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PED®EPAT

[TosicaroBanbHa 3anucka: 86 c., 45 puc., 3 mox., 21 mxepedn.

Temoro kBamidikariiiHoi podotr € «Po3pobka MOOIILHOrO A0JAaTKa Ha ABUIYHI

Unity3D y ctuii rpu Geometry Dashy.

Merta kBamidikamiiiHoi poOOTH: CTBOPEHHs ITPOBOTO JOJATKY IO JOMOMOXE
PO3BHHYTH IIPOCTOPOBE MUCIICHHS Ta MPOBECTH Yac 13 33]J0BOJICHHSIM.

Y BCTyMi pO3IIIsAAA€TbCA aHai3 Ta CydyaCHUI CTaH MpoOIeMH, KOHKPETH3Y€EThCA
MeTa KBamidikauiiHoi poOOTH Ta raiy3b ii 3aCTOCYBaHHsI, HABEACHO OOIPYHTYBAHHS
aKTyaJIbHOCTI TEMHU Ta YTOYHIOETHCS IIOCTAHOBKA 3aBJaHHS.

Y mepmoMy po3AuUTi  TpPOAHATI30BAaHO TIPEAMETHY Taidy3b, BHU3HAYCHO
aKTyaJIbHICTh 3aBJIaHHS Ta MPHU3HAYEHHS PO3POOKH, CHOPMYIHOBAHO TMOCTAHOBKY
3aBJIaHHS, 3a3HAYEHO BUMOTH JI0 IPOTrPaMHO]I peanizalli, TEXHOJIOT1 Ta MporpaMHuX
3ac001B.

VY npyromy po3aun mpoaHai3oBaHI HasBHI pillIeHHS, 00paHo MmIaTGopmMu s
pO3poOKH, BUKOHAHO IPOEKTYBaHHA 1 po3poOKa IMporpaMu, OmNHCcaHa poOoTa
porpamMu, ajlropuT™M 1 CTpyKTypa il (YHKUIOHYBaHHS, a TaKOX BHUKJIUK Ta
3aBaHTaXCHHS MPOrpaMH, BU3HAYEHO BX1JHI 1 BUX1JHI aH1, 0XapaKTepU30BaHO CKJIA]l
napameTpiB TEXHIYHUX 3aC001B.

B  exkoHOMIYHOMY  pO3AUIl  BHU3HAYEHO  TPYAOMICTKICTH  pO3pOOJIEHOT
1H(pOpMaIITHOI CUCTEMH, MTPOBENCHUM MIAPAXyHOK BAPTOCTI pOOOTH MO CTBOPEHHIO
porpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHS.

[TpakTiuHe 3HAYEHHS MOJIATAE Y CTBOPEHHI MPOTPAMHOTO I0/aTKa, IO HAlae
MO>KJIMBICTh MPOBECTHU Yac 13 33JI0BOJICHHSIM.

AKTYallbHICTh PO3pOOJIEHOT0 MPOTPAMHOTO MPOIYKTY TOJSATaE B CTBOPEHHI
TAKOTO JIOJATKY, SIKMM MaTHME IIONUT Cepea IIJIbOBOI ayauTOpli — TPaBIIB Yy
B1JICOITPH.

Cnucok KimouoBrx ciis: I'POBHH JIBUT'YH, KOMITOHEHT, KOMIT'IOTEP,
[HOOPMAIIIMHA CHUCTEMA, OBJIK, AJITOPUTM, IIPOEKTYBAHHS,
MEHIO, BKJIAZIKA, IOJAATOK.



ABSTRACT

Explanatory note: 86 p., 45 fig., 3 docs, 21 journals.

The theme of the qualification work is "Developing a mobile add-on on the Unity3D
engine in the Geometry Dash style".

Meta kvartifikatsionnoj work: the creation of game add-on which will help to
develop a spacious mind and spend time with pleasure.

The introduction examines the analysis and the current state of the problem,
specifies the meta-qualification work and the area of application of the topic, provides a
substantiation of relevance and clarifies the statement of objectives.

The first section analyzes the subject area, identifies the relevance of the task and
the purpose of the development, formulates the statement of the task, and specifies the
requirements to the software implementation, technologies and software tools.

In the second section, the existing solutions were analyzed, the platforms for
development were reversed, the design and development of the program were carried out,
the program operation, the algorithm and structure of its functioning, as well as the
program activation and engagement were described, the input and output data were
identified, and the composition of parameters of the technical facilities was characterized.

In the economic section, the labor intensity of the developed information system is
determined, the cost of the work on the creation of the program is estimated and the time
for its creation is calculated.

Practical importance lies in the creation of software add-on, which gives the
opportunity to spend time with satisfaction.

The relevance of the developed software product lies in the creation of such an add-
on, which will be popular among the target audience - video game players.

The list of keywords: game engine, component, COMPONENT, INFORMATION
SYSTEM, CLOCK, ALGORITHM, DEVELOPMENT, MENU, ADDITIVE,
ADDITIVE.



CIIMCOK YMOBHUX ITO3HAYEHb

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

[im ganoi kBamidikaniiHoi poOOTH Ta mpeaMeT ii AIsTbHOCTI O6e3MocepeIHbOo
MOB’s3aHl 3 HANpsIMOM MIATOTOBKM Ta BIJANOBIIAIOTh 3arajibHIM TEMAaTHII
kBasi(ikalii Ta mepeniKy 3a3HAYeHUX BHPOOHWYMX (YHKIIH, TUNOBHUX 3aBIaHb,
HABUYOK Ta KOMIIETEHII OakamaBpa HaBuaHHsA B Hampsmi 122 «Komm’rorepHi
HAYKI.

[IpeameToMm KBam@ikamiitHOI poOOTH € MPOEKTYBaHHS Ta PO3pOOKa IrpoOBOroO
JOJIaTKy apKaaHoi rpu Ha ABMKKY Unity.

Merta kBamidikarii — HaBYMTHCS TMpalOBaTH 3 KUIbKOMA MiACHCTEMaMHt
omeparliiiHoi cucremMu. B mepury depry e BXIJHI MOJli B CUCTEMI Ta B3a€EMOIS 3
HuMU. 1[I HaBUYKHK Jy’ke BaXXIMBI MpU PO3poOIll MPOrpaMHOTo 3a0e3MeHEeHHS IS
KOHTPOJIFO JIOCTYITy Ta MOHITOPHHTY TMPOIECIB 1 JISJIBHOCTI KOpHUCTyBauiB. BoHu
TaKOX JOMOMOXYTh Kpalle 3po3yMITH MEXaHi3MU pOOOTH 3 rpadiyHUMU 00’ €KTaMU
Ta iX B3a€MOJIi0 Ha JIOCUTh HU3bKOMY PIiBHI.

[{s poboTa nae 3MOry 03HalilOMUTHUCH 13 METOJAMHU CTBOPEHHS ITPOBUX JOJATKIB
Ta 3pO3YyMITH OaraTOBUMIPHI ITPOBI JOJIATKH.

OcHOBHAa BHMMOra [0 IILOTO MPOTPAMHOTO 3a0€3MEYEeHHS] - CTaOlIbHICTb.
Ockunbku Unity Engine € iHTEHCMBHUM TpaiuHUM JABUTYHOM Ye€pe3 MOro SKiCTh
rpadiky, MBUIKICTH JOMATKIB HA MAJIOTIOTYKHUX KOMIT FOTEpaX MOXKe OyTH HE JIyxKe
CTaO1IIbHOIO.

TakuMm 4uHOM, 3aBIaHHAM Ili€l kBaidikaiii € po3podka Ta po3poOKa irpoBOro

JoaaTKa, SKUi HaJacTh IPaBIIeBl 3aXOIUTIOIOYNI apKaJHUN JOCBI.



PO3/1L1T 1

AHAJII3 IPEJMETHOI FAJTY3I TA HOCTAHOBKA 3AJIAUI

1.1. 3araabHi BizoMocTi 3 mpeAMeTHOI raysi

Po3pobka Bizeoirop — 1e mpolec po3poOKH BiEoirop, B sSIKOMy Oepe ydacThb
PO3POOHUK BIJICOITOp, SKUM MOXXKe OyTH (i3uyHa ocoba ab0 KOMITaHIs 3 COTHSMH
cniBpoOITHHUKIB. I'pa Moke OyTH CTBOpEHa KIJIbKOMa JIIOJBMH 3 OOMEXKEHUM
OIO/HKETOM 1 3a MIATPUMKHU BUJABIIS. TPUBATICT 1 BApPTICTh PO3POOKH 3aJI€KaTh Bijl
CKJIAAHOCTI mpoekTy. OCKUIbKM Bigeorpa — I€ KOMIT'IOTEpHAa Mporpama, ii
(GyHKIIOHYBaHHS, TEXHIYHI MOXKJIMBOCTI, 3MICT Ta IrpOBUU MpoIleC 3a0€3MeuyOThCs
IporpaMHUM KoaO0M. Po3poOka irop BHKOHYETBHCS 3a THUMHM X KpOKamH, L0 M
po3poOKa MporpaMHOTo 3a0e3nedyeHHs, ajie nepegdoadae ouibiie poOOTH HaJ 3MICTOM
1 MexaHi3Mamu 1mo0ynoBu rpu. CydacHi irpu 31e01TbII0T0 0a3yIOThCS HAa TOTOBUX
MPOrpaMHUX MOJYJISIX — ITPOBUX SAPAX, B SIKUX YK€ peali3oBaHl OCHOBHI (DyHKIIII,
110 MOXYTb NOE€IHYBATH rpadiky, 3BYK, 00’ €kt Ta ix pyx. [l{o6 HanamryBatu saapo
JUISL peaizalii meBHoi 171ei, po3poOHUKH JOOMPAIbOBYIOTh HOT0, J01af0YM HEOOX1aH1
¢ynkuii. [cHy10Th G€3KOIITOBHI IFPOBI sI/Ipa 1 Taki, JJ1sl BAKOPUCTAHHS SKUX MOTpiOHA
miuen3is. OmHi siapa TpU3HAYEH! Ui CTBOPEHHS Irop TEBHOTO >KaHpy, IHIN -
yHiBepcainbHUX. He KokHEe sS7p0o MOoke 3a0e3MeUnTH OJTHAKOBI IrPOBI MOMIIMBOCTI Ta
PiBHI rpadiku.

Jleski TuUOM siAep JIO3BOJISIIOTH PO3POONIATH 1rpU [Jsl PI3HUX IUIaTdopM,
Hanpukiag, Unity Engine miaTpumye po3poOky nporpamuoro 3ade3neuenss ais PC,
Xbox 360, PlayStation 4, PlayStation VR, Oculus, Android, iOS Ta 6araThoX 1HIIIHX.

Koxue irpoBe siapo Hagae 6arato (yHKINH, SKi BUKOPUCTOBYIOTHCS B PI3HUX

irpax. ['pa, peanizoBaHa Ha TaKOMY SI7pi, OTPUMYE BCI 111



(GyHKITIOHAIBHI MOKJIMBOCT1, KpIM TOro, y (yHKIIIOHAN J0JIaHi BJacHI irpoBi
pecypcH Ta KoAu irpoBoro crieHapiro. Unity Hajgae MOKIUBICTh MOJCTIOBATH (Di3UUHE
cepeioBuIie, 300paxeHHs ekpanHoro npoctopy (Screen Space Ambient Occlusion ,
SSAQO), numHamiyei TiHi Ta Oarato IHmoro. barato ITpoBHX sIep MOXYTh
NOXBaJUTHCS MOAIOHMM HabopoMm ¢yHKIiHM, ane Unity mMae 1BI OCHOBHI IepeBaru
nepea  IHIIMMH TEPEeIOBUMHM 1HCTPYMEHTaMHM pPO3pOOKH 1rop: HaJA3BUYANHO
e(eKTUBHUHN Bi3yaJdbHHUI poOOUNii IPOIIEC 1 MOTYXKHA KPOCIUIaT(OopMHa MiATPUMKA.

BizyanpHuii poOounii mporiec Mae Kijgbka mepeBar. Xoda IHII 1HCTPYMEHTH
pO3pOOKH Irop YacTo SBJISIOTH €000 HaOlp pI3HUX YacTHH, SKI MOTPiOHO
BIJICTEXKYBaTH, a00, MOXJIMBO, Mpare31aTHy 010J110TeKy, BaM MOTPIOHO HANAIITYBaTH
BJIacHE iHTerpoBaHe cepenowuine po3pooku (Integrated Development Environment,
IDE), mopsimok ckiagaHHs 30IpKH Ti 1HIIE B IOMY poJi, pobGouuit mporec Unity
NIOB’sI3aHUH 31 CKJIQJHO MPOJYMaHUM Bi3yaJIbHUM PEAAKTOPOM. Y ILOMY pEAaKTopi
PO3pPOOHMK CKJIaJIa€ CIIEHU JJi1 MalOyTHBOI IpU, 00’ €AHYIOUYH ITPOBI PECYpPCHU Ta KOJI
B 1HTepakTHBHI 00’ekTH. Ile mo03BOJIsie cTBOproBaTH mpodeciiiHi irpu IMBUIKO Ta
e(EeKTUBHO, MIATPUMYIOUM NPOAYKTUBHICTb PO3POOHHUKIB 1 HAJAlOUd iM CIHCOK
HaWHOBIIIMX TEXHOJIOT1H pO3POOKH BiACOITOP.

Unity Toolkit mponoHye moTyXHY MDKIIATGOPMHY HIATPUMKY. Y JTaHOMY
BUIAJIKY MAEThCSA HAa yBa3l HE TUIBKH MICIE PO3TOPTaHHS (B MOXETE PO3rOPHYTH
rpy Ha MEPCOHAIBHOMY KOMII IOTEpl, IHTEPHETI, MOOUTLHOMY MPHUCTPOi YU KOHCOJI),
a i IHCTPYMEHTH pO3poOKH. ICHYye BChOTO JCKIIbKA ITPOBHX s/Ep, SIKI MiATPUMYIOTh
OJIHAKOBY KUIBKICTb IUIbOBUX IJIATPOPM PO3TOPTAHHS, 1 KOJIHA 3 HUX HE TMOJIETIIYE
orepaiiito posropranus sk Unity3D Engine.

Ha nopaTox 10 X JBOX OCHOBHHUX IepeBar, HEOOX1HO YCBIJIOMUTH III€ OJHY
pid, 1e HagaHHS MOIYJHHOI CHCTEMH KOMIIOHEHTIB, IO BUKOPUCTOBYIOTHCS ISt
noOy10BH irpoBux 00’ €kTiB. « KOMMOHEHTH» B Takiii CUCTEMI - 1€ TIOB'SI3aHI MMaKeTH
(GyHKIIOHAJIBHUX €JIEMEHTIB, TaK 110 00'€KTU CTBOPIOIOTHCS SIK HA0OPH KOMIIOHEHTIB,
a HE SIK XOpPCTKa iepapxXis KiaciB. [HIMUMU cJIOBamMH, CHCTeMa KOMIIOHEHTIB €

anpTepHaTUBHUM (1 3a3BMYail  OIbII THYYKHM) MIIXOJOM JO 00’ €KTHO-
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OpPIEHTOBAHOTO MPOTPAMyBaHHS, 7€ ITPOBI 00’ €EKTH CTBOPIOIOTHCS IUISIXOM 3JIUTTS, a

He ycmaakyBaHHs. [lopiBHSHHS TiAXO0iB TOKa3aHO HA cxeMi Ha MaoHKy 1.1.

VenmankyeaHHA CHcTeMa KOMIIOHEHTIB
Bopor Mobimsemit Mobins it CrarioHapHIit
Bopor cTpinox CTPiTOK

Kommonent
KommoHeHT BOpOTa Kommonent

MobinsHit EOpOra — EBOpOra
N Kommonent
:| PYxy
. e N | I
Craujonapsmii Kommnonent —_— Kommonent

MobinsHuit Eopor

. e . \
cTpinok R PYXY Kommonent CTpinka

CTPUIEA } |

Pizni rimen yenapeyBaHHa oA
MODIIBHNX i CTALIOHAPHMN EOPOTIE

EMMAraroTs OKPEMHX TYOMFORTHX f 4 Kombizosani KOMIIOHEHTH I03BONAOTE |
OMMH ONHOTO KIIACE [MIA CTPUTELIE DONATH KOMITOHEHT CTPUTKA KyIH i
Komxna 3MiHa OB emHEN | HOBHIT 33BTONHO: 4K 10 MOOIIEHME Tak i 1o -

THIT EOpPOTa BMMArae cepitosHol CTATWIHHX BOPOTIE

nepebynoeH KOOy

Man. 1.1. [TopiBHSIHHS CHCTEMH CIaJIKyBaHHS Ta KOMIIOHEHTHOI CUCTEMU

VY cuctemMi KOMIOHEHTIB 00’€KT iCHY€ B TOPU3OHTAJIBHIN 1€papXii, TOMY pi3Hi
00’€KTH CKJIaIalOThCSl 3 PI3HUX HAOOPIB KOMIIOHEHTIB, @ HE 3 YCIaJIKOBaHOI
CTPYKTYpH, A€ pi3HI 00 €KTH PO3TAIlIOBaHI HAa PI3HMX T1IKax jepeBa. Takuii MakeT
CIPOIIyE€ CTBOPEHHS IIPOTOTHINIB, OCKUIbKH 00poOKa HE0oOXiJHOro Habopy
KOMITOHEHTIB Ha0araTo IMIBUJIIA 1 JIETIIA, HIXK nepe0ya0Ba JIaHLIOTa yCIa KyBaHHS
pyu 3MiHI KOXHOTO 00’ekTa. KpiM TOro, y po3poOHMKa € MOXKJIUBICTh MHUCATH KO,
KWW peasizye HOoro BIacHy CUCTEMY KOMIOHEHTIB, ajie Unity Bike Mae ay>Ke HaJlliHY
BEPCII0 TaKOi CHCTEMH, OPTaHIYHO 1HTErPOBaHy 3 BI3yaJIbHHUM PEIaKTOPOM. Tomy
PO3pPOOHUK Ma€ MOKJIMBICTh HE TUIBKH MPOTPAMHO KEPYBAaTH KOMIIOHEHTAMH, a |
MIJKII0YaTH Ta BIAKIIOYATH MK HUMHU B peaakTopi. MOXXIUBOCTI po3poOKH HE
OOMEXYIOThCS CKJIQJaHHSM TIPEAMETIB 13 TOTOBUX JeTajeil; Ha WOro OCHOBI
po3po0seHi mabIOHU MPOEKTYBaHHS, SIKUMHU PO3POOHHMK MOXKE KOPHUCTYBATHCS B
HOBHI MIpI.

