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PE®EPAT

Kgranidikamiitna podoTta nependayaec HAyKOBUU JTOCHIA Ta PO3pOOKY Tpu 3
3aCTOCYBaHHSAM TEXJIOT1H, MOJEJel Ta METO/IB, SIKI B IpoLecl peanizaiii OyayTh
O0OrpyHTOBaH1 IPABUIBHICTIO BUOODY.

[losicHioBanibHA 3amMcka 10 KBadigikamiiiHoi poOotu “Po3pobka rpu
"SortyBall" 3 BUKOpUCTaHHSAM MITYYHOTO IHTEIEKTY ~ CKIAAETHCS 13 BCTYILY, TPhOX
pPO3AUIIB, 3arajlbHUX BHUCHOBKIB, CIHCKY BHKOPUCTAHUX Jkepen 1 MicTuTh 90
CTOpPIHKM TeKcTy, 45 pucyHku. CHHCOK BHUKOPUCTAHUX JUKEpesl MICTUTh 14
HaliMEHYBaHb.

[Tin yac po3poOKM MOEKTy MEPEBIPEHO Ta MPOBEACHO OCIIKCHHS IHIIHUX
irpoBux po3podok B xxkaHpi Casual Ta noBerecHa MpaBUIBHICTE BUOOPY Ha peaizarlii.
Byno crpoekToBaHO CTPYKTYypy HPOrpaMHOi YaCTHHHU, HaBEJEHI BC1 CLIEHH POOOTH
01aTKy, 0ys10 3p00JIeHO MOBHUH rpadiyHUi KOHTEHT, 3po0JieHa MporpaMHa YacTHHA
U1 BCIX €JIEMEHTIB T'pH, POBEJICHE TECTYBAHHS IrPOBOi YACTUHU MPOEKTY.

KJIFOUOBI CJIOBA: T'PA, TIPOTPAMHE 3ABE3IEYEHHS, IUTYYHUN
IHTEJIEKT, APKAJIA, KA3YAJIBHA, I'POBUI PYIIIN, UNITY 2D UNITY 3D,
HENPOMEPEXA.



ABSTRACT

The qualification work involves scientific research and development of the game
using technologies, models and methods, which in the process of implementation will
be justified by the correctness of the choice.

The explanatory note to the qualification work "Development of the game
"SortyBall" using artificial intelligence" consists of an introduction, three sections,
general conclusions, a list of sources used and contains 90 pages of text, 45 figures.
The list of used sources contains 14 items.

During the development of the project, other game developments in the Casual
genre were checked and researched, and the correctness of the choice was proven for
implementation. The structure of the software part was designed, all the scenes of the
application were shown, the complete graphic content was made, the software part was
made for all game elements, and the game part of the project was tested.

KEYWORDS: GAME, SOFTWARE, ARTIFICIAL INTELLIGENCE, ARCADE,
CASUAL, GAME ENGINE, UNITY 2D UNITY 3D, NEURAL NETWORK.
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BCTYII

AKTYaJIbHICTh TeMH. AKTYaJIbHICTh TEMHU PO3POOKHU IrOp IO 3 PO3BUTKOM
1H(pOpMaIITHUX TEXHOJOT1 HEOOXITHO CTBOPIOBATU HOB1 IMPOrpaMHi MPOAYKTH, IO
OyIyTh PO3BHMBATH IFPOBUN PUHOK Ta IHIYCTPIO PO3Bar B IUIOMY. 3alieKHO BiJl
Kareropii rpu BoHa( TOODK MOBYaJbHA, PO3Ba)KajJbHA HAa MUCJIEHHS 1 TA), Tpa Oyxae
3aXOJIUTH JIIOJSIM PI3HUX BIKOBUX KaTeTropiu.

Ha crorognimuiii 1eHs € 0araTo TEXHIYHUX MOXJIMBOCTEH Jii CTBOPECHHS
Oaratoratr@opMeHHUX 1rop JUIsl Pi3HUX ITPOBUX JEBAICIB, IO JTO3BOJISE 3aIyCKATH
OPOrpaMHUM MPOJIYKT y CErMEHTI PUHKY, 110 POCTE 1 PO3BUBAETHCS HAMIIBHUALIE Y
cBITl. TakoX Ba)XJIMBUM CETMEHTOM B PO3BUTKY MPOAYKTY € €KOHOMIYHA CKJIaJ0Ba.
HaBiThb mpu HEBENMKHUX I1HBECTULISAX PO3POOHUKU OyAyTh OTPUMYBATH XOPOIIMIA
npuOyTOK BiJl YCHIIIHO MNpOAaHUX MpoekTiB. lle Hagmxae TanmaHOBUTUX IIOJEH
JIOETHYBATHUCh JIO0 CBITY irop, mo0 JOCATTH B Hil Ta 3apoOuTH cobi Ha (piHAHCOBY
HE3aJIeKHICTb.

Meta pocaigxenns. CTBopeHHs kpociuiadhopMeHoi MmynbTurieepaa 2D rpu Ha
Unity 3D 3 3acTocyBaHHAM IITY4YHOTO IHTEJEKTY 3 €JIEMEHTaMH apKaJad Ta
BUKOPUCTaHHSIM HEHpoOMepeki, BIIOCKOJEHHA 3HaHb PO3pPOOKA Ta HAOYTTS HOBUX
HABUUOK, peasizallig animartii, 2D-rpadiku, HamucaHHs MPOTPAMHOTO KOY , 3100yTTS
3HATh B HEUPOMEPEKI.

Jlois1 TocsSITHEHHS TaHOI MeTH HAa MOTPiOHO Oye Taki 3aBJIaHHS:

® JIOCIIUTH PUHOK IrPOBOI IHAYCTIT,
® JJaTH XapaKTEPUCTUKY OCHOBHUM MPOTrPAMHUM 3ac00aMm Jjisl CTBOPEHHS irop;
® [IpOaHaJ3yBaTH OCHOBHI €Taly CTBOPEHHS KOMI FOTEPHOI IPH;

® Ha OCHOBI JJaHUX aHAII3y, PO3POOUTH KOMIT FOTEPHY TPY.

e Pecamizarris MyJIbTHILICEPA;
e TecryBanns [13.
O0'ekToM  mocaigKeHHS €  TEXHOJIOrli Ta  METOAUM  PO3POOKH
KpocIiaTopMOBOro irpoBoro a1oAaTky 3 Bukopuctanus Unity3D.

IIpeameToM n0cC/IiI2KeHHS € KOHIEIIIISI TEXHOJIOT11 CTBOPEHHS TP , CTBOPEHHS
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3D Mogenedt mepcoHaXKiB Ha CTPYKTYpH KapTH, iX aHIMAIlsl Ta pO3pOOICHHS
HeHpoMepexi 1 CTBOPEHHSI TOJIOBHOI'O MEHIO JIaHOI I'PU.

Meronn anamizy. KoHuenmis TEXHOJOIi CTBOPEHHS TIpU, peaizaris
MOXJIMBOCTI MYJIbTHUILIIEEPA, Ta OMKC PO3POOTIECHUX ITPOBUX MEXAHIK JIJII MOXKIIUBOCTI
OUTBII aKTUBHOI B3a€MO/IIT T'PaBIs 3 CTBOPEHUM MPOAYKTOM Ta PYHKIISIMU 5Kl Oyiu
OIMMCAH1 B XO/1 pO3pOOKH.

Indopmaniiina 6a3a pocJixkeHHs1 JiTepaTypHi JKepena 3 po3pooku 13,
JIOTIOBIJI1 PE3yNbTATIB €KCIIEPUMEHTIB HEUPOMEPEXKI Ta ii peasnizarlii.

HaykoBa HOBHM3HA [10CIiJl Ja€ 3MOTY MO€IHAHHS JEKUIBKOX >KaHPIB 1rop

HAI[UICHUX HA HIUPOKY ayIUTOPII0, TAKOXK peai3yBaHHs HEUPOMEPEKI.



PO3LI 1. JOCAIIKEHHSA MPEIMETHOI OBJIACTI

1.1. Heiipomepe:xi Ta ix posib B irpoBoMy cBiTi

Hy nacamnepen HelipoMepexa — 1€ OAMH 13 HAIPSAMKIB IITYYHOIO 1HTEIEKTY,
METa SIKOrO 3MOJICIIOBATH aHAJITHYHI MEXaHI3MH, 5Kl 3J1MCHIOIOTHCS JIFOJICHKHUM
MO3KOM. BOHM CKJlamaroThCsi 3 BY3IIB, SIKl MOB’S3aHI MK COOOI0 Ta Ha3WBAIOTHCS
HellpoHamMM. 3aBlaHHA $KI BUpINIyeE THUIIOBA HeWpoMmepexa — KBamidikaiisi,

nepeaoavYeHHs Ta PO3MI3HAHHS.

Puc. 1.1 — Ilpuknaz ciTku HeMpoMepexKi

IcHye 1Ba OCHOBHHMX THIIM HaBYaHHS HEUPOHHUX MEPEK:

1. OrpumanHs npaBWIbHOI iH(popMamii: 1€ BHUJ OTPUMAHHS MPABUIBHOI
iHbOopMaIlii OTpUMaHui Bil TMOTOKY JaHUX 1H(OpMAIIii.

2. OrpumyBaHHs indopmauii 6e3 npaBUIBHUX BapiaHTiB: 11e BUJ iHPoOpMaIIii
KU 3MYIIy€e HEHPOMEPEKY BUUTHCS Ta IITYKATH PIIICHHS 110 IPOOBEJICHOMY aHai3Yy.

Ponp HelipoMmepex BUXOAUTH 3a paMKHU HaJlaHHS “‘pO3YMHHMX’ TE€PCOHAXIB AJIs
B3a€MO/IIi, HAMPUKIAJ, BOHH MOXYTh OpaTh ydacTh B TeHeparii KOHTEHTY, IW3aiiHi
JIOKAI[i, CTBOPEHHI aHIMaIlii 1 MEePCOHAXIB, TAKUM YMHOM 3a0€3MeUyr04H YHIKaTbHUN
JIOCBIT JI71s1 KOYKHOTO TPABILS 1 KOKHOTO TIPOXOIKEHHS.

[IpuHuun poOOTH HelpoMmepexl MOKHA MOPIBHSATH 3 HEPBOBOIO CHCTEMOIO

JIOAWHH, AKa CAMOHABYA€THCA 3a PAXYHOK HAKOIIMYCHOI'O I[OCBiI[y 1 BHKOPHUCTOBY€
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Horo 115t Toro, o0 He pOOUTH TOMUJIOK.

Puc.1.2 - Anani3 kopuctyBaua HelpoMepeKero

HetipomMepexi 311HCHIOIOTH IHTEIIEKTyJIbHUM aHaI13 KOKHOTO KopucTyBava. HaGip
QITOPUTMIB IITYYHOTO IHTEJIEKTY aBTOMAaTHYHO (popMye IMIaO0JIOHM Ha OCHOBI 310paHmX
JAHUX 1 3aCTOCOBYE iX JIO T'PABIIIB.

[rygni weriponni mepexi (IIIHM) sBistoTh co00r0 OOYHUCITIOBANIBHI CHUCTEMH,
CTBOPEHI 3 BHUKOPHCTAHHSIM BHUBUYEHHS MNPHUHIUIIB POOOTH JIOJICHKOTO MO3KYy. BoHH
CKOHCTPYHOBaHI 13 B3a€EMOMOB'I3aHUX MITYYHUX HEHPOHIB, 5IK1 (DYHKIIOHYIOTH Pa3oM s
00poOku iHpopMmaii. IHC 31aTHI po3B's3yBaTu CKIIaHI Ta HETPUBIAIBHI 3aB/IaHHS.

IpuHuMn il HEHPOHHUX MEPEIK:

NEURAL NETWORK STRUCTURE

INPUT HIDDEN OUuTPUT
LAYER LAYER LAYER

INPUT 1

INPUT 2

INPUT 3 OUTPUT

INPUT 4

INPUT 5

Puc.1.2 — Ilpunnun poOOTH HEUPOHHUX MEPEXK
10



[TpuHMn GyHKIIOHYBaHHS HEHPOHHUX MEpEX 3aCHOBaHMM Ha HaBuaHH1. Ha Bxiz
HEUPOHHOT MeEpexXi HAAXOAATh JlaHl, SKI SBISIOTH COOOK0 pi3HI MapaMmeTpu abo
XapaKTEepUCTUKU 3aBJaHHs. HellpoHu BcepeanHi Mepexi 3'€JHaHI MK COOOI0 BaroBUMU
3B'I3KaMM, sIKI MaloTh MEBHI 3HadeHHA. [Ipollec HaBUYaHHS TMOYMHAETHCS 3 TOAAYl
HaBYAJIbHUX JAHUX HA BXIJ Mepexl. Y Mpolieci HaBYaHHS Baru 3B'I3KIB MK HEHpOHaAMU
MOCTYIOBO AJaNTYIOThCS MiJl BIUIMBOM HABYAJIbHUX MPUKIAJIB, 3MIHIOIOTHCS 3 METOIO
MiHIMi3allii TOMHJIOK Moiesl. Takuil MpuHIKI aAanTallii Bar J1a€ 3MOTY HEMPOHHIH Mepexi
HABYATUCS HA PI3HOMAHITHUX JAHUX, IO POOUTH ii YHIBEpCaJbHUM IHCTPYMEHTOM IS
pO3B's3aHHs pi3HUX 3aBAaHb. CyTHICTIO HABYAHHS MOJISTA€E Y 31aTHOCTI HEMPOHHOT Mepexi
BUJIUISATU CKJIQIH1 3aKOHOMIPHOCTI 13 BXITHUX JIaHUX.

Kpim Toro, IHC 3matHi mpaioBaTd B HOBUX cuTyamisx. HeliponHa mepexa,
HaBYEHA Ha IEBHOMY 3aBJ/IaHHI, 3/1aTHA 3aCTOCOBYBATHU OTPUMAHUMN JTOCBIJI AJIs PO3B'sI3aHHS
aHaJNOTr1YHUX abo TOB'SI3aHUX 3aBJaHb. HasBHI 3aKOHOMIPHOCTI BUKOPUCTOBYIOTHCS IS
OPUUHATTS PIIEHh y HOBUX CHUTYalllsIX, M0 POOUTh HEHUPOHHI MEpeXi MOTYKHUM

THCTPYMEHTOM JIs aHaJi3y, Kiacudikarlii Ta MporHO3yBaHHS.

Buau Heiipomepex:

3ropTKkoBa HEMpomepexKa

wap

3ropTKa
MpuxoBaHuin
BuxiaHun wap

BxiaHui wap
Anpo

Puc.1.3 — 3roptkoBa Helipomepexa
11



PekypeHTHa HeMpoHHa meperka
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Puc.1.4 — PexypeHTHa HEipOHHA Mepexa

Icaye Garato BuJIB HEHpOMEpPEK, KOKHA 3 SKMX CIICIliajli30BaHa Ha BUPIMICHHI
NeBHUX 3aBnaHb. Hampukman, 3roprkoBi HediponHi mepexi (CNN) npusHadeHi s
ehexTuBHOI 00pOOKM 300pakeHb. BOHU BUAUISIOTH BaXKJIIMUBI O3HAKU 1 JIalOTh 3MOTY
po3mizHaBaTH 00'ekTu. PexypenTtHi HelipoHH1 Mepexi (RNN), npusnaueHi s poOOTH 3
MOCIZIOBHUMHU  JaHUMH, 30epiraioth iHGOpMaIil0 TPO TOMEepPeIHl KPOKH 1
BUKOPHUCTOBYIOTb ii JIJIs1 CKJIQIHIIIIOTO aHAi3y.

BukopuctanHs  pi3HMX THUIIIB HEUPOHHMX MEpPEX 3yMOBJICHO  IXHIMH
Crieliagi3oBaHUMH MOYKJIMBOCTSIMH, 1110 JIa€ 3MOTY e(PEKTHBHO PO3B'SI3yBaTH PI3HOMAaHITHI

3a/1a4i B rajly3i ITYYHOTO IHTEJIEKTY Ta MAaIlTMHHOTO HaBYAHHS.

Puc.1.5 - OnHomiapoBa mTy4Ha HEHpPOHHA Mepeka IPsIMOTO MOTUPEHHS
12



Heiiponna  Mepexxa  mpsMOro  IMOLIMPEHHS,  HEHpomepexa  NpAMOTo
PO3MOBCIOJIKEHHSI — B HEMPOHHOI MEpeXl, B AKIil CUTHAJIU MOIIMPIOIOTHCS B OJHOMY
HalpsIMKy, [OYMHAIOYM BiJ BXIJHOTO IIapy HEHWPOHIB, 4Yepe3 MNpPUXOBaHI IMIApU 10
BUXIJHOTO 1Iapy 1 HA BUXITHUX HEMPOHAX OTPUMYETHCS pe3yIbTaT ONPALIOBAHHS CUTHAITY.
B Mmepexax Takoro BHUIY HEMae 3BOPOTHIX 3B’s3KiB. lIpukiagoM HEHpOHHOT Mepexi
NpsSIMOTO TIOIIUPEHHsI € TeprentpoH Po3eHnOnarrta, Big Akoro i O0epyTh CBiMl mOYaToOK
HEHpOMEpEXi MPSIMOTO PO3MOBCIOIKEHHS.

3acTocyBaHHS HEHPOHHUX MepeK NMPH aAHAJI3I JAHUXC:

HeliponHni Mepexi MaioTh AMBOBUXKHY YHIBEPCAJIBHICTh 1 3JaTHI BUPIIIYBAaTH
IIUPOKUHN CIIEKTP 3aBIaHb:

PosnizHaBanHs o00pa3iB: HEUPOHHI MEpEXi YCIIMIHO 3aCTOCOBYIOTBHCS  JIJIst
po3mi3HaBaHHsl 00pa3iB y 300paxkeHHsX. lle Moxke BkIouatu B ceOe 3aBAaHHS, Taki SIK
po3mi3HaBaHHs 0ci0, 00'exkTiB a00 HaBITh OLIBII CKIAAHUX CTPYKTYP B MEAUYHUX
300pa’KEeHHSAX.

O6po0Oka mpupoIHOi MOBH: B 00J1acTi 06poOku mpupoHoi mou (NLP), HeliponHi
MepeXi BUKOPUCTOBYIOTHCS JUIsl CTBOPEHHSI CUCTEM aBTOMATHYHOIO MepeKIany, aHalli3y
TEKCTiB, TeHepalllii MOBH 1 HaBiTh BIANOBiJeH Ha mHUTaHHA. BOHM 37aTHI IMITyBaTu
PO3YMIHHS 1 BUKOPHUCTAHHS JIIOJICBKOT MOBH.

AHani3 1aHux: HelpoMmepeki epeKTUBHI i Yac aHali3y BEIUKHX OOCATIB JaHUX.
BoHn MOXyTh BHSBIATH 3aKOHOMIPHOCTI, TEHJCHIII Ta NMPUXOBaHI B3a€EMO3B'SA3KH, IO

pOOUTH iX IIHHUMU IHCTPYMEHTAMH B Trajy3l aHATITHKA JaHUX.

[Iporno3yBaHHS: 31aTHICTh HEHPOHHUX MEPEXK MepeadadaTy pe3yabTaTH Ha OCHOBI
HAsSIBHUX JIAaHUX POOUTH X €()eKTUBHUMHU IHCTPYMEHTAMHU JIJIsl POTHO3YBaHHS, y iHAHCAX,

METEOpOoJIOTii 00 IHITUX TaTy3sX.

3acTocyBaHHSI HEHPOHHHMX Mepe:K y CTBOPEHHI ONTHUMAJIbHUX MeTOM0JIOTii

po3pooku I13:
VY po3pobiii mporpaMHOro 3a0e3nedeHHs, HEHPOHHI MepeXi MPUBHOCSITh CYYacHi
METOJIM ONTHUMI3allil IPOIECiB:

AHani3 JaHuX Mpo MHUHYJI IMPOEKTU: HEHpPOMEPEKI MOXKYTh aHaII3yBaTH BEIUKI
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o0cArn JaHux 3 MOMNEPEeaHIX MPOEKTIB, AK-OT YaCc BUKOHAHHS 3aBAaHb, Oar-penopru, 1
BUKOpPUCTaHHsI pecypciB. EKcTpakiis 3HauylMX NATEpHIB 13 LUX JAaHUX JONOMAarae
BU3HAYUTH YCHIIIHI CTPATETI, a TAKOX T1 aCMEKTH, /1€ BUHUKJIM CKJIaIHOIII.

[IporHo3yBaHHs HEOOXIIHUX PECYpCiB: Ha MIACTaBl JaHUX 3 MHUHYJIUX IPOEKTIB,
HEHPOHHI Mepexi nependadaroTb HEOOXiJHI pecypcu (4ac, OroMKeT, NepcoHam) s
MOTOYHOro mpoekTy. Lle nae 3mMory po3poOHMKAaM 1 KEepiBHUKAM KOMIIAHIi yXBaJlOBaTU
pillIeHHs, CIPSIMOBaHI Ha ONTUMAIBHAN PO3MOALT PECYPCiB 1 CKOPOUSHHS Yacy po3poOKH.

YXBaJieHHS pillleHb ISl JOCSTHEHHS ONTHMAJIbHHUX PE3YIbTaTiB: HEHpoMepexi
JOTIOMaraloTh TpH YXBaJeHHI OOTPYHTOBaHHMX pIlIeHh Ha eTamax TMPOEKTYBaHHS 1
po3poOKH, 3 OrJIsily Ha HAsBHI pecypcu Ta aHaii3 morepenHix gocBimiB. lle cmpuse
dbopMyBaHHIO OUIBIIT €(PEKTUBHUX METOJIOJOTIA PO3pOOKH, MiHIMI3AIli PHU3UKIB 1
1BUIIICHHIO 3aTAJIbHOT €()EKTUBHOCTI MPOIIECIB.

