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BiHHUIIbKHI HAI[IOHATBHHUN TEXHIYHUNA YHIBEPCUTET

Cknaoanrok 0.O0.
BinHUIIbKHIT HAITIOHATHHAN TEXHIYHUNA YHIBEPCUTET

TPA®IYHUMN PEJAKTOP JJISI PEJATYBAHHS
JAECKTOIITHUX BIJEOIT'OP

Y cmammi euxonano ananimuunuil oensnd memooie ma 3acodie 0nsi pedazysants cyeH y 2D-gioeoiepax.
Ob6IpyHMOBAHO  AKMYANLHICMb  CMBOPEHHS NOOIOHO20  [HCMPYMEHMY 3  YPAXVE8AHHAM NOWUPEHOCI

iHOI-po3p0oOOK i nompebu 8 inmMyimuero 3po3yminux peoakmopax. lIpoananizosano mexniyni acnexmu peanizayii

QyuKkyionany, maxux sk inmepakmusHe nepemiujenns 06 ekmie (drag-and-drop), pedaeysanns eénacmugocmeti
00 ’€Kmig cyeHu y peanrbHoMy 4daci, YAPAasLiHHa wapamu ma KOMnoHeHmamu cyenu. Posensnymo nioxoou 0o
30epedicenns cmpykmypu cyenu y gpopmami JSON, wjo 0036015¢ 1€2K0 eKCnOpmMysamu ma imMnopmyeamu
Oani npo iepoei pisui. Ocodnugy ysaey npudineno suxopucmarnnio 2D-epaghiunoi 6ioniomexu Pixi.js sik pyuiis
0J1s peHOepuHzy CyeHu, a MaKolc NPUHYUNAmM nooyo0osu apximexmypu Ha OCHO8I 00 €KMHO-0PIEHMOBAHO20
nioxody. 30iUCHEHO aHali3 BUKOPUCTAHHA NOOIEB0-OPIEHMOBAHOI MOOeli OJist 3a0e3nedents 63aEMO0Il MidiC
Komnonenmamu pedakmopa. OKpemo npoananizoeaHo NepCneKmuel pOUWUPeHHs QYHKYIOHALy peoakmopa,
30Kpema peanizayito cimku OJist 6UPIBHIOBAHHs 00 €kmis, cucmemy undo/redo, niOmpumKy KilbKOX CYeH, ma
iHCmpymMenmu 05t CMEOPeHHs CKIAOHIWMUX 12POGUX MeXaHiK. Busnaueno nanpamu nooanvuux 00CniodiceHy,
30KpemMa CMEOpeHHs A0anmueHoi cucmemu nIAziHie 0N posuwupenus @Qyuxyiu pedakmopa. OcHOSHUM
HAYKOBO-NPAKMUYUHUM PEe3VIbMamom OOCTIONCEHHS € SUSHAUEHHS KAIOYOBUX KOMNOHEHMI8, NOMPIOHUX O
nobyoosu eghexkmuero2o pedaxmopa 2D-cyen, a maxooic peanizayis 0a3060i éepcii pedakmopa, ujo modice bymu
BUKOPUCMAHA K OCHO8A OJis1 NOOAALUO020 pO36UumKy. OCHOBHUMU nepesazamu 3anponoHO8AHO20 PeOaKmopy
€ MOOYIbHICMb IHmMepgelicy, neeka Macumabo8aHicms Npoekmy, NpoCmoma po3pooKu ma NiOMpUMKU,
s0epedsicenns cyen y JSON, nasguicms cucmemu wiapie, drag-and-drop pedaeysamns, 6a306a niOmMpumKy
undo/redo, inmeepayis 3 Pixijs ax eizyanonum pyutiem, niamgopmuonesanedxcruicmo. Ilpaxmuuna yinnicmo
pobomu nonseac y MONCIUBOCMI SUKOPUCMANHS PO3POONEH020 THCmpyMeHmy Ol NoOY008U NPOMOMUNie
ma ieposux pierie Oe3 HeoOXIOHOCMI HANUCAHHS KOOY, WO CNPUSE NPUCKOPEHHIO npoyecy pospodxu 2D-izop,

00360151041 PO3POOHUKAM 30CePeOUMUCS HA 12PO8Ill 102iyi ma OUu3aliHi, d He Ha MEeXHIYHUX OeMAaiiax peanizayii

cyeHu. 3anpononosanuli pedakmop modxjce Oymu IHMeSposaHull y HAGUANbHI NPoepamu Osi O3HAUOMLEHHS
cmyoenmie i3 npuHyunamu no6yo0o6uU i2posux cepedosuuy ma epapiuHoco npoepamyeaHHs.