[Ilo6 ctBOpUTH Oyab-sKy rpy B cepenoBuii Unity, po3poOHUK TMOBHHEH
BOJIOAITH TpuHaiMHI ojHiero 3 goctynHux (Unity) moB nporpamyBanHs: C# abo
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JavaScript. MoBa mnporpamyBanuss C# mae Oararo mepeBar mepen JavaScript i
Habararo MeHmre HenomikiB. OmHier0 3 mepesar € Te, mo C# cTporo TUNI30BaHHH,
4oro He MOXHa ckazatu npo JavaScript. Hapasi cepen po3poOHUKIB iICHYIOTh pi3Hi
TYMKH O[O0 TOTO, YW € HaWKpaluM MiAX0J0M JIUHAMiuyHa TepeBipKa THIIIB,
HaIMpUKiIag, po3poOka BeO-IOJAaTKIB, ajie MPU HAMUCAHHI Mporpam s TMEeBHUX
mwiathopm (Hanpukiaaa, Windows) me 4acTo BHTITHO, a 1HOAI HaBITh MOTPiOHA
cratuyHa Tumizamis. Unity HaBiTh gomana MUPEKTHBY #pragma, sika 3a0esredye
CTaTUYHYy TepeBipky TumiB y JavaScript. Xoya 3 TEXHIYHOI CTOPOHHU TaKe I[LIIKOM
JIOTTYCTUMO, TIPY IIbOMY MOPYIIYETHCS OJMH 3 OCHOBHHUX MPUHIUTIB JavaScript.

[ToBeninka 00'€KTIB y I'pi KOHTPOIIOETHCS KoMroHeHTaMu (Components), siki 3
HUMUA TIOB's3aHi. Sapo Unity 1no3Bojsie  po3poOHMKAM CTBOPIOBATH  BIIACHI
KOMITOHEHTH 3a JOMOMOTOI0 CKpHITIB (ClieHapiiB). BoHM M03BOJSIOTH aKTHBYBATH
noJii B rpi, 3MIHIOBaTH HAJIAIITYBaHHS KOMIIOHEHTIB 1 Oyb-SIKUM YHHOM pearyBaTH
Ha BBEJICHHS KOPUCTyBaya.

[IporpamyBanus B cepenosuiil Unity He BinOyBaeThCs, KO ICHYE y BHUTIISAIL
okpemux ¢haiiiB, po3TanlyBaHHS SKUX Hajgae cam po3poOHuK Ha Unity. Daiinm
cueHapiiB MokHa ctBoptoBatd B Unity, ane B OyJp-KOMY BHUIIAJKy PO3POOHHUKY
3HAJI00UTHCSI BUKOPUCTOBYBATH TEeKCTOBHM pemaktop ado IDE, mo6 nammcatu kon
JUTSI IIUX CTIOYATKY MOPOXKHIX (haiiiiB.
¥ 1970-x pokax BiA€OIrpH CTAJIA OAHUM 3 HAWUIMOMYJSPHIMIUX po3Bar. Y HUX TpajH
BIOMa abo B Oapax i kade, Je iX BCTAHOBJIIOBAJIM Yy BUIJISI/II ITPOBHX aBTOMATIB Y
KOpHUI0pax, 10 HaraJyBajy apKajad. 3BiJICH 1 Ha3Ba MEPIIOTO KaHPY €NEKTPOHHUX ITOp
— «apkaan» (mepiuii irpu tumy «3opsiHi BiitHWY, «IloHr», «IlokeMon», «ApkaHoimy —
yci apkagHi irpu). HesBakaroum Ha [O€SIKy NPUMITHBHICTh, IIeH JKaHp JOCHTH
OpUTIHAIBHUH 1 1Or0 BaXKKO MOPIBHATH 3 BIIOMUMHU Ka3zyanbHUMH irpamu. Kpim Toro,
1€ YITKO MOKa3ye, K IrPOBUN JOCBIJ 3aJIKUTh B1Jl TEXHOJOTIYHUX MPUCTPOIB (EKpaH,
CJICKTPOHHA TIIKIIAKa, CTIeIlabHl €JICMEHTH KEPYBaHHS).

VY CBITOBII TIpaKTHUIll apKaau — I1e irpy Ha irpoBUX aBToMarax. lle He okpemuit

IrpOBHUIl KaHp, a cKopimie irpoBuil Hampsmok. Komm’iorepHa rpa uu Bigeorpa
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HA3MBAETHCS «apKaIHOIO», SIKIIO BOHA OE3MOocepeIHbO MepeHeceHa 3 aBTomaTa abo x
CX0’ka MO KOHIENIIi1 3 irpaMu JIJIsl aBTOMATIB.

Y cyuacHomy po3yminHi Apkama (anri. Arcade) — 1e jkaHp Bizmeoirop,
irpoBHil mporec (reiMIuIei) AKX 3aCHOBAHMN Ha IIBUIKOMY pearyBaHHI IpaBlif,

MiHIMJIbHIK CBOOO/II KEPOBAHUX MEPCOHAXKIB 1 MPOCTOMY yTPABIIiHHI.

KnacuuHi apkaay XxapakTepusyloTbcs TAKUMU 0cOoOMMBOCTAMU. OHOCKpaHHA rpa. Y
KJIACUYHUX apKaJlax BCS Ipa 30CepekeHa Ha OAHOMY eKpaHl. B mepmry yepry 1e
OB’ SI3aHO 3 ICTOPUYHUMU TOJIIMH, SIK1 BiAOYJIHCS Yepe3 TEXHIUHI OOMEKEHHSI, aje B
TOM >K€ 4Yac ICTOTHO BIUIMHYJIM Ha Jau3aiiH rpu. Tak, rpaBlli MOTJU B OyIb-sKUAN
MOMEHT TO0OaYUTH BECh ITPOBHM CBIT 1 NMpUMMAaTH pIlIEHHS Ha OCHOBI TOBHOI
iH(opMmalii npo Horo craryc. barato irop 1poro >kaHpy Majau OUIbIlIe HIX OJUH
€KpaH 1 BOHU 3MIHIOBAJIM OJIUH OJTHOTO SIK piBHI. TUNIOBUMU MpUKIIagaMu TyT € Joust,
Pac-Man, Mario Bros. Heckinuenna rpa. IloTeHIiiiHO rpaBLl MOXYTb I'paTh B
apkagy HeOOMEXEHHI Jac 1, BIAMOBIIHO, HE MOXKYTh BUTpaTu. Lle crioHykao rpaBuisB
CTaTu mepes ICMUTOM — CKUTBKA BOHH MOXKYTh BUTPHUMATH y rpl. B apkamax rpaserp
JKOJHOTO pa3y HE BUTpaBaB, 1 KOXKHa rpa 3a3HaBaja HeBiaayi. Irpu Takox Oyiu
pO3po0IIeHI TaAKUM YHUHOM, 1100 3 YacoM piBHI Ta ITpOBHI MPOIIEC CTAIOTh BCE OLIBIII
CKJIAJHUM 1 HECKIHYeHHa Tpa IMPOMOHYE HECKIHUYEHHY CKIaaHICcTh. CuTyaris
3MIHUJIACA 3 TOSBOK PUHKY JOMAIIHIX KOMIT IOTE€PIB, OCKIJIBKM BHUAABIIl 3MIHWIA
CBO€ OakaHHs, 1100 T'paBIli MOBHICTIO MPOXOIWINA TPY 1 3r0JOM 3aXOTIIH KYIHUTH
HOBY. IrpoBuii paxyHok. Maibke BCl KJIaCMUHI apKaJu MICTATh ITPOBUN OOJIIKOBUMN
3aIKcC, KOJIM TPaBellb OTPUMY€E OUKH 32 BUKOHAHHS PI3HUX ITijIel a0o 3aBnaHb. [rpoBi
0anu JO03BOJIIIOTH TPABIIEBI 3pO3yMITH, HACKIJIBKHA JOOpE BIH TpaB, HE3BAXKAIOUW Ha
Te, 10 BUTPATH HEMOXXIWBO. [Ipy 1IbOMY THUIIOBUH Yac TpU AJIs CEPEIHBOTO TPABILT
CTAaHOBUTH OJM3bKO JBOX XBWJIHMH, a JUISl JIOCBIMYEHOTO — JI0 KUTHKOX JECSTKIB
XBUJIUH. Buxoasuu 3 miei ¢pyHKIii, apkaan 3a3Bu4ail MaroTh TabJIUIIO 3aMKCIB, Y SKY
rpaBellb MOK€ BBECTH CBOI 1HIIIaIM OIS paXyHKY Ta MOPIBHATH 3 IHIIUMU T'PABISIMU.
[[IBuake HaBYaHHS, JIETKUN IrpoBHi mporiec. KimacuuHi apkagym XapaKTepu3yrThCs

THM, 1110 TPABIll MOXKYTh JIETKO OCBOITH I'py, ajie yepes ii CKIaIHICTh CTaTH MalCTpOM
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TpH MPAKTHYHO HEMOXJIUBO. OMHAK SKIO TPaBellb MOMUPAE MM Yac MPOXOKEHHS,
e MaiKe 3aBXId HOoro BHMHA. B TakuWx irpax HeEMae «CreriagbHUX KOMOIHAIN
KJIaBII», SIKI TpaBellb IMOBUHEH BUBYUTH 3 JOKYMEHTAIll JJi1 TOro, 1100 3poOuTH
mock ocobnuBe. [lyke Mano irop po3UIMPIOIOTH KOHIIENT 3a JOMOMOIOI0 OYOK
3JI0pOB'sl, IUTIB 200 TabseToK cuiu. Lle MosICHIOEThCS TUM, 10 3 KOMEPIIIHHOT TOUKH
30py apKaayd MOBWHHI Oy OXOIMUTH SKOMOTa OUTbIE TPaBINB, a II€ O3HAYAE, IO
OPaKTUYHO KOXKEH y 0api UM Mara3uHl MOBHHEH MaTH MOXJIHMBICTh TPUNATH 1
cupoOyBatu rpy. [lpm 1bpboMy npocTuUi IrpoBUM TpolleC HE O3HA4ae, IO BIH
«IOTaHUI» YU «OOMEXKEHUN» — BIH MOKE OyTH «EJEraHTHUMY 1 «BIIUUTI(POBAHUM.

Kanp Arcade (apkaza) € OJTHUM 13 HaCTAPIIUX B ITPOBIH 1HIYCTPIi 1 IPOMIIIOB
JOBIMM MUISIX PO3BUTKY. XO4a MOT0 HaBPSJ YM MOXHA HA3BATH HAWUIOMYJISAPHILIUM,
BIH CIpaBUB BEJIMYE3HWN BIUIMB Ha 1HIII >kaHpW. ['0JloBHA mepeBara apkajg —
KOPOTKHH, ajie HacuueHuil irpoBuii mpoiiec. [Toku 1m0 po3poOHUKH CTBOPIOIOTH BCE
OUIbllIE HOBUX NPOEKTIB, IO MOEAHYIOTh €JIEMEHTH apKaJud Ta IHIIUX >KAHPIB,
HaMarar4uch 3ay4UTH OUIBIIE JTIOJICH 1 CTBOPUTH IIOCH IIKaBE Ta yHIKaJIbHE. X04a
MK TOMYJISIPHOCTI ITPOBUX aBTOMATIB MpUMaaae Ha KiHelb 20 CTOITTS, y ®KaHpPy BCe
i€ € BeIuYe3Ha KUIbKICTh MPUXUIBHUKIB, SIKI HE JAIOTh >KaHPY NPUIHHUTH CBOE

ICHYyBaHHSI.
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1.2. MeTa gociaigkeHHs Ta BU3HAYEHHS MPOOIeMH

Meta po3poOKH - CHOPOEKTYBaTH 1 PO3POOMTH JBOBUMIPHUM JOJATOK JIS
apkagHoi rpu Ha IBIKKY Unity.

Po3pob6nenuii irpoBuit 101aTOK Oy/ie BUKOPUCTOBYBATHUCS TPABISIMH, SIKI XOUYTh
BIJIMOYUTH Ta PO3BAKUTHUCA. J[OMOMOXYTh Y IbOMY BIJCOITPM — BOHU MOXYTb
BIJIBEPHYTH yBary BiJl OTOUYIOUMX MPOOJIEM 1 HaJJaTH IPABIICB] MO3UTHUB.

OCHOBHOIO METOIO MPOTpPaMU € OpraHizailis Tpu (irop) Ha OCHOBI B3aEMOIi
KOPHUCTYyBaya Ta IrpOBOT0 MPUCTPOIO Yepe3 Bi3yallbHUM 1HTEepdEcC.

['pa mpu3HavyeHa asl KOPHCTYBadiB Tele(OHIB 3 ONEpaIifiHO CHCTEMOIO

Android.

1.3. IligcTaBu ajst po3pooKu

BianoBiiHO 10 OCBITHBOI MPOTpaMu , 3TIHO HABYAJIBHOIO IUIaHy Ta rpadikis
HABYAJILHOTO MPOIIECY, B KIHI[I HABYAHHS CTYICHT BUKOHY€E KBasi(ikaiiitHy poOoTy.

Tema poOOTH y3roKy€eThCsl 3 KEPIBHUKOM MPOEKTY, BUITYCKAIOUOI0 Kadenporo,
Ta 3aTBEPKYETHCS 3 HAKA30M PEKTOPA.

TakuMm YWHOM TiACTaBaMU JUIsi PO3pOOKM (BUKOHAHHSIM KBamidiKamiiHoi
poboTH) €:

- OCBITHS ITporpama crerianbHocTi 122 “Komm’torepHi Hayku'™’;

- HABYAJILHUM TIJ1aH Ta Tpadik HABYAIHHOTO MPOIIECY;

- Haka3 pekrtopa HailloHaJIbHOro TEXHIYHOro yHiBepcuTeTy “‘/[HinmpoBchka
nomiTexHika” Ne 317-c¢ Big 07.06.2022p;

3aBJlaHHs Ha KBaiikaliiiHy po06oty Ha Temy “ Po3pobka MoGIinbHOTO H01aTKa Ha
asurysi Unity3D y ctuii rpu Geometry Rush”.
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1.4. IlocTaHOBKA 3aBJIAHHSA

OCHOBHOIO METOI0 KBaliiKaliifHOI poOOTH € NPOEKTYBaHHS Ta pPO3poOKa
JIBOBHUMIPHOTO J0AaTKa y JKaHpl apkaaHux irop Ha aBmwxkKy Unity. ['pa nmpusHaueHa
JUIST KOPUCTyBadiB cMapTdoHIB 3 ormepariiiHoo cucreMoro Android. OcHOBHUMHM
0COOJIMBOCTSIMHU PO3POOKH MOBHUHHI Oy TH:

— peasizarlisi iIrpoBoi MEXaHiKH, [0 Ja€ TPaBISIM MOXKIMBICTh KEPYBaTH T'POIO B
JIBOBUMIPHOMY irpOBOMY IIPOCTOPI;

— po3poOKa KUTbKOX IIPOBUX CIIEH 1 MOKJIUBICTh IEPEMUKAHHS MK HUMU;

— CTBOpPEHHs IHTepPeiiCcy IrpoBOi MPOrpaMu 3 BUKOPUCTAHHSIM MOXJIMBOCTEH
anpa Unity Engine;

— CTBOPEHHS FOJIOBHOT'O MEHIO IFPOBOTO J10/1aTKa;

— TECTYBaHHS pO3pOOJICHOr0 IrPOBOIO I0JIATKY..

[TocTaBneHa 3aga4a Moke OyTH TOCATHYTA TPU BUKOHAHH1 HACTYITHUX BUMOT:

— BHBYCHHS IPEIMETHOI T'aiTy3i 3aBIaHHS,

— TMPOBENEHHS TMOPIBHSUIBHOI XapaKTEPUCTUKH MOKJIMBOCTEH aHaJIOTidHUX
nporpam;

— BUOIp IaTGOpMHU PO3POOKH;

— IMIOPTyBaHHS ABOBUMIpPHUX 00’€KTiB 3 Marasuny Asset Store B Unity Engine;

— HAaMKMCaHHS IPOrPAMHOTO KOJTY.

KinmeBuM pe3ynbratoM po3poOKM Mae CTaTd IrPOBUM  JTOAATOK ISt
KOPHCTYBa4iB cMapT(OHIB MMiJ] KepyBaHHAM oreparliinoi cuctemu Android, B sikomy
peali3oBaHO irpoBuit nporec (rermruieit), mo 0a3yeThCcs Ha B3aEMOJIIT KOPUCTYBaya,
armapaTHOI CKJIaZi0BO1 onepalliiiHoi cuctemMu Android, po3po0sieHuX MeXaHiK irpoBOTo

JOJIaTKy Ta Bi3yaJbHOIO 1IHTEpPEiicy.

16



1.5. Bumoru 10 nporpamu a60 NporpaMHoOro BUpPooy

1.5.1. Bumoru 10 pyHKIiOHATBHUX XapPAKTEPUCTUK

JIJIs  KOPEKTHOTro 3amycKy mporpamMu B 1rpoBoMy cepenoBuii Unity3D
HeoOX11HO BcTaHOBUTH Directx Bepcii 11, crapimi Bepcii mporpaMu HEMOXKIMBO
3aIlyCTUTH Yepe3 Hadip QyHKIIIN, TKi BAKOPUCTOBYIOTHCS B I'POBOMY JBIIKKY.

