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AHOTALIIA

bakanaBpchka numioMHa pobota ckiaagaeTbes 31 127 cropiHok ¢opmaty A4, Ha
akux € 61 pucyHkiB, 3 TaOJMI, COUCOK BHKOPUCTAHHX JDKEpEN MICTUTh 23
HAMEHYBaHb

Y 0OakanaBpChKii AUIUIOMHIA poOOTI 3ampolOHOBAHO ITPOBY CHUCTEMY,
OpIEHTOBAaHY Ha MPHUUHATTSA TAKTUYHUX DillleHb Yy OMTBax 3 BOPOKHUMHU ICTOTaAMH Ta
JOCTIPKEHHSI KOPUCTYyBau€eM JIOKaIlii.

Po3pobsieno Mozeni 1rpoBOi CUCTEMH, Kl peaji3oBaHI B JEMOHCTpaUliHOMY
irpoBomy noaatky «Magical adventurey.

[IporpaMuuii npoaykT OyJ0 CTBOPEHO 3 BUKOPUCTAHHSIM MOBHU IPOTpaMyBaHHs
Python ta ¢peiimBopky Pygame. Jlns po3poOku rpadiunoro inrepdeiicy Tiled. B
SIKOCTI CepeZOBHIIa PO3POOKHU MPOrpaMHOro 3adesmneuenHs Oyno oopano Visual Studio
Code.

Po3poOneni Meron Ta MoAeNlb I'pU MOXYThb OyTH BUKOPHCTaHI MpU PO3pOOIl
Cy4aCHUX ITPOBUX CHCTEM, Y SIKUX NependadeHa po0oTa 3 MTYYHUM THTEIEKTOM.

Kiro4oBi cioBa: komm’toTepHa rpa, 2D, exmH-nipuroja, Pygame.



ABSTRACT

The bachelor's thesis consists of 127 pages of A4 format, on which there are 61
figures, 3 table, the list of used sources contains 23 items.

The bachelor's thesis offers a game system focused on making tactical decisions
in battles with enemy creatures and user exploration of locations.

Developed models of the game system implemented in the demonstration game
application "Magical adventure".

The software was created using the Python programming language and the
Pygame framework. To develop the Tiled GUI. Visual Studio Code was chosen as the
software development environment.

The developed methods and models can be used in the development of modern
game systems, which provide work with artificial intelligence.

Keywords: computer game, 2D, action adventure, Pygame.
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BCTYII

OO0rpynryBannss BuHOOpPY TemMHu jgociaimkeHHsa. Komm'rorepy Ta @ ix
BUKOPHCTAHHSA MIBUAKO W IIHPOKO 3pOCTald Yy BCHOMY CBITI. 3aBISKH pPI3HOMY
MOTEHI[Ialy BOHM BUKOPUCTOBYIOThCS [IJIi BHpIIIEHHS Oaratbox 3aBaaHb. lle
JOTIOMAarae BUPIIIYBATH 3ajadi, 3 IKUMH CTUKAETHCS JIIOJUHA B MTOBCAKIACHHOMY >KUTTI.
ToMy BOHUM 3HAUHO BITMBAIOTH HA HAIlle KUTTS. BIIUB BUKOpUCTaHHS KOMIT IOTEpa HA
KUTTS JIIOJUHHU, OYEBUIHO, BU3HAUAETHCS SIK €KOHOMISI FpolIel, yacy Ta 3ycuib. 1106
3pO3YMITH TJIMOUHY BTPYYaHHSI KOMIT IOTEpa B )KUTTS CyCHIILCTBA, CJIiJ MOJIUBUTUCS HA
PO3BUTOK MOAIHN y cpepax 3B’ 43Ky, OCBITH, KOMyHAIBHUX MOCIYT Ta OXOPOHU 3/I0POB’sl.

[Ipotsirom octanHiX 3 #AECATHIITH KOMM'IOTep OyB BHU3HAHUN HAWOUIBII
YCHIIIHUM BHHAXOJIOM, IO 3MIHIOE KUTTSA 1 BUPIIIYE NPOOJEMH B KUTTI JIHOJUHHU.
Croroani Tam, e mpairoe Oi3Hec, 3HaieTbes koM torep. [loquBUBIINCE HA OCBITY,
OXOpOHY 3/I0pOB’Sl, TPAHCIIOPT YU CEKTOP 3B 513Ky, MU 0a4MMO BIUIMB 1 3aCTOCYBaHHS
KoMIT'toTepa. Baxkko BWXUTH B O13Heci 0€3 BHUKOPUCTAaHHS KOMII'IOTEpa MPSAMO YU
OITOCEPEIKOBAHO B I[bOMY CydacHOMY CBiTi [1].

Takox KOMIT'IOTEpPH CTajd HEBIJ €MHOIO YacTUHOIO 1HAYCTpli po3Bar. Bouu
BUKOPHCTOBYIOTHCS JJII CTBOPEHHS crieniepekTiB y piibmMax. BoHU BUKOPUCTOBYIOTHCS
Uit penaryBaHHsS ~— (DUIBMIB,  CTBOPEHHS  MOBHOMETPXKHUX  MYJIBT(PUIBMIB,
MyJIbTUMEIIMHUX  TIpe3eHTaiid  Tomo. Komm'toTepu  BUKOPUCTOBYIOTBCS ISt
MOJICITIOBAHHS 1rOp 1 JIJIi BUMPOOOBYBAHHS PI3HUX ITPOBUX cTpaTerii. Takum dmHOM,
BUKOPUCTaHHS KOMIT IOTEpIB y cdepl po3Bar — (PiIbMiB, My3UKH, MIPE3CHTALIIH, CIIOPTY
Ta iIrop — 3pOCJIO 3a OCTaHHE ACCATHIITTS, 1 Terep KOMI IOTEpU BIIITPAIOTh BAXKIUBY
poJib y ux cepax.

Komm'toTepHi irpu 3 KOKHUM JHEM 3700yBalOTh BCE OUIbIIY MOMYJSAPHICT 1y
miTed, 1 y mopocnux. Bcel momm pisHI, 1 3 1€l IPUYMHKA KOXHA JIFOJMHA Ma€ CBOI
yiro0JieH1 irpu. XTOCh JTIOOUTH CTPLISTH, XTOCh OpaTH ydacTh B aBTOMEPETOHAX, XTOCh

— Oyaysaru 1 T. A. KoM 1oTepHi irpu J03BOJISIIOTH PO3BUBATH MUCIJICHHS Ta TPEHYBaTU
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MIBUJKICTh peakiii rpaBIsl B €KCTPEMaIbHUX yMOBax. TOMy aKTyalbHOIO € po3poOka
koMmIT totepHoi 2d-Tpu «Magical adventurey.

3B’A30K po0OTH 3 HAYKOBMMM MporpamMamMu, ILUIaHaMu, Temamu. PobGorta
BUKOHYBaJIacs 3TiHO IIJJaHy BUKOHAHHS HAYKOBHMX JOCHDKEHb Ha Kadeapi
IPOrpaMHOro 3a0€3MeUEHHS.

MeTta Ta 3aBAaHHS J0CJaiIKeHHs1. MeToro 0akaaaBpChKOl TUIJIOMHOI POOOTH €
MBUIICHHS MOXJIMBOCTEH TPEHYBaHHS TaKTHYHOTO MHUCJICHHS KOPUCTyBayda MUIIXOM
PO3pOOKH Ta BUKOPHUCTaHHS 20-Ipy jKaHPy EKIIH-TIPUTOJIa 3 KOMIIOHEHTAMHU PO3BHUTKY
30pOBOi yBaru Ta MPUHHATTS TAKTUYHHUX PIIICHb, SKa CHOPHUITHUME TPEHYBAHHIO
MIBUAKOCTI IPUMHATTS PillIeHb TPaBLIEM B EKCTPEMAIbHUX YMOBaX.

OCHOBHMMH 3aia4aMu POOOTH €:

- aHaJi3 CTpaTerii TpeHyBaHHS TAKTUYHOTO MUCJICHHS,

- YAOCKOHAQJEHHS METOJYy PO3BUTKY TpPU 3 BHUKOPUCTAHHSAM MPHUHIUILY
CHUIBHOTO PyXy I'paBelb-BOPOT;

- po3poOka Mojeliel IrpoBOi MporpamMu AJisk TPEHYBaHHS IIBUIKOCTI PUAHATTS
TaKTUYHUX PIIICHB,

- po3poOka  IHTYITUBHO  3pO3yMUIOTO  KOPHUCTYBAalbKOro  1HTepdeiicy
IIPOTrPaMHOTrO MPOAYKTY;

- po3poOka koM’ toTepHoro nonatky «Magical adventurey;

- TECTYBaHHSI CTBOPEHOI'O MPOTrPaMHOr0 MPOIYKTY.

O06’€KT 10CTIIZKEHHS — TIPOIIEC CTBOPEHHS KOMIT IOTEPHUX 1T0P.

IIpeamer gocaigaeHHss —3aco0M peanizailii KOMIT IOTEPHUX 1rOp, OPIEHTOBAHUX
Ha PO3BUTOK PEakilii Ta 30pOBOi yBaru KOPUCTyBaya y MPOLECI MPUHAHATTS TaKTUUHUX
pIIICHD.

MeTtoau aociixkeHHsi. Y Mpoleci JOCTIIKEHb BUKOPHUCTOBYBAIUCH METOJU
JIOCIIHKEHHS

- METOAM Teopii aJropuTMiB [Uisi NOOYIOBM aNroOpUTMiB (YHKIIOHYBAaHHS
IrpOBOi CUCTEMU;

- METOJY CTBOPEHHS rpadpiyHux 300pakeHb I pO3POOKH IrPOBUX CIIEH;
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- METOJH Ta TeXHOJIOTIi pO3pOOKH KOMII FOTePHHX irop aiis pearnizaiis 2d-rpu y
KaHp1 eKIIH-TIPUTO/TH;

- METOAM TECTyBaHHS JJIsl MEPEBIPKHU MPaIE3/1aTHOCTI CTBOPEHOTO MPOTrPaMHOTO
MPOIYKTY.

HaykoBa HOBH3HA OTPMMaHUX pe3yJIbTATIB.

o [Toganpiioro po3BUTKY OTpPUMAaB METOJl PO3BUTKY I'pH, KU, Ha BIIMIHY
BiJl ICHYIOUHMX, 0a3y€ThCS HA BUKOPUCTAHHI MPUHIUIY CHIJIBHOIO PyXy IpaBelb-BOPOT,
[0 JO03BOJISIE IIBHUJIKO CTBOPIOBaTHM 1 JI0JaBaTM HOBI BHAM BOPOTIB B IrPOBE
CEpEelIOBUIIE, OCKIJIbKA BOHHM HACHIAYIOTh JEsAKl METOIU-(DYHKIIT MepcoHa)ka rpaBIld,
10 MIPUCKOPIOE TIPOIIEC PO3POOKHU Ta YCKIATHEHHS EKIITH-1TOP.

o [TopanbuIoro po3BUTKY JicTajla MOJAEIb ITPOBOI CUCTEMH, SIKA, HA BIIMIHY
BiJl ICHYIOUHX, OPIEHTOBAaHA HA BUKOPUCTAHHS KOMIIOHEHTIB TAKTUYHOI'O MHCIICHHS 3a
JIOTIOMOTOI0  30UTBIIICHHST XapaKTEPUCTUK TMEPCOHaXa, IO 3a0e3MeYuTh PO3BUTOK
PI3HOMA@HITHOCTI ITPOBOTO MPOLECY 1 CTBOPUTh 3py4YHI YMOBHU TPEHIHTY JJis
KOpHCTYyBaya.

IIpakTHYHA WiHHICTHL OTPUMAHMX pe3yJbTaTiB. [[pakTHUHA LHIHHICTH MOJSATAE
y KIHLEBIM peami3anii komn totepHoi 2d-rpu «Magical adventure» y >kaHpi €KIIH-
IpUroa.

OcoOuctuii BHecOk 3100yBada. YcCi HayKoOBI pe3yJlbTaTH, BHUKIAJCHI Y
OakanaBpChKIM JUIUIOMHIM poOOTI, OTpUMaHl aBTOPOM OCOOHUCTO. Y HayKOBii poOOTI
[2], ony0OutikoBaHi# y CIiBABTOPCTBI, aBTOPY HAJICIKATh aJITOPUTMH pOOOTH TPOTPAMH.

Amnpobania marepiajgiB 0akajJaBpCcbKoOi JUIIOMHOI podoTH. OCHOBHI
MOJIO’KEHHST 0aKajaaBPChKOI JUIJIOMHOI pOOOTH JOMOBIIAIUCA Ta OOrOBOPIOBANIMCS Ha
BceykpaiHcbKiii HayKOBO-T€XHIUHIM KoHbepeHlii «Monoap B HayIli: JOCHIIKEHHS,
npobnemu, mnepcrnektuBu (MH-2022). Cexkuis Iadopmariitai  TexHonorii  Ta
KOMII ‘FOT€pHA 1HKEHEPISN».

Iyo6aikanii. OcCHOBHI pe3yNbTaTH JOCTIKEHHS OIYyOJIIKOBaHI B HAaYKOBIU
po6oti [2] — Te3ax momoBiai Ha BceykpaiHChbKii HayKOBO-TEXHIUHIM KOH(EpEHIIil
«Mosonp B Haymi: AoCHimKeHHs, npoOnemu, nepcrnektuBu (MH-2022). Cexkuis

IndopmariitHi TEXHOJIOT1T Ta KOMII ‘FOTepHA 1HXKEHEPIS».
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AHaumi3. Y MosSCHIOBaJIBHIN 3amucii 10 OakaaaBpChKOi TUIIIIOMHOI poOOTH Oyii0

PO3TISIHYTO 4 po3/1au Ta OyJI0 BUKOpUCTaHe 23 JIiTepaTypHE JHKEPeio.
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1 OBIPYHTYBAHHS BHUBOPY METOJAY PO3POBKH TA
INOCTAHOBKA 3AJTAY JOCJIKEHHSA

1.1 AnaJi3 crany 2d-irop

2D irpu — irpu 3 BHJOM 3BepXy, TOOTO Kamepa pO3TalloBaHa IIPSIMO
MEePIEeHIUKYIAPHO ab0 i KyTOM Haja IMepcoHa)keM, abo irpu 3 BUAOM 300Ky UM Bij
TPEeThOi 0COOM, KOJHM IrpOBWIi Mpoliec MocTae y BUrsiAl nmaHopamu. Crouatky 2D
rpadika BUKOPHUCTOBYBaIa 0ITOBE 300pakeHHsI, Mi3HIIIE €BOIIOIIOHYBasIa 10 8-01THOI,
a motiM 1 1o 15/16 6it, tak 3Banoro HighColor, a Bxe motiMm 24 0iTH, BIIOMOI SK
TrueColor i, Haperniri, 48-0iTHe 300paxkenHs — DeepColor.

IrpoBa iHgycTpis 3 2D irop crapTyBaia i A0CI ei BUJ] 3aJIUIIAETHCS aKTyaIbHUM
K cepell NeAKUX HEBEJIMKUX KOMIIaHIM, Tak 1 cepea 1HAI-po3poodHukiB. Cepen 2D
ITPOBUX TMPOEKTIB TOMIUPEHE BUKOPUCTAHHS TIKCENbHOI Tpadiku Yepe3 MPOCTOTY
BUKOPUCTaHHA. 3 Takok Tpadikoi MajiuM TpynaM po3poOHHKIB ab0 pOo3pOOHHKAM-
OJIMHAaKaM JIeTlIe CTBOPUTH aHIMallli, MpOMAajOBaTH pIBHI Ta I1HIIE, MNPUIIITUBIIN
OlIbIlIe yBar TaKUM TOHKOIIIAM, SIK OTIPAIFOBAHHS CIOKETY Ta MepcoHaxiB. OqHaK HE
BapTo 3a0yBaTH, IO Ha CBITI € 0araTo WEAEBPIB IrpPOBOI 1HAYCTPIi, SIKI BHECIU HOBI
bapbu B irpoBy IHAYCTpitO, CTBOPWUJIM HOBI CETTUHTM Ta BCECBITH, IO
BUKOPUCTOBYIOThCA 1 Jocl. Jleski 3 HHMX, 3BMYaHO, MEPEKOYyBAIM B PYKH I1HIIOT
KOMIIaHii, Ika 9aCTKOBO 3aHAIaCTUIIA, a YACTKOBO Jajia HOBE KUTTS MporpaMamM — i Bce
e depe3 OaHKPYTCTBO MOYATKOBHX aBTOpiB — cepist irop Fallout (puc. 1.1). 3aramom
MOXHa CKazaTH, 1o O0yjo 0 OaxxaHHs, BMIHHS 1 (paHTa3isl — OJIHA MajieHbKa KOMIIaHIs
3MOK€ CTBOPUTH IIOCh BEJIUKE, 0 MOIIO O OyTH HE 3HEBAKCHUM 3JICKHICTIO BiJ

npuOyTKy.
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Fallgil,

\NEW VEGAS

Pucynok 1.1 — Cepis irop Fallout

Henouniku Takux irop moJisiraroTh JIMINE Y Bi3yalibHIM CKJIaJ0BiM, OCKUIBKHU B 21-
My CTOJIITTI 06araTto XTO MPOCTO HE MEPEHOCUTh BUAY MIKCETbHOI Ipadiku. Ale rpymi
HEJIOCBITYCHUX PO3POOHUKIB, OCOOJIMBO, SKIIO II¢ iX JEOIOTHUN IPOEKT, II€ MOXKHA
npo0aYnTH, TOMY IO IXHI MOXJIMBOCTI OOMEXEHI pecypcaMu Ta HaBUYKaMU. Takox
BapTO BIAMITUTH, 10 OaraTo Cy4yaCHHUX CETTHHIIB ctapTyBaiu came 3 2D: Grand Theft
Auto, The Elder Scrolls, Warcraft, Warhammer 4000, Fallout ta iammi. Hanpukinai 90-x
POKiB OTPHMMAB IMIUPOKY MOMYJSPHICTh CTHIIb TiceBA0-3D, sikuit Bce 1ie 3anuinancs 2D,
cTBOproroYM UTt03iro 3D. HaliBigoMimumuy npeAcTaBHUKAMH TaKoi CTUJIICTUKU € Doom,
Doom 2, Wolfenstein 3D (puc 1.2). OcranHs, He3Ba)KalO4YHM Ha Ha3BY, IKa € PEKIAMHUM
X0JIOM, Tpa JABOMIpHA. ['OJOBHUM HEIOJIKOM Takoi Tpadiku € HEMOXJIUBICTh
JeTanizyBaTd okpemi jgetani. [17ocki mMomeni OMHOTO TMEPCOHaXKa 1HOMAI JTOBOIAUTHCS
MaJIOBaTH KUIbKa pa3iB, OCKIJIBKH CaM JBUTYH I'PHU HE JO3BOJISIE 3pOOUTH OAHY LIJIbHY
Mojenb. Takox He BapTo 3a0yBaTH MPO aHIMallli mepcoHaxaM — y 0araTbOX BUIIAJKaX

BOHHM PBaHi i BUTJISAAIOTH SIK KAPTHHKH, 1110 3MIHIOIOTHCS, a He pyX [3].
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(LEVEL | SCORE |LIVES ’ﬁ‘ HEALTH [ AMMO |

| 300 3 1007 11

Pucynox 1.2 — I'pa Wolfenstein 3D

OcTaHHIM 4acoM 1HIYCTpIA BIJEO 3a3HA€E MEPIOAY TAK 3BAHOTO «OKa3yaJTIOBAHHS
(Big cmoBa «casual»), ToOTO IrpoBHil MPOIIEC CHPOIIYETHCS NI HOBUX TPABIIIB, SAKUX
MO3K€ BIJUUIIKATH CKJIAAHUM reiimiuieil. YacTo 1e BUKIMKAHO MIpaTCTBOM — PO3POOHUKHU
HE XOYYTh CTapaTHCs JJI THX, XTO HE 3aIUIaTUTh, & YACTKOBO I Yepe3 caMHX I'paBIliB —
ITpH 3 IIKaBUM, aJie CKJIAJHUM TeHMIUICEM MPOCTO HE OKYMAIOTHCS 1 TOMY BUTITHIIIE
pOOUTH MPOCTEHBKUI LIYTEP 3aMICTh MPOAYMAHOI Ta CKIAAHOI TPH.

Opnak OyBae 1 Take, IO PO3POOHUKH TPOCTO TOJIIHYBaIUCS ab0 KEpIBHUKH
KOMITaHIli XOYYyTh BEJIMKHX 3apOOITKIB 3 MPOJaxy B KOPOTKI TEPMIHH, Yepe3 IO
KIHIIEBUM TPOAYKT BiJ THX, XTO B L1l KOMIAaHIi Npalto€e, BUXOAUTh Y CBIT CUPYBATHM,
MICIISIMH HETOPOOJICHHUM 1 3 «IIPSIBUM» CIOKETOM, 110 HE TIIIUTh SIK CAMHUX TBOPIIIB, TaK
1 KEpIBHUKIB KOMIIaHId, SIKI PU3MKYIOTh Yy TaKOMYy pa3l 3aJuIIMTHCS 0e3 rpoima B
KHIIIeH], 110, 10 peyi, Tparusuiocs AOCUTh PIAKO, TOX, SIK HE JUBHO, MOAIOHI MPOEKTH
OKYTUTIOIOTHCS, HEXal 1 He 3aJ0BOJBHAIOUN OaKaHHS KEPIBHUIITBA.

Taxox abCOMOTHO KOXKEH, XTO XOU pa3 Y CBOEMY JKUTTI TPUMAaB y pyKax MUIIKY
3 KJIaBlaTypolo, TeiMmaj, JHKOMCTHUK abo xoda O IrpoBe KEpPMO, 3HAIOTh MPO BEJIHKE
NPOTHCTOSIHHS KOHCOJIel Ta nepcoHanbHux komi torepiB (I1K). Ane, SKimo moauBUTHCS
00'€KTUBHO, TO y KOKHOI 1IrPOBOi MPOTpaMu 3HANAYThCA MEBHI MEpPeBaru Ta HEIOMIKH.
[Ipote mipaTCTBO € TOJIOBHOIO MPOOJIEMOIO PO3pOOHUKIB irop. KOHCOMBHI €KCKITIO3UBHU
MalOTh BEJIMYE3HY TEpeBary Mg PO3POOHUKIB — CKIIAJHO «CHIpaTUTH» TIpy. A s

OUTBIIIOCTI TPaBIIB — JIOOUTENIB OE3KOMTOBHUX 1rop — 1€ Benude3Huit minyc. [Ipo 1e
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4acTO 3aMOBYYIOTh, aJDK€ HE MPHUHHATO BIABEPTO TOBOPUTH TIPO JHOOOB 10

OE3KOIIITOBHOTO.

1.2 IlopiBHAJILHUI aHAJII3 AHAJIOTIB

IcHye mocuTh Benmke pisHOMaHITTA 20-irop »kanpy «Action-adventure». o
HANOLIBIII BIIOMHUX BIJHOCATE:
— Unreal Element World;

— Crypt of the NecroDancer;

Dead Hearts;

Rise of the Third Power.

Unreal Element World (puc. 1.3) — ekmH-npuroan 3 MexaHiKaMu porajiika Ta 3
BUJIOM KamepH 3Bepxy, maixke sk y Unreal Gold. ['py Mo)xHa 3aBaHTaXUTH TOPPEHTOM
Unreal Element World.

OOGupaiiTe TOro reposi, SKUH HaWOUIbIIE MIAXOAUTH 3a HAOOPOM SKOCTEH 1
3M10HOCTEH, a MOTIM BUPYIIAWTE HA TOIIYKA JAWUBHOTO CIOPSKEHHS, 00 3pOOUTH
CBOTO IIPOTAroHiCTa Ie CUIIBHIIINM, HI3K BiH OyB 710 LIbOTO.

Ha BinMiHy Bij IHIIMX MPEACTaBHUKIB JAHOTO KaHPY, TYT I'pa 3a0X0UyBaTUME 10
BUKOPHCTAHHS €JIEMEHTIB HaBKOJIUIITHBOTO CEPEIOBUIINA, SIKUMH MOKHA KOPUCTYBATHUCS
B 0010.

KoMOinyiiTe BCl 3HalIeH] pedl, 1 TOAl €PEeKT BiJl IbOTO Oy/ie B pa3u CYyTTEBIIINM.

[Ile ogHa rojoBHA BIAMIHHICTG I11€1 TpU Bij 1HIIUX roguelike-po3Bar — 1ie Te, 110
rpa He Ma€ 3HAYHOI JMHAMIYHOCTI, @ HABIAKH, IOTIOMOYXKE 3JIeTKa CIIOBUILHUTHUCS [4].

Bci gocTynHi mpeMeTy He BiUHI, a TAKOX 3/1aTHI 3HOIIYBATHUCS, TOMY HEOOX1THO

CTEXKHUTH 32 IX CTAHOM 1 BYACHO 3aiiMaTUCS PEMOHTOM.



Pucynox 1.3 — I'pa Unreal Element World

Crypt of the NecroDancer (puc. 1.4) € cyMimimo pUTM-Irpd Ta clemepa 3
JIBOMIPHOIO MIKCEIBHOIO TpadiKoro.

CrnpoOyiiTe Ha coOi1 110 HE3BMUYaHY pO3Bary, sika BXKe BCTHUTJIa OTPUMATH KiJIbKa
NpEeCTKHUX Haropol. llepeminryiiTecs B TakT 13 My3UKOIO Ta BUOMBAWTE MPaBUIbHUI
pUTM Ha yepenax BallluX MOBAJIEHUX CyNMpOTUBHUKIB! Bcee 11e miiicTBO B11OYyBa€THCS il
YyJJOBUI My3U4YHUI CynpoBiJ My3uKkanTa Jlenni bapaHoBcbki.

BuBuaiiTe mnpocTopu MOXMYypUX MiA3eMeNb, $AKI KHUIIATh PI3HOMAaHITHUMHU
CMEPTOHOCHUMH 1CTOTaMH, ITOYMHAIOYM BIJ TAHIIOIOYMX CKEJICTOHIB Ta 30MO1 1
3aKiHYYIOYH BEJIUYHUMU JIpakoHamH [5].

[Tam'sTaiite, 1m0 pyxatucs NOTpIOHO MiA MYy3UKY, 1HAKIlIe HAa Bac 4ekae kpax. Jis
3pYyYHOTO KEPYBAaHHS MOKHA BHOpATH KiaBlaTypy 1 Muiry abo *x reimmai, aie, sKIIo
XoueTe BUIPOOYBATH AUBOBIKHI Ta PEANTICTHYHI €MOllii, TO MOXKHA 3aracTucCs WU
MOBHOLIHHUM TAHIIOIOYUM KUJIMMKOM, SKHUH MOXKHA MIAKIIOUWTH J0 KOMIO'IOTEpa 3a

noromororo USB.
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Pucynok 1.4 — I'pa Crypt of the NecroDancer

Dead Hearts (puc. 1.5) € cyminito aHiMe-IPUTOH Ta POJIbOBOI I'PH Y CTHIIICTHIII
TeMHOTo (eHrtesl. ['paBLI0 TOBEIEThCS NMEPETBOPUTUCA Ha Trepos 3 IM'siM 3epo, SKUi
MPOKMBAE B CTAPOJABHIX 1 BUCOKHUX ropax. SKOCh yHOYI 7O HBOTO B IOCEICHHS
BTOPralOThCs €IITHI CONIAaTU 3 HAWOMMK4O1 iMriepli ApaiiHist. €IMHUMHU, KOMY BIalOCs
BIKUTH, € TpaBellb, a TAKOXK HOT0 cecTpa 1 moApyra AUTUHCTBA.

