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PE®EPAT

[TosicHroBasibHA 3amucka: /7 c., 15 puc., 3 gox., 20 mkepern.

OO0'ekT PO3POOKU: MYJIBTUILIATGOPMEHUM ITPOBUN JOJATOK PO3POOICHUI 3a
JIOMIOMOT 010 irpoBoro neuryHa Unity.

Meta xBamigikamiitHoi poOOTH: pPO3poOUTH MyIbTHILIATGOPMEHUIN IrpOBUI
J0JIATOK pO3pO0JICHUH 3a JOITOMOTOI0 irpoBoro AsuryHa Unity.

Y BCTymni BHKOHYETHCSI aHali3 CYy4acCHOTO CTaHy MpOOJIEMU, YTOUYHIOETHCS
MOCTAaHOBKA 3aBJaHHs, MeTa KBamidikauiidHoi poOOTH Ta Tanmy3pb il 3aCTOCYBaHHA,
OOTPYHTOBYEThCS aKTYaIbHICTh TEMHU.

Y nmepmiomy po3auIi IPOBOJMUTHECS JOCHIKEHHS MpPEeIMETHOI o0nacTi Ta
ICHYIOUYHUX PIllIeHb, BU3HAYAETHCS aKTYaJIbHICTh 3aBJaHHs Ta MPU3HAUYCHHS pO3POOKH,
PO3pO0IIIOETHCS TOCTAHOBKA 3aB/IaHHS.

Y npyromy posaun obupaerbes miatpopma aiis po3poOKH, BUKOHYETHCS
MPOEKTYBaHHS MpPOrpaMu 1 1i po3poOKa, HABOJIUTHCS OMUC AITOPUTMY 1 CTPYKTYpHU
(GYHKITIOHYBaHHS CHUCTEMH, BH3HAYAIOTHCS BXIJHI 1 BHUXIJHI JaHI, HaBOIATHCS
XapaKTEepPUCTUKU CKIIAy TapamMeTpiB TEXHIYHUX 3ac00iB, OMHUCYETbCS pPoOOTa
Iporpamu.

B exoHOMIYHOMY pO3/I1Ji BU3HAYAETHCA TPYJIOMICTKICTh PO3POOJIEHOTO
IPOrpaMHOr0 MPOAYKTY, MPOBOJUTHCS MiIPAXYHOK BapTOCTI POOOTH MO CTBOPEHHIO
3aCTOCYHKY Ta PO3PaXOBY€ETHCS Yac HA OTO CTBOPEHHSI.

[IpakTyHEe 3HAYEHHS NOJIATAa€ y PO3pOOLI IrPOBOro JAOJATKY, IIO MOXKHA
3alyCcKaTH Ha OJHIM 3 JEeKUIbKOX IaTopM Ta J03BOJIAE KOPUCTyBadyam
BUKOPUCTOBYBATH HOT0 SIK y peKpeariiHuX MUISX 1 comiaaizallii mpu rpi 3 1HIIOO
JIFOJIMHOIO, TaK 1 3817151 PO3BUTKY TAKTUYHOTO Ta CTPATETTYHOTO MUCIICHHS.

AKTYyallbHICTh TPOTPAMHOTO  TPOJIYKTY BHU3HAYAETHCS 3HAYHUM POCTOM
MOMYJIIPHOCTI KOMIT FOTEPHUX Ta MOOUIBHUX IrOp Ta 3arajJlLHUM CTaOUIBHUM Ta
MOTY>KHUM 3pOCTaHHSM ITPOBO1 1HAYCTPIi.

Crmcok KIIFOUOBHX CIIiB: T'PA, IC'POBUI JTOJIATOK,
MVIJIbTUIIJIAT®OPMA, IUIAT®OPMA, UNITY, ITPOBHUM JBUI'YH,
KOPUCTYBAY, IHOGOPMAIIMHA CUCTEMA.



ABSTRACT

Explanatory note: 77 p., 15 figs., 3 appx., 20 sources.

Object of development:multiplatform game application developed using Unity
game engine.

Purpose of the qualification work: Create a multiplatform game application
using Unity game engine.

In the introduction it is analyzed the current state of the problem, clarified the
problem, the purpose of the qualification work and the scope of its application,
substantiated the relevance of the topic.

In the first section the research of the subject area and existing decisions is
carried out, the urgency of the task and purpose of development is defined, the
statement of the task is developed.

In the second section the platform for development is chosen, the program
design and its development is carried out, the description of algorithm and structure
of functioning of system is given, input and output data are defined, characteristics of
structure of parameters of technical means are given, work of the program is
described.

In the economic section it is determined the complexity of the developed
software product, calculated the cost of work to create an application and calculated
the time to create it.

Of practical importance is the development of a game application that can be run
on one of several platforms and allows users to use it for recreational purposes and
socialization when playing with another person, and to develop tactical and strategic
thinking.

The relevance of the software product is determined by the significant growth in
the popularity of computer and mobile games and the overall stable and strong
growth of the gaming industry.

Keywords: GAME, GAME APPLICATION, MULTIPLATFORM,
PLATFORM, GAME ENGINE, USER, INFORMATION SYSTEM.
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CIIMCOK YMOBHHUX ITIO3HAYEHb

UNITY — 6araromnatdopMoBHii IHCTPYMEHT JJIs1 PO3POOKHU B1AEOITOp 1
3aCTOCYHKIB,

C# - MOBa MPOTPaMyBaHHS;

JSON —  TekcroBuit popmaT 0OMIHY JaHUMH;

EXE -  po3mmpeHHs BAKOHYBaHOTO (haiiiy, 1110 3aCTOCOBYETHCS B

cucremax Microsoft Windows;

APK —  ¢opmar apxiBHUX BUKOHYBaHUX (aitniB-niporpam s Android;
OC - orepailliiHa CUCTeMa,;
[IK — IIEPCOHAJIBHUNA KOMII I0TEP;

GPU —  rpadiunuii nporuecop;
CPU —  meHTpanmsHUI TIPOIIECOP.


https://uk.wikipedia.org/wiki/Відеогра
https://uk.wikipedia.org/wiki/Застосунок
https://uk.wikipedia.org/wiki/Розширення_файлу
https://uk.wikipedia.org/wiki/Виконуваний_файл
https://uk.wikipedia.org/wiki/Microsoft_Windows

BCTYII

BineoirpoBa iHIyCTpis € OAHIEIO 3 HAMOUIBII MEPEIOBHUX, aje MPU ILOMY 1
OJTHIEI0 3 HAWOLIbIII MIHJUBHUX TUIOK cepu iHPopMamiitHux TexHosorii. KoxHa rpa,
IO CTBOPIOETHCS HA JAHUKW MOMEHT XOU 1 MOXKE BUIVISIATH MOAIOHO J0 YOTOCH BXKE
0aueHoro CTOPOHHIM IVIsiIaueM, HacIpaB/li, y caMmiil CBOiM CyTi Ta MeTOAaxX peai3alii
Oyzae crpapii yHIKaIbHUM MPOTYKTOM, CTBOPEHUM Ha MEpPEXpecTi MporpaMyBaHHs Ta
JIN3ANHY.

Bineoirpu 3HaxomsThcss Ha MeEXI MDK MHCTEITBOM 1 TEXHOJOTIE€I0, IO B
NESIKOMY CEHC1 OyJI0 HaBpsJ YM MOYKJIMBO JIMIIE KUIbKA AeCATUIITh ToMy. O0'eqHaiiTe
TEXHOJIOTIYHUH Mporpec 1 Toi (PaxT, 1o rpa Moxke OyTH, MO CyTi, YUM 3aBTOIHO - BIJ
JBOBUMIPHO1 T0JIOBOJIOMKH Ha 1Phone 10 xuBy4oi cBoiM XUTTAM RPG 3 BiakpuTum
CBITOM 1 Cylep peajiCTUYHOI0 Tpadikoro, - 1 TOAl BaC HE HMIOKyBaTUME BIJICYTHICTb
€IMHUX CTaHJApPTIB CTBOPEHHS KOMII'FOTEPHUX 1rop.

Takox 1HAYCTpis 3 CaMOro CBOTO 3aCHYBAHHS KYIKOIO TIKIB €HTY31acTiB 3
BUIIMX HapuyaidbHUX 3akianiB CIIA mpogoBxye CTOSTH Ha YOJi MpPOTpecy Ha Mol
KOMIT FOTEPHUX TEXHOJIOT1M, CTBOPIOIOYM Ta PO3BUBAIOYU CHPAaBl 1HHOBAIIHHI
pilIeHHs SIK Ha PIBHI NPOrPaMHOro 3a0e3NeyeHHs, TaK 1 Ha arnapaTHOMY pIBHI,
OJTHOYACHO CIIPUSIIOYM PO3BHUTKY BXKE ICHYIOUMX TEXHOJOTIH (MiHIaTIOpHU3allisa Ta
30UTbIIEHHSI TIOTY>KHOCTEW) Ta CTBOPIOIOYM JEII0 aOCOIIOTHO HOBE, HI0 3T0J0M
BUXOAUTH JAJIEKO To03a MeXi 1HAYCTpli Bimeoirop (BipTyajdbHa Ta ayroMEHTOBaHA
pEaIbHOCTI).

Tak, Hampukiaa, cydacHl MEpPCOHANIbHI KOMIT'IOTEpU 3000B's3aHl Oararbom
JOCSITHEHHSIM Ta 1HHOBAI(ISIM ITPOBOI 1HIYCTPil: 3ByKOBI KapTH, rpadiddi KapTh Ta
MPUCKOPIOBAYl TPUBUMIPHOI rpadiky, MIBUAINN MPOLECOPH Ta CHEliadi30BaH1
criBnporecopu, Taki ak PhysX, — ocp nuiie geski 3 HAMMOMITHIIIKUX MOKPAIICHb.
3BYKOBI KapTH HalpuKIad, CHo4YaTKy Oynu po3poOsieHi Uis J0JaBaHHS 3BYKY
M(pOBOi AKOCTI B IpH, 1 Mi3HIIIE BOHU OyJIW MOMIMIIEH] ISl My3UYHOI 1HIYCTpIi.

['padiuni kapTu cmovarky po3poOisuidcs 3aaiis 3a0e3MedeHHs OUTBINOT KUIBKOCTI



KOJIbOPIB Ha €KpaHi, a MoTiM AJis miaTpuMky rpadiunux iHTepdericis (GUI) Ta irop.
[{e BUKIIMKaIO HEOOX1THICTh O1IBIIT BUCOKUX JO3BOJIB 1 3D-prUCKOpEeHHS.

Tomy 3aBmamHsM kBamidikamiiHoi pobotu Oymno oOpano “Po3pobOxa
MYJIBTUILIAT(OPMEHOTO IrpOBOTO JOJaTKy 3a jomomororo Unity”. 3apmanHs naHOi
KBai(iKaliiHOi poOOTH Ta 0O0'€KT MOro MisTBHOCTI Oe3MoCepeHhO TMOB'A3aHI 3a
HaMpsMOM MiAroTOBKU « KoM toTepHi HayKn» Ta BIAMOBITAE y3arajdbHEHIN TeMaTuili
KBaTi(iKaIIHHUX POOIT.

Meroro naHoi kBamiikaiiifHOi poOOTH € TOIIMOJICHe BUBYCHHS 1HIYCTpIi
B1JICOITOp Ta peali3allis irpoBOro, M0/aTKy, o OyjAe JornoMaraTd 3 MOKpPAICHHSIM
PIBHSI CTpecy, PO3BHUTKY JIOTIYHOTO Ta CTPATEriyHOrO MUCJICHHS Ta MOXe OyTu

BUKOPHCTAHUH Y peKpealiiHuX ISIX.



PO3JLI 1
AHAJII3 TIPEAMETHOI FAJTY3I TA HIOCTAHOBKA 3AJIAUI

1.1. 3araabHi BiZOMOCTI 3 peIMeTHOI raaysi

[HayCcTpist KOMI'IOTEPHUX ITOP - CEKTOP €KOHOMIKH, MOB'A3aHUIN 3 PO3POOKOIO,
MPOCYBAaHHSAM 1 TPOAaKEeM KOMIT'IOTepHUX irop. J[o Hel BXoAWTh BeNHWKa KUIBKICTh
CHEI1aJbHOCTEH, 3a IKUMH MPALIOIOTh ASCATKH TUCSY JIIOIEH 110 BChOMY CBITY.

IcTopis irpoBoi iHAYCTpii posnodanacs y 1971 poii 13 3amycKy apkajaHoi Tpu
Computer Space. HactynHoro poky kommaHis Atari BUITyCTHJIa MEPITy KOMEPIIHHO
ycmimHy Bigeorpy Pong. OpuriHaibHa Bepcis Ha apkajHUX aBToMarax Oysio
pO30poAaHo y KuibkocTl 19 THcsu mrtyk. IIpoTaroM Toro >k pokKy Ha pUHOK OyJio
BUIIYIIEHO OJIHY 3 MEpIIMX B ICTOPIi JOMAIIHIO IrPoBYy KoHcoib — Magnavox
Odyssey. IlocTynmoBo pHUHOK SK apKagHUX, TaK 1 JIOMAIIHIX 1rop IEepPerOBHUBCS
OJHOMAHITHUMH KJIOHaMu Pong, mo npusBeso 10 Kpu3u puHKY Biaeoirop 1977 poky.
[{s xpu3za Oyna momosiiaHa BXKE HACTYITHOTO POKY, KOJHM YCIIXy JocAria rpa Space
Invaders Bix Taito Corporation, 110 03HAMEHYBAJIO BiJHOBJICHHS PUHKY BiJI€OITOp 1
3yMOBHJIO HACTYII Yepe3 AeSKUN 9ac Tak 3BaHOI «30JI0TO1 €pu apKaTHUX iropy.

VYenix 1€l rpu BIIKPUB apKaJIHUM aBTOMAaTaM MPOTATOM «30JI0TOT €puy MIISAX Yy
Takl CyCHUIbHO 3HAuylll MicCLsl SIK TOProBl IIEHTPH, TPAAULIAHI TOPIrOBl 3ajH,
pecTopaHd Ta II0000BI MarasuHu. ¥ BCbOMY CBITI BCHOTO OYyJI0 MPOAAHO MOHAJ
360 Tucsy apkagHUX aBTOMariB 3 rporo Space Invaders, Takum ynHOM y 1982 porri
rpa 3apoOmia 2 MUTBSIPIM J0TapiB MOHETaMH TI0 25 TICHTIB, 1[0 CTAHOBHUTH OJIM3BKO 6
MIJTBSPAIB A0JAPiB 32 CYYaCHUM KYPCOM.

Ha nouatky 1980-Xx «30510Ta epa apkagHux irop» Oyia y po3kBiTi. O0csAr puHKY
apkaguux aBromatiB CIIA 3uauno 30umbmuBesa 3 $50 mut B 1978 1o $900 muH B
1981, npu mpoMmy nmoxi7 BCi€l 1HAYCTpli apKagHUX Irop TMOTPOIBCS, CKJIABIIU
$2,8 mupz B 1980. 3a onun Tineku 1981 ingycTpis apkagaux irop y CIIIA 3apobuiia
$5 mupx, T06T0 $17,5 MIp11 y cydacHux 1iiHax. [Tika apkamsi irpu gocsm 1982 poky,

3apobouBmu $8 mupxa ($28 mupa y minax 2022), IEpeBHITUBIM CyMapHi MPOAaxi
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non-mMy3uku Ta KiHoiHaycTpii CIIA. Ile Takox Oyno OiblI HIXK y 2 pa3u BHILE 32
poAaki pUHKY JOMAIITHIX IPOBUX CHCTEM, sIKi B TOMY K poIli ckiaanu $3,8 mipy.

Takum yUHOM CyMapHHM JOXiJ PUHKIB apKaJHUX Ta JOMAIIHIX 1rop 1HIyCTpil
komn'torepHux irop 1982 poky cranouB $11,8 mupa(6inpme $41,3 Miapa y miHax
2022). PuHOK apkagHUX irop MpOJOBXKYBaB MPUHOCUTH IO $5 Mupa mpopaxkiB 10
1985 poxky. Haiibinpin 3HadyIorw rporo Toro mnepiomy Oyma Bumymiena B 1980 Pac-
Man Bix Namco, po3npogana B KUIbKOCT1 OuabIie 350 TUCSY aBTOMATIB 1 3apoOuia 3a
pik Ok HiXk $1 Mip.

