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PE®EPAT

JlummomHa po6ota MicTUTh 49 CTOPIHOK MOSACHIOBAIBHOT 3aMUCKH, 34 PUCYHKIB,
1 TaGmuito, 3 noxarku, 10 mxepen.

VY nmaHiii maumioMHIE pobOTI mocHiKyeThess  TexHonoriss MonoGame Tta ii
BHKOPHCTaHHsA B moegHaHHI 3 XamarinForms. Be63acTocyHOK ONTHMI30BAHO 1T
npuctpoi Ha OC Android. [aTepdetic 3pyunnii a1 KOPUCTYyBaHHS, KEPYBaHHS TPOIO
Bi/yIaro/pkeHo. [Iponucano Bei MOXKITMBOCTI TOOYAOBH JIAOIPUHTIB Ta MOIITYKY TUIAXY
y aux. J/lana rpa matume sckpaBy Ta AuHaM14Hy 2 ][ rpadiky 3 kKapTaMu KOJTi31i.

Kumrouogi ciioBa: MonoGame, anroputmu, Android, rpadika, Komi3is, Mamiur.

ABSTRACT

Graduate work contains 49 pages of explanatory note, 34 images, 1 table,
3attachments, 10 sources.

This thesis examines MonoGame technology and its use in combination with
XamarinForms. The web application is optimized for different types of devices on
Android. The interface is easy to use, game control is debugged. All possibilities of
construction of birints and search of a way in them are registered. This game will have

bright and dynamic 2D graphics with collision maps.

Keywords: MonoGame, algorithms, Android, graphics, collision, mapping.



TEXHIYHE 3AB/IAHHS

Po3pobutn mporpamMHy peaimizaiifo Ta Bidyami3amiio poOOTH IrpoOBOTO

3acTocyHKY “JIabipuHT”, sika mependadac BUKOHAHHS HACTYITHUX 3aB/IaHb:

CrtBopuTH 3acTocyHOk 3acobamu MonoGame mist OC Android;

PeamizyBatu anroputm reHepaitii JaGIpUHATY 3 CKIHUCHHUM 33JJaHAM PO3MIPOM;

PeamizyBatu aropuT™ NOMIyKY NUTAXY B JIAOIPUHTI;

PeamizyBatu BiamanboByBanss 2 /] rpadiku B 3aCTOCYHKY;

OnTtumizyBatu podoTy 3actocynky st OC Android;

HamosuuTr rpy HacTymHUME (DYHKITIOHATHBHUMH MOKITUBOCTSIMU:

reHepyBaHHA JTaOIPUHATY 33/IaHOTO KOPUCTYBAUYEM PO3MIPY
peamizoBanuii 3pyunnii user-friendly inTepdeiic;
peai3oBaHU aJTOPUTM TOITYKY MIIAXY B TEHEPOBAHOMY JIAOIPUHTI,

pean3oBaHuil BUOIP CKIQTHOCTI TPH;
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BCTYVII

3 TPUXOAOM CyYacHOi KOMITIOTepHOI epu TM(poBl Irpu CTad JAyXKe
MOMYJISPHUMH 3aBASKHA 1X BI3yalbHIH IHTEPAKTHBHOCTI Ta 3JaTHOCTI JEMOHCTPYBATH
icTopii, 3HAHHS, BIPTyaJibHI CBITH Ta I1HTEPAKTHUBHI OO0 €KTH B TPUBAOIHMBHI 1
edextamii croci6. biumsmmicTs mudpoBux irop pospobdiiero B 2D ab6o 3D dopmari.
CporojiH1 BEIMKa KIJTBKICTh ITOP MICTATH B cO01 pi3HOTO BUAY JTabipuHTH. JlabipuHTH
MOXYTh BHKOPHUCTOBYBAaTHCh B PI3HUX BHUAAX Ir0op, A0 MPHUKIALY. HaBYAIbHI ITPH,
EKITH-ITPH, KBECTH, TaliM KUUICpH Ta 3BWYaitH1 Opomminku. OcHOBHA mpolbiieMa, sKa
MOCTae Tepea PO3pPOOHUKAMH IHAX ITOP 1€ CTBOPEHHS JIaOipuHTIB. BpaxoByoun Te,
MO JaHWWA BHJ ITOP BOJIOJIE BEIUKAM KOHTCHTHHM PO3MAITTSIM, TO JAOIPUHTIB
JIOBEICTHCSI CTBOPIOBATH JOCHTH OaraTo, BIAMOBIAHO BHTpPAdYaTH 4ac HA MaJTIOBAHHS
JaHUX JTAOIPUHTIB Myke HakiaaaHo. B BupimenHi maHoi mpoOneMu HaM JTOTOMOXKE
CTBOPEHHS QJITOPUTMIB TEHeparlli Ja0ipwHTIB, SKI HE TPOCTO 37aTHI HAMaJIOBATH
7abIpuHT cami, a i pobATh HOro YHIKAJIbHAM, HIKOJIM HE TTOBTOPIOIOYH BXKE 1CHYIOU1
koH(pirypamii. CTBOPEHHS JAHOTO MPOIYKTY MOMKIMBE 3aBASKH TaKiii TEXHOJIOTI, K
MonoGame.

O6’ekTOM JdOCTIIKEHHsT € po3po0ka  IFPOBOTO 3aCTOCYHKY, METOAaMU
Xamarin Forms Ta MonoGame.

MeTor0 po6oTH € CTBOPESHHS I'PW BUKOPHCTOBYIOUM cepeaouine VisualStudio
npu boMy pearmizariis 2/ rpadiku B 1TaHOMY CEPEIOBHIII.

IIpeamerom fgociaiGKeHHSI € aITOPUTMHU TeHepari JabipuHTIB, iXHSA
HEMOBTOPIOBAHA YHIKAIbHA KOH(DITYpaITisl.

IIpakTiuHe 3HAYeHHsI 3aCTOCYHKY Ta aJTOPUTMY T'e€HEparlii Ja€ MOKJIUBICTh

IITBUIIIOTO CTBOPEHHS 1TOP, IO MICTATH CUCTEMY JIAOIPHHTIB.



PO3I1J1 1. CTAH ITPOBJIEMHOI OBJIACTI

1.1. Orasa npo6aemMHoT 06J1acTi

Po3pobka nomatkiB — 1€ mMporec MPOSKTYBaHHS, CTBOPEHHS Ta BIIPOBAKEHHS
MPOrpaMHUX TOAATKIB. J[aHMMH MPOEKTaMu MOXKYTh 3aMAaTHCA SIK BEJIMKI OpraHizaiii
3 BEJTMKMMHM KOMaHAaMH, TaK 1 OJWH TO3alTaTHUi po3poOHUK. Po3pobka mgomaTkis
BH3HAYAE IIPOIEC CTBOPEHHSA MPOrpaMH 1, SK MPABHIIO, CIIAyE TNEBHIN CTaHIAPTHIN
meromoiiorii. IcHye Oarato akTopiB, sKI BIUIMBAIOTH HA TE, SK 3JIHCHIOETHCS
po3pobka momatkiB. Ciif BpaXxOBYBATH PO3MIP MPOEKTY, HOTO THYUYKICTh, HACKUTBKH
BEJIWKAa KOMaHAa PO3POOHWKIB, HACKUIBKH JOCBIAUCHA KOMaHAA PO3POOHHKIB Ta
KIHIICBUH TEPMIH BWKOHAHHS TIPOEKTY. AJDKE ChOTOAHI CTBOPEHHS 3aCTOCYHKIB
BAMAara€ BEJIIMKUX YACOBMX 3aTparT Ta CYIMPOBO/KYETHCS TEBHUMH 3YCHIUISMH,
pO3pOoOHUK, sKWKA OepeThCs 3a pealizamiio MPOSKTy TMOBHHEH OyTH BIPaBHUM

MPOTPAMICTOM, SKUH BOJIOIE HEOOXITHAMH METOIaMH Ta MTPOTrpaMaMHu.

3pemToro, caMmoro JIMMITIC CTBOPEHHS 3aCTOCYHKY HE Oye A0CTaTHHO, OCKUTBKH
KOPHUCTYBaul MOXYTh BHKOPHUCTOBYBAaTH PI3HI MOOUTbHI TelneoHH 3 PISHAMH
oTepariiHiMu cuctemMamu (au To Ha 0a3l Android, un To 10S 1 T.1.) Jlana npoGiema
CTOCYETBHCS 1 KOPHCTYBadlB KOMIT OTEPIB, SKI BIIMOBITHO MOXYTh KOPHUCTYBATHCS
pi3HAMHE onepariiianmu cucteMamu Windows uu Linux. 3BIiCHO, IO MH HE MOKEMO
BIIKMIATA IIAHYBaJbHUKIB IrpoBux Tuiatdgopm, Takmx, sk Xbox, Nintendo Ta
PlayStation. BiamoBigHo nuTaHHS KpOC-TUIATGOPMHOCTI AOJATKY BIAICPaE AYKe

BKJIMBY POJIb B HOT'O TMOMYJISPHOCTI Ta MPOCYBaHHI.

CporoaHi KOPHCTYEThCA IOmUATOM Take cepemopuine Unity 3D. Unity —
MDKIUIATOPMHE  CEPENOBHUINE  PO3POOKM  KOMI'IOTEPHUX  IrOp.  3aBIAKH
HETIEPEBEPIICHUM  MDKIIATGOPpMHUM ~ MOXJHMBOCTAM  Unity  KOPHUCTY€ETHCS
OMYJIAPHICTIO K Y PO3POOHUKIB X001, Tak 1 y crymiit AAA. Foro BUKOpHCTOBYBAIM
JUIs CTBOPEHHsS TakumX 1rop, sk Pokemon Go, Heathstone, Rimworld, Cuphead Ta
Oararo 1Hmmx. Xoda 3D B Ha3Bi, Unity 3D Takox MICTHTh IHCTPYMEHTH JUIS1 PO3POOKH

2D 1rop.



[Tporpamictie Unity 3D mnpuBabmoe API cnenapismu C# 1 BOymoBaHOIO
iTerpamiero Visual Studio. Unity Takoxx mpomnonye JavaScript sk MOBY cIieHapiiB 1
MonoDevelop sx IDE nmma tex, xTo Xoue anpTepHatuBy Visual Studio. Aue
XYTOKHAKHA TaKOX JIOOIATh HWOTO, OCKUIbKA BIH TIOCTABISAETHCS 3 TMOTYXHUMH
THCTPYMEHTAMH aHIMaIlli, SKi JO3BOJIAIOTH JIETKO CTBOPIOBATH BJIACHI TPHBUMIPHI
ponuku abo cTBoproBaTi 2D-animartiro 3 Hyns. Y Unity Mo)kHa aHIMYBaTH Maike BCE.

Takoxx Unity 3D mpomonye O€3KOIMTOBHY BEpCito, MO0 PO3POOHWKHA MOTJIH
BUIYCKAaTH 1ITpH, CTBOpeH1 3a gomomororo Unity Personal, He crutauyroum 3a
nporpamMHe 3a0e3neueHHs, Ko BOHU 3apoossatoTh Mene 100 000 momapis CIIIA Ha
irpax, crBopeHux 3a gomomoroto Unity. Jlmsa Tux, xTo rotoBmid tiatuT, Unity
MPOTIOHY€E  JesAKl JoAaTKOBI (yHKII Ta THYYKHH TUIaH JIIIIEH3YBAHHS  3a
O6araTopiBHEBOIO MOACILIIO mianmucku. KopucryBadul mpemMiyM-KiIacy OTPUMArOTh
J0CTYT A0 BUX1AHOTO Koay Unity 1 MATPUMKH pO3POOHHKIB.

