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ABSTRACT

The graduation thesis of the bachelor consists of a software application of the
game and an explanatory note.

An explanatory note to the final thesis consists of an abstract, introduction,
main part, general conclusion, a list of used literature and an appendix.

The text part is laid out on 61 pages of printed text.

The explanatory note has 27 pages of annexes. The list of used sources contains
20 names and occupies 3 pages.

The work contains 41 figures and 3 tables. The total volume of work is 89
pages.

Keywords: GAME, UNITY, 2D, SPIRIT OF THE FOREST, ADVENTURE,
MYTHOLOGY.
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HNEPEJIIK YMOBHUX CKOPOYEHb

RPG — anrn. Role-Playing Game, »aHp Bigeoirop, Je¢ OCHOBHAa YacTHHA
IrPOBOTO MPOLECY MOJATAE B YIPABIIHHI MEPCOHAKEM YU TPYNOIO MEPCOHAKIB, K1
JOCIIKYIOTh ITPOBU CBIT, BAKOHYIOTh PI3HOMAaHITHI 3aBJAaHHS Ta PO3BUBAIOTHCA,
CIIAYIOYM CIOKETY.

PC — anrn. Personal computer, mepcoHanpHUI KOMIT'TOTED.

Ul — anrrn. User Interface, Bi3yanpHa YacTHHA, 30BHIIIHIA BUIJISAA CAMTy 4Yd
3aCTOCYHKY.

UX — amrn. User Experience, me KopucTyBambKuii qocBia. Te, HaCKUIbKH
IPOAYKT 1HTYITUBHO 3PO3YMUIHH 1 SIK1 HAIII TOTPpeOU BUPIIIYE.

NPC — anrn. Non-player character, mepcoHak y KOMIT'FOTEpHHX Ta Y
HACTUIBHUX POJIbOBUX ITPaX, IKUM KEPYE HE TPaBellb, a KOMIT'IOTEP.

Game Al — anrn. Game artificial intelligence, HaOip nporpaMHUX METOAMK, SIKI
BUKOPUCTOBYIOTbCS Yy BIJ€OIrpax i CTBOPEHHS UI0311 1HTENEKTYy B MOBEAIHII

IEPCOHAXKIB, KEPOBAHUX KOMIT'FOTEPOM.
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BCTVYII

AxkTyanpbHictb TemHu. CydacHMl CBIT IrpOBOi  IHAYCTpPii  IIBHAKO
PO3BHUBAETHCS, MOCTIMHO UIYKAlOYM HOBI NUIAXW JJis 3aJdy4Y€HHs TpaBlLiB Ta
CTBOpPEHHSI HEe3a0yTHIX BpakeHb. B LIbOMy KOHTEKCTi, po3poOKa KOMII IOTEpHOT
npuUrogHUIBKoi rpu «Spirit of the forest», sika 6azyeTbcs Ha yKpaiHCbKIN MidoJIorii
Ta (OIBKIIOP1, € HAA3BUYAITHO aKTyaJbHOIO 1 IEPCIEKTUBHOIO.

[To-mepie, irpoBa iHAycTpis B YKpaiHi Ta CBITI JIEMOHCTPY€E CTallIbHE
3pocTtaHHs. 3a nanuMu Newzoo, ctaHoM Ha jmctonaj 2023 poky oOcsar mpojiaxiB
PUHKY BIiJI€OITOp CTaHOBHB 184 MIimbApAM O0JdapiB, IO CBITYUTH MPO BHUCOKY
HOMYJISIPHICT Ta MPUOYTKOBICTH 1€l chepu [1]. B ymMoBax Takoi quHaMIKH, BUITYCK
YHIKaJIbHOI T'pH, SIKa TOEJHYE €JIEMEHTH HAI[lOHAIbHOI KYJIbTYpH 3 CyYaCHUMU
TreHMIUICHHUMU PIIIICHHSAMH, Ma€ BEIUKI IIAHCH Ha YCITiX.

[To-gpyre, ykpaiHChbka KyJbTypa Ta Mi(OJIOTis 3aJIMIIAIOTHCS HEIOCTATHHO
BIJIOMUMH Ha CBiTOBOMYy piBHI. Po3poOka Takoro poay TpH CHOPUSTHME
NOMyJIIpU3allii YKPaiHChKOI KyJbTYPHOI CHAIIIMHK, 30KpeMa, TPAAMIIii, 3BUYAIB 1
Mi(iB. BUKOpHCTaHHS TaKMX E€JIEMEHTIB B Irpax JONOMarae He TUIbKH PO3Ba)KaTH
TpaBIIiB, ajie i HABYATH iX, MIJBUIIYIOYH 0013HAHICTh MPO KYJbTYPHE PI3HOMAHITTS
CBITY.

ITo-TpeTe, cydacHl TpaBIili Bce OUIbIIE IIHYIOTh OPHUTIHAJIBbHI CIOKETH Ta
riOoKi icTopii B irpax. [Ipuroanuiibka rpa, sika IpoOMOHY€E 3aHYpPEHHSI B MariuHui
CBIT YKpaiHCBKOTO (DOJBKIOpPY, A€ TOJOBHOMY TI€pOol0 NOTPIOHO BUKOHYBATU
3aBHaHHS, B3AEMOMISATH 3 MI(QIUHUMHU ICTOTaMU Ta MPOXOAUTH PI3ZHOMAHITHI
BUINPOOYBAHHSI, 3MOKE 3a0€3MEYUTH PUEMHUIN ITPOBUM TOCBI.

[To-yeTBepTe, Ha QoHI TIIOOATHLHUX BUKJIUKIB Ta COLIAIIBHUX 3MiH, TakKi irpu
COPUSIOTh EMOLIHHOMY PO3BAaHTAKEHHIO Ta IMICHUXOJOTIYHOMY OJaromoayydro
TpaBIliB. 3aHYpPEHHS B YapIiBHUM CBIT, CIIOBHEHWM MPUTOJ Ta 3arajiok, JT03BOJISE
BIJIBOJIIKTUCS BiJ MOBCAKJACHHUX TYpOOT, 11O € BAXKJIMBUM ACHEKTOM CY4YaCHOTO
HKUTTA.

OTxe, po3poOKa KOMIT FOTEpHOI MPUTOAHUIIEKOT Tpu «Spirit of the foresty €

aKTyaJbHOIO 3 OTJISIy Ha KYyJbTYpHI, TEXHOJIOT1YHI Ta PUHKOBI acniekTu. Bona He
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JMILE 3a0BOJBHUTH MOIMUT CyYacHUX TPaBLIB, aje ¥ CIpPUATUME MOIMYJIApU3aLlii
YKPaTHCHKOI KyJbTYpH Ta PO3BUTKY HalllOHATIBHOI 1HAYCTPiil pOo3Bar.

MeTtor0 BUIYCKHOI KBajidikaniiinoi podoTn € po3poOka KOMIT IOTEPHOL
OPUTOAHUIBKOI TPH, SIKA MOEJHYE €JIEMEHTH YKpaiHChKoi Mi(osorii 3 cyyacHUMU
reMIUIeMHUMHU MEXaHIKaMU.

O0’ekTOM 0OCTIIKEHHSI € METO/IU Ta 3aCO0U PO3POOKM KOMII'FOTEPHUX 1rOp
Ha OCHOBI MI()OJIOTIYHOTO CBITY 3 BUKOPUCTAHHSM PI3HOMAHITHUX T€UMILICHHUX
MEXaHIK.

IIpeamerom fgocaizkeHHss € crnenudika po3poOKM  KOMI'FOTEPHOI
IPUTOTHUIIBKOI TPH Ha OCHOBI YKpaiHChKO1 Midoiorii Ta GoIbKIopy.

B pamkax temu kBamidikariitHoi po6oTH 0yJ10 OMmyOIiKOBAaHO TE3H:

Biemcbka A.C., I'pap M.C., AJITOPUTM MINIMAX B KAPTKOBIN I'PIL
AKTyalnbHi TpoOJIeMU Ta MEPCIIEKTUBUA PO3BUTKY (PyHIaMEHTAIbHUX, MPUKIATHUX,
3araJibHO-TeXHIYHUX Ta Oe3nekoBux Hayk: Te3m IV BceeykpaiHchbkoi HaykoBO-
NpakTUYHOI KoH(epeHIii mam’ ATl akajemMika AkajieMii HayK BHUIIOI OCBITH YKpaiHu,

npodecopa Anaronis Boronumuposuua Kacnepcskoro. 27 depBus 2024 poky M.

Kwis.
bBiemcora A.C. Apk.
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PO311J1 1. AHAJII3 IPOBJIEMATHUKHA, METOIIB TA 3ACOBIB

BUPIINEHHSA 3AJAUI

1.1 IlocTanoBKka 3agaui

BignosigHo 1o o6panoi TemMu "Po3poOka KOMII'IOTEpHOI IPUTOIHUIIBKOI TPH

«Spirit of the forest»", Oymo cpopmoBaHO Tepesnik 3aBaaHb sl KBamiikaiiHoi

pobotH. 3aBHaHHS PO3MOAUICHI 3 METOK CHCTEMaru3allii Ta IOCIiIOBHOTO

BUKOHAHHS €TaImiB po3pooKu rpu [2].

1.

Ananiz icnyrouux 2D-izop: TIpoBecTu oriisz 1 aHami3 icHyrouux 2D-irop,
30KpeMa THX, sIKl 0a3yroThCsl Ha Mi(OJIOTTYHUX TeMaxX. Bu3Haunutu ixHi
OCOOJMBOCTI, TUTIOCHM Ta MIHYCH, IO CTaHyTh OCHOBOIO IS

(opMyIIIOBaHHS YHIKAJIbHUX PILIEHB Yy pO3pOOLI BIACHOT I'PH.

. Hocnioswcennss  mighonoeii:  IlpoBect  TOCHIIKEHHS  yKPaiHCHKOI

Miosorii Ta GonapkIopy, BUBYArOYN Mi(H, JETCHIN, Ka3KH, TOBIP'S Ta
1HII1 JOKepena. Bu3HaunTH KIIIOUOBI €1€eMEHTH YKpaiHChbKO1 Mi(oJIorTii,
SK1 MOKHA IHTETPYBAaTH B TE€UMILIEH TPU.

Pospobxra xonyenyii epu: ChopmyBaTH KOHIIEHIIO TPH, BKIIOYAIOYU
CIOXKET, OCHOBHUX TNEPCOHaXIB, JIOKallli Ta OCHOBHI MEXaHIKH TpHU.
BpaxyBaTu yHIKanbHI acleKTH YKpaiHChKOi MiQoJorii Ta iXHeE
BIIPOBAKCHHS Y TPY.

Cmeopenns 2D-epaghixu: Po3pobutu rpadiuHuil nu3aiiH ais Tpu,
BKJItOUaroun (OHU, MEePCOHAXIB, 00'€KTH Ta aHiMmallio. Bukopucrtatu
YKpaAiHCBbKY MI(OJIOTII0 SIK JKEPEJI0 HATXHEHHS [JI1 CTBOPCHHS
rpadiYHUX EJIEMEHTIB.

Ilpoepamysanns ieposoi nociku: 3MIMCHUTH TPOTrpamMyBaHHS IrPOBOI
JIOTIKH, BKJIFOUAIOUM MEXaHIKy pyX IMEepCOHaXIB, B3aEMO/III0 00'€KTIB Ta
=111 irpoBi acniekTH. Bukopucratu o6pany miatgopmy s po3poOKu
I'pU Ta MOBY MPOTrPaMyBaHHS.

Tecmysannsi ma ooonpayroeanusa ecpu: IIpoBecTH TECTyBaHHS T'pU IS

BUSIBJIEHHS ITOMHJIOK, HEJIOJIKIB Ta ONTHMI3allll TelMINICI0. 3A1HCHUTH

Biemcwvra A.C.
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BHECCHHS HEOOXITHUX 3MIH Ta JOOMPAIIOBAHHS TPU 3 ypaxXyBaHHIM

OTPUMAHUX PE3yJIbTATIB TECTYBAHHS.

1.2 AHaJi3 iCHYI040ro NporpamMHoro 3ade3nedyeHHsi 3a TEMAaTHKOIO

BUIIYCKHOI KBasdidikauiitHol podoTu

Jlns BUBUEHHS OCOOJMBOCTEH, MEXaHIK Ta IHIIMX acmnekTiB 2D-irop, ski
MOKYTh OyTH KOPUCHUMM JIJIs1 PO3POOKH BIACHO1 IpH, OyJI0 MPOBEICHO aHai3 TPhOX
irop: Machinarium, The Witcher 3: Wild Hunt ta Hearthstone: Heroes of Warcraft.

Machinarium (https://amanita-design.net/games/machinarium.html) €

MPUTOTHULIBKOIO TPOIO 3 BUCOKOAKICHOIO 2D-Tpadikoro Ta yHIKaIbHUM apT-CTUIIEM.
BoHa Big3Ha4a€eTHCS CKIIATHUMU TOJIOBOJIOMKAMH Ta aTMOC(EPHHUM CIOKETOM, STKHM
nepenaeTbesi 0e3 BUKOPUCTaHHS CiiB. ['pa mpormoHye TrpaBieBl BUPINIyBaTH
pPI3HOMAaHITHI TOJIOBOJIOMKHM Ta 3aBjJaHHSA, IO Oa3ylThCd Ha B3aeMoOAll 3
HABKOJIMIITHIM CEPEIOBHINEM Ta PO3YMIHHI JIOTIKM BHYTPIIIHBOTO CBITY TPH.
"Machinarium" neMoOHCTpye, SK BJIaJlO IO€IHATH TPUTOJHMIIBKHN CHOXKET 31

CKJIaTHUMH T'OJIOBOJIOMKAMH Ta YHIKaIbHUM apT-ctuiieM (pucynok 1.1) [3].

= 7T P ve T

Al o I'HE 1 o el AR P kT

Pucynox 1.1 — [Ipuknan reiimmieto rpu «Machinariumy

Jlo mepeBar rpu MOXXHA BIJHECTH: UyJOBUH CTHJIb MaJFOBaHHS; CKJIAJIHI

3arajiky, Haa AKUMHU OOBOJHUTLCA HOBI'O JIaMATH I'OJIOBY. 3arajibHa aTMOC(l)epa. HO

Biemcoka A.C. Apk.
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https://amanita-design.net/games/machinarium.html

HEJOMIKIB: HE MOKHAa BHKOPHCTOBYBAaTH IMpaBy KHOMKY MHIII, IO MOXe OyTu
HE3PYYHHUM JIJIs1 ACSIKUX TPABIIIB; CTUCIICTh TPH.

The Witcher 3: Wild Hunt (https://en.cdprojektred.com/download/?support-

product=the-witcher-3) - Bigoma rpa, 1m0 3700yja BHU3HAHHS 3aBASKH CBOEMY

IJIMOOKOMY CHOKETY, PI3HOMAHITHUM IEPCOHAXKaM Ta 3aXOIUII00YoMy cBiTy. BoHa
MICTUTh €JIeMeHTH (eHTe3l, BKIIOYAOYd MI(OJOTIYHUX 1CTOT Ta JIETEH/IH.
['onoBHUMHU MexaHIKaMU I'pu € 00iOBa cucTeMa, NOCIIIKEHHSI CBITY Ta MPUUHATTS
pileHb, MO BIUITMBAIOTH Ha moganbimmii ctoxeT. "The Witcher 3: Wild Hunt" mokasye,
K MOXXHA YCHIIIHO BIPOBAJAUTH Mi(OJIOTIYHI €IEMEHTH y CBIT irop, a TaKoX SK

CTBOPHTH 3aXOILTIOIOUNH CIOKET, SIKHIA TpUBEpTae yBary rpasiiB (pucyHok 1.2) [4].

Ze

VERYET 3

& &9

|

[

@
@
@

S

HOLD]

8

Pucynok 1.3 — Ilpuxnazn rpu B I'Bunt («The Witcher 3: Wild Hunty)
B rpy Takox Bxomuth KapTkoBa rpa "I'BUHT" (pucyHok 1.3), sika €
MOMYJIIPHOIO CEePEJI TPABIIIB Ta HABITH CTajda OKPeMHUM MpoaykToM. Y "I'BuHTI" Bam

JIOBEICThCSl OWTHCS B KApTKOBUX MOEIWHKAX, JUIS TMEPEMOTH B SKHX HEOOXiTHI

Biemcoka A.C. Apk.
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CTpaTeriyHe MHCICHHs, BMiHHS OjedyBatu 1 Bmamo 3i0pana xomoga. Bin
JIEMOHCTPY€E, SIK MOXHA BIPOBAJUTH JOJATKOBUN €IIEMEHT I'PH B ICHYIOUHH CBIT
RPG, o nogae rimmOuHM Ta pi3HOMAHITHOCTI T€MMILICIO.

Jlo mepeBar Tpu MOXKHA BiJTHECTH: BEJIMYEC3HUIN CBIT, KPACUBHH 1 HAIIOBHCHHM
PI3HOMaHITHUM YHIKQJIbHUM KOHTEHTOM; I[IKaBHH CIOKET 3 0€3J11U4I0 MEPCOHAXKIB Ta
3aBAaHb, AUHAMIYHA cucTeMa 0010, sika JO3BOJISIE TPABISIM BUKOPHUCTOBYBATH Pi3HI
TAaKTUKWA Ta MPUAOMU; KapTKoBa rpa "['BUHT", sfka qoAae A0 TPU HOBHUM E€JIEMEHT
cTparerii Ta po3Bard. Jlo HeOIKIB: CTAOKUH MITYYHUI 1HTEIICKT; ACSIKi 3aBIaHHS Ta
MOHCTPH MOXYTh 37aTHCS 3aHAJITO IOBTOPIOBAHUMH.

Hearthstone: Heroes of Warcraft (https://hearthstone.blizzard.com/en-us) —

11e 0E€3KOIITOBHA KOJIEKI[IHHA KapTKOBa OHJaH-Tpa rpa. CriouaTky rpasiii 00MparoTh
OJIHOTO 3 JIEB'ATH IEPCOHAXIB BcecBiTY Warcraft, a moTim 1o uep3i po3irpyrTh KapTu
13 310paHOi HUMHU KOJIOJIM IIOTO MEPCOHaXKa, IO BKIIIOYAE TMOTYKHI 3aKJIMHAHHS,
3110HOCT1 Ta 30por0 repoiB, a00 3aKIUKAIOTh CUJIBHUX COIO3HUKIB JJIsi OOPOTHOU 13

npoTuBHUKOM (pucyHok 1.4) [5].

Pucynok 1.4 — Ipuxnan revimiicio rpu «Hearthstone: Heroes of Warcraft»

Jlo mepeBar rpu MOXHa BIJHECTH: IIPOCTA, ajle Jy’Ke 3aXOIUII0I0Ya MEXaHiKa;
MIBUAKUANA Ta AMHAMIYHUM TelMIUIel; 3pyuHuil iHTepdeiic; pi3HOMaHITHICTh KapT Ta
repoiB, MO JO3BOJISIE TPABLSIM BUKOPUCTOBYBAaTH PI3HI TAKTUKH Ta CTPATETIi;
pEeryJjsipHi OHOBJIEHHS Ta HOBHUI KOHTEHT, IO POOUTH I'py CBIKOK Ta IIKaBOIO
MPOTSTOM TPUBAJIOTO 4acy. Jlo HEAOMIKIB: BChOrO TPU PEKUMH; HEMAE CIOKETHOI

KaMITaHi1; 3aJeXKHICTh BIJ y1ayi.
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https://hearthstone.blizzard.com/en-us

OTxe, MPOBEACHHI aHAJI3 JO3BOJIMB BUSBUTH DSII BOKIMBUX ACIEKTIB, SIKi
cimi BpaxyBaTu nipu po3po0Oiti "Spirit of the Forest". Jlo Hux Hanexarb:
e VHIKaJIbHUI apT-CTHIIb Ta aTMOchepa Tpu.
e 3axOIJIMBUM CIOKET Ta I[IKaBl IEPCOHAXKI.
o JlunaMiuyHUM TEUMIUICH, IKUI TPUMaE TPaBIS B HAMPY3i.
e Pi3HOMaHITHICTh MEXaHIK Ta MOKJIUBOCTEIA.
Kpamii mpaktuku Ta imei, oTpuMaHi B pe3yJbTaTi aHali3y ICHYKYOTo
mporpamMHoro 3abe3nedyeHHs Oy1yTh BUKOPHUCTAHI MiJ 4ac po3pOoOKH KOMIT FOTEPHOT

npuroaHuIbKoi rpu "Spirit of the Forest".
1.3 Konnent-nokyment (Concept Document) [6]

/Kanp i ninboBa ayauropis:

JKanp: IIpurognunpka rpa 3 eaxeMeHTaMu rojaoBosioMku Ta RPG.