3acTocyBaHHSI HEHPOHHUX MEPeK Yy CTBOPEHHI TEXHIYHOI0 3aB/IaHHS .

AHani3z Benukoro oOcsry iHdopMarii: Helpomepexi oOpoOJISIIOTH JaHi 3
MOTEpPEIHIX TMPOEKTIB, BHOKPEMIIIOIOTH KJIOYOBI MOMEHTH, BHUMOTH Ta OCOOJHMBOCTI
TeXHIYHUX pimeHb. Lle mae 3mory QopMmyBath aeranizoBaHl TEXHIUHI 3aBIaHHS, IO
IPYHTYIOTHCS Ha peaIbHUX JaHUX 1 YCHIIIHUX JOCIIIaX.

Binbip ximro4oBUX BHMOT: HEHpOMEpexki aHaTI3yIOTh TEKCTOBY iHGOpMaIliio 3
MOTIEPETHIX TEXHIYHUX 3aBJIaHb, BUIUISIOTH KJIFOYOB1 BUMOTH Ta IMapaMeTpu npoekTiB. Lle
MOJIETIIYE TPOLIEC CTBOPEHHS TEXHIYHOTO 3aBJIaHHS, Ja€ 3MOTY 30CEpEIUTUCS Ha
HAaWBaKJIMBIIIUX ACTIEKTaX MPOEKTY.

HanmanHs mIHHMX pEKOMEHMAIiii: HAa OCHOBI JaHWX IIPO IIOMEPEIHI IMPOEKTH,
HEeHpoMepexi HaNalTh IIHHI PEKOMEHAAIll IM0J0 CTPYKTYpH Ta 3MICTY TEXHIYHOTO
3aBmanHs. e migBuIye SIKICTh 1 TOBHOTY TEXHIYHUX 3aB/IaHb, MOKPAIIye€ KOMYHIKAIIIIO

MDX KOMaHJO0I0 pO3pOOKH Ta 3aMOBHUKOM.

TecTyBaHHSI MPOrPaMHOro 3a0e3Me4YeHHS 32 J0IMOMOI 00 HEHPOHHUX MEpexK:

14
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Puc.1.6- llTyuyna HelipoHHa Mepexa

Hetipomepexxi BHUKOPHCTOBYIOTBCS JUISI CTBOPEHHS CHCTEM aBTOMATH30BaHOTO
TECTYBaHHS, 10 JIa€ 3MOTY BUSBUTH ACPEKTH B KO Ta 3aM00IrTH MOXKJIMBHM TTOMIJIKAM.
Ile ckopouye uYac, HEOOXIMHMH IS PYYHOrO TECTYBaHHS, 1 TOKpaIlye 3arajbHy
CTaOUTBHICTD MPOTPAMHOTO TIPOIYKTY.

Hetipomepexi npoBOJATH aHali3 KOAY, BHUSBISIOTH TOTEHIIIMHI TMOMMJIKH 1
BPa3JIMBOCTI, 1[0 CHpPHsIE MOMIMIIEHHIO AKOCT1 mporpamHoro 3abesnedenHs. Lo, cBoero
Yeproro, MiJIBUILYE HATIHHICTh KOAY Ta 3MEHIIY€E PU3UK BUHUKHEHHS KPUTHYHUX 300iB y

MpoIieci eKCIuTyaTartii.

Puc.1.7 - TectyBaHHSI HEPOHHUMH MEPEKAM KOPUCTYBaYaMHU

3acTocyBaHHS HEMPOHHUX MEPEK Y TECTyBaHHI JIONIOMAarae BHUSIBISTH W yCyBaTH
npoOJieMH, K1 MOTJIU O 3aJIUIIUTHCS HETIOMIYEHUMH 33 TPAAULIMHUX METO/1B TECTYBaHHSI.
Lle cripusie cTBOpEeHHIO OUIbII HAJIHHOIO MPOrPAaMHOTO 3a0e3MeUYeHHSs, TOKpaIly€e JOCBi/

KOPHUCTYBaUiB 1 3HI)KYE PU3UKU TEXHIYHUX 300iB.
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IHopiBHsSIHHA nMepeBar Ta He0JIiKIB BUKOPHCTAHHA HEHpOMepeK:

IL1rocu HeiPOHHMX MepexK:

Bucoka edekTuBHICT, Yy pO3B'A3aHHI CKJIAJHUX 3aBIaHb: HEHpoMepexi
JEMOHCTPYIOTh YHIKaJbHY 3/IaTHICTh PO3B'SI3yBaTH CKJIQ/IH1 3aBJIaHHSI, B IKUX TPaJAUIlIHHI
METOJM MOXYTh BHUSBUTHCS Hee(EKTMBHMMHU. IXHS 3/aTHICT BHSABIATH CKJIajHi
3aKOHOMIPHOCTI B JaHUX POOUTH iX MOTYKHUM IHCTPYMEHTOM Yy Tally3sX, TaKUX SK
po3Ii3HaBaHHs 00pa3iB 1 aHAI3 TEKCTIB.

HaBuaHHs Ha OCHOBI JaHWX: HEHUPOHHI MEpEeki MOXYTh HAaBUATHUCS Ha OCHOBI
HasBHUX JJAHUX, aBTOMATUYHO aJIANITYIOTHCS JI0 3MiH 1 TOKPAIIYIOTh CBOO MPOAYKTUBHICTh
3 TUIMHOM 4Yacy. BoHM 3maTHI €(DEKTUBHO pPO3B'I3yBaTH 3aBAaHHS, HABITh SKIIO BOHU
OB’ s13aH1 3 MOCTIMHUMU 3MIHAMH Y OTOYIOIOUOMY CEPETOBHIIII.

MiHycH HelipOHHHUX MepesK:

BukopurcTaHHS BEIMKOTO 00CSTY IaHUX: HEHpOMEpEKi BUMAararoTh BEJIMKUX JTAHUX
JUIsl €PEKTUBHOTO HABYAHHSA. Y JESKUX BUMAJKaX, 0COOJMBO B MEIUYHUX a00 HAYKOBHUX
rajny3sx, 3a0€3MeUnTy TaKuii 00CT TaHUX MPOCTO HEMOKIIUBO.

CkIagHICTh Y PO3YMIHHI: apXiTeKTypa HEUPOHHUX MEPEX MOXKe OyTH CKIIATHOIO
JUIS. PO3YMIHHSI, HaBITh JUIS JOCBIMYEHUX (haxiBIiB. YHACIIIOK IBOTO YCKIATHIOETHCS
IpoIIeC HAJIAIITYBAHHS Ta IHTEPIpETaIlii pe3yabTaTiB, a 3AaTHICTh IPAIIOBATH K "YOPHHIA
SIMUK" YCKIIATHIOE TTOSICHEHHS IPUHHATHX PIICHB, 110 MOXKe OYTH IIPOOIEMOIO.

BincyTHICT MOSICHEHHS pillIeHb: HA BIIMIHY BiJl KITACUYHUX METO/IIB, HEHpOMEpexki
HE 3aBXIM HAJAI0Th 3pPO3YMUII MOSCHEHHsI CBOIX pimieHb. Lle Moxke OyTH KpUTHYHO B
3a/ayax, 7€ BaKIWBO PO3YMITH JIOTIKY NPUUHSITHX PIlIeHb, HAMPHUKIAA, Y MEIUYHUX
IlarHo3ax.

He3Baxkaroum Ha 3a3HAaueHi HEAOJIKM, BUKOPUCTaHHSI HeWpoHHuUX Mepex B IT 1
PO3pOOIIi MPOTOBKYE 3POCTATH, OCKUTHKH TXHS 3JaTHICTh IO BUPIIIICHHS CKJIATHUX 3aBJaHb
Ta ajanTallis 10 TMHAMIYHUX YMOB Ha/Ia€ 3HAYHI MEpeBard B Cy4aCHOMY CBiTi TEXHOJIOT1H.

Takox 11e ckopouye gac /it poOOTH TICHs aHali3y 3a/1a4i, 00 HepoMepeKa MOKe
BUKOHATU PsJ Al sIKI NPUIIBUAIIATH MPOLIEC PO3POOKH MPOrPaMHOrO KOAY Ta ILUIAH

po3TauryBaHHs 00'€KTIB MOJS TPH.
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1.2. IITy4yHuii iHTeJIeKT Ta HOro BUKOPUCTAHHS B PO3po0ii MPOrpaMHOro

3a0e31meYeHHs

Puc.1.8 — H_IquHH iHTeMeKT

M tyunnii inTenekT (II) — e rany3p iHPOpMATUKH, SIKa 3aHMAETHCS PO3POOKOIO
IHTCJICKTyaJIbHUX MAaIllWH, 3JaTHUX BUKOHYBAaTH 3aBJaHHS], SKi 3a3BUYal MOTPEOYIOTH
JIOACHKOTO 1HTEIeKTy. CHCTEMH MITYYHOTO 1HTENEKTY CTBOPEHI JUIsi HABYaHHS Ha JIOCBiJi,
pO3MI3HABaHHS 3aKOHOMIPHOCTEHM 1 yXBaJIeHHS pillleHb HAa OCHOBI BXIOHUX naaHuX. L1
CUCTEMHU MOXHa HABYUTH BHKOHYBATH IICBHI 3aBIaHHS, HANPUKIAJ, PO3Mi3HABATH
300paXeHHs, PO3YMITH NPHUPOJHY MOBY abo0 TpaTd B Irpu. TEXHOJOriA IITYy4YHOTO
THTEJIEKTY OXOIUTIOE ITUPOKUI CIIEKTP METO/1IB, BKIIFOUAI0UM MAITUHHE HaBYaHHS, 00POOKY
IPUPOJHOT MOBH, pOOOTOTEXHIKY, EKCIIEPTHI CUCTEMH TOIIO0. MeTa TOCIIIKEHb ITYYHOTO
IHTEJIEKTY TOJIATaE B TOMY, 11100 CTBOPUTH MAIIIMHU, sIKI MOKYTh MIPKYBaTH, PO3YMITH Ta
HABYATHUCS, SIK JIFOIH, 1 BAKOPUCTOBYBATH 111 MOXKJIMBOCTI JIJISl TOKPAIEHHS JKUTTS JIFOICTBA
Ta BUPIMICHHS CKJIATHUX TIPOOJIEM.

VY OuIbIIOCTI BUIMAJKIB aJTOPUTM PO3B'SI3aHHS MPOOJIEM HEBIIOMHI Hamepes.
TouHoro BU3HAaUEHHS ITi€] HAYKH HEMAE, OCKUTBKHU y (itocodii He po3B'sI3aHO TUTAHHS TIPO
OpPUPOAY 1 CTaTyc IOJICBKOTO IHTENEeKTy. Hemae 1 TOYHOTO KPHUTEPII0 JOCSITHEHHS
KOMIT'FOTEPOM «PO3YMHOCTI», XO4a Tepej ITYYHUM IHTEeIEKTOM OyJo 3amporoHOBAHO
HU3KY TIMOTE3, HANpuKiaja, TecT Tropiara ado rimore3a Heroemmna-Caiimona. Huni icHye
0arato MAXOAIB AK 10 PO3YMIHHS 3aJad IITyYHOTO IHTEJEKTY, TaK 1 JI0 CTBOPCHHS
IHTEJNEKTyaJIbHUX CUCTEM.

Le nocaraeTbes MIITXOM BUBUEHHS 3aKOHOMIPHOCTEN pOOOTH JIFOICHKOTO MO3KY Ta
aHai3y KOTHITMBHUX IponeciB. Pe3ynbratoM I1UX JOCHIKEHb € po3poOkKa

IHTEJIEKTYaJbHOT'O MPOrPAMHOTr0 3a0€3MEUEHHSI Ta CUCTEM.
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I € BaxJIMBOIO CKJIAJAOBOIO 0araThOX CY4YaCHUX TEXHOJIOTIM Ta Ma€ IIMPOKUI
CIIEKTp 3acToCcyBaHb. OCh JIE€SIK1 KIIOUOBI acleKTU Ta 00acTi Bukopuctanus LIII:
Oo6podxa npupoanoi moBu (NLP):
BukopucroByeTbes y yaT-00Tax, nNepekiaiayax, CUCTEMax po3Mi3HABaHHS MOBU Ta
TOJIOCOBUX IOMIYHHKAX, TaKuX K Siri abo Alexa.
Text

Video Audio
i % | Entity
Extractior
NLP \ )
O Sentiment
Analysis
xh

Raw Language
Processing

Relationship [ 81_" -

Extraction ‘ L 8 '
Topic . -
Classification ‘ '

-

G

Puc.1.9 — Bukopuctanust NLP
Komn'torepumii 3ip:
BukopucroByeThcss i1 po3mizHaBaHHS — 00JM4Y, OOpOOKM 300paxkeHb, B

ABTOHOMHMX TPAHCIIOPTHUX 3ac00ax JIs1 BUSIBJICHHS MEPEIIKO] Ta BUSHAUCHHS MapIIpyTYy.

r Al

oo QD ....?.\

¢ Hasap  Face ID i kop ponycky

e
(gl

BWKOPMCTOBYBATM FACE ID ANS

BigMukaHHs iPhone

iTunes i App Store

lamaHeup i Apple Pay

ABTO3aMN0BHEHHS Naponis

IHWi nporpamu 2 nporpamu

iPhone mo nisHaBaTH yHiKansHi TOHBUMIpD

A AnA G 2YHOrQ
[OCTYAY Ao Nporpam Ta nnatexis. Mpo Face ID
iMpHBaTHICTE..

HanawryeaTw iHWY 20BHILUHICTL

-

Puc.1.10 - Bukopucrtauus Face ID
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IrpoBa inaycrpis:
I ctBoproe peanictuunux NPC, aganTye ckiIagHICTh TpU A0 PIBHS TpaBli,

J0TIOMarae BUSIBJISITH IIaXpaiB Ta MOKpAIlye 3arajlbHUI iIrpoBUI JOCBII.

Puc.1.11 - IIpuxnax ctBoperns NPC
AHAJI3 1aHUX:
[T anaizye BenrKi 0OCSATH TaHKUX, BUSIBIISE€ 3aKOHOMIPHOCTI Ta TPEHIH, I0IIOMarae

y IpUAHATTI pillieHb B O013HeC1, HayIll Ta Iep)KaBHOMY YITPaBJIiHHI.

=rr> v r rrrhr

A
A
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A
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A

Puc.1.12 - Anam3 magux 11
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IlepeBaru Bukopucranus III:

Aptomatuzamis: Il go3Bonsie aBTOMaTW3yBaTU PYTUHHI Ta CKJIaJHI 3ajadi,
3HIKYIOUYM OTpe0y B py4HIid mpari.

BunkicTe 1 epextuBHicTh: LI Moxe 00pobsATH BennKi 00CsITH JaHUX HabaraTo
MIBUIIE, HDK JTIOAUHA.

Tounicte: ¥ Oaratbox Bumaakax Il 3a0e3medye BUIY TOYHICTH 1 MIHIMI3YE
KUIbKICTh TTOMHJIOK.

[TpuBatHicTh: Bukopuctanns LI xs 300py Ta aHaNi3y TaHUX BHKJIUKAE MUTAHHS
po KOH(D1IeHLIHHICTh 0CcOOUCTOT 1H(pOpMaLii.

be3pobiTTs: ABTOMaTH3allis MOKe IPU3BECTU 10 BTPATU POOOUHX MICIIh Y JEIKUX
CEKTOpaXx.

Etnunicts: [Ipuiinarta pimens Ha ocHoBI LI moBUHHO OyTH €TUYHUM 1 TPO30PUM,
100 YHUKHYTH JTUCKPUMIHAIIT Ta HECTIPABEIJIMBOCTI.

I mpomoBX)ye aKTUBHO PO3BUBATHCS 1 IHTETPYBAaTHUCS B Pi3HI cepu HaIoro
KUTTS, poOJITUN HOTO OLIBII 3pYyIHUM Ta €(PEKTUBHUM.

Poas HII B po3po6ui I13:

[rygnuit iHTenext (ILI) Bimirpae BakJIUBY podb y pO3pOOIll MPOrpamMHOTO
3abe3neuenns (I13), mokpamyroun eQEeKTUBHICTh, TOYHICTh 1 IIBHAKICTH MPOLIECY
po3pobku. Och KilIbKa KIIOYOBUX cO0c00i1B, sk I1II BUKOpHUCTOBYETHCS B 111 TaTy3i:

1 ABTOMaTH3aIlisg KOTyBaHHS

ABro3anoBHeHHs kKoxy: IHctpymentn Ha ocuoBi LI, Taki sk GitHub Copilot,
MOXKYTb MTPOTIOHYBATH aBTO3aIIOBHEHHS KOy, 3MEHIITYIOUH KITbKICTh PyTHHHOI pOOOTH Ta
MABUIIYIOYH MPOAYKTHUBHICTH PO3POOHUKIB.

I'enepanis koxy: 1111 Mmoske aBTOMaTHYHO TreHEPYBaTH KOJ HA OCHOBI OIMCY 3aBIaHb
a00 creru@ikallii, mo TPUCKOPIOE MPOIIEC PO3POOKH.

2. TectyBanns 113

ABtomatu3zamis tectyBanHs: LI Moxe aBTOMaTHYHO CTBOPIOBATH Ta BUKOHYBATH
TECTOBI ClIeHapii, 3a0e3NeUyr04H OLIbII IMUPOKE TOKPUTTS TECTAMU Ta IIBUIIE BUSBICHHS
TTOMUJIOK.

Amnaniz nomuiok: LI nonomarae ineHTH(IKYBaTH KOPIHHI MPUYUHHU TOMMIIOK 1
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MIPOTIOHYE CIOCOOM 1X YCYHEHHS, 1110 CIIPOIIY€E TMPOLIEC BITAJAKH.

3. AHani3 BUMOT 1 IUIaHYBaHHS

O6po0dka npupoanoi mou (NLP): IIII moxe anamizyBatu Bumoru g0 [13, Hanucani
MPUPOAHOIO MOBOIO, 1 IEPETBOPIOBATH iX Yy TEXHIYHI 3aBJIaHHS.

[Iporno3yBannsa: Il moxke anamizyBaTHM ICTOPUYHI JlaHI OPO MPOEKTH, 100
MIPOTHO3YBATH TEPMIHU BUKOHAHHSI, OFO/KET 1 MOXKIIUBI1 PU3UKHU.

4. TlinTpumka Ta 00CITyroByBaHHS

Yar-6otu: Ill-yaT-60TH MOXYyTh 3abe3nedyBaTd MIATPUMKY KOPHUCTYBayiB,
BIJITIOB1/IaTH HA MTUTAHHS Ta JIONIOMAaraTH BUPIIITYBAaTH MPOOJIEMHU.

Ananiz gyoris: LI ananizye »xypuamu poOGortu I[13, BusiBisgroun aHomaimii Ta
nepeadavyaroyr NOTEHI[1HHI 3001.

5. be3neka

Busisnenns BpasznuBocteii: Il moxe aHamizyBatu KOJA 1 BUSIBISTH MOTEHLIHHI
Bpa3IMBOCT1 O€3IeKH, JOIOMararym 3arnooiratu kibeparakam.

Momnitopunr 3arpos: LI anamizye MepexxkeBuil Tpadik 1 MOBEIIHKY CHCTEMH,
BUSIBJISIIOUH IT1103p1TYy aKTUBHICTh Ta pearyruu Ha MOTEHITIHHI 3aTpO3H.

6. OnTuMmizarlist MpoIieciB

VYupasninas npoekramu: I moxxe ananizyBaTu 1aHi Ipo MPOEKTH 1 MPOMOHYBATH
ONTUMAJIbHI IUISIXM X BUKOHAHHS, BPaXOBYIOUH PECYPCH Ta TEPMiHHU.

Amnani3z mpoayktuBHocTi: Il aHanmizye mpoayKTHBHICTH PO3POOHUKIB 1 KOMaH]I,
JOTIOMararo4yu BUSBUTH 00JIACTi ATl TOKPAIICHHS Ta ONTUMI3allii MpoIieciB PO3pOOKH.

[Tpuknaau iIHCTPYMEHTIB Ta TIATPOPM

GitHub Copilot: IacTpymeHnT s aBTO3amoBHeHHS Koay Ha ocHosi I,
po3pobnennit GitHub y crmiBmparii 3 OpenAl.

Snyk: Ilmatdhopma nns Gesmeku komy, ska BukopuctoBye LI mms BusBieHHS
BPa3IUBOCTEHN y KOJIi Ta 3aJICKHOCTSX.

SonarQube: [HCTpyMeHT auis aHami3y Koy, skuii BukopuctoBye L1 nms BusiBieHHS
MMOMWJIOK, BPA3JIMBOCTEN Ta TIOKPAIICHHS SIKOCT KOTY.

