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PEDEPAT

HA KBAJI®IKAIIHHY MATICTEPCBKY POBOTY
«PO3POBKA 2D-I'PU 3 IHTEPAKTUBHUMU MEXAHIKAMU CTBOPEHHA
TA PYUHYBAHHS ITPOBOI'O CEPEJJOBHIIA»

®darkyJina Bajepisa BasepiiioBnua

O06car: 62 cropinku, 12 pucyHkiB, 2 TaOmuil, 27 JXKepel y CIUCKY
JiTepaTypHu.

O0'exkTOM J0CITIIKEHHSI € TIpolec PO3poOKH 1HTEpakTHUBHUX 2D-irop 3
BUKOPHCTAaHHSAM MOBH NpOTpaMyBaHHs Java.

IIpeamMeTroM [AOCJHIIZKEHHAI € METOIM MPOrPaMHOI peasi3allii irpoBUX
MexaHik, 30kpema ¢i3uku 2D-1mardopmepa, cucTeMu aHiMallii, 00poOKU BBOIY Ta
YIpPaBJIIHHS CTaHAMU TPH 32 JJOTIOMOT'OI0 CTaHAapTHOI 010i0Teku Java Swing.

MeTtorw podoTH € AOCTIIHKEHHS, TPOEKTYBAHHS Ta po3po0OKa MPOrpaMHOro
nporotuny 2D PvP rpu 3 enementamu OyniBHUIITBA Ta 3aXOIJICHHS TOYOK.

JlJI TOCSAATHEHHH MOCTABJICHOI MeTH B POOOTi BUPIIICHO TaKi 3aBIaHHA:

1. IlpoBeaeHo aHaii3 MPEeAMETHOI 00JACTI Ta ICHYIOUUX ITOpP-aHAJIOTIB Y

xaupi 2D PvP miardopmepiB 1151 BU3HAYEHHS KIIFOYOBHX BUMOT JI0 TIPOEKTY.

2. OOrpynroBaHo BuOIp TexHoJIOTIYHOrO cTeKy (Java, Swing) Ta

CIIPOEKTOBAHO 00'€KTHO-OPIEHTOBAaHY apXITEKTYpy TpH 3 BUKOPUCTAHHSIM

MaTepHIB MPOEKTYBAHHS.

3. Po3pobneHo mporpaMHy peanizaiilo IrpoBOro IUKIY Ta CHUCTEMH

YIPAaBJIIHHS CTAHAMH TPH.

4. PeanizoBaHo (i3MUHY MOJIENb PyXy MEPCOHAXKIB, CUCTEMY BUSIBICHHS

31TKHEHb Ta ME€XaH13MH 00pOOKH BBEJICHHS IS IBOX I'PaBIIiB.

5. BmpoBamkeno cmemudidHi 1rpoBi MeXaHiku: (¢a3zy OyIiBHHUIITBA

pyHHIBHUX TIaTGOpPM, CHUCTEMY CTPUIBOM Ta JIOTIKY 3aXOIUICHHS

KOHTPOJIbHUX TOYOK.

6. IuTerpoBano rpadiuHi pecypcu Ta po3poOJEeHO CHCTEMY CIPAMTOBOL

aHIMaIlii mepcoHaxiB.



7. BukoHaHO TeCTyBaHHS PO3pOOJIEHOrO MPOTOTHUILY.

Y poGoTi 00rpyHTOBaHO BHOIp TEXHOJOTIYHOTO cTeky Java 21 ta Swing,
IpoaHaNi30BaHo icHYyI0Yl irpu-aHanoru (Tabmuus 1.1) Ta cripoekToBaHO 00'€KTHO-
opieHTOBaHy apxiTekTypy (Puc. 2.1) 3 BUKOpUCTaHHSIM MHaTEPHIB MPOEKTYBAHHS,
Takux sk «Ctan» (State) ta «Dadbpuunuii meton» (Factory Method).

[IpakTuHa dacTuHa JEMOHCTpye pyuyHy peamizauito  2D-diszuku
mwiatgopMepa, BKIIOYaOUM MeToJ| posauvieHHs oced (AABB Separation) Ta
nokparnieHas kepyBanHs («Coyote Timey, «Jump Buffering»). Po3po6neno naniiiny
CHUCTEMY 00pOOKH OHOYACHOTO BBOAY JIs 1BOX TpaBiiB («Stateful Inputy).

PeaiizoBano Ki11040BI irpoBi MeXaHiKU: a3y OyIIBHUIITBA (3 MPOLIETYPHOIO
TEHEPALIEI «CKISIHUX» IUIAaTGOpM), CUCTEMY CTPLILOM Ta PYWHYBaHHS, JIOTIKY
3aXOIUICHHS TOYOK Ta IMIJPaXyHOK O4YOK. I[HTerpoBaHo rpadiuHi pecypcH,
BKJIIOYAIOYM CHUCTEMY aHiIMaIlli 31 CHpalT-CMyr Ta 3aBaHTaXEHHS pPIBHIB 3
TEKCTOBOTO (pailiy.

B pe3ynbTaTi cTBOpEHO MOBHOIIHHUY ITpOBUH UK (MEHIO, (Da3u rpu, eKpaH
3aBepuieHHA). Y Po3aim 4 mnpoBeneHO TecTyBaHHS (PYHKUIOHATY Ta aHai3
NpoAyKTUBHOCTI. PoboTa miaTBepmkye, 1m0 Oi0mioreka Swing € JIi€BUM
THCTPYMEHTOM JUIsI IIBUJIKOTO MPOTOTUITYBAHHS IrPOBUX MEXAHIK 3 HYJIS.

KJIFOUOBI CJIOBA: JAVA, SWING, 2D TI'PA, [INIAT®OPMEP, PVP,
IC'POBUI PVYIIIN, ®I3UKA, AABB, PO3JAUJIEHHS OCEN, AHIMAILIL,
I[TATEPHU TTPOEKTYBAHHA, MAILIMHA CKIHUEHHUX CTAHIB (FSM),
BYJIIBHUIITBO, 3AXOIUVIEHHA TOUYOK, OBPOBKA BBO/JLY.



ABSTRACT
FOR A QUALIFICATION MASTER'S THESIS
«DEVELOPMENT OF A 2D GAME WITH INTERACTIVE
MECHANICS FOR CREATING AND DESTROYING THE GAME
ENVIRONMENT»
Fatkulin Valerii

Volume: 62 pages, 12 figures, 2 tables, 27 sources in the bibliography.

The object of the study is the process of developing interactive 2D games
using the Java programming language.

The subject of the study is the methods of software implementation of game
mechanics, in particular the physics of a 2D platformer, animation systems, input
processing, and game state management using the standard Java Swing library.

The aim of the work is to research, design and develop a software prototype
of a 2D PvP game with elements of construction and point capture.

To achieve the set goal, the following tasks were solved in the work:

1.  An analysis of the subject area and existing analogue games in the 2D

PvP platformer genre was carried out to determine the key requirements for

the project.

2. The choice of technology stack (Java, Swing) was justified and an object-

oriented game architecture was designed using design patterns.

3. The software implementation of the game cycle and the game state

management system was developed.

4. A physical model of character movement, a collision detection system,

and input processing mechanisms for two players were implemented.

5.  Specific game mechanics were implemented: a destructive platform

construction phase, a shooting system, and logic for capturing control points.

6. Graphic resources were integrated and a character sprite animation

system was developed.



7. The developed prototype was tested.

The work justifies the choice of the Java 21 and Swing technology stack,

analyses existing similar games (Table 1.1) are analysed, and an object-

oriented architecture (Figure 2.1) is designed using design patterns such as

State and Factory Method.

The practical part demonstrates the manual implementation of 2D platformer
physics, including the AABB Separation method and control improvements
(‘Coyote Time’, ‘Jump Buffering’). A reliable system for processing simultaneous
input for two players (‘Stateful Input’) has been developed.

Key game mechanics have been implemented: the construction phase (with
procedural generation of ‘glass’ platforms), the shooting and destruction system, the
logic of capturing points, and scoring. Graphic resources have been integrated,
including an animation system with sprite strips and level loading from a text file.

As a result, a complete game cycle (menu, game phases, completion screen)
has been created. In Section 4, functionality testing and performance analysis were
carried out. The work confirms that the Swing library is an effective tool for rapid
prototyping of game mechanics from scratch.

KEYWORDS: JAVA, SWING, 2D GAME, PLATFORMER, PVP, GAME
ENGINE, PHYSICS, AABB, AXIS SEPARATION, ANIMATION, DESIGN
PATTERNS, FINITE STATE MACHINE (FSM), CONSTRUCTION, POINT
CAPTURE, INPUT PROCESSING.
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[TEPEJIIK CKOPOYEHb, YMOBHUX [TO3HAYOK, CUMBOJIIB I TEPMIHIB

AABB (Axis-Aligned Bounding Box) — ochoBHpPIBHSIHI 00MEXKyBajbHI
NPSIMOKYTHUKU; METOJ BUSIBJICHHS 31TKHEHbB, 1110 BUKOPUCTOBYETHCS B TPI.

API (Application Programming Interface) — mnpuxmagauii nporpamMHuit
iHTepdeiic; Hablp IHCTPYMEHTIB JIJI1 CTBOPEHHSI IPOrPaMHOT0 3a0€3MeUCHHS.

BGM (Background Music) — ¢goHoOBa My3HKa.

CPU (Central Processing Unit) — HeHTpadpHUN MpoOLECOp; amapaTHUM
KOMITOHEHT, Ha SIKOMY BUKOHYIOTHCS OOUMCIICHHS Ta peHIepUHT rpadiku Swing.

DRY (Don't Repeat Yourself) — mnpuHuunm po3poOKH MOpOrpaMHOIo
3a0e3MeUeHHs], CIPSIMOBAHUM Ha YHUKHEHHSI 1yOII0BaHHA 1HQOpMaIlii Ta KOJy.

EDT (Event Dispatch Thread) — moTik 00poOku 1oiif; OCHOBHUHN TOTIK Y
610moTeni Swing, Ikl BiJMIOBIAa€ 32 00poOKy moAiil rpadigHoro iHTepdeicy.

FPS (Frames Per Second) — kaapoBa yacToTa; KUIBKICTh KaJpiB, IO
B1100pakaloThCsl HA €KPaHi 32 OJHY CEKYH/IY.

FR (Functional Requirements) — (yHKIliOHaIbHI BUMOTH; MIepeiK QyHKIIIH,
K1 TOBUHHA BUKOHYBATH CUCTEMA.

GUI (Graphical User Interface) — rpadiunuii inTepderic KopuctyBaua.

HUD (Heads-Up Display) — enement intepdeiicy rpu, 1o BigoOpaxaeTbCs
MOBEPX IrpoBOro Mmpolecy (paxyHoK, Taiimep).

IDE (Integrated Development Environment) — iHTerpoBaHe cepeOBHILE
PO3pOOKH MPOTrpaMHOro 3a0e3MeYeHHS.

JDK (Java Development Kit) — xoMIUIeKT po3poOHUKa 3aCTOCYHKIB MOBOIO
Java, 1110 BKIJIFOYa€ KOMITUIATOP Ta CTaHJAPTHI 010T10TEKH.

JVM (Java Virtual Machine) — BipTyanbHa MamimHa Java; cepeoBHuiie, mo
3a0e3nedye BUKOHAHHA Java-Koly Ha pI3HUX ONEpALiHUX CUCTEMAaXx.

KISS (Keep It Simple, Stupid) — npuHIUI TPOEKTYBaHHS, SIKAW CTBEPIKYE,

110 OUIBIIIICTh CUCTEM MPALIOI0Th HAWKpallle, KO0 BOHU 3aJUIIAI0THCS POCTUMHU,
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a He YCKJIaIHEHUMHU.

LTS (Long-Term Support) — Bepcisi mOporpamMHoOro 3a0e3reyeHHs 3
JIOBrOCTPOKOBOIO MiATPUMKOIO (BUKOpucTaHo Java 21 LTS).

NFR (Non-functional Requirements) — HedyHKIIIOHAIbHI BUMOTH; BUMOT'H
710 IKOCT1 poOOTH cucTeMHU (IPOAYKTUBHICTD, 3pYUYHICTh, HAIIHHICTB).

OOP (Object-Oriented Programming, OOII) — 006'ekTHO-Opi€EHTOBaHE
porpamMyBaHHS; TapaJurMa nporpaMmyBaHHs, 3aCHOBaHA Ha KOHIIETIIi 00'€KTIB.

PvP (Player-versus-Player) — pexxuM rpu «rpaBelib IpOTH TPABI, B IKOMY
YYaCHUKH 3MaraloThCsl OJIUH 3 OJTHUM.

SFX (Sound Effects) — 3BykoBi edekTu.

Swing — 0101i0TeKa a1 CTBOpEeHHs rpadivyHOro 1HTEpPeicy KopucTtyBadya
JUIsL IporpaM Ha MoBI Java.

bydepu3aris crpudbka (Jump Buffering) — TexHika nokpamieHHs: KEpyBaHHs,
gKa PpEECTpyE HATUCKAaHHS KJaBilll CTpUOKa HE3aJ0Bro J0 MPU3EMIICHHS
HEPCOHAXA.

I'efimmneit (Gameplay loop) — irpoBuHil 1TUKIT; MOBTOPIOBAHUM HAOIp i, sIK1
BUKOHYE€ I'paBellb JUIsl JOCSTHEHHS 1UIeH Tpu.

Mamuna ckinueHnux craniB (Finite State Machine, FSM) — matematuuna
MOJieJIb OOYMCIICHb Ta NATePH NPOEKTYBaHHsS, BUKOPUCTAHUM JUIsl KepyBaHHS
cTaHaMu Tpu (MEHIO, Tpa, KIHEIlb TPH).

Cnpaiit (Sprite) — ABOBUMIpPHE pacTpoBe 300pakKeHHs, L0 € YaCTUHOIO
rpadignoro o6'exra B Ipi.

Yac Koiiota (Coyote Time) — irpoBa MexaHika, [0 Ja€ TpaBIIEBI
MO>KJIUBICTh BHUKOHATH CTPUOOK MPOTITOM KOPOTKOI'O 4Yacy MICHs TOTO, K BIH

31MII0B 3 TIaT()OPMHU.
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BCTVII

AKTyanbHICTh JaHOi pOOOTH 3yMOBJIIEHA MOCTIHHUM 3pPOCTAaHHSM ITPOBOI
1HyCTpii Ta MOMUTOM Ha IHTEPAKTUBHI pO3BaKaabHI MPOAYKTH. PUHOK Ka3zyaabHUX
Ta "Timep-kazyalbHUX'" IrOp IEMOHCTPYE CTAaOLThbHE 3pPOCTaHHS, a JOKaiabHI PvP
(Player-versus-Player) irpu 3aiuiiaroThCs TOMYJISPHUM CIOCOOOM COIliadbHOT
B3aemoiii. MeTor aHoi JUIJIOMHOI pOOOTH € JOCIHIJKEHHS, MPOEKTYBaHHS Ta
po3pobka TPOrpaMHOr0 MPOTOTUNY KOMM'IOTEpHOI Tpu y kaHpi 2D PvP
mwiatdopMepa 3 eleMeHTamMu OyAIBHUIITBA Ta 3axoIUIeHHA Toudok. Lleit BuOIp
JI03BOJISIE 3aCTOCYBATH MIMPOKUN CHEKTP 3HAHB 3 aJITOPUTMIB, CTPYKTYp JaHUX,
IPUHIUIIB 00'€KTHO-OPIEHTOBAHOIO MPOEKTYBAHHS Ta MPOrPaMHOI 1HX)eHepil [1].

OO0'ekTOM AOCHIDKEHHSI € TpOoLeC PO3pOOKH I1HTEPAKTUBHUX TpadiuHUX
J0JIaTK1B, 30KpeMa 2D-1rop, 3 BUKOPUCTAaHHSAM MOBU ITporpamyBaHHs Java.

