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BCTYII

Y cydacHOMY CBITI BaXKO YSBHUTH JIOJUHY Oe€3 MOOUIbHOTO Tenedony,
IUTaHIleTa, cMapTdoHa YU IHIIOTO MOPTATUBHOIO MYJIBTUMEAINHOTO MPUCTPOIO.
CmaptdoHr CHOTOAHI € HEBII'€MHOIO YaCTHHOIO HAIOTO TOBCAKIACHHOTO J>KUTTS,
3aMIHIOIOYM CO0O0I0 0€3114 1HIIUX MPUCTPOIB, TAKUX AK KIACHYHI MOPTATHUBHI ITPOBI
cuctemu, poToanapati, MP3-meepu Ta 6araTo iHIIOro. IXHs MOy IsSpHICTS SK irpOBUX
mw1atgopm 0OyMOBIIEHA HE JIUIIE MOPTATUBHICTIO, alie i IIMPOKOIO JOCTYIHICTIO, 8l Ke
HUHI Maike KOXKHa JIIOJMHA KOPUCTYEThCS cMapTHOHOM. 3aBIsSKH 1IbOMY MOOUIbHA
IrpoBa IHIYCTPIsl CTPIMKO PO3BHBAETHCS, CTBOPIOIOYM MPOAYKTH PIZHOMAHITHUX
aHPIB, 110 J03BOJIIE€ KOKHOMY KOPHUCTYBa4yeBl 3HANTH Ipy Ha CBIM CMak.

Mo01bHI irpH 3aBXKaH i1 pyKor", TOMY 1X MOKHA 3amycKaTu Oyib-1e 1 Oy/Ib-
KOJIM, 110 POOUTH iX OCOONMBO MPUBAOIMBUMHM JUJISl CYyYaCHHX KOPHUCTyBaudiB. BoHu
CTaJIM HEBIJ'€MHOI0 YAaCTMHOI HAIOTO JO03BULISA, JIO3BOJISIIOUM BiJBOJIKTHCS BIJ
MOBCSKJICHHUX TypOOT Ta OTPUMATH 3aJJ0BOJICHHA y OYyIb-IKUH 4Yac 1 B OyJb-IKOMY
Micii. ChOTOJHINIHI CMapT(GOHU MarOTh JIOCTATHHO MOTYXKHOCTI, 1100 3a0e3MmeunuTu
BUCOKY SIKICTh rpadiKi Ta MPOJAYKTUBHICTh, OPIBHSAHY 3 KJIACUYHUMU MOPTATUBHUMU
irpoBumMu cucteMamu, Takumu sk Nintendo DS a6Go Playstation Portable. 1ls
MOPTATUBHICTh Ta JIOCTYMHICTh MPHU3BEIU A0 TOrO, 110 MOOUIBHI ITPH CTalu OUIbII
NOMYJIIPHUMU, HIXK OyIb-KOJIA paHiIlle.

OpHuM 13 MONYJIIPHUX KaHPIB MOOUIBHUX 1rop € kaHp «Shoot 'em up». Llei
XKaHp, SKUA BUHHUK e B 1960-X pokax, mepenbavae yrnpaBiiHHS MEPCOHaXKEM abo
TEXHIYHUM 3aC000M, 10 OOpEThCS 3 BEIMKOK KITBKICTIO BOPOTIB 3a JIOMOMOTOIO
cTpusHuHMA. Ha miky cBO€i momysipHOCTI kaHp OyB BioMuid mig Ha3Boro "shooter" i
371€01TBIIIOTO Peasi3oByBaBCS y IBOBUMIPHOMY (hopmarTi. 3 MOsSBOIO TPUBUMIPHHX 1TOp
xaHp «Shoot 'em up» po3mupuBcs 1 cTaB O1IbII pi3HOMaHITHUM. HuHI, yepe3 BUCOKI
BUMOTH 110 TpadivyHOl MOTYKHOCTI, TaKl ITPU PiJIKO BHUXOASTH IJisi MEPCOHATBHUX
KOMIT'FOTEPIB, aJi€ 3aJIUIIAI0THCS TOMYJIIPHUMHU Ha TOPTATUBHHUX MPUCTPOSIX 3aBMISKH 1X

JOCTYITHOCTI Ta MPOCTOTI.
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AKTyanbHICTh TeMH KBali(ikamiiiHoi poO6oTH 0O0yMOBJIE€HA  KUIbKOMA
yuHHUKaMmu. [lo-mepmie, >kaHp «Shoot 'em up» € KJIacCMYHMM 1 Ma€ MIMPOKY 0Oazy
NPUXWIHHUKIB, SIK1 TOTOB1 ClpoOyBaTH HOBI MPOJYKTH Y IIbOMY >kaHpi. barato rpaBiiis
nam'siTaloTh KJIACHYHI ITPU LIBOTO >KAaHPY 3 YaciB apKaJHUX aBTOMATIB Ta MEPIIUX
JOMAIITHIX KOHCOJIEH, IO CTBOPIOE JIOJATKOBUM I1HTEpeC 10 HOBHUX Irop, sKi
MPOMOHYIOTh CYyYaCHHM MiAXiJ 0 KJIAcH4YHOro reimiuiero. [lo-apyre, momymsipHicTh
MOOLUTEHUX 1rop 3a0e3edye 3HaYHUI MOTEHINaN JUIsl 3aIy4YeHHS MIUPOKOI ayIuTopii.
Mo06iabHI irpH 3aBXIU "I pyKOK'", TOMY 1X MOKHA 3aImycKkaTd Oyab-7e 1 Oy1b-KOJy,
o0 poOUTH iX OCOONMBO TPHBAOJIMBUMH ISl CydacHHX KopucTyBadiB. I[lo-Tpete,
CydacHI TEXHOJOTIYHI MOXJIHMBOCTI JO3BOJISIIOTH CTBOPIOBATH BHCOKOSIKICHI Ta
3aXOIUTIOIOY1 ITPOBI MPOAYKTH HABITH JIJIs1 MOOLTBEHUX 1aTdhopM. BukoprcTaHHs Takux
iHCcTpyMeHTiB, ik Unreal Engine, 103BoJiss€ CTBOPIOBAaTH IIpU 3 BHCOKOKO SIKICTIO
rpadiky Ta CKJIaJHUM FeHMIUICEM, 110 paHilie 0yJio JOCTYITHO JIUIIE Ha CTAI[lOHAPHUX
maTdopmax.

MeToro 1aHOro MPOEKTY € CTBOPEHHSI MOOLIBHOI IpH y kaHpi «Shoot 'em upy,
TOJIOBHUM 3aBJaHHSIM AKOI € 3a0e31eUeHHS IpaBliiB 3aXOILIIOI0YUM ITPOBUM JOCB1IOM
Ta MOYJIMBICTIO 3100yBaTH sSIKOMOra Ouiblie o4ok. L{s rpa moBuHHA OyTH LIKaBOIO K
JUIS HOBAUKIiB, TakK 1 U IOCBIIYEHUX IPaBIIiB, IPOIMIOHYIOYH Pi3HI PIBHI CKJIAIHOCTI Ta
PI3HOMaHITHI PeKUMU TPH. J{J1s1 TOCSITHEHHS 1€ METH HEOOX1THO BUKOHATHU HACTYIIHI
3aBJIaHHS:

— Busnauntn crienudiky mpeaMeTHoi 00JacTi Ta JOCTIAUTH CyYacHI TEHISHIIIT
PO3BUTKY KaHpy «Shoot 'em up» Ha MoOUTbHMX MIatgopmax. Ile BkiIroyae aHami3
PUHKY MOOITBHUX IrOp, BHBYEHHS IMONMUTY HA IrPU IBOTO >KaHPy Ta OIIHKY
KOHKYpPEHTHOT'O CEpeIoOBHUIIIA.

— IIpoBecTn aHami3 CXOXOTO MPOTPaMHOrO 3a0E3MEUYEHHS, BU3HAYUTH IXHI
MepeBaru Ta HEJOJIKH, MO0 YHUKHYTH THUIMOBUX IMOMUJIOK Ta BIPOBAIUTH HaWKparl
IIPAKTUKH y po3poOKy. L{e T103BOINTE BUBHAYNTH, SIKi €JIEMEHTH TEHMILICIO Ta AU3alHy

KOPHUCTYBaul LIHYIOTh HAMOUIbIIE, @ TAKOXK K1 ACMIEKTH MOXYTh OyTH MOKPAILEHI.
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— IMigibpatn Ta mpoaHami3yBaTH 3acO0M Il CTBOPEHHS ITPOBUX JOJIATKIB,
OOrpyHTyBaTH BUOIp KOHKPETHUX ITHCTPYMEHTIB Ta TEXHOJOT1H AJi peani3alii MpoeKTy.
Bukopucranus cydacHux TexHosorid, Takux sk Unreal Engine Tta wMoBa
nporpamyBaHHs C++, 103BOJUTH CTBOPUTH BUCOKOSKICHUN MPOAYKT 3 BUKOPUCTAHHSIM
nepenoBUx rpadiuHuX Ta MPOTPAMHUX MOKIIUBOCTEH.

— CropoekTyBaTH apxiTeKTypy TpH, po3poOuTHu iHTepdeiic KopucTyBaua Ta
OpoAyMaTd IrPOBHM  TPOIEC, 3a0e3MEUMBIIM  IHTYITUBHICTh Ta  3pPYYHICTb
KOPUCTYBaHHS. BaXIMBO CTBOpUTHU Takuil iHTepdeiic, skuil Oyae 3pyyHUM Ta
THTYITUBHO 3PO3YMLUINM JIJIS TPABIIiB, a TAKOXK 3a0€3MEUNTH TUIABHUH Ta 3aXOTUTIOIOYNH
IrpOBUIA MpoIIecC.

— PeasnizyBatu npoeKT NporpaMHUM LUIIXOM, BUKOPUCTOBYIOUH ITPOBHM pyIiIii
Unreal Engine Tta MoBy mporpamyBanHsi C++. lle BkiItouae CTBOPEHHSI OCHOBHUX
MEXaHIK TP, PO3pOoOKYy rpadiuHUX €JIEMEHTIB, a TAKOX 1HTETpaIlil0 Pi3HUX IUIAriHIB
TUTs1 3a0€3MeYeHHs1 0araTOKOPUCTYBAIIbKOTO PEXXKUMY Ta THIIMX (DYHKITIH.

— 3aiACHUTH TECTyBaHHS ITPOBOTO JOJATKy, BUSIBUTH Ta BHUIIPABUTH MO>KJIMBI
MOMWJIKH, 3a0€3MeYUTH CTaOUIbHICTh Ta MPOJYKTUBHICTH POOOTH TPpU HA PI3HUX
MOOUIBHUX MPUCTPOSIX. T€CTyBaHHS € KIOYOBUM €TAlOM PO3POOKH, OCKUIBKH BOHO
J03BOJISI€ BUSIBUTH Ta BUIIPABUTH MOMUIIKH, 320€3ME€YUTH BUCOKY SIKICTh NMPOJIYKTY Ta
rapanTyBaty, o Tpa Oy/ie MpaioBaTH CTa0UTLHO Ha PI3HUX MPUCTPOSIX.

VY mpotieci peanizaiii JaHOTO MPOEKTY OyJie BUKOPUCTAHO CydacHI METOAM Ta
3acoOn 1H(pOpPMAIIHHUX TEXHOJIOTIM, IO JO03BOJSATH CTBOPUTH SKICHHH Ta
KOHKYPEHTOCIPOMOXXHHUIM mpoAyKT. IrpoBuii pymriit Unreal Engine, saxuii 3a0e3neuye
BUCOKY AKICTh Tpadiku Ta MIMPOKI MOMXKIMBOCTI JJsi PO3POOKH, a TaKOX MOBa
nporpamyBaHHs C++, mo 3a0e3neuye eheKTUBHY POOOTYy 3 pecypcamu, JT03BOJISITH
peanizyBaTtu Bcl HeoOxigH1 (QyHKuli rpu. BukopucranHa miaridiB AutoSettings Ta
StarSphere 103BOJMTH A0AaTH A0 TPU JOJATKOBI (PYHKIIII, Taki SIK HaJIalITyBaHHS
napameTpiB I'PU Ta CTBOPEHHS 3aXOIUIIOIOYUX ITPOBUX CBITIB.

[IpakT4yHa 3HAYUMICTH JAaHOT POOOTH TOJISITAE Y CTBOPEHHI HOBOI'O ITPOBOTO

MPOIYKTY, SKUH MOXE 3aIy4UTH MIUPOKY ayJWTOpPIF0 KOPUCTYyBadiB Ta CTaTH
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KOMEPIIHHO ycHimHUM. MOoOOUTbHHI 3aCTOCYHOK, pO3pOOJeHHUN y pamMKax TaHOro
MPOEKTY, 3a0€3MeYNTh KOPUCTYBa4aM MOJKJIMBICTh TPaTH SK CAMOCTIHHO, Tak 1 3
IHIIMMHU TPaBLISIMH, 1110 T1IBUIIUTH HOTO MPUBAOIUBICTh Ta KOHKYPEHTOCIIPOMOXKHICTh
Ha PUHKY MOOUIBHUX irop. J[01aTkoBO, MOXIHMBICTH 0araTOKOPUCTYBAILKOTO PEKUMY
JTIO3BOJIUTH TPABIISIM B3aEMOJIISITA MIJK COOO00, 3MaraTUcs Ta CIUJIbLHO MPOXOIUTH PiBHI,
110 3HaYHO MIBUIINUTH 1IHTEPEC A0 TPH.

Y miacyMKy, po3poOka HOBOi MOOUIBHOIL TPH Y sKaHpi «Shoot 'em up» cripusitume
PO3BUTKY MOOIIBHOI IrpOBO1 1HAYCTpii, HaJalOUYM KOPHCTyBadaM SKICHHM Ta
3axXOIUTIOIOUNK irpoBuii AocBif. [loganpiiuii pO3BUTOK MPOEKTY MOXKE BKIIIOYATH
JI0JIaBaHHSI HOBUX PEXUMIB I'pH, MOKpAIIEHHS rpadidyHUX €JIEMEHTIB Ta PO3IIMPEHHS
(GYHKI10HATBHOCTI, IO J03BOJUThH 3IYYUTH I1I€ OUIBIIY ayAUTOPIIO0 Ta 3a0€3MeUUTH
JTOBTOTPUBAIMM yCHIX TPOAYKTYy Ha PUHKY. B MailOyTHhOMY MOYXHA PO3TIISIHYTH
MO>KJIMBICTh JIOJIaBaHHSI HOBUX PiBHIB, MEPCOHAXKIB, 30p0oi Ta 1HIIMX E€JIEMEHTIB, IO

pobuTuMe rpy 11e O1IBIT 3aXOTUTIOI0YOI0 Ta I[IKaBOO /I KOPUCTYBAUiB.
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1 JOCJUDKEHHS TPEJAMETHOI OBJIACTI TA NMOCTAHOBKA
3AJIAYT

1.1 3wmicToBHMI aHami3 NOpeIMeTHOI o0JacTi, W CTPYKTypHUX Ta
(byHKITIOHATBHUX 0COOIMBOCTEH

IT-baxiBenp - 11e IMMPOKE MOHSITTSA, IO OXOIUTIOE TMPEJACTaBHUKIB Pi3HUX
npodeciii, ki IpaIoTh Yy chepi 1HPOopMaIIHHUX TEXHOJIOTIH, TaKl K MpOrpaMiCTH,
PO3pOOHMKH, aaMIHICTpaTOpu Mepexx 1 0a3 [gaHuxX, MojaepaTopH, QaxiBmi 3
poOoToTexHikH, 1HGoOpMaliitHOi Oe3neku, web-au3aiinepu 1 3D-animatopu. 3
PO3BUTKOM 1H(GOPMAIIHHUX TEXHOJOTIH y BCiX cepax MisSIbHOCTI 3'SIBISIOTHCS HOBI
npodecii g IT-daxiBuiB. Hocmimkenus B ramy3i [T Ta 1gyMka aHalITHKIB
HiATBEPKYIOTh, 1110 (axiBiil 3 I'T € BUCOKO 3aTpeOyBaHUMHU 1 3AJIMIIIATUMYTHCS TAKUMU
1 HAaUOMMH>KYMM YyacoM. 30KpeMa, Ha ChbOTOJIHINIHIN JIEHb 110 BCbOMY CBITY 3'SBJISIETHCS
0arato NepcrneKTUBHUX ITPOBUX PO3POOOK 1 MPOEKTIB.

GameDev (reifimnen) - 1ie ckopodeHHs Big Game Development (po3poOka irop).
Y mporec po3poOKM Tpu  BXOAWTH: pPo3poOKa AW3aiHYy ITPOBOTO IPOIIECY,
IporpaMyBaHHs IFPOBOro pyIlisi ad0 BUKOPUCTAHHS TOTOBHX pillleHb, PO3poOKa
BI3yaJIbHOT'O KOHIENTY 1 HOTO CKJIaIOBUX, CTBOPEHHS T'pa(diKy 1 MOJIETIOBAHHS 00'€KTIB,
CTBOPEHHSI MY3UYHOTO Ta 3ByKOBOI'O CYIIPOBOJLY.

Bigeorpa - 1ie mporpama ado 10aTOK, TpU3HAYCHHUH I po3Baru abo HaBYaHHSI,
SIKUH MO’KE€ BUKOPHCTOBYBATHCS SIK OJTHUM T'PABIEM, TaK 1 JCKIJIbLKOMA.

CyuacHi irpu J0CTyIHI Ha p13HUX MIaTdOpMax, BiJ MIEPCOHATBHUX KOMIT'IOTEPIB
10 MoOUTbHMX TenedoHiB. Lle pi3HOMaHITTS MmIaT@opM MOPOAUIIO BEJIMKY KUIBKICTh
XKaAHPIB, SIKI MOXXYTh OYTHM XapaKTE€pHUMHM JUIsl MEBHOI MIaTPOPMH, 1 3aJE€KHO BIJ
MOMYJISIPHOCTI JKaHPY I'pa MOXke OyTH OPTOBAHA HA 1HIII MPUCTPOI.

[Ipn BuOOp1 >kaHpy I NEBHOI IUIATGOPMH, CIIJI CHOYATKY BPaxOBYBATH,
HACKUIbKHU 3py4YHO OyJie TpaTh Ha HASBHUX MPUCTPOSX KepyBaHHs. Hampukman, sxanp
Shoot’em up crnowarky 3'sSBHBCS Ha KOMI'IOTepax, a MOTIM OyB MOPTOBaHUN Ha

TeneOHH, Jie 3HANIIIOB CBOE 3aCTOCYBaHHS.
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['pa y xanpi shoot'em up nms mnatrpopmu Android — 11e BUIT apKaIHUX BiIEOIrOp,
B SKHUX TpaBellb KOHTPOJIOE TMEpCcoHaka ab0 TPAaHCHOPTHHUM 3acid (HampHKIal,
KOCMIYHMI KOpabelb), o OOpeThCs 3 BEIWKUM YHCJIOM BOPOTIB, 3a3BUYail 4epe3
cTpinsHuHy. Po3pobka Takoro II3 wa mmatdopmi Android mae psn cneuudiuHux
npoOJjieM Ta HEBUPINICHWX MHUTaHb, AKI MOXKHA BUPIIIUTH a00 MOKPAIIUTU 3aBISKU
HOBHUM i7IesIM Ta TEXHOJOTisAM. Hikde HaBeIeHO OMMC OCHOBHHX MPOOJIEM:

— mpoOJeMH TPOMYyKTUBHOCTI Ta onTumizamii. Shoot'em up irpu dacrto
BUMAararoTh BEJIMKOI KIJILKOCTI 00UHCIICHb Yepe3 BEJIUKY KUJIbKICTh BOPOTiB, CHAPSIIIB 1
crerepeKTiB, 10 MOKE BITUBATH HA MPOAYKTUBHICTh IPUCTPOIO, 0COOIMBO HA CTapUX
a00 OIO/KETHUX MOJEIAX,

— KepyBaHHS Ta iHTepdelc kopuctyBauya. EKpaH CEHCOPHOrO MPHUCTPOIO Mae
oOMexeHy o0nacTh AJigi KEepPyBaHHS, IO MOXE YCKIAIHIOBATH TOYHE KEPYyBaHHS
epCcoHakeM ab0 TPAHCIIOPTHUM 3ac000M;

— PI3HOMAHITHICTh KOHTEHTY Ta peirpadenbHicTb. Shoot'em up irpu MOXyTb
IIBUJKO HAOPHUIHYTH Yepe3 OJHOMAHITHICTb KOHTEHTY Ta BIACYTHICTb CTHUMYJIB JUJIS
HOBTOPHOT'O IPOXO’KEHHS;

— MyJbpTUIUIEEpH] (PYHKIIi. BigcyTHicTh a00 OOMEXEHICTh MYJIbTHILICEPHUX
GyHKIIIH MOXE 3MEHIITYBaTH 1HTEPEC IPABILIB JI0 TPH.

Bupimenns nux npo6ieM J0MoMOoKe CTBOPUTH YCIIIIHY Ta MOMyJIsspHy shoot'em
up rpy Ha matgopmi Android, sxa OyJie 1IKaBOIO Ta JOCTYIHOO Ui IIMPOKOTO KoJia
TPaBIIIB.

J171st po3po0OKH SIKICHOTO 3aCTYCYHKY MOPTPIOHO MpoaHali3yBaTy TUIN KIHIEBUX
KOPHUCTYBauiB, BA3HAYUTH KIHIIEBY IPYIHA KOPUCTYBAYiB Ta iX 1HPOpMaIliifHi TOTpeOu:

— TrpaBli-HOBAaYKHU - HOB1 KOPUCTYBayi, K1 MOKYTh HE MaTH BEJIUKOTO JIOCBITY B
irpax >xa"py shoot'em up. [HpopmariitHi noTpedu - Jerkuil BCTyn A0 I'pu, IPOCTI Ta
IHTYITHBHO 3p0O3yM1JIl KEPyBaHHS;

— JIOCBIYEHI IPaBIll - KOPUCTYBayi 3 IOCBIIOM Yy MOJIOHUX 1rpax, SK1 IIyKAtOTh

HOBI BUKJIMKM Ta TNMOMIMi irpoBuit mpouec. [Hpopmariiini notpedu - BUCOKHI piBEHb
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CKJIJIHOCTI, CKJIaZH1 00CH, PI3HOMAaHITHI PiBH1, MOXJIUBOCTI JJIsl HAJAIITYBAaHHS TPH,
JOCATHEHHS Ta HarOpOJIH;

— Ka3yaJibH1 TpaBIli - KOPUCTYBayl, SIKi TPalOTh Y BUIBHUHN 4Yac 1 HE IParHyTh
J0CATaTH BHCOKHUX pe3yibTarTiB. [H(popmaliiiHi moTpedu - MpOoCTOTa BUKOPHCTAHHS,
IIBUJIKUH JTOCTYI JI0 TPH, MOXKJIUBICTh TPH B KOPOTKI ceCii, JOCTYMHICTh 0€3 3HaYHUX
BKJIQJICHb Yacy abo pecypcis;

— COIliaJIbHI TpaBlii - KOPUCTYBaYi, K1 XOUyTh I'PaTH 3 IPYy3sIMHU a00 3MaraTHCs 3
IHIIMMHA TpaBisaMH. [HopMaliitHi moTpedu - MynbTUIUICEPHI (PYHKINI, HASBHICTH
ITPOBUX OYOK Ta BiAOOpaXECHHS MaKCUMAJIbHOT KIJTBKOCTI 3papO0IeHUX OYOK.

Buxopsun 3 mpoaHanizoBaHUX KIlIEBUX KOPUCTYBauiB po3pobitoBaHa rpa Oyje B
OCHOBHOMY OpI€HTOBaHA Ha COIIaJIbHUX Ta Ka3yaJbHUX TpaBiiB. (s comiagbHUX
I'PaBIiB MU HAAAEMO MYJIbTHILICEPH] (PYHKIIII, BIIOOPAKEHHS OYOK SIK ITiJ1 Yac IPU TaK
1 B1IOOpa)KEHHS MaKCHUMAaJIbHOT KUIBKOCTI 3apoOieHux. KasyanbHi TIpaBIil OIIHSTH
MPOCTOTY BUKOPUCTAHHS, IIBUIKUN JOCTYT JI0 TPHU, MOKIIUBICTh TPATH B KOPOTKI cecii
Ta JOCTYIHICTh 0€3 3HAYHUX BKJIAJEHb Yacy ad0 pecypcCiB.

Takox mOTpOIHO MpoOaHaNI3yBaTH MpOIEC IMEepPexoy BXiAHOI iHMopMarlli y
BUXI1JIHY 1] 4ac TPH.

