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PO3POBKA MOBIVYIBHOI'O JOJATKA - I'PU HA IIVIAT®OPMI ANDROID

byno pozensnymo ooun 3 HaUbINbWUX Ce2MeHMI8 PUHK)Y NPOSPAMHUX NPOOYKMIE — Bideoicpu.
Hocniooceno aneopumm cmeopenus MooOinbHOI epu. Bucsimaeno po3pooky nio obpany niamgopmy
i3 suxopucmannsim Android Studio, Cocos Studio, pobomy 06’ exkmnoco menedicepa, 0OpooOKy 2poio
oil epasysi. B x00i pospobku eideocpu Oyio nokazawo il CK1a0osi, a came HANUCAHHS KOOY,
CMBOPEeHHS KOHMEHMY, PO3POOKA MEXAHIK 2pU ma meCcmy8aHHs.

3anpononosano ancopumm cenepysamHs 06’€Kmie ma pe3yibmMam 3iMKHEHH 2pasys 3 HUMU.
Poskpusaemucs npoyec po3podbxu eideoicpu ma po3dinenus tioco Ha emanu. OnuUcamo ancopumm
onmumizayii 30epiecanHs ma GUKOPUCMAHHA 300padicens. [locnioxcena sKicHa poboma 3
nam’ammio, Hacamnepeo, HA MOOLIbHUX Npucmposx. [lemanbHo Onucawi NOHAMmMs CyeHu ma
cnpatimy, 6CMAaHO8IeHO Npaguia pobomu 3i cyeHamu ma 300PaAdCeHHAMU HA eKPAaHi MOOLIbHO20
npucmpor. Posenanymo 0sa cxooicux 3a c8oim nioxo0om i 6 moi e 4ac NpUHYUno8o pPisHUXx no
pe3yibmamy aneopummu 8UAGIEeHHs 3iMKHeHb 00 ekmis. Onucanuii npocpamuuil NPOOYKm BKIUAE
8 cebe 81ACHOPYY Hanucanuu pywii — peHoepep. 3a meopemuuny OCHOBY peanizayii penoepunay
0y110 83aMO cnpoweHull eapianm peumpeticuney — peuxkacmune. Memoo petikacmuney ubpaHo sK
ONMUMATbHULL Yepe3 1020 BUCOK)Y WBUOK0OI0 npu docmamuill skocmi 8ideo. byno obpano xpoc-
niam@popmosuti petimMeopk, AKUL SUKOPUCTNOBYEMbCA OJisL PO3POOKU THMEPAKMUBHUX 000AMKIE
ma iecop. Poszenanymo euxopucmanus 60y008aHux 8 icpo8uti 0BUNCOK GI3YANbHO20 pedaKmopa,
20MOBUX MOOYII8 peHOepuHea, animayii cnpatimis i 00poOKU 3IMKHeHb, WO 0YJce CNPOWYE npoyec
PO3POOKU.

Onucano cmpykmypy npo2pamno20 npoOyKmy ma i2posi Kiacu CymHocmetl, maki K nepconastc,
npeomemu. Hasedeno ancopumm peanizayii memooy peuKacmuHzy i npoeeoeHo 6i0N08iOHI
MamemamuyHi po3paxyrku 0t NOOY008U NPOMEHS. 3MO0elIb0BAHO OUZAUH OQOPMIEHHS NPOCMOPY
2pu Ha OCHOGI Kapmu, wo 3a0aemvcs, 3 000as8aHHAM mekcmyp. [looamkoso pospobnena
MOMCIUBICMb CAMOCMIUHOI 2eHepayii pigHis.

Knrouosi cnosa:  pospobra icop, mobineHuti 0ooamox, onepayituna cucmema Android,
aneopumm po3pooKu MoOLIbHO20 000AMKY, peHoepep, Memoo PetKacmuHey, Kpoc-niamgopmosuti

@petimsopk

ITocTanoBka mpoOJjemu. B Hamr yac Takuil HEOJHO3HAYHUN PUHOK, SIK KOMIT IOTEpHI irpH, €
OJIHUM 13 HaNmpuOyTKOBiMX cepen ycix IT-HanpsamkiB. Ha choronHimHii AeHb KOMI IOTEPHI 1rpy
(abo Bizmeoirpu) Bke JaBHO HE JIUIIIEC po3Bara Jijisl JITeH 4 MaTeMaTHKIB. 3a CTATUCTUKOIO CepeaHIn
BIK IpaBls y Bifeoirpu craHoBUTh 30 pokiB. BrumB Bijeoirop Ha cepu KUTTA JroAed NOCTiIHO
301mbHIyeThCS. Bineoirpu MaroTh HE TUIBKM PO3Ba)KajdbHY CKJIAJIOBY, 32 ocTaHHI 10 pokiB BOHHU
NEPEeTBOPWIINCS JIelb HE Ha BHUTBIP MHUCTELTBA, YaCTO MAlOUM CWIbHY JITEpaTypHY, XYIO0XKHIO,
CMHCIIOBY Ta 1HKOJIM HaBITh O3J0POBJISAIOUY IIHHICTh. Y BIAEOIrpax € CTUIBKU KaHPIB, CKUIbKHU € B
KiHO, 200 B JIiTEpaTypi.