[Toyarok 1BOro mepiogy TaKoXK 30Ircs 3 TMOABOK OaraThoX JIOMAIIHIX
KOMIT'IOTEPIB Ta €HTY31aCTIB-PO3POOHUKIB 1rop it HuX. OcoOIMBO CHIIBHHUI BILTUB
BOHU BIUTMHYIUM B €Bpomni (komm'torep ZX Spectrum) ta B A3ii (NEC PC-8801 1
MSX). Takox y 1eil yac 3'sSBUJIMCS TEpIll BUJAHHSA, MPUCBIYCHI KOMITIOTEPHUM
Irpam, IKUX 3T0OJIOM CTaJId JIOJJaBaTUCS Pi3HI HOCIT JaHUX.

Y 1983 poui irpoBy iHayctpito B CIIA mnoTpsc HaWMOTyXHIMY Kpusy,
BUKJIMKAHY BUPOOHHUIITBOM BEIMKOI KIJIBKOCTI JYyK€ IMOTaHO pO3poOJIeHHX irop (1o
MOJKHA OXapaKTepU3yBaTH SIK «KIUJIbKICTh Ba)JIMBIIIA 3a SKICTbY»), 4Yepe3 IO B
aMEpPUKAHChKIM 1rpoBid 1HAYCTpli To4yaBcd cnaja. BigHOBIEHHA NPOMMCIOBOCTI
MOB'A3aHE 3 BEJIMKUM YCHIXOM, SIKOTO JIOCATIIA JOMAIIHS irpoBa npucraBka Nintendo
Entertainment System, mo mnpu3Beao 10 3aXOIUICHHS [BOTO PUHKY SIOHCHKUMH
KOMITaHIsIMHU.

[TpubnuszHo B To#l ke yac mouasna HaOyBatu (QOpMHU 1 €BpOIEHChKa 1rpoBa
IHAYCTpIA 3 TakUMHM KOMMaHisiMHU, sK, Hanpukian, Ocean Software. Jlo kiHus
JECATUIITTS OyJI0 BUITYIIEHO MOPTAaTUBHY irpoBy cucremy GameBoy.

VY 1987 pomui Nintendo nporpana cyaoy crpaBy npotu Blockbuster LLC, mo
3pOOMIIO 3aKOHHUM TaKWW CHOCIO MOIIMPEHHS 1rop sIK 37aBaHHS HANpOKaT MOJII0HO
710 KIHO(1TBEMIB.

VY 1990-x craBcs mofanbIIMi pO3BUTOK TEXHOJIOTIHM, CYMyTHIX KOMIT'IOTEPHUM

irpam. HaiitOimpIm 3Haqyi:
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1. [Mupoke BmpoBamxeHHss CD-ROM nns nomumpenHss Ta 30epiranss
TaHUX.

2. [IIupoke momMpeHHs OmepaliifiHuX CHUCTEeM, 10 IpyHTyroThcs Ha GUI,
Takux sk AmigaOS, Microsoft Windows ta Mac OS.

3. CyTTeBUM PO3BUTOK TEXHOJOTIA TPUBUMIPHOI Trpadikd Ta IIHUPOKE
nomupenHs 3D rpadiyHuX mporecopiB, Mmepexid A0 TPUBUMIPHOI Tpadiku SK 10

CTaHJapTy Jie-pakTo-Bizyamizallii irop.

4, [Tponorxenus mnokpamieHHs mBuAKoali CPU, BceGiuHMIT PO3BUTOK
apXITEKTYpH.
5. [TosiBa Ta mOIMIMPEHHS IHTEPHETY, BHACIHIJIOK YOTO Yy JPYTid MOJIOBUHI

JECATUIITTS CTajla JOCTYIIHOIO CIIJIbHA Ipa, 1110 MPU3BEJIO 10 MOSIBU KIOEPCIOPTY.
[Topyd 13 pO3BUTKOM TEXHOJOT1HA BiAOyBaBCS PO3BUTOK pUHKY irop. Y 1993
polri poxaxi KOoMITITepHuX irop y cBiti ckiamm $19,8 mupa($39.7 mupa y minax
2022), $20,8 mapa y 1994 ($41 mapa y minax 2022) ta nmpudmmzao $30 mupa B 1998
($ 53,1 mupn y minax 2022 ). IIpomaxi apkagaux aBromariB y CIIIA B 1994 ckmamu
$7 mupna ($14 mupa y minax 2022), Toai SK Mpojaaxi irop IS JOMAIIIHIX KOHCOJICH
ckianm $6 mupa ($11.5 mupn y minax 2022). Takum 4MHOM, CyMapHi Mpojiaxi irpoBoi
iayctpii CIHIA Oinbin HIXK y 2,5 pa3u nepeBUIIAIN Tpoaaxi kinematorpada B CIIA.
VY 21 cTopiyyi irpu 3aiMIIAI0THCS PYIIIITHOIO CHIJIOI0 PO3BUTKY KOMITHOTEPHUX
TEXHOJIOT1H, fKi 3T0JIOM BUKOPHUCTOBYIOTHCS JUIsl 1HINMX Iiei. Hampuxman, irposi
3aCTOCYHKM Hajaiu TOmTOBXYy po3BUTKY VR T1a AR Ttexnomorisim, mo Temnep
BUKOPHCTOBYIOThCSL JUIsl TPEHYBaHHsS MUIOTIB LMBUIBHOI Ta BIMCHKOBOI aBiallii,
O13HECOM Yy MAapKETUHTOBUX WUISIX 1 HaBiTh y MEAMLMHI 33U JIIKYBaHHS
MICUXOCOMAaTUYHUX 3aXBOPIOBAaHb. TaKOX 3MIIHIB HANPSAMOK 1rop Ijsi MOOUIbHHX
matdopM. MiHiaTIopu3ailisi amapaTHOro 3a0e3MEUeHHs Ta MacoBe MOIIUPEHHS
MOOUTbHHUX TeJIe(OHIB CIPHUSIIO MOSBI MOOUTFHUX ITPOBUX JOAATKIB; BUHUK HAIPSM
CTBOPEHHS 1rop AJiA coliagbHuX Mepex. OcoOnmuBoO BiIOMUN po3pOOHUK 1rop Zynga
JUIsi comianibHOi Mepexki Facebook. IHmmMm mpukiagoM yCHimmHUX miaaTdopM Jist

koM 'toTepHux irop € 10S Ta Android.
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IrpoBuii punok numie B CIIA mae mpuOnusHy BapTicth y 95.4 MinbspiiB
JI0JIapiB, 10 BTpHUYi Oiiblie, y mopiBHsIHHI 3 2012 poxom(31.23 minbsapan). Maibxke
MOJIOBMHA JIOXOMY YCi€l IHAYyCTpil IPUXOAUTHCS Ha MOOUTBHHI TEHMIHT.

3arajabHOBIIOMHUM XOU 1 XMOHUM, a00 IPUHAWMHI 3aCTapiINM, CTBEPIIKCHHSIM €
Te, 0 IFPU MPU3HAYCH1 BUKIFOYHO JUIS JITE€H, a OT)Ke HE MOXKYTh OyTH BHU3HAHHI 5K
II0Ch CepHO3HEe uM BapTe yBaru. Jloka3 mporuiexHoro HaeeneHo Ha puc 1.1,
HABEJICHOMY HUX4e 3 JIETaJbHOIO0 1H(pOpMaIli€ro MOA0 CKIIaay TpaBIliB 3 YKpaiHu:

Banyce

Mpodinb rpaBuiB y Bigeoirpm

AL 65% 35%

YOnosiKu

Poanoain
3a Xusytb B 0l He maiots naptHepa

crarmo

7310

MawTe oaHy abo gexinbka suunx

CepenHif BiX rpasuis y sineoirpu

31 pik 3,4
* CepeaHn KinbKicTb 1046 B AOMOrocnoaapcTsi rpasyis

Puc.1.1. IIpodinb rpasiiiB y Bigeoirpu

1.2. Ilpu3HaveHHsI pO3POOKH Ta rajy3b 3aCTOCYBAHHA

Xoya IrpoBy IHAYCTPIIO 1 HEOJHOPA30BO 3BUHYBaYYyBaIM y 0e31i4l mpobieM sk
COIAIBHOTO, TaK 1 (Pi310JIOTIYHOTO XapakTepy, aje Ie 30BciM He Tak. Hacmpami
pO3yMHE TIPOBENICHHS dYacy 3a BiJ€OIrpaMH HE JIMIIE HE 3aBla€ IIKOAW, a W
MIPUHOCHUTH TICBHY KOPHUCTb.

Tak irpu 3 BUKOPHUCTAHHSIM KOHTpPOJIEpa MOXYTh OyTH UYyIOBUMH ISl BaIlTUX
pyK. Y JOCHIPKEHH] 3a Yy4acTIO TPyNU XIpypriB JOCHITHUKU BUSIBUJIH, IO Ti, XTO

rpaB y BIAEOITpH, IIBUIIIE BUKOHYBAJIM NPOCYHYTI omepariii 1 poOunu Ha 37
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BIJICOTKIB MEHIII€ MMOMMWJIOK, HDK Ti, XTO IIboro He pobuB. CrerianbHl Bi€OIrpU
TaKOX BUKOPUCTOBYBAIHCS sIK (hizioTeparrisi, 100 JOMOMOTTH IMOCTPAXKIAIUM BiJ
1HCYJIBTY BITHOBUTH KOHTPOJIb HAJl CBOIMU PyKaMHU Ta 3aIl’ SICTSIMH.

[Toxu Bu He AuBHUTECS HA eKkpaH mpoTsroM 10 roguH mocmiib, Tpa y Biaeoirpu
JIACHO MOKE TIOKpaIuTH Baml 3ip. B onHomMy mocmimxenHi 10 cTyaeHTIB-4OJIOBIKIB,
K1 He Oynu reiiMepamu, HaBdanucs npotsarom 30 roauH B irpax BifJ MepIIoi ocodu, a
noTiM TectyBaiucs npotu 10 He-reliMepiB. YuHi, sIKI Tpaju, 3MOIVIM YiTKillIe OaYUTH
00’€KTH B 3axapallieHOMY MPOCTOPi 3aBASKU MOKPAIICHIH MPOCTOPOBIM PO3IIIBHIM
31aTHOCTI. BOHU 3MOIVIM HAaTpEeHyBATH CB1M MO30K OauuTH APIOHIII A€Tatl, TOMY IO
B KOXKHIH T'pi Il AeTal BUSBUIUCS BaXKJIMBUMU.

JlocmipKeHHsT MMOKa3anu, 10 AesSKl BIAEOIrpM MOXKYTh MIABUIIMTH HACTPii 1
MOKPAIIUTH CEPIEBUA PUTM — O3HAKa TOTO, 110 BOHH TAKOX MOXKYThb JTOTIOMOITH
3HATH cTpec. Kopensiis (a He MpUYMHHO-HACTIIKOBUN 3B’ SI30K) MK Bijieoirpamu Ta
CTpPECOM 3HaiIlIa BiIOOpaKEHHS B YMCICHHUX HE MOB’A3aHUX JOCIHIIKEHHIX, TOMY
B1JICOITPU BUKOPUCTOBYIOTHCS B TEparii BKe O1IbIIe IECSTH POKIB.

Meroro aanoi kBamiikaiiiiHoi poOOTH € peaii3allisi iIrpoBOTO, TOAATKY, IO
Oyne JmgomoMaraTi 3 TIOKpAIICHHSM PIiBHS CTPECy, PO3BUTKY JIOTIYHOTO Ta

CTPATEriYHOTO MUCTICHHS Ta MOXKE OyTH BUKOPUCTAHUM Yy peKpeariiiHuX miJisx.

1.3. IMigcTaBu 19 po3podxu

BianoBigHO 10 OCBITHROI MPOTpaMH, 3T1IHO HABYAJIBHOTO IUIaHy Ta TpadikiB
HAaBYAJIBHOTO TIPOIIECY, B KIHII HABYAHHS CTYJACHT BUKOHYE KBaJl(ikaiiiHy poooTy.

Tema pobOTH y3roKY€EThCSl 3 KEPIBHUKOM MPOEKTY, BUITYCKaOUO0 Kadeaporo,
Ta 3aTBEPKYETHCS HAKa30M PEKTOPA.

OTxe, miicTaBaMu 17151 pO3p0oOKK (BUKOHAHHS KBaJ(PiKaliifHOT pOOOTH) €:
— ocBitHs nporpama 122 «Komm’ roTepHi HAyKm»;

— HaBYAJLHUU TJIaH Ta rpadik HABYAILHOTO MPOIIECY;
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— Haka3 pekTopa HarioHaabHOTO TEXHIYHOTO YHIBEpCHUTETY «JIHIMpOBChKa

noJiiTexHikay Ne_ 268-c Binx 18.05.2022 p;

— 3aBJaHHA  Ha  kBamidikamiiiHy  pobotry Ha  Temy  “Po3poOka

MYJIBTUIUIAT(OPMEHOTO ITPOBOTO JOJATKY 3a gonomororo Unity”

1.4. IlocTaHoBKa 3aBIAHHSA

3aBnaHHsAM JaHOi POOOTH € po3poO0Ka MYIBTUIIAT(HOPMEHOTO IrpoOBOTO
JOJIATKy B >KaHp1 “cTpareris’. B pe3ynbrari HEOOX1HO CIIPOEKTYBATU Ta PO3POOUTH
rpy mias Aekuibkox Iuardopm. [ns mpukmany OyayTh BHKOPHUCTaH1 IUIaT(GOPMHU
Windows Ta Android.

Jlauuii 101aTOK MpPU3HAYEHUM JUIsl BUKOPUCTAHHS JIBOMa TpaBLsIMU, TOX Oyne
CHPHSTH MiABUIIECHIN coLiai3alii, pO3BUTKY CTPATEri4YHOIO MUCJIEHHS Ta 3arajibHOr0

3HIKEHHS CTpeCy uepes irpoBy Ghopmy.

1.5. Bumoru 10 nporpamMu a0 nporpaMHoOro BUpooy

1.5.1. Bumoru 10 GyHKIiOHAJILHUX XaPAKTEPUCTUK

KiHieBuil mpoAyKT MOBHHEH AOTPUMYBATHUCA HACTYNHUX (PYHKIIOHAIBHHUX
BHUMOT:

- 3pYyYHHI Ta 3p0O3yMIIUN KOPUCTYBALbKUI 1HTEpENC;

- MOXJIMBICTh KEpYBaHHS SK 3a JIOMOMOTOI KJaBlaTypu Tak 1 3a
JIOTIOMOT'OI0 CEHCOPHOTO €KpaHy;

- 30epeKeHHs HaNAIITyBaHHA Ta IPOrpecy KOPUCTyBauya MK CECIIMH;

- JOJJaTOK MaTHUME JBa OCHOBHI €KpaHU: TOJIOBHE MEHIO, LI0 MaTUMeE
GbyHKILIOHAT JUIsl 3MIHM HaJallTyBaHb M1 KOPUCTyBaya Ta ITPOBMM €KpaH, Je Oyne

MIPOXOJIUTU BECH ITPOBUI TIPOIIEC.
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1.5.2. Bumoru 10 ingopmaniiiHoi 0e3nexkun

Jlns  3abe3neueHHs 1HGopMaIliiHOi Oe3leKkr KopucTyBada IOBHHHI OyTH
3a0e31eueH1 Taki yMOBH:
- KOH(1ICHITIMHICTh JaHUX KOPUCTYBAYa;
- peryJsipHi OHOBJICHHS IS BHIIPABJICHHS MOXKIMBUX TOMHJIOK y pOOOTI Ta
YCYHEHHSI HEOE3IIEK;

- 3a0€e3MeYeHHST HEMOKIIMBOCTI Hepezlaqi JaHUX KOpUCTyBa4da TpeTiM CTOPOHAM.

