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Mera kBamidikamiiinoi poOOTH: aHami3 ICHYHYHX 3aco0iB  Po3poOKu
MYJIbTUMEIIMHUX ITOp Ta CTBOPEHHSI BIACHOI I'PU KaHPY pPaHHED.

Y  BCTymi  pO3rsAaeThbcsi aHaui3 Ta CydYacHMM CcTaH  mpoOJemu,
KOHKPETH3y€ThCs MeTa KBamiikamidHoi poOOTH Ta Tamy3b 11 3aCTOCYBaHHS,
HaBEJCHO OOIPYHTYBaHHS aKTyaJbHOCTI TEMH Ta YTOYHIOETbCA TOCTAHOBKA
3aBJIaHHS.

Y mepmomy po3aili MPOBEACHO aHam3 TMPEIMETHOI Taily3i, BHU3HAYCHO
aKTyaJIbHICTh 3aBIJaHHS Ta TMPU3HAYCHHS PO3POOKH, PO3pOOJICHa TOCTAaHOBKA
3aBJIaHHS, 3a/laHl BUMOTH [0 MPOrpamMHOi peani3alli, TEXHOJIOTIH Ta MPOrpaMHHUX
3ac001B.

Y napyroMy pos3niii BUKOHAHO aHali3 ICHYIOYHMX pillleHb, OOpaHo BHUOID
wiaropmMu s po3poOKH, BUKOHAHO IPOEKTYBaHHSA 1 po3poOKa Mporpamu,
HABEJICHO OMUC AJTOPUTMY 1 CTPYKTYpH (PYHKIIIOHYBaHHS MpPOTpaMH, BU3HAYECHI
BXIJIHI 1 BUXIJTHI JIaHi, HaBEJCHI XapaKTEPUCTUKH CKJaay MapaMeTpiB TEXHIYHHX
3ac001B, OMCAaHUI BUKJIMK Ta 3aBaHTAKEHHs MPOrpaMu, OMKcaHa podoTa mporpamMu.

B exoHOMiyHOMY pO3[ii  BH3HAYEHO  TPYAOMICTKICTH  pO3poOJIeHOl
1H(pOpMaIIiHOI CUCTEMU, TPOBENCHUN MIAPAXYHOK BAPTOCTI pOOOTH MO CTBOPEHHIO
porpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

[IpakTuHe 3HayeHHs POOOTH MOJISITae B peai3allli CydyacHUMHU 3aco0amu
L1KaBO1 KOMII FOTEPHOI T'PH, 10 MPU3HAYEHA JIsl PO3BAXKAJIbHUX I[IEH.

AKTyanpHICTh TEMH KBadi(iKal[iiHOT pOOOTH BU3HAYAETHCS THUM, 1110 YEPE3 TE,
0 KOXXHOTO JHS PUHOK MOOUIBHMX 1Irop Jy’K€ MIBHAKO 3MIHIOEThCS Ta
30UIBIITY€ETHCA. aHaNI3 Cy4acHUX 3aco0iB Ta OKpecieHHs cdep iX BHUKOPUCTAHHS
MOJIIMIIUTD AKICTh Ta MIBUAKICTh PO3POOKHU ITPOBHUX MPOEKTIB.

Crncok kmouoBux ciis: [EMMEP, TPA, KOMIT'FOTEP, TUIATO®OPMA,
[HCTPYMEHTAJIbHI 3ACOBU, ITPOEKTYBAHHS, TECTYBAHHAI.



ABSTRACT

Explanatory note: pp., fig., table,  appendix, ___ sources.

Obiject of development: computer game.

The purpose of the qualification work: analysis of existing means of
developing multimedia games and creating your own game of the runner genre.

The introduction considers the analysis and the current state of the problem,
specifies the purpose of the qualification work and the field of its application,
provides a justification for the relevance of the topic and clarifies the problem.

In the first section the analysis of the subject area is carried out, the urgency of
the task and purpose of development is defined, the statement of the task is
developed, requirements to software realization, technologies and software are set.

The second section analyzes existing solutions, selects a platform for
development, performs design and development of the program, describes the
algorithm and structure of the program, determines the input and output data,
provides characteristics of the parameters of hardware, describes the call and
download of the program, describes the program .

The economic section determines the complexity of the developed information
system, calculates the cost of work to create a program and calculates the time for its
creation.

The practical significance of the work lies in the realization by modern means
of an interesting computer game designed for entertainment purposes.

The relevance of the topic of qualifying work is determined by the fact that
every day the market for mobile games is changing and growing very quickly.
analysis of modern tools and delineation of areas of their use will improve the quality
and speed of development of game projects.

Keyword list: GAMER, GAME, COMPUTER, PLATFORM,
INSTRUMENTS, DESIGN, TESTING.




IEPEJIIK YMOBHUX ITIO3HAYEHD

OC - omepariifHa cucTeMa,
[13 — mporpamue 3a0e3MneueHHS;
ITK — mepconansHui KoM’ 1orep$

Ul — User Interface, inTepdetic koprcTyBaua.
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BCTYII

B cdepi mynprEMenia He OCTaHHE MiClle 3aiiMae Take sBHIIE, SIK
MYyJIBTUMEAIMHI KOMI'TOTEPHI irpu. MynbTUMENIiHI ITPH - TaKi irpH, y SKUX TpaBellb
B3a€EMOJII€ 3 BIPTYaJIbHUM CepeloBHILEeM, NoOyaoBaHUM Komm'torepoMm. CraH
BIPTYaJbHOI'O CEPEJIOBHINA MEPEAAETHCS T'PABIEBl 3a JIOIMIOMOIOK PI3HUX CIOCOOIB
nepenaul  iHpopmalii (aymlaJbHUAN, Bi3yanbHMH, TakTWibHHI). Hapasi Bci
KOMI'IOTEPHI ITPH BITHOCATHCS 10 MYJBTUMEIIMHUX irop. B Takuii Tum irop MoxkHa
rpaTd K B MOOJUHI Ha JOKAJIbHOMY KOMI'IOTEepl ad0 MpUCTaBIi, TaK 1 3 IHILIUMU
rpaBLSIMU Yepe3 JOKaIbHY a00 ri100alibHy MEPEXKY.

[TonynspHICTh KOMI‘FOTEPHUX ITOP 3pOCTA€ 3 KOKHUM POKOM, Hillla PUHKH
JO3BULIS MOCTIMHO NOTpeOdye NOMOBHEHb HOBUMHM ITPOBHUMM TaWTiaMu. IrpoBa
IHYCTpiS MOCTIHHO PO3po0JIsie HOBI IHCTPYMEHTAIbHI 3aCO0M JJIsl TIOJIETIIICHHS Ta
OPUIIBUAINICHHS  Mpolecy  po3pobku  irop.  Bemmka  pi3HOMaHITHICTb,
KOHKYPEHTO3JaTHICTh, CHEUU(IYHICTh BUKOPHUCTAHHS, 3MIHa  aKTyaJbHOCTI
BUKOPUCTAHUX TEXHOJOTIA poOisATh 3amady BUOOpY 3aco0iB po3poOKu Tpu
HEOJHO3HauHOI0. OTXe aHaji3 cydacHUX 3aco0iB Ta OKpeclieHHd cdep ix
BUKOPUCTAHHS € aKTyaJhbHOIO 3a/1auelo, IO TMOJIMIIUTh SKICTh Ta IIBUAKICTH
PO3pPOOKH IFPOBUX MPOECKTIB, Uepe3 Te, 10 KOKHOTO JTHI PUHOK MOOUTBHHUX 1TOP JTYyXKe
IIBUJIKO 3MIHIOETHCS Ta 301IbIITYETHCS.

Meror kBanmiikamiiitHoi poOOTH € aHami3 ICHYIOUHMX 3aco0iB PO3pOOKH
MYJIBTUMEIIMHUX iIrOp Ta CTBOPESHHS BIACHOI I'PH JKaHPY paHHED.

[Ticns mpoBeneHHs aHai3y MONyJisipHOi rpu «Angry Birds 2» Oyno BUsIBIEHO
HACTYMHI HENOJIKUA: HE 3aBXIU MOKHA TpaTH KOJIM TOTO XO4Y€ I'paBellb, MPUCYTHS
pekiama Ta MIKpOTpaH3aKliii, iIrpOBUX PIBHIB KiHI[EBa KUIbKICTh, HEAJANTOBAHICTh
rpu mia reiimnan ta Baray 371 Mb.

Byno BupilmieHO CTBOPUTH BJIACHY TPy, fKa O Maja HACTYMNHI BUIIPABJICHHS
3raJlaHiX BUILE HEJOJIIKIB: IpaBellb MOXE I'paTv, KOJIM 3aXoue, BICYTHS peKjiaMa Ta

MIKpOTpaH3aKIIii, BIICYTHIA €KpaH 3aBaHTaXCHHS, PEUTUHT TPABIIIB Ta JOCATHEHHS



peanizoBaHo 3a gomnomororo 1iariny «Google Play Servicesy, sxkaHp rpu — paHHep,
TOOTO rpa € 6E3KIHEYHOI0, AAANTOBAHO 11T TeWMIIa]] Ta Ma€ MEHIIY Bary.

Buxiani gani 10 poboTtu:

1. [TopiBHSIHHS Cy4acHHX MOMYJSPHHUX 1HCTpyMEHTanbHUX 3ac00iB: XNA,
MonoGAMe, Phaser, Construct 2, pixi.js, Blender Game Engine, Easel.JS,
Turbulenz, melonJS, PandalS, Game Maker, Unity, Unreal Engine.

2. BusHaueHHs1 onTUMaibHUX 3aC001B pO3pOOKH KOMIT IOTEPHUX 1rOP.

3. Hanucanus npoTotuty rpu.

JInst oCSATHEHHSI TOCTaBJIEHOT METH OyJlI0 00paHo HAcTyMmHI nporpamu: «Unity
3D», «Adobe Photoshop», «Magica Voxel 3D», «Visual Studio», nomarok «Google
Play Developer Consoley.

s tpu Oyno CTBOPEHO JBa IrpOBUX PEKMMH, KOXKEH 3 SKHUX JOMOBHEHO
yVHIKaJIbHUMH MexaHikamu. OCHOBHa MeXaHika 000X pEeXHMIB — BaroHeTKa, sfKa
pyXaeThbes, 1 B AKy HEOOX1THO BIYUYUTH.

[IpakTuHe 3HayeHHs POOOTH MOJISIrae B peajizalii CydyaCHUMHU 3aco0amu

I[IKaBO1 KOMIT FOTEPHOI I'PH, 110 MPU3HAUEHA JUIsl PO3BAKAIIBHUX ITIICH.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA IOCTAHOBKA 3ABJIAHHS

1.1. 3araJuabHi BiToMOCTi 3 MpeAMeTHOI raay3i

1.1.1. 3arajbHi M0J102KeHHS 3 PO3POOKH KOMII’IOTEPHUX irop

AKTyallbHICTh I1i€] pOOOTH BU3HAYAETHCS BEITUKOIO KIJIBKICTIO BIJEOIrOp Ha
crorojHimHIN AeHb. lllogHs MinbiOHM IrOAEH TIparoTh, AMBIATHCS TEMaTHYHI
HOBUHM 1 CIIOCTEpIraloTh 3a rpowo iHmux moaei. Lls cdhepa cboromni € mayxe
BaroMor0 1 BOHA JIy’K€ IMBHUIKO PO3BUBAETHCS.

[cTopiss BUHUKHEHHS KOMIT IOTEpHHUX irop Oepe cBiii mowyatok y 1947 porii.
Came TOal pO3BUHEHHS TeNe0ayeHHs TMOCHPUSIO PO3BUHEHHIO  B1JIEOITOP.
bputancekuit marematuk AsiaH ThIOpIHI HamucaB MEpUIy B CBITI TEOPETUUYHY
nporpamy JJis TP y IIaxH, aje, Hakallb, TOJIIIHI KOMIT I0TepU He OyJu 3AaTH1 10 ii
BIJITBOPEHHS YE€pPE3 CBOIO HEBEIUKY MOTYX HICTb.

Crorogni cdepa po3poOku Bimeoirop — “Gamedev” (IMOXOIUTH BIJ JBOX
aHrmicekux ciiB — “Game” — rpa ta “Dev” to06T0 “Development” - po3BUTOK) — €
Jy’Ke TOIMUPEHO0r0. TakoXkK 3a BECh yac i1 ICHYBaHHsI 3 SIBUJIMCH MEBHI MpaBUiIa, SKUX
MPUTPUMYIOTBCST YC1 po3poOHHMKK. HalironmoBHiine 3 HUX — JiJICHHS PO3pOOKH Ha
eTaIlu.

Tox, po3poOka rpu 3a3BUYall JIIUTHCS Ha 0arato €TalliB, B 3aJIe)KHOCTI Bij
YKaHPY Ta IHIIUX KPUTEPIiB, aJie € OCHOBHI, 5IK1 IPUCYTH1 y OyAb-sIKOMY pa3i:

— BUHMKHCHHA 171€7;

— TOIIYK 3pYyYHUX IHCTPYMEHTIB Ul peai3allii;

— CTBOPEHHS camol I'pH.

Gamedev chorogHi € myxe mnomyisipHoro cdeporo. Bcee Oinbmie mronei
CHOTO/HI TPAIOTh Yy BIJICOITPH, 1X 3a3BUYAll HA3UBAIOTH «TreiimMepamMmuy abo «haHataMu

KOMIT FOTEPHUX 1ITOP».
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€ I1Ba OCHOBHI TUIHU MPHUOYTKY Yy BIA€OIrpax — pekjama i BHYTPIIIHI MOKYIKH.
Peknamy 3a3Bu4ail po3MillyloTh y MOOUIbHUX irpax. BoHa MpUHOCHTH MacWBHUN
npubyTok. I MokHa moAinuTH Ha 1Ba THIIN:

1. Pexmama, sSKy MOXHa TMpOMYCTHUTH. Taka pekiama 3 SBIS€EThCS 0€3
OakaHHsI TpaBL 1 3a ii meperisii rpaBelb HIYOTO HE OTPUMYE, IIPU IIbOMY TI'paBEIlh
Mae 3MOTY IIPOMYCTHUTH 11 4epe3 5 CeKyH/I Iepersiay, abo Oible.

2. Pexnama, Ky He MOXHa MPOMYCTUTH. Takuil THN pekiaMu 3’ SBISETHCS
JIUIIIE KOJM IIbOTO 3axX04e rpaBellb. A 100 rpaBellb 3aXx0TiB ii M0OAYUTH, HEOOX1THO
3aMpoONOHYBAaTH WOMYy Haropopdy. Taka pekiaMa IPUHOCHTH OLIblIe MPUOYTKY HIX
nornepeansi, 00 Haropoy rpaBelb OTPUMYE JIHIIE y pa3i, IKII0 JOJUBUTHCS O KIHIIS.

BHyTpilHI MOKYNKM Ha3WBaIOTh «MIKpOTpa3Hakiii». ChOTOAHI CKIIATHO
3HAUTH BIAEOrpy, AKa O HE Majla MOXJIMBOCTI NPOJATH IIOCh TPaBLIO 33 peajbHI
KOIITU. 3 1X JOMOMOIOI0 IrpaBellb MOXE JOCATTH MEBHOIO Pe3yJbTaTy LIBUIIIE abo
OTPUMATH EKCKJIIO3UBHUN KOHTEHT, 1€ ClielliaibHa MOTHBALIIsI TPaBIISL.

Takox mnoTpiOHO cka3zatu npo KibepcrnopT. KidepcmopT — 1€ CHOPTHUBHI
3MaraHHs 3 BiZI€OIrOp, CHOTOJHI BOHM PO3BHBAIOTHCS 3 TAKOIO K IIBHUJIKICTIO, SIK 1
cama cdepa Bigeoirop. barato kpain Bxke BBaXarOTh HOro O(MiliiHUM BUOM CIIOPTY.
s iHaycTpiss € myxe npuOyTKoBoro, 1Mo aHanoriero 3 Gamedev om. KoxeHn matd
MIATPUMYETHCS CIIOHCOPAMH, TOOTO BCECBITHBOBIIOMUMH KOMIIAHISIMU, TAaKUMHU SIK
“RedBull”, a kibepciopTcMeHH OTPUMYIOTh 3apOOITHY IJIaTy Ha  pIBHI
npoecioHaIbHUX CIIOPTCMEHIB, 10 MOTHBYE iX MTpOJOBXKyBaTH Kap’epy. Cepen
HaMBIIOMILIUX 1TOp, 33JIISTHUX B KIOEpCIOPTI BUAUISIOTH HACTYIIHI:

— League of Legends;

— Hearthstone;

— Counter Strike;

— DOTA 2.

Sx 1y Oyap-sxiit cepi, y Gamedev'i € neBHi npodecii:

— Xynoxuuku. Lle TBopui moau. BoHM cTBOPIOIOTH Bi3yaibHY YacTHHY TPH,
fKa € JyXe BaKIWBOIO, 00 Mepili eMollii TpaBIlsd 3aJexarh came Bijf TOTO, IO BiH

0aunth. Kpim cTBOopeHHs rpadgiyHuX 00’€KTIB 0 iX 000B’A3KIB BXOJUTh CTBOPEHHS
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a”HimMarii A T[epCOHaXiB YW  IHIIUX IrpOBUX  OO0'€KkTiB, fKI OyAyTh
BUKopuctoByBaTucs y rpi Ta mamoBanHs Ul (User Interface), mo nepexnamaerscs 3
aHTMNCKBOT sIK «[HTEpdelic kKopucTyBaday;

— 1rpoBi KoMmno3utopu. JIroau He MEHII TBOPYi, HIXK XyTOKHUKU. OTHOIO 3
BUMOT € OpHUTIHAJBHICTh. Takl JIOJU CTBOPIOIOTH YHIKAAbHI CAyHATPEKH IS
BIJICOITOP a TaKOX pOOJSTH O3BYUYKY, HAJAlO4YM TPaBISM MOXIIUBICTh TMOYYTH
IrpoBUX MepcoHaxiB. be3 KpeaTnBHOI My3WKHU 1 SIKICHOTO O3BYYYBaHHs, SK 1 0e3
rapHoi rpadiky, cydacHa Ipa HaBps 4u Oyje yCHIITHOIO;

— nporpamictu. CaMe BOHHU € TFOJOBHOIO YACTUHOIO OYIb-SKOTO IPOEKTY. IX
3aJlaya IMoJIsirae y HalMcaHH1 KONy, SIKUA 3MYCHUTb TPy MpaloBaTH TaK, sIK OTPIOHO.
IxHiMM 3ycumnaMu peanizyeTbcs irpoBa (i3uKa, INTY4HHH iHTENEKT, 3 SKAM
HaJIEXKHUTh OUTHCA TPABUEBI MPU TPl KIPOTU KOMIT F0T€pa» Ta 0araTo 1HILIOro, 0€3 HUX
rpa Oyna 6 mpocTo HAOOPOM KAPTUHOK Ta MOJIEIIEH;

— reiM-au3alinepu. Jlo OOOB'S3KIB JIIOJIMHU 3 TaKow MNpO(eci€l0 BXOIUTh
rpaMOTHa MOOy/I0Ba PIBHIB 3a JONOMOIOIO Ipadiky, sIKy HaMallOBaJIA XYAOKHUKH,
MY3HUKHU Ky CTBOPWJIM MY3UKAHTU Ta KOJY, SKUI Hamucaau mnporpaMictu. s nboro
KOXEH reiiM-Iu3aiiHep MOBUHEH X04a O TPIIIKK po30HupaTucs y poOOTI KOXKHOI 3 LIUX
npodeciii, iIHaKIIe BiH HE 3MOXKE IMTOPO3YMITHUCS 3 IHIIMMH YWICHAMH KOMaH]IH,

— Tectepu. Komm XynOKHUKM HaMallOBaJld ycCl TEKCTYpPH, MY3UKAHTU
HamMcalld CayHATPEK Ta CTBOPWIM O3BYYKY, MPOrPaMiCTH HamuCald KoOf, a
reiimje3aiiHepy CKJIaIM 1€ B Kymy 1 BuJainu (QiHAJIBHUN pe3ysbTar, y CIpPaBy
BCTYNAIOTh TECTEPU. IX 3a7aua MOJNArac y BUSBJIECHHI HENONIKIB TPM, TaK 3BaHMX
"GariB", Kl MOBUHHI OyTH BUIpaBieHl 10 odiuiiHoro Buxoay rpu. Ilicas ix podotu
3a3BUYall MPOTPaMICTH Ta TeiM-IU3aliHEePH MPAIIOIOTh HAa/l BUMPABICHHSM MTOMIIOK
y po0OoTi Iporpamu.

