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PE®EPAT

Tema kBanmidikaiiitHoi po6otu 6akanaspa «Irposuit nonatok xkaupy 2D RPG
y cepenoBuii Unityy.

Ksanigikamiitna po6ora mictuth 73 cropinku, 11 Tabmuupb, 36 pHUCyHKIB,
CIIMCOK JIiTepaTypu 23 HalilMEeHYyBaHHS, 3 TOAATKH.

CrBopenuii 2D irpoBuii nomarok xaHpy RPG — “Chronicles of Eldia”,
BUKOPUCTOBYIOUM cepenosuie po3poOku Unity. PeanizoBana 0OoiioBa cucrema,
CUCTEMa Iporpecii, MOXKJIMBICTb KyIyBaTH Ta 3HAXOJUTH CIOPSKEHHS, CTBOPEHI
MoJienl Ta aHimMauii, inrepgeiic. OhopmiieHO BI3yaIbHUI CTHIIb Ta ayJ10 CYIPOBI.

[Tepruii po3aia CKIIaAaeThCs 3 aHaAI3y MPEAMETHOI 00JIacTi Ta JO/IaTKiB
anajnoris. [IpencraBieHo MeTy Ta MOCTAHOBKY 3a]1aul MPOEKTY.

Hpyruii  po3ail  MICTUTh  PE3ydAbTaTh  CTPYKTYPHO-(PYHKIIOHAJIIBHOTO
monemtoBanHss MVC, mo ckianaerscs 3 koHTekcTHOI aiarpamu IDEF0, niarpamu
JIEKOMITO3HMIIIT MEPIIOTo PIBHS Ta Jiarpama BapiaHTIB BUKOpHCTaHHS aoaarka Use
Case.

Tpetiéi po3ain MICTUTh y co01 OMHUC apXITEKTypH AOAAaTKa Ta OMHC HOTO
MPaKTUYHOI peasizalii.

PesynbraTom € roroBuii irpoBUil 1OIATOK, SIKKMM po3MilieHuit Ha caiiTi [tch.io.

KirouoBi ciiosa: irpoBuii nogarok, Unity, C#, 2D, RPG.
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BCTYII

Icropist Bimeo-irop mounMHaeThess y 1950-X pokax, KOJIM KOMITaHis
“HarrionansHuil iHCTUTYT cTaHAapTiB Ta TexHomnoriit” (NIST) ctBopuna nepury rpy
nig HazBow “OX0O” abo “Noughts and Crosses”. I'pa Oyma peanizoBaHa Ha
CJIEKTPOHHUX JlaMIaxX Ta IJiarax. 3roxoMm, B 1962 pomi kommanis “Spacewar!”
CTBOpHJIA TPY 3 TIEIO K HAa3BOIO JIJIs1 MeHpperMmiB [9].

VY 1970-x pokax kommaHisi Atari BUITyCTHIJIa TIEPIIIi JOMAIIHI BiJI€OITpH, TaKi
ak Pong ta Space Invaders. 3rogom 3’sBuiucs irpoBi KoHcoJ, Taki sik Nintendo
Entertainment System (NES) ta Sega Genesis. ¥ 1990-x pokax Bifeo-irpu crajiu
OUIBII CKJIQJHMMHM Ta JETalll30BaHMMH, 3 aBuincs 3D rpadika, po3mupeHi
MOJKIIMBOCTI TEMMILICIO Ta MYJIBTUILICEPHI PEXUMHU [9].

VY 2000-x pokax 3’SBUIKCS OHJIAWH-ITPH, SIK1 JO3BOJISIOTH TPABIISIM 3 YChOTO
CBITY I'paTH OJIMH 3 OAHUM B PEKHUMI peaabHOro 4acy. Takox B 1€il yac 3’ IBUITUCS
MOOUIBHI ITPH, IO JO3BOJIAIOTH IPaTu HAa MOOLIBHUX MpucTposax. ¥ 2010-x pokax
BIICO-ITPU CTajdu JEmio OIbII COIllaJbHUMH, 3 JOJaBaHHSIM MOXJIMBOCTI
CHIJIKYBaHHS Ta CHIBIIpali I'PaBLiB y Ipi.

CporosHi BiJI€O-ITpU € OAHIEID 3 HAWOLIBII MOMYISIPHUX PO3BAXKAIBHUX
dbopM, 3 pI3HOMAaHITHUMH >KaHpaMU Ta PIBHEM CKJIaJHOCTI. IcTopis Bimeo-irop
MPOJOBKYETHCS, 1 3 KOXHUM POKOM TpH CTalOTh OUIBII TEXHOJOTIYHUMH,
PEATICTUYHUMHU Ta COIIATbHUMU.

Unity — e oaHe 3 HalOUIbII MONYJASPHUX CEPENOBHUIL PO3POOKH 1rop, sika
3abe3neuye po3poOHUKAM MIMPOKI MOKIUBOCTI CTBOPEHHS 1TOp OYIb-SIKOTO KaHPY
Ta piBHA ckiagHocTti. Cepenouiie po3podku Unity Bkitouae B ceOe Bi3yaJbHUM
penaxkTop, MoBu niporpamyBanHs C# ta JavaScript, iHTerpoBanuil G13M4HUN py1iIiii
Ta TOTOB1 610T10TEKH JIJIs1 PO3POOKK MOOUIbHMX, BEO- Ta HACTUIBHUX 1rop [7].

Unity mOCTIHHO pO3BUBAETHCS Ta OHOBIIOETHCA, JOAAI0YM HOB1 (DYyHKIIT Ta
MOXJIUBOCTI, IO JO3BOJIIE PO3POOHUKAM CTBOPIOBATHM OUIBII CKJIAgHI Ta

peaslicTU4HI irpu 3 Kpaioro rpadikor Tta ¢gizukoro. B cepemgoruin Unity Takox €



MOXJIMBICTh BHUKOPHUCTOBYBAaTHM TOTOBI MOAYNII Ta IHCTPYMEHTH, SIKi JIO3BOJISIFOTH
MIBUJIKO Ta €(PEKTUBHO PO3POOISTH Pi3HI €1EMEHTHU TPH.

Oxpim Toro, Unity Mae BeIMKY CHUJIBHOTY pO3POOHUKIB, sIKa HAJIA€ IATPUMKY
Ta JIONIOMOTY B PO3BHUTKY MPOEKTIB, & TAKOXK J03BOJISIE OOMIHIOBATHUCH JIOCBIIOM Ta
3HAaHHSAMU 3 IHIMUMU po3poOHuKamu. B 1minmomy, cepemopwuine po3podku Unity €
MOTY)KHUM Ta €()EKTHBHUM IHCTPYMEHTOM MJIi CTBOPEHHS irop, IO J03BOJISE
po3poOHWKaM peasizoByBaTH CBOi izmei Ta TBopui koHIenili. Unity 3a0esmeuye
IIUPOKI MOXJIMBOCTI i1 CTBOpeHHs 2D irop, 1mo A03BoJIIE PO3POOHHUKAM
CTBOPIOBATH MPOEKTU PI3HOTO PIBHS CKIAAHOCTI Ta PI3HUX KAHPIB, BKIIOYAIOUH
maropmMepH, poJibOBI ITpH, IpU-IIyTepu Ta 1HWI. ToMmy e cepemoBuile OyIo
oOpaHe mJis peaiizalii irpoBOro JI0/IaTKy, B paMKaxX BHKOHAHHS JIUIJIOMHOTO
MpOEKTYy [8].

Merta npoekTy - po3poOuTH IrpoBHid 101aTOK xaHpy 2D RPG.

Jist Toro, o0 po3podutu noaatok y cepeaosuiii Unity, mOTpiOHO BUKOHATH

HACTYIIHI 3aayi:

— BHU3HAYUTH AaKTyaJbHICTb POOOTH, JOCIIIUTH TPEAMETHY

001acTh Ta MPOBECTU aHAJ13 aHAJIOTTYHUX 1TOD;

— BHUKOHATU (YHKIIOHAJIbHE MOJIETIOBAHHS Ta rpadiuyHuid OIHUC
mporiecy po3poOKH, a TakKoXK pO3poOUTH J1arpaMy BapiaHTIB

BUKOPUCTAHHS ;
— po3poOUTH Ta peani3yBaTu CTPYKTYpPY Ta (PyHKIIOHAI IpH;

— BHKOHATH TCCTYBAHHA I'pH.



1 AHAJI3 ODPEJMETHOI OBJIACTI

[IpenmeTHa 007aCTh BIEOITOp € JIOCHUTHh HIMPOKOIO Ta po3MaiToro. BoHa
OXOILTIOE BC1 aCMEKTH CTBOPEHHS, PO3POOKH, TECTyBaHHS, pEKIaMHU Ta MPOJAXY
BiJI€OITOD.

OnauH 3 HaWBaXJIMBINIMX AacCHEKTIB CTBOPEHHS Bijeoirop — 1 ix
KOHILIenTyami3amisa. Po3poOHUKN MOBHHHI CTBOPIOBATH i€l Ansi rpH, siki OymyTh
I[IKaBUMHU Ta 3aXOIUTIOIOYMMU i TpaBliB. KoHnenTyamizaiis BKito4ae B cebe —
BU3HAUEHHS JKaHPY TPHU, PO3pPOOKY MEPCOHAXKIB Ta 1CTOPIi, MPOEKTYBAHHS ITPOBOTO
CBITY Ta irpoBuii npouec [17].

[Ticns koHIIENTYaTi3a11i1 TpU, PO3POOHUKH MEPEXOASTH 10 (pa3u po3poOKH, 1110
BKJIFOUa€ B ceOe¢ CTBOpEHHs Tpadiku, 3BYKYy Ta MY3WKH, IPOTpPaMyBaHHsS Ta
TecTyBaHHs rpu. Lli eTanu MOXyTh 3aiimMaru IeKiJIbKa POKIB 1 BUMaraTu 3HAYHUX
BUTpAT Ipole Ta pecypcis [17].

[Ticnst 3aBepuieHHs po3poOKM T'pH, BOHA MPOXOAUTH (pa3dy TeCTyBaHHS Ta
NoJIMIeHHs. TeCTyBaHHS MOXKE MPOBOJUTHUCS K BHYTPIIIHIMU TE€CTEpaMH, TaK 1
3aJly4eHHSIM 30BHIIIHIX TecTepiB. Pe3ynbTar TecTyBaHHA JOMOMAararoTh
pPO3pOOHMKAaM BUIPABIIATH MOMUJIKU Ta YIOCKOHAIOBATH Ipy [17].

[Ticnst ycmimrHOro TECTyBaHHsI, Tpa roToBa JO peKIaMH Ta mpojaxy. Bce
MOYMHAETHCA 3 KIACHYHOTO peKsiaMHOTO Opudy. Y HhOMY AETAbHO OMHUCYIOTHCS
3aBIaHHS, IIJIbOBA aAyJJUTOPIS Ta OCHOBHUHN MOCHJI, SKUM HEOOX1THO JOHECTH. SIKII0
pPO3POOHUKOM CTOITh MapKETHMHTOBA 3ajada, UM TMOBIJOMJIEHHAM MOXe OyTH
3aKJIMK BCTAHOBUTH TPy, HOTrpaTu abo MOBEpHYTUCA A0 Hel. J{s pekiamMu CBOET TpH,
pO3pOOHWKHM 3a3BMYail BUKOPHUCTOBYIOTH ITPOBI BHUCTaBKH, Hampukiang E3
(Electronic Entertainment Expo — BucraBka eneKTpOHHHX poO3Bar), /¢ BeIUKa
KUIBKICTh CTYIl aHOHCYIOTh CBOI NMPOEKTHU, YU TOKa3yIOTh TpPEHepHu IrpoBOro

IIPOLIECY, ISl IPUBEPHEHHSI MAKCUMAJIBbHOI YBArH 10 MPOAYKTY.



1.1 Orasa ocTaHHIX A0CTiAXKeHb i myOJikamii

OctanHi gociimpkeHHs Ta myouikarnii mpo 2D RPG (Role-playing game —
pOJIbOBA KOMIT'IOTEpPHA Tpa) IFPU 30CEPEKEHI Ha KUIBKOX OCHOBHHMX AaCIEKTax,
TaKHX SK ITPOBHUH MpoIieC, CIOKET, Bi3yalibHe Ta ayaio opopmitenHs rpu [10].

OpHuM 3 KJIFOYOBHUX JOCIIKEHb € aHali3 reimiuieto 2D RPG irop, y sikomy
JOCIIIKyBadach B3a€EMOJIsl TpaBlsi 3 ITPOBUM CBITOM, BKJIIOYAIOUYM PO3BHUTOK
nepcoHaxiB, OOMOBY cuCTeMY, JOCHIIKEHHsI CBITY Ta 3aBaaHHsA. JlocmimkeHHs
BKa3yIOTh Ha T€, 10 IFPOBHI MPOIIEC MOKE OYTH BJIOCKOHAJICHHUM ITUISIXOM PO3BUTKY
00l0BO1 cHCTEMH Ta IEPCOHAXKIB. bolioBa cucreMa —11e Hablp MOXKIIMBOCTEM, SIK1 Tpa
HaJla€ KOPUCTYBauy, JIs1 B3aEMO/I1i 3 BoporaMu y 00HoBux cutyatisx [19].

[Ilomo crokery, Oynu TPOBEACHI MOCIHIKEHHS, IO 30CEPEIKYIOTHCS Ha
CIOKCTHHX HapaThBaX. BOHM BKa3yrOTh Ha T€, IO CKYKET Ma€ BEIMKE 3HAYCHHS JIJIS
IpaBIliB, OCKUIHKM BIH BU3HAYa€ iXHI MOTHUBALIi Ta 1HTepecH B Tpi. ['apHuUil croxer
MOBUHEH OyTH- €MOILIIIHO 3BOPYILIUBUM, I[IKABUM Ta BIMOBIIATH KaHPY T'PH.

I'padika Takok € BaKIMBUM €JI€MEHTOM 1rop. BoHa 3a3Ha€e 3HaYHOTO BIUIMBY
B1JI HOBITHIX TEXHOJIOT1H, TAKUX SIK MIATPUMKA BUCOKOT PO3MOIIILHOI 31aTHOCTI Ta
aHIMaIlisi BUCOKOI AKOCTi. JloCHipkeHHsI MOKa3yloTh, IO TrapHa rpadika Moxe
MIJBUIIUTH THTEPEC TPaBLiB Ta 3pOOUTH Tpy OULIbII MpUBaOIMBOIO 1yl HUX. Lle
MITBEPKYIOTH OLIIHKY MPOEKTIB Ha cailTax-arperatopax, Takux sik — MetaCritic,
GameStats, Rotten Tomatoes.