Tenep rpasiro NOTPIOHO OOPOTHUCS 32 CBOE KUTTS T4 BUBYATH MPOCTOPHU MYCTEN,
sKa 3/1aTHA TIPUBECTHU A0 MPOIBITAIOUOTO MiCTa.

IrpoBuii mporec € AOCHTH JAWHAMIYHMM, a BCl 001 3 CYNpPOTHMBHUKAMH
B1JIOYBaTUMYThCS Y PEaIbHOMY Yaci 3 BUJIOM MEPCIEeKTUBU HAropi.

[IpokauyiiTe piBeHb CBOrO MPOTAroHICTa, UIyKaWTe VYHIKAJIbHI MpPEeIMETU
CHOPSKEHHSI Ta Cpi0io, a TakoXX MOKpAIlyHTe BCUISKI HABUYKU Ta 30poro, 1mol 3

KO’KHHUM pa30M CTaBaTH BCe CHUJIbHIIIUMHU [6].



18

Pucynox 1.5 — I'pa Dead Hearts

Rise of the Third Power (puc. 1.6) — e moboBHui JucT y aHi ciaBu RPG y
KOHCOJIFHOMY CTWJII 3 CYYacCHHUMH 3pPyYHOCTSMH, TaKUMH SK aBTO30EpEkKECHHS Ta
MOETHAHHIM HAMKpaluX €JIEMEHTIB irpOBOrO MPOIECy Ta MHUChMa B SMOHCHKOMY Ta
3aX1THOMY CTHJISIX.

Ictopis. Ilpuennyiitech 10 rpynu 3 BOCbMH OC10, KOKEH 31 CBOIMH YHIKaJIbHUMU
amOILIsIMKM, TIEPCIEKTUBAMU Ta OCOOUCTOCTSMM, KOJM BOHM MPHUCTYHAlOTh MO
camMoTyOHOI Micii, mo6 moBanuTu iMrnepatopa Apkazuis, JImutpa Hopackona.

[TomiTuuHi 1HTpUrK. Y Mipy TOro, siK cBIT PiH oroBTyerbes Bin Benukoi BiitHH,
OanaHC CUJI 3aJIMIIAETHCS CIIOTBOPEHHUM, a BaKyyM CHJIM BCE III€ YEKA€ Ha 3alIOBHEHHS.
[TapTito rpaBuUs OXOIUTIOBAaTUMYTh 1 JOMOMAaraTUMyTh 1HTPUTH, OPEXYHHU Ta 3PaJHUKH,

IOKHU TOJMHHHUK TIKa€ 0 MOBTOPCHHS HAWOLIBIIOT BIHHU B iCTOPIT JItoAcTBa. [7].
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Pucynox 1.6 — I'pa Rise of the Third Power

PesynbpTaTu mopiBHSIHHS aHAJIOTIB 3Be/IeHO B Ta0u. 1.1.

Tabmuns 1.1 — [opiBHAIBHI XapaKTEpUCTHUKA aHAJIOTIB
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Unreal Rise of _
Crypt of the Dead _ Magical
Kpurepii Element the Third
NecroDancer Hearts adventure
World Power
InTyiTuBHE
yIpaBITIHHS + + + - +
MEPCOHAKOM
My3uunuit cynpoBif 1 + + + + +
3BYKOBI e(peKTH
MlHlMamCTHqﬂl ] + + ) +
Bi3yasbHI €PEeKTH
CucremMa mniABUIIIEHHSI
XapaKTePUCTUKIB + - ) + +
NEPCOHAXKA
MinimManbHI CHCTEMHI i - + + +
BUMOTH
AOCOIIOTHO . - - +

O€3KOIITOBHA Ipa
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BignoBimro mo Tabmuimi 1.1.3 TOpIBHSUIBHUMH XapaKTEPUCTUKAMU pPO3poOKa
BiIacHOi 2d-rpu € goniuibHOI. OTpPHMaHHHA MPOIYKT 3MOXKE BHIIPABUTH HEIOIKU

aHaJIOTiB 1 3a0€3MeYNTH HOBUM 1TPOBUI JIOCB1/I KOPHCTYBady.

1.3 AHaJjii3 MeToiB po3B’A3aHHS 3a1a4i
Irpu cTBOpIOIOTBCS 3a JIONMOMOIOK PYIIIiB — HA0OpY I1HCTPYMEHTIB, 0O

JTO3BOJISE MPAIIOBATH 3 Tpadikoro, G13UKOI, CKPUIITAMH Ta THIITUM.

Irposgiii pymiii Unity 300paxeHuii Ha pucyHky 1.7

X483 ¥ -0957 Z508
Rotation X0 Y 54948 Zo0
Scale X1 Ll z1

L
v @) - Capsule Coliider o

P Directional Light

X0 Yoz 2o

1
X Maamze OnPlay | Mute Audio Stats Gizmos ~

at

W Project | @ Console.
+- > e » w8

Favorites  Acsats > Scripts
it

W # #| H#| H#| H#|#

Tteracton FostStep  WUDContal.  investoy  MuseCont

#

PayerCont .

Msg None (Canvas Group)

Pucynox 1.7 — IrpoBuii pymiit Unity

VY niBoMy BEpXHbOMY KYTKY — IrpoBa CII€Ha, Ha SIKy MOJKHA J0JlaBaTH 00'€KTH,
pyxaTu iX, MpUOUpaTH 1 TaKe 1HIIIE.

Hwxge po3ramoBane irpoBe BIKHO — B HhbOMY MOXHA MTOOAYUTH, SIK BUTIISAIATHME
rorosa rpa. Mo>kHa HaBiTh HATUCHYTH KHOTIKY Play 1 morparu.

Jlani MokHa moOauuTH i€papxito 00'€KTIB Ha ClieHl, (alIoBUN MEHEIKep Ta

BKJIaAKy Inspector — y Hiil € pi3HI HacTpoWku mjisa BuOpaHoro o6'exkra. Kpim Toro,
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MO’KHA 3aiTH B HAJAIITYBAaHHS MPOEKTY Ta BKa3aTH OakaHl MOKa3HUKU JJIS TpaBiTallii,
OCBITJICHHS, TIHEH, IKOCTI rpadiku Ta 1HILIOTO.

Taxox y pymis € miarpumka ckpuntiB Ta API. Ckpunrtu nomnomararoTh nucatu
KOMaH/IM, SKi BUKOHYBaTUMYThCSI TPOIO BeCh yac abo Micis SKUXoch Nii rpaBis. API
JI0TIOMArae CIPOCTUTH HAINMCaHHS CKpulTiB. ToOTO BM HE NPOBOAMTE CKIAIHUX
MaTeMaTHYHUX PO3PaXyHKIB, 100 3MIHUTH TOJIOKEHHS ab0 oOepTaHHS 00'€KTa — BH
IPOCTO MumIeTe koMaHay Ha Kmtant «Unity, moBepHu 00'eKT A Ha 5 rpagyciB mo oci
X» [8].

Mo>kHa BUKOPUCTOBYBATH TOTOBUM pyIIiid a00 HamMcaTH CBIA —y 000X BapiaHTIB
€ IUTFOCH Ta MIHYCH.

[lepeBaru roTOBOIO pyIIis:

— Benuka KUIBKICTh TOTOBHX 1IHCTPYMEHTIB, 1100 peasizyBaTu CBOI 17€i.

— CninbHoTa. [HIINT pO3pOOHUKH, SIKI KOPUCTYIOTHCS LIUM K€ PYIIIEM, MOXYTb
JIOTIOMOTTH TpU pOo3po0Lll, TOJIOBHE 3aJaTH NPABUJIbHE 3alIUTAHHS.

— HanaromxeHne nopTyBaHHs irop Ha 1HILI IATHOPMH.

— € 0e3KOIITOBHI BaplaHTH PYIIIiB.

— BnacHi Mara3uHu py1iiB 3 TOTOBUMHU CKPUIITAMHU, MOJICIISIMH, €(pEeKTaMu 1 T.JI.

Henomniku rotoBoro pymris:

— MosnuBa HasBHICTh 0ara, KMl B CHJIaX BUIIPABUTH JIUIIIE PO3POOHUK PYIIIis.

Jliuensis, 1HO1 AOBOJAUTHCA JUIUTUCS YACTUHOIO MPUOYTKY.

— P03p0o0OHUKHN MOXKYTh 3yITUHUTH MIATPUMKY PYIIIisl.

— HaamipHa KinpKicThb He MOTPIOHMX (YHKIIN came mpu Balii po3poOri, 10
BILUIUBAE HA PO3MIp TPH.

[lepeBaru caMONMCHOTO PYILIs:

— TinbKuU T1 THCTPYMEHTHU L0 MOTPiOHI BaMm.

— Xopomia onTuMizallisi, B pe3yJabTaTi BIACYTHOCTI HEMOTPIOHUX MOIYJIB 1
IHCTPYMEHTIB.

— Kpama iHTyiTUBHICTb.

Hemnomiku roToBOTO pyIIIis:
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— JloBruii mepioJ HaMMCaHHS PYLIis.

— Benuka BapTicTs.

— IloMuiku y NMpo€EKTYBaHHI MOXYTh OyTH KPUTUYHUMU K JJIA ITPH, TaK 1 JUIs
PYIIis.

Cnucok cy4acHUX pyIiiB:

— Unity;

— Unreal Engine 4;

— CryEngine 3;

— Source, Source 2;

— Creation Engine;

— Godot;

— Cocos2D;

— Game Maker Studio 2;

— RPG Maker i 1.1.

MoBu nporpamyBaHHs. 3 iX JONOMOIOIO BiAOyBaeTbcsd OMHUC ISl KOMI'tOTepa
YMOB 1 KOMaHAM: Ko A, 3pobu b, a sxmo B, 3poou J[. He3paxkaroun Ha Te 1o pymrin
OepyTh Ha ceOe BEJIMKY YaCTHHY pOOOTH, IMporpamMyBaTH JoBeaeThes Oarato [9].

[TepemimieHHs1 IO MEHIO, TIEPEXIJT MIXK JIOKAI[ISIMUA, KEPYBAaHHS MEPCOHAXKEM, PyX
KaMepH, 3MiHa MYy3UKH, J1aJ0TH, CUCTEMa KBECTIB — BCe IIe Ta 6arato iHIIOro moTpioHO
Oyze 3anporpamyBaTi. He kaxyuu Bike Ipo IITYYHUH ITPOBUM 1HTETIEKT.

Konkpernuii pymriii, miarpumye KOHKpeTHI MoBH. Hampuxman, y Unity
niarpuMytothest C# ta JavaScript (Moro monudikariisi, sika HazuBaeThesi UnityScript), a
B UE4 - C++ [10].

HavinomynspHiiii MOBY TIporpamMyBaHHS JJ11 PO3POOKH 1rop:

— C#;

— C++;
— Java,;

— Python;
— Swift;
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— Objective-C;

— JavaScript;

— PHP;

— Lua.

OpeiiMBOpKH Jal0Th 3MOTYy BHUKOPHUCTOBYBAaTHM MOBY, IIOO Hamucatu Tpy Oe3
neuryHa. Hanpuknan, Ha JavaScript cTBoprotoTbes OpaysepHi irpu, Ha C++ a6o C# —
irpu a7s KoMI'toTepiB, Java — muist mpucTtpoiB Ha Android, 1 Tak mari.

Jlist iux MoB € 010110TeKH g poboTu 3 Tpadikoro, ado 1t GpeMBOPKH s
CTBOpEHHs irop. @peiiMBOpPK — 11€ KapKac, Maiye rOTOBUM J01aTOK. PO3poOHMK TPOCTO
JIOTIUCYE JIJISl IOTO KapKaca SIKICh J0JaTKOB1 (DYHKIIIT, MiAraHs0u4d HOro UM IiJi CBOi
notpebu [11].

Buxopuctrannus 010iioTek 4M (PpelMBOpKIB MOPYY 13 HAMKCAHHAM BJIACHOTO
JBIDKKA J1a€ MaKCUMalbHy CBOOOAY i Mpu po3poOI. Ajie 3HHUKAE MOXKJIUBICTDH
KopucTyBaTucsi TpadiuHuM 1HTepdelicoM, a BCl HaJalTyBaHHS Ta MapaMeTpu
JIOBOJUTHCS MUCATH 32 JOMOMOTOI0 KOTY.

Crrcok HaMmonmyIsipHImUX GpeiiMBOPKIB:

— XNA ta MonoGame s C#;

— PyGame s Python;

— Pixi.JS ta Babylon.JS nns JavaScript;

— SceneKit Ta SpriteKit gist Swift.

bibmioTeku, Ha BiAMiHY Bifl (pelMBOPKIB, HE JAaIOTh Maike TOTOBY IMporpamy,
ajie HaJalTh MEBHI 1HCTpyMeHTH. Haiinmpoctimmii npukiaag — 6i6mioreka Math
(MaTemaTHKa), IKa € TPAKTUYHO Y KOKHIH MOB1 IIPOrpaMyBaHHS.

Bukopucranas Math no3Bossie 6e3 po0eM 3BOIUTH YHCIIa B Mipi, 3HAXOIUTH
KOpiHHS, IIyKaTH MOJYJ, BUPaXOBYBaTH CHHYCH, KOCHHYCH TOIO. Bu He peamizyere
BCE II€ CaMOCTIHHO, a TMPOCTO BUKIWKAETE TOTPIOHY (YHKIIO Ta Tepenaere i

napameTpu [12].
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Y po3poOii irop BHKOPHUCTOBYIOTH CKJIAAHINI O010IOTEKH, SKI JO3BOJISIIOTH
nparoBatu 3 rpadikor abo ¢izukoro. Hampuknazn, rpadiudi 6106110TEKH JalOTh 3MOTY
pacTpyBaTu iIrpoBi 00'€KTH.

To6T0 po3poOHUK HE TUIIE IJs BiICOKAPTH 1HCTPYKIIIIO, AKI MIKCETl BUBOIUTH
ii. HatomicTh BIH j0jia€ B Ipy chnpaTu (300paxkeHHs) abdo 3D-moneni, a rpadiyna
010;1i0TeKa caMa BUPAXOBYE, SIK I1€ MA€ BUTJISIaTH HA MOHITOPI.

®i3uyHi 616710TeKH 6€pyTh pOOOTY 3 (PI3UKOIO: MPUCKOPEHHS BITHHOTO MA IHHS,
3aKOH 30€peKEHHS €HEeprii, IMIYJIbCH, BEKTOPU — HAUTIPOCTIII MPUKITA]IH.

AHaJoriyHi 610J110TeKH € JJ1s1 pOOOTH 31 3BYKOM 1 T.]I.

Cnucok rpagiyaux 010110TeK:

— OpenGL;

— WebGL,;

— DirectX.

Cnucok ¢gi3uuHux 610710TeK:

— Havok;

— PhysX.

BTim, K10 BUKOPUCTOBYBATH SAKUHCH PYLIii, TO 0OCOOJMBO 3aMUCITIOBATHUCS PO
11¢ HE MTOTPIOHO.

Kpurepii Bubopy iHCTpyMeHTa Jj1s1 pO3pOOKH TaKi:

1. CnoinbHOTa — YuM OUIBLIE JHOJEH KOPUCTYIOThCA pylIieM/(ppeiiMBOPKOM, TUM
aKTUBHIIIE HOr0 PO3BUBATUMYTh 1 TUM OljbllIe HABYAJIILHUX MaTepialliB 10 HbOMY.

2. Irpu, 10 BUMILLIM — 110 HUX MOYHA OLIIHUTH MOXJIMBOCTI py1Iisi/ppedMBOpKY.

3. CknagHicTh — mpocToTa iHTepdeiicy (pyurii), mMoBa MporpamyBaHHS IO
BUKOPUCTOBYETHCS (PyIIiid 1 PperMBOPK).

4. IligTpumyBaHi MIaTGOPMU — SIKIIO IJIAHYETHCS poO3poOKa MOOUIBHHUX 1rop,
HEOOXITHO TEpPEeKOHAaTHCs, MmO oOpaHuii pymril (PpedMBOpPK) MIATPUMYE TakKe
MOPTYBaHHS.

5. CnpsimoBanicTh pyiiis (pperiMBopky) Ha 2d um 3d.
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1.4 TloctanoBka 3aga4 s 2d-rpu «Magical adventure»

[MpoanamnizyBaBImM TiepeBaru Ta HEAOMIKH icHyrouux 2d-irop xaHpy «Action-
adventurey, Oyio chopMyIbOBaHO TakKi 3a1a4i 0akaJaBpChbKOT UIJIOMHOI pOOOTH:

- MPOBECTH aHAJI3 CTPATEriil TPeHyBaHHS TAKTUYHOT'O MUCIICHHS;

- YIOCKOHAJIUTH METOJl PO3BUTKY I'PU 3 BUKOPUCTAHHSIM IPHUHIIUITY CIIIBHOTO
PYyXy T'paBelb-BOPOT;

- po3poOUTH MoOnenb IrpoBOI MpOrpaMu i TPEHYBAHHS IIBUAKOCTI
NPUMHATTSA TAKTUYHUX PILLIEHB;

- pO3pOOMTH  IHTYITUBHO  3pO3yMUIMM  KOpPUCTYBalbKMil  1HTeperic
IPOrPaMHOTO MPOIYKTY;

- po3pobuTH KoMmI roTepHU nogaTok «Magical adventurey;

- MPOBECTU TECTYBAHHS CTBOPEHOI'O NPOTPAMHOTO MPOAYKTY.

1.5 BucHoBkM

VY mnepiiomy po3aiiai Oyno po3risiHyTo craH 2d-irop B irpoBid iHAYCTpii Ha
ChOTOJIHIIIHIN NeHb. byyo mpoBeneHo nopiBHsAHHS Bimomux 20-irop, takux sk: Unreal
Element World, Crypt of the NecroDancer, Dead Hearts Ta Rise of the Third Power. ¥
pe3ynbTaTi TOPIBHSHHA OYyJI0 BHUSBIEHO, IO JOCIIKYBaHI Irpu HaOyau 3HAYHOI
MOMYJISIPHOCTI  cepell TpaBlll 3aBAsSKU CBOiM 2d CTWIICTHIII Ta HEBEIUKOMY
HABAaHTAKECHHIO HAa pecypcu Komirtorepa. [IpoananizyBaBiiu TepeBard Ta HEIOJIKU
BioMux 2d-irop, OyJi0 BHSBJICHO, IO BOHHM YAacTKOBO HE BIiJMOBIAal0 OCHOBHUM
KpuTepisiMm 2d-irop >kaHpy eKIIH-Tipuroga. TakuMm 4uHOM OyJio JOBEACHO TOLIBHICTh
pPO3pOOKH BIIACHOTO MporpaMHOro pimeHHs. Ha ocHoBi orpumanoi iHdopmariii Oyio
copMOBaHO TIepeTiK 3ajad, siki He0OXiIHO BUKOHATH JJIsl PO3pOOKU BiacHOi 2d-TpH

YKAHPY EKIIH-TIPUTO/IA.
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2 PO3POEKA METO/Y, MOJAEJII 1 AJITOPUTMIB POBOTH ITPOBOI
HNPOI'PAMUA

2.1 AnaJis ganux

Sk BiJIoMO, TEpIIOI TPOI0 3 MpOKadyBaHHSAM (IPUHAWMHI 3 THX, K1 CHpaBil
BijioMi OararboM) € maxu. [limak, mo AIAIIOB O BOPOXKOTO Kparo MOJIS, IMiJABHUIILYE
piBeHb 1 MOKpaIyeThess 10 Oyab-sAkoi iHmoi ¢irypu Ha BuUOIp rpaBis. IIpote BapTo
3ayBaKUTH, IO Maxu (SK 1 MIANIKKA) — rpa JIOCUTh aOCTpaKTHA, XO04Y 1 € HOMIHAJIBHO
B1JI0OpaKEHHSAM MMPOTUCTOSHHS IBOX apMiil.

[H112 cripaBa, KOJM MIIETHCS TIPO TPY, /i€ TPaBelb Kepye OKPEMUMU TEPCOHAKAMU
1 BOHM He OepyTh ydacTb B OJAHIN OKpemili OWTBI, a JOCHIDKYIOTh MiA3eMeIUs,
MOJIOPOKYIOTh CBITOM 1 3aliMAarOThCA HE JMIIE OO€M, a ¥ IHIIMMH copaBamu. [ TyT
ITpOBUI Yac MOXKE OOYHUCITIOBATUCS TIKHIAMH 1 MicaisiMu. bigsine Toro, rpa
Dungeons&Dragons, sika TepIiol cTajlia pO3BUBATU 1€ HANPSIMOK, 3a 3aJlyMOM
aBTOpIB TMOBHHHA Oyja JO3BOJUTH TPaBISM BIAYYTH ceO€ reposiMHM TBOPIB KaHPY
Sword&Sorcery, n0 sikoro Hanexxath pomanu Pobepra ['oBapaa ta Earapa beppoysa. I,
K BH, HAlleBHO, 3HAETE, HAa MOYATKYy LIMX POMAaHIB repoil HailyacTilie € 3BUYATHUM
Hyoowm [13].

Lle# i repoii BUpyIIae Ha MOMIYKW MpUTOJ (200 AK BapiaHT Ha TMOIIYKH BOMBII
CBOIX OJIM3bKUX), HAOWUPAETbCS HA MUISAXY AOCBIAY, KPyTIE 1 B CaMOMY KIHIII CTae
JETeHIapHUM  BOTHOM 1 TIepemMarae TOJOBHOTO 31IumHsA. | 1iel  acmekr
CaMOBJOCKOHAJIEHHS 10 XOAY CIOKETy MoTpi0HO Oyio Bioopazutu B D&D.

I ue Tpeba Oyso 3poOUTH JOCUTH TPOCTO. Y HACTUIBHUX Irpax rpasiui (1 Maicrep
TpU) caMi MIOBUHHI CTEXHUTH 3a TUM, IO BiOYBa€eThCs, BCe aM'satatu (200 3amucyBaTH)
1 K10 ORIy YACTUHY Yacy BOHHU 3aiMaTUMYTHCS PO3PAXyHKaMH, TO 3aXOIUTIOI0YMX
IpUroj 1e¢ He J0JacTh. T0X TBOPII TPU MPOCTO BBEIM KiJIbKa (IECATKIB) PIBHIB
KPYTOCTI JIJIsl IEPCOHAXKIB. A JTOCBIJl 3pOOHIIA MPOCTOI0 YKCIOBOKO XapaKTEPUCTUKOIO,
BEJIMUMHA SIKOT 3pOCTa€ B Mipy BUMHEHHS MMOJBUTIB Ta iHIIUX crpas. [Ipu Habopi neBHOT

KIJIBKOCTI JOCBIAY T€pOi MepexoauTh OLIbI BUCOKHUN PiBEHb — Bee TipocTto [14].
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Taka cucreMa pO3BUTKY HAa3MBA€ETHCS JIHIMHOIO 1 BOHA CTOITh OKPEMO, HE TOMY,
0 BOHA JYXK€ BIAPI3HAETHCA BiJ IHIIUX CHCTEM, a HABIIAKM — BOHA € CIIPOIICHUM
BaplaHTOM YCIX CUCTEM IPOKauyBaHHS OJJHOYACHO. A peliTa CUCTEM IMOXOIUTh BiJl HEI.

SIKIO  pO3risiAaTh CUCTEMH TPOKAdyBaHHS 3 MOTJSAY MaTeMaTHKH, TYT HE
o01iTHCS 6e3 Takoro MOHATTA, K rpad. «['pad» y maTematuili (i1 TUX XTO III€ HE 3HAE
9y BXXK€ HE maM'saTta€) — I1e¢ HaOlp TOYOK (3BAaHUX BEPIIMHAMH), SIKI SKUMOCh YMHOM
3'eqHan] JiHIAMH (X Ha3UBalOTh peOpamu). IcHye mina «reopis rpadiB», 10 BHUBYAE
3aKOHOMIPHOCTI, BJIACTMBOCTI, Skl pi3HI1 rpadu maroTb. HalfwacTime po3risnaroThes
pi3HI ciocodu «00xoxy» rpadiB, KOJIH MU € 00'€KT, IKMI MOKE MepeMIilIaTUCs 3 OJIHIE]
BEPIIMHM B 1HIIY 32 YMOBH, 110 11 BEPIINHHU 3'€AHYE peOpo.

Kpim mpoctux rpadis, e BaXKJIMBO JIMIIE SKI BEpUIMHU 3'€qHaHI, a K1 Hi, € U
HakpyueHi. 30kpeMa pebpa MOXKYTh OyTH CHOPSIMOBAHMUMHU — TOOTO 3 OJIHIE€I BEPIIMHU
rpada MOXXKHa TOTPANUTH B IHINY, aj€ Ha3zaJl THUM CaMUM ILUISIXOM TMOBEPHYTUCS HE
MOkHa. Y peOp 1 BEpIIUH TAKOX MOXYTh OYTH pI3HI XapaKTEPUCTHKHU, SAKI 3HOB-TaKU
MOKYTbh OYTH IMOB'SI3aH1 3 TUM, Y1 MOKHA NIEPEUTH B IEBHY BEPILIMHY YU HI

BiacHe, ocHOBa KOHO1 CMCTEMHU ITpoKadyBaHHS — 11 rpad (abo sk foro vacto,
X04 1 HE 30BCIM INPABWIbHO, HA3UBAIOTh JEPEBO) PO3BUTKY. Y JESKHX Irpax
(manpuxman, cepii Final Fantasy Tactics) mu mnepeminryemo mo Tpady camoro
nepcoHaka. B 1HIMMX MM MOCTYNMOBO OTPUMYEMO «OKYJISIpU TallaHTy» (200 SK BOHU
HA3UBAIOTHCS y KOXKHIM KOHKPETHIN Trpi), Kl 1 MOMIIMIAEMO HAa BepIIMHU Tpada, 110
BIJIMOBIAAIOTHh MOTPIOHUM HaBUYKAM .

[Ipote, OiNbLIICTh TPaBI[IB BUBUEHHS IpadiB MpOKauyBaHHS BAXKJIUBE JIMILE 3
NOTJISy ONTUMAIBHOTO LUISIXY OTPUMaHHS NOTPIOHMX HAaBUYOK. | Habarato Ounbiie ix
3aiiMae iHIIA CTOpPOHA MpoIecy — Mii, SKI MEePCOHaXX Ma€ BXUTH IJIsi TOro, II00
«MPOCYHYTHUCS» MOTPIOHUM nurixoMm. CaMe TOMy Ha Miil TIOTJISIA COPTYBAaTH CHUCTEMHU
MPOKavYyBaHHsS MOTPIOHO HacamIiepes] 3a II€I0 O3HAKOI. Y TakoMy pasi iX MOKHa
NOITATH Ha Tpu Trmu [15].

1. Ceimomuii BuOip. Cucremu 3 sSBHUM BUOOpOM, Oe€3MEpeyHo, €

HANUMOMYJAPHIIIMMHA CUCTEMaMH NIPOKAaYyBaHHs HA CHOTOAHIIIHINA J€Hb. Y TPl 3 TaKOIO
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CHCTEMOIO I'paBellb 1HO1 OTPUMYE HAaropoay — pecypc noiinmenHs. He BaxiuBo, konu
1 sIK BIH Horo oTpumye (30upae cam, aBTOMaTUYHO OTPUMYE MPHU JOCATHEHHI HOBOTO
piBHS a00 MPOCTO 3a CHOKETOM) 1 K came IleH pecypc Ha3uBaeThCs (0aayd HABUYKH,
Oamu 3710HOCTEH, TasaHTH a00 MPOCTO MO3HAYAETHCS LHU(PPOIO), CYyTh 3ATUIIAETHCA
He3MiHHO0. Kymye Ha HbOTO OKpAIeHHS JIJIsi CBOTO NIEPCOHAXKA.