Moske CkJacTuCs ITymKa, IO JUIsl CTBOPEHHS TpuU OOOB’SI3KOBO HEOOXigHA
KOMaH/ia. AJle MaTU KOMaHIy JJIsi CTBOPEHHS TPH ChOTOJIHI - 30BCIM HEOOOB'SI3KOBO,
ny’ke 0araTo €HTY31acTiB CbOTOJIHI MOXKYTh BUKOHYBAaTH (PYHKIIi yCiX HEepesiyeHux
npodeciii caMOTyXKH, aje e MmoTpedye Habarato Oulblie Yacy, HiX poboTa y

koMaH1. Came TOMy Takl JIOAM HE OepyThCsl 3a BEIMYE3HI MPOEKTH 3 BIIKPUTUM
12



ITPOBUM CBITOM, a CTBOPIOIOTh HE MEHII IiKaBi, ajie¢ MPOCTINI Yy peamizaimii irpu.
Sxuio BUHHMKae mpobiieMa HecTadi 4Yacy, B IHTEPHETI ChOTOJHI € MOXJIUBICTDH
3aMOBHUTU pOOOTY XYJOXKHHKA UM MY3HKaHTa, a poOOTy TecTepiB MEpEeKIacTd Ha
CBOIX JIpy3iB, TOOTO cama JIIOJIMHA TIOBHHHA OyZe JIHIle HAmhcaTh KOJ Ta 3pOOUTH 3

yChOT'O MaTepiaily rpy.

1.1.2. Knacudikauis Bizeoirop

JUist O1IbII 3pYYHOTO OPIEHTYBAHHS CEpENl YChOTO PI3SHOMAHITTS BIJEOIrOp ix
KJIaCU(IKYIOTh 3a PI3HUMH O3HAKAMHU.

Ochb KITI0UOBI MapaMeTpH Kiacudikailii Bieoirop:

—  3a KUIBKICTIO IrpaBLiB. MOKHa IpaTH caMuM, 3 JIpy35IMU YU PIAHUMH y ceOe
BJIOMa, a00 B3arajii 3 HEBIJOMUMHU JIOJBMHU Yepe3 Mepexy 1HTepHeT. OcTaHHIN BUI
CHOTOJHI € HANMOMyJSPHIIIUM, a Yyepe3 MaHJeMII0 KOPOHABIPYCY ChOTOJIHI HABITh
JiesiKl KIOEpCIOPTUBHI 3MaraHHs NpOBOAATHCS AUCTAHIINHO;

— 3a irpoBumH TuiargopMamu. ChOTOAHI € TPU OCHOBHI IUIATQOpPMHU ISt
PO3IOBCIO/IKEHHS Bijieoirop: koHconi (Xbox, Play Station, Nintendo Switch),
MePCOHAIbHI KOMITIOTEpH Ta MOOUIBHI mpucTpoi (Android, I0S);

— 3a xa"poMm. lle xmrouoBuii (akTop s IrpoBUX CTYAIH, 060 BiJ IHOTO
3aJIeKUTh KUIBKICTh HEOOXIHOrO0 Ha po3poOKy wYacy, BIKOBa KarTeropis TIpH,
HEeOoOX1IH1 HaBUYKHU Ta 0araTto 1HIIOTO;

— 3a YMOBaMHU PO3MOBCIOJKCHHS. Jledki irpu MaroTh OOMEXEHHS 010
PETIOHIB iX PO3MOBCIOKEHHSI Yepe3 3a00pOHM 31 CTOPOHM KpaiHM YM 31 CTOPOHH
caMoTo0 po3pOOHHUKA.

3a ’)KxaHpOM MO>KHA KJIacu(PiKyBaTH BiJI€OIrPYU HACTYITHUM YHHOM:

Crparerii — irpu po3paxoBaHI Ha ITUTAHYBAaHHS CTpaTerii s JOCSITHEHHS
neBHOI MeTu. ['paBellb Kepye BiliCBKOM, Oyaye MicTo abo po3poOsisie IiiaH TIo
3axoIyieHHIo (opTeni, TOOTO TMIaHye cBoi Aii 1 ix MaiOyTHiM pe3ynbtar. s
JOCSITHEHHSI pe3yJIbTaTiB MmoTpeldye Oarato yacy. Ilpukmamu irop: I'epoi meua Ta

Mmartii, BilicbkoBe pemecio Bij Blizzard Entertainment.
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Kaprouni irpu. KopucTyroTbcsi MOMyJIAPHICTIO CEpell TPaBLIB BXKE 3raJaHUX
cTpateriil. IX pi3HOMaHITTS Tako BeluKe, i B3arani Leil xaHp Gepe cBilf moyaTok
naBHo. [Ipuknaau irop: HearthStone, ['Bunt, Uno

Pannepu — irpu, siki He 3a0uparoTh 6araTo yacy i HE MalOTh KiHIIS, 3a3BUYal
po3paxoBaHi Ha MOOiUIBHI TuTatdopmu. [lix yac rpu mepcoHa)x OLKHUTH\IETUTH\ILIHBE
no Oe3kiHeYHOMY IrpoBOMY CBITy. [l MoTuBaiii Taki irpu mMaroTh pekopa. Harra
Ipa BITHOCHTBCS JI0 1IbOTO kaHpy. Ilpukmamu irop: Subway surfers, Temple Run 2,
Minion Rush, Crossy Road.

Cumynstop — Irp, sKI JONOMaraiTh TPaBLIO BIIYYTH ceO€ B PI3HUX
CUTYyallisIX, HaNpPUKIAI BOJIEM TpakTopa 4u aBTOOyca. IcHye umMmano mig-KaHpiB,
TEeXHIYHI, apKajHi, CHOPTHUBHI, E€KOHOMIYHI, MobadeHp Ta iHII. CUMYISITOpaMH
MOXYTh TAaKOK Ha3UBATHUCH JI€SIKI NpeicTaBHUKH cTpaTeriil. [Ipukianu irop: Clash of
Clans, Pocket Troops, Boom Beach, Fallout: Shelter, cepis irop Anno.

[Ipurogu — irpu, B SIKMX rpaBellb MOXE HACOJIOJKYBAaTHUCh ITPOBUM CBITOM.
3azBuuaili B TaKUX Irpax HaWroJIOBHIIMMU € atMocdepa 1 croxeT. [lepconaxk
MOJIOPOKY€E, BUKOHYE 3aBJIaHHS I1HIIMX IMEPCOHAXKIB 1 B3a€MOJIE 3 HABKOJHUIIHIM
cBiToM. Taki irpu He po3paxoBaHi Ha Te, 100 MOCTABUTH BUKJIUK T'PaBIfI0, 4 HABIAKU
nornoMaratoth HWomy BigmountH. [lpukmaam irop: Disney's Aladdin in Nasira's
Revenge, Inaiana [Ixonc, Limbo, Mario.

ExmH — B Takux irpax TpeOa BHKOPHUCTOBYBAaTHM peakuio 1 peduekcu. Sk
MPaBUJIO CKIITH ITpU MOB’s3aH1 13 OuTBaMU. TaKoX EKIIH € CYKYMHICTIO MiKaHPIB,
TaKuXx SK: CTpUBLIKY (Bix 11 abo 31 ocobm), npaku, TakTh4Hi, ctesic. Came 1eH xaHp €
HalnonysipHimuM choronHi. [lpukmaau irop: Wolfenstein 3D, Makc Ileitn, Alien

Shooter, Counter-Strike, Hitman Ta immi.

1.1.3. AHaJi3 iCHYIOYHX aHAJIOTiB

JI71st po3po0KM BiIacHO1 Ipu OyJI0 MPOBEICHO aHajli3 MOMyJsipHOl Tpu  «Angry
Birds 2» (puc. 1.1). 1ls rpa HaneXuTh NOMYJISIPHIA Y BCOMY CBITI cepii irop, mpo

Ky, MaOyTh, UyB KOXKEH.
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Angry BlrdS 2 & Bbibop pepakuymu

Rovio Entertainment Corporation Ka3syanbHble * Kk k1 5629404 8

€ /s ecex

EcTb peknama - NoAfepIKMBaIOTCA NOKYNKWA B MPUIOKEHIM

3 3T NPUNOKERNE MOXHC CKa4aTh H3 BCE BaLUM YCTPOMCTES.

N10BbILLA/
YPOBEHb THL

Puc. 1.1. I'pa «Angry Birds 2»

B naniii rpi gyke 1ikaBa OCHOBHA MeXaHiKa Il€i TP — TPaBII0O HEOOX1THO
HAJAIITOBYIOYH TOCTPLJI BIIy4aTH B KOHKPETHY I[UJIb, ajie € 1 JAesiKi OOMEeKEeHHs i€l
TpH.

[Ticas mpoBeneHHs aHaMi3y MOMyIsIpHOT Tpu «Angry Birds 2» Oyno BUSBICHO
HACTYMHI HEIOJIKU: HE 3aBXJIU MOKHA TrpaTH KOJIM TOTO XO4Y€ I'paBellb, MPUCYTHS
pekiama Ta MIKpOTpaH3akKllii, iIrpOBUX PIBHIB KiHIIEBa KUIbKICTh, HEAJalTOBAHICTh
rpu mig reiimnan ta Bara'y 371 Mb.

Byno BupimieHo cTBOpUTH BIACHY TIpy, ska O Maja HACTyHHI BUIIPABJICHHS
3TraJIaHUX BUIIE HEJOJIIKIB: TpaBellb MOXKE TpaTh, KOJIU 3aXoue, BICYTHS peKjIamMa Ta

MIKpOTpaH3aKIlii, BIICYTHIA €KpaH 3aBaHTa)XKCHHS, PEUTHHI TPaBI{iB Ta JOCSTHEHHS
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peanizoBaHo 3a gomnomororo 1iariny «Google Play Servicesy, sxkaHp rpu — paHHep,

TOOTO rpa € 6€3KIHEYHOI0, AAANTOBAHO 1] TeWMIIa]] Ta MAa€ MEHIIY Bary.

Ha puc.

1.2 MoxHa mMOOayuWTH BUSBJICHI HEIOJIKA Ta 3alpoIlOHOBaHI

BUIIPABJICHHS, K1 Oy/e BTUIEHO y po3poOjeHiil B paMkax KBamidikauiiHoi podoTu

rpi. [laHi OCTaHHBOTO KpUTEPIIO AJisi po3poOJieHoi Tpu Oylid OTpUMAaH1 BKE MICIs

CTBOPEHHS caMol I'pH.

Y1 MOxKHa rpaTu Konu
3axoyew?

Hi, MO}Ha rpati Anwe AKLLO
TU MaELL }UTTA, iIHaKLLe
HeobXigHOo yekaTu

MoxxHa rpaTt KOJKU Xo4yeLl

MpUCYTHI MiKpOTpaH3aKL,ii?

[MpucyTHI

BiacyTHi

Yu ey rpi peknama?

Tak, peknama npucyTHA

BiacytHa

Yu noTpibHO YekaTn nepen,
no4yaTKom rpu?

TaK, NPUCYTHIN eKpaH
3aBaHTa)KEHHA

Hi, nouMHaewWw rpatm MMUTTEBO

Ak peanizoBaHoO peruTUHT
rpasuis?

3a ponomoroto Facebook

3a pgonomorot Google Play
Services

AK peanizoBaHo
DOCATHEHHA?

PeanizoBaHi y camin rpi

3a ponomoroto Google Play
Services

Yu ey rpm KiHeup?

Tak, 60 irpoBux pieHiB
KiHLLeBa KiNbKiCTb

MoHa rpati 6e3KiHeuHo

Yum onTumizoBaHa rpa nig
revmnan?

Hi

Tak

CKiNbKKX BaXKUTb rpa?

371 Mb

Puc. 1.2. TlepeBaru rpu «BallBall» nan rpoto «Angry Birds 2»

["'onoBHUMU 3 NPEACTABICHUX KPUTEPIiB €:

— BIJICYTHICTb Y pO3pOOJICHIH I'pl peKIaMH Ta BHYTPIIIHIX TOKYIIOK;

— Bara po3po0OJieHoi rpu Maibke y 6 pasziB MeHmIa 3a Bary «Angry Birds 2»

(60 Ta 371 Mb BianoBiAHO);

— HEOOXIHICTh YEKaTH 1 BIACYTHICTh MOXIIMUBOCTI rpatu y «Angry Birds 2»

CKIJIbKH TOTO Oa)ka€ rpaBellb.
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1.2. Tlpu3Ha4veHHsI pO3pOOKHU Ta rajay3b 3aCTOCYBaHHS

[Ticnst mpoBeneHHs aHai3y MomyssipHoi rpu «Angry Birds 2» Oys0 BUSBICHO
HACTYITHI HEIONIKU: HE 3aBXKIU MOXHA IpaTh KOJU TOTO XOYe T'paBellb, MPHUCYTHS
pekiama Ta MIKpOTpaH3aKliii, iIrpOBUX PIBHIB KiHIIEBa KUIbKICTh, HEAJIANTOBAHICTh
rpu mija revimnaz Ta Bara 'y 371 Mb.

Byno BupimieHO CTBOPUTH BIACHY TPy, fKa O Majla HACTYMHI BUIIPABJICHHS
3raJJaHuX BUILE HEJIOMIKIB: TPaBeIlb MOXE IPaTH, KOJIM 3axXxoue, BIACYTHS pekiama Ta
MIKPOTpPaH3aKIlii, BIICYTHIA €KpaH 3aBaHTaXEHHS, PEUTUHT T'PaBILIB Ta JOCATHEHHS
peanizoBaHo 3a jgomnomororo mariny «Google Play Services», sxaHp rpu — paHHep,
TOOTO rpa € OE3KIHEYHOI0, aAANTOBAHO M1 TeMIIaJ] Ta MAa€ MEHIIy Bary.

Hagimo mronu rpatote y Bizeoirpu? Burpatutu yac — Tak. Bigmountu —
MOJIMBO. AJle OUIBIIICTh Tpa€ y irpu, He TUIBKKM KOMIT'IOTEpHI, a ¥ peaibHi, 1100
MOKAa3aTH, 110 BOHM KpaIlle 1HIINX 1 [I03MaraTucs 3 1HIIUMH.

Peanizaris cyyacHuMHU 3aco0aMu LIKaBOi KOMII FOTEPHOI I'pH, IO MPU3HAYEHA
JUISL PO3BaYKAJIBHUX IIIJICH, 3aJI0BOJIBHUTH MOTPeOM KOPHUCTYBaudiB — redMepiB Ta

HAJaCTh MOKJIMBICTh OTPUMATH 33J0BOJICHHS BiJl MIPOLIECY TPH.

1.3. [IlincraBa ajsi po3pooKu

[TincraBoto nmst po3poOku  KBamidikamiitHOi pobOTH OakanaBpa Ha Temy
«Po3pobKka KOMII’ FOTEPHOI I'PH KAHPY paHHEp 3 BUKOpUCTaHHAM JBuryHa Unity 3D
Ta MOBH nporpamyBaHHs C#» € Haka3 o HaililoHaIbHOMY TEXHIYHOMY YHIBEPCUTETY

«/IninpoBchka momiTexHika» Big . . 2021p. Neo -

1.4. IlocraHoBKa 3aBIaHHSA

Mertorw kBamiikaiiiiHoi poOOTH € aHaii3 ICHYIOUHMX 3aco0iB PO3pPOOKH

MYJIBTUMEIIMHUX ITOp Ta CTBOPEHHS BIACHOI I'PH JKaHPY paHHED.
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[Ticas mpoBeneHHs aHami3zy nomyssipHOi rpu «Angry Birds 2» Oyno BusiBieHO
HACTYITHI HEIOMIKU: HE 3aBXKIU MOXHA IpaTh KOJU TOTO XOYe T'paBellb, MPHUCYTHS
pekiamMa Ta MIKpOTpaH3akKliii, iIrpOBUX PIBHIB KiHIIeBa KUIbKICTh, HEAJAlTOBAHICTh
rpu mifg reiimnan ta Bara'y 371 Mb.

BupiiieHo cTBOpUTH BIIaCHY TPy, sika O Majla HACTYIHI1 BUIPABIICHHS 3ra/IaHUX
BUIIIE HETOIIKIB:

— TpaBelb MOXKE I'PaTH, KOJIM 3aX04e,

—  BIJICYTHSA peKJiamMa Ta MiKpOTpaH3aKIiii,

— BIJCYTHIN €KpaH 3aBaHTaXKEHHS,

— PpEUTHHI TrpaBLIB Ta JOCATHEHHS pPEa30BaHO 3a JIONOMOIOK0 IUIAriHy
«Google Play Servicesy.

XKaup rpu — panHep, ToOTO rpa € 0€3KIHEUHO0, aJaNTOBAHO IiJl FedMIIaj Ta
Ma€ MEHIIY Bary.

Buxigni gani 10 pobortu:

1. [TopiBHSIHHA Cy4YacCHUX MOMYJSIPHUX 1HCTpYMEHTaIbHUX 3aco0iB: XNA,
MonoGAMe, Phaser, Construct 2, pixi.js, Blender Game Engine, Easel.JS,
Turbulenz, melonJS, PandalJS, Game Maker, Unity, Unreal Engine.