IIII cTtae HeBiA'€eMHOI0O YAaCTHHOK Tipoliecy po3poOku II3, pomomararoum

pO3pOoOHMKaM CTBOPIOBATH OUIbII HAJlIMH1, O€3MeuHl Ta €EKTUBHI TPOTPAMH.
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1.3. Onmc icHyr040ro aHaJ0ry NnporpaMHoOro npoayKTy

Brick ball

Sk onHa 3 HalinmonysipHiMX 1rop y cBiTi, Bricks Ball Crusher 3a6e3neunts Bam
HECKIHUYEHHE 3aJI0BOJICHHA. ['pa MICTUTh NECATKU THCSY AOOpE MPOJAYMaHUX PIBHIB 1
noHaa 200 OJ0KIB HABUYOK 1 KyJIb HABUYOK, SIKI BU MOXKETE JOCHIKYBATH, & TAKOX
pi3HI pEeXUMH BUIPOOYBaHb, Taki AK "pexxuMm nopATyHKy"'. Ha mo Tu yekaem?
CrnpoOyiiTe BUKOPUCTATU MOTY>KHUI M’ 514, 00 NPULUIMTUCS 1 CTPUISATH LUETJIMHAMH,

1100 BIIYYTH YapiBHUM CBIT JIKBIIAIII].
OpuriHaJbHICTH IPH

['pa Bimpi3HAETHCS ACKPABUMHU KOJBOPAMHU Ta BECEIIOI MY3HKOIO. X0ua B Ipi €
pexiama, i MOYKHa MPOMYCTUTH MPUOIU3HO Yepe3 M'sITh CEKYHI, 00 SKHANIIBU/IIIIE
MOBEPHYTHUCS J0 TpU. Y TPl € KUIbKA PIBHIB, KOXKEH 3 SIKUX BKIIOUa€ OUIbIIE IETJTMHOK
1 6utbIIe TpyAHOIIIB. Ha KOXKHIM 1EerInHI € HOMED, 3a SIKUH HapaXOBYIOThCS OKYJISIPH.
€nuHe, MO NOTPIOHO POOHTH, - 1€ TIEpPEeMIIaTH KYJIbKY B HUKHIA YacTHHI €KpaHa,
HAIPABJISIOYN CTPUIKY TYAH, KyJd BOHA IMOBUHHA MOTPANUTH, a MOTIM HATHUCKAIOUU
kHonKy Enter, 100 3amyCTUTH KYJIbKY.

Haiiyactimme omna kyns BuOuBae Oulblly dacTuHy nernd. OpgHa Ky
NIEPETBOPIOETHCS HA JEKUIbKaA, OCKUIHBKA BOHA MPOJIOBXKYE BIAPATHUCS 00 Kpai eKpaHy,
110 30UIBINYE IIAaHCH 30MTH OUTBIIE HEeTIu 3a oauH pa3. 1106 mepeliTn Ha HacTymHUN
piBEHb, TOTPIOHO OYMCTUTH TPY Bif LeTIH. € CTPUIKA, TKa MOXKE 3yITUHUTH M 'S4, SKIIO
’KOJTHA 3 IIETJIM HE TIOTPATUISE B ILJIb.

Crovatky micyisg BIAKPUTTS TPU MU TOTPATIIIIEMO 10 MEHIO, Jie 0a4nMO KHOIKH

3allyCK, MYJIBTHIUICEp Ta pEIaryBaHHs MYy3UKd Ta 3BYKiB y Tpi (puc.l.14)
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Puc. 1.14 —T'onoBHe MeHIO
I'paBens skuii moTpamsie 10 MeHIO BHOOpY piBHIB, 0aUWTh €KpaH SKUM HOMY
MOKa3ye CKUTHKH PIBHIB BiH BXK€ BUKOHAB, 1 3 Ti, III0 BUKOHAH1 B Ma€ MPaBO MPOUTHU IIIe
pa3 skio 3abaxae (puc. 1.15), Takoxx st KHOTIKa TOBEPHEHHS /10 TOJIOBHOT'O MEHIO.
PiBHI siki HE MOCTYymHHI IpaBLEBl, 3aKPUTI 3aMOYKaMU, 3HU3Y BiJl HUX € TPHU

KPArKH sIKi I03HAYal0Th KiIbKICTh cTOpiHOK piBHIB (Puc.1.16).

€ SELECT LEVEL

Puc.1.15 — Bubip piBHIB 32 BIacHUM Oa)KaHHSIM
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€ SELECT LEVEL

Puc. 1.16 — Menro BuOopy piBHIB

Expan 6e3mocepeiHbO camoi rpu
['paBers moTparisie 10 €KpaHy naHOi rpH, i 1m0 X BiH O0auuth? [lepen HUM
3'ABIISIETHCSL €KPaH i3 300pakeHHSM caMme JaHOTO Ms4a, SIKUH 1 € TOJOBHOI 30po€to
HAIIIOTO T'PAaBIIS, JAHUW MY CTOITh Ha MIaTdopMi. 3BEpXy TpaBellb 0a4uTh TaOIUITIO
pekopay ska Oyae 3MIHIOBaTHUCH ITICNIS KOXHOTO HOTO Kpamioro pe3yipTraTy 3a
nonepeaniii. Ilo cepenuni Tabno 3ammcy pe3ynbTaTy caMe 3a HUHIIIHIO CECito, 1 3

npaBa 311iBa KHomka “raysa”(Puc. 1.18).

Puc.1.17 -Expan Oe3nocepeHb0 camoi Ipu
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[Tay3a
[Ticas HaXaTTA KHONKU May3H rpaBelb MO0AYUTh L€ OJHE MEHIO B IKOMY MOXHa
Oyzne penaryBaT 3BYK(BKJI\BHKI), KHOKY 3aKpY4EHOI CTPLIKH, sika OyJae O3HAYaTH, IO
MO>KHA [MOYATH PIBEHb 3aHOBO, TAKOX KHOKY MOBEPHEHHS 10 BUOOPY PIBHHIB 1 IPOBXKEHHS

JIaHO1 TPH.

[s][s][s] [s][s][s]
wlwl wlwlo oW

PAUSED

Puc. 1.18- [Tay3a
TecTyeMo IPOAYKT sIK TPaBeIlb
[Ticnsa movarky rpu Oyje 3amycKy rpu Oyje 3amyIleHo Yepra IIapukiB sSki OyayTh
JIETITH OJMH 32 OJHUM JI0 ITUT1 B Ky BM iX Hanpasute (Puc. 1.19). Onun map npu 3iTKHEH1
3 KyOOM 3 HOoMeparli€ro Oy/e 3HIMaTH | MOKa3HMK, ajie BIICKOUYUTH BiH MOXKE TaKOX 1 BiJl

CTIHKH moJeTiBiu B inmr kyoukn (Puc.1.20.).

Puc. 1.19 — Bt Kyp0K B OJIOKH YnCen
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Puc. 1.20- BigmroBxyBaHHs Ta 3MEHIIIEHHs] HOMepaIlii Ha OJI0Kax
MexaHika KO)KHOTO PiBHS
[Ticnst TOTO SIK MapH BAAPSIOTHCS B OJIOKH 3 YHCIaMH, BOHH TATHYTHCS 10 HHU3Y, i
KOJIM TIepe/] HUMU 3aKiHIYIOThCS OJIOKH BOHH JICTATH 10 HUKHBOT TIAT(HOPMH, 10 3aHITHIA
CTaHJapTHE CBOE MOJIoKeHHS. [TiciIsi KOXKHOTO TOCTPUTY IIapHKiB, OJOKU K1 3AJIMIIHIUCH
HE 3HW)KCHHMH OIYCKaIOThCS Ha OJHY KIITHHKY 10 HU3Y. TakoX B IIPaBOMY HIKHBOMY
KyTKy MU Ma€MO CTPIJIOUKY, 32 JJOTIOMOTOFO SIKOT MOKEMO HE UeKaTH, a JaTH HEHpOMepexKi

BUpPAXyBaTH MPUOIU3HE 3HMKCHHS 0J10KiB (puc. 1.12).

[sifsifs] [s]ls]s]
[10][r0]]w]

Puc. 1.21 — 3mina moso>keHHsI OJIOKIB IMICIIS TEKIUTBKOX TTOCTPLJIiB

[TpoxomxeHHs piBHS A0 KIHIA
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TyT B Hac € 2 BapiHTH 3aKiHYEHHS I'PHU:

1.PiBenb He mpoiigeno. Komu Bci OJIOKM OMYyCTATHCA 10 PIBHA Ms4a 1 MU iX HE
3MOXKEMO 3pyilHyBaTH, Le Oyae O3Ha4aTh Nporpaml rpaBUsd HAa JAaHOMY e€Taml, 1 BiH
no0aYnTh MOBIIOMJIEHHS MPO MOPa3Ky B AAHOMY PIBHI, 13 3alIPONIOHOBAHMMU BaplaHTaMu
1o1aJ1bIoro po3BuTKy (Puc.1.22).

2.PiBennb npoiigeno ycnimno. Koy Bci 6;10ku Ha 1o Oy/e 3pyiHOBaHO, rpaBellb
no0ayuTh TOBIAOMJIEHHS 3aKIHYEHHS PIBHS 3 MOAAJIBIIMM IMEPEX0J0 Ha HACTyNHUH
piBenb.(Puc.1.23)

Takoxx B MeHI0 BUOOPY piBHIB OyJ/ie BIAKPUTO L€ OJMH JIOAATKOW piBEHb, 1 TOMI

rpaBellb Oy/Jie MaTu paBo BUOOPY Oy/b SAKOTO 3 JOCTYMHUX oMy piBHiB.(Puc.1.24).

* [E
3] n]

|

TEAET EVIFED

LEVEL 1
COMPLETED

Puc. 1.23 — I'paBers gocsr ycmixy i mpoMNIIOB piBeHb
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Puc. 1.24 — mento BuOopy piBHIB 3 HOBUMHU BIIKPUTUMH
3 KO>)KHUM TOAQNIBIINM PIBHEM CKJIAIHICTh 30UTBITY€ETHC:

1. 3saBnsi€ThCS 3aXHCHA CTiHA, Ky HE MOXHA MPOOUTH, TUM CAMHM PHU3UK MOPA3KH
3pocrae (Puc.1.25).

2. Po3mimienns 6710kiB ctae Bce Ommkue 10 miardopmu 3 mssueMm (Puc.1.26.)

3. KinbkiTh ynapiB sKy MOTpIOHO HaHECTYy B OJIOK TEX 3pOCTAaE, 1 TOMY TPaBIO
TOBEJIETHCS MPUYMYBATH Pi3HI KYyTH MOCTPUTY, IS €(PEKTHUBHIIIOIO PE3yJbTaTy
(Puc.1.27.)

490

Puc.1.25 — Ms4i BapsioThes B 3aXHCHY CTIHY sIKa OMYCKAETHCS 0 HU3Y
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Puc.1.26 — biioku po3mileHi Habararo 6Jux4e 10 iatGopmMu 3 MsiueM HDXK paHilie

BEST
2025 2025

Puc.1.27 — bnoku MaroTh OUTBITY YMCETBHICTh Hi HA TIOTIEPEIHIX PIBHIX

Takox ciig mobayuTH T€ 1110 PEKOP]l BCTAHOBJICHUN HAa MOMEHT OJIHIET 1 Ti€T XK

cecii Oye 30epiraTics 10 MOMEHTa TOBHOTO OHOBJICHHs rpu(Prc.1.28)
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Puc.1.28 — 36epexeHHs irpoBOro pekopay

1.4. Anani3 iHcTpyMeHTANbHUX 3ac00iB rpadikmn

[lepen mouaTkoM poOOTHM HAJ TMEBHUM IPOTPAMHUM MPOIYKTOM HEOOXiTHO
NPOBECTH aHaNi3, KU MPOrpaMHUI IHCTpYMEHTapiii BaM MOXE 3HAJIOOUTHCH IS
BUKOHAHHS IIOCTaBJICHUX 3aBAaHb. TaK SK TPAKTUYHOIO YACTHHOK  MOET
KBaidikaliifHoi poOOTH SBISEThCA Tpa. Po3riasHeMo 3 SKMX OCHOBHMX YacTUH 1
KOMITOHEHTIB BOHA CKJIAJIA€ThCA, ISl TOTO 11100 BUOpATH porpaMHe 3a0e3neYeHHs ISt
noJanbIioi po3podku. Bigeorpa ckiagaeTbcss 3 2 OCHOBHUX YacTHH, 1€ Bi3yaibHa

yactuHa (rpadika rpu) Ta mporpamua (IporpaMHHUi KO I'PK).

[Tepen BuOOpOM IHCTPYMEHTIB ISl pO3POOKH HEOOXITHO BU3HAUYUTHCH 3 SIKUM
TUroM rpadiku Oyae T poOoTu. PosrisHemMo OUIBII NEeTaTbHO SKi BUAW Tpadiku
icHyroTh. Takox He Oyne 3a0yBaTu mpo BUOIp rpadiku, Ha JaHOMY eTari y Ha Tpdika
2D na matdopmi Unity 3D. Po3pi3HSIOTE TpU BUAH KOMII'TOTEPHOT rpadiku: pacTpoBy
rpadiky, BekTopHy rpadiky i ¢pakraibHy rpadiky. PactpoBy rpadiky 3aCTOCOBYIOTH

py po3po0Ili eNEKTPOHHHUX (MYJIBTUMEIIMHNX) 1 TONIrpadiYHIX BUIAHb.

Ha BimMiny Bim pactpoBoi rpadiku, B sKii 300paxeHHs (GopMyeThCcs 3
CYKYMHOCTI TOYOK, B BEKTOpHIN Tpadimi 300pakeHHS SBIsSE€ COOOI CYKYIHICTH
MPOCTUX €IIEMEHTIB: TPSIMUX JiHIA, Jyr, KiJ, €JINCiB, NPSIMOKYTHHUKIB. SKi
Ha3uBalThCA rpadiunumu npumituBamu. [lonoxenns 1 popma rpadiyHUX TPUMITHBIB

32/1aI0THCS B CUCTEM1 KOOPJMHAT, MOB'SI3aHUX 3 EKPAHOM.
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O®pakranbHa rpadika, K 1 BEKTOpHA, - O0OYUCITIOETHCS, alle BIAPI3HAETHCS TUM,
10 HisKi 00'eKTH B maM'aTi KOMI'IOTEpa He 30epiraeThesi. 300paxeHHs OyAy€eTbCs 1O
yOpaBJIiHHIO, TOMY HIYOTO0, KpiM dopmynu 30epiratu He Tpeda. 3MiHa KOe]illl€EHTIB B
PIBHSIHHI JI03BOJISiE OTPUMYBATH a0COJIIOTHO 1HILY KAPTUHY.

1.5. 3agaui 1,19 BUKOHAHHSA

Ham npoaykt 6yne ¢hopmyBaTuCs Ha OCHOBI )KaHPY Ka3zyajibHa rpa. BoHa Takox
MOXKE KBallipiKyBaTH SIK apkKaja, aJpke BOHAa po3paxoBaHa Ha OyIb SIKY BIKOBY
KaTeropito JIt0IeH BIH JITEH 10 JOPOCIHX.

I'pa Ha BiIMIHY BiJl aHAJOT1ii MaTUMa PEKUM MYJIbTHUILIEEPA, 1100 MOXKHA OyII0
BUHECTH 11 HA OUTBII MHUPOKY ayAUTOPIIO.

CTBOPIOEMO MEHIO I'pH 3 sIK OMora Ouiblie QYHKIIISIMU, I 3pYYHOCTI
KOpHCTYBaua, 11100 oMy OyJio mpocrTiiie po3iopatucs B GyHKIIOHATT MallOyTHEOTO
POAYKTY.

CTBOpUTH BAIIOTY SIKY I'paBlli Oyay 3apoOJaTH Ha MPOTSA31 TOTO K BOHU Oy1yTh
rpaty, o0 B MOAAJBIIOMY alTPEeUIUTH CBOI HABUYKH 1 T/I.

Jonatu ¢pyHKIIIFO Mara3uHy, oo KOPUCTyBay MII' BUKOPUCTOBYBATH MEPEMOXKHI1
OYKH 200 BAIIOTY IrPOBY JUIS 3aKYMiBIIO €(EKTIB MOCUJICHHS TIEPCOHAXKY 1100 MaTH Ha
MOYaTKy BXKE TEpeBary Haj OIIOHEHTOM

TexHoOoT1i CTBOPEHHS

1. Po3poOka KOHIIEMIIii:

BIK KOpUCTYyBaya.

BUJ] TPHU: PO3BaXkKalibHA, PO3BHUBAIOYa, HABYAJIbHA, KOMIUJICKCHA.

2. Po3poOxka agpecHHX BUMOT JI0 TPH:

JI0 CIICHApIIO.

JI0 IrpOBOTO CEPEIOBHIIIA.

1o rpadika rpu.

3. Hammcannus cuenapito:

CTBOPEHHSI CIOKETHO1 KAHBHU

B cTtBOpEeHHI npouiecy rpu Mu camo co0oro Bukopuctaemo I gas Toro, mod BiH
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TaM peajizyBaB TeHEepallilo ClieHapito ClieHapiil Ka3yalbHOI IPH.

CTBOpEHHS I'pU 3aBXKIH MOYMHAETHCS 3 17I€1, iKa Oy/ie MOKJIaJeHa B OCHOBY BChbOTO
HACTYMHOIO CloXeTy. JleTaini 1iei 11e1 MOXKyTh 3MIHIOBAaTHCH BiJl Ipad1YHUX TEXHOJIOT1H 10
rJ100aJIBHOTO CETUHTY.

[Ipouiec cTBOpEHHS T'pU €BOJIOLINHMI. 3a Yac ICHYBaHHS MPOEKTY MOXKYTh KUIbKa
pa3iB 3MIHUTUCh OCHOBHI MOMEHTH I'pH (HABITh JKaHp), a TaKoXK JpiOHimI HioaHcH. 1106
rpa Oyna criiika y mporpamyBaHHI MOTpiOHa MinHa KoHieniis. CTBOpEeHHsI KOHIICMIIii
MOJKe OyTH moeTarmHuM mpoiiecoMm . Hacammepen citifi CTBOPUTH KOHIICTIIIIIO, a BXKE TIOTIM
NEePEXOUTHU JI0 11 peatizalii.

[epm 3a Bce mMOTPiOHO BU3HAYMTHUCS 3 OCHOBHOIO ife€to. ['0J0BHA ies BU 3HAYae
npocTip A MaiOyTHBOT poOOTH. MOKHA TTPOBECTH aHAJIOTII0 MK KOHIICHIIIEIO MPOCKTY
Ta TAKUM MATEMaTUYHUM IMOHATTSM, K 0a3uc — HaOip BEKTOPIB, SKi OJTHO3HAYHO 3aJ1aI0Th
npoctip. CTBOPEHHS KOHIEIIIII TPy — 1€ CKIIAIHIIITNUNA MPOIeC, OCKUIBKY BiH HE HACTIIBKH
MaTEMaTUYHO BUBIPEHUIA.

J171s1 cTBOpEHHSI yCHINTHOT IPH MOTPIOHO MOCTIMHHO 3HAXOAUTH 1 TeHEPYBATH 171ei, 110
pUBA0IIOITE KOPUCTYBadiB. HaTXHEHHs MOXKHA 3YCTPITH 1 B peaJbHOMY >KHUTTI, alie
rJI00JIbHO € TPU HANPSIMU JJIS TOITYKY 11eH:

1.AHami3 monyIsIpHUX TPEHIIB HA PUHKY.

2.IlpoBeneHHs apT-KOHKYPCIB CE€pell CIUTLHOTH TeiMepiB.

3.Po3po0Oka yHiKambHOT KOHIIETIIT /I MPUBEPHEHHS yBary.

YacTo po3poOHHKH irop MPaKTUKYIOTh MPOBEECHHS apT-KOHKYPCIB cepe]] CIUTbHOT
TPaBIIiB.

Le#t kpok po3pOOKH € yKe BaKJIUBHUM, BIH BiIOYBAETHCS OE3MOCEPENHBO MEPe
MOYaTKOM (haKTHYHOTO BUPOOHHUIITBA 1 TYT, 100 MEPEBIPUTH OCHOBHY KOHIIEIIIIIIO Ta 1/1€T0.
Matoun Xopommii mpoTOTHII, TOTPIOHO JOOpPE YCBIMOMITIOBATH BC1 CKJIATHOCTI HA MUISXY
710 YCIIIIHOTO MPOEKTY Ta OyTH TOTOBHM N0 iX ycyHeHHs. lle mepmma Bixa, ame Takox
€IWHA, HA KOTPId BUPINIYETHCS TMOJANBINA OIS MPOEKTY. SIKI0 pe3yinbTaTd TEeCTiB,
MPOBEJEHUX Ha €Tarll MepIIoro IrpoBOro NPOTOTUITY, € 3aI0BUIBHIUMU, CTA€ 3p03yM1JI0, IO
MO>KHA TIOYATH MOBHY PO3poOKy rpu. OTHAK BAKIUBO 3YIIMHUTH PO3POOKY Ta TOBEPHYTHUCS

Ha eTaln HazajJ 4d MEePEeOCMHCIIUTH 11€10, AKIO 1€ eTam IMoKa3aB SKICh HEIOJIKH YU
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npoOJieMH.

1.6. O0rpynTyBaHHs BUOOpY miatgopmu Uist po3podKH 10AaTKY

st po3poOku B3sto Unity 3D - moryxHe cepeloBHIe PO3POOKU IS
kpocriatgopmenHoro auryHa Unity ajisi CTBOPEHHsSI BIiEOIrop Ta JIOJATKiB.
CrtBopeni 3a ponomoroto Unity 3D irpu Ta mporpamM OpauiolOTh B ONEpaliitHUX
cuctemax Windows, OS X, Android, 10S, Linux, Blackberry a Takoxx Ha irpoBux
npuctaBkax Wii, PlayStation 3 ta Xbox 360. IIporpamu, cTBOpeHi 3a JOMOMOTOIO

Unity, nintpumytots DirectX ta OpenGL.