1.5.3. Bumoru a0 ckiiaay Ta mnapaMeTpiB TeXHIYHHUX 32c00iB

Jlns  poOOTH 3 JOJATKOM BUKOPHUCTOBYETHCS HOTO AUCTPUOYTHB, IO
BCTAHOBJIIOETHCS B CUCTEM1 KOPUCTyBaya.
BiamosijiHi XxapakTepuCTUKU HEOOX1TH1 JUTst poO0oTH Aoaatky Ha Windows :
- Onepamiiina cuctema: Windows 7 (SP1+) a6o Buiie
- III: x86, x64 apxitekTypa 3 marpumko SSE2;
- BimeoamanTep: 3 miaTpumkoro DX10, DX11, DX12;
- Bigeomnam’gThb: 128 Mb;
- HakormuyBay: 100MO+ BITLHOTO MICIIS HA JUCKY;
- omnepartuBHa nam’sTh: 2 I'0.
s MacOS:
- Onmepamiitna cuctema: Sierra 10.12+
- HII: x64 apxiTextypa 3 miarpumkoro SSE2;
- BimeoamanTep: 3 marpuMkoro Metal;
- Bigeomam’aTh: 128 MBb;
- HakonuuyBad: 100MO+ BUIBHOTO MICIIS HA JIUCKY;
- omepaTtuBHa am’sTh: 2 ['0.
Jlns Android :
- Onmepariiitna cucrema: 4.4 (APl 19)+
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- IIT: ARMv7 3 miagrpumkoro Neon(32-bit) abo ARM64
- Bimeoamantep: 3 marpumkoro OpenGL ES 2.0+, OpenGL ES 3.0+, Vulkan;
- Bigeomam’ate: 128 MBb;
- HakonuuyBay: 100MO+ BIIbHOTO MicCLi HA AUCKY;
- ornepartuBHa nam’a1h: 1 I'6.
s 108
- Onmepariitna cuctema:i0S12+
- IT: A6/A6X SoC+;
- BijgeoanmanTep: 3 marpumkoro Metal;
- Blmeomam’gTh: 128 Mb;
- HaxkonuuyBay: 100MO+ BIIBHOTO MiCLS HA AUCKY;

- omnepartuBHa nam’sTh: 1 I'6.

1.5.4. Bumoru 10 ingopmaniifiHoI Ta NPOrpamMHoOi CyMICHOCTI

IrpoBuit nomarok OyB po3poOsieHuit Ha MoBI C# 3 BUKOPHUCTAHHSM ITPOBOTO
nsuryHa Unity, mo 3a0e3nedye CyMICHICTh 13 Maike yciMa CydacHUMH
omeparifHUMKU CUCTEMaMU, ajieé TPU IIbOMY HEOOXITHO JOTPUMYBATHCS YMOB, IIIO
Oynmu mepeniyeni y posnuni 1.5.3. B 3anexxHocTi Big crmoco0y OTpUMaHHS
JUCTPUOYTHBY MPOrpaMU OHOBJIEHHS B1AOYBA€THCS 3a JOMOMOIOI CTaHAAPTHOTO
¢dyukiionany wmapketmieiicie  Android/i0OS, Windows, MacOs abo muisixom
MEePE3aBAHTAKECHHS Ta TIEPEBCTAHOBJICHHS JOJIATKy Yy BUMAIKYy OTPUMAaHHS 1HIIUM

HUIXOM, IIPH [IbOMY J1aH1 KOPHCTYyBaya BTpau€Hi HE OyIyTh.
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PO3/ILI 2
IMPOEKTYBAHHS TA PO3POBKA IHOOPMAIIMHOI CHCTEMH

2.1. 3arajbHi BiIOMOCTI 3 IpeaMeTHOI raaysi

PesynbraroMm  ganoi  kBamidikamiiHoi  poboTH  Mae  OyTH  IrpOBHH
MYJIBTHTUIAT(GOPMEHHUM JOJATOK, IO JO03BOJISIE TPATH JBOM KOPUCTyBadyaM Ha Oymb-
SKIH 3 TATPUMYBAHUX TIaTHOPM.

B xomi poOoTu mporpamu MOBHHHI MiATPUMYBATHCS MpaBUiia TPU, a TaAKOK
3pO3yMUIMNA Jig TpaBIliB irpoBuil mporec. [lo 3aBepiieHHI0O poOOTH Tporpamu
MOBUHHI OyTH 30€pekeH1 yCl HalalITyBaHHS KOPUCTYyBaya.

OCHOBHUM TIPU3HAYCHHSIM JOAATKY € BHKOPUCTAHHS Y PEKpearliiHuX IJIX.
Takox Tpa cripusie TmiABUIIEHIN collianizallii, pO3BUTKY CTPATEriyHOr0 MHUCJIEHHS Ta

3arajibHOro 3HMKEHHS CTPECy uepes3 irpoBy Gopmy.

2.2. Onuc 3acTOCOBAHUX MATEMATHYHHUX METO/IB

B nanomy irpoBomMy A0AaTKy HE BUKOPHUCTOBYIOTHCSI CKJIAJIHI MaTeMaTW4Hi
METO/IM, a JIMIIe TpocTi apudmeTnyHi oneparii, 3ae0iabimoro 3 6iomioreku Mathf,
[Ipu po3poOiii gomarky Oyaud BHUKOPUCTAHHI Taki MaTemMaruyHi wmetoau:. Pow
(migaecennss nmo crenens), Clamp (3aruckae 3HayeHHS MK MaKCHMaJbHUM Ta

MiHIMaJIbHUM 3Ha4eHHAMU), Lerp (sriHiiHa IHTepIosILis).

2.3. Onuc BUKOPUCTAHUX TEXHOJIOTi Ta MOB MPOrpaMyBaHHS

Unity — mne Oaratoruiar¢opMoBuii irpoBuii JBHryH, po3poOienuii Unity
Technologies, Bnepiiie aHoHCOBaHUM 1 BunylieHuid y yepBHi 2005 poky. 3 Tux mip
JBUTYH TIOCTYTIOBO PO3IIUPIOBABCA IS MIATPUMKH PI3SHOMAHITHUX HACTUIBHUX,

MOOUIbHHMX, KOHCOJBHUX 1 BIpTyasibHUX MIaTdopM. BiH 0cobauBo momymnsipHUil 1uis
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po3pobku MoOLTbHUX 1rop 17 10S 1 Android 1 BUKOPUCTOBYETBCS ISl TAKUX 1rOp, SIK
Pokémon Go, Monument Valley, Call of Duty: Mobile, Beat Sabre i Cuphead. Bin
BBXAETHCSI MPOCTUM Y BHUKOPHUCTAHHI JUIsSI TIOYATKIBIIB PO3POOHUKIB 1 MOMYISIPHUM
TUTST pO3pOOKH 1HAI-1TOpP.

Unity lae KopucTyBauaM MOXJIUBICTh CTBOpIOBaTH irpu sk y 2D, Tak 1 B 3D, a
nBuryH mpornonye ocHoBHuUM API crenapiiB Ha C# 3a momomororo Mono, sk AJis
penakropa Unity y ¢opMi Iuiaridis, Tak i Juis caMux irop, a Takox ais drag-and-drop
dbyHkioHanbHICTh. [Jo Toro, sik C# cTaB OCHOBHOIO MOBOIO MpOTpamMyBaHHS, SKUN
BUKOPHCTOBYETHCS JJIs IBUTYHA, BIH paHille miATpuMyBaB Boo, akuii Oysio BUgaIeHo
3 Bumyckom Unity 5, Ta peam3amito JavaScript Ha ocHoBi Boo mig Ha3Boro
UnityScript, sika Oyna 3amideHa B cepriHi 2017 poky Ha kopucth C#.

VY 2D-irpax Unity 103BoJIsi€ IMIOPTYBATH CHPAWTU Ta MIATPUMYE POIIUPECHUIMA
pennep 2D city. s 3D-irop Unity no3Bossie crienugikyBaTH CTUCHEHHS! TEKCTYP,
Mip-maps i HaJAMITYBaHHS PO3AUILHOI 3JaTHOCTI JJII KOXKHOI Iarhopmu, sKy
HIATPUMY€E ITPOBHM JIBUTYH, Ta 3a0e3leuyye MiITPUMKY BiIOOpa)KeHHS peibedy,
BiJIZI3ePKAJICHH, Tapajakca, €KPaHHOTO MPOCTOPY HABKOJHUIIHBOTO CEpeaoBHINA
(SSAO), nuHaMiuHI TiHI 3a JOMOMOTOI0 KapT TIHEW, PEHAEPUHTY A0 TEKCTypH Ta
MOBHOEKPAHHUX €(EKTIB MOCTOOPOOKH.

JlocTynHi JBa OKpeMHUX MadIlaliHy Bi3yani3alli, NaWIiailH Bizyami3anii
Bucokoi uitkocti (HDRP) 1 yniBepcanbumii maiimuiaiin Bigyamizarii (URP), nHa
JIOJIaTOK JI0 3aCTapiJIoro BOYJI0BaHOTO.

Cranom Ha 2020 pik mporpamHe 3a0e3MEYeHHs, CTBOPEHE 3a JOMOMOIOK0
irpoBoro nuryHa Unity, mpairoBasio Ha moHaja 1,5 Miaespaa mpUCTpoiB. 3a TaHUMU
Unity, nogaTku, CTBOPEHi 3a JOMOMOTOK iXHBOTO ITPOBOTO JIBHXKKA, CTAHOBIATH S50
BIJICOTKIB YCIX MOOUTBHUX 1T0p 1 3aBaHTAXYIOTHCS MOHAA 3 MUIbSIPAX pa3iB HA MICSIIb,
1 mpubm3no 15 000 HOBHX MPOEKTIB MIOAHS 3allyCKAIOThCS 3 MOr0 MPOrpPaMHHUM
3a0e3neueHHsaM. Financial Times moBimommia, mo Unity «mpamoe B AESKHX 13
HaWUTIPUOYTKOBIIIMX MOOUTBHUX 1TOpP Y CBITI», TakuX sik Pokémon Go 1 Call of Duty

Mobile Big Activision.
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C# - ne OararomapaaurMoBa MOBa MPOTPaMyBaHHS 3arajbHOTO MPU3HAYCHHS.
C# oxorutoe NUCHMIUIIHA TPOrpaMyBaHHS 31 CTaTUYHOIO THITI3allI€l0, >KOPCTKOIO
TUITI3AIIEI0, JIGKCUYHOI, IMIIEPATUBHOIO, JIEKIAPAaTUBHOIO, (YHKIIOHAIHHOIO,
3arajJpbHOI0, OO0'€KTHO-OPIEHTOBAaHOI (HA OCHOBI KJaciB) 1 KOMITOHEHTHO-
OpIEHTOBAHOIO.

Cranmapt Ecma nepeniuye i it qu3aiiay g C#:

- lls MoBa mMae OyTHM MHPOCTOIO, CYy4acHOIO, 00’€KTHO-OPIEHTOBAHOIO MOBOIO
pPOrpaMyBaHHs 3araJIbHOTO MTPU3HAYECHHS.

- MoBa Ta il peam3aunii MOBMHHI 3a0e3nedyyBaTH MIATPUMKY IPUHLMIIIB
PO3pOOKHU MPOrpaMHOro 3a0e3MeUeHHs, TaKUX SIK CUJIbHA NepeBipKa TUIIIB, IEpEBIpKa
MEX MAacCuBYy, BUSBIEHHS CIpoO BUKOPUCTAHHS HEIHIIANI30BaHUX 3MIHHHUX 1
aBTOMaTU4He 30upaHHs cMmiTTd. HaxiiiHicTe mporpamMHoOro  3a0e3neueHHs,
JIOBTOBIYHICTD 1 TPOAYKTUBHICTD MTPOTPaMicTa BaxKJIMBI.

- Ils moBa mpu3HAYeHA NS BHKOPHUCTAHHSA MPHU PO3pOOIl MPOrpamMHHUX
KOMITOHEHTIB, IPUIATHUX Ui PO3TOPTaHHS B PO3MOJUICHUX CEpeloBUIIaX.

- IlepeHocHICTh nayXe BaXXJIMBa MJsi BUXIAHOTO KOAYy Ta HPOrPAMICTIB,
0co0JIMBO TUX, XTO BXke 3Haitomui 13 C ta C++.

- [linTpumMKa iHTEpHAITIOHATI3aIliT Ty’Ke BayKIIUBA.

C# npu3HaueHUW U HAMKMCAHHS MpOrpaM SIK JUIsl PO3MILIEHUX, TaK 1 JJIs
BOY/IOBAaHUX CHCTEM, MOYMHAIOYM BiJl TyK€ BEITUKHX, sIKI BUKOPUCTOBYIOTH CKJIAHI
orepalliiHi CUCTeMH, 1 3aKIHYYIOUU JY>KE MAJIMMHU, sIKI MalOTh CIIeIiaIbHI (PYHKIII.

HesBaxatoun Ha Te, mo nporpamu C# po3poOieHi abu OyTH €KOHOMHUMU
MIOZI0 MaMm’sITi Ta TOTY)XHOCTI O0OpoOKH, MOBa He Oyjia MpU3HAYeHA I MPSMOi
KOHKYPEHLIIi 32 MPOAYKTUBHICTIO Ta po3mipoM 13 C abo MoBoIO acemoiepa.

3a nuzaiinom, C# € MOBOI MpOrpamMyBaHHS, sfKa HAHOUIBII Oe3mocepeaHbo
BiloOpaxkae 0a3oBy 3arambHOMOBHY iH(pacTpyktypy (CLI). bimsmiicts iioro
BHYTPIIIHIX TUIIB BIAMOBIIAIOTh TUIIAM 3HaY€Hb, peasnizoBaHuM ¢peiimBopkom CLI.
Opnak y crenu@ikaiiii MOBM HE BKa3aHO BUMOTH KOMIIUISITOpa 10 TeHeparlii Komy:
TOOTO HE BKazaHo, 10 KommuissTop C# MOBUHEH HAIIIOBATHCS HA CEPEIOBHUILE

BukoHaHHss Common Language, abo renepyBaru Common Intermediate Language
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(CIL) abo ctBoproBatu Oyap-sikuii 1HmUN coeuudiunuii popmar. Teoperuuno
xkomrisiaTop C# MoKe reHepyBaTH MAIlMHHUM KOJ, SIK TpaauliiHi KoMmiisaropu C++
a6o Fortran.

C# miaTpuMye dITKI HESIBHO BBENICHI OTOJIONMICHHS 3MIHHHUX 3 KIHOYOBUM
CJIOBOM var 1 HESIBHO BBEJCHI MACHBU 3 KIIIOUOBHUM CIIOBOM New|[], 3a SIKUM CIIAy€
1HIIIMAJI3aTOp KOJIEKIIIi.

C# mnigTpuMmye CTporuid JIOTIYHMM Tul JaHuX, bool. Omneparopu, sKi
NpUMaTh YMOBH, Hampukiaa while 1 if, BuMararoTh BUpa3y THUITY, SIKUM peasizye
omeparop ICTUHHOCTI, HampukJaa OyneBuit Tun. Xouya C++ Takox mae OyJaeBHM T,
HOro MOXKHa BUIBHO MEPETBOPIOBATH B 1[I YKCHA Ta 3 HUX, a Taki BUpasH, sk if (a),
BHMAraroTh Jinie KoHBepTaiii a B bool, mo3Bomnsitoun a Oytu int a6o Bka3iBHUKOM. C#
3a00pOoHSE Tl MAXIJ «IIJIOYHNCeNIbHE 3HaYCHHs 1CTMHA YM XHMOHa» Ha TiM MifCTaBi,
10 MPUMYIITYBaHHS MPOTPaAMICTIB BUKOPUCTOBYBATH BHPA3H, SIKI MMOBEPTAIOTh TOYHO
bool, Moke 3armo0IrT NEeBHUM THUIIAM TOMUJIOK ITPOTrpaMyBaHHS, HAPUKIIA, SIKIIO (a
= b) (BUKOPUCTaHHS IPUCBOEHHS = 3aMiCTh PIBHOCTI == ).

C# € Oumpmr Oe3meynuM it TamiB, HDK CH++. €auHUMH  HEIBHHUMH
MIEPETBOPECHHSMHM 32 3aMOBYYBAHHSIM € Ti, SIKi BBAXKAIOTHCS OC3MEUHUMU, HAPUKIIA]T
po3mpeHHs mumx ducen. Lle 3acrocoByeThes mmig yac kommiarii, mig gac JIT-
KOMIUJIAIT 1, B ICSIKUX BUIIAJIKaX, IMiJ 4ac BUKOHAHHS. HisIKUX HESIBHUX MEPETBOPEHD
MDK OyJIeBMMH Ta LUIMMU YHUCIAMH, a TAaKOK MK WICHAMH TepepaxyBaHHS Ta
[IJTUMU YHCIIaMUA HEe BiJI0OyBaeThcs (32 BHUHSATKOM JjiTepany 0, sikuii MO>KHA HESIBHO
NIEPETBOPUTHU Ha OyIb-SKUIl mepepaxoBaHuil THN). bynb-sKke BU3HaUeHEe KOPUCTYBa4eM
MEePEeTBOPEHHS Mae OyTH SBHO TMO3HAYEHO SK SIBHE UM HESBHE, Ha BIAMIHY BiJ
KOHCTPYKTOpiB ~ KomitoBaHHA C++ Ta omeparopiB NEpeTBOPEHHS, fAKI 32
3aMOBYYBAHHSIM € HESIBHUMH.