ToMy, BHHUKa€ NHTAaHHSA NOCHIUTU TPOILEC PO3POOKH TPH MiJ OAHY 3 HaWIMOIIMPEHIMNX
wiatgopMm cydacHocTi — Android, a came, BUCBITIIUTH 1€l MpoLEC MOETAIHO, a TaKOX IOKa3aTh
MPUHLIMITA PO3POOKH.

AHaJi3 ocTaHHIX JocsirHeHb Ta nmyouikaniii. Po3poOka nogarkiB Ha miardopmy Android Bxe
Oyna posrasiHyta B poborax P. Pymiyca, M. MimueBa, M. [loycona, M. baknenna, Ta Garatbox
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iHImMX. BTiM JKomeH 13 HHMX HE NPOJEMOHCTPYBaB pO3pOOKY IpH TOEIHAHHI caMe TaKUX
TEXHOJIOT1H, BUKOPUCTAHHS 1 TOETHAHHS PSTY AJITOPUTMIB, @ TAKOXK iX CyMICHICTb.

Merta gocaizxennsi. Jlana pobora Mae Ha MeTi CTBOPEHHS 1HAI TpH kaHpy 2D-runner Ha MOBI
C++ 3 Bukopucranusam 6Oi0miorekn STL. Omna i3 TOJIOBHHX IIIE — NPOJEMOHCTPYBAaTH Pi3HI
ctoponn moBu C++, sika HE3Ba)KAIOUM HA CBOK CKIAQJHICTh, € KPOCIUIAT(OPMEHHOK 1 Iyxe
3py4YHOIO B BUKOPHUCTAHHI.

OcHoBHi pe3yabTaTtu gociaiakenus. Cyenu y mooinonux oodamkax. B 6i6mioreni Cocos2D
peanizoBanuii kiaac CCMenu, 3a J0MOMOIOI SIKOTO 3pYYHO CTBOPIOBATU CIIMCOK BHUOOPY
anprepHatuB i KiaieHTa. Takox Cocos2D Hamae iHTEepdeic Tt BIITBOPEHHS KHOIOK 1 JJO3BOJISE
BIJIJIOBITIOBATH HATUCKAHHS Ha €IEMEHTH MEHIO.

Takum ynHOM, Bukopuctanus CCMenu nopyiye 3BuuHy a7 iPhone-po3po6HukiB peanizaitito
3a gomoMororw marrepHa ModelViewController, ame 3HaYHO E€KOHOMHUTH 4Yac, OCKIJIbKH Haja€e
6e3miu roroBux pimensb. Kitac CCScene (6i6miotekn Cocos2D) no3Bossie cTBoproBatu cueau — 2D
rpadiuHi 00'ekTH 1S BiIoOpakeHHS KOpPHUCTYBady irpoBoi curtyailii. Po3risiHeMo B3aeMoiit0 ClieH
MiX c000¥0.

Ha mowarky poGotu mporpamu AppDelegate (meprumii kiac, SKUi OTpPUMYE YIPaBIIHHS)
crBoproe MainMenuScene i1 3BiATH, B 3aJI€KHOCTI BiJl BUOOPY rpaBls Oyle HTH mepecyBaHHS 110
cueHaMm. [Ipu HaTUCKaHHI Ha €JIEMEHT MEHIO CTBOPIOETHCS ClieHa 1 {if mepemaeTbcs KepyBaHHS.
[Ticns TorO, SIK TpaBelb BHKOHAB BCi OakaHi [ii (BHOpaTH reposi, MOJUBUTHUCSA PE3YJbTaTH,
MOIMBUTHUCSA TIPaBHUJIa TPH) 1 MEPEHILIOB 0 TPH, yIpaBiiHHa nepenaetbest GameController'y.

Mexanizm 30epexcennn ingpopmayii ma poo6oma 3 nam’ammio. B Ka3yanbHi irpu rparoTh y
BUTbHUH uyac. Haliuacrinie 11ie BiiOyBaeTbcs B MapuIpyTKax, B 4yeprax, B «BUIbHI M'STh XBUJINH». B
3B'SI3KY 3 MM 4YacTO KOPHUCTYBay 3YMHHSE TPy, HE JOTPAaBIIM A0 KiHIA. [y BiIHOBIICHHS TPH 3
MICIsl 3YIUHKU peali3oBaHUN MeXaHi3M 30epeKeHHs 1 BIAHOBJICHHs Tpu. 30€peKEeHHS 3alycKae
knac LevelController, Bin nmocunae moBinomienns kinacy LevelState «3anmucaru cee B (aidn».

LevelState 3anucye cBoi moss B xml ¢aif, npuyomy, AKIo Mo € 00'eKTaMH KJIacy «IrpoBi
00'eKTH», TO M HAJCHIAECTLCS MOBIAOMIIEHHS «3alMCcaTH CBOI IIOJS B CIOBHHK» 1 BIAIATH HOTO
00'eKTy, KM BUKIMKaB JaHy ¢yHKUi0. [Ipy HEOOXITHOCTI MPOAOBKHUTU TPy OTpUMaHUMl (aiin
necepianizyercs 1 Bci 00'€KTH BITHOBIIOIOTHCS [1].

Mo0inpHI MPUCTPOT MalOTh ICTOTHI OOMEXEHHsA 3a oOcsirom mam'ati. OmHaK Ui CTBOPEHHS
MOBHOILIIHHOI, NMPUBA0JIMBOIO Ji1 KOpHCTyBaua I'pud HeoOXiJHa poOOTa 3 BEJIMKOIO KUIBKICTIO
rpadiyHUX pecypciB 1 My3HuKor0. ToMy BcTae MUTaHHS NPO 30UIBIIEHHS IPOJYKTUBHOCTI IPOrpaMu
Ta 3HaXOJ)KEHHsI BY3bKUX MICLIb B POOOTI 3 aM'ATTIO.

