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AJTOPUTMI3ALIS MPOILIECIB KEPYBAHHS TA IHTEPAKIIH
B I'POBUX OB’€EKTHO-OPIEHTOBAHUX 3ACTOCYHKAX

Y ecmammi docnioacyemvcs aneopummizayis npoyecie KepysauHs i inmepaxyii  icposux 00 €KMHO-0PICHMOBAHUX
sacmocynkax na npuxnadi epu «lonvghy, pospobrenoi 3 euxopucmannam mosu npoepamysanns C# ma icposoco pyulis
Unity. Pozensinymo 0CHOBHI acnekmu Mexanizmie ubopy pieHis, YIPAGIHHS i2D0GUM 00 €KMOM, NPOXOONCEHHL PIGHIE mda
HApaxyBaHHsl 8UHA20POO Y 8U2IA0I 3IPOK, A MAKOC 0OPOOKY cumyayiti nopasku. Braszano, uo inmezpayis 3aemosanedic-
HUX QYHKYIU y 8IONOBIOHI KACU 00380/5€ 3abe3neyumu MOOYIbHICHb, MACUMado8aHicms i NOGMOPHe BUKOPUCHAHHS
KOOY, W0 € KI0408UM 0I5l CKAAOHUX ieposux cucmem. CmeopeHa diazpama K1acie 8i0obpasxcae Cmpykmypy 36 sA3Ki6 Midc
OCHOBHUMU MA OONOMINCHUMU KAdcamy, ekaouHo 3 MonoBehaviour, axuil 3a6e3neuye 63aemo0ito CKpunmis iz pyuliem
Unity uepes nodii Start(), Update(), OnCollisionEnter() ma inuii, a maxosic KopucmysayvbKi KIacu, Wo peanizyioms noge-
OIHKY M siua, YNpasiiHHsi cyeHamu, 8i0obpadicents inmepgeticy, 00poOKy Konizil ma eghexmu, J102iKy 60pocie ma pyx
00’exmis na cyeni.

Y ecmammi nokasano, wo 3acmocyeants 3anponoHoOBAHUX ANCOPUMMIE UOODY DI6HI8, KEpYBAHHS M AUeM, NpPOXo-
00fCeHHs PIBHI8 Ma HAPAXYBAHHA 3IPOK, NOPA3KU 003601AE€ CHBOPUMU PedliCIUYHULL Md KepoB8aHull i2posutl npoyec,
a makooic 3a6e3neyye MoUHICMb PO3PAXYHKY MPACKMOPIl, CULU NOULMOBXY ma peaxyiil na 3imkHenns. Po3pobneni mexa-
HIKU MOJICYMb CIY2Y8AMU OCHOB0I0 0I5l NOOANLULO20 NPOEKMYBAHHS OLIbUL CKAAOHUX 20p I3 BUCOKUM pieHeM inmep-
aKmMueHOCMi, OUHAMINHOIO (DI3UYHOIO MOOELII0 MA KePOBAHUMU eleMeHmamu iHmepgelcy. 3anpononosani y cmammi
aneopummu 0eMOHCMPYIOms e)eKmusHICmb 00 €KMHO-0PIEHMOBAHO20 NiOX00Y 8 NPOSPAMYBAHHI i20p, WO CPUSE NiO-
BUUYEHHIO NPOOYKMUBHOCTT PO3POOKU MA NOLE2ULYE MACUMADYBAHHS NPOEKIMY, WO € BANCIUBUM Ni0 4ac po3pobKu ma
CYNpo8ooy NPoSPaMHO20 3a0e3neyeHHs.

Knrouosi cnosa: ancopummizayis, 06 ekmno-opienmosane npocpamyeants, Unity, kepyeéants ob’exkmamu, izuxa
iepogoeo npoyecy, diazpama Kiacis.
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ALGORITHMISATION OF CONTROL AND INTERACTION PROCESSES
IN OBJECT-ORIENTED GAME APPLICATIONS

The article investigates the algorithmization of control processes and interactions in object-oriented game applications
using the example of the game “Golf”, developed using the C# programming language and the Unity game engine. The
main aspects of the level selection mechanisms, game object management, level passing and star reward accrual, as
well as handling defeat situations are considered. It is indicated that the integration of interdependent functions into
the corresponding classes allows for modularity, scalability and code reuse, which is key for complex game systems.
The created class diagram reflects the structure of relationships between the main and auxiliary classes, including
MonoBehaviour, which provides script interaction with the Unity engine via Start(), Update(), OnCollisionEnter() and
other events, as well as user classes that implement ball behavior, scene management, interface display, collision handling
and effects, enemy logic and object movement on the scene.

