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OO0'exT po3poOKHK: IPOrpaMHUM JOAATOK JIJIsl peaizailii KOMIT I0TEpHOI TpH -
maTdopmepa.

Mera xBamidikaiiifHoi poOOTH: aHai3 JOCTYITHMX TEXHOJOTIM Ta METOJIB
PO3pOOKH ISl CTBOPEHHSI ITPOBUX MPOTpaM Ta po3podOKa BIACHOI KoM oTepHi 3D
irpu B cepegouii UNITY 3D.

Y  BCTymi pO3MIISIIAEThCS  aHANI3 Ta Cy4dacHMM cTaH mpoOiemu,
KOHKPETH3y€ThCs MeTa KBamiikamidHoi poOOTH Ta Tamy3b I 3aCTOCYBaHHS,
HABEJCHO OOIPYHTYBaHHS aKTyaJbHOCTI TEMH Ta YTOYHIOETHCS MOCTAaHOBKA
3aBJIaHHS.

Y nmepmiomy po3auii MPOBEAEHO aHall3 MPEAMETHOI raiy3l, BHU3HAYEHO
aKTyaJIbHICTh 3aBJaHHA Ta TMPU3HAUYCHHS pPO3POOKHU, PO3poOJiIeHa TOCTAaHOBKA
3aBJIaHHS, 3a/laHi BUMOTH JI0 MPOTpamMHOi peani3allli, TeXHOJIOTIH Ta MPOrpaMHHUX
3ac001B.

VY npyromy po3auii BUKOHAHO aHaji3 ICHYIOYHMX pIillIeHb, 0O0OpaHo Iuiatgopmy
JUIsL pO3pOOKH, BUKOHAHO TMPOEKTYBAHHS 1 pO3poOKa MporpaMu, HABEJEHO OIHC
QITOPUTMY 1 CTPYKTypu (DYHKIIIOHYBAaHHSI MPOTpPaMH, BU3HAUYEHI BXIJAHI 1 BUXIJHI
JlaH1, HaBEJCHI XapaKTEPUCTUKU CKJIAJy MapaMmeTpiB TEXHIYHUX 3ac001B, ONMMCAHHMA
BUKIJIMK Ta 3aBaHTAXCHHsI POTPAMHU, OTHCaHa POOOTa MPOTpaMH.

B  exoHOMIYHOMY pO3[Il  BH3HAYEHO TPYAOMICTKICTH  pO3po0JIeHOi
1H(pOpMaIITHOI CUCTEMU, TPOBENCHUN MIAPAXYHOK BAPTOCTI pOOOTH MO CTBOPEHHIO
IporpaMu Ta po3paxoBaHO Yac HA OTO CTBOPEHHS.

[IpakTnuHe 3Ha4YeHHsS po3poOJIEeHOI poOOTHM  TOdsrae B CTBOPEHHI
MOBHOIIIHHOTO TPAIeCIPOMOXKHOTO J0JaTKa, M0 HaJa€ MOJIHMBICTh peali3yBaTh
KOMIT'IOTEpHY TPy, B SKIi BUKOPUCTOBYEThCA Cy4dacHUW rpadiyHUN TU3aliH,
HeBMOArIMBI MpaBUiia TPU, 3MiHA HAJAIITYBaHb IiJl KOHKPETHOTO TPAaBIs, Ta SKHMA
MPU3HAYEHUH JJI1 pO3Baru KOPUCTYBAviB.

AKTYaJbHICTh TaHOTO MPOTPAMHOT0 MPOAYKTY TOJIATAa€E B TOMY, IO B HAIIl Yac
€ JOUUIbHUM BHUKOPHUCTaHHS KOMIT IOTEPHUX BIJIEOITOp JUIS pO3Bar, a came Iis
mporpama 3a JOTIOMOTOK CY4acHHX MeToJiB po3poOku B cepenoBuili UNITY 3D
peaiidye rpy MOIMYJSIPHOTO KaHPy B TPUBUMIPHOMY IIPOCTOPI, a 17ei, 3aKiajeHi B ii
OCHOBY, TaKOXX MOXYTb OyTH B TIOJAJBIIIOMY BHKOPHCTaHI JJII CTBOPEHHS HOBHX
1rOp aHaJIOTTYHOTO CIIPSIMYBaHHS.

Cmucox  kmouoBux  cmB: [PA, KOMIIOHEHT, IIEPCOHAX,
[IPOEKTYBAHHS, IIPOTPAMYBAHHS, JW3AWH, IIPABWIA TIPH,
AJITOPUTM, ITIATPAMA, HAJIALLITYBAHHAI.



ABSTRACT

The note is explained: p., fig., table.,, dod., _ dzherel.

Object of distribution: software add-on for the implementation of a computer
gri - platformer.

Meta of high-quality robots: analysis of available technologies and methods of
rooting for launching games programs rooting power computers 3D games in the
middle of UNITY 3D.

At the entrance, the analysis of that current problem is examined, the meta of
the quality robots and the fixation is concretized, the definition of the relevance is
brought up by those that specify the statement of the problem.

At the first distribution, an analysis of the subject hall was carried out, the
relevance of the design and the designation of the distribution was determined, the
setting of the factory was broken, the settings were set before the software
implementation, technologies and software inputs.

In another section, a description of the analysis of existing solutions, a platform
for processing, a description of the processing and distribution of programs, a
description of the algorithm and structure of the functions of the programs, the values
of the input and output parameters of the data,

In the economic distribution, the labor is assigned to the breakdown of the
information system, the carrying out of work on the part of the robot and the program
is insured for an hour at the end.

The practical significance of the broken robotic field is in the opening of the
main legal support tool, so we have the ability to implement the computer group, in
which the victorious graphic design can be used, the simple rules for the concrete
presentation

The relevance of this software product is due to the fact that, in our hour, we
are the assistant of the computer video games for rozvag, and the program itself for
the additional modern methods of rosetting in the middle of UNITY 3D, realizing the
gross popular triple genre - the shooter ii basis, it can also be found in a local
vicarystani for the establishment of new igors of an analogous way.

Keywords: GRA, COMPONENT, CHARACTER, PROJECT, PROGRAM,
DESIGN, GRI RULES, ALGORITHM, DIAGRAM, NALASHTUVANNYA.




IEPEJIIK YMOBHHUX ITO3HAYEHbB

IC — indopmariitHa cucrema;

OC — omnepariifHa cucTeMa,

[13 — mporpamue 3a0e3neueHHs;
ITIK — nepcoHaIbHUN KOMIT FOTEP;

IT — iHpopmarriitHi TEXHOJIOTI].
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BCTYII

[rpu MOXyTh HECTH HE TUIBKM PO3BaXKAJIbHUM XapakTep, aje 1 3MYyIIyBaTH
3aJlyMaTHUCs, TIEPEKUBATH, TTITHIMATH CEPUO3HI TTIOOATbHI Ta TICUXOJIOTIYHI TUTAHHSI.
Tomy irpm MoOXHa Ha3BaTH Cy4YaCHUM BHUJOM MHCTEITBA, 4aCOM BOHH JapylOTh
eMOIIId He MEHIIIe, HK Meperyial KiHoh1IpMy a00 TeaTpaibHOI MOCTAHOBKH.

Po3poOka Bimeorpu — CKIaJAHUN TPOLEC, KU BUMAarae MIMPOKOTO CHEKTPY
yMiHb 1 BKJIIOYa€e B ceOe OaraTo erariB, MOYMHAIOYM 3 aHATI3y Ta IJIaHyBaHHS
MaiOyTHBOI I'PH, 3aKIHUYIOUHM ONTUMI3aLI€I0 1 MPOCYBAHHSIM KOPUCTYBay€eBl.

Mertoro kBamidikaiiifHoi poOOTH € aHali3 JOCTYIMHUX TEXHOJOTi Ta METO/IIB
PO3pOOKH sl CTBOPEHHSI ITPOBUX MPOTpaM Ta po3podOka BIACHOI KoMl toTepHi 3D
irpu B cepepouil UNITY 3D.

JIns MOCATHEHHS TOCTAaBJICHOI METH, PO3POOHUKY HEOOXITHO JOCIIIUTH
HACTYTIHI 3aBJIaHHSA:

1. [IpoaHasni3yBaTH KaHpH BIIEOIrOp.

2. JletanbHO po310paTuCs 3 BIACTUBOCTSIMU apKaJHUX KOMIT FOTEPHUX 1TOP.

3. BucyHyTy BUMOTH 10 BJIaCHOT TPH.

4. CTBOpUTH IM3aitH irpoBOT0 0hopMIICHHS.

5. CTBOpUTH MpOTpamMy peajizailio BjIacHOi KoM 10TepHoi rpu «Break your
hands».

B pesynbraTi BUkoHaHHS po6oTH Mae OyTu peanizoBaHa 3D rpa mij Ha3BOIO
«Break your hands» B cepemosumni UNITY 3D.

Jlnst 1i peamnizanii HEOOX1AHO BUKOHATH HACTYIIHI €Tany NPOEKTYBAHHS:

— Bi3yasrizallisi irpoBOTo MpoIecy;

— B32€MO/IISI 3 KOPUCTYBayEM;

— JIoTiKa TPH.

[IpakTuune 3HaueHHA po3po0JeHOi pobOTM ToNsirae B CTBOPEHHI
MOBHOIIIHHOTO TPAIeCIPOMOXKHOTO J0JaTKa, M0 HaJa€ MOXJIHMBICTh peali3yBaTh

KOMIT'IOTEpHY TPy, B SIKIi BUKOPUCTOBYETHCA Cy4dacHUU rpadiuyHUN TU3aiiH,



HEBUOArjaMBl MpaBuja TPy, 3MiHA HANAIITyBaHb M1l KOHKPETHOTO TpaBIld, Ta SIKUN
pU3HAYEHUH JJIs1 pO3Baru KOPUCTYBaUiB.

AKTYaJbHICTh TaHOTO MPOrPAMHOIO MPOAYKTY MOJISATa€e B TOMY, IO B HAIIl Yac
€ JOIUIbHUM BHKOPUCTAaHHS KOMII'IOTEpPHUX BiJ€OIrOop A po3Bar, a came If
mporpama 3a JOMOMOI'OI0 Cy4acHHX MeToiB po3poOku B cepenoBuili UNITY 3D
peaiizye rpy NONYJISIPHOTO KaHPY B TPUBUMIPHOMY IIPOCTOPI, a 171€1, 3aKjajeH1 B 1i
OCHOBY, TaKOX MOXYTbh OyTH B IMOJAJbIIOMY BHUKOPHUCTaH1 JUIsI CTBOPEHHS HOBHX
Irop aHaJIOT1YHOT'O CIPSIMyBaHHS.

Jlana mporpama - Tpa MOXKE BHKOPHUCTOBYBATHUCh KOPHCTyBadamH IS

pPO3BaXKaJIbHUX 3aXO0/(1B Ta IPUEMHOTO BIATIOYMHKY 32 KOMIT FOTEPOM.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA IOCTAHOBKA 3AJJAUI

1.1. 3araJuabHi BifoMOCTi 3 MpeAMeTHOI raay3i

3a1J1 po3Baru JIFOAU MOYaIM CTBOPIOBATH BCE OLIBIIE 1 O1IbIIE irop. Y AesSKuX
3 HHX OpaBCs 3a OCHOBY IEPEBIPEHHA pPOKAMH CIIOPTUBHUN TPHUHIUI, J€ JIIOIU
3Marajgucs Mix co0or. AJie CloYaTKy BUKOPUCTOBYBAJIMCS HE CIpPaBXHI IpaBlil, a
Tak 3BaHi NPC — 00’ekTu, HajlIeH1 IEBHOIO JOT1KO0 po3podHukoM. i NPC noyanu
CTBOPIOBATH 3 METOI0 TEPENIKOAW TPaBIfO, MJs CTBOPEHHS IEBHOTO IHTEpECy
MPOXO/KEHHS T'pU. TakuM YHHOM, PO3IMOYATIACH ICTOPISl IrOp XKAHPY IIyTep, KOTPUN
CTaB OCHOBHHM Y IIpOBI1i 1HIYCTpIi.

[Tnardopmep (anra. Platformer, platform game) — sxanp koMm'toTepHUX irop, B
SKUX OCHOBHOIO PHCOIO ITPOBOTO MPOILIECY € CTpuOaHHs Mo TuiargopMmax, Ja3iHHS 10
cXojax, 30MpaHHs NpPeIMETIB, 3a3BUYail HEOOXITHUX AJIA 3aBEepLICHHS piBHA. Jlesaki
IpeIMETH, 3BaHl mnayep-amami (aHri. Power-up), HaaUIAIOTh KEPOBAHOIO TPaBIIEM
nepcoHaka OCOOTMBOIO CHIIOKO, SIKa 3a3BUYA BHUYEPIYETHCS 3T0J0OM (HAIIPHUKIIAL:
CWJIOBE T0JI€, MPUCKOPEHHS, 30UIbIIIEHHs BUCOTU CTpUOKiB). KonekiitHi npenmeru,
30por0 1 «rayeep-am» 30UpalOThCs 3a3BUYAN MPOCTUM JOTUKOM TEPCOHaXKa 1 s
3aCTOCYBaHHS HE BHMMAralTh CHelialbHUX Jii 3 00Ky rpaBud. Pinme mpenmeru
30UparoThCsl B «IHBEHTAp» TEpOsi 1 3aCTOCOBYIOTHCS CHEIlabHOI KOMaHIOM (Taka
MOBEJIIHKA OUIbII XapakTEepHO JUIS apKaJHUX ToOJIOBOJIOMOK). IlomiOHuii >xaHp
KOMI'IOTEPHUX 1TOP Caia-CKpOJLIEp.

Jlokamis. (Bim mat. Locatio — po3wmiteHHs, po3no/ii). binaeimicts cydyacHUX
TAyMa4HUX CJIOBHUKIB 1 CHIIMKIIONEI BU3HAYAIOTH JIOKAIII0 B CAMOMY HIUPOKOMY
CeHCl K BHM3HAYEHHS MiCLs po3TallyBaHHsA 00'exkta. Hac wikaBUTH OUIbII BY3bKe
3HAUEHHS TEPMiHA, SIKE BUKOPUCTOBYETHCS IPOrPaMiCTaMU, IO CHEIaTi3yIOThCsl Ha
CTBOPEHHI KOMITIOTEpHUX 1rop. B 1boMy ceHcl, Jokailisi — II¢ OKpema YacThHa
ITPOBOTO CBITY, sIKa Ma€ CBOi OCOOJIUBOCTI — CIOpYAH, penbed 1 mpupoay. Bona mae

MOXJIMBICTh TPABIIEBl 3A1MCHIOBATU MEBHI Aii, SIKI BUKOHYIOTHCS ISl MPOXOKEHHS
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CIOXKETy, T03aCIOKETHOTO 3aBJIaHbh a00 MPOCTO 3apaau po3Baru. BoHa HiKoIM He
MoOke OyTH OKpeMoio a0o 130JbOBAHOIO (32 PIAKICHUM BHHATKOM CEKPETHHX a0o
OOHYCHMX), aJI’K€ JIOKallisl — II¢ HEeBIJ'€MHa 4acTHHA 1rpoBOro cBiTy. B 3ayexHocTi
BiJl 3HAUUMOCTI IS CEOYKETY JIOKAIlisl MOXKE MaTH TaKl YaCTHUHH, SIK MICTa, IOCEJICHHS,
Oyt 0e3BOAHOI MmycTenero abo TycTUM 1 KBITydyuM JjicoM. OIHUM CIOBOM, SIK
peallbHUM CBIT, TaK 1 IFPOBUHN PI3HOMAHITHUN, 1 YMUMAJIO PI3HOMAHITHOCTI BHOCSTH
came JIOKarfii.

OCKUIBKM JIOKaIlis — 1€ TPUBUMIPHHUH MPOCTIP, KWW MOBUHEH >KUTHU MEBHUM
JKUTTSAM 1 TaK YW 1HAKIIE pearyBaTH Ha [li MEPCOHaXIB, TO M ii CTBOPEHHA
BUKOPUCTOBYEThCS psiA nporpam. Lle He TIIbKM TeHepaTopHu TEKCTYp 1 MEPCOHAXIB,
1€ TAKOXK CKPUIITH, CUMYJISITOPU TTOTOJTHUX YMOB, )KUTTEBUX 1 PUPOTHUX MPOIECIB 1,
3BUYAMHO K, TIPOIIECH 1 omepallli, 3aBJlaHHs SIKUX — CTBOPECHHS 1HTEPAKTUBHOCTI 1

MO>KJIMBOCTI B3a€MOII.

1.2. Tlpu3HayeHHsi poO3pOOKHU Ta 00/1aCTh 3aCTOCYBAHHSA

OcTaHHIM YacoM BcC€ 4YacTille MOXHa MOYYyTH Mpo 30UIbLIEHHS MacmTaliB
PO3pOOKHM MpOrpaMHOro 3abe3MeueHHsl PO3BaKaJbHOTO Xapakrepy. [lo uncna takux
MPOJYKTIB BIHOCATHCA Bifeoirpu. Yepes aecsATKH POKIB 1HAYCTPisS BiA€OIirop
3aifHsu1a  (pikcoBaHE Miclle Ha PUHKY TOpsa 3 IHIIMMHM po3BaramMu chepu
MyJIbTUME/1a, TaKuX SIK KIHO, MYJbTHIUTIKAIg, My3uka. lle OaraTomuibsipHi
KOMIIaHii, M0 3alMaloThCsl PO3POOKOI0 PO3BAKAIBHUX IMPOAYKTIB Ta MPOTrpamMHUX
3a0e3MneueHb, 0 CKIAJAI0ThCs 3 MUIBHOHIB PANKIB MPOrpaMHOro Koay 1 (haisis
MyJIbTUMEIA.

[rpu cTanmu OXOIUTIOBATH BEIUYE3HY ayIUTOPIIO MO BChOMY CBITY, 3'SBIISIOUNCH
Ha PpI3HUX IrPOBUX TPUCTpOsix. BoHm cramm ckiaadime 1 wmacmTaOHime:
nokparnmiacs o0poOka Bi3yalbHOTO MPOCTOPY, 00poOka (izuku 00'€KTIB 1 MTYyYHUN
IHTENEeKT. AJjie HampsiMHAa METOAOJoris po3poOku He 3miHuiacs. CydacHi
KOMIT'FOTEpHI ITPU — BEJIMKI 1 CKJIaIHI MporpamMHi KOMIUIeKcu. BuTtpatu Timeku Ha

pOrpamMHy pPO3pOOKYy YacTO BUMIPIOIOTHCA COTHSIMU JIOJUHO-MICSALIB. 3a 00CAroM
11



3aITHUX TEXHOJOTIM Ta 3adydyeHUMX KOIITIB 1 pIiBHSA MpodeciiiHol MiArOTOBKU
PO3pOOHUKIB IrpoBa iHAYCTPIs JABHO 3aliHsJIA XK HISK HEe OCTaHHE mictie B cBiTi IT.

Po3pobka anmapatHoi 0a3u B CEKTOpI NEPCOHAIIBHUX KOMIT'FOTEPIB BKE JOCUTh
JIOBFO CTUMYIIIOETBCS CaMe IMPOBOIO 1HAYCTpiero. Po3BUTOK GaraThoX MpOrpaMHUX
TEXHOJIOT1H, 30KpeMa, BCIX MHUCIMMUX CHOCOOIB BIATBOPEHHS TPUBUMIPHUX
300paxkeHb, WJIe caMe 3aBJISIKU IrpaM.

B nam gac € 101IIbHIM BUKOPUCTAHHS KOMIT IOTEPHUX BIJEOIrOp JIJIsl PO3Bar,
a came L Iporpama 3a JOIOMOIOK CY4YaCHHX METOJIB PO3POOKH B CEPEJOBHILI
UNITY 3D peaini3ye rpy NONyJSIpPHOTO )KaHPY — LIyTepa B TPUBUMIPHOMY ITPOCTOPI,
a 11ei, 3aKJIaJieHl B 11 OCHOBY, TaKOX MOXYTh OyTH B MOJAJbIIOMY BUKOPUCTAHI JIJIs
CTBOPEHHS HOBUX 1rOp aHAJOTI4YHOTO CIIPSMYyBaHHS.

Jlana nmporpama-rpa MOXK€ BHUKOPHCTOBYBaTHCh KOPHUCTyBauyaMu IS

PO3BAKAJIIBHUX SaXOI[iB Ta IIPUEMHOI'O Bi,Z[HO‘-II/IHKy 3a KOMH,I-OTCpOM.

1.3. IliacraBa aJs1 po3pooKu

[TlincraBoro nns po3poOku  kBamidikaiiitHoi poOoTH OakanaBpa Ha TEMy
«Po3pobka inTepaktuBHOI Tpu «Break Your Hands» y cepemoBumi UNITY 3D» €

Haka3 1o HaiioHanbHOMY TEXHIYHOMY YHIBEPCUTETY «/[HIMPOBCHKA MOITEXHIKA»

Bim . .2021p. Ne -

1.4. IlocraHoBka 3aBIaHHSA

Mertoto kBamidikaIiitHoi poOOTH € aHali3 HOCTYMHUX TEXHOJIOTiM Ta METOIIB
PO3pOOKHU 1JIsI CTBOPEHHSI ITPOBUX IpOrpaM Ta po3poOKa BIACHOI KOMIT IOTepHi1 3D
irpu B cepenoButni UNITY 3D.

3aBgaHHSAM JaHOI POOOTH € CHPOEKTYBATH Ta PO3POOUTU IHTEPAKTHBHY TPy
«Break Your Handsy, xanpy miargopmep y MiKCeJIbHIN CTUIIICTULI 3 TPUBUMIPHUM

otodeHHsM 18 iathopmu Windows.
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JIns  JOCSATHEHHS IIOCTaBJICHOI METH, HEOOXIJHO JOCHIIUTH HACTYTIHI
3aBJIaHHA:

1. TlpoanamizyBaTH >kaHPH BIJ€OITOP.

2. JleranbHO po3i0paTucs 3 BIACTUBOCTAMHU apKaAHUX KOMIT IOTEPHUX 1rOp.

3. BucynyTtu BUMOTH 70 BIaCHOI I'PH.

4. CTBOpUTHU JU3aMH IrPOBOr0 0(HOPMIICHHS.

5. CrBopuTH TIpOrpaMy peati3allito BIacHOI KOMIT F0TepHOi rpu «Break your
hands».

B pesynbTaTi BUKOHaHHS poOOTH Mae OyTH peanmi3oBaHa 3D rpa mij Ha3BOIO
«Break your hands» B cepemoumni UNITY 3D.

Jlnist 1i peamizaiiii HEOOX1THO BUKOHATH HACTYITHI €Talu MPOEKTYBAHHS:

— Bi3yasti3ailisi iIrpoBOTo MpoLECY;

— B3a€MO/IIs1 3 KOPUCTYBAuEM;

— JIOT1Ka TPH.

[rpoBmii  mporec TOBHMHEH Bi3yaJdbHO TPAHCIIOBATH  KOPHCTYBadeBl
MaKCHMAJIbHO YYTJIMBE 1 TIJIABHE YIIPABIIIHHS MIEPCOHAXEM Ta IPOBUMHU 00’ EKTAMH.

Ha erami peamizaumii 3aBgaHHS pO3pOOKH BiIEOTPHU BAXKIMBO OOMIpKYBaTH
KOXHY ITpOBY MEXaHIKy B JETaJsIX 1 ii B3a€EMOJIII0 3 1HIIUMH;, BpaXyBaTu OOMEKEHHS
mwiathopMu, Ta JUBUATHCA Ha (IHATBHUN TPOAYKT OYMMAa KOpUCTyBaya s
YHUKHEHHSI HETIOPO3yMiHb.

Ha erami mnpoekTyBaHHS MporpaMu BaKJIUBO BIPHO PO3POOUTH OCHOBHI
¢GyHkuii Bigeorpu, moO TMOTIM «HAPOUIYBaTH» JONOMDKHI Ha MpPaBUIbHO
npaiorounii koa. HeoO6XiiHO po3yMHO pO3HOPSIKATUCS pecypcamu miatGopMu aJis
SKOi BeIeThCSA pO3poOKa; MO-MIHIMyMY BHIUISTH HOBY JAMHAMIUHY IaM STh 1
OUYHMIIYBaTH HEMOTPIOHY Ta BUKOPUCTOBYBATH HAWIIBUIII METOAM IS peaizariii
byHKIIT TpH.

[Ipu TecTyBaHHI Tpu HEOOXITHO MEPEBIPATH BCl (QYHKINT 1 MOXKIIUBI BapiaHTH
N KOpuCTyBaya; OUIbIIE 3a BCE CI1J MEPEBIPSITH MEPEMILIIEHHS MepCOHaXa, Tak, K
BiH BUKOPHCTOBYETHCS HA TMPOTS31 YCI€i TpH; TAKOX MITYYHHH 1HTEJIEKT MOTpedye

ocoOmBoi yBaru. Bukopucrtanus miat@opm TeX CTOITh HE Ha OCTaHHIM Mo3ullii, 60
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HE BIPHO TpamooYa IIaThopMa MOXKE CTaTH TMEPENIKOJAOK B  YCHIITHOMY

IPOXOKEHHI PiBHSI.

1.5. Bwumormu 10 nporpamu ad0 NporpaMHoOro BUpooy

1.5.1. Bumoru 10 (pyHKIiOHAJIbHUX XapPAKTEPUCTUK

Bineorpa moBuHHA MaTH J1Ba PEKUMH: I OJHOTO TPaBI — HA KjaBiaTypi i
JIBOX — IIPOXOKEHHS TPU PO3MOAIIETHCA MK TpaBIleM Ha KjaBiaTypi Ta 1HIIUM Ha
IrpoBOMYy KOHTpoJiepi (reiimmazni). OCHOBHOIO WUUIIO € TPOXOJKEHHS pIBHIB,
MUHAIOUH MEPENIKOIN 1 BOPOriB, 3 HAWBHILOKO KUIBKICTIO 0aliB, BOJHOYAC KEPYIOUU
HEPCOHAXKEM Ta I'POBUMH 00’ €KTAMHU.

Bumoru 10 ¢yHKIioHanmy rpu:

1. IlepeMilieHHsT MEpCOHAXKA B1AOYBAaTUMETHCS B JIBOMIPHOMY IPOCTOPi, X0U
OTOYEHHS 1 CKIAJAEThCS 3 TPUBUMIPHUX 00’ €KTIB, MOKHA PyXaTUCS TIJIBKHU BIIBO,
BIIpaBO, Bropy Ta BHM3. [lepcoHaxk Ta BipTyasbHa KaMepa MOBHHHA MEPEMIIITyBaTHCS
JIaBHO.

2. I'paBenib MOBMHEH MAaTH IIKady 3A0POB'SI, SKIIO BOHO 3aKiHUUTHCA, TO
MepcoHaX BiipoauThest Ha ctapTi a60 Checkpoint (Touka 30epexeHHs MO3ullii), B
TaKOMY BUIIAJIKy Yac MPOJAOBKYE UTH 1 BOPOTU HE BITHOBIIIOIOTHCS.

3. [Ilepembauntn mepe3amyck piBHS, MNUISIXOM OOHYJIEHHS TPOTpECY.
KOHTpOJIbHI TOYKM aKTUBYIOTHCS TP JIOCATHEHHI HUMHU TPaBI 1 NPAIIOIOTH SIK
TOYKA BIIPOHKEHHS.

4. Bucora crtpuOKa MOBHHHA 3ajieaTH BlJ 4Yacy HATUCKAaHHS KiaBilIl
(MakcUMyM B cekyHAM). Jleski 00'eKTH MOXKYThb MIJKUIATH Ta 3aIlyCKaTH IPaBIIs.

Cucrema pelTHHrY:

1. ITix wac mpOXOKEHHsI PiBHS TPaBellb MOBUHEH 30MpaTy JIWKH Ta YHUKATU
JOTOpKaHHS 10 Au3iaiikiB. [licist mpoxomkeHHs piBHSA (HOPMY€EThCSI PEUTHHT PiBHSL:
BiJl 310paHUX JIalKiB BIAHIMAIOTHCS IU3MalKu Ta KoedilieHT 4acy (BIICOTOK Bij
3aTpauyeHuX XBUJIMH, CEKYHJ 1 MUIICEKYHJ) Ta MHOXKMTbCS Ha MHOKHUK CKJIaTHOCTI

PIBHSL.
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2. PelTHHT KOXKHOTO PIBHSA JOJAETHCS IO CIUIBHOTO PEUTHUHTY TPABIIS, SKHMA
BUBOJIUTHCA B TOJOBHOMY MEHIO, IPUYOMY BiH IEPEPaxOBYETHCS IMPU OHOBJICHI,
TOOTO SIKIIO TMPU TOBTOPHOMY IPOXO/KEHHI PIBHS BpPAaXOBYETHCS TIIBKH OJMH,
Halikpamiuid pe3ynpTaT. PedTMHr moBHHEH 30epiratucs Ha KOMITIOTEp Ta
3aBaHTaXKyBaTHCS MPU 3aX0HKEHHI B TPY.

PiBHI ck1aAat0ThCA 3 HACTYITHUX CKJIQJI0BHX:

1. [ToBepxHi (MOXYTh OyTH pO3MIIIEHI Ha IaTGopmax):

— OCHOBA: MaTepiaj, IO CTAaHOBUTH piBEHb (IMJIOra, CTiHH, CTE,
1aTGOPMH );

— JIaBa: MU MaJiHHI poOOT r'MHE, a IEPCOHAX BIIPOKYETHCS;

— IIIUIH: HAHOCATh CMEPTEIbHY LIKOY;

2. Tlnatdopmu (MaroTh 1HAMBIAYAIbHY IIBUAKICTH Ta BiIOOpaXarOTh KHOMKY,

sKa TIPUBOJIUTS iX J10 Jii):
— JIIHIMHA: 3aTUCHYTa KHOTIKA PYXa€ B3/IOBXK IUISAXY 1 Ha3a;
— MEXaHIYHA: HATUCKAHHS KHOIIKH TiIKUIA€E TPABIIS;
— o0epTaroya: 3aTUCKaHHS KHOIIKK 00epTa€ Ha TIEBHUM IPajlyc;
— BHUCYBHA: 3aTHCHYTa KHOIIKA BUCYBA€ 31 CTIHHU.

[IpoTuBHMKaMH B Tpi BUCTYNAIOTh POOOTH, BOHU TOBHHHI 3HAXOJUTUCH Ha
piBHI Ta 3aBakatu TpasiieBi. [Ipu po3mileH1 Ha MOBEPXHI MOBUHHI MATPYJIIOBATH i 1
HE MaJIaTh 3 Hel Ta He 3acTpsBaTH B 00’ekTax. SIKIO TpaBemb MOTPANMUTH 0 30HU iX
BUJIMMOCT] — TTOBUHHI MPUCKOPIOBATUCH Ta HAIAJaTH Ha HHOTO, 3aBJIAI0YM IITKOMIM.
BoHu Takox MarTh 3amac MIIHOCTI 1 Tak, K MEPCOHaX He Mae 30poi, BIH MOXE
cTpubat 1O poOoTax, 3aBHalOYM IM INKOAM, abo BOWMBAaTH 3a JOTMOMOTOIO
0COOMBOCTEM PiBHS (CKUIATH HA MUK a00 J1aBy).

Bumoru no rpagiunoro intepdeiicy:

1. VnpaBiiHHS KOXHUM MEHIO MOXE MPOBOJUTUCS 3 KiaBiaTypu abo 3
reiiMmnaza Ta Mpu HEOOX1AHOCTI 3aMIHIOBAaTH OJUH-OJHOTO 03 HaJallTyBaHb. SKIIO
HEOOX1/IH1 JpaliBepa BCTAHOBJICHI, I'pa MOBHHHA TMOMIYATH MIAKIIOYEHUN Tredmman
0e3 mepe3amnycky.

2. Ilpu nmpoxomkeHHI pIBHS MOBHHHA B1AOOpa)kaTUCs KUIBKICTb 310POB’S
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nepcoHaxa, 310paHi Jalku 1 au3naiiku, Ta 3aTpadeHuil yac. B moOuii MoMeHT rpa
MoOke OyTH TNpU3YNUHEHA BUKIMKOM MEHIO May3d, IO JO3BOJIAE MEPErsHyTH
KJIaBillli yIIpaBIIiHHS, I0YATH PiBEHb 3aHOBO Ta BUMTHU 10 TOJIOBHOTO MEHIO.

3. T'ooBHE MEHIO B CBOIO Uepry MOBUHHO MICTUTH KHONKH BUXOIY 3 TPH Ta
IrpOBUX HaJNAMTyBaHb. TakoX B TOJOBHOMY MEHIO TOBHMHHI MICTHTHUCS KHOIKH
3aBaHTa)XEHHS piBHIB, NMPUYOMY SIKIIO TOMNEpPENHId piBeHb HE NPOMIEHUH, TO
HACTYMTHUN HE AOCTYNMHUU. SIK CHUIBHUNA PEUTHHT, Tak 1 pPEeUTUHT piBHS (TpU
HaBeJICHHI1 Ha KHOIIKY, 1110 HOT0 3alycKae€) MOBUHEH OYTH Bi0OpaKeHU B MEHIO.

VYrpaBiiHHS PO Ma€ BIIOYBATUCS BIJMIOBIIHUMU KJIaBIIIIaMHU.

1.5.2. Bumoru 1o ingopmaniiiHoi 6e3nexku

HaniitaicTe poOoTH mporpaMHOro 3a0e3IleueHHsS 3aJeKUTh BiJ HaJIIMHOCTI
OTepalliifHoOi CUCTEMHU, MiJl YIPaBIIHHAM 5IKOi BOHA Oyzae (DyHKIIIOHYBaTH, a TaKOX
HaJIIMHOCTI PO3POOJIIOBAHOTO IPOTrPAMHOT0 3a0€3MEUCHHS.

Jist HagiitHOT poOOTH MporpaMHOro 3a0e3MedeHHs 31 CTOPOHU OmeparliitHol
CUCTEMU HEOOX1JHO JOTPUMYBATUCS TaKUX (PaKTOPIB:

— BUKOPHUCTaHHA JineH3iitHoro [13;

- 3aXHMCT BiJl 3TOBMUCHUX TIPOTPaM;

- HaJIIHHICTh POOOTH BEO-CEpBEPY;

— apxiBailisi JaHUX Ha CEpBeEpI;

— BCTAHOBJIEHHSI OJIOKIB O€31epeOiiiHOro JKUBIICHHS.

JIist HapifHOCTI pOOOTH MPOrpaMu 31 CTOPOHHU PO3POOITFOBAHOTO MPOTPAMHOTO
3a0e3MeYCHHS:

- MIEPEIIKODKAHHS HECAaHKIIIOHOBAHOTO JIOCTYIY TAaKUMH METOJaMHU SK
aBTOpU3AITis Ta 1HIII;

- nepeBipka BBEICHUX JIAHUX KOPUCTYBAYEM JIJIsi BUKIIFOUCHHSI MOMJIMBUX

3JIOBMUCHHUX 1H €KIIH.
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1.5.3. Bumoru g0 ckiaay Ta napamMeTpiB TeXHiYHUX 32Cc00iB

Jlns 3amycky Bigeorpu HeoOximHa koHdirypamis [IK He ripire MiHIMaJIbHOL

(tabm. 1.1), mist KoMpOPTHOI TPH HE TipIie peKOMeHI0BaHO1 (Tadi. 1.2).

Takwuit BUOIp KOMIIOHEHTIB € OIIPaBJaHUM TOMY, IIIO:

— MPOIECOpH MATPUMYIOTH IHCTPYKIIT SSE2, He0OXiaHI 7S 3aIlyCKY;

—  BIJIGOKapTU MIATPUMYIOTH Bepcii DirectX, siki BUKOPHCTOBYIOThCS;

— kuibkocTi 1 mBuakocti O3I1 BucTavae 1j1s mporiecis;

— mam’ari JKJ| BucTauae aiisa 30epiranss 1rpoBux (haisis;

— MATEpPUHCHKI TUIATH MIATPUMYIOTh T1JKIOUYEHHI KOMIIOHEHTH;

—  OJIOKIB >KUBJICHHSI BUCTA4a€ T 2KNBJICHHA BCIX KOMITIOHEHTIB. Takox JJIA

OJIHOTO I'paBLs MOTpiOHA KJIaBlaTypa 1 MulIa, a AJid Apyroro — reimmnan. st BuBogy

KapTUHKH MOTPIOEH MOHITOP.

Ta6mums 1.1
MinimaabHa KoHirypamisi 14 3aIycKy rpu
Tun Monenb XapakTepUCTUKHU

[Tporecop Intel Core Duo E6600 2 smpa o 2.40GHz
Bincokapta  [NVIDIA GeForce 9500 GT CF 550, GDDR3 128-bit 1024mb
O3I1 GR1600S3V64L11 DDR3, 2048MB, 1600 MHz
JKopcrkuii
ITUCK WD3200AAJS 320GB, 7200RPM, 8MB, 3.5
MateprHCbKa
ryaTa GA-G41MT-D3P -S2 -S2P Socket 775, Intel G41
biiok
PKUBJICHHS GameMax GM A50W, ATX 20+4pin
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Tadomus 1.2

PexoMenn0oBaHa KOHpirypauisi AJs1 3alyCKy I'pu

Tun Monenn X apaKTEpUCTUKHU

[Tporecop Intel Core 15-2500K A4 simpa o 3.3GHz

BineokapTta GeForce GTX750 Ti CF 1072, GDDR5 128-bit2048mb
O3I1 GR2400D464L17S DDR4, 4096MB, 2400 MHz
DKopcTkuit

ITICK WD10EZEX 1TB, 7200RPM, 64MB, 3.5
MarteprHCbKa

ry1aTa ASUS P8B75-V Socket 1155, Intel B75

biiok

PKUBIICHHS GameMax GM 600W, ATX 20+4pin

1.5.4. Bumoru 10 inopmaniitHoi Ta MporpamMHoi CyMiCHOCTI

Peanizamiss nmogaTtky mNOBMHHO OyTM BUKOHaHO Ha miatdopmi  Unity,
pPEKOMEHI0OBaHA MOBA MIPOTpaMyBaHHS JIJisl HATTMCAHHS CKPUIMTIB Ta 1TPOBOI JIOTIKUA —
C#.

[Iporpama mae OyTH CyMmICHOIO 3 omepalriiHuMu cuctemamu Microsoft
Windows XP Tta ii mi3HIIIuMu BEpCISIMH.

[Iporpama noBuHHA SBISATH COOOI0 CAMOCTIMHHMI BUKOHYBaHUN MOAYJb, OyTH

CTPYKTypOBaHa 1 3aKOMEHTOBaHa.
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PO3JILI 2
MMPOEKTYBAHHS TA PO3POBKA ITIPOTPAMHOI'O TPOJYKTY

2.1. @yHKUioOHAJTbHE NPU3HAYEHHS MPOTrPaMu

Komm’rorepra rpa «Break your hands» po3po6iena mist miatdopmu Windows,
KaHp: iaTopMep y MIKCEIbHIN CTUIICTUL 3 TPUBUMIPHUM OTOYCHHSIM. Peanizairis
BUKOHaHa Ha mmiatdopmi Unity, MOBa mporpaMmyBaHHs JJis HAMCAHHS CKPUIITIB Ta
irpoBoi noriku — C#.

KokeH piBeHb CHPOEKTOBAaHO TaKWM YHHOM, IO KOPHUCTYBad TOBUHEH
MUHAIOYH TIEPEIKOIN 1 BOPOTiB, 3 HAMBHUIIOIO KiJIBKICTIO 0aJliB IIMTH 0 KiHIIA PIBHS,
BOJHOYAC KEPYIOUYM MEPCOHAKEM Ta IrpOBUMHU 00’ €KkTaMHu. IrpoBuii poiiec Bi3yanabHO
TPAHCJII0E KOPUCTYBA4YeBl MAaKCUMAJIbHO YYTJIMBE 1 IJIABHE YIIPABIIIHHS TIEPCOHAKEM
Ta IrPOBUMHU 00’ EKTAMH.

[lepeminmieHHs: nepcoHaxka BIAOYBA€TbCS B JABOMIPHOMY HPOCTOPI, XOY
OTOYEHHS 1 CKIAJAE€ThCs 3 TPUBUMIPHUX 00’ €KTIB, MOKHA PyXaTUCS TIJIBKHU BIIBO,
BIIPABO, BIrOPY Ta BHU3.

['paBentb Mae miKadmy 3710pOB'S, SIKIIO BOHO 3aKIHYYETHCA, TO TEPCOHAK
BiipoauThest Ha crapTi abo Checkpoint (Touka 30epekeHHS MO3UIli), B TaKOMY
BUITAJIKY Yac MPOJOBKYE UTH 1 BOPOTH HE BiTHOBITIOIOTHCS.

Bukonyerbcs mepesaryck piBHS, HUIIXOM OOHYJIEHHs mporpecy. KoHTponbHI
TOYKH aKTHBYIOTBCS TIPU JOCSITHCHHI HUMH TPaBId 1 TMPAIIOIOTh SK TOYKa
BIJIPOJI>KEHHS.

Bucora ctpubka 3ajieXuTh BiJl 4acy HaTHUCKaHHS Kiasimm. Jleski 00'exTu
MOKYTb TIJIKHIATH Ta 3aITyCKATH TPABIIAL.

[Tix yac mpox0o>KEHHS PIBHS TpaBellh 30Mpae JIAMKU Ta YHUKA€E TOTOPKAHHS 10
nusnaikiB. [licnsa mpoxomxeHHsT piBHS (HOPMYETbCS PEUTHHT PiBHS: Bia 310paHUX
JaliKiB BIAHIMAIOTHCS JOU3JIAMKKM Ta KOE(IUIEHT 4Yacy (BIACOTOK BiJ 3aTpayeHUX

XBUJIUH, CEKYH/I 1 MUJIICEKYH/]T) Ta MHOKUTBCSI HA MHOXXHUK CKJIAJTHOCTI PiBHSI.
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PelTUHT KOXHOTO pPIBHSA JOJAETHCS 10 CIUIBHOTO PEHUTHUHTY TpaBls, SIKUN
BUBOJIUTHCA B TOJOBHOMY MEHIO, IPUYOMY BiH IEPEPaxOBYETHCS IMPU OHOBJICHI,
TOOTO SIKIIO TMPU TOBTOPHOMY IPOXO/KEHHI PIBHS BpPAXOBYEThCS TUIBKU OJIUH,
Halikpamuid pe3yibTar. PeHTHHr 30epira€Tbcsi Ha KOMIT'IOTEp Ta 3aBAHTAXY€ETHCS
IIPU 3aXO0JIKEHHI1 B TPY.

[IpoTuBHMKaMK B Ipi BUCTYIAIOTh pOOOTH, BOHM 3HAXOJATHhCS HAa PIBHI Ta
3aBa)KalOTh TPaBIEBi. SIKIO TpaBelmb MOTPANUTh O 30HW iX BUIAUMOCTI — BOHH
MPUCKOPIOIOTHCSI Ta HAMaJaroTh HA HHOTO, 3aBJAI0OYM IIKOJIU. BOHU Takoxk MaroTh
3amac MIIHOCTI 1 Tak, sIK MEPCOHaXX HE Mae 30poi, BIH MOXKE CTpUOATH Mo poOoTax,
3aBJal0ud iM IIKOJU, a00 BOMBATH 3a JIONIOMOI'0K0 OCOOIMBOCTEN PiBHS (CKUAATH HA
UK a0o JIaBy).

VYrpaBiaiHHSA KOKHUM MEHIO MPOBOAUTHCS 3 KiaBlaTypu abo 3 reimmana Ta
IpU HEOOXTHOCTI 3aMIiHIOE OJIMH-OJHOTO 0e3 HajamTyBaHb. SKIIO HeoOXimH1
JpaiiBepa BCTAHOBJICHI, Ipa MOMIYa€ MIAKITIOUEHUHN TreiiMmnaa 0e3 nepesamycky.

[Ipn npoxoKeHH1 pIBHS BiAOOpaKaeTbCsl KUIBKICTh 3/I0POB’S NMEPCOHAXKA,
310paHi JIalKK 1 JU3NaiiKu, Ta 3aTpadeHuil yac. B nro0uil MOMEHT rpa Moxe OyTu
NPU3YNUHEHA BUKJIMKOM MEHIO TMay3H, IO JO03BOJIAE€ MEPEryIAHyTH KJIaBIIIl
yIPaBJIiHHS, IOYaTH PIBEHb 32aHOBO Ta BUMTH JI0 TOJIOBHOTO MEHIO.

['onoBHE MEHIO B CBOIO Yepry MICTHUTh KHOINKH BUXOJYy 3 TPU Ta IrPOBUX
HaJalTyBaHb. TakoX B TOJOBHOMY MEHIO MICTATHCS KHOIKH 3aBAaHTaXCHHS PIiBHIB,

MPUYOMY SIKIIO MOTIEPEIHIN piBEHb HE MPONACHU, TO HACTYITHUIA HE TOCTYITHUM.

2.2. Onmc 3aCTOCOBAHMX MATEMATHYHHUX METO/IiB

[1ix yac mpOXOIKEHHS PIBHS TpaBellb 30Mpae JIaWKu Ta YHUKA€E TOTOPKAHHS 10
nusnaikiB. [licmsa mpoxomxeHHsT piBHS (HOPMYEThbCS PEUTHHT PiBHS: Bia 310paHUX
JaliKiB BIJHIMAIOTHCS NU3JIAMKU Ta KOE(IIieHT dYacy (BIACOTOK BiJ 3aTpadyeHUX
XBUJIMH, CEKYHJI 1 MUIICEKYH]]) Ta MHOXHUTHCS HAa MHOXXHHMK CKJagHOCTI piBHS. Lle

€IMHI MaTeMaTH4HI Oneparlii, 10 BUKOHYIOTHCS B JIaHIHM Mporpami.
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2.3. Onuc BUKOPUCTAHOI apXiTEeKTypH Ta 1A0JIOHIB NPOEKTYBaHHS

CTBOpEHHS IpU MOYUHAIOTH 3 TOTO, 110 MPUAYMYIOTh CIOXKET 1 1/I€10 TPH, SKY
X04uyTh CTBOpPUTH. CTBOpPEHHS I'pU MPOIEC BUCHAXKIMBHUI 1 BUMarae ayxe Oarato
yacy. be3 neBHUX 3HaHb CTBOPUTH TPy He Buiije. HeoOxiaHO 3HaTH Xouya O a3u MOB
porpamMyBaHHs, CKDUITOBUX MOB, MOJICIIIOBAHHS.

Hani motpiObHO BHOpaTu ¢opmat cTBOopeHHs rpu — 2D abo 3D. Jlerme
po3pooutu 2D, Hixk 3D: BOHHM HE HAaBaHTAXKYIOTh KOMI'IOTEP, a MOTPIOHY KiIBKICTh
nporpam, HeOOXITHUX ISl CTBOPEHHS I'PH, 3BOJUTHCS O MIHIMyMY. AJie HaBITh IJIs
CTBOpeHHsI 2D-irop mnotTpiOHO 100pe BMITH MaioBaTH. MOXHa TaKoOX
KOPHUCTYBATHUCS B)XE€ TOTOBUMH 3arOTOBKAaMHU JIOKAI[ii, IEPCOHAXKIB 1 T.JI.

Onnum 3 1omtociB 3D-irop MoOXHaA Ha3BaTU Kpacy 1 BUIOBHUIIHICTB. byje
NOTpiOHO 3HAHHS PI3HUX MOB TNporpamyBaHHs. lle HalickimagHilma dYacTUHA
cTBOpeHHA 3D-rpu.

[cHyrOTH crnenianbHl KOHCTPYKTOPH JJIE CTBOPEHHS 1rop. 3 rOTOBHUX JI€Tajel,
K1 JAIOThCS B KOHCTPYKTOPI1, IOCTYIIOBO CTBOPIOETHCS Ipa. BoHM MiAXOAATH K AJis
3D-irop, Tak i gy 2D-irop. SIKIo He BHCTadae rOTOBUX JAETajiel, TO MOXKHA JOIaTH
cBoi 1 kopuctyBaTucsa HuMH. II[o60 3MycuTH IOCH pyxaTucs, MNOTpPIOHO Oyje
MpUBJIacHIOBaTH OO0'€KTaM i, BUKOPHCTOBYIOUM TOTOBI JioriuHi omepaiii. [lpu
HECTayl CTaHJAPTHUX /1 Ha JOMOMOTY MPUNAYTh CKPHUITOBI MOBH. ICHYIOTBH
KOHCTPYKTOpPH, SIKI BKJIIIOUAIOTh B ceO€ 3arajibHi MOBH MPOTPaMyBaHHs, BOHU OUIBIII
(GyHKLIOHATBHI, ajle B iX poOOTy CKiIajHIile BHUKHYTH. KOHCTpykTOpHM 3a3BHYail
pO30UTI MO >KaHpaM, ajie € 1 3arajbHi, AKI MIIXOJATh JUIsl CTBOPEHHS IrOp pI3HUX
YKAHPIB.

CTBOpEHHsI KOMIT'IOTEpPHOI TpU — KOMIUIEKCHUM Tpolec, HalBaxIMuBilIa
YacTHHA SIKOTO L€ NMpOeKTyBaHHA. HeoOXigHO mNomepeaHbO CTBOPUTU IUIAH TPH,
CIIeHapiH, CIOKeT, BUOpATH MOTPIOHY MOBY NMPOTpaMyBaHHS, IPOyMaTH MOKIIUBICTh
TEeXHIYHOI peanizallii 3aganoro. Hemae eauHoro crocody HanmucaHHs TPy, OCKIJIBKH ii

CTBOPEHHS — TBOPYHUI MPOLIEC.
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YMOBHO IpoIeC CTBOPEHHSI TPU MOXKHA PO3OUTH Ha KIIbKa €TalliB:

— OMpAaIIOBaHHS TEMAaTHKH 1 kaHpy MaiOyTHbol rpu. CriodyaTtky HEOOX1THO
cTBOpUTU 1Aet0 1 opopmutu ii. CTBOpUTH MANOYTHIX TepoiB, MPOTyMaTH CHOXKET,
KOKHY MOTO CKJIQZIOBY. 3BECTH BCl 310paHi JaH1 B OJUH JOKYMEHT JU3aiiHy MPOEKTY,
ne 0yne MicTuTrcs iHGOopMaIlis MPo CIOKET;

— BUOIp MOBM IIPOrpaMyBaHHs, Ha SIKiM OyJle peaiizailisi IpPOeKTy. 3alekKHO
Bil MacmTabiB TpH, CJiJ BpaxoByBaTh ocoOmuMBOCTI MOBU. Hampukian, Oe3miu
cyyacHUX irop nuimerscs Ha C ++, mpoTe icHye 06e3714 1HIIUX MOB MPOrpaMyBaHHS,
K1 OyJIA J10 HAIUCAHHS;

— BUOIp IBMKKA, HAa 0a3l Akoro Oyne OymyBaTucs IrpOBUM MPOEKT. J{BHXKOK €
KEpYIOUYOI0 CHCTEMOIO, sIKa BIJNOBiJAa€ 3a BiIOOpakeHHs rpadiyHUX EJIEMEHTIB,
BU3HAYECHHS (DYHKI[IM, ynpaBiaiHHSA 3BYKOM 1 T.N. BiH Oe3mnocepenHbo MOB'SI3aHUN 3
rpadiuauM  1HTEpdeiicom mporpamyBaHHs — gonatkiB  (API). Skmo Oyne
BUKOPUCTOBYBATUCSI TOTOBMM JBUXOK, CIiJ 3aAyMaTUCS HPO OHOIKET MPOEKTY,
OCKUIbKH MpUAOaHHS mporpamMHoro koxy, 3D, rpadiuHux 1 ayJio pelakTopiB MOXe
OOIATHCS B CEpHO3HY CYMY;

— IS HAallMCaHHS CEepHO3HUX NPOEKTIB HEoOX1JHO HaOpaTu coll KOMaHuy,
gka Oyne ckiamatucs 3 3D-mogmenbepa, rpadiuyHOTO pefakTopa, Au3aiHepa,
BepCTalbHUKAa 1 My3uKaHTa. KimbKiCTh HEOOXiTHUX TpodiiboBaHMX (PaxiBIliB
3aJIEKUTH BIJ CKJIQIHOCTI MMPOEKTY.

— CTBOPUBIIM IUIaH, BUOPABIIM JBUKOK, MOKHA MPUCTYMNATH 10 TEXHIYHOT
peanizallii 3aagymanoro. Pobora po3OuBaeThCsl Ha €Tanu, rpa MUIIEThCS MOCTYIOBO,
peani3yloud CHo4YaTKy OCHOBHMHI (YHKIIOHAd, a IMOTIM CTBOPIOIOYM BCE HOBI
MoskBOCTI. Ko moBuHeH OyTH MakCUMalbHO €(EeKTUBHUM.

[rpoBi ABMXXKM HaAarOTh 3ac00M PO3POOKH, SIKI MOXKYTh OyTHM BUKOPHCTaHI
mporpamictamu, 1mo60 cmpoctutH ix pobory. HamaroTe 1HCTpyMEeHTH Ta

GyHKIIOHATBHI MOXKITUBOCTI ISl PO3POOKH TPH.
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2.4. Onuc BUKOPUCTAHHUX TEXHOJOTi Ta MOB NPOrpaMyBaHHS

Unity3d — me cydacHa turat¢opma Jii CTBOPEHHS irop Ta JOJATKIiB B
peanpHOMY uaci, po3pobnerna Unity Technologies. 3a gomomororo mmatdhopmmu
MOXHa PO3pOOJIATH HE TUIBKM JOAATKH JJI KOMII'IOTEPIB, aje 1 JIsI MOOUIbHHX

MPUCTPOIB, ITPOBUX IMPUCTABOK Ta 1HIIMX JAeBaiciB. [HTepdeiic mmatdopmu (puc.
2.1).

A iy LA ) Parsomal - Tetiamity - Bovsh yome by - B Wine B himan Sardaborae” 0011 a ®
Pl gt lmmn GameCtpst (oTpoapet  Nengos  Hag

[ + BN e

—

prees) i e

Puc. 2.1. Turepdeiic mnatdhopmu Unity

Unity 103BOJIsiE TPOTECTYBAaTH CBOK TPy HE BUXOASYM 3 PEAAKTOpA.
[linTpumye IMOOPT BENMKY KUIBKICTH (alaoBuUX (QopMariB, IO JO3BOJISIE
PO3pOOHUKY IpU KOHCTPYIOBATH caMl MOJIEl B OUIbII 3pydyHOMY Aonaatky, a Unity
BUKOPHCTOBYBaTH 3a MpPSMUM TPU3HAYEHHSIM — pPO3poOKa IrpOBOrO MPOAYKTY.
Hamnucanus 1rpoBoi JIOTIKA Ta MPOrpaMHUX CIEHApIiB (CKPUMTIB) 3M1MCHIOETHCS HA
C#.

Irpu B Unity 6yayroThCcsi Ha OCHOBI TpbOX (yHIaMEHTaNIbHUX OJIOKIB: 00'€KTH

GameQObject, KOMIIOHEHTH Ta 3MiHHI.
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bynp-sxmit 06'ekt B Unity € GameObject: mepcoHaxi, JKepeia CBITIa,
cnenedekT, aexoparii 1 Bce iHme. IrpoBi 00'ekTr cami o cobi He MalOTh HISKOI
noBeIiHKU. J1j1s1 Toro, mo0 00'eKT 3MIHIOBAB CBiM CTaH, HOMy MOTPiOHI aTpuOyTH, IO
30epiraloTbcs B KOMIIOHEHTaX, KOTP1 1 BU3HAUAIOTh MOBEIIHKY IrpOBUX 00'€KTIiB, 0
SAKUX BOHU MpuKpirwieHl. [IpocTuil mpukmam — CTBOpEHHs JKepena CBITIA, IO
BKJIIOYAa€ MpuUKpimieHHs KommoHeHTa Light no GameObject. Takum xe 4YnHOM
MoOkHa noaatu komrnoHeHT Rigidbody mo o6'ekra, o0 BiH MaB (i3W4HI BIACTUBOCTI.

KoMroHeHTr MatoTh psiJi BIACTUBOCTEH a00 3MIHHUX, SIKI MOKHA HAJIAIITyBaTH
Ak y BikHI Inspector penaktopa Unity, Tak i1 3a JOIOMOrow ckpunrta. B HaBeneHOMY
BUIIIC MPUKJIAl JO BIACTUBOCTEH JKepesia CBITJa BIIHOCATHCS JAbHICTh, KOJIP Ta
IHTEHCUBHICTb.

Unity Hagae Oarato BJIAIITOBAaHUX KOMIIOHEHTIB, ajieé MOXHA CTBOPHUTH
BIAaCHUM 11 peamizamii crneuudiuaux anroputmiB. lle mokHa 3poOutu 3a
JIOTIOMOTOI0 CTBOPEHHSI KOPHUCTYBAlIbKOTO CKpHUIITA Ta MPUKPIIJICHHS WOTO 10
HeoOx1qHOro 00’ekTa. KokeH CKpUNT 3B'A3y€TbCs 3 BHYTPIIIHIMU MEXaHI3MaMU
Unity msixom peadizaiiii Kiacy, IoXiJIHOTO BiJl BOynoBaHoro kiacy MonoBehaviour.

KoMIOHEHTH Ha OCHOBI CKpHIITIB JO3BOJISIIOTH 3alyCKaTH IrpoBl MO,
mepeBipsITH 00'€KT Ha MpeIMeT KOoJIi3id, 3acTocoByBaTH (Di3MUYHI BIACTUBOCTI,
porpaMyBaTH PEaKIlilo Ha yIpaBIiHHS KOpUCTyBaya 1 6araro iHmoro [1].

C# — MoBa mporpaMmyBaHHS, 110 MOEIHYE 00'€KTHO-OPIEHTOBAHI 1 KOHTEKCTHO-
OpIEHTOBaH1 KOHIICTII1, BIIHOCUTHCSA 10 CiM'T MOB 3 C-TI0IOHMM CHHTAKCHCOM, 3 HUX
CUHTaKCcuC HaOuibi cxoxui Ha C++ 1 Java. MoBa Mae CTpory cTaTUYHy THIII3AIliI0,
HNIATPUMYE MOTIMOPPI3M, TEPEeBAaHTAKEHHS ONEPaTOpiB, BKAa3IBHUKU Ha (QyHKMIi-
YICHH KJIAciB, aTpuOyTH, TO11, BIACTHBOCT1, BUHATKU 1 KOMeHTapi y popmati XML.

Po3pobOka cyyacHUX HOJATKIB BCE OUIbIIE TSXKIE 10 CTBOPEHHS MPOTPAMHUX
KOMITOHEHTIB Y ()OpMi aBTOHOMHHX 1 CAMOMHCHHUX IMAKETIB, IO PEali3yloTh OKpeMi
GyHKIIOHATBHI MOXJIMBOCTI. BakmuBa 0COOJMBICTh TaKMX KOMIIOHEHTIB — II€
MOJIeIb TIPpOTpaMyBaHHST Ha OCHOB1 BJacTUBOCTEM, MeTomiB 1 mofid. Koken

KOMITOHEHT Ma€ aTpuOyTH, sIKI HaJIal0Th JICKJIAPATUBHI BIJJOMOCTI PO KOMIIOHEHTH, a
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Tako)X BOyIOBaHI eneMeHTH JokyMmeHtanii. C# Hajgae MOBHI KOHCTPYKLIi, SKi
0e31mocepeTHbO MATPUMYIOTh TaKy KOHIICTIIIIIO POOOTH.

v C# Bcl TMNM JTaHKWX, BKJIIOYAIOYM TUIH-TIPUMITHBH, Taki K int i double,
YCHAJAKOBYIOTh BiJl OJHOTO KOpeHeBOro Tumy object. Takum YWHOM, BCI THIH
BUKOPHUCTOBYIOTh 3arajbHUM Habip orepariiii 1 3Ha4eHHS Oyab-SKOTO THITY MOXHa
30epiratu, repeaaBaTy 1 00pOOJISITH CXOKHUM YHNHOM.

Kpim Toro, C# miaTpuMye mpu3HAu€HI A KOPUCTyBaua MOCUIATbHI THIH 1
TUIIM 3HA4Y€Hb, JIO3BOJIAIOYHN K IWHAMIYHO BHAUIATA HaM'dTh JJ1d 00'€KTIB, TaK 1
30epiraTv CIpoIIEHI CTPYKTYpPHU B CTEK.

MoBa nporpamyBaHHs 3a0OpOHSI€ 3BEpPHEHHS [0 3MIHHHUX, WO HE OyiH
1HIIIiOBaH1, 10 BUKIIOYAE€ MOKJIMBICTh BUKOHAHHS O€3KOHTPOJIBHOTO MPHBEICHHS
THUIIB 200 BUXO]1y 32 MEX1 IEBHOI'O MacCUBY JaHUX.

Jlns poborn pomarkiB Ha C# HEOOXITHO BCTAHOBHTH 1 HaJaIlTyBaTH
mwiatpopmy NET Framework. Ilnarpopma BOymoBaHa B IHCTaNSAIINHUN Ma-KET
Windows, npu HEOOXiIHOCTI 1i TaKOX MOKHA CKAauaTW Ta 1HCTAIIOBATU OKPEMO.
IcayroTh Takox Bepcii amst Linux 1 MAC.

B paMkax miaatgopMu A0 OOpOOKM BHUKOHYBAHOTO KOJY MIJKIIOYAETHCS
cepena CLR — equnuit 06'ennanuii HaOip 610,110TEK 1 KI1aciB, sikuii OyB po3poOaeHu
MaiikpocopT 1 € peanizamiero cBitoBoro crangapry Common Language
Infrastructure (CLI).

OcunoBuuii mexanizMm CLR wmae Burmsan 0i0miorexu mia Ha3Boro mscoree.dll
(Ha3UMBA€ThCS 3arajlbHUM MEXaHI3MOM BHKOHAHHS BUKOHYBAaHOTO KOAY OO'€KTIB —
Common Object Runtime Execution Engine). [Ipu nogaBanHi nocuiianHs Ha 301pKy
I 1i BUKOPHCTaHHS, 3aBaHTaXEeHHS Oi0morekn mscoree.dll 3miiicHIOETBCS
aBTOMATUYHO 1 MOTIM, B CBOIO Yepry, MPU3BOJIUTH 0 3aBAHTAKEHHS HEOOX1AHOi
301pKH B TaM'sITh.

MexaHi3M BUKOHYIOUOTO CEPEIOBHUINA BIAMOBIIA€ 32 BUKOHAHHS IIIJIOTO PATY
3aBaaHb. [lepi 3a Bce, 1110 HAWOUIBII BAXJIMBO, BIH BIJIMOBIAA€ 32 BUSHAYEHHS MICLS

po3TairyBaHHs 301pKHM 1 BHSBIICHHS 3allUTyBaHOTO THUIy B JBIMKOBOMY (aiini 3a
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paxyHOK 34MTyBaHHS 30epexeHux meTafaanux. [IoTiM BiH po3MIILy€e THUIT B MaM'sTi,
neperBoproe CIL-xkox y BiaAmoBigHI TwaTdopmi 1HCTPYKLIl, 1HIIIIOE OyAb-sIKi
HEOOX1/TH1 TIepeBIPKH Ha MpEeAMET Oe3MeKH 1 MICs I[bOTO, HApelITi, 0e3MoCePeaHBO
BUKOHY€E CcaM 3aluTyBaHMN mporpamHuii koa. B pesynerati kogq C # BBakaeTbcs
KEpOBaHMUM, TOOTO BiH KOMIIUIIOETHCS B JBIMKOBUN BUJ Ha NPU3HAYCHOMY JJIsi
KOPHUCTYBaya MPUCTPOI 3 ypaxyBaHHSIM 0COOJIMBOCTEN BCTAHOBIIECHOI CUCTEMH [2].

Microsoft Visual Studio — e moBHO(YHKITIOHATBHE IHTETPOBAHE CEPEIOBUIIC
po3poOku (IDE) 3 miarpumMkoro nomyisspHUX MOB IIporpamyBaHHs, Takux sk C, C ++,
VB.NET, C #, F #, JavaScript, Python.

3a nmonomoroto iHTerpauii Visual Studio B Unity MoxkHa pegaryBaTu CTBOPEHI
ckpuntu misi 00’exktiB GameObject, mpu 30€pe’KeHHI CKPUITAa BiH OHOBIIIOETHCS B
matdopmi Unity. [Ipu npoMy KOMIUISTOpP cepelyd MEPEeBIpsie KOJA Ha MOMMIIKU B
pealbHOMY daci 6e3 HeoOXIJIHOCTI MepekimrouyaTics Ha 1matdopmy. IHTepdeiic

cepenu (puc. 2.2).

wnd A onGroond)

Puc. 2.2. Intepdeiic cepeau Visual Studio

Icuye Tpu Bumycku Visual Studio 2019: Community, Professional i Enterprise.
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Y MS Visual Studio koxHE OKpeme 3acCTOCyBaHHs € pimieHHsM (solution), 110
CKIAIAEThC 3 OJHOTO YHM JCKUIBKOX TMPOeKTiB (project). OgHOYACHO MOXKHA
BIIKPUTH TIJIBKU OJIHE PIlICHHS (3 pO3MIMpPEHHsIM. sln), mpu poOOTI Haj KiTbKOMa
PIIIEHHSMHU OJTHOYACHO MOXHA 3aIyCTUTH JIEKUJIbKA BIKOH IIPOTPAMH.

Visual Studio Hamae maGiaoHM AJI1 MPOEKTIB HAWOLIBII MOIUPEHUX THIIIB.
BukopucranHs MpoekTiB 1 iX MIA0JOHIB J03BOJISE KOPUCTYBAYEBl 30CEPEIAUTUCS HA
peamizaiiii okpemoi (QyHKIli, B TOW dYac, sIK MPOEKT OyAe BUKOHYBAaTH 3arajibHe
YIPAaBJIIHHS Ta 3aBJaHHs TOOYIOBH.

OynkuioHanbHICTh Visual Studio oxomitoe BCl eTanu po3poOKu IPOrpaMHOIo
3a0e3MeUCHHsI, HaJlal0oul CydacHi IHCTPYMEHTH JJIsi HAITMCAHHS KOy, TPOCKTYBaHHS
rpadiuaux iHTEepdeiciB, 301pKH, HAIATOIKEHHS 1 TECTYBaHHS MporpaM. MO>KJIUBOCTI
Visual Studio MoxyTh OyTH [JONOBHEHI NUISIXOM MIJKJIIOYEHHS HEOOX1THUX
PO3IIUPEHB.

Pedakropunr Bkirouae B cebe Takl omeparlii, f[K IHTEJIEKTyaJlbHe
nepeiiMeHyBaHHs 3MIHHUX, BUTATYBaHHS OJHI€T a00 AEKUIBKOX PSAAKIB KOAY B HOBUMI
METO/1, 3M1Ha MOPSIKY apaMeTpiB METO/IIB 1 0araTo 1HIIOTO.

Penakrop kony Visual Studio miarpumye micBI4yBaHHSI CHHTAKCUCY, BCTABKY
dbparmMeHTiB Koay, BIJOOpakKeHHS CTPYKTypu 1 TOB's3aHuX (QyHKIiE. I[cToTHO
MPUCKOPUTH POOOTY nonomarae TexHosoris IntelliSense — aBro3zaBepiiieHHsT KOy MMij
9Jac BBE/ICHHS.

BOynoBanuit Bimmaguuk Visual Studio BUKOPUCTOBYETBCS JUIsl TONIYKY 1

BUTIPABJICHHS MIOMUJIOK Y BHXITHOMY KOJ1, B TOMY YHCJIi Ha HU3bKOMY amapaTHOMY
piBHI. [HCTpYMEHTH M1arHOCTHKU JO3BOJISIIOTH OLIHUTU AKICTh KOIY 3 TOYKH 30PY
MPOYKTUBHOCTI 1 BUKOPUCTAHHS TTaM'sITi.

Visual Studio Hamae KOMIUIEKC IHCTPYMEHTIB JIJIsl aBTOMATH3AIlil TECTYBaHHSI
JONATKIB B  YacTUHI  TEpeBipKkH  poOOTH  iHTepdeiciB, MOIYJIbHOTO 1
HABAHTAXKYBaJbLHOTO TECTYBAHHS.

Cucrema HanaromxenHs Visual Studio 103BoJisie mepersisaatu Koj 3 KpOKOM B

OJIHY THCTPYKIIit0, TIEPEBIPAIOYH 3HAYEHHS 3MIHHUX. MOJKHA 3a7aTH TOYKH 3yMUHY,
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SIK1 3YTTUHAIOTH BUKOHAHHS KOy HA IEBHOMY PAIKY. TakuM 4MHOM MOKHA MTOOAYHUTH
SIK 3HAYEHHS 3MIHHOT 3MIHIOETHCS TI0 Mipl BUKOHAHHS Koy [3].

Blender — me Oe3komToBHE mNporpamMHe 3a0e3ledeHHsT Ui CTBOPCHHS 1
penaryBaHHs TPUBUMIPHOI rpadiki.

B poOOTI BUKOPUCTOBYETHCS JIJISI CTBOPEHHS MOJIEJICH OTOUYECHHS T'pH, K1 B
NoJANbIIOMY OYyAYTh PO3MIIIEHI Ha ITPOBHX PIBHSAX 3a JIOMOMOTO 1HCTPYMEHTIB
npoekTyBaHHs Tiargopmu Unity.

3 orsAy Ha KpocIuiaTOpMEHICTh, BIAKPUTUI BUXITHUN KOJ, TOCTYMHOCTH 1
(YHKIIIOHATBHICTh TMAaKeT OTPUMAaB 3acIyXXKEHY MOMYJSIPHICTh HE TITBKA Ceper
HOBAuKiB, a i cepen mpodecionamis. [lo mipi po3BUTKY mporpamu ii BUOMpPaIOTh B
SAKOCT1 POOOYOro 1HCTPYMEHTY JUisl Bce OUThbI CKIagHuX mpoekTiB. [lo cyti, e

J0JITATOK TPAaKTUYHO HE MOCTYMAETHCS 3a KUTBKICTIO MOMJIMBOCTEH 1 (yHKI[IOHATY

OuIbIl MpocyHyTUM 1 jmoporum makeram 3D rpadiku. Intepdeiic nporpamu (puc.

1.3).

D SRS

Puc. 2.3. Bikno nporpamu Blender

Blender mno3uiionyeTrbcsi Sk J0AATOK JJIsI CTBOPEHHS 1 pelaryBaHHS
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TpuBUMIpHOT rpadiku, Bisyamizallii, aHiMailii, CTBOPEHHS KOMII'IOTEPHHX 1rop 1
HaBITh CKYJIbNTHHTA. AHAJOTIYHI MpOrpaMHd BUMAralTh 0arato pecypciB Bij
KOMIT'IoTepa, aje iHcTanboBaHuii Blender 3aiimae Omum3pko 300 wmeraGalT i
ontuMizoBanuit st cnabkux I[1K. lomaTkoBoro mepeBaroio € cTabiibHUM 1 CTPIMKUIN
PO3BUTOK IMaKeTa 3aBJsAKH IpodeciiiHiil KoMaH 11 pO3pOOHUKIB.

Sk 1 y BCIX mporpamax MOJIEIIOBAHHS, KOPUCTYBad MpAaIlO€ B CBOTO POy
cieni, abo B’romopti. Tyt 3D Mozaens 0e3mocepeTHhO CTBOPIOETHCS 1 pelaryeThes, a
TaKOX OOEpTa€ThCs, IMEPEMIIIYEThCS, MAacCIITa0yeTbCs, TOImO. Takox TyT
B1JI0Opa)KaroThCsl BCl 3MiHM, MOB'SI3aHI 3 MNpOLECaMU aHIMallii, TeKCTypyBaHHA Ta
BI3yasizarii.

3D MopentoBaHHS MpPENCTaBICHO NPAKTHUYHO BCiMa ICHYIOUMMH CIIOCOOaMu
CTBOPEHHSI 1 po0OTH 3 00'eMHUMH MOJeNsAMU. JIOCTYyITHO MPOEKTyBaHHs O0'€KTIB Ha
OCHOBI NpuMITHBIB, nojironis, NURBS-kpusux, kpusux besbe, metacdep, OyneBux
omepartiid, Subdivision Surface i 6a30BuX 1HCTPYMEHTIB JyIsl CKyJbOTIHTA. SK 1 B 3Ds
Max, mporpama MpONOHYE BEJIUKY KUIBKICTh pI3HUX MOAM(PIKATOPIB, SKI
3aCTOCOBYIOTBCS 10 MOJIENI.

JUist aHiMauii y po3nopsipKeHHI KOPUCTyBada TakKl 1HCTPYMEHTH, SK PITTIHT
(ckeneTHa aHimarlisi), 1HBEpCHA KiHEMaTHKa, CITKOBa jedopmailisi, oOMexKyBaui,
KIIFOUOBI KaJpu, peAaryBaHHS BaroBHX KOE(IIEHTIB BEpIIWH, TOIIO. BiamiHHO
peasizoBaHa JUHAMIKa TBEPJUX 1 M'SKUX TiJ1, @ TAKOXK aHIMAIIisl YaCTHUIIb.

[Iporpama m03BOJIsIE HAKJIAAATH KiJIbKa TEKCTYyp Ha OAWH 00'€KT, 1 OCHAIeHa
pPSAAOM 1HCTPYMEHTIB ISl TEKCTypyBaHHs, BKItoyaroun UV-ManmiHr 1 4acTKOBE
HACTPOIOBaHHS TEKCTYyp. Psii HanmamroByeMux 1eiiepiB 104a€ THYYKOCTI B poOOTI 3
MaTepiaiamu.

[Iporpama nmnsa 3D MopentoBaHHS HaJa€ MOXKIJIMBICTh CTBOPIOBATH HAYEPKHU
pPI3HMMH TUTIAaMU KUCTEW MpAMO y BIKHI mporpamu. [loTouHe mpu3HA4YeHHS TaKoi
dbynkuii — gomomora y ctBopeHHI 2D animariii, mmsg 4oro ms QYHKIIS TaKOX
OCHAII[eHa MOXKJIMBICTIO THYYKOTO HAJAIITYBaHHS, 30KpeMa, poOOTH 3 IIapamu.

[TakeT ocHameHuil nekiibkoMa BOY/JIOBaHMMH IHCTPYMEHTaMH Bi3zyaumisallii, a
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TaKOXX MIATPUMY€E IHTETpPallil0 3 PI3HUMU 30BHIIIHIMH peHaepepamMu. Takox B
Blender € BOymoBaHuii Bine€O-pedaKTOp, IO HE HACTUIBKK MOTYXHHUH, SK
cremianizoBane 113 mis ux 1iel, ane BeaIbMHU Henoranui [4].

Bineorpa mnoBMHHA TMOBHOIIIHHO (YHKIIIOHYBaTH B ONeEpalidHId cuctemi
Windows.

OcHogH1 xapakTepuctuku Windows:

— rpadiunmnil iHTepdelc: BCcl eneMeHTH, sIKI KOPUCTyBad OauyuTh Ha €K-paHi
(BikHa, KHONKH, CMYTH CKpOJIHTY), 3HaxoasaThcsi B (aitmax OC. IcHye Oe3niu
010110TeK, SIKI MICTATHh (YHKLII YNPaBIIHHSI LMMH €JIEMEHTaMH, L0 J03BOJIE
IPOrpamicTy HE BiJBOJIIKATUCS HAa CTBOPEHHs 1HTep(elcy MporpamMmu 1 CTaHAapTU3YE
30BHIIIHIN BUIIA JOHATKIB,

— OaraTto3agauyHicTh: Windows MiATpUMYy€ OJHOYACHE BUKOHAHHS JEKUIBKOX
mporpaM Ha PpIBHAX TpoleciB (mporpam) 1 MOTOKIB (BCepeAuHl NpPOrpaMHUN
napajienizm), 3abe3nedeHHsl AKuX BiOyBaeTbcs 3a ydacTio amapartHoro piBHs. OC
MICTUTh BEJIMKY KUIBKICTh (DYHKIIHA, 110 3a0€3MeuyroTh YMNPaBIiHHS MapajeabHO
BUKOHYBAHMMH IpOrpaMaMH, CHUHXPOHI3aI[ll0, TMOJAUT aIpECHOTO MPOCTOPY HaM'sTi
MK JIOJAaTKaMH TOIIO;

— amapaTHO-He3aJe)KHE MPOorpaMyBaHHs: BUKOPUCTAHHS (PYHKI[INA OnepariiiHol
CUCTEMHU B TMPUKIAIHINA Mporpami JI03BOJISE MPOTPAMICTy HE TMIKIyBAaTUCA TIPO
CYMICHICTh mporpamu 3 anapatyporo. OC cama (3a 10MOMOTo0 JipaiiBepiB) BUKOHYE
y3rOJKEHHS BBEJCHHS-BUBEICHHA. TakuM YWHOM, MpOTpamMa, CTBOPEHA Ha OJIHIM
KOH(Dirypaiii Oye npauroBaTH Ha 1HIINIM;

— Toil 1 MEXaHI3M MOBIJIOMJICHb: B OUIBIIOCTI BUMAIKIB MporpaMa MOYMHAE
MPAIIOBATH TIIBKH MPHU CHPAIbOBYBAaHHI JIESAKOI MOAIT B CUCTEMI (3aITyCK MPOTPaAMH,
HEOOXIJHICTh MepeMaIbOBYBaHHS BiKHA MpOrpamMu, CUTHAJ Bija TaiiMepa Tomio). B
IHIMUH Yyac mporpama abo B3arajii He BUKOHYEThCS, a00 BUKOHYE HEBEIUKHIA KO B
dboHoBoMmy pexumi. bimem Toro, OC He TpsIMO BHUKIWKAE JEAKY MPOIECIYPY
nporpamMu JUisl BIANPAIIOBAHHS pPeakili Ha SKyCh IMOJ1I0, a MOCHWJIAE BIANOBIAHE

MOBIJJOMJICHHS B IPOTPaMy, 1 BOHA caMa BHPIIITYE, 110 iid poOUTH;
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— BIKOHHA cepeja: JacTille BChbOro B KOXKHINW Mporpami € ogHe abo IeKiIbKa
BIKOH, 5Kl MalOTh CTaHAAPTHUM BUTIISA 1 MICTATh OOOB'SI3KOB1 €JIEMEHTH (HAPUKIIAI,
IKOHKY, PSAJIOK 3arojIoBKa, CXOXK€ MEHIO, KHONKHM 3aKpUTTs, MiHIMI3aIil Ta
MaKCHMIi3allii).

st 3amycky rpu HeoOximHa Bepciss Windows He Huxkue 7 SP1, ane ms

KpaIloi cTablIbHOCTI HEOOX1JHO BUKOPHUCTOBYBATH O1JIBII Cy4acHi Bepcii.

2.5.  Onmc CTPYKTYpH NPOrpaMu Ta aJropuTMiB ii pyHKIIiOHyBaHHSA

2.5.1. IIpoekTyBaHHSI IPOrpaMu

Bineorpa mae nBa pexumu: sl OJHOTO TPaBIsl — Ha KJaBiaTypi 1 JBOX —
IPOXO/PKEHHA TPU pO3MOAUIIETbCS MDK TIpaBLEM Ha KiaBlaTypl Ta I1HIIMM Ha
iIrpoBoMy KOHTposepi (reiimiani). OCHOBHOIO HULIIO TPH € MPOXOIKCHHS PIBHIB,
MUHAIOUU TEPEIIKOIN 1 BOPOTiB, 3 HAWBUINOK KUIBKICTIO OaliB, BOJHOYAC KEPYIOUU
NEPCOHAKEM Ta ITPOBUMH 00’ €KTaMHU.

B3aemoniro kopuctyBayiB 3 CUCTEMOIO TpadiuHO BIAOOpaKEHO Ha Jiarpami

BUKOpUCTaHHA (puc. 2.3).

ITepernan
peHTHHTY

3miHa Qaiiis
TpH

IIpoxomxeHHA
PiBHIBE

3MiHa irpPOBH: O
DiBHIB

OHOBIEeHHA
I'PH

CTeEOpeHHA
OHOBIEHB ID

I'paeenp Po3polHHK
3miHA

HallallTy BaHE

3miHa
BXiTHOTO KOV

Puc. 2.3. Jliarpama BUKOpUCTaHHS
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[1in yac mpoxoKeHHs piBHS TpaBellb 30Mpae Jaiiku Ta YHUKAE JOTOPKAHHS 110
nu3naiikiB. [licns mpoxo/keHHs piBHS (OPMYETbCS PEUTHMHT PIBHS: BiJ 310paHHX
JalKiB BIAHIMAIOTBCA JU3JalKkK Ta KoedilieHT 4Yacy (BIJICOTOK BiJ 3aTpauyeHUxX
XBWJIMH, CEKYH]I 1 MUTICEKYH/]T) TA MHOKUTHCSI HA MHOXXHUK CKJIQJIHOCTI PiBHS.

PelTUHT KOXHOro piBHA JOJAETHCS /10 CHUIBHOTO PEUTUHIY TpaBls, SKUAN
BUBOJUTHCS B TOJIOBHOMY MEHIO, IIPUUYOMY BiH IEpEpPaxoBY€TbCS IPU OHOBJIEHI,
TOOTO SKIIO MPH MOBTOPHOMY TMPOXO/KEHHI PIBHS BPaxOBYETbCA TUIBKU OJMH,
Hallkpaliuii pe3yibTar. PeHTHHr 30epiraeTbcsi Ha KOMIT'IOTEpP Ta 3aBaHTAXKY€EThCS
P 3aXOKEHHI B TPY.

[Ipoutec ¢dopMmyBaHHS pPEUTHMHTY TpaBlsg BimoOpaxeHo Ha puc. 2.4. Bin
IPOXOIUThH B JIBA €TAIH:

— 10 3aBEpPUICHHIO PIBHSA Ipa IMIJpaxoBYye BCl JaHHI MPOXOKEHHS (4ac,
JaiKu, TU3J1alKU Ta CKJIAHICTh PIBHA) 3BOJSYM IX IO OJHOIO YUCIIA, PAXyHKY PIBHS,
1o 30epiraerbes y daitn PlayerPrefs;

— B TOJIOBHOMY MEHIO (DOPMYETHCSI CIIUIBHUNA PEUTHUHT TPaBlisi, CyMyBaHHSIM
paxyHKy KOKHOTO DIBHs, MPUYOMY SIKIIO LIE€H pIBEHb MPOXOAUTHCSA I'PaBLIEM HE B

MEpUINKI pa3, TO BPaXOBY€ETHCS OJIMH, HAMKPAIUK PE3YIIbTAT.
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DopMyBaHHA peHTHHTY

I'paBens I'pa CHcTeMma
'h~|
OtpuManna OtpuManus
JaHHX JaHHX )
S AL
4 4 ® . -
OpPM VERHHS 30epeseHHA
Jamvck rpa - P
L PEHTHHIY [ y AAHHE J
ol
Hpcw:faﬂm{s Ilepega=a
\_ plEHlB JaHHX )
I Y
HEpE,JE.‘IE. ) - Ohp . ™
9 ;[aim J L AHTAKEHHA ,I[HI—]IIE;
( II Y ¥ & A A
cperIEd A [ligcyMyeanna [lepemaga
9 peETHHTY ) .. na
Y pmnmff Tpae y, AaHHE A
-
Ilepema=a f Otpumanns
\_ JaHHX W, 1 JaHHX )
e
[ Bigoopaxenua
PEETHETY y

Puc. 2.4. Jliarpama aisibHOCTI (POpMyBaHHS PEUTHHTY TPaBIIs)

VYrpaBiiHHS TpoIo BiIOYyBAETHCS BIMOBITHUMU KilaBimamu (puc. 2.5).
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moi—a.
[T' :

CTPUBOK }

Bniso I

-]

o
-

A~ —t—

<

BMPABO I

BNnIBO
BMNPABO

NNATOOPMU

3ACTOCYBATHU

CTPUBOK

BMPABO

Puc. 2.5. Po3kiiagka ynpaBiiHHS

2.5.2. Onuc OCHOBHUX KOMIIOHECHTIB

3ACTOCYBATH

1 BNIBO

B mnardopmi Unity koxken o0’ext mpencrasisie coboto GameObject, sxuit

30epirae

aTpuOyTH KOPHUCTYBAllbKUX Ta

BIIAIITOBAHMX KOMIIOHEHTIB. Tak,

HAIPUKJIAJ, cTaHAapTHUM KommoHeHToM GameObject, SIKuil He MOXJIMBO BUAAIATH

€ «Transform» (puc. 2.6). Bin 30epirac mapamerpu Position, Rotation, Tta Scale

BIJIOBIJTHO TMO3HULIIsI, TOBOPOT 1 po3Mmip 3a TpboMa ocsamH (X,Y,Z) BITHOCHO MOYATKY

KOOpOHHAT.

A 4

oo Transform

Position

Rotation
Scale

X -26.28

X0
X1

Y -15.59

YO
w1

Puc. 2.6. Komnonent «Transformy
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o0 BimoOpa3utu 1BOMIpHI 300pakeHHS B TPUBUMIPHOMY iIrpOBOMY IPOCTOP1
BUKOPHUCTOBYETbCA KOMMOHEHT «Sprite renderer» (puc. 2.7) Ilicna Bka3iBKH Y
BJIACTUBOCTI Sprite MOCUJIAHHS Ha IMIIOPTOBAaHE B IPOEKT I'pu 300pakKeHHs HaJ HaM
MO’KHA TPOBOJUTH PI3HI MaHIMyJALIi, Taki K OOepTaHHs, MEpEeMIIICHHs, 3MiHa

KOJILOPY TOIIO.

v [g] v Sprite Renderer 0 +
Sprite None (Sprite) ®
Color I
Flip X Y
Draw Mode Simple -
Mask Interaction None -
Sprite Sort Point Center v
Material ® Sprites-Default ®

Puc. 2.7. Kommnonent «Sprite renderer»

AHiMarlito (UII03110 pyXy) PO3TIISIHEMO Ha MPUKJIAAl MEePCOHaXa, SIKUM Kepye
rpaBellb, JJIS IIBOTO 3aCTOCOBAHO KOMITOHEHT «Animator» (puc. 2.8), BiH 3B’s3ye
00’ekT 3 (pailmamu aHiMaiiil (.anim), IO CTBOPIOIOTHCS y BiKHI «Animation» (puc.

2.9), m1st aHiMaIIi1 Oiry TOCIiIOBHO TIEpEMHUKaIOThCs 300paxenHs (puc. 2.10).

v > v Animator 0 i
Controller % Player ®
Avatar None (Avatar) O
Apply Root Motion
Update Mode Normal v
Culling Mode Always Animate

Puc. 2.8. KommmoHeHnT « Animator»
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© Animation
Preview @ ¢ 1« » i
Player_ldle v Samples 2 Q o L

0 0:0

» {8 Player: Sprite

eshec! Curves L ————

PI/IC —2 9 'BiKHO «Animationy»

*aHa

Puc. 2.10. Animarisa nepconaxa «Player Runy

Koxen ¢aitn .anim MNOBMHEH MICTUTH OJHY [1i0, TaKUM YUHOM MiCIs
CTBOPCHHS BCiX MOXKJIMBHX Ji 00’€KTa HEOOX1AHO moAaTH (aitmy aHimarii 10 BikHa

«Animator» (puc. 2.11) 1 cTBOPUTH 3B’SI3KM M) HHUMH Ta HAJIAIUTYBaTH TPUTEpU

Nepexo/ly 10 HaCTYMHOI aHIMAIi] A1 KO>KHOT'O 3B s3Ka.
Jlns animarii mepcoHaxa CTBOpeHO mapamerpu (puc. 2.12 Ta Tpurepu ans

YIOPaBIIHHS aHIMAINEIO 31 CKPHITA, TaK SK aHIMAIllsl HE BIUIMBAE Ha MEPEMIIICHHS

MEePCOHaXKa 1O PIBHIO.
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Any State

e NS

/

~

Player_Fly H e
v

Exit

Puc. 2.11. BikHo «Animator»

= isJumping
= lisFalling
— horizontal 0.0

Puc. 2.12. TTapameTpu aHiMaIlii mepcoHaxa

Jist Toro, mo0 00’€KT MIAKOPSBCS 3aKOHaM (DI3UKU ICHYE KOMITOHEHT
«Rigidbody 2D» (puc. 2.13) B HbOMY HaJAITOBYEThCSA Maca, JiHIHHE Ta KyTOBE
MPUCKOPEHHS, TpaBITAIlIMHUNA MHOXXHUK Ta OaraTo I1HIIOTO. AJie 3a pIIKUMHU
BUMAJKaMH 1€l KOMIIOHEHT caM Mo co01 JapeMHUi, 00 HE MOKE BIUIMBATU HA 1HIII

00’ €eKTH.
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Puc. 2.13. Komnonent «Rigidbody 2D»

['pyna xomnoneHnTiB «Collider 2D» noaae xoizito, ToOTO (Hi3MUHY B3a€EMOJIIO
3 iHmmMu 00’exktamu. Posrmsaemo «Box Collider 2Dy (puc. 2.14) — BiH He nae 1

KyOy npoBanuTucs uepes 2 kyo (puc. 2.15).
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v O v Box Collider 2D @ 1
Edit Collider T
Material S Slippery ©
Is Trigger
Used By Effector
Used By Composite
Auto Tiling
Offset X -0.00128 Y O
Size X 0.5199131 Y 1
Edge Radius 0

Puc. 2.14. Kommnonent «Rigidbody 2D»

Puc. 2.15. Ilpuxnan mii Box Collider 2D

CTBOpEeHUI KOPUCTYBaYEM KOMIIOHEHT MOX€e KepPYBaTH BJIACTUBOCTSIMH 1HIINX
KOMIIOHEHTIB, J0JaBaTH HOBI, 3MIHIOBAaTH ITPOBY CLIEHY Ta BHUKOPHCTOBYBATH BCI

MOXJIUBOCTI MOBU CH.
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2.5.3 Peanizanis irpoBux ejieMeHTIB

2.5.3.1. CrBopenns miargopm

Jlnst  ememeHnta oOepraroda 1miaThopmMa CTBOPEHO HACTYMHI OO0 €KTH 1

KOMIIOHEeHTH (Tabu1. 2.1) Ta ocHOBHUI cKkpunT «pRotated» (Tadi. 2.2).

Tadomus 2.1

KommnonenTn o6epraruoi miargopmu

O06’exT Komnonent [Ipu3HaueHHs
pRotated pRotated (Script) YnpapiiHHsA 1aTHOPMOI0
Pivot Transform Touka oGepranns miarGopmu
Mesh renderer BizyaibHa MOJIE/Ib IIHITIB
Box Collider 2D Mopeins Koumi3ii mumiB
BOuBae nepconaxka Ta BOpPOriB Mpu
Spikes Kill (Script) ITOTO pKaHHI
Mesh renderer Monens koi3ii maTdopmu
Platform Box Collider 2D ®i3uyHa MOIEIh TUIATHOPMHU
Key TextMeshPro BinoOpakeHHs KHONKHU T1aTGpopMu
Tabmuus 2.2
Baacrusocti ckpunra «pRotated»
Bnactugic
Th Tun [Ipu3HaueHHs
Smoothnes
S Float [IBuaKicTh 0OepTaHHS
Angle Float Kyt ob6epranns
Button KeyCode Knormka obepTanHs
Key TextMesh Pro BimoOpaxeHHsI KHOIIKH IIaTPOPMHU
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Pivot

Transform

Touxka obepranHs maThopmMu

Objects

Transform

Bci 06’extu mnardopmu, kpim Pivot

[Ipu HaTUCKaHHI KHOIKH, IO 33Ja€ThCs Y BIACTUBOCTI «Button» 00’exTH, 110

3HaxoAsAThCsd B Tpymi «Objects» obOepraeThCsi Ha KyT «Angle» HaBKOJIO TOYKHU

«Pivoty, skuio o0’extn «Spikes» akTUBOBaHi, TO BOHM BOMBAIOTH MPH JOTOPKAHHI

nepcoHaxa, abo Bopora. Burinsn i nig mardopmu BigoOpaxeHi Ha puc. 2.16.

Puc. 2.16. Jlis o6eprarouoi miathopmu

Jliis MexaHI9HO1 1aTGOpMH CTBOPEHO HACTYITHI 00’ €KTH 1 KOMIIOHEHTH (TaoJI.

2.3) Ta ocHOBHUIA ckpunT «pTosting» (Tadm. 2.4).

Tabmuusg 2.3

KomnonenTn MmexaHiuHoi muargopmu
O0’exT KommoneHT [Ipu3HaueHHs
pTosting pTosting (Script) YnpaBiiHHS 1aTGOPMOIO
pTosting Box Collider 2D Tpurep s 00’ ekTiB

Mesh renderer BizyansHa Mojens miardopmu
Platform Box Collider 2D Mogpens xomi3ii miardhopmu

BinoOpaxeHHs] KHOTIKH

Key TextMeshPro ruiathopMu
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Taomuig 2.4

Baacrusocti ckpunra «pTosting»

Brnacrusic
Th Tun IIpu3HaueHHs
Force Float Cuna miakunanas
Button KeyCode Kuomnka niakuganas
Key TextMesh Pro Bino6paskeHHs KHOMKH T1aTGopMu
Platform Transform Koopaunaru miargopmu

[Ipu 3aTrckaHHI KHOIKH, IO 33Ja€ThCs Y BIACTUBOCTI «Button» 06’ekTy, mo
CTOITh HaJ IJIATPOPMOIO HAJAETHCS BEKTOpP MNPUCKOpeHHs Bropy «Forcex». Skmio
rpaBelb OJHOYACHO HATHCHE KHOIKY IutaTrGopmu 1 cTpuOKa, TO HOro miJAKHHE HE

BUIIIC BU3HAYCHOI BUCOTH. Burysan 1 ais miuardopmu BigoOpakeHi Ha puc. 2.17.

Puc. 2.17. Jlis MmexaniuHo1 miatdhopMu

Jlns miHiAHOT maT@opMu CTBOPEHO HACTYIHI OO0 €KTH 1 KOMIIOHEHTH (TalJl.

2.5) ta ocHoBHU# ckpunt «pSlide» (Tadi. 2.6):
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Tadomus 2.5

KomnonenTu qainiiinoi niargpopmu

O0G’exT Kommonent [Tpu3HaueHHs

pSlide pSlide (Script) YnpasininHs w1atGopmoro

Posl Transform [Mo3umis 1

Pos2 Transform [Mo3uwis 2

Pivot Transform Touka 110 siKO1 IEpeMINTy€eThCs TIaThopMa
Mesh renderer BisyanpHa Mojenb miatdopmu

Platform Box Collider 2D Monens koi3ii maTdopmu

Key TextMeshPro BinoOpakeHHs KHONKH T1aTGopMu

Taomurg 2.6

Baacrusocti ckpunra «pSlide»

Bnacrusicts | Tun [Ipr3HaueHHA

Speed Float HIBuaxicTs nepeminienns Pivot
Smoothness Float [IBuIKICTh TIEpeMileHHs TuTaThopMu
Button KeyCode Kuonka miakuganas

Key TextMesh Pro BinoOpakeHHs KHONKHU T1aTGopMu
Platform Transform Koopaunatu mnardopmu

Pos 1 Transform Io3zumis 1

Pos 2 Transform Io3umis 2

Pivot Transform Touka 110 sIKOT IEpeMINTy€eThCS TIaThopmMa

[Ipu 3aTrckaHHI KHOTIKH, IO 33a€ThCs Y BIACTUBOCTI «Button» Touka «Pivoty
nepeminryerbes Mix nozutisiMu «Pos 1» ta «Pos 2» 31 mBuakictio «Speed». OO0’ ekt
«Platform» miaBHO mepeMiinyeTbess A0 Touku «Pivoty. Burmsag 1 ais mmatdopmu

BijI0OpakeH1 Ha puc. 2.18.
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Puc. 2.18. Jlis niniitHO1 muiatropmu

Jl5is BUCYBHOI MIaT(OPMHU CTBOPEHO HACTYIHI 00’€KTH 1 KOMIIOHEHTH (TalI.

2.7) Ta ocHoBHU# ckpunt «pHold» (Tabm. 2.8):

Tabmurs 2.7
KoMmnonenTn BUCYBHOI Ii1aTrgpopmu
O0’exT KomnoneHT [Ipu3HaueHHs
pHold pHold (Script) Ympasiiaas miathopMoro
Mesh renderer BizyanbHa Mojens iaThopMu
Platform Box Collider 2D Monenb kodi3ii maTgopmu
Key TextMeshPro BinoOpakeHHs KHOTIKH T1aTGopMu
Tabmuus 2.8
Baacrusocti ckpunrta «pHold»
BnactusicTh Tun [Ipu3HaueHHs
Offset Float JlanmpHICTh BUCYBaHHS TUIATHOPMHU
Smoothness Float [IBuaKiCcTh IEpeMileHHS TUIaTGopMu
Button KeyCode KHomka BucyBaHHS
Key TextMesh Pro BimoOpakeHHs KHOTTKH T1aTGopMu
Platform Transform Koopaunatu mnardopmu
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[Ipu 3aTUCKaHHI KHONKH, HIO 3aJa€ThCsi y BiIacTUBOCTI «Button» 00’ekT
«Platform» mepemimtyerbest Ha «Offsety 31 mBuakicTi0O «Smoothness». Burimsin 1 ais

miaTdopMu BitoOpaxkeHi Ha puc. 2.19.

Puc. 2.19. Jlis BucyBHoOi miatopmu

Jliis ctataHOoi mIaThopMu CTBOPEHO HACTYIHI 00 €KTH 1 KOMIIOHEHTH (TaluI.

2.9) Ta ocHOoBHMIA ckpunT «pSaddingy ( Tabdm. 2.10):

Tabmuus 2.9
KoMnonenTn BUCYBHOI mu1aTrgopmu

O0’exT KommoneHT [Ipu3HaueHHs

pSadding (Script) VYrpapiiHHS 1aTGOPMOIO

Mesh renderer BisyanbHa Mojenb miatgopmMu
pSadding Box Collider 2D Mopnenb koumi3ii rathopmu

parrentTrigger KopexTHa npus's3ka 10 miathopmu
parTrig Box Collider 2D Tpurep npuB’sI3Ku
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Taomumg 2.10

BaacruBocti ckpunra «pSadding»

BnactusicTh Tun IIpu3HaueHHs
Sadding Float Cuna npocinanss miathopmu
Smoothness Float HIBuAKiCTH MIPOCiAaHHS TUIATHOPMHU

Konu rpasens crae Ha mnatdopmy abo BrapsieTbcss 00 Hei 3HHM3Y BOHA

npocigae gu mactpudye Ha «Saddingy (puc. 2.20).

Puc. 2.20. [lis cratnanoi miiatdhopmu

2.5.3.2. CTBOpEHHS MEPCOHAKY

Jlna nepconaxa Oyno cTtBopeHo 00’ekT «Player» 1 B HbOro BKJIaJ€HO 00 €KT

«Dust» nis cTBOpeHHs YacTMHOK mwity miax HuM. B «Player» BkimaneHo HacTymHi

KoMmoHeHTH (Tadut. 2.11) Ta ocHOBHuUM ckpunT «Playery (tabm. 2.12).
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Taomung 2.11

KomnoneHnTn nmepcoHazka

O0G’exT KommioneHT [Tpu3HaueHHs
Player (Script) VYipapIiHHS IEPCOHAKEM
Sprite Renderer BizyaibHa MOJIenb IepCOHaXa
Box Collider 2D Monens Komi3ii mepcoHaxa
Rigidbody 2D di3zuKa mepcoHaxa
Animator AHIMalisi nepcoHaxa
Player Cast Shadow (Script) | AxruBaris Tini ais Sprite Renderer
Cucrtema 4acTUHOK IS TIFUTY BiJl TIEPCO
Dust Particle System Haka
Tabmums 2.12
Baacrusocri ckpunra «Player»
BnactuBictes | Tun [Ipu3HaueHHs
Move Speed | Float [IBUAKICT TIEPEMIIIICHHS
Jump Force | Float Bucora ctpudka
Jump Delay | Float 3arpuMKa repe;] HACTYITHUM CTPHOKOM
Max Speed Float MakcuMalbHa IMBHIKICTh TICPEMIIIICHHS
Gravity Float ["paBiTarris
FallMultiplayer [Float IMHOXKHHK ITaTiHHS
Collider Offset [Vector 3 Touka as mouatky Reycast
Ground Layer [Layer Mask IMacka mapy ais Reycast
Ground Length [Float JloBxmHa Reycast

Dust

Particle System

Cructema 4aCTUHOK JJIs TTAJTY BiJ EpCco

Ha>Xa
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Jlis mepeMillleHHsT MepcoHaka BHUKOPUCTOBYIOTHCA KIaBimu «A» 1 «D»
BIJIMOBITHO BIIBO 1 BmpaBo. [Ipm HaTUCKaHHI OJHIET 3 KIABINI TMEPEMIMECHHS
koMrioHeHTy «Rigidbody 2D» nanmaethest cuina «Move Speed» 1 «Sprite Renderer»
PO3BEPTAETHCS Y BIANOBIIHY CTOPOHY.

Sxmo HatucHYTH KiaBilmry «W», TO MEPCOHaXX BUKOHAE CTPUOOK MUIS-XOM
nonaBanHs «Jump Force» mo «Rigidbody 2Dy, mo6 BiH He Mir cTpu0aTH MOCTIHHO
okpiMm «Jump Delay» (3aTpumkum cTpuOka) HOAAHO BU3HAYEHHS 3HAXOJDKCHHS
nepcoHa)xka Ha MiJjI031.

[Ilo6 BU3HAYUUTH YU CTOITh NEPCOHAX HA TNIJI031 BHUKOPUCTOBYETHCS
cTaHAapTHUU MeTol Raycast, IKMil CTBOPIOE TaK 3BaHHMM MPOMiHb, KOTPUH MOBEPTAE
3HAYEHHs true Mpu NepeTHHi 3 Kojiziero. [louyaTkoBa Touka 3a4a€ThCsl TPUMIPHUM
BekTopoM «Collider Offset», noBxuna «Ground Lengthy, a cniucok mapiB miaJioru B
«Ground Layer».

Kosxna pgisi 3MiHIOE TTapaMeTpu KOMIIOHEHTa «Animator» 1ol mporpaBaiacs
BIJIMOBIIHA aHIMAIIisl IEPCOHAXa — OIr, CTPUOOK UM M iHHS.

Konu nepconax ctpubae yu majiae Ha MiAJIOTY MOTO JIOKAJIBHUM PO3MIpP TPOXH
BUTATYETHCS TIO KOOPAWHATI Y 1 HAa KOPOTKHH Yac 3’ SBJISIOTHCS YACTUHKH ITHITY
«Dust».

[lepconaxx Mae 3 OAUHUIN 30pOB’S, SIKI BIIOOpa)karoThCsl HAa €KpaHi (puc.
2.21), koM BIH OTPUMYE TOMKOKEHHS KIiTbKICTh 3MEHIIYETHCS, IEPCOHAXKA
BIJIKMJIa€ HA3aJl Ta HA JOJIO CEKYHIU HOTO KOJIp 3MIHIOEThCS Ha depBoHHI. Ko
3I0POB’Sl 3aKIHUYETHCS MEPCOHAXK MOMHUPAE 1 3’SIBISAETHCS HA OCTAHHIM KOHTPOJIBHIM

TOYII 3 BIAHOBJICHUM 3JI0POB’SIM, I1J] YaC «IIEPEPOIKEHHS €KpaH TEMHIE.

L 4 4 4

Puc. 2.21. BinoOpakeHHs 3I0pOB’sl IEPCOHAXKA
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2.5.3.3. CTBOpeHHS 10JaTKOBHUX 00’€KTIB

JIns KOHTPOJIbHOI TOYKW CTBOPEHO HACTYITHI 00 €KTH 1 KOMIIOHEHTH (TaOlJl.

2.13) ta ocHoBHMI ckpunT «Checkpointy.

Taomung 2.13

KomMnoneHTH BUCYBHOI IL1aT(OPMH

O06’exT KomnoneHT [TpuzHaueHHA

Checkpoint (Script) ["onoBHUI CKpUIIT

Mesh renderer BizyasnbHa MOJIe]Ib KOHTPOJIBHOT TOUKH
Checkpoint Box Collider 2D Tpurep KOHTPOJIEHOT TOUKH

Konu mnepcoHaxx moTpamiisie B 30HY TpUrepa TOYKa, B SIKIA 3’SIBISE€ThCA
NEPCOHAX TMICHs cMepTl mepeHocutbea a0 koopauHaT Checkpoint, a Horo komip

3MiHIOeTbCs Ha 3eneHuil. Burmsan 1 mis Checkpoint BimoOpaxkeHi Ha puc. 2.22

(3e71eHO10 JIIHIE€I0 TTOKa3aHUM TPUTEP).

Puc. 2.22. is Checkpoint
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Jlng nmadika Ta Ou3naiika CTBOPEHO HACTYNMHI 00 €KTHM 1 KOMIOHEHTU (Talul.

2.14) Ta ocHoBHi ckpuntH «Like» Ta «Dislike».

Tabmnis 2.14

KomnoneHnTu Jiajlika ta am3Jjiaiika

O0’exT Komnonent [Ipu3HaueHHA
Like (Script) ["onoBHUI CKpUNT Naiika
Sprite Renderer BizyanbHa Mojenb naiika
Box Collider 2D Tpurep maiika
Like Cast Shadow (Script) AxrtuBaris TiHi st Sprite Renderer
Dislike (Script) ["0n0BHUI CKPUNT qU3JaiiKa
Sprite Renderer BisyanbHa Mojienb qu3iaiika
Box Collider 2D Tpurep nu3mnaiika
Dislike Cast Shadow (Script) AxruBaris TiHi s Sprite Renderer

Konm mepcoHak TOpKaeThCsi 10 Tpurepa jaika (puc. 2.23) un au3naika BiH
JIOAAETHCS A0 KUTBKOCTI JalKiB 4K IU3/IaiiKiB TpaBIlsl Ha PIBHI, 10 BiI0OpaKatOThCs
outs cexynaomipa (puc. 2.24). CexyHAOMIp MOYMHAE BIJIIK MPHU 3aMyCKy PIBHS 1

3YNUHAETHCSA TUIbKU Ha PiHIII a00 B MEHIO May3H.

Puc. 2.23. Jlaiik Ta au3naiik Ha piBHI
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Puc. 2.24. Cexynaomip

JIns maTpyJbHOrO BOpOra CTBOPEHO HACTYIHI O0’€KTHU 1 KOMIOHEHTH (Tall.

2.15) ta ocHOBHUI ckpunT «Enemy» (Tabm. 2.16).

Tabmuuga 2.15

KovmmnonenTy JgiHiifHOI 1aTOopmMu

O06’exT KomnoneHT [Ipu3HaueHHs
Sprite Renderer BizyanpHa Mosens Bopora
Box Collider 2D Mopuenb KoJi3ii Bopora
Box Collider 2D Tpurep 11 3HaXOHKEHHS IEPCOHAXKA
Rigidbody 2D di3uka Bopora
Animator AHiMmariist Bopora
Patrol Cast Shadow (Script) | AxruBaris TiHi ;s Sprite Renderer
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Taomung 2.16

BaacruBocti ckpunra «Enemy»

Bnacrusicts | Tun [TpuzHaueHHA

Move Speed | Float IBHAKICTD MEPEMIIICHHS

Max Speed Float MakcuMalbHa MBHIKICTh
Direction Int Hanpasnienust nepeMinieHHs
Health Int KinpkicTb 310poB’s

Stop Bool [Tepemukay 3ylmMHKA BOpora
Player Player [TocumanHs Ha MepcoHaxa
Ground offset | Float [Monoxenns Reycast mst 3emiti
Wall offset Float [Monoxenns Reycast mist cTiHku
Ground Layer | Layer Mask Macka mrapy s Reycast

Ko nmaTrpyJapHUNA BOPOT 3HAXOAMTHCS HA 3€MIIl, TO BIH MEPEMIIIYETHCS B
HarpasieHH1 «Direction» 31 mBuaKicTIO «Move Speed».

3a momomoroto Reycast mpomensi «Ground» (puc. 2.25) BU3HAYAETHCSA YU €
mijjora mijg Boporom. Skino ii HEMae, TO BOPOr MOBEPTAETHCS B MPOTHIICKHOMY
HanpsiMKy. [IpomiHb 3HAXOAUTHCA JHaii 1 HIKYE BOpOTa, MO0 BIH BCTUTHYB
MOBEPHYTHUCA, SAKIIO Nonepeay oopuB. s po3BOpOTY Bij CTIHU € TpOoMiHb « Wall».

Konu rpasens 3naxonutbest B Tpurepl «Box Collider 2Dy mBuakicts Bopora
30UTBITy€ThC. POOOT HAHOCUTH MIKOAW B | OJMHMINO MEPCOHAXKY MPHU JOTOPKaHHI,
aJie SIKIO TpaBellb CTPUOAE MO BOPOTY MOMIKOHKEHHS OTPUMYE BOPOT, TPU CTPUOKHU

BOMBAIOTH pOOOTA.
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Puc. 2.25. TlatpynsHuii Bopor

OcHoBy piBH# (puc. 2.26) cripoeKToBaHO 3a AormoMororo maketa «Pro Buildery,
akuid  gomae 10 Unity OCHOBHI MOXMJIMBOCTI TPUBUMIPHOTO MOJCIIIOBAHHSI.

Yotupuamists «Box Collider 2Dy BUKOpUCTOBYETHCS JI HaJJaHHS OCHOBI KOJII31H.

Puc. 2.26. OcHoBa piBHs

2.5.4. Onuc ¢aiijioBoi CTPYKTYpH NPOrpamMu

[Ipoekt HazuBaeThes «Break your handsy.
OcHOBHI HanalITyBaHHs Tpu 30epiraiotbes y @Qaitnax «browscap.ini» Ta
«config.xmly». IrpoBi pecypcu o00’eaHyroThCs y (daiilyli «game resources», a

crannaptHi ¢aitnu Unity y «data.unity3d». Bcei 616mi0Texu, HeOOXiIHI Ui 3aMyCKy
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rpu 3HaxosaThes y namnii «Managed». ['padiuno ocHOBHI (aiinu Tpu 3rpynoBaHi HA

miarpami KOMIOHEHTIB (puc. 2. 27).

config.xml

AN

app.info data.unity3d

Browscap.ini

—IL || ga_me Ir2s0urces
o | AN

HATAIITYBAHHS pecprHV
|K Jl
-
byh.exe Ipa
| 7

J

UnityEngine dll's

D

010110TeKH

Unitydll's

_gystem dil's |

J UnityPlayer.d
|

Puc. 2.27. Jliarpama KOMIOHEHTIB (OCHOBHI (pailyiv J0JATKY)
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2.6. OOrpyHTyBaHHsl Ta Oprasizamis BXiIHUX Ta BHUXiIHHX JaHHUX

NporpamMu

AHami3yroud TIOCTaBJICHI mTepel MOJaTKOM 3aBJaHHS, JOMUIBHO BUIIIUTH
HACTYIIHI TPyNH TMOTOKIB iHdopMallii, mo 3a0e3NeuyloTh IMPaBWIbHY POOOTY
porpamu:

—  BXIJIHWH TOTIK - JIaHi, [0 MOCTYHAOTh Y JOJIaTOK 3a JOMOMOTOIO BBEACHHS
iX KOPHCTYBaueM.

— BUXIJHUM MOTIK - JIaHi, 110 TEHEPYIOThCSA B Mpoleci podOTU J0AaTKy Ha
niacTaBl OOpOOKH JaHUX KOPHUCTYBauiB 1 Meper0adyeHuX BIANOBIAEH Ha MEBHI MOro
mi.

Bxigaumu panuMu Ui poOOTH JoAaTKy € iHdopMallis, sKka BBOJIUTHCS Ta
BIJIHOCUTBCS JIO TPYIU BX1JTHOTO TTOTOKY:

— BUOIp BapiaHTy I'pH;

— KOOPJAMHATH PO3MIILIEHHS TOJIOBHOTO IPaBlisd Ha KapTi IrPOBOTO MPOCTPY.

— KOMaHJM U1 KEepyBaHHA XOJOM IrpOBOrO TMpOIleCy, BBEJEHI 3a
JIOTIOMOT 010 IIPUCTPOIB BBOJY.

B pe3ynbTaTi 00po0OKH MUX TaHUX, 3A1HCHIOETHCS BUBEICHHS TIeBHOT iH(OpMaIlii
ab0 peakIlisi 10aTKy, sika BITHOCUTHCS JIO TPYMH BUXITHOTO MOTOKY, 1110 3a0e3mevye
0e3mocepeIHbO pe3yIbTaT POOOTH Ha MEBHOMY €Talll (DyHKIIIOHYBaHHS IOAATKY.

BuxigauMu 1aHuMH €:

— 300pa)K€HHS TOJOBHOTO MEPCOHAXY I'PH Ta HOTO Aii;

— 300pakeHHS BOPOKHUX MMEPCOHAXKIB,;

— 300pa)XeHHs MaIu irpoBOTO TOJIS;

— 3MEHIICHHS OJIMHHUIIb KUTTS;

— 1H(opMaIlisi PO MOTOYHHUM CTaH IPH Ta MPO ii 3aKIHUCHHS B pa3l 3HUIIIECHHS

reposl.
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2.7. Omnuc po60oTH po3pod/1eHOr0 MPOrPaMHOro MPOAYKTY

2.7.1. BukopucrtaHi TexHiyHi 3aco0u

['pa He TecTyBasacsi Ha KOMIT'IOTepax pi3HOI KOHQIrypailii, TOMy HaBOJATHCS
XapaKTePUCTHKHN TOTO KOMIT'IOTEpa, Ha SIKOMY Tpa CTBOPIOBAJIAC:

- nporiecop: Mobile DualCore Intel Core i3-350M, 2266 MHz ;

— Bigeokaprta: ATI Mobility Radeon HD 5650;

- maM’ate: 700Mb;

- OC: Windows 7.

2.7.2. Buxopucrtani nporpamui 3acoou

B nporpami Bukopuctana MoBa mniporpamyBaHHsi C#. Jliig cTBOpeHHST 00’ €KTIB
rpadikd BHUKOPUCTAHO IHCTpYMEHT po3poOku Blender 2.79 Ta iHCTpymMeHT uis
pO3pOOKH IBOMIPHUX Ta TprOXMipHUX irop Unity 3D.

2.7.3. BUKJIMK Ta 3aBaHTa’KeHHS MPOrpaMu

CxomninboBaHW TpoeKkT rpu 3aiimae 60 Mb Ha KOpCTKOMY IHUCKY 1

3amyckaerbes 3 paiiny «Break your hands.exe».

2.7.4. Onuc intepgeiicy kopucryBaya

[licas 3amycky TrpH 3aBaHTaXyeTbCs TOJNOBHE MeHIO (puc. 2.28), 3 sgKoro

MOYKHA IIEPEUTH B HAJAIUTYBAaHHS, BUWTHU 3 TPU YU PO3IOYATHU IPy. MEHIO BUKOHYE

cBO1 yHKIIIT BIpHO.
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UI'PATb

HACTPOMKU
BbIXOA

Puc. 2.28. '0j10BHE MEHIO

KokeH piBeHb CHPOEKTOBAaHO TaKWM YHHOM, IO KOPHUCTYBad TOBUHEH
MUHAIOYH TIEPENIKO/IM 1 BOPOTiB, 3 HAMBHUIIOIO KIJIBKICTIO OaJliB IIMTH J0 KiHIIA PI1BHS,
BOJHOYAC KEPYIOUYH MEPCOHAXKEM Ta IrPOBUMU 00’ €KTAMH.

[Ticnss 3aBaHTakeHHsT piBHSA (puc. 2.29) rTpaBleBl HANAE€TbCA YIPABIIHHS
nepconaxkeM (puc. 2.30). Bin nepeminnyeTbCsi KOPEKTHO, KaMepa HE BTpayae 3 BUAY

MEPCOHAXKA 1 IEPEMIITYETHCSA MJIABHO.

00:05:93

Puc. 2.29. TlouaTok piBHS

S7



*aRa

Puc. 2.30. T'osoBHUI TTIepCOHAXK

Ha irpoBomy 1o 3HaxomAThCs JAWKKA Ta TU3JIAWKH, K1 MEPCOHAK MOBHHEH

30upatu (Jialiku) abo MuHaTH (Iu3naiku) (puc. 2.31).

Puc. 2.31. JIaiiku Ta nu3naiku

[TnaTdopmu pearyroTh Ha HATUCHYTI rpaBiieM Kiasiii (puc. 2.32), mepcoHax

HE 3aCTpsI€ B HUX, JIAMKH Ta JU3JIAMKA KOPEKTHO PAXYIOThCS.
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Puc. 2.32. Bukopucrtanus miatpopm

MeHi0O Tmay3u KOPEKTHO 3YIHMHS€E€ Tpy 1 TpaBellb HE MOXKE KepyBaTH

nepconaxem (puc. 2.33).

NMPOAOJIXUTb
YMPABJEHUE

3AHOBO
MEHIO

Puc. 2.33. Menro nay3u

PobGot (puc. 2.34) marpymiroe miaatdopMy, Ha KOTpii cToiTh. Po3poOieHuii
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IITYYHUH 1HTENEKT MOBOAMTH cebe BipHO (puc. 2.35). Ilepconax, sk 1 marpyabHHIA

OTPUMYIOTh Ta HA/IatOTh INKOJAH, a KOJIN 3I[OpOB,$I 3aKiH‘Iy€TBC$I IIOMUPAIOTh.

Puc. 2.34. PoGoT (TpOTUBHUK)

00:35:08

Puc. 2.35. Otpumanss mkou

[Ticnss mpOXOJKEHHsI PIBHSA PEUTHHI MIAPaxOBYEThbCsl Ta 30epiraerbest (puc.

2.36, 2.37).
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YPOQEHb
NMPOUOEH
CYET: 533

3AHOBO
MEHIO

Puc. 2.36. 3aBepiieHHs piBHS

UIPATDb

HACTPOWUKU
BbiXOA

Puc. 2.37. TlepeBipka 30epekeHHs] pEUTHUHTY




Takoxx B MEHIO € MOXJIMBICTh IEPEUTH JI0 BIKHA HANAIITYBaHb, B SIKOMY MOXHa

3aJUIIATH HAJAIITyBaHHS MPOTpaMH 3a 3aMOBUYEHHSM, ab0 3MIHUTH iX Ha 0COOMCTI

(puc. 2.38).

araphics | Input

Screen resolution |m v| [¥] windowed

Graphics quality |Fast - |

Select maonitar |Di5play 1 - |

| oPay | | que |

Puc. 2.38. BikHo HanamrtyBaHHs mapaMeTpiB KoHpiryparii

Ha nanomy BikHI MOXHa 3MIHUTH HajalllTyBaHHA Ipadiku: oOpaTu poO3ALIbHY

3IATHICTh €KpaHy, o0patu sKicTh rpadiku (puc. 2.39).

@raphics | Input
Screen resolution | 1280 = 720 - | windowed
Graphics quality Fask -
Select manikar FtESt
Simple
Good
Beaukiful
Fantastic

[ Plaw | [ qui

Puc. 2.39. 3mina HanamryBanHs rpadiku

Byrno npoBeneHo HU3KY TECTIB Ta BUIIPABJICHh TOMIUIOK TpU. KiJIbKICTh KaapiB

B CEKYHJy CTaOllIbHA, IPOBUCAHb HE CIIOCTEPITA€THCS.
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PO3JILI 3
EKOHOMIYHMIA PO3ILI

3.1. Po3paxyHOK TPYAOMIiCTKOCTI Ta BapTOCTi PO3pPOOKH NMPOrpaMHOro

NPOAYKTY

Bximni maHi:

—  mependavyBaHe yucio oneparopiB — 800;

—  Koe(illieHT CKIaIHOCTI MPOrpamMu — 2;

—  Kkoe(ilieHT KopeKIii mporpamu B xo/i ii po3poOku — 0,08;

—  roauHHa 3apo0iTHA IUIaTa nporpamicra, rpH / roa — 40.

HopmyBanns mpaii B mporeci ctBopeHHsl 13 1CTOTHO yCKIaJHEHO B CHILy
TBOPUYOI'O XapakTepy mpaili nporpamicra. Tomy TpyaomicTKicTh po3pooku [13 moxe
OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIeJIeH 3 PI3HOIO TOYHICTIO OLIIHKH.

TpynomictkicTh po3pooku 113 MoxkHa po3paxyBaTu 3a GOPMYJIOIO:

I =tut+ta+1In+Tonm~+ o, momuno-romus, (3.1)
ne 10 - BuTpaTu mpali Ha MATOTOBKY U ONKWC TMOCTaBJICHOI 3ajadi
(mpuiimMaetbes 50),
tu - BUTpaTH Mpall Ha AOCIIHPKEHHS aJITOPUTMY PILLICHHS 3aaul,
ta - BUTpaTH mpaill Ha po3poOKy OJIOK-CXEMH aJITOPUTMY,
tr - BUTpATH Mpalll Ha TPOrpaMyBaHHS MO TOTOBIM OJIOK-CXeMi,
toTJ1 - BUTpATH Mpalll Ha HajaropkeHHs nporpamu Ha EOM,

t7 - BUTpATH TIpalli Ha MiATOTOBKY JOKYMEHTAIII].
CkiazioBi BUTpPATH Tpalll BU3HAYAIOTHCS 4Y€pe3 YMOBHE YHUCIO OMNEPATOPIB y

[13, sike po3poOIsIETHCS.

YMOBHE 4KCIIO oniepaTopiB (MiAIporpam):
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Q=9 xC x (1+ p) , TMOAMHO-TO/IHH, (3.2)
e ( - nepenbadyBaHe YHCIIO OMEPaTOpiB,
C - xoediIieHT CKIaAHOCTI IPOrpamMu,

P - KoedilieHT KOl mporpamMu B X011 ii po3poOKH.
Q=800-2-(1+0,08)=1728 moauno-roauH.

Butpartu npaili Ha BUBYEHHS OINKCY 3a7adl tM BHU3HAYAETHCS 3 YpaXyBaHHIM

YTOYHEHHS ONUCY 1 KBaii(iKamii mporpamicra:

=B
(75..85)K ’

JIFOTUHO-TOJIH, (3.3)

ne B - xoediwieHT 301IbILIEHHS BUTPAT Mpalll BHACIIAOK HEAOCTATHBOIO OIUCY
3amaul; B=1.2 ... 1.5,
K - koedimient kBamidikarii mporpamicta, 0OyMOBIICHHI BiJl CTaXy poOOTH 3

JTaHO]I CIIeI1aJIbHOCTI.
Butpatu npaiii Ha po3poOKy anropuTMy pilIEHHS 3a/aui:

,_1728-12

u—= - , JFIOOUHO-TOJIUH.

80-0,8

BuTtpatu Ha ckyiagaHHsl IPOrpaMHu MO TOTOBINA OJIOK-CXEMi:

Q
o=———- -
(20..25)K JIFOAWUHO-TO/TNH. (3.4)
1728
t =———=108 -
“=%0.08 JIFOTAHO-TOJTUH.
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Butpatu Ha ckiagaHHs MpOrpaMu MO FOTOBIHM OJOK-CXEMI:

tn= (2()%5)[{ JFOAMHO-TO/IMH.
1728
th = 25.08 =86 nroauMHO-rOMH.

Butpatu npartii Ha HanaromkeHHs nporpamu Ha EOM:

Q
(4..5)K

1728
tom = —— =540 -
o =7 08 JTIOAMHO-TO/IMH.

tom =

3a YMOBH KOMIINIICKCHOT'O HAJIAIrOJIPKCHHS 3aBJIaHHS:

t =12t -

omi 1

torn =540*1,2 = 648

Butpatu npaiil Ha miArOTOBKY JTOKYMEHTALlIi:

fo = l‘dp+l‘00’ JIOAUHO-TOJIWH,

7€ tAp - TPYAOMICTKICTh HMIATOTOBKHU MATEPIajiB 1 PYKOIHCY.

top=———— -
P (15. 200K ° JXOAUHO-TOJIMH.
1728
top=—"-=144 -
op 1508 JIXOIUHO-TOJIMH,

JIFOJTMHO-TOJTUH.

(3.5)

(3.6)

(3.7)

(3..8)

(3.9)

t710 - TPYAOMICTKICTb peiaryBaHHs, NeYaTKH i 0pOpMIICHHS JOKYMEHTAIIi1
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too= 0,75 top, TIOIUHO-TOIUH. (3.10)
tdo=0,75-144 =108
tv =108 +144 = 252 mronuHo-TOMMH.

OTpuMyeMO TPYAOMICTKICT PO3POOKH MPOTPAMHOTO 3a0€3MEUECHHS

t=50+32+108 + 86 + 648 + 252 =1176 JTIIOAUHO-TOJHH.

3.2. Po3paxyHOK BUTPAT HA CTBOPEHHSI POTrPaMu

Butpatu Ha ctBopenHst 13 Kno BkiIoyaroTh BUTpaTH Ha 3apOOITHY IUIATy
BUKOHABI TMporpamMud 33/m 1 BUTpaT MAaIIMHHOTO dYacy, HEOOXIJIHOTO Ha

HaJaro/pKeHHs nporpamu Ha EOM.

Ko = 331+ 3us , rpH, (3.11)

3apo0iTHA MIaTa BUKOHABI[IB BUBHAYAETHCS 32 (OPMYJIIOIO:

33m=t-Cnp, rpH, (3.12)
ne t - 3aranpHa TPYJOMICTKICTb, JTIOJJUHO-TOAMH,

Crp - cepenHsi roguHHa 3apo0iTHA MJ1aTa IpOrpaMicTa, FPH/TOANHA.

3., =1176-40 = 47072 rpH.

Bapricth MammmHHOTO 4acy, HEOOXIIHOTO IS HAJAaro/KCHHS MpOorpamMu Ha

EOM:
3mB = tomix Cu | TpH, (3.13)

7e toTI1 - TPYAOMICTKICTh HaaromkeHHs nporpamu Ha EOM, rog,
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Cwmu - BapTticTh MammHO-roguau EOM, 7 rpu/ron.
BusHnaueni B Takuii crocid BUTpaTH Ha CTBOPEHHS MPOTPaMHOTO 3a0e3MeueHHs

€ YaCTUHOIO OJIHOPA30BUX KalliTaJbHUX BUTpAT Ha cTBOpeHHsT ACVYII.

3mp =648x7 =4536 rpH.
Kno =47072 + 4536 = 51608 rpH.

OuikyBanuii nepioa cropenus I[13:

I'=———— wic. (3.14)

ne BK - uncno BuKoHaBIIIB,
Fp - micsunuii goun pododoro yacy (mpu 40 ronuHHOMY poOOUYOMY THIXKHI

Fp=176 ronun).

1176
T2 _67 uic.
1.176 mie

BuzHaueHo TpyAoMiCTKICTh po3po0iieHoi iHpopmaniiiHoi cucremu (1176 mon-

rojl), TPOBEICHWHA TMiAPaXyHOK BAapTOCTI POOOTH MO CTBOPEHHIO MPOrpaMu

(51608 rpH.) Ta po3paxoBaHO Yac Ha HOTO CTBOpEHHS (6,7 Mic).
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BUCHOBKHA

Mertor kBamidikaiiiHoi poOOTH € aHalli3 JOCTYIMHUX TEXHOJOT1H Ta METO/IIB
pPO3pOOKH JII CTBOPEHHS ITPOBUX IporpaM Ta po3poOka BiIacHOI KoMt toTepHi 3D
irpu B cepenopuili UNITY 3D.

Komm’rorepra rpa «Break your hands» po3po6iena mist miardopmu Windows,
KaHp: IaTGopmep y MIKCEIbHINA CTHIIICTHUIl 3 TPUBUMIPHUM OTOUYEHHSIM. Peanizariis
BUKOHaHa Ha mmiatdopmi Unity, MOBa mporpaMmyBaHHs JJis HAMCAHHS CKPUIITIB Ta
irpoBoi soriku — C#. OO0’ €KTHO-Opi€EHTOBaHA KOHIICIIISI MOBH TporpamyBaHHs C#
HAWJIIIIIE MAXO0IUTh JIJIsi ONMCAHHS IFPOBOT JIOTIKK 00’ €KTIB 3a JIOMOMOTOI0 CUCTEMHU
kinaciB. BuOpane mnporpamae 3abesmeueHHs Blender 1iakoM mimidnmo s
MOJIETIOBaHHSI TPUBUMIPHUX 00 €KTIB, IO CKIaAal0Th PIBEHb.

KokeH piBeHb CHOPOEKTOBAHO TAaKUM 4YHHOM, IO KOPUCTYyBad TIOBHHEH
MUHAIOYH TIEPENIKOIN 1 BOPOTiB, 3 HAMBHUIIOIO KiJIBKICTIO OaJIiB IIMTH 0 KiHIISA PIBHS,
BOJHOYAC KEPYIOUM MEPCOHAXKEM Ta IrpOBUMHU 00’ €KkTaMHu. IrpoBuii mpoiiec Bi3yanabHO
TPAHCJII0€ KOPUCTYBAYEeBl MAaKCUMAJILHO YYTJIMBE 1 IJIABHE YIIPABIIIHHS TEPCOHAKEM
Ta IFPOBUMH 00’ €EKTaMHU.

Bukonano TecTtyBaHHA Ta BIIJIaAKy TpH, BCl 3HAWIEHI MOMMIKH OYJo
BUIIPABIIEHO. ['pa KOPEKTHO 3aBaHTaXy€ pPiBHI, MEPCOHAX IMEPEMIIYEThCS 3T1THO
KoMaHa mnepudepiiHuX MPUCTPOIB, BOPOTU TMOBOJATHCS 3TITHO NepeadadeHuX
anroputmiB. Po3poOka Trpu Berdach Ha OCHOBI IIOCTaBJICHOTO 3aBJaHHS Ta
CIPOEKTOBAHMX JlarpaM ajJrOPUTMIB MPOEKTY

B pe3ynbrari CTBOPEHO MOBHOLIHHUM MPalleCIpPOMOXKHHUI JOJIaTOK, 110 HAaJlae
MOJKJIMBICTh peai3yBaTh KOMII'IOTEpHY TPy, B K BHKOPUCTOBYETHCS CY4aCHHUU
rpadiuHMii 113aitH, HeBUOArIUBI MPaBUJIa T'PU, 3MiHA HATAIITYBaHb I11Jl KOHKPETHOTO
TpaBIIs, Ta SKUW MIPU3HAYCHUH /I pO3Bard KOPUCTYBAYiB..

B exkoHOoMIYHOMY pO3ILII  BU3HAYEHO TPYIOMICTKICTH  PO3pPOOIEHOTO
nporpamMHoro npoaykry (1176 moa-roxa), npoBeaeHUN MiAPAXyHOK BapTOCTI poOOTU
1o CTBOpeHHIo mporpamu (51608 rpH.) Ta po3paxoBaHO Yac Ha WOro cTBOpeHHs (6,7

MIC).
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Player.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour

{

[Header("Movement")]
public float moveSpeed = 10f;
private Vector2 direction;
private bool facingRight = true;
public float jumpForce = 15f;
public float jumpDelay = 0.25f;
private float jumpTimer;
public bool canJump = true;
public bool canParent = false;
[Header("Physics")]
public float maxSpeed = 7f;
public float linearDrag = 4f;
public float gravity = 1f;
public float fallMultiplier = 5f;
[Header("Collision™)]
public LayerMask groundLayer;
public float groundLength = 0.6f;
public bool onGround = false;
public Vector3 colliderOffset;
private bool changingDirections;
private bool canDamage = true;
[Header("*Components™)]
public Rigidbody2D rb;
public Animator animator;
public SpriteRenderer sprite;
public HUD hud;
public Material mat;
public ParticleSystem dust;
public respowned res;
public Vector3 startPos;
private int health = 3;
private Vector3 startCam;
float fallBak;
private void Start()
{
hud.setHP(health);
mat.color = Color.white;
startPos = transform.position;
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fallBak = fallMultiplier;
}

void Update()
{

if (IPauseMenu.GamelsPaused)
{
bool wasOnGround = onGround,
onGround = Physics2D.Raycast(transform.position + colliderOffset, Vec-
tor2.down, groundLength, groundLayer)
|| Physics2D.Raycast(transform.position - colliderOffset, Vec-
tor2.down, groundLength, groundLayer);
if ('wasOnGround && onGround)

{
canjump = true;
createDust();
StartCoroutine(JumpSqueeze(1.25f, 0.8f, 0.05f));
¥

if (Input.GetButtonDown("Jump™))
jumpTimer = Time.time + jumpDelay;
direction = new Vector2(Input.GetAxisRaw("Horizontal"), Input.GetAxis-
Raw("Vertical"));
if (Mathf.Abs(Input.GetAxisRaw("Horizontal")) > 0 && (rb.velocity.y == 0 |[onGround))

{
¥

else

animator.SetBool("isRunning", false);
if (IcanParent)

transform.SetParent(null);
if (rb.velocity.y > 0 && 'onGround)

animator.SetBool("isRunning", true);

{
animator.SetBool("isJumping", true);
animator.SetBool("isFalling", false);
}
if (rb.velocity.y < 0 && 'onGround)
{
animator.SetBool("isJumping", false);
animator.SetBool("isFalling", true);
}
if (rb.velocity.y == 0 || onGround)
{

animator.SetBool("isJumping", false);
animator.SetBool("isFalling", false);

¥
if (Input.GetKey(KeyCode.LeftAlt) && Input.GetKeyDown(KeyCode.Keypadl))
takeDamage();

if (Input.GetKey(KeyCode.LeftAlt) && Input.GetKeyDown(KeyCode.Keypad?))
death();
//hud.setVelocity(rb.velocity.x, rb.velocity.y, rb.drag);
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}
void FixedUpdate()

{
moveCharacter(direction.x);
if (JumpTimer > Time.time && onGround)
Jump();
modifyPhysics();
}
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject.layer == 10
&& transform.position.y - (transform.localScale.y / 2)
> collision.transform.position.y + (collision.transform.localScale.y / 3))
{
canJump = false;
rb.AddForce(Vector2.up * 25, ForceMode2D.Impulse);
¥
if (collision.gameObject.tag == "Lava")
death();
if (canParent && !Input.GetButtonDown("Jump") && direction.x == 0)
{
transform.SetParent(collision.transform);
¥
}
private void OnCollisionStay2D(Collision2D collision)
{
if (canParent && !Input.GetButtonDown(*"Jump"))
{
transform.SetParent(collision.transform);
}
}

private void OnCollisionExit2D(Collision2D collision)

if (collision.gameObject.tag != "Sadding" || Input.GetButton("Jump™))
transform.SetParent(null);

}
public void takeDamage()

{

if (canDamage)

if (health > 1)

{
health--;
canDamage = false;
Invoke("reload", 0.8f);
hud.setHP(health);
sprite.material.color = new Color(1f, Of, Of);
StartCoroutine(JumpSqueeze(1.2f, 0.8f, 0.1f));
Invoke(“clearColor", 0.2f); if (facingRight)

rb.AddForce(new Vector2(-2, 1) * 8, ForceMode2D.Impulse);

else
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rb.AddForce(new Vector2(2, 1) * 8, ForceMode2D.Impulse);

}
else
death();
¥
}
}
public void takeDamage(bool toRight)
{
if (canDamage)
if (health > 1)
{
health--;
canDamage = false;
Invoke("reload", 0.8f);
hud.setHP(health);
sprite.material.color = new Color(1f, Of, Of);
StartCoroutine(JumpSqueeze(1.2f, 0.8f, 0.1f));
Invoke(“clearColor", 0.2f); if (!toRight)
rb.AddForce(new Vector2(-2, 1) * 8, ForceMode2D.Impulse);
else
rb.AddForce(new Vector2(2, 1) * 8, ForceMode2D.Impulse);
¥
else
death();
}
}
}
void reload()
{

canDamage = true,
void clearColor()
{

sprite.material.color = Color.white;

}
public void death()

{
health = 0;
hud.setHP(0);
hud.fadeOut();
sprite.material.color = new Color(1f, Of, Of, Of);
rb.simulated = false;
Invoke("respown”, 1f);
res.resp = true;

}

void respown()

{
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rb.simulated = true;
fallMultiplier = 999999999;
transform.position = startPos;
Invoke("fallB", 0.1f);

health = 3;
hud.setHP(health);

res.resp = false;
Invoke(*'fadeln™, 0.5f);
Invoke("clearColor", 0.2f);

}
void fallB()

fallMultiplier = fallBak;

Jump();

}
void fadeln()

hud.fadeln();

}
void createDust()
{

dust.Play();
}

/l Movement
void moveCharacter(float horizontal)
{
rb.AddForce(Vector2.right * horizontal * moveSpeed);
if ((horizontal > 0 && !facingRight) || (horizontal < 0 && facingRight)) Flip();
if (Mathf.Abs(rb.velocity.x) > maxSpeed)
rb.velocity = new Vector2(Mathf.Sign(rb.velocity.x) * maxSpeed, rb.velocity.y);
if (Mathf.Abs(horizontal) > 0)
transform.SetParent(null);

}
void Jump()
transform.SetParent(null);
createDust();
rb.velocity = new Vector2(rb.velocity.x, 0);
rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);
jumpTimer = 0;
StartCoroutine(JumpSqueeze(0.5f, 1.2f, 0.1f));
}
void modifyPhysics()
{

changingDirections = (direction.x > 0 && rb.velocity.x <0) ||
(direction.x < 0 && rb.velocity.x > 0);
if (onGround)
{
rb.drag = 10f;
rb.gravityScale = 0;
}

else
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rb.gravityScale = gravity;
rb.drag = linearDrag * 0.20f;
if(canJump)

if (rb.velocity.y < 4)
rb.gravityScale = gravity * fallMultiplier;

else if (rb.velocity.y > 0 && !Input.GetButton("Jump™))
rb.gravityScale = gravity * (fallMultiplier);

}
else
if (rb.velocity.y < 4)
rb.gravityScale = gravity * fallMultiplier;
else if (rb.velocity.y > 0)
rb.gravityScale = gravity * (fallMultiplier);
}
}
}
void Flip()
{
facingRight = IfacingRight;
sprite.flipX = Isprite.flipX;
if(onGround && Mathf.Abs(rb.velocity.x) > 4)
createDust();
}

IEnumerator JumpSqueeze(float xSqueeze, float ySqueeze, float seconds)

{

Vector3 originalSize = Vector3.one;
Vector3 newSize = new Vector3(xSqueeze, ySqueeze, originalSize.z);

float t = Of;
while (t <= 1.0)
{

t += Time.deltaTime / seconds;
transform.localScale = Vector3.Lerp(originalSize, newSize, t); yield

return null;
}
t = Of;
while (t <= 1.0)
{
t += Time.deltaTime / seconds;
transform.localScale = Vector3.Lerp(newSize, originalSize, t); yield
return null;
}
}
private void OnDrawGizmos()
{

Gizmos.color = Color.red,;
Gizmos.DrawL.ine(transform.position + colliderOffset, transform.position + col-
liderOffset + Vector3.down * groundLength);
Gizmos.DrawL.ine(transform.position - colliderOffset, transform.position - col-
liderOffset + Vector3.down * groundLength); }}
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Enemy.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Enemy : MonoBehaviour

{
public float speed = 20f;
public float direction = 1;
public float maxSpeed = 30;
[Header(""Colliders™)]
public float groundLength = 2f;
public float bgrLength = 2f;
public float wallLength = 2f;
public float backLength = 2f;
public Vector3 grouOffset;
public Vector3 bgrOffset;
public Vector3 wallOffset;

public Vector3 backOffset;
public LayerMask groundLayer;
[Header("Components™)]
public Player player;
public SpriteRenderer sprite;
public Rigidbody2D rb;
public BoxCollider2D box;
bool contact = false;
bool facingRight = true;
public bool isStand = false;
public int health = 3;
public bool stop = false;
private void OnCollisionEnter2D(Collision2D collision)
{
isStand = true;
if (collision.gameObject.layer == 8)
if ((collision.gameObject.transform.position.y - collision.transform.lo-calScale.y / 2 + 0.2f) <
(transform.position.y + transform.localScale.y / 2))

{
if (collision.transform.position.x > transform.position.x)
player.takeDamage(true);
else
player.takeDamage(false);
}
else
{
takeDamage();
if (collision.gameObject.layer == 9)
{
transform.SetParent(collision.transform);
}

if (collision.gameObject.tag == "Lava")
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{

}
}
private void OnCollisionStay2D(Collision2D collision)
{

death();

isStand = true;
if (collision.gameObject.layer == 8)

if ((collision.gameObject.transform.position.y - collision.transform.lo-calScale.y / 2 + 0.2f) <
(transform.position.y + transform.localScale.y / 2))

if(collision.transform.position.x > transform.position.x)

player.takeDamage(true);
else
player.takeDamage(false);

}

void takeDamage()

if (health > 1)

{
health--;
sprite.material.color = new Color(1f, 0f, 0f);
Invoke(“clearColor", 0.2f);
}
else
{
sprite.material.color = Color.black;
Invoke("death", 0.2f);
clearColor();
}
}
public void death()
{
Destroy(gameObiject);

private void OnCollisionExit2D(Collision2D collision)

{

isStand = false;
transform.SetParent(null);

void clearColor()

{

}
private void OnTriggerExit2D(Collider2D collision)

{

sprite.material.color = Color.white;

if (collision.gameObject.layer == 8)

{

contact = false;
box.size = new Vector2(5, 0.8f);
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}
private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.gameObject.layer == 8)
{
contact = true;
box.size = new Vector2(8, 0.8f);
}
}
private void FixedUpdate()
{

RaycastHit2D grouRay = Physics2D.Raycast(transform.position + grouOffset, Vec-
tor2.down, groundLength, groundLayer);
RaycastHit2D wallRay = Physics2D.Raycast(transform.position + wallOffset, Vec-
tor2.down, wallLength, groundLayer);
RaycastHit2D backRay = Physics2D.Raycast(transform.position + backOffset, Vec-
tor2.down, backLength, groundLayer);
RaycastHit2D bgrRay = Physics2D.Raycast(transform.position + bgrOffset, Vec-
tor2.down, bgrLength, groundLayer);
if (contact && !stop)
{

moveTo(player.transform, speed);
}
if (IgrouRay.collider && isStand || (wallRay.collider && rb.velocity.y ==0))

if (facingRight) turnTo("L");
else turnTo("R™);

¥
if (grouRay.collider && isStand && !stop)

if (Mathf.Abs(rb.velocity.x) < maxSpeed)
rb.AddForce(Vector2.right * speed * direction);

}
}
void moveTo(Transform pos, float sp)
{
float pX = pos.position.x, pY = pos.position.y;
float eX = transform.position.x, eY = transform.position.y;
if (pX <eX)
{
turnTo("L");
}
else if (pX > eX)
{
turnTo("R");
rb.AddForce(Vector2.right * speed * direction);
}
void turnTo(string direc)
{

if (direc =="R" && !facingRight)
{
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facingRight = true;

sprite.flipX = false;

direction = 1;
grouOffset = new Vector3(Mathf.Abs(grouOffset.x), grouOffset.y, grouOffset.z);

wallOffset = new Vector3(Mathf.Abs(wallOffset.x), wallOffset.y, wallOff-
set.z);

backOffset = new Vector3(Mathf.Abs(backOffset.x) * -1, backOffset.y,
backOffset.z);

bgrOffset = new Vector3(Mathf.Abs(bgrOffset.x) * -1, bgrOffset.y, bgrOff-
set.z);

rb.velocity = new Vector2(speed / 2 * direction, rb.velocity.y);

else if (direc =="L" && facingRight)
{
facingRight = false;
sprite.flipX = true;
direction = -1;
grouOffset = new Vector3(Mathf.Abs(grouOffset.x) * -1, grouOffset.y,
grouOffset.z);
wallOffset = new Vector3(Mathf.Abs(wallOffset.x) * -1, wallOffset.y,
wallOffset.z);
backOffset = new Vector3(Mathf. Abs(backOffset.x), backOffset.y, backOff-

set.z);
bgrOffset = new Vector3(Mathf.Abs(bgrOffset.x), bgrOffset.y, bgrOffset.z);
rb.velocity = new Vector2(speed / 2 * direction, rb.velocity.y);
}
¥
private void OnDrawGizmos()
{

Gizmaos.color = Color.red,;

Gizmos.DrawLine(transform.position + grouOffset, transform.position + grouOffset +
Vector3.down * groundLength);

Gizmos.DrawLine(transform.position + wallOffset, transform.position + wallOffset +
Vector3.down * wallLength);

//Gizmos.DrawL.ine(transform.position + backOffset, transform.position + backOff-set +
Vector3.down * wallLength);

/IGizmos.DrawLine(transform.position + bgrOffset, transform.position + bgrOffset
+ Vector3.down * bgrLength);

¥
¥

Checkpoint.cs:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Checkpoint : MonoBehaviour
{
bool used = false;
private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.gameObject.layer == 8 && used == false)
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gameObject.GetComponent<Renderer>().material.color = Color.green;
collision.gameObject. GetComponent<Player>().startPos =

new Vector3(transform.position.x, transform.position.y + 3, trans-
form.position.z);

used = true;
}

}

Finish.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine.Ul,

using UnityEngine.EventSystems;

using UnityEngine;

public class Finish : MonoBehaviour

{
public static bool levelFinished = false;
public int difficultyMultiplayer;

public int level;
public GameObject FinishMenu, startButton;
public Text TextScore;
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.layer == 8)
{
Time.timeScale = Of;
PauseMenu.GamelsPaused = true;
levelFinished = true;
PlayerPrefs.Setint("aLevel™ + (level + 1), 1);
PlayerPrefs.Save();
HUD hud = HUD.Instance;
float time = (hud.minutes * 0.4f) + (hud.seconds * 0.25f) + (hud.miliseconds * 0.05f);
int score = (int.Parse(hud.likes.text) - int.Parse(hud.dislikes.text))
(difficultyMultiplayer) - (int) time; if (score < 0) score = 0;
TextScore.text = "CYUET: " + score;
FinishMenu.SetActive(true);
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(startButton);

if (PlayerPrefs.HasKey("Score" + level) && PlayerPrefs.GetInt("Score" +
level) < score)

{

*

PlayerPrefs.SetInt("Score" + level, score);
PlayerPrefs.Save();

else if (!PlayerPrefs.HasKey("Score" + level))
{

PlayerPrefs.SetInt("Score" + level, score);
PlayerPrefs.Save();
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¥

;})rivate void Update()
¢ if (PauseMenu.GamelsPaused)
¢ if (Input.GetAxis("Mouse X") =0 || Input.GetAxis("Mouse Y") 1= 0)
i EventSystem.current.SetSelectedGameObject(null);

if (Input.GetAxis("Vertical™) > 0 && EventSystem.current.currentSelected-
GameObject == null)
{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(startButton);

k
¥

pHold.cs:
using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine;
public class pHold : MonoBehaviour
{
[Header("Values™)]
public float offset = 2f;
public float smoothness = 0.125f;
public KeyCode button;
[Header(*Components™)]
public TextMeshPro key;
public Transform platform;
private Vector3 pStart, pEnd;
private void Start()
{
pStart = platform.position;
pEnd = pStart + new Vector3(offset, Of, 0f);
key.text = button.ToString();

}
void Update()
{
if (Input.GetKey(button) && 'PauseMenu.GamelsPaused)
{
key.color = Color.red;
if (platform.position.x < pEnd.x)
platform.position = Vector3.Lerp(platform.position, platform.position + new
Vector3(2f, Of, 0f), smoothness);
}
else if (Input.GetKey(button) && !PauseMenu.GamelsPaused)
{
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platform.position = Vector3.Lerp(platform.position, pStart, smoothness);

}
if (Input.GetKeyUp(button))
{
key.color = new Color(217, 217, 217);
}

k
¥

pRotated.cs:

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

public class pRoteted : MonoBehaviour

{
[Header("Values™)]
public float smoothness = 0.125f;
public float angle;
public KeyCode button;
[Header("Components™)]
public TextMeshPro key;
public Transform pivot;
public Transform objects;
private void Start()
{
key.text = button.ToString();
objects.SetParent(pivot);
}
void Update()
{
if (Input.GetKey(button) && 'PauseMenu.GamelsPaused)
{
key.color = Color.red;
it (pivot.rotation.z < angle)
pivot.rotation = Quaternion.Lerp(pivot.rotation, Quaternion.Euler(0, 0, angle),
smoothness);
else if (Input.GetKey(button) && !PauseMenu.GamelsPaused)
{
pivot.rotation = Quaternion.Lerp(pivot.rotation, Quaternion.Euler(0, 0, 0),
smoothness);
}
if (Input.GetKeyUp(button))
{
key.color = new Color(217, 217, 217);
}
}
}
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pSadding.cs:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class pSadding : MonoBehaviour
{
public parentTrigger pairTrig;
public float smoothness = 0.3f;
public float sagging = 0.2f;
public bool isStay = false;
public bool under = false;
Vector3 pStart;
Vector3 newPos;
void Start()

{
pStart = transform.position;
}
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.transform.position.y > transform.position.y + 1)
{
isStay = true;
else if (collision.transform.position.y < transform.position.y - 1.1f)
under = true;
}
private void OnCollisionStay2D(Collision2D collision)
{
if (collision.transform.position.y > transform.position.y + 1)
{
isStay = true;
}
else if (collision.transform.position.y < transform.position.y - 1.1f)
under = true;
}
private void OnCollisionExit2D(Collision2D collision)
{
Invoke("ret", 0.25f);
}
void Update()
if (pairTrig.stay)
{

transform.position = Vector3.Lerp(transform.position, new Vector3(pStart.x,
pStart.y - sagging, pStart.z), smoothness);

else

{

}
if (under)

transform.position = Vector3.Lerp(transform.position, pStart, smoothness);
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{
transform.position = Vector3.Lerp(transform.position, new Vector3(pStart.x,
pStart.y + sagging + 0.2f, pStart.z), smoothness/3);

}
void ret()
{
isStay = false;
under = false;
}
}
pSlide.cs:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using TMPro;
public class pSlide : MonoBehaviour
{
[Header("Values™)]
public float speed;
public float smoothness = 0.125f;
public KeyCode button;
[Header("Components™)]
public Transform pos1;
public Transform pos2;
public Transform pivot;
public Transform platform;
public TextMeshPro key;
Vector3 nextPos;
Vector3 startPos;
void Start()
{
startPos = pivot.transform.position;
nextPos = posl.position;
key.text = button.ToString();

}
void Update()

{

if(GameObject.Find("Respowned").GetComponent<respowned>().resp == true)

{
k

if (pivot.position == posl.position)
{
}
if (pivot.position == pos2.position)

{
¥

pivot.position = startPos;

nextPos = pos2.position;

nextPos = posl.position;
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if (Input.GetKey(button) && 'PauseMenu.GamelsPaused)
{

key.color = Color.red;
pivot.position = Vector3.MoveTowards(pivot.position, nextPos, speed *
Time.deltaTime);

}
else if (Input.GetKeyUp(button))

{
key.color = new Color(217, 217, 217);
}
platform.position = Vector3.Lerp(platform.position, pivot.position, smoothness);
}
private void OnDrawGizmos()
{
Gizmos.color = Color.black;
Gizmos.DrawLine(posl.position, pos2.position);
}
¥
pTossing.cs:

using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine;
public class pTossing : MonoBehaviour
{
[Header("Values™)]
public float force;
public KeyCode button;
[Header(*Components™)]
public TextMeshPro key;
public Transform platform;
bool isStay = false;
Collider2D body;
private void Start()

{
key.text = button.ToString();
}
private void OnTriggerEnter2D(Collider2D collision)
{
body = collision;
isStay = true;
if(collision.gameObject.layer == 8)
collision.gameObject.GetComponent<Player>().canJump = true;
}
private void OnTriggerExit2D(Collider2D collision)
{
isStay = false;
}
void addforce(Collider2D collision)
{
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if (collision.gameObject.layer == 8)
collision.gameObject. GetComponent<Player>().canJump = false;
collision.gameObject. GetComponent<Rigidbody2D>().AddForce(new
Vector2(0f, force));

}
private void Update()

{
if (isStay && Input.GetKeyDown(button) && !Input.GetButtonDown("Jump”) &&
lIn-put.GetButtonUp("Jump™))

addforce(body);
}
if (Input.GetKey(button) && 'PauseMenu.GamelsPaused)
{

platform.localScale = new Vector3(1, 1.2f, 1);
key.color = Color.red;

}
else if (Input.GetKeyUp(button))

{
platform.localScale = new Vector3(1, 1, 1);
key.color = new Color(217, 217, 217);
}
}
¥
CastShadow.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class CastShadow : MonoBehaviour

{
void Start()

{
Renderer renderer =
GetComponent<Renderer>(); if (renderer ==
null)
Debug.Log("Renderer is empty");
GetComponent<Renderer>().shadowCastingMode = UnityEngine.Rendering.ShadowCast-
ingMode.TwoSided:;
GetComponent<Renderer>().receiveShadows = true;
}

}

Dislike.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Dislike : MonoBehaviour

{

private void OnTriggerEnter2D(Collider2D collision)
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if (collision.gameObject.layer == 8)
{
HUD.Instance.dislike();
Destroy(gameObject);}}}

Fullscreen.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Fullscreen : MonoBehaviour

{
public bool full;
private void Start()
{
Screen.fullScreen = full;
}
¥
KeyFollow.cs:

using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine;
public class KeyFollow : MonoBehaviour
{
public Transform maxKeyY, minKeyY, player;
public TextMeshPro key;
bool contact = false;
public respowned res;
Vector3 startPos;
private void Start()

{
startPos = key.transform.position;
¥
private void OnTriggerEnter2D(Collider2D collision)
{
contact = true;
¥
private void OnTriggerExit2D(Collider2D collision)
{
contact = false;
}
void Update()
{

if(contact)

if (key.transform.position.y <= maxKeyY .position.y && key.transform.posi-
tion.y >= minKeyY .position.y)

{
key.transform.position = new Vector3(key.transform.position.x,
player.position.y + 2, key.transform.position.z);
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}

if (key.transform.position.y > maxKeyY .position.y)

{
key.transform.position = new Vector3(key.transform.position.x,
maxKeyY .position.y, key.transform.position.z);

if (key.transform.position.y < minKeyY .position.y)

{
key.transform.position = new Vector3(key.transform.position.x,
minKeyY .position.y, key.transform.position.z);

}
}
else if (res.resp)
{
key.transform.position = startPos;
}
}
}
Kill.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class kill : MonoBehaviour

{
private void OnCollisionEnter2D(Collision2D collision)
if (collision.gameObject.layer == 8)
collision.gameObject. GetComponent<Player>().death();
if (collision.gameObject.layer == 10)
collision.gameObject.GetComponent<Enemy>().death()
}
}
Like.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class Like : MonoBehaviour

{
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.layer == 8)
{
HUD.Instance.like();
Destroy(gameObiject);
¥
}
¥
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parentTrigger.cs:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class parentTrigger : MonoBehaviour
{
public Player player;
public bool stay;
private void OnTriggerEnter2D(Collider2D collision)

if (collision.gameObject.layer == 8)
{
stay = true;
player.canParent = true;
}
}
private void OnTriggerStay2D(Collider2D collision)
{

if (collision.gameObject.layer == 8)
{
stay = true;
player.canParent = true;
}
}
private void OnTriggerExit2D(Collider2D collision)
if (collision.gameObject.layer == 8)
{

stay = false;
player.canParent = false;

}

Respowned.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class respowned : MonoBehaviour

{

public bool resp = false;
¥
Score.cs:

using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine;
public class Score : MonoBehaviour
{
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public TextMeshPro menuScore;
public int levelsCount;

public int score;

void Start()

UpdateScore();

public void UpdateScore()
{

score = 0;
for (inti =1;i <= levelsCount; i++)

if (PlayerPrefs.HasKey(""Score™ + i))
{

¥
¥

menuScore.text = score.ToString();

score += PlayerPrefs.GetInt("Score" + i);

}

SingleButton.cs:
using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine;
public class singleButton : MonoBehaviour
{
public KeyCode button;
TextMeshPro key;
void Start()

{
key = this.GetComponent<TextMeshPro>();

}

void Update()
if (Input.GetKey(button) && 'PauseMenu.GamelsPaused)
{

key.color = Color.red;

}
else if (Input.GetKeyUp(button))
{

¥

key.color = new Color(217, 217, 217);

}

HUD.cs:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
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public class HUD : MonoBehaviour

{

public static HUD Instance { get; private set; }
public Text healthText;

public Image[] hearts;

public Sprite fullHeart;

public Animator animator;

public Text velocity;

public Text stopwatch;

public Text likes;

public Text dislikes;

public float seconds, miliseconds, minutes;
public float speed;

private void Awake()

{
if (Instance == null)
{
Instance = this;
}
else
{

Destroy(gameObject);

public void setHP(int hp)

{
healthText.text = "HEALTH :" + hp.ToString();
for (inti = 0; i < hearts.Length; i++)
if (i <hp)
hearts[i].enabled = true;
else
hearts[i].enabled = false;
}
}
public void like()
{
likes.text = (int.Parse(likes.text) + 1).ToString();
}
public void dislike()
{
dislikes.text = (int.Parse(dislikes.text) + 1).ToString();
}
public void fadeOut()
{

animator.Play("Ul_FadeOut");

}
public void fadeln()
{

}
public void setVelocity(float x, float y, float drag)
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{
velocity.text = "X=" + x.ToString() + "\nY=" + y.ToString() + "\nD: " +
drag.ToString();

}
private void Update()

{
stopwatch.text = minutes.ToString("00™) + "' + seconds.ToString("00™) + "' +
miliseconds.ToString().Substring(2);

}
private void FixedUpdate()
{
miliseconds += 0.02f;
if(miliseconds >= 1)
{
seconds++;
miliseconds = 0.0000001f;
}
if(seconds >= 60)
{
minutes++;
seconds = 0;
}
}

}

buttonTip.cs:
using System.Collections;
using System.Collections.Generic;
using TMPro;
using UnityEngine.EventSystems;
using UnityEngine;
public class buttonTip : MonoBehaviour, IPointerEnterHandler, IPointerExitHandler {
public TextMeshPro score;
public int level;
public string highscore;
public void OnPointerEnter(PointerEventData eventData)

{
if (PlayerPrefs.HasKey("Score" + level))
{
score.text = PlayerPrefs.GetInt("Score™ + level).ToString();
score.color = Color.green;
}
else
{
score.text = 0.ToString();
score.color = Color.green;
}
}
public void OnPointerExit(PointerEventData eventData)
{

score.text = highscore;
score.color = Color.white;
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¥

private void Start()

{
Invoke("high", 0.0001f);
}
void high()
{
highscore = score.text;
}

}

LoadMenu.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine.SceneManagement;
using UnityEngine;

public class loadMenu : MonoBehaviour

{

public GameObject mainMenu;
public GameObject levelsMenu;
public void showLevels()
{
mainMenu.SetActive(false);
levelsMenu.SetActive(true);

ky

public void showMenu()

{

mainMenu.SetActive(true);
levelsMenu.SetActive(false);

¥

public void startLevel(int index)

{
¥

SceneManager.LoadScene(index);

}

MainMenu.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine.SceneManagement;

using UnityEngine;

using UnityEngine.Ul,

using UnityEngine.EventSystems;

public class MainMenu : MonoBehaviour

{
public GameObject menuFirstButton, levelsFirstButton;
public GameObject mainMenu, levelsMenu; public
Animator anim;
public Button[] bLevels;
public Score scr;
public buttonTip[] bTip;
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int maxLevels = 3;
private void Start()

{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(menuFirstButton); for
(inti=0;i<=DbLevels.Length && i < maxLevels - 1; i++) {
if (PlayerPrefs.GetInt("aLevel” + (i + 2)) == 1)
{
bLevels[i].interactable = true;
by
}
public void resetAll()
{
PlayerPrefs.DeleteAll();
scr.UpdateScore();
for (inti=0; i <bTip.Length; i++)
bTip[i].highscore = 0.ToString();
for (inti=0; i <bLevels.Length; i++)
bLevels[i].interactable = false;
}
public void showLevels()
{

EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(levelsFirstButton);
/[EventSystem.current.currentSelectedGameObject.gameObject. GetComponent<Anim
a_

tor>().Play("Selected");
mainMenu.SetActive(false);
levelsMenu.SetActive(true);

}

public void showMenu()

{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(menuFirstButton);
mainMenu.SetActive(true);
levelsMenu.SetActive(false);

}

public void startLevel(int index)

{
SceneManager.LoadScene(index);

}

public void Quit()

{
Application.Quit();

}

private void Update()

{
if (Input.GetAxis("Mouse X") =0 || Input.GetAxis("Mouse Y") = 0)
{

EventSystem.current.SetSelectedGameObject(null);

}
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if(Input.GetAxis("Vertical™) > 0 && EventSystem.current.currentSelectedGameOb-

ject ==null)
{
if (mainMenu.active)
{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(menuFirstButton);
¥
if (levelsMenu.active)
{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(levelsFirstButton);
}
}

}

if(Input.GetButton("Cancel™) && levelsMenu.active)

showMenu();

PauseMenu.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.EventSystems;

using UnityEngine.SceneManagement;
public class PauseMenu : MonoBehaviour

{

public static bool GamelsPaused = false;

public GameObject pauseMenuUl, finishMenuUl,
controlsMenuUl; public GameObject firstButton, controlsResume;
void Update()

{

if (Input.GetButtonDown(""Pause"))

{
if (GamelsPaused && !finishMenuUl.active)
{
Resume();
else if (IfinishMenuUl.active)
{
Pause();
¥
}

if (GamelsPaused && Input.GetButton("Cancel™) && !Finish.levelFinished)
{

}
if (Input.GetAxis("Mouse X") 1= 0 || Input.GetAxis("Mouse Y") 1= 0)

{

Resume();

EventSystem.current.SetSelectedGameObject(null);
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}
if (Input.GetAxis("Vertical") > 0 && EventSystem.current.currentSelectedGameOb-ject

== null)
{
if (pauseMenuUl.active)
{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(firstButton);
}

if (controlsMenuUl.active)
{
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(controlsResume); } } }
public void Resume()

{
pauseMenuUl.SetActive(false);
controlsMenuUl.SetActive(false);
Time.timeScale = 1f;
Invoke("res", 0.1f);

}

void res()

{

GamelsPaused = false;

public void Pause()

{
pauseMenuUl.SetActive(true);
Time.timeScale = 0f;
GamelsPaused = true;
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameObject(firstButton);
}
public void Menu()
{
SceneManager.LoadScene(*Menu™");
Time.timeScale = 1f;
GamelsPaused = false;
}

public void Reset() {
SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex);
Time.timeScale = 1f;
pauseMenuUl.SetActive(false);
GamelsPaused = false; }

public void Controls()

{
pauseMenuUl.SetActive(false);
controlsMenuUl.SetActive(true);
EventSystem.current.SetSelectedGameObject(null);
EventSystem.current.SetSelectedGameOQObject(controlsResume);
}

public void QuitGame() {
Application.Quit(); }
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public void Next()
{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
Time.timeScale = 1f;
GamelsPaused = false; } }
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