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Pedepar
Ksamidikariiitna pobota: cTop., puc., TalI., JoKeper.

OO0’ eKT MOCHTIKEHHSI — MOOLIbHA Tpa SIK MPOTPaMHUI MPOIYKT, 110 peaji3yeThes Ha uaTdopmi
Android.

Merta pobotr — po3poOka rpu xkaHpy crpaTeris Ha ruiatdopmi Android 3 ypaxyBaHHIM
0CO0IMBOCTEH CydyaCHUX MOOUTFHHUX MPUCTPOIB Ta BUMOT J0 TEHMILICIO.

Kgamidikarmiitna po6oTa MiCTUTh pe3yJIbTaT MOBHOTO IIUKITY CTBOPEHHS TPH CTPATETIYHOTO KaHPY
s Android. ITpoBeneHo aHami3 akKTyaIbHOTO CTaHY iHIYCTPil MOOUTHHHX 1rOp Ta 0COOIMBOCTEH
peastizaliii CTpaTeriyHuX MeXaHiK Ha MOOUIbHUX NPUCTPOsiX. BU3HaueHO BUMOTH /10 IrpOBOTO
MIPOLIECY, CTBOPEHO BJIACHY KOHIIETILIIO IPU Ta pO3pOOJIEHO apXITEKTYypy MPOrpaMHOTO
3a0e3neueHHs. Hanucano BiacHuil mporpamMHuil Koz rpu 0€3 BUKOPUCTaHHSI BIAKPUTOTO abo
mabJaoHHOTO Koay. B po6oTi 3acTocoBaHO 00'€KTHO-OPIEHTOBAHUHN MIAX1[ 10 TOOYIOBH CTPYKTYpPH
I'pU, po3po0JIEHO ITPOBY JIOTIKY, KOPUCTYBALIbKHUM 1IHTEpQEiic, CHCTEMU KEpyBaHHS pecypcaMu Ta
6oroBumu oguHUISIMU. [IpoBeneHo TecTyBaHHs Ha (13MUHUX NPUCTPosiX Android 1 onTuMizaliio
MIPOYKTUBHOCTI.

Pesynbrat po3poOku MOXYTh OyTH BUKOPUCTaHI sIK 0a3a JJisl MOAAJIBIIOTO PO3BUTKY T'PH, K
HaBYAJBHUN MPUKIIAJ IS CTYACHTIB crieriaabHocTel [T-HanpsaMKy, a TaKOXK K IeMOHCTpaIinHui
MIPOEKT JJIs MTpalleBIAITYBaHHA y cepi reliMan3aiiHy Ta MOOLIBHOI pO3pOOKH.

Kurouosi cioBa: Android, UI/UX, ctpateris, nporpamHa iH>keHepis, reiiman3aiid, 06’ eKTHO-
OplEHTOBaHE MIPOrpaMyBaHHsI, TECTyBaHH.

ABSTRACT
Qualification work:  pages,  sheets,  tables,  sources.
Object of research — a mobile game as a software product implemented on the Android platform.

Purpose of the work — to develop a strategy game for the Android platform, taking into account the
features of modern mobile devices and gameplay requirements

The qualification paper presents the results of a full development cycle for a strategy game on
Android. It includes an analysis of the current state of the mobile gaming industry and the specific
features of implementing strategic mechanics on mobile devices. Game requirements were
identified, an original game concept was created, and the software architecture was developed. The
game’s source code was written entirely from scratch without the use of open-source or template
code. The work applies an object-oriented approach to structuring the game, develops the game
logic, user interface, resource management systems, and battle unit mechanics. Testing was
conducted on physical Android devices, and performance optimization was performed.

The results of this work can serve as a foundation for further game development, a learning
resource for students in IT-related fields, and a demonstration project for employment in the game
design and mobile development industries.

Keywords: Android, UI/UX, strategy, software engineering, game design, object-oriented
programming, testing.
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BCTYII

AKTyaJIbHICTh 3aBJaHHA. Y cydyacHOMY LIM(pPOBOMY CBITI MOOUIbHI IFpH
MOC1JIal0Th BaroMe MicClie B CTPYKTYp1 IHAYCTpii po3Bar. 3okpeMa, Android € HailO1IbII
MOMYJISIPHOIO OTEPaIlifHOI0 CUCTEMOIO cepejl MOOUTbHUX MPUCTPOIB, 10 BIAKPUBAE
HIMPOKI MOKJIIMBOCTI JUIsl PO3POOKU MPOTrpaMHOro 3a0e3MeUeHHs, OPIEHTOBAHOTO Ha
MUJIBHOHM KOPUCTYBaYiB MO BCcboMy CBITY. CTpareriusi irpu Ha Android HaOupaioTh
NOMYJIAPHOCTI 3aBASKH MTOETHAHHIO JIOTIKH, IJIAHYBAaHHS Ta CJICMECHTIB BUITAIKOBOCTI,
IO JO3BOJIIE TPABIIM PO3BUBATH MUCJICHHS Ta HABUYKH TPHHHITTS PIillICHb.
Po3po6xka irop BIacCHUMU CUJIAMU — HE JIUIIIE CIOCIO yOCKOHAIMTH TEXHIUHI 3HAHHS
y cdepl iHQoOpMaIITHUX TEXHOJOTIM, a W MNPAKTUYHUN KPOK JI0 CTBOPEHHS
KOHKYPEHTOCITIPOMOYKHOTO TPOAYKTy. B yMoBax BiffHM Ta BHKIIHKIB, II0 TOCTAIOTh
nepen YkpaiHor, po3BuTok IT-cekTopy € cTpaTeriuHo BaxIJIMBUM, aJKe came U POBi
OPOJYKTH 3AaTHI 3MIIHIOBATU EKOHOMIKY Ta CTBOPIOBaTH HOBI poOodYi Micls,
HE3aJIe)KHO BiJ] reorpadiyHOrO MOJIOKEHHS po3poOHMKA. Y Mik KBamidikamiitHin
poOOTI MOBHICTIO 3 HYJISI HAITMCAHO BJIACHUN KOJ T'PU >KaHPY CTpaTeris, Npu3HaAYeHOoi
st pobotu Ha Android-mmatdopmi. Lle mo3Bosisie He nuIe OMaHyBaTH MMOBHUM ITUKIT
PO3pO0OKH irop, a i MPOJIEMOHCTPYBATH 3JJaTHICTh PEaTi30BYBaTH CKJIQ/IHI MTPOTrpaMHi
pilieHHs 0e3 3allydeHHS CTOPOHHBOTO Koay. Po0oTa Mae 3HAYHY MpakTUYHY Ta
HaBYAJIbHY IIHHICTb, CHpPHUSE PO3BUTKY HABUYOK MPOTpPaMyBaHHA, JU3alHY
iHTepdeicy Ta TeCTyBaHHS MOOIJTLHUX 3aCTOCYHKIB.

3aBaanns poodoru. I[IpoananizyBaT 0COOJMBOCTI CTBOPEHHS CTPATETIYHUX
irop nmns toargopmu  Android. Po3poOuTu yHIKanbHY i7€l0 TpU Ta CTBOPUTH
BIAMOBIAHUK irpoBuil au3aiiH. Hamwmcatw BaacHuWi mporpaMHUN Koj TpuU 3
BUKOPUCTAaHHSM Cy4YaCHUX IHCTPYMEHTIB po3poOku st Android. IlpoBectu
TECTYBaHHS TPU Ta ONTUMI3yBaTH ii pOOOTY ISl pi3HUX MPUCTPOIB.

Metow kBadgidikainiiinoi po6oTu € po3podka 3 HyJII MOOUTEHOI TPH KAHPY
ctpareris qis wiargopmu Android 3 ypaxyBaHHSIM Cy49acHHX BHMOT JIO TE€HMILICIO,

MPOYKTUBHOCTI Ta 3pyYHOCTI KOPUCTYBAIBKOTO iHTEPdEHCY .



O0’exT gocaimxeHHsi: MOOUIbHA TIpa AK MPOrPaMHUNA TOPOAYKT, IIO

peanizyeTbes Ha iaTdopmi Android..

IIpeamer nocaimkeHHs: MporpaMHa peajizallis Tpy )KaHpy CTpaTeris: ii JIOoTika,

MEXaHIKH, KOPUCTYBALILKUN 1IHTEpQENC Ta ananrtauis nijg MoOutbH1 npuctpoi Android.

MeTtoau HocaiTKeHHs

AHami3 IrpoBOr0 KOy — BHUKOPUCTAHO IJIsi BUBYEHHS Ta PO3YMIHHS
JIOT1KM BJK€ peai30BaHUX ITPOBUX CLIEHAPIiB.

Merton mnpoektyBanHss UI/UX — 3actocoBaHo sl BAOCKOHAJICHHS
B3a€MO/I1i KOPUCTYBaya 3 rpolo.

MoaynbHe ~ TecTyBaHHA  —  BHUKOPHUCTAHO Uil TEPEBIPKHU
(GYHKIIOHAIBHOCTI OKPEMUX KOMIIOHEHTIB TPH.

Merton TMOPIBHSAJIBHOTO aHali3y — 3aCTOCOBAaHO JJisi BHSIBICHHS
BIJIMIHHOCTEH MK OPUTTHAILHUM Ta BJIOCKOHAJICHUM BapiaHTOM T'PH.
MeTon npoTOTUITYBAaHHS — JUIsl CTBOPEHHS 1TEpaTMBHUX BEPCIHA T'pH 3

IMoAaJJbIIUM ITOKPAIICHHAM 3a Bi,Z[PYKaMH.

