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AHOTALIS

Kpanidikamiitna poOoTa mpuUCBsY€HA PO3POOJEHHIO KpOocmiaaThOopMHOTO
MOOUTBHOTO IrPOBOTO 3aCTOCYHKY Yy skaHpi endless runner (HeckiHueHHMIA paHHED)
3 OPHTIHAJIIBHOIO MEXaHiKo0 ¢izumyHoro rapmysa (grappling hook) mis mrardhopmu
Android. 3actocyHok peanizoBaHo y cepeaoBuiili po3pooku Unity 6.3 LTS moBoro
nporpamyBanHs C# 3 BUKOpHCTaHHSIM KoMmmoHeHTa DistanceJoint2D mis dizudaHO
KOPEKTHOT CUMYJIAIIT MAaSTHUKOBOTO PYXY.

VY poOoTi 3111iCHEHO KOMIUIEKCHUHM aHaji3 MpeaIMEeTHOI1 rajy3i MOOUIBHUX
Irop: AociikeHo puHoK MoOutbHuX irop (90,7 mupa USD y 2023 p.), BU3HAYEHO
oco0auBOCTI kaHpy endless runner, po3poOJIeHO TPU JeTajdbHI MEPCOHU IUTHOBOT
aynutopii 3a meroposorieto User-Centered Design. IlpoBeaeHo mopiBHSUTBHUMN
aHani3 Tpprox anainoriB (Subway Surfers, Temple Run 2, Hook) 3a 13 xpurepisamu,
110 BUSIBUB MPUHITUTIOBY PHHKOBY MPOTAIMHY: )KOJCH aHAJIOT HE TIOEAHYE (i3HUHy
CUMYJISIIII0 MasTHHKA 3 jkaHpoM endless runner Ta mpoleqypHOIO T€HEpPAIi€lo
piBHiB. ChopmynbpoBaHo 14 QyHKIIOHATBHUX BUMOT 3a MeToaojorie;ro MoSCoW
ta 10 HedyHKIIIOHATIBHUX BUMOT BiAnmoBiaHO 10 cTanaapty ISO/IEC 25010:2023.

3MiiCHEHO TEOPETUYHE TOCTKEHHS MIIXO0IB 10 PO3POOKH MOOLIBLHUX 1rOp
Ta MPOBEJCHO MOPIBHUIBHUM aHani3 irpoBux pyuriiB Unity Ta Godot. Po3pobneno
NOBHY (PYHKIIOHAIBHY MOJEIb cucteMu 3acobamu UML (miarpamu BapiaHTIB
BUKOPUCTAHHS, KJaciB, TOCIIMOBHOCTI, HaBiraiii). CHpOEKTOBAHO MOIYJIbHY
apxiTekTypy Ha ocHoBi mpuHIMNiB SOLID Ta mectu apxiTeKTypHHUX MaTepHIB:
Observer, Singleton, Component, Prefab, FIFO Queue Ta State Machine.

[IpakTnyHa YacThHA BKJIIOYAE peainizamiro mectu CH#-CKpUNTIB 3araibHUM
obcsroMm Onm3pko 435 psaakiB xkomy: Gamelnput (Singleton-menemxep BBOIY 3
multi-touch minrpumkoro), PlayerParkour (ckiHueHHHMI aBTOMAaT 3 MEXaHIKOIO
rapiyHa Ta ajJropuTMOM KyTOBOI'O TOIIYKY TOYKHM 3aderuicHHs), LevelGenerator
(FIFO-uepra mporenypHoi reHepamii 3 TpbOMa THIAMH  TEPEIIKON),
MobilelnputController (amantep mxoiictuka), ScoreManager (migpaxyHOK

nucranii) Ta DeathZone (3ona cmepti ta pectapt). HamamroBano Cinemachine-



kamepy 3 Dead Zone ta Damping, mo6inbHe Ul-kepyBanns uepe3 Simplelnput Ta
rpadiky y ctuimi pixel art.

[IpoBeneno ¢yHKUiIOHANBHE Ta HEPYHKIIOHATbHE TecTyBaHHS 3a 20 TecT-
keilcamu — yci orpumanu crtatyc «lIpodgeno». IloOynoBana wmaTpuis
BijcTexeHHsT BUMor miarBepauna 100% mokpuTTs BCiX (YHKIIOHAIBHUX BUMOT.
3Be/IeH1 METPUKHU SKOCTI 3HaYHO MEPEBUILIMIN BCTAHOBIIEHI OPOTU: MIHIMAJIbHUM
FPS = 52 xangpu/c (nHopma > 30), mikoBe crioxxuBandsi RAM = 87 Mb (nopma < 150
MB), yac 3aBanTaxxenss = 1,8 ¢ (Hopma < 5 ¢).

PesynpraToM € mMOBHOMYHKIIOHAJBHUNA KpOCIUIaTGOPMHUN MOOLIBHUMN
ITPOBUM 3aCTOCYHOK, WIO JEMOHCTPYE 3aCTOCYBaHHS CYYaCHHUX MIIXOJIIB [0
1HXKEeHepil MporpaMHOro 3a0e3NneyueHHsl Y KOHTEKCT1 IrpoBoi po3poOku. OTpumani
pe3ylbTaTh MOXYTh OyTH BHUKOPUCTaHI Yy HaBUaJbHOMY TIpOIEC SIK
JEMOHCTpAlIMHUNA 3pa30K, a TAKOX SK OCHOBA IS MOJAIBIIOTO0 KOMEPIIIHOTO
po3BHUTKY Ta mybuikaiii y Google Play.

Kirouosi cnosa: Unity, C#, MOOLIEHUN 3aCTOCYHOK, KpoctuiaropMmHa po3poOka,
irpoBa Mexanika, grappling hook, DistanceJoint2D, nporneypna renepaitis, endless
runner, Android, Cinemachine, New Input System, marepu Observer, SOLID,
TECTYBaHHS MTPOrPaMHOTO 3a0€3eUeHHSI.



ABSTRACT

The qualification work is dedicated to the development of a cross-platform
mobile game application in the endless runner genre with an original physical
grappling hook mechanic for the Android platform. The application was
implemented in the Unity 6.3 LTS development environment using the C#
programming language, with the DistanceJoint2D component providing physically
accurate pendulum motion simulation.

A comprehensive analysis of the mobile gaming domain was conducted: the
mobile games market was examined (90.7 billion USD in 2023), the characteristics
of the endless runner genre were identified, and three detailed user personas were
developed using the User-Centered Design methodology. A comparative analysis of
three analogues (Subway Surfers, Temple Run 2, Hook) across 13 criteria revealed
a fundamental market gap: none of the analogues combines pendulum physics
simulation with the endless runner genre and procedural level generation. Fourteen
functional requirements were formulated using the MoSCoW methodology and ten
non-functional requirements were defined in accordance with ISO/IEC 25010:2023.

A theoretical study of mobile game development approaches was conducted,
and a comparative analysis of Unity and Godot game engines was performed. A
complete functional system model was developed using UML (Use Case, Class,
Sequence, and Navigation diagrams). A modular architecture was designed based
on SOLID principles and six architectural patterns: Observer, Singleton,
Component, Prefab, FIFO Queue, and State Machine.

The practical part includes the implementation of six C# scripts with
approximately 435 lines of code: Gamelnput (Singleton input manager with multi-
touch support), PlayerParkour (finite state machine with grappling hook mechanics
and angular target search algorithm), LevelGenerator (FIFO queue procedural
generation with three obstacle types), MobilelnputController (joystick adapter),

ScoreManager (distance tracking), and DeathZone (death detection and scene



restart). The Cinemachine camera with Dead Zone and Damping, mobile Ul controls
via Simplelnput, and pixel art graphics were configured.

Functional and non-functional testing was conducted across 20 test cases —
all received a "Passed" status. The Requirements Traceability Matrix confirmed
100% coverage of all functional requirements. The summarized quality metrics
significantly exceeded the established thresholds: minimum FPS = 52 frames/s
(threshold > 30), peak RAM consumption = 87 MB (threshold < 150 MB), load time
= 1.8 s (threshold < 5 s).

The result is a fully functional cross-platform mobile game application that
demonstrates the application of modern software engineering approaches in the
context of game development. The obtained results can be used in the educational
process as a demonstration example, as well as a foundation for further commercial
development and publication on Google Play.

Keywords: Unity, C#, mobile application, cross-platform development, game
mechanics, grappling hook, DistanceJoint2D, procedural generation, endless runner,
Android, Cinemachine, New Input System, Observer pattern, SOLID, software
testing.



HEPEJIIK YMOBHHUX CKOPOYEHb

VY xBani¢ikaniiiHid poOOTI BUKOPUCTAHO TEXHIYHI TEPMiHU, a0peBlaTypu Ta
YMOBH1 CKOPOUEHHS, IO € 3arajJbHONPUUHATUMHU Y rany3i IporpaMHO1 IHXKEeHepii Ta
irpoBoi po3poOku. Huxye HaBeneHO MOBHUH anaBITHUM Mepenik CKOPOUYEHb 3 1X

po3undpyBaHHIM Ta MOSICHEHHSIM KOHTEKCTY BxkuBaHHA (Tabmuus I1.1).

Tabnuus [1.1 — [lepenik yMOBHUX CKOPOUYEHb Ta abpeBiaTyp

No CkopoyeHHs / IToBHa Ha3Ba Ta MOSICHEHHS
abpeBiaTypa

1 | 2D Two-Dimensional — nBoBumipHuUii ipocTip; cuctema koopauHat X ta 'Y 6e3
TTHOUHA

2 | 3D Three-Dimensional — TpuBumipH#uii mpocTip; cucrema koopauHat X, Y ta Z

3 | API Application Programming Interface — ixTepdeiic nporpamyBaHHs
3aCTOCYHKIB; HaOIp IpaBmiI B3a€MOIIl Mixk KoMmoHeHTamu 113

4 | apk Android Package Kit — dopmar makery 3acToCyHKY s IiaT(opMu
Android

5 | Box2D Binkpura 6i0mioreka 2D-¢i3ukH, 110 BHKOPHUCTOBYETBCS SIK OCHOBA
(hizmunoTrO pymrig Unity

6 | C# C Sharp — o6'ekTHO-OpieHTOBaHa MOBa IporpamyBaHHs Big Microsoft;
ennHa o(iniiiHa MoBa ckpunTuHTy Unity

7 | CPU Central Processing Unit — merTpamsHuii IpoIecop MprUCTPOrO

8 | DPI Dots Per Inch — kinbkicTh miKceniB Ha IIOHM; XapaKTepPUCTHKA MIUTBHOCTI
eKpaHa

9 | DistanceJoint2D | Kommonent Unity, mio peamisye ¢isudne 3'€qHAHHS [ABOX TOYOK 3
(hikcoBaHOO 200 AMHAMIYHOIO BiJICTAHHIO (OCHOBA MEXAaHIKHM TapITyHa)

10 | FIFO First In, First Out — anropuT™ dYepru «mepuiuii MPUAIIOB — TMEPIIAi
BUHINIOBY; 3acTocoBaHo y LevelGenerator 1uist ouunIeHHs crapux 00'€KTiB

11 | FPS Frames Per Second — KiibKiCTh KaJapiB 3a CEKyH/y; OCHOBHA METpHKa
MPOIYKTHBHOCTI irPOBOT'0 3aCTOCYHKY

12 | FR Functional Requirement — ¢yHKImioHaspHa BUMOra 10 TNPOrPaMHOrO
TPOIYKTY




[Iponosxenns Tadbauui I1.1 — Ilepenik yMOBHUX CKOpOYEHb Ta abpeBiaTyp

13 | GB/Mb Gigabyte / MerabaiiT — oauHuUIIi BUMipIOBaHHS 00CATY JaHUX

14 | GDScript CkpunroBa MoBa IporpamyBaHHsl irpoBoro pyuuist Godot Engine

15 | GPU Graphics Processing Unit — rpagiunuii mpoiiecop; BiANMOBIA€ 3a PEHACPUHT
300pakeHHS

16 | IDE Integrated Development Environment — iHTerpoBaHe CEpeIOBHIIE
po3podku (Visual Studio, JetBrains Rider)

17 | IL2CPP Intermediate Language To C++ — meron kommisiii Unity it MOOUTBHUX
wiathopm; neperBoproe C# y HATUBHUI MaIIMHHUN KOJ

18 | LTS Long-Term Support — Bepcis 3 JOBrocTpOKOBOIO MiATPUMKOIO (2+ poku) 6e3
KpUTHYHUX 3MiH API

19 | MIT Massachusetts Institute of Technology License — makcuMaibpHO BimkpuTa
minensis 113 (Godot Engine)

20 | MoSCoW Must have / Should have / Could have / Won't have — wmeromomoris
MIPiIOPUTHU3AIII] BUMOT

21 | MVP Minimum Viable Product — miniMansHO (GYHKI[IOHAIBHUA MPOLYKT, IO
3aJI0BOJIBHSIE KITIOYOB1 BUMOTH

22 | H® HedyHkiionaabHa BUMOra — artpuOyT SKOCTI IPOTPaMHOIO IIPOAYKTY
(TpomyKTHBHICTD, HAAIHHICTH TOIIIO)

23 | .NET .NET — mnarpopma Bix Microsoft mns Bukonanus C#-nporpam; Unity
BukopuctoBye .NET 6

24 | OCP Open/Closed Principle — mnpuHIUI BiZKPHUTOCTI/3aKpUTOCTI (YaCTHHA
SOLID)

25 | OOP /00I1 Object-Oriented Programming / O0'eKTHO-Opi€HTOBaHE POrpaMyBaHHSI —
mapaaurma po3pooku 113

26 | OS/0C Operating System / Onepariiina cucrema

27 | PC Personal Computer — niepcoHabHUi KOMITIOTEP

28 | RAM Random Access Memory — oriepaTuBHa IIaM'sITh TIPHCTPOIO

29 | RTM Requirements Traceability Matrix — maTpuiis BicTeKeHHsI BUMOT; TaOJIHISA

BIJIIOBIJJHOCTI BUMOT Ta TECT-KENUCIB




[Iponosxenns Tadbauui I1.1 — Ilepenik yMOBHUX CKOpOYEHb Ta abpeBiaTyp

30 | SRP Single Responsibility Principle — npunmmun eaMHOT BiAmOBigagbHOCTI
(uactuna SOLID)
31 | SOLID Single responsibility, Open-closed, Liskov substitution, Interface segregation,

Dependency inversion — m'ste npuniunie OOII-mpoexTyBaHHs

32 | SQuaRE Systems and Software Quality Requirements and Evaluation — cranmapr
ISO/IEC 25010 mns owinku sikocti 113

33 | TC Test Case — TecT-Kelic; TOKYMEHTOBAaHUI ClieHapiil TeCTyBaHHS 3 KPOKaMHU

Ta OYiKYBaHHUM PE3yIbTaTOM

34 | UC Use Case — BapiaHT BUKOPUCTAHHS; OITUC B3a€MOJIIT aKTOpa 3 CUCTEMOIO

35 | UCD User-Centered Design — mpoekTyBaHHS, Opi€HTOBaHE Ha KOPHCTYBaua;

METO/I0JIOTisl PO3POOKHU TTEPCOH

36 | Ul User Interface — inTepdeiic kopucTyBada; eKpaHHi €IEMEHTH KepyBaHHS Ta

BijjoOpaskeHHs iH(popmaIrii

37 | UML Unified Modeling Language — yridikoBaHa MoBa MOIETIOBAHHS; CTaHAAPT

IUTst onrcy apxiTektypu [13

38 | Unity IrpoBuii pymiii Unity (Unity Technologies); ocHoBHa 1uiatdopma po3poOKu
y ikt poboTi

39 | UPM Unity Package Manager — wmenemkep makeriB Unity it BCTAHOBJICHHS

odirifinux 610Ii0TEeK

40 | URP Universal Render Pipeline — onrtumizoBanuii rpadiunuii maimiaiia Unity

JUTSI MOOLTHHUX TIIIATGOPM

41 | UX User Experience — mocBia KopucTyBada; Cy0'€KTUBHE CIIPUAHATTS 3pY4IHOCTI

Ta 3po3yMminiocTi iHTepdeicy

VYci iHII1 TEpMIHM Ta MOHATTS, M0 3YCTPIYAIOTHCS Y TEKCT1 KBaMi(iKamiiHo1
poOOTM Ta HE BKIIOUYEHI JO TepeiKy CKOpPOUYeHb, pPO3MH(PPOBYIOTHCS
0e3mocepelHb0 MPU TEPIIOMY BXKHMBAHHI Yy BIAMOBIAHOMY PO3AiTL POOOTH.
3aranpHOBXHBaHI abpeBiatypu anriiiickkoi MmoBu (Hampukian, PC, OS, Ul, API),
[0 € CTAaHJAPTHUMH Yy TEXHIYHIM JIOKyMEHTaIlli Ta He MOTPeOYIOTh AOJIaTKOBUX
MOsSICHEHb g (haxiBI[IB BIAMOBIAHOI rajgy3i, TaKOXX HaBEACHI y TaOIWIll s

TIOBHOTH OTIHUCY.
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BCTYII

AxrtyanpHicTh TeMHu. CyyacHa 1HIYCTpisl IHTEPAKTHUBHOTO IMPOTPaMHOIrO
3a0e3nedyeHHss Ta  MOOUIBHUX  BIACOIrOp €  OAHUM 13 HAWOUIbII
BHCOKOTEXHOJIOTTYHUX Ta IMHAMIYHUX CErMEHTIB cBITOBOro |T-punky. Ctpimke
MIJBUILICHHS 00YMCIIIOBAIBHOI MOTY>KHOCTI MOPTATUBHUX MPUCTPOIB BiIKPUBAE
nepes po3poOHUKAMU MOXKIUBICTh MEPEHOCY CKIATHUX (PIBUYHUX CUMYJISILIH,
AKl padime OyauM JOCTYNHI JIMIIE Ha TMEpPCOHATbHUX KOMII'IOTepax Ta
CTaIllOHApPHHUX KOHCOJSAX, y TUIOIMHY MOOuThHOTO reimaeBy. Cepen ychoro
PI3HOMAHITTS XKaHpPIB 0COOJIMBE MiCIle TIOCIIat0Th JBOBUMIPHI TIaTGopMepH Ta
HECKIHUEHHI paHHepH BoHM TpaguIliiHO MarOTh BUCOKI IMOKa3HUKH YTPHUMaHHS
ayJIUTOPil 3aBISIKW HU3bKOMY ITOPOTY BXOJIKEHHS Ta IIBUIKUM ITPOBUM CECIsM,
110 1/Iea]IbHO BiAMOBiAa€ MaTTEpHAM MOBEIIHKA MOOLTFHUX KOPUCTYBAYiB.

BrpoBakeHHsT 1HEPIIHHOTO MeEXaHI3MY pyXy KapJIWHAIbHO 3MIHIOE
KOPHUCTYBAIIbKUI TOCBIJ, IEPETBOPIOIOYH ITPOXOJIXKEHHS PIBHIB Ha Oe3nepepBHUIA
npolec KepyBaHHS BEKTOPaMH CHJI, IMITYJIbCAMH Ta KYTOBHM MPUCKOPEHHSM, 110
notpedye BUKOPUCTAHHS MaTeMaTHYHOTO amnapary. BogHouac 11e cTaBuTh niepen
THKEHEPOM-TIPOTPaMIiCTOM HHU3KY CKJIQJHUX TEXHIYHUX Ta apXITeKTypHHX
BUKJIMKIB.

OG’exT JOCHIDKEHHS — CHCTeMa apXiTeKTYpHOTO MPOEKTYBaHHS,
pPO3pOOKH Ta ONTUMI3aIliT KPOCTIATHOPMHUX JBOBUMIPHUX MOOUIBHHX IrOp.

[Ipenmetr mOCHIKEHHS — MaTEMaTUYHI aJITOPUTMH MPOCKTYBaHHS
npomeniB, (DistanceJoint2D) Ta Meroam 0oOpoOKHM Tay-TOAIN BIPTYaIbHUX
OpraHiB KepyBaHHS JIsl MOOLTEHUX OTEPaIliiHAX CHCTEM.

Merta po0OTH — CHPOEKTYBATH apXITEKTYpy Ta PO3POOUTH TPOrpamy
MobipHOTO 2D-pannepa.

JIns JOCSATHEHHS MMOCTaBICHOT METH HEOOX1THO BUPIIITUTH TaKi 3aBJaHHS

1) [IpoananizyBatu mnpeaMeTHy 001acTh, AOCIIIUTA KOMEpPIINHHI
apXITeKTYpHI Ta Bi3yaJbHI aHAJIOTH, BU3HAYUTH BUMOTH LIJIbOBOI ayJauTOpii Ta

OoOrpyHTYBaTH BUOIp CTOPOHHIX (PEHMBOPKIB.
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2) CnpoexktyBatt UML-apXiTeKTypy KJIaciB MpPOEKTY 3 HU3BKOIO
3B'S13aHICTIO Ta BUCOKOIO KOT€31€10 MOJYJIIB, 3aCHOBaHY Ha CYBOPOMY JOTPUMAaHHI
napaaurM OOII ta imxenepaux npuHunis SOLID 1 DRY.