C# mae siBHY MATPUMKY KOBapiailii Ta KOHTPBAPIaHTHOCTI B 3arajbHUX THUIIAX,
Ha BigMiHY Bifg CH++, akuil Mae NMEBHUN CTYMNiHb MIATPUMKHA KOHTPABAPIAHTHOCTI
MPOCTO Y€pe3 CEMAHTHKY THUITIB TTIOBEPHEHHSI Y BIPTyallbHUX METOAX.

Moga C# He [03BOJIsIE BUKOPUCTOBYBATH IN0OaIbHI 3MIHHI ab0 (yHkii. Yci

METOIM Ta YWICHH MarTh OyTH OrojiolieHi BcepeauHi kiaciB. CTaTU4HI 4YJIeHU
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BIIKPUTUX KJIACiB MOXYTh 3aMIHIOBaTH TNOOanbHI 3MiHHI Ta (QyHKIii. Ynenu
nepepaxyBaHHs pO3MINTYIOThCS Y BJIACHIM o0macTi aii.

Meton y C# — 1me uieH Kiacy, KU MOXHA BHUKIMKATH K (PYHKIIIIO
(TOCTiIOBHICTE 1HCTPYKIIiH), a HE MPOCTO 3/IaTHICTh BIACTHUBOCTI Kjacy 30epiraru
3HaueHHs. SIK 1 B IHIIUX CHHTAKCHYHO IOMIOHMX MoBax, Takux sik C++ 1 ANSI C,
CUTHaTypOIO METOAY € OTOJOMICHHS, IO MICTUTh Y MOPSAKY: Oyab-siKi TOJATKOBI
KJIFOUOBI1 CJIOBa JOCTYIMHOCTI (HampuKiIaid, private), sBHY crenudikaiiro Horo THILY
MOBEPHEHHsS (Hampukiajd, int abo KIOYOBE CJIOBO Void, SKIIO 3HAYEHHS HE
MOBEPTAETHCS), 1M'S METOAY 1, HApElITi, MOCIIJOBHICTh Yy KPYDIUX Jy’KKax
cnerudikalliii mapameTpiB, PO3AUICHUX KOMaMHU, KOKHA 3 SKUX CKJIQJA€ThCS 3 TUITY
napamerpa, ioro opmaabHOT Ha3BU Ta, 3a Oa)KaHHSIM, 3HAYEHHS 332 3aMOBUYBaHHSIM,
ske Oy/lie BUKOPUCTOBYBATHUCS, KOJIM HEMA€E OJHOTO HajaHo. [IeBHI KOHKPETHI THUIH
METO/IIB, HANMpPHKJIaA Ti, Kl MPOCTO OTPUMYIOTh a00 BCTAHOBIIOIOTH BIACTHBICTH
KJIacy INUIAXOM ITOBEPHEHHS 3HAUYCHHS a00 TMPUCBOEHHS, HE BHMArarTh MOBHOTO
MIJITUCY, alie B 3araJIbHOMY BHITAJIKy BU3HAUCHHSI KJIACy BKJIIOYA€E MIOBHE OTOJIOIICHHS
H1AIUCY WOTO METOIB.

Sk 1 C++, 1 Ha BiAMIHY Bifg Java, nporpamictu C# MOBHHHI BUKOPUCTOBYBaTH
KIIFOUOBE CJIoBO Moaudikaropa obmacti virtual, 1mo0 M03BOJUTH METOIAM
NepeBU3HAYATH IT1/IKJIACH.

Metoau posmupenHss B C# 03BOJSIOTH MpOrpaMmicTaM BUKOPHUCTOBYBAaTH
CTaTUYHI METOMH, SIK HIOM BOHHM € METOJaMU 3 TaOJIMIII METOJIB KJIacy, JO3BOJISTIOUH
J0JJaBaTH METOAM 10 00’€KTa, KU1, Ha AYMKY pO3pOOHMKA, MAa€ ICHYBaTH Ha LbOMY
00’€KTI Ta HOTO MOX1/THUX.

Tun dynamic 103Bojsie TPUB’A3yBaTH METOJ Mij Yac BUKOHAHHS, JO3BOJISIOUU
BUKJIMKM METOMAIB, MOAiOHuUX 10 JavaScript, 1 kommo3uiiro 00 €KTIB Mia dac
BUKOHAHHS.

C# miaTpuMye CTpOro THUIMI30BaH1 MOKAXYMKHU (YHKIIH Yepe3 KIIOYOBE CIIOBO
neneratr. IlogibHo mo curHamy Ta cioty nceBmo-C++ ¢peiimBopky Qt, C# mae
CEMaHTHKYy, III0 CTOCYEThCS TOMIM CTWIO nyOmikamii-mianucku, xoda C#

BHUKOPUCTOBYE€ OJIAI IbOT'O I[CJ'ICFaTiB.
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C# npomoHye CHHXPOHI30BaHI BHKJIMKH METONIB, MoAiOHI m0 Java, uepe3
arpulyT [MethodImpl(MethodImplOptions.Synchronized)] 1 HATPUMYE

B3a€MOBUKITIOUHI OJIOKYBaHHS 3a IOTIOMOTOIO KJIFOUOBOTO ciioBa lock.

2.4. Onuc CTPYKTYPH CHCTEMH TA aJITOPUTMIB 1i PyHKIIOHYBaHHA

Jlns  neMoHCTpallii BapiaHTIB CIIEHApiiB ~ BUKOPHCTAHHA KOPUCTYBaYeM
MIPOrpaMHOTO JOJATKY Ta MOCIIJOBHOCTEHN 1IrpoBOro mpoliecy Hrbkue HaBeneni ULM

niarpamu BapiantiB Bukopucrtanus (Use Case):

Main Menu

game size

Change
sounds
volume

Mute all

audio

Change music

volume

Puc. 2.1. Jliarpama BapiaHTiB BUKOPUCTAHHS JIJISl TOJIOBHOT'O MEHIO
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B roioBHOMYy MeHIO KOPHUCTYBa4 MOXKE PO3MOYATH TPy, AOAATKOBO 0OpaBIIH ii
pO3Mip, BIAKPUTH BIKHO HaJlallITyBaHb Ta BiJpenaryBaTd 3HAYEHHs mij cebe abo

3a4MHUTH, TUBITHCS JOAATOK puc. 2.1.

Resume game Change
sounds
, volume
open  \ “musts
settings volume
O
' Mute all
m audio
Buy new
s cells
Actions ’ Buy ) bsuﬁlrﬁnm
with cells | buildings ’

type

Upgrade
existing
building

Select
where to
place

Select
type

Move

existing

Puc. 2.2. Jliarpama BapiaHTIB BUKOPUCTAHHS IS OCHOBHOTO 1FPOBOTO €KpaHy

Ha ocHoBHOMY 1rpoBOMY €kpaHi, puc. 2.1. Ta puc. 2.2., KOpUCTyBad MOXe:



- BIZKPUTH MEHIO May3Hd, /6 MOXE BUWUTU B MEHIO a00 3 TPH, BIAKPUTU BIKHO
HaJallTyBaHb;

- IepeIaTu XiJi HaCTYITHOMY TPaBIIIO;

- MPOBOAMTH il 3 KIITHHAMHU ITPOBOTO TOJISI: KYIyBaTH cO01 y BIACHICTH HOBI,
Ha ICHYIO4HMX OyayBaTd OyAiBJl Pi3HUX THIIB, a KO OYIIBJIS BXKE ICHY€E 11 MOXHA
ITOJIIITIINTH;

- TIPOBOAUTH Jii 3 IOHITAMM TpaBlLs: KyIyBaTH HOBHUX Ta PO3MIIIATH iX abo
pyXatu Mo MO0 BXKE ICHYIOUHUX.

[Ipu po3pobii 1rpoBOro A0AaTKy MHOK Oyiau NPUHHATI Taki NaTepHU
MIPOEKTYBAHHSI JIJIsl CTBOPEHHS (PYHKITIOHATY TIPOTPaAMHU:

CiHMITOH - 1€ MOPOMXYBAJIbHUN MATEPH MPOCKTYBAHHS, KWW TapaHTye, 1110
KJIaC Ma€ JIMIIE OJUH €K3eMIUISIp, 1 HaJa€ 10 HbOTO Io0albHy TOYKY JOCTyIy. Bci
peamizaiii CIHIJITOHA 3BOASTHCS JIO TOrO, MO0 TMPUXOBATH KOHCTPYKTOp 3a
3aMOBYYBAHHSM 1 CTBOPUTH MyONIYHHMI CTaTUYHUNA METOJ, SKUM 1 KOHTPOJIIOBATUME
KUTTEBUU LUK 00'€KTa-CIHIIITOHA. SKIIO y Bac € JOCTYyN JO Kjacy CIHIJITOHA,
3HAYUTh, Oy/l€ JOCTYII 1 A0 LBOTO CTATUYHOTO METONY. 3 SIKOI TOUKH KOAY BU O HOro
HE BUKJIVKAJIM, BIH 3aBXXJIM BlJJIaBaTUME TOM CAMUM 00'€KT.

[TocepenHuk - 1€ TOBEMIHKOBUM TAaTepH MPOEKTYBaHHS, SKUW O3BOJISIE
3MEHIIUTH 3B'SI3aHICTh 0€3J1iul KJaciB MK COOOI0 3aBISKH MEPEMIIICHHIO ITUX
3B'SI3KIB B OAMH Kiac-mocepeqHuk. IlatepH mocepenqHuk 3mylrye 00'ekTu
CHUIKYBaTucs He Oe3MocepeHbO OWH 3 OJHUM, a dYepe3 OKpeMHuil 00'eKT-
MOCEPENHUK, SKUW 3Ha€, KOMY MOTPIOHO NEepeHanpaBUTH TOW YW I1HIIMIA 3arwur.
3aBAsSIKM 1[bOMY KOMIIOHEHTH CHUCTEMH 3aJIeKATUMYTh TITLKH BiJ MOCEPEAHUKA, a HE
B1JT JE€CATKIB 1HIINX KOMIIOHEHTIB.

Croocrepirau — 1i¢ TIOBEIIHKOBHI TaTepH NPOEKTYBaHHS, SKUH CTBOPIOE
MEXaHI3M TIAMUCKHU, IO JA03BOJISIE OJHUM 00'€KTaM CTEKHUTH Ta pearyBaTH Ha IMOii,
o BigOyBarThbes B 1HIMMX 00'ekrax. [latepH cnoctepirad mpornoHye 30epiraTd B
00'€KTi BUIABIIS CITMCOK MOCUJIAHb HA 00'€KTH MEPEAIUIATHUKIB, TPUUOMY BHUIABEIlH
HE IIOBMHEH BECTH CIIMCOK IIJIMMCKH caMOCTiiiHO. BiH Hamacte Metomm, 3a

JIOTIOMOTOF0 SIKUX TEPEAIIAaTHUKU MOTJIM O JTogaBaTu abo nmpuOupaTu cede 31 CIHCKY.
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OCKIJIbKY JT0JIATOK HAIMMCAHUH 3a TOTOMOTOI0 irpoBoro nsuryna Unity B Hbomy

BUKOPHCTOBYIOTHCS BOY/JIOBaHI METOJM 1BEHTIB, 1[0 MAIOTh 3a3/aJieTi/ib BU3HAYCHUMN

MOPSAZOK BUKJIMKIB, AUBITHCS puC. 2.3. Ta puc. 2.4.:

Legend

User callback

C Internal function )

[ Internal multithreaded function ]

Awake ‘-—\ . . .
= Initialization

v

Reset is called when the script is attached and not in playmode. | i Reset ) E d l to r

v

Start is only ever called once for a given script. Start | n I tl a | | Zat' O n

v

The physics cycle may happen more than once per frame if FixedUpdate

the fixed time step is less than the actual frame update time.

Internal animation update |

State machine update |

OnStateMachineEnter/Exit

I Proces.sGraph I

Fire animation events
StateMachineBehaviour callbacks
OnAnimatorMove

Internal physics update

Internal animation update | Process!\nimation I P h yS I CS

OnAnimatorlK

| WriteTra;\sform I

( WriteProperties )

OnTriggerXXX
I
OnCollisionXXX A

I
[ yield WaitForFixedUpdate

[

Puc. 2.3. [lopsaok BUKIUKIB BOyZOBaHUX METO/IIB 1BEHTIB YacTUHA |

26



v .

OnMouseXXX
Update
yield null
If a coroutine has yielded previously but is now due to yield WaitForSeconds
resume then execution takes place during this part of the -
update. yield WWW

yield StartCoroutine

Internal animation update ‘

»
Ll

State machine update
OnS(ateMac!:meEnler/Exnl
‘ Proces.sGraph |
StateMachineBehaviour callbacks

OnAnimatorMove

X
‘ ProcessAnimation |

OnAnimatorlK
f

‘ WriteTransform
( WriteProperties

LateUpdate

OnPreCull
OnWillRenderObject
OnBecameVisible

OnBecamelnvisible
OnPreRender
OnRenderObject
OnPostRender
OnRenderlmage

OnDrawGizmos is only called while working in the editor. OnDrawGizmos

OnGUlI is called multiple time per frame update. OnGUI 3

yield WaitForEndOfFrame

4_

OnApplicationPause is called after the frame where the OnAppl P
pause occurs but issues another frame before actually pausing. nApplicationPause

«
\ 4

OnApplicationQuit

4.

OnDisable is called only when the script was disabled during -
the frame. OnEnable will be called if it is enabled again. OnDisable

‘.

OnDestroy

Puc. 2.4. Tlopsiok BUKIIMKIB BOY/IOBAaHUX METO/11B 1BEHTIB YaCTUHA 2

2.5. OOrpyHTYBaHHS Ta OpraHizaiisi BXiTHUX Ta BUXiIHMX JaHUX MPOrpamMu

B sKkocTi BXiIHMX MapaMeTpiB IFPOBHM JOJATOK MpUHAMAE JaHl MPUCTPOIB
BBOJy JUIsl YOpPaBIIHHA ITPOBUM TIPOIIECOM, a TOYHIIIE HATUCHEHHS KJIABIII
KJIaB1aTypH, MO3UINIO Ta HATUCHEHHS KHOTIOK MUIII, a TAKOX aHAJIOTH BUIIEHA3BAHUX
3 BUKOPUCTaHHSIM CEHCOPHOTO €KpaHy MOOUIBHMX MPHUCTPOiB. 3 BUXIAHUX JAHHUX
nporpama Bujae jumie ¢ain, mo 30epirae y coOi JaHl KOpHUCTyBada, Taki SK

HaJIAITyBaHHSA Ta MEPCOHAII3AITIS.
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2.6. Onmc po3podsIeHoi cucTeMHu

2.6.1. Bukopucrani TexHiyHi 3aco0u

Jlnis po3poOku Oyna BUKOpHCTaHA MEPCOHANbHA E€JIIEKTPOHHO-00UHCITIOBATIbHA
MairHa (EOM) 3 HacTymHUMHU XapaKTePUCTUKAMU:

- Onmepamiitaa cuctema: Windows 10 Home

- UIT: Intel(R) Core(TM) i5-8250U CPU @ 1.60GHz 1.80 GHz

- Bigeoamantep: Intel Uhd Graphics

- aymiokapTta: Realtek High Defenition Audio

- wnakonmuyBad: SATA SSD 256 GB

- omnepaTuBHa am’siTh: 8 I'6.

A TakoX 3acoOM BBOJYy -BUBEICHHS: MOHITOP 3 PO3AUIBHOI 3/IaTHICTIO

1920*1080, knaBiaTypa, KOMIT IOTEpHA MHUIIIA.

2.6.2. Bukopucrani nmporpamMsi 3acoou

Unity - OGaratoruiatopMoBe CEpelOBHUINE PO3POOKH KOMITIOTEPHUX irop,
po3pobiiene amepukancbkoro kommaniero Unity Technologies. Unity mo3Bomsie
CTBOPIOBATH MpOrpamu, IO MPaLOTh Ha OUTbII HIXK 25 pi3HHMX Iuardopmax, 110
BKJIFOUAIOTh MEPCOHATBHI KOMITHOTEPHU, IrPOB1 KOHCOJI1, MOO1IBHI IPUCTPO1, IHTEPHET-
nporpamu Ta iHmi. Bumyck Unity BigOyBcs y 2005 pomwi i 3 TOro yacy TpuBae
MOCTIHHUN PO3BUTOK.