306ip Bx17HOT 1H(pOpPMAITIi:

— KEpyBaHHS TpaBlLd - BXIJHI JaHl BiJl CCHCOPHOTO €KpaHy abo KOHTPOJIEPIB
(IOTUKH, )KECTU, HATUCKAHHS KHOTIOK);

— irpoBi monii - Aii TpaBis (CTPIISHUHA, YXUJICHHS), CTaH BOPOTIB (ITO3HUIIIs,
aTaku), CTaH piBHS (MEePEUIKOAN, OOHYCH);

— JlaHl CUCTeMH - 1H(OpMaIlisi PO MPOIYKTUBHICTH IPUCTPOIO, TOTOYHUMN PIBEHb
PECypPCOEMHOCTI.

O0po6Oxka Bx1HOT iHpOpMAIIii:

— irpoBu#l pymriii - oOpoOKa JaHWX KEpyBaHHS, PO3PaXyHOK PyXy TpaBls Ta
BOPOTIB, BIJICTEKEHHS 31TKHEHb Ta B3aEMO/IIH;

— JIOTIKa Tpu - OOYHMCIEHHS pe3yJibTaTiB MAlil TrpaBusi, 3MIHU B IrPOBOMY

cepenoBuilll (TI0siBa HOBUX BOPOTiB, 3MiHU y PiBHI);

APK.
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— rpadika Ta 3BYK - BIAMOBIAHE BIAOOPa)KEHHS Bi3yallbHUX 1 3BYKOBHUX €(EKTiB
Ha OCHOBI JIii TPABIlS Ta CTaHy T'PH.

Bugin BuxiaHoi iHbopmarrii:

— iHTepdeiic KopucTyBaya - BiJOOpa)KEHHS MOTOYHOTO CTaHy Tpu (TO3MILIS
IpaBlisg, BOPOTiB, CHAPSIIB), MOKA3HUK 3/I0POB’ s, O, TOCATHEHHS,

— 3BOpOTHIM 3B’S30K - aHiMalli, 3BYKOBi1 e(eKTd, BiOparisi MNPUCTPOIO IS
CTBOPEHHSI OUTBIIT 3aHYPIOIOYOTO JOCBIIY;

— CTAaTUCTHUKA Ta aHAJITHKA - BHUBIJ CTATUCTUYHHUX JAHUX, MPOTrpPecy TpaBlid,
JOCSITHEHB Ta Pe3yJIbTaTiB Ha €KpaHi, 30epeKeHHS B JIOKAIBHY 0a3y JaHuX ado B XMapy
JUTSI TIOJJANTBIIIOTO aHAMI3Y.

[e#t mpouiec 3abe3nedye IHTEPAKTUBHICTh Ta JUHAMIYHICTh TPHU, BIJIMOBIIAI0UN
Ha 1HpOpMaIliitHl MOTpeOu pPI3HMUX KaTeropiili KOpUCTyBadyiB Ta 3a0e3Nedyroud iMm
3a2/I0BOJICHHS BiJl irPOBOTO MPOIIECY.

VY cydacHOMYy CBITI KOKE€H Ma€ JAOCTYI A0 [HTepHETY, 1 10JaTKH 3 MOKJIUBICTIO
rpaTd MO MEPEXI CTAlOTh OUIbII MOMYJSIPHUMH cepeil IUpokoi ayautopii. Tomy

aKTyaJbHICTh JAHOTO MPOEKTY BUIIA, HIK y aHAJIOT1B.

1.2 Anani3 mporpaMHO-TEXHIYHOTO 3a0e3MeueHHs IpeMeTHOI 00acTi

"Shoot'em up" irpu, Takox Bigomi sk "shmups" abo "shooters", € xanpom
KOMIT'FOTEPHHUX 1rOp, J€ TOJIOBHOIO METOIO IpaBls € CTPUISTH MO BOPOXKUM CHJIAM 1
yHUKATH ix aTak. [{e gy>ke momyspHuil >kaHp 3 YUCIECHHUMH ITPaMH, SIK1 IPOTIOHYIOTh
ITUPOKUIN CIIEKTP TeHMITICHHIX MOXKIMBOCTEN Ta CTHIIB. OCh AesKl 3 HalBIIOMIIIMX
LIYTEPIB LIOTO KaHPY':

— Space Invaders;

— Radiant;

— UYyxwuil B KocMOCI.

I'pa Space Invaders.

APK.
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Camoro momyssipaoro shoot'em up sBisietbest Space Invaders, 300pakeHa Ha
pUCYHKY 3, sika Oyyia ojHa 3 MEPUIUX Irop B I[bOMY KaHpi. MeTa rpu — 3HUIIUTH yCiX
BOporiB Ha ekpaHi. CroyaTky rpa Majia npocTy rpadiky 1 MOKa3HUK OYOK KHUTTS, MIPH
JOCSITHEHH1 HYJIBOBOTO 3HAYEHHS SIKOTO T'pa 3aBepllyBajiacs, OJHAK II3HIIIE BOHA
YIOCKOHANIMIIACs, a camMe OyJin BBEJICHI HOBI KOJBOPOBI CXEMHU 1 TTOKAa3HUKUA OYOK,

300pakeHo Ha pucyHKy 1.1.

Pucynox 1.1 — Kaap 3 rpu Space Invaders

Space Invaders, knacuuna apkajaHa Bieorpa, Bifirpaia 3HaYHY pPOJb Y PO3BUTKY
TeMIHTY Ta cTalla OJIHIE€I0 3 HAWO1JIBIIT BIUTMBOBUX 1rop cBoro yacy. Ock KijbKa nepenar
1 HEJTOJTIKIB €T TPH:

IlepeBaru:

— TPOCTOTa KOHIemIii: Space Invaders mpocra B 0CBO€EHHI 1 po3yMiHHI. ["paBiisim
HE MOTPIOHO BUTPAYaTH Yac Ha BUBYEHHS CKIIAQJHUX MPABUI a00 MEXaHIK T'pH.

— 3aXOIUIIOIYUN TEUMIUIEN: Tpa MPOIOHYE 3aXOIUTFOIOYUN TeUMIUICH, SKAN
IIBUJIKO CTa€ TUHAMIYHUM 1 BUMArae MBUIKUX PeaKkIliii Bi rpaBLis;

— BHCOKa TpajibHa BapTiCTh: HE3Ba)KAIOYM HA CBOIO MPOCTOTY, Space Invaders

Ma€ BHUCOKWMU pIBEHb TPajbHOI BApTOCTI, OCKUIBKM TpPaBIli MOCTIMHO CTPUISIOTH

APK.
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HapaxyHOK BOPOXKMX KOpaOJiB, HaMaralO4uCh BIDKUTH SKOMOTa JOBIIE 1 HaOpaTu
HANOUIBITY KUIBKICTh OYOK;

— iKOHIYHHUH cTaTyc: Space Invaders craia cHMBOJIOM paHHLOI €pH Bijgeoirop i ii
o0pa3u, BKITIF0Ya0UX BOPOKMX 1HOTUIAHETSH 1 3aXUIIAI0YN KOpaOeb, CTAIHA BITOMUMHI
B YCbOMY CBITI.

Henomiku:

— oOMekeHa PI3HOMAaHITHICTh: Tpa Ma€ JOCUTh OOMEXEHUU Hallp MEXaHIK Ta
PIBHIB, III0 MOK€ MPU3BECTH JI0 BIIUYTTS MOHOTOHHOCTI IICJIs TPUBAJIOTO Yacy I'pH;

— Opak TMOWHU: y TOpIBHSAHHI 3 cydacHMMH irpamm Space Invaders moxke
3/1aTUCS JOCUTh MTOBEPXHEBOIO, OCKLJILKH B Hil BIZICYTHS CKJIaJHA CIOKETHA JIiHIs ab0
IMOOKI TIePCOHAXKI;

— HeaJanToOBaHA CKJIAJHICTh: CKJIAJIHICTh TPU 3 YaCOM MOXKE BUSIBUTHUCS HAJTO
BHCOKOIO JIJIs1 HOBAUKIB, 10 MOKE BI/UISIKYBAaTH HOBUX I'PABIIIB;

— Opak MyJIBTHIUICEPA: OCKUIBKH T'pa po3po0Jisiiacs B €py OJMHOYHUX apKaj,
BIJICYTHICTh MOXJIMBOCTI TIpaTH 3 JApy3aMH a00 OHJAHH MOXXE€ 3MEHUIyBaTH il
pUBAOJIUBICTh Y CY4aCHOMY CBITI 1r0p.

Space Invaders € ikoHIYHOIO TPOIO, sSIKa BHEC/IA 3HAYHUH BHECOK Y PO3BHTOK
TeiMIHTY, ajie BOHA TaKOX Ma€ CBOi OOMEXKEHHS 1 HEJIOJIKU TOPIBHSIHO 3 Cy4YaCHUMU
CTaHJapTaMU FeHMIHTY.

I'pa Radiant.

Amnanor rpu Space Invaders Bunymenuii y 2010 porti. MeTa rpu — 3HUIIIUTH BCIX
BOPOTiB Ha ekpaHi. ['0jioBHa 0cOOIMBICTh I'pu — nokpaiieHa 2D rpadika, 300paxeHo Ha
pucyHky 5. ITo mipi 301IbIIIEHHS Yacy T'pH 301IBITYETHCS 1 CKIATHICTh — 3’ IBIIIETHCS

O1ybII€ BOPOTIB.

APK.
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Pucynok 1.2 — Kagp 3 rpu Radiant

"Radiant" - me irpa B >xaHpi shoot'em up, sika Bigpi3HIETHCS BiJl KIACUYHOTO
"Space Invaders" Ta iHIIUX apkKagHUX WIyTEpiB OUIBIION TIHMOUHOI TEUMILICIO Ta
PO3BUHYTOIO CUCTEMOIO Tiporpecy. Och AesKi mepeBaru 1 HeJIOMIKHU Li€l rpu:

[lepeBaru:

— rubmmi reiimiviei: "Radiant” mae Oiibll pO3BUHYTY CHCTEMY T'€HMILICHO,
BKJIFOYAIOYM PI3HOMAHITHICTh BOPOTiB, 30p0Oi, anrpeiIiB Ta piBHIB, U0 HaJa€e OUIbLIE
MO>KJIMBOCTEH JJISI CTPATETTYHOTO TeHMILICIO;

— €CTeTHKa Ta JAW3aiH: rpa Ma€ CTHWIbHUM KOCMIYHUN aTMOC(epHUil AU3aiH Ta
SACKpaBy Bi3yalbHY rpadiky, 110 pOOUTS ii MPUBAOIMBOIO /JIs TPABIIIB;

— anrpeiau Ta nocsaraenns: "Radiant” npomoHye cucteMy anrpeiiB s 30poi
Ta KOpabJid, a TAKOK MOXJIUBICTh OTPUMAaHHS JOCSITHEHb, 110 CTUMYJIIOE€ TPaBLIB 10
[OIAJIBIIOTO MPOTPECY;

Henomiku:

— CKJIQJIHICTh JJI1 HOBAUKIB: Y MOPIBHSHHI 3 KJIIACHYHUMH apKaJTHUMH LIyTEpamH,
"Radiant" moxe OyTH CKJIaIHIIIO /1 HOBAUKiB Yepe3 Oy KiIbKICTh MEXaHIK Ta
BOPOT'iB;

— 3QJIEKHICTh B1Jl allTPEHIIB: B IEIKUX BUIMAKAX YCIIX Yy TPl MOXKE 3aJI€KATH Bl

piBHS anrpeiiay 30poi Ta KopalJis, 0 MOXKE CTBOPIOBATH HEPIBHICTH MIXK TPaBIISIMHU;

APK.
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— HEOOOB'A3KOB1 MIKPOTPAH3aKIIIl: y AESIKUX BEPCISIX TPU MOKYTh OyTH IPUCYTHI
MIKpOTpaH3aKIlii a0 pekiama, 0 MOKe BILTUBATH Ha JOCBIJ IPU.

"Radiant" B 1ijoMy € I[IKaBUM Ta 3aXOIUIIOIOUYUM IIPEACTABHUKOM JKaHPY
shoot'em up, mpote BoHa Mae CBOi 0COOIMBOCTI Ta MOKe OyTH HE JIJIsl KOKHOTO T'PaBIIsl.

I'pa «Yyxuii y KOCMOCI».

"Uyxwuit y kocmoci" — 1me rpa siki Oyna BumymieHa y 2013 poui. XopoOpuit
KOCMOJIECAHTHHUK TOBHMHEH MPOBECTH BUYCHHMX B Oe3MeuHi OyHKEpH, MOKU 0 HUX HE
JCTAIIACS MICIEB1 KYKH-TIEPEPOCTKH. {711 BUKOHAHHS 11€1 HEMPOCTOI 3a/1ayl I'PaBIIIO
JI03BOJIEHO KOPUCTYBATHUCS BCUISIKOIO 30pO€I0: OEH30MUIION0, paKeTaMu, KYJISIMU.

['pa Mae GubiI TipotyMany rpadiky, a TaKOX CHUCTEMY MOKpaleHHs 30poi (Ha
MOJielb TpaBlsl JOJAIOTHCS HOBI €JIEMEHTH, a TAKOX 3MIHIOETBCS MOJENb KYyJIl).
OcoOsuBICTIO II€T TPU € T€, IO Y HIM MPUCYTHI PIBHI 1 CKIAJHICTh 3MIHIOETHCS B

3aJIEKHOCTI B1J] 0OpaHOTO PiBHS.

Pucynok 1.3 — Kagp 3 rpu "Uyxwuii y kocmoci"

"Uyxuit y kocmoci" (imomi Bimomuii sk "Alien Shooter") - 1me irpa B kaHpi

shoot'em wup, ska BIAPI3HAETHCA CBOIM aTMOC(PEPHUM HACTPOEM, IHTEHCHUBHHUM

APK.
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refMIUieeM Ta HAsBHICTIO PI3HOMAHITHUX BOporiB Ta 30poi. Och KijbKa mepesar i
HEOJIKIB L€l TPH:

ITepeBaru:

— armocdepa: "Uyxuii y KocMoci" CTBOPIOE HaMpyKeHy Ta aTMoc(hepHy rpy, aKa
BIITBOPIOE aTMOC(hepy HayKOBO-(paHTACTUYHOTO (P1IbMY IIPO OOPOTHOY 3a BHIKMBAHHS
B KOCMOCI MPOTHU HAIIECTs 1HOTUIAHETSH;

— PI3HOMAaHITHICTh BOPOTIB Ta 30poOi: rpa MPOMOHYE PI3SHOMAHITTS BOPOTIB 3
PI3HUMHU XapaKTePUCTUKAMM Ta PI3HOMAHITHICTH 30pOi, 110 JJa€ TPABISIM MOXJIUBICTh
EKCIIEPUMEHTYBATH 3 PI3HUMH CTPATETisIMU OOPOTHOH;

— 3araJibHa IrpoBa BapTicTh: "Uyxuit y kocMoci" Ma€e riOUHy 1 CKIaJHICTb, 110
MO>K€ 3aXOIUTH TPaBIs HA IOBI1 TOAUHHU.

Henonikn:

— MOHOTOHHICTb: HECHPUATINBA AJISl IPU MOXKE OyTH MOHOTOHHICTh T'eHMILIEIO,
0COOJIMBO HA TPUBAIUX PIBHSIX;

— 3QJIEKHICTh B1Jl BE€3IHHS: Y JIEIKUX BUIAJIKAX YCIIX Yy TPl MOXKE 3aJI€KaTH Bij
Be31HHS a00 BiJl TOTO, SIKY 30pOI0 BAAJIOCS 3HAUTH.

— 3acTapiyia rpadika Ta MEXaHlKa: y IOPIBHSIHHI 3 CydacHUMHU irpamu, "Hyxuid y
KOCMOC1" MOYe BUTJIAIATH 3aCTAPIIIOI0 3 TOUKH 30py Tpadiky Ta relMIniero.

"Uyxuil y KOocMOC1" 3aJIMIIAETHCA TOMYJSPHOIO Tporo B >kaHpi shoot'em up
3aBJSKU CBOIM aTMocdepl Ta redMIuieto, MpoTe BOHA MOXE HE BIJIMOBIAATH CMakam
KOXXHOTO TPaBILI Yepe3 CBOi 0COOIMBOCTI.

Jns cuctemaTu3arllii JaHuX, OTPUMAHUX 11 Yac TOCTIHKEHHS HasBHUX PIIICHb,
KOPUCHO CKOPHUCTATHCS TaOMUIsIMUA. BOHU M0O3BOJSIIOTH HIBUIKO TOPIBHATH PI3HI
wiatpopMu 3a HAOOPOM BaXIMBUX (YHKIN Ta MoxkiauBocTed. [ns mporo Oyna

CTBOpEHA MOpiBHsUIbHA Ta0mIs 1.1.

Tabmuusg 1.1 — IopiBHsuIbHA TAOTUIS CXOXKUX ITPOBUX PILIEHb.

Haspa Space Invaders Radiant Yyxuii y KocMoci
1 2 3 4

APK.
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3MIHHUI PIBEHb

; Hi Tak Tak
CKJIQHOCTI
[Tponorxenus Taduii 1.1
1 2 3 4
HasiBHICTB pi3HHUX
MOJIEJIEH JITAKIB 3 )
) a Hi Tak Tak
PI3HUMH
XapaKTepUCTUKAMU

UYepes Bik rpu

CyuacHimia rpa,
Ma€ MOPTOBaHY

I'pa x0u HOBa aie

3py4HICTh Ta iHTepdetic 11 Moxke BEpCiio Ha N
.. . . Mae 3acTapuinii
3pO3yMUITICTh 3/IaTUCS HE Android, B sikiii isTepdbeiic
iHTepdeiicy 3pO3yMIJIUM Ta aJanTOBaHO P
3acTapuIuM 1HTEepdeic 1
JaHo1 1aThopMu
MynbTHUILIEED Hi Hi Hi
2D/3D
. 2D, npocra, 2D, Ackpasa, .
I'padixa . JIeTal130BaHa,
miKcenbHa CTHJIbHA )
peaylicTu4Ha
[IpucytHiii,
0opoTh0a 3a
Croxer BiacytHii BincyTHii BWKMBAHHS IPOTH
HaIIecTs
1HOTUIAHETSIH
Pi3HOManiTHA,
: Po3BunyTa 3 30UTbIIIEHA
Mexanika bazoBa, oOmMexxeHa . . .
anrpeiinamu KUIBKICTb 30poi,
anrpenau
. . IIpocTui o N
['eiimIuieit P o JlnHaM14HA JnHamiyHui
JTIHIAHUHI
1.3 BwusHadueHHs GYHKIIOHATPHUX Ta HEPYHKIIOHATHHUX BHMOT IO

IIPOTrPaMHOT0 3a0eTeUeHHS

Buxonsuu 3 aHanizy HasBHUBHHMX 1TOp JAHOTO JKaHPY MOKHa CPopMyJitoBaTU

BUMOTH JI0 MPOTpaMHOTO 3abe3medeHHs Tpu B kaHpi shoot'em up mis miardopmu

Android.

Jo dbyHKIIOHATEHUX BUMOT MOYHA BIJIHECTH:

3MH.
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— PEXUMU TPU: PSKUMHU TPHU BKIIOYAIOTh OJUHOYHUN PEKUM Ta MYJIbTUILICED
(JloKanbHUI Ta OHJIANH);

— 30posi Ta anrperIu: MOXKJIMBICTh TpaBlLsd 30UpaTH Ta BUKOPUCTOBYBATU PI3HY
30pOI0, @ TAKOK aNTPeian I MOKPAIIEHHS XapaKTePUCTUK KOopaoJis;

— JKUTTS Ta OOHYCH: CHCTEeMa >KUTTS, OOHYCIB Ta CHELIaJIbHUX MPEAMETIB, SKI
BUITA/IAFOTh T1J1 Yac TPH;

— cuctema OamiB: HapaxyBaHHs OaliB 3a 3HUIICHHA BOPOTiB Ta 30WMpaHHS
OOHYCIB;

— CEHCOpHE KepyBaHHS: MIATPUMKA CEHCOPHOTO KEPYBaHHS AJI pyXy Kopalis,
CTp1JIbOY Ta BUKOPUCTAHHS CIEIIATBHUX 310HOCTEH;

— TOJIOBHE MEHIO: MEHI0 3 OIUISIMH JJIsl CTapTy TIpH, BHOOPY pEXUMY,
HAJIAIITYBaHb, IEPETIISIY TOCSITHEHb Ta CTATUCTHUKY,;

— irpoBui iHTEpQEiC: BiI0OpaKEHHS CTaHy TpaBlLif;

— JIOKaJbHUU MYJBTHUIUIEEP: MIATPUMKA TP HA OJHOMY HPHUCTPOi abo uepes
JIOKQJIbHY MEPEeXY.

Jlo HedyHKITIOHATIBHI BUMOT MOYKHA B1JHECTH:

— onTUMi3alis: rpa MOBUHHA OyTH ONTHMI30BaHa AJiA IUIaBHOI poOOTH Ha
PI3HUX MOJIEIISX PUCTPOIB;

— Yac 3aBaHTAXKEHHS: Yac 3aBaHTAKEHHS TPU Ta pPIBHIB HE IOBUHEH
MEPEBUIIYBATH 5 CEKYH]I HA CEPEAHBOMY MPUCTPOT;

— wiatrGopMu: MATPUMKA MIHPOKOTro crekTpy Android mpuctpois;

— IHTYyiTUBHUU 1HTepdeiic: 1HTeppeiic NoBMHEH OyTH 3pO3yMUIUM Ta
IHTYITUBHUM JUIsI KOPUCTYBaUiB Oy Ib-sIKOTO PIBHS;

—  BIJICYTHICTH OariB: rpa NnoBUHHa OyTH CTa0UIBLHOIO Ta 0€3 MOMWIOK, SKi
MOXYTb IEPEPUBATH FEUMILICH.

[{i Bumoru 3abe3neyaTh CTBOPEHHS SAKICHOTO Ta IIKABOTO MPOAYKTY, IKUH Oy1e
3a/I0BOJIBHATH MOTpPeOM pI3HUX KaTeropil TpaBIiB Ta BIANOBIIATA CYYaCHUM

cTaHAapTaM MOOUIBHUX 1TOp.

APK.
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Jliarpama BapiaHTIB BHUKOPHUCTAaHHS BKa3y€ Ha 3aJEXKHICTh MDK PI3HUMH

BapiaHTaMH BUKOPUCTaHHS Ta yYaCHHUKaMH, 10 OepyTh y4yacTb y mpoieci. Bapiantu

BUKOPHUCTaHHS, a00 MpeLeeHTH, TOKa3yloTh MOBEAIHKY MPOrpaMHOi CUCTEMHU Ta i

peakiiro Ha 30BHIMHI BrumBH. CTBOpPEHHS Takoi JiarpaMyd JIONOMAarae Kparie

3pO3yMITH JIOTIKY IPOrPaMHOI0 3a0€3MeUEHHS Ta CIPHUSE MOJIETIIEHHIO HOTo pO3pOoOKH.

HacTtynHuM kpokom Oy/ie Omuc akTopiB MPOrpPaMHOTO MPOAYKTY Ta BapiaHTIB

HOr0 BUKOPUCTAHHS.

VY tabnumi 1.2 HaBeAECHO OMUC aKTOPIB MPOTPaMHOTO MPOIYKTY, a B Tabmuil 1.3

- BapiaHTH BUKOPUCTAHHS.