3a ponomoror Unity 3D MokHa CTBOPIOBATH BiI€OIrpH OyAb-SKHX MaHPIB.
Po3poOHUK MOXe Jerko IMIOpPTYBaTHU TEKCTYpH, MOAENl Ta 3BYKH. Jlisi TekcTypu
OIATPUMYIOThCSL  BCl  momyJsipHi  ¢opmatu  300paxeHb. CTBOpPEHHS CKPHUITIB

3MIMCHIOETHCS, IEPEBAXKHO, 3 JoroMoror CH#.

IrpoBi ABMKKK — 1€ THCTPYMEHTH, SIKI BUKOPUCTOBYIOTHCS TU3allHEpaMu irop
JUIS IIBUJKOTO Ta JIETKOTO NPOrpaMyBaHHS Ta IUIaHYBAaHHS I'pU, HE CTBOPIOKOYH 1i 3
Hyn1s. HesanmexHno Big Toro, un ue 2D-irpu um 3D-irpu, BOHM MpPONOHYIOTH

THCTPYMEHTH, SIK1 JOTIOMOXKYTh Y CTBOPEHHI Ta PO3MIILICHH] €JIEMEHTIB.

Taxum 4rHOM, 111 TBUXKKH — 11€ B OCHOBHOMY apXiTEKTypa, Ha sIKy PO3POOHHUKHU
IrOp TMOKJIAAAIOThCS JUIA 3alyCKy Bimeoirp. THUIOBHM IrpOBHUM JIBHUIKOK JTO3BOJISE
pO3pOOHMKAM BKJIIOYATH B TPy TaKi €JIEMEHTH: BBEJEHHS, PEHACPHUHT, CIIEHApIi,
BUSIBJICHHS 31TKHCHbB, INTYYHUHA 1HTEJIEKT TOINO. |[HIMMMU CITIOBaMH, I'POB1 JIBHKKH —
11e 6aratopa3oBi YaCTUHU, IKI pO3POOHUKH MOKYTh BUKOPUCTOBYBATH ISl CTBOPECHHS
ocHoBH Tpu. Lle mae im Ouable yacy, mo0 30cepeuTHCS Ha YHIKAIBHUX aCIICKTaX,
TaKUX SK MOJIEJ IMEePCOHAXIB, TEKCTYpH, 00’ €KTH, IO B3aEMOJIIIOTH OJUH 3 OJHHM
Tomo. be3 mux mMexaHi3miB po3poOKH irop aoBenocss O CTBOPIOBATH irpu 3 HYIH, i,
oTXKe, 1e 3aiiMarno O Ourbmie yacy Ta Oyno O ckmamgHime 3pooutu. Takum duHOM, ITi
ITpOBi IBMKKM HACTIPAB/Ii CIIPOIYIOTH AU3aWH irop. ToMy pO3pOOHUKH Ta MEHEKEPH
IrOp MOBUHHI NPUNHATH MpaBWIbHE PINIEHHS, KOJU CIpaBa JOXOAHUThH 10 BHOOpY
MPaBUJIbHOI IJIATQOPMHU ITPOBOTO JIBUKKA JIJIsI CBOIX MOTPEO, HE3BAXKAIOUM HA BEJIMKY

PI3HOMAaHITHICTb PillleHb, IOCTYIHUX ChOTOJIHI [9].
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Bapto mpoananizyBatu, 1mo oOpaHe pillIeHHs] COpaBii J03BOJSE BUPINIYBATH
KiJIbKa npo0sieM ogHOYacHoO. B cepenHboMy IrpoBUil ABUTYH MOBUHEH OyTH B 3MO31

CIIPOCTHUTH TaKi BaXJIMBI1 3aBJaHHS, SIK:

. ¢i13uka — 3aHypeHHs / (pi3uKa y rpi MaroTh OyTH 1/1IeaJbHUM OaTaHCOM MIXK
SKICTIO MOJICJIFOBAHHSI Ta OOMEKEHHSIMU 00UUCITIOBATIBLHOI OTYKHOCTI JJIs1 KIHIIEBOT'O

KOpPHUCTYBaua;

. BBEJICHHA — 1€  HaJA3BUYallHO  ToluMpeHa  mpobiema  mpH

KpocruiaThopMeHii po3pooiii;

. 00po0OKa Bi3yaJlbHUX PECYpPCIB — OCBITJICHHS, TiH1, HAKJIaJIaHHS TEKCTYp Ta
rJIMOMHA YITKOCTI BUMAraloTh MEHIIE 3yCUJIb MPHU NMPOrpaMyBaHHI P BUKOPUCTAHHI

I'POBUX JIBUTYHIB.

Tox oOpaHuii IrpoBHil JABUTYH TOBHHEH JIaTW MOXJIMBICTH BHUKOHYBAaTH
BUII€3a3HAYCH] 3aBJaHHS 3 MEHIIMMH 3YCHJUIAMH HamucaHHa kopay. Lle momomarae
3HaYHO CKOPOTUTHU 4Yac PO3pPOOKH 1 JO3BOJIIE KOMaHAAM 30CEpPEeAUTUCS Ha PO3poOilii

CBOIX 1rop, 100 3a0e3MneunTr yYHIKaIbHUN 1 0co0MMBUH iHTep(deiic kKopucTyBaya.
Unreal Engine

OnHYM 3 HAUTOMYJISAPHINIKX 1 IIUPOKO BUKOPUCTOBYBAHUX IFPOBUX JBUTYHIB €
Unreal Engine, o nanexuts Epic Games. Ilo cyTi, e MyabTUILIATHOPMHHMN IBUTYH
JUIS. pO3pOOKM 1rop, MPU3HAYCHUH I MIANPUEMCTB OYIb-IKOTO PO3MIPY, SKUN
JI0TIOMara€e BUKOPUCTOBYBATH TEXHOJIOTIi peaqbHOTO Yacy JJisi IEPETBOPEHHS i7eH y

MpUBAOIUBHUI BI3yaTbHUN KOHTEHT.

CtBOpeHU#l po3pOOHUKAMH ITOp UISI PO3POOHHKIB Irop 1€l BUCOKOKIIACHUM
IrpOBUI IBMKOK OLTBIIIE HE IPU3HAYEHUHN TUTBKH JJIS1 CTY/IN 3 MUTbHOHHUM JIOXOJ[OM.
["eiiman3aiinepu Oyap-SKOTO PIBHS MIATOTOBKY TEMEP MAIOTh 3MOTY BTIJIUTH CBOI i1e1

y BJIACHY €MIYHY TPY.

[TouaTkoBa Bepcis Oyna BunymieHa e B 1998 poi, 1 yepe3 19 pokiB BoHa
MPOJIOBXKYE BUKOPUCTOBYBATHUCS JIA JIESIKUX 3 HaWOUIbuX irop. ['onoBHa nepeBara

Unreal Engine mosisirae B ToMy, 1110 BiH MOXe OyTH JOCHTh MOJIU(IKOBAaHUH, 11100 Y
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Irpax MOkHa OyJI0 CTBOPUTH YHIKaJIbHUM 1rpoBUi nocBiA. OMHAK AJ OO MOTPIOHI

KBaJII(1KOBaH1 pO3POOHUKH 3 BEIUKHUM JIOCBIIOM.

Hanucanuii MmoBoto C++, pymiiii 103BoJis€ CTBOPIOBATH Irpu ISl OUTBIIOCTI
omnepaniiHux cucteM 1 miardopm: Microsoft Windows, Linux, Mac OS i Mac OS X,
koucoureir Xbox, Xbox 360, PlayStation 2, PlayStation Portable, PlayStation 3, Wi,
Dreamcast i Nintendo GameCube. V rpyani 2009 Mapk Peiin nponemoHcTpyBaB
po6ory pyuris Unreal Engine 3 na iPod Touch i iPhone 3GS. V 6epe3ni 2010 po6ora
pyuris Oyja MpoJeMOHCTpOBaHa Ha KomyHikaropi Palm Pre, mo 6a3yerbcs Ha

MoOLTBHIN raTdopmi webOS [10].

JUIss  CIpOIICHHST TIOPTYBaHHS JIBMKOK BHKOPHUCTOBYE MOJIYJIBHY CHCTEMY
3aJIeKHUX KOMIIOHEHTIB: MiATpUMYE pi3Hi cuctemu penaepunry (Direct3D, OpenGL,
Pixomatic; panime migrpumysanucs Glide API, S3 Metal, PowerVR SGL),
BinTBOpeHHs 3Byky (EAX, OpenAL, DirectSound3D; panimre ninrpumyBanucs A3D),
3acO0M TOJIOCOBOTO BIATBOPEHHS TEKCTY, PO3MI3HABAHHS MOBJICHHS (TUIBKU IS
Xbox360, PlayStation 3, Nintendo Wii 1 Microsoft Windows, Takox miaHyBagocst 1ist
Linux i Mac)[9], moaymi aiast poOOTH 3 MEpekero i MiATPUMKA Pi3HUX MPHCTPOIB

BBOJY.

Jlis rpu y Mepexki miarpumyrotbes Texuosorii Windows Live, Xbox Live, i
GameSpy, 1o JAa€ MOXJIUBICTh IMIAKIIOUATH 10 64 TpaBHiB (KIIEHTIB) OJHOYACHO.
[Tonpu Te, mo odimiitHo 3aco0u po3poOKH HE MICTITh y COO1 MIATPUMKH BEIIMKO1
KUTBKOCT1 KJTIEHTIB HAa OJHOMY CEpBEpl, PYIIii BUKOPHCTOBYBABCS ISl CTBOPCHHS
MMORPG-irop. OnauH 3 HaWBiIOMINIMX TIPEACTaBHUKIB jxaHpy, Lineage II,

BUKOpHCcTOBYE pymiiii Unreal Engine.

Kpim Toro, Epic Games mpumbana Quixel, mo mae BenwuesHy 0i0mioTexy
«poTtorpamMmMeTpudHOi» TOOTO peamicTUUHOI Trpadiku, SKy MOKHA BUKOPHUCTOBYBATU
Ui CTBOpeHHs aHiMamii Ta Bimeoirop. KopucryBaui Unreal Engine wmoxyTh
OE3KOIITOBHO BUKOPUCTOBYBATH IHCTPYMEHTH, IO BXOJIATH N0 KomIutekty Quixel

(Bridge, Mixer) ta Bci pecypeu 6i0miorexn Quixel Megascans.

Unreal Engine — oxuH 3 HaWNOMyJSPHINIMX IFPOBUX JBHUTYHIB. XodYa
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po3pobHukam noaobaetscsi UE4, panniii Bunyck Unreal Engine 5 (UES) Bkitouae
JesKl JTOBrOOYiKYyBaHI MOKpaIeHHs (IUIIOC AEsKI MPUTOJIOMIUIMBI HOBI (DYHKIIIY).
Unreal Engine 5 — nie maitOytast Bepcis Unreal Engine. Panniii moctyn mo Unreal
Engine 5 OyB oronomenuii y tpaBHi 2021 poky, a noBHuii Bunmyck UES ouikyeTbcs

nizHime y 2021 — na novyatky 2022 poky.

Benuka nepeBara Unreal Engine — B yHIBepcaJbHOCTI Ta JOCTYMHOCTI: HOTO
MOKYTh BUKOPHCTOBYBATH SIK JOCBIIYEH1 PO3POOHHMKHM, TaK 1 HOBAYKH, SKI BHEpILE
O0epyThcs 10 cTBOpeHHs rpu. Bes cripaBa B Tomy, o UE4 32 yMOBYaHHAM MIATPUMYE
BIZIpa3y /Bl MOBHM IPOrpaMyBaHHs: TeKCTOBUN C++, B IKOMY MOTPIOHO MUCATH PAIKU
KOAY, 1 Bi3yanbHa MoBa Blueprints, B sikiif irpoBa jiorika BUOYI0BYEThCS 3a JOTIOMOT OO
0JI0KiB, MOB'sI3aHUX MK co00r0. Takuil miaxia gqomomMarae 3poOUTH MPOrpaMyBaHHS

HAOYHIIINM 1 3pO3YMUTIIINM JJISI THX, Y KOTO HEMAaE JIOCBITY.

Blueprints — 1i¢ Bi3yasibHa, HOJOBa CHCTEMa MPOrpaMyBaHHsS, sKa
BukopuctoByeThcsi B Unreal Engine . 3a gomoMororo ckiajaHHs JOTIYHUX OJIOKIB
HOMIB, MOKHa '"310paTu" K 3 KOHCTPYKTOpa Iporpamy Oylb-sIKOi CKJIaIHOCTI,
MOYMHAIOYH BiJ] MIPOCTOTO KIIiKepa, 3aKiHIy0UHd MOBHOIIHHOI RPG-rporo. Ockiibku
B OJIyIpUHTAX HE BUKOPUCTOBYETHCS MPOTPAMHHM KOJI, TO HAITUCATH MPOTPaMy MOXKe

KOKEH, XTO po3ymie ocHOBHI npuHiunu OOIL
3a monomorow baynpuHTIB po3pOOHUKH MOXKYTh CTBOPIOBATH TaKi peyi, sK:

. ITpOBI peKUMU — BCTAHOBJIIOBATH MTpaBUjla IPH, 3MIHIOBATH MOBEIIHKY TpU

B 3arajJbHOMY IIJIaHI;
. TpaBIli — MPU3HAYATH TPABIIIB, HA/IABATH IM OCOOJIMBHUX PHC 1 BUTIISLY;

. KaMepy — CTBOPEHHS BUIB TIEPETIISAY Ta 3MIHEHHS BIACTHBOCTEH Kamep

y pealbHOMY Yaci;

. yOpaBIiHHS — TMPU3HAYATH KHONKH I KEPYBaHHA TEPCOHAXKEM,

aBTOMOO17IeM a00 30BHINIHIM PiBHEM;
. pedl — 30posi, IpeIMETH, 1110 MIAOUPAIOThCS Ta HIIIE;

® OTOYCHHA — CTBOPCHHSA BUIIAJIKOBO I'CHCPOBAHOT'O OTOYCHHA.
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Unity 3D

Unity — OiibIire, HiXk JIBHXKOK, II€ CEPEIOBHUIIEC PO3POOKH KOMIT'IOTEPHUX irop, y
AKii 00'eHAH1 P13HI MpPOrpaMHi 3aco0U, BUKOPUCTOBYBAHI MiJ Yac cTBopeHHs 113 —
TEKCTOBUN pEJaKTOp, KOMIUIATOP, Biaaquuk Toio. [Ipu upomy, 3aBAsiKu 3py4HOCTI
BUKOpucTaHHs, Unity poOUTh CTBOPEHHS IrOp MAaKCUMAaJIbHO IPOCTUM 1 KOM(POPTHUM,
a MyJIbTUIIATGOPMEHICTh JABUXKKA JI03BOJISIE PO3POOHUKAM OXOMUTHU SIKHAUOLIBIIY

KUIBKICTh ITPOBUX IJIAT(HOPM Ta ONEPALIITHUX CUCTEM.

Hacamniepen, asmwxok Unity3D nae MOXIHMBICTE pO3pOOJSTH IrpH, HE
BUMAraloyu i LbOro SKUXOCh CIHEUIaIbHUX 3HaHb. TyT BHKOPHUCTOBYETHCS
KOMIIOHEHTHO- OpIEHTOBAaHUW MIAXIJ, y SKOr0 pO3POOHUK CTBOPIOE OO'€KTH
(HampuKIaa, TOJOBHOTO Tepos) 1 A0 HHUX J0Ja€ Pi3HI KOMIIOHEHTH (HaNpHUKiaj,
Bi3yaJbHE BIAOOpPaKEHHsSI MEPCOHAa)Ka Ta CIOCOOM YINpaBIiHHA HUM). 3aBASKA
3pyunomy Drag & Drop inTepdeiicy 1 GyHKIIOHAIBHOMY TpadidyHOMY peaaKTopy
JIBIDKOK JIO3BOJISIE MAJTIOBATH KapPTH 1 PO3CTABIISITH 00'€KTH B peaTbHOMY Yaci 1 Biipa3y

K TECTYBATHU PE3YyJIbTaT.

Ieti ABMKOK TAKOK BIIOMUM SIK CEpEIOBUINE PO3POOKH 1HI1 Ta MOOLIBHUX IrOp.
Jlesiki cTaTUCTUYHI JaHi: cTaHOM Ha BepeceHb 2019 poky 52% 3 1000 naiikpamux
MOOLTBHUX 1rop Oynu cTBopeHi Ha 6a31 Unity, a Takoxk 60% Bcboro koHTeHTY AR/VR,
3a maHuMu kommnasii. ['paBiii B irpu, ctBopeni y Unity 3Haxonsatbes B 195 kpainax —
e OykBaJbHO KOKHA KpaiHa Ha 1tuiaHeTi. [Imardopma s po3poOku B pexumi
peanpHOTO Yacy pgo3Boisie crBoproBatu 2D, 3D, VR 1 AR-koHTeHT 1 mocsrma 3

MUTBSIp/IIB IPUCTPOIB 3a OCTaHH1 12 MicAIIiB.

OcHoBHa npuyrHa nomyisipHocTi Unity, 0cOOJIMBO JJ1s1 HEBEIUKUX MPOEKTIB: 11€
6e3kommToBHO. [lepconanpHa TiIeH31S ABUKKA JO3BOJISIE PO3POOHHKAM CTBOPIOBATH
KOMEPIIiiHI irpu OE3KOITOBHO, 32 YMOBH, 1[0 BOHH HE 3apo0win abo HE OTpUMAaIA

oinpme 100 000 momapiB CIHIA noxomy abo ¢iHancyBaHHS 3a OCTaHHI 12 MiCSIIB.

Unity 103Bosisi€ JIETKO CTBOPIOBATU 1HTepakTUBHUI 3D-koHTeHT. Llei irpoBuit
JBUKOK ChOTOJIHI BHOMpPAIOTh 0araTo BEJIMKHUX OpraHizalii yepe3 HOro BIAMIHHY

(YHKIIIOHAJIBHICTh, BUCOKOAKICHUI KOHTEHT 1 MOKJIMBICTh BUKOPUCTAHHS 1Jis OYylib-
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AKOro TuIy rpu. Bin minrpumye gk 2D-, Tak 1 3D-KOHTEHT.

Unity — e OuTBIIE HIXK IMPOBUI IBIIKOK, II€ CEPEIOBUIIEC I PO3POOKH irop Ha
[IK Ta MOOUIBHMX irop, B AKOMY OO ’€JHaHHI Pi3HI MPOrpamMHi KOMIIOHEHTH, SKi

BUKOPHUCTOBYIOTHCS MIPU CTBOPEHHI MPOTPaMHOT0 3a0€31eUeHHS.

[lepeBaroro Unity € Te, MmO TH MOXEI IOYaTH pPO3POOJATH BIACHUM
MPOrpaMHUI IPOAYKT HE MAlOuM 3a IUIeYaMHu BEJIUKOIo JOCBiAy po3poOku. Tobi He
noTpiOH1 ¢pyHAaAMEHTaNIbHI 3HAHHS AJI TOTO, 1100 MOYaTh TBOPUTH CBiil mpoaykrt. B
Unity BUKOPHUCTOBYETHCS KOMIIOHEHTHO-OPIEHTOBAHMM TMIiJX1J, B paMKaxX SIKOrO BHU
CTBOPIOETE SIKMIICh OO0’€KT, a MOTIM B MOPSAKY HEOOXIIHOCTI MOXKeTe Horo
KactoMizyBaTu. Jpyrum Benukum 1uirocoMm Unity € Beukuid BUOIp MJIariHiB Ta aceTiB

3d JOIIOMOTI'OI0 SAKHX MOXHA CUJIBHO IIPUIIBUAIIUTHU p03p06Ky.

Tperim mmocom Unity € kpocmiar@opMEHICTh — 1€ MIATPUMKA BEJIUKOI

KUIBKOCTI TIaT)OPM, TEXHOJIOT1# Ta 1HTepdeiciB KOpUCTyBaya.