The article shows that the application of the proposed algorithms for level selection, ball control, level progression,
and star and defeat accrual allows for the creation of a realistic and controllable gameplay, as well as ensuring the
accuracy of trajectories, thrust forces, and collision reactions. The developed mechanics can serve as the basis for further
designing more complex games with a high level of interactivity, a dynamic physical model, and controllable interface
elements. The algorithms proposed in the article demonstrate the effectiveness of an object-oriented approach in game
programming, which helps to increase development productivity and facilitates project scaling, which is important during
software development and maintenance.

Key words: algorithmization, object-oriented programming, Unity, object management, gameplay physics, class diagram.

ocranoBka npodjemMu

CyuacHa iHIYCTpisi KOMIT' FOTEPHUX irop Ta IHTEPaKTUBHHUX 3aCTOCYHKIB BiI3HAYAETHCS BUCOKHM PIBHEM CKIIAIHOCTI
mporpaMHuX cucteM [1], mo oOyMoBIItO€ HEOOXiAHICTh €(DEKTHBHOTO MOJICTIOBAHHS TOBENIHKH irpOBHX OO’ €KTIB Ta
opranizarii ix B3aemonii [2]. O0’eKTHO-Opi€HTOBaHE MPOTpaMyBaHHs 3a0e3Ieuye CTPYKTYPOBAaHHHN MiIXiA A0 PO3POOKH
TaKUX CHCTEM 3aBISKH BHKOPHCTAHHIO MPHUHITUITB IHKAIICYIIALI, YCIIaIKyBaHHA Ta moiiMopdizmy [3, 4], mo mo3Boise
CTBOPIOBAaTH MOIYNbHI, MacIITaA0OBaHi Ta IIOBTOPHO BUKOPHCTOBYBaHI KOMITOHEHTH [5]. KiTlouoBHM actieKToM po3poOKu
00’€KTHO-OPi€EHTOBAHUX ITPOBHUX 3aCTOCYHKIB € alTOPUTMI3allisl MPOIECIB KepyBaHHS Ta iHTepakiiil [6, 7]. EpexruBHa
ANTOPUTMI3AIlis BKIIFOYAE PO3POOKY alrOpUTMiB 00pOOKH ToiH [ 8], Komi3iit, kepyBaHHs cTaHamMu 00’ ekTiB. CydacHi irpoBi
pyii, 3okpema Unity, y moefHaHHI 3 MOBOFO ITporpaMyBaHHs C# HaTal0Th MIMPOKUH CIICKTP IHCTPYMEHTIB JIJIS peai3amii
takux anroput™iB [9, 10]. Cepenosumie Unity i C# TakoX CIIPHAIOTH MacIITa0OBaHOCTI CUCTEMH Ta TIOBTOPHOMY BHKO-
PHUCTaHHIO KOJOBUX MOAYIB [11], 0 € BaKJIMBHUM /IS IATPIMKH Ta PO3BUTKY CKJIATHHUX ITPOBHX MPOEKTIB [ 12].

BonHowac po3po0Oka e)eKTUBHIX aJITOPUTMIB KEPYBaHHS Ta IHTEPAKIIH y 00’ €KTHO-OPIEHTOBAHUX IrPOBUX CHCTEMAX
3aIUIIAETHCS TPobIeMaTHyHOIO [ 13] uepes HeoOXiTHICTh OTHOYACHOT IHTeTpallil Pi3HUX IiIXOMIB /10 TOBEIIHKH 00’ €KTIB,
ajamnTarii 0 il KOpruCcTyBada Ta ONTHMi3alii IpoayKTHBHOCTI. HeonmTrMmizoBaHa Jtorika MPU3BOIUTE 0 3aTPHMOK, 3HH-
JKCHHS YaCTOTH KaJIpiB Ta TOTiPIICHHS KOPHCTYBAIIBKOTO HOCBIAY [14], Tomi K BIACYTHICTH CHCTEMHOTO ITiIXOIY YCKIIA/I-
HIOE MacTaOyBaHHS Ta IIOBTOPHE BUKOPUCTAHHS KOMIIOHEHTIB.