CyuacHi po3pOOHUKH BiI€OITOP BUKOPUCTOBYIOTH PI3HOMAHITHI TEXHOJIOT1i
JUISL CTBOPEHHSI BJIacHUX MpoekTiB [2]. Hampukian iHTErpoBaHi cepenoBUIlA
po3pooku, Taki sk Unity, Unreal Engine, Godot, sBisitoTb 0000 OCHOBHY
TEXHOJIOT1IO /ISl CTBOPEHHS irop. BoHM 3a0e31meuyroTh po3IIMpeHi IHCTPYMEHTH /IS
CTBOpPEHHS rpadiku, mporpamyBaHHs, (G13UKH, aHIMAIli Ta IHIIUX ACTIEKTIB IPU.

I'padiuni nBurynm: ['padiuni nmwkku, Taki sk Unity, Unreal Engine,

CryEngine, 103BOJISIFOTH CTBOpIOBaTHM TpadiuHy CKIAIOBY IrOp, BKJIIOYAOYU



peanictuuni 3D Mojeni, OCBITJIICHHS, YaCTUHKH, edekTH, mehaepu Toiio. BoHu
HAJAI0Th 1HCTPYMEHTH s pobotu 3 rpadiuHuMU pecypcaMu Ta  ix
Bi3yasizartiiero [3].
MoBu nporpaMmyBaHHS - JJIS PO3POOKH ITOP IIUPOKO BUKOPHUCTOBYIOTHCS
MOBH TIporpamyBanHsl, Taki ik C#, C++, JavaScript/TypeScript, Python [4].
®di3uuni 1BUTYHH, Taki Sk K Box2D Ta PhysX, 3a0e3neuytoTh CUMYIISITIIO
¢bi3uku y irpax. Bonu 103BosI0TE 00pOOISATH KOMi311, CHIIM, pyXH Ta 1HIII aCTIEeKTH,

110 JIOAAIOTh peasii3M 10 reimiuiero [3].

1.2 AmHaJi3 nporpaMHuX NPOAYKTIiB — AaHAJIOTIB

2D RPG — 11e aHp Bifieoirop, 1o mo€aHye B 001 €IEMEHTH POJILOBUX 1T0p
Ta MPUTOAHUIIBKUX 1TOP. Y IBOMY KaHp1 FPaBELb KEPYE MEPCOHAKEM, SIKUW BIABIIY€E
pi3Hi joxkamii. Jlokamis — 1e BipTyallbHE IPOCTOPOBE CEPEAOBHINE, B SKOMY
B110yBAa€ThCA 1Sl TPU.), BUKOHYE 3aBAaHHs, 30Mpae pecypcH Ta MiJIBUIILYE PIBEHb
MEPCOHAXKA.

Ha ceoromHimHii 1eHb HAa PUHKY € JEKUIbKa MPOTPAMHHUX MPOIYKTIB —
ananoris 2D RPG, cepen sikux MO)KHa BUJILJTUTH TaKi:

Stardew Valley — 1ie monymsipua 2D RPG, sika Oyna po3pobnena y Kanami
crynietro ConcernedApe. Jlogarok OyB Hamucanuii Ha MoBi C#, BUKOPUCTOBYIOUH
Microsoft XNA Framework. I'paBenis kepye ¢pepmepom, sikuid BIIBiAy€E pi3HI MiCLIs,
30upae pecypcu, BUPOUIYE POCIMHU Ta TBApUH, 1 BUKOHYE 3aBIaHHS 3 METOIO
PO3BUTKY CBOro rocnojapctBa. ['pa mae mpuemHy rpadiky Ta pi3HOMaHITHICTb
3aBaaHb. Ha mmardopmi Metacritic rpa Mae — 87 6aiiB BiJ )KypHaJICTIB Ta 8.7 BiJ

rpasiiB [1].
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Pucynok 1.1 — Cxpinmor rpu Stardew Valley

Undertale — me ogaa 2D RPG, cTtBopeHa amepruKaHCEKIM PO3POOHHKOM

ToO1 ®@oxcom. I'paBenp kepye JIIOAMHOIO, SIKa MOTPAIUISIE Y MiA3EMHE apCTBO, 1€
3yCTpIYAa€ThCsl 3 PI3HUMHU MOHCTPAaMU Ta € YYACHUKOM PI3HMX KOH(IIKTIB.
Po3poOHUK TpuaiIsB OUTBINY yBary CIOKETY Ta MOKIMBOCTI TpaBIliB oOWpaTH
BJIIACHUN HUIAX MPOXOJKeHHs rpu. KopucrtyBay Mae MOXIMUBICTh 00paTu ofuH 3 3
MOJKJIMBUX PO3BUTKIB CKOXKETHOI J1HII:

e HeiliTpanbHuil NUIsAX — AKIIO TpaBellb, 3HULIYE JIUILIE YACTUHY MOHCTPIB, a
1HIIY YaCTUHY HE YiMae.

e [Insax mauugicra — pO3BUBAETHCA, AKIIO T'PaBELb HE 3HUIIYE KOAHOIO
POTHUBHUKA.

o [[Ingx 3HUIIEHHS — PO3BUBAETHCS, SKIIO TPABEIb 3HUILYE KOXXHOTO
IPOTUBHUKA Ha CBOEMY HUISXY.

Ouinka Ha Metacritik — 92 6anu Big KypHaicTiB, 8.5 Big rpaBmiB[1].
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Pucynok 1.2 — Cxpiamor rpu Undertale

Axiom Verge — 1ie 2D RPG, mo Oyna po3poOieHa aMepUKaHCHKUM
nporpamictoMm Tomom Xemnmom. ['paBers kepye HayKOBIEM, KM TMOTpaIisie Ha
3araJIkoBy TUTAHETY, /1€ BIH 3yCTPIYAETHCS 3 PI3HUMH HEOE3MEUHUMU CTBOPIHHSMU
Ta 30upae pi3Hi pecypcu, o0 BUBYUTH Ta pO30JIOKYBaTH HOBI TeXHOJIOTII. ['pa mae
yHIKaJbHY rpadiKy Ta 3aXoIuUIody ictopito. 80 0aiB Bij XKypHaicTIB Ta 7.7 6anu

BiJl KOopucTyBauiB [1].



Tabmuns 1.1 — [TopiBHAHHS 101aTKiB-aHAJIOT1B

Pucynok 1.3 — Ckpinmor rpu Axiom Verge

12

XapakTepucTuka Stardew Undertale | Chronicles of
Valey Eldia

VHiKanbHUN - + +

Bi3yaJbHUM CTUIIb

VHiKaJIbHUH cayHA + - +

IU3aiH

Bucoka ckiagHIiCcTb - + -

Bennka KITBKICTB + - +

KOHTEHTY

Croxer + + T

[{ikaBuii IrpoBUI + + +

pouec
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1.3 TIlocraHoBKka 3axaui

Merta npoekTty — po3poOka irpoBoro nonarky kaupy 2D RPG. Jlns peamizartii
JTaHOTO J0AaTKy Oyno oOpaHo cepenoBuiine po3podku Unity, naHe mnporpamHe
3a0e3IeUeHHs Ma€ JyXe BEJTUKUN HaOlp IHCTPYMEHTapilo Ta € AyXKe 3py4YHUM IS
pO3pOOHUKIB-TTOYaTKIBIIB. [Ipy CTBOpeHHI CKpUNTIB Oyae BUKOpHCTaHO MOBY CH#.
KopucrtyBau, micis 3aBeplIeHHS Ta 37adl MPOEKTY, OTPUMYE JAOCTYI ISt
O€3KOITOBHOTO 3aBaHTa)keHHsI irpoBoro noaarky “Chronicles of Eldia”. OcHoBHI
BUMOTH JIJIS1 PO3POOKHU:

e 3a0e3MeUnTH JTOCTATHIO KIIbKICTHh 1H(pOpMAaIlii AJig O3HAHOMIICHHS 3
IPOAYKTOM;

® JIOCHIIUTU NPEAMETHY 00JIaCTh Ta LIHOBY ayAUTOPIIO;

® [IpOaHAII3yBaTH MPOAYKTH-aHAJIOTH;

e 00paTu IHCTPYMEHTH peaizallli;

® CTBOPHUTH MPOTOTHUI JOAATKY;

® [IPOJIYMAaTH CTPYKTYPY AOJATKY;

e po3pobuTH (QyHKIIOHANT I0AATKY;

® BHUKOHATH TECTyBaHHS JIOJATKY.
Jls1 mocsSTHEHHS ITOCTaBJICHOI METH HEOOX1JHO BUKOHATH TaKl 3a1adqi:

® TIPOCKTYBAaHHS KOHIICIIIII TPH;

® CTBOPCHHS aCCETIB;

® po3poOka reoMeTpii PiBHIB;

® [IporpamMyBaHHS Ta CKPUNTYBaHHS,

e peanizaiis QyHKIIOHAIBHOCTI.
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2 MOJIEJIIOBAHHSA TA TIPOEKTYBAHHA

2.1 CTpyKTypHO-(pYHKIiOHAIbHE MO/EJTIOBAHHS NPoIecy PO3POOKHU

MogentoBaHHS MpoLECy PO3POOKU ITPOBOTO J10IaTKy MOXe OyTH 3/11HCHEHO
3a JOTIOMOTOI0 CTPYKTYPHO-(PYHKITIOHAIBHOTO Tiaxoay. Ha mannomy erami OymyTh
OMKCYBaTUCh METOJOJOTIi 5Kl JIO3BOJSATh CIUIAHYBAaTH CTBOPEHHS IPOECKTY,
BU3HAUUTHU MOCIIAOBHICTh POOIT Ta PO3NOALIMTH Yac Ha KaXEH eTall, 10 CIpUsie
¢(eKTUBHOMY BHUKOPUCTAHHIO PECYpPCIB 1 3MEHIIEHHIO Yacy, MOTPIOHOTO IS
3aBEpIICHHS [TPOEKTY.

IDEFO (Integration Definition for Function Modeling) - me metomomoris
(GYHKIIOHATBLHOTO MOJICITIOBAHHS, SIKa JIO3BOJISIE aHAJII3YBaTH Ta OMMCYBATH (PYHKIIIT
CUCTEMH, MPOIIECH, B3aEMO3B'SI3KH Ta 1HIII ACTIEKTH KOMIUIEKCHUX MPOeKTiB [13].

IDEF0O BukopucTtoBye rpagiyHi CUMBOJU AJii CTBOPEHHS (DPYHKIIIOHAJTIbHUX
MoJIeTIeH, IK1 MOXYTh OyTH BUKOPUCTAHI I aHAT13y, TPOCKTYBAaHHS Ta YIIPaBIiHHS
npouecamu. OcHoBHa i71ed IDEF0 nonsirae B mojanHi CUCTEMU sIK HA00py (DyHKIIIH,
10 BUKOHYIOTHCS 32 IEBHUMU TIPABUJIAMH Ta B3a€MO3B'sI3KaMHU.

OcnogHi enement IDEFO Bximrouarots [13]:

o Oyukmii: IIpencraBneni y BUIIAAI OOKCIB Ta ONHCYIOTh [ii, Kl
BUKOHYIOTBCSI CUCTEMOIO 200 i KOMITOHEHTaMHU.

e dakropu kepyBaHHs: lloka3zyroTh BXIJHI Ta BUXIAHI HapameTpu s
(GyHKIIM Ta BU3HAYAIOTh YMOBH, 32 SIKMX (DYHKII1i BUKOHYIOTBCS.

e OO'extu IlpencraBieHi y BUIIAII CTPUIOK Ta MOKAa3ylOTh MOTOKH JTAHHX,
MaTtepiainiB abo iHhopMallii MK QyHKITISIMU.

e Pecypcu Bxasyrors pecypcu, HeoOX1aH1 JUisi BUKOHAHHS (YHKITIH, TaKi SK

oOJaHaHHS, IEPCOHAJI, TPOrpaMHe 3a0€3MEUCHHS TOIIIO.
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o Kepypanns: [loka3yrorh MexaHi3Mu ab0 MpaBuiia, 3a SKUMHU BiJOyBaETHCS
B3a€MOJIi MDXK (YHKIIISIMHU Ta 00'€KTaMHU.

3acrocyBanns IDEF0 no3Bosisie BU3HAUNTH 1€papXiuHy CTPYKTYpy (QYHKIIIH,
BCTAaHOBUTU TOCIIIOBHICTh BUKOHAHHS 3aB/aHb, 1EHTU(DIKYBaTU B3a€MO3B'SA3KU
MDK €JIEMEHTaMH CUCTEMH Ta 3a0€3MEUUTH 3pO3yMijie IPEICTABICHHS ITPOIIECIB JIJIs
aHamizy ta BaockoHajieHHs. IDEFO moke OyTH KOPHUCHUM 1HCTPYMEHTOM IIpH
MIPOCKTYBaHHI PO3POOKH ITPOBHX JOMATKIB IS PO3YMIHHS Ta Bi3yamizarlii
(YHKIIIOHATIBHOCTI CUCTEMH.

KonmnenryanpHa miarpama 6i3HeC-poIiecy po3poOKH JT0/IaTKy HaBeJIeHA Ha

pucyHky 2.1.

Aanehodu osoaod)| eumerdy)

LICHHE LMD

e
sy

™

PospoﬁKa il'pOBOI'O AoaaTky
TeXHMHE 3aBaaHHA IrpOEMA Q00aTOR
[l L LB

HHa hau B ges aHediod|
IHHGOdE0d

HHBRAUEINEE BHIEdRUY

Pucynoxk 2.1 — Konrtekctna aiarpama IDEF0

[Ticnst cTBOpeHHs mdiarpaMy JCKOMITIO3UIlIi, BUIIJICHO TakKi IiMPOIIECH:
CTBOPEHHS CTPYKTYPH JIOAATKY, pOo3po0Ka MO Ta aHIMallii, peasizallis irpoBUX

MEXaHIK, CTBOPEHHSI MEHIO Ta 1HTep]eiicy Ta TeCTyBaHHSI.