[IpeameToM HNOCHIKEHHS € KOHKpeTH1 irpoBi MexaHiku (¢dizuka 2D-
mwiatdopmMepa, cucTemMa aHiMmaillli, 00pobka BBOJy, YIpaBJIiHHS CTaHAMU TpU) Ta
METOAM iX MPOrpaMHOI peani3alii 3a JOMOMOIOK CTaHAApTHOI 0i0mioTeku Java
Swing[9].

[IpoekT oTpuMaB pobouy Ha3By «Haromyit ymro0sieHUs!» Ta BUKOPUCTOBYE
TEMAaTUKy MPOTUCTOSHHS JOMAIIIHIX TBapUH (KOTa Ta cCO0aKM), K1 3MararoThCs 3a
DKy, TIpEACTAaBJIICHY Yy BHUIJISIAI TOYOK 3axoIuieHHsS. OKpIM CTaHJApTHHUX IS
maTgopMepa MEXaHIK PyXy, CTPUOKIB Ta CTPUIHLOM, Tpa BKJIIOYAE YHIKAIbHI
eneMeHTH: ¢azy OyIIBHHUIITBA THUMYACOBHX IIaTGOpPM Ta MOMIIMBICTH 1X
pyHHYBaHHS.

OcHOBHOI0 MeTOI0 OyJI0 CTBOPEHHS (PYHKIIOHAIBHOTO TPOTOTUITY Ha Java Ta
Swing, 10 MO3BOJMJIO 30CEPEANTHCH Ha peaiizallii irpoBOi JIOTIKK 3 HYJs, HE
3ariau0JIIOI0YUCh Y BUBUEHHSI CKJIaJIHUX CTOPOHHIX ITPOBUX PYIIiB, TakuX K Unity
yu Godot.

VY nmaHii poOOTI JeTaabHO OIMHCAHO IMPOIEC PO3POOKU I'pH, MOYHMHAIOYH 3
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aHaJi3y MpeaMEeTHOI 00yacTi Ta BUOOPY TEXHOJOTIH, 1 3aKIHUYIOUM peali3alli€lo
KOHKPETHUX ITPOBUX MEXaHIK Ta 1HTerpaiiero rpadpiyHux pecypciB. CTpykTypa
3BITY BKJIIOYAE: aHAi3 peaMeTHoi obmacti (Po3ain 1), onuc mpakTHYHUX acleKTiB
ta apxitektypu (Pozgin 2), omuc peamizaiii (Po3gin 3), BUCHOBKM Ta CIHCOK

BUKOPHUCTAHUX IKCPCIIL.
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PO3/ILI 1
AHAJII3 IPEAMETHOI OBJIACTI TA TIOCTAHOBKA 3AJIAUI

Ileit po3ain TOPUCBAYCHO aHAMI3y TMPEIMETHOI 00JacTi  MPOEKTY,
JOCTIPKEHHIO PUHKY Ta ICHYIOUHX PIIIEHbB, 8 TAKOK (POPMYITIOBAHHIO TEXHIYHUX Ta

(GyHKIIOHATIBHUX BUMOT JI0 IPOTPAMHOTO MPOAYKTY, IO PO3POOIIETHCS.

1.1 IcTopis po3BUTKY Ta cydacHuil ctan xaHpy 2D PvP mnatdopmepin

XKanp, 1o sikoro Hanexxutb po3podmoBaHa rpa «Haroayit ymoOneHus!», €
pe3yJabTaTOM MO€THAHHS JBOX (yHIAMEHTAIBHUX HAIMPSMKIB ITPOBOi 1HAYCTPIi:
KJIACUYHMX JIaT(GOopMeEpIB Ta 3MarajibHuX 0araToKopucTyBalbkux irop (PvP).

IcTopis mnardopmepiB 6epe cBiif moyaTok Ha moyaTky 1980-x pokis. [lepmri
IpeICTaBHUKU JKaHpY, Takl ik Space Panic (1980) ta Donkey Kong (1981), 3akianu
OCHOBH MEXaHIKH: NEPEMIIIECHHS MIXK TUIaTPOpMaMU pi3HOT BUCOTU Ta YHUKHEHHS
nepemiko/1. PeBomomiiauM KpokoMm ctaB Buxia Super Mario Bros. (1985), sxuit
BIIPOBAJAMB 1HEpLIHY (I3UKy pyXy, NpPOKpydyBaHHS ekpaHy (scrolling) Ta
CKJIQJHUI THU3aiiH PiBHIB.

VY 1990-x pokax, 3 po3BUTKOM 16-OITHHX KOHCOJICH, JKaHp JOCST CBOTO
PO3KBITY , €BOJIIOLIIOHYIOUH BiJl MPOCTUX apKaj 10 CKJIAJHUX NPUTOJAHUIIBKUAX 1FOP
3 enemeHtamu gociipkeHHs (Metroidvania). Oxnak, nominyBanHs 3D-rpadiku
Hanpukinii 90-x (nmosiBa PlayStation Ta N64) nmpusBesno A0 TUMYacoBOro cHamy
MOMYJIIPHOCTI KiIacuuHux 2D-irop.

[TapanenbHO 3 pO3BUTKOM MIaT(GopMeEpPIB €BOIOIIOHYBaNN (halTUHTH (Street
Fighter II, Mortal Kombat). Hanpukinmi 90-x 1i ABa HanmpsiMKH 00'eqHanucs y
nipkanp, Binomuit sik Platform Fighter abo Arena Platformer.

OCHOBOMOJIO)KHUKOM IILOTO HANPSIMKY BBaXKaeThes cepist Super Smash Bros.

(1999), sixka 3amiHuna KjIacu4Hy sl (aWTHUHTIB IIKATy 370pOB'S HAa BIACOTKH
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MOIIKO/KEHHsI Ta MeEXaHIKy BHOUBaHHS CylnepHHKa 3a Mexi apeHu. lle
KapIMHAJIBHO 3MIHUJIO0 (DOKYC TPH: BiJl 3ay4dyBaHHS CKJIaJIHUX KOMOIHAIIH yaapiB 10
MO3UIIOHYBaHHS, KOHTPOJIIO MIPOCTOPY Ta BUKOPUCTAHHS BEPTUKAIBHOCTI PIBHA.

3 cepenunu 2000-x pOKiB, 3aBASKK MOIIMPEHHIO HUGPOBOI TUCTPUOYIIIi
(Steam) Ta HOCTYMHOCTI IrpOBHUX pYIIiiB, MOYaBCS Tak 3BaHMN "iHAi-peHecaHc'.
HezanexH1 po3poOHUKHU MMOBEPHYJIM MOMYJIIPHICTH MiKCENIb-apTy Ta 2D-MexaHikam,
MePEOCMHUCIIMBIIH X JIJIs1 Cy4acHOT ayAUTOPIi.

KitouoBi irpu, mo BIUIMHYJIA Ha (pOpMyBaHHS Cy4yaCHOTO BUIIIALY KaHPY
nokansHUX PvP mnatdopmepis:

o TowerFall Ascension (2013): [IpomemoHcTpyBaia, MmO MPOCTa MEXaHiKa

CTpLIKOM 3 JIyka B oOMexxeHOMY 2D-mipocTopi Moke 3a0€3MeUnTH TITUOOKUN

Ta JUHAMIYHUN 3MarajibHui mporec. ['pa 3poOmia akieHT Ha IMIBUAKUAX

paynnaax ("one-hit kill") Ta nokansHOMY MyJIbTHILIEEPI.

e Duck Game (2014): [omana ejxemMeHTH XaocCy, TyMOpy Ta BEJIMYE3HHM
apceHal1 30poi, 3aKpiMUBIIH MOMYJISIPHICT "MaTi-reiMiB" (1Irop AJis BEYipoK).

e Nidhogg (2014): ExcnepumeHTyBajla 3 METOI TpPU, 3aMIHMBIIN TIPOCTE
3HUIIEHHS Ha HEOOX1AHICTh JIICTATHUCS A0 MPOTUIICHKHOTO KParo KapTH.

e Terraria (2011): Xoua ne mnepeBaxno PvE rpa, BoHa mnomymnsipusyBaiia

MO€THAHHA TIATHOPMIHTY 3 MeXaHiKaMu OyAIBHUIITBA Ta pyHHYBaHHS CBITY

B peaJlbHOMY Yaci, II0 CTajo Oe3mocepeHIM HATXHEHHSM IS MEXaHIK

npoekty «Haromayit ynroonentis!y.

Coporopni xxanp 2D PvP miardopmepiB 3anumiaeTbest akTyaabHUM, 0COOINBO
B HiIlll JIOKAJIbHUX po3Bar. CydacHi TeHJEHIII1 BKJIIOYAIOTh:

1. AcumeTtpuunuii revimMiuield: ['paBii MOKYTh MaTH pi3Hi Mt abo0 3/110HOCTI

(Hanpuknana, onuH Oynye MacTKH, HIINI HAMAaraeTbCsi BUOKUTH).

2. ITpouenypHa renepariiisi: CTBOPEHHSI YHIKAJIbHUX apeH JJIsi KOXKHOTO MaTdy

JUTS T IBUIIICHHS PeirpadebHOCTI.

3. l'6puauzamis: JlonaBaHHS €JIE€MEHTIB IHIIUX >KaHpPiB, Takux sk MOBA
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(3ax0IJICHHS TOYOK, KJIaCH MEePCOHaX1B) a00 "KopoiBchka OUTBa" (3BY)KCHHS

30HH TPH).

Po3poGmioBanuit  mpoekt «Haroayit ymroOneHug!» ciiye CcydacHUM
TEHJCHIIISIM, TOEIHYIOYM KJIAaCHUHy MEXaHIKy IJIaTQOPMIHTY 3 TaKTHYHUMHU
enemeHTamu OyaiBHmMITBa Ta MeToro "King of the Hill" (3axomnenHs To4oK), 1o

BUJILISAE Moro Ha ¢oHl Tpaauiiiaux "deathmatch" apen.

1.2. Ornsan sxanpy 2D PvP nnardopmepiB 3 eremeHTaMu Oy1IBHUIITBA

Pospo6mioBana rpa «Haromyi ymroOsieHIs!» HaleXuTh 10 TIOPUIHOTO
XKaHpy, 110 MOEAHYE eIeMeHTH KiacuuHoro 2D mnatgopmepa, PvP (Player versus
Player) apenu Tta wmexaHik OymaiBHuUITBA. KoXeH 3 IUX €JIEMEHTIB Mae
dbyHIaMEHTAIbHUIM BIUIMB Ha ITPOBUN MPOIEC Ta apXITEKTypy MPOTPaMHOTO
3a0e3MeYeHHs.

2D natgopMepH € OJHUM 13 HallCTapilIKX >KaHPIB, 10 Oepe CB1i MOYaToK 3
apKaJHMX aBTOMATiB. MOro KIIOWOBI pPHCH — Ii¢ HaBiraiis IepcoHaka y
JIBOBUMIPHOMY MPOCTOPi (3a3Buuaii mo ocsix X Tta Y), B3aeEMO/I14 3 IiaThopMaMu Ta
peamizauig (pi3MYHOT MOJENI, L0 BKJIOYAE TpaBiTallilo, 1HEPLIIO Ta OOpPOOKY
3ITKHEHb. YCHIX J>KaHpy, 3aKJIaJeHHi TakuMu irpamu sk Super Mario Bros.,
3aJIEKUTH B1J SAKOCTI KEPYyBaHHS MEPCOHAXKEM Ta AU3aiHY PiBHIB [4]. Y KOHTEKCTI
JIaHoi poOOTH, KIIOUYOBMM 3aBIaHHSAM OyJjia TOYHa peamizaiis (Pi3uku pyxy Ta
HAJIAHOT CUCTEMHU BHSIBJICHHS 3ITKHEHb 3 HYJs, 0€3 BUKOPUCTAHHSA CTOPOHHIX
(GI3UYHMX PYILLIIB.

PvP apena — e irpoBumii pexxum, Jie 1Ba a00 O1LIBIIIE TPABIIB 3MararoThCs Ha
oOMmexxeHii jokarii. Ha Binminy Big kiacuunux (paiitunris (Mortal Kombat, Street
Fighter) abo cxnmamaux y peanizanii MOBA[15] (Dota 2, League of Legends), ms
JAHOTO TPOEKTY O0OpaHO MOJedb 3MaraHHs 3a OYKM IUISIXOM 3aXOIUICHHS

KOHTPOJIbHUX TOYOK. Llel miaxi € MeHII arpeCUBHUM 1 J103BOJIsIE CPOKYCYBATHUCS
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Ha cTpaTerii mepeMilIeHHs Ta KOHTPOJIIO TePUTOPIi.

EnemMentn OyaiBHMIITBA — MEXaHiKa, IO J03BOJISIE€ TPABISIM JUHAMIYHO
3MIHIOBATH ITPOBHI CBIT IIJISXOM CTBOPEHHS HOBUX 00'ekTiB. Irpu sik Minecraft ta
Terraria MPONEMOHCTPYBAJIM THYUYKICTh I[i€1 MeXaHIKU. Y JaHOMY IPOEKTI
OyaIBHUIITBO OOMEXEHE OKpPEeMOI0 TaKTUYHOI (Hha3ol0 Tepen payHaAoM, a
MOXJIMBICTh pYHHYBaHHS CIIOPY/T 104a€ HEOOX1THUN OajaHC Ta KOHTP-CTPATETii.

[MO6puaHuil )KaHp MOETHYE 11 €IEMEHTH, BUMAraroyu BiJ T'PaBIliB HE JIUIIE
HAaBUYOK TUTAT(POPMIHTY, aJie i CTpaTETI9HOTO MUCIICHHS 1111 9ac da3u Oy 1iBHUIITBA
Ta aKTUBHOI OOPOTHOM 32 KOHTPOJIBHI TOUKH MiJ Yac irpoBoi dasu.

JIns BU3HAYEHHS TMO3UIIOHYBaHHS NpoekTy «Haromyit ymoOnenus!» 0yio

MIPOBEJICHO aHaJi3 ICHYIOUHUX 1TOp, SIKI BUKOPHUCTOBYIOTh CX0K1 MEXAHIKH.

Tabmumg 1.1
[TopiBHSATBHUMN aHATI3 ITOP-aHAIOTIB
.. | Super Smash | TowerFall | Terraria «Haronyu
Kpurepiii .
Bros. Ascension | (PvP) yaro0aeHIs
2D
2D Apesa- 2D PvP HicquI/Iuﬂ, 2D PvP Apena,
. ApeHa, Action- [Tnardopmep 3
Kanp (baiTuHr,
[Tnatdpopm | RPG, eJIeMEHTaMHU
[TnaTdopmep )
ep-uryTep [TnaTtdopme | OymiBHUIITBA
p
3an :
FHHHTH HaGpatu  Oinbiie
cst
Buburtu . 040K 3a
) OCTaHHIM 3HUIIECHHS
CYTIEpHUKIB 3aXOTUICHHS
Merta rpu . | )KUBUM, CyTepHHKA
3a MEXI1 KOHTPOJIbHUX
BOMBaround | (THYYKO)
apeHu . TOYOK (MHCOK 3
CYTEepHHUKI ,
17Ke10)
B
KimouoBi | 2D 2D 2D 2D nnatgopMiHr,
MexaHiku | Toiatrgopmin | mnatdopmi | margopmi | cTpiibda
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.. | Super Smash | TowerFall | Terraria «Haronyi
Kpurepiit :
Bros. Ascension | (PvP) yroOIeHIIs
I, YHIKaJdbHI | HT, IBUAKI | HT, CHaps1aMHu,
aTaku pyXxH, KpadTHHT, 3aXOTUICHHS TOYOK.
nepcoHaxiB, | cTpinbba 3 | 30ip
MPEIMETH, JyKa, pecypcis,
IUTH, nigoupana | 601 (30pos,
YXUJICHHS. s CTpUI, | Maris),
YXWJICHHS. | JIOCHIIKEH
HSl.
Hyxe
: rooKa, Ob6mexeHa
Biacytasa
: OCHOBHA TaKTUYHOIO (Da30r0
Cucrema | (OKpiM :
: : MexaHiKa. nepes  payHJIIoM,
OyIIBHUII | OKPEMOTO BincyTtus )
byniBHMIITB | cTBOpeHHS
TBa penakropa :
. 03 OJIOKIBY | TUMYaCOBUX
PIBHIB)
peanbHOMy | TIAT(OPM.
yaci.
. IToBHE
PylinyBanns .
. pyiiHYBaHH .
TuM4acoBux | PyitHyBan i PyiinyBanHs1 e
PyiiHyBaH | SIIUKIB  Ta | HA SIIUKIB matgpopm
yHiy t o nanamadrty bopm,
HS TESKIX 31 Gy CTBOPECHHX
€JIEMEHTIB ckapbamu. 4 IpaBISIMU.
SAKUX
apeHu.
CIOpYA.