2. BusznaueHHs onTUMalIbHUX 3aC001B PO3POOKHU KOMIT FOTEPHUX 1TOP.

3. Hanucanus npoToturty rpu.

Po3pobnena rpa moBuHHa OyTH MPOTECTOBAHA Ta MaTH KIHLEBUN BUIJIS,

peaizoBaHuM K TOBHOIIIHHUI J0JIaTOK.

1.5. Bumoru g0 nporpamu a6o NporpaMHoOro BUpooy

1.5.1. Bumoru 10 (P)yHKIIiIOHAJIbHUX XaPAKTEPUCTUK

3a mpaBuaMH T'PU I'paBellb MA€ BIyYaTH y BaroHETKY, HAJIAIITOBYIOUH CHUITY
NOCTPLTY CHApATY.

MeH10 Tpu MOBUHHO CKJIQJaTUCS 3 OTPUMAaHHS JOMOMOTH,TOOTO JTOBiAKH abo
NOSICHEHb MPpaBWJI I'pH, Ta GYHKIIN HAJAITYBaHHSA I'pU (3BYK, MOBa). MeHIO MOBUHHO

HagaBaTHu MO>KJIUBICTD 3aX0AUTHU Yy JBa PCKHUMH I'PH, a TAKOXK IICPCAHUBIISATHCA
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PEUTHUHT rpaBIIiB.

[Iporpama noBHHHA peaii30BYBaTH OCHOBHY MEXaHIKY I'pH:

1.
2.
3.

['paBelp HAAITOBYE CHUITY TTOCTPLITY.
['paBenb cTpisisie 3a JOTIOMOTOIO BiATOBITHOI KHOTIKH.

ko Bilydae, OTpUMY€E MEBHY KUIBKICTh OYOK, SKIIO HE BIy4yae —

BTpavae ofHe XUTTS. [lo BUTpaueHHIO 4X >KUTTIB IpaBellb MpOrpae, HOro mpoiec

30epiraeThCes, 1 BiH MOXKE [I0YaTH HOBY TPY.

1.5.2. Bumoru g0 indopmaniiinoi 6e3nexu

Jlns HaiiHOi poOOTH TaHOT KOMIT FOTEPHOI I'PpH HEOOX1THO:

— BHUKOPHUCTOBYBATH JIIEH31HE MPOrpaMHe 3a0€3MeUEHHS;

— 3I1MCHIOBATH 3aXHUCT B1JI HECAaHKIIIOHOBAHOTO JOCTYITY;

— 3aCTOCOBYBATH JDKEpENo Oe3nepeOiiHOro KUBJIEHHS [JIi 3aXHUCTY Bij

nepernaiB Hanpyru ado 3001B y KUBJICHHI.

1.5.3. Bumoru g0 ckjiajay Ta napamMeTpiB TeXHiYHUX 3aCc00iB

Buxoasun 3 TEXHIYHMX XapakTEPUCTHK 1 TEXHIYHHUX YMOB, SKi

nepeadavyaroTbCsi OXOPOHOKO Tpalll (CTOMJIIOBAHICTh 1 T.JA.), BUMOTH JO CKJIady 1

napameTpiB TEXHIYHUX 3aC001B TOBUHHI OYTH HACTYIIHI:

1.

2
3
4.
S)

CPU ne amxue 1 I'rig;

O3V ne mmxue 1 16;

Momitop SVGA (miarpumka pexumy 1024x768, 32 bpp, 85 Hz);
KJIaBiaTypa;

MaHINYJSATOP «MHILIA.
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1.5.4. Bumoru 10 iHpopManiifHOI Ta MPOrPaMHOI CyMICHOCTI

Ksanigikamiitna po6ora Ha Temy «Po3poOka KoM’ FOTEpHOT I'pH JKaHPY paHHEP
3 BukopucTtanHsM auryHa Unity 3D Ta moBu mporpamyBaHHs C#H» mepenbadae
Bukopucrtanusa apuryHa Unity 3D Ta 3aco61B nporpamyBanusa C# cepenu po3poOKu
IDE Microsoft Visual Studio 2017, ta moBuHHa OyTH CYMICHOIO 3 OIEparliiHUMH
cucremamu Microsoft Windows 7 Ta ii mi3HIIIUMHU BEpCisIMU, a TaKOXK MPAIIOBATU

i kepiBaunTBoM OC Android.
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PO3JILI 2
MPOEKTYBAHHS TA PO3POBKA IHOGOPMAIIITHOI CUCTEMM

2.1. @yHKUiOHAJTbHE NPU3HAYEHHS CUCTEMH

Ha ocHoBiI mnpoBeneHoro anamizy mnomyispHoi rpu «Angry Birds 2» Tta
BUSIBIICHUX HEOJIKIB Oyna oO0rpyHTOBaHa HEoOXiAHICTh cTBopeHHs Ipu «PutBall» 3
BukopuctanHsaMm jaBuryHa «Unity 3D» Ta MoBu mnporpamyBanHHa «C#». I'pa
MPECTAaBIIsAE COO0I0 PAHEP-CUMYJIATOP, Y AKOMY HEOOXIJHO BJIIy4aTH y BaroHETKY,
HaJIAIITOBYIOYH CUJTYy TIOCTPLIY.

[Iporpama peasnizoBye OCHOBHY MEXaHIKY T'PH:

1. T'paBelb HaJAIITOBYE CHITY TIOCTPLTY.

2. I'pamenb cTpisise 3a TOMOMOIOK0 BiIMOBIAHOT KHOIIKH.

3. Sxmio Biayyae, OTpUMYE MEBHY KIJIBKICTh OUOK, SIKIO HE BIIy4Ya€ — BTpAyae
onne kutTd. I[lo BuUTpaueHHIO 4X KUTTIB TpaBellb Nporpae, MOro mporec
30epiraeTbesi, 1 BIH MOKE MTOYATH HOBY TPY.

MeHI0 TpU CKJIAJa€ThCsl 3 MOXKIUMBOCTI OTPUMAHHS JOMOMOTH,TOOTO JOBIJIKH
Ta MOSICHEHb TIPABUJI TPH, Ta PYHKIIIN HANTAMITYBAaHHA I'PH (3BYK, MOBa). MEHIO TaKOX
HAJIa€ MOJKJIUBICTh 3aXOJIMTH Y JIBA PEKUMH TPH, a TAKOXK MEPEAUBIISITUCS PEUTHHT
IPaBIIiB.

XKaup rpu — panHep, ToOTO rpa € 6€3KIHEUHOI0, Ta AN TOBAHO i1 TeMMIa.

2.2. Onmc 3aCTOCOBAHMX MATEMATHYHHUX METO/IiB

2.2.1. HIBMAKICTH PiBHOMIPHOTO PyXy

HadinpoctimuM BUIOM pyXy € pIBHOMIPDHHMA, NpPU SIKOMY BITHOIICHHS

5
nepeMimieHdss S0 HWoro wyacy 1, € BEJIMYMHOIO CTallolo, sKa Ha3UBa€ThCS

—

WBHIKICTIOV (puc. 2.1).
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IPAGIK INBHAKOCTI
PIBHOMIPHOTI'O PYXY

g X—X
Vx ‘Vx=f‘: t”:const

Vﬂx{ X=X~ ¥z t>( }VXZVDX =)
I
u .
0 i‘:’ i =it KOOPIHHATH
PIEHA EROUICHIA ILIOL]
X_XDZ ¥y t=2() | 5 eigmomigemid sHarom

V=<l ()

[Vx =Viy = const]

Puc. 2.1. I'padix MBUAKOCTI pIBHOMIPHOTO PYXy

<l
Il

(2.1)

+ | Ll

[Ipoekuiss BekTOpa IMIBUAKOCTI Ha 00paHy Bich 0X € MIBUAKICTIO 3MIHU

KOOPJIMHATH TIO IIi# OCI 1 € BEJIMYMHOIO CTAJION0, 1110 LITIOCTPYE BIJIMOBITHUN Tpadik.

i £ (2.2)

1e Vx = const (KoHCTaHTa)

3 Bu3HauvaiabHOI Gopmymn (2.2) BUIHO, IO PO3MIPHICTH (OCHOBHA OIMHHILA
BUMIPIOBaHHs) IMBUAKOCTI B MixkHapomniii cuctemi omunuib (CI) € m/c (Metp
PO3/IJICHUI HA CEKYH/LY).

) [s] M
CHMBOJIIYHO 11€ 3aMHCyi0Th Tak: [V] = a <

3 (2.2) MmaeMo piBHSHHS KOOPMHATH PIBHOMIPHOTO PYXy

X = Xo + Wil. (2.3).
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[Ipu Takomy pyci, 3aJIe)KHICTh KOOPAUHATH BiJ 4acy € JIHIAHO0, 1110 HA0YHO
nokasye rpadik 1i€i 3amexHocTi (puc. 2.2).

IT'PAPIK KOOPTHHATH PIBHOMIPHOI'O PYXY
* X=X+ vzt
V=)
X-Xq
o x t g o
VX = U
=
A
bt V=0 ™ vz = 0
0 Vr=I() t
N Ve
W
t
¥z
Vz=1(] Xn‘fi 0
Vi = ()
.

Puc. 2.2. I'padik 3anexkHOCTI KOOPAUHAT PIBHOMIPHOTO PYXY
VY nepuiomy pexxuMi TpaBellb Ma€ BIy4aTH y BarOHETKY, HATAIITOBYIOUU CHUITY
MOCTPLUTY CHAPSATY.
JIJis1 BUKOHAHHS TaHOTO €Tary po3pOOKH TPy JOCHTIKEHO PyX BarOHETKH TIpU
TPHOX PI3HUX 3HAYEHHSAX MOCTPLITY.
OOpaHO HACTymHI 3HAYEHHS CWUJIM TMOCTPULY: MaKCHUMajlbHE, CEepeAaHE Ta

MiHIMaJIbHE. Buxoasun 3 hopmys po3paxyHKy MOYaTKOBUX IMIBUAKOCTEH po3p0OIEHO

Ta 3alIOBHCHO TaOJUINI0 JaHUX I KOXKHOTO BHUMAAKy. OImp MOBITPS MPU IIBOMY
BUTIAJIKY BBXKATUMEMO BiZICYTHIM (puc. 2.3).
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PdizuyHa

MAXIMUM
BEJIHYHHA
V0 (M/C) 10,20 5.85 1.50
V50 (M/C) 3.40 1,95 0.50
Slider.value 0.340 0.20 0.05
tmax () 3,01 2.64 232
x(t) (1) 10,20t 5,85t 1,50t
9,81t2 9,81t2 9,81t2
y(t) (m) 6 — 3,40t — 6 — 1,95t — 6 — 0,05t — >
9,81t 9,81t 9,81t
vy, (M/C) 3,40 — 1,95 — 0,50 — >
v (M/c) 10,75 6.17 1.58
Sy (Emax) (M) 30,70 15.40 3.48
§(%) x 9,81x? x 9,81x2 x 9,81x2
3 104,04 3 34,22 3 225

Puc. 2.3. Tabauus ganux

Jlana TaGauIss Ma€ HACTYITHI TTOYAaTKOBI JJAaHUMH.

— TOYaTKOBI WIBUAKOCTI 1O ocl 0X Ta 0Y - Vyq Ta V.5 BIANOBIJIHO;

— 3HAYEHHS CWJIH MOCTPILILY;

— 4ac 10 MPU3EMJICHHS CHapAY.
2.2.2. Moae/il0oBaHHS OCTPiLy

JUist  3py4HIIIOr0 KOPUCTYBaHHA rpadikamMu OOpaHO TpU KOJIBOPH —

IOMapaH4yeBHM, 3€JeHUM Ta OJAKUTHUH 11 MAaKCHMAaJbHOI, CEPEeIHBOI Ta

MIHIMAJIBHOI CHJIM TOCTP1LTY B1AMOBIIHO.
[Tepiioro AOCHIIKEHO 3a7€KHICTh TOYATKOBO1 IMIBUAKOCTI BiJl CUJIA MOCTPLUIY

1o Bici 0X Ta 1o Bici 0Y (mo3HaueHo iX Ha rpadiky pi3HUMHU Koybopamu) (puc. 2.4).
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(0.195. 5.85)

_& (005 15) | [ ‘ (0.34,1.02)

i | | (0.195.0.583) /
(0.05,015) | R I N BN ERESS— T ‘ (0.34.0)
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(0.05,0) | | (0.195,0) [ ‘

Puc. 2.4. 3anexHicTh MOYATKOBOI IIBUJIKOCTI BiJI CUJTU TIOCTPLITY IO Bici 0X

(b10JI€TOBUM KOJILOPOM Ta 1O BiCl 0Y 4epBOHUM

I'padik 3ameKHOCTI MIBUAKOCTI IO IBOM OCSIM BiJl 9acy, TaKOX B 3aJICKHOCTI

BiJl CHJIM TIOCTPLITy HaBEICHO Ha puc. 2.5 Ta puc. 2.6.

o
Ly

0 ] 4 -] 5 1 W !

Puc. 2.5. I'padik 3aJ1e:KHOCTI MIBUAKOCTI BiJl yacy Mo oci 0X
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(0, 3.4)

(0, 1.95)

(0.1019,0) e (04976, 0) (06932, 0}

005 [0 R S oz D& 03 035 0. - D35 0.5 D.55 06 065 . 0vE

Puc. 2.6. I'padixu 3aekHOCTI HIBUAKOCTI BiJ 4acy Mo oci oY

['padix pyxy cHapsay B 3aJ€KHOCTI B/l CUITU TIOCTPLITY HaBEeJICHO Ha puc. 2.7.

L (—0.581, 6.007) (0.6)

(—1.774,6.296)

(-5.193.0)

10 -9 -8 -7 -6 -5
(-9.959,0)

Puc. 2.7. T'padiku pyxy cHapsiy, B 3aJI€:KHOCTI BiJl CHIIU TIOCTPLITY

OTxe, BUKOPUCTOBYIOUHM TMOYATKOBI J1aH1, BUKOPUCTaHI (GOPMYIH 3aJI€KHOCTI
MIBUKOCTEN IO JIBOM OCSIM BiJl CHJIM TIOCTPLIY Ta (HOpPMYIIH TIEPEMIIICHHST CHAPSITY

TaKOX B 3aJIEKHOCTI BiJI CHJIM MIOCTPLITY.
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2.3. Onuc BUKOPUCTAHMX TEXHOJOTii Ta MOB MPOrpaMyBaHHS

2.3.1. Isuryn Unity

Unity - 6araTormnardopMoBHii iIHCTPYMEHT JJIsl pO3POOKH JIBO- Ta TPUBUMIPHUX
3aCTOCYHKIB Ta Irop, IO mpaioe Ha omnepaumidHux cuctemax Windows 1 OS X.
CrtBopeHi 3a gonoMorow Unity 3acTocyBaHHS MpaIiolOTh mija cucreMamu Windows,
OS X, Android, Apple 10S, Linux, a Takoxx Ha rpajbHuX KoHCOIsX Wii, PlayStation
3 1 XBox 360.€ MOXIHMBICTh CTBOPIOBATH IHTEPHET 3aCTOCYHKH 3a JIONIOMOTOIO
CIELIAJIBHOTO MiA'€AHYBaHOTO MOAYJIA st Opay3epa Unity, a Takoxk 3a JOMOMOTOIO
eKCIIepUMEHTaJIbHOI peami3anii B Mexax moaynis Adobe Flash Player. 3actocyBanns,
CTBOpeHi 3a jornomoroto Unity, miarpumytoTs DirectX ta OpenGL.

Unity — mie kpocruarpopmenmii 3D ta 2D jaBWryH, o Ipamioe Ha
omnepaiionHux cucreMax Windows ta MacOS 1 103Bossie po3poOISITH IrpU Maixke
1] yCi ICHYI0U1 IIaTGOPMH Ta Onepalliiiii CUCTEMU:

—  Windows;

— Android;

—  MacOs;

— 10S;

— PlayStation 4;

— Nintendo Switch;

—  Ta iHIIl.

CbOrosiHi € OJHUM 3 HAUNOMYJSPHIIIMX PYUIIiB, HUM KOCUCTYIOTHCS COTHI
TUCAY SIK OAMHOYHUX TBOPIUIB, TaK 1 ITPOBUX CTynid. Yepe3 CBOIO MOIYJBHICTD,
3py4Hy JMOKYMEHTAIlll0 Ta BIAKPUTHN KoJ (y TJIATHIA Bepcii) € ayke 3pydyHUM Y
BukopucrtanHi. Takox miarpumye DirectX Ta OpenGL.

B HbOrO BOYMOBaHI Taki KOpUCHI (yHKIIIi: BHYTpPIIIHIN (ailioBuii TPOBIIHHUK,
BIKHO aHiMaIlii, HajmamTyBaHHs (i3ukH, podoTa 3 pectpom, podora 3 XML daitnamu,
NIATPUMKA HAMMCAHUX IIeiiepiB, poOoTa 3 PeKJIaMOI0 Ta BHYTPIIIHIMU MOKYITKaMH y

Ipi, IPUCYTHE PIMIEHHS ISl CIUIBHOI po3po0ku — AssetStore, miaTpUMKa Mepexi,
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reHepatop jJaHAmadTIB, MOKIUBICTh JTOTIOBHIOBATH PYIIiil BIAaCHOPYY Ta JUIMTUCS
UM 3 IHIIUMH.

Penakrop Unity mae mnpoctuit Drag & Drop iHTepderic, sikuil Jerko
HAJIAIITOBYBATH, 1[0 CKIAJAETHCA 3 PI3HUX BIKOH, 3aBISKH YOMY MO>KHA MTPOBOAMUTU
HaJaro/pKeHHs TP MPSMO B pefakTopi. Py miarpumye Tpu cuieHapHux MoBu: CH#,
JavaScript (monudikamis). [Ipoekt B Unity nimuThcs Ha cueHu (piBHI) - OKpemi
daitnm, oo MICTITH CBOIi ITpOBI CBITH 31 CBOIM HabOpOM OO0'€KTIB, ClLIEHapiiB, 1
HajamrtyBaHb. CIEHH MOXYTh MICTUTH B €001 SIK, 00'ekTH (MO€N1), TaK 1 MOPOKHI
IrpoBl 00'€eKTH — TOOTO T1 sIKI HE MaroTh Mozeini. O0'€KTH, B CBOIO 4YEPry MICTATh
Ha0OpY KOMIIOHEHTIB, 3 SIKUMHU 1 B3a€EMOJIIOTH CKPUNTU. Y O0O0'€KTIB 3 BUAUMOIL
reOMETPIEI0 TAKOXK 3a 3aMOBUYBAHHSIM INpPUCYTHIH komnoHeHT Mesh Renderer, mio
POOUTH 1X MOJIEIb iX BUJAUMOIO.