[inpoBa ayautopis: ['pa Oyae HikaBoro AJis JIFOOUTEINIB MPUTOJHUIBKUX 1TOp
Ta (haHatiB Mi(oJIOTii.

Bikosa kareropis: 16+.

OcHoBHi 0c00JIMBOCTI TpH:

['pa Oyne posroprartucst y CBiTi, 3aCHOBAaHOMY Ha yKpaiHCBHKii midoorii Ta
donbkiopi. I'paBii Bi3bMyTh Ha ceO€ pOJIb TOJIOBHOTO Teposl, SIKUH BUPYIIUTH Y
MOJIOPOK, 1100 PO3KPUTH TAEMHHII CTAPOJABHBOTO JIICY Ta BPSATYBAaTH CBIT BIJ
TeMHHUX CuJI. Takox rpa Oyjae MICTUTH PI3HOMAaHITHI 3aBIaHHS, K1 IOTPEOyBATUMYTh
BiJI IPaBIIiB JIOTTYHOTO MUCJICHHS, KMITJIMBOCT1 Ta CIIOCTEPEKIMBOCTI.

I'eiimmnuien:

['pa po3nounHaeThCs 3 CBATKOBUX 3a0aBax B CEli, JIe TPaBellb 3HAHOMUTHCS 3
KepyBaHHSM Ta B3a€EMOJIEI0 3 MepcoHakamu. [licis cBATKyBaHb T'paBellb BUPYIIIAE
110 PIUKH, JIe HOMY MMOTPIOHO MYCTUTH BIHOYOK I10 BO/I1, 1100 BUKJIMKATU pycanky. L{s
3ycTpid 00epTaeThcs KapTKOBOIO OWTBOIO, SIKy TpaBellb MYCUTh BHUTpaTH, 100
TPOJIOBKUTH TIOJIOPOK.

Jlami muisx Bene repost 10 TEMHOTO JIICY, JIe BiH 3yCTpivae JICOBUKA Ta HOTO

TPHOX MAJICHBKUX MyXiB. L{g 3ycTpiu TakoXk 3aKIHUYETHCS KaPTKOBOIO OWUTBOIO, SIKY
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rpaBenb MycuTh nogonaTtu. LI[o6 mpomoBxkuTH, rpaBueBi MOTPIOHO po3ragaTu
3arajJiky 3 pyHaMu IpaBIIIbHO MiA10paBiii KoMOiHaIlio pyH. Ha msxy repoit Takox
3ycTpida€e MaBKy, Ha SIKy NOJIto€ yyraicrep. ['paBiieBl HamaeTbCcsi MOMIHMBICTH
BUOpaTH CTOPOHY: JIONOMOTTHM MaBlll abo cratu Ha Oik uyraiicrpa. Lleir BuOip
BILJIMBAE BEJIE 10 KAPTKOBOI OMTBU 3 OOPAHUM MEPCOHAKEM.

310paBIiiv BC1 YaCTUHU Malld, Fepoi MpsAMye 10 (piHaIbHOro 60Cy - yopTa, AKUi
OXOPOHSIE€ 3aMOBITHY KBITKY ManopoTi. bBUTBa 3 HOPTOM CKJIAJAETHCA 3 TPHOX €TaIliB:
KapTKOBOI I'pH, TPU Ha 3alaM'siTOBYBaHHs, a TaKoX J1a0ipuHTy. [licas nepemoru Hax
YOPTOM, T€pO HapelITi 37100yBa€ KBITKY MarmopoTi.

Croxer:

Ha cBaro IBanma Kymana momnomuii XJomerp BHpYIIA€ Ha TMOMIYKH IIBITY
NaropoTi, 1110, 3a JICTEH 100 IBITE JIMIIE pa3 Ha piK, ¥ Japye He3BUYalHI 3/1I0HOCTI.
Ile 31aeTbCsi OCTAaHHBOIO HAIEI0. aJKE HOro Cell0 OXOIUIEHE TEMPSBOIO, JIUXO
3arpoXkKy€e MOro piiHIN JOMIBIII Ta OJU3BKUM JIFOISM.

IOnak BupyIIae Ha MONIYKH IBITY MAaMOPOTi, CIIOIIBAIOYNCH BPSITYBAaTH CBOE
ceno. IIpote, HE Bce Tak MpoCTO. 3710, IKE HABUCIIO HAJ CEJIOM, PO3ALIMIO Mamy J10
KBITKM Ha IIICTh YACTHUH 1 3aX0OBAJIO iX Y TPbOX PI3HUX JOKAISAX: Yy Cell, Y TEMHHUX
BOJAX PIYKM Ta y IyIIABHHI TAEMHHYOTO JICY.

Cnouatky repoy e 10 cena, e CTUKAEThCS 3 TPAAUIIMHUMU CBSITKOBUMU
3abaBamu. HactymHa jokarfisi - TeMHI BOJU PIiUKH, JI€ XJIOMEIh 3yCTPIivae pycaniky,
mo obepirae yactuny Mamnu. Haltne6e3neunimmM BUIPOOYBaHHIM CTa€ TEMHHUA JIIC,
Jie IOHAK 31TKHEThCS 3 HEOE3MEUHUMH JIICOBUMHU ICTOTaMH Ta Ma€ 3700yTH OCTaHHI
YACTUHH MarlH.

3i0paBiIu BCl IIICTh YAaCTHMH Mald, Irepoil HapemiTi 3HAaXOAUTh HULIX 0
3amoBITHOI KBITKU nanopoTi. [IpoTe, Ha 1IbOMY HOT0 MPUTOIU HE 3aKIHYYIOThCS. 310,
AK€ XOTUIO 3aBaJIMTU oMy, HE 30upaeThbes 3aaBaTucs. Ha nuisaxy 10 KBITKHA reporo
JOBEAETHCS IEPEMOITH Y (DIHAJIbHIM OUTB1 3 YHOPTOM, AKUH OXOPOHSE KBITKY.

[licns mepeMoru HaJl YOPTOM, XJIOMEIb HapewTl 3400yBa€e KBITKY NAnopoTi 1
nepemarae 3710, iK€ 3arpokyBajio ioro ceiy. Ceno 3HOBY OCSISTHE CBITJIOM, a JIFOJIU

I[[ACJINBI Ta BUILHI.
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Iiaardopma:
Hapasi mnanyertsbcs, mo rpa 0yae po3podastucs tutbku mia PC mnatdopmy.
1.4 O06rpyHTyBaHHSI BUOOPY iHCTPYMEHTAJbHHUX 3aC00IB

Jlist peanizallii MpOEKTY KOMIT IOTEPHOT MPUTOIHUIbKOI Tpu «Spirit of the

foresty Oyn0 BU3HaUeHO HAOIP IHCTPYMEHTIB, SIK1 HaJalOTh MTUPOKI MOXKJIUBOCTI JIJIst

CTBOPEHHSI BUCOKOSKICHOTO IrPOBOTO MPOAYKTY, a CaMe:

= Unity - me OararomargopMOBUil IHCTPYMEHT HJs PO3POOJICHHS
BIJIEOITOP 1 3aCTOCYHKIB, 1 PYIII, Ha SKOMY BOHM IpaltolTb. Mae
IHTYITUBHUY 1HTEp(deiiC, 1110 T03BOJISE MBUAKO OBOJOAITH OCHOBHUMU
dyuxuismu. [ligTpumye 2D- ta 3D-po3poOKy, a TAKOXK IUPOKHIL CIEKTP
miatdopm, Biatoyatoun PC, mMoOUIBHI TpuCTpoi Ta KoHCodl. Mae
BOy/IOBaH1 IHCTPYMEHTH JUIsi CTBOpEeHHs piBHIB, aHimaii, U/UX Tta
6araro iHmoro. Unity Asset Store mponoHye MUPOKHUA CIIEKTP IJIariHiB
Ta aceTiB, K1 MOYXXHA BUKOPUCTOBYBATHU JIJIs1 PO3IIMPEHHS MOXKIHUBOCTEM
pyuiis [7].

= C# - me MoBa IporpamMyBaHHs, sIKA IIMPOKO BHUKOPUCTOBYETHCS IS
po3pobku irop B cepenouini Unity. Bona mpocta y BHBYEHHI Ta
pO3yMiHHI, Mae€ UiTKMH  cuHTakcuc. llinTpumye  cydacHuit
IHCTpYMEHTApii, SKUH JO3BOJISIE IIBHJAKO PO3pOOJATH  CKIIAJHI
nmporpamHi pimieHHs. Mae BUCOKUH piBeHb aOCTpakiiii, 1m0 CIPOIIYy€E
HaIMCaHHS KOJIy Ta PO3yMIHHS MPOTpaMHu.

» Visual Studio - me inTerpoBane cepenoBuine po3podku (IDE), sike
BUKOPUCTOBYETHCS JUIsl PO3POOKH MPOrPaMHOrO  3a0e3MeuUeHHs,
BKItouaroun irpu. Visual Studio mae BOymoBany miaTpumky MoBu CH#,
10 pOOUTH WOT'0 3PYUYHUM 1HCTPYMEHTOM JIJIsl po3po0kH irop Ha Unity.

= Adobe Photoshop - e nporpama st poOOTH 3 pacTpoBOIO rpadikoro,
sKa BHUKOPUCTOBYETHCS JII CTBOPEHHS Ta peAaryBaHHS TpadiuHux
pecypciB. Mae MIHMPOKUI CHEKTp I1HCTPYMEHTIB [JIsi MAaJlOBaHHS,
penaryBaHHs Ta 00poOku 300paxkeHs. IlinTpumye poboOTy 3 pi3HUMHU

tunamu (aime, Bkiaodaroun PSD, PNG, JPEG Ta iHmi. € moBosmi
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MPOCTOI0 y BUKOPWCTAaHHI Ta ICHYIOTH 0arato OHJAMH-pecypciB Ta
HaBYAJIbHUX MaTepiamiB 10 Hel.

DragonBones - 1e mporpama juisi CTBOPEHHsI aHIMaIlid Ta poOoTu 3
PYXOMUMH  CKEJICTaMH, SKa BHUKOPUCTOBYETHCS JUIS  aHIMaIlii
nepcoHaxiB y 2D-irpax. Mae mnpoctuii iHTepdeiic Ta IHTYITUBHO
3po3yMiIui pobouunit mpoctip. [linTpumye ekcnopT aHimamii y pi3Hi
dbopmatu, Brimovatoun JSON, PNG, Spine ta Flash. Mae mumpokuii
Ha0lp 1HCTPYMEHTIB ISl pe/laryBaHHs Ta HAJIAIUTYBaHHS aHIMalliHUX
00'€KTIB.

FL Studio - me pemakrop-ceKBEHCOpP, IO BHKOPHUCTOBYETHCS IS
CTBOPEHHS Ta peJaryBaHHS MY3HKH Ta 3BYKOBUX edekTiB. Mae
ITUPOKUN CIIEKTP BIPTYaJIbHUX IHCTPYMEHTIB, CEMIUIIB Ta €(EKTiB.
Jlo3Bouisie CTBOpIOBaTH MY3UKY Oynb-skoro xaHpy. I[linTpumye pisHi
dbopmaTu 3BYKOBUX (DaililiB Ta MOMKJIUBICTH IMIOPTY Ta EKCIOPTY

3BYKOBOI'O KOHTCHTY.

BuCHOBKHM /10 mepuioro po3aiiay

B nepmomy posnuii Oyio BU3HAYEHO MEpetiK 3aBlaHb sl KBadidikamiitHoT

poOOTH 3 METOH IMOCHIIOBHOIO BHKOHAHHS €TaliB PO3POOKH KOMI FOTEPHOI

npuronuuibkoi rpu  "Spirit of the forest". IlpoBegeno anamiz iCHyIOUOro

nporpamHoro 3a0esnedeHHs ("Machinarium", "The Witcher 3: Wild Hunt" Ta

"Hearthstone: Heroes of Warcraft"), HaBeaeHo ix mepeBaru Ta HeJIOIiKH, Ta Ha OCHOBI

I[LOTO BUSIBJICHO PsiJl BAKIIMBUX ACTEKTIB, 5Kl CII1J] BpaXyBaTu MPHU po3poOIli BIACHOT

rpu. CTBOpEHO KOHIIEeNT-ToKyMeHT rpu "Spirit of the Forest", sikuii onucye >xanp ta

[IJTOBY ayJIUTOPIIO, OCHOBHI OCOOJMBOCTI, T€HUMILIEH, CIOXKET Ta IUIaThopmy.

OO6rpyHTOBaHO BUOIp iHCTpyMeHTIB i po3pooku rpu (Unity, C#, Visual Studio,
Adobe Photoshop, DragonBones, FL Studio).
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PO3J1JI 2. MPOEKTYBAHHS TA PO3POBKA TIPOTPAMHOI'O
3ABE3IIEYEHHA

2.1 IlinroroBKAa ejieMeHTIB rpu

['padiunmii Au3aliH € BaXIWBOIO CKJIAJOBOIO Oyab-sIKOT TpH, apKe BiH
BIJINIOBi/Iae 3a Bi3yaJlbHE CIIPHUUHATTS Ta ecTeTHKy. s au3aiitHy rpu "Spirit of the
forest" Oysi0 06paHO MPOCTI TEKCTYPH Ta SICKPaBi KOJIbOPH AJIS TOTO, 00 CTBOPUTHU
atMocdepy ka3koBoCTi. BoHM JoromararoTh NOTJIMOUTH IMEPCItO IpaBlIsl Y CBIT TPH,
pOOJISIUM KOXKHY JIOKAIIF0 3aXOIUTIOIYO00 Ta MpuBadauBoro. Lle BigoOpaxaeTscs y
($hoHOBUX 300paKEHHSIX, TEpCOHaXKax, 00'eKTax Ta aHIMAIlli, III0 CTBOPIOE IIUTICHY Ta
npUBa0IMBY rpadiuHy KapTUHY.

InTepdeiic rpu Mae BiamoBigaTH BUOpaHOMY BiI3yalibHOMY cTuito. ILle
CTOCYEThCSI KOJIbOPOBOI TraMu, MIPU(PTIB, 1IKOHOK Ta 3arajbHOro au3aiiny. Bin
JIOTIOMArae TPaBIISIM JIETKO OPIEHTYBATUCA Y TPi, HE BIIBOJIKAIOYH 1X BiJI OCHOBHOTO
reimiiero. A Takok 1HTepdeiic Mae Oyt (GyHKIIOHATBPHUM Ta BiJMIOBIIATH
noTtpebaM rpaBiliB. Bin Mae HajgaBaTy iM BCIO HEOOX1HY 1H(POPMAIIiIO Ta T03BOJIATH
JIETKO KEPYBaTH I'POIO.

MeHo Tpu Mae OyTH YITKO CTPYKTYPOBAaHHMM Ta 3pYYHHUM JJis Hapiramii. B
SIKOCT1 OCHOBHUX KOJK0PiB Ul-enemenTiB Oy10 00paHo BIATIHKY 3€JI€HOTO (PUCYHOK

2.1), o0 MiAKPECIUTH 3B’ SI30K 3 JIICOM Ta MPUPOJHUMU MOTHBAMH B TPI.

Pucynok 2.1 — Konsoposa nanitpa Ul-enemeHTiB
[Tinka3ku (pUCyHOK 2.2) MOXKYTb JIONOMOI'TH T'PaBIIsIM, SIKILIO BOHU 3aCTPSATIIH

a0b0 He 3HaroTh, 0 poOUTH. BOHM MarTh OyTHM HEHaB'S3JIMBUMHU Ta HE ICYyBaTH

ITPOBUIA MIPOITIEC, TOMY iX KOJIpP € HAIIBIPO30PUM CIPHM.

Puc. 2.2 —Ilpukian nigkasku

Biemcoka A.C. Apk.

Tpah M.C. KH.KP.b -122 —-24 113

3MH.

17

Apk. Ne oxym. ITigmuc Jata




[nnukaTopu MarOTh OyTH BI3yalbHO WITKUMH Ta JIETKO 3UMTYBAaTUCh. B SKOCTI

npukiIagy 0ysno oOpaHo IHIUKATOP 3A0POB's (PUCYHOK 2.3) 4EPBOHOTO KOJIHOPY.

N 2

Pucynok 2.3 — Ingukarop 370poB’st TpaBIis
IuBeHTap MoOKa3ye npeaMeTH, ki Mae rpaBellb (pucyHok 2.4). I'paBers Moxke

BUOMpATH NOTPIOHUI MpeaMeT Ta BUKOPUCTATH HOrO0.

[nveatory

Pucynok 2.4 — [aBeHTap rpaBus
Hianoru BigoOpaxaroTh pO3MOBHU MK TOJIOBHUM I'€pOEM Ta IHIIUMU

nepcoHakamu. BoHM MarOTh BUTIISIT 300pakeHb MEPCOHAXKIB 3 TEKCTOM 01151 HUX,

Lorem ipsum dolor sit amet, consectetur

adipiscing elit, sed do eiusmod tempor incididunt
ut labore et dolore magna aliqua.

Pucynox 2.5 — [Ipuxkman gianory

Jist hoHIB rpu OyJI0 3aCTOCOBAHO Mapajakc eexT, mob 3poOUTH iX OUIBII
TUHAMIYHUMU, JOJATH TJIMOWHMU CBITY TpU Ta 3pOOUTH HOTro OUIBII Bi3yalbHO
npuBabauBuM. @OHM I'pH BIAMOBIIAIOTH JIOKAIIAM, IIO € B TPl — M€ ceJlo (PUCYHOK
2.4), piuka (pucyHok 2.5) Ta 3araakoBuil Jic (pucyHok 2.6). Takox mia dac
CTBOPCHHS JIOKamiii OyJe BUKOPHCTAaHO CHCTEMY 4YacTOK I JOJIaBaHHS
aTMOC(epHUX €(PEKTIB, TAKUX SIK JIETKUWA TyMaH, MEPEXTiHHS 31poK Towo. [IpuHiun
poOOTH CHCTEMH YaCTOK TOJIATA€ B TOMY, IO BOHA CTBOPIOE Ta KEPYE BEIUKOIO
KUIBKICTIO MaiuX rpadiyHux 00'€KTiB (4aCTOK), Kl PyXalOThCs Ta 3MIHIOIOTHCS Y
yaci. KojkHa yacTka MO>ke MaTu CBO1 YHIKaJIbH1 XapaKTEPUCTUKH, TaKi SIK IBUAKICTh

PYXY, pO3Mip, KOIbOPH, IPO30PICTh, hOpMa Ta TPUBATICTh KUTTSL.
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Pucynok 2.7 — ®oHOBe 300paXkeHHS JIJ1s1 JIOKAIi1 piuKu

/

Pucynox 2.8 — ®oHoBe 300paskeHHs 7151 JIOKAIIiT JIicy
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JI0 OCHOBHHUX IEPCOHAXIB TP HAICKUTH: TOJIOBHUU Tepoit (pucyHOK 2.9),

KUTEINI cena Ta pizHi Midosorivni ictotu (pucyHok 2.10), 3acHOBaH1 Ha YKpaiHChKIN

MioJiorii Ta GoJbKIOPI, IO TPAIUIAIOTHCS Ha IMIJISAXY Fepos ITi1 9ac mo10poxki. Bonn

MOXYTbh OYTH SIK APY>KHIMH, TaK 1 BOPOKHUMHU JI0 TPaBIISL.

Pucynok 2.9 — ['onoBHwMit repoit rpu

y 7
v /7

& !

% ° 0
A A

i

Pucynox 2.10 — [Ipukian MidoIoTiqHOT iCTOTH (JTICOBHUK)

5 !