AHani3 nokasye, o npototun «Haromayit ymoOienis!» 3aiimae yHIKaIbHY

HILIY, MOENHYOUM BUAKANA TeMil PvP apenu 3 TaktnuHoo (a3or0 OyAiBHULITBA Ta

METO0, OPIEHTOBAHOI Ha 3aXOIUICHHS TOYOK, IO € PIAKICHOIO KOMOIHAIIIED B

IIbOMY >KaHpi.

1.3. Anani3 uiiaboBoi ayauTOpii Ta BUOIp TEMATUKU MPOEKTY

Bubip remaTtuku € ko4oBUM (GaKkTOpOM, 10 BU3HAYAE TTPUBAOIUBICTD TPH.

byno oGpaHo jierky, ryMOPUCTUYHY TEMaTUKY MPOTUCTOSHHS JOMAIIHIX TBapUH
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(koTa Ta cobaku) 3a 1KYy.

OOGrpyHTYBaHHS BUOOPY TEMATHUKHU:

1. Hlupoka Bmi3HaBaHiCTh: Tema IOMaIIHIX TBApUH € YHIBEPCAIBHOIO Ta
BUKJIMKA€E TO3UTUBHI eMolii. KmacuyHe mpoTucTosHHS "KIT MpoTH cobaku" €
MOIMUPEHUM KYJIBTYPHUM TPOIIOM.

2. HenacunbHUIIbKUN KOH(DIIKT: 3MaraHHs 3a 1Ky (3aXOIUIEHHS MHUCOK)
3aMICTh TpsAMOi arpecii poOUTh Tpy NPUAATHOIO I IIMPIIOI  ayJUTOPIi,
BKJItOUatouu cim'l Ta giteil. Ctpinnp0a agantoBaHa Mij KHIAaHHS irpalikamMu.

3. Bizyansnauit norenmian: Tema BiIKpUBa€E MPOCTIP JJIsi CTBOPEHHS MUJIUX
nepcoHaxiB. OOpanuii mikcenb-apt [14] ctuiib 100pe nmacye 10 1€l TEMATHKHU.

[imeoBa ayauTopis: BpaxoByrouum TeMaTUKy Ta MEXaHIKH, L1JIBOBOIO
ayJIMTOPIEIO TPH €:

e Kagyanbni rpaBmi: [liHyloTb mnpocTuil relMIUIe Ta NpPUEMHY
atMmocdepy.

e  CiM'i Ta mitu: [IpuBaOt0€ HEHACUIILHULIBKUM XapaKTep Irpu.

o  [llanyBanbHUKHU JOKATLHOTO MYJIBTHILICEDY.

Xoua oOpaHa TemaTHMKa MOXE HE 3allKaBUTHU TPaBIIB, L0 MIYKAIOTh

cknagaux PvP 3marans, 115 npoToTtuiy Takuii POKyC € BUTIPABIAHUM.

1.4. TlocranoBKa 3a7a4i Ta MPOEKTYBAHHS ITPOBOTO IUKITY

3aiaya nojsira€ y CTBOPEHHI I'PH 3 UITKUM irpoBUM IUKII0M (gameplay loop),
KepOBaHMM cTaHamH. J[7s KepyBaHHs cTaHamMu Tpu Oyina oOpaHa apXiTEKTypa
MamuHu ckiHueHHuX crtaHiB (Finite State Machine) [13], sika € cTangapTHUM
naTepHoM B po3poOii irop [6]. Lle#t migxim m03BOJIIE YHUKHYTH HaJAMIPHO1
CKJIQJJHOCTI YMOBHHUX OIEPATOPIB Ta YITKO PO3IAUIMTH JIOTIKY JIJISi KOXKHOTO CTaHy

IpH.
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TONOBHE MEHK
(MENU)

=

HatuchyTo Tlouatw rpy’
{knik namLwi)

DA3A BYOAIBHULITBA
(BUILD_PHASE)

Taimep BygienuyTea = 0 HatmchHyto ESC
{buildTimeRemaining <= 0) (e GamePanel exitGame())
ITPOBA ®A3A

(PLAY_PHASE)

Ta@mep payngy =0
(playTimeRemaining <= 0}

KIHELLb MPU
(GAME_OVER)

Puc. 1.1 — Jliarpama cTaHiB irpOBOTr0 LUKy

dopmaizaiiisi BAMOT JI0 IPOTPAMHOTO MPOIYKTY:

®yukuioHanbHi BuMoru (FR):

. (FR 1) Cucrema moBuHHa BijIoOpakaTH TOJIOBHE MEHIO 3 KHoNKaMu "[logaTu
rpy" Ta "Buiit".

. (FR 2) I'pa noBuHHa MaTu ¢azy Oy1IBHUIITBA, OOMEXeEHY 15 ceKyHaamH.

. (FR 3) ¥V ¢a3i OyniBHUIITBA TPaBIll IOBUHHI MaTH MOXJIMBICTh CTBOPIOBATH,
nepeMillyBaTH Ta nopepraT "mpumapHy' miargopmy Ha 90 rpamycis.

. (FR 4) ITnatdopmu, cTBOpEHI rpaBLSIMH, IOBUHHI OyTH pyHHIBHUMH.

. (FR 5) I'pa noBuHHa MaTH irpoBy ¢azy, oOMexeHy 45 ceKyHaamH.

. (FR 6) I'paBui moBUHHI MaTH MOXJIMBICTH pyXaTHCh (BJIIBO, BIIPaBO) Ta
cTpuoOaTH.

. (FR 7) I'paB11i NOBMHHI MaTH MOJIMBICTh CTPUISATH CHApsIIaMHU.
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8. (FR 8) CHapsimu moBUHHI pyHHYBaTH 1aTOpPMHU IPABIIIB.

9. (FR 9) I'paBiii MoBHHHI MaTH MOXJIMBICTh 3aXOIUTIOBATH KOHTPOJIbHI TOUYKHU
IPU KOHTAKTI.

10.(FR 10) Cucrema moBMHHA HApaXxOBYBAaTH OYKH 32 Yac YTPUMaHHS TOUOK.

11.(FR 11) I'pa moBunHa BigoOpakatn HUD 3 paxyHKoM Ta TaiiMepoMm.

12.(FR 12) I'pa noBunna nepexoautu y crai GAME OVER micns 3aBepiiieHHs
TaiiMepa irpoBoi (asu.

13.(FR 13) Cucrema moBrMHHA BiI0Opa)kaTh €KpaH MEPEMOKIIS Ha OCHOBI OUYOK.

14.(FR 14) I'paBers MOBUHEH MaTU MOKJIMBICTh BUMTH 3 TpU Yepe3 MEHIO abo
HatuckanHam ESC.
Hedynkuionansni Bumoru (NFR):

1. (NFR 1) I'pa noBuHHa MiATPUMYBATH JABOX T'PABI[IB OJJHOYACHO 3a OJHIEIO
KJIaB1aTypoIo.

2. (NFR 2) I'pa moBHMHHA MpalfoBaTH 3 YaCTOTOI OHOBJIEHHS He MeHIe 60
KaJIpiB Ha ceKyHy (BrpoBamkeHo 120 FPS).

3. (NFR 3) YmpaBninHs nepcoHa)xeM MOBUHHO OyTH "BII3UBUUBUM" (BUPILIEHO
yepes "Coyote Time", "Jump Buffering").

4. (NFR 4) I'padiuHi pecypcH MarwTh 3aBaHTa)KyBaTHCS €(EKTHUBHO, 0e€3
MOBTOPHOTO YMTAHHS 3 AUCKA ITiJ 4ac TPH.

5. (NFR 5) Kox mae Oytu Hanmcanuii Mmoo Java 21 Ta BUKOpHUCTOBYBaTH
BUKJTIOUHO 010110TeKu Swing/AWT.

6. (NFR 6) Kox mae O6ytu ctpykrypoBanuii BianoimHo jo npunnumis OOII,
DRY[8] ta KISS[9].
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PO3/ILI 2
TEXHOJIOTTi TA APXITEKTYPA [TPOCKTY

2.1. OOrpyHTyBaHHS BHOOPY TEXHOJIOTIYHOTO CTEKY

s peanizanii npoekty «Haroayit ymroonenis!y» O0yino oOpaHo HACTYIHUIN
CTEK TexHoJIoTii: Java 21 Tta Java Swing.

Mosga nporpamysanHs: Java (Bepcis 21) [1] Bubip Java sk ocHOBHOiI MOBU
OyB 3yMOBJICHUH 11 KJIIOUOBUMU TIEPEBAraMu:

1. O06'extHo-opienToBanui miaxia: OOII [3] € dyHIamMeHTOM MOBH, IO
JTIO3BOJIMJIO CIIPOEKTYBATH YUCTY apXITEKTypy TpH, Je KoxkeH eneMmeHT (I'paserrs,
[Inatpopma, CHapsig) € OKpeMUM KJIacoM 31 CBOIMHU JaHMMH Ta IOBEIIHKOIO
(1HKarCyIsIis).

2. IlnardpopmoHe3anexHICTh: 3aBIASKH BIpTyalibHIM MamuHi  Java
(JVM)[16], ckomninboBaHUil KOA MOKe mpaiftoBatu Ha Oynb-sakiit OC (Windows,
macOS, Linux) 6e3 moaudikariii.

3. barara crangaptaa 6i0miotexka (JDK): Hamae moTyxHi BOyIOBaHi
IHCTPYMEHTH Ji1 poOOTHM 3 KoJeKIisiMu (java.util), BBeIEHHSM/BUBEICHHIM
(Java.io) Ta rpadikoro (java.awt, javax.swing).

4.  CyuacHi MmoxJiuBocTi (Java 21): Bukopuctanus aktyanbHoi LTS (Long-
Term Support) [17] Bepcii Java Hagae moctym n0 cydacHuX ontumizariit JVM Ta
CUHTaKCUYHUX MoKpamieHb. Lle Takox 3aknagae (yHaamMeHT sl MaiOyTHIX
PO3IIMPEHDb, HATPUKJIAJ, BAKOPUCTAHHS BIPTYaJIbHUX NTOTOKIB Project Loom [5] st
peaizallii MepexeBOT0 MYJIbTUILICEDY.

biomoreka Swing [9], oOpana s JaHOrO TIPOEKTY, Oa3zyeTbcs Ha
apxitektypi "Model-View-Controller" (MVC), ane 31 cnpoIeHOH peani3aiicro
(Model-Delegate). KirouoBoto oco0muBicTIO SWing € Te, 10 BCi il KOMIIOHEHTH €

"nerkoBarumu" (lightweight). [le o3Haudae, 1110 BOHU MaJlOIOThCS 3acobamu Java Ha



23

CIIJILHOMY MOJIOTHI (BiKH1), HE BHKOPHCTOBYIOYM HATUBHUX BIKOH OIepaIiitHol
CUCTEMHU JJI KOKHOTO efieMeHTa. Pennepunr y Swing BiiOyBaeThCs IEPEBAXKHO 3a
nonomororo CPU (Central Processing Unit) yepe3 API Java 2D. Xoua cyuacHi
peanizaiiii JVM HamararoTbcsi BAKOPUCTOBYBATH arapatHe npuckopenHs (Direct3D
Ha Windows a6o OpenGL nHa Linux/macOS) mis neskux omepariiid (HampuKIa,
KoIitoBaHHs OydepiB 300pakeHb), OCHOBHA JIOT1Ka BIJIMAJIbOBKU CKJIAJIHMX CIIEH
3aMIIAEThCsl  mporpamHoro. Ile  cTBoproe  meBHI  OOMEXEHHS IS
BHUCOKOMPOAYKTUBHUX 1rOp 3 BEJIMKOI KUIBKICTIO YacTHHOK abo CKJIaJHOI0
reoMeTpi€r0, MpoTe A TailioBoro 2D-mmardopmepa NpOAYKTUBHICTD € IUIKOM
JNOCTaTHbOI. KpUTHUHHUM acreKToM apXiTeKTypH Swing € OJHOMOTOYHICTh. Bci
orepauii 3 MaJllOBaHHA Ta OOpOOKM Mol B1AOYBAaIOTHCSA B €JUHOMY IMOTOLIl —
Event Dispatch Thread (EDT). Ile Bumarae Big po3poOHUKa CyBOPOI JUCIUTUIIHU:
Oynp-siki "Baxki" oO4YMCIEHHS MarOTh OyTH BUHeceHl B okpemi motoku (Worker
Threads), inakme iHTepdeiic rpu "3aBucHe". Y po3poOIEHOMY MPOEKTI IO
npo0JieMy BHUPIIICHO IUITXOM ONTHUMI3allii IrpOBOT0O IIUKITY, J€ OHOBJICHHS JIOT1KU
Ta PEHJEPHUHT HE EPEBUILYIOTh YACOBHI CIIOT y 8 Mc. Bubip Swing s Bizyanizauii
OyB MparMaTUYHUM PIIIEHHSM JJIs1 TPOTOTUITYBAHHS :

1. BoynoBana y JDK: Swing € yacTUHOIO CTaHAApTHOI O10J1I0TEKH, L0
BUKJIFOYA€ HEOOX1IHICTh HAJIAIITYBaHHS CTOPOHHIX 3aJIEKHOCTEH.

2. JlocrarHii  ¢yskmionan g 2D: Hamae Bech  HeoOXxigHUM
iHcTpymeHTapiid: JFrame (BikHO), JPanel (monotno), Timer (irpoBuil mHuKI),
Graphics2D (mamtoBanns), KeyListener (BBenenns) ta JOptionPane (mianorn).

3. IloBHuii koHTpoab: Ha BiAMIHY BijA IrpOBUX pyIIiiB, SWing 103BOJsE
MOBHICTIO KOHTPOJIOBATH IMKI MammtoBaHHs (paintComponent) Ta OHOBJIEHHS
(actionPerformed), o OyJ10 otHI€O 3 MM MPAKTUKH.