3) CTBOPUTH OKpEeMHUU apXiTEKTYpHUH KOMIIOHGHT KepyBaHHS
BBEJICHHSIM, TOBHICTIO BiJOKpEMJICHUM BiJ (HI3UYHOTO PYIIis, SIKUM TPAHCIIOE
BEKTOPH 3MIILIEHH 32 JOMOMOrol0 MexaHi3my noaiii C#

4) CtBOpHUTH cUCTEMY MOOLIIBLHOT afanTaili iHTepQeicy, HalamTyBaT!
Canvas, ekpaHHl KHOMNKH, TekcToBl mosigs TextMeshPro Ta BipTyanpHuid
JOKOMCTHUK, 3a0€3MeurBIIM OJOKYBaHHS BHUMAJIKOBHX HACKPI3HUX KIIKIB 3a
JIOIIOMOT OO METO/IIB EventSystem.

5) Po3zpoOutu izuunuil pymiil rpaBus, 3B'S3aBIIM  KOMIIOHEHTH
Rigidbody2D Tta DistanceJoint2D st cumynsnii 1HepIlli, CUIM TSKIHHSA Ta
KyTOBOTO MOMEHTY ITiJl 4aC PO3TOMTyBaHHS.

6) PeanizyBaTtu anropuTM IMHAMIYHOTO Bi3yaJlbHOTO BiJOOpaK€HHS
Ja3epHOro IJIeBKa3iBHMKAa  Ta CaMOi MOTY3KM LINKHA Yepe3 KOMIIOHEHT
LineRenderer i3 mporpaMHMM BHKIHMKOM Ta 130JISI[i€I0 Marepiany Ha 0a3i
meiaepa Sprites/Default B metomi Awake().

7) Po3pobutn  anropuT™M HECKIHUYEHHOI MpOIEAypHOi TeHepallii
I'pOBOTO TIPOCTOPY HAa OCHOBI BHIAIKOBOTO ITJIBAHTAXEHHS MOMYJIbHUX
npedadiB chunks Ta TpurepHoro BuaIeHHs MpoOHACHUX 00'€KTIB.

8) [HTeTpYyBaTH CHCTEMY IHTEIEKTYaJIBHOT'O CIIIyBaHHA KaMepu
Cinemachine Virtual Camera aJis 3riaKkyBaHHS Bi3yaJdbHUX KOJUBAaHb €KpaHa,
HAJIAITYBAaTH TPUTEPHY 30HY 3yIIMHKH Ta OaraTomapoBi cTaTudHi mmanepu.[12]

9) [TpoBecTr MOBHUI ITUKIT TECTyBaHHS, PO3TOPHYTH ITPOBUH O MMix
omeparniiny cucremy Android Tta omrmmizyBatu mapamerpu Draw Calls mns
nocsirHeHHs ctabubHux 60 FPS.

[IpakTnuHe 3HAYEHHA OTpPUMaHUX pe3ynbrariB. CTBOPEHO TOTOBHM /10
penidy, Kpocmiatr@opMHuil irpoBuil  (QpelMBOpPK MOOLIBHOTO  paHHEpA,
apXiTEeKTypHO aJanTOBaHMM i BUMOrM MmarasuHy nojatkiB Google Play.

['osoBHA IIHHICTH TOJISITa€ B aOCOJIFOTHIM aBTOHOMHOCTI Ta MOIYJBHOCTI
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po3pobsiennx ckpuntiB. llelt mnporpamMHuil KOMIUIEKC MOXHa ©0€3 3MiH
BUKOPHCTOBYBATH SIK apXiTEKTYPHHI MIA0JIOH AJIs MIBUIKOTO MPOTOTUITYBAHHS
KOMepUIHHUX 2D-mpoeKTiB 31 CKIaJHOI0 (PI3MYHOIO MOBEAIHKOIO O00'€KTIB, IO

CYTTEBO 3HIIKYE BUTPATH Yacy Ta 3ac001B Ha €Tari IPOEeKTyBaHHSI JIOT1KH.



PO3I1JI 1 OI'JIAA TA AHAJII3 METOAIB I 3ACOBIB PO3POBKH
MOBIJIBHOTI'O ITPOBOI'O 3ACTOCYHKY

1.1 IlpeameTHa 00J1acTh TA aHAJI3 MOTPed HiJILOBOI Ay IMTOPIl

[IpenmetHa o6sacTh KBadiikaiiHOT pOOOTH OXOIUIIOE MOOLUIBHE IrpOBE
nporpaMHe 3a0e3nedeHHs, (i3uyHe MOJCITIOBAHHS Y IBOBUMIPHOMY ITPOCTOP1 Ta
MpOIeAYPHY I'eHepallito iIrpoBuX piBHIB. OAUH 3 HAUTIONYJISPHIIINX Ta HAHOUTBII
KOMEPIIIIHO YCHINIHUX MOOLTBHUX IrPOBUX XaHPIB cydacHocTi - endless runner.

Endless runner — 1ie mijpkanp miathopMepiB, Y IKOMY IrpOBUI MEPCOHAK
ABTOMATHUYHO Ta OE3MEPEPBHO PYyXa€ThCs BIEPE, a 3aBJaHHS TPABIS MOJATAE Y
peaxiiii Ha MepeIIKoM Ta BUKOPUCTaHHI ITPOBUX MEXaHIK JIJIT MaKCUMAaJIbHOTO
npocyBaHHs Briepea. PiBeHb He Mae 3a3Jajerib BU3HAYCHOTO KIHISI — Tpa
NPOJOBXKYETHCA JO TMEpIIoi KPUTHYHOI TIOMMJIKH rpaBiid. KirrouoBumu
XapaKTepUCTUKAMH JKaHPY €: MPOCTOTa OCBOEHHS 0a30BOT0 KEpyBaHHS, BUCOKA
peirpabenbHICTh 3aBISKA HECKIHYEHHOMY a0o0 TMpOIEAypHO TE€HEPOBAHOMY
PiBHIO, MPOTPECUBHE HAPOCTAHHS CKJIAIHOCTI Ta KOPOTKOTPHUBAI irpoBi cecii
TPUBATICTIO 2—7 XBWIMH, IO i€ajJbHO BIANOBIIa€ MOOLTLHOMY KOHTEKCTY
BUKOPHUCTAHHS — Yy TPAHCIIOPTI, i 9ac mepepB ad0 KOPOTKUX Tay3 y poOoTi.

Kanp HaOyB Macopoi momymnsapHocTi y 2011-2012 pokax micis BUXOAY
Temple Run ta Subway Surfers. Cooronni Subway Surfers yrpumye aGcomtoTHUM
PEKOP/ 3aBaHTAXKEHb Y MOOUTBHOMY CEIMEHTI — TOHa ] 4 MUIbSIPJIU IHCTAJISAIII
ctanoM Ha 2024 pik, 1110 HAOYHO CBITYUTH MPO KOJIOCATHHHUH MOMUT ayIUTOPii Ha
AKICHI PIIICHHS y IIbOMY XaHpi. 3a JaHUMHU aHATITHYHOI rmiuaTtdopmu Sensor
Tower, MOO1UTBHI IrpH JKaHPY racer Ta runner CyKymHO T€HEePYIOTh MTOHAA 3 MIIP/I
nonapiB CIIA mopiyHoro moxomy, 3aiimarouu cTaOuIbHI mo3uiii y Tom-10
HAHUTPUOYTKOBIMINX MOOUTEHUX JKaHPiB. [16]

Bognouac koHKypeHTHE cepemoBuille y cerMeHTi endless runner e
Haj3BuyaiiHo HacuaeHuM. Lllopiuno y Google Play Ta App Store 3'aBisitoThCs
COTH1 HOBUX PAaHHEPIB, OUTBIIICT 3 SIKMX € KJIOHAMH ICHYIOUMX KOHUEMIi 0e3
CYTTEBUX IHHOBALIM y relmIuiei. Y CcnixX NpoayKTy B TAKMX YMOBAX BU3ZHAYAETHCS

HAsBHICTIO YHIKQJbHOI IrpOBOi MeEXaHIKM a00 OpUTIHAIBHOTO MO€IHAHHS



ICHYIOUMX €JIEMEHTIB, 110 3a0e3MeYyl0Th MPUHIMIOBO HOBUM ITPOBUN JOCBII.
Mexanika rapnyHa 3 (i3M4HO KOPEKTHOIO CUMYJISILIEI0 MAasTHUKA € CAM€ TAKUM
nugepeHiaTopoM — BOHA 3ycTpivaeThes nepeBaxHo y [IK-irpax ta npaktuuno
BiJICYyTHsS y MOOUTIbHOMY 2D endless runner cermeHTi.

IrpoBuit pymiit Unity 3aiimMae JIOMIHYIOYE CTAHOBMILE Y CETMEHTI
MOOUTBHUX 1rop: 3a fanuMu Unity Technologies, monazn 70% TomnoBux MOOUTbHUX
irop y Google Play Ta App Store po3po6iieHo 3 ioro Bukopuctanusm. Unity 6.3
LTS 3abGesneuye crabunpHy maTdhopmy ajis po3poOJIeHHS 3 TapaHTOBAHOIO
MiATPUMKOIO MPOTATOM JIBOX POKIB, 110 € KPUTUIHO BKIMBHUM I HABYAIBHHUX
Ta KOMepLiiHuX mnpoekTiB. BOynoBanuii kommnonent DistancelJoint2D €
KIIOUYOBHM TEXHIYHMM 3acoboM i peamizaiii  (i3MYHO KOPEKTHOTO
MasiTHUKOBOI'O TapIlyHa, OCKUIbKM BIH CUMYJIO€ 3'€HaHHS 3 (IKCOBaHOKO abo
JMHAMIYHOIO BiICTAHHIO BiJIIOBIIHO JI0 3aKOHIB HbIOTOHIBChKOI MexaHiku. [6] [9]
[11]

IlinboBa ayauTopis MOOLIBHHMX 1rop >kaHpy endless runner OXOIUTIOE
IIUPOKHUH CHIEKTp AemMorpadiuHuX Tpym. AHaii3 pUHKY J103BOJISIE BUIAUIMTH TaKi

OCHOBHI CErMEHTH 3a IrPOBOIO MOBEIHKOIO Ta MOTpedamu:

Ta6mums 1.1 CermeHT irpoBoi ayauTopii

_ Tpusanicts cecii / Kimrouosi inTepecn Ta

CermenT ayauTopii Bix .
[MoBeninka BUMOTH
MexaHika 31  CKil-
) o BHUMOTOI0,
XapakopHi  MOO1IBbHI _ Perynspuo mo 30-60 ) .
) 14-25 pokis peirpabenbHICTD,

rpaBIli XBWJIMH HA JICHb

SIKICTh  (GIBUKA  Ta

aHiMari.

Koporkumu  cecisimu
IIpocrota  OCBO€HHS,
) ) . no 5-15 xsumuH (y | .
Kazyanbni rpasui 18-35 pokis . _ YITKUH Bi3yaJIbHU
TpaHcnopti abo Mixk
3BOPOTHUHM 3B'A30K.
CIIpaBaMH)




[Iponosxenns tadmui 1.1

Texniyna peamizaris
) 3aeXHO BiJ] BUIBHOIO | IrPOBHUX MEeXaHiK,
CTyIeHTH TeXHIYHUX . . .
) 17-23 poku yacy / JlocnigHUIBKUI | OpUTiHAIBHICTD
creialbHOCTeH o ) .
miaxizn IrpoBOTO pileHHs,
SIKICTh KOJTY.
) . Tpusamicte cecii /| KimouoBi iHTepecn Ta
CermeHT ayauTopii Bik .
IToBeninka BUMOT'U

Aynurtopis pixel art irop: ecteTu, 10 HaNalTh MEpeBary peTpo-
CTWJIICTHUILI; LIIHYIOTh JI€Tal130BaH1 aHIMallli Ta aTMOCPEPHUIN XyT0KHINA CTHIIb.

JI1s KO)KHOTO 3 KIIFOYOBHX CETMEHTIB BIAIMOBIAHO 10 MeTomosorii User-
Centered Design po3po0iieHO neTanbHI MEPCOHU — Yy3arajibHEHl MOPTPETH
TUIIOBUX TMPEACTABHUKIB ayJUTOPIi, IO JOMOMAararTh MPUHMaTH OOIPYHTOBaH1
MPOEKTHI PIIIICHHS.

[Tepcona — e apxeTuniyHui oOpa3 MpeACTaBHUKA IUIBOBOI ayaUTOPIi,
10 MICTUTH JAeMorpadiuHi XapaKTEPUCTUKH, ITPOBI 1111, TOBEIHKOBI TATTEPHU
Ta «00JbOB1 TOUKMY. P0o3p00JIeHHsI IEPCOH A03BOJISIE TIEPEUTH Bl aOCTPAKTHOTO
«CepeaHBOrO TPABI» N0 KOHKPETHUX MOTPeO pealibHUX JIOACH 1 mpuilMaTw

MIPOEKTHI PillIEHHS Ha OCHOBI ITUX MOTPEO, a HEe BJIACHUX MPUITYIIICHb PO3POOHUKA.

Tabnuns 1.2 — Ilepcona 1: XapakopHuii MOOUTHHHI TpaBelb

XapaKTepucTukKa Onuc

Im's, BiK Ta qiSUTBHICTB Ilepcona 1, 17 pokiB, cTapIIOKIACHUK

IrpoBwii mocBin AXTUBHUN MOOLTbHHUI TpaBellb, rpae moaHs mo 20—40 XBUIMH

VY ro6iieHi xaHpH Pannepu, apkanu, matdopmepu

Irposa minb [ToOuTH BTacHU# pexop ] MUCTaHIIIi, OCBOITH MEXaHIKy rapiryHa
[IpoGnema 3BHUUaiiHI paHHEPU HYIATH Yepe3 nependadyBaHUM reimiieln —

X04€ 940roCcb HOBOIro

OuikyBaHHS LikaBa yHikagbHa MeXaHika, MIBUAKMHA cTapT Oe3 TyTopiaiy,
KpacuBa rpadika

BonboBi ToukH [InatHi panmomaiizepu piBHIB y KOHKYPEHTIB; BiACYTHICTb
peanbHOI Qi3UKH y cTprOKax




Tabmuus 1.3 — Ilepcona 2: Ka3yanbHa rpaBunHs

XapakrepucTuka

Ormuc

IM's, BiK Ta OISUIBHICTD

[lepcona 2, 24 poku, cTyJeHTKa JU3aiiHy

IrpoBuii mocBin

I'pae y MoOinBHI irpu B TpaHCIOPTi Ta MK mapamu, 10—15 XBunmnH
3a cecito

Vro6eHi xaHpH

KasyanbHi irpu, panaepu, nasiu

IrpoBa 1isib

Po3cnabutuch, BOWTH Yac, OTPUMATH 3aJIOBOJICHHS BIiJ
JUHAMIYHOIO MefMILIEI0

[Ipobnema Krnacuuni panHepu craioTh HyAHUMH Iicis 5—10 XBUIMH — He
BUCTAYa€ TJIMOMHU MEXaHIKU
OuikyBaHHS Kpacusuii pixel art, muraBHa aHimariis, 3po3yMijie KepyBaHHsS 3

IIEPILIOT CEKYH/IH

BonboBi TOUKH

HaOpuyivBi orosiomeHHs; HaATO CKIaJAHUN CTapT; OJHOMAHITHI
MEPEIIKOTU

Tabnuus 1.4 — Ilepcona 3: JIocBigueHuit rpaBels Ta TEXHIYHUN (axiBellb

XapakTepucTrka

Omnc

IMm'g, BIK Ta DISIBHICTH

Ilepcona 3, 32 poku, po3pOOHHK TTPOTPAMHOTO 3a0€3MCUCHHS

IrpoBwuii nocBin

JocBimuenuii TpaBelb, Tpae y Pi3HI JKaHPH; IIKABUTHCA
TEXHITHOIO CKJIAJIOBOIO irop

IrpoBa 11i1H

Jociimuti HOBY MeXaHIKYy, OIIHUTH (QI3UYHY CUMYJISIIIO, TPOUTH
SKOMOTa Aaji

[Ipobnema Xoue Tpy 3 peanbHO0 (i3UKOI0 Ta CKUI-BUMOTOIO, a HE MPOCTe
«HATHUCHU BYACHO»
OuikyBaHHA @Di3uYHO KOpEeKTHAa MeXaHika TapIyHa, BapiaTUBHI HEPEIIKOIM,

HenependaydyBaHa TeHepallis

BonboB1 TOUKH

Irpu  Ge3 ¢i3WKkM BUTIIANAIOTH «IUTACTUKOBOY»; BIIICYTHICTh
peanpHOi CKIAAHOCTI 3 9acoM

AHai3 TphOX MEPCOH BUSIBIISIE CIIUIBHY KIFOUOBY MOTPEOy — MPUHIIUIIOBO
HOBY MEXaHIKy, [IT0 BUPI3HIAETHCS Ha TJI KJIaCUYHUX paHHepiB. [lepcona 1 xoue
OinmpIe «cKuTy» 1 HemependadyBaHoCTi; [lepcoHa 2 — eCTETHKM Ta MHUTTEBOI
3posyminiocTti; Ilepcona 3 — peanbHOi (Pi3wKK Ta TeXHIYHOT rIMOMHNA. MexaHika
(G13MYHOrO TapryHa 3aJ0BOJIbHSE BCl TPU MOTpeOM OAHOYACHO: BOHA BUMArae

CK1Ty Y NPUIIITIOBAHHI, BUTJISIA€ BUIOBUIITHO 3aBIAKHA MasTHUKOBIM aHIMaIlii Ta
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CIOUpPAETbCA Ha peanpHy ¢13uuHy cumyssidio yepe3 DistanceJoint2D. Ile

MIATBEPIXKYE MPABUIBHICTh OOPAHOTI0 HAMIPSMKY PO3POOKH.

1.2 Orsasig icHYlO4HX aHAJIOTIB POrPaMHMX 32C00IB

JIist mpoBeNeHHST KOPEKTHOTO TMOPIBHSUIBHOTO aHamily oOpaHo Tpu
HalOUIbII pENeBaHTHI aHAJIOrM 3a TAaKUMHU KPUTEPIsIMU BiIOOpYy: IIMPOKa
MOMYJIAPHICTh 200 3HaKOBa posib y xaHpi (moHas 100 MUIbIOHIB 3aBaHTaKEHb
a00 BU3HAYAJIbHUI BIUIMB Ha aHP); MPUHATEKHICTH A0 kaHpy endless runner
a00 HasABHICTb MEXaHIKM 3aueIUICHHS; MIATPUMKAa MOOUIBHUX IIaTPOpM.

Kpurepii Big00py Ta BiIMOBIAHICTh aHAJIOT1B HaBEeAEHO B Tabmuii 1.5.

Tabnuus 1.5 — Kputepii BinOopy aHaioriB JjIs HOPIBHSIIBHOTO aHAJI3Y

Kpurepiii Binoopy Subway Surfers Temple Run 2 Hook

100+ w™uH 3aBaHTaxeHb abo v (4+ mipn) v (1+ mopm) V' (3HaKoBa)
3HAKOBa POJIb Y KaHPi

[IpencraBuuk sxaHpy endless v v v
runner abo hook-mexaHiku

MobinbHa miathopma v v N
iOS/Android

OyHKIlS aBTOMAaTHYHOTO PYyXY v Vv X
[epCoHaXKa

l'enepamist abo BapiaTHBHICTB v v X
pIBHIB

PenepanTHa MexaHika JUTS YacTkoBO YacTkoBO N4

TIOPIBHSHHS 3 TAPITYHOM

BinmoBimHo 40 BHU3HaYeHUX KpuUTepiiB oOpano: Subway Surfers
(Kiloo/SYBO Games, 2012) — a0CONIOTHHI JTiIEep 3aBaHTaXCHb y KaHPI;
Temple Run 2 (Imangi Studios, 2013) — pomnonayaneauk cydacaoro 3D endless
runner; Hook (Noodlecake Studios, 2015) — HaiiOmmK9Hii aHAIOT 32 MEXaHIKOI0
3auerutenns. [10] [14]

Subway Surfers — mo6inbHa rpa, po3pobieHa qancbkumu cryaismu Kiloo

ta SYBO Games 1 Bunymena y 2012 poui. Cranom Ha 2024 pik € aOCONIOTHUM
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PEKOPICMEHOM 32 KUIBKICTIO 3aBaHTaXEHb cepell MOOUIbHUX Irop — moHaj 4
MuTbspaM iHcTansauid y Google Play ta App Store. I'pa € TpuBumipaum endless
runner 3 BHUJAOM BIJI TPETbOi OCOOM: MEPCOHAXX ABTOMATUYHO OLKHUTH IO
3aJII3BHUYHUX KONISIX, @ TpaBellb KEpPye YXWUJIEHHSMHU Bil MOTATIB 1 Oap'epiB 3a
JOTIOMOTOI0 TOPU3OHTAJbHUX Ta BEPTUKAIBHUX CBaimiB. IrpoBuil mpoctip
OpraHi30BaHMU y TPH MapayeabHi JopiKkH. [17]

Texniuna peamzamis Subway Surfers cnupaerbcs Ha Unity 3D Ta
ONTUMI30BaHUN PEHIICPUHT IJi1 MOOUTbHUX TuiaTtdhopm. ['pa miaTpumye 10S Ta
Android i € npukIagoM 3pa3KkoBOT ONTUMI3AIll — CTa0LILHO MPAIIO€ HABITh Ha
npUCTpOsiX cepeanboro kinacy 2014-2016 poxkis Bumnycky. Cuctema nporeaypHoi
re”epaiiii piBHS (OpMye HECKIHUEHHHMM MapuIpyT 3 YaHKIB, IO 3abe3rneuye
BapiaTUBHICTh 6€3 HEOOXITHOCTI 30epiraTu Bech piBEHb y MaM'sITi OJJHOYACHO.