Knrouosi cnosa: epagivnuii pedaxmop, gioeoiepu, cyenu, 2D, drag-and-drop, Pixi.js, JSON, undo/redo,
wapu, 06 €KMHO-0PIEHMOBAHE NPOSPAMYBAHHS.

I[ocTanoBka mpodiemMu. Y cydacHy eroxy irpo-
BOT 1HYCTpii Bce OUIBIIE JIFOIEH OTPUMYIOTh JOCTYII
JI0 1HCTPYMEHTIB CTBOPEHHSA BIACHHX BIJEOIrOp.
30kpema, 3pocTae TMOMYJSIPHICTh TaK 3BaHUX I1HIII-
po3poboK (aHTII. indie, CKOPOYCHO Bif independent —
CTBOPEHHS irop KOMaHJaM# a00 OKPEMUMH PO3p00-
HUKaMH, 10 HE 3ajie’KaTh BiJl BEIMKUX BUAABLIB),
Kl TOTpeOyIOTh MPOCTUX, e(PEeKTUBHHX Ta IHTYi-
THUBHO 3pO3YMIIMX IHCTPYMEHTIB JUIsi CTBOPECHHS Ta
penaryBaHHs irpoBux cueH. bararto 3 Takux mpo-
€KTIB MarTh OOMEXeHI pecypcHw, TOMY BHHHKAE
norpeda y rpadivHuX penakTopax, sKi J03BOJISIOTH
CTBOpIOBAaTH Ta 3MiHIOBaTu 2D-cueHu 0e3 morpedu
y mMOOKHMX 3HAaHHSX NOporpamyBaHHs. OmHUM 13
MEPCIEKTUBHUX PILICHh € CTBOPEHHS YHiBEpCalib-
HOTO pemaKTopa, M0 MATPUMYE Bi3yajabHE perary-

BaHHsI, OpraHi3alio 00’€KTiB CIEHU Ta 30epeKeHHS
il cTPyKTypH y 3py4HOMY (OpMAaTi, NPUAATHOMY JJIs
iMIIOpTY B irpoBuii pymii [1].

AHaJi3 ocTaHHIX JOCJTiXKeHb i myOJikamiii.
VY crarti 3MiHCHEHO aHANITUYHWNA OINIAJ Cydac-
HUX IHCTPYMEHTIB Uil  pEAaryBaHHA  CLEH
y 2D-Bifeoirpax. AHaJIi3yIOThCS TaKi IPOLYKTH:

* Unity i Unreal Engine — six npodeciiini pymii,
110 MalOTh MMOTYXHI, aJie CKJIQJIHI B OCBOEHHI 1HCTPY-
MEHTH JJIsl pellaryBaHHs CLIEH;

* Tiled Map Editor — moTyxHHiA pemakTop,
ale 3 YCKJIAAHEHHSIM IPH IHTErpauii KacTOMHHUX
00’€KTIB;

« LDtk — pemaktop 3 aBTOMAaTU30BaHUMH
TaillaMH, TPOTE OPIEHTOBaHWM 31e0UIBIIOT0 Ha
mIaTgpopmepu;
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* Ogmo Editor — nerkuil 1 3pyuHuid s
HOBauKiB, OAHAaK Mae OOMEXKEeHYy THYYKICTbh
1 QYHKI[IOHAJIBHICTb.

IIpobaemu, 110 3aTHIIAIOTHCS HEBUPILIEHUMU:

* BiacyTtHicTs yHIBEpCATLHOTO IHCTPYMEHTY,
IO TOEIHYE MNPOCTOTY, MOAYJIBbHICTH, MacIITabo-
BaHicTh, drag-and-drop penaryBaHHs, 30epeXeHHS
y JSON Ta miarpumky undo/redo.

* HemocrarHa miaTpuMKa KacTtoMisailii, aHiMa-
i, GUI-moziit Ta 1iariHiB y OUTBIIIOCTI HAsBHUX
pEeIaKToOpiB.