Takox Unity miarpumye ¢Gi3uKy TBEpAuX Ti 1 TKaHWHU, Pi3uky Ty Ragdoll
(raHuipkoBa JsUTbKa). Y pelakTopl € CUCTEeMa YyCHaJKyBaHHS O0O0'€KTIB; IOYipHI
o0'ekT OynyTh TMOBTOPIOBAaTHM BCl 3MIHM TO3ULIi, HOBOPOTY 1 MaclTady
0aTbKIBCHKOTO 00'ekTa. CKpUNTH B PEAAKTOpl MNPUKPITUIIOIOTHECA /10 O0'€KTIB Y
BUTJISIII OKPEMHX KOMITOHEHTIB.

[Ipu iMmopTi TEKCTYypU B pyIIiil MOXKHA 3reHepyBatu alpha-kanan, mip-piBHi,
normal-map, light-map, kapty BimoOpakeHb, MPOTE OE3MOCEPEAHBO Ha MOJECIb
TEKCTYpY NPUKPIIUTH HE MOXHAa - Oyle CTBOpPEHO MaTepiall, 3 [KuM Oyze
MpU3HAYEHUN TIeiaep, 1 ToTiM MaTepiall MPUKpINUThes 10 moneni. Pegakrop Unity
NIATPUMY€E HalMCaHHS 1 pefaryBaHHs meiaepiB. KpiM Toro BiH MiCTUTh KOMIIOHEHT
JUIs CTBOPEHHsI aHIMallli, aHIMAaIlil0 TaKOXX MOXHa CTBOPHUTH mornepeaHbo B 3D-
peraKTopi Ta IMIIOPTYBATH PA30M 3 MOJIEIUTIO, & TIOTIM po30UTH Ha (dhaliu.

VY Unity BOyn0oBaHa miaTpuUMKa Mepexi. IrpoBuil py1iiil HOBHICTIO MOB'A3aHUI
13 cepenoBuieM po3poOku. Lle mo3Bosisie BUIpoOOBYBaTH TPy MPSIMO B PEAAKTOPI.

Mae BOym0OBaHUl TeHEpATOp JIaHIadTiB
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2.3.2. MoBa nporpamyBanHus C#

C# - 00’exkTHO-Opi€HTOBaHa MOBa IMPOTrPaMyBaHHS 3 OE3MEYHOI CHUCTEMOIO
ctporoi tTumizaii ans miatdgopmu .NET. Pozpo6iena ta nHanexutrs MicroSoft.

[i cunrtakcuc Omu3pkuit mo C++ Ta Maibke ieHTHYHHUE 3 Java. [TinTpumye
noiMopdi3M, IepBaHTAKEHHS ONEePaTOPiB, BKa31BHUKKM Ha (PYHKIIII-4JICHH KJIaciB, Ta
iHIIe. AKTyanbHOIO Bepciero € 8.0.

[i TurynsHMM KomminaTopoM € Microsoft Visual C#. Takosk icHYIOTH iHILi
KoMmmuisitopu, Hanpukiaa: Microsoft Rotor, SharpDevelop, Mono, DotGNU,
DotNetAnywhere.

Cnemianbro mis jneuryHa UNITY 3D mim moBy mporpamyBanass C# Oyso
po3pobiieHo Oarato 010710TeK. OCh OCHOBHI 3 HUX, 0€3 SIKMX HE OO0XOITHCS KOACH
MIPOEKT:

— UnityEngine — ocHoBHa 0i0ioTeka, sKka 3a0e3meuye poOOTy ycix
KOMIIOHEHTIB y Tpl Ta sKa peanizye OazoBuil knac “MonoBehavior” Bim sikoro
HACIIIYIOThCS yC1 1HII KJIacH,

— UnityEngine.SceneManagment — 06i0mioTeka, CTBOpeHa Il poOOTH 3i
cuenamu B UNITY;

— UnityEngine.Ul — 6i6mioTeka, cTBopeHa it poOOTH 3 yCiM, 10 HAJICKHUTh
JI0 KOPUCTYBalboro iHTepdeicy — KaHBaC, KHOMKH, ClIaiiiepy, BaXKill, KAPTUHKHU Ta
6araro 1HIIOTO.

Takox MoBa nporpamyBaHHsi C# 103BOJIsIE€ TPAIIOBATH 3 (DailylaMu, HAIIPUKIIA]
XML Ta peectpoM, IO [03BOJIIE 30epiraTd Mporpec TpaBil, Ta ycl Horo

HaJIalITYBAaHHA.

2.3.3. Inmi iHcTpyMeHTH

JUist CTBOpEHHsI IrpOBUX acceTiB (KOMIIOHEHTIB Tpu) OyluW BHUKOPHCTAHI
HACTYTHI MPOTPAMH:

— Magica Voxel 3D — nns ctBopenns 3D moneneii;
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— Adobe Photoshop — mist ctBopennst 2D rpadiku Ta KOpUCTYBaIbHHIIBKOTO
iHTepdeiicy;

— FL studio — qy1st cTBOpEeHHS CayHATPEKY I'PH.

Magicavoxel - me Bimkputuii Open Source pemakrop. Bin mictuTh B co0i He
TIIBKU 1HCTPYMEHTH JUIsl BOKCEILHOTO MOJICNIIOBaHHS, a 1 BKIIIOYA€E B ceOe sIKICHUM
peHIEp ABUKOK, SIKUM J103BOJISIE THYYKO HaJIAIITYBaTH MaTepiaju 1 eKCIOPTYBaTH iX
pa3oM 3 3alICYCHUMHU TEKCTYpamHu 1 TIHAMH.

Adobe Photoshop - rpadiunmii pemakTop, po3poOIeHHI 1 MOIIMPIOBAHUM
dbipmoro Adobe Systems. Ileil mpoAyKT € JiAEpOM PUHKY B Taly3l KOMEPIIMHHUX
3ac001B peAaryBaHHs pacTpoBUX 300pakeHb 1 HAaWBIAOMIIIMM MPOAYKTOM (GipMH
Adobe. ¥ nam yac Photoshop nmoctynumii Ha miargopmax Mac OS X/Mac OS 1
Microsoft Windows. Panni Bepcii pegakropa Oynu noprtoBani mig SGI IRIX, ane
odimiiiHa miaTpUMKa Oyia MPUIIMHEHA, TOYMHAIOYM 3 TPEThOI Bepcii nmpoaykry. s
Bepcii CS 1 CS6 wmoxnuBuii 3amyck mia Linux 3a J0MOMOror aabTepHATUBU
Windows API - Wine.

Photoshop ronoBHMM YMHOM NpHU3HAUYE€HUN [UIsI pedaryBaHHsA LU(POBHUX
dotorpadiii Ta crBopeHHsi pacTpoBoi rpadiku. OcobmuBocti Adobe Photoshop
noJIraloTh y OaraTomMy I1HCTpyMEHTapii Juisi omepailli CTBOpPEHHS 1 0O0poOKu
300pakeHb, BUCOKIN AKOCTI 00pOOKH TpadiuHUX 300pakeHb, 3PYYHOCT1 1 MIPOCTOTI B
eKCIUTyaTallii, MHUPOKUX MOXJIMBOCTSIX JO aBTOMaru3alii OOpOOKH pacTpOBHX
300pakeHb, sIKI 0a3ylOThCS HAa BHUKOPHUCTAaHHI CIIEHapiiB, MexaHi3Max poOOTH 3
KOJbOPOBUMH TPOPUIAMH, Kl JTONYCKAIOTh iX BTUIEHHS B (pailnin 300pa’keHb 3
METOI0 aBTOMATUYHOI KOPEKIi KOJbOPOBHX IMapaMeTpiB MpH BUBOJII HA JAPYK IS
PI3HHX TPUCTPOIB, BEIMKOMY HaOOpi KoMaHj (UIbTpallii, 3a IOMOMOTOI SKHX
MO>KHa CTBOPIOBATH HAMPI3SHOMAHITHIII Xy/10KH1 €()EKTH.

ba3oBi iHCTpyMeHTH penaryBaHHS JO3BOJIIIOTH 3MIHIOBATH TOH, HACHYCHICTH
300pakeHHsI, OOTUHATH WOTO, HakiIanatd (PoTodiIbTPH, BUIMPABIATH MEPCHEKTUBY
to1o. Photoshop miaTpumye Tak 3BaHi mwapu - mpo30pi 00J1acTi 300pakeHHs, Ha AKUX
PO3MINIYIOTECS €eMEHTH (POTOMOHTaXy, TEKCT, reomeTpuuHi ¢irypu. I[Iporpama

MICTUTh IHCTPYMEHTH IJIsi POOOTH 3 TEKCTOM 1 HECKIaJAHUMH (irypamu, J03BOJISIE
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MaJroBaTH poOoUl KOHTYpPH, 3a7aBaTH TekcTaM 1 dirypam ctumi odopmieHHs. s
poOOTH 3 OKpeMUMHU (pparMeHTaMH 300paKEHHS Tiepe10avyeHi pi3HI TUITU BUIUICHHS:
3a (QIryporo, B PEeXHMI «MaTIOBaHHS» 30HM BUIIJICHHSA, 3a Jialla30HOM KOJIHOPIB
Tomo. ICHYI0Th pi3HOMaHITHI QUTbTpU mJs aAedopMmaliii Ta CTHITI3aIlli 300pakeHHS,
Taki K (UIBTpU PO3MMTTS, IMITAIlli PI3HUX XYAOXKHIX TexHiK. Photoshop Takox
MICTUTh 1HCTPYMEHTH JJId HUGPOBOTO JKMBOIHKCY, 30KpemMa HaOOpH IIEH3JIB.
KopuctyBau mosxke 3MiHIOBaTH iX po3Mip, KyT Haxuiy, komip. Iliarpumyerscs
BCTAHOBJICHHSI CTOPOHHIX II€H3JiB, CTWIIB, pUQTIB, mamrtp. Ilompu Tte, 1o
Cro4aTKy mporpama Oyia po3poOJieHa sIK pelakTop 300pakeHb sl mosirpadii, B
Hall 4ac[KoJMu?| BOHA IIMPOKO BUKOPUCTOBYETHCA 1y BeO-au3aiiHl. Y OUIbLI paHHIM
Bepcii Oyia BKJIFOUEHA CIeliaibHa mporpamMa s mux nigei - Adobe ImageReady,
Photoshop, a Takox BKJIIOYEHHS B JIIHIMKY TporpaMHux rnpoaykriB Adobe Fireworks,
110 Mepeunuio y BiacHicTb Adobe micis nmpuadanHs komnaHii Macromedia.

Photoshop TicHO mOB'sA3aHUil 3 IHIIMMH [OporpaMamMu s 0OpoOKHu
MemiadaiiniB, aHiMarlii Ta 1HIIOI TBOpYOCTi. CHUIBHO 3 TaKMMHU TpOrpaMamu, siK
Adobe ImageReady (mporpama ckacoBana y Bepcii CS3), Adobe Illustrator, Adobe
Premiere, Adobe After Effects 1 Adobe Encore DVD, BiH M0ke BUKOPHUCTOBYBATHUCS
U1 cTBOpeHHsT mpodeciitanx DVD, 3a6esnedye 3acobu HETIHIMHOTO MOHTAXYy 1
CTBOPEHHSI TakuxX creuedexTiB, sk (QOHHU, TEKCTypu 1 T. A. O TeneOadyeHHs,
kiHemaTorpady 1 BcecBiTHROT maByTunu. OcHoBHuii hopmat Photoshop, PSD, moxe
OyTH eKCHNOpTOBaHMWA 1 IMIOPTOBAaHMM BCIMa NPOTPAMHUMH  MPOIYKTAMH,
nepemiuenumu  Bumie. Photoshop CS migrpumye crtBOpeHHss MeHo ans DVD.
Crninbao 3 Adobe Encore DVD, Photoshop mo3Bomsie cTBoproBaTr MEHIO 200 KHOTIKA
DVD. Photoshop CS3 y Bepcii Extended niarpumye Takox poOOTy 3 TPUBUMIPHUMU
Iapamu.

[TinTpumyeTbest 00poOka 300pakeHb, K 3 TPAAMININHOI TITHOWHOIO KOJIHOPY
(8 Oit, 256 Tpanaiiii sICKpaBOCTI Ha KaHal), Tak 1 3 miaBuiieHow (16 6it, 65536
BIITIHKIB B KOXXHOMY KaHaii). MoxmuBe 30epexkeHHs y daiiili  J0JaTKOBHX

€JIEMEHTIB, K TO: HanpssMHUX (Guide), kaHalliB (HANpUKIIAJ, KaHaly MPO30pOCTI —
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Alpha channel), mnsaxiB o6tpaBku (Clipping path), mapiB, mo MiCTATh BEKTOpPHI 1
TekcToBl 00'ektn. @aitn moxe Bkmouyatd komipHi npodini (ICC), dymkmii
nepeTBOpPEHHs Kobopy (transfer functions).

Photoshop miaTpumye Taki komipHi Mozaeni ab0 CHOCOOM OMHUCY KOJHOPIB
300pakeHHs (B HOTAallli camMoi nmporpamu - pexum 300paxkenns): RGB, LAB, CMYK,
Grayscale, Bitmap, Duotone, Indexed, Multichannel. Yepe3 Bricoky momymisipHiCTh
Photoshop miarpumka ioro ¢opmaty daitnis, PSD, Oyna peanizoBaHa B HOro
OCHOBHHUX KOHKYpEHTIB, TakuX, sk Macromedia Fireworks, Corel PHOTO-PAINT,
Pixel image editor, Winlmages, GIMP, Jasc Paintshop Pro i T. n.

FL Studio - pemakTop-cekBeHcep ISl HAIMCAHHS MY3UKH, CTBOpeHH 1997
poky mnporpamictoM Jlinbe JlemOpeHoM (Tako)K BIJOMHUM IIiJi TICEBIOHIMOM «gol»).
My3uKka CTBOPIOETHCS IIUIIXOM 3alUCy 1 3B€JIEHHA (3ByKO3amucy) aynaio-, abo MIDI-
MmaTepiaiy. ['oToBa KomMmo3ullist Moxe OyTu 3anucaHa y Qaiin 3 po3mmpeHHsiM WAV,
MP3 a6o OGG. I[Iporpama Hanucana MoBoro iporpamyBanHs Delphi

Y nporpami mictutbest 4900 3ByKOBHX €(EKTIB, SKI JOIMOMAararTh SK

CKJIaJaTH, TaK 1 peJlaryBaTu My3HKY.

2.4. Onmc CTPYKTYPH CUCTEMH Ta AJITOPUTMIB ii PYHKIIOHYBaHHS

2.4.1. ETanu po3po0xu rpu

[Ipotiec po3poOku [yisi OLIBIT 3PYYHOTO OPIEHTYBAHHS MOAUISIETHCS HA TaKi
eTaru:

— po3poOka i7ef;

— ctBOpeHHs rpadiku (sk 3D Moaenei, Tak 1 eJIeMEHTIB iIHTepEenCy);

— peaizallisi OCHOBHOT MEXAHIKHU I'pH (3 BUKOPUCTAHHAM MOBH CH#);

— Bunyck rpu y Google Play;

— JIONOBHEHHS TPU IHTEPAKTUBHUM HaBYAHHSIM;

— JIOKaji3aiis rpu;

— nomanHs y Tpy Google Play Services;

— TECTYBaHHs cepeJl reMepiB Ta OMpaIFOBaHHS iX 3alepeueHb 1 H0OaKaHb.
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2.4.1.1. Po3po0OKka inei

["0710BHOIO METOIO eTamy po3poOKH ifiei OysI0 CTBOPEHHS HOBOTO MPOIYKTY, HE
CXO0XOT0 Ha IHII, caM€ TOMY BHPINIEHO OOpaTH SK KaHp paHHEP-CUMYJSATOP.
CumynioBaTuch B JlaHii mporpami OyQyTh MOCTPLIM, a Tak fK T'pa HE MPOCTO
CUMYJISTOp, a Ime ¥ paHHep OyJ0 BHUPINIEHO IYCTUTH BAroHETKy IO KOIy i
3alpOTIOHYBATH TPABIEBI MOMacTd B Hei. DparMeHT Kooy, B SIKOMY HaIa€ThCS

IMITYJIbCY CHapsy, B 3aJI€XKHOCTI B1JI CHJIM MTOCTPITy HaBEIEHO Ha puc. 2.8.

()

_firstBool = false;

_secondBool = f

_thisRigidBody =

_thisRigidBody.velocity = ne

slid = Game ct.Find("_FireSlid ) .GetComponent<Slider>();

_thisRigidBody.AddForce(ne slid.value * sila * 3, slid.value * sila, ©f), ForceMode.Impulse)

Puc. 2.8. ®parMeHT K01y, y SKOMY HaJIa€ThCS IMITYJIBLC CHAPSIAY, B 3aJICKHOCTI

B1JI CHJIH TIOCTPLITY

2.4.1.2. CtBopenHsi rpadiku rpu

st cTBOpeHHsT KpacuBoi Tpadiku Oylio oOpaHO mporpamy IIiJi Ha3BOIO
«Magica Voxel». Sk 3po3ymMmisio 3 Ha3BH, BOHA JI03BOJISIE CTBOPIOBATU BOKCEJbHI
(ToOTO TIKCENbHI, aje y TPhOX BUMIpax) MOJENI, JIETKO iX EKCIOPTYBaTH Ta
BukopucroByBaTu Bxke y UNITY. V wmiit nporpami Oynu ctBopeni Bci 3D mopeni,
NPUCYTHI y T'pl: OamTy, KapTy MICLIEBOCTI, JI€peBa, SAPO, BArOHETKY, KpUCTaJ, roOpu

Ta iHme (puc. 2.9).
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Puc. 2.9. 300pakeHHsI BEKCETbHUX MOJEICH

Jlnst cTBOpeHHs eeMeHTiB iHTepdeiicy Oyno Bukopucrano Adobe Photoshop.

CTBOpUBIIY KHOTIKH, BaXK1JI1, IKOHKHM Ta ClIaiijiepu ix Takox excroptyBaiun y UNITY

(puc. 2.10).

Puc. 2.10. EnemenTu intepdeicy

2.4.1.3. Peanizauisi 0CHOBHOI MeXaHiKM IpH

[Iporpama peasnizoBye OCHOBHY MEXaHIKY T'PH:

1. T'paBeup HajIaMITOBYE CHILy OCTPLIY.

2. I'pamenb cTpuise 3a JOMOMOIOK0 BIAMOBIAHOT KHOIIKH.

3. Skuio Bay4ae, OTpUMY€E MEBHY KUIBKICTh OYOK, SIKILIO HE BIy4a€e — BTpavae
ondHe kuTTsA. [lo BuUTpadueHHIO 4X J>KUTTIB TpaBelb IMpPOrpae, MHOro mpoiiec
30epiraeThCs, 1 BiH MOXKE [10YaTH HOBY TPY.