Ocb IpeCTaBlICHHE TOJIOBHE BIKHO MpU BigKpuTTi miatdopmu Unity 3D

s 00| DA

Perspective

Inspector

Level
Explorer ©

-

Asset Browsen

Puc. 1.29 Iarepdeiicue Bikno Unity3D

BucHoBKM 10 epuioro po3aity

[MpoBenene mocmimxenns Brick Ball i Ha ocHOBI mo6aueHoro OyII0 3aKpirieHO
3HAHHS MPOAYKTY, IJIsl MOJANBIIONO CTBOPEHHS T'eHIUIe0 I'pu 3 HEHpOMEpEeKe Ta
pearnizaniroero QyHKIIN sKI MOXHA AOJATH 0 MPOAYKTY 100 peanizyBaTH HEJOIIKU
TaHOTO MPOAYKTY. JIJsl Kpamoro CTBOPEHHS TpH, MPOAHATI30BAaHO IUIATPOPMHU

CTBOpPCHHA Ta MOBH HallMCAHHA, 1 Ha OCHOBI TCOPCTUYHHUX 3HAHb MOXHA IIOYHMHATH
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(dopMyBaTH 171€10 IPOAYKTY.
Takox 13 THCTPYMEHTIB 1110 BAAJIOCA JOCTIAUTH Kpelle 3a BCe HaM MIIXOIUTh

Unity 3D, 3 ypaxyBaHHsI HallMCaHHs KOy Ha MOBY IporpamyBanHs C#.
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PO3JLJI 2. TIPOEKTYBAHHS TA PO3POBKA BEB-TIOJATKY

2.1. Anaui3 peanizauii cucteMy BUKOPUCTAHHS MPOAYKTY Ta BUXiAHUX JaHUX

2.1.1. liarpama BUKOPUCTAHHS MPOAYKTY KOPUCTyBadeM

3a gaHOI0 AlarpaMo0 MM MOKEMO CIIOCTEPIraTH SIK1 MOKJIMBOCTI KOPUCTyBada
HaMm HajadHi. Ha Hiif BUAHO BCl 11l AKI MOXE€ BHKOHATH KOPHUCTYBad, 1 JO SIKOTO
pe3ynbary KoXKHa 3 HHMX Horo mpuBene. Ha naniii giarpami MU BHKOPHUCTOBYEMO

OJIHOTO KOpPHUCTYBaua, 100 3p0o3yMiTH ioro noBHi MoxiuBocTi.(Puc. 2.1)

lanoeHe MeH w4 Buip Gachie ma oxpacy

KopmeTysau 1

HanawmysaHHa

Puc. 2.1 — Jliarpama ToJ10BHOT'O MEHIO 1 ior0 QyHKITIN

Sxuro 6patu iHpoOpMaIlito, TKOIO BXKE 3aBOJOAUTA TO MOYKHA JlIarpaMy PO3MOILITUTH
Ha J[Ba TUMIM MYJbTHIUICED 1 HI, Puc.2.1- He MynbTHIIICEpPHA, a/IKE TaM OJIMH KOPHCTyBau
TUTBKY 3a11sTHUH, a Ha Puc.2.2- Bxke 3a715THO IBOE KOPHUCTYBAUIB 1 Ipa MOXKE 3aITyCKATUCh B

MYJIBTUTIICEDPI.
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Bubip Gaghis ma okpacy

HanawmysaHHs /

ManoeHe MeH0

Mynsmunpnesp

Kopuetysau 2
Cmeopumu zpy

FMpuedHamucs do epu

Puc. 2.2 — Jliarpama 3armycKy MyJbTHILICEPHOTO PEKAMY
Ha pucynky 2.2 300pakeHa jiarpama KOJW JBa KOPUCTYBadi 3aIlyCTHIIN
J0JATOK, TEePEHIOBIIM, 10 KHOMKHU 3a IYCKY 1 KHOKH TNPHUETHATHUCS, KOPHCTyBadi

aBTOMATUYHOMY MEepenIyTh O€3MmocepeHbO 10 TPH.

SIkmo Oyap SKUi 3 KOPUCTYBadiB, HE BUKOHAE YMOBY TOCTaBJICHY TaK 5K B
miarpami, TO  KIHIIEBUM  pe3yiabTaT HE  3MOXe Oylae  peasi30BaHUM.
Takoxx € ymMoBa 110 KOPUCTyBau MOxke OpaTu 13 co00I0 TUIbKU 3 MOCUIICHHS, 1 IBOE

KOPHUCTYBauiB OJJHOYACHO HE MOXKYTh BUOPATHU OJHAKOBUM OKpac.
2.1.2. liarpamu kJacis

OcunoBuunu kmacamu € Applnstaller, UlService ta IOHelper. Applnstaller —
KJIac, SKHWM 1HIIIIOE OCHOBHI KOMIIOHEHTH TpPHU Ta PEECTPYE iX B KOHTEIHEpi

3ajsiexaoctei DI.
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IOHelper.cs Appinstallercs & X
£ Assembly-CSharp
15" Eusing Diploma.Application.Providers;
I ] UnityEngine;
Zenject;

e Diploma.Application

Installer

izeField] MonoBe ur[] autoBind;

| InstallBindings()

Container.
Bind<A tProvider>().
FromNew() .
AsSingle().
CopyIntoAllSubContainers().
NonLazy();

for(var = ®; x < autoBind.Length; x++)
{

Container.
Bind(CautoBind[x].GetType()).
FromInstance(autoBind[x]).
AsSingle().

NonLazy();

Puc. 2.3 — Applnstaller

Addressables - 1e cuctema ympaainHs pecypcamu B Unity, ska 103BOJIs€
e(eKTUBHO KEpYyBaTH 3aBaHTAXCHHSIM Ta PO3MOJLIOM PECYpCiB y BalloMy IPOEKTI.
OcHoBHa ines Addressables momnsirae B Tomy, 100 J03BOJUTH BaM 3aBaHTa)XKyBaTH,
BUBAaHTa)XYBaTH Ta KEPyBaTH pecypcaMu, TaKUMHU SK TEKCTH, 300pakeHHs, ayIio,
npedabu TOIO, HE3aJEKHO BIJ TOTO, SK BOHHM PO3MIIIEHI HA JIUCKY YU SK BOHH
oprasizoBati y Bamomy npoekti Unity.

OcnogHi nepeBaru Addressables BKIr04aroTh:

EdextuBHe ynpapninHsa mam'satTio: Addressables m103BOJISAIOTh 3aBaHTAXKYBATH
pecypcu B TaM'ATh JIMIIE TOAl, KOJM BOHU MOTPiOHI, Ta BUBAHTAXKYBAaTH IiX TMpH
HEOOXITHOCTI, IO JOTMOMara€ €KOHOMHUTH MaM'siTh BalIOro aoAaTky. JluHamidHe
3aBaHTAXKEHHS pecypciB: Bu MokeTe 3aBaHTa)kKyBaTW pecypCcH aCHMHXPOHHO Tif Yac
BUKOHAHHSI IPOTPaMH, 110 JO3BOJISIE CTBOPIOBATH OUTBII THYYKI Ta TMHAMIYHI JJOJIATKH.
['aydke ympaBiiHHS BepCisIMH Ta OHOBJICHHsIMHU pecypciB: Addressables m03BossitoTh
JIETKO KEPYyBaTH BEPCISIMH PECYPCIB Ta iX OHOBJICHHIMHU, 1110 3p00ITI0€ POOOUMiA TIPoIIeC
OHOBJICHHS BalllOTO JOJATKY OUIbII MPOCTUM Ta €(hEKTUBHUM. MOXKIUBICTH pOOOTH 3

BEJIMKUMHU oOcsiramu pecypciB: Addressables m03BOJISIIOTH JIETKO KepyBaTH BEJIMKUMU
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oOcsiramMu pecypciB y BalllUX MPOEKTax, IO JI03BOJIAE€ MIATPUMYBATH

MPOAYKTUBHICTh Ta MIBUIKO1I0 BAIIOTO JOJATKY

UlService.cs # X
£ Assembly-CSharp v algBrickDuel.AppIication.Services.UI.UlService
vusing BrickDuel.Application.Providers;
BrickDuel.Application.Services.UI.Elements;
UnityEngine;
g Zenject;

BrickDuel.Application.Services.UI

s UIServi : MonoInstaller

ElementsContainer<UIScreen> Screens;
ElementsContainer<UIPopup> Popups;
Camera UICamera;

[Inject] AssetProvider assets;

[SerializeField] RectTransform screensParent;
[SerializeField] RectTransform popupsParent;

d InstallBindings()

Screens = s ainer<UIScreen>(assets, screensParent);
Popups = ne ainer<UIPopup>(assets, popupsParent);

Container.
Bind<UIService>().
FromInstance(t ).
AsSingle().
CopyIntoAllSubContainers().
NonLazy();

Puc. 2.4 — UlService

"UlService" me 3a3Buuaii kigac ab0 KOMIIOHEHT y MPOrPaMHOMY

BHUCOKY

KOMl, SKHUH

BUKOPHUCTOBYETHCA JIJISl YIIPABIiHHA eJeMeHTamMu inTepdeiicy kopucryaya (Ul) y Bammomy

noaatky 4u rpi. loro ocHoBHa (DyHKITIS - 3a0€31MeUNTH JIETKHH JOCTYII 0 Pi3HUX €JIEMEHTIB

Ul, ix ctBOpeHHSs, 3MiHY Ta B3aeMoAito 3 HUMH. OCh JesKi 3aranbHi QYHKIN, sIKI MOXeE

BukonyBatu UlService:

CrBopenns Ta ynpapiiaasa Ul exementamu: 1le Moe BKIFOYaTH CTBOPEHHS HOBHX

BiKOH, KHOITOK, TEKCTOBHX ITOJIIB Ta IHIMHUX €JIEMEHTIB, @ TAKOX PO3MIIIEHHS X Ha €KpaHi.

3aBanTaxkeHds Ta ympasiiHHsS pecypcamu Ul: UlService moxe Opatu Ha cebe

3aB/IaHHS 3aBaHTAKEHHS 300pakeHb, MpU(TiB, aHIMAIlIK Ta IHITUX pecypciB, HEOOXITHUX

st mooynosu U, Ta ix ynpaBmiHHS
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I0Helper.cs + X

= Assembly-CSharp v 0[3 BrickDuel.Application.lO.IOHelper
v System.Collections.Generic;
System.IO;
System.Ling;
System.Runtime.Serialization.Formatters.Binary;

BrickDuel.Application.IO

I0Helper

DEFAULT_FILE_EXTENSION = ".nd";

BuildStoragePath ( [1 items)
resItems = List< >() { UnityEngine.Application.persistentDataPath };

resItems.AddRange(items);
return Path.Combine(resItems.ToArray());

PrepareFolder ( shortPath)

directories = shortPath.Split(@"\");

for ( i = @; i < directories.Length; i++)
g

8
directory = Path.Combine(directories.Take(i + 1).ToArray());
if (directory.EndSWith(DEFAULT_FILE_EXTENSIUN)J
return;

path = BuildStoragePath(directory);
if (Direc
Direc CreateDirectory(path);

Puc. 2.5 — I0Helper

IOHelper moxe MICTHTH METOAW AJIs YMTAHHSA Ta 3amUCy AaHMX 10 (ailliB Ha
mucky. Ile mMoxxe OyTM KOpPHUCHO JJisg 30epeXeHHsS Ta 3aBaHTaXEHHS KOH)IrypamiiHux
daiiniB, TeKCTOBUX (haiiiiiB, 300pa’keHb TOIIIO.

Po6ota 3 morokammu nmanmx: IOHelper moxxe HamaBath (DyHKITI 1711 CTBOpPEHHS,
YUTAaHHS Ta 3aIUCYy MOTOKIB AaHuX. Lle Moke BKiItouaTu pobOTY 3 MOTOKaMU BBOAY/BUBOY,
MepEeKeBUMHU TTOTOKAMH TOIIO.

Omeparii 3 gupekrtopismu Ta ¢aiimamu: IOHelper Moxke BKIIOYAaTH METOMH IS
CTBOPEHHSI, BUIAJICHHS, TIEPEMIIIICHHS Ta TepeiMeHyBaHHs (DailsliB Ta TUPEKTOPIH.

Konseprartis Ta 00podka ganux: [OHelper mosxe HamaBaT 1omomMikH1 PyHKIIT 1St
KOHBepTaIlii JaHuX 3 omHoro (opmary B IHIIUH, OOPOOKHM JTaHWUX Ta TEPEBIPKU 1X
MPaBUIBHOCTI.

PoGota 3 pecypcamu 3a Mexxamu ¢aitioBoi cuctemMu: OkpiM poOoTH 3 (aiimamu,

[OHelper takox Moxe BKIOUATH (PYHKIII JUisi poOOTH 3 ITHIIMMHU JHKepeslaMHu JaHUuX,
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TaKUMU K 0a3u nanux, Bed-cepsepu, API Toio.

3aransHa Meta IOHelper nonsirae B Tomy, 100 CIPOCTUTH Ta YHI(PIKYBATH Onepanii
BBOJ1y/BUBOJIY B IPOrpaMHOMY KO/11, III0 03BOJIsIE pO3pOOHUKAaM e(DEKTUBHIIIIE MPALFOBATH
3 (haiiJI0OBOIO CUCTEMOIO Ta IaHUMH. 32 MOBEIIHKY rpaBl Bignosiaae kinac PlayerController.

Bin nepenae kepyBaHHs KOHKPETHUM NEPCOHAKEM Ha KJIaBlaTypy Ta MULIKY.

GamePlayerBase & Motor OnePlayerMotor
Abstract Class Class

= PunZenjectMonocBeha ... = PunZenjectMonoBeha...

BotPlayerContr...

cl
i RealPlayerContr... ¥

= GamePlayerBase al
ass

= GamePlayerBase

Puc. 2.6 — [liarpama kiacis Player
Jlirpama Player mae 3Mory moOauyuTH yIpaBIiHHSA HaZ MEPCOHAKEM, METOIHM IEPEMIIICHHS
TpaBIIs 110 IPOBOMY CBITY, BUKOHAHHS JTiH, TAKKX SIK aTaKa, 3aXUCT 30MpaHHs MPEIMETIB BIICTYII

I10 YUCTOMY IIOJIIO.

BlockTouchAbility... #%

Abstract Class
=+ AbilityBase

AbilitiesController %
Class

=+ PunZenjectiMonoBeha ...
- Methods >

<> ActivatelLocal
) Deactivate
T OnBlockTouched

BombTouchAbil... &
Class
=+ BlockTouchfbilityBase

CrackAbility xF
Class
=+ BlockTouchfbilityBase

- Methods
T OnBlockTouched

Puc. 2.7 — Jliarpama kiaciB Abilities
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Hiarpama Abilities moka3sye Tumu 31i0HOCTEH 1X 3MiHA Ta KOHTPOJIEP.

Booster ¥ CrackBooster ChangeSizeBoos... ¥
Abstract Class Class Class
<+ PunZenjectMonoBeha ... = BoosterDetail = BoosterDetail

BoosterDetail
\ Abstract Class

MultiplyBooster
Pl = Booster

Class
= BoosterDetail

Puc. 2.8 — Jliarpama kiaciB Boosters
Jliarpama moka3ye Booster BHKOPUCTOBYETHhCS IS JETaIbHOTO aHami3y Ta

BimoOpaxeHHs iH(popmallii mpo 6ycrepH, Kl MOCUIIOI0Th MOXKJIHMBOCTI IpaBls

BattleGamemode GameRepeatUlIV...
Class Class
=+ Gamemode =+ MonoBehaviour

Gamemode L
Abstract Class
= Mo no BehaviourZenje...

Puc. 2.9 — Jliarpama kimacie Gamemodes

Hiarpama Gamemodes moka3ye BHBiJ TOBIOMIJICHB PO ITOYATOK Ta 3aBEPIICHHS TPU

MapAdditionalS... » GameGrid

Class Class

=+ PunZenjecthdoncBeha ... =+ PunZenjecthdonoBehaviour
Worldltem
Class - Fields
=+ MonoBehaviour BlockPrefab

BlockSize
Contrast

Grid
OnGridUpdated
Playerfones

- Properties
A~ lIsinited
/" LeftPlayer
P RightPlayer

- Methods

Puc. 2.10 — [Tiarpama kiacie Maps
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Hiarpama Maps nokasye, 1mo BiAOYBa€ThCSd Ha Marli, MOSBICHHS JOJATKOBUX
MO>KJIMBOCTEH, IPEIMETH SIK1 MIJ] 4ac Tpu OyAYTh 3'SIBISITUCS HA MO 0010, OJIOKH KOKHOTO
3 MEPCOHAXKIB Ta iX PO3MIp, 30HU Jii KOKHOTO 3 MEPCOHAXKIB.

2.2. llpeacraBiieHHs] TU3AHH JOKYMEHTY

Po3poOka Ta reiiMmiie rpu

XKanpom rpu oOpaHo ka3ynbHi Bipeoirpu. KasyanbHi Bimeoirpu — Bineoirpu,
OpU3HAYEH] AJi IIMPOKOro KoJia KOPUCTYyBauiB. TepMiH «ka3zyaiabH1» MOXOJIUTH Bl
JATUHCBHKOTO cJIoBa casualis, 1110 03Haya€e — BUMAKOBHM. TakuM 4YMHOM Ka3yalibH1 irpu
— 11€ IrpH, B SIKi TPAIOTh BiJl BUIMTAJIKY JIO BUTIAJKY, MUMOX1/1b, HAltYacTiIe — 1100 SKOCh

«BOUTHY Yac.

Ha crapti rpu rpaiii 3sSBIsSIOTCS Ha JABOX PIBHO PO3IMOAUICHUX IMOJIOBUHAX, SK1
MOKHa Ha3BaTU 0a3010 KOXXHOTO 3 HUX, OOKHa 0a3za Oyne MokpalleHa B KOJIp SKHM

I'paBClb BI/I6€p€ 32132[21JI€FiTB B Mara3uHi TOJIOBHOI'O MEHIO.

B xoxHOTO TpaBIs € ABI 3a/1a4i:
1. 3axonwuTH BCi IMKCEN1 TEPUTOPIT CyTIepHUKA K OMOTa MIBU IS Ta €(heKTUBHIIIIE.

2. He pmatu cynepHUKYy 3HHUIIUTH CBOIO TEpUTOPitO, aipke Oyae 3apaxoBaHa
nopaska.

JI1s1 11b0TO HEOOX1THO, TyMaTH Ha JICKJIIKa KPOKiB B TMIEPEJI CBOTO CYIEPHHUKA

BaxxnuBo po3ymiTH SK MpaBWIBHO aTaKyBaTH IOJIOBMHY BOpOra, Ta BMIHHSIM
IIBUJIKO aJanTyBaTUCS IO CHUTYyallli HamagaTh OOAyMaHUM IIUIIXOM, Ta PEalli30BYBaTH
MIOMUJIKY CYIIEpHUKA Ha CBOIO KOPHUCTb.

[rpu mporo xaHpy 3a3BUYAi HE € CKIATHUMU y pealizailii, aje, He 3BaKaro4n Ha
II€ MOXYTh 3aTATHYTH TPaBIS HA JIOBI1 TOJWHU TPHU Ta 3aIliKABUTH JOCUTH IIUPOKY
ayIUTOpir0. AJie TIepeBaroro JaHOTO MPOAYKTY BUCTYIIA€ MYIbTUIUIEEP, TAK K TPABISIM
OyZb SIKOi BIKOBOI KaTeTOpii XO4EeThCsl TTO3MAraTucCs OJHE 3 OJHHM, 1 I Tpa € Kpalum
pimenHs 1y Takoi aii.  Heiipomepeska reHepye Tak, 110 OJIMH 1 TeH JKe rpaBeTh HE 3MOXKE
MICHs cepii mepeMor 3100yBaTH BEJIUKI epeBaru, He paxioyl rPOLIOBI MOITH.

Konu oaun 3 rpaBiiB nepemarae, BCe MOBEPTAETHCS 10 MOYATKY .
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2.2.1. Cuenu Ta iX BULJIA

Hami moxii po3BuBalOTh Ha OJHIN JIOKAllli, ajie JIOKalisl MOXE BUIJIAJATH [0
pi3HOMY. B 3aneXHOCTI BiJl TOro, SIKUM KOJIip BUOEPYTh KOpPHCTYBad 1 1 KOpucTyBay 2,

KapTa OyJie OKpalleBa J3epKajIbHO BiJl BUKOPY KOKHOT'O KOPUCTYBaya.

o Goms

Yitalik ev‘itallk Boh

4444 - 4444 - 4444 -

Puc. 2.12- Kopucrtysau 1 ¢ioneroBuii mikcenb

Default Red
Skin

1250 -| 1250 - 200 -

Default Blue
Skin

1000 - 1000 -

1500 « 2500 « 1500 ! 1500 -

Puc. 2.13 — KopuctyBau 2 BuOpaB TUTPOI MiKCENb
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Takox BayKJIMBOIO YACTUHOIO € BHYTpilIHA irpoBa Jiorika:

Jlist nanoi rpu y skocTi irpoBoi matgopmu oopano I1K Tomy 1o e HaitzpyuHima
maTgopMa Juisi OJJHOYACHOTO CTBOPEHHS 1 TECTyBaHHS I'pU. A Tak0XX KOMIT FOTEPHI irpu
BCE L€ HAUMOMYJISIPHIII cepes] YCIX ICHYIOUUX MIaTPOpM.

Maibke 300pakeHb MOBHHHI MaTH KOXXHY TPy MOJKHA MPEICTABUTH SK OJHY
OCHOBHY (DYHKIIi0, SIKa MICTUTh BCIO IrPOBY JIOTIKY 1 sIKa 3aIlyCKaeTbcs ab0o TOM1, KOJIU
KOPHUCTYBau II0Ch poOUTh, 200 Micis 3aKiHYeHHS IeBHOTO vacy. Lleil mukn 3anycky oHiel
1 Ti€1 K OCHOBHOT (DYHKII1i 3HOBY 1 3HOBY Ha3MBAETHCS I'POBUM LIUKIIOM.

2.2.2 T'eiinuieii KOpUCTYBaviB, TEKCTYPH apeHH, NiATOTOBKA rpadiuyHuX eJeMeHTiB.

VYeci rpadiuHi eneMeHTH TpU MPeACTaBlIeH] y BUIMSAAL 300paxeHb png gopMmary.
PNG (Portable Network Graphics) — pacrpoBuii dopmar 30epekeHHs TpadidHOi
iHopMalrlii, 1110 BUKOPUCTOBYE CTUCHEHHS 0e3 BUTpat. Po3mipu 300paxeHb MOBUHHI MaTH
OJIVH 3a TaKuX po3MipiB: 2, 4, 8, 16, 32, 64, 128, 256, 512, 1024, 2048 mikceniB. Ha npomy
eTari po3poOKH CTBOPIOIOTHCA Taki rpadiuHi eIeMeHTH, sk (POH, elTeMEeHTH TuIaTdopm,
30BHIIIHIN BUTJISA]] IEPCOHAXKIB Ta MEPEIIKOJ, eIeMEHTH 1HTepdelcy Ta JoroTur rpu. Jis
ITOaIbIIOT aHIMaIlli 00’ €KTIB, HEOOXIHO BIIMAIIOBATH BC1 MOXKJIMBI IX CTaHH.