Amnimarnis (pucyHok 2.11) B rpi ciy>KuTh AJs TABUILEHHS JUHAMIKH Ta
eMOIIMHOT HacM4eHOCT1. BoHa o/1a€ )KUTTS epcoHakaMm, 00'€eKTaM Ta OTOUEHHIO,
poOIISTUM redMILIeH OUTBII IIKaBUM Ta 3aXxoInuTorduM. KicTkoBa aHiMaris
BUKOPHUCTOBYE CKEJIETHY CTPYKTYPY, 11100 KOHTPOJIOBATH PyXU MEPCOHAXKIB YU
00'exTiB. BoHa 0a3yeThcst Ha CHCTEMI KICTOK Ta 3'€JHaHb, K BU3HAYAIOTh, 5K
YaCTHHHU MEepCcoHaka abo 00'ekTa MOBHUHHI pyxaTucs. Pyx kicTkoBoi aHimaIrii

3a3BUYaM 3aJa€ThCs IJIIXOM CTBOPCHHSA KIIFOYOBUX KaﬂpiB Ta iHTGpHOJ’I}IHﬁ MIK

HUMU.
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Pucynox 2.11 — [puknaz a"imariii criiBy

OcHOBHI ITPOB1 00’ €KTH:
—  Crooicemni npeomemu (pucyHok 2.12): HeoOximHi 11 MpoCyBaHHS 110

crokery. Hampukmnaa, BIHOYOK, SKHM TMOTpiOEH, 100 BHUKJIMKATH

pycaliKy.

Pucynok 2.12 — I[Ipuxmnasn cro)XeTHOTO TpeaMeTa (BiHOUOK)
— Jlixysanvne 3inna (pucyHok 2.13): BinHOBIIO€ 340pOB'SE TOJOBHOTO

reposi.

Pucynoxk 2.13 — JlikyBasibHe 31115
— Ilepewroou (pucyHok 2.14): PizHOMaHITHI mpeaMeTH, sSKi 3aBaxaroTh
IpaBIIEBl IPOCYBATHUCS, BKIIFOUAIOUN OAraTTsl, ®KaIH4l POCIUHU, KOJIOIU

TOHIO.

Puc. 2.14 — [Ipuknan nepemkoau (OaraTts)
[HTPO CIIyUTh BaXJIMBHUM BCTYIIOM JIO CIOXKETY Ta HAJAIITOBYE T'PABIS Ha

atMocepy rpu (pucyHok 2.15). BoHO mnepeHOCHTH TpaBisi B YapiBHUN CBIT
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YKPaTHCHKUX TPAIUIlIA Ta Marii Ta CTBOPIOE BIAUYTTS 3aHYPEHHS Yy JaBHI OOPSIH.
Jlerenna mpo KBITKY MaropoTi, sIKa MOKE€ 3/10J1aTH 3710, BBOJUTH I'PaBIls B OCHOBHUH
KOHQIIIKT TpH, HAJAOUM YiTKE PO3YMiHHS HOTO 3aBHaHHS Ta CTUMYJIIOIOYH [0

MOJTATBIIOI TPH.

Here, in the middle of a dense forest and picturesque fields, one ofdi’d iC,
holidays is celebrated every year - lvan Kupala. @G.to n

Pucynoxk 2.15 — Kaap 3 BCTYIHOro pojivika J10 Tpu

My3uka B rpi € KJIIOYOBUM €JIEMEHTOM JUIsl CTBOPEHHS HACTPOIO, EMOLIIHHOTO
3B'SI3Ky 3 IpaBlieM Ta MiACWIEHHs aTMochepu rpu. BukopucraHHsS TpaauLidHUX
€THIYHUX IHCTPYMEHTIB, TaKuX K Quet, 6anaypu, OyOHH, AyJIKH Ta 1HII, MOXE
JIOTIOMOTTH CTBOPUTH ayTEHTHYHY aTtmocdepy, IIo BimoOpaxkae yKpaiHCHKHIA
¢donpknop. g BaXJIMBUX MOMEHTIB Y TI'pl MOXXHA BUKOPUCTOBYBATH EIIYHY,
repoiuHy My3UKy 3 MIIMHHUMH YJApHUMH, UI0 MIIKPECIUTb HampyxeHHs. s
MOMEHTIB BIJIMTOYMHKY MY3HKa MOXe OyTH CHOKIHHOIO, 3 BUKOPHCTAHHSAM M'SIKUX
MeNnoAil Ta mpupoaHuUX  3BYKiB. [lapamenbHO 3 MY3HMKOIO  MOXYTh
BUKOPHCTOBYBATHUCS 3BYKOBI €(DEKTH, Takl K IIEMIT JICY, IIIyM BOJH, CITIB NITaxXiB Ta

1HIII 3BYKH MPUPOJIU, IO JOJIAI0Th peai3My Ta TTMOMHU OTOYSHHIO TPH.
2.2 Po3poOka apxiTeKTypu irpoBOro 101aTKky

Hiaecpama eapianmie suxopucmanns (Use Case Diagram) (pucysHok 2.16)
MOKa3y€e B3a€EMOJIII0 MiJK KOpHCTyBauaMu (akTopamu) Ta cucteMoro (rporo) [8]. B rpi
«Spirit of the forest» rpaBenb MoXke AOCHIHKYBATH PI13HI JIOKAIIi1, TaKl K CEJI0, pluKa,
Jic, mo0 3HAWTH YaCTHMHM MalM, HEOOXIIHI JUIsl TOCTyNy 10 KBITKM mamnoporti. Ilix
yac JOCIIKEHHs JIOKalli TpaBelb Moxe 3ycTpiuaTtu BoporiB Ta NPC, BupimryBatu

3aB/aHHA, OUTHCH 3 BOPOTaMU, 3HAXOAUTH IIKaB1 MPEMETH Ta BUKOPUCTOBYBATH iX.
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B irpoBomy MeHIO TpaBellb MOXE 3MIHWTH HaJAIITyBaHHS TPH, MEPETIISTHYTH

JIOCSITHEHHSI, OecTiapiii, MepeBIPUTH CKUTHKY IMIMATKIB MaIi BXkKe 310paHo TOIIIO.

rPaTH E MiHI-ITpy
«include»
-

=== "ginclude»

L e aaeeemas e BUTHCE 3 BOpOramMn
EZ2EMOLIATHA 2 NepCoHaaMK

wextends

% NigGupaTh NPeaMeT  JGr--r--------- EMKOPWUCTORYEATUH NPeaMeTh
—

\\\—\

lpaeeus
DOCNiMHYBATA NOKAWTT  D<E--=---ee- WYKATH LUMATKA MaNK

wextends

KOPUCTYBATUCE iTPOBMM MEHH

NepernAHyTH WMATKW ManKu nepernAHyTH GecTiapii NepernAHyTW AOCATHEHHA

Pucynox 2.16 — Jliarpama BapiaHTiB BUKOPUCTAHHSI

ZMIHUTKH Hanaw TYBaHHA TpW

Hiaepama axmusnocmi (Activity Diagram) (pucyHok 2.17) moka3sye MOTIK
poOit abo niif y cuctemi. CTBopeHa Jiarpama BioOpaka€e OCHOBHI KPOKH, SKi
BUKOHY€E TpaBellb MPOTATOM TP, BKIIOYAIOYM DPi3HI B3aEMOIl Ta MEPEXOIu MiX
eTaramu TpH.

[Ticast mouaTKy Tpu rpaBelb NOTPAIIs€ y TOJIOBHE MEHIO, /1€ MOXKHA 3MIHUTH
HaJAIITYBaHHS, TEPETISHYTH JOCATHEHHS, BUWUTH 3 TPU Ta MPOJOBKUTH abo
pO3MoYaT HOBY T'py (B 3aJ€XKHOCTI BiJl HAABHOCTI 30epexkeHb y cuctemi). Skio
rpaBellb MOYHE HOBY TPy, TO BiH 3MOXKE MEPETISHYTH BCTYMHUN pomK. B sikomy
PO3MOBITAETHCS TIPO CBIT Tpu. [10TiM rpaBenb MoTpamise Ha JIOKAIio (ceno, piuka
abo mic) ta gocmipkye ii. Ilim yac 1mporo rpaBelb MOXe 30HMpaTH MPEIMETH Ta
BUKOPHUCTOBYBATH X, @ TAKOXK 3yCTPIYaTH MEPCOHAXKIB (K APYXKHIX, TaK 1 BOPOTIB).
3yctpiu 3 NPC 3a3Buuail 3aKiHUy€ThCSI MiHI-TPOO (HAMPUKIA] «TPH B PSAI»), B TOU
yac K 3yCTpid 3 BOPOTIOM 3aKIHUY€ThCS KapTKOBOK OuTBOO. Ilicimsa mepemoru B
OuTB1 a00 YCHIIIHOTO 3aBEPILIEHHS MIHI-TPU TpaBellb OTPUMYE IIMATKU Mar, 110
noTpiOH1, 1100 MOTpanuTu 10 00ca, KU 0XOpPOHsiE KBITKY manopoti. Konu rpasens
OoTpUMae Bci 6 MIMATKIB MaIru, BiH MOXKe po3noyaTH 01t 3 6ocoM. SIkuii poOXOauTh y

TPH eTanu: KapTKOBa r'pa, Tpa Ha 3amam’ siToByBaHHs Ta jdabipunT. [licns mepemoru
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rpaBellb OTPUMYy€E KBITKY TAloOpoOTI Ta Tpa 3aBEepUIyEThCs. TakoX T dac

JIOCITIIKEHHS JIOKAIIii TPaBeIlb MOYKE KOPUCTYBATHUCh BHYTPIIIHbOITPOBUM MEHIO, III0

BKJIFOUAa€e B cebe meperysi OecTiapito, KITBKOCTI 310paHUX IIMATKIB Maly Ta 3MiHA

\ Jnepernn,q EHYTPIlHEOITPOBOTO MEHHD

HaJIalITyYBAaHb.
[nepernn,q TONOBHOTO MEHH | 3MiHA HANAWTYEAHE
Uu € 28epemerHa?
BMXif, 3 rpu
NPOAOEXUTI Py .\/ [HDBa pa nepemn,qiwpo}
| ocnigxenns nokauii
E3AEMOfIA 3 NePCoHaXOM niaGip npepwera
R e
—mﬁ Yu e Goc?
Hi T
Un BCI LUMATEM ManK sipaHo?
KapTKoBa GUTEa
L_HL__
TaK

KapTkoea Butea

Tpa Ha 2anamM ATOBYEAHHA
rpa nadipuHT

OTPUMAaHHA KBITKW NanopoTi

nepernsg Sectiapito

2MiHA H anawTyeaHb

NepernAj WMaTKie Mani

I

Pucynok 2.17 — [liarpama akTUBHOCTI

liaepama xnacie (Class Diagram) (pucyHok 2.18) BHUKOPUCTOBYETBCS IS

MpEJCTaBICHHS CTPYKTYpHU MporpamMHOro 3abesneueHHs. BoHa mokasye kiacH, ix

aTpuOyTH, MeToau Ta 3B'I3kM MK HuUMHU [9]. B manomy Bumagky mpeacTaBiIeHO

KJIACH, 1110 BIJMOBIJAIOTH 32 pealli3alliio KapTKOBOI I'PH.

Onuc KiaciB:

» Game: IIpencraise JOTIKy Ta JaHI BCi€l TpH, BKIIOYAIOYHM T'PABIIIB,

KapTH, CTaH TPy TOLIO.

» Player: IIpencrasiisie rpaBiis B rpi 3 HOro XapakTepUCTUKaMU (310pOB s,

MaHa, KOoJoJia KapT).
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GamaManagerSer

| @] (J
BoginDraghandiar \DmgTandhv EndDfagHandier

CardCantroller

WPointarEntarHandler WPointerExiHander

Pucynok 2.18 — Jliarpama kiacis

» Card: ba3oBwuii ki1ac Uit BCiX KapT y rpi, MICTUTh CIIBHI aTpUOYTH Ta

MECTOOH.

» SpellCard: Ilimkmac Card, mo npeacTaBise KapTH 3aKIWHAHb 3

YHIKQJIbBHUMH BIIACTHUBOCTSIMH Ta €(PEKTaAMHU.

» CardManager: Kepye naHuMu 1po KapTH, HaJJa€ METOIU JUTSI JOCTYITY Ta

CTBOPEHHS KapT.

» GameManagerScr: KonTposroe irpoBuii mporiec, peaaizoBye ImpaBuiia

rpH, B3aemojiie 3 rpapismu ta Ul

A\

OHOBITIOE X BIJIMTOBIJHO JI0 CTaHy I'PU.

vV V VYV V

3aKJIMHAaHHA.

HealthAndManaBar: Bizyaiizye 310poB’si Ta MaHy IPaBIIiB.
CardInfoScr: Binoopaxae indopmariito mpo BUOpaHy KapTy.

AttackedCard: IIpencrasisie kapTy, sika 3a3Hajia aTaky.

» AttackedHero: [Ipencrasise repos, KU 3a3HaB aTaKu.

UlController: Kepye enementamu kopuctysaipkoro intepdeticy (Ul),

SpellTarget: Busnauae o00'ekT, Ha SKUH MO)Ke OYTH 3aCTOCOBAHO
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» CardManagerScr: /lomaTkoBuii KJac JiJIs KEPYBaHHS KapTaMH.

» FieldType: Busnauae Tum mosst rpu (pyka, moie).

» DropPlaceScr: Jlorika ckugaHHs KapT Ha IrpOBE MOJIE.

» CardMovementScr: Kepye pyxoM Ta Bi3yaJlbHUMHU e(heKTaMu KapT.

» CardAbility: Onucye 3a10HOCTI KaprT.
» Al: IrpoBwuii iHTE€NIEKT AJIst TPH POTHU BOPOTB.

Takox miJ yac MPOEKTYBaHHS JlarpaMH KJaciB OyJM BHUKOPUCTAHI MaTEpHU
JUTS TIOKPAILEHHS CTPYKTYPH, 3a0€3MeUeHHS THYYKOCTI Ta MOJIETTIEHHS PO3IITUPEHHS
cucteMu. IlarepH NpOEKTyBaHHS — L€ THUIIOBUM CIOCIO BHUPINIEHHS NEBHOI
po0JieMH, 110 YacTO 3yCTPIYAETHCS MPU MPOEKTYBAHHI apXITEKTypu mporpam. Bonu
SBJISIFOTH COOOI0 HE SKMICh KOHKPETHUW KOJ, a 3arajbHUN MPUHIUI BUPIMICHHS
MeBHOT MTPOOJIeMH, KU Marbke 3aBkau Tpeda IMiAIaTOBYBaTH ISl OTped Tiel un
iH1o1 nporpamu [10].

Oounax (Singleton) — 1e nmopomKyBalbHUN MAaTepH MPOEKTYBaHHS, SKHI
rapaHTye, 110 KJac Mae JIUIIe OJIMH €K3eMIUISIp, Ta HaJa€ TI00ambHy TOUKY JOCTYITY
no Heoro. llel marepH, Hanpukiaa, BUKopucToByeThes B kiaci UlController mis
CTBOPEHHS €IMHOTO €K3eMILISIpa KJ1acy MPOTATOM YChOTO BUKOHAHHS mporpamu. Lle
JOCSITa€ThCA 3a JIOMOMOIrOI0 MEepPEBIPKU B MeTOA1 Awake, 4n ICHYe BXKE €K3eMILIAP
UlController. fkmo Hi, CTBOPIOETbCS HOBUU €K3EMIULIp 1 poOOUTHCA HOTO
NEPCUCTECHTHUM, 100 BIH HE 3HUIIYBABCSA MPH MEPEXO0/l MDK CIleHaMu. SIKIio K
EK3eMILISIP BXKE ICHY€, HOBUM €K3eMILISIp HE CTBOPIOETHCS, a MOTOYHUNA EK3EMILISP
BUKOPHCTOBYETHCH.

Cnocmepicau (Observer) — 1ie moBeIIHKOBUI MAaTEPH MPOCKTYBAHHS, KM
CTBOPIOE MEXaHI3M MIJMUCKH, IO JIa€ 3MOTY OJHUM 00’ €KTaM CTEXUTH i pearyBaTu
Ha TOojil, sIKI BiOyBarOThCsl B 1HIMMX 00’ekTax. Lledl marepH BUKOPUCTOBYETHCS
HEesIBHO B JiekUIbkoX Micisix. Hanpuknaza, UlController mianucyeTbes Ha OHOBICHHS
GameManagerScr, o0 OHOBIIOBaTH 1HTEp(eElc KOpHCTyBaya MpU 3MiHI MOJEN]

(HarpuKJIaI, IPU 3MiHI 3J0POB’sl, MaHH TOIIIO).
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®acao (Facade) — 1mie CTpyKTypHHH TaTepH NMPOCKTYBAaHHS, SKHHA HAaJa€E
npocTuit iHTepdeic 10 ckaaaHoi cucteMu. el maTepH BUKOPUCTOBYETHCS B Kjlaci
GameManagerScr, 1110 JIi€ SIK IEHTpaJbHUN 1HTEpdEeNc 1715 B3a€MO/I1i 3 TPOIO.

Jliist

BHKOPHUCTOBYIOTHCA

rpadiuHoro  BigoOpaxkeHHss  (I3MUYHHUX  MOJENell  cucreM

miarpamu  peamizamii  (Implementation Diagrams), 110
BKJIIOUalOTh B cebe giarpamy kommoHeHTiB (Component Diagram) Ta miarpamy
posropranus (Deployment Diagram). [liarpamu peanizaiiii po3riisiiatoTh B3a€EMO/III0
Ta Opraizamiio (I3UYHMX KOMIIOHEHTIB CHCTEMH, HAJal0Yd YSBIECHHSA PO
apXITEKTYpy Ta B3a€MOJIIF0 MK KOMIIOHCHTaAMH Ha PIBHI BUKOHAHHS.

Hiaecpama xomnonenmie € omuum 13 BunaiB UML-niarpam, sikuii 103BOJISIE
BU3HAYUTH apXITEKTYPHI aCTIEKTH CUCTEMH, TaKi IK KOMIIOHEHTH, IXH1 B3a€EMO3B'SI3KU
Ta iHTepdeiicu. OCHOBHA MeTa JlarpaMy KOMIIOHEHTIB - 1€ HaJJaTH BUCOKOPIBHEBUI

OTJISiT] CTPYKTYPH CUCTEMH Ta il KOMIIOHEHTIB Ha (PI3UYHOMY PIBHI.

T =

UnityEngine

«librarys»
UnityLibrary

«library=
System.|O

ThirdPartyLibraries

% Melanchall.DryWetMidi
'/'g DOTween

«librarys
System.Collections

I

«library»
UnityEngine.Ul

«library=
Editor

«library=
UnityEngine.SceneManagement

1 MonoBehavior
|

Dialogue System

E Match3

Player Controller

i

E MazeGame
% Inventory System

E RhythmGame

% Audio Manager

” E CardGame ’
% MemoryGame

Pucynok 2.19 — Jliarpama KOMIIOHEHTIB
Mopyne UnityEngine MicTuTh OcHOBHi 010jioTekn Ta kKoMmmoHeHTH Unity,
HEOOX1H1 i poOOTH rpu. BiH MONUIAETHCA HA KUIbKa MiAMOJIYIIB, CEPEH SIKUX

MonoBehavior - 6a3oBuii kiac Unity, BiJl SIKOTO YCIAJAKOBYIOTHCSI BCI KOMIIOHEHTH

rpu. Mopaynes  ThirdPartyLibraries  MicTUTh  CTOpOHHI  OI0dIOTE€KH,  SIKi
BUKOPUCTOBYIOTHCS B IPOEKTI:
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e Melanchall.DryWetMidi: biomioreka mist po6oru 3 MIDI-daiinamu,

BUKOPHUCTOBYETHCS /IJIs1 BIITBOPEHHS MYy3HUKH Ta 3BYKOBUX €()EKTiB B Ipi.

e DOTween: bi6mioTeka ajis CTBOPEHHS Ta YHpaBJIiHHS aHIMAIISIMU B

Unity, 1m0 cnporrye mpoiiec aniMmaiiii 00'eKTiB Tpu.