Ockimpkn Unity icaye 3 2005 poky, BoHa 3i0pana BeNMWUYe3HY KUTBKICTh
KOPHUCTYBaUIB 1 IUBOBIKHY 010/10TeKy pecypciB. Unity He Tibku Mae paHTaCTHUHY
JOKYMEHTAIIIIO, ajie i BeIMUe3HY KLIbKICTh B1JICO Ta HABYAIBPHUX MOCIOHHKIB.

MoBa, sika BUKOPHCTOBYEThCA B po3poOin irop Unity, — me C#. Panime mu
TaKO0>K MOTJIM BUKOPHCTOBYBaTH Javascript mrst ctBopeHHs irop Ha Unity.

Ajie MH OTPpUMYEMO OUTBINIE MOKIMBOCTEH st iporpamyBaHHs 3 C# (ImKw,
YMOBHI1 OTIEPaTOPH, BUKOPUCTAHHS 3MIHHKX 1 PyHKIIi#). by ab-axuii TBOpEIs irop Mae
Ha MET1 — CTBOPHUTH BJIACHY MOBEMIHKY TPH 3a JOTIOMOTOIO CIICHAPIiB/TIporpaMyBaHHSI.
Hampuknan, 3pobutn Tak, mo0 3BYK TPOIOBXKYBAaB BIATBOPIOBATHCSA OE3MEPEPBHO,
MOKHU JIBa 00’ €KTH TOPKAIOTHCA OJWH 0AHOTO. KON BOHM BTpadalOTh KOHTAKT OJUH 3
OJTHAM, BIATBOPEHHS 3BYKY WPHNHHSAETHCA. Bce 1€ poOWTHhCS 3a JOMOMOTOIO
MPOrpPaMyBaHHS, 3 MOBOIO MPOTPaMyBaHHSI, TIOB’ SI3aHOIO 3 ITPOBUM JIBUTYHOM, SIKOIO B
nanomy punaaky € C#. Koxken refiMm-neBenonep BukopucroBye 010moteky Unity C#
a6o API. Bcesa iadopmamis Ta HaBdambHi mociOHWKM € Ha BeO-caiti Unity. lle
J0IaTKOB1 (PYHKITIi, KJIaCH Ta 3MIHHI, CIEIIAJIFHO CTBOPEHI JUISl CTBOPEHHS BIJICOITOP

Ha C# ta Unity. Sk irposuii nBrkok, Unity Moke Hajath OaraTo HaWBa)KIUBIIIMX



BOynoBanux (yHKIH, ki 3abe3neuyiorh podoty rpu. Lle o3Hauae Taki pedi, SK
¢dbiz3uka, 3D-peHaepiHT Ta BHIBJICHHA 31TKHEHb. 3 TOUYKH 30pY PO3POOHHKA, IIE
O3HAYa€, MO HE MOTPIOHO BHHAXOAWTH BEJOCHIEH 3aHOBO. 3aMiCTh TOTO, 100
MOYMHATA HOBUH TIPOSKT, CTBOPIOIOYM HOBWM (I3WYHWIN JABUTYH 3 HYyJII -—
O0OUYHMCITIOIOYN KOKEH OCTAHHIM PyX KOXKHOTO Marepiaay abo cmocid, sSIkiM CBITJIO Ma€e
B1IOMBATHUCS BiJ PI3HUX TTOBEPXOHD.

[llo pobmre Unity Imme MOTYXHIIAM, TaK Ie¢ T€, IO BIH TaKOXX BKIIOYAE
MPONBITAIOYMI 1 TOCTIHHO mirouuii «Asset Store». Ilo cyrti, me wicme, Kyau
PO3POOHUKHA MOXXYTh 3aBaHTA)KyBAaTH CBOi TBOPIHHS Ta POOWTH iX MOCTYHMHUMH IS
CIUTBHOTH. XO0UYeTe MaTH TapHHUHA e(eKT BOTHIO, aJic HE MA€ETE Yacy CTBOPHUTH HOTO 3
uyna? [lepeBipTe Mara3wH akTHBIB, 1 BH, HMOBIPHO, IIOCh 3HAWmETE. YCe 1€ O3HAUAE,
0 PO3POOHUK IPU MOKE 30CEPEAUTHCS HA TOMY, ITI0 BAXKJIMBO: CTBOPHUTH BJIACHY TPY,
IPY IIbOMY KOAYIOuH jiutie (PyHKIT, YHIKATBHI JUTsl HOTo OaueHHS.

Kpim irpoBoro asuryna, Unity € IDE. IDE o3nauae «iHTerpOBaHE CEPEIOBHIIE
PO3poOKM», MO ommcye 1HTepdeiic, Akuii Hagae BaM AOCTYII A0 BCIX IHCTPYMEHTIB,
HEOOX1THUX i1 po3poOku, B ogHoMy Micii. [Iporpamne 3abe3neuenns Unity mae
BI3yaJIbHAW PENAKTOpP, AKWH TO3BOJISIE TBOPISIM TMPOCTO TEPETATYBATH CJIEMEHTH B
CIICHH, a TIOTIM MaHIIMYJIIOBATH iX BJIACTUBOCTSIMHU.

[Iporpamue 3abesmeuenHs Unity Takoxk Hajgae Oe3d IHIIAX KOPHCHHX
(yHKITIH Ta 1HCTPYMEHTIB: HAIMPHUKJIIAJ, MOXIIMBICTh HaBITAIlll MO TAaNKax y MPOEKTI
ab0 CTBOpPEHHS aHIMAaIli 3a JOTIOMOTOI0 THCTPYMEHTa mikamu dacy. Komm cmpaBa
JOXOUTH 10 KoayBaHHs, Unity mepelizie Ha abTePHATUBHUIN PEIaKTOp Ha Bail BHOIP.
Hatimommpenimum Bapiantom € Visual Studio Bim Microsoft, sika 3ae6U1BITIOTO
THTETPYETHCS O€3 podIeM.

3BUUaiiHO, I PO3POOKHM JOCTYIMHI W 1HIN BENWKI ITPOB1 ABWUTYHH. IrpoBuii
auryH Unity CTHKAeTbCS 3 JKOPCTKOIO KOHKypeHiieo. ToMmy Bapra 3a3HauuTH
nepeBaru Unity: Unity € kpocmtaropMeHHa, a e 03HAYae, IO CTBOPIOBATH ITPH JIJIs
10S, TIK 4u HaBiTh IrpOBHX KOHCOJICH Tak camo Jierko. Unity HMpONOHYe YyIOBY

MATPUMKY BIPTYaJbHOT PEATBHOCTI /TS THX PO3POOHUKIB, SIK1 3aIlIKaBICH] B PO3POOII
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mis Oculus Rift abo HTC Vive. JIns po3poOHHKa, OpIEHTOBAHOIO HAa MOOLIBHI
npuctpoi, Unity € HalikpaIum BapiaHTOM.

Takok MUPOKOI0 MOMYJIAPHICTIO KOPUCTYETHCS, TaKe CEPEOBUINE CTBOPCHHS
irop, axk Unreal Engine. B manmii wac Unreal Engine mpusepHyB yBary Oararbox
PO3pOOHUKIB Ta XyHOXHUKIB 1rop. [llupokuii cmekTp 1HCTPYMEHTIB, JOCTYIMHUX Y
HOTO KOMIUICKTI, Ja€ KOPWUCTyBadaMm JIIICH3II0 HA CTBOPEHHS BjacHUX 1rop. Bin
HaWOLIBII BIIOMHH CBOEIO BEIMKOIO Ta JIETKOIO HACTPOIOBAHICTIO, a TAaKOX BOJIOJIIE
PI3HUMH HaBWYKaMH TIATGOPMHU Ta IHCTPYMEHTAMHU Ul JeTkoro cTBopenHs HD
AAA 1irop. binpurcte moYaTKiBIIB 1 THX, XTO IIOYHMHAE TIPAIFOBATH BIEPIIE,
BubuparoTh came Unreal Engine. Jlane cepemoBuIie CKIIamaeTbcs 3 YacTHH, SKI
BKITIOUAIOTH rpadiuny miatdhopMy, OHIAHH-MOaYb, Pi3ndHy mI1aTdhopMy Ta 3BYKOBY
miaTopMy, BBEACHHS Ta ITPOBHM MEXaHI3M. Y HBOMY € KUIbKa PEIAKTOPIB, SKI
noromMaratote y po3po0in rpu. [lin wac 3amycky Bia mae pemaktop Unreal Editor 3a
3aMOBUyBaHHAM. lle#i pemakTop € OCHOBHUM PEAAKTOPOM, SAKHH J0moMarae
KOPHUCTYBAUEB1 MEPETIISAATH Ta MPAIOE 3 IHIAMHA MAIUIATHOPMaMK Ta PEAAKTOPAMH.

JlocBimueH1 pOrpaMicTH BUKOPHUCTOBYIOTh MOBY C++ NJisi CTBOPEHHS BIIACHUX
CKPUNTIB i 3amycky B irpoBidi miatdopmi. Po3poOHWKH-TIOYATKIBIII MOXKYTh
BAKOPHUCTOBYBATH TOTOB1 OJIOKH KOJTY.

Cepen ycix BUIIE TEPETIUECHUX TEPEBar JaHE CEPEIOBHUINE Ma€ OJHY JOCHTh
BOKIMBY, a CaMe€ - JOCTYIHICTh. 3aBAAKH I[bOMY, a TaKOX 3aBJSKA BHCOKIH
ONTHUMI3aIlli TBOPI[l ITOP MAIOTh MOXKJIUBICTH IIBHIKO MOJICIIOBATH Ta CTBOPIOBATH
onTHMI30BaH1 AodaTtkd. OAHUM 3 HEJOJIKIB JAHOTO CEPEAOBHUINA € TOH (haKT, IO

Unreal Engine miarpumye He Tak 6arato miatdopm.

1.2. AKTyaJIbHICTH PO3POOJIEHHS MPOAYKTY

CTBOpEeHHS IrOp Ha JAHWH Yac € OJHOIO 3 HAWMPUOYTKOBIIIMX Tany3ei B cdepl
1H(bOPMAIIHHUX TEXHOJIOTIH 1 CTaTKH, TIOB 513aH1 3 ITPOBUM Oi13HECOM, TIPOJAOBKYIOThH
puBadIIOBaTH 10 HHOTO Po3poOHMKIB. OHAK HA MPAKTHII PO3POOKA IrOp € OTHIEIO 3

HaWCKIaAHIITNX o0acTeit po3poOku mporpamHoro 3abde3neucHHs. Bapro mpuragatu
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YPOKH TPHUTOHOMETpPIi, TeomMeTpii Ta GI3UKH, fAKI, K MW JAyMaJH, HIKOJIH HE
JIOBEICTHCSI BUKOPHCTATH. A TyT, Ballla Tpa MOBWHHA TOETHYBAaTH 3BYK, BileO Ta
ICTOPIIO TaKWUM YWUHOM, 0O KOPUCTYBa4 3aXOTIB TpaTH B Hei Bce OUTBbINE 1 OLIBINE.
1106 monermuth poboTy, AOCTYHHI (GpPeiAMBOPKH I po3poOku irop He auiie Ha C 1

C++, amme HaBiTh Ha C# abo JavaScript.