Jlnst ekoHOMIT mam'siTi Oysu 3po0sIeHI HACTYTIHI 3aXO0/H:

1. OnTumizaris 30epiraHHs 1 BUKOPUCTaHHS KAPTHHOK.

2. 36epexeHHs aHIMaIli.

Po6ora Bcix Bepciii Cocos2D 3acHoBaHa Ha BUKOpHUCTaHHI crpaiiTiB. CrpailTu MoXHa
po3rsiaTH K mpocti 2D 300pakeHHs, aje TakoXK BOHU MOXYTh OYTH KOHTEHHEpOM JUIS 1HIIMX
cipaiiti. B Cocos2D, po3milieHH1 pa3oM CIpaidTé CTBOPIOIOTH CIICHY, HAITPUKJIIA, PiBEHb TP a00
rosioBHe MeHI0. CripaiiTaMi MO>KHa KepyBaTH Ha OCHOBI MOJIiHl Yy BUXiTHOMY KOJi a00 SIK YaCTHHOIO
a”imanii. Hax cnpaiitamMmu MoKHa POBOJIMTH MEBHI J1ii: epeMilllyBaTH, IOBEpPTAaTH, MacliTabyBaTH,
3MIiHIOBaTH 300paskeHHs 1 T.1. [1].

B moximBocTi 1aHoi 0107110TEKH BXOIATE:

1. VnpaBninHa cueHamu. Bcio rpy MoxkHa po30outu Ha cueHu. KokHa clieHa 1€ OKpeMuii
MIMTPOEKT. MiXk ClieHaMu MOKHA MEPEKIII0YAaTUCS 3 BUKOPUCTAHHSAM PI3HUX €(PEeKTIB.

2. Cropaiit (pacTpoBe 300paXeHHs, BUIBHO MEPEMILIAETHCS TI0 €KpaHy) 1 MEHeKEepH CIPaMTiB.
biGnioTeka Hagae BeNHMKI MOXJIMBOCTI IO YIPaBIIHHIO cIpaiitaMu. MeHemkepu crpaiTiB
JI03BOJISIFOTh ONEPYBATH aTJIacaMH CIIPAMTIB, 3aBASKH YOMY MOXHa €(EKTHMBHO BUKOPUCTOBYBATH
nam'ste. Tak camo € kinacu st poOOTH 3 CIPaWTOBUMH IIPUPTaAMH, BUKOPUCTAHHS SKHX 1CTOTHO
MIPUCKOPIOE BiTOOpaKEHHS TEKCTY.
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3. Animaris (actions). Arimanis B Cocos2D 3miHCHIOETBCS 3a JOIIOMOTOIO CIICIIaIbHUX KJIACIB,
AKi Ha3uMBaroThcs Actions. IX MoXHaA 3acTocOByBaTH Maibke 0 Oyab-fkoro ob'ekra B rpi. B
6i0mioTeni € BenMuKUi HaOlp THIIB aHIMAIIiH, a TAKO)XK MOYKHA CTBOPIOBATH CBOI.

4. bazoBa peanizailisi MEHIO 1 KHOTIOK.

5. CucremMa YacTMHOK. [IBM)KOK MiATPUMYy€ CHCTEMH 4YacTUHOK. 3aBASKH LBOMY MOXKHA
CTBOPIOBATHU Pi3HI €(eKTH, HAMPUKIAJI JOI, CHIr, (eepBepK. YaCTMHKH MOXKYTh BIAPIZHATHCS
po3Mipamu, 006epTaTUCH, 10 HUX MOXE 3aCTOCOBYBATHUCS TpaBiTallis, MOJKHA HAJIAIITOBYBATH iX 4ac
JKUTTSA 1 Tak Jaiil.

6. Boynosani ¢izuuni asmwkku Box2d iChipmunk [2].

7. CocosLive - cepsic mas omnaiiH-pexopaiB. Cocos2D BUKOPHCTOBYE CEPBEPH, SKI HAJAIOTHCS
GoogleAppEngine nist 30epiranns oHaiiH-peKopaiB, 1 Hagae APl s poGoTu 3 MU pexopaamu,
ajyie B JaHOMY MPOEKTI BUKOPUCTOBYEThCs cepBic OpenFeint, Tak sik BiH HabaraTo MOMyJISPHIIIUN y
KOPUCTYBAYiB 1 3py4YHIIINN B BAKOPHCTAHHI.

bi6mioreka Cocos2D no3Bomsie mpamoBaT 3 OpenGL 6e3nocepennbo. Tekctypa B Open GL ES
MOBMHHA MAaTH IIUPUHY 1 BHUCOTY, KpaTHI CTYyNEHIO MABIMKH, Hampukian, 64x128, 256x1024,
512x512 i t.n.. Ha puc. 1 tekctypa po3mipom 144x93 crana 256x128 [2].

VY Hac BUSABWIOCS OLIbIe HE3AMHATOTO MPOCTOPY, HDK 3aWHATOrO Mia TeKcTypy. [ms oxwiel
TEKCTypU 1€ HE TaK KPUTUYHO, alieé > TUIbKM [ aHiMalii BUXJIONMHMUX Tra3iB MalllUHU
BUKOPHUCTOBYEThCS 125 TekcTyp. st BUpimeHHs 1aHOo1 MpoOJIeMU 3aCTOBYETHCS aTac TEKCTYP.