AHaJi3 oCTaHHIX A0CTiIKeHb i myOmikamiii

CyuyacHi JOCTIKEHHS B Taly3i po3poOKH 00’ €KTHO-OPIEHTOBAHHUX IrPOBUX 3aCTOCYHKIB MiATBEPKYIOTH ()EKTHB-
HICTh ITOE€JHAHHS 00’ €KTHO-OPIEHTOBAHOTO MPOTpaMyBaHHS 3 aJTOPUTMI3AIIIEI0 MPOIIECiB KepyBaHHS Ta iHTEepaKIii. Ps
HAyKOBHX POOIT MOKa3ye, M0 00’ €KTHO-OPIEHTOBAHE IPOrpaMyBaHHs JI03BOJSE CTPYKTYpPOBAHO OPraHi30ByBaTH IOBE-
TIHKY IrpoBUX 00’€KTIB Y BHIVISAI KJIACIB Ta MOAYIIIB, IO MiBHIIY€E MacIITa00BaHICTh CHCTEMH Ta CIIPOIIYE TTOBTOPHE
BHKOpHUCTaHHS Koy [15].

Crarrs [16] 30cepemKkeHa Ha po3po0Ili BUCOKOPIBHEBOI CTPYKTYPH I'pH 3 BUKOpHCTaHHAM Unity Ta MOBH ITpOTpaMyBaHHS
C#. ABTOPH JI€TaIILHO ONUCYIOTh IPUHIHIIN TPOEKTYBAHHS, TOOYI0BY OCHOBHUX MOJYJIIB Ta 3aCTOCYBaHHS PEaTbHUX PHKIIA-
niB. BoHM MTiIKpECTIO0Th BOYKIIMBICT OpraHi3arlii KOy IS IMiABAIIECHHS e(heKTUBHOCTI pO3poOKH Ta sikocTi Unity-TIpOEKTIB.

VY poborti [17] posrmsimaeTsest BuxoprcTanHs Unity Ui HaBYaHHS IPOTPAMyBAaHHIO irop. ABTOpP OMHCYE PO3POOKY
nrabnony rpu RPG, skuii BAKOPHCTOBYETBCS SIK HABYAIBHUI Matepian Juis cTyAeHTiB. PoboTa akleHTye yBary Ha BaKJId-
BOCTi BUKOPHUCTaHHS 00’ €KTHO-OPIEHTOBAHOTO TIiIXOY Ta aJTOPUTMI3allii B poIieci HaBYaHHs MPOrpaMyBaHHIO irop.
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V crarTi [18] mpencTaBieHo AOCBiA po3poOKH aAaNTHBHUX irop 3 aHIMOBAaHUMH TIEepCOHaKaMH B cepenoBuili Unity.
ABTOpH ONHCYIOTH IPOLIEC CTBOPEHHS IHTEPAKTUBHOTO CEPENOBHINA, SKE TO3BOJISAE PO3POOIATH irpH 3 aHIMOBAaHUMU
NIepCOHAKaMH, 1[0 pearyroTh Ha Aii KOpHCTyBaya.

Crarts [19] mocnimkye MeTonu epeKTUBHOI po3p0o0KH MOOUTEHUX iTOp Ha CyYaCHHUX MPHUCTPOSX, aKICHTYIOYH yBary
Ha ONTHMI3aIlii KOy, aITOPUTMI3allii MPOIECiB KepyBaHHS Ta iHTEPAKIIii, BAKOPUCTaHHI 00 €KTHO-OPi€EHTOBAHOTO ijI-
XOIy Ta IMOBHOMY BHKOPHCTAaHHI OOYMCIIOBATBHUX 1 TpadiuHUX MOXKIMBOCTEH MOOLTHHUX IIAaT(OpM IS CTBOPECHHS
CKJIaHUX 1 aJaNTHBHUX irPOBUX CHUCTEM.