B naniit Tabnuiro npeactasiens 2D- mogerni, 1110 3aCTOCOBYIOTBCS Y T'pi

Puc. 2.14- 36pakeHHs1 YaCTUHU 3 SIKOi CKanaaaeThes (HOH.
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Puc. 2.17 — 3o0paxeHHs IKOHOK €()eKTiB MOCHIICHHS.

YnpasiliHHSI IEPCOHAKEM TA aHAJI3 HOro QyHKIIi:

KopuctyBau Moxe pyxaTHUCh SK KIIKOM TakK 1 MPOTITHYTH Kypcop, IS
HAMpaBJICHHS M SYHKA B TOMY YH{ IHIIIOMY HalpsSMKY, TAKOX MOCUJICHI e()EKTHKHU TPaBeIlb
MO>K€ BUKOPHUCTOBYBATH 3a JIOMTOMOIO KHOTIOK 1, 2, 3 B TOCIIJOBHOCTI 3 BEPXY /10 HU3Y.

2.3. IIpouec peasizanisi mporpaMHoOro Koay

Ha nanomy erami My 3BepHEMOCS J0 YAaCTHHHU MPOTPAMHOrO KOMY SKa JacTh HAM

3MOTy 3p03yMITH, SIK OyB peasi3oBaHUI HaIl MPOIYKT.

[Tepmum y Hac mokasano peaiizarito AbilitiesController. Binmosigae cradinizamiro
IrpOBOTO TIPOIIECY, 3a]1a€ TIEBHI PAMKH, B IKMX OyJie MpaIffoBaTu rpa.

JlictuHT KOMY:

namespace BrickDuel.Game.Abilities
{

public class AbilitiesController : PunZenjectMonoBehaviour
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public const int MAX_POINTS_USED = 800;
public const int MAX_RANK =3;

public int[] RankPricing = new intfMAX_RANK] { MAX_POINTS_USED / 3, MAX_POINTS_USED / 2,
MAX_POINTS_USED };
public Value<int> CurrentRank = new Value<int>();

public Slot[] slots;

public UnityAction<string> OnAbilityActivate;

Jlani mu 6aurimo HaBe10 ckpunt BoosterDetail, BUKOpHUCTOBYETHCS IS 1€ TATBHOTO
aHanizy Ta BioOpaxkeHHs 1H(opMalii mpo OycTepu y IaHii rpi.

JlicTuHr KOAy:

namespace BrickDuel.Game.Boosters

{

public abstract class BoosterDetail : Booster

{
[Range(0, 15)]
public float DestroyTimer = Of;
public GameObject Graphics;

public override void Activate(OnePlayerMotor player)

{
base.Activate(player);

Graphics?.SetActive(true);
}

Jami mu 6aunmo ckpint MultiplyBooster, Bin BiAmoBimae 3a po3MOBCIOIKCHHS
e(heKTIB MOCUIICHHS 10 KapTi, JIs1 TBOX KOPUCTYBAYIB.

JlicTuHr KOAY:

using BrickDuel.Game.Players;
using UnityEngine;

namespace BrickDuel.Game.Boosters

{
public class MultiplyBooster : BoosterDetail

{
[SerializeField, Range(1, 5)] int amount = 2;
[SerializeField] float copyTimelife = 5f;
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public override void Activate(OnePlayerMotor player)

{
base.Activate(player);

player.Owner.SpawnMotors(amount, transform.position, copyTimelife);

Jami mu 6aunmo ckpunt NetworkPlayerExtensions, Bxirouae B cebe (yHKIIiFO

KepyBaHHS A1SIMU KOPUCTYBAuiB, KEPYBAHHS PyXOM Ta B3a€EMOJIIEIO 3 00 €KTaMHu.

JlictuHr koxy:

amespace BrickDuel.Game.Extensions

{

public static class NetworkPlayerExtensions

{

public static void SetPlayerParameters(Hashtable entries)

{

PhotonNetwork.LocalPlayer.SetCustomProperties(entries);

}
public static void SetPlayerReady(this Player player, bool isReady)

{
player.SetCustomProperties(new Hashtable() { { "IsReady", isReady } });

}
public static bool GetPlayerReady(this Player player)

{

return (bool)player.CustomProperties["IsReady"];

}
public static void SetPlayerColor(this Player player, Color color)

{
player.SetCustomProperties(new Hashtable() {

{ "ColorR", color.r },
{ "ColorG", color.g },
{"ColorB", color.b }

IOk
}

Tenep uepra giiina no ckpunta GameGrid, BiH BUKOBUCTAHUN NI CTBOPEHHS

I'pPOBOI CITKH 1 MOJISl HA AKIA PO3TallIOBaH1 €JIEMEHTH, 00 €KTH Ta MEPCOHAXKI1 TPH.

JlictuHT KOAY:

namespace BrickDuel.Game.Map
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public class GameGrid : PunZenjectMonoBehaviour

{
[Range(0.15f, 3f)]
public float BlockSize = 0.5f;
[Range(Of, 1f)]
public float Contrast = 0.5f;
public GameObject BlockPrefab;

public Vector2int FieldSize = new Vector2Int(35, 35);

[TableMatrix]
public GridCell[,] Grid;
public Transform[] PlayerZones;

public bool Isinited { get; private set; }
public GamePlayerBase LeftPlayer => gamemode.LeftPlayer;
public GamePlayerBase RightPlayer => gamemode.RightPlayer;

public UnityAction<Vector2Int> OnGridUpdated:;

[SerializeField]

private Gamemode gamemaode;

private MapAdditionalSpawner spawner;
[SerializeField]

private int spawnltemID = 0;
[SerializeField]

private float errosionRate = 3f;
[SerializeField]

private float chanseSpawnOnChangeOwner = 0.15f;

Hami mu posrisiHeMo ckpint BotPlayerController, Bin anroputmMu mry4HOTO
IHTEJEKTY, TaKl AK aJTOPUTM IPUUHSITTS PIIICHHS, MOIIYK MIJIAXY, 00UYUCIECHHS TEPUTOPIi

JlicTuHr KO1Yy:

using UnityEngine;

namespace BrickDuel.Game.Players

{

public class BotPlayerController : GamePlayerBase

{
public Vector2 SpeedThrow = new Vector2(0.25f, 5f);

public float ChangeThrowsSide = 0.5f;
public float UpdateRate = 3f;
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private float lastUpdateTime;

public override void GameUpdate()
{
if (photonView.IsMine == false)
return;

if (Time.time - lastUpdateTime > UpdateRate)

Throw(new Vector2(Random.Range(-1f, 1f), Random.Range(-1f, 1f)), Random.Range(SpeedThrow.x, Speed Throw.y));
lastUpdateTime = Time.time;

Ile omuH 3 BaxkiuBuX ckpinTiB € GamePlayerBase, BiH nae 3MOry yIpaBITiHHS HaJl
NEPCOHAKEM, METOM MIEPEMILIICHHS IPaBIsl MO ITPOBOMY CBITY, BUKOHAHHS J1H, TAKUX SIK
aTaka, 3aXUCT 30MpaHHS TMPEIMETIB BIACTYN IO YHCTOMY TMOJIO 1 Tak Jaji.

JlicTuHr KOIY:

namespace BrickDuel.Game.Players
{
[RequireComponent(typeof(AbilitiesController))]
public abstract class GamePlayerBase : PunZenjectMonoBehaviour
{
[ShowInlInspector]
public int UniquelD =>
photonView.OwnerActorNr - 1;
public int MaxMotors = 5;
public Color TeamColor
{
get
{
var player = PhotonNetwork.CurrentRoom.GetPlayer(UniquelD + 1);
if (player.CustomProperties.ContainsKey("ColorR™))
{
return player.GetPlayerColor();

}

return Color.cyan;

}

public Value<int> Coins = new Value<int>();

public Value<int> RankedPoints = new Value<int>();

public AbilitiesController Abilities { get; private set; }
public LayerMask MapMask;
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JlaBaiiTe po3riiiHEMO JOCUCTh IlikaBail ckpint 3aBepmeHHs GameResultScreen,
BiH BIANOBIAA€ 32 BIIOOPAKEHHS PE3yJbTaTIB I'PU UM NEBHOTO MOAINHOrO €KpaHy MICHs
3aBeplIeHHs rpu. MoBa #Hae Hpo eKpaH Ha SKy KOPHCTYBAaueBl MOKa3ylOTh HOTO
JOCSITHEHHS, CTACUCTUKY TPU

JlicTuHTr nporpamu:

using BrickDuel.Application;

using BrickDuel.Application.Services.Ul.Elements;
using BrickDuel.Game.Players;

using BrickDuel.Lobby.Ul,

using TMPro;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace BrickDuel.Game.Ul

{
[AssetPath(""Ul/Screens/Game/Result")]
public class GameResultScreen : UlScreen
{
[SerializeField] TextMeshProUGUI statusText;
[SerializeField] TextMeshProUGUI coinsCounter;
[SerializeField] TextMeshProUGUI playerTitle;
public void SetInfo(GamePlayerBase localPlayer,
bool localWinner,
int coinsCollected)
{
if (localPlayer != null)
statusText.text = localWinner ? "Win" : "Defeat";
coinsCounter.text = $"+{coinsCollected} coins";
}
public async void GoToMenu()
{
await Ul.Screens.CreateElement<LobbyScreen>();
SceneManager.LoadScene(0);
}
}
}
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BucHOBKHM /10 APYroro po3aiity

B xoai HanucaHHs Ipyroro po3auly AUILIOMHOI poOOTH Oyiu MpoaHadi30BaH1
MOXJIMBOCTI 1 MPUYMHU BUOOpPY MPOTPaMHOro 3a0e3MeUeHHS ISl pO3pPOOKH
JUIUIOMHOTO MPOEKTY, OyJIM pPO3TIsSHYTI (PYHKIIOHAJIBbHI MOXIJIMBOCTI BHOPAHOIO
MPOrpaMHOro 3a0e3Me4YeHHs] Ta MPOBEAEHO MOPIBHSAHHA 31 CXOXUMHU aHAJIOTaMH,
TaK0X OYJI0 pO3IVISIHYTO MOKPOKOBE HANAIITYBAaHHS KOKHOTO 3 €TamiB pOo3pOOKH Ta

HaJTalITYBAHHS ITPOCKTY.

Takox Oyiu po3IJIIHYTI MOBH MPOrpaMyBaHHS sIKI MOTJIM BUKOPUCTOBYBATUCH
OpHU HAMKMCAHHI MPOrPaMHOI0 KOJY MPOEKTY, BIAMIHHICTh pOOOTH 3 Ta rpadikoro Ta
PO3TJIIHYTO MOPSAOK €TamiB 1 aITOPUTMIB JJIs1 PO3pOOKH (hiHATBHOT 1Tl AUILIOMHOTO
NpOEKTy — cTBOpeHHs BiacHOi 2D rpu. [iarpama Hajae MOXIMBICTH HAM MOOAYUTH
BC1 MOXJIMBI Bapiamii Jii KOpucTyBaueMm. Takok Oyna 3reHepoBaHa Ta peaii3oBaHa
TaOmurl kiaci. [poananizyBamm ifet0 po3poOKH JIOJATKy. OYJIO AKTUBOBAHO CIICHU

0e3mocepeIHbO TPy, JUIS IEPEBIPKU TOTBHOCTI UM MOMKIIHH 3aITyCK KOPUCTYBAuEM.

IIpoanasnizoBaHa MUKCETbHA YaCTHHA, TEKCTYP Ta MKCENIbHI aHIMAallii 3 IKUX 1 CTBOPEHO

apeHa i1 MUTBTUITIEPHOTO KPOCIIaT(hOPMEHOTO JIOJATKY.
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PO311JI 3. ITIOPAIOK POBOTHU TA TECTYBAHHSA ITPOT'PAMHOI'O
KOMINIEKCY

3.1. IloxkpoxoBa poGoTa Ta iHTepdeiic 10AaTKY.

JI1s1 moyaTKy Tpeba 3py3yMiTH, 10 OMUC pOOOTH J0AaTKa — 1€ MPECTaBICHHS
Horo rpa¢iyHOI YacTH, a TAaKOXX MOKPOKOBE IpPEACTaBICHHS poOOTH, K L€ Oyne
0aunuTH KOpPUCTYBay, KOJIM OyJe mpauoBaTH 3 JaHUM mnpoaykrom. Ilicis 3amycky

J0JIaTKy, KOPUCTyBad MOTparuisie Ha €KpaH TOJIOBHOTO MEHIO, $IKE OCHAILEHO

KHOIIKaMH, 1110 BIIMOBIAIOTh 3a neBHi (QyHKIi1. [Jani HacTuckaeMo KHOTKY «Play».

SortyBal

Ployer_356

Puc. 3.1 — I'omoBHE MEHIO TpH

[Ticns waTwckaHHs KHONKHM «Play» kopucTyBad mepeiine 10 MEHIO BHOODY,
NepeTHUM 3 sBISIETHCS NND KHOMKKM BUOOPY MPOIOBKEHHS CiieHapito rpu, «Create» -
e Oyae o3HauyaTH, MO0 KOPUCTYyBa4 CTBOPHUTH 0001, NS OUYIKYHHHS HACTYITHOTO
KOpHCTyBada, 1100 TIpa MoOIJa po3modarucs, «Join» - 1e Oyme o3HAYaTH, IO
KOPHUCTYBad TMOMACTh IMMO3WB HAa MYJIBTHIUICEP, IS MpPHUEIAaHHSA B 0001, mob rpa
posmovanack. «Back» - HaruckaHHsS 1i€i KHONKHM TOBEpPHE KOPHCTyBada Ji0
MONEPAHBOT0 MEHIO, SKIIO BIH HANpUKIaA HEe OyB TOTOB pO3MOYaTH, ad0 MOCHIIIHO

HAaTHUCHYB KHONKY MyJbTuruieepa(Puc. 3.2).
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Servers
T

Puc.3.2- MynbTurieepae MEHIO 1Jisi CTBOPEHHS J10001
Jlani BUHUKae 3ammyck 0e3rnocepeHbo CIIeHH, JIe TPaBIli 1 3MOXKYTh [T03MaraTucs
onHe 3 oqHUM . KoprcTyBaui mobadyats K0>KeH CBOIO 1 BOPOKY YACTUHY TEPHUTOPIi, SIKY

HEeoOXiHO 3a0paTH crmocob xitpiire Hixk cynepHuk. (Puc.3.3).

0 Coins
Vitalik Vitalik Boh

Puc. 3.3 — [louaTkoBe po3MilieHHs TPABIIIB HA apeHi
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Tenep naBaiiTe MOBEpHEMOCH /10 MarasuHy. /[js Toro mo0 Tyau MOTpanuTy 3
TOJIOBHOTO MEHIO HAaTUCKAaEMO Ha BKIAAKy «ShOpy», micis 11 HATUCKaHHS TpaBellb
NoTparvisie 70 BUOOpY OOHYCHUX €(EeKTIB Ta OKpacy TEpUTOpii Ta ImepcoHaxa (IuB.

puc. 3.4).

Abilities

Bomb Touch

/50| 800-| 800~ | 1000 -

Puc.3.4 — Bxinaaka 3a10HOCTENR

Default Red
Skin

1250 - 1250 - | 200 -

Default Blue
Skin

1000 - 1000 -

1500 - 12500 -| /1500 - | 1500 -

Puc. 3.5- Bxiiagka ckiHHU.
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Takox € ¢QyHKLIA, sIKa MpaLoe MpU MEBHUX yYMOBAaX, L€ (QPYHKI[IS aKTUBALil
edekcTiB OycTy Teposi, KOJIM YUCIO MOHET HaOupaetrbcs Big 250 1 BuIle, MOXHa
CKOPHMCTATHCh OAHUM 3 IIUX €(EKTIB, MICJI BUKOPUCTAHHA Oyay TOCTYMHI JIMIIE JIBA aje
BKe 3a 1iHo 400, micist Ipyroro BUKOpUcTaHHs Oyne noctymnHo 1 3a miHoto 800, kokHe
BUKOPHUCTAHHS MOJAJbIIIE MOCUIIOE HACTYITHUM CKLJI, OCTaHH1H Oy/ie MacuMasbHOT CUJIH,

ajie MopsiA0K BUKOHAHHS, KOpUcTyBau Oyne Budupatu camoctiino(Puc 3.4).

Vitalik

33 Colns

Puc.3.7- BinMepeHHsI BIJIUIICHUX MIKCETIB
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Tako € CKpill SIKUI peryitoe MOMUIIKY, BHOOP1 0AHAKOBOT aHIMallil. OCKUIbKY MpH
BUOOPI aHIIli B T€H K€ OKpac MAJIIOEThCS KApTU MPOTUBHUKA, IIPU OJHAKOBIN aHIMAIlll HE
OyJie BUAHO 3aXBarTy Iicelll 1 OJHOMY Hi IHIIOMY KOPUCTYBau€Bi, IPH J1aH1id MOMUIILI 000M

KOpPHCTBAayaM  BIJKPHETbCS  MaraswH i nepeBuOopy  adimarii(puc.  3.8).

Skin selection

= - - o om e m— g o
Al glEyaErse iavs
-

2 wrdilE

OamoEiaEr

Default Rad
Skin

Puc. 3.8 — [ToMmuika o1HaKOBUX CKIHIB

AHIMaIlisg IpH AKId KOXEH 3 rpaBIliB 0auyuB CBOE MOBIJOMIICHHS, PO PE3yJIbTaT

IpH.

Win

+490 coins

Puc. 3.9. — Expan niepemMoxiis
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Defeat

+9 coins

Puc.3.10- Expan nporpasiioro

[Ticas poro oOMaBa KOPUCTYBAIl MOXKYTh MOBEPHYTUCS IO JAOJOBHOTO MEHIO Ta

cripoOyBaTH 3irpaTH IIe pas.

byna ctBopena cucrema nonatiB st 3CY, 3a sKi TH OTPUMYENT CKIHU JIJISl TOTO,

1100 J107JaTKOBO MOTHBYBAaTH KOPUCTYBayiB.

SortyBall

In such a difficult time, Ukraine needs help. 90% of the proceeds from these
products will be donated to charity. Do not remain indifferent

4F SortyBall

-
Wt | | ey 5o
©0 a0
5 : ﬁ
A0 A0

Puc.3.11 — Ekpan noHaTHO1 HOLIKH
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Tako micas 3aBepUIEHHS] TPU KOPUCTYBayl MOXKYTh IMOAUBUTUCS MOBTOP TOTO K

3MIHIOBaJach Mara Ha MpoTs3i Ipu.

Win

+263 colns

Puc. 3.11 — Expan noBTopy 3MiHU MaIu B Tpi
3.2. TecTtyBaHHSI po0OTH NPOTPaMH .

TecryBanHS TporpamMHOTO 3a0e3MEYeHHs € JyKe BaKIMBOK YaCTUHOI B
PO3po0I1Ii HAIIOTO MPOAYKTY, aJXKe Tpeba OyTH OpiEHTOBHUM Ha KOpUCTyBaya, 1100 mpu
HOT0 KOPUCTYBaHHI HOMY 0JI0O MAaCHMAJILHO 3PYYHO.

IIpoBeneMo TecTyBaHHS Ta IEPEKOHAEMOCH B TOYHOCT1 0€3MOMHUIIKOT poOOTH

JTaHOTO TIPOCKTY.
* y IIbOMY pei3i BCi (hyHKIIIT MOBHI Ta OTPaIlbOBaHi;
* UTLOBUH Yac MPOXOKEHHS TPU TTOBHICTIO PEaTi30BaHO;
* yci MUCHMOBI MaTepianu NpoQeciiHO 03BYUECHI,
* HEMae XyJ0KHiX 00'€KTiB-3aIIOBHIOBAYIB BiJICYyTHIX €JIEMCHTIB;
* Ha TUTYJBHOMY €KpPaHi € CIIPaB)KHI{ 3ar0JIOBOK Ta JIOTOTHIT,
* Ha3By OCTaTOYHO Y3TOJKEHO;

* yCI XyJIOXHI1 MaTepiajii BIANOBIJAI0Th TOJOBHOMY CTHIIIO;
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* OUIBIIICTH HOBUX T'PABIIIB MOXE IrpaTH 0€3 30BHIMIHBOIO KEPIBHUITBA;

* 0araro rpaBliB i3 HUIbOBOI AyUTOPIi rpatoTh OUIBIIY YACTUHY OCHOBHOTO

I'POBOr'0 KOHTEHTY 32 BIACHUM Oa)KaHHSM;
* yci3BYKOBIi e)eKTH Ta My3UKa BOYJ0BaH1 Ta BIAMOBIAAI0OTh OCHOBHIN TEMI,
* yci B3aeMO/I1i MalOTh 3BYKOBI €(peKTH;

* Ipa IpaIroe 3 IUTLOBOIO YaCTOTOIO KAJIPIB y OUIBIIIOCTI TECTOBUX CIIEHAPIIB.

30€peKeHO IPabEeIbHICTh Y BCIX MPOTECTOBAHUX CIICHAPIAX;
* yci QyHKIIi Ta KOHTEHT 3aBEepLIEHI;

* iHTep(eiic koprucTyBaya 3aBEpIICHO 1 BIAMOBIIA€ TOJIOBHOMY CTHUJIIO, 32

BUHSATKOM 3aCTaBKH Ta TUTPIB.