ATnac - BelMKa TEKCTypa, SIKa CKIAJAa€ThCS 3 BEIMKOI KUIBKOCTI HEBEIMKUX TEKCTyp. Takum
YMHOM, MO)XHa pO3TallyBaTH TEKCTypH B amiaci Tak, MI00 3alMmIanocs sSKOMOra MEHIIe
HEBHKOPHCTAHOI mam'saTi [3].

Actual texture width: 144 pixels

Open GL ES texture width: 256 pixels

Actual texture height:
93 pixels

Open GL ES texture height:
128 pixela

Pucynok 1 — 30epiranss Tekctypu

Tak sk iICHYIOTH CHpaiTH, SKi BUTJSIAIOTH TaK CaMo, KOJM iX 3MIHIOIOTH B TPOTHIICKHOMY
HaMpsMKY, TO ISl 3MEHILIEHHsS] BAKOPHUCTOBYBAHOI MaM'siTi MOXHa OpaTu Ti K TEKCTYpH, a BITOUTTS
npoBecTd B Koai. Te k came MOXKHa CKaszaTd 1 Mpo 3MiHY PO3Mipy KapTHHOK, MPO 3MiHY KyTa
MOBOPOTY [4].

Tomy B ATiaci MOXHa yCHIIIHO 30epiraTi KapTUHKU B MEPEBEPHYTOMY BUIJISAII, SKIIO II€
HEOOX1JHO JJIs ONTHMi3alii 30epiraHHs.

Ha crBopenHst aHimanii mepecyBaHHs MOTpiOHA BeIMKa KUIbKICTh BHALICHHOI Ham'sTi, TOMY
9acTO MOBTOPIOBAHY aHIMAIIiIO JIOT1YHO 30epirat, i TOJi 3aMIiCTh BUUICHHS IaM'sIT1 TTiJ] HOBY JAif0
HE0OX1THO Oy/ie TUTBKY MPOIHIIaTi3yBaTH 110 aHIMAIIio.

Incmpymenm po3pooxu Android Studio. Android Studio nmpwitniio Ha 3Miny tiariny ADT st
mnatdopmu Eclipse. CepenoBurie modymoBane Ha 0a3i BuximHoro komy npoaykry IntelliJ IDEA

98



Community Edition, mo ctBopeHo kommanieto JetBrains. Android Studio po3BuBaeTbes B paMKax
BIIKPUTOI MOJIEII pO3pOOKH Ta MOMIUPIOETHCS i stinen3iero Apache 2.0[5].

binapHi cknmaganns miarorosneHi ans Linux (uis TectyBanns Bukopuctanuid Ubuntu), Mac OS
X 1 Windows. CepenoBuiiie Hajae 3acobu 11t po3pOOKH 3aCTOCYHKIB HE TUIBKH JIJIsi cMapT(OHIB 1
IUTAHIIETIB, aJie 1 /Uil NOPTaTUBHUX NPpUCTpoiB Ha 0a3i Android Wear, TenesizopiB (Android TV),
okyispiB Google Glass 1 aBromo0UIbHEX 1H(pOpMaIIHHO-po3BaXanbHUX cucteM (Android Auto).
J171s 3aCTOCYHKIB, criodaTky po3pobnenux 3 BukopuctanusMm Eclipse i ADT Plugin, migrorosnenuit
IHCTPYMEHT JIJIs1 aBTOMaTHYHOTO IMIIOPTY icHYro4oro nmpoekty B Android Studio [5].

CepenoBuiie po3poOKH aganToBaHe Ui BUKOHAHHS TUIIOBHX 3aBJaHb, 110 BUPIMIYIOTHCS B
nporieci po3poOku 3acTocyHkiB s miatdopmu Android. Takoxx B cepenoBuHine BKIFOYEHI 3aco0u
JUIL CHPOIICHHS TECTYBaHHS IpOrpaM Ha CYMICHICTb 3 PI3HUMH BepcisiMH IUIATGOPMH Ta
IHCTpYMEHTH Ul IPOEKTYBAaHHS 3aCTOCYHKIB, IO MPALIOI0Th HA MPUCTPOSX 3 €KpaHAMU PI3HOI
pO3IUIBHOCTI  (TUTaHIIETH, CMapTGoHU, HOYTOYKH, TOIWHHHKH, OKyJasipu Tomo). Kpim
MokauBoctel, npucytHix B IntelliJ] IDEA, B Android Studio peanizoBaHo KijdbKa JOAATKOBHX
GbyHKIINA, TakuMX SK HOBa YHi(iKOBaHA IiJICUCTEMa CKJIAQIAaHHS, TECTYBaHHS 1 pPO3rOpTaHHS
3aCTOCYHKIB, 3aCHOBaHa Ha CKJIajalbHOMY iHcTpyMeHTapii Gradle 1 miaTpuMyro4ya BUKOPHCTAHHS
3aco0iB Oe3mepepBHOI iHTerpaiii [6].