[Imocu 1 wminycu. Ilo-mepuie, 1e JIETKICTh MPOXO/JKEHHS TPaBIsl CBOIM
OaxxanHsM. BBakae rpasenp, mo HoOMy MNOTPiOHO 30UIBIIMTH CHUIY Ta KUIBKICTH
3JI0pOB'st — BiH Oepe 1 301Ibliye, X04e MpuadaTh HaBUUKY TiMHO3Y Uit BIUTMBY Ha NPC
— HaOyBae Ta BIUTUBAE.

[To-mpyre, po3momain XapakTEpUCTUK Ta HABUYOK BPYUHY JO3BOJIIE «TOHKO
HaJalITyBaTU» CBOTO MEpCcoHaxa IMiJ cede. SKmo BUOpaHUM CTUIIb MPOXOJKEHHS Ta
yiII00JIeHa TakTUKa BHMAararmThb NEBHHX 3A10HOCTEH, TO MOXHA PO3BHHYTH iX
MaKCHMaJbHO, 320IaJUBIIN CaMe Ha TOMY, 110 BaM He MOTpPiOHO.

Minycu cucteM 3 BHOOpoM Oe3nmiui BapiaHTIB PO3BUTKY. barato 3 HHX
PO3POOHUKH HE 3MOXYTh MPOTECTYBATH. 3BIACU MpoOJieMH 3 0allaHCOM, KOJIM OJIUH 13
BaplaHTIB MPAKTHYHO MapHUM, IHIIIUNA HABMaKW — HAJICUIJIbHUM.

[HIIMI MiHYC — BIIX1J peani3My BUTIIAIA€ TPSIMO CKaKEMO HE3HAUHUM.

2. 3a 3akoHamu TipupoAu. Jlpyra kareropis CUCTEM MPOKaYyBaHHS 3aCHOBaHA
Ha BHUBEJCHOMY JlaMapKoM KOJIUCh «IIPUHITUII BIIpaBU OpraHiBy. Jlamapk BBa)kaB, IO
€BOJIIOLISI B1IOYBAETHCS 32 PAXYHOK TOTO, 1110 TBAPUHU B XO/JI1 CBOTO KUTTS TPEHYIOTh Ti
OpraH, SKHMH YacTO KOPUCTYIOTBCS, a IXHE TIOTOMCTBO BX€ OTPUMYE TaKi
«HATPEHOBAH1» OpPraHu y crajok. HiceHiTHUI HacmpaB/il 1aBHO BXKE JOBEACHO, 110 1€
HE TaK.

OpHak, SKIO TOBOPUTH HE IMPO €BOJIIOLII0, TO TPEHYBAHHS CIPaB/l JOIOMAarae
MOKpAIlyBaTU HABUYKHU. PETYJSIPHO OiraTUMeTe — 3MOKeTe Oiratu IMIBHUAIIEC 1 Aai,
OyzeTe BIPaBISATUCSA B CTPUILO1 — cTaHEeTe BIy4yHIMUM. HemMae HIYOTO AMBHOTO, IO Y
0araTtboX irpax po3BUTOK MEPCOHAXKIB OOCTABICHUN caMe TaK.

[Imocu 1 Minycu. llepmuM MIHOCOM CHUCTEM 3 MPUPOJHUM PO3BUTKOM

NEpPCOHAXIB MOXKHA Ha3BaTU peai3M Ta MNpaBAoONoAiOHICTh. CTpiyisie HepcoHax 3
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aBTOMAaTa — IIJABUILYE BIYYHICTh, 3JlaMy€ €JIEKTPOHHI 3aMKH — TOKpAIly€ HaBHUKH
37I0MY, a HE HaBIIAKH.

3BIJICH BUIUIMBAE 1 IPYTUU TUTIOC — IHTYITUBHO 3pO3YyMUIMNA PO3BUTOK. B irpax 3
BHOOPOM HABHUOK I1ei BUOIP HEPIKO 3AIHINAE JIIOAUHY Y CKPYTI.

['onoBHUM MIHYC «IIPUPOJIHUX» CUCTEM — 1€ MPUPOAHUN po3BUTOK. He MoxkHa B
HUX TIPOCTO B3SITH Ta TOKPAIUTA BOJOMIHHS Mari€l0 4u AuruioMariero. Tpeba
00OB'SI3KOBO TPEHYBATHCS, IPUUOMY CaMe Y 1[Il KOHKPETHIN raiysi.

3. 30epu ix ycix. Tperiéi Tun npokayyBaHHS y NMEBHOMY CEHCI OJU3bKUN 10
JIPYroro, OCKUIbKY TyT I'paBellb T€K MAa€ BUMHUTHU MEBHI A1l AJI1 OTPUMaHHSA HEOOX1THOT
HaBUYKH. OJHAK, HA BIAMIHY BIJl «IIPUPOJHOTO 3POCTAHHS», TYT MOJINIIEHHS HABUYOK
B1JIOYBAIOTHCS HE IO MOPSIIKY, a 3aJIEKHO BiJ KOHKPETHHX 1. Bunus 31Ut - oTprMan
MOCWJICHHSI MEPCOHa)Ka BHOYI, 31MCHUB MAaridyHWil puUTyaja - CTaB HEBPA3JIUBUM s
MEBHOT'O BUJIYy Marii, 310paB O0HYC — 30UIBIITUB KUIBKICTh 3/IOPOB'S.

3BUYaiiHO, JaHe MPOKauyBaHHS BUKOPHUCTOBYETHCS B MEPIIY YEPry B EKIICHAX,
miatgopMepax 1 mogiOHUX irpax. 30ip MariyHuUX KapT Ta aMyJeTiB y (QpaHIiu3i
Castlevania, BuKOHaHHsI JoJaTKoBUX 3aBiaaHb y Painkiller, momryk mokparieHs s
eHepreTuki/miasmiaiB y cepii BioShock. Ognak 1 B CRPG € BianmoBiJiHI TpUKIIAIU
(po HUX HUKYE).

IImrocm 1 minycu. OpuH 13 IUIIOCIB, SK 1 3a TIPUPOJHOTO PO3BUTKY, €
peaNiCTUYHICTh. SIKIIO BaM Jajli HOBOI'O MOKEMOHA, TO Temnep y OO BU MOXKETE
BUKJIMKATH IIHOTO MOKEMOHA, a SKIIO BAC HABYIINA 3aKJIMHAHHS 3aMOPO3KH, TO MOXKETE
3aMOpOXKyBaTu BOporiB. JIoriuHo, 110 caMme Tak, a Y4 He HABMaKH.

[HmUME mmoc — CTUMYJ JUIsS TpaBIIB JOCTIIHKYBaTH CBIT. [[ye yacto Mu
IPOXOJUMO B3JIOBXK IO CIOXKETY, HE 3ropTatouM 31 ILIAXY, TOMY IIIO BCE, 110 HAC YeKae
OCTOPOHBb (NMPUHANMHI B CEHCl TelWMIUIC0) — 1€ JUIIe J0AaTKOBAa JOCBII st
HEPCOHAXKY.

Opnak, 1iel TIroC MOXKe OOEpHYTHCS 1 MIHYCOM — HE BCl T'paBIll HaJeXaTb 0
KaTeropii «JI0CI1THUKIBY. baraTboM 3 HUX MPOCTO XOYEThCS YEProBOIrO PiBHS KPYTOCTI

ab0 YeproBoi IJIaBM 1 BOHU 30BCIM HE MarOTh Oa’KaHHS JOCIHIDKYBaTH CBIT B3JOBXK 1
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nomnepek. Came ToMy cxoBaHi a00 oJiep>KyBaHi i 4YaC BUKOHAHHS YHIKaJIbHHUX 3aBIaHb
OoHycH HaltyacTiiie 3po0JieHI HEOOOB'I3KOBUMU.

byno oOpanHo cucremy mnporpecy nepcoHaxka Tumy «CBiloMud BHOIp».
Hanpuxirang Bona peanizoBana B Tpi «Dark Souls». 3a 3HuIEHHS BOpOTIB I'paBellb
OTPUMYE TEBHY KUIBKICTh JAOCBIAY (0aiu TOCBiAY) 1 MOXKE CAaMOCTIHHO OOMpaTH SIKY 3
XapaKTepUCTUK TepCOHaka HeoOXiaHo 30uIpmmMTH. L cuctema mporpecy € H0OBOJI

MOIYJISIPHOIO 1 3p03yMLJIO.

2.2 Po3pooka cTpykTypH intepdeiicy 2d-rpu «Magical adventure»

[Ipu npoexTyBaHHI KOPUCTYBALLKOTO 1HTEp(dENCY MOTPIOHO BpaxOBYBaTH HU3KY
bakTopiB: KOJIp HE MOBUHEH 3aBaXKaTH CIPUIMATH TEKCT; 1HPOPMATHUBHI €JIEMEHTH
MalOTh 3HAaXOJUCS B IOJI 30py Ta MPaBUIBHUX MICIX, iX KOJIp HEMa€ 3JMBATHUCS 3
KOJIbopoM (poHY, 30KpeMa, PyHKIII1, BUKIUK SKUX HEOOX1JHO 3a0e3MeUnTH, MapaMeTpH,
K1 HEOOX1THO MOKa3aTH, a TaKOX 03Iy 1HIIHUX, BAXKIMBUX 3 TOYKH 30pYy 3PYUHOCTI
KOPHUCTYyBauy.

Po3pobmtoBanuii  irpoBUii  JOJIATOK TMPU3HAYEHUW JJIS BHUKOPUCTAHHS HA
NEPCOHANBHUX KOMIT IOTE€paX, TOMY y KOpPHUCTyBaua B HAasgBHOCTI Oy/le BEIMKOTO
MOHITOpPY, a TAKOK MPUCTPOIB BBOJIY THITY MHUIIIA Ta KJaBiaTypa.

JIJisi BUKOHAHHS MPOEKTYBAHHS KOPUCTYBAILIBKOTO THTEP(ENCY CKIAJEHO CIHUCOK
HEOOX1THUX CIIEH ISl BIIOOpaKEHHSI €JIEMEHTIB 1HPOPMATUBHOIO Ta KOHTPOJIFOIOUOTO
XapaKkTepy:

1. Cuena «I'pa» Bi1oOpakye irpoBuit MpoIiec.

2. Crena «XapaKTepUCTUKW» Bi0Opa)kae MEHIO MiJABUIIEHHS XapaKTEPUCTHUK
TpaBIId.

Ha ocHOBI BHCYHYTHX BHUMOI pO3pOOJIEHO CXEMaTU4yHI 300pa’KEeHHS
KOPHUCTYBAIbKOTO 1HTep(Eercy iIrpOBOTO A0JATKY.

Cxewmy crienu «I'pa» HaBeneHO Ha pUCYHKY 2.1.
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Pucynok 2.1 — Cxema kopucTyBanbkoro inTepdeiicy cuern «I pay

Omnuc eneMeHTIB CXeMH BIIOBIAHO 10 X HyMepallii Ha pucyHky 2.1:
1. Ilepconax rpaBlsl B CTapTOBIM MO3MIIII, TpaBelb MOXe pyxaTuch Ha CXif,
3axig, ITiBgens ta I1iBHIY.
[ITkana 3m0poB’sl MEpPCOHANkA, YEPBOHOTO KOJIBOPY.
[Ikana eHeprii nepcoHaka, CAHLOI'O KOJIbOPY.
Ixonka BimoOpaskeHHs 00paHoi 30poi mepcoHaxka.
IxoHKa Bi10OpakeHHS 0OPAHOTO 3aKJIMHAHHS [TEPCOHAKA.
[Tepemkoaa (nepeBo) sIKy HE MOXKJIUBO 3HUIIUTH.
[lepemkona (Kyur) sIKy MO>KHA 3HUILIUTH.

Boporun.

© oo N o g Bk~ DN

IxoHKa Bi1OOpaKEHHS MOTOYHOI KITBKOCT1 IOCBITY.
Cuena «XapakTepUCTUKW» BIIOOpaXye€ BIKHO 3 I1'ThMa CTOBIILSIMHU 3
noB3yHKamu Ha ¢oHi ciiern «I'pay.

CxeMy ciieHu «XapaKTepUCTUKW HaBEJICHO Ha PUCYHKY 2.2.
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Pucynox 2.2 — Cxema KOpUCTYBaILIbKOTO 1HTEPPEIHCY ClIeHH «XapaKTePUCTUKID)

MeHI0 BIIKpHUBAEThCS Ha KHONKY «M» knaBiatypu. Omnmc elIeMeHTIB CXEeMH
BIJIOBITHO /10 X HyMmepallii Ha pUCyHKY 2.3:
1. brok 3 moB3yHkoM xapaktepucTuku «HEALTH».
brnok 3 moB3ynkom xapaktrepuctuku «ENERGY».
bnok 3 moB3ynkom xapaktepucTuku «ATTACKY.
brok 3 moB3ynkom xapakrepuctuku «MAGICy.

bnoxk 3 moB3ynkom xapakrepuctuku «SPEED».

o oA W

®oH cuenu «l pay.
Po3pobka rpadiunoro intepdeiicy BeO-cuctemu Oyiia MpoBEJeHA y CEPEIOBHUIIT
po3poOku Pygame i Tiled — kpocmiatopMHUI BiTKPUTUH PEIAKTOP TAWTIOBUX KapT

JUTSL 1TOP.
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2.3 Po3poOka MeTo1y CHIJIBHOTO PyXy I'PaBelb-BOPOT

CyTHICTh IILOTO METOJY MOJSITa€ y TOMY, IIOO0 CTBOPUTH IIBUIKO BOPOTIB 3a
JIOTIOMOT'OF0 METO/IIB, sIKI BAKOPHCTOBYE TIEPCOHAXK TPABIIS, @ CaMe€ METOJI IIEPEMIIIECHHS
1 3iTkHeHHs. Lle mormomMorke mIBHIIE HATTOBHUTU ITPOBE CEPEIOBUINE PI3HOMAHITHUMU
BOpOTraMH, OCKUIbKH He Oyae HEOOXiIHOCTI BUTpAyaTh Yac Ha CTBOPEHHS OKPEMHUX
METO/IIB JUIA HUX.

CriJibHE BUKOPHCTaHHS METOJIIB BOPOTOM 1 TpaBlieM MOKHAa Ha3BaTH MiHi-
m1abJI0HOM. 3a TOMOMOIOK0 TaKOr'0 MiHI-IIa0JIOHY MO’KHA MPUCKOPUTH CTBOpEHHS 2d-
1rop KaHpPy EKIIH.

3anponoHOBaHUN METO/I BKJIIOYAE TTOCTIAOBHICTD JTIiA:

1. [lepeminieHHs rpaBLs peani3yeTbes 3a JONOMOTOK OTPUMAHHS BXIIHUX JaHUX
BiJl KJaBIaTypH, a MEPEMIIIEHHS BOPOTra, B CBOIO YEpry, peai3yeThCs Ha BXIJIHHUX
JTAHUX B1J] TIEPEMIIIICHHS TpaBiisl. Y BOpora € paaiyc 30py, SKIIO rpaBeis 0yae B HbOMY
3HAXOJUTHCS, BOPOT MOYHE HAOIMXKATUCS JIO0 TPaBILs, SKIIO TPaBelb € M03a paaiycoM,
BOpOT Oy/ie CTOSITH Ha TOYaTKOBIM MO3UIIIi.

2. SIx1o Bopor Oy/e 3HAXOAWTHCS B MPUTYJT 10 TPABIIA, TO BIIOYAETHCS aHIMAITis
aTaku 1 rpaBellb BTPATUTh YACTUHY IIKAJIH 3I0POB .

3. Big Bopora MOXJIMBO BTEKTH, SKIIO IIBUAKO BUMTH 3 pajilycy HOro 30py.

4. Jlns Toro, mo0 BOPOT 1 TpaBellb BUKOPHUCTOBYBAIM METONU TMEPEMIIIEHHS 1
31TKHEHHsI, OyJ10 CTBOpeHO dailn «entity.py». B knaci Entity Oyau po3milieHH1 MeToAu
«movey 1 «collisiony.

Bzaemogis knaciB «Player» 1 «kEnemy» 3 kimacom «Entity» nmpoaemoHcTopoBaHa

Ha PUCYHKY 2.3.
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Po3po6ka rpaBLb-BOopor

[paBeub Bopor

_ TpadiuHi
MpadidHi HanawTyBaHHA
HanawTysaHHA

XapaKTepuCTHKM
XapaKTepucTHk1 paKTER
BOpOra

rpasus

Craryc

Craryc

IHcbopMaLis Npo |

36poto | Mario

OTpuMaHHa
L 2 NOLKOKEHHS

BigHoBNEHHA *
exepril

v Mepesipka cMepTi
MepeMilLierHs
l 3ByKM

MepemileHHs

v

CyTHicTb

PyX i 3ITKHEHHA

Pucynok 2.3 — MeToj1 CIiJIBHOTO PyXy IpaBeib-BOPOT

2.4. Po3podka Mojies1i podoTH irpoBoi cucTemMu

Jlis TpeHyBaHHsS TaKTUYHOTO MHCJICHHS 3a JOTOMOTO0 2d-TpH KaHpY EKIITH-
npuroja po3podiieHo Mojielb irpoBoi cuctemu (puc. 2.4). L{g mozaens nependavae, 1o
rpaBellb P 3yCTPidl 3 BOPOrOM Ma€ HOTO MEPEMOTTH 3a JOIMOMOror0 30poi 4u marii, B
TOM K€ Yac rpaBelb Mae€ CIIAKyBaTH 3a IIKaJOK 370pOB’S Ta eHeprii. ['pasiio
HEOOX1IHO NPaBWIbHO MiAiOpaTH 4Yac 1 MO3ULII0 A HAHECEHHS ynaapy, abu He
BTpayaTH 370pOB’S BIJ yJIapiB Bopora. 3a 3HULIEHHS BOpora TpaBlio Oyne
HapaxoBYBaTHCA MEBHA KUTBKICTh OaitiB nocBiny. Lli 6amu rpaBers 3MoxKe BUTPATUTH HA
NOKpaleHHsT 5 0a30BUX XapaKTEPHUCTHUK MEPCOHAXKa, IO JOMOMOXKE B MallOyTHbOMY

3HUIIYBaTH O1IBII HEOE3MEUHUX BOPOTIB 1 3MEHIITYE UMOBIPHICTb MPOTpaIIly.
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Bopor Ga4nTe rpaeun [DEBELL MO¥E BTEKTH E Dot rpaeels Moe
| MOYWHAE PYXETHCE [————— Ein BOpOra YM ——————— % BUEOPUCTETH 30p0HD |
00 HeOM NPUAHATH GiA Marik
[

- l — - S0INbLUeHI
TCNA 3HWLLEHHA 3a Danu noceimy X APAKTEPHCTIRN
BOpOra, rpaBL MOMHO NiOBEWLLIMTIA 5 ) NONOMOMY TS

- ————» ————» MO
JApaXYHOTECA Ganu XADAKTEPUCTHE -
P ;,nce.i,.:ly rpepcnﬁawa FHULWYEATH DinsL
- HefesneYyHWy B0porie

Pucynok 2.4 — Moaenb po6oTH irpOBOi CUCTEMHU

Takox MOJenb T03BOJUTh YPI3SHOMAHITHUTH TaKTUKY BEACHHsS 000 3 BOPOraMH,
TUM CaMHM TPEHYIOUM TaKTUYHE MUCIEHHS KOpHCTyBada. Y KopucTyBaua Oyne
MOXJIMBICTh TPaTU B TPy 3 BEIUKOKO KIJIBKICTIO KOMOiHAIlIM 3HAYEHb XapaKTEPUCTHK,

1110, Y CBOIO Uepry J100pe, BIUIMHE Ha PeirpadesIbHICTb TPH.

2.5 Po3pobka anropurmiB podoru 2d-rpu «Magical adventure»

AnroputmiB pobotu koM totepHoi 2d-rpu «Magical adventure» mounHaeTbcs 13
MOSIBU TpaBlisl B irpoBiil Jiokarii. Koau rpaBers modHe JIOCTIIKYyBaTH JIOKAII€l0, BIH
000B’sI3K0Ba 3yCTPiHE BOPOTIB PI3HOTO BHUAY. Y TPAaBIIS € MOXKIUBICTH 00paTH 30poro 1
3MiHIOBaTH 1i mig 4ac 0oro. Takoxx rpaBelb MOXKE 3HHUIIMTHA BOPOTA 3a JIOIIOMOTOIO
Mmarii. B kpaliHboMy BHMNaAKy TIpaBelb MOXKE€ BTEKTH BIlJ BOPOTa 3a PaxyHOK CBO€l
IIBUIKOCTI TIEPEMITIICHHS.

SIkmo TpaBelh mepeMoKe BOpora, MoOMy HapaxyroThcsi 0anmu mocBimy. I'paBers
Mae BHOIp: 30UIbIIYBATH XapaKTEPUCTUKU CBOTO IMEPCOHAXY YW Hi. BiH Mae
MOJKJIMBICTh 30UIBIIYBAaTH K OJHY XapaKTEPUCTHKY, TaK 1 JEKUIbKa OJIHOYacCHO,
TOJIOBHE, 1100 JIJIs IbOTO Y HHOTO OYJI0 10CTaTHHO OalliB IOCBiAY.

[Ticnst bOTO TpaBeIh MPOJOBKYBATHME JTOCTIIKYBATH JIOKAIIIO, 31 TOBXYIOUHCH
3 OUThII BaXKMMHU BOporamu. SIKIIO rpaBelb mporpae Oiif 3 BOPOroM, rpa 3aKiHUHTh.

brok-cxema anroputmy podotu 2d-rpu «Magical adventure» 300pakeHa Ha PUCYHKY

2.5.
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DyHKITIOHATBPHA MOJIENh MIEPCOHAXKY 300pakeHa Ha PUCYHKY 2.6.

LeMaKicTL

TNisopyy4

Bropy

3aKNMHaHHA
"Monym'sa™

SaKNUHAHHA
"NikyBaHHA"

Pucynox 2.6 — ®yHkirioHaqbHa MOJACIB TIEPCOHAKY

Ha wmopeni mepcoHaxy MNpOAEMOHCTPOBAHO BCl MOXKJIMBOCTI $IKI Tpa Hajae

T'paBIto, a CaMC:

1.
2.

[Tepemimienns B 4 60ku (J11BOpYY, IpaBOpyY, Bropy, BHU3)
MOXIUBICTh IEPEMKHYTUCS Ha 1HIITY 30POIO:
MeY;

CITHC;
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—  COKHDa;

— paripa;

—  Ccail.

3. MoOXIHBICTh BUKOPUCTOBYBATH 3aKJIMHAHHS:

— Tlomym’s;

— JlikyBaHHS.

4. ArtaxkyBaTH 3a paxyHOK SIK 30poi Tak 1 Mariero.

5. IligBuiyBaTH XapaKTEPUCTHUKU TEPCOHAXKY 3a pPaxXyHOK OaiiB JIOCBiTy, a
came:

— 310poB’s;

— Emnepris;

— Araka;

— Maris;

— IIBuakicTh.

2.6 BucHoBKkH

Y apyromy po3aiii poO3MNISIHYTO CTPYKTYpY 1HTepdeiicy IrpoBOTO J0JATKYy.
Po3pobneno meTon poOOTH IrpoBOrO OAATKY 3 MPUHIIUIIOM CIUIBHOTO PYXY TpaBellb-
BOPOT, 110 BUKOPUCTOBYE OJHI METOIM MEPEMIIICHHS 1 3ITKHEHHS SK JJIS TPaBLs Tak, 1
JUIsl BOPOTa, 3a IOMOMOIOK0 YOI0 MOYHA 3MEHILUTH Yac CTBOPEHHS HOBUX BOPOTIB 1 B
iJIoMy 4ac po3pooku 2d-rpu.

[Toganpmioro po3BUTKY JicTajia MoOJEIb pOOOTH IrpOBOi CHUCTEMH, SKa
OpI€EHTOBaHA Ha BUKOPUCTAHHS KOMITOHEHTIB TAaKTHYHOTO MUCJICHHS 3a JOIIOMOTOIO
30UTBINICHHST XapaKTEPUCTUK TEPCOHAXKA, IO 3a0€3MeYUTh PO3BUTOK PI3HOMAHITHOCTI
IrpOBOTO MPOILECY 1 CTBOPUTH 3pYUHI YMOBHU TPEHIHTY JIsi KOPUCTYBaya, Opl€EHTOBAaHI
Ha TPCHYBAaHHS TAKTUYHOTO MHCJICHHS.

Po3pobiieno 010K-cXxeMy airOpuTMy poOOTH KOMIT FOTEPHOTO irpOBOTO JOAATKY,
Ta OIMHUCAHO MpolleC POOOTH MPOrpamH, TaKOXK peani3oBaHO (YHKIIIOHAIBHY MOJEIb

IrPOBOTO MEPCOHAXKY 3 MEPETIKOM MOXKIMBOCTEM KOPUCTyBaya.
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3 PO3POBKA 2D-TPU «MAGICAL ADVENTURE»

3.1 BapianTHuii aHaJgi3 i OOrpyHTYyBaHHsI BMOOpPY 3aco0iB AJs1 peasnizaumii
MPOTrPaMHOIO0 32c00y

Han BaxinMBOIO 4YAaCTUHOIO PO3POOKM MPOTPAMHOTO MPOAYKTY € MpaBUIIbHE
oOpaHHs HEOOXIHMX I1HCTPYMEHTIB. A came BHOIp MDK ITPOBUM pYIIIEM 1
¢dpeiiMBopkoM, Ta BUOIp MOBH TporpamyBaHHs. BuOip wmae rpyHTyBatucs Ha
MacImTabHOCTI MPOEKTY 1 MuiargopMax Ha SKUX BIH Ma€ MpaIfoBaTH, TaKOXX HEMAJIO
BaXJIMBUM € xapakrepuctuku [IK Ha sxomy nporpaMHuii NpoAyKT Oyae po3poOIsTHCS.
Tak sik 111 BAKOPUCTaHHS MOTY>KHUX 1HCTPYMEHTIB HEOOX1IHI BUCOKI XapaKTEPUCTUKHU
[1K (npouecop, Bineokapra, O3I11 1.1.).

Python — nunamiuHa iHTeprpeToBaHa 00’€KTHO-OPIEHTOBaHA CKPUIITOBA MOBa
IporpaMyBaHHS 13 CTPOTOIO AMHAMIYHOO THITi3alli€ro [16]. BoHa mepeBaru:

1. ['HyuKicTh — OCHOBHA I€peBara MOBHU.

2. MOXJIMBICTh PO3IIMPEHHS, ICHYIOTh O10710TeKH 1 (peiiMBOPKU Mia Oy/b-
SIKUW THIT 3aBJIaHb 1 TOTpEO.

3. [IpocTtoTa cuHTakcucy. 3 CHUHTaKcucy Oyjo mpuOpaHO Bce 3ailiBe, KOJ
YUCTHH 1 3pO3yMUININ 0€3 3aiiBUX JIY>KOK 1 BUpa3iB.

4, [aTepnperoBanicTh. IHTeprperaTtop Python icHye mng Bcix momynsipHUX
maTdopM 1 3a 3aMOBUYBAHHSIM BXOJUTH B OUIBIIICTh JUCTpUOYTHUBIB Linux, a 3HAYUTH
€ Ha OLITBIIIOCTI CEPBEPIB «3 KOPOOKM.

5. PEP — eaunuii crangapT [JIs HaAmUMCaHHS KOOy, IO POOUTH KO
NIATPUMYBAHUM 1 4YMTaOEIbHUM HAaBITh MPHU NEPEeXOoAl BiJl OJHOIO IMporpamicra o
1HIIOTO.