HaiiGursmoro mpobnemMoro mepea JIWIeM SKOi CTOSTh yCl PO3POOHUKH €
MOXIMBICTH MPOrPaMyBaHHS BIIpa3y Ha Bcl IaTOPMH, a TaKOK IIPOCTOTA peam3altii
neBHUX orepamiii. CaMe ToMy, cepell yCiX MOXKIMBHX CEPEAOBHIN I peajri3alii
JaHoro mpoekty oopano MonoGame.

Jlane cepemoBHINE /Ma€ MOKJIUBICTh CTBOPIOBATH 3aCTOCYHKH MaiXe Ha BCl
JOCTYTHI TIAaT(OPMH, a TAKOK BUKOPHUCTOBYE 3pO3YMUTY IS yCIX miatGopm MOBY
nporpamyBadas C#. [lomepenni Bepcii MonoGame mo3BosH pO3pOOHUKAM 1TOP
cTBOpIOBaTH 2D-1rpM Ha OCHOBI cIpaiTiB, ajie komanaa MonoGame npunuHWIA 1€ B
cepenuni yepBHA 2012 poky. [loumnaroum 3 2012 poxy, MonoGame modana myxe
noope npamoatH 3 3D (puc.1.1).

Otxe, sxi ckiaagoBl MonoGame:

v' Bukopucrosyioun sk SharpDX, Tak i DirectX, MonoGame
17IcaIbHO TM1AX0AuTh Aid miatdgopm Microsoft Windows.

v' MonoGame BukopucToBye Microsoft XNA 4 APL
OpeiimBopk XNA — 116 B OCHOBHOMY HaOIp IHCTPYMEHTIB PO3POOKH
mporpaMmHoro 3abesneueHHs, po3podiaeHux Microsoft mis cTBOpeHHS
KOMITJIEKCHUX 1rop. Takmm uwmHOM, XNA Mae BenWUe3Hy KUTBKICTh

tH(dOpMaITli, IHCTPYMEHTIB 1 peCcypciB Tt OyIb-IKOTO THITY PO3POOKH.
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v' MonoGame orpumye cBoi rTpacdiuHi MOKIHBOCTI BiJ
OpenGL. Tounime, OpenGL gomomir MonoGame 3 edexramu 3aTiHSHHS

Ta Bi3yajizarii.

Puc. 1.1. Cximanosi MonoGame

Monogame miaTpuMye HaCTYITHI TIATHOPMHU:

= i0S

= macOS

* Android

* Linux

* Windows Phone 8, Windows 10
= PlayStation 4, PlayStation Vita
= Xbox One

* Nintendo Switch

= tvOS

Ax Mu Bxe 3ragyBayv, (ppeHMBOPK aOCONIOTHO OE3KOMTOBHWN. BiH BHKOPHUCTOBYE

nyOmuny minensiro Microsoft (Ms-PL) 1 B3aemuy minensiro Microsoft (Ms-RL).
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Unity 3D

Project Anarchy

GameSalad

Ilepesazu:

1. BUT1IHA TiIeH31HHA
ITOTITHKA;

2. IerKicThb y
BHKOPHCTAHHI,

3. CYMICHICTb 3 Oyab-

SKOIO IIIaTHOPMOIO

Ilepesazu:

1. KO BH IUIaHYETE
PO3pOOIIATH I'PH Ha
wiatpopmax 10S, Android
1 Tizen, TO MueH314 -
0e3KOINTOBHA;

2. IOTY’KH1 IHCTPYMEeHTH

Ilepesazu:

1. Oe3KOIITOBHA JIEH314
(rpomi 3 Bac MONpocATh
TUTIBKH 32 PRO-Bepciio);
2. aKTHBHEe KOM'FOHITI;

3. BLOMIHHHI pyIIH 11g

IIBHAKOI'O CTBOPEHHA

4. BIZIMIHHE KOM'OHITI, ZUI4 IOIIYKY 1 YCYHeHHS | IIPOTOTHITY
5. monyI9pHHH cepen Oaris; 4. CYMICHICTbD 3
PO3POOHHKIB 3. cHIbHe KOM'FOHITI; MOy IIpHHMH
4. BHJaBellb HAJA€ YITKY, | MOOLTHHHMH
3pO3yMLTY JOKYMEHTAI0 | raThopMaMH TAKHMH, SK
1 3pasKH; Cocona 1 Moai.
5. Fmod gna ayaio-
CynpoBoay,
6. noty:xHuH Havok Al
Heoonixu: Heoonixu: Heoonixu:

1. obMmesxeHHH HaO1pP
1HCTPYMEHT1B (BaM,
IIBHZIIE 32 BCe,
J0BeJeThCSA PO3POOHTH
JesK1 3 HEX CaMHM);

2. Ipouec BUTOTOBJIeHHA

IPH 3a0Hpae OaraTo Jacy.

1. BIACYTHSA MOKIHBICTD
pO3podmaTH Irpy Ha Mac 1
Linux;
2. HeMa€ BCTYIHOIO
Kep1BHHITBA A

MIOYATKIBIIB PO3POOHHKIE;

1. obMmesxeHHI HaO1p
1HCTPYMEHTIB PO3POOKH;
2. HeMae JOCTYIy A0
OLTBINOCTI MOKIHBOCTEH

rwiatgopmu 10S.

OcHoBHMMH KOHKypeHTaMu MonoGame e:lpnity 3D, Project Anarchy, GameSalad




1.3. IlepeBaru BUKOPUCTAHHS 00PaHOro (ppeiiMBOPKY

IcHye Kkinpka UyAOBWX PHC, 3aBASKH SKUM Monogame BHUPI3HAETHCA Cepen

THIITUX IrPOBHX TIAaTGOPM, HaBITH Takux, sk Unity. OcCh JvIIe KijTbKa CHIIBHAX CTOPIH:

. Hanamrysanns
. CTBOpEHO AJI MPOTPaMICTIB
. Binkpure mxepeno

1
2
3
4.
5
6

BukopucroBye Microsoft XNA

. IneanbHO MiaX0auTh A7 KpocmiaThOPMHUAX TIPOEKTIB

. Xoporri rpadgiuai MOKITHBOCT1

MonoGame — 1ie peamizaitigs Microsoft XNA 4 Framework 3 BiakpuTuM BHX1THUM

kogoM. Metoro € mo3sonutr po3podHukam XNA wa Xbox 360, Windows 1 Windows

Phone mepenocutn coi irpu Ha 10S, Android, Mac OS X, Linux 1 Windows 8 Metro.

[Tnardopmm PlayStation Mobile, Raspberry PI 1 PlayStation 4 mapasi mpaitoroTs.

DigitalRune Engine miarpumye XNA 1 MonoGame kiJlbkoMa criocob6amu:

v' DigitalRune Mathematics MiCTHTh JOIIOMIKHI METOAM IS IIEPETBOPEHHS THIIIB

3/y Tunmu XNA (manpuknan, DigitalRune Vector3F 8 XNA Vector3).

Kinska 616motex DigitalRune HagaroTs cnemanbai DLL 11 koHBeEpa BMICTY
XNA.

Heski 616motexn DigitalRune Bumararots XNA a6o MonoGame:

DigitalRune Graphics Bumarae XNA/MonoGame ana Biaropenns 2D ta 3D-
rpadiku.

Iarepdeiic kopuctyBaua DigitalRune Game Bumarae XNA/MonoGame s

3YNTYBaHHS MPUCTPOIB BBEACHHS Ta Bizyanizaiii 2D-rpadiku.
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PO3/ILI 2. IHOOPMALIVMHE TA MATEMATHUYHE 3ABE3IEUEHHSA

2.1. Mono B Android
2.1.1 ApxiTtekTypa

[Tporpamn Xamarin. Android 3amyckaroTbcs B cepeOBHIII BHKOHAHHA Mono.
Ile cepejoBHINe BHKOHAHHA IIpalllO€ IOPYY i3 BIpTyalbHOW MammHOK Android
Runtime (ART). O0ugBa cepefoBHIIa BHKOHAHHA IPALIOIOTh HAX sAapoM Linux i
BIAKpHBaIOTh pi3HI API 14 Koxy KopHCTyBaua, IIO JO3BOJSAE pPO3POOHHKAM
OTPUMYBATH JOCTYI 10 6a30Boi cucteMu. MoHO-runtime Hamicasa MoBolo C.

Bu MosxeTe BHKOPHCTOBYBATH cucTeMH System, System.IO, System.Net Ta iHmi
6i6miorexn k1aciB NET 114 goctymy g0 6a30BHX 3ac00iB onepaniiiHoi cuctemu Linux.

Ha Android 6i1bmIicTh CHCTEMHHX 3ac00iB, TakuX K Ayxio, I'padika, OpenGL
Ta Tenedonia, HemocTymHi Oe3mocepelHbO [UI1 BIACHHX IpOrpaM, BOHH

BIIKpHBarOThcA auie yepe3 API Java Runtime Java, 1o 3HaXo14ThCs B 0HOMY 3 Java.

* IIpocTopiB iMeH abo Android. * IIpocTopax iMeH. ApXiTeKTypa IpHOIN3HO TaKa:

NET Android :
Binding Android.*

" Vono Rl ART

Linux Kernel

Puc. 2.1. liarpama Mono Ta ART. NET / Java + npus’si3ku

Po3pobankn Xamarin B Android BOJIOAIFOTE AOCTYNIOM 10 PO3MAITTS (hyHKITIH
B omnepariitHii cucremi. Bxim BimOyBaetbes 3a momomoroto APl NET, a6o
3aCTOCOBYIOUM KJIACH, BIAKPHUTI y mpocTopi iMeH Android, 1o cTBOpIOE CBOEPITHUM

mict 1o API API Java.
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2.1.2 IlakeTu mporpam
ITaketn mporpam mis Android - me xontedHepm ZIP 3 posmmupeHHsMm apk.
[Taketn mporpam Xamarin. Android BOJOIIFOTE TOIO K CTPYKTYPOIO Ta MAaKETOM, IO M

TumnoBl maketn Android, 3 HACTYMHUMU JOTIOBHEHHSIMH

e 30ipku momatky (mo mictuTh IL) OyayTe 30epekeHi 0e3 CTUCHEHHS B 301pKax
nanku. [l gyac 3amycky y penisi Oyayerbes.apk 1 30ipku BUBAHTAXKYIOTHCS 3
mam'aTi. A 1€ TPUIIBUAIITYE POOOTY MTOAATKA, OCKIJIBKH HE 3aTPAYacThCcs Yac Ha
BUBUTBHCHHS 301PKHY TIEpe] BUKOHAHHSIM.

e Ha indopmariro mpo posramyBanHs 30ipku, Taky sk Assembly.Location Ta
Assembly.CodeBase, He MokHa moknagaTucs y Bepcii 00’ ekTiB. Ake BOHU HE
MalOTh CTATUYHOTO PO3TAITYyBAHHA.

o Pimui 616motexn. Jlogatok Xamarin.Android MycuTe BKITIOUaTH BOYIOBaHI
610m0oTexu g mutboBoi apxiTekTypu Android. [Iporpamm Xamarin. Android He
MpaIoBaTUMYTh Ha ImiatdgopMmi 0€3 J0CTymy 10 BIANOBIIHHX O10J110TEK

BUKOHAHHA.