[TopiBHsIBHUN aHaMI3 aJbTEPHATHMBHUX TexHojorii Bubip Swing OyB

3po0JIeHMI MICTsS aHaJi3y aIbTePHATUB.
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Taomug 2.1
[TopiBHSIBHUIN aHAII3 TEXHOJIOTIH
Kpurepiit Java Swing JavaFX LibGDX
Hwusbka. ['padika
pad Bucoka / Jlyxe
MaJIOETHCS
BHCOKA.
MIEPEBAKHO Cepenns / Bucoka. L
[loBHOINHHUN
CUJIaMU CPU. | CyuacHa OB it
. | AmapatHe 0i0moTeka, IO P PYHIIH,
[TponykTrBHI 10 Mpauroe
MIPUCKOPCHHS BUKOPHUCTOBYE
oTb BIJICYTHE abo | amapaTHe Ocsmocepeiro 3
(AnapatHe Y P [OpenGL] [14] /
Iy’)Ke OOMEXeHe, | MPUCKOPEHHS
MPUCKOPEHHS . WebGL.
11(0) moxe | (DirectX, .
) CrBOpeHuit
npuzBoauT 70 | OpenGL). obpe .
: . CrieliajibHO  JJIA
naaigHg FPS npu | miaxoauts mis 2D- | .
o : irop, 3a0e3mneuye
BEJIUKIN rpadiku Ta Ul.
) : MaKCHUMAaJTbHY
KUIbROCT MPOAYKTHUBHICTB3
00'eKTiB. pory '
Bucoxuii. Ile
Husbkuit. [Ipocta | Cepenniid. MOBHOIIHHUI
UIsl  po3yMiHHs, | Bumarae BuBueHHs | (peidMBOpK 31
AKIIO BU 3HAETE | HOBOI ApXITEKTypHU | CBOIM API,
Java. IrpoBuii | (Scene Graph) Ta | cuctemoro
Tobir nukia (Timer) Ta | migXo[iB IO | 3aBaHTaKCHHSI
P MaJTFOBaHHSI MaJIlOBaHHS. aceTiB,
BXOJKCHHS . .
(paintComponent | IrpoBuit LUK | KEpPYBaHHSIM
)  peami3yrOTbCS | MEHII OYCBUIHUN | CTaHAMH Ta
BPYUYHy, 10 Ja€ | (BUKOPUCTOBYETHC | JKUTTEBUM
IMOBHUU s nukiaoM. Bumarae
KOHTPOJIb. AnimationTimer). | 3HauHOTO yacy Ha
BUBYCHHSI.
Bincytnii.  VYci | bazoBuii. Mictuth | [loBHOIIHHUI.
MEXaHIKH KJIacH JUid IpocTux | Mae BCE
: (pi13uka, aHiMarin HEOOX1/IHE 1St
HasBHicTb . . .. . .
. aHIMallis, (Transition), Memia | po3poOKu  1rop:
irpoBoro API . R
3iTkHeHHA, 3BYK) | (AudioClip), ame | 2D/3D pennepumr,
NOTP1OHO He Mae BOynoBaHoi | API nns copaiiTis,
peamizoByBatd 3 | (pizuku 9u | ayJlOCHCTEMY,
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Kputepiit Java Swing JavaFX LibGDX
HYJIA, CUCTEMHU 00poOKy  BBOAY,
BUKOPUCTOBYIOYH | KEpyBaHHS IHTErpaIriio 3
0a30BI1 cpaiitamu. (I3UYHUM pyLIIEM
THCTPYMEHTH (Box2D).
AWT/Swing.
Tak. € BenHKOIO
CTOPOHHBOIO
Tak. 3 uacie Java | - o HCTO:
Koauux. Bumarae
11, JavaFX He
BoynoBana y HaJalITyBaHHS

CTaHJApTHUU BXOMUTD J10 CIaily OPOEKT yepes
P JDK i wmae | 'POSKTY p

JDK, j11(0) BJIACHUM

3aJIe)KHOCTI MIIKIIIOYaTHCS  SIK

3a0e3neuye IHCTpyMeHT — gdx-

MaKCHUMaJbHY Hipema - CTOPOHHA setup.jar TUTSE

IPOCTOT Obmiorexa Ke ﬁaHH;I

gz;ro T;IHHH (HanpuKnan, uepes 6i615)J¥i0TeKaMH il

pO3TOp ' Maven/Gradle). . A
pi3HI TIaT@opMu
(Desktop,
Android).

e IrpoBi pymii (Unity, Godot): Hamarote rotoBi (izuuni pymii Ta
penakTopu, ajie BUMararoTh BUBYeHHS HOBUX MOB (C#, GDScript) 1 npuxoBy10Th
peaizaiiiro 6a30BUX aNTOPUTMIB.

e JavaFX: Cyuacnima 6i6moTreka 3 anapaTHuM npuckopenssm [11]. Ha
BiIMIHY BiI Swing, JavaFX BukopuctoBye rpad cuenn (Scene Graph) —
lepapXiyHy CTPYKTYpy OO'€KTIB, SIKa TOBHICTIO BiJOKpeMJIEHa BIJ MEXaHi3My
pennepunry. Pennmepunr y JavaFX BukoHyeTbcs okpeMuM moTokom (Prism
Renderer), sxuii akTUBHO BHKOPHUCTOBYE arapaTHE MNPUCKOPEHHS rpadidyHOTO
npoiecopa (GPU). Lle 3abe3nedye 3HAYHO BUIILY TPOYKTUBHICTH JIJIsI aHIMAIliil Ta
edextiB mpozopocti. [Ipote, JavaFX mae Bumuii mopir BXO/)KEHHSI Ta BUMarae
MIIKITIOUYEHHS 30BHIMHIX MoaymiB (mouynHatoun 3 JDK 11), mo yckimamgHioe

HaJlalllTyBaHHA CEPCAOBUIINA AJISI IMOYATKOBOI'O IIPOTOTHITYBAHHS HOpiBHHHO 3
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Swing.

e LibGDX/LWIJGL: BucokonpoaykTuBHI irpoBi 610J10Te€KH, 1110 HAAAIOTh
npsimuit foctyn g0 OpenGL [10]. Bynu BinkuHyTI 4Yepe3 3HAUHO BHUIIHUN TMOPIT
BXOJ/DKEHHSI Ta CKJIAQJHICTh HaJaIITyBaHHS, 10 € HAJIMIIKOBUM JJIsi IOTOYHOTIO
npoekty. LibGDX — wne He mpocto rpadiuna 06i0igi0TeKa, a MOBHOIIHHUN
bpeitMBODPK, 110 Haga€ HU3bKOpiBHEBUH HocTyn A0 OpenGL (uepes merky ooropTKy
LWIGL). lle no3Bojise MOCATTH MaKCHUMAaJIbHOI MPOAYKTUBHOCTI, OCKUIBKH
pPO3pOOHHMK MOXKE€ KEpyBaTH TEOMETpi€lo, IMieiiepaMu Ta  TEKCTypaMu
Oe3nocepeHb0 B maM'ari BigeokaptH. OnHak apxitektypa LibGDX Bumarae
KEpYBaHHsSI JKUTTEBUM LUKIOM Jonatky (create, render, dispose), pydHOro
YOPABIIHHA MaM'sITTIO JJIs1 HATUBHUX PECYPCIB Ta PO3YMIHHSI IPUHIUIIB poOOTH
rpadiuHoro kouBeepa. [ 3a1aul CTBOpEHHS 3 POKYCOM Ha ITpOBI MEXaHIKH, a HE
Ha rpadivHi TEXHOJIOT1], TAKUI PIBEHb CKIATHOCTI OyJIO BU3HAHO HAJIUIIKOBUM.

Takum unHOM, cTek Java + Swing € onTUMaNbHUM 0aIaHCOM M1k IPOCTOTOIO

peaizallii Ta MOXJIUBICTIO TIIMOOKOTO KOHTPOJIIO HAJl IPOBOIO JIOTIKOIO.

2.2. HanamryBaHHs cepefioBuina Ta Bukopucrani API

Po3pobka Benacs y Intelli] IDEA Community Edition [18], moTyxHOMY
oeskomtoBHoMy IDE. I'padiuni pecypcu 3aBaHTa)KyBaigucs 3 nopraiy itch.io [19].

[IpoekT BUKOpUCTOBYE BUKIIOYHO cTaHaapTHi API JDK:

e javax.swing (GUI): JFrame, JPanel, Timer, Imagelcon, JOptionPane.

e java.awt (I'padika): Graphics2D (mns mamoBanHs 3 ipo3opicTtio), Color,
Font, BufferedImage (s animarii), Rectangle (1151 3iTKHEHBD ).

e java.awtevent (Bmemenns): KeyListener, MouseListener, KeyEvent
(mms getKeyCode Ta getKeylLocation).

e  javax.imageio.ImagelO: ImagelO.read() ans 3aBaHTaKEHHS CHPANT-

CMYT.
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java.util (Konexkmii): ArrayList, HashSet (mms "Stateful Input"), Iterator

(s 6e3meyHOro BUIAJICHHs 00'€KTIB 3 ITUKITY ).

2.3. ApxiTeKkTypa IpOorpaMHOro MpPOEKTY Ta CTPYKTypa KIIaciB

[Ipoext mobymoBanuit 3a mpuuiunamu OOIIl [3] 3 4iTKUM PO3MOALIOM

BiJnoBiainbHOCTI (Single Responsibility Principle).

GamePanel
+ player1: Player
+ player2: Player
- platforms: List Platform
- projectiles: List Projectile
-1 . capturePoints: List CapturePoint
- inputHandler: InputHandler
- menu: Menu
+ updateGame()
+ handlelnput()
+ drawScene()

7 0 [
sonogie MiTUTE BUKOPMCTOBYE BUKOPMCTOBYE
Player
- x: double, y: double CapturePoint
- velocityX: double X v size InputHandler Menu
- currentAnimation: Animation ! % q -
I ghostPlatform: Platform e - owner: Ownership + keyPressed() + startButton: Rectangle
. + draw() + keyRel d() + exitButton: Rectangle
++u§rdaav§())() + getBounds(): Rectangle + mousePressed() + draw()
+ shoot(): Projectile pacolGnnerGwnesiin)
+ togglePlacePlatform()

1.

yTpHmMye BYKOpUCTOBYE cTROpIOE BMKOPMCTOBYE

Projectile

Platform Animation

- x: double, y: double

- X, y, width, height
- type: PlatformType

- frames: Bufferedimage]]
- currentFrame: int

+ draw()
+ getBounds(): Rectangle
+ isDestructible(): boolean

- delay: long

- velocityX: double
- sprite: Image

Enum Ownership
- NEUTRAL
- PLAYER 1

+ update()
+ getCurrentFrame(): Image

EMKOPUCTOEYE

Enum PlatformType
- WORLD
- PLAYER_BUILT

+ update()
+ draw()

+ getBounds(): Rectangle

- PLAYER_2

Puc. 2.1 — UML-giarpamMa 0CHOBHUX KJIACiB MIPOEKTY

OCHOBHI KJ1acH Ta TXHS BIIIIOBIIAJILHICTE:

Main: Touka Bxoxy, ctBoptoe JFrame Ta GamePanel.

GamePanel: "{upurent" rpu. Ycnaakoye JPanel. MictuTh irpoBuii

nuki (Timer) Ta ronoBHuil switch mo GameState. Kepye cnuckamu 00'e€KTiB.

Henerye o0po6ky BBoy InputHandler, aje cam MicTUTB JIOTIKY peakxiiii Ha BBiJ.

Player: Inkamncynioe BClO JIOTIKY MepcoHaxka. Biamoizmae 3a BlacHY
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¢i3uky (update), animariro (loadAnimations), mamoBanas (draw), ta aii (shoot,
togglePlacePlatform).

e  Platform, Projectile, CapturePoint: Knacu-mozaeni. 30epiratote CBii
CTaH Ta peali3yloTh BJIACHY JIOTIKY MatoBaHHs (draw).

e  Animation: JIomoMDKHUI KJac, IO KEepye JIOTIKOI 3MIHM KaJpiB
agiMari.

e InputHandler: € nuanii kiac 1151 06poOKku BBOY (MHIIIA + KiIaBiaTypa).

e LevelLoader: Ytumitapuuii Kjac i 3aBaHTaXEHHS PIBHSA 3 .txt daiimy.

° Menu: Bianosigae BUKIIIOYHO 32 MaJIFOBAHHS T'OJIOBHOT'O MEHIO.

3acTOCOBaHI NMaTePHU MPOEKTYBAHHS: APXITEKTypa MPOEKTY CHHUPAETHCA Ha
KiJIbKa GyHIaMEHTAIbHUX MATEPHIB MPOEKTYBaHH: [12]:

e  State (Cran) [13]: KnrouoBuil marepH AJii KEpyBaHHS I'pOr0. 3aMiCTh
Benukux if-else koHCTpykwiii, sorika rpu (B updateGame Ta drawScene)
JIETIETY€EThCS 3QJIEKHO BiJ MOTOYHOro cTtaHy (currentState tumy GameState). Le
pOOUTH KO YHCTHUM, JIETKO KEPOBAHUM Ta PO3MIMPIOBAHUM (HAIIp., JJI T0JaBaHHS
ctany PAUSED). V KOHTEKCTI I'pu 1€l MarepH peani3oBaHO sl KepyBaHHA
rnobanbHuMH (azamu irpoBoro nporecy. Kinac GamePanel gie sik "Konrekct", a
enum GameState BuszHayae wMoxnauBi cranu (MENU, BUILD PHASE,
PLAY PHASE, GAME OVER). Ile n03BONMJIO YHUKHYTH BUKOPHCTAHHS
IPOMI3IKUX KOHCTPYKIIiH if-else Ta yncieHHux OyieBUX MpPAropIiB (HAMPUKIA,
isGameRunning, isMenuOpen). 3amicte 1poro, meroa updateGame() generye
BUKOHAHHS KOHKPETHOI JIOTIKM 3aJIe’)KHO BIJ TIOTOYHOTO 3HAYECHHS 3MIHHOI
currentState. Takuil TiaxXia 103BOJISIE JIETKO J0JaBAaTH HOBI PEeKUMHU (HAIIPUKIIA],
"[Tay3a" a6o "Mara3un"), npocTo A0JaBIIM HOBUM €EMEHT B enum Ta BIJMOBIIHY
riiky B switch-Bupas.

e  Factory Method (®abpuunuii meton) [12]: YV chnpomeHoMy BHTISI
3acTocoBaHuil y kiaci Player. Meron shoot() € "dadbpuxoro" nis 06'extiB Projectile.

BiH iHKamCyI0€ JOTIKy CTBOPEHHS CHAps/la, BUSHAYAIOUH HOTO CTApTOBY MO3HIIIIO,
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IIBUJIKICTh Ta CIIPalT 3aJIeKHO B TUITy rpaBis. Lle Bimokpemittoe kiac Player Bin
KOHKpeTHO1 peamizaiii Projectile. Ileii maTepH 3acTocoBaHO IS 1HKAmCYJISIT
JOTIKA CTBOPEHHSI ITpOBUX OO0'€KTIB, 30KpeMa CHapsAiB. 3aMmicTh TOro, 100
GamePanel camocTiitHO cTBOproBaB 00'exkT Projectile, Bu3Hayaroum ioro
KOOpAMHATHU Ta THI, BiH 3anuTye e y rpasisi. Kiac Player camocTiiino po3paxoBye
MOYATKOBY TO3MINI0 CHapsaa (BIIHOCHO CBOTO IICHTPY Ta HAMPSMKY TOTIIATY),
oOupae BIJMOBIIHUM CIIPANWT Ta MOBEPTAE TOTOBHUM 00'eKT. Lle 3MeHIIye 3B'SI3HICTh
koxy (coupling): GamePanel He moTpeOye 3HaTH AeTali peaiizaiii MoCTpiTy, BiH
JUIIIE onepye abCTpakTHUM NOHSTTIM Projectile.

e Observer (Cmocrepirau) [21]: bi6mioteka Swing 1HTEHCHBHO
BUKOPUCTOBY€E 1€l marepH s OoOpoOKM moaiid, 1 BiH OyB I1HTErpOBaHUN B
apxitektypy rpu. Knac InputHandler Buctynae sik "Crnoctepirau" (Observer) Ha
NoJii KJaBlaTypH Ta MMIII, sKI reHepye BiKHO rpu (Subject). OnHak, cTanmapTHa
peamnizariiss Observer y Swing npaiitoe 3a npuniunom "push" (nmoais HaacumaeThes
B MOMEHT BUHUKHEHHS). JlJig moTped rpu (e BaXKIMBO 3HATH, YU YMPUMYEMbCA
KJIaBillla HATHCHYTOIO) Liei nmatepH Oyno moaudikoBano: InputHandler Hakonuuye
CTaH KJIaBIII y KOJIEKIIi Set, a iIrpoBUi IUKJI OMUTYE 11eH cTaH (polling) Ha KOKHOMY
kaapi. Lle riOpuaHMil miaXia, M0 MOEIHYE MOJIEBY MOJEIb Swing 3 moTpedamu

IrpOBOTO LIUMKJTY pPEajJIbHOrO Yacy.