AHaii3 HayKOBHX JDKEpeN MOKa3ye, IO Po3poOKka 00’ €KTHO-OPi€HTOBAHWX ITPOBHX 3aCTOCYHKIB 3HAYHOIO MipOIO
3aNIeKUTH BiJl aTOPUTMI3aIlil IpomeciB KepyBaHH:, OCKUIBKH caMe BOHA 3a0e3Medye y3ToMKeHICTh B3a€MO/Iil 00’ €KTiB,
OIITUMI3AIliI0 PECYPCiB 1 MATPHUMKY MAaCIITa00BAaHOCTI IPOEKTY.

DopMyTIOBAHHS METH J0C/i/IZKEHHS

MerToro AOCHIKEHHS € TPOEKTYBaHHS aJTOPUTMIB IIPOIECIiB KEPyBaHHA Ta IHTEpakKmid B irpoBHX 00 €KTHO-

OpIEHTOBAaHUX 3aCTOCYHKaX 3 BukopucTtanHsaM C# i Unity Ha npuxnazni rpu «[ombgh».
Buk/ageHHs 0CHOBHOTO MaTepiay A0CTiaKeHHS

Po3pobka cydacHUX irpOBHX 3aCTOCYHKIB BHMarae He JIMIIE BHCOKOSKICHOTO Bi3yaJdbHOTO O(QOPMIICHHS, a M YiTKO1
opraHizarlii JIOTIKA KepyBaHHS Ta B3aeMofil Mixk 00 ekramu [20]. s TOCSATHEHHS I[bOTO BAYKIWBUM € BUKOPHCTAHHS
00’ €KTHO-OPIEHTOBAHOTO MiAXOMY, SIKMH 3a0e31edye MOAYIbHICTh, MaCIITaA00OBAHICTh Ta 3PYYHICTH CYIIPOBOLY IIPOTPaM-
HOTO Koxmy [21]. ¥V Mekax 1poro TOCIHTiIKEHHS 31 ICHEHO IPOEKTYBAaHHS aJITOPUTMIB MTPOIIECIB KePYBaHHS Ta IHTEPAKIIiN
B ITPOBHX 3aCTOCYHKAX 13 3aCTOCYBaHHSM MOBH ImporpamyBaHHs C# Ta irpoBoro pymris Unity. Ik mpukman peasnizarii
00paHo cTBOpeHHS TpH «l 07b(», M0 JaI0 3MOTY MPOAEMOHCTPYBATH 0COOINBOCTI TOOYIOBH irPOBOT JIOTIKK Ta B3a€MO-
Iii 00’ €KTIB y paMKaxX KOMIOHEHTHO{ apxiTektypu Unity.

Anroput™m BHOOpY piBHIB mependavdae akTUBAIIIIO TTaHEMl 3 KHOKAMHF TS 3aIlyCKy OKPEMHUX CIIeH IiCIsl HATHCKAHHS
KHOTIKH Play Ta BHKJIMK maHesNi miATBEpKEHHS BUXOMY IPH HaTHCKaHHI Quit, 110 3a0e3medye kepoBaHy HaBIraIiro Mix
PIBHSAMH Ta Y3TOKEHICTh CTaHiB iHTepdeiicy. [IceBnoko anropuTMy moJaHo Jai.

Anroput™m 1. Anroput™ BHOOpPY piBHIB.

npuHaTuckaHHiKHonku (KHomMKa) :

AKWO KHOMKa == «Play»:
feakTuByBaTu(KHonkaPlay)
feakTuByBaTu (KHonkaQuit)
akTuByBaTU(MaHenbPiBHiB)

AKWO KHoMka == «Quit»:
feakTusyBaTu(lronosHeMeHwUI)
akTuyBaTu(MaHenbligTBEpAXeHHABUXOAY )

npuHaTuckaHHikKHonku(niaTBepaxeHHsBuxomy) :