IIpakTuyHe 3HaYeHHS OJeP:KAHUX pe3yJbTaTiB. Po3pobiiena rpa Mmoxe OyTu

BUKOpHCTaHA SK:

[Ipukiian TOBHOIIIHHOTO MOOUIBHOTO 3aCTOCYHKY JUIsl HAaBYaHHS
ctyneHTiB [ T-cremnianbHOCTEH.

OcHoBa mJig 3amycKy KOMeEpIiifHOro mpoekty Ha ratdopmax Google
Play a6o itch.io .

JleMoHCTpaIlis TEXHIYHMX HABUYOK aBTOpa NpH MpalleBIalITyBaHHI y
cepi MOOIITBHOT PO3POOKH.

cTaproBa 0a3a i CTBOPEHHS HOBUX 1Irop abo pO3IMIMpEHHS

(GYHKITIOHATBHOCTI Ii€d.



PO31JI 1
OI'JISAA ICHYIOUUX CUCTEM TA TEXHOJIOI'TH
1.1. Orasip JiTepaTypu Ta TEOPEeTHYHHUX MiIXO0AIB 10 CTBOPEHHS CTPATEriYHUX
irop Ha MoOiIbHMX WIaTHOPMAX

VY cyuacHOMy nu(ppOBOMY CYCHIIBLCTBI KOMIT FOTE€PHI TPy MOCIAAI0Th BaXKIUBE
Micle K (opma I03BULISA, THCTPYMEHT HaBYaHHSI, CIOCIO collaabHOI B3a€MOJIi Ta
mwiaTdopma s TBOpYOi camopeanizallii. 30kpeMa, CTPIMKUN PO3BUTOK MOOUIbHHUX
TEXHOJOTIA 1 UIMPOKE PO3MOBCIOMKEHHS CMapT(OHIB 1 IUIAHIIETIB CTBOPHIIU
CHPUSITIMBI YMOBH JJI 3pOCTaHHS PUHKY MOOUIbHUX 1rop. MoO11bHA ITpOBa 1HAYCTPIs
Hapa3l € OJHI€I0 3 HaWNpuOYTKOBIIUX cdep HUuPpoBOi €KOHOMIKH. 3a JaHUMHU
aHamiTHgHO1 KommaHii Statista, y 2023 porti cBITOBHI 10XiJ BiJi MOOUIBHHX IrOp
nepeBuiuB 100 MUTbsSpAIB 10JIapiB, @ KUIBKICTh AKTUBHUX IPaBLIIB CATHYJIA MUTBSIPIB
KOPHUCTYBayiB.

B ymoBax Takoi mnomyJspHOCTI MOOUIBHHUX IrOp HaA3BUYAHHO BaXKIMBO
PO3YMITH TEOPETHYHI 3acajy CTBOPEHHS SKICHOTO, 3pYYHOTO JJii KOpPUCTyBaua,
3aXOIJIUBOT'O IrPOBOTO TpoaykTy. OIHHMM 13 JKaHpiB, SAKUNA 3aBXKAU 30epirae
CTaOlILHUM TIOTUT, € CTpaTeriuHi irpu, ado mpocto "ctpaterii". OcoOIUBICTh 1IBOTO
KAHPYy TIOJSATaE B HEOOXIAHOCTI JIOTIYHOTO MHMCIJICHHS, TPUAHATTS PIIICHb,
OIIHIOBAaHHS PHU3HUKIB 1 MOOYAOBH IUTaHY i, 10 pOOUTH MOJIOHI Irpyd HE JIMIIE
PO3BaXAIBHUMHU, & U PO3BUBAIBHUMH. Y I[bOMY KOHTEKCTI HAJ3BUYAWHO BaKIHUBO
JTOCIITTH IMAXOH J0 IMTOOYI0BH IrPOBOT MEXaHIKH CTPATET1H, a TAKOXX 3PO3yMITH, K
Il TAXOAWM MOXYTh OYTH peai3oBaHl TEXHIYHO — 3 BHKOPHUCTAHHSIM CY4YacHHUX
THCTPYMEHTIB pO3pPOOKH.

Omaum 13 0a30BUX JKEpen y BUBUYEHHI MPUHIUIIB PO3POOKH Irop € mpars
Jlxecci Illemma "The Art of Game Design", sika mpomoOHy€e BCEOCSIKHY MOJEIb
MHCIICHHS Ju3aiiHepa Tpu. Y KHH31 JOKIATHO OIHWCaHI MOHATTA '"iges rpu',
"Mexanika", "muHamMika" Ta "ecreTuka", Mo y CyKYIMHOCTI yTBOPIOIOTh CTPYKTYPY, SKY
MO’KHa BUKOPUCTOBYBATH K (PpeHMBOpPK Il CTBOPEHHSI BJIacHOTO npoaykry. Hlemn

TaKOXX HAaroJIOUlye Ha BaXXJIMBOCTI PO3YMIHHSI WLIJIOBOI ayauUTOpli Ipu, OanaHCy
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BUKJIUKY 1 BUHArOpoJu, IHTYITUBHOCTI 1HTep(elicy Ta IMUOUHU BHYTPILIHbOIIPOBOI
JIOTIKHU.

[lle ogauM KIrouoBUM JKepenoMm € kHura Epnecra Anamca "Fundamentals of
Game Design", sika mIpoNoHy€e CUCTEMaTHU30BaHUM MiAX1J O MPOEKTYBAHHS T'PU Ha
BCIX 11 piBHSIX — B1JT 1]1e1 10 peanizaliii. ABTOP pO3TJisiila€ OCHOBU Fr€MMIUICHHOTO IUKITY,
MOJICJIIOBaHHSl CBITY T'pH, IOBEIIHKH TIpaBls, PO3POOKH NEPCOHAXKIB 1 CUCTEM
BuHaropona. OcoOnuBa yBara NPUAUIAETbCA CcaMe CTPAaTEeriYHUM MEXaHIKam,
BKJIFOUAIOUU MPUUHATTS PillIeHb, JIOTIKY OOiB, YIpaBIiHHS pecypcamMu Ta B3a€MOJII0
rpaBllsl 3 HABKOJIMIIHIM CEPEIOBHUILIEM.

Takox BapTO BiJ3HAUMUTH Mpall, 0 0e3MocepeaHbO CTOCYIOTHCS MOOUIBHOI
po3pobku irop 3 Bukopuctanusm pyuiis Unity, 30kpema "Learning C# by Developing
Games with Unity" Xappicona deppona. Y miii KHU31 aBTOp 3HAHOMUTH YWTaya 3
OCHOBaMH MOBH TporpamyBaHHS C# y KOHTEKCTi irpoBOi pO3pOOKH, OSICHIOIOYH HE
JIMIIEe CHHTAKCHC 1 CTPYKTYPY MOBH, a ¥ NMPHHIMIINA KOMIIOHYBaHHS koxay y Unity,
CTBOPEHHSI B3a€EMOJIIi MK IrpOBUMH 00’ €KTamHu, 0OpoOkHu mofii, animaiii ta Ul-
enemenTiB. Ockiabku Unity € OJJHUM 3 HAUITOMIUPEHIIINUX THCTPYMEHTIB ISl pO3POOKH
MOOUTHPHUX 1rop, TJIMOOKE OMaHyBaHHs MPUHIMIIB HOTO pOOOTH € HaJA3BUYANHO
aKTyaJbHUM JUJIS MPAKTUIHOT peatizallii rpu.

OcobOnmBe Miclie y JOCHIDKeHHI 3aliMae aHalli3 KapTKOBUX CTpaTerid sk
nipkanpy. Ha meprmuii mormsia, Taki irpd MOXYTh BHAABATHUCS MPOCTUMH, OJHAK
HACIIpaBlli BOHU TOTPeOYIOTh BHCOKOTO CTYINEHS CTPAaTETiYHOIO MUCISHHS Ta
MaTemMaTuyHoro OanancyBaHHs. [Ipamroroun 3 cucTeMaMu KOJIEKLIOHYBaHHS,
BUIAIKOBOCTI (randomness), Ta JIOT1KU XO/A1B, PO3POOHUK CTUKAETHCS 3 HEOOX1THICTIO
00pOOJISITH BENHMKY KUJIBKICTH CTaHIB TpH, IepeadadaTtv IMOTSHIIWHI il rpaBis, a
TaKOXK 30aJaHCyBaTH XapaKTEPUCTUKU KapT, aOW YHUKHYTH AucOaIaHCy, 10
MPU3BOAUTH JI0 BTPATH IHTEpECY. Y IMbOMY KOHTEKCTI BaXJIMBUM € MOCIOHUK "Game
Balancing" bperra Jloyna, sikuii po3risiiac METOJUKHA TECTYBAaHHS, MOJICTIOBAHHS 1