MeHI0 TpU CKJIQJa€ThCsl 3 MOXKJIUBOCTI OTPUMAHHS JOTOMOTH,TOOTO JOBIJIKH
Ta MOSICHEHb NIPaBUJI I'PH, Ta PYHKIIM HANAIITYBaHHA IPH (3BYK, MOBa). MEHIO TaKOX

HAJIa€ MOKJIUBICTh 3aXOJIUTH y JBA PEKUMH TPH, 4 TAKOXK MEPEAUBIISITHCS PEUTHHT
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IpaBIIiB.
JKanp rpu — pannep, To0TO rpa € 6€3KiHEIHOIO.
JIist BIATBOPEHHS 1MX MYHKTIB Oyno Bukopuctano 6i6mioreku UnityEngine,

UnityEngine.UI ta UnityEngine.SceneManagment (puc. 2.11).

AV ST 4 £ AW SR S NER Wt MR S W

Puc. 2.11. YepBOoHUM KOJBOPOM — HaJAIITyBaHHS CHIIU MOCTPLTY, CHHIM
KOJIbOPOM — KHOIIKA MOCTPLITY, )KOBTUM KOJIBOPOM — JKUTTS TPaBLs, POXKEBUM —

HaOpaH1 rpaBlEM OYKU
Takox Oyno po3poOiieHO criemialbHUl ekpaH mporpamy (puc. 2.12), ne

rpaBelb MOKe N0OaYuTH CBIM pekopJl, HaOpaHy KUIbKICTh OYOK, BUWTH Y MEHIO YH

mo4yaTt HOBY I'pYy.
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Puc. 2.12. 3eneHumM KOIbOPOM — KHOTIKA «IIOYATH HOBY I'PY», CHHIM
KOJbOPOM— KHOIIKA «T'OJIOBHE MEHIO», YEPBOHUM KOJIBOPOM — KIJIbKICTh HAOpaHUX

OYOK, JKOBTUM KOJIbOPOM — PEKOP

2.4.2. Peanizanis npororuny rpu Ha Unity

Unity studio — me oxpema cepena po3poOku 3 HaOOpOM BOYJIOBaHHX

penaKkTopiB Ta 1HCTPYMEHTIB ISl BUIJIAAKU TpU. € MOMXKIMBICTH 3allyCTUTH TPy a

camiii CTy.li, CIIAKYBaTH 32 3MIHHUMU , EMYJIFOBATH Jii rpaBLs, Toio (puc. 2.12).

All Models
__All Prefabs
L All Scripts.

Vi Assets
& Editor
& Materials

il Textures

japse | Clear on Play | Error Pause

ityEngine.Debug:Log(Object)

T 6.080952
UnityEngine.Debug:Log(Object)

T 4.213486
*/ UnityEngine.Debug:Log(Object)

1) 2793316

Debua:lon(Obiect)

|
[C5has been kited

Puc.2.12. T'onoBuuii exkpan Unity studio, pegakTop CIieHU Ta IpeInoKas

ITPOBOTO €KpaHy
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o6 nomatu rpadiunHi pecypcH BapTO JUIIE MPHUETHATH iX A0 MPOEKTY Y
creliaibHOMY MeHeKepl nmpoekTy. CTyaist aBTOMAaTUYHO pO3ILiHIOe TpadiuHi daiinu
K TEKCTYPH, IIPOTE SKIIO I HAOIp CIpalTiB MOTPIOHO JUIIE 3MIHUTH BJIACTUBICTH
00‘ekTy Ha cmpaiiT. TakoXX MPHUCYTHIA penakTop CHpalTiB, J€ MOXKHA Hapi3aTu

CIOpaiTH aBTOMATHUYHO, YM BPYYHY, 3aJaTH IIEHTP IJs KOXXHOTO CIpaiTy, TOIIO
(2.13).

- -
Sprite Editor | - +
lice ¢| Trim

=
IR © Inspector | &= THierarchy | G35
\1 * player Import Settings @9 || Creste
Gpen | | ¥ Favorites
1 LAl Materials
Texture Type Sprite (2D and UI) i) ! All Models
Sprite Mode. [ single vl O Al Prefabs
Packing Tag I LAl Scripts
Pixels Per Unit 100
Pivot | Center

3 | Vi Assets
= | i Editor
Sprite Editor & Materials

Generate Mip Maps || | @l Prefabs

Filter Mode Teilinear + |

Only textures with width/height being |
\| multlple of 4 can be compressed to DXTS
LD forma

Puc. 2.13.Po6ota 3 rpadgiuanmu pecypcamu B Unity

B Unity » nekinbka BOygoBanux pymriiB aiisg 2D ta 3D Ta nekinbka crnoco0iB
B3aemMozii 3 Humu. Ilepin 3a Bce nmoTpiOHO nomatu komrnoHeHT Collider 1o 06‘exTy
rpu, Tun Collider Oyzae BU3HAaYaTH THUN PYIIis, 71 TPOTOTUITY BUKOPUCTAEMO

Physics 2D Collider. Lleit komaiiaep Oyae BUKOPUCTOBYBATHCH JJIs1 BU3HAYCHHS
MPETUHY Ta JOTOPKAHHS 00 °‘€KTIB 3 IHIIMMHU KOJIaiiepaMu, 10JaTKOB1 HaJaIITyBaHHS
triggers 03BOJISIE OOMETYy WPOXOJUTH depe3 IHII OO0‘€KTH TPOTe TaK Ccamo
BUKJIMKATH TMOJAII0 HakJaaiHHA, HanpoTu Cinematic objects Oyae 3ynuHATH 00°‘€KTH
10 JIOTOPKAIOTHCA JI0 HBOTO , MPOTE HE OyMyTh BUKIUKATH MO0 HAKIAJAHHS SKIIIO

OynyTh pyxatuch cami (puc. 2.13).
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Uity Personal (64bt) - Mainunity - vad - PG, Mac & Limux Standatone* <0115 1 o ) ]

File Edit Assets GameObject Component Window Help

| [ | S | X FOf [ =center| @Local | > 1 M [ & |l Account - |- Layers - | Layout 3 |

# Scene | € came 22 Ani = © Inspector aem E @ Project Parameters S
- 20

Shaded . =1[2D L3¢ @) L6 -l Glzmes t) (QCATL = | ey @ [Canvas (1) _Static w | Create*| (@ PSS
: Tag | Untagged ¢/ Layer | Enamies +|| ¥i.j Favorites Assets » Textures
i L All Materials
j Pr‘efab Select | Revert App S\ All Models
[ v Rect Transform 7R All Prefabs
| Pos X Pos Y Pos Z 2L All Scripts
[ ] o . bg
Width Height | Vi Assets

‘ 15 15 LR & Editor

[ » Anchors i Materials =0

i Pivot x/05 Y05 Gl Prefabs

i Tetues [

| Rotation Y0 zo

| Y1 zi1 -
vas Go I' = !"|

Canvas Scaler (Script) o, [ 1 1{]

' » 5 ¥ Graphic Raycaster (Script) L/ #,

- ¥ Constant Rotation (Script) [ &
Box Collider 2D o
| £ | Edit collider

| Material None (Physics Mater] ©

| 15 Trigger ¥
| Used By Effector
Offset

X0 Yio seamles..

£ console | . . =i o=
Clear || Collapse  Clear on Play | Erver Pause |W2z2{ Ao | @o i

8 Size
1

“ UnityEngine.Debug:Log(Object) | X1 P °
6.080952 I :
UnityEngine.Debug:Log(Object) [ Add Component |
4.213486

** UnityEngine.Debug:Log(Object)

2,793316
LinityE Dehua:l ool Ohiect)

Puc. 2.13. HanamryBanus Collider B Unity

[Ile oaHOIO BaXKJIMBOIO JIETAJUII0 HAaJAINITyBaHHS Koui3ii € piBHi (Layers)
MO>KHA HA3HAYWTHU NMEBHUM 00 ‘€kTaM MeBHi piBHI. OO0’ €KTU M1k PI3HUMH PIBHSIMU HE
B3a€EMOJIIIOTh, O TOTO K MOKHA HaJalITyBaTHU KOJI31I0 MK 00‘€KTaMHU Ha OJHOMY
PIBHI.

PoGoTa 3 norikoro Tpu MPOXOIUTH 3a JIONMOMOTOK HAIMCAaHHS CKPHUIITIB Ta
JOJIaBaHHIO LMX CKPUNTIB [0 CIEHU 4h 0OpaHoro o0‘exkty. ['ojloBHA KOHLEMLA
CKPHIITIB 11€ BUKOPUCTAHHS TIEBHUX SIBUIIl YU METOMIB 3 MEPIOAUYHUM BUKIHUKOM.
TakyuM 4YMHOM L€ CKpPUNT MOXHA MPUETHATH 0 JACKIIBKOX 00‘€KTIB Ta JEKIIbKa
CKpUMNTIB 10 OAHOTOo. CKaXXiMO CKpHUNOT ,II0 TiJ 4aCc KOXHOTO BUKIIUKY METOIY
Update nepeBipsie un He 3HU3UBCS MOKA3HUK 30poB‘s 10 0, 1 AKIIO TaK, TO 3HHIIYE
HOoro.

Ckpuntu nunryteess Ha MoBi C# B MS Visual Studio 3 sikoro iHTErpyeTbes
npoekT, ctBopeHuid B Unity studio. Takum 4MHOM CTa€e JOCTYIHUM BECh apceHal

Biaaku Visual Studio npu po6oti 3 rpoto (puc. 2.14).
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oJ

FILE EDIT VIEW PROJECT BULD DEBUG TEAM NSIGHT TOOLS TEST ARCHITECTURE ANALYZE WINDOW  HELP

B P Start - Debug Any CPU . wfE =% N

HealthScript.cs # X
#3 HealthScript »

Puc. 2.14. Cxpunt nist Unity B Visual Studio

B Unity icHye nBa MeToau, IpU3HAYCHHS SKUX OOHOBJIIOBAaTH JIaHHI,
Fixedupdate ta Update. Pi3uuis B Tomy, mo Fixedupdate Bukinukaerbcs 31 CTajio0
NEPIOJIMYHICTIO B MPHUOIU3HO 2 MITICEKYHIM 1 BUKOPUCTOBYETHCS JJIsi OOpPOOKH
G13uKKM, 3MIHU MBUAKOCTI, Touio. Tomi sik Update BHUKIMKAETBCS KOMXKHOTO pazy
nepej; OHOBJICHHSIM (ppeiimMy, 1HOMI Tepioj] ILOTO BUKIUKY OiIbIIE 2 MIUTICEKYH]T
iHOm1 MeHIre. [ oOpoOKM CHHTajiB BiJ I'PaBls BUKOPHUCTOBYETHCS CaMe€ METOJI
Update, amxe BiH BHUKIMYETbCS OJpa3y K MICIS OTPUMaHHsA cUrHaidy. B 1pomy
METOJ[I MK MaEMO JOCTYII JI0 00‘€KTy input, 3 HOTO JOTIOMOTOXO J1I3HAEMOCS PO CTaH
KJIaBlaTypu Ta OYIKyEMO HATHCKaHHS SKOiChb IE€BHOI KiaBimi. AOO HAaTOMICTb
BUKOpPUCTAaTU OUIbII THYYKE pPINIEHHS, 3BEPHYBIIHUCH JO BJACTUBOCTI Input miAg
HA3BOIO AXes — CBOEPITHUN piBEHb a0CTpaKilii 10 SKOTO MOXHA MPUB‘SI3aTU JIOTIKY
rpu. TakuM 4YMHOM HE3aJeKHO BiJ TOro, OyJae BUKOPUCTOBYBATHCS KiaBiaTypa,
JUKOMCTUK YM HABITh TAUYCKPIH SIK MPUCTPIN BBOAY, I'pa Oyae KOPEKTHO IMpaIfoBaTH.
Hactpoitn 006‘€ktTni AXxes MOKHa B CIEIIAILHOMY MEHEIKepi, 3a7aTh 1M‘s, Ta

CUTHAJIM 33 3aMOBYYBaHH:M (puc. 2.15).
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InputManager (TE-3

L%
¥ Axes
Size 18
¥ Harizontal
Name |Horizantal
Descriptive Mame
Descriptive Negative Name [
Negative Button left:
Paositive Button [right
Alt Negative Buttan a
Alt Positive Button d
Gravity 3
Dead 0.001
Sensitivity 3
Snap e
Invert L]
Type | Key or Mouse Button
AXis [ % axis
Joy Num | Gt Matian fram all Joysticks
» Vartical

Eortosa

Puc. 2.15. Menemxep HanamtyBaHHs 00 ‘e€kTiB Axes B Unity

[{ikaBiCTh MEPLIOrO PEKUMY JOJATKOBO IMOJISATAE B IBOX BAXKUIAX Ta AEKUIBKOX
CTaHaX BarOHETKH.
[Tepmmmii Baxiab 3HAXOAUTHCS Y KOPUCTYBaIlbkoMy iHTepdeiict (puc. 2.16). 3a

HOro 10moMOTro0 MOKHA 3MIHIOBaTH CTUJIb TPU.

i piiiiy

Puc. 2.16. CuHiM KOIBOPOM — BaXKiJIb Y IrPOBOMY CBITI1, KPACHUM — 30JI0Ta

BAaroHETKa, YKOBTHUM — BaXKJIb Y KOPUCTYBallbKOMY 1HTepdeicl
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3a3Bryail BaroHeTKa PyXae€ThbCs BIEpeld, UM Has3ald. SIKIIO rpaBelb MOMajae B
HEl, BiH OTpUMae 2 OYKU. Y JIpyroMy CTHJI1 BArOHETKA CTOITh HA MICIIl, TPU KOKHOMY
MIOTTaJJaHH1 3MIHIOE CBOIO TIO3MIIIIO Ta JJA€ TPABITIO OJTHE OYKO.

3 yacoM BaroHeTKa pi3KO 3MIHIOBaTHME CBOIO IIBUIKICTH HA TaKy, MpU SIKIA
MPAKTUYHO HEMOIMBO momnacTty. 11[o0 1me BumpaBuTH 3HATOOUTHCS OPYTHIA BaXKijb,
KW pO3TalloOBaHUi y irpoBoMy cBiTi. lle momae kKoHTpacTy 10 Tpu Ta HE Jae
TPaBIIIO 3aCyMYyBaTH.

3a3BUuail BaroHeTKa IMpHU MOMNajaHHi jAae 2 yu 1 ouko, ajne yepe3 JNeaKuil yac
MICJIsI TOYATKy TPU BOHA MOXE CTAaTH 30JI0TOI0 Ha 4 ceKyHAM. SIKIIO TpaBelb BCTUTHE
BIIYYUTH B HEI, TO OTpUMAE B 5 pa3iB OuIbIIe 040K, 10 uu 5 BiamoigHo. lle nomae
azapTy rpl Ta TaKUM UYHMHOM TIpaBellb MOXE€ BTPATUTH >KHUTTSA, TOOTO L€ TaKOXK
YCKJIAJTHIOE TPY.

3070Ta 1 MPUCKOpPEHa BAaroHETKM MOXYTh CIIBIAJATH, 1€ IIe Oulblie

YCKJIQJIHIOE TPY.

Takox Oyio 101aHO y TPy Apyruit peskum (puc. 2.17).

Puc. 2.17. [pyruii pexxum rpu. UepBOHUM KOJILOPOM — KHOIIKH TTOBOPOTY,
OJIAKUTHUM KOJILOPOM — KHOIIKA MTOCTPLTY, POKEBUM KOJILOPOM — SKUTTS TPABIS Ta

JKOBTHUM KOJIbOPOM — PAXYHOK I'paBLIA.
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Moro cyTh Tex MoJArae y ToMy, 06 BIy4HTH y BArOHETKY, alie Terep 3aMicTh
CHJIM TIOCTPLTY TpaBIIO HEOOXITHO oOpaTH TO3UIlI0, a came o0epT OamTH, sKa
3HaXOAUTHCS BCEPEAMHI, 11100 MOMACTU Y BarOHETKY, AKa KPYXKJIsi€ HABKOJIO T'PaBIIS.
Taxk sk 11el peuM € TIPOCTIITNM 3a TIEPIIUA, 32 OJTHE BIIYICHHS TPaBEIb OTPUMYE TI0
1 ouky. Yac Bij yacy BaroHeTka MOXe 3MIHIOBATH HAIMPSIMOK CBOTO PyXy, TUM CaMUM
I1JIBUIIYBaTH 1HTEpEC J0 TPH.

[Iporpec nepioro i pyroro pekuMiB 30€piratoTbCsi OKPEMO.

OnHuM 3 HaBaXUIMBIIIMX €TamiB OyJ0 CTBOPEHHS IHTEPAKTUBHOTO HaBYaHHS,
00 SIKIIIO TpaBelb HE 3pO3yMI€ SIK TpaTH — BIH MPOCTO BUIAIUTH I'py. TeKCTOBUIA
BaplaHT HaBYAHHA HE € TAPHHUM PIIIEHHAM, 00 TpaBellb X04€ rpaTh, X04e pyxy 1 TOMY
30cepeKyBaTuch Ha Tekcti He Oynme. Came TomMy OylO BHUKOPHUCTAHO MIHIMYyM
TEKCTy, a OUIbLIE MPAaKTUKUA. Y MpPOLECl HAaBYaHHS IpaBelb MOOAYUTh YCl 1POBI

MEXaHIKM Ta HABUUTHCS HUMH KopucTyBaTucs (puc. 2.18).

FAARE W

Puc. 2.18. InTepakTBHE HaBUaHHS

[Ile omHMM 3 BaXJIMBUX IMYyHKTIB Oyna JOKaji3aiis, TOOTO Mepekiiag rpu Ha
1HIIT MOBHM. SIKIIO TpaBelb HE 3po3ymie Tpy, BIH HE BHUTpayaTUME dYac Ha ii
OTIaHyBaHHS, a TPOCTO ii BUAAINUTH. TaKOXK Ha MICIl TPaBIsl KyAH 3pYyUHIIIE SKIIO HE

THU caM OoOWpaen MOBY, a 3a TeOe 1€ poOUTh caMa Ipa. 3a JOMOMOT0I0 MOXKJIUBOCTEHN
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MOBU TiporpamyBaHHs C# KOXHOTO pa3y OTPUMYEMO MOBY, SIKy BUKOPHUCTOBYE
omepailiiiHa cucrteMa TpaBllfi, 1 B 3aJEKHOCTI Bl Hei oOupaeThcs mepeknaa. Lle
pOOUTBCA TIPU KOXKHOMY BXOJll y Tpy, TOOTO SKIIO TpaBellb 3MIHUTh MOBY
OTepaIliifHoi CUCTEMH, TO 1 MOBa TPU 3MIHUTHCSI.