2.2. MonoGame

MonoGame — e peamizaiis Microsoft XNA 4 Framework 3 BiakpuTim Kom0M.
Ile mospomse po3podrmkam XNA Ha Xbox 360, Windows 1 Windows Phone
posropratu cBoi irpu Ha 10S, Android Ta 6arateox 1HImUX IaTdopmax. Bin Takox
ny’ke 100pe HACTPOIOETHCA AK CHUCTEMA 3 BIIKPUTHM BHXITHAM KOJIOM, IO JO03BOJISAE

PO3pOOHUKAM TOTPATH 3 HOTO IHCTPYMEHTAMH BIAMOBIAHO 10 mOTped (puc.2.2).
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Puc. 2.2. MonoGame

Po3pobuuk: MonoGames

[Tnardpopmu: 10S, Android, Windows, Linux, Windows Phone, PlayStation,
Xbox Toro.

Knieatn: Tribute Games, Kongregate, Supergiant Games, 17-BIT Tormio
Irpu: Bastion, Fez, Wizorb, Infinite Flight Tomo

MonoGame € mATpUMYBaHWM MPAKTHYHO yCIMa KOHCOJTBHUMH TIaTHOpMaMHU.
Sk moBa cepenosuma MonoGame BukopuctoByeThess C#. MonoGame BHKOPHUCTOBY€E
MPOMDKHHAM KOJ I KoMmuIAili, a s xopuctyBanHa ClL-kogom mepeadaueHo
BipTyasibHe cepenosuiie, Outeine Bimome sk .NET B Windows, Ta MonoGame B

Linux, Android, 10S Ta irpoBux KOHCOJISIX.

3niCHEHHS TPOEKTY IIJIKOM 1 MOBHICTIO MOXke Oytr 1 B Windows, a mporiec
KOMIUIAIL Ta crapT BuxigHoro (paitmy wMoxe Oytm Malke Ha  BCIX

miargopmax(puc.2.3).
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& -

LoadContent()

Update() - -

GAME LOOP

| —— |

UnloadContent() end()

Puc. 2.3. Peamzariiss BUX1THOT'O KOAY

OpmHi€0 3 CYyTTEBHX IEpeBar JAaHOTO CEPEIOBHINA € MOro JOCTYMHICTh Ta TOH
¢akr, o kox numerbest Ha C# Ta NET. AxkTyansHICT JaHUX TEXHOJIOTIH JO3BOJISE
pyXaTUCSA B B TaKOMY X IIBHAKOMY TEMITi, IO W OLIBIIICT, HOBUX 3aCO0IB Ta Ja€
MOXJTMBICTh BUKOPHUCTOBYBATH iX y PI3HOMaHITHUX mpoekTax. J[o mepesar, Takox,
HAJIC)KUTHCS BITHECTH TOW (haKT, M0 JaHA MOBA € TIBUAKOIO B HATMCAHH1 Ta 00poOIIl.
BiamosigHo 3aTpaTy yacy B HaNMcCaHHI KOy OYIyTh MiHIMaTbHUMHU.

Ane k, 3BUYAitHO, KPOC-TIaTOPMHICTh € OCHOBHOKO mepeBaroro MonoGame.
Jlnsa 3Miam ToTaTopMu, AOCTATHHO 3MIHWUTH BHUA O10I0TEKH, IO MiA €JHAHA [0
aKTyaJIbHOTO TPOEKTy, Ha 1HmI O10mioTexu 1HmmMX twiatdopm. MonoGame 3aaTHe
IIIJTKOM TOBTOPIOBATH apxiTeKTypy XNA. [l po3poOHWKA BaKIWUBO MIAKITIOYNTH
BIJIMTOBIHI JTAPEKTHBH IO CaMOTO MPOEKTY, B BUMAAKY, AKIIO TEPEHOCHUTH HOTO 3
XNA ©a MonoGame. JIupekTWBM PI3HUX TPOCKTIB, MaIOTh PI3HI CMOCOOH
MIKITFOUCHHS, IO 3aJIeKUTh B miatdopmu. st KOHTPO0 BHOOPY miaTdopMu Ha
KA B1AOYBAaTUMETHCS KOMIUIAIIA Ta  SAKI JUPEKTHBU HEOOXITHO IMIIKITIOYNATH,

BUKOPHUCTOBYIOThCA npasuiia BUILD.
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Hwxue nmonyueno wuactmHy koxy kmacy GraphicsDevice, B skomy 3a
JOTIOMOTOI0 TIPEIPOIICCOPHUX TUPEKTHB AO€MHYIOThCS rpadiuni O106m10TekH s

KOXHOI TIaThOpMH, 10 MIATPUMYETHCS :

#if OPENGL
#f MONOMAC
using MonoMac.OpenGL;
#elif WINDOWS || LINUX

using OpenTK.Graphics.OpenGL.;
#elif GLES
using OpenTK.Graphics.ES20;

#endif

#elif DIRECTX

using SharpDX;

using SharpDX.Direct3D;
#if WINDOWS_PHONE

using SharpDX.Direct3D11,;

MonoGame 3actocoBye 016mioTeky SharpDX, 3 BIZKpHTHM KOJIOM, a IIe Ja€
noctyn no DirectX. B Takwmii croci6 Mu MaemMo moBHY miarpumMky Ha Windows 8.
Takox 3actocoByrorhes 010moTexkn OpenTK Ta LidGren. OpenTK — me po3mupeHa
HU3bKOpIBHEBA O16m10TeKa CH#, sika crporrye poboty 3 OpenGL, OpenCL Ta OpenAL.
OpenTK mMoxHa BUKOPHUCTOBYBATH IS IrOP, HAYKOBHUX TIPOrpaM abo THIITUX MPOEKTIB,
mo  HOTpeOyIOTh  TPpHBHUMIPHOI  rpadikm, ayaio abo  OOYHMCIIOBAJIBHOI
¢dyakmionansHocTi. Lidgren Network — 1me wmepexkeBa 616mioreka mis NET
Framework, sika BuxopuctoBye omua UDP-coker mns mocraBku mpoctoro APl ms
MAKTIOYEHHS KITIEHTa 10 CEPBEPa, UATAHHA Ta HAJCWJIAHHS MOBiAOMIIeHb, Cucrema
KepyBaHHS KOHTEHTOM 1A€HTHYHA 110 cucTeMu XNA 4.

CyTTeBOIO TiEpeBArol0 € ICHYBAaHHA CIUIBHOT, SKI B PEXHMI HOH-CTOII
CTBOPIOIOTH HOBI MOXJTMBOCTI /1t MonoGame.

[Tpomiec cTBOpeHHS Tpu posmounHaeTbess 3 WPF mpoekry, Toml 3 Jerkictio

nepeHocutbes B MonoGame.

20



e WPF mpoekr KOMIUTIOETBCS IIBHUAKO Ta € MOJMJIMBICTH HOro 3amycky 0e3
emysitopa Android4;
® JIeTKE 3aBaHTAXXCHHS 300paKCHb,

® KOPEKIIS TOMWIOK MIHIMI3Y€ 3aTpaTH vacy.

Jma immopty WPF mpoekty 8 MonoGame mocrataso ckomitoBat  C# aiin Ta
JOAATH 300paKEHHS B MPOEKT.

Komanma MonoGame cTBopwiia BIIacCHY MOBY JIJIsi CTBOPEHHS IMICHISPHUX €(DEKTIB —
MGFX.

Bnactusocti MGFX:

v/ Bomojie KOMITIJIBOBAaHMM Ta ONTHMI3OBAaHUM OlHapHEM (OpPMATOM  JUIs
3acTOCyBaHH 1111 yac podotu MonoGame
v’ TliaTpuMye pi3HOMaHITHI IIEHAEPHI MOBH, TOOTO € KpocmiaTGopMHa

v Tt BnacTiBe momaspiie PO3IIUPEHHA Ta BAOCKOHAJICHHA

v’ Tlporpamu meiaepis BOJIOMIIOTH TAKOK X CTPYKTYypor, Ak Microsoft FX

dhaiimum

v' Jliis IPOCTOTH PeaaryBaHHs MICTSTh TEKCTOBHI (hopMaT

Jla podotr 3 MGFX kommanist MonoGame cteopmia yruiity 2MGFX, 1o nmae
MOXJMBICTh miepeTBopeHHss mporpamu MGFX metinepi. Tak camo sk B XNA,
MonoGame wmictuTh BOymOBaHI MEHAEpHI epeKTH, IO € MATPUMYBaHI HAa TaKHUX
miardopmax, sk. SkinnedEffect, AlphaTestEffect, DualTextureEffect, BasicEffect,
EnvironmentMapEffect.

2.3. Aaroputm Ejiepa B cucremi reHepauii JiadipuHTy

Anroputm Ennepa € mocuth TOMYJIAPHUM QITOPUTMOM Ui TEHEPYBaHHS
«imeanpHuxy (MK JTBOMA TOYKAMHU TUTBKH OJIMH TUIAX) JAOIPHHTIB, OCKUIBKH BIH €
OJIHMM 3 HaWIIBHAIIMX 1 TEHEPYE «IlIKaB1» JTaOIpUHTH. BOHH «IikaBl» THM, IO ICH
aNrOpuTM HE 0a3yeThCs Ha MOIIYKY OCTOBHOTO JaepeBa B rpadi, B pe3yabTaTi d4Ooro

reHepy€e MeHIe (PpaKTATbHUX CTPYKTYP. Y TOMY YHCII OJHIEIO 3 MepeBar ajropuTMmy
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€ Te, IO BIH J03BOJIAE€ TCHEPYBATH JIAOIPUHTH HECKIHUCHHOT'O PO3MIPY 3a JIHIHHWH
4ac.

AJTOPUTM 3aCHOBAHWI HA TOMY, IO MH 00 €HYEMO KIIITHHKH JaOIpUHTY B
pi3HI HAOOPH, 2 HA OCTAHHBOMY KPOIIl AITOPUTMY 00’ €THYEMO iX B OJWH 3arajbHUI
HaO1p. Komipkn 3HAXOMATECS B OTHOMY HA0OPI1 - AKIIO OJHA KIIITHHKA MOXE TEPEHTH
no 1Hmoi. CrmoyaTky BCl CTIHKMA JIAOIPUHTY MITHIMAIOTHCA, TaK IO BCl KIITHHH
3HAXOMATHCS B PI3HUX HAbOpax.

36epiratu KapTy JTaOIpUHTY MOJKHA, HAPHUKJIA, Y JBOX JBOBUMIPHUX MAaCHBAX:
JUTSI BEPTUKATBHUX 1 TOPU3OHTAIBHUX CTIHOK, BIAMOBITHO.

B mopiBHSHHI 3 IHIIAMH TEHEpPATOpaMu, JaHWUH aJIrOPUTM € OJHHUM 3
HamBuamux. OcoOaUBO BapTe yBaru T¢, IO BiH HE MoTpeOye H6araro. Ham motpibHo
30eperTu y mam’ ATi JIUIIe OCTaHHIN PANOK, o0 TeHepyBaTH MPOAOBKECHHS JTA0IPUHTY
HEOOMEXXEeHY KUTHKICTh Pa3iB.

[ToxpoxoBuii mpuKiIaa reuepartii JadbipuHTy PO3TIITHEMO HIKYE!

1. CTBOPHMMO NEPLUMA PAAOK.

3. PyxawumMch 3MiBa HaNpago, BUNaAKoBMM YMHOM BUPILLMMO, Y4 JOO3BATH CTIHEM M KNITMHKaMU(OCKINBEM HA
AaHoMYy Kpoui BCl KNITMHEW HANeXaTb A0 Pi3HWX MHOMWH, Halw BMOIp HIlWo He obMmexye)

[ (1 2) 3 4 5 & | - momaemo npaey cTiHky nicna nepwoi kNiTHHKM
| 1 ](2 3) 4 5 & | - ue pomaemo cTimky nicna gpyroi
| 1 2 2 4 5 & | - 06'edHYEMO MHOKMHM, A0 AKMX HanexaTk 2 Ta 3 KniTuHKM
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4. Nogamo HUHHI CTIHKK

[(1)] 2 2 2| 5| 6 | - He mojaemMo CTiHKY, Ue - OCTaHHA KNiTMHKA y MHOXMHI 3
iHaexcom 1, wo He Mae HuUKHBEOI CTiHKM.