CUMYJIAIII 17151 TOCSITHEHHS OajaHCy y Tpi.
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He MeH1 BaxnuBUM acniekToM € kopuctyBatbkuil 1ocBig (UX) y MoOLIbHOMY
cepenoBulll. Bix TOro, HaCKUIbKM rpa 1HTYiTUBHO 3pO3yMiJia, HACKUIbKH 3py4HO
peanizoBaHe KEpyBaHHS Ha CEHCOPHOMY €KpaHi, 3aJ€XHTh HE JIMIIE 3aJ0BOJICHHS
KOpPHUCTyBaua, ajié ¥ KUIbKICTb YCTaHOBOK TI'pH, II PEHUTHHI y Mara3mHax Ta 4ac
B3aemoii 3 mpoaykrom. IIpami Cria Kpyra "Don't Make Me Think" ta Ixedda
Packina "The Humane Interface" xou 1 He cTOCyrOThCsS O€3MOCEpEHbO 1rop, ale
NPOMOHYIOTh TJIMOOKE PO3YMIHHS TOBEAIHKA KOpPUCTyBada B 1HTEpQeici, Mo €
KPUTUYHO BYKJIMBHM ITiJl Yac CTBOpeHHs irpoBoro Ul

Ha mizcymok, MoKHa CTBEpI)KyBaTH, IO PO3pOOKa CTpaTEriuHoi Tp s
MOOUTbHUX MPUCTPOIB € CKIAJHUM, aje 3aXxOIUIMBUM MPOLECcOM, L0 NOTpedye
MO€THAHHSA 3HaHb Y raixy3sx nporpamyBanHs, reiiMauzaiiny, UX/UI, maTemaTuuHoro
MOJIETTFOBAHHS, CHCTEMHOT'O MUCJICHHSI Ta TBOPYOIo Miaxoay. Came ToMy y MeKax Ii€i
KkBaJi(pikaiifHOi poOOTH OYyJIO BUPIIIEHO HE TIILKU CTBOPUTH ITPOBUI MPOAYKT, aie i
TJIMOOKO JTOCIIIUTH MOT0 TEOPETUYHY OCHOBY, CIIMPAIOUKCh HA MPOBIJIHI JXKEpena, 10
B)KE€ CTaJIi CTAaHJAPTOM Y rajay3i po3poOKu irop.

1.2. AHaJjii3 aHAJIOTIB TAa ICHYIOUYHX pillleHb

VYcmimHe TPOEKTYBaHHA MPOTPAMHOTO 3a0e3MedyeHHs, 30KpemMa IrpOBUX
3aCTOCYHKIB, HEPO3PHUBHO IIOB’s3aHE 3 TUIMOOKUM aHaJi30M ICHYIOYHMX pIlIeHb Ha
punky. Takuii aHami3 J03BOJIAE€ HE JHINEC YHUKHYTH MMOBTOPEHHS TUIIOBUX MOMUIIOK,
aje ¥ 3amo3uunTH eeKTUBHI MPAKTUKH peanizallii MexaHik, iHTepdeiicy, Oamancy
CKJIQHOCTI Ta MOHETH3aIlli. Y BUMAJKy CTBOPEHHS MOOLIBHOI TpHU JKaHPY '"cTpaTeris
3 eJIeMEHTaMU KapTKOBOI IpH" TOLIIBHO PO3IIIIHYTH HU3KY aKTyaJbHUX aHAJIOTB, L0
BXKE 3/100YJTH TIOMYJISIPHICTH CepeJl KOPUCTYBAaUiB.

Opniero 3 HaWOLIBI BiJOMHX irop y gJaHoMy cermeHTi € "Slay the Spire" (quB.
nomatok 1, pucyHok 1.1) — rpa, 110 MoeaHye MEXaHiKy KapTKOBOI Ipu 3 OOY/I0BOIO
CTpaTerii 1 BUMaJKOBO 3T€HEPOBAHUMU PIBHAMH. Y Hiii TPaBeIlb BUKOPUCTOBYE HAOIp
KapT JUIS 3JIMCHEHHS aTakK, 3aXHCTy, HakiIaJaHHs edekTiB Tomo. CHIbHUMH
CTOpPOHAMHU MPOEKTY € MPOAYMaHUi OallaHC MK CKJIAJHICTIO Ta BUHATOPOJIOI0, YITKE

Bi3yaJibHE B1IOOpaK€HHS id, a TaKOX IOCTiiHa MOXJIMBICTh BJIOCKOHAIIOBATH
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KOJIOAY. Y KOHTEKCTI pO3p0oOKH MOAIOHOT IPU BAXKIIMBO 3BEPHYTH yBary Ha te, sik "Slay
the Spire" Bupillye nuTaHHs MacITaOyBaHHS CKIAIHOCTI Ta HA/Ia€ IPaBLEB] BIAYYTTS
KOHTPOJIIO IIPY BUCOKOMY PiBHI BUIIAKOBOCTI.

[HmmM sickpaBuM nipukiiagoM € "Hearthstone" (quB. nmomatok 1, pucyHok 1.2)
Bin kommauii Blizzard Entertainment — opnHa 3 HallycmimHIMX OTUGPOBUX
KOJEKUIMHUX KapTKOBUX Irop y CBITI. Xo4a BOHa Ma€ CYTT€BI BIJIMIHHOCTI Y
reiMIUIeHHIN CTpyKTYpi, KItouoBUM € BuUBYeHHsS npuHUuNiB Ul/UX-au3zaiiny, sskum
Blizzard 3abesneuye MmBHAKE BXOJKEHHS HOBOTO TpaBis y rpy. Kpim Toro,
Hearthstone € mnpukiagom sKicHOT peani3aiii CHCTEMU HaBYaHHSA, I1HTYiTHUBHO
3po3yMUIX €(eKTIiB KapT 1 Bi3yaJbHOTO 3BOPOTHOTO 3B’S3KY, IO MOXE OYyTH
KOPHCHHM II1J1 YaC CTBOPEHHSI MOJIOHUX 1Ir0p MEHIIOro MaciTaly.

VY KOHTEKCTI MOOUIBHUX CTpPATEriyHUX Irop 3 KOPOTKUMH CECIsIMH BapToO
BuaiuTU Tpy "Dungeon Cards" (nmuB. mogatok 1, pucyHok 1.3) Big aBtopi Indie Cat.
CamMe 11eli MPOEKT CTaB OCHOBOO JIJIS TIOCITIPKCHHS Ta TIEPEOCMHCIICHHS B MEKaX JTaHOT
kBamdikaiiiHoi po6otu. Dungeon Cards € MiHIMaJTICTUYHOIO, ajie HaJA3BHYAMHO
rIMOOKOI0 y CBOIM I'pOBii CyTi IPOIO, J€ TPABEIlb MEPEMIIIIAc IEPCOHAXka 110 KapTKOBIM
CITIII, YHUKAIOYH BOPOTiB, 30Mpaouu PeCypcH Ta MpUMMaIour CTpAaTEeT1uH1 pillIeHHS Ha
KOXKHOMY Kpoiri. IrpoBa ciTka peanizoBaHa y BUTJISII TpocToro iHTepdericy 3x3 abo
4x4 xapT, 10 J103BOJIAE 30epiraTu JUHAMIKY T'eMMIUICIO 1 BOJIHOYAC JIaBaTH TPaBIICBI
BITUYTTS KOHTPOJIIO HAJ CUTYaIli€10.

Dungeon Cards € mpukiagoM TOro, SK HaBiTh HEBEJIMKAa KOMaHJa MOXKE
CTBOPUTHU MPOIYKT, IO 3/1aT€H 3aXOMUTH BEIUKY AyJIUTOPIIO 3aBISIKH OPUTIHAIBHIN
i7mei Ta Buanii peamizaiii. OCHOBHUMHU OCOOJMBOCTSAMH, SIKi 3aCITyTOBYIOTh Ha yBary
IiJT 9ac aHajizy, €:

e [lpocroTa ympaBiiHHS, ajanToOBaHa J0 CEHCOPHOTO iHTEpderncy
MOOUTEHUX TPUCTPOIB.

e bajaHc Mi>k BUIIQJKOBICTIO Ta CTPATETIELO.

e HasaBnicTs mocTiiiHOT 3arpo3u (0OMeXeHa KUIBKICTh JKUTTIB) SIK

croco0y yTpyUMaHHS HApyTH.
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e MOXKIIMBICTh PO3LIMPEHHS TPU YEPE3 BBECHHA HOBUX THUIIIB KapT 1
HEPCOHAXKIB.
VY xoai aHamizy 3a3HAuYE€HHUX AaHAJIOrIB CTAa€ 3pO3yMiN0O, L0 KIIOYOBHUMHU
BUMOT'aMH JI0 YCHIIIHOI peati3anii MOOUIbHOI IPU TAaKOTO THUITY €:

1. InTyiTMBHUH iHTEepdENc, IKUIl HE BUMarae TpUBAJIOro HABUYAHHS.

2. 30anaHcoBaHa CKJIAJHICTb, 10 IPOrPECUBHO 3POCTAE, HE IEMOTUBYIOUU
HOBAYKIB.

3. HasBHICT, MEXaHIK BHUIAJKOBOCTI, $KI T€HEpPYIOTb HOBUW JIOCBIA Y
KO’KHOMY MTPOXO/I’KCHHI.

4. KopoTki irpoBi cecii, 110 3py4Ho [ MOOLIEHOTO (popMary.

5. BizyanbHa npuBaOIUBICTD, KA MOEIHYE YUTAOCIBHICTD 3 €CTETUKOIO.

[IpoBenenuii aHami3 TakoX JaB 3MOTY 1eHTU(]IKYBaTH MOTEHLIHHI HEAOIIKH
ab0 HeZooMpalbOBaH1 ACMEKTH B ICHYIOUMX pilleHHsIX. Hanpuknaza, neski NpoekTy He
MalOTh JOCTATHBOTO PI3HOMAHITTS KapT, 10 MPU3BOIUTH JI0 IIBUAKOI OJTHOMAHITHOCTI
IrpoBOTro MpoIiecy. B iHINUX — Opakye BHYTPIITHBOITPOBUX MOSICHEHb MEXaHIK, yepes
10 KOPUCTYBA4 3MYIIIEHUH IITyKaTH 1HGOPMAIIIF0 CaMOCTIHHO.