[Tnarin Bix Google, skuit mae Ha3By “Play Services”, 103BoJjisie B3a€MOIISITH
rpaBIsiM y irpax. Bin npus’s3yetsest 10 Google-akkayHTy rpaBiis 1 30epirae yce, 1o
Heo0x11H0. ChOTOoAHI TyXe 6araTo MOOITFHUX ITOp BUKOPUCTOBYIOTH HOTO.

VY Hamri#t rpi OyJI0 BUKOPUCTAHO LIEH TUIariH JUIsl JOJAaHHS 3arajibHOi TaOJMIl
JAEepiB — PEUTUHTY TPABIIB, SIKUA MOKE MOJMBHUTHCS KOXKEH 1 SIKUHA OHOBIIOETHCA
nicas KokHOi 3aBepuieHoi rpu. Lllo0 meperyisiHyTH #oro, HEOOXIAHO HATHCHYTHU

KHOIIKY y TOJIOBHOMY MeHto (puc. 2.19).

Puc. 2.19. Knomnka BiAKPUTTSA PEUTHHTY TPaBIIiB Ta JOCATHEHB BiJMOBIIHO

Takox Google Services 3HamoOWIHCS MO0 CTUMYIJIOBATH TPABIB I1HIIMM
METOIOM — JocsTHeHHs. [Ipu oTpuMaHHI JOCSTHEHHSI TPaBeIlb OTPUMYE OYKU
nocBify y Play irpax, mo migBuiiye Moro piBeHb. Y TPl € ITOCATHEHHS 3a KUTbKICTh
HaOpaHUX OYOK 1 OJHE CEKPETHE 3aBIaHHs, /Il aKTUBAIlli SKOT0 HEOOX1THO 3HAUTHU Y

NEePIIOMY PEKUMI KOHKPETHE JIEPEBO 1 HATUCHYTHU IO HHOMY.
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To6to Bukopuctanus Google Play Services migBuiiye iHTepecy 0 TpH Y
rpaBuiB (puc. 2.20). PeWTuHr 1 JOCATHEHHS CTBOpEHI Ui 000X PEXHMIB,

CTUMYJIIOIOTh KOPUCTYBAUiB JI0 IOKPAILIEHHS PE3yIbTaTiB.

& JocarHeHHsA

33N

PekomeHaoBaHi

Second step.
ﬁ You got 50 points in the first mode.

1000 XP

PelTuHIM rpasuis

Best cannoneer! (First Mode)

My head is not dizzy! (Second Mode)

o

Puc. 2.20. JJocsrHeHHS Ta peHTHUHTH TPaBIIiB

2.5. OOrpyHTyBaHHsI Ta oprasizamis BXiIHHX Ta BHXIIHHX JaHHX

nporpamMu

BXimnuMu maHuM# JaHOT IpOrpamMu € BUOIP OJHOTO 3 PEKMMIB TPH, 3aBIaHHS
HaJalllTyBaHb 3BYKY Ta MOBH 1HTep(elcy, 3aBIaHHs MapaMeTpiB CUIM MOCTPUTY Ta
KOOPJIMHAT TPAEKTOPIi MOCTPLITY.

BuxinHuMu JaHuMM TIporpamMu €  BiJOOpa)keHHS 1rpOBOTO  MpOIIECY,
MPOPAXYHOK TPAEKTOPIi pyXy CHapsAIy Ta MOro 300paxkeHHs, BIAOOpakeHHs OaiB Ta

KUTTIB ITPOKA.
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2.6. Omnuc podoTH po3pod/ieHoi cucTeMu

2.6.1. BukopucraHi TexHiuHi 3acodu

J11s po3poOKH TaHOT IPU BUKOPUCTOBYBAIKCS HACTYITHI TEXHIUHI 3aCO0H:
- nporiecop: Mobile DualCore Intel Core 13-350M, 2266 MHz ;

— BimeokapTa: ATI Mobility Radeon HD 5650;

— maMm’atb: 700Mb;

— OC: Windows 7.

2.6.2. Buxkopucrani nporpamMHi 3acoou

JInst moCsITHEHHS TTOCTaBJIeHOi MeTH Oysio oOpaHo HacTymnHi nporpamu: Unity
3D, Adobe Photoshop,«Magica Voxel 3D, Visual Studio 2017, nogatok Google Play

Developer Console, moBa mporpamysanus C#.

2.6.3. BUKJIMK Ta 3aBaHTa:KeHHS MPOrpaMu

JIyist mouaTky rpu HeoOXigHO 3aBaHTaXWUTU noaatok BallBall na tenedon 3
omepartiiiHoro cuctemor0 Android Ta BHKOHATH pPO3MAKOBKY Horo apxiBy. Ilicis
IOIO0 Ha €KpaHl 3’SBUThCS 1KOHKa 3 Ha3Boro rpu BallBall, narucHyB Ha sxa

B110yACTHCS BX1J B TPY.
2.6.4. Onuc inTepdeiicy kopucTyBaua
XKaup rpu — panHep, To0TO rpa € OE3KIHEUHOIO.
['onoBHa MexaHika rpu:

1. ['paBerp HAJIAITOBYE CUITY TOCTPLIY.

2. ['paBerb cTpisIsie 3a 1OMOMOTOK0 BiJIMOBIAHOT KHOIIKH.

45



3.  Skmo Biydae, OTpUMYy€ NEBHY KUIBKICTb OYOK, SIKIIO HE BIIy4ae —
BTpaudae oaHe XUTTA. [lo BUTpaueHHIO 4X XUTTIB IpaBellb MPOTpae, Horo mporiec
30epiraeTbcs, 1 BIH MOXKE 110YaTH HOBY TPY.

MeH10 Tpu CKJIaIa€ThCs 3 MOKIIMBOCTI OTPUMAHHS JOMOMOTH, TOOTO TOBIAKU

Ta TIOSICHEHb TIPABWJI TPH, Ta (PYHKIIIH HATAMITYBaHHS I'PH (3BYK, MOBa). MEHIO TaKOX
Ha/1a€ MOKJIUBICTh 3aXOJUTH Y JIBA PSKUMHU TPH, & TAKOXK TIEPEAUBIATUCS PSUTUHT

['pasuiB (puc. 2.21).

Puc. 2.21. 'oioBHE MeHIO Tpu

OnHuM 3 HaBaXUIMBIIIMX €TamiB OyJI0 CTBOPEHHS 1HTEPAKTHBHOTO HABYAHHSI,
00 SKIIO TpaBeIb HE 3pO3yMi€ SK TpaTH — BiH MPOCTO BUAAIUTH I'py. TeKCcTOBHIA
BapiaHT HABYaHHS HE € TAPHUM PIIICHHAM, 00 TpaBellb X04e TPaTh, X04e Pyxy 1 TOMY
30cepe/KyBaTuch Ha TekcTi He Oyme. Came Tomy Oylio BUKOPHUCTAHO MIHIMYM
TEKCTy, a OUIblIe MPAaKTUKU. Y MPOIECi HaBYaHHS TpaBellb M00A4YuTh yCl 1rpOBI

MEXaHIK{ Ta HABYMTHCS HUMH KOPUCTYBaTUCs (puc. 2.22).
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Puc. 2.22. lonoMora rpasIito

Taxox Oyno po3poOieHO crheniadbHUM €KpaH Mporpaily, /1€ IpaBellb MOXKe
no0avuTH CBI peKopA, HaOpaHy KIJIbKICTh OYOK, BUWTH Y MEHIO YU [OYaTH HOBY TPy

(puc. 2.23).

Puc. 2.23. MeHto rpu

[{ikaBiCTh MEPIIOTO PEKUMY IOJSATA€E B ABOX BAXKUIAX Ta JIEKUIBKOX CTaHax

BaroHeTku (puc. 2.24).
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Puc. 2.24. TIpouec rpu nepuoro pexxumy

[lepmmii Bakiib 3HAXOAMUTHCS Y KOPHUCTyBallbkoMy 1HTepderici. 3a Horo
JIOTIOMOT'OF0 MOYKHA 3MIiHIOBAaTH CTHJIb TPH.

3a3BU4ail BaroHETKa PyXaeThCs BIIEpE, YW Hazaja. SIKIIO TpaBelrs IMomaje B
Hel, BIH OTpuMae 2 OYKH. Y JAPYroMy CTHJII BaroHETKa CTOITh Ha MICIll, IPH KOKHOMY
MOTIa/TaHHI 3MIHIOE CBOIO TIO3MITIIO Ta JAa€ TPABITIO OJHE OYKO.

3 yacoM BaroHeTKa Pi3KO 3MIHIOBATUME CBOIO IIBHJKICTh HA TaKy, MPU SKIH
MPaKTUYHO HEMOXKJIMBO momnactu. [1lo0 1e BunpaBuTH 3Ha0OMTHCSA JPYTUd BaxKijb,
SAKUWA pO3TalloBaHUM y irpoBomy cBITi. [le gomae koHTpacTy 0 Ipu Ta HE Jae
TPAaBITIO 3aCYMYBaTH.

3a3Buyall BaroHeTKa IMpu MOMaJaHHl Aa€e 2 uu 1 O4Ko, aje uepe3 ACSKUi Jac
TMICTIsl TOYaTKy IPY BOHA MOXKE CTaTH 30JI0TOI0 Ha 4 ceKyHaH. SAKIo rpaBellb BCTUTHE
BIIYYUTH B HEl, TO OTpUMAE B 5 pa3iB Ouibine o4ok, 10 un 5 BignosigHo. Ile monae
azapTy rpl Ta TaKUM YHHOM TpaBellb MOXKE BTPATUTU >XUTTS, TOOTO II€ TaKOX
YCKJIQJTHIOE TPY.

305I0Ta 1 MPUCKOPEHA BaroHETKHM MOXYTh CHIBMAAaTH, 1€ IIe OuIbIIe

yCKIaaHIOE TPy (puc. 2.25).
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Puc. 2.25 Tlpouec rpu nepmoro pexxumy

Takox Oyio 101aHO y TPy ApYyrHuil peskuM (puc. 2.26).

Puc. 2.26. IIpouiec rpu Ipyroro pexxumy

CyTh TpH IPYroro peXXUMy TEX IMOJSITa€ y TOMY, 00 BIyUYHUTH y BaroHETKY,
aJie Terep 3aMiCTh CHJIM TIOCTPLITY TPaBIl0 HEOOX1THO 00paTH MO3HUIIiI0, a caMme 00epT
OamiTy, sika 3HAXOAMTHCS BCEPENMHI, 00 TOMACTH y BAroHETKY, sIKa KPYKIs€e
HABKOJIO TpaBi. Tak K Il peXUM € MPOCTIIIMM 3a TePIINi, 32 OJHE BIyYEHHS
rpaBenb oTpumye no 1 ouky. Yac BiJ yacy BaroHeTka MOXE 3MIHIOBATH HalpsSMOK

CBOT'0 PyXy, TUM CaMHM IiIBUIILYBaTH 1HTEpeC A0 rpu (puc. 2.27).
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Puc. 2.27. 3akinueHHs rpu

[Iporpec nepmoro i Apyroro pexxuMiB 30€piraroTbCsi OKPEMO.

[Ipu oTpuMaHHI AOCATHEHHS I'paBelb OTPUMY€E OuKU ocBiay y Play irpax, mo
NIJBUIILYE HOr0 piBEHb. Y TPl € JTOCATHEHHS 3a KUIbKICTh HAOpaHHWX OYOK 1 OJIHE
CEeKpEeTHE 3aBIaHHS, JUIsl aKTHBALli SKOr0 HEOOXIAHO 3HAWTU y MEPUIOMY PEXUMI

KOHKPETHE JIEPEBO 1 HATUCHYTH 1O HbOMY (puc. 2.28).

< JocAarHeHHs

331N

PekomeHA0BaHI

Second step.
ﬁ You got 50 points in the first mode.
1000 XP

=
. Best cannoneer! (First Mode)

. My head is not dizzy! (Second Mode)

PeiiTuHru rpasuis

Puc. 2.28. JlocsrHeHHS Ta peHTHHTH TPaBIIiB
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PO3JILI 3
EKOHOMIYHMIA PO3ILI

3.1. Po3paxyHOK TPYAOMICTKOCTIi Ta BapTOCTi PO3pOOKH NMPOrpPaMHOIO

NPOAYKTY

Buxigni nani po3poOKu MporpaMHOro 3a0e3MeYeHHs

— mepeabdadyBaHe 4yHcio onepaTopiB — 860;

—  KoeilieHT CKIaIHOCTI mporpamu — 1,2;

—  KoeilieHT KOpeJsIii mporpamu B xoi ii po3pooku - 0,1;

—  cepenHs TouHHA 3apo0iTHA 1aTa nporpamicta, rpa/rog — 100;

—  BapricTh MammHO-ToguHu EOM, rpu/ron — 5.

HopmyBanust mpaii B mporeci crBopeHHs [13 1CTOTHO yCKIaAHEHO B CHITY
TBOPUYOIO XapakTepy mpaii nporpamicra. Tomy TpyaomicTKicTb po3podku 13 moxe
OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIeJIeH 3 PI3HOIO TOYHICTIO OLIIHKH.

TpynomictkicTh po3pooku 113 MokHa po3paxyBaTu 3a GOPMYJIIOO:

t=1t,+ t,tt,+t, + to; + 1, TFOAMHO-TOAMH, (3.1)
ne t,, — BUTpaTH Mpaili Ha MIATOTOBKY ¥ ONKWC TMOCTaBJICHOI 3ajadi
(mpuiimaetbes 50);
tu — BUTPATH Tpalll Ha JOCIIPKEHHS AJITOPUTMY PIILICHHS 3a]1aui;

t.— BUTpaTu mpaii Ha po3poOKy OJOK-CXEMHU aJTrOpUTMY;
ty — BUTpATH Mpalli Ha TporpamMmyBaHHs IO TOTOBIM OJIOK-CXeMmi;
tors — BUTpATH Mpalll Ha HajaropkeHHs nporpamu Ha EOM;

t,— BUTpATH mpalll Ha MATOTOBKY JOKYMEHTAIII1.

CknazioBi BUTpaTH Mpall BU3HAYAIOTHCS Yepe3 YMOBHE YuCio onepaTopiB y I13,
K€ pO3POOIIIETHCA.

YMOBHE 4KCIIO oniepaTopiB (MiAmporpam):
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Q=q-ClL+p) (3.2)
neq — mependadyBaHE YHCIIO ONIEPATOPiB;
C— xoe(iieHT CKIaAHOCTI MPOTpaMH;

P — KoedilleHT KOopeAllii mporpaMu B X0/ ii po3poOKH.
Q=860-1,2-(1+0,1) =1135;

ButpaTtu mpaii Ha BHUBYEHHS OMHCY 3a/ayl t, BHU3HAYAETHCS 3 YypaxXyBaHHSIM

YTOYHEHHS ONUCY 1 KBasi(ikalli mporpamicra:

t, - QB JFOIMHO-TOVH (3.3)
(75...85)K”’ ’
ne B — koedimieHT 301IbIIEHHS] BUTPAT Tpallli BHACIIIOK HEIOCTATHHOTO OIMHUCY
3amadli, B=1.2 ... 1.5;
K — koedimieHT kBamidikalii nmporpamicra, 00yMOBJIEHUN Bl CTaxy poOOTH 3

nmaHoi crremiaigpHocTi. o2 — 0,8;

113512
"~ 85.08

=20, nroquHO-TOTUH.

Butpatu npaiii Ha po3poOKy anropuTMy pilIEHHS 3a/aui:

0
ta= ————
(20..25)K (34)
_ 13
a 25 ] 0,8 , JEIOOAUHO-TOAHH.

Butpartu Ha ckiagaHHsl IpOrpaMu Mo rOTOBINA OJI0K-CXeMi:
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o Q
" (20..25)K

1135

ft =——= -
"~ 25.08 , JIIOJUHO-TOMH.

(3.5)

Butpatu npartii Ha HanaromkeHHs nporpamu Ha EOM:

- 34 YMOBH aBTOHOMHOI'O HAJIAIrOJKCHHA OAHOI'O 3aBJIaHHA:

t = Q
" (4.5)K

1135
" 5.08

(3.6)

t =284 | moMHO-TOINH,

34 YMOBHU KOMIIJICKCHOI'O HAJIAroA>KCHHs 3aBAaHHA:

t =12t - (3.7)

omiu 1

t =12-284 =340, mroquHO-TOINH

omij
Butparu mparii Ha miAroOTOBKY JTOKYMEHTAITIT:

to = top+too; (3.8)

1€ ty, — TPYAOMICTKICTh MIATOTOBKM MaTeplaiiB 1 pyKOMHUCY

0

" 15.20K ° (3.9)

1135 71, omiHO-To
= = JI HUHO-TOJHWH.
op 20 . 0,8 s pit pil

t10— TPYJAOMICTKICTD pearyBaHHs, eYaTKu i 0OpMIIEHHS JOKYMEHTAIIi1
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too= O,75‘t0p; (310)
t,, =0,75-71=53, moauHO-roauH.

t, =71+53=124 monuHo-roauH.

OTpumaemMo TPyIOMICTKICTh PO3POOKH MPOTPaMHOTO 3a0€3NCUCHHS:

t=50+20+ 57 +57 + 284 +124 = 592, mroAWHO-TOAVH.

B pesynpraTi po3paxoBaHO, IO B 3arajbHId CKJIAJHOCTI HEOOX1gHO 592

JIIOIMHO-TOJIMH JJIS1 PO3POOKHU JJAHOTO MPOTPAMHOTO 3a0€3MEeUCHHS.
3.2. Po3paxyHoKk BUTPAT Ha CTBOPEHHS MPOrpaMu
Butpatu na ctBopenns I13 Kmo BkIO4aroTh BUTpAaTH Ha 3apoOITHY ILIATy

BUKOHABIl TMporpamMud 33/m 1 BUTpaT MAUIMHHOIO 4Yacy, HEOOXIJIHOro Ha

Hajaro/ikeHHs nporpamu Ha EOM.

Ko = 331+ 3ms | TpH, (3.11)

ne 33 — 3apo0iTHA MJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCS 32 (DOPMYIIOH0:

3s3m =t-Cnp, rpH, (3.12)
net — 3arajabHa TPYJAOMICTKICTb, JIFOJIMHO-TOIMH;

Crnp — cepenHs roIMHHA 3apo0iTHA TUIaTa MPOrpamicTa, TpH/TOIMHA

C(;'l' =592-100 = 59200 ,rpH.

3mB — BapticTh MammHHOTO Yacy, HEOOXITHOTO JJIs HAJIAro/HKEHHS MpOorpaMu

Ha EOM:
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3mB =tomr- Cym , TpH, (3.13)
1€ tor — TPYAOMICTKICTD HaJIaropKeHHs nporpamu Ha EOM, ro.