Tabnumis 1.2 — Axropu 113 ta ix ¢pyHKIii

AKTOp

JocTtynHi nuisixu Bukopuctanss 113

Kopucrysau (rpaserp)

[Towatok rpu, 3MiHa HATAIITYBaHb,
BUOIp JITATLHOTO anapary,
3aBaHTAXKCHHS PIBHSI, BUXIJ,

Tabnuuist 1.3 — Onuc BapiaHTIiB BUKOPUCTAHHS POTPAMHOT CUCTEMU

AKTOp Bapiant Omuc BB
BUKOPHCTaHHS
[ToyaTox oguHOuHOI | KopuctyBau nmounHae rpy y
rpu OJIMHOYHOMY PEKHUMI
ITouatok rpu Kopucrysau nounnae rpy y
MYJIBTILIEEPY MYJIBTUIUIEEPHOMY PEXHMI

KopucrtyBau (rpaselb)

Bubip nitanbHOTrO
amapary

KopucrtyBau moxxe BuOpaTu
amapar cepejl HasiBHUX

3aBaHTaXXEHHS PIBHA

BinOyBaeThcs miciist TOro sik
KOPHUCTYBau pO3IM0YaB Ipy

3MiHa HaNAIITyBaHHS

Ska Bkirovae B cebe
MOXJIUBICTH 3MIHUTH
HaJIaIITyBaHHS TyYHOCTI
e(eKTIB Ta My3UKH Ta 1
3MiHA HaJallTyBaHb
rpadiku

Buxin

KopucryBau moxe
OKWHYTH Py

3MH.
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Ha pucynky 1.4 300paxeny aiarpamy BUKoprcTaHHs st Shoot em up rpu:

3aBaHTaXeHHA
piBHA

Moyatok rpu
OAMHOYHOT rpI

Bubip nitaneHoro
anapary

Moyarok rpu
MyfETUNIEERY

<<include>>
RN i
User S 3yjiHa HanalTyBaHs Expexria

.
<<include>>
N

N
™ 3MiHA HANAWTYBAHE
rpadiki

Pucynok 1.4 — /liarpama BapiaHTIB BUKOPUTCAHHS ISl TpaBLs

Ha ocHoOBi agiarpamu BapiaHTiB BUKOPUCTAHHS MO>XHa CKJIACTM BHUMOTH JI0
1HTEepdeicy KopucTyBaya JJis rpy y >kaHpi shoot'em up.

OCHOBHI €KpaHu:

— rOJIOBHE MEHIO: €KpaH 3 KHONKaMu JUId TOYaTKy OJUHOYHOI TpH,
MYJIbTUIUIEEPY, HANAITYBAHb Ta BUXOAY 3 I'PU;

— eKpaH BMOOpY JITaJIbHOrO amnapary: BUOIp Ta HaNAIITyBaHHSA KOpalJid nepen
MMOYAaTKOM PIBHS;

— €KpaH 3aBaHTaXEHHS PIBHS: B1IOOPAKEHHS MPOLIECY 3aBAHTAXEHHS PIBHS 3
1HIUKAaTOPOM IIPOTPECY;

— €KpaH HaJAIITyBaHb: I03BOJISIE€ 3MIHIOBATU T'yYHICTh (My3HKa Ta €()EeKTH) Ta
HaJalITyBaHHs rpadiku;

— irpoBuit iHTepdelic: BimoOpakeHHS OCHOBHOI iH(MOpMaIi Mg Yac TpH
(3mopoB's, 6boe3amnac, 6anm).

dopMu B3aEMO/IIT 3 KOPUCTYBaYaMHU:

APK.

3r1r1rN3.2101098.01.01.00

22

3mH. | Apk. Ne dokym. lionuc {dama




— pyX Kopabisi: 3a JONOMOIOI0 CBalmiB a00 HAaTUCKaHHA Ha €KpaH I
nepeMileHHs Kopaos;

— CcTpiIb0Oa: aBTOMaTUYHA CTPLIIb0A a00 HATUCKAHHS Ha CIIeIiadbHy KHOMKY IS
CTpLIBON.

— My3HKa: claijiep AJs peryJtoBaHHs PIBHSA I'YYHOCTI MY3HUKH.

— edexTH: cnaiinep A peryaioBaHHS PIBHS TYYHOCTI 3BYKOBUX €(DEKTiB.

— AKicTh Tpadiku: BHOIp MDK pPI3HUMH PIBHSAMH SKOCTI Tpadiku (HU3bKA,
cepeHs, BUCOKA) I ONTUMI3AIll TPOYKTUBHOCTI Ha PI3HUX MPUCTPOSIX.

Bumoru 11010 1octymny 10 BHYTpiniHboi pyHKIioHaNbHOCTI [13:

— WBUAKUAN JOCTYNl A0 HaJalITyBaHb: KHONKAa HAJAIUTYBaHb JOCTyNHA 3
rOJIOBHOT'O MEHIO Ta May3u Mij yac Ipu;

— 3MIHA HAJIAIITYBaHb: MOKJIIMBICTh 3MIHIOBATH HaJaIITyBaHHA B Oy/b-sKHil yac
0e3 nepe3aBaHTAXXEHHS TPH;

— aBTO30€pEKEHHA: MPOTPEC I'PU aBTOMATUYHO 30€pIraeTbCs JIOKAIBHO IMiCIIA
3aBEpILEHHS p1BHS a00 BUXOY 3 TPU.

[le#t anamiz 3abe3neunTh po3poOKy iHTEpdelcy KOpHuCTyBaua, SIKHil Oyje

3pY4YHHUM, IHTYiTUBHO 3pO3yMIJIMM Ta JIOCTYITHUM JIJIsl BCIX KaTeropiid rpaBIliB.

1.3 Bucnosxku. IlocTanoBka 3aBaaHHs

B pe3ynbrari orisigy BUIIE MEepepaxoBaHUX ITPOBUX PIilllIeHb OyJTW BUIUICHI
ocobauBOCTI sxaHpy shoot' em up:
— HaOllip Miciii a00 HECKIHYEHHUHN PEKUM T'PH;
— OCHOBHA MeTa — Ha0paTH IKOMOTa O1JIbIITY KUIBKICTh OYOK;
— 00 30UIBIIMTH KIUIBKICTh OYOK MOTPIOHO 3HUIIMTH MOJEIb BOpora 3a
JI0TIOMOTO10 BUITYCKY KYJIi (aTakm);
— Maibke y BCIX € TOKa3HHK OYKIB 3JI0POB’sl, SIKHA 3MEHIIYEThCS ab0 mpu

JOCSITHEH1 MOJIEJIi BOpora, ado sIKOiCh MEBHOT TOYKH.

APK.
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Takox cepen po3TIsSHYTHX pIIIEHb KOJAHE HE HAJaBaj0 MOXKIIMBOCTI TPaTH IO

MEpexi.

[lepeBakHO BCI IrpH LIBOTO >KaHPY BUKOHAHI y 2D cTWIl 3 BUKOPUCTAHHSIM

PI3HOMaHITHUX CIPANTIB.

[IpoextyBanHs rpu B kaHpi shoot'em up s mnargopmu Android morpelye

YITKOTO TUIAHYBAaHHS Ta PO3MOJAUTY 3aBAaHb. Hukdye HaBEIEHO OCHOBHI 3a7adi Ta ix

po30MBKa HAa KOHKPETHI MiA3aaayi.

OcHOBHI 3a7a4l:
— aHaJl3 BUMOT
— MPOEKTYBAHHS;
— po3poOka iHTepdeiicy kopuctysaua (UI);
— po3poOka GyHKIIOHATY T'pH;
— TECTYBaHHSI Ta B1IJIArOJ[KECHHS.
AHaJti3 BUMOT:
— BU3HA4YEHHS (PYHKIIOHAJILHUX BUMOT;
— BU3Ha4YeHHS He(DYHKIIIOHAIbHUX BUMOT;
— aHaJll3 KOHKYPEHTIB Ta PUHKY;
— ¢dopmyBaHHs TeXHIYHOTO 3aBaaHHs (T3).
[IpoekTyBaHHs:
— PIBHI CKJIaJHOCTI Ta IPOrpPECis;

— MPOEKTYBAaHHSA MEXaHIK I'PH, TaKl SK: pyX Ta CTpUIb0a, BOPOTH Ta iXHI THUIIH,

CUCTEMa OYOK Ta OOHYCIB;

— MPOEKTYBAHHS CUCTEMH alrpeuiiB, Takl sK: 30pos Ta 00Ja HAHHS.
Po3pobka inTepdeiicy kopuctyBaua (Ul):

— TOJIOBHE MEHIO;

— ©KpaH HaJIallTyBaHb;

— €KpaH BUOOpY JITAIHHOTO anapary,

— 1rpoBu# 1HTEPPEIiC;

— CKpaH I1ay3HU Ta 3aBCPIICHHA I'PH,

APK.
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— CTBOPEHHS aHIMAIIii JIJIs1 IEPEXOiB Ta B3aEMO/III;

— aganTatis Ul 1y pi3HuX po3MipiB eKpaHiB.

Po3pobka dyHKITIOHATY TpH:

— ¢i13uKa pyxy Ta CTpLILOH;

— peasizallisi CHCTEMH anrpeiiiiB Ta OOHYCIB;

— IHTerpallis ay/io Ta Bi3yaJbHUX €(EKTiB,;

— MYJIBTHUILICED.

TecTyBaHHS Ta BiJIaroKEHHS .
— po3po0Ka TECTOBUX CIIEHApIiB,;
— (¢yHKIIIOHAIbHE TeCTyBaHHS,

— TECTYBAaHHSI Ha PI3HUX MPUCTPOSX;

— BUIIPABJICHHS OariB Ta ONTHUMI3allisl.

[ToTpiOHO peamizyBaTH AesAKHil “‘caBHEp”, AKUU Oyne 3aliMaTUCA MOSBOIO

BOPOTiB, a TaKOXX MEepeadauuTh CHUTyallito, 100 BiH HE MEPEXOJUB MAKCUMAJIbHY

I'paHUIO YaCTOTH IIOABH BOpOFiB.

Tak gk rpa Oyle HECKIHYEHHOI MOTPIOHO Oyne MpoayMaTd K YUHHUTH 3

0o0’exkTaMM, SKI BHMIILIM 3a MEXI €KpaHy, Mm00 iXHS KUIbKICTh HE BIUIMBAJAa Ha

IPOIYKTUBHICTH anapaTHO1 YaCTHHHU.

Yepe3 Te, 1m0 LUIbOBOKW MaTGopMoro € mMoOuTpHI Tenedonu Ha 6azi OC

Android, HeoOX11HO peani3yBaTu aAanTUBHUMN 1HTEepdec, IKUil He Oy/ie 3amexaTH Bif

PO3AUTBHOIL 31ATHOCTI €KpaHy MOTOYHOIO arapaTy KOpucTyBada

3MH.

ApPK.

Ne dokym.
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2 HPOEKTYBAHHSA ITPOI'PAMHOTI'O 3ABE3IIEYEHHSA

2.1 ApxiTtekTypa Ta (yHKLIOHAIbHA CTPYKTypa AoJaTKa

Jns po3poOku mporpamMHoro 3abe3reueHHs OyJd IOCTaBJICHHI HACTYIIHI
3aBIaHHS:

— CTBOPEHHS MPOEKTY;

— BUOIp HEOOX1THUX JTOAATKOBUX IHCTPYMEHTIB;

— peaJizailisi TOJIOBHOTO IMEPCOHAXKY;

— peaitizallisi CylpOTUBHUKIB;

— peatizaliisi HECKIHYEHHOTO PEXUMY 3 HAPOCTAIOUOI0 CKIIAHICTIO;

— peamizaris Ul

Jlns1 Toro, 1100 CTBOPHUTH MPOEKT, CIIOYATKY MOTPIOHO 0OpaTh 3acO00M CTBOPECHHS.
[ToTpiOHO 0OpaTH Ti 3aco0H, SIKI JOMOMOXYTh peaii3yBaTh NPOEKT MIBUIKO 1 SIKICHO,
U [IbOMY 3POOUTH HOTO TOCTYITHUM 1 3pYYHHM JIJIs1 KIHIIEBOTO KOPUCTYBaya, a TAKOXK
JIOTIOMOKYTh 3a0€3MEYUTH IIBUJIKICTH BUKOHAHHS JTIH.

["onmoBHMI nepcoHax OyJie MpeICTaBICHUN Y BUTISII KOCMIYHOTO JIiTaka, SKUN
MaTUME€ MOXJIUBICTh OTPUMYBATH TMOIIKOJKEHHS, HAHOCUTH TIOIIKOJKEHHS Ta
niaoupat OoHycH Ta crnerianbHi “Oyctu”. Tako KOXKEH JiTaKk MOBUHEH MaTH CBOKO
T'UIKY €BOJIIOL1, HATPUKJIIAJ, Y KOXKHOTO JiTaka OyAyTh pi3H1 BUAU CHAPSAAIB. 3pOCTaHHS
Mo TUIl €BOJIONII JacTh MOXJIMBICTH 3MIHIOBATH THI CHapsiia, BEIUYUHY
MOIIKO/P)KEHHS B1Jl HBOTO Ta KUIbKICTh CHApsAiB, SIKI 3’ ABIISIIOTHCS KOXEH MEBHUUN
IIPOMIXKOK 4acy.

CynpoTuBHUKK OyayTh MPEACTaBICHI y BUTJISIAI KOCMIYHUX JIITaKiB 3 IHITUMH
MozAensMH. BOHM MaTuMyTh MOXXIWBICTH TMEpPEMIIIATACA Ta OTPUMYBaTH
MOTIIKOJIYKEHHS.

JInst ynpaBiiiHHS OSIBU BOPOTiB Oy/1e CTBOPEHO JESKUM 00’ €KT, sikuii Oyie B 001
30epiraTtu iH(opmarrito mpo “xBuiii” Boporis. [locTymoBo HapocTatoua CKIaHICTh Oy/1e

noJyiiraTUMe y 301IbLICHH] IIBUKOCTI MOSBU “XBUJIb~ BOPOTiB.

APK.
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Jlyis ychOro 1bOTO MOBHHEH OyTH po3poOieHuii iHTepdeiic, akuil Oyne gaBaTH
HeoOXiHy 1HGOpMAIiI0 MiJ Yac Tpu, TaKy fAK: MOTOYHE 3[0pPOB'S JiTaka TPaBIld,
MOTOYHI OYKH, a TAaKOX MOXJIMBICTh MOCTABUTH TPy HA Nay3y. Y TOJOBHOMY MEHIO
KOPHCTYBa4 MOBUHEH MaTH MOKJIMBICTh 3MIHUTH HAJNAIITYBaHHA Ipadiku, Ty4HOCTI Ta
00paTu HEOOX1THUM JTIITaK JJIS IOYaTKy T'PH.

s BimoOpakeHHs eTamiB MPOEKTYBaHHS apXiTeKTypPH BHKOPUCTOBYBAJIHCS
UML niarpamu. UML - 1ie yHipikoBaHa MOBa MOJIETIOBAHHS, SIKa BAKOPUCTOBYETHCS Y
napaaurMi 00'€éKTHO-OPIEHTOBAHOTO MPOTPAMyBaHHS Ta € HEBIJ'€MHOI0 YacCTHHOIO
yHI(IKOBaHOTO TPOIECY PO3POOKH MporpaMHOro 3adesnedyeHHs. e MoBa mIMpoOKOro
npodiito Ta BIAKPUTUN CTaHAApPT, IO BUKOPUCTOBYE TpadiuHi MMO3HAYECHHS ISt
CTBOPEHHsI aOCTpakTHOi Mozeni cucrtem, sika Bimoma sik UML-monens. UML OyB
CTBOPEHMI JUIsl BU3HAY€HHS, Bi3yali3allii, MNPOEKTYBaHHS Ta JOKYMEHTYBaHHS
IPOrpaMHUX CHUCTEM.

Hiarpama mociniioBHOCTI (Sequence Diagram) BigoOpaxae B3aeMo/iii 00'€KTIB,
BIIOPSAKOBAHUX 32 4acOM. 30KpeMa, Takl JlarpaMu IMOKa3yloTh, Kl 00'€eKTH OepyTh
y4acTh y B3a€MOJIIi Ta SKYy TOCIIJIOBHICTh IMOBIJOMJICHb BOHU BIJIPABIISIOTH OJWH
OJTHOMY.

Ha pucynky 2.1 300pakeHa pmiarpama TIOCHIJIOBHOCTEH sSKa BijgoOpakae
B3a€MO/III0 00’ €KTIB y MPOIEC] TEUMILICIO.

[Ipu nepeTuH1 KOJ131# JiTaka FTOJIOBHOT'O MEPCOHAXKY 1 BOPOKOTO IOHITY, JIITAKy
TOJIOBHOTO TNIEPCOHAKY HAHOCUTHCS TMOMIKOJDKEHHS, Ta SKIIO OYOK 3/I0pOB’S
HEJOCTaTHhO, TO JITAaK KOPHUCTyBada 3HUIIYETHCS 1 KOPUCTYyBad OTPUMYE MEHIO

NEePerysiAy CBOiX pe3yJIbTaTiB, MICIS YOTO BIH Ma€ 3MOTY TIOKUHYTH TPY.

APK.
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1: MepemileHHA

APlayerPawn -
APlayerPawn

2. OnProjectileCverlap

AShootProjectile :

AShootProjectile

IER—
PR

3: Apply damage

5: Spawn particles

W GameOwver :
W GameCOwver

6: Add to Viewport H

4-Tepedpra 4 € LU, & 0YKM 300p0OEA ><

Pucynok 2.1 — Jliarpama mociiIoBHOCTEH y MPOIeci reiMILICIO

00’€KTIB Y TOJJOBHOMY MEHIO.

Ha pucysnky 2.2 300pakeHa iarpama mociiIoBHOCTI, sSika B1JoOpakae B3a€EMOJII0

Crepiily sIKk KOPUCTYBay MOTpAIUIsie HA KapTy MEHIO, BiH 0/jpa3y 0ayuTh BIJKET

rojioBHoro Mmearo W_MainMenu. [lami, mo6 He 00paB KOpHUCTYyBay, BiKET TOJTOBHOTO

MeHI0 Oyie 3HUIIeHO. HacTynmHuM KpOKOM KOPUCTYBay MOTPAILUISE A0 MEHIO B3a€MOII1

3 00’ektoM W_ChooseMainSpaceSheep, ne BiH Mmoke oOpaTH CBiil JiTak, IKUM a1l BiH

oTpuMac ITICJIS 3aBaHTAKECHHS rpu

3MH.

ApPK.

Ne dokym.

lidnuc

[ama
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R

M_Gameplay_BP - AStreamArcadeGamelodeBase: BP_Gamelnstace -
_ User M_Gameplay_BP AStreamArcadeGameModeBase BP_Gamelnstace
: 1:Bxin va ronoedy kapty | : :
2: CTBOpEHHA | : :
3anyCK My3ukia

3: CTBOpeHA irposoro pexmy

4: Get actorto spawn

5 Actorto sawn U
APlayerPawn -
APlayerPawn
6: Spawn actor from class
7: OTpMaHHA NOCUNaHHA Ha
hefomm e JaCNAmneHwn nmak ___ ... -
- Posses pawn by
controller
: 9: MosepHeHHA niTaka nig ynpaeniHHAM KoHTpONnepa
$10: OrpuMantR MoskmgocTi | [T L

KepyBarn nitakom | | : UEnemySpawnController -
f ; EnemySpawnController

11: CreateDefaultSubobject |7

|_| \\ 12: StatSpawnStage

pm—

13 SpawnActor

o e

Pucynok 2.2 — Jliarpama nociiIOBHOCTEH y TOJIOBHOMY MEHIO

Jlami Oyna cTBOpeHa jaiarpama KJaciB, siKa BIIOOpa)kae CTPYKTYpy CUCTEMH,

BKJIFOYAIOYM KJIACH, iX aTpuOyTH, METOJM Ta BIJHOIIEHHS MDK Kiacamu (acorriarii,

HaCJIAyBaHHS, arperailii), sKa HaBeJeHa Ha pUCYHKY 2.3.

APK.
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ABonusShield A
.

4 Methods

ANWEDemyPann

4 Fiekis

3HAYYIIHUX KJIACiB.

A0 0,000,000

UNVShootComp... role
a

a =
e —— + LcseCampanem

A)  UGameHesthCompanent
ca

&

00008008 0

Pucynok 2.3 — Jliarpama kiaciB

Miarpama kiaciB mictuth 32 kiacu. Hwkue Oyae HaBeIeHH OMHMC HAHOLIBIIT

Kinac StreamArcadeGameModeBase naciiayroTbes Bia kiiacy GameModeBase,

SAKUH € KJIACOM ITPOBOTO PEXKUMY Ta BIJMOBIAE 3a 3aralibHI iIrpOBI IpaBUiIa — B TAHOMY

BHUMNAAKY BIH BIJINOBIJAAE€ 3a KUIBKICTHL JKUTTIB TpaBId, HAKONWYECHHS OYKIB Ta
9

“eBOJIIOLIII0” PIBHS CTP1ILOU KOPaOJIsi TOJIOBHOTO TPABIISL.

Knac AMyPlayerController naciimyerscs Bin kiaacy APlayerController, sikuit

SIBJISIETHCS KJIAaCOM KOHTpoJuiepoM. Jlanuit kijlac mepegae BXiAHI Jii KOpUCTyBada J0

00’€KTiB, SIKUMH BIH Kepye, TaKOX JaHWM KJIac OTPUMYE KOXKEH KIIEHT TMPHU

MIIKJIFOUEHHI J10 CEPBEPY 1 BAKE Yepe3 HbOT'O KIIIEHTU MOXKYTh CIIUIKYBATHUCS 3 CEPBEPOM.

3r1r1rN3.2101098.01.01.00
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Knac NWGamaState nacnminyerscs Bim kimacy AGameState. Jlanuii kiac
MPU3HAYCHUHN 711 BIOOpaKEHHsI MOTOYHHUX JIaHUX TP, sIKI HEOOXITHI YCIM KJTI€EHTaM
JUISL YCHIITHOTO (DYHKITIOHYBaHHS.

Knac PlayerPawn nacmigyerscsi Bin kiacy Pawn, sikuii SBISIETBCS KJIacom
nikor0. OcoOIUBICTh JAHOTO KJIacy B TOMY, IIO IIUM KJIACOM, SIK 1 II[€ OJTHUM, MO>KHA
KepyBaTH. Jlanui kiac BiIMOBIAA€E 3a MEPEMIILIEHHS TOJIOBHOTO JIiTaka rpaBiisi, 00poOKy
MOJii OTPUMAHHS TOIIKO/KEHb Ta HAOlp KOMIIOHEHTIB, sIKI OyIyTh BHUKOPHCTaHI B
JTAHOMY KJIaci.

Knac EnemyPawn BiamoBimae 3a OTpHUMaHHS MOIIKOKEHb, MaKCUMAaJbHY
KUIBKICTh OYOK 3/I0POB’Sl Ta KIJIBKICTh OUOK, SIKYy OyJ]ie HaJaHO 3a 3HUIICHHS JaHOTO
POy MPOTHUBHHUKA.

Knac ShootComponent HachimyeTbes Bl kiacy ActorComponent, SKHid
ABJIIETHCS KJIACOM KOMITOHEHTOM. JlaHMii Kjlac BiAMOBIZA€ 3a YacTOTy MOCTPLIIB, iX
HAMPSIMOK Ta KUTBKICTh, @ TAKOXK THIT CHAPSILY JAJISl TIOCTPLITY.

Knac Bonus sBuserbcsi 0a30BUM KiaacoM OOHYyCOM, SIKMA BXe 1HII
NepPEeBU3HAYAIOTH 32 HEOOX1THOCTI, TAKOK B HhOMY OITHUCaHI JIesKl 0a30B1 peul, Takl K
nepeMilleHHs Ha “TiK” Ta 6a30Ba MOBEAIHKA MMPU 30MpPaHH]1 JaHOTO OOHYCY.

Jiarpama ctaHiB 300paxkye pi3HI CTaHU, Yepe3 K1 MPOXOIUThH T'pa BiJl 3aMyCKy
70 3aBepIUEHHS, BKIIOYAIOYM B3a€MOJII0 KOpUCTyBadya 3 IpOI0, sfKa HaBeleHa Ha

PUCYHKY 2.4.

APK.
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Bxig no
rONDBHOTD MEHHD

MovaTok rpu
Bwibp nitansHoro
anapa

3aBaHTaKeHHA
HOBOr0 piEHA

MoABa ronoBHOMD
NiTaKa KopWcTyBaya

MoAea Boporie

3HULLEHHA
NiTaKaK rpaeus

3aBEPLIEHHA rpn
— Haaan oo PecTapt pigHA Buxdp, 3 rpu
TOMOBHOTD MEHH

.

Pucynox 2.4 — Jliarpama ctaHiB

Jliarpama moka3ye MOCHIIOBHICTh CTaHIB, Yepe3 sIKl MPOXOJIUTh TPaBellb Bij

MOMEHTY 3alyCKy TpH JI0 ii 3aBepiieHHs. Bkiroyae oCHOBHI Aii, SKI MOXK€ BHKOHATH

rpaBellb, TaKl K BUOIp JIiTaKa, HaJallITyBaHHs Irpadiku, Meperis pe3yJbTaTiB Ta BUX1]T

3 rpu. OCHOBHHII IrPOBHI TIPOLIEC MPOXOIUTH Y cTaHi "I'pa", IKuif TOBTOPIOETHCS, TOKU

y TOJOBHOTO repos € KUTTA. Ilicns 3akiHUYeHHS T'pU rpaBelb MOXE MEepPEryIsiHYTH

pe3yJIbTaTH Ta MOBEPHYTUCS 10 MEHIO a00 BUWTHU 3 TPH.