6. Open Source — kox iHTeprperaropa Python € BinmkpuTum, 110 A03BOJIsIE
OyIb-KOMY, XTO 3alllKaBJICHUH Yy PO3BUTKY MOBU B3SATH y4acTb B HOro po3poOill i

MOJIIIIIATHA HOTO.
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1. Kom’toniTi (cmiibHOTa) — HaBKOJIO Python yTBOpuiocs 1ocuTh IpYyKHE 1
MpUEMHE KOM FOHITI, SIK€ TOTOBE MIPUHTH HA JOMOMOTY Oyb-sIKOMY MOYHHAIOYOMY ab0
B)K€ BMIJIOMY PO3pOOHUKY 1 po310paTucs B Ooro mpoobiiemi.

Buxonsun 3 XapakTEepHCTHK MOBU MPOTPaAMyBaHHS 1 XapaKTEPUCTHUK MOTO
HOYTOYKY Oysio 00paHo pperMBOpPK, a HE IrpOBUH pyIiii, a came (periMBopk Pygame.

Pygame — ne Habip monaymniB Python, mpu3HadeHuX A HamMCaHHS BIEOITOP.
Pygame ponae ¢yHKIIOHANBHICT, HA A0JATOK A0 uyaoBoi OiOmioreku SDL. Ile
JI03BOJISIE CTBOPIOBATH MOBHOGMYHKIIIOHAIBHI ITPU Ta MyJIbTUMEI1HHI TpOTrpamMu Ha MOBI
Python[17].

Pygame BiH Mae Taki epeBaru:

1. LGPL-nminen3is — abCoMOTHO OC3KOIMITOBHUM JOCTYII SIK JIJIs MIPUBATHUX OCIO,
TakK 1 Il KOMEPIIHHUX KOMIaHi1i.

2. [lopratuBuuii. IliaTpumye Linux (pygame mocTayaeTbCsi 3 OUIBIIICTIO
OCHOBHUX AuCcTpuOyTHUBiB Linux), Windows (95, 98, ME, 2000, XP, Vista, 64-po3psiiHa
Windows Ttomo), Windows CE, BeOS, MacOS, Mac OS X, FreeBSD, NetBSD,
OpenBSD, BSD/OS, Solaris, IRIX 1 QNX. Koxa wmictute miarpumky AmigaOS,
Dreamcast, Atari, AIX, OSF/Tru64, RISC OS, SymbianOS ta OS/2, ane BoHU 0]illIi{HO
HE MATPUMYIOThCS. B MOXkeTe BUKOPUCTOBYBATH HOTO HA PYYHUX MPUCTPOSX, ITPOBUX
KoHcoJsIx Ta koM rotepi One Laptop Per Child (OLPC).

3. Bin mpocTtwuii 1 nerkuii y BukopuctanHi. Pygame BUKOPUCTOBYETHCS B TIPOEKTI
OLPC 1 BuknagaBcs Ha Kypcax ece JUisl MAJICHbKUX JIITEH 1 CTY/ICHTIB.

4. Benuka 6aza peniziB irop. Y tomy uuchi ¢inamictu Indie Game Festival,
GIHATICTH  aBCTPANINUCHKOTO (PEeCTUBATIO 1M0p, TMOMYJISIPHE YMOBHO-O€3KOIITOBHE
nporpamMHe 3a0e3neueHHs, MYJIbTUMEIINHI MPOeKTH Ta ITPH 3 BIAKpUTUM Kojaom. Ha
BeO-caiiTax pygame ony0OikoBaHo moHaa 660 mpoeKTiB, TAKUX SK: CIIUCOK HEOOXI1THUX.
barato iHmmx irop Oyno BunymieHo 3 SDL (Ha sskoMmy 0a3yeThcsi pygame), TOMY MOXHa
OyTH BIIEBHEHUM, 1110 6arato 3 HUX 100pe mepeBipeHo MUTbHOHAMU KOPUCTYBAYiB.

5. HeBenuka KigbKICTh KOAYy. Y HBOMY HEMAa€ COT€Hb THUCSIY PSAKIB KOIY IS

peuel, siKi Bce OJHO HEe OyayTh BHUKOPHUCTOBYBaHI. SIIpO 3alMIIAETHCS MPOCTHM, a
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JOJATKOBI peul, Takl #AK Oi0mioreku rpadiuHoro iHTepdeiicy Tta edexTH,
PO3pOOIISIOTBCS OKPEMO 33 MEXKaMU pygame.

6. JleranbHa TOKyMEHTAIT1S;

7. bararosimepri  mporecopu  MOXHA  JIETKO  BHUKOPUCTOBYBAaTH.  3aBISKU
3BuyaiiHuM ABosiaepHuM L1 1 8-smepuum IIII, mocTymHuUM JAemieBO B HACTUIBHHUX
cuctemMax, BUKopucTaHHsa Oararosigepuux LI mo3Bomnsie poOutu Ounblie y CBOIX
IrpOBHUX JAOJATKaX.

8. MoaynpHuii. € MOXIJIMBICTh BHUKOPHCTOBYBATH YAaCTUHU pygame OKpPEMO.
Hanpuknag st BUKOPUCTOBYBAaHHS I1HIIMX 3BYKOBHX 010s10Tek. barato ocHOBHHX
MOJYJIIB MOKHA 1HII1a113yBaTH Ta BUKOPUCTOBYBATH OKPEMO.

B sxocti IDE 6yna o6pana Visual Studio Code. Visual Studio Code — 3aci6 mis
CTBOPEHHsI, peAaryBaHHs Ta 3HEBAP)KCHHS Cy4aCHUX BE€0-3aCTOCYHKIB 1 IIpoOrpam Jjist
xmapuaux cucreM. Visual Studio Code po3noBCropKy€eThCsl O€3KOMITOBHO 1 IOCTYITHUM Y
Bepcisx st mwiargopm Windows, Linux 1 OS X [18].

Visual Studio Code Taki nepeBaru:

1. Kpoc-mnardopmuuii. [Ipairoe va Windows, Linux ta macOS, Tak mo Bu
MO>KETe MpalOBaTH HE3aJIEKHO Bl IIATPOPMHU, Ha SIKiil 0a3yeThcs Balll IPUCTPI;

2. [Tlintpumye Oarato MoB mporpamyBanHs. A came Python, JavaScript,
HTML, CSS, TypeScript, C++, Java, PHP, Go, C#, PHP, SQL, Ruby, Objective-C ta
0araro 1HIIHX.

3. Hanae moBHY pokymenTariito. CaiT MICTUTh JOKYMEHTH, 11O CTOCYIOTHCS
cniibHUX MOB, siki miaTpumye Visual Studio Code. [esxi 3 vux - C++, C#, CSS, Go,
Python, PHP, Java ta 6arato inmioro.

4, Hanaromxenns. VSCode mocrtadaetbest 3 BOy/IOBaHHM HaJIaro/KyBadeM,
KU TaKOXK € OJIHIEI0 3 Moro kimouoBuXx (yHKIN. [le gomomarae mpucCKOpUTH UK
penaryBaHHs, KOMITUIALIT Ta HaJaroHKeHHs Oy/Ib-sSKOTo MporpamicTa.

d. IntelliSense. Ile QyHKIisA, sKka BUKOPUCTOBYETHCS MPOTpaMicTamMu Jis
IHTEIEKTYaJIbHOT'O 3aBEPILIEHHS KOy, 1H(OopMalli Npo napaMeTpu, KOHTEHTY, IIBUAKOI

1H(popMallii Ta HATSIKIB HA KOJI.
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6. [TamiTpa xomana. BoHa mo3Bojsie OTpUMaTu AOCTYN A0 BCiX QYyHKIINA VS
Code, BKIJIIOUAIOUM BCI SIPIMKHU KIFOYOBHUX ciiB. KpiM Toro, 1151 manitpa Takox J103BOJISE
OTPUMATH JOCTYT JI0 0araTboX KOMaHI.

7. Oynkiii kepyBanHs komoM. Visual Studio Code Takoxk Hamae GyHKIii
ynpaBiiHHS kKoaoM, Takl ik Go to Definition, Peek Definition, Find all References 1

rename Symbol.

3.2 Po3po0ka rpagiunux MmarepiaJjis

BaxnnBoro 4acTUHOW OYJb-SIKOi IpH € Bizyali3allisl irpOBOro Mpolecy, JOoKaIllii,
MEepPCOHaXka, BOPOTiB TOIIO. s po3poOku rpadiunux 300paxeHb BUKOPUCTOBYIOTHCS
rpacdiuHi penaktopu. I'padiunuii pegakTop — e nporpama, mpu3HadueHa Jjisi CTBOPEHHS
Ta 3MiHM TpadiyHOTO 300pa)KEHHS Ha €KpaHi KOMITIOTEpa, a TaKOX 30EpeKEeHHS Y
BUTJIsIAL TpadiuHOTO daiiy.

I'padpiunmii pemakTop, sIKHH Ma€e JOAATKOBI 1HTEJIEKTyalbHI 3aCO0M, HA3UBAIOTh
rpadiuauM TporiecopoM. Taki TporpamMu AO03BOJISIIOTE 00pOOJIATH 300pa’kKeHHS 3a
JOTIOMOTOI0  PI3HOMAaHITHUX TIpagiyHUX eQeKTiB, NepeTBOpIOBaTH (popmat, maiiTpy,
MaciTad, mpairoBaT 3 OaraTonapoBUMH 300paXKEHHIMU, OTPUMYBATH 300paKeHHS 31
CKaHepa Ta 1HIIOI HU(POBOT TEXHIKK TOIIO. bynb-sikuii rpadiuHuil peaakTop BKIIOYAE
TEKCTOBUH peaKToOp 1 J03BOJIsiE HAOMpaTu TekcTH [19].

st po3poOku rpadiuamx MatepiamiB s oOpaB rpadiunuii pegakrop GIMP.
GIMP — ne kpocmiar@opMHUN-BEKTOPHUNA PETAKTOP 300pa)K€Hb, JOCTYIHUN IS
GNU/Linux, macOS, Windows Ta iHmux onepariiaux cuctem[20].

Bin mae taki nepeBaru:

— ¢ BuIbHUM I13;

— € BHUCOKOSIKICHMUM JIOJIaTKOM JJisi (pOTOPETYIIl Ta JI03BOJISIE CTBOPIOBATH
OpUTIHAIBHI 300payKEHHS;

— € BUCOKOSIKICHMM JIOJIATKOM JIJISI CTBOPEHHS €KpaHHOI Ta BeO-Tpadiku;
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— € mIaTgopMOI0 I CTBOPEHHS MOTYKHHUX Ta Cy4aCHHUX alTOPUTMIB 00pOOKU
rpadiki BUCHUMH Ta JU3alHEPaMU;

— JI03BOJISiE aBTOMATU3yBAaTH BUKOHAHHS TOBTOPIOBAHUX [IIH;

— JIETKO PO3ILIUPIOEMO 32 PAXyHOK MPOCTOI BCTAHOBJICHHSI IOTIOBHEHb.

VY BekTOopHIM rpadiii 00'€eKTH CTBOPIOIOTHCS UISIXOM MO€EIHAHHS PI3HUX 00'€KTIB.
[IpocTi 00'ekTH, Taki K KoJia, JiHII, chepu, KyOH TOIIO HA3UBAETHCS MPUMITUBAMHU, 1
BUKOPHCTOBYIOTHCSI TIPH CTBOPEHHI CKJIAQJHIMIUX O0'€KTIB, TOMYy HEOOXIJHO BMITHU
CTBOPIOBATH PI3HOMAaHITHI BEKTOPHI 00'€KTH, 100 HaJajl peiaryBaTH iX, CTBOPIOIOUU
JIOBUIbHI KOMITO3UIIi.

['padiuni marepiamu po3pobisiroThest B mporpamax GIMP ta Tiled. Tiled — e
penakTop 2D-piBeHs, KUl JoHOMarae po3poOIIsTH KOHTEHT Ul IpH. Ioro 0CHOBHOO
(GyHKLIEO € penaryBaHHS TaWTIOBUX KapT pI3HUX (OpM, aje BIH TAKOX MIATPUMYE
OE3KOIITOBHE PO3MIIIEHHS 300pa)K€Hb, a TaKOX TMOTY)XHI CIOCOOM aHOTYBaTH
CTBOPEHUN PIBEHb J0JATKOBOIO 1H(OpMaIIi€ro, IO BHKOPHUCTOBYEThCS Tporo. Tiled
boKycyeThCS Ha 3arajibHiil THYYKOCTI, HaMaralrouuch 3aJUIIATHUCS 1HTYITUBHO
3posyminum [21].

[Ilo cTocyeThCsl TaMIOBUX KapT, BIH MIATPUMYE MNpsiMI NPSIMOKYTHI TaWlIOBI
Iapu, a TaKoXK MPOEKTOBaHI 130METPUYHI, IIIaXOB1 130METPUYHI Ta MIAXOB1 MIECTUKYTHI
mapu. HaGip TaiiniB Moxke OyTH OJHUM 300pa’K€HHSAM, IO MICTUTH O€3/114 TaiiiB, ado
Ha0OpOM OKpeMux 300paxkeHb. J[JIsi MIATPUMKH TEBHUX METOJIB IMITallli TIUOWHU
IUIMTKH Ta IIapu MOXYTh OyTH 3MillleHI Ha 3a/laHy BiJCTaHb, a MOPAIOK iXHBOTO
pEeHAECPUHTY MOXe OyTH HaIaIITOBAHUIA.

OcHoBHa ciieHa «['pa» cKiIaaeTbCs 3 BEIUMKOIO KUIBKOCTI rpadiyHUX €JIEMEHTIB.
[Meprmm cTBOpeHMM 300paxkeHHsM 1€l cuenu € Floor.png (waGip TtaiitiiB). Bowno
MICTUTh TAUTIIM PI13HOI MICUEBOCTI (JIiCHA, MyCTeJIbHA Ta 3aCHI>XKEHa) BOJIU, MOCTY, CTiH,
BOPOTIB 1 MITKH TPaBIIS.

[Ipomiec ctBopenHs 3o0paxenHs Floor.png B mporpami GIMP, naBeneno Ha

pucyHky 3.1.



B4 Floorxcf-10.0 (Konsopn RGB 8-Bitose (rama, yini uncna), GIMP built-in sRGE, 1 wap] 1408x1600 - GIMP X

®aiin 3winm Bubip [epernas OBpas lap Konip 3acobu ®inetpu Bikwa [losiaka

Pucynok 3.1 — I'padiunuii enement «Iligmoray

Hpyrum cTtBOpeHuM 300pakeHHs M Oyrno details.png (HaOip TaiTIiB), BOHO
MICTUTh JCKOPATHBHI JETalll Taki SK KaMiHIll, TpaBy, HEBEIUKl KBITKH 1 T.I. [Iporec

cTBOpeHHS 300paxkeHHs details.png B mporpami GIMP, HaBeneHno Ha pucysky 3.2.

= "detailsxcf-5.0 (Kenbopu RGB 8-6itoee (rama, uini yucna), GIMP built-in sRGE, 1 wap) 1024x320 - GIMP

®aiin 3minu Bubip Mepernsg O6pas lap Konip 3acobu Oinstpn Bikwa fosiaka

505 v details.pg (3,4 MB)

Pucynox 3.2 — I'padiunuii enement «Jlerami»



46

3a nmomomoroio 3o00paxkeHs Floor.png i details.png B mporpami Tiled Oymo
CTBOPEHO rojioBHe (hoHOBE 300pakeHHs — ground.png.

[Tepuri nBa 300pakeHHS €, Tak OM MOBUTH, MasziamMu (HaOopaMu TailIiB), 3a
JIOTIOMOTOIO SIKAX MOYHA IIBUKO CTBOPUTH HOBE 300pa’keHHH.

[Ipouiec ctBopeHHs 300pakeHHs details.png B mporpami GIMP, HaBeaeHo Ha

pucynkax 3.3-3.4.

T *ground.tmx - Tiled

AN =RE =R = =T

Tile Layer -4 s b s [ Floor
1D [ details
Name ground
Visible
Locked L
Opacity 1,00

Tint Color Not set
Horizontal Offset | 0,00
Vertical Offset 0,00
Parallax Factor (1.00, 1.00)
X 1,00
Y 1,00
Custom Properties

und

o I
=5

4

DS % v

3% |2

Pucynok 3.3 — I'padiunuii enemMeHT «3emiish»

300pakeHHsT TOJIOBHOTO Teposi Oyso po3podieHo B GIMP, takox po3pobieni

300paxkeHHsT B 4 mpoekuisx (JiBOpyd, MpaBoOpyd, Bep3, BHHU3) JIs aHIMyBaHHS

HepcoHaXa.



£} lidle_down] (imnoprosano)-16.0 (Kansapw RGE 8-6itose (rama, uini uncna), GIMP built-in sRGB, 1 wap) 64x64 - GIMP X

®aiin 3winn Bubip Tepernag Obpas lWap Konip 3acobw ®inetpu Bikna [losigka

Pucynok 3.4 — I'pyna rpadgiuaux enemeHTiB «Ilepconaxo»

Boporamu rpasiis 6ynyTs 4 Bopora (MOHCTpH), a came bamboo, raccoon, spirit Ta

squid. [Tporec cTBOpeHHS 300paKeHHSI BOPOTiB NIEPCOHAXA HABEJCHO Ha PUCYHKY 3.5.

wiap) 64164 - GIMP

Pucynok 3.5 — I'pyna rpadiunux eixemeHTiB «Boporu»
OkpiM JIEKOpaTUBHUX €JIEMEHTIB, K1 € YaCTUHAMHM TOJIOBHOTO (hoHY ciieHu «I'pay
1 He OyayTh BIUIMBAaTH Ha TIEPEMIIICHHS TPaBIls, OyJaM PO3POOJICHI MEPEemKoau 3a

JIOTIOMOTOI0 BEKTOPHMX OO0’€KTIB B JEKUIBKOX BapiaHTIB 3aJ€XHO BIJl MICIIEBOCTI
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irpoBoOi Jokarii (Jic, mycTens, 3acHDKeHa o0nacth). Uepe3 siki rpaBellb HE 3MOXKE
MIPOWTH, TaKi SK: JepeBa, BEIMKUN KaMiHb, CTaTyi, KOJIOHH 1 T.II.

[Ipo1iiec cTBOpeHHs 300pa’keHHsI EPENIKO ] HaBEACHO Ha PUCYHKY 3.6.

- GIMP

Pucynox 3.6 — I'pymna rpadiuanx exemeHTiB «O0’ €KTH»

VY nepconaxka Ha BUOIp Oyae 5 oauHUIL Pi3HOI 30poi sl TOro 1mobd BBECTH
0ii1, a came Meu, CIIUC, COKHpa, pamipa Ta cail. BUKOpUCTOBYIOUM BEKTOpPHI 00’ €KTH
PO3pO0ISIOCh 300paXKEHHS TIOBHOTO BUTJISAY 30poi /Ui 1KOHKH 1HTepdercy, Ta 4 oro
MPOEKIIi 3a HANpsIMKOM HaHECeHHS yhapy A aHiMauli yaapy. Ilporec crBopeHHs

300pakeHHs 30p0i HaBEJIEHO Ha PUCYHKY 3.7

Pucynok 3.7 — I'pyna rpagiuaux eneMeHTiB «30posi»
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Kpim 30poi rpaBenpr MOXe BHKOPHMCTOBYBAaTHM Marilo, a came 3aKJIMHaHHS
«[Homym’st» Ta «JlikyBanHs». 3a nomomororo BekTopHOro o0’ekta «Komo» Oymno
CTBOPEHO 300pa)KEHHS MOJYyM’sl 1 aypa JIKyBaHHS Ui IKOHOK 1HTepdeiicy 1 rpyna

300paxeHHs i1 aHIMyBaHHS BUKOPHUCTAaHHS LHMX 3aKivHaHb. [Iporec cTBOpeHHs

300pakeHHs 30poi HaBe/leHO Ha pucyHkax 3.81 3.9.

“firexcf-101.0 (Konopn RGE 8-6ioee (rama, wuini uncna), GIMP built-in sRGE, 1 wap) 64x64 - GIMP

Pucynox 3.8 — I'pyna rpadgiuaux enemeHTiB «llomym’si»

“[heal] (iunoprosara)-137.0 (Konsopu RGB 8-itase (rama, uini uncna), GIMP built-in sRGB, 1 wap) 64x64 - GIMP

n e
h-"’

X +] 2 B

Pucynok 3.9 — I'pyna rpagiunux eneMeHTiB «JIikyBaHH»
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Takox Oyno po3pobsieno rpadiuni epext 00’ €KTIB, TaKi K 3HUIIEHHS BOPOTIB
Ta iX arak 1 T.N. 3a JOMOMOror BekTopHuUX 00’ekTiB «Komo» Ta «Ksampar». 1100
HACUTUTHU TrpadiyHy CKIAJIOBY TpU, UM OuIblle aeTaned Ta e(eKTIiB THM IIKaBilIe

CIIOCTEpPITraT 3a THUM IO BiIOYyBaeThCsl HA MOHITOPI miJ yac rpu (puc. 3.10).

*[4] (imnopToeaHo)-166.0 (Kensopw RGB 8-Gitoge (rama, yini yucna), GIMP built-in sRGB, 1 wap) 80x100 - GIMP - x

Pucynox 3.10 — I'pyna rpadiunux enemeHnTiB «HacTHHOK

[Ticns nporo HeoOXimHO 30eperty rpadivyHi eIeMEHTH Yy BUIJISIIL, MPUIATHOMY
JUIsl BUKOPHUCTaHHS B 1rpoBiil cucremi. Jlns Pygame me rpadiuni dopmaru PNG.
®opmat PNG no3Bosisie 30epertd mpo30picTh, TOMYy caMme BiH OyJie BUKOPUCTAHUM Y

paMkax po3poOku rpadiunux enemenTiB rpu «Magical adventurey.

3.3 Po3po0Kka 0CHOBHUX MOIYJIiB 10AaTKY

OcHoBoro (¢pyHnameHToMm) rpu € ii piBeHb (irpoBa Jokauis). Po3poOka rpu
MOYMHAETHCS came 3 Hel. Tak sk kiac level.py Oyne KoHTeHHEpOM MJisi BCHOTO 1110 Oye
B rpi (mepcoHaxa, BoporiB, 00’ektiB). Yactuna koay kiaca Level 300paxkeHo Ha puc.

3.11.
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, randint

it (self):

isplay_surface pygame.display.get_surface()

ame_paused =

r()
.animation_player)

Pucynok 3.11 — YacTrHa Koy 3arajibHUX HaJlalITyBaHb kiacy Level

CTBOpeHHs1 KapTH BIIOYBA€THhCS 3a PAXyHOK MAaKETIB CTBOPEHUX B IMporpami
Tiled. B xinmi poGotu B mporpami otpumano daitnin map_FloorBlocks.csv,
map Grass.csv, map Objects.csv Ta map Entities.csv. i daitnu micTaTh 1HbOpMaIlio
Jie KU 00’ €KT Ma€ 3HAXOAUTHCH Ha KapTi. CKPUI B TEKCTOBOMY BHTJISiZII HABEICHUN

Ha puc. 3.12.

create_map{self):
layouts = {
': import_csv_layowt

: import_csy
': import ayout
't import_csv_layout

Pucynok 3.12 — Yactuna xony ¢yHkIii create_map
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ImmiopT rpadiku, 3 manok 3 HEOOXITHUMH TpaIYHUMU MaTepiajlaMH 300paKeHUHN Ha

pucyHnky 3.13

graphics = {
: import_fol

"1 import_folder(’

Pucynok 3.13 — HactuHa Koy IMIIOPTY HaJlalITyBaHHs Kiacy Level

ExcriopT moBepxHi TpaBiisi 1 MOHCTPIB 3a paxyHOK iX 1HAEKCY sIKWW iM Hajana
nporpama Tiled. Ile mpumBuanye poOOTy 10 HAMOBHEHHIO KapTH 00’ ekTaMu. YacTuny

il KOJly HaBeJIEHO Ha PUCYHKY 3.14:

f.wisible_sprites],
.obstacle sprites,
.create_attack,
.destroy_attack,
self.create_magic)

)" 1 monster_name =
191 1 monster_name

9.7 1 mONSTEr_name

ster_name,

Xy¥la

obstacle_sprites,
damage_player,

trigger death_particles,
.add_exp)

Pucynox 3.14 — Yactuna Koty iMIOPTY MOBEPXOHB TPABIIS 1 MOHCTPIB 32 PaXyHOK

1HIEKCIB

Takox B kiaci level.py ctBopeHo (yHKkIlit0o Kamepu, ska Oyne CIiJIKyBaTH 3a
MepCoHaXeM T'paBlIsl i 4ac WOro nepemimieHHs mo kapti. YacTuHa Koy ii HaBeleHa

Ha pUCYHKY 3.15.
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sel isplay_surf vygame .. display.get_surface()

self.half width = self.display surface.get _size()[8] /f 2

ground. png’ ) .convert()

8,8))

Pucynok 3.15 — Yactuna Koy QpyHKIIi Kamepu

CrtBopena ¢yHKIIISI MONIKOMKEHHs TpaBisl B kiaci level.py. Yactuna komy ii

HaBeJleHa Ha pUCYHKY 3.16.

damage player(self,amount,attack_type):

ime.get_ticks()
icles{attack_type,self.player.rect.center, [self.visible sprites])

Pucynok 3.16 — YactuHa koy yHKIII1 MOMIKOIKEHHS TPaBIS

CtBOpeHa (yHKIIIs pyXy T'paBIis 1 BOPOTiB, YACTHHA 11 KOAY HaBEJIeHA HA PUCYHKY

3.17.

- self.game paused:

self.upgrade.display()

enemy_update(self.player)
ogic()
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Pucynok 3.17 — YactuHa koy (pyHKIIIT MOMIKOKEHHS TPaBIs

Busnauennss (yHKIII0 CTBOpPEHHS aTaku 1 Marisi B SKOCTI 3aKJIWHAHb JIBOX

3aKJIMHAaHb.

YacTtrHa KOy CTBOPEHHS aTaky 1 Marii HaBeJeHa Ha pucyHKY 3.18.

create_attack(self):

self.current_attack = Weapon(self.player,|[self.visible sprites,self.attack sprites])

create_magic(self,style,strength,cost):

if style

self.magic_player.heal{self.player,strength,cost, [self.visible sprites])

- Et'\"-_'! — ':._ ——_

self.magic_player.flame(self.player,cost,[self.visible sprites,self.attack_sprites])

Pucynok 3.18 — Yactuna koy QyHKIIIi CTBOPEHHS aTaky 1 Marii

Jlnst CTBOpEHHS IpaBlisl Ta HOTO MOXKJIMBOCTEH OYyJI0 CTBOPEHO Kjac player.py.

Ha cam nepen rpadika iHimiamsanis 300pakKeHHS MEPCOHAXY 1 PEryJIOBaHHSA
HOTO pO3MIpIB.

YactuHa KOy, WIO pealli3ye 3arajibHl HaJallTyBaHHS IEepCOHaka TpPaBIId,

HaBeJleHa Ha puCyHKY 3.19.

Busnauena QyHKIIS BBEICHHS JaHUX IMPO MEPEMILIECHHS MepCcoHa)xa rpaBls 3a
nornoMororo Hatuckanb kiaBim «Lefty, «Righty, «Up» Ta «Down» (kmaBimi 3
CUMBOJIOM «—, —,T 1 |).

YacTuHa ii koay HaBeeHa Ha pucyHky 3.20.

Busnauena ¢yHKIis aHIMyBaHHSI IEPCOHAXKA.