5. Bitato! MK oTpMmany neplMi 3aeeplleHd pagok Haworo nadipudty. Jdogamo HacTynHMA. [N\ ueoro
BMBEAEMO NOTOYHWA ILLe pas:

| 1 |_2_ 2 _2_| 5 | 6 |
| 1 |_2_ 2 _2_| 5 | b |
5 1. 1. Buganwmo BCl Npasi CTIHKK
|11 2 2 2]5]|6]
|1 2 2 2 5 6|

| 1 |2 2 21586 |

|1 3 2 4 5 & |
3. CTBOpMMG Npasi CTIHKX

| 1] 2 2 2|5 6|

|1 1]2 2|5 5|
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5.1. 3. Buganvmo KNiTUHKKW 3 HUGEHIMW CTIHKaMMK

| 1 |_2_ 2 _2_| 5 | 6 |

|1 1|2 2|5 5|

| i 2 5 5 |
5. 1. 4. Buganvmo HW#HI CTIHEW

| 1] 2_ 2 _2]5] 6]

| 1 _1_| 2 2 | 5 5 |

| 1 2 5 5|

wown o

112 2 2]5]6]
|1 1.2 21]5 5]
|1 114 4 5 5]
112 2 2]5]6]
|1 112 215 5]
|1 1]4 (4 5) 5]

3BEpHITL yBary: MK 00'€AHYEMO MHOMMHKM KNITWHOK, TOOTO OCTAHHA KNITWHKA TAK0K CTAHE HANSKaTH A0 MHOMKUMHK
4 nicnA 4aHoro Kpoky.

112 2 2]|5]6|
|1 1]2 2]5 5|
|1 1|4 4 4 4|

112 2 2]|5]6]
|1 1 ]2 2|5 5|
1 114 4 (4] 4)]
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4. Nogamo HW#HI CTIHKKX

5. 2. 2. [Npasy cTIHKY NICNA 2 KNITWHKW NOTPIOHO BMAANWTK Ta 00'€AHATH MHOKKMHK 2 Ta 3 KNITMHOK(NICNA
3aBepLUEHHA NPOXOAKEHHA MO PAAKY YCI KNITMHKKM Mal0Te HANEKATH OOHIA MHOMXMWHI).

3pemnTo My OTPUMAaTH 17eaTbHMH TabipuHT (puc. 2.4), B SKOMY HEMAE IMAKITIB
(MK BOMA OCEPEIKAMHM € JIMIIE OJWH IUIAX) Ta 130JbOBAHUX YACTHH (KOMIPKU abo
Ipyn OCEpPenAKiB, SKI HE TOB'S3aHI 3 IHIMAMH YacTWHAMH JjabipuaTy). Temep mu

MOYKEMO TIPU3HAYNATH OYb-5AK1 ABA OCEPEAKH BIATIOBIIHO «BXOJOM» Ta «BHXOIOMY.
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Puc. 2.4. JlabGipunat

2.4. Collision

Hamararounch BU3HAUMTH, YU BIAOYBAETHCA 3ITKHEHHS MDK JBOMa 00 €KTaMH,
MU 3a3BHYail HE BHUKOPHCTOBYEMO JIaHI TPO BEPINMHU CaMUX 00’ €KTiB, OCKUIBKH 1T
00’€KTH YacTO MalOTh CKJIamHI (DOPMH; 1€, Y CBOIO HYEPry, YCKIAJHIOE BHUSBICHHS
3ITKHEHHSA. 3 11i€] TPUUYMHY MTOMMMPEHOIO TTPAKTHKOIO € BUKOPUCTAHHS OUTHIIT POCTUX
¢diryp (ki 3a3BWuail MaOTh TapHE MAaTEMAaTWYHE BHU3HAUCHHS) MJIs BHUSBIICHHS
3ITKHEHB, K1 MH HAKJIaJa€EMO Ha BUXIAHUHN 00’ €kT. [loTiM MU TIepeBIpseMO HASABHICTh
3ITKHEHbh HA OCHOBI IHUX TPOCTUX (Iryp; 1€ TOJIETHIyE KOA 1 3HAYHO €KOHOMHTH
MPOAYKTUBHICTH. J[eKuThKOMa TIPUKIaAaMu TakuxX (iryp 31TKHEHHS € Koja, cdepw,
MPAMOKYTHUKHA Ta TPAMOKYTHUKH, 3 HWUMH Ha0araro MpOCTIIIC TPAIOBAaTH B
MOPIBHSIHHI 3 IOBIJIbHUMH CITKAMH 3 COTHSIMH TPUKYTHHKIB.

Xoua mpocTti Girypu Jal0Th HAM MPOCTINN Ta €(QEKTHUBHINI aJTOPUTMHU
BUSBIICHHS 31TKHCHb, BOHH MAalOTh 3araibHUH HEAOJIK, OCKUIBKH 1M (opMHU 3a3BHUAit
HE TIOBHICTIO OTOUYIOTh 00’ €kT. EdexT momarae B Tomy, 1mo mMoxke OyTH BHUSABICHO
3ITKHCHHS, AK€ HACMpaBAl HE 3ITKHYJIOCS 3 (DaKTHUHHM OO'€KTOM; 3aBXKIWA CITIJT

mmaM’sITaTH, 110 111 GopMH € JuIe HAOTHKSHHIMH 10 PeaabHuX (HOpM.
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2.4.1 BupiBHIOBaHHSI M0 0Ci 00MeXKEeHOro XiTooKca

Opniero 3 HadmpocTimux (OpM  BHABJICHHS 3ITKHEHHS € MDK JBOMa
MPAMOKYTHUKAMH, K1 BUPIBHAHI TI0 oci (puc. 2.5), To6T0 6e3 obepTaHHa. AITOpPUTM
mparroe, 3a0e3Meuyioud  BIICYTHICTh TMPOMDKKY MIXK JKOJHOKO 3 4 CTOpIH

npsaMokyTHUKIB. [[loHaliMeHIIMi po3puB O3HAYATHME, IO 3ITKHCHHS HE 1CHYE.

NO OVERLAP ONE AXIS OVERLAP TWO AXES: COLLISION

Puc. 2.5. Oci xiTOoKca

2.4.2 3iTKHeHHd KPYTiB
[amma mpocta gopma /Tt BUSBICHHS 31ITKHEHHS - 1I€ 3ITKHCHHS MK IBOMA
kojamu. Lle# anropuT™ mpaitoe, 6epyur HEeHTPAIbHI TOUKH ABOX K1 1 3a0€31Meuyroun

BIJICTaHb MK IIEHTPAIbHAMH TOUKAMH MEHIIIOKO, HIXK BA PaJlyCH Pa3oM.

2.5. Aaroputm nomykKy HmusixiB

AJTOPUTM TIONMIYKY € OJHUM 3 HAWKpalmmMX 1 TOMYJIAPHUX METOMIB, IO
BUKOPUCTOBYIOTHCA JIIsl IOMIYKY Iax1B. HedopmaasHO Kaxyuw, alropuT™MH TOITYKY
A*, Ha BIOMIHY BIJ 1HIIHX METOMIB 0OXOAy, MarTh «Mi3km». Lle o3Hauae, mo me
JIHUCHO PO3YMHUH aJITOPUTM, SIKUH BIIPI3HAE WOTO BIJ IHITNX 3BUYANHUX aJITOPUTMIB.

Takoxx Bapto 3ramatu, mo Oarato irop i1 BeO-KapT BUKOPUCTOBYIOTH IIeH
anropuT™, oo ayxe ePEKTUBHO 3HAXOAUTH HAWKOPOTIHAN NMUTSIX (AaTPOKCUMAITIS).

Ao po3rNISHYTH KBaApPaTHY CITKY 3 O€3MuYi0 TEPemKoa, A¢ HaM JIaHO

MMOYATKOBY Ta IUIBOBY KINTHHKY. | MH XOUeMO SKOMOTa IIBHJIIE JAOCITTH ILIHOBOI
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KOMIPKH (SIKIIO MOJKJIMBO) 13 TIOYATKOBOi KOMIPKH. TyT Ha JOMOMOTY TPUXOAUTH
AITOPUTM TOITYKY A*. AJNTOPUTM TMOMYyKy A* TojArae B TOMY, IO Ha KOKHOMY
KpOIll BiH BHOWpaEe BY30J1 BIAMOBIAHO M0 3HAUCHHS «f», ske € mapamMeTpoM, PIBHUM
CyMi NBOX IHIWX mapameTpiB — «g» 1 «h». Ha koxxHOMy kpor BiH BHOHpae
BY30JI/KOMIPKY 3 HalHWKIAM «», 1 00po0IIsie 1mei By3071/KOMIPKY.

EBpucTHUHHMIT MeTO/ HE IIyKae NIUIIX Ha BC1 OOKHU BiApa3y 1 HE BUTpadae yac Ha
OUCBUAHO OC3MEPCIEKTHBHI IUISIXH, SIKI BIIJAISIOTh BIJL METH, a HE HAaONM)KAIOTh JI0
Hei. Bin momomarae 1ie BumnpaBuTH. BiH mpairtoe Tak camo, Ak 1 anroput™ Jlifikerpu,
aye 3 oAHieto 3MiHOK0. [Ipr BUOOP1 HACTYMHOI TOYKH HA PO3IISA MEPITOT BUOUPAETHCS
Ta TOUYKa, SKa OMMKUYe M0 TOYaTKy NMUIIXY, a Ta, Mo Onwkue a0 KiHM. Bigcranp mo
KIHIISI PO3PaxOBYEThCA MPHOJM3HO, HAMPHUKIIAJ, MPOCTO AK BIACTAHb MDK JBOMA
TOYKAMHU Ha KapTi. MiHyC aJirOpuTMy B TOMY, IO 3HAWAECHUHN NMUIIX HE 000B'A3KOBO
OyJie HAaUKOPOTIIUM. AJie HOro 3HaXOKeHHA MoTpedye MEHIIE Yacy.