AKWO nipTBepaxeHHsBuxopy == «Tak»:
3aBepuuTtullporpamy ()
AKWO niaTBepaxeHHsBuxomy == «Hix:

neakTuyBaTu(MaHenbNinTBEepaXeHHABUXOAY )
akTusyBaTu(lronoBHeMeHwUI)

npuHaTuckaHHiKHonku (KHoNKaPiBHSA) :
AKWO KHonkaPiBHA y KHonkaxPiBHiB:
3aBaHTaxuTUCueHy (KHonkaPiBHA . iHaekcCueHm)

npuHaTuckaHHiKHonku (3akpuTulaHensPiBHiB) :
neakTuByBaTu(MaHenbPiBHiB)
akTuByBaTu(KHonkaPlay)
akTuByBaTH (KHoMNKaQuit)

IrpoBuii mporec peanizoBaHo Yepe3 aITOPUTM KepyBaHHS M’ sideM, KU IMoeqHye 00pOOKY HATUCKaHb MHIII, Bi3yalli-
3aI1i10 IPUILTIOBAHHS, CUMYIIAIIIO PYXY 3 ypaXyBaHHIM CHIIH ITOIITOBXY, IOCTYIIOBE TaJbMyBaHHs Ta 00POOKY 3ITKHEHD.
[otparmstHES M’s19a B TyHKY (iKCye MIPOXOMKEHHS PIBHS, a y pa3i iHIMKX 3iTKHEHb 3aCTOCOBYEThCS BiTOUTTS 3a (i3ud-
HUMH 3aKOHaMH. [IceB1oKo/ anropuTMy MOAAHO JAi.

Anroput™m 2. ANTTOPUTM KEPYBaHHS M’ TIEM.

OHoBneHHA() :
AKWO HaTucHyTalliBaKHonkaMuuwi :
nonagaHHs = npomeHeBuiBucTpin(nosuuiaMvwi, wapM’saya)
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AKIO nonagaHHA == M’ aY:
pexumlpuyinBaHHa = true
noyatkoBalo3nuia = no3uyiaMuwi

AKwo pexumipuuyinwBanHa i yTpumyeTbcalliBaKHonkaMuwi :
BekTOpTArM = novaTkosallosuuia - nosuuyiaMuwi
cuna = obmexuTu(LoBxuHa(BekTOpTArKn), O, MakcCuna)
nokasatulliHiwNpuuinweaHHa(cuna, BekTopTAru)

akwo pexumlpuuyinBaHHa i BignyweHa/liBaKHonkaMuwi :
M’ AY.WBMAKiCTb = HopManisyBaTu(BekTopTaArun) * cuna
pexumlpuuinwBaHHa = false
npuxoBaTu/liHiwMpuuinoBanHHa()
36inbumnTuNiynnbHukXonis ()
BinTBOopuTM3BYKYHapy ()

Oisuka():
AKWO M’ AY.pYyXaAETbCA:
3acTocyBaTul anbMyBaHHA (M’ AY4)
AKWO M’ AY.wBUAKiCcTb < MiHWBUMAKICTbL:
M’ aYy.wBMAKicTb 0
M’ 4. pyxaeTbca = false

npukKonisii(m’ a4, o6’ekT):

AKWO 06’ exkT.Ter == «loonka»:
3ynuHUTUM’ 54 ()
akTuByBaTulepemoryPiBHA()

iHakwe:

Binbutu (M’ Aay.wBMaKicTh, HopMmanbKonizii)

Jlnst oLiHIOBaHHS PE3yJbTaTiB I'PaBIs CTBOPEHO AJITOPUTM MiPaxyHKy XOJIB 1 HapaxyBaHHs 31pOK, 110 aKTUBYETHCS
TIPY JOCSTHEHHI JTYHKH. Y 1€ MOMEHT 3yIMHSETHCS BHYTPIIIHIH irpoBHi Yac i 3’ IBIsIEThCS MAHEh IIEPEMOTH 3 OIIISIMA
TIepexo/Ty 0 HACTYITHOTO PiBHS, MEPE3aITyCcKy UM MOBEPHEHHS B MEHIO. [ICEB/IOKO alrTOPUTMY TIOJIAaHO Jalli.