YacTtuHa ii Koy HaBe[eHa Ha pUCYHKY 3.21



- £ ) -

__indt_ {self,pos,groups,chstacle_sprites, create_attack ,destroy_attack,create_magic):

jper{ ). indit (groups)
self.image = pyganc.image.load(".. /graphi t/play 2" ) .convert_alpha{)

self.rect = self.image.get _rect (topleft = pos)
celf.hitbax = self.rect. inflate(-&6 HITEBOE OFFS

import_player assetsi)

STATUS =

attacking =

attack_cooldown = <SB8

attack_time =

obstacle_sprites = obstacle sprites

create_attack = creoate attack

destroy_attack = destroy_attack

woapan_index = B

weapan = list{weapon_data. keys())[self.weapon_index]
can_switch_weapon =

weapan_switch time =

switch_dwration coaldown = 288

create_magic = create_magic

naglc_indoy = @

nagic = list{magic_data.keys()}[self.magic_index]
can_switch_magic =

nagic_switch_time =

stats = {

max_stats = {
upgrade_cost = {
health = self.stats|
energy = self.stats|
CHp = @

spoed = self.stats

vulnerable =
hurt_time =
inwulnerability duration = 588

weapan_attack_sound = pygamc.
weapan_attack_sound. set_volume(e.4)

Pucynok 3.19 — 3araibpHi HajamtyBaHHs Kiacy player
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input{self):
i self.attacking:
= pygame.key.get_pressed()

veame. K_UP]:
.direction.y

.direction.y = @

ygame . K_RIGHT]:
.direction.x
right
ame.K_LEFT]:
.direction.x = -1

Pucynox 3.20 — Yactuna Koy GyHKITI BBEACHHS JaHUX 3a JOTIOMOTor0 Kiasint «Lefty,

«Right», «Up» Tta «Downy

animate(sel

animation = self.animations[self.status]

self.animation_speed
= len(animation}:
8

.image = animation[int(self.frame_index)

]
self.rect = self.image.get_rect(center = self.hitbox.center)

self.vulnerable:
alpha = self.wave_value()
self.image.set_alphal(alpha)

self.image.set_alpha(255)

Pucynok 3.21 — Yactuna koty QyHKIII1 aHIMyBaHHS IEPCOHAXKA
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Busznauena QyHKIisS aBTOMaTUYHOTO BIJTHOBJICHHSI €HEPrii MepcoHaxa, sIKy TOU

MOY€ BUKOPUCTATH Ul 3aCTyBAaHHS 3aKJIMHAHb. YacTuHa il KOy HaBelIE€HA Ha pUC.

3.22.

gy_recovery(self):

Pucynox 3.22 — Yactuna xony ¢yHKIIIT aBTOMATUYHOTO B1IHOBJICHHS €HEPTii

nepcoHaka

Busznauena ¢yHKIisl IMOOPTY aKTHBIB MEpCOHaXka, a came rpadiyHi MaTepiaiu

fioro pyxy Ta ataku B 4 croponn. YacTuHa i1 KoJly HaBeJleHa Ha pUCYHKY 3.23.

import_player_asset

character_path =
self.animations = {°

~ animation in self.animations.keys():
full path = character_path + animation
self.animations[animation] = import_folder({full_path)

Pucynox 3.23 — Yactuna koxy QyHKIIIT iIMIOPTY rpadiyHUX MaTepiajiB MePCOHAXKA

BusnauenHss (yHKIIT mepeBipKM cTacy rpaBls Mae€ IEpEeBIpATH YU TpaBellb
PYXA€ETHCS, Y CTOITh HA MICIII, YU BIH aTaKYE.

YacTtuHa ii Koy HaBeeHa HA pUCYHKY 3.24.
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if self.direction.x == @ self.direction.y == @:

i idle celf.status
self.status = self.status + '_idle’

1f.attacking:

irection.x

f.d
f.d

irection.y = @

self.status.replace('_attack',' ")

Pucynok 3.24 — YactuHa Koy QyHKIIi OTpPUMaHHS CTaHy MEPCOHAXKa

Busnaueno ¢yHKIilii OHOBJIEHHS, OHOBJICHHS JaHUX (YHKIIA BXIAHUX JaHUX,
nepe3apsIKi, OTPUMaHHs CTaTyCy, aHIMYBaHHS, MIEPEMIIIICHHS Ta BIIHOBJICHHS €HEPTTIi.

YacTtuHa Koy HaBeJeHA HA PUCYHKY 3.25.

update(self):
self.input{}

L
m
=
=h

.cooldowns ()

.get_status()

.animate(}
(self.stats|

(T T B ¥ B P |
m M M

Pucynox 3.25 — Yactuna kosty pyHKIlIi OHOBICHHS

Busnauennst ¢yHKIlI OTpUMAaHHS MOBHOTO 3HAYEHHS TOIIKOHKCHHS SIKE MOXKE

HaHecTH 30pos 1 Marisa. Yactuna ii Koy HaBeieHa Ha pucyHKax 3.26.

get_full weapon_damage(self):

Pucynok 3.26 — Yactuna koy ¢hyHKIlT OTpUMaHHS TOBHOTO MOIIKOKEHHS Bij] 30poi

Ta Marii
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JIJist CTBOPEHHS BOPOTiB OyJ10 BUALIEHO OKpeMui kitac Enemy (daitr enemy.py).

Kop 3aranpHux HanamryBaHb kiacy Enemy HaBeneHuii Ha pucyHKy 3.27.

cl add_exp):

{Entdity):
_init_ {sclf,monster name,pas,groups,obstacle sprites,damage player,trigger death parti

().__dnit_ (groups)

self.sprite_type =

import_graphics{monster_name)

1f.vulnerable =
self.hit_time =
F.inwincibility duration = 388

self. death_sound =

i{monster_info

Pucynok 3.27 — 3aranbHi HajnamTyBaHHs Kiacy Enemy

Buznaueno QyHkIio iMnopTy rpadikd BOpOTiB TphOX CTaHIB: O€3MisUIbHICTB,

NepeMIIeHHs Ta aTaka 3 BIAMOBIAHOI nmanku. Ko iMmnopty rpadiku BOporiB HaBeeHUMN

Ha pucyHky 3.28.
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FELEL Y

5. keys(

Pucynok 3.28 — Kox iMmnopty rpagiku Boporis

Busnaueno QpyHKIIiI0 OTpUMaHHS HaOpsMKY BifcTaHl Bia rpaBus. Lle HeoOXimgHO
JUTS peattizallii anropuTMy pyxXy Bopora 1o rpasis. Kog oTpuMaHHs HanpsSMKY BiCTaH1

B1JI rpaBIIsl HABEJICHU Ha pUCYHKY 3.29.

get_player
ENEmy_’

yer. .center)
distance = (player_wvec - enemy_wvec).magnitude()

if distance > @:
direction {player_vec - enemy_wec).normalize()

direction

n (distance,direction)

Pucynox 3.29 — Kon orpuManHs HanpsMKy BifICTaH1 BiJ] TPaBIIs

Busznaueno QyHkIiito Miii BOpora B 3aJIeKHOCTI BiJ] TOTO SIK JAJIEKO BiJ HBHOTO
3HaXoAMUThCs TpaBelb. Kox QyHKIIT a1l Bopora mo BIJHOIIEHHIO A0 I'paBLs HABEICHO

Ha pucyHky 3.30.

actions(self,player):
if self. us
ime.get_ticks()

else:

self.direction =

Pucynox 3.30 — Ko dyHK1ii 1iif Bopora 1o BiJHOIIEHHIO JI0 TPaBIIs
Jns  peamizanii 1 BiIoOpakeHHs 1rpoBoro iHTepdeicy kopuctyBada OyIiio
crBopeno kiaac Ul (ui.py). OcHoBHMMH ejeMeHTaMH iHTepdeiicy € ImiKama 310poB’s i
eHeprii, 1IKOHOK 30poi 1 3aKJIMHaHb, Ta BIJOOpaKeHHS KiIbKOCTI OanmiB jocBiny. Koa

3araJlbHUX HaJAIITyBaHb KJacy HaBEJACHHM Ha pucyHKy 3.31.
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UI:
_ ipit_ (self):

f.display fac 3 e. t_surface()
ONT_SIZE)

f.energy_bar_rect

self.weapon_graphics

for weapon in weapon
path
weapon = p) e load(path).convert_alpha()
self.weapon_ ) s.append{weapon)

self.magic_gra

for magic _dats lues():
magic .load(magic[ 'graphic’]).convert_alpha()
self.magic_ bhics . append(magic)

Pucynox 3.31 — Koj 3aranpHuX HalamrTyBaHb Kiacy

HanamtyBanns cratyc 6apa Oyso Bu3zHaueHo (yHKIl0 show bar, 11e HEOOXiHO
JUTst MaOyTHROT peaizailii BigoOpakeHHs iHpopMallii Mpo piBeHb 310POB’S Ta €Heprii

rpaBus. YactuHa KoAy (pyHKIIIT HanalITyBaHHS cTaTyc Oapa HaBeJeHa Ha puc.3.32
show_bar(self,current,max_amount,bg rect,color):
2. draw.rect(self.display surface,UI BG R,bg_rect)

ratio = current / max_amount
current_width = bg rect.width * ratio

current_rect = bg rect.copy()
current_rect.width = current width

Pucynok 3.32 — Yactuna kony @yskuii show bar
Takox HEOOX1THO IO TpaBelb 0aUYMB KiTBKICTh OaliB JOCBIAY Ky BiH OTPUMAaB
3a BOMBCTBO BOporiB. Koja BimoOpakeHHST OTpMMaHHUX OalliB JOCBiYy TpaBIEM

HaBeJeHUM Ha pUCyHKY 3.33.
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show exp(self,exp):

ext surf = self.font.render{str{int(exp)),

- 28
a

2
2

> TEXT_COLOR}
self.display surface.get size(}[©]

self.display surface.get size(}[1]
ext rect = text surf.get rect(bottomright = (x,y))

ct(self.display surface,UI BG COLOR,text rect.inflate(28,28))
izplav surtface.blit{text_ surf,text_rect)
> _draw.rect(self.display surface,UI BORDER_COLOR,text rect.inflate(26,28),3)

Pucynok 3.33 — Koa BimoOpakeHHSI OTpUMaHUX OalliB JOCBiTY rpaBIeM

HeoOxinmHo peanmizyBaTu BiJIoOpa)k€HHsS OOpaHO Ha 1€ MOMEHT 30poi 1
3aknuHaHHsA TpaBueM. Kon ¢yHkuii BimoOpakeHHs 00paHoi 30poi 1 3aKIMHAHHS

HaBEJICHUI HA pUCYHKY 3.34.

weapon_overlay(self,weapon_index, }as_~w1trhed}

bg rect = self.selection box(18,638,has_switched)
weapon_surt = self.weapon_graphics[weapon_index]
weapon_rect = weapon_surf.get _rect{center = bg rect.center)

display surface.blit(weapon_surf,weapon_rect)

magic overlay(: ,magic index,has switched):
bg rect = s .5eleLt1un_hux{aB,ngJJhas_5witchEdj

magic surf = self.magic graphics[magic_index]

magic_rect = magic_surf.get_rect(center = bg_rect.center)

self.display surface.blit(magic_surf,magic_rect)

Pucynox 3.34 — Ko dysk1ii BimoOpakeHHs: 00paHoi 30poi 1 3aKIMHAHHS

Tak sk TpaBenb 1 BOPOT KapAMHAIBHO HE BIAPI3HIIOTHCS OYJI0 BUPIMIEHO IO
BOHM MOXYTh BHUKOPHUCTOBYBAaTH CIUIBHO JIBi (yHKII, a caMe (QYHKUIIO Pyxy 1
3iTkHeHHs. DyHKUii CcTBOpeHHI 3a pomoMororo Oibmiorekn math, sika 103BOJISIE
MpaIoBaTi apuPpMETHIHNX Ta TpUTOHOMETpruHUX onepariii y Python. Ii n8i dynkmii
(mepemilieHHs 1 3IKTHEHHS) 3HAXOAAThCs B Kiaci Entity (entity.py), B kinacax player.py
Ta enemy.py 3HaxXOAAThCS JIMIIE 3arajbHl HajamTyBaHHs pyxy. Koa dyHkmii

MepeMIIleHHs 1 3ITKHEHHS HaBeJICHUH Ha pUCYHKY 3.34.
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move(self,s
F self.dir 1.magnitude() != @:
self.direction = self.direction.normalize()

sprite.hitbox.left

sprite.hhitbox.right

erect(salf. hithox):

> @:

m = sprite.hitbox.top

Pucynox 3.34 — Kop ¢yHKIIii mepeMiliieHHs 1 31ITKHEHHS

MeHio 30UTBIIEHHS] XapaKTEPUCTUK TMEpPCOHaKa € OJIHIEI0 13 TOJIOBHIMIUX
YaCTHUHOIO MOJIEJII B3a€MOJIi1 TpaBelb-Bopor. ['paBiieBi HEOOXIAHO OTPUMATH JOCBIJ 32
BOMBCTBO Bopora. ['paBemb 3a paxyHOK IBOTO JOCBiLy MOXE MOKpPALTUTH
XapaKTEPUCTUKU TEPCOHaXa, 31 30UIBIICHHSIM 3HAUYEHHS XapaKTePUCTUK KIUIbKICTh
OaiB JOCBITY 3MEHINYEThCS (TMEBHA KUIBKICTh BUTpadaeTbes). Ilicas mporo mae
BiI0yBaTUCSl OHOBJICHHsS TpadiuHoro iHTepdeiicy. MeHio 301IbIICHHS pealli3oBaHO B
kiaci Upgrade (upgrade.py).

OOpaxyHOK BapTOCTI 1 BEIMYMHHU Ha B1IOYAETHCS 30UIBLICHHS XapaKTEPUCTHUK

rpaBls BU3HaUeHUH B QYHKIIT trigger, ii KoJ HaBeIeHull Ha pUCYHKY 3.35.
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e e
upgrade_attribute = list({player.stats.keys())[self.index]

if player.exp = player.upgrade_cost[upgrade_attribute] player.stats[upgrade_attribute] <« player.max_stats[upgrade_attribute]:
-= player.upgrad t[upgrade_attribute]
ats[upgrade_attribute] *= 1.2
.upgrade cost[upgrade_attribute] *= 1.4

stats[upgrade_attribute] > play _stats[upgrade_attribute]:
.stats[upgrade_attribute] = max_stats[upgrade_attribute]

rface,selection_num,name,value ,max_wvalue,cost):

ELECTED,self.rect)
1f.rect,d)

1f.rect)
R, self.rect,d)

Pucynok 3.35 — Ko dynkii trigger 00paxyHKy BUTPAT 1 301JIbIIEHHS XapaKTEPUCTHK

Becs picTUHT 1rpOBOT0 10/1aTKy HaBEJEHUM B 10JaTKy B

3.4 BucHOBKH

VY TperboMy po3fiiai Oyio IMPOBENEHO aHalli3 1 OOTpyHTYBaHHS BUOOpY 3aco0iB
JUIsl peaiizalii mporpamHoro 3acoOy. MoBow mnporpamyBaHHsi o0pano Python,
¢perimBopk Pygame B sikocTi HabOpy 1HCTpYMEHTIB sl po3podku irop, IDE — Visual
Studio Code. s po3poOku rpadiunux MatepianiB rpadiuauii pegakrop GIMP Ta
mMTouyHul pepaktop piBHIB Tiled mng excropty ¢aiiiB .csv skl MICTSTh AaHl IPO
HAXOJ[KEHHS BCiX 00’ €KTIB Ha KapTi (rpaBelb, BOPOT, IepeBa 1 T.1.).

Bbyno po3pobiieHo HeoOXiqHy KUIbKICTh TpadiuHMX MaTepiamiB pi3HUX BHIIB, a
came:

— 300pakeHHsI TIEPCOHaXKA TPaBIlsl 3 4 CTOPIH 1 300pa’KeHHS I aHIMYBaHHS
aTaky B 4 CTOpiH Ta MEPEMIILIECHHS;

— 300pakeHHsI BOpOTIB (MOHCTpPIB) 1 300pakeHHs nJisi aHIMyBaHHS iX
MEePEeMIIIICHHS;

— 300pakeHHsI 30poi rpaBlis 3 4 CTOPIH;

— 300paXk€HH 3aKJIMHAHb Ta 300paXKeHHs /ISl aHIMyBaHHS 1X 3aCTOCYBaHHS;

— 300paKCHHSI HEBEIHMKUX JIeTajell sKi He BIUIMBAIOTh HA TEPEMIIICHHS
IpaBllsl, 1100 HATIOBHUTH KapTy;

— 300pakeHHsI 00’ €KTIB, a caMe JepeBa, CTaTyi, KOJIOHHU, KYIIIH Ta KaMiHHS;
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— 300pakeHHs €EeKTIB aTaKu BOPOTIB Ta iX CMEPTI.

Po3pobiieHi 0oCHOBHI MOy TOAAaTKY, a CaMe:

— level.py € KoHTeHHEpPOM i1 BCHOT'O IO 3HAXOJUTHCS Ha KapTi (rpaBellb,
BOpOT, 00’ €KTH 1 T.1.)

— player.py peamizoBaHi XapakKTEpPHCTHKH TpaBIli, aHIMAIlis IEpPCOHaXKa,
HaJalllTyBaHHS MOro pyxy, Horo craryc, BBEICHHsS JaHUX 3 KiaBlaTypu s
nepeMileHHs 1 T.1.

— enemy.py peamizoBaHi aHiMmalls BOpOra, IepeBipka Moro cmepTi,
OTpUMAaHHS MOIIKOJKEHHS B1J] TPaBI, Aii, OTpPUMaHHS JUCTaHIII1 A0 rpaBUs 1 T.]T

— ul.py peaiizoBaHO irpoBHil 1HTepdeHC rpaBis, a caMe IIKaly 1HIUKaIli
CTaHy 370pOB’S Ta eHeprii, IKOHKK 30poi Ta 3aKJIWHAHb, 1 BIIOOpPaKEHHS KUIBKOCTI
OaJiB JOCBITY.

Takox po3poOJeHO CHUIBHUM pyX TpaBelb-BOPOr. 3a paxyHOK TOTO IO
MEPCOHAXX TPaBIl 1 BOPOr HE MdyXKe BIAPI3HAIOTHCSA, OYJI0 peandizoBaHO CIUIbHE
BUKOPUCTAaHHA (PYHKUINA mepeMillleHHs 1 31TKHeHHs. L{1 MeTtoau peanmizoBaHi B (Qaiini
entity.py, TpaBelb 1 BOPOT BUKOPUCTOBYIOTHCS 1X 3a paXyHOK IMIIOPTY.

byno po3poOneHo MeHI0 30UIbIIEHHS XapaKTepUCTUK TpaBls B (aitm (kmaci
Upgrade) upgrade.py. CtBopeHO TpadiuHi BiA0OpaKEHHS KOXHOI XapaKTEPUCTHKH
nepcoHaxka 3acobamu Pygame. PeamizoBaHa cucTema oOTpuMaHHs TpaBlieM OalliB
JIOCBIJy TICJsl 3HUIIEHHS BOopora 1 cucremMa OOMIHY 1iX Ha MiABUIICHHS 5
XapaKTEPUCTHK: «310poB’s», «EHeprisy», «ATtakay, «Marisy, «IBuakictey». B 1migomy
Taka MOJIENIb CIIPUSE PO3BUTKY TAKTUYHOTO MUCJICHHS 1 MOsABI OakaHHS y TPaBId

31rpaty 1e pa3 B rpy Ta CIpoOyBaTH 1HITY KOMOIHAIlIF0 30UTbIICHHS XapaKTEPUCTHUK.
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4 TECTYBAHHA ITPOBOTI'O JOJATKY

4.1 Bubip MeToiB TeCTYBAaHHSA NMPOTrPAMHOI0 3a0e3ne4YeHHs

TectyBanusi irop, MHIAMHOXHHA PO3POOKH Irop, € TMPOLECOM TECTyBaHHS
IpOrpaMHOro  3a0e3MeyeHHs] KOHTPOJI sKocTi Bifeoirop. OcHOBHAa  (yHKIIs
TECTyBaHHS 1I1rOp — BHSBJICHHS Ta JOKYMEHTYBaHHS Je(EKTiB MPOTPaMHOTO
3a0e3neyeHHs. TecTyBaHHS MPOTPaMHOTO 3a0e3MeueHHs ISl IHTepaKTUBHUX PO3Bar —
1€ BHCOKOTEXHOJIOT1YHA 00JIacTh, 10 BHMara€e KOMI'IOTEPHUX 3HaHb, AHAJIITUYHOI
KOMITETEHTHOCT1, HABUYOK KPUTUYHOI OLIIHKY Ta BUTPHUBAJIOCTI. [22]

3aranom kjacu@IKalio TeCTyBaHHS IPOrPaMHOr0 BUTIIAIAE TaK:

1. PiBHI TeCTyBaHHS MPOrPaMHOIO 3a0€3MEeYCHHS:

— MOJyJbHE TECTyBaHHS,

— 1HTerpariifHe TeCTyBaHHS;

TECTYBaHHS CUCTEMU;
— TPUUMMAIIBHE TECTYBaHHS.
2. Tumnu TecTyBaHHS MIPOrPAMHOTO 3a0€3MEUCHHS:
— BUIPOOYBaHHS TUMOM;
— TECTYBaHHS MPOYKTUBHOCTI;
— TIepeBipKa BIAMOBIIHOCTI;
— (yHKLIOHAJbHE TECTYBaHHS;
— 103a01TITI-TeCTYBaHHS;
— perpeciiiHe TeCTyBaHHS,
— TEeCTyBaHHS OE3IEKHU.
3. Mertoau TecTyBaHHS MPOTPaMHOTO 3a0€3MCUCHHS:
— CIeliajbHEe TECTyBaHHS,
— THYYKE TeCTyBaHHS,
— TECTYBaHHS YOPHOI CKPUHBKH;
— TeCTyBaHHS 017101 CKpUHBKH;

— TECTyBaHHS CipOi CKPUHBKH.
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TectyBanHsT 4YOpHOi CKpWUHBKH. TecTyBaHHA ©Oe3 OyIb-SKHUX 3HaHb PO
BHYTPIIIHIO PpOOOTYy TMpOTpaMy HA3HMBAETHCS TECTYBAHHSIM YOPHOI CKPUHBKH.
TecTyBaJIbHMK HE 3BEPTA€ yBard Ha apXiTEKTypy CHCTEMH Ta HE Ma€ JOCTYIy JI0
BUXIJTHOTO KOJIy. SIK TpaBWjIO, MpYU BUKOHAHHI TECTY YOPHOI CKPHHBKU TECTYBATBLHUK
Oyne B3aemMomisATH 3 iHTepdecoM CHCTEeMH, HaJaroud BXiAHI JaHl 1 TepeBipstoun
BUXI/IHI JJaHi, HEe 3HAIOUH, SIK 1 e 00poOJIsIOTHCS BXiaHI qaHi [23].

Y tabmuui 4.1 mepepaxoBaHi IepeBaru Ta HENOJIKH TECTYBaHHS METOIOM

«YOPHOI CKPUHBKN.

Tabmuusg 4.1 — IlepeBaru 1 HEJOMIKK METOIUKHU TECTYBaHHS «HOPHOT CKPUHBKI

[lepeBaru Henomnixu
Hobpe migxonuth 1 epekTuBHHUM 1151 | OOMEKeHe TTOKPUTT, OCKUJIbKH
BEJIMKUX CETMEHTIB KOJY. (aKTUYHO BUKOHYETHCS JIUIIE BUOpaHa

KUIBKICTh TECTOBHUX CIIEHApIiB.

JocTyn 10 Koty HE TOTpiOEH. HeedekTuBHe TecTyBaHHS uepe3 Te, IO
TECTYBAJIbHUK Ma€ JHIIe OOMeXeH]

3HaHHA PO IIPOrpamy.

YiTko BIOOKpeMIIIOE TOYKH 30py | Ciine MOKPUTTSA, OCKUIbKM TECTep He
KOpUCTyBadya  Bi  TOYKM  30pYy | MOXKE HAI[UTFOBAaTUCA HA  KOHKPETHI
PO3pOOHUKA 3aBIIIKHU YITKO | CSTMEHTH KOJy a00 30HU, CXWJBHI 0

BHU3HAYCHUM POJISIM. ITIOMHMIJIIOK.

Benmuka  KUIBKICTH — TECTYBaJIBHHKIB | T€CTOBI MPUKIIAIU BaXXKO CIIPOCKTYBATH.
cepenHboi  KBamiikamii  MOXYTb
IPOTECTYBAaTH TpOrpaMy, HE 3HAIOUYU
peamizailii, MOBH TpPOTpaMyBaHHS YH

omeparifHuX CUCTEM.

TectyBanHs 617101 CKPUHBKH — 1€ JA€TaIbHE JOCTIIKEHHS BHYTPILIHBOT JIOTIKH Ta

CTpYKTYypH Koay. TecTyBaHHs 017101 CKpUHBKM TAaKOX HA3WBAETHCS TECTYBaHHSM CKJa
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abo0 TecTyBaHHSM BiIKpUTOI KOpoOKHU. [l TOro, 1100 MPOBECTH TECTyBAaHHS JAOAaTKa 3a
0171010 CKPUHBKOIO, TECTYBAJIbHUK MOBUHEH 3HATH BHYTPILIHIO POOOTY KOIY.

TecTepy noTpiOHO 3a3UPHYTH Y BUX1THUM KOJI 1 3’SICYBaTH, KA OJUHUIISL/dacTHHA
KOJY TIOBOJUTHCS HEAIEKBATHO.

VY tabaui 4.2 HaBeIeHO TIEpeBary Ta HEJOMIKA TeCTYBaHHS «017101 CKPUHBKI.

Tabmuis 4.2 — IlepeBaru 1 HEJJOMIKU METOIMKH TECTYBaHHS «01J101T CKPUHBKI

[lepeBaru Henomniku

OCKUJIbKH TecTep 3HAa€ BUXIIHHUM KO,
JTy>K€ JIETKO 3'ACYBaTH, IKMM THUI JaHUX
MOJKE JIOTIOMOITH B €(EKTUBHOMY

TECTyBaHHI TPOTPAMH.

UYepes Te, 1110 1151 BUKOHAHHS TECTYBaHHSA
017101 CKpUHBKU MOTPIOEH OCBIIUCHUM

TeCTep, BUTPATH 30LTIBIITYIOTHCS.

[le momomarae onTUMi3yBaTH KOJI.

IleBH1 yacu 1€ € HEMOXKIIMBUM I TOTO,

mo0 3poOUTH BCl TOPTU 1 KHUHYTH O

BUYEPHAHUX TMOMMIIOK, SIKI MOXYTb
CTBOpIOBAaTH  TpoOjeMu, SK  Oararto
croco0iB, K1 HIYTh.

Mo>kHa BUAANUTU 3aiiBl psAaku Kony, | [linTpumyBatu TE€CTYBAHHS «O1o1

K1 MOXKYTb MPU3BECTH JI0 IPUXOBAHUX

CKPHUHBKM)» CKJIAAHO, TOMY IIO I IbOI'O

nedeKTiB. noTpiOHI CHeIiagi3oBaHi 1HCTPYMEHTH,
Taki SK aHali3aTopu KOJIy Ta 3aco0u
HaJIaroKeHHSI.

3aBAsSKM  3HAHHIO  TECTYBAJLHUKOM

KOy MaKCUMaJjbHe OXOTUICHHS

AOCATa€ThCA 1IPpU HaIMCaHHI TECTOBOIO

CIIEHApIIO.
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[TopiBHsITOuUM TepeBary 1 HEAOMIKU «YOPHOT CKPUHBKU» Ta «O17101 CKPUHBKI» Ta 3
ypaxyBaHHSAM METH IMPOTPAMHOIO JIOAATKH, OOpPaHO METOJ «UOPHOT CKPUHBKI» IS

TECTyBaHHS MTPOrPaMHOT0 3a0C3MCUCHHS.