AnropuTtm nomyky A* MOXHa TIOAaTH y BUTIIAAL TIceBIOKoAy(puc.2.6):

program a-star

openlist.enqueue(startknote, 8)

MEE e e e 3

repeat

Bunyyumu BepuwuHy 3 HalMeHwuMm f-3HdYEeHHAM

currentNode := openlist.removeMin()

Tremmni—r 5 8a Be Do
HOCHAZH d K1THUeDa OepuuHa

if currentNode == endknote then
return PathFound

o KiHuyeBa iHG He docAzHyma: Jdodamu cCyMixH1L

do nomodyHotT GepuuHL

expandMode (currentMode)

5]

=
|

5]
il

tomoyHa Sepwuna Bwe noBricmo docaldwen

closedlist.add(currentMNode)
until openlist.isEmpty ()

o D& e = PAIB " asril HEe 9oLy
cnucork Gidomux nopoxHil, po36 A3xiB He 1cH

return NoPathFound
end
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/[ nepeBipae cymimni Bepwuru ma dodae do cnucky Bidomux Axkuo:
[ - cymixni Bepuunu zycmpiqawmecA Bnepwe abo

[ - zHalddenull kpowul waax do yiel BepuwuHu

function expandhlode(currentNode)

end

foreach successor of currenthode

end

[/ nponycmumu, Axkwyo BepuwuHa 3HaxodumscA B8 cnucky docaidweHuUx

if closedlist.contains(successor) then
continue

[/ obyucaumu zHavyeHHA g HoBoz20o WAAXY:

[/ 3Ha4eHHA g nonepedHeol Bepuwunu + Bapmicme wolHo npoldeHozo pebpa

tentative_g = g{currentlode) + c{currentlode, successor)

/{ Axwyo cymixna Bepwuna Bwe 8 cnucky Bidomux,

[/ ane znaldenuld wnax He kpawuld 30 Bwe Bidomuild - nponycmumu

if openlist.contains(successor) and tentative g »>= g[successor] then
continue

[/ BcmawoBumu BraziBHuxk Ha nonepdrw BepwuHy ma bepezmu g

successor.predecessor := currentlode

g[successor] = tentative g

[/ oHoBumu 3HayeHHA { BepwuHu y cnucky Bidomux

// abo dodamu Bepuuny do cnucky Bidomux

f := tentative_g + h(successor)

if openlist.contains(successor) then
openlist.decreaseKey(successor, |)

else
openlist.enqueuve(successor, f)

Puc. 2.6. Kox nobynosu anroputmy A*
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PO311JI 3. IIPOI'PAMHE TA TEXHIYHE 3ABE3IIEYUEHHSA

3.1. Po3po0ka 3aCcTOCYHKY

3arajgbHy CTPYKTYpPY MAQHOTO 3aCTOCYHKY MOXXHA TEPETJISHYTH Y Jlarpami,

300pakeHii Ha HACTYITHOMY PUCYHKY (puc. 3.1).

Puc. 3.1. Jliarpama xaciB

MainGame A MainActivity A Ball A Tile A TiledMap A
Class Class Class Class Class
-+ Game - AndroidGameActivity
4 Fields 4 Fields 4 Fields
4 Field 4 Field _ _ _
ele * ele * - @, accelerationSp... @, name @, map
& fall a actvity @ accelerometer @, texture E, mapHeight
o fonth_ 4 Methods :a resistance 4 Properties B, mapWidth
“a graphics @, OnCreate . speedCap £ Name Bl tileHeight
“a map B @, speedX Method @, tiles
. originalPosition @, speedy 2 LdsgEts EL tileWidth
= player £ ~ @ <ori @ Texture .
_ .o prite p rt
' spriteBatch : §°“'s'°“ " : eﬁ X @ Tile (+ 2 overlo... 4 Froperes
o jc Clat a :
 ctatus | Sttic Ciass i . y ) p 4 MapHélght
@ win I : L F MapWidth
= | 4 Methods i | 4 Methods K TileHeight
4 Methods
© 5 : @ checkCircularC... : @ Ball (+ 1 overlo... A TileWidth
®° checkPlayerColl... 1 ® checkWaIICoIIis...: ® Coords 4 Methods
createlevel | N
@9 | ®, findDist I ® Draw @ CreateHoles
+ Draw (R / ® getSpeed
®, Initialize & M @ CreateWalls
ove
®. LoadContent © Radius @ draw
) @ findTile
@ MainGame ® setPosition ©
@ v i setEnd
a resetPlayerPosit... © setSpeed
@, Update P @ setTile
*
@ Update @ TiledMap
@, UpdateSpeed

3.1.1. Inimiamizaais MonoGame 3apasku XamarinForms

st crapry poborm 3 MonoGame HeoOXxigHa TEpIn 3a BCE IHIIIAII3AIis.
Peamizamis axtusamii (puc. 3.2) ta [mimamsamis pymiis (puc 3.3) BimOyBaeThCcs B

HACTYIHHA CIIOCI0:
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[Activity(Label =
MainLauncher =
Icon = "@drawable/icon™
AlwaysRetainTaskState =
LaunchMode = LaunchMode.SinglelInstance
ScreenOrientation = ScreenOrientation.Landscape
ConfigurationChanges = ConfigChanges.Orientation

ConfigChanges.Keyboard |

ConfigChanges.KeyboardHidden) ]

MainActivity : Microsoft.Xna.Framework.AndroidGameActi

OnCreate(Bundle bundle)

activity = 5
.OnCreate (bundle);

g MainGame ();
SetContentView((View)g.Services.GetService(
g-Run ();

Puc. 3.2. ®parmMeHT KOy

ne()

graphics = GraphicsDeviceManager )

graphics.IsFullScreen = :

graphics.SupportedOrientations = DisplayOrientation.Landscapeleft;
Content.RootDirectory = "Content”;

>

Initialize()

.Initialize();

Puc. 3.3. ®parmMeHT KOy

Jlms Toro, 30epexeHHS HYacy Ta PECYpPCiB TPHCTPOIO PECYpPCH HEOOXITHO
3aBAHTAXKUTH TIEpea TOoYaTkoM pPoOOTH 3 HuUMH. a4 1OTO ICHYE METO.X

LoadContent(), axuii mpencTaBieHO Ha pUCYHKY 3.4.
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LoadContent()

spriteBatch =

font = Content.Lload<Sy
win = Content.Lload<Sc
fall = Content.LlLoad<SoundE

map = iledMap .GraphicsDevice);
player = Ba .GraphicsDevice, 50, 50);

status = 0;
createlevel();

Puc. 3.4. ®parmMeHT KOy

3a oHoBjeHHS Tpadiku B KOXHOMY BIATBOPEHOMY Kajpi BIAMOBIAAE METOJ

Update, siamoBimgno ao iaTepdericy Game (puc 3.5).
Update(GameTime gameTime)
.Update(gameTime);

if (status == @)

-
1

lection touchCollection = TouchPanel.GetState();

if (touchCollection.Count > @)
{

status++;

createlevel();

1
J

1

}
player.Update();
checkPlayerCollision();

player.Move();

Puc. 3.5. ®parmMeHT Koy

Ha 3aBepmieHHS mNpEeACTaBICHO METOA BIAMATIOBAHHA KOXKHOTO Kajpy

(puc. 3.6).
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Draw(GameTime gameTime)

GraphicsDevice.Clear(Color.CornflowerBlue);

spriteBatch.Begin();

map.draw(spriteBatch);
player.Draw(spriteBatch);

if(status == @)
{
spriteBatch.DrawString(font, "Press anywhere to start” Vector2(800@, 600), Color.Black);
1
}
spriteBatch.End();

.Draw(gameTime);

Puc. 3.6. ®parmMeHT KOOy

3.1.2. Peanizauis Ta nonepeaHL0 CTBOPEHHS HITA rpaBUs
3a JOMOMOTOI0 aKCeNepoMeTpa, IO MICTHTBCS B B AHAPOIM TpaBelb
KEpyBaTUME KYJIbKOI. 300paKeHHA OMUCY 00’ €KTa KYJIbKH MOJAHO HA PUCYHKY 3.7.
Device graphicsDevice)

X
Y

speedX
speedY

accelerationSpeed = 1.0f;
speedCap = 5f;

resistance = 0.3f;

if (accelerometer ==
r
1

accelerometer =

accelerometer.Start();

ontainer.OpenStream("Content/balle.pn

sprite Texture2D.FromStream(graphicsDevice, stream);

Puc. 3.7. ®parmMeHT Koy onucy 00’ €KTa KYJIbKH
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3 BHWINEG HABEACHOTO KOAY MOXEMO IMO0QuuTH, IO PHCYHOK KYJIbKH
NIEPETBOPIOEThC B chpait. [lama mis Ay Toro a0W IIBHIIIE Ta KOPEKTHIIIE
BiTOOpakaTH TIEBHUHA 00 €KT B KOXHOMY Kanpil. [l BHpaxeHHS MIBHUAKOCTI
MEPEKOYYBAaHHS KYJIbKH, MU BUKOPHCTOByeMO mapamerpu speedX ta speedY. 3a
MPUCKOPEHHS MBUAKOCTI KYJIbKH BIANOBIAAE mapameTp accelerationSpeed.

Meron UpdateSpeed ©Oyno peamizoBaHO mjid 3MIHM IIBHIKOCTI PyXy B

3aJIe)KHOCTI Bl HAXHMITY aKCceJlepoMeTpa, IMpo II¢ OIMCaHO Ha PUCYHKY 3.8.

UpdateSpeed()

orientationX accelerometer.CurrentValue.Acceleration.Y;
orientationY accelerometer.CurrentValue.Acceleration.X;

orientationX ) (Math.Round( orientationX, 1));
orientationYy ) (Math.Round( orientationYy, 1));

if (orientationX == @)
r
1

if (speedX < -resistance || speedX resistance)
=

1
speedX += speedX @ ? -resistance : resistance;

speedX = 9;

speedX += orientationX * accelerationSpeed;

if (orientationY == @)
if (speedY < -resistance || speedY > resistance)

speedY += speedY > @ ? -resistance : resistance;

speedY = 0;

speedY += orientationY * accelerationSpeed;

speedX speedX > speedCap ? speedCap : speedX < -speedCap ? -speedCap : speedX;
speedY speedY > speedCap ? s - . eedCap : speedY;
P P P P P @_ (field) Ball.accelerationSpeed P P P ?
X % 1920;
Y % 1080;

Puc. 3.8. ®parmeHT Koy

JIiis po3MUpPEeHHS MOKIIMBOCTEHN TPH y MalOyTHbOMY, OyJI0 CTBOPEHO MIHOPHI

meroan, Taki k. Move(), SetSpeed(), GetSpeed(), Cords(), Show() Ta a1,
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3.1.3. IToOynoBa poHy KapTH Ta 00’ €KTH JIAOIpUHTY
[ToOymoBa OCHOBHOTO ITPOBOTO TOJIS KApTH 3IIACHIOETHCS YEPEe3 CTBOPCHHA
KJlacy, SAKud HamoBHIOE Toe 00’ektamu ¢dony. Ha pucynky 3.9 omucano
2
KOHCTPYKTOpH 00’ €kTa (hoHy.
ice graphicsDevice, name)
( stream = TitleContainer.OpenStream("Content/sol.jpg"))

texture = Texture2D.FromStream(graphicsDevice, stream);

texture = sprite;

Tile(GraphicsDevice graphicsDevice, sprite, tileName)

.name = tileName;

( stream = TitleContainer.OpenStream("Content/" + sprite + ".jpg"))

texture = Texture2D.FromStream(graphicsDevice, stream);

Puc. 3.9. ®parmeHT koay KOHCTPYKTOpa 00’ €kTa (hOHY

®on Manu 3 00’ €KTIB THITY Sprite BHKOPHCTAHO 11 OOy A0BH 00’ €KTY IOJIA.
KoncTpykTop 00’ €KTa MO peali3yeMo 3a JTOMOMOTOI0 KOy, MPEACTaBICHOTO

Ha pucyHky 3.10.
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>vice graphicsDevice)

» mapHeight];
> v~~>();

Tile(graphicsDevice,
rile(graphicsDevice, :
Tile(graphicsDevice, "
ile(graphicsDevice,

< MapWidth; x++)

@] = tiles["mur"];
map[x, MapHeight - 1] = tiles["mur"];

( y = @; y < MapHeight; y++)

map[e) y] = tiles[”"'_x""];
map[MapWidth - 1, y] = tiles["mur"];

< MapWidth - 1; x++)
/ < MapHeight - 1; y++)

map[x, y] = tiles["sol"];