XynoxHINA CTUIIb TPU — siIcCKpaBUi 3D-MyabTHILTIKAIIHHUAN 3 HACUYEHOIO
KOJIBLOPOBOIO TMAJITPOr0. PeryisipHi TeMaTU4H1 OHOBJIGHHSI 3MIHIOIOTH JIOKAIIIIO
NIATPUMYIOUHA  ayAUTOPIIO Momneru3zartis

Ta HepCOHa}KiB, 3aJIYUCHOIO.

3MIACHIOETHCS 4Y€pe3 BHYTPIIIHBOITPOBY BaJIOTY, SKY MOXKHAa OTpHUMATH

0e3KOITOBHO a0 mpuadatyd 3a peanbHl Tporri. Ileperssam pexkiaMHHX Bieo

TaKOX JIa€ I'POBY BAITFOTY.

Tabaums 1.6 Anami3 cuIbpHEX Ta c1abkux cropin Subway Surfers

CWIIBHI CTOPOHU

Cira0Oki cTopoHH

CWIBHI CTOPOHHU

Cira0ki cTopoHU

TeMIIICH
IneansaMil Oananc
CKJIQJHOCTI, 1110
YTPUMYE TPaBIIs.

3BOJUTHCS JIUIIE JI0
peaxiii Ha cBaiiny;
BiJICYTHS YHIKaJIbHA
(hizuka.

rediMIuIen: [neanpuumit
0ajlaHC CKJIaAHOCTI, 110

YTPUMYE€ TPaBIIL.

(Strengths) (Weaknesses) (Strengths) (Weaknesses)
Biqmridposanmii OIHOMAHITHICTE OIHOMAHITHICTE
A KepyBaHHS: MexaHika BignoridhoBanmii KepyBaHHS: MexaHika

3BOJJUTHCS JIMIIIE 10
peaxiiii Ha cBaiimy;
BIJICYTHS YHIKaJIbHa
¢izuka.

BmiznaBanicts
Openny:
Haitmmpia
riodanpHa
ayaMTopis Ta
MomyJsipHa
bpanmmsa.

[ToBTOprOBaHICTH:
T'evimmneii cTtae
riepen0avyBaHUM ITICIIS
KIJIbKOX T'OJUH;
BIJICYTHSI MeXaHiKa, 110
BUMarae riimooKoro
PO3BUTKY HAaBHUYOK

(ckiny).

BmiznaBanicts OpeHmy:

Haiimmpima rnobansaa
ayJIUTopis Ta MOMyJsipHa
¢bpanmmsa.

[loBTOpIrOBaHICTE:
I'efimmineit crae
nepeadavyBaHUM TTiCIIS
KIIBKOX TOHUH;
BIJICYTHSI MEXaHiKa, 10
BUMArae riinboKoro
PO3BUTKY HAaBUYOK

(ckimy).
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ITponoBxeHHs Tabauui 1.6

AmnapatHi AmnapaTHi
Perynsapni OOMEKEHHS: 00OMEKEHHS:
OHOBJIEHHS: TpuBumipHHii pocTip PerynsipHi OHOBNIEHHS: TpuBuMmipHUiA TPOCTIp
besnepepBuuit 3HAYHO MiABHIIYE besnepepBHuii motik 3HAYHO MiABHIIYE
MOTIK CBDKOIO Ta BUMOTH 10 3aJji3a CBIXKOT'O Ta aKTYaJIbHOTO BUMOTH 10 3aJj1i3a
aKTyaJIbHOT'O (TexHIYHUX KOHTEHTY. (TexHIYHUX
KOHTEHTY. XapaKTEepUCTHUK) XapaKTEePUCTHUK)
IIPUCTPOIB. IIPUCTPOIB.
Temple Run 2 — Mo0inpHa Tpa Bil aMEpUKAHCHKOI HE3aJIC)KHOT CTYii

Imangi Studios, Bunyiiena y 2013 potri ik Tpo0BKeHHs opurinanbHoro Temple
Run (2011). Opurinansaa Temple Run ¢akTuuHo 3acHyBana cydacHui sxanp 3D
endless runner Ha MmoOinbHUX TUIaThopMax, a Temple Run 2 qoBena KoHIIEMIIO
70 pIBHA KOMEpUIMHOTrO XITy 3 OUIbIl HDK | MUIbSIpAOM 3aBaHTaxeHb. Jlis
BIIOYBA€ThCS y TPOMIYHMX pyiHaX — Tepod TIKAa€ BiJ TOPWIM-YYJIOBUCHKA,
YHUKAIOUH SIM, TIOBOPOTIB Ta MEPEIIKO/ Ha UIsIXy. [18]

IrpoBuii mporiec BinpizHsAeThbes Bix Subway Surfers mmupiium HaGopoM dii:
OKpIM CBaMIIIB JJIsl MMOBOPOTIB Ta CTPHOKIB, TpaBellb HAXWUJs€ CMapTHOH IS
300py MOHET Ta YIpPaBJiHHS MOJIOKEHHSM IEepCOHaXa Ha KPUBUX IUISHKAX
noporu. MapuipyT MiCTUTB TOBOpOoTH Ha 90 TpajyciB, 1€ rpaBellb Ma€ BCTUTHYTH
CBaWIIHYTH y MpaBUIbHOMY HanpsMKy. Lle 1omae eneMeHT ynTanHs MapupyTy Ta
TUTaHyBaHHS PEaKIii.

Cuctema mponenypHoi reHepariii Temple Run 2 € Oinpmn ckiagHOrO
nopiBasiHO 3 Subway Surfers: piBeHb OyayeThbCsl 3 TONMEPETHBO 3arOTOBJICHHUX
CErMEHTIB Pi3HOI KOH(}Irypailii, po3MIIIEHNX Yy TCEBIOBUIIAIKOBOMY TMOPSJIKY.
CxJIaiHICTh HAPOCTAE MUITXOM 30UTBIIEHHS MIBUAKOCTI PyXy Ta MiJBUIIEHHS
YaCTOTH TMOSBU CKJIAJHUX KOMOIHAIIi mepemko;. Mara3uH BHYTPIIIHbOIIPOBHUX

MOKpAIIeHb 3a0e3mevye JOBrOCTPOKOBY MOTHBAILIIO.
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Ta6muus 1.7 Anani3 cuiibHUX Ta ciabkux cropin Temple Run 2

CubHi croponu (Strengths) Cna0ki croponu (Weaknesses)

Crienndika kepyBanHs: KepyBaHHSI HAXUIIOM €
HE3PYYHHUM Yy CTalliOHaPHUX YMOBaX (HAIIPUKIA/I,
mij yac 1341 B TPAHCIOPTi 200 Jexadn Ha

InHOBallIHiHE KepyBaHHS: Y HIKAJTBHUH IS
CBOTI'0O 4acy T'eiMILIEH 3aBJSIKH BUKOPUCTAHHIO
ripockorna (Haxuiry IpUCTPOIO).

JIBaHi).
BizyanbpHuit cruib ta Opena: YiTkui, OOMmexeHHs ipocTopy: TpuBUMIpHE
XapaKTepPHUI JM3aiH Ta BUCOKA BITi3HABAaHICTh CEPEIOBHUIIE OOMEKYE MOKIIMBOCTI JIS
¢dbpaHmm3zm. BITPOB/DKCHHS (i3MYHMX MEXaHIK Y TUIOLIHHI.

O6mexeHuit KoHTpoIb: I'paBels He Mae 3MOTH
BIUIMBATH HAa BEPTUKAIBHY TPAEKTOPIIO PyXy
IIEPCOHAXKA 11032 MEXAMHU CTaHAaPTHOIO
(hikcoBaHOrO CTpHOKA.

I'pamorna niporpecis: 1odpe cnpoekToBaHa
Ta 30ajJaHcoBaHa CHCTEMa HAPOCTAHHS
CKJIaJJHOCTI TiJT 4ac 3a0iry.

I'ubuna nporpecy: Po3BuHeHa cucrema bpak mexanik: [ToBHa BIJICYTHICTh J10JIATKOBUX
MTOKPAIIEHb (ANTPEHIIB) CTUMYJIIOE JIMHAMIYHUX EJIEMEHTIB, SIK-OT MEXaHIKU rapryHa
JIOBFOCTPOKOBHUH THTEPEC JI0 I'PH. YU MasITHUKA.

Hook — Mo0inbHa Ipa-ro0BOJIOMKA BiJ KaHAJAChKOT HE3aJIEeKHOT CTYAll
Noodlecake Studios, Bumymiena y 2015 pori. lle mpuniumnoBo BiAMIHHHEN 3a
KaHpPOM BIJ JBOX TOMEpeaHIX aHajoriB mpoAaykT: Hook € MiHIMalicTHYHOIO
CTaTHYHOIO TOJIOBOJIOMKOIO, JIe¢ TpaBellb MOBHHCH y MPaBUILHOMY TMOPSIKY
BUTSATHYTHU YC1 TayKH 3 MEpervieTeHoi KOHCTPYKINi. MexaHika «3aXOIUIeHHS Ta
BUTSATYBaHHS» Jajla MiJCTaBy BKIIOUMTH 1€ 3aCTOCYHOK 10 aHaii3y SsK
HAMOIMKYMI aHaJIOT 3a HAa3BOIO Ta i1e€0 MexaHiku. [19]

Bizyaneuuit ctune Hook BimoOpakae KOHIECHIIIO —«a0COJIOTHOTO
MiIHIMaTI3MY»: YOpHO-O111 TeOMEeTpUUHI (POpMH HA CIpOMY TIIi, KOJHUX 3aHBHX
enemeHTiB iHTepdeiicy. KoxkeH piBeHb € YHIKAIBHOIO KOH(IrypaIli€ro MmoB'si3aHux
MDK c00010 Ta4KiB Ta HAaPAMHUX. [ paBelb TOPKAETHCS TauKa, 1 BIH BUTATYETHCS
M0 HAsSBHIN TpaekToOpii. SIKIIO NUIAX BUTATYBAaHHS TEPETUHAETHCA 3 IHIIUM
raykoM — JIisi HEMOYJIMBA, TOTPIOHO ITYKATH 1HIITUI TOPSIOK.

Hook ne mae taiimepiB, mTpadiB 3a MOMUIKA YA PAXyHKY — 1€ YKCTa
«MEIIUTATUBHA» TOJIOBOJIOMKA JIJIsl HECIIITHOTO po3aymMmy. ['pa ckimagaerbes 3 50
VHIKQJIBHUX PIBHIB 3pOCTAlOU0i CKJIAAHOCTI Ta € CKIHYCHHHM JOCBIIOM, Ha
BIIMIHY BiJl HCCKIHYCHHUX paHHEPIB. 3aBEPIIUBIIH BC1 PiBHI, TPaBeIlb OLIbIIIE HE
MOBEPTAEThCA 10 Tpu. BiacyTHs Oynp-sika MOHETH3allli — TIpa KOILUTYE

¢dikcoBaHy cymy a00 € OE3KOIITOBHOO 3aJIE3KHO BiJl PUHKY.
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Ta6muus 1.8 Anaini3 cuibHUX Ta ciabkux cropin Hook

CuibHi croponu (Strengths)

Cna0ki croponn (Weaknesses)

EneranTaa xop-mexanika: UymoBa peamizatis
MeXaHIKH 3aueryIeHHs y IPOCTii Ta 3po3yMilii
KOHIIENTyalbHiH (opmi.

JKanpoBa HeBiANOBIAHICTH: XKaHp cTaTHUHUX
TOJIOBOJIOMOK KapIUHAILHO BIJIPI3HIETHCS Bijl
JauHamigHoro endless runner, mo poouTs rpy
HEMIAX OISO SK MPSIMUN aHaJIOT.

MiniManicTHYHUN au3aid: JlakoHiuHe
BizyasibHEe OOPMIICHHS 13 YITKOIO Ta IIBHJIKOIO
YUTAOETBHICTIO IrPOBHUX E€IIEMEHTIB.

CratuunicTs 3auerienHs: [Iporec € craTnuHIM
(BUTATYBaHHS BiTOyBa€eThCs MO (hiKCOBaHIH
TpaeKTOpii), MOBHICTIO BiACYTHS (i3rmuHa
CHUMYJISITIiSI MasITHHUKA.

JlostmeHicTh 10 TpaBis: [IoBHA BiICYTHICTB
MOHETH3aIiHHOTO TUCKY (HaB'S3JIUBOI peKiIaMu
YU TIOKYTIOK).

OOMexeHicTh KOHTeHTY: ['pa € CKiHUeHHOIO
(mictuth suiie 50 piBHIB).

Huzbkuit mopir BXxomKkeHHs: MUTTEBE Ta
IHTYITHBHE OCBOEHHS MPABWII 1 MEXaHIKU TPH 3
MIEpPIIOro XK PiBHSI.

Hwuspka yrpumysanicts: [ToBHICTIO BiICyTHS
peirpabenbHicTh (MOBTOPHUMA iHTEpEC) MiCIst
(hiHaJILHOTO 3aBEPILICHHS TPH.

Ha OCHOBiIKHaHBHOFO orjiay TPbOX aHaJIOT1B CKIIaICHO KOMIUJICKCHY

NOPIBHSUIbHY TaONuUII0 3a 13 KIIOYOBUMHU KPUTEPISIMU OLlIHIOBaHHS Tabm. 1.9.

Kpurepii o6paHo TakuM YHWHOM, 1100 OXONHUTH TEXHIUYHY CKIIQJOBY IrpOBY

MEXaHIKy, SKICTh MPOAYKTY Ta O613HEC-aCIIEeKTH

Tabmums 1.9 — TlopiBHsUIBHUI aHali3 aHAJOTIB Ta PO3POOIIOBAHOTO

IIPOAYKTY
Kpwurepiii Subway Surfers Temple Run 2 Hook
XKanp Endless Runner 3D Endless Runner 3D I'omoBomomka 2D
Buwmip npocropy 3D 3D 2D
MexaHika rapryHa Bincyras Bincytasa CraTtuvHe 3a4erieHHs
dizuyna  cUMYIALISL X X YacTkoBO
MasITHHKA
Ipouenypna renepauis V' (4ankm) V' (uaHKm) X
BeKTQPHe X (aBTO) X (aBTO) X (moTHK)
TPUIILUTFOBAHHS
[IpuninbHuii  TpOMiHB X X X
(mazep)
MobinbHe KepyBaHHS Caaiin Haxwnn/Caaiin Motk
Pixel art ctunb X X Minimanism
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[Iponosxenns tadmui 1.9

Hporenypni X X X
nepemkoau (3 Tumm)

KpocruiatdopmHicTh iOS/Android iOS/Android I0S/Android
IToBHA GE3KOIITOBHICTE V4 V4 V4
Bigkpurta apxitekrypa X X X
(Unity)

BignosigHicTh 5/13 5/13 4/13

KkputepisMm (3 13)

Ananiz ganux Tabmuni 1.9 migTBepAKy€e NPUHLUIIOBY KOHKYPEHTHY
nepeBary po3po0roBaHoro npoaykry:Subway Surfers Ta Temple Run 2 — nurme
no 5, a Hook — 4 kpurepii. KirouoBa mudepenmiaiis 3abe3nedyeTbes
MOETHAHHSM €JIEMCHTIB, SIKE BIZICYTHE B )KOJIHOMY aHAJIOTy: (DI3WYHO KOPEKTHHM
MasSTHUKOBHA TapmyH + BEKTOpPHE TPHUIIUTIOBAaHHS 4Yepe3 JDKONCTHK +
mpolieaypHa reHepailis + 1soBuMipHuii endless runner.

Subway Surfers Ta Temple Run 2 € TpuBUMipHUMHU irpaMu 3 IPUHITUIIOBO
HIIIOIO IFPOBOKO0 MEXaHIKOK — CBalaMu ab0 HaXWJIOM MpHUCTporo. Peamizarris
MAasSTHHKOBOT'O raplyHa B paMKaxX iXHIX KOHIICMIIIH TEXHIYHO HEMOXXJIMBa 0e3
KapJWHaJIbHOI 3MiHM kaHpy. Hook HanOnamxk4uii 3a Ha3BOIO MEXaHIKH, ajie €
CTATUYHOIO TOJIOBOJIOMKOIO 0€3 quHamMiku, Ppi3uku MasTHUKA Ta endless runner
eJeMeHTIB. TakuM 4HMHOM, PO3pOOIIIOBAaHUN MPOAYKT 3aiiMae yHIKaabHY HIMTy,

BUTBHY BiJl IPSAMOi KOHKYPEHIIi 3 ICHYIOUMMH aHAJIOTaMH.

1.3 IlocTanoBKa 3a1a4i HA PO3POOKY MOOLIBHOIO irPOBOro
3aCTOCYHKY

Ha ocHOBiI mpoBeneHOro aHami3y MpPeAMETHOI ramxy3i Ta MOPIBHSIBHOTO
OTJIsiAy aHajioriB chopmMynboBaHO mpoOaemMy: icHyrodi MoOUThHI endless runner
MPOMOHYIOTh NependauyBaHi MEXaHiKu (CBailliu, HAXWJI IPUCTPOIO) 6e3 P13uuHOT
CUMYJIALIT, TOA1 K €AWHUN JOCTYITHUM aHAJIOT 3 MeXaHikoro 3aderuieHHs (Hook)

€ CTaTUYHOIO T'OJIOBOJIOMKOIO 0€3 AMHAMIKK paHHepa. TakuM YMHOM, BIJCYTHS
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rpa, MO MOENHYE 3aXOIUIIOIOYMN aBTOMATHUYHUN pyX, (PI3UYHO KOPEKTHUU
MasTHUKOBHI rapIiyH Ta HECKIHUEHHY MPOLEAYPHY T€HEPaLliiO PIBHIB Y €JUHOMY
MOOUTbHOMY 2D-nponykKri.

3amaya po3poOku chopMynbOBaHa TaKUM YHWHOM, W10 HEOOXIIHO
po3pobut KpocmiaaThOopMHUNM MOOUIBHUN IFPOBUN 3aCTOCYHOK y »kaHpi 2D
endless runner, y sskoMy rpaBeilb K€pye MepCOHAXEM 3a JOMOMOTror0 (Hi3UYHOTO
rapryHa — KHJA€ IINKy A0 TOYOK 3a4eTJICHHS, PO3TOHAYETHCS SIK MAsTHHK Ta
30upae MBUAKICTh JUIS TOJOJAHHS TPOIEAYPHO TEHEPOBAHMX MEPEIIKO.
3aCTOCYHOK IpU3HAYEHUH ISl MOOUIBHUX MPUCTPOIB M ynpasiiHHAM Android
3 MOXJIMBICTIO 3amycKy y Windows-cepenoBuiii uepe3 Unity Editor.