Omisan i ananiz anagorie. Cepen nomnyaspHUX
IHCTPYMEHTIB JUIst cTBOpeHHs 2D-irop cmig Big3Ha-
gutu Tiled, LDtk, Ogmo Editor. Tiled miarpumye
Oararo TUMIB KapT, aje Ma€ CKJIAIHy iHTErpariro
kacToMHEX 00>ekTiB. LDtk 3abe3meuye aBromapu
Ta IHTYITUBHHH iHTEpEiic, are Opi€eHTOBaHMIA Tepe-
BaxHO Ha Tuiatdopmepu. Ogmo Editor — mpoctwid,
3py4YHHH, ane 3 0OMeXeHOK (yHKUIIOHATIBHICTIO.
TakuM 4HMHOM, iCHye Hepeaji3oBaHa Hillla — CTBO-
PEHHS peaKTopa 3 THYYKOI0 apXiTeKTyporo, CHUCTe-
MO0 mmapiB, miarpumkoro undo/redo, iHTerpariero
3 PYLIiSIMU Ta IPOCTOTOX BUKOPUCTAHHS.

Tiled Map Editor — e moTyxHH, OE3KOIITOB-
HUM Ta BIOKPUTHHA penakTop Kapt ans 2D-irop,
SAKMHA TMIATPUMYE PIi3HI TUIHM KapT: OPTOTOHANbHI,
I30METPUYHI Ta TeKCaroHaJbHI. 3arajbHHUI BUIJISLI
iHTep(elicy JaHoTO pelakTopy HaBeneHO Ha puc. 1.
Ocuosni MmoxxiuBocTi Tiled Map Editor Taxki:

— TWIiATpUMKA KIJIBKOX IIApiB  TailiB  Ta
00’€KTiB, 110 JO3BOJISIE CTBOPIOBATH JOCUTH CKIIAJIHI
clieHH [6];

—  MOXKIJIMBICTB JIo7aBaTh MIPSIMOKY THHKH,
CJIINCH, TIONITOHM Ta iHII OO0 €KTH 3 IHIWBITyallb-
HUMH BJIACTHBOCTSIMH, 110 (DAKTUYHO HAJIAE THYY-
KOCTi 00’ €KTHUM IIapam;

— MOXJIMBICTh CTBOPEHHS Ta IOBTOPHOIO
BUKOPUCTAHHS  MIA0NIOHIB Ui CTaHJAPTHHUX
€JIEMCHTIB;

— MIATPUMKA €KCHopTy y pisHi ¢opmaru: TMX
(XML), JSON, Lua Ta ixmi, mo 3ade3nedye cymic-
HICTB 13 6ararbMa irpOBUMH PYIIISIMU.

LDtk (Level Designer Toolkit) — me cyuac-
HUI pemakTop piBHIB, CTBOPEHUH aBTOPOM IpH
Dead Cells. Bin opieHTOBaHMH Ha HPOCTOTY BHKO-
pUCTaHHS Ta JOCHTh BHUCOKY e(QeKTHBHICTH [7].
3aranpHuid BUDISA iHTep(eiicy IaHOro penaKTopy
HaBeJIEHO Ha puC. 2.

OcnoBHi ocobnuBocTti LDtk Taki:

— IHTYITHBHO 3pO3yMiNIMH, cydacHU# iHTepdeiic
KOpHCTYBaua 3 aKLIEHTOM Ha 3pY4HICTb;

— HasSBHICTb CUCTEMH aBTOMATHYHE PO3MILICHHS
TaiiniB (auto-tiling) Ha OCHOBI mpaBwJ, IO 3HAYHO
MIPHUIIBUIIYE TTPOIEC CTBOPEHHS PiBHIB;

— reHeparis PNG-¢aiiniB mmsa Bisyamizarii Ta
JSON-caiiniB 11 naHUX, IO TOJIETIIYE IHTETPAIlio
3 iIrPOBUMHU PYLIiSIMU.

— MiATPUMKa KaCTOMHHUX MOJIiB, O 3a0e3meyy-
€ThCA MOXJIMBICTIO OJABAHHS BJIACHUX IIOJIB 10
00’€eKTIB JuIst 30epiraHHs J0AaTKOBOI iH(opMarrii.