VY mexax peanizallii BIacHOTO MPOEKTY HAa ocHOBI i1ei Dungeon Cards Oymo
IPUIHATO PilIeHHS 30eperTu 6a30By MEXaHIKy I'PH, OJJHAK 3HAYHO PO3IIMPHUTH 11 5K Y
IUIaH1 Bi3yalbHOTO 0(hOPMIICHHS, TaK 1 32 paXyHOK JOJATKOBUX MEXaHIK, HOBUX THIIIB
BOPOTiB, T€pOiB, YMOB IIEPEMOTH Ta Mporpainty. TakuM 4HHOM, IPOTIOHOBAHE PIllICHHS
IparHe He JIMINEC BiJITBOPUTH YCIIIIHI HaIpaIllOBaHHS, aje ¥ MOKPAIUTH IrPOBUM

JIOCB1J1, 3pOOUBIIHN HOTO TIUOMINM, THYYKIIIAM Ta OUTBII 3aXOTUIUBHM.
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PO31JI 2
IMPOEKTYBAHHS TA PO3POBKA CUCTEMHA
2.1. Onuc po3podJieHol cucTeMu
VY pamkax gaHoi kBamidikamiiiHoi poOoTH Oyno po3poOieHO MOOUIBHY Tpy
*KaHpy "cTpareris 3 eleMeHTaMu KapTkoBoi rpu" mia Ha3Boro Chamber Dungeons.
[IpoexT 6a3yeThes Ha KoHIEMiT Dungeon Cards, mpoTe CyTT€BO JOMIOBHEHU HOBUMHU
IrPOBUMHU MEXaHIKaMH, pO3LUIUPEHUM (PYHKIIOHAJIOM Ta MOKpAIleHUM 1HTepdeircoM.
OcHoBHa MeTa pPO3pOOKHM — CTBOPUTH CHCTEMY, MO 3abe3nedye THYYKHH Ta
JUHAMIYHUI ITpOBUH TMpOLIEC 3 MOKIUBICTIO TMOJAJBIIOTO MaciiTa0yBaHHS Ta
PO3IINPEHHS.
2.1.1. ApxiTeKkTypa cHCTeMH
[Iporpama peanizoBana 3 BukopuctanusaMm MoBu C# ta ¢perimBopky Unity, 1m0
3abe3rneuye KpoctuiaTOpMEeHy CYMICHICTh 1 BHCOKY MPOAYKTHUBHICTh. (OCHOBHA
apxiTeKTypHa cTpykTypa 0azyerbcsa Ha narepHax MVC (Model-View-Controller) ta
Scriptable Objects mis 30epiranHs JaHUX ITPOBHUX KapT Ta MEPCOHAXKIB.
["'on0oBHI KOMIIOHEHTH CHUCTEMMU:
e Moguens rpu (Game Model) — morika po3sranryBaHHS irpOBHX
00’€KTiB, MEXaHIKH B3a€MOJii, aJITOPUTMHU ITOBEIIHKA BOPOTIB 1
KEepyBaHHS CTAHOM TPH.
e Bizyamizamia (View) — BiIOOpaXeHHS KapT, TEPCOHAXKIB,
agimarii, Ul-eeMeHTIB.
e Kontponep (Controller) — o6poOxka fiii kopucTyBaya, yrpaBiIiHHSI
IIOJISIMH Ta 3B’ 130K MK MOJEJUIIO 1 BUTISAOM.
2.2. Onuc 0OCHOBHUX MOJYJIiB
2.2.1. Moayas irposoi nomiku (Board Manager)
Ie#t Momynb BiAMOBiae 32 CTBOPEHHSA 1 MATPUMKY iTpOBOi CITKM — TIOJIe, Ha
SKOMY PO3TalIOBYIOTHCS KapTH 1 MepcoHaxi. IrpoBe mose peani3oBaHO y BUIVIAI
nBoBuMipHOTO MacuBy KITHHOK (GridCell), koxHa 3 IKMX MOKE MICTUTH 00’ €KT THITY

"kapta" abo "Bopor" (IuB. 104aTOK 2, pUCYHOK 2.1).
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2.2.2. Moayasb kepyBanHs nepcoHaxem (Player Controller)

[ei MmoayJb BIJIMOBIAAE 3a JIOTIKY MEPECYBaHHS rpaBlisl, 00pOOKY KOMaH I Ha JIii
Ta B3a€EMOJII0 3 HABKOJMILHIM cepenoBuileM. llepcoHaxk Moxke mepecyBaTHCS IO
CITIIl, aTaKyBaTH BOPOTiB Ta 30MpaTH MPEAMETH.

VY koji nependaveHo MexXaH13M NEPEBIPKU MOKIIUBOCTI pyXy, BUKOHAHHS PYXY
Ta OHOBJICHHS CTaHy TpaBIs (IMB. 10JATOK 2, pPUCYHOK 2.2).

2.2.3. Moayas Boporis (Enemy Al)

JIist CTBOpPEHHS IHTEJICKTYaJIbHOI ITOBEIIHKM BOPOTIB BHUKOPHUCTAHO IPOCTI
ANITOPUTMH TIOIIYKY IUIAXY Ta MPUAHSTTS PIIEHb HA OCHOBI CTaHY HABKOJHUIITHBOTO
cepenoBuiia. Boporm maTpymiOOTh  HAaBKOJMWIIHI  KIITHHKH, HAaMararThCs
nepeciIiyBaTH TpaBIls a0o 3aiiMaTH CTPATET1uHI MO3UIII].

AJNTOPUTM MOBEIIHKY PEeai30BaHO Yepe3 CTAHOBOTO aBTOMATa (JMB. JOJATOK 2,
puCyHOK 2.3).

2.2.4. OCHOBHI aJITOPUTMH

BaxxnuBuM eneMEHTOM CHCTEMH € aJTrOpuUTM TIepecyBaHHs MO CITII 3
ypaxyBaHHSIM OOMEXKEHb. BHKOPHCTOBYETHCS IMEpeBipKa CYCIIHIX KIITHHOK Ha
MPOXITHICTh, @ TAKOXX AJTOPUTM TIOMIYKY ONTUMAJIBHOTO HUIIXy (A* abo mpocTuid
BFS, 3anexHo Bii CKJIaaHOCTI PiBHSA).

AJNTOPUTM NPUUHSTTS PIICHb Y BOPOTiB J03BOJISIE€ JUHAMIYHO pearyBaTH Ha il
I'PaBIIs, MiABUIIYIOYH ITPOBY CKIIAJIHICTh O€3 BTPATH KOHTPOJIIO.

2.2.5. OcobamBocTi peasizanii

Buxopucranns Scriptable Objects mis 30epiranHs JaHUX KapT, BOPOTIB Ta
repoiB, IO MOJIETIIY€E peaaryBaHHs OanaHcy 0e3 mepenucyBaHHsS KOMIY.

MoaynbpHICTE CUCTEMHU JO03BOJIAE JIETKO IOJaBAaTH HOBI THMH KapT, TepoiB,
BOPOT'iB Ta CHeIiaTbHUX €PEKTIB.

IMayuknii Ul, mo amantyeTbes mia pi3Hi po3MipH eKpaHy MOOUTEHUX MPUCTPOIB.

BOynoBanuit Mmexanizm 30epeKeHHS CTaHy TPH.
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2.3. IIporpamHua peaJtizauis

Po3zpoOka rpu Chamber Dungeons Oyna peani3oBaHa 3 BHKOPUCTaHHAM
cydyacHoro irpoBoro pymriss Unity, sxkuii 3a0e3nedyye edeKTUBHE YMNpPaBIIHHS
pecypcaMy, BHCOKHH piBEeHb MPOAYKTUBHOCTI Ha MOOUIBHHUX NPHUCTPOSIX Ta
MO>KJIMBICTh IIBUAKOTO MPOTOTHMYBaHHsS. JlJig peamnizaiii JIOTIKM T'pU 3aCTOCOBAHO
MOBY nporpamyBanHsa C#, 1o € ocHoBHOO 17151 Unity.

Cucrema Mae 4iTKy MOJYJIbHY CTPYKTYPY, IO JIa€ 3MOTY JIETKO MaciTadyBaTu
IPOEKT, PO3IIMPIOBATH ITPOBY JOTIKY Ta ONTUMI3yBaTH mpouec po3pooku. Koxen
MOJTyJIb CUCTEMH BIAMOBITA€E 32 OKPEMHUN aCIEKT I'pU — TEHEPAIii0 irpOBOTO IMOJIS,
B3aEMOJIII0 3 KapTamu, KEpyBaHHsS TIE€pPCOHakeM, OOpoOKy Mol KOpHUCTyBaua,
BiJI0OpakeHHs 1HTEepdeiicy Toro.