Puc. 3.10. ®parmMeHT Koy

Meroau BiAMaANIOBAHHS TOJIS Ta MPUCBOEHHS KOMIpkaM 00 ekTiB Tumy Tile Ta

BHBAaHTAKEHHS IMX 00 €KTIB Ha TOJIE peali3yeMO TaKoXK y IboMy Kiaci. Bce e

BiI0YBAETHCS B TAKUH CIIOCIO:
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atch spriteBatch)
MapWidth; x++)
y = @; y < MapHeight; y++)

spriteBatch.Draw(map[x, y].Texture(), ector2 x * TileWidth), (y * TileHeight)), Co

e findTile( XS

return map[x, y];

setTile(Vector2 position, name )
if (position.X >= @ &% position.X < MapWidth &% position.Y >= @ &% position.Y < MapHeight && tiles.ContainsKey
r

map|[ ( )position.X, ( )position.Y] = tiles[name];

return

else

3BUYANHO, Y JAHOMY KJ1acl BIATBOPEHO METOAN YCTAHOBKH MOUYATKY JIAOIPUHTY,
HOTO0 3aBEpITICHHS Ta CTBOPEHHSA CTiH (puc. 3.11).
CreateWalls( [,] position)
< position.GetLength(@); x++)

map[position[x, @], position[x, 1]] = tiles["mur"];

setEnd( [] position)

map[position[@], position[1]]

Puc. 3.11. ®parmMeHT Koy

O6’ext Tile moxe mpmitmaTi Ha ceOe BIAMOBIAHI 3HAYEHHS CHpaWTIB sol Ta
mur. [le Mm MoxxeMo crocTepiraty 3 onucy koay. L1 06’ ekt BU3HAUEH1 Ta MICTSTH B
co01 300pakeHHs crhpaiTiB. A came, ¢on moma (puc. 3.12), ta crTiHm mabipuHTY

(puc. 3.13).

Puc. 3.12. ®ou nons Puc. 3.13. Ctina nabipunty
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Bce, mo My MaeMoO MOXITHBICTh OauWTH Ha TOd1 € 00’ ekTamu (poHy. 3aranom,
TE, 10 MA MOXEMO CITIOCTEPITaTH 3a CBOEIO CYTTIO, BUTJISAAE JIUIIE 300paKeHHAM 0¢3

YKOJHOTO (DYHKITIOHAITY.

3.1.4. ITooynoBa Manu KoJi3iii
Jlns Toro, mo6 moOyayBaTH KOJII31i CTiH, BUKOPUCTAHO METO]] BUPIBHIOBAHHS

1o ocl 0OMeskeHoi kopoOkwu (puc. 3.14).

checkWallCollision(Vector2 wallCoords, spriteSize, Vector2 ballCoords, Vector2 ballPosition,

if (wallCoords.X + 1 == ballCoords.X)
r
1

if (ballPosition.X - ballRadius <

I
L

return H

e if (wallCoords.X - 1 == ballCoords.X)

if (ballPosition.X + ballRadius >= spriteSize)

return

>

lse if (wallCoords.Y + 1 == ballCoords.Y)

if(ballPosition.Y - ballRadius <= @)
{
return =

1
J

else if (wallCoords.Y - 1 == ballCoords.Y)

if (ballPosition.Y + ballRadius >= spriteSize)

r

Puc. 3.14. MeTon BUpIBHIOBAHHS IO 0C1 00MEXKEHOI KOPOOKH

[Ipu KOXHOMY OHOBJICHH1 KajJipy OyJie BUKOPHCTOBYBATHCH Iieii MeToa. ToOTo
BiIOYBaTHMETHCA TOPIBHSHHS KOOPJAHMHAT CTIH Ta KOOPJHMHAT KYJl, BPaxOBYIOUH
pajlyc IepIIoi Ta po3Mip APYroi.

[Tomi6HMiE MeTOM pealm30BaHO JUIS KyJIl, 3a JOIOMOT'OI0 METOJY BH3HAUCHHS

3ITKHEHHS KpyTiB (puc. 3.15).
checkCircularCollision(Vector2 circleCenter, circleRadius,Vector2 ballCoords, Vector2 ballPosition)

ballX = ( )(ballCoords.X + ballPosition.X);
bally = ( )(ballCoords.Y + ballPosition.Y);

dist = ( )findDist(circleCenter, Vector2(ballX, ballY));
return dist <= circleRadius;

Puc. 3.15. Meton BU3HaUCHHS 3ITKHCHHS KPYT1B
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O6uaBa METOIM BUKOPUCTOBYIOTH (DYHKITIIO BU3HAUCHHS BIJICTaHI MK 00 €KTaMHU.

VY BXITHWX MapaMeTpax PO3TIAIAIOTECS 00 €KTH «BIM» Ta «II0», TOJl BIAOYBAETHCS

MPOIIEC TMOPIBHAHHA 3 YpaXyBaHHIM PO3MIPY CTIH Ta pajiycy Kyl (puc. 3.16).

findDist(Vector2 from, Vector2 to)

a2 = Math.Pow(from.X - to.X, 2);
b2 = Math.Pow(from.Y - to.Y,2);

dist = Math.Sqrt(a2 + b2);
return dist;

Puc. 3.16. IlopiBHAHHS 3 ypaxyBaHHSAM PO3MIPY CTIH Ta PaAlyCy Ky

3.2. Peanizauis aaroputmy nody10Bu JadipuHTY

Peamizartiro renepairii 1abipuHTY OMUCAHO Y KO/ HA puCYHKY 3.17.

Maze GenerateMaze()
{
MazeGeneratorCell[,] cells = MazeGeneratorCell[Width, Height];
for ( < 9; x < cells.GetlLength(@); x++)
r
1

2; y < cells.GetLength(1); y++)

= MazeGeneratorCell { X = x, Y =y };

< cells.GetlLength(@); x++)

- 1].wallLeft = :

< cells.GetLength(1); y++)

cells[Width - 1, y].wWallBottom = :

RemoveWallsWithBacktracker(cells);
Maze maze = Maze();

maze.cells = cells;
maze.finishPosition = PlaceMazeExit(cells);

eturn maze;

Puc. 3.17. I'eneparni mabipuHTy

BukopucroBytoun  wHactymHi  (Qyskmi, RemoveWallsWithBacktracker(),

RemoveWall(), PlaceMazeExit(), BinTBoOpeHo 3reHepOBaHUii JaOIpHHT.

i pynkmii 306pakeno Ha pucynkax 3.18 — 3.20.
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RemoveWallsWithBacktracker(MazeGeneratorCell[,] maze)

MazeGeneratorCell current =
current.Visited = -
current.DistanceFromStart

Stack<MazeGeneratorCell> stack = Stack<MazeGeneratorCell>();

List<MazeGeneratorCell> unvisitedNeighbours = List<MazeGeneratorCell>();
current.X;
current.Y;

v

-1, y1);
y - 1]);

MazeGeneratorCell chosen = unvisitedNeighbours[UnityEngine.Random.Range(@,

unvisitedNeighbours.Count)];
RemoveWall(current, chosen);

chosen.Visited =
stack.Push(chosen);

>

chosen.DistanceFromStart = current.DistanceFromStart + 1;
current = chosen;

Puc. 3.18. RemoveWallsWithBacktracker

RemoveWall(MazeGeneratorCell a, MazeGeneratorCell b)

b.Y) a.WallBottom =
b.WallBottom = .

>

b.X) a.WalllLeft =
b.wallLeft =

>

Puc. 3.19. RemoveWall
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Vector2Int PlaceMazeExit(MazeGeneratorCell[,] maze)
MazeGeneratorCell furthest = maze[@, @];

maze.GetLength(@); x++)

- 2].DistanceFromStart > furthest.DistanceFromStart) furthest = maze[x, Height -
@] .DistanceFromStart > furthest.DistanceFromStart) furthest = maze[x, @];

0; y < maze.GetlLength(1l); y++)

(maze[Width - 2, y].DistanceFromStart > furthest.DistanceFromStart) furthest = maze[Width - 2, y];
if (maze[@, y].DistanceFromStart > furthest.DistanceFromStart) furthest = maze[0, y];

>

if (furthest.X == @) furthest.WalllLeft =
if (furthes = @) furthest.WallBottom = -
(furthes Width - 2) maze[furthest.X + 1, furthest.Y].WalllLeft =
(furthest. i furthest.X, furthest.Y + 1].WallBottom =

>

t.
t

Puc. 3.20. PlaceMazeExit

Hamami mammit meton (GenerateMaze) BHKOPHCTOBYETHCS Yy  BIATBOPEHI
nabipuHTy Oe3mocepenHb0 B Merodl  createlevel ocHOBHOTO ekpaHy TpH.

[TpomoBkumMoO PO3rIIAA HAMUCAaHHA JabIpUHTY 3a JTOMOMOTOI) AJITOPUTMY Ta BPYUHY

(puc.3.21).

~

.GraphicsDevice);
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map.setEnd(end);
originalPosition = Vector2((spawn[@] * map.TileWidth) + (map.TileWidth / 2) - player.Radius()
player.setPosition(originalPosition);

br
b

Puc. 3.21. CtBopenHs nabipuHTy BpYUHY
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— I 1c
1 J
GenerateMaze();
edMap ( .GraphicsDevice);
{ 1, 1 };
23, 12 };

map.CreateWalls(walls);

map.CreateHoles(holes);

map.setEnd(end);

originalPosition = Vector2(spawn[@] * map.TileWidth, spawn[1] * map.TileHeight);
player.setPosition(originalPosition);

Puc 3.21. CtBopenHs mabipuHTy 3a AOMTOMOTOIO aJITOPUTMY

[Tepmmie, mo noMidaeMO — II¢ TPOCTOTA CTBOPEHHS HOBOTO JIAOIpHHTY 3a

JOMTOMOTOK) aJITOPUTMY, SIKWA €KOHOMHTB 3aTPAYEHHUN 4aC HA HAMWUCAHHS KOOPJWHAT
BPYUYHY.

3.3 Peanizauisa aaropurmy A*
JIsis HAmoro 1rpoOBOTO MPOAYKTY OYJI0 BUKOPHUCTAHO THIOBY O010a10TeKy A*

pathfinder, saxy Oyno mamamToBaHo 0€3M0CePEIHBO IMT JAHHH MPOCSKT.

OroJotmeHHs KOMIpOK Ja0ipuHTY 300pakeHo Ha PUCYHKY 3.22.

Point Position { -

PathLengthFromStart {
Node CameFrom { - 5 1
HeuristicEstimatePathLength {

EstimateFullPathLength

.PathLengthFromStart + .HeuristicEstimatePathLength;

Puc. 3.22. OrosnommenHs KOMIpoK JJabipuHTY
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Ha pucynky 3.23 onucaHo OCHOBHWM METO]l BUPaXyBaHHS.