Ogmo Editor — me Jierkuii, BIAKPUTHA peIaKkToOp
piBHIB, po3poOieHuid it iHAI-po3poOHUKIB [8].
3aranpHU BUIISA HOro iHTepdeincy HaBeAeHO Ha
puc. 3. OCHOBHUMH TiepeBaraMu peaaKTopa €:

NewlLevel2 new.tmx (SuperCatboy) — Tiled - ox

File Edit View Map Layer Project Help
Project ElES ‘ Newlevel2_newtmx X ‘
* [ SuperCatho
hd pOhje[lIeympIates E’LD Q’l’ ;V'&ITAW?JDQ- Ay E @-Kgggsgw* m'ﬁl@?ﬂ
v [ Terrains - Layers %
v [ TiledObjects Opacity: {
~ || ObjCollisionMasks g Collectables o=
T CollisionMasks_16.tsx B varker ® g
T CollisionMasks.tsx B Cotes ® g
v [ Tilesets
T t5 cave byisx ies o
T ts_cavetsx O I
T ts_forest bush.tsx Ae¥EF @ n
T ts forest.tsx . .
T by_forest_details.tsx B MinEmep ) OBiEcS ) Layers
F Forest_BG_Collection.tsx ek || Tilesets o3
T Forest Foregrounds.tsx mlﬂz Marker | Obj Forest Details.2 |4[)| *
T rorestTileset tsx
F MARKERTSX
T MineTileset.tsx
T Newlevel2_new.tmx
T obj forest details 2.tsx
T obj forest details.tsx
T objCollectables tsx
F ObjCratesBarrels.sx
T ObjDecorations.tsx
T ObjEnemies.tsx

Puc. 1. InTepdeiic penaxkropa Tiled Map Editor
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— mependadeHo MPOEKTHO-OPIEHTOBAHMMA IMiIX1]I,
Jie BCl HaJlaAIITyBaHHS 30€piraroThCsl y MPOEKTI, 1110
3a0e3Ieuye y3roKeHICTh MK PIBHSMU;

— TIATPUMKA PI3HUX THINB MIapiB (TalIOBHX,
CITKOBUX, 00’€KTHUX Ta JCKOPATHBHUX) IS THYY-
KOTO JIM3aifHy piBHIB;

— nepexbavae 3pyuHuil opmar mast iHTerpauii
3 OararpMa irpoBUMH pyurisiMu (ekcropt y JSON);

— TMpPOCTOTa BHKOPHCTAHHS 3aBISKH HAasBHOCTI
IHTYITUBHO 3pO3yMiJOro iHTepQeicy, Mo 103BOJIsE
IIBU/IKO OCBOITHCS HaBITh HOBaYKaM.

BumenaBeneni anamoru TpadidHUX pegaKTo-
piB 11 2D-irop MaioTh chinbHUE Habip 0a3zoBHX
¢GyHKLIM, Takux sSK OiATpuMKa mmapis, drag-and-
drop iHTepdeiic, 30epexeHns cieH y Gpopmari JSSON
ta cuctema undo/redo. Lli QyHKIIT CTBOPIOIOTH

® = =S e 3
- ILES ©
B -
B3 Coliisions RULES ©
& Plants RULES ©
& 8o o o

& DarkRender RULES ©

I ooor

€ Vaut
@ Vortex

- Trigger

Torch

- Text

3py4HE CEepeNOBHIE AJs Bi3yallbHOTO peAaryBaHHS
irpoBUX ciueH 0e3 morpebu y mpsMOMY BTpydYaHHI
y KOI. 3aBIsSKM BHUKOPUCTAaHHIO TakKux OIi0JiOTeK,
sk Pixi.js, 1 CydacHUX IMIIXOMIB JO yIPAaBIiHHS CTa-
HOM (Hampukiaza, Zustand), 3a0e3medyeTbes THYY-
KiCTh 1 MacmTabOBaHICTh peNakTopiB. Y MO€IHAHHI
3 MOXKJIMBICTIO 1HTerpauii 3 pywisMu ad0 BIaCHUMH
naimnaiiHaMu  pO3pOOKH, Ii PEJaKTOPH CTaIOTh
HE3aMIHHUMH 1HCTPYMEHTaMH, OCOOMMBO Yy cdepi
1HA1-pO3POOKH.

ITocTanoBka 3aBaaHHsi. MeTol0 CTATTi € PO3-
mupeHHs (PyHKI[IOHATBHUX MOMIJIMBOCTEH Tpadid-
HOTO penakTopy aisi 2D-cueH, BHU3HAYeHHS apXi-
TEKTYpPHUX PIlICHb 1 KJIIOYOBUX KOMIIOHEHTIB JUIS
pearizanii QyHKIIOHATY, HEOOXiTHOTO Ui peaary-
BaHHS IrpOBHX DIBHIB, a TakoX moOymoBa 0a30BOi

item [Eai ]
type

Puc. 2. InTepdeiic penakropa LDtk
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Puc. 3. InTepeiic penakropa Ogmo Editor
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Bepcii 1HCTPYMEHTY, IO MOXE OyTH BHUKOpHCTaHa
y mpotieci iHi-po3poOKH Bijgeoirop.