Tabmuus 2.1 — Jlani ajs aiarpaMu JeKOMIO3UIIIT
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nporecy

[Tinmporec Bxizg VYrpapniHHs MexaHi3m Buxin
CrBopeHHs TexuiuHe acceTu, Po3po0HuK, CTPYKTypa
CTPYKTYpH 3aBIaHHS CepeOBHUIIIE, MpOrpaMHe
J0JIaTKa CUCTEMHI 3a0e3TeueHHs,

BHMOTH, anapaTHe

npaBuiIa 3a0e3mneueHHs

IrpOBOTO

nporecy
Po3pobxka CTPYKTypa acceTu, Po3po6HuK, [Iporpama 3
MojieneH Ta CepeOBHUIIIE, MporpaMHe MOJICJISIMU Ta
a”HIMaIln CUCTEMHI 3a0e3MeUeHHs, | aHIMaIlIIMHA

BHMOTH, anapaTHe

npaBuiia 3a0€3IeUeHHS

IrpOBOTO

poLecy
Peamizaris IIporpamma 3 | acceru, Po3po6HuK, [Iporpama 3
IrpOBUX MOJEIISIMU Ta | CEPENOBUIIE, IIPOTPaMHE ITPOBUMH
MEXaHIK aHIMallIMH | CUCTEMHI 3a0e3neueHHs, | QyHKUIIsIMU

BHMOTH, anapaTHe

MpaBuiia 3a0e3neueHHs

IrpOBOTO

poLecy
CrtBOpeHHs [Iporpamma 3 | accertu, Po3po6HuK, Jemo-Bepcist
MEHIO Ta IrpOBUMU CepeoBHUIIIE, MporpaMHe JOJIaTKy
iHTEepdeicy | pyHKLIIIMU CUCTEMHI 3a0e3MneueHHs,

BHMOTH, anapaTHe

npaBuiia 3a0e3neueHHs

IrpOBOTO

npoLecy
TectyBanus | Jlemo-Bepcis | acceTwu, Po3po6HuK, IrpoBuit

JOJIaTKy CepeIoBHUIIIE, MporpaMHe JI0J1aTOK

CHUCTEMHI 3a0e3IICUCHHS,

BHUMOTH, armaparHe

npaBuiia 3a0e3neueHHs

IrpOBOTO
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MMpaBuna irposoro npauecy AcceTh CUCTEMHI BUMOTH
|

\Craopenns crpykrypu| STPYETVPE

TexHivyHe 3a80aHHR ————»|
nonatia

NpOrpaa & MOJEMAM
T4 aHiMaL;

Pozpofika mogenei
Ta aHiMayif

NpOrpama 3 iFPoBHMM
DYHKUIAMMY

PeanisaLlia irposmx

MEXaHIK
[iemo-BepciA 0naTky

CTBODEHHA MEHID Ta

iHTepthelicy
IrpoBwit noAATOK
P TTITi T iiht

TecTyeaHHA

T
| |

AnapaTHe zadesneusHHA Mporpamke 3adesneueHHa

Pucynok 2.2 — [liarpama nepuioro piBHa aekomnosuiii IDEF0

2.2 Moae/iloBaHHsI BapiaHTiB BUKOPUCTAHHS J0ATKY

MogentoBaHHs BapiaHTIB BHKOPUCTAHHS Joromarae ineHTU(IKyBaTH Ta
OMMCATH Pi3HI ClIeHapii BUKOPUCTAHHS, K KOPUCTYBadl MOXKYTh 3A1MCHIOBATH Mij
yac B3aemozii 3 gogarkom[13]. lle gae po3pobHHKaM MOXKIIMBICTH Kpalie po3yMiTh
noTpedu Ta OYIKyBaHHS KOPUCTYBadiB, a TAKOXK CIPSIMOBYE MPOILEC PO3POOKU Ha
JOCSITHEHHSI KOHKPETHUX LLJIEH.

J1y1st MozieTioBaHHSI BapiaHTiB BUKOpUCTaHHS irpoBoro goaarky ‘Chronicles of
Eldia” Oyne Bukopucrtana giarpama Use Case. KoxkeH BapiaHT BUKOpUCTaHHA (use
case) OMUCy€e KOHKPETHUH CIIeHapiH, SIKUi OMHUCY€E TTOCTIIOBHICTD i KOPUCTyBaya

Ta CUCTCMHM.
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Tabnuus 2.2 — BapiaHTu BUKOpUCTaHHS

Hazssa

Onuc

1 | I[loyarox HOBOI rpu

KopucTtyBau Moke moyaTyl HOBY irpOBY CECIIO

2 | IIlponoBxeHHs Ipu

KopuctyBau Mo)ke MpOIOBKUTH MOTEPETHIO ITPOBY

Cecito MiCJIsI BUXOAY 3 Hel

3 | Buxig 3 rpu

KopucTtyBau Mae MOXIMBICTh BUMTH 3 TOAATKY

4 | BinoOpaxeHHsI MEHIO

Jlae MOXJMBICTh MPU3YNUHUTH TPy Ta OTPUMATH

JOCTYT JI0 MEeBHUX (QYHKIIII

5 | Hoctyn 1o iHBeTaps

['paBerp MOke BUKOPUCTOBYBATHU ITPOBI MPEAMETH

6 | 3aKpUTTSA MEHIO

MOoXIHMBICTh BIIHOBUTHU TPy MICHs Nay3u

7 | 36epiranHs nporpecy

Jlae MOXJIHMBICTH TPABIfIO 30€pPErTH MPOTpPec CBOET

IrpoBoi cecii

8 |Buxigx 10 TroJoBHOIrO

MCHIO

MOoUBICTb NIEPENUTH 3 MEHIO May3H JI0 TOJIOBHOTO

MCHIO I'pPH

Chronicles of Eldia

paeels

MoqaTok HOBOT rpK

MpogoE#EHHA TPKM

OCTYN 40 IHEEHTapH

__inelyge

"= M 3GepiraHHA Nporpecy

"%,
~s
~

Y
~

~ Buxig oo ronosHoro

3aKPWBAHHA MEHID

Pucynok 2.3 — [liarpama BapiaHTiB BAKOPUCTAHHSA JOJATKY
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3 TIPOI'PAMHA PEAJIIBALIA ITPOBOI'O AOJATKY

3.1 ApxiTrekTypa irpoBoro goaaTky

ApXITEeKTypa IrpoBOTO JOJATKy BKJIIOYAE OpraHi3allil0 HOro KOMIIOHEHTIB,
MOJIJIIB Ta B3a€MO3B'sI3KIB MK HUMU. OCHOBHa MeTa apXiTEKTypH TOJSTAE Y
CTBOPEHH1 CTpPYKTypH, sika 3a0esnedye e(peKTUBHY pO3pOOKY, MIATPUMKY Ta
po3upeHHs AoAarky. OAHIE0 3 TOMMPEHUX apXITEKTyp IS ITPOBUX JOJATKIB €
Model-View-Controller (MVC), sixa 300pakeHa Ha pucyHky 3.1 [13].

Monens (Model) — Bxitouae B ceOe naHi Ta Joriky rpu. Bona Biamosigae 3a
30epiranHs 1 00poOKY IrpoBHX 00'€KTIB, CTaHIB, MPABUJI Ta JIOT1KH B3a€MO/I11 3 HUMH.
Mogenb MoXe€ MICTUTH KOMIIOHEHTH Ui YOpPaBIiHHSA (DI3UKOI0, IITYYHUM
IHTEJICKTOM, yNPaBIIHHAMHM KEpyBaHHSM TpaBls Ta IHIIMMU JIOTIYHUMHU
eJIEeMEHTaMU TPH.

Bun (View) — Bianosigae 3a Bi3yaiizailito rpu Ta iHTepdeincy KopucTyBaya.
Bin Britouae rpadiyHi KOMIOHEHTH, aHIMAIIii0, 3ByKOB1 €()eKTH Ta 1HIIII EIEMEHTH,
K1 CTBOPIOIOTH Bi3yaJbHUI JOCBI TpaBlst. Bua Takoxx Moxe BKIIOYaTH 1HTEpderic
KOpHUCTYyBaya JIsl B3a€EMOII1 3 TPOI0, HAMPUKJIIAJ, KHOIKU, IOKa3HUKU CTaHy TPaBIIs
TOIIIO.

Kontponep (Controller) — BiamoBimae 3a KepyBaHHS B3aEMOJIEI0 MiX
MOJCIUTI0O Ta BUAOM. BiH 00poOise BXiaHI MOAIl, Taki SK HAaTUCKAHHS KJIaBiIl,
KEpPYBAHHSIMU TPABIS Ta 1HII JIii, 1 B3AEMOJIE 3 MOACIIIIO Ta BUAOM BIAMOBIAHO JI0
nux noxai. Kontponep Takox 3abe3neuye CHUHXPOHI3ALII0 Ta OHOBJICHHS CTaHy

MOJIETIl Ta BUTY.
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____,,F—r—F"F“' KoHTponep

Mpaeeus

Bug ::> Mogens

Pucynok 3.1 — Cxema apxitextypu MVC [13]

3.2 Peauizauis 1ogaTky

Jns  mprpamMHOi  peanizaili  irpoBOrO  JIOAATKy BUKOPHCTOBYBAJIOCH
cepenouie po3pooku Unity Ta MoBa mporpamyBanHs C#, sika € 0a30BOI0 MOBOIO
CTBOPEHHSI CKPUITIB Y JAHOMY CEPEIOBHIIII.

[lepmmii eTan po3poOKH 1€ HATAIITYBaHHS MPOEKTY, pUCYHOK 3.2, B Unity Ta
3aBaHTKEHHs MOTPIOHMX MaTepiamiB (acceTiB), PUCYHOK 3.3, IUIsi CTBOPEHHS
30BHIIIHBOTO BUIMSAY aoxarka. Unity mae BiacHy Oi0Ii0TEKy acceTiB s
CTBOPEHHS ITPOEKTIB, Yy AK1 KOPUCTYBa4Yl MOXYTh AUIMTUCH BIACHUMU MaTepiajgaMu

0E3KOIITOBHO a00 3a KOIIITH.
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Unity Hub 3.4.2

New project
Editor Version: 2021.3.25f1 [urs

All templates

New
2D
Core Core

Sample
3D
Learning

2D (URP)
Core
Read more

Runner Game
Core
Project name
My project (1)
3D Mobile

Cancel Create project

Pucynok 3.2 — HanmamryBaHHsa OpoekTy

3 e 0
W Favorites Assets » RPG Assets

[aw Assets

i . . .
B, Art Audio Fants

Im Packages

Pucynok 3.3 — 3aBaHTa)keHUI apXiB aCCETIB

[licns mMEepBUHHOTO HANAIMITYBaHHS, NPOEKT TOTOBUM JIO MOAAJIBIIOL
po3poOKHU. 3a JOTTOMOTOI0 3aBaHTAXKEHUX 300pakeHb CTBOPIOIOTHCS 1ITPOB1 00JIACTI,
SK1 TIONIIJIEHI Ha JEKUIbKa CIEH, MIX SKUMHU Oyle MepecyBaTUCh MEPCOHAX, IO

300pakeHO Ha PUCYHKY 3.4.



22

S v & B~ (_E‘v

W Favorites

[ Assets
e Animations
I Art

PucyHnok 3.5 — Marepianu i1 CTBOPEHHS JIOKAIlii

I'paBenib Kepye MEpCOHAXKEM, SIKUH Ma€e YHIKadbHY MOJeNb Ha aHIMallii
nepecyBaHHs, pUCYHOK 3.6. 300paxkeHHs 11 MOJeli OyiI0 B3SITO 3 apXiBy acCETiB.
3a mOmoMoOrorw BikHa Animator MM CTBOPIOEMO aHIMaIlli TEepeMIIIeHHS MOl

TOJIOBHOTO T€POs, PUCYHOK 3.7.

Pucynox 3.6 — Mojaenbs nepcoHaxa
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2 i @ Inspec

Auto Live Link
! Pla

Any State :
Player Idle_ Down +iBlend Tree

Player_ldle

Solo Mute

Add Behaviour

Pucynok 3.7 — BikHO CTBOpEHHS aHIMaIlii

Kontponb mnepcoHaka peanizoBaHui 3a J0omomMoror ckpunra Player
Controller, pucynok 3.8. KHonKY kepyBaHHS IEPCOHAXKEM 3ajaH1 Yy HaJaIITyBaHHIX
npoekTy y BikHI Input Manager, pucynok 3.9. 11100 nmepcoHak He BUXOIHB 32 MEXI1
IrpoBoi 007acTi, 0OMEXYeEMO MOro mnepecyBaHHs 3a AONOoMorow (GyHkuii y gaiim

ckpunta Player Controller.

¥ Player Controller (Script)

% Player (Rigidb

10

= Player (Animataor)

1sition Mame

Pucynok 3.8 — Cxkpunt Player Controller
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Settings

: Performance |nput Manager

tyEngine.lnput

Time
Timeline
Ul Builder

Pucynox 3.9 — Knonku koHTpoJiepa

Jliig Toro, 006 Kamepa ciiKyBajia 3a IepCOHAKEM Ta HE BUXOIMIIA 32 MEXI
1rpoBoi obnacti, 0yB cTBopeHuil irpoBuil 00’ ekt Custom Camera 3 BIITOBIIHUMU

HaJalTyBaHHAMHU Ta i egHaHuil ckpunt Camera Controller, pucynok 3.10.
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O nspector

LT + Custom Camera
w

ag MainCamera Layer Default

i Custom Camera
Overr

. Transform

>
Position
Rotation
-

S Cale

B v Camera
Clear Flags Skybox

Everything

Orthographic

pping Planes Mear

Far

Viewport Rect

Depth
] Fath
Texture

Display 1

Target Display
i1 v AudioListener
Bl ~ camera Controller (Script)

Target » Player (Transform)

i None (Tile

Pucynok 3.10 — HanamtyBanHsi kamepu

st Toro o0 nepcoHax MaB MOXKJIMBICTh TIEPEMIIIIATUCH 3 OJHIET JIOKAIIIT 10
1HII01, CTBOPEHO JNIeKiIbKa irpoBuX 00’€kTiB Area Exit(Mmiciie BUXOIy 3 JIOKaIlii),

pucynok 3.11, ta Area Entrance (Miciie mepexoay /1o jokariii), pucyHok 3.12. Ipu
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B3a€EMOJII1 MEepCOoHaXa 3 IUMH 00’ €KTaMH BUKOHYETHCS BIJAMOBIAHUN CKPHUNT, Ta

MIEPCOHAXK MEPEMIITYETHCS B 1HIITY CIICHY.

me Country
B Area Entrance (Area Entrance @

Pucynok 3.12 — Ckpunt Area Exit

KopucTtyBay Mae MOXIUBICTh B3a€EMOISATH 3 IHIIUMU MEPCOHAKAMHU, SIKUMHU
kepye koM 'orep. OH1 IepcoHaX1 MOXKYTh BECTH 3 TOJIOBHUM T'E€POEM Jiajor Ta
JaBaTH 3aBJIaHHSA, 1HIII MEPCOHAXI1 116 BOPOTU 3 SIKUMH TpaBellb BCTyIMae B Oiif.
HiamoroBa cucteMa peaiizoBaHa ¢ainamu ckpuntiB DialogActivator, pucyHok
3.13, ta DialogManager, pucynok 3.14. boiioBa cucreMa peaizoBaHa CKpUITaMU
BattleManager, BattleMove, BattleStart, BattleNotification, BattleReward,
BattleStart, BattleTarget, BattleType. boiioBa ciiena BigoOpaxeHa Ha pUCYHKY 3.16.