Jliarpama akTUBHOCTEH 300pa)ky€e MOCTIAOBHICTH Jii Ta Mepexod Mi>K HUMHU B

poIieci TpH, sKa 300paxkeHa Ha PUCYHKY 2.5.
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Bxig oo
TrOMOEHOTO MEHHD

Buibp nitansHoro
anapa

3aBaHTaKEeHHA
HOBOTO PIBHA

MoAea ronoeHoro

NTaka KopUETyYEada

MNosea sopone

3HULLLEHHA
niTakak rpasuA

Metro
33BEPLIEHHA FEU

L Hasapn oo ) ( Pectapr pieHa ) . Buxa 3 rpun

FONOBHOMD MEHHY

Pucynok 2.5 — [liarpama akTUBHOCTEH

Jliarpama aKTUBHOCTEHW JEMOHCTPY€E JOTIYHUN TOPSIOK Mdiil, SKI BHUKOHYE

rpaBellb y MPOIIeCi TPy, TOYUHAOYH 3 TOJIOBHOTO MEHIO, BUOOPY HAJIAIITYBaHb, BHOOPY

JiTaka, iIrpoBOTO MPOIECy Ta 3aBepiieHHs rpu. KokHa akTUBHICTH MOB'sI3aHA 3 IEBHUMHU

JiSIMA  KOpUCTyBaya Ta MOMJIMBUMHU TI€peXojaMu JO IHIIMX AaKTUBHOCTEH, IO

3a0e3reuye TIaBHUN Ta MOCI1IOBHUM ITPOBUIA JTIOCBI]T

Buxonsuu 3 oOpanHoi Mojeni MyJbTUIUIEEPY MPUCTPIA Ha sIKOMy Oyje

3amycKaThCs rpa OyJe MPEACTaBIATH KUIEHT 1 CepBEp 10 SAKOTO OyJe IMiIKITYaTHCS

1HIMI rpaselb. JlaHuil mpolec UIIOCTpye alarpama po3ropTaHHs ska 300pakeHa Ha

pucyHky 2.13.

Jiarpama po3ropTaHHs, ska 300pa’keHa Ha PUCYHKY 2.6, T€MOHCTPY€ OCHOBHI

KOMITOHEHTH CHCTEMH Ta iX B3a€EMOJIIF0 B KOHTEKCTI Irpu B »KaHpi shoot'em up Ha

3r1r1rN3.2101098.01.01.00
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mwiardopmi Android, e ouH 3 KITI€HTIB BUKOHYE poiib cepBepa. Och eTanbHUN OIMUC

B3aeMO/I1i MI’)K KOMIIOHEHTAMM CUCTEMU:

KnieHT kopucTyBava 1

— pa

KopucTyBau 1

Mepexa
|
Remote procedure calls

KnieHT kopucTyBhua 2
\i

. pa

KopucTtyBay 2

Pucynok 2.6 — Jliarpama po3roptanss

KomnonenTtu cucremu:
— kiiedT Kopucrtysaua 1;
— kuienT Kopucryaua 2.
B3aemonist Mi>k KOMIIOHEHTaMH BiZI0YBAa€TChS HACTYITHUM YHHOM
— kiieHnT Kopuctyaua 1 i kimient KopucryBaya 2 3amyckaroTh irpoBuii 101aTOK;
— kiieHT KopucrtyBava 2 BucTymae B poJii cepBepa, BCTAHOBJIIOIOUN TOYAaTKOBHIMA
ITPOBUI CTaH 1 YEKAIOYH I1IKIFOYSHHS 1HIIIOTO TPaBIIs;
— kimieHT KopuctyBaua 1 Hajcuiae 3amuT Ha MIAKIIOYEHHS J0 KIIEHTa
KopucryBaua 2 yepes Mepexy;
— xmiear KopucryBawa 2 mnpuiimae 3amuTt, MATBEPIDKYE MiIKIIOYEHHS 1
HaJICUJIa€ MMOTOYHUI cTaH Ipu KiieHTy Kopucrysaya 1;
— 0o0uBa KIIIEHTU CUHXPOHI3YIOTh CBOI IrPOB1 CTaHH Y€PE3 MEPEKY;
— kiment KopucryBaua 2 (cepBep) BIANpAaBIsi€ OHOBJIEHHS MPO CTaH IpH,
BKJIFOYAIOYM TIO3UIII BOPOTIB, MPOEKTUIIM, CTaH JIITAKiB Ta 1HII 1rpOBI 00'€KTH 10

**Kmienta Kopuctypaua 1,

APK.
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— TpaBIli B3a€EMO/IIIOTb.

2.1 O6rpyHTyBaHHsI BUOOPY TEXHOJOTIN JIsl pO3pOOKHU

2.2.1 Bubip irpoBoro pyImist

[Ipo€ekT sBISETBCA TPOIO, TOMY Cepell MOXKIMBHX BapiaHTIB JIOCTYITHHUX
IHCTPYMEHTIB OOMpaHCs Ti, 32 JOIMOMOTOI0 SKHX MOYKHA peali3yBaTH JaHy 3ajady.
IcHye Garato 1HCTPYMEHTIB AJisi CTBOPEHHS irop, BOHM HOCATH HA3BY ITPOBI PYIIii.
[IpoTe, OCKIIBKH OTHIEIO 3 YMOB IMPOEKTY € CTBOPEHHS MOOUIBHOI T'pU, BUOIP CTOSIB MK
Unity i Unreal Engine. Bouu O6ynu o6paHi depe3 Te 110 BOHU € KpOoCIaTdOopMeHHi,
TOOTO Mij Yac mpolecy po3pooku rpu MoxHa kopuctyBatucsa OC Windows Tta 1ocuth
IPOCTO O0paTH Mij AKy IaThopMy JUIsi BAKOHAHHS MOTPIOHO 310paTH MPOEKT.

IrpoBuii pymnii Unreal Engine — irpoBuil pymiiii, Skuil po3poOJiseTbes
koMmrmadiero Epic Games.

[lepeBaramu Unreal Engine €:

— HanucaHuil Ha C++, 110 103BOJIsi€ CTBOPIOBATH ITPH 11 OIBIIICTh JOCTYITHUX
OC, 30kpema i Ha Android;

— B nopiBHsAHHI 3 UNity, mo motpedye aist cBo€i poOOTH BCTaHOBICHHS Oe3midi
riarifiB (ski yacto € miataumu), Unreal Engine mae ay»xe 6arato GpyHKIiOHATY, SIKAH
BXKE€ TIPHUCYTHIMN 3 “KOpOOKN”;

— MOXIIMBICTh THCAaTH BHYTPIIIHBOITPOBY JIOTiIKy, KOoMOiHytoun C++ i
Blueprints;

— TOTOBI IHCTPYMEHTH ISl pOOOTH 3 MYJIbTHUILIEEPOM;

— JIETKE 1 3p03yM1Jie HAJIAIUITYyBaHHS MPOEKTY 11 301pku mif iHury OC.

Henomiku:

— Tak sk Unreal Engine opienTyeThcs B mepiny 4epry Ha mpodecioHaliB, e
JIOCUTh CHJIBHO BIUTMHYJIO Ha iHTepdeiic, TouHimre Horo epronomiunocti — B Unity B

IIbOMY TIJIaHI BCE KPaIlle;

APK.
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— takox mpucyTHi ipobiemu 3 I B NPC — axmo momatu Ha JIOKaIiio JOCHUTH
6arato II-icToT, TO cipoOu py1Iis ONpaloBaTH MOBEAIHKY BC1X IPU3BOAMUTD /10 MAAIHHS
FPS.

Unity — 6araroruiatopMeHHid IHCTPYMEHT AJIs1 PO3POOKHU JIBO- Ta TPUBUMIPHUX
JOJIATKIB Ta irop, 1o mnpairoe Ha onepariiinux cucteMax Windows 1 OS X. CtBopeHi
3a goromororo Unity 3aCTOCYHKH MpaIfioroTh i cucreMamu Windows, OS X, Android,
Apple 108, Linux, a Takox Ha irpoBux KoHcossix PlayStation 1 XBox.

Henomku:

— MOBUIBHICTh — IIel (paKTOp YacTO BUIUIMBAE B POOOTI TaKMX JOJATKIB, K1
MalTh Ha yBa3l MacIITA0HICTh, CKJIaJHI ClEeHU. JIOBOJIUTHCS BUKOPHUCTOBYBATH
JI0JIaTKOB1 YTUJIITH, 1 BCE 1€ BIUIMBAE HA MPOAYKTUBHICTB;

— BIJICYTHICTh «CAMOCTIHHOCTI» — MOJISITA€ B TOMY, IO TPH BUKOprcTaHHi Unity
3D aBTOMaTHYHO BOYIOBYETHCS iX JIOTOTHIT; MO30yTUCS Moro MoskHa npuoasim PRO-
BEpCiIO;

— OOMexeHHsI — sBJsie cO00I0 BIJICYTHICTh (DYHKIIM YIpPaBIiHHSA «BUIUTHMUN)
napameTpaMu, MTOYMHAIOYH Bl KaMepH 1 3aKiHUYI0UH 023010 JaHUX; 1€ pOOUTH T0JaTOK
CHETHYYKHM» 1 BUKITIOUA€E pOOOTY Ha MAKCUMAITBHUX MOKITHBOCTSIX.

3Baxkalouum Ha 1€ Bce, IrpoBUM pymrieM Oyno obpano Unreal Engine. Jlns
CTBOPCHHsSI HaJalITyBaHHS y rpli oOpaHo muiarin Autosettings, B TOpIBHSHHI 13
cranaaptHuMu MetogamMu B UE BiH 103BOJISIE MIBHIKO CTBOPUTH HANAIITYBAHHS IS

rpH, Taki sk rpadika, 3ByK Ta IHIIIE.

2.2.2 Bubip IHTErpoBHOTO cepeIoBHUIIA PO3POOKHU

Cepen nasBHux IDE BuOip He Takuii 1 BENUKUN, BIH JICKUTh MK JBOMA
npoxykramu - MS Visual Studio i Rider for Unreal Engine.
Rider for Unreal Engine — IDE crBopena cnemianbHo qis Unreal Engine

KOMIIaHl€ro Jetbrains.

APK.

3r1r1rN3.2101098.01.01.00 36

3mH. | Apk. Ne dokym. lionuc {dama




Ha pucynky 2.7 300paxkenuii intepdetic nporpamu Rider for Unreal Engine.

Pucynok 2.7 — Intepdeiic IDE Rider for Unreal Engine

IlepeBaru:

— mBuakui intelliSense — e € T0cUTh BaXIJIMBO I MPUCKOPECHHS pOOOTH, TaK

AK B TaKOMYy pyIlio, Jie € OaraTo 3anexxkHocted, B iHmMX IDE BiH mpaitoe 3Ha4HO

MTOBUJIBHIIIIE;

3aBaHTAXUTU HEOOX1IHUH IUIari.

— MoKas3ye 3aj1exxHocTl B Blueprints;

— IMBHAMIC 3aBaHTAXKCHHSA ITPOEKTY.

Henomiku:

— He € IDE no 3amoBYyBaHHIO, JIJIsi TOTO 100 HEHO KOPUCTYBATUCS MOTPIOHO

MS Visual Studio — IDE crtBopena kommaniero Microsoft, sika migTpumye

po3poOKy Ha 6arathbox MoBax 1 B oco0iuBocTi Ha C++ mig Unreal Engine.

Ha pucynky 2.4 300paxxenuii intepdetic mporpamu MS Visual Studio.

3MH.

ApPK.

Ne dokym.

lidnuc

[lama

3r1r1rN3.2101098.01.01.00

APK.

37




7] Feady

Pucynok 2.7 — Iatepdeiic IDE MS Visual Studio

Henmomiku:

— OCHOBHHM HEJIOJIIKOM € MBHAKICTh podotn intelliSense, B Visual Studio Bin
Ay’Ke TIOBUIbHUI 1 He 3piBHAEThC 1o mBuAKocTi 3 intelliSense y Rider;

— JUII HOPMAJIbHOI'O BHKOPHUCTaHHS TOTPIOHO BCTAHOBIIIOBATH ILIATIH
ReSharper, 6e3 aporo kopuctyBatucs Visual Studio HeMoxIUBO;

— JIOBTHH 3aITyCK IIPOEKTY.

3Bakaroun Ha nepenivene, IDE Oymno oopano MS Visual Studio.
2.3 IlpoexTyBaHHs iHTEepdeiicy KopucTyBada

Jns TogHOTO BiMOOpaKEHHS YCiX MEHIO CHCTEMH OYJIO CTBOPEHO BilllyaJibHE
BiJIOOpaXeHHS CTYKpYTpH 1HTepdeicy noaatky (pucyHok 2.8). Koxxuuii mpsiMOKyTHUK

OMKCY€E OKPEME MEHIO IPH.

APK.
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Mer noLyxy 1

KIMHETH

‘( MeHw subopy
J 'LniTarbHoro anapary

A

| |

[ONOBHE MEHH

< >ffﬂeH'rO HanawTyeaHb

Pucynok 2.8 — CtpykTypa iHTepdeiicy irpoBoro 104aTky

[Tepen moyaTkoM MPOEKTyBaHHs 1HTEpdeiicy Oyio

Jns mpoekTyBaHHS 1HTepdelicy Oylio BHUKOPHUCTAHO OHJIAMH TIu1aTGopmy

“Figma”, 3a 10moMoror sKoi OyJI0 CTBOPEHO MIA0JIOHU 1HTepdeicy s moganbiiol

peaizari.

[[Tabmonn OynM CTBOpEHI MJi TOJOBHOTO MEHIO, MEHIO BHOOpPY Kopalmsi Ta

MCHIO HaJIAIIITYBAaHb. BHKOpI/ICTaHHH JaHUX 11a0JIOHIB CYTTE€BO IIOJICTIOYE ITOJAJIbITY

peanizaiito iHTepdeicy.

RocketGalaxy

Pucynox 2.9 — I11a6510H TOJ10BHOTO MEHIO

3MH.

ApPK.

Ne dokym.
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[I1a6y10H TOIOBHOTO MEHIO, 300pakeHnii Ha pUCYHKY 2.9, Oyne BinoOpaxarucs
TUIBKY HA TIOYATKY TP 1 MICTUTH Y cO01 HEOOX1H1 €JIeMEHTH KepyBaHHs, 100 nepenTu

A0 HACTYIIHOT'O ITYHKTY MCHIO.

Choose your main space sheep

Pucynox 2.10 — [IIa6i0H MeHIO BUOOpY JliTaka

[Ilabmon MeHto BHOOpY JdiTaka, 300pakeHuid Ha pucyHky 2.10, mpusnaueHuit
Uig BUOOpPY KOpPUCTyBadeM JIiTaka, SKUW y MOJAJbLIOMY IOBHUHEH 3’SIBUTHCS B

HaCTy[THOMY PIBHI.

Settings
Volume
In game music F————
SFX —

Main menu music pb—————

Graphic

Post-processing EPIC
Shadows EPIC
Textures EPIC

Pucynok 2.11 — [11a6510H MEHIO HaJAIITyBaHb

Ao KOpUCTyBad MOTpPanuTh Ha IIA0JOH MEHI0 HalallTyBaHb, SKUN

300paxeHnit Ha pucyHky 2.11, To BIH 3MOXE HajallITyBaTH Ty4YHICTh

APK.
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BHYTPILIHBOITPOBUX €(PEKTIB, My3UKY SIK Y TOJJOBHOMY MEHIO, TaK 1 i 9ac rpu. Takox
MO>KHa OyJie HanmamTyBaTu rpadiky, 3MIHUBIIN TUM CAMUM SIKICTh ITOCT-OOpPOKH, TIHEH

Ta TEKCTYP.

ROOM BROUSER

Pucynoxk 2.12 — [11aG10H MEHIO MOIITYKY KIMHATH

Jlane MeHI0, siKe HaBeZIeHa Ha PUCYHKY 2.12, kopucTyBad Oyzie 6aunTH KOJIH BiH

3axoue 3HalTH HOBY KIMHATY JUISI TPU.
[Ipu npoekTyBaHH1 iHTEpdeiicy Oyio B34ATO 10 yBark 0COOIMBOCTI MIATHOPMH,
mij] SIKY BeeTbCsl po3poOka — Tak sK Iie MOoOUTbHA miaTdopma, TO MOTPIOHO POOUTH
enemeHTd Ul nocuTh BETMKHMMU 1 3pYYHUMH, 1 3BaXKaTW Ha Te, IO KOPHUCTyBad Ha

cMapT(dOHI MOXKE ONEepyBATH JIUIIE «TalaMUy 1 «CBalmamm.

2.3 IIpoekTyBaHHS aJITOPUTMIB

Hnst crpinsbu  OyZe  BUKOPUCTaHWM  MEBHUHW  KOMIIOHEHT,  SIKUH,
BUKOPUCTOBYIOUM JIaH1 31 CTPYKTYpH, OyZe CTBOPIOBATH CIHUCOK 3 €JIE€MEHTIB JIaHO1
CTPYKTYpH 1 MOCTpiIM OyIyTh 3 SBJISITUCS HAa OCHOBI TNEBHOTO aJITOPUTMY, SKUU

MOJIaHUM Y BUTJISII OJIOK-CXEMH Ha pUCYHKY 2.13.

APK.
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SpawnParametets = default

No SpawnParametets.Owner = GetOwner()

SpawnLocation = GetOwnerLocation()

SpawnRotation = GetOwnerRotation()
Projectile = SpawnProjectile()

!

Projectile != NULL

Yes

¥

Projectile.Damage = Shootinfo.Damage

Pucynok 2.13 — biok-cxema mosiBu OCTpPiiB

JI71s1 HECKIHYEHHOT TOSIBU BOPOTiB CTBOPEHO 'criaBHep', sIKWW Oyne CIIaBHUTH
BOPOTIB 3a aJITOPUTMOM 300paK€HUM Ha PUCYHKY 2.14, 1 BUKOPUCTOBYBATH JaHi 3
crpykTypu EnemySpawnInfo 1106 Boporu 3’sBJsuiucst y moTpiOHOMY MiCIIi 3 TIEBHUMH

napamMeTpaMu.

T

Y

EnemiesSpawned = 0
SpawnStage = SpawnStages[Random()]

!

SpawnParametets = default
SpawnEnemy()

EnemiesSpawned++ °

Yes i

EnemiesSpawned <
SpawnStage.NumOfEnemies

Pucynok 2.14 — biok-cxema po0OoTu “criaBHepa”

APK.
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Koxna crazis oOupaeTcsi BUMAAKOBO 3 MaCHUBY, AaJll CHABHATHCS yC1 BOPOTH, SIKi
3aHECEH1 y JaHy CTaJito, 1 MOKHU KUTHKICTh HE JOCSTHE 3a/1aHOi.

Takox 3 MOKJIMBUX MTPOOJIEM IIe T€ IO JaHi aJrOpUTMHU IMOBUHHI MPAIIOBAaTH B
MYJIbTHILUICEPHOMY pekuMi Takok. 1106 mporo mocsrtu 6e3 BTpaTu iX e(heKTUBHOCTI
noTpiOHO 1100 yci aii Oyau peruTikoBaHi BiAMOBIAHO 10 OoTped. [losiBa mocTpiniB Mae
BHPAxXOBYBATHCS Ha CEPBEPI 1 PETUTIKOBYBATHUCS Ha KIIIEHTH, TaK CaMo 3 ““ClTaBHEpOM .

“CmaBHep” Mae Ha cepBepi BUpaxyBaTH BIIIOBIAHY CTajii0, Ha CBOIH CTOPOHI

CTBOPUTH BOPOTa, IKMI Ma€ B CBOIO UEPr'y PEILIIKYBAaTUCS Ha BCIX KIIIEHTaX.

2.4 TIpoexTyBaHHS MYJIbTUILIICEPY

Myneturuieep y Unreal Engine 3mificHIOETbCS Ha OCHOBI B3a€MOJIIT KJIIEHT-
cepBep, JIe CepBep € FOJOBHUM, a KJIIEHTHU MiJKIIOYAIOTHCA 10 HbOTO. TaKkoX KIII€EHTH
MarTh OOMEKEHUN JOCTYIl O KJaciB Ha PiBHSX, TOOTO iM HE JOCTYMHI yCi KJIacu —
NesIK1 € TUTBKHU Ha cepBepi.

VY Unreal Engine € 2 tumu cepBepis:

— BUAUICHHUI cepBep — MPECTABIECHUHN Y BUTIISAI1 KOHCOII 1 0€3 «B’IOMOPTY» AJIs
rpaBlis;
— CepBep-CiIyxad — OJIUH 3 TPABIIIB € 1 CEPBEPOM.

JInst naHoro npoekTy Oy/ie BUKOPUCTAHUN TUIT CEPBEPY ClTyXad.

APK.
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Client

Server
Client

Client

Client

Pucynok 2.15 — Cxema pobotu cepBepy

3riJIHO cXe€MHU 300paKeHI Ha pUCYHKY 2.12, ycCl KII€HTH MIAKIIOYATHCA 10
cepBepy e cepBep 00po0IIse MAKIIOUCHHS 1 BUJIa€ KOXKHOMY CBiH KOHTPOJUIEP 1 BXKe
KJIIEHTH MOXKYTh CIIUIKYBATUCS 3 CEPBEPOM Uepe3 BUAAHUN KOHTPOJIEP.

Tak siK 17151 MyJIBTHIUICEPHOTO pekuMy OyJie BUKOpucTaHo gynkiionan Unreal
Engine, sixka mae a3y Unreal Engine networking. Bona B co0i Hece Bech (hyHKITIOHAT
3 MIJIKJIIOYEHHS, MATPUMaHHS 3’ €IHAaHHS Ta HOro BiHOBJICHHs. Ha paxyHok Oe3neku,
TO €IUHOK HEOE3MEKOI ISl JaHOI TPU SIBISIOTHCS Iaxpai, sKi BHUKOPUCTOBYIO
30BHIIIIHI TIPOTpaMH JJisi OTPUMAaHHS TiepeBaru B rpi. Tak SK Ipa MYJIbTUIUICEPHA,
BUKOPUCTAHO MIAX1J [0 YCl €JIEMEHTH ]l KEPYyBaHHSM IpaBIiB OOUYHCIIOIOTHCS Ha

cepBepi, ToMy Oyab-sIKi MIAMIHHA JAHUX Ha JTIOKAJbHUX MPUCTPOSIX HE 3MIHATH HIYOTO.

2.5 BucHoBKH

B pe3ynbrari npoekTyBaHHA OyJiM BHM3HAUEHI OCOBHI 3aBJaHHS ISl PO3POOKH
irpoBoro jaonatky. Takoxx Oyino aiarpamMu MOCHIAOBHOCTYM IJisi pO3YMIHHSI JIOTIKH
po0OOTH TOJATKY.

[licns 4voro Oysio 00paHO HEOOXITHWUN ITPOBUM pYyIIIA Ta I1HTETpOBaHE

CepeIOBHIIE PO3POOKH.

APK.
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Bbyno cnpoexkToBaHO HEOOXITHI aNrOpUTMHU AJii pOOOTH OCHOBHHMX MEXaHIK 3
BIJIITOBIHUMH OJIOK-CXEMaMMU.

CrnpoekToBaHa CTpyKTypa iIHTepdency 10AaTKy Ta 3po0ieH] abIoHNu MEHIO IS
KOXHOTO MTyHKTY.

Bu3HadyeHo TUI MOTPiOGHOTO cepBepy AJs MYJIbTUILUICEPHOI CKIIAI0BOI TOJATKY.

B wmaiibytHhOMYy OakaHO pO3MIMPUTH TEUMIUICHHY CKJIaJ0BY IFPOBOTO
3aCTOCYHKY MUISIXOM JOJAaBaHHS pi3HUX piBHIB, OOCIiB Ta OUIBIIOl KIJIBKOCTI

PI3HOMaHITHUX CYIPOTHUBHUKIB.

APK.
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3 HPOI'PAMHA PEAJII3ALIA
3.1 Kondirypartiis mpoekTy

Taxk siK 7151 po3p0OKH BUKOPUCTOBYETHCS KpocciuiaTropMeHuit irpoBuit pyiii,

KU Ma€ BCl HEOOX1IHI IHCTPYMEHTH 11100 MUCAaTH MPOTrpaMHi MPOAYKTH MiJ BEIUKY

KUTbKICTh HasBHUX Iutatdopm. Tak sk mutboBoro miardopmoro € Android morpioHO

BCTAaHOBUTHU HEOOX1/IH1 IHCTPYMEHTH ISl PO3POOKH.