2.3.1. OcHOBHI NPUHUMIIN peaJsi3amii

Y mporeci nporpaMmyBaHHS JOTPUMYBAIMCH HACTYITHI TPUHIIUIIN:

e [IpuHIMNI €UHOT BIAMOBIIATEHOCTI — KOXKEH KJ1ac a00 KOMIIOHEHT
BUKOHYE JIMIIIE OJHY YITKO BU3HAYCHY (DYHKIIIFO.

e [HKanCyJsIIiss — MPUXOBYBAHHS BHYTPIIIHBOI JIOTIKH KJIACiB, IO
3abe3reuye 6e3MeuHy B3aEMOJIII0 MK MOJTYJISIMU.

e Po3mmuproBaHiCTh — MPOEKTYBaHHS KOMITOHEHTIB 3 MOJKJIMBICTIO
JIETKOTO JI0JaBaHHS HOBUX €JIEMEHTIB (KapT, BOPOTiB, €(hEKTIB).

e [loBTOpHE BUKOPUCTAHHS KOy — Y€pe3 BUKOPUCTAHHS 3arajbHUX
6a3oBux KinaciB 1 ScriptableObject’iB.

2.3.2. Peanizanis irpoBux 00’ekTiB

KoxeHn eneMeHT Tpu peanizoBaHO y BUTJISAI OkpeMoro kommoHeHTa Unity,
MOB’SI3aHOTO 3 OJHMM a00 KiabKoMa ckpumntamMu. OCHOBY CKIAJalOTh Takl TUIA
00’ €KTIB:

o Kiitunku irpooro noss (GridCell)
o Kapru pizaux tunis (CardBase, EnemyCard, WeaponCard Toro)
e ['pasens (PlayerController)

e Iurepdeiic kopuctyBaua (UIManager, LevelLoader)
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e Menemxep rpu (GameManager)
2.3.3. Ilpuxkiaaj peasisaunii 6a30Boro Kiacy Kapr

bazosuii knac CardBase.cs ciyrye OCHOBOIO JJI BCiX ITPOBHUX KapT. Y HbOMY
MICTATBCS 3arajbHi MOJIS — ITOJIOYKEHHS, Ha3Ba, THIT KAPTH, IOCUJIAHHS HA Bi3yaTbHUN
00’exT. Bix 11b0ro Kiiacy ycrnaJakoBYIOTbCS KOHKPETHI peainizauii, sk-oT EnemyCard,
WeaponCard, ItemCard Tomio (nuB. 101aTOK 2, pUCYHOK 2.4).

Ie#i migxig M03BOJISIE IIEHTPATi30BAaHO KEpyBaTH BCiMa KapTaMu, a TaKOX
3a0e3nedye pO3MHUPIOBAHICTE CUCTEMU — JIJIS JIOJIaBaHHS HOBOI KapTH JIOCTaTHBO
CTBOPUTH HOBHM KJIaC-HAIAJIOK.
2.3.3.1 Peagizaunis Boporis

Kimac EnemyCard.cs peaini3ye soriky Bopora. Ilig wac B3aemomii TrpaBis 3
KJTITHHKOO, III0 MICTUTh BOpOTra, BUKIHKaeThcs MeTo)1 OnPlayerEnter, sskuii 3MeHIITye
3I0pOB’st BOpora abo rpaBIls, 3aJI€KHO BiJl yMOB OO0 (IMB. IOJAaTOK 2, PUCYHOK 2.5).

Le#t pparmeHT mokasye, K peanizoBaHa B3a€EMO/II Mk T'paBLIEeM 1 BOPOroM Ha
OCHOB1 OOMIHY IIIKOJIH.
2.3.3.2 IlepemileHHsi rpaBIst

Kiac PlayerController.cs BinmoBimae 3a mepeMillleHHs] TpaBis Mo mojito. Bix
00po0JIsie BBIJT KOpHCTYBada (HATHCKAHHS HA CYMDKHI KIIITUHKH ), BAKOHY€E TIEPEBIPKY
Ha JIOCTYIHICTh TIEPEXO/Iy Ta 1HIIIIOE B3a€EMOJIIIO 3 KapTaMU HAa HOBIM KIIITUHIN (JIUB.
J0AAaTOK 2, pUCYHOK 2.6).
2.3.3.3 MeHex:KMEHT TPH

Komnonent GameManager.cs BIANOBiAa€ 3a 3araJibHUM CTaH TPU, KEPYBAHHS
PIBHSAMH, MEPEMOTOI0 UM MOPa3KoI0, 1HIIiami3alliio Mmo4yaTKOBUX yMOB. Hampukmian,
MIPH CTAPT1 HOBOTO PiBHSI BUKJIIMKAETHCS TEHEPAIlisl irpOBOTO OIS Ta CTBOPEHHS HOBHX
KapT (AUB. JOAATOK 2, pUCYHOK 2.7).
2.3.3.4 InTepdeiic kopucTyBaua

st moOynosu inTepdeiicy BukopuctoByerbes Canvas Ul B Unity. Yrpaninas

OKpEeMHUMH BiKHaAMU 37iHCHIOEThCs yepe3 UlManager.cs, e peaizoBaHO METOIU IS
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NepeMUKaHHA MK ITPOBUMH €KpaHamu (MEHI0, irpoBHil Ipoliec, nopas3ka, IepeMora)
(muB. MOATOK 2, pUCYHOK 2.8).
2.3.4. Peauizanis BI3yaJJbHOI'0 cepel0BHIIA
Y mnpoueci po3poOku rpu OyJO0 BUKOPUCTAHO I1HTErPOBAHE CEPEIIOBUILEC
po3pobku Unity Bepcii 6.0, sike Hagano MIUPOKI MOMIMBOCTI IS Bi3yaJbHOT'O
penaryBaHHs CIIEH, PO3MIIIEHHS IrPOBUX 00’ €KTiB, HANAIITYBAHHS aHIMAIIli Ta JIOT1KH
B3a€MO/11 MK KOMIIOHEHTAMHU.
Iarepdeiic Unity cknagaeTbes 3 KUIBKOX OCHOBHHX TMaHENeH:
e Scene — JJ1s1 po3MillleHHS 00 €KTIB Yy TPUBUMIPHOMY 200 IBOBUMIPHOMY
IPOCTOPI.
e Game — niepersi pe3ysibTaTy TP B peaIbHOMY Yacl.
e Hierarchy — crpykTypa BciX 00'€KTiB TOTOYHOI CIICHH.
e Inspector — BIacTMBOCTI 0OpaHOro 00’ €KTA.
e Project — nocTym 10 BCiX pecypciB MpPOEKTY (CKPHUIITIB, MOJENEH,
TEKCTYP, CLIEH TOIIIO).
e Console — 19 BUBOAY IMOBIAOMJICHb, TMOMIJIOK 1 JIOTIB TijJ dYac
BUKOHAHHS T'PH.
2.3.4.1 CkpiHIIOTH eJIeMEHTIiB pO3pO0KHU
Ha Puc. 2.1 306paxkeno ocHoBHe BikHO Unity miJl yac peaaryBaHHs CIICHH TPH.

Bunano irpose mose, maHens iepapxii 00'€KTIB Ta 1HCIIEKTOP BIACTUBOCTEH.
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Puc. 2.1 Cepenosuiiie po3pooku

Ha Puc. 2.2 300paxeHo npoliec HajnaropkeHHs rpu y BikHi Game. Lle qo3Bossie

TECTYBATH JIOTIKY TPU B PEaIbHOMY Yacl.

o
-
-
~
=
™
™
-
-
-

Puc. 2.2 TectyBaHHS y peakTopi
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2.3.4.2 CkpiHIIOTH rOTOBOIO iHTEep(eiicy NPOaYKTY
Ha Puc. 2.3 ta Puc. 2.4  1eMOHCTpPYeTbCS IrPOBUHM IMPOLEC: TIpaBellb
NepeMIlly€eTbCsl JTaOIpUHTOM, HA IMOJI TMPUCYTHI BOPOXKI OO’€KTH Ta €JIIEMEHTU

KEpYBaHHS..

Puc. 2.4 Kinens rpu
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PO311JI 3
TECTYBAHHS TA EKCIIEPUMEHTHU
3.1 Pe3yaibTaTH €KCIIEPUMEHTIB I TeCTyBaHHA
3 METOW MepeBipKH Mpare3gaTHOCcTi po3podiaeHoi rpu Chamber Dungeons,
OyJ0 TpOBEIEHO BCEOIYHE TECTyBaHHS MPOrpaMHOro 3a0e3leyeHHs B YMOBaX,
HAOMMKEHHUX JI0 PEATbHOTO KOPUCTYBAIlbKOTO AOCBiMYy. TecTyBaHHS OXOILUTIOBANIO SIK
(yHKIiOHAJbHI aCHeKTH, TaK 1 MPOAYKTHUBHICTH I'pU Ha LUJIbOBINA Tuargopmi —
MOOUIbHHMX NPUCTPOSX 3 onepauiiiHow cucremoro Android.
3.2. MeToauka TeCTYBAHHS
TectyBaHHS BUKOHYBAJIOCh 32 HACTYITHOIO METOIUKOIO:
o (yHKIIIOHAJIbHE TECTYBAaHHS KOXHOTO IIPOBOrO KOMIIOHEHTAa OKpeMO (IOHIT-
TECTYBaHHS).
e pYYHE TECTYBAaHHS MOBHOTI'O IrpPOBOTO IIMKIY: TECHEpaIlis PiBHSA, B3aEMOJIis
rpaBlisl 3 IFPOBUMHU 00’ €KTaMH, IepeMora/mopaska.
e TecTyBaHHA 1HTepdelicy KopucTyBada Ha 3pYYHICTH 1 KOPEKTHICTh
BIJIOOpaKCHHS.
« TecTyBaHHA NpoayktuBHOCTI (FPS, yac 3aBaHTa)ke€HHs CLIEHU) Ha MPUCTPOSX 3
PI3HUMU TEXHIYHUMH XapaKTEePUCTUKAMHU.
« anaumi3 goriB Unity Console 17151 BUSIBJICHHS TIOMIJIOK Ta BUHATKIB.
3.3. Onuc ceperoBHIA TeCTYBAHHA