+ Dialog Activator (Script)

n=-Mikaca

+ Dialog Manager (Script)

Dialog Text H Text (T
i Tex

Element 4

Current Line

Pucynok 3.14 — Ckpunt KepyBaHHS J11aJJOTOBOIO CUCTEMOIO
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bins Haworo Micteyka, y nevyepi ocenuBca ApaKkoH!:

Pucynok 3.15 — Bursan BikHa miaiory

+ Battle Starter (Script)

Pucynok 3.16 — Ckpunt 6010BOi cucTeMU
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ApMIH
HP -
1507150

Pucynok 3.17 — Bursig 60i0BOi cucTeMu

KopuctyBau mMae MOXIHMBICTH MOCTaBUTH TPy Ha may3y, pucyHok 3.18. B

MEHIO MMay3H € IeKiTbKa (DyHKITIN:

[HBeHTap — JOCTYI 1O MPEAMETIB, SIKi 310paB a00 KynuB IpaBellb;
XapaKkTepuCTUKN — XapaKTEPUCTHKHU TIEPCOHAXKIB;

30epertu — 30eperTi Nporpec Ipu;

3aKpUTH — 3aKPUTH MEHIO Ta IPOIOBXUTHU TPY;

Buiiti — nepeiTH 10 TOJ0OBHOTO MEHIO.

st uporo OyB cTBOopenuii ckpunt GameMenu, pucyHok 3.19, sxuit Oyne

KEepYyBaTU JIOTIKOKO (YHKIIOHYBaHHS MeEHIO0 nay3u. Takoxk o0’extu Button, 3a

JIOTIOMOT OO SIKUX CTBOPEH1 KHOIKH JJ1s1 PYHKIIIM MEHIO.
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Pucynok 3.18 — MeHto nay3u

HP: 1000/100
MP: 30/30

0L go HacTynHoro pieHA

IHBEHTED

Xapau‘repncm

HP: 150/150
MP: 25/25

O oo HAcTYNHOrO piBHA:

Pucynok 3.19 — Buriisin MeHto naysu y rpi

OCHOBHI €JIEeMEHTH r0JIOBHOTO MEHIO I'POBOTO J0JIaTKa 11e 3 KHOIKHU Ta Ha3Ba
rpu. Knonka «I[TpogoBkuti» - BiTHOBUTH MOMEPEIHIO ITPOBY ceciro, «Hosa rpay -
1oyaTy HOBY IrpOBY cecito, « BUTH - 3aKpUTH 101aTOK Ta BUMTH Ha pOOOYUH CTiJI.

['osioBHE MEHIO MOKa3aHO Ha pUCYHKY 3.20.
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-

Pucynok 3.20 — CtpykTypa rojIoBHOTO MEHIO,

Chronicles of Eldia

[TpofoBXnTu ]

Hosa rpa |

Buntu ]

Pucynok 3.21 — Bumisig roJIOBHOTO MEHIO

Takox OKpiM Bi3yaJIbHOTO 0()OPMIICHHS TP JI0IAEMO ay/lio CYIIPOBiI, My3UKa

Ta 3BYKH JIJISl OKPEMUX J1i IEPCOHAXKIB, PUCYHOK 3.22.



i@ AudioManager

Wl Death (Audit

W Equip (Audio Source)
] Fire (Audio Source)
ol Hurt {Audio S«

] LJ|_B:

o L

Element O ] Battle - battleThemeh (A
Element ] Boss - Encounte

Element 2 W Country 553

Element 3 "l Dungeon - Whispers From E 2

Element £ W Title - Home Town (Audic
Element 5 ( Sunshi

Element & Victory - fanfare (A

Pucynok 3.23 — Aynio daiinu

32
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BUCHOBKHA

PesynsraToM BukOHAaHHA KBasi(ikaliitHoi po6oTu 6akanaBpa € po3poOieHuii
irpoBwuii nogatok xanpy 2D RPG y cepenoButi Unity «Chronicles of Eldiay.

AHaJi3 npeaMeTHOI 00J1acTi Ta J0AAaTKIB-aHAJIOTIB JIO3BOJIMB BU3HAYUTH, Y
SKOMY CEPEOBHII PO3POOKHU Ta 3a JOTIOMOTOIO SIKOTO MPOTPAMHOTO 3a0e3TeueHHs
MOTPIOHO BUKOHATH IrPOBUM JI0aTOK.

MopentoBaHHsS pO3pOOKM 3a JOMOMOIOKO JiarpaM JO3BOJWJIO BHU3HAYUTU
OCHOBHI €Tanu po3poOKHU Ta po3NoAUIMTH pecypcu. CKIIaJieHO ClieHapii poOoTu
KOpUCTYyBaya 3 JOJJaTKOM y BUIJISIIL JIlarpaMH BapiaHTIB BUKOPUCTAHHS.

TecTyBaHHsS [O3BOJIMJIO 3aBYaCHO BHSIBUTH MpoOIeMu (YyHKIIOHYBaHHS
nporpaMHux (ailiiiB Ta ONTUMI3yBaTh poOOTY JojaTka. TecT miATBEpaIUuB KOPEKTHE
GbyHKIIOHYBaHHS Ha TU1aTGopMax KOpUCTYBayiB.

[lepeBaraMu CTBOPEHOTO [OJaTKa € YHIKAJIbHE Bi3yaJlbHE Ta ayfio
opopMmieHHs, TeWMIUIEH Ta MeEXaHIKd, XapaktepHi s skaHpy RPG,
MYJIBTUILUIAT(OPMEHICTh — JOJATOKOM MOXKHA KOPHUCTYBaTHUCh Ha PI3HHUX

margopmax, Takux gk Window, MacOS, Android.
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CIIMCOK BUKOPUCTAHMUX JIKEPEJI

l. Metacritik [Enextponnuit pecypc] — Pexum noctynmy no pecypcey:
https://www.metacritic.com/ (;1ara 3Bepuenns 08.05.2023).

2. Fugas.space [Enexrponnuii pecypc] — Pexxum goctymy A0 pecypcy:
https://blog.fugas.space/gamedev-stages/ (nata 3sepHenHs 08.05.2023).

3. Makeuseof [Enexrponnmii pecypc] — Pexxum moctymy mo pecypcey:
https://www.makeuseof.com/key-technologies-rpg-video-games/ (nara 3BepHEHHS

08.05.2023).
4. MOOC.org [ EnekTponHuii pecypc| — Pexxum noctyny 110 pecypcey:

https://www.mooc.org/blog/best-programming-languages-for-game-development

(mara 3Bepuenns 08.05.2023)

5. Steam:Stardew Valey [ Enextponnuii pecypc] — Pexxum goctymy 10
pecypcy:  https://store.steampowered.com/app/413150/Stardew Valley/  (mara
3BepHeHHs 08.05.2023).

6. Steam:Undertale [Enextponnuii pecypc] — Pexum pocrymy 10
pecypcy: https://store.steampowered.com/app/391540/Undertale/ (nata 3BepHEeHHS
08.05.2023).

7. JuegoStudios [EnexTpoHHuii pecypc| — pekKuM JOCTYIy A0 pecypcy:
https://www.juegostudio.com/blog/reasons-why-you-need-pick-unity-game-
development-for-creating-a-2d-game (nara 3sepuensns 08.05.2023)

8. [Iporpama Unity Student Plan [Enextponuuii pecypc] — Pexum
JOCTyIy 10 pecypcey: https://unity.com/products/unity-student_(mara 3BepHEHHS
08.05.2023).

9. Ictopist Bigeoirop [EnexTponnmii pecypc] — Pexum nocrymy 1o
pecypcy: http://betar.org.ua/istoriya-viniknennya-stanovlennya-rozvitku-

kompyuternih-videoigor-26-foto/ (nara 3Bepuenns 08.05.2023).
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10.  Unity manual [Enexktponnuii pecypc] — Pexxum noctyny 10 pecypcy:
https://docs.unity3d.com/Manual/index.html_(mara 3Bepaenns 08.05.2023).

11. Unity Asset Store [Enexkrponnuii pecypc] — Pexum noctymy 1o
pecypcy: https://assetstore.unity.com/ (nara 3Bepuenns 09.05.2023).

12. DevGenius [Enexkrponnuii pecypc] — Pexxum moctymy 1o pecypcey:
https://blog.devgenius.io/unity-3d-c-scripting-cheatsheet-for-beginners-
be6030b5a9ed (mara 3sepuenns 09.05.2023).

13.  Microsoft [Enexrponnuii pecypc] — Pexxum poctymy 1o pecypcy:
https://support.microsoft.com/uk-ua/office/ (nara 3sepuenns 09.05.2023).

14. Game Narratives [Enexrponnuii pecypc] — Pexum poctymy 10
pecypey:  https://www.gamedeveloper.com/design/the-evolution-of-video-games-
as-a-storytelling-medium-and-the-role-of-narrative-in-modern-games (mara
3BepHeHHs 15.05.2023).

15. Teir M. Learning C# Unity Game Development 24 hours in, Sams,
2018, 450 c.

16. bonx JIx. I. Introduction to Game Design, Prototyping, and
Development: From Concept to Playable Game with Unity and C#. Addison-Wesley
Professional, 2018. 1024 c.

17.  Xammepn IIx. Developing 2D Games with Unity: Independent Game
Programming with C#. Heto-Mopxk: Apress, 2018. 405 c.

18.  Unity Learn [Enexrponnuii pecypc] — Pexxum nmoctynmy 110 pecypcy:
https://learn.unity.com/ (nata 3Bepuenns 15.05.2023).

19.  Unity forum [EnexrponHnuii pecypc] — Pexxum goctymy 1o pecypcy:
https://forum.unity.com/ (nata 3Bepuenns 08.05.2023).

20. Enuukionenis cydacHoi Ykpainu [Enexktponnuii pecypc] — Pexum
JTOCTymy 110 pecypcey: https://esu.com.ua/article-4393 (nara 3Bepuenns 08.05.2023).

21. Gamedev.dou [Enexrponnuii pecypc| — Pexxum moctymy o pecypcey:
https://gamedev.dou.ua/articles/top-gamedev-companies-spring-2022/ (mara

3BepHeHHs 08.05.2023).
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22. 24 Games [Enextponnuii pecypc] — Pexum noctymy 10 pecypcy:
https://games.24tv.ua/ne-lishe-stalker-naypopulyarnishi-ukrayinski-videoigri-
igri n1711564 (nmara 3BepHenns 08.05.2023).

23. Itch.io [Enexrponnmii pecypc] — Pexum nmoctymy nmo pecypcey:
https://itch.io/ ( mara 3Bepuenns 15.05.2023).

24. Reddit [Enextponnmii pecypc] — Pexum pgoctymy a0 pecypcy:
https://www.reddit.com/r/ShouldIbuythisgame/comments/49uydy/sib_undertale or
_stardew_valley/ (nara 3Bepuenns 15.05.2023).
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1 IPU3HAYEHHSA I META CTBOPEHHAA

1.1 Ilpusnayennss web-gonarky

[TpoekT Mae HafaBaTH TPaBISIM MOXKJIMBICTh IOPUHYTH MOXIIUBICTD BIIUYTH
cebe 4aCTUHOIO (DAHTACTUYHOTO CBITY, B IKOMY BOHM MOXKYTh BIUyTH BIUIUB CBOiX
BUOOPIB Ha icTopito 1 mepcoHaxiB. ['onoBHuM 3aBnanusiM «Chronicles of Eldia» €
HAJaHHA MOXJIMBOCTI TPaBLSIM JOCTIKYBaTH BEIHKUN CBIT, OpaTH ydacTb y

MpUroAax, poO3KpUBaTH TAEMHHMII Ta 30UpaTH PI3HOMAHITHI IPEAMETH.

1.2 Merta crBopeHHst web-1oaaTKy

CTBOpEHHS IIKABOIO MPOAYKTY, JJIA JIIOACH pI3HUX IIapiB CyCHUIbCTBA Ta
HalloHaneHOCTI. [lpuBepHyTH yBary no cdepu yKpaiHCHKOIO TeiiM-IeBy, Ta
PO3BUHYTH HOTO. 3aCTOCYBATH Cy4acCHI TEXHOJOTIYHI PIIICHHs Ta IHCTPYMEHTH JJIs
peanizanii reiMIIet0, B3a€EMO/IT 3 TPaBISIMU Ta HA/IaHHS BI3yaJIbHOTO Ta 3ByKOBOIO

JIOCB1TY.

1.3 HisiboBa aynuropist

[{inpoBa aynuTOpiss MPOEKTy MOXKE BKIIOYATH JIIOACH pI3HOrO BIKY Ta
IHTEpeCiB, aje 3a3BHYail 1ie TPpaBlii, SKI HACOJOKYIOThCA BijieoirpamMu Ta GeHTe3l
CBITOM.

OcHoBHuUMHU Tpynamu 1uIboBOi ayautopli «Chronicles of Eldia» MoxyThb
OyTu:

1. T'paBii, siKi JIFOOJISITH €KIIIH Ta MPUTOJIH.

['paBiii, siKi MIHYIOTh 1ICTOPIFO Ta MOYKJIMBICTh BILTUBATH Ha HET.

['paB, siki THOOISTH TOCTIAKYBaTH ITPOBUMA CBIT.

el A

['paBui, siKi HIHYIOTh (PAHTACTHYHI 1CTOPIi Ta CBITH.
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2 BAMOTM JI0 TOJATKY

1.4 Bumoru 10 101aTKy B HLJIOMY

1.5 .1 Bumoru 10 CTpyKTypH il (yHKIIOHYBAHHS J10AATKY

Jlogatox moBuHEH OyTH JOCTYIHHUM B Mepexi [HTepHeT, Ay ckauyBaHHS Ha
OJHOMY 3 CailTiB, /i€ € MOXJUBICTh 3aBaHTAXKEHHS I1HII-TipoekTiB. Ilicms
3aBaHTAXEHHs exe-(ailly Ta MOAAJBIIOr0 BCTAHOBJIEHHS Ha IUIATGopMmy,

KOPUCTYBay OTPUMYE IMMOBHHUM TOCTYII IO YCIX MaTepialiiB IPH.

2.1.2 BuMoOru 0 nepcoHaJy

Bin po3poOHMKa BHUMara€TbCsi CTBOPUTU NPOAYKT, SKUU Oyae Maru
MIHIMaJbHY KUIBKICTh TOMHJIOK Ta 0ariB, 10 MOXYTh 3aBa)KaTu KOMQOPTHIN rpi.
[TigTpuMyBaTu 3B’SI30K 3 TpaBLsIMHU, Y€pe3 KOMEHTapl Ha caiiTi, Ha skomy Oyne

BHUKJIaJICHA I'pa, Ta BUIIPABJIATH IIOMUJIIKH 3Haf/'II[€Hi KOpuCTyBa4YaMH.

2.1.3 Bumoru 10 po3MeKyBaHHS JOCTYILY
JlonaTok He Mae MOTpedu 10 CTBOPEHHS 0a3 JaHUX Ta 30epeKeHHs Oy/Ib K01

1Hdopmartii.

2.1.4 Bumoru 10 po3MeKyBaHHS JOCTYILY

Po3poOmtoBanuii nomatok Mae OyTu 3arainbHomocTynHHuil. Kopucrtysau
oTpuMye (aiisl 11 BCTAHOBJICHHS T'PpH Ha 1aThopMmy, Ta HE Ma€ MOXKIUBOCTI il

penaryBaru.
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Po3poOHUK BHOCUTH KOPETYBaHHS Ta BUIIPABIISE MOMIIIKH Y POOOTi TOATKY
y CEpeIOBUII PO3pOOKH Ha BIACHOMY MEPCOHATHLHOMY KOMIT FOTEPi, MICIs YOTO

rOTOBUM 017171 Oyie pO3MIIIIEHHUI Ha CaMTi.