1106 po3pobasaTu mig Android moTpiOHO BCTAHOBUTH BCi HEOOXIIHI MAKETH, SIKi

MO’KHA OTpuMaTH 3 odimiiHoro carty Android Studio, i ckauatu 3BiaTu Android Studio

Flamingo, sika 300pakeHa Ha pucyHky 3.1.

Android Studio Hedgehog | 2023.1.1 Canary 5 May 25, 2023

Android Studio Flamingg | 2022.2.1 Patch 2 May 24, 2023

Installers

Chrome0S: android-studio-20622.2.1.20-cros.deb (845.5 MB)

Mac (Apple Silicon): android-studio-2622.2.1.20-mac_arm.dmg (1.2 GB)
Mac (Intel): android-studio-20822.2.1.20-mac.dmg (1.2 GB)

Windows (64-bit): android-studio-2022.2.1.28-windows.exe (1.8 GB)

SHA-256 checksums
55101bd16e9de8c78F6eb9728a4c502678d57317b637805eff13bb27c 336568 android-studic-2622.2.1.2@-cros.deb

Pucynok 3.1 — neooxigua Android Studio

Hani B 3aBantaxkeHiii Android Studio motpiOHO BHOpaTH HEOOXiJHI MaKETH

Android SDK, siki 300paxeHi Ha pUCYHKY 3.2.
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> |=| Android SDK Build-Tools 34
v v/ LLDB

Installed

Keymap
> Editor
> Build, Execution, Deployment
Kotlin
> Tools
Advanced Settings

Layout Inspector

Pucynok 3.2 — HeoOxiau1 nmaketn SDK

[Ticis woro y BikHI cTBOpeHOro mpoekty y Bkimaami Edit / Project Settings /
Android SDK, 300paxkeno Ha pucyHkKy 3.3, oOpatu Bci HeoOXiaHi ¢aiinu, siki Oynu

3aBaHTaXkeHi 3a gorromoror Android Studio.

Pucynok 3.3 — koHiryparis nmpoekty Unreal Engine

Jani moTpiOHO BCTAaHOBUTH HEOOX1THI TUIAriHU JIsl pOOOTH - 1€ MOKHA 3pOOUTH

3 Bkiaaku Settings / Plugins i oOpaTu Bka3aHi miarinu 300pa)eHi Ha pUcyHKy 3.4.

Auto Settings version 1.7.1
c Game options and input binding toolkit

AUTO SETTINGS

Enabled L Support  COC

APK.
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Pucynok 3.4 — BcranoBieHHS HEOOX1AHHUX IUIATIHIB JJI TPOEKTY

J{ns Toro mo6 30ipka nmpouIia yCmimHo, TOTPiIOHO MepeBIpUTH YU yCl TIariHu
THUM YH 1HIIIAM YUHOM BIUTMBAIOThH HA TPY, 100 BOHU 3HAXOIMIKNCS B JIOKAJIBHIN ATl
3 IPOCKTOM TaKOK, MOTPIOHO 1100 aiii nmpoeTky *.Uproject 3o0pakeHuii Ha PUCYHKY

3.5 BurnsaaB npubIM3HO TaK camo.

"FileVersion": 3,
"EngineAssociation": "5.3",
"Category": "M,
"Description": "",
"Modules": [
{
"Name": "StreamArcade",
"Type": "Runtime",
"LoadingPhase": "Default",
"AdditionalDependencies": [
"Engine"
]
}
1.
"Plugins": [
{
"Name": "AutoSettings",
"Enabled": true,
"MarketplaceURL": "com.epicgames.la
I
{
"Name": "ModelingToolsEditorMode™,
"Enabled": true,
"TargetAllowList": [

"Editor"
]

}

Pucynok 3.5 — Bursin ¢aiiny *.uproject

Jnst Toro mo6 mpoiiec po3poOKu OyB 3pYyUHINIUMA, MPOEKT PO3POOJSBCS 3
BUKOpUCTaHHsAM cucteMu KouTpodito Bepciit GIT. Tak sax Unreal Engine wmae
BIAIITOBAaHy MiATPUMKY po3poOku GIT, ska 300paxkeHa Ha pucyHky 3.6,

3aBaHTaXUBIIM git bash 1 git LFS, MokHa miAKII0OUMTH NPOEKT 110 git bash:

APK.

3r1r1rN3.2101098.01.01.00

48

3mH. | Apk. Ne dokym. lionuc {dama




Provider

Git Path

E-Mail

e Control Lo q

Source Control Login

D:/Git/bin/git.exe

EmUpArcade

s.noreply .github.com

Accept Settings Run Without Source Control

Pucynok 3.6 — I[puknax migxmrouenns Unreal Engine mo GIT

[le momomMoke y MOJANbIIOMY SIKIIO IIOCH IiJI€ HE TaK 1 OyJe MOXKJIHUBICTb

MOBEPHYTHUCS 10 MONEPEAHBOT BEPCIi.

3.2 Peaunizartist JIOT1KH pO3pOOKH

s HanucanHs koxy y Unreal Engine motpiono ctBoputu C++ kinacu. Kiacu

C++ cTBOPIOIOTHCA MPSIMO 3 BiKHA peJjaKTopa 300pakeHoro Ha pUCyHKy 3.7.

Window  Help

At Ao
LAS...

™ New Project...
™ Open Project...
&= New C++ Class...

3MH.

ApPK.

Ne dokym.
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[lama
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Pucynok 3.7 — CtBopenns C++ kiacy

[Ticns cTBOpeHHs KJaciB iX MOJXKHA 3HaWTH y content Gpaysepi, y mamii C++

Classes 300paxeHiii Ha prUCYHKY 3.8.

NWGame NWMenuGame Stre

NWGameMode NWGameState

Controller Instance Mode

Pucynok 3.8 — Burmisag nanku 3 C++ kimaccamu

Jliist TostoBHOTO TpaBils ctBopeHo kiac C++ APlayerPawn, B skomy BU3HAYEHO
HOTO0 MOBEJIIHKY Ha JOTHK IO €KpaHy, Ha OTPUMAaHHS IMOIIKOIKEHb, Ha BUX1J] 32 MEXKI
irpoBoro moss. [lam Horo Bxke HacaiaytoTh Blueprint kiracu, 300pakeHi Ha PHCYHKY
3.9, B sxkux Bu3HaueHwit StaticMeshComponent, mocrariena kamepa, miniOpaHi

pO3MIpH.

BP_Player BP_Playe BP_Player

3P_Fury 2
B ur Colossus Pelican Utopia

Pucynok 3.9 — Ilpuknanx Blueprint knaciB siTaka roioBHOTO repost

Jlnst BOpoTiB aHaJIOTIYHMM criocoboM ctBopeHo C++ kiac EnemyPawn 1

HacnigyBaHni Blueprint knacu siki 300pakeni Ha pucyHky 3.10.

BP_Base
Enemy1

APK.
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Pucynok 3.10 — Ilpuknan Blueprint kiraciB Boporis

Jns ctpinbbu OyB cTBOpeHuit 0a3oBuii kiac Ha C++ ShootComponent, cyttio

SKOTO € CTIaBH CHAPSAIB, sIKi 1 OyAyTh HAHOCUTH MOIIKOKEHHS.

for (FShootInfo ShootInfo : ShootInfos)
{

FActorSpawnParameters SpawnParameters;

SpawnParameters.Owner = GetOwner () ;

SpawnParameters.SpawnCollisionHandlingOverride =
ESpawnActorCollisionHandlingMethod: :AlwaysSpawn;

FVector SpawnLocation =

GetOwner () ->GetActorLocation ()
+
GetOwner () ->GetActorRotation () .RotateVector (ShootInfo.Offset);

FRotator SpawnRotation = GetOwner () ->GetActorRotation();

SpawnRotation.Add (0.£f, ShootInfo.Angle, 0.f);

AShootProjectile* Projectile = GetWorld() -
>SpawnActor<AShootProjectile> (ShootInfo.ProjectileClass, SpawnLocation,
SpawnRotation, SpawnParameters);

if (Projectile) Projectile->Damage = ShootInfo.Damage;

}

Jlns yrmpaBiiHHA O4kaMH 370poB’st OyB cTBopenuii kimac HealthComponent,

AKUW IPU OTPUMaHHI NOIIKOJKEHb Oy/1€ 3MEHIIYBAaTHU CBOE 3/I0POB’ 5

void UGameHealthComponent: :ChangeHealths (int ByValue)
{
Healths += ByValue;
HealthsChanged.Broadcast (ByValue) ;
if (Healths <= 0) {
HealthsEnded.Broadcast () ;

JNami gns  peamizariii HECKIHYEHHOTO CIIaBHY BOPOTIB CTBOPEHO KJiac
EnemySpawnController, sxuii sBIS€THCS KOMIIOHEHTOM 1 € CKIJIQJOBOIO KJIacCy
StramArcadeGamemodeBase. Jlins Takoro pojay CHaBHY BHKOPHUCTOBYETHCS METOJ
StartSpawnStage.

void UEnemySpawnController::StartSpawnStage ()
{
SpawnStage = SpawnStages[Random.RandRange (0, SpawnStages.Num()-1)];
EnemiesSpawned = 0;
SpawnEnemy () ;
float ChangeStageTime = Random.RandRange (StageMinDelay, StageMaxDelay) *
ChangeStageTimeMultiplier;

APK.
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GetWorld () ->GetTimerManager () .SetTimer (ChangeStageTimer, this,
&UEnemySpawnController::StartSpawnStage, ChangeStageTime, false);
}
void UEnemySpawnController: :SpawnEnemy ()

{

FActorSpawnParameters SpawnParameters;

GetWorld () ->SpawnActor<AEnemyPawn> (SpawnStage.EnemyClass,
SpawnStage.SpawnTransform, SpawnParameters);

EnemiesSpawned++;
if (EnemiesSpawned < SpawnStage.NumOfEnemies) {
GetWorld () ->GetTimerManager () .SetTimer (EnemySpawnTimer, this,

&UEnemySpawnController: :SpawnEnemy, SpawnStage.SpawnDelay, false);
}
}

JlaHuii KOMIIOHEHT aBTOMATUYHO aKTUBYETHCS 1 IOUMHAE CIIABHUTHU BOPOTIB, SIK
TIJIBKU B ITPOBOMY PEXKUMi CTBOPEHHUI KOMIIOHEHT JAHOTO KJIAacy, MPH MOYaTKY TPH.
Tak sik y rpi moBHMHHI OyTH OOHyCH JjIsi HUX CTBOpeHO kiac ABonus, sikuit

penizye 6a3oBuil (hyHKITIOHAT IIEPETUHY KOJI31i.

void ABonus::NotifyActorBeginOverlap (AActor* OtherActor)

{
Super: :NotifyActorEndOverlap (OtherActor);

UE LOG(LogTemp, Log, TEXT("Bonus overlap")):;
if (!OtherActor) return;

if (!Cast<APlayerPawn> (OtherActor)) return;

UE LOG (LogTemp, Log, TEXT("Bonus CHAR overlap"));
BonusCollected() ;

[Io6 Buznauutu RPC QyHKIII0 MOTPIOHO BUKOPUCTATH MAKpOC 1 BKa3aTH y

HbOMY BIJIMIOBIAHI HaJaIITyBaHHS.

UFUNCTION (NetMulticast, Reliable)
void ExplodePawn () ;

[{s mexmnapartiist JO3BOJIMTH JAHOMY METOJIy BUKJIUKATHUCS HA BCIX KIIIEHTAX, 1€
icHye paHuii aktop. Jlami nans Bu3HauyeHHs (QYHKUIT MOTPIOHO Hamucath 1M’s

¢ynxkuii_Implemetation.

void ANWPlayerPawn::ExplodePawn Implementation ()
{
SetActorEnableCollision (false) ;
bCanBeDamaged = false;
shootComponent->StopShooting () ;

APK.
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for (UActorComponent* Component :
GetComponentsByClass (UParticleSystemComponent: :StaticClass()))
{

Component->Activate (false);

}

pawnMesh->SetMaterial (0, RecoverMaterial);
if (DestroyParticle)
UGameplayStatics::SpawnEmitterAtLocation (GetWorld (), DestroyParticle,
GetActorTransform(), true);

}

Januii Meton mpu3HAUYCHUN A cHaBHY e(eKTy Ta 3MIHM Marepiany mpu
OTpUMaHHI MOIIKOKEHb TPaBIEM.
J{ns1 GOHYCIB 3 PI3HUMU BJIACTUBOCTSIMH CTBOPEHO Pi3HI KJIACH, 1 JJIsl 3pyYHOCTI

BCI 11l KJIACH BiTHACIITyBaHi, BUKOpuCcTOBYroun Blueprint 300paxkeni Ha pucynky 3.11.

BP_Bonus
Points_10

Pucynok 3.11 — Ilpuknazn Blueprint kiacis 6oHyciB

Maitke koxen C++ kimac Mae HacmigyBanuii Blueprint kmac, Tak sk
KoHpirypyBatu foro y Blueprint HabaraTo 3py4Hiliie Ta IIBH/IIIIC.

Koxna minboBa miardopma Mae CBOi OCOOJTUBOCTI, JJIi KOPEKTHOI POOOTH
Android nmgomaTtky TOTpIOHO 3amUTaTH B MPUCTPOIO HEOOXITHI JIO3BOIM K
android.permission.ACCESS NETWORK_STATE» Ta
«android.permission.INTERNET». [TepeBipuTr Ha HasBHICTb BiIMOBITHUX TO3BOJIIB Ta

3alPOCUTH iX MOYKHA BUKOpUCTOBYroun Blueprint, 300pakenuii Ha pucyHky 3.12.

APK.
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J Check Android Permission T, Branch
»

-
F Check Android Permission T, Branch /

»-» True B

Return Value Cendition False [ F Request Android Permissions
STATE

Return Value

Pucynok 3.12 — Blueprint 3anuTy HeoOXiIHHUX T03BOJIIB

3acTocyHkH siKi 3i0pani mix miardopmy Android MaroTh 0COOIMBICTD, IO TaM
CTOITh OOMekeHHs Ha 30 KaapiB/c MOTPIOHOTO HOTO 3HATH 1 BUKITIOUYHUTH BEPTUKAIBHY

CHUHXPOHI3AIIiI0, IIe 300pa)K€HO Ha PUCYHKY 3.13.

T Execute Console Command
2

Command | t.Max

Specific Player Specific Player

Pucynok 3.13 — Blueprint 3minu HanamryBaHb

3.3 InTepdeiic kopucTtyBaya

st poboTu inTepdetricy Ha Android ruratdopmi mOTpiOHO B HANAIITYBAHHSX

npoekTy oopatu myHKT «Use mouse for touch», sikuii 300pakeHO Ha pUCYHKY 3.14.

APK.
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\‘:} Project Settings

Project

Game

001111

Dot

Plugins - Auto Settings Input
Engine

Input

Pucynok 3.14 — HanamryBanus npoekrty mis Android

[Ticnst TOro SIK TaHWUU MMyHKT 0OpaHO yCl JOTUKH HAa eKpaHi cMapT@OHIB Oy Iy Th
MpAIfOBaTH.

[atepdeiic mporpamu Oyae peanizoBaHo roroumu Metogamu Unreal Engine,
ki HazuBaroThesa Widget, B moeaHanHi 3 marinom Autosettings, 1o JacTh MOKIUBICTD
BUAKO Ta 3py4yHO cTBopuTH Ul pasom 3 HamamTyBaHHsAMHU rpadiku Ta 3BYKY.

Jlst borO 'y MPOEKTI OyJI0 CTBOPEHO OKpeMy Mariky, sika mMae Ha3By Ul, ne

30epiratotbes Bel Ul eneMenTu, sika 300pakeHa Ha pucyHKy 3.15.

HUD LoadingS y Mainhenu MNWInGamelUl FauseMenu ServerFind SettingsMenu

Pucynok 3.15 — Ilepenik ycix ctBoperux Ul koMoHeHTIB

Hani ans koxuaoro tumy Ul Oy crBopenuii kimac WidgetBlueprint, sxuit

300pakeHuil Ha pUCyHKY 3.16, micist ctBopenHs Blueprint kitacy maHoro Tuiy i Horo

APK.
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MOJAJbIIOTO BIAKPUTTS BIIKPUBAETHCS IU3AaWHEpP, € MOXKHA 3PYYHO PO3MICTUTH

€JIEMEHTHU KEepPYBaHHS 1 HAJaTU IM HEOOX1THUHM CTHJIb.

] teoe DOBEeR

Pucynok 3.16 — Ilpuknan Burisaay ausaitnepa Widget

VYci enemenTu 1HTEpdENCy 3HAXOAATHCS B KOHTEHHEPAX,
[licns pgonaBaHHS HEOOXIIHMX  €JIEMEHTIB 1 HAJIAIITYBaHHS iXHIX CTHJIIB
OTPUMYETHCS HACTYIHUI BUIJISAJ BIJDKETY T'OJIOBHOI'O MEHIO, SIKUH 300pa’keHUl Ha

pucyHky 3.17.
ALARY RAGRET

. START GAME '

MULTILPAYER

SETTINGS

Pucynoxk 3.17 — Burmisig BipKeTy TOJJOBHOTO MEHIO

APK.
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Jlami moTpiOHO 3poOUTH MEHIO BUOOPY JIITATLHOTO amapary, sike 300paxxeHe Ha

pucyHky 3.18.

Pucynoxk 3.18 — Burmsig BipkeTy MeHIO BUOOPY JITAIBHOTO arnapary

HactynmHum KpokoMm MmOTpiOHO 3poOUTH MEHIO TMay3W B SIKE T'paBellb MOXeE

MOTPAINTH ITiJT 9aC CaMoi I'pH, AKe 300pakeHa Ha pucyHKy 3.19.

CONTINUE

BACK TO MENU

Pucynox 3.19 — Burmnsag BimpkeTy MEHIO Mmay3u

Jlnst sSIKiCHOrO 1rpOBOTO  JOCBIAY TpaBlisi OOOB’SI3KOBO TOTPIOHE MEHIO
HaJIallITyBaHb, Jie MOXKHa Oy/ie HaJIaIuTyBaTHU:

— 3arajbHy T'Y4YHICTb;

APK.
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— TYYHICTh MY3HKH MiJ 4ac IPU;

— TYYHICTh BHYTPIIIHbOITPOBUX €(EKTIB;

— TYYHICTh MY3UKH y MEHIO;

— HaJamTyBaHHS Tpadiku.

MeHro HajamTyBaHb 300pakeHe Ha pucyHky 3.20.

BETTINGS

VOLUME

[
| Al

| T GAME MUSIC

| s

r
|

POST-PROCESSING

TEHTURES

Pucynox 3.20 — Burmisig BipKeTy MEHIO May3u

AHAJOTI4HO 1 1711 HACTYIHUX B1JIXKETIB.

VYci roToBi acceTy, ikl Oy BUKOPUCTaHI, MOMIIIEH] Y CIIeiaibHy TamKy, sKa

Ha3UBa€eThCs Assets. B Hill Bike B 3aJI€5KHOCTI BiJl KaTeropii acceT nonaaae y BIANOBIAHY

nanky. Takuii cmoci®d rpynyBaHHs MOJErye MOAaNblly po3poOKy Tak SIK acceTu

3aBXKIU 3HAXOSATHCS B OJTHOMY MIiCIIi.

3.4 TexHI4HI XapaKTEPUCTHKHN MPOTPAMHOTO 3a0e3MeUCHHSI

Jist KopekTHOT poboTH noaatka motpioHo mod Android mpuctpiit Biamosingas

HAaCTYITHUM XapaKTCPUCTHUKAM:

— 00’eM OII — ue menme 4 I'b;

— mporeccop He Hmxue Qualcomm Snapdragon 636;

3r1r1rN3.2101098.01.01.00

3MH.

ApPK.

Ne dokym.

lidnuc

[lama

APK.

58




— omneparniiina cucrema — Android (Bepcii 9 i1 Butie);
— HasfBHICTb MIAKIIOYEHHS [0 JIOKAJIbHOT Mepexi (I BHUKOPUCTAHHS

MO>KJIMBOCTEN MYJIbTUILICEPY ).

[TpoTecToBaHi NPUCTPOI 31 CXOKUMH XapaKTePUCTUKAMU HaBeeH1 y Tabmuii 3.1.

Ta6muis 3.1 — [IpoTecToBaHi MPUCTPOI.

HazBa CepenHs yacToTa KaapiB
(kagpu/cexyHay)
Xiaomi Redmi Note 5 50 x/c
Motorola Moto G7 Plus 58 k/c
Nokia 6.1 Plus 44 x/c
Asus Zenfone 5 66 x/c

Ha ocHOB1 pe3ysbTaTiB MpOTECTOBAHOI MPALe3qaTHOCTI TP Ha MPUCTPOSIX 31
CXOKMMM TEXHIYHUMHU XapaKTePUCTHKAMHU /10 PEKOMEHJOBAHMX, MOKHA 3pOOUTH

BHCHOBOK I1[0 TEXHIYHI BUMOTH JIJISl allapaTHOTO MPUCTPOIO MiAi0paHi KOPPEKTHO.

3.4 TncTpyKI1Iig KOpUCTyBaya

Hiarpama posropranns (Deployment diagram) — miarpama B8 UML, Ha skii
B1100paKar0ThCsl OOUMCITIOBANIbHI BY3JIM MiJl Yac POOOTH MPOrpaMH, KOMIIOHEHTH, Ta

00'eKTH, 1110 BUKOHYIOTBCS Ha X By37aX, sSka 300pakeHa Ha pUCyHKy 3.21.

AnnaparHi BUMOrK:

* RAM 4TE i 6inbLue;

* Mpouecop He Hk4e Qualcomm
—| Snapdragon 636;

* Minimym 1 I'B BinbHOro micus.

MpwcTpii nig kepyBanHs OC
Android

O

MporpamHi BUMoru:
Kopuctysay * Onepaujiiiva cuctema Android sepcii
9 Buwe.

Pucynox 3.21 — Jliarpama po3ropTaHHs

APK.
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Bysnom niarpamu a6o x Qi3udHUM pecypcoMm € MpUcTpiii mia kepyBaHHsIm OC
Android, Ha sikoMy 3aBaHTa)XCHA ITporpama.
KinueBuii kopuctyBau otpumye *.apk daiin, 300paxeHuii Ha pUCyHKy 3.22,

AKUM oMy MOTpiOHO BCTAaHOBUTH Ha cBii Android neBaiic.

N Rocket Galaxy.apk
;‘\'!';'5
\i‘i‘ll

248.82MB  YCTAHOBJIEHO

Pucynok 3.22 — Burnsaa *.apk daiimy

[Ticnst BcraHoBieHHs naHoro *.apk (aitiry MOXKHA BUSIBUTH 1110 HA POOOYOMY
CTOJII 3’ sIBMJIACS Tpa.

Ha pucysnky 3.23 300paskeHO0 BCTaHOBJICHUH J10JJaTOK.

Pucynok 3.23 — Burisii BCTAaHOBIICHOTO JA0JATKY

APK.
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[Ticnst TOTO SIK BCTAHOBJIEHO JOAATOK BIH TOTOBUM JIO €KCILTyaTallii
[Ticns 3amycKy 10AaTKy Ha BUKOHAHHSI MOKHA CTIOCTEPITaTH BUTJISIT TOJIOBHOTO

MEHIO, 300paKeHOT0 Ha PUCYHKY 3.24.

GALARY RAGRET

START GAME

MULTILPAYER

SETTINGS

ouIT

Pucynok 3.24 — Burisii roJloBHOTO MEHIO MPOEKTY

Jlanmi MoXKHa 3MIHUTH HaJalTyBaHHS, HATUCHYBIIM KHOMKY “Settings”, me
MO>KHA OyJie 3MIHUTH SIK HAJIAITYBaHHS Tpadiku, TaK 1 TYYHOCTI 3BYKY.

Ha pucynky 3.25 300pakeHo0 iHTepdeiic MCHIO HaJaIlTyBaHb.

BETTINGS

UOLUME

AL

N GAME MUSIC
SH
LT

GRAPHICS

POST-PROCESSING 4 EPIC
TEMTURES 4 EPIC
SHADOWS 4 EPIC

APK.

3r1r1rN3.2101098.01.01.00 61

3mH. | Apk. Ne dokym. lionuc {dama




Pucynok 3.25 — Burnsg MeHio HalnamrTyBaHb

[Ticas YCiX IMPOBCACHUX HAJIAIITYyBaHb, MOHAd IIOBCPHYTUCA OO T'OJIOBHOTO

MEHIO, 3 SIKOTO TMOTIM B)XK€ HATHCHYBIIM KHOMKY “Start Game”, oTpuMaTu MOXIUBICTh

BUOOpPY KOCMIYHOTO JIiTaKa Cepell JOCTYMHUX, & TaKOX MEPErNISIHYTH PEKOPAHY

K1JIBKICTH OYOK.