OyHKIIIOHAIBHI BUMOTH BU3HAYAIOTh TMEPEiK KOHKPETHUX MOBEAIHOK Ta
MOJIMBOCTEH, sIKI cucTeMa 3000B's13aHa peanizoByBati. Bumoru kinacudikoBaHo
3a TpiopuTeToM BIANOBIIHO 10 Metomosiorii MoSCoW (Must have —
o6oB's13k0B1; Should have — 6axani; Could have — 3a HasiBHOCTI "acy). [lepemik

GyHKIIOHATBHUX BUMOT HaBeaeHo B Tabwuii 1.10. [5]

Tabmums 1.10 — @yHKIIOHATBHI BHMOTH J10 MOOUIBHOTO IFPOBOTO
3aCTOCYHKY
No Monyns Buwmora [Ipiopurer ID
1 Pyx I'paBerns aBTOMaTHYHO PyXa€ThCA BIPABO 3 Must have FR-01

HaJamToByBaHO mBHUAKIcTIO forwardSpeed

2 lapmyn [IpurintoBaHHs Yyepe3 eKpaHHUHN HKONCTHK i3 Must have FR-02
BiIOOpa)KEHHSIM BEKTOPHOTO HATIPSMKY

3 lapmyn [Tomyk HaWOMMKYOI TOYKH 3aYEIUICHHS Y Must have FR-03
KOHYcCi 45° mpu BiAITycKaHHI HKOHCTHKA

4 lapryn Di3UYHO KOPEKTHUI MasSTHUKOBHN PyX ITiCIIS Must have FR-04
3auerutenHs (DistanceJoint2D)

5 lapryn BinmyckaHHs 1inky y Oynb-SKAA MOMEHT 3a Must have FR-05
Oa)XaHHSM T'PaBIL

6 IMpurinroBanust | BimoOpaxkenHns sasepHoro  mpuiiasaoro | Should have FR-06
POMEHSI [IPU yTPUMaHHI [DKOMCTHKA

7 Crtpubox CTpubOOK-pUBOK KHOIKOI Jump 3 BEKTOPOM Must have FR-07
(X,Y) Ta kyngayHoM 3 ceKyHIH




[Iponosxenns tadbmui 1.10

17

8 I'eneparis [lpouenypna reHepamisi  HECKIHYEHHOTO Must have FR-08
PIBHS 3 TOUKaMH 3a4eIICHHS

9 Ienepariist Tpu TN MepemKoA: HIDKHS KOJIOHA, BEPXHS Must have FR-09
KOJIOHA, BOPOTA 3 MPOXOIOM

10 I'eHeparis ABTOMaTUYHE BHUJAJICHHS OO'€KTIB 103317y Must have FR-10
rpaBus Juis 3BUTbHEHHS] RAM

11 Paxynox BigoOpaxkeHHss mpoiieHoi  AWCTaHIIli Yy Must have FR-11
METpax y pealbHOMY Yaci

12 3ynuHKa BusiBnenns naains rpasis yepe3 DeathZone Must have FR-12
1 TIepe3anycK CleHH

13 Kamepa [lnaBHe ciimyBaHHS KaMepu 3a TpaBIeM 3 Must have FR-13
Dead Zone ta Damping

14 KepyBauust | IlinrpuMka mumni ta kiaBiatypu B pexumi | Should have FR-14

IK Unity Editor

HedynkirioHanbHi BUMOTH BH3HAYAIOTh ATPUOYTH SKOCTI IPOTrPaMHOTO

NPOJYKTY — XapaKTEPUCTUKU TOTO, AK CUCTEMA MOBUHHA (YHKIIOHYBAaTH, a HE

wo BoHa Mae pooutn. Knacudikalliro BAUKOHaHO BIATMOBIAHO 0 MIKHAPOIHOTO

craugapty ISO/IEC 25010:2023, 1o BuaiIsie BiciM KIIFOYOBUX XapaKTEPUCTHUK

SKOCTI TpoaykTy. HedyHKIIOHATBbHI BHMOTH 3 KpPHUTEPISIMH BHUMIPIOBAaHHS

HaBezeHo B TabOmuii 1.11. [2]

Tabmunsa 1.11 — HedyHkimioHansHi BUMOTH 10 MOOLUIRHOTO IrpOBOTO

3aCTOCYHKY
ATpuOyT sSKOCTI Bumora Kpwurepiit BuMiproBaHHs Ta METPHKA
[IponykruBHicTh — | CrabineHa dactora kaapiB Ha | Mimimym 30 FPS na Android 8.0+
FPS MOOUIBHUX MPUCTPOSIX (Snapdragon 450 i Buie); BiACYTHICTBH
IpOociJaHb HUXK4YE OPOry HPOTAroM 3 XB
irpoBoi cecii
[IponykruBHicTh — | Edexrunne BukopuctanHs | [likoBe  cmoxuBanas RAM  He
RAM OIIepaTHBHOI aM'sTi nepesunrye 150 Mb;  BigcyTHICTB
MOHOTOHHOI'O ~ 3pOCTaHHS  (memory
leaks) mpu TpuBaii rpi
[IponykruBHicte — | LIBuaKui cTapT 3aCTOCYHKY Yac Bix 3aImycKy A0 MEpIIOro irpoBOro
3aBaHTaKCHHS KaJpy HE TMepeBUlIye S5 CeKyHI Ha
LIBOBUX MPHUCTPOSIX
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[Iponosxenns Tabmuui 1.11 — HegyHkuioHanbHi BUMOTH A0 MOOUIBHOTO

I'POBOIO 3aCTOCYHKY

Haniitaicts CrabinpHa pobota 0e3 | BigcyTHicTh  KpaimiB, 3aBHCaHb Ta
aBapifHUX 3aBEPILCHb HEKOpPEKTHUX nepe3anycKiB npu
CTaHJapTHUX IrpOBUX CIIeHapisfx
npotsirom 10+ xBunwH cecii

3py4HicTh — | Kopextne posramryBanHs | J>KOWCTHK Ta KHOMKa Jump po3MmilieHi y

eproHoMiKa €JIEMEHTIB KepyBaHHS 30HaX BEJHMKHX NalbliB (HIKHI KYTH);
€JIeMEHTHU JIOCTYNHI 0e3 HepexOnIeHHs
MIPUCTPOIO

3pyuHicTh — BiAryk | MiHiMaibHa 3aTpUMKa MDK | 3aTpUMKa MDK JOTHKOM Talbllsl Ta
Ha BBiJ JIOTUKOM 1 PEAKITIEI0 BUJIUMOIO  PEAKI[IEI0 TEPCOHAaXKa HE
nepesurye 100 mc

3pyuHicTh — | Yitkuit Bi3yanpHH KoHTpacT | Touku 3adveruieHHs (KOBTI 3ipku) Ta
YUTAOETBHICTD ITPOBHX E€JTIEMEHTIB TepEeIKOIN (dpiomeroni KOJIOHHM)
MUTTEBO PO3PI3HSIOTHCS HA TEMHOMY

¢oni
CymnpoBopkyBaHicTh | MonynbHa CTpyKTypa KomoBoi | Koxken CKPHIIT (Gamelnput,
0a3u PlayerParkour, LevelGenerator,
ScoreManager, DeathZone,

MobilelnputController) BigmoBimae 3a
onny dyskiio — SRP

[TeperocuMicThb KpocmnaTdopmae posropTanas | 3aCTOCYHOK 3amyckaeThcsi Ha Android,
i0S ta Windows (Unity Editor/Build)
0e3 3MiHM IrpoBOi JIOTIKH, JIHIIE

TTePEKOMITLITSITIS
MacmraboBaHiCTh Posmmpenns irpoBoro | HoBmit Thum mepemkoanm abo TOUKH
KOHTEHTY 3aYeIUIEHHSI JTOJA€ThbcI 0Oe3  3MiHU

ICHYIOYUX CKPHIITIB; JIAIIE PO3IMIUPEHHS
LevelGenerator

Oco0nuBy yBary npuBepTaOTh BUMOTH J0 MPOAyKTUBHOCTI: TIopir 30 FPS
€ MIHIMQJIBHO KOMGOPTHUM JUIS JUHAMIYHOIO IrpOBOTO Iporecy 3 (i3HIHOIO
cumyssiero Masatauka; JimMiT 150 Mb RAM 3a6e3neuye KOopekTHY poOOTy Ha
npuctposix 3 3 I'b onmepatuBHOT mam'sti. Bumoru 10 3pydHOCTI BUKOPUCTAHHS
6e3MmocepeIHbO BINTUBAIOTh HA SIKICTh ITPOBOTO TIOCBITY Ta CIIPUNWHATTSA MEXAHIKA
rapiyHa.

VY nepmiomy po3aiii IpoBeAeHO KOMIIJIEKCHUN aHaIi3 MPeIMETHOI 001acTi
MOOUTBHUX 1rop xaHpy endless runner Ta CyMDKHHMX HaIlpsIMKIB, Pe3yJibTaTh

SKOTO CTaJ OCHOBOIO i (hOPMYJIIOBaHHS 3aBlIaHb PO3POOKU Ta TEXHIYHUX
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BHUMOT J10 IPOJYKTY.

JIoCHiJIPKEHO PUHOK MOOUIBHUX ITOp Ta BCTAHOBJIEHO, 110 kaHp endless
runner 3aJUMIIAETHCS OJHUM 13 HAWOUIbII KOMEPLIMHO YCHIIIHMX MOOUIBHHX
xaHpiB. ChopMoIbOBaHi 3aBAaHHs 10 pO3pOOKH Ta CUCTEMAaTU3yBaHHS BUMOT J0

MPOAYKTY (PYHKIIIOHANIbHI Ta HEQYHKITIOHATBHI
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PO3/L1 2 PO3POBKA ®YHKIIIOHAJIBHOI MOJIEJII
3ACTOCYHKRY

2.1 Anani3 migxoaiB 10 10 po3podku MoOITBLHUX irop

Jns peamizanii gBoBuMipHOro endless runner 3 MexaHikoio (Hi3UYHOTO
rapryHa po3risainucs TpU OCHOBHI MIXO/IH:

1) HaruBHa po3poOka
2) KpocmnatdopmHi ppeiiMBOpKH
3) Irposwuii pymiiii Unity

HatusHa po3po6ka. Okpemi 3actocynku st Android (Kotlin/Java) ta 10S
(Swift/Objective-C). 3abe3neuye MakCHMMaabHy MPOAYKTHBHICTH Ta JOCTYII JIO
mwiarpopmo-crnenudpiaaux APl Opnak motpeOye MATPUMKHA ABOX OKPEMHX
KOJOoBUX 0a3, a peamizamiga 2D-(i3uku BuUMarae MiAKIIOUYCHHS 30BHINTHBOT
610mioTexu (Hanpuknan, LibGDX nns Android a6o SpriteKit ans 10S) 3 pyunum
HaJAIITyBaHHSAM. ['OTOBOrO KOMIIOHEHTa [JIsi MAasTHUKOBOTO 3'€IHAHHS Y
HaTuBHUX SDK Hemae, 1110 3Ha4HO YCKIIQIHIOE PO3POOKY.

Kpocmiardopmui ¢peiimBopku 3araipHoro npusHaueHHs. React Native
a6o0 Flutter 103BOJISIFOTH TUCATH KOJI OJIMH pa3 1 po3ropTaT Ha 000X riargopmax.
[li ¢peiimBopku opieHtoBani Ha Ul-3acTocyHkH, a HE Ha Irpu: BIACYTHS
BOynoBaHa 2D-(dizuka, oOMexeHa MATPUMKA CIPAMTIB Ta aHIMalliid, HeMae
TOTOBHX PIllICHb JJIsS ITPOBOT'0 IUKIY Ta MpOIEAypHOi reHeparlii. Peanizamis
MasTHUKa 4epe3 1mi (peldMBOpKkM moTpeOyBasia O HaNKWCaHHA TOBHOIIIHHOTO
(b13UYHOTO PYIIIis 3 HYJIS.

IrpoBwuii pymiiii Unity. CrerianizoBane cepeioBHUIIE sl pO3POOJICHHS irop
3 BOynoBaHOO 2D-}i3uK0I0 TOTOBUMH KOMIIOHEHTAMH CHUCTEMOIO TipedadiB Ta
Asset Store. JXomamx 30BHIMHIX O0i0mioTek s (Qi3UKK HE MOTPiOHO.
[TopiBHSUTBHUE aHAMI3 TPHOX MIIXOJIIB 32 KIFOYOBHUMH KPUTEPISIMU HABEJICHO B

ta0ymi 2.1.
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Tabmuus 2.1 — [opiBHANBHUEN aHAII3 MIIXOAIB 10 pO3pOOKH MOOUIBHOTO

I'POBOIO 3aCTOCYHKY

Kpwurepiit

HartusHa po3poOka
(Kotlin/Swift)

React Native / Flutter

Unity (oOpaHuii
TAX1T)

2D-diznuna cuMyISIis

[Totpebye cTopoHBOT

BincyTas abo myxe

v Box2D BGy10BaHO

6i0miorexu (Box2D) oOMexeHa (DistanceJoint2D)
DistanceJoint2D Pyuna pearizarfist Bincythiit v Torosuii
KOMITOHEHT

[porenypHa renepaiis

Pyuna peanizaitis

Pyuna peanizaris

V' Instantiate/Prefab
CHUCTEMA

MoOUIBHHN JHKONCTUK

Pyuna peanizaitis

CroponHs 6i01ioTeKa

v Simplelnput (Asset

Store)

Cinemachine kamepa BincytHs BincytHs v B6yoBanuii maker
Pixel art animarris Pyuna peanizaitis OOMexeHa v Animator +

iITpUMKa SpriteRenderer
KpocrnatdopmuicTs Oxpemi koj10Bi 6a3u Vv Omna xomoBa 6aza | v OmHa kojoBa 6aza
Device Simulator Emymsrop OC O6MexeHuit v Unity Device

Simulator

HpodimoBaHHst v Android Studio ObmexeHe v Unity Profiler [15]
RAM/FPS
BianoBigHicTs BUMOram 3/9 3/9 9/9

9

Amnaniz tabauii 2.1 ogHo3HauHO BKa3ye Ha Unity Sk onTUMaNbHUN BUOIp:

PYIIii 3a0BOJIbHSIE BC1 9 TEXHIYHMX KPUTEPIiB, TOM1 SK HATHBHA po3poOKa Ta
Kkpocruiatopmui pperimMBopkr — swiie mo 3. Kiro4oBUM YHHHUKOM € HasiBHICTh
roroBoro kommoHeHTa DistanceJoint2D, mio peamizye (i3udyHO KOpPEKTHE
3'€IHaHHS 3 PETYJIbOBAHOIO BIICTAHHIO — CaMe II€ € TEXHIYHUM SIPOM MEXaHIKH
rapiyHa.

VY kareropii irpoBux pymiiB st 2D-mMoO0impHUX irop HaWOITBII
aktyanpHOI anbTepHaTHBO0 Unity € Godot 4. Godot € MOBHICTIO BIIKpUTUM
MPOTrpaMHUM 3a0€3MEeYeHHSIM 3 aKTUBHOKO CIIUIFHOTOI Ta BIIACHOK MOBOIO
GDScript. s

MPOBEJCHO JI€TAJIbHUIM MOPIBHSUIBHUN aHaJi3 JBOX PYIIIiB 3a KPUTEPIsIMHU, IO

porpaMyBaHHS 00'€KTUBHOTO OOIPYHTYBaHHS BHOOpY

0e3nocepeIHbO BILUIMBAIOTh HA pealizalliio po3po0I0BaHOTO MPOIYKTY.
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Tabmuus 2.2 — IopiBuspHu#M anani3 Unity 6.3 LTS ta Godot 4.2 s

peanizanii IpoeKTy

Kpurepiii nopiBHIHHS Unity 6.3 LTS Godot 4.2
Kommnonent v BOynoBanwii, v PinJoint2D (MeHIII THYYKHiT)
DistanceJoint2D HaJIAIITOBYBaHHI

Cinemachine kamepa

v Odiniiiauii maker (Dead
Zone, Damping)

X CTOpOHHE pillleHHS

New Input System (multi-
touch)

v Odoiuiiiawuii maker 1.7

Yactkoso (InputEvent)

TextMeshPro ms Ul

v BOymoBanmii

X Crannpaprauii Label

Asset Store (roroBuii pixel
art)

v 70 000+ aceriB

X He3HauHa ekocucTemMa

Simplelnput (pxolicTHK)

v TlepeBipenwuii maker

X BigcyrHiit

Android Build (IL2CPP)

v CrabinbHa 30ipka

v CrabinbHa 36ipka

Device Simulator

v BOymoBaHnmii

X BigcyrHiit

Unity Profiler (CPU/RAM)

v JleranbHuil BOymoBaHuii

YacTkoBO (30BHIIITHIH)

Yactka pPHHKY MOOUIBHUX
irop

70%+ (Unity Technologies)

~5-8% (omiHKa)

LTS-Bepcis 3 2-piyHOIO

T ITPAMKOO

v (6.3LTS)

v (4.2 LTS)

BeskormrroBHa mineH3is

v (Personal mo $100k/pix)

v (MIT — moBHicCTIO
0E3KOIITOBHO)

BiamoBigaicTs BAMOTaM

poeKTy (3 12)

11/12

6/12

Amnaniz tabnui 2.2 miatBepmxye nepeary Unity 3a 11 3 12 kputepiis.

Bupimansaumu  gakrtopamu €: HasBHICTb KommoHeHTa DistanceJoint2D 3

HEOOXITHMMH BJIACTHBOCTSAMHM; odimiiHui maketr Cinemachine 3 Dead Zone Ta

Damping; nepeBipennii yacom naketr Simplelnput nms MoOITEHOTO THKONCTHKA;

Pixel Adventure 1 Ha Asset Store. Y Godot aHaimoru BCiX 1IUX KOMIIOHEHTIB 200

BiZICyTHI, 200 moTpeOyBanu 6 pydHOi pearizaiii, Mo 3Ha4HO 30UTBIIIII0 O 00CsT

po3pobku. €auHa Oe33anepedna nepeBara Godot — MOBHICTIO OE3KOIITOBHA

MIT-ninen3is 6e3 yMOB 3a JJOXOJIOM.

VYci ckpuntu irpoBoi Jioriku Hanucano MoBoro C# Bepcii 10. C# € equHoI0

oQIIIHO MIATPUMYBAHOIO MOBOIO cKpunTuHry B Unity, 1o 3a0e3nedye MoBHY
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CYMICHICTb 3 yciMa BOyJI0BaHUMHU KOoMIIOHeHTaMu Ta API pymris.

KirouoBi moxnuBocTi C#, 1110 BUKOPUCTOBYIOTHCS Y TIPOEKTI:
— [object Object] neHTpanbHUI MEXaHI3M KOMYHIKallll MK MiJCUCTEMaMu
yepe3 mnarepH Observer. OronomenHss public event EventHandler
OnHookPressed no3Bonsie Gamelnput myOmikyBatu mopii, a PlayerParkour
HiAMKCYBATUCH 0€3 MPsAMOT 3aJIeKHOCTI. [ 7]
- [object Object] momMuiIKKM TUTIB BUSIBISIOTHCA Ha €Tari KOMIUIAIIL, a He
BukoHaHHs; IntelliSense y Visual Studio 3a6e3nedye aBTOJOMOBHEHHS JIJIsl BCiX
Unity API.
- [object Object] 61oku #if UNITY STANDALONE || UNITY_ EDITOR
N03BOJIAIOTE  Tucatu  minatdopmo-cieuudiuanii  xox  (IIK-mpuiinroBanHs
Mmutero) 6e3 ayOIIoBaHHS JIOTIKH.
— [object Object] Oe3neune 3BepHEHHS A0 OMIIIHHUX MOCHIAHb (HAPUKIA,
hookAimLine?.enabled = false) 6e3 NullReferenceException.
- [object Object] KOMMAKTHUNM CHHTAKCUC [JI1 OOpPOOKM KOJEKIIii;
Harnpukiaz, Gitbrpaiis macuy nuiei y Find AndActivateHook().

Unity BukopucToBY€e BifKpuTuil (hizuunuil pymiii Box2D sik ocHOBY 115t
2D-dizuku [8]

Kommnonent DistancelJoint2D € mpsiMoro HaaOymoBOIO Haj BiAMOBILIHHM
tunoM 3'eaaanns y Box2D. [10] [13]

Kirouori BmactuBocTi DistanceJoint2D, 1110 BUKOPUCTOBYIOTHCS Y TIPOEKTI:

[object Object] mo3uIliss TOYKM 3a4yEIUICHHS Y TPOCTOpPi CBITY;
BCTAHOBJIIOETHCA TMHAMIYHO MPU KOXKHOMY KUIKY ITITTKH.

[object Object] noBXMHA «IIIMKK»; BCTAHOBIIOETHCS PIBHOKO BiICTaH1 MiX
rpaBlieM Ta TOYKOI0 B MOMEHT 3auerieHHs yepe3 Vector2.Distance().

[object Object] BumknaeHOo (false), moO0 OBXXMHA BCTaHOBJIIOBAIACH
MPOrPaMHO, & HE aBTOMATHYHO y KOKHOMY KaJpi.

[object Object] BMHUKaeThCS TMpU 3ayCINICHHI Ta BUMHUKAETHCS TPHU

BIIMyCKaHHI; 1€ €MHUM CIIOCIO aKTUBAIli/AeaKTUBAIlli 3'eTHAHHS 0€3 3HUIICHHS
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KOMITOHEHTA.

Jlns o6poOku MOOLIRHOrO BBOJY BUKOpHcTOBYyeMO New Input System.
Koxen motuk mae yHikanpHui touchld, mo mo3Bomsie po3pi3HSATH IOTUKU 10
pizaux Ul-enemenTis. Lle BaxnuBo Juisi po3po0IIOBAHOTO MPOAYKTY, OCKUIBKU
rpaBellb MOKE OJHOYACHO YTPUMYBATH JKOWCTHUK JIIBOIO PYKOIO Ta HaTHCKATH
KHOINIKY Jump mnpaBoi0 pykow — o0OHuABa JOTUKA IOBUHHI 0OOpOOJIATHUCH
HE3aJIe)KHO Ta HE KOH(DIIKTYBaTH MK COOOI0.

B posnini BukopucToByeThcsi MexaHismM Dead Zone (ckputa 30HA)
BU3HAUa€ MPIMOKYTHY 00JIaCTh y LEHTP1 €KpaHa, BCEPEANHI AKOI MepeMIlIeHHS
rpaBllsl HE BUKIMKAE pyXy Kamepu. Lle 103Bosisie mepcoHaxky «auxaTtu» y Kaapi

i 9ac ApiOHUX KOJMBaHb MasgTHUKA 0€3 HEPBOBOT'O CMUKAHHS €KpaHa.

2.2 MoaeawBaHHs NpeIMeTHOI 00J1acTi

VY po3po0r0BaHOMY 3aCTOCYHKY BHJAUICHO NIBOX akTopiB: ['paBenb Ta
Cucrema.

[Tepenik BapiaHTiB BUKOPUCTAHHS CUCTEMAaTHU30BaHO B Tabymii 2.3.