2.2 CTpyKTypa 10JaTKY

2.2.1 3aranbHa iHpopMalisi PO CTPYKTYPY AOAATKY

Crpyxkrypa 2D RPG rpu Moxxke OyTH TOCUTH CKIIaHOIO, OCKIJIBKM BOHA Ma€e
O0arato pi3HOMaHITHUX eneMeHTIB. [IpoTe, OCHOBHI CKJIaJ0BI CTPYKTYpH TIpH
MO’KYTbh BKJIFOYaTH HACTYIIHI €JIE€MEHTH:

1. Csir rpu: lle moxe OyTH (aHTaCTUYHUN CBIT 3 PI3HOMAHITHUMU
JOKallisIMM, TaKUMHU SIK MICTa, CeJa, JICH, TOpH, Medyepu, JUKYHII Tomo. KoxHa
JIOKAI[isl MOYKE MaTH CB1M YHIKaJIbHUM IU3aiH Ta XapaKTEPUCTHKU.

2. TonoBumii repoit: Lle Moxe OyTHM mNEpCOHAX, SKU KOHTPOIIOETHCS
rpaBliEM, 3 YHIKAJIbHUMU HaBUYKaMH Ta XapaKTEPUCTUKAMH.

3. Ilepconaxi: Bin Moxe OyTH HacelleHWd PI3HOMAHITHUMH MEPCOHAXKAMM,
TaKUMU SIK HerpsiMi cynpoTuBHUKH, NPC (Tepoi, siki He KOHTPOJIIOIOTHCS TPaBIIEM),
MOHCTpH Tom0. KokeH 3 WX MEepCOHa)XiB MOXKE MaTH CBOI yHIKajgbHI PUCH Ta
XapaKTePUCTUKH.

4. boiioBa cucrema: lle moxe OyTu cucrema, sika JO3BOJISIE TPABIIO
3A1MCHIOBaTH O1i 3 IHIIMMHK TNEPCOHAaKaMU, MOHCTPAMHM Ta IHIIMMH BOPOTaMH.
boiioBa cucrema Moxe OyTH 3aCHOBaHa Ha PI3HUX MPHUHIMIAX, TAKUX SK XOJI0BA
cucrema abo AiiicHa-yacoBa 0olioBa cucTeMa.

5. IuBenrap: lle Moxe OyTH cuctema, sika JO3BOJIIE€ TpaBLIO 30uUpaTH Ta
YIPABIATH MPEAMETaMHU, 1110 3HANIEH] B TPi, TaKi K 30post, OPOHS, ETIKCUPH TOIIIO.

6. Micii Ta 3aBnanHs: Lle MoxxyTh OyTH OCHOBHI Ta MOOIYHI 3aBAAaHHS, SKI
rpaBellb TOBUHEH BUKOHAaTH, 100 mpoaosxkyBaru rpy. Lli 3aBmanHs OyayTh

3aCHOBAaHI Ha CIOXKETI TPH.
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7. Cuctema gianori: Lle dbpas3u nepconaxis, ki OyayTh MOKa3aH1 TpaBIEBI

npu B3aeMoii rojoBHOro repost 3 NPC, mpu npoxokeHHi1 3aBIaHb.

2.2.2 HasBiranis

Hagiraris y irpoBoMy a07aTky Oy/e 3/11MCHIOBAaTUCH Yepe3 TOJIOBHE MEHIO. Y
TOJIOBHOMY MEHIO OyyTh TaKi IyHKTH:
e Continue — NPOJOBKUTH TPy 3 MOMEHTY, JI€ TTONIEPEIHIN ITPOBUI CeaHC
OyB 3aBepIIIECHUHN.
e New Game — noyaTu rpy 3aHOBO.
e Exit Game — BUITH 3 I0AATKY.

MeHto Oyne Matu crietiaibHe 0OPMIICHHS Ta JU3AiH.

2.2.3 HanmoBHEeHHS A0AATKY (KOHTEHT)

VYci marepianu nonatky (Assets) OyayTh 3amoBHEHI PO3POOHUKOM - ayio,

300paKE€HHS, TEKCTYPH.

2.2.4 JIu3aiid Ta CTPYKTYpa A0AATKY

Juzaitn momatky Oyzne CTBOPEHHH BIAMOBIAHO JO JKaHPy T'pH, 3arajibHOI
CTHJIICTHKHM Ta CIOKETY. BylyTh CTBOpeH1 yHiKajabHI O()OPMIIEHHS MYHKTIB MEHIO,
JI1aJIOTOBOi CUCTEMH, PI3HUX JIOKAIiH, EPCOHAXIB Ta BCHOTO Bi3yaJIbHOTO KOHTEHTY
J0JIaTKa.

3a OCHOBY PO3po0sIeHOTO Iu3aiiHy Oyne oOpaHO CIOXKET Ipu — (EeHTE31MHUI
CBIT.

CTpykTypa €JIeMEeHTIB TOJJOBHOTO MEHIO OJATKy CXeMaTHYHO TMOKa3aHO Ha

pucyHky A.l.



LWAMKA JOOATKY
Hazea

MONOBHE MEHKO
[MTyHKTWU MeHo

Pucynok A.l1 — Cxema roioBHOro MEHIO

2.2.5 Cucrema HaBiraumii (Kapra 104arKy)

Kapra nomarky 300pakeHa Ha pucyHKy A.2.

Hopatok "Chronicles of Eldia"

v

[onoeHe MeHH

v v v
MpOOOEHKHTH Hosa Mpa BUATKH
v v

Current_Scene

newGameScene

Pucynok A.2 — Kapra nonarky
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1.6 Bumoru 10 pyHKUIOHYBAHHSA CUCTEMU

2.3.1 llorpeOu KopucTyBaya

[Torpebu xopucTyBaua, BU3HAUEHI Ha OCHOBI 3araJlbHUX BHUMOT JIO TOTOBOTO

IrpOBOTO JI0/1aTKY, IPECTaBieHl y Tabnuii A.1.

Tabmurs A.1 — Ilorpebu xopuctyBada

ID IHoTpedu kopucTyBaua [xepeso

UN-01 | KopektHe BcTaHOBICHHA jgojarka Ha | KimieHt

m1aTgopMy KOpHCTyBada

UN-02 | ®yHKIIOHYBaHHS CKpUIITIB  TojoBHOrO | KimeHt

MCHIO

UN-03 | KopektHe BiaTBOpeHHs ayaio-(aitimi Ha | KimeHnt

margopmi KOpucTyBaya

UN-04 | ®yHKIIIOHYBaHHS CKpHUIITIB KepyBaHHs | KimieHT

TOJIOBHUM MEPCOHAXKEM I'PU

UN-05 | MoxJIMBICTh BUKOPUCTOBYBaTH cuctemy | Kiienr

J11aJIOT1B

UN-06 | KopuctyBanus CHUCTEMOIO ooiioBux | Kiient

MEXaHIK

UN-07 | Bzaemoniss 3 NPC (mepconaxi kepoani | KiieHT

KOMII FOTEPOM)

UN-08 | 36epesxxeHHs mporpecy rpu Kiient

2.3.2 ®yHKIiOHAJIbHI BUMOTH

Ha ocHoBi noTpe® kopucTyBava Oynu BU3Ha4Y€HI Takl (PyHKI[IOHAJIbH1 BAMOTH:
- aBTOpM3allis KOPUCTYBaUiB;

- HaBiTaIlis Yepe3 rojIoBHE MEHIO;



- B1I0Opa)KeHHs pe3y/bTaTiB I'PH;

- 30epekeHHs IrpoBOTO MPOIIECY;
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- MpaBWIbHUN PO3PAXYHOK ITPOBUX MEXaHIK.

2.3.3 CucreMHi BUMOTH

Jlanuii po3ain BU3HA4Ya€, PO3MOAUISE Ta BKa3ye€ Ha CHUCTEMHI BUMOTH,

BU3HAYEHI PO3pOOHMKOM. IX mepenik HaBefeHuii B Tabnuii A.2.

Tabmuus A.2 — CucreMHl BUMOTH

ID Cucremui Bumoru | [Ipiopurer

Onuc

SR-01 | HasBHicTe Moyt | M

I'OJIOBHOI'O MCHIO

Hamae  MOXIMBICTH  T'PaBIfIO
KOPHUCTYBAaTUCh  JOJIaTKOM  Ta

OpIEHTYBATHUCh Y HOTO (PYHKI[ISAX

SR-02 | XKypHan 3aBnanp S

IIlyHKT 116 KOpHUCTYBa4 MOKE
YUTATU JIeTajl CBOTO 3aBJaHHA,

JJI IPOXOAKCHHS I'PpH

SR-03 | Jlokarii rpu M

Pi3ni  irpoBi  oOnacti,  Ae

PO3TAIIOBYETHCS ITPOBUM KOHTEHT

SR-04 | Pi3ui Bugu NPC S

Pi3HOMAaHITTS TEpPCOHAXIB, SIKI HE

KEpPYIOThCSI TPAaBLEM

SR-05 | Ckpunt po3paxyHky | M

nporpecii

Cucrema, sika Oyzie po3paxoByBaTH
KUIBKICTB IOCBI/Ly Ta PECYPCIB, SIKi
rpaBelb Oyze OTpPUMYBaTH

BIPOJOBXK I'PU

YMOBHI no3HaueHHs B Ta0Ium A.2:

Must have (M) — Bumoru, siki TOBUHHI OyTH peaii3oBaHi B CUCTEMI;



Should have (S) — Bumoru, sixki MaroTh OyTH BUKOHAHI, ajie¢ BOHU MOXKYTb
[IOYEKATU CBOET YEPTH;
Could have © — Bumoru, siki MOXXYTb OyTH peai3oBaHi, ajie BOHU HE €

IIEHTPATHHOIO IIJLTIO TPOEKTY.
2.4BumMoru 10 BUAIB 3a0e3MeYeHHA
2.4.1 Bumormu a0 indopmaniiiHoro 3ade3nev4eHHs
Peanizariist qogatky Bi10yBa€ThCs 3 BUKOPUCTAHHSIM:
e Unity

o C#

2.4.2 BuMoru a0 JiHTrBiCTHYHOIO 320e3nmeuYeHH

JlonaTok Mae OyTH BUKOHAHUHN YKPaTHCHKOI MOBOIO.

2.4.3 Bumoru 10 nporpamMHoro 3ade3rne4eHHs
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[Iporpamue 3a0e3neueHHs] KOPUCTyBaya MOBUHHE 3a/I0BOJILHSTH HACTYITHI BUMOTH:

e Onmepariiina cucrema: Windows 7 abo HoBIIIA.

e [Ipouecop: Intel Core 13 ab6o exBiBasienTHUIE AMD mnporecop.
e OmneparuBHa naM’siTh: MiHIMYM 4 I'b.

e Bineokapra: minimym 512 MB.

e Binbae miciie Ha nucky: miimym 500 Mb.

e 3ByKOBa KapTa: pEKOMEHJ0BAHO MaTH 3BYKOBY KapTy



3 CKJIAA 1 3MICT POBIT 31 CTBOPEHHA JOJATKY

tabimmi A.3.

Tabmuus A.3 — ETanu cTBOpeHHsI 101aTKy
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Joknmaguuii omuc eTamiB poOOTH 31 CTBOPEHHS [IOJAaTKy HaBEICHO B

Ne Ckuiaz 1 3MicT poOIT Crpok  po3pobku  (y
poOOUYMX JTHSIX)

1 IToctanoBka Ien HeoOX1gHux  JuId | 1 meHnp
JNOCSATHEHHSI pe3ybTary

2 CkJ1afaHHs TEXHIYHOTO 3aBIaHHS 1 neun

3 CTBOpEHHSI OCHOBHOI CLICHU 1 neHb

4 CTBOpEHHS TOJIOBHOTO Iepost 1 neHb

5 CTBOpEeHHS JOKaIlii 2 nHl

6 HanmamryBanHs kamMepy Ta Manu 1 nenn

7 CTBOpEHHS I1aJ10TOBOT CUCTEMH 2 nHi

8 Cucrema mporpecii 1 nenp

9 CTBOpPEHHSI TOJIOBHOTO MEHIO 1 nenp

10 [HBEHTap rosI0BHOTIO repos 1 neHb

11 Pecypcu Ta marasunu y cepeiuti rpu 1 neHb

12 Po3pobOxka 3aBaaHb Ta CIOKETY 3 nHi

13 boitoBa cucrema 3 mH1

14 3aBepIieHHs poOOTH 1 nenp
3arajibHa TPUBAJIICTb POOIT 20 nHiB
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4 BAMOI'Y 10 CKJIALY ¥ 3MICTY POBIT 13 BBEJIEHHSI
JOIAATKY B EKCIIVIYATAIIIO

Jlis Toro, mio0 [0JaTKOM MOMIM KOPHCTYBAaTHUCh TpaBIli HEOOX1ITHO
PO3MICTUTH HOTO y Mepexli IHTEepHEeT, y BUIbHOMY noctymi. g 1mporo Oyne
BUKOpucTaHuii cat Itch.io. Itch.io- e oHmaliH cepBic I PO3MIIICHHS, TTPOJAKY
Ta 3aBaHTaXCHHs 1HII-irop. JJIT KOPEKTHOTO 3aBaHTAKEHHS Ta BHUKOPHCTAHHSA,

oTpiOHO, 1100 10AaTOK BIJIOBIIaB BUMOTraM 3a3HadeHuM y T3.
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JTOJATOK B

IlnanyBanHs pooiT

HMeranizania mern npoekty Merogom SMART. [IpoaykToM IHIIIIOMHOTO
IPOEKTY € IrpoBuUil nonaTok xaupy — 2D RPG.

Pesyneraru neramaariii metogom SMART posmimieni y Tadm. b.1.

Tabmuug b.1 — eranizauis metonoM SMART po3smitieni y Taoa. b.1

Specific CrBopuTH irpoBuit goaarok y xxanpi — 2D RPG.

(KOHKpeTHa)

Measurable PesynbraToM poOOTH € OIliHKa KOPUCTYBaYiB.

(BUMIprOBaHHS)

Achievable Peasizariiss nmpoekTy 3m1HCHIOETBCS Y CEPEAOBUII PO3POOKHU

(mocsxHa) Unity, 3 BUKOpUCTaHHSI MOBU TiporpamyBaHHs CH#.

Relevant VY HasiBHOCTI € BC1 HEOOX1H1 TEXHIYHI Ta MPOTPaMHi 3aCO0U.

(peamicTuyHa) Po3poOHuKM nmoctarHhO  KBadmiikoBaHI IS BHUKOHAHHS
MOCTAaBJICHUX 3a/1a4.