JInst TecTyBaHHS BUKOPHUCTOBYBAJIUCS TaKi KOH(Iryparfii:

[TpucTtpiii oC RAM CPU GPU

Samsung A12 | Android 11 4Tb Helio P35 PowerVR
GE8320

Xiaomi Redmi Android 12 3Tb Helio G35 PowerVR

9C GE8320

Emulator Android 13 ¢1B 15-8250U Intel UHD 620

(PC) (AVD)

Ta6muns 3.1 Tlpuctpoi aJist TeCTyBaHHS
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Unity Bepcist npoexkty — Unity 2022.3.12f1 LTS
inpoBa miardpopma: Android (API Level 29+)

Merton cknananus: IL2CPP 3 yBIMKHEHOIO MIHIMI3ALELO.
3.4. DyHKUIOHAJIbHE TECTYBAHHS

[Tix yac TecTyBaHHS OCHOBHUX MOJYJIIB Ipy OYyJIO MEPEBIPEHO:
3.4.1 I'enepaunis irpoBoro moJist

OpuH 13 KIIIOYOBUX eTamniB (YHKLIOHYBAaHHS I'PH — 1€ TeHepallis iIrpoBOro
noJisi. Y AaHOMY IPOEKTI BOHO Ma€ (piKCOBaHHUM po3Mip 7X7 KIITHHOK, 1110 J03BOJISE
30epirat 0ajJaHC Mk CKJIQJHICTIO TPU Ta 3pYUHICTIO ii Bi3yalbHOTO CIPUUHSATTS.
[Tpomec renepariii BHKOHYETHCS aBTOMATHYHO TIiJ] 9aC CTapTy KOKHOTO HOBOTO
piBHS. AJITOPUTM TeHepallii JOTPUMYETHCS BU3HAUCHUX YMOB: YHHKHEHHS
NEepPEBAHTAXKCHHS KIIITHHKAMH MACTOK a00 BOPOTiB, 3a0€3MeUeHHS MTPOXITHOCTI
KapTH, a TAKOXK HASBHOCTI MiHIMYM OJHOTO IIJISAXY JIO BUXOY.

Bukopucrtano miaxij nceBIoBUITAAKOBOI TeHepallii 3 TEBHUM PiBHEM
JeTepPMiHI3MY, TOOTO IIPH OJTHHUX 1 TUX CAMHUX BX1IHHX MMapaMeTpax (HarpuKIIa,
seed) MO)kHa BIATBOPUTH 17IeHTUYHE T0JI€. [{e 0coOIMBO KOPUCHO TIpU TECTyBaHHI. Y
polieci TeHeparlii BiI0yBaeThCsl CTBOPEHHS HACTYITHUX THIIIB 00’ €KTIB: BOPOTH,
npeaMeTH (KIrodi, Medi, 317UTs TOIO), MAaCTKU Ta BUXija 3 piBHA. KoxkeH Tum 06'ekta
PO3MIIIYETHCS 3 YPaXyBaHHIM JIOTIKH T€HMILICIO: BOPOTH HE IMMOBUHHI OJIOKYBATH
IPaBIlS HA CTAPTI, MPEAMETH HE MOXKYTh 3’ SBJISTUCS B HEMIPOX1THUX MICIIIX, BUXI1]T
Ma€e OyTH JTOCSHKHHUM TOIIIO.

Jlnist 30epiranHs iHQopMaIlii Mpo Mojie BAKOPUCTOBYETHCS JBOBUMIPHUN MacHB
a0o 1HIII BIAMOBIAHI CTPYKTYpH nanux. Kapra piBHs 30epirae He JuIle MO3UIlii
00'eKTiB, ajie 1 iXH1 BIACTUBOCTI, IO JI03BOJISIE YHUKHYTH 3aiBUX OOYHCIICHD ITi]T Yac
TpH.

3.4.2 MexaHika nepeMinieHHs

Mexanika nepemilieHHs: — OJHH 13 OCHOBHUX KOMITOHEHTIB TE€MMILICIO, 1110

HaIpsAMY BIUITMBAE HA TMHAMIKY TPH Ta BIAUYTTSI KOHTPOJIO 3 OOKY TpaBilsi. Y JaHOMY

MIPOEKTI MEPEMIIIICHHS Peai30BaHO 3 YpaxyBaHHIM OOMEXXEHb: I'PaBElb MA€
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MO>KJIUBICTh pyXaTHUCS JIMIIE HA CYMIKHI KJIITUHHKY 11O TOPU30HTaJIl a00 BEpTUKAII
(Bropy, BHU3, JIiBO, IIpaBo). [lepemimieHHs no JiaroHail He JOMYCKAEThCA, O 10Aa€
CTPATEriYHOCTI MJIAHYBAaHHIO KOKHOTO KPOKY.

Cucrema nepeMilIeHHs TAKOK BPaXOBY€E HASIBHICTb MEPEIIKO]I, TAKUX SIK CTIHU
a00 1H1I1 00’ €KTH, IO HE JO3BOJISIIOTH TPABII0 IPOUTH Kpi3b HUX. KpiM ToroO,
BUKOHYETBCS MEpPEBIPKa HA BUX1J] 32 MEXK1 IFPOBOTO MOJIsA, IO JI03BOJISE YHUKHYTH
noMusiok rpu B3aemoii 3 Ul Ta morikoto rpu. [lepeMinieHHs CyTpOBOIKYEThCS
BI3yaJIbHUMU e(heKTaMu — KOPOTKOIO aHIMalli€lo, siKa BKa3y€e Ha pyX NMepCcoHaxka, 1
pOOUTH Tpy OUIBII )KMUBOIO Ta IHTEPAKTUBHOIO.

VY koAl BIANOBIAANIBHICTH 32 0OPOOKY PYXY MOKJIAJEHO Ha KOMIIOHEHT
PlayerController, sxuii pearye Ha HaTUCKaHHS KJIaBiln abo cBainu. Takox B
peasnizallii BAKOPUCTOBYEThCS CUCTEMa MEePEBIPKHU JOCTYTHOCTI KIIITUHOK Mepe;]
JI03BOJIOM Ha MEPEMIIICHHS.

3.4.3 B3aemogaisi 3 00’ ekTaMu

B3aemogis rpaBiist 3 00'ekTaMu Ha iIrpOBOMY TTOJII — HEBiJ €MHA YacTHHA
IrpoBOTO Mpolecy. Y Ipi peai3oBaHO JACKIJIbKa TUITIB B3a€EMO/IIH, KOXKHA 3 IKUX Mae
BJIACHY JIOTIKY Ta HacJiJKu. HalmomupeHimoro € B3a€MO/Iis 3 BOPOTaMH, SIKa 1HIIII0E
01ii. B3zaeMois peanizoBaHa depe3s Joriky kiaacy EnemyCard, ne 36epiraerbcs
iH(opMalIis Tpo KUTBKICTh y1apiB, sIKi HEOOXIIHI JIJIs1 3HUIIICHHS BOpora. Y CBOIO
yepry, PlayerController BukoHye nepeBipKy, 4i Ma€ rpaBellb BiAMOBIAHY KUIbKICTh
MeuiB a0o 1HII PECypCH JJIs IEPEMOTH HaJl BOPOTOM.

[Ticns ycmimHOoro 6010 BOPOT 3HUIILYETHCS 3a JOTIOMOTroio Metoay Destroy(),
0 OYMINAE KIITUHKY 1 JO3BOJISIE TPABITIO PyXaTUCS Aam. Y pa3i HeJOCTaTHIX
pecypciB, TpaBellb 3a3Ha€ Mmopas3ku. Taka Jiorika 3ade3neuye rMOnHY rediMIUICHO 1
CTUMYJIIOE TAKTUYHE MHUCIICHHS.

Kpim BoporiB, Ha 1ot MPUCYTHI ¥ 1HII IHTEPAKTUBHI 00’ €KTHU: KITFOU1 IS
BIIKPUTTS 3aMKHEHHUX IMPOXOJIiB, 31JIJIS JJIS BITHOBJICHHS 3/10pOB’s 400 O0HYCIB, Ta
Mmedi aiisa 6oto. [1inbip mpeameTiB BiJOyBaeThCcsi aBTOMAaTHYHO TIPU 3aXO01 Ha

BIANMOBIAHY KMITUHKY. [licis migbopy, 00'€KT A0/1a€ThCsl 10 BHYTPIIIHBOTO 1HBEHTAPS
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rpaBusl. Lleit inBeHTap 30epiraeTscs B 00'ekTi PlayerData, 1 nani BinoOpakaroTbcst Ha
ekpani uepe3 BianoBiani Ul enemeHTH.
3.4.4 Irposi noaii

Oxkpemy poJib y reiMIuiei BiAIrpatoTh IrpoBi MOAIT — YMOBH, sIKi 3MIHIOIOTh
NOTOYHUM cTaH rpu. HaiiBaxuBiii cepeq HUX: nepeMora (JOCSITHEHHs BUXOAY) a0o
nmopaska (BTpaTa BCIX KHUTTIB UM HEMOXKJIUBICTh 31McHUTH Xix). [Ipu nocsarHeHHi
OJTHIET 3 X YMOB aBTOMATHYHO BHKJIMKAETHCS OMH 13 CIIEHAPiiB 3aBEPIICHHS T'PH.