Tabnuus 2.3 — Bapiantu Bukopuctands Use Cases irpoBOro 3aCTOCyHKY

ID Hazsa BapiaHTy AxTop Koporkwuii onmc
BUKOPHCTAHHS
UC-01 | 3amyck irpoBoi cecii I'paBerns I'paBens  3amyckae 3aCTOCYHOK;
3aBaHTaXyeThCs  SampleScene;
HEePCOHAX MOYNHAE

ABTOMAaTHYHUH PYyX BIIPABO

UC-02 | I[punintoBanus minkoto | ['paBers I'paBens Bigxuisie HKOHUCTHK Y
HaNmpsMKy TOYKH  3a4eIUICHHS;
BiJOOPayKAETHCS Ta3epHUit

MPULIUTFHUHN IPOMiHB

UC-03 | Kunok rinku I'pasens + Cucrema I'paBens  BiAmyckae JHKOWCTHK;
CUCTeMa 3HaXOJAUTh LiJIb Y KOHYC1
45°; aktuByetbes Distanceloint2D

UC-04 | MasTHUKOBHH pyx Cucrema ((izuka) DistanceJoint2D yrpumye rpaBus
Ha BiacraHi Bim Toukw; (i3uka
Box2D MOZEIIOE MAasITHHK;
LineRenderer BigoOpasxae minky
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UC-05 | BigmyckaHHS IIMKA

I'paBens

I'paBens BigXwisie JHKOHUCTHK B
J13000050%1 0ik abo IiIKa
CKAaCOBYEThCSI TIPH HOBI KHJIKY;
joint.enabled = false

UC-06 | BukonanHs cTpuOka

I'paBens

I'paBents HaTuckae KHONKY Jump;
rpaBelb OTpHUMYE IMITYJIbC
(dashForceX, dashForceY);
KynnayH 3 ¢

UC-07 | 3ycrpid 3 mepenKkomao0

Cucrema

LevelGenerator po3miiiye
MEPEIIKOTy OJTHOTO 3 3 THIIIB MiX
TOYKAMH; rpaBelb obupae
TPAEKTOPII0 00X0Ty

UC-08 | 3arubens rpaBus

Cucrema

I'pasens magae auxue DeathZone;
KoJIalJiep-Tpurep CIIpallbOBYE;
SceneManager.LoadScene()
Mepe3aITycKae CIeHy

UC-09 | Iepermsn paxyHKY

I'paBens

I'paBens  0auuTh JUCTAHIIO Y
merpax y TextMeshProUGUI y
BEpXHIH 4YacTHUHI eKkpaHa B
peaTbHOMY daci

UC-10 | IIporpecyBaHHs piBHS

Cucrema

LevelGenerator reHepye  HOBI
TOYKH Ta TEPENIKOJH IOMEpPeay;
Buaaisie o0'ektu mozamy 3 FIFO-
4epru

TexcroBa cxema jJiarpaMu BapiaHTiB BUKOPHUCTAHHS:

ﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂﬂ

nnnnnnnnnnnnnnnnnnnnn

(TUc—-01)

(TUC-02)

(UCc—-03)

(UCc—04) CucTeMa (aeTo)
(UC-05)

(uc-0&) Cz

(UC—-07) IIe CucTeMa (aeTo)
{(TUCc—08) CucTeMa (asTo)
{(UC—-05) (nepernano)

{Uc-10) CucremMa (aeTo)

Pucynok 2.1 — Cxema BapiaHTiB BUKOPUCTAHHS IrPOBOTO 3aCTOCYHKY

JInst po3po0JIIOBAaHOTO 3aCTOCYHKY BHU3HAYEHO IIICTh OCHOBHHUX KJAcCIB,

KOJKEH 3 SIKUX peanizye okpemuit MonoBehaviour-ckpunr.
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<<gingleton>> BlaysrParkour
GameInput
- forwardspeed: float
+ Instance: Gamelnput — maxHookDistance: float
* OnHookPressed: EventHandler ~ aimConeRngle: float
+ OnHookReleased: EventHandler - dashEorceX: float
+ OnDashbressed: EventHandler - dashEorcey: float
— JumeCooldown: float = 3
* GefAlmbirection () : Vector2 - isDashing: hool
+ IriggszDash() @ veid - isaimingHook: bool
— rb: Rigidbody2D
Events - Joint: DistanceJdoint2D
»| — lineRendsrer: LineRenderer
+ UpdatgHookadm (v: Vector2): yoid
MobileInputController + OnReleascHookJoystick() @ yoid
- EindandActivateHook(d: Vec2): yoid
- playsrParkour: RlayerParkour - Jump () : ¥yoid
- JoystickHandle: RectTransform — StartHook(): void
- isAiming: bool - Stopdopk () void
- HandleHookJoystick () : yoid

salls

LevelGenerator

ScoreManager

— hookPointPrefab: GameObject

- playerTransform: Transform — gbstaclePrefab: GameObject

- scorslext: IME Text — activedblects: List<GameObjsct>
— start¥: float — lastSpawnX: flcat

(Update) : yoid — SpawnElement () : woid

— SpawnsingleObstacle ()@ yoid
— CheckBndDestroy0ld () : void

Dsathzone

OnTriggerEnter2D(col) : woid

WO W

- RestartGame () : void

Pucynok 2.2 — Jliarpama KiaciB mporpamMHoOi CUCTEMHU
BnactuBocTi giarpam kiacis

1) Gamelnput renepye mojiii Ta HEe Ma€e MPSIMUX MMOCHJIAHb HA 1HIII KJIACH.

2) PlayerParkour € menTpasbsHUM KJIacOM IrpOBOI JIOTIKH Ta MiAMHCYETHCS HA
oii.

3) MobilelnputController Buxnukae myOmiuai wmetogum PlayerParkour
HampsaMy — 1€ € agantepoM Mk Simplelnput Joystick Ta irpoBoro Jorikoro.

4)  LevelGenerator, ScoreManager Tta DeathZone € He3ajleKHUMU

migcucTeMaMu 0€3 B3a€EMHHUX 3aJI€KHOCTEH.
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CrpykTypa HaBirauii 3aCTOCYHKY IpPEACTaBICHO HA PUCYHKY 2.4

3aBanTameHHs (Splash screen — 1-2 c)

SampleScene

i Buake () / sStart() Bclx KOMOOHESHTIR

TTDOEMIE TOpoLec

CraH: Bir

ABTOMaTUYHIT PYX CradH: TapnyH aKTMEHMIA
Tedepallid piepHSE Crad: CrpMboRr

Bigolpamenna Ul

i Tpassue noTpanuss = DeathZone

PecTapT CLEHM -
Scenetanager

-LoadScene (1ndex)

(IoEBHE CRMAaxpa cTaHy, RaxyHor = 0)

Pucynok 2.4 — CtpykTypa HaBiraiii Ta moTik CTaHIB 3aCTOCYHKY

Bubip SceneManager.LoadScene() 3amicTh py4yHOTO CKHJAHHS CTaHYE
apXITEeKTypHUM pIillICHHSIM, 10 3a0e3reuye rapaHTOBaHE TTOBHE CKHUJIAaHHS BCi€i
CUCTEMH: BCl AaKTHBHI OO0'€KTH 3HHUIIYIOTbCS, YCI TIANACKA Ha TMOAli
ckacoBytoTbes, Rigidbody2D ckumae mBuakicts, LevelGenerator mnoumHae
TeHepallito 3aHoBO. PydHe CKHWIaHHS CTaHy CTBOPIOE PH3UK 3aUIIKOBUX

apredaxTiB

2.3 IIpoekTyBaHHS apXiTeKTYpPH NPOrPAMHOI CHCTEMH

ApxiTekTypa 3acTOCyHKYy moOymoBana Ha mnpuHiunax SOLID,
amanroBanux a0 cnerudiku Unity MonoBehaviour-cucremu: [9]
- [object Object] KoxeH ckpumiT BiAMOBiIa€ CyBOPO 3a OHY QYHKIIIOHATBHY
obnmacte: Gamelnput — nume o00poOka BBOAYy Ta mMyONiKamis TOIIN;
PlayerParkour — e ¢isuka Ta jorika pyxy nepcoHaxa; ScoreManager —
aumie MOiApaxyHOK Ta BimoOpaxeHHs paxyHky; LevelGenerator — nuie

nporeaypHa reuepaiist; DeathZone — nuiiie BUSBICHHS A IHHS Ta 1HIIIFOBAaHHS
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pectapty; MobilelnputController — numie aganTaiisi cUrHany JKOUCTHKA [0
PlayerParkour.

- [object Object] LevelGenerator € BIAKpUTUM JIsl PO3LIUPEHHS, HOBUHM THUII
MePEeNIKOIn A0/Ia€Thes uepe3 posmupenHs 0moky if/else y SpawnElement() 6e3
3MIHU IHIIUX METO/1B, Ta 3aKPUTHUM I MOAU(IKAIIii.

- [object Object] PlayerParkour He 3amexuTh BiJi KOHKPETHOTO KJacy
Gamelnput — Bin 3anexuTh Bix adctpakilii. [{e 103BosIE MIAKITIOUUTH OYIb-IKE
iHIIIe /pKepesto BBoay Oe3 3minu PlayerParkour.

JlonatkoBo 3actocoBano mnpuHimn Loose Coupling: migcucremu
KOMYHIKYIOTb a00 depe3 noaii C#, abo yepe3 myOJ1iuHl METOIU 3 MIHIMAJIIBHUM
iHTepdeiicom. XKojeH Kiac He 3BepTaEThCs A0 MPUBATHUX MOJIB IHIIOTO.

Jlnst peanizanii apXiTeKTYpHUX MPHUHIMIIB OOpaHO KOHKPETHI MaTepHU
npoexTyBaHHA. [lopiBHsUIBHMI aHaii3 maTepHiB 13 OOIPYHTYBAHHSM iX BHOODY

HaBeneHo B Tabnuil 2.4.

Tabmums 2.4 — ApXiTeKTypHI TaTepHU MPOTPAMHOI CHCTEMU

IlepeBaru mus
[Tatepn e 3acTocoBaHO p o OOMeXeHHS
MIPOEKTY
. . Puszuk BHUTOKY
IToBHa 130515111151 BBOAY s
. . nam'siti pu
Observer Gamelnput — PlayerParkour gepes BiJI JIOTiKH; JIETKO HE3AKDITHX
(C# Events) | OnHookPressed/Released/DashPressed | samiautu mkepeso 6e3 | . p
. MATACKaX B
3mian PlayerParkour
OnDestroy()
I'mobanpHMA qOCTYI YcknagH0€
. 0e3 MocuaHk; FOHIT-
. Gamelnput.Instance — ennHmMiA .
Singleton - . | mepeBipka TECTYBaHHS,
ro0aThHUI MEHEIKep BBOAY Y CIIeHi . .
VHIKQJIBHOCTI B JUIIe OITMH
Awake() EK3EMIISP
Bucoka momgynpHicTh; | Hammmmok
. . HEe3aJIeKHE KOMITOHEHTIB
Component | Koxxer MonoBehaviour — okpemuit
. . BMUKAHHS/BUMUKAHHS, | YCKJIATHIOE
(Unity) kommoHeHT Ha GameObject; SRP
HaJAIITYBaHHS Yepe3 | YUTaHHA
Inspector Inspector
€nuHe mKepeno 3minu B prefab
Prefab HookPoint_Test, Obstacle_Test, Player | npaBnu; 3mina prefab | BmmBaroTh Ha
(Unity) — mabnonu 1 Instantiate() BiJJOOpaXKa€ThCs Ha BCI EK3eMILISIpU
BCIX EK3eMILISIpax OJJHOYACHO
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[IponoBxenHs Tabnuui 2.4

O(1) BunaneHus .
(1) Bun Instantiate/Destroy
FIFO Queue HauCTapliioro OpoXue 3a
. | List<GameObject> activeObjects | o6'ekra; crabinbHe s1op o A
(criporenwnii cnpaxHiit Object
y LevelGenerator croxxuBaHHs RAM
ITyJ1) . .. | Pool 3 moBTOpHUM
pY HeCKiHYEHHIH
BHUKOPHUCTAHHIM
reHepartii
. . Cranu He
UiTka Jsiorika .
HepexomiB Mixk BHPaXKCHI IBHUM
State 3 crauu PlayerParkour: bir / pexol enum; rnepexijn
. CTaHaMH; .
Machine lapnyn / Crpubok  uepes | . . MDK HUMH
. . . .. BiZICYTHICTB
(HesIBHMIA) isDashing ta joint.enabled L norpeodye
KOH(JTIKTIB MK
: YBaXXHOTO
MeXaHiKaMu .
BiZICTEKEHHSI

[Noennannst Observer Ta Singleton y knaci Gamelnput € ycBigomiieHUM
apXITeKTYpHHUM piieHHsM: Singleton 3a0e3neuye e AMHUMN T100ATBHUN TOCTYTI 10
MeHeKepa BBoy, a Observer 3abe3mneuye ciabke 3B'SI3yBaHHS MiXK BBOJOM Ta
irpoBoto Jsiorikoro. PlayerParkour 3nae nuiie npo icayBannst Gamelnput.Instance
Ta Horo nmyomiuaux Events — BiH Hivoro He 3Hae mipo Simplelnput, Touchscreen
a6o Mouse. lle o3navae, Mo A AoAaBaHHS MIATPUMKH TelimMmIaza JOCTaTHbO
moaudikysatu jgumie Gamelnput 6e3 Oyns-skux 3miH y PlayerParkour.

IrpoBa cuena SampleScene opraHizoBaHa 3a 1€papXIYHUM MPUHITUIIOM
GameObject-Component. KokeH  KOpeHeBHH  00'€KT €  HE3aJe)KHUM

G yHKITIOHAIBHUM MOJYJIEM, IIIO BiJIMIOBIIA€ 3a YiITKO BU3HAYEHY 00JIacTh:

samplescene

— Main Camera < QimazbuMi PEHNEDVMHT CHSHM HA SKDaH

DeathZone « BoxCollider2D (ls Irigger=true); zaEEiy nig
SRDAaHOM

Background Wallpaper « CTATHYHVI DOHOBMI CHOpaiT; DYyXacThCA =
KaMepon
— Global Light 2D « DnofalbEe QCBiTNeHHs nna URP 2D peHIepMHTY
— GameInput « Singleton; emuHMII ITOS BBONY; Events
— Player < Tomopmmy mepcomaw; yci Lrpopl xoMmonentu
— LevelGenerator < Opouenypsa Tenepauls; FIFO-gepra ob extis
— CinemachineCamera < EollowtlLookht=Player; Dead Zone; Damping
— Canvas (Screen Space — Querlay)

Jg, « KHOOK2 CTRUOKA/ BMITDIKAS
GameInput.TriggerDash ()

L——_QEQQ (Image) +— CHOpPayT KHOIKK

ScoreText « TextMeshProUGUL; paxyHOK ¥y MeTpax

Hook Joystisk. -~ Simplelnput,Jovstick roMmoneHT

L_'EQR@Q « RectTransform Handle; wmrasThcsa
MobileInputController
rrfm5§§§§§§gﬁéﬁfmwmvw « Unity UI gvent dispatcher; o00E'ASKOBMM ONA
Canvas
— ScoreManager < nipaxyEox micTaHull; HocwiaHEs Ha Player Ta
ScoreText

MobileInputController « ajanTep IXOMCTHRA; OOCHIRHHA HAa

PlayerParkour Ta Thumb

Pucynok 2.5 — lepapxist 00'ekTiB irpoBoi cuenn SampleScene
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[TpukpinnenHs DeathZone sik gouipHboro o0'ekra o Main Camera €
KJIIFOUOBUM apXITEKTypPHUM DIIICHHSIM: 30HAa CMEpPTI 3aBXKIAU 3HAXOJUTHCS
(p1KCOBaHO HMXKUE HMXKHBOTO KPAK0 €KpaHa HE3aJIEKHO BiJl BEPTUKAIBHOT MO3MIIIT
kamepu. Lle rapanTye, 1m0 TpaBels TMHE JIUIIE TPYU TOBHOMY BHXO/I1 3 BUIUMOTO
IrpOBOTO MOJIs1, @ HE IPU OyIb-IKOMY ONYCKaHHI Y HUKHIO YaCTHHY €KpaHa.

ANTOpUTM TPOIEAYPHOI TeHepalii € OJHUM 3 KIIOYOBHX TEXHIUHUX
pillIeHb 3aCTOCYHKY, IO 3a0e3euye HECKIHYEHHY peirpabenbHICTh. AJITOpUTM
LevelGenerator peai3ye Taki KpOKH:

[nimianizamis  (Start()): lastSpawnX BcTaHOBIIOETBCSI HAa 8 OJUHUIL
ToTiepely CTapTOBOI MO3HMIIIT T'PaBIs;, BUKIMKAEThes nepmuii SpawnElement()
JUTSL PO3MIIIIEHHS TOYaTKOBOT TOUKH 3a4eTIIICHHS.

Tpurep renepamii (Update()): ymoBa playerTransform.position.x +
spawnDistanceAhead > lastSpawnX mnepeBipseTbCsl KOXKHOTO KaJpy; IMpHU
BUKOHaHHI — BUKJIHMK SpawnElement().

I'enepartis Touku 3auerieHHs (SpawnElement()): randomX = lastSpawnX
+ Random.Range(minStepX, maxStepX) — rapaHTye pealbHUN MpoOrpec
Buepea; randomY = Random.Range(minY, maxY) — BepTHKajJbHE
pizHOoMaHITTs; Instantiate(hookPointPrefab, position, Quaternion.identity) +
Jo1aBaHHA 110 KiHI activeObjects.

I'enepania nepemkoau: Random.value < obstacleSpawnChance (50%) —
nepenikoia renepyerbes; obstacleType = Random.Range(0, 3) obupae onun 3
TPHOX THITIB.

Ounmenns FIFO (CheckAndDestroyOldObjects()): mepeBipka mepiioro
eleMeHTa depru; skmo #oro X < playerX - destroyDistanceBehind —
Destroy(obj) Ta RemoveAt(0); MK MOBTOPIOETHCS I BCiX KBadi()iKOBaHHX
00'€KTIB.

[TapameTpu TpbOX THUIIIB MEPEIIKOJT Ta iX IrPOBa POJIh CHCTEMATHU30BaHI B

tabaumi 2.5.
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Tabmuus 2.5 — Tunu nepenikoa NporeaypHoi reepanii

Tun | HazBa nepemkonu [Tapamerpu po3mimeHHs IrpoBa pons
0 HuxHs  BepTHKanbHA = -3.0; Scale = (1.0, 3.0, 1.0); X | 3mymiye TpaBIs
KOJIOHa — MK JJBOMa TOYKaMH 3a4€IUICHHs | MiJHIMATHCh Ha TapIyHi

abo cTpuOaTH BUIIEC

1 Bepxust  BeprukanpHa | Y = +3.0; Scale = (1.0, 3.0, 1.0); X | 3mymrye TpaBIIsl
KOJIOHA — MIDX JIBOMa TOUYKAMH 3a4CIUICHHS | 3HUXKYBAaTUCh abo
O00XOIUTH  TEPEHIKOAY
3HHU3Y

2 Boporta (mapua | Hwkus: Y = centerGapY — gap/2 — | Bumarae TOYHOI'O
MEePEIIKOo/Ia) h/2; Bepxus: Y = centerGapY + | po3paxyHKYy TpaeKToOpii
gap/2 + h/2; gateGapSize=3; | rapnyHa IS TPOTHOTY

centerGapY € [-0.5; 1.5] Kpi3b BY3bKHil TPOXiJl

Panpmomisariisi neHTpy po3puBy mis Bopit (centerGapY € [-0.5; 1.5]) €
BaXJIMBUM OajlaHCOBUM pileHHsM: ipu centerGapY > 1.0 mpoxXi po3TamoBaHuii
TaK BBICOKO, 10 BUMara€ akTHBHOT'O BUKOPUCTAHHS TapiyHa JUisd HiTHoMy; Mpu
centerGapY < 0 — mnpoxin BHU3Y, NOTpiOHO omycTUTHCh. lle 3abe3meuye
BapiaTUBHICTh TAKTUYHUX PIIMICHBb TPABIl MPU KOXKHIN 3yCTpivi 3 MEPENIKOI0I0
TUITY 2.

HeransHi  mapametpu  HamamtyBaHHsS — CinemachineCamera 3
OOTpYHTYBaHHSAM KOKHOTO 3HA4€HHs HaBeleHo B Tabmuii 2.6. [lapametpu
migiopaHi eMIIIPUYHO B MPOIECi IrPOBOTO TECTYBaHHS — KOXKHE 3HAYCHHS
BILJIMBA€E HA SKICTh I'POBOTO JIOCBiNY.