JUis TpPUCKOPEHHS pPO3POOKM 3aCTOCYHKIB INPEACTaBICHA KOJEKIsl THUIIOBUX €JIEMEHTIB
iHTEepdeiicy 1 Bi3yallbHUI peakTop Ui iXHBOTO KOMIIOHYBAaHHS, 110 HAJa€ 3pyYHHHA MOTepenHii
Meperisii pi3HUX cTaHiB iHTep(elcy 3aCTOCYHKY (HampuKIIag, MOKHA MOAUBHUTHUCA SIK 1HTEpdeic
Oyne BUTIsaTH Juid pisHUX Bepciit Android i mist pi3HEUX po3MipiB ekpany). s cTBOpeHHS
HECTaHJapTHHUX 1HTepdeiiCiB MPUCYTHINA MaliCTEp CTBOPEHHS BJIIACHUX €JIIEMEHTIB 0(hOpMIIEHHS, 10
HMiATPUMYE BUKOPUCTaHHS malioHiB. B cepenoBuie BOymoBaHi (yHKII 3aBaHTaXKEHHS THUITOBHX
npukianiB koxay 3 GitHub [6].

Jlo ckilaxy TakoX BKIIOYEHI MPUCTOCOBaHI mix ocobmmBocTi miardpopmu Android posmmpeni
IHCTpYMEHTH pedaKTOPUHTY, EPEBIPKU CYMICHOCTI 3 MUHYJIMMHU BUIIYCKaMH, BUSIBICHHS MTPOoOIeM
3 MPOJYKTUBHICTIO, MOHITOPUHIY CIOKHMBAaHHSA Ham'sTi Ta OLIHKM 3pyYHOCTI BUKOPHCTAaHHA. B
pelaKkTop OJaHUIl PEeXUM IIBUAKOIO BHECEHHS mpaBok. CucTema MiACBIYYBAaHHS, CTaTHYHOIO
aHaJli3y Ta BUABIIEHHS MOMMUJIOK po3mmpeHa miarpuMkoro Android APIL. [HterpoBana miaTpumka
ontuMizaropa koxy ProGuard [7]. BOynoBani 3aco0u reneparii nudpoBux mianuciB. Hamano
iHTepdeiic s ynpaBliHHS NepekiagamMu Ha 1Hmi MoBU. Ha puc. 2 MoxxHO moOauutu iHTEpderiic
Android Studio.

Pucynox 2 — Android Studio

Anzopummu 3imknenv 00’°ckmie 6 mobinbHomy dooamky. lns 2D, sk mpaBuio, € Tpu pi3Hi
BapiaHTH BUSBIICHHS 31TKHEHb:
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e Ha ocHoBi 300paxeHHs.

e [lIpocti reomerpuyHi hopmu (OpieHTOBaHI OOMEKYBaIbHI MIPSIMOKYTHUKH, KOJIA).

e Ckynanni reomerpuuHi ¢irypu (omykisii 0araTOKyTHHKH, yBIrHYTI 0araTOKYTHUKH, €IIIICH,
TOIIIO).

BusiBiieHHs 3iTKHEHHST Ha OCHOBI 300paX€Hh € TOYHHM Ta IPOCTUM y BHUKOPHUCTaHHI Ta
posyminHi. I{o crocyeTbes irop, ki BAKOPUCTOBYIOTh 300paKE€HHS ISl MATIOBaHHS, TO BUSBIICHHS
3ITKHEHb Ha OCHOBI 300pa)keHb O3Hayae, M0 BCSAKWUH pa3, KOJIM CHpPAalUTH Ha eKpaHi
[EePEKPUBAIOTHCS, BOHU TaKOK IEPEKPUBAIOTHCS B CUCTEMI BUSBJIECHHS 31TKHEHb[7]. BoHM Takox
KOpUCHI sl irop, ne moTpiOHi aedopmoBaHi 00'€KTH 3ITKHEHHS, Taki SK JUId 3pYyHHOBAHOTO
penbedy. IXx TONOBHMM HEOTIKOM € Te, IO BOHM ayke HeedeKTHBHI B MOPIBHAHHI 3 iHIIMMH
METOJIaMH, OCOOJIMBO MPHU 00epTaHHI 1 MacTadyBaHHI 00'€KTiB 31TKHEHHSI.

IIpocti reomerpuuHi GopMu € SK JIETKUMH B poOOTi, Tak 1 ayxke edexTuBHHUMH. BoHuU
BUKOPHUCTOBYIOTBCS, SKIIO BHCOKAa TOYHICTh HE MOTpiOHA, abo 00'ekTH 3iTKHEHHS J00pe
BIIUCYIOTHCSL B MPOCTI TeoMeTpuyHi (popmu, sKi 11€anbHO MiIXOIATh, 1HOMI HaBITH Kpalle, HiX
300pakeHHs (HAmMpUKIIAl, SKIIO Bamli O0'€KTH 3ITKHEHHS - 1€ KyJbKH). ['OJOBHUM HEHOIIKOM
npoctux (GopM € BaXKKICTh 3a0e3MeueHHs iX TOYHOCTI IMPHU MOJAENIOBaHHI CKiaaaHux ¢iryp. s
BHCOKOi TOYHOCTI, JIe¢ OCHOBHI (irypu HE MiAXOIATh, MOTPiIOHO abo o0'emHatH mpocTi Gopmu B
cKagHimi popmu, abo BUKOPHCTOBYBATH OLIbIII 3arajbHi 1 ckiIaaHi popmu [8].

