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dakynbTeT 1IHPOPMATUKH Ta OOUUCTIOBATBHOT TEXHIKU

Kadenpa inpopmatuku Ta nporpaMHoi iHXKeHEpii

PiBeHp BHUIIOT OCBITH — nepIuiil (0akagaBpChKHUiA)
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piBHIB(KOMIIJIEKCHA TeMa)
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IUINIOMHOT'O MPOEKTYBAHHS, aHAJII3 IPEAMETHOI 001aCTl, aHaJ13 ICHYIOUNX TEXHIYHUX
pilIEHb, aHAJI3 Ta MOJICJIFOBAHHS 013HEC-IIPOIICCIB.

2) Po3po0OsienHst BUMOT JI0 IPOrpaMHOr0 3a0e3medeHHs: BaplaHTH BUKOPUCTAHHS
OPOrpaMHOro 3a0e3medueHHs, po3po0eHHsT (PYHKI[IOHAIBHUX BHMOTI, PO3pPOOJIEHHS
HE(YHKIIOHAJILHUX BHMOT, aHadl3 CHUCTEMHHMX BHMMOI, aHadl3 E€KOHOMIYHHUX
IIOKA3HUKIB.

3) KoHcTpyioBaHHsI Ta po3poOJICHHS IpOrpaMHOro 3abe3medueHHs: apXITeKTypa
IPOrPaMHOr0 3a0ecHedeHHs, apXITEKTYpHI pIMICHHS Ta OOIPYHTYBaHHSI BHOODY
3ac001B_po3poOKH, KOHCTPYIOBAHHS IIPOrpaMHOI0 3abe3leueHHs, aHajl3 0e3leKu
JTAaHUX




4) Amnami3 SKOCTI Ta TECTYBAaHHSA NOPOrpPaMHOro 3a0e3lmedeHHs: aHaml3 SKOCTI
IPOrpaMHOro 3a0e3meueHHs, ONMC MPOIECIB TECTYBAHHS, OIMC KOHTPOJIBLHOIO
PUKJIAAY.

5) PosropranHs Ta CyIpoOBLI IPOrPAMHOr0 3a0e30eUeHHsI: PO3rOPTaHHs IIPOrPaAMHOIO
3a0€e31eUeHHsI, CYIPOBLI IPOrpaMHOro 3a0€31eUeHHS.

5. Ilepenik rpadigyaoro marepiary
1) Cxema CTpYKTYpHA BaplaHTIB BUKOPHUCTAHb
2) iarpamMu Kj1aciB IpOTpaMHOTO 3a0ecreueHHs
3) KpecneHHs BUIIISILY €KpaHHUX hOpM

6. KoHCynbTaHTH pO3/1I1B IPOEKTY

Iligmuc, nata

[Ipi3Buie, iHiIiaaKM Ta Mocaaa
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3 [ToctanoBka Ta dhopMasizalis 3a1adi 22.04.2025
4 Po3pobka indopmartiitnoro 3abe3nedeHHs 23.04.2025
5 AnropurMizariis 3agadi 28.04.2025
6 O6rpyHTyBaHH}1 1§H6opy BUKOPHCTAHUX 02.05.2025
TEXHIUYHHUX 3ac00iB
7 Po3pobka mporpamMHOTro 3a0e3meueHHs 10.05.2025
8 Hanaromkenns nporpamu 13.05.2025
9 BukonaHnHs rpadigyHUX TOKYMEHTIB 27.05.2025
10 | OdbopmiteHHs TOSCHIOBAUIBHOI 3aIIUCKU 01.06.2025
11 | lMomanus I Ha momepeaHii 3aXUcCT 02.06.2025
12 | logannst Al peuenseHty 10.06.2025
13 | Tlopanus Il Ha OCHOBHUM 3aXUCT 16.06.2025
CryneHt Brnaagucnas JIOI'BMMHEHKO
(migmuc) (iHinianu, npi3BuLLIe)
KepiBank Anton INOYUYIH

(migrmc) (iHinianm, npi3BuUILe)



AHOTAINIA

[TosicHIOBaNbHA 3amMcKa JUIMJIOMHOTO MPOEKTY CKIAAAETHCA 3 I SITH PO3ALIIB,
MicTuTh 37 Tabnuib, 29 pucyHkiB Ta 20 mkepen — 3aranoM 84 CTOPIHOK.

JIMIUIOMHUI  TPOEKT NPUCBAYEHUM PO3POOII KIACHYHOI TIPU Yy KaHpi
rutatgopMep 3 po3poOKOI0 pelaKTopa PiBHIB.

Meta - pPO3BHTOK JIOTIYHOTO Ta BIOCKOHAJEHHSI CTPATETIYHOTO MHCIIEHHS
TpaBIsd

Y poznut «IIpennpoekTHe OOCTEXKEHHSI MPEAMETHOI 00J1acTi» PO3TIISTHYTO
MIOCTAaHOBKY 3aBJaHHS IUIJIOMHOTO TMPOEKTYBAaHHS, BUKOHAHO aHaNi3 MPEIMETHOI
o6J1acTi, MPOBEJICHO OTJISAM ICHYIOUMX IMPOTrpaMHHMX Ta TEXHIYHUX PIIICHb, a TaKOX
3MO/ISITLOBAHO BIIMOBITHI O13HEC-TIPOIIECH.

Poznin «Indopmariiitne 3a0e3meueHHs» MPUCBIYCHUN BU3HAYEHHIO BapiaHTIB
BUKOPUCTaHHSI TIPOrpaMHOro 3a0e3nedyeHHs, po3po0JieHHI0 (YHKIIOHATBHUX 1
He(PYHKIIOHAJIbHUX BUMOT, aHAI13y CUCTEMHHX T4 EKOHOMIYHUX TTOKAa3HUKIB, a TAKOXK
(bopMyITIOBaHHIO 3aBAAHHS Ha pO3pOOKY MPOTrpaMHOTO 3a0e3MeUeHHs.

Poznin «KoHcTpyroBaHHS Ta pO3pOOJNEHHS TMPOTPAMHOTO 3a0e3MEeUCHHSD)
MPUCBSIUEHUH OMUCY apXITEKTYPH KIIEHTCHKOI Ta CEPBEPHOI YaCTHH, OOTPYHTYBaHHIO
BUOOpPY TEXHOJOTIYHOTO CTEKYy, peanizaiii KIHYOBHUX KOMIIOHEHTIB MPOTPaMHOI0
3a0e3MeyeHHsl Ta aHali3y Oe3MeKn JaHHX.

Po3min  «AHani3 AKOCTI Ta TECTyBaHHA MPOTPAMHOrO 3a0e3lneueHHs»
MPUCBSIYEHUH OIIIHIII SKOCTI IPOrPaMHOTO MPOYKTY, OTMHCY TPOBEJCHUX TECTYBaHb 1
KOHTPOJIbHOTO MPUKIIALIY.

Poznin «Posropranss Ta CympoBil MPOrpaMHOTO 3a0€3MEYCHHSD MPUCBIYCHUN
OMKCY MPOLECY PO3rOpPTaHHS MPOrpaMHOro 3a0e3nedyeHHs Ta opraHizaiii Horo
CYTIPOBOY MICJS BOPOBAKEHHS.

[Tporpamue 3abe3nevYeHHs BIPOBAHKEHO IS MMEPCOHATBHUX KOMIT FOTEpIiB Ha
tatrgopmi Windows

KJIIOYOBI CJIOBA: KOMIT'IOTEPHA TPA, PEJIAKTOP PIBHIB,
[UIAT®OPMEP, I'POBUI IHTEP®ENC, I'POBUI BCECBIT.



ABSTRACT

The explanatory note of the diploma project consists of five sections, contains
37 tables, 29 figures and 20 sources — in total 84 pages.

The purpose of the diploma project is the development of a classic platformer
game along with the creation of a level editor.

The goal is to enhance the player's logical and strategic thinking.

The section «Pre-project analysis of the subject area» presents the formulation
of the diploma design task, an analysis of the subject area, a review of existing software
and technical solutions, and the modeling of relevant business processes.

The section «Information support» focuses on defining software use cases,
developing functional and non-functional requirements, analyzing system and
economic indicators, and formulating the software development task.

The section «Design and development of software» is devoted to the architecture
of both the client and server sides, the rationale for choosing the technology stack, the
implementation of key software components, and the analysis of data security.

The section «Quality analysis and software testing» is dedicated to assessing the
quality of the software product, describing the testing process, and presenting a
validation example.

The section «Deployment and maintenance of software» describes the process
of deploying the software and organizing its post-deployment maintenance.

The software has been deployed for personal computers on the Windows
platform.

KEYWORDS: COMPUTER GAME, LEVEL EDITOR, PLATFORMER,
GAME INTERFACE, GAME UNIVERSE.
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1 HAWMEHYBAHHS TA T'AJTY3b 3ACTOCYBAHHS

HaszBa po3poOku: Kimacuuna rpa y xkaHpi 1iatrdopmep, 3 PpO3pOOKOrO
penakTopa piBHIB (KOMIUIEKCHA TEMA).

lNany3p 3acTocyBaHHS:

HaBenene TexHiuHe 3aBAaHHS MOLIMPIOETHCS HA PO3POOKY KOMII'FOTEPHOI
rpu «Level Kingy [045480], koTpa BUKOPUCTOBY€ETHCS ISl BAKOPUCTAHHSA y Traiy3i

pO3Bar, MOTEHI[IHHUMHU KOPUCTYyBauYaMU SIKO1 € JIFOOUTEI KOMIT FOTEPHUX 1rop.



2 IIACTABA JIA PO3POBKHA

[TincraBoro nst po3podbku «Level King» € 3aBmaHHsS Ha JUIIJIOMHE
IPOEKTYBaHHS, 3aTBep/KeHe Kadenporo 1HQOpPMATHKK Ta MPOrpamMHOi 1HXKEHepli
HamionansHoro texHigyHOro yHiBepcuTeTy YKpainnm «KHiBCHKHI MOMITEXHIYHHIMA

1HCTUTYT IMeH1 [ropst CikopchbKOroy.



3 TIPU3HAYEHHS PO3POBKH

Po3pobOka mpu3HaveHa AJis po3Bar i TpeHyBaHHS CTPATETiYHOTO i JIOTIYHOTO
MUCJICHHSI KOPUCTYBa4a 3a PaXyHOK MPOXOHKCHHSI PiBHIB TPH.
MeToro po3poOKH € CHpHUSIHHS PO3BUTKY JIOTIYHOTO Ta CTPATErivyHOTO

MMUCJICHHS I'paBLis.



4 BHUMOI'U A0 MPOTI'PAMHOI'O 3ABE3ITEYEHHSA
4.1 Bumoru 10 QyHKIIOHATBEHUX XapaKTEPUCTUK

[Iporpamue 3a0e3nedeHHs TOBUHHO 3a0€3MeuyBaTH BUKOHAHHS HACTYyITHUX

OCHOBHUX (PyHKIIII:
4.1.1 KopucrtyBanupkoro iHtepdeiicy

— TOJIOBHE MEHIO, IO MICTUTh KHOTKHU 13 HACTYMHUM (YHKI[IOHAIOM:
NEpEeUTH 0 MEHIO TOTOBUX PIiBHIB, TICPEUTH IO PENaKTOpa piBHIB, MEPEUTH IO

MEHIO BJIACHUX PIBHIB, IEPEUTH 10 MEHIO OOMIHY PIBHAMM, BUITH 3 Tpu (puc. 4.1);

Pucynok 4.1 — I'ostoBHE MEHIO

— MEHIO TOTOBUX PIBHIB, IO MICTUTh KHOIIKY ISl TOBEPHEHHS 10
TOJIOBHOIO MEHIO, Ta KHOMNKHK 3 TOTOBMMH PIBHSIMHU T'pH, NPU HATUCKaHHI Ha fK1

MOYHETHCS MMPOXOKEHHs 00paHoro piBHs(puc. 4.2);



Pucynok 4.2 — MeH10 roTroBuX piBHIB

— MEHIO BJACHUX PIBHIB, IO MICTUTh KOMIPKM Jis BJIACHUX PIBHIB
KOpUCTyBaya, IO MICTATh HACTYMHHWH (YHKIIIOHAJ: SKIIO HATHCHYTH JIiBOIO
KHOITKOI0 MUIIIl Ha 3aiHATY KOMIPKY - TOYHMHAETHCS MPOXOMKEHHS OOpaHOTO
BJIACHOTO PIBHS; SIKIIO HATUCHYTH MPABOI0 KHOMKOIO MUIII Ha 3alHATY KOMIPKY -
pIBEHb BUIATUTHCS 3 KOMIPKH; SIKIIO TMEpPeXiJi A0 MEHIO BJIACHUX pIBHIB OyB
3MIIACHEHU 3 peaKTOpa PiBHIB, TO HATUCKAHHS JIIBOIO KHOMKOKO MHIII TI0 BUIBbHIH
KOMIpIIl TpU3Bene 0 30epexeHHs MOTOYHOTO BIACHOIO, IO OyB CTBOPEHUU Yy
peIakToOpiB PIBHIB; SIKIIO MEpEXiJ 1O MEHIO BJIACHUX PIBHIB OyB 3Md1MICHEHUN 3
penakTopa piBHIB, TO HAaTHCKaHHS JIIBOK KHOIKOK MHIII IO 3alHATINA KOMIpII
Nnpu3BeAe A0 TMepe3anucy IMOTOYHOIO BIJIACHOTO PIBHA, M0 OyB CTBOpPEHUU Yy

pENaKkTopiB PiBHIB, 3aMICTh CTAPOT0 BIACHOTO piBHA (puc. 4.3);



Pucynok 4.3 — MeH0 BIIaCHUX PiBHIB
— i yac rpu, iIrpoBuil iHTEpdeiic, M0 MICTUTh: 1HAUKATOP 310POB’S ,
paxyHOK MNEpCOHaXka, KHOIKY Iay3H, KHOIMKY IOBEPHEHHS JI0 OCTAHHBOI CLEHU

(puc. 4.4);

co_ .ﬁ

Pucynok 4.4 —IrpoBuii inTepdeiic

— M1J] Yac TpU, MEHIO May3u, MPU BU30B1 SKOTO Irpa MPU3YIHUHIETHCS 1 110

MICTUTh HACTYNMHUU (YHKIIIOHAT: TMOTOYHUH MPOTpec MEepCOoHa)xa IO PiBHIO,



MOTOYHA KUIBKICTh OYOK IEpPCOHaXKa, Ta MICTUTh KHOMKH IEPE3aryCKy PIBHS Ta

MIPOJIOBKEHHS IrpoBOTO Mmportecy(puc. 4.5);

0

& 300

Pucynok 4.5 —MeHro naysu
— MEHIO TpOTpally, 0 BUKIMWKAETHCS TMICIA CMEPTI MEpPCOHaXa, IO
MICTUTh HACTYMHHH (YHKI[IOHAJI: TOTOYHMUM MPOTpec MepCoHa)xa IO PIBHIO,
MMOTOYHA KUIBKICTh OYOK IMEpPCOHAXKa, Ta MICTUTh KHOMKH TIEPe3amycKy piBHS Ta

MMOBEPHEHHS 10 MEHIO TOTOBUX piBHIB(pHC. 4.6);

PEe,

& 300
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Pucynok 4.6 —-MeHro nporpanty
— MEHIO NIEPEMOTH, 1110 BUKIMKAETbCA MICJII BUKOHAHHS YMOB IIEPEMOTH
NEPCOHAXKEM, 10 MICTUTh HACTyHUI (PYHKI1OHAN: IOTOYHUI MPOTrpec MepcoHaxa
10 PIBHIO, TOTOYHA KUIBKICTh OYOK MEPCOHAXKA, Ta MICTUTh KHOIIKH Iepe3amycKy

pIBHS Ta MMOBEPHEHHS 10 MEHIO TOTOBUX piBHIB(puC. 4.7);

L 0

@ 300

Pucynok 4.7 —-MeHro nnepemoru
4.1.2 Jlng xopuctyBada

4.1.2.1 KepyBanus nepconaxem

— (yHKLIs IEpEMIILIEHHS TIEPCOHAXKaA;

— (byHKIIiSI HASIBHOCT1 CUCTEMH 3/I0POB’SI IEPCOHAXKA;
— (GYHKIIS CMEPTi MEPCOHAK;

— (yHKIIISI aTaKu TEPCOHAXKA;

4.1.2.2 3MiHa OYOK MepCcoHaxa

— (yHKILIs1 B3aEMOJIIT 3 00’ €KTaMH OYOK;

4.1.2.3 [IpoxomxeHHs piBHS

— HKIIISI B3aeMOo/il 00’ eKTaMu 110 ITOTPiOH] I IIPOXOKEHHS PIBHS
y

byHKIIIS Tay3u;



4.1.2.4 Boporu

(bYHKIIISI CTAaTUYHUX BOPOTiB;
(yHKIIsE JUHAMIYHUX BOPOTIB;
(dYHKIIiS TACTOK;

dbyHKI11s1 BOUBCTBA BOPOT'B;

4.1.2.5 [aTepdetic

GbyHKIs IrpOBOTO 1HTEPPEICY;

(YHKIi51 TOJIOBHOTO MEHIO;

(bYHKITiSI BUXOMY 3 TPH;

(byHKII1sI MEHIO TOTOBUX PIBHIB;

(YHKILIS MEHIO BIIACHHUX PIBHIB;

(dYHKIIiSI KOMIPOK B MEHIO BJIaCHUX PiBHIB,;
(GyHKIIS MEHIO ay3u;

(yHKIIisI MEHIO TIEPEeMOTH/TIPOTpaly;

GbyHKIIIS MEHIO OOMIHY PIBHSIMU,

4.1.2.6 30epeXeHHsI BIIaCHUX PIBHIB

(YHKIIiS 3aMKUCy BIACHUX PIBHIB,;
(byHKII1s BUIaJICHHSI BIIaCHUX PIBHIB;

(yHKLIs Iepe3arncy BIACHUX PIBHIB;

4.1.2.7 CkanyBaHHs ¢aiiiny piBHSA Ha IIKIIJTUBUNA BMICT.

GyHKIisE TiepeBIpkH (aily piBHS Ha ILIKIAJIMBHMA

3aBaHTAKCHHSIM Ha CEepBep;

4.1.3

JlomaTkoB1 BUMOT'H

11

3MICTh Tepen

HasIBHICTb TOTOBUX PIBHIB TI'pH, IO O3HAWOMIISITH KOpPUCTyBaya 3

0a30BUMU TIPABUIIAMH TPH;

CTBOPCHHA,

iHTepdeiic Ha aHTTIHCHKINA MOBI;

30epiraHHs Ha3BU BJIIACHUX PIBHIB BIAMOBITHO 10 JAaTH 1 dYacy iX
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— nepexi Mi>K KOMIIOHCHTaMH MEHIO TTOBHHEH OyTH BUKOHAHUN 4epe3
a”HIMAaIo.

— MY3HMKa Ta BIAMOBI/IHI 3BYKOBI €(DEKTH Mij Yac rpu
4.2  Bumoru a0 HaAIMHOCTI

[lepenOauntt KOHTPOJIb BBEACHHS 1H(POpPMALIi Ta 3aXUCT BiJl HEKOPEKTHUX
Iiil kopucTyBada. 3abe3meuuTH MepeBipKy Qaily piBHS Ha IIKIIJIUBUI BMICT

nepes 3aBaHTaXEHHSIM Ha cepBep ISl OOMIHY PIBHIMU.

4.3  YMOBH eKcIuTyaTarii

YMoBu ekcrunyararii 3rigHo Canllin 2.2.2.542 — 96.

4.3.1 Bupa o6ciyroByBaHHs

Bumoru 10 Bty 00CIyroByBaHHs HE BUCYBAIOTHCS

4.3.2 OO6CIyroByrOurii mepcoHal

Bumoru 10 06¢IyroByr0u0ro nepcoHaty He BUCYBAIOTHCS
4.4  Bumoru J0 CKJaay 1 mapaMmeTpiB TEXHIYHUX 3aCO0IB

[Iporpamue 3a0e3neueHHs (QYHKIIOHYBaTUME Ha MPUCTPOSX, IO MPALIOIOTh
Ha OC Windows 10.

MinimanbHa KOHGITypalis TEXHIYHUX 3aC001B:

— tun npouecopy: Intel Core 13;

—00‘em O3II: 4 T'0;

— 00’eM BUIBHOT TaM’sAT1 HakonuuyBava: 300 M6.

— MBUAKICTh IHTEPHETY 5 MO/C

PexomeHntoBana koHpirypartiisi TEXHIYHHX 3aCO01B :

— tun nporecopy: Intel Core 15;

—00‘em O3II: 16 I'0;
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— 00’eM BUTBHOT MaM’siT1 HakonuuyBada: 300 MO.
— IMIBUJKICTB 1HTepHETY 10 MO/C
MiHimManabHI CUCTEMHI BUMOTH BIAMOBIAIOTh TUM MPUCTPOSIM, KOTP1 3/1aTHI

nigTpumyBaru gany Bepciro OC Windows.
4.5 Bumoru g0 iHpopmamiiHoi Ta NpOrpaMHOi CyMICHOCTI

[IporpamMue 3a0e3nedyeHHs [OBMHHO TPAIIOBATH IiJ  yHPaBIiHHAM

onepaniitaux cucteM Windows Bepcii 10 abo mizHire.
4.5.1 Bumoru 10 BXiIHUX JAHUX

Bxingni nani moBuHHI OyTH MpeACTaBiIeHI B HaCTymHOMY (hopMari: BXiTHMH
JAHUMM € HATHCKU KJaBIIl Ha KjaBiaTypl Ta 3MiHA IMO3MIlli 1 HAaTUCKW KJaBiIlI
KOMIT'FOTepHOT MuIm a Takox (ainu (opmary JSON, 31 CTpyKTYypOIO BIIACHOTO

PIBHSI Y CEpEIMHI.
4.5.2 Bumoru 10 BUXITHHUX JaHUX

Pesynbratn moBuHHI OyTH TpeACTaBiIeHI B HACTYmMHOMY Qopmari: daiau

dbopmary JSON, 31 CTPYKTYpOIO BJIACHOTO PIBHS Y CEPEIMHI.
4.5.3 Bumoru 10 MOBHU PO3pOOKHU
Po3poOky BukoHaTH Ha MOBI1 porpamyBanHs Python.
4.5.4 Bumoru 70 cepeioBHIIa pO3pOOKU
Po3poOky Bukonaru Ha mnardgopmi Pygame y cepemosutii PyCharm.
4.5.5 Bumoru 10 npeICTaBICHHIO BUX1THUX KOIB

Buxinuuii kox nporpamu Mae OyTH IPECTaBICHUN Y BUIVISAL PENO3UTOPIIO

ra GitHub.



4.6 Bumoru 10 MapKyBaHHs Ta [TaKyBaHHS

Bumoru 10 MapKyBaHHs Ta IaKyBaHHsI HE BUCYBalOThCSL.

4.7  Bumoru A0 TpaHCHIOPTYBaHHS Ta 30€piraHHs

Bumoru o TpancnioptyBaHHsI Ta 30epiraHHsi He BUCYBaIOThCS.
4.8 CrewiaigbHl BUMOTH

3reHepyBaTy 1HCTANALINHY BEPCiIO MPOTPAMHOTO 3a0€3MeUeHHSI.

14



15
5 BHMOI'A 10 MPOT'PAMHOI I[OKYMEHTAI_IIi
5.1 Tlomepenniii ckiaa mporpamMHoOi JOKyMEHTAaIlil

VY ckian CcynpoBOMKYBAJIBHOI JOKYMEHTAIlll MOBUHHI BXOJUTU HACTYIIHI
JIOKYMEHTH Ha apKyIiax ¢popmary A4:

— TIOSICHIOBAJTbHA 3aITHCKA;

— TEXHIYHE 3aBIaHHS;

— TEKCT MPOrpaMu;

— mporpama Ta METOIUKa TeCTYBaHHS,

— KEpIBHUIITBO KOPUCTYBAya,;

I'padiuna yacTuHa moBuHHA OyTHM BUKOHaHA Ha apkymax ¢opmary A3 ta
MICTUTHU HACTYIIHI JIOKYMEHTH:

— CXeMa CTPYKTypHa BapiaHTiB BUKOPUCTAHHS,

— apXxiTEeKTypa MpOrpamMHOro 3a0e3MeUeHHS;

— cXeMa CTPYKTypHa KJIaciB MPOrpamMHOro 3a0e3MeUeHHS;

— KPECJIEHHS BUIVISY €eKpaHHUX (HopM;
5.2 CoeuiajibHi BAMOTH J0 IPOTrpaMHOi TOKyMEHTalli

[Iporpamui Momysi, KOTpi po3pOOIISFOTHCS, TOBUHHI OyTH 33JJ0KYMEHTOBAHI,

TOOTO TEKCTH MPOTpaM MOBUHHI MICTUTH BC1 HEOOX1THI KOMEHTapI.



6 CTAJIII I ETAIIA PO3POBKH
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No Hazga eTany CTpok 3BITHICTH

1. | BuBueHHs niTeparypu 3a 15.03
TEMAaTUKOIO MPOEKTY

2. | Po3poOka TEXHIYHOIO 3aBIaHHs 19.04 TexHiune 3aBIaHHI

3. | AHami3 BUMOT Ta YTOUHCHHS 21.04 Crenudikarii mporpaMmHOTO
crenudikarii 3a0e31eUeHHS

4. | [IpoekTyBaHHS CTPYKTypH 23.04 Cxema CTpyKTypHa
IPOrpaMHOro 3a0e3neueHHs, IPOrpaMHOro 3a0€3MeUeHHS
MPOEKTYBAHHS KOMIIOHEHTIB Ta crenudikaris

KOMIIOHEHTIB (J1iarpama
KJIAC1B, CXeMa aJITOPUTMY)

5. | Ilporpamua peamizartis 10.05 TexcTn mporpamMHOTo
IPOrPaMHOIO 3a0€3IeUeHHS 3a0e3neueHHs

6. | TectyBaHHS IPOrpaMHOIoO 13.05 Tecrtn, pe3ynpraru
3a0e3neueHHS TECTYBAaHHS

7. | Po3poOka marepialiiB TEKCTOBOT 19.05 [TosicHrOBasIbHA 3amucKa
JACTHUHH MPOEKTY

8. | Po3poOka marepianiB rpadigHoi 21.05 ['padiunuii marepian
YACTHUHH MPOEKTY IPOEKTY

9. | ObopmiteHHS TEXHITHOT 01.06 TexHiuHA TOKyMEHTAITis

JIOKYMEHTAIII1 IPOEKTY




17
7 TOPAJOK KOHTPOJIIO TA IPUMMAHHS

TectyBaHHS  po3pOOJIEHOTO0  MPOTPAMHOTO  MPOAYKTY  BHKOHYETHCS

BIAMOBIAHO 110 “TIporpamu Ta METOIMKHN TECTYBAHHS .
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Ha Temy: Kilacu4Ha rpa y sxaHpi miaargopmep, 3 po3po0Koio peIaKkTopa piBHIB
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BcTyn

Ha cporomgni, TexHOJIOril TICHO IOB’Si3aHI 3 KOXKHHMM acCIIEKTOM HAaIlloro
#KUTTA. lle 3HAUHO CHPOCTUIIO TOBCSKICHHICTh, ajieé B TOM K€ 4Yac Mae CBOi
HEraTuBHI Hachiaku. Jloogu y 3HAUYHO OUIBIIM CTENmeHl MModYaid BiA4yBaTH
1H(dOpMalIliHy NTepeHaBaHTAXEHICTh, CTPEC Ta COLIANIbHY 130JIs1Iit0. B 1iii cutyarii
Ha JOMOMOTY MPHUXOASATh IrpH, SKI BHUCTYNAIOTh $K TEXHOJOTIYHHMA aHaIor
MEAMTAIlll Ta MOPAIBHOTO pPO3BaHTAXKEHHsS. BOHM HE TIIBKM JI0OMOMArarTh
nocinaOUTH HETraTUBHI HACHIIKM AUDKATANI3alli, aje W CHPUSIIOTH PO3BUTKY
IHTEIeKTyalIbHUX 3A10HOCTEH TPaBIIs.

Bnacnigok, momyssipHIiCTh irpoBOi 1HAYCTpil 3pocTae 1 goci. JIronu mykamTh
MOYJIMBOCTI TpaTu YCIOAU: K BIOMa, BukopuctoByrouu 1K Ta mpuctaBku, Tak i Ha
BYJIMII 3aBaHTaXUBIIM irpu Ha TenedoH. Koxna 3 mux tuiargopm mae sik cBOT
nepeBaru, Tak 1 HeAodiku. Irpu Ha TenedoHi T03BONSAIOTH HACOIOAUTHUCS ITPOBUM
IPOLIECOM Mailke y OyJb-sIKOMY MICIIl, aJie B TOW e Yac TEXHIYHO OOMEKeH1 uepes
MaJeHbKY MOTYXKHICTh MPHUCTPOIO 1 OaHAIbHUI po3Mip nuciieio. B cBoro uepry,
I'pU Ha NPHUCTABKAX MAalOTh CBOI EKCKJIIO3MBHI CIIOCOOM B3a€MOJIl 3 TpaBlEM,
gyepe3 0 BUMArarTh MOTY)KHOTO 00NagHaHHs 1 Oararo komTyioTh. Came TomMy y
MOIIyKaxX HAMSAKICHIIIOTO TedMIUIEMHOTO OCBiAY, OUTBIIICTD JIFOAEH 3BEPTAETHCS
JI0 KOMIT IOTEPHUX irop, o 30epiraroTh 0ajaHC MIX TEXHIYHUMH MOXKIUBOCTSIMU
Ta IHOIO.

Kpim pizHOMaHiTTS y T1uargopmax, Irpd MarwTh BEIWYE3HY KIIbKICTb
KaHPIB, 10 JO3BOJIAIOTH KOPUCTYBAaYaM 3HAWTHU TE IMIO iM MOI00AE€THCS HANOLIBIIIE.
OpnuuM 13 HalnomysipHimuXx 3 HUX € Platformer. Irpu nporo sxaHpy BUPIZHSAIOTHCS
3aXOIUTIOI0YMM FeMMILIEEM 1 BOJIHOYAC BUCOKUM PIBHEM BUKJIMKY J0 CTPATETr14YHUX
HAaBUYOK TpaBisd. Takok, BapTo 3a3HAUUTH [0 3a3BUYail 11 ITpU € JdyxKe
KOMITAKTHUMU y TEXHIYHOMY IJIaHl, 1110 JI03BOJISIE TPATH Y HUX HaBITh Ha CITAOKUX
K.

3HAUIIIOBY TapHY TPy, 3a3BHYAM, IPUCTPACHI TeMMEPH MPOXOIATH ii 3a Mmapy
JECATKIB TOJMH, MICIA 4YOro iM 3aJMINAEThCA JIMIIE MPISTH NpO ii HACTYNHY

yacTUHY. TyT y Haroii crae pemakrtop piBHIB. BiH 103Bosisie TpaBIiO HE JUIIIE



npoxonuTh 0a30Bl pIBHI TpH 3aroTOBJICHI PO3POOHUKOM, a 1 CaMOCTIHHO
CTBOPIOBATH 111KaB1 T€HUMILICHHI PIIICHHS, THM CaMUM OTPHUMYIOYH HOBI €MOIIii BiJl
BXKE MPONAEHOI rpu. Xoua MPOXOAMTH CBOI BIIACHOPYY CTOBPEHI P1BHI 3aXOILIUBO,
Habararo IiKaBiluM Oyzie POXOIUTH PIBHI CTBOPEHI IHIIUMU TPABLSIMH, a TAKOX
TUTATHCS CBOIMH BIIACHUMH HaNpaIlIOBaHHSIMH Ta pimeHHsMu. Lle crnpustume
PO3BUTKY CIUIBHOTHU TPH, MATPUMYIOUYH 1HTEPEC 0 HEi.

B pamkax 1wi€i gumioMHOi poOotu  Oyme  PO3MISHYTO CTBOPEHHS
onHokopucTyBalpbkoi rpu Ha IIK y xanpi Platformer , 3 po3poOkoto pemakropa
pPIBHIB Ta HaJaHHS KOPUCTYBadyy MOXIJIMBOCTI OOMIHIOBATHUCS PIBHSAMHU. MeToro
JaHO1 pOOOTH € CIPUSHHA PO3BUTKY CTPATETIYHUX Ta JIOTTYHUX HABUYOK IpaBLd 3a
paxyHOK MPOXOKEHHsI Ta MOOYJOBH PIBHIB I'PH, a TAKOK PO3BUTOK CoOLiiami3amli

3aBMSIKY TOIMIUPEHHIO BIACHUX PIBHIB Ta MPOXOKEHHIO PIBHIB 1HIIHMX JIOICH.



1 MNEPEJNPOEKTHE OBCTEXEHHS NPEJIMETHOI OBJIACTI
1.1  ITocTaHoBKa 3aBIaHHs IUIIJIOMHOI'O IIPOEKTYBAaHHS

JIutuioMHe TPOEKTYBaHHS TTepen0adac BUKOHAHHS HACTYITHUX 3aB/IaHb:

— aHaji3 MpeAMEeTHOI o0sacTi Ta omuc ii KIFOUOBHX Oi3HEC-IIPOIICCIB,
BU3HAYEHHS 3arajJbHOTO 3aBJaHHs po3poOku y pamkax JI1;

- aHaJli3 ICHYIOUMX pillleHb 0OpPaHOTO 3aBAaHHs po3poOkH y pamkax JI1;

— aHaJjIi3 Ta MOJIeIIFOBAaHHS 013HEC-TIPOIIECiB;

- po3pobsieHHsT (YHKIIIOHAIBHUX, HE(PYHKI[IOHATLHUX Ta CHUCTEMHHUX
BHMOT JI0 TIPOTPAMHOTO 3a0€3MeUEHHS;

- aHaJli3 EKOHOMIYHMX MMOKA3HUKIB MporpamMHoro 3ade3nedyeHHs JI1;

- MOCTAHOBKA 3aBAaHHs Ha po3poOKy mporpamMHoro 3adesnedeHHs JI1;

- PO3pO0JIEHHS apXITEKTYPH MPOTPAMHOTO 3a0C3IICUCHHS;

- pO3pOOJIEHHSI apXITEKTypHHUX PIIIEHb Ta OOIPYHTYBaHHS BUOOpY
3ac001B PO3POOKH IPOrpaMHOI0 3a0€3CUCHHS,

- KOHCTPYIOBaHHSI Ta PO3pPOOJICHHS MPOTPAMHOT0 3a0€31EUEHHS;

- aHaii3 0e3MeKu JaHUX TPOrpaMHOro 3a0e3NeUeHHs;

- aHaI3 AKOCTI Ta TECTyBaHHS MIPOTrPAMHOTO 3a0€3MCUCHHS;

- PO3rOpPTaHHS Ta CYIPOBi MPOTPAMHOTO 3a0€3IICUCHHS;

- CTBOPCHHSI CYINPOBOKYBAJIIBHOI JOKYMEHTaIlii 70 pPO3poOJIeHOTO

IPOTPaMHOTO 3a0€3MEUCHHS.
1.2 Amnani3 npeaMeTHoOi 06acTi

Komm’roTepHuii  3aCTOCYHOK - 1€ MporpaMHe 3a0e3MedeHHs, 110
BCTAHOBJIIOETHCSA 1 BUKOPUCTOBYEThCS Ha [IK 3 MeTO0 BUKOHAHHS KOHKPETHHX
3aBlaHb 1 HaJaHHS KOPUCTyBauyy II€BHOIO apceHaldy (PyHKI[IOHAJIbHHUX
MoxknuBocTed [1]. Ha BigMiHY BiJ mporpamMHOTO 3a0e3leueHHs, SIKe MiATPUMYE
poOOTy KOMII'FOTE€pa 3arajioM, 3aCTOCYHKH TMpU3HAYeH1 s Oe3mocepeaHboi
B3a€EMOJII1 3 KOPHCTyBaueM 1 MOXXYTh BKJIFOUAaTH TEKCTOBI pemakropu, rpadiuxi

penakropu, Opay3epH, irpu, TOIIO.



Komm’rotepua r1pa - 1€ pI3HOBUJA  KOMIT IOTEPHOTO  3aCTOCYHKY,
NPU3HAYEHHSM SKOTO € po3Bara KOpuCTyBaua[2]. 3alie)kHO BIJI JKaHDY,
KOMIT IOTepHA Ipa TaKOXK MOXKEe OyTH CIpsIMOBaHA HAa PO3BUTOK KOPUCHUX HABHUOK
y KOpuCTyBaya(peakilito, JOTIKy, TOII0) ab0o MaTh TMOBYAJbHUMA XapakrTep.
Komm’totrepHa rpa 0a3yeTbcs Ha aKTHUBHIN B3a€MOJli 3 TpaBLEM, SIKMM Kepye
IPOIECOM 3a JOMOMOIOI0 MPHUCTPOIB BBEACHHA, TaKUX SK KJaBiaTypa, MUIIA YU
reuMnoa.