Tabnuus 2.6 — [apamerpu HanamtyBanHs CinemachineCamera

[Tapamerp Cinemachine 3HaueHHs OOrpyHTYBaHHS BHOOPY

Follow (uins crmigyBaHHS) Player.Transform | Kamepa npus’sizana g0 TpaHcopMy TIpaBIis;
YKOTHHX 3aTPUMOK OHOBIICHHSI TTO3HIIIT

LookAt Player.Transform | IlenTpyBaHHs Kaapy Ha TpaBIli HaBiTh HpH
BEJIMKHUX TOPU30HTAIBHUX MIBHIKOCTSIX

Dead Zone Width 0.3 I'paBens Moxe mepemimiatuck y 30% 30Hi 0e3
PYXy KaMepH; yCyBa€e MiKpO-TpEMTIHHS IIpu Oiry

Dead Zone Height 0.2 Beprukanbna OydepHa 30Ha;  3MeHIIEHA
MOPIBHSIHO 3 TOPH30HTAIBHOK Yepe3 4acTi
BEPTHUKAJIbHI KOJMBAHHS HA MasiTHUKY

X Damping 0.5 [lomipHe  ropu3OHTaJbHE  3[JIAIKyBaHHS;
0aJlaHC MiX TIJIaBHICTIO Ta CBOEYACHICTIO ITOKa3y
HOBHX TIEPEIIKOJ
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[Iponopxxenus Tadnui 2.6

Y Damping 0.8 ITigBuiiene BEpPTUKAJIbHE 3raaKyBaHHS,
MasTHUKOBI  KOJIMBaHHA OUIbII  pi3Ki  3a
TOPU3OHTAIBHUN pPyX — MOTpeOyIOTH Oinblne
dampening

Orthographic Size 5.0 Po3Mmip BuaMMOI 30HM; OXOIUTIOE JOCTaTHHO
MIEPENIKO/I MOMepe Ty /IS ITAHYBaHHSA TPAEKTOPIT
rapryHa

Lookahead Time 0.0 YrepemkeHHsl KaMepd BUMKHEHO; TPH BUCOKHX
IMIBUIKOCTSIX ~ MasTHHKA  COPUYHHLIO O
HEKOM(pOPTHHUH 3CYyB

TexHONOTr1YHUI CTEeK € MOBHUM MEPENIKOM YCIX THCTPYMEHTIB, 010J110TEK
Ta MAKETIB, 1[0 BUKOPUCTOBYIOThCS y MPO€eKTl. KokeH eleMeHT cTeky oOpaHuit 3
ypaxyBaHHSIM KOHKPETHUX TEXHIYHMX BUMOI Ta MEPEBIPEHMI HA CYMICHICTH 3

IHINUMU KOMIIOHEHTaMu. IIOBHHH TEXHOJOTIYHHH CTEK IMPOEKTY HABCACHO B

Tadmi 2.7.
Tabmums 2.7 — TloBHUI TEXHOJOTIYHUM CTEK MOOLIBHOTO IFPOBOTO
3aCTOCYHKY
Incrpyment / 6ibmioTexka Bepcis [Ipu3HaveHHS Ta POIb Y MPOEKTI
Unity (irpoBuii pyumiit) 6.3LTS OcHoBHE cepemoBuie po3pobku; 2D-¢isuka
Box2D, penaepunr URP, 36ipka Android/iOS/PC
C# ((NET) 10/ .NET 6 €1MHa MoOBa MpOrpamMyBaHHS IrPOBOI  JIOTIKH;
Events, LINQ, async/await, crpora Trrmizamis
Universal Render Pipeline 17.x OnrumizoBanuii  MoOiUTbHHN — peHgepunr; 2D
(BOymoBano) | Lighting, Sprite Atlas batching
Unity New Input System 1.7.0 VHiikoBaHa o00poOka BBOAY: CEHCOp, MHUIIA,
KJaBiaTypa, revimran depes exuanid API Pointer
Cinemachine 3.1 IntenekryanpHa kamepa: Follow, Dead Zone
(BOymoBano) | Width/Height, X/Y Damping, Framing Transposer
TextMeshPro 3.0 Bekropauii penmepunr tekcry Ul;  Unicode,
(BOymoBaHO) | KHMPHIIUIL, KACTOMHI mpudTH, OOBEEHHS
Simplelnput 2.1 (Asset lotoBuii  ¢peliMBopk ~ MOOLIBHOTO  BBOZLY:
Store) pKoicThk, multi-touch Ge3 kon¢umikTiB, pamiyc
HIOBEPHEHHS
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[Iponosxenus tadnui 2.7

Pixel Adventure 1 1.0 (Asset Pixel art rpadika: 16 animaliii nepcoHaxa,
Store) wiatopMu, mnactkd, (oHu; mineHsis Extension

Asset

Android Build Support Unity module | IL2CPP  xomminsimis, naxkyBanHs  .apk/.aab,
AndroidManifest, ProGuard nanamryBanss

Unity Device Simulator BOYI0BaHO Cumynsiis iPhone 12 Pro Max (2778%1284, DPI
458, Safe Area, Landscape); TouHe MOOiUTBHE
TECTYBaHHS

Unity Profiler BOY/IOBaHO [podimosanus CPU, GPU, RAM, pennepunry;

BusiBJIeHHS memory leaks Ta  performance
bottlenecks

Git + GitHub 2.43 BepciitHuii KOHTPOIIB; TUIKK Mmain/dev; KOXKeH KPoK
PO3pOOKH — OKpeMHil commit 3 OIICOM

Visual Studio 2022 / Rider 2022 /2024 | IDE ans C#: IntelliSense, step-by-step debugging,
pedaxTopunr, iHTerpaiis 3 Unity Editor

Oco06MBO1 yBaru 3aciiyroBye pileHHs BUKopucTaTu Simplelnput 3amicTh
BJIACHOI peamizarii pkodcTuka. OpedMBOpPK BHpINIye pPsJl HETPUBIATBHUX
TEXHIYHUX TpoOsieM: KopekTHa oO0poOka multi-touch 6e3 KOHOIIKTIB MiX
JOTUKaMU; HaJalITOBYBAaHUU pajlyc TMOBEPHEHHS PYKOSATKH A0 LEHTPAIbHOI
no3uirii; cymicHicte 3 Unity EventSystem mis kopexktHoro pospizHenHs Ul-
JTOTHKIB Bif irpoBuXx. CaMoCTiiiHa peai3aiis BCiel i€l JIOTiKM 3aiiHsu1a 6 3HAaYHY
YaCTHUHY Yacy, BIABEACHOIO Ha pO3POOKY KIIFOUOBHX IrpOBUX MeXaHIK. [21]

[Taket Pixel Adventure 1 Hagae 16 roroBHX aHiMaItii nepcoraxa (idle, run,
jump, fall, hit, double jump Tomo) y eauHOMY XyHmoxkHBOMY cTHII 16X16 pixel
art, a TaKOXX MOBHMI HAO1p TaiiB 11 IaTOpM, TACTOK Ta (POHOBUX E€JIEMEHTIB.
Jlinensisn Extension Asset [03BOJIS€ BHKOPUCTAaHHS Yy HaBYAIBHUX Ta
KOMEPIIHHUX MPOEKTaxX 0e3 JoaarkoBux BUILIaT. [20]

VY npyromy po3aini MpoBeICHO KOMIIEKCHE TEOPETUIHE JTOCIIIHKEHHS Ta
moOy0BaHO MOBHY (YHKITIOHATBHY MOJEIIh MOOUTHHOTO IrPOBOTO 3aCTOCYHKY.

JIoCHiJPKEHO TpW MIAXOAW J0 PO3pOOKM MOOUIBHUX Irop: HATUBHA
po3poOka (Kotlin/Swift), kpocruatrpopmui ¢pperimBopku (React Native/Flutter)
Ta irpoBui pyuriit Unity.
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JlocnipKeHo KIIIOYOBI TEXHIYHI OCHOBHU: (i3muHuil pymiii Box2D Ta
komrnoHeHT DistanceJoint2D, New Input System Ta multi-touch 06po0ka,
Cinemachine Dead Zone Ta Damping.

[IpoBeneno nmoBHe UML-mopentoBaHHs TpeAMETHOT 00JiacTi: aiarpama
BapianTtiB Bukopuctanns (10 UC, 2 akTopu); niarpama kiaciB (6 kiaciB, 3B'sI3KH
yepe3 Events Ta mpsiMi BUKIMKH); JiarpaMa TOCJIIOBHOCTI JJi KJIIOUOBOIO
CUEHApil0 KHUJKY ILINKWA; CTPYKTypHA CXe€Ma HaBiraiii Ta TOTOKY CTaHIB.
CHpoeKkTOBaHO apXITEKTypy CHCTEMH, OINHMCAHO MIJCUCTEMY MPOLEIYPHOL
re”epaiii, HajmamryBaHHs Cinemachine Ta iepapxito cuenu. OOIpyHTOBaHO
apxitektypHux pimenHs (DistanceJoint2D vs Raycast, OverlapCircleAll vs

Raycast2D, SceneManager.LoadScene vs pyune ckuianus).
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PO3/ILJ1 3 PEAJIIBALIISI TA TECTYBAHHSI IPOTPAMHOTIO
MPOJAYKTY

3.1 Peauizanisi nporpaMHoOro nNpoaykKry

[Iporpamuuii NpoAyKT CKiIanaeThes 3 mecTh CH-CKpUMNTIB, KOKEH 3 SIKUX
ycnaakoBye ©OazoBuii kimac Unity MonoBehaviour Ta peanizye okpemy
(YHKIIOHAIBHY BIANOBIAANBHICTh BIANOBIAHO 10 mpuHuuny SRP. 3aranpHa
XapaKTepUCTHKA CKPUIITIB 13 3a3HAYEHHSIM 00CSTY Ta BIANOBIIaJbHOCTI HABEIEHA
B TaOmmi 3.1.

Tabnuus 3.1 — CTpykTypa CKpUNTIB MPOTPaMHOr0 NPOAYKTY

®aiin ckpurra Posmip ®dyHKIIIOHAJIbHA BiAOBIIAIbHICTh
(psimxm)
Gamelnput.cs ~80 Singleton-menemkep  BBOmy;  myOumiKaiist  TOMmiN

OnHookPressed/Released/DashPressed; mepesipka Ul-
B3aemoyii; [IK-mpumimtoBadHs MUIIeto

PlayerParkour.cs ~160 CKiHYeHHMiA aBTOMAT (Bir/Tapmys/CtpuboK);
aJropuTM TMoOINyKy Touku 3adericHHs; FixedUpdate
¢isuka; HandleAimLines; mignucka Ha Gamelnput

Events
LevelGenerator.cs ~90 IIpouenypua renepamis; SpawnElement (3 Tumu
TIEPEITKON); FIFO-uepra activeObjects;
CheckAndDestroyOldObjects
MabilelnputController.cs ~50 Apmanrep mkoiictuka; umraHHs —anchoredPosition
Handle; BHKJIUK UpdateHookAim Ta

OnReleaseHookJoystick

ScoreManager.cs ~35 [Minpaxynok mucranmii  Bim  startX; FloorTolnt;
Mathf.Max(0); OHOBJICHHS TextMeshProUGUI
IOKAPY

DeathZone.cs ~20 OnTriggerEnter2D 3 TErOM Player;

SceneManager.LoadScene(buildindex)

Knac Gamelnput € eauauM TI00QIBHUM IITIO30M MK  (iI3UYHUM
TIPHCTPOEM BBOJIY Ta irpoBOIO JIoTiKO0. Moro peanizamis BUpilIye TPy KIIOYOBI
TEXHIYHI 3ajadyi: 3a0e3MeUYeHHS €IMHOCTI EK3eMIUIIpa, KOpPEeKTHa oO0poOKa
MoOuTEHOTO multi-touch ta i3oms1is Ul-1oTukiB Bix irpoBux.

Singleton peamizoBano kimacuyHuM Metoaom Unity: y meroair Awake()
MEPEeBIPSIETHCS  HASBHICTh  TMOMEPEIHBOTO  EK3EeMIUIsIpa dYepe3 CTaTHYHY

BiactuBicTh Instance. Skmio Instance Bxke iICHye — HOBHUI 00’ €KT 3HUIILYETHCS
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yepe3 Destroy, mo 3anobirae ayO0ai0BaHHIO TP MEepe3aBaHTAXKEHHI CIIEHH abo
MOMWJIKOBOMY KOITIFOBaHH1 00’ €KTa y CLEHI.

Singleton-inimiamizamis ta multi-touch Ul mnepesipka Gamelnput.cs
npeacrasieHa y JJonaroky A.

MeTton GetAimDirection() 3ade3neuye npuiiatoBanas Muiiero Ha [1K: Bin
MEPETBOPIOE E€KPaHHI KOOPJWHATH BKa3iBHUKA y HOPMAaJi30BaHUU BEKTOP
HanpsMKY y npoctopi cBity uepe3 Camera.ScreenToWorldPoint(). Lle no3Bosisie
TecTyBaTH MexaHiky rapnyHa y Unity Editor 0e3 HeoOximHOCTI MOOUIBHOIO
IPUCTPOIO 200 CUMYIISTOpA.

Knac PlayerParkour € HaiOumbiiuM Ta HAWCKIAMHIIIAM CKPHIITOM
poekTy. BiH peaizye HesIBHUI CKIHUEHHHUI aBTOMAT 13 TPhOX CTaHIB Ta MICTUTD
KJIIOYOBHUH aJITOPUTM ITOITYKY TOYKH 3a4eIlICHHS.

[nimianizamis KoMIoHeHTa BimOyBaeThes y meromax Awake() ta Start().
Posmonin Mixk HuMH € npuHOunoBuM: Awake() BHUKOHYETHCS paHille Ta
BUKOPUCTOBYEThCS  JUIsl  BHYTpimHbOi  iHimiamizamii  (GetComponent,
BCTAHOBJICHHS TMOYAaTKOBUX 3HAa4Y€Hb, JUHAMIYHE CTBOPEHHS Marepiany
LineRenderer). Start() Bukonyetbcs micias Awake() BCix 00’€KTIB y CIIEHI Ta
BUKOPHUCTOBY€EThCS I mianmucku Ha Events Gamelnput — 1e rapanrye, 1o
Gamelnput.Instance Bxe iHiI1aTi30BaHUM.

[rimianizais Ta mianucka Ha noxii (PlayerParkour.cs). IlpeacraBnena y
Honaroky b.

Anroput™m FindAndActivateHook() € cepuem wmexaniku rapnyHa. Bin
pealtizye CTpaTerito «IpoIeHHs MOMIIOK» (forgiveness mechanics) — 3aMmicThb
BUMOTH TOYHOTO BJIyYaHHS Yy TOYKY, aJTOPUTM 3HAXOAUTh HAWOIMKIY LIb Y
KOHYCl HaBKOJIO HANpSMKY MpUIUTIOBaHHs. lle € cTaHmapTHOIO MPaKTHKOIO
MOOUTBHOTO IrPOBOTO JW3aliHYy, OCKUTBKA TOYHICTh JOTHKY MaJIbIIEM 3HAYHO
HUKYa 32 TOYHICTh KITIKY MUIIEIO.

®di3uKa MasTHUKA IICJISA 3a4eTUIeHHS OOPOOJISIETLCS BHKIIOYHO PYIITIEM
Unity Box2D — Hisikoro 10ogaTkoBOro koay He moTpioHo. DistanceJoint2D

o0OMexXye MakCHMAaJIbHY BiJICTaHb MiX TpaBlieM Ta TOukoio, a Rigidbody2D 3
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YBIMKHEHOIO IPaBITAIIE0 TA HAKOMUYEHUM FOPU30HTAIBHUM IMITYJIBCOM Bij Oiry
NPUPOJHO TEPETBOPIOETHCS Ha MasTHUK. Y KoxkHomy kanpi Update() smmre
OHOBIIOIOThCS No3uLii LineRenderer st BinoOpaskeHHs JIHIT LINKH.
CkiHUeHHMM aBTOMAT CTaHIB peasli3oBaHUM yepe3 JABa OyseBi Mpamopiii:
joint.enabled (cran «I"apmyn») Ta iIsDashing (cran «Ctpubok»). OcHOBHUE pyx
€ aKTHBHMM Koyin oOuzBa mpanopii xuOHi. Y FixedUpdate() mepesipsieTbes
yMoBa BHXOJy 3i cTtpuOka: skmo isDashing == true Ta ropusoHTamBHA
mBHAKICTh Brajga g0 forwardSpeed — crpubok 3aBepmieHo. Lle 3abe3mneuye
TJIAaBHUM mepexiJl Bij cTpuOKa 10 3BUYaHOTr0 OIry 6e3 cTpulKa IMIBUIKOCTI.
HanamrroByBani mapamerpu PlayerParkour wepes Unity Inspector
JI03BOJISIFOTH OallaHCYBATH IFPOBUH TIpoliec 6e3 3MiHu Koay. Tadmuiis 3.2 MICTUTD
yci  SerializeField-mapamerpu 3 iX 3HAYEHHSMH 3a 3aMOBUYBaHHSIM Ta

MOSICHEHHSAM BIUIMBY Ha T'€UMILIEH.

Ta6mums 3.2 — [Napamerpu Inspector knacy PlayerParkour

[Tapamerp (SerializeField) 3HaueHHs 32 | BIumB Ha irpoBHii miporiec
3aMOBY.
forwardSpeed 50f bazoBa ropu3oHTaJdbHA IIBUAKICTH  aBTOOIrY;

30UIBIIEHHS — HiJABUILEHHSA CKJIAIHOCTI

maxHookDistance 80f MakcuMasbHU# paIiyC MOTyKy TOYKH 3a4eIICHHS;
3MEHIIIEHHS — MOTpiOHa TOYHIIIA Tpa

aimConeAngle 45.0° Kyr KOHyca TpHIITIOBAHHS; 30UTbIICHHS —
TPOLIEHHS TOMUJIOK HPHI[LTFOBAHHS

dashForceX 9.0f lopu3oHTaNbHA CKJIaZ0Ba IMIYJIbCY CTPHOKa;
BiJINIOBiIa€ 32 NAJTbHICTH TOIBOTY

dashForceY 9.0f BeprukanpHa ~ CKJIQJ0Ba  IMIYJIbCy — CTpUOKa;
BiJIIIOBiJIa€ 32 BHCOTY MiAHOMY

jumpCooldown 3.0c Yac niepe3apsiaku CTpuOKa; 3MEHIIIEHHS — CTPHOOK
CTa€ IOMIHYIOYOI0 MEXaHIKOK 3aMiCTh rapIryHa

aimLineLength 50f JIOB’)KMHA TIPHIUIBHOTO JIa3€PHOTO IPOMEHS Y
omuaUIX Unity

hookableLayer HookTarget | LayerMask mnst OverlapCircleAll; i3omroe TOUKM
3a4eIUICHHs BiJl IHITNX KOJIalepiB

Kmnac LevelGenerator peanidye HECKIHYCHHY MPOLEAYPHY TI'€HEpAIiio



38

irpoBoro piBH Ha OcHOBI FIFO-uepru (First In, First Out). KirouoBoro
nepesaroto FIFO € O ckmanHicTh onepanii 3 HNepimiuM €JIeMEHTOM 4Yepru, 1o
3abe3Meuye NocTiiiHy e(eKTUBHICTh HE3aJIEKHO BiJI TPUBAJIOCTI IrpOBOi cecii.
HanamroByBani napametpu LevelGenerator HaBegeHo B ta0iuii 3.3. L1
napamMeTpyu BHU3HAYAIOTh «BILAYYTTS» ITPOBOTO PIBHS: BIACTAHb MIX TOUYKAMH
3a4YeTUIeHHs BIUIMBA€ Ha PUTM TpH, Jdlama3oH BUCOT — Ha BEPTUKAIbHE

PI3HOMAHITTS, IMOBIPHICTb MEPEIIKO]T — HA HAMPY>KEHICTb.

Ta6muis 3.3 — [Napamerpu Inspector knacy LevelGenerator

[Mapamerp (SerializeField) 3uaueHHs 3a | BrumiB Ha reHepaltito piBHS
3aMOBY.
spawnDistanceAhead 18.0f Bizcranp TONEpenHbOro CIaBHY; TpaBellb He

0aunTh reHepallilo «y peaJbHOMY Y4aci»

destroyDistanceBehind 12.0f Biacrans BuIaIeHHS 1M03a1y; pa3oM 3i spawnAhead
BU3HAYAE KIJIBbKICTh aKTUBHUX 00'€KTIB

minStepX 7.0f MiniMajgpHa  TOPU3OHTAllbHA  BIiICTaHb  MDK
TOYKaMH; TAPaHTYyE PeallbHUM Tporpec

maxStepX 10.0f MakcruMabHa TOPU30HTAIbHA BiJICTaHb; BU3HAYAE
MaKCHMaJIbHO MOXKJTUBUH «CTPHOOK)

minY 1.0f MiniManbpHa BUCOTA TOYKH 3a4€IIEHHSI HAJl 3€EMIIEIO

maxyY 4.0f MakcuManbHa BUCOTa TOYKH 3a4eIICHHS; Pa3oM 3
minY BHU3HAYa€ BEPTUKAIbHE PI3HOMAHITTS

obstacleSpawnChance 0.5 (50%) | ImOBipHICTH TIOSBH IEPENIKOOM MDK  IBOMA
toukamu; 50% — OallaHC MK 4YeleHIKEM Ta
TUTaBHICTIO

gateGapSize 3.0f Hlupuna mpoxomy y BopoTax (THI 2); MEHIIe —

CKJIQTHIIIAHA TTPOIHOT

Knac MobilelnputController € «ronkmm» amanrepom Mix Simplelnput
Joystick ta PlayerParkour. Bin He MicTUTB irpoBO1 JIOTiKH — JIHIIIEe TpaHCHOPMYE
CUTHAJI JDKOWCTUKA Y BUKIUKH MyOniganx MetoAaiB PlayerParkour.