Ckmamni reomeTpudHi (OpMH MOXYTh OYTH TOYHUMH 1 BIZHOCHO €QEKTHBHHMH a0o
Hee(eKTUBHUMHU B 3aJIeKHOCTI BiJl CKJIQJHOCTI BHKOpUCTOBYBaHOI Qopmu (dhopm) ans
MpeJICTaBJICHHS 00'€KTa 3ITKHEHHS [8]. Ba)IMBUM HEIIOJIIKOM € CKIIQJHICTh BHKOpUCTaHHS. Komu
00'eKTH 3ITKHEHHS HE CIHIBHaJal0Th 3 HASBHUMU TeOMETpUYHUMHU Girypamu, TO I ix
MPEJCTaBICHHS HEOOXiTHO BUKOPUCTOBYBATH JEKibKa ()OpM, MOXIIMBO Pi3HHX, II0 HOTpeOye
yacy. Kpim Toro, neski 3 ¢GopM € CKIaJHUMHM 1 IX BaXXKO CTBOPUTH, SKIIO HEMOXIHMBO iX
aBTOMAaTHYHO TEHEepyBaTH 3 300pakeHHs . BaximBoio mepeBaror0 € Te, MO o0OepTaHHS i
MacimTaOyBaHHS € €(EKTHUBHUMH 1 JIETKMMH, OCOOJIMBO B MOPIBHSHHI 3 BUSBJICHHSAM 3ITKHEHb Ha
OCHOBI 300paKeHb.

BusiBneHHs 3iTKHEHb Ha OCHOBI 300pa)Ke€Hb 3a3BMYail PO3MVIAJAE€THCS SK IOraHe pIlleHHS,
OCKUIBKH BOHO 4acTO € Hee()eKTUBHUM, OCOOJIMBO MPU BUKOPUCTAHHI 00€pTaHHs 1 MaclITa0yBaHHS.
Jlo wi€i kaTeropii TakoXX HaJEKUTh BUABICHHS 3ITKHEHb IO MIKCEIbHO, TaKOX BigoMe sK pixel-
perfect collision detection, sike BHsBIsi€ 3ITKHEHHS MDK 00'€KTamu, SIKi MPEACTABICHI y BUTIIAI
300paxeHs [9].

B wmiii rpi BUKOPHCTOBYETHCS JIBa TUITH BUSIBJICHHS 3iTKHEHb: Tak 3BaHui pixel-perfect collision
JUI BUSIBJICHHS 31TKHEHb MDK KYJISMU Ta BOpPOTaMHM, 1 BUSIBJIEHHS 3ITKHEHb Ha OCHOBI MPOCTHUX
reoMeTpuyHux (opm, a came 0OMEKYBaJIbHHUX JUI BUSIBIIEHHS 3ITKHEHb MDK CTIHAMM Ta
o0'ekTaMu (TIepcoHa)keM IpaBlisl, BOpOraMH Ta Kyiasmu)[9].

BusiBneHHs 3I1TKHEHb CTPUILOM MPOXOAWUTH HACTYMHUM 4YMHOM. Crodarky 31TKHEHHS Kyil Ta
BOpOTa MEPEeBIPSIETHCS METOAOM MPOCTUX T'€OMETPUYHUX (POpM, 1 MPU HAIBHOCTI 3ITKHEHHS, Jaii
TepeBIpsAEThCA 1e pa3, ane Bxke Mmeronaom pixel-perfect collision [10]. [yist BusiBIEHHS 31TKHEHb
metonoM pixel-perfect collision, Ha OCHOBI TEKCTYp JBOX 00’ €KTIB, 3ITKHEHHS SIKHX TT€PEBipSIE€ThCS,
CTBOPIOIOTHCSI GITOBI MACKH 1 MO MIKCEIBbHO MEPEBIPAETHCS, UM HAKIAJAETHCS OJHA TEKCTypa Ha
1HIITY.

OcCKiJbKH B TPl OJIHOYACHO MO’KE ICHYBAaTH BChOTO KIJIbKa KyJb, @ BOPOTHM MAalOTh HE3BUYANHY
bopmy, SKy JTy’Ke CKJIaJHO TOYHO OOBECTH F€OMETPUYHUMH (POPMaMH, JAOIIIBHO BUKOPUCTOBYBATH
Meto pixel-perfect collision, 1o 103BOJIsIE MAKCUMATBFHO TOYHO TIEPEBIPUTH HASIBHICTH 31TKHEHHS
JIBOX 00’€KTIB.

Takosx BUSIBIICHHS 3ITKHEHb Y JIBA €Talld CHJIBHO ONTUMI3Ye mporiec oouncieHHs. [10]

Apximexkmypa ecbo20 npoekmy. CrodaTKy JUis MOALTY JIOTIKH Ta iHTepgeicy Oyno BUPILIEHO
BUKOPHUCTOBYBaTH THNoOBe pimeHHs narepH ModelViewController. Ane, mo-nepuie, 1jist podoTH 3
rpagikoro HalBHTiAHIIIE BUKOPUCTOBYBaTH 0i101i0oTeKy Cocos2D, MexaHi3Mu AKOi nepeadavaroTh
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o0'erHaHHA B c0O1 Bigpa3dy 1 ysABICHHSA, 1 KOHTpojepa, 1 mozaeni. Jleski o0'€eKTH apXiTeKTypH
BUSIBUJIOCS] HE BUIIPABJIAHO CKJIAJHO MOJICTIOBATH B PAMKAaX JIAaHOTO MATEPHY.