VY pasi mepemoru BUKIHKAEThes manenb WinPanel, sika nemoHcTpye
BIJIMOBIJTHE TIOB1IOMJIEHHS, TPOIIOHYE MEPENUTH 10 HACTYITHOIO piBHS a00
nepe3anyCcTuTy rpy. Y BUNAJKY Mopasku BigoOpaxaethcss GameOverPanel, sika
JI03BOJIsIE€ TPABITIO MeperpaTy piBeHb. O0uaBa iHTepdeiicu peanizoBaHi 3a
nonomoroto Unity Ul, 3 Bukopuctanusm Canvas 1 aJaiTUBHOT BEPCTKH, 1110
3a0e3nevye KOpeKTHE BioOpakeHHs SIK Ha IIMPOKUX, TaK i HA BY3bKUX €KpaHaXx.

Cucrema Ul 3aranom mpaiitoe ctabiibHO: iHTEpdElic He epEeKPUBaAE EIEMEHTH
I'PH, HE MICTUTh 3aliBUX KHOIIOK 200 BIKOH, a TaKOX IMiITPUMY€E MaciITa0yBaHHS.
Kpim Toro, yci moBigoMJIeHHS ¥ 1HAUKATOPU PO3MIIIECHO IHTYITHBHO 3pO3yMIJIO, 110
MOJIETIITY€E TPABIIO Opi€HTAIliI0 B cuTyarllii. Takoxk nependadeHo MOXKIMBICTh BUXOTY
3 IpH, TOBEPHEHHS B TOJIOBHE MEHIO, a00 IMMOYaTKy HOBOT'O PiBHS 0€3 mepe3arycKy
BCHOT'O 3aCTOCYHKY..

3.5. BusiBjieHi NOMWIKH i cnoci0 iX BUpileHHsI

Ne Onuc noOMHIIKU Cran Croci6 ycyHeHHs
1 I'paBeup Mmir | Bunpasneno Meron
pyXaTuch o IsAdjacent()
miaroHai 3MIHEHO:
nepeBipka

JIO3BOJISE JIUIIIE OCl

XaboY

2 Ul naneni inoxai He | BunpasneHo Jomano BUKJIHK

MIPUXOBYBAIHCH SetActive(false) y
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OpU MEePexoal Mix METOI1
CLICHAMHU StartNewGame()
3 [Homi Kaprta | BunpasieHo Jlonano mnepeBipKy
EnemyCard HE Health <= 0 3
BUAAJSLIACS  ITICIIA MO TAJIBLIITUM
CMepTI Bopora Destroy()
4 IIpu  tpuBanomy | HacTkoBO OnTumizoBaHO
rpi GperiMpelT | BUpIIIEHO 00poOky Update()

nmagaB Hmk4de 30

FPS

Y HCAKTUBHUX KapT

Ta6murs 3.2 TloMusiku Ta piieHHs

3.6. PesynibTaTH NpOAYKTUBHOCTI

[Ipuctpiii Cepenniit FPS Yac 3anycky cuenu | [lam’a1b RAM
(k)

Samsung A12 55-60 ~2.4 cex ~210 Mb

Xijaomi Redmi 9C | 48-55 ~3.0 cex ~230 Mb

Emulator (PC) 60+ ~1.5 cexk ~180 Mb

Ta6mug 3.3 3amipu podoTH Koy

V¢l noka3HUKY € MPUHHATHUMH JJI1 TPU MOOLITBHOTO popMaty. 3a HEOOX1AHOCTI

nepeadaYeHo MOXKJIMBICTh TONAJBIIOT ONTHUMI3AIi Yepe3 MyJiHr OO0 ’€KTiB Ta

obmexxeHHs BUKIMKIB y Update().

3.7. Oninka siKocTi B3aeMoaii

[IpoBenene

PECIIOHJICHTIB BHU3HAJIM TPy IHTYITUBHO 3PO3YMLIOIO,

OIINTYBAaHHA

cepen

3axorumotounM. Cepen mobaxaHb Oyiu:

e Jlonatu Oinbine piBHIB

TECTYBAJILHUKIB

e VYCKIQTHUTH JIOTIKYy BOPOTiB

e PecanizyBatn 30epeKeHHS MMPOTpecy

MoKa3alio,

mo 90%

a 1irpoBwii mpolec —




i pynkuii 3ammanoBaHo s peatizaiii B MailOyTHbOMY.

3.8. IlopiBHAAHHA 3 iICHYIOUMMHM pillICHHSAMH
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ITig yac po3poOku rpu Chamber Dungeons Oyiio 3a1iiCHEHO HOpPIBHSUIbHHIA

aHaii3 3 HU3KOIO ICHYIOYMX Irop, sIKi HajexaTb JO CyMDKHOTO aHpy — KapTKOBI

poriaiiku 3 TaKTUYHMMM e€JeMEHTaMu Ha cCiTil. Takuil aHami3 J103BOJMB Kpalle

3pO3yMITH CHIIbHI 1 cJTa0K1 CTOPOHU KOMEPLINHO YCIIIIHUX PIIIEHb Ta OOIPYHTYBAaTU

1HHOBAI[IHHICTh PO3POOIEHOI CUCTEMHU.

3.8.1 O0'exTH NOpiBHAHHS

Jlnst ananmizy 6ysio oOpaHo Taki irpu:

1. Dungeon Cards — opurinanrHa Opay3epHa Ta MOO1IbHA T'pa, sIKa cTalia

JOKEPEJIOM HAaTXHEHHS 1l 6aratbox MoAI0HUX MPOEKTIB.

2. Look, Your Loot! — xapTkoBa rpa 3 poriaiik-MexaHikamu, 1110 Mae
CKJIQJHY CHCTEMY KJIaciB 1 MPOKauyBaHHS.
3. Slice & Dice — takTHuHa rpa, Jie irpoBe noisie GpopmaibHO BiJICYTHE,
ajie peali3oBaHi CX0K1 PIICHHS 32 MPUHIIMIIOM «TYpOBa CTpaTeris 3
BUOOPOM PUBHUKIBY.
4. Chamber Dungeons — amanTariisi KJIIOYOBUX 17Iel y KOMIIAKTHIIIIOMY,
OLIBII KOHTPOJIKLOBAaHOMY (popmaTi 4x3.
Ilapamerp Dungeon Cards | Look, Your | Slice & Dice Chamber
Loot! Dungeons
dopmar 3x3 4x4 HEMAaE 4x3
CITKH
Kinacuuna | Copomiena Tax Tax Cnponiena
OoiioBa
cucrema
VYmpasniaa | Caiinu Hatnckanaa | Komanou Hatuckanasa
s




27

MepCoHaKe
M
PiBH1 Hewmace € € \Y Hpoueci
CKJIQAHOCTI
[rpoBuii Asto-reHeparis | Kamnanist PiBHI1 ABTO-
ny1 (loop) reHeparis
BisyaneHa | Ilikcemb-apT Ikonorpadik | Minimamnictuka | MiHIManicTUK
CTWJIICTUKA a a
IInarpopmu | iOS/Android/We | Android/iO | Windows/Mobil | Android

b S e
Binxpuruii Hemae Hemae Hewmae Tak
KO

Ta6muns 3.4 TlopiBHSHHS aHAJIOT1B

3.8.2 Yuikaabhni pucu Chamber Dungeons

Meniie nosie — OibIne KoHTpotro. CTaHaapT y jkaHpi — citka 4X4 abo 5x35,

1110 JI03BOJISIE CTBOPIOBATH CKIIaHI TakTH4HI cutyarllii. Chamber Dungeons, Ha BiiMiHY

BiJl KOHKYPEHTIB, BAKOPUCTOBYE 4X3 — 11¢ 3MYIITy€E IPaBLIs JISATH IIBUIIE M TOYHIIIIE,

OCKIJIbKM Ha TMOJIi MEHIIE MicHs IS MaHeBpy. Takui MiaxXiJ, CTBOPIOE BHCOKY

HIUTBHICTD PUUHSTTS PIIICHB: KOKEH PyX Ma€ OUIBIINY Bary.

Copomenns 00iioBoi cucteMu. Y OUIBIIOCTI MOMIOHUX ITOp € TMOBHOIIHHA

MexaHika TpoKadyBaHHs, 1HBeHTapro, ctatuctuku. Chamber Dungeons Bim 11s0ro

BiJIMOBJISIETHCSI HA KOPUCTh MaKCUMAJIBLHO 3p03yMiIoi 00HOBOI JIOTIKH, sika 0a3y€eThCs

Ha KJIacax BOPOTiB 1 30p0B’1 mepconaxka. L{e poOuth rpy A0CTYyIHIIIOO /ISl HOBAYKIB.

[IBuakuii irpoBUil UK. 3aBASIKKA Majid CITII Ta MBHUIAKOMY IEPEXOIy Mixk

PiBHAMH, Tpa 100pE MAXOAUTH JUIsl KOPOTKUX CECIH, M0 € BAXKIIMBOIO MEPEBAror0 Ha

MOOUTBHUX TIPUCTPOSX.
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[Ipocrota posmupenHs. Koa rpu moOynoBaHUl MOIYJIBHO, 3 PO3JILIECHHSAM
cytHoctert (Card, EnemyCard, PlayerController, GridManager To11o), 1o ga€e 3Mory
IIIBUIKO JI0JJaBaTH HOBI TUITH BOPOTiB, TACTKU, PEKUMH TPH.