[ToporoBe 3HaueHHs 5 TMIKCENB OOpPaHO EMITIPUYHO: BOHO JOCTATHHO
BeNUKe, mo0 (QUIFTPYBATH NPUPOTHE TPEMTIHHS MAaJbIT HA CCHCOPHOMY €KpaHi
(3a3Buuaii 1-3 px), ame J0CTaTHRO Maje, OO pearyBaTd Ha HaBMUCHE

BinxuieHHsa Jxoiictuka. Ilpu 3anaaTo Mamomy mnopo3si (< 2 px) — IKOUCTUK
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pearyBaB OM Ha TPEMTIHHSA pYyKU; NOpU 3aHaaTo Beaukomy (> 10 px) —
3HIKYBajach OM Yy TJIMBICTh NPULILTIOBAHHS.

Knac ScoreManager BuMipioe TOpPU30HTaJIbHUN MPOrpec TIpaBls BifJ
cTapToBOi no3uilii. KiltouoBorw ocoOnMBICTIO pealizallii € 3aXUCT BiJ Bil'€eMHHUX
3HaueHb uvepe3 Mathf.Max(0, ...): mpum MasTHUKOBOMY pyCi TpaBellb MOXE
TUMYaCOBO MIEPEMIIIATHCh JTiBOPYY, IO O€3 3aXUCTy MPHU3BEN0 O 10 HEraTUBHOT'O
paxyHKy — HEMPHUHHITHA MOBEAIHKA 3 TOYKU 30pYy irpOBOTO AU3aNHY.

Knac DeathZone e HaimpoCTilIuM CKPUIITOM MPOEKTY Ta peaji3ye JIUIIe
OIMH MeToj. Moro mpocTtoTa € TpPSAMHM Pe3ylbTaTOM —IPABUIBHOTO
apXITEKTYpHOTO PIMIEHHS — 3aMICTh CKJIAJIHOTO BIACIIJIKOBYBAHHS CTaHy Ta
pYYHOTO  CKHJAHHA  BCIX  TIJACHCTEM,  BHKOPHUCTOBYETHCSI  TIOBHE
nepe3aBaHTaXeHHs ciieHn yepe3 SceneManager.LoadScene().

OxpiM mporpamMHOTO KOy, 3Ha4YHA YaCTHHA HAJIAITYBaHb BUKOHYETHCS
yepe3 Unity Inspector 6e3 3Minu koxy. lle € dbyHaaMeHTaTbHUM TPUHITUIIOM
Unity-po3poOku: mapamerpu, 110 MOXYTh MOTpeOyBaTH OallaHCYBaHHS,
BUHOCATHCS B Inspector yepes atpuOyT [SerializeField] a6o public mos.

Rigidbody2D rpasiisg HanmamToBaHui 3 TakuMmu napamerpamu: Mass = 1;
Linear Drag = 0.5 mnowmipHe rajapbMyBaHHS Yy TMOBITpi, M0 3amobirae
HECKIHYEHHOMY KOB3aHHIO ITic/s BiamyckanHs iinku; Interpolate = Interpolate
3rIa/KyBaHHS MK (DI3MYHUMH KPOKaMU — YCYBa€ «CTPUOKH» TiKcelniB mpu 60
FPS pennepunry ta 50 Hz dizwuri.

Tpu wirodoBux mnpedadu MPOEKTY HECYTh HACTYIIHI KOMIIOHEHTH Ta
HaJalITyBaHHS:

- [object Object] BoxCollider2D na mrapi HookTarget po3mip miniopanmii
i cripaiT 3ipku; SpriteRenderer 3 sxoBTUM cripaiitom 3ipku 3 Pixel Adventure
1. XKoBTHii KOIip 0OpaHUil AT MAKCUMAIIBHOTO KOHTPACTY HA TEMHOMY CHHbBO-
cipomy ¢oHi.

— [object Object] BoxCollider2D Is Trigger = false — ¢iznune 610KyBaHHS
cTaHgapTHoro po3Mmipy; SpriteRenderer 3 pioneToBUM MPSAMOKYTHUM CIIPAUTOM.

LevelGenerator 3mintoe localScale s KOXXHOTO TUMY MEPEIIKOAN — €IUHUN
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npedad A TpbOX THITIB.
— [object Object] Bci 8 xommonentiB (Rigidbody2D, DistancelJoint2D,
CircleCollider2D, LineRendererx2, SpriteRenderer, Animator, PlayerParkour);

yci SerializeField nocunannsa nanamroani; Ter = "Player" nis DeathZone.

3.2 TecTyBaHHsI NPOTrPAMHOT0 MPOAYKTY

OyHKIIOHATBHE TECTYBaHHS TPOBOJWIOCH 33 METOJOM  «YOPHOI
CKPUHBKM»: TepeBipsiach BIANOBIAHICTG BHUIMMOI TMOBEAIHKH CUCTEMU
BU3HauUeHUM  (QyHKIioHambHUM BuMoram FR-01-FR-14 6e3 ananizy
BHYTPIIIHBOTO KOJy. KOKeH TecT-KeiC omucye KOHKPETHY Jif0 Ta OYiKyBaHUU
pe3ynbTaT, m0 J03BOJIsiE OJHO3HAYHO OmiHUTU cTaryc: «[IpolineHo» abo «He
IPONJCHOY.

HedyunkiionanbHe TecTyBaHHS MNPOAYKTUBHOCTI 3M1MCHIOBAJIOCH 3a
nornoMoror BOymoBaHuX iHcTpyMeHTIB Unity: BikHOo Stats (BimoOpaxkae FPS,
KibKicTh draw calls, BepIiMHM Ta TPUKYTHHKH y peadbHOMY yaci) Ta Unity
Profiler (neransue npodimtoBanus CPU, GPU, nam'sti Ta peHIEPHUHTY 3 YaCOBOIO
IIKAJIO0 JIJIsl BUSBIICHHS MMIKOBUX HaBAaHTAKCHb ).

TectoBe cepemopuiie. OCHOBHUM TeCTOBUM cepeaoBuiiemM € Unity 6.3
LTS Play Mode y noeanansi 3 Unity Device Simulator y nmpodini Apple iPhone
12 Pro Max. Ilpodins 3amae: po3ainpHa 30aTHICTE 2778%1284 mikceniB, DPI =
458, Safe Area Binctynu (48 px 3Bepxy, 34 px 3HHU3Y), opieHTaris Landscape Left.
Bubip iPhone 12 Pro Max oOrpyHTOBaHUM: 1€ MPUCTPIH BHIIOTO KJacy, IO €
penpe3eHTaTUBHUM 1J1si ayauTopii 14-35 pokiB, sSIKy BHUSBICHO NpU aHAII31
IIJTOBOI ayUTOPIi.

Kpurepii mouatky TectyBaHHs. PeamizoBano Bci 14 (yHKIioHATBHHX
BuMor (FR-01-FR-14); Unity Console He mictuth Error-piBHS MOBIIOMIICHB;,
CIIeHa BIITBOPIOETHCSA Oe3 BUIBOTIB y pexkuMi Play Mode minimym 60 cexyHn
nocnuik; yci SerializeField-nocunanns wanamroBaHi y Inspector (BimcyTHi
MissingReferenceException).

Kpurepii 3aBepiienns tectyBaHHs. Bukonano Bci 20 TecT-keiciB; BCi
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orpuMmanin ctaryc «lIpoiiieHo»; BUSIBICHI CHOCTEPEKEHHs Kiacu(iKOBaH1 SIK
«OYIKyBaHa TMOBEJIHKa» ab0 «HE KPUTHUYHUUA JOePEeKT»; 3BEACHI METPHUKU
MPOJYKTUBHOCTI BIAMOBIIAIOTh HE(PYHKI[IOHAIIBHUM BUMOTaM.

Jlnst mepeBipKM BIANOBIAHOCTI MPOAYKTY BCIM (DYHKI[IOHAJIBHUM Ta
He(yHKIIOHATbHUM BHUMoOraM po3pobieHo 20 Ttecr-keiciB. Ilepmi 17 €
¢ysakuioHanbHUME (T «D»), ocTanH1 3 — HedyHKUIOHATBHUMU (Tl «HD»).
Tabnuus 3.4 MICTUTH MOBHUM MEpENiK TECT-KEHCIB 13 KPOKaMH BHUKOHAHHS Ta
OYIKYBaHUMHU Pe3yJbTaTaMU.

Tabmuus 3.4 — Tecr-keiicu ¢GyHKIIOHANIBHOTO Ta HEQYHKIIOHAIBHOTO

TCCTYBAHHA
ID | Has3sBa tecr-Keficy Kpoku BUKOHaHHS Tun | OuikyBaHU# pe3yabTaT
TC- | ABTOMaTHYHMHA 1. 3anycrutu Play Mode | @© | ['paBens pyxaerscsi BOpaBo 3i
01 | pyx rpasis 2. He naTuckaT KOTHHUX CTaJIo0 HIBUKICTIO
kHomok 3. CroctepiraTu forwardSpeed=5; BigxuieHHs 110
15¢ Y BizmcyTHE TIpH PIBHOMY pycCi
TC- | Kumox minku — | 1. Bigxuwmumu mxodictuk | @ | Ilinka MIPUKPITUTIOETHCS o
02 | BiyuaHHs 0 BUOUMOI 3ipku 2. HaWOIIKI01 TOYKN B KOHYC1 45°;
Yrpumatu 2 ¢ 3. LineRenderer BimoOpaskae JiHi0
BiamyctuTn mKoicTHK BiJI TPABIIA 10 TOUKH
TC- | Kumok ninku — | 1. Bigxunmutu mkoiictuk | @ | DistanceJoint2D He akTUBY€eThCS;
03 | mpomax (0e3 1ineli | BHU3 (7€ HEMAE TOYOK) 2. rpaBellb MPOJOBXKYE pyx 0Oe3
Y KOHYCI) Bigmyctutn 3a4YeIUICHHS; JTiHiSA He 3'SBISIETCS
TC- | MastaukoBuii pyx | l.3agenutucsaszatouky2. | @ | I'paBenb  posroiayerscst 5K
04 | ta wakonmueHHs | Cmocrepiraté pyx 5 ¢ 3. MasTHUK; TPH  BIAITyCKaHHI
IIBUIKOCTI Bigmyctutn Ta TOpU30OHTATbHA IMBHUIKICTH >
MIepPEeBIPUTH MBUIKICTH forwardSpeed (maxormueHa
1HepIIis)
TC- | Ctpubok — | 1. Harucaytn Jump 2. | @ | Hpyruit CTpUOOK HE
05 | xynmayH 3 cexynau | Biapasy matrcHyTH Jump BimOyBaeThcst; micmi 3 C
me pa3 3. 3auekaru 3+ ¢ OYiKyBaHHS CTPHOOK JOCTYITHHH 1
4. Hatucuytu  Jump BUKOHYETHCSI HOPMaJIbHO
3HOBY
TC- | Ctpubok 1. 3ayenurucs 3a touky 2. | @ | StopHook() BUKJIMKAETHCS
06 | meakTUBYE LIIKY Hatucnytu Jump mix gac nepimuy; joint.enabled = false;
MasiTHUKA micis — CTPUOOK i3 TOTOYHOT
MO3UIIT
TC- | 3akiHueHHS y | 1. HaBmucno nponyctutu | @ | OnTriggerEnter2D  cnpanpsoBye;
07 | DeathZone Bci Touku 2. [latu rpasiio SceneManager.LoadScene(index)
BIIACTU HMKYE EKpaHa nepe3aBaHTaXye CLEHY; PaXyHOK
=0M
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Total Memory

TC- | I'enepartis  Touok | 1.I'patu 2 xB 6e3 cmepri2. | @ | Hosi TOYKH 3'SIBIISIIOTHCS
08 | 3auenneHHs Bigkputu Scene View 3. norepey; TOYKH 0331y TpaBLst
[TepeBipuTH activeObjects BUJIAJISTFOTHCS;
List<GameObject> crabiibHUI
3a po3Mipom
TC- | Ilepemkoga — tun | 1. I'patu mo mosBu | @ | Colider 3HU3Y; ~-3.0;
09 | O (gwKHS KOJIOHA) | HIDKHBOI ~ KOJNOHH 2. Scale.Y=3.0; Onokye pyx 1o
3adikcyBaTu napamerpu HIDKHBOMY — TOPH30HTAIHHOMY
pIBHIO
TC- | Ilepemkoga — tun | 1. I'patu go moseu | @ | Collider  3Bepxy;  Y=+3.0;
10 | 1 (BepxHs KOJIOHA) | BEPXHLOI  KOJNOHM 2. Scale.Y=3.0; 3mymye rpaBiis
3adikcyBaTu napameTpu OITYyCKATHCh HIKYE CTAaHIAPTHOT
BUCOTH
TC- | MMepemkona — tun | 1. I'patu no mosieu Bopitr 2. | @ | [Iea Collider 3 po3puBom
11 | 2 (Bopora) 3adikcyBaru po3mip gateGapSize=3.0; centerGapY y
NpoXoay Ta  IO3HIIIIO mianasoni [—0.5; 1.5]; mpoasor
LEHTPY MOXJIMBUM
TC- | Paxynok y merpax | l.3amam'statu craptoBy X | @ | ScoreText MOKa3ye
12 | — TOuHICTh rpasus 2. IlepeMicTHTHCH Mathf.FloorTolnt(deltaX)  M;
Ha BIiIOMY BiICTaHb 3. 3HAYCHHS HE Bim'eMHE;
ITepeBiputu ScoreText OHOBJTIOETHCS TIIIABHO MIOKAIPY
TC- | Ipumineauii 1. Bimxumutu mxorictuk 2. | @ | HookAimLine.enabled=true
13 | npominb — | Cmocrepiraté TIpoMiHb 3. mpu offset>5px; nTpoMiHb Yy
BMUKaHHS Ta | BiamycruTu mxoiicTuk HaIpsSMKY
BUMHUKAHHS mobileHookDirection;
BHUMHKAETHCS TIpH offset<Spx
TC- | Kamepa — muraBHe | 1. 3auenwurtucs 3a Touky 2. | @ | Kamepa cmimye mmaBHo 3 Y
14 | cmigyBaHHA Pisko posroiimatuce Ha Damping=0.8; BincyTHe Dpi3ke
MasTHUKY BrOpYy-BHH3 3. cMuKaHHs ekpana; Dead Zone
OuinnTH pyXx Kamepu MOTJIMHAE APiOHI KOMTWBaHHS
TC- | IponykruBhicth— | 1. Device  Simulator | HO | FPS 3QJTHIIAETHCS >30
15 | FPS iPhone 12 Pro Max 2. IpoTAroM yciel cecil; BimcyTHi
Binkputn Stats 3. I'patu 3 MIPOCITaHHS HUXKYE TOPOTY TPH
XB Oe3repepBHO reHeparlii HOBUX 00'€KTiB
TC- | IlponykrusHicte — | 1. Bigkputu Unity Profiler | H® | Ilikose cnokxuBanust RAM <150
16 | cnoxuBanast RAM | — Memory 2. ['patu 5 xB MB; rpadix CTaOLThHAM
3. Coocrepiratu rpadik (Topu3oHTANBEHUN) — BIJICYTHE

MOHOTOHHE 3pOCTaHHS (memory

leak)

VYci TecT-KeiciB BUKOHAHO Y TTIOBHOMY 00CS31 Y TECTOBOMY CEPEIOBHIIIL

Unity Device Simulator (iPhone 12 Pro Max profile) Ta Unity Editor Play Mode.
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I[GTaJ'IBHi pPE3yJibTaT BUKOHAHHA 3 (baKTI/I‘IHI/IMI/I SHAYCHHAMHU Ta KOMCHTapsAMU

HaBeJIeHO B Ta0mIl 3.5

Tabmuis 3.5 — Pe3ynbratvi BUKOHAHHS TECT-KEHCIB

ID | Ha3Ba Tecr-kelicy Cratyc CepenoBuiie | ®akTU4HUI pe3ynbTaT Ta KOMEHTAp

TC- | ABromMaTuuHUi V4 Editor / Sim IIBuakicTs cTana 5 ox/c; BiAXHUIEHHS

01 | pyx Ipoiineno nmo Y = 0 mpu piBHOMY pyci 0e3
HEePEIIKO.

TC- | Kunok — |V Sim Mobile 3aueruieHHs 3HaWJEHO B KOHYycCl 45°

02 | BmywaHHs Ipoiineno npu  OyIb-KOMY KyTi BiAXHIICHHS
JDKOMCTHKA

TC- | Kugok — mpomax | Sim Mobile IMpu BimcyTHOCTI IiNe y KoHYycCI

03 Ipoiinero DistanceJoint2D He aKTHBYETHCS,

rpaBelb IPOIOBKYE Oir

TC- | MasTHuKk + iHepis | Editor / Sim | Tlicns Biamyckanus rb.velocity.x >

04 IpoiineHo forwardSpeed na 20-35% 3ajexHO
Bijl pa3u masTHUKA

TC- | Kynmayu 3 ¢ V4 Editor brokyBanHs piBHO 3 C; micius —

07 IpoiiaeHo cTpubok  mocrymHmi;  jumpTimer

3MeHIyeThes gepe3 Time.deltaTime

TC- | Ctpubok cKacoBye | Sim Mobile StopHook() — Jump() —
08 | minky IpoiiaeHo MPaBUIIBHUN  MOPAIOK; KOHQIIIKTY
CTaHIB HE BUSBJICHO

TC- | pecrapr v Sim Mobile SceneManager.LoadScene()
09 IpoiieHo CTpanbOBy€e TPU TEPETHHI TPUTEPA;
paxyHok = 0 micist pectapTy

TC- | T'enepartisi TOYOK V4 Editor activeObjects: makc. 8—10 00'exTiB
10 IpoiieHo OJTHOYACHO; HOBI TOUYKH T€HEPYIOThCS,
cTapi BUOAISIOTHCS CTaOLILHO

TC- | Mepemkoma Tun 0 | / Editor Hwxus xomona Y=-3, Scale.Y=3
11 IpoiiaeHo 3'sBisteThest TpU  obstacleType==0;
Collider xopexTHUit

TC- | Mepemkoma tun 1 | / Editor Bepxuss komona Y=t3, Scale.Y=3
12 IpoiiaeHo 3'sBiseThCST TpU  obstacleType==I;
Collider kopexTHHI

TC- | Mepemkona Tun 2 | / Editor Bopora 3 POXOI0OM

13 Ipoiineno gateGapSize=3.0; centerGapY vy
mexkax [—0.5; 1.5]; oommsa Collider
KOpPEKTHI

TC- | PaxyHok — v Sim Mobile FloorTolnt(deltaX) BiJIIIOBiIa€

14 | TouHiCTh Ipoiineno pearbHOMY MePEMIlIEHHIO;

Mathf.Max(0) 3anobirae Big'eMHUM
3HAYCHHSIM
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TC- | Ilpuninbauit V4 Sim Mobile HookAimLine  BMuUKaeThcs  mpu

15 | npomiHb IpoiiaeHo offset>5px; BHMHUKA€ETHCS pu
BifIlyCKaHHI; HAIIPSIMOK KOPEKTHUI

TC- | Kamepa — v Editor / Sim | Dead Zone mnornauHae — 1piOHi

16 | muaBHiCcTh IpoiiaeHo konmuBaHHs; Y Damping=0.8 ycyBae
Pi3Ki CMUKaHHS IPH MasTHUKY

TC- | FPS>30 v Sim iPhone 12 | Min FPS =52; Avg FPS = 60; nikoBux

18 Ipoiineno npocijaHb TpH TeHepalii HOBUX
00'€KTiB HE BUSBIICHO

TC- | RAM <150 Mb v Unity Profiler | Tlixk RAM = 87 Mb; rpadik

19 Ipoiinero crabibauit 82—87 MB npotsrom 5
XB; BUTOKIB IIaM'sITi HE BUABJICHO

VYeci 20 Tect-keiiciB otpumanu cratyc «lIporimeno». XKojeH TecT-keic He

orpumaB ctarycy «He mpoigeno». Kpurnunux aedekrtiB (KpaliriB, 3aBUCaHb,

HCKOPCKTHHUX HGPGSaHYCKiB, BTpaTu Hporpecy) HC BUABJICHO. Hl}] Jac TCCTyBaHHA

3ahikCOBaHO 4 CIOCTEPEIKEHHS — yC1 KJIacu(piKOBaH1 K OYiKyBaHa MOBEIIHKA.