Time-framed e Mae yacoBe oOMexkeHHs1. Po6oTa moBMHHA OyTH BUKOHAHA

(oOMmexeHa y y MIEBHUHN CTPOK.

qact)

Il1anyBaHHA 3MiCTy CTPYKTYPH POOiT

Jns miaHyBaHHSL 3MICTY CTPYKTYpU poOIT ciyxuth WBS niarpama —
IHCTPYMEHT MPOEKTHOTO MEHEIKMEHTY, 1110 BUKOPUCTOBYETHCS ISl I€KOMITO3ULIT
IIPOEKTY Ha MEHII, KepoBaHi enemeHTH. Hixue HaBeneHo cTpykrypy WBS, y saxiit
JIETAJIBLHO OMHMCAHO POOOTH, SIKi MOTPIOHO BUKOHATH HA KOKHOMY €Tarll CTBOPEHHS

npoekTy. Jliarpama WBS 300pakena Ha pucynky b.1.



1. MnaHyeaxHA podit

"Chronicles of Eldia"

2. TIpoekTyBaHHA

3. Pospoia npoeTy 4 TecTyBaHHA 5.3aBerJLI:IEHHF|
NpoeKTY npoeKTY pozpodkm
1.2 TlocTaxoexa 2.1 CTpyKTYpHO- i ) 4.1 TecTyeaHkA
_31'1 ;HOHF;{T?_H%BE';i ’ 3apaqi Ta Budip 1.3 MnaxysaHxA (DyHELiOHANEHE 22;:’;2';2{??”’: rg;ggﬁ;gocﬁug 3'? ?32?\3:‘8 NpaLesAaTHoCTi 51 Sﬁjﬁ:ﬂﬁ”’c 5.2 Cpada npoexTy
SAB]AHAA MDOSKT) pozpodeu MOEMNIDBEHHA p y : porp MExaHiK AOKY
[ | | | | | | | |
. - 2.1.1 NoBynoea ’
. 1.1.2 Awaniz om = ; 1.3.1 |neHThdikauin ] i 4.2 TecTyBaHHA
111 Ariarlla | unor TexsiuHoi 121 AH'am:iooem 122 Bfl_om r.1eT_o,1|B___ IT- npogkTY MeTaToM o u,le_lrpamw 221 P(?3p?§ha 311 CTBOD?HHH 321 CTBE][JIEHHH {yHKLOHany 5.2.1 Poauilens Ha
npeameTHol 0dnacTi peaniai po3podkmn Ta 3acodie peanizauii SMART VHELIOHAMEHOT MaKeTy mogened Av3aiHy [ONI0BHOTD M cairi
MOLEMIOEEHHR
1.1.1.10mnAp Ta 1.1.1.1 OnucaHHA 1.2.2.1 Bubip 1.3.2 Po3pofka 2.1.2 MoBynosa
AHANI3 ICHYIoUMY (DYHKLIOHAMBHIX :5;;??%:?“ ANrOpUTMY Po3poBKY iepapxiyHoT CTPYETYDM| |giarpam AekoMnosuLLl 2.2.r|2 E:::fnew 30155(;;?32‘9;:}; 3'2'3:'?;??;””9 4.3 TeCTyEaHHA 38ykY
aHanors BUMOT LML NpoexTy NPOEKTY pofiT Ta BKKOHABLIE IDEF0 P ¥ P
| I
1112 ,Etoc:nm»(eHHg 1.1.1.2 OnucaHHa , 1222 Bugip ) . S —
Ta OMWC NPEOMETHOI He 1.2.1.2 Pozpodra B 1.3.3 Modynoea | 2.1.3 Nodynosa UML- -£.3 [0
obnacti (DYHKLIOHANEHMX CUeHapio S - KaneHgapHoro nnaxy fiarpam
3aCTOCYBaHHA BIMOT BUMOT i

1.3.4 NMnaxysaHHA
PU3MKIE NPOEKTY

Pucynok b.1 — WBS Crpykrypa po6iT npoexty
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Ils1anyBaHHA CTPYKTYPH OpraHisaiii, 1Js BIPOBAIKEHHS

rorosoro npoekry (OBS)

OBS (Organizational Breakdown Structure) miarpama - 11¢ iHCTPYMEHT, IO
BUKOPUCTOBYETHCS JJISI Bi3yasizallii CTPYKTYpH OpraHi3allii mMpoeKTy Ta POo3IMOaAlTy
BIJIMOBIIAILHOCTEHM 3a MPOEKT MDK wieHamMu KoMauHau. OcHOBHOIO MeToro OBS
JiarpaMu € 3a0e3MeUeHHS YITKOTO PO3yMIHHS TOTO, SIKa POJIb Ta BIAMOBIIAIBHICTD
npu3HaueHa Il KOKHOTO wieHa komaHau. OBS  giarpama 300pakeHa Ha

pucyHky b.2.

Tabnuns b.2 — Bukonasii npoekty

Ponp IM’s IIpoekTHa ponb

Po3po6HuK I'py3no 1.P. Bukonye po3poOKy 0CHOBHOTO (h)yHKITIOHATY

Ta 1IHTEepEerc MPOEKTY

Juzaiinep I'py3no J.P. CTBOpIOE 30BHIIIHIA BUTJISI MOJICIICH Ta

nv3aiH iHTepdeiicy

TecryBanbauk | I'py3no /I.P. Bianoginae 3a TecTyBaHHs Mpare3aaTHOCT1

JOJIATKY, TIEPEBIPKY HA KPUTHUYHI TTOMUJIKA

Koncynerant | Hens B.I. dopmye 3aBIaHHS Ha pO3POOKY MPOEKTY
MIPOCKTY
Meunemxep I'py3no .P. BianoBinae 3a BUKOHAHHS TEPMIHIB, PO3IOJILIT

pecypciB Ta 3aBJaHb MK YYaCHUKaMHU.

Bukonye 30ip Ta aHaii3 JaHUX.
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1. Mpyago AP 2. Mpyzgo AP 3. Mpyzge O.P 4pysne AP 5Tpysoo AP
— — — F— P P P P 51 Mpyzno AP 52Tpyzpo AP
1.1 Mpysgo AP 1.2 Mpysgo 4P 1.3 Mpysgo AP 21 Mpysgo AP 2.2 Tpyzpo AP 31 Tpysgo O P 3.2Tpysgo O.P 4.1 pysgo 4P Hesn BT Hews BF
I [ I I I I I I I |
1.1.1 Tpysgo AP [1.1.2Tpyzpo AP 1.2.1 I'pyspo 4.P. 1.22 Tpysgo O.P. 1.3.1 Mpysge 4P 2.1.1 Mpysno A.P. 221 Mpyzpo AP 3.1.1 Tpyzgo AP 321 Mpyzpo AP 4.2 pysgo 4P 521 Mpyano AP
| | | | | | | | | ¥
11.1.1 Toys 1.1.1.1 Mpyago 1.2.1.1 Mpyzpo AR _— _— _— _— — _— _—
1.1.1 Mpysgo AP e HesA BT 1.2.2.1 Mpysno AP 1.3.2 py3zge 4P 2.1.2Mpysno AP 222 Mpyzpo AP 3.1.2Tpyzgo AP 322 Mpyzpo AP 43 Tpysgo 4P

1.1.1.2 Tpyzgo AP

1.1.1.2 Tpyzgo
oF

1.2.1.2 Tpyzno AP

1.2.2.2 Mpyzgo AP

1.3.3pyzno AP

21.3Tpyzno AR

1.3.4 pyzgo O P

323 Tpyzoo 0P

Pucynok b.2 — Opranizartiiina crpykrypa npoekry (OBS)

1S




52

Hiarpama I'anta

Hiarpama I'anTa - 1E I1HCTPYMEHT TNPOEKTHOTO MEHEIKMEHTY, SKH
BUKOPUCTOBY€ETHCS JUISI Bi3yasizallii TEPMiHIB Ta MOCTIAOBHOCTI 3aBJaHb MPOEKTY.
Bona cknagaetscsa 3 rpadika, Ha SKOMY 300pa’keHI 4acoBl paMKH IMPOEKTy Ta
3aBJaHHs, AKI MOTPIOHO BHUKOHATH, iX TPUBATICTh Ta 3aJ€KHOCTI MK HuMHU. Ha

pucynkax b.3-b.6 300paeHi niarpama ['anTa Ta cricok poOiT aiarpamu ['aHTa.

Peskun
ﬂ sagauy v Haseanwe 3agaun ~ [JnnTeneHocTe - Hauano ~  OkoHuaHue ~ [Mpes
1 _-3 4 MNnaHyBaHHA poBit 3 pHel Mu17.04.23 Cp 19.04.23
2 7 4 [NocTaHoBKA 3aBaHHA NPOSKTY 1 aeus Nu 17.04.23 Mu17.04.23
3 b 4 AHaniz npegmetHoi obnacti 1 aeHb Mu 17.04.23 N 17.04.23
d 7 QrnanTa aHanis icHyuUMx aHanorie 1 aeHb MNH17.04.23 M1 17.04.23
3 7 Oocnig#eHHA Ta onnc NpeameTHol 1 AeHb MH 17.04.23 MH 17.04.23
obnacti 3acTocyBaHHA

] . 4 AHaniz BAMOT TeXHIUHOT peanizauii 1 AeHb M1 17.04.23 MNu 17.04.23
7 7 OnNMCcaHHA PYHHWIOHANBHUK BUMOT 1 aeHb MH17.04.23 MH 17.04.23
8 7 OnucaHHA He GyHKUIoOHaNBHKMX BUMOT 1 AeHb MNH17.04.23 M1 17.04.23
9 7 4 MocTaHoBKa 3afadi Ta Bubip pospobkn 1 AeHb Br 18.04.23 BT 18.04.23
0 b 4 AHaniz ob'ekry po3pobkn 1 feHb Br 18.04.23 BT 18.04.23
" 7 CTBOpPEHHA KOHUENLWii NpoekTy 1 aeHb Br 18.04.23 BT 18.04.23
2 7 Po3pobra cueHapito 1 aexb Br 18.04.23 Br 18.04.23
z 13 . 4 BuBip meTogie Ta 3acobie peanizauil 1 AeHb Br 18.04.23 Bt 18.04.23
E 14 b BuBip anroputmy poapoBuu 1 neHb BT 18.04.23 BT 18.04.23
E 3 7 Bubip nporpamuoro 3afesneuenHAa 1 eHb Br18.04.23 Br 18.04.23
E 18 7 4 [lnaHyBaHHA 1 AeHb Cp 19.04.23 Cp 19.04.23
=N 7 laeHTMdivayia IT-npoekTy meTogom 1 neHe Cp 19.04.23 Cp 15.04.23

g SMART
18 7 Po3pobra iepapxiuHoi cTpyrTypM poBiT 1 geHb Cp 19.04.23 Cp 15.04.23

Ta BMHOHABLE
19 7 Mobynoea HaneHZapHoro NAaHy 1neus Cp 19.04.23 Cp 15.04.23
20 7 MAnaHyBaHHA PU3KKIB NPOEKTY 1aeus Cp 19.04.23 Cp 15.04.23
21 b 4 [IpOEKTYBAHHA NPOEKTY 2 fHeil Ut 20.04.23 Mr 21.04.23
22 7 4 CTPYKTPYHO QYHELiOHANBHE MOJENIOBAHH 1 AEHE Yt 20.04.23 Yr 20.04.23
23 7 Nobynoea giarpamu GyHKULIOHanbHOrO 1 AeHb Y1 20.04.23 YT 20.04.23
MOJEHOBAHHA
24 | |, Nobynoea aiarpam AekoMno3uuii IDEFO 1 aeHb YT 20.04.23 Yt 20.04.23
23 b NoBynoea UML-giarpam 1 neHs Y7 20.04.23 YT 20.04.23
26 b 4 poeKTyBaHHA iHTepdeiicy 1 feHb Nr21.04.23 Mr 21.04.23
27 E Poapofika makeTy 1 aeHb N7 21.04.23 M1 21.04.23
28 b CTBOpPEHHA NPOTOTHAY 1 peHs MT21.04.23 Mr 21.04.23
29 b 4 Poapobka npoekTy 17 pHeii M 24.04.23 BT 16.05.23
‘33' . 4 Pnanofika ronORHMX ClIeH 7 nuei Mu 24.04.9% RT02.05.7% -

Pucynok b.5 — Cniucok po6iT a1t moOynoBu giarpamu ['anta
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30 b 4 Po3pobKa roNnoBHHX cleH 7 oHed Nx 24.04.23 BT 02.05.23
31 * CTBOpEHHA Moaenei 6 oHe MMH 24.04.23 MH 01.05.23
32 E CTBOpEHHA rONOBHOTND MEHHD 1 neHe BT 02.05.23 BT 02.05.23
33 * 4 Poapobka nporpamu 10 gHeit Cp03.05.23 BT 16.05.23
34 b CTBOPEHHA AM3aRHY 4 gHei Cp 03.05.23 Mu 08.05.23
35 b CTBOPEHHA CKPMMTIB 5 oHeld BT 09.05.23 MH15.05.23
36 * [onasaHHA aceTis 10eHb BT 16.05.23 BT 16.05.23
37 b 4 TecTyBaHHA NPoeKTy 1 feHb Cp17.05.23 Cp 17.05.23
38 7 TecTyBaHHA NPaLe3aaTHOCTI MexaHik 1 geHb Cp17.05.23 Cp 17.05.23
39 7 TemTyBaHHA GYHKLIOHANY rON0BHOTO MeHK 1 AeHb Cp 17.05.23 Cp 17.05.23
40 b TecTyBaHHA 3BYKY 1 nevb Cp 17.05.23 Cp 17.05.23
4 b 4 3aBepuieHHs po3pobiku 1 feHb Ur18.05.23 ur 18.05.23
42 * OdopMAEHHA [ORYMeHTaLLT 1peHb 4r18.05.23 Y1 18.05.23
43 b Caaua NpoexTy 1 gevb Yr 18.05.23 Y7 18.05.23
A A PO3MILLEHHA Ha CaTI 1 neHb Y1 18.05.23 YT 18.05.23
Pucynox b.6 — IIponosxkeHHs cniucky poOiT ijist moOynoBH Jiarpamu ['aHTa
17 Anp ‘23 24 Anp 23 01 Maii 23 08 Maii 23 15 Maii ‘23 B
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Pucynok b.3 — [{iarpama ['anTa
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Pucynok b.4 — [Iponosxenns aiarpamu ['anta

AHaJIi3 pU3uKiB

AHami3 pU3UKIB € BaKJIMBOIO YACTUHOIO YIPABIIHHS MPOEKTOM, OCKUIBKH
J03BOJISIE 1IEHTU(IKYBaTH MOTEHUIMHI MpoOaeMu Ta 3a0e3leuyBaTH MOXKIUBICTD
NOTIEPEIHBOTO TUIAHYBAaHHS Ta YIPaBIIIHHA IXHIM BIUIMBOM Ha MPOEKT. BukoHaemo
SKICHY Ta KUJTbKICHY OI[IHKY PU3HUKIB.