[To-mpyre, kmacuuna mapagurma GUI monmaTkiB He MiAXOAWTH, TaK SIK Yy HAC € HE TUIBKU
KOPHUCTYBad, 110 BILUIUBAE HA 3MIHY iHTepdelcy, ajie 1 pi3Hi 00'€KTH, K1 B3aEMOII0TH 3 2D clieHoro
1 iHmuMu  o0'ektamu. TomMy mgomaTok mMOOYAOBaHO SK B3aEMOJIS IrpoBHX O0'€KTIB, Kl
1HKAICY/IIOITh KOKEH CBOTO JIoTiKy [11].

Bei wimacu posmineni Ha 3 Omoku. B mepmiomy Omomi mpencrasneHi kinacu CreH, sKi
BiI0OpakaroThCcsl KopucTyBauy 1 kimac GameCharacter, BiJ SKOTO YCHaJKOBYIOTHCS BCl aHIMOBaHI
o0'extn rpu. Kinac GameCharacter mae Mmetonu a7 BIATBOpEHHsI cebe Ha CLIEHi.

B npyromy 6nomi 3HaxomsaThes kiiacu KoHTposiepiB, siki B 3aJIe)KHOCTI BiJI MapameTpiB Tpu
(GameParameters), piBus (LevelParameters) i ctany (GameState, LevelState), a Takox it rpaBis
3MIACHIOIOTh B3a€MO3B'SI30K MK O00'€KTaMu TIpH, 3MIHIOIOYH iX CTaH, a TaKOXX IOCHJIAIOTh
MOBIJOMJICHHS CIICHI BiI0OpakaTu HOBY irpoBY cutyariro[ 12].

Tperiii O6nmok BiamoBizae 3a joriky rpu. Kmacu ganoro O10Ky MICTATH iHGopMaIio mpo
norounuii Crani rpu i piBHs 1 ipo [TapameTrpu rpu i piBHS, AKi 3a1a10THCSI aAMIHICTPATOPOM TPH.

Ha puc. 3 MoxHa MOOAYUTH CTPYKTYPY JAHOTO TPOTPAMHOTO MPOAYTKY.

<<Interface>>
GameEventsD elegate
l+finishLevel()
econtinueNextLevel()
canPauseGame()
+pauseGame()
rresumeGame()
FquitGame()
saveGame()
A A A A GameState
| | 1 ! +intNe wG ameState()
| | +initG am eStateF romDictionary()
- Ladst:::ollnlle i : : +saveToDidtionary()
s Em ' | '
[ ecene [+showinithP arcount)) | 1 ! !
[+m enultem StartP ressed() +hide() ; ] :
+m enuitem TutorialS coresPressed() : ! &
[+m enuite mHighS corestP ressed() & GameControfle | GameParameters
+m enultemResumeGameP ressed() PauseMenuController | | [+t layerQ shi Par )
[+m enuitem QuitPressed() lintWihS cene() I [+intUserGam e()
Lihide() | [reanResume()
| tpauseGame()
| [+saveGame(
T
loscene() d Eo
! +serialize()
| = i +initF romFile()
[+in@WVithS cene()
GameCharacter -createStaticElements()
infWithL evelP atam eters() L updateGame() SRS F F
[+addSprite() -CC Touch() *intFromFie()
+playAnimation () |-ParkCar() os.hovExtrns()
+saveToDictionary() +itObject()

Pucynok 3 — CtpykTypa nporpaMHOTo IpOIyKTy

BucnoBku. byna po3kpura Tema po3poOKH BiJIeOirop sik TakKuX 1 po3poOKa BIAEOIrOp KaHPY
2d-runner. B xoxi po3rmsaay TemMu mpo po3poOKy Bimeoirop Oyiao po3KpHUTO ii MPUHIUIH, a came
HaMMCaHHs KOy, CTBOPEHHS KOHTEHTY, MEXaHIK I'pU Ta i TECTYBaHHSI.

B po6oti Oynu mpuBeneHi 1Ba TOCUTh CXOKHUX 1 B TOH e 4ac IOCUTh BIAMIHHUX aqTOpPUTMU
po3poOKH. [HIIOI KIIFOYOBOIO TEMOIO CTAM aJTOPUTMHU BHUSBIICHHS 31TKHEHb 00’€kTiB. B xomi
PO3MIISIly QITOPUTMIB PO3IJIIHYTO BCI TPU BHUJU BHSBICHHS 31TKHEHb B JIBOBUMIPHHMX irpax, i
po3iOpaHi T1 BUAHM, K1 OyJIM 3aCTOCOBaH1 i yac po3poOKH HAIIOi TPH.
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I'ymenko A.A., HHlukyaa E.H.
PA3ZPABOTKA MOBUWJIBHOT'O ITPUJIOKEHUSA — UTPBI HA INIAT®OPME ANDROID

Boin  paccmompen 00un  u3 HAUOOALUWIUX CE2MEHMO8 PbIHKA NPOOYKMO8 - GUOEOUSPbI.
HUccneoosan anecopumm cosoanus moounvHou uepvl. Oceewena paspadomka noo 6blOPAHHYIO
naiamgopmy ¢ ucnoavzoeanuem Android Studio, Cocos Studio, paboma 0bvexmHoco meneddxncepa,
obpabomxa uepou Oetlicmsuti uepoxka. B xoode paspabomxu eudeoucpvt OvliU NOKA3AHLL ee
cocmasnsawue, a UMEHHO HANUCAHUS KOOd, CO30aHUe KOHMEHMA, paspabomKa uspossbix Mexamux
U MmecmupoB8aHusl.

