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PEDEPAT

[TosicHroBanbHa 3amnucka: 85 c., 26 puc., 3 nox., 21 mxepern.

O0'exT po3pOOKU: POBHIA IONATOK 3 BAKOPHICTAHHSM HEEBKJT1I0BOT T€OMETIi.

Mera kBamiikaiiiiHoi poOOTH: CTBOPEHHS ITPOBOTO JOAATKY IO JOIMOMOXKE
PO3BUHYTH TPOCTOPOBE MHCIEHHS, Ta JaTH PO3YMIHHS HETUIIOBOI TOBEIIHKH
IrpOBOTO J0/IATKY.

VY BcTymi po3mISAaEThCS aHaAJI3 Ta Cy4YaCHUN CTaH MPOOJIeMU, KOHKPETU3YETHCS
MeTa KBadidikauiiHol poOOTH Ta Taimy3b i 3aCTOCYBaHHS, HaBeJEHO OOTPYHTYBaHHS
aKTyaJIbHOCTI TEMH Ta YTOYHIOETHCS TTOCTAHOBKA 3aBIaHHS.

Y mepmioMy po3aii  MPOaHANI30BaHO MPEIMETHY Tally3b, BH3HAYEHO
aKTyaJIbHICTh 3aBIaHHS Ta TPU3HAYCHHS PO3POOKH, CHOPMYIHOBAHO ITOCTAHOBKY
3aBJIaHHSI, 3a3HAYEHO BUMOTH JI0 TIPOrPAMHOI peatizallii, TEXHOJIOT1H Ta MPOrpaMHHIX
3ac001B.

VY npyromy po3auii nmpoaHaii3oBaH1 HasBHI PIIEHHs, 00paHOo MiaThopMu Jist
pO3pOOKH, BUKOHAHO TMPOEKTYBaHHS 1 po3poOKa IMporpamu, omucaHa poOoTa
porpamMu, ajaropuT™M 1 CTPyKTypa ii (YHKIIOHYBaHHS, a TaKOXX BHUKJIHK Ta
3aBaHTaKCHHS IIPOrpaMu, BU3HAYCHO BX1AHI 1 BUX1/IHI TaH1, OXapaKTePHU30BaHO CKJIa
napameTpiB TEXHIYHUX 3aC001B.

B  exoHOMIYHOMY  pPO3AUNl  BU3HAUYE€HO  TPYAOMICTKICTb  pO3pOOIEHOL
1H(hOopMaIiitHOI CUCTEMH, MPOBEACHUI MIAPAXYHOK BapTOCTI pOOOTH MO CTBOPEHHIO
MPOrpaMM Ta pO3paxoBaHO Yac Ha HOTO CTBOPCHHS.

[TpakTruHe 3HAYCHHS TOJATAE Y CTBOPEHHI MPOTPAMHOTO J0JaTKa, 10 HaJae
MOXKJIMBICTh MPOBECTHU YacC 13 3a/I0BOJICHHSIM.

AKTyanbHICTh PO3POOJIEHOTO MPOrPAMHOrO MPOIYKTY MOJSTa€E B CTBOPEHHI
TaKOrO JOJaTKy, SKHH MaTHuMe IIOMUT Cepea IUIBOBOI ayauTopii — TpaBIiB Y
B1JICOITPH.

Crncok kmouoBux ciis: I'POBUM JBUT'YH, KOMIIOHEHT, KOMIT FOTEP,
IHOOPMALIIMHA CHCTEMA, OBJIK, AJITOPUTM, IIPOEKTYBAHHS,
MEHIO, BKJIAJKA, JOJATOK.



ABSTRACT

Explanatory note: 85 p., 26 img., 3 apps., 21 sources.

Object of development: game application using non-Euclidean geometry.

The purpose of the diploma project is creating a game application that will help
develop spatial thinking, and give an understanding of the atypical behavior of the
game application.

The introduction examines the current problem statement, specifies the purpose
of the qualification work and the area of its application, justifies the relevance of the
topic and specifies the problem statement.

In the first section carries out the analysis of the subject area, determines the
relevance of the task and the dedication of the development, creates task statement,
the software and hardware requirements of the product, specifies technologies and
tools for development.

In the second section analyzes the existing solutions, chose the platform for
development, creates design and finish development of the product, describes the
algorithm, structure and architecture solutions in the system, defines the input and
output data, describes characteristics of the technical resources used, describes how to
run a program, features of user interaction, differences between serve and client parts
of product.

The economic section defines the complexity of the information system,
calculates the cost of work on creating the application and defines the time for its
creation.

The practical significance is creation a product which provides an opportunity to
spend time with pleasure.

The relevance of the developed software product is to create an application that
will be in demand among the target audience — video game players.

Keywords: GAME ENGINE, COMPONENT, COMPUTER, INFORMATION
SYSTEM, ACCOUNTING, ALGORITHM, DESIGN, MENU, TAB, APPENDIX.



CIIMCOK YMOBHHUX IIO3HAYEHb

3D — three-dimensional;

MVC — Model-View-Controller;

IDE — Integrated Development Environment;
SSAO — Screen space ambient occlusion;
SDK — Software development kit;

GUI — graphical user interface;

VS — Visual Studio

PS — PlayStation;

PSP — PlayStation Portable;

OS — Operation System;

VR — Virtual Reality;

Mac OS — Macintosh Operating System;
UE — Unity Engine.
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BCTYII

3aBaanHs JdaHoi KBamidikaiiiHoi pobdoTH Ta 00'€KT MOro AisIbHOCTI
0e3mocepelHhO TOB'SI3aHI 3 HAMpPSIMOM ITIJITOTOBKMA Ta BIAMOBiMAaE y3arajdbHEHIN
TeMaTUIll KBali(iKaifHUX pOOIT 1 MEpPeNiKy 3a3HauYeHUX BUPOOHMYMX (DYHKIIIH,
TUMOBUX 3a7a4 JisJIbHOCTI, YMIHHIO Ta KOMIICTCHIISIM, SIKUMU TTIOBHHHI BOJIOHITH
OaxanaBpu Hanpsmy 122 «Komm’1oTepHi HayKn».

Temarukoro kBanmiikaiiifHOi poOOTU € MPOEKTyBaHHS Ta po3podOKa IrpoBOTrO
noaatky y xanpi Arcade Ha asmkky Unity.

Metoro kBamidikaiiiiHoi poOOTH € BHBUEHHA 3ac00iB poboTH 3 OaraTbma
MmiJcucTeMaMu ornepailiiinoi cucremu. [lepmn 3a Bce 1ie moaii BBOAY B CHUCTEMI Ta
B3a€MO1s1 3 HUMHU. L1 HABUYKM € TyKe aKTyalbHUMU B c(hepi po3pOOKH MPOrpaMHOTO
3a0e3MeueHHs Il KOHTPOJIO JOCTYIy Ta MOHITOPUHTY aKTHBHOCTI MPOIIECIB Ta
KOpUCTyBauiB. Takok BOHU JIOMOMOXYTh Kpallle 3pO3yMITH MEXaHi3MU poOOTH 3
rpa@iyHUMH 00’ €KTaMU Ta X B3a€EMOJIII0 Ha TIOCUTh HU3bKOMY PIBHI.

Jlana po6oTa 103BOJIsI€ TTO3HAHOMHUTHUCH 3 METOJIaMH PO3POOOK IPOBUX JIOAATKIB
Ta pO3yMiHHs 0araTOBUMIPHUX ITPOBUX JOAATKIB.

OCHOBHOIO BHUMOTOIO JO JIaHOTO MPOTPAMHOTO 3a0€3MEUCHHsS € CTaOUIbHICTH
pobotu. Ockineku Unity Engine — ABUryH MOCHTh BMMOIIMBUN 10 TrpadidyHOro
MPOLIECOPY, IO 3YMOBJIEHO SKICTIO Ipadikd, MIBHAKICTh pOOOTH OOJATKy Ha HE
MOTYKHUX MEPCOHAIBHUX KOMIT FOTepax Moxe OyTH HE TyKe CTa01IbHOIO.

Omxe 3amadero naHoi KBamiikailiifHOI poOOTH € MPOEKTYBaHHSA Ta PO3poOKa
IrpOBOTO JOAATKY, 110 3a0e3Meuye rpaBIlsd 3aXOIUTFOIOYUM ITPOBUM MPOLIECOM Y KaHpi

Arcade.



PO3JLT 1

AHAJII3 IPEAMETHOI I'AJIY3I TA IOCTAHOBKA 3AJIAUIL

1.1. 3arajabHi BiZoOMOCTI 3 mpeaAMeTHOI raJjy3i

Po3pobka Bimeorpm — 1€ IpoLEC CTBOPEHHS BIIEOTPH, SKUM 3alMa€eThCs
PO3POOHUK BIJICOITOpP, KOTPUM MOKe OyTH SIK OJIHIEIO JIFOMMHOIO TaK 1 KOMITAHIEIO 3
COTHSIMHM CHIBpOOITHUKIB. I'pa MOXke po3poOisATHCS SK CHJIaMH KUIBKOX JIFOAEH 3
OOMEXEHUM OIOJKETOM, TaK 1 CHUpaloduch Ha (IHAHCYBaHHS BIJ BHUIABIIS.
TpuBanicTe Ta BapTICTh PO3POOKH 3aJEKUTh BIJl CKIATHOCTI MPOEKTYy. OCKUIbKU
B1JIEOTpa € KOMIT'FOTEPHOIO MPOTpaMolo, ii podO0Ta, TEXHIYHI MOXKIIMBOCTI, KOHTEHT Ta
IrpoBHil mpoiiec, 3a0e3neuy€eTbesi MPOrpaMHUM KoJoM. Po3po0Oka rpu BKIIIOUA€e Taki kK
eTanu, 10 1 po3podKa MporpaMHOro 3ade3nedueHHs, aje nepenodayae Oulbe podoTH
HaJ] KOHTEHTOM 1 CTBOpPEHHS irpoBUX MexaHiK. Cy4acHi irpu 37e0UIbIIOr0 3aCHOBAHI
Ha TOTOBMX MPOTrpaMHUX MOJYJISX — ITPOBHX fA1pax, A€ BXKE peasizoBaHl 0a3oBi
¢dyHKUli, 37aTHI 3B'A3yBaTH BO€IMHO Trpadiky, 3BYK, 00'ektm 1 ix pyxu. o6
HaJalTyBaTH  SApO  JUIsl  peaii3aiii  KOHKPETHOTO  3aJyMy  MpPOTrPaMiCTH
J0OIPalbOBYIOTh MOT0, 10/1at0uu NOTP10H1 (yHKIII. [CHYIOTh SK BUIBHI ITPOBI f/pa,
nocTynHi  Oyfap-KOMY, Tak 1 Ti, IO BHMararOTb OTpPHUMAaHHS JNIEH311 Ha iX
BUKOpHUCTaHHS. Jleski sigpa po3paxoBaHi HA CTBOPEHHS IrOp KOHKPETHOTO >KaHpY,
1HII1 - YHIBepcasibHi. He kokHe siApo Moke 3a0e3MeUnTH OIHAKOBI BHYTPILIHBOITPOBI
MOJKJIMBOCTI Ta PiBEHB Tpadiku.

Jlesiki BUIM snep JO3BOJISIIOTH CTBOPIOBATH ITPU A pi3HUX Iutatdopwm,
Hanpukiaa, Unity Engine miarpumye po3poOKy nporpamHoro 3abesnedenss st PC,
Xbox 360, PlayStation 4, PlayStation VR, Oculus, Android, iOS ta 6arato iHImx.

bynp-sike irpoBe sapo Hajmae 0e3niy  (YyHKUIOHATBHUX MOMKIMBOCTEH, SKi

3aCTOCOBYIOTHCSl B Pi3HUX irpax. PeamizoBana Ha TakoMmy siapi rpa OTPUMYE BCI Il



(yHKIIIOHAIBHI MOKJIMBOCTI, KpPIM TOTO, JOJIAOThCS i1 BJIACHI ITPOBI PECYpCH 1 KO
irpoBoro cueHapito (ckpuntH). Unity Hajgae MOMXKIMBICTb MOJEIIOBAHHSA (DI3UYHHX
cepenoBuil, 300paXeHHS ITPOBOTO CBITY B eKpaHHOMY Tipoctopi (Screen Space
Ambient Occlusion, SSAO), nuHamiyHi TiHI Ta 6araro iHmoro. [logioHuM HaAbOpOM
(GYHKITIOHATBHUX MOXJIMBOCTEH MOXKYTh IMOXBaJUTHUCS Oarato irpoBUX sIEp, aje y
Unity € 1B1 OCHOBHI IIepeBaru nepe IHIKUMHU TEPEJOBUMH IHCTPYMEHTAaMHU PO3pOOKU
Irop: HaJA3BUYalHO MPOAYKTUBHUN BI3yaJIbHUH poOOYMi TMporec 1 MOTyKHa
MYJBTUIIIAT(GOPMEHHA TIATPUMKA.

BizyanbHuii poOouuii mporec Mae TEBHI TepeBard. Y TOW Hac, SK 1HII
THCTPYMEHTHU PO3POOKHU 1rOp YacTo SIBISIIOTH COOOI0 301pKYy PO3PI3HEHUX YACTHUH, SIKI
HEOOX1/IHO KOHTPOJIIOBATH, YH, MOXKJIUBO, 010110TEKY, i1 pOOOTH 3 SIKOIO MOTPIOHO
HaJAIITOBYBaTH BJACHY IHTErpoBaHy cepeny po3poOku (Integrated Development
Environment, IDE), mocnigoBHICTh 30ipKH Ti 1HIIIE B IBOMY POJli, pOOOYHIi IIpoIEC B
Unity npuB’si3aHuil 0 CKJIAIHO MPOJYMAHOIO Bi3yaJlbHOTO PEAAKTOpPY. Y IbOMY
peIaKTOpl PO3POOHUK KOMIIOHYE CIIEHU MaiilOyTHBOI I'PH, OB’ A3YIOUYH ITPOB1 pecypcH
1 kojx B iHTepakTuBHI 00’ekth. Came BIH J03BOJISIE MIBUAKO 1 parlioHAILHO
CTBOpIOBaTH MpodeciitHi irpu, 3a0e3neuyodr TPOAYKTUBHICTh Tpalli pPO3pOOHUKIB 1
HaJal0ul B iX PpO3MOPSKEHHS TEpesliK HaWCydacHIIIMX TEXHOJOrid B cdepi
PO3pOOKH Bi€OIrOp.

Y mabopi iHcTpyMeHTiB Unity ICHye TOTYXHa MYJIbTUILIATHOPMEHHA
NiATpUMKa. B 1aHOMy BUIIAAKY, MA€ThCS HA yBa3l HE TIILKH MICIIE PO3TOPTAaHHS (BU
MOXKETE€ PO3TOpPHYTH TPy Ha TEPCOHAIBLHOMY Komm'torepi, B IHTepHeri, Ha
MOOUTPHOMY TIPUCTPOi 200 Ha KOHCOJ1), @ ¥ THCTPYMEHTH po3poOku. ICHye mocuthb
Hebararo irpoBUX fJliep, 110 MIATPUMYIOTH TaKy K KUIbKICTh IIJIBOBUX IUTaT(opm
PO3rOPTaHHS, 1 )KOJTHE 3 HUX HE POOUTH OTepallito po3ropTaHHs HACTUIbKH JIETKOTO.

Kpim 1iux 7BOX OCHOBHUMX TEpeBar, CJiJl BiI3HAYUTH 1€ OJIHY - 11€ 3a0e3MCUCHHS
MOJIYJIbHOIO CHCTEMOIO KOMITOHEHTIB, SIKa BHKOPHUCTOBYETHCS IJII KOHCTPYIOBAaHHS
irpoBux 00’ekTiB. «KommoHeHTamm» B Takiii cucTeMi € KOMOIHOBaHI TMaKeTH

HKI[IOHAJIBHUX E€JIEMEHTIB, TOMY 00’ €KTH CTBOPIOIOTHCS SIK HA0OPM KOMIIOHEHTIB, a
9 b
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HE K JKOPCTKa iepapxis KiaciB. [HIIUMU cloOBaMH, KOMIIOHEHTHA CHCTEMa SIBIISE
co0010 anbTepHaTUBHMM (1 3a3BUYail OUIBII THYYKHM) TWIAXiA 10 00’ €KTHO-
OpPIEHTOBAHOTO TMPOTPaMyBaHHS, B SIKOMY IrpOBi OO ’€KTH CTBOPIOIOTHCS IUIIXOM

00’eHaHHs, a HE ycrnajakyBaHHs. [lopiBHSHHS MIAXOMIB JEMOHCTPYE Jlarpama Ha

pucyHky 1.1.
VcnankyeBaHHsa CHCTeMa KOMIIOHEHTIB
Bopor Mobinsrmit MobinsHuit C rarioHapHyii
Bopar CTpimox CTPLUTOK
Komnonent

Mobinsnuit Bopor

KommomeHT BOpOTa KomMmoueHnT

MobineHuit BOpOTa = BOpora
CTPiTOK Komnonent
:| o

il

Crauionaprmii AN Kommonent Koummonent
L : <} r :
CTPITOK RN pyXY Kommonent CTpin
AURY CTPATEA ) . |
Pizni rinsmt venaneyveansa ona "I | il |
" . . . A )

MODUIBHIX i CTALIOHAPHNX BOPOTEE |
EMMaTaroTh OKpeMux mybmoroumx /7 KombiHOBaHI KOMITOHEHTH JOIEOIIIOTE
OMMH OJHOTO KIAciE I CTPinbIE TOMATH KOMITOHEHT CTPINKA KyIH __,»-'/
Koxma smiHa Mo eniHed | HOBHIT 33BTOMHO: 4K 10 MODIMEHMX TaK i mo '

THIT EOpPOra EMMarae cepiiozHol CTATMYHHX BOPOTE
epeOyIoEN KOOy

Pucynok 1.1. IlopiBHSIHHS ycniaJAKyBaHHS 1 KOMIIOHEHTHOI CHCTEMH

B xoMroHeHTHI# crucTeMi 00’€KT ICHYE€ B TOPU3OHTAIBHIN 1€papxii, TOMy pi3Hi
00’€KTHM CKJIQJAOThCS 3 PI3HUX HAOOPIB KOMIIOHEHTIB, a HE 31 CTPYKTypHu
yCHaJKyBaHHS, B sIKIM Pi3HI 00 €KTH BUSIBISIIOTHCS Ha PI3HUX TIKax Jepesa. Taka
KOMIIOHOBKA TOJIETIIIy€ CTBOPEHHS MPOTOTHIIB, TOMY IO ONpPAIlOBATH MOTPIOHMIA
Ha0lp KOMIIOHEHTIB 3HAYHO IMIBUJIIE 1 MPOCTIIIE, HIXK MepedyqoByBaTH JAHIHOKOK
yCHaJKyBaHHS TIpU 3MiHI KOXXKHOTO o00’ekta.  KpiM 1pOTO, TPOrpamicT Mae
MOJKJIMBICTh HAIMMCATH KOJI, IKUA peai3ye Horo BIacHy KOMIIOHEHTHY CHCTEMY, ajie B
Unity Be iCHY€ IIJIKOM HaIIMHUI BapiaHT Takoi CUCTEMH, OPTaHIYHO BOYJIOBaHHI B
BI3yallbHUN pefakTop. ToMy pO3pOOHUK Mae MOXKJIUBICTh HE TUIBKH MPOTPaMHO
KepyBaTh KOMIIOHEHTAMHM, ajieé 1 BCTAHOBJIIOBATH 1 PO3pUBATH 3B’SI30K MK HUMHU B
pemakTopi. MOXIMBOCTI pO3pOOKH HE OOMEXYIOTHCS CKJIaJIaHHAM 00’ €KTIB 3 TOTOBUX

neTanel; B KOJI IPOrpaMicT MOXKE KOPHCTYBATHCS YCIAJKyBaHHAM 1 BciMa

11



HanpalbOBAHUMU Ha HOro 06a31 maTTepHAMU MMPOEKTYBAHHS.