[loBHicTiO Binkputuii kKoAa. Ha BiaMiHY BiJ KOMEPLIMHUX HPOIYKTIB, MPOEKT
Chamber Dungeons mae Biakputuii peno3utopiii Ha GitHub, mo mo3Bosisie iHImUM
po3poOHMKaM aHalli3yBaTH, aJanTyBaTU Ta BAOCKOHaoBatu rpy. Lle poOuth ii He

TUIBKH I‘iIIHI/IM MNpOAYKTOM, aJic 1 HaBYAJILHUM MMPpUKIAJOM.
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BUCHOBKH

Y mpoueci BUKOHaHHA KBamidikamiiiHoi poOoTtu Oyno  peani3oBaHO
MOBHOIIHHUYM MpOorpaMHuil MpoayKT — MoOuibHY rpy Chamber Dungeons y xanpi
CTpATETiYHOTO KapTKOBOTO poryaiiky. OCHOBHOIO METOIO MPOEKTY OyJIO CTBOPEHHS
ONTHUMI30BaHOI I'PU 3 MIKPOITPOBUMHU LIUKIIAMH, SIKA IOEAHYE B COO1 MPOCTOTY MEXaHIK,
JUHAMIYHICTB IFPOBOTO MPOIECY Ta KOMIAKTHICTh TAKTUYHOTO MOJIA. Y Cl OCTaBIIEHI
1111 OyJIA TOCSATHYTI.

Ha mepmomy ertami Oyno mpoBeAeHO IPYHTOBHHM aHali3 >KaHPY, BUBYCHO
CTPYKTYPY CXOXKHX Irop Ta JOCIIIKEHO iXHI TexHiuHi pimenHs. Lle mo3Bommiio
chopMyBaTH BIIACHY KOHIICTIIIIO, SIKa BPaxOBY€ MEpeBaru KIACUHYHHUX MPEICTAaBHUKIB
KaHpY, aJie MPU [bOMY BUPI3HSAETHCS PSJIOM OCOOJIUBOCTEH, 30KpeMa KOMITAKTHOIO
CITKOFO po3Mipy 4% 3, 110 paANKaIBHO BILTUBAE HA TEMIT irpOBOTO MPOIIECY Ta TTTHONHY
NPUAHSTTS PillICHb.

[Tix gac po3poOku OyJI0 CIPOEKTOBAHO apXITEKTYPY I'PU 3 UITKUM PO3JILIICHHSIM
JIOTIKW: CHUCTEeMa YIpaBJIiHHS T'paBlieM, 00poOKka KapT, MexaHiKa 3i1TKHEHb, JIOTiKa
BOpOTiB, TeHepallis piBHiB. e 3a06e3meunio MacimTaboBaHICTh MPOEKTY Ta 3PYUHICTh
noganbmioi  mMoaudikarii. Takox Oyno po3pobieHo rpadiuyne odopMIIeHHS
iHTepdeicy KOpUcTyBada y CTUJI MIKCENb-apTy, IO CHPUSIE IMUTICHOMY Bi3yalbHOMY
CIIPUMHATTIO TPH.

Oco0OnuBy yBary HpHAUICHO TECTyBaHHIO. bylno BUKOHAHO (yHKI[IOHAITBHE
TECTYBaHHS BCIX OCHOBHUX MOJYJIIB TpH, BHUSBICHO Ta YCYHYTO TIOMMIIKH,
MIPOAHAI30BaHO TIOBEAIHKY KOPHCTyBada y PI3HUX CIIEHapisx mpoxomkeHHs. ['pa
MoKasajia CTaOUIbHICTh HAa MOOLIBHUX MPUCTPOSX Ta KOPOTKUHM HYac BIATYKY, IO €
KPUTHYHHAM JUUIS TIOJIIOHOTO THITY MPOEKTIB.

[lopiBHSHHSA 3 ICHYIOUMMU pilIEHHSIMHU BUsBWIO, o Chamber Dungeons mae
HU3KY KOHKYPEHTHHUX TepeBar — IHTYiTUBHE KepyBaHHS, BUCOKY IHTCHCUBHICTD JIii,
MOXKJIMBICTh KOPOTKHX ITPOBUX CECidl 1 BIAKPHUTY KOJOBY 0a3y Juisi HaBYaHHS a0o

PO3LINPEHHS.
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Otxe, po3pobiieHa cucTeMa JEMOHCTPYE, IO HAaBITH 32 YMOB OOMEXEHOTO
(yHKIIOHATY MO>KHA CTBOPUTH 3aXOIUIIOIOYMH, 1rpaOeabHUI 1 TEXHIYHO I'PaMOTHUMN
npoaykT. Chamber Dungeons Mosxe OyTy He JIHIle 3aBEpUIEHUM ITPOBUM IPOEKTOM, A

1 OCHOBOIO JUJIs OJAJIBIINX AOCTIIKEHD, yTOCKOHAJIEHD a00 KOMEPLIMHOTO PO3BUTKY.
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IOJIATKA

Jonarok 1

Pucynok 1.1 Ckpinmoru ""Slay the Spire"

MegaCrit theDefect " 47/82 ‘B 86 & & 11th Eloor

@80

Channel 1 Lightning.

<  End Turn

Rage theSilent @ 11/77 8 y 12th Eloor

O

sy ]

R

46/46
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Pucynok 1.2 Ckpinmoru "Hearthstone"

Your Opponent

BouncyKnight

o
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Pucynok 1.3 Ckpinmoru " Dungeon Cards"

Zormbie
skeleton

Skeleton Badchest

b

Skeleton Badchest

NPT Jornbie
B chwest sheeion

19 /719
12712

o3

Sheleton

? oo

Seedeton Badchest



Joaarok 2
Pucynok 2.1 koax BoardManager

public class BoardManager : MonoBehaviour

{
public GridCell[,] grid;
public int width;
public int height;

public void InitializeGrid()

{
grid = new GridCell[width, height];

for (int x = 0; x < width; x++)

{
for (int y = 0; y < height; y++)
{
grid[x, y] = new GridCell(x, y);
b
b

public bool CanMoveTo(int X, int y)

{
return grid[x, y] != null && !grid[x, y].IsBlocked;




36

Pucynok 2.2 koa PlayerController

public class PlayerController : MonoBehaviour

{

public Vector2Int currentPosition;

private BoardManager board;

public void Move(Direction dir)

{

Vector2Int targetPos = currentPosition + dir. ToVector2Int();

if (board.CanMoveTo(targetPos.x, targetPos.y))
{

currentPosition = targetPos;

UpdatePositionOnBoard();

private void UpdatePositionOnBoard()
{

// OHOBJICHHS Bi3yaJIbHOT'O pO3TaIllyBaHHS IEPCOHAXKA




Pucynok 2.3 koa Enemy

37

public class Enemy : MonoBehaviour
{
public Vector2Int position;
private enum State { Patrol, Chase, Attack }

private State currentState;

public void UpdateBehavior(Vector2Int playerPos)
{

switch (currentState)
{
case State.Patrol:
Patrol();
if (IsPlayerNearby(playerPos))
currentState = State.Chase;
break;
case State.Chase:
MoveTowards(playerPos);
if (IsInAttackRange(playerPos))
currentState = State.Attack;
break;
case State.Attack:
AttackPlayer();
break;




Pucynok 2.4 kog CardBase
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public abstract class CardBase : MonoBehaviour

{

public Vector2Int Position { get; set; }
public Sprite Icon;
public string CardName;

public abstract void OnPlayerEnter();




Pucynok 2.5 kog EnemyCard
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public class EnemyCard : CardBase

{
public int Health;

public int Damage;

public override void OnPlayerEnter()
{

Player.Instance. TakeDamage(Damage);
Health -= Player.Instance.Attack;

if (Health <= 0)
Destroy(gameObject);
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Pucynok 2.6 xoa PlayerController

public class PlayerController : MonoBehaviour

{

public Vector2Int CurrentPosition;

public void TryMove(Vector2Int targetPosition)

{
if (IsAdjacent(targetPosition))

{
CardBase targetCard = Board.Instance.GetCardAt(targetPosition);

targetCard?.OnPlayerEnter();

CurrentPosition = targetPosition;

transform.position = Board.Instance.GridToWorld(targetPosition);

private bool IsAdjacent(Vector2Int pos)

{
return (Mathf.Abs(pos.x - CurrentPosition.x) + Mathf.Abs(pos.y -

CurrentPosition.y)) == 1;

}




Pucynok 2.7 kon GameManager
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public class GameManager : MonoBehaviour

{
public void StartNewGame()

{

Board.Instance.GenerateGrid();
Player.Instance.SpawnAt(new Vector2Int(1, 1));
UlManager.Instance.ShowStartUI();

public void GameOver()
{

UlManager.Instance.ShowGameOverScreen();




Pucynok 2.7 koaq UIManager
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public class UIManager : MonoBehaviour

{
public GameObject GameOverPanel;

public GameObject WinPanel,

public void ShowGameOverScreen()

{

GameOverPanel.SetActive(true);

public void ShowVictoryScreen()
{

WinPanel.SetActive(true);