Ilpeonoicen anecopumm ceHepayuu 0OBEKMO8 U pe3VIbMama CMOIKHOBEHUs USPOKA C HUMU.
Packpwieaemca npoyecc pazpabomku sudeoucpuvl u pazoenenus e2o Ha smanvl. Onucan aneopumm
ONMUMU3AYUU COXPAHEHUS U UCNONIb308aHUs U300padicenull. Mccredosana kauecmeenHas paboma ¢
namsamsio, 8 NePeyro 0uepedb, Ha MOOUNbHLIX YCMPOUCMEax. [lemanbHo onucansvl NOHAMUS CYEeHbl U
cnpaiima, yCmanosienvl npasuia pabomsl Co CYeHamu U U300PaANCEHUSMU HA IKPAHEe MOOUTbHO2O0
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yempoticmea. Bviiu paccmompenvl 084 HOXOMCUX NO C80eMY NOOX00Y, U, 6 MO Jice 6peMs,
NPUHYUNUATBHO DA3HLIX NO Pe3YIbmamy aieopumma onpeoeieHuss CMOIKHOBEHUN 00beKmos.
OnucanHblii NPOSPAMMHBLIL NPOOYKM 8KII0UAem 8 ce0s1 COOCMBEHHOPYUHO HANUCAHHBIL OBUNCOK -
peHoepep. B kxauecmee meopemuueckou 0CHOBbL peanusayuu peHoepuHea OblLl 835M YNPOUWEHHbILL
gapuanm peumpelicunea - peuxkacmune. Memoo peuxkacmunea Ovll 8b10PAH KAK ONMUMATbHBIU 30
€20 BbICOKYIO CKOPOCHb NPU OOCMAMOYHOM Kavecmee 8udeo. bvii 6blopan Kpoc-niam@opmenHblil
@petimeopk, Komopwili Ucnoiv3yemcs 07 pa3spabomKu UHMEPAKMUBHbIX NPUTONCEHUL U U2p.
Paccmompeno ucnonvzosanue 6CmpoeHubix 8 ueposotll 08UNCOK BU3YATbHO2O PeOaKmopd, 20moGblxX
MoOyell peHOepuHea, AHUMAayuu Cnpaumos u 0opabomku CMOAKHOBEHUN, YMO O4eHb YNnpowaem
npoyecc pazpabomkiu.

Onucana cmpykmypa npocpaMMHO20 NPOOYKMA U USposble KIACCbl CYWHOCMmel, Mmakue Kak
nepconaoic, npeomemul. [lpuseden ancopumm peanuzayuu mMemooa peuKkacmuHea U NpoeeoeHbl
coomeemcemayouue mamemamuyeckue pacuemvl 01 nocmpoenus npamou. Cmooeruposan Ousaii
0oOpMAEHUSI UCPOBO2O NPOCMPAHCMBA HA OCHOBHOU 3A0AHHOU KApmMbl ¢ 000a6IeHUEM MEKCMYp.
HononnumenvHo pazpabomana 603MONCHOCHb CAMOCMOAMENbHOU 2eHepayul yposHell.

Knrwuesvie cnosa: paszpabomka uep, MOoOUIbHOE NPUNOJICEHUE, ONEPAYUOHHAS CUCTEeMA
Android, ancopumm pazpabomxu MoOUILHO20 NPULOIHCEHUSL, PeHOepeP, MEMOO PeuKacmutea, Kpoc-
niamegopmernulil ppetimeopk

Hlushchenko A.A., Shikula E.N.
MOBILE APP DEVELOPMENT ON ANDROID PLATFORM

Here was considered one of the largest segments of the product market - video games. The
algorithm for creating a mobile game is investigated. The development for the selected platform
using Android Studio, Cocos Studio, the work of the object manager, the processing of the player’s
actions by the game are highlighted. During the development of a video game, its components were
shown, namely writing code, creating content, developing game mechanics and testing.

An algorithm for generating objects and the result of a player’s collision with them is proposed.
The process of developing a video game and its division into stages is disclosed. An optimization
algorithm for saving and using images is described. The high-quality work with memory is
investigated, first of all, on mobile devices. The concepts of scene and sprite are described in detail,
the rules for working with scenes and images on the screen of a mobile device are established. We
considered two similar in their approach, and, at the same time, fundamentally different algorithms
for determining collisions of objects. The described software product includes a hand-written
engine - a renderer. As a theoretical basis for the implementation of rendering, a simplified version
of raytracing was taken - rakecasting. The method of rakasting was chosen as optimal for its high
speed with sufficient video quality. A cross-platform framework was chosen, which is used to
develop interactive applications and games. We consider the use of the built-in visual engine in the
game engine, ready-made rendering modules, animation sprites and collision processing, which
greatly simplifies the development process.

The structure of the software product and game classes of entities such as character, objects are
described. An algorithm for the implementation of the rakasting method is presented and the
corresponding mathematical calculations are carried out to construct a straight line. The design of
the design of the game space on the main map, which is set, with the addition of textures, is
simulated. Additionally, the ability to independently generate levels has been developed.

Keywords: game development, mobile app, Android operating system, mobile app development
algorithm, renderer, ray casting, cross-platform framework.
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