Jlist ctBopeHHs1 Oyab-sikoi Tpu B cepenoBuill Unity, mporpaMicT MOBUHEH, SIK
MIHIMYM, BOJIONITH OnHi€r0 3 gocTtynmHux (Ha Unity) moB mporpamyBanHs: C# abo
JavaScript. MoBa nporpamyBanns C# mae psif nepepar mnepen MoBoro JavaScript 1
3HAYHO MeEHIIe HemoiikiB. OpHielo 3 mepeBar € Toi (akt, mo moBa C# crporo
THUITI30BaHa, Y0TO HE MOXKHA cKa3atu mpo JavaScript. Cepen mporpamicTiB B HaIIl Yac
ICHYIOTh PI3HI TOYKH 30pYy 3 MPUBOJY TOrO, YU € JWHAMIYHA IIepeBipKa THIIIB
ONTHMAJIBHAM TI1]TX0/TOM, HAIIPHUKJIAA 0 BeO-pOo3po0KH, ajie MpH HAMCAHHI MPOoTrpam
TSt IeBHUX muiaTdopM (Takux, sk Windows) BoHa 4acTo BUTIHA, 2 4aCOM HEOOX1/IHa
HaBiTh craTtudyHa THUmizamiga. Y Unity HaBiTh J0/aHa JUpPEKTHBA #pragma, IO
MPUMYCOBO 3a0e3redye CTaTUYHY MepeBipKy TumiB B MoBi JavaScript. Xowa 3
TEXHIYHOI CTOPOHM TaKe IIKOM JIOMYCTHMO, ajie¢ TPHU I[bOMY HMOPYIIYETHCS OAMH 3
OCHOBHUX MNpUHLUIIB (yHKIIOHYBaHHs JavaScript. Tomy Kpaie oOpatu MOBY 3i
cTporoto tumi3aitieto - C#.

[ToBeminka IrpoBUX OO€EKTIB KOHTPOJIOETHCA 3@ JIOMOMOIOI KOMIIOHEHTIB
(Components), gxi TpUeHYIOTbCS 10 HuX. SAapo Unity no3Bossie mporpamicty
CTBOPIOBaTH BJacHI KOMIIOHEHTH, BUKOPHUCTOBYIOYHM clieHapii (ckpuntu). Bonu
JO3BOJISIIOTh AKTUBYBATH IrpOBI TOJIi, 3MIHIOBaTH IapaMeTpUd KOMIIOHEHTIB, 1
BIIMOBIIaTH HA BBEJICHHS KOPUCTYyBava Oy/b-IKUM CIIOCOOOM.

[IporpamyBanHsi 3miiicHIOeThC HEe Bcepenuui Unity, KojJ ICHye€ y BUIVISI
OoKpemuXx (paiiiB, Miclie po3TallyBaHHs SIKUX HporpamicT nosigomisie Unity. Daiinu
CIIeHapliB MOXYTb CTBOpIOBathcs B jaoaatky Unity, ame B OyIb-KOMY BHIIaJIKY,
po3poOHUKY Oyne HeoOXiTHO BUKOPHUCTOBYBATH TEKCTOBHWM pemaktop abo IDE, ne
OyJie mucaTucs KoJ JJIsl [IUX CIoYaTKy MOpOoXKHIX (haiiB.

VY 1970-x Bigeoirpu CTajau OJHUM 3 HAWMOMYJSPHIMIMX po3Bar. ¥ HUX Tpaju
BIOMa a00 B Oapax 1 kade, 16 BOHM BCTAHOBJIOBAJIMCS Y BUIVISA/II TPAJIbBHUX aBTOMATIB
B KOpHUJOpax, sIKI HaraayBajdud apkady. 3BIJCH Ha3Ba CaMOI0 MEPIIOro KaHPy
CJIEKTPOHHUX ITOp - «apkaaw» (Halmeprri rpu, Taki sk «3opsHi BiHWY», «IloHTY,

«ITokeMon», «ApkaHoim» - Bce Ie apkaaHi irpu). HesBaxkarouun Ha JeIKy
12



PUMITUBHICTb, LIEH JKaHP € IIJIKOM OPUTIHAJIBHUM 1 MOT0 Ba)KKO MOPIBHATH 3 OYJib-
SKAM PI3HOBUJIOM BIJOMHUX 3BHYaHUX irop. Kpim Toro, B HboMy 4YiTKO BHIHO, SIK
IrpOBUIl JOCBIA 3HAXOAUTh 3aNEKHICTh BiJ TEXHOJOTIYHHX MPHUCTPOIB (EKpaHy,
€JICKTPOHHOT HAUMHKH, CIICIIaIbHUX MPUIAIIB yIIPABIIHHA).

VY CBITOBIM MpakTUIll apKaJaMu HAa3UBAIOTHCS ITPU JAJS apKaJHUX ITPOBHUX
aBTomariB. Lle He okpeMuii xaHp irop, a, CKopiiue, irpoBui HanpsiMok. Komm'totrepHa
a0o0 BiJieorpa Ha3MBAETHCS «apPKATHOIO» B TOMY BHUIAJKY, SIKIIIO BOHA Oe3MocepeaHbo
NepeHeceHa 3 aBToMara ado K CX0Xa IO KOHIEMIIi1 3 irpaMu JJis aBTOMATiB.

VY cyuacHomy po3yMiHHi, Apkaja (aHri. Arcade) - 1ie aHp BiI€Oirop, IrpoBUit
npouec (refdMIuiel) sIKMX 3aCHOBaHMM Ha IIBUJAKIA peakiii rpaBus, MiHIMaJIbHOMY
CTYII€H1 CBOOOJIM KEPOBAHUX MEPCOHAXKIB 1 MPOCTOMY YIPABIIIHHI.

KrnacuuHi apkaau xapakTepu3yroThcs 3a3HAYEHUMMHU Haslajl BIacTUBOCTAMU. ['pa
Ha OJIHOMY €KpaHi. Y KJIAaCHYHUX apKaJaX BECh I'POBUN MPOLEC 30CEPEIKEHUN Ha
oHOMY ekpaHi. [lepiir 3a Bce 11e 00yMOBJIEHO ICTOPUYHO, IO CTAJIOCS Yepe3 TEXHIUHI
OoOME)KEHHs, ajie B TOW e yac 11€ 3HaYHO BIUIMBAJIO Ha reiiM au3aiiH. Tak, rpaBll B
OyIb-IKMi MOMEHT 4acy MOINIM Oa4yUTH BECh ITPOBUHM CBIT 1 MPUMMATH PIILICHHS,
BUXOJSTYM 3 TMOBHOI iH(opMallli nmpo Horo ctaH. be3miu irop >kaHpy mayio OuIbIIe
OJJHOTO €KpaHy, 1 BOHM 3MIHIOBAIM OAWH OAHOTO SIK PIiBHI. XapaKTepHUMU
npukiaagamu TyT € Joust, Pac-Man, Mario Bros. Heckinuenna rpa. IloTenuiitHo
IpaBIli MOXKYTh TpaTH B apKaJly HECKIHYEHHE 4ac, 1 BIMOBIHO, HE MOXKYTh BUTPATH.
Ile BmIMBaNIO HA Te, 110 TPaBili POOUIIM BUKIMK caMi COOl - HACKUIBKUA JIOBTO BOHU
3MOXKYTh TpOTpuUMaTHcs. B apkamax rpaBenp HIKOJM HE BUTpPaBaB, 1 KOXKHA Ipa
3aKiHYyBaJIacs MOPa3koro. Y TOH ke Yac, irpu MPOEKTYBAIKCS TaKUM YUHOM, 1100 3
4acoM TIpaBIEBl CTaBajo0 BCE CKJIJHINIE, 1 TAaKUM YWHOM HECKIHUYEHHa TIpa
MPOIOHYBajla HECKIHYEHHY CKJIaJHICTh. JlaHa cuTyaiist 3MIHIIACS 3 MOSIBOIO PUHKY
JIOMAIlIHIX KOMITHOTEPiB, KOJM BHAABIl 3MIHWIM CBO€ OaxaHHs, 100 TrpaBiii
MPOXOAMIIU TPy 1 MICIS LBOTO XOTUIM KyNUTH HOBY. IrpoBuil paxyHok. [IpaktuuHo Bci
KJIACUYH1 apKaJii BKIIOYAIOTh B ceOe irpoBuii paxyHoK. Komu rpaBens oTpumye 0anu

3a BUKOHAHHS pI3HUX Iijed abo 3aBmaHb. IrpoBi Oanm TO3BOJISIOTH TPaBIEBI
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3pO3yMITH, HACKUIbKU J100pe BiH I'paB, HE3BAXKAIOUM HA T€, 110 BUTPATH HEMOMKIIHUBO.
[Ipu 1bOMy TUIIOBUI Yac TPU CEPEIHBOTO IPABIISl CTAHOBUTH OJIM3BKO JBOX XBUJIMH, a
y JOCBIAYEHOTO A0 NecATKIB XBWIMH. Ha mifacTaBi maHoi 0COONMBOCTI y apkai, SK
NpaBuiIo, € TaOIUI PEKOPIIB, J€ TpaBellb MOXKE MOpPYyd 31 CBOIMHU pe3ysibTaTaMu
BBECTH CBOI 1HII1aJIK, 1 THM CaMUM MOPIBHIOBAaTU ceOe 3 iHmuMU rpaBusamu. LlIBunke
HABYaHHS, IPOCTUH iIrpoBUi mporec. [ KIacHuHUX apKajJ XapakTepHUM € Te, L0
IPaBIsIM JIETKO HABUMUTUCA TEUMIUICIO, ajeé CTa€ MPAKTUYHO HEMOMKJIMBUM CTaTH
MaNCTpOM B Tpi uepes ii ckinagHocTi. Pa3om 3 TuM, SIKIIO TpaBelb THHE B apKaji, TO
[ TMPaKTUYHO 3aBXKIM BIAOYyBa€ThCS 3 HOro BHHHM. B Takux irpax HeMae
«CTeriaJbHUX KOMOIHAIN KIIaBil, SIKI TpaBellb IOBUHEH BUBYMTH 3 JOKYMEHTAITI]
JUIsl TOTO, 100 3p0OUTH OCh 0coOnuBe. Jlyxe Majo irop po3MIMpPIOIOTH KOHIIEOT 3a
JIOTIOMOT'OI0 OYOK 3JI0pOB's, HIUTIB a00 TabneTok cuiu. lle mos's3aHo 3 Tum, 1o 3
KOMEPIIIHHOI TOYKK 30py apkajgax OyJgo HEOOXIJHO OXOMMUTH SIKOMOTa OUIBIIHNI
CIIEKTp TpaBIliB, TOOTO, (PAKTUYHO KOKHA JIIOJMHA B Oapi a00 Mara3uHi MOBUHEH OyTH
3aTHUM MAIATH 1 cripoOyBaTu 3irpatu. Y TOW e 4yac, MPOCTUM IrpOBUN TIpoLieC HE
Ma€ Ha yBa3l 110 BIH «IOTaHUui» ab0 «0OMEXEHU», - BIH MOXKE OyTH «EJIeTaHTHUM
Ta «BIAMOIIPOBAHUMY.

XKanp Arcade (apkaga) € oqHUM 13 HalCTApIIIUX B ITPOBIM 1HIAYCTPIl 1 MPONIIOB
JNOBIrUM NUISX PO3BUTKY. He3Baxkaroum Ha Te, M0 HMOro BaXKO HA3BATH CaMUM
MOMYJISIPHUM, BiH CIIPAaBUB BEJIMKWW BIUIMB Ha 1HII >KaHPHU. [0JIOBHOIO TEpeBaroro
apkajJ € KOpPOTKMH 3a 4YacoM, aje IHTEHCHMBHMI 1rpoBui mnpomec. Jlo cux mip
PO3POOHUKH CTBOPIOIOTH BCE HOBI 1 HOBI MPOEKTH, IO MOEAHYIOTH B CO01 €IEMEHTU
AK apKagHUX, TaK 1 IHIIAX AHPIB, HAMArarO4Wch MPUBEPHYTH yBary OLIBIION
KIJTBKOCTI JIFOAICH 1 CTBOPUTHU IIOCH I[IKaBe 1 yHiKanbHe. He3Baxkarouu Ha Te, 110 MiK
MOMYJISIPHOCTI apKaj| MpHUIiaB Ha KiHerb 20-To CTOMITTA, ajie 1 O bOTO JHS Y IIOTO
KAHPY 3AIUIIAETHCS BEIMYE3HA KUIbKICTh IIAHYBaJbHUKIB, SIKI HE JAlOTh LbOMY

KaHpPY 3aKIHYUTH CBOE ICHYBaHHS.
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1.2. IIpu3HayeHHs1 pO3pOOKH Ta MOCTAHOBKA 3a1a4i

{116 pO3pOOKH - TPOEKTYBAHHS Ta PO3poOKa TPUBUMIPHOTO 1TPOBOTO JOAATKY Y
xanpi Arcade Ha ABIKKY Unity.

Po3pobniennii irpoBuii  go01aTOK Oyle BUKOPHCTOBYBATHUCS TpaBISIMHU, SKi
0a)XaroTh BIJMOYUTH Ta TAPHO MPOBECTH Yac. 3 UM JOMOMOXYTh B1JIEOITPHU - BOHH
371aTHI BiIBEPHYTHU YyBary BiJl HABKOJHMIIHIX MPOOJIEM Ta MOJapyBaTH I'PaBIIO YaCTKY
MO3UTHUBY.

OCHOBHOIO METOIO MPOrpaMu € OpraHizailisi iIrpoBOro mpoiecy (reumIuiero), o
0a3yeTbcsi Ha B3a€MOJIi KOPUCTyBaya 1 IFPOBOTO MPHUCTPOIO 3a JOMOMOIOIO
Bi3yaJIbHOTO 1HTEpECy.

IrpoBuit nomarok mnpusHadeHuM s kopuctyBadiB I[IK 3  omepaiiiitHoro

cucreMoro Windows.

1.3. IlincraBu a1 po3podKu

BiamoBinHO 10 OCBITHBOI Mporpamu , 3riJHO HABYAJIBHOTO IUIaHY Ta TpadikiB
HaBYAJIBLHOTO MPOIIECY, B KIHIII HABYAHHS CTYJCHT BUKOHYE KBaNl(ikaliiHy poooTy.

Tema po0OTH y3rOmKYy€eThCs 3 KEPIBHUKOM MPOEKTY, BUITYCKalO40I0 Kadeaporo,
Ta 3aTBEP/KYETHCS 3 HAKA30M PEKTOpa.

TakuM yuHOM miAcTaBaMu i pPO3pOOKM (BUKOHAHHSAM KBasi(iKaliiHOi
pobotn) €:

- OCBITHS Mporpama crienianbaocti 122 “Komr totepHi HayKu'”;

- HaBYaJIbHUH TUIaH Ta rpadik HABYAIBHOTO MPOLIECY;

- Haka3 pekrtopa HarioHaJbHOTO TEXHIYHOTO yHIBepcuTeTy “‘/[HINpoBChKa
nomitexHika” Ne 317-c¢ Bix 07.06.2021p;

- 3aBJlaHHs Ha KBamiQikauiiiHy podoty Ha Temy “IIpoekTyBaHHs Ta po3poOka

TPUBHUMIPHOTO irpOBOTO 10/1aTKy Y *kaHpi Arcade Ha nBrkky Unity”.
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1.4. IlocTanoBKa 3aBIaHHA

l'omoBHOIO MeTorO KBamidikaliiHOI poOOOTH € MPOEKTyBaHHS Ta pPo3poOKa
TPUBUMIPHOTO irPOBOTO M0JaTKy y >kaHpi Arcade Ha nBuxky Unity. IrpoBuii nonatok
npusHadeHuit g kopuctyBauiB [IK 3  omepamiiiHoro cucremoro  Windows.
OCHOBHUMH XapaKTePUCTUKAMH PO3POOKH MOBUHHI Oy TH:
— peamizaiisi IrpOBHX MeEXaHIK ISl 3a0€3MEeUeHHs] TPaBIIB  MOXKJIHWBOCTIMU
KepyBaHHS iIrpOBUM MPOIIECOM BCEPEIMHI TPUBUMIPHOTO iIrPOBOTO MPOCTOPY;
— Ppo3poOKa IEKITBKOX IFPOBUX CIIEH Ta MOXIIUBICTh MEPEXOAY MK HUMU;
— CTBOpEHHsA 1HTEp(QEiCy IrpoBOro JO0JATKy 3a JIOMOMOTIOI0 MOXKJIMBOCTEH siipa
Unity Engine;
— CTBOPEHHS TOJIOBHOTO MEHIO IS IrPOBOTO JTOJATKY;
— TECTyBaHHS PO3POOJICHOTO ITPOBOTO JOJATKY.

[TocraBneHa 3a1aua Moxke OyTH JOCSITHYTa TP BUKOHAHHI HACTYITHUX BUMOT:

— BUBYCHHS MPEIMETHOI raly3l 3aB/IaHHS;
— TMPOBEACHHS TOPIBHSUIBHOI XapaKTEPUCTUKU MOXJIMBOCTEH aHAJIOT1YHUX
mporpam;

— BUOIp mIaTGopMu po3poOKH;

— IMIOpPTYBaHHS TPUBUMIPHUX 00’ €KTiB 3 Marazuny Asset Store B Unity Engine;

— HaMKMCaHHS MPOTPAMHOTO KOJTY.

KinneBuMm pesynbratoM po3poOKu Mae OyTH IrpOBUM TOAATOK JJIsl KOPUCTYBaUiB

[IK 3 omeparmiitHoto cuctemoro Windows, B sSIkoMy peani3oBaHO ITpOBHUI TpOIEC
(reiimruieit), mo 0a3yeThCsi HAa B3a€MOJII KOpPUCTyBauda, araparHoi ckianoBoi I1K,

PO3pOOJICHNX MEXaHIK IrPOBOTO JIO/IaTKy Ta Bi3yaJdbHOTO IHTEP(EHCY.
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1.5. Bumoru 10 nporpamu ad0 mporpaMHoro BUpooy

1.5.1. Bumoru 10 pyHKIiOHAJBbHUX XaPAKTEPUCTHK

JUJ11 KOPEKTHOTO 3alycKy J0AaTKy MoTpiOHO BcTtaHOBUTH Directx Bepcii 11, Ha
OUTbII paHHIX BepCiAX JMJOAATOK He Moke OyTH 3amylleHuil, uepe3 Habip
BUKOPUCTAHKUX (PYHKIIIH y IrpOBOMY JABUTYHI.