Cwmu — BapTicTs MammHO-Togquan EOM, TpH/TOI.

3,5 =283-5=1419, rpH.
E; =59200+1419 = 60619 , rpH.

OuikyBanuii nepioa crBopenus I[13:

T=—— wmic. (3.14)

ne By - 4nciio BUKOHABIIIB;
Fo - micsunuit gong poboyoro yvacy (npu 40 ronuHHOMY poOOUYOMY THXKHI

Fp=176 roaun).

592
1.176

T= =34 wmic.

TakuM 4MHOM, OYIKyBaHa TPUBAIICTh PO3pOOKHM ckiane 3,4 micaus, a

BUTPATHU Ha CTBOPEHHS MporpamMHoro 3adesneuenns 60619 rpH.
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BUCHOBKHA

Gamedev po3BuBaeThcs ayxe mBUAKO. Cepen MoIel, ki HajaexaTh ik chepi
OPUMHATO PO3pOOKY T'pU JUIMTH HA €TamH, B 3aJIEKHOCTI BiJ] TOrO, XTO ii CTBOPIOE,
ajie € JIeKUIbKa OCHOBHUX. JI0 HUX BIJHOCSTBCS: BUHUKHEHHS 1/1€1, MOUIYK 3pYy4YHHUX
IHCTPYMEHTIB JIJIA peajizallli Ta CTBOPEHHs caMOi TpH.

Cepen irpoBUX pyIIiiB y KOJII HE3aJIEKHUX PO3POOHHMKIB, OCTAHHIM YacoM,
HaWOUIBIIIO TOMYJSPHICTIO KopucTyeThbesi Unity. BiH TOBHICTIO 3aJ0BOJIbHSE
BUPIIIECHHS TMOCTABJICHOTO 3aBJaHHSI 3a CBOIMH 0a30BHUMH XapaKTEPHUCTUKAMH 0
TOTO X Ma€ MOTY>KHY MiATPUMKY TOBApHCTBA, [0 3HAYHO 3HIDKYE MOPIT BXOHKCHHS.

Meroto kBamiikaiiiHoi poOOTH € aHali3 ICHYIOUMX 3aco0iB pO3pOOKH
MYJIBTUMEIIMHUX Ir0p Ta CTBOPEHHS BIACHOI TPH JKaHPY paHHED.

JI71st focATHEHH MOCTaBleHo1 MeTH Oysio oOpaHo HacTymHI nporpamu: «Unity
3D», «Adobe Photoshop», «Magica Voxel 3D», «Visual Studio», nogatox «Google
Play Developer Consoley.

st tpu OyJlo CTBOPEHO JBa ITPOBHX PEKUMHU, KOXKEH 3 SKUX JOIMOBHEHO
VHIKQJIbHUMH MexaHikamu. OCHOBHa MeXaHika 000X pEeXHUMIB — BaroHeTKa, fKa
PYXa€EThCH, 1 B IKY HEOOXI1THO BIIYUUTH.

[IpakTuuHe 3HaYeHHs POOOTH TOJISITae B peajizailii CydaCHUMHU 3aco0amu
I[IKaBOT KOMIT FOTEPHOI T'PH, 10 MPU3HAYCHA JIS PO3BAKAIBHUX ITiJICH.

B pesynbTaTi po3paxyHKiB, BUKOHAHMX Y €KOHOMIYHOMY PO3/ILJIi, BU3HAYEHO,
[0 B 3arajbHii CKJIAAHOCTI HEOOX1MHO 592 MOAMHO-TOAWH JJIsl PO3POOKH ITaHOTO
MpPOTrpaMHOro 3a0e3MeUYeHHs], OUIKyBaHa TPUBAIICTh PO3poOKHU ckiaae 3,4 micsus, a
BUTPATH HA CTBOPEHHS JAHOTO MPOrpaMHOro 3abe3medeHHs ckiaagatumyTh 60619

IPH.
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KOJA NPOI'PAMUA

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class BoardHighlights : MonoBehaviour {
public static BoardHighlights Instance { get; set; }
public GameObject selectedPref;

public GameObject highlightPrefab;

public GameObject hoverHighlightPrefab;
public GameObject killerHighlighPrefab;

private List<GameObject> highlights;

private GameObject parent;

private GameObiject selectedHighlight;

private GameObject hoverHighlight;

private GameObiject KillerHighlight;

private GameObject checkedHighlight;

private void Start()

{

Instance = this;

highlights = new List<GameObject>();

parent = new GameObject("Highlights");

selectedHighlight = Instantiate(selectedPref); selectedHighlight.SetActive(false);
hoverHighlight = Instantiate(hoverHighlightPrefab); hoverHighlight.SetActive(false);
killerHighlight = Instantiate(killerHighlighPrefab); killerHighlight.SetActive(false);
checkedHighlight = Instantiate(killerHighlighPrefab); checkedHighlight.SetActive(false);

}
public GameObject GetHighlightObject()

{

GameObject go = highlights.Find(g => !g.activeSelf);
if (go == null)

{

go = Instantiate(highlightPrefab);
go.transform.parent = parent.transform;
highlights.Add(go);

}

return go;

}
public void HighlightAllowedMoves(bool[,] moves)

{
for (inti=0;i<8;i++)
{
for (intj=0;j <8; j++)
{

if (movesi, j])
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GameObiject go = GetHighlightObject();
go.SetActive(true);
go.transform.position = new Vector3(i + 0.5f, 0, j + 0.5f);

}

}

}

}

public void HideHighlights()

{

foreach (GameObject go in highlights)
go.SetActive(false);
selectedHighlight.SetActive(false);

}
public void HighlightSelected(Vector3 position)

{
selectedHighlight.transform.position = position; selectedHighlight.SetActive(true);

public void ShowHoverHighlight(Vector3 pos)
{

hoverHighlight.transform.position = pos;
hoverHighlight.SetActive(true);

}
public void HideHoverHighlight()

{
hoverHighlight.SetActive(false);

}
public void ShowKillerHighlight(Vector3 pos)

killerHighlight.transform.position = pos;
killerHighlight.SetActive(true);

}
public void HideKillerHighlightAfter(float seconds)

{
Invoke("HideKillerHighlight", seconds);

¥
public void HideKillerHighlight()

{
killerHighlight.SetActive(false);

}
public void ShowCheckedHighlight(\VVector3 pos)

checkedHighlight.transform.position = pos;
checkedHighlight.SetActive(true);

}
public void HideCheckedHighlight()

{
checkedHighlight.SetActive(false);

¥
¥

using UnityEngine;
using System.Collections.Generic;
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using System;

public class BoardManager : MonoBehaviour

{

private const float DELAY_TIME = 1.5F;

private const float ROTATE_TIME = 0.1F;

private const float TILE_SIZE = 1.0f;

private const float TILE_OFFSET = 0.5f;

private int selectionX = -1;

private int selectionY = -1;

public List<GameObject> ChessmanPrefabs;

private List<GameObject> activeChessmans;

public Chessman[,] Chessmans { get; set; }

private Chessman selectedChessman;

private bool isWhiteTurn = true;

public static BoardManager Instance { get; set; } private bool[,] allowedMoves { get; set; }

public int[] EnPassantMove { set; get; }

public ButtonManager buttonManager;

public AudioClip cellHoverAudio;

public AudioClip pieceSelectedAudio;

private void Start()

{

Instance = this;

Chessmans = new Chessman([8, 8];

EnPassantMove = new int[2] { -1, -1 };

SpawnAlIChessmans();

ShowPowerEffectAllChessmans();

GameObject.Find("MainGameManager").GetComponent<MainGameManager>().HideWin
Text();

}

private void ShowPowerEffectAllChessmans()

{

foreach (GameObject piece in activeChessmans)

{
piece.GetComponent<Chessman>().PlayPowerEffectFor(5.0f);
}

}

private void Update()

{

UpdateSelection();

DrawChessBoard();

HighLightMouseHoverCell();

if (Input.GetMouseButtonDown(0))

{
if (selectionX >= 0 && selectionY >=0)

{
if (GameManager.Instance.GameMode == GameManager.MODE.PLAYER_VS_PLAYER)

if (selectedChessman == null)

{

1 select the chessman SelectChessman(selectionX, selectionY);

¥

else
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{

if (Chessmans|selectionX, selectionY] && Chess-mans[selectionX,selectionY].isWhite ==
isWhiteTurn) //The same team, reselect

{

SelectChessman(selectionX, selectionY);

ks

else

{

I move the chessman MoveChessman(selectionX, selectionY);

¥
¥
¥
¥
¥
k
P

rivate void PlayCellHoverSound()

{
GetComponent<AudioSource>().PlayOneShot(cellHoverAudio);

}

private void PlayPieceSelectedSound()

{
GetComponent<AudioSource>().PlayOneShot(pieceSelectedAudio);

}
private int oldSelectionX, oldSelectionY;
private void HighLightMouseHoverCell()

{
if (GameManager.Instance.GameMode != GameManager.MODE.VISUALIZE)

{
if (selectionX != -1 && selectionY 1= -1)

if (oldSelectionX != selectionX || oldSelectionY != selectionY)

{

BoardHighlights.Instance.ShowHoverHighlight(new Vector3(selectionX + 0.5f, 0,
selectionY + 0.5f));

PlayCellHoverSound();

oldSelectionX = selectionX;

oldSelectionY = selectionY;

¥
¥

else

BoardHighlights.Instance.HideHoverHighlight();

}

}

}

private void UpdateSelection()

{

if (1Camera.main)

return;

RaycastHit hit;

if (Physics.Raycast(

Camera.main.ScreenPointToRay(Input.mousePosition),
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out hit, 25f,
LayerMask.GetMask("ClickMask™)))
{

selectionX = -1;

selectionY =-1;

/IDebug.Log("Click on mask™);

else if (Physics.Raycast(
Camera.main.ScreenPointToRay(Input.mousePosition),
out hit, 25f,
LayerMask.GetMask(*ChessPlan™)))
{

selectionX = (int)hit.point.x;
selectionY = (int)hit.point.z;
//Debug.Log(*"Click on Chessboard™);
}else {

selectionX = -1;

selectionY = -1;

}

}

private void DrawChessBoard()

{

Vector3 widthLine = Vector3.right * 8;
Vector3 heightLine = Vector3.forward * 8;
for (inti=0;i<=8;i++)

{

Vector3 start = Vector3.forward * i;
Debug.DrawL.ine(start, start + widthLine);
for (intj=0; j <=8; j++)

start = Vector3.right * j;
Debug.DrawLine(start, start + heightLine);

¥
¥

// Draw selection

if (selectionX >= 0 && selectionY >=0)

{

Debug.DrawLine(Vector3.forward * selectionY + Vector3.right * selectionX,
Vector3.forward * (selectionY + 1) + Vector3.right * (selectionX + 1));

Debug.DrawLine(Vector3.forward * (selectionY + 1) + Vector3.right * selec-

tionX,

Vector3.forward * selectionY + Vector3.right * (selectionX + 1));

}
}
public List<cGameObject> GetAllChessmans()

{

return activeChessmans;

¥

private void SpawnChessman(int index, int x, int y)

{

GameObiject obj = Instantiate(
ChessmanPrefabs[index],
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GetTileCenter(x, y),

ChessmanPrefabs[index].transform.rotation) as GameObiject;

obj.transform.SetParent(this.transform); Chessmans[x, y] =
obj.GetComponent<Chessman>(); Chessmans[x, y].SetPosition(x, y); activeChessmans.Add(obj);

}

private Vector3 GetTileCenter(int X, int z)

{

Vector3 origin = new Vector3();

origin.x = TILE_SIZE * x + TILE_OFFSET;

origin.z = TILE_SIZE * z + TILE_OFFSET;

return origin;

}

/lprivate Vector3 AdjustChessmanPosition(Vector3 pos)

1{

I return pos + new Vector3(dx, dy, dz);

I}

private void SpawnAllChessmans()

{

activeChessmans = new List<GameObject>();

1 White team

I King SpawnChessman(0, 4, 0);

I Queen SpawnChessman(1, 3, 0);

I Rooks SpawnChessman(2, 0, 0); SpawnChessman(2, 7, 0);
I Bishops SpawnChessman(3, 2, 0); SpawnChessman(3, 5, 0);
I Knights SpawnChessman(4, 1, 0); SpawnChessman(4, 6, 0);
1 Pawns

for (inti=0;i<8;i++)

SpawnChessman(5, i, 1);

1 Black team

I King SpawnChessman(6, 4, 7);

1 Queen SpawnChessman(7, 3, 7);

I Rooks SpawnChessman(8, 0, 7); SpawnChessman(8, 7, 7);
1 Bishops SpawnChessman(9, 2, 7); SpawnChessman(9, 5, 7);
I Knights SpawnChessman(10, 1, 7); SpawnChessman(10, 6, 7);
1 Pawns

for (inti=0;i<8;i++)

SpawnChessman(11, i, 6);

}

public void SelectChessman(int x, int y)

if (Chessmans|x, y] == null)

return;

if (Chessmans|x, y].isWhite = iswWhiteTurn)
return;

PlayPieceSelectedSound();

bool hasAtLeastOneMove = false;
allowedMoves = Chessmans[x, y].PossibleMove();
for (inti=0;i<8;i++)

for (intj=0;] <8; j++)

if (allowedMoves[i, j])

{

hasAtLeastOneMove = true;
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break;

}

if (ThasAtLeastOneMove)

return;

selectedChessman = Chessmans|x, v];

I change chessman material

/IpreviousMat = selectedChess-

man.GetComponentInChildren<MeshRenderer>().material; //selectedMat.mainTexture =
previousMat.mainTexture;
//selectedChessman.GetComponentIinChildren<MeshRenderer>().material = selected-

Mat;

BoardHighlights.Instance.HideHighlights();
BoardHighlights.Instance.HighlightAllowedMoves(allowedMoves);
BoardHighlights.Instance.HighlightSelected(new Vector3(x + 0.5f, 0, y + 0.5f));

}

public void MoveChessman(int x, int y)

if (allowedMoves[X, y])
{

if (chessMate != null)

{

BoardHighlights.Instance.HideCheckedHighlight();
chessMate.HidePowerEffect();

chessMate = null;

}

Chessman ¢ = Chessmans|[x, y];

float delays = 0f;

I Check EnPassantMove ProcessEnPassantMove(c, X, y, out delays);

1 Eat chessman

bool isEatChess = false;

if (¢ '=null && c.isWhite != isWhiteTurn)

{

delays = DELAY_TIME;

c.RotateEach(ROTATE_TIME);

c.DestroyAfter(delays);

BoardHighlights.Instance.ShowKillerHighlight(new Vector3(x + 0.5f, 0, y+ 0.5f));
BoardHighlights.Instance.HideKillerHighlightAfter(delays); isEatChess = true;
if (c.GetType() == typeof(King))

{

EndGame();

return;

}

}

BoardHighlights.Instance.ShowHoverHighlight(new Vector3(x+0.5f, 0, y+0.5f));

I check if pawn step on final line ProcesslfPawnStepOnFinalLine(X, y);

I Move selected chessman to X, y position MoveSelectedChessmanTo(X, y, delays);

I Checkmate
if ("IsCheckmate(Chessmans|x, y].PossibleMove()) && isEatChess)

{
selectedChessman.PlayPowerEffectFor(DELAY_TIME);

¥

ProcessCheckmate(x, Y);
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I/l Change turn

isWhiteTurn = liswhiteTurn;

}
BoardHighlights.Instance.HideHighlights();
selectedChessman = null;

¥

private void ProcessIfPawnStepOnFinalLine(int X, int y)

{
if (selectedChessman.GetType() == typeof(Pawn))

{

I check if pawn steps on final line, it becomes Queen if (y == 7) // white team

{

int currentX = selectedChessman.CurrentX, currentY = selectedChess-

man.CurrentY;

I remove selected chessman
activeChessmans.Remove(selectedChessman.gameObject);
Destroy(selectedChessman.gameObiject);

I spawn new chessman

SpawnChessman(1, currentX, currentY); selectedChessman = Chessmans[currentX,
currentY];

I rotate the chessman selectedChessman.RotateEach(ROTATE_TIME);

}
else if (y == 0) // black team

int currentX = selectedChessman.CurrentX, currentY = selectedChess-

man.CurrentY;

I remove selected chessman
activeChessmans.Remove(selectedChessman.gameObject);
Destroy(selectedChessman.gameObiject);

I spawn new chessman

SpawnChessman(7, currentX, currentY); selectedChessman = Chessmans[currentX,
currentY];

1 rotate the chessman

1 selectedChessman.RotateEach(ROTATE_TIME);

}

}

}

private void MoveSelectedChessmanTo(int x, int y, float delays)

{

Chessmans[selectedChessman.CurrentX, selectedChessman.CurrentY] = null;
selectedChessman.MoveAfter(delays, GetTileCenter(X, y));
selectedChessman.SetPosition(x, y);

Chessmans][x, y] = selectedChessman;

}

private Chessman chessMate;

private void ProcessCheckmate(int x, int y)

bool[,] allowedMoves = Chessmans[x, y].PossibleMove(); if (IsCheckmate(allowedMoves))

{

Chessman kingPos = GetKingPos(lisWhiteTurn);
BoardHighlights.Instance.ShowCheckedHighlight(new Vector3(kingPos.CurrentX +0.5f, 0,
kingPos.CurrentY + 0.5f)); selectedChessman.ShowPowerEffect(); chessMate = selectedChessman;
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OnChecked();

[if (isWhiteTurn)

I Debug.Log("Black team is checkmated");
Ilelse

I Debug.Log("White team is checkmated™);
}

}

private void OnChecked()

{

GameObject mainGameMangerGO = GameObject.Find("MainGameManager"); if
(mainGameMangerGO != null)

{
mainGameMangerGO.GetComponent<MainGameManager>().OnChecked();
}

}

private void ProcessEnPassantMove(Chessman c, int x, int y, out float delay) {
delay = 0;

if (x == EnPassantMove[0] && y == EnPassantMove[1])

{

if (isWhiteTurn)

¢ = Chessmans[x, y - 1];

else

¢ = Chessmans[x, y + 1];
c.RotateEach(ROTATE_TIME);
c.DestroyAfter(DELAY_TIME);
//selectedChessman.RotateEach(ROTATE_TIME);
delay = DELAY_TIME;

}

EnPassantMove[0] = -1;
EnPassantMove[1] = -1;

/l EnPassant

if (selectedChessman.GetType() == typeof(Pawn))
{

if (selectedChessman.CurrentY ==1 && y == 3)
{

EnPassantMove[0] = x;
EnPassantMove[l] =y - 1;

}
else if (selectedChessman.CurrentY == 6 && y == 4)

{

EnPassantMove[0] = x;

EnPassantMove[l] =y + 1;

}

}

}

private Chessman GetKingPos(bool isWhite)

{

for (inti=0;i<8;i++)