XKanp Platformer - € ogHum 13 HailcTapiliuX 1 HAMBIOOMIIIKUX >KaHPIB
KOMIT'FOTEpHHUX irop s reiiMepis. Floro 0co6IUBiCTh MOIATaE y B3a€MOJIT rpaBIIs
3 pyXOMUMHU IUIaTopMaMH IUISIXOM CTpUOKIB, Oiry abo Jna3iHHs. [onoBHUM
3aBJaHHSIM TPAaBIlSl € MOMOJIAHHS MEPEIIKO Ta MAaCTOK Ha MIISAXY 0 KIHIS PIBHS.
XKanp HaOyB cBo€i momymsapHocTi y 1980-X pokax 13 BHXOJOM TaKMX 1KOHIYHHX
irop, sk Donkey Kong Tta Super Mario Bros., siki 3akjaiyd OCHOBU HOTro
mexanik[3]. Bigromi mmardopmepu MOCTIHO BUIO3MIHIOIOTHCS, aje 30epiraroTh
CBOIO OCHOBHY CYTb - TMHAMIYHUHN Ta 3aXOILTIOIOYUH ITPOBUIA MPOILIEC, 1110 BUMArae
TOYHOCTI Ta peakuli B1Jl rpaBIIsl.

Penakrop piBHIB - 1€ n0omaTkoBuii ab0 BOyIOBaHUM IHCTPYMEHT Yy CKJIaji
Bijleoirop abo irpoBux pyuwiiB. BiH 103Bojsie KOpHCTyBaudy CTBOPIOBATH CBOI
BJIACHI IrpoBi pimeHHS oOMexeH1 (YyHKIIOHAJIOM MOYaTrkoBoi TpH. Sk mpaBuio,
PEAAKTOPHU JTO3BOJISIIOTH BCTABIATH 00’ €KTHU, BU3HAYAIOUM IMOBEIIHKY €JIEMEHTIB 1
3MIHIOBAaTH YMOBH TIEPEMOTHM 4YHM TIOpa3KW, HE BHMAaraloud HaBUYOK
nporpamyBaHHs. Taki MOXKIIMBOCTI MMO3UTUBHO BILUIMBAIOTH HA peirpabebHICTh 1 Ha
PO3BUTOK CYCH1IbCTBA I'PABIIIB ITI€T TPH.

Windows - 1€ ogHa 3 HaMBIIOMINIKMX OMNEpPAIIMHUX CUCTEM, PO3pOOJIeHA
xomraniero Microsoft Ta Bunymena B 1985 pomi min HazBoro Windows 1.0 most
[1K[4]. BoHa 3abe3mneuye iHTepdeic MK KOPUCTYBayeM 1 amapaTHOK YaCTUHOIO
KOMIT I0Tepa, J03BOJIIIOYM 3aIlyCKaTH MPOrpaMu, MpalioBaTé 3 Pi3HOMaHITHUMHU
daiinamMu, nepersgaTH MyJIbTUMENia W B3aeEMOMIATH 3 1HTepHeToM. Hapasi,

Windows € oanieto 3 HaltnonysipHimux OC s irpoBux 11K.



Bapro 3a3zHaumtH, 1o irpoBa iHAYCTpisS JAEMOHCTPYE HE JHIIe CTaOUTbHE
3pOCTaHHs, a ¥ rapHi NEpCHEKTUBU Ha MaNHOyTHE. 3aBISKU CTPIMKOMY PO3BUTKY
TEXHOJOTIH, 31 3BHYAWHOrO X001 ,KOMII'IOTEPHI IFPH MEPETBOPIOIOTHCA Ha
yHIBepcaJabHu# (hopMar po3Baru Ta IMi3HAHHS HABKOJUIITHHOTO CBITY. BpaxoByroun
e OYIKy€eThbCs 10 cTaHoM Ha 2027 pik mpuOyTOK 1HAYCTPii KOMIT IOTEPHUX 1rOp
csarae 298.2 minbapaiB gonapis[S]. Taki mo3uTuBHI nependadeHHst 0a3yloThCs Ha
Tomy (akti, o y 2023 porii Maiike Ko>KHA TPETs JIIOJMHA Y CBIT1 € rpaBleM. Jluie
3a onuH pik, 3 2023 no 2024, no cnuibHOTH reiMepiB npuenHanocs nonan 100

MUIBHOHIB JTIOIEH.

3.5 Billion
3.0 Billion
2.5 Billion
2.0 Billion
1.5 Billion
1.0 Billion
0.5 Billion

0.0 Billion
2024 2023 2022 2021 2020 2019 2018 2017 2016 2015

Pucynok 1.1 — I'padix BiTHOIIEHHS KUIBKOCT1 TPaBIiB 0 POKy[5]

Ha >xanb, y uporo ycmixy € i cBoi MiHycH. Irpyu Mo4MHaIOTh BUMaraTu BCE
O1bIoro (HiHAHCOBOTO 3aTyUeHHs KOPUCTyBada. [ pa MOke MOYaTKOBO KOIIITYBAaTH
BEJIMKY CyMy, a00 HaBiTh MO3UIIIOHYBATH ceOe SIK OE3KOIITOBHA , ajie MPHU IbOMY
MaTd IUIaTHI JIOJATKM 3 OCHOBHOIO YacTUHOI BMicTy. [lo cmpaBxHBOMY
O€3KOIITOBHUMU 3a4acTy BUSBISIOTHCA ITPU IO MepedyBaloTh Ha TECTYBaHHI a0
MPOCTO € TPOTOTHUITAMH.

Came ToMmy, 3amada IIi€l JOWIUIOMHOI pPOOOTH TIONSTa€ B CTBOPEHI
O€3KOIITOBHOTO KOMIT IOTEPHOTO IFPOBOTO 3aCTOCYHKY y kaHpi Platformer nHa
ocHoBi OC Windows. Takox mnependadaeTbcsi po3poOKa pemakTopa piBHIB 1

CUCTEMHU JJI1 OOMIHY PIBHSIMH MK TPaBISMH 31715 3aI[IKaBIEHOCTI ayuTOpii.
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1.3 AHani3 iCHyIOUHX pILICHb

[IpoananizyeMo BijoMe€ Ha ChOTOJIHI aJTOPUTMIYHE 3a0€3MEUeHHs Yy AaHId
o0nacTi Ta TEXHIYHI PILIEHHS, IO JOMOMOXYTh y peai3alli KOMII'FOTEepHOI IpU y
xaupi Platformer , 3 po3poOkoro penakropa piBHiB. [ai OyayTh po3misiHyTI TOTOBI

IPOrpaMHi pillIEHHs, JOTIOMIXH1 TPOrpaMHi 3ac00U Ta 3acO0U PO3POOKH.
1.3.1 Amnani3 BiIOMHX IPOrpaMHUX MPOIYKTiB

Geometry Dash nakoniyno moeanye B co6i 2D-mardopmep 1 putm-Tpy.
Bona ©Oyna po3pobnena crymiero RobTop Games y 2013  pomi[6].
[TepmonouatkoBo, BOHA Oyla JOCTynmHA TUIBKHM HAa MOOUIBHUX TPUCTPOSX
10S/Android, ane mizuime rpy nonanu Ha [IK. I'pa mae Ha mepiuii momisg npocTy
CUCTEMY YIpPAaBIIHHS, ajie MICs JEKUIBKOX PIBHIB CTa€ 3pO3yMUIMM YOMY LSl Tpa
BHUMAarae MiJBUIICHY KOHIIEHTpPAIlII0 1 TapHEe BIAUYTTS TakTy. [ efimrIuiei momsrae y
TOMYy III0 TpaBellb KEpye TeOMETPUYHOIW (Giryporo (3a3Buuaii KyOoM), ska
aBTOMAaTHYHO PyXaeThcs Briepea. Moro 3aBIaHHAM € BYaCHO CTPHOATH Ta YHHKATH
MIEPENIKOJ] Y PUTMI €HEPTiHOI My3UKH, 1110 € Ha KO)KHOMY piBHI. BoHa MiCTHUTB 5K
0a30B1 pIBHI MIATOTOBJIEHI PO3POOHMKOM, TAaK 1 3pYYHUU PENAKTOP PIBHIB I
CTBOPEHHSI BIIACHUX PIBHIB.

Geometry Dash oTpumana 4YHClIeHHI TIO3UTHBHI BIATYKH 3a CBOIO

JTUHAMIYHICTh, CTHJIb 1 BUCOKY Peirpa0esIbHICTb.
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GEOHIETRY DRASH

10|

Pucynok 1.2 — Bursin rpu Geometry Dash[6]

Super Meat Boy - nponykt cryaii Team Meat mo BuiimoB y cBiT y 2010
pomi mna IIK, a 3romom 1 Ha inmn miardgopmul7]. Ile mmardgopmep, y sikomy
rpaBellb Kepye MaJEHbKUM KyOWKOM M’sica Ha M’ «MiT boii», 1110 HaMaraeTbcs
BpsATyBatu cBoto moapyry «benmumxk ['epm» Bim 3moro moktopa «®Petyca». ['pa
3armam’siITOBYE€ThCSl Yepe3 CBOIO CKJIAAHICTh Ta MUTTEBUMHM IEpe3aryCKaMH Micis
YeproBoi CMEpTi, IO JO03BOJSE 30€perTd IIBHIKHIA TEMIT TPH MOMPH YHUCICHHI
HeBaul. [paBelb MOCTYNOBO 3BHKAE 10 (PI3UKU TPH MMiJ Yac CaMoOro reimIuiero,
yepe3 110 HEMHUHY4Ye CTa€ Kpaile IrpaTd. B cBoro uepry, rpa mnpomnonye 0e3iid
Bapiarii macTok. 3a ITOrOM, KOXK€H DPIBEHb MEPETBOPIOETHCS HA BUIIPOOYBAHHS
TOYHOCTI Ta peaxliii, e OJiHa MOMUJIKAa MOXKE KOIITYBaTH >KUTTS NepcoHaxa. J[is
[IK-Bepcii rpu OyB noCTynHUI BOyIOBaHUM PENAKTOP PIBHIB, OJHAK MOKIMBOCTI
nepenadi piBHIB M1k TpaBIsSIMU He Oyiio nependadeHo.

HesBaxkaroun Ha 1e, Super Meat Boy 3100yB KyabTOBUHM cTaTyc cepen
reiiMepiB 3aBISIKA CBOEMY TMHAMIYHOMY TE€HMIUICIO, PETPO-CTHIIICTHUII Ta TOUHOMY

yIpaBJIiHHIO.
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Pucynok 1.3 — Bunisig rpu Super Meat Boy[7]

I'pa Hollow Knight Oyna po3po6Giena HezanexHoro cryaieto Team Cherry Ta
Bujana y 2017 pomi qis mardopmu [1K[8]. Ha BigMiHy BiJy MUHYJIHX MPOEKTIB,
151 Tpa Ma€e OUTHI TTMOOKY i1CTOPIIO 3a KOO IIKaBO criocTepiratu. [ paBens, y poi
0€31IMEHHOTO MaHJAPIBHUKA, ONMUHAETHCS Y MiA3EMHOMY KOpOmiBCTBI ["amoHect ne
BIH OOpeThCsa 3 BOPOraMu MOCTYIIOBO AOCIHIKYIOUYM HOBI TEPUTOPIi Ta TAEMHHMII
irpoBoro cBity. Ha cBoeMy mHuUIIXy TpaBIIO JOBEAETHCS MOCHIIIOBATH CBOTO
nepcoHaka BUBYAIOYM HOBI1 3AI0HOCTI 3ajjIi MEPEMOTH HaJ OUIBII CUIILHUMU
Boporamu Tta 0ocaMu. I'pa He Mae pelakropa piBHIB, HATOMICTb 30CEpE/KEHA Ha
OUIBIII IKICHOMY aBTOPCHKOMY JTU3aiHI1 CBITY.

Hollow Knight orpumana yncieHHI TO3UTUBHI BIATYKH 3a XyJIOXKHIN CTHIIb,
relMIIeiiHy MMOUHY Ta My3HYHHUH CYIPOBiJ, 1 CTaka OAHIEI0 3 HAMyCHIIIHIMINX

1H/I1-1ITOp CBOTO MOKOJIIHHS.



Pucynok 1.4 — Burmsia rpu Hollow Knight[8]
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J11st MOPIBHSHHS MPOEKTY 3 AaHAJIOTOM MOYKHA CKOPUCTATUCH Tabnuiero 1.3.

Tabnuus 1.1 — [TopiBHSIHHS 3 aHAJIOTaMuU

@®yukuion | Aumnomu | Geometry | Super Meat | Hollow [losicHeHHs
an 17071 Dash Boy Knight
POEKT

beskomro + - - - MoXIHUBICTh

BHICTb 0€3KOILITOBH
0 TIoTpaT y
rpy

Penaktop + + + - HasBHicTh

piBHIB penakropa
pIBHIB y
camiii rpi

Ilepenaua + + - - HasBHicTh

piBHIB CHUCTEeMH
0OMiHY
PIBHSMH
M1XK

Ir'paBISIMHU




[Tponosxkenns Tabmumi 1.1
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Oynkiion | Jummomu | Geometry | Super Meat | Hollow [TosicHenHs
an ui Dash Boy Knight
MIPOEKT
Boporu + - - + HasiHicTh
BOpOTiB Ha
PIBHSX
[Tactku + + + + HasiHicTh
NacToK  Ha
PIBHSX
Cucrema + - - + MOoXJTUBICTB
3[10pOB’ 51 BTpayaTH\1o
MOBHIOBATU
310pOB’ A
epPCOHaXKa
Cucrema + - - - HasBHicTh
040K CUCTEMU
OYOK 110
BiJIoOpaxkae
BJIAJIICTD
IIPONJEHOIO
pIBHA
[Tpokauka - - - + MOoXIHBICTh
EPCOHAXK MOCUJTIOBATH
a TOJIOBHOTO
IepPCOHaXa
[Iporpec y - + - - HasBHicTb
B1JICOTKaxX CHUCTEMHU IO
BiJI0Opakae

nporpec Ha
PiBHI, HaBITh
SIKIIIO BIH HE
OyB
3aKIHYCHUH
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1.3.2 AHami3 BiIOMHUX aJTOPUTMIYHHUX Ta TEXHIYHUX PIIICHb

OpHuM 3 BaXJIMBUX MOMEHTIB y MpPOLECI CTBOPEHHS I'pU € BHUOIp pyIis.
Came BiH 3abe3neuye (yHKIIIOHYBaHHS YCIX KIIIOYOBHUX IPOIECIB: BHUBEICHHS
300paxeHHs 1 3ByKy, 00poOKa Jiii TpaBIis, JIOT1KY MOBEAIHKUA 00’ €KTIB 11X (i3u4H1
BJIACTUBOCTI. 3a3BU4ail, BUOIp pyIIis 3aleXHUTh caMe€ BiI LIJIeH NPOEKTy Ta
TEXHOJOTIYHUX BUMOT JO HBOTO. Y Cy4acCHOMY IFPOBOMY CBITI ICHYE BEJIMKE
KUIBKICTh aKTyaJIbHUX PYILIiB, KOKEH 3 SIKMX MAa€ CBOi IepeBard Ta 0COOIMBOCTI.
IrpoBuit pymriit Pygame[9] - € 6i0mioTexoto st MoBH nporpamyBanHs Python[10],
0 MpU3HA4YeHHs JJIs1 cTBOopeHHs 2D-irop. Bin Hajmae po3poOHUKY Oe3rocepe/Hii
KOHTPOJIb HaJ yCiMa YacTUHAMHU IrPOBOTO LHUKIY - rpadiyHUM PEHIEPUHIOM,
00poOKOI0 BBEICHHS, MOAIM, aHIMAIlIK Ta 3BYKY. Bcee 1ie BiiOyBaeThCsi 0e3 3aiBuX
a0cTpakiiiii abo KOPCTKO1 CTPYKTYPH, SK I1e 3a4acTy OyBae y ckiaaaHux pyurisx. Ha
BIIMiIHY BijJ BenuKoBaroBux pimeHb mo tumy Unity[11] a6o Unreal Engine[12],
Pygame He HaB'sizye TrOTOBY apxXITEKTypy YU pOOOYMI KOHBEEp, IO J03BOJISE
THYYKO OyIyBaTH BIACHY JIOTIKY MPOEKTY «3 HyJs». 3aBASKU BUKOPUCTAHHIO
Pygame y 38’5311 3 Django (Ha Python), cTano MoxiuBUM peatizyBaTé CUCTEMY
0OMIHY pIBHSIMM MK KOPUCTyBauamH Oe3 3ajJydeHHsS JOJATKOBUX Ba)KKOBAarOBHUX
TEXHOJIOT1 ab0 CTOPOHHIX OEKeHI-CepBiciB. YCi1 KOMIIOHEHTH - 1 Tpa, 1 cepaep, 1
MEpEeXEB1 3alUTH - peaii3zoBaHl Ha eauHid MoBi (Python), mo 3HauHo crporrye
OIATPUMKY Ta 1HTerpamito. Takuil WiAXiA J03BOJMB JIETKO —pealli3yBaTh
3aBaHTaXCHHS  PIBHIB HAa  CEpBEp, MPOIMO3HWINI 3MiH, 3aTBEpPHKCHHS,
aBTeHTH(iKaIlit0, 0e3 TmoTpedu cTBOoproBatd oOkpeMi API-mapu, mo dacto
HeoOX1/THO TpU BUKOpUcTaHHI pyiiB Tuimy Unity ado Unreal Engine.

Kpim Toro, B Mexax IIi€l apXiTEKTypH pealli3oBaHa KJIaCHYHA MOJEINb
pO3IiTIeHHs KJl€HTa 1 cepBepa, e Pygame-rpa BucTymae y poiii KIi€HTa, a
cepBepHa yacTuHa, moOynoBaHa Ha Django + Django REST Framework, ciyrye

CEpPBEPHOI0 YACTHUHOIO, 10 MICTUTh 0a3y manux 1 APl Yepe3 BukopuctanHs
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REST-iatepdeiicy # mnepemady nmanux y ¢opmari JSON, B3aemomis Mix
KOMITOHEHTAMU CUCTEMH € 3p03yMIJIOI0, TPO30POI0 Ta JIETKO MACIITa00BaHOIO.

Hactynaum BaknmuBuM etanoM po3poOku OyB BuOip IDE. Tak ik OCHOBHOIO
MOBOIO TporpaMmyBaHHsi 1bOro mpoekty € Python, Oyno po3misHyTOo 1Ba
HAUMOMYJSIpHINIl 1HCTpyMeHTH s 1i€i MoBH - PyCharm[13] ta Visual Studio
Code[14]. VS Code - ne rHyukuii 6€3K0OITOBHUNA peaakTop 1o miarpumye Python
yepe3 odimiitHe po3mupenHs. Lle cepenoBuie Mae BeMKY Ta aKTUBHY CIUIBHOTY,
dKa TOCTIMHO BIOCKOHANIOE€ WEH MNPOAYKT y BHUIIAAI KOPUCHHMX IUJIAriHIB Ta
PO3IINPEHb, IO T03BOJISIIOTH HanamToByBatu IDE mig koHkpeTHi moTpedu.
Haromicte, PyCharm - 11¢ moBHOIIHHE 1HTETpOBaHE CEPEAOBHIIE PO3POOKH, SKE
oJlpazy MICTUTh yce HeoOxiaHe aist npodeciitHoi podotu 3 Python 1 He moTpelye
Takoi KUIBKOCTI jJogarkoBux MoxaymiB. CepenoBuine BKJIOYae Yy ceoe:
IHTEJIeKTyaJbHE aBTOAONOBHEHHS, BOyJIOBaHUN jaebarep, TreHepallilo Jiarpam,
CUCTEMY KEpyBaHHS 3aJ€KHOCTSIMH, a TaKOXX 3pYy4HY IHTErpaiiio 3 CUCTEMaMH
KOHTpoJto Bepciih. Oxpemoro mepeBaroro 1poro IDE B KOHTEKCTI I1bOTO
KOMILIEKCHOTO Auruiomy € miarpuMka ¢yHkuii Code With Me[15] - iHcTpyMeHTy
JUISL  CHUIBHOI PO3pPOOKH, IO Ja€ 3MOTY KUIBKOM pPO3pOOHHMKAM TapajiebHO
NpaIOBaTH HaJ OJHUM MPOEKTOM, PElaryBaTH KOJA y pPeallbHOMY dYaci, 3amyCcKaTH
HaJaro/yKeHHs: Ta 0OrOBOPIOBATH 3MIHU 0€3 MOTpeOr BUKOPHCTOBYBAaTH CTOPOHHI
cepBicU. 3BaXKarouM Ha Taki nepesaru, BuOip Oyno 3pobiaeHo Ha kopucth PyCharm
SIK HalOJIbIIl 30a71aHCOBAHOTO Ta €(DEKTUBHOTO CEPEIOBUINA PO3POOKHU MJIs I[HOTO
IPOEKTY.

HpyropsnHoro 3amadero € po3pobka BiacHoi rpadiku s rpu. [logioHui
3allUT MOXKHA peajizyBaTH 3aBIsku peaakTopaM 2D-rpagiku. ITporpamu nporo
CHEKTPY JO03BOJISIIOTH TOIMIKCEIHHO MaIOBAaTH BJIACHI CIPAWTH ISl BHYTPINIHBO
iIrpoBux 00’€kTiB. B Mexax IpOro mpoekTy Oysi0 BUKOPHCTAHO JBa MOMYJISPHI
pemaktopu - Aseprite[16] Ta Tilesetter[17]. Aseprite € mnpodeciitHUM
IHCTPYMEHTOM, 110 MiATPUMY€E POOOTYy 3 IIapaMu, TalWMIJIaWHOM, MPO30PICTIO Ta
Ma€ 3py4yHy CHCTEMY MONEPEIHbOIr0 MEPErisay aHiMalli, Yepe3 10 BIH 1€aJbHO

HIIXOAUTH JUISl MalOBaHHS IepcoHaXiB Ta 00’ekTiB. B cBoro uepry Tilesetter
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3Me0UTBIIOTO  CIAYTye HJisi PO3pOOKM IUIMTKOBUX TeKcTyp(tardopm). Horo
TOJIOBHOIO TIEPEBArold € aBTOMaTHYHE TEHEpyBaHHS Bapiamiii TeKcTyp 3a

JIOTIOMOTOI0  QJITOPUTMIB, 1[0 3HAYHO MPHUIIBUJIIYE Ta CHPOIIYE pOOOTY Hal

rpadikoro.

1.4  Amnani3 Ta MojetOBaHHs O13HEC-TIPOIIECIB

Jlns mopentoBaHHs Oi3Hec-Tpoliecy BUKopucToByeThess BPMN  monens

(pucyHok 1.5) (pucynok cayrye umroctpamiero BPMN mozeni).

Kopucrysau

Monoexe MeHio

IHrepdedic

Q
|
|
I
|
I
I
|
v KHOTKY B MEHIO
HaTUCKaE Ha FOTOBMX PiBHIB
KoMKy B Kronka suxomy
TONOEHOMY 3 Kronka Kasag
MEHD

-H-F -5
-4 -

ok a3
onra roresaro
[o— P Repesia a0 Kopicrysay wkiue Fosnowara
penaktopa HaTUCKaE Ha irposwit npouee

Kopucrysau

Tiswit i 0

exropa Koprctysay 0N enacHoro BigoGpazam

X HaTMCKaE Ha X pistia 3BINBHEHY

v KHOMKY B MEHK bl KOMIpKY

BNACHHX PiBHIE

y Mpaswit kiik no. 4
om

Bexena

—_—

BinoGpaeHHs
| 1eH roToanx
pigHie h 4

Knonwa roTosim: JainsHiTa
- = pigHis :
iuTepoeiicy KOMIpKY BIy

BigoSpaxeHta

TOMOBHOMD —— 30epexeHoro
MEHH PIBHR

BinoSpasenin

P metio Enachix
Komka enacHmx pigkig

—
—_—

BigoGpaxenHn

MeHI0 00MiHa

Kroka obmity pIBKAMM
-

|

Pucynok 1.5 — CxemMa nmociiIoBHOrO KOPUCTYBaHHS TOJIOBHOTO MEHIO

Onuc mozeni Oi3HEC-MIPOLIECY MOCIIJOBHOTO KOPUCTYBaHHS TOJIOBHOTO
MEHIO:
- KOPHCTYBa4 3aIlyCKa€ TPy;

- OekeH/ B1I00Opakae rojIoBHE MEHIO;

- KOPUCTYBaud HATHUCKA€ Ha KHOMKY B TOJIOBHOMY MEHIO: SIKIO II€
KHOTIKa BUXI1JI, TO I'pa 3aKPUBAETHCS; AKILIO 1€ KHOMKA PEAAKTOpa, TO KOPUCTyBad
HOTpaIvIsie A0 PeJakTopa piBHIB; SKIIO 1€ KHOIKA TOTOBUX PIBHIB, TO KOPUCTYBad
NEPEXOAUTh JO MEHIO TOTOBUX PIBHIB ;AKIIO II€ KHOIMKAa BJIACHUX PIBHIB, TO
KOPHUCTYBa4 MEPEXOAUTH IO MEHIO BJIACHUX PIBHIB ;AKIIO 1€ KHOIIKa MEHIO 0OMiHa

PIBHSIMH, TO KOPUCTYBa4 MNEPEXOAUTH 1O MEHIO OOMIHA PIBHIMU;
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- NOTpanMBIIM B MEHIO TOTOBHUX pIBHIB, KOPHUCTyBau HAaTHUCKa€e Ha
KHOIIKY B IIbOMY MEHIO: SIKIIO LI€ KHOIIKAa Ha3al, TO KOPUCTyBad IMEPEXOAUTH 0
TOJIOBHOIO MEHIO; SIKIIO II€ KHOMKA OJHOrO 3 PIBHIB, TO KOPHCTYBad IOYHUHAE

MPOXOJIUTHU BIJIMOBIIHUN TOTOBUI PIBEHb;

- MOTPANMBIIA B MEHIO BJACHUX pIBHIB, KOPHUCTyBad HATHCKAaE€ Ha
KHOIIKY B ITbOMY MEHIO: SIKIIIO II¢ KHOMKA Ha3aJ, TO KOPHCTYBad MEPEXOIUTH JI0
TOJIOBHOTO MEHIO; SIKIIIO HATHCKAHHS BIJOYyBAETHCS JIIBOIO KHOIKOK MHUIII TIO
KHOIIIII OTHOTO 3 PiBHIB, TO KOPUCTYBa4 ITOYUHAE MPOXOIUTH BiMIOBITHUM BIACHUHN
pPIBEHb ;SKIIO HATHCKaHHS B1J0YBA€ThCS MPABOIO KHOMKOK MHUIII MO KHOIII
OJTHOTO 3 PiBHIB, TO KOPUCTYBau BHUJIAJIS€ BIJMOBIIHUN BIACHUU PIBEHb 1 KOMipKa

OYMIIYETBHCA.

Kopucrysay

MeHto nepemoru
MeHto nporpatuy

BukoHaHHA ymog
nepemor

R e

Kopuctysay == OHoBneHHa

CmepTb

3

IHTepdeiic

I;I:il:wa;o‘: KiHeLb aHimaLji BinobpaxeHHs
nepexo,qL; o nepexoy Ao irposoro
plaks piBHs iHTepdeicy
Kopuctysay

Kepye \/\ J—————— irposoro nenConaKa
nepcoHaxem =  [epcoHax iHTEpCDeEcy P
== nini6pas MoHe
l/} IRIop Y
poanouuHae W /” Y
NPOXOLKEHHA Ny
Koniis 3
BOPOKMM
06'eKTOM
3
=
2
a
£
s
H
a
<]
=3
— 3 A >0
A PVCBOCHAA y JAOPOB'A
3miHa NepcoHasy
nonepeaHbol MaKCUManbHOro OBpaxyHok
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Pucynok 1.6 — Cxema irpoBoro nporecy

Ormrc Mojeni irpoBoro Mmporecy:
- KOPUCTYBa4d PO3MOYMHAE TMPOXOHKCHHSI PIBHS(3 MEHIO BIACHUX a00

TOTOBUX PIBHIB);

— MOYMHAETHCS aHIMAIlisl TIEPEX0ay MK CIICHAMU;
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- OEKeH T MArPyKa€e PIBCHb;
- 3aKIHYY€ThCS aHIMAIlisl IEPEXOAY MIXK CIIEHAMU;

- KOpUCTyBad Oa4yuTh IrpoBuii iHTEepdENHc 1 OTPUMYE MOXKIUBICTh

KEpyBaTu NMEPCOHANKEM, IIPOXOIKCHHSA piBHSI PO3NOUYNHAETHCA

— il Yac dYac TMPOXOKCHHsS PIBHA KOPUCTYBad MOXE BHUKOHATH
JIEKUTbKa yMOB: MiIiOpaTd MOHETY, 4epe3 IO IrpoBa CTAaTUCTHKA OHOBUTHCS 1
KOPHUCTYBad TOOAYUTH 1€ Ha IrpoBOMY IHTep(eiic; 3IMITOBXHYTUCS 3 BOPOTOM,
yepes M0 370pOB’S TMEPCOHaXXa 3MEHIIUThCA 1 KOPUCTYBad MOOAYUTH 1€ Ha
irpoBoMy 1HTepGEeNCi;BUKOHATH YMOBU MEPEMOTH, Yepe3 IO MPOXOIKECHHS PiBHS

3aKIHUMTHC 1 KOpUCTYBa4d 1M00aYUTh MEHIO IMepeMoru;,

- SAKIIO MICIs KOJi31i 3 BOPOrOM 37I0pOB’S MEPCOHAXKa CTA€ MEHILUM 32

0, mepcoHax BBaXKa€TbC MEPTBUM, BUBOJUTHCSI MEHIO IIPOrPaILLy.
BucHoBKkU 10 po3ainy

[TlincymoBytoun, y posaun «llepeanpoekTHe oOCTeXEHHS MPEaMETHOI
o0macTi» Oyau pO3MISAHYTI OCHOBHI aCIEKTH PO3POOKH KOMIT IOTEPHOTO IrpPOBOTO
3actocyHKy. Ha ocHOBI mpoBeaeHoro anamizy Oyia chopMylibOBaHa MOCTAaHOBKA
3aBJIaHHS JUTUIOMHOTO TIPOEKTYBAHHS, a TAKOXK 3a3HaueHI KOHKPETHI 3aBIaHHs, SKi
Tpeba po3B’A3aTH y paMKax JUIIJIOMHOI pOOOTH.

byno  HamaHo  BW3HAYCHHS  OCHOBHHMM  IIOHATTAM IO  OyIyTh
BUKOPHCTOBYBATHCh y pamMKax naHoi pobotu. Kpim Toro, Oyino BUKOHAHO aHai3
npeaMEeTHOT 00JacTi 1 HajJaHa CTaTUCTUKA IMOAO AaKTyaJbHOCTI ITi€i TeMU Ha
CBOTOJIHI.

ByB cTBOpeHuii TOPIBHSUIBHHMI aHaji3 IbOTO MPOEKTY Ta BXKE ICHYHOUUX
aHajoris y xaupi 2D-nmnardopmep 1 HagaHa iHPOpMaIlis PO iX CHIIbHI Ta cl1alKi
cTopoHu. Kpurepii aHasizy CTOCYIOThCS SIK CAMOTO TEHMILICIO TaK 1 MOXJIUBOCTEH
KOpUCTyBaya 1o03a MexaMmu irpoBoro mpoiecy. OJHUMU 3 OCHOBHUX KPHUTEPIiB

Oy/ii HassBHUU PENAKTOp PIBHIB, 110 J03BOJSIE TPABISIM CTBOPIOBATH CBOI BJIACHI
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ITpOBI pIMICHHS , a TaKOX peaji3oBaHa CHUCTEMa IO JJ03BOJsIa O TpaBIsM
OOMIHIOBAaTUCH PIBHIMU.

Kpim 1poro, Oynu mpoaHanizoBaHi JOMOMDKHI MPOrpaMHI 3acO0M Takl SK:
ITpOBUIA PIITYH, cepeoBUIIEe po3poOKH, peaakTop rpadiku Toio. st KoKHOTO 3
BKa3aHUX THUIIB Mporpam OyJI0 HaBEAECHO KiJIbKa MOMYJISIPHUX PIIIEHb, MICIS YOTO
3IIACHEHO OOTpYHTOBaHMI BHOIp HAMOLIBII MOLIIBHOTO BapiaHTy 3 ypaxyBaHHIM
0COOJIMBOCTEH MPOEKTY.

Takox B oMy po3auii 0ynu ctBopeHi BPMN mozesni mo onucyooTh OKpemi

KJTF0YOBI1 O13HEC-TIPOIIECH, MOB’s13aH1 3 (QyHKIIOHYBAaHHSIM TPH.
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2 PO3POBJIEHHSA BUMOI 10 TIPOI'PAMHOI'O 3ABE3IIEYEHHA

2.1

Bapiantu BUKOpUCTaHHS TPOrpaMHOTO 3a0€31eUeHHS

JliarpaMa BapiaHTIB BUKOPUCTAHHS 3 KJIIOYOBHMMH aKTOPAMHU Ta OCHOBHHMH

dbyHKIiIsIMHA 300paXkeHa y rpadiuHOMy MaTepiai, KpeclieHHs 1.

B Tabnuusx 2.1-2.12 HaBeeHO ONUC BaplaHTIB BUKOPUCTAHHS IPOTPAMHOTO

3a0€e3IeYcHHS.

Tabmuis 2.1 — Bapiaat Bukopuctanus UC-01

Use case KepyBanns nepconaxem

name

Usecase ID [ UC-01

Goals JlaT MOXJHBICTh KEpyBaTH ITPOBUM TMEPCOHAKEM Yy CEpeAHHI
rpu

Actors KopuctyBau

Trigger KopucryBau 6axkae kepyBaTu epcoOHAKEM

Pre-condition
S

KopucTyBau 3aitimoB Ha piBeHb. I pa He Ha mays3i. [lepconax He
MepTBUM. PIBeHb HE BBaXKAETHCS TIPOUICHIM

Flow of | KopuctyBau HaTuckae Ha BIJIOBIIHI KHOIKHM Ha KJaBiaTypi 110
Events BIJIMOBIAAIOTH 32 PyX NEpPCOHaXka.
Extension [TepcoHak 3MIHIOE CBOE TTOJIOKEHHS

Post-Conditio
n

Tabnuis 2.2 — Bapiant Bukopuctanus UC-02

Use case
name

Cucrema 370pOB’s IEpCOHAXKA

Use case ID

UC-02
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[Tponoxkenns Tabmuii 2.2

Goals JlaTh  MOXJIMBICTH 3MIHIOBaTH 3amac 370pOB’sS  IrPOBOTO
MepCoHaXka. [lepenbauntu CMEpTh IrpOBOTO
nepcoHaxa(mporpani), y BUOAAKy SKIIO HOro 3amac 370pOB’s
3aKIHYUTHCA.

Actors Kopucrysau

Trigger [Tin yac kepyBaHHs MEPCOHAXXKEM, KOPUCTYBaY OTPUMYE HIKOIY

abo HaIITOBXYETHCA HA 00’ €KT 10 ITOITOBHIOE 3aIlacC SIIOPOB,}I.

Pre-condition

S

KopucryBau 3aifmmioB Ha piBeHb. ['pa He Ha may3i. [lepconax He

MepTBUM. PiBeHb HE BBaXKAETHCS TIPOUJICHUM

Flow of | 3anmac 310poB’s mepcoHaka 3MIHIOETHCS
Events
Extension SAki1o y nepcoHa)ka 3aKiHUy€eThCS 3amac 3I0pOB’ s, BIH BMUpAE, a

piBEHb BBOKAETHCS MPOTPAHUM

Post-Conditio

n
Tabnuis 2.3 — Bapiant Bukopuctanss UC-03

Use case CucreMa 040K IIepcoHaxa

name

Use case ID | UC-03

Goals JlaTh  MOXJIMBICTH 3MIHIOBaTH KUIBKICTH OYOK ITPOBOTO
HepCcoHaxa.

Actors KopuctyBau

Trigger ITig yac kepyBaHHSI MEPCOHAXKEM, KOPUCTYBA4 HAILITOBXYETHCS

Ha 00’ €KTH M0 30UTBITYIOTh HOTO KUIBKICTh OUOK.

Pre-condition
S

KopucryBau 3aiiiioB Ha piBeHb. ['pa He Ha naysi. [lepconax He

MepTBUM. PIBeHb HE BBaXKAETHCS TIPOUICHUM
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ITponosxxenus Tabmuii 2.3

Flow of

Events

KinbKicTh 040K TIEpCOHAX A 3MIHIOETHCS

Extension

Post-Conditio
n

KinbkicTh 040K TIEpCcOHaXa 301IbIIeHA

Tabnuis 2.4 — Bapiant Bukopuctanus UC-04

Use case [TpoxomKkeHHs piBHIB

name

Use case ID | UC-04

Goals JlatTh MOXJIMBICTH KOPUCTYBauy 3aBepLIyBaTH pIBHI i dYac
IrpOBOTO IPOLECY

Actors KopuctyBau

Trigger IrpoBwmii mepcoHax 3’sIBUBCS Ha TMOYATKY PIBHS

Pre-condition
S

KopucryBau 3aifiioB Ha piBeHb. ['pa He Ha mnay3i. [lepconax He

MepTBU. PIBeHb HE BBaXKA€THCS IIPOUICHIM

Flow of | KopuctyBau pyxaerbcsi TepCcOHa)XXeM II0 piBHIO, 30upae
Events JTiaMaHTH Il 3aKiHYeHHA piBHA. PiBeHb  BBaXaeThCs
3aKIHYEHUM KOJIM KOPUCTYyBay 30epe 3 aiaMaHTH.