Buknan ocHoBHOro marepiaiay. Y THUIIOBOMY
pemakTopi crieH s 2D-irop MaroTh MicIie Taki KITio-
YOBI KOMIIOHEHTH:

1. Cuena Ta 00’extn 30epiratoThest y Qopmari
JSON, mo no3Bossie JeTKo iMIOpPTYBaTH/EKCIIOPTY-
BaTH JIaHi Ta iHTErpyBaTu 3 pyLIieM.

2. Cuena migTpUMYE i€papXidHy CTPYKTYPY, IO
JTO3BOJISIE CTBOPIOBAaTH BKJIAAEHI OO0’ €KTH, TPYyIH,
Iapy 3 PI3HUMH PiBHIMH BUIUMOCTI.

3. Iurepdeiic drag-and-drop 3abesmeuye 3pyqne
nepeMillieHHs, MaclTa0yBaHHS Ta  OOepTaHHS
00’€ekTiB MuLICI0 y pegakTop [3].

4. TigrpumMka ictopii 3MiH — HeoOXxinHa (yHKIII-
OHAJIBHICTb, 110 JIO3BOJISIE KOPUCTYBAUEBI ITOBEPTATH
noniepenHi ctanu cuern (Undo/redo).

5. Ilanens BIACTHBOCTEH IO3BOJSAE 3MIHIOBATH
MO3MLII0, PO3Mip, TEKCTYypYy, HOBEIiHKY 00 €KTiB
TOLIO.

Y po3podii  pemaakropa YacTo BHUKOPUCTOBY-
10Th 010mioTeKH Ha KmTanT Pixi.js A peHIepuHTy
crienn, React a6o Vue mis moOymoBu iHTEpdeicy
kopuctyBada (User Interface, UI), Zustand abo
Redux — anmsi kepyBaHHS CTaHOM. Y CKJIQAHIIINX
pilIEHHAX MOXIJIMBE BHKOpHCcTaHHI WebAssembly
JUIs  TPULIBHIIICHHS  OOYMCIEHb, a  TaKOX
Canvas/ WebGL st peHIiepyHTY BEJNHKOI KiJIbKOCTI
00’€KTiB y CIIeHI 0€3 BTpaTH MPOAYKTHBHOCTI.

Ha crporognimHiii 1eHh Oarato MOMYISPHUX
irpoBux pywiiB, Takux sik Unity Ta Unreal Engine,
NPOMOHYIOTh PO3POOHMKAM TMOTY)KHI 1HCTPYMEHTH
Uil penaryBaHHs cieH Ta o0’ekriB. Lli iHCTpY-
MEHTH JIO3BOJISIIOTH 3MIHIOBATH Bi3yaslbHI Ta (YHK-
IIOHATBHI acleKTH Tpu Oe3 HEeOOXITHOCTI Iepe-
nucyBatd kox. Unity — me NOTYyKHMH 1 Iyxe
NOMYNAPHUN OaraTtornaTGopMHUid PyIIild A CTBO-
PEHHSI KOMIT IOTEPHHUX irop, a TaKoX 1HTEPAaKTHBHUX
2D i 3D-gonparkiB. Bin Hajmae po3poOHHKaM yce
HeoOXximHe 1 cTBOpeHHs irop. Came ToMmy HOTO
BUKOPHUCTOBYIOTH (haxiBIli 3 yChOTO CBIiTY, 1 Oararo
xT0 3 HHX BBakae Unity HomepoM 1 y cBiTi po3-
poOku irop [4]. IIpuauun pobotu B Unity nependa-
qae psj 0coOnIMBOCTEH, SKi pO3pOOHHKH MAalOTh Bpa-
XyBaTH MiJl 4ac CTBOPEHHs Tpu. Hrkue po3risiHeMo
OCHOBHI 3 HUX J€TaJbHIIIE.