[Ticns 3aBepiieHHs TeCTyBaHH MOXHA CKa3aTH, IO JTAHUH MPOIYKT peari30BaHHMA
IpaBUJIBHO BIIMNOBIZAE THUM MapamMeMeTpaM, sIKi Cro4yaTky Oyiad JjIsi HbOTO 3ajaHi.
Hetipomepexa mpaitoe B XOpoIIoMy pexumi, 1 HermoTpeOye HoBarliii ta kopekitin. LI
BiJlirpae 3HAYHy POJIb B IFPOBOMY CBITI JUJII YECHOI1 IpH Ta MOKPAIIEHHS KOPUCTYBaHHS

JTIOTATKOM JIJIsl TPAaBITiB.
BucHoBKH 10 TPETHOI0 pPo3aiay

Byno ycmimHo 3amyIieHo BCIO CUCTEMY T'pH JJIs MPEBIPKH MOBHOI peaizarii

IIPOCIIIOBHOT'O TIEPEXOy KOPCTYBayva BiJl OJTHOTO MYHKTY JIO 1HIIIOTO
Hamucanuii mpoexkt OyB MpOTECTHOBAaHWN Ha OCHOBHI HOPMH BHUIIPOOYBaHb,
33/ KpaImioro po3yMiHHS Ha 4YUM Tpeba MpaioBaTv 1 1m0 Tpeda BUIYYUTH abo
JONTYYUTH, 32 JIJIs1 TOTO a0K KOPUCTYBadi MaB sIKk OMOT0 KOM(OPTHIIII YMOBH /IS TPH.
Bci 2D 3D AmniMamito mpamioTh HaJleKHHM YHHOM 1 BiATOBITAIOTH

MOCJIAaBIICHUM YMOBAM peatizallii mpoeKTy.
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BUCHOBKHA

B mpoueci BukoHaHHsI KBamiQikaiiiiHoi po6oTu Marictpa OyJO HamucaHO Ta
peainizoBaHo kpocruiadpopmeny mynbtuiuieepry 2D rpy Ha Unity 3D 3 3acTtocyBaHHSIM
URP.

Takox Oys0 MPOBEIECHO aHaNi3 ICHYIOUMX TEXHOJIOT1H MPOrpaMHOro MPOAYKTY
1 TIpeACTaBICHO TepeBaru Ta HeAoJiKW . Bbyino oOpaHo iHTErpoBaHe CepeaOBHIIEC
po3pooku Visual Studio gepe3 #oro HaAidHICTH Ta 3PYYHICTH MPOrPAMHOTO KOJY.
Pymriem Oyno oopano Unity 3D, Tomy 110 1ie SIKICHUE IHCTPYMEHT JIsE PO3POOICHHS
Bijieoirop 1 3actocyHkiB. CTBopeHi 3a gomomoroo Unity mporpamu mpaifiorTh Ha
HACTUTPHUX KOMIT'FOTEPHUX CUCTEMax, MOOUTBHUX MPUCTPOSX Ta TPATbHUX KOHCOJISIX
y JABO- Ta TPUBUMIpHIA rpadili, Ta Ha MPUCTPOSAX BIPTyaldbHOI Y JOMOBHEHOI
peasbHOCTI.

B xoa1 ananizy O0ys10 BUBHaA4€HO METO]] HABUAHHS HEHPOMEPEkKi Ta peasli3oBaHO
mosxxsmBocTi LI nis BTinenns iaei npoaykty, yat GPT Oyso B3sSTO Yepe3 MIBHAKICTh
MPUIHATTS PIllICHb Ta JIJI BUPIMICHHS MTpoOJieM iHTepdec 1 KITFOYOBOTO TeUMILICHO.

Jlani Oyna BupimeHa mnpobiieMa CTBOPEHHHS 0a30BOi IrpoBOi MeEXaHIKH,
BKJIFOYAIOUN PYX IEPCOHAXIB, B3aEMOJII0 O0'€KTIB, CUCTEMY KEpyBaHHs Ta 1HIII
aCIEeKTH IrPOBOTO MpOIleCy. 3acCTOCYBaHHS pPI3HUX (I3UYHUX BIACTHUBOCTEH IS
00'exTiB crienn. @opMali3oBaHO B3a€EMO/III0 Ta PEAKIIIIO BIPTyalbHUX 00'€KTIB, 110 J1a€
3MOTY BUKOPHUCTAHHS KOPHUCTYBadyaM Oy/Ib K01 BIKOBOT KaTeropii.

3aBmsku  kBamiikamidHii poOOTI OylO OMHUCAHO apXITEKTypH IPOEKTY,
BUKOPUCTAaHUX TEXHOJIOT1H 1 METO/IIB, a TAKOX THCTPYKIIIH /1711 KOPUCTYBaUiB

Sk mo1aTKOBOIO MpUBLIETIIO OyiI0 cTBOpeHa cucteMa joHatiB 1t 3CY, 3a sKki
TH OTPUMYEII CKiH JJIs1 TOTO, 00 T0AAaTKOBO MOTUBYBAaTH KOPUCTYBAYiB

[Tin wac HanmucanHs poOOTH OyJIO NETaTbHO PO3TIISHYTO MPOIEC CTBOPECHHS
MPOYKTY, Ta MPOaHATI30BaHO Bci foro eTanu. Cuctemu Ta migcucteMu 0yio 00'e THaHO
B OJIHHWH CYIIJTbHUN TIPOYKT.

['ooBHE MeEHIO, CIIEHHM, My3HKa IMIKCEJIbHI TEKCTypa Ha3BU BCeE I OYyJIO B3STO

Ha Substance share ski 3anponionysano 1. Ileii cepBic Mae MUPOKHIA CIEKTP MOCITYX
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JUTSL JIIOJIEH SIK1 peasi3yloTh HOB1 IPOEKTH.

VY niacyMKy, YacCTHHM JIaHOTO MPOETY peaji30BaHi BIPHO 1 YCIIIIHO MOEAHAH] B
MOBHOIIHHY Tpy, a, OTKe, maTBep/kye, mo Unity 3D € HOTyXHUM 1 THYYKHM
ITHCTPYMEHTOM [IJI1 PO3pOOKM 1IrpOBUX 1 IHTEPAKTUBHUX JOJATKIB, 3JaTHUM
3aJI0BOJIBHUTH NOTPEOU SIK MOYATKIBIIIB, TaK 1 mpodeciiHuX po3poOHUKiB. OTpruMaHi
3HaHHS Ta HABUYKM JO3BOJISIIOTH  IPOJOBXKYBAaTH  PO3BUTOK B  o0OiacTi

reiiMIeBeIONMEHTY Ta YCIIITHO peati30ByBaTH CKJIaAHI IPOEKTH B MAaHOYTHHOMY.
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JonaTok A
DoubleHealthAbility.cs:

using BrickDuel.Game.Players;

using System.Collections.Generic;

using UnityEngine;

using static BrickDuel.Game.Map.GameGrid;

namespace BrickDuel.Game.Abilities

{

public class DoubleHealthAbility : AbilityBase

{

public const int TARGET HEALTH VALUE = 2;
private int targetPlayerId;

public override void Activatelocal (int Rank, GamePlayerBase player)
{

base.Activatelocal (Rank, player);

targetPlayerId = player.UniquelD;

var cluster = GetCluster (Rank, player.UniquelD);

grid.SetClusterHealth (cluster, TARGET HEALTH VALUE, true);
}

public override void ActivateRemote (int Rank, GamePlayerBase player)
{

base.ActivateRemote (Rank, player);

audio.PlaySfx (activateSoundId) ;
}

public override void Deactivate ()

{

base.Deactivate () ;

var cluster = GetCluster (AbilitiesController.MAX RANK - 1, targetPlayerId);
grid.ResetClusterHealth (cluster);

audio.PlaySfx (deactivateSoundId) ;
}

private ClusterData GetCluster (int rank, int playerUniqueId)
{
Debug.Log ($"Generate cluster by rank {rank}");
if (rank == AbilitiesController.MAX RANK - 1)
return new ClusterData(playerUniquelId) ;

var blocks = new List<Vector2Int>();
for (var x = 0; x < grid.Grid.GetLength (0); x++)
{
for (var y = 0; y < grid.Grid.GetLength(l); y++)
{
var current = grid.Grid[x, yl;
if (current.Owner != playerUniqueld)
continue;

switch (rank)
{
case 0:
var up = hasOpponentBlock (Vector2Int.up);
var down hasOpponentBlock (Vector2Int.down) ;
var left hasOpponentBlock (Vector2Int.left);
var right = hasOpponentBlock (Vector2Int.right);

if (up || down || right || left)
blocks.Add (new Vector2Int(x, vy));

bool hasOpponentBlock (Vector2Int direction)
{



var pos = new Vector2Int(x + direction.x, y +
direction.y);
return grid.IsValidIndex (pos) && grid.Grid[pos.x,
pos.y].Owner != playerUniqueld;
}
break;
case 1:
blocks.Add(new Vector2Int(x, y));
break;

}

return new ClusterData (blocks.ToArray()):

}

}
BombTouchAbility.cs:

using BrickDuel.Game.Players;

namespace BrickDuel.Game.Abilities
{
public class BombTouchAbility : AbilityBase
{
public override void Activatelocal (int rank, GamePlayerBase player)

{

base.Activatelocal (rank, player);
UnityEngine.Debug.Log ($"Init local ability: {player}");

}
AbilitiesPanelUl.cs:

using BrickDuel.Data;

using BrickDuel.Game.Players;
using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.UI;

using Zenject;

namespace BrickDuel.Game.Abilities
{
public class AbilitiesPanelUI : MonoBehaviour
{
[SerializeField] RectTransform parent;
[SerializeField] AbilityPanellItemUI prefab;
[SerializeField] Image pointsBar;
[SerializeField] TextMeshProUGUI pointsText;
private PlayerStorage playerStorage;
private AbilitiesController controller;
private List<AbilityPanelltemUI> slots = new();

public void LinkWithController (AbilitiesController player, PlayerStorage
storage)

{

controller = player;
playerStorage = storage;

controller.GetComponent<GamePlayerBase> () .RankedPoints.OnValueChanged.AddListener (OnRanke
dPointsUpdate) ;

InitSlotsView() ;

UpdatePanelView () ;

OnRankedPointsUpdate (0, player.CurrentRank.Current);
}

private void OnRankedPointsUpdate (int old, int current)

{
var percent = (float)current / AbilitiesController.MAX POINTS USED;
pointsBar.fillAmount = percent;



}

if (pointsText)
pointsText.text = current.ToString();

}

private void Update ()
{
if (controller)
{
UpdatePanelView () ;
}
}

private void OnDestroy ()
{
if (controller)
controller.GetComponent<GamePlayerBase> ().
RankedPoints.OnValueChanged.RemoveListener (OnRankedPointsUpdate) ;
}

private void InitSlotsView ()
{
for (var x = 0; x < controller.slots.Length; x++)
{
var slotItemId = x >= playerStorage.LocalSession.UsedAbilities.Length ?
string.Empty
playerStorage.LocalSession.UsedAbilities[x];
if (string.IsNullOrEmpty (slotItemId))
continue;

var instance = Instantiate(prefab, parent);
instance.controller = controller;
instance.playerData = playerStorage;
instance.slotId = x;

ProjectContext.Instance.Container.Inject (instance) ;
slots.Add (instance) ;

}

public void UpdatePanelView ()
{

for (var x = 0; x < slots.Count; x++)
UpdateSlotView (x) ;
}

private void UpdateSlotView (int slotId)

{
slots[slotId] .UpdateView () ;

}

Booster.cs:

using
using
using
using
using
using

BrickDuel .Game.Map;
BrickDuel.Game.Players;
BrickDuel.Lobby.Grid;
Photon.Pun;
Sirenix.OdinInspector;
UnityEngine;

namespace BrickDuel.Game.Boosters

{

public abstract class Booster : PunZenjectMonoBehaviour

{

[ShowInInspector, ReadOnly]

public Vector2Int Pos { get; private set; }

public float TimelLife => Time.time - spawnDate;

public float ActivatedTime => Time.time - activatedDate;
public bool IsActivated => activatedDate != 0;

[Range (0, 360)]
public float MaxTimeLife = 5f;

protected GameGrid grid { get; private set; }



protected float spawnDate { get; private set; }
protected float activatedDate { get; private set; }

public virtual void Init (GameGrid grid, Vector2Int pos)
{

Pos = pos;

this.grid = grid;

spawnDate Time.time;

if (PhotonNetwork.IsMasterClient)
photonView.RPC (nameof (InitRpc), RpcTarget.Others, pos.x, pos.y);

[PunRPC]
public void InitRpc (int x, int y)
{
var pos = new Vector2Int(x, vy);
Init (FindObjectOfType<GameGrid> (), pos):;
}

public virtual void Activate (OnePlayerMotor motor)
{
activatedDate = Time.time;
if (photonView.IsMine)
photonView.RPC (nameof (ActivateRpc), RpcTarget.Others,
motor.photonView.ViewID) ;

}

protected virtual void ActivateAnswer ()

{
1

[PunRPC]

public void ActivateRpc (int playerViewID)

{
var player = PhotonView.Find(playerViewID) .GetComponent<OnePlayerMotor> () ;
Activate (player) ;
ActivateAnswer () ;

}

protected virtual void Update ()

{
if (PhotonNetwork.IsMasterClient &&
MaxTimeLife > 0 &&
TimeLife > MaxTimeLife)

PhotonNetwork.Destroy (gameObject) ;

}
IOHelper.cs:

using System.Collections.Generic;

using System.IO;

using System.Ling;

using System.Runtime.Serialization.Formatters.Binary;

namespace BrickDuel.Application.IO
{
public static class IOHelper

{
public const string DEFAULT FILE EXTENSION = ".nd";

public static string BuildStoragePath (params string[] items)
{
var reslItems = new List<string>() {
UnityEngine.Application.persistentDataPath };
resItems.AddRange (items) ;
return Path.Combine (resItems.ToArray()):;

}

public static void PrepareFolder (string shortPath)



var directories = shortPath.Split (@"\");

for (var i = 0; 1 < directories.Length; i++)
{
var directory = Path.Combine (directories.Take(i + 1) .ToArray()):;
if (directory.EndsWith (DEFAULT FILE EXTENSION))
return;

var path = BuildStoragePath (directory);
if (Directory.Exists (path) == false)
Directory.CreateDirectory (path);

}

public static void DeleteFile (string shortPath)
{
var fullPath = BuildStoragePath (shortPath);
if(File.Exists (fullPath))
File.Delete (fullPath);
}

public static void SerializeIntoFile(this object target,
string directories,
string fileName,
string fileExtension =
DEFAULT FILE EXTENSION)
{
var fullPath = BuildStoragePath(directories, fileName + fileExtension);
PrepareFolder (directories);
SerializeIntoFile(target, fullPath);
}

public static void SerializelIntoFile (this object target, string shortFilePath)
{

var fullPath = BuildStoragePath (shortFilePath) ;

PrepareFolder (fullPath) ;

using (var fs = File.Open(fullPath, FileMode.OpenOrCreate))

{

var formatter = new BinaryFormatter();
formatter.Serialize (fs, target);

}

public static bool ContainsSavedFile (this string shortFilePath)
{

var fullPath = BuildStoragePath (shortFilePath) ;

return File.Exists (fullPath);
}

public static T DeserializeFromFile<T> (this string shortFilePath) where T
class
{
var fullPath = BuildStoragePath (shortFilePath) ;
if(File.Exists (fullPath))
{
using (var fs = File.Open (fullPath, FileMode.Open))
{
var formatter = new BinaryFormatter();
return formatter.Deserialize (fs) as T;

}

return null;

}

}
GlobalMap.cs:

using BrickDuel.Game.Players;
using Photon.Pun;

using System;

using System.Collections.Generic;
using UnityEngine;



using static BrickDuel.Game.Map.GameGrid;

namespace BrickDuel.Game.Boosters
{
public class CrackBooster : BoosterDetail
{
[SerializeField] Vector2Int directionsRange = new Vector2Int(l, 3);
[SerializeField] bool useDiagonal = true;
[SerializeField] int linelLength = 8;
[SerializeField, Range (0, 1)] float lineCurve = 0.1f;

public override void Activate (OnePlayerMotor player)
{

base.Activate (player);

if (PhotonNetwork.IsMasterClient &&
photonView.IsMine)

var data = GetCluster();
grid.CaptureByCluster (data, player.UniquelID, true);

}

private ClusterData GetCluster ()
{
var result = new List<Vector2Int>() { Pos };
var directions = UnityEngine.Random.Range (directionsRange.x,
directionsRange.y) ;

for (var x = 0; x < directions; x++)
{

var directionVector = grid.GetRandomDirection (useDiagonal) ;

for (var i = 1; 1 <= linelength; i++)
{
var crackPosition = Pos + i * directionVector;
if (grid.IsValidIndex (crackPosition) == false)
continue;

result.Add (crackPosition) ;

if (lineCurve > UnityEngine.Random.value)
directionVector = grid.GetRandomDirection (useDiagonal) ;

}

return new ClusterData (result.ToArray());

}

}
NetworkPlayerExtensions.cs:

using ExitGames.Client.Photon;
using Photon.Pun;

using Photon.Realtime;

using UnityEngine;

namespace BrickDuel.Game.Extensions
{ public static class NetworkPlayerExtensions
{ public static void SetPlayerParameters (Hashtable entries)
{ PhotonNetwork.LocalPlayer.SetCustomProperties (entries);

}

public static void SetPlayerReady(this Player player, bool isReady)
{

player.SetCustomProperties (new Hashtable() { { "IsReady", isReady } });
}

public static bool GetPlayerReady (this Player player)



}

{

}

public static void SetPlayerColor (this Player player,

{

}

return (bool)player.CustomProperties["IsReady"];

player.SetCustomProperties (new Hashtable () {
{ "ColorR", color.r },
{ "ColoxrG", color.g },
{ "ColorB", color.b }

})

public static Color GetPlayerColor(this Player player)

{

}

var r = (float)player.CustomProperties["ColorR"];
var g = (float)player.CustomProperties|["ColorG"];
var b = (float)player.CustomProperties|["ColorB"];

return new Color(r, g, b);

Color color)

public static void SetPlayerSkin (this Player player, string skinId)

{

}

player.SetCustomProperties (new Hashtable ()

{
{ "EquippedSkin", skinId }

)i

public static string GetPlayerSkin (this Player player)

{
1

return (string)player.CustomProperties["EquippedSkin"];

BattleGamemode.cs:
BrickDuel.Game.Players;
BrickDuel.Game.UI;
Photon.Pun;
Sirenix.OdinInspector;
System.Collections.Generic;
System.Ling;

UnityEngine;

using
using
using
using
using
using
using

namespace BrickDuel.Game.Gamemodes

{

public class BattleGamemode : Gamemode

{

[Range (0.1f, 1f)]

public float WinThershold
public float NeedHoldTime

0.85f;
15¢f;

public bool SameSkinsWarning { get; private set; }

[ShowInInspector]
internal WinInfo currentInfo;
internal GamePlayerBase winner;

protected override async void Start ()

{

}

base.Start () ;

gameScreen = awalt ui.Screens.CreateElement<GameplayScreen>();

protected override void Update ()

{

base.Update () ;

if (gameScreen)
gameScreen.SkinSelectionMenuVisibled = IsGameBegined

SameSkinsWarning;

}

false &&



protected override void GameUpdate ()
{
base.GameUpdate () ;

if (PhotonNetwork.IsMasterClient == false)
return;
if (currentInfo == null)

{
foreach (var player in Players)
{
if (player != null &&
grid.PercentBlocks (player.UniqueID) >= WinThershold)

currentInfo = new WinInfo(player.UniquelID);

photonView.RPC (nameof (UpdateNetWinnerInfoRpc), RpcTarget.Others,

player.UniquelD) ;
break;

}
}
else if (winner == null)
{
if (grid.PercentBlocks (currentInfo.TargetPlayerID) < WinThershold)
{
currentInfo = null;
photonView.RPC (nameof (UpdateNetWinnerInfoRpc), RpcTarget.Others,
}
else
{
if (currentInfo.TimeHold >= NeedHoldTime)
{
winner = Players[currentInfo.TargetPlayerID];

}

}

protected override void OnGameNotBeStarted ()
{
base.OnGameNotBeStarted () ;

SameSkinsWarning = true;

}

protected override bool CheckGameBeginCondition ()
{
if (HasSameSkins())
{
SameSkinsWarning = true;
return false;

}

SameSkinsWarning = false;
return base.CheckGameBeginCondition () ;

}

private bool HasSameSkins ()
{
var usedSkins = new List<string>();
if (Players != null && Players.Length > 0)
{
foreach (var player in Players)
{
if (usedSkins.Contains(player.GetOwnerEquipSkin))
return true;

usedSkins.Add (player.GetOwnerEquipSkin) ;

-1);



return false;

}

[PunRPC]
public void UpdateNetWinnerInfoRpc (int playerUniquelD)

{
UpdateWinnerInfo (playerUniquelD) ;

}

private void UpdateWinnerInfo (int playerUniquelD)
{

if (playerUniqueID == -1)

{

currentInfo = null;

}

else

{

currentInfo new WinInfo (playerUniquelID) ;
}

}

public override bool GameEndCondition (out GamePlayerBase winner)
{

winner = this.winner;

return winner != null;

}

[System.Serializable]

public class WinInfo

{
public int TargetPlayerID;
public float TimeBegin;

public WinInfo (int targetPlayerID)

{
TargetPlayerID = targetPlayerID;
TimeBegin = Time.time;