2.4. Cucrema 3aBaHTaXXEHHS PIBHIB Ha OCHOBI (haiisiiB

OnHuM 3 KITIOYOBUX APXITEKTYPHUX PIIIEHb, IPUUHITUX HA pAHHBOMY €Tarl
MPOEKTYBAaHHS, OYyJIO BIIOKPEMJICHHSI TaHUX PIBHS (IU3aiiHy IrpOBOTO CBITY) Bij
IrpoBoi Joriku (pyurist rpu). byio BupimieHO BIAMOBHUTHCS BiJ '">KOpPCTKOro"
koayBaHHs (hard-coding) koopaunat miardgopm Oe3nocepeanno y koai GamePanel
Ha KOPHUCTh TUHAMIYHOTO 3aBAaHTAXEHHS PIBHS 3 30BHIIIHHOTO TEKCTOBOTO (hailiy.

Takuii migxig mae HU3KY (yHAaAMEHTAJIbHHMX MEpeBar, 10 BiANOBIAAIOThH
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MPUHIIMIIAM THYYKO1 PO3pOOKHU:

1. T'HyykicTh Ta MIBHJKE MPOTOTUIyBaHHS: J(u3aiiHep piBHIB (abo cam
pPO3pOOHHK) MOKE CTBOPIOBATH, TECTyBaTH Ta MOAM(IKYBAaTU JECATKH BapiaHTIB
IrPOBUX apeH, TMPOCTO peaaryyud TEeKCToBHM (daitn, 0e3 HeoOXiaHOCTI
MEPEKOMIIIIAIT BChOTO .java IPOEKTY.

2. Toxin BiamoigansHOCTI (Separation of Concerns): Lleit npunIUn [8]
peai3oBaHo MIJISIXOM BUHECEHHS JaHUX (P1BHS) B OKpeMui (haiii1, a JIOTiku (pyIiiif)
— B kiacu Java. GamePanel He 3Hae, kUil piBEeHb BiH 3aBaHTAXKYE, BiH JIUIIIC 3HAE,
5K MaJIIOBaTH 00'€KTHU 31 CIHCKIB.

3. MacmraboBaHicte: CHcTeMa IO3BOJISIE€ JIETKO J0JaBaTH HOBI THIIHA
00'eKTIB (HampUKJIaJ, UK, 0aTyTH), IPOCTO JOAABIIM HOBHM CUMBOJ y switch-
OTIepaTop 3aBaHTaKyBaua.

4. TIIpoctota: Bukopuctanus TekcToBoro (Qaiiny (.txt) € peanizaiiero
npuniuny KISS (Keep It Simple, Stupid) [9], ockinibku Takuii piBeHb MOXHA
NeperyisiaTu Ta pefaryBatu y Oyab-sSKOMY, HaBITh HAUIIPOCTIIIOMY, TEKCTOBOMY
peaaKkTopi.

Peanizanis monynst LevelLoader

Jns  peamizanii 1poro ¢GyHKIioOHaTY OYyJIO CTBOPEHO CHeIliali30BaHUMN
yrunitapauii k1ac LevelLoader. Moro eamHuM 3aBiaHHAM € YUTaHHS (ailly piBHS
Ta 3aIIOBHEHHSI CITUCKIB IrPOBUX 00'€KTIB, K1 oMy niepegae GamePanel.

PiBenn 30epiraerhcsi y TekctoBoMy haimi (mamp., levell.txt), me koxken
CUMBOJI TIpeACTaBisie oaHy irpoBy “mmtky”’. Posmip miei mutku (TILE SIZE)

BU3HAYCHO y LevelLoader SIK KOHCTaHTa (24x24 MKCeN).
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Puc. 2.2 — Ilpuknan daiiny kordiryparii piBus (levell.txt)

Ha Puc. 2.2 npogemMoHCTpOBaHO TEKCTOBUIA (haid, 1110 BUKOPUCTOBYETHCS JJISI
3aBaHTakeHHS irpoBoro piBHs. Lleit minxin, peamizoBanmii y kimaci LevelLoader,
JIO3BOJIIE THYYKO Ta WIBHJIKO CTBOPIOBATM HOBI apeHH O0e3 HeoOXIIHOCTI
MEePEKOMIIIISIIIT KO .

ITin yac 3aBanTaxkeHHus, meron LevelLoader.load() uurae ¢aitn psgok 3a

PSAIKOM Ta, HA OCHOBI KOKHOTO CMMBOJY (char), cTBOpIO€ BiJIMOBIIHUN 1TpOBUMA
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00'ekT y po3paxoBanux koopauHatax (worldX =x * TILE SIZE):
e . (xpanka): [lopoxHiit mpocTip, iIrHOPYETHCS.
e  #: CrBoproe HOBY Platform 3 Tunom PlatformType. WORLD.
e  C: CrBoproe HoBmit CapturePoint (mucky [26]).
e 1: Bcranommtoe ctapToBy mo3uilito s playerl.

e  2: BcTaHOBIIOE CTApPTOBY MO3UITIO 175 player2.

Puc. 2.3 — BizyanpHa peanizaiiisi piBHS B I'pi (CKPIHIIIOT irPOBOTO MPOIIECY)

Ha Puc. 2.3 nmokazano pesynbrar pobotu LevelLoader mix vac akTtuBHOI
irpoBoi ¢aszu. MoxxHa mobauuTH, Ik CUMBOJIU 3 (ainy KoHpirypaiii (moka3aHoro
Ha Puc. 2.2) Oynu TpanchopmoBaHi y Bi3yanbHi 00'€KTH:

e CumBomm # TEpEeTBOPWINCA HA CTaTH4YHI IIAaTGOPMH 31 CIpaiiToOM
nepesa (platform_wood.png) [25].

e  CumBomu C cTanv IHTEpAaKTUBHUMHU TOYKAMH 3aXOIJICHHS.

e  CumBomu | Ta 2 BU3HAYWIIM CTAPTOBI MO3MIIIT TpaBIIiB (KOTa Ta COOAKH).

Takuii mixia MOBHICTIO BITOKPEMITIOE IM3aiH PIBHIB BiJ IrPOBOI JIOTIKH, 1110

BIJIMTOBIIa€ IPUHIIMIIAM THYYKOT pO3pOOKH.
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[Iporec 3aBaHTaXeHHS 1HKAICYIHOBaHO Yy MeTo/ 11 load().

// (3 dbamny LevelLoader.java)
public class LevelLoader {

private final String filePath;

private final int TILE SIZE = 24; // Posmip omuoro "cumseosy"
PiBHA B nikcenax

public LevellLoader (String filePath) {
this.filePath = filePath;
}

public void load(List<Platform> platforms, List<CapturePoint>
capturePoints, Player pl, Player p2) {
platforms.clear () ;
capturePoints.clear () ;

try {
// 1. OTpuMaHHS pPecypcy SK IIOTOKY
InputStream is =
getClass () .getResourceAsStream(filePath);
if (is == null) {

System.err.println ("He Bmanocsa sHanTu bania piBHA:
" 4+ filePath);
return;
}
// 2. CrBopeHHa Oybhepm30BAHOTO uUMTaua
BufferedReader reader = new BufferedReader (new
InputStreamReader (is)) ;
String line;
int y = 0; // ToTouHa koopmmHaTa Y (HOMEp pamka)

// 3. UuTanHsa ¢anny pamok 3a paIOKOM
while ((line = reader.readLine()) != null) {
// 4. ITepallig Mmoo KOXHOMY CUMBOJIY B PAOKY
for (int x = 0; x < line.length(); xt++) {
char symbol = line.charAt (x);

// 5. TlepeTBOPEeHHS KOOPAOMHAT CI1TKM Ha CBiTOB1
KOOpOMHATHU

int worldX = x * TILE SIZE;

int worldY =y * TILE SIZE;

// 6. CrBopenHa 00'ekTiB Ha OCHOB1 CHMBOJY
switch (symbol) ({
case '#':
platforms.add (new Platform(worldX,
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worldY, TILE SIZE, TILE SIZE, PlatformType.WORLD)) ;

break;
case 'C':
capturePoints.add (new

CapturePoint (worldX, worldY)):;

break;

case '1l':
pl.x = worldX;
pl.y = worldY;
break;

case '2':
p2.x = worldX;
p2.y = worldY;
break;

}
y++;
}

reader.close () ;
} catch (Exception e) {
e.printStackTrace() ;

}

Jlictunr 2.1 — ®@parment koay LevelLoader.java (Meros 3aBaHTaKEHHS )

Amnani3 mictunry 2.1:

. Buxopucranns getClass().getResourceAsStream(filePath) € nalinaniiHimmm
criocoboM 3aBaHTaKeHHs pecypciB y Java. lle mo3Bonsie 3HaxoauTH Gaiin
levell.txt He3anmexHO BiA TOro, un 3amyckaeThes rpa 3 IDE, un sik rotoBwmii
Jar ¢aiin, 3a yMOBH, IO Malka res KOPEKTHO HajlalmToBaHa sk "Resources
Root".

. Bukopucrtanns BufferedReader € crangapTHuM Ta epeKTUBHUM CIIOCOOOM
YUTAHHS TEKCTOBUX (PaililiB PSIIOK 32 PSJIKOM.

. Bxnageni nukiu while ta for peanizyrots iTepaitito no n1soBuMipHiii citii (Y
Ta X).

. Pospaxynox worldX = x * TILE SIZE Tta worldY =y * TILE SIZE €
KIIOYOBUM MOMEHTOM, IO TpaHC(HOpMYyeE I1HIEKC CHMBOIY B TEKCTOBOMY

daiini (Hampukiag, X = 5) y pealbHy MIKCEIbHY KOOpAWHATY Ha €KpaHi
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(mamp., 5 * 24 = 120).

5. Omeparop switch(symbol) mie sx npocra "dabpuka" o00'exrtiB. Bin unrtae
cuMBoOI 1 Bupimye, skuii came 00'ekt (Platform, CapturePoint) moTpiOHO
CTBOPHUTH B IIMX KOOPJAMHATAX.

IaTerpaniss B GamePanel: 3aBanTa)kyBau BUKJIMKAETHCS OAUH pa3 y METOI1
GamePanel.resetGame(). Lle rapantye, 1o npu KO>KHOMY IMOBEPHEHHI B MEHIO Ta
MOYaTKy HOBOI I'pH piBeHb Oyjie "mepe3aBaHTaXEHO" 10 CBOTO TIOYATKOBOTO CTaHY

(Bci 3pyiHOBaHI MIATGOPMHU BiTHOBISATHCS).

// (3 dbamny GamePanel.java)
private void resetGame () {
// ... (CkuOmaHHa CTaHy T'pu, TalMepiB, OUOK) ...

playerl = new Player (0, 0, Color.CYAN);
player? new Player (0, 0, Color.MAGENTA);

// CrTBOpPIEMO 3aBaHTaxyBau Ta I[eperaeMo MoMy I[IOCUJIAHHS Ha
cnucky o6'exkTiB

LevelLoader loader = new LevellLoader ("/levell.txt"); // lnax
no oarnny B nanui res

loader.load(platforms, capturePoints, playerl, player?);

if (projectiles != null) {
projectiles.clear () ;

Jlictunr 2.2 — ®@parment koxy GamePanel.java (Buknuk 3aBanTa)kyBava)

Sx Bumno 3 Jlictunry 2.2, GamePanel nepenae cBoi crimcku platforms Ta
capturePoints, a Takox 00'ektu playerl Ta player2 6e3nocepentubo B metos load().
LevelLoader HamoBHIOE Il CHMCKM Ta 3MIHIOE KOOPJMHATH TPAaBIIB, IO €

e(peKTUBHUM CIIOCOOOM iHiIiami3alii irpoBoro CBiTy.

2.5. Pob6ota 3 rpadiuHEME pecypcamu
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VYci rpadiyHi pecypcu MPOEKTY pealizoBaHo y GpopMari .png i3 MIATPUMKOIO
MPO30pOCTi. IXHI PO3MipM ajanToBaHO Mij 06a30BHil PO3Mip irpoBOi KIITUHKH
(TILE_SIZE), mo cranoBuTh 24x24 miKcelNi, a TaKOX IiJ 3arajbHy PO3AUIBHY
3natHICTh ekpa”y 1920x1080. BaxiauBuMm apXiTEKTYpHHUM pIIIEHHSIM CTajo
PO3MEKyBaHHS Bi3yalbHOI Ta (PI3UYHOI CKIAJOBUX JJISI IEPCOHAXIB: MPU PO3MIpI
cripaiTiB 48x48 mikceniB, ixHi pizuani Mexi (hitbox) 3MeHIIeHo 10 26x42 miKceniB.
[le 103BONMIIO MOKPAIIUTH Bi3yajbHE CIPUMHATTS Ta 3a0€3MEeYUTH OLIbII TOUHY
00poOKy 31TKHEHb ITiJT 9ac TPH.

[Iporpamua peamizaiis 3aBaHTAKEHHS PECYpCiB 3AIMCHIOETBCS uepes
CTaHJapTHUMN MEXaH13M getClass().getResource(). st M1JIBUIIICHHS
MPOJYKTUBHOCTI 3aCTOCOBAHO OINTHMI3AIlI0 3a JIONOMOIOK CTaTUYHUX OJIOKIB
1HIIai3aii, Mo 03BOJISIE 3aBAHTAXKYBATH PECYPCH JIJIT MACOBUX OO'€KTIB (TaKHX
K CHapsaIu a00 TOYKH 3aXOIUICHHS ) JIMIIIE OJIMH Pa3, YHUKAIOUW 3aiBUX omepariii 3
aM'sITTIO.

Cucrema animarlii 6asyerbcsi Ha poOOTI Kjacy Animation, sSKUH Kepye
MepeMUKaHHIM KaJpiB, nipeacTaBieHux macuBoMm Bufferedlmage[]. @opmyBanHs
KaJpiB BiAOYyBa€TbCAd MIISXOM TMPOTPAMHOTO PO3pI3aHHS CHOPAUT-CMYTr 32
nonomororo Merony Bufferedlmage.getSubimage(). Oxpim Toro, s peanizarii
pyxy BiiBo (facingDirection = -1) BUKOpUCTaHO TEXHIYHHI MPUHOM 13 BiJl'€MHOIO
mpuHoto y metosi Graphics.drawlmage(), 1o epekTuBHO BiI3epKAIIOE CIIPANT
110 TOPU30HTAaNI 0€3 HEOOX1THOCTI CTBOPEHHS Ta 30€piraHHs 10AATKOBUX IpadiuHuX

daiimnis.
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PO3/ILI 3
KIHLEBA PEAJII3ALILS ITPOBUX MOJIYJIIB

Y 1mpoMy po3auil AETaJbHO ONKMCAHO TPOLEC MNPOrpaMHOi peanmizarii
KIIOYOBUX  (YHKIIOHAIbHUX  MonydiB rpu  «Haromyit  ymroOnenrs!y.
Po3rismaloTeCss BUKOPHCTaHI aQJITOPUTMH, CTPYKTYpH JaHMX Ta KOHKPETHI

dbparMeHTH Koy, 110 BiAMOBIAIOTh 32 BTUICHHS CIIPOEKTOBAHMX ITPOBUX MEXaHIK.