1. Ilepmioro 0COOIMBICTIO € CTBOPCHHS CIICHU.
Cuena — me mpocrip, e po3MilIyIOThCSl Ta B3a-
€MOJIIIOTh 00’ €KTH TpH. IX Moske OyTH JeKinbka
Ha KokHOMY piBHi. B Unity MoXXHa CTBOpIOBaTH
Ta pelaryBaTH CIEHH, BHU3HAYaTH KOMIIOHEHTH
OTOYCHHS, 3a/laBaTH BHUIJIIA Ta PiBHI OCBITJICHHS,
KaMepH 1 T. 1.
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2. llle omHi€HO Ba)KIIMBOKO OCOONMBICTIO € J0Ma-
BaHHs 00’exTiB. B Unity 00’exTH — 116 OCHOBHI Oy/1i-
BeJibHI Osioku rpu. ToOTO HEOOXIHO J0/aBaTH Pi3HI
00’€KTH 10 ClieHW (TaKi SIK MEPCOHaXI, MPEAMETH,
MEePENIKON TOII0), a TAKOK BH3HAYMTH iX B3aEMO-
IO Ta MOBEIiHKY.

3. llle omHa ocoONMBICTH mepembadae 3acTo-
CYBaHHs CKpDHUNTIB Ta KOAYBaHHA. 3a JOIOMO-
rOI0 CKPHITIB HEOOXiJTHO CTBOPIOBATH IOBEIIHKY
00’€KTIB Ta KePyBaTH IrPOBOIO JIOTIKOI0. 3a JOIOMO-
rOI0 KOy MOKHa CTBOPIOBATH YHIKadbHI (PYyHKIIII,
BU3HAYUTH YMOBH IIepeMoru ado IMmopasku, o0po-
OJsITM BBEIOCHHA KOPUCTyBaya Ta ©arato iHIIOTO.
JouinbHo 3a3Ha4uTH, 10 Besl podota 3 Unity 3miid-
CHIOETHCSI MOBOIO CH#.

4. Ha erami, xomu rpa CTBOpEHa, ii HEOOXiaHO
BHKOHATH 1i pETeNIbHE TECTYBAaHHSA HA Pi3HUX IPHU-
crposix Ta mwiar¢popmax. TecTyBaHHS Jomomarae
BUSIBUTH TTOMUJIKH, MOKPAIUTH T'eWMIUICH Ta ONTH-
Mi3yBaTH TPOAYKTHBHICTb, AJSI TOro, 100 3abe3-
neuuTr eeKTHBHE (YHKIIOHYBaHHS T'PH Ha PI3HUX
MIPUCTPOSIX.

5. Ha ocranabomy Kpori rpa myOIiKyeThCS Ha
BUOpaHMX IUIaTGOpMax, TaKUX SK KOMIT IOTEPH,
MOOITBHI TPUCTPOI, IrPOBI NPHUCTABKM Ta IHIIE.
Unity Hazmae psa KOPUCHUX I1HCTPYMEHTIB JUIs
eKCHopTy Ta myOnikauii rpu Ha pi3HUX mIardop-
Max, IO JO3BOJSE JOCSATTH INHPOKOi ayauTopii
rpaBiiB [2].

A Temep pO3MISTHEMO OCOOIMBOCTI IrpOBOTO
pymwis Unreal Engine. Unreal Engine — iHcTpy-
MEHT JAJISl CTBOPEHHS irop i CIeH i3 BUKOPUCTAHHIM
3D-mopneneii, po3pobnennii komnaniero Epic Games.
Oco0IHMBOCTI pyIIIis TaKi:

1. Bin magae 3aco0W I CTBOPEHHS AWBOBIIK-
HUX rpadigHuX €eKTiB: BUCOKOSKICHE OCBITICHHA,
pernepunr (dpopMmyBaHHS 300paxkeHHS abo Bimeo
3 TPUBHUMIPHOI CLEHM) Ta MiATPUMKa BipTyanbHOL
peanbHOCTI.

2. Bin  1o3Boiiie  MOIENIOBaTH 00 €KTH,
BIATBOPIOBATH iXHIN pyX 1 B3aEMOJIIO 3 HABKOJIHIII-
HIM CepeJOBUILEM JOCHTb PEaTiCTHYHO.

3. Bin Moxe OyTH BUKOPHUCTaHHH Ui PpO3-
pOOKHM irop Ha pi3HUX IUTaTGopMax: KOMI I0Tepax,
KOHCOJISIX, MOOUTBHUX TIPUCTPOSIX 1 Yy BIpTyallbHii
peambHOCTI.

Bin BukopmcTtoBye MOBY mporpamyBaHHs C++,
a TakO)X Ma€ CHCTeMy pO3LIMPEHb Ta rpadiuyHuit
iHTEepdeiic ans Toro, mod 3poOUTH TPy, HE 3HAIOUH
KonuHry [5].