Microsoft Visual Studio - imTerpoBane cepemosuine po3pooku (IDE) Bix
Microsoft. BoHO BUKOpHCTOBYETHCS JIJIsT pO3POOKH KOMIT FOTEPHHUX MPOTpaMm, a TaKokK
BeO-caiiTiB, BeO-70/aTKiB, BeO-cepBiciB Ta MOOLIBHMX mojartkiB. Visual Studio
BUKOPHUCTOBYE TIaTGopMu po3poOKH mporpaMHoro 3abesnedeHHs: Microsoft, Taxi sik
Windows API, Windows Forms, Windows Presentation Foundation, Windows Store 1

Microsoft Silverlight. Moxke cTBoptoBaTH SIK piTHUHN KOJ, TaK 1 KEPOBAHHI KO/I.
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GitHub - mocrawampHuk I[HTEpHET-XOCTHHTY st PO3POOKH TPOTPAMHOTO
3a0e3MneueHHs Ta KOHTPOIIIO Bepciit 3a nonomororo Git. BiH nponoHye po3noaiieHui
KOHTPOJIb BEPCiii 1 ympasiinHsa BUXigHUM KoxoM (SCM) Git, a Takoxx BiIacHi QyHKIII].
3abe3nedye KOHTPOJIb TOCTYMy Ta JeKuUIbKa (DyHKIH CHiIbHOI POOOTH, TaKHX SK
BIJICTeXKEHHSI TOMUJIOK, 3amuTU (QYHKIINA, KepyBaHHS 3aBJaHHSAMHU, Oe3lepepBHA
1HTerparlisi Ta BiKi i1 KoxkHOTO mpoekty. Cranom Ha mucromnan 2021 poky GitHub
MOBIJIOMJISIE, IO Ma€ IMOHAaJa 73 MUIBHOHM po3poOHUKIB 1 moHan 200 MiabHOHIB
pero3uTOopiiB (BKIHOYAIOYM MTPUHAKMHI 28 MUIBHOHIB 3arajbHOOCTYITHUX CXOBHIIT).
[{e HalO1IBIINIA XOCT BUXITHOTO KOy cTaHOM Ha juctona 2021 poky.

Microsoft Paint - mpoctuii pacTpoBwuii rpadidHnil peIakTop, SKH BXOIUTH 10
ckiagy Bcix Bepcid Microsoft Windows. [Iporpama Bigkpuae Ta 30epirae Qaitnu y
dopmarax Windows bitmap (BMP), JPEG, GIF, PNG Ta onnocropinkoBux TIFF.
[Iporpama moske OyTH B KOJIbOPOBOMY a00 JTBOKOJIIPHOMY YOPHO-OLIOMY peXKUMI, aje
HEMAa€ PEXKUMY BIITIHKIB CIpOTO. 3aBISKU CBOil MPOCTOTI Ta TOMY, III0 BOHA BXOJIUTh
no ckiany Windows, BoHa IIBUIKO CTajla OJHIEI0 3 HAMOUIbII BUKOPHUCTOBYBAHUX
nporpaMm y panHix Bepciix Windows, Bmepiie MO3HaAHOMHBIIKM Oaratbox 13
MaJIOBaHHSIM Ha KOMII'toTepi. BiH 10cCi IMPOKO BUKOPUCTOBYETHCSA IUISI MPOCTUX
3aBJlaHb MAHIITYJIFOBAaHHS 300pa’KEHHSIMH.

Blender - G6e3xomroBHMit Habip mporpamMHUX 3aco0iB JIsl KoM roTepHoi 3D-
rpadikd 3 BIZKPUTUM BHUXITHUM KOJIOM, SIKU BUKOPUCTOBYETHCS JUIsl CTBOPEHHS
aHIMaIIiHUX (DUIbMIB, Bi3yaJdbHUX €(EKTIB, MUCTENTBa, 3D-apykoBaHUX MOJENEH,
aHiMalliHO1 rpadiku, 1HTepakTUBHUX 3D-monmartkiB, BIPTyajbHOI pEANbHOCTI Ta,
panime, Bigeoirop. ®Dynkmii Blender Bxmouators 3D-mopmemtoBanHS, YO-
KaprorpadyBaHHs, TEKCTypyBaHHS, MU(PPOBE MalllOBaHHS, pelaryBaHHS PacTPOBOI
rpadiky, TakeJaX 1 3HITTS IIKIpU, MOJCITIOBAHHS PIAMHU Ta JUMY, MOJCIIOBAHHS
YAaCTUHOK, MOJICTIOBAHHS M’ SIKOTO TiJIa, CKYJBITYyBaHHS, aHIMAIlI0, TEPEMIIICHHS
MaT4iB, PEHAEPUHI, rpadiky pyXy, pelaryBaHHs BiJie0 Ta KomMmno3uTuHr. Blender
nomyysipanii cepen crinbHOTH FOSS 1 modarkiBIiliB 3aBAsIKA CBOTH JTOCTYMHOCTI Ta

OE3KOIITOBHOCTI.
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2.6.3. Buki1MK Ta 3aBaHTa:KeHHS NMPOrpaMu

Jlnst komm ' rorepiB Ha 6a3i OC Windows:
ApXiB 3 OJAaTKOM 3aBaHTaXY€THCS 3 MEPEkKi IHTEPHET Ta PO3MAKOBYETHCS 32
JOTIOMOIOI0 TporpaM apxiBaropiB(Hanpukiaazn, 7ZIP). ITicias po3makoBKH 10JaTOK

MOYKHA 3aITyCKaTH uepe3 .exe (aiis, TuBiThes puc. 2.5.

Mma [ata nameHeHunsa Tun
HexGame_Data 17.05.2022 15:43 Mank
MonoBleedingEdge 29.04.2022 19:50 Mank

Q HexGame.exe 07.04.2020 07:10 Mpw

UnityCrashHandler32.exe 07.04.2020 07:05 Mpwi

| UnityPlayer.dll 07.04.2020 07:11 Pacu

Puc. 2.5. Ilpuxnan nanku 3 10JaTKOM MICIs pO3MaKyBaHHS apXiBy

Jlnst MOOUTEHUX TIpUCTPOiB Ha 6a3i Android:

HeoOxinHo 3aBanTakut .apK daiin Ta 3amyctutu woro. [lami Bu moOadnte
CTaHJIapTHE BIKHO BCTAHOBJICHHSI JOAATKIB, MUBITBCA pHUC. 2.6. (Teped UM MOXKe
3HAJOOUTUCS JIO3BOJIUTU BCTAHOBJICHHS Mporpam 3 HeBimoMux mkepen). Ilicis
BCTaHOBJICHHs .apK (haiily 10IaTOK 3armyCKaeThCs 3a JOMOMOIOK 1KOHKH, IO MOXE

OyTH 3HailificHa Ha TOJIOBHOMY €KpaHi a00 Y MEHIO 3 PEIITOI0 MPOTPaM.
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1525 O & e L2

® ShipGame

9TO NpUNOXeHue He TpebyeT
cneunanbHbIX paspeLleHuii.
YcTaHoBUTDL ero?

OTMEHA  YCTAHOBUTb

< ® =

Puc. 2.6. IIpuknan intepdeiicy BikHa BCTaHOBICHHs qoaaTKy Ha Android

2.6.4. Onuc inTepdeiicy kopucryBaua

[Ticns 3amycKy irpoBOTO J10JIaTKy MEPIIMM €KPaHOM, 110 0a4uTh KOPUCTYBad €
rojoBHe MeHI0. TyT BiH MOXKe 3allyCTUTU TPy, BUOpatu i po3mip, 3alTH B €KpaH

HaJalITyBaHb a00 BUITH 3 TpH, AUBIThCA puUC. 2.7. - puc. 2.9.
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Puc. 2.7. T'ojioBHE MEHIO

p Music

Effects
—

B Mute

Puc. 2.8. Expan HanmamryBaHb




¢ * -J

Select map size ¥

Puc. 2.9. Expan Bubopy po3mipy rpu

[Ticnss BuGOpy po3Mmipy TIpH KOPUCTYBay IOTpAIUIsi€ HAa OCHOBHUMN IrpoBHUI
eKpaH, JIe¢ BIH MOXXE OIEpyBaTH KHOIKAMH, 110 BUKIUKAIOTH 3PYIICHHS B irPOBOMY
MpoIleCi, HOBI €KpaHW 3 JIeTAJIbHOIO I1H(opMaIielr0o ad0 KOHTEKCTHHUMH JiSIMH,
BUKJIMKATH €KpaH Tay3d, IO JI03BOJISIE TEPEUTH 10 HaNAIITyBaHb, TIOBEPHYTHUCS B

MEHIO, BUHTH 3 TP a00 MPOJAOBKUTH TPy, MuBiThCA puc. 2.10. - puc. 2.14.

' 1000 «% 1000 @ 1000

Puc. 2.10. OcHOBHU#i iTpOBUil €KpaH
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@ 1000 & 1000 % 1000 @ 1000

[FSettings
e

Puc. 2.11. Expan nay3u

@ o950 & 1000 <% 1000

Farm

Requirements:

Production:

Puc. 2.12. — Expan OyniBHHIITBA.




@ 750 & 1000 <% 1000

Farm
1LVL

Production
@ 100 ‘O -20
' Upgrade Cost

® 200 & 300

Destroy Upgrade

Puc. 2.13. — Expan anrpeiiy iCHyt0401 Oy/IiBJIL.

11000 <% 1000 @ 1000

Puc. 2.14. — ExpaHn HaliMy IOHITIB.
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PO3JILI 3
EKOHOMIYHIN PO3I1T

3.1. Po3paxyHok TPyAOMiCTKOCTI Ta BAPTOCTi pO3POOKH MPOrPAMHOI0 MPOAYKTY

[TouaTkoBi maHi:

nepeadoadyBaHe 4ucio onepaTopis mporpamu — 2500;
KoeIII€HT CKIaTHOCTI Tporpamu — 1,4;

Koedilie€HT KOopeKIii mporpaMu B Xoi i po3pooku — 0,06;

roJIMHHA 3apo0iTHA IJ1aTa mporpamicta — 147 rpH/Tox;

o~ WD E

Koe(DILIeEHT 30UIBbIICHHS BUTPAT Mpall BHACIIJIOK HEIOCTATHBOTO OMHUCY
3agaul — 1,2;

6. Koedimient kBamdikaiii nporpamicta, 00yMOBJIEHUN BiJl CTaxy poOOTH 3
aHoi creriaiabpHocTi — 1,3;

7. BapricTh MamHO-roaAuHU EOM — 16 rpH/To.

HopmyBannst mparti B mporieci ctBopeHHs [13 iCTOTHO yCKiIaJHEHO B CHITY
TBOPUYOTO XapakTepy mpaill mporpamicta. ToMy TpymnomicTKicTh po3pooku [13 moxe
OyTH po3paxoBaHa Ha OCHOBI CUCTEMH MOJIEJIEH 3 PI3HOK TOYHICTIO OI[IHKH.

TpynomictkicTh po3pobku 113 MoxHa po3paxyBaTi 3a (HOPMYIIOLO:

t=t, +t, +t,+t, +t  +1, momuwo-romm,  (3.1)

ne t, — BUTpaTH mpaili Ha MiATOTOBKY ¥ OMKC MOCTaBJIEHO1 3a7a4i (MpUMaeThCs

50);

t, — BUTpaATH Tparli Ha JIOCIIPKEHHS aJlTOPUTMY PIIIEHHS 3a/1a4i;
t, — BUTpaATH Tparli Ha po3poOKy OJI0K-CXeMH aITOPUTMY;
t, — BUTpaATH mparli Ha MpOTrpaMyBaHHsI 110 TOTOBIN OJIOK-CXEMi;

t .. — BUTPATH Mpalli Ha HaJaropkeHHs nporpamu Ha EOM;

t, — BUTpATH Ipalli Ha MIATOTOBKY JOKYMEHTAII.
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CkJ1a10B1 BUTpATH Mpalli BU3HAYAIOTHCA Yepe3 YMOBHE YUCIIO oneparopis y 113,
SIKE PO3POOIAETHCS.

YMOBHE 9HCII0 onepaTopiB (MiAIporpam):

Q=qC-(1+p), (3.2)

ne q — nepeadadyBane yucio omeparopis (2500);
C — xoedirieHT cKIIagHOCTI porpamu (1,4);

p — Koe(imieHT KopemnsIii mporpaMu B Xoi ii po3pooxu (0,06).
Q = 2500-1,4-(1+0,06) = 3710;

Butparu mpaiii Ha BUBUYEHHS ONUCY 3aja4yl td BU3HAYAETHCS 3 ypaxXyBaHHIM

YTOYHEHHS OMHKCY 1 KBaJli(ikalli mporpamicra:

Q-B

y = —(75."85) N7 JTIOTUHO-TOIUH (3_3)

ne B — xoedirieHT 301IbIIEHHS] BUTPAT Tpalll BHACIIIOK HEIOCTATHHOTO OIHUCY
3anaui (1,2);
K — koedimienT kBamidikamii nporpamicra, 0OyMOBIEHUN CTakeM pOOOTH 3

nanoi crnerianpHocTi (1,1);
t, = 3710 - 1,2/(85 - 1,3 )= 40,3, 110 AUHO-TOHH.
Butparu npaiii Ha po3poOKy aaropuTMmy pillieHHs 3ajayi:

_ Q ;
ta = (20..25)-K '

(3.4)

te =3710/(20 - 1,3) = 142,7, n1oAMHO-TO/IUH.

Butparu Ha ckinagaHHs IpOrpaMHu 1o TOTOB1M OJ10K-cXeMi:
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__ o
n (20...25)K’

(3.5)
t, =3710/(25 - 1,3) = 114,2, moauHO-TOIUH.

Butparu npami Ha HanaromkeHHs nporpamu Ha EOM:

— 3da YMOBH dBTOHOMHOTI'O HAJIAIrOKCHHS OJJHOT'O 3aBAaHHS:

_ Q .
torn = (4..5) K’

(3.6)
torn = 3710/(5 - 1,3) = 570,8, mroguHO-TOINH,
— 33 YMOBH KOMIUIEKCHOT'O HAJIArOJKEHHS 3aB/JIAHHS:
torn = L2~ tom; (3.7)
tors = 1,2 -570,8 = 684,9, moauHo-TouH,
Butparu npaiii Ha miAroToBKY JOKYMEHTAaIlli:

ta = tap + tao; (38)

ne 1y, — TPYAOMICTKICTb MIJATOTOBKU MaTepiaiiB 1 pyKOIMHCY;

ty= —— (3.9)

- (15...20)-1(;
ts =3710/(20 - 1,3) = 142,7, moauHO-TOIUH,

ne ty,— TPYIOMICTKICTh pe/laryBaHHs, Ie4aTKu U o(pOpMIIEHHS TOKYMEHTAIlIi;
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too=0,75-top; (3.10)

tso = 0,75 -142,7 = 107,3, 1101MHO-TOIHH.

ty = 142,7 + 107,3 = 250, 1101MHO-TOIHH.

OTpumaemMo TPyIOMICTKICTh PO3POOKH TPOTrPAaMHOTO 3a0€3IEUCHHS

t=50+ 40,3+ 142,7 + 114,2 + 570,8 + 250 = 1168, nmroanHO-TOAMH.

VY pesynbrari MU po3paxyBajid, 10 B 3arajibHiil CKiIagHOCTI HeoOximHO 1168

JIOAUHO-TOANH JJIA pO3pO6KI/I AaHOI'0 IIPOIrpaMHoOIo 3a0e3IeueHHS.

3.2. PaxyHOK BUTPAT Ha CTBOPEHHS NPOTrpamMu

Butpatu na ctBopenns I3 Kmo BkiIrO4aroTh BUTpard Ha 3apoOITHY IuiaTry
BUKOHaBUg nporpamu 3311 1 BUTpaT MamIMHHOTO 4Yacy, HEOOXIJIHOr0 Ha

HaJjlaro/kKeHHs nporpamMu Ha EOM.
Kno = 331+ 3us , rpn, (3.11)
3317 — 3apo0ITHA MJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCS 32 (HOPMYJIOHO:
33m=t-Cnp , rpH, (3.12)
ne t — 3arajgpHa TPYAOMICTKICTb, JIFOAUHO-TOJIUH;

Czp — cepeHs TOIMHHA 3apo0iTHA TUTaTa MporpamicTta, TPH/TOIUHA.

3 ypaxyBaHHSIM TOTO, 1[0 CEpPEeAHs TOJWHHA 3apIuiaTa mporpaMmicra CTaHOBHUTh

147 rpu/Tron, TO OTpUMAEMO:
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33 = 1168-147 = 171696, rph.

Bapricts mammuHOro yacy 3MB, HeoOXiqHOTO ISl HAJIAroKEHHsS MPOTPaMHU

Ha EOM, Bu3HavgaeThes 3a HOpPMYIIoro:
3ms = toms - Cu , I'PH, (313)

ne tom, — TPYJIOMICTKICTh HaJlarokeHHs rmporpamMu Ha EOM, rog;

Cyy — BapTicTh MammHo-roguan EOM, rpa/To.