DirectX — ue nabip API, po3poOienuii mis jgerkoi Ta epeKTUBHOI 0OPOOKH
MYyJIbTUMEIIMHUX, ITPOBUX 3aBAaHb Ta 3aBJaHb MPOTPaMyBaHHS BIJIEO JUIA
onepauiiHux cucteM Microsoft Windows.

Bepciro rpadiuHoro apaiiBepa, BCTAHOBJICHOTO B CHCTEMi, HCOOX1THO OHOBHTH,
OCKUIBKH BIJT I[bOTO 3aJIEXKUTh KOPEKTHA pOOOTA IrPOBOTO J0JIATKY.

OCKUIBKM TpPOEKT YK€ 3alaKOBAHMM y BUKOHYBAaHMU (aili, KOpUCTyBaudeBi
NOTP1OHO JIMIIE 3aIyCTUTH HOTO.

BBenennss nmaHux HEOOXIAHO 3/IHCHIOBAaTH 3a JOMOMOIOI0 mepudepiiHux
IPUCTPOIB BBEJAEHHS 1H(oOpMamli Ta ix B3aemMolli 3 I1HTYITUBHO 3pO3yMUIMM
iHTEepdercoM KOpUCTyBada po3poOJeHOro irpoBOro noaarka. Jlani HaaCWiIaloThes 3
ekpany TenedoHa.

Bu Takox Mo)keTe OTpUMaTH CHOBILIEHHS MPO TMOTEHIIMHI MpoOjeMu IiJl 4ac
3aMmycCKYy:

Warning - wHesBuuaiiHa cuTyamiss 3 mporpamoro. lle He KpUTHYHO, aje
KOPHUCTYBau MMOBUHEH 3BEPHYTHU Ha 1I€ yBary.
Error - nmomunka B mnporpami. Jleski ¢QyHkmii abo daitin MOXyTh OyTH

HCAOCTYITHUMH.

1.5.2 Bumoru 1o indopmaniiinoi 0e3nexku

OckiIbKM MporpamMa BXK€ 3alakoBaHa, BUMOTH 70 1HGOpMAIIHHOI Oe3neKku He
NOTPiOHI, TPOCTO TOTPUMYHUTECh l€papxii BHYTpimHIX ¢GaiiaiB, MO0 YHUKHYTH

MOXJIMBUX 300iB mnporpamu. KpiM TOro, y KopHuCTyBaua HeMae HEOOXIJIHICTh
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peecTpallii Ta CTBOPEHHSI OOJIIKOBOTO 3amucy B mporpami. 3 Ii€i NpUYMHH HEMae

BUMOT JI0 1H(OopMaLiiHOT Oe3MeKH.

1.5.3 Bwumoru g0 ckiaay Ta napaMeTpiB TeXHIYHHX 32c00iB

J171st KOpeKTHOro (PyHKIIIFOBAaHHS irpoBOro J0aTKy B peaaktopi Unity3D,
MiHIMajbHa TexHiuHakoHbiryparis [IK noBuHHa OyTH HACTYTHOIO:
e cMmapTQOH mijx KepyBaHHAM onepalriiiHoi cucremu Android 4.1 ta Buie;

® po3aUIbHA 31aTHICTH ekpany: 600*800.

1.5.4. Bumoru 1o ingopmauiiiHoi Ta NPOrpamMHoOl CyMiCHOCTI

CyyacHl KOMIT'IOTEpHI IIpM BHMAararOTh 3HAYHMX BHUMOI 1O O0OJIaJHAHHA.
OCHOBOIO € IIBHUIKHI TpOILECOp MJisi MPaBWIbHOI POOOTH MEXaHI3MIB y TIpi.
bararosaepHi mporecopu JO3BOJSUIM OOpOOJISITH KIJIbKAa 3aBJaHb OJHOYACHO, IO
O3HAYaJI0 OUTBIN CKJIaIHY TpadiKy, OUIbII PO3BUHEHUN MITYYHUM 1HTENIEKT 1 (Di3UKY B
Tpi.

Hust 3D-irop mnotpiben mnotyxHuil rpadiunmii npouecop (GPU), axuit
MIPUCKOPIOE BIITBOPEHHS CKIATHUX TpadiuHUX CIEH y PEXKHUMI PEabHOTO 4Yacy.
Takoxk MOXHa BHUKOPUCTOBYBAaTHM KulbKa rpaplyHUX NPOLECOPIB HA OJHOMY
KOMIT FOTE€pl, BUKOPHCTOBYIOUM TaKl TEXHOJIOrIl, AK MaciitaboBaHUM 1HTepdeiic
3B’s13ky (NVidia) abo CrossFire (ATI).

Jnst 3D-irpu 3BYK y Bac MOBMHEH OyTH 3BYyKOBa KapTa (BOyJOBaHI aHAJOTH 4acTo

He MatoTh 3D-(yHKIIiH 1 OUTBIT YITKOTO 3BYKY).

JUist  ynpaBiiHHA MEPCOHaXEM Yy Tpl BHUKOPUCTOBYIOTHCS TAdyCKpUH, abo
nepedupiiinl JHKOUCTHKH, KEPMO JUIsi TOHOYHHX Irop 1 TedMIaiu Juisi KOHCOJbHUX
irop.

Bepcist BcTaHOBJIEHOTO B CUCTEMI IpadidHOro JpaiiBepa TakOoXk BIUIMBAE Ha

MPOYKTUBHICTH 1 IrPOBHUI TPOIIEC.
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PO3/1J12

MMPOEKTYBAHHSI TA PO3POEKA IHOOPMAIIIMHOI CUCTEMHU

2.1. dynkuioHalbHe NpU3HAYeHHs iHopMaliiiHol cucTeMu

Pesynbratom 1€l kBamidikamiiiHoi poOOTH Mae CTaTH JBOBUMIPHHUM J0JaTOK
JUIS apKaJgHOi TPH, CTBOPEHHM 3 BUKOpUCTaHHAM nBKKa Unity. Po3poGnenuit
IrpOBUM 10aTOK OyJ€ BUKOPUCTOBYBATHUCS TPABLSMHU, SIKI XOUYThb BIJMOYUTH Ta
PO3BAKUTHUCH.
OcHoBHa MeTa IrpOBOT0 JA0JaTKA:
— oprasizailisi irpoBoro mnpoiiecy (irpoa);
— 1rpOBUH J0JIaTOK MPU3HAYECHUM N1JI1 BUKOPUCTAaHHS Ha Tuiatdopmi cMapTdoHa
(Android);

— po3poOJyieHn J0AaTOK OCHAIICHWH (QYHKIIOHATBHUM 1HTEpdeiicom, SKui
CKJIQJJAEThCSl 3 €KpaHy TOJOBHOTO MEHIO, €KpaHy HalalllTyBaHb, MarasuHy,
IHIIMX JTOJATKOBUX €KPaHiB Ta €KpaHy I'pH;

['onoBHE MEHIO J03BOJISIE KOPUCTYBaueBl BHOpATH TEBHY OIIIII0 MPOTpaMHu.
[Ticnst BUOOpPY MyHKTY MEHIO - IOYaTH TPy, 3aMyCKAETHCA I'Pa, B SIKIM KOPUCTYBAY Mae
MO>KJIMBICTh MEPEBIpUTH (HYHKIIOHATBHICTh TPH, sIKA CKIAJAAETHCS 3 M'SSTH OCHOBHUX

€JIEMEHTIB:

apkajHa CUCTEMa;
— MEXaHiKa MOBEAIHKU ITPOBUX 00'€KTIB Yy TBOBUMIPHOMY MPOCTOPI;
— miatopMHa CUCTEMA;
— CHCTEMa YaCTHUHOK;
— aKayHT rpaBIisl.
EnemenTom apkamHOi cucTeMH € Te, IO B3a€EMOJIiS pO3pOOJIEHOT MEXaHIKA Ta
ITPOBUX EJIEMEHTIB peaii3dye XapakTepHU Jisg apKaJHUX Irop IrpoBUN TMpoliec

(rpabenpHICTD).
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MexaHika TOBEIIHKM ITPOBUX OO'€KTIB Yy JIBOBUMIDHOMY MPOCTOPI €
pE3yIbTATOM PO3BUTKY PO3pOOJICHNX (DYHKITIH, 0 BU3HAYAIOTH MpPaBUJIA B3a€EMOJII1
IrpoBUX 00'€KTIB, CTBOpeHHX 3a Aonomoroio Unity Engine. lle nocsiraerbes 3aBasiku
CUCTEMI KOMITOHEHTIB, 110 BUKOPUCTOBY€EThCs B Unity Engine: /st IEBHOTO irpOBOTO
00’€KTa CTBOPIOETHCS CKPUIIT (CKPUIIT), HAIMCAHUM MOBOIO IporpamyBaHHs CH#.

[InaTtdpopmMHa cuctema - y CTBOPIOBAaHOMY ITPOBOMY JIOAATKy peai3oBaHa
miaTopMHa CUCTEMA, KA € OJHIEI0 3 0CcOOJMBOCTEN >kaHpy Apkanu. Po3poGrieHo
ocobnmuBuil TUN irpoBoro npoiecy - Endless Runner, migrum >xanpy apkaau, B IKOMY
IpaBIIEBl JOBOJUTHCA MEPEMIIIATUCS IO HECKIHYEHHUX TaThopmax.

Cucrema 4aCTHHOK — CHCTEMa CTBOPIOE YACTHHKH, SIKI CIY’KaTh Bi3yaJbHUMH
rpagiyHUMHU e(peKTaMu y BHUIAJAKOBUX TOUYKaxX MEBHOTO mpocTtopy. LI yacTuHku
MOXXYTb MaTH (OpMy, HalpUKIaJ, Kyial abo koHyca. CucteMa BU3HAYAE YaC >KUTTS
YaCTUHKH, CTYITIHb YTBOPEHHS, a KOJHU Yac JKUTTSA YaCTHHKHU 3aKiHUYETHCS - CUCTEMA
il pyHHYye.

OO6iKOBUH 3amUC TPABI - B IrPOBOMY JIOAATKy PEai30BaHO €JIEMEHT IrpPOBOTO

MpoLIECY, SIKUI TO3BOJISIE TPaBLIEB1 KOHTPOJIFOBATHU CBIi IrPOBHIl OOIIKOBUI 3aIHKC.

2.2 Onuc 3acTOCOBAHUX MATEMATHYHHUX METOIIB

JInst CTBOpEHHS JBOBUMIPHHUX ITOp Yy >KaHpi ApKaad BHUKOPHUCTOBYBAJIHUCS
HACTYIIHI MaTeMaTW4YHI METOJW: BEKTOPHI1 omeparlii Ta apudMETHYHI OINepaTopu
JOJaBaHHs, BIIHIMAHHS, MHOXKEHHS Ta JUICHHSL.

Omeparnii Haj BeKTOpamu, KomyTamis: a +b =b + a

ApudMeTHuH1 OMEPATOPH: «H», «-», «F», «/».
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2.3 Onuc BUKOPUCTAHOIL apXiTeKTYPH Ta IA0JI0HIB NPOEKTYBaHHS

[Ipu po3pobui momatka s 2D-apkagHoi rpu Oyno oOpaHO HE3alIeKHO
MoMU(IKOBaHMK  KJIACHYHUEM 1m1a0yion mnporpamyBanHs MVC  (Model-View-
Controller).

Mogens BIANOBIIA€ 3a BHYTPILIHIO JIOTIKY ITPOBOTO J0AATKy. B mpoekTi meit
€JIEMEHT MIa0JIOHY MPOEKTYBaHHsS OXOIUTIOE 30epiraHHs JaHUX, a TaKoX IMpaBuia 1
aIrOpUTMH 00pOoOKH 1HPOpMAITi.

View BignoBimae 3a BigoOpakeHHs nanux Mogeni. Ilei piBeHb BimoOpaxae
JUIIe CTaH MOJENl Yy BIAMOBIAHMM MOMEHT 4acy. HacTtymHuil piBeHb Ia0JIOHY
npoekty MVC — Controller, skuit Biamosigae 3a 00poOKy Jiii KopHucTyBaya.

Controller crBoproe 3B's30k Mixk piBHemM Model Ta mismu kopuctyBada, 110
BUHHUKAIOTh y PE3yJbTaTi B3aeMoii 3 piBHeM View. dakTuuHo, IS Oyab-KOi i,
SIKy KOPHCTyBad MOXe BUKOHATH Ha piBHI View, y Controller mae OyTu Bu3HaYeHUI
006poOHuK moii. 1leit 00poOHKMK BHuKOHaE BiamoBigHi MaHimysii i3 Model i, skmo
HEOOX1JTHO, MOBIIOMUTH View Mpo OyAb-sIKI 3MIHU.

Jy1st CTBOpEHHS IBOBUMIPHOI 1TPOBOI ITporpamMu 0yB BUKOPUCTaHUI BOY10BaHUM
IDE Unity Engine — Microsoft Visual Studio 2019. 3aBnsku BikHy Orisgad pilieHb
MOXHa 3pyYHO TEperisagaTH CTPYKTYpy TPOEKTy Ta CKpPUIITH HAa MOBI
nporpamyBanHs C#. 3aBnsku ¢yukiionansHocTi Visual Studio 2019 daitnu npoekty
3pydHO 30MparoThcs B pimeHHs (Solution). PimenHs — me ¢pedMBOpK IS
opraxizauii npoektiB y Visual Studio. Bin 30epirae iHdopmaliiito mpo CTaH MPOEKTy y
nBOX (paiinax:

— ¢aiin SLN (TekcToBuil, 3araJIbHAN );

— SUO-(aiin (aBifikoBUiA, cienMdivHl Jj1s1 KOPUCTYBaya MapaMeTpy PillIeHHS).
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OGospeea DELLIEH WA ek (Ctrl+ O =

T Pewwenne "|_Geometry-Rush” (npoekTer 1

5 | Google.Play.Co

] Google.Play.Review
B GoogleMobileAds.Editor
B MativeShare.Editor

B MativeShare.Runtime
Bl PlayFab

B PlayFabEditorExtensions
B PlayFabSDKEditor

Man. 2.1. Ctpykrypa opranizauii ¢aitnis ckpunriB y Visual Studio 2019

2.4 Onuc BUKOPUCTAHUX TEXHOJIOTiii Ta MOB NPOrpaMyBaHHA

Jly1st po3poOKM Ta CTBOPEHHS JIBOBHUMIPHOTO JIOAAaTKa ISl apKagHUX irop Oyiu
Bukopuctani TexHosiorii Unity 2020.3.16f1, iHTerpoBaHe cepenoBuile po3poOKU
Microsoft Visual Studio 2019 ta moBa nporpamyBanusi C#.

CepenoBuiiie Unity 103BoJis€ po3poOJIATH ITPOBI MpOrpaMu JJisi OUIBIIOCTI
nonysipaux 1atgopm. Ilg 0GazoBa TexXHOJOTIS pO3po0dse Irpu, SKI MOXKHA
3aycKaTu Ha nepcoHaibHux koM torepax (Windows, MacOS, Linux), cmapTdonax
1 mnanmerax (10S, Android, Windows Phone) ta irpoBux koncomsax (PS, Xbox, Wii).

Koxne irpoBe siapo Hagae Oarato (DyHKIIM, SKI BUKOPUCTOBYIOTHCS B PI3HUX
irpax. ['pa, peamizoBaHa Ha TakoOMy SIpi, OTpUMYy€ Bci i (YHKII, TOAATKOBO
JOJIAI0ThCS BJIACHI I'POBI pecypcH Ta Koj ciieHapito rpu (ckpumntu). Unity Hamae
MO>KJIMBICTh MOJENIOBAaTH (Pi3UyHE CepeAoBHINE, KapTH HOpMalied, 300pakeHHs
IrpOBOTO CBITY €KkpaHHOTO TIpocTopy (SSAQO), muuamivHi TiHi Tommo. barato irpoBux
a5ep MaroTh NMOAI0HUN HaOlp QyHKuiN, ane Unity Mae 1Bl OCHOBHI IepeBaru nepes
IHIIMMHU BHCOKOSKICHUMH SIIpaMU: HaA3BUYAHHO €(DEeKTUBHUN Bi3yaldbHUN pOOOUMIA
IpOIIEC 1 MOTY>KHA MIATPUMKA OaraTbox miatdopm.
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BizyaneHuii poOounii mpoiiec Ma€ MEBHI NepeBard. Xoda 1HII 1HCTPYMEHTH
pPO3pOOKH Irop dYacTo SBJSIOTH CO0O0I0 HaOlp pI3HUX YacTUH, SKI TOTPIOHO
BIJICTe)XXyBaTH, ab0, MOXJIUBO, poOody O0i0I10TeKy, BaM MOTPIOHO HaJAIITyBaTH
BJIACHE iHTEerpoBaHe cepenowmine po3pooku (Integrated Development Environment,
IDE), mocnigoBHicTh 30ipku Tomio, pobouunii mporec B UNity mpuB’si3anuii 10
CKJIaJIHO MPOJYMAHOTO BI3yaJIbHOTO PENaKTOpy. Y IIbOMY pPENaKTOpi pPO3pOOHHK
CKJIaJa€ CIEHW i1 HACTYIMHOI Tpu Ta 00 €AHYye IrpoBI pecypcH Ta KOO B
iHTepakTuBHI 00’ekTu. Lle mo3BoJise cTBOproBaTH MpodeciiiHl Irpu MIBUAKO I
e(eKTUBHO, 3a0e3Meuyroun MPOAYKTHBHICTH Mpalli pPO3pOOHUKIB Ta HAJalo4Yd M
CIIMCOK HAMHOBIIINUX TEXHOJIOT1H PO3POOKH BIZICOITOP.