CrBopeHo BiacHud rpadiuyHUil  pegakTop,
o Mae 3aralbHuil iHTepdelic, HaBeAcHHU Ha
puc. 4. Moro mopiBHSHHS 3 aHAIOTaMH HABEICHO
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y 1abn. 1. Jlanuii rpadiuyHuil penakTop MOEAHYE
THYYKICTh CYYacHHX BEO-TEXHOJIOTIH 3 MOXKIIH-
BICTIO 3allyCKy Ha JECKTOIll 3aBJISKH BHUKOPHC-
TagHI0O React.js mms moOymoBum iHTEepdelicy Ta
Electron mist cTBOpeHHS Kpocmuiar(opMHOTO JeCK-
TOIMHOTO 3acTOCYHKY. Penaktop Hagae ¢yHKIil
CTBOPCHHS BJIaCHUX 00 €KTIB 3 MOXKJIUBICTIO BCTaB-
JIATH 1X y 00xigHy crieHy. OCHOBHUMU TepeBaraMu
JIaHOT PO3POOKH €:

— BHUKOPHCTaHHS KOMIIOHEHTHOTO Miaxoay React
JTO3BOJISIE JIETKO MAacIITa0yBaTH TMPOEKT Ta MiATPH-
MYBaTH PO3IIMPIOBAHICTh (HANPUKIA, IOJAaBaAHHS
HOBUX ITaHEJIeH, THITIB 00’ €KTIB TOIIO);
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— 3aBISIKH BeOCTEKy po3poOKa BUKOHYETHCS 3Ha-
4YHO MmBHIIe NopiBHsSHO 3 C++ abo C#, 1mo BHKO-
pucroByroThes B aHanorax (Tiled, LDtk);

— clleHa (bopmyeThCst AK CTPYKTypa
3 00’eKTamu, IO JIETKO EKCIIOPTYEThCs y (opmar
JSON mist moganbmoi inTerparii 3 irpoBUM pyIIiem;

— BHCOKa THYYKICTb apXiTEKTypH, IO J0CAra-
€ThCSI IIJISIXOM peaizalii cucremu 1apis, drag-and-
drop penarysanus, 6a3oBoi miarpumku undo/redo,
iHTerpamii 3 Pixi.js Sk Bi3yaJIbHUM pPyIIiEM;

— TuatopMOHe3aNeKHICTh, OCKUTEKH Electron
J03BOJIsIE 3ammyckatu penakrop Ha Windows, macOS
ta Linux 6e3 HeoOxinHOCTI cienudiuHOl KOMITIIALI].
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Puc. 4. [IporoTun intepdeiicy BjacHOro perakropy

Taomuns 1
IMopiBHSIHHSA BJIACHOI'O PeJaAKTOPY 3 AHAJIOTaMH
Moga / . . .
Penakrop | Ilnardopma OcHOBHi 0c00,1MBOCTI Hepoumikn
TexHoJ10ril
[MinTpumKka TaiiniB, iHTErparis 3 Baoxka iHTerpauia kKacTOMHHX
Tiled eckror (Qt) |C++ . : 00’€KTiB, CKITaJHa CHCTEMA
A Q1) pyuristmu, JSON/TSX dopmarti. S A
TUIATIHIB
N . Bysbka opieHTaris Ha
KTOTI Taiinu, aBromapH, B BaHi
LDtk Aeckro C# » ABTOILIAPH, §yu9 iarhopMepy, MeHIIa
(MonoGame) MpaBuiia reHepaiiii piBHiB. . .
THYYKICTb II0JI0 00 €KTIB
Teckror [Ipocta cTpykTypa, Jierke BincyTtHicTh BidyasbHOT
Ogmo Editor (Electron) TypeScript 30epexenns B JSON, iepapxii, 0OMexKeHa KUTbKICTh
OpiEHTOBaHUH Ha iHI. HAJIANITyBaHb
Cuctema mapis, drag-and-dro [Torpebye monanpmoro
Bnacna Jleckron . L piB, drag drop, pebye TMOMaBILO .
React.js + Pixi.js |JSON, undo/redo, BinkpuTiCTh 10 | pO3BUTKY (aHiMallii, iHTerpattis
po3podka (Electron) . L
PO3LIMPEHHSL. 3 pywisimu, GUI st oziid)
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Bueni sanucku THY imeni B.1. Bepnaacbkoro. Cepisi: Texniuni Hayku