Extension SKmo mnepcoHax TNOMHpAe MiJg 4Yac MPOXOMKEHHS PpIBHS,

KOPUCTYBa4 MPOTPAE 1 MPOIEC 3aKIHIYETHCS.

Post-Conditio
n

MeHnto nepeMoru 3’gBIS€TbCS y pa3l BUKOHAHHS YMOB, y pasi

CMEPTI - 3 ABJIAE€THCSI MEHIO IPOrPALLLY

Tabnuis 2.5 — Bapiant Bukopuctanus UC-05

Use case
name

B3aemonis 3 Boporamu

Use case ID

UC-05
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ITponosxenns Tabdmuiti 2.5

Goals JlatThi MOXJUBICTh KOPUCTYyBaudy B3a€EMOJIATH 3 BOPOTAMH;
BOMBATH Ta OTPUMYBATH BiJl HUX IIIKOTY

Actors Kopucrysau

Trigger IrpoBmii mepcoHax 3’SIBUBCA Ha TOYATKY pPiBHS, KOPUCTYBad

3yCTpiB BOpora Ha piBHi

Pre-condition
S

KopucryBau 3aifimoB Ha piBeHb. ['pa He Ha may3i. [lepconax He

MepTBUH. PiBeHb HEe BBAXKA€ThCA MPOUIEHUM

Flow of

Events

KopucrtyBau pyxaerbcsi MNEpCOHaXEM MO pPIBHIO, 3yCTpIlYae:
JUHAMIYHOTO BOPOTA; CTAaTUYHOTO BOPOTa; MAacTKy. Y pasi SKIIO
araka BOpOra Iomnajia Mo MepCcoHaXXy ad0 MEePCOHaX MOTPANUB Yy
MAcTKy, TMEPCOHAX OTPUMYE IIKOMY 1 WOro 3amac 3J0pOB’S

3MEHUIY€E€ThCS

Extension

SAkmo mnepcoHax NOMHpae MiJg 4Yac MPOXOMKEHHS pIBHSA,

KOPHUCTYBa4 MPOrpae 1 Mpolec 3aKiHIyETHCS.

Post-Conditio
n

MeHio nepeMoru 3’BIS€TbCA Y pa3l BUKOHAHHS yYMOB, y pasi

CMEPTI - 3 ABIISETHCS MEHIO TIPOTPAIITY

Tabnuis 2.6 — Bapiaat Bukopuctanus UC-06

Use case Hagirariisi B ToTOBHOMY MEHIO

name

Use case ID | UC-06

Goals JlaT MOXKJIMBICTD KOPHCTYBa4y KOPUCTYBAaTHCh TOJIOBHUM MEHIO
Actors KopucryBau

Trigger KopucTtyBad 3ax01uTh y rOJI0BHE MEHIO

Pre-condition
S

['o10BHE MEHIO BIIKPHTE.
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[Tponoskenns Tabmuii 2.6

Flow of | KopructyBau Mae 3MOTy HaTUCHYTH Ha OJIHY 3 KHOTIOK TOJIOBHOTO

Events MeHI0: «PiBHI» mMepexomuTh JO MEHI0 TOTOBUX PIiBHIB;
«Penaktop piBHIB» TEPEXOAWTH JO PEAAKTOpa PIBHIB,
«30epexeHi piBHI» MEPEXOAUTh 0 MEHIO 30€pEeKEHHUX PIBHIB;
«Buxim» BUXOIUTH 3 TPH.

Extension -

Post-Conditio
n

BinOyBaerbcst oOpaHa Jis

Tabmnuis 2.7 — Bapiant Bukopuctanas UC-07

Use case 30epiraTu BIacHi piBHi

name

Use case ID [ UC-07

Goals JlatTu  MOXIJIMBICTH KOPUCTyBauy 30epiraT BIIacHI  PiBHI
pO3pO0IICHI B pEIaKTOPY PIBHIB

Actors KopuctyBau

Trigger KopucryBau 6axkae 30epertu CTBOpeHUI piBeHb

Pre-condition
S

KopucryBau 3aiiioB y pemaktop piBHIB. Po3ramnyBaB 00'ekTH

OaXKaHUMU YMHOM.

Flow of | KopucrtyBau HaTHCKae Ha KHOTIKY 30€peXEHHS PIBHS, MICIS 9OT0
Events . .. )
HOro TeEepeHOCUTh 10 MEHIO BIACHUX pIiBHIB, /1€ BiH MOXE
BUOpAaTH KOMIPKY B SIKy X04e 30eperTu MOTOYHHI PiBEHb.
Extension [Tpn OGaxaHHi, KOpHUCTyBau MOXE 30€perTd MOTOYHUU PIBEHb

HaBITb Yy 3aillHATY KoMipKy. IIpum wnpomy, crapuili piBeHb

BUIAJIUTHCS, a HOBUH 3alUIIETHCI HA MOr0 MICIIE.

Post-Conditio
n

MeHto nepemMoru 3’sBISIETbCS y pa3l BUKOHAHHS YMOB, Y pasi

CMEPTI - 3 ABJIAE€THCS MEHIO IPOrpALLLy
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Tabnwuis 2.8 — Bapiant Bukopuctanus UC-08

Use case Hagirariisi B MEHIO BIaCHUX PIBHIB

name

Use case ID | UC-08

Goals JlatTh MOXJIMBICTh KOPUCTYBauy KOPUCTYBAaTHCh MEHIO BIACHUX
pIBHIB

Actors KopucryBau

Trigger KopucryBau 3aXoAuTh Y MEHIO BIIACHUX PIBHIB

Pre-condition
S

MeHI0 BJIacHUX PiBHIB BIIKPHTE.

Flow of

Events

KopucrtyBau Ma€e 3MOry HaTMCHYTM Ha OJHY 3 KHOIOK MEHIO

BJacHUX PpiBHIB: «BnacHuil piBeHb» KOPUCTYBaY MOXKE

HatucHyTd JIKM 1o piBHIO, TOAI PO3MOYHETHCS MPOXOIKEHHS
Oa’xaHOro BJIacHOro piBHA ; «BracHuil piBeHb» KOPHUCTYyBad
Moke HatucHytd IIKM 1o piBHIO, Tomi OOpaHMil BIacCHHIA
PIBEHb xomipku;  «Hazam

BHUAAIUTHCA 3 KOpUCTYBa4d

IMOBCPHETHCA O I'OJIOBHOTO MCHIO.

Extension

Post-Conditio
n

BinOyBaeTbcs oOpaHa gist

Tabnuus 2.9 — Bapiant Bukopuctanss UC-09

Use case Hagiranist B MEHIO TOTOBHX PI1BHIB

name

Use case ID [ UC-09

Goals JlatTn MOXIIMBICTh KOPUCTYBauy KOPUCTYBAaTHUCh MEHIO TOTOBUX
piBHIB

Actors KopuctyBau

Trigger KopuctyBau 3axonuTh y MEHIO TOTOBUX PIBHIB
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IIponosxxenns Tadmuii 2.9

Pre-condition
S

MeHto roToBUX PiBHIB BIKPHUTE.

Flow of | KopuctyBady Mae 3MOry HaTHCHYTH Ha OIHY 3 KHOIIOK MEHIO

Events TOTOBUX PiBHIB:«[ 0TOBUI piBeHb» KOPUCTYBAa4 MOXE HAaTUCHYTH
JIKM 1o piBHIO, TOAl PO3MOYHETHCS MPOXOMKEHHS 0a)KaHOTO
roroBoro piBHs ;«Ha3zam» KkopHCTyBad TOBEpHETHCS IO
TOJIOBHOTO MEHIO/

Extension -

Post-Conditio
n

BinOyBaerbcst oOpaHa jis

Tabnuis 2.10 — Bapiant Bukopuctanas UC-10

Use case Hagirauist B MEHIO nay3u

name

Usecase ID [ UC-10

Goals JlaT MOXJIUBICTh KOPUCTYBa4y KOPUCTYBaTUCh MEHIO TMay3u
Actors KopuctyBau

Trigger KopuctyBau HaTtvckae Ha KHONKY MMay3H Mij 4ac MPOXOKCHHS

piBHS

Pre-condition
S

KopucryBau 3aifimioB Ha piBeHb. [lepconax He MepTBHil. PiBeHb

HE BBAXKAETHCA MPOUIECHUM

Flow of

Events

KopucryBau 06auuTh CBId NOTOYHUN pE3YNbTaT MPOXOMKEHHS
piBHA y MeHI0 mnay3u. KopucrtyBau mae 3MOry HaTUCHYTH Ha
OIHYy 3 KHOIOK MeHI mnay3u: «lIpomoBxkutm» KopuCTyBad
BUXOJIUTH 13 MEHIO May3H 1 MOBEpTa€ThCs 10 IpH ; «Ilepesamyck»
pIBEHb NEPE3aIlyCKAETHCS 3 TOYATKY 1 KOPUCTYBad [MOYUHAE HOTO
npoxomkeHHs;  «Buxim»  kopuctyBad

IMOBCPTAETHCA a0

I'OJIOBHOT'O MCHIO.
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ITponosxkenns Tadmuii 2.10

Extension

Post-Conditio
n

BinOyBaetbcst oOpana s

Tabnmuus 2.11 — Bapiant Bukopucranns UC-11

Use case | HaBirauis B MeHI0 OOMIHY piBHSIMU

name

Use case ID | UC-11

Goals JlaTi MOXIJIMBICTh KOPUCTYBa4dy KOPUCTYBATHCh MEHIO OOMiHY
PIBHSMH

Actors KopuctyBau

Trigger KopucryBau 3aXoauTh y MEHIO OOMiHY pIBHSIMU

Pre-condition
S

MeHnto 0OMiHY pIBHSIMH BIJKPHUTE.

Flow of
Events

Extension

Post-Conditio
n

BinOyBaeTbcs oOpaHa Jis

Tabmuns 2.12 — Bapiaat Bukopuctanns UC-12

Use case Buiitu 3 rpu

name

Use case ID | UC-12

Goals Jlath MOXKJIMBICTh KOPUCTYBAYy BUMTH 3 TpU

Actors Kopucrysau

Trigger KopucryBay Harnckae Ha KHONKY BUUTH 3 T'PU y TOJOBHOMY

MCHIO
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S

Pre-condition

KopucTyBay 3HaXOIUTHCS Yy TOJIOBHOMY MEHIO

Flow
Events

of | KopucrtyBau HaTHCKae Ha KHOTIKY BUXOJLy TPH, I'pa 3aKpUBAETHCS

Extension -

n

Post-Conditio

KopucrtyBau 3akpuB rpy

2.2 Po3pobGnenHst GyHKIIIOHATBHUX BUMOT

[Iporpamue 3abe3neueHHs po3aiieHe Ha Moayii. KoxkeH Momynb Mae CBiit

neBHUil HaOip Qynkmii. B tabmuimi 2.13 HaBeaeHO 3arajibHy MOJAEIb BUMOT, a B

TadIuIl

2.14 mHaBeneHud onuc (QYHKIIOHAJIBHUX BHUMOT JO IPOTPAMHOIO

3a0e3nevyeHHs. MaTpuilio TpacyBaHHS BUMOT MOXHA MOOAYUTH HA PUCYHKY 2.2.

Ta0mumsa 2.13 — 3arainsHa MOIEIH> BUMOT

No Haszsa ID Bumoru | IIpiopuretn | Pusuku

1 KepyBaHHSI mepcoHaKeM FR-1 Bucoknii Bucoknii

1.1 IlepemineHHs nepcoHaka FR-2 Bucoxkmnii Cepennin
1.2 Cucrema 300pOB’ sl IEPCOHAXKA FR-3 Bucokuit CepenHii
1.2.1 [ CMepTh IepCOHAXKY FR-4 Bucoxkuii Bucokuii

1.3 ATaka nepcoHaxa FR-5 Bucokuit CepeHii
2 3MiHa 040K MEPCOHAXKA FR-6 CepenHiit Huspkuii

2.1 B3aemonisg 3 00’ ekTaMu 040K FR-7 CepenHiit Huspkuit

3 IIpoxomKkeHHs piBHS FR-8 Bucoxknii Huspknit

3.1 Bzaemomiss 3 o00’exkramu  mo | FR-9 Bucokuit Huzbkunit

OTPiOH1 JIJIsI TPOXOJKEHHS PIBHS

3.2 Ilay3a FR-10 CepenHii CepenHii
4 Boporu FR-11 Bucoxkui Bucoxkuii

4.1 CraTuyHi BOpOrd FR-12 Cepenniii Cepenniii
4.2 JlnHamidH1 BOpOTH FR-13 CepenHiit CepeHiii
4.3 IlacTkn FR-14 CepenHiit Cepenniit
4.4 BOuBCcTBO BOpOTriB FR-15 CepenHii Cepennii
5 Inrepdeiic FR-16 Bucoxkmnii Bucoxkmnii

5.1 IrpoBuii iHTEpDETic FR-17 CepenHiit Huspkuii

52 J'ooBHE MEHIO FR-18 Bucoxkwnii Cepennii
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5.3 Buiitn 3 rpu FR-19 Hwuspxuit Huspkuit
5.4 MeEHI0 TOTOBUX PIBHIB FR-20 CepenHii CepenHii
5.5.1 | T'oroBi piBHI FR-21 Huzpkuii Huspkuit
5.5 MeHI0 BJaCHUX PIBHIB FR-22 CepenHiit CepeHiii
5.5.1 | Komipku BacHUX PiBHIB FR-23 CepenHiit CepeHiii
5.6 [Touatu rpy FR-24 CepenHiit Bucoknii
5.7 MeH10 naysu FR-25 CepenHii Huspxuit
5.8 MeHI0 nepeMoru/nporpanty FR-26 Cepenniit Huspxuit
5.9 Meno 00MIHY PIBHAMU FR-27 Bucoxkuit CepenHiii
5.9.1 | MeHro aBTopu3aitii FR-28 Cepenniit CepenHiii
5.9.2 |Meno BuganenHs ocobuctoi | FR-29 Cepennii | Bucokuit
1Hpopmari
5.9.3 | MeH10 JIOKaJIbHUX PIBHIB FR-30 CepenHiit CepeHiii
5.9.4 | MeHro nyOai4yHUX PIBHIB FR-31 CepenHiit CepenHiii
5.9.5 | MeHo npono3uiii 10 3MiH FR-32 CepenHiit Cepenniit
6 30eperkeHHs BJACHUX PIBHIB FR-33 Bucokuit Bucokuit
6.1 BupmaneHHs BIacHHX PiBHIB FR-34 CepenHii Huzpkuii
6.2 Ilepesamnmc BIacHUX PiBHIB FR-35 Cepenniit Huzbkuit
7 CkanyBanns (Qaitny piBas Ha [ FR-36 Cepenniit | Bucoxkwnit
K1 JUTUBUA BMICT.

Tabnuis 2.14 — Iepenik pyHKIIIOHAIBHUX BUMOT

Hazpa | Onuc

FR-1 KepyBaHHs epcOHAKEM.
KopuctyBau Mae 3MOry KepyBaTH IrpOBHM IIEPCOHAXKEM Yy MayKax
pIBHSL.

FR-2 [TepemiteHHst mepcoHaxa.
KopucryBau mae 3Mory mepemimiatd irpoBOTO MEPCOHaXa y MekKax
piBHa. [Ipu 1boMy, TIEpCOHAXK HE MOXKE MPOXOIUTH KPi3h IIaTHOPMHU
abo ctinu. [lepcoHak MOXke SIK XOIWUTH BIIIBO Ta BIPABO, SKIIO HOMY
HIYOI0 HE 3aBaKa€, TaK 1 CTPUOATH Ta MMaJaTH.

FR-3 Cucrema 310pOB’ s IEPCOHAXKA.
KopuctyBau Mae 3MOTy 3MIiHIOBAaTH 3arac 3J0pPOB’S TIEpCOHaXa Y
MPOIECl NPOXOPKEHHS PIBHSL.

FR-4 CMepTh epCcoHaKYy.
KopucrtyBau mMae 3MOTy 3HU3HUTH 3arac 370poB’s mepcoHaxa a0 0, Tum
camuM BOuTH Horo. Ilpm cmepTi mnepcoHaxka TIpa BBAKAETHCA
IPOTPAHOIO.

FR-5 ATaka nepcoHaxa.

KopuctyBau Mae 3Mory arakyBaTH II€BHMX BOpPOTIB 3a IrpOBOrO
NIEPCOHAXKa, TUM CAMUM BILJIMBAIOYl HA HUX.
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IIponosxxenns Tabmuii 2.14

FR-6

3MiHa OYOK MEepCOoHaXka.

KopucrtyBau mMae 3Mory 3M1HIOBaTH KUIBKICTh OYOK MIEPCOHAXKA 1] Yac
npoxomKkeHHsT piBHI. O4ky OymyTh MiJipaxoBaHl 1 BUBEJCHI Y MEHIO
MIEPEeMOTH/TIPOTPaIILy.

FR-7

B3aemonist 3 00’ €kTamMu OYOK.
KopucTtyBau mae 3M0ry B3aeMOAISATH 3 00’ €KTamMu 110 OyAyTh BIUTMBATH
Ha KUIBKICTh OYOK.

FR-8

[TpoxomkeHHs piBHSL.

KopuctyBau mae 3MOTy MpOWTH piBeHb, y pa3i BUKOHAHHS YMOB IS
HOro MpOXOKEHHS. YMOBOIO TIPOXO/KEHHS PiBHA € 30ip 3 JiamMaHTIB
PO3TAIIOBAHMX T10 PIBHIO.

FR-9

B3aemogis 3 00’ ekTamu 110 TOTPi0H1 1S MPOXOIXKSHHS PI1BHSI.
KopucryBau mae 3mMory B3aeMOJISATH 3 JlIaMaHTaMH, IMiIOUPAOUN iX.
[Ipu bOMy OHOBIIIOETHCA 1H(POPMALLIS IIIOJI0 TPOrPECY KOPUCTYyBava Ha
piBH1. BoHa Oyzie BUBeACHA y pa3i mepeMOry/mporpairty.

FR-10

[Tay3a.

KopurcryBau Mae 3MoOry IMOCTaBHTH NMPOXO/KEHHS PIBHS Ha may3y 3a
notpebu. Ilpu 1bOMY TNPOXOMKEHHS PIBHSI «3aMOPOXKYETHCS» 1
nporpec  30epiraetbcsa. Y  pa3l  MOTPeOM, TMEPCOHAXK  MOXKE
«pPO3MOPO3UTH» PIBEHHb 3HSABIIM WOTO 3 TMay3W 1 TIPOJOBKUTH
POXOJIPKEHHSI.

FR-11

Boporu.

KopucrtyBau mae 3Mory B3aeMOJIATH 3 BOPOTaMHU PO3TAINIOBAHUMH HA
piBHsX. BOoHM MOXYTh 3aBAaBaTH KOy IrpOBOMY MEpCOHaXY. Boporu
BHUCTYIAIOTh NIEBHUM YCKJIAJITHCHHSIM PIBHSI Ha IUISIXY JI0 IEPEMOTH.

FR-12

CraTu4Hi BOPOTH.

KopuctyBau mae 3Mory B3a€MOMISITU 31 CTaTUYHUMHU BOPOTaMH.
CraTuyHi BOPOrM HE MalOTh 3MOTH MEpECyBaTUCh O I1arGopmam, aje
MaloTh 3MOTY aTaKyBaTH irpOBOIO MEPCOHAa)Xa y pa3l BUKOHAHHS YMOB
JUISL aTaKu.

FR-13

JlunamiuH1 BOPOTH.

KopuctyBad mae 3MOry B3a€eMOMIATH 3 JIWHAMIYHUMH BOPOTAMH.
JluHaMigHI BOPOTH MarOTh 3MOTY IEpeCyBaTHCh Mo Iiargopmam, a
TaKOXK aTaKyBaTH irPOBOTO MEPCOHAXKA ¥ pa3i BUKOHAHHS YMOB aTaKH.

FR-14

ITacTkmn.

KopucTtyBau mMae 3Mory B3aeMofisiTH 3 nacTkamu. [lacTku BUCTYyHalOTh
YACTHUHOIO 1HTEp €PY PIBHS IMPH KOHTAKTI 3 SIKOKO KOPHUCTYyBad OTPUMYE
LIKOAY.

FR-15

BouBcTBO BOpOTiB.

KopucTyBau mae 3Mory BOWBaTHM mEBHHMX BoporiB. st BOMBCTBa
BOopora Tpeba BUKOHATH YMOBH IO 3ajieXaTh BiJl BUIy Bopora. [Ipu
BOMBCTBI BOpora BiH IMpomajae 3 piBHSA 1 OUIblIEe HE CTaHOBUTH
3arpo3m.
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FR-16

[aTepdeiic.
KopucrtyBau Mae 3Mory B3aeMomisiTH 3 iHTephercoM Tpu ISl 3pyUHOT
HaBlrai, BUKOHAHHS Oa)kaHMX J1i 1 OTpUMaHHS 1rpoBoi 1HhGopMartii.

FR-17

IrpoBuii inTEpdeiic.
KopucrtyBau Mae 3MOry B3aeMOISTH 3 IFPOBUM 1HTepdericom. IrpoBuii
iHTepdeiic - e iHTepdeiic mo KopucTyBad 0auuTh OE3MOCEPEAHBO Mij
yac IpOXOJKEHHS piBHA. BiH qomomarae KopucTyBady Opi€HTYyBaTHCS
B IMOTOYHOMY MpOrpeci MPOXOKEHHSI pIBHS 1 BigoOpaxkae KOPUCHY
1rpoBY 1HGMOOPMAIIIIO.

FR-18

['o10BHE MEHIO.

KopucTyBau Mae 3MOTy B3a€EMOISTA 3 TOJOBHUM MEHIO IO BUCTYTIAE
TIEPIIIOK0 YACTUHOIO T'PH IO MOO0AYUTh KOPUCTYBau MpH 3amycky. BoHo
MICTHTB: JOTOTHI a00 Ha3By TI'pH; KHOIKY JUIS IMEPEXOAy JO MEHIO
TOTOBHX PIBHIB; KHOIIKY JIJISl IEPEXOLYy Y PEIAKTOP PiBHIB; KHOTIKY JIJIs
IepEXoAy Y MEHIO 30epeKEHNX PIBHIB; KHOIIKY JJIs1 BUXOY 3 I'DH.

FR-19

Buiitu 3 rpu.
KopucryBau Mae 3MOry 3aKpuTH ITPOBHM 3aCTOCYHOK HaTHCHYBILU Ha
KHOIIKY «BUMTH» Y TOJIOBHOMY MEHIO T'PH.

FR-20

MeHI0 TOTOBUX PIBHIB.

KopuctyBau Mae 3Mory B3a€eMOIISITH 3 MEHIO TOTOBHX piBHIB
oOupatoun OakaHWUW PIBEHBb JJIA MPOXOMKEHHS. TakoX, KOPUCTyBad
Ma€ MOXJIMBICTh HATUCHYTH Ha KHOIIKY «HAa3aa» 1 MOBEPHYTHUCS [0
T'OJIOBHOTO MEHIO.

FR-21

['oTOBI piBHI.

KopucrtyBau Mae 3MOry MpOXOAUTH TOTOBI PIBHI, 110 WAYTh Y 0a30Bii
KoMIuiekTamii rpu. L1 piBHI MOTPIOHI rpaBIO AJs O3HAMOMIIEHHS 3
0a30BUMU NIPABUJIAMHU T'PH.

FR-22

MeHto BIacHUX PiBHIB.

KopuctyBau Mae 3Mory B3a€eMOIISITH 3 MEHIO BIACHUX piBHIB
oOupatoun OaxaHWUW PIBEHb JIA MPOXOMKEHHS. TakoX, KOPUCTyBad
Ma€ MOXJIMBICTh HAaTUCHYTH Ha KHOIIKY «HAa3aa» 1 MOBEPHYTHUCS [0
T'OJIOBHOTO MEHIO.

FR-23

KoMipku B1acHUX piBHIB.

KopucTtyBau mae 3MOry B3a€MOMISITU 3 KOMIPKaMU BIACHUX PIBHIB.
KopuctyBau wmae 3mory caMmocCTiiHO  30epiraTtd, BHIAJISTH,
Tepe3anycyBaTy BIACHI PIBHI.

FR-24

[Touaru rpy.
KopucTtyBau Mae 3MOTy Mmo4arv MpOXO/KCHHS PIBHS, 0OOpaBIly HOTO y
MEHIO TOTOBHUX PIBHIB a00 Y MEHIO BJIACHHMX PIBHIB.
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FR-25

Mesnro naysu.

KopucryBau Mae 3Mory B3aeMOJISTA 3 MEHIO May3u. B meHIo may3u
KOPUCTYBad MOXe MOOAYUTH CBiM MOTOYHUIN MPOTpec 1Mo PiBHIO. Takox
KOPHUCTYBad Ma€ 3MOTYy HATUCHYTH HA KHOMKHU: «IPOJOBKUTH» IS
MPOJOBKEHHST TIPOXOKCHHS; «IEPE3alyCck» sl TOTO MO0 ToYaTH
PIBEHb 3aHOBO; «BHX1» 00 MOBEPHYTHCH Y TOJIOBHE MEHIO.

FR-26

MeHro nepemoru/mporparnty.

KopucrtyBau Mae 3MOry B3aeMOISATH 3 MEHIO nepemoru/mporpanry. Li
MEHIO 3'SIBJISIOTHCA MPHU 3aKIHUYEHHI PIBHIO (LIUISIXOM CMEPTI irpOBOTO
nepcoHaxa abo TMepeMoru y piBHI) 1 BIIOOpaKarOTh OCOOUCTY
CTaTUCTUKY KOPUCTyBaya Ha IIbOMY PIBHI.

FR-27

MeHnto 00MiHY pIBHAMH

KopucryBau mae 3mory B3aeMOmisiTH 3 MeHIO OOMiHY piBHsIMH. lle
MEHI0O BKJIOUae B ce0Oe: MEHI0 aBTOpHU3allii; MEHIO0 BHWIAJICHHS
ocobucroi iH(opmallii; MEHIO JIOKaIbHUX PIBHIB; MEHIO ITYONIYHHX
PIBHIB; MEHIO IIPOIO3MIIH IO 3MIH.

FR-28

MeHto aBTopu3arii
I{e meHro Hasae iHTEpdEiic I aBTOpU3aIli KOPHCTYBAYIB.

FR-29

MeHto BuaaeHHs 0coOUCTOl 1HpOopMaIii
Ile meHro Hajmae 1HTEpbeEiic 11 BUgaaeHHs 0coOucTol 1HdopmaIii.

FR-30

MeHt1o JoKaIbHUX PIBHIB
Ile Menro Hajae inTepdeic g B3a€MOIil 3 BIACHUMM PIBHIMU

FR-31

MeHto myOa14HUX PiBHIB
Ile meHro Hamae 1HTEpdeEic I B3aeMoali 3 MyOIIYHUMH PIBHIMH

FR-32

MeHro nporno3uIlii 10 3MiH
Ile menro Hazae iHTEpdENc I B3a€MOIII 3 CHCTEMOIO 3MIH

FR-33

30epeKeHHSI BIIACHUX PIBHIB.

KopuctyBau wmae 3Mory 30epiraTé BIacHI piBHI, poO3poOIeHI Y
penakTtopi piBHI. BiH Mae 3MOry MOMICTHUTH iX y KOMIPKH MEHIO
BJIACHUX DPIBHIB.

FR-34

Bunanennst BnacHUX piBHIB.
KopucrtyBau mMae 3MOry BUAQJIUTH BIAacH1 piBHI, IepeOyBaroud y MEHIO
BJIACHMX piBHIB 1 HaTuCHYBIIM [IKM 10 3aiHSATIH KOMIPIN 3 PIBHEM.

FR-35

[lepe3anuc BIacHUX PIBHIB.

KopuctyBau Mae 3Mory mepe3anmucard BJIAcHI PiBHI, MEPEUIIOBIIN 3
peIaKkToOpy PIBHIB JI0 MEHIO BJIACHUX piBHIB 1 HatucHyBmM JIKM mo
3aMHATIA KOMIPIII.

FR-36

CkanyBaHHS (ailily piBHS Ha MIKIAJIMBUNA BMICT.

KopuctyBau wMae 3mory 3aBaHTaxuTH ¢aiin 3 piBHEeM 1 OyTH
BIIEBHEHUM y HOTO BMicTi. 71 1IbOTO MOTPIOHO CKaHyBaTu (aili piBHs
nepes TUM AK Oyap-sKUi KOPUCTYBad XO4Ye€ 3aBAHTAKUTH HOTO Ha
cepsep
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uc3
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ucs

uce

uc-10

uc-11 x  x  ox x x x
uc-12

Pucynok 2.1 — Marpuus TpacyBaHHS BUMOT
2.3 Po3poOnenHs He(pyHKIIOHATbHUX BUMOT

KopuctyBau He MOBHMHEH BIJUyBaTH B KAPTUHIII MAJICHbKY KUIBKICTh KaJPIB,
ToK HeoOxiaHo mob IIK kopuctyBaua He OyB MEPEBAHTAXKEHUM Ta MIT' CTAOLIBHO
BiJT0OpakaT KaJpy 100 KOPUCTYBa4d HE BITIYBAB TUCKOMQOPTY.

[lepexin MK KOMIIOHEHTAaMHU MEHIO TOBMHEH OyTHM BHUKOHAaHUN uepes
aHIMaIlito, 100 BCl KOMIOHEHTH MEHIO TIJIABHO 3’ SIBJISUTUCS TIEpE] TPaBIIEM.

KopuctyBainpkuii inTepdeiic moBuHeH OyTH 3pO3yMUIMM Ha 1HTYITUBHOMY
PiBHI, III0 TOBHHHO JOCSTATUCh 3aBISKH BIAJIIOMY PO3TAaIIyBaHHIO KOMIIOHEHTIB Ta
BUKOPUCTAHHI BIAMOBIAHUX TpapiyHUX KOMMIOHEHTIB. ToOTo MakcuMmaiabHa
IMOMHA B i€papxii MEHIO HE TIOBUHHA TIEPEBUIILYBaTH 3.

KopuctyBau moBuHEH MaTtu 3MOTY O3HAHOMHUTHCH 3 OCHOBHHUMU MPABUJIAMH
rpu mpoumoBmM 6a30Bi piBHI. BoHM HamagyTh KOpUCTyBady pO3yMiHHS poOOTH
NEPEMIIICHHS] TOJIOBHOTO MEPCOHaXKa, pOOOTH BOPOTiB Ta MACTOK, & TAKOX YMOB
10 HEOOX1AHO BUKOHATH JIJIsl yCHIIIHOTO TPOXOIYKEHHS PIBHS.

KopuctyBau mMmoBHHEH Maru 3MOTy YyTH MY3UKYy Ta BIJIIIOBITHI 3BYKOBI
edektu i yac rpu. Lle nonoMoxe sk y 3aHypeHH1 B atMocdepy I'pH, Tak 1 OUIbII
BJIQJIO pearyBaTH Ha irpoBi MO/Ii.

Takox, KOpUCTYBa4 MOBUHEH MAaTH 3MOTY B3a€EMOJIATH 3 PI3HOMAHITHUMU
BOpOraMH Ta MEPEILKOIaMH, 1110 MAIOTh Pi3HI NaTepHu Aiil. Yepes 1e kopuctyBauy
noTpiOHO Oyne amantyBaTHCS A0 KOXKHOTO HOBOTO PiBHS, IO HE JO3BOJIMTH T'PU

CTaTH 3aHAATO ITPOCTOXO AJIA IMTPOXOIKCHHA.
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2.4  AHai3 CHCTEMHHUX BUMOT

[Tporpamue 3abe3nedeHHs (YHKIIIOHyBaTUME HA TIPUCTPOSX, IO MPAIFOIOTh
Ha OC Windows 10.

MiHnimanbHa KOHGITYpallis TEXHIYHUX 3aC001B:

— tut nporecopy: Intel Core 13;

—00‘em O3I1: 4 I'0;

— 00’eM BiTbHOT aM’sAT1 HakonmuayBada: 300 M6.

— IIBUAKICTh IHTEPHETY 5 MO/C

PexomenoBana koH}Irypariist TEXHIYHUX 3aCO0IB :

— tut nporecopy: Intel Core 15;

—06‘em O3II: 16 I'6;

— 00’eM BUIBHOT mam’sTi HakonnyyBaya: 300 MO.

— MBUAKICTh 1HTEepHETY 10 MO/C

MiHiMaabHI CUCTEMHI BUMOTH BATNOBIAIOTh TUM MPUCTPOSM, KOTP1 3/1aTHI

niaTpumyBaru gany Bepciro OC Windows.
2.5 AHani3 eKOHOMIYHHMX NTOKa3HHUKIB MPOrPaMHOI0 3a0€3MeUeHHS

Jlinst aHamizy €KOHOMIYHMX TOKAa3HHKIB MPOTPaMHOTO 3a0e3redyeHHs Oyre
po3paxoBaHa kiibkicTh «UCP». Ha ocHOBI JiarpamMu BUKOPUCTaHHS, CKJIaJa€EMO
nepenik akTopiB («UAWy), moBuumii miepemik Use Cases («UUCWy), Unadjusted
Use-case Points («UUCP»), Technical Complexity Factor («TCF»), Environmental

Factors(«EF») Ta o0paxyemo ocratouny kuibKicTh Use-case points(«UCP»).
2.5.1 Axropu («KUAW»)

Tabmuns 2.15 — Akropu(«UAWY):

Tun Oruc Koedimient | KinmbkicTb
[Ipoctuit | JlokaneHi aitnu  piBaiB (Pickle, | 1 |
JSON) ta cepBepHa 0a3a JaHUX.
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Cepenniii | [Iporpamuunii Momyns/6i0mioTeka, o | 2 1
Hajcunae ta orpumye HTTP-3anutu
no/Bin cepsepa (PHP, Django um
OyIb-IKUW KITIEHT, SKUU TMpale 3
REST).

Cknagumnii | JIromuHa, 10 Kepye | 3 1
IPOIO/PENaKTOPOM, BBOAWTH JIaHi,
npuiiMae pileHHs, HATUCKA€e KHOTIKH,
nepersigae ClUCKHY, 3alycKae PiBeHb
TOIIO.

Jlnst mipaxyHKy, CKJIaIeMO KOe(DIIIEHTH akKTOpiB, JOMHOXHUBIIM Ha i

KIJIbKICTb:

UAW=3+2+1=6 2.1)

2.5.2 Tloruuii nepenik Use Cases («UUCWy)

Tabmuns 2.16 — ITosuumii nepenik Use Cases («KUUCW»):

Haszsa Use Case Kareropis Bara (UCP)
ITpoxomkeHHs piBHSI Cknagaui 15
Hagiraiiist B MCHIO may3u IIpocTuii 5
KepyBaHHs nepcoHaXeM CxnagHuii 15
B3aemomis 3 Boporamu Ckiragaui 15
CucTteMa 040K MepCcoHaxka IIpocTuii 5
Cucrtema 310pOB’ ST IEPCOHAKA IIpocTuit 5
Buiitu 3 rpu IIpocTuii 5
Hasiraist B roJJOBHOMY MEHIO IIpoctuii 5
Hasgiramist B MeHro rotoBHX piBHIB | [IpocTuii 5
Hagiraris B MmeHt0 00MiHY piBHsAIMuU | [IpocTwmii 5
Hagiramis B MmeH1o BaacHux piBHIB | [Ipoctuit 5
306eperkeHHsl piBHS (Y pelakTopl) CepeHiii 10
PemakTop piBHIB Cepenniit 10
CtBOpeHHs Ta peaaryBaHHs piBHg | CepenHi 10
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ABTopu3alis (peecTpalis/BxiJ) IIpocTuii 5
[lepermssn nyOmYHUX PIBHIB IIpocTuii 5
Bucrasaenns piBas (Publish Level) | Cknagauii 15
[Ipono3uitis 3MiH 710 piBHIB 1HIUX | CepenHii 10
'paBIliB

ITeperys MpONOHOBAHUX 3MIH CepenHiit 10
BigmoBuTHCs Bix 3MIHHA Cepenniii 10
3aCTOCYBaTH 3MIHY IIpoctuit 5
Buganutu ocobucty 1HpopMalio CepenHii 10

[Tizpaxyemo 3arajapHy Bary:

UUCW =55+70+60=185

2.5.3 Unadjusted Use-case Points («UUCP»)

Hns  orpumanns «UUCPy,
«UUCWy:

(2.2)

ckiaagemo paxime otpumani «UAW» Ta

UUCP =UAW + UUCW =6+ 185 =191 (2.3)

2.5.4 Technical Complexity Factor («TCF»)

Tabmuus 2.17 — Technical Complexity Factor («TCFy):
dakTop Wi Fi1 WixF1
Posmnoauiena cucrema 2.0 4 8.0
Bumoru 10 npoayKTHBHOCTI 1.0 2 2.0
3py4HICTh JIJIs1 KIHIIEBOTO KOPHUCTyBada 1.0 4 4.0
CknaznHa BHyTpiuIHs oOpoOka 1.0 3 3.0
[ToBTOpHE BUKOpPUCTAHHS KOy 1.0 2 2.0
JlerkicTh BCTaHOBJICHHS 0.5 | 0.5
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3pyunicth Bukopuctanus (Ul) 0.5 3 1.5
[TopTratuBHICTH 2.0 2 4.0
JlerkicTh BHECEHHS 3M1H 1.0 3 3.0
[TapanenbHe BUKOPUCTAHHS 1.0 3 3.0
CriemiasibHI BUMOTH JI0 O€3TEKU 1.0 3 3.0
HasBHICTh HaBUAILHUX MaTepiajiB 0.5 1 0.5
Jlerkicth KOHpITYypaIii 0.5 2 1.0

[ligpaxyemMo Koe(DILIEHT TEXHIYHOI CKJIAAHOCTI BUKOPUCTOBYIOUM HACTYIHY

popmymy:

(2.4)
TCF=0.6+0.01 x (Wi * Fi) = 0.955

2.5.5 Environmental Factors («EF»)

Tabmuns 2.18 — Environmental Factors («EF»):
dakTop Wi Fi WixFi
3nanas UML/MoneaoBaHb 1.5 3 4.5
JlocBig 13 momiOHMMHU TOJaTKaMHU 0.5 2 1.0
Jlocsin 00’ ekTHO-0OpieHTOBaHOTO | 1.0 3 3.0
IporpaMyBaHHS
3110HOCTI BEAYUYOro aHaJlITUKA 0.5 3 1.5
MotuBarris 1.0 4 4.0
CTallIbHICTh BUMOT 2.0 2 4.0
YacTkoBa 3alHATICTh MEPCOHAITY 1.0 1 1.0
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CxJ1aiHiCTh MOBH IIPOTpaMyBaHHS 1.0 2 2.0

Takox nigpaxyeMo ¢hakTOpH HaBKOJIUIITHBOTO CePeOBHIIA IO (GOPMYITi:

(2.5)
EF=1.4+(-0.03 x (Wi * Fi)) = 0.77
2.5.6 Ocrarouynuii po3zpaxyHok «UCP»
VY pesynbrari, oTpUMaEMO HaCTYMHY KUIbKICTh «UCP»:
UCP =UUCP x TCF x EF = 191 x 0.73535 = 140 (2.6)

2.5.7 Ilepesenenns «UCP» y TpyAOMICTKICTb 1 BapTICTh

Po3paxyemo ckinbkM 3HaZOOMTHCA Yacy Ha MOTO peami3aiiifo y OIHOTO

pO3pOOHMKA, TIPH TOMY IO BiH Oyje mpartoBatu 1mo 160 roguH y Micsiib:

140 UCP * 2312 = 2800 romum (2.7)
2T~ 17.5 PM (2.8)

Tak Ak 1el NPOEKT KOMIUIEKCHUN, MU OTPUMYEMO 1110 KOXKEH 3 2
PO3pOOHUKIB TOBUHEH BUTPATUTH 110 8.75 MicsIll Ha peari3alliio.