Y Habopi iHcTpyMeHTiB Unity icHye TOTy)KHa MYyJIbTUIUIATPOPMEHHA
NIATPUMKA. Y JaHOMY BHUIIQJKy MAe€ThCs Ha yBa3l HE TUIbKH Miclie peanmi3auli (rpa
MOXKe OyTH peasli3oBaHa Ha MEPCOHAIBLHOMY KOMIT IOTEpl, IHTEPHETI, MOOLIEHOMY
IPUCTPOI YU KOHCOJI1), @ W IHCTPYMEHTH IporpamyBaHHs. Taka HE3aJIeXHICTh BIJ
maTdopmu Oyia moB’s3aHa 3 TuM, 110 Unity ciodatky OyB po3po0JICHHI BUKITIOUHO
JUTsl KOMIT 10TepiB Mac, a mi3Hiie OyB MepeHeceHnui Ha KOMIT I0T€pH 3 OIepaliiifHoOIo
cucremoro Windows. Icaye mocuts HeGaraTo irpoBHX siIep, IO MiATPUMYIOTh TaKy
K KUIBKICTh IIIJTbOBUX IIAT(HOPM PO3TOPTAHHS, 1 dKOJHE 3 HUX HE POOUTH Omeparito
pPO3rOpTaHHS HACTUIBKH JIETKOIO.

KpiM 1mHMX JOBOX OCHOBHHUX I€peBar, CJiJ BIJA3HAYUTH M€ OAHY pid4 — ILE
3a0€3MeUYEeHHs] MOJYJIbHOI CHCTEMH KOMIIOHEHTIB, I[0 BHUKOPHUCTOBYIOTHCA TIPH
noOyioB1 irpoBux 00’ekTiB. «KommoHeHTamm» B Takid CHUCTEM1 Ha3UBaIOTh
3B’sI3kaMU  (PYHKITIOHATBHUX €JIEMEHTIB, TOMY OO0 €KTH CTBOPIOIOTHCA SIK HaOIp
KOMITOHEHTIB, a He SK (pikcoBaHa lepapxis KiaciB. [HIUMHU CJlIOBaMH, CHCTEMa
KOMIIOHEHTIB € aJbTEepHATUBHUM (1 3a3BUYail OUIbII THYYKUM) TIIXOJIOM JO
00’€KTHO-OPIEHTOBAHOTO TMPOTpaMyBaHHS, J€ IrpOBI O00’€KTH CTBOPIOIOTHCS
KoMOiHaIli€r0, a He ycnaakyBaHHsIM. [[opiBHSIHHS MiIXO/A1B TTOKAa3aHO Ha jJiarpami Ha
pUCYHKY 2.2.

VY cucteMi KOMIOOHEHTIB 00’€KT ICHY€ B TOPH3OHTANBHIN i€papxii, TOMy pi3Hi

23



O00’€KTH CKJIAJAIOThCA 3 pPI3HUX HAOOpPIB KOMIIOHEHTIB, a HE 3 YCHaJKOBAaHOI
CTPYKTYpH, JI€ pi3HI 00’€KTH 3HAXOAATHCA Ha PI3HUX TiIKax jAepeBa. Takuil Maker
CIIPOIIyE CTBOPEHHsS TIIPOTOTUITY, OCKUIBKM 0O0poOka HEoOXiJHOro Habopy
KOMITOHEHTIB Ha0arato MIBHINA 1 JIEeTIIa, HDK MEePeyNoOpAIKYBaHHS psaKa

yCIaJKyBaHHS IT1]1 YaC 3MIHU KOKHOTO 00’ €KTa.

KomnoHeHTHa cucrema YCI'IEID‘HVBEHHH

BoiH [ Camypai | JyyHuk Boiosa oguHMLA

A v
KomnoweHT KomnoHeHT KomnoHent [ BoiH ] [CEMYPEF‘I] [HWHHH]

GAnHHBOrO 3mium 36poi AWCTAHWIAHO O | |
Bowo Gow

HomnoweHt
GAnsHBOTD

=

Gow

Congar 3 moMuKeicTio BAMsHLOTO Ta
AncTaHuinHoro Gow

HomnoHeHT
Ly AwcTamuiinoro
Gow

Maun. 2.2. ITopiBHAHHSA IMIIXOAIB YV MIPOEKTYBAHHI I'POBUX 00’ €KTIB
p y 1up y p

Kpim ToOro, mporpamictT Ma€e MOXJIHMBICTh MHUCATH KOJ, PEai3yl04Yd BIIACHY
CUCTEMY KOMIOHEHTIB, ajie Unity Bxke Mae Jyke HaJliiHy BEpCil0 TaKoi CHCTEMH,
OpraHIYHO IHTETPOBAHYy 3 Bi3yaJlbHUM pelakTopoM. PO3pOOHUK Ma€ MOKIIUBICTH HE
TITBKH TIPOTpaMyBaTH YIIPaBIiHHS KOMIIOHEHTaMH, a i BCTAHOBJIIOBATH 1 PO3PUBATH
3B'SI3KM M HHUMH B peaakTopl. MOXIMBOCTI PO3BUTKY HE OOMEXKYIOThCS
CKJIAJaHHSIM €JIEMEHTIB 3 TOTOBUX JeTalei; y KoIl PO3POOHUK MOXKeE

BUKOPHCTOBYBATH YCIaJAKyBaHHsI Ta BCl MOX1HI BiJ HHOTO IIa0JIOHU MPOEKTYBAHHS.
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[aTepdetic Unity po3aisieHuid Ha KiJbKa PO3JUIIB: BKJIagKa «SCENey, BKIaaKa
«Gamey, ma"enb IHCTpYMEHTIB, BKiIaaka «Hierarchyy», manens «Inspector», Bkiaaaku
«Project» 1 «Console» (Mantonok 2.3).

Koxna dactuHa iHTEpdeiicy Mae CBOE€ MpHW3HAYCHHS, 1 BC1 BOHU BiJITPalOTh
BXKJIMBY POJIb Y TIPOLIEC pO3POOKH TpH:
— (aitu BimoOpakaroThes Ha BKiaami Poject;
— 00’€KTH, pO3MIIIIECHI Ha CIICHI, B1IOOPaKaIOThCS Ha BKIIAII «SCENey;
— MaHelb IHCTPYMEHTIB MICTUTh €JIEMEHTH KEPYBaHHS CLEHOIO;
— Ha Bkiaai Hierarchy mosxna 3MiHIOBaTH BiTHOCHHH MiK 00'€KTaMu;
— mnadenb Inspector Hanmae iHQoOpMalil0 TPO BHUALIEHI 00’€KTH, a TAKOX IPO
OB’ SI3aHUM 3 HUMU KOJI;
— TECTYBaHHS MPOEKTY BUKOHYETHCS Ha BKIAAI Game, mpu boMy Ha BKJIAIII

Consol BigoOpaskaeThCst OBIIOMIICHHS ITPO TOMHUJIKH.

B | Geometry-Rush - MainMenu - PC, Mac & Linux Standalone - Unity 2020.3.16f1 Personal <DX11> - X
File Edit Assets GameObject Component Cinemachine Google PlayFab Tools Window Help

L ] ) I & % Drwvet Hlocal

L ERRN =Y

Manmn. 2.3. Iatepdeiic Unity
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VY ueHtpi iHTepdeiicy 3HaXOAUTHCA BKJIaAKa «Scene» (mamoHok 2.4). Tyt Bu
MOJKETe TMOOAYUTH, SK BUTIAAE ITPOBUM CBIT, 1 PO3MICTUTH OO'€KTH Ha CIICHI.
[ToBuHHO OyTH 3pO3yMiJio, IO BCE, MO0 BiOOpa)KAa€ThCA Ha I BKIAMI, Oyze
BIIPI3HATHUCS BIJ TOro, IO BigoOpaxkaeTbcss mig 4ac rpu. [lomaHHs 1pu
BiTI0OpaXkaeThCsl Ha BKIA I «Gamey, sika 3a3Budail 3HaXOAUTHCS TIOPYY 13 BKJIAIKOIO
«Sceney. Ilicns 3amycky rpu Ha Bijiaami Game moyuHae BigoOpaxkaTHCs ITpOBeE

MMpCaACTAaBJICHHA].

Hpivet GLocal

IXTANEWATEXTANEWRTEXTANEWRT EXTENEY

Man. 2.4. Yactuna pefgakropa, sika BijoOpakae JUIle MaHelIb IHCTPYMEHTIB 1

BKJIaJKa «SCENEY.

Bxknaaka Hierarchy (mamtoHOK 2.5) MICTUTBH CITUCOK yCiX NMPHUCYTHIX HA CIICHI

O0’€KTIB y BHUIUIAMl JA€peBa, TIKKM SKOTO BKJIAJACHI BIAMOBIAHO A0 1l€papXIdHUX

26



3B’S3KIB MDK 00’ekTaMH. BoHa Hajae MOMKIJIMBICTH BHIIJIEHHS 00’€KTIB MO IMEHaX,
no30aBIIAIOYM BiJ] HEOOXITHOCTI MOIIYyKy 00’€KkTa Ha cleHi. lepapxiuHi 3B’sI3KH
MOETHYIOTh 00’ €KTH OJTUH 3 OJTHUM.

Ha maneni Inspector (mamoHok 2.6) BimoOpakarOThCs JaHI ITOTOYHOTO
BuOpaHoro o6’ekta. Ilicins BuOOpy pi3HUX O00’€KTIB PO3POOHHK MOXKE Biapazy
no0aunTH, SK 3MIHIOETHCS 30BHIMHINA BUTS maneni Inspector. [adopwmarris, mo
BiIOOpaYKAETHCS, 3a3BUYAN € CITUCKOM KOMIIOHCHTIB, 1 PO3POOHHK Ma€ MOKJIUBICTH

JI0JIaBaTH HOB1 KOMIIOHEHTH J10 00’ €KTIB a00 BUIAIATHA HASIBHI.

= Hierarchy

++v o

Mau. 2.5. YacTrHa pefakTopa, sika BijgoOpaxkae nuiine Bkiaaaky Hierarchy

Yci 00’ekTH B Tpi MICTSTh NMpUHAWMHI OMUH KOMIOHeHT — Transform, tomy
naHesab INSpector 3avxau BimoOpakae MpUHAWMHI 1HPOPMAITIIO PO MOJOKEHHS Ta
opieHTaIil0 BuOpaHoro o06’ekta. barato o00’€KTiB MalwTh MOBHUN CIIHMCOK

KOMITOHEHTIB, BKJIIOUAIOYH CIIeHapii, TOB’A3aH1 3 IIMMU 00’ EKTaMH.
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@ Inspector = Menu Swaper (Script)

Reference Pixels Per L 100
O v Graphic Raycaster
Grapl v

Mone
Everything

Buttons Handler (Script) TE e

Ul Manager (Script)

Add Component

Ma. 2.6. Yactuna pegakropa, ska BigoOpaxkae Juiie BKIaaKy [HecnekTop

VY HwkHIA YacTuHi ekpana Bkiagku Project i Console moka3ani Ha MaTlOHKaX
2.7 1 2.8. Ha Bxuaami Project BimoOpaxkaroThest Bei pecypen (rpadidni ¢pparMeHTH,
daiinu ckpunTiB, npedadu Ta 1H.) IPOEKTy. Y JIIBII YaCTHHI LI€i BKIAJIKU € CIIUCOK
MarnoK MPOeKTy; Mmicis BUOOpY mamnku ii Qaitmm 3’sBiasThes mpaBopyd. Ha Bxmamii
Project Takoxx BimoOpakaroThcsi (aiiiam, sSKi HE BXOIATH 1O JKOJHOI CIICHH.

CTBOpEHHS CLEH TaK0X BAOOpakaeThbCsl HA L1 BKJIA/ILII.

B console

Mau. 2.7. YactrHa penakTopa, sika IeMOHCTPYE TiIbKU BKIaAKy Project ra Console
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Briragka Console - maHenb, Ha sSKii BijoOpakaroThCs MTOBIIOMIICHHS, TIOB'sI3aH1
3 KOJoM. [HOJAI BOHM HABMHCHO PO3MIIIYIOTHCS PO3POOHUKOM Yy TMOBIIOMIIECHHSX
BiTaaunKa, 1HOAI 1e moBigomusieHHs Unity, siki 3 SBISIIOTBCSA, KOJMH B CIIEHApIi,
HAIMCAaHOMY PO3POOHUKOM, BUSBJISIOTHCS TOMUIIKH.

[IIo6 cTBOpUTH OYyIb-sKYy Tpy B cepenoBuini Unity, po3poOHHMK MMOBUHEH MaTH
npuHaiiMH1 ofHY 3 goctynmHux (Ha Unity) moB mporpamysanHs: C# abo JavaScript.
Moga nporpamyBanHsi C# mae OaraTto mepesar nepen JavaScript 1 Habarato mMeHIe
HenomikiB. OxHiero 3 nepepar € te, mo C # cyBOpo THUMI30BaHUM, YO0 HE MOYXKHA
ckazartu npo JavaScript. Hapasi cepen po3poOHHKIB ICHYIOTh Pi3HI TyMKH III0JI0 TOTO,
Yl € JAUHaMIYHa MepeBipKa THUIIIB HAWKpAIlUM MITX0J0M, SK-OT po3poOka BeO-
NOJIaTKIB, aje MiJ 4Yac HAlMCaHHA I[porpam g MEeBHUX IUIAT(OpM (HAMPUKIAL,
Windows) 1e 4acTo BUTiZHO, a 1HOAI HaBiTh MOTpiIOHA cTaTWyHa TUmizamis. Unity
HaBITh J0Jaja UPEKTUBY #pragma, sika 3a0e3ledye CTaTUYHYy MEpPEBIPKY THIIB y
JavaScript. Xo4ya TeXHIYHO NPUUHATHUI, BIH OPYIIY€ OJUH 3 OCHOBHUX MPUHIUIIIB
JavaScript.

[ToBeninka 00'eKTIB y Tpi KOHTPOJIOEThCs KommoHneHTamMu (Components), siki 3
HUMU 110B'A3aH1. A npo Unity 103B0JIsIE pO3pOOHUKY CTBOPIOBATH BJIACHI KOMIIOHEHTHU
3a JIONoMOror ckpuntiB (Scripts). BoHu m03BONSIFOTH aKTUBYBATH TMOMAIl B TPi,
3MIHIOBATH HAJIAIITYBaHHS KOMITIOHEHTIB 1 Oy/b-sIKUM YHHOM pearyBaTy Ha BBEICHHS
KOpHCTYyBaya.

[IporpamyBaHHs HE BUKOHYEThCS B camoMy cepemoBuiinl Unity, Koa iCHye y
BUIIISIAI OKpeMuX (haiiiiB, pO3TalllyBaHHsS SKUX HaaacTb caMm po3poOHuk Unity.
@aitnu crieHapiiB MokHa CcTBOproBatd B jgojatky Unity, ame B 000X BUMagKax
PO3pOOHUKY 3HAAOOUTHCA BUKOPHCTOBYBATH TEeKCTOBUH pemakTop abo IDE, mob

HaMucaTH KO IS [IUX CIIOYaTKy MOPOXKHIX (paiIiB.
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Unity mocrtagaetbcss 3 Microsoft Visual Studio 2019, inTerpoBanum
cepenoBuiieM po3podku (IDE) 3 miarpumkoro C# (Mamronok 2.8). Microsoft Visual
Studio 2019 o0’emnye daiimum B TpymH, sSKi Ha3WBaIOThCsA pimreHHsMu (Solution).

[HcTpyMenT Unity reHepye 3MicT BCiX (ailiiiB clieHapiiB B pillIEHHS aBTOMATUYHO.

CTBOpeHHsI  ClieHapiiB 3IIHCHIOETBbCA Oe3mocepeHbo  Bcepeauni — Unity.
Po3poOHuK MOXKe CTBOPUTH CKpHNT 3a JomoMororo Mmenio Create y BepXHbOMY
JiBOMYy KyTi manesi Project abo BuOpaBiu B rofjoBHomy MeHto Assets > Create > C#

Script (abo JavaScript).

UnityEngine;

Man. 2.8. Intepdeiic Microsoft Visual Studio 2019

VY mariii, BuOpaHii Ha manesni Project, ctBoproerscsi HOBUit clieHapiii. Ha3ea
HOBOTO CIIEHapito OyJie BUIIIEHO, 1 BaM OyJie 3alIpOIIOHOBAHO BBECTH HOBY Ha3BY

(mMaroHOK 2.9).

#

Chunk... InfaPa... Itams

Mau. 2.9. Cteopensst HoBoro cueHapiro InfoPanel.cs
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Konu Bu nBiui kimanHete 1o ckpunty B Unity, BiH BIIKPHETHCS B peAakToOpi
ckpurTiB. 3a 3amoBuyBaHHsM Unity BukopuctoByBatmMe Visual Studio 2019, ane
PO3POOHHK Ma€e MOXKIIMBICTh BUOpaTH Oynb-skuid penakrop Ha naneni External Tools
y HanamtyBaHHsAx Unity.

Cuenapiii B3aeMoji€ 3 BHyTpilIHIMU MexaHi3Mamu Unity Jj1s1 CTBOpEHHS Kiiacy,
yCHaJKOBAaHOTO BiJ BOyJqoBaHOTO Kiacy 3 Ha3Boro MonoBehavior. Crmin BBakatu
KJIac, SK IUIAH KOMIIOHEHTY HOBOI'O THITY, SIKMM MOKe OyTH NPUKPIIUICHUH [0
irpoBoro 00’ekty. KokeH pa3, Koiau poO3pOOHWK J0Ja€ CIEeHapiid J0 IrpoBOTO
00’€KTa, CTBOPIOETHCS HOBUN €K3EMIUISP 00’€KTa, BU3HAYEHOTO UM IUIaHOM. IM’s
KJ1acy OepeThCs 3 iIMEeH1, 3a3HaU€HOTr0 Mij yac cTBopeHHs (ainy. Im’s kinacy Ta iM’4
Gaitly MaroTh OyTH OJHAKOBUMH, 1100 ciieHapidi OyB NpueAHAHUNU JO 1rpPOBOTO
00’€eKTa.