4.2 TecTyBaHHS1 pO3P00JIEHOr0 10AATKY

Haiinepie 1 HalirosoBHIIIE M0 HEOOX1AHO MPOTECTYBATH 1€ 3aIlyCK IMPOrpamH.
[Ticns 3amycky (aitia main.py 3amyCKa€eThCs Iporpama.

OuikyBanuii pe3ynabTar. CTBOpEHHs BIKHa sike Oyne BimoOpaxaTw TpaBLs
(mepcoHaka), TIEBHA MUISHKA KapTH 31 yciMa 00’€KTaMu 1 TOYHE BIATBOPIOBATHCS

3BYKOBa TeMa rpH. Pe3ynpTar 3amycky mporpamu BigoOpakeHuil Ha pUCYHKY 4.1.

@ Magical adventure — X

Pucynox 4.1 — IlouaTkoBa clieHa Ipu MicIis 3amycKa

[licns BHamoro 3amycky HporpaMu, HEOOXIAHO MPOTECTYBaTH (PYHKIIIOHAJ.
TecryBaHHs NepeMillleHHs TIpaBlisg 3a gonomororo kiasim «Lefty, «Righty, «Up» Ta

«Downy(knaBiiili 3 CAMBOJIOM «—, —,T 1 ).
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OuikyBanmii pe3ynbTaT. [lepcoHak 3MIHUTH CBOIO TMO3HWINIO Ha JIOKAIlil.

Pesynbrar nepemimienHs BiqoOpakeHUi Ha pUCYHKY 4.2.

£ Magical adventure - X

Pucynox 4.2 — Ilepconax mepeMiCTHBCS MICIIs HATHCKAHHS HEOOX1THUX KJIaBiIll

[Ticns Bmamoro Tecty mepemimieHHs TpaBisl. HeoOxigHO mpoTecTyBaTh
NepeMILLEHHS] BOPOTIB JI0 IPaBIis, SKILO I'PaBellb 3HAXOAUTHCS HEJAIEKO BiJl BOPOTa.
OuikyBaHuil pe3yabTaT. Bopor mMae WTH Ha 30JMXKEHHS A0 TrpaBUs 1 3MEHUIUTH

JTUCTAHITIIO 3 HUM. Pe3ynbTaT nmepeMiimieHHs BOPOTiB HaBEACHUI Ha pUCYHKY 4.3.

£ Magical adventure - X

Pucynok 4.3 — Bopor nepeMiCTUBCS J10 TpaBIls
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JIisi 3HWIIEHHST BOPOTIB TPaBeIlb MOXE BHUKOPHUCTAaTH 30pOI0 HATHUCKAIOYH
KJIaBIITy «Spacey.

OuikyBaHHil pe3ynabTaT. AHIMAIlsl aTakku MEYeM Ta 3HMILIEHHS Bopora. Bopor
3HUKA€E 3MIHIOIOYN 1 300pa)K€HHsI 3MIHIOEThCS Ha 3HUIIMHY BEPCi0 BOpPOTa IEBHOTO

BUJTy 10T0 3HUKHEHHS 3 300paxkeHHsIM. Pe3ynbTat nepeMillieHHs: BOPOTiB HaBEJEHUH Ha

puUcCyHKy 4.4.

(4 Magical adventure - X
]

Pucynok 4.4 — Pe3ynbTar rpaBellb aTakye 1 3HUIYE BOpOTa

Tect nmpoiineHo Brano. Bopor mpu araii Mae HAHOCUTH MOUIKOKEHHS, 110 Ma€e
3MEHIIYBATH LKAy 3J0POB’S.

OuikyBanuii pe3ynbTaT. [licis ataku Bopora mikanga 370poB’s (YepBOHA JIIHIS)
Ma€ 3MEHILIUTHCH HA IIEBHY YACTHHY.

Pe3ynbTaT nepeMiilieHHs] BOPOTiB HaBEJIEHW Ha PUCYHKY 4.5.
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(& Magical adventure - X
g

Pucynok 4.5 — Pe3ynbTat BOpor HAHOCUTh aTaKy Mo rpaBLIo IIKala 3J10pOB’ s

3MEHITYEThCS

JInst  BIHOBJIGHHST 3/IOpPOB’Sl  TpaBellb MOXKE 3aCTOCYBAaTH  3aKJIMHAHHS
«JlikyBaHHs» HaTHCKaOun Ha Kiasimry «Ctrly.

OuikyBanuii pesynbrat. Ilpu 3acrocyBanHi 3akimHaHHS «JIiKyBaHHS» IBOMY
mKana eHeprii Oyae 3MEHIIyBaTHCS, a IIKala 3J0pOB’sl 30UIBIIYBATHCh 3 aHIMAIIIE0

BHUKOPHUCTAHHA 3aKJIIMHAHHA. Pe3y.l'II>TaT BiI[HOBJ'IeHHSI 3,[[0p0B’5[ HaBGI[eHI/Iﬁ Ha puc. 4.6.

£3 Magical adventure - X

Pucynox 4.6 — PesynbTaT BiTHOBJICHHS 37J0POB’ S, 3a JOIIOMOTOIO 3aKJIMHAHHS

«JIlikyBaHHS
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JIsg 3HUINEHHS BOpora TpaBelb MOXKE BHKOpUCTaTH 3akiuHaHHS «Ilomym’si»
HaTucKatoun kjasimy «Ctrl», BOHO HAHOCUTH TOIIKO/KEHHS 1 Ma€ aHIMAalliio
3aCTOCYBAaHHS, 32 BUKOPHCTAHHS 3aKJIIMHAHHS BUTPAYa€TbCA EHEpris, IIKajla EeHeprii
3MEHILY€EThCA.

OuikyBaHU pe3yNbTaT MPH 3aCTOCYBaHHI 3akiInHAHHS «[loymM’s» BinOyBa€eThCs
aHIMaIsl 1 HAHOCUTHCS TMOIIKO/KEHHSI BOPOTY SIKIIO BiH MiJl HHOTO MOTpAIUIsLe, 1 3a
BUKOPUCTAaHHSA Ma€ 3MEHIIYBAaTHCh IIKaja eHeprii. Pe3ynbrar BIAHOBIIEHHS 370pOB’S

HaBeJICHUM Ha PUCYHKY 4.7.

{4 Magical adventure - X

Pucynok 4.7 — Pe3ynbrar 3actocyBanHs «IlomyM’sp» 1515 3HMILIEHHS BOpOra

I'paBerb 3a BOMBCTBO BOpora OTpUMY€e Oaju JTIOCBIAY sIKI BIH MOYKE BUKOPUCTATH
JUIsL 30UTBIICHHS XapaKTePUCTHK.

OuikyBaHuii pe3ysbTar. 3a BOMBCTBO Bopora «bamOyk» rpasens orpumae 120
0aniB 310pOB’sl.

Pe3ynbTat BiTHOBICHHS 310pPOB’ S HABEICHUA Ha PUCYHKY 4.8.
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(9 Magical adventure - X
g

Pucynok 4.8 — PesynbpTaT HapaxyBaHHs 0ajiB JOCBiTy 3a BOMBCTBO Bopora «baMOyk»

Jlns  30UTbIIEHHST XapaKTEpPUCTUK TMEPCOHaXXKa € CreliaJbHe MEHI0 SKe
BUKJIMKAETHCS KIIABIMIO0 «M» (aHTITICHKOTO andasity).

OuikyBanuii pesynbTaT. Ha HaTuckanHa kiaBimm «M» BigoOpaxaeTbes
crieriaJbHe MEHIO 30UIbIIEHHS XapaKTepUCTUK, a caMe 5 OJOKIB KOXKHE 31 CBOl
3aroioBkoM «HEALTH», «kENERGY», «KATTACK», <cMAGIC» 1 «SPEED».

JILTAT BIIHOBJICHHS 310POB’ S HaBEICHWI HA PUCYHKY 4.9.
Pes aT BIJHOBJIE 30POB’S HABEE a puc 4.9
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& Mogicol adventure - X

HEALTH ENERGY o ATTACK

Pucynox 4.9 — Pe3ynbratr HapaxyBaHHs 6aJiB TOCBITYy 3a BOMBCTBO Bopora «bamOyk»

Tect mpoiineno ycminiHo. 3a gonmomororo kmapim «Lefty («—) 1 «Righty (—),
obpatu HEOOXiAHY XapaKTEPUCTUKY 1 30LIBIIUTH HATHCKAIOUM KJaBINmIy «Space» 3a
paxyHok 240 GainiB 1ocBiay (oTpuMaHUX 3a BOMBCTBO JBOX BoporiB «baMOyk»), 1 3a
Oa)kaHHSAM 30UTBIINTH 1HIITY.

OuikyBaHuil pe3yabTaT. 30UIbLIEHHS XapaKTEPUCTUKU 1 BI1IOOpa)KEHHS 3MIHU

3HA4YEeHHS 1JIeHTU(IKATOPA ITi/1 MOB3YHKOM 00paHO1 XapaKTEPUCTUKH.
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3HaueHHs JMiynibHUKa OamiB nocsigy mae Oytu 40 (100 GamiB 3a K micist ABOX

301JIbIIIEHb XapaKTepUCTUK. Pe3ynbpTaT TecTy HaBeneHuil Ha pucyHKy 4.10.

& Magical adventure = X

HEALTH ENERGY ATTACK

& Magical adventure = X

HEALTH ENERGY ATTACK

Pucynox 4.10 — Pe3ynbTat 301bIIIEHHS XapaKTEPUCTUK

Kpim Bopora «bamOyk» € 1mie Jekijibka, HauCKIaaHIIMN 3 HUX e «€HOT». BiH
Mae 0araTo 3J0pOB’Sl 1 HAHOCUThH 0araTo MOIIKOKEHb IpaBlo. Y «ECHOT» € aHIMallis
aTaky 1 CMEpTI.

OuikyBanuii pe3ynpTaT. Bopor «€HOT» Mae cliKyBaTu 3a TpaBLEM SKIIO TOU

3HAXOOUTHCA IMOPYY 3 HHUM, HOTr0 araka Ma€ 3HAa4HO SMCHIIYBAaTH 3,[[0p0B’$I (IIIKaJ'Iy
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3n0poB’s) rpaBus. Ilig cam aTaku mae BinmOyBaTucs aHIMAaIisl aTakud. TakoX y HbOTO

npUCYTHS aHiMallist cMepTi. PesynbpTat TecTy HaBeneHuil Ha pucyHky 4.11.

& Magical adventure - %

Pucynok 4.11 — Pe3ynbTaT nepeMiiieHHs, aTaku « CHOT» 1 aHIMallii aTaku Ta CMepTi

e omnum Boporom € «/lyx». BiH Mae Benuky MIBHAKICTh MEPEMILLIEHHS IO
pOOUTH BTEUy BiJ HHOTO Maiike He MOXIMBOI. VOro aTaka CympOBOIKYETHCS
aHimarriero omuckaBku. CmepTh «/lyxa» Tex mae aHIMalliio.

OuikyBaHuii pe3yabTaT. «Jlyx» pyXxatuch Ha A0 TPaBIls SKIIO TOW 3HAXOIUTHCS

nopyuy. HMoro araka mae 3MeHUIyBaTH 370pOB’Sl TpaBIsl Ta CYIPOBOJKYBAaTHUCH



78

aHimariero OmuckaBku. CmepTh «Jlyxa» TeX CynpOBOKYETHCS —BiIAMOBITHOIO

a"imarriero. PesynbTaT Tecty HaBeeHUI Ha pUCYHKY 4.12.

Pucynok 4.12 — Pe3ynbrar «/lyx» HAaHOCUTB yJap Bi1I0yBaeThCs aHIMALlisl aTakH,

3MEHIIICHHS 37I0pOB’S TPaBIIA 1 BiMOOpakeHHS aHIMaIlii cMepTi

Tect npoitneno ycmimuo. OcTaHHIM BOporoM rpasils € «Kaapmapy, Tak K 1HIII
BIH MOJKE TEpEMIIlyBaTUCh 1 aTaKyBaTH TIpaBlis, Ma€ aHIMAIlll0 aTakyd Ta aHIMAIIilo
cMmepTi. Bin Moxke HaHecTH OUTbIIe MOIIKOMKEHHS HIK «baMOyk» 1 «lyx», ane meHie
HDK «€CHOTY.

OuikyBanuii pe3ynbrat. Bopor «Kansmapy mae pyxatuch B 01K rpaBls SIKIIO TOH
OyZie mopy4, Ma€ aTaKy 3 aHIMAIl€Io yaapy 1 3MEHITYBaTH 3/I0POB’s TPaBIlsi. Y BUMAAKY
HOTro 3HUIIIEHHS Ma€ OyTH aHIMaIlisl.

Pesynbrar TecTy HaBeZeHMIt Ha pUCYHKY 4.13.
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& Magical adventure - R
L

& Magical adventure - X

Pucynok 4.13 — Pesynbrar «Kanbmapy» HaHOCUTD yaap BiAOYBA€ThCS aHIMAllisl aTakH,

3MEHIIIEHHS 3/I0pPOB’s TPaBIIsl 1 BIIOOpaKeHHS aHIMaIlli CMepTi

I'paBenb Mae nexiabka BUAIB 30poOi 1 3aKJIMHAHB. Y HBOTO € MOXJIMBICTh 3MIHUTH
30pol0 Ha 1HIIY 3a JOMOMOIOK HATUCKAaHHS KjaBilm «Q» 1 3aKJIWHAHHS Ha KJIABIIIY
«E».

OuikyBaHuii pe3ynbrar. HaTuckaroun kiasimry «Q» BigOyBa€eThCs 3MiHA 1KOHKHU

30poi, IKOHKA MO KOHTYPY MiJICBIYY€ETHCS KOBTUM KOJIBOPOM, MOKE€ BUKOPHUCTOBYBATH
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iHmIe 30poero. Hatuckaroun knasinty «E» BinmOyBaeThcst 3MiHA IKOHKM Marii, 1KOHKa IO

KOHTYPY HiJICBIYY€ETHCS )KOBTUM KOJTLOPOM, MOKE€ BUKOPHUCTOBYBATH 1HIIE 3aKJIMKAHHS.

Pesynbrat 3MiHUM 30pOi 1 3aKIMHAHHS HABEJEHO HA PUCYHKY 4.14.

Pucynok 4.14 — Pe3ynbTaT 3MiHU 30p0i Ta 3aKJIMHAHHS

301IbIICHHS XapaKTepPUCTUK MEpCOHa)ka BIUIMBA€ HAa HOTO KHUBYYICTh, a caMe
310pOB’sl TO3BOJISE IPABIII0 BUTPUMYBATH OUIBIINY KiIBKICTh aTaK BOPOTiB.

OuikyBanuii pesynbrar. [Ipu 301nblIEHH] XapaKTEPUCTUKN HAa MAaKCUMYM, aTaka
BOopora «€HoTa» Oyzae MEHIIEe 3MEHIIIYBAaTH LKAy 310pOB’Sl TPaBLs.

PesynbTaT 3MiHN 30poi 1 3aKIMHAHHS HaBEJIEHO Ha PUCYHKY 4.15.
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HEALTH ENERGY ATTACK
=

702

Pucynox 4.15 — Pe3ynbrat 3017bI1IEHHS 3/T0pOB’ S TPABIIS

4.3 BUCHOBKH

VY derBepToMy po3/iii OakamaBpChKOl MUMIIOMHOI poOOTH Oyiio MpoaHaIi30BaHO
METOMKHM TECTYBaHHA 1 MPOBEICHO MOPIBHSAHHA iX MepeBar, 1 HEAOJIKIB B pe3yJbTaTl
Oyn0 o00OpaHO METOJ TECTyBaHHS «YOPHOI CKpHHBKW». BigmoBigHo a0 oOpaHOi
METOJMKK Oynu TPOBEACHI TECTH JO PO3pOOTIOBAHOI KOMITIOTEPHOI TpU Ta

M1ITBEP/PKEHO TTOBHY Tpale31aTHICTb.
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BUCHOBKHA

VY OakanaBpChKildl JUIUIOMHIN poOOTi Oyio po3pobieHo koMir'toTepHy 2d-Tpy
«Magical adventure» y sxaHpi exkmH-npuroga. s po3poOku Oyj0 BHKOPHUCTAHO
cepenosuiie mporpamuoi po3pooku Visual Studio Code ta dppeiimBopk Pygame.

VY OGakanmaBpcChKiii JUIUIOMHIM poOOTI MpoaHaANI30BaHO CTaH 3ajadl  Ha
CHOTOAHINIHIN JIeHb. PO3IJIIHYTO OCHOBHI aHAJIOTM MPOTPAMHUX TMPOAYKTIB Ta Yy
MOPIBHAHHI 3 BJIACHOIO MPOTPaMoOI0 MPOIYKTOM OyJi0 BHSIBICHO iXHI Hemoiiku. Ha
OCHOB1 TMOpPIBHSIHHS C(HOPMYIHLOBAHO OCHOBHI 3aBJIaHHA OaKalaBpPChbKOI JUILIOMHOT
po6OTH T po3poOKH KoM tPoTepHOi 2d-Tpu y *kaHpi ekmH-nipurona. [1ix gac anamizy
TEXHOJIOT1H po3poOKu OyII0 0O0rpyHTOBaHO BHMOIp MOBH mporpamyBanHs Python. Takox
OyJ10 pO3IIIIHYTO MepeBaru BUKOpUCTaHHs GppeiiMmBopky Pygame.

3anporoHOBAaHO METOJ peani3alli IrpoBOi CUCTEMH, SIKMH, HAa BIAMIHY BiA
ICHYIOYHUX, JO3BOJISIE IIBUIKO CTBOPIOBATH 1 JI0JIaBaTH HOBI BUJM BOPOTIB B IrpoBE
CEpelIOBUIIE, OCKITLKY BOHU HACTIAYIOTh JACsKI METOIU-(DYHKIIT IEpCOHaXKa rpaBslisd, 3a
JIOTIOMOTOI0 PO3POOJICHUX MPOrPaMHUX 3aCO0IB Ta MPUCKOPIOE TMPOIEC PO3POOKU Ta
YCKJIQAHEHHS eKIITH-1T0p

Po3pobneno wmoxens poOOTH  IrpOBOI  CHUCTEMM, sIKa OpI€EHTOBaHA Ha
BUKOPUCTAHHS KOMIIOHEHTIB TAKTUYHOTO MHUCJICHHS 3a JOTIOMOTOI0 301IbIICHHS
XapaKTEPUCTHK TMEepPCOHaXka, IO 3a0e3MeUnuTh PO3BUTOK PI3HOMAHITHOCTI IrPOBOTO
MPOLIECY 1 CTBOPUTD 3pYUHI YMOBH TPEHIHTY ISl KOPUCTYBava.

CrnpoekTOBaHO KOPHUCTYBAIlbKHMK 1HTEpdEnc IrpoBOro 1a04aTKy, po3pobiieHa
cXema aJlfOpUTMYy poOOTH ITPOBOr0 JOAATKY Ta (DYHKI[IOHAJIIbHA MOJENb MEepCOHaXa.
Bukonano po3poOKy mporpamHoro koxy irpoBoi cuctemu «Magical adventurey,
MPU3HAYEHOI JIJIT PO3BAXKAJIBHOTO XapaKTepy Ta TPEHYBAaHHS TAaKTHYHOTO MUCIICHHS
rpaBiis. Po3po6ieno rpadiunmii Matepian A HAOBHEHHS ITPOBOTO JOJATKY.

Bukonano anami3 Ta TIOpIBHSHHA METOMAIB TECTyBaHHS, OOpPaHO METOJ
TECTYBaHHS «YOpPHOI CKPUHBKH». 3a OOpaHMM METOJOM TIPOBEICHO TECTyBaHHS
PO3pO0JIEHOr0 KOMIT IOTEPHOTO IrpOBOr0O JOAATKY 3TiAHO MOCTaBICHUX 3a/1ay, SKe

MTBEPAIIO HOTO TIOBHY TPAIe3aTHICTb.
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CIIMCOK BUKOPUCTAHUX JIXKEPEJI

1. COMPUTERS AND OUR LIFE: HOW HAVE COMPUTERS
CHANGED OUR LIFE? [Enextponnuit pecypc] — Pexxum poctymy 1m0 pecypcy:

https://www.lopol.org/article/computers-and-our-life-how-have-computers-changed-

2. Boiitko B.B. OcobmuBocTi po3pobku komm'torepHoi 2D rpu «MAGICAL
ADVENTURE» »xanpy Action-Adventure / B.B. Boiitko, A. B. Jlenuciok, O. B.
IaBpmmok, H. €. bapuyk, I'. M. Komicanuenko // Marepiasm Bceykpaincpkoi
HAyKOBO-NPAKTUYHOI  1HTEpHET-KOHpepeHlli «Mojoap B Hayll: JOCIHIIKEHHS,
npobiemu, nepcnektusy -2022», Cekiis - [Hdopmarlriiini TEXHOJIOTIT Ta KOMII ‘I0TepHA
imkeHepis.  [Enektponnmit  pecypc] —  Pexum  jgoctymy g0 pecypcy:

https://conferences.vntu.edu.ua/index.php/mn/mn2022/paper/viewFile/16197/13633

3. Video games are fun. Here's why, and how they hook us. [EnextponHmii
pecypc] — Pexum goctymy nmo pecypcy https://www.idtech.com/blog/what-makes-
video-games-fun.

4. Unreal Element World [Enextponnuii pecypc] — Pexum pgoctymy 10

pecypcy: https://store.steampowered.com/app/1757250/Unreal _Element_World/

5.  Crypt of the NecroDancer [Enexkrponnuii pecypc] — Pexxum goctymy mo
pecypcy: https://store.steampowered.com/app/247080/Crypt_of the NecroDancer/

6. Dead Hearts [Enextponnmii pecypc] — Pexum moctymy 10 pecypcy:
https://store.steampowered.com/app/1465130/Dead Hearts/

7. Rise of the Third Power [Enektponnuii pecypc] — Pexum goctymy 0
pecypcy: https://store.steampowered.com/app/698700/Rise_of the Third_Power/

8.  What Is Game Development? [Enexktponnuii pecypc]| — Pexum mocTymy 10
pecypcy: https://www.freecodecamp.org/news/what-is-game-development/.

9. Po3poOka koMIT't0TepHUX irop, 3 yoro nouyatu? [Enextponnuii pecypc] —

Pexxum nmoctymy mo pecypey: https://blog.ithillel.ua/articles/rozrobka-kompiuternykh-

ihor-z-choho-pochaty
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https://www.lopol.org/article/computers-and-our-life-how-have-computers-changed-our-life
https://conferences.vntu.edu.ua/index.php/mn/mn2022/paper/viewFile/16197/13633
https://store.steampowered.com/app/1757250/Unreal_Element_World/
https://store.steampowered.com/app/247080/Crypt_of_the_NecroDancer/
https://blog.ithillel.ua/articles/rozrobka-kompiuternykh-ihor-z-choho-pochaty
https://blog.ithillel.ua/articles/rozrobka-kompiuternykh-ihor-z-choho-pochaty
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10. How to Make a Video Game: The Best Game Development Software for
2022 [EnexTpoHHuii pecypc] — Pexum JOCTYITY 10 pecypcy:
https://www.pcmag.com/picks/how-to-make-a-video-game-the-best-game-
development-software.

11. Sx ctBoputu rpy? Ormsa S eramiB Ha mnpukiagl «'pu s ydacTi»
MyHinunamtery I'enbcunku [Enexrponnuii pecype] — Pexxum moctymy g0 pecypey:

https://uk.soringpcrepair.com/programs-for-make-games/

12. The Difference Between a Framework and a Library [Enexkrponnuit
pecypc] — Pexum poctymy mo pecypey: https://www.freecodecamp.org/news/the-
difference-between-a-framework-and-a-library-bd133054023f/

13. Level Up [Enextponnuii pecypc] — Pexum poctymy g0 pecypey:
https://www.giantbomb.com/level-up/3015-475/

14. The Limitations of Leveling Systems in Game Design [EnexrponHuit

pecypc] — Pexum pgoctymy gm0 pecypey: https://medium.com/@GWBYycer/the-

limitations-of-leveling-systems-in-game-design-f06a2al4c026

15. Experience point [Enexrponnuii pecypc] — Pexxum nmocrymy 1o pecypey:
https://en.wikipedia.org/wiki/Experience_point

16. Head First Python: A Brain-Friendly Guide 2nd Edition / Paul Barry,
O'Reilly Media, 2016 — 622 cr.

17. Python, PyGame, and Raspberry Pi Game Development 2nd ed. Edition /
Sloan Kelly, Apress, 2019 — 414 cr.

18. Visual Studio Code [Enextponnuii pecypc] — Pexxum noctymny a0 pecypcey:
https://visualstudio.microsoft.com

19. BEST FREE GRAPHIC DESIGN SOFTWARE IN 2022 [EnextponHuii
pecypc] — Pexum gocrynmy mo pecypey: https://fixthephoto.com/best-free-graphic-

design-software.html

20. About GIMP [Enextponnuii pecypc] — Pexum poctymy 1o pecypcy:
https://www.gimp.org/about/



https://uk.soringpcrepair.com/programs-for-make-games/
https://www.giantbomb.com/level-up/3015-475/
https://medium.com/@GWBycer/the-limitations-of-leveling-systems-in-game-design-f06a2a14c026
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https://visualstudio.microsoft.com/
https://fixthephoto.com/best-free-graphic-design-software.html
https://fixthephoto.com/best-free-graphic-design-software.html
https://www.gimp.org/about/
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21. About Tiled [EnextpoHHuii pecypc] — Pexum nmoctymy g0 pecypcy:
https://doc.mapeditor.org/en/stable/manual/introduction/#about-tiled

22. Effective Methods for Software Testing: Includes Complete Guidelines,
Checklists, and Templates 3rd Edition / William E. Perry, Wiley, 2006 — 1008 cT.

23. Software Testing — Methods [Enexkrponnnii pecypce]| — Peskum goctymy 10

PeECypCy:
https://www.tutorialspoint.com/software_testing/software_testing_methods.htm


https://doc.mapeditor.org/en/stable/manual/introduction/#about-tiled
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JlonaTtok A — TexHiuHe 3aBIaHHS

MiHicTepCTBO OCBITH 1 HAyKU YKpaiHU
BinHumpkuil HaIioOHATEHUN TEXHIYHUNA YHIBEPCUTET

dakynbTeT 1HPOPMAIIHHUX TEXHOJIOT1M Ta KOMIT IOTEPHO1 1HXKeHepii

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

31 6epesns 2022 p.

TexHiuHe 3aBIaHHSA
Ha 0aKaJIaBpPCbKY IMILIOMHY poOoTty «Po3podka komm’rorepHoi 2d-rpu
«Magical adventure»
3a CHewiaJbHICTIO

121 — In:keHepiss NporpaMHoOro 3aée3nevyeHHs

KepiBHuk 6akanaBpChKOi JUTIIIOMHOT pOOOTH:
K.T.H., nom. JI.I. KarenpHikoB

31 Gepesns 2022 p.

BukoHas:
ctyneHt rp. 1I1I-19mc2 I'."M. KonicHuueHko
31 Gepesns 2022 p.

Binnuns — 2022 poxy
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1. HalimeHyBaHHS Ta rajy3b 3aCTOCYBAHHS
bakanaBpceka auruiomHa pobota: «Po3pobOka xomm’roteproi 2d-rpu «Magical
adventurey.