BuchHoBku. Y naHomMy IOCTiIKEHHI PO3MISAHYTO
ANTOPUTMH, SIKi JO3BOJISIFOTH TOKPALIUTH penary-
BaHHS BIZICOIrOp, a OTXKE, ¥ MOKpallyBaTH KOHBEP-
CiI0 KOPHCTYBadiB Ta IXHIO B3aEMOJIIIO 3 PEaKTOPOM
IUIS pefaryBaHHS JCCKTOMHHX Bimeoirop. Ilpoana-
J30BaHO apXiTeKTypy Ta (YHKIIOHAIBHI MOXKIIH-
BOCTI rpadiyHOro pemakTopa Ajisl peaaryBaHHS
cueH y 2D-aeckromHux Bimeoirpax. Buokpemieno
KJIIOYOBI KOMIIOHEHTH pelakTopa, Mo 3ade3redy-
IOTh 3pPYYHICTh, MACIITA0OBAHICTh Ta IHTETpaIliii-
HICTh IHCTPYMEHTY. BUaiIeHO HampsIMU TOATBITNAX
JIOCITI/PKEHB, TaKi SK: MiABUIIEHHS MPOILYyKTHBHOCTI
npu poOOTi 3 BEIUKOK KIIBKICTIO 00’€KTIB, J0Aa-
BaHHS CKJIQJHUX THITIB 00 €KTiB (aHimaii, Tpurepw,

JIoTiKa), CTBOPEHHS CHCTEMH IUIAriHIB Uil PO3-
mmpeHHs: QyHkuioHansHOCTi. [IpeacraBneni apxi-
TEKTYPHI TIIXOAH MOXYTb OyTH BUKOPUCTaHI JJIsI
CTBOPEHHS KACTOMHHX PEIaKTOpPiB, 30Kpema y chepi
1HIi-po3po0KH irop. Po3misHyTO aHajaord pemakTo-
piB s penaryBaHHS JISCKTOITHUX BiJeoirop, HaBe-
JCHO CTHCIHMH Ol KOXHOro 3 Hux. Kpim Toro,
BUKOHAHO aHali3 irpOBHX pYILiiB, SKI BUKOPHCTO-
BYIOTBCS IIij1 4ac po3poOKu penakropiB. Ha ocHoBi
OTPHMaHHX PE3YJbTaTiB CTBOPEHO MPOTOTHIl BIIAC-
HOTO PpeNaKTopa, OCHOBHHMH IIepeBaraMu SKOro,
30KpeMa, € KpOCILIaTGOPMHICTh 3aBASKH BHKO-
pHUCTaHHIO BeOCTEKy, MPOCTOTa MaclITadyBaHHS Ta
THy4YKa apXiTeKTypa.
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Maidaniuk V.P., Skladaniuk O.0. GRAPHICAL EDITOR FOR DESKTOP VIDEO GAME SCENE
EDITING

The article presents an analytical review of methods and tools for editing scenes in 2D video games.
The relevance of developing such a tool is substantiated, considering the popularity of indie game development
and the need for intuitive editors. The technical aspects of implementing functionality such as interactive
object movement (drag-and-drop), real-time editing of scene object properties, and layer and scene component
management are analyzed. Approaches to storing the scene structure in JSON format are considered, allowing
for easy export and import of game level data. Special attention is given to the use of the 2D graphics library
Pixi.js as the rendering engine, as well as to architecture design principles based on an object-oriented
approach. An analysis is carried out on the use of an event-driven model to ensure interaction between the
editor’s components. The article also explores the potential for expanding the editor's functionality, including
implementing a grid for object alignment, an undo/redo system, support for multiple scenes, and tools
for creating more complex game mechanics. Directions for further research are outlined, particularly the
development of an adaptive plugin system to extend the editor s features. The main scientific and practical
result of the research is the identification of key components necessary for building an effective 2D scene
editor, as well as the implementation of a basic version of the editor that can serve as a foundation for future
development. The proposed editor s key advantages include a modular interface, ease of project scalability,
simplicity of development and maintenance, JSON-based scene saving, a layer system, drag-and-drop editing,
basic undo/redo support, integration with Pixi.js as a rendering engine, and cross-platform compatibility.
The practical value of the work lies in the possibility of using the developed tool for building prototypes
and game levels without the need to write code, thereby accelerating the 2D game development process and
allowing developers to focus on game logic and design rather than the technical implementation of scenes.
The proposed editor can be integrated into educational programs to familiarize students with the principles of
game environment construction and graphics programming.

Key words: graphic editor, video games, scenes, 2D, drag-and-drop, Pixi.js, JSON, undo/redo, layers,
object-oriented programming.

260 Tom 36 (75) N2 32025