JUist miapaxyHKy 3arajibHOi BAPTOCTI MPOEKTY MOXHA B3SITH CEPETHIO
3aprutaty Junior po3poOHuKa Ha MOBi Python, o ckinamae 6mu3pko 7008, ab6o

npuban3Ho 29000 rpuBeHb.
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Tox MOKHa CKa3aTH IO 3arajibHa BapTICTh I[LOTO MPOEKTY CKJIaaae Ois

507500 rpuBeHb.

2.6  IlocTaHoBKa 3aBAaHHs Ha pO3pOOKY MPOrpaMHOTro 3a0€3MeUeHHS

[IpuzHaueHHss po3poOKH - OE3KOUITOBHA KOMIT'IOTEpHA TIpa y KaHpi
Platformer, 3 po3poOkol0 pemgakTopa piBHIB 1 CHUCTEMOI0 OOMiHY piBHAMH. Lleit
NPOEKT TPU3HAYCHHWH ISl MO3BLUIA Ta PO3BUTKY peakilii KopucTyBada. MeToro
PO3POOKH € CIIPUSHHS PO3BUTKY JIOTIYHOTO Ta CTPATETIYHOTO MUCIICHHS TPABIIA .

JlaHa MeTa 10CAraeThCs 3aBASKU BUPIIICHHIO 33]1a4 31 CIIUCKY:

- CTBOPEHHSI ITPOBOrO CBITY 3alOBHIOKOYI MOro pi3HOMaHITHUMH
IHTEpaKTUBHUMU 00 €KTaMu, 110 JO3BOJSATH MEPCOHAXY IepecyBaTuCh,
OTPUMYBAaTH OYKH, MPOTpecyBaTH y MPOXOPKEHHI piBHS ,3MIHIOBATH BIIACHE
310pOB’;

- KEpPYBaHHsS ITPOBUM II€PCOHAXEM Ta PO3POOKAa OCHOBHUX 3aKOHIB
G13uKK pyXiB, IO HAJAACTh MOXJIMBICTH KOPUCTYBauy B3a€MOJISTH 13 ITPOBHUM
CBITOM 13 00’ €KTaMH Y HHOMY;

- PI3HOMAaHITHI BOPOTHM Ha PIBHSX, IO OyAyTh BUMararv yHIKaJdbHOTO
M1IXO0AY JJIsl TPOXOHKEHHS KPi3b HUX a00 MEpeMOru HaJl HUMU;

- peamizailisi KOPUCTYBalbKOro 1HTepdeicy sK I KOPEKTHOTO
B1JI0OpakeHHs 1rpoBoi 1H(OpMallii, TaK 1 AJI HaBIraiii Mo 3aCTOCyHKY;

- po3pobka cucteMHu 30epekeHHs pIBHIB, CTBOPEHHUX Yy PpEAAKTOpi
PIBHIB, ISl MOAQJIBIIOTO MEPENPOXOIKEHHS Ta CUCTEMH O€3MEYHOr0 MOIIMPEHHS

I[UX PiBHIB.
BucHoBKkH 10 po3aiiay

Y upomy posaim «Po3pobnenns Bumor go I13» Oyino BHKOHaHO aHai3
BUMOT JI0 MPOrpaMHOro 3a0e3Me4eHHs, MOTPIOHUX JUIsi PO3POOKU MPOEKTY -
KoMIT toTepHa rpa y »*kaupi Platformer, 3 po3poOkoro pegakTopa piBHIB 1 CUCTEMOIO

0OMIHY PiBHSIMHU.
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byno cTBOpeHo miarpamy BapiaHTIB BHKOPHUCTaHHS IPOTPAMHOTO
3a0e3reueHHs, SKa BijoOpaxkae cleHapii B3aeMOli KOpPHUCTyBadya 3 PI3HUMHU
CIICMEHTAaMH TpPH, 30KpeMa 3 ITPOBUMH MEHIO, BHXOJOM 13 TPH, ITOYATKOM
POXO/KEHHST piBHA Tomio. lle mano 3Mory BHU3HAUMTH KIFOYOBI CIIEHapii, IO
MaloTh BHpIIIAJIbHE 3HAYEHHS I (OpMyBaHHS 3py4YHOrOo Ta €(EKTHBHOTO
3aCTOCYHKY.

Takoxx Oymu po3poOsieHl (YHKIIIOHAIBHI BHUMOTH JI0 3aCTOCYHKY, SKi
OKpECIIOI0Th OCHOBHI (DYHKIIT TpH, Takl SK : CHUCTEMa 3JI0pPOB'SS Ta OYOK;
KepyBaHHS IIEPCOHAXEM; PI3HOBHIHM BOPOTiB TOIIO. LI BUMOrn BU3HA4al0Th YMOBH
Ui cTabUIbHOI POOOTHM 3aCTOCYHKY Ta peaiizaiii ychbOoro 3ariaHOBaHOTO
¢yHKIiOHAMY. VY BIANOBIZHOCTI 10 (DYyHKUIOHAJBbHUX BHMOI Ta BaplaHTIB
BUKOpPHUCTaHb Oysa moOyioBaHa MaTPHUIIsl TPACyBaHHS BUMOT.

Kpim Toro, Oynu copmynboBaHi HEQYHKIIIOHAIbHI BUMOTH, $IK1 IIEPEBAXKHO
CTOCYIOTBCSI TIPOAYKTHBHOCTI, CTa0IILHOCTI pOOOTH, 3pYyYHOCTI KOPUCTYBaHHS, a
TaKOX IUJIICHOCTI Ta MOCIA0BHOCTI JU3aiiHy 3aCTOCYHKY. JIOTpUMaHHS 1IUX BUMOT
BIJIIFPA€E BAXKIIMBY POJIb y 3a0€3ME€UEHH] MO3UTUBHOTO KOPUCTYBALIBKOTO JOCBILY.

BbyB npoBenenuit anani3z CUCTEMHUX BUMOT JUIsl BU3HAYCHHS MiHIMAJbHUX Ta
PEKOMEH/IOBAaHUX TapaMEeTPiB CUCTEM JJIsl 3alyCKy IThOTO 3aCTOCYHKY. A TaKOX
OyB TPOBEACHWI aHaji3 €KOHOMIYHUX IMOKa3HWKIB JUIsi BU3HAUYEHHS OCHOBHUX
METPHK IO BIUIUBAJIA HA PO3POOKY IILOTO 3aCTOCYHKY.

Tak y kiHI, OyJl0 BU3HAUYEHO MPU3HAYCHHS Ta METy Li€i po3poOku. Lleit
OC3KOIITOBHUN KOMIT FOTEPHUN 3aCTOCYHOK TMPU3HAYCHUN IS TOKPAIICHHS
JO3BULIS, @ TaKOXK peakili KopucTyBada. A HOTro METOI0 € CIPHUSHHSA PO3BUTKY
JIOT1YHOTO Ta CTPATEr1YHOTO MUCIIEHHS TPaBIIS .

3a pesynabraramMu po3Aily C(HOPMOBAHO TEXHIUHE 3aBIaHHS HAa PO3POOKY

IPOrpaMHOIo 3a0€3MeUeHHs.
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3 KOHCTPYIOBAHHA TA PO3POBJIEHHSA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

3.1 ApxiTeKkTypa mporpaMHOro 3a0e3rneueHHs

Po3pobnene mporpamue 3abe3rnedeHHs TOOyIOBaHE 3a IPUHIMIIAMU
KJIIEHT-CEPBEPHOI  apXITEKTypH, WO JO3BOJIAE€ PO3AUIMTH CHUCTEMY Ha JBa
HE3aJC)KHUX, aje B3a€MOJIIOYMX KOMIIOHEHTH - KIIE€HTCHKY 4YacTHHY (IrpoBHiA
3aCTOCYHOK) Ta cepBepHy dYacTuHy (BeOcepBep). Takuii miaxim 3abes3medye
MaciTa00BaHICTh, MIATPUMKY B3a€EMOJII MK KOPHCTyBauyaMH, I[EHTpali30BaHE
30epiraHHs JaHWX, a TAKOX CIIPOIINY€E OHOBIICHHS Ta OOCIYTOBYBAaHHS OKPEMUX

YaCTUH CUCTEMH.
3.1.1 Kmienr

KiienTchka uacTMHa peanizoBaHa Ha MOBiI mporpamyBaHHs Python 3

BUKOpUCTaHHIM 010mioTexu Pygame. Bona BiamoBiznae 3a HacTynmHUM (QyHKITIOHA:

- 3aIlyCK caMol I'py;

- 3aMyCK peIaKkTopa PiBHIB;

- 1HTEepQeic AJid CTBOPEHHS, peJaryBaHHs Ta TECTYBaHHS P1BHIB;

- B3aemomis i3 cepBepoM uepe3 HTTP-zanmutu miis 3aBaHTaKeHHS Ta
HAJCWJIaHHS P1BHIB;

- aBTOpH3alLlisl KOPUCTyBaya.

Jlani piBHIB, CTBOPEHI B PEIAKTOpi, 30€piraroThCs y BUIIISAAI BKJIAICHHUX
cinoBHUKIB (JSON-nion1iOHa CTPyKTypa), sIKi Mi3HIIIE HAACUIAIOThCS Ha cepBep I

IIEHTPATI30BaHOTO 30€PEKEHHS Ta OOMIHY.
3.1.2 Cepsep

CepBepHa vacTuHa peanizoBaHa Ha 0a3i Django 3 Bukopuctanasm Django

REST Framework. Bona 3abe3mneuye:

- 00po6ky HTTP-3anuTiB BiJ] KJ1€HTIB,;

- aBTOpH3aIliio KoprucTyBadiB (Ha ocHOBI JWT);
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- 30epeKeHHs piBHIB y 0a31 1aHuX;

- JOCTYT JIO PiBHIB 1HIIUX KOPUCTYBAYiB;

- 00poOKy 3amuTIiB Ha 3MIHY 4yKHX piBHIB (MexaH13M «pull request» y
KOHTEKCTI1 PiBHIB);

- CXBaJICHHSI a00 BIJXWJICHHS 3alpPONOHOBAHKUX 3MiH aBTOPOM PiBHSI.

Komymikariisi kimienta 3 cepBepoMm BiaOyBaeTbcsi depe3 REST API, mo
no3Boiige mepenaBaru aaHi 'y Qopmari JSON. Taka B3aemofis € MPOCTOIO Yy

peaiizaiiii, 3py4Hoto Jjs Aedary Ta MaciTaboBaHOIO.
3.1.3 Apxitekrypnuii nareps MVC

CepBepHa yacTHHa MOOYIOBaHA 3 YPAaXyBAaHHSIM apXITEKTYpPHOIO IMATEPHY

MVC (Model-View—Controller)[18]:

Model - BignoBimae 3a cTpykTypy nAanux y 060a3t (ORM-mozemni):
KOpUCTYyBauyl, piBHI, 3anUTH Ha 3MiHW. Hampuknazn, mogens Level 30epirae Ha3zpy

piBHs, aBTOpa, BMIcT y opmati JSON, maTy CTBOpEHHSI TOIIO.

View - peanizye npenctasieHHs pganux y ¢opmari REST APIL e
cepianizaropu Ta npenacrarieHHs y Django REST Framework, siki KOHBEpTYIOTH

00’ ekt moneneit y dopmar JSON Ta HaBMaKu, HE MICTSIYM MPU [IOMY JIOTIKH.

Controller - wmicTuTh Oi13HEC-JIOTIKY, sIKa OOpOOJISiE 3amHUTH: MEpPEBIPKa
ABTEHTUYHOCTI KOPHMCTYBaua, JIOTIKa OHOBJICHHS PIBHIB, 3MiHA CTaTyCy 3allUTy Ha

peaaryBaHHs1, aBTOpU3alliiiHi 0OMEXEHHS TOLLO.

Taxuil po3noauT 103BOJISE YITKO CTPYKTYPYBaTH JIOTIKY CEPBEPHOI YaCTUHH,

MOJICTIIINTH i1 TECTYBaHHS, OHOBJICHHS Ta MacIITaOyBaHHS.
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Kopucryeay
[Person]

Kopucryeay

[Person] TpagBels Wo rpae,

CTBODIOE | ANHTLCA
PpiBHAMNA

TpagBeLk Wo rpae,
CTBOPIOE | [NMHTLEA
DiBHANMM

Mpae y rpy, qTEOpHOE piBHi

Mpae, pegarye, asTofuayeTsea yepes JWT v
Database Level King Siianod o e
ontainer: <§lsers levels,chan [Software System] ¢ il
requst= : . J
e FpOBHIA 33CTOCYHOK T R
fe al TedMNNEH, MEHID, pefakTop 12D nnatthopmep
PostgreSQL DiBHiB system]

Django REST cepeic ona
piBHB Ta aBTOpU3aLT

Uploadifetch JYOM levels. auth heck files on
\\ J?{‘NT viruses
SQLORMHTTRS / / \
Cepsep piBuis APl g L U
[Software System]
de%‘y e 1 De%iles level ops
\ ofm

Level 1
Context

Database
[Container. Databse]

PostgreSQL
Persist users levels, requesis,

Cepeep anA oOMiHy pisHAMK
stem] //

Level 2
Conteiners

Pucynok 3.1 — [liarpama apXiTekTypu
3.2 ApXITEKTypHI pillleHHs Ta OOIpyHTYBaHHS BUOOPY 3ac001B pO3pOOKHU

Jlis po3poOKH KIIIEHTCHKOI YaCTHHHU IpuU OyJ0 0OpaHO HU3KY KIIFOUYOBHX
IHCTPYMEHTIB, 30Kpema Pygame sk ocHoBy irpoBoro pymis Tta PyCharm sk
OCHOBHE cepefoBHIe pPo3poOku. Bubip 1mx 3aco0iB 0asyBaBcs Ha IXHIH
€(eKTUBHOCTI, MOBHIM BIAMOBIIHOCTI TEXHIYHUM MOTpeOaM MPOEKTY, a TAKOXK Ha
3pY4YHOCTI y TOBCSAKACHHINA pO3pOOIIi.

Pygame OyB oOpanwuii sk rojoBHa 0i0ioTeKa AJis peaizarlii irpoBoi JOTIKH

Ta rpadiku. OCHOBHUMHU apryMeHTaMu Ha KopucTh Pygame cranu:
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— migrpumka 2D-rpadiku: Pygame cnemianizyerbest Ha ctBopeHHi 2D-irop i
3abe3reuye Bci 0a30Bi IHCTPYMEHTH [JIsi PEHACPHUHTY CIIpalTiB, OOPOOKH TOMIIH,
aHIMaIlii Ta KepyBaHHSI 3ByKOM, 110 17I€ajIbHO MIIXOAUTH AJisl tuiaropmepa;

— THYYKICTh: Y Pygame Hemae 3a3gaeriap 3ajaHuX 1ma0IoH1B, 10 TO3BOJISIE
MOBHICTIO KOHTPOJIOBATH apXITEKTypy TIpH, NOOyAOBY penakTopa piBHIB Ta
B3a€MO/IIIO 3 CEPBEPOM;

— Python-opieHTOBaHICTh: OCKIIBKM CEpBEpHA 4YacCTHHA pealli3oBaHa Ha
Django, Bukopuctanas Pygame 3a0e3nedye oJHOPIIHICTh TEXHOJOTIH 1 CHPOILY€
1HTerpalliro KiieHT-cepBepHoi B3aemozii uepe3 REST API;

— MPOCTOTA OCBOEHHS: y MOPIBHIHHI 3 BAXXKUMU PYIIisIMH, TaKUMH sk Unity
yu Unreal Engine, Pygame no3Bosisie 30cepenutucs 06€3nocepe/IHbo Ha JIOT1II TPH,
HE BHUTpAYalOYM 4YaCc Ha BHUBUYCHHSA CKIAJHUX pENakTopiB abo rpadpiayHux
1HTEepdENCIB;

— aKTHBHA CITUJIBHOTA: HE3BAKAIOYM HA CBOIO MPOCTOTY, Pygame mae Benuky
0a3y MpUKIIAJIB, JOKyMEHTAIlll Ta MIATPUMKY BIJl CHUIBHOTH, IO MPHUIIBUIIIYE
PO3pOOKY.

[ToniOHI MOXIMBOCTI MarTh iHII pymrii, Taki sk Godot, omHaK BiH Mae
BJIACHY JIOTiKYy TOOYIOBH CIICH, IO HE JO03BOJISIE JOCSATTH TAaKOi THYYKOCTI MPHU
CTBOPEHHI KACTOMHOTO peJlakTopa piBHIB 1 mpsimMoi inTerpaii 3 Python-6a3oBanum
CepBepOM, SIK 11 MOXKIIMBO 3 Pygame.

PyCharm OyB oOpanuii sik ocHOBHe cepenoBuiie po3poOku. Ile IDE Bin
JetBrains cnemiansbHO onTuMizoBaHe s Python 1 wmictuth yci HeoOXimHi
IHCTPYMEHTH JJISI 3pYYHOI, CTa017IbHOI pOOOTH HaJl CKJIAJIHUMHU 0araroMoyJIbHUMHU
IIPOEKTAMH.

OyukIiioHanbH1 MoxuBocTi PyCharm:

— edexTuBHa poboTa 3 Pygame: HamamTyBaHHS KOH(QIrypaliid 3aIycky,
nebar rpadiku Ta iHTErparis 3 cepemoBuileM BukoHaHHS Python BimOyBaroThes
0€3 TPY/IHOIIIIB;

— BOynoBaHa cuctema HanaromkeHns (debug): mgo3Bonsie eheKTUBHO

3HAXOJUTH TIOMUJIKH K Y KIIIEHTCHKIN, TaK 1 CEpBEPHINA YaCTHHI;
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— Code With Me: dyHKIis cniibHOI po3poOKH B pealbHOMY 4aci, IO
JI03BOJIIE  JICKUIBKOM yYaCHMKaM KOMaHAM TMpalloBaTU B OJHOMY IPOEKTI
napanenbHO, pearylound i mepeniinadd Ko 0e3 moTpeOu mepeaaBaTd MPOEKT
BpY4HY;

— migrpuMka Git 110 J03BOJISIE BUKOPUCTOBYBATH CHUCTEMY KOHTPOJIIO
BEpCiif, 110 B CBOIO Yepry JO3BOJISE JIETKO KEPyBaTH ICTOPI€I0 3MiH, KOMITaMH Ta
3IUATTSAMHU.

Visual Studio Code takoxx mir 6u OyTH BUKOPUCTAHHMI SIK aJbT€pHATHBA,
OJIHaK BiH OUIbIIE OpIEHTOBAaHHMH Ha JETKy po0OTy 3 KOJAOM 1 moTpedye
BCTAHOBJICHHS Ta HaJAIITYBaHHS YMUCIEHHUX PO3UIMPEHb Uil JOCSTHEHHS
nof16Ho1 ¢yHkuioHansHOCTl. PyCharm >k 3abe3nedye MOBHY TOTOBHICTH [0
poboru 3 Python-mpoexkramu oxapasy micias BCTaHOBJICHHS, IO JIO3BOJISE

30CcepeuTICs Ha caMiil po3poOIli, a He Ha KOHQIrypalli cepeoBHILA.
3.3  KoHCTpyroBaHHS MPOTPAMHOTO 3a0€3MCUCHHS

ApXITEKTypa I'pH CKJIAAA€ThCS 3 KIIBKOX CIIEH, KOTPI BCl 3aIyCKalOThCS 3
CK3EMIUISIPY OCHOBHOTrO kjacy Main 1 mepeMHUKAIOThCS MIXK COOOI0 B 3aJIe’KHOCTI
BiJl A1 kopucTyBada. [liarpama KiaciB mporpamMHOro 3a0e3red4eHHs 300pakeHa y
rpadiuHOMy Marepiaii, KpeciaeHHs 2.

SIK1I10 TOBOPHUTH OLIBINT AETAIBHO, TO B TPl MU MAa€EMO I’ SITh TOJIOBHHX CIIEH,
B HHMX pEaNi3ylOTbCs PI3HI BIKHA MPOrPAMHOTO 3a0e3IeUeHHs, MO JIOTIKH.
Main_menu peaiizoBye TOJIOBHE MEHIO MPOTPAMHOTO MEHIO 1 TaKOXX Ma€ Mepexis
JI0 MEHIO pIBHIB, MEHIO 3aBaHTAXKEHHS, PEAAaKTOpa pIBHIB Ta MEHIO OOMiHY
piBHSIMU. MeEHIO PiBHIB, MEHIO 3aBaHTAXKCHHS Ta PEIAKTOP PIBHIB pealli3ylOTh B
CBOIO 4epry Tepexia 0 CIIEHU PiBHsI, aje KOKEH 3 BUKOPUCTAHHSAM BJIACHOI CITKH
po3TanryBaHHs eeMeHTiB. MeHI0 0OMiHY pIBHSIMH HaJa€e 3py4HH iHTepdenc s
3aBaHTAXCHHS BJACHUX PIBHIB, Meperisay MyONIYHUX pIBHIB, HaJaHHSI Ta
OTpMMaHHS pEKOMEHJaIli 1omo0 3MIHM piBHIB. Peamizye mepexim Mmix

KOMIOHeHTaMu kiac Passage, a 3a KkopuCTyBalbkuil i1HTepdeiic Ha piBHI
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BinnoBigae kinac Ul Bimem meranpHuii po30ip KiaciB Ta iX HACHiAyBaHb MOXHA

no0aYUTH HA PUCYHKY.

Tabnunsg 3.1 — Onuc npu3Ha4eHHs! OCHOBHUX KJIACIB:

Hazga kiacy

Onuc knacy

EntityBase

bazoBuil cnaakoemerr pygame.sprite.Sprite, Hagae
«MACHBHI» crpailTu: 30epirae 300pakeHHs, Z-map i
Oepe ydacTh y rpynax KoJii3ii 4u BiiMaroBaHHs. Bin
HBOTO TMOXOAUTh OUIBIIICTE HEPYXOMHX OO0’ €KTIB
pIBHSL.

AnimatedEntity

Posmuproe  EntityBase: gomae  MacuB  Kaapis,
TYWIBHUK KaJpy Ta MIBUIKICTh MPOKPYTKH, TOX
M1JKJIACOBI JOCTATHHO 3alIOBHUTH CJIOBHHUK aHIMAIlH,
a0M OTPUMATH IIUKJIIYHUHN PyX.

FXParticle

BizyanpHuii eekT: BIATBOPIOE MOCTIIOBHICTH KaJIpiB
1 CAMO3HUILY€ETHCS, KOJIM aHIMallld 3aKIHYMIach, TOMY
M IXOIUTH JJIs1 BHOYXIB Ta 00’ €KTIB.

Treasure

Konekuiitnuit mpenmet. O6epTaeThcst 3a JOMOMOTOKO
AnimatedEntity,  micms  TOpKaHHS  MIJABUILYE
JIIYMJILHUK 1 3HUKAE 3 PIBHA.

Player

LlenTpanpHuii  kepoBaHWii  00’ekT:  00OpoOIse
BBEJICHHS, TPaBiTaIlifo, 0araToCTyIeHeBy aHIMaIlio Ta
B3a€EMOJIIIO 3 JOBKULISAM (CTPpHOKH, KOB3aHHS, TOIIO).
Mae BiacHi TaliMmepu 0e3cMepTs i aTaku.

CameraRig

[lepeBuzHauenuii pygame.sprite.Group. Paxye 3cyB
KaMepH BIJIHOCHO MO3UIIIi TPaBIls Ta MAIIOE CIIPaTH
y  nmbuny  (coptyBanHs 1o  Y). [onae
«parallax»-3minieHss juist Gony.

Ul

I'padiunmii iHTEepdeiic TOBEpX pIBHA: MICTUTH
JIYUILHUKA JKATTIB, MOHET, ajMa3iB 1 KOPOTKi
noBigomueHHs. Oxkpemuii Mmeton update(), o0 orika
Ul He 3MmimyBayiach 13 JOTIKOIO PIBHSL.

Gamelevel

«Ceplie» redMIUICIO: 3aBaHTAXKY€E KapTy, 1HIIAIZYE
BCl CHpallTH, KEpye€ LMKIAMU TMOAIN, KOJI3IAMH,
MepeMoror/mopaskoro ta mnay3oro. Croinkyerscs 3 U,
Timer 1 MEHEIHKEPOM MEPEXOIB.

Main

Jupwxep 11 BCIX MIOOAIBHUX CTaHIB: 3aIlycKae
TOJIOBHE MEHIO, TIepeJa€ KepyBaHHS  DiBHIO,
pemaakTopy YW TaONMIll pe3yibTariB 1 CTEXHUTh 3a
TUTABHUMU TIEPEXOJaMu MK HUMHU.

Timer

VYHiBepcanbHUN JTYWIBHUK (3BOPOTHHIA 200 «IIPOCTO
BiIMITKa dYacy»). BHKOpUCTOBYeThCS I aHiMarliit
BOPOTiB, peCliaBHy YaCTHHOK Ta €(heKTiB Oe3cMepTsi.
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ITponosxkenns Tabmuii 3.1

Passage AHimaiiss MK~ cTaHamu.  Manoe  4opHUM
MPSMOKYTHUK 3 MPO3payHUM KOJIOM TOCEpPEIUHI.
Komu komo 3BomuThes 70 TEHTPY 300pa)KeHHS,
3MIHIOE CTaH Ha OOpaHHWil Ta MOBTOPIOE aHIMAIIIIO B
00paTHOMY HANpPSIMKY.

3.3.1 Aunroputm pobotu nuHamigyHoro Bopora(Pig)

st poGoTH pyXOMOTO BOpOTa CIOYATKy BHUMAJAKOBUM YHHOM OOWUPAETHCS
HampsSIMOK HOTO PYXY, MPH I[bOMY KJIIOUYOBOIO YMOBOIO € T€, II0 BOPOT HE MOXKE
OyTH CTBOpEHHUH y TOBITP1 ,MiJ Yac iHIIiami3arii eK3eMIuIsipa KJiacy CTBOPIOETHCS
rect 31 CTaHAAPTHOTO KJjacy cripaiiTiB Pygame, sikuil mepeBipsie TOTUK 0 TOBEPXHI,
1 SIKIIIO TaKUM BIJICYTHIM, EK3EMIUISIp BUIANAETHCSI. AHIMALIT PYXY BIATBOPIOIOTHCS
BIJIMTOBITHO JIO TTIOTOYHOTO HAMPSIMKY: PyX BIIIBO CYIPOBOKYETHCS aHIMAIIIEIO OIry
BJIIBO, a PyX BIIpaBO aHiMalli€r Oiry BrpaBo. Jlorika nepemiieHHs peaiizoBaHa 3a
AHAJOTIYHUM MPUHLHUIIOM: JIBa rect MepeBIpsAIOTh IOTHUK 3JliBa Ta CHOpaBa IS
00poOKM 31TKHEHb 31 CTIHAMM, a III€ J[Ba rect, po3TalloBaHi 3HU3Y 3JliBa Ta 3HU3Y
cIpaBa, BIJNOBIAAIOTh 3a BUSBIEHHS KIHIIB MIAaTGOpM, 110 3a0e3Meuy€e KOPEKTHY

MOBEIIHKY BOpOTa MPH PyCi Ta B3aEMOII 3 irpoBUM cepeaoBuiemM(puc. 3.2).

Pucynok 3.2 — Po3raiyBaHHs 30H IEPEBIPKU JOTUKY

Mexanika cMmepTi BOpora peaji3oBaHa dYepe3 aHaji3 B3a€EMHOTO

PO3TallyBaHHA TOYOK MO,Z[GJIGﬁl CHUCTCMa HOpiBHIOE ITOJIOKCHH S BerHBOi TOYKH
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MOJIEJI BOpOTra, HOTO CepeHhOT TOUKH Ta HIKHBOI TOUKH rpaBil. [1pu 31TKHEHH] 3
rpaBlieM, SIKIO HOTO HUXKHS MEXKa 3HAXOIUTHCS MIXK CEPEAMHOI0 Ta BEPXHBOIO
YaCTUHOIO BOPOTa, 1 OJHOYACHO AKTUBHHMM HANpSMOK pyXy "BHHU3", €K3eMILISp
BOpOTa 3yMUHSIETHCS, HOTO CIPAWT MUTTEBO 3MIHIOE KOJIIP Ha MiB CEKYH]IU, MIiCIIS

40ro 00'€KT MOBHICTIO BUJAJISIETHCS 3 IFPOBOTO MPOCTOPY.
3.3.2 Aunroputm pobotu craruuHoro Bopora(Cannon)

Mexanika artaku Hepyxomoro Bopora Cannon mpairoe 3a HPUHIIUIIOM
JUCTAHIINHOT aKTUBaIlli, SKIIO TpaBelb 3HAXOAUThCS Ha BijcTaHi meHime 700
MKCEeJIiB, BOPOT MEPEXOIUTh Y PEKUM aTaku, TP OUTBIIIN BiJICTaHI 3AIMIIAETHCS Y
ctaHl cnokoto. [Ipoiiec araku nossirae y CTBOpPEHHI cCHapsiay (€K3eMIuisipa Kiacy
Cannonball), sikuii pyXaeTbcsi y HanpsMKy, BA3HAYEHOMY MOTOYHUM IOJOKEHHIM
Cannon, 3 3a7aHOl0 MBUAKICTIO. BaXIuBOIO yMOBOIO ISl aKTUBAlli aTaku €
cTaTyc TaiiMepa aTaku (€K3eMIULip Kiacy Timer) ,AKIIO TailMep aKTUBHHM, BOPOT
NEPEXO/IUTh Y CTaH «BXKE aTaKyBaB» 1 OUIKy€ HOTO 3aBEPILICHHS, Y 1HIIOMY BUIAIKY
HiitoeThes ataka. CTBOPEHHS CHapsay Bi0OyBa€ThCS BUKJIIOYHO 11 4ac JPYroro
KaJpy aHimalii araku (MOMEHTy mnocTtputy 3 rapmaru)(puc. 3.3). CHapsg mae
oOMexeHui yac icHyBaHHS (3.5 ceKyHIu) 1 3HMKA€E NP ONIHIA 3 TPHOX YMOB: MPHU
JOTUKY 3 TpaBLEM (BUKIMKAETHCS MPOLIEypa HAHECEHHS IIKO/M), TPY 31TKHEHH] 3

TBEPIOI0 MOBEPXHEIO a00 MiCTs 3aKIHYCHHS! BCTAHOBJICHOTO Yacy KHUTTS.

Pucynok 3.3 — CTBOpEeHHS CHaps 1y HEPYXOMOTO BOpora
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3.3.3 AuroputM pobotu 06epToBoi mactku (Mace)

[Tim gac imimiamizaiii CUCTEMHU BHU3HAYAETHCS IIEHTP OOEpTaHHSA, a came
FEOMETPUYHHUI LEHTP Tailily, 0 SIKOrO MNpPUB’s3aHA MacTKa. 3aJaeTbCsl pajlyc
TpaekTopli pyxy Ta IMOYaTKOBHH KyT OOEpTaHHsS, MICIS HYOro 3a JIOMOMOTOI0
TPUTOHOMETPUYHUX (PYHKIIN Sin 1 cOS OOYMCIIOIOTHCS CTAPTOBI KOOPIMHATH
cmpaiiTa Ha KOJii BKazaHOro paaiyca. [Ipum KoKHOMY OHOBIIEHHI1 KaJapy MOTOYHHIA
KyT 30UIBIIY€ETHCSI HA BEIUYUHY, ITPOMIOPIIIHHY KyTOBIN IIBUIKOCTI Ta JEJBTI Yacy
(mns 3a0e3nedeHHs] IUIABHOCTI HE3aJeXHO BIJ 4YacTOTH Kanapi). Ha ocHOBI
OHOBJICHOTO KyTa MEpepaxOBYIOThCSI HOBI KOOPAMHATH CIpaiTa BITHOCHO LEHTPY
oOepTaHHs, MICIs YOTo MO3UIIIS HOro NPSIMOKYTHUKA OHOBITIOETHCS, 3a0€31eUy0Un
nepemimieHHs. B pe3ynprari macTka piBHOMIPHO OOEpTAEThCS MO KOy HAaBKOJIO
(hiKCOBaHOT TOYKH 3 MOCTIMHOIO MIBUAKICTIO Ta HE3MIHHUM PaJllyCOM, CTBOPIOIOYH

e(eKT HUKIIIYHOTO KPYyTroBOro pyxy 0e3 3MiH Y BUCOTI 4M Bijjiall BiJl HEHTPY. (puUc.

3.4).