Mopyni rpu MpeacTaBisioTh cOO0I0 OKpeMi MiJCHCTEMH, BIAIMOBIIAIbHI 3a

pizHi irpoBi MexaHiku (Inventory System, Player Controller, Audio Manager,

Dialogue System, MazeGame, RhythmGame, CardGame, MemoryGame, Match3),

o B3aemMoi0Th 3 MonoBehavior, a Takox MOXYyTb BUKOPUCTOBYBAaTH CTOPOHHI

010/110TE€KH 3a HEOOX1THICTIO.

Hiaepama pozeopmanns Hafae Bi3yajabHe MPEACTABICHHS B3a€EMO3B'A3KIB MK

arapaTHUM Ta MPOTPAMHUM 3a0€3MEYEHHSIM, a TAKOXK MOKA3YeE, SIK Pi3HI KOMIIOHEHTH

cucTeMH (PI3MYHO PO3TAIIOBaHI Ta B3aEMOIIOTH OJMH 3 OJAHUM. [Ipm MoaenroBaHH1

JiarpaMd PO3TOPTaHHS BPAaxXOBYIOTHCS TaKi acCTeKTH, SIK CEpBEpH, OO0JIaTHAHHS,

3aco0w 3B'sI3Ky Ta MPOrpaMHe 3a0e3NeUeHHS, SIKe MPaIloe€ Ha IboMy oOiaHaHH1. [{s

iHbopMaIliss € KIIOYOBOK I PO3YMIHHS (I3UYHOI CTPYKTYPH CHUCTEMH Ta

IJIaHyBaHHA 11 €DEKTUBHOTO BIIPOBAKEHHS.

returns visual & audio feedback

W

User

i input

displays
< ............

PC

Game Engine

Input Management| S Game Logic
53 Visual Rendering|  -..-..- % Physics

v

% Graphics 2 gAudioManagement

+ output

Pucynoxk 2.20 — Jliarpama po3ropTaHHsI
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PC - e xomm’1oTep, Ha SKOMY 3ammyckaeThes rpa. Video Device BimmoBizae 3a
BUBEJICHHSI BI13yaJIbHOTO KOHTEHTY I'pu Ha ekpaH. Audio Device BignoBigae 3a
BIATBOPEHHS 3BYKOBUX e(ekTiB Ta My3uku rpu. Game Engine - romoBHwuit pymiii
I'pH, 1110 BKJIIOYA€ B ce0€ HACTYIHI MiAKOMIIOHEHTH:

e Visual Rendering: Bianosinae 3a BiATBOpeHHs rpadiki Ha €KpaHi.
e Graphics: O6po6ka Ta peHaepuHr rpadiyHUX 00'€EKTIB.

e Physics Engine: O6poOka ¢hi3ndHUX B3a€EMOIIH y Tpi.

e Input Management: YnpaBiiHHs BBEJIEHHAM BiJl KOpUCTyBadya

e Game Logic: OcHOBHA JIOTiKa TPH.

e Audio Management: YmpaBiiHHs 3ByKaMH Ta My3UKOIO Y Tpi.

KopuctyBau B3aeMoii€ 3 Tporo 3a JOMIOMOTOI0 TIPUCTPOIB BBEICHHS
(kmaBiaTypa, muma). [Ipuctpoi BBeieHHs HaACHIa0Th Aaxi 1o Input Management,
110 00po0JIsie OTpUMaHIi JIaHi Ta HAJICWIAE 1X 10 BIAMOBIIHUX IM1ICUCTEM PYIIIisl.
BoHu B cBOIO "uepry BUKOPUCTOBYIOTh JJaH1 IIPO BBEICHHS Ta 1HIII JaH1 JJis

OHOBJICHHS CTaHy T'pH.
2.3 OcHoBHI eTanu peaJii3auii rpu

Peanizaiis irpoBOi JIOTIKM € KIIOUOBUM €TarioM PO3pPOOKH, SIKMUM BH3HAYA€E
OCHOBHI MEXaHIKM TeHMIUICI0 Ta B3aeMOJI0 00'ekTiB y rpi. Ilounemo 3 pyxy
nepcoHaxka. BiH Moke pyxatucsi BIiBO Ta BIIPaBO 3a IOMOMOT010 KHOTIOK A Ta D Ta
cTpuOaTH 3a I0MOMOIor0 Space.

JlicTuHr:

// OTpumyemo BXxip Bip rpaBug
float horizontalInput = Input.GetAxis("Horizontal");
float verticalInput = Input.GetAxis("Vertical");

// Pyx no ropusoHTani Ta BepTuKani
Vector2 movement = new Vector2(horizontalInput, verticalInput);
rb.velocity = new Vector2(movement.x * speed, rb.velocity.y);

// BU3HAYeHHSA HanNpaMKy pyXxy
if (movement.x > 0)

{
transform.localScale = new Vector3(0.5f, 0.5f, 1); // TlpaBeub
HanpaBfieHUn BNpaBo

else if (movement.x < 0)

biemcora A.C. Apx.
Tpah M.C. KH.KP.b -122 - 24 —TI3
3MH. Apk. Ne oxym. Tligmuc Jata 29




{
transform.localScale = new Vector3(-0.5f, 0.5f, 1); // TlpaBeub
HanpaeneHuin Bnieo

}

// Bisyanisauis OverlapCircle
Debug.DrawLine(transform.position, transform.position + Vector3.down
* 2f, Color.red);

// MepeBipKa, 4u CcToiTb rpaBeub Ha 3emni
isGrounded = Physics2D.0OverlapCircle(transform.position, 2f,
LayerMask.GetMask("Ground"));

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

}

Jump();

// BU3HaYyeHHA CTaHy XoAb6u Ta CTpUGKaA
isJumping = !isGrounded;
[Ipy 11bOMY BIITBOPIOETHCS BIJAMOBIIHA aHIMAIlSl Ta BU3HAYAETHCS MEBHUMN

CTaH: CIOKii, Xxoap0a abo ctpubok. KoxkeH cran mae BiANOBIIHUN HAOIp MpaBui Ta
00OMEKEeHb, SIKI PEryJIIOI0Th MMOBEIIHKY I'eposi B IboMy cTaHl. [lepexia Mix cTaHaMu

B1JIOYBA€ETHCS B 3aJIEXKHOCTI B1Jl B3a€MOIi1 TPaBIIs 3 TPOIO.

JlictuHr:
public enum PlayerState
{
Idle,
Walking,
Jumping,
Dead
}
/] ...
void ChangeState(PlayerState newState)
{
currentState = newState;
switch (newState)
{
case PlayerState.Idle:
animator.SetBool("IsWalking", false);
animator.SetBool("IsJumping", false);
animator.Play("boy_idle");
break;
case PlayerState.Walking:
animator.SetBool("IsWalking", true);
animator.SetBool("IsJumping", false);
animator.Play("boy_walk");
break;
case PlayerState.Jumping:
animator.SetBool("IsWalking", false);
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animator.SetBool("IsJumping", true);
animator.Play("boy_jump");

break;

case PlayerState.Dead:
// norika gnsa ctaHy "Dead"
break;
}
}

JlJist cTBOpEHHS Bi3yallbHOI TJIMOMHU Ta TUHAMIKU Y (DOHOBUX 300paKeHHSX,
Kl PYXarThCs IMOBUIBHIIIE, HDK 00'€KTH TMEPEIHbOro IUIaHy OYJIO 3aCTOCOBAHO
napainakc edpekr [11]:

using UnityEngine;

public class ParallaxEffect : MonoBehaviour

{

[SerializeField] Transform followingTarget;

[SerializeField, Range(0f, 1f)] float parallaxStrenght = 0.1f;
[SerializeField] bool disableVerticalParalax;

Vector3 targetPreviousPosition;

void Start()

{

if(!followingTarget)

{

followingTarget = Camera.main.transform;

}

targetPreviousPosition = followingTarget.position;
}
void Update()
{

var delta followingTarget.position -

targetPreviousPosition;

if (disableVerticalParalax)

{
}

targetPreviousPosition = followingTarget.position;

delta.y = 0;

transform.position += delta * parallaxStrenght;

}
}

[HBeHTap B Tpi M03BOJIAE TPABISIM 30MparTH, 30epiraTu Ta BUKOPUCTOBYBATH
pi3Hl mpeameTu. BiH mpeacTtaBise coborw cmMCOK mpeameTiB (‘items’), SKUM
30epiraerbes B 00'exTi Inventory'. KoskeH nmpeMeT y CIIMCKY Ma€e CBiM yHIKaJIbHUN

inentudikarop (‘id'), HasBy (‘name’), 306paxenns (‘img') Ta npedad (" prefab’).
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[IpeqmeTn B iHBEHTapl BiOOpaXKalOThCs Yy BHTIAAI TpadiyHUX O0'€KTIB, SIKI
BIIOOPaKarOTh 300paKECHHS MPEAMETa Ta KIIBKICTh OJUHHUI IBOro mpeameta [12].

Komu rpaBenp 30upae mnpenmer, o0'ekt ItemPickup’, sxuii MICTUTH
iH(popMaIlilo Mpo MNpeIMeT, BUSIBIsSE Koii3io 3 TpaBuem. [licig mporo o0'exT
‘Inventory’ mepeBipsie, yd BXXE € Y HbOMY TaKui camMuid npeaMer. SKimo Takoro
peaMeTa HeMae, BiH JTOJAEThCS A0 CITUCKY MPEAMETIB. SIKIO TaKuil mMpeaMeT BKe €

B IHBEHTAp1, TO HOB1 OJMHUIII JOJAKOTHCS /10 ICHYIOUOI KIJTbKOCTI.

public void SearchForSameItem(Item item, int count)

{
for(int i = 0; i < maxCount; i++)
{
if (items[i].id == item.id)
{
if (items[i].count < 128)
{
// Oopaemo KinbKicTb npegMeTa, SKWO UEe MOMIUBO
items[i].count += count;
// 9Kwo KinbKicTb nepeBuuye nimit, o6pisaemo
if (items[i].count > 128)
{
count = items[i].count - 128;
items[i].count = 6U4;
}
else
{
count = 0;
i = maxCount; // Buxogumo 3 UMKy
}
}
}
}
// [opaemo HOBUII npeaMeT [0 1iHBeHTapd, SKWO BiH MNOBHicT He
BMiwyeTbCca
if(count > 0)
{
for (int i = 0; i < maxCount; i++)
{
if (items[i].id == 0)
{
AddItem(i, item, count);
i = maxCount; // Buxoammo 3 UMKy
}
}
}
}

['paBerib MOXe MEpErIsiHYTH CBiM iHBeHTap, HaTucHYBIM Kiasinry "[". Komu
rpaBellb HATUCKAE Ha TPEIAMET Y BIKHI 1HBEHTaps, BIH MOXXE BUOpaTU Horo mss

MoJaJIbIIOrO0 BUKOPUCTAHHSA abo HCpGMiIHGHHH. ko I'paBClib HATUCKAE Ha
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peIMeT, SIKHH B)Ke BHOpaHO, BIH 3HOBY CTa€ MOCTYIMHHM i BUOOpy. I'paBern
TaKOXX MOKE€ BUKOPHUCTOBYBATH MPEIMETH 3 1HBEHTapsl, HaTUCKarouun knasinry "U".
[Tpu ubomy Bukimkaerbes pyskiis UseCurrentltem()’, sika BUKOpUCTOBY€E 00paHuUii
npeaMeT 3 iHBEHTaps. SKI0 TpeaMeT BHKOPUCTOBYETHCS, WOTO KUIBKICTh
3MEHIIYETHCA HA OJJMHUIIIO 200 BiH MOBHICTIO BUAAISETHCA 3 IHBEHTAPS, SIKIIO HOTO
KUTBKICTH CTAHOBUTH OIUHHUIIIO.

[Tepmroro miHI-rporo (pucyHok 2.21), 1m0 npuiaeThCsl MPOUTH TPABIIO € TPa,
0 peaizye i7et0 My3W9IHOI apKajy, /e TpaBellb MOBUHEH HATHCKATH BIIMOBIIHI
KJaBilll y BIANOBIAb HA TOSBY HOT Ha ekpaHi. [ns AocArHeHHS 1€l MeTH
BUKOPHCTOBYETHCS HU3Ka CKPUNTIB 3 101aTKOBOIO 010:mi0TeK010 715t podotu 3 MIDI-

¢aitramu - Melanchall.DryWetMidi [13].

Pucynok 2.21 — MiHi-Tpa «My3u4Ha apKaga»
OCHOBHI KOMITOHEHTH TPH:
— Lane: Lleit x1ac BiAMOBITAE 32 KOXKHY "cMYTY" HOT, IO 3'SBIISIOTHCS Ha
ekpaHi. BiH Bu3Hauae, ki HOTH OyAyTh BiioOpakaTucs Ha CMy31, SIKUMH
KHOIIKAMHA KOPHUCTYyBa4 MOKE IX BIATBOPIOBATH, Ta KOHTPOIIIOE

CTBOPCHH:A Td 3BHUIICHHA HOT Ha CHCHi.

public void SetTimeStamps(Melanchall.DryWetMidi.Interaction.Note[]

array)
{
foreach (var note in array)
{
// TepeBipgemo, 4um HoTa BignoBipae o6MeXeHHW 3a HA3BOKW HOTW
if (note.NoteName == noteRestriction)
{
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// NepeTBOPWEMO 4aC HOTU Yy METPUYHMUIN 4ac

var metricTimeSpan =
TimeConverter.ConvertTo<MetricTimeSpan>(note.Time,
SongManager.midiFile.GetTempoMap());

// [opaemMo MOMEHT 4acy HOTM Yy CMUCOK Yacie pana uiei
AOPiKKYN

timeStamps.Add((double)metricTimeSpan.Minutes * 60f +
metricTimeSpan.Seconds + (double)metricTimeSpan.Milliseconds / 1000f);

}
}

}

Lle¥ MmeTon 70/1a€ MOMEHTHU Yacy, KOJIM HOTH MTOBUHHI 3'IBUTUCS HA TOPIXKIIL, Y
CIIUCOK YaciB JyIs Ii€1 TOPIKKU HAa OCHOBI HOT 3 Mifi-(haimy.

— Note: Lleii knac npencrapiisie OKpeMy HOTY, IO 3'SBIIS€ThCS Ha ekpaHi. Bin
BIJINOBIIA€ 3a aHIMAIIIIO PyXy HOTH BHM3 IO €KpaHy Ta ii 3HHUINCHHS MpHU
JIOCSITHEHH] IEBHOT ITO3UIII].

— ScoreManager: 1Ileii kmac KOHTPOJIOE paxyHOK TrpaBls, 00poOisie
MpaBUJIbHI Ta HENMpPaBWIbHI HAaTUCKAHHS HOT, BIATBOPIOE 3BYKOBI e€(eKTH
JUTST TIpaBUJIBHUX Ta HEMPAaBWIBHUX HATHCKaHb, a TaKOX BimoOpakae
pe3yJIbTaTu TPH.

— SongManager: Leii kiac BiAMOBiAAa€ 3a 3aBaHTAXCHHS MY3HYHOTO (ailiry
(MIDI) 3 pizHux mxepen (JokanbHUM (aitn abo 3 IHTEpHETY ), aHATI3y€e HOTO
JUIsl OTpUMaHHS 1H(opMalii MPo HOTH Ta PUTM, a TAKOXK KOHTPOIIOE
BIITBOPEHHSI MY3WKH Ta CHHXPOHI3AI[iI0 3 HOTAaMU Ha €KpaHi.

Koxxna HoTa Mae BigmoBigHy "cmyry" (Lane), a rpaBels Mae BiJITBOPIOBATH
HOTH, BUKOPUCTOBYIOYM BIJANOBIJIHI KJaBIlll Ha KJaBlaTypl. 3a KOKHY MPaBUIbHO
BIITBOPEHY HOTY TpaBellb OTPUMYE OUKH, a 32 HEMPABUJIbHE BIATBOPEHHS - BTpayae
koM0o0. L{i1b rpaBus - HaOpaTu MEBHY KUIBKICTh OYOK a00 3aBEpIIMTU MICHIO 0€3
NOMMWJIOK. ['pa BUKOPHUCTOBYE 3ByKOBI €()EKTH Ta BI3yaJIbHY aHIMAILIIIO /111 CTBOPEHHS
edekTy B3aeMO/IIi 3 My3UKOIO Ta HOTaMHU.

HacrymHoro MiHI-Tporo (pucyHOK 2.22) € Tpa, IO peali3ye KIaCHYHHMA
reidMIuield "Tpu B psa’l, B sAKiH rpaBelb Ma€ oOMpaTH JB1 CYCIJIHI IUIMTKH JUIS iX
0OMIHY MICIIIMH 3 METOI CTBOPCHHS JIaHIFOra 3 TPhOX ab0 OUIbIIEe OJHAKOBHUX

IIJIMTOK Y PAAKY YU CTOBHHi, 1Io Mpu3BOAUTHL 10 1X 3BHMKHEHHS Ta OTPpUMAaHHSA OaiiB

[14]
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Score =6

Pucynok 2.22 — MiHi-rpa «Tpu B psiny»

OCHOBHI KJIacu TpH Ta iX (YHKIT BUTTSAAIOTH TaK:

Tile: Knac, mo mpejacrasisie ofHy IUIMTKY Ha irpoBoMy mojii. Mae
KOOPJIMHATHU X Ta Yy, 300pakeHHs Ta TUM. Binmosinae 3a BimoOpaskeHHS
Ta OOMIH PI3HUX THUITIB TUIUTOK.

TileData: He3minHa cTpykTypa, 110 30epirae faHi MiIMTKA: KOOPAUHATH
X Ta 'y, Ta 1IGCHTU(IKATOP THUITY.

TileDataMatrixUtility: Knac-ytuniTta 115 onepaitiii 3 MaTpUIIEIO JaHUX
IUIMTOK, TaKUX SIK OOMiH, MOMIYK 30iriB Ta pyxu. MICTUTh METOIU IJIS
OOMiHY TTUTOK, MOIIYKY 30iriB Ta HAMKPAIIOTO PyXy.

TileTypeAsset: Knac, mo wmicTuth iH(OpMAIl0O TPO THUMH TUUTOK,
BKJIIOYAIOYH 1XHI 1I€HTH(IKATOPH, 3HAUECHHSA Ta 300pa’keHHS.

Row: Kunac, o npeacrasisie ps IUIMTOK Ha IrPOBOMY TTOJTI.

Move: Knac, mo npencrasisie pyx, KM Moke OyTH 3/1HCHEHUI Ha
IrpOBOMY TIOJI.

Match: Kiac, o mpeacrassie 30ir IUIMTOK, KU MOKHA 3IIHCHATH Ha
IrpOBOMY TIOJI.

Board: OcHoBHuiI KI1ac, 1110 Kepye Tporo. MICTUTh METOU JIJIsi BUOOPY
Ta OOMIHY IJIMTOK, MEPEBIPKM HASBHOCTI 30IriB Ta NEPEMIIIyBaHHS

IIJINTOK.

// MeTop pna Bu6O

DY MAWTOK Ta cnpo6u ix 06MiHy
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private async void Select(Tile tile)

{
if (_isSwapping || _isMatching || _isShuffling) return;
if (!_selection.Contains(tile))
{
if (_selection.Count > 0)
{
if (Math.Abs(tile.x - _selection[@®].x) == 1 &&
Math.Abs(tile.y - _selection[0].y) == 0
|| Math.Abs(tile.y - _selection[0].y) == 1 &&

Math.Abs(tile.x - _selection[0].x) == 0)
_selection.Add(tile);
}

else

{
}

_selection.Add(tile);
}
if (_selection.Count < 2) return;
await SwapAsync(_selection[0], _selection[1]);

if (lawait TryMatchAsync()) await SwapAsync(_selection[0],
_selection[1]);

var matrix = Matrix;

while (TileDataMatrixUtility.FindBestMove(matrix) == null ||
TileDataMatrixUtility.FindBestMatch(matrix) != null)

{
Shuffle();
matrix = Matrix;
}
_selection.Clear();
}
// ...