SkicHa OIllHKa PU3UKIB MOJISITAa€ Y BU3HAYEHHI MMOBIPHOCTI BUHMKHEHHS
PU3HKIB Ta IXHBOTO BIUIMBY Ha MpoekT. Lled miaxij mossrae y BUKOPUCTaHHI
€KCIIEPTHOI OILIIHKA Ta JOCBIAYy MNpoQeCiOHATB JJii OLIHKA TOr0, HACKIIBKH
BXJIMBUMHU € PU3UKH Ta SIK BOHM MOXYTh BIUIMHYTH Ha MNPOEKT. Pesynprarom
SKICHOI OIIIHKHA PH3HMKIB € CIHCOK MOTEHIIHHUX MpoOjeM Ta iXHIX BITHOCHHUX
NPIOPUTETIB, IO MOXKE OyTH BUKOPUCTAHO JIA PO3POOKU IUIaHy YHPABIIHHS
pHU3UKaMHU.

KinbkicHa oOIllHKa pU3MKIB Mepegdayae BUMIPIOBaHHS HWMOBIPHOCTI
BUHHUKHEHHSI PU3MKIB Ta IXHBOIO BIUIMBY HA MPOEKT y KOHKPETHUX YHCIOBUX
3Ha4YeHHAX. J{J1 [bOTO MOYXKHA BUKOPUCTOBYBATH CTAaTUCTUYH1 METOJM, MAaTEMaTHYH1

MOJIEJIl Ta 1HII IHCTPYMEHTH aHai3y.
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KinbkicHa 1 sIKiCHA OLIIHKA PU3UKIB MOXKYTh BUKOPHUCTOBYBATHCSI OKpeMO ab0
paszoM, 3aJeKHO BiJ HASBHOTO Yacy 1 OIOMKETy, HEOOXIAHOCTI B KUIBKICHIA abo
SKICHIM OINHIN pu3MWKiB. Y Tabmuii b.5 3HaxomauThecs kiaacudikailisi pu3UKIB 3a
MOKa3HUKaMHU MMOBIPHOCTI BUHUKHEHHS PU3HKY Ta BEJIMYMHI BTpaT.

Jlani BUKOHA€EMO IJTaHYBaHHS pearyBaHHS Ha pU3UKH — L€ PO3pOOKa METO/IIB
1 TEXHOJIOTiIA 3HIKEHHS HETaTHBHOTO BIUIMBY PH3UKIB Ha MPOEKT. Bu3zHaunMmo
e(eKTUBHICTh PO3POOKH pearyBaHHs Ha MPOEKT, BUSHAYMMO YU OyAyTh HACHIJIKH
BIIMBY PU3HMKY HA MPOEKT MO3UTUBHUMHU ab0 HeraTuBHUM. OIIHIOEMO PHU3UKH 32
NOKa3HUKaMH, 110 3HaxoAThes B Ta0n. b.3. Ha ocHOBI oninku OynyemMo MaTpuiito

MMOBIPHOCTI BUHUKHEHHS PU3UKIB Ta BIUIMBY PU3HUKY, 1110 300paxkeHa Ha puc. b.7.

Tabnung b.3 — Illkana oniHoBaHHS KMOBIPHOCTI BUHUKHEHHS Ta BIUIMBY PU3UKY Ha

BUKOHAHHS IIPOEKTY

Omuinka VIMOBipHiCTh BHHUKHEHHS BB pusuky
1 Hwusbka Huspkun
2 Cepenns Cepenniit
3 Bucoka Bucoxwnii

RS 4,RS 6

RS 10, RS 15

NmoBIpHICTE BHHHKHEHHSA

Brinue puzuky

Pucynox b.7 — Marpurtis tMOBIpHOCTI BUHUKHEHHS PU3UKIB Ta BIUTMBY PU3UKY



Ha pucynky b.7 BUKoprcTaHo Taki Mo3HauYeHHS:

O 3eJIeHMI KOJip — MPUUHATHI PU3UKY;

O KOBTHUH KOJIIp — BUMPABIAHHI PU3UKHU;

O YEpPBOHMI KOJIP — HEIOMYCTUM1 PU3HKH.

Ha migcraBi oTpUMaHOro 3HAYEHHS 1HJEKCY PHU3UKH KIACHU(IKYIOTh: 3a

PIBHEM PHU3HKY, III0 3HAXOIUTHCS B TaOmuill b.4.

Tabmuus b.4 — llkana oriHiOBaHHS 3a PIBHEM PU3UKY

No Hasga Mexi Pusuku, siki BXonatb(HOMEpPa)
1 [TpuitasaTHi I<R<2 8,12,13

2 Bunpasnani 3<R<4 2,4,6,10,11,15

3 Henonyctumi 6<R<9 1,3,5,9,14




Tabnuis b.5 — Oninka IMOBIPHOCTI BAHUKHEHHS, BETMYMHU BTPAT Ta 1HACKCY PUZUKY

ID Craryc Onuc pusuky VIMoBipHicTb Bruus Panr [Tnan A Tun [Inan b
PU3HUKY BUHUKHEHHSI PU3UKY PU3UKY cTparerii
pearyBaHHs
RS 1 Binkputuit | Hemopo3yminHs Mix Cepennii Hanaronutu [Tonepenxxe | OneparuBHe
PO3pOOHUKOM Ta CHIBIpAITIO C HHS BUSIBJIICHHS
3aMOBHHKOM 3aMOBHHKOM. HEBIAMOBIAHOCTEN
Jo3Bonutu MiX 3asBJICHAMH
3aMOBHHKY YMOBaMH Ta
KOHTPOJIIOBATH XapaKTepUCTUKAMHU
eTanu poOoTH. HPOIYKTY.
RS 2 Binkpurtuit | IlosiBa [TpoBectu anami3 [IpuitHsaTTa
aJIbTEPHATUBHOTO JIOJIATKIB-aHAJIOTB
HPOIYKTY
RS 3 Bigkputuii | HeuiTke 3aBaaHHs Ha Cepenns ITix yac ITonepemxe | I1pu BusiBneHi
pO3poOKy TJIaHyBaHHS POOIT, | HHA HEBIIMOBITHOCTEH
YiTKO 0OTOBOPUTH XapaKTepUCTUK
yci BUIM BUMOT MPOIYKTY IO BUMOT,
Tpeba yiTKo
BU3HAUUTH TTOMUJIKH
Ta 3pOOUTHU MPABKHU.
RS 4 | Biakpuruii Husbka xBamidikaris Cepenns Cepenniit [lepersinyTH [Mom’sxmen | BpaxyBaru yac Ha

PO3pOOHUKIB IPOEKTY

pecypcu Juist
Ti/IBUIIICHHSI PIBHS
kBasiikarii.

Hs

MiATOTOBKY. 3HANTH
pecypcu st
TiIBUIIICHHS] PIBHSA
3HAHb.

LS




[Tponosxenns tabdmuili b.5

RS 5 | Bigkpuruit Heontumaneuuit
pO3MOJIiI yacy

RS 6 | Bigkpurwii Yacte BHECCHHS 3MiH
y T3

RS 7 | Bigkpuruit Bubip needexruBHOT
TEXHOJIOT'1l po3po0KH

RS 8 | Bigkpuruit He BipHa orinka
MacmTaliB IPOEKTY

RS 9 | Bigkputuit [Tomunku
MPOEKTYBaHHS

CepenHiii

CepenHiii

[TpoBecTn anani3 [Tom’saxm | Buectu npasku 10
HalaKTyaldbHIIIUX | €HHA TEepPMIHIB peaizaii
IPOIIECiB Ta POOIT. pOOIT.
3MIHUTH MIPIOPUTETH
MpoIeciB poOoTH.
Omnwucarn Bumoru | Ileperoc | Yaromuru Bei
JI0 IPOEKTY. HOJIOKEHHS 3
Oo6roBopuTH 3aMOBHHKOM, Yy pa3i
TeXHiuH1 3aco0u noTpedu BHECTU
BUKOHAHHS HEOoOXi/IHI 3MiHH Ta
IIPOEKTY. HOIIPABKH.
[TpoananizyBaru [om’sixkmn | Buminutu gac Ha
METOJU Ta 3ac0o0u, | €HHs 3MiHY 3ac001B
JUTSI BAKOHAHHS PO3pOOKH.
MIPOEKTY.
[Tpoectn ananmiz | [Tom’sikmr | TTepeOymoBa crparerii
MIPOEKTY. CHHS PpO3poOKH
JleTanbHO omucaru
MOCTAHOBKY
3a1ayi.
[TpoanamnizyBaru
MacIiTadu
IIPOEKTY.
Ha erami TTom'axm | 3xiiicHIoBaTH
MPOEKTYBaHHS CHHS MPOMIKHUI KOHTPOJIb
TICHO pe3yNbTaTiB

CHiBHpaLIIOBaTI/I C
3aMOBHHKOM.

BHUKOHAHHS IIPOCKTY.

8§



[Tponosxenns tabdmuili b.5

RS 10 3001 B pobOTi
HPOrPaMHOro

3a0€e3eYeHH

Binkpuruit

RS 11 | Binkpuruit BincytHicth
pe3epBHUX KOt

MaHuX

RS 12 Peanizarmis
HEeNnoTpiOHOT

(bYHKIIOHATTBHOCTI

Binkpuruii

HeBuxonanus
MOHITOPHHTY MIPOEKTY

RS 13 | BigkpuTwii

RS 14 BunukaeHHs mpodnem
13 IporpaMHUM
3a0e3nedeHHIM

KOpPHUCTYBa4iB.

Binkpurnii

RS 15 3MiHa BUMOT
3aMOBHHKA B TMIpolieci

PO3pOOKH TIPOEKTY

Binkpurnii

Cepennii

[Tigrorysaru pe3eps [MonepemxenHs | 3aMiHUTH IPOTpaMHe
MPOTpaMHUX 3aC001B. 3a0e31eveHHs.
ABTOMaTHYHE [Tonepemkenns | 30epiratu gaHi micis
30epeKeHHs TaHuX. KOYXHOTO €Tamy
Maru nexinpka PO3pOOKH.
pe3epBHUX HOCIIB
iHpopMmalii.
[Tonepennutn Bukopucranns | [IpoananizyBaru
3aMOBHUKA PO BUTOIH 1 30UTKH Bif
JOJaTKOBUI 3MiH IPOEKTY.
(GyHKLIIOHAIL.
KontpontoBaru ITepenoc 3aMOBHUK IMOBUHEH
pe3yabTaTH B XOA1 3MIIACHIOBATH
CTBOPEHHS TIPOCKTY. KOHTPOJIb PO3POOKH.
HanaBaru mpomixHi
Pe3yABTATH TICIIS
KO>KHOTO €Tary.
Monudikaris npoexry | [IpuitHsaTTs

3 BpaxyBaHHIM Pi3HUX
BEpCiii IPOTPaMHOTO
3a0e31eUeHHS.

V3roguTH BCi MUTaHHS
Ha IMOYaTKOBUX
eramnax, oo
MiHIMi3yBaTH
KUIBKICTB 3MIH IIiJ Yac
PO3pOOKH.

TTom’ sxmeHHs

[epeominka IpoexTy
KOXKHOTO pasy, KOJIH
BUMOTH 3MIHIOIOTHCS.
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JTOJNATOK B
JICTHHT MOJY.JIIB

daiin GameManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class GameManager :

MonoBehaviour {

public static GameManager instance;

public
public
public

public
public

CharStats[] playerStats;

string[] itemsHeld;
int[] numberOfItems;
Item[] referenceltenms;

public int currentGold;

// Use this for initialization
void Start () {

}

instance = this;
DontDestroyOnLoad(gameObject);

SortItems();

// Update is called once per frame
void Update () {

if(gameMenuOpen || dialogActive

battleActive)

{

PlayerController.instance.canMove
} else

{
}

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

PlayerController.instance.canMove

AddItem("Iron Armor");
AddItem("Blabla");

RemoveItem("Health Potion");
RemoveItem("Bleep");

}

if (Input.GetKeyDown(KeyCode.0))
{

}

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

}

SaveData();

LoadData();

|| fadingBetweenAreas || shopActive ||

false;

= true;

60

bool gameMenuOpen, dialogActive, fadingBetweenAreas, shopActive, battleActive;



}

public Item GetItemDetails(string itemToGrab)
{

for(int i = @; i < referenceltems.Length; i++)

if(referenceltems[i].itemName == itemToGrab)

{
}

return referenceltems[i];

return null;

}
public void SortItems()
{
bool itemAFterSpace = true;
while (itemAFterSpace)
{
itemAFterSpace = false;
for (int i = @; i < itemsHeld.Length - 1; i++)
{
if (itemsHeld[i] == "")
{
itemsHeld[i] = itemsHeld[i + 1];
itemsHeld[i + 1] = "";
numberOfItems[i] = numberOfItems[i + 17;
numberOfItems[i + 1] = O;
if(itemsHeld[i] != "")
{
itemAFterSpace = true;
}
}
}
}
}
public void AddItem(string itemToAdd)
{

int newItemPosition = 0;
bool foundSpace = false;

for(int i = @; i < itemsHeld.Length; i++)

{
if(itemsHeld[i] == "" || itemsHeld[i] == itemToAdd)
{
newItemPosition = i;
i = itemsHeld.Length;
foundSpace = true;
}
}
if(foundSpace)

bool itemExists = false;
for(int i = @; i < referenceltems.Length; i++)

{



if(referenceltems[i].itemName == itemToAdd)

{
itemExists = true;
i = referenceltems.Length;
}
}
if(itemExists)
{
itemsHeld[newItemPosition] = itemToAdd;
numberOfItems[newItemPosition]++;
} else
{
Debug.LogError(itemToAdd + " Does Not Exist!!");
}
}
GameMenu. instance.ShowItems();
}
public void RemoveItem(string itemToRemove)
{
bool foundItem = false;
int itemPosition = 9;
for(int i = @; i < itemsHeld.Length; i++)
{
if(itemsHeld[i] == itemToRemove)
{
foundItem = true;
itemPosition = i;
i = itemsHeld.Length;
}
}
if(foundItem)
{
numberOfItems[itemPosition]--;
if(numberOfItems[itemPosition] <= 0)
{
itemsHeld[itemPosition] = "";
}
GameMenu. instance.ShowItems();
} else
{
Debug.LogError("Couldn't find " + itemToRemove);
}
}

public void SaveData()
{
PlayerPrefs.SetString("Current_Scene", SceneManager.GetActiveScene().name);
PlayerPrefs.SetFloat("Player_Position_ x",
PlayerController.instance.transform.position.x);
PlayerPrefs.SetFloat("Player_Position_y",
PlayerController.instance.transform.position.y);
PlayerPrefs.SetFloat("Player_Position_z",
PlayerController.instance.transform.position.z);

//save character info
for(int i = @; i < playerStats.Length; i++)
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{
if(playerStats[i].gameObject.activeInHierarchy)
{
PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_active", 1);
} else
{
PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_active", 0);
}