["amy3p 3acTOCYBaHHS — KOMIT'FOTEPHUX 1TPH.

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

3a0be3nedeHHs — mpotokoa Ne 12 Big «_7 » _miororo 2022 p.

3. MeTa Ta Ipu3HAYEeHHS PO3POOKH.

Meroto 0akanaBpChbKOi JUIUIOMHOI pOOOTH € TIJABUIIEHHS MOXJIMBOCTEH
TPEHYBaHHS TAaKTUYHOTO MUCJIEHHSI KOPHUCTyBaya IUIIXOM PO3POOKH Ta BUKOPUCTAHHS
20-rpu JKaHpy CKIIH-TIPUTOJIa 3 KOMIIOHEHTAMH PO3BUTKY 30POBOi YBaru Ta MPUHHSATTS
TaKTUYHUX PIII€Hb, KA CHOPUATUME TPEHYBAHHIO IIBUAKOCTI NPUUHSTTS pIllIEHb
IpaBlIEM B €KCTPEMAIIbHUX YMOBAX.

[Ipuznauenns poOOTH — KoM 'torepHa 2d-rpa Juisi MPOBEIACHHS TPEHYBaHb

TaKTUYHOTO MUCJICHHS B ITPOBIiH (popMi.

4. Buxiani nani nist nposenenns HJIP

1. The Art of Game Design: A Book of Lenses, Third Edition / Jesse Schell — A
K Peters/CRC Press, 2019. — 654 cr.

2. Python Crash Course: A Hands-On, Project-Based Introduction to
Programming / Eric Matthes — No Starch Press, 2015. — 623 cr.

3. Beginning Game Development with Python and Pygame: From Novice to
Professional (Beginning From Novice to Professional) / Will McGugan —
Apress, 2007. — 340 cr.

4. Invent Your Own Computer Games with Python, 4th Edition / Al Sweigart —
No Starch Press, 2016. — 376 cr.
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5. TexHiuHi BUMOTH

Ckag KOMITIEKCY TEXHIYHHUX 3aC001B

Bximni mani — Jlng po3B’sa3Ky 3ajmaul Oyje BHUKOPHUCTOBYBATHCS Cy4YacCHUMN
HOYTOYK Ha omnepauiiniil cucremi Windows 10.

Bumoru A0 CKIIAAOBHUX YaCTHUH KOMILIICKCY TEXHIYHHUX 3aCO0IB.

Jlist  3amycky TiporpamMu  amapaTHe 3a0e3TledeHHsT TOBMHHE —BiJIIMOBIIATH

MIHIMQJIbHUM BUMOTaM:

HOYTOYK 3 mporiecopom Pentium 2217U (2 siapa, 1,8 ['T);
- 4 T'6aiiT orepaTUBHOI TaM’SIT1;

- [arerpoBana rpadika Intel HD Graphics 630;

- MOHITOP 3 po3iupeHHaM 1280 na 720 mikcenis;

- Windows 10;

6. KoHCTpYyKTHBHI BUMOTH.

JuzaitH mporpamMu Mae€ BIANOBIJATH ©CTETUYHHM Ta €PrOHOMIYHHUM BHMOTaM,
porpaMa MoBMHHA OYTH 3pyYHOIO B KOPUCTYBAHHI.

['padiyna Ta TeKCTOBA TOKYMEHTAIllsS TOBUHHA BIAMOBIAATH JIFOYUM CTaHIAapTaM

VYkpainu.

7. Ilepenik TexHiYHOI MOKyMeHTAaNii, 0 Npea’sIBIASAETHLCH MO0 3aKiHYEHHIO
pooir:

— MOSICHIOBAJIbHA 3aMKCKa J0 0aKkalaBpChKOi TUIIJIOMHOI POOOTH;

— TeXHIYHE 3aBJIaHHS;

— JIICTUHTY TTPOTPamMH.

8. Bumoru 10 piBH#A yHidikauii Ta cranzapTu3amii

[Tpu po3pobiri mporpamuux 3aco6iB ciia qorpumyBatucs yHidikarii 1 ICTY.
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HNonatok b — IIpoTokoJ1 nepeBipku Ha mJariart

I[TPOTOKOJI
ITEPEBIPKU BAKAJIABPCBKOI JUTVIOMHOI POBOTU
HA HASIBHICTb TEKCTOBUX 3AIIO3MYEHb
Ha3za po6otu: Po3poOka komm’totepnoi 2d-rpu «Magical adventure»
Tun pobotu: BJIP

[Tinpo3ain : kadenapa nporpamuoro 3adesneueHns, ITKI

HayxoBuii kepiBauk: joil. kad. [13 Karensnikos JI.1.

OpuriHaJIbHICTh 92,7%

CXO0XICTb 7,3%

AHaJti3 3BiTy MoaiOHOCTI

m 3ano3u4eHHs, BUSIBJICHI y po00Ti, 0popMIiIeHi KOPEKTHO i He MiCTATH 03HAK ILIATIaTy.
(] BusBieni y poOoTi 3amo3u4eHHs HE MalOTh O3HAK ILIariaTy, ajie iX HaJMipHa KiJIbKiCTh
BUKJIMKA€ CYMHIBH IOJIO I[IHHOCTI poOOTH 1 BiICYTHOCTI caMoOCTiitHOCTi ii aBTOpa. PoGoTy
HaIpaBUTH Ha JOOMPAIIOBAHHSI.

) BusiBiieni y poOOTi 3aro3udeHHs € HeIOOPOCOBICHUMHM 1 MalOTh O3HAKU Iariaty Ta/abo B
HIl MICTSTBCS HABMHUCHI CIOTBOPEHHSI TEKCTY, L0 BKa3ylOTb Ha CHpPOOM MPUXOBYBAHHS
HEJT0OPOCOBICHUX 3aMO3UYCHb.

Oco0a, BizmoBiaIbHA 32 IEPEBIPKY UYepnososuk I'. O.

O3HailoMJieHI 3 TIOBHUM 3BITOM TNOJIOHOCTI, SKUMA OyB 3reHepOBaHUN CHUCTEMOIO

Unicheck

ABTOp poboTH Komnicanuenko ['eopriit MuxosnaiioBuy

KepiBauk pobotu KarenpnikoB Jlennc IBanoBu4




Honatoxk B — JlictuHr mporpamu

debug.py

import pygame

pygame.init()
font = pygame.font.Font(None,30)

def debug(info,y = 10, x = 10):

display_surface = pygame.display.get_surface()
debug_surf = font.render(str(info), True,'White")
debug_rect = debug_surf.get_rect(topleft = (x,y))
pygame.draw.rect(display_surface,'Black’,debug_rect)
display_surface.blit(debug_surf,debug_rect)

enemy.py

import pygame

from settings import *

from entity import Entity

from support import *

class Enemy(Entity):

def
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__init__(self,monster_name,pos,groups,obstacle_sprites,damage_player,trigger_death_particles,add_e

Xp):

# 3arajgbpbHe HaJAIITYBaHHS
super().__init__(groups)

self.sprite_type = 'enemy’'

# HanaltyBaHHS rpadiku
self.import_graphics(monster_name)
self.status = "idle'

self.image = self.animations[self.status][self.frame_index]

#pyx



self.rect = self.image.get_rect(topleft = pos)
self.hitbox = self.rect.inflate(0,-10)
self.obstacle_sprites = obstacle_sprites

# XapaKTepUCTUKU

self.monster_name = monster_name
monster_info = monster_data[self.monster_name]
self.health = monster_info['health']

self.exp = monster_info['exp’]

self.speed = monster_info['speed']
self.attack_damage = monster_info['damage’]
self.resistance = monster_info['resistance']
self.attack_radius = monster_info['attack radius’]
self.notice_radius = monster_info['notice_radius']

self.attack_type = monster_info['attack_type']

# B3a€MO/Iis TpaBLA

self.can_attack = True

self.attack_time = None

self.attack_cooldown = 400

self.damage_player = damage_player
self.trigger_death_particles = trigger_death_particles
self.add_exp = add_exp

# TalimMep HerepeMoKHaCTi
self.vulnerable = True
self.hit_time = None

self.invincibility_duration = 300

# 3ByKHU

self.death_sound = pygame.mixer.Sound('../audio/death.wav’)
self.hit_sound = pygame.mixer.Sound('../audio/hit.wav")
self.attack_sound = pygame.mixer.Sound(monster_info['attack_sound'])

self.death_sound.set_volume(0.6)



self.hit_sound.set_volume(0.6)

self.attack_sound.set_volume(0.6)

def import_graphics(self,name):
self.animations = {'idle":[],'move":[], attack":[]}
main_path = f'../graphics/monsters/{name}/’
for animation in self.animations.keys():

self.animations[animation] = import_folder(main_path + animation)

def get_player_distance_direction(self,player):
enemy_vec = pygame.math.Vector2(self.rect.center)
player_vec = pygame.math.Vector2(player.rect.center)

distance = (player_vec - enemy_vec).magnitude()

if distance > 0:
direction = (player_vec - enemy_vec).normalize()
else:

direction = pygame.math.Vector2()

return (distance,direction)

def get_status(self, player):
distance = self.get_player_distance_direction(player)[0]

if distance <= self.attack_radius and self.can_attack:
if self.status !="attack":
self.frame_index =0
self.status = "attack'’
elif distance <= self.notice_radius:
self.status = 'move'’
else:

self.status = 'idle'

def actions(self,player):
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if self.status == "attack'":
self.attack _time = pygame.time.get_ticks()
self.damage_player(self.attack_damage,self.attack_type)
self.attack_sound.play()
elif self.status == 'move":
self.direction = self.get_player_distance_direction(player)[1]
else:

self.direction = pygame.math.Vector2()

def animate(self):

animation = self.animations[self.status]

self.frame_index += self.animation_speed
if self.frame_index >= len(animation):
if self.status == "attack’:
self.can_attack = False

self.frame_index =0

self.image = animation[int(self.frame_index)]

self.rect = self.image.get_rect(center = self.hitbox.center)

if not self.vulnerable:
alpha = self.wave_value()
self.image.set_alpha(alpha)
else:

self.image.set_alpha(255)

def cooldowns(self):
current_time = pygame.time.get_ticks()
if not self.can_attack:
if current_time - self.attack _time >= self.attack_cooldown:
self.can_attack = True

if not self.vulnerable:
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if current_time - self.hit_time >= self.invincibility_duration:

self.vulnerable = True

def get_damage(self,player,attack_type):
if self.vulnerable:
self.hit_sound.play()
self.direction = self.get_player_distance_direction(player)[1]
if attack_type == 'weapon':
self.health -= player.get_full_weapon_damage()
else:
self.health -= player.get_full_magic_damage()
self.hit_time = pygame.time.get_ticks()

self.vulnerable = False

def check_death(self):
if self.health <=0:
self.kill()
self.trigger_death_particles(self.rect.center,self.monster_name)
self.add_exp(self.exp)
self.death_sound.play()

def hit_reaction(self):
if not self.vulnerable:

self.direction *= -self.resistance

def update(self):
self.hit_reaction()
self.move(self.speed)
self.animate()
self.cooldowns()
self.check_death()

def enemy_update(self,player):
self.get_status(player)



self.actions(player)

entity.py
import pygame

from math import sin

class Entity(pygame.sprite.Sprite):
def __init_ (self,groups):
super().__init__(groups)
self.frame_index =0
self.animation_speed = 0.15

self.direction = pygame.math.Vector2()

def move(self,speed):
if self.direction.magnitude() !=0:

self.direction = self.direction.normalize()

self.hitbox.x += self.direction.x * speed
self.collision(‘horizontal’)

self.hitbox.y += self.direction.y * speed
self.collision(‘vertical’)

self.rect.center = self.hitbox.center

def collision(self,direction):
if direction == 'horizontal':
for sprite in self.obstacle_sprites:
if sprite.hitbox.colliderect(self.hitbox):
if self.direction.x > 0: # pyxatouuch npaBopy4
self.hitbox.right = sprite.hitbox.left
if self.direction.x < 0: # pyxarwuucs JiBOpyY

self.hitbox.left = sprite.hitbox.right

if direction == 'vertical':
for sprite in self.obstacle_sprites:
if sprite.hitbox.colliderect(self.hitbox):
if self.direction.y > 0: # pyxarwouncs BHU3
self.hitbox.bottom = sprite.hitbox.top
if self.direction.y < 0: # pyxatouuch Bropy

self.hitbox.top = sprite.hitbox.bottom
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def wave_value(self):

value = sin(pygame.time.get_ticks())

if value >=0:
return 255
else:
return O

level.py
import pygame
from settings import *
from tile import Tile
from player import Player
from debug import debug
from support import *
from random import choice, randint
from weapon import Weapon
from ui import Ul
from enemy import Enemy
from particles import AnimationPlayer
from magic import MagicPlayer
from upgrade import Upgrade

class Level:
def __init__(self):

# get the display surface
self.display_surface = pygame.display.get_surface()

self.game_paused = False

# sprite group setup
self.visible_sprites = YSortCameraGroup()

self.obstacle_sprites = pygame.sprite.Group()

# attack sprites
self.current_attack = None
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self.attack_sprites = pygame.sprite.Group()
self.attackable_sprites = pygame.sprite.Group()

# sprite setup

self.create_map()

# user interface
self.ui = UI()
self.upgrade = Upgrade(self.player)

# particles
self.animation_player = AnimationPlayer()

self.magic_player = MagicPlayer(self.animation_player)

def create_map(self):
layouts = {
'boundary': import_csv_layout('../map/map_FloorBlocks.csv'),
‘grass’: import_csv_layout('../map/map_Grass.csv'),
‘object”: import_csv_layout('../map/map_Objects.csv'),

‘entities”: import_csv_layout('../map/map_Entities.csv')

}
graphics = {
‘grass'’: import_folder('../graphics/Grass’),
‘objects": import_folder('../graphics/objects’)
}

for style,layout in layouts.items():
for row_index,row in enumerate(layout):
for col_index, col in enumerate(row):
if col 1="-1"
x =col_index * TILESIZE
y =row_index * TILESIZE
if style == "boundary"
Tile((x,y),[self.obstacle_sprites],'invisible")
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if style =="grass":
random_grass_image = choice(graphics['grass'])
Tile(
x.y),

[self.visible_sprites,self.obstacle_sprites,self.attackable_sprites],
'grass’,

random_grass_image)

if style =="object".
surf = graphics['objects’][int(col)]

Tile((x,y),[self.visible_sprites,self.obstacle_sprites],'object’,surf)

if style == "entities"
if col =="394".
self.player = Player(
(x.y),
[self.visible_sprites],
self.obstacle_sprites,
self.create_attack,
self.destroy_attack,
self.create_magic)
else:
if col =='390": monster_name = 'bamboo’
elif col =='391": monster_name = 'spirit'
elif col =='392": monster_name ="raccoon'
else: monster_name = 'squid’
Enemy(

monster_name,

x.y),

[self.visible_sprites,self.attackable_sprites],
self.obstacle_sprites,
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self.damage_player,
self.trigger_death_particles,
self.add_exp)

def create_attack(self):

self.current_attack = Weapon(self.player,[self.visible_sprites,self.attack_sprites])

def create_magic(self,style,strength,cost):
if style == 'heal":
self.magic_player.heal(self.player,strength,cost,[self.visible_sprites])

if style == ‘flame":

self.magic_player.flame(self.player,cost,[self.visible_sprites,self.attack_sprites])

def destroy_attack(self):
if self.current_attack:
self.current_attack.kill()
self.current_attack = None

def player_attack logic(self):
if self.attack_sprites:
for attack_sprite in self.attack_sprites:
collision_sprites =
pygame.sprite.spritecollide(attack_sprite,self.attackable_sprites,False)
if collision_sprites:
for target_sprite in collision_sprites:
if target_sprite.sprite_type == 'grass"

pos = target_sprite.rect.center
offset = pygame.math.Vector2(0,75)
for leaf in range(randint(3,6)):

self.animation_player.create_grass_particles(pos - offset,[self.visible_sprites])

target_sprite.kill()
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else:
target_sprite.get_damage(self.player,attack_sprite.sprite_type)
def damage_player(self,amount,attack_type):
if self.player.vulnerable:
self.player.health -= amount
self.player.vulnerable = False
self.player.hurt_time = pygame.time.get_ticks()
self.animation_player.create_particles(attack _type,self.player.rect.center,[self.visible_sprites])
def trigger_death_particles(self,pos,particle_type):
self.animation_player.create_particles(particle_type,pos,self.visible_sprites)
def add_exp(self,amount):
self.player.exp += amount
def toggle_menu(self):
self.game_paused = not self.game_paused
def run(self):
self.visible_sprites.custom_draw(self.player)
self.ui.display(self.player)
if self.game_paused:
self.upgrade.display()
else:
self.visible_sprites.update()

self.visible_sprites.enemy_update(self.player)

self.player_attack logic()
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class YSortCameraGroup(pygame.sprite.Group):
def __init_ (self):

# general setup

super().__init_ ()

self.display_surface = pygame.display.get_surface()
self.half_width = self.display_surface.get_size()[0] // 2
self.half_height = self.display_surface.get_size()[1] // 2
self.offset = pygame.math.Vector2()

# creating the floor
self.floor_surf = pygame.image.load('../graphics/tilemap/ground.png').convert()
self.floor_rect = self.floor_surf.get_rect(topleft = (0,0))

def custom_draw(self,player):

# getting the offset
self.offset.x = player.rect.centerx - self.half_width

self.offset.y = player.rect.centery - self.half _height

# drawing the floor
floor_offset_pos = self.floor_rect.topleft - self.offset

self.display_surface.blit(self.floor_surf,floor_offset_pos)

# for sprite in self.sprites():
for sprite in sorted(self.sprites(),key = lambda sprite: sprite.rect.centery):
offset_pos = sprite.rect.topleft - self.offset

self.display_surface.blit(sprite.image,offset_pos)

def enemy_update(self,player):
enemy_sprites = [sprite for sprite in self.sprites() if hasattr(sprite,'sprite_type') and

sprite.sprite_type == 'enemy’]
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for enemy in enemy_sprites:

enemy.enemy_update(player)

magic.py
import pygame
from settings import *

from random import randint

class MagicPlayer:
def __init_ (self,animation_player):
self.animation_player = animation_player
self.sounds = {
‘heal': pygame.mixer.Sound('../audio/heal.wav'),

‘flame’:pygame.mixer.Sound('../audio/Fire.wav')

ky

def heal(self,player,strength,cost,groups):
if player.energy >= cost:
self.sounds['heal’].play()
player.health += strength
player.energy -= cost
if player.health >= player.stats['health']:
player.health = player.stats['health']
self.animation_player.create_particles(‘aura’,player.rect.center,groups)

self.animation_player.create_particles(‘heal’,player.rect.center,groups)

def flame(self,player,cost,groups):
if player.energy >= cost:
player.energy -= cost
self.sounds['flame'].play()

if player.status.split('_")[0] == 'right": direction = pygame.math.Vector2(1,0)
elif player.status.split("_")[0] == "left": direction = pygame.math.Vector2(-1,0)
elif player.status.split('"_")[0] == 'up": direction = pygame.math.Vector2(0,-1)
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else: direction = pygame.math.Vector2(0,1)

for i in range(1,6):
if direction.x: #horizontal
offset_x = (direction.x * i) * TILESIZE
X = player.rect.centerx + offset x + randint(-TILESIZE /I 3,
TILESIZE // 3)
y = player.rect.centery + randint(-TILESIZE // 3, TILESIZE // 3)
self.animation_player.create_particles(‘flame’,(X,y),groups)
else: # vertical
offset_y = (direction.y * i) * TILESIZE
x = player.rect.centerx + randint(-TILESIZE // 3, TILESIZE // 3)
y = player.rect.centery + offset y + randint(-TILESIZE // 3,
TILESIZE // 3)

self.animation_player.create_particles(‘flame’,(X,y),groups)

main.py
import pygame, sys
from settings import *

from level import Level

class Game:
def __init__(self):

# 3arajgbHe HaJIaITyBaHHA

pygame.init()

self.screen = pygame.display.set_mode((WIDTH,HEIGTH))
pygame.display.set_caption('Magical adventure’)

self.clock = pygame.time.Clock()

self.level = Level()

# 3ByK

main_sound = pygame.mixer.Sound('../audio/main.ogg’)



main_sound.set_volume(0.5)

main_sound.play(loops = -1)

def run(self):
while True:
for event in pygame.event.get():

if event.type == pygame.QUIT:
pygame.quit()
sys.exit()

if event.type == pygame.KEYDOWN:
if event.key == pygame.K_m:

self.level.toggle_menu()

self.screen.fil(WATER_COLOR)
self.level.run()
pygame.display.update()
self.clock.tick(FPS)

if _name__ =='_ main__"

game = Game()

game.run()

particles.py

import pygame
from support import import_folder

from random import choice

class AnimationPlayer:

def __init__(self):
self.frames = {

#Mmaris

‘flame": import_folder('../graphics/particles/flame/frames’),

‘aura’: import_folder('../graphics/particles/aura’),

‘heal": import_folder('../graphics/particles/heal/frames’),
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# aTaku

‘claw": import_folder('../graphics/particles/claw’),

'slash: import_folder('../graphics/particles/slash’),

'sparkle’: import_folder('../graphics/particles/sparkle’),
'leaf_attack': import_folder('../graphics/particles/leaf_attack"),
‘thunder': import_folder('../graphics/particles/thunder’),

# cMepTi MOHCTpa

'squid': import_folder('../graphics/particles/smoke_orange’),
‘raccoon’: import_folder('../graphics/particles/raccoon’),
‘'spirit’: import_folder('../graphics/particles/nova’),

‘bamboo’: import_folder('../graphics/particles/bamboo’),

# MTMCTOYOK

leaf": (
import_folder('../graphics/particles/leafl"),
import_folder('../graphics/particles/leaf2"),
import_folder('../graphics/particles/leaf3’),
import_folder('../graphics/particles/leaf4"),
import_folder('../graphics/particles/leaf5"),
import_folder('../graphics/particles/leaf6"),
self.reflect_images(import_folder('../graphics/particles/leafl")),
self.reflect_images(import_folder('../graphics/particles/leaf2")),
self.reflect_images(import_folder('../graphics/particles/leaf3")),
self.reflect_images(import_folder('../graphics/particles/leaf4")),
self.reflect_images(import_folder('../graphics/particles/leaf5")),

self.reflect_images(import_folder('../graphics/particles/leaf6"))

)

def reflect_images(self,frames):

new_frames =[]
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for frame in frames:
flipped_frame = pygame.transform.flip(frame, True,False)
new_frames.append(flipped_frame)

return new_frames

def create_grass_particles(self,pos,groups):
animation_frames = choice(self.frames['leaf'])

ParticleEffect(pos,animation_frames,groups)

def create_particles(self,animation_type,pos,groups):
animation_frames = self.frames[animation_type]

ParticleEffect(pos,animation_frames,groups)

class ParticleEffect(pygame.sprite.Sprite):
def __init_ (self,pos,animation_frames,groups):
super().__init__(groups)
self.sprite_type = 'magic’
self.frame_index =0
self.animation_speed = 0.15
self.frames = animation_frames
self.image = self.frames[self.frame_index]
self.rect = self.image.get_rect(center = pos)

def animate(self):
self.frame_index += self.animation_speed

if self.frame_index >= len(self.frames):

self.kill()
else:
self.image = self.frames[int(self.frame_index)]
def update(self):

self.animate()
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player.py
import pygame
from settings import *
from support import import_folder
from entity import Entity

class Player(Entity):
def __init__ (self,pos,groups,obstacle_sprites,create_attack,destroy_attack,create_magic):
super().__init__(groups)
self.image = pygame.image.load('../graphics/test/player.png’).convert_alpha()
self.rect = self.image.get_rect(topleft = pos)
self.hitbox = self.rect.inflate(-6,HITBOX_OFFSET['player’])

# HanmamtyBaHHS rpadiku
self.import_player_assets()

self.status = 'down'

#pyx

self.attacking = False
self.attack_cooldown = 400
self.attack_time = None
self.obstacle_sprites = obstacle_sprites

# 30post

self.create_attack = create_attack

self.destroy_attack = destroy_attack

self.weapon_index =0

self.weapon = list(weapon_data.keys())[self.weapon_index]
self.can_switch_weapon = True

self.weapon_switch_time = None

self.switch_duration_cooldown = 200

#maris

self.create_magic = create_magic
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self.magic_index =0
self.magic = list(magic_data.keys())[self.magic_index]
self.can_switch_magic = True

self.magic_switch_time = None

# XapaKTepUCTUKa

self.stats = {"health": 100,'energy":60,'attack’: 10,'magic": 4,'speed": 5}

self.max_stats = {'health": 300, 'energy": 140, 'attack’: 20, 'magic’ : 10, 'speed": 10}
self.upgrade_cost = {'health": 100, 'energy": 100, ‘attack’: 100, 'magic’ : 100, 'speed":

self.health = self.stats['health']
self.energy = self.stats['energy']
self.exp=0

self.speed = self.stats['speed’]

# cTaTUCTHKA

self.vulnerable = True
self.hurt_time = None
self.invulnerability duration = 500

# IMIIOPTYBATH 3BYK
self.weapon_attack_sound = pygame.mixer.Sound('../audio/sword.wav')
self.weapon_attack_sound.set_volume(0.4)

def import_player_assets(self):

character_path ="../graphics/player/'

self.animations = {'up": [],'down": [],'left": [],'right": [],
‘right_idle":[],'left_idle":[],'up_idle"[],'"down_idle"[],
'right_attack":[],'left_attack":[],'up_attack':[],'"down_attack':[]}

for animation in self.animations.keys():
full_path = character_path + animation
self.animations[animation] = import_folder(full_path)
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def input(self):
if not self.attacking:

keys = pygame.key.get_pressed()

# BBEJACHHA pyXy

if keys[pygame.K_UP]:
self.direction.y = -1
self.status = 'up’

elif keys[pygame.K_DOWN]:
self.direction.y = 1
self.status = 'down'’

else:

self.direction.y =0

if keys[pygame.K_RIGHT]:
self.direction.x = 1
self.status = "right'
elif keys[pygame.K_LEFT]:
self.direction.x = -1
self.status = "left’
else:

self.direction.x =0

# BBEJICHHS aTaKu

if keys[pygame.K_SPACE]:
self.attacking = True
self.attack _time = pygame.time.get_ticks()
self.create_attack()

self.weapon_attack sound.play()

# MariyHui BXIiJ
if keys[pygame.K_LCTRL]:
self.attacking = True

self.attack _time = pygame.time.get_ticks()
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style = list(magic_data.keys())[self.magic_index]

strength = list(magic_data.values())[self.magic_index]['strength’] +
self.stats['magic']

cost = list(magic_data.values())[self.magic_index]['cost’]

self.create_magic(style,strength,cost)