JIBi yHKIIii, BU3HAUYCHI B Kjaci, clif po3risaaTa okpemo. ®ynkiiis Update —
e Micle, Kyl MOXKHa MOMICTHTH KOJI, IKHi OOpOOJIATUME OHOBJICHHS KaJpiB IS
irpoBoro 00’ekta. Ile Moxe OyTu pyx, Tpurep, Aii Ta BIANOBIIHA pEaKIlis Ha
BBEJICHHS KOPUCTYBaya, B OCHOBHOMY Bce, 10 MOTPIOHO 00poduTH mix yac rpu. o6
Update BHKOHYBaJIO CBOIO POOOTY MPABWILHO, YaCTO OyBae KOpUCHO (opmaryBaTu
3MIHHI, YATATH BIACTUBOCTI Ta CIJIKYBATHCS 3 1HIIMMH ITPOBUMHU 00’ €KTaMH Tepes
BUKOHAHHAM Oyab-sikoi naii. @ynkuiga Start Bukiukae Unity nepej moyaTtkom Tpu
(to6To mepen mepmumM BukimkoMm (ynkiii Update) 1 € imeanpHUM MicueM s
1HIIIa113a1i 3MIHHUX.

Cuenapiif BU3HAYa€ JTUIIC IJIaH KOMIIOHEHTA, 1 TOMY KOJ HE aKTHBY€ETHCS, SKIIIO
CK3EMIUISp CIICHApil0 HE TMPUETHAHO JO IrpoBoro 00’ekta. Po3poOHWK MOXe
NPUKPINUTU CUEHApiil, NEPEeTIrHyBLIN €JIEMEHT CIeHapiio A0 IrPOBOro 00’€KTa Ha
nanei Hierarchy abo depe3s BiKHO iHCIIEKTOpa BUOPAHOIO irpOBOTo 00’€KTa. Y MEHIO
Component Takox € migMeHto SCripts, ske MICTUTh ycCi clieHapii, JAOCTYIHi Y
CTBOPEHOMY TMpOeKTi. EK3eMIUisip CKpunra BUIISIAAE TaK camMo, SIK 1 1HIII

KOMITOHEHTH Y BikHi Inspector (mamonok 2.10).
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+ Info Panel (Script)

Mame HMNameText (Text)

Description H DescriptionText (Text)

Mau. 2.10. Cxpunt NewBehaviourScript.cs y npeacraBieHHI KOMIIOHCHTa

[Ticyis mpueTHAHHS CKPHIIT 3aIlyCTUTHCS, KOJIM BM HaTUCHETE KHOMIKY Play Ta

3aIyCTUTE TPy .

2.5 Onuc cTpyKTypH 004MCII0OBAILHOI CHCTEMH Ta
aJIropuTMIB il podoTH

Po3pobiieHa KOHCTPYKIlisE Ma€ KOPEHEBY CTPYKTYPY, IOKa3aHy Ha MatoHKy 2.11.

Crnucok kojiB HaBeieHO B Jlomatky A.

Assets

Library
ProjectSettings
Temp
Packages

Manmn. 2.11. CtpykTypa IpoeKTy po3p0o0JIEHOTO iIrpOBOTO TOAATKY

OCHOBHI ManK" MPOEKTY:
— Assets — 111 nanka MicTUTh yci (aiinu cueHapiiB, matepianu ta 3D-00’exTu;
— AsSsets — mamka MiCTUTh METaJlaHi, KeIll Ta 1HII1 (aiIn MpoeKTy;
— ProjectSettings - s namnka MicTuTh (aian KoHIrypartii;
— Temp - manka 306epirae TuMyacoBi ¢aiiiu;

— Packages — nie criertianbHa manka 3 aiinamu sapa Unity.
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s po3poOku irpoBoro jgojatrka Oyiaud po3poOJieHl cleHapii KepyBaHHS
xomrnoneHtamu (Components). Bonu 3amyckaroTh irpoBi 1OJii, 3MIHIOIOTH 1
BCTAHOBJIIOIOTh TIE€BHI 3HAUEHHS MapaMeTpiB KOMIIOHEHTIB 1 MOXYTh OYIb-SIKUM
YUHOM pearyBaTH Ha Jli KOpUCTyBaya.

IrpoBuii 1ogaTOK 3a0€3MeUeHO TOJIOBHUM MEHIO, B SIKOMY TpaBeIllb MOXKE BUOpaTH
pPeXUM TpHU, TOTPAMUTH Yy BHYTPIINIHBOITPOBUI Mara3uH, BUOpaTH ONTHUMAabHI
HaJaITyBaHHS JJIA TPU Ta JI3HATHCS JOKJIAJHINTY 1HGOpMAIliI0 TIPo Ipy, 300paxeHi Ha

MAaJIoHKy 2.12.

Mam. 2.12. Irposa ciieHa i3 ClipoeKTOBaHUM MPOTOTUIIOM TOJIOBHOTO MEHIO
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[Ipn HaTUCKAaHHI HA HMKHIO MPAaBy KHOMNKY 3 MUTAaHHAM AKTUBYETHCS CKPHIT 3
aHIMalll€lo, SIKM BUCYBAa€ BIKHO 3 MOMYJISPHUMU MUTAHHSIMH Ta BIAMOBIISAMHU L€l
rpu. [Ipu HaTuCKaHHI Ha + OyAb-SKOIO MYyHKTY TaKOX BIJIKPHUBAETHCSA LITOPKA 3

BIJIMOBIAIO HA Oy Ib-sKe MUTaHHS (MatoHOK 2.13).

om‘u“ EPECTH B OGWEM MAFAZHHE, A TAKXE HAHTH B

Mai. 2.13. ExpaH rpu 3 TUTaHHSAMH Ta BIAMOBIIIMH

[Ipu HaTHUCKaHHI HA BEPXHIO TNPAaBy KHOMKY AaKTUBYETHCA aHIMAIlisi BUCYBaHHS
HaJalITyBaHb (MAIIOHOK 2.14), y sKOMy rpaBellb MOXe 3MIHUTH HACTPOUKH TYYHOCTI
(My3UKH Ta 3arajlbHUX 3BYKIB), 3MIHUTH MOBY, 3apEECTPYBATU CBI OOJIKOBHIA 3amuc
abo orpumatu MWATPUMKY. DyHKIS MTIATPUMKKA TOKH 10 HEJOCTYIHA, T.K.
HEOOX1IHO MiJKIOYaTH CBOKO TOIITY, a peecTpailis (eiikoBa rpasliisl, T.K. BUMarae

XMapHUX CUHXPOHI3AI[i} 13 0a3aMH TaHUX.
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Mani. 2.14. Expan HanamryBaHb

[Ipu HaTHCKaHHI Ha JIIBY HUKHIO KHOIIKY 3aIlyCKa€ThCS aHIMallisi BUCYHEHHS
MaraszuHy (MamoHOK 2.15), B sikOMy TpaBellb MOXKE BUOpaTH pI3HY KaTETOpiio
CKIHIB JJISI CBOTO IIEPCOHAXa Ta MPUAO0ATH WOTO0 JJIsI MOAAIBIIIOT0 BUKOPHUCTAHHS.
Kymiens moku mo ¢eiikoa, T.k. nmependayae BapoBamxkenHs SDK Big Google Ta

Appstore A npaue3aatHocTi nokymnok (Innap).

Mau. 2.15. Expan marazuny
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[Ipu HaTuckaHH1 Ha OyJb-AKY 3 KaTEropiil MEePeMUKAEThCSA MAHENb 3 PI3HUMHU TOBapamH,
K1 TpaBelb MOXKe KynuTu (MamoHOK 2.16).. BuOpaBmm neBHHII TOBap Ta HATUCHYBIIH
BIJINIOBIHY KHOIKY y TpaBLs 3'ABII€ThCS (eilkoBa maHenp nokynku. Hatuchysmu Buy

CKiH BIAKPUBAETHCS 1 CTAE TOCTYITHUM JIJII BUKOPUCTAaHHS (MaTtOHOK 2.17).

MAFA3HH

Fake Store

vant to Purchase plane3?

PR' B30 [Environment: FakeStore]

Buy

Cancel

Maut. 2.16. Expan kynisii ckina

KYnutTe

Mai. 2.17. llpuabanuii ToBap
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Takoxx Ha ekpaHi Mara3uHy € KHONKa-3ariymka (mamoHok 2.18) mus
MaOyTHROI PYHKITIT BiAKITFOYCHHS pekinamu. [[oku KHOTIKa HiY0TO HE IPU3BOIMUTH,
T.K. SDK peknamu He BOpPOBaIKEHO y MpOeKT. JliBa BEpXHS KHOMKAa TaKOX €
3armymkoro (MamoHOK 2.19) 1 Oyae B MallOyTHROMY BiOOpa)kaTH CTATUCTHKY

IPaBIIiB, 10 aBTOPU3YBAIKCS B TYpHIpax.

Mau. 2.18. Knomnka BigkimtoueHHs pexiamu  Mait. 2.19 KHomnka cTaTHCTUKH TYPHIpiB

[Ticns HatuckanHa Ha kHONKY "Play" Ul exemMeHTH roioBHOro MEHIO 3MiHIOIOThCS
Ha 2 1HOI KHOINKHU: TpeHyBaHHS Ta TypHipu (MamioHok 2.20). Kuomka TypHipy €
3ariaylIKol, T.K. BUMAara€ aBTOpH3allli KOPHUCTYBauiB Ta MNPOPAXyBaHHA OCOOUCTHUX

napameTpiB 3 00JIIKOBUX 3alMCiB KOPUCTYBAYiB.

'Pllﬁfém

TYPHUP

Man. 2.20. Expan Bubopy THIly rpu
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[licns HatuckanHa KHOmKM "TpeHyBaHHA", TpaBelb NOTpAIUIA€ B MEHIO 3
OCepeKaMH-pIBHSIMU Ta BEIWKOIO KHOMKOW "TpenyBanus" (mamoHOok 2.21). Came
TPEHYBaHHS CKJIAJIA€ThCS 3 HAOOPY MOMEpPeIHHO BCTAHOBIICHUX PiBHIB, K1 FPABEIh MOXKE
MPOUTH CaMOCTIHO TIOOJMHIII B KOXHOMY 3 ocepenkiB. Lli piBHI TeHEPYIOThCS
BUIIAJIKOBO B PEXHUMI TPEHYBaHHS 1 MIJCTABISAIOTHCS OJUH 3a OJHUM, 100 CTBOPUTHU

edekTt Oe3kineunoro piBas (Endless runner).

Mai. 2.21. ExpaH TpeHyBaHb

KosxeH piBeHb 310paHMil 3 pI3HMX CHpaWTIB 1 HAOOPIB FOTOBUX aHIMAIIIM,
Harpukiag, Ha MamoHKy 2.22 1 2.23 noka3zano 2 3 40 Tak 3BaHUX YaHKIB -

BCTAHOBJICHUX PiBHIB, IKi 3aBAHTAXKYIOThCSI Ha CII€HI TPEHYBAaHHS Y BUMAJKOBOMY

MOPSAKY.

Mau. 2.22. Bigkpuruii npedad Chunk?2
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Mau. 2.23. Bigkpurtuii npead Chunk10 (Plane)

KoskeH 13 yaHKIB CKJIQJa€THCsl CBOIM HAbOpoM crpaiiTiB (Sprite) Ta npedadis
(Prefab) nnst moBHOTHU piBHSL.

"Copait" - 2D rpadiuni 00'eKTH, 1110 BUKOPUCTOBYIOThCA IJIsl IEPCOHAXKIB,
Oyrtadopii, cHapsaiB Ta iHmUX enemeHTiB 2D reitmmuiero. ['padika BuxoauTs i3
pacTpoBHX 300paxkeHb - Texture2D. Kmac Sprite Hacammepen BU3HAYa€ YaCTHHY
300pakeHHsI, sfika Mae OyTH BHKOPHUCTaHA i TEBHOTO crpaity. [loTim 1
iH(pOopMaIlisi BAKOPUCTOBYETHCSI KOMIIOHEHTOM SpriteRenderer Ha irpoBomMy 00'eKTi
TSl BiZoOpakeHHs rpadiku.

Prefab - me ocoOmmBuii THI acceTiB, IO [I03BOJsiE 30epiraTd BecCh
GameObject 3 yciMa KOMIOHEHTaMH Ta 3HAUYE€HHAMH BiacTuBocTeil. Ilpedad
BUCTYIIA€ B POJI1 MIAOJIOHY ISl CTBOPEHHS €K3EMIUISIPIB 00'€KTa, 110 30epIracThCs B
CIICHI.

Bci piBHI ckiagaroThes 3 0a30BUX IpedadiB-MACTOK, sIKI BKIIOYAIOTh MEBHY
KapTuHKY (Sprite) 1 11 BignmoBigHUi Komainep. Ilepecikatounchk i3 Komaimepom
(Colider), rpaBers nporpae y piBHi.

Colider - o0'extu, siki Bu3Ha4arOTh (hopMy oO'ekTa I IIed (I3UIHUX

3iTkHeHb. Komnaiinep, sikuii € HEBUAMMHUM, HE OOOB’SI3KOBO MOBUHEH MAaTH Ty X
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dbopmy, mo U citka o0’ekTa, 1 HacmpaBal TpyOe HAOMMKEHHS YacTo €
e(eKTUBHIIIUM 1 HEPO3PI3HEHUM Y IrPOBOMY MPOIIECi.
Ha mamonky 2.24 300paxkeHo npedald 3 OJHI€I0 3 MACTOK. Y HBOMY €

CHpalT MIECTEepHI1, 10 BiJOOpaXkae Bi3yallbHY YaCTUHY 00'€KTa Ta 3€JICHUN KOHTYP

KoJaiepa, 1o Bijjoopaxae (hi3uyHy CKIaI0BY 00'€KTa.

Man. 2.24. TIpedab 3 oHi€r0 3 TACTOK Mamn. 2.25. lammii npedad 3 oHI€I0 3 TACTOK

IIpu HaTuckanHi Ha OyJp-fKy 3 KHOINOK, $Ka BIJNOBIAAE PIBHSM,
3allyCKa€eThCS CLIEHa 3 IEBHUM YaHKOM, JIeé TpaBelb MOXeE CIpoOyBaTH HOTro

poiTH (MaoHOK 2.26).

Maui. 2.26 Expan 3 yaHKOM-piBHEM
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Ha Oyap-sxoMy expaHi 3 Tpolo (4u TpeHyBaHHsS a00 OKpEeMHil piBEHb-YaHK)
IOPUCYTHS KHOIIKA Nay3u (MagioHOK 2.27), HaTHMCHYBUIM $IKYy TpaBelb MOXKE

NPU3YNMHUTH ITPOBUNA TPOIEC, TOBEPHYTHUCS B TOJIOBHE MEHIO a00 MPOIOBKUTH

HOTOYHY Ipy (MairtoHOK 2.28).

Mam. 2.27.
Knornka naysu

Man. 2.28. Expan nay3u

VY rpi npencrapieHa HalnpocTima MoJieb pyXy nepcoHaxa. Cam nepcoHax
CKJIQJIA€EThCS 3 TIEBHOTO cripaiiTy (Sprite), cucremu yactuHok (Particle System) Ta
MIKITIOYSHUX 0 HbOTO CKPUIITOM.

PyxaeTbcs mepconax 1mo10 oci OX 13 MOCTIHHOK MIBUAKICTIO Ta HYJIHOBUM
npuckopeHHsM. [Ipu Hatuckanui Ha JIKM (n1iBa kHomka muiii) ab0 Ha TauCKpiH
MPUCTPOIO, HA SIKOMY 3allyCKaTUMe I'pa, MePCOHaX MiACTPUOYE Bropy, OTPUMYIOUU
IMITYJIbC MOIITOBXY. TakoX CHpanboBYyE METOMA, SIKUM TEepeBepTae MEpCOHaXka y
MEBHI MOMEHTH CBOTO pyXy Ha 90 rpaayciB 3a rOIMHHUKOBOIO CTpiyikoro. Lle nonae

PI3HOMAaHITHICTh Bi3yaJbHOI CKJIaI0BOI irop kaHpy Arcade.
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[1ix yac po3poOku rpu OyM CTBOPEHI TaKi CKPUIITH:
CameraMovement.cs - kepye KaMeporo;
InfiniteStarfield.cs - kepye cucTemMoro 4acTHHOK;

Platforma.cs - B necsarp crenapii Bin OyB peaizoBaHoO
MEXaHiKa  B3aeEMOJIATIAT(HOPMHE 3 XapaKTEPOM TPABIIS;

Player.cs - meii ckpunT Hajgae rpaBIeBi MEXaHIKY TpH;

Rotator.cs - meli ckpunT peanizye MexaHiKy KpUIITaJIeBO1 aHIMaIlii;
GameManager.cs - CKkpunT KOHTPOJIIOE TeHepallito miaThopm, ki
3a0€3Meuyt0Th YMOBHO HECKIHUEHHY TPY;

MainMenu.cs - ¢pyHKIIIOHAT irpOBOT0 MEHIO, peaTi30BaHNi B CKPHUIITI.
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Ckpuntu Unity € koMmoHeHTamMu (aje JUIIe Ti, sIKI YCIaJKOBaHI BiJ Kacy
MonoBehavior - 6a3oBoro kjgacy KOMIIOHEHTIB ciieHapiro). Lleit kimac Bu3Havae, sk
KOMIIOHEHTHU TPHUENHYIOTHCS 10 ITPOBUX 00’€KTIB. YCMaAKyBaHHS BiJ I[bOTO KJACy
HaJa€ KiJIbKa aBTOMAaTUYHO JToJaHuX MetoaiB. Lle meton Start (), SKuii BUKIMKAETHCS,
KO 00’ €KT aKTHBYEThCS (1 3a3BHUail 3’SIBISIETHCA MICIS 3aBAHTAXKEHHS BMICTY Ha
piBHI 00’ekta), 1 Mmeton Update (), AKuM BUKIMKAETHCA B KOKHOMY Kajpi. Takum
YUHOM, KOJI 3aITyCKA€ThCS MICII MOro pO3MIIIEHHS B IIUX MOMNEPEHhO BCTAHOBIECHUX
METOJIaxX.