// MeTop ana cnpo6u 0o6MiHY NAUTOK Ta nepeBipku 36irie
private async Task<bool> TryMatchAsync()

{ var didMatch = false;
_isMatching = true;
var match = TileDataMatrixUtility.FindBestMatch(Matrix);
while (match != null)
{ didMatch = true;
var tiles = GetTiles(match.Tiles);
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var deflateSequence = DOTween.Sequence();

foreach (var tile in tiles)
deflateSequence.Join(tile.icon.transform.DOScale(Vector3.zero,
tweenDuration).SetEase(Ease.InBack));

audioSource.PlayOneShot(matchSound);
await deflateSequence.Play().AsyncWaitForCompletion();
var inflateSequence = DOTween.Sequence();

foreach (var tile in tiles)

{
tile.Type = tileTypes[Random.Range(0,

tileTypes.Length)];

inflateSequence.Join(tile.icon.transform.DOScale(Vector3.one,
tweenDuration).SetEase(Ease.OutBack));

}
await inflateSequence.Play().AsyncWaitForCompletion();

OnMatch?.Invoke(Array.Find(tileTypes, tileType =>
tileType.id == match.TypeId), match.Tiles.Length);

match = TileDataMatrixUtility.FindBestMatch(Matrix);
}

_isMatching = false;

return didMatch;

}
/] ..

// MeTop ansa nepemiwyBaHHA NAMTOK Ha powyi
private void Shuffle()

{
_isShuffling = true;

foreach (var row in rows)

foreach (var tile in row.tiles)
tile.Type = tileTypes[Random.Range(0,

tileTypes.Length)];

_isShuffling = false;
}
Jlns peamizariii 00HOBOiI cuCTeMH B I'pl OyJIO peasli3oBaHO KapTKOBY TPy

(pucyHok 2.23), mo 6a3yeTbcsi Ha MPOTUCTOSHHI TPaBLIsl Ta IrpoBOro iHTENekTy. Ha
NOYaTKy I'PU YYaCHUKAM PO3JAI0ThCS MOYATKOBI Kojioau 3 10 BHUMMAgKOBHUX KaprT.

I'paBui x0Tk MO uep3i, TpuBadicTh ogHoro xony 30 cexkynn. Ilicia 3aBeprieHHs
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CBOTO XOAYy TpaBellb Ma€ HATUCHYTH BIJMOBIMHY KHOMNKY. SIKIIO Yac xomy

3aKIHYUBCS, X1Jl aBTOMATUYHO MIEPEXOAUTH JJ0 HACTYMHOTO rpasiid. Ha irpoBomy modi

MOKHAa PO3MICTUTH MakCcUMyM 6 KapT. ATakyBaTh KapTolo, sika HIOWHO Oyna

pO3MillleHa Ha [OJi, MOXHa JMIIe IMiJI Yac HACTymHOro xoay (KpiM KapTu

MOMEHTaNbHOi aTaku). Kaptu, siKi MOXYyTh aTakyBaTH, BUIUISIOTBCS 3€JIEHUM

koapopoM. Kosn o/iHa kapTa aTakye iHIITy, BOHA TaKOXK MOIIKOKye cede. KoxeH xin

BCS BUTpau€HA MaHa I'paBlis BITHOBIOEThCA. KapTu B pykax, Ha ikl HEMa€ JOCTaTHbO

MaHH JJi1 BUKOPUCTAHHS, BUAUICH] CipuM KOJIbopoM. KapTku 13 3akTMHaAHHSIMH, 1110

MaloTh [1J1b, BUAUISIOTH iX (ioeToBUM. ['pa 3aKiHUYy€ThCS, SKIO B OJJHOTO 3 T€POiB

HE 3aJMIITNIOCS 370pOoB's a00 3akiHummcs xoau [15-16].

Pucynoxk 2.23 — boiioBa cucreMa yepe3 KapTKOBY TPy 3 ITPOBUM IHTEIEKTOM

€ Taki TUIH KapT 31 310HOCTSIMHU:

INSTANT_ACTIVE, // kapTa aKTMBHa ofpas3y nicna KacTy
DOUBLE_ATTACK, // nopeiitHa aTaka

SHIELD, // opuH pa3 o6epirae KapTy

PROVOCATION, // 6uTu iHwi KapTW He MOMHa, OKpim uieil
REGENERATION_EACH_TURN, // +2xn KoweH xip

COUNTER_ATTACK // kapTa, wo aTtakye ii, oTpumye wkopy ABiui

A TaKoX Taki KapTU-3aKJISTTS:
HEAL_ALLY_FIELD_CARDS, // nikyBaHHa Bcix cBoix KapT Ha noni
DAMAGE_ENEMY_FIELD_CARDS, // wkopa BCiM KapTaMm Bopora Ha noni
HEAL_ALLAY_HERO, // nikyBaHHA cBOro repos
DAMAGE_ENEMY_HERO, // wkopa repokw Bopora
HEAL_ALLAY_CARD, // nikyBaHHA cBoe€i KapTu
DAMAGE_ENEMY_CARD, // wkopa KapTi Bopora
SHIELD_ON_ALLAY_CARD, // uuT Ha cBOW KapTy
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— PROVOCATION_ON_ALLAY_CARD, // npoBokauis Ha cBow KapTy
— BUFF_CARD_DAMAGE, // 36inbweHHs wkoguM CBOEI KapTu
— DEBUFF_CARD_DAMAGE // 3MeHweHHs wKoau KapTu Bopora

IrpoBmit inTenekr (Game Al) y rpi BUKOPHUCTOBYETHCS sl KEpyBaHHS

NoBeIHKOI0 Bopora. OCHOBHI KpokH, siki poOuTs Al mig yac cBOro xojy, MOKHA

OIMUCAaTH HACTYIITHUM YHUHOM:

1.

5.

Bubip kapmu ons epu’. Al obupae KitbKa KapT 31 CBO€l pyKH, sIKI MOYKHA
PO3MICTUTH Ha ITPOBOMY I0JIi, BPAXOBYIOYH PECYPC MaHH.

Poszmiwenns xapmu na iepoeomy noni: Sxmo obpaHa kapTa - IIe
3akianHaHHs, Al BU3Ha4ae, 4yu € HasBHI I[IJIbOB1 00'€KTH JIJIS 3aKJIMHAHHS
(sx110 BoHa mnependavae MiboBU 00'ekT). Ilicnsa nporo Al po3miirye
oOpaHy KapTy Ha IrpOBOMY MOJI.

Amaka: Sk1o Ha MOJI € KapTKH, sIKI MOKHa aTakyBaTu, Al oOupae
KapTy, SIKy aTakyBaTH. SIKI0 Ha 1oJil Hemae BOpoxux kapT, Al oOupae
aTaKyBaTH TePO.

Ilepesipka HassHocmi  moxciusocmi  3aeepuienHs  xoody: Ilicns
PO3MIIIEHHS KapT 1 MOKIIUBOI aTaku Al mepeBipse, yu 3aKIHUMBCS BXKE
gac Ha mei xim. SIKmo yac Ha XiJ BHYEPIIAHHWH, XiJl 3aBEPIIYETHCS
aBTOMAaTUYHO.

3mina xoody: Al mepemae XiJ rpaBIlo 1 OYIKY€E HACTYITHOTO CBOT'O XO.Y.

i KpOKM BUKOHYIOTBHCS B LIUKJI1, TOKU T'Pa HE 3aBEPIIUTHCS.

[lin yac OuTBM 3 OOCOM TpaBellb 3ITKHETHCS 3 TUIIOBOIO I'POI0 HA IMaM SAThb

(memory game), /€ rpaBellb MOBUHEH 3HANTH THapu KapT 3a OOMEXEHUW dyac

(pucyHok 2.24). OCHOBHMI MEXaHI3M TIpU MOJISTa€ y BIIKPUTTI Ta MOPIBHSIHHI

KapTOK, 1100 3HaWTM mnapu. ['pa mouynmHaeTbcs 31 3MIIIYBaHHSA KapTOK Ta iX

po3KIamaHHs Ha irpoBoMy moji. KokHa KapTka Mae JBlI CTOPOHH: 300paK€HHS 1

3aJIHIO CTOPOHY (CHIBHUM TW3aitH Tt BCix KapTok). Kimac gameManager BiamoBinae

3a 3arajibHy JIOTIKYy T'pH, BKJIIOYAIOYM I1HIIIATI3aIlil0 KapToK, OOpoOKy dYacy Ta

BificTex)eHHs ctany rpu. Kmac cardScript ympaBmisie moBeIiHKOIO OKpPEMHUX KapTOK.

Mertog flipcard 3MiHIOE cTaH KapTKH MIXK BIIKpUTORO (_state == 1) 1 3akpuroro (_state

== () Ta 3MIHIO€ BiJNOBIHO i1 300paxenHs [17].
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Pucynok 2.24 — Mini-Tpa Ha aMm’siTh

[Tig yac HaTUCKaHHS MUIII A7 BUOOPY KapToK cripaiboBye metof checkCards
1 IOPIBHIOE iX:

void checkCards()
{

List<int> ¢ = new List<int>();

for (int i = 0; i < cards.Length; i++)
{
if (cards[i].GetComponent<cardScript>().state == 1)
c.Add(i);
}

if (c.Count == 2)
cardComparison(c);
}
void cardComparison(List<int> c)
{
cardScript.DO_NOT = true;

int x = 0;

if (cards[c[0]].GetComponent<cardScript>().cardValue ==
cards[c[1]].GetComponent<cardScript>().cardValue)
{
X = 2;
_matches——;
if (_matches == 0 && targetTime > 0)
{
resultObj.SetActive(true);
result.text = "Good job";
PlayerPrefs.SetInt("isMemoryGameDone", 1);
continueBtn.SetActive(true);
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for (int 1 = 0; i < c.Count; i++)
{
cards[c[i]].GetComponent<cardScript>().state = x;
cards[c[i]].GetComponent<cardScript>().falseCheck();
}
}

Ileir meron mepeBipsie, YM 3HAYCHHS KapTOK 30IraroThCs. SKIIO Tak, BOHH
3QIIAINAIOTHCS BIAKPUTUMU, 1 KUTBKICTh 3aJUIICHUX IMap 3MEHINYEThCS. SIKIIO BCi
napy 3HaHEHO /10 3aKiHUYEHHS 4acy, B1I0Opa)Ka€ThCs TOBIJJOMIICHHS IIPO TTEPEMOTY.
S0 3HaYeHHs KapTOK HE 301ratoThCs, KAPTKU 3aKPUBAIOTHCS 3HOBY 4Yepe3 MEBHUN
Jac.

OcTaHHBOIO MIHI-TPOIO MM Yac OUTBU 3 OOCOM € JIa0IpUHT (PUCYHOK 2.25), y
SKOMY I'paBellb MIOBUHEH 3HANTH BUX1JI, KEPYIOUU MTEPCOHAKEM Ta PyXalOUKCh Yepes
pi3Hl KmTUHKA. Jljis 1moOynoBu nalOipuHTy OyJIO BHUKOPUCTAHO TMPOLEAYPHY

rerepartiro [18].

Pucynoxk 2.25 — Mini-rpa «JIabipuHT

JlaGipunt reHepyerhcsi MeTtogoMm GenerateMaze, 1€  1HIIATI3YIOTHCS

KJIITUHKHA, BUJAJISIOTHCA CTIHA MK HUMH, 1 BCTAHOBJIIOETHCS BUXIJI. :

public Maze GenerateMaze(GameObject exitPrefab)

{
MazeGeneratorCell[,] cells = new MazeGeneratorCell[Width,
Height];
for (int x = 0; x < cells.GetLength(0); x++)
{
for (int y = 0; y < cells.GetLength(1l); y++)
{
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cells[x, y] = new MazeGeneratorCell {X = x, Y = y};

}
}
for (int x = 0; x < cells.GetLength(0); x++)
: cells[x, Height - 1].wallLeft = false;
for (int y = 0; y < cells.GetLength(1); y++)
: cells[Width - 1, y].wWallBottom = false;

RemoveWallsWithBacktracker(cells);
Maze maze = new Maze();

maze.cells = cells;
maze.finishPosition = PlaceMazeExit(cells);

// CtBopwemo Buxip y BKa3zaHii nosuyii
CreateExit(maze.finishPosition, exitPrefab);

return maze;
}
JlaGipuHT BigoOpaxkaeThcs 3a JomoMororo MazeSpawner, SKUH CTBOPIOE

o0'extn Cell 1151 KOKHOT KJIITUHKY Ta aKTUBYE BIANOBIAHI CTiHU. ['paBelb KepyeThes
3a nmomomororo PlayerControls, saxuii 00poOnsie HATHUCKaHHS KJIABIII s

NepeMIIIeHHS TIepCoHa)xa 1 mepeBipsie€, YU JOCATHYB T'PaBellb BUXOJTY.
BucHoBkH 10 Apyroro po3miiay

B npyromy posaini Oyino cTBOpEHO elleMeHTH rpadidyHOro JAu3aiiHy, Taki siK
dboHOBI 300pakeHHs, MEPCOHAXI1, ITPOB1 00'€KTH Ta aHIMAIlsd JJIsS MOJAJBIIOTO
BUKOPUCTAHHA Y MPOEKTI. ApPXITEKTypa IrpOBOro I0AaTKy Oysa mpeicTaBlieHa 3a
JIOTIOMOT 010 JliarpaM BapiaHTIB BUKOPUCTAHHS, aKTUBHOCTI Ta KJ1aciB. BukopucTanHs
naTepHiB MpoeKTyBaHHs, Takux sk OauHak (Singleton), Croctepirau (Observer) Ta
@acan (Facade), 3a0e3neunsio THyYKICTh Ta PO3MIMPIOBAHICTh cucTeMH. Di3uynHy
MOJIENIb CHCTEMH BIJOOpaXEHO 3a JOMOMOIOK JiarpaM KOMIIOHEHTIB Ta
PO3TOpTaHHs, HAJA€ YSIBICHHS B3a€EMOJIII0 MI>)K KOMITOHEHTaMH Ha PiBHI BUKOHAHHSI.
Takox omucaHo peani3oBaHi OCHOBHI MEXaHIKM TPH, TaKi SK PyX IEPCOHAXA,

1HBEHTAp, MiHI-Irpy (My3u4Ha apkana, "Tpu B psa'', KapTKoOBa Ipa, Tpa Ha 1Mam’SITh Ta

MabipUHT).
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PO3/LJ1 3. OIUC POBOTHU 3 IPOIT'PAMHUM JIOJATKOM TA HOI'O

TECTYBAHHA

3.1 HOpﬂIlOK BCTAaHOBJICHHS TA HAJAIITYBAHHA CUCTCMHU

[Ticns mobynoBu pemizHOi Bepcii, rpy "Spirit of the forest" moxxna Oyne

3aBaHTaXUTH 3 mudpoBux twiarpopm. JoctynHi Bepcii mius Windows, macOS Ta

Linux. /leranbHilie mpo BCTAHOBJICHHS Ta HAJIAIITYBAHHS [P MOKHA OY/Ie Ti3HATUCS

B IHCTPYKIIli KOpHUCTyBaya.

JUisi KOpPEeKTHOI0 pPOOOTH MPOrpaMH Ba)XJIMBO BPaxoBYBaTU BHUMOTH [0

anapaTtHoro 3abe3nedeHHs. MiHIMaldbHI Ta PEKOMEHJIOBaHI MapaMeTpH, Kl BapTo

BpaxyBaTH MpU BUOOPI KOMIT'IOTEpHOT KOHIrypauii, Oyio 3BeneHo a0 Tadmauui 3.1

Ta 3.2.
Tabmuus 3.1 — MiHiMaabH1 BUMOTH 10 anlapaTHOi YaCTUHU

[Ipouecop Intel Core 15-4460 3.2 GHz or AMD FX-8350 4.0 GHz
OnepatuBHa

8 GB RAM
nam'siTh

NVIDIA GeForce GTX 660 or AMD Radeon HD 7850 (2
['padixa

GB VRAM)
[Tam'siTH 50 GB
DirectX Version 11
Omneparuiiina ) ) _ _

Windows 7, macOS 10.13 High Sierra, Linux Ubuntu 16.04
cucremMa

Tabmums 3.2 — PekoMeH10BaHi BUMOTH /10 alapaTHOI YaCTHHU

Intel Core i7-8700 3.2 GHz or AMD Ryzen 5 2600 3.4
[Tpouecop

GHz
OnepatuBHa

16 GB RAM
nam'siTh

NVIDIA GeForce GTX 1060 6GB or AMD Radeon RX
['padixa

580 8GB
[Tam'ssTH 50 GB
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DirectX Version 12

Onmneparriiina _ ) _
Windows 10, macOS 11 Big Sur, Linux Ubuntu 20.04
CHUCTEMA

3.2 Intepdeiic Ta MOPAAOK POOOTH 3 MPOTPAMHUM J0AATKOM

[Ticnst 3amycKy rpu TpaBellb OMUHSAETHCS B TOJIOBHOMY MEHIO (pUCYHOK 3.1), 1e
MO>KHA PO3MOYATH HOBY I'py (TICIS BOTO BIATBOPUTHCSA KaT-CIIEHA), MPOJOBXKUTH
crapy (sAKmo HasgBHI 30epeKeHHs), 3MIHMTH HalalTyBaHHSA (PUCYHOK 3.2),
NEePerjisiHyTH CBOi JOCSTHEHHs (pucyHOK 3.3) Ta Buiit 3 rpu. HamamryBaHHA
BKJIIOYAIOTh B ceOe MOBHOEKPAHHUHN PEXHUM, TYUHICTh 3BYKIB Ta MY3UKH, SIKICTh
KapTHHKH Ta pO3IIUpEeHHs ekpany. [Ipu HaBeIeHI Ha TOCATHEHHS 3HU3Y 3 SBISETHCS
fioro ommc. SIKiIo rpaBenb OTPUMAaB HOT0, TO IKOHKA CTa€ KOJLOPOBOIO, IHAKIIIE BOHA

cipa.

Pucynok 3.1 — I'oj10BHE MEHIO T'pH

[lepma irpoBa sokariisi (pucyHok 3.4) siBisie co000 cejo, Jie TpaBIfio Tpeda
OPUIHATH y4acTh B MiCLEBHMX 3a0aBax HarnepenoaH1 IBana Kymnana: cmiBu, cTpuOku
yepe3 Oararrd Ta 30uMpaHHS KBITIB JUIs IUIETIHHSA BiHOYKIB. Ilig wac mporo oro
CYNPOBOKYE OJHAK 3 MICIIEBUX KUTEIHOK, KA HaJae iHPOPMAIIII0 Yepe3 CUCTEMY
mianoriB. B mpoMy, Sk 1 y BCIX IHIIMX pPIBHSX, YOPABISHHSA NEPCOHAXKEM

3MIMCHIOETHCS 32 TOTIOMOT'0F0 KHOTIOK A Ta D ny1st xonbp0u Ta Space st crpudxa (rmpo
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11e TOBIJOMIIAEThCA Y minka3zkax). CrodaTrky rpaBIiffo MOTPiIOHO BUTPATH MIHI-TPY

«My3u4Ha apkaga» (auB. pucyHok 2.21), 1¢ BiH MOBMHEH BYAaCHO HATHCKATH

BIJIMOB1IH1 KJIaBIIII Y BIJIMTOBIAb HAa TIOSIBY HOT Ha €KpaHi Ta JOCATHYTH KOMOO 3 I’ ATH

HOT. IloTiM rpaBenp Mae nepecTpuOHYyTH OaratTTsi, [0 HAHOCUThH LIKOAY I'PABIIO Y

pa3i 3iTkHeHHs. OCTaHHBOIO MiHI-TPOIO B I11H JIOKAIll] € «TPU B PsA» (IUB. PUCYHOK

2.22), ne notpibHO 3a xBUIMHY Ha3zouparu 100 OaniB, MepecTaBISIIOYM CYCIIHI

IUTUTKY TaK, 100 YTBOPUTHU JAHIIIOT 3 TPHOX a00 O1JIbIlIe OJTHAKOBUX IUIUTOK Y PAIKY

YU CTOBIILII.