VY mporieci TecTyBaHHs 3adiKCOBAHO 4 MOBEAIHKOBI CIIOCTEPEIKEHHS, IO

noTpeOyBany kinacudikaiii — «o4ikyBaHa MOBEIIHKa» 4M «aedexr». Tadmuis

3.6 MICTUTh aHaIi3 KOKHOTO CIIOCTEPEIKCHHS.

Tabmums 3.6 — AHami3 cIoCTepeKEeHb, BUSBJICHUX ITi/T 4aCc TECTYBaHHS

ID Omnmuc criocrepexxenHsa | [Ipuunna (odikyBana un nedexr) Craryc
OBS- | Crpuboxk mig 4ac | HaBmmcHa noBexinka: StopHook() OuikyBaHa MOBEIIHKA, HE
01 | masTHHKa A€aKTHBYE | BUKIMKaeThes y Jump() — FR-07 nedexT
LMKy ta FR-05 cymicai
OBS- | Bopora (tun 2) inoni | centerGapY € [-0.5; 1.5] — banancose pimieHHs1, He
02 TE€HEPYIOThCSA 3 | HAaBMHUCHUH Tiama3oH NI nedexT
IPOXOA0M IyXe | BapiaTMBHOCTI CKJIaHOCTI
BUCOKO a00 HU3BKO
OBS- | Ilpn mBuakomy | UpdateHookAim() y starHook | OwuikyBana noBeninka, He
03 | noBTOopHOMY KHMAKY | cTaHi Bukimkae StopHook() nepen nedexT
ITTKH TIOTIEPEIHS | HOBHUM 3a4EIUICHHSAM
JICaKTHBYETHCS
MHTTEBO
OBS- | Paxynok He | Mathf.Max(0,...) — wnaBmucHmii | OuikyBaHa IOBE/IiHKA, HE
04 | OHOBIIOETBCS ~ TpH | 3aXUCT Big BiA'€MHHX 3HAuYCHb nedexr

pyci JiBopyd mig vac
MasiTHHKA

(FR-11)
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VYcl1 4oTHPH CHIOCTEPEKEHHS € OUIKYBAaHOIO MOBEIHKOIO, a HE eheKTamu.
OBS-01 (cTpubok ckacoBye WINKY) € HAaBMHCHUM IFPOBUM JU3alHEPCHKUM
pIIEHHSIM — T'paBellb HE MOKE OJJHOYACHO BUCITH Ha LI Ta CTpUOATH, IO €
JOriyHUM 3 TOouku 30py (isuku. OBS-02 (BapiaTuBHa BHCOTa BOPIT) €
OaJlaHCOBUM pILIEHHSAM, IO 3a0e3Meuye pi3HOMaHITHICTh BUKIUKY. OBS-03 ta
OBS-04 € nmnpsMuMHM HaciiAKaMd KOPEKTHOI peaii3ailii  BIANOBIIHHUX
(YHKIIOHATBHUX BUMOT.

Martpuis Biactexxenns Bumor (Requirements Traceability Matrix, RTM) €
KJIFOYOBUM JIOKYMEHTOM TECTYBAaHHSI, 110 JEMOHCTPYE 3B'I30K MK KOXKHOIO
(YHKIIOHAIBHOIO BUMOIOI Ta TecT-Keiicamu, 1o ii Bepudikytots. RTM
JI03BOJISIE OJTHO3HAYHO BIAMOBICTH HA MUTAHHS: UM KO’KHA BUMOTA MPOTECTOBAHA

1 skuM TecToM? Matpulig HaBejieHa B Tabmuii 3.7.

Tabmums 3.7 — Matpung BincresxxeHss: Bumor (RTM)

Bumora | Onmc (cKopo4eHo) TC- | TC- | TC- | TC- | TC- | TC- | Ilokpura?
01 | 02/03 | 04/05 | 06/07 | 09 10-
13
FR-01 | ABroMaTumuHuii pyx V4 V4
BIIPaBO
FR-02 | IIpumigroBaHHs V4 v
JIKOMCTHKOM
FR-03 | MMomyk mini y KoHyci v v
45°
FR-04 | MasTtHukoBa (iznka V4 V4
FR-05 | BimmyckanHs minku V4 V4
FR-06 | JlazepHuit mpoMiHb v TC-15
FR-07 | Crpulok 3 KynaayHOM N4 v
FR-08 | IIpomenypHa renepaiis V4 V4
FR-09 | 3 tumu nepemkon V4 V4
FR-10 | OuumenHs 00'eKTiB v V4
FR-11 | PaxyHok y merpax v TC-14
FR-12 | 3ona pecrapt v v
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[Tponosxenns tabnui 3.7 — Matpuus Biactexenus sumor (RTM)

FR-13 | Kamepa Cinemachine v v

FR-14 | Kepysanns I1K (Editor) v v

RTM minreepmxkye, mo Bci 14 ¢yaknionansaux BuMor (FR-01-FR-14)
MOKPUTI OHaWMeHIIe oHuUM TecT-Keiicom. Bumoru FR-01, FR-04/05 ta FR-07
MOKPUTI JBOMA Ta OuUIblIE TecT-Keiicamu, M0 NiABUILYE JTOCTOBIPHICTD
pe3ynbratiB Bepudikailii. PiBeHb TecTroBoro nokputts ckiagae 100%.

Ha ocHOBI pe3ynbTaTiB TECTYBaHHS CKJIAJEHO 3BEJEHY TaOJHUII0 METPUK

SIKOCTI, 110 JIO3BOJISIE TIOPIBHATHU JOCSATHYTI 3HAYEHHS 3 MOPOTOBUMU (TaOIUIIS

3.8).

Tabnuus 3.8 — 3BeieHI METPUKH SIKOCT1 MPOTPAMHOTO MTPOYKTY

MertpuKka SKOCTI IToporose DakTUyHe Pesynbrar
3HAYEHHS 3HaYEHHS
(BuMoTa)

Minimaneauii FPS (iPhone 12 > 30 kazapis/c 52 xaapu/c V TlepeBuiye Ha

Pro Max Sim)

+73%

Cepemniit FPS (iPhone 12 Pro

> 30 xkazapis/c

60 xanpis/c

v TlepeBuriye Ha

Max Sim) +100%
ITikoBe cnoxuBanHs RAM <150 Mb 87 Mb Vv Menme Ha 42%
Crab6inbHicte RAM (5 xB) Be3 3pocranns 82-87 Mb Vv Burokis He
(BUTOKIB) (cTrabinbHO) BHSIBJICHO
Yac 3aBaHTaXECHHS CLEHU <5 cexyHn 1.8 cexynam v Mene y 2.8 pasu
Kinekicte aktuBHHX 00'ekTiB | CrabineHuil (He 8-10 o0'exTiB v FIFO-uepra
(makc.) 3pOCTae) cTabiIbHA
Iokpurts (GyHKLIOHATBHUX 14/ 14 Bumor 14/ 14 Bumor v 100% moxputTs
BHMOT (100%)
Bukonasi Tect-kelicu 20/ 20 (100%) 20/20 v Vci npoiineno
Kputnuni gepexrn 0 nedexriB 0 nedexriB v Kputnunux Hemae
3arpumka BBOLYy (cyO'eKTUBHA <100 mc <50 mc (60 FPS) v B Mexax HOpMH

OLIHKA)

AHaniz tabnuii 3.8 JeMOHCTpYe, IO PO3POOJCHHI MPOAYKT HE JIMIIE
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BIJIMOBIZA€ BCIM BCTAHOBJIEHUM HE(QYHKIIIOHAJbHUM BUMOTaM, aje W 3HAYHO
nepeBuilye ix. Minimaneauii FPS 52 kanpu/c mepeBuinye mopir Ha 73%;
cnoxxuBaHHsi RAM 87 Mb nHmwxue mimity Ha 42%. OcoOauMBO MOKA30BUM €
pe3ynbTaT TecTy Ha BUTOKM mnam'ari: rpagik Total Memory crabuibHUE Y
niana3oHi 8§2—87 Mb npoTsrom 5 xBunun 6e3nepepHoi rpu — FIFO-anropurm

ouniiieHHs LevelGenerator mOBHICTIO BUKOHYE CBOIO () YHKIIIIO.

3.3 Onmc irpoBoro intepdeiicy

Jlnist nemoHcTpallii pyHKIIIOHaTbHOCTI IPOTPaMHOTO MPOIYKTY 3aCTOCYHOK
3amyckaeTbest y pexumi Unity Device Simulator (mpodine iPhone 12 Pro Max,
Landscape Left opientyBanns). Leit pexum cumyitoe postamryBanHs Safe Area,
DPI Tta macmitabyBanus Ul BimOBITHO /10 XapaKTEPUCTUK PEATBHOTO MPUCTPOIO.

Hwxue omucaHo Tpu KIHOYOB1 IrpoBi CIieHapli, MO JEMOHCTPYIOTH
MOBHOTY peajli30BaHUX MEXaHIK.

Cuenapiit 1: [IpuniiiroBaHHs Ta MassTHUKOBHH pyX. ['paBenib 0a4uTh 5KOBTY
3ipKy nonepeny. Binxumse JKOUCTUK Y HAPSIMKY 31pKH — 3'SIBJISIE€THCS TOHKHIMA
nazepuuii mpominb (HookAimLine), mo Bka3ye HanmpssMOK MaiOyTHBOT'O KHUJIKY.
Binnmyckae KOWCTHK — IIiMKa MOMEHTAJIBHO 3aYillIIOEThCS 3a 3IpKy, MIXK
rpaBieM Ta 3ipkoro 3'aBiuseTses cipa JiHiS  (LineRenderer). I'paBernb
PO3rOMAY€ETHCS SIK MasSTHUK, HAOMPAIOYM TOPU3OHTAJIbHY IIBUIKICTh. Y HWKHIM
TOUIlI MasgTHHKA BIIMyCKa€ WINKy — MITITAE BOEpen 31 MBUAKICTIO, IO
MepPEeBUIILY€e 0a30BY, Ta MPUILTIOETHCS JO HACTYITHOT 31PKH.

Cuenapii 2: [lomonanus Bopit (tTunm 2). Ilomepemy — naBi ¢dioneToBi
BEPTUKAIbHI KOJIOHHU 3 By3bKUM T'OPU30HTAIILHAM MTPOXOJI0M MK HUMH. [ paBenb
BUCHUTHh Ha MMM Ta 0a4uWTh, MO0 MPOXiJ PO3TANIOBAHWN BHUIIE MOTOYHOI
TpaekTopii. Biamyckae minKy y BEpXHId TOYI[l MasTHHKA — IMJIITAE TIO
napaboivHii TpaekTopii Bropy Ta Brepea. OIHOYACHO 3adilTIOETHCA 32 31pKY
BHUILIE BOPIT Ta PO3roiayerbest A0 piBHS mpoxody. [IpoHocuTs yepe3 mpoxin Ta
3QUITUIFOETHCS 3@ HACTYIHY 31pKY 3 1HIIOTO OOKY MEPEIIKOIH.

Cuenapiit 3: Ctpubok uepe3 HkHIO KojoHy (tun 0). Ilepen rpaBuem —
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¢ioseToBa KOJIOHA, 110 BUPOCTAE 3HU3Y Ta OJIOKY€ pyX Ha piBHI 3eMiil. TOYOK
3a4yeruieHHs1 MoOnM3y Hemae. ['paBenb HaTHCKae KHOMKY Jump — MepcoHax
OTPHUMYE IMITYJIbC BrOPY-BIIPABO, 37iTa€ HaJ KOJIOHOIO Ta MPU3EMIISIETHCS 3a HEIO.
[IpomoBkye aBTOMaTHUHUH OIr BIPaBO Ta IIyKa€ HACTYMHY TOUYKY JIJIS TapIyHa.

VY Tperbomy po3auii 341MCHEHO MOBHY NPAKTUYHY peati3aliio MOOLUTbHOTO
I'POBOr0 3aCTOCYHKY Ta IPOBEIEHO KOMIUIEKCHE TECTYBAaHHS BIANOBIIHO /10
PO3pO0IIEHOrO MJIaHy.

PeanizoBano uricte CH#-CKpUNTIB 3aralIbHUM 00CATOM OJIM3bKO 435 psnKiB
Komy. Jns KOKHOI TificMCTeMH HaBEACHO KITIOYOBI JIICTHHTU 3 JI€TaTbHUMHU
KoMeHTapsmMu: Singleton-inimianizamis Ta multi-touch Ul nepeBipka, mianucka Ha
Gamelnput Events y Start(), aaropuT™M mOIIyKY TOYKH 3aueIlJICHHS Yepe3
OverlapCircleAll + Vector2.Angle , ckinuennuii aBtomar y FixedUpdate,
rerepailist Bopit ta FIFO-ounimenHs, agantep JKOMCTUKA, MIPaxyHOK PaxyHKY
3 3aXWCTOM BIJ BIO€MHHUX 3Ha4YeHb, TNOBHA peam3zaiigs DeathZone.
Cucrematr30BaHO HalamToBYyBaHi nmapametrpu Inspector st PlayerParkour ta
LevelGenerator.

[IpoBeneHo TecTyBaHHA TeCT. YCi TECT-KEHCIB OTPUMANM CTaTyC
«IlIpotineno». Kputnuaux nedexriB He BusABIeHO. YoTupw 3adiKCOBAHHUX
criocTepekeHHs1 KiaacudikoBaHo sSK ouikyBaHa moBeainka. [ToOymoBana RTM
niaTBepauna 100% mokpuTTs BCIX (PYHKI[IOHAIBHUX BUMOT. 3BEICHI METPUKU
SAKOCT1 3HAYHO TEPEBUIYIOTh BCTAHOBJICHI MOporu: MiHimMansHu# FPS = 52,
RAM = 87 Mb.

[TpoaeMOHCTPOBAHO TPHU KIIOYOBUX IFPOBUX CIIEHAPII, IO MIATBEPIKYIOTh
MOBHOTY Ta SIKICTh peajli30BaHNX MEXaHIK: MPUILTIOBAHHS Ta MASITHUKOBUH PyX
Ha IIMI, TOJO0JaHHs BOPIT MEpemKoaa THIl 2, CTPUOOK Yepe3 HUKHIO KOJIOHY
neperkoaa tum (. TexHiuHi MOKa3HUKY 111 yac AeMoHcTpartii: 58—62 FPS, 8-12
draw calls, 82—87 Mb RAM, 8-10 aktuBHuX 00'exTiB. [IporpamMHmii IPOTYKT
MOBHICTIO BIAMOBIJA€ BCIM (PYHKIIIOHAIBHUM Ta HE(PYHKI[IOHATbHUM BHUMOTaM,
BU3HAUYCHUM Yy MEPIIOMY PO3/iIi, Ta € TOTOBUM A0 JEMOHCTpAIlli Ha 3aXHCTI

KkBatiQikaliiHoi poOOTH.
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BUCHOBKH

VY kBamidikaniitHii poOoTi po3podsieHO KpocmuiaTGopMHUI MOOUTLHUN
IrpOBUI 3aCTOCYHOK — JABOBUMIpHUH endless runner 3 MexaHiKO0O (I3MYHOTO
rapnyHna Ha Unity 6.3 LTS (C#, Android). Yci nocrapiieHi 3aBJJaHHS BUPIILICHO,
METY JIOCSITHYTO B TOBHOMY 00CS31.

[IpoBeneno ananiz puHky mMooOutbHUX irop (90,7 mapa USD, 2,8 muipn
rpasiiB) Ta xkaHpy endless runner. Po3po6ieHo Tpu nepcoHu HIbOBOT Ay JUTOPIi
3a Meronoioriero UCD , 110 BUSIBUIM CHIUIbHY TOTPEOyY B OpUTIHATBHINA (13UUHIMI
MeXaHilli 31 CK1JI-BUMOTOIO.

BukoHaHo mOpiBHsUIBHUI aHami3 TpbhoX aHamorie — Subway Surfers,
Temple Run 2, Hook— 3a 13 kputepisiMu. BuUsBIEHO PUHKOBY IMpOrajiuHy:
’KOJICH aHAJIOT HE MOEAHYE (i3MYHUN MasTHUKOBHUI rapnyH 3 2D endless runner
Ta TPOLEAYPHOIO reHepaiiiero. Po3po0iaoBanuii mpoayKT 3a70BOJIbHSAE BCi 13
KpUTEPIiB.

CdopmynvoBano 14 dyakmionanpaux Bumor (FR-01-FR-14) 3a
meronoJioricto MoSCoW Tta 10 HedyHKIIOHATBHUX BHUMOT BIJIMOBIIHO 0
ISO/IEC 25010:2023, mo oxoruttoroTh mpoaykTuBHicTh (=30 FPS, <150 Mb
RAM), HaaiiiHiCTh, 3pYYHICTh Ta MAaCIITAOOBAHICTb.

O6pano Ta OOIPYHTOBAHO TEXHOJOTIYHHMH CTeK 3 13 KOMITOHEHTIB.
[Iposeneno nopiBHsubHUI aHani3 Unity 6.3 LTS ta Godot 4.2 3a 12 kpurepisimu
— Unity obpaHo yepe3 HasBHICTh BOygoBaHOro KommoHeHTa DistanceJoint2D,
10 € TEXHIYHUM SJIPOM MEXaHIKHU TapIyHa.

[To6ynoBaHo MmoBHY (pyHKIIOHAIBbHY MOJEIs cucteMu 3acobamm UML
(miarpamu Use Case, Class, Sequence, Navigation). Cpo€KTOBaHO MOJYJIbHY
apxitektypy Ha mnpunmumax SOLID Ta mectu mnarepHax MNPOEKTyBaHHS:
Observer, Singleton, Component, Prefab, FIFO Queue, State Machine.

PeanizoBano mricte C#-ckpunriB (~435 psankis). HaBeneno 8 smicTUHTIB
KOJy 3 KOMEHTapsIMH, 30KpeMa aJITOPUTM KyTOBOTO TOIIYKY TOYKH 3a4eTIJICHHS

(OverlapCircleAll + Vector2. Angle) Ta FIFO-ouuiiennst o0'ekTiB.
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[IpoBeneno TectyBaHHs 3a TecT-kedicamu BignoBigHo A0 ISO/IEC/IEEE
29119. Ycinpoitneno. RTM niareepauna 100% noxkputtst BUMOr. MeTpUKU: MiH.
FPS =52 ta RAM = 87 MBb.

[IpakTnyHa IMIHHICTH KaBiiikauiiHOi poOOTH MOJsrae B TOMY, IO
nporpaMa BHUKOPUCTOBYEThCS B HABYaHHI Ta TOTOBOIO OCHOBOIO  JUIS

KOMEPIIIITHOTO PO3BUTKY.
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TOJATKHA
Honarok A. Singleton-inimiamizarist Ta multi-touch Ul nepesipka

(Gamelnput.cs).

private void Awake()

{
// Singleton: rapaHTyeMO €IMHUN €K3EMILISP
if (Instance == null) { Instance = this; }
else { Destroy(gameObject); return; }
mainCamera = Camera.main;

}
private void Update()

{
/I Kpok 1: TlepeBipka HanexxHocti 10TUKY 10 Ul (cTannaptHa)
bool isOverUl = EventSystem.current !'= null &&
EventSystem.current.IsPointerOverGameObject();

// Kpoxk 2: Po3impeHna nepesipka uis MoOutsHOr0 multi-touch
/I ' Unity EventSystem 3a 3amoBu. nepesipsie nuie pointerld = -1 (Mumma)
// 1nst MOOITEHUX MOTPIOHO TepenaBaT KOHKpeTHHH touchld manbigs
if (Touchscreen.current != null &&
Touchscreen.current.primaryTouch.press.isPressed)
{
int touchld = Touchscreen.current.primaryTouch
.touchld.ReadValue();
if (EventSystem.current != null &&
EventSystem.current.IsPointerOverGameObject(touchld))
{
isOverUI = true; // Jlotuk Ha Ul — irHopyBaTtH sIK iIrpoBUiA
}
}

// Kpok 3: Ilybmikaris irpoBux nmoaid jgurie ko He Ha Ul
if (Pointer.current != null && !isOverUl)
{
if (Pointer.current.press.wasPressedThisFrame)
OnHookPressed?.Invoke(this, EventArgs.Empty);
if (Pointer.current.press.wasReleasedThisFrame)
OnHookReleased?.Invoke(this, EventArgs.Empty);

// Kpok 4: Knasiarypa amnst [IK (mpo6i1 = ctpubok)
if (Keyboard.current !'= null &&
Keyboard.current.spaceKey.wasPressed ThisFrame)
{
TriggerDash();
}
}
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HNonartok b. Ininianizamisa ta mianucka Ha noaii (PlayerParkour.cs).

private void Awake()

{
rb = GetComponent<Rigidbody2D>();
joint = GetComponent<DistanceJoint2D>();
lineRenderer = GetComponent<LineRenderer>();
joint.enabled = false; // 11inka HeaKTHBHA Ha CTapPTi
lineRenderer.positionCount = 0; // Jlinis HeBUIUMA
// luHamiuHa iHimianizamis MaTepianry — 0e3 3aJIeKHOCTI BiJl akTHBY
lineRenderer.material = new Material(Shader.Find(*"Sprites/Default™));
lineRenderer.startColor = Color.gray;
lineRenderer.endColor = Color.gray;

private void Start()
{
if (Gamelnput.Instance != null)
{
// Tlignucka: Gamelnput my6nikye noaii — PlayerParkour pearye
Gamelnput.Instance.OnHookPressed += Gamelnput_OnHookPressed;
Gamelnput.Instance.OnHookReleased += Gamelnput_OnHookReleased;
Gamelnput.Instance.OnDashPressed += Gamelnput_OnDashPressed;
// HanmamtyBaHHS! TPUIIUIBHOTO TIPOMEHS
if (hookAimLine !'= null) hookAimLine.widthMultiplier = 0.1f;
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