[Ilo6 kepyBaTu Kameporw B Ipi, MOTPIOHO KepyBaTH ii HaJAIITYBaHHSIMHU Ha
BKJIaM «JHCIEekTop» 3a nonomororo cuenapito CameraMovement.cs. Y meroai void
Start() Mu mnpusHayaeMo 3MiHHY 3HaueHHs shift - pi3HUIIO MK 3HaYCHHSIMU
KOMIIOHEHTIB TIEPETBOPEHHS, SKI MICTATh KOOPAMHATU PO3TALIYyBaHHS IFPOBUX
o0'extiB. [ToTiM y Meroai void Update Mu nepeBipsieMO 31aTHICTb T'PABI PyXaTHCS.
[leit TecT BUKOHYETHCS ISl TOTO, 1100, KOJIU TpaBelp majaae 3 miathopmu, Kamepa
nepecTaia Horo CTeXKUTH. SIKIIO 1el CIieHapiil He MpaIfoBaB, IrpoBa Kamepa 3aBxKIu
3anmumanacs 0 Ha OJHOMY 1 TOMY K MICIl, TOKA NEPCOHAX IpaBLs pyxaBcd, 1 rpa
3aKIHYYyBaJIach Yyepe3 KiJIbKa CEKyH/I MiCIA il MOYaTKy.

Particles peamizoBana B ckpunti PlayerMover. Ils cuctema BigmoBimae 3a
reHepalio BI3yaJIbHUX YAaCTHHOK, SIKI 3'BISIIOTHCS B ITPOBOMY IMPOCTOPI. 3aBISKU
CTBOPEHIN MEPCHEKTUBl MOJEKYIH 3a0€3MedyloTh Kpaile BITIYTTS TPUBUMIPHOCTI
HaBITH y JBOBUMHpPHIN rpl. Po3poOncHM CKpPHUIT BU3HAYAE MpaBWJIa TEHEpaIil
Bi3yaJbHMX YaCTHHOK, a CaMe: BCTAHOBUTH MaKCHMAaJbHY KIJTbKICTh YaCTHHOK, iX
pPO3Mip, KOOPJAMHATH T'eHepallii, BA3HAYUTH BiJCTaHb OJIHI€E] YACTMHKH BiJ 1HIIOI, a
TaKOX HIUIbHICTh PO3MOALTY B IPOBOMY IPOCTOP1 KIMHATH.

[licns HamamTyBaHHS KaMepud TOTPIOHO JaTH TpPaBIEBI MOXIJIUBICTh
MepeMIIaThCs B TIEBHE MICIIE 1 B3aeMOJIATH 3 00 ’ekTamu B rpi. Lle pobuthcs 3a

nornomororo cieHapiro PlayerMover. € B 11boMy ckpumnTi
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METOJY Ta 3MiHHI, K1, HalPUKIaJa, MEePEMINIyIOTh TPaBIld MO IFPOBOMY MPOCTOPY.
Po3po6reni meroan peanizyoTh BHYTPIIIHIO ITPOBY MEXaHIKy B3a€MOii TpaBls 3
ITPOBUM MPOCTOPOM Ta 00’ €KTaMH BCepeauHl Hboro. Hampukiaz, un nepeBipseThes
3ITKHEHHS KoJjaiiiepa mepcoHa)ka 3 MepelikoiaMu, IMUMaMu Tomo? SKIo Tak, rpa
3aKIHYY€ThCS, CIpaIlbOBYE TIEBHA aHiMamis cuctemMu dacTuHOK (Particle System),
Kamepa 3yIUHsIE CBIM pyX 1 TpaBellb MMOBEPTAETHCS 10 TOJIOBHOTO MEHIO. 3a 31TKHEHHS

00'exTiB y ckpunrax Bianosijgae ¢pynkiis OnCollisionEnter().

Mau. 2.29. MoMeHT 31TKHEHHS TPaBIs 3 MEPEIIKOA0I0

3a J0MOMOTOI TIEPEBIPKHM TMEPETHHY KOJaWJepiB TaKoX MOJXKHA
HaJAIITYBaTH pi3HOMaHITHI nojii. Hampuknan, npu nepeTuHi Kojainepa rpaBus
Ta Kojaijepa CHpaiTy Kuiblsi (IIEBHOTO IrpOBOTO 00'€KTa), CIPAIbOBYE BKE
¢dyukiis OnTriggerEnter(), sika He 3ynuHsE 1TPOBUIN MPOIIEC, a 3MIHIOE MEXAHIKY

BCHOT'0 FeMMILICI0. YChOro icHye 5 BUIB TakuX Kinelb (MamoHoK 2.30).
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Maun. 2.30. 5 Bunis kinens

VY KOKHOTO KIJIBIIS € CBOE MPU3HAYEHHS, BC1 BOHU MAIOTh YHIKAJIbHUN CIPalT
pizHOTO KONBOpY 1 HAOIp VFX animartiii, ctBopennx 3a qonomororo Particle System. [Tpu
MIPOXO/PKEHHI I'PaBIIs Uepe3 KUIble aKTUBYETHCS METOJI, IKUI 3MiHIOE€ MEXaHIKY

nepecyBaHHs Ta akTUBYeE aHiMarllito Particle System (mamronok 2.31).

Mau. 2.31. AkTuBalis moprany

Ycworo icHye 5 BuiB pizHOTO reiimimieto: Saw, Slider, Plane, Mini Ta Basic.
[Ipoxoasun yepe3 BIAMOBIIHI KIJIbIS Y IEBHUX YaHKaX-PIBHSIX, MOXKHA aKTUBYBATH MEBHI
MEXaHIKW yIpaBJIiHHS.

VY mexanini Plane (Mamtonok 2.32) cripaiiT TOJIOBHOTO MEPCOHAXKa 3MIHIOETHCS Ha

paKeTy, TaKOXX 3MIHIOETbCS VYIPABIiHHSA 31 3BHUYAHHOrO CTpHOKA Ta IMIIYJIBCY,
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HatuckanusaM JIKM, na kepoBanmii momit 3 yrpumanas JIKM. VYrtpumyroun JIKM,
MEPCOHAX OTPUMY€E MapaMeTp MPUCKOpPEeHHs 3 BekTopoM Haropy (0.1), 3aBasku yomy
MEPCOHAXK MO’KE MUITaTH Haropy, Noku rpaBeub He Bianmyctuts JIKM. Ilicns
BIITUCKAHHS JIIBOI KHOMKMA MUIIN MEPCOHAX Maaae Mia Ai€r0 rpaBiTailii. 3aBIsSKd i
MEXaHilll I'paBelb MOBUHEH BIAXUJISATUCS BiJl 00'€KTiB, 100 HAOpaTH MaKCHUMaJIbHHM
paxyHok. Takox npu yrpumanHi JIKM 13 meBHOTO MicCIi CipaidTy TIEPCOHAKa BHITITAIOTh

JaCTKH, 3T€HEPOBaHi 3a3/1aJieriIb 3a JOMOMOT0I0 KoMmmoHeHTa Particle System.

Maur. 2.32 BinoOpaxenns mexaniku Plane
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VY wmexanimi Saw (MamoHOK 2.33) crpailT mepcoHa)ka 3MIHIOEThCS Ha MHJIKY. Y
TOJIOBHOMY CKpUIITI ynpaBiiHHs nepcoHaxeM (PlayerMover) aktuByetbes (pyHKIIA, 10
MOCTIHO o0epTae CrnpalT 3a TOJUHHUKOBOIO CTPUIKOIO, 1100 MOKAa3aTh peaiCTUYHHM
pyx nmin. CaMma MexaHiKa MUIKA 00yMOBITIOETHCS 3MIHOIO I'paBiTailii. SIK TUIBKH rpaBelb
HatucHe JIKM, irpoBuii 00'eKT mepcoHa)xa MOMIHAE CBOi aTpuOyTH TrpaBiTalii Ha
HeratuBHi (-1), THUM caMUM TIWIa TIOJIETUTH HAropy 1 OCHOBHHM redmIuien

BiJI0YBaTUMETHCS HA BEPXHIN YaCTUHI PIBHS.

Mann. 2.33. BinoOpakxeHHs MeXaHiKu Saw
VY wmexanini Slider cnpaiit nepconaxa 3MiHtoeThest Ha Slider (mamtonok 2.34), 1 B
3aJIeKHOCTI BiJl YaHKA-PiBHS MEPCHAK MOXKE OTPUMATHU SIK IMO3UTHBHE, TAaK 1 HETaTHBHE
MUTTEBE MPUCKOPEHHS 10 CBOEI MBUAKOCTI pyXy mo oci OX. Takox st 70JaTKOBOTO
peaii3My 3MIHIOEThCSI HAXWJI IOBOPOTY OCHOBHOI KaMepH y MEeBHUM O1K y BIJMOBIIHOCTI 3

THUIIOM IIPUCKOPCHHA.

Mann. 2.34. BigoOpakenns mexaniku Slider
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[Ipu nmpoxoKeHHI Yepe3 MmepeoCTaHHIi BU KUIBIIS CIIPAUT MEPCOHaXKa MPOCTO
3MEHIIYETHCS B pO3Mipax, 3aBIsku napamerpy Scale B ioro kommonenTi Transform
(pucynok 2.35). Inmi arpubyTu nepcoHaxa, Taki sK: IMITyJIbC 1 BUCOTa CTPHOKA, KyT

MIOBOPOTY, IIBUJIKICT Ta I'PaBITAIlls 3aJIUIIAIOTHCS HE3MIHHUMU.

Maur. 2.35. BimoOpaskeHHst Mexaniku Mini
OcranHe Kiblle TOBEPTAE BUXIAHI PO3MIp, CIIPAT, MapaMeTpu Ta MEXaHIKH PyXy

MepCOHaXka.

VYci pexxuMu mepeMUKaloThes Yepe3 TII00ATbHUM ClIeHapid yIpaBIiHHS MEPCOHAKEM
PlayerMover.cs. YV HboMy onucaHa (QyHKIS, 10 BUKIUKAETHCS TMPU TIEPETHUHI
KOJIaiiIepiB TOJIOBHOTO MEPCOHAXKA Ta Oy Ib-SIKOTO 3 Kinenb (MamoHok 2.36). [Ticis mporo
3 00'eKTa KIJBIS TEpedacTbes MmapameTp, KUK BHKJIMKAE BIAMOBIAHY (DyHKIIO 3MiHU
KepyBaHHS (MovementType.Default, MovementType.Scaled,
MovementType.GravityChanging, MovementType.Plane, MovementType.Slider).

Mai. 2.36. BinoOpaxxkeHHs PyHKIIIH BUOOPY MEXaHIK

y Komi
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2.6 OOrpyHTyBaHHSI Ta OpraHisaiisi BXiTHMX Ta BUXiIHUX JaHUX MPOrpaMu

IrpoBuii nuxok Unity Engine npaittoe 3 moaemmo Event.

[Momii — wme momii, fAKI 3amycKalOTbCcd 3 KOAY TIpH, SKIIO TIE€BHA YMOBa
BUKOHYEThCSA. BOHU 103BOJISIIOTE BUKOHYBATH Pl A1 y BIJAMOBIAL HA TMEBHI MOIIi,
110 BiJOYBalOTHCA B TPi.

Hanpuknan, mis oOpoOKky MOil KialaHHs JIIBOI0 KHOMKOK MHIII po3po0sieHni
ITPOBHUIA TOJATOK peajizye KepyBaHHS NMEPCOHAXKEM TpaBld. Y 1l mporpami BXiTHUM
€ JIIBa KHOIKA MHUIIII.

KopuctyBau kianae J1iBOI0 KHOIKOK MUII Ha MOAIl 3 KojoM kitoda (0, moTiM
oOpoOHUK momii JOBUTh moxaito 1 Bukiaukae Mmeroa ChangeDirection (), sKwuii
BIJIMOBIIA€ 3a 3MIHY HaIPSMKY MIEPCOHaXKA TPaBIIS.

BuxigHi 1aH1 po3po0IeHOro irpoBoro A04aTka MOXHa PO3TisgaTH K pe3yabTaT
pobotu kamepu. Kamepa — 1e mpuctpiii, sikuii 3HIMae rpaBls Ta BigoOpakae CBIT.
HanamryBaBim 1 Kepyroul KaMeporo, BU MOXKETE 3pOOUTH MPE3ECHTALII0 TP JIHCHO
ocobmmBor. Ha crieHi MokHa MaTH HEOOMEKEHY KUIBKICTh KaMmep, aje B MPOEKTI
pPO3pOOKH I'pH € JIHILE OJHA. 3aBASKH Kamepi IUIeEp MOXKE MEperisaaTd Bi3yaldbHI

JIaHi 3 MOHITOpA.

2.7. Onuc po3poo6/1eHOro MPOrpaMHoOro NpoayKTy

[ITo6 mepeTBOpUTH PO3POOJIEHUI ITPOBHIA JOJATOK y TPOIYKT, TOTOBUU [0
KJII€EHTA, HEOOX1THO CTBOPUTH Habip irpoBux mporpaMm. Build — e Habip irpoBux
nporpam, sIKi TpaBIili MOKYTh BUKOPUCTOBYBATH. YTIaKyBaHH 3IHCHIOETHCS 3aBISKH
¢bynkuionansHocTi Unity Engine. IIponiec nakyBaHHs € aBTOMaTUYHHUM, BaM MPOCTO

NOTPIOHO BBECTH IIILOBY IUIATGOpPMY pO3rOpTaHHS Ta HATHCHYTH CTBOpHUTH Ta

3aIyCTUTH.

49



PGSYJIBTaT ymiJIBHCHHH Irpa HporpaMH € IIaIIKy 3
TOTOBUH  JUIIBUKOPHCTOBYETHCS I'PaBISIMH (MaroHOK 2.37).
Geometry Rush_Data
MonoBleedingEdge
(-_ﬁ Geometry Rush.exe

a UnityCrashHandlertd, exe
% UnityPlayer.dll

Maun. 2.37. Pesynbpratr HabOpy IrpOBUX MPOTpaM JUIsi BAKOPUCTAHHS B irpax

st poboTH 3 mporpamMoro mpocTo 3amycTith (aitn «GeometryRush.exen. ITicns
IIbOIO 3aIlyCTUTHCS ITPOBUM JIOAATOK. Y pa3l HEBIANOBIIHOCTI MiHIMAJIbHUM
cnenu@ikamisiM MPUCTPOI0, Ha SKOMY OyJia 3amylieHa I Iporpama, KOpUCTyBad

OyJie MOB1IOMIJICHHUIA.

2.7.1 BuxkopucTaHi TeXHi4YHi 3ax011

[Ipu po3poOiii Ta TecTyBaHHI cUCTeMH OyJia BAKOPUCTAaHA KJIIEHTChKa

nepcoHasibia EOM 3 HacTynmHUMM MiHIMaJIbHUMU XapaKTEPUCTUKAMMU:

- mporecop Intel 13;

- MoHitop 60 I';

- He menme 2000 M6 onepaTUBHOT mam'sITi;

— 3 I'b 6e3KOMITOBHOTO MICAILIS JIJISl ITPOBOTO JABUKKA;

- 229 Mb BUIBHOTO MiCIIS JIJISl TPH;

- KJaBlaTypa;

- MHUIIIA.
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2.7.2 BukopucTaHi mporpaMHi 3acoou

Jiis po6oTr mporpaMHOro 3abe3nedeHHs: HeoOX1/IHI HACTYIIHI MTPOrpaMHi
1HCTPYMEHTH:

- Bepcis Unity Engine ae amxge 2020.3.16f1;

- Visual Studio Bepcii 19 ab6o Buie.

2.7.3 Bukiiu Ta 3aBaHTaKeHHS NMPorpamMu

Jlnst po60TH 3 pO3pO0IEHUM ITPOBUM JIOJIATKOM MOTPIOHO 3aImyCcTUTH (haiis

«GeometryRushy 3 mankwu irpoBoro goaarka (MaitoHOK 2.38).

B
-~ OTKpEITE
Kran
® 3anyck oT MMeHn agMuHNCTRaTOpE
Geometry Rush_Data | &) NMogenwtoca 6 Skype
MonoBleedingEdge icnpaenerne npoBaem ¢ COBMECTMMOCTEHD

@ Geometry Rush.exe 3anycTUTE C rpadUHecki NPoLECCopom
Bl UnityCrashHandlersd,

%] UnityPlayer.dll

33KPENWTE HA HAYANBHOM 3IKPaHE
Ty
e YeTanoewTe © nomowsie ModnTopa ¥oTaHoBKM,.
[ Edit with Notepad++

Mau. 2.38. 3amyck irpoBoro J0/1aTKy i3 ManKH

[Micns 3amycky ¢aitmy GeometryRush,  xopucTyBad moOaynTh eKpaH

3aBaHTa)XKeHHs rpH (pucyHok 2.39)
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Made with

& unity

Man. 2.39. ExpaH 3aBaHTa)KE€HHS IPU

[licns ycmimHOrO 3aBaHTaXXEHHsSI 1TPOBOiI MpOrpamu, SKIIO KOMII IOTEp
KOpPHUCTYyBaya BIJMOBIJA€ BUMOTraM, 3a3Ha4yeHUM y po3aiii 1.5.3., BIIKpueThCS nepiia
irpoBa crieHa - ['onoBHe meHio (MamroHOK 2.40). ITTicis mporo KOpUCTyBad MOXKE

BIJIKpUBATH PI3H1 BIKHA, MPOMKUCAaH] B MOMEPEIHIX pO3/1jax 1 FPaTH B camy Ipy.