7ie came 1 BiI0yBa€eThCs TOJIOBHUM FeiMILIeH, SIKUid 300pakeHHii Ha pUCYHKY 3.27.

Ha pucynky 3.26 300pakeHO MEHIO BUOODY JIiTaKa.

JOSE YOUR SPACECRAFT

Pucynoxk 3.26 — Burmsig MeHro BUOOpY JriTaka

[Ticnst TOrO SIK KOPUCTYBa4 HATHUCKA€ KHOMKY “‘Start”, 3aBaHTaXy€eTbCs piBEHb,

3MH.

ApPK.
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Pucynok 3.27 — Ilpuknan reiimmieto

[lin yac rpu rpaBelb MOXE NOCTaBUTH TPy Ha May3y, fKa 300pa’keHa Ha
pucyHKy 3.28, mij yac SIKOi rpaBelb TAKOK MO>KE 3MIHUTH HAJIAIITYBaHHS, POIOBXHUTH

TPy 44 [OYaTH PIBEHb CIIOYATKY.

CONTINUE

RESTART

SETTINGS

BACK TO MENU

Pucynoxk 3.28 — Burmsiag MeHro nay3u

SK TITBKM y TPaBI 3aKiHIYIOTHCS OYKH 3JI0POB’sI, HOTO KOPAOEIIb 3HUIITYE€ThCS
1 Ha eKpaHi 3’SBIISETHCS TOBIAOMIICHHS, SIKEe 300paykeHe Ha pUCYHKY 3.29, ne rpaseln
MOK€E M00AYUTH CBOI HAKOTUICHI OYKH, Ta TIOYATH PIBEHb CMIOYATKy ab0 MOBEPHYTHUCS

10 MEHIO.

APK.
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POINTS:

315

RESTART

BACK TO MENU

QuIT

Pucynox 3.29 — Burmsiag MeHro mopasku

OTtxe, mijg yac MporpaMHOi peaiizaiiii OyJ0 ONMUCcaHO KPOKH 3 HalalllTyBaHHS
MPOCKTY, HAJIAIITYBaHHS CepeI0OBHIIA IS po3poOkw mix Android npuctpoi. ITics yoro
OyJi0 MAKIIOYEHO HEOOXI1TH1 IuIariHu Ui po3poOku. Ilicias woro Oyio nmeranbHO
OTIFICAHO TPOIIEC PO3POOKH MOAATKY SK OJMHOYHOTO PEKUMY TaK 1 MYJIbTHILUICEPHOI
cknanoBoi. Takoxk Oynm peanizoBaHo 1HTepdeiic MeHo KopucTyBada. OcTaHHIM
KpOKOM OyJI0 HallMCaHO 1HCTPYKIIIO KOPHCTyBada, sika JOMOMOXKE 3 HaJlallTyBaHHS
Android nonaTky Ha MpaBUJILHUM HOTO (QYHKI[IOHYBaHHSIM.

Koa nporpamu nogano y nonarky b.

3.5 Bubip Ta o0rpyHTYBaHHS METO/IIB TECTYBaHHS JOJATKY

Hns moBu mporpamyBanHs C++ icHye Oarato crnoco0iB TeCTyBaHHS
IpPOrpaMHOT0 3a0e3nevyeHHs. ABTOMATH30BaHI TECTH BHUKOPUCTOBYIOTHCS IS
CIPOLLUEHHS Ta MPUCKOPEHHS Mpoliecy nepeBipku koay. OaH1 3 HalBIIOMIIIMX METO/AIB

BKJIIOYAIOTh MOAYJIbHE Ta IHTErpailiiiHe TecTyBaHHsA. MopayibHE TecTyBaHHA (unit

APK.
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testing) 103BOJIsIE TECTYBAaTH OKPEMI KOMIIOHEHTH MPOrpaMu, IO CIPHUSE IMIBUIAKOMY
BUSBIICHHIO Ta YCYHEHHIO MOMIJIOK. Ha BiAMiHY BiJ HBOTO, IHTETpalliiiHEe TECTyBaHHS
CIpsIMOBaHE Ha MEPEBIPKY B3a€MOJIT MK PI3HUMU KOMIIOHEHTaMHU CHCTEMH, IO HE
JI03BOJISIE 130JIF0BATH KOHKPETHI TOMUJIKA OKPEMUX MOJYJiB. BaxxnnBo 3a3HaunTH, 1110
JUTsL po3pOOKH IILOTO 10JaTKy OyB BUKOpHCTaHMi irpoBult pyuriit Unreal Engine, sikuii
HaJa€ BIACHHUMN HAOIp THCTPYMEHTIB JIJIsl HAITMCAHHS MOYJBHUX TECTIB.

Kpim Toro, unit-TecTyBaHHs J03BOJISIE ABTOMATHU3YBATH MPOIIEC MTEPEBIPKH, 110
3HAYHO CKOPOYYE Yac, HEOOX1JHUN HA TECTYBaHHS, 1 MiBUIIYE 3arajibHy €(PEeKTHUBHICTh
pO3poOKH. ABTOMATH30BaHI TECTH MOXKYTh OyTH TOBTOPHO BHUKOPHUCTaHI MijJ 4ac
NOJNANBIINX [HUKIIB PO3pOOKH, 110 3a0e3rneuye Oe3MepepBHUM KOHTPOJb SIKOCTI
IPOrpaMHOro 3a0e3MeUeHHS.

BuGip unit TecryBanns mis irposoro Android-3actocyHky y skanpi «Shoot “em
Up» € BOKJIUBUM 3 KIJIbKOX MPUYHNH:

— 3a0e3nedeHHs cTabuibHOCTI Koay: Unit TecTyBaHHS JONOMAarae BUSIBISTH
MOMUJIKM HAa paHHIX CTadisax po3poOku. Ile oco0iaumBO BaXiIMBO MJiA ITPOBHUX
3aCTOCYHKIB, JIe HaBITh HEBEJIMKI Oar MOKYTh 3HAYHO BIUIMHYTH Ha IrPOBHI MPOIIEC 1
KOPHUCTYBAI[bKHUI TOCBIJ;

— MOJYJBHICTh Ta MIATPUMKA KOJYy: BUKOPHCTaHHS unit TECTYBaHHS CIpUSE
PO3p00IIi OLTBIT MOTYIBHOTO KOJTY.

— aBromatu3aiis nepeBipok: Unit TeCTH MOXKYTh OyTH BUKOHAHI aBTOMAaTHYHO
Py KOXXHOMY OHOBJIEHHI KOAY, IO 3HI)KY€ PHU3HK BBEICHHS HOBHUX MOMWIOK 1
J03BOJISIE pO3POOHMKAM IIBUAKO MEPEBIPATH 3MIHU;

— TPOJYKTUBHICTH 1 MIBHAKICTH Po3poOKu: Unit TecTn 3a3BUYail BUKOHYIOTHCS
Ay’e IIBUJKO 1 JO3BOJISIIOTH PO3POOHMKAM IIBUJIIE OTPUMYBATH 3BOPOTHUI 3B'A30K
moao koxay. lle copuse OUTbII MBUAKOMY IHUKIY PO3pOOKH 1 TiJBUIICHHIO
MPOTyKTUBHOCTI KOMAH/IH.

BrpoBakeHHst UNit TecTyBaHHS y PO3pOOKY irpoBOr0 3aCTOCYHKY J03BOJISE
3a0€3Me4YUTH BUCOKY SIKICTb KOy, CTaOLIBHICTh IPU Ta MOKPAIIUTH KOPUCTYBALbKUI

JIOCBII.
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OxpiM 1pOrO, 3HAYHY YyBary CcIliJ NOpUAUIMTH 1HTepdelcy KopuCTyBaua,

OCKUIbKM HOTro (PYHKIIIOHAJBHICTh O€3MOCepeHbO BIUIMBAE HAa 3arajbHy SKICThH

IrPOBOr0 J0AATKy. BiJICYTHICTh MOMMIIOK Ta 3pYy4YHICTh BUKOPUCTAHHS 1HTEpdercy €

KIIFOUOBUMH (haKTOpaMH, 10 BU3HAYAIOThH 33JI0BOJICHHSI KOPUCTYBAYiB 1 IXHIA TOCBIT

B1J1 B3a€MO/I1i 3 TPOIO.

3.6 HanamryBaHHs MPOEKTY JIJIsi CTBOPEHHSI MOTYJIbHUX TECTIB

Tak six mpoekT po3podIIeHo Ha irpoBomy pymrii Unreal Engine, To B HboMy Bixke

peanizoBaHUl IHCTPYMEHTapiil [Jisi HAlKCaHHS MOIYJbHHX TecTiB. s modarky

noTpiOHO MiAroTyBaTH MPOoeKT. [loTpiOHO cTBOpUTH Manky Tests, nani B HEl MOTpiOHO

CKOITIIOBaTU HEOOX1AHY KapTy Ta acceTu. Kapra moBuHHa Matu crnenu@iyHy Ha3By,

noyatok iMeHi kaptu noBuHeH noumHatucs 3 “FTEST ”, nami motpiOHO cTBOpUTH

00’eKTH, SIKI HACTITyIOThCS BiJ Kiacy FunctionalTest. SIk TibKH Kj1ac CTBOPEHO, HOTO

MOTPiOHO TTOCTaBUTH HA CIICHY TECTOBOTO PiBHS, K 300pakeHO Ha pucyHKY 3.30.

?
[

[~ Perspectve ) (9 Lt | ‘show |

\ o

[ PEEENR . BRIEnH

/

Pucynok 3.30 — [Ipuxiag po3aMitiieHHs TECTy Ha PiBHI

Hactynaum kpokom 3axoaumo Window / Developer Tools / Session Frontend /

Automation, mai MokHa TOOAYNTH CTBOPEHI paHiIlIe TECTH, AKi 300paKeH] Ha PUCYHKY

3.31.
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4 Project (8)

I Functional Tests (8)

Pucynok 3.31 — Burns cTBOpeHUX TECTIB

JI1s1 3amycKy CTBOPEHUX TECTIB JOCTATHhO 00paTH MOTPIOHI TECTH 1 HATUCHYTH

KHOIIKY ITOYaTKy Y1 3YITMHKH TECTIB, sika 300pakeHa Ha PUCYHKY 3.32.

>

Product Tests

Pucynox 3.32 — Burnsij 3amyeHux TecTiB

3.7 JloBeneHHs mpale3AaTHOCTI MPOTrpaMu

JInst mepeBIpKM Mpane3faTHOCTI MPOTPAMHOTO 3a0€3MEYEHHS IJIaHYEThCS
3aCTOCOBYBAaTH unit-tectyBaHHs. Llei miaxix A03BOJISE TECTYBATH OKPEMI KOMIIOHEHTH
Mporpamu, 3a0e3Mneuyoyd TOUHY JOKaIi3aliio MOMUJIOK. Y HalllOMy BUMAAKy OCOOJIUBO
BAXKJIMBO MEPEKOHATUCS, IO BUKOPHUCTOBYIOTHCS MpaBUJIbHI O00'€KTH TJIOOAIBHHUX
KJIaciB, JITaJIbHI amapaTtH 3'SBISIOTHCS KOPEKTHO, a YNPaBIIHHA HUMH TEPEIAETHCS
HAJIC)KHUM YHHOM.

Y Tabmumi 4.1 HaBejeHO cleHapii MPOBEACHHS MOAYJIBHUX TECTIB, fAKI
BKJIFOYAIOTh Pi3HI aCTIEKTH (DYHKIIIOHYBaHHS MpOorpaMu. 30Kpema, yBara npuaiaseThCcs
MepeBIpUl  KOPEKTHOTO  CTBOPEHHS Ta  1HINIami3amii  00'€KTiB, HAJIEKHOTO
(GbyHKITIOHYBaHHS METOIB 1 KJIaciB, a TaKOX BIJAMOBIAHOCTI iXHBOI pOOOTH BUMOTaM,
3aJlaHUM Yy TEXHIYHOMY 3aBlaHHi. lle aomoMo’ke BUSBUTH 1 BUIPABUTH Oyab-sKl

HEBIAMOBITHOCTI a00 TOMHUJIKM Ha PaHHIX eTarmax po3poOKH.

Ta6mus 4.1 — Cuenapii Jyist IpOBEACHHS MOy IbHUX TECTIB

APK.
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Komanna Onuc Bxigni nani OuikyBaHH pe3ybTaT
GetGameMode B3strs morounoro | Hagasauii OTpuMaHuii  BaJliTHUM
IFPOBOTO PEXKUMY | 00'€K IrpOBOro | 00'€KT € BallIHUMA 1 Mae
peXKUMY THUII
StreamArcadeGameMod
€
GetGamelnstance | Basarrs morouynoro | Hassuuit OTtpumanuii  BaigHUN
00’exTy TpHu o0'ekT 1irpoBi | 00'ekT Ta  BIAMOBIAAE
ceccii THITY
MyNWGamelnstance
GenerateColosus | CTBopeHHs 3renepoBanuii | CTBOpeHO KOPEKTHY
ShootInfo €BOJIIOL1 JUISL | MacHuB 3 | CTPYKTYpPY JUISl €BOJIIOITIT
JITaIbHOTO CTPYKTYp SKa | JITaIbHOTO anapary
armapary TUITY | BIATIOBIIA€ BIAIIOBITHOTO THUITY
“Colosus” esommtontii s | “Colosus”.
JITaIBHOTO
anapary
GenerateUtopia | CTBopeHHS 3renepoBanuii | CTBOpeHO KOPEKTHY
Shootinfo €BOJTIONT T JUISL | MacHB 3 | CTPYKTYpY AJIsL €BOJIFOIIIi
JITAIBHOTO CTPYKTYp $Ka | JITalbHOTO armapary
arapary TUIY | BIATIOBIIA€ BIAMOBIAHOTO  THUIy
“Utopia” esomontii s | Utopia ™.
JITaIBHOTO
anapary
GeneratePelicanS | CtBopeHHs 3renepoBanuii | CTBOpEeHO KOPEKTHY
hootInfo €BOJTIOIII1 JUTS | MACUB 3 | CTPYKTYpY JUIS €BOJIIOITI|
JITaIBHOTO CTPYKTYp SKa | JITaIbHOTO amapary
arapary TUIY | BIATIOBIIA€ BIJIIIOBITHOTO TUITY
“Pelican” esorornii jurs | “Pelican”.
JTTaIbHOTO
amapary

Pesynbrar 3amycky gaHUX TeCTiB 300pakeHO Ha PUCYHKY 3.33.

[
]
]
]
<
<
<
]
[v]

Pucynok 3.33 — Pe3ynbrar 3amycky MOIYJIbHUX TECTIB
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TectoBuii cueHapiii — 1€ MOCTIAOBHICTh i MO TEpeBIpIl CHUCTEMHU 1
BIJIMTOBITHUX PE3yJIbTATIB Ha 11 Buxomi. [lana indopmariis Moxe 1o1aBaTUCs Y BUTIISIL
TaOJMUIb, B SIKOMY KOXEH PSJIOK € CTaH CHUCTEMH, BIUIMB Ha HEl Ta OTpUMAaHUIl
pesynbrar. Lli creHapii OXOIUIIOIOTH PI3HI aCMEeKTH B3AEMOJII KOpPUCTyBaua 3
IporpaMor0, BKJIIOYAIOYM TEPEBIPKY MPaBWIBHOCTI BiJOOpa)KCHHS €JIEMCHTIB
iHTepeiicy, peakiilo cUCTeMH Ha Jii KOpHUCTyBada Ta BIAMOBIIHICTH 1HTEpdeiicy
BCTAHOBJIICHUM BHMoOram. Hampuknaa, ans KOXHOI 1ii KOpUCTyBaua, Takoi fK
HaTUCKaHHS KHONKM a00 BBEACHHA JaHUX y (opMy, 3a3HAYAIOTHCA OUIKYBaHi

pE3yJibTaTH, 10 JO3BOJILIE€ MIBUAKO BUSABUTU Ta BUIIPABUTH 6y,[[B-$IKi HCI[OJ'IiKI/I.

Tabmuus 4.2 — Cuenapiii Jyist TecTyBaHHs iHTepdeiicy KopucTyBaya.

His Peaxiiist nporpamu Pesynprar

1. Harucuytn kHoOmKy | Biakpuerscs MEHIO BipHo

«Settings» HaJIAIITyBaHb

2. 3MIHUTH HaNamTyBaHud | ['yuyHictb  My3uku B

T'YYHOCTI TOJIOBHOMY MeHIo | BipHo
3MIHIOETHCS

3. Buittu 3  wmento | Biakpuerbcs TOJIOBHE

HaJIaIlTyBaHb MEHIO .

Bipno

HATHUCHYBIITH KHOTIKY

«Back»

4. 3aiiTu 3HOBY 110 MeHIO | Bigkpuernscs MEHIO

HaJIAIITyBaHIO HajallTyBaHb 1 3MIHEHI

HATUCHYBIIIH KHOIIKY | HaJaIlITyBaHHSI MatoTh | BipHo

«Settings» Oyt 30epeskeHi i
B1JIOOpakaThCs

Y 1upoMy po3aull  I€MOHCTPYETbCS TPOILIEC TECTyBaHHS PO3POOJIEHOTO
MPOTPAMHOTO 3a0e3MeUYeHHs] Ta 3IIMCHIOETHCS MOro JeTanbHUil aHami3. IrpoBuii
J0JIATOK  YCIIIITHO TPOWIIOB €Tall TEeCTyBaHHS, 10 BKJIIOYAaB IEPEBIPKY

(yHKI10HATBHOCTI, CTa0IIILHOCTI Ta 3pYYHOCTI BUKOPUCTAHHS.
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BUCHOBKU

Jlist peamizarii mpoeKTy HEOOX1THO BUKOHYTH HACTYITHI 3aBJaHHS

— BHM3HAuYCHO CIUNMQIKY NPEeIMETHOI 00JIaCTI;

— TPOBEACHO aHaJli3 CXO0XOro Ta HAsgaBHOTO MPOTPaMHOro 3a0e3NeyeHHs Ta
BH3HAYCHI 1X MEepEeBaru Ta HEIOMIKH;

— TIPOBEJICHO aHaJi3 HAIBHUX IHCTPYMEHTIB JJIsl CTBOPEHHS ITPOBUX J0JIaTKIB;

— peanizoBaHO MPOEKT MPOrPAMHUM IUIIXOM;

— TIPOBEJIEHE TeCTYBaHHS ITPOBOTO JOJIATKY.

Takox OyJ10 KOMIUIEKCHO OMTUCAHO MPOIEC PO3POOKU apXITEKTYpH, pO3pOOICHO
1HTEeppeic 3aCTOCYHKY 3 YypaxyBaHHSM OCOOJMBOCTEH pOOOTH Ha MOOLIBHUX
wiatrgpopMax, po3pOKa HEOOXITHUX aITOPUTMIB Ta OOTpYHTYBaHHS BUOOpY
MYJIbTHILIEEPHOT MOJIENI.

J1i1s po3poOKH 3acTOCYHKY OyB 0Opanuii irposuii pymriii Unreal Engine 3 moBoro
nporpamyBaHHs C++ pa3om 3 cuctemoro cueHapiiB Blueprints. [{is po3poOku va C++
Bukopuctano MS Visual Studio.

PeanizoBaHo JiekiibKa pi3HUX BUIIB KOCMIYHHX JIITAaKiB, SKHUMU MOXE KEpyBaTu
KOPUCTYBay, KOXKEH Ma€ CBIA TUN CHApAIIB Ta TUIKy “‘eBotirowii’. BoporiB Takox
peanizoBaHo AEKIJIbKA TUIIB 1 IX HECKIHUEHHUH criaBH. Takox peasni3oBaHo 30epeKeHHs
MaKCHUMaJIbHOI KUJIBKOCTI 04OK. byna mpoBenena po6ota 31 3BykoM, a came (hoHOBa
My3HuKa Ta SFX 3ByKH.

Takox 3 BUKOPHCTaHHSM BIJKETIB OyJI0 peanizoBaHO 3py4YHE MEHIO, Y SIKOMY
MO>KJIMBO 00paTH JITaK JJIS MOYaTKy TPH, 3MIHUTH HaJAINTYBaHHS SK rpadiku, Tak i
3BYKY.

PeanizoBani 6onycu (Oyctu). BoHu BuUManarTh 3 BOPOTiB MPH 3HUIICHHI, IO
J0/1a€ TeUMILICIO PI3HOMAHITTSI.

PeanizoBaHO pexXUM MYJBTHILICEPY, B SKOMY TMPUCYTHI BCl OCOOJMBOCTI

OJHOKOPHUCTYBALIbKOI I'PH.
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VY xo0p1i TeCcTyBaHHS porpamMu OyJI0 OMUCAHO KPOKH IS HANAIITYBAHHS TPOEKTY
crnenu(ivyni A7 BUKOPUCTAHMX IHCTPYMEHTIB, OMHCAaHI TECT-KEWCH ISl BUSBICHHS
mpoOJieM Ta crieHapii A1l TeCTyBaHHS rpadiyHoro iHTepdency.

[IpoBenene TecTyBaHHS TTOKA3aJIO M0 BC1 (DYHKINIT JAHOTO 3aCTOCYHKY MPAIIOIOTh
KOPEKTHO.

OTxe, B paMKax BUKOHAHHS JUIUIOMHOTO TMPOEKTY OyB CTBOpPEHHIl IrpOBUIA
nomatok i Android, Skl TOBHICTIO BIAMNOBiAa€ BCIM KPUTEPIAM Ta BUMOTaM,
BU3HAYEHUM Yy TIPOIIECl JOCTIKEHHS MpeaMeTHoi obOmacTi. Bim camoro modaTtky
PO3pOOKH OCHOBHOIO METOI0 OyJjio 3a0e3meueHHs BUCOKOi SKOCTI MPOIYKTY, IO

BKJIIOYAE SIK TEXHIYHY, TaK 1 (YyHKIIOHAIBHY BiIMOBIIHICTD.
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Beenenns

PoGoTa BHKOHY€TbCS B paMKax IPOEKTY PO3pPOOKH MOOLIBHOIO J10JATKY
«Rocket Galaxy» nns OC Android. Texniune 3aBgaHHs po3pO0JICHO Y BIAMOBITHOCTI
no ctaggapty 'OCT 19.201-78.

1 ITlincraBa A5 po3podKu

[TincraBoro s po3poOku € «3aBAaHHA Ha KBadidikauiiHy poOoTy»,
3aTBEpHKEHE 3aBiayBaueM KadeIpu 1HKEeHepii MporpaMHOTro 3a0e3eueHHs.

HaitmenyBanns po3po6ku: «Irposuit Android-3acTocyHok y xanpi «Shoot ’em
up))))_

2 Ilpu3HavyeHHs pO3pOOKHU

2.1 ®dyHKUioHAIbHE NPU3HAYCHHS

["eiimruieii Ta ynpaBiiHHS:

— peastizanisi OCHOBHOro reimiuiero "shoot'em up" 31 3A1iiCHEHHSIM CTpUIBOU
BOPOXKMMH CHUJIAaMH Ta YHUKAHHSM X aTak;

— PUBEIEHHS IrpOBOr0 NEPCOHAXKY Ha EKpaH;

— peayizalisi CUCTEMH KEpyBaHHsS, SKa JO3BOJISIE TpaBLEBI MaHEBPYBATH,
CTPIISATH Ta BUKOHYBATH CIICIiabHI1 Jii.

Bopoxi cumnm:

— CTBOPEHHS BOPOKHUX 00'€KTIB, TAKUX SIK KOpadJIi, CHApsIu;

— peasizallisi aJrOpUTMIB TOBEIIHKH BOPOXXHMX CHJI, BKIIOUAIOYH iX PYX,
CTp1ILOY Ta TAKTUYHI aTaKH.

Cucrema 30poi Ta anrpeiais:

— BBEJICHHSI PI3HUX THIIIB 30p0i, sIKI MOXE BUKOPUCTOBYBATH TpaBellb;

— peaiizalisi CUCTEMH anrpeuiiB Jjsi 30poi Ta Kopaliisg rpaBlsl, Takux SK
301IBIIEHHS MTOTYKHOCTI BOTHIO, IIIBUAKOCTI.