DirectX - ne Habip API, po3po0aeHuX 1j1st IpocTOoro i e¢()eKTUBHOIO BUPIIICHHS
3aBIaHb 3 MYJIBTHUME/lIA, I'POBUM 1 B1JI€O-IIPOrPAMYBAaHHSIM, I1J] ONEpaliiiHi CHCTEMH
Windows Big Microsoft.

Bepcisi npaiiBepa BiJeOKapTH, BCTAaHOBJIEHOTO B CHCTEMI IOBHHHA OyTH
OHOBJIEHA, OCKIJIBKH BiJ LIbOTO 3aJIEKUTh KOPEKTHA poOOTa IrpOBOTO JI0/IATKY.

OCKIJIbKM MIPOEKT BXKE 3allaKOBaHUM Yy BUKOHYBaJbHUI (pailsl, BiJ KOPUCTyBaua
MOTPIOHO TUIBKH 3aITyCTUTH HOTO.

BBin manux moBuHEH OyTH peani3oBaHMi uepe3 mnepudepiiiHi mpUCTpoi s
BBOAY IHQoOpMalii Ta iX B3a€EMOAII0 3 IHTYITHUBHO 3pO3yMUIMM JJIi KOPUCTYBauiB
iHTEeppericoM po3pOoOJICHOTO IrpOBOTO J0JAATKy . BHBIA JaHUX 3A1MCHIOEThCA 32
JIOTIOMOTOFO MOHITODY.

Takox npu 3armycKy MOKJIMBI OMOBIIIEHHS PO MOKJIUBI TPOOIEMHU:

Warning — HectaHmapTHa cUTyallis 3 mporpaMmor. He sIBISEThCS KPUTHYHOO,
ajie KOpUCTYBa4eBl BAPTO MPUALIUTH 11 yBary.

Error — nomwuiika B po0oTi nporpamu. Jeski @yHkiii abo ¢aitnu moriu OyTu

HEJOCTYIHI.

1.5.2. Bumoru 10 inpopmaniiiHoi 0e3nexun

OCKUIbKM JOJJaTOK BXKE 3alaKOBaHWM, SKHMXOCh BUMOI 10 iH(opMariiHoi
0e3neky He MOTPIOHO, AOCTaTHbO MPOCTO JIOTPUMYBATUCH 1€papXii BHYTPIIIHIX

GaiiniB, 178 YHUKHEHHS] MOXJIMBUX 3001B 1oaatky. KpiMm 1bporo y kopuctyBaya Hemae
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HEOOX1THOCTI PEECTPYBATHCS 1 CTBOPIOBATU aKKAyHT BCEPEAMHI MporpamMu. 3 i€l

IPUYMHU HISKUX BUMOT 70 1HGOPMAIIHHOT OE3IeKU HEMaE.

1.5.3. Bumoru 10 ckjiaay Ta napamMerpiB TeXHiYHHMX 3aC00iB

JIist kopekTHOro (YHKIIIOBAaHHS ITPOBOTO JOAATKy, MiHIMajdhbHA TEXHIYHA

koHbirypariis [TK moBurHa OyTH HACTYITHOIO:

— omepariiiina cucrema, OC: Windows 7 64 bit;

— mponecop: Intel Core 13 (1,4 ['Tm);

— O3IL: 1 T6;

— Bigeokapra NVidia gtx 450, 1 T'6;

— DirectX, Bepcis: 11;

— MiCIIe Ha )KOpPCTKoMY Jucky: 750 MO;

— po3aibHA 3AaTHICTH MOHITOpA: 1280%x960 mikcenis.

1.5.4. Bumoru 1o ingopmaniiiHoi Ta MPOrpaMHOI CyMiCHOCTI

CydacHi KOMM'IOTEpHI ITpU BHUMArarTh YMMalli BUMOTH JIO KOMII'FOTEPHOT
anaparHoi yacTuHU. OCHOBOIO € MIBUAKUHN LeHTpaibHui npouecop (anmi. CPU) nns
KOPEKTHOI poOOTH BHYTPINIHBOITPOBUX MexaHi3MiB. bararosnepHi mporecopu aanu
MOKJIUBICTh OOpOOJISATH ACKITbKA 3aB/IaHb OJTHOYACHO, 110 O3HAYAIO0 OUIBII CKIIATHY
rpadiky, OLIbII MPOCYHYTHUN IITYYHUHN 1HTEIEKT 1 BHYTPIIIHBOITPOBY (PI3UKY.

TpuBHUMIpHI iTpy BUMararTh NOTYXHOTO rpadiuHoro nporecopa (anrt. GPU),
AKUW TPUCKOPIOE TIPOLEC BIATBOPEHHS CKIAAHUX TpadiuHUX CLUEH B PEXKUMI
peanbHOro yacy. Takok MOXKJIMBE BUKOPUCTaHHS JEKUIBKOX rpadiyHUX IpOLECcOopiB B
OJTHOMY KOMI'IOTEpPi 3a JOMOMOTOI0 TakKuX TexHojorid, sk Scalable Link Interface
(NVidia) abo CrossFire (ATI).

s 3abe3neueHHs] TPUBUMIPHOTO SKICHOTO 3BYKY B irpax HEOOXiTHO MaTu
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3BYKOBY KapTy (BOyJOBaHI aHaJOrd 4acTo He MawTh (PyHKIiA mais 3D 1 OiibId
YUCTOTO 3BYKY).

Jlia KepyBaHHs ITPOBUM IE€PCOHAXEM BUKOPUCTOBYIOTHCS KJIaBlaTypH, MHIIIL,
JOKOUCTHKU JUTSI aBlaCHUMYJISITOPIB, KepMa JIsl TOHOYHHUX 1rop 1 TeMMmaau JIjis 1rop,
OpIEHTOBAaHUX Ha KOHCOJIbHE YTPABIIHHS.

Ha mponykTHBHICTB 1 TeliMIUIeN Tako)X BIUIMBA€E BEpCis JpaiiBepa BiI€OKapTH,

BCTAHOBJICHOT'O B CHCTEMI.
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PO3ILI 2

MMPOEKTYBAHHS TA PO3POBKA THOOPMAIIMHOI CUCTEMHA

2.1. ®yHkuioHaJbHe NMPU3HAYEHHSA iH(pOPMaANLIiHOI cCUCTEMHU

Pesynprarom maHoi kBamidikamiitHoi poOOTH Mae OyTH TPUBHMIPHUH 1rpOBHii
0JaToK 'y skaHpl Arcade cTBopeHuid 3a jgomomMoror ABmkKy Unity. PospoOnenwii
irpoBUil 10/1aTOK Oyle BUKOPHUCTOBYBATHICS T'PaBILSIMHU, K1 0a)KarOTh BIATIOYHUTH Ta
rapHO TIPOBECTH Yac.

OcHOBHE IPU3HAYEHHSI ITPOBOTO JIOJATKY:

— Oprasi3ailis irpoBoro mpoiiecy (TelMIuiero);

— IrpoBUM JONATOK NpPHU3HAUYCHWH JJii BUKOpUcTaHHA Ha twiardopmi [IK
(Windows);

— CIPOEKTOBAaHUM JOAATOK 3a0e3MedeHo (PYHKIIOHAJBHUM i1HTepdeiicoM, 1110
CKJIQJIA€EThCS 3 €KPaHy TOJIOBHOTO MEHIO Ta €KpaHy 3 irpOBUM IPOIICCOM;

[onoBHE MEHIO Hajga€e KOPUCTYBAYy MOXKIIMBICTH OOpard TMEBHY OINIIIO
nporpamu. [Ipu oOupaHH1 MyHKTY MEHIO — 3aIyCK IFPOBOTO MPOIIeCy, Oy/ie 3amyieHo
ITpOBUI TPOIEC, B SIKOMYy KOPHUCTyBady HAJAEThCSd MOXKIUBICTh TPOTECTYBATH

HKI{IOHAJ I'PH, 110 CKJIAJACTLCA 3 I SITH TOJIOBHUX €JIEMEHTIB:
Yy ’

apkajJHa CUCTEMA;
— MeXaHiKa MOBEIHKH ITPOBUX 00’ €KTIB y TPUBUMIPHOMY MPOCTOPI;
— cucTtema miathopm;
— particles-cucrema;
— PpaxyHOK TpaBIIsl.
EnemeHT apkanHOi cHCTeMU TMOJSiTa€ y TOMY, IO B3a€EMOJis PO3POOIEHHUX
MEXaHIK Ta IrpOBUX EJEMEHTIB pealidye IrpoBUM mpouec (redmiuviel) gkuil €

XapaKTepHUM JUIs 1rop y skaHpi Arcade.
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MexaHika TOBEIIHKH IrpOBUX OO’€KTIB y TPUBUMIPHOMY MPOCTOpI — IIe
pe3ynbrar poOoTH po3pobiaeHux (YHKINM, sIKI BCTAHOBIIOIOTH IpaBHUia B3aeMOJIT
irpoBUX 00’€KTiB, cTBOpeHHUX 3a nomomororo Unity Engine. Lle nocsiraeTbest 3aBasiku
KOMITOHEHTHIH cucTeMi, o BUKopuctoByeThesi B Unity Engine: Ha meBHMil irpoBuit
00’ €KT CTBOPIOETHCS CKPUIIT (CLIEHapiil), HamMcaHuii Ha MOBI1 mporpamyBaHHs CH.

Cucrema mnargopm — y po3poOiIeHOMY ITpOBOMY AOAATKYy Oyjo peari3oBaHO
cucteMy 1iargopmM, sika € OJIHIEI0 3 ocoOnuBocTel xkaHpy Arcade. byino po3pobieHo
ocobnmBHiA BUA irpoBoro mporecy — Endless Runner, miatun sxanpy Arcade, B
SKOMY TIpaBLIEBl HEOOXIAHO TMEpecyBaTHUCh HECKIHYEHHO 3 SABJISIOYUMHUCA
iargopmamu.

Particles-cucrema — cuctemMa CTBOPIOE YacTKH, SIKi CIIy)KaTh Bi3yaJbHUMHU
rpadiuauMu eeKTamMu, B BUMAJKOBHX TOYKAX B MeXaxX 3a3[ajerijib BUZHAYECHOTO
npoctopy. Lli vacTku MoxXyTh Matu opMy, Hanpukia, chepu ado konyca. Cucrema
BHU3HAYA€ Yac KHUTTA camMoi YAaCTUHKH, Mdiana30H CTBOPEHHs, 1 KOJMM Yac KHUTTA
YaCTUHKHU 3aKIHYY€EThCSI — CUCTEMA 11 3HUIIYE.

PaxyHok rpaBisi — B IFTPOBOMY J0JATKy OyJIO peasi3oBaHO €JIEMEHT IrpOBOTO

MIPOIIECY, SIKUM TO3BOJISIE TPABIIEB] CIIOCTEPITaTH KOTO BHYTPINIHBOITPOBHM PAXyHOK.

2.2. Onuc 3acTOCOBAHUX MATEMATHYHUX METO/IIB

[Ipu po3podii TPUBUMIPHOTO IFPOBOTO AOAATKy y >kaHpi Arcade, Oymno
BUKOPHUCTAHO TaKi MareéMaTW4YHI METOMIM: orepallii HaJ BEKTOpaMH Ta apuMeTHUHI
oriepaTopH J0JaBaHHs, BITHIMAHHS, MHOKCHHSI, J1JICHHS.

Omepariii HaJl BEKTOPaMHU, KOMyTaTHBHICTE: & +b =b +a .

ApubdmMeTuuni onepaTopu: “+7, «“-7 7 <P
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2.3. Onuc BUKOPUCTAHOI apXiTeKTYpPH Ta MA0JOHIB NPOEKTYBAHHS

[Ipu po3poOIll TPUBUMIPHOTO ITPOBOTO JOJIATKY Y >kaHpi Arcade, Oyno oOpaHo
KjnacuyHui mabnon nporpamyBanas MVC (Model-View-Controller) - e cxema, mio
nepeadadae MmoAia JaHUX Mporpamu, MPU3HAYEHOTO JIJIsi KOpUCTyBada 1HTepdeicy 1
KEpYIo4yoi JIOTIKM Ha TPU OKPEMHX KOMIIOHEHTa, 1100 KOXKeH 3 HUX MOXHa Oyio
HE3aNeKHO MOIU(IKyBaTH.

Model BiamoBigae 3a BHYTPIIIHIO JIOTIKY IrpOBOro J0AaTrKy. B mpoekTi mei
€JIEMEHT Ia0JIOHy MPOEKTYBaHHS OXOIUTIOE€ 30€piraHHs JaHUX, a TaKOX IMpaBuia i
aNropuT™Mu 00poOKM 1H(DOpMaIii.

View BiamnoBijae 3a BigoOpakeHHs gaHux Mojeni. Llei piBeHb BUKOHY€E JIUIIE
cBo€yacHe BimoOpakeHHs ctany Model. 3a o6poOKy il KopucTyBaua BiJIOBiAA€E
HACTYIHUH piBeHb 1adaony npoekryBanus MVC - Controller.

Controller BcTanoBmO€ 3B'i30k MK piBHeM Model 1 gissMu KopuCTyBaya,
OTPUMaHHMMHU B PE3yJbTaTl B3a€MOli 3 piBHEM View. DaKTUYHO HA KOXKHY III0, SKY
MOXKE 3pOOUTH KOPUCTYBa4d Ha PiBHI View, MOBUHEH OyTH BU3HA4YECHHI 0OpoOIIOBaY
noaiit B Controller. [eit oOpoOaroBau BUKOHA€E BiAMOBIAHI MaHimyssii Hag Model 1 B
pa3i HEOOX1JHOCTI MOBIAOMUTH View Mpo HasiBHICTh 3MiH.

[Tpu po3poOITi TPUBUMIPHOTO ITPOBOTO JOJATKY OyJI0 BUKOPHUCTAHO BOY/IOBaHE B
Unity Engine IDE - Microsoft Visual Studio 2019. 3aBnsiku BikHy Omisiiad pillieHs,
MOXKHA 3pYy4YHO TMTEpPEISHYTH CTPYKTypy TIPOGKTY Ta CKpPUNTH Ha MOBI
nporpamyBaHHs C#. 3a gomomororo ¢ynkmionady Visual Studio 2019, daiiau
NPOEKTY 3pYy4HO 30uparoThcs y pimeHHs (Solution). PimenHs sBise coOoro
CTPYKTYpy Ui oprauizaiiii npoektie B Visual Studio. Boro 36epirae BigomocTti mpo
CTaH NPOEKTIB B ABOX (aiax:

— SLN-daiin (Ha 0CHOBI TEKCTY, 3arajibHUAN);

— SUO-(aiin (IBIKOBUIA, MapaMeTPH PIILICHHS 1711 KOHKPETHOTO KOPUCTYBaya).
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3] Pewenne "ShagoyanRA_game_v.2" (npoexTsr 1 13 1)
4 [ Assembly-CSharp
P Coblikn
[ 4 mAses
4 Scripts
c* CameraMovemnent.cs
c* GameManager.cs
c# |nfinteStarfield.cs
c# MainMenu.cs
c* Platform.cs
c# Player.cs
c# Rotator.cs

A A A

Puc. 2.1. Crpykrypa opranizanii ¢aiutis ckpunris y Visual Studio 2019

2.4. Onuc BUKOPUCTAHUX TEXHOJIOTiH Ta MOB IPOrpaMyBaHHS

JUist mpOeKTyBaHHsS Ta PO3pOOKH TPUBHUMIPHOIO ITPOBOrO JIOATKY Y >KaHpi
Arcade Oyno Bukopuctano texuojorii Unity 2020.3.11f1, iHTerpoBaHe cepeaoBHIIe
po3pobku Microsoft Visual Studio 2019 Ta moBy niporpamyBanus C#.

Cepenosuiie Unity 103BOJIsIE CTBOPIOBATH 1ITPOBI JIOAATKU TiJl OUIBIIICTH
MOMyJISIpHUX TUTaTGopM. 3a TOTIOMOTOI0 TEXHOJOTIN JTaHOTO siipa PO3pOOISIOTHCS
Irpy, SIKI MOXKJIMBO 3allyCKaTH Ha MEpPCOHAIbHUX KOMIT I0Tepax (Kl MPaIior0Th il
Windows, MacOS, Linux), na cmaptdonax 1 mianmerax (i0S, Android, Windows
Phone) Ta na irpoBux xoncoisx (PS, Xbox, Wii).

bynp-sike irpoBe siapo Hajmae 0e3niy  (YHKLHIOHATBHUX MOMKIMBOCTEH, SKi
3aCTOCOBYIOTHCSl B Pi3HUX irpax. PeamizoBana Ha TakoMmy siapi rpa OTPUMYE BCI Il
(yHKITIOHAIBHI MOKJIMBOCTI, KPIM TOTO, JOJAIOThCS 11 BJIACHI ITPOBI PECYpCH 1 KOA
irpoBoro cueHapito (ckpuntH). Unity Hajgae MOXKIMBICTb MOJEIIOBAHHA (DI3UUHHMX
CEpEeNOBHUII, KapTH HOPMaJIel, 300paKeHHS ITPOBOTO CBITY B €KPAaHHOMY MPOCTOPI
(Screen Space Ambient Occlusion, SSAQO), nuHamiudi TiHI Ta 06arato iHIIOTO.
[ToniOnuM HAGOpPOM (PYHKITIOHATEHUX MOXKIIMBOCTEH MOXKYTh MOXBAJIHMTHCS Oararto

irpoBux siaep, ajge y Unity € ABI OCHOBHI IepeBard Mepes IHIIUMHU IepeaoBUMU
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IHCTpYMEHTaMH PO3POOKH 1rop: HaA3BUYANHO MPOAYKTUBHHH BI3yallbHUM poOOUYNiA
Iporiec 1 MOTY)KHA MYJIBTUILIaT(OPMEHHA MATPUMKA.

Bigyanpauit poOoumii mporiec Mae MEBHI mepeBard. Y TOW yac, fK 1HII
IHCTPYMEHTH PO3POOKH IrOp 4acTo SABJSIOTH CO00I0 301pKy pO3pI3HEHUX YACTHH, SK1
HEOOX1JHO KOHTPOJIIOBATH, YH, MOXJIMBO, 010/1I0TEKY, 71 POOOTH 3 SKOIO MOTPIOHO
HaJAIITOBYBaTH BJACHY IHTETpoBaHy cepemy po3poOku (Integrated Development
Environment, IDE), mocnioBHICTh 30ipkH Ti 1HIIE B I[bOMY PO/JIi, pOOOUYHIA TIPOIIeC B
Unity npuB’si3aHuii A0 CKIAJAHO MPOAYMAHOTO BI3yaJbHOTO PEAAKTOpy. Y LbOMY
peIaKTOpl PO3POOHUK KOMIIOHYE CIIEHU MaiilOyTHBOI I'PH, OB’ A3YIOUYH ITPOB1 pecypcH
1 kox B iHTepakTuBHI 00’¢kth. Came BiH J03BOJISIE IIBHJAKO 1 palllOHAJIBHO
CTBOPIOBATH Mpo(deciitHi 1rpu, 3a0e3neuyodr IpOAYKTUBHICT IMpalll po3pOOHUKIB 1
HAJal04l B X PO3MOPSKEHHS TIEpeslik HaWCydacHINMX TEXHOJorid B cdepi
PO3pOOKH BiA€OIrOp.