PucyHnok 3.4 — Po3paxyHok KyTa Jyisi TpaBUIIbHOI poOOTH 00€pTOBOT MACTKU
3.3.4 Aunroput™m pobotu rpasi (Player)

Just poGotu anroputMmy rpaBus (MEPCOHAX, SKUM MAHIMYJIIOE T'PABELh)

nependadyeHo JEKUTbKa HOro CTaHiB: «MEPTBUI», «CTPHOOK», «HMAJIHHSI), «OIiry,
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«araka», «KOB3aHHS II0 CTIHI» Ta «B CIIOKOI». Big HUX 3ale)KUTh aHIMAIls: IS
KOXKHOTO 31 CTaHIB CBOs. SIKIIIO CTaH reposi «MepTBUi» (KUIBKICTh HOTO 370pOB’sI
nocsrayna (), Moro MmBHAKICT 3MeHUIyeTbes A0 O Ta mporpaeThcs aHimaris
CMEpTi, XapaKTePUCTUKH (370POB’s)) B IbOMY CTaH1 TAKOXX MEPECTAE 3MIHIOBATHCH,
MOKJIUBICTh OTPUMYBATH LIKOJY ONOKYEThCs. 3MiHA 5K 1HIIUX CTaHIB Bi10yBa€ThCS
3aBISKM MAaHIMYIALISAM KOpPHCTyBaya (KHONKH pPyXy), a TakoX B3a€EMOJISIM
rpaBiTamii Ta MOTUKY. [OpH30HTaIbHUM MTOTHK peaji30BaHO B 3aJIEKHOCTI BiJ
HANpsIMKY PYXy IpaBLs: SIKIIO BiH PYyXa€ThCs JIIBOPYY 1 MOTO XITOOKC CTUKAETHCA 3
MEPEIIKOJI0I0, BiIOYBAETHCS MEPEMIIIEHHS KPaHHbOTO JIiBOTO MOJIOKEHHS XITOOKCY
IpaBIls, MO KPaWHbOTO MPABOTO MOJOXKEHHS MOJAEN OO0 €KTY, 3 SIKUM TI'paBelb
3ITKHYBacsi, 1 HaBMaku Uil pyxXy npaBopyd. Jlns Komi3id BEpTUKAIBHHX
BUKOPHUCTOBYETHCS TaKa K JIOT1KA, aJie Ha BEPTUKAJIBLHUN PyX TAKOX J1€ TpaBiTallis,
TOOTO MEPEBIPSAETHCA, UM TpaBellb 3HAXOIUTHCS HA TBEPJAOMY OJIOIl, SKIIO XK Hi —
BUKOHYETHCS JIO/IaBaHHS TIEBHOTO 3HAYCHHS, IO 3aJCKWUTh Bl dt (3mMiHHA IS
MO3HAUYEHHSI YaCOBOTO KPOKY B pygame), TaKUM YUHOM, TPaBIS SIKOM «TSTHE»
BHU3. /[ cTprOKa BUKOPUCTOBYETHCS 3MiHA 3HAUEHHS HANPSMKY MO OCl «y».
«KoB3aHHsI MO CTiHI» aKTUBYETbCS, KOJIM TpaBelb y CTpUOKy abo majaiHHI
TOPKAETHCSI BEPTUKAJIBHOI MOBEPXHI OOKOM 1 MPOAOBKYE YTPUMYBATH KIIABIILY
pyxy y OiK cTiHH. Y LbOMY CTaHi BEpTHUKaJbHA IMIBUAKICTE OOMEXYETHCS [0
(bikcoBaHOTO «MOBLILHOTO» 3HaueHHs (mpubnauzno 30% Bl MakCUMaIbHOI
IIBUJIKOCTI MaJIIHHS ), a TPaBiTallisl YaCTKOBO KOMIIEHCYEThCS, TOMY I€pOil MOBLIHHO
KOB3a€ BHU3 3aMICTh BUILHOTO TajiHHA. [licis mepexomy B «KOB3aHHS IO CTIiHI»
TaiMep CTPUOKIB CKUIAETHCS, 110 Ja€ 3MOT'Y O/pa3y BUKOHATH «CTPUOOK 31 CTIHMY.
«CTpubOK 31 CTIHM» CIpaLbOBYE, SKIIO I1JI YaC «KOB3aHHS IO CTIHI» I'paBellb
HATHCKA€ KHOMKY CTPUOKa. AJITOPUTM 3MIHIOE BEPTUKAIIbHY CKJIQJIOBY IIBUIKOCTI
Ha 3BUYHUN TOYATKOBUU IMIYIIbC CTpUOKAa, a TOPH3OHTAJIbHY - Ha 3HAYCHHS,
oOepHEHE HampsSIMKy CTiHH (TOOTO BIAIITOBXyBaHHA Hazan). OmgHOYacHO
3MIHIOETBCS CTaH Ha «CTPUOOK»; MPU LIbOMY AKTUBYETHCS 3BUYAWHUN Tanmep
cTpuOKa. AHIMAIIMHO «CTPUOOK 31 CTIHW» CYIPOBOIKYETHCS OKPEeMOK (ha3oro

BIIMITOBXYBaHHS Ta 3BYKOBUM edekrom. [l  ompaiioBaHHS — IIKOJH,
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BUKOPHUCTOBYEThCS TaiiMep (eK3eMruiap kiacy Timer) ans axkTUBAIi mepiomy
HEBPA3JIMBOCTI (CYNPOBOKYETHCS 3MIHOKO KOJIBOPY Mojeni Ha Ouruit). [lpwu
OTPUMAaHHI MIKOAH (OKPIM OTPUMAHHS KO BiJl BOJIU Ta AESKUX MACTOK), FPABELb
BUKOHY€ HEBEITUKHUA CTPUOOK, aKTHBYETHCS TaliMEep HEBPA3JIMBOCTI, 3J0POB’S
3MEHIIYEThCS Ha KUTBKICTh, IO 3aJEKUTh BiJl JUKEepena IKOAW. Y BUMAAKY K,
AKIIO MOJIeNb TpaBLs TOPKAETbCA MOAENI BOAM, WOMY HAIA€ThCS CTaTyC
«3a7IUXAETHCA», MPU SKOMY BIH OTPUMYE MEPIOJUYHY IIIKOAY, HOTO MIBUJIKICTH Ta
rpaBiTallisl 3MEHITYEThCS BIBI4l. OTpUMaHHS IIKOJIU, CTPUOOK CYNPOBOIKYIOThHCS

3BYKOBUM CYTPOBOJIOM.
3.3.5 Auroput™m pobotu 3minu cuienu (Passage)

MexaHi3M 3MIHM CIIEH B 3aCTOCYHKY peaiizoBaHuil yepe3 kiac Passage ta
MeToau kiacy Main: manage routes, switch i create level. IlnmaBamii mepexin
nocsraeTbest 3aBasku merony display kmacy Passage: mig yac ioro po6otu
CTBOPIOETHCS KPYT 13 PajilycoM, PIBHUM TIOJOBWHI JiaroHaji BIKHA, Yy SKOTO
MOCTYIOBO 30UIBLIYETHCS MIMPUHA KOHTYpPY. Y MOMEHT, KOJU KOHTYpP IOBHICTIO
3allOBHIOE BECh BUJMMHI MPOCTIpP, BUKIMKAIOTHCS (PYHKIII manage routes Ta
create level, micis 9oro KOHTYp TMOYMHAE 3BYXKYBATHCS 1O TOBHOTO 3HUKHEHHS
(puc. 3.5). dyHkIisE manage routes BIANOBIIA€ 3a KEPYBaHHS CTAHOM aKTHUBHOCTI
CIIEH: BOHA BHU3HAYae€, SIKy CIEHY MOTPIOHO JCaKTUBYBaTH, a Ky - aKTHBYBAaTH.
@yukiis create level BUKOHY€ThCS JHIlIe B TOMY BHIMAJKY, SKIIO Yy 3aluTi Ha
nepexia Oyno mepegaHo «CiTKy» (CIHMCOK 13 JaHWMH MPO OO0 €KTH Ha PiBHI) AJIA
ctBopeHHs piBHA. [Ipo HEoOXigHICTH IBOrO i «croBimae» QyHKIS switch, ska
caMa BUKJIMKA€TbCS 3 pi3HUX clieH. KpiMm Toro, y dyHKiito switch nepenaerbcs
napaMeTp y BUIIISIII CIIUCKY 3 1H(OPMAIIIEIO PO TE, SIKI CIEHU MOTPIOHO 3MIHUTH,
a BOHa BXE «mepefae» Il JaHl J0 manage routes, 3a0e3Meuyround KOPEKTHHI

nepexij Mixk CTaHaMH.
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Pucynoxk 3.5 — [Iporiec nepexoay 3 MEHIO PiBHIB Ha PIBEHb

Onuc yTtuiit, 010110TEK Ta 1HIIOTO CTOPOHHBOTO MPOrPAMHOIO 3a0€3MEeYeHHs, 110
BUKOPHUCTOBYETHCS y pO3pOOIT HaBeieHO B Tabmuili 3.1.

Tabnuis 3.2 — Onuc yTuiniT

Ne | Hazpa ytumitu | Onmc 3acTocyBaHHS
n/m
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ITponosxkenns Tadmuii 3.2

1

PyCharm

[arerpoBane cepenoBuie po3pooku (IDE) mis Python Big
JetBrains, sKe BUKOPHUCTOBYBAJIOCH SK OCHOBHHUU
IHCTpYMEHT  po3poOku. BoHO  Hamae  po3mmpeHi
MOXJIMBOCTI 11 pobotu 3 Python xomom: po3ymHue
aBTOIONIOBHEHHSI, aHANI3  CHHTAKCHUCY, 1HCTPYMEHTH
HajaroJpkeHHs, 1i”Hrterpaugito 3 Git Ta MOIATPUMKY
BipTyanpHux cepenoBunl. IDE  Takox  miarpumye
nonyssipHi pperimBopku (Django, Flask). ¥V nisomy npoexri
PyCharm noBiB cBOIO €(EKTUBHICTh MiJ 4Yac poOOTH 3
BEJIMKOIO KUIBKICTIO KOJTY.

Github

GitHub Bebmuiardopma s kepyBanus Git pero3uTopisimu,
sKa BHUKOPHCTOBYBajacs sl CHUTBHOI po3poOku. BoHa
HajJa€ I1HCTPYMEHTHU i 30epiraHHs KOy, KOHTPOIIIO
BEpCil, CTBOPEHHS TUIOK Ta OOTOBOPEHHS 3MiH Yepes
nyi-pekBectu. [lmardopma cmnpoctmwna Komabopaiiiro,
JI03BOJISIIOUM  CHHXPOHI3yBaTH poOOTYy HaJ KOJAOM Ta
OTIEPAaTUBHO BHOCUTH TTPABKH.

Draw.io

OHnaitH-1HCTPYMEHT AJI TOOYJ0OBH Jiarpam.

Bpmn.io

OnnaliH-1HCTPYMEHT sl TOOYOBH MOJAENEH 3a HOTAlli€l0
BPMN.

Taomung 3.3 — Omuc 61010TEK

Ne | Hazpa 616miotex | Onuc 3acTocyBaHHS
n/m
1 pygame bibmioTreka s po3poOKu irop Ta MYJBTUMEIIMHUX

nonatkiB Ha Python. Hamae Hu3Ky i1HCTpyMEHTIB st
pobotn 3 2D-00’ekTamMu, OOpPOOKH 3BYKY, KepyBaHHS
BBOJIOM KOpHCTyBaya (KJIaBiaTypa, MHIIA, JKONCTHK) Ta
peamizamii irpoBoi Jjoriku. BukopucroByBamach  SIK
OCHOBHHUU 1HCTPYMEHT [IJIi CTBOPEHHS ITPOBOTO PYIIis,
00poOKHM 3ITKHEHBb, PEHICPHUHTY CIPAWTIB Ta peaiizarii
irpoBux Mexanik. bibmioreka no3Bonuia e(eKTHUBHO
[paloBaTy 3 aHIMaUIAMH, (I3UKOI0 OO'€KTIB Ta IrPOBUM
ITUKJIOM.
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[Tponowxxenns Tabmuii 3.3

2

pygame.math:
Vector2

CrnemianizoBaHuil Kjac Jjisi poOOTH 3 BEKTOpaMH, IO
BUKOPHCTOBYBABCS JIJII MaTEeMaTHMYHUX PO3PaxyHKIB Y
npoekTi. Hamae 6a3oBi omepariii: jg0/1aBaHHs/BiTHIMAHHS
BEKTOpIB, MHOXXEHHS Ha  CKalsIp, HOpMaii3ailio,
OOYMCIIEHHS JOBKHUHU Ta CKAISIPHOTO J00YTKY. OCcoOIMBO
KOpUCHUW Jyig  peanizamii  (Pi3uku  pyxy, TpaeKTopii
CHaps/IiB, HAMPSIMKIB aHIMAIlli Ta IHIIUX IFPOBUX MEXaHIK,
7€ TOTPIOHI TOYHI BEKTOpHI oOuncieHHs. OnTumizoBaHa
peamizaiisi Kjiacy JJ03BojiWiIa €(PEKTUBHO TNPAIFOBATH 3
IPOCTOPOBHMH  KOOpAMHATaMu  0e3  HeOoOX1AHOCTI
CTBOPIOBATH BJIACHI MAaTEMAaTU4HI CTPYKTYpH.

pickle

3abe3rneuye 3aco0u i cepilamizamii ¥ Jgecepiamizamii
00’extiB Python. BukxopucrtoByBaBcst nisi 30epekeHHs
00'exTiB y (aitmi

(0N

3a0e3neuye MOXJIMBICTb B3a€EMOJII 3  OMNEPaALIHOIO
cucteMoro. Mictute (yHKUii st poOoTH 3 (HailsIoBOIO
CUCTEMOI0, OOpPOOKH 3MIHHMX CEPENOBUILNA Ta BUKOHAHHS
IHIIMX CHCTEMHHUX [ild. 3aCTOCOBYBABCS I BKa3yBaHH:I
a0COJTIOTHHX NUISXIB A0 I'padidYHUX PECypPCIB.

random

Mictuth QyHKITIOHAT JJIsI CTBOPEHHS BUITAJKOBUX YHCE 1
BUKOHAHHS BUIIAJIKOBOTO BUOOPY 3 HA0OOPY €JIIEMEHTIB.

datetime

Hanmae MoOXIuBOCTI Juisi ompaunioBaHHS JaTd il 4dacy B
Python. Mictuth kimacu Ta (QyHKUIl A7 MaHIMYJISALIA 3
JlaTaMy, YaCOBUMH IHTE€pPBAJIAMU Ta IHIIUMH CKJIAJJOBUMHU
4acOBOT'O BUMIpY.

pygame.mouse:

get_pos

OyHKLis get pos 3 MO pygame.mouse IIOBEpTae
aKTyaJlbHI KOOPJMHATH TMOJIOKEHHSI Kypcopa MHULIl Ha
eKpaHi.

pygame.image:

load

Oynkiisa load 3 Momynsa pygame.image BUKOPUCTOBYETHCS
JUTSL 3aBaHTaXEHHS TpadidyHOro 300pakeHHs 3 (daiimy y
dbopMat, mpuIaTHUH IS TOATBIIIOTO BUKOPUCTAHHS B TPi.
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ITponosxkenns Tabmuii 3.3

9 Sys 3abe3neuye AOCTYyN A0 CUCTEMHHX MapaMeTpiB 1 PyHKIIIH.
BuxopuctoByBaBcs i1t BUKOHAHHS OTeparliii 3 BUIaJeHHS
daiimis.

10 |pygame.mouse: |®Dynkiis get pressed 3 Momynas pygame.mouse MoBepTae

get pressed KOPTEXK, SIKMM BigoOpa)kae cTaH KHOIMOK MUIIT — 30KpeMa,
YU HATUCHYTI JIiBa, IpaBa abo cepeiHs KHOIIKA.
Texkct mporpaMHOTO KOMy HaBeAEHI B OKpeMoMy MOoKymMeHTI «Tekct
TIPOTPAMI.

3.4  Awnaii3 Oe3leKku JaHux

Opniero 3 3a7ad y MeXax NPOeKTy Oyino 3a0e3leyeHHs MOonepeaHbol
NEPEBIPKU PIBHIB, AKI HAJCUJIAIOTHCA KOPUCTyBayaMu, Mepel iX 30€peKeHHSIM Y
0a31 nanux. OCKUIBKU PIBEHB Y TPl MPEACTABISETHCSA Y BUTTISII CKJIAIHOTO CITUCKY,
0 MICTUTh CJIOBHHMK 3 JEKIJIbKOMA IIapaMu O00’€KTIB Ta KOOpAMHATAMU iX
PO3MIIIIEHHS, BAXKJIUBO TapaHTYBAaTU KOPEKTHICTh, OE3MEYHICTh Ta BIAMOBIAHICTH
CTPYKTYpH O4iKyBaHOMY (hopMary.

Jlns uporo Oyno peanizoBaHo (yHkiito validate level data, sika mpoBoguTh
JeTallbHy TEpeBIPKY KOXKHOTO IIapy, KOOpAMHAT Ta 3HAa4€Hb, MI00 YHHKHYTHU
HAaBMHCHO HEKOPEKTHUX a00 HeOe3MeuHUX JIaHuX. 30Kpema, BOHA MepeBipsie, 110
CTPYKTYypa BIJINOBIJIa€ O4IKyBAaHOMY THITY - CIIMCOK 3 JIBOX €JIEMEHTIB, /i€ MepuIui
€ CJIOBHUKOM BIJJOMHX IIIapiB, a JAPYTHMil - CIHMCOK 13 JBOX IIIJIMX YHUCEN, IO
NO03HAaYa€ 3CyB. YCl KJIIO4l BCEpEAMHI KOXKHOIO IIapy NEepeBIpsSIOThCA Ha
BINOBIIHICTH (hOpMaTy KOOpIMHAT, a 3HAYCHHS - HAa TUMN (Hampukiaz, int abo str)
3T1JIHO 3 OYIKYBaHHSIMU JJIS1 BIIMIOBIAHOTO IIAPY.

@DyHKIST TaKoX pealidye 3aXWUCT BiJA MNOTEHUIMHO MIKIJJIUBUX a0o
eKCIUTyaTallliHUX KOHCTPYKLii. BoHa BigKuaae 3HaueHHs, II0 MICTATh HEOE3MeUHi
KJIFOUOBI clioBa (<script>, class , lambda), abo MarOTh HaJIMipHY JOBXHUHY YH

HAATO BEJMKI YHUCIIOBI 3HAYEHHS, $KI MOXYTb CHPUYMHUTU TOMMIKH abo
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MPU3BECTH /O BiIMOBH B 0OcimyroByBaHHi. KpiM TOro, BCTaHOBIIEHI >KOPCTKI
00ME)XEeHHS Ha KUJIbKICTh 00'€KTIB y KOXKHOMY IIIapil Ta 3arajibHy KIJIBKICTh 00'€KTIB
Ha PiBHI, 1110 3aM00Ira€ NEPEBaHTAKEHHIO CUCTEMU 3JIOBMUCHUMU 3alTUTAMH.
TakuM uymHOM, 1€ 10 eramy 30epekeHHs AaHuX y 0a3l abo oOpoOku Ha
CTOpPOHI T'pH, MepeBipKa A03BOJIsE ePEKTUBHO BUSBUTU Ta 3a0JOKYBaTH IIKIJIJIMBI
a6o HekopekTHO cdopmoBani piBHI. lle pimeHHs mTokpanrye CTaOUTBHICTB,
3a0e3reuye BUIMOBIAHICTh JAHWX BHYTPIIIHBOMY IPOTOKOJIY TPH Ta TiJBUIIYE

Oe3neKy B3aeMO/Il MK KITIEHTaMU 1 cEpBEpOM 0€3 YCKJIaHEHHS JIOT1KU IPOrPAMH.
BucHoOBKH 10 po3ainy

Y upoMy posaiur Oyao JAeTalbHO MPOAHANI30BAaHO apXITEKTypy Ta eTaru
pPO3pOOKH MPOrpaMHOro 3a0e3ME4YeHHs] KOMIT I0TepHOoi rpu sxaHpy Platformer, 3
PO3pOOKOIO pelakTopa PiBHIB 1 CUCTEMY OOMIHY PiBHIMU.

Byno HaBeneHo oOrpyHTyBaHHs BUOOpY irpoBoro pyiiis Pygame, 1o Hamae
MIUPOKY MIATGOPMHY MIATPUMKY, PO3IIMPEHUN HAO1p IHCTPYMEHTIB JUIsl peaizarlii
IrpOBUX MeXaHIK 1 rpadikd, a TakoX JO3BOJISE TOBHICTIO KOHTPOJIOBATH
apxiTektypy nmpoekty. Kpim Toro, Bubip Pygame 3ymoOBII€HHI aKTHBHOIO
CHUJIBHOTOIO PO3POOHUKIB, IO TOJETIIYE PO3B’S3aHHS TEXHIYHUX TPYIHOIIIB Yy
MpoIIeCi PO3POOKHU.

Jns peamizamii 30epexkeHHs piBHIB Oyno oOpano 6i6miorexy Pickle,
OCKUIBKM BOHA JIO3BOJISIE IIBUAKO cepiaiizyBaTd ckjiaagHi Python-00’exTw,
BKJIFOYHO 31 CIIOBHMKAMHM, CIHCKaMU Ta KjacamMu, 0e3 HeoOXiJHOCTI Py4YHOTro
nepetBopeHHs y (opmar JSON. Ile 3abe3meuye mnpocToTy 30epeKeHHS Ta
3aBaHTAXKCHHS JIAHUX, a TAKOK BHUCOKY CYMICHICTh 3 BHYTPIIIHIMHU CTPYKTypaMH
peaaKTopa piBHiB.

[Ipoiec mnoOymoBM mporpaMHOTO 3a0e3MeUeHHs OXOIUTIOBAB CTBOPEHHS
aBTOPCHKMUX KJIACIB 1 HECTAHJAPTHUX MIIXOAIB, MPU3HAUYCHUX JIJII BIPOBAKCHHS
XapaKTepHUX IrpoBUX (YHKIIIA, TAKUX SIK TUHAMIYHI BOPOTH, CTATUYHI BOPOTH Ta
nacTku. bynau HaBeleHl ainropuTMu iX poOOTH 3 JETAIbHUM MOSCHEHHSM

OutbocTi (yHKIioHaMy. Jlo mepemiKy OCHOBHUX I1HCTPYMEHTIB, 3aJIIHHUX Y
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npoIeci peanizalii NpOeEKTY, HallekKaTh Taki 3aco0u: Pygame - nis npoekTyBaHHS
pIBHIB Ta IrpoBUX 00’ €KTIB, a TakoK Pycharm - 111 HarMcaHHs MPOTPaMHOTO KOJY.
Kpim Ttoro, Oyno omnumcaHo anroputMm MepeBipku (ailyliB pIBHIB MEpea IXHIM
3aBaHTAXKCHHSIM Ha CEPBEP 3 METOIO MOAAIBIIOTO OOMIHY.

VY pesynbTari 3acTOCyBaHHS OOpaHUX IHCTPYMEHTIB Ta MIAXOMAIB [0
PO3pOOKHM BAANOCS peallizyBaTd MOBHOLIHHY TPy 3 OpHUTIHAJIBHUMH ITPOBUMHU
MEXaHIKaMH Ta PI3HOIUIAHOBMMH BOPOTaMHU Ha PIiBHAX, IO TapaHTYy€ TPaBLSIM

3aXOTUTMBUM 1 TUHAMIYHUMN ITPOBUH TIPOIIEC.
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4 AHAJI3 SAKOCTI TA TECTYBAHHA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

4.1  Amnams3 akocti [13

MeTo10 TeCTyBaHHS € HaCTyITHE:

- nepeBipka KOPEKTHOCTI (PYHKITIOHYBAaHHS MTPOTPAMHOTO 3a0e3MedeHHs
BIJIMTOBITHO /0 BCTAHOBJICHUX (DYHKIIIOHATLHUX BUMOT;

— BUSIBJICHHS TpoOJeM, TOMHJIOK 1 HEAONIKIB 3 TMOJAIBIINM iX
YCYHCHHSIM;

- OI[IHIOBAHHSI 3PYYHOCTI Ta €prOHOMIYHOCTI rpadigHOrOo iHTEpECy.

Mertpukamu i omiHkH sikocTi [13 06paHo HacTyIIHI:

Edexrusnicts (Efficiency) — BinoOpakae CTymiHb ONTUMI3AL1i TPOrPaAMHOTO
3a0e3neueHHd. Bucoka eQeKTUBHICT JOCSTAE€TbCS 3aBASKU JIOTPUMAHHIO
CTaHJApTIB TPOTPaMyBaHHs, YHUKHEHHIO JyOJFOBaHHS KOAY Ta YCYHCHHIO
HAUTUIITKOBUX elleMeHTiB. OtpumManuii 6ai 100 cBiIUUTh PO YyAOBY ONTHUMI3AIIIIO
Ta BIJIMOBIIHICTh HAWKPAIIUM MTPAKTUKAM HAIlMCAHHS KOJY.

[TopratuBHicts (Portability) — mnoka3zye, HacKUIbKM JIETKO MPOTrpaMHE
3a0e3neueHHS MOXe OyTH IMepeHeceHe MIX PI3HMMH ONepaliiHUMH CHUCTEMaMU
a6o cepenoBuiamu. Orinka 100 o3Hauae, 10 3aCTOCYHOK MOBHICTIO TOTOBUHM [0
po6oTH Ha KUTbKOX TuaTdhopMax 6e3 HeoOXiTHOCTI BHECEHHS 3MiH Y KOJ.

Hamiitaictes (Reliability) — oriHIO€ 31aTHICTH MPOTpaMHOTO 3abe3medeHHs
MPOJOBXKYBaTH pPOOOTY B yMOBax BIJIMOB, a TaKOX HOTO CTIAKICTH 110 300iB 1
MOJKJIUBICTh BiHOBJICHHS micis HuxX. ITokazuuk 100 BKka3ye Ha BUCOKY CTIMKICTB
Ta 0€3BIIMOBHY POOOTY CUCTEMHU.

AmnanizoBaHicTh (Analyzability) — Bu3Hayae JIerKICTh BUSBJIEHHS NPHYMH
MIOMMJIOK, aHaji3y nmpobjem y Koai Ta ineHtudikaiiii ¢pparMenTiB, ki MOTPeOyrOTh
noorpaioBands. MakcumanbHa oninka 100 1eMOHCTpy€e 3pydHICTh Y CyHpOBOJII
Ta J1arHOCTHII.

OynkiioHanpHICTh (Functionality) — xapakrepusye 31aTHICTh TPOTPAMHOTO

3a0e3neyeHHsl BIANOBIAATH (PYHKIIOHAJIbHUM BUMOTaM 1 KOPEKTHO BHKOHYBAaTH
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MOKJIQ/ICHI Ha HBHOTO 3amadi. bam 93 CBiMUUTH MPO BHCOKY SKICTh peami3allii
byHKIIIM, OJHAK HAsBHICTh 9 mMpoOiieM BKazye Ha MOTEHIIMHI HEJIOMIKHU, K1 BapTO
YCYHYTH.

Konnenryansna nuticHicth (Conceptual Integrity) — BimoOpaskae e€aHICTb i
JIOTIYHY Y3TOMKEHICTh apXITEeKTYpH MPOrpamMHOro 3a0e3Me4eHHs, 30KpeMa CTUITIO
IporpaMyBaHHsI, OpraHizallii MOAy/JiB Ta IMEHyBaHHs. 3HaueHHS 97 miATBEpIKYE
BHUCOKY CTPYKTYPHY SIKICTh 1 IOCIIIIOBHICTb Y peaizarii.

Criiikicte 10 mnomumiok (Robustness) — omucye 3maTHICTH CHCTEMU
MPAIfOBaTH KOPEKTHO HABITh y BUITAJIKAX HEOUIKyBAaHUX 20O MOMUIKOBHX BX1JTHUX
nanux. OriHka 58 BKa3ye Ha JOMYCTUMHH pPIBEHb, OJIHAK BEJIMKA KUIBKICTh
BUABIICHUX TTpoOseM (44) cBIAYUTH PO NOTPedy B MIABUILEHHI CTAOUIBHOCTI IPH
HECTaHJIAPTHUX CUTYaIlisIX.

i wmerpuku Oynu OTpUMaHI y pe3yJabTari BUKOPUCTAHHS CEPBICY

embold.io[19].

KPl summary

Conceptual integrity Functionality Robustness Efficiency Reliability Portability Analyzability

Pucynok 4.1 — Pe3ynpratu o0unciIeHh METPUK
MeTpukn  IEMOHCTPYIOTh BHCOKY 3arajlbHy SIKICTh ~ MPOTPAMHOTO
3a0e3MneueHHs, 30KpeMa B YacTUHI €(PEeKTUBHOCTI, IEPEHOCUMOCTI, HAAIMHOCTI Ta
JeTKkocTi B 00cimyroByBaHHi. (OCHOBHMM HampsMOM JUIsl  TOKpAIICHHS €
po0aCTHICTh, OCKUIBKH HASIBHICTh 3HAYHOI KUIBKOCTI TMOB’S3aHUX MPOOIEM MOXKE
BIUIMBATH Ha CTa0UIBHICTh 3aCTOCYHKY B yMOBaxX MOMHJIOK a00 HECTaHAapTHHUX

CLEHapiiB BUKOPUCTAHHSI.
4.2 Omnuc nporeciB TeCTyBaHHSA

TecTyBaHHS BUKOHY€TbCS 3rigHO A0KyMeHTy «lIporpama Ta Meromuka

TCCTYBAaHH.
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Bbyno BukoHaHe MaHyalbHE TECTYBAaHHS MPOTPAMHOTO 3a0€3MEUEHHS, OIMUC

BIJIMOBIAHUX TECTIB HaBe/ieHO y Tabmuisx 4.1 — 4.15.

Tabnuus 4.1 — Tect 1.1 Ilepexia y MEHIO rOTOBUX PIBHIB

IlouarkoBuii cTan

CHUCTCMH

KOpI/ICTYBa‘-I 3HAXO0AUTHCA Y TOJIOBHOMY MCHIO

BxigHi gani

Onuc KopuctyBau 3miiicHioe HatuckanHa Ha KHONKy «Play» y
[POBEICHHS TOJIOBHOMY MEHIO TPH.

TECTY

OuixyBaHUN BinobpaxkaeTbcss MEHIO 3 TOTOBUMU PIBHSMU.

pe3yibTar

DaKTUYHUI 306iraeTbcs 3 OUIKyBaHUM.

pe3yibTar

Tabnuis 4.2 — Tect 1.2 Tlepexin y penakrop piBHIB

IloyarkoBuU cTaH

CHUCTCMH

KOpI/ICTYBa‘I 3HAXO0ANThCA Yy TOJIOBHOMY MCHIO

Bxinni naui

Omnmc KopuctyBau 3milicHioe HartuckanHs Ha KHOTMKY «Editor» y
IIPOBEICHHS TOJIOBHOMY MEHIO TPH.

TECTY

OuikyBaHui BigkpuBaeTbcst penakTop piBHIB.

pe3yabTart

DaKTUYHUI 30ira€ThCs 3 OUIKYBaHHM.

pe3yibTar

Tabmuis 4.3— Tect 1.3 Ilepexin y MEHIO BIIaCHUX PIBHIB

IlouarkoBuil cTan

CHUCTCMHU

KOpHCTYBa‘I 3HaXO0IUTHCA Y T'OJIOBHOMY MCHIO

Bxinni naui
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ITponosxxenns Tabmuii 4.3

Onuc KopucrtyBau 3piiicHioe HartuckaHHs Ha KHONKy «Load» y
IIPOBEICHHS TOJIOBHOMY MEHIO TPH.
TECTy
OuikyBaHu# Bino6pakaeTbcs MEHIO 3 BIACHUMU PIBHSMHU.
pe3yibTart
DakTUYHUI 30ira€ThCs 3 OUIKYBaHHM.
pe3yibTar
Tabmurs 4.4— Tect 1.4 Buxin 3 rpu

IlouarkoBuii cTran

CHUCTCMHU

KopucrtyBau 3HaX0AUTHCS y TOJIOBHOMY MEHIO

Bxian1 nani

Onuc KopucrtyBau 3milicHIOE HAaTHCKaHHS Ha KHOMKY «Quit»y y
NPOBEICHHS TOJIOBHOMY MEHIO TPH.
TECTY
OuikyBaHuit I'pa 3akpuBaeTHCS.
pe3yibTat
DaKTUYHUI 30iraeTbcs 3 OUIKyBaHUM.
pe3yibTar
Tabnuis 4.5— Tect 1.5 3amyck roroBoro piBHs

IlouarkoBuii cTan

CHUCTCMHU

KopucTtyBau 3HaXOAUTHCS y MEHIO TOTOBUX PiBHIB

Bxian1 naHi

Onuc
IIPOBEICHHS

TECTY

KopucrtyBau 3miiicHIO€ HATHCKaHHS Ha OOpaHW TOTOBHIA

PIBEHB.
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[Tponosxenns Tabdmuiti 4.5

OuikyBaHui [Iporpaetbcst aHiMallis EPEX0Oay MK MEHIO TOTOBUX PIBHIB

pe3ynbrar Ta CaMUM pIBHEM. MEHI0O TOTOBUX PIBHIB 3MIHIOETHCS Ha
cueHy piBHsA. Ha ekpaHi 3’sBIS€ThCS TOJIOBHHM MEPCOHAK,
00’ekTH piBHIO 1 irpoBuit iHTepdeiic. KopucrtyBau orpumye
MOXKJTMBICTH KEPYBaTH MEPCOHAKEM.

DaKTUYHUI 30ira€ThCs 3 OUIKYBaHHM.

pe3yabTar

Tabmunsg 4.6— Tect 1.6 BcraHoBIICHHS TIay3Hu, MEHIO May3H

IlouarkoBuii cTad

CHUCTCMH

KopucrtyBau 3HaxomaMThCsl y MpPOILECT MPOXOJKEHHS PIBHS.

[rpoBuii nepcoHax HE MEPTBUM.

Bxigui mani

Onuc KopucrtyBau 3piiicHIOe HaTucKaHHS Ha kiaBimry «P», a0o
MIPOBEJICHHS Hatuckae JIKM mno kHom1i nmay3u B irpoBomy iHTEpdeici.
TECTy

OuikyBaHuit IrpoBuit mponec npununserbcs. Ha ekpani 3’ gBiserbes
pe3yabTar MEHIO May3H.

DakTUYHUN 30ira€ThCs 3 O4iKYBaHHM.

pe3yabTar

Tabnuus 4.7— Tect 1.7 KepyBanHs nepcoHakemM

IlouarkoBuii cTan

CHUCTCMHU

KopuctyBau 3HaXOmAMTHCS Yy TPOIECT MPOXOKEHHS DPIBHS.

IrpoBuii epcoHax HE MEPTBUM.

Bxian1 naHi

Onuc
IIPOBEICHHS

TECTY

KopucrtyBau 3pilicHIO€ HATHCKaHHS Ha OAHY 3 KIIABIIII:

LMo« aSpacen; «Ax.
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ITponoxkenns Tadmuii 4.7

OuikyBaHui [rpoBuii mepcoHa)k BHUKOHYE 3aKpiIUICHY 3a KIIABIIICIO
pe3yabTar TII0:««—» - PYX Y JIIBO; «—» - PyX Y MPaBO; «|» - pyX BHU3;
«Space» - cTpuboK; «A» - aTaka.
DaKTUYHUI 30iraeThbcs 3 OUIKyBaHUM.
pe3yabTar
Tabnuis 4.8— Tect 1.8 3HMKEHHS BOPOKOTO CHAPSAY

IlouarkoBuii cTan

CHUCTCMH

KopuctyBau 3HaXomuThCsl y TPOIECi MPOXOMKEHHS PIBHSL.

IrpoBuil mepcoHax HE MEPTBHUI.

Bxigui1 gani

Ommc Bopoxuil cHapsiag 3HAXOOUTHCS y MEXax JOCATHEHHs aTaky
IIPOBEACHHS irpoBoro nepcoHaxa. KopuctyBau HaTHCKa€e Ha KHOTKY «A,
TECTY 10 BUKJIMKA€E aTaKy T'OJIOBHOTO MEPCOHAKA.
OuikyBaHuit Bopoxxkuii cHapsa 3HUILYETBCA HE 3aBJABIIM  IIKOAU
pe3yabTar IrPOBOMY IEPCOHAXKY.
DakTUYHUN 30ira€ThCs 3 O4iKYBaHHM.
pe3yabTar

Tabnuus 4.9— Tect 1.9 3mina HanpsIMKY BOpOra-CBHHI

IlouarkoBuii cTan

CHUCTCMHU

KopuctyBau 3HaXOmAMTHCS Yy TPOIECT MPOXOKEHHS DPIBHS.

IrpoBuii epcoHax HE MEPTBUM.

Bxian1 naHi

Onuc
IIPOBEICHHS

TECTY

Bopor-cBuHsg 3HaXOmUTBbCS y MeXaxX JOCSATHEHHS aTaku
IrpOBOTO TEpCcOoHaXka 1 ae y #oro Hampsimky. KopuctyBau
HAaTUCKA€ Ha KHOMKY «A», 110 BUKIHUKAE aTaKy TOJOBHOIO

MepCOHaXa.
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ITponoxkenns Tadmuii 4.9

OuikyBaHui Bopor-cBuHs po3BepTacThCs y MPOTUIICKHOMY HANPSIMKY HE
pe3yabTar 3aBJIaBIIN IITKOJU iTPOBOMY TIEPCOHAXKY.

DaKTUYHUI 30ira€eThCs 3 OUIKYBaHHUM.

pe3yibTart

Tabmunsg 4.10— Tect 1.10 BOuBcTBO BOpora-cBuHi

[loyaTkoBuU cTaH

CHUCTCMH

KopucrtyBau 3HaxomMThCsl y MpOLEC] MPOXOJKEHHS PiBHS.

IrpoBnii mepcoHax HE MEPTBUM.

Bxigni nani

Omnuc IrpoBuii nepcoHak BUKOHY€ «HACKOK» Ha BOPOIa-CBUHIO, 1110

IPOBEJICHHS MPU3BOAMTH O TOTO 110 HUKHS YaCTHHA MOJAEJIBKYU 1rPOBOTO

TECTy HEepCOHaXKa 31ILTOBYETHCS 3 BEPXHBOK YACTUHOIO MOJIEIBKU
BOpOra-CBUHI.

OuikyBaHuit IrpoBoro mepcoHaka MiJKUIAE Bropy BiJl BOpPOra-CBHHI

pe3ynbrar Bopor-cBuHg mporpae aHimariiro CMepTi, IICIS YOTro
3HUILYETHCS. ITPOBUM NEPCOHAXK HE OTPUMYE LIKOAY 3a IO
TI1O.

DaKTUYHUI 30iraeThbcs 3 OUIKyBaHUM.

pe3yabTar

Tabnuis 4.11—- Tecr 1.11 36ip MoHeTH

IlouarkoBuii cTan

CHUCTCMH

KopuctyBau 3HaXOAMTHCS Yy TPOIECI MPOXOKEHHS DPIBHS.

IrpoBuil mepcoHak HE MEPTBUI.

Bxigu1 gani

Onuc
IPOBEACHHS

TECTY

[rpoBuil mepcoHax 31MLUTOBXYETHCS 3 MOHETOIO.
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ITponosxxenns Tadmuii 4.11

OuikyBaHui Mosnera mporpae aHiMamilo miAOOpY, IMICIAS  YOTO

pe3yibTart 3HUIY€EThCA. SIKmo MoHeTa Oyna 30J0TOI0, pPaxyHOK
nepcoHaka 30uTbIIyeThcss Ha 50, cpibnHoro - Ha 10.
[npopmamis  1po  MOTOYHUM  paxyHOK  IEpPCOHaXKa
OHOBJIIOETHCA 1 B11I0OpaKaeThCs Ha IHTEPQEHCI.

dakTHIHUN 306iraeTbcs 3 OUIKyBaHUM.

pe3yibTart

Taonuist 4.12— Tect 1.12 B3aemonist 3 BO1010

IlouarkoBuii cTan

CHUCTCMH

KopuctyBau 3HaxomuThbCsl y MpOLIEC] MPOXOIKEHHS PiBHS.

IrpoBuii nepcoHax HE MEPTBUM.

Bxiani nani

Onnc [rpoBuii nepcoHax ONMUHSIETHCS Y BOJI.

IPOBEJEHHS

TECTY

OuikyBaHuit IrpoBuii  mEpcOHaXX  CHOBUIBHIOETBCA 1 OTPUMYE

pe3yabTar NEPEOIUYHHUM YPOH MiJl 4ac 3HAXOMKEHHS Y BO1. Y BUIIaJKU
AKILO 310pOB’sl mepcoHaxka majae a0 0, IrpoBU MEPCOHAX
BMHUPAE 1 BUBOJUTHCS MEHIO IPOrPALLLY.

dakTHIHUN 306iraeTbcs 3 OUIKyBaHUM.

pe3yabTar

Tabmuus 4.13— Tect 1.13 Buxia 3a Mexi piBHS

IlouarkoBuii cTan

CHCTCMH

KopuctyBau 3HaxomMThbCs y MpOLIEC] MPOXOKEHHS PIBHS.

IrpoBuii nepcoHax HE MEPTBUM.

Bxinni naui
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ITponosxkenns Tadmuii 4.13

Onuc IrpoBuil mepcoHa)Xk OMUHIETHCS 3HU3Y HAWHUKUOTO OJIOKY
IPOBEACHHS 3eMJI1 Ha PiBHI.

TECTY

OuikyBaHu# 310poB’sl IrpOBOTO MepcoHaXka ctae piBHUM 0, yepes 110 BiH
pe3yibTart BMUpae. BUBOIUTHCS MEHIO TIPOTPAIITY.

DaKTUYHUI 301ira€eThCs 3 OUIKYBaHHUM.

pe3ybTat

Tabmuns 4.14— Tect 1.14 36ip 31118 300pOB’ s

IloyaTkoBuUl cTaH

CHUCTCMH

KopucrtyBau 3HaxomauThCsl y MpOLEC] MPOXOKEHHS PiBHS.

IrpoBuii nepcoHaX HE MEPTBUM.

Bxinni naui

Ormic 3UuUIs 3710pOB’St Tporpae aHiMaIll Miao0opy, MICAS YOro
IIPOBEICHHS 3HMIY€eThCS. [IoTOUHMI 3amac 310poOB’sl MEpPCOHaXka 3pOCTae
TECTy Ha 20. 3amnac 310poB’s He Moke OyTH Ounbie 3a 100.
OuikyBaHui 310poB’sl IrpOBOro MepcoHaxka crae piBHUM 0, yepes 1o BiH
pe3yabTar BMHUpae. BUBOMUTHCS MEHIO TIPOTpAIITY.

DaKTUYHUN 306iraeThbcs 3 OUIKyBaHUM.

pe3yabTar

Tabnuis 4.15— Tect 1.15 [IpoxomkeHHs piBHS

IlouarkoBuii cTan

CHUCTCMH

KopuctyBau 3HaxomuThbCs y MpOLIEC] MPOXOKEHHS PiBHS.

IrpoBuii nepcoHax HE MEPTBUM.

Bxian1 nani

Ormuc
MIPOBEJICHHS

TECTy

[lepconaxx 310paB 3 KpUCTaldM y MPOLECI MPOXOIKECHHS

PIiBHSL.
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ITponosxkenns Tadmuii 4.15

OuikyBaHui PiBenp BBakaeTbcs MpOWICHUM. BHBOIUTBCS  MEHIO
pe3yabTar MEPEMOTH.

DaKTUYHUI 30ira€eThCs 3 OUIKYBaHHUM.

pe3yabTar

4.3  Onuc KOHTPOJBHOIO MPUKIANY

Y  SKOCTI KOHTPOJBHOTO mMpukKiany Oyno o0paHO MPOXOIKEHHS
3aroTOBJICHOTO PiBHSL.
[Ticna 3amycky 3acTOCYHKY, HAaTHCKAa€EMO Ha KHOINKY TOTOBHX pPiBHIB B

rOJIOBHOMY MeHIO (puc. 4.2).

Pucynok 4.2 — I'oioBHE MEHIO

[Ticnst 9oro kKopuCTyBau OMUHSETHCS y MEHIO TOTOBHX piBHIB. TyT Homy
Tpeba oOpaTu piBeHb 110 BiH Oaxae npoiitu. Hexaii nie Oyzne nepiuuii piBeHsb (puc.

43).
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Pucynok 4.3 — MeH10 roToBUX piBHIB

[Ticns Toro sK 3aKiHYMJIACh aHIMAIllS TEPEXOmy, Ha EKpaHi 3’ SBISIETHCS
Nepidii piBeHb TIPHU, HAMOBHEHHH BOpOraMu 1 IHTEPAKTUBHUMH 00’ €KTamu.
KopuctyBauy HagaeTbcsi MOXKJIMBICTh KEpyBaTH NEpcOHa)keM. Po3nmounmHaeThcs

POXOHKEHHS piBHS (puc. 4.4).

=
&0

4] Collect 3
[E] 0 rubies =

MOvE JUMP ATTACK to finish!

Pucynok 4.4 — Ilepmuii piBeHb
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[lin wac mpOXOKEHHS PIBHS KOPUCTyBady OyayTh 3yCTpiuaTHCh pi3HI
BOPOTH, 110 MOXYTb 3aBAATH HOMY IIKOJHU y pa3i AKILO IrpOBUM MEPCOHAX MONaae

nif ix araky(puc. 4.5).

L&

@0
Callzct 3
@ rubies
ATTACK tafinish! =

Pucynoxk 4.5 — Araka Boporis

B Oynp-sikuif MOMEHT NPOXOKEHHS, KOPUCTYBauy MOXKE BUKIMKATH MEHIO
nay3u, HAaTUCHYBIIM KiaBilry «Py», abo 1koHKY Mmay3u Ha irpoBoMYy 1HTepdeici, 110
IPU3YIUHUTH MPOXOJKEHHS 1 BUBEAE OCHOBHY 1H(opMarllito (KUIbKICTh 310paHuX
JlaMaHTIB, score — 310paHy KUIBKICTh MOHET) 3 MOXJIMBICTIO MPOJOBXKUTH abo
nepe3anycTuT piBeHb (puc. 4.6). Takok KOPUCTyBad MOXKE MHOBEPHYTHUCS 10

TOJIOBHOTO MEHIO HATUCHYBIITY Ha 1KOHKY IIECTEPH1 Y MPAaBOMY BEpXHBOMY KYTi.
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O

&q0

@ Collect 3
rubies

[TACK to finish! =

Pucynok 4.6 — Menro naysu

KopuctyBau Moxe kepyBaTu irpOBUM NEPCOHAKEM HATHUCKAIOUW HA KJIABIIIII.
IrpoBuii epcoHa»x BUKOHYE 3aKPIMJICHY 3a KJIABIMICIO Ji0:«<«—» - PYX Y JIIBO; «—»
- PyX y TIpaBo; «|» - pyX BHH3; «Space» - CTpuOoK; «Ay - araxa.

KopuctyBau Mae 3MOry mpOTHCTOSITU BOpPOraM, aTakyroud iX, 3HUIIYIOUH X
camux abo ix cHapsmu. Hampukiaa, KOpUCTyBad MOKE€ BHUKOHATH «HACKOK» Ha
BOpOTa-CBMHIO TUM CaMUM 3HHINYI0YH Horo(puc. 4.7), ab0 3HUIUTH CHAPS

rapMaTu aTakoro 1IrpoBoro nepconaxa(puc. 4.8).
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L&

=
@490
Pucynok 4.7 — 3uunieHHs: Bopora-cBuHi
&40
@ Collect 3
TTACK 4 |?ilneifsh! =

Pucynok 4.8 — 3HunieHHs cHapsiay rapMaTi

SAximo kopucTyBau Oyne HE 00€pEKHHM, BIH MOXKE TAKOX OTPHUMATH IIKOITY
BiJI TTAaCTOK PO3TAIIOBAaHUX Ha PiBHI. SIKIIO 340pOB'S irpOBOTO TMEpCOHAXa BITAJE

HIDKYE HYIIS, BIH IIOMpPE 1 KOpUCTYBad M00aYnTh MEHIO Tiporpainy(puc. 4.9).
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&q0

Pucynok 4.9 — Menro nporpanry

3a pi3HOBUJ MACTUKH TaKOK MO)KHA BBa)KaTH BOJY PO3TAlllOBaHY Ha PiBHI.
SIK1Io irpoBUi MepCOHaX MOTpAIUIse Y Hel, 11e YIOBUIBHUTH HOTO pyXH, a TaKOX

nepcoHax Oyae OTPUMYBATH MEPIOANYHY IIKOAY IiJ] Yac 3HAXOKEHHS Y BOi(pucC.

4.10).

s

@40

PLe,

Pucynox 4.10 — B3aemogisi 3 BOAO0O
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Takox miag Yac MPOXOMKEHHS KOPHCTyBad MOXE 30UpaTH irpoBi 00’ €KTH.
[TinGip MoHET 30LIbIIY€E PaxXyHOK IMEpcoHa)ka. 30i10Ta MoHeTa BapTa 50 OYOK, a
cpibua 10. 36ip 31115 3M0pOB’Sl BIITHOBUTH MEBHY KUIBKICTh BTPAYCHOTO 310POB’SI.
30ip kpuctaiiB Oyae HaOIMKaTH KOPUCTyBaya JI0 TTOBHOTO MPOXOKEHHS PIBHS.
3aaJis mepeMoru, KOpUCTyBad MoBUHEH 310paru 3 kpuctanu. [Ipu BUKOHaAHHI 1€l
YMOBH, Ha €KpaH BUBAETbCA MEHIO IMEPEMOTH, /€ KOPHCTyBad MOOAYUTh CBIif
paxyHOK 1 MOke nepenpoiTu piBeHb(«Restart»), a00 moBepHyTHUCS 1O MEHIO PIBHIB

(«Levelsy)(puc. 4.11).

&q0

est Lovols

Pucynok 4.11 — Ilepemora
BucHoBKH 10 po3aity

Y upoMmy posaini Oylo BHUKOHAHO TECTYBAHHS KJIACUYHOI TPU Yy KaHpl
miaropmep, 3 po3poOKOI0 pemakTopa PIBHIB 1 CHCTEMOIO OOMIHY PIBHAMH W
MIPOBEICHO aHAaI3 il SIKOCTI.

Bynu mnpoanamizoBani HacTynHi MeTpuku sikocTi I13: edexTuBHICTS,
MOPTAaTUBHICTh, HAJIWHICTh, aHAJTI30BaHICTh, (PYHKI[IOHAIbHICTh, KOHIICTITyaJIbHA
IUTICHICTh Ta CTIMKICTh 10 MOMHJIOK. OTpHUMaHi OIIIHKH JEMOHCTPYIOTh BHCOKY

3arajpbHy SIKICTh MPOTPAMHOTO 3a0€3IeYCHHS.
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Kpim Toro, Oyno 37iiicHeHO W JeTalbHO OMHCAHO MaHyalbHE TECTYBaHHS
TAakoro (PyHKIIOHAJy: IrpOBI MEHIO, BCTAHOBJEHHS Iy3M, CHCTEMa KEpYyBaHHS
NEepPCOHAXKEM, B3aEMOISI 3 BOPOKUMH 00 €KTaMU, B3a€EMOIIA 3 ITPOBUMHU
00’€KTaMH Ta MPOXOIKEHHS PIBHS.

[ wHapemti OyB oOnuCaHWWA  KOHTPOJIBHUM MPUKIAA  POXOIKEHHS

3aroTOBJICHOTO PiBHSI.
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5 PO3I'OPTAHHA TA CYITPOBI/J ITPOT'PAMHOI'O 3ABE3ITEYEHHSA
5.1  PosropraHHs MporpaMHOTO 3a0e3MeYeHHs

Jlnst po3ropTaHHsi KOMII IOTEPHOT T'pH, po3polseHoi Ha Oibmioreni Pygame,
BUKOpHCTOBYBasiacs ytuiita Pylnstaller, sika mo3Bossie 310patu Python-3acTocyHok
y BUIJISAI OKPEMOTO BUKOHYBAHOTO (haily.

Komanza 1y1st CTBOpeHHS BUKOHYBAHOTO (paiiily Majia Takuil BUIIIA;

client/main.py --name LevelKing --icon=LevelKing.ico --noconfirm
--noconsole  --onefile = --add-data  "client/graphics;graphics"  --add-data
"client/audio;audio" --add-data "client/levels;levels" --add-data
"client/saved levels;saved levels"

VY pe3ynbrari BUKOHAHHS L1€1 KOMaHIHU (POPMY€EThCS €UHUN .exe (ailil, IKHii
MorkHa 3amryckatu Ha OC Windows 6e3 BcraHOBIIeHHS iHTepriperaropa Python.

JUist  cTBOpeHHs 1HCTanATopa Tpu Oyno BukopuctaHo Inno Setup
Compiler[20], skmii 103BOJISIE 3TCHEPYBATH IHCTANAMIMHUN .exe daiin, 110

BCTAHOBJIIOE TPy HAa KOMIT IOTEp KopucTyBayda (puc. 5.1).

& LevelKingInstaller.iss - Inno Setup Compiler 6.4.2

File Edit View Build Run Tools Help
©@-0|h S HE| L >0 B|HEHs e
VS Code-style editor shortcuts added! Use the Editar Keys aption in Options dialog.

[Setup]

AppName=LevelKing

AppVersion=1.8
DefaultDirName={pf}\LevelKing
DefaultGroupName=LevelKing
OQutputDir=dist
OutputBaseFilename=LevelKingSetup
Compression=lzma
SolidCompression=yes
SetupIconFile=LevelKing.ico

[Files]

Source: “dist\lLevelKing.exe"; DestDir: "{app}"; Flags: ignoreversion

[Icons]

Name: "{group}‘\lLevelKing"; Filename: "{app}\LevelKing.exe"

Name: "{commondesktop}i\LevelKing”; Filename: "{app}\LevelKing.exe"; Tasks: desktopicon
[Tasks]

Name: “"desktopicon™; Description: "Create a &desktop icon™; GroupDescription: "Additional icons:®

Pucynok 5.1 — ®aitn kondirypartii ms Inno Setup

VY xouiryparniitHoMmy Qaiini 6yia0 BKazaHO OCHOBHI IapaMeTpH, 30Kpema:
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- Ha3By rpu (AppName);
- BukoHyBaHui ¢aiin (OutputBaseFilename);
- nuisix 10 BukonyBaHoro (aitny (dist/LevelKing.exe);
- CTBOPEHHSI sSIpJIMKa HAa POOOYOMY CTOJI.

Y  pesynbrari reHepyeThes iHcTanmarop LevelKingSetup.exe, sxuii
BCTAHOBJIOE TPy B nupekTopiro Program Files\LevelKing 3 BigmoBigHUM 3HAYKOM 1
spiaukoM (puc. 5.2).

£ LevelKing.exe
ﬁ LevelKingSetup.exe

Pucynok 5.2 — BukonyBanuii (haiis Ta iHCTaIsATOp TpU
5.2 CynpoBia mporpaMHOro 3a0e3MeveHHs

[HCTpYyKILIIsI KOPUCTYBa4ya HABEIEHA B OKpEMOMY JTOKyMeHT1 « KepiBHHLITBO
xopuctyBayan| KITLIIT-1217.045480.05.34].
[lybOnikawist oHOBIIEHb Tpu BUKOHYeThbca udepe3 cepic GitHub Releases,
SIKUH O3BOJISIE€ 3pYYHO PO3MOBCIOIKYBATH HOBI BEPCii Ipu cepei KOPUCTYBadiB.
JJ1st CTBOpEHHS BUITYCKY HEOOX1/IHO:
- 3ajatu Ter Bepcii (Hanpukiafd, v1.0.0);
- HAIMCaTH OIKUC OHOBIICHHS,
— nonaty iHctaysiiiauit gain LevelKingSetup.exe sik BKIaaeHHS.

[Ipuknan opopmiieHHs pesizy HaBeAEHO Ha PUCYHKY 5.3.
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¥ Target: client-only ~ Previous tag: auto ~ Generate release notes

LevelKing v1.0.0
Write

Mepwwid nybaiuanid peniz rpy **LevelKing™ — 2D nnatgopMep 3 peaakTopoM pieHiB.

¥ OcHOBHI MOXWBOCTI:

- MNOBHOLIHHWIA PIEHEKOHCTPYKTOP

- CTEOpEHHS, 30epeXeHHs, TecTyBaHHA Ta 0BMIH pPIBHAMKW
- MpoTMEHKKW, NACTKK, BOAA, MOHETH

- lNpokpyTKa cLUeHW Ta aHIMaLiA

- Mehio 36epexeHb Ta piBHIB

M Ycranoeka: npocto zanycrits "LevelKingSetup.exe’
O Mpawtoe Ha Windows, Python He notpibex

[ Markdown is supported [Z] Paste, drop, or dick to add files

LevelKingSetup.exe

Set as a pre-release

Publish release Save draft

Pucynox 5.3 — Intepdetic ctBopenns penizy Ha GitHub
[Ticns matucHenHs kHomku «Publish release», peni3 crae moCTymHUM st

3aBaHTaXCHHSI BCIMa KOPHUCTyBadaMHu.
BucHoBku 10 po3ainy

Y upoMy po3aur Oylio ONMUCAHO MPOIEC PO3TOPTAHHS Ta CYNPOBOAY T'pHU
LevelKing, peanizoBaHoi 3 Bukopuctanusm Pygame.

Posropranns 3miiicHioBasiocst 3a jonomoroto ytuiith  Pylnstaller, mio
JTI03BOJIUJIO CTBOPUTH caMOCTIHHMM .exe daitn s Windows.

JIist  3pydHOro BCTAHOBIIGHHS TpH KOpUCTyBadaMu Oyl0 CTBOPEHO

1HCTaNIATOp 32 JonomMoroto Inno Setup.
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[Tyb6nikamist HOBuX Bepciit rpu 3xilicHioeThes depe3 GitHub Releases, mio
3a0e3rneuye JIOCTYNHICTh OHOBJICHb Ta JIETKE MOMIMPEHHS POrPaMHOIO

3a0e3MneueHHs cepesl KOpUCTyBadiB.
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BUCHOBKH

B Xxoni BUKOHAHHS TUIIJIOMHOTO MPOEKTY OyJ0 po3po0ieHO KIACUYHY TPy Y
xaHpil Platformer 3 pemakTOopoM piBHIB Ta CHCTEMOIO OOMIHY PIBHSMH MIiX
KOpPUCTYyBauaMH.

TakuMm YMHOM, TOJOBHA METa ILOTO IMPOEKTY, a CaMe CIPHUSHHS PO3BUTKY
JOT1YHOTO Ta CTPATETiYHOTO MUCIIEHHSA IpaBlis, OyJa MOBHICTIO JOCITHYTA 3aBASKU
peaitizaliii HaCTYIMHOTro (PyHKITIOHATY:

- Oyna peanizoBaHa CUCTEMAa KEPYBAHHS ITPOBUM MEPCOHAXKEM IUIIXOM
HATHCKAHHS 3aKpIMJICHUX 3a MEBHUMH JISIMH KJIABIII, a TakoX Oymau po3poOIeHi
OCHOBHI 3aKOHM (PI3MKHU PyXiB y T'pi, 110 JO3BOJSIOTH B/IaJI0 MAHEBPYBATH IFPOBUM
NEPCOHAKEM 1 B3AEMOISITH 3 IFPOBUM CBITOM;

- OyB CTBOpEHHH ITpOBMIl CBIT, HANOBHEHUW PI3SHOMAHITHUMH
IHTEPaKTUBHUMM OO0’ €KTaMU TaKUMHU $IK: Pi3HI THUIOM BOPOTiB, II0 BUMAararoTh
YHIKQJIBHOTO MIJIXOMY IS MPOXO/DKCHHSI KPi3b HUX ab0 MepeMord Haj HUMU;
MAcTKH, IO BHMAraimTh CTPATEriyHOrO MUCJICHHS KOpPUCTyBaya Uil iX 00Xomy;
00’exTu-maTrGopmMu, IO MNEPEBIPSIOTh CIPUTHICTh KOPUCTYBaua, MOHETH Ta
KPHUCTAJH, 10 301IBIIYIOTh PaXyHOK TIEPCOHAXKA 1 HAOIMKAIOTh HOTO JI0 TIEPEMOTH;
3111 3A0POB s, IO MOXYTh BPATYBATH MEPCOHAXKA Y CKIAIHINA cHUTyallii; 00’ €KTH
3aHROTO IUIaHYy, IO JO3BOJISIOTH HAMOBHUTH PIBEHb, 3pOOUIIHM HOro OUIBII
(CKUBUMY;

- OyB po3pOOJIEHHI 3pyUHUI KOPUCTYBALbKHUI 1HTEpPEiC 1110 BKIIOYAE
B ceOe: TOJIOBHE MEHIO; MEHIO TOTOBHUX PIBHIB; MEHIO BJIIACHUX PiBHIB; MEHIO JIJIS
OoOMIHY pIBHSMHU;MEHIO Tay3W; MEHIO NpOrpairy; MEHIO MEepeMOru; IrpoBUM
iHTepdeiic, mo BigoOpakae KOPUCHY MOTOUHY 1H(OpMALIiIO Mif Yac MPOXOIKEHHS
pIBHS;

- Oyna po3pobieHa cucTemMa 30€pexeHHS piBHIB, CTBOPEHHUX Y
penakTopi piBHIB, Ta cHUCTeMa OC3MEYHOro MOIMMPEeHHsS IuX piBHIB. Lli cucTemu
JO3BOJIIIOTH TEPENPOXOJIMTH BIIACHI PIBHI, @ TaKoK O€3 OMacKu 3aBaHTaKyBaTH

PIBHIB 1HIIMX KOPUCTYBAU1B, JIsl HOAAIBIIOTO MPOXOIKEHHS;
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Takoxx BapTo 3a3HAYUTH, IO Y LBOMY IPOEKTH HasBHA JOIUIBHICTh
IPOIOBXKEHHS MOro po3poOKH, Tak K y pe3yJbTari OyJ0 OTPUMaHO yHIBEpCAIbHUN
3aCTOCYHK, B SIKMH 3 JIETKICTIO MOYKHA JI0AaBaTH HOBI aCIEKTH 1 BHYTPILIHBO-ITPOBI
MexaHiku. Tum camum, rpa Oyjie MOCTIMHO BJOCKOHAIOBATUCS, PO3IIHPIOBATH CBIi
(GyHKIIOHAN Ta irpOBUNA MPOCTIp, U0 CIPUATUME MiJABUIICHHIO 1IHTEPECY T'PaBLIIB

Ta 3a0€3MeUnTh 11 aKTYaJIbHICTh Y JOBIOCTPOKOBiH MEPCIEKTUBI.
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IlocunaHHA HA PeNO3UTOPild 3 MOBHMM TEKCTOM MPOrPaAMHOI0 KOAY
https://github.com/ShomanDanylolP-12/LevelKing

daii suggest menu.py
Peasizaiiis ¢pyHKIIIOHAIBHOT 3a/1a41 KOPUCTYBAIIBKOTO 1HTEpdEncy

class Suggest menu:
def init (self, switch, suggest, update level builder grid_str):
self.display surface = pygame.display.get surface()

self.image background = load(path.join(script directory, 'graphics', 'menus', 'main_menu',

'background.png')).convert_alpha()
window_size = self.display_surface.get size()
self.image background = pygame.transform.scale(self.image background, window_size)
self.switch = switch
self.update level builder grid str =update level builder grid str
self.buttons = Buttons_sstm()
self.suggest = suggest
self.input_fields = InputField()
self.switch_locker = True
self.labels = Label('123")

def event_loop(self):
for event in pygame.event.get():
if event.type == pygame.QUIT:
pygame.quit()
sys.exit()
self.menu_click(event)
self.input_fields.handle event(event)

def run(self, dt):
self.event loop()
self.display_surface.blit(self.image background, (0, 0))
self.buttons.display()
self.labels.draw()
self.input_fields.draw()

def menu_click(self, event):
if event.type == pygame. MOUSEBUTTONDOWN and self.buttons.b_rect.collidepoint(
mouse_pos()) and self.switch locker == True:
self.switch _locker = False
self.switch({'from': 'suggest menu', 'to": 'stranger level menu'})
if event.type == pygame. MOUSEBUTTONDOWN and self.buttons.suggest button_rect.collidepoint(
mouse_pos()) and self.switch locker == True:
self.switch locker = False
self.suggest()
self.switch({'from'": 'suggest menu', 'to": 'public_levels menu'})
if event.type == pygame. MOUSEBUTTONDOWN and self.buttons.redact button_rect.collidepoint(
mouse_pos()) and self.switch_locker == True:
self.switch_locker = False
self.update level builder grid str()
self.switch({'from': 'suggest menu', 'to": 'level builder'})

class Label:
def init _(self, level name):
self.display_surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self.multiplayer x = self.window_size[0] / 1280


https://github.com/ShomanDanyloIP-12/LevelKing

self. multiplayer y = self.window_size[1]/ 720

self.level name = level name

self.color _bg = pygame.Color('#c86259")

self.color_border = pygame.Color('#33323d")

self.font = pygame.font.Font(path.join(script_directory, 'graphics', 'ui', 'ARCADEPIL.ttf'),
int(18 * self.multiplayer x))

# wrapped lines
def sx(value):

return int(value * self.multiplayer x)
def sy(value):

return int(value * self.multiplayer y)

b _size = sx(45)

margin = sx(25)

topleft = (margin, margin + b_size)

self.level rect = pygame.Rect(topleft[0] + sx(250), topleft[1] + sy(80), sx(6) + sx(360), sy(30))

def draw(self):
pygame.draw.rect(self.display surface, self.color bg, self.level rect)
pygame.draw.rect(self.display_surface, self.color border, self.level rect, 5)
self.display_surface.blit(self.font.render(self.level name, True, self.color border), (self.level rect.x + 5,
self.level rect.y + 5))

def update info(self, level):
self.level name = level['title']
self.display_surface.blit(self.font.render(self.level name, True, self.color_border),
(self.level rect.x + 5, self.level rect.y +5))

class InputField:
def init_ (self):
max_length =25
self.display_surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self.multiplayer x = self.window_size[0] / 1280
self. multiplayer y = self.window_size[1] / 720

self.color_inactive = pygame.Color('#c86259")

self.color_active = pygame.Color('#de9970")

self.color_ comment = self.color_inactive

self.comment_text="

self.comment_wrapped_lines = []

self.font = pygame.font.Font(path.join(script directory, 'graphics', 'ui', 'ARCADEPL.ttf'), int(18 *

self.multiplayer x))

self.comment_txt surface = self.font.render(self.comment_text, True, self.color comment)

self.comment_active = False

self.max_length = max_length

self.create_fields()

def create fields(self):
def sx(value):
return int(value * self.multiplayer x)
def sy(value):
return int(value * self.multiplayer y)

b_size = sx(45)
margin = sx(25)
topleft = (margin, margin + b_size)

self.comment_rect = pygame.Rect(topleft[0] + sx(250), topleft[1] + sy(145), sx(6) + sx(360), sy(210))



def handle event(self, event):
if event.type == pygame. MOUSEBUTTONDOWN:
if self.comment_rect.collidepoint(event.pos):
self.comment_active = not self.comment_active
else:
self.comment active = False
self.color comment = self.color_active if self.comment_active else self.color_inactive

elif event.type == pygame. KEYDOWN:
if self.comment_active:
if event.key == pygame. K BACKSPACE:
self.comment_text = self.comment text[:-1]
elif len(self.comment_text) < self.max_length * 10:
self.comment_text += event.unicode
self.comment_txt surface = self.font.render(self.comment_text, True, '#33323d")
self.comment wrapped _lines = self.wrap_text(self.comment_text, self.comment_rect.width)

def wrap_text(self, text, max_width):
lines =[]
current line ="

for char in text:
test line = current line + char
width, = self.font.size(test_line)
if width <= max_width - 10: # -10 — 1 BHYTpIiIIHBOTO BiACTYILY
current_line = test_line
else:
lines.append(current line)
current line = char
if current_line:
lines.append(current_line)
return lines

def draw(self):
pygame.draw.rect(self.display surface, self.color comment, self.comment rect)
pygame.draw.rect(self.display surface, #33323d', self.comment rect, 5)
line_height = self.font.get_height()
for i, line in enumerate(self.comment wrapped _lines):
line_surface = self.font.render(line, True, '#33323d")
self.display_surface.blit(line surface,
(self.comment rect.x + 5, self.comment rect.y + 5 +1 * line_height))

def get comment(self):
return self.comment_text

class Buttons_sstm:
def init_ (self):
self.display_surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self.multiplayer x = self.window_size[0] / 1280
self.multiplayer y = self.window_size[1]/ 720
self.font = pygame.font.Font(path.join(script_directory, 'graphics’, 'ui', '"ARCADEPIL.ttf"),
int(18 * self.multiplayer x))
self.create_buttons()

def create_buttons(self):
self.display surface = pygame.display.get surface()

def sx(value):
return int(value * self.multiplayer x)



def sy(value):
return int(value * self.multiplayer y)

# back to main menu

b_size = sx(45)

b_margin = sx(6)

b_topleft = (self.window_size[0] - b_size - b_margin, b_margin)

self.b_rect = pygame.Rect(b_topleft, (b_size, b_size))

self.image = load(path.join(script_directory, 'graphics', 'menus', 'back button.png")).convert_alpha()
self.image = pygame.transform.scale(self.image, (b_size, b_size))

# menu area

margin = sx(25)
width = self.window_size[0] - (margin * 2)
height = self.window_size[1] - (margin * 2) - b_size
topleft = (margin, margin + b_size)
self.local_level image = load(
path.join(script_directory, 'graphics', 'menus', 'main_menu', 'buttons_back.png')).convert_alpha()
self.local_level image = pygame.transform.scale(self.local level image, (width, height))
self.local_level rect = pygame.Rect(topleft, (width, height))

# labels area

self.level label offset = topleft[0] + sx(100), topleft[1] + sy(85), sx(6) + sx(360) / 2, sy(30)
self.comment_label offset = topleft[0] + sx(100), topleft[1] + sy(150), sx(6) + sx(360) / 2, sy(30)

# button areas
self.image redact button = load(

path.join(script_directory, 'graphics', 'menus', 'level buttons', 'redact button.png')).convert alpha()
self.image redact button = pygame.transform.scale(self.image redact button, (sx(180), sy(70)))
self.redact_button_rect = pygame.Rect((topleft[0] + sx(250), topleft[1] + sy(500)), (sx(180), sy(70)))
self.image suggest button = load(

path.join(script_directory, 'graphics', 'menus', 'level buttons',

'suggest button.png')).convert_alpha()

self.image suggest button = pygame.transform.scale(self.image suggest button, (sx(180), sy(70)))
self.suggest button rect = pygame.Rect(

(topleft[0] + sx(436), topleft[1] + sy(500)),

(sx(180), sy(70)))

def display(self):
self.display_surface.blit(self.image, self.b_rect.topleft)
self.display_surface.blit(self.local level image, self.local level rect.topleft)
self.display_surface.blit(self.font.render('Level name:', True, '#33323d"), self.level label offset)
self.display_surface.blit(self.font.render('Comment:', True, '#33323d"), self.comment label offset)
self.display_surface.blit(self.image redact button, self.redact button rect.topleft)
self.display_surface.blit(self.image suggest button, self.suggest button_rect.topleft)

®aiiu check file.py
Peanizaris gyHKiiOHaNbHOT 3a/1a4l NepeBIpkU ¢aiiny nepes] 3aBaHTAKEHHSM Ha
cepsep

# Jlomyctumi mapu
ALLOWED LAYERS = {
'bricks bg', 'bg palms', 'water', 'interract_info', 'finish_info',

'sign bottom', 'sign top', 'sign left', 'sign right',



'terrain', 'bricks fg', 'platforms', 'enemies',

'coins', 'fg objects'