PiBHi Ta mporpecis:

— CTBOPEHHS I'POBUX PIBHIB 3 YHIKAJIbLHUMU BOPOKUMHU (DOpMAIIIIMH;

— peatizallisi CHCTEMH MPOTPECIi, IO T03BOJISIE TPABIIEB1 pO30JIOKOBYBATH HOBI

piBH1, 30pOI0 Ta 1HIII BIAKPUTTS MiJ Yac Ipu.
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I'padika Ta 3ByK:

— CTBOPEHHS Bi3yaJIbHO MPUBAOIMUBHUX 00'€KTIB, (DOHIB Ta aHIMAIIIH;

— peamizamiss  ayaio eQeKTiB, MY3WKH Ta 3BYKOBOI'O CYNPOBOAY, IO
BIJITBOPIOETHCS M1 Yac TPH.

InTepdetic kopuctyBaya:

— po3poOKa IHTYITUBHOTO 1HTep(deicy KOpUCTyBaya 3 IrPOBUMH €JIEMEHTaMU,
TaKUMHU SIK BIJIOOPaKEHHS KUTTS, KUTBKOCTI anrpeiIiB ToIo;

— peastizallisi €JIeMEHTIB MEHIO, TaKMX SK TOJOBHE MEHIO, HANAIITyBaHHS I'PH,
BUOIp PiBHIB TOIIIO.

2.2 ExciuryaTtaniiiHe NpU3HAYeHHS

[IporpamMa mOBMHHA €KCIUIyaTyBaTUCSd Ha MOOUIBHUX MPUCTPOSX MiJ
kepyBanHaM OC Android.

3 Bumoru 10 nporpamu

3.1 Bumoru 10 GyHKIiOHAJIBLHUX XapPAKTEPUCTUK

[Iporpama noBuHHa 3a0e31€4yBaTH MOKIIMBOCTI BUKOHAHHS TAKUX (PYHKIIIH:

GyHKIIISI TOYaTKy TPH;

— (yHKIIS 3MIHU JITalIbHOTO arapary;

— (yHKIIIS TOYaTKy MYJIbTUIIICEPHOI TPH;

— (QYHKIIS TAKIIOYEHHS 0 CTBOPEHOI MYJIbTUILUICEPHOI TPH;

— (yHKIIS peJaryBaHHs HaJIAIITyBaHb.

3.2 Bumoru 10 HagAiiHOCTI

IrpoBuii 3aCTOCYHOK MOBMHEH MpaIlOBaTH CTaOUIbHO, MOBMHHI OyTH BIJACYTHI
rpadivni apredaxTu.

3.3 YMoBH ekcIuTyaTanii Ta BUMOI'H /10 TeXHIYHHUX 32c00iB

JlomaTok mpu3HAYeHO I BUKOPUCTAHHA Ha cMapT(oHax, M0 MPaIOTh I
YIpaBIIHHSAM omnepaliiHoi cuctemu Android.

JIy1st ycminmHOTo BUKOPUCTAHHS J10/1aTKa HE0OX1HO, 00 MPHUCTPIN BiAMOBIAaB
TaKUM PEKOMCHIOBAaHIM BUMOTAM:

— OC Android 10.0 a6o Buiie;

— OyAb-SKUM YOTUPBOXSIACPHUIN TIPOIIECOP;



— 3I'b O3I];

— 300 MPB niocTiitHo1 mamM’ gTi.
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3.4 Bumoru 0 ingopmaniiiHoi T2 MIPOrpaMHOI CyMiCHOCTI

[lpu po3poOIi 1omaTKy BHKOPHCTOBYBATUMEThCs irpoBuit pymii Unreal

Engine, sxuii BUKOPUCTOBY€E 00 €KTHO OpieHTOBaHa MOBY C++, sIKUi NpU3HAYCHUMN

JUIS CTBOpPEHHs irpoBux goxatkie mix Android, i0OS, Windows.

4 BuMoru /10 mporpamMHoi 10KyMeHTaIlii

Y MOMEHT 371a4i MPOEKTY 3aMOBHUKY HAJIA€ThCSl HACTYIMHUI HaO1p JOKYMEHTIB:

— TEKCT MpOorpamu;

— OMNKC NPOTPaMU;

— TEXHIYHE 3aBJIaHHI,

— KEpIBHHIITBO KOPUCTYyBaya.

4 Crapnii po3pooku

Cl4EHb

Cranig Ta nepioj Etan 3MmicT
1 2 3
TexniuHe 3aBaaHHS, OOrpyHTYBaHHS Bubip Temu aumioMHoro

HEOOX1THOCTI po3pOOKH
nporpaMmu

IIPOEKTY, KOPOTKUI OTIUC
113, Bumoru no 113, eranu
po3podku I13

Ecki3Huii mpo€eKT, ClueHb-
JIIOTAN

Po3pobka eckizHoro
MIPOCKTY

CtBopeHHs 06a30BO1
CTPYKTYPH CUCTEMH,
BUOIp ruiatrpopmu Ta
TEXHOJIOT1H

TexHiuHUIN TPOEKT,
JTOTU-0epe3eHb

Po3pobka TexHIYHOTO
MIPOCKTY

YTOUYHEHHS CTPYKTYPH,
BHOIp KIHIIEBUX
TEXHOJIOT1H JIJIs1 pO3pOOKHU
Ta MIPOCKTYBAHHS AU3aNHy
113

Po6ounii mpo€eKT, KBITEHb

Po3pob6ka nporpamHoro
3a0€3MeUeHHS

[Iporpamua po3poo6xa I13,
CTBOPCHHS JIOAATKY, IO
BIJIIIOBIJIA€ BCIM
CTaHJapTaM

Po3pobka qokymeHTari,
TpaBeHb

Po3pobka gokymeHTarii
JUTSL IPOTPaMHOTO
3a0e3MeYeHHsI

[TinroroBka cynpoBigHOL
JOKyMEHTAI1 JJIs
IIPOEKTY, CTBOPCHHS
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UTIOCTPATUBHUX
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StreamArcadeGamemodeBase.h
#pragma once

#include "CoreMinimal.h"

#include "GameFramework/GameModeBase.h"
#include "StructsCollection/StructsCollection.h"

#include "Components/EnemySpawnController.h"
#include "Components/GameHealthComponent.h"

#include "StreamArcadeGameModeBase.generated.h"
DECLARE DYNAMIC MULTICAST DELEGATE (FGameOverEvent) ;

gizizsé;REAMARCADE_API AStreamArcadeGameModeBase : public AGameModeBase
{ GENERATED BODY ()

AStreamArcadeGameModeBase () ;

virtual void BeginPlay() override;

public:

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Enemies")
UEnemySpawnController* EnemySpawnController;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Game Health")
UGameHealthComponent* HealthsComponent;

UPROPERTY (BlueprintAssignable, Category = "Game")
FGameOverEvent GameOver;

UFUNCTION (BlueprintCallable, Category = "Game")
void EndGame () ;

UFUNCTION (BlueprintCallable, Category = "Game")
void IncreaseDifficulty();

UFUNCTION (BlueprintCallable, Category = "Game")
void AddPoints (int Points);

UFUNCTION (BlueprintCallable, Category = "Game")
bool ChangeShootLevel (bool Up);

UPROPERTY (BlueprintReadWrite, Category = "Game")
float PlayerRecoverTime;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Game")
float IncreaseDifficultyPeriod;

UPROPERTY (BlueprintReadOnly, Category = "Game")
class APlayerPawn* PlayerPawn;

UPROPERTY (BlueprintReadOnly, Category = "Game")
int GamePoints;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")
TArray<FShootInfoLevel> ShootInfolevels;

UPROPERTY (BlueprintReadOnly, Category = "Shooting")



int CurrentShootLevel;

protected:
UFUNCTION (BlueprintNativeEvent, Category = "Game")
void ExplodePawn () ;
void ExplodePawn Implementation();

UFUNCTION (BlueprintNativeEvent, Category = "Game")
void RecoverPawn () ;
voild RecoverPawn Implementation();

FTimerHandle RecoverTimer;
FTimerHandle IncreaseDifficultyTimer;

bool IsGameOver;

StreamArcadeGamemodeBase.cpp

#include "StreamArcadeGameModeBase.h"
#include "Pawns/PlayerPawn.h"

#include "Engine/World.h"
#include "TimerManager.h"
#include "Kismet/GameplayStatics.h"

AStreamArcadeGameModeBase: :AStreamArcadeGameModeBase () :

PlayerRecoverTime (3),

IncreaseDifficultyPeriod(4.f),

CurrentShootLevel (-1)
{

EnemySpawnController =
CreateDefaultSubobject<UEnemySpawnController> (TEXT ("EnemySpawnController"));

HealthsComponent = CreateDefaultSubobject<UGameHealthComponent> (TEXT ("HealthsComponent"));
}

void AStreamArcadeGameModeBase: :BeginPlay ()

{
Super: :BeginPlay () ;
HealthsComponent->HealthsEnded.AddDynamic (this, &AStreamArcadeGameModeBase: :EndGame) ;

PlayerPawn = Cast<APlayerPawn> (UGameplayStatics::GetPlayerPawn (this, 0));
if (!PlayerPawn) return;

ChangeShootLevel (true) ;
PlayerPawn->PawnDamaged.AddDynamic (this, &AStreamArcadeGameModeBase::ExplodePawn) ;

GetWorld () ->GetTimerManager () .SetTimer (IncreaseDifficultyTimer, this,
&AStreamArcadeGameModeBase: : IncreaseDifficulty,
IncreaseDifficultyPeriod,
true);

}

void AStreamArcadeGameModeBase: :ExplodePawn Implementation ()

{
PlayerPawn->ExplodePawn () ;

HealthsComponent->ChangeHealths (-1) ;
ChangeShootLevel (false) ;

if (!IsGameOver)
GetWorld () ->GetTimerManager () .SetTimer (RecoverTimer, this,
&AStreamArcadeGameModeBase: :RecoverPawn,
PlayerRecoverTime, false);

}

void AStreamArcadeGameModeBase: :RecoverPawn_ Implementation ()

{

PlayerPawn->RecoverPawn () ;

}

void AStreamArcadeGameModeBase: :EndGame ()

{

IsGameOver = true;
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EnemySpawnController->SetActive (false);
GameOver.Broadcast () ;
UGameplayStatics::GetPlayerPawn (this, 0)->Destroy();
UE LOG (LogTemp, Log, TEXT("GAME OVER!!!"));

SetPause (UGameplayStatics::GetPlayerController (this, 0), nullptr);
}

void AStreamArcadeGameModeBase: :IncreaseDifficulty ()
{

EnemySpawnController->ChangeStageTimeMultiplier = FMath::Max (EnemySpawnController—
>ChangeStageTimeMultiplier * 0.95,

0.4);

UE_LOG (LogTemp, Log, TEXT("Difficulty increased: %f"), EnemySpawnController-
>ChangeStageTimeMultiplier) ;
}

void AStreamArcadeGameModeBase: :AddPoints (int Points)
{

GamePoints += Points;

}

bool AStreamArcadeGameModeBase: :ChangeShootLevel (bool Up)

{
PlayerPawn = Cast<APlayerPawn> (UGameplayStatics::GetPlayerPawn (this, 0));
if (!PlayerPawn) return false;

int NewLevel = FMath::Clamp (CurrentShootLevel + (Up 2 1 : -1), 0, ShootInfolevels.Num() - 1);
if (NewLevel == CurrentShootLevel) return false;
CurrentShootLevel = NewLevel;
PlayerPawn->ShootComponent->ShootInfos = ShootInfolevels[CurrentShootLevel].ShootInfos;
PlayerPawn->ShootComponent->ShootPeriod = ShootInfolevels[CurrentShootLevel].ShootPeriod;
UE_LOG (LogTemp, Log, TEXT ("ChnagedShootPeriod: %f"),
ShootInfoLevels[CurrentShootLevel] .ShootPeriod) ;
if (Up) PlayerPawn->ShootComponent->RestartShooting();
return true;
StructsCollection.h
#pragma once

#include "CoreMinimal.h"

#include "Actors/Bonuses/Bonus.h"
#include "Actors/Projectiles/ShootProjectile.h"

#include "StructsCollection.generated.h"

class AEnemyPawn;

USTRUCT (BlueprintType)
struct FShootInfo

{
GENERATED_ BODY ()

public:
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")
TSubclassOf<AShootProjectile> ProjectileClass;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")
float Damage;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")
FVector Offset;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")

float Angle;
bi

USTRUCT (BlueprintType)



struct FEnemySpawnInfo

{
GENERATED_ BODY ()

public:

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Enemies")

TSubclassOf<AEnemyPawn> EnemyClass;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Enemies")

FTransform SpawnTransform;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Enemies")

int NumOfEnemies;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Enemies")

float SpawnDelay;

USTRUCT (BlueprintType)
struct FBonusChance

{
GENERATED_ BODY ()

public:

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Bonus")

TSubclassOf<ABonus> BonusClass;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Bonus")

float Chance;

USTRUCT (BlueprintType)
struct FShootInfolevel

{
GENERATED_BODY ()

public:

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")

TArray<FShootInfo> ShootInfos;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shooting")

float ShootPeriod;
}i

EnemyPawn.h

// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Pawn.h"
#include "Components/BoxComponent.h"
#include "Components/ShootComponent.h"
#include "Components/HealthComponent.h"
#include "Actors/Bonuses/Bonus.h"
#include "Components/ArrowComponent.h"
#include "Sound/SoundBase.h"

#include "EnemyPawn.generated.h"

UCLASS ()
class STREAMARCADE API AEnemyPawn : public APawn

{
GENERATED_BODY ()

public:
// Sets default values for this pawn's properties
AEnemyPawn () ;

protected:
// Called when the game starts or when spawned

virtual void BeginPlay() override;

void SpawnBonuses () ;
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UFUNCTION ()
void KillPawn () ;

UFUNCTION ()
void OnEnemyOverlap (AActor* OverlapedActor, AActor* OtherActor);

public:
// Called every frame
virtual void Tick(float DeltaTime) override;

UFUNCTION (BlueprintCallable, Category="Pawn")
void DestroyPawn () ;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Pawn")
UBoxComponent* PawnCollision;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Pawn")
UArrowComponent* ArrowComponent;

UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = "Pawn")
UStaticMeshComponent* PawnMesh;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
UShootComponent* ShootComponent;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
UHealthComponent* HealthComponent;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Pawn")
int DestroyPoints;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Bonus")
TArray<FBonusChance> PossibleBonuses;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Visual")
UParticleSystem* DestroyParticle;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Audio")
USoundBase* DestroySound;

EnemyPawn.cpp
// Fill out your copyright notice in the Description page of Project Settings.

#include "EnemyPawn.h"
#include "StreamArcadeGameModeBase.h"

#include "Kismet/GameplayStatics.h"
#include "GameFramework/DamageType.h"
#include "Components/StaticMeshComponent.h"

#include "Engine/World.h"

// Sets default values
AEnemyPawn: : AEnemyPawn ()
{
// Set this pawn to call Tick() every frame. You can turn this off to improve performance if
you don't need it.
PrimaryActorTick.bCanEverTick = true;

PawnCollision = CreateDefaultSubobject<UBoxComponent> (TEXT ("PawnCollision"));
RootComponent = PawnCollision;
PawnCollision->SetCollisionProfileName ("Pawn") ;

PawnMesh = CreateDefaultSubobject<UStaticMeshComponent> (TEXT ("PawnMesh")) ;
PawnMesh->SetupAttachment (PawnCollision, NAME None) ;
PawnMesh->SetCollisionEnabled (ECollisionEnabled: :NoCollision);

ArrowComponent = CreateDefaultSubobject<UArrowComponent> (TEXT ("Arrow"));
ArrowComponent->SetupAttachment (PawnCollision, NAME None);

ShootComponent = CreateDefaultSubobject<UShootComponent> (TEXT ("ShootComponent")) ;
HealthComponent = CreateDefaultSubobject<UHealthComponent> (TEXT ("HealthComponent")) ;
}

// Called when the game starts or when spawned
void AEnemyPawn::BeginPlay ()
{



Super: :BeginPlay () ;

HealthComponent->OnHealthEnded.AddDynamic (this, &AEnemyPawn::KillPawn) ;
OnActorBeginOverlap.AddDynamic (this, &AEnemyPawn::OnEnemyOverlap) ;
}

void AEnemyPawn::KillPawn ()
{
AStreamArcadeGameModeBase* Gamemode =
Cast<AStreamArcadeGameModeBase> (UGameplayStatics: :GetGameMode (this)) ;
if (Gamemode) Gamemode->AddPoints (DestroyPoints);

SpawnBonuses () ;

DestroyPawn () ;

}

void AEnemyPawn: :DestroyPawn ()

{
if (DestroyParticle)
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UGameplayStatics: :SpawnEmitterAtLocation (GetWorld (), DestroyParticle, GetActorTransform(),

true);
UGameplayStatics: :SpawnSound2D (GetWorld (), DestroySound) ;

Destroy () ;
}

void AEnemyPawn::OnEnemyOverlap (AActor* OverlapedActor, AActor* OtherActor)

{
if (OtherActor != UGameplayStatics::GetPlayerPawn (this, 0)) return;

const float AppliedDamage = UGameplayStatics::ApplyDamage (OtherActor, 100.f,
this, UDamageType::StaticClass());

if (AppliedDamage > 0.f) DestroyPawn();
}

void AEnemyPawn: :SpawnBonuses ()
{
FRandomStream Random;
Random.GenerateNewSeed () ;

FActorSpawnParameters SpawnParameters;
SpawnParameters.SpawnCollisionHandlingOverride =
ESpawnActorCollisionHandlingMethod: :AlwaysSpawn;

for (FBonusChance Bonus : PossibleBonuses) {
float RandChance = Random.RandRange (0.f, 100.f);
UE_LOG (LogTemp, Log, TEXT ("Bonus: %s, Chance needed: %f, Chance random:
*Bonus.BonusClass->GetName (), Bonus.Chance, RandChance) ;
if (RandChance < Bonus.Chance) {
UE_LOG (LogTemp, Log, TEXT("Bonus spawned"));
GetWorld () ->SpawnActor<ABonus> (Bonus.BonusClass, GetActorLocation(),
SpawnParameters) ;
break;

}
}

// Called every frame
void AEnemyPawn::Tick (float DeltaTime)

{
Super::Tick (DeltaTime) ;

const float WorldMoveOffset = -200.f * DeltaTime;
AddActorWorldOffset (FVector (WorldMoveOffset, 0.f, 0.f));
PlayerPawn.h
// Fill out your copyright notice in the Description page of Project Settings.
#pragma once
#include "CoreMinimal.h"
#include "GameFramework/Pawn.h"
#include "Components/BoxComponent.h"

#include "Camera/CameraComponent.h"
#include "Components/ShootComponent.h"

GetController (),

SE"),

FRotator (0.f),



#include "PlayerPawn.generated.h"
DECLARE DYNAMIC MULTICAST DELEGATE (FPawnDamagedEvent) ;

UCLASS ()
class STREAMARCADE API APlayerPawn : public APawn

{
GENERATED BODY ()

public:
APlayerPawn () ;

virtual void Tick(float DeltaTime) override;
virtual void SetupPlayerInputComponent (class UInputComponent* PlayerInputComponent) override;

UFUNCTION (BlueprintPure, BlueprintNativeEvent, Category = "Healths")
bool CanBeDamaged() ;
bool CanBeDamaged Implementation();

UFUNCTION (BlueprintCallable, BlueprintNativeEvent, Category = "Healths")
void ExplodePawn () ;
voild ExplodePawn Implementation();

UFUNCTION (BlueprintCallable, BlueprintNativeEvent, Category = "Healths")
void RecoverPawn () ;
vold RecoverPawn Implementation();

UFUNCTION (BlueprintCallable, Category = "ScreeenRes")
static FVector2D GetGameViewportSize();

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Pawn")
UBoxComponent* PawnCollision;

UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category="Pawn")
UStaticMeshComponent* PawnMesh;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Pawn")
UCameraComponent* PawnCamera;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
UShootComponent* ShootComponent;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Controls")
float TouchMoveSensivity;

UPROPERTY (BlueprintAssignable, Category = "Healths")
FPawnDamagedEvent PawnDamaged;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Pawn")
UMaterialInterface* RecoverMaterial;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Visual")
UParticleSystem* DestroyParticle;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "RotationAnimation™)
float maxRotationAngle = 40;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "RotationAnimation")
float targetlInterp = 0;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "RotationAnimation")
float delayTimerInterp = 0.05;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "RotationAnimation™)
float stepInterp = 0.05;

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;
virtual float TakeDamage (float Damage, const FDamageEvent& DamageEvent, AController*
InstigatedBy,
AActor* DamageCauser) override;
void OnTouchMove (ETouchIndex: :Type FingerIndex, FVector Location);
void OnTouchPress (ETouchIndex: :Type FingerIndex, FVector Location);
void OnTouchReleased (ETouchIndex: :Type FingerIndex, FVector Location);
virtual void PossessedBy (AController* NewController) override;
void RotationAnimation (const FVector& NewLocation);



void RotateBack();
APlayerController* PlayerController;
FVector2D MovelLimit;

FTimerHandle rotateAnimTimer;

private:
FVector2D TouchLocation;
float fromInterp;
double currentRotation = 0;
UMateriallInterface* PawnMaterial;

PlayerPawn.cpp

#include "PlayerPawn.h"

#include "AnimationCompression.h"

#include "Components/StaticMeshComponent.h"
#include "Particles/ParticleSystemComponent.h"
#include "Components/InputComponent.h"
#include "GameFramework/PlayerController.h"
#include "Kismet/GameplayStatics.h"
#include "TimerManager.h"

#include "EngineMinimal.h"

#include "Engine/Engine.h"

#include "Math/UnrealMathUtility.h"
#include "Kismet/KismetMathLibrary.h"

APlayerPawn: :APlayerPawn () : TouchMoveSensivity(1l.f)
{
// MoveLimit (FVector2D(500.f, 600.f))
PrimaryActorTick.bCanEverTick = true;

PawnCollision = CreateDefaultSubobject<UBoxComponent> (TEXT ("PawnCollision"));
RootComponent = PawnCollision;
PawnCollision->SetCollisionProfileName ("Pawn") ;
PawnCollision->SetCollisionResponseToChannel (ECC_PhysicsBody, ECR Ignore);

PawnMesh = CreateDefaultSubobject<UStaticMeshComponent> (TEXT ("PawnMesh")) ;
PawnMesh->SetupAttachment (PawnCollision, NAME None);

PawnCamera = CreateDefaultSubobject<UCameraComponent> (TEXT ("PawnCamera")) ;

ShootComponent = CreateDefaultSubobject<UShootComponent> (TEXT ("ShootComponent")) ;

}

// Called when the game starts or when spawned

void APlayerPawn: :BeginPlay ()

{
Super: :BeginPlay () ;
ShootComponent->StartShooting() ;
PawnMaterial = PawnMesh->GetMaterial (0);
MoveLimit = GetGameViewportSize();

UE_LOG(LogTemp, Log, TEXT("x: %f, y: 3%f"), MoveLimit.X, MoveLimit.Y);
}

// Called every frame
void APlayerPawn::Tick(float DeltaTime)
{
Super::Tick (DeltaTime) ;
}

void APlayerPawn: :PossessedBy (AController* NewController)

{
PlayerController = Cast<APlayerController> (NewController);

bool APlayerPawn::CanBeDamaged Implementation()

{

return bCanBeDamaged;

}

void APlayerPawn::ExplodePawn Implementation ()

{
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SetActorEnableCollision (false);
ShootComponent->StopShooting () ;
PawnMesh->SetMaterial (0, RecoverMaterial);

if (DestroyParticle)
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UGameplayStatics::SpawnEmitterAtLocation (GetWorld (), DestroyParticle, GetActorTransform(),

true);

for (UActorComponent* Component : GetComponentsByClass (UParticleSystemComponent::StaticClass()))

{

Component->Deactivate () ;

}
void APlayerPawn::RecoverPawn Implementation ()
{

SetActorEnableCollision (true);

ShootComponent->StartShooting () ;

PawnMesh->SetMaterial (0, PawnMaterial);

for (UActorComponent* Component : GetComponentsByClass (UParticleSystemComponent::StaticClass()))

{

Component->Activate (true) ;

}

float APlayerPawn::TakeDamage (float Damage, const FDamageEvent& DamageEvent, AController*
InstigatedBy,
AActor* DamageCauser)
{
if (!CanBeDamaged()) return 0.f;

Super: :TakeDamage (Damage, DamageEvent, InstigatedBy, DamageCauser);
PawnDamaged.Broadcast () ;
return Damage;

}

// Called to bind functionality to input
void APlayerPawn: :SetupPlayerInputComponent (UInputComponent* PlayerInputComponent)

{
Super: :SetupPlayerInputComponent (PlayerInputComponent) ;

InputComponent->BindTouch (IE Pressed, this, &APlayerPawn::0OnTouchPress);
InputComponent->BindTouch (IE_Released, this, &APlayerPawn::OnTouchReleased);
InputComponent->BindTouch (IE_Repeat, this, &APlayerPawn::OnTouchMove) ;

}

// Touch controls
void APlayerPawn::OnTouchMove (ETouchIndex::Type FingerIndex, FVector Location)

{

if (FingerIndex != ETouchIndex::Touchl) return;

GetWorld () ->GetTimerManager () .ClearTimer (rotateAnimTimer) ;

FVector2D TouchDeltaMove = FVector2D(TouchLocation.X - Location.X, TouchLocation.Y -
Location.Y);

TouchDeltaMove = TouchDeltaMove * TouchMoveSensivity;

FVector NewLocation = GetActorLocation();

NewLocation.X = FMath::Clamp (NewLocation.X + TouchDeltaMove.Y, -MovelLimit.Y, MoveLimit.Y);

NewLocation.Y = FMath::Clamp (NewLocation.Y + TouchDeltaMove.X * -1.f, -Movelimit.X,
MoveLimit.X) ;

RotationAnimation (NewLocation) ;

SetActorLocation (NewLocation) ;
TouchLocation = FVector2D(Location.X, Location.Y);

}

void APlayerPawn::0OnTouchPress (ETouchIndex::Type FingerIndex, FVector Location)

{

TouchLocation = FVector2D(Location.X, Location.Y);

}

void APlayerPawn::0OnTouchReleased (ETouchIndex: :Type FingerIndex, FVector Location)

{



fromInterp = currentRotation;

GetWorld () ->GetTimerManager () .SetTimer (rotateAnimTimer, this, &APlayerPawn::RotateBack,
delayTimerInterp, true, 0);
}

void APlayerPawn::RotationAnimation (const FVector& NewLocation)
{

const auto forwardVector = UKismetMathLibrary::GetDirectionUnitVector (NewLocation,
GetActorLocation()) ;

const auto forwardY = forwardVector.Y < 0 ? 1 : forwardVector.Y == 0 2 0 : -1;

currentRotation = PawnMesh->GetComponentRotation().Roll + 1.01 * forwardY;
if (UKismetMathLibrary::Abs (currentRotation) <= maxRotationAngle)
{

PawnMesh->SetWorldRotation (FRotator (0, 0, currentRotation));

}

void APlayerPawn: :RotateBack ()

{
fromInterp = FMath::FInterpTo (fromInterp, targetInterp, 3, steplnterp);
PawnMesh->SetWorldRotation (FRotator (0, 0, fromInterp)):;
if (fromInterp == targetInterp) GetWorld()->GetTimerManager () .ClearTimer (rotateAnimTimer) ;

}

FVector2D APlayerPawn: :GetGameViewportSize ()
{
FVector2D Result = FVector2D(1l, 1);
if (GEngine && GEngine->GameViewport)
{
GEngine->GameViewport->GetViewportSize (Result) ;

}

return Result;

EnemySpawnController.h
// Fill out your copyright notice in the Description page of Project Settings.