Y nabopit iHcTpyMeHTiB Unity ICHye TMOTyXHa MYJIbTUILIATGOPMEHHA
niATpUMKa. B 1aHoMy BUMNAAKy, MAa€ThCS Ha yBa3l HE TIJILKU MICIIE PO3TOpTaHHs (BU
MOXKETE€ PO3TOPHYTM TIpy Ha TNEpPCOHaJbHOMY Komm'torepi, B IHTepHeTi, Ha
MOOUTBHOMY TpuUCTpoi ab0 Ha KOHCOM), a W I1HCTPYMEHTH po3poOku. [la
HE3JICKHICTh BiJ IIAaT(GOpMu cTaja pe3yiabTaroM TOro, IO CIOYATKYy 1HCTPYMEHT
Unity mpu3HadaBcsi BUKJIIOUHO JUIsl KOMIT 0TepiB Mac, a mi3Hilie OyB MepeHeCceHHi
Ha MaIlMHU 3 ONepaliiHuMu cuctemMamu cimerictea Windows. IcHye mocuTh
Hebararo 1rpoBUX fliep, 10 MIATPUMYIOTH TaKy * KUIbKICTh LIJIBOBHUX ILIATHOpM
PO3rOpTaHHS, 1 )KOJIHE 3 HUX HE POOUTH OIEpallito po3ropTaHHs HACTLIHKHU JIETKOIO.

Kpim nux 180X OCHOBHUX TIEPEBAr, CJIiJI BIA3HAYUTH 1€ OJIHY - I1€ 3a0e3MeUCHHS
MOTYJTHHOIO CHUCTEMOIO KOMITOHEHTIB, SIka BUKOPHUCTOBYETHCS JJIsi KOHCTPYIOBaHHS
irpoBux 00’ekTiB. «KommoHeHTamn» B Takiii cucTeMi € KOMOIHOBaHI TMaKeTu
(YHKIIOHATBHUX €JIEMEHTIB, TOMY 00’ €KTH CTBOPIOIOTHCS SIK HA0OpH KOMITOHEHTIB, a
HE SK KOPCTKa lepapxis KiaciB. |HIIMMHU ClIOBaMH, KOMIIOHEHTHA CUCTEMa SIBIISIE
co0or0 anprepHaTMBHUN (1 3a3BW4Yail OUIBII THYYKWH) TWIAXiA A0 00’ €KTHO-

OpPIEHTOBAHOTO MPOTpaMyBaHHS, B SIKOMY IrpoBi OO’€KTH CTBOPIOIOTHCS IUIAXOM
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00’eHaHHs, a HE ycrnajkyBaHHsA. [IopiBHSHHS MiAXOMIB JIEMOHCTpPYE Jiarpama Ha
PUCYHKY 2.2.

B xomnoHeHTHi# cucTeMi 00’€KT iCHye B TOPU3OHTAIbHIN i€papxii, TOMy pi3Hi
00’€KTH CKJIQJaloThCsl 3 PI3HUX HAOOpPIB KOMIIOHEHTIB, a HE 31 CTPYKTypH
yCHaAKyBaHHS, B KM pi3HI 00 €KTH BUSIBISAIOTHCA HA PI3HUX TUIKax Jepesa. Taka
KOMITOHOBKA TIOJIETTIIY€ CTBOPEHHS MPOTOTHIIIB, TOMY IO OIPAIfOBATH IMOTPIOHMIA
Ha0lp KOMIOHEHTIB 3HAYHO MIBUIIC 1 MPOCTIIIE, HIXK TMepeOynoByBaTH JAHIIFOKOK

yCHaJAKyBaHHS IPU 3MiHI KOKHOTO 00’ €KTa.

KomnoHeHTHa cucrtema ndap‘HyBaHHﬂ

BoiH [ Camypait | JlyuHMK boiosa ogMHMLA

A i
HomnoHewT Homnoueut HomnoHewT [ BoiH ] [CEMVPEFI] [-"WHHH]

GAnMHBOIO 3amium 36poi AWCTAHWIHHOTO | |
Bow Bowo

Congar 3 moxanmeictio GansHboro Ta ]

Homnoueut v
AHcTaHWiAHoro Gow

Gaumuboro
=
Gow

HomnoHeHT
L  Awcrawuiiinoro
Gow

Puc. 2.2. [lopiBHSHHS MiIX0iB IPU KOHCTPYIOBAaHHI IFPOBUX 00’ €KTIB

Kpim 1poro, mporpamicT Mae MOXKJIMBICTh HalMCaTH KOJ, SIKMH peanidye Horo
BJIaCHY KOMIIOHEHTHY cuctemy, aie B Unity Bxe iCHye€ I[IJIKOM HaJliHUNA BapiaHT
TaKO1 CUCTEMH, OPTaHIYHO BOY/IOBAaHUH B Bi3yallbHUN penakTop. ToMy po3poOHUK Ma€e
MOJKJIMBICTh HE TUIBKM MPOTPAMHO KepyBaTH KOMIIOHEHTAMH, ajie 1 BCTAHOBIIIOBATH 1
PO3pUBATH 3B’ SI30K MK HUMH B pefakTopi. MOKIUBOCTI pO3pOOKH HE 0OMEXKYIOThCS
CKJIaZIaHHSIM OO0’ €KTIB 3 TOTOBUX J€Tajeil; B KOJI MPOrPaMiCT MOXKE KOPUCTYBaTHUCS

yCHaJKyBaHHSM 1 BCIMa HallpallbOBAHUMU Ha Horo 0a3i marrepHaMu MPOEKTYBaHHS.
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InTepdeiic Unity moaunsieThCs Ha KibKa YacTHH: BKJIaJKa Scene, BKJIajJKa
Game, maHenb IHCTPYMEHTIB, BkJajaka Hierarchy, nanens Inspector, Bkinanku Project 1
Console (pucyHok 2.3).

Y KOKHOI 4acTUHU iHTep(delcy € BIacHe NMpU3HAYCHHs, MPU IIbOMY BCi BOHHU

rpaoTh BAXXIIMBY POJIb B MPOIIECI CTBOPEHHS TPH:

nepersiy dhaiiiB 3A1HCHIOETRCSA Ha BKIaI Project;

— pO3MillIeHI Ha CIIeHI 00 €KTH B10OpakaeThcs Ha BKIAAII Scene;

— TaHeNb IHCTPYMEHTIB MICTUTD €JIEMEHTH KEPYBaHHS CIICHOIO;

— wHa BkiaaAmi Hierarchy HagaeThcs MOXKHA 3MIHIOBATH 3B'SI30K MK 00’ €KTaMu;

— mnanenb Inspector Hanmae iHGoOpMalil0 MPO BUIIICHI 00’€KTH, a TaKOX IPO
OB’ sI3aHUIN 3 HUMH KOJI;

— BUKOHAHHS TECTYBaHHS NPOCKTY BUKOHYETHCS Ha BKjiaami Game, OMHOYACHO 3

1M, Ha BKJai Console BUBoAuTHCS 1HGOPMAITiS PO TTOMUIIKH.

Allow Dynamic Resolution

Target Display Dispiay 1

£ Flare Layer [
~ Audio Listener kS

2 B e x w0
v & Favorites Asset Movem
‘ + < Camers ent (Script) ==
L All Models

sots
Al Pretabs
Target Player (Transform)
ey Piefabs  Resources  Scenes  Serpts  SiySere
> 5

v & - Skybox e

Custom Skybox

5330

Puc. 2.3. Iatepdeiic cepenoruria Unity

26



B uentpi intepdeiicy posramoBaHa Bkiajaka Scene (pucyHok 2.4). Came TyT
MOXKHA MO0AYUTH, SIK BUIVISIAAE CBIT 1pU, 1 pO3TAIIOBYBaTH 00 €KTH Ha clieHi. Ciil
PO3YMITH, IO BCE TE, IO BiMOOpa)ka€ThCs HA I BKJIAAII BiIPI3HATUMETHCS BIJ
Toro, mo Oyae BimoOpaxaTucs B caMoMy Mpoleci rpu. IrpoBe mnpeacraBieHHs
(mporec rpu) BimoOpakaeThes Ha Bkiaami Game, 110 3a3BUYaid po3TalioBaHa mopyd 3
BKimankoro Scene. Ilicas 3amycky rpu Ha Bkiamaii Game modWHAEe BigoOpakaThCs

IrpoOBe MPEICTABIICHHS.

WP O RS ICenter| BLocal
# Scene | o®Came @ AssetStore

Shaded v " |B > | Gizmos |~ [ |2 All

Puc. 2.4. YactuHa penakTopa, sika JEMOHCTPYE TUIbKHU MaHeb IHCTPYMEHTIB 1

BKJIAAKy Scene
Bxnaaka Hierarchy (pucyHok 2.5) MICTUTh CIIMCOK BCIX MPHUCYTHIX Ha CIICHI

00’€KTIB y BUIIAMI JAEpeBa, TIJIKU SKOTO BKJIAJEHI OJlHA B OJHY BIAMOBITHO IO

lepapXiuHHUX 3B’A3KIB MK 00’ekTamu. BoHa Hajgae MOXIIMBICTh BUAIJICHHS 00’ €KTIB
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10 IMEHax, IM030aBJIsSIFOYM BiJ HEOOXITHOCTI MOIIYKYy 00’€KTa Ha ClieHl. lepapxidHi
3B’SI3KU TTOETHYIOTHh 00’ €KTH OMH 3 OTHUM.

Ha maneni Inspector (pucyHok 2.6) BigoOpakarOThCsS JaHI BHIIJICHOTO B
MOTOYHUK MOMEHT 00’ekta. [Ipu BHALIEHH] pi3HUX 00’€KTIB, PO3POOHUK O/Ipasy kK
no0aunTh, K 3MIHUTbCS BUIVIAA naHeni Inspector. [ndopmartis, mo BizoOpaxaeTbes,
31e0UTBIIOTO SABIISIE COOOI0 CIMHMCOK KOMIIOHEHTIB, MMPUUOMY MPOTPAMICTy HAAA€THCS

MOJIMBICTD JIO/IaBaTH 10 00’ €KTIB HOB1 KOMITIOHEHTH a00 BUIQISITH ICHYIOUI.

= Hierarchy g i
4+ (oA
w <] CollectCubes
¥ [71 Main Camera
1 Particle System
) Directional Light
&d Floor

71 gameManager
¥ i@ Platfarm %

7 Collidersystem
¥ Gems 5
¥ 7 Score Canvas
71 Score Text
Ffl EventSystem

Puc. 2.5. YactuHa penakTopa, sika IEMOHCTPYE TUIbKU Bkiaaky Hierarchy

Bci irpoBi 00’€KTH MICTATh MPUHANMHI OJJUH KOMIOHEHT — Transform, Tomy Ha
naHeni  Inspector 3aBkam  BimoOpakaTUMyThCs Xoua O  BIIOMOCTI  MpO
MICIIC3HAXO/PKCHHS 1 OpIEHTAIII0 BHIUICHOro 00’ekTa. Y 0ararbox 00’€KTIB € Iim

CIIMCKU KOMIIOHEHTIB, B TOMY YHCJI1 OB’ s13aH1 3 IMMU 00’ €KTaMU CIICHapIi.
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O Inspector | 52 Navigation @ Lighting il v probes
@ <! Player Static ~ Light Probes Blend Probes -
" Tag Player | Layer|Default - Reflection Probes Blend Probes -
Anchor Override Mone (Transform) ®
v A Transform @ 3t i | v aAdditional Settings
Paosition X0 ¥(0.713 Z|-0.335 Motion Vectors Per Object Mation -
Rotation X0 ¥ 0 ) o] Dynamic Occlusion ¥
Scale X 04 Y 04 Z04 v & Rigidbody ° =
v B Sphere (MeshFilter) @ i Mass 1
Mesh 8 Sphere @ Drag 0
v & v Sphere Collider e iz il (2 0.05
Use Gravity
Edit Collider A,
Is Trigger Interpolate MNone -
Material £ ZeroFriction ® Collision Detection Discrete -
Center X0 Y0 Z0 » Constraints
Radius 0.5 ¥ Info

Puc. 2.6. YactuHa penakTopa, sika IEMOHCTPYE TUIbKU BKJIaAKy Inspector

Y HWKHIN 4YacTHHI €KpaHa 3HAXOJAThCS MOKa3aHl Ha pUCyHOK 2.7 Ta 2.8
Bkiaagku Project 1 Console. Ha Bkmaami Project BimoOpakaroTbcsi BCi pecypcH
(rpadiuni pparmenTH, ¢aiau CKpuUITiB, npedadbu Ta 1H.) NpoeKTy. Y JNiBIA YacTUHI
11€i BKJIAJKU 3HAXOAUTHCS CIUCOK MAIOK MPOEKTY; MPY BUAUIEHHI MMANKH, (paiiu, skl
3HAXOJAThCA B Hill, BiloOpaxkaeThcst mpaBopyu. Ha Bkiami Project BimoOpaxaroTbes
HaBiTh T1 (pailnM, 110 HE BKIIOYEHI 0 SKOI-HEeOynb cieHu. Ha mil Bkl Takox

3’ ABIIAIOTHCSI CTBOPEHHI CLICHH.

B Project | E Console
<
v - Favorites

O, All Materials

O, All Models

O, All Prefabs

Assets > SkySerie Freebie > FreebieHdri

» Bm Resources

CasualDa
» Bm Scenes m

=l | -

v (@ SkySerie Freebie
» B ExampleScenes FluﬂbalD .. FuffbalD... HighFam o

I FreebieHdri
» Bm Packages

Puc. 2.7. Yactuna pegakropa, sika JIEMOHCTPYE TIIbKU BKIaAKy Project Ta Console

v (=@ Assets
B Prefabs

.

Goudeds CIoudymo %

MegaSun..

FluffballD...
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Bxnaaka Console — maHenb, Ha SKy BHUBOASTBHCS MOBIJIOMJICHHS, MOB’s3aHl 3
KofoM. [HOII 11e HaBMHCHO BCTaBJI€HI PO3POOHUKOM B MpOrpaMy IOBIIOMIICHHS
BiJIJIaTIMKa, 1HOAI 11e TToBitomMieHHs Unity, 110 3’ SABJISIFOTHCS TIPU BUSBICHH] TTOMHJIOK
B HAIMCaHOMY MPOTPAMICTOM CILIEHapii.

s cTtBopeHHs1 Oyab-akoi rpu B cepenoBuii Unity, mporpamict MOBUHEH, K
MIHIMYM, BOJIOJITU ONIHI€IO0 3 moctynHux (Ha Unity) MoB mporpamyBanHs: C# abo
JavaScript. MoBa nporpamyBanas C# mae psj mepeBar mepen MoBoro JavaScript i
3HAQYHO MEHIIEe HenomikiB. OmHiero 3 mepeBar € To ¢akrt, mo MoBa C# cTporo
THUITI30BaHa, YOro He MOXKHa cka3artu npo JavaScript. Cepen nmporpamMicTiB B Halll 4ac
ICHYIOTh PI3HI TOYKHM 30pYy 3 NPHUBOLY TOTO, YM € JIMHAMIYHA NEpeBIpKa THUIIIB
ONTUMAJIBHUM TI1JIX0/IOM, HAIIPHUKJIAA 0 BEO-po3poOKH, aje MpHU HAMCAaHHI IPOrpam
JU1sl IeBHUX mu1atopM (Takux, sk Windows) BoHa 4acTo BUT1HA, @ 4aCOM HeoOX1aHa
HaBiTh cTatuyHa TUmizamisa. Y Unity HaBiTh Jo/laHa JUpEKTUBA #pragma, IO
MPUMYCOBO 3a0e3redye CTaTUYHY IepeBipky TumiB B MoBi JavaScript. Xowa 3
TEXHIYHOI CTOPOHU TaKe IIJIKOM JOMYCTHMO, ajie MPH I[bOMY MOPYIIYETHCS OTUH 3
OCHOBHUX MNpUHIMUIIB (QyHKIIOHYBaHHs JavaScript. Tomy kpaire oOpaT MOBYy 31
cTporoto tumi3aiiero — C#.

[ToBeninka 1rpoBUX OO’€KTIB KOHTPOJIOETHCA 33 JOMOMOIOI0 KOMIIOHEHTIB
(Components), axi mpuennyoTbes 10 Hux. SAapo Unity mo3Boiisie mporpamicty
CTBOPIOBAaTH BJacHI KOMIIOHEHTH, BUKOPUCTOBYIOUM cleHapli (ckpunrtu). Bonu
JI03BOJISIFOTh  AKTUBYBAaTH ITPOBI TOJIi, 3MIHIOBATH IapaMETPU KOMIIOHEHTIB, 1
BIJITTOBI/IaTH Ha BBEJCHHS KOPUCTYBaya Oy/Ib-SKHUM CIIOCOOOM.

[IporpamyBaHHsi 3aiiicHIOETECS He BcepeauHl Unity, KoJ ICHy€ y BUIVISAIL
okpemux (paiisiB, Miciie po3TanryBaHHs SKUX MporpamicT nosigomuisie Unity. Daitnum
CLEHapiiB MOXYTh CTBOproBarucs B aoaarky Unity, ase B OyIb-SKOMY BHUIIAJIKY,
po3poOHUKY Oyne HEOOXiTHO BUKOPHUCTOBYBATH TEKCTOBHH penaktop ado IDE, ne

OyJie mIcaTUCs KO JJIS ITUX CIIOYaTKy MOPOXKHIX (DaiIiB.
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VY xommiekti 3 Unity nmocrtaBnserbes noaarok Microsoft Visual Studio 2019 -
iHTerpoBane cepenonuiie po3podku (IDE) 3 miarpumkoro moBu C# (pucyHok 2.8).
[Tporpama Microsoft Visual Studio 2019 o6'ennye daitnu B rpymnu, mo Ha3UBAIOTHCS
pimenHsiMu (solution). Inctpyment Unity reHepye 3MicT Beix (haiiliB clieHapiiB B
pIIIEHHS aBTOMaTHYHO.

CrBopeHHsT CcIieHapiiB  3IIHCHIOETBCS  Oe3mocepennbo  BcepenuHi  Unity.
[IporpamicT MOXX€ CTBOPUTH CKPHUIT BHUKOpUCTOBYyIOuM MeHIO Create B JiBOMY
BEPXHbOMY KyTKy manemi Project abo BuOpasmm Assets > Create > C# Script (abo

JavaScript) B T0JIOBHOMY MEHIO.

Puc. 2.8. Inrepdeiic Microsoft Visual Studio 2019

Hogwuii ckpunt Oyae cTBOpeHO B marili, siky Oysno oOpaHo B maneni Project. Im's

HOBOTO ckpunTa Oy/ie BUALICHO, IPOIOHYIOUM BBECTH HOBE 1M'sl (pUCYHOK 2.9).

#|\# #

Mainhanu Platform

Puc. 2.9. CtBopenns nHoBoro crieHapito NewBehaviourScript.cs
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[Ticns moxBitHOro KjanmaHHs 1o ckpunrty B Unity, BiH Oyae BIAKpUTUN B
penakTopi ckpunTiB. 3a 3amoBuyBaHHsAM Unity Oyne BukopucroByBatu Visual Studio
2019, ane po3poOHUKY HATAETHCS MOKIUBICTH 00paTu Oynb-sIKUi pelakTop 3 MaHenl
External Tools B HanamtyBanHsax Unity.

CkpunT B3aeMoji€ 3 BHYTpilmHIMU MexaHi3MaMu Unity 3a paXyHOK CTBOPEHHS
KiIacy, skui OyB yCHaJKOBaHWM Bil BOYZOBaHOTO KJacy, IO HAa3WBAETHCSA
MonoBehaviour. Cnig BBaxkaTu Kiac, siK IJlaH KOMIIOHEHTY HOBOTO THUITY, SIKUHA MOXe
OyTH TpUKpiIeHUu# 10 irpoBoro o0’ekty. KoxkeH pa3, KOJaM MporpaMmicT MpUETHYE
CKPHIIT JI0 ITPOBOTO 00’€KTY, CTBOPIOETHCS HOBUM €K3EMIUISIp 00’ €KTY, BU3HAUCHUN
IIUM TIIaHOM. IM’s Kitacy O6epeThbcs 3 iIMeHi, sike OyJ10 BKa3aHO IIPU CTBOPEHHI (aiiny.
Im’s kmacy 1 iM’s (pailsy TOBUHHI OyTH OJTHAKOBUMHU, ISl TOTO, OO CKPUIIT MIT OyTH
MIPUETHAHUN JIO ITPOBOTO 00’ EKTY.

Oxkpemo ciiji po3DISIHYTH ABI (PyHKIIli, BU3HAUEHI BcepeAauHi kiacy. DyHKIisA
Update — e micrie a1 po3MillIeHHST KOy, KMl Oyie oOpoOIsITH OHOBIICHHS Kaapy
1utst irpoBoro o0'ekTta. Lle Moxke OyTH pyX, CripalibOByBaHHS Jii 1 BIATIOBIIHA peaKIlis
Ha BBEJICHHS KOpPUCTyBada, B OCHOBHOMY BCE€, IO MOBUHHO OyTH 0OpOOJIE€HO 3
IJIMHOM 4acy y irpoBomy mporeci. 1106 mo3Bomutu dynkmii Update BukoHyBaTH
CBOIO po0O0TY, yacTo OyBae KOPUCHO (popMaryBaTH 3MiHHI, CUMTATH BJIACTUBOCTI 1
3MIACHUTU 3B'SI30K 3 1HIIMMH ITPOBUMHU O0'€KTaMU J0 TOrO, sIK OyAyThb 3iHMCHEHI
Oynp-siki nii. Dynkuig Start Oyne Bukiaukana Unity 10 moyaTrKy irpoBOTrO MPOIECY
(Tob6To nmo mepmoro Bukiauky ¢yHkiii Update), 1 11e i7eanbHe Miclie AJ1s1 BAKOHAHHS
1H1Ian13ai 3MIHHAX.

CKpuIIT BU3HAYA€ TUIBKHU IJIAaH KOMIIOHEHTA 1, TAKUM YHMHOM, HISIKMH HOTO KOJI
He OyJe akTUBOBAaHUM JI0 TUX Tip, MOKK ek3eMIutsip ckpunta HE Oyne npueananuit 1o
irpoBoro 00'ekty. [IporpamicT Mo)Ke MPUKPIMUTA CKPUNT IMEPETATYBAHHSIM accera
ckpunTa Ha irpoBuii o0'ekt B maHeni Hierarchy abo uepes BikHO Inspector o6paHoro
irpoBoro o6'exra. € Takox migmMeHto Scripts B MeHio Component, sike MICTUTh BCi
CKPHIITH, JOCTYITHI B TIPOEKTI, CTBOPEHI BaMH. EK3eMIULSIp CKpHUNTa BUIISAIAE TaK

caMo, SIK 1 1HIII1 KOMIIOHEHTH Yy BikHI Inspector (pucyHok 2.10).
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¥ # « Mew Behaviour Script (Script) e I

Script MewBehaviourscript

Puc. 2.10. Cxpunt NewBehaviourScript.cs y npeacraBieHH1 KOMIIOHEHTa

[licns mpue€nHaHHS CKPUIIT TOYHE MpaloBaTv, Koiu Oyne HatucHyTo Play i

3aIyuieHo rpy.

2.5. Onuc cTpyKTYpH KOMIT’IOTEPHOI CHCTEMU Ta aJITOPUTMIB il
(pyHKIIOHYBaHHA

Po3po0iieHnii mpoeKT Mae KOPEHEBY CTPYKTYpY, 300pakeHy Ha pucyHKy 2.11.

Jlictunr xoxy Mictuthes y Jloaatky A.

Assets

Library
Projectbettings
Temp
Packages

Puc. 2.11. CTpykTypa NpoeKTy po3po0JIEHOT0 iIrpOBOr0 10JaTKY

['onoBHI manku MPOEeKTYy:
— Assets — B wmiii mammi MICTAThCS ycl (aiiau cKpumTiB, marepiaiiB Ta 3-D
00’ €KTIB;
— Library — B mamiii MicTAThCS METa JaHi, KeIll Ta iHII (Gaiau MPOeKTY;
— ProjectSettings — B 1iii marmiti MiCTATbCS KOHMITypaltiiiHi daiiiu;,
— Temp — mamnka 36epirae TUM4acoBi (aitnu;

— Packages — cnienianpaa namnka i3 daiinamu siapa Unity.
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[Ipu nmpoekTyBaHH1 IrpOBOTO AOJATKY OyJIM pO3pOOJICH1 CKPUITH, 32 JIOTIOMOTOI0
AKUX 3A1MCHIOEThCA KepyBaHHS KoMmroHeHTaMu (Components). BoHM akTUBYIOTH
IrpoBi MOJi1, 3MIHIOIOTH Ta BCTAHOBIIOIOTH MIE€BHI 3HAYCHHSI ITApaMETPiB KOMIIOHEHTIB,
Ta MOXYTh pearyBaTH Ha Jiii KOpUCTyBada Oyab-sSIKUM HEOOX1THUM YHHOM.

IrpoBmii momatok 3abe3meueHO TOJOBHUM MEHIO KOPUCTYyBada, 3a JIOMOMOTOIO
SKOTO BiH Ma€ MOXKJIMBICTh 3py4HO 0OpaTH HEOOXiTHUHN MyHKT [ (PyHKIIOHYBaHHS
IporpaMu TIEBHUM 4YHHOM (TOOTO 3amyck reimMruiero abo Buxim). Pesynerar
MPOEKTYBaHHS TMOKa3aHMW Ha BKIQJALl IrPOBOI CIIEHHM, Ha SKIA pO3TalIOBaHI

KOMIIOHEHTH T'OJIOBHOTO MEHIO (pUCYHOK 2.12).

% Scene | omGame W AssetStore o

Shaded L 5 A (B> Gizmos | ¥ | |2 All

Puc. 2.12. Irposa clieHa 13 ClipOEeKTOBAHUM MPOTOTUIIOM T'OJIOBHOI'O MEHIO

IrpoBuii mporiec MPOEKTYEThCA HA I1HINM CIIeHI, HA SKi OyJlIO pO3TaloBaHO
neBHi 3-D 00’€kTH y TPUBUMIPHOMY MPOCTOPI.

CrnpoeKToBaHa CIIeHa Ma€ BUIIISA]] THIIOBOTO JUTs sKaHpy Arcade piBHs, Ha SIKOMY
pPO3TAlIOBAHUI TOJIOBHUM OO0’€KT, SIKMM KEpy€ IpaBelb Ta BCTAHOBJIEHO ITPOBY

margopmy, sika € TOUYKOIO CIIaBHY 1'POBOTO 00’ €KTa TpaBIIsl.
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Kpim ToTr0, Ha ClieHI PO3TalIOBaHO KaMepy, 3aBISKH SIKU BUKOHYETHCS PEHJEP
300pake€HHS IrPOBOTO MPOCTOPY Ta BUBOAUTHCS Ha MoHiTop [1K.

Takox Ha CIIEHI BCTAHOBJICHO creuiadbHuN KoMmoHeHT SkyBox, skuit imiTye

0COOJIMBUI HABKOJIHIIHIK IPOCTip (pucyHok 2.13).

Puc. 2.13. IrpoBa ciieHa i3 BHYTPIilTHBOITPOBUM ejieMeHTOM SKyBoX

[Ipu po3po0i1i irpoBoOro npoiecy, Oyj0 CTBOPEHO HACTYITHI CKPUIITH:

— CameraMovement.cS — KOHTPOJIIOE KaMepy;

— InfiniteStarfield.cs — konTpomtoe Particles-cucremy;

— Platform.cs — B mpomy ckpunrti OyJI0 peasi30BaHO MeEXaHIKy B3a€MOJIii
1aTOPMU C TIEPCOHAXKEM TPABIIS,

— Player.cs — neit ckpunT 3a0e3medye rpaBiisl MEXaHiKaMU iTPOBOTO MPOIIECY;

— Rotator.cs — meit ckpunt peasnizye MeXaHiKy aHiMallii KpUCTalliB,

— GameManager.cs — ckpunT KOHTPOJIIOE TeHepallito miatdopm, 1o 3ade3neuye
YMOBHO HECKIHYEHHUH 1rpOBUI MTPOLIEC;

— MainMenu.cs — y ckpurTi peanizoBaHo (D)yHKIIIOHAI irpPOBOTO MEHIO.
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Cuenapii B Unity npeacTaBisiioTb COOOI0 KOMIIOHEHTH (aje Juvine Ti, 0
HACHIAYIOThCs Bim kiaacy MonoBehavior, 6a30Boro kjgacy KOMITOHEHT-CIIEHApIiB).
Ileit kmac BU3Ha4Yae CIocid NpHETHAHHS KOMIIOHEHTIB JO0 IrpOBHX OO'€KTIB.
CmankyBaHHSI Bij TaHOTO KJIacy HaJla€ Mapy aBTOMAaTUYHO J0aBaeEMUX MeTofiB. Lle
Meton Start(), BUKIIMKAEThCS TP akTUBaIlii 00'ekTa (a BOHA, SK MPABWIO, HACTYIIAE
micisl 3aBaHTaXXEHHS BMICTY piBHS 00'ekta), 1 meton Update(), BUKIMKAETbCS B
KOXKHOMY Kajpi. BiAmoBigHO, KOJ 3alyCKaeThCs, KOJMU BIiH PO3MIIIYETHCA B IHX
MOTIEPETHHO BCTAHOBJICHUX METOJIaX.

JIJist KepyBaHHS ITPOBOI0 KaMEPOI0, HEOOX1THO KOHTPOJIIOBATH 1i MapamMeTpu Ha
BKiIai Inspector 3a gomomororo ckpunrta CameraMovement.cs. Y meroxi void
Start() npusnauaemo 3minHid Offset 3HayeHs — PI3HUIIO MK 3HAYCHHIMHU
KOMITOHEHTIB transform, B skuX 3HAXOIATHCS KOOPAWHATH PO3TAIIYBaHHS ITPOBUX
00’ekriB. Ilicns mporo y meroni vVoid Update BukoHyeMO mepeBipKy Ha MOXKIIHBICTB
rpaBIls niepecyBarucs. L5 mepeBipka BUKOHYETHCS JIJIsl TOTO, 1100 KOJIM TpaBellb BIIaB
3 ratdopMu, KaMepa TepecTaBalia CIiIKyBaTH 3a HOro mepcoHa)xeM. SIKIo IOro
ckpunta He Oyno OM CTBOPEHO, TO TMpPH MEPECyBaHHI MEpPCOHaXXKa TpaBllsi, IrpoBa
KaMmepa 3aBKJIM 3alvilajach Ha OJTHOMY M TOMY K CaMOMY MICIII 1 irpOBHI TIpoiiec
3aKIHUYBAaBCS MICIS IEKIJTBKOX CEKYH]I 3 HOTO TTOYaTKYy.

dymukiionyBanns Particles-cuctemu peanizoBano y ckpunri InfiniteStarfield.cs.
Ls cucTema BIAMOBIAAE 3a TEHEPALIIIO BI3yaJIbHUX YACTOK, SIK1 3’ SBIISIOTHCS Y BCbOMY
irpoBoMy mpocTtopi. YacTku 3a0e3meuyroTh OUIBI Kpalle BiMUyTTS TPUBUMIPHOCTI
3aBISIKM CTBOPEHIA TEPCIEeKTHBI. Y PO3POOJEHOMY CKPHUITI MPOMHUCAHI TpaBUIIa
reHeparii Bi3yaJlbHUX 4acCTOK, a came: BCTAaHOBJICHO MAaKCUMaJbHY KUJIbKICTh YaCTOK,
iX po3mip, KOOpJWHATH TeHepallii, BU3HAYCHO BIJICTaHb OJIHIE] YAaCTKHU BiJ 1HIIOI, a
TaKOXX F'YCTHHY PO3MOLTY Y BHYTPIIIHBO IrPOBOMY ITPOCTOPI.

[Ticnst HamamTyBaHHS KaMmMepHw, HEOOXITHO HaJaTh TPaBII0 MOXIJIHUBICTh
pyXaTHCh JO TIEBHOTO MICIsl Ta B3aEMOMIATA 3 IirpoBuMu o00’ektamu. lLle

3MIACHIOETHCS 3a JonoMororo ckpunty Player.cs. B 1iboMy CKpuITi 3HaXOAATHCS
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METO/IM 1 3MiHHI, 3aBISKU SIKAM, HallPHUKIAJ, 3IIHCHIOETHCS MEPECYBaHHS TPaBI Y
irpoBoMy TipocTopi. Po3po0iieHi MeToau peanizyloTh BHYTPIIIHBO ITPOBY MEXaHIKY
B3a€MOJii TEepCOHa)ka TpaBlsl 3 ITPOBUM MPOCTOPOM Ta OO’€KTaMH B HBOMY.
Hanpukian, mpoBoAuThCs MepeBipka Ha CTaH MEPCOHa)Xka TPaBIld AJIs TOTO, 100 Oy
3pO3YMIJIO, YM 3HAXOMUTHCSA BiH Ha miatdopmi? Skmo Hi 1 BiH BHaB, TO ITPOBHUU
MpOLEC 3aKIHUYETHCS 1 TPaBELlb MOBEPTAETHCS IO TOJIOBHOTO MEHIO. Takox y 1boMy
ckpunTi € takuii meron OnTriggerEnter, skuii BiamoBigae 3a 30MpaHHS IFPOBOTO
€JIEMEHTY — KpHUCTaly. SIKIIO Mpu MepecyBaHHI MEPCOHaXKa TPaBIsl y IrPOBOMY
npoctopi, iioro kommoneHt Collider crukaerscst i3 komnonenTom Collider kpucrany,
TO KpHUCTall 30MPAETHCS, OHOBIIOETHCA ITPOBUM PAXYHOK (peKopa) 1 KpucTal
3HHUIIY€THCS, BUKIMKAIOYM METON, SKHH CTBOPIOE Bi3yaJlbHUW €(EeKT 3HUIICHHSA

(pucyHok 2.14).

Score: 19

Puc. 2.14. ®yukiionan ckpunrty Player.cs mosrae y B3aemo/iii iepcoHaxa

TPaBIIs 3 BHYTPIIIHBOITPOBUMH 00’ EKTaMHU
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B3aemopist irpoBoro mepcoHaxy 3 miaTdopMamMu 3TIHCHIOETHCS 3a JOMOMOTOI0
ckpunty Platform.cs. Skmio komnonent Collider mepconaska rpaBiis BUKJIMKAE MO0
OnTriggerEnter, To mpu miit ymoBi BuKiHKaeThes Meton FallDown(), sikuii cTBOproe
rpaBiTamiiauil edekrt, 1 miargopma magae. A TICIASd HEBEIMKOI 3aTPUMKH BOHA

3HHIY€ThCs 3aBasgku Metonay Destroy(). Pesymerar poboTr ckpHITa BioOpaKeHO Ha

pucyHky 2.15.

Puc. 2.15. Inatdopmu nagarTh y pe3yibTati Aii ckpunra Platform.cs

OCKUIbKH ONTHIEIO 3 TOJIOBHHX OCOONIMBOCTEH >kaHpy Arcade € “30upanss’, TO
Mpyu po3poOll IrpoBOTO JA0AATKy OyJ0 CTBOpPEHO (YHKIIIOHAJ, SIKMU 3a0e3medye
ITPOBUI TIPOIIEC MOXJIMBICTIO 30HMpaHHS IrpoBUX 00’€kTiB — KpuctamiB. 1106
3alliKaBUTH TPaBId Ta 1aTH OMY 1IHTYITUBHO 3pO3yMiTH, IO MOTPiOHO 30mparu, Oyino

po3pobseno ckpunt Rotator.cs, sxuii 3abe3reuye KpUCTadu aHIMAIE€0 OOCpTaHHS.
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AHIMaIlis CTBOPIOEThCS 3aBasiku Metoay Update(), sKuii BUKIMKAETHCS KOKHY 3MIHY
kaapy. B cepenmuni 1poro metomxy Oyino oOuncieHo (yHKINIO oOepTaHHS B
koMmroHeHTi Transform s kpucramy. B 1bOMy KOMIOHEHTI 3HAXOIATHCSA
KOOpJIMHATH PO3TAIllyBaHHS Ta PO3MIpy IrpOBUX 00’ €KTiB. Pe3ynpTar poOOTH 1BOTO

CKpHITa Bi1oOpaxeHo Ha pucynkax 2.16 ta 2.17

Puc. 2.16. OGepTaHHs KpUCTaNIB peani3yeTbes y ckpunTi Rotator.cs

e

i

Puc. 2.17. OGepTanHs KpucTaiiB, BIIoOpaKeHO 3 IHIIIOTO PaKypcy.

Cucremy reHeparii targopm 1 KpHUCTalliB y IrpOBOMY JOAAaTKy Oylio
peamizoBaHo B ckpunti GameManager.cs. 3aBasku  po3pOOJICHMM  METOoJaM

BUKOHYETHCS SPawn miargopM depe3 BCTaHOBICHUN MPOMIKOK vacy. Lle 3abe3neuye
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IpaBlsl TMOTEHLIMHO HECKIHYEHHUM IrpoBUM IpoiecoM. [lnargopmu mnoumHaroTh
3 SIBISAITUCS TICTS CTapTy TeMMILIero. 3a reHepairito miargopM mo oci X BiamoBijgae
meton SpawnX(), 3a renepamiro 1iargopMm 1Mo oci Z BiamoBigae merom SpawnZ.
CyTHICTh TeHepalii mojsrae y ToMy, M0 10 KommoHeHTy Transform.position
J0AAI0ThCsl KOOPAUHATH MaOyTHBOI mardopmu, 6epyun 1o yBaru ii po3mip. Ilicmus
obuuciieHHs mo3uIlii Mait0yTHROI mardopmu BUKOHYeThes Instantiate, mo cTBoproe
TPUBUMIPHUNA OO’€KT 3a 3aJlaHMMHM KoopauHatamu. Ilicis reHepariii BUITaKOBOL
KUTBKOCTI TuTaropMm Ha OAHIN oci, och 3MiHIOEThCS. lle 3abesmeuye CTBOpEHHS

IrpOBOTO DIBHS HENIHIMHUM Ta IiKaBUM. Pe3yiasrar poOOTH I1IOTO CKpHIITa

BiJI0Opa)kKeHO Ha PUCYHKY 2.18.

Puc. 2.18. I'enepariis miargopm y pesyabsrati podbot GameManager.cs.

Ckpunt MainMenu.cs BiamoBigae 3a MOXJIMBICTh I'paBIs 3allyCTUTH irpOBHI

nporiec, a0 BUUTH 13 IrpOBOTO J0AATKy. /[0 TOJOBHOTO MEHIO rpaBellb MOTpaIlisie
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IpHU 3aIyCKy irpoBOTO J0AATKY 3 (haiiily, y SKOTO PO3IIUPEHHS “.eXe”, a TaKoX MicIs
TOTO, SIK TEpCOHaX rpaBusd Boage 3 Iwiargopmu. CyTHICTH pOOOTH CKpHUIITA
MainMenu.cs mossirae y B3aeMOJIT TpaBIis 3 Po3poOacHUM TpadidyHuM iHTepdeicoMm.
IIpu natuckanHi Ha KHomky-edemeHT GUI, sxa 3amyckae irpoBui Tmpoiiec,
BUKJIMKAETLCS METOJI, IO 3MIHIOE ITPOBHM PiBeHBb 3 [0JOBHOTO MEHIO Ha caMy Tpy.
[le 3miiicHIOETbCA 3aBASKHA 3MiHI ITPOBUX CIIeH. [Hakiie kaxyuu, irpoBa CIIEHa 3
TOJIOBHOTO MEHIO MIiHSIETHCS Ha ITPOBY CIICHY 3 CAMUM IrPpOBUM TpoliecoM. Pe3ynbrar

pobotu ckpunra MainMenu.cs BimoOpaskeHo Ha prUCyHKY 2.19.

Collect Cubes

Puc. 2.19. T'oioBHE MEHIO ITPOBOTO J0AATKY 13 pO3pOOICHUM TpadiyHUM

iHTEpdeiicoM KopucTyBaya.
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2.6. OOrpyHTYBaHH# Ta OpraHi3auis BXiIHUX Ta BUXiIHUX JaHHUX POrpamMu

Irposuii nBixkok Unity Engine mpartroe 3 monemro moxiit (Event).

Events — nie mopii, sSiki BUKIMKAIOTBCS 3 KOAY TPH, SKIIO BUKOHYETHCS MEBHA
ymMoBa. BoHM 1aloTh 3MOTY 3MIMCHUTH P AiM Yy BIANOBIAL HA IMEBHI MO, IO
BiJI0yBaIOThCS B TPi.

Hanpuknan, 3aBasku 00poOIll 1ojaii HAaTHCKAaHHSA JiBOi KHOIIKM MHUIII, B
pPO3pOOJICHOMY ITPOBOMY JIOJIATKy peajli3yeThCsl KEPyBaHHS MEPCOHAKEM Tpabiisl. B
JaH1i Mporpami BXiJTHUMHU TaHUMU € HATUCKAHHS JIIBOT KHOIIKH MUIIII.

KopuctyBau 1iBy KHOIKY MHIII T€HEPYEThCA MOis 3 KOJOM KJiaBiiii — 0, micis
IbOro, OOpPOOHMK TOAIi MEPEeXOIUII0E IO TMOJII0, Ta BHUKIHUKAE METOJ
ChangeDirection(), sikuii BiamoBijae 3a 3MiHy HamnpsMKy INEpPeCyBaHHS IEpCOHaXKa
TpaBIIsl.

BuximHuMu gaHuMu  po3poOJEHOro IrpOBOrO  JIOAATKY MOYKHA BBAaXKATH
pe3yabTar poboTu kamepu. Kamepa € mpuctpoem, sika 3aXOIUTIOI0TH 1 BII0Opa)kae CBIT
rpaBieBl. [llngxoM HacTpoOWKM 1 MaHIMYJIIOBAaHHS KaMepow, MOXHa 3pOOHUTH
MpEe3EHTAllll0 TPU JIMCHO YHIKaJIbHOK. MOXIMBO MaTh HEOOMEXKEHY KIJTbKICTh
KaMmep B CIICHI, aji¢ B MPOEKTI PO3POOKU ITPOBOTO JIOJIATKY € JIUILE OJHA. 3aBISKH

KaMmepi, IpaBellb MOXe CIOCTEPIraT Bi3yallbHi JIaHl 3 MOHITODY.

2.7. Onuc po3po0/1eHOro NPOrpaMHoOro NPOAYKTY

[Ilo6 mepeTBOpUTH PO3pPOOIEHUN ITPOBUM JT0AATOK HA TOTOBUU ISl CIIOXKMBaya
MNPOAYKT, HEOOXIAHO CTBOPUTH OUII IrpoBOr0 3aCTOCYHKy. bing — 1e ymakoBka
IrpOBOTO MOJATKy IS MOTO CIOYKMBAHHS TPaBIEM. YMAKOBKa BUKOHYETHCS 3aBISKU
¢dynkuionany nemxka Unity Engine. TIpouec ynmakoBKd BUKOHYETHCS aBTOMATHYHO,

HEOOXITHO JIMILE BKa3aTH IUIbOBY IUIaT(OpPMYy PO3TOPTAaHHS Ta HATHUCHYTH KHOIIKY

Build and Run.
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PCSyJIBTaTOM YIIAKOBKH inOBOFO AO0OAAaTKy € IIdIlKa 13 TOTOBOIO JJIA

BUKOPUCTAHHS TpaBIlieM Iporo (pucyHok 2.20).

CollectAllCubes_Data
MoncBleedingEdge
€0 CollectAllCubes
a UnityCrashHandlerd
% UnityPlayer.dll

Puc. 2.20. Pe3ynbTar ynakoBKH irpoBOTO JA0JATKY AJII BAKOPUCTAHHS TpaBlEM

Jlns poboTH 3 mporpamoro, mocuth 3amyctut daitn “CollectAllCubes”. ITics
YOro 3aIyCKaeThCs ITPOBUN JMOMATOK. SIKIO MiHIMalbHI TEXHIYHI XapaKTEPUCTHKU
oOnagHaHHS Ha SKOMY OyJIO 3allylIeHO JaHuM J0JaToK He OyAayTh BiAMOBIAATH,

KOpHUCTYBa4 OTpHUMaAeE HOBiIIOMJIeHHiI IIpo 1Ic.

2.7.1. BuxopucraHi TexHi4Hi 3ac00un

[Ipu po3pobui Ta TecTyBaHHI cucreMd Oyjga BHUKOpPHCTaHa KIIIEHTChKa

nepcoHaabHa EOM 3 HacTymHUMH MiHIMAJIBHUMHU XapaKTEPUCTUKAMMU:

- mporecop kinacy Intel i3;

—  MoHiTop 60 ri1;

- ne menire 2000M6 O3Y;

— 31'6 BUIBHOTO MicCSLIS JIJIsl IPOBOTO JIBUTYHA,

— 229 MBb BiIBHOTO MICIIS AJI ITPOBOTO JOAATKY;

- KJaBiaTypa;

- MHIIa.
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2.7.2. BukopucTaHi mporpaMHi 3acoou

Jiis po6oTu mporpaMHOro 3aco0y HeoOX1/1HI Taki MPOrpaMHi 3aCO0H:
— Unity Engine Bepcii e men, mix 2020.3.11f1;

- Visual Studio Bepcii He Mmenm, Hix 17.

2.7.3. BUKJIMK Ta 3aBaHTaKeHHsI IPOrpaMu

Jsist po6oTu 3 po3poOICHUM ITPOBUM JI0IaTKOM, HEOOXITHO 3aIlyCTUTH (haii 3

Ha3Boto “CollectAllCubes” 3 mankw i3 irpoBum nogarkoM (pucyHok 2.21).

Mran B Jara nzmeneHna Tun Pazmep
CollectallCubes_Data 11.06.2021 15:58 Manka c daiinamu
ManoBleedingEdge 11.06.2021 15:58 Manka c dainamm
CollectAllCub 639 Kb

@ ohe . OTrpeITE

Bl UnityCrashHa 1221 KB

—_— 3anyck oT UMEHN B4MWHWCTPaTOpE B
2 UnityPlayer.dl 27412 KB
B Mogenutsca B Skype
) NMoaenuteca B Skype
WMennarnerue nooBnem o cORMECTURMOCTRHY

Puc. 2.21. 3amyck irpoBoro A0AaTKy 13 Manku

[Micns 3amycky ¢aitny CollectAllCubes, xopuctyBau mMo0aunTh ekpaH

3aBaHTa)XeHHS rpu (pucyHok 2.22)
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Made with

& unity

Puc. 2.22. ExpaH 3aBaHTaXEHHS TPH

[Ticas Bmanoi 3arpy3ku irpoBoro nonarky, sikumo [1K kopucryBawa BinmoBinae
BUMOraM, BKa3aHUM Yy MyHKTI 1.5.3., BiIKpueTbca mnepiia irposa cueHa — [0jg0BHe
MeHIO (pucyHok 2.19), a HatucHyBIM KHomKy-emeMeHT GUI 13 Hagmucom

“Po3moyaru’, 3a0yCTUTHCS 1TPpOBUH TIporec (puCyHOK 2.23).
) y

Puc. 2.23. [Toyatok irpoBoro mpoiecy
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2.7.4. Onuc intepdeiicy kopucTtyBaua

[Ipu po3poOIi TPUBUMIPHOTO IrpoOBOrO J0AaTKy y kaHpi Arcade, Oyio
CIPOEKTOBAHO Ta PO3pOOJIEHO (PYyHKIIOHAIBHUN 1HTEep(Eic KOpUCTyBaya — rojJOBHE
MEHIO Ta €JIEMEHT BiOOpakeHHS IrpoBOTO paxyHKy. [[ns kopekTHOi pobOoTH 3a
CTOCYHKY, HEOOXiTHO IOYeKaTHCsl BIAJOTO HaJAIITyBaHHS Ta 3aIlyCKy CamMoro

IrpOBOTO JABUTYHA.

[Ipu 3amycky irpoBoro 10/aTKy, Oyje 3amyIieHo TOJIOBHE MEHIO 13 pOo3pOo0IeHUM
iHTep(deiicoM KOpHCTyBaya, 3aBISKH HATHUCKAHHIO HAa €JEMEHTH $KOTrO, TpaBellb
3MOKE 3aIyCTUTH 1rpoBuid mporiec. [o10BHE MeHIO (pucyHOK 2.24) ckianaerbes 13
TaKUX €JIEMEHTIB rpadiyHoro iHTepdercy KOpucTyBaya:

— Hanmuce “Collect Cubes”, 1eli eJeMeHT CIYXKUTh JJIs BiJIOOpaKCHHS Ha3BU
BIJICOTPH;

— IaTepakTHBHA KHOMKA 13 HaamucoM “PosmouaTn’™, eleMeHT 3amycKae CIEHY 13
ITPOBUM TPOIIECOM;

— InTepakTUBHA KHOMKA 13 HaamucoM “Buxia”, eleMeHT 3aBepliye poooTy

IrPOBOTO JIOATKY

Collect Cubes

Posanovyatu

Buxin

Puc. 2.24. Yactuna intepdeiicy kopuctyBaua “l 00BHE MEHIO”
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Takox enemeHnToM 1HTepdeiicy kopucTyBada € Haanuc “Score”. T'onoBHa poiib
[[BOTO EJIEMEHTY TMOJIATAaE y BIAOOpa)KEHHI IMPOBOTO pPaxyHKy Yy peajIbHOMY daci

(pucyHok 2.25):

Puc. 2.25. Enemenrt inTepdeiicy kopuctyBada “Score”
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PO3/IILI 3

EKOHOMIYHWHI PO3JILI

3.1. Po3paxyHoK TPyIOMiCTKOCTi Ta BAPTOCTi pO3pOOKH MPOrPaMHOI0 NPOAYKTY

[TouaTkoBi maHi:

nependadyBaHe YUCIIO onepatopiB nmporpamu — 1048;
KOe(DIIIEHT CKIIAJHOCTI nmporpamu — 1,3;

KoediliI€HT KOPEKIii mporpamMu B Xoi ii po3pooku — 0,07;

roJMHHa 3apo0iTHA I1aTa mporpamicta— 58 rpH/rox;

S e A

KoedilieHT 301IbIICHHS BUTPAT Mpalli BHACTIOK HEAOCTATHHOTO OMUCY 3aj1aul
-1,2;
/. xoe(imieHT KBamiQikaiii nporpamicra, oOyMOBJIEHHI BiJ cTaxy poOOTH 3
maHoi creriaibHocTi — 1,2;
8. BapricTh MamuHO-roguHu EOM —13 rpa/ro.

HopmyBanus mparii B mporeci ctBopeHHs II3 iCTOTHO yCKIagHEHO B CHITY
TBOPUOTO XapakTepy mpaii nporpamicta. ToMy TpyaoMicTKICTb po3poOku 113 moxe
OyTH po3paxoBaHa Ha OCHOBI CUCTEMH MOJIEIEH 3 P13HOIO TOUHICTIO OI[IHKH.
TpynomictkicTs po3podxu 113 MoxHa po3paxyBaTi 3a (HOPMYIIOLO:

t=t +t +t +t +t +t
o ‘u'ta ‘n “tom ‘0 , JIIOOAUHO-TOAUH, (31)

ne t,- BUTpaTu mpaili Ha MATOTOBKY M OIMKC MOCTABJICHOI 3aj1a4i (MpUitMaeThCs
50 mroaMHO-TOINH);

t, - BUTpaTu mpaili Ha TOCTIAKEHHS aJlTOPUTMY PIIIIEHHS 3a]1aui;

t,- BUTpatu mpaiii Ha po3poOKy OJIOK-CXEMH AJITOPUTMY;

t,-BUTpaTH Mmpari Ha MporpaMyBaHHS 10 TOTOBIH OJIOK-CXeMi;

tom,~BUTPATH Tpalll HAa HAJIAroXKeHHs mporpamu Ha EOM;
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t) - BUTpaTH mparli Ha MiArOTOBKY JOKyMEHTAaIIi1.
Ck1a/ioBi BUTpaTH Ipalli BU3HAYAOTHCSA YEPEe3 YMOBHE YHCIIO OIEPATOPIB y
MIPOTrpaMHOTMY 3a0€3MeUCHHI, SIKE PO3POOIAETHCA.

YMOBHE 4HCIIO OnepaTopiB (TEriB):

ae ( - nependauyBane uncio omneparopis (1300);
C - xoedinient ckinagnocTi nporpamu (1,6);
p - koedimieHT KOpekIii mporpamu B xofi ii po3pooku (0,05).

3Bi1JICM YMOBHE YHCJIO OTIEpaTOPiB B MPOTpami:
Q=1,3-1048 - (1 +0,05) =1430,52

Butparu mnpaimi Ha BUBYEHHs OmNuUCy 3adayl t, BU3HAYAETHCS 3 ypaxXyBaHHIM

YTOYHEHHS OMHKCY 1 KBasi(ikalii mporpamicra:

(=3B
" (75.85)-k ~

JIIONUHO-TO/IVH,

ne B - xoediieHT 301sbIIEeHHS BUTPAT Mpalll BHACTIAOK HEAOCTATHHOTO OMUCY
3aj1a4i;

k - xoedirient kBamdikamii mporpamicra, 0OyMOBJICHHN BiJ CTaxXy poOOTH 3
naHoi ciemianbHOCTI.IIpu cTaxi podotu Bix 3 10 5 pokiB BiH ckiamae 1,2.

[IpuiimeMo 301MbIIEHHS BUTpAT Mpall BHACIIJOK HEIOCTaTHBOTO OIUCY
3aBfaHHs He Oinmbie 50% (B = 1,2). 3 ypaxyBanusam koedimieHtra kBamidikamii kK =

1,2, oTpuMy€eMO BUTpATH Mpalli HA BUBYEHHS ONUCY 3aBAAHHS:

(1430 - 1,2)

tu= (75-12) - 19 nronuHO-rOAUH
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Butparu mpaiii Ha po3poOKy aJrOpUTMy pIIICHHS 3ajladi BU3HAYAIOTHCS 32
dbopmyIoro:

Q

t =——~ |, moAuHO-roauH, (3.2
® (20...25)-k 8 A (3-2)

ne Q — yMOBHE YHCIIO ONEpaTopiB MPOTPaMH;
K — koedirieHT kBamdikarii mporpamicra.

[TizrcTaBUBIIM BIAMOBIAHI 3HAY€HHS B popmyny (3.2), THOAUHO-TOUH:

1165
ta= (20-1,2) =49 JIFOMUHO-TOIMH.

Butparu Ha ckiagaHHs OporpaMHu Mo TOTOBIM CXeMi:

Q

t,=—————— , JIOAUHO-TOJMH.
(20...25)-k A
(1165 -1,2)
th = (20-12) - 58 nronuHO-TONVH.

Butparu npaiii Ha HanaromxkeHHs nporpamu Ha EOM:

- 34 YMOBHU aBTOHOMHOI'O HAJIAarO’KCHHA OJJHOI'O 3aBAAaHHS:

Q

tw=7"—— , JFOAUHO-TOJAMH.
(4.5)-k

1165
tomi= (5-1,2) =104 JIFOIUHO-TOJIUH.
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= 34 YMOBH KOMIIJICKCHOT'O HAJAroJyKCHH 3aBAaHHA:

tk =15t

omn omn

JIFOJWHO-TOJINH.

%= 1,5 - 194 = 291 nroaMHO-TOIVH.
Butparu mpaiii Ha miArOTOBKY TOKYMEHTAIlli BU3HAYAIOThCS 328 (POPMYIIOLO:
=t, +
fo=lap™ 2o , JIFOIIUHO-TOWH,

e 1,,~TpyIOMICTKICTh MiATOTOBKU MaTepialiiB 1 PyKOIIUCY:

Q

t, =———— , JIOAUHO-TOJIVH,
”(15..20)-k s A

tyo - TPYIOMICTKICTD peiaryBaHHs, EYaTKu i 0(hOPMIICHHS IOKyMEHTAITI:

t,, =0,75-t, , TFOAMHO-TOJAMH.

op

[TixcraBistoun BiAMOBIAHI 3HAYEHHS, OTPUMAEMO:

1165
top = (18-1,2) =54 JIFOMUHO-TOIUH.

tyo = 0,75 - 316 = 41 TrOOUHO-TOANH.

t,= 54 + 41 = 95 nmroauHO-rOaUH.

[Tosepratounchy 10 dopmynu (3.1), OTpUMAEMO MOBHY OIIHKY TPYAOMICTKOCTI

PO3pPOOKH MPOTPAMHOTO 3a0€3MCUCHHS:

t=50+ 22+ 49 + 58 + 194 + 95 = 468 nr0QUHO-TOANH.
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3.2. Po3paxyHOK BUTPAT HA CTBOPEHHS A0AATKY

Butpatu Ha ctBOopenHsi I13 Ko BKIIIOYAOTH BUTPATH Ha 3apoOiTHY IUIaTy
BHUKOHABIIS TPOTpaMu 337 1 BUTPAT MAIIUHHOTO Yacy, HEOOX1HOTO Ha HAJArOJKCHHS
nporpamu Ha EOM:

Ko=33n*3us , TPH.
3apo6iTHA Mm1aTa BUKOHABI(IB BU3HAYAETHCS 32 (POPMYJIOTO:

3 =t"Crp , TH,
ne: t - 3arajbpHa TPYAOMICTKICTb, JIFOAMHO-TO/INH;

Cpp - cepenHs roquHHa 3apo0ITHA IJ1aTa MPOrpaMicTa, IpH/TouHa

3 ypaxyBaHHSM TOTO, III0 CepeHs TOAMHHA 3apIijiaTa MporpaMicTa CTaHOBHUTDH 58
I'pH / TOJl, OTPUMYEMO:

337 =468 - 58 = 27,144 rpH.
BapricTe MammMHHOTO dYacy, HEOOXiJHOTO i HallarO/UKEHHS MPOrpaMu Ha

EOM, Bu3HauaeThbcs 3a HOpMYIIoLo:

3=l Con_ 1pm, (3.3)

ne Uy - TPYIOMICTKICTD HaJIaro/keHHs nporpamu Ha EOM, rog;
C, - BapTicTh MammmHO-ToquH EOM, tpu/roxn (13 rpa/rox).
[TincraBuBmm B dopmyny (3.3) BIANOBIIHI 3HAYEHHS, BU3HAYMMO BapTICTh

HEOOX1THOTO JUIsl HAaJaro>KeHHSI MAallIMHHOTO Yacy:

3,.= 224 - 13 = 2912 rpm.