3up = 570,816 = 9138,8 rph.

3BiIICI/I BUTpPATHU HAa CTBOPCHHA IIPOI'PAMHOI0O IIPOAYKTY:

Kpo = 171696 + 9138,8 = 180828,8 rp=.

OuikyBanuit nepiof crBopenns [13:

t

T=
B, -F, Mec. (3.14)

ne Bx — 4nciio BUKOHABIIIB;
Fo — micsaunuii ponn pobodoro uacy (npu 40 rogMHHOMY POOOUYOMY THIKHI
Fp=176 roaun).

Butparu Ha CTBOPEHHS ITPOTPAMHOIO MPOAYKTY:

T =1168/(1 - 176 ) = 6,6 mic.

BucHoBkn. MoG6insHuii momatok Mae Bapricth 180828,8 rpu. HmosipHnii

OYiKyBaHUU yac po3poOku — 6,6 micsli npu cranaapTHoMmy 40-rogmHHOMY POoOOUOMY
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TkHI 1 178-roguHHOMY pobouomy Mmicsii. el TepmiH moOB’sS3aHUN 3 KIJIBKICTIO
omeparopiB 1 BKJIHOYAae B ceOe vac I JOCTIIKEHHS Ta PO3POOKY aIrOpUTMY
pO3B’sI3aHHS 3a/1a4i, po3poOKy AM3aiiHy 1 CTBOpeHHS MoKyMeHTarii. Ha po3poOky

MOOUTBHOTO JA0AaTKy Oyne BuTpadeHo 1168 roaquHo-ToIuH.
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BUCHOBKU

[lin wac BukoHaHHS KBamidikamiiHoi pobotu OyB  po3poOneHuit
MYJIBTUILUIAT(GOPMEHHUM ITPOBHIM  JTOJIATOK, BHUKOPUCTOBYIOYM CYYaCHHUM 1TPOBUIA
asuryn Unity.

OCHOBHUM TPHU3HAYCHHSM JIOJIATKy € BUKOPHUCTAHHS Y PEKpEaIiiHuX IsIX y
BUIbHUH 4ac. Takox rpa crpusie MiABUILIEHIN coliami3allii 3aBAsSKH HEOOX1THOCTI Y
KUBOMY CYIIPOTHUBHHUKY, 110 JTOJJATKOBO CIIPHSE BUHUKHEHHIO €PEKTy CyNepHHUIITBA Ta
MOKPAIEHHIO MUCITUTENFHUX 3AaTHOCTEH, PO3BUTKY CTPATEriuHOTO MUCIICHHS Ta
3arajibHOro 3HMKEHHS CTPECy uepes3 irpoBy GopMmy.

IIpu cTBOpeHHI AoAaTKy OyB BHUKOPHCTAaHI Cy4YacHI MIAXOAH A0 00 €KTHO
OpPIEHTOBAHOTO TMPOTPAMyBaHHS, a CaM€ CTPYKTypa NpOrpaMH IiJBOIUIIACS ITiJT
npuniunu SOLID, 3anpononoBani Maiikiom ®aepcoM Ha OYATKY IBOXTUCAYHUX, A
came: NPHUHIMI €JUHOI BlANOBiAaNbHOCTI(SIngle responsibility principle),nmpunimn
BIJIKpUTOCTI/3aKpuTOoCTi(Open-closed principle), MPUHLIUII M1/ICTAaHOBKH
JlickoB(Liskov substitution principle),npuniun po3aineHHs iHTepdericiB(interface
segregation principle), npuHIUI 1HBepcii 3anexHocTei(dependency inversion
principle). Yce me crmpusie 3po3yMiJIOCTI CTPYKTYPH Ta BIIKPUTOCTI JIONATKY [0
NIATPUMKHU ICHYIOUMX Ta MOJAJIBIIOT0 BIPOBAIXKEHHSI HOBUX (DYHKIIIH.

Takox mig yac BUKOHAHHS KBadidikamiitHOi poOOTH y €KOHOMIYHOMY PO3JILITi
Oynu TpoOBEAEHl MIAPaXyHKH JJIsi BHU3HAYEHHS TPYAOMICTKOCTI pO3pOOJIEeHOi
iHdopmaniitHoi cuctemu 1168 MHOIUHO-TOAMH, BapTOCTI POOOTH MO ii CTBOPEHHIO

180828,8 rpu Ta yacy BUTpa4eHOTO Ha CTBOPEHHS 6.6 MicC.
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KOJA NIPOI'PAMUA

Jlictuar AudioManager.cs:

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Audio;

JOJATOK A

public class AudioManager : MonoBehaviour//Menemxep BianoBigadbHUMN 32 My3UKY

{

public static AudioManager Instance;
public string musicKey;

public string effectsKey;

public string muteKey;

private bool _isMuted,;
[SerializeField]

private AudioMixer _audioMixer;
[SerializeField]

private AudioSource _musicSource;
[SerializeField]

private AudioSource _effectsSource;
[SerializeField]

private List<AudioClip> _audioClips;
[SerializeField]

private List<AudioClip> _musicList;

private void OnEnable()
{

if (Instance != null)

{

Destroy(Instance.gameObject);

}

Instance = this;

}

private void Start()

{
SetAudio();
DontDestroyOnLoad(this);

}

private void SetAudio()//BucraBisie rydHicTh BIAIOBIIHO /10 30€peKEHHUX 3HAUECHb

{

_audioMixer.SetFloat(musicKey, GetSavedVolume(musicKey));
_audioMixer.SetFloat(effectsKey, GetSavedVolume(effectsKey));
_isMuted = Convert. ToBoolean(PlayerPrefs.GetInt(muteKey, 0));

CheckForMute();

45



¥

public float GetSavedVolume(string key)//IToBepTae 30epexeHi 3HaYCHHS

{

float sound = 0;
if (PlayerPrefs.HasKey(key))

{
sound = PlayerPrefs.GetFloat(key, 0);

}

return sound;

}

public void SetVolume(string key,float value)//BucraBisie HOBe 3HaYCHHS BiAMOBIIHO J10
3HAYCHHS Claiaepa

{
Debug.LogError(value);
_audioMixer.SetFloat(key, Mathf.Log10(value) * 20);
PlayerPrefs.SetFloat(key, Mathf.Log10(value) * 20);
PlayerPrefs.Save();
}
public void SetMuteState(bool isMuted)//3MiHI0€ cTaTyc MbIOTa
{
_isMuted = isMuted;
PlayerPrefs.SetInt(muteKey, Convert.Tolnt32(isMuted));
PlayerPrefs.Save();
CheckForMute();
}
private void CheckForMute()//MplOTUTB 3BYKH 200 MTOBEPTaE 10 30epeKEHHUX 3HAUYCHD
if (_isMuted)
{

_audioMixer.SetFloat(musicKey, -80);
_audioMixer.SetFloat(effectsKey, -80);

}

else

{

_audioMixer.SetFloat(musicKey, GetSavedVolume(musicKey));
_audioMixer.SetFloat(effectsKey, GetSavedVolume(effectsKey));

¥
¥

public bool IsMuted()//TToBepTae 3HaAYCHHS MBIOTY

{
¥

return _isMuted;

public void PlaySound(Sounds sound)//ITporpae o6panuii 3Byk oauH pa3

{
_effectsSource.PlayOneShot(_audioClips[(int)sound]);

}
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public void PlayMusic(Music music)//ITourHae rpatu BUOpaHy My3HKY
{

_musicSource.clip = _musicList[(int)music];

_musicSource.Play();

}

public AudioClip GetAudioClip(Sounds sound)//IToBepTae yci 3Bykn
{

return _audioClips[(int)sound];
¥
}

public enum Sounds//3Byku 1110 € B TPOEKTI
{
Button,
Slider,
CloseWindow,
OpenWindow,
BuyCell,
Build,
Upgrade,
Hire,
Castle,
Farm,
Lambermill,
Mine,
Smith,
NextTurn

}

public enum Music//My3uka 1110 € B IPOEKTI
{

MenuMusic,

GameMusic

}
Jlictunr CellsManager.cs:

using System;

using System.Collections.Generic;
using System.L.ing;

using UnityEngine;

public class CellsManager : MonoBehaviour
{
public static CellsManager Instance;
private HexCell _currentHex;
[SerializeField]
private List<HexCell> _playerlHexCells;
[SerializeField]
private List<HexCell> player2HexCells;
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private Dictionary<ResourceType, int> _playerlResources;
private Dictionary<ResourceType, int> _player2Resources;
private HexGrid _hexGrid;

private int _player1CellPrice = 50;

private int _player2CellPrice = 50;

public int cellPrice = 50;

private void OnEnable()
{

if (Instance)

{

Destroy(Instance.gameObiject);
¥
Instance = this;
SetResources();
_hexGrid = FindObjectOfType<HexGrid>();
cellPrice = _player1CellPrice;

}

private void SetResources()//3aroBHEHHS CIIOBHUKIB 3 pecypcaMu TpaBIliB
{
_playerlResources =
Enum.GetValues(typeof(ResourceType)).Cast<ResourceType>().ToDictionary(t => t, t =>
0);
_player2Resources =
Enum.GetValues(typeof(ResourceType)).Cast<ResourceType>().ToDictionary(t =>t, t =>
0);
}

private void Start()

{
SetAvailablility(_player2HexCells, false);

SetAvailablility(_playerlHexCells, true);
_hexGrid.TriangulateAll();
EventManager.NextTurn += NextTurn;

}

private void NextTurn()//Hactynuuii xin

{

GetCellsProduction(PlayerManager.Instance.currentPlayer);
PlayerManager.Instance.ChangePlayer();

ChangePlayers();

_hexGrid.TriangulateAll();
EventManager.UpdateResources?.Invoke();

¥

private void ChangePlayers()// Xin nepexoauTs 10 HOBOTO I'paBIs

{
if (PlayerManager.Instance.currentPlayer.Equals(Player.Playerl))

SetAvailablility(_player2HexCells, false);
SetAvailablility(_playerlHexCells, true);
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_player1CellPrice = cellPrice;
cellPrice = _player2CellPrice;

}

else

{
SetAvailablility(_playerlHexCells, false);

SetAvailablility(_player2HexCells, true);
_player2CellPrice = cellPrice;
cellPrice = _player1CellPrice;
¥
¥

public void GetCellsProduction(Player player)//36upae goxix o6paHoro rpaBus

{
for (inti = 0; i < Enum.GetValues(typeof(ResourceType)).Length; i++)

{
it (player.Equals(Player.Playerl))

{

_player1Resources[(ResourceType)i] += GetProductionincome((ResourceType)i,
PlayerManager.Instance.currentPlayer);

}

else

{

_player2Resources[(ResourceType)i] += GetProductionincome((ResourceType)i,
PlayerManager.Instance.currentPlayer);

¥
j

EventManager.UpdateResources?.Invoke();

}

public int GetProductionincome(ResourceType resource, Player player)//IToBepTae moxin
IIEBHOI'O peCypcy

int income = 0;
if (player.Equals(Player.Playerl))
{
for (inti=0; i< _playerlHexCells.Count; i++)
{
income +=_playerlHexCells[i].production[resource];
}
¥
else
{
for (inti=0; i < _player2HexCells.Count; i++)
{
income +=_player2HexCells[i].production[resource];
}
¥
return income;

}
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public void AddResource(ResourceType resourceType, int amount, Player player)//lonae
pecypc 10 “raMaHus’’ rpaBiis

if (player.Equals(Player.Playerl))

{

_player1Resources[resourceType] += amount;
¥
else
{

_player2Resources[resourceType] += amount;
¥

}

public int GetProductionAmount(ResourceType production, Player player)//IloBepTae KibKiCTh
MIEBHOTO pecypcy

it (player.Equals(Player.Playerl))
{

return _playerlResources[production];

}

else

{
return _player2Resources[production];
}
}

public void AddNewCell(HexCell hexCell, Player player)//[lonae onHy KJIiTHHY TPABIIO

{
it (player.Equals(Player.Playerl))

{
_playerlHexCells.Add(hexCell);

}

else

{
_player2HexCells.Add(hexCell);
¥
¥

public void ChangeOwner(Player player, HexCell cell)//Ilepenaua KoHTpOIIO 1151 KITITHHOIO

{
if (player.Equals(Player.Playerl))

{
_player2HexCells.Remove(cell);
_playerlHexCells.Add(cell);

b

else

{

_playerlHexCells.Remove(cell);
_player2HexCells.Add(cell);

}
CheckForGameEnd();

}
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private void CheckForGameEnd()

{
if (_player1HexCells.Count == 0)

{

PlayerManager.Instance.SetWinner(Player.Player2);
¥
else if (_player2HexCells.Count == 0)

PlayerManager.Instance.SetWinner(Player.Playerl);

¥
¥
public void SetCurrentHex(HexCell hexCell)//Bubip xiituau
{
_currentHex = hexCell;
¥
public HexCell GetCurrentHex()//IloBeprae oOpany KIiTHHY
{
return _currentHex;
¥

public bool CanBuy(Dictionary<ResourceType, int> price, int multiplier)//IlepeBipsie un
JIOCTaTHBO PECYPCIB JJIS TOKYTIKU

foreach (KeyValuePair<ResourceType, int> pair in price)

{

if (GetProductionAmount(pair.Key, PlayerManager.Instance.currentPlayer) < pair.Value *
multiplier)

{

return false;

¥
¥

return true;

}

public void BuySomething(Dictionary<ResourceType, int> price, int multiplier)//Butpauae
pecypcu Ha MOKYTIKY

{
foreach (KeyValuePair<ResourceType, int> pair in price)
{
AddResource(pair.Key, -pair.Value * multiplier, PlayerManager.Instance.currentPlayer);
¥
EventManager.UpdateResources?.Invoke();
¥
public void SetAvailablility(List<HexCell> cells, bool availability)//3mintoe cratyc k1iTHHHA Ha
JIOCTYITHUN
{
for (inti=0; i < cells.Count; i++)
{
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cells[i].SetNeighborsAvailable(availability);

¥
¥

public void HighlightCells(bool isActive)//ITincBivye miaxomsili KIITHHA

{

List<HexCell> cells;
if (PlayerManager.Instance.currentPlayer.Equals(Player.Playerl))

cells = _playerlHexCells;
¥

else

cells = _player2HexCells;

¥
for (inti =0; i <cells.Count; i++)
{
cells[i].ChangeWalkableSprite(isActive);
¥
}
¥

Jlictunr EventManager.cs:
using System;

public class EventManager

{

public static Action UpdateResources;
public static Action NextTurn;

public static Action<HexCell> CellSelected;
public static Action<HexCell> PlaceUnit;

}
Jlictunr ParticlestManager.cs:

using System.Collections.Generic;
using UnityEngine;

public class ParticlesManager : MonoBehaviour

{

public static ParticlesManager Instance;
[SerializeField]
private List<ParticleSystem> _particles;

private void OnEnable()

{
if (Instance !=null)
{
Destroy(Instance.gameObject);
¥
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Instance = this;

}

public void PlayParticle(Particles particle, Vector3 position)

{

ParticleSystem particleSystem = _particles[(int)particle];
particleSystem.transform.position = position;
particleSystem.Play();

¥
¥

public enum Particles

{
Build,

Death
}

Jlictunr PlayerManager.cs:
using UnityEngine;

public class PlayerManager : MonoBehaviour

{

public static PlayerManager Instance;
public Player currentPlayer;

public bool isMovingUnit;

public UnitScreen unitScreen;

private void OnEnable()
{

if (Instance)

{

Destroy(Instance.gameObject);

}

Instance = this;

}

private void Start()
{

}

public void ChangePlayer()
{

AudioManager.Instance.PlayMusic(Music.GameMusic);

if (currentPlayer.Equals(Player.Playerl))
{

currentPlayer = Player.Player2;

¥

else

{

currentPlayer = Player.Player1,;
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}
Debug.LogError(currentPlayer);

}

public void SetWinner(Player player)
{

¥
¥

public enum Player

{
Playerl,

Player2
¥

Jlictuar PlayerManager.cs:

Debug.LogError("Winner: " + player);

using DG.Tweening;
using UnityEngine;
using UnityEngine.Ul;

public class UIManager : MonoBehaviour
{
[SerializeField]
private Button _menuButton;
[SerializeField]
private Button _nextTurnButton;
[SerializeField]
private Button _hireButton;
[SerializeField]
private Text _turnText;
private Transform _turnTransform;
private bool _isAnimating;

private void Start()

{
_menuButton.onClick.AddListener(ShowMenu);
_nextTurnButton.onClick.AddListener(NextTurn);
_hireButton.onClick.AddListener(OpenHiringWindow);
_turnTransform = _turnText.transform.parent;
ShowWhichTurn();