3.1. Peanizauis irpoBoro LMKy Ta YIPaBIIHHS CTAHAMH

SAnpom Oyab-sKO1 IHTEPAKTUBHOI MPOTpaMu, 0COOJIMBO TPH, € ITPOBUM ITHKIT
(Game Loop). Bin BiamoBimae 3a TMOCHIJOBHE OHOBJEHHS JIOTIKM TpU Ta
nepeMaliboBKy ekpany [4]. ¥ cepemoBuinl Java Swing, sike € OJHOMOTOYHUM Ta
kepyetbes noaisimu (Event-Driven), peanizaltist iIrpoBoro ukity yepe3 while(true) y
TOJIOBHOMY TOTOIl € HEMOXJIMBOIO, OCKUIbKU i€ 3a010Kye IToTik 0OpoOKu momii
(Event Dispatch Thread - EDT) [10].

Tomy, nmmsg KopekTHOI iHTerpamii 31 Swing, Oyino oOpaHO Kiac
javax.swing.Timer. BiH 103BoJile BUKOHYBATH KOJI IEPIOJUYHO, TAPAHTYIOUH, 1110
BC1 OHOBJIEHHS Jioriku (updateGame) Ta BHUKIMKKA TEepeMalbOBKU (repaint)

B110yBatoThcs Oe3neuno B EDT.

// (3 danny GamePanel.java)
public class GamePanel extends JPanel implements ActionListener {
private Timer timer;

public GamePanel () {
// ... (1lHW1 HaJjALTyBaHHA)
setFocusable (true); // KpUTUUHO BaAXIMBO IJIA OTPMMAHHSA MOH1M
KJIaBlaTypu

}

public void startGame () {
// HamamryBaHHg Ha ~120 xampiB Ha cekyuny (1000 / 120 =
8.33 mMc)
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timer = new Timer (1000 / 120, this);
timer.start () ;

}

@Override

public void actionPerformed (ActionEvent e) {
updateGame () ; // OHOBJIEHHS JIOT'ikM
repaint () ; // 3BanmT Ha [IepeMalibOBKY

Jlictuar 3.1 — ®parment koxy GamePanel.java (Inimiamizamist Ta 3amyck

TaiiMepa)

Ax nokazano B Jlictunry 3.1, wmac GamePanel peanizye inTepdetic
ActionListener. Moro mertox actionPerformed crae ceprieM irpoBoro mukiy, sSKuii
cipaiboBye KoxHI ~8.33 Mc (120 pasziB Ha cekyHnay). Lle 3a0e3mneuye BUCOKY
IJIaBHICTh IPU T4 KOPEKTHY pOOOTY B €KOCUCTEMI SWing.

KepyBanns jorikoro rpu peanizoBano uepe3 natepH State (Cran) [13]. Lei
naTepH A03Boyiie 00'exkTy (B Hamomy Bumaaky GamePanel) 3MiHoBaTH CBOMO
MOBEIIHKY 3aJIeKHO BiJl BHYTPIIIHBOIO cTany [6]. Byno ctBopeno enum GameState
(MENU, BUILD PHASE, PLAY PHASE, GAME OVER), sikuii iHKamcyJoe BCi

MOXJIMBI CTaHU TPH.
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[ONOBHE MEHK
(MENU)

=

HatucHyTo Tlouatw rpy’
(kK ML)

DASA BYOAIBHULITBA
(BUILD_PHASE)

Taimep BygieHuyTea = 0 Hatuchyto ESC
{buildTimeRemaining <= 0) (e GamePanel exitGame())
IPOBA ®A3A
(PLAY_PHASE)

Tafmep payngy =0
(playTimeRemaining <= 0}

KIHELb TPW
(GAME_OVER)

Puc. 3.1 — [liarpama craHiB rpu

OcHoBai Meromu updateGame() Ta drawScene() MictaTh switch
(currentState), 110 Jejerye BUKOHaAHHS KOy JIMIIE TiM JIOTII, SIKa € PEJICBAHTHOIO

JJIL IIOTOYHOI'O CTAHY.

// (3 damny GamePanel.java)
private void updateGame () {
handleInput(); // Obpobka BBOIY
final double DELTA TIME = 1.0 / 120.0;

switch (currentState) {

case MENU:
// Jlorikxa He OHOBJETLCHA
break;
case BUILD PHASE:
buildTimeRemaining -= DELTA TIME;
if (buildTimeRemaining <= 0) {
currentState = GameState.PLAY PHASE; // Ilepexin

cTaHy
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// ... (ouumenusa "npuMmapHUxX" IaTdopm)
}
break;
case PLAY PHASE:
playerl.update (platforms) ;
player2.update (platforms) ;
updateProjectiles() ;

updateCapturePoints () ;

updateScores (DELTA TIME) ;

playTimeRemaining -= DELTA TIME;

if (playTimeRemaining <= 0) {

currentState = GameState.GAME OVER; // Ilepexig

CTany

}

break;

case GAME OVER:
// Jlorika Tpu 3ynrHEeHa
break;

Jlictunr 3.2 — @parment koxy GamePanel.java (KepyBanHs ctaHamn)

Amnani3 Jlictunry 3.2 mokasye, Mo Takuil miaxij (BukopuctanHs Timer +
switch 3a ctanoM) € onTumanbHUM 111 Swing. Bin 3a0e3neuye 4iTkuil, KepoBaHUi
Ta 0e3MeYHMd IrpOBUM LIMKJI, A€ JIOTIKAa KOKHOTO CTaHy 130J1b0BaHa (HApUKIad, Y
MENU ta GAME OVER oHoOBieHHS irpoBUX O00'€KTiB HE BiOyBa€ThCs, IO

€KOHOMUTB PECYPCH).

3.2. Po3po6ka moyst 13Uk MEpCOHaKa Ta 31ITKHEHD

Peamizaniss nepekoHnuBoi ¢Gi3uku € sapoMm Oyab-skoro rmiatdgopmepa. Y
JaHii po6oTi G13udyHa MOoJIeNb OyJia peasli3oBaHa BpyuHY y kiaci Player.

OO6po6xka 3itkHeHb (Collision Detection): Jlns BusIBICHHS 31TKHEHb OYyJI0O
oOpaHO HalmomMpeHimui Ta HaumBuamud Metoa Ayt 2D-irop — AABB (Axis-
Aligned Bounding Box), a0 ochOBHpIBHSIHI 0OMEXyBasbHI MPSIMOKYTHUKH[7].
Koxen irpoBuit 00'ext (Player, Platform) mae meton getBounds(), mo moBeprae

java.awt.Rectangle, skuii ommcye #oro ¢i3uuni mexi (hitbox). 3iTkHeHHS
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peectpyeThest MeTosIoM Rectangle.intersects().

Jlns 3a0e3neueHHs cTabuIbHOI poOOTH (HI3UYHOTO PyIIIis OyI0 BIIMOBIECHO
BiJI M IXOIy MEPEBipKH 3ITKHEHD KOJIM HOBA MO3MIIis 00'€KTa MIEPEeBIpsSIETHCS BiApasy
mo 000x koopauHatax (X Ta Y). Takuil miaxia 4acTo MPHU3BOJUTH JI0 TTOMHJIOK
"3acTpsAraHHA" y KyTax OJIOKIB a00 HEKOPEKTHOTO BH3HAYCHHS CTOPOHU 31TKHCHHS
(HampuKIaJ, Tpa BBaXKAeE, 1110 EPCOHAXK BAAPUBCS 00 CTIHY, X0Ua BiH MPU3EMIIUBCS
Ha Kpai miatGopmm).

ANTOPUTM TpaIIoe y ABA IPOXOIN HA KOKHOMY KaJpi:

[Tpoxin o oci X (I'opuzoHTaIB):

e Jlo MOTOYHOT KOOPJAMHATH X JOJAETHCS BEKTOp MBUAKOCTI velocityX.

e Oppa3dy BUKOHYEThCS TIepeBipka Ha mepeTuH (intersects) 3 ycima
maT(popMaMu Ha PiBHI.

e VY pa3l BUABIEHHS KOJI3ll, CHCTeMa aHaji3y€ HanpsMOK pyxy. SKiuo
velocityX > 0 (pyx BIpaBo), rpaBellb "'BUIITOBXYETHCS'" BIIBO JI0 J1BOI MEXI
nepenkou (rect.x - player.width). Akmio velocityX < 0 (pyx BiiBO), rpaBelib
3MINIYETHCS JI0 MPABOT MEXKI1 MEPEIIKOTH.

o [lIBuaxicte velocityX mMoxe OyTu 0OHYyJIeHa (OMITIOHAIBHO), a0 30epexeHa
JUTsl €peKTy KOB3aHHSI.

[Tpoxin o oci Y (Beprukans):

o [licns BupilIEHHS BCIX TOPU3OHTAIBHUX KOHQIIKTIB, A0 KOOpAMHATH Y
JIOJAETHCS BEKTOP MBUAKOCTI velocityY.

e 3HOBY BUKOHY€TbHCS MEpPEBIpKa KOJII31H.

e Slxuro BusiBieHo nepetuH npu velocityY > 0 (magiHHs BHU3), LI TPAKTYETHCA
SK TIpu3eMJieHHs. ['paBerb CTaBUTHCS Ha BEPXHIO TpaHb ILIATHOpPMHU,
BEpTUKAJIbHA  IIBHJKICTh  OOHYJsi€ThCA, a  mpamopers onGround
BCTAHOBIIOEThCA B true. lle kpuTuyHMil MOMEHT It poOOTH MEXaHIKU
CTpHuOKa.

o Sfxmo nepetun npu velocityY < 0 (pyx Bropy), e crpubok. ['paBeilb
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MIIMMAETHCS 1O OCl Y JI0 MOMEHTY 3ITKHEHHS 3 IJIaT()OPMOIO, IICIS YOTo

IIBUJIKICTh CTa€ HYJIHOBOIO, IMITYIOUH YJap 1 Hij Ji€r0 “TpaBiTallii”’ rpaBellb

CIIyCKA€ThLCS Ha TUIATGOPMY 110 3HAXOAUTHCS HIDKYE.

Taxa mociJOBHICTh TapaHTYE, IO TPa 3aBXKIU MOKE OJTHO3HAYHO BU3HAYUTH,
3 IKOr0 OOKY B110YJIOCS 3ITKHEHHS, HaBITh SIKIIO I'PaBEellb PyXa€ThCs MO AlaroHali 3

BCJINKOIO HIBI/I,ZIKiCTIO.

JIns KopekTHOi 0OpOoOKHM peakilii Ha 31TKHEHHs Oyjia 3aCTOCOBaHa TEXHIKa

po3aineHHs ocel (axis separation).

HekopektHui nigxia (O6'eqHaHni pyx)

| MNouaTtok Kagpy |

A
1. 3acTocyeartu

velocityX TA velocityY

Y
(2, MNepeBipuTy in‘[ersects())

KopekTHuni nioxia (Po3nineHHs ocen)

MNouaTtok Kagpy l

Y
(1. 3acTocyeatu velocity)(j

Y
[ 2 lNepeBipMTH TOPU30HTANBHI 3ITKHEHHA )

\ 4 Y

3. BUpILWKUTY 3iTKHEHHA 3. Bunpasnti nosuuiio X,
- bup AKWO € 3iTKHEHHA

\ i

MOMMNKA:
HeMOXNUMBO BU3HAYWTH, 3ITKHEHHA
BIADYNOCA 200Ky UM 3BEPXY.
lNpu3BoAUTL A0 "3@NMNAHHA' B KyTax

Y
(4. 3acTocyeatu velocityY)

Y
[ 5. lNepeBIpUTH BEPTHUKANLHI 3ITKHEHHA )

Y

6. Bunpaeut
AKWO € 3

W NO3uLio Y,
ITKHEeHHA

(ectaHoeUTM onGround = frue)

¥

Y

KopekTHa

PE3YIbTAT:

3ITKHEHL 3 NIANONCK Ta CTIHAMM.

obpobka

Puc. 3.2 — Cxematuune 300pakeHHs anropuTMy po3aiieHHs oceli (AABB

Separation)
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// (3 damnny Player.java)

public void update (List<Platform> platforms) {
// === 1. TOPUIOHTAJILHUN PYX ——-—
x += velocityX;
handleHorizontalCollisions (platforms) ;

// ——-— 2. BepTuUKaIbHUNM PYX (31iTKHeHHI) -—---
y += velocityY;
handleVerticalCollisions (platforms);

// —--- 3. TpaBiraunig Ta Crpubor (micjg BMIHAUEHHS OIOPMU) ——-—
applyGravityAndJumpLogic () ;
/...

}

private void handleHorizontalCollisions (List<Platform> platforms)
{
Rectangle playerBounds = getBounds () ;
for (Platform platform : platforms) {
if (playerBounds.intersects (platform.getBounds())) {
// "BumToBxXyBaHHA" TpaBlug 3 matdopmm 1o oci X
if (velocityX > 0) x = platform.x - hitboxWidth;
else if (velocityX < 0) x = platform.x + platform.width;

}

private void handleVerticalCollisions(List<Platform> platforms) {
Rectangle playerBounds = getBounds () ;
boolean currentlyOnGround = false;
for (Platform platform : platforms) {
if (playerBounds.intersects (platform.getBounds())) {
if (velocityY > 0) { // lamiuug Ha njgaTbopMmy
y = platform.y - hitboxHeight;
velocityY = 0;
currentlyOnGround = true;
} else if (velocityY < 0) { // Ymap rojyoeown 00 myuaTboopMy
y = platform.y + platform.height;
velocityY = 0;

}
}

this.onGround = currentlyOnGround;

Jlictunr 3.3 — @parment koxay Player.java (O6poOka 31TKHEHB )

Sx BugHo 3 Jlictunry 3.3, pyx Ta mepeBipka 3iTKHEHb IO ocsiX X Ta Y
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B110yBarOThC MociioBHO. Lle 3amobirae "3anumanHo0" B CTIHAX MPH OJHOYACHOMY
pyci Ta naginHi. CnoyaTky 3aCTOCOBYETHCSI TOPU3OHTAIBHUMN PYX, 1 AKIIO BUHUKAE
31ITKHEHHSI, MO3UIIISI X TPABISl KOPUTYETHCA O Mexi miatdopmu. TiabKu Micis
I[LOTO 3aCTOCOBYETHCSI BEPTUKAIBHUM PyX Ta aHAJOT1YyHa NIEpeBipKa mo ocl Y.

[Tokpamenns: kepyBanHsi ("Game Feel"): Jlns Toro, mo6 kepyBaHHS
MepcoHakeM BiauyBajgocs '"BiI3WBUMBUM', OyJIO peali30BaHO [IBl IOIIUPEHI
TEeXHIKH [6]:

"Jac Kotiota" (Coyote Time): ¥V rpi msg MexaHika Ja€ TpaBIIeBl HEBEIMKE
yacoBe BIKHO (y HamoMy Bumajky 0.1 cexkynmu abo ~12 kaapiB) JjIsi BUKOHAHHS
cTpuOKa MiCHs TOro, SIK MePCOHaX (PI3UYHO BTPATUB KOHTAKT 3 MOBEpPXHEI0. ToOTO
3aMICTh MHUTTEBOI 3a00ponu cTtpuOka npu onGround = false, BBempeHO Taiimep
coyoteTimeCounter.

AnropuTMm peanizarii:

e Iloku rpaBenps cToiTh Ha 3emii (onGround == true), TaliMep MOCTIHHO

CKUJA€ThCA 0 cBoro MakcuMmanbHOro 3HaueHHs1 (COYOTE TIME).

e Komu rpaBenp cxoauth 3 iat@opMu, TaliMep MOYWHAE 3MEHITYBATHCS Ha

BesmurHy DELTA TIME koHOro Kampy.

e VYMOBa MepeBIpKU MOXKIMBOCTI cTpuOKa 3miHIeThes 3 if (onGround) Ha if

(coyoteTimeCounter > 0).

Ile nmo3BoJiA€ HIBENMIOBAaTH 3aTPUMKY peEakiii JIOJUHU Ta 3pOOUTH
nepeMimieHHs no miaTdopmax OUIBII MJIABHUM 1 TPoOaYat0uuM J0 MTOMUIIOK.