High
v ! g’! ‘_. ¥

1O)20X10E)

Win a music competition

Pucynoxk 3.3 — JlocsirHeHHs TpaBlis
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To move use the /\ and [) huttons depending on the direction |

Pucynok 3.4 — Ilepia irpoBa jgokariis

Jani mepeHocuMock 10 Apyroi jokamii — piuku (pucyHok 3.5). Tyt rpaBus

YeKa€e OCTAHHIN J1aJIor 3 CEISHKOIO, sIKa Ha MPOIIAHHS MoIapy€e BIHOYOK 3 KBITIB Ta

nie nBa mMarodka Mamu. [1igiopasim Horo, BIHOYOK 3 SIBIISIETHCSA B IHBEHTApPIO, 1110

BUKJIMKAETHCSA TIpH HatuckaHHi kiasimi |. [1[o6 BukopucraTu itoro morpiOHO mepir

3a Bce BHOpaTu BIAMOBIIHUI MpeaMeT B 1HBEHTApIO, Ta HATUCHYTH KiaBinry U

(3aCTOCOBYETHCS HE TIIBKH JUIS BIHOYKA, a W NI 1HIIMX npeamMetiB). Ilicas mporo

BIHOUYOK TOIUJIMBE IO BO/II, 110 MPU3BEJIE J0 MOSBHU pycaiku (pUcyHOK 3.6), 10 sKOi

MOKHa J10paTtuch IaBarouu. Jliajor 3 pycajikoro Mpu3Beae A0 KapTKOBOI OWTBH,

TTICIIS IEPEMOT HAl AKOIO OTPUMYEMO IIC ABA IMIMATKH MallHu.

[nventory

= —
[

Press | to open the inventory and [J to use

1

Pucynok 3.5 — JIpyra irpoBa jokartis
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Pucynox 3.6 — I'paBerip mmBe 10 pycaiku

I HapemTi oMMHSEMOCH B OCTaHHIN JOKaIlii — TemMHui Jic (pucysok 3.7). Tyt

TPaBIIS 3yCTPIYaE JIICOBUK Ta MOTO AyXU-TIOMIYHHKH, 1110 TAKOX BUKJIMKAE TPABIISI HA

MOEMHOK Ta B SKOCTI HAropoJud Ma€ HIMATOK Mamu. PyXaloouucek nail Ha HUIAXY

rpaBIlsl 3 ABIAE€TbCS KaMiHb 3 pyHamu (pucyHok 3.8), me moTpiOHO oOpatu 3

JBaHAAIATH TPHU Ta MOCTABUTH iX y BiANMOBIAHI KoMipku. 1106 ni3HATHCH TpaBUIIBHY

KOMOIHAI[II0 CJiJ y JIIC1 HATUCHYTH Ha COBY, III0 CHUIUTH Ha JepeBi. 3 Hei BUMAJE

CYyBI{, BIAKPUBIIHM SIKUM TpaBellb OTPUMAE MiIKA3KY.

Pucynox 3.7 — Tpers irpoBa noxartis

Biemcwvra A.C.

Ipap M.C.

3MH.

Apk.

Ne noxym.

ITigmuc

Jata

KH.KP.b —122 — 24 — 113

Apx.

47




Pucynox 3.8 — 3araaka 3 pyHamu

BukonaBmm 1e MokHa pyxaTuch gaimi. Ha mmisxy repoil Takoxx 3ycTpidae

MaBKy, Ha sKy MOJIO€ 4Yyraiicrep. ['paBieBi HagaeTbcsi MOXIMBICTH BHUOpaTH

CTOPOHY: JOTIOMOI'TH MaBIli a00 cTaTh Ha OiKk uyraiictpa (pucyHok 3.9). Lleit BuOip

BILJIMBAE BEJIC 10 KAPTKOBOI OUTBH 3 00paHUM NepcoHaxkeM. B pesynbrarti 3a0upaemo

OCTaHHIH IIMaTOYOK MallH, Ta MOXKHa WUTH a0 0oca.
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Please help me! I'm innocent, and | don't want to
be imprisoned!

LS

I will help Mavka

| will help Chuhaister

Pucynox 3.9 — Jlianor 3 MaBKkoo Ta 4yraictpom
buta 3 6ocoMm (pucyHok 3.10) ckiagaeTbes 3 TPHOX €TaIiB: KAPTKOBOI I'PH;
IpU Ha 3amaM'siTOBYBaHHs, Jie TpaBellb MOBUHEH 3HANTH Mapu KapT 3a OOMEKEHUU
yac (quB. pucyHOK 2.24); a TakoX JIaOIpUHTY, Jie TpaBellb TOBUHECH 3HAWTH BUXIJI,
Kepyroun rnepcoHakeM (muB. pucyHok 2.25). Ilicims mepeMoru Haja 4opToM, T'epoi

HapemITi 3700yBa€ KBITKY MarmopoTi Ta rpa 3aBEPIIy€eThCS.

Pucynok 3.10 — butsa 3 yopTom
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Rimles a Rusalka

I es'“' l @ } [Qusa”{a, in Slavic mqt[\ologq, |ake-c]we”ing soul o]c a child

M k who died unhaptizeal or oF a virgin who was drowned
v (wl’\ether accicJenta”q or purposelq). Slavs OF chF]Cerent

(‘l\ Loy aveas have assigned JiFFerent per’sonali‘cies to the rusa”{i.
_huhaister
: A'nound the Danul}e [iner', where tl’veq are called vile

~ sin ular vila 3 'r*usa”gi are L)eauti ul‘ c}’\a'r'mEn i'r'ls, JresseJ
Clow (sing a9

always in light vobes of mist, singing sweet, bewitching songs
to the passersby. [During rusalki week, at the beginning of
the summer, the nymphs are supposed to emerge from the
water and climb into weeping willow and birch trees until
night, when they dance in vings in the moonlight. Any
person joining them must dance until he dies. After that
week, grass grows thicker where t!'\eq trod.

Pucynoxk 3.12 — 3i0paHHi IMaTKu MaIu
J10J1aTKOBO B XO/I1 I'pU I'PABELb MOKE MEPEryIAHyTH OecTtiapiid (pucyHok 3.11),
JI€ pO3IOBIIA€ThCA AETAIBHO PO CTBOPIHB, IO 3yCTPIYAIOTHCS B TPl (BIAKPUBAETHCA
IpU HATUCKaHHI KJaBii B); Ta meperyisiHyTH 310paHH1 IIMAaTKX Many 3a J0IOMOT 00

knasimu M (pucynok 3.12).
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3.3 TecryBaHHs poOOTH NPOrPaMHOI0 3a0e31eYeHHS

[TpoBeseHO TeCTyBaHHS I'pU IS BUSABJICHHS Ta yCyHEeHHs HemouikiB [19-20].

[IpoTecTroBaHi MyHKTH, OYyJIO IPEJCTaBICHO y BUIIISLAI Tabymi 3.3.

Tabnuusg 3.3 — Pe3ynabTar T€CTYBaHHS IPU

Cuena

Bxian1 mani

OuikyBaH1 JjaHi

CnocrtepexeHi

JTaHi

['o10BHE MEHTO

HatnckanHusg kHOIKH

BinTtBopeHnns kat-

Sk 1 ouikyBanocs

"Hosa rpa" CIICHHU, TTOYATOK
HOBOI I'pH
['onoBHE MeHIO HatuckanHs KHONIKH | 3aBaHTaKEHHS Sk 1 ouikyBanocs
"IIponoBxutu" OCTAaHHBOT'O
30epeKeHHS

['os10BHE MEHTO

"HanamryBanus"

Hartuckanusga KkHOKU

Bigkputrs MeHIO

HaJIalITyBaHb

Sk 1 ouikyBanocs

['o10BHE MEHTO

Hatnckanusg kHONIKH

Binkpurts ciucky

Sk 1 ouikyBanocs

"JlocsirHeHHs" JIOCSATHEHD
['onoBHE MEHIO Haruckanns kHonku | Buxin 3 rpu Sk 1 ouikyBanocs
"Buiitn"
['omoBHE MeHIO - | [lepemukanHsa Ha Binobpaxenns Ak 1 ouikyBanocs
HamamryBanns ITOBHOEKPAHHU Ipu y
pexuM ITIOBHOEKPAHHOMY
pexuMi

['o10BHE MEHTO -

HamamryBanus

3MiHa TYYHOCTI

3MiHa piBHSA

T'YYHOCTI y I'pi

Sk 1 ouikyBanocs

['onoBHE MeHIO -

3MiHa IKOCTI1

3MiHa IKOCTI1

Sk 1 ouikyBagocs

HanamryBanns 300paxKeHHS 300paxeHHs
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['o10BHE MEHTIO -

HanamryBanns

3MiHa pO3IIUPEHHS

eKpaHy

3MiHA
PO3ILIUPEHHS

eKpaHy

Sk 1 ouikyBagocs

['onoBHE MeHIO -

JlocarHeHHs

HaBeneunns na

JOCATHCHHS

[TosiBa onucy

JOCATHCHHA

Sk 1 ouikyBanocs

I'os10BHE MEHTO -

3MiHa KOJIBOPY

[Ipu orpuManHi

Sk 1 ouikyBanocs

JlocsarneHHs BIJIITOBIJTHO /10 CTaHy | JOCSTHEHHS
1KOHKa cTae
KOJIbOPOBOIO,
1HaKIIIe - cipa
InTpo [lepernan xar-cuenu | Kar-ciiena Ak 1 ouiKyBanocs
BiJITBOPIOETHCS
0€e3 MOMUJIOK
Ceno Hartuckanns knasim | [lepconax xoauts | Sk 1 ouikyBasocs
A ta D nng xons6u | Bi1iBO 200 BIIpaBo
Ceno Haruckanus ITepconax Sk 1 ouikyBanocs
KJIaBimm Space 111 | ctpubae
cTpuOKa
Ceno Bino6paxxeHHns Bino6paxxenns Sk 1 ouikyBanocs
MIKA30K MIKA30K IS
KOPUCTYBaHHS
IpoIo
Ceno Po3moBa 3 Hianor 3 Sk 1 ouiKyBanocs
CEJISTHKOIO CEJISTHKOIO
B110yBa€THCS
KOPEKTHO
bBiemcora A.C. Apx.
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Ceno ['paBeun norpanus B | Hanecenns Sk 1 ouikyBajocs
Oararts KO/ 3/I0POB’ 1O
TpaBIsd
Ceno 310pOB’sl rpaBLs Bino6paxxenns Sk 1 ouikyBanocs

MeHIIe ad00

JIOPIBHIOE HYJIIO

«EKpaHy CMepTI»

My3nuna apkana

IToka3 mpaBwiI rpu

Ha nouarky rpu

Ha JesIKui yac

Sk 1 ouikyBanocs

B1JI0OpaKar0ThCs
MpaBUIIa
Mys3uuna apkaga | BuacHe HatuckanHs | 3apoOieHHs Ak 1 ouiKyBanocs
KJIaBIIII, 1110 KOMOO
BIJIMTOBIIAl0OTh HOTAM
My3uuna apkana | [Ipomyck ojHiel Brpara Sk 1 ouikyBanocs
HOTHU 3ap0o0JIEHOTO
KOMOO
Mysuuna apkaga | JlocsrHenHnst kom60 | 3apaxyBaHHS Ak 1 ouikyBanocs
3 I’SITK HOT MepeEMOru
My3uyHa apkaga | 3aKiHYEHHS IICHI 3apaxyBaHHs Sk 1 ouiKyBanocs
NOpa3Ku
Tpu B psan IToxa3 nmpasui rpu Ha nouarky rpu Sk 1 ouikyBanocs
Ha JeIKUM yac
B1JI00paKaroThCs
npaBuja
Tpu B psan [IpaBuibHa [TnuTkn Sk 1 ouikyBanocs
MepecTaHOBKa YTBOPIOIOTH
IIJIUTOK JAHLIOKOK Ta
3HUKAIOTh,
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3apaxoBYyHO4H

oanu
Tpu B psin HenpaBunbsHa [Tnutkn Ak 1 ouikyBanocs
nepecTaHOBKa MOBEPTAIOTHCA Ha
IIJIUTOK CBOT MiCIIs
Tpu B psan 3aKiHYEHHS Yacy 3apaxyBaHHs Ak 1 ouikyBanocs
Mopa3Ku
Tpu B psn Ha6pano 100 oukiB | 3apaxyBaHHs Sk 1 ouikyBanocs
epeMoru
Piuka Po3MmoBa 3 Hiamor 3 Sk 1 ouikyBanocs
CEJISTHKOIO CEJISTHKOIO
BiJI0yBa€ThCS
KOPEKTHO
Piuka [TinGip BiHOUYKA Binouox Sk 1 ouikyBanocs
3'SIBISETHCS B
1HBEHTapPIO
Piuka OTpumMaHHs [IImaTkn manu Sk 1 ouiKyBanocs
[IMATKIB Mamu BiJl 3'SIBJISIIOTHCS B
CEJSTHKU IHBEHTApIO
Piuka Bukopucranus Binodok mmBe o | Sk 1 odikyBasiocs
BIHOYKA BOJI1, 3'ABJISIETHCS
pycaiika
Piuka [Tepconax ctpubae | [Ipu moTpamisaHi | Sk 1 ouikyBajmocs
y piuKy y BOJy MEPCOHAK
J1aBae
Piuka Po3moga 3 Hianor 3 Sk 1 ouikyBanocs
PYCAJIKOIO PYCAJIKOIO
B1JI0YBA€ETHCS
KOPEKTHO
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Piuka [Iepemora B OtpumMaHHs Sk 1 ouikyBajocs
KapTKOBIN OWUTBI HAJ| | IIMATKIB Mamu
PYCaJIKOIO
Jlic Po3moga 3 Hiamor 3 Sk 1 ouikyBanocs
JTICOBUKOM JTICOBUKOM
BiJI0yBa€ThCS
KOPEKTHO
Jlic [Tepemora B OtpumanHs Sk 1 ouikyBanocs
KapTKOBIM OWTBI HaJ| | IIMATKIB Maru
JICOBUKOM
Jlic ['paBens notpanus y | Hanecenns Ak 1 ouiKyBanocs
KpOIIUBY IIKO/AH 370POB’ 10
rpaBIs
Jlic HarucHenns Ha [TosiBa cyBist 3 Sk 1 ouikyBanocs
COBY MM1IKa3K0I0
Jlic BBenenns I'paBers MoOXxe Sk 1 ouikyBanocs
MPaBHJIbHOI MPOUTH Jaji
KOMOIHaIli pyH
Jlic 3ycTpid 3 MaBKOIO Hianor 3 maBkoto | Sk 1 o4iKyBanocs
Ta 4yraucTpoM
Jlic ['paBenb 06paB [TouaTox Sk 1 ouikyBanocs
JIOTIOMOI'TH MaBL1 KapTKOBOi OUTBH 3
qyraicTpoM
Jlic ['paBernb 06paB [TouaTox Sk 1 ouikyBanocs
JIOTIOMOT'TH KapTKOBOi OUTBH 3
qyramucrpy MaBKOIO
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Jlic [Iepemora B OtpumMaHHs Sk 1 ouikyBajocs
KAapTKOBIM OUTBI HaJ | IIMATKIB Mamu
MaBKOI/9yraliCTpoM

Jlic ['paBenpb 310paB Bci | ['paBenb Moxke Sk 1 ouikyBajgocs
IMAaTKU Maru 3YCTpPITHUCH 3

6ocom

Jlic [Tepemora y [lepexin 1o rpu Ak 1 ouikyBanocs
KapTKOBIH rpi HaJ Ha
4OpPTOM 3armam'siTOByBaHHS

Jlic [Iepemora y [lepexin 1o Ak 1 ouiKyBanocs
memory game na0IpuHTY

Jlic 3HaXOKSHHS 3aBepiieHHs Tpy, | Sk 1 odiKyBajiocs

BUXOJY 3 JTAOIpUHTY

OTPUMAaHHSI KBITKH

NarnopoTi

Memory game 3aKiHYEHHS Yacy 3apaxyBaHHs Ak 1 ouikyBanocs
MOpa3Ku

Memory game 3HailieHHs BCIX map | 3apaxyBaHHs Sk 1 ouikyBanocs
epeMOoru

Memory game

Hartuckanusa Ha

KapTy

ITepeBepranns 1i
Ha JIMLbOBY

CTOPOHY

Sk 1 ouikyBajgocs

Memory game

3HaliieHo napy

OJHAKOBHX KAapPTOK

Kaprtku
3aIMIIA0THCS
JULBOBOKO

CTOPOHOIO

JIOBEPXY

Sk 1 ouikyBanocs
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Memory game

OOpana napa pi3HUX

ITepeBepranns ix

Sk 1 ouikyBagocs

KapTOK JUIHOBOIO
CTOPOHOIO JIOHU3Y
JlaGipunHT Haruckanns Pyx mepconaxy y | Sk 1 ouikyBayocs
CTPUIOYOK BBEPX, BIJITOBITHOMY
BHMU3, BJIIBO, IPABO | HANIPSAMKY
JlaGipuHT JlocsirHeHHs BUXOy | 3apaxyBaHHS Ak 1 ouikyBanocs
3 Ta0IpUHTY MepEeMOTH
Bci nokarui Hatuckanus Bigkputrs Sk 1 ouikyBanocs
kJasimi B OecTiapito
Beci mokarui Hartuckauus BinoOpaxeHHs Sk 1 ouikyBanocs
KJaBimi M 310paHuX IMIMAaTKIB
Maru
Bci moxkarrii Hartuckanns BinkpuBaeTncs Sk 1 ouikyBanocs
KJaBimi | IHBEHTAp TPaBIIs
Bci noxkarii Haruckanus Bukopucranss Sk 1 ouikyBaiocs
knasimn U micns peaMETY

BUOOpPY IIpeIMeTa B

1HBEHTapl1

BuCHOBKHM 10 TPeTHOI0 PO3iJy:

VY TperhoMy pO3ill ONMKMCAHO MOPSAOK BCTAHOBJICHHS Ta HaJAIITYBaHHS I'pU

"Spirit of the forest", 3a3nadeHo MiHIMaJIbHI Ta PEKOMEHIOBaHI CHCTEMHI BUMOTH JIJIs

KOpEeKTHO1 poboTu rpu. Takox Oyno omucaHo iHTepdeic Tpy Ta MOPSIOK poOOTH 3

Heto. [HTepdeiic Tpu IHTYITUBHO 3po3yMinMii Ta 3pyuHuid. JletasbHO ommcaHi

OCHOBHI ITpOBI MEXaHIKM Ta MIiHI-ITpH, SIKI TpaBellb MOXE 3YyCTPITH IiJl Yac

IPOXO/KEHHA T'pu. Takok B Mexax po3niry OyJio MpOBEIEHO TECTYBAaHHS I'PH, IO

OXOIIHJIO p13H1 ACIICKTH Ta AOIMIOMOTIJIO BUABUTH Td YCYHYTH HG,IIOJ'IiKI/I.
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BUCHOBKH

B pesynbprari BHKOHaHHS KBamidikaiiiHoi poboTH OyJ0 Ppo3poOIEHO
KOMIT'IOTepHY MNpUTOAHULBKY Trpy «Spirit of the forest», mo O0a3yerbcs Ha
YKpaiHChKiil Midosorii Ta QoJbpKIOpl, BIANOBIAHO A0 oOpaHoi TemaTuku. IIpouec
PO3pOOKH TaKOi TPH BUMAarae 3HaYHUX TBOPUYUX Ta IHTEIEKTYaTbHUX 3YCHIIb, & TAKOXK
MEBHOTO O0CSTY 3HaHb 1 HABUYOK y PI3HUX Taly3sX.

B mepmomy po3aiai BU3HAYEHO 3aBAaHHSA KBamidikaiiiHoi poOoTH Ta
HOCJTITOBHI eTanu po3poOku rpu «Spirit of the Foresty. [TposeaeHo aHai3 iCHYHOYOT0
IpOrpaMHOro 3a0e3Me4eHHs], M0 JIOMOMOTJIO BHU3HAUUTH KIIOYOBI ACTIEKTH IS
BJIacCHOI po3poOKu. CTBOPEHO KOHIIETIT-TOKYMEHT I'PH, SIKUW OIMHUCYE KaHP, [IUTHOBY
ayMTOpi0, TeiMILIeH, CrokeT Ta maTtdopmy. OOGrpyHTOBaHO BUOIp IHCTPYMEHTIB
115t po3poOku, Takux K Unity, C#, Visual Studio, Adobe Photoshop, DragonBones,
ta FL Studio.