( BLIUTH 1

Mai. 2.40. ITouatok rpu

52



PO3/ILJI3

EKOHOMIYHHAMPO3IL

3.1. Po3paxyHOKCKJIAIHICTH i BapTicTh pO3pOOKH MPOrpaMHOro 3ade3neveHHsl,

Buxigni naui:

OpIEHTOBHA KUIBKICTh ONepaTopiB nporpamu - 1048;

Koe(irieHT cKIaaHOCTI Iporpami - 1,3;

MOMPaBOYHUHN KOe(DILIEHT JIsl MPOTrpaMH il yac ii po3pookwu - 0,07;

NOTOAMHHA ory1aTa nporpamicta - 140 rpu/rox;

o ok~ w D P

IIBUJKICTh 3pOCTAaHHS BAPTOCTI poO0YOI CHIIM Yepe3 HEAOCTATHIN OMHKC
npoosemMu

-1,2;

7. kBamiQikaiHui Koe(IlieEHT NpOorpamMicTa, BU3HAYCHHUI CTaxkeM poOOTH 3a
Li€ro crenianizauiero - 1,2;

8. BapTicTh ronuHU poOOTH 32 KOoMI'toTepoM -50 rpH/Tox.

Pamionanizamist poO0oTH B Tpoiieci po3poOKH TPOrPaMHOrO 3a0e3MeUCHHS
3HAYHO YCKJIAJIHIOEThCA 4Yepe3 TBOPUYMU XapakTep poOoTu mporpamicra. OTxe,
CKJIQJIHICTh PO3POOKH MPOTrpaMHOro 3a0e3MEeUeHHS MOXKe OyTH po3paxoBaHa Ha
OCHOBI CHCTEMH MOJIEJIEH 3 pI3HUMU OL[IHKAMH TOYHOCTI.

CknanHicTh po3pOOKM TPOrpaMHOro 3a0e3MeyYeHHsT MOXHa po3paxyBaTH 3a
dbopmyiioro:

+T

m=T,+ T+ T+ T+T
0 a a n vene  JIIOAUHO-TOOUHU, (31)

ioeanvHull

Jie BUTpaTH Ha MiATOTOBKY Ta OMUC nocaau (mpumyckanucs 50 JT0AUHO-TO/IUH);
ty- BUTpaTH mpatii, MOB'sA3aH1 3 BUBYCHHSIM aJITOPUTMY PO3B's3aHHS 3a]1a4i;

a- BUTPATH Tpall, NOB's13aHi 3 po3pOOKOI0 OJIOK-CXEMU aITOPUTMY;
Micmo-BUTpATH IIJIATH 3a MPOTPaMyBaHHs 32 TOTOBOIO OJIOK-CXEMOIO;

Hacnpaesoi- ButpaTu npaiii, moB's3aHi 3 KOH}Irypalier nporpaMyu Ha KOMIT'OTepi;
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td- BuTpaTH Ha orIaTy mparli, NOB'sI3aHi 3 BUTOTOBJICHHSIM JTOKYMEHTAIII.
BapticTe poO0OTH KOMIIOHEHTA 3aJIe’KUTh BiJl YMOBHOI KIJIBKOCTI OTIEPaTOPIB Y
MIPOrpaMHOMY 3a0e3MeUeHH], sIKE PO3pPOOIISIETHCA.
YMOBHa KUIBKICTh oniepatopiB (OpeH/IiB):

Q =g X 1+ (I+ m),

7ie q - po3paxyHKoBa KiIbKicTh onepaTopi (1300);
C- koedirieHT ckiaaaHocTi nmporpamu (1,6);
C- TIONIPABOYHMM KOE(PILIEHT IPOrPaMH 111 Yac il CTBOPEHHS

(0,05). OTxe, yMOBHA KUIBKICTh OTIEPATOPIB y MPOTpaMI:
Q=1,3-1048 - (1 +0,05) = 1430,52

BapricTh poOiT 3 po3po0KH onucy npodieMu BU3HAYAETHCS 3 YPaxXyBaHHIM

cnerudikaiii onucy Ta KBamiQikaiii mporpaMmicra:

_ QS
"y~ (75.85) ]

K

y, JIOAMHO-TOAWHU,

ne B — mBuakicTe 301bIIEHHS BUTpaT Ha OIUIATY Mpall 4yepe3 HeIOCTaTHIN
OTHC TIPOOJIEMU;

K- KBali(ikamiiHuii Koe(ImieHT MporpamicTa, BU3HAYEHUN CTaKeM POOOTH 3a
€10 CHEIIaIbHICTIO, JAJISl CTaXKyBaHHS BiJ 3 10 5 pOKiB CTAaHOBUTH 1,2.

[Ipunyctumo 301IbIIEHHS BHUTPAT Ha OIUIATY TMpail dYepe3 HEIO0CTaTHIO
nocaioBy 1HCTpyKIito Ha 50% abo menme (B = 1,2). BpaxoByroun kBamidikamiiamii
koedimienT k = 1,2, oTpuMyeMO BHUTpaTH Ha OIUIATy Mpalll HAa CKIAJaHHS OIUCY

3aBJaHHAA:
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ty=(1430 - 1,2)
(75 -1,2) =19 rogun poboTu
BapTicTh pob0TH 3 po3p00OKH aNropuTMy PO3B’sI3yBaHHS 3a7a4 BUSHAYAETHCS 32
dbopmyoro:

_ Q
m=—————
(200125) [
K

, IIOIMHO-TOANHH, (3.2)

ne Q — yMOBHE YHCJIO MPOTPaMHUX OIEPaTopiB;
K- KBaM(piKaiitHUI Koe(iLieHT PO3pOOHUKA.

[limcTaBuBIIM BIAMOBIIHI 3HAYeHHS Y hopmydry (3.2), JTFOAMHO-TOAUHH:

1165
TAk= (20 - 1.2)= 49 roqun poboTH.

Burpatu Ha po3poOKy IIporpaMmu 3a FOTOBOIO CXEMOIO:

_ Q
" 200125) 1

K

, JITIOIMHO-TOIVH.

(1165 - 1,2)

20 - 1.2) _

MH= 58 roguH poOOTH.

ButpaTtu Ha BUHaropoay 3a BCTAHOBJICHHSI IPOTPaMy Ha KOMIT I0Tep:

- 34 YMOBH aBTOHOMHOI'O HAJIAITYBAHHS OAHOI'O 3aBJaHHA:

mic)eavbnmi = Q . 9 HIOJIHHO'FOIH/IH
: (4.5)
K
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1165
- (5-1.2)-

Mipeanvruii—

194 ronuan poOOTH.

bI

- MiIsITa€ KOMIUIEKCHIN Momudikarii 3aBqaHHs:

k  —
7 15 ,, ,JIFOOMHO-TOJMH.
T ane

Huil

wek=1,5 - 194 =291 mroauHO-TO/I.

ButpaTu Ha orutaty mnpartii Ha mMiATOTOBKY JOKYMEHTAIlll BUSHAYAIOTHCS 32
dbopmyIioro:

Maene™ Twowo ™ Tpotumu | 1150 ruHO-TO/1HHY,

aetdr- ckimagHICTh MIATOTOBKH MaTepialiB i pyKOIHKCIB:

- Q

m =——— | JIOAUHO-TOJINHU,
meue - (15..20) [ A A

K

tdo- ckmaaHiCTh CKITaaHHs, APYKY Ta PeeCTpallii JOKyMEHTAITIT:

mpoﬁumu:0’75D Tmomoﬂ HIOHHHO-FOHHH-

[TizmcraBnsroun BiAMOBIIHI 3HAYCHHS, OTPUMYEMO:

1165
tdr= (18 * 1.2)=54 roquun poboTH.

tdo=0,75 - 316 = 41 mr0AUHO-TOLI.
td= 54 + 41 = &proaux podOTH.



[Toepratouuce 10 popmyinu (3.1), OTpuMy€EMO MOBHY OIIHKY TPYJOMICTKOCTI

PO3pOOKH MPOTrpaMHOro 3a0e3NeUeHHS:

m=50+22+49+ 58 + 194 + 95 = 468 1r0AUHO-TOAMH.
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3.2. Po3paxyBaTu BapTicTh CTBOPEHHSI POrpaMu

Bapticts po3poOku mporpamuoro 3abesmeuenHss KIIO Bxirouae BapTicTh
BUKOHaBIl mporpamu 33[1 Ta BapTicTh MaAIIMHHOTO Yacy, HEOOXIAHOTO IS
BCTAHOBJICHHS IIPOrpaMu Ha KOMIT FOTEPi:

Kna=s3nt us , TpH

OmaTa mparii miapsSAHUKIB BUSHAYAETHCS 32 (POPMYIIOH0:
Bls= U Cor, TPUBHS,

7e: t - 3araJibHa BUTpaTa Ipaii, JF0AUHO-TO;

CIIP- cepenns nmoroJuHHa 3apo0iTHA IJ1aTa MpOrpaMicTa, IpH/TO]

k1o BpaxyBatu, 1110 CEPEIHS MOr0IMHHA 3ap00ITHA IJ1aTa IporpamicTa
CTaHOBUTH 58 TPH/TOM, TO OTPUMAEMO:
3311= 468 - 140 = 65 520 rpH.

BapTicTh MammHHOTO yacy, HEOO0X1THOTO JIJIsl HAJIAarO/PKEHHS KOMIT FOTEPHO1

MIpOTpaMM, BUBHAYAETHCS 32 POPMYJIOIO:

Bl =T, C
ﬂmv i0eanvHutl Aly'{eHuIC’ l"pH . (3 ) 3)

ne Hacnpasoi- cknaiHICTh KOH(ITypalli mporpaMu Ha KOMI'tOTepi, roj;
Ilobauumu- xommn. rogus, TpH./roa. (13 rpH./rom.).
[TincTaBUBIIM BIAMOBIIHI 3Ha4eHHS Y (hopmydty (3.3), BU3SHAUTE BUTPATH,

HEOOX1/TH1 JIJIT KOPUTYBaHHS MaIlIMHHOTO Yacy:

3me=224 - 50 = 11 200 rpH.

OT1xe, BapTICTh PO3POOKH MPOrPaMHOTO 3a0€3ICUCHHS:
KI10=65 520 + 11 200 = 76 720rpH.

OpieHTOBHHM TIEPi0]1 PO3POOKHU MPOTPAMHOTO 3a0€3ICUCHHS:
7= e

E ™
x e IIPOITYyCKATH.

ne Bk - kinbKicTh akTOpiB (H0piBHIOE 1);

58



Fp- micsunuii pona podoudoro yacy (mpu 40-ronMHHOMY pOOOUOMY THXKHI).
Fp= 176 roqun).

OT1xe, BapTICTh pO3pOOKH MPOrPaMHOI0 3a0€3MEUCHHS:
468

=0 - 176)~3 picaui

aoaaToK: IrpoBuil M0MaTOK NpH3HAYCHUHN IS TOTO, MO0 HaJgaTH TPaBIICBI
MOXJIMBICTh 3a0IIaAUTH Yac 1 HACOJIOJKyBaTuCs BUIbHUM dYacoM. IliHa i€l
nporpamu 76 720 TpH. 1 He MOTpeOye MOAATKOBUX BUTpAT Ha PO3POOKY MPOEKTY.
OpieHTOBHMI TepMiH PO3POOKH - 3 Micsi. TepMiH OB’ sA3aHUM 3 BEJIUKOIO KUJIBKICTIO
OIlepaTopiB 1 BKJIIOYAE Yac HA JOCIIHKEHHS Ta PO3POOKY aJIrOPUTMY BHUPIIICHHS
npoOJsieM, po3poOKy TMPOEKTy, PO3poOKy IrpoBOro JAojarka Ta MiJATOTOBKY

JTIOKYMEHTAITi.
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BUCHOBKH

Mertoro kBamiikamifHoi podotu € po3podka 2D-irpoBoro gojaTka 3 KaHPY
Arcade, sxuii 3a0e3MeYnTh KOPUCTYBAaUYEBl IrPOBUI MPOIIEC Ta JO3BOJIUTH CKOPOTUTH
yac nepeOyBaHHs Ha kKapaHTuHi. [Ipu po3poOiii Oy BpaxoBaHi CydyacHI METOAU Ta
IHCTPYMEHTH 11 CTBOPEHHS PI3HOMAHITHHUX 1rOp.

Po3pobnennii nu3aitH pu3HAYEHUN NJIs1 PO3BAKAIBHUX IIIJICH, aje JOIoMarae
KOPUCTYBau€Bl PO3BUBATH HABUYKH MO3KY — MOKpAIyBaTH PEAKII0 Ta YYTIUBICThH
pyXOoMuUX 00’€KTIB y Ipi.

[Iporpama mnpamtoe Ha Android, Mo MHMPOKO BHUKOPHUCTOBYETHCS LLIHOBOKO
ayuTopiero npoaykTy. Po3poOka Bemacsi Ha BUCOKOPIBHEBIN MOBI MpOTrpaMyBaHHS
C#, mo 103BOJII€ BIJHOCHO TOYHO MAaHIIYJIOBATH PECYpPCAMHM 1 JI03BOJISIE€ OCSATATH
JIOCTATHIX PE3yJIbTATIB MPHU MIBUJIKOCTI poOOTH mIporpamu. JlomoMixkHi MeToau Oyiu
BUKOpHUCTaHi irpoBuM nBIKKOM Unity Engine. OCHOBHUM 3aBAaHHSIM KOPHUCTyBaya
OyJI0 MPUEMHO MPOBECTH YaC.

«EKOHOMIYHUN  pO3AUD» BU3HAYAE€ CKIAIHICTh PO3POOKH MOPOrpaMHOrO
3abe3rneueHHs (468 NMIOIWHO-TOJIMH), OPIEHTOBHY BapTICTh PO3POOKH MPOTPAMHOTO

3abe3neueHHs (76 720TpH.) Ta po3paxXyHKOBUI TepMiH po3poOKH (3 Micsili).
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JIOJIATOK A
KOJI TIPOTPAMM

PlayerMover.cs — rosioBHuii ¢aiiji KepyBaHHS IrpOKOM

using DG.Tweening;

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;

[RequireComponent(typeof(Rigidbody2D), typeof(CircleCollider2D), typeof(PlayerSkin))]
[RequireComponent(typeof(BoxCollider2D))]
public class PlayerMover : MonoBehaviour
{
[SerializeField] private float _jumpForce = 5f;

[SerializeField] private float _planeRaiseForce = 10f;

[SerializeField] private float _rotationTime = 0.5f;
private float _rotationAngle = Of;

private float _planeRotationAngle = 40f;

private float _cameraRotationAngle = 7.5f;

private float _rotationAngelOnDeath = 7.5f;
public float RotationAngle { get => _rotationAngle; set => _rotationAngle = value; }
[SerializeField] private LayerMask _safeObstaclesLayerMask;

[SerializeField] private ParticleSystem _deathParticle;

[SerializeField] private ParticleSystem _jumpParticle;

private Rigidbody2D _rigidbody;
private PlayerSkin _playerSkin;

private BoxCollider2D _boxCollider;
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private CircleCollider2D _circleCollider;

private Collider2D _hitCollider;

private Vector2 _jumpDirection;

private Vector3 _spawnPosition;

public float SetSpawnPosition { get => _spawnPosition.y; set => _spawnPosition = new Vector3(_spawnPosition.x, value,

_spawnPosition.z); }

private readonly float _respawnTime = 2f;

private readonly float _deathParticlePlaybackTime = 0.33f;

private readonly float _initialGravity = 11.5f;

private readonly float _planeGravity = 2f;

private readonly float _positioninfelicity = 0.1f;

private readonly float _overlapBoxInfelicity = 0.05f;

private readonly float _upPlaneRotationSmooth = 3f;

private readonly float _downPlaneRotationSmooth = 1.5f;

private MovementType _moveType = MovementType.Default;

private List<MovementType> _savedMoveTypes = new List<MovementType>();

public MovementType SavedMoveType => _savedMoveTypes[_savedMoveTypes.Count - 1];

public bool IsDefaultMoveType => _moveType == MovementType.Default || _moveType == MovementType.Slider ||

_moveType == MovementType.Scaled,;

private bool _isGrounded,;
private bool _isJumping;
private bool _isRepeatingJump;
private bool _isDead,;

public bool IsDead => _isDead;

public bool IsGrounded => _isGrounded;
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public event Action Died;
public event Action Revieved;
public event Action<float> SliderPortal Triggered;

public event Action<bool> PlanelnputChanged;

private Coroutine _deathCoroutine;

private Coroutine _fallingCoroutine;

private float _sawRotationAngle = -180f;

private Sequence _tweener;

private void Awake()

{
_rigidbody = GetComponent<Rigidbody2D>();
_playerSkin = GetComponent<PlayerSkin>();
_boxCollider = GetComponent<BoxCollider2D>();

_circleCollider = GetComponent<CircleCollider2D>();

_spawnPosition = transform.position;

_jumpDirection = transform.up;

_savedMoveTypes.Add(MovementType.Default);

private void Update()
{
if (_isDead) { return; }

if (IsPointerOverUlObject()) { return; }

if (Input.GetMouseButtonUp(0) && (_moveType == MovementType.Default || _moveType == MovementType.Slider ||
_moveType == MovementType.Scaled))

{

_isRepeatingJump = false;

if (_moveType == MovementType.GravityChanging)
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_hitCollider = Physics2D.OverlapCircle(transform.position, _circleCollider.radius, _safeObstaclesLayerMask);

}

else if (_moveType != MovementType.Plane)

{

_hitCollider = Physics2D.OverlapBox(transform.position, new Vector2(transform.localScale.x - _overlapBoxInfelicity,

transform.localScale.y + _overlapBoxInfelicity), transform.rotation.z, _safeObstaclesLayerMask);

}

else

_hitCollider = Physics2D.OverlapBox(transform.position, new Vector2(transform.localScale.x, transform.localScale.y +

0.3f), transform.rotation.z, _safeObstaclesLayerMask);

}

_isGrounded = _hitCollider = null;

Move();

private void Move()

{
switch (_moveType)