Anroput™ 3. ANTOPUTM TIPOXOKCHHS PiBHIB 1 HApaXyBaHH 3ipOK.

kKonuM’ ayflocarlyHku () :
3ynuHuTuIrposuityac ()
xoan = oTpumaTulivmnbHukXopis()
3ipku = obuncnutTu3dipku(xogu, noporosi3HayeHHAPiBHSA)
nokasaTtulaHenslepemorun(3ipku)

npuHaTuckaHHikHonku (kHonkalaHeniMepemorn) :

AKWo KHonka == «Next Level»:
3aBaHTaxuTuCueHy (iHaekcloTo4YHOICuUeHn + 1)

AKWO KHoMKa == «Again»:
nepesanycTuTulloTouHyCueHy ()

AKIWO KHomka == «Main Menu»:
3aBaHTaxuTuCuLeHy (0)

BigHoBuTUIrpoBuitHac()

[lepenbadeHO TakoK aJTOPUTM TIOPA3KH: MPH 3ITKHEHHI 3 HEOC3NMEYHNMHU 00’ €KTaMH aKTUBYETHCS MAHEIh IOBiIO-
MIICHHS TIPO HEBIAYy, 3yIIUHAETHCS irPOBHIl 4ac, a TpaBLeBi MPONIOHYIOTHCS JIUIE BapiaHTH Mepe3aycky abo BUXOIY 0

MeH:o. [IceBnokon anropuTMy MofaHo Jati.
Anroput™m 4. AITOPUTM TTOPa3KH.

npukKonisii(m’ a4, 06’ €ekT):
AKWO 06° eKT.Ter == «nepewkoaa»:
3ynuHuTUIrposuityac ()
nokasaTtulaHenbMNopasku ()

npuHaTuckaHHikKHonku (kHonkalaHeniMopasku) :
AKWO KHoMKa == «Again»:
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nepesanycTtuTtuloTouHyCueny ()
AKWO KHoMKa == «Main Menu»:

3aBaHTaxuTUCUeHy (0)
BigHoBuTMIrpoBuindac()

VY nporueci po3poOKK CTBOPEHO Jiarpamy KiaciB (pUCYHOK 1), 1o BigoOpaskae OCHOBHI 3B’SI3KH Ta (yHKIIIOHAIbHE
NpU3HAYCHHS KJIaciB 1 ix Metomis [22].

VY po3polbiieHOMY irpOBOMY MPOEKTI HE OYII0 HEOOXiMHOCTI CTBOPIOBATH €UHHIA TOJIOBHUI Kjac, M0 00’ €IHY€E BCIO
nporpamy, OCKUJIbKH 1110 (DYHKIII0 BHKOHYe BOynoBaHuil y pymiid Unity kiaac MonoBehaviour. MonoBehaviour, mio
HAJICXKUTH 110 mpoctopy iMeH UnityEngine, 3a0e3mnedye ckpunTaM B3aEMOIIIO 3 PYIIIEM Yepe3 aBTOMATHYHO BHKIIMKAHI
noxii, Taki sik Start(), Update(), OnCollisionEnter() Ta inmi. Cepen KopucTyBallbKHX KJIaciB OCHOBHUMH € movement Ta
SceneManagerScript. Kitac movement BiiloBiia€ 3a JIOTiKy MOBEAIHKU M’ si4a Ha PIBHAX, BKIIIOYAIOUYX HA/IaHHS IMITYJIBCY,
PO3paxyHOK TPAEKTOPIi, TOYATKOBOI IIIBUIKOCTI, 3MIHU IIBUIKOCTI, BU3HAYCHHS HOBOTO TOJIOKCHHS, 00pOOKY BiIOUTTIB
BiJl MOBEPXHI, KOHTAKT 13 JIYHKOIO Ta MiJPaxyHOK KijbKocTi ynapiB. OcKijbkH L (yHKIIT B3a€MO3asIexHi, X 1HTerparis
B OJIHOMY KJIACi € JIOIIBHOIO.

cameramoove movement EnemyHit vitriak
Class Chass Class Class
< MonoBehaviour + MonoBehaviour * MoncBehaviour + MonoBehaviour