B npyromy po3auii po3po0iaeHo eeMeHTH rpadiyHoro Au3aiHy, BKIIOYA0Un
(oHOB1 300paxkeHHs, MEPCOHAXIB, IrpoBl 00'ekTn Ta aHimarito. IIpencraBieHo
apXiTEeKTypy IrpoBOro JOJaTKy 3a JOMOMOIOIO JlarpaM BapiaHTIB BHUKOPHUCTAHHS,
aKTUBHOCTI Ta KjaciB. Bukopuctanus mnatepHiB mnpoektyBaHHa (OauHaK,
Cnocrepirau, ®acam) 3a0e3neunsio THYYKICTh Ta PO3IMIMPIOBAHICTH CHUCTEMHU.
PeanizoBaHo OCHOBHI MEXaHIKU I'pH, TaKI1 SIK PyX MEPCOHAka, IHBEHTAP, MiHI-ITPH.

VY TperroMy pO3/IiJIi OMKUCAHO MOPSIIOK BCTAHOBJICHHS Ta HAJIAINTYBaHHS TPH,
3a3HaY€HO MIHIMAJIbHI Ta PEKOMEHI0OBaH1 CUCTEMH1 BUMOTH. [{eTanbHO pO3TIsHYTO
iHTepdeic rpu Ta nopsaok poOoTH 3 Her. [IpoBeneHo TecTyBaHHS, SIKE OXOMHIIO

PI3H1 ACIEKTH TPU Ta JIOMIOMOIJIO BUSIBUTHU Ta YCYHYTH HEJIOTIKU. .
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Jlonatok A

PlayerController.cs

using UnityEngine;
using UnityEngine.UI;

public enum PlayerState

{
Idle,
Walking,
Jumping,
Dead

}

public class PlayerController : MonoBehaviour
{
public static PlayerController Instance { get; private set; }
private PlayerState currentState = PlayerState.Idle;
public float speed = 3f; // lWlBupkicTb pyxy
public float jumpForce = 6f; // Cuna cTpubKa
private Animator animator;

private Rigidbody2D rb;
private bool isGrounded;
private bool isJumping;

public Image HealthPlayerBar;

public float currentHP;

const int MAX_HP = 100;

private bool isDead = true;

private float restoreHealthCount = 0.1f;
public GameObject DeadGO;

private void Awake()

{

if (Instance != null && Instance != this)

{
}
else

{
}

Destroy(this);

Instance = this;

}

void Start()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();

DeadGO. SetActive(false);
currentHP = MAX_HP;
SetCurrentPlayerHealth();

// BipTBOpuTU aHimauil CNoKow 3a 3aMOBYYBaHHAM
ChangeState(PlayerState.Idle);
}

void Update()
{



// OTpumyemo Bxip Bip rpaBug
float horizontallInput = Input.GetAxis("Horizontal");
float verticallInput = Input.GetAxis("Vertical");

// Pyx no ropusoHTani Ta BepTukani
Vector2 movement = new Vector2(ChorizontalInput, verticallnput);
rb.velocity = new Vector2(movement.x * speed, rb.velocity.y);

// BW3HA4YeHHA HaNpPaMKY pyxy
if (movement.x > 0)

{

transform.localScale = new Vector3(0.5f, 0.5f, 1); // IpaBeub
HanpaeneHuil BNpaeo

else if (movement.x < 0)

{
transform.localScale = new Vector3(-0.5f, 0.5f, 1); // paBeub
HanpaefneHuit BRiBo

}

// Bisyanizauia OverlapCircle
Debug.DrawLine(transform.position, transform.position + Vector3.down *
2f, Color.red);

// MNepeBipka, 4M cToiTb rpaBeub Ha 3emni
isGrounded = Physics2D.0OverlapCircle(transform.position, 2f,
LayerMask.GetMask("Ground"));

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

}

Jump();
// Bu3Ha4YeHHa CTaHy XoAb6U Ta CTpuUBKa
isJumping = !isGrounded;

// 3miHa animauii BipnoBipHO A0 cTaHy XxoAb6M Ta CTpUBKa
if (isJumping)

{
ChangeState(PlayerState.Jumping);
}
else if (movement.x != 0)
{
ChangeState(PlayerState.Walking);
}
else
{
ChangeState(PlayerState.Idle);
}
RestoreHealth();
}
void RestoreHealth()
{
if (currentHP >= 0 && currentHP < MAX_HP)
{
currentHP += restoreHealthCount;
SetCurrentPlayerHealth();
}



void ChangeState(PlayerState newState)

{
currentState = newState;
switch (newState)
{
case PlayerState.Idle:
animator.SetBool("IsWalking", false);
animator.SetBool("IsJumping", false);
animator.Play("boy_idle");
break;
case PlayerState.Walking:
animator.SetBool("IsWalking", true);
animator.SetBool("IsJumping", false);
animator.Play("boy_walk");
break;
case PlayerState.Jumping:
animator.SetBool("IsWalking", false);
animator.SetBool("IsJumping", true);
animator.Play("boy_jump");
break;
case PlayerState.Dead:
// norika gna cTtaHy "Dead"
break;
}
}
public void DiePlayer()
{
currentHP = 0;
isDead = true;
DeadGO. SetActive(true);
}

// MeTop ana cTpuGKa
void Jump()

rb.velocity = new Vector2(rb.velocity.x, jumpForce);

}

public void SetCurrentPlayerHealth()
{

}

HealthPlayerBar.fillAmount = currentHP / MAX_HP;



Al.cs

using System.Collections;

using System.Collections.Generic;
using System.Linq;

using UnityEngine;

using UnityEngine.UIElements;

public class AI : MonoBehaviour

Jlonatok b

{
public void MakeTurn()
{
StartCoroutine(EnemyTurn(GameManagerScr.Instance.EnemyHandCards));
}

IEnumerator EnemyTurn(List<CardController> cards)
{

yield return new WaitForSeconds(1);

int count = cards.Count ==1 ? 1 :
Random.Range(0@, cards.Count);

for (int i = 0; i < count; i++)

{

if (GameManagerScr.Instance.EnemyFieldCards.Count > 5 ||

GameManagerScr.Instance.CurrentGame.Enemy.Mana

GameManagerScr.Instance.EnemyHandCards.Count == 0)

{
}

break;

List<CardController> cardsList = cards.FindAll(x =>

GameManagerScr.Instance.CurrentGame.Enemy.Mana >= x.Card.Manacost);

if (cardsList.Count == 0)

{
break;
}
if (cardsList[0] !'= null)
{

if (cardsList[0].Card.IsSpell)
{

SpellCard spellCard = (SpellCard)cardsList[0].Card;

if ((spellCard.SpellTarget ==
SpellCard.TargetType.ALLAY_CARD_TARGET &&
GameManagerScr.Instance.EnemyFieldCards.Count == 0) ||
(spellCard.SpellTarget ==
SpellCard.TargetType.ENEMY_CARD_TARGET &&
GameManagerScr.Instance.PlayerFieldCards.Count == 0))

{

Debug.Log("Cannot use this spell as there are no targets

on the corresponding field. Choosing another card.");
ChooseAnotherCard();
}

else

{

Debug.Log("Casting spell " + cardsList[0].Card.Name);



CastSpell(cardsList[0]);

}

else

{
CardMovementScr cardMovement =
cardsList[0].GetComponent<CardMovementScr>();

if (cardMovement != null)

{

cardMovement.MoveToField(GameManagerScr.Instance.EnemyField);
yield return new WaitForSeconds(0.51f);

cardsList[0].transform.SetParent(GameManagerScr.Instance.EnemyField);
cardsList[0].0nCast();

}

else

{

Debug.LogError("CardMovementScr component is null on
cardsList[0].");
}
}

}
else
{

Debug.LogError("cardsList[@] is null. Make sure it is properly
instantiated.");

}

/*cardsList[0].GetComponent<CardMovementScr>().MoveToField(GameManagerScr.Instan
ce.EnemyField);

yield return new WaitForSeconds(.51f);

cardsList[0].transform.SetParent(GameManagerScr.Instance.EnemyField);

cardsList[0].0nCast();*/
}

yield return new WaitForSeconds(1);

while (GameManagerScr.Instance.EnemyFieldCards.Exists(x =>
x.Card.CanAttack))

{
var activeCard = GameManagerScr.Instance.EnemyFieldCards.FindAll(x
=> x.Card.CanAttack)[0];
bool hasProvocation =
GameManagerScr.Instance.PlayerFieldCards.Exists(x => x.Card.IsProvocation);

if (hasProvocation || Random.Range(0, 2) == 0 &&
GameManagerScr.Instance.PlayerFieldCards.Count > 0)
{

CardController enemy;

if (hasProvocation)
{
enemy = GameManagerScr.Instance.PlayerFieldCards.Find(x =>
x.Card.IsProvocation);



}
else
{
enemy =
GameManagerScr.Instance.PlayerFieldCards[Random.Range(0,
GameManagerScr.Instance.PlayerFieldCards.Count)];

}

Debug.Log(activeCard.Card.Name + " (" + activeCard.Card.Attack +
";" + activeCard.Card.Defense + ") " + "--->" + enemy.Card.Name + " (" +
enemy.Card.Attack + ";" + enemy.Card.Defense + ")");

activeCard.Movement.MoveToTarget(enemy.transform);
yield return new WaitForSeconds(.75f);

GameManagerScr.Instance.CardsFight(enemy, activeCard);
}

else

{
Debug.Log(activeCard.Card.Name + " (" + activeCard.Card.Attack +
") Attacked hero");

activeCard.GetComponent<CardMovementScr>() .MoveToTarget(GameManagerScr.Instance.
PlayerHero.transform);
yield return new WaitForSeconds(.75f);

GameManagerScr.Instance.DamageHero(activeCard, false);

}

yield return new WaitForSeconds(.2f);

}

yield return new WaitForSeconds(1);
GameManagerScr.Instance.ChangeTurn();

}

void CastSpell(CardController card)
{
switch (((SpellCard)card.Card).SpellTarget)
{
case SpellCard.TargetType.NO_TARGET:
switch (((SpellCard)card.Card).Spell)
{

case SpellCard.SpellType.HEAL_ALLY_FIELD_CARDS:
if(GameManagerScr.Instance.EnemyFieldCards.Count > 0)

{

StartCoroutine(CastCard(card));
}
break;

case SpellCard.SpellType.DAMAGE_ENEMY_FIELD_CARDS:
if (GameManagerScr.Instance.PlayerFieldCards.Count > 0)

{

StartCoroutine(CastCard(card));
}
break;

case SpellCard.SpellType.HEAL_ALLAY_HERO:
StartCoroutine(CastCard(card));



break;

case SpellCard.SpellType.DAMAGE_ENEMY_HERO:
StartCoroutine(CastCard(card));
break;

}
break;

case SpellCard.TargetType.ALLAY_CARD_TARGET:
if(GameManagerScr.Instance.EnemyFieldCards.Count > 0)
{
StartCoroutine(CastCard(card,
GameManagerScr. Instance.EnemyFieldCards[Random.Range(0,
GameManagerScr.Instance.EnemyFieldCards.Count)]));

}

break;

case SpellCard.TargetType.ENEMY_CARD_TARGET:
if (GameManagerScr.Instance.PlayerFieldCards.Count > 0)
{
StartCoroutine(CastCard(card,
GameManagerScr.Instance.PlayerFieldCards[Random.Range(0,
GameManagerScr. Instance.PlayerFieldCards.Count)]));

}

break;

}

IEnumerator CastCard(CardController spell, CardController target = null)
{
spell.Info.ShowCardInfo();
if (((SpellCard)spell.Card).SpellTarget ==
SpellCard.TargetType.NO_TARGET)
{

spell.GetComponent<CardMovementScr>().MoveToField(GameManagerScr.Instance.EnemyF
ield);
yield return new WaitForSeconds(.51f);

spell.OnCast();
}

else

{
//spell.Info.ShowCardInfo();

spell.GetComponent<CardMovementScr>().MoveToTarget(target.transform);
yield return new WaitForSeconds(.51f);

GameManagerScr.Instance.EnemyHandCards.Remove(spell);
GameManagerScr.Instance.EnemyFieldCards.Add(spell);
GameManagerScr.Instance.ReduceMana(false, spell.Card.Manacost);

spell.Card.IsPlaced = true;

spell.UseSpell(target);
}

string targetStr = target == null ? "no_target" : target.Card.Name;



Debug.Log("AI spell cast: " + (spell.Card).Name + " target: " +
targetStr);
}

void ChooseAnotherCard()
{
// Assuming you have a list of cards in the AI's hand named
enemyHandCards
List<CardController> enemyHandCards =
GameManagerScr.Instance.EnemyHandCards;

// Choose another card randomly from the remaining cards in the AI's
hand
while (enemyHandCards.Count > 0)
{
int randomIndex = Random.Range(0, enemyHandCards.Count);
CardController chosenCard = enemyHandCards[randomIndex];

// Check if the chosen card is a spell with ALLAY_CARD_TARGET or
ENEMY_CARD_TARGET
if (chosenCard.Card.IsSpell)
{
SpellCard spellCard = chosenCard.Card as SpellCard;

if (spellCard != null &&
(spellCard.SpellTarget ==
SpellCard.TargetType.ALLAY_CARD_TARGET &&
GameManagerScr.Instance.EnemyFieldCards.Count == 0 ||
spellCard.SpellTarget ==
SpellCard.TargetType.ENEMY_CARD_TARGET &&

GameManagerScr.Instance.PlayerFieldCards.Count == 0))
{
// The chosen spell card doesn't meet the conditions, choose
another
enemyHandCards .RemoveAt (randomIndex);
continue;
}
else
{
// The chosen spell card meets the conditions, cast the
spell
Debug.Log("Casting Hoeuit spell " + chosenCard.Card.Name);
CastSpell(chosenCard);
return;
}
}
else
{
// The chosen card is not a spell, proceed with regular card
actions

Debug.Log("Casting He spell " + chosenCard.Card.Name);

CardMovementScr cardMovement =
chosenCard.GetComponent<CardMovementScr>();

if (cardMovement != null)

{
cardMovement.MoveToField(GameManagerScr.Instance.EnemyField);

chosenCard.transform.SetParent(GameManagerScr.Instance.EnemyField);
chosenCard.OnCast();



}

else

{

Debug.LogError("CardMovementScr component is null on
chosenCard.");

}
return;

}

// Log a message indicating there are no more cards in the AI's hand
Debug.Log("No more cards in the AI's hand.");



CardController.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CardController : MonoBehaviour

{

public Card Card;

public bool IsPlayerCard;

public CardInfoScr Info;
public CardMovementScr Movement;
public CardAbility Ability;

GameManagerScr gameManager;

public void Init(Card card, bool isPlayerCard)

{

}

Card = card;
gameManager = GameManagerScr.Instance;
IsPlayerCard = isPlayerCard;

if(isPlayerCard)
{
Info.ShowCardInfo();
GetComponent<AttackedCard>().enabled = false;
}

else

{
}

Info.HideCardInfo();

public void OnCast()

{

if(Card.IsSpell && ((SpellCard)Card).SpellTarget !=

SpellCard.TargetType.NO_TARGET)
{

return;

}

if(IsPlayerCard)

{
gameManager.PlayerHandCards.Remove(this);
gameManager.PlayerFieldCards.Add(this);
gameManager.ReduceMana(true, Card.Manacost);
gameManager.CheckCardsForManaAvaliability();

}

else

{
gameManager.EnemyHandCards .Remove (this);
gameManager.EnemyFieldCards.Add(this);
gameManager.ReduceMana(false, Card.Manacost);
Info.ShowCardInfo();

}

Card.IsPlaced = true;

Jlonarok B



if (Card.HasAbility)

{
Ability.OnCast();
}
if (Card.IsSpell)
{

UseSpell(null);

UIController.Instance.UpdateHPAndMana();
}

public void OnTakeDamage(CardController attacker = null)
{

CheckForAlive();

Ability.OnDamageTake(attacker);
}

public void OnDamageDeal()
{

Card.TimesDealedDamage++;
Card.CanAttack = false;
Info.HighlightCard(false);

if (Card.HasAbility)
{

}

Ability.OnDamageDeal();
}
public void UseSpell(CardController target)
{ var spellCard = (SpellCard)Card;
switch(spellCard.Spell)
{ case SpellCard.SpellType.HEAL_ALLY_FIELD_CARDS:
var allayCards = IsPlayerCard ? gameManager.PlayerFieldCards :

gameManager.EnemyFieldCards;

foreach(var card in allayCards)

{
card.Card.Defense += spellCard.SpellValue;
card.Info.RefreshData();

}

break;

case SpellCard.SpellType.DAMAGE_ENEMY_FIELD_CARDS:
var enemyCards = IsPlayerCard ? new
List<CardController>(gameManager.EnemyFieldCards) : new
List<CardController>(gameManager.PlayerFieldCards);

foreach(var card in enemyCards)

{
}

GiveDamageTo(card, spellCard.SpellValue);

break;



case SpellCard.SpellType.HEAL_ALLAY_HERO:
if (IsPlayerCard)

{

gameManager.CurrentGame.Player.HP += spellCard.SpellValue;
}
else
{

gameManager.CurrentGame.Enemy.HP += spellCard.SpellValue;
}

UIController.Instance.UpdateHPAndMana();
break;

case SpellCard.SpellType.DAMAGE_ENEMY_HERO:
if (IsPlayerCard)

gameManager.CurrentGame.Enemy.HP —= spellCard.SpellValue;
}

else

{
}

UIController.Instance.UpdateHPAndMana();
gameManager.CheckForResult();

gameManager.CurrentGame.Player.HP -= spellCard.SpellValue;

break;

case SpellCard.SpellType.HEAL_ALLAY_CARD:
target.Card.Defense += spellCard.SpellValue;
break;

case SpellCard.SpellType.DAMAGE_ENEMY_CARD:
GiveDamageTo(target, spellCard.SpellValue);
break;

case SpellCard.SpellType.SHIELD_ON_ALLAY_CARD:
if(!'target.Card.Abilities.Exists(x => x ==
Card.AbilityType.SHIELD))
{

target.Card.Abilities.Add(Card.AbilityType.SHIELD);
}

break;

case SpellCard.SpellType.PROVOCATION_ON_ALLAY_CARD:
if (!ltarget.Card.Abilities.Exists(x => x ==
Card.AbilityType.PROVOCATION))
{

target.Card.Abilities.Add(Card.AbilityType.PROVOCATION);
}

break;

case SpellCard.SpellType.BUFF_CARD_DAMAGE:
target.Card.Attack += spellCard.SpellValue;
break;

case SpellCard.SpellType.DEBUFF_CARD_DAMAGE:
target.Card.Attack = Mathf.Clamp(target.Card.Attack -
spellCard.SpellValue, 0, int.MaxValue);



break;

}

if(target != null)
{
target.Ability.OnCast();
target.CheckForAlive();
}

DestroyCard();
}

void GiveDamageTo(CardController card, int damage)
{
card.Card.GetDamage(damage);
card.CheckForAlive();
card.OnTakeDamage();

3
public void CheckForAlive()
{
if (Card.IsAlive)
{
Info.RefreshData();
}
else
{
DestroyCard();
}
}
void DestroyCard()
{
Movement.OnEndDrag(null);
RemoveCardFromList(gameManager.EnemyFieldCards);
RemoveCardFromList(gameManager.EnemyHandCards);
RemoveCardFromList(gameManager.PlayerFieldCards);
RemoveCardFromList(gameManager.PlayerHandCards);
Destroy(gameObject);
}

void RemoveCardFromList(List<CardController> list)

{
if(list.Exists(x => x == this))
{

}

list.Remove(this);



Honatok I'

CardManagerScr.cs

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

public class Card
{
public enum AbilityType
{
NO_ABILITY,
INSTANT_ACTIVE, // KapTa aKTMBHaA ofpas3y nicng KacTty
DOUBLE_ATTACK, // nopeiiiHa aTaka
SHIELD, // opuH pa3 o6epirae KapTy
PROVOCATION, // 6uTu iHwi kapTu He MomHa
REGENERATION_EACH_TURN, // +2xn KoxeH xip
COUNTER_ATTACK // kapTa, wo aTakye ii, oTpuTmye ypoH ABivi
}

public string Name;

public string Description;

public Sprite Logo;

public int Attack, Defense, Manacost;
public bool CanAttack;

public bool IsPlaced;

public List<AbilityType> Abilities;
public bool IsSpell;

public bool IsAlive

{
get
{
return Defense > 0;
}
}
public bool HasAbility
{
get
{
return Abilities.Count > 0;
}
}
public bool IsProvocation
{
get
{
return Abilities.Exists(x => x == AbilityType.PROVOCATION); }
}

public int TimesDealedDamage;

public Card(string name, string description, string logoPath, int attack,
int defense, int manacost, AbilityType abilityType = 0)
{