{

for (intj=0;j <8; j++)

{

if (Chessmansli, j] '= null && Chessmansl[i, j].GetType() ==
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typeof(King)

&& Chessmansli, j].isWhite == isWhite)
{

return Chessmansi,j];

}

}

}

return null;

}

private bool IsCheckmate(bool[,] allowedMoves)

if (allowedMoves.Length == 0)
return false;

for (inti=0;1<8;i++)

{

for (intj=0; ] <8; j++)

{
if (allowedMovesli, j] && Chessmans]i, j] != null && Chessmansl[i, j].GetType() ==

typeof(King))

{
return true;
}
}
}

return false;

ky

private void EndGame()

{
if (isWhiteTurn)
GameObject.Find("MainGameManager").GetComponent<MainGameManager>().EndGame

(1); else

(-1);

GameObject.Find("MainGameManager").GetComponent<MainGameManager>().EndGame

foreach (GameObject go in activeChessmans)

{
Destroy(go);

BoardHighlights.Instance.HideHighlights();
SpawnAlIChessmans();
}

public Location Find(int turn, char ¢, Location dst, string disam)

{

Location lo = new Location();

bool isWhite = (turn == 0);

foreach (GameObject chessObj in activeChessmans)

{

Chessman chess = chessObj.GetComponent<Chessman>();

if ((chess.isWhite == isWhite) && (chess.Annotation().Equals(c. ToString())))

{
if (chess.CanGo(dst.x, dst.y))

{

if (disam.Length == 1) //Disambiguating moves
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{
if (disam[0] >="1" && disam[0] <="9") //rank have to the same {

if (chess.CurrentY == (disam[0] - '1"))

{

return new Location(chess.CurrentX, chess.CurrentY);
}

}

else if (disam[0] >="a' && disam[0] <= 'z) //file have to thesame
{

if (chess.CurrentX == (disam[0] - 'a"))

{

return new Location(chess.CurrentX, chess.CurrentY);
}

}

else

{
Debug.Log("Unexpected result! " + disam);
}
}

else

{
return new Location(chess.CurrentX, chess.CurrentY);
}
}
}
}

return lo;

public void KingSideCastling(int turn)

{

bool isWhite = (turn == 0);

int rank = isWhite 70 : 7;

if (Chessmans[7, rank] && Chessmans|[7, rank].Annotation().Equals("R")
&& Chessmans[4, rank] && Chessmans[4, rank].Annotation().Equals("K"))
{

MoveFromTo(7, rank, 5, rank);

MoveFromTo(4, rank, 6, rank);

Chessmans[5, rank].PlayPowerEffectFor(2.0f);

Chessmans[6, rank].PlayPowerEffectFor(2.0f);

}
}
private GameObject GetChessmanObj(int x, int y)

{

foreach (GameObject pieceObj in activeChessmans)

{

Chessman piece = pieceObj.GetComponent<Chessman>(); if (piece.CurrentX == x &&
piece.CurrentY ==y)

return pieceObyj;

¥

return null;

}
private void MoveFromTo(int srcX, int srcY, int dstX, int dstY)
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{

Chessman chess = Chessmans|[srcX, srcY];

Chessmans[srcX, srcY] = null; chess.transform.position = GetTileCenter(dstX, dstY);
chess.SetPosition(dstX, dstY);

Chessmans[dstX, dstY] = chess;

public void QueenSideCastling(int turn)

{

bool isWhite = (turn == 0);

int rank = isWhite 70 : 7;

if (Chessmans[0, rank] && Chessmans[0, rank].Annotation().Equals("R")
&& Chessmans[4, rank] && Chessmans[4, rank].Annotation().Equals("K"))
{

MoveFromTo(0, rank, 3, rank);

MoveFromTo(4, rank, 2, rank);

k
¥
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using UnityEngine;
using System.Collections;
public class ButtonManager : MonoBehaviour

{
Animator cameraAnimator;
int index = 0;

private string[] cameraTrigger = { "WhiteTurn", "RightMotion", "BlackTurn", "LeftMo-
tion"};

Animator pauseMenuAnimator;

GameObiject clickMash;

bool isShowPauseMenu = false;

1 Use this for initialization void Start()

{

cameraAnimator = GameObject.Find("Main Camera™).GetComponent<Animator>(); if
(cameraAnimator == null)

{

Debug.Log("Can't find camera animator.");

pauseMenuAnimator = GameObject.Find("Pause Menu").GetComponent<Animator>();
if (pauseMenuAnimator == null)

{

Debug.Log("Can't find pause menu animator.");

clickMash = GameObject.Find("ClickMask™");
if (clickMash == null)

{

Debug.Log("Can't find ClickMask.");

} else

{

clickMash.SetActive(false);

}

}
void Update()
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{
if (Input.GetKeyDown(KeyCode.Escape))

{

if (YisShowPauseMenu)

{

pauseMenuAnimator.SetTrigger("ShowPauseMenu"); isShowPauseMenu = true;
clickMash.SetActive(true);

} else

{

pauseMenuAnimator.SetTrigger("HidePauseMenu"); isShowPauseMenu = false;
clickMash.SetActive(false);

¥
¥

}
/I side: left, right, white, black

public void MoveCamera(string side)

{

if (side == "left")
{

index--;

if (index < 0)
index = 3;

} else

{

index++;

if (index > 3) index = 0;
}

cameraAnimator.SetTrigger(cameraTrigger[index]);

public void ExitGame()

{
LevelManager.QuitRequest();

}
public void LoadMainMenu()

{
LevelManager.LoadLevel("MainMenu");
¥
¥

using UnityEngine;

using System.Collections;

public class CameraController : MonoBehaviour {

I Use this for initialization void Start () {
transform.RotateAround(new Vector3(4, 0, 4), Vector3.right, 90);

}

1 Update is called once per frame
void Update () {

}

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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public class GameManager {

private static GameManager _instance = null;
public static GameManager Instance

{

get

{

if (_instance == null)

_instance = new GameManager();

return _instance;

ks

}
public enum MODE { PLAYER_VS_PLAYER, VISUALIZE, PLAYER_VS_Al }

public MODE GameMode = MODE.PLAYER_VS_PLAYER,;
public string VisualizePath = null;

public void StartGame()

{

LevelManager.LoadLevel("MainGame");

}

}

using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;
public class LevelManager : MonoBehaviour {
public static void LoadLevel(string name) {
//Debug.Log

("Level load requested for: " + name);
/[Application.LoadLevel (name);
SceneManager.LoadScene(name);

}

public static void QuitRequest(){
//Debug.Log

("l want to quit!");

Applica-

tion.Quit ();

}

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public struct Location {

public int x;

public int y;

public Location(int x, inty)

{

this.x = X;

this.y = y;

}

public override string ToString()
{

return x +"," +y;
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MainGameBGM : MonoBehaviour {

public Animator animator;

private bool isFirst = true;

public AudioClip preAudio;

public AudioClip backAudio;

I Use this for initialization void Start () {

GetComponent<AudioSource>().clip = preAudio; GetComponent<AudioSource>().Play();

}

I Update is called once per frame
void Update () {

if (isFirst)

{

if (animator.IsInTransition(0))

{

GetComponent<AudioSource>().clip = backAudio;
GetComponent<AudioSource>().Play();

isFirst = false;

}

}

}

}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Visualizeltem : MonoBehaviour {
public string filePath;

public string fileName;

1 Use this for initialization void Start () {

}

1 Update is called once per frame void Update () {
}

public void StartVisualize()

{

Debug.Log("StartVisualize" + filePath); GameManager.Instance.GameMode =
GameManager.MODE.VISUALIZE; GameManager.Instance.VisualizePath = filePath;
GameManager.Instance.StartGame();

¥
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using System.Collections;

using System.Collections.Generic;

using System.IO;

using UnityEngine;

using UnityEngine.Ul;

public class VisualizeList : MonoBehaviour {
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public GameObject itemGO;

public GameObiject listGO;

public ScrollRect scroll;

I Use this for initialization void Start () {

Debug.Log(*"VisualizeList!"); string path = "Data/";

var info = new DirectorylInfo(path); var fileInfo = info.GetFiles(); foreach (var file in
filelnfo)

{

GameObiject item = (GameObject)Instantiate(itemGO, listGO.transform);

item.transform.localScale = new Vector3(1, 1, 1); item.transform.localPosition = new
Vector3(0, 0, 0); item.GetComponentInChildren<Text>().text = file.Name;
item.GetComponent<Visualizeltem>().filePath = file.DirectoryName + "\\" +

file.Name;

item.GetComponent<Visualizeltem>().fileName = file.Name;

}

scroll.verticalNormalizedPosition = 1; using System; using System.Collections;

using System.Collections.Generic;

using System.lO;

using System.Security.Cryptography;

using System.Text;

using UnityEngine;

public class VisualizeMatch : MonoBehaviour {
List<String> data;

int step = 0;

int result = 0;

MainGameManager gameManager;

public VisualizeMatch(MainGameManager gameManager)

{

this.gameManager = gameManager;

}
public void LoadMatchData()

{
data = new List<string>();
string fileName = GameManager.Instance.VisualizePath;
try
{
string line;
StreamReader theReader = new StreamReader(fileName, Encoding.Default);
do
{
line = theReader.ReadLine();
if (line = null)
{
Debug.Log(line);
if (line.Length > 0 && line[0] !="1")
continue;
String[] parts = line.Split(" ");
foreach (String part in parts)
{
if ('part.Contains("."))
data.Add(part);
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}
String strResult = data[data.Count - 1];

data.RemoveAt(data.Count - 1);
if (strResult.Equals(0-1"))
result = -1; //Black win

else if (strResult.Equals(*'1-0"))
result = 1; //White win

else

result = 0; //Tie

} while (line !'=null); theReader.Close();
}

catch (Exception e)

{

Debug.Log("{0}\n" + e.Message);
}

}

public void Visualize()

{

for (inti = 0; i < data.Count; i++)

{
Move(i%2, data[i]);

¥
public void VisualizeNextStep()

{

if (step == data.Count)

{

Debug.Log("End of game!™);
Debug.Log("Result: " + result);
gameManager.isVisualize = false;
gameManager.EndGame(result);
return;

}

Move(step % 2, data[step]);
step++;

}

public String Normalize(String move)

{

return move.Replace("+", "").Replace("x", ™);

public void Move(int turn, String move)
{

move = Normalize(move);

char f = move[0];

if (move == "0-0")

{
gameManager.KingSideCastling(turn);
}

else if (move == "0-0-0")

{

gameManager.QueenSideCastling(turn);
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else

{

int n = move.Length;

int rank = move[n - 1] - '1'; //hang

int file = move[n - 2] - 'a’; //cot

Location dest = new Location(file, rank);
Location src;

if ("KQBNR".Contains(f.ToString())) {
Stringdisam ="";

if (n==4)

disam += move[1];

src =gameManager.Find(turn, f, dest, disam);
} else { //Pawn

String disam =",

if (n==23)

disam += move[0];

src =gameManager.Find(turn, 'P', dest, disam); //Find Pawn

}

gameManager.Move(src, dest);

I Update is called once per frame void Update () {

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class CustomCursor : MonoBehaviour {
[SerializeField]

Texture2D yourCursor;
[SerializeField]

int cursorSizeX;

[SerializeField]

int cursorSizeY;

void Awake()

{
DontDestroyOnLoad(transform.gameObiject);

¥

I Use this for initialization void Start()

{

Cursor.visible = false;

}

1 Update is called once per frame void Update()

{

}

void OnGUI()

{

GUI.DrawTexture(new Rect(Event.current. mousePosition.x, Event.current.mousePosition.y,
cursorSizeX, cursorSizeY), yourCursor);
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.EventSystems;

using UnityEngine.Ul,

public class MenultemHandler : MonoBehaviour, IPointerEnterHandler {
[SerializeField]

AudioClip soundEffect;

public void OnPointerEnter(PointerEventData eventData)

{
GetComponent<AudioSource>().PlayOneShot(soundEffect);
}

}

using UnityEngine;

using System.Collections;

using System;

public class Bishop : Chessman {
public override string Annotation()

{

return "B";

}
public override bool[,] PossibleEat()

{

return PossibleMove();

public override bool[,] PossibleMove()

{

bool[,] moves = new bool[8, 8];

Chessman c;

inti, j;

1 Top Left i = CurrentX; j = CurrentY; while (true)
{

i--; j++;

if i<0]||j>7)break;

¢ = BoardManager.Instance.Chessmansli, j];
if (c ==null)

movesi, j] = true;

else if (c.isWhite = isWhite)
{

moves(i, j] = true;

break;

}

else

break;

}

I Top Right i = CurrentX; j = CurrentY’; while (true)
{

i++; j++;
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if (i>7]j>7)break;

¢ = BoardManager.Instance.Chessmansli, j];
if (c==null)

movesli, j] = true;

else if (c.isWhite = isWhite)
{

moves|i, j] = true;

break;

}

else

break;

}
I Bottom Left i = CurrentX; j = CurrentY’; while (true)

L

== )=

if i<0]|j<0) break;

¢ = BoardManager.Instance.Chessmansli, j];
if (c==null)

moves(i, j] = true;

else if (c.isWhite 1= isWhite)
{

movesli, j] = true;

break;

}

else

break;

}
I Bottom Right i = CurrentX; j = CurrentY’; while (true)

{

i++; J--;

if (i>7]j<0) break;

¢ = BoardManager.Instance.Chessmansli, j];
if (c==null)

movesli, j] = true;

else if (c.isWhite = isWhite)
{

moves(i, j] = true;

break;

}

else

break;

}

return moves;

}

}

using UnityEngine;

using System.Collections;

using System;

public abstract class Chessman : MonoBehaviour { public int CurrentX { get; set; }
public int CurrentY { get; set; }

public bool isWhite;
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public abstract string Annotation();

private Quaternion originRotation;

private float speed = 1f;

private float incSpeed = 1.0f;

private Animator anim;

private bool startMove = false;

private AudioSource _audioSource = null;

private AudioSource AudioSource

{

get

{

if (_audioSource == null)

{

this.gameObject. AddComponent<AudioSource>(); return
this.gameObject.GetComponent<AudioSource>();

}

return _audioSource;

}

}

private static AudioClip _manDeadAudio;
private static AudioClip ManDeadAudio

{

get {

if (_manDeadAudio == null)
{

_manDeadAudio = Resources.Load<AudioClip>("Sound/Game/dead_man");

}
return _manDeadAudio;
}

}
private static AudioClip _femaleDeadAudio;

private static AudioClip FemaleDeadAudio

{
get

if (_femaleDeadAudio == null)
{

_femaleDeadAudio = Resources.Load<AudioClip>("Sound/Game/dead_female");

}
return _femaleDeadAudio;
}
}

private static AudioClip _moveSurfAudio;
private static AudioClip MoveSurfAudio
{

get

{

if (_moveSurfAudio == null)

{

_moveSurfAudio = Resources.Load<AudioClip>("Sound/Game/move_surf");

¥

return _moveSurfAudio;
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}
private static GameObject VFX_ParticlePath;

private static GameObject VFX_ParticlePath
{

get

{

if (_VFX_ParticlePath == null)

{

_VFX_ParticlePath = Re-
sources.Load<GameObject>("Prefabs/VFX/VFX_ParticlePath™);
}

return _VFX_ParticlePath;

}

}
private GameObject _particlePathGO = null;

private GameObject ParticlePathGO

{

get

{

if (_particlePathGO == null)

{

_particlePathGO = Instantiate(VFX_ParticlePath);
_particlePathGO.transform.parent = gameObject.transform;

if (isWhite)

{

_particlePathGO.transform.localPosition = new Vector3(0, 0.5f, -
0.2f);

} else

{

_particlePathGO.transform.localPosition = new Vector3(0, 0.5f,0.2f);
}

}

return _particlePathGO;

}

}

private void Start()

{

originRotation = transform.rotation;

/[Animator[] anims = GetComponentsinChildren<Animator>();
/lanim = anims[0];

//if (anims.Length >= 2)

I anim = anims[anims.Length - 1];

/it (anim == null)

1{

I Debug.Log("Chessman's animator is null™);
I}

}

private void Update()

{

if (startMove)

{
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float step = speed * Time.deltaTime;
transform.position = Vector3.MoveTowards(transform.position, newPosition,step);
speed += incSpeed;

if (transform.position == newPosition)
{

newPosition = Vector3.zero;
startMove = false;

speed = 1f;

HideMoveEffect();

}

}

}

private void HideMoveEffect()

{
ParticlePathGO.SetActive(false);

}
private void ShowMoveEffect()

{
ParticlePathGO.SetActive(true);

}
public void SetPosition(int X, int y)

{

CurrentX = x;
CurrentY =y,
}

public virtual bool[,] PossibleMove()

{

return new bool[8, 8];

public virtual bool[,] PossibleEat()
{

return new bool[8, 8];

}
public bool CanGo(int x, int y)

bool[,] possible = this.PossibleMove();
return possible[x, y];

¥

internal void RotateEach(float seconds)

{

InvokeRepeating(*'Rotate”, Of, seconds);

¥

private GameObject _powerEffect;
private GameObject PowerEffect

{
get

{
if (_powerEffect == null)

{
_powerEffect = gameObject.transform.GetChild(2).gameObiject;

¥

return _powerEffect;
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}
}
public void PlayPowerEffectFor(float seconds)

{
if (PowerEffect == null)

{
Debug.Log(CurrentX + ;" + CurrentY + " " + Annotation());

}
PowerEffect.SetActive(true);
Invoke("HidePowerEffect", seconds);

public void ShowPowerEffect()

{
PowerEffect.SetActive(true);

}
public void HidePowerEffect()

{
PowerEffect.SetActive(false);

}

private intt=5;

private int dt = 5;

private void Rotate()

{

transform.Rotate(Vector3.up * t);
t +=dt;

}

internal void DestroyAfter(float seconds)

{
PlayDieSound();
Invoke("DestroyGameObject"”, seconds);

}
private void PlayDieSound()

{
if (this.Annotation() !="Q")

{
AudioSource.PlayOneShot(ManDeadAudio);

}

else

{
AudioSource.PlayOneShot(FemaleDeadAudio);
}

}

private void DestroyGameQObject()

{
BoardManager.Instance.GetAllChessmans().Remove(gameObject); Destroy(gameObject);

}
private Vector3 newPosition = Vector3.zero;
internal void MoveAfter(float seconds, Vector3 position)
{
newPosition = position;
Invoke("Move", seconds);
}
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private void PlayMoveSoundEffect()

{
AudioSource.PlayOneShot(MoveSurfAudio);

ks

private void Move()

{

startMove = true;
ShowMoveEffect();
PlayMoveSoundEffect();
[[transform.position = newPosition;

I stop rotation

I Cancellnvoke("Rotate");

I restore origin rotation //transform.rotation = originRotation;
I restore rotate speed //t = 10;

}

}
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