PlayerPrefs.SetInt("Player_" + playerStats[i].charName +
playerStats[i].playerLevel);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_CurrentExp",
playerStats[i].currentEXP);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_CurrentHP",
playerStats[i].currentHP);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_MaxHP",
playerStats[i].maxHP);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_CurrentMP",
playerStats[i].currentMP);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_MaxMP",
playerStats[i].maxMP);

PlayerPrefs.SetInt("Player_ " + playerStats[i].charName + "_Strength",
playerStats[i].strength);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_Defence",
playerStats[i].defence);

PlayerPrefs.SetInt("Player_" + playerStats[i].charName + "_WpnPwr",
playerStats[i].wpnPwr);

PlayerPrefs.SetInt("Player_ " + playerStats[i].charName +
playerStats[i].armrPwr);

PlayerPrefs.SetString("Player_
playerStats[i].equippedWpn);

PlayerPrefs.SetString("Player_
playerStats[i].equippedArmr);

}

_Level”,

_ArmrPwr",

+ playerStats[i].charName + "_EquippedWpn™,

+ playerStats[i].charName + "_EquippedArmr",

//store inventory data
for(int i = @; i < itemsHeld.Length; i++)

{
PlayerPrefs.SetString("ItemInInventory " + i, itemsHeld[i]);
PlayerPrefs.SetInt("ItemAmount_" + i, numberOfItems[i]);
}
}
public void LoadData()
{

PlayerController.instance.transform.position = new
Vector3(PlayerPrefs.GetFloat("Player_ Position_x"),
PlayerPrefs.GetFloat("Player_ Position_y"), PlayerPrefs.GetFloat("Player_ Position_z"));

for(int i = @; i < playerStats.Length; i++)

{
if(PlayerPrefs.GetInt("Player_" + playerStats[i].charName + "_active") == 0)

{
playerStats[i].gameObject.SetActive(false);

} else

{
}

playerStats[i].gameObject.SetActive(true);

playerStats[i].playerLevel = PlayerPrefs.GetInt("Player_ " +
playerStats[i].charName + "_Level");

playerStats[i].currentEXP = PlayerPrefs.GetInt("Player " +
playerStats[i].charName + "_CurrentExp");

playerStats[i].currentHP = PlayerPrefs.GetInt("Player " +
playerStats[i].charName + " _CurrentHP");
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playerStats[i].maxHP = PlayerPrefs.GetInt("Player_ " + playerStats[i].charName
+ " _MaxHP");

playerStats[i].currentMP = PlayerPrefs.GetInt("Player " +
playerStats[i].charName + "_CurrentMP");

playerStats[i].maxMP = PlayerPrefs.GetInt("Player_" + playerStats[i].charName
+ " MaxMP");

playerStats[i].strength = PlayerPrefs.GetInt("Player_" +
playerStats[i].charName + "_Strength");

playerStats[i].defence = PlayerPrefs.GetInt("Player_ " +
playerStats[i].charName + " _Defence");

playerStats[i].wpnPwr = PlayerPrefs.GetInt("Player_" +
playerStats[i].charName + "_WpnPwr");

playerStats[i].armrPwr = PlayerPrefs.GetInt("Player_" +
playerStats[i].charName + "_ArmrPwr");

playerStats[i].equippedWpn = PlayerPrefs.GetString("Player_ " +
playerStats[i].charName + "_EquippedWpn");

playerStats[i].equippedArmr = PlayerPrefs.GetString("Player_ " +
playerStats[i].charName + "_EquippedArmr");

for(int i = @; i < itemsHeld.Length; i++)

{

itemsHeld[i] = PlayerPrefs.GetString("ItemInInventory " + i);
numberOfItems[i] = PlayerPrefs.GetInt("ItemAmount_" + i);

®daiin PlayerController.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class PlayerController : MonoBehaviour {

public Rigidbody2D theRB;
public float moveSpeed;

public Animator myAnim;

public static PlayerController instance;
public string areaTransitionName;
private Vector3 bottomLeftLimit;

private Vector3 topRightLimit;

public bool canMove = true;

// Use this for initialization
void Start () {

if (instance == null)
{
instance = this;
} else
{
if (instance != this)
{
Destroy(gameObject);
}
}

DontDestroyOnLoad(gameObject);
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}

// Update is called once per frame
void Update () {
if (canMove)

{
theRB.velocity = new Vector2(Input.GetAxisRaw("Horizontal"),

Input.GetAxisRaw("Vertical™)) * moveSpeed;

} else

{
}

theRB.velocity = Vector2.zero;

myAnim.SetFloat("moveX", theRB.velocity.x);
myAnim.SetFloat("moveY", theRB.velocity.y);

if (Input.GetAxisRaw("Horizontal") == 1 || Input.GetAxisRaw("Horizontal") == -1
|| Input.GetAxisRaw("Vertical") == 1 || Input.GetAxisRaw("Vertical") == -1)
{
if (canMove)
{
myAnim.SetFloat("lastMoveX", Input.GetAxisRaw("Horizontal"));
myAnim.SetFloat("lastMoveY", Input.GetAxisRaw("Vertical"));

}

transform.position = new Vector3(Mathf.Clamp(transform.position.x,
bottomLeftLimit.x, topRightLimit.x), Mathf.Clamp(transform.position.y, bottomLeftLimit.y,
topRightLimit.y), transform.position.z);

}
public void SetBounds(Vector3 botLeft, Vector3 topRight)
{
bottomLeftLimit = botLeft + new Vector3(.5f, 1f, of);
topRightLimit = topRight + new Vector3(-.5f, -1f, of);
}
}
daiin DialogManager

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class DialogManager : MonoBehaviour {
public Text dialogText;
public Text nameText;
public GameObject dialogBox;
public GameObject nameBox;

public string[] dialogLines;

public int currentLine;
private bool justStarted;

public static DialogManager instance;

private string questToMark;
private bool markQuestComplete;



private bool shouldMarkQuest;
// Use this for initialization
void Start () {

instance = this;

//dialogText.text = dialoglLines[currentLine];

}

// Update is called once per frame
void Update () {

if(dialogBox.activeInHierarchy)

{
if(Input.GetButtonUp("Firel"))
{
if (!justStarted)
{
currentLine++;
if (currentLine >= dialoglLines.Length)
{
dialogBox.SetActive(false);
GameManager.instance.dialogActive = false;
if(shouldMarkQuest)
{
shouldMarkQuest = false;
if(markQuestComplete)
{
QuestManager.instance.MarkQuestComplete(questToMark);
} else
{
QuestManager.instance.MarkQuestIncomplete(questToMark);
}
}
}
else
CheckIfName();
dialogText.text = dialoglLines[currentLine];
}
} else
{
justStarted = false;
}
}
}
}
public void ShowDialog(string[] newLines, bool isPerson)
{
dialoglLines = newlines;
currentlLine = 0;
CheckIfName();

dialogText.text = dialoglLines[currentLine];
dialogBox.SetActive(true);
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justStarted = true;
nameBox.SetActive(isPerson);

GameManager.instance.dialogActive = true;

}
public void CheckIfName()
{
if(dialoglLines[currentLine].StartsWith("n-"))
{
nameText.text = dialoglLines[currentLine].Replace("n-", "");
currentLine++;
}
}

public void ShouldActivateQuestAtEnd(string questName, bool markComplete)
{

questToMark = questName;

markQuestComplete = markComplete;

shouldMarkQuest = true;

®daita CameraController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Tilemaps;

public class CameraController : MonoBehaviour {
public Transform target;

public Tilemap theMap;
private Vector3 bottomLeftLimit;
private Vector3 topRightLimit;

private float halfHeight;
private float halfWidth;

public int musicToPlay;
private bool musicStarted;

// Use this for initialization
void Start () {
//target = PlayerController.instance.transform;
target = FindObjectOfType<PlayerController>().transform;

halfHeight = Camera.main.orthographicSize;
halfWidth = halfHeight * Camera.main.aspect;

theMap.CompressBounds();

bottomLeftLimit = theMap.localBounds.min + new Vector3(halfWidth, halfHeight,
of);

topRightLimit = theMap.localBounds.max + new Vector3(-halfWidth, -halfHeight,
of);

PlayerController.instance.SetBounds(theMap.localBounds.min,
theMap.localBounds.max);
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}

// LateUpdate is called once per frame after Update
void LateUpdate () {

transform.position = new Vector3(target.position.x, target.position.y,

transform.position.z);

transform.position = new Vector3(Mathf.Clamp(transform.position.x,
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bottomLeftLimit.x, topRightLimit.x), Mathf.Clamp(transform.position.y, bottomLeftLimit.y,

topRightLimit.y), transform.position.z);

if(!musicStarted)

{
musicStarted = true;
AudioManager.instance.PlayBGM(musicToPlay);

®aita MainMenu.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class GameMenu : MonoBehaviour {

public GameObject theMenu;
public GameObject[] windows;

private CharStats[] playerStats;

public Text[] nameText, hpText, mpText, 1lvlText, expText;
public Slider[] expSlider;

public Image[] charImage;

public GameObject[] charStatHolder;

public GameObject[] statusButtons;

public Text statusName, statusHP, statusMP, statusStr, statusDef, statusWpnEqgpd,

statusWpnPwr, statusArmrEqpd, statusArmrPwr, statusExp;
public Image statusImage;

public ItemButton[] itemButtons;

public string selectedItem;

public Item activeItem;

public Text itemName, itemDescription, useButtonText;

public GameObject itemCharChoiceMenu;
public Text[] itemCharChoiceNames;

public static GameMenu instance;
public Text goldText;

public string mainMenuName;

// Use this for initialization
void Start () {
instance = this;

}



// Update is called once per frame
void Update () {
if(Input.GetButtonDown("Fire2"))

{
if(theMenu.activeInHierarchy)
//theMenu.SetActive(false);
//GameManager.instance.gameMenuOpen = false;
CloseMenu();
} else
{
theMenu.SetActive(true);
UpdateMainStats();
GameManager.instance.gameMenuOpen = true;
}
AudioManager.instance.PlaySFX(5);
}
}
public void UpdateMainStats()

{

playerStats = GameManager.instance.playerStats;

for(int i = @; i < playerStats.Length; i++)

t if(playerStats[i].gameObject.activeInHierarchy)
charStatHolder[i].SetActive(true);

nameText[i].text = playerStats[i].charName;

hpText[i].text = "HP: " + playerStats[i].currentHP + "/" +

playerStats[i].maxHP;

mpText[i].text = "MP: " + playerStats[i].currentMP + "/" +

playerStats[i].maxMP;

lvlText[i].text = "Lvl: " + playerStats[i].playerLevel;

expText[i].text = + playerStats[i].currentEXP +
playerStats[i].expToNextLevel[playerStats[i].playerLevel];

expSlider[i].maxValue =

playerStats[i].expToNextLevel[playerStats[i].playerLevel];
expSlider[i].value = playerStats[i].currentEXP;
charImage[i].sprite = playerStats[i].charIamge;

wy

} else
{
charStatHolder[i].SetActive(false);
}
}
goldText.text = GameManager.instance.currentGold.ToString() + "g";
}
public void ToggleWindow(int windowNumber)
{
UpdateMainStats();
for(int i = ©; i < windows.Length; i++)
{
if(i == windowNumber)
{
windows[i].SetActive(!windows[i].activeInHierarchy);
} else
{

windows[i].SetActive(false);
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}

itemCharChoiceMenu.SetActive(false);

}

public void CloseMenu()

{
for(int i = @; i < windows.Length; i++)

{
}

theMenu.SetActive(false);

windows[i].SetActive(false);

GameManager.instance.gameMenuOpen = false;

itemCharChoiceMenu.SetActive(false);

}

public void OpenStatus()

{
UpdateMainStats();

//oHoBNeHHA iHdpopmauil
StatusChar(9);

for(int i = @; i < statusButtons.Length; i++)
{
statusButtons[i].SetActive(playerStats[i].gameObject.activeInHierarchy);
statusButtons[i].GetComponentInChildren<Text>().text =
playerStats[i].charName;

}
public void StatusChar(int selected)
{
statusName.text = playerStats[selected].charName;
statusHP.text = "" + playerStats[selected].currentHP + "/" +
playerStats[selected].maxHP;
statusMP.text = "" + playerStats[selected].currentMP + "/" +

playerStats[selected].maxMP;
statusStr.text = playerStats[selected].strength.ToString();
statusDef.text = playerStats[selected].defence.ToString();
if(playerStats[selected].equippedWpn = "")

statusWpnEgpd.text = playerStats[selected].equippedWpn;

}
statusWpnPwr.text = playerStats[selected].wpnPwr.ToString();
if (playerStats[selected].equippedArmr != "")

statusArmrEgpd.text = playerStats[selected].equippedArmr;
}
statusArmrPwr.text = playerStats[selected].armrPwr.ToString();
statusExp.text =
(playerStats[selected].expToNextLevel[playerStats[selected].playerLevel] -
playerStats[selected].currentEXP).ToString();
statusImage.sprite = playerStats[selected].charIamge;

}

public void ShowItems()
{

GameManager.instance.SortItems();
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for(int i = @; i < itemButtons.Length; i++)

{
itemButtons[i].buttonvalue = i;
if(GameManager.instance.itemsHeld[i] != "")
{

itemButtons[i].buttonImage.gameObject.SetActive(true);

itemButtons[i].buttonImage.sprite =
GameManager.instance.GetItemDetails(GameManager.instance.itemsHeld[i]).itemSprite;

itemButtons[i].amountText.text =
GameManager.instance.numberOfItems[i].ToString();

} else
{
itemButtons[i].buttonImage.gameObject.SetActive(false);
itemButtons[i].amountText.text = "";
}
}
}
public void SelectItem(Item newItem)
{
activeItem = newItem;
if(activelItem.isItem)
{
useButtonText.text = "Use";
}
if(activeItem.isWeapon || activeItem.isArmour)
{
useButtonText.text = "Equip";
}
itemName.text = activeItem.itemName;
itemDescription.text = activeItem.description;
}
public void DiscardItem()
{
if(activelItem != null)
{
GameManager.instance.RemoveItem(activeItem.itemName);
}
}

public void OpenItemCharChoice()
{

itemCharChoiceMenu.SetActive(true);

for(int i = @; i < itemCharChoiceNames.Length; i++)

{

itemCharChoiceNames[i].text = GameManager.instance.playerStats[i].charName;

itemCharChoiceNames[i].transform.parent.gameObject.SetActive(GameManager.instance.playersS
tats[i].gameObject.activeInHierarchy);

}
}
public void CloseItemCharChoice()
{
itemCharChoiceMenu.SetActive(false);
¥

public void UseItem(int selectChar)
{



activeItem.Use(selectChar);
CloseItemCharChoice();

}
public void SaveGame()
{
GameManager.instance.SaveData();
QuestManager.instance.SaveQuestData();
}
public void PlayButtonSound()
{
AudioManager.instance.PlaySFX(4);
}

public void QuitGame()
{

SceneManager.LoadScene(mainMenuName);

Destroy(GameManager.instance.gameObject);
Destroy(PlayerController.instance.gameObject);
Destroy(AudioManager.instance.gameObject);
Destroy(gameObject);
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