}

private void ShowMenu()

{
if ("WindowManager.Instance.WindowIsOpen())

{
WindowManager.Instance.OpenWindow(WindowType.PauseWindow);

¥
¥
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private void NextTurn()
{
if (1_isAnimating)
{
EventManager.NextTurn?.Invoke();
AudioManager.Instance.PlaySound(Sounds.NextTurn);
ShowWhichTurn();

¥
¥

private void ShowWhichTurn()

{
ChangeAnimatingStatus();
Vector3 pos = _turnTransform.position;
_turnText.text = PlayerManager.Instance.currentPlayer + s Turn";
Tween tween = _turnTransform.DOMoveY (pos.y - 150, 1);
tween.OnComplete(() => ResetTurnTextPosition());
tween.SetEase(Ease.InOutBack);

}

private void ResetTurnTextPosition()

{

Tween tween = _turnTransform.DOMoveY (_turnTransform.position.y + 150, 1);
tween.SetEase(Ease.InOutBack);

tween.SetDelay(0.5f);

tween.OnComplete(() => ChangeAnimatingStatus());

}

private void ChangeAnimatingStatus()
{

}

private void OpenHiringWindow()
{

_isAnimating = !_isAnimating;

if ("WindowManager.Instance.WindowIsOpen())

{
WindowManager.Instance.OpenWindow(WindowType.HiringWindow);
¥
b

private void Update()

{
if (Input.GetKeyDown(KeyCode.Space))

{
NextTurn();
¥
¥
¥
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Jlictuar WindowManager.cs:

using System.Collections.Generic;
using UnityEngine;

public class WindowManager : MonoBehaviour
{
public static WindowManager Instance;
private BasicWindow _currentWindow;
[SerializeField]
private PriceElement _priceElement;
[SerializeField]
private BasicWindow _buildingWindow;
[SerializeField]
private UpgradeWindow _upgradeWindow;
[SerializeField]
private SettingsWindow _settingseWindow;
[SerializeField]
private PauseWindow _pauseWindow;
[SerializeField]
private HiringWindow _hiringWindow;
[SerializeField]
private StartWindow _startWindow;
public bool isHiring;

private void OnEnable()
{

if (Instance)

{

Destroy(Instance.gameObject);

}

Instance = this;

}

private void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))

{

if (!_currentWindow)

{
OpenWindow(WindowType.PauseWindow);

¥
¥
¥

public bool WindowlsOpen()

{
if (_currentWindow)

{

return true;

56



¥

return false;

}
public void OpenWindow(WindowType windowType)
{
switch (windowType)
{
case WindowType.BuildingWindow:
_currentWindow = _buildingWindow;
break;
case WindowType.UpgradeWindow:
_currentWindow = _upgradeWindow;
break;
case WindowType.SettingsWindow:
_currentWindow = _settingseWindow;
break;
case WindowType.PauseWindow:
_currentWindow = _pauseWindow;
break;
case WindowType.HiringWindow:
_currentWindow = _hiringWindow;
break;
case WindowType.StartWindow:
_currentWindow = _startWindow;
break;
}
_currentWindow?.OpenWindow();
}
public void CloseWindow()
{
if (_currentWindow)
{
if (_pauseWindow.gameObject.activelnHierarchy)
{
_currentWindow = _pauseWindow;
}
}
_currentWindow.gameObject.SetActive(false);
_currentWindow = null;
}

public void SetUpLayout(Dictionary<ResourceType, int> dict, Transform layout, int multiplier)

{

foreach (KeyValuePair<ResourceType, int> pair in dict)

{
if (pair.Value !'=0)
{
PriceElement priceElement = Instantiate(_priceElement, layout);
priceElement.SetUpElement(pair.Key, pair.Value * multiplier);
¥
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¥
¥

public void SetUpSeparatedLayout(Dictionary<ResourceType, int> dict, Transform layoutl,
Transform layout2)

{

foreach (KeyValuePair<ResourceType, int> pair in dict)
if (pair.Value > 0)

PriceElement priceElement = Instantiate(_priceElement, layoutl);
priceElement.SetUpElement(pair.Key, pair.Value);

by

else if (pair.Value < 0)

{
PriceElement priceElement = Instantiate(_priceElement, layout2);
priceElement.SetUpElement(pair.Key, pair.Value);

¥
¥
¥
¥

public enum WindowType

{
BuildingWindow,
UpgradeWindow,
SettingsWindow,
PauseWindow,
HiringWindow,
StartWindow

}

Jlictuar HexCell.cs:

using DG.Tweening;

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class HexCell : MonoBehaviour
{
public HexCoordinates coordinates;
public UnitScript unitStanding;
public Dictionary<ResourceType, int> production;
public int level = 1;
[SerializeField]
public GameObject _playerlHex;
[SerializeField]
public GameObject _player2Hex;
[SerializeField]
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HexCell[] neighbors;

public CellStatus cellStatus;

private BuildingType _buildingType;
[SerializeField]

private Transform _humanBuildings;
[SerializeField]

private Transform _undeadBuildings;
[SerializeField]

private List<GameObject> _playerBuildings;
[SerializeField]

private SpriteRenderer _sprite;
[SerializeField]

private SpriteRenderer _walkableSprite;
[SerializeField]

private Text _priceText;

private Color _color;
[SerializeField]

private Color _unavaliableColor;
[SerializeField]

private Color _avaliableColor;
[SerializeField]

private Color _claimedColor;

private void OnEnable()
{

}

public HexCell GetNeighbor(HexDirection direction)
{

}

public void SetNeighbor(HexDirection direction, HexCell cell)
{

production = Buildingsinfo.zeroProduction;

return neighbors[(int)direction];

neighbors[(int)direction] = cell;
cell.neighbors[(int)direction.Opposite()] = this;
}

public Color GetCurrentColor()
{

switch (cellStatus)
{
case CellStatus.Unavaliable:
_color = _unavaliableColor;
break;
case CellStatus.Available:
_color = _avaliableColor;
break;
case CellStatus.ClaimedPlayer1:
_color = _claimedColor;
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break;
}

_sprite.color = _color;
return _color;

}

public void SetNeighborsAvailable(bool avaliable)

{
for (inti = 0; i < neighbors.Length; i++)

{
if (neighbors[i])

{
it (neighbors[i].cellStatus == CellStatus.Unavaliable && avaliable)

neighbors[i].cellStatus = CellStatus.Available;

else if (neighbors[i].cellStatus == CellStatus.Available && !avaliable)
{

neighbors[i].cellStatus = CellStatus.Unavaliable;

neighbors[i].ChangePriceText(avaliable);

¥
¥
¥

public void ChangePriceText(bool isActive)
{

_priceText.gameObject.transform.parent.gameQObject.SetActive(isActive);

}

public void SetPrice()
{

_priceText.text = CellsManager.Instance.cellPrice. ToString();

}

public BuildingType GetBuildingType()
{

return _buildingType;
}

public void SetProduction()
{
switch (_buildingType)
{
case BuildingType.Castle:
production = Buildingsinfo.castleProduction;
break;
case BuildingType.Farm:
production = BuildingsInfo.farmProduction;
break;
case BuildingType.Lambermill:
production = Buildingsinfo.lambermillProduction;
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break;
case BuildingType.Smith:
production = BuildingsInfo.smithProduction;
break;
case BuildingType.Mine:
production = Buildingsinfo.mineProduction;

break;
¥
¥
public void Build(BuildingType buildingType)
{

_buildingType = buildingType;

GameObiject building;

GetOwnersBuildings();

building = _playerBuildings[(int)_buildingType - 1];
AnimateConstruction(building);
ParticlesManager.Instance.PlayParticle(Particles.Build, transform.position);
SetProduction();

}

private void AnimateConstruction(GameObject building)
{
Vector3 scale = building.transform.localScale;
building.transform.localScale = Vector3.zero;
building.SetActive(true);
building.transform.DOScale(scale, 0.5f);

}

public void RemoveBuilding()

{
GetOwnersBuildings();
_playerBuildings[(int)_buildingType - 1].SetActive(false);
_buildingType = BuildingType.None;
production = Buildingsinfo.zeroProduction;

}

public void ClaimCell(Player player)

{
if (cellStatus.Equals(CellStatus.Available))

{
AnimateCell(player);

¥
if (player.Equals(Player.Playerl))

_playerlHex.SetActive(true);
_player2Hex.SetActive(false);
cellStatus = CellStatus.ClaimedPlayer1,;

¥

else

{
_playerlHex.SetActive(false);
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_player2Hex.SetActive(true);
cellStatus = CellStatus.ClaimedPlayer2;

¥
if (!_buildingType.Equals(BuildingType.None))
{

ChangeBuildingStyle(player);
¥
ChangePriceText(false);
SetNeighborsAvailable(true);

}

private void AnimateCell(Player player)
{
GameObject hex = new GameObiject();
it (player.Equals(Player.Playerl))

hex = _playerlHex;
¥

else

{
hex = _player2Hex;

}
Vector3 scale = hex.transform.localScale;
hex.transform.localScale = Vector3.zero;
hex.SetActive(true);
hex.transform.DOScale(scale, 0.5f).SetEase(Ease.OutBack);
for (inti = 0; i < neighbors.Length; i++)
{

if (neighbors[i])

{

if (Ineighbors]i].cellStatus.Equals(CellStatus.Available) &&
Ineighbors[i].cellStatus.Equals(CellStatus.Unavaliable))

neighbors[i].transform.DOShakeScale(0.5f, 0.1f);//.DOPunchScale(Vector3.one * 0.1f,

0.5f)
}
¥

}
¥
public void ChangeWalkableSprite(bool isActive)
{

_walkableSprite.gameObject.SetActive(isActive);
¥
public void ShowUpgrade()
{

PlayBuildingSound();

GameObject building = new GameObject();
GetOwnersBuildings();

building = _playerBuildings[(int)_buildingType - 1];
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building.transform.DOShakeScale(0.5f, 0.1f).OnComplete(() =>
WindowManager.Instance.OpenWindow(WindowType.UpgradeWindow));

}

public void UpgradeBuilding()

{
Invoke(nameof(AnimateUpgrade), 0.1f);

}

private void AnimateUpgrade()

{
_playerBuildings[(int) _buildingType - 1].SetActive(false);
level++;
GetOwnersBuildings();
GameObject building = _playerBuildings[(int)_buildingType - 1];
building.SetActive(true);
Vector3 scale = building.transform.localScale;
building.transform.localScale = Vector3.zero;
building.transform.DOScale(scale, 0.5f);
ParticlesManager.Instance.PlayParticle(Particles.Build, transform.position);

}

private void PlayBuildingSound()

{
string name = _buildingType.ToString();
Sounds sound = (Sounds)Enum.Parse(typeof(Sounds), name);
AudioManager.Instance.PlaySound(sound);

}

private void GetOwnersBuildings()

if (cellStatus.Equals(CellStatus.ClaimedPlayerl))

{
GetBuildingsList(Player.Playerl);

¥
else if (cellStatus.Equals(CellStatus.ClaimedPlayer2))

{
GetBuildingsList(Player.Player2);

¥
¥

private void GetBuildingsList(Player player)
{

List<GameObject> buildings = new List<GameObject>();
Transform buildingsParent;
if (player.Equals(Player.Playerl))

{
buildingsParent = _humanBuildings.GetChild(level - 1);

}

else

{
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buildingsParent = _undeadBuildings.GetChild(level - 1);

}
for (int i = 0; i < buildingsParent.childCount; i++)
{
buildings.Add(buildingsParent.GetChild(i).gameObject);
}
_playerBuildings = buildings;
}
private void ChangeBuildingStyle(Player newOwner)
{
if (newOwner.Equals(Player.Playerl))
{
GetBuildingsList(Player.Player2);
_playerBuildings[(int)_buildingType - 1].SetActive(false);
ParticlesManager.Instance.PlayParticle(Particles.Build, transform.position);
GetBuildingsList(Player.Playerl);
_playerBuildings[(int) _buildingType - 1].SetActive(true);
¥
else
{
GetBuildingsList(Player.Playerl);
_playerBuildings[(int)_buildingType - 1].SetActive(false);
ParticlesManager.Instance.PlayParticle(Particles.Build, transform.position);
GetBuildingsList(Player.Player2);
_playerBuildings[(int) _buildingType - 1].SetActive(true);
}
}
}
public enum CellStatus
{
Unavaliable,
Available,

ClaimedPlayerl,
ClaimedPlayer2

}

public enum BuildingType
{

None,

Farm,

Lambermill,

Smith,

Castle,

Mine
}

public enum ResourceType

{
Gold,

Wood,
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Ore,
Food

¥
Jlictuar CameraScript.cs:
using UnityEngine;

public class CameraScript : MonoBehaviour
{
[SerializeField]
private float _mainSpeed = 100.0f;
[SerializeField]
private float _scrollSpeed;
[SerializeField]
private float _minY;
[SerializeField]
private float _maxy;
private float _totalRun = 1.0f;

void Update()

{
if (WindowManager.Instance.WindowIsOpen())

{

¥
if (Application.platform.Equals(RuntimePlatform.Android))

{

return;

MoveWithTouch();
ZoomWithTouch();
}

else

{
MoveWithWASD();

ZoomWithMouse();

¥
¥

private void MoveWithTouch()

{
if (Input.touchCount ==1)

{
Touch touch = Input.GetTouch(0);

Vector3 delta = touch.deltaPosition * 0.1f;
transform.position += new Vector3(-delta.x, 0, -delta.y);

¥
¥

private void ZoomWithTouch()

{
if (Input.touchCount == 2)
{
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Touch touchO = Input.GetTouch(0);
Touch touchl = Input.GetTouch(1);
Vector2 prevPos0 = touchO.position - touch0.deltaPosition;
Vector2 prevPosl = touchl.position - touchl.deltaPosition;
float oldMagnitude = (prevPos0 - prevPos1).magnitude;
float newMagnitude = (touchQ.position - touchl.position).magnitude;
float diff = newMagnitude - oldMagnitude;
Zoom(diff * -0.1f);
¥
}

private void ZoomWithMouse()
{
if (Input.mouseScrollDelta '= Vector2.zero)
{
Zoom(Input.mouseScrollDelta.y * -_scrollSpeed);
¥
}

private void Zoom(float zoom)
{
Vector3 newPos = transform.position;
float posY = newPos.y;
posY +=zoom,;
posY = Mathf.Clamp(posY, _minY, _maxY);
newPos.y = posY;
transform.position = newPos;

}
private void MoveWithWASD()
{
Vector3 p = GetBaselnput();
if (p.sgqrMagnitude > 0)
{
_totalRun = Mathf.Clamp(_totalRun * 0.5f, 1f, 1000f);
p=p*_mainSpeed,
p =p * Time.deltaTime;
Vector3 newPosition = transform.position;
transform.Translate(p);
newPosition.x = transform.position.x;
newPosition.z = transform.position.z;
transform.position = newPosition;
}
¥
private Vector3 GetBaselnput()
{

Vector3 p_Velocity = new Vector3();
if (Input.GetKey(KeyCode.W))

{
p_Velocity += new Vector3(0, 0, 1);

}
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if (Input.GetKey(KeyCode.S))

{
p_Velocity += new Vector3(0, 0, -1);

}
if (Input.GetKey(KeyCode.A))

{

}
if (Input.GetKey(KeyCode.D))

p_Velocity += new Vector3(-1, 0, 0);

p_Velocity += new Vector3(1, 0, 0);
}
return p_Velocity;
}
}

Jlictuar UnitScreen.cs:

using UnityEngine;
using UnityEngine.Ul;

public class UnitScreen : MonoBehaviour
{
[SerializeField]
private Text _nameText;
[SerializeField]
private Text _strengthText;
[SerializeField]
private Text _healthText;
[SerializeField]
private Text _movementText;

public void SetName(string name)

{
_nameText.text = name;
¥
public void SetHealth(int health)
{
_healthText.text = health.ToString();
b
public void SetStrength(int strength)
{
_strengthText.text = strength. ToString();
¥

public void SetMovement(int currentMovement, int maxMovement)

{

_movementText.text = currentMovement + "/ + maxMovement;

¥
¥
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Jlictuar UnitScript.cs:

using System;

using System.Collections;
using System.Ling;

using UnityEngine;

using UnityEngine.Ul,

public class UnitScript : MonoBehaviour
{
[SerializeField]
private ParticleSystem _selectionParticles;
private HexCell _currentCell;
private bool _isSelected:;
[SerializeField]
private int _strength;
[SerializeField]
private int _health;
[SerializeField]
private int _movement;
[SerializeField]
private Image _healthbar;
private bool _isRecentlySelected;
[SerializeField]
private float _speed,
private UnitScreen _unitScreen;
private int _movementLeft;
private bool _isMoving;
private int _currentHealth;
public Player owner;

private void Start()