If keys[pygame.K_q] and self.can_switch_weapon:
self.can_switch_weapon = False

self.weapon_switch_time = pygame.time.get_ticks()

if self.weapon_index < len(list(weapon_data.keys())) - 1:
self.weapon_index += 1
else:

self.weapon_index =0

self.weapon = list(weapon_data.keys())[self.weapon_index]

if keys[pygame.K_e] and self.can_switch_magic:
self.can_switch_magic = False

self.magic_switch_time = pygame.time.get_ticks()

if self.magic_index < len(list(magic_data.keys())) - 1:
self.magic_index +=1
else:

self.magic_index =0
self.magic = list(magic_data.keys())[self.magic_index]
def get_status(self):
# HeaKTUBHUH CTaH
if self.direction.x == 0 and self.direction.y == 0:

if not 'idle" in self.status and not 'attack’ in self.status:

self.status = self.status + ' _idle’'
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if self.attacking:
self.direction.x =0
self.direction.y =0
if not "attack’ in self.status:
if 'idle" in self.status:
self.status = self.status.replace(’_idle',"_attack’)
else:
self.status = self.status + '_attack’
else:
If ‘attack’ in self.status:

self.status = self.status.replace(’_attack’,")

def cooldowns(self):
current_time = pygame.time.get_ticks()

if self.attacking:
if  current_ time -  selfattack time >=  selfattack cooldown +
weapon_data[self.weapon]['cooldown']:
self.attacking = False

self.destroy_attack()

if not self.can_switch_weapon:
if current_time - self.weapon_switch_time >= self.switch_duration_cooldown:

self.can_switch_weapon = True

if not self.can_switch_magic:
if current_time - self.magic_switch_time >= self.switch_duration_cooldown:

self.can_switch_magic = True

if not self.vulnerable:
if current_time - self.hurt_time >= self.invulnerability_duration:

self.vulnerable = True



def animate(self):

animation = self.animations[self.status]

# meTIIA Hall IHAEKCOM KaJipy
self.frame_index += self.animation_speed
if self.frame_index >= len(animation):

self.frame_index =0

# BCTAaHOBUTHU 3o6pa>1<eHH>1
self.image = animation[int(self.frame_index)]
self.rect = self.image.get_rect(center = self.hitbox.center)

# MEpEeXTIHHS
if not self.vulnerable:
alpha = self.wave_value()
self.image.set_alpha(alpha)
else:

self.image.set_alpha(255)

def get_full_weapon_damage(self):
base_damage = self.stats['attack’]
weapon_damage = weapon_data[self.weapon]['damage']

return base_damage + weapon_damage

def get_full_magic_damage(self):
base_damage = self.stats['magic’]
spell_damage = magic_data[self.magic]['strength’]

return base_damage + spell_damage

def get_value_by_index(self,index):
return list(self.stats.values())[index]

def get_cost_by_index(self,index):

return list(self.upgrade_cost.values())[index]
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def energy_recovery(self):
if self.energy < self.stats['energy']:
self.energy += 0.01 * self.stats['magic']

else:

self.energy = self.stats['energy’]

def update(self):
self.input()
self.cooldowns()
self.get_status()
self.animate()
self.move(self.stats['speed)

self.energy_recovery()

settings.py

# HaamITyBaHHS TPU
WIDTH =1280
HEIGTH =720
FPS =60
TILESIZE =64
HITBOX_OFFSET ={

‘player’: -26,

‘object’: -40,

'grass': -10,

‘invisible: 0}

#ui

BAR_HEIGHT =20
HEALTH_BAR_WIDTH =200
ENERGY_BAR_WIDTH =140
ITEM_BOX_SIZE = 80
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Ul_FONT ="../graphics/font/joystix.ttf’
UI_FONT_SIZE =18

# 3arajibH1 KOJIbOPU
WATER_COLOR = '#71ddee'
Ul_BG_COLOR = '#222222'
Ul_BORDER_COLOR = #111111"
TEXT_COLOR = "#EEEEEE'

# xonpopu iHTEpdeiicy KopucTyBaua
HEALTH_COLOR = 'red'
ENERGY_COLOR = 'blue'
Ul_BORDER_COLOR_ACTIVE = 'gold’

# MEHIO OHOBJICHHS

TEXT_COLOR_SELECTED = #111111"
BAR_COLOR = #EEEEEFE'
BAR_COLOR_SELECTED = #111111'
UPGRADE_BG_COLOR_SELECTED = #EEEEEE'

# 30pos

weapon_data = {
'sword'": {"cooldown': 100, 'damage': 15,'graphic"."../graphics/weapons/sword/full.png'},
'lance’: {'cooldown': 400, 'damage’: 30,'graphic":"../graphics/weapons/lance/full.png'},
‘axe": {'cooldown’: 300, 'damage": 20, 'graphic':"../graphics/weapons/axe/full.png'},
‘rapier':{'cooldown’: 50, 'damage’: 8, 'graphic":"../graphics/weapons/rapier/full.png'},

'sai":{"cooldown’: 80, 'damage": 10, 'graphic"."../graphics/weapons/sai/full.png}}

#marist
magic_data = {

'flame’: {'strength’: 5,'cost’: 20,'graphic’:"../graphics/particles/flame/fire.png'},
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'heal' : {'strength’: 20,'cost": 10,'graphic":"../graphics/particles/heal/heal.png'} }

# Bopor
monster_data = {

'squid": {'health": 100,'exp":100,'damage:20, attack_type": 'slash’,
‘attack_sound":"../audio/attack/slash.wav', 'speed": 3, 'resistance": 3, 'attack_radius": 80, 'notice_radius":
360},

‘raccoon’ {’health": 300,'exp":250,'damage":40, attack _type'": ‘claw’,
‘attack_sound':"../audio/attack/claw.wav','speed": 2, 'resistance": 3, 'attack radius": 120, 'notice_radius":
400},

'spirit”; {'health": 100,'exp":110,'damage".8,'attack_type": ‘thunder’,
‘attack_sound":"../audio/attack/fireball.wav', 'speed": 4, 'resistance": 3, 'attack_radius': 60, 'notice_radius".
350},

'‘bamboo’: {'health": 70,'exp":120,'damage".6, attack_type": 'leaf_attack’,
‘attack_sound":"../audio/attack/slash.wav', 'speed": 3, 'resistance": 3, ‘attack_radius": 50, 'notice_radius":
300}}

support.py

from csv import reader
from os import walk

import pygame

def import_csv_layout(path):
terrain_map = []
with open(path) as level _map:
layout = reader(level_map,delimiter =",")
for row in layout:
terrain_map.append(list(row))

return terrain_map

def import_folder(path):

surface_list =]

for _, ,img_files in walk(path):
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for image in img_files:
full_path = path + /' + image
image_surf = pygame.image.load(full_path).convert_alpha()

surface_list.append(image_surf)

return surface_list

tile.py
import pygame

from settings import *

class Tile(pygame.sprite.Sprite):
def __init_ (self,pos,groups,sprite_type,surface = pygame.Surface((TILESIZE, TILESIZE))):
super().__init__(groups)
self.sprite_type = sprite_type
y_offset = HITBOX_OFFSET[sprite_type]
self.image = surface
if sprite_type == 'object":
self.rect = self.image.get_rect(topleft = (pos[0],pos[1] - TILESIZE))
else:
self.rect = self.image.get_rect(topleft = pos)

self.hitbox = self.rect.inflate(0,y_offset)

ui.py
import pygame

from settings import *

class Ul:

def __init__ (self):

# 3arajbHE HaJaIITyBaHHS
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self.display_surface = pygame.display.get_surface()

self.font = pygame.font.Font(Ul_FONT,Ul_FONT _SIZE)

# HayamTyBaHHA Oapy
self.health_bar_rect = pygame.Rect(10,10,HEALTH_BAR_WIDTH,BAR_HEIGHT)
self.energy_bar_rect = pygame.Rect(10,34,ENERGY_BAR_WIDTH,BAR_HEIGHT)

# KOHBEpPTYBaTH CIOBHUK 30po1
self.weapon_graphics =[]
for weapon in weapon_data.values():
path = weapon['graphic']
weapon = pygame.image.load(path).convert_alpha()

self.weapon_graphics.append(weapon)

# KOHBEpPTYBAaTH MariuyHUi CJIOBHUK
self.magic_graphics = []
for magic in magic_data.values():
magic = pygame.image.load(magic['graphic']).convert_alpha()

self.magic_graphics.append(magic)

def show_bar(self,current,max_amount,bg_rect,color):
# mMamoeMo GpoH

pygame.draw.rect(self.display_surface,Ul_BG_COLOR,bg_rect)

# nepeTBOPEHHS XapaKTEPUCTUK B IMIKCEIb
ratio = current / max_amount
current_width = bg_rect.width * ratio
current_rect = bg_rect.copy()

current_rect.width = current_width
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# MalroBaHHS INIAHKHU
pygame.draw.rect(self.display_surface,color,current_rect)

pygame.draw.rect(self.display_surface,Ul_BORDER_COLOR,bg_rect,3)

def show_exp(self,exp):
text_surf = self.font.render(str(int(exp)),False, TEXT_COLOR)
x = self.display_surface.get_size()[0] - 20
y = self.display_surface.get_size()[1] - 20
text_rect = text_surf.get_rect(bottomright = (X,y))

pygame.draw.rect(self.display_surface,Ul_BG_COLOR,text_rect.inflate(20,20))

self.display_surface.blit(text_surf,text_rect)

pygame.draw.rect(self.display_surface,Ul_BORDER_COLOR,text_rect.inflate(20,20),3)

def selection_box(self,left,top, has_switched):
bg_rect = pygame.Rect(left,top,ITEM_BOX_SIZE,ITEM_BOX_SIZE)
pygame.draw.rect(self.display_surface,Ul_BG_COLOR,bg_rect)

if has_switched:

pygame.draw.rect(self.display_surface,Ul_BORDER_COLOR_ACTIVE,bg_rect,3)
else:
pygame.draw.rect(self.display_surface,Ul_BORDER_COLOR,bg_rect,3)

return bg_rect

def weapon_overlay(self,weapon_index,has_switched):
bg_rect = self.selection_box(10,630,has_switched)
weapon_surf = self.weapon_graphics[weapon_index]

weapon_rect = weapon_surf.get_rect(center = bg_rect.center)

self.display_surface.blit(weapon_surf,weapon_rect)
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def magic_overlay(self,magic_index,has_switched):
bg_rect = self.selection_box(80,635,has_switched)
magic_surf = self.magic_graphics[magic_index]

magic_rect = magic_surf.get_rect(center = bg_rect.center)

self.display_surface.blit(magic_surf,magic_rect)

def display(self,player):
self.show_bar(player.health,player.stats['health'],self.health_bar_rect HEALTH_COLOR)

self.show_bar(player.energy,player.stats['energy'],self.energy_bar_rect, ENERGY_COLOR)

self.show_exp(player.exp)

self.weapon_overlay(player.weapon_index,not player.can_switch_weapon)

self.magic_overlay(player.magic_index,not player.can_switch_magic)

upgrade.py
import pygame

from settings import *

class Upgrade:

def __init__(self,player):

# 3arajgbpbHe HaJAIITYBaHHS

self.display_surface = pygame.display.get_surface()
self.player = player

self.attribute_nr = len(player.stats)
self.attribute_names = list(player.stats.keys())
self.max_values = list(player.max_stats.values())

self.font = pygame.font.Font(Ul_FONT, Ul_FONT _SIZE)
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# CTBOpPEHHS MpeaMeTa
self.height = self.display_surface.get_size()[1] * 0.8
self.width = self.display_surface.get_size()[0] // 6

self.create_items()

# cucrtema BiIOOpY
self.selection_index =0
self.selection_time = None

self.can_move = True

def input(self):
keys = pygame.key.get_pressed()

if self.can_move:

if keys[pygame.K_RIGHT] and self.selection_index < self.attribute_nr - 1:
self.selection_index +=1
self.can_move = False
self.selection_time = pygame.time.get_ticks()

elif keys[pygame.K_LEFT] and self.selection_index >= 1:
self.selection_index -=1
self.can_move = False

self.selection_time = pygame.time.get_ticks()

if keys[pygame.K_SPACE]:
self.can_move = False
self.selection_time = pygame.time.get_ticks()

self.item_list[self.selection_index].trigger(self.player)

def selection_cooldown(self):

if not self.can_move:
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current_time = pygame.time.get_ticks()
if current_time - self.selection_time >= 300:

self.can_move = True

def create_items(self):

self.item_list =[]

for item, index in enumerate(range(self.attribute_nr)):
# TOPU30OHTAJIbHC ITOJIOKCHHS
full_width = self.display_surface.get_size()[0]
increment = full_width // self.attribute_nr

left = (item * increment) + (increment - self.width) // 2

# BEepTUKAJIbHE MTOJIOKEHHS

top = self.display_surface.get_size()[1] * 0.1

# cTBOpHUTH 00'€KT
item = Item(left,top,self.width,self.height,index,self.font)

self.item_list.append(item)

def display(self):
self.input()

self.selection_cooldown()

for index, item in enumerate(self.item_list):

# oTpumaru aTpudyTH

name = self.attribute_names[index]

value = self.player.get_value_by_index(index)
max_value = self.max_values[index]

cost = self.player.get_cost_by_index(index)
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item.display(self.display_surface,self.selection_index,name,value,max_value,cost)

class Item:
def _init__ (self,l,t,w,h,index,font):
self.rect = pygame.Rect(l,t,w,h)
self.index = index

self.font = font

def display_names(self,surface,name,cost,selected):

color = TEXT_COLOR_SELECTED if selected else TEXT_COLOR

# Ha3zBa
title_surf = self.font.render(name,False,color)

title_rect = title_surf.get_rect(midtop = self.rect.midtop + pygame.math.Vector2(0,20))

# BapTICTh

cost_surf = self.font.render(f'{int(cost)}',False,color)

cost_rect = cost_surf.get_rect(midbottom self.rect.midbottom -

pygame.math.Vector2(0,20))

#mMamron
surface.blit(title_surf title_rect)

surface.blit(cost_surf,cost_rect)

def display_bar(self,surface,value,max_value,selected):

# HanamTyBaHHS KPECIEHHS

top = self.rect. midtop + pygame.math.Vector2(0,60)

bottom = self.rect.midbottom - pygame.math.Vector2(0,60)
color= BAR_COLOR_SELECTED if selected else BAR_COLOR
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# HanamtyBaHHS Oapy
full_height = bottom[1] - top[1]
relative_number = (value / max_value) * full_height

value_rect = pygame.Rect(top[0] - 15,bottom[1] - relative_number,30,10)

# MaJI0EMO €IeMEHTH
pygame.draw.line(surface,color,top,bottom,5)

pygame.draw.rect(surface,color,value_rect)

def trigger(self,player):
upgrade_attribute = list(player.stats.keys())[self.index]

if player.exp >= player.upgrade_cost[upgrade_attribute] and
player.stats[upgrade_attribute] < player.max_stats[upgrade_attribute]:

player.exp -= player.upgrade_cost[upgrade_attribute]
player.stats[upgrade_attribute] *= 1.2
player.upgrade_cost[upgrade_attribute] *= 1.4

if player.stats[upgrade_attribute] > player.max_stats[upgrade_attribute]:

player.stats[upgrade_attribute] = player.max_stats[upgrade_attribute]

def display(self,surface,selection_num,name,value,max_value,cost):
if self.index == selection_num:
pygame.draw.rect(surface, UPGRADE_BG_COLOR_SELECTED,self.rect)
pygame.draw.rect(surface,Ul_BORDER_COLOR,self.rect,4)
else:
pygame.draw.rect(surface,Ul_BG_COLOR,self.rect)
pygame.draw.rect(surface,Ul_BORDER_COLOR,self.rect,4)

self.display_names(surface,name,cost,self.index == selection_num)

self.display_bar(surface,value,max_value,self.index == selection_num)
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weapon.py

import pygame

class Weapon(pygame.sprite.Sprite):
def __init__(self,player,groups):
super().__init__(groups)
self.sprite_type = 'weapon'

direction = player.status.split("_")[0]

#rpacdika
full_path = f'../graphics/weapons/{player.weapon}/{direction}.png'

self.image = pygame.image.load(full_path).convert_alpha()

# pO3MIIIEHHS
If direction == "right":

self.rect = self.image.get_rect(midleft = player.rect.midright +
pygame.math.Vector2(0,16))

elif direction == "left":

self.rect = self.image.get_rect(midright = player.rect.midleft +
pygame.math.Vector2(0,16))

elif direction == 'down":

self.rect = self.image.get_rect(midtop = player.rect. midbottom +
pygame.math.Vector2(-10,0))

else:

self.rect = self.image.get_rect(midbottom = player.rect.midtop +
pygame.math.Vector2(-10,0))
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Honarok I' — I'padiuna yactuna

I'PA®IYHA YACTHUHA
PO3POBKA KOMIT'IOTEPHOI 2D-TPU « MAGICAL ADVENTURE»
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Po3po6bka komn'totepHoi 2d-rpu
«Magical adventure»

Hayxoenii KepiBHuK:
Karenenikoe [.1.

BuHoHaB:
HonicHuuenko . M.

Pucynok I'.1 — Ha3sa poGoTtu

Po3pobka komn'totepHoi 2d-rpu «Magical
adventure»

MeTa Ta 3aBgaHHA gocnigkeHHa. Metolo 6akanaepcbKoi gunnomHoil po6oTH € NigevLeHHS
MOM/IMBOCTEl TpeHYBaHHA TAKTUHHONO MMC/IEHHA KOPUCTYBa4a LWAAXoM po3po6Ku Ta BUKOPUCTaHHSA
2d-rp1 MaHpYy eKLWH-NPpUroaa 3 KOMNOHEHTAMW PO3BMTKY 30pOBOI YBark Ta NPUHHATTA TAKTUYHUX
pilleHb, AKA CNPUATMME TPEHYBAHHIO LUBUAKOCTI NPUHHATTA PilleHb rPaBLLEM B EKCTPEManbHUX
ymoBax.

O6’eKT pocnigeHHA — TEXHONOrT CTEOPEHHA KOMM' KOTEPHMX irop

MpeameT gocnigxeHHA — € 3acobu peanizauii komn lOTepHUX irop, opieHTOBaHMUX Ha PO3BMTOK
peakujii Ta 30poeoi yBari KOpMcTyBa4a y npoueci NpUHHATTA TAKTUYHMX pillieHb.

MpakTM4Ha UiHHICTL NoAArae y KiHuesii peanizaujii Komn'otepHoi 2d-rpu «Magical adventure» y
MaHpi eKWH-NpUroga.

Pucynox I'.2 — Meta, 00’€KT 1 mpeaMeT AOCTIKEHHS



129

Po3spobka Komn'totepHoi 2d-rpu «Magical adventure»

HayKkoBa HOBM3Ha:

e lMopanbloro posBUTKY OTPUMaB METOZ PO3BUTKY IpH, AKMIA, Ha BigmiHy Big
iCHYIO4MX, BasyeTbcA Ha BUKOPUCTaHHI NPUHLMNY CNiNBHOTO PyXYy rpaBeLb-BOPOT,
L0 A03BONAE WBWAKO CTEOPIOBATH | JoAaBaTH HOBI BUAMW BOPOriB B irpose
cepepoBULLE, OCKIIbKM BOHW HacnigywoTh geski metogu-pyHKLUIT nepcoHama
rpaBuA, WO NPUCKOPIOE Npouec po3pobKK Ta yCKNaAHEHHA eKIWH-irop.

MNogansworo posBUTKY Agictana Mogens irpoBoi CUCTEMM, AKa, Ha BigMiHY Big
iCHYHO4YMX, OpiEHTOBaHA Ha BUKOPMUCTaHHA KOMMOHEHTIB TAKTUMHOIO MUC/NEHHA 38
Aonomorok sbinbleHHA XapaKTepUCTUK NEPCOHaKa, Wo sabesneynTb posBMTOK
pisHOMaHITHOCTI irpOBOro Npouecy i CTBOPUATh 3pY4Hi YMOBM TPEHIHIY anA
KOpMCcTyBada.

Pucynok I'.3 — HaykoBa HOBU3HA

Po3spobka komn’totepHoi 2d-rpu
«Magical adventure»

OcHoBHMMM 3aga4yamm pobotu e:

® aHanis cTpaTeriii TpeHYBaHHA TAKTUMHOINO MHUC/IEHHS;

* YAOCKOHAaNEHHA MeToAy PO3SBMTKY rPM 3 BUKOPUCTaHHAM
NPUHLMNY CMiAbHOIO pyXy rpaseLb-E0por;
pospobka mopgeneii irposoil nporpamu AnA TpeHYBaHHA

WBUAKOCTI NPUAHATTA TAKTUYHMX pilleHb;

pospobka iHTYITUBHO 3posyminoro KopUcTyBaLbKoro iHTepdeiicy
nporpamHoro NpoaykTy;

pospobka komn'toTepHoro goaatky «Magical adventure»; -
TeCcTyBaHHA CTBOPEHOTIO NPOrpamMmHoOro NpoayKTy.

Pucynox I'.4 — 3agadi 6akanaBpchbKoi TUTIIIOMHOT poOOTH
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AHanoru

ey

o it g

NBCRODANCER »T

Unreal Element World

Unreal Crypt of the Rise of the
Dead Hearts
Element World NecroDancer Third Power

IHTYITHEHE YNPaBN iHHA
NepooHakom

My3M4HMH CYNpPOEIQ i 3BYKOEI
ethektn

CHCTEMA NiIEMIEHHA

XapaKkTepUCTHKIB NepcoHaxa

ADCONWTHO De3K0WTOBHA rpa

Pucynok I'.6 — Pe3ynbTaTi mOpiBHIBHOTO aHaJIi3y aHAJIOT1B
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MeTopa, cninbHOro pyxy rpaseL,b-Bopor

+ CyTHiCTb Uboro metofy NoOAAra€e y Tomy, Wwob cTBOpUTH WBUAKO
BOpOriB 3a JONOMOrOld MeTOfiB, AKi BUKOPUCTOBYE NEpPCOHaM
rpaBuUA, a came meTopf nepemilleHHA i 3iTKHeHHA. Lie aonomoxke
WBMALIE HAMNOBHUTKM irpoBe cepefoBUlLE Pi3HOMaHITHUMM
BOpOrammM, OCKinbkM He 6Gyae HeobXxigHocTi BMTpauaTM 4yac Ha
CTBOPEHHA OKPEeMUX METO/IB ANA HUX.

CninbHe BMKOPUCTAaHHA MEeTOAIB BOPOroM i rpaBLem MOXHa
HasBaTM MiHi-wabnoHom. 3a AonomoOrow TakKoro MiHi-wabnony
MOXHa NPUCKOPUTHU CTBOPEHHA 2d-irop XaHpy eKLUH.

Pucynox I'.7 — MeTtop cinbHOTO pyXy TpaBemb-BOPOT

Cxema meToAy CMiNIbHOro pyxy rpaBeLb-BOpOr

Pospobka rpasub-sopor

Pucynox I'.8 — Cxema MeTOTy CIUIBHOTO PyXy TPaBeib-BOPOT



Mopaenb B3aemogii rpaseLb-Bopor

Bopor 6a4uTs rpasus
| MOYMHEE PYXaTHCh
[0 HB0T0

Mpasels MOoXe BTeKTH
Big BOpOra um
NpHiAHATH Gilt

B Gow rpaseus moxe
BUKopucTaTH 30pok i
Mari

l

TICNA 3HULLEHHA
BOpOra, rpasuUy
3apaxytoTeca Danw
A0ceigy

3a Danw goceigy
MOXHO NigBMLLMTK 5
XapaKTepHCTHEK
NepCoHaxa

20N LLeH|
XaPAKTePUCTMKM
LONOMONY T
JHULLYBATK BinbLL
HefeanedHux BOporia

Pucynox I'.9 — Mogenbs B3aeMoii rpaBelib-BOpOr

bnoK-cxema 3aranbHoOro

anropuTMy nporpamm

Pucynox I'.10 — briok-cxema 3arajipbHOTO aqrOpuTMy MPOTrpaMu
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PyHKUiOHaNnbHa
mopaenb
nepcoHaxka

Pucynok I'.11 — @yHKI1I0HaNBHA MOJETb IEPCOHANKA

TECTYBAHHA AOAATKY

Pucynok I'.12 — TectyBaHHs 10AaTKy



TECTYBAHHA 3AMNYCRY I'PU

Pucynok I'.13 — TecTyBaHHS 3aIycKy Tpu

Pucynok I'.14 — TecTyBaHHs nepeMillleHHS TpaBLs




TECTYBAHHA ATAKU TPABLUA

Pucynok I'.15 — TecTyBaHHs aTaku rpaBIs

TECTYBAHHA ATAKU BOPOTA

Pucynok I'.16 — TectyBanHs ataku Bopora




TECTYBAHHA 3AK/IMHAHHA «J1TIKYBAHHA»

Pucynox I'.17 — TectyBanHs 3akinuHaHHs «JIiIKyBaHHS

TECTYBAHHA 3AK/IMHAHHA «NONTYM’A»

Pucynok I'.18 — TectyBanus 3aknnHanHs «[lomxym’s»




TECTYBAHHA OTPUMAHHA BAJIIB AOCBIAY 3A
3HULLEHHA BOPOTA

Pucynox I'.19 — TectyBanHst oTpuMaHHsI 0ajIiB JOCBITY 3a 3HUIIICHHS BOpOTa

TECTYBAHHA BIAKPUTTA MEHIO 3bIJIbLUEHHA
XAPAKTEPUCTUK

S iy Y ode
AGIC

Pucynok I'.20 — TectyBaHHs BIAKPUTTS MEHIO 301IBIIICHHS XapaKTEPUCTUK




TECTYBAHHA POBOTU
MEHIO 3bIJIbLUEHHA
XAPAKTEPUCTUK

TECTYBAHHA BOPOTA
«EHOT»

Pucynok I'.22 — TectyBanHst Bopora «€HOT»
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TECTYBAHHA BOPOTIA
«AYX»

TECTYBAHHA BOPOTA
«KAJIbMAP»

Pucynok I'.24 — TectyBanns Bopora «Kansmap»
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TECTYBAHHS 3MIHMU
36POI | 3AK/IMHAHDb

TECTYBAHHA
3bI/IbLLUEHHA
XAPAKTEPUCTUKHU
3[10POB’A IPABLIA

Pucynok I'.26 — TectyBaHHs 301JIbIIEHHS XapaKTEPHUCTUKHU 3I0POB’ S IPaBIs
y yB
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BUCHOBKHW

Y 6akanaepcekiii gunnomHii poboti 6yno apobneHo:

* po3pobneHo meTop cninbHOro pyxy rpaseLb-sopor;

.
*

.
*

¥

po3pobneHo mogens poboTu irposoi cucTemu;

L/
"

po3pobneHo ocHOBHI Mogyni irpoBoro gopaTHy;
po3pobneHo KOpUCTYBaUBKUWI iHTepdeiic irposoro gogaTky;

po3pobneHi rpadiyHi maTepianu gna HaNOBHEHHA irPOBOro JOAATKY;

L L L
LG O M

nNpoeefeHo TecTyBaHHA po3pobneHoro Komn'OTepHoro iNpPoBoro AoAaTKY 3rigHO NOCTagNeHuX

3agad.

Pucynok I'.27 — BucHoBku

Anpobauii pesynbrarty:

OcHoeHi nonoxeHHA 6akanaepcbKoi gunnomHol pobotu gonoeiganuca Ta obroeopioeanuca Ha
BceyKpaiHcbKild HayKoBO-TeXHI4YHIH KoHdepeHUiT «Monoapb B Hayui: gocnigxeHHs, npobnemu,
nepcnekten (MH-2022). Cekuin IHdopmauiitHi TexHonorii Ta Komn‘loTepHa iHXeHepia».

HaykoBa nybnikauia:

Boiitko B.B. Ocobnueocti pozpobkn komn'totepHoi 2D rpu « MAGICAL ADVENTURE» xaHpy Action-
Adventure / B.B. BoiiTko, A. B. feHuciok, O. B. Maspuniok, H. €. Bapuyk, . M. KonicHu4enko //
MaTtepianu BceyKkpaiHcbKOl HAYKOBO-NPaKTHYHOI iHTepHeT-KoHdepeHUil «Monoge B HayLi: gocnigieHHs,
npobnemu, nepcnexkTuem -2022», CeKuin - IHdopmauiifHi TexHoAorii Ta KOMN'IOTepHa iHXeHepiA.

Pucynox I'.28 — Anipo0atiist pe3ysabTaTiB 1 MyOJiKaris