}

[ShowInInspector]
public float TimeHold =>
Time.time - TimeBegin;
}
}
GameGrid.cs:

using BrickDuel.Data;

using BrickDuel.Game.Abilities;
using BrickDuel.Game.Extensions;
using BrickDuel.Game.Gamemaodes;
using BrickDuel.Game.Players;
using Photon.Pun;

using Sirenix.OdinlInspector;

using System;

using System.Collections.Generic;
using System.Ling;

using UnityEngine;

using UnityEngine.Events;

using Zenject;

namespace BrickDuel.Game.Map

{

public class GameGrid : PunZenjectMonoBehaviour

[Range(0.15f, 3f)]
public float BlockSize = 0.5f;
[Range(0f, 11)]



public float Contrast = 0.5f;
public GameObject BlockPrefab;

public Vector2Int FieldSize = new Vector2Int(35, 35);

[TableMatrix]
public GridCell[,] Grid;
public Transform[] PlayerZones;

public bool Isinited { get; private set; }
public GamePlayerBase LeftPlayer => gamemode.LeftPlayer;
public GamePlayerBase RightPlayer => gamemode.RightPlayer;

public UnityAction<Vector2Int> OnGridUpdated,;

[SerializeField]

private Gamemode gamemode;

private MapAdditionalSpawner spawner;
[SerializeField]

private int spawnltemID = 0;
[SerializeField]

private float errosionRate = 3f;
[SerializeField]

private float chanseSpawnOnChangeOwner = 0.15f;
//[SerializeField]

/Iprivate GameAudioManager audio;
[Inject] SkinsStorage skins;

protected override void Start()
base.Start();

spawner = GetComponent<MapAdditionalSpawner>();

}
public void InitField()

if (IsInited)
return;

Grid = new GridCell[FieldSize.x, FieldSize.y];

var halfWidth = FieldSize.x * BlockSize * 0.5f;
var halfHeight = FieldSize.y * BlockSize * 0.5f;
for (var x = 0; x < FieldSize.x; x++)

{
for (vary = 0; y < FieldSize.y; y++)

Grid[X, y] = new GridCell()
{
X=X,
Y =y,
Block = Instantiate(BlockPrefab, new Vector3(x * BlockSize - halfWidth + transform.position.x, y
* BlockSize - halfHeight + transform.position.y, 0), Quaternion.identity)

¥

Grid[x, y].Block.transform.localScale = BlockPrefab.transform.localScale * BlockSize;
UpdateOwner(new Vector2Int(x, y), x <= FieldSize.x * 0.5f ? 0 : 1, islnit: true);

¥
¥



IsInited = true;

¥

public void ContactWithPlayer(GamePlayerBase player,
Transform block,
bool withRpc = true)

/[TODO: without finding block by cycle
var pos = GetBlockIndex(block);
UpdateOwner(pos, player.UniquelD);
if (withRpc)
photonView.RPC(nameof(ContactWithPlayerRpc), RpcTarget.Others, player.photonView.ViewlD,
pos.X, Pos.Y);
}

public Vector2int GetBlockindex (Transform block)
{
for (var x = 0; x < FieldSize.x; x++)

{
for (var y = 0; y < FieldSize.y; y++)

if (Grid[X, y].Block == block.gameObject)
{

return new Vector2Int(x, y);
}
}
}

return -Vector2int.one;

}

[PunRPC]
public void ContactWithPlayerRpc(int playerViewlD,
int blockX,
int blockY)
{
var block = Grid[blockX, blockY].Block.transform;

var player = PhotonView.Find(playerViewID).GetComponent<GamePlayerBase>();
ContactWithPlayer(player, block, false);

}

public void UpdateOwner(Vector2Int index,
int ownerlD,
int health = 1,

bool isInit = false,
bool withRpc = false)

if (Grid[index.x, index.y].Owner != owneriD)
if (isInit == false)

if (Grid[index.x, index.y].Health <= 1)
{
Grid[index.x, index.y].Owner = ownerID,;
var newHealth =
gamemode.GetPlayerByUniquelD(ownerID).Abilities. TryGetAbility<DoubleHealthAbility>(true, out var
dhAbility) ?
DoubleHealthAbility. TARGET_HEALTH_VALUE :
health;
//Debug.Log($"{ownerID} new health: {newHealth}");
Grid[index.x, index.y].SetControll(PlayerZones[ownerID], newHealth);
Grid[index.x, index.y].ApplyBlockSkin(LoadBlockSkin(ownerID));



if (gamemode.GetPlayerByUniquelD(ownerID).RankedPoints.Current <
AbilitiesController. MAX_POINTS_USED)
gamemode.GetPlayerByUniquelD(ownerID).RankedPoints.Current++;

Grid[index.x, index.y].PlayInteractionAnim();

if (PhotonNetwork.IsMasterClient && UnityEngine.Random.value <
chanseSpawnOnChangeOwner)
spawner.Spawn(spawnltemID, index);

}
else if (Grid[index.x, index.y].Health > 1)
{
Grid[index.x, index.y].Health--;
Grid[index.x, index.y].ApplyBlockSkin(LoadBlockSkin(Grid[index.x, index.y].Owner));

¥

OnGridUpdated?.Invoke(index);
}

else

Grid[index.x, index.y].Owner = ownerID;
Grid[index.x, index.y].ApplyBlockSkin(LoadBlockSkin(ownerID));
Grid[index.x, index.y].SetControll(PlayerZones[ownerID]);

¥

if (withRpc)
photonView.RPC(nameof(UpdateOwnerRpc), RpcTarget.Others, index.x, index.y, ownerlD, islnit,
health);

¥
¥

private SkinModel.Detaillnfo LoadBlockSkin(int playerUniqueld)
{
var player = gamemode.GetPlayerByUniquelD(InvertID(playerUniqueld));
var skinld = PhotonNetwork.CurrentRoom.Players[player.photonView.OwnerActorNr].GetPlayerSkin();
var skin = skins[skinld];
return skin.BlockSkin;

}

[PunRPC]
public void UpdateOwnerRpc(int pX,
int py,
int owner,
bool islInit,
int health)
{
UpdateOwner(new Vector2Int(px, py),
owner,
health: health,
isInit: isInit,
withRpc: false);
}

public static int InvertID(int input)
{

return input==170:1;

¥

#region Grid Properties and Methods
//Can be optimized into cycles (dont need load skin everytime)



public void SetClusterHealth(ClusterData cluster, int health, bool withSyncRpc = false)
if (cluster.CaptureByOwnerld)

for (var x = 0; x < Grid.GetLength(0); x++)

{
for (vary = 0; y < Grid.GetLength(1); y++)
{

if (Grid[x, y].Owner == cluster.TargetOwnerld)
{

Grid[x, y].Health = health;
Grid[x, y].ApplyBlockSkin(LoadBlockSkin(cluster. TargetOwnerld));
OnGridUpdated?.Invoke(new Vector2Int(x, y));
}
}
}
}

else

{

for (var x = 0; x < cluster.Points.Length; x++)

Grid[cluster.Points[x].x, cluster.Points[x].y].Health = health;
Grid[cluster.Points[x].x,

cluster.Points[x].y]. ApplyBlockSkin(LoadBlockSkin(cluster. TargetOwnerld));
OnGridUpdated?.Invoke(cluster.Points[x]);

}
}
if (withSyncRpc)
photonView.RPC(nameof(SyncClusterHealthRpc), RpcTarget.Others, JsonUtility. ToJson(cluster),
health);
}
public void ResetClusterHealth (ClusterData data, bool withSyncRpc = false)
{
SetClusterHealth(data, 1, withSyncRpc);
}
[PunRPC]
public void SyncClusterHealthRpc (string clusterJson, int health)
{
var cluster = JsonUtility.FromJson<ClusterData>(clusterJson);
SetClusterHealth(cluster, health);
}
public Vector2Int GetDirectionVector(Direction direction)
{

switch (direction)
{
case Direction.North:
return new Vector2Int(0, -1);
case Direction.South:
return new Vector2Int(0, 1);
case Direction.East:
return new Vector2Int(1, 0);
case Direction.West:
return new Vector2int(-1, 0);
default:
return Vector2Int.zero;



public Vector2Int GetRandomDirection(bool withDiagonal = false)
{
var values = (Direction[])Enum.GetValues(typeof(Direction));
var tmp = new List<Vector2Int>();
foreach (var item in values)
tmp.Add(GetDirectionVector(item));

if (withDiagonal)

tmp.Add(new Vector2Int(-1, -1));
tmp.Add(new Vector2Int(-1, 1));
tmp.Add(new Vector2Int(1, -1));
tmp.Add(new Vector2Int(1, 1));

¥

return tmp[UnityEngine.Random.Range(0, tmp.Count)];
}

public bool IsValidIndex (Vector2Int index)
{
return (index.x >= 0 && index.x < Grid.GetLength(0) &&
index.y >= 0 && index.y < Grid.GetLength(1));
}

public void CaptureByCluster (ClusterData cluster, int newOwnerld, bool withSyncRpc = false)
{
if (cluster.CaptureByOwnerld)
{
for (var x = 0; x < Grid.GetLength(0); x++)

{
for (vary = 0; y < Grid.GetLength(1); y++)
{

if (Grid[x, y].Owner == cluster.TargetOwnerld)
{

UpdateOwner(cluster.Points[x], newOwnerld);
}
}
}
}

else

{

for (var x = 0; x < cluster.Points.Length; x++)
{
UpdateOwner(cluster.Points[x], newOwnerld);
}
}

if (withSyncRpc)
{
var json = JsonUtility. ToJson(cluster);
//Debug.Log($"Send cluster (new owner - {newOwnerld}) json: {json}");
photonView.RPC(nameof(CaptureByClusterRpc), RpcTarget.Others, json, newOwnerlid);
}
}

[PunRPC]
public void CaptureByClusterRpc (string clusterJson, int newOwnerld)

{

var cluster = JsonUtility.FromJson<ClusterData>(clusterJson);
CaptureByCluster(cluster, newOwnerld);



¥

public void CaptureCircle(Vector2Int center, float radius, int targetPlayerID, bool withSyncRpc = false)

{

var blocks = new List<Vector2Int>();
for (var x = 0; x < Grid.GetLength(0); x++)

for (vary = 0; y < Grid.GetLength(1); y++)
if (Vector2Int.Distance(Grid[x, y].Pos, center) <= radius)

blocks.Add(new Vector2Int(x, y));

¥
¥
¥

for (var x = 0; x < blocks.Count; x++)

UpdateOwner(blocks[x], targetPlayerID);
}

if (withSyncRpc)
photonView.RPC(nameof(CatpureCircleRpc), RpcTarget.Others, center.x, center.y, radius,
targetPlayerID);

[PunRPC]
public void CatpureCircleRpc(int x, int y, float radius, int playerld)

{

var pos = new Vector2Int(X, y);
CaptureCircle(pos, radius, playerld);

}

public int BlocksCount(int ownerID)

{

var result = 0;
if (Grid == null || Grid.Length == 0)
return result;

return PlayerZones[ownerID].childCount;

}

public int AlIBlocksCount()
{

}

public float PercentBlocks(int ownerID)

{
¥

public List<ClusterData> FindClusters(int value)

{

return FieldSize.x * FieldSize.y;

return (float)BlocksCount(ownerID) / AllBlocksCount();

var clusters = new List<ClusterData>();
var visited = new HashSet<(int, int)>();

for (int x = 0; x < Grid.GetLength(0); x++)

{
for (inty = 0; y < Grid.GetLength(1); y++)



if (Grid[x, y].Owner == value && !visited.Contains((X, y)))
{

var cluster = FindCluster(x, y, value, visited);
clusters.Add(new ClusterData(cluster. ToArray()));
}
}
}

return clusters;

¥

private List<Vector2Int> FindCluster(int x, int y, int value, HashSet<(int, int)> visited)

{

var cluster = new List<Vector2int>();
visited. Add((x, ¥));
cluster.Add(new Vector2Int(x, y));

for (int dx = -1; dx <= 1; dx++)

{
for (int dy = -1; dy <= 1; dy++)
{
int nx = x + dx;
intny =y + dy;
if (nx >=0 &&
nx < Grid.GetLength(0) &&
ny >=0 &&
ny < Grid.GetLength(1))
if (Grid[nx, ny].Owner == value && lvisited.Contains((nx, ny)))
{
cluster.AddRange(FindCluster(nx, ny, value, visited));
}
}
}
}
return cluster;

}

public void MakeForAllBlocks(ClusterData cluster, Func<Vector2Int, GameObject> handleMethod)
{

for (var x = 0; x < cluster.Points.Length; x++)
handleMethod?.Invoke(cluster.Points[X]);
}
}
#endregion

#region Errosion
private float corrosionRate = 3f;

public void HandleErrosion()

if (PhotonNetwork.IsMasterClient == false)
return;

if (corrosionRate > 0)

{

corrosionRate -= Time.deltaTime;

¥



else
{
corrosionRate = errosionRate;
var tmp = new Dictionary<int, List<ClusterData>>();
for (var x = 0; x < gamemode.Players.Length; x++)
{
var clusters = FindClusters(gamemode.Players[x].UniquelD);
for (vary = 0; y < clusters.Count; y++)

if (clusters[y].ConainsPlayer(this, gamemode.Players[x].transform, BlockSize) == false)

if (tmp.ContainsKey(x))
tmp[x].Add(clusters[y]);
else
tmp[x] = new List<ClusterData>() { clusters[y] };
}

¥
¥

if (tmp.Count > 0)

var apply = tmp.ElementAt(UnityEngine.Random.Range(0, tmp.Count));

var resultCluster = apply.Value[UnityEngine.Random.Range(0, apply.Value.Count)];
resultCluster.CalculatePointsByZone(this);

var resultBlock = resultCluster.GetRandomBoundaryPoint();
UpdateOwner(resultBlock, InvertiD(apply.Key), withRpc: true);

}
}
}
#endregion

[Serializable]

public class GridCell

{
[NonSerialized]
public GameObiject Block;
public int X;
public int Y;
public int Owner = -1;
public int Health = 1,

public Vector2Int Pos =>
new Vector2Int(X, Y);

public void PlaylInteractionAnim()

{
Block.GetComponent<Animation>().Play();

}

public void SetBlockColor(Color color)

Block.GetComponentInChildren<SpriteRenderer>().color = color;

¥

public void ApplyBlockSkin (SkinModel.Detaillnfo blockStyle)
{

var spriteRend = Block.GetComponentInChildren<SpriteRenderer>();
blockStyle. ApplyTo(spriteRend, Health);

¥

public void SetControll(Transform parentOfGroup, int health = 1)



{

Block.transform.parent = parentOfGroup;
Block.layer = parentOfGroup.gameObject.layer;
Health = health;

¥
¥

[Serializable]
public class ClusterData

{
public int TargetOwnerld;

public Vector2Int[] Points;

public ClusterData (int targetOwnerld)

{
TargetOwnerld = targetOwnerld,;

¥

public ClusterData(Vector2Int[] points)
{

Points = points;
TargetOwnerld = int.MinValue;

}

public bool CaptureByOwnerld => TargetOwnerld != int. MinValue;

public bool ConainsPlayer(GameGrid grid, Transform targetToCheck, float blockSize)
{

for (int x = 0; x < Points.Length; x++)

if (Vector2.Distance(targetToCheck.position, grid.Grid[Points[x].x,
Points[x].y].Block.transform.position) < blockSize)

return true;

¥
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return false;

}

public Vector2Int GetRandomBoundaryPoint()

{
return Points[UnityEngine.Random.Range(0, Points.Length)];

}

public void CalculatePointsByZone (GameGrid grid)
{

var tmp = new List<Vector2Int>();

for(var i = 0; i < Points.Length; i++)
{

var X = Points][i].x;

var y = Points[i].y;

var up = hasOpponentBlock(Vector2Int.up);

var down = hasOpponentBlock(Vector2Int.down);
var left = hasOpponentBlock(Vector2int.left);

var right = hasOpponentBlock(Vector2Int.right);

if (up || down || right || left)
tmp.Add(new Vector2int(x, y));



bool hasOpponentBlock(Vector2Int direction)
{
var pos = new Vector2Int(x + direction.x, y + direction.y);
return grid.IsValidindex(pos) && grid.Grid[pos.X, pos.y].Owner != grid.Grid[x, y].Owner;
}
}

Points = tmp.ToArray();

¥
¥

public enum Direction
{

North,

South,

East,

West

¥



GamePlayerBase.cs:
using BrickDuel.Data;
using BrickDuel.Game.Abilities;
using BrickDuel.Game.Extensions;
using BrickDuel.Game.Gamemodes;
using BrickDuel.Game.Map;
using BrickDuel.Lobby.Grid;
using Photon.Pun;
using Sirenix.OdinInspector;
using System.Collections.Generic;
using UnityEngine;
using Zenject;

namespace BrickDuel.Game.Players

{
[RequireComponent (typeof (AbilitiesController)) ]

public abstract class GamePlayerBase : PunZenjectMonoBehaviour
{
[ShowInInspector]
public int UniqueID =>
photonView.OwnerActorNr - 1;

public int MaxMotors = 5;
public Color TeamColor
{
get
{
var player = PhotonNetwork.CurrentRoom.GetPlayer (UniqueID + 1);
if (player.CustomProperties.ContainsKey ("ColorR"))
{
return player.GetPlayerColor () ;
}

return Color.cyan;

}

public Value<int> Coins = new Value<int>();

public Value<int> RankedPoints = new Value<int>();

public AbilitiesController Abilities { get; private set; }
public LayerMask MapMask;

public Vector3 StartPos;

#region Audio
public string DefaultTouchSound = "bg block break";
public string OverrideTouchSound = string.Empty;

public string GetTouchSound => string.IsNullOrEmpty (OverrideTouchSound)
DefaultTouchSound : OverrideTouchSound;
#endregion

public abstract void GameUpdate () ;

protected Gamemode gamemode;

protected GameGrid grid;

protected PlayerStorage playerData =>
ProjectContext.Instance.Container.Resolve<PlayerStorage> () ;

protected List<OnePlayerMotor> Motors =
new List<OnePlayerMotor>();

protected override void Start ()
{

base.Start () ;
StartPos = transform.position;
grid = FindObjectOfType<GameGrid> () ;
Abilities = GetComponent<AbilitiesController>();
gamemode FindObjectOfType<Gamemode> () ;
gamemode .RegisterPlayer (this) ;

PlayerStorage.OnDataChanged += ChangedData;



MapMask = gamemode.MasksOnSpawnPoints[UniquelID];
SpawnMotor (StartPos) ;
}

protected override void OnDestroy ()

{
PlayerStorage.OnDataChanged -= ChangedData;

base.OnDestroy () ;
}

private void ChangedData ()
{
ChangeSkin (playerData.LocalSession.Equipped) ;

}

public int MotorsCount =>
Motors.Count;

public void SpawnMotors (int count, Vector3 position, float timelife = 0)
{
for (var x = 0; x < count; x++)
SpawnMotor (position, timelife);

}

public void SpawnMotor (Vector3 position, float timelife = 0)
{
if (photonView.IsMine &&
Motors.Count < MaxMotors)

var instance = PhotonNetwork.
Instantiate ("PlayerMotor", position, Quaternion.identity).
GetComponent<OnePlayerMotor> () ;
Motors.Add (instance) ;
instance.Owner = this;
photonView.RPC (nameof (SyncMotor),
RpcTarget.Others,
instance.photonView.ViewID,
true) ;

if (timelife > 0)
instance.SetTimelifeDuration (timelife) ;

UpdateMotorsView () ;

}

[PunRPC]
public void SyncMotor (int objectViewID, bool addOrRemove)

{

var instance = PhotonView.Find(objectViewID) .GetComponent<OnePlayerMotor> () ;
if (addOrRemove)
{

Motors.Add (instance) ;
instance.Owner = this;

}
else
Motors.Remove (instance) ;

UpdateMotorsView () ;
}

public OnePlayerMotor GetMotor (int index)
{

if (index >= 0 && index < Motors.Count)
return Motors[index];

return null;



public void KillMotors (int count)
{
if (photonView.IsMine)
{
for (var x = Motors.Count - 1;
x >= 0 && count > 0;
x-—, count--)
{
photonView.RPC (nameof (SyncMotor), RpcTarget.Others,
Motors[x] .photonView.ViewID, false);
PhotonNetwork.Destroy (Motors[x] .gameObject) ;
Motors.RemoveAt (x) ;

}

public void KillMotor (OnePlayerMotor instance)
{
if (photonView.IsMine)
{
if (Motors.Contains (instance))
{
Motors.Remove (instance) ;
photonView.RPC (nameof (SyncMotor), RpcTarget.Others,
instance.photonView.ViewID, false);
PhotonNetwork.Destroy (instance.gameObject) ;

1
1

public void Throw (Vector2 dir, float force)

{

for (var x = 0; x < Motors.Count; x++)
if (Motors[x] != null)
Motors([x] .Throw (dir, force);

}

public void ThrowInto (Vector2 pos, float force)
{

for (var x = 0; x < Motors.Count; x++)
if (Motors[x] != null)
Motors[x].Throw (pos - (Vector2)Motors|[x].transform.position, force);

}

public void UpdateMotorsView ()
{
for (var x = 0; x < Motors.Count; =x++)
Motors[x]?.UpdateView () ;
}

#region Network Utils
public string GetOwnerEquipSkin =>
PhotonNetwork.CurrentRoom.Players [photonView.OwnerActorNr] .GetPlayerSkin () ;

public void ChangeSkin (string skinId)

{
if (photonView.IsMine)

{
PhotonNetwork.LocalPlayer.SetPlayerSkin (skinId) ;
}
}

#endregion

[System.Serializable]
public class AbilityUsage
{

public string[] Slots;

public string this[AbilityRank index]
{
get



return Slots/[ (int)index];

set
{
var targetIdx = (int) index;
if (Slots.Length < targetIdx)
Slots = new stringl[3];
Slots|[targetIdx] = value;

}

[System.Serializable]
public class AbilitySlot
{

}
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