{

case MovementType.Default:
DefaultMovement();
break;

case MovementType.Scaled:
DefaultMovement();
break;

case MovementType.GravityChanging:
GravityMovement();
break;

case MovementType.Plane:
PlaneMovement();
break;

case MovementType.Slider:
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SliderMovement();

break;

if (_spawnPosition.x > transform.position.x + _positionInfelicity || _spawnPosition.x < transform.position.x -

_positioninfelicity)

{
TryDie();
}
else if (_spawnPosition.x != transform.position.x)
{
transform.position = new Vector3(_spawnPosition.x, transform.position.y, transform.position.z);
}
}

private void DefaultMovement()

{
if (Input.GetMouseButtonDown(0))

{

_isRepeatingJump = true;

if (_isRepeatingJump && _isGrounded)
{

_isGrounded = false;

_isJumping = true;

StartCoroutine(Jump());

private void SliderMovement()

{
if (Input.GetMouseButtonDown(0))
{
_isRepeatingJump = true;
}
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if (_isRepeatingJump && _isGrounded)
{

_isGrounded = false;
_isJumping = true;

StartCoroutine(Jump(true));

private void GravityMovement()

{
if (Input.GetMouseButtonDown(0) && _isGrounded)

{
_rigidbody.gravityScale = -_rigidbody.gravityScale;

_tweener.Kill(false);
transform.rotation = Quaternion.Euler(Vector3.zero);

_tweener = DOTween.Sequence();

_sawRotationAngle = _sawRotationAngle > 0 ? -180f : 180f;

var rotation = transform.DORotate(new Vector3(0f, Of, _sawRotationAngle), 0.6f).SetEase(Ease.Linear);

_tweener.Append(rotation).SetLoops(-1, LoopType.Incremental);

private void PlaneMovement()

{
if (Input.GetMouseButtonDown(0))

{
_rigidbody.velocity = new Vector2(0, 0);

PlanelnputChanged.Invoke(true);
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if (Input.GetMouseButtonUp(0))

{

PlanelnputChanged.Invoke(false);

if (Input.GetMouseButton(0))

{
_planeRotationAngle = Mathf.Abs(_planeRotationAngle);

_rigidbody.AddForce(_planeRaiseForce * Time.deltaTime * Vector2.up, ForceMode2D.Impulse);

else

_planeRotationAngle = -Mathf.Abs(_planeRotationAngle);

var smooth = _planeRotationAngle > 0 ? _upPlaneRotationSmooth : _downPlaneRotationSmooth;

if (_isGrounded)
{
transform.rotation = Quaternion.Lerp(transform.rotation, Quaternion.Euler(0f, Of, Of), smooth * 2f * Time.deltaTime);

return;

transform.rotation = Quaternion.Lerp(transform.rotation, Quaternion.Euler(0f, Of, _planeRotationAngle), smooth *

Time.deltaTime);

private IEnumerator Jump(bool _isSilder = false)
{
_isRepeatingJump = false;
_rigidbody.velocity = new Vector2(0, 0);

_rigidbody.AddForce(_jumpDirection * _jumpForce, ForceMode2D.Impulse);

if (_fallingCoroutine == null && !_isSilder)

{

_rotationAngle -= 179f;
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_fallingCoroutine = StartCoroutine(Rotate(Quaternion.Euler(new Vector3(0f, Of, _rotationAngle)), _rotationTime));

}
else if (_isSilder && _fallingCoroutine == null)

{

_fallingCoroutine = StartCoroutine(WaitForGround(_rotationTime));

yield return new WaitForFixedUpdate();

_isRepeatingJump = true;

private IEnumerator Rotate(Quaternion endValue, float lerpDuration)

{

float time = 0;

var startValue = transform.rotation;

while (time < lerpDuration)

{

transform.rotation = Quaternion.Lerp(startValue, endValue, time / lerpDuration);

time += Time.deltaTime;

yield return null;

_rotationAngle -= 1f;

transform.rotation = Quaternion.Euler(new Vector3(0f, Of, _rotationAngle));

_fallingCoroutine = null;

yield return new WaitUntil(() => _isGrounded);

_isJumping = false;

private IEnumerator WaitForGround(float duration)
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yield return new WaitForSeconds(duration);

_fallingCoroutine = null;

yield return new WaitUntil(() => _isGrounded);

_isJumping = false;

private void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject. TryGetComponent(out Obstacle obstacle))
{
if (obstacle.ObstacleType == ObstacleType.Spike && _deathCoroutine == null)
{
TryDie();
}
}
}

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.gameObject. TryGetComponent(out Obstacle obstacle))

{
switch (obstacle.ObstacleType)

{

case ObstacleType.GravityPortal:
{

_moveType = _moveType == MovementType.Default ? MovementType.GravityChanging :
MovementType.Default;

transform.rotation = Quaternion.Euler(Vector3.zero);

_rotationAngle = 0f;

if (_moveType == MovementType.Default)

{
_rigidbody.gravityScale = Mathf.Abs(_rigidbody.gravityScale);
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_circleCollider.enabled = false;
_boxCollider.enabled = true;
_jumpParticle.gameObject.SetActive(true);

StopRotation();

else

_circleCollider.enabled = true;
_boxCollider.enabled = false;
_jumpParticle.gameObject.SetActive(false);

StartRotation();

}

break;
case ObstacleType.PlanePortal:
{
_moveType = _moveType == MovementType.Default ? MovementType.Plane : MovementType.Default;
_rigidbody.gravityScale = _moveType == MovementType.Plane ? _planeGravity : _initialGravity;
transform.rotation = Quaternion.Euler(Vector3.zero);
_rotationAngle = 0f;
}
break;
case ObstacleType.SliderPortal:
{
_moveType = _moveType == MovementType.Default ? MovementType.Slider : MovementType.Default;
transform.rotation = Quaternion.Euler(Vector3.zero);

_rotationAngle = 0f;

if (_moveType == MovementType.Slider)

{

SliderPortal Triggered?.Invoke(_cameraRotationAngle);

_cameraRotationAngle = -_cameraRotationAngle;

else
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SliderPortal Triggered?.Invoke(0f);

_cameraRotationAngle = Mathf.Abs(_cameraRotationAngle);

}

break;

case ObstacleType.SliderRotationChanger:

{

SliderPortal Triggered?.Invoke(_cameraRotationAngle);

_cameraRotationAngle = -_cameraRotationAngle;

}

break;

case ObstacleType.ScalePortal:

{

_moveType = _moveType == MovementType.Default ? MovementType.Scaled : MovementType.Default;

break;

if (_moveType == MovementType.Default || _moveType == MovementType.Scaled)

{
_jumpParticle.Play();

else

_jumpParticle.Stop();

public void TryFallDown(float angle, float rotationTime)
{
if (!_isJumping && _hitCollider == null)
{
angle -=1;

_rotationAngle -= angle;
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StartCoroutine(Rotate(Quaternion.Euler(new Vector3(0f, Of, _rotationAngle)), rotationTime));

private void TryDie()

{
if (_deathCoroutine == null)
{
_deathCoroutine = StartCoroutine(Die());
}
}

private IEnumerator Die()

{
_isDead = true;
_rigidbody.velocity = Vector2.zero;
_rigidbody.isKinematic = true;

_playerSkin.SpriteRenderer.enabled = false;

StopRotation();

Died?.Invoke();

_deathParticle.gameObject.SetActive(true);
yield return new WaitForSeconds(_deathParticlePlaybackTime);
_deathParticle.gameObject.SetActive(false);

yield return new WaitForSeconds(_respawnTime);

DeathType();

_rigidbody.isKinematic = false;
_playerSkin.SpriteRenderer.enabled = true;
_isDead = false;

Revieved?.Invoke();
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_deathCoroutine = null;

private void StartRotation()

{
transform.rotation = Quaternion.Euler(Vector3.zero);
_tweener = DOTween.Sequence();

var rotation = transform.DORotate(new Vector3(0f, Of, _sawRotationAngle), 0.6f).SetEase(Ease.Linear);

_tweener.Append(rotation).SetLoops(-1, LoopType.Incremental);

private void StopRotation()

{

_tweener.Kill(true);

if (_sawRotationAngle > 0)

_sawRotationAngle = -Mathf.Abs(_sawRotationAngle);

private bool IsPointerOverUIObject()

{
PointerEventData eventDataCurrentPosition = new PointerEventData(EventSystem.current);
eventDataCurrentPosition.position = new Vector2(Input.mousePosition.x, Input.mousePosition.y);
List<RaycastResult> results = new List<RaycastResult>();
EventSystem.current.RaycastAll(eventDataCurrentPosition, results);

return results.Count > 0;

private void DeathType()

{
if(_savedMoveTypes.Count == 0)

{
Debug.LogError("SAVED MOVE TYPES COUNT IS 0");

return;
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switch(_savedMoveTypes[_savedMoveTypes.Count - 1])
{
case MovementType.Default:

{
_circleCollider.enabled = false;
_boxCollider.enabled = true;
_isRepeatingJump = false;
_rigidbody.gravityScale = Mathf. Abs(_initialGravity);
transform.SetPositionAndRotation(_spawnPosition, Quaternion.Euler(Vector3.zero));
_moveType = MovementType.Default;
_rotationAngle = 0f;
transform.localScale = Vector3.one;
_cameraRotationAngle = Mathf.Abs(_cameraRotationAngle);
SliderPortalTriggered?.Invoke(0f);
break;

}

case MovementType.Scaled:

{
_circleCollider.enabled = false;
_boxCollider.enabled = true;
_isRepeatingJump = false;
_rigidbody.gravityScale = Mathf.Abs(_initialGravity);
transform.SetPositionAndRotation(_spawnPosition, Quaternion.Euler(Vector3.zero));
_moveType = MovementType.Default;
_rotationAngle = 0f;
transform.localScale = Vector3.one;
_cameraRotationAngle = Mathf.Abs(_cameraRotationAngle);

SliderPortalTriggered?.Invoke(0f);

break;

}

case MovementType.GravityChanging:
{
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_circleCollider.enabled = true;

_boxCollider.enabled = false;

_isRepeatingJump = false;

_rigidbody.gravityScale = Mathf.Abs(_initialGravity);
transform.SetPositionAndRotation(_spawnPosition, Quaternion.Euler(Vector3.zero));
_moveType = MovementType.GravityChanging;

_rotationAngle = Of;

transform.localScale = Vector3.one;

_cameraRotationAngle = Mathf.Abs(_cameraRotationAngle);
SliderPortalTriggered?.Invoke(0f);

StartRotation();

break;
}

case MovementType.Plane:
{
_circleCollider.enabled = false;
_boxCollider.enabled = true;
_isRepeatingJump = false;
_rigidbody.gravityScale = Mathf.Abs(_planeGravity);
transform.SetPositionAndRotation(_spawnPosition, Quaternion.Euler(Vector3.zero));
_moveType = MovementType.Plane;
_rotationAngle = Of;
transform.localScale = new Vector3(0.7f, 0.7f, 0.71);
_cameraRotationAngle = Mathf.Abs(_cameraRotationAngle);

SliderPortal Triggered?.Invoke(0f);

break;
}
case MovementType.Slider:
{
_circleCollider.enabled = false;
_boxCollider.enabled = true;
_isRepeatingJump = false;

_rigidbody.gravityScale = Mathf.Abs(_initialGravity);
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transform.SetPositionAndRotation(_spawnPosition, Quaternion.Euler(Vector3.zero));
_moveType = MovementType.Slider;
_rotationAngle = Of;

transform.localScale = Vector3.one;

_cameraRotationAngle = _rotationAngelOnDeath;
SliderPortal Triggered?.Invoke(_cameraRotationAngle);

_cameraRotationAngle = -_cameraRotationAngle;

break;

public void SaveMoveType()

{
_savedMoveTypes.Add(_moveType);

if(_moveType == MovementType.Slider)
{

_rotationAngelOnDeath = -_cameraRotationAngle;

public void RemoveMoveType()

{
if (_savedMoveTypes.Count == 0)

{
Debug.LogError("SAVED MOVE TYPES COUNT IS 0");

return;

_savedMoveTypes.RemoveAt(_savedMoveTypes.Count - 1);
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public enum MovementType

{
Default,

GravityChanging,
Plane,
Slider,

Scaled

void OnDrawGizmos()

{

Gizmos.color = Color.red;
Gizmos.DrawWireCube(transform.position, new Vector2(transform.localScale.x, transform.localScale.y - 2f));

Gizmos.DrawWireSphere(transform.position, 0.5f);

}

Chunks.cs — ¢aiis 3aBaHTa:KeHHSI YaHKIB-PIBHIB
using UnityEngine;

public class Chunk : MonoBehaviour

{

[SerializeField] private Transform _start;
[SerializeField] private Transform _end,;

[SerializeField] private Transform _ticketPosition;
[SerializeField] private AnimationCurve _chanceFromDistance;

public Transform Start => _start;
public Transform End => _end;

public Transform TicketContainer => _ticketPosition;

public AnimationCurve ChanceFromDistance => _chanceFromDistance;
public void ChangeAnimationCurve(ChunksData curveData)

{

Keyframe[] keyframes = _chanceFromDistance.keys;

keyframes[0].time = curveData.FirstKeyTime;
keyframes[0].value = curveData.FirstKeyValue;

keyframes[1].time = curveData.SecondKeyTime;
keyframes[1].value = curveData.SecondKeyValue;

keyframes[2].time = curveData. ThirdKeyTime;
keyframes[2].value = curveData. ThirdKeyValue;

_chanceFromDistance.keys = keyframes;
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}
}

AudioSettings.cs — ckpunT KepyBaHHAM 3BYKOM

using UnityEngine;
using UnityEngine.Audio;
using UnityEngine.Ul;

public class AudioSettings : MonoBehaviour

{
[SerializeField] private AudioMixerGroup _audioMixerGroup;
[SerializeField] private Slider _musicSlider;
[SerializeField] private Slider _generalSlider;

[SerializeField] private Button _musicButton;
[SerializeField] private Button _generalButton;

[SerializeField] private Sprite _enabledMusic;
[SerializeField] private Sprite _disabledMusic;

[SerializeField] private Sprite _enabledGeneral;
[SerializeField] private Sprite _disabledGeneral;

private Image _musicButtonimage;
private Image _generalButtonlmage;

public void MuteMusic()
{

_audioMixerGroup.audioMixer.GetFloat("MusicVolume", out float volume);

if (volume > -80f)

{
_audioMixerGroup.audioMixer.SetFloat("MusicVVolume", -80f);
_musicSlider.value = Of;
_musicButtonlmage.sprite = _disabledMusic;

}

else

{

_audioMixerGroup.audioMixer.SetFloat("MusicVVolume", 0f);
_musicSlider.value = 1f;
_musicButtonlmage.sprite = _enabledMusic;

3
}

public void MuteGeneral()
{

_audioMixerGroup.audioMixer.GetFloat("GeneralVolume", out float volume);

if (volume > -80f)

{
_audioMixerGroup.audioMixer.SetFloat("GeneralVVolume", -80f);
_generalSlider.value = Of;
_generalButtonlmage.sprite = _disabledGeneral;

}

else

{
_audioMixerGroup.audioMixer.SetFloat("GeneralVVolume", 0f);
_generalSlider.value = 1f;
_generalButtonlmage.sprite = _enabledGeneral;

}

}
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public void ChangeMusicVolume(float volume)

{
if (volume < 0.01f)
{
_audioMixerGroup.audioMixer.SetFloat("MusicVolume", -80f);
_musicButtonlmage.sprite = _disabledMusic;
return;
}

_audioMixerGroup.audioMixer.SetFloat("MusicVolume", Mathf.Lerp(-50f, Of, volume));

if(_musicButtonlmage.sprite != _enabledMusic)

{

_musicButtonlmage.sprite = _enabledMusic;

}

}
public void ChangeGeneralVVolume(float volume)
{

if (volume < 0.01f)

{
_audioMixerGroup.audioMixer.SetFloat("GeneralVVolume", -80f);
_generalButtonlmage.sprite = _disabledGeneral;
return;

}

_audioMixerGroup.audioMixer.SetFloat("General Volume", Mathf.Lerp(-50f, Of, volume));

if (_generalButtonImage.sprite != _enabledGeneral)

{
_generalButtonlmage.sprite = _enabledGeneral;
}
}
public void LoadAudioSettings()
{

_musicButtonlmage = _musicButton.GetComponent<image>();
_generalButtonlmage = _generalButton.GetComponent<image>();

_musicSlider.value = PlayerPrefs.GetFloat("MusicSlider", 1f);
_generalSlider.value = PlayerPrefs.GetFloat("GeneralSlider", 1f);

ChangeMusicVolume(_musicSlider.value);
ChangeGeneralVVolume(_generalSlider.value);

}

private void OnDisable()

PlayerPrefs.SetFloat("MusicSlider”, _musicSlider.value);
PlayerPrefs.SetFloat("GeneralSlider”, _generalSlider.value);

}
}

CameraRotator.cs — ckpunT KepyBaHHsI KaMepOIo IJIsi 0THOTO 3 PEKUMIB
using System;

using System.Collections;

using UnityEngine;

public class CameraRotator : MonoBehaviour

{
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[SerializeField] private PlayerMover _playerMover;

private void OnEnable()

{
_playerMover.SliderPortal Triggered += SetAngle;
}
private void OnDisable()
{
_playerMover.SliderPortal Triggered -= SetAngle;
}
public void SetAngle(float value)
{

StartCoroutine(LerpRotation(value, 0.5f));
/ltransform.rotation = Quaternion.Euler(new Vector3(0f, Of, value));

}

private IEnumerator LerpRotation(float value, float duration)
{
float time = 0;
Quaternion startValue = transform.rotation;
Quaternion endValue = Quaternion.Euler(new Vector3(0f, Of, value));

while (time < duration)

{

transform.rotation = Quaternion.Lerp(startValue, endValue, time / duration);
time += Time.deltaTime;
yield return null;

}

transform.rotation = endValue;

}
}
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