{
EventManager.NextTurn += NewTurn;
EventManager.CellSelected += SetCurrentHex;
SetUp();

private void SetUp()
{

_unitScreen = PlayerManager.Instance.unitScreen;
_movementLeft = _movement;

_currentHealth = _health;

_healthbar.fillAmount = 1,

}

private void NewTurn()
if (_isSelected)

{
Deselect();
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¥

_movementLeft = _movement;

¥
private void Update()
{
if (Input.GetMouseButtonDown(0) && _isSelected && ! _isRecentlySelected)
Deselect();
}
¥
private void SetCurrentHex(HexCell hexCell)
{
If (I_isMoving && _isSelected && _movementLeft > 0)
{

HexDirection[] hexDirection =
Enum.GetValues(typeof(HexDirection)).Cast<HexDirection>(). ToArray();
for(int i = 0;i < hexDirection.Length;i++)

if (hexCell.Equals(_currentCell.GetNeighbor(hexDirection[i])) &&
CelllsWalkable(hexCell))
{
SetWalkableCells(false);
it (!hexCell.unitStanding)

GetNewCell(hexCell);

}
else if(hexCell.unitStanding.owner != owner)
{
Attack(hexCell);
}
¥
}
¥
}
private void GetNewCell(HexCell hexCell)
{

_currentCell.unitStanding = null,
hexCell.unitStanding = this;
_currentCell = hexCell;
_currentCell.unitStanding = this;
StartCoroutine(Move());
UpdateMovement(_movementLeft - 1);

}

IEnumerator Move()

{

float time = 0;
_isMoving = true;
while (Vector3.Distance(transform.position,AdjustedPosition()) > 0.1f)
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{

transform.position = Vector3.Lerp(transform.position, AdjustedPosition(), time);

Vector3 targetDirection = AdjustedPosition() - transform.position;

transform.rotation =
Quaternion.Slerp(transform.rotation,Quaternion.LookRotation(targetDirection), Time.deltaTime);

time += _speed *3 * Time.deltaTime;

yield return null,

SetWalkableCells(true);
Conquer();
_isMoving = false;

}

private void SetWalkableCells(bool isActive)
{
HexDirection[] hexDirection =
Enum.GetValues(typeof(HexDirection)).Cast<HexDirection>(). ToArray();
for (int i = 0; i < hexDirection.Length; i++)

HexCell cell = _currentCell.GetNeighbor(hexDirection[i]);
if (cell && CelllsWalkable(cell))
{
cell.ChangeWalkableSprite(isActive);
}
¥
¥

private void UpdateMovement(int newValue)

{

_movementLeft = newValue;
_unitScreen.SetMovement(_movementLeft, _movement);

}
private Vector3 AdjustedPosition()
{
return _currentCell.transform.position + Vector3.up * 5;
¥
private void Attack(HexCell cell)
{
StartCoroutine(AnimateAttack(cell));
}
IEnumerator AnimateAttack(HexCell cell)
{

_isMoving = true;

float time = 0;

Vector3 target = cell.unitStanding.transform.position;

while (Vector3.Distance(transform.position, target) > 0.1f)

{
transform.position = Vector3.Lerp(transform.position,target, time);
Vector3 targetDirection = target - transform.position;
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transform.rotation = Quaternion.Slerp(transform.rotation,
Quaternion.LookRotation(targetDirection), Time.deltaTime);

time += _speed * 3 * Time.deltaTime;
yield return null;

¥

_isMoving = false;

cell.unitStanding. TakeDamage(_strength, this);

if (Icell.unitStanding)

GetNewCell(cell);
}

_movementLeft = 0;

if (_isSelected)

{
StartCoroutine(Move());
_unitScreen.SetMovement(_movementLeft, _movement);

}

¥
private void OnMouseDown()
if (CanSelect())
{
Debug.LogError("Selected");
Select();
¥
¥
private bool CanSelect()
{
if (owner != PlayerManager.Instance.currentPlayer)
{
return false;
}
return true;
}
private void Select()
{
PlayerManager.Instance.isMovingUnit = true;
_isSelected = true;
_isRecentlySelected = true;
_selectionParticles.gameObject.SetActive(true);
SetUpScreen();
Invoke(nameof(ResetSelection), 0.5f);
SetWalkableCells(true);
}
private void ResetSelection()
{
_isRecentlySelected = false;
¥
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private void Deselect()

{
Debug.LogError("Deselected");
_isSelected = false;
_selectionParticles.gameObject.SetActive(false);
PlayerManager.Instance.isMovingUnit = false;
_unitScreen.gameObject.SetActive(false);
SetWalkableCells(false);

}

private void SetUpScreen()
{

_unitScreen.SetName(gameObject.name);
_unitScreen.SetStrength(_strength);
_unitScreen.SetHealth(_currentHealth);
_unitScreen.SetMovement(_movementLeft, _movement);
_unitScreen.gameObject.SetActive(true);

}

private bool CelllsWalkable(HexCell cell)

{
if (cell.cellStatus.Equals(CellStatus.ClaimedPlayerl) ||
cell.cellStatus.Equals(CellStatus.ClaimedPlayer2))

{

return true;

}

return false;

}

private void Conquer()

{
if ((_currentCell.cellStatus.Equals(CellStatus.ClaimedPlayer2) &&
owner.Equals(Player.Playerl)) ||
(_currentCell.cellStatus.Equals(CellStatus.ClaimedPlayerl) &&
owner.Equals(Player.Player2)))
{
_currentCell.ClaimCell(owner);
CellsManager.Instance.ChangeOwner(owner, _currentCell);

¥
¥

public void TakeDamage(int amount, UnitScript attacker)

{

_currentHealth -= amount;
if (attacker)

{
attacker. TakeDamage(_strength, null);

¥
SetHealth();

¥
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private void SetHealth()

{
_currentHealth = Mathf.Clamp(_currentHealth, 0, _health);
_healthbar.fillAmount = (float)_currentHealth / _health;
if (_currentHealth <= 0)
{
Die();
¥
if (_isSelected)
{
_unitScreen.SetHealth(_currentHealth);
¥
¥
private void Die()
{
if (_isSelected)
{
Deselect();
¥
ParticlesManager.Instance.PlayParticle(Particles.Death, transform.position);
gameObject.SetActive(false);
¥
public void SetUpUnit(HexCell cell)
{
_currentCell = cell;
cell.unitStanding = this;
owner = PlayerManager.Instance.currentPlayer;
transform.position = AdjustedPosition();
¥
}

Jlictuar ResourceCounter.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.Ul;

public class ResourceCounter : MonoBehaviour, IPointerEnterHandler, IPointerExitHandler

{
[SerializeField]

private ResourceType _productionType;
[SerializeField]

private Text _countText;
[SerializeField]

private Text _incomeText;

private void Start()
{
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SetCounterText();
EventManager.UpdateResources += SetCounterText;

}

private void SetCounterText()

{

_countText.text =
CellsManager.Instance.GetProductionAmount(_productionType,PlayerManager.Instance.currentPla
yer).ToString();

}

private void OnDestroy()

{
EventManager.UpdateResources -= SetCounterText;
¥
public void OnPointerEnter(PointerEventData eventData)
{

_incomeText.gameObject.SetActive(true);
ShowlIncome();

}

private void ShowIncome()

{

int income = CellsManager.Instance.GetProductionincome(_productionType,
PlayerManager.Instance.currentPlayer);
if (income > 0)

{

_incomeText.color = Color.green;

}

else

{

_incomeText.color = Color.red,;

}

_incomeText.text = income.ToString();

}

public void OnPointerExit(PointerEventData eventData)

{
_incomeText.gameObject.SetActive(false);
¥
}
Jlictunr ResourceCounter.cs:

using UnityEngine;
using UnityEngine.Ul;

public class MainMenuManager : MonoBehaviour

{
[SerializeField]
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private Button _playButton;
[SerializeField]

private Button _settingsButton;
[SerializeField]

private Button _exitButton;

private void Start()

{
_playButton.onClick.AddListener(Play);
_settingsButton.onClick.AddListener(OpenSettings);
_exitButton.onClick.AddListener(ExitGame);
AudioManager.Instance.PlayMusic(Music.MenuMusic);

}

private void Play()
{
Debug.LogError("Play™);
if ("WindowManager.Instance.WindowIsOpen())
{
AudioManager.Instance.PlaySound(Sounds.Button);
WindowManager.Instance.OpenWindow(WindowType.StartWindow);
}
}

private void OpenSettings()

{
if ("WindowManager.Instance.WindowIsOpen())

{

AudioManager.Instance.PlaySound(Sounds.Button);
WindowManager.Instance.OpenWindow(WindowType.SettingsWindow);

¥
¥

private void ExitGame()

{

AudioManager.Instance.PlaySound(Sounds.Button);
Application.Quit();
}
¥

Pemra aitnie Moxke OyTu meperisiHyTa Ha HOCII, 10 e 3 KBami(iKaiiifHO0
poboToro. Tam MOXHa O3HAWOMUTHCA 3 TOBHHUM JICTUHTOM KOJY Ta 3allyCTUTH
TOTOBHUM OJIATOK.
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JIOJIATOK B

BIAI'YK
KepPIBHMKA €KOHOMIYHOTI0 PO3Iili1y
Ha KBaJidikauniiny podory 0akanaBpa

Ha TeMy:
""Po3po0ka MyJabTHILIAT(GOPMEHOT0 irpoBOro 10aaTky 3a aonomoror Unity"
cryaenTa rpynu 122-18-2 Tpicka AnTona €BreHosnua

KepiBHUK eKOHOMIYHOT0 PO3aiTy
pou. kag. IIEII Ta ITY, k.e.n JI.B. KacbsiHeHKO
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JIOJIATOK B
MEPEJIK ®ANJIB HA JIUCKY

Im’s1 aiiny ‘ Onuc
[TosicHIOBaJIbHI IOKYMEHTH
Ksamidikamiitna po6orta | [losicHIOBaIbHA 3amucka 110 KBaidikamiiHol
Tpicko.docx po6otu. Jlokyment Word.
KBamidikamiitna po6ota | [TosicHIOBasibHA 3amucka 10 KBamidikariiiHol
Tpicko.pdf pobotu B hopmati PDF
IIporpama
Tpicko.rar ApxiB.  Mictuth  KOAM ~ mporpamMm 1
CKOMITUJTLOBAHY IIPOrpamy
[Ipe3enTartis
Tpicko.ppt ‘ [Tpesenraiist kBastiikaiiiHoi poOOTH
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BIIT'YK

Ha KBaJidikauniiny podory 0akanaBpa

HA TeMYy:
"Po3po0ka MyJabTHILIAT(GOPMEHOTO0 irpoBOro 10AaTKy 3a qonomorow Unity"

cryaenTa rpynu 122-18-2 Tpicka AnTona €BreHosnya

B pesynbTari BUKOHaHHS JMaHOi KBaiikaiiitHoi poboTu OyB po3poOieHMit
MYJIbTHILIATGOPMEHUI irpoBHiA TOJATOK HAa OCHOBI irpoBoro aBuryna Unity.
AKTYallbHICTh PO3pOOJIEHOT0 MPOrpaMHOrO MPOAYKTY OOYMOBJIEHA 3POCTAHHSM
IrpoBO1 1HAYCTPIi, 0COOJMBO BPaxOBYIOUM 30UIbIIEHHS BUIBHOTO 4acy y JIIOJEWH Ha
doni manmemii COVID-19. [ns peanizamii mporpamHoro 3abe3nedeHHs Oyiia
BUKOpHCTaHa MoBa nporpamyBaHHs C#. B OCHOBI1 J10/1aTKy JIEKUTh I'POBHUI TBUTYH
Unity.

[Tpane3natHiCTh MPEACTABIEHOI IPOrpaMy MIATBEPPKEHA HAJIaro)KyBaJIbHUMHU
BUIIPOOYBAHHSIMH Ta TECTYBAaHHSIM MIPOTPaMHU.

B  exkoHOMIYHOMY  pO3AUNl  BU3HAYEHO  TPYAOMICTKICTH  pO3pOOJIEHOL
KBamiQiKamiitHoi poOOTH MPOBEACHUM MiIPaXyHOK BapTOCTI POOOTH IO CTBOPEHHIO
IporpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

Tema kBamdikaiiiHoi poOOTH Oe3MocepeIHbO MOB'I3aHa 3 00'€KTOM JisSITLHOCTI
OakanaBpa 3a HanpsIMOM MAroToBKHU 122 «Komm’roTepHi HAYKI».

OdopmileHHsT MOSCHIOBAIBHOI 3alMUCKUA A0 KBadi(iKaliiiHOT poOOTH MPOEKTY
BUKOHAHO BIAMOBIAHO /10 CTaHJAAPTIB Ha MpPOrpaMHy JIOoKyMeHTai. Hemomikom
pPO3MJISTHYTOI pOOOTH € HEBeIUWKa KUIbKICTh TMOSCHIOBAJIbHUX KOMEHTApiB 1
HEJIOCTAaTHS KUIBKICTh JeTajedl Moo anropuTMy (GYHKIIOHYBAaHHS MHPOrPaMHOIO
3a0e3MeyeHHs.

KBanigikariiiina po60oTa BUKOHaHa CAMOCTIMHO Ta 3aciIyroBye OIiHKH 84 Oanw,
a ctyneHT Tpicko AHTOH €BreHOBHY MPUCBOEHHS HOMy KBamidikarii 6akamaBpa 3a

CHEIIATBHICTIO «0aKaJlaBp 3 KOMIT FOTEPHUX HAYK».

KepiBauk kBasgigikauiiinoi podorun
poueHt kad. II3KC, k.T1.H. C.A. IIpuxoaueHkKo



PELIEH3IA
Ha KkBaJigikauiiiny podory 0akanaBpa

HA TeMY:
""Po3pooka myabTHILIATGOPMEHOT0 irpoBOro 10AaTKY 3a qomomoror Unity"
cryaenTta rpynu 122-18-2 Tpicka AnToHa €BreHoBuy4a

Ksamidikamiitny po6oty Ha Temy «Po3poOka MyJIbTHILIATHOPMEHOTO ITPOBOTO
IoJaTKy 3a mgomomMoror Unity» BUKOHaHHME B IOBHOMY 00CS3i, BIAIMOBIIHO 0
TEXHIYHOTO 3aBJaHHSI.

Merta kBamidikaiiitHoi poootu: Metoro kBamiikaiiiHoi poOOTH € aHalli3 CTaHy
IrpoBOi 1HAYCTpli Ta po3poOKa MYJIbTUIIATGOPMEHOTO IrpoOBOr0 JOJATKY 3a
JIOTIOMOT0F0 irpoBoro asuryHa Unity.

Y mosiCHIOBaJIbHIN 3amuClll PO3IMVIAHYTO HEOOXIJHICTh CTBOPEHHA 1 cdepa
3aCTOCYBaHHS pPO3pOOJICHOT CHCTEMH, BHUKOHAHO TIOCTAHOBKY 3aBNIaHHS, OIIHAC
BXIJIHUX 1 BUXITHUX JaHUX, po3poOiieHO iH(opMalliiiHe 3a0e3nedeHHs CHUCTEMH,
HaBEJICHI 3arajbHl BIJIOMOCTI MPO J0AATOK, BU3HAYEHI JKepeia, BUKOPHUCTAHI MpU
pO3po0IIi.

BBaxkaro 3aBmaHHsS 1 3MicT KBajiiikamiitHoi poOOTH BIAMOBIAHUM IS
nepeBipku CTymeHs miarotosiueHocTi Tpicka A.€. 3a nampsimom 122 Komm’toTepHi
HayKHU.

Crnucok miTeparypu, HaBeJeHUN B poOoTi, Hamiuye 20 mKepen, 1Mo CBIAYUTH
PO BMIHHS aBTOpA MPALOBATH 3 JITEPATYPOIO Ta IHIIMMHU JKepenaMu 1HpopMarlii.
SAxicts opopmiieHHs KBali(ikaiiiHoi poOOTH MOXKHA BU3HATH J100pe, 3 HE3HAUHUMHU
HEIOJIIKAMHU.

Kpamidikaiiitny poOOTYy BHKOHAHO CaMOCTIHHO Ta 3aClyTOBYE OLIHKHU
«1obpe», a cryaeHT Tpicko AHTOH €BreHOBHY 3aCIyrOBYyE MPHUCBOEHHS HOMY

KBaiQikailii «0akanaBp 3 KOMIT IOTEPHUX HAYK.

Penensent kBagidgikauiiiHol podoTu