4 Fields « Fields

balitarget Scanehl @
ceneManagerS...
e 4 Methode

+ MonoBehaniour

# Felds

loosePanel © rotationSpeed

< cameraspeed
« Methods
Ta FedUpdate

« Methods
@ OnCollisionEnt... @ Update

4 Fields

levelTextTMP

loonkalogic
Class
=+ MonoBehaviowr

& sceneindex

4 Methods

EnemyMovement &
Clazs
-+ MonoBehaviour

UiManager

Class
=+ MonoBehaviour

LevelRepetiion.. §
« Fields

Su v e T MenuOpenButt.. & kvadrat

e © NextLevelButton lest
€a 53sa
speed
% startPos
ScenaEnding € targetPos
“a vpered
« Methods

r=Y

A Start
D Update

LoadLevelFrom...

surface
Class
T OnDsable + MoncBeraviour

@5 OnEnakle

“ MonoBenaviowr

+ Felds

P OnSceneloaded

CollisionParticle... ¥
Class
* MonoBehaviour

Puc. 1. liarpama kiaciB

Knac SceneManagerScript peanidye ynpaBiiHHSI CIIEHaMH 3a JJOIOMOTo0 BOymoBaHux MexaHizMmiB Unity Scene
Management. J[01aTKOBO BIPOEKTI BUKOPHUCTOBYIOTHCIKIIACH IOITOMIXKHOTOIpH3HaYeHHS: loonkal.ogic—amnsaBimoOpakeHHs
MaHeli IepeMord Ta migpaxyHky xoxai; UIManager — mis BinoOpakeHHs pesynbrariB rpasi; CollisionParticleManager
ta SurfaceReaction — s cucremu edekriB mpu Komi3isx; vitryak — mist obepranHs 00’ekTiB Ha cueHi; EnemyHit ta
EnemyMovement — Juisi JIOTiKH MOBENIHKHA BOPOXKUX 00’ €kTiB; Surface — Juisi BIUIMBY BIaCTUBOCTEH MOBEPXHi Ha IIBHUI-
KIiCTh M’s4a; cameramoove — JUIs IUTABHOTO CJIi{yBaHHs KaMEpOIO 3a M SUeM.

TakuM 9MHOM, yCi KJIACH B3a€MOJIIOTH MDXK COOOO /T 3a0e3IIeUeHHs TOBHOIIIHHOI irpOBOi JIOTIKH Ta IHTEPaKTHB-
HOCTi 00’ €KTIB.

BucHoBku

VY cTarTi po3nIIHYTO aNTOPUTMI3aIlil0 MPOIECIB KePyBaHHS Ta IHTEpaKIill B 00’ €KTHO-OPIEHTOBAHUX IrPOBUX 3aCTO-
CyHKax Ha npukiani rpu «lombsd», pospobdnenoi 3 Bukoprcranusam C# ta Unity. [IpoBeaeHo aHani3 KIIFOYOBUX aJITOPHT-
MiB, 110 3a0e3MeuyroTh BUOIp PIBHIB, KEPYBaHHS ITPOBHM 00’ €KTOM, IMPOXOKEHHS PiBHSI, HapaXyBaHHSI BHHATOPOI Ta
00pOOKY ITOpa3KH.
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Byno mponemoHCTpoBaHO, IO iHTETpamis B3aeMO3aNe)KHUX (DYHKIIA y BIiOMOBITHI KJIACH JO3BOJISAE 3a0€3MEUUTH
MOJYIBHICTh, MACIITA0OBaHICTh Ta €PEKTUBHY B3aeMOZiI0 00’ ekTiB y rpi. CTBOpEHa aiarpaMa KiiaciB BitoOpaxae CTpyK-
Typy B3a€MO3B’S13KiB Mi>K OCHOBHIMH 1 JJOTTOMDKHHMH KJIACaAMH, 0 3a0e31euye KepOBaHICTh irPOBOTO MPOIIECY Ta THYY-
KICTb Y PO3BHTKY IIPOEKTY. PO3po0IIeH] anropuT™y i KJlacd MOXKYTh CIYTyBaTH OCHOBOIO IS IIOJAJIBIIOrO IPOEKTYBAHHS
CKJIaTHIMINX ITPOBUX CHCTEM i3 BUCOKHM PiBHEM iHTEPAKTHBHOCTI Ta PEaTiCTUIHOIO (Pi3SHIHOIO MOZEILTIO.
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