#pragma once
#include "CoreMinimal.h"

#include "Components/ActorComponent.h"
#include "Pawns/EnemyPawn.h"
#include "StructsCollection/StructsCollection.h"

#include "EnemySpawnController.generated.h"

UCLASS ( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
class STREAMARCADE API UEnemySpawnController : public UActorComponent
{

GENERATED BODY ()
public:

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Enemies")
TArray<FEnemySpawnInfo> SpawnStages;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Enemies")
float StageMinDelay;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Enemies")
float StageMaxDelay;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Enemies")
float ChangeStageTimeMultiplier;

protected:
virtual void BeginPlay() override;
virtual void Deactivate () override;
void StartSpawnStage () ;
void SpawnEnemy () ;

FEnemySpawnInfo SpawnStage;
int EnemiesSpawned;
FTimerHandle ChangeStageTimer;
FTimerHandle EnemySpawnTimer;
FRandomStream Random;
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EnemySpawnController.cpp

// Fill out your copyright notice in the Description page of Project Settings.

#include "EnemySpawnController.h"
#include "Engine/World.h"
#include "TimerManager.h"

// Called when the game starts

void UEnemySpawnController::BeginPlay ()

{
Super: :BeginPlay () ;
Random.GenerateNewSeed () ;
StartSpawnStage () ;

}

void UEnemySpawnController::Deactivate ()
{

Super: :Deactivate () ;

GetWorld () ->GetTimerManager () .ClearTimer (ChangeStageTimer) ;
GetWorld () ->GetTimerManager () .ClearTimer (EnemySpawnTimer) ;

}

void UEnemySpawnController::StartSpawnStage ()

{
SpawnStage = SpawnStages[Random.RandRange (0, SpawnStages.Num() - 1)];

EnemiesSpawned = 0;
SpawnEnemy () ;

const float ChangeStageTime = Random.RandRange (StageMinDelay, StageMaxDelay) *
ChangeStageTimeMultiplier;
GetWorld () ->GetTimerManager () .SetTimer (ChangeStageTimer, this,
&UEnemySpawnController: :StartSpawnStage,
ChangeStageTime, false);
}

void UEnemySpawnController::SpawnEnemy ()
{

const FActorSpawnParameters SpawnParameters;

GetWorld () ->SpawnActor<AEnemyPawn> (SpawnStage.EnemyClass, SpawnStage.SpawnTransform,
SpawnParameters) ;

EnemiesSpawned++;
if (EnemiesSpawned < SpawnStage.NumOfEnemies)
{
GetWorld () ->GetTimerManager () .SetTimer (EnemySpawnTimer, this,
&UEnemySpawnController: :SpawnEnemy,
SpawnStage.SpawnDelay, false);
}

GameHealthComponent.h
// Fill out your copyright notice in the Description page of Project Settings.
#pragma once
#include "CoreMinimal.h"
#include "Components/ActorComponent.h"
#include "GameHealthComponent.generated.h"
DECLARE DYNAMIC MULTICAST DELEGATE (FHealthsEndedEvent) ;

DECLARE DYNAMIC MULTICAST DELEGATE OneParam(FHealthsChangedEvent, int, ChangeValue);

UCLASS ( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
class STREAMARCADE API UGameHealthComponent : public UActorComponent

{
GENERATED BODY ()

public:
// Sets default values for this component's properties
UGameHealthComponent () ;
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UFUNCTION (BlueprintCallable, Category = "Game Health")
void ChangeHealths (int ByValue) ;

UFUNCTION (BlueprintPure, Category = "Game Health")
int GetHealths();

UPROPERTY (BlueprintAssignable, Category = "Game Health")
FHealthsEndedEvent HealthsEnded;

UPROPERTY (BlueprintAssignable, Category = "Game Health")
FHealthsChangedEvent HealthsChanged;

protected:
virtual void BeginPlay() override;

UPROPERTY (EditAnywhere, Category = "Game Health")
int Healths;

GameHealthComponent.cpp
// Fill out your copyright notice in the Description page of Project Settings.
#include "GameHealthComponent.h"

#include "GameFramework/Pawn.h"
#include "Kismet/GameplayStatics.h"

// Sets default values for this component's properties

UGameHealthComponent: :UGameHealthComponent () :
Healths (3)

{

}

// Called when the game starts
void UGameHealthComponent: :BeginPlay ()
{
Super: :BeginPlay () ;
APawn* PlayerPawn = UGameplayStatics::GetPlayerPawn (this, 0);
if (!PlayerPawn) {
UE LOG (LogTemp, Error, TEXT("No playerPawn!!!™));
return;
}
void UGameHealthComponent: :ChangeHealths (int ByValue)
{
Healths += ByValue;
HealthsChanged.Broadcast (ByValue) ;
if (Healths <= 0) {
HealthsEnded.Broadcast () ;
}

UE_LOG (LogTemp, Log, TEXT("Health changed: %i"), Healths);
}

int UGameHealthComponent::GetHealths () const
{
return Healths;
HealthComponent.h
// Fill out your copyright notice in the Description page of Project Settings.
#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Controller.h"
#include "Components/ActorComponent.h"

#include "HealthComponent.generated.h"
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DECLARE_DYNAMIC MULTICAST DELEGATE (FHealthEndedEvent) ;

UCLASS (ClassGroup = (Custom), meta = (BlueprintSpawnableComponent))
class STREAMARCADE API UHealthComponent : public UActorComponent
{

GENERATED BODY ()

public:
UHealthComponent () ;

UFUNCTION (BlueprintCallable, Category = "Health")
void ChangeHealth (float Value);

UFUNCTION (BlueprintPure, Category = "Health")
float GetHealth();

UPROPERTY (BlueprintAssignable, Category = "Health")
FHealthEndedEvent OnHealthEnded;

protected:
virtual void BeginPlay() override;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Health")
float Health;

UFUNCTION ()
void OnOwnerDamaged (AActor* DamagedActor, float Damage, const UDamageType* DamageType,
AController* Instigator, AActor* DamageCauser);
bi

HealthComponent. cpp
// Fill out your copyright notice in the Description page of Project Settings.

#include "HealthComponent.h"

#include "GameFramework/Actor.h"

// Sets default values for this component's properties
UHealthComponent: :UHealthComponent () :
Health(100)
{
}

// Called when the game starts
void UHealthComponent::BeginPlay ()
{

Super: :BeginPlay () ;

GetOwner () ->OnTakeAnyDamage . AddDynamic (this, &UHealthComponent::0nOwnerDamaged) ;
}

void UHealthComponent::0nOwnerDamaged (AActor * DamagedActor, float Damage, const UDamageType*
DamageType, AController * Instigator, AActor * DamageCauser)
{
ChangeHealth (-Damage) ;
}

void UHealthComponent::ChangeHealth (float Value)
{
Health += Value;
if (Health <= 0.f) {
GetOwner () ->OnTakeAnyDamage.RemoveDynamic (this, &UHealthComponent::0OnOwnerDamaged) ;
OnHealthEnded.Broadcast () ;
}
float UHealthComponent::GetHealth() const
{
return Health;
}
ShootComponent.h
// Fill out your copyright notice in the Description page of Project Settings.

#pragma once



#include

#include
#include

#include

#include
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"CoreMinimal.h"

"StructsCollection/StructsCollection.h"
"Actors/Projectiles/ShootProjectile.h"

"Components/ActorComponent.h"

"ShootComponent.generated.h"

UCLASS ( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
class STREAMARCADE API UShootComponent : public UActorComponent

{

GENERATED BODY ()

public:

UShootComponent () ;

UFUNCTION (BlueprintCallable, Category = "Shooting")
void StartShooting() ;
UFUNCTION (BlueprintCallable, Category "Shooting")
void StopShooting();
UFUNCTION (BlueprintCallable, Category = "Shooting")
void RestartShooting();
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Shooting")
float ShootPeriod;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Shooting")

TArray<FShootInfo> ShootInfos;

protected:
virtual void BeginPlay() override;
void Shoot();
FTimerHandle ShootingTimer;

ShootComponent.cpp

// Fill out your copyright notice in the Description page of Project Settings.

#include "ShootComponent.h"

#include "Engine/World.h"
#include "TimerManager.h"

// Sets default values for this component's properties
UShootComponent: :UShootComponent () : ShootPeriod(l.f)

{
}

void UShootComponent::BeginPlay ()

{

Super: :BeginPlay () ;

StartShooting () ;

}

void UShootComponent: :Shoot ()

{
for

{

(FShootInfo ShootInfo : ShootInfos)

FActorSpawnParameters SpawnParameters;

SpawnParameters.Owner = GetOwner();

SpawnParameters.SpawnCollisionHandlingOverride =
ESpawnActorCollisionHandlingMethod: :AlwaysSpawn;

FVector SpawnLocation =

GetOwner () ->GetActorLocation ()
+

GetOwner () ->GetActorRotation () .RotateVector (ShootInfo.Offset);

FRotator SpawnRotation = GetOwner () ->GetActorRotation();
SpawnRotation.Add (0.f, ShootInfo.Angle, 0.f);

AShootProjectile* Projectile = GetWorld() -
>SpawnActor<AShootProjectile> (ShootInfo.ProjectileClass, SpawnLocation, SpawnRotation,
SpawnParameters) ;



if (Projectile) Projectile->Damage = ShootInfo.Damage;
}

void UShootComponent::StartShooting ()
{
GetWorld () ->GetTimerManager () .SetTimer (ShootingTimer, this, &UShootComponent
ShootPeriod, true, ShootPeriod);
}

void UShootComponent::StopShooting ()
{
GetWorld () ->GetTimerManager () .ClearTimer (ShootingTimer) ;

}
void UShootComponent::RestartShooting()
{

StopShooting() ;
StartShooting () ;

PlaygroundBorder.h
// Fill out your copyright notice in the Description page of Project Settings.
#pragma once
#include "CoreMinimal.h"
#include "GameFramework/Actor.h"
#include "PlaygroundBorder.generated.h"
UCLASS ()
class STREAMARCADE API APlaygroundBorder : public AActor
{

GENERATED BODY ()

public:
APlaygroundBorder () ;

virtual void NotifyActorEndOverlap (AActor* OtherActor) override;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly)
class UBoxComponent* Trigger;
bi
PlaygroundBorder.cpp

// Fill out your copyright notice in the Description page of Project Settings.

#include "PlaygroundBorder.h"
#include "Pawns/PlayerPawn.h"

#include "Components/BoxComponent.h"

// Sets default values
APlaygroundBorder: :APlaygroundBorder ()

{
Trigger = CreateDefaultSubobject<UBoxComponent> (TEXT ("Trigger"));
SetRootComponent (Trigger) ;

Trigger->SetCollisionProfileName ("OverlapAll");
}

void APlaygroundBorder: :NotifyActorEndOverlap (AActor * OtherActor)
{
Super: :NotifyActorEndOverlap (OtherActor) ;

if (!OtherActor) return;
if (Cast<APlayerPawn> (OtherActor)) return;

OtherActor->Destroy () ;
ShootProjectile.h
// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

: :Shoot,
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#include "CoreMinimal.h"

#include "GameFramework/Actor.h"
#include "Components/SphereComponent.h"

#include "ShootProjectile.generated.h"

UCLASS ()
class STREAMARCADE API AShootProjectile : public AActor

{
GENERATED BODY ()

public:
AShootProjectile();
virtual void Tick(float DeltaTime) override;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
USphereComponent* Collision;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
UStaticMeshComponent* Mesh;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
UParticleSystemComponent* Particle;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Shooting")
float ProjectileSpeed;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Shooting")
float Damage;

protected:
virtual void BeginPlay() override;

UFUNCTION ()

void OnProjectileOverlap (UPrimitiveComponent* OpelappedComp, AActor* OtherActor,

UPrimitiveComponent* OtherComp,
int32 BodyIndex, bool Sweep, const FHitResult& Hit);
bi

ShootProjectile.cpp
// Fill out your copyright notice in the Description page of Project Settings.

#include "ShootProjectile.h"

#include "Kismet/GameplayStatics.h"

#include "GameFramework/Pawn.h"

#include "GameFramework/DamageType.h"

#include "Components/BoxComponent.h"

#include "Components/StaticMeshComponent.h"
#include "Particles/ParticleSystemComponent.h"
//#include "Pawns/EnemyPawn.h"

// Sets default values
AShootProjectile: :AShootProjectile ()

ProjectileSpeed (1000.f)
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// Set this actor to call Tick() every frame. You can turn this off to improve performance if

you don't need it.
PrimaryActorTick.bCanEverTick = true;

Collision = CreateDefaultSubobject<USphereComponent> (TEXT ("ProjectileCollision"));

RootComponent = Collision;
Collision->SetCollisionEnabled (ECollisionEnabled: :NoCollision);

Mesh = CreateDefaultSubobject<UStaticMeshComponent> (TEXT ("Mesh")) ;
Mesh->SetupAttachment (Collision);
Mesh->SetCollisionProfileName ("NoCollision") ;

Particle = CreateDefaultSubobject<UParticleSystemComponent> (TEXT ("Particle"));
Particle->SetupAttachment (Collision) ;
}

// Called when the game starts or when spawned
void AShootProjectile::BeginPlay ()

{
Super: :BeginPlay () ;
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if (GetOwner())
{

UBoxComponent* OwnerCollision = GetOwner () ->FindComponentByClass<UBoxComponent> () ;
Collision->IgnoreComponentWhenMoving (OwnerCollision, true);
OwnerCollision->IgnoreComponentWhenMoving (Collision, true);

Collision->SetCollisionEnabled(ECollisionEnabled: :QueryOnly) ;
}

Collision->OnComponentBeginOverlap.AddDynamic (this, &AShootProjectile::OnProjectileOverlap);
}

void AShootProjectile::0OnProjectileOverlap (UPrimitiveComponent* OpelappedComp, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 BodyIndex, bool
Sweep,
const FHitResulté& Hit)

{
APawn* OtherPawn = Cast<APawn> (OtherActor);

if (!OtherActor || !OtherPawn) return; // If no overlapped actor or it is not a pawn
if (!GetOwner()) return;

APawn* PawnOwner = Cast<APawn> (GetOwner ());

if (!PawnOwner) return;

AController* Damagelnstigator = PawnOwner->GetController();
if (!PawnOwner->GetController () && !OtherPawn->GetController()) return;

UGameplayStatics: :ApplyDamage (OtherActor, Damage, Damagelnstigator, this,
UDamageType: :StaticClass());

Destroy () ;
}

void AShootProjectile::Tick(float DeltaTime)
{
Super::Tick(DeltaTime) ;

AddActorLocalOffset (FVector (ProjectileSpeed * DeltaTime, 0.f, 0.f));

PawnShield.h
// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Actor.h"
#include "PawnShield.generated.h"
class APlayerPawn;

UCLASS ()
class STREAMARCADE API APawnShield : public AActor
{
GENERATED_ BODY ()
public:
APawnShield() ;

UFUNCTION (BlueprintCallable, Category = "Shield")
void ActivateShield(APlayerPawn* PlayerPawn) ;

UFUNCTION (BlueprintCallable, Category = "Shield")
void DeactivateShield();

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Shield")
float ShieldTime;

protected:
FTimerHandle ShieldTimer;
class APlayerPawn* ShildForPawn;

PawnShield.cpp
// Fill out your copyright notice in the Description page of Project Settings.

#include "PawnShield.h"
#include "Pawns/PlayerPawn.h"



#include "Engine/World.h"
#include "TimerManager.h"

// Sets default values

APawnShield: :APawnShield () :
ShieldTime (5. f)

{

}

void APawnShield::ActivateShield (APlayerPawn* PlayerPawn)
{
if (!PlayerPawn)
{
Destroy () ;
return;
}
ShildForPawn = PlayerPawn;
PlayerPawn->bCanBeDamaged = false;

FAttachmentTransformRules AttachRules = FAttachmentTransformRules (
EAttachmentRule: :SnapToTarget,
EAttachmentRule: :SnapToTarget,
EAttachmentRule: :KeepWorld,
false
)i
AttachToActor (PlayerPawn, AttachRules);

GetWorld () ->GetTimerManager () .SetTimer (ShieldTimer, this, &APawnShield

ShieldTime, false);
}

void APawnShield::DeactivateShield()

{
if (!ShildForPawn) return;
ShildForPawn->bCanBeDamaged = true;
Destroy () ;

Bonus.h

::DeactivateShield,

// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Actor.h"
#include "Bonus.generated.h"

UCLASS (Blueprintable)
class STREAMARCADE API ABonus : public AActor

{
GENERATED BODY ()

public:
// Sets default values for this actor's properties
ABonus () ;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Shooting")
class USphereComponent* Collision;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Visual")
UParticleSystem* CollectParticle;

protected:
virtual void NotifyActorBeginOverlap (AActor* OtherActor) override;
virtual void Tick(float DeltaTime) override;

UFUNCTION (BlueprintNativeEvent)

void BonusCollected() ;
virtual void BonusCollected Implementation();

Bonus.cpp

// Fill out your copyright notice in the Description page of Project Settings.

#include "Bonus.h"
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#include "Pawns/PlayerPawn.h"

#include "Components/SphereComponent.h"
#include "Components/StaticMeshComponent.h"
#include "Kismet/GameplayStatics.h"

// Sets default values
ABonus: :ABonus ()

{

PrimaryActorTick.bCanEverTick = true;

Collision = CreateDefaultSubobject<USphereComponent> (TEXT ("BonusCollision"));

RootComponent = Collision;

Collision->SetCollisionObjectType (ECC_WorldDynamic) ;
Collision->SetSphereRadius (50) ;
}

void ABonus::NotifyActorBeginOverlap (AActor* OtherActor)
{
Super: :NotifyActorEndOverlap (OtherActor) ;

UE LOG (LogTemp, Log, TEXT("Bonus overlap"));
if (!OtherActor) return;
if (!Cast<APlayerPawn> (OtherActor)) return;

UE_LOG (LogTemp, Log, TEXT("Bonus CHAR overlap"));
BonusCollected() ;
}

void ABonus::BonusCollected Implementation ()
{
if (CollectParticle)
UGameplayStatics: :SpawnEmitterAtLocation (GetWorld (), CollectParticle,
true) ;
Destroy () ;
}

// Called every frame
void ABonus::Tick(float DeltaTime)
{
Super::Tick(DeltaTime) ;
float WorldMoveOffset = -200.f * DeltaTime;
AddActorWorldOffset (FVector (WorldMoveOffset, 0.f, 0.f));
BonusPoint.h
#pragma once
#include "CoreMinimal.h"
#include "Actors/Bonuses/Bonus.h"
#include "BonusPoints.generated.h"
UCLASS ()
class STREAMARCADE API ABonusPoints : public ABonus
{
GENERATED_BODY()
public:
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Bonus")
int Points;
protected:
virtual void BonusCollected Implementation() override;

bi

BonusPoint.cpp
// Fill out your copyright notice in the Description page of Project Settings.

#include "BonusPoints.h"

#include "Kismet/GameplayStatics.h"
#include "StreamArcadeGameModeBase.h"

GetActorTransform(),
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void ABonusPoints::BonusCollected Implementation ()
{
AStreamArcadeGameModeBase* Gamemode =
Cast<AStreamArcadeGameModeBase> (UGameplayStatics: :GetGameMode (this)) ;
if (Gamemode) Gamemode->AddPoints (Points);

Super: :BonusCollected Implementation();
BonusShield.h

#pragma once
#include "CoreMinimal.h"
#include "Actors/Bonuses/Bonus.h"
#include "BonusShield.generated.h"
class APawnShield;
UCLASS ()
class STREAMARCADE API ABonusShield : public ABonus
{

GENERATED BODY ()
public:

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Shield")

TSubclassOf<APawnShield> ShieldClass;

protected:
virtual void BonusCollected Implementation() override;

bi
BonusShield.cpp
// Fill out your copyright notice in the Description page of Project Settings.
#include "BonusShield.h"
#include "Kismet/GameplayStatics.h"
#include "Pawns/PlayerPawn.h"
#include "Engine/World.h"
#include "Actors/Other/PawnShield.h"
void ABonusShield::BonusCollected Implementation ()
{
APawn* Pawn = UGameplayStatics::GetPlayerPawn (this, 0);
if (!Pawn) return;
APlayerPawn* PlayerPawn = Cast<APlayerPawn> (Pawn);
if (!PlayerPawn || !PlayerPawn->bCanBeDamaged) return;
FActorSpawnParameters SpawnParams;
SpawnParams.Owner = PlayerPawn;
SpawnParams.SpawnCollisionHandlingOverride =
ESpawnActorCollisionHandlingMethod: :AlwaysSpawn;
APawnShield* Shield = GetWorld()->SpawnActor<APawnShield>(ShieldClass,
if (Shield) Shield->ActivateShield(PlayerPawn) ;

Super: :BonusCollected Implementation();
BonusLevelUp.h

// Fill out your copyright notice in the Description page of Project Settings.
#pragma once
#include "CoreMinimal.h"
#include "Actors/Bonuses/Bonus.h"
#include "BonusShootLevelUp.generated.h"
UCLASS ()

class STREAMARCADE API ABonusShootLevelUp : public ABonus

{
GENERATED BODY ()

SpawnParams) ;
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protected:

virtual void BonusCollected Implementation() override;
}i

BonusLevelUp.cpp
// Fill out your copyright notice in the Description page of Project Settings.

#include "BonusShootLevelUp.h"
#include "Kismet/GameplayStatics.h"
#include "StreamArcadeGameModeBase.h"

void ABonusShootLevelUp: :BonusCollected Implementation ()
{
AStreamArcadeGameModeBase* Gamemode =
Cast<AStreamArcadeGameModeBase> (UGameplayStatics: :GetGameMode (this)) ;
if (!Gamemode) return;
Gamemode->ChangeShootLevel (true) ;
Super: :BonusCollected Implementation();
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