}

}

Name = name;

Description = description;

= Resources.Load<Sprite>(logoPath);
Attack = attack;

Defense
Manacost = manacost;
CanAttack = false;
IsPlaced = false;

Logo

= defense;

Abilities = new List<AbilityType>();

if(abilityType != 0)

{
}

Abilities.Add(abilityType);

TimesDealedDamage = 0;

public Card(Card card)

{

}

Name

= C

ard.Name;

Description = card.Description;

Logo

=cC

ard.Logo;

Attack = card.Attack;
Defense
Manacost = card.Manacost;
CanAttack = false;
IsPlaced = false;

Abilities = new List<AbilityType>(card.Abilities);

= card.Defense;

TimesDealedDamage = 0;

public void GetDamage(int dmg)

{

}

if(dmg > 0)
{
if (Abilities.Exists(x => x == AbilityType.SHIELD))
{
Abilities.Remove(AbilityType.SHIELD);
}
else
{
Defense —= dmg;
}

public Card GetCopy()

{
}

return new Card(this);

public class SpellCard : Card

{

public enum SpellType

{

NO_SPELL,

HEAL_ALLY_FIELD_CARDS, // nikyBaHHs Bcix cBoix KapT

Ha noni



DAMAGE_ENEMY_FIELD_CARDS, // wkopa BCim KapTam Bopora Ha noni
HEAL_ALLAY_HERO, // nikyBaHHSA CBOro repos

DAMAGE_ENEMY_HERO, // wkopa repokl Bopora

HEAL_ALLAY_CARD, // nikyBaHHS cBo€i KapTu

DAMAGE_ENEMY_CARD, // wkopa KapTi Bopora
SHIELD_ON_ALLAY_CARD, // wuT Ha CBOW KapTy
PROVOCATION_ON_ALLAY_CARD, // npoBokauis Ha cBol KapTy
BUFF_CARD_DAMAGE, // 36inbweHHs ypoHy cBoei KapTu
DEBUFF_CARD_DAMAGE // 3MeHwWeHHA YypoOHYy KapTu Bopora

}

public enum TargetType

{
NO_TARGET, // BuUKNacTu Ha nofe K 3BUYANHY KapTy
ALLAY_CARD_TARGET,
ENEMY_CARD_TARGET

}

public SpellType Spell;
public TargetType SpellTarget;
public int SpellValue;

public SpellCard(string name, string description, string logoPath, int
manacost, SpellType spellType = 0, int spellValue = 0, TargetType targetType =
0) : base(name, description, logoPath, 0, 0, manacost)

{
IsSpell = true;
Spell = spellType;
SpellTarget = targetType;
SpellValue = spellValue;
}
public SpellCard(SpellCard card) : base(card)
{
IsSpell = true;
Spell = card.Spell;
SpellTarget = card.SpellTarget;
SpellValue = card.SpellValue;
}
public new SpellCard GetCopy()
{
return new SpellCard(this);
}
}
public static class CardManager
{
public static List<Card> AllCards = new List<Card>();
}

public class CardManagerScr : MonoBehaviour
{
public void Awake()
{
CardManager.AllCards.Add(new Card("Provocation", "It is not possible to
inflict damage with other punishments except provocation",
"Sprites/Cards/provocation", 1, 2, 3, Card.AbilityType.PROVOCATION));



CardManager.AllCards.Add(new Card("Regeneration", "Adds 2 hp to this
card each turn while it is on the field", "Sprites/Cards/regeneration", 4, 2, 5,
Card.AbilityType.REGENERATION_EACH_TURN));

CardManager.AllCards.Add(new Card("Double Attack", "The card deals a
double attack", "Sprites/Cards/doubleAttack", 3, 2, 4,
Card.AbilityType.DOUBLE_ATTACK));

CardManager.AllCards.Add(new Card("Instant Active", "The card is active
immediately after caste", "Sprites/Cards/instantActive", 2, 1, 2,
Card.AbilityType.INSTANT_ACTIVE));

CardManager.AllCards.Add(new Card("Shield", "Protects the card from
damage once", "Sprites/Cards/shield", 5, 1, 7, Card.AbilityType.SHIELD));

CardManager.AllCards.Add(new Card("Counter Attack", "A card that attacks
this card takes damage twice", "Sprites/Cards/counterAttack", 3, 1, 1,
Card.AbilityType.COUNTER_ATTACK));

CardManager.AllCards.Add(new SpellCard("Heal Allay Field Cards", "The
card heals all of its cards on the field", "Sprites/Cards/healAllayCards", 2,
SpellCard.SpellType.HEAL_ALLY_FIELD_CARDS, 2, SpellCard.TargetType.NO_TARGET));

CardManager.AllCards.Add(new SpellCard("Damage Enemy Field Cards", "The
card deals damage to all enemy cards on the field",
"Sprites/Cards/damageEnemyFieldCards", 2,
SpellCard.SpellType.DAMAGE_ENEMY_FIELD_CARDS, 2,
SpellCard.TargetType.NO_TARGET));

CardManager.AllCards.Add(new SpellCard("Heal Allay Hero", "The card
heals its hero", "Sprites/Cards/healAllayHero", 2,
SpellCard.SpellType.HEAL_ALLAY_HERO, 2, SpellCard.TargetType.NO_TARGET));

CardManager.AllCards.Add(new SpellCard("Damage Enemy Hero", "The card
deals damage to an enemy hero", "Sprites/Cards/damageEnemyHero", 2,
SpellCard.SpellType.DAMAGE_ENEMY_HERO, 2, SpellCard.TargetType.NO_TARGET));

CardManager.AllCards.Add(new SpellCard("Heal Allay Card", "The card
heals one of its target cards", "Sprites/Cards/healAllayCard", 2,
SpellCard.SpellType.HEAL_ALLAY_CARD, 2,
SpellCard.TargetType.ALLAY_CARD_TARGET));

CardManager.AllCards.Add(new SpellCard("Damage Enemy Card", "The card
deals damage to one selected enemy card", "Sprites/Cards/damageEnemyCard", 2,
SpellCard.SpellType.DAMAGE_ENEMY_CARD, 2,
SpellCard.TargetType.ENEMY_CARD_TARGET));

CardManager.AllCards.Add(new SpellCard("Shield On Allay Card", "A card
places a shield on one of its cards", "Sprites/Cards/shieldOnAllayCard", 2,
SpellCard.SpellType.SHIELD_ON_ALLAY_CARD, 0,
SpellCard.TargetType.ALLAY_CARD_TARGET));

CardManager.AllCards.Add(new SpellCard("Provocation On Allay Card", "The
card places a provocation on one of its chosen cards",
"Sprites/Cards/provocationOnAllayCard",
2,SpellCard.SpellType.PROVOCATION_ON_ALLAY_CARD, 0,
SpellCard.TargetType.ALLAY_CARD_TARGET));

CardManager.AllCards.Add(new SpellCard("Buff Card Damage", "The card
increases the damage of one of its chosen cards",
"Sprites/Cards/buffCardDamage", 2, SpellCard.SpellType.BUFF_CARD_DAMAGE, 2,
SpellCard.TargetType.ALLAY_CARD_TARGET));

CardManager.AllCards.Add(new SpellCard("Debuff Card Damage", "The card
reduces the damage of one selected enemy card",
"Sprites/Cards/debuffCardDamage", 2, SpellCard.SpellType.DEBUFF_CARD_DAMAGE, 2,
SpellCard.TargetType.ENEMY_CARD_TARGET));

3

}
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CardMovementScr.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using DG.Tweening;

using UnityEngine.UI;

public class CardMovementScr : MonoBehaviour, IBeginDragHandler, IDragHandler,
IEndDragHandler

{
public CardController CC;

Camera MainCamera;

Vector3 offset;

public Transform DefaultParent, DefaultTempCardParent;
GameObject TempCardGO;

public bool IsDraggable;

int startID;

void Awake()

{
MainCamera
TempCardGO

Camera.allCameras[0];
GameObject.Find("TempCardGO");

}

public void OnBeginDrag(PointerEventData eventData)
{
offset = transform.position -
MainCamera.ScreenToWorldPoint(eventData.position); // BipcTaHb Bip ueHTpa
Kapo4yku fo Micud ge 6yn0 HATUCHYTO MUWKOW

DefaultParent = DefaultTempCardParent = transform.parent;
IsDraggable = GameManagerScr.Instance.IsPlayerTurn &&

(DefaultParent.GetComponent<DropPlaceScr>().Type ==
FieldType.SELF_HAND &&

GameManagerScr.Instance.CurrentGame.Player.Mana >=
CC.Card.Manacost) ||

(DefaultParent.GetComponent<DropPlaceScr>().Type ==
FieldType.SELF_FIELD &&

CC.Card.CanAttack)
);

if (!IsDraggable)
{

return;

}
startID = transform.GetSiblingIndex();

if (CC.Card.IsSpell || CC.Card.CanAttack)
{

}

GameManagerScr.Instance.HighlightTargets(CC, true);



TempCardGO.transform.SetParent(DefaultParent);
TempCardGO.transform.SetSiblingIndex(transform.GetSiblingIndex());

transform.SetParent(DefaultParent.parent);
GetComponent<CanvasGroup>().blocksRaycasts = false;

}
public void OnDrag(PointerEventData eventData)
{ if (!IsDraggable)

{ return;

}

Vector3 newPos = MainCamera.ScreenToWorldPoint(eventData.position);
transform.position = newPos + offset;

if (!CC.Card.IsSpell)

{
if (TempCardGO.transform.parent != DefaultTempCardParent)
{
TempCardGO. transform.SetParent(DefaultTempCardParent);
}

if (DefaultParent.GetComponent<DropPlaceScr>().Type !=
FieldType.SELF_FIELD)
{

CheckPosition();
}
}
}
public void OnEndDrag(PointerEventData eventData)
{
if (!IsDraggable)
{
return;
}

GameManagerScr.Instance.HighlightTargets(CC, false);

transform.SetParent(DefaultParent);
GetComponent<CanvasGroup>().blocksRaycasts = true;

transform.SetSiblingIndex(TempCardGO. transform.GetSiblingIndex());

TempCardGO.transform.SetParent(GameObject.Find("Canvas").transform); //
NMOBEPTAEMO TUMYACOBY KapTy 3a MeXi eKpaHy

TempCardGO.transform.localPosition = new Vector3(2095, 0);

}

void CheckPosition()

{

int newIndex = DefaultTempCardParent.childCount;
for (int i = 0; i < DefaultTempCardParent.childCount; i++)

{
if (transform.position.x <
DefaultTempCardParent.GetChild(i).position.x)
{

newIndex = i;

if (TempCardGO.transform.GetSiblingIndex() < newIndex)



{
}

newIndex——;

break;
}
if (TempCardGO.transform.parent == DefaultParent)

newIndex = startID;

}
TempCardGO.transform.SetSiblingIndex(newIndex);

}

public void MoveToField(Transform field)

{
transform.SetParent(GameObject.Find("Canvas").transform);
transform.DOMove(field.position, .5f);

}

public void MoveToTarget(Transform target)

{
StartCoroutine(MoveToTargetCor(target));

}

IEnumerator MoveToTargetCor(Transform target)

{
Vector3 pos = transform.position;
Transform parent = transform.parent;
int index = transform.GetSiblingIndex();
if (transform.parent.GetComponent<HorizontallLayoutGroup>())
{

transform.parent.GetComponent<HorizontallLayoutGroup>().enabled =
false;
}
transform.SetParent(GameObject.Find("Canvas").transform);
transform.DOMove(target.position, .25f);
yield return new WaitForSeconds(.25f);
transform.DOMove(pos, .25f);
yield return new WaitForSeconds(.25f);
transform.SetParent(parent);
transform.SetSiblingIndex(index);
if (transform.parent.GetComponent<HorizontallLayoutGroup>())
{
transform.parent.GetComponent<HorizontallLayoutGroup>().enabled =
true;

}

}

public void MoveToHand(Transform hand)

{
StartCoroutine(MoveToHandCor(Chand));



}

IEnumerator MoveToHandCor(Transform hand)

{ Vector3 pos = transform.position;
transform.SetParent(GameObject.Find("Canvas").transform);

float duration = 0.51f;

transform.DOMove(hand.position, duration);
yield return new WaitForSeconds(duration);

transform.SetParent(hand);

transform.localPosition = Vector3.zero;



Jonatok K
GameManagerScr.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

using UnityEngine.UIElements;
using UnityEditor.Overlays;

public class Game

{
public Player Player, Enemy;
//cnncoKk KapT Konogu rpaBug Ta Bopora
public List<Card> EnemyDeck, PlayerDeck;

public Game()

{
EnemyDeck = GiveDeckCard();
PlayerDeck = GiveDeckCard();
Player = new Player();
Enemy = new Player();

}

//cTBOplE BMNAaAKoBY Konogy 3 10 KapT
List<Card> GiveDeckCard()
{

List<Card> list = new List<Card>();

for(int i = 0; i < 10; i++)

{

var card = CardManager.AllCards[Random.Range(0,
CardManager.AllCards.Count)];

if (card.IsSpell)

{
list.Add(((SpellCard)card).GetCopy());
}
else
{
list.Add(card.GetCopy());
}

}
return list;
}

public class GameManagerScr : MonoBehaviour
{

// ciHrnToH

public static GameManagerScr Instance;

public Game CurrentGame;

public Transform EnemyHand, PlayerHand, EnemyField, PlayerField,
EnemyCardDeck, PlayerCardDeck;

public GameObject CardPref;
int Turn, TurnTime = 30;



public AttackedHero EnemyHero, PlayerHero;
public AI EnemyAI;

public List<CardController> PlayerHandCards
public List<CardController> PlayerFieldCards
public List<CardController> EnemyHandCards
public List<CardController> EnemyFieldCards

public bool IsPlayerTurn

get
{

}

return Turn % 2 == 0;
}

private void Awake()
{
if(Instance == null)

{
}

Instance = this;

}

void Start()
{

}

StartGame();

public void RestartGame()

{
StopAllCoroutines();

foreach(var card in PlayerHandCards)
{
Destroy(card.gameObject);

foreach (var card in PlayerFieldCards)

{
}

foreach (var card in EnemyHandCards)

{
}

foreach (var card in EnemyFieldCards)

{

Destroy(card.gameObject);

Destroy(card.gameObject);

Destroy(card.gameObject);

PlayerHandCards.Clear();
PlayerFieldCards.Clear();
EnemyHandCards.Clear();
EnemyFieldCards.Clear();

StartGame();
}

public void StartGame()
{

Turn = 0;

new List<CardController>();
new List<CardController>();

new List<CardController>();

new List<CardController>();



CurrentGame = new Game();

GiveHandCards(CurrentGame.EnemyDeck, EnemyHand);
GiveHandCards(CurrentGame.PlayerDeck, PlayerHand);

UIController.Instance.StartGame();

StartCoroutine(TurnFunc());

}
void GiveHandCards(List<Card> deck, Transform hand)
{ int i = 0;
while(i++ < 4)
{ GiveCardToHand(deck, hand);
) }

void GiveCardToHand(List<Card> deck, Transform hand)

{
if(deck.Count == 0)
{
}

CreateCardPref(deck[0], hand);

return;

CardController card = hand.GetChild(hand.childCount -
1) .GetComponent<CardController>();
card.Movement.MoveToHand(hand);

deck.RemoveAt(0);

}

void CreateCardPref(Card card, Transform hand)

{ GameObject cardGO = Instantiate(CardPref, hand, false);
CardController cardC = cardGO.GetComponent<CardController>();
cardC.Init(card, hand == PlayerHand);
if(cardC.IsPlayerCard)

{ cardC. transform.position = PlayerCardDeck.transform.position;
PlayerHandCards.Add(cardC);
ilse
{
cardC. transform.position = EnemyCardDeck.transform.position;
EnemyHandCards.Add(cardC);
) }

IEnumerator TurnFunc()

{
// ckmpaemo 4yac Ha Tahmepi
TurnTime = 30;
UIController.Instance.UpdateTurnTime(TurnTime);



foreach (var card in PlayerFieldCards)

{
}

CheckCardsForManaAvaliability();

card.Info.HighlightCard(false);

if (IsPlayerTurn)

foreach(var card in PlayerFieldCards)

{
card.Card.CanAttack = true;
card.Info.HighlightCard(true);
card.Ability.OnNewTurn();

}

while(TurnTime—- > 0)

{
UIController.Instance.UpdateTurnTime(TurnTime);
yield return new WaitForSeconds(1l);

}

ChangeTurn();
}

else

{
foreach (var card in EnemyFieldCards)
{

card.Card.CanAttack = true;
card.Ability.OnNewTurn();
}

EnemyAI.MakeTurn();
while (TurnTime-- > 0)
{

UIController.Instance.UpdateTurnTime(TurnTime);
yield return new WaitForSeconds(1l);

}
ChangeTurn();
}
public void ChangeTurn()
{ StopAllCoroutines();
Turn++;
UIController.Instance.DisableTurnBtn();
%F (IsPlayerTurn)

GiveNewCards();

CurrentGame.Player.IncreaseManapool();
CurrentGame.Player.RestoreRoundMana();

UIController.Instance.UpdateHPAndMana();



else

{
CurrentGame.Enemy.IncreaseManapool();
CurrentGame.Enemy.RestoreRoundMana();
}
StartCoroutine(TurnFunc());
}
void GiveNewCards()
{
GiveCardToHand(CurrentGame.EnemyDeck, EnemyHand);
GiveCardToHand(CurrentGame.PlayerDeck, PlayerHand);
}

public void CardsFight(CardController attacker, CardController defender)

{
defender.Card.GetDamage(attacker.Card.Attack);
attacker.OnDamageDeal();
defender.OnTakeDamage(attacker);

attacker.Card.GetDamage(defender.Card.Attack);
attacker.OnTakeDamage();

attacker.CheckForAlive();
defender.CheckForAlive();

}
public void ReduceMana(bool playerMana, int manacost)
{
if (playerMana)
{
CurrentGame.Player.Mana —= manacost;
}
else
{
CurrentGame.Enemy.Mana —-= manacost;
}
UIController.Instance.UpdateHPAndMana();
}

public void DamageHero(CardController card, bool isEnemyAttacked)

{

if(isEnemyAttacked)
{

CurrentGame.Enemy.GetDamage(card.Card.Attack);
}
else
{

CurrentGame.Player.GetDamage(card.Card.Attack);
}

UIController.Instance.UpdateHPAndMana();
card.OnDamageDeal();

CheckForResult();
}
public void CheckForResult()
{

if((CurrentGame.Enemy.HP == 0 || CurrentGame.Player.HP == 0) ||
(EnemyHandCards.Count < 1 && EnemyFieldCards.Count < 1))



StopAllCoroutines();
UIController.Instance.ShowResult();
) }
public void CheckCardsForManaAvaliability()
{ foreach(var card in PlayerHandCards)
{ card.Info.HighlightManaAvaliability(CurrentGame.Player.Mana);
) }

public void HighlightTargets(CardController attacker, bool highlight)
{

List<CardController> targets = new List<CardController>();

if (attacker.Card.IsSpell)
{
var spellCard = (SpellCard)attacker.Card;

if(spellCard.SpellTarget == SpellCard.TargetType.NO_TARGET)
{
targets = new List<CardController>();
}
else if(spellCard.SpellTarget ==
SpellCard.TargetType.ALLAY_CARD_TARGET)
{

targets = PlayerFieldCards;

}
}
else
{
if (EnemyFieldCards.Exists(x => x.Card.IsProvocation))
{
targets = EnemyFieldCards.FindAll(x => x.Card.IsProvocation);
}
else
{
targets = EnemyFieldCards;
if (lattacker.Card.IsSpell)
{
EnemyHero.HighlightAsTarget(highlight);
}
}
}
foreach(var card in EnemyFieldCards)
{
if (attacker.Card.IsSpell)
{
card.Info.HighlightAsSpellTarget(highlight);
}
else
{
card.Info.HighlightAsTarget(highlight);
}
}