# MakcnmanbHI MeXi KOOpAHHAT
X _LIMIT = 64000
Y _LIMIT = 32000

# MakcuMasbHa KUTBKICTb 00'€KTIB y miapi
MAX OBIJECTS PER LAYER = 1000
MAX TOTAL OBIJECTS = 10000

# JlommycTuMi THITH 3HAYEHB 7151 KOXKHOTO IIapy
LAYER VALUE TYPES = {

'terrain': str,

'coins': int,

'platforms": str,

'enemies': int,

"bricks fg': str,

'bricks bg': str,

'bg palms": int,

'fg objects": int,

'water': str,

'interract_info': str,

'finish_info": str,

'sign bottom'": str,

'sign top': str,

'sign left': str,

'sign right': str

def validate level data(data: list) -> bool:
try:
# IlepeBipka OCHOBHOI CTPYKTYpH
if not isinstance(data, list) or len(data) != 2:
return False

layers, ser_offset = data

if not isinstance(layers, dict) or not isinstance(ser_offset, list) or len(ser_offset) !=2:
return False
if not all(isinstance(n, int) for n in ser_offset):

return False



total objects =0

for layer name, layer data in layers.items():
# Haspa mapy — Tinbku 3 whitelist
if layer name not in ALLOWED LAYERS:

return False

if not isinstance(layer_ data, dict):

return False

if len(layer data) > MAX OBJECTS_PER LAYER:

return False

expected_type = LAYER VALUE TYPES.get(layer name)
if expected_type is None:

return False

for coords, value in layer data.items():
# Kirtoa Mae OyTH KOpTEXKeM 3 2 IITHX YHACe
if not (isinstance(coords, tuple) and len(coords) == 2 and all(isinstance(c, int) for ¢ in coords)):
return False
X, y = coords
if abs(x) > X LIMIT or abs(y) >Y_LIMIT:

return False

# 3HaueHHs Mae OyTH IMOTPIOHOTO THITY
if not isinstance(value, expected type):

return False

# 3axucT BiJ BOy1oBaHUX KJaciB / GpyHKIIH
if isinstance(value, str):
if any(bad in value.lower() for bad in ['<script>'," class ',' globals ', 'lambda']):
return False
if len(value) > 100: # DOBri psAAKH HE TOITYCKAIOTHCS
return False
if isinstance(value, int) and abs(value) > 1_000_000:

return False

total objects += len(layer data)

if total objects > MAX TOTAL OBJECTS:



return False
return True

except Exception:

return False

daiij1 save_menu.py
Peamizaris ¢pyHKIIIOHAIBHOT 33141 JIOKAJIBHOTO 30epiraHHs PiBHIB

script_directory = path.dirname(path.realpath(_ file ))
class Save menu:
def init (self, switch, save file):
self.display_surface = pygame.display.get surface()
self.image background = load(path.join(script_directory, 'graphics', 'menus', 'save_menu’',
'background.png')).convert_alpha()
window_size = self.display_surface.get size()
self.image background = pygame.transform.scale(self.image background, window_size)
self.switch = switch
self.buttons = Buttons_sm()
self.switch _locker = True
self.from_where ="

self.save file =save file
self.read button_states()

def event loop(self):
for event in pygame.event.get():
if event.type == pygame.QUIT:
pygame.quit()
sys.exit()

self.menu_click(event)

def run(self, dt):
self.event loop()
self.display_surface.blit(self.image background, (0, 0))
self.buttons.display()

defread_level(self, name):
file_path = path.join(script_directory, 'saved_levels', f' {name} .json")
with open(file path, 'rb") as file:
data = pickle.load(file)



return data[0]

def save button_states(self):

saved = {'statel': self.buttons.savedl,
'state2': self.buttons.saved2,
'state3": self.buttons.saved3,
'state4'": self.buttons.saved4,
'state5": self.buttons.saved5,
'state6': self.buttons.saved6,
'namel": self.buttons.savel,
'name2': self.buttons.save2,
'name3': self.buttons.save3,
'name4': self.buttons.save4,
'name5": self.buttons.saves,
'name6'": self.buttons.save6}

file_path = path.join(script_directory, 'saved_levels', f'states.json')

with open(file_path, 'wb') as file:

pickle.dump(saved, file)

defread button_states(self):

file_path = path.join(script_directory, 'saved_levels', f'states.json')

with open(file path, 'rb') as file:
saves = pickle.load(file)
self.buttons.saved1 = saves|'statel']
self.buttons.saved2 = saves|'state2']
self.buttons.saved3 = saves['state3']
self.buttons.saved4 = saves|['state4']
self.buttons.savedS = saves|['state5']
self.buttons.saved6 = saves['state6']
self.buttons.savel = saves['namel']
self.buttons.save2 = saves['name2']
self.buttons.save3 = saves['name3']
self.buttons.save4 = saves['name4']
self.buttons.save5 = saves['name5']

self.buttons.save6 = saves['name6']

def menu_click(self, event):
if event.type == pygame. MOUSEBUTTONDOWN and self.buttons.mm_rect.collidepoint(
mouse_pos()) and self.switch_locker == True:
self.switch locker = False
self.save button_states()

self.switch({'from': 'save_menu', 'to': 'main_menu'})



if event.type == pygame. MOUSEBUTTONDOWN and (self.buttons.levell save button_rect.collidepoint(

mouse_pos()) or self.buttons.level2 save button_rect.collidepoint(
mouse pos()) or self.buttons.level3 save button rect.collidepoint(
mouse_pos()) or self.buttons.level4 save button rect.collidepoint(
mouse_pos()) or self.buttons.level5 save button_rect.collidepoint(
mouse_pos()) or self.buttons.level6_save button rect.collidepoint(
mouse pos())) and self.switch locker == True:

self.click(mouse_pos(), mouse buttons())

def click(self, mouse pos, mouse_button):
if self.from_where == "level builder":
if self.buttons.levell save button_rect.collidepoint(mouse_pos):
if mouse_button[0]: # left mouse on_click
self.buttons.savel = datetime.now().strftime("%y-%m-%d %H_%M_%S")
self.buttons.savedl = True
self.save_file(self.buttons.savel)
if mouse button[2]: # right on_click
self.buttons.saved!l = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.savel +'.json'))
elif self.buttons.level2_save button rect.collidepoint(mouse pos):
if mouse_button[0]: # left mouse on_click
self.buttons.save2 = datetime.now().strftime("%y-%m-%d %H_ %M _%S")
self.buttons.saved2 = True
self.save_file(self.buttons.save2)
if mouse button[2]: # right on_click
self.buttons.saved2 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save2 + '.json'))
elif self.buttons.level3 save button rect.collidepoint(mouse pos):
if mouse button[0]: # left mouse on_click
self.buttons.save3 = datetime.now().strftime("%y-%m-%d %H_ %M _%S")
self.buttons.saved3 = True
self.save_file(self.buttons.save3)
if mouse button[2]: # right on_click
self.buttons.saved3 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save3 + '.json'))
elif self.buttons.level4 save button rect.collidepoint(mouse pos):
if mouse button[0]: # left mouse on_click
self.buttons.save4 = datetime.now().strftime("%y-%m-%d %H %M _%S")
self.buttons.saved4 = True
self.save file(self.buttons.save4)
if mouse button[2]: # right on_click

self.buttons.saved4 = False

10
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os.remove(path.join(script_directory, 'saved_levels', self.buttons.save4 +'.json'))
elif self.buttons.level5_save button rect.collidepoint(mouse pos):
if mouse button[0]: # left mouse on_click
self.buttons.save5 = datetime.now().strftime("%y-%m-%d %H_%M_%S")
self.buttons.saved5 = True
self.save_file(self.buttons.save5)
if mouse button[2]: # right on_click
self.buttons.saved5 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save5 +'.json'))
elif self.buttons.level6_save button rect.collidepoint(mouse pos):
if mouse_button[0]: # left mouse on_click
self.buttons.save6 = datetime.now().strftime("%y-%m-%d %H_%M_%S")
self.buttons.saved6 = True
self.save_file(self.buttons.save6)
if mouse button[2]: # right on_click
self.buttons.saved6 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save6 + '.json'))
if self.from where == 'main_menu":
if self.buttons.levell save button_rect.collidepoint(mouse_pos):
if mouse_button[0] and self.buttons.savedl: # left mouse on_click
self.switch_locker = False
self.switch({'from": 'save_menu', 'to": 'level'}, self.read_level(self.buttons.savel))
if mouse button[2]: # right on_click
self.buttons.savedl = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.savel +'.json'))
elif self.buttons.level2_save button rect.collidepoint(mouse pos):
if mouse_button[0] and self.buttons.saved2: # left mouse on_click
self.switch_locker = False
self.switch({'from'": 'save_menu', 'to": 'level'}, self.read_level(self.buttons.save2))
if mouse button[2]: # right on_click
self.buttons.saved2 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save2 +'.json'))
elif self.buttons.level3 _save button rect.collidepoint(mouse pos):
if mouse_button[0] and self.buttons.saved3: # left mouse on_click
self.switch locker = False
self.switch({'from": 'save_menu', 'to": 'level'}, self.read_level(self.buttons.save3))
if mouse button[2]: # right on_click
self.buttons.saved3 = False
os.remove(path.join(script_directory, 'saved_levels', self.buttons.save3 +'.json'))
elif self.buttons.level4 save button rect.collidepoint(mouse pos):
if mouse button[0] and self.buttons.saved4: # left mouse on_click

self.switch_locker = False



self.switch({'from": 'save_menu', 'to": 'level'}, self.read_level(self.buttons.saved))
if mouse button[2]: # right on_click
self.buttons.saved4 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save4 +'.json'))
elif self.buttons.level5_save button rect.collidepoint(mouse pos):
if mouse button[0] and self.buttons.saved5: # left mouse on_click
self.switch_locker = False
self.switch({'from": 'save_menu', 'to": 'level'}, self.read_level(self.buttons.save?))
if mouse button[2]: # right on_click
self.buttons.saved5 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save5 +'.json'))
elif self.buttons.level6_save button rect.collidepoint(mouse pos):
if mouse_button[0] and self.buttons.saved6: # left mouse on_click
self.switch_locker = False
self.switch({'from": 'save_menu', 'to": 'level'}, self.read_level(self.buttons.save6))
if mouse button[2]: # right on_click
self.buttons.saved6 = False
os.remove(path.join(script_directory, 'saved levels', self.buttons.save6 + '.json'))

self.save button_states()

class Buttons_sm:
def init (self):
self.display_surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self.multiplayer x = self.window_size[0] / 1280
self.multiplayer y = self.window_size[1] / 720

self.create_buttons()

def create buttons(self):

self.display_surface = pygame.display.get surface()

def sx(value):
return int(value * self.multiplayer x)
def sy(value):
return int(value * self.multiplayer y)
# back to main menu
mm_size = sx(45)
mm_margin = sx(6)
mm_topleft = (self.window_size[0] - mm_size - mm_margin, mm_margin)

self.mm_rect = pygame.Rect(mm_topleft, (mm_size, mm_size))

self.image = load(path.join(script_directory, 'graphics', 'menus', 'main_menu_button.png')).convert_alpha()

self.image = pygame.transform.scale(self.image, (mm_size, mm_size))

12
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# button areas

width = sx(300)

height = sy(200)

self.levell save button rect = pygame.Rect((sx(150), sy(135)), (width, height))
self.level2 save button rect = pygame.Rect((width + sx(190), sy(135)), (width, height))
self.level3 save button rect = pygame.Rect((width * 2 + sx(230), sy(135)), (width, height))

self.level4 save button rect = pygame.Rect((sx(150), height + sy(175)), (width, height))
self.level5 save button rect = pygame.Rect((width + sx(190), height + sy(175)), (width, height))
self.level6_save button rect = pygame.Rect((width * 2 + sx(230), height + sy(175)), (width, height))

self.image save button = load(path.join(script_directory, 'graphics', 'menus’, 'save_menu',
'save_button.png')).convert_alpha()

self.image save button = pygame.transform.scale(self.image save button, (sx(300), sy(200)))

# saves

self.font = pygame.font.Font(path.join(script_directory, 'graphics’, 'ui', "ARCADEPIL.ttf'), sx(18))
self.savel = None

self.save2 = None

self.save3 = None

self.save4 = None

self.save5 = None

self.save6 = None

self.savedl = False
self.saved2 = False
self.saved3 = False
self.saved4 = False
self.savedS = False

self.saved6 = False

def display(self):
self.display_surface.blit(self.image, self.mm_rect.topleft)
self.display_surface.blit(self.image save button, self.levell save button rect.topleft)
self.display_surface.blit(self.image save button, self.level2 save button rect.topleft)
self.display_surface.blit(self.image save button, self.level3 save button rect.topleft)
self.display_surface.blit(self.image save button, self.level4 save button rect.topleft)
self.display_surface.blit(self.image save button, self.level5 save button rect.topleft)

self.display_surface.blit(self.image save button, self.level6_save button rect.topleft)

if self.savedl:



savel text surf = self.font.render(str(self.savel), False, '#33323d")
savel text rect=savel text surf.get rect(center=(self.levell save button rect.centerx,
self.levell save button rect.centery))
self.display_surface.blit(savel text surf, savel text rect)
if self.saved2:
save2 text_surf = self.font.render(str(self.save2), False, '#33323d")
save2 text rect=save2 text surf.get rect(center=(self.level2 save button rect.centerx,
self.level2 save button rect.centery))
self.display_surface.blit(save2 text surf, save2 text rect)
if self.saved3:
save3_text_surf = self.font.render(str(self.save3), False, '#33323d")
save3 text rect =save3 text surf.get rect(center=(self.level3 save button rect.centerx,
self.level3_save button rect.centery))
self.display surface.blit(save3 text surf, save3 text rect)
if self.saved4:
save4 text surf = self.font.render(str(self.saved), False, #33323d")
save4 text rect =save4 text surf.get rect(center=(self.level4 save button rect.centerx,
self.level4 save button rect.centery))
self.display_surface.blit(save4 text surf, save4 text rect)
if self.saveds5:
save5S_text surf = self.font.render(str(self.save5), False, '#33323d")
save5_text rect =saveS text surf.get rect(center=(self.level5 save button rect.centerx,
self.level5 save button rect.centery))
self.display_surface.blit(save5S text surf, saveS text rect)
if self.saved6:
save6_text_surf = self.font.render(str(self.saveo6), False, '#33323d")
save6_text rect =save6_text surf.get rect(center=(self.level6 save button rect.centerx,
self.level6_save button rect.centery))

self.display_surface.blit(save6_text surf, save6 text rect)

# pygame.draw.rect(self.display surface, 'red', self.levell save button_rect)
# pygame.draw.rect(self.display_surface, 'red', self.level2_save button_rect)
# pygame.draw.rect(self.display_surface, 'red', self.level3_save button_rect)
# pygame.draw.rect(self.display_surface, 'red', self.level4 save button_ rect)
# pygame.draw.rect(self.display_surface, 'red', self.level5_save button_rect)

# pygame.draw.rect(self.display surface, 'red', self.level6_save button_ rect)

®dajiu entities.py
Peaizanis ¢pyHKIIIOHAIBHOT 3a/1a41 CTBOPEHHS CBITY 1 PI3HOMAaHITHUX BOPOTIB

class Treasure(AnimatedEntity):
def init (self, treasure type, assets, pos, group):

14



super().__init__(assets, pos, group)
self.rect = self.image.get rect(center = pos)
self.treasure_type = treasure_type

class FXParticle(AnimatedEntity):
def init (self, assets, pos, group):
super(). _init__(assets, pos, group)
self.rect = self.image.get rect(center=pos)

def animate(self, dt):
self._advance frame(dt)

def advance frame(self, dt):
self.current frame += 8 * dt
index = int(self.current _frame)

if index < len(self.frame_assets):

self.image = self.frame_assets[index]
else:

self.kill()

class SolidBlock(EntityBase):
def init (self, pos, size, group):
surf = pygame.Surface(size)
super(). init_ (pos, surf, group)

class SkyCloud(EntityBase):
def init (self, pos, surf, group, deletion_limit):
super(). _init__ (pos, surf, group, 1)
self.deletion_limit = deletion_limit
self._init_position()
self._init_speed()

def init position(self):
self.pos = vector(self.rect.topleft)

def init_speed(self):
self.speed = randint(20, 30)

def update(self, dt):
self. move left(dt)
self. _destroy if out of bounds()

def move_left(self, dt):
self.pos.x -= self.speed * dt
self.rect.x = round(self.pos.x)

def destroy_if out of bounds(self):
if self.rect.right < self.deletion_limit:
self.kill()

class SpikeTrap(EntityBase):
def init_ (self, surf, pos, group):
super().__init__(pos, surf, group)

self.mask = pygame.mask.from_surface(self.image)

class Mace(EntityBase):
def init (self, assets, pos, group, radius):

15



self.center = (pos[0] + 64 / 2,pos[1] + 64 / 2)
self.radius = radius

self.speed = 120

self.angle =0

y = self.center[ 1] + sin(radians(self.angle)) * self.radius
x = self.center[0] + cos(radians(self.angle)) * self.radius

super(). _init_ ((X, y), assets, group)
self.mask = pygame.mask.from_surface(self.image)

def update(self, dt):
self.angle += self.speed * dt
y = self.center[1] + sin(radians(self.angle)) * self.radius
x = self.center[0] + cos(radians(self.angle)) * self.radius
self.rect.center = (X, y)

class Pig(EntityBase):
def init (self, assets, pos, group, collision_entities):
self.current frame = 0
self.frame_assets = assets
self.orientation = 'right'
self.direction = vector(choice((1, -1)), 0)
self.orientation = 'left' if self.direction.x <0 else 'right'

surf = self.frame_assets[frun_{self.orientation}'|[self.current frame]
super().__init__(pos, surf, group)

self.rect.bottom = self.rect.top + 64
self.mask = pygame.mask.from_surface(self.image)

self.speed = 150
self.collision_entities = collision_entities

self.pos = vector(self.rect.topleft)

self.dead = False
self.death _timer = Timer(100)

if not self. _is on_ground():
self.kill()

def is_on_ground(self):
check pos = self.rect.midbottom + vector(0, 10)
return any(entity.rect.collidepoint(check pos) for entity in self.collision_entities)

def update(self, dt):
self.animate(dt)
self.move(dt)
self.death timer.update()
self. handle death()

def animate(self, dt):
frames = self.frame assets[f'run_{self.orientation}']
self.current frame = (self.current frame + 8 * dt) % len(frames)
self.image = frames[int(self.current frame)]
self.mask = pygame.mask.from_surface(self.image)

if self.death_timer.is_active():
temp = self.mask.to_surface()
temp.set_colorkey('black’)
self.image = temp

16



def handle death(self):
if self.dead:
self.speed =0
if not self.death _timer.is_active():
self.kill()

def move(self, dt):
if self.direction.x > 0:
if self. wall hit("right") or not self. has floor("right"):
self._turn_around("left")

if self.direction.x < 0:
if self. wall hit("left") or not self. has floor("left"):
self. turn_around("right")

self.pos.x += self.direction.x * self.speed * dt
self.rect.x = round(self.pos.x)

def wall hit(self, side):
offset = vector(1, 0) if side == "right" else vector(-1, 0)
check = self.rect.midright if side == "right" else self.rect.midleft
return any(entity.rect.collidepoint(check + offset) for entity in self.collision_entities)

def has_floor(self, side):
offset = vector(1, 1) if side == "right" else vector(-1, 1)
check = self.rect.bottomright if side == "right" else self.rect.bottomleft
return any(entity.rect.collidepoint(check + offset) for entity in self.collision_entities)

def turn_around(self, new_orientation):
self.direction.x *= -1
self.orientation = new_orientation

class Platform(EntityBase):
def init_ (self, pos, surf, group):
super().__init__(pos, surf, group)
self.mask = pygame.mask.from_surface(self.image)

mask_rects = self.mask.get bounding_rects()

if mask_rects:
mask rect = mask rects[0].copy()
for r in mask_rects[1:]:
mask_rect.union_ip(r)
else:
mask_rect = self.image.get_rect() # fallback

self.rect = mask rect.move(self.rect.topleft)
class Cannon(EntityBase):
def init_(self, orientation, assets, pos, group, cannonball_surf, damage_entities):
self.frame_index =0
self.orientation = orientation
self.frame_assets = self. prepare assets(assets)

self.animation_name = "idle'

initial frame = self.frame_assets[self.animation _name][self.frame_index]
super(). _init_ (pos, initial frame, group)

self.rect.bottom = self.rect.top + 64

self.made_shot = False

17
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self.cannonball _surf = cannonball surf
self.attack cooldown = Timer(3500)

self.all entities = group[0]
self.damage entities = damage_entities

def prepare assets(self, assets):
if self.orientation == 'right'":
return {
key: [pygame.transform.flip(surf, True, False) for surf in frames]
for key, frames in assets.items()

}

return assets.copy()

def update(self, dt):
self. update_status()
self. _animate(dt)
self.attack cooldown.update()

def update_status(self):
distance = vector(self.player.rect.center).distance to(vector(self.rect.center))
if distance < 700 and not self.attack cooldown.is_active():
self.animation_name = "attack’
else:
self.animation_name = 'idle’'

def animate(self, dt):
frames = self.frame assets[self.animation_name]
self.frame index += 8 * dt

if self.frame_index >= len(frames):
self.frame index =0
if self.made_shot:
self.attack cooldown.activate()
self.made shot = False

if int(self.frame index) == 2 and self.animation_name == "attack' and not self.made shot:
self. _shoot()

self.image = frames[int(self.frame_index)]

def _shoot(self):
direction = vector(1, 0) if self.orientation == 'right' else vector(-1, 0)
offset = direction * (20 if self.orientation == 'right' else 50) + vector(0, -10)
position = self.rect.center + offset

Cannonball(position, direction, self.cannonball_surf, [self.all entities, self.damage_entities])
self.made shot = True

class Saw(EntityBase):
def init (self, orientation, assets, pos, group):
self.orientation = orientation
self.frame_assets = assets.copy()
if orientation == 'top":
flipped frames =[]
for surf in self.frame assets:
flipped = pygame.transform.flip(surf, True, True)
flipped frames.append(flipped)
self.frame assets = flipped_frames

if orientation == "left":
flipped frames =[]



for surf in self.frame assets:
flipped = pygame.transform.rotate(surf, -90)
flipped_frames.append(flipped)

self.frame assets = flipped_frames

if orientation == 'right":
flipped frames =[]
for surf in self.frame assets:
flipped = pygame.transform.rotate(surf, 90)
flipped frames.append(flipped)
self.frame assets = flipped_frames

self.frame_index =0
super().__init__ (pos, self.frame_assets[self.frame_index], group)
self.rect.bottom = self.rect.top + 64

def animate(self, dt):
current_animation = self.frame_assets
self.frame index += 8 * dt
if self.frame_index >= len(current animation):
self.frame index =0
self.image = current_animation[int(self.frame index)]

def update(self, dt):
self.animate(dt)

class Cannonball(EntityBase):
def init (self, pos, direction, surf, group):
super().__init__ (pos, surf, group)
self.direction = direction.normalize()
self.disappear_timer = Timer(3500)
self.speed = 300
self.disappear_timer.activate()

self.mask = pygame.mask.from_surface(self.image)
self. set initial position()

def set initial position(self):
self.pos = vector(self.rect.topleft)

def move(self, dt):
self.pos += self.direction * self.speed * dt
self.rect.topleft = self.pos

def check lifetime(self):
self.disappear_timer.update()
if not self.disappear timer.is_active():
self.kill()

def update(self, dt):

self._move(dt)
self. _check lifetime()

class Player(EntityBase):
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def  init_ (self, pos, assets, group, collision_ entities, sound, player dead, semi_colidable entities,

knockback _entities):

# animation

self.frames = assets
self.frame_index =0
self.attack frame index =0



self.semi_colidable entities = semi_colidable entities
self.knockback entities = knockback entities
self.animation_name = "idle'

self.orientation = 'right'

self.player dead = player dead

self.player_attack = False

surf = self.frames[f {self.animation_name} {self.orientation}'][self.frame index]
super(). _init__ (pos, surf, group)

self.mask = pygame.mask.from_surface(self.image)
self.speed = 400

self.direction = vector()

self.pos = vector(self.rect.center)

self.gravity = 4

self.wall jump x impulse =0
self.wall jump decay =5
self.on_right wall = False
self.on_left wall = False
self.on_floor = False

self.collision_entities = collision_entities
self.hitbox = self.rect.inflate(-50, 0)
self.is_drowning = False

self.immortality timer = Timer(500)
self.platform_skip timer = Timer(150)
self.attack cooldown_timer = Timer(1000)

self.jmp_sound = sound
self.jmp_sound.set_volume(0.1)

def drown(self, flipper):
if flipper == True:
self.speed = 150
self.gravity =2
elif flipper == False:
self.speed = 300
self.gravity = 4

def set_drowning(self, flipper):
if flipper == True:
self.is_drowning = True
else:
self.is_drowning = False

def update animation(self):
if self.player_dead():
self.animation_name = 'dead’
return

if self.player attack:
self.animation name = 'attack’
return

if self.direction.y < 0:
self.animation_name = 'jump'
return

if not self.on_floor and self.direction.y > 0:
if (self.on_left wall and self.direction.x < 0) or \
(self.on_right wall and self.direction.x > 0):
self.animation_name = 'wall_slide'
else:

20
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self.animation_name = 'fall'
return

self.animation_name = 'run' if self.direction.x != 0 else "idle'

def get_hit(self):

if not self.immortality timer.is_active():
self.immortality timer.activate()
self.direction.y -= 1.5

def animate(self, dt):

self. frame index

self.frame_index

if self.animation_name == 'dead":
current_animation = self.frames[f {self.animation name} {self.orientation}']
self.speed =0
self.frame index += 8 * dt
self frame index = 3 if self.frame index >= len(current animation) else

self.image = current_animation[int(self.frame_index)]
self. mask = pygame.mask.from_surface(self.image)
elif self.animation_name == "attack":
current_animation = self.frames[f {self.animation_name} {self.orientation}']
self.attack frame index +=8 * dt
if self.attack frame index >= len(current_animation):
self.player_attack = False
self.attack frame index =0
else:
self.image = current_animation[int(self.attack frame index)]

else:
current_animation = self.frames[f {self.animation_name} {self.orientation}']
self.frame_index += 8§ * dt
self.frame index = 0 if self.frame index >= len(current animation) else

self.image = current_animation[int(self.frame index)]
self.mask = pygame.mask.from_surface(self.image)

if self.immortality timer.is_active():
surf = self.mask.to_surface()
surf.set_colorkey('black’)
self.image = surf

if self.is_drowning == True and self.animation_name !='dead":
self.drown(True)

if self.is_drowning == False and self.animation_name !='dead"
self.drown(False)

def check_input(self):

keys = pygame.key.get pressed()

if keys[pygame.K RIGHT]:
self.direction.x = 1
self.orientation = 'right’
elif keys[pygame.K _LEFT]:
self.direction.x = -1
self.orientation = 'left'
else:
self.direction.x = 0

if keys[pygame.K a] and not self.attack cooldown_timer.is_active():
self.player attack = True
self.attack cooldown_timer.activate()

if keys[pygame.K SPACE]:
if self.on_floor:
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self.direction.y = -2
selfjmp_sound.play()
elif self.animation_name == 'wall slide":
self.direction.y = -2
self.wall jump x impulse = 2 if self.on_left wall else -2
self.jmp_sound.play()

if keys[pygame. K DOWN]:
self.platform_skip timer.activate()

def decay wall_jump(self, dt):
if self.wall jump x impulse !=0:
decay = self.wall jump decay * dt
if abs(self.wall jump x_impulse) <= decay:
self.wall jump x impulse =0
else:

self.wall jump x impulse -= decay if self.wall jump x_impulse > 0
else -decay

def move(self, dt):

# horizontal movement

total x = self.direction.x + self.wall jump x_impulse
self.pos.x += total_x * self.speed * dt
self.hitbox.centerx = round(self.pos.x)
self.rect.centerx = self.hitbox.centerx
self.collide("horizontal')

self.pos.y += self.direction.y * self.speed * dt
self.hitbox.centery = round(self.pos.y)
self.rect.centery = self.hitbox.centery
self.collide('vertical')

self.semi_collide()

defadd_gravity y(self, dt):
self.direction.y += self.gravity * dt
if self.animation _name == 'wall_slide":
self.direction.y = min(self.direction.y, 0.5)
self.rect.y += self.direction.y

defif collides_floor(self):
floor rect = pygame.Rect(self hitbox.bottomleft, (self-hitbox.width, 2))
floor_entities = []
for entity in self.collision_entities:
if entity.rect.colliderect(floor_rect):
floor_entities = entity
for entity in self.semi_colidable_entities:
if entity.rect.colliderect(floor_rect):
floor entities = entity
self.on_floor = True if floor_entities else False

def check knockback(self):
left_edge = pygame.Rect(self hitbox.left - 4, self.hitbox.top, 4, self.hitbox.height)
right edge = pygame.Rect(self.hitbox.right, self.hitbox.top, 4, self.hitbox.height)
for entity in self.knockback entities:
if  entity.rect.colliderect(left edge) and self.orientation == 'left' and
self.animation_name == '"attack":
entity.direction.x = - 1
entity.orientation = 'left'

elif entity.rect.colliderect(right edge) and self.orientation == 'right' and
self.animation_name == "attack’:

entity.direction.x = 1
entity.orientation = 'right'
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defif collides_wall(self):

left_rect
self.hitbox.height / 2))

right rect
self.hitbox.height / 2))

right wall entities

entity.rect.colliderect(right rect)]

left wall entities

entity.rect.colliderect(left_rect)]

pygame.Rect(self.hitbox.topleft + vector(-2, selfhitbox.height / 4), (2,

pygame.Rect(self hitbox.topright + vector(0, selfhitbox.height / 4), (2,

= [entity for entity in self.collision_entities if

= for entity in self.collision_entities if

[entity

self.on_right wall = True if right wall entities else False
self.on_left wall = True if left wall entities else False

def collide(self, direction):
for entity in self.collision_entities:

def semi_collide(self):

if entity.rect.colliderect(self.hitbox):
if direction == 'horizontal":
if self.direction.x > 0:
self.hitbox.right = entity.rect.left
elif self.direction.x < 0:
self.hitbox.left = entity.rect.right
self.rect.centerx = self.hitbox.centerx
self.pos.x = self.hitbox.centerx
else:
if self.direction.y < 0:
self.hitbox.top = entity.rect.bottom
elif self.direction.y > 0:
self.hitbox.bottom = entity.rect.top
self.rect.centery = self.hitbox.centery
self.pos.y = self.hitbox.centery
self.direction.y = 0

if not self.platform_skip_timer.is_active():

self.hitbox.width, 2)

for entity in self.semi_colidable_entities:
bottom_edge = pygame.Rect(self.hitbox.left, self.hitbox.bottom - 1,

if entity.rect.colliderect(bottom_edge):
if self.direction.y > 0:
self.hitbox.bottom = entity.rect.top
self.rect.centery, self.pos.y

self.hitbox.centery, self hitbox.centery

def update(self, dt):

self.direction.y = 0

self.check input()

self.add gravity y(dt)
self.move(dt)

self.if collides_floor()

self.if collides_wall()
self.immortality timer.update()
self.platform_skip timer.update()

self.attack

cooldown_timer.update()

self.decay_wall jump(dt)
self.check knockback()

self.update animation()
self.animate(dt)
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class Ul
def init_ (self, surface):
script_dir = path.dirname(path.realpath(__ file ))

self.display_surface = surface

self. base width, self. base height = 1280, 720
self. update scale()

self.health bar = pygame.image.load(path.join(script_dir, 'graphics', 'ui', 'health_bar.png')).convert_alpha()
self.health bar = pygame.transform.scale(self.health bar, self. scale(192, 64))

self.health bar pos = self. scale pos(54, 39)

self.bar_max_width = self. _scale value(152, axis='x")

self.bar_height = self._scale value(4, axis="y")

self.coin = pygame.image.load(path.join(script_dir, 'graphics', 'ui', 'coin.png')).convert_alpha()
self.coin = pygame.transform.scale(self.coin, self. scale(32, 32))

self.coin_rect = self.coin.get_rect(topleft=self. scale pos(50, 61))

self.font = pygame.font.Font(path.join(script_dir, 'graphics', 'ui', 'ARCADEPL.ttf'), self. scale value(30,

axis='x"))

def update scale(self):
width, height = self.display_surface.get size()
self. mx = width / self. base width

self. my = height / self. base height

def scale value(self, val, axis='x'):

return int(val * (self._mx if axis == X' else self._my))

def scale(self, w, h):

return (self._scale value(w, 'x"), self._scale_value(h, 'y'))

def scale pos(self, x, y):

return self. scale value(x, 'x'), self._scale value(y, 'y')

def show_health(self, current, full):
self. update scale()
self.display_surface.blit(self.health bar, self. scale pos(20, 10))
ratio = current / full

current width = self.bar max_ width * ratio



bar_rect = pygame.Rect(self.health bar pos, (current_width, self.bar_height))
pygame.draw.rect(self.display_surface, '#dc4949', bar_rect)

def show_coins(self, amount):
self.display_surface.blit(self.coin, self.coin_rect)
text_surf = self.font.render(str(amount), False, '#33323d")
text_rect = text_surf.get rect(midleft=(self.coin_rect.right + 4, self.coin_rect.centery))

self.display_surface.blit(text_surf, text_rect)

®ajils1 main.py
Peanizanis ¢pyHKIIOHATBHOT 3a7]a41 OPKECTpA IPU

def change coins(self, amount, nulify=None):

self.coins += amount
if nulify:

self.coins = 0

def change health(self, amount, nulify=None):
if amount < 0 and self.cur_health - amount > self.max_health:
self.cur_health = self. max_health
else:

self.cur_health -= amount

if nulify:
self.cur_health = 100

def change diamonds(self, amount, nulify=None):
self.diamonds += amount
if nulify:

self.diamonds = 0

deflevel complete(self):
if self.diamonds == 3:

self.level.complete = True

def get score(self):

return self.coins

def get _diamonds(self):

return self.diamonds

def death(self):
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if self.cur_health <= 0:

self.player_dead = True

def player dead get(self):

return self.player dead

def change player dead(self):
self.player_dead = False

def save level(self, name):
file_path = path.join(script_directory, 'saved_levels', f {name}.json")
with open(file_path, 'wb') as file:
pickle.dump(self.level builder.generate grid(), file)

def change routes(self, routes):

self.replacement = routes

def manage routes(self):

if self.replacement['from'] == 'level builder":
self.level builder active = False

elif self.replacement['from'] == 'level"
self.coins =0
self.cur_health = 100
self.diamonds = 0
self.player dead = False
self.level.background music.stop()
self.music.play(loops=-1)
self.level active = False

elif self.replacement['from'] == 'main_menu'":
self.main_menu_active = False

elif self.replacement['from'] == 'level menu":
self.level menu active = False

elif self.replacement['from'] == 'save_menu"
self.save_menu_active = False

elif self.replacement['from'] == 'authorisation_menu':
self.authorisation_menu_active = False

elif self.replacement['from'] == 'authorisation_s menu":
self.authorisation_s menu_active = False

elif self.replacement['from'] == 'server _menu":
self.server menu_active = False

elif self.replacement['from'] == 'delete_user menu":

self.delete_user menu_active = False
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elif self.replacement['from'] == 'public_level menu':
self.public_level menu_active = False

elif self.replacement['from'] == 'local_level menu'":
self.local_level menu_active = False

elif self.replacement['from'] == 'suggestions_menu':
self.suggestions menu_active = False

elif self.replacement['from'] == 'public_levels_menu':
self.public_levels_menu_active = False

elif self.replacement['from'] == 'suggestion_menu'":
self.suggestion menu_active = False

elif self.replacement['from'] == 'stranger level menu'":
self.stranger level menu_active = False

elif self.replacement['from'] == 'suggest menu'":

self.suggest menu_active = False

if self.replacement['to'] == 'level builder":

if self.replacement['from'] !="level':
self.level builder.from where = self.replacement['from']

self.level builder active = True

elif self.replacement['to"] == "level':
if self.replacement['from'] !="level":

self.set level from where(self.replacement['from'])

self.music.stop()
self.level.background music.play(loops=-1)
self.level active = True

elif self.replacement['to'] == 'main_menu':
self.main_menu_active = True

elif self.replacement['to'] == 'level menu":
self.level menu_active = True

elif self.replacement['to'] == 'save_menu'":
self.save_menu.from_where = self.replacement|['from']
self.save menu_active = True

elif self.replacement['to'] == 'authorisation_menu":
self.authorisation_menu_active = True

elif self.replacement['to'] == 'authorisation s menu'":
self.authorisation_s menu_active = True

elif self.replacement['to'] == 'server_menu':
self.server menu_active = True

elif self.replacement['to'] == 'delete_user menu':
self.delete_user menu_active = True

elif self.replacement['to'] == 'public_level menu':

self.public_level menu_active = True
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elif self.replacement['to'] == 'local level menu':
self.local level menu_active = True

elif self.replacement['to'] == 'suggestions menu":
self.suggestions menu_active = True

elif self.replacement['to"] == 'public_levels menu":
self.public_levels menu_active = True

elif self.replacement['to'] == 'suggestion_menu':

self.suggestion_menu_active = True

elif self.replacement['to'] == 'stranger level menu':

self.stranger level menu active = True
elif self.replacement['to"] == 'suggest menu':

self.suggest menu_active = True

if self.level builder active:
self.level builder.switch locker = True
if self.level active:
self.level.switch_locker = True
if self. main_menu_active:
self.main_menu.switch_locker = True
if self.level menu_active:
self.level menu.switch locker = True
if self.save_menu_active:
self.save menu.switch_locker = True
if self.authorisation_menu_active:
self.authorisation_menu.switch locker = True
if self.authorisation_s menu_active:
self.authorisation_s_menu.switch_locker = True
if self.server_menu_active:
self.server menu.switch_locker = True
if self.delete_user menu_active:
self.delete_user menu.switch_locker = True
if self.public level menu active:
self.public_level menu.switch locker = True
if self.local level menu_active:
self.local level menu.switch locker = True
if self.suggestions_menu_active:
self.suggestions menu.switch_locker = True
if self.public_levels menu_ active:
self.public_levels_menu.switch locker = True
if self.suggestion menu_active:
self.suggestion_menu.switch locker = True

if self.stranger level menu_active:
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self.stranger level menu.switch locker = True
if self.suggest menu_active:

self.suggest menu.switch locker = True

if not self.level active:
self.coins =0
self.cur_health = 100
self.diamonds = 0

self.player dead = False

def switch(self, routes, grid=None):
self.change routes(routes)
self.passage.active = True
if grid:
self.passage.set _grid(grid)

def run(self):
while True:

dt = self.time.tick() / 1000

if self.level builder active:
self.level builder.run(dt)
elif self.level active:

self.level.run(dt)

self.ui.show_health(self.cur health, self.max_health)

self.ui.show_coins(self.coins)
self.level complete()
self.death()

elif self.main_menu_active:
self.main_menu.run(dt)

elif self.level menu_active:
self.level menu.run(dt)

elif self.save_menu_active:
self.save_menu.run(dt)

elif self.authorisation_menu_active:
self.authorisation _menu.run(dt)

elif self.authorisation_s menu_active:
self.authorisation_s_menu.run(dt)

elif self.server menu_active:
self.server_menu.run(dt)

elif self.delete_user menu_active:

self.delete_user menu.run(dt)
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elif self.public_level menu_active:
self.public_level menu.run(dt)
elif self.local level menu active:
self.local_level menu.run(dt)
elif self.suggestions_menu_active:
self.suggestions_menu.run(dt)
elif self.public_levels_menu_active:
self.public_levels menu.run(dt)
elif self.suggestion_menu_active:
self.suggestion menu.run(dt)
elif self.stranger level menu_active:
self.stranger level menu.run(dt)
elif self.suggest menu_active:
self.suggest menu.run(dt)
self.passage.display(dt)
pygame.display.update()

class Passage:
def init (self, manage routes, create level):
self.display_surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self.manage routes = manage routes
self.active = False
self.grid = None

self.create_level = create_level

self.diaphragm = 0

self.dir=1

self.center = (self.window_size[0] / 2, self.window_size[1] / 2)
self.circle = vector(self.center).magnitude()

self.limit = self.circle + 150

def set_grid(self, grid):
self.grid = grid

def display(self, dt):
if self.active:
self.diaphragm += 2000 * dt * self.dir
if self.diaphragm >= self.limit:
self.dir =-1
self.diaphragm +=-10
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if self.grid:
self.create_level(self.grid)

self.manage routes()

if self.diaphragm < 0:
self.active = False
self.diaphragm = 0
self.dir=1

pygame.draw.circle(self.display_surface, 'black’, self.center, self.circle, int(self.diaphragm))

®daiin game_level.py
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script_directory = path.dirname(path.realpath(__file ))

class GameLevel:
def  init (self, grid, switch, assets, audio, change coins, change health, player dead,
change diamonds, get score, get diamonds, player_alive, get level from where):
self.display_surface = pygame.display.get surface()

self.get _level from where = get level from where
self.switch = switch
self.switch_locker = True

self.player dead = player dead

self.player_attack = False

self.player alive = player alive

self.window_size = self.display_surface.get size()

self.all entities = CameraRig()

self.treasure_entities = pygame.sprite.Group()
self.collision_entities = pygame.sprite.Group()
self.semi_colidable entities = pygame.sprite.Group()
self.cannon_entities = pygame.sprite.Group()
self.cannonball_destroy = pygame.sprite.Group()
self.mortal_enemy_collisions = pygame.sprite.Group()
self.damage _entities = pygame.sprite.Group()
self.damage entities_cannonball = pygame.sprite.Group()
self.water damage = pygame.sprite.Group()
self.knockback entities = pygame.sprite.Group()

self.startup _level(grid, assets, audio['jump'])

self.change coins = change coins
self.change health = change health
self.change diamonds = change diamonds
self.buttons = Buttons_1vl()

self.get_score = get_score

self.get diamonds = get diamonds
self.additional surf = pygame.Surface(self.window_size)
self.additional_surf.fill('green")
self.additional surf.set colorkey('green')
self.alpha =0
self.additional surf.set alpha(self.alpha)
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self.score_menu = Score_menu(self.get score, self.additional surf)
self.paused = False
self.after pause timer = Timer(700)

self.level borders = {
'left": -self.window_size[0],
'right': sorted(list(grid['terrain'].keys()), key = lambda pos: pos[0])[-1][0] + 1000

§
self.red_line = sorted(list(grid['terrain'].keys()), key=lambda pos: pos[1])[-1][1] + 100

self.cloud frames = assets['clouds']

self.particle frames = assets['particle']

self.cloud spam_timer = pygame.USEREVENT + 2
pygame.time.set timer(self.cloud spam_timer, 2000)
self.update _clouds()

self.complete = False

self.grid = grid

self.background music = audio['music']
self.background music.set_volume(0.1)

self.treasure_sound = audio['treasure']
self.treasure_sound.set volume(0.1)

self.damage sound = audio['damage']
self.damage sound.set volume(0.1)

def startup_level(self, grid, assets, jump_sound):

layer entity map = {
'terrain: lambda pos, data: EntityBase(pos, assets['soil'][data],

[self.all_entities, self.collision_entities, self.cannonball_destroy]),
'water': lambda pos, data: AnimatedEntity(assets['water top'], pos,

[self.all_entities, self.water damage], 4)
if data == 'top' else EntityBase(pos, assets['water bottom'], [self.all entities,

self.water_damage], 4),

[self.all_entities], 3),
[self.all entities], 3),

[self.all_entities], 3),

3),

'platforms': lambda pos, : Platform(pos, assets['platforms'],

[self.all_entities, self.semi_colidable entities]),
'bricks fg': lambda pos, : EntityBase(pos, assets|['bricks fg'],

[self.all_entities, self.collision_entities, self.cannonball destroy]),
'bricks bg': lambda pos, : EntityBase(pos, assets['bricks bg'], [self.all_entities]),

'interract_info': lambda pos, : EntityBase(pos, assets['interract info'],
'finish_info':  lambda  pos, _:  EntityBase(pos, assets['finish _info'],
'sign bottom': lambda pos, _: EntityBase(pos, assets['sign bottom'],

'sign top': lambda pos, _: EntityBase(pos, assets['sign top'], [self.all_entities], 3),
'sign left': lambda pos, : EntityBase(pos, assets|['sign left'], [self.all_entities], 3),
'sign right': lambda pos, : EntityBase(pos, assets['sign right'], [self.all entities],

}

for layer name, layer in grid.items():
for pos, data in layer.items():
if layer name in layer entity map:
layer entity map[layer name](pos, data)

match data:
case 0:



self.all_entities, self.collision_entities,
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self.player = Player(pos, assets['player'],

jump_sound, self.player dead, self.semi_colidable entities,

self.knockback _entities)

[self.all_entities, self.treasure_entities])

[self.all_entities, self.treasure_entities])

[self.all_entities, self.treasure_entities])

[self.all_entities, self.damage entities])

self.mortal enemy collisions, self.knockback entities],

'right’,

self.collision_entities, self.cannon_entities],
cannonball_surf=assets['cannonball'],

damage entities=self.damage entities cannonball

'right_fg'][data - 11]

self.all_entities)

self.collision_entities)

'right_bg'|[data - 15]

self.all_entities, 3)

assets—=assets['saw'], pos=pos,

self.damage_entities])

pos=pos, group=[self.all_entities], radius=rad)

case 1:
self.horizon y = pos[1]
self.all entities.horizon_y = pos[1]
case 4:
Treasure('gold', assets['golden coin'], pos,
case 5:
Treasure('silver', assets['silver coin'], pos,
case 6:
Treasure('diamond',  assets['diamond'], pos,
case 7:
SpikeTrap(assets['spikes'], pos,
case 8:
Pig(assets['pig'], pos,
[self.all entities,
self.collision_entities)
case 9 10:
Cannon(
orientation='left' if data == 9 else
assets=assets['cannon'],
pos=pos,
group=[self.all_entities,
)
case 11|12 13| 14:
key = ['small fg', ‘'large fg', 'left fg',
AnimatedEntity(assets['palms'][key], pos,

offset = vector(50, 0) if data == 14 else vector()

SolidBlock(pos  +  offset, (76, 50),
case 15|16 |17 18:

key = ['small bg', ‘'large bg', 'left bg',

AnimatedEntity(assets['palms'][key], pos,
case 21|22 |23 24:

directions = ['bottom’, 'top', 'left', 'right']

Saw(orientation=directions[data - 21],

group=[self.all_entities,

case 32:
radius = 100
for rad in range(0, radius, 20):
Mace(assets=assets['mace_chain'],
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Mace(assets=assets['mace'], pos=pos,
group=[self.all entities, self.damage entities],
radius=radius)
case 33:
Treasure(‘heal potion', assets['heal potion'],
pos, [self.all_entities, self.treasure_entities])

for entity in self.cannon_entities:
entity.player = self.player

def player under red line(self):
if self.player.pos[1] >= self.red line and not self.player.immortality timer.is_active() and
self.player.player dead() == False:
self.damage sound.play()
self.player.get hit()
self.change health(100)

defupdate player hit(self):

collision_entities = pygame.sprite.spritecollide(self.player, self.damage entities, False,
pygame.sprite.collide mask)
if collision_entities and not self.player.immortality timer.is_active() and

self.player.player dead() == False:
self.damage sound.play()
self.player.get hit()
self.change health(20)

def update treasures(self):
collided_treasures = pygame.sprite.spritecollide(self.player, self.treasure_entities, True)
for entity in collided_treasures:
self.treasure_sound.play()
FXParticle(self.particle frames, entity.rect.center, self.all entities)
if entity.treasure type == "gold":
self.change coins(50)

elif entity.treasure_type == "silver":
self.change coins(10)
elif entity.treasure type == "diamond":

self.change diamonds(1)
elif entity.treasure type == 'heal potion"
self.change health(-20)

def update_hit_cannonball(self):
collision_entities = pygame.sprite.spritecollide(self.player, self.damage entities cannonball,
True, pygame.sprite.collide mask)
pygame.sprite.groupcollide(self.cannonball _destroy, self.damage entities_cannonball, False,
True)
if collision_entities and not self.player.immortality timer.is_active() and
self.player.player dead() == False and self.player.animation_name != "attack":
self.damage sound.play()
self.player.get hit()
self.change health(20)

defupdate_water hit(self):

collision_entities = pygame.sprite.spritecollide(self.player, self.water damage, False,
pygame.sprite.collide mask)
if collision_entities and not self.player.immortality timer.is_active() and

self.player.player dead() == False:

self.damage sound.play()
self.player.set_drowning(True)
self.change health(20)
self.player.immortality timer.activate()

elif collision_entities and self.player.player dead() == False:
self.player.set_drowning(True)

else:



self.player.set_drowning(False)

def menu_click(self, event):
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if event.type == pygame. MOUSEBUTTONDOWN and
self.buttons.mm_rect.collidepoint(mouse_pos()) and self.switch locker == True:
self.switch _locker = False
self.switch({'from": 'level', 'to": f' {self.get level from where()}'})
if event.type == pygame. MOUSEBUTTONDOWN and
self.buttons.pause_rect.collidepoint(mouse_pos()) and self.switch_locker == True and self.paused:
self.paused = False
self.after pause timer.activate()
elif event.type == pygame. MOUSEBUTTONDOWN and
self.buttons.pause_rect.collidepoint(mouse pos()) and self.switch_locker == True and self.paused == False:
self.paused = True
def score_menu_click(self, event):
if event.type == pygame. MOUSEBUTTONDOWN and
self.score_menu.restart_rect.collidepoint(mouse pos()) and self.switch_locker == True:
self.switch locker = False
self.switch({'from": 'level', 'to': 'level'}, self.grid)
if event.type == pygame. MOUSEBUTTONDOWN and
self.score_menu.levels_rect.collidepoint(mouse_pos()) and self.switch _locker == True and self.paused == False:
self.switch_locker = False
self.switch({'from": 'level', 'to": 'level menu'})
if event.type == pygame. MOUSEBUTTONDOWN and
self.score_menu.levels rect.collidepoint(mouse pos()) and self.switch locker == True and self.paused:
self.paused = False
self.after pause_timer.activate()
def mortal enemy _collision(self):
mortal collided = pygame.sprite.spritecollide(self.player, self.mortal enemy collisions,
False, pygame.sprite.collide mask)
if mortal collided:
for enemy in mortal collided:
enemy_center = enemy.rect.centery
enemy_top = enemy.rect.top
player bottom = self.player.rect.bottom
if enemy top < player bottom < enemy center and

self.player.animation_name == "fall' :
self.player.direction.y -= 3.5
enemy.death_timer.activate()
enemy.dead = True

elif not enemy top < player bottom < enemy center and not

self.player.immortality timer.is_active():
self.damage sound.play()
self.player.get hit()
self.change health(20)

def event_loop(self):
for event in pygame.event.get():
if event.type == pygame.QUIT:

pygame.quit()
sys.exit()

if event.type == pygame. KEYDOWN and event.key == pygame.K_ESCAPE and

self.switch locker == True:
self.switch_locker = False

self.switch({'from": 'level', 'to": ' {self.get level from where()}'})

if event.type == pygame. KEYDOWN and event.key == pygame.K p:
if self.paused:
self.paused = not self.paused
self.after pause timer.activate()
else:
self.paused = not self.paused
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if event.type == self.cloud_spam_timer:
cloud_surf = choice(self.cloud frames)
if randint(0, 5) > 3:
cloud surf= pygame.transform.scale2x(cloud_surf)

spawn_x = self.level borders['right'] + randint(200, 500)
spawn_y = self.horizon_y - randint(-50, 800)

SkyCloud(
pos=(spawn_Xx, spawn_y),
surf=cloud_surf,
group=self.all_entities,
deletion_limit=self.level borders['left']

)

self.menu_click(event)
if self.complete or self.player_dead() or self.paused:
self.score_menu_click(event)

def update clouds(self):
for _in range(40):
cloud_surf = choice(self.cloud frames)
if randint(0, 5) > 3:
cloud_surf = pygame.transform.scale2x(cloud_surf)

spawn_x = randint(self.level borders['left'], self.level borders['right'])
spawn_y = self.horizon y - randint(-50, 600)

SkyCloud(
pos=(spawn_Xx, spawn_y),
surf=cloud_surf,
group=self.all_entities,
deletion_limit=self.level borders['left']
)

def transition(self):
self.alpha = max(0, min(self.alpha, 255))
self.alpha += 10
self.additional surf.set alpha(self.alpha)

def transition_out(self):
self.alpha = max(0, min(self.alpha, 255))
self.alpha =10
self.additional_surf.set alpha(self.alpha)

def run(self, dt):
self.event_loop()
if self.paused:
self.transition()
self.score_menu.display(False, self.get diamonds, True)
else:
self.all_entities.update(dt)
self.update player hit()
self.update_hit cannonball()
self.update_water hit()
if self.after pause timer.is_active():
self.transition_out()
self.update_treasures()
self.mortal enemy collision()
self.player under red line()

self.display_surface.fill('#cce7{f")
self.all entities.manage layers(self.player)
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if self.paused:
self.buttons.display(True)
else:
self.buttons.display(False)
self.display_surface.blit(self.additional surf, (0, 0))
self.after pause_timer.update()
if self.player dead():
self.transition()
self.score_menu.display(False, self.get diamonds)
if self.complete:
self.transition()
self.score_menu.display(True)
self.player.speed = 0

class CameraRig(pygame.sprite.Group):
def init  (self):

super(). _init_ ()

self.display_surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self.offset = vector()

defrender_scenery(self):

horizon_pos = self.horizon_y - self.offset.y
if horizon_pos <0:

self.display surface.fill('#a8c9al")
elif horizon_pos < self.window_size[1]:

sea_rect = pygame.Rect(0, self.window_size[0],

horizon_pos,

self.window_size[1] - horizon_pos)

pygame.draw.rect(self.display_surface, '#a8c9al', sea_rect)

self.window_size[0], 10))

self.window_size[0], 4))

self.window_size[0], 2))

pygame.draw.rect(self.display surface, '#fodé6bd', (0, horizon pos - 10,
pygame.draw.rect(self.display surface, '#f6d6bd', (0, horizon pos - 16,
pygame.draw.rect(self.display surface, '#f6d6bd', (0, horizon pos - 20,
pygame.draw.line(self.display_surface, '#f5f1de’, (0, horizon_pos),

(self.window_size[0], horizon_pos), 3)

def manage layers(self, player):

class Buttons_1vl:

self.offset.x = player.rect.centerx - self.window_size[0] / 2
self.offset.y = player.rect.centery - self.window_size[1]/2

for entity in self:
if entity.z == 1:
offset_rect = entity.rect.copy()
offset rect.center -= self.offset
self.display_surface.blit(entity.image, offset rect)

self.render scenery()

for layer in range(2, 6):
for entity in self:
if entity.z == layer:
offset_rect = entity.rect.copy()
offset_rect.center -= self.offset
self.display_surface.blit(entity.image, offset_rect)

def init (self):

self.display surface = pygame.display.get surface()
self.window_size = self.display_surface.get size()
self. multiplayer x = self.window_size[0] / 1280
self. multiplayer y = self.window_size[1]/ 720
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self.create_buttons()

def create_buttons(self):
def sx(value):
return int(value * self.multiplayer x)
def sy(value):
return int(value * self.multiplayer y)

mm_size = sx(45)

mm_margin = sx(6)

mm_topleft = (self.window_size[0] - mm_size - mm_margin, mm_margin)

self. mm_rect = pygame.Rect(mm_topleft, (mm_size, mm_size))

self.image = load(path.join(script_directory, 'graphics’, 'menus’,
'main_menu_button.png')).convert_alpha()

self.image = pygame.transform.scale(self.image, (mm_size, mm_size))

self.pause _rect = pygame.Rect(vector(mm_topleft) - (mm_size + mm_margin, 0), (mm_size,
mm_size))

self.p_image = load(path.join(script directory, 'graphics', 'menus', 'score menu',
'pause_button.png')).convert_alpha()

self.p_image = pygame.transform.scale(self.p_image, (mm_size, mm_size))

self.r image = load(path.join(script directory, 'graphics', 'menus', 'score menu',
'release_pause_button.png')).convert_alpha()

self.r_image = pygame.transform.scale(self.r_image, (mm_size, mm_size))

def display(self, paused = False):
self.display_surface.blit(self.image, self.mm_rect.topleft)
if paused:
self.display_surface.blit(self.r_image, self.pause_rect.topleft)
else:
self.display_surface.blit(self.p_image, self.pause_rect.topleft)

class Score_menu:
def init_ (self, get score, surf):

self.display_surface = surf
self.get_score = get_score
self.window_size = self.display_surface.get size()
self.multiplayer x = self.window_size[0] / 1280
self. multiplayer y = self.window_size[1]/ 720
self.create_buttons()

def create buttons(self):
def sx(value):
return int(value * self.multiplayer x)
def sy(value):
return int(value * self.multiplayer y)

topleft = (self.window_size[0] /2 - sx(360) / 2, sy(120))

selfitittle rect = pygame.Rect(topleft, (sx(360), sy(100)))

selfimage =  load(path.join(script_directory, 'graphics', 'menus', 'score menu',
'win.png')).convert_alpha()

self.image = pygame.transform.scale(self.image, (sx(360), sy(100)))

self.image go = load(path.join(script directory, 'graphics', 'menus', 'score menu',
'game_over.png')).convert_alpha()

self.image go = pygame.transform.scale(self.image go, (sx(360), sy(100)))

self.image paused = load(path.join(script directory, 'graphics', 'menus', 'score menu',
'paused.png')).convert_alpha()

self.image paused = pygame.transform.scale(self.image paused, (sx(360), sy(100)))

self.score_rect = pygame.Rect(vector(topleft) + (sx(0), sy(110)), (sx(360), sy(240)))

self.score rect image = load(path.join(script directory, 'graphics', 'menus', 'score menu',
'score_back.png')).convert_alpha()

self.score rect image = pygame.transform.scale(self.score rect image, (sx(360), sy(240)))
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self.diamonds0_image = load(path.join(script directory, 'graphics', 'menus', 'score_menu',
'0diamond_score.png")).convert_alpha()

self.diamonds0_image = pygame.transform.scale(self.diamonds0 image, (sx(360), sy(240)))

self.diamonds] image = load(path.join(script directory, 'graphics', 'menus', 'score menu',
'ldiamond_score.png")).convert_alpha()

self.diamonds]_image = pygame.transform.scale(self.diamonds1_image, (sx(360), sy(240)))

self.diamonds2_image = load(path.join(script directory, 'graphics', 'menus', 'score_menu',
'2diamond_score.png')).convert_alpha()

self.diamonds2_image = pygame.transform.scale(self.diamonds2_image, (sx(360), sy(240)))

self.buttons_rect = pygame.Rect(vector(topleft) + (sx(0), sy(360)), (sx(360), sy(120)))

self.buttons_rect image = load(path.join(script_directory, 'graphics', 'menus', 'score_menu',
'buttons_back.png")).convert_alpha()

self.buttons rect image = pygame.transform.scale(self.buttons_rect image, (sx(360),
sy(120)))

self.restart_rect = pygame.Rect(vector(topleft) + (sx(50), sy(396)), (sx(120), sy(46)))

self.restart_rect image = load(path.join(script_directory, 'graphics', 'menus', 'score_menu',
'restart.png')).convert_alpha()

self.restart_rect image = pygame.transform.scale(self.restart rect image, (sx(120), sy(46)))

self.levels_rect = pygame.Rect(vector(topleft) + (sx(190), sy(396)), (sx(120), sy(46)))

self.levels_rect image = load(path.join(script directory, 'graphics', 'menus', 'score_menu',
'levels.png')).convert _alpha()

self.levels_rect image = pygame.transform.scale(self.levels rect image, (sx(120), sy(46)))

self.resume_rect image = load(path.join(script_directory, 'graphics', 'menus’, 'score_menu',
'resume.png')).convert_alpha()

self.resume_rect_image = pygame.transform.scale(self.resume_rect _image, (sx(120), sy(46)))

self.font = pygame.font.Font(path.join(script directory, 'graphics', 'ui', 'ARCADEPI.ttf),
sx(18))

def display(self, level complete, get diamonds = None, paused = False):
def sx(value):
return int(value * self.multiplayer x)
def sy(value):
return int(value * self.multiplayer y)
self.score_surf = self.font.render(f"Score: {self.get score()}", False, '#33323d")
self.score_surf rect = selfiscore surf.get rect(topleft=(vector(self.window_size[0] / 2 -
sx(360) / 2, sy(120)) + (sx(120), sy(255))))
self.display_surface.blit(self.buttons_rect image, self.buttons_rect.topleft)
if level complete:
self.display_surface.blit(self.image, self'tittle rect.topleft)
self.display_surface.blit(self.score rect image, self.score rect.topleft)
else:
if paused:
self.display_surface.blit(self.image paused, self.tittle rect.topleft)
else:
self.display_surface.blit(self.image go, self.tittle rect.topleft)
if get diamonds() == 0:
self.display_surface.blit(self.diamondsO image, self.score rect.topleft)
elif get_diamonds() == 1:
self.display_surface.blit(self.diamonds1 image, self.score rect.topleft)
if get_diamonds() == 2:
self.display_surface.blit(self.diamonds2 image, self.score rect.topleft)
self.display surface.blit(self.restart rect image, self.restart rect.topleft)
if paused:
self.display_surface.blit(self.resume rect image, self.levels rect.topleft)
else:
self.display_surface.blit(self.levels rect image, self.levels rect.topleft)
self.display_surface.blit(self.score surf, self.score surf rect)
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1 OB’EKT BUIIPOBYBAHDb

OG6’exToM BUMPOOYBaHHS € KjacuyHa rpa y xkaHpi Platformer, 3 po3po6koro

penakTopa piBHIB Ha pyuwiii Pygame Ta ii moBeainka Ha mutardgopmi Windows.



2 META TECTYBAHHA

MeTto1o TeCTyBaHHS € HACTYyITHE:

- nepeBipka KOPEKTHOCTI (PYHKIIIOHYBAHHS MMPOTPAMHOTO 3a0€3MeYeHHS
BIJIMOB1AHO /10 BCTAHOBIICHUX (PYHKITIOHAJTLHUX BHMOT;

— BUSIBJICHHS MpoOJieM, TOMHJIOK 1 HEAONIKIB 3 TMOJAIBIINM iX
YCYHCHHSIM;

- OIIHIOBAHHS 3PYYHOCTI Ta €prOHOMIYHOCTI rpadigHoro iHTepdeHcy.



3 METOIU TECTYBAHHAA

JUis TecTyBaHHS MNPOrpamMHOrO 3a0e3NEUEHHS BUKOPUCTOBYIOTHCS TakKi
METO/IH:

- CTaTU4YHE TECTYBaHHA — IIEPEBIPAETHCS Mporpama pa3oM 3 YCIEIO
JOKYMEHTAIlI€l0, $IKa AaHalI3yeTbCcsl HA TMpeAMET JOTPUMAaHHSA CTaHJapTiB
IpOrpaMyBaHHS;

- MaHyaJbHE TECTyBaHHi — TECTyBaHHS 0€3  BHMKOPHUCTaHHS

aBTOMAaTH3allli, TeCT-KeicH nuie oco0a, M0 TECTY€E MPOrpaMHe 3a0e3MeUEHHS.



4 3ACOBHU TA NOPANOK TECTYBAHHA

TecTyBaHHS BUKOHYETHCS MaHyaJdbHO 3 BHUKOPUCTaHHSIM HACKPI3HOTO
TECTyBaHHS 3 METOI0 3HAXOJKEHHS IMOMMWJIOK Ta HEAOMIKIB SIK Y (DyHKLIOHAJIbHIN
YaCTUHI POrpaMHOro 3a0€3MeUeHHs TaK 1 B 3pyYHOCTI KopuctyBaHHs. st Toro,
mo0 TepeBIpUTH TMpale3AaTHICTh Ta BIIMOBOCTIMKICTh 3aCTOCYHKY, HEOOXITHO
MIPOBECTH HACTYITHI TECTyBaHHS:

— TE€CTYBaHHS Ha BIAMOBIAHICTh (PYHKI[IOHATEHUM BUMOTaM;

- TECTYBaHHS Ha MEPCOHAJIBHUX KOMIT IOT€pax 3 PI3HOK PO3ALILHOIO
3MIaTHICTIO €KPaHY;

- TeCTyBaHHs 1HTEepeNcy KOPUCTyBaYa;

- TECTYyBaHHS 3py4YHOCTI BUKOPUCTaHHS.
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1 NPU3HAYEHHA ITPOT'PAMMU

«LevelKing» — 1e koMm’roTepHa Tpa y >KaHpl KJIacHYHOro ruiardopmepa,
CTBOpeHa s onepauiHoi cucremu Windows, 10 TOEAHYE TUHAMIYHUN
reiMInIerd 13 MOXKJIMBICTIO TBOPYOTO CaMOBHpaKeHHs. Bu kepyere nepcoHakeM,
JI0JIa€T€ BOPOTIB 1 MACTKH, CTBOPIOETE BJIACHI PiBHI y BOYJIOBaHOMY peIaKkTopi, a
TAKOX MOXKETE€ MPOXOAWTH PiBHI, CTBOpEHI 1HIIMMHU rpaBisMu. Kpim Toro, rpa
JI03BOJISIE HAJICWJIATH TIPOIIO3MINT 3MIH JI0 YYKUX PIBHIB - aBTOp PIBHS OTpUMAae
Ballly BEpPCII0 3 KOMEHTapeM 1 3Moxke a00 MPUIHATH 3MiHHU, a00 BIAXWIUTH iX, IO

CIIPHSIE CIUIbHIN TBOPYOCTI Ta MOCTIHHOMY BJJOCKOHAJIEHHIO KOHTEHTY.



2 HIAI'OTOBKA 10 POBOTH 3 IPOI'PAMHUM 3ABE3INEYEHHSAM
2.1  CucremHi1 BUMOTH ISl KOPEKTHOT poOOTH

MiHiMasibHa KOHQITypalisd TEXHIYHUX 3aC001B:

— tun nporecopy: Intel Core 13;

—00‘em O3I1: 4 10;

— 00’eM BUTBHOT MaM’s1Ti HakonuvyBada: 300 MO.

— IIBUJIKICTB IHTEpHETY 5 MO/C

PexomennoBana KOHQIrypalisi TEXHIYHUX 3ac001B (Ta HA K1l BUKOHYBAJIACh
po3podKa) :

— tut nporecopy: Intel Core 15;

—06‘em O3II: 16 I'6;

— 00’eM BUIBHOT mam’ T HakonnyyBaya: 300 MO.

— MBUAKICTB 1HTEepHETY 10 MO/C
2.2 3aBaHTaXCHHS 3aCTOCYHKY

Jlns BukopucTtanHs koM roTepHoi rpu LevelKing HE0OXiHO 3aBaHTaXUTH
iHcTansuiiauid - ¢aiin  LevelKingSetup.exe, JOCTynHHMIA Ha CTOpIHII peEi3iB

npoekty Ha matdopmi GitHub (puc. 2.1).

LevelKing v1.0.0 (v

“ Mepwwid nybaiunwii penis rpu LevelKing — 2D nnatdopmep 3 peaakToOpoM piBHIB.
# OCHOBHI MOX/IMBOCTI:
MoBHOUIHHMIA PIBHEKOHCTPYKTOP

CrBopenHs, 36epexeHHs, TecTysaHHA Ta 0bMiH piBHAMK

MpokpyTka ciieHu Ta aHimauia

.
L]
* [IpOTWBHMKYW, NACTKW, BOAA, MOHETH
.
L]

MeHio 36epedxceHb Ta piBHiB

B YcraHoeka: NpocTo 3anycTith LevelKingSetup.exe
0 Npatwoe Ha Windows, Python He noTpiGex

v Assets 3
@
[}
(1]




Pucynok 2.1 — Cropinka pemnizy
2.3 TlepeBipka KOpEeKTHOI pobOTH

[licnss 3aBeplIeHHsS BCTAHOBJIEHHS TpH, Yy BKa3aHId JMPEKTOpil Mae
3’saBuTHCS BUKOHYBaHui (aitn «Level King.exe», 3amyck sSikoro BiKpUE TOJIOBHE
MeHIO Tpu (puc. 2.2). Y pasi BIACYTHOCTI sipiuka abo ¢ailiry, peKOMEHIY€EThCS
NEPEBCTAHOBUTH TPy al00 TNepeBIpUTH HANAIITYBaHHS AaHTHUBIPYCY, SKHH MIr

MOMMJIKOBO 3a0JI0KyBaTH BUKOHYBaHUU (haiJl.

£} LevelKing.exe

Pucynok 2.2 — Bwict BcTtanoBienoi gupextopii rpu LevelKing y Windows



3 BHUKOHAHHA ITPOI'PAMMU

IIpu 3amycky KOMI'IOTEpHOi I'pu Iepe KOPUCTYBadeM IIOBCTA€ TOJIOBHE
MEHIO, 3 SIKOTO MO)KHA BUUTH 3 Irpu (KHONKa «EXity), mepeiTi 10 MEHIO TOTOBHUX
piBHiB(kHOTIKa «Play»), mepeiitu 10 penakropa piBHiB(kHOIKa «Editory), mepeitu
70 MEHIO BiacHUX piBHIB(kHOMNKa «Load») Ta mepeiTu 10 MEHIO OOMIHY PiBHSIMU

(xaomka «Globey)(puc. 3.1)..

Pucynok 3.1 — ['ostoBHE MeHIO
VY MeHIO TOTOBHX PIBHIB KOPUCTYBa4 MOXK€ 0OpaTH OJuH 3 4 3aroTOBICHUX
piBHIB i1 ipoxokeHHs (puc. 3.2). KoxkeH 3 UX piBHIB CIYTye «IIOCIOHUKOMY MO
NIEBHIN irpoBidi MexaHiri. Po3paxoBano, 110 MpOWIIIOBIIM BC1 4 3arOTOBJICHI PiBHS.
KOpUCTYBad O3HAHOMHUTHCS 3 OCHOBHHUMHU IMpaBUJaMU Tpu 1 Oyae TroToBUM
CTBOPIOBaTH BJAacHI PIBHI Y pEJAKTOpl piBHIB, a0 MPOXOAWUTH PIBHI Bl IHIIUX

KOPUCTYBayiB, 3aBAaHTAXXHUBIIH 1X 3 MEHIO OOMIHY PIBHSMHU.



Pucynok 3.2 — MeH10 roroBux piBHIB

Y MEHI0 BIAaCHUX pIBHIB KOPHCTyBad MOKE€ MOOAYUTH CBOi JIOKAJIbHI
ctBopeHi piBHiB(puc. 3.3). IMeHa nux piBHIB - JaTM Ta 4Yac iX CTBOPEHHS
KopucTyBadeM. KopucTyBad MoXKe TPOXOAUTH iX(HATHCHYBIIU JIiBy KHOTIKY MUIIT
0 KOMIpII), BUJAISATH (HATUCHYBIIM TMpaBy KHOMKY MHINI MO KOMIpIN), Ta
nepe3anucyBard (HAaTUCHYBIIM JIIBY KHONKY MHINI MO 3alHATIA  KOMIpIli,
MEPEHINIOBINN Yy 1I€¢ MEHIO 3 PelaKTopa PiBHIB). Y pasi SKIIO0 KOPUCTyBad IIIE€ HE
KOPUCTYBABCSI PEIAKTOPOM PIBHIB 1 He 30epiraB BJIAcHI PiBHI, KOMIPKUA B LIbOMY

MEHIO OyIyTh IyCTHMH.



Pucynok 3.3 — MeHIo roroBux piBHIB
KopuctyBau Moxe moyatu MpOXOJKEHHs piBHA, 0OpaBIIM MOro y OJHOMY 3
BUIIEBKa3aHUX MeHI0. OIMHUBIIMCH HA PIBHI, KOPUCTYBady HAaJa€ThCs
MOJIMBICTh YIIPABIATH ITPOBUM MEpPCOHaXKEM. Takox BigoOpaxkaeTbes iHTEpdeiic
IrpOBOTO MEPCOHAXkA, B SIKUM BXOJIUTH 1HAUKATOP 3J0POB’S Ta IHAUKATOP PAXYHKY
nepcoHaka. Takok KOPUCTyBad MOKE€ HATHCHYTH Ha KHONKY TOBEPHEHHS [0

octanHbOTO MeHIO («Geary), ado Ha kHOTIKY may3u («Play/Pause»)(puc. 3.4).

iﬁ_ .0

4] Collect 3
= @ &

Move JUMP ATTACK o finish!




Pucynok 3.4 — MeHto ToTOBUX piBHIB

Ha piBHi, KopHuCcTyBa4 MOXE 3yCTPIiTH PI3HOMAHITHHX BOPOTIB Ta MOTPAIUTH
y MacTKu. Y pasl SKIIO MEePCOHaX MOTPAUTh MiJ] aTaKky Bopora abo y HacTky, BiH
BTPAaTUTh OYKH 310poB’s. KopucTyBay Mae 3MOry IPOTUCTOATH BOPOTaM, aTaKylOdH
iX, 3HUIYIOUHU iX caMux a0o iX cHapsaau. Po3rmisiHeMo BOpOriB OB IeTaIbHO.

Bopor-cBuHs € JMHAMIYHUM BOPOTOM, IO MEPEMIIIYETHCS IO IIaTdhopMam.
SAxmo kopuctyBad Oyne He OOEpeXHUM 1 3ITKHEThCS 3 BOPOIOM CBHHEIO, TO
NEPCOHaXX BTPATUTh MEBHY KUIBKICTH 310poB’s. B Toil ke yac, Bopora CBHHIO
MOXKHa JIOBOJII JIETKO TMojaojatd abo o6iiTu. IlepcoHax Moke MepeHanpaBUTH
BOpOTa CBUHIO Y 1HIIIY CTOPOHY, Y pa3i SKI0 KOPUCTYBAY MOMAa/ie CBOEIO aTaKOIO 1O
HbOMY. TakoXk, Bopora CBHHIO MOKHA JIETKO 3HHUIIWTH BUKOHABLIM «HACKOK» Ha

Hboro(puc. 3.5).

=

&q0

FLe,

Pucynok 3.5 — 3HuilieHHs1 BOpora-CBUH1

Bopor-rapmara BHCTpUTIOE CHapsjiaMu Yy Ty CTOPOHY B SIKy BIH
po3ramoBaHui. IrpoBHM TIEpCOHA)XX MPOBOKYE BOpOra-rapMary Ha araky,
MiIAIIOBIIN HA TIEBHY BiJICTaHb. X04 BOpOra-rapmMary He MO)KHA BOUTH, IEPCOHAXK
MOX€ JIETKO YHUKHYTH ILIKOJAM BiJI HbOTO MEPENPBITHYB CHapsi, a0 3HULIUTH

CHapsiJl CBO€I0 aTtakor(puc. 3.6).
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@40

@ Collect 3
0 rubies

ITACK ta finish! =

Pucynok 3.6 — 3HuILIEHHS CHApsily TapMaTu

Takox Ha piBHI pO3TAIlOBaHI MACTKH, IO MPAIIOIOTh 32 HE3PO3YyMIJIOH0
JIOTIKOIO: TIOTIaB y TACTKy - OTpHMaB MKOMy. HaliHeOe3MeuHIIoK MacTKOK s
nepcoHaxka € ooeproBa nactka «Macey. 1ls mactka obeprae HaBKOJIO ceOe BEIHKY

OyJnaBy, miJ SIKy Jy>Ke JIETKO nmoTpanuTu. (puc. 3.7).

PLe,

@200

(4] Collect 3
® @ ribie:

Move JUMP ATTACK o finish!

Pucynok 3.7— OGeproBa nactka «Mace»
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3a pi3HOBUJ MACTUKH TaKOXK MO)KHA BBa)KaTH BOJY PO3TalllOBaHY Ha PiBHI.
Skio irpoBUil MEPCOHAX MOTPAIUILE y HEl, 1€ YHIOBUIBHUTH MOT0 PyXH, a TAKOXK
nepcoHax Oyle OTPUMYBATH MEPIOANYHY IIKOAY IiJ] Yac 3HAXOKEHHS Y BOIi(pHC.

3.8).

=

@40

PLe,

Pucynoxk 3.8 — B3zaemonis 3 Bojoro

Skmo 3740poB's IrPOBOrO MEPCOHAXKA BHAAE HIDKYE HYJA, BIH MOMpE 1

KOpUCTYBad M0OAYNTH MEHIO Tiporparry(puc. 3.9).

b

&40




12

Pucynok 3.9 — MeHro nporpanty

Y Oyab-siKuii MOMEHT TpHM KOPHUCTYBad MOXE BHUKIMKATH MEHIO TMay3H,
HATHCHYBIIN KiaBinry «P» a0o ikoHKy may3u Ha ekpani. lle Bimkpue MeHIO may3u,
ne OyJe ToKa3aHo OCHOBHY 1H(MOpPMAIIiIO - KUTBKICTh 310paHUX JiaMaHTIB 1 MOHET
(score), a TakoXX 3 SIBUTHCS MOXJIMBICTH MPOJOBKUTH TI'py ab0 MoyaTu pPiBEHb
3aH0BO (puc. 3.10). Kpim TOoro, HaTUCHYBIIM Ha 1KOHKY LIECTEPHI Y BEPXHHOMY

PaBOMY KyTi, KOPUCTYBa4 MOX€E MTOBEPHYTHUCS JI0 TOJIOBHOTO MEHIO.

{0

@40

@ I:all:!_ect =)
Fubles
[TACK tafinish! =

Pucynok 3.10 — Mento nay3u

Takox mig Yac MPOXOMKEHHS KOPHCTyBad MOXE 30UpaTH irpoBi 00’ €KTH.
[TinGip MoHET 301IbIIY€E pPaxXyHOK IMEpcoHa)ka. 300Ta MoHeTa Bapta 50 OYOK, a
cpiona 10. 36ip 31115 370pOB’S BIIHOBUTH MEBHY KUIBKICTh BTPAY€HOTO 3/I0POB’SI.
30ip kpuctamiB Oyae HaOIMKaTH KOPUCTyBada JIO TIOBHOTO MPOXOMKEHHS PIBHS.
3anns mepeMoru, KOpUCTyBad MOBUHEH 310patu 3 kpuctanu. [Ipu BukoHaHHI 1€l
YMOBHM, Ha €KpaH BHBICTHCS MEHIO TEPEMOTH, JIe¢ KOPUCTYBad MOOAYUTh CBii
paxyHOK 1 MOke TiepenpoiTu piBeHb(«Restart»), abo moBepHYTHUCS 1O MEHIO PiBHIB

(«Levels»)(puc. 3.11).
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Pucynok 3.11 — Ilepemora
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