"Bydepuzariis ctpudka" (Jump Buffering): Ls mexanika Bupiiye npobdiemy
HATUCKAaHHS KHOIKH CTpUOKa TMEPeaYacHO, KOJM TMEPCOHAX e 3HAXOIUTHCS Y
MOBITPI, ajie BKe Ay»Ke OIM3bKO JI0 3eMJIi, 1[0 MOXKE CIPUUMATHCS Bi3yallbHO Haye
rpaBellb BXXE 3HAXOAUThCA Ha 3emil. be3 Oydepusainii Take HaTHcKaHHS OyJio O
MIPOITHOPOBAHO, 1 TPABIIEBI TOBEJOCS O HATHCKATH KHOIIKY IIIE pa3, [0 MOPYIIye
MOTIK TPH Ta MOYKE CIIPUHMATHCS SIK HE 3YMTYBaHHS HATUCKAHHS KHOIIKU CTPHOKY.

AJITOPUTM peatizallii:
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e [lpu HaTHuckaHHI KJiaBiln CTpUOKa, 3aMiCTh MUTTEBOI MEPEBIPKH yMOB, MU
BcranoBmoeMo jumpBufferCounter Ha neBHe 3HaueHHs (Hampukian, 0.1
cekyHnn). Lle o3nauae: "['paBenb xoue cTpuOHyTH".

e Taiimep 3MEHIIYETHCS 3 YACOM.

e Ha kxoxHOMY Kaapi mepeBipseThcsi ymoBa: skmio jumpBufferCounter > 0
(rpaBellb HEIIOJAaBHO HATUCHYB KHOMKY) 1 coyoteTimeCounter > 0 (rpaBelib

MO’K€ BIIITOBXHYTHUCS ), TO BAKOHYETHCSI CTPHOOK.

// (3 dbamny Player.java)
private void applyGravityAndJumpLogic () {
// 1. 3acTocoByeMoO TpaBirTaiin, Tijgbky gkmo B noBiTpi
if (!this.onGround) {
velocityY += gravity;
}

// 2. OHOoBIOEMO JiumibHMkM Coyote Time Ta Jump Buffer
final double DELTA TIME = 1.0 / 120.0;

if (onGround) coyoteTimeCounter = COYOTE TIME;

else coyoteTimeCounter -= DELTA TIME;

i1f (JumpBufferCounter > 0) JjumpBufferCounter -= DELTA TIME;

// 3. BukoHyeMO CTpubBOK, HAKIO 0OMAOBA J1UMJILHUKU NO3BOJISOTH
if (jumpBufferCounter > 0 && coyoteTimeCounter > 0) {
velocityY = jumpStrength;
JjumpBufferCounter = 0;
coyoteTimeCounter = 0;
this.onGround = false; // lpuMmycoBuit Bimpms Binm semii

Jlictunr 3.4 — @parment koxy Player.java (Jlorika ctpuOka Ta rpasiTanii)

Sx BugHo 3 JlicTuHry 3.4, KpUTUYHUM BUIIPABJICHHSAM CTajl0 3aCTOCYBaHHS
rpasiTaiii (pagok 1) Timpku skuo rpaBens He Ha 3emil (!this.onGround). Ile
3armo0iryio "TpemTiHHIO" mepcoHaka Ha miatdopmi (MOCTIHHOMY TEPEMUKAHHIO

onGround mix true Ta false), o, y cBoto uepry, crabinizyBango poOOTy aHiMarlii.
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3.3. Peamizariist cucteMu 0OpoOKHM BBOJTY JIJIS JIBOX T'PABIIIB

Crannmaptauit KeyListener y Swing € mpoOiaeMaTHIHUM JIJIS1 iTOP, OCKITBKH
BiH 0a3yeThCs Ha MOJISAX Ta MOraHo oOpoOJise oJHOYacHI HaTHCKaHHA. byio
peasizoBaHo OunbIn HagiiHMM miaxin "Stateful Input" (OnutyBanHs cTany).

Kiac InputHandler peanizye KeyListener.

Set<Integer> pressedKeys 30epirae koau BCiX yTpUMYyBaHHUX KJIABIIIL.

GamePanel.handleContinuousInput() Ha K0>XHOMY Kajpi onuTye e Set Ta

3aCTOCOBY€E TpUBAJIi Jii (pyX).

// (3 dbamny InputHandler.java)
public class InputHandler implements KeyListener, MouseListener ({
private final Set<Integer> pressedKeys = new HashSet<>();
/...
@Override
public void keyPressed(KeyEvent e) {
pressedKeys.add (e.getKeyCode ()); // Iomaemo kJjaBimy 1o
KOJIEKI1 1
panel.handleSingleKeyPress(e); // O6pobisgseMo onHOpasz3oBi
oii
}
@Override
public void keyReleased (KeyEvent e) {
pressedKeys.remove (e.getKeyCode () ); // Bumansgemo kjapBimry
}
VA

Jlictuar 3.5 — ®parment koamy InputHandler.java (30epexxenHs crany

KJIaBIII)

// (3 danny GamePanel.java)

private void handleContinuousInput () {
Set<Integer> keys = inputHandler.getPressedKeys()
if (currentState == GameState.PLAY PHASE) {
// TpaBeunb 1: yMoBHUI omnepaTop 'if-else if-else' rapantye,
// mo 'stopMoving()' BUKIMKaceTbCH, KoM Hi 'A', Hi 'D' He
HaTUCHYT1.
if (keys.contains (KeyEvent.VK A) &&

'keys.contains (KeyEvent.VK D)) playerl.moveLeft();
else if (keys.contains (KeyEvent.VK D) &&
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'keys.contains (KeyEvent.VK A)) playerl.moveRight () ;
else playerl.stopMoving () ;

// ... (AHamoriuuno nnus I'paBug 2)

}
//... (AnHamoriuno myss BUILD PHASE)

Jlictunr 3.6 — ®parment koxy GamePanel.java (O6pobka TpuBajioro pyxy)

et miaxim BupimmB mpobiieMy "3amumaHHs" pyxy Ta JI03BOJHUB OOOM
IpaBIsIM pyxaTucs ogHouacHo. OgHopa3oBi aii (CTpUOOK, MOCTPil) 0OPOOIIAIOTHCS
okpeMo y handleSingleKeyPress. /{51 po3pizHeHHs kiagii, 1110 ay0moroThes (Shift,

Control), BukopuctoByetbes KeyEvent.getKeyLocation().

3.4. Peanizariist MoyJIst aHIMaIlii

Cucrema animariii 6a3zyerbcst Ha TexHimi "Sprite Sheet Blitting"
(mepeneceHHst 0JI0KiB 300pakeHHs ). 3aMICTh 3aBaHTAXKEHHSI COTEHb OKPEMUX
daiiiB U1t KOKHOTO Kajpy (110 € HeeheKTUBHUM 3 TOUKHU 30py I/O onepaiiiii Ta
BUKOPHUCTAHHS MMaM'siT1), BC1 KQJpH OJIHIET aHIMallii 30epiratoTbCsi B OJHOMY
300pakeHHI — crpaiT-cMy3i (Sprite Strip).

Kirac Animation mpaiiroe ik CKIHUCHHHIH aBTOMAT, 110 KEPYE YaCOM.

e [nimanizauis: ITpu ctBopenH1 00'ekTa Animation y nam'sTh 3aBaHTaKy€ThCS
BufferedIlmage, 1o MicTUTh BCIO CMYTY. 3a JIOTIOMOT'OF0 METOY
getSubimage(Xx, y, w, h) cMyra nporpaMmHo "HapizaeThbcs'" Ha MaCUB OKPEMUX
kajipiB. L{e BimOyBaeThCs JIMIlIe OUH pa3 MPHU CTapTI PiBHSA, 110 MIHIMIZYE
HABaHTAKCHHS Ha MPOIIECOP TIij1 Yac TPH.

o Taiiminr: Meton update() BUKOPHCTOBY€E CUCTEMHUH Yac
(System.currentTimeMillis()) nmst BimcTe’EHHS ASNBTH Yacy. 3MIHHA
lastFrameTime 30epirae yac OCTaHHBOT'O MIEPEMHUKAHHS KaJIpy .

o [lepemukanns: Konu pizHUIIS MikK TOTOYHUM YacoM 1 lastFrameTime

nepeButrye nopir delay (nampukinaz, 100 mc st 6iry), 1HAEKC TOTOYHOTO
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KaJpy iIHKPEMEHTYEThCS.

e 3anukiieHHs: BUKOpUCTOBYETHCS onepaTtop Moayist abo mpocTa nepesipka if
(index >= frames.length) index = 0, mo 3a0e3neuye 6e3nepepBHICTH
aniMartii (looping).

Takwuit miaxia 103BOJIIE€ THYYKO HAMAIITOBYBATH IIBUAKICTh KOXKHOT aHIMAIIi1
OKpeMoO, He MpHuB's3yroduch A0 yactotu kaapiB (FPS) camoi rpm, mo poOHThH
Bi3yaJbHY CKJIAJI0BY HE3QJICIKHOIO Bl MPOYKTUBHOCTI KOMIT'FOTEpA.

CtBOpeHo nomoMikHMMA Kiac Animation, IIO 1HKANCYJIIOE JIOTIKY aHIMaIlii.
Bin 30epirae macus kajzpiB Bufferedlmage[] ta 3atpumky delay.

Y Player.loadAnimations()  cmpalT-cMyru  3aBaHTaXYIOThCS  SIK

BufferedImage. Kaapu "Hapizatotscs” 3a qonomororo sheet.getSubimage().

w0 &0 0 o D W

Puc. 3.3 — “IIpuxnan conpaur-cmyru’” [24]

// (3 damny Player.java)
private BufferedImage[] loadAnimationFromSheet (BufferedImage
sheet, int startX, int rowY, int frameCount, int width, int height)

{

if (sheet == null) return new BufferedImagel[0];
BufferedImage[] frames = new BufferedImage[frameCount];

for (int i = 0; i < frameCount; i++) {
frames[i] = sheet.getSubimage ((startX + i) * width, rowY
* height, width, height);
}
return frames;

}

//... Bcepemmui public void update (List<Platform> platforms)
if (currentAnimation != null) {
// ChnpomeHa Jjiorika uepes BimcyTHicTh cnpanTy cTpubka
if (velocityX != 0) {
currentAnimation = runAnimation;
} else {
currentAnimation = idleAnimation;

}
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currentAnimation.update () ;

Jlictunr 3.7 — @parment koay Player.java (Jlorika animarii)

PozninenHs BizyasibHOro Ta (I3MYHOTO po3Mipy: [nsi TOYHUX 3ITKHEHb
po3Mipu TpaBi Oyio posmineHo: visualSize (50x50) mis MamoBaHHA —Ta
hitbox Width/hitboxHeight (26x42) nnst dizuxu.

Bigmzepkanenns: Pyx BniBo (facingDirection = -1) peanizoBaHo uepe3 TPIOK
3 mamoBaHHsIM drawlmage 3 BiA'€MHOIO IIMPUHOIO, MO MHUTTEBO BiIA3EPKAIIOE

CIIPAWT.
3.5. Peamni3arist KJTFOYOBHX ITPOBHX MEXaHIK

byniBanntBo: Player mae meton togglePlacePlatform(), sixkuii cTBOpIOE
Platform Ttumy PLAYER BUILT Ta 306epirac i B  ghostPlatform.
GamePanel.confirmPlacement() nepenocuts ii y 3aranbHuil cnmcok platforms.
[TnaTdhopmu TpaBIiB MATIOIOTECS TporieaypHO sk "ckiao" (Platform.drawGlass()) 3

BUKopucTaHHAM java.awt.Color 3 anbda-kaHaniom (po30opicTio).

v AIBHULITBG

Puc. 3.4 — "Cxpinmor ¢da3u OyaiBHunTBa"
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Crpinsba Ta PylinyBanusa: Player.shoot() ctBoproe Projectile, obuparoun
copaidit  (golf.png abo tennis.png [27]) 3adeXHO BiA THUIy TpaBls.
GamePanel.updateProjectiles() nepeBipse projectile.getBounds().
intersects(platform.getBounds()). fAxmo platform.isDestructible() (to6To THII
PLAYER BUILT) mnoBeprae true, muargopma Bupamserbcs 3 Arraylist 3a

nomnomororo Iterator.remove().

rpam n

Puc. 3.5 — "Cxpinmor noctpiny"

3.6. Peanizanis rpadiunoro inrepdeiicy (GUI)

I'onoue menro (Menu.java): Mamoe ¢on (menu_background.png), Ha3By,
OMMNC T'pU Ta THCTPYKIIii 3 KepyBaHHA. KHonku peanizoBaHi sik Rectangle, kitiku mo
AKuX BicTexyroTbes B InputHandler.mousePressed().

Irposuit HUD (GamePanel.drawHUD()): Mantoe paxyHOK TpaBmiB (3
TEMaTUYHUM TEKCTOM "Tpam Jiococto" / "rpam cTeiky") Ta Taiimep irpoBoi dasmu.

Expan 3aBepmienns rpu (GamePanel.drawGameOverScreen()): Mamtoe
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HaIIBIPO30PUM TEMHHI MIap Ta TEKCT 3 MEPEMOKILIEM 3aJIEKHO BiJ] MOPIBHIHHS

playerlScore Ta player2Score.

Puc. 3.6 — "CxpiHIIIOT TOJIOBHOTO MEHIO"

- »_ rA r r—

mf'"‘.‘ - 'f"‘%_s

Puc. 3.7 — "Cxkpinmot irpoBoro npoiecy 3 HUD"
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Kituk 3'iB 6inbwe pnbok!

HaTtucHiTe ESC, 106 NoBEpHYTUCH B MEHIO

Puc. 3.8 — "CkpiHIIOT ekpany 3aBepIiieHHs rpu"

3.7. PeakTOpUHT Ta JOKyMEHTYBaHHS KOIY

Ha 3aBepmiasibHOMy eTami po3poOku Oyjo MPOBEACHO KOMIUIEKCHUN
pedakTopuHr mTporpaMHOro Koay. OCHOBHOIO METOI0 IIhOTO TMpoIecy OyJo
MOKpaIIeHHS! HE(PYHKI[IOHAIIbHUX XapaKTEPUCTHUK CHUCTEMH: YHUTAOEIbHOCTI,
CYIIPOBO/KYBAHOCTI Ta PO3MIMPIOBAHOCTI, O€3 3MIHM 30BHIIIHLOI ITOBEIIHKH
nporpamu, norpumytourck npuHiuniB DRY (Don't Repeat Yourself) [7] Ta KISS
(Keep It Simple, Stupid) [8].

[nkancymsmis  (Encapsulation): Byno nposeneHo ayauT moaudikatopiB
noctrymy. Iloms kmaciB, siki paHilie Maiu TakeTHHH abo myOmiyHUN JOCTyI
(HampukIan, KoopAMHATH X, y y kimaci Player a6o Projectile), Oymno 3akputo
Moaudikaropom private. g moctymy 10 HMX 3 OOKy 1HIIMX KiaciB (30Kpema,
GamePanel s mepeBipku Kodi3iil) Oyio peanaizoBaHO MyOJIYyHI METOIU-TETTEpU
(getBounds(), getHitboxWidth(), getType()). lLle 3axumiae BHYTpillIHINA CcTaH
00'€KTIB B1J] HEKOPEKTHUX 3MiH 330BHI.

[Tpuamun DRY (Don't Repeat Yourself): bymno BusiBaeHO Ta yCyHYTO
JyOJIFOBaHHS KOIY.

e Jlorika 3aBaHTaxXeHHs pecypciB: Panilne 3aBaHTaXXEHHS CHpPAKNTIB

BiI[6YBaJ'IOC$I B KOHCTPYKTOpPAX KOKHOI'O CK3CMILIAAPA, IO IMPU3BOAUIIO IO



53

HajumikoBux onepaiiit I/O. Ito noriky 0yJi0 BUHECEHO y CTaTH4YHI OJOKH

Himiamizamii (static {... }) y kimacax Platform, CapturePoint Ta Player. Ile

rapaHTye, M0 PECYpPCH 3aBaHTAXKYIOThCS B MaM'ATh JIMIIE OAUH pa3 MpH

3aMycKy Mmporpamu.

e Jlorika mamoBanHs: Y kiaci Platform noBToproBanuii kos1 BUOOpPY KOJIBOPY
a00 cripaiity OyJ10 ONITUMI30BaHO Yepe3 BUKOPUCTAHHS TOMTOMIKHIX METO/IIB
(drawGlass()).

[Mpuamun KISS (Keep It Simple, Stupid): Cxmamni merogu Oymu
JIEKOMITO30BaH1 Ha MEHIII, OUIBII CITeIiaai30BaHI.

e Meton update() y kimaci Player, sikuii BiamoBigaB 3a BClO (i3uKy, OyJiO
po3auieHo Ha okpemi JoriyHi  Onoku: handleHorizontalCollisions(),
handleVerticalCollisions() Ta applyGravityAndJumpLogic(). Ile 3HauyHO
CIIPOCTUJIO HaJaroKeHHs (13MKU CTPUOKA Ta KOJI31H.

e Meroa drawScene() y GamePanel Oyno posaineno na drawGameWorld()
(BimManboBKa irpoBux 00'ekTiB) Ta drawUI() (BigmanboBKa iHTEpdeEicy), 1o
MOKPAIIWIIO CTPYKTYPY KOy Bizyamizallii.

Poznoxain BignosiganeHocTi (Separation of Concerns): JIoriky kepyBaHHs
"mpumapHo" maaTdopmoro mia yac ¢a3u OyaiBHUIITBA (CTBOPEHHS,
MIepEMIIIICHHS, TTOBOPOT) OYJIO IEPEHECEHO 3 Kiacy-KoHTpoJiepa GamePanel
0e3nocepeIHbo 10 Kiacy Player.

JlokymentyBanHs: Jlomano Javadoc-xkomeHTapi [2] 1m0 BCiX KJaciB Ta
MyOJIIYHUX METO/IIB.

3a pomomororo iHcTpyMmeHTiB IDE Intelli] IDEA Oyno npoBeneHo
ABTOMATUYHY ONTHUMI3AIII0 IMIIOPTIB (BUJAIICHHS HEBUKOPUCTOBYBAaHUX KJIAaciB) Ta
dbopmaryBanHs konay 3rigHo 31 ctuiem Java Code Conventions (BiacTymw,
po3TalyBaHHs Ty>KOK, IMEHyBaHHs 3MIHHUX ). Lle 3a0e3neunnno equHuit CTuib Koay

B YChOMY IPOEKTI.
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3.8. TeopeTnuHe oOTpyHTYBaHHS apXITEKTYPH JJI MaiiOyTHHOTO
MYJIbTHILIEEPY

Xoda TMOTOYHA BepcCis MPOTOTUILY peai3y€e JOKAIbHUN MYJIbTUILICED
(Hotseat), apxiTekTypa MpoekTy Oyia po3poOsieHa 3 ypaxXyBaHHSIM MOTEHIIIITHOTO
MacmTabyBaHHS 10 MepekeBoi rpu. Jlimsa peamizamii MepekeBoi B3aeMolii B
cepenoBuilll Java HaOUIBII MEPCHEKTUBHUM € BUKOPUCTAHHS KJIIE€HT-CEPBEPHOT
MOJIeJI1 3 aBTOPUTETHUM CEPBEPOM.

1. CunxpoHnizailis cTaHy: 3aMiCThb repeaadi 300pakeHHs (CTPUMIHTY ), TIO
MepeXl MaloTh NepeaaBaTUCs Juile BX1aH1 AaHl rpasuiB (Input Prediction)
ab0 koopauHatu 00'ekTiB (Snapshot Interpolation). BpaxoByroun quHaMiky
iatgopmepa, ONTUMAIBHUM € TIX1]1, A€ KIIEHT HAJICUIIA€ CEPBEPY
HATUCHYTI KJIaBIlli, a CepBEpP MPOBOJUTH CUMYJISILIIO (DI3UKH Ta TOBEPTAE
"ICTUHHI" KOOpJMHATH.

2. Ilpotoxoui: s mepenaBanHst KOOpAUHAT (IIBUIK1, YACTI OHOBJICHHS)
JOIIEHO BUKOopucToBYBaTH Ipotokos UDP (User Datagram Protocol),
KWW HE TapaHTYy€e OCTaBKH, ajie Ma€ MiHIMaJIbHY 3aTpUMKY. {71
KPUTUYHUX MOA1M (MOYaTOK I'py, OYIBHULITBO MIATHOPMHU, 3MiHA PAXYHKY)
kpaie BukopuctoByBatu TCP (Transmission Control Protocol), Bin
rapaHTOBaHO JOCTaBUTH 1HGOPMAIIITO.

3. Bipryansni notoku (Java 21): BukopuctanHsi HOBITHBOI MOXKJIMBOCTI Java 21
— Project Loom (Virtual Threads) — pgo3Bommsio © CTBOPUTH
BUCOKOC(EKTUBHHI cepBep, /e KOXKHE 3'€THaHHS OOpOOJIIETHCS OKPEMHM
BIpTyaJbHUM MOTOKOM. Lle 3Ha4HO crpolye HamMCaHHS KOy MOPIBHSIHO 3
knacuyHuM  HeOnokyrounMm [/O (NIO), 30epirarourt mpu IOMY BHCOKY
OPOAYKTUBHICT Ta 3JaTHICTh OOCIYroBYyBaTHM THUCSYl OJIHOYACHHUX

M1IKTIOYEHb.
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PO3JILT 4
TECTYBAHHS TA BUCHOBKH

4.1. Ilnan Ta pe3yabTaTu TECTyBaHHS

TecTyBaHHS TMPOEKTY MPOBOJUIIOCS BpydHy (manual testing) mpoTsrom
YCHOTO IIUKITYy PO3POOKH.
Monynbae TectyBanns (Unit Testing):

1. ®i3uka: IlepeBipsnacs KOPEKTHICTh CTpHUOKIB, TMaaiHHS, BIJICYTHICTh
"sanunanHsg" Ha cTiHax. OcobnuBa yBara npuauisiacs TectyBansio "Coyote
Time" ta "Jump Buffering".

2. 3itkHeHHsi: IlepeBipsuicss Bci 8 HanpsIMKIB 3ITKHEHHS TpaBlsd 3
1aThopMaMH.

3. Amnimarisi: Ilepesipsuiocss xopektHe mnepemukands craHiB IDLE/RUN Ta
BIJII3EPKAJICHHS CIIPANTYy.

4. Beenenns: TecTyBaiucs BCl KiaBillll KEPyBaHHS, a TaKOX OJJHOYACHE
HATUCKAaHHS (Hamp., pyX Mo JaiaroHani y ¢as3i OyaiBHUIITBA, CTPUOOK TIij] Yac
0iry, 0JJHOYaCHI J1i JEKUIbKOX I'PaBIIIB).

[HTerpariiine TecTyBaHHS:

1. ByniBaunro Ta PyiinyBanns: [lepeBipsiBcst MOBHUN UK rpaBels 1 Oyaye
matgpopMy, rpaBelp 2 il pyHHyeE.

2. 3axoIUieHHd TOYKM IHTEpeCcy, 3MiHAa paxyHKy Ta 3aBepIICHHS TpHu:
[lepeBipsBCs clieHapii, KOJIX TpaBelb YTPUMY€E TOUKY, PaXyHOK KOPEKTHO
HapaxoBYEThCs, TalMmep 3aBepinyerbes, 1 Ha ekpaHi GAME OVER
BiJI0OpaKAETHCS IPABUIILHUHN TIEPEMOKEIIb.

TectyBanns GUI:
1. IlepeBipsimacs poOoTa KHOMOK MeEHIO, mgiaiory Buxomy (JOptionPane),

KOPEKTHICTh MOBEPHEHHS (DOKYCY Ha MaHEeb.
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2. Tlepesipsuiocs BimoOpaxenHs Bcix enemeHTiB HUD Ta Tekcry.

Pesynpratu: Iling yac tectyBaHHS OyJIO BHSBICHO Ta BHIIPABICHO HH3KY
KPUTUYHUX TTOMHUJIOK:

1. Hecrabinpna animanis (IDLE/RUN): BumpaBieHo HuisixoM 3MiHU
nopsAAKy po3paxyHkiB ¢i3uku B Player.update().

2. Biacytricts pyxy (VelocityX = 0.0): BumnpapieHo nuisixoMm
pedaxTopunry noriku B GamePanel.handleContinuousInput().

3. Brpara boxycy: Bunpasneno MIPUMYCOBUM BUKJINKOM
requestFocusInWindow().

4. Tlomwunka ConcurrentModificationException: BunpasiieHo

BUKOpUCTaHHAM Iterator npu BuganeHHi 00'€KTIB.

4.2. Anani3 npolyKTUBHOCTI

[IpoToTun Oys0 MpOTECTOBAHO HA IIILOBIM MaliuHi 3 poiecopoM Intel(R)
Core(TM) 13-9100 CPU @ 3.60GHz (3.60 GHz) ta 16.0 I'6 O3II. I'pa crabinsHO
npairoBaja 6e3 noMmitHuX naaias FPS.

e  Oowmexennsa Swing: Java Swing [9] ne BukopucroBye DirectX [22] a6o
OpenGL [10] nns penaepunry, nokianarouuck Ha CPU Ta Java 2D APL Ile €
BYy3bKUM MiclieM. [Ipu 3HauHOMY 301IBIIIEHHT KITBKOCTI 00'€KTIB (COTHI CHAPSIIB,
TUCAY1 TIATPOPM) TPOTYKTUBHICTh MOYHE MAAATH.

3acTocoBaHl ONITUMI3AI]:

o 3aBaHTaXEHHS PeCypCiB: YCi CIpaifTH 3aBaHTAXKYIOTHCS OJIUH pa3 MpU
cTapTi rpu (static 610Kku), 1110 YCYyBa€ 3aTPUMKH 111 YaC TPH.

° Bupanenns 06'extiB: CHapsau, 0 BUJIETIIN 332 €KpaH, BUAAISIOTHCS
31 cMCKy projectiles, 100 HEe HaBaHTa)KyBaTH LUKJI update.

Jist KoMepuUIHHOTO NPOAYKTY pekoMeHayeThes nepexia Ha LibGDX [23] abo

JavaFX [11].
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4.3. HanpsiMKH MOJAJIBIIIOTO PO3BUTKY MTPOEKTY

. BopoBamkenns  aymiopsny: JomaBamus — javax.sound.sampled — mis
3aBaHTaXXEHHs Ta nporpasanHs .wav (daitnis (SFX ta BGM).

. Posmmupenns cucremu aHimarnii: JlomaBanHus aHiMaIiii CTpuOKy, OTpUMaHHS
MOIIKOKEHb, TIOCTPLITY.

. Hogi tunu nnatdopm ta LI: CtBopenns "cnuzpkux" (Jii1) ado "ctpudyunx”
atdopm. Pozpodka I a1 0 THOKOPUCTYBAIILKOTO PEKUMY.

. MepexeBuii MynbTHIUICEp: PedakTOpuHT apxXITEKTypw TMija  KJIIE€HT-
CEepBEpHUN MOJIENIb 3 BHUKOpPUCTaHHSAM java.net.Socket Ta BipTyanbHHX

noTtokiB (Project Loom) [5] Java 21.
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BHUCHOBKUA

3a pesyibTaTaMu AUILUIOMHOI poOOTH OYJIO YCHIITHO BUKOHAHO MOCTaBJICHE
3aBJIaHHS: JOCTIIKEHO, CIIPOEKTOBAHO Ta PO3POOJICHO (PYHKIIIOHATBHHUN MPOTOTHUI
2D PvP rpu moBo10 Java 3 BUKOpUCTaHHSM 010110TeKH Swing.

OCHOBHI JIOCSTHEHHS Ta peaaizoBaHui (QyHKIIOHA:

1. CrBopeHo irpoBHil pyIIiid 3 HyJs, [0 BKIOYA€E IrPOBUN UK Ha 0asi
javax.swing.Timer, cucremy ynpaBiiHHsa cTaHamu (GameState) Ta HagiiiHy
cucteMy 00poOku ogHoyacHoro Beoxy "Stateful Input".

2. PeamizoBano ¢izuuny wMoxaens 2D mmatdopmepa, BKIIOYAIOUH
rpasiTarlito, 3iTkHeHHsI AABB 3 po3aineHHsIM oceil, Ta TMOKpallleHHs] KepyBaHHS
"Coyote Time" 1 "Jump Buffering".

3. BnpoBamxkeHo yHIKalIbHI IFPOB1 MEXaHIKU: TAKTHUHY a3y OyaIBHUIITBA
PYWHIBHUX TIaTGOPM Ta 3MarajbHUN PEKUM 3aXOIUICHHS KOHTPOJIBHUX TOUYOK 3
H1JPaXyHKOM OYOK.

4. Po3po0yieHO TMOBHMI ITpOBUN IMKJI: TOJIOBHE MEHIO, (a3u rpu
(OyniBHUIITBO, O1i1), €KpaH 3aBEPIICHHS 3 BU3HAYEHHSIM MEPEMOXKIIS.

5. ImrerpoBano rpadiuHi pecypcH: 3aBaHTaKEHHSA CIpaiTiB (.png),
peanizoBaHO cucTeMy aHiMallli (Crokid, Oir) 31 CmpalT-CMyr Ta 3aBaHTaKEHHS
PIBHIB 3 TEKCTOBOTO (paiiiy.

6. Koa mnpoekTy CcTpykTypoBaHO BianmoBimHo g0 npuHiumB OOII
(1HKamCyJsIIisl, PO3MOJAUT BIAMOBIIATBHOCTI) Ta pedaKTOPUHTOBAHO 3TiHO 3
npuniunamu DRY ta KISS.

Buxknuku Ta ix BupimenHs: [lim dac po3poOku Oylio BUPIMIEHO HU3KY
HETPUBIAIBPHUX TEXHIYHUX 3aBAaHb. HaJlaropkeHHs (Qisuku cTpudka Ta
3amoOiranHs  "TpeMTiHHIO" aHiMallli Ha miIatgopmax; KOpeKTHa O00poOka
OJIHOYACHOT'0 BBOJIy BiJl IBOX T'PaBIliB; BUPIIICHHS MPOOJIEM 13 BTpaTor (HOKyCy

BBEJICHHS Y Swing; e(heKTUBHE 3aBaHTaXKEHHS Ta "Hapi3Ka' CIpaiTiB AJid aHIMaIlii.



59

[li mpoGmemu OyiM YCHINIHO BUPIMICHI MIJISIXOM aHANI3y Ta 3acTOCYBaHHS
BIIMOBITHUX MPOTPaAMHUX PIIIEHb.

[IpakTnune 3HaueHHs: BukoHaHa poOoOTa AEMOHCTPYE BOJOJIHHS MOBOIO
Java ta mpunnunamu OOII ans po3poOKH CKIaAHOTO 1HTEPAKTUBHOTO JOJIATKY 3
HyJs1s1. CTBOpEHUI MPOTOTHUIT MOKE OYTH BUKOPHUCTAHHIA K OCHOBA TSI TTOTAJTBIIIOTO
PO3BUTKY TPOEKTY.

3aranoMm, MeTa JUIUIOMHOI poOoTu Oyna pocsarmyta. IIpoBeneno
JOCITIJKEHHS Ta PEaTi30BaHO MPOTPAMHHUI MPOIYKT, IO JTEMOHCTPYE BHPIIMICHHS

ITOCTABJICHUX TEXHIYHUX Ta aHAJITUIYHHUX 3aBJaHb.
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