3BiJICU BUTPATH Ha CTBOPEHHS MTPOTPAMHOTO MPOAYKTY:
Ko =32,760 + 2,912 = 35,672 rpH.

OuikyBanuit nepioj crBopenns [13:

ne By- uncio BukoHaBIliB (J10piBHIOE 1);
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Fp - micaunuit pona poOGouoro yacy (mpu 40 roguHHOMY pOOOYOMY THIKHI
Fp=176 rogun).

3BijicH BUTpAaTy Ha CTBOPEHHS MPOTrPaMHOTO POAYKTY:

468
T= (1-176) = 3 yic,

BucHOBOK: irpoBuii J0AaTOK pO3pOONIEHUI 3 METOI0 3a0e3MeueHHS TpaBIlsd
CIOCOOOM CKOpOTaTH 4Yac Ta CKpacUTH JO3BULISA. BapricTe naHoro momarky
CTaHOBUTH 35,672 rpH. Ta HE NMOTPeOye AONATKOBUX BUTpPAT MPHU PO3POOII MPOEKTY.
OuikyBaHuit yac po3pooku - 3 micsil. Llei Tepmin noB's13aHM 31 3HAYHOIO KUIBKICTIO
OlepaTopiB 1 BKIOYAE B ceOe yac Uil JOCHIDKEHHS Ta PO3POOKH aJrOpUTMY
PO3B'sI3aHHA 3aj1aul, po3pO0Ky Iu3aliHy, CTBOPEHHS I'POBOIO JOIATKy Ta MiATOTOBKY

JIOKyMEHTAIII1.
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BUCHOBKMU

Mertoro kBamidikaniiHoi podoTH € po3podKa TPUBUMIPHOTO IrPOBOTO JOJATKY Y
xanpi Arcade, 110 3a0e3meuye KOpUCTyBadya irpOBUM IIPOIECOM, Ta Ja€ MOMKJIMBICTh
CKOPOTHUTH 4Yac 3a Tporo, B yMOBax KapaHTuHy. [Ipu po3poOiii Oynu B3sTi 10 yBaru
CydacHI METOJIM Ta 3aCO0U JIJIsT PO3POOKH TPUBUMIPHUX iTOP.

Po3po0nennii mpoekT mpu3HaYeHU g pO3BaXKaJbHUX IIUICH alie JoroMarae
KOpUCTYBauyy pO3BHUBATM MO3KOBI  3AI0HOCTI — TMOKpPAalIUTH PEaAKIilo Ta
COPUMHATIIMBICTh PyXalOuuXcs IrPOBUX 00’ €KTIB.

[MIporpama mpamtoe mix  kepyBanns  Windows OS, ska  IIHPOKO
BUKOPUCTOBYETHCS  I[IJILOBOIO  ayIUTOPi€El0 Tpoaykry. Po3poOka Bemach Ha
BHUCOKOPIBHEBIN MOBI ITporpaMmyBaHHs C#, sika HajJa€ 3MOT'y JJOCUTh TOYHO ONIEpyBaTu
pecypcaMu  J03BOJNIMJIA JOCATTH JOCTaTHIX pe3yjibTaTiB B IIBUIAKOCTI poOOTH
nporpamu. J{omomMixkHUMH MeTogaMu Oyli0 BHKOPUCTaHO irpoBui nBuryH Unity
Engine. TomoBHOo 3amadero Oya0 Te, 00 KOPHCTyBad IIPOBOAUB dYac 13
3aJI0BOJICHHSIM.

B «EKOHOMIYHOMY pO3/I1J11» BU3HAYEHO TPYIOMICTKICTh PO3POOKH MPOTrPaMHOTO
3abe3neueHHs (468 4oin-rog), MigpaxoBaHI BUTPATH HA CTBOPEHHS MPOTrPAMHOTO

3abe3neuenns ( 35,672 rpH.) 1 raganuii nepios po3poOku (3 Mic.).
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JIOJIATOK A

KOI ITPOI'PAMUA
Platform.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Platform : MonoBehaviour {
void OnTriggerEnter(Collider collider) {
if (collider.gameObject.tag == "Player") {
Invoke ("FallDown", 0.6f);
}
}
private void FallDown() {
this.GetComponentinParent<Rigidbody>().isKinematic = false;
Destroy (this.transform.parent.gameObject, 2f);
b
}
Rotator.cs

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

using UnityEngine;
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public class Rotator : MonoBehaviour {

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

transform.Rotate (new Vector3(15,20,45) * Time.deltaTime);
}

MainMenu.cs

using UnityEngine;
using System.Collections;

public class MainMenu : MonoBehaviour {

public void StartGame() {
Application.LoadLevel(1);

¥
public void Quit() {
Application.Quit();
¥

CameraMovement.cs

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

using UnityEngine;

public class CameraMovement : MonoBehaviour {

/I Initialize variables.
58



[SerializeField]
Transform target;

Vector3 offset;

/I Use this for initialization
void Start () {

offset = target.transform.position - this.transform.position;

}

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

// SIxuio rpaBenb He BHaB 3 m1arhopMu, Kamepa CIiKYe 3a irpoBUM 00'€KTOM TPaBIIs

if (target.gameObject.GetComponent<Player> ().canMove) {

Vector3 RequiredPosition = target.transform.position - offset;

this.transform.position = Vector3.Lerp (this.transform.position, RequiredPosition, 1.5f);

InfiniteStarfield.cs

using UnityEngine;

using System.Collections;

public class InfinteStarfield : MonoBehaviour {

private Transform tx;

private ParticleSystem.Particle[] points;
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public int starsMax = 100;

public float starSize = 0.1f;
public float starDistance = 5f;
public float starClipDistance = 0f;
private float starDistanceSqr;
private float starClipDistanceSqr;

/' Use this for initialization

void Start () {

tx = transform;

starDistanceSqr = starDistance * starDistance;
starClipDistanceSqr = starClipDistance * starClipDistance;
¥

private void CreateStars() {

points = new ParticleSystem.Particle[starsMax];

for (inti = 0; i < starsMax; i++) {

points[i].position = Random.insideUnitSphere * starDistance + tx.position;
points[i].color = new Color(1,1,1, 1);

points[i].size = starSize;

}

}

// Update is called once per frame
void Update () {
float distance = 5;

/ltransform.position = transform.position + Camera.main.transform.forward * distance *
Time.deltaTime;

if ( points == null ) CreateStars();

for (inti=0; i < starsMax; i++) {

if ((points[i].position - tx.position).sqgrMagnitude > starDistanceSqr) {

points[i].position = Random.insideUnitSphere.normalized * starDistance + tx.position;
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}

it ((points[i].position - tx.position).sqrMagnitude <= starClipDistanceSqr) {

float percent = (points[i].position - tx.position).sqrMagnitude / starClipDistanceSqr;
points[i].color = new Color(1,1,1, percent);

points[i].size = percent * starSize;

¥

¥

GetComponent<ParticleSystem>().SetParticles(points, points.Length);

Player.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class Player : MonoBehaviour {

// THimiamizanis 3MiHHUX.

private Rigidbody rb;

private bool isMovingRight = false;
private bool hasPlayerStarted = false;

[SerializeField]
float speed = 4f;

[HidelnlInspector]

public bool canMove = true;

[SerializeField]
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GameObiject particle;

[SerializeField]
GameObject gems;

[SerializeField]

private Text scoreText;

private int score = 0;

/I Use this for initialization
void Start () {

rb = this.GetComponent<Rigidbody> ();
}

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

if (Input.GetMouseButtonDown (0) && canMove == true) {

// SIx1io Tpa 11e He MoYanach.

if (hasPlayerStarted == false) {

hasPlayerStarted = true;
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StartCoroutine (ShowGems (2.5f));

ChangeBoolean ();

ChangeDirection ();

}

if (Physics.Raycast (this.transform.position, Vector3.down * 2) == false) {
FallDown ();

¥
¥

// 3aTrpuMKa TeHepaiii KpucTais.
IEnumerator ShowGems (float count) {
yield return new WaitForSeconds (count);

// TlepeBipKa 4y BIIaB TpaBellb /10 TeHepallii KpUCTAIB.

if (canMove == true) {

gems.SetActive (true);

// KOHTpOJII0EMO HaNpsIMOK NepeCcyBaHHS I'paBIsl.

private void ChangeBoolean() {

iIsMovingRight = lisMovingRight;

}
private void ChangeDirection() {

if (isMovingRight == true) {
rb.velocity = new Vector3 (speed, Of, Of);

¥
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else {

rb.velocity = new Vector3 (0f,0f,speed);

¥
¥

// TpaBenb manae 3 miaTGopMu.

private void FallDown() {

canMove = false;

rb.velocity = new Vector3 (0f,-4f,0f);

// HOBepTa€MOCH 0 I'OJIOBHOI'O MEHIO.
StartCoroutine (ReturnToMainMenu (2.8f));
¥

// J10 TOTOBHOT'O MEHIO

IEnumerator ReturnToMainMenu (float count) {
yield return new WaitForSeconds (count);
Application.LoadLevel(0);

}

// TpaBenb 30upae Kpucral.

void OnTriggerEnter(Collider other) {

if (other.gameObject.tag == "Gem") {

// 3HUIITyEMO KpUCTAIL.

Destroy (other.gameQObject);

// Buknukaemo cuctemy Particles.
GameObject _particle = Instantiate (particle) as GameObject;
_particle.transform.position = this.transform.position;

Destroy (_particle, 1f);
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// OHOBIIIOEMO PEKOPI.
score++;

scoreText.text = "Score: " + score. ToString();

¥
¥

UnityCompiler.exel.txt
Base path: 'D:/Program Files/Unity/2020.3.11f1/Editor/Data’, plugins path 'D:/Program
Files/Unity/2020.3.11f1/Editor/Data/PlaybackEngines’

Cmd: initializeCompiler

Cmd: compileSnippet

insize=1647  file=Assets/DefaultResourcesExtra/Standard  pass=FORWARD  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS_FORWARDBASE uKW=DIRECTIONAL SHADOWS_SCREEN
LIGHTPROBE_SH _PARALLAXMAP dKW=FOG_LINEAR FOG EXP FOG_EXP2
INSTANCING_ON _NORMALMAP _ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY ON _METALLICGLOSSMAP  SHADOWS_SHADOWMASK
DYNAMICLIGHTMAP_ON LIGHTMAP_ON LIGHTMAP_SHADOW_MIXING
DIRLIGHTMAP_COMBINED VERTEXLIGHT ON UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT FILTERING

UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIERL UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3

UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
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UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=227 mask=6 start=68 ok=1 outsize=2910

Cmd: compileSnippet

insize=1647  file=Assets/DefaultResourcesExtra/Standard  pass=FORWARD  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR

UNITY_PASS_FORWARDBASE uKW=DIRECTIONAL SHADOWS_SCREEN _EMISSION
_PARALLAXMAP dKW=FOG_LINEAR FOG_EXP FOG_EXP2 INSTANCING_ON
_NORMALMAP _ALPHATEST_ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _DETAIL_MULX2
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A _SPECULARHIGHLIGHTS_OFF
_GLOSSYREFLECTIONS_OFF LIGHTPROBE_SH SHADOWS_SHADOWMASK
DYNAMICLIGHTMAP_ON LIGHTMAP_ON LIGHTMAP_SHADOW_MIXING
DIRLIGHTMAP_COMBINED UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS

UNITY_METAL_SHADOWS_USE _POINT_FILTERING

UNITY_ASTC_NORMALMAP _ENCODING  SHADER_API GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=106 ok=1 outsize=3966

Cmd: compileSnippet

insize=1487 file=Assets/DefaultResourcesExtra/Standard pass=FORWARD_DELTA cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS
UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION

UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
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SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS FORWARDADD uKW=POINT SHADOWS CUBE dKW=FOG_LINEAR
FOG_EXP FOG_EXP2 _NORMALMAP _ALPHATEST ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON _METALLICGLOSSMAP
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A _SPECULARHIGHLIGHTS_OFF
_DETAIL_MULX2 _PARALLAXMAP DIRECTIONAL SPOT POINT_COOKIE
DIRECTIONAL_COOKIE SHADOWS_SHADOWMASK LIGHTMAP_SHADOW_MIXING
SHADOWS_DEPTH  SHADOWS_SOFT  SHADOWS_SCREEN  UNITY_NO_DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_ SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=106 ok=1 outsize=4674

Cmd: compileSnippet

insize=1311 file=Assets/DefaultResourcesExtra/Standard  pass=ShadowCaster cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT _PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS SHADOWCASTER  uKW=SHADOWS_CUBE  dKW=INSTANCING_ON
_ALPHATEST ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _PARALLAXMAP SHADOWS_DEPTH UNITY_NO_DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS

UNITY_METAL_SHADOWS_USE_POINT_FILTERING
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UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE _TIER1 UNITY_HARDWARE TIER2 UNITY_HARDWARE TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO_ DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=227 mask=6 start=139 ok=1 outsize=1330

Cmd: compileSnippet

insize=1590 file=Assets/DefaultResourcesExtra/Standard  pass=DEFERRED  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS DEFERRED UKW=LIGHTPROBE_SH dKW=INSTANCING_ON
_NORMALMAP _ALPHATEST ON _ALPHABLEND ON _ALPHAPREMULTIPLY_ON
_METALLICGLOSSMAP _PARALLAXMAP DYNAMICLIGHTMAP_ON
SHADOWS_SHADOWMASK LIGHTMAP_ON DIRLIGHTMAP_COMBINED

UNITY_HDR_ON UNITY_NO_DXT5nm UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS _USE_BRDF3 UNITY_NO_FULL_STANDARD_ SHADER
UNITY_HARDWARE TIER1 UNITY _HARDWARE TIER2 UNITY_HARDWARE TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=227 mask=6 start=168 ok=1 outsize=1838

Cmd: compileSnippet
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insize=1590 file=Assets/DefaultResourcesExtra/Standard  pass=DEFERRED  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR

UNITY_PASS_DEFERRED  uKW=LIGHTPROBE_SH _EMISSION _PARALLAXMAP
dKW=INSTANCING_ON  _NORMALMAP _ALPHATEST_ON _ALPHABLEND_ON

_ALPHAPREMULTIPLY_ON _METALLICGLOSSMAP
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A _SPECULARHIGHLIGHTS_OFF
_DETAIL_MULX2 DYNAMICLIGHTMAP_ON SHADOWS_SHADOWMASK

LIGHTMAP_ON DIRLIGHTMAP_COMBINED UNITY_HDR ON UNITY_NO DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD _ SHADER
UNITY_HARDWARE _TIER1 UNITY_HARDWARE TIER2 UNITY_HARDWARE TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=168 ok=1 outsize=3002

Cmd: compileSnippet

insize=1590 file=Assets/DefaultResourcesExtra/Standard  pass=DEFERRED  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
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UNITY_PASS_DEFERRED uKW=_PARALLAXMAP dKW=_EMISSION INSTANCING_ON
_NORMALMAP _ALPHATEST_ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A
_SPECULARHIGHLIGHTS_OFF _DETAIL_MULX2 LIGHTPROBE_SH
DYNAMICLIGHTMAP_ON SHADOWS_SHADOWMASK LIGHTMAP_ON
DIRLIGHTMAP_COMBINED UNITY_HDR_ON UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE _TIER1 UNITY_HARDWARE TIER2 UNITY_HARDWARE TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment  platform=d3d1l reqs=227 mask=6 start=168 ok=1 outsize=1578
UNITY_PASS_DEFERRED uKW=_PARALLAXMAP dKW=_EMISSION INSTANCING_ON

_NORMALMAP _ALPHATEST ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A
_SPECULARHIGHLIGHTS_OFF _DETAIL_MULX2 LIGHTPROBE_SH
DYNAMICLIGHTMAP_ON SHADOWS_SHADOWMASK LIGHTMAP_ON
DIRLIGHTMAP_COMBINED UNITY_HDR_ON UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS _USE_BRDF2
UNITY_PBS _USE_BRDF3 UNITY_NO_FULL_STANDARD SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=168 ok=1 outsize=1578

UNITY_PASS_DEFERRED uKW=_PARALLAXMAP dKW=_EMISSION INSTANCING_ON
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_NORMALMAP _ALPHATEST_ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A
_SPECULARHIGHLIGHTS_OFF _DETAIL_MULX2 LIGHTPROBE_SH
DYNAMICLIGHTMAP_ON SHADOWS_SHADOWMASK LIGHTMAP_ON
DIRLIGHTMAP_COMBINED UNITY_HDR_ON UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIERL UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF PRECISION_FRAGMENT SHADER_REGISTERS

UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=168 ok=1 outsize=1578

UNITY_PASS DEFERRED uKW=_PARALLAXMAP dKW=_EMISSION INSTANCING_ON
_NORMALMAP _ALPHATEST ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A
_SPECULARHIGHLIGHTS_OFF _DETAIL_MULX2 LIGHTPROBE_SH
DYNAMICLIGHTMAP_ON SHADOWS_SHADOWMASK LIGHTMAP_ON
DIRLIGHTMAP_COMBINED UNITY_HDR_ON UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO _FULL_STANDARD SHADER
UNITY_HARDWARE _TIER1 UNITY_HARDWARE TIER2 UNITY_HARDWARE TIER3
UNITY_HALF_PRECISION _FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL _TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=168 ok=1 outsize=1578

Cmd: compileSnippet
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insize=1442  file=Assets/DefaultResourcesExtra/Standard  pass=sFORWARD  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR

UNITY_PASS_FORWARDBASE uKW=DIRECTIONAL VERTEXLIGHT ON _NORMALMAP
dKW=FOG_LINEAR FOG EXP FOG EXP2 _ALPHATEST ON _ALPHABLEND_ON

_ALPHAPREMULTIPLY_ON _METALLICGLOSSMAP LIGHTPROBE_SH
SHADOWS_SHADOWMASK DYNAMICLIGHTMAP_ON LIGHTMAP_ON
LIGHTMAP_SHADOW_MIXING SHADOWS_SCREEN UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD SHADER
UNITY_HARDWARE _TIER1 UNITY_HARDWARE TIER2 UNITY_HARDWARE TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=1 mask=6 start=237 ok=1 outsize=2126

Cmd: compileSnippet
insize=1442 file=Assets/DefaultResourcesExtra/Standard pass=FORWARD cachingPP=1

UNITY_PASS_DEFERRED uKW=_PARALLAXMAP dKW=_EMISSION INSTANCING_ON
_NORMALMAP _ALPHATEST_ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON

_METALLICGLOSSMAP _SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A
_SPECULARHIGHLIGHTS_OFF _DETAIL_MULX2 LIGHTPROBE_SH
DYNAMICLIGHTMAP_ON SHADOWS_SHADOWMASK LIGHTMAP_ON
DIRLIGHTMAP_COMBINED UNITY_HDR_ON UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
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UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=168 ok=1 outsize=1578

ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS_FORWARDBASE uKW=DIRECTIONAL SHADOWS_SCREEN
LIGHTPROBE_SH dKW=_EMISSION FOG_LINEAR FOG_EXP FOG_EXP2 NORMALMAP
_ALPHATEST ON _ALPHABLEND_ON _ALPHAPREMULTIPLY_ON
_METALLICGLOSSMAP _SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A
_SPECULARHIGHLIGHTS_OFF _GLOSSYREFLECTIONS_OFF
SHADOWS_SHADOWMASK DYNAMICLIGHTMAP_ON LIGHTMAP_ON
LIGHTMAP_SHADOW_MIXING UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS _USE_BRDF2
UNITY_PBS _USE_BRDF3 UNITY_NO_FULL_STANDARD SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=237 ok=1 outsize=7222
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Cmd: compileSnippet

insize=1295 file=Assets/DefaultResourcesExtra/Standard pass=FORWARD_DELTA cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR

UNITY_PASS FORWARDADD uKW=SPOT dKW=FOG LINEAR FOG EXP FOG _EXP2
_NORMALMAP _ALPHATEST ON _ALPHABLEND ON ALPHAPREMULTIPLY_ON
_METALLICGLOSSMAP POINT DIRECTIONAL POINT_COOKIE DIRECTIONAL_COOKIE
SHADOWS_SHADOWMASK LIGHTMAP_SHADOW_MIXING SHADOWS_DEPTH
SHADOWS SCREEN SHADOWS CUBE UNITY_NO_DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD _ SHADER
UNITY_HARDWARE _TIER1 UNITY_HARDWARE TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=1 mask=6 start=272 ok=1 outsize=2102

Cmd: compileSnippet

insize=1295 file=Assets/DefaultResourcesExtra/Standard pass=FORWARD_DELTA cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
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UNITY_PASS_FORWARDADD UKW=POINT SHADOWS_CUBE _NORMALMAP
dKW=FOG_LINEAR FOG_EXP FOG_EXP2 _ALPHATEST ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON _METALLICGLOSSMAP
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_A _SPECULARHIGHLIGHTS_OFF
_DETAIL_MULX2 DIRECTIONAL SPOT POINT_COOKIE DIRECTIONAL_COOKIE
SHADOWS_ SHADOWMASK LIGHTMAP_SHADOW_MIXING SHADOWS DEPTH
SHADOWS_ SCREEN UNITY_NO_DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS _USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30 flags=0  lang=0
type=Fragment platform=d3d11 reqs=1 mask=6 start=272 ok=1 outsize=2442

Cmd: compileSnippet

insize=1004 file=Assets/DefaultResourcesExtra/Standard pass=ShadowCaster cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS
UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS_SHADOWCASTER uKW=SHADOWS_CUBE dKW=_ALPHATEST_ON
_ALPHABLEND_ON _ALPHAPREMULTIPLY_ON _METALLICGLOSSMAP
_SMOOTHNESS TEXTURE_ALBEDO_CHANNEL_A SHADOWS DEPTH
UNITY_NO_DXT5nm UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2

UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD SHADER
75



UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=1 mask=6 start=301 ok=1 outsize=250

Cmd: compileSnippet

insize=17587 file=Assets/DefaultResourcesExtra/Legacy Shaders/Diffuse pass=FORWARD
cachingPP=1 ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS_FORWARDBASE uKW=DIRECTIONAL VERTEXLIGHT _ON
dKW=INSTANCING_ON  FOG_LINEAR FOG_EXP FOG EXP2 LIGHTPROBE_SH
SHADOWS_SHADOWMASK DYNAMICLIGHTMAP_ON LIGHTMAP_ON
LIGHTMAP_SHADOW_MIXING  DIRLIGHTMAP_COMBINED  SHADOWS_SCREEN
UNITY_NO_DXT5nm UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING

UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER

UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION _FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL _TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP _ENCODING  SHADER_API GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=33 mask=6 start=20 ok=1 outsize=1250

Cmd: compileSnippet
insize=4377  file=Assets/DefaultResourcesExtra/Legacy  Shaders/Diffuse  pass=FORWARD

cachingPP=1 ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
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pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR

UNITY_PASS FORWARDADD uKW=DIRECTIONAL dKW=FOG_LINEAR FOG_EXP
FOG_EXP2 POINT SPOT POINT_COOKIE DIRECTIONAL_COOKIE UNITY_NO_DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE _TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP _ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Vertex platform=d3d11 reqs=33 mask=6 start=263 ok=1 outsize=1250

Cmd: compileSnippet

insize=12683  file=Assets/DefaultResourcesExtra/Legacy  Shaders/Diffuse  pass=PREPASS
cachingPP=1 ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
UNITY_PASS_PREPASSFINAL UKW=UNITY_HDR_ON dKW=INSTANCING_ON
FOG_LINEAR FOG_EXP FOG_EXP2 LIGHTPROBE_SH DYNAMICLIGHTMAP_ON
SHADOWS_SHADOWMASK LIGHTMAP_ON DIRLIGHTMAP_COMBINED
UNITY_NO_DXT5nm UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING

UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
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UNITY_PBS USE_BRDF3 UNITY_NO_FULL_STANDARD_ SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=33 mask=6 start=109 ok=1 outsize=674

Cmd: compileSnippet

insize=1562 file=Assets/DefaultResourcesExtra/Hidden/Internal-PrePassLighting pass=Pass 1
cachingPP=1 ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS
UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX PROJECTION
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL_TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=227 mask=6 start=104 ok=1 outsize=378

Cmd: compileSnippet

insize=731  file=Assets/DefaultResourcesExtra/Sprites/Default  pass=Pass 0 cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT_PROBE_PROXY_VOLUME UNITY_LIGHTMAP_FULL_HDR
UKW=PIXELSNAP_ON dKW=ETC1_EXTERNAL_ALPHA INSTANCING_ON
UNITY_NO_DXT5nm UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
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UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=1 mask=6 start=32 ok=1 outsize=454

Cmd: compileSnippet

insize=3023  file=Assets/DefaultResourcesExtra/Ul/Ul/Default  pass=Default  cachingPP=1
ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR

UKW=UNITY_UI_CLIP_RECT UNITY_UIl_ALPHACLIP dKW=UNITY_NO_DXT5nm
UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION _FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL _TEXTURING UNITY_PRETRANSFORM_TO_DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP _ENCODING  SHADER_API GLES30  flags=0  lang=0
type=Fragment platform=d3d11 reqs=1 mask=6 start=49 ok=1 outsize=794

Cmd: compileSnippet
insize=6280 file=Assets/DefaultResourcesExtra/Hidden/VideoDecode

pass=Flip_ RGBA_To_RGBA cachingPP=1 ppOnly=0 stripLineD=0 buildPlatform=19 rsLen=0
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pKW=UNITY_ENABLE_REFLECTION_BUFFERS
UNITY_USE_DITHER_MASK_FOR_ALPHABLENDED_ SHADOWS

UNITY_PBS_USE_BRDF1 UNITY_SPECCUBE_BOX_PROJECTION
UNITY_SPECCUBE_BLENDING UNITY_ENABLE_DETAIL_NORMALMAP
SHADER_API_DESKTOP UNITY_COLORSPACE_GAMMA
UNITY_LIGHT PROBE_PROXY_ VOLUME UNITY_LIGHTMAP_FULL_HDR
UKW=ADJUST TO_LINEARSPACE dKW=UNITY_NO_DXT5nm

UNITY_ENABLE_NATIVE_SHADOW_LOOKUPS
UNITY_METAL_SHADOWS_USE_POINT_FILTERING
UNITY_NO_SCREENSPACE_SHADOWS UNITY_PBS_USE_BRDF2
UNITY_PBS_USE_BRDF3 UNITY_NO_FULL_STANDARD_SHADER
UNITY_HARDWARE_TIER1 UNITY_HARDWARE_TIER2 UNITY_HARDWARE_TIER3
UNITY_HALF_PRECISION_FRAGMENT_SHADER_REGISTERS
UNITY_LIGHTMAP_DLDR_ENCODING UNITY_LIGHTMAP_RGBM_ENCODING
UNITY_VIRTUAL TEXTURING UNITY_PRETRANSFORM TO DISPLAY_ORIENTATION
UNITY_ASTC_NORMALMAP_ENCODING  SHADER_API_GLES30 flags=0  lang=0
type=Fragment platform=d3d11 reqs=33 mask=6 start=205 ok=1 outsize=330

Cmd: shutdown

GameManager.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class GameManager : MonoBehaviour {

// Taimianizanis 3MiHHUX.

private float size;

[SerializeField]
GameObject platform;
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private Vector3 lastPosition;

[SerializeField]

GameObject gems;

/I Use this for initialization
void Start () {

size = platform.transform.localScale.x;

lastPosition = platform.transform.position;

/I Create the first initial playforms.

for (int x = 0; x < 15; x++) {

SpawnZ ();

// Call the SpawnPlatform every 2 seconds.

InvokeRepeating ("SpawnPlatform™, 2f, 0.2f);
¥

// Tenepartis mmargopm.

private void SpawnPlatform() {

int random = Random.Range (0, 6);
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int gemsRandom = Random.Range (0, 7);

if (random < 3) {
SpawnX ();

¥

if (random >=3) {
SpawnZ ();

¥

if (gemsRandom < 2) {
SpawnGem ();

}

}
private void SpawnX() {

GameObject _platform = Instantiate (platform) as GameObiject;
_platform.transform.position = lastPosition + new \Vector3 (size, 0f,0f);
lastPosition = _platform.transform.position;

// TInargopmi nmpucBoroeThes Koiip marepiany Colorl.

Material newMat = Resources.Load("Colorl", typeof(Material)) as Material;
_platform.GetComponent<Renderer>().material = newMat;

¥

private void SpawnZ() {

GameObject _platform = Instantiate (platform) as GameObiject;
_platform.transform.position = lastPosition + new Vector3 (0f,0f size);
lastPosition = _platform.transform.position;

// Tnardopmi mpucBoreTbes Koiip marepiainy Color2

Material newMat = Resources.Load("Color2", typeof(Material)) as Material;

_platform.GetComponent<Renderer>().material = newMat;

}
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// Tenepartisi KpUCTATIB.

private void SpawnGem() {

Instantiate (gems, lastPosition+ new Vector3(0f,0.7f,0f), gems.transform.rotation);

// TIprCBOIOEMO KOJIIp JUIsl KPUCTAITY.
int rand = Random.Range(1,3);

Material newMat = Resources.Load("Color" + (rand.ToString()), typeof(Material)) as
Material;

gems.GetComponent<Renderer>().material = newMat;

}
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TOJIATOK B
BIII'YK KEPIBHUKA EKOHOMIYHOT'O PO3ILITY
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TOJIATOK B

MPEJIIK ®AWJIIB HA JIUCKY

Im’st paitny Omnc
[TosicHIOBaIbHI TOKyMEHTHU
Junnom Ilarosa.doc [TosicHIOBaNIbHA 3amMKCKa J10 KBaTi(iKaIliifHOI poOOTH.
Jokyment Word
Jurmom_[arosta. pdf [TosicHIOBaTbHA 3amUCcKa 10 KBai(iKaIiifHOi poOoTH
B hopmati PDF
[Iporpama
[Iporpama.rar ApxiB. MICTUTB KOAM MPOTPAMU 1 OTKOMIIIHLOBAHY
porpamy
[Ipe3enrarris
[TarosH.ppt [Ipe3enTauis kBaidikauiiiHoi poOOTH
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BIAI'YK
Ha KBaJidikauniiHy podory 0akajaBpa
HA TeMYy:
"IIpoekTyBaHHSI Ta PpO3p0O0Ka TPUBUMIPHOIO irPOBOIO A0AATKY Y *KaHPi Arcade
Ha aBHKKy Unity".

cryaenta rpynu 122-18CK-2 llarosina PoGepra ApamoBuua

Po3pobnene B kBamigikamiifHiii poOOTI mporpamHe 3a0e3neueHHs] MpU3HAYCHE
JUIe  CTBOPEHHS 1H(QOpMAIIIHOI CHUCTEMHM, SKE€ CIPOMOXXHE OpraHi30ByBaTu
KOpPHUCTYBaua 3 IrpOBUM JI0/IaTKOM, SIKE BUKOPHUCTOBYBAaTUME CAMUI KOPUCTYBaY.

AKTyanbHICTh PO3POOJIEHOTO MPOrPAMHOrO MPOIYKTY MOJSAra€E B CTBOPEHHI
TAaKoOro JOJAaTKy, KWW MaTuMe IOMUT Ccepel IUIbOBOI ayluTopli — TIpaBLiB Yy
Bizeoirpu. [lepeBara 3anponoHOBaHO1 IPOrpamMu B TOMY, IO BOHA 3aXOIUIIOE ITPOBUM
MIPOLIECOM Ta IHTYITUBHO 3pO3yMLa.

JIyist BUpIIIEHHS MOCTaBJIEHUX 3ajad IpH po3poOlll JoJaTKy Oyinu 3iiCHEHI
HACTYMHI Aii:

1. Po3poOka 510ri4HO1 MOJIE1 MPOTPaAMHU.

2. IlpoekTyBaHHS ITPOBOTO AOAATKY.

3. Po3po6ka apxiTeKTypHu IporpaMHOro 3a0e3neyeHHsl.

4. Po3pobOka mpocToro i 3po3yMuIoro iHTepdeicy mporpamu.

JHlomatok  po3poOmenuii Ha wMoBi C# B cepemoBumi  Unity Engine 3
Bukopuctanusam Microsoft Visual Studio 2019.

[IpakTHyHa 3HAUMMICTh CTBOPEHHSI JAHOTO MPOrPAMHOTO MPOMYKTY MOJSATae B
3a0e3MCUCHHI KOPUCTyBava irpOBUM IIPOIIECOM TpH Y skaHpi Arcade.

[Ipate3naTHiCTh NpeACTaBIECHOI MPOTrpaMy MiATBEPIKEHA HAJIaroKyBaJbHUMHU
BUIIPOOYBaHHSMH Ta TECTyBaHHSIM MPOTPaMH.

B exoHOMIYHOMY pO3Aii BHU3HAYEHO TPYAOMICTKICTh PO3POOJICHOTO JOAATKY,
MIPOBENICHUI MIAPAXyYHOK BApPTOCTI pOOOTH MO CTBOPEHHIO MIPOTPAMH Ta PO3PAXOBAHO
yac Ha Woro cTBOpeHHs. Tema kBajidikamiiiHoi poOOTH Oe3MocepeHbO MOB'sA3aHa 3

00'ekTOM AisUTBHOCTI OakanaBpa 3a crnemianpHicTio 122 Komn’roTepHi HayKu.



OdopMmieHHs MOSACHIOBAJIBHOI 3allUCKU 70 KBatidikaiiiiHoi poOOTH BUKOHAHO
BIJIMOBIAHO /10 CTAaHJAPTIB Ha MpOrpaMHy JoKyMeHTarito. HemomikoMm po3mistHyTOq
poOOTH € HETIOBHU OMTUC aNTOPUTMY (DYHKITIOHYBAHHSI CHCTEMH.

Ksamidikamiitna poboTa BUKOHaHA CaMOCTIHHO Ta 3aCIyroBY€ OIlIHKHA 92 Oaina,
«BiAMiIHHOY», a ctyaeHty llarosny Pobepry ApamoBuYy NpUCBOEHHS KBamidikarii
OakanaBpa 3a CIEHIaJIbHICTIO «(axiBelb 3 PO3pOOKH Ta TECTyBaHHS MPOTPaMHOTO

3a0e3IICUCHHS.

KepiBHnk kBaJiikaniinHoi podoTu

ac. ka¢. II3KC, k.T.H. Hpuxoauenko C./I.



PELEH3IA
Ha KBaJidikauniiHy podory 6akajaBpa
HA TeMy:
"Po3po0ka 3D irpoBoro 3acToCyHKY 3 BAKOPMCTAHHSIM TEXHOJIOTiH BIpTyaJbHOI
peaJIbHOCTI Ta 3aCTOCYBAHHAM HeeBKJIiIOBOI reomeTpii."’

crynenTa rpynu 122-18CK-2 Illarosina Po6epra ApamoBu4a

Kganidixkamiitna poGoTa BUKOHaHa B TMOBHOMY OOCS31 B CIIBBIAHOIICHHI 3
TEXHIYHUM 3aBIAHHSIM.

OCHOBHOIO METOIO MPOrpaMu € OpraHizailis iIrpoBOro mpoiecy (reMMInIeto), o
0a3yeTbcsi Ha B3a€MOJli KOPUCTyBaya 1 IFPOBOrO MPHUCTPOIO 3a JOMOMOIOIO
BisyasibHOTO iHTEpdeiicy. byiao po3pobieHo irpoBuii noaarok y skanpi Arcade.

Tema npoekTy € akTyaJbHOIO Ha PUHKY MPOTPAMHOTO 3a0e3MeyeHHs. AHAJOTIB
TaKuX MPOIYKTIB Ha PUHKY He 0arato, irpoBl JOJATKHU 3aBKIU MaJH IOMUT HA PUHKY.

B sxocti iHCTpyMeHTa a1 peantizaiiii Oyia BUKOPHCTaHa MOBA MPOTrpamMyBaHHS
C#. Cawm npoekT OyB peaitizoBanuii 3a gormomororo Unity Engine.

VY BcTyni npoBeeHUI aHali3 aHAJIOT1B BUPIIIEHHS MPOOJIEMH B IIJIOMY, AaHAJIOTH
KOHKPETHOTO METOJly BUPIIICHHS MPOOJIEeMH, MepepaxoBaHi iX repeBaru i HeMOIIKH.
Ha ocnoBi Hux Oymu cdopmoBaHi BUMOTH 1O TMporpaHoro 3ade3mneueHHs. B
TEOPETHYHIM YacTWHI HasBHI JlaHl MPO METy po3poOku, cdepy 3acTOCYBaHHS
MPOJYKTY Ta MOro akTyalbHICTh. OnucaHi (pyHKIIIOHAJIbHE MPU3HAYEHHS U JIOT1YHA
cTpykTypa. Bubip TexHosorii i miaxia o peasizaiiii NOBHICTIO 0O0TpyHTOBaHI.

PesynbraTu peanizarii mpoekty mo0pe onucaHi W MiATBEPIKEHI TECTYBaHHSIM.
[IpoexTHa JOKYMEHTALlisl OMUCY€E YC1 MOKIIMBI BaplaHTH B3aEMO/IT 3 MTPOYKTOM.

Crucok mitepatypu Hajiuye Ouibine 20 pKepes, 10 CBIAYUTH MPO BMIHHSA
MPAITIOBATH 3 JITEPATypOIO Ta IHIMMU JKepeliaMu 1H(opmariii.

Po6Gota omiHroeTsest Ha 93 Gana «BIAMIHHOY.

PeuensenT kBagdiikauniitHoi podoTn

K.T.H., 1oueHT kad. BIT I'epacina O.B.