List<Point> FindPath( [,] field, Point start,

closedSet = Collection<Pathnode>();
opensSet = Collection<PathnNode>();
PathNode startnode = PathNode()

I
L
Position = start,
CameFrom = -
PathLengthFromStart = o,
HeuristicestimatePathLength = GetHeuristicPathLength(start, goal)
35
openset.Add(startNode);
while (openSet.Count > @)

I
L

currentNode = openSet.OrderBy(node =>
node.EstimateFullPathLength).First();
if (currentNode.Position == goal)
return GetPathForNode(currentNode);
openset.Remove(currentNode);
closedSet.Add(currentNode) ;
foreach ( neighbourNode in GetNeighbours(currentNode, goal, field))
{
if (closedSet.Count(node => node.Position == neighbourNode.Position) > @)
continue;
openNode = openSet.FirstorDefault(node =>
node.Position == neighbourNode.Position);
if (openNode == )
openset.Add(neighbourNode) ;
else
if (openNode.PathLengthFromStart > neighbourNode.PathLengthFromStart)
{
openNode.CameFrom = currentNode;
openNode .PathLengthFromStart = neighbourNode.PathLengthFromStart;

Puc. 3.23. Meton BupaxyBaHHs

Kon, 110 BUKOPUCTOBYETHCA 11 OTPUMAHHS CIIMCKY CYCITHIX TOYOK, OTTMCAHHMA

Ha pUCyHKY 3.24.
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Collection<PathNode> GetNeighbours(PathNode pathNode,
goal, [,] field)
r

1
result = Collection<PathNode>();

Point[] neighbourPoints = Point[4];

neighbourPoints[@] oint(pathNode.Position.X + 1, pathNode.Position.Y);

neighbourPoints
neighbourPoint

1 nt(pathNode.Position.X - 1, pathNode.Position.Y);
neighbourPoints[3

S
S

[
[
[

point in neighbourPoints)

if (point.X < @ || point.X >= field.GetLength(9))
continue;

if (point.Y < @ || point.Y >= field.GetLength(1))
continue;

if ((field[point.X, point.Y] != @) && (field[point.X, point.Y] != 1))
continue;

neighbourNode = PathNode()

Position = point,

CameFrom = pathNode,

PathLengthFromStart = pathNode.PathLengthFromStart +
GetDistanceBetweenNeighbours(),

HeuristicEstimatePathLength = GetHeuristicPathLength(point, goal)

Puc. 3.24. OtpumanHs CIUCKY CYCITHIX TOUOK

Ha 3aBepienns onucano MeTo; MOBEpHEHHS MapmpyTy (puc. 3.25.).

result =
currentNode =
hile (currentNode !=

result.Add(currentNode.Position);
currentNode = currentNode.CameFrom;

ult.Reverse();
urn result;

Puc. 3.25. MeTon nOBEpHEHHS MapUIPYTy
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nt(pathNode.Position.X, pathNode.Position.Y + 1);
nt(pathNode.Position.X, pathNode.Position.Y - 1);



3.4. TecTyBaHHS NPOEKTY

Buxigauii BapiaHT nu3aliHy 3aCTOCYHKY:

Puc 3.26. ['onoBHa cTOpIHKA 3aCTOCYHKY

Puc. 3.27. 3reneposanwnii madipuaT 20x20
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BUCHOBKHU
[lim bac BHUKOHAHHSA IHWILUIOMHOI poOOTH  OyJIO JOCHIIKEHO  TEXHOJIOTIIO
MonoGame Ta ii BuKOopHucTaHHsA B moeaHaHHl 3 XamarinForms. Bymo po3po6ieHo
irpoBuii  3actocyHok “JlaGipmuT”. [laHuii 3aCTOCYHOK CTBOPEHO 3a JOTMOMOTOIO
3aco0iB MonoGame mist OC Android. Be63acTocyHOK ONTHMI30BaHO TS IPUCTPOIB
Ha OC Android. IaTepdetic 3pyunmii i1 KOPHUCTYBAHHS, KEPYBAHHS TPOIO
Bi1aropkeHo. [lponucano BCi MOKIMBOCTI MOOYAOBH Ja0IPHHTIB TA MOMIYKY ITUIAXY

y aux. Jlana rpa mae sickpaBy Ta nuHaMmiuny 2 /] rpadiky 3 kapTamu KOI31i.

46



CIIMCOK BUKOPUCTAHUX /J’)KEPEJI
. github.com

. https://xamarin.com

. https://metanit.com

https://stackoverflow.com

https://www.wikipedia.org

. http://www.gamedev.ru/

https://www.codeguru.com/csharp

1
2
3
4
5. https://www.habr.com
6
7
8
9

https://Isreg.ru/

10. https://app2top.ru/game_development
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OcHOBHHH KOZ 3aCTOCYHKY — ['0J10BHA CTOpiHKA

public MainGame()
{

graphics = new GraphicsDeviceManager(this);

graphics.IsFullScreen = true;

graphics. SupportedOrientations = DisplayOrientation. LandscapeLeft;

Content. RootDirectory = "Content";

protected override void Initialize()

{

base.Initialize();

3

/Il <summary>

/// Load the game content

48
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/Il </summary>

protected override void LoadContent()

{

// Create a new SpriteBatch, which can be used to draw textures.

spriteBatch = new SpriteBatch(GraphicsDevice);

font = Content. Load<SpriteFont>("Font");
win = Content. Load<SoundEffect>("victoire");

fall = Content. Load<SoundEffect>("trou");

map = new TiledMap(this.GraphicsDevice);
player = new Ball(this. GraphicsDevice, 50, 50);

status = 0;
createLevel();
h
/Il <summary>
/// Update the game to its next state.
/Il </summary>
/Il <param name="gameTime">current GameTime</param>
protected override void Update(GameTime gameTime)
{
base.Update(gameTime);
if (status == 0)
{

TouchCollection touchCollection = TouchPanel. GetState();

if (touchCollection.Count > 0)
{
status++;

createLevel();

b
player.Update();
checkPlayerCollision();
player.Move();

b

/Il <summary>

/// Draw the current game status

/Il </summary>
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/Il <param name="gameTime">current GameTime</param>
protected override void Draw(GameTime gameTime)

{
GraphicsDevice.Clear(Color. CornflowerBlue);

spriteBatch.Begin();

map.draw(spriteBatch);
player. Draw(spriteBatch);

if(status == 0)
{
spriteBatch. DrawString(font, "Press anywhere to start", new Vector2(800, 600), Color.Black);

b
spriteBatch.End();

base.Draw(gameTime);
b
/Il <summary>
/// Checks the collision of the player with holes and walls.
/// Updates the player speed accordingly
/Il </summary>
private void checkPlayerCollision()
{
Vector2 playerPos = player.Coords();
int playerRadius = player . Radius();
int playerCoordX = (int)(playerPos. X + playerRadius) / map. TileWidth;
int playerCoordY = (int)(playerPos.Y + playerRadius) / map. TileHeight;
int playerPosX = (int)(playerPos. X + playerRadius) % map. TileWidth;
int playerPosY = (int)(playerPos.Y + playerRadius) % map.TileHeight;
Log.Debug("Main", "Coords: " + playerPos. ToString());
Vector2 newSpeed = player.getSpeed();
/* Checking for wall collision */
for (int x=-1; x <2; x++)
{
for (inty = -1; y <2; y++)
{
Vector2 coords = new Vector2(playerCoordX + x, playerCoordY +7v);
/* Checking if we're within range */
if (coords. X >= 0 && coords. X < map.MapWidth && coords.Y >= 0 && coords.Y < map.MapHeight)
{
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/* Checking if it is a wall */
if (map.findTile((int)coords. X, (int)coords.Y).Name == "mur")
{
/* Checking if there is a collision */
if (Collision.checkWallCollision(coords, map.TileWidth, new Vector2(playerCoordX, playerCoordY),
new Vector2(playerPosX, playerPosY), playerRadius))

{
/* If the wall was left */
if (x==-1&&y==0)
{
Log.Debug("Collision", "Left");
newSpeed. X = newSpeed. X <0 ? 0 : newSpeed. X;
b
/* If the wall was right */
elseif (x==1&& y==0)
{
Log.Debug("Collision", "Right");
newSpeed. X = newSpeed. X > 0 ? 0 : newSpeed. X
b

/* If the wall was top */
else if (y == -1 && x==10)
{
Log.Debug("Collision", "Top");
newSpeed.Y = newSpeed.Y <0 ? 0 : newSpeed.Y;
b
/* If the wall was bot */
elseif (y==1&& x==0)
{
Log.Debug("Collision", "Bot");
newSpeed.Y = newSpeed.Y > 0 ? 0 : newSpeed. Y,

} /* End of collision check */
} /* End of wall check */
}/* End of range check */
} /* end of for y */
/* end of for x */

/* Checking for the exit */
if (map.findTile(playerCoordX, playerCoordY).Name == "sortic")
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win.Play();
status+-+;
createLevel();
Log.Debug("Main", "Sortie!");
h
player.setSpeed(newSpeed);

/* Checking for a hole */
if (map.findTile(playerCoordX, playerCoordY). Name == "trou") {
if (Collision.checkCircularCollision(new Vector2(playerCoordX + map.TileWidth / 2, playerCoordY +
map.TileHeight / 2), 20, new Vector2(playerCoordX, playerCoordY), new Vector2(playerPosX, playerPosY))){
fall.Play();
resctPlayerPosition();

Log.Debug("Main", "Trou!");

+ /* End of checkPlayerCollision */

/Il <summary>

/// Replace the current map with the next level.
/// Level is found using the "status" variable.
/Il </summary>

private void createLevel()

HomaTok 3

Knac 06pobHuK Ky

public Ball(GraphicsDevice graphicsDevice)

{
X=0;
Y=0;
speedX = 0.5f;
speedY = 0.5f;

accelerationSpeed = 1.0f;

speedCap = 51,
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resistance = 0.3f;

if (accelerometer == null)

{

accelerometer = new Accelerometer();

accelerometer. Start();

3

using (var stream = TitleContainer.OpenStream("Content/balle.png"))

{

sprite = Texture2D FromStream(graphicsDevice, stream);

b
public Ball(GraphicsDevice graphicsDevice, int x, int y)
{

X=x;

Y=y

accelerationSpeed = 1.0f;

speedCap = 10f;

resistance = 0.1f;

if (accelerometer == null)

{

accelerometer = new Accelerometer();

accelerometer. Start();

3

using (var stream = TitleContainer.OpenStream("Content/balle.png"))

{

sprite = Texture2D FromStream(graphicsDevice, stream);

b
public void Update()

{
UpdateSpeed();
Log.Debug("Ball", "Position: "+ X +" " +Y);

53



private void UpdateSpeed()

{

float orientationX = accelerometer. CurrentValue. Acceleration. Y

float orientationY = accelerometer. CurrentValue. Acceleration. X

orientationX = (float)(Math.Round((double)orientationX, 1));
orientationY = (float)(Math.Round((double)orientationY, 1));
if (orientationX == 0)

{
if (speedX < -resistance || speedX > resistance)
{
speedX += speedX > 0 ? -resistance : resistance;
b
else {
speedX = 0;
b
b
else
{
speedX += orientationX * accelerationSpeed,
b
if (orientationY == 0)
{
if (speedY < -resistance || speedY > resistance)
{
speedY += speedY > 0 ? -resistance : resistance;
b
else {
speedY = 0;
b
b
else
{
speedY += orientationY * accelerationSpeed;
b

speedX = speedX > speedCap ? speedCap : speedX < -speedCap ? -speedCap : speedX;
speedY = speedY > speedCap ? speedCap : speedY < -speedCap ? -speedCap : speedY;
X=X % 1920;
Y=Y % 1080;
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public void Move()
{
X += speedX;
Y +=speedY;
b
public void setSpeed(Vector2 speed)
{
speedX = speed. X;
speedY = speed.Y;
b
public Vector2 getSpeed()

{
return new Vector2(speedX, speedY);

public void setPosition(Vector2 position)
{
X = position. X;
Y = position.Y;
speedX = 0;
speedY = 0;
h
public Vector2 Coords()
{
return new Vector2(X, Y);
h
public int Radius()
{
return sprite. Width / 2; }
public void Draw (SpriteBatch spriteBatch)
{ spriteBatch. Draw(sprite, new Vector2(X, Y), Color. White);
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