MinicTepcTBO OCBITH | HAYKM YKpaiHu
HanioHa/JibHMI TeXHIYHMI YHiBepCHUTET
«/IHinpoBcbKa noJiTexHika»

[HCTUTYT €JIEKTPOCHEPTETUKHI
(irCTHTYT)

dakynpTeT iHOPMAIIHHIX TEXHOJIOTIN
(paxymnpreT)

Kadenpa [TporpamMHOro 3a0e3meueHHs] KOMIT FOTEPHUX CUCTEM
(nmoBHa Ha3Ba)

MMOACHIOBAJIBHA 3AITUCKA
KBaJi(pikaniiiHoi pod0TH CTyNeHs

baxanaspa
(Ha3Ba OCBITHBO-KBaTi(iKaiHHOTO PiBHS)

CTy/IeHTa bansna Anopis /lasioosuua
(T1IB)
aKajeMiYHol rpynu 121-19-1
(wmchp)
cneniajbHOCTI 121 Inocenepis npocpamnozo 3abe3nevenms
(xox 1 Ha3Ba crieniaJIbHOCTI)
OCBITHBOI IPOrpamMmu Inorcenepis npoepamrnozo 3a6e3neyeHns
(Ha3Ba OCBITHBOI IPOTrpaMu)
HA TeMY: Pospobra kpocnnamgopmnozo icposoco

3ACMOCYHKY HA 0CHO8I mexHo02iun020 cmeky Unity/C#

Ouinka 3a HIKaJI0

" - — Mignuc
peHTHHFOBOIO lHCTPlTy].llI/lHOlO

KepiBHuku IpizBuie, ininiaan

KBaTiiKaIiiHOT
000TH

031iJ1iB:

cunemianbuuii | doy. lupin A.JL.

eKOHOMIUHUK | doy. Kacvsinenko JI.B.

Penenzenr oouy. llleonoscovkuii 1. A.

HopmoxounTpoJiep |[cm.suxi. Mapmunenxo A.A.

Jninpo
2023



MiHicTepcTBO OCBITH I HAYKH YKpaiHH
HTY «/lninpoBcbka nmoJiirexHika»

3ATBEP/IKEHO:
3aBiqyBay Kadeapu
MIPOTPaMHOTO 3a0€3MEUYCHHS KOMIT IOTEPHUX CHCTEM

(moBHa Ha3Ba)

M.O. AnekceeB

(mpi3BuiILlE, 1HIIIATH)

(miarmc)

« » 2023 poky

3ABJJAHHSA
Ha KkBaJidikaniliny podory
baxanaspa
(Ha3Ba OCBITHBO-KBaITi(hiKaLiHOTO PiBHS)

cryaenra [2]-]19-] bansna Anopis /lasioosuua
(rpyma) (mpi3BuIIe Ta iHiIAMN)
Tema KBaJjidikauniiiHoi podéoTu Pospobka kpocnnamgopmnozo ieposoco

3ACMOCYHKY HA 0CHOBI mexHono02iuno2o cmexy Unity/CH#

3arBep ukeHa Haka3zoM pekropa HTY «JIID» Big 16.05.2023 Ne  350-c

Tepmin
BHKOHAHHS

Po3ain 3MicT BUKOHAHHSA

Cneuyianvnuii Ha OCHOGI Mmamepianie nPOEKMHO-
MExXHON02IYHOi ma [HUWUX HAYKOBO-MEeXHIYHUX
oycepen  npoeecmu  AHANi3 CMAHY  PilleHHA 13.05.2023 p.
npoonemu ma nOCMAHOBKy 3a0aui.
Oorpynmyseamu  eudip  ma  30ilicCHUmMU
peanizayiro Memooie eupiuieHnsa npooiemu
Exonomiunuii Ilposecmu  po3paxynok  mpyoomicmkocmi
PO3POOKU RPOZPAMHO20 3aDe3nedeHs, BUmpam Ha 27.05.2023 p.
cmeopenns I13 11 mpusanocmi 11020 po3pooxu

3aBgaHHs BU/IaB ooy. Hllupin A.JI.
(mrirmmc) (Tmocana, mpi3BUIIE, iHIITiaIN)
3aB/IaHHs MPUIHSB 10 BUKOHAHHS bansu A.J].

(miamuc)

(mpi3BuIe, iHIIiATHN)

Jlata Bunaui 3aBaanus: 14.01.2023 p.

Tepmin noganHs kBanigikaniiinoi podotu no EK: 12.06.2023 p.




PEDEPAT

[ToscHroBanbHa 3anucka: 60 c., 33 puc., 3 noxa., 23 Kepel.

OO0’ exT pO3pOOKH: MyIbTUILIIATPOPMHUMN ITPOBHI T0IATOK.

Meta kBamidikamiitHoi poOOTH: PO3poOKa MyJIHTUIIAT(POPMHOTO ITPOBOTO
3aCTOCYHKY Ha OCHOBI TexHoJiorigyHoro cteky Unity/CH#.

VY BCTymi BHUKOHYETHCA aHali3 CY4YaCHOTO CTaHy HpPOOJIEMH, YTOYHIOETHCS
NIOCTAHOBKA 3aBJlaHHA, MeTa KBali(ikaliiHOi poOOTH Ta raiay3b il 3aCTOCYBAaHHS,
OOTPYHTOBYETHCS AKTYaIbHICTh TEMHU.

VY mepmomy po3aiii MPOBOAMTBCSA JOCHIKEHHS TMpeAMETHOI oO0jacTi Ta
ICHYIOUYMX pIIIE€Hb, BU3HAYAETHCS aKTyaIbHICTh 3aBJAHHS Ta IPU3HAYEHHS PO3POOKH,
PO3pOOITIOETHCS TOCTAHOBKA 3aBAaHHS.

Y napyromy po3auni obupaerbes 1miatdhopma s po3pOOKH, BUKOHYETHCS
MPOEKTYBAHHS MPOrpaMu Ta i po3poOKa, HABOJUTHCS OMUC AITOPUTMY 1 CTPYKTYypa
GyHKIIOHYBaHHS JOJATKy, BH3HAYAIOTHbCS BXIJHI 1 BHXIJIHI JaHi, HABOISTHCS
XapaKTepUCTHKU CKIaAy MapaMeTpiB TEXHIYHUX 3ac00iB, OMHUCYEThCS poOOTa Ta
3aBaHTAXXCHHSI POTPAMH.

B  exoHOMIYHOMY pO3AUII  BU3HAYEHO TPYAOMICTKICTH  PO3pOOJIEHOTO
IPOrpaMHOro MPOAYKTY, MPOBOJUTHCS MiAPAXYHOK BapTOCTI POOOTH MO CTBOPEHHIO
J0JIaTKy Ta PO3PaXOBYETHCS Yac Ha MOTO CTBOPEHHSI.

[IpakTyHe 3HAYEHHS MOJIArae y po3poOlll IrpoBOro JOAATKY, [0 MOXKHA
3allyCKaTH Ha OJHIM 3 JIeKUIbKOX TuIaTopM Ta JI03BOJIAE KOPHUCTyBauaM
BUKOPUCTOBYBATH HOTO JJIsi CHUKEHHS CTPECCY Ta PO3BUAKY HOCH]IIOUOCTI.

AKTyaJbpHICTh TPOrPAMHOrO TMPOJIYKTY BHU3HAYAETHCS 3HAYHUM POCTOM
MOMYJISIPHOCTI KOMIT'IOTEPHUX Ta MOOUIBHMX IrOp Ta 3arajbHUM CTaOUIBHUM Ta
MOTY>XHUM 3pOCTaHHSM ITPOBOI 1HIYCTPIi.

Crucox kmouoBux ciis: [I'PA, MYJIbTUIUIAT®OPMHUN JOJATOK,
IFTPOBUI1  JIOJATOK, UNITY, ITPOBUM JIBUI'VH, KOPUCTYBAU,
[TNIAT®OPMEP.



ABSTRACT

Explanatory note: 51 p., 33 figs., 3 appx., 23 sources.

Object of development: multiplatform game application.

Purpose of the qualification work: Development of a cross-platform game
application based on the Unity/C# technology stack.

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

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

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

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

Of practical importance is the development of a game application that can be run
on one of several platforms and allows users to use it for reducing stress and developing
of perseverance.

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

Keywords: GAME, MULTIPLATFORM  APPLICATION, GAME
APPLICATION, UNITY, GAME ENGINE, USER, PLATFORMER.



HEPEJIIK YMOBHHUX ITIO3HAYEHD

UNITY - 6aratomnatgopMHuil iIHCTPYMEHT AJis pO3pOOKH BiI€OITOp 1 JOIATKIB;

C# — MoBa nporpamMyBaHHS;

JSON — TekcroBuii popmat 0OMiHY JaHUMU;

EXE — posmupeHHss BUKOHYBaHOTO (Daiiily, 110 3aCTOCOBYETHCS B CHCTEMax
Microsoft Windows;

OC — onepariiifHa cucTeMa;

[1IK — nepcoHanbHHIl KOMIT IOTED;

GPU - rpadiununii npouecop;

CPU — uenTpanbHuil Ipo1ecop.

[TnaTdopmep — xxaHp irop, B sKiii TpaBels 6arato crpuodac.

[Tapanakc edext — edekT, mpu TKOMy 00’ €KTH pyXaroThCs 3 PI3HOIO HMIBUAKICTIO
3aJIeKHO BiJ] BIZICTaH1 10 KaMepu T'paBIIsl.

['eitmaeB — irpoBa po3poOka.

Karciiena — kaTclieHa BH3HAYa€ThCSl AK Bi3yalibHE MPEACTABICHHS TPH, €
B1JI0YBa€ThCS PO3MIIIEHHS Ta OpraHizaiis 00'ekTiB, rpadiyHUX €JIEMEHTIB Ta JIOT1KH

IpH.
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BCTYII

IrpoBa i1HAYCTpisS € ONHIEIO 3 HAWIIBHUILIE PO3BHBAIOYUXCS Ta BIUIMBOBUX
raiy3eid cydacHoro cBiTy. BoHa 00'elHye TEeXHOJOrIi, KpEaTUBHICTh Ta pPO3Barw,
CTBOPIOIOYM HEMOBTOPHHUM CBIT BIPTYaJbHUX IrOp, K1 IPUBEPTAIOTH yBary MUIbHOHIB
JIFOJICH 110 BChOMY CBITY.

IrpoBa iHayCTpis Mae GaraTo pI3HOMAHITHHX ACIIEKTIB, K1 BKIOUYAIOTh B cebe
pO3poOKy, AW3aiiH, MporpamMyBaHHS, MHUCTEITBO, ayaio Ta mapketur. ILli pizHi
€JIEMEHTH CITIBIPAIIOIOTh, 00 CTBOPUTH 3aXOIUTIOIOYUIN Ta €MOIIHHO 30aradeHuii
redMILIeH JIJIsl TPaBIIiB.

Metoro nanHOi kBamiikarmiitHoi poOOTH € po3poOka MyNbTUIIATPOPMHOTO
ITPOBOT0 3aCTOCYHKY Ha OCHOBI1 TexHOJIOT14HOT0 cTeKy Unity/CH#.

[Tornubnene BUBYEHHS 1HIYCTPil BIEOITOp Ta peajizallis IrpOBOro 3aCTOCYHKY
«Rising of Slime: Reslimed» Oyne monomaratv 3HU3UTU PIBEHb CTPECY Ta PO3BUBATU
YCUJIUBICTb, 1110 € BAKJIMBUM Ta aKTYaJIbHUM y CHOT'OJICHHI.

Po3po06iieHHni 3aCTOCYHOK TOBUHEH J03BOJIITH BUKOHYBAaTH HACTYIIHI (PYHKIIIT

JUISL TPaBLSL:
o JIBUTaTH TOJIOBHOIO I'EPOs.
o 3HaXOAUTH Ta MIIOUPATH MPEIMETH.
o KynyBaTtu npeamern.
o Biakputu MeHI0 nay3u Je MOKHa:

o BigHOBUTH IrpOBY cecito.

o Bimkputn HacTpOUKHM:

= 3MIHUTH PEKUM TOBHOEKPAHHOTO €KpaHy.
. 3MIHUTH TYYHICTh MY3UKH.
. 3MIHUTHU TYYHICTH 3BYKIB.

o BuiiTH B rojioBHE MEHIO.

o Buiitu 3 rpu.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA TIOCTAHOBKA 3AJAUI

1.1. 3araabHi BiToMOCTI 3 IpeAMeTHOI rajay3i

Po3pobka Bigeoirop - 1e CKJIaJAHHN Ta TBOPYUHM TMpOIEC, SKUMl BHUMAarae
3J1aropkeHoi  poOotu komaHau (¢axiBiiB. Po3poOHHMKM irop BIJANOBIIAIOTH 3a
CTBOPCHHS ICTOpIiN, MEPCOHAXIB, PIBHIB Ta TEUMIUICIO, 3a0€3MEeUyIOud TPABIIM
He3a0yTH1 npuroiu. BoHN BUKOPUCTOBYIOTH Pi3HI IHCTPYMEHTH Ta TEXHOJIOTI, TaKi K
JOBUTYHM Tpu, 3D MojentoBaHHs, aHIMALIl0, TEKCTYPYBaHHs Ta ClelialibHI e(eKTH,
1100 CTBOPHUTHU Bi3yaJbHO MPUBAOIUBI Ta peatiCTUYHI CBITH.

JluzaiiH Tpu € 1€ OJHUM BaXJIMBUM AacCIEKTOM ITPOBOI  IHIYCTPii.
["eiimau3aiinepu po3poOIsOTh KOHUEILIT 1Irop, 3a4al0Th iIrpOBI MEXaH1KH, BUKJIUKH Ta
Oananc rpu. BoHu BpaxoBYyIOTh €CTETHKY TPH, TICUXOJIOTIIO TPaBIIiB Ta B3a€MOJIIO 3
I'POBUM CBITOM, CTBOPIOIOYN HETIOBTOPHUM ITPOBUI JIOCBII.

[IporpamyBaHHs TaKOX I'pa€ BAXKIIMBY poJib y po3pooii Bineoirop. [Iporpamictu
BUKOPHUCTOBYIOTh MOBHU INporpamyBaHHs, Takl ak C++, C#, Python rta iHm, mo6
CTBOPIOBAaTH JIOTIKY TIpH, peani30ByBaTW IHTEPAKTUBHICTh Ta ONTHUMI3yBaTu
MPOYKTUBHICTH ITpH. BOHU BUPIMIYIOTH CKIaAHI TEXHIYHI MPOOJIEMHU Ta CTBOPIOIOTH
THCTPYMEHTH JUIsl OJIETILIEHHS PO3POOKH.

MucTtenTBO TaKOXK € HEBIA'€MHOIO YACTUHOIO 1rpOBOi 1HAYCTPIi. XYyI0KHUKHU Ta
JU3aifiHepU CTBOPIOIOTH Bi3yalibHI €JIEMEHTH T'PH, TaKl K IEPCOHAXKI, PiBHI, 00'€KTH Ta
iHTEpdeiic kopucTyBaya. BOHM BHUKOPHUCTOBYIOTH pI3HI TEXHIKM MaJlFOBaHHS,
MOJICTIOBAaHHS, TEKCTYpyBaHHs Ta aHiMaIlii, 1100 CTBOPUTH YapiBHUI Ta MPUBAOINBUN
BUTJISIL TPH.

Ayaio BiIIrpa€e TakoX BaXJIMBY pOJib Y CTBOPEHHI HE3a0yTHIM 1IrpOBHM JOCBII.
3BYKOBI JIM3aifHEpU CTBOPIOIOTH 3BYKOBI €eKTH, MY3UKy Ta [iajiord, 100
MiIKpecIuTH atMocdepy Ta eMollii rpu. BoHM BUKOPHUCTOBYIOTh aKyCTHYHI €(EKTH,

3aIMCH I0JIOCY Ta KOMITO3MIII1, 100 3aHYpUTHU I'PABIIB y CBIT I'PH.



Kpim Toro, MapkeTHHT IrpoBOi 1HIYCTpIi Ipae BaXJIHUBY POJIb y MPOCYBAaHHI Ta
KoMepliiani3ailii Biieoirop. MapkeTojioru BUBUAIOTh PUHOK, TPOBOASATE JOCIIII>KEHHS
ayIuToOpii Ta PO3POOJIAIOTH CTpaTerii MapKETHHTY, MO0 3aly4uTH Ta 30epertu
I'PaBIIIB.

IrpoBa iHIyCTpisl HE TUIBKM HAJla€ po3Bary Ta po3BUBAE KPEATUBHICTS, ajie i Mae
MOTEHITIAJ JII1 BUKOPUCTAHHS B OCBITI, MEAMIIMHI, CUMYJIAILISAX Ta 1HIIUX cdepax.
BoHna noeiHy€e TeXHOJIOT11, MECTEIITBO Ta IHHOBAIII1, 100 CTBOPIOBATH HETIEPEBEPIIICHI
CBITH Ta He3a0yTHIN JOCBiJ JJiA IPaBliB Y BCbOMY CBITI.

CtBOpeHHsI BIZICOITOp — OJIHA 13 HAMOUIBIIMX CErMEHTIB 1HAYCTpli po3Bar.
Macmrabu irpoBoi HPOMHUCIOBOCTI MOKHA MOPIBHATH, HAIIPUKIIA]T, 3 KIHOIHYCTPIELO.
A 3a MIBUIKICTIO 3pOCTaHHS 3a OCTaHHI M'SITh POKIB 1HIYCTPisl BIJIEOIrOp CYTTEBO ii
BUIIEpEDKAIA.

I e 3po3yminio, TOMy 110 TOJIOBHA MepeBara BiJieoirop B TOMy, 1110 BOHU JIal0Th
MO>KJIMBICTh HANpsAMY BIUTUBATH HA ICTOPIIO Ta OYKBaJIbHO CTATH TOJOBHUM T€POEM.
Hisikuii $biibM He MOXke 3poOUTH Te, 110 MOXKE T'pa, ajie Jrbda rpa Moxe 3pOoOUTH Te,
10 MOXe (PLIbM.

3a cTymeHeM BIUIMBY Ha CIIOKMBAYiB Ta 3allyde€HHs iX 10 1HTEPaKTHUBHOTO
OTOYEHHSI, TPOIIOHOBAHOTO BiJCOIrpaMH, 1Iel CETMEHT BXKE JaBHO BUAUISETHCS CEPE
IHIITUX BUJIIB PO3BAr.

I'efiMmaeB 4yu po3poOKy 1rop HEMOXIMBO PO3IJISIATH BITOKPEMIICHO BiJl
1HYCTpil KOMO'IOTEPHUX IrOp 3arajioM. be3nocepenHbo CTBOPEHHS Irop — 1€ JIMIIE
JacTHHA KOMIUIEKCHOI «EKOCHCTEMU», M0 3a0e3ledyye MOBHHUM KUTTEBUU IUKI
BUPOOHMIITBA, PO3MOBCIOPKCHHS Ta CIIOXUBAHHSA TAaKUX CKIAQTHUX TPOIYKTIB SK
KOMIT'FOTEPHI ITPH.

VY CcTpyKTypl CcydyacHOi IrpoBOi NMPOMHUCIOBOCTI MOXKHAa Ha3BaTH Taki PiBHI:
mw1aTpopMu, IrpoBi ABUKKH, pPO3pOOKa BIAEOIrOp, BHUJAHHA, NOMyJspU3aLlis 1
CTIO>KMBAHHS.

€ Gararo atgopM Ha KX MOXKHA TpaTu:

. [Tepconanbhi koM 1oTepu (Windows, Linux Ta MacOS).

. Mob6inbHi npuctpoi (Android, Windows, 10S).
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. ApKkajiHi aBTOMaTH.

. Irposi koHcom (PlayStation, Xbox, Nintendo Switch, SteamDeck 1 T11.).

. Web-munardopmu (bpaysepn).

[rpoBi IBMXKKM BakJIMBa 4acTUHA IrpoBoi 1HIycTpii. Came BOHU A03BOJIAIOTH
HaBITh HE AY>K€ TOCBITYEHUM PO3POOHUKAM CTBOPIOBATH ITPHU Ta IPUBHOCUTH CBOI 1]1€1
y CBIT.

€ Oarato IrpoBUX JIBHMXKKIB, Bia npocyHyTtoro piBHs (Unity, Unreal Engine) no
nyxe nerkux (Ren’Py, GameMaker), Tak mocs cepenne (Godot Engine).

VY nerkux IBWXKKIB € OJIHA Mpo0OsieMa, irpy siKi CTBOPIOIOTHCS HA HUX, 0araTo B
yoMy cxoxli. JlJiss MO€T rpyu MOTPIOEH MPOCYHYTUH TBUKOK, JJIsl TOTO, 100 CTBOPUTH
Ipy, HE MOXO0KY Ha 1HIII.

Jy>xe nomynsapHuii 1Brmxok Unity Ha skomy s 1 Oy1y CTBOPIOBATH CBil IrpOBUH
nonarok. Lle He caMuii Jierkuil B BAKOPUCTAHHI ABUKOK, ajl€ HACTIJIbKU MOITYJISIPHUIA
13-3a CBO€i yHIBEpPCAIBHOCTI, IO HAa HBOTO € JyXe OaraTo HaBYAIBHUX
MarepiaiiB.Bennka KUIBKICTh KOMIIAHIM Ta HE3aleKHUX KOMAaH] 3alMaroThCs
CTBOPEHHSIM KOMITIOTEpHUX irop. Y po3poOii Oepe ydacTh CHEIIaliCTH PI3HHUX
npodeciii: mporpamicTu, reiM-au3aiHepu, Xy 10KHUKH, QA criemiaiicTy Ta iH.

J1o po3po0OKM BEIMKUX KOMEPLIHHUX ITPOBUX MPOJYKTIB 3a1y4atOThCs BEJIHKI
npodeciitni komanau 100+ ¢axiBiis. | kKomTyBaTUMYTh MOI0HI IPOSKTH Y pO3pOOII
MOXYTh JICCATKH MIJIbHOHIB J10JapiB.

OpHak ycHinHi iIrpoBi MPOEKTH MOXKYTh BTUTIOBATUCS 1 HEBEIIMKMUMH KOMaH/1aMH1
eHTy3iacTiB. [lpoMy crnpusiec TPUCYTHICTh HA PUHKY BEJIUKOI KITBKOCTI BIIKPUTHUX 1
MOIIUPEHUX MIATPOPM, SIKICHI Ta MPAKTUYHO OE3KOLITOBHI IBUTYHHU, MaTAHYUKH 13
3ay4yeHHS «HApPOAHHMX» IHBECTULINH (KpayAQaHIMWHT) Ta [JOCTYNHI KaHAJIU
PO3MOBCIOJIKEHHS.

['paBui - 11e OCHOBHE JUKEpeNo MPUOYTKY MAJisi IrpOBUX MHPOIAYKTIB. Ale B
CydyacCHOMY CBITI HaWOUIbIII aKTHUBHI TPaBIl CTaJIH CYTTEBOIO PYIIIHHOIO CHIIOKO Y
MOMyJISpU3allii irop Ta Y4aCTKOBO Y PO3IIMPEHHI KOHTEHTY.

VY 3B'I3KYy 3 IIMPOKUM MOIIMPEHHAM KIOEpCHOpTY HaJO0CBIAYEHIN TIpaBIl

OTPUMYIOTH MOKITUBICTh IEPEKIIAAATH CBO1 3aXOIJICHHS irpaMu Ha TpodeciitHl perKH.
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Y CBITI NpPOBOJUTHCS YWUMAJIO YEMITIOHATIB, a CTAaBKM HACTUIBKH BHCOKI, IO
pe3ybTaTUBHI T'PaBIl MOXYTh 3pOOUTH Ha LILOMY XOPOIYy Kap'epy KibepcrnopTcMeHa.
3apa3 kibepcropT - 11e MiIa iHAYCTPis 31 CBOEIO 1HPPACTPYKTYPOIO, (DiHAHCYBAHHSIIM Ta
3HAMEHUTOCTSIMH.

HaiiGinpm Bigmani aHaTt irop He TIIBKHM MPOBOJASATH 3a irpaMu 0arato pokiB
CBOTO JKUTTS, a U HaiyacTilie CTBOPIOIOTh PI3HOMAHITHUNA KOHTEHT HAaBKOJO
ynobneHoi rpu. Ile MoxyTh OyTH LIl CalTH, MAJIFOHKH, KOCIUIEI, >KypHasH,
BiJIeoIiepe/iayi, irpoBi JOMOBHEHHS a00 HaBITh TOBHOIIIHHI iTpH.

binbmiicte monaei, siKi CTUKAIKCS 3 KOMIT'IOTEPHUMHU IrpaMu, MalOTh PO HHUX
HEraTuBHY a00 MO3UTHUBHY AYMKY. baiinyxux, 3aranom, Hebarato. I ock Bxke OaraTo
POKIB HE BTHXalOTh CYNEPEYKH MK TNPOTUBHUKAMH Ta TNPUXAILHUKAMHU
KOMITIOTEPHUX 1rOp, TPUYOMY apryMEHTH HaBOJATHCS HakpizHOMaHITHiII. Yacom
JTUBYEINICS, SIKI JIOTIYHI JIAHIIOKKM BUOYAOBYIOTh. | mepeBakHO OOWJIBI CTOPOHH
HAroJIONIYIOTh Ha MOMEHTH, IOB'S3aHl 3 ICHUXIKOIO, COI[lyMOM Ta OCOOWCTICHUM
PO3BUTKOM.

3pemTor MCUXOJIOTH BCE YACTIINIE MOYadd TOBOPHUTH, IO Yac BXKE 3BEPHYTH
yBary He JIMIIIC Ha HeTaTHUBHI, a i Ha MO3UTUBHI CTOPOHM 3aXOIICHHSI BicOoirpaMH, siKi
3a3BUYall ITHOPYIOTHCS, aJIPK€ JOCIIIHUKU CIIOYaTKy CTaBJsATh cOO1 3a METy MOIIYK
HeratuBy. AJDKE ITpM B OCTaHHI POKH CHUJIBHO 3MIHMJIUCS, CTaldd HabaraTto
CKJIQJIHIIIMMH, PEaiCTUYHIIIMMU, OUIBII COIllaJibHO-OpieHTOBaHUMH. [IOBUHHO 1I€
BIUTUHYTH. | pe3ynbTaTé MESKUX IOCTIKeHb, MPOBEACHUX OCTAHHI M'SITh POKIB,
CB1/TUaTh, 110 3 IrpaMHu HE TaK rmoraHo. [lcuxonoru Bij3HAYAIOTh, 110 CyYacHI BiJICOIrPH
MOXKYTh CIIPUSATH PO3BUTKY COIliaIbHUX Ta KOTHITUBHMX HABHYOK, JTAIOTh HOBHM

€MOLIIITHUI TOCB1/T 1 HABITh 1HO/II CIPUSIOTH 3arajlbHOMY O3/I0POBJIEHHIO IICUXIKH.
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1.2. Ilpu3HayeHHs PO3pPOOKHU Ta rajay3b 3aCTOCYBAHHS

IrpoBuii 3actocyHok “Rising of Slime: Reslimed” mnpusnauennuii ans
po3cnabieHHs, 3HUKEHHS CTPECy Ta PO3BUTKY MOCHIIOYOCTI.

Lle#t 3acTOCYHOK MPOTIOHYETHCSI BUKOPUCTOBYBATH Y TEPi0 Yacy, KOJIH IPABEIlh
Mae baraTo crpeccy, HoMy CKy4HO abo € IpoOJIeMH ¢ KOHIIETPAIli€l0 yBaru.

Po3pobienuii 1ogaTok 103BOJISIE:

° JIBUTaTH TOJIOBHOTO TEPOs.

o 3HaXOAUTH Ta MiIOUPATH MPEIMETH.

KynysaTtu npeamern.

Biakputu MeHro nay3u Je MOXKHa:
o BiHOBUTH ITpOBY CECIIO.

o Bimkputn HacTpOUKHM:

. 3MIHUTH PEKUM TOBHOEKPAHHOTO €KpaHy.
. 3MIHUTH TYYHICTh MY3UKH.
. 3MIHUTH TYYHICTh 3BYKIB.

o BuiiTH B roJloBHE MEHIO.

o Buiitu 3 rpu.

1.3. IlixcraBu ajst po3podku

BianoBigHO 10 OCBITHBOI IporpamMu, 3riTHO HaBYAJIBHOTO IUIaHy Ta TrpadikiB
HaBYAJILHOTO MPOIIECY, B KIHIII HABYAHHA CTYJIEHT BUKOHY€ KBaJi(iKaliiiHy podoTy.

Tema poOOTH Y3TOKYETHCS 3 KEPIBHUKOM MPOEKTY, BUITYCKAaIO4Y0K0 Kadeaporo,
Ta 3aTBEPKY€ETHCS HAKa30M PEKTOpa.

OTtxe, macTaBamMu i po3poOKH (BUKOHAHHS KBaJi(iKaIliiftHOT poOOTH) €:
- ocBiTHs niporpama 121 «IxHxeHepist nporpaMHOro 3a0e3ne4eHHs;

- HaBYaJIbHUH TUIaH Ta rpadik HaABYAJIHLHOTO MPOLIECY;
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- Haka3 pexropa HallloHalbHOTO TEXHIYHOTO YHIBEPCUTETY «JIHIpOBChKa

noiTexHika» Ne 350-c Bix 16.05.2023 p;

- 3aBlaHHS Ha  KBamiikauidHy pobory Ha Temy  “Po3pobOka

KpOCTUIaT(OPMHOTO IrpOBOTO 3aCTOCYHKY Ha OCHOBI TeXHOJIOT14HOTO cTeky Unity/C#”

1.4. IlocTtaHoBKa 3aBJaHHSA

3aBaaHHAM JaHOi POOOTH € PO3poOKa MyJIbTUILIATPOPMHOTO IrpPOBOTO
3aCTOCYHKY B kaHpi “muiargopmep” Ha OCHOBI TexHosoriyHoro crexky Unity/C#. [ns
npukiany oyayTs BukopucTani matgopmu Windows, Linux Ta MacOS.

JloJlaTOK MOBMHEH pealli3yBaTH HACTYIIHI (PYHKIIIi:

o JIBATaTH roJIOBHOTO TEPOs.

o 3HaXOAUTH Ta MiIOUPATH MPEIMETH.

KynyBatu npeamern.

Bigkputu MeHIO May3u Jie MOXHa:
o BimHoBUTH ITPOBY Cecito.

o Biakputu HacTpoiku:

. 3MIHUTH PESKUM ITOBHOCKPAHHOTO EKpaHy.
. 3MIHUTH TYYHICTh MY3UKH.
. 3MIHUTH T'YYHICTb 3BYKIB.

o Buiitu B rosioBHE MEHIO.
o Buiitu 3 rpu.
JI1s1 TOCATHEHHS IMOCTaBJICHOI METH HEOOX1THO:
- BUBYUTH MPEIMETHY rajay3b pO3B's3yBaHOl 3a/1a4l;

- CTBOPUTH AJIT'OPUTM OJIA peaﬂi3aui'1' ITOCTABJICHOI'O 3aBJaHH.
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1.5. Bumoru 10 nporpamMu a0 nporpaMHoOro BUpooy

1.5.1. Bumoru 10 pyHKIiOHATBHUX XapPAKTEPUCTUK

Kinmesa Bepcis rpu moOBMHHA JOTPUMYBATUCA PSAIY BUMOT, 1100 3a0€3MeYuTH
AKICTh, (DYHKIIOHAJIBHICTh Ta 3a/I0BOJIEHHS rpaBiliB. OCHOBHI BUMOTH JO0 KIHIIEBO1
BepCii IpU BKIIOYAIOTh HACTYITHE:

o OyHKIIIOHAIBHICTH: ['pa MOBMHHA TpaifoBaTé 0€3 MOMITHHX MOMHIIOK,
3aBUcaHb a00 300iB. Bci OCHOBHI (yHKIl, Taki fK YOpPaBIiHHS TEPCOHAXKEM,
iHTepdeic KopHucTyBaua, MEXaHIKM TeiMIuiero, Micii a0o piBHI TMOBHUHHI OyTH
GbyHKIIOHATBFHUMU Ta 3a0€3MeuyBaTH 3aJyMaHul TelMILIeH.

o I'pacdika Ta 3Byk: BizyalsibHi Ta ay110€7I€MEHTH IPU OBUHH1 OYTH BUCOKO1
akocti. ['padiunmii Au3aitH, TEKCTypH, MOJEINI NMEePCOHaXIB Ta 00'€KTiB, aHIMaIlii Ta
3BYKOBI1 €()eKTH TOBHHHI OyTH MPUBAOIUBUMU 1 TIepeaBaTi aTMochepy Ipu.

o ['eitmminedi: I'pa moBuHHAa MaTu 30aj]aHCOBAHMM, 3aXOIUTIOOYUN Ta
BUKJIMKAIOUUN 1HTepec Treiimiuieli. BoHa mnoBuHHA OyTH 4YITKOIO, BECENOI Ta
BUKJIMKATU OTPeOy IpaBIls IPOJOBKYBATH IPaTH.

o KepyBannsa: KepyBaHHS rpol0 NMOBHHHO OyTHM 3pYy4YHUM 1 IHTYiTHUBHO
3pO3yMIJIMM JIJIsl TPaBIliB. BUKOpHCTaHHS KOHTPOJIEPiB, KiIaBiaTypu ab0o JTOTUKOBOTO
eKpaHa, AKIIO 1€ 3aCTOCOBYETHCS, MOBUHHO OyTH €(EeKTHUBHUM 1 HaJaBaTU TOYHUU
KOHTPOJIb HaJ| IEPCOHaXXeM abo 00'ekTamu B Ipi.

o CrabinpHiCTh Ta onTuMizailis: ['pa mMoOBMHHA TpaIfoBaTH CTa0lILHO HA
pi3HUX mpucTposix Ta Mmiatdopmax. I[loTpiOHO mMIKIyBaTUCS MPO ONTHUMI3AIIIO
IPOAYKTHBHOCTI, 100 Tpa 3allycKanacs IJIaBHO Ta Mayia CTabUTbHY KaJpOBY 4acTOTY.

KinmneBuif mpoayKkT MOBUHEH IOTPUMYBATHCS HACTYNMHHUX (DYHKITIOHATBHUX

BUMOT:
o 3po3yMinuil Ta 3pyYHUN KOPUCTYBAIbKU 1HTEpDEic.
o 30epekeHHs Tporpecy Ta HajlalTyBaHb KOPUCTYBada MiXk CECISIMHU.
o MoOIHBICTh KEPYBaHHS 3a JOMIOMOTOIO KJIaBlaTypH Ta MUIIKH.
o JlonaTok MaTvMe TPHU €KpaHU: TOJOBHE MEHIO, HalallTyBaHHs, IrPOBUN
€KpaH.
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1.5.2. Bumoru 10 ingopmaniiiHoi 0e3nexu

Irpu MOXyTh BUKOPHUCTOBYBATH IMEPCOHAJBHI JaH1 TPaBIIB IS PI3HUX ITIJICH,
SIK1 MOXKYTb BKJIFOYATH:

o Peectpariss Ta ayrentudikaris: barato irop BuMararooTh, 100 TpaBii
CTBOPWJIM OOJIIKOBUHM 3alKC Ta 3aJOTIHUJIUCS, BUKOPHUCTOBYIOYH CBOI MEPCOHAIbHI
JlaHl, Taki K 1M'sl, eIEKTPOHHA ToITa Ta mapoJib. Lle mo3Bossie 30epiratu mporpec
TpaBIls, 371HCHIOBATH OIJIaTy a00 Ha/JaBaTH MEPCOHATI30BaHI MOCTYTH.

o 30epexenHs rpu: Irpu MoxxyTh 30epiraTu nepcoHabHI JaH1 rpaBIliB, TaKi
K PIBHI IPOrpecy, JOCSITHEHHs, CTaTUCTHKAa Ta HANAIITYyBaHHSA, Ha cepBepax ado
JIOKAJIHbHO Ha MPUCTPOi KopucTyBaua. [le 103BoIIsie TpaBIsiM MPOIOBKYBATH TPY 3 TOTO
MiCIIs, JI€ BOHU TPUIMHWIM, HaBITh SKIIO BOHU 3MIHWIM TMPUCTPIA abo
MepPEIHCTAIIIOBAJIU TPY.

o MyneTunneep Ta  comianbHi  ¢QyHkmii:  Jleaki irpg MOXYTb
BUKOPHCTOBYBAaTU TMEPCOHAIBHI JaHl JUIsl MOOYJAOBH MEPEKEBUX 3B'SI3KIB  MiXK
TPaBIIMHU, JO3BOJISIOYM IM TpaTH pa3oM, BUKIWKATH JPYy3iB HA TMOEIUHKH a0o
0OMiHIOBAaTHCS TTOBIAOMIIEHHAMH. TakoX MOKYTh OyTH BUKOPUCTaHI COIIalIbHI Me/Tia-
iHTerpanii, Mmo0 MAO3BOJUTH TpaBUSAM JUIMTHCS CBOIMH JIOCSTHEHHSMHU Ta
CKPIHIIIOTaMH TPH B COIIAILHUX MEPEKaX.

o AHaniTika Ta niepcoHamizaiis: Po3poOHUKH irop MOXYTh aHAi3yBaTH
NepcoHaIbHI JaH1 IPaBIliB, 00 OTPUMATH IHCANTH 11010 iX MOBEIHKH, BIIO100aHb Ta
3BUYOK. lle [03BOJII€E BIOCKOHAIIOBATH TEUMILIEN, PEKOMEHAYBAaTH KOHTEHT,
MPOTMOHYBATH TIEPCOHAI30BaHI MPOTO3UII].

JI)1si yHUKHEHHSI HEKOPEKTHOI poOOTH MPOTrPaMHOTO J0JIaTKy Ta 3a0e3MeueHHs
KOHTPOJTIO Ta IIJTICHOCTI TaHUX IIs Tpa HigK He 30upae iHpopMalliro mpo KOpUCTyBada
Ta Mpo Moro mnepcoHaNbHUN KoMIl'toTep. Tomy HiYoro st 3a0e3MedeHHs

1H(popmarliiiHoi 0e3neku poOUTu He Tpeoda.

16



1.5.3. Bumoru 10 ckiaay Ta mapaMeTpiB TeXHIYHHX 32c00iB

s pobotu 13 3actocynkoMm «Rising of Slime: Reslimed» TpeGa BcTaHOBUTH
Horo nuctpuOyTuB Ha omnepaitiHii cucremi (OC) kopuctyBaya.

BianoBigHi xapakTepUCTUKHA HEOOX1IH1 JjIsl pOOOTH JOIATKy HaBEJIEHO HUKYE:

s OC Windows ta Linux:

— IIIT 3 apxiTekTyporo x-86 abo x-64;

— BigeoamanTep 3 marpumkoro DX10, DX11, DX12;

— 100MO6+ BUIBHOT'O MICIIS HA IUCKY;

— oneparuBHa nam’sTh 2 ['0.

Jns MacOS:

— 11 3 apxiTekTypoto x-64;

— BijcoamanTep 3 miaTpuMkor Metal,
— 100M6+ BUTIBHOT'O MICIIS HA IUCKY;

— oneparuBHa nam’saTh 2 ['0.
1.5.4. Bumoru 10 iHnpopmManiiiHOI Ta NPOrpPamMHOl CyMICHOCTI
IrpoBuii myneTumiargopmuanii 3acrocyHok «Rising of Slime: Reslimed» mae
Oyt po3pobnenuit Ha MoBi C# 3 BHUKOpHCTaHHSM irpoBoro asuryHa Unity, 110

3a0e3MeunTh CYMICHICTh 13 Maibke yciMa CydYaCHHMH OIEpalliiHUMU CHCTEMaMH,

takuMu gk Windows, MacOS Ta Linux.
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PO3JILIT 2
MPOEKTYBAHHS TA PO3POBKA [IPOTPAMHOIO MMPOJAYKTY

2.1. ®yHKUiOHAJIbHE NIPU3HAYEHHS MPOrPamMu

Pesynbrarom BHUKOHaHHS JaHOI KBamidikamiitHOi poboTH € po3pobieHui
irpoBuii  MynbTuIIaT@opMunii  gomatok  «Rising of Slime: Reslimed» 13
BUKOPUCTAHHSAM TEXHOJIOTT9HOTO cTeKy Unity/CH#.

B xoxi pobotu mporpamMu MOBHHHI MiATPUMYBATHUCS MpaBUiia TPH, a TAKOXK
3pO3yMUIHIM AJ1sI TPaBIliB irpoBuHii ipotiec. [1o 3aBepiieHHI0 poOOTH TPOTrpaMu OBHHHI
OyTu 30epexeHi yCl HaJalllTyBaHHs KOPUCTyBaya.

OCHOBHUM TpPHU3HAYEHHSIM JOJATKY € BUKOPUCTAHHS Y MOTHUBAI[IMHUX MLIIAX.
['pa cpusie miABUILEHHIO PiBHSA MOTHBALlII Ta PO3BUTKY MOCUAJIUBOCTI.

[Tpu3HaueHHs po3poOICHOTO JOIaTKA:

o 3HUBHUTH CTpECC rpaBIIsl.

o Po3BuTH nocuiro4icTh.

Po3pobnenuii qomaTok peanildye HacTymHI (QyHKIIII:

° JIBUTaTH TOJIOBHOTO Iepos.

o 3HaXOAUTH Ta MiIOUPATH MPEIMETH.
o KynyBatu npenmern.

o Binkputu MeHI0 nay3u /1€ MOXHa:

o BinHoBuTH IrpoBY ceciio.

o BiakpuTu HacTponKu:

. 3MIHUTH PEKUM MOBHOEKPAHHOT'O €KPaHy.
. 3MIHUTHU TYYHICTh MY3UKH.

= 3MIHUTH T'YUYHICTh 3BYKIB.

o Bulitu B T0OJIOBHE MEHIO.

o Buiitu 3 rpu.

JUist AOCSATHEHHS TOCTaBJICHOI 3a7adi PO3pOOJIEHHM NpOrpamMHHUil JOJaTOK

MIATPUMY€ BUKOHAHHS TaKUX OIEpaIlii:
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o 3MiHa MOBHOEKPAHHOTO PEXKUMY.

o 3MiHa TYYHOCTI MY3HKH.

o 3MiHa I'y4YHOCTI 3BYKIB.

o 306epekeHHs ITPOBOi ceccii.

o Y1paBiiHHS TOJIOBHUM T€POEM.
o [TinOupanHs npeaMeTiB.

o KymiBns npeameris.

o BukopucTaHHs npeIMeTiB.

2.2. Onuc 3acTOCOBAaHUX MAaTEMAaTHYHUX METOIIB

B manomy irpoBoMy 10/1aTKy HE BUKOPHUCTOBYIOTHCS CKJIaJHI MaTeMaTH4HI
METO/IH, a JINIIIE MPOCTI apudMeTHdH1 onepartii, 31e0ubmoro 3 6i6mioreku Mathf.

[Ipu po3podui nomarky Oyjiv BUKOPUCTAaHHI Taki MareMaTuyHi meroau: Pow
(Bo3BenmenHss y crymiHb), Clamp (oOMexye 3HaYeHHS MK MaKCUMalbHUM Ta
MiHIMaJIbHUM 3HAYeHHSIMU), Lerp (JTiHIAHA 1HTEPIOJIALISN).

Ockilbku JUIsi TpU B JKaHpi «maaTdopmep» HE MOTpiOHE 3acTOCYBaHHS
MaTEMaTUYHUX METOJIB, TPH PO3POOII CHUCTEeMH BITOOpaXEHHS Ta YMPaBIIHHS

KOHTCHTY IMPOIpaMHOI0 JOAATKY MaTeMaTHYHI MCTOJU HC BUKOPUCTOBYBAJIHCH.

2.3. Onuc BUKOPUCTAHOIL APXITEKTYPH TA MIA0JIOHIB MPOEKTYBAHHS

Unity BiamoBijae 3a 6arato acreKkTiB po3poOKHu TPy, BKIIOUAIOUH:

1. I'padiunnii 1BUTYH.

Unity Hamae po3poOHWKAM TOTYXXKHUU TpadiuHWil JIBUTYH, SKHH J103BOJISE
cTBOproBatu peanictuyny 2D ta 3D rpadiky s irop. BiH miaTpumye peHIepuHT
OCBITJICHHSI, TIHEH, TEKCTYp, aHIMal1i Ta ceniadibHuX €QeKTIB.

2. PenaryBanHs 00'€KTiB Ta CIIEH.

Unity mae BOy10BaHi peJaKTOPH, K1 JO3BOJIIIOTh PO3POOHHUKAM CTBOPIOBATH Ta
penaryBatu 00'e€KTH, CIICHH Ta PiBHI rpu. L{e BKiTtouae nepemimnieHHs, MacmTadyBaHHs,
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o0epTaHHsl 00'€KTIB, HANAIITYBAHHS 1X BIACTUBOCTEH Ta PO3MIIICHHS iX Y TPOCTOPi
TPH.

3. KepyBanHs pecypcamu.

Unity n1o3BoJsie KepyBaTH pecypcamH TI'pH, TaKUMH SIK MOJEJl TEpPCOHAXIB,
TEKCTYpH, 3ByKOBI (haiiyiu Ta 1HII1 aceTu. Bin Hagae 3py4yHuil iHTepdeiic 11 iMmnopry,
oprasizailii Ta BAKOPUCTAHHSI IIUX PECYPCIB B I'Pi.

4. CKpUNTIHT Ta IporpaMyBaHHS.

Unity BUKOpHUCTOBYE MOBY mnporpamyBaHHs C#, 10 J03BOJsIE pO3pOOHUKAM
CTBOPIOBATH JIOTIKY TPH, YHPABIATH IOBEIIHKOI 00'€KTIB, 0OpOOJSITH BBEIACHHS
rpaBis Ta Oarato iHmoro. lle BkiIrOYa€e MOMKJIMBOCTI CTBOPEHHS CKPHUMTIB IS
KOHTPOJIIO PyXy, KOJI31M, IITY4YHOrO 1HTEIEKTY, aHIMaIld Ta 1HIIUX TeUMIUICHHUX
CJIEMEHTIB.

5. ®i3uKa Ta KOmi3ii.

Unity mae BOy1oBaHy cucteMy (pi3UKH, Ka JO3BOJISIE MOJICIIOBATH PEaiCTUIHY
bi3uuHy B3aeMO/Ii10 MK 00'ekTamMu B rpi. BoHa BKiII0Uae cuMyIIsIIito rpaBiTalii, pyxy,
CTOJIKHYBCS

OcHoBHi ¢yHKIiT Ta BigmoBimambHocTi C# mpu po3podbmi rpu Ha Unity
BKJTFOYAIOTh!

1. Jlorika rpmu.

C# BUKOpPUCTOBYETHCS IJisi HAIMMCAHHA KONy, SIKHA Kepye JIOTIKOI TpH.
Po3po6HuKN MOKYTh BUKOpUCTOBYBaTU C# 1J1sl CTBOPEHHS CKPUIITIB, K1 BU3HAYAIOTh
MOBEIHKY MIEPCOHAXKIB, YIPABISAIOTH IITYYHUM 1HTEJIEKTOM, 0OpOOIISIOTh B3aEMO/IITO
rpaBiis 3 00'€eKTaMH Ta peaii3yloTh pi3HI reMIUICHHI MEXaHIKHU.

2. YrpaBiiHHS pecypcamu.

C# no3Bossie po3pOOHUKAM KepyBaTH pecypcaMu TIpH, TaKUMH SIK MOJETI,
TEKCTYpH, 3BYKOBI (ailiv Ta iHII aceTd. BoHn MoxyThb BukopuctoByBaTu C# s
3aBaHTAKCHHS, 30€peKEHHS, OpTaHi3aIlii Ta BUKOPUCTAHHS IIUX PECYPCiB B I'pi.

3. InTepdeiic kopucTyBaya.

C# BUKOPHCTOBYETBCS sl PO3POOKM KOOy, SAKHH Kepye iHTepdeiicoMm

KOpHUCTyBauda rpu. PO3poOHMKH MOXKYTh CTBOPIOBATH CKPHUNTH, SIKI BIAMOBIIAIOTH 32
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BiJI0OpaXkeHHs rpadiYHUX CIEMEHTIB, yIPABIIHHSI KHOIIKAMH, MEHIO, IHTepaKTUBHUMU
(dbopMaMu Ta IHILIMMHU €JIeMEHTaMu 1HTepdeicy rpu.

4. B3aemois 3 IHIIUMU CUCTEMaMHU.

C# no3Bossie B3a€EMOJIATU 3 PI3HUMH CHUCTEMaMH Ta CEpPBICAMH B MEXKax TpHU.
Po3poOHuku MOXyTh BUKOpucTOBYBaTH C# il peanizalili MEpeKeBOro B3aeMOIi,
pobotn 3 Oa3zamu maHuX, 30BHIMHIMEH API, cucremaMu MTYy4HOrO iHTEIEKTY,
¢b13uKOI0, aHIMAIII€I0 Ta OaraThbMa IHIIMMH aClieKTaMU PO3POOKH TPH.

5. Posmupenns Ta monudikartis.

3a paxyHok moBHOi iHTerpamii 3 Unity moBa C# Hagae meBHI MOXIUBOCTI

po3umMpeHHs Ta MoAaudikalii (yHKIIOHAIbHOCTI IBUTYHA TPU.

2.4. Onuc BUKOPUCTAHUX TEXHOJIOTI TA MOB MPOTPAMYyBAaHHSI

Unity - me mnonmynsapHUN 1 TOTYXHUW ITPOBHM JABUTYH Ta PO3POOHHIIbKA
miaTgopma, 0 BUKOPUCTOBYETHCS JIsl CTBOPEHHS PI3HOMAaHITHUX 1TPOBUX JTOAATKIB,
BIJl IFOp 10 CUMYJISILINA Ta BIpTyalbHOI peaiabHOCTi. BiH OyB CTBOpEHMII KOMIaHIEO
Unity Technologies 1 Mae MHMPOKUN CHEKTp MOXJIUBOCTEH, $KI J03BOJSIOTH
PO3pOOHUKAM pealli3yBaTu CBOI TBOPUI 1]1€1.

Opmnum 3 rosioBHUX niepeBar Unity € iioro kpocmiatopmeHicTs. Bin niarpumye
6araro mrardopm, Brarouaroun Windows, macOS, Linux, iOS, Android, Xbox,
PlayStation Ta 6arato iHmmx. Ile mo3Boyisie po3poOHWKAM CTBOPIOBATH IrpH, SKi
NPAIOI0Th Ha PI3HUX NPHUCTPOSX 1 OMEpAIifHUX CHUCTEMax, 30UIBIIYIOYH CBOIO
ayJIMTOPIIO Ta TOCATAIOYN MIHPOKOTO KOJIa TPaBIIiB.

Unity Haziae po3poOHMKaM JOCTYII A0 NOTYXKHUX IHCTPYMEHTIB Ta PECYPCIB, 1110
TOJIETIIYIOTh MPOIeC PO3POOKH. Moro Bi3yanbHMI pelakTop I03BONSE IMIBHIKO
CTBOPIOBATM Ta peAaryBaTd IrpoBi OO0'€KTH, HAJAlITOBYBATH iX IOBEIIHKY Ta
B3aeMOJit0. BiH Takok Mae MmMUPOKWNA HaOlp KOMIIOHEHTIB Ta CKPHUNTIB, SKi
JOTIOMararoTh peajizyBaTy Pi3HOMAaHITHI IrPOBI MEXaHIKU Ta (PYHKIIIOHAJbHICTb.

Unity niaTpumye pi3Hi MOBHM NpOrpaMyBaHHsl, BKIt0OYatoun C#, 1110 € OCHOBHOIO

PEKOMEH0BAaHOI0 MOBOIO 11 po3poOku B Unity. Ile MimHO iHTerpoBaHa mMoBa 3
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HOTY>KHUMH MOXKJIUBOCTSIMH, sIKa JT03BOJISIE PO3POOHNUKAM KOHTPOJIIOBATH JIOTIKY T'PH,
CTBOPIOBATH B3a€EMOJIII0 3 00'€KTaMH, peai30ByBAaTH IITYYHUU 1HTENEKT Ta OaraTo
1HIIOTO.

Unity TakoX HIATPUMYE BEIUKY CHIILHOTY PO3POOHHMKIB, JI€ MOKHA 3HANTH
BEJMKY KUIbKICTh JTOKYMEHTalli, IJIariHiB, TOTOBUX pIIEHb Ta MiApy4HUKIB. Lle
JoroMarae po3poOHHUKaM BUPINIyBaTH TPOOJIEMH, BUBYATH HOBI MOMKIMBOCTI Ta
CHUJIKYBaTHUCA 3 KOJIETaMHU.

3a gomomororo Unity MOXKHa CTBOPIOBAaTH Irpu pi3HUX KaHpiB, Big 2D
wiatgopmepi 10 peanictuuaux 3D mrytepis. Bin niarpumye pi3Hi ¢i3udHI JBUTYHH,
CUCTEMH YAaCTHUHOK, OCBITJICHHS Ta €(EKTH, 110 JO3BOJISIOTh CTBOPIOBATH Bpakaroui
BI3yaJIbHI €(DEKTHU Ta peaiCTUYHI CBITH.

Kpim Ttoro, Unity Mae IHTErpoBaHy CHCTEMY aHaJITUKH, IO J03BOJISE
po3poOHMKaM 30uMpaTd JaHl MpO TpaBIliB, aHaJi3yBaTH IX TOBEAIHKY Ta
BJIOCKOHAJIFOBATH I'eUMILICH Ta MOHETH3AIlII0 CBOIX irop.

3aranom, Unity € NOTYKHUM Ta yHIBEPCAIbHUM 1HCTPYMEHTOM JUIsl pO3POOKHU
irop, sSKAid Hagae po3poOHHMKAM BEIHMKY CBOOOAY TBOPYOCTI Ta JOMOMAarae im
peasizyBaTH CBOi 1Jie1 y BipTyaJbHOMY CBITI.

C# (Bumosingerbes sk "Ci mapn") - ne cyyacHa, 00'eKTHO-OpIEHTOBaHA MOBa
mporpamyBaHHs, po3pobiieHa komnaHieto Microsoft. Bona € ofHi€I0 3 OCHOBHHX MOB
porpaMmyBaHHs JJis1 pO3pOOKH MporpaMHOro 3abe3neueHns Ha rmatdopmi .NET.

C# mae Oararo mepeBar i MMPOKE 3aCTOCYBaHHS y Pi3HUX cdepax po3poOKu
nporpamMHoro 3adesnedeHHs. Och KiJibKa KIOY0BUX ocobmmBocTent CH:

1. O0'eKTHO-OP1EHTOBAHICT.

C# miaTpuMye NpUHUUINA OO'€KTHO-OPIEHTOBAHOI'O NPOrPAMYBAHHS, TaKl K
CIaJIKyBaHHs, TTOTiMOpdi3M, IHKAICYJIsALIs Ta abcTpakiiis. Lle no3Bossie po3pooHUKamM
CTBOPIOBATU MOAYJbHUMN, THYYKUN Ta JETKO3MIHHUN KOJI.

2. MynbTummiaTGopMeHiCThb.

Moga C# Moxke OyTH BUKOpPUCTaHA JIJIsi pO3pOOKH MPOrpaMHOTo 3a0e3rneyeHHs
Ha pi3HuX miatdopmax, Bkiaoyaroun Windows, macOS i Linux. Bona interpoBana 3

mwiargopmoro .NET, mo 3a6e3neuye kpocrmaaThOpMEHHICTh 1 IEPEHOCUMICTh KOJTY.
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3. [ToTy>xHa 610;1i0TEKa KJ1aciB.

C# Mae Benuky 010J110TeKy KJaciB, BKJIFOYAIOUM 0a30B1 KJIACH, KOJICKIIii, BBiJI-
BUBI1JI, POOOTY 3 Mepexero, poboTy 3 0a3zamu manux Ta Oararto iHmoro. Ile crpormrye
PO3pOOKY Mporpam i 103BoJisi€ €(heKTUBHO BUKOPUCTOBYBATH T'OTOBI KOMIIOHEHTH.

4. [TinTpriMKa aCHHXPOHHOTO TTPOrPaMyBaHHS.

C# mae BOyJOBaHY MIATPUMKY aCHHXPOHHOTO MPOTpaMyBaHHS, IO JT03BOJISE
e(eKTUBHO BHUKOPHUCTOBYBAaTH 0araTomoOTOKOBICTh Ta 3a0e3neuye IMOKpalleHy
MPOTYKTUBHICTH MPOTPAM.

5. JlerkicTh BUKOPUCTAHHH.

C# mae yncTuid 1 3p03yMUIMI CUHTAKCUC, SIKUA HAOMM>KEHUM 10 MOBH JIIOJIEH.
Bin Hagae po3poOHuKaM MIMPOKUN HaOIp 3pyYHHUX (YHKIIIH, TAKUX SK aBTOMaTHYHA
TiJKa3Kka Koy, 30upad CMITTS 1 [IepeBipKa TUITIB B peaJbHOMY Yaci.

6. [[Iupoke 3acTOCyBaHHS.

C# BUKOPUCTOBYETHCS JJISI pO3POOKH PIZBHOMAHITHUX MPOTPaAaMHUX MPOAYKTIB,
BKJTFOUYAIOUM BEO-104aTKU, HACTUIbHI MIPOTPaMH, MOOLIbHI JOJIATKH, ITPU Ta MOCIYTH
XMapHUX OOUYUCIICHb.

3aranom, C# € MOTY>KHOIO MOBOIO ITPOrpamMyBaHHS 3 BETUKUM Ha00poM (pyHKITIH
1 IIMPOKHM CIEKTPOM 3acTocyBaHb. BoHa m03Boiisie po3poOHHKaM e(EeKTHBHO
CTBOPIOBATH CKJIAJHI TMpOrpamu, 3a0e3Neuyrodyd MIBUAKICTb, O€3MeKy 1 THYYKICTb
PO3pOOKHU.

JSON (JavaScript Object Notation) - 1e Jerkuii, TeKCTOBHI (popmMaT oOMiHY
JAHUMH, IO BUKOPHUCTOBYETHCS JUIsI TEpenadi CTPYKTYpOBaHUX 1HGOpMAIiTHUX
00'eKTIB MK pI3HUMU IporpamMamu. BiH € nonmynspaumM popmaTom Jjis 30epiranss ta
nepenavi JaHUX BeO-10AaTKaMH 1 CIyXUTh anbTepHatuBoio XML ¢opmary.

OcHoBHi pucu JSON:

L. [TpocToTa ynTaHHA Ta HATMCAHHS.

JSON mnpencraBnsge naHi y 3po3yMuUIOMY IS JIIOAUHU (PopMaTi, KU JIETKO
YUTATH 1 pearyBati. BiH BUKOPUCTOBY€E pO3PSIKEH] TEKCTH 3 JIETKUM CUHTAKCUCOM,
1[0 CHPOULY€E pOOOTY 3 TAHUMHU.

2. CtpykTypoBaHi 00'€KTH.
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JSON no3Bossi€ CTBOPIOBATU CTPYKTYPOBaHI 00'€KTH, SIKI CKIAAAIOTHCA 3 Iap
KIItou-3HaueHHs. [le o3Bosisie opraHi3yBaTu JaHl y JIOTIYHI Tpynu Ta 3abe3reuye
3py4YHUH JOCTYII 10 HUX.

3. [linTpuMKa pi3HUX THUITIB JaHUX.

JSON miarpumye pi3HI TUOM JaHUX, BKJIIOYAIOYM PAJIKH, 4uCla, OyJieBi
3HAYCHHS, MacuBH, 00'ekTH Ta 3HadeHHs null. Ile g03BoIIsE€ peaCTaBAATH PI3HOPIAHI
JaH1 1 30epiratv CTpyKTypy JAaHUX.

4. Hezanexnicts Bix miaathopmu.

JSON € nezanexuum Bif miardopmu dopmaroM, MO O3HAYAE, IO JIaHI,
npencrasiieHi 'y ¢gopmari JSON, moxyTe OyTu 0OpoOJieHI pPI3HUMH MOBaMH
IPOrpaMyBaHHS Ta PI3HUMU TUTAT(POPMaMHU.

5. PosmmproBaHicTs.

JSON n03BOJIsSIE BUKOPUCTOBYBATH BJACHI THUIM JaHUX Ta PO3LIMPIOBATH
dopmMar 3a [OMOMOrOK BIACHMX aTpuOyTiB Ta posmupeHsb. lle mo3Boise
MPUCTOCOBYBATH (popMaT Imij KOHKPETHI MOTpeOu J0aaTKa.

JSON nerko oOpoOnsieThCs 3a JOMOMOIOK 0ararbOX MOB IPOTPaMyBaHHS,
OCKUJIbKM 0araTo MOB MaroTh 010ioTeku abo BOyaoBaH1 GyHKI 1151 podotu 3 JSON.
BiH mIMpPOKO BUKOPUCTOBYEThCSA IS NEpenayl JaHUX MK KIIEHTOM Ta CEPBEPOM,
30epiranHsi KoHQIrypamiiuux (aiini, oOOMiHy JaHUMU MK PI3HUMHU JOJaTKaMU Ta

0araro 1HIIOrO.

2.5. Onuc cTPpYKTYpH NPOrpamMu Ta AJTOPUTMIB ii QyHKIIOHYBAHHS

JUis  neMoHcTpalii BaplaHTIB CLEHapiiB BUKOPHCTAHHS KOPHUCTyBayeM

IPOrpaMHOro JOJATKY Ta MOCIHII0BHOCTEH 1IrpoBOro mpoiiecy Huxkue HaBenaeHi ULM

JiarpaMy BapiaHTiB BUKOPUCTaHHS 1rpoBOro mnpoteccy (puc.2.1-2.2):
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Main menu

ontinue previous

Exit game
~_gme S ~__

P 1 -

. v Change sound

‘. % volume
& L]

Change fullsreen /M\

Puc. 2.1. Jliarpama BapiaHTiB BUKOPUCTAHHS JIJIsl TOJIOBHOTO MEHIO

['paBenb 3 TOTOBHOTO MEHIO MOKE MOYATH HOBY TPy, MPOTOBKUTH MUHYITY
ITPOBY CeCif0, BIIKPUTH HANAIMITYBAaHHS, BKIIOUUTHA a00 BUKIIOUYUTH MTOBHOCKPAHHUMA

PEXHUM, BUMTH 3 TPHU.

Main play scene

Acitions with player
model

e
=T F

Actions with items

*

Puc. 2.2. Jliarpama BapiaHTIB BUKOPHCTAHHS 1711 OCHOBHOT'O IrPOBOr'0 €KpaHy
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Ha ronoBHii irpoBiii CLieH1 rpaBelb MOXeE:

. JIBUTaTH TOJIOBHOTO Tepos.

o 3HaXOAUTH Ta MiIOUPATH MPEIMETH.
° KynyBatu npeamern.

o Binkputu MeHIO may3u /i€ MOXKHa:

o BigHoBUTH ITPOBY CeCitO.

o Binkputu HacTpOUKHM:

= 3MIHUTH PEKUM MMOBHOEKPAHHOTO EKPaHy.
. 3MIHUTH TYYHICTh MY3HKH.

. 3MIHUTH TYYHICTh 3BYKIB.

o Buiity B roJIOBHE MEHIO.

o Buiitu 3 rpu.

[Ipu po3podii irpoBOro A0JaTKy MHOK OyJIM NPUMHATI Takli TaTepHU
MIPOCKTYBAHHS /I CTBOPEHHS (yHKIIIOHATY MTPOTPaMHU:

CiHTATOH - 1€ MOPOKYBaJIbHUN TATEPH MPOCKTYBAHHS, KU TapaHTye, 1110
KJIaC Ma€ JIMIIe OJWH €K3eMIUIApP, 1 HaJae 10 HbOTO TII00aIbHy TOYKY JocTymy. Bei
peamizaiiii CIHTJITOHa 3BOIMATHCS JO TOrO, IMOO TMPUXOBATH KOHCTPYKTOP 3a
3aMOBUYYBAHHSIM 1 CTBOPUTHU MyOJIYHUI CTATUUHUNA METOM, IKUU 1 KOHTPOJIIOBATUME
KUTTEBUM UK 00'€KTa-CIHIVITOHA. SKIIO y Bac € JOCTYI [0 KJacy CIHTJITOHA,
3HAYUTh, OyJ€ JOCTYII 1 10 IILOTO CTATUYHOTO METOAY. 3 KO TOUKH KOJy BU O oro
HE BUKJIMKAJIM, BIH 3aBXKIH BlJAaBaTUME TOU caMHil 00'€KT.

Unity BUKOPHUCTOBYE CBOIO CHCTEMY IBEHTIB, SIKHIl Ma€ CTPOTY MOCIIJOBHICTh
BU30BY CBOiX iBEHTIB (puc. 2.3.)

Cucrema iBenTiB (Event System) B Unity € NOoTy>kKHUM MeXaHI3MOM JJis OOMIHY
Ta CIJIKYBaHHS MiX PI3HUMH 00'€KTaMu y CIieHI rpu. BoHa 6a3yeThcsi Ha maTTEpHI
npoekTyBaHHs "Crnoctepirau" (Observer) 1 703BOJIsI€ peali3yBaTH PEaKIlilo Ha MOIi,

K1 BIIOYBAIOTHCSA B IPi.
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OCHOBHI KOMIIOHEHTH CUCTEMU 1BeHTIB B Unity BKITIOUAIOTh:

1. Event.

Le monist abo curHamu, SKUid Moxe OyTH BUKIUKAHUN a00 CIPUHHATHI 1HIIUMU
o0'extamu. I[loaii MOXyThb MaTW pi3HI THUMH, HAOPHUKIaA, HATUCKAHHS KHOIIKH,
31ITKHEHHS 00'€KTIB, 3MiHA CTaHy TOIIIO.

2. Event Listener.

Ile KOMMOHEHT, KU CTyXa€ MEBHI MO1i 1 BUKOHYE MEBHI J1i, KOJIU Takl MOAll
CTalOTh aKTUBHUMU. BiH MiANUCy€eThCs HA TIEBHI MO/l 1 pearye Ha HUX, BUKOHYIOUN
KoJ 200 BUKJIMKAIOYU QyHKIIIT.

3. Event Trigger.

Ile KOMIOHEHT, KU BUKJIMKA€E TIEBHI MO/i1 B peakililo Ha BU3HAYCHI YMOBH 200
nii. BiH Moe crpalroBaTH IpU HaTUCKAHHI KHOIIKH, 31TKHEHH1 00'€KTIB, KOJIU 00'€KT
JIOCSITa€ TIEBHOI MO3UIIIT TOMIO.

4. Event Handler.

Ile xom abo ¢yHKINs, KA BUKOHYETHCS MPHU CIpalfoBaHHI MmeBHO1 moxii. Lle

MiCIIe, Ie BU MOXKETE BUKOHATH TI€BHI JIii a00 3MIHUTHU CTaH I'PH, BIAMOBITHO 0 TOIi.

Cucrema 1BEHTIB [I03BOJISIE PO3AUIATA (PYHKIIOHAJIBHICTH Ta 3MEHIIUTH
3aJIeKHICTh MK 00'€eKTamMu y Tpi. 3aMICTh MPSMOTO BUKIHUKY METOJIIB 00'€KTIB, BOHH
MOXKYTh BIJIPABIATH a00 CIIPUUMATH 1BEHTH, 1110 CIIPOIIY€E PO3BUTOK, 301IBIITY€E HOTO
THYYKICTh Ta pOOUTH KOJ O1IBII MOTYJIbHUM.

Cucrema iBentiB B Unity € BaXJIMBUM I1HCTPYMEHTOM IMpU po3poOlli TpH,
JO3BOJISIIOYM €(PEKTHUBHO KEPYBATH B3a€EMOJIIE€I0 OO'€KTIB Ta peanizyBaTu CKIAIHY

NOBEAIHKY 0€3 IPSIMOro 3B'sI3Ky MI’)K HUMHU.
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Legend

J

User callback

—_—
Awake ——
J

OnEnable )

Initialization

Resetis called when the script s attached and notin playmode. Editor
Startis only ever called once for a given seript. | Start ) Initialization

v
The physics cycle may happen more than once per frame ff S
the fixed ime step is less than the actual frame update tme. Fixedupdate J
Internal animation update
-
| onstaleMachineEnerExt |

Fire animation events.
StateMachineBehaviour callbacks
OnAnimatorkove

Internal physics update

Internal animation update

Physics

OnAnimatoriK.

I "
C OnTrlg\I;e XXX )
I A
[ onCollisionxxx )

1
Ie :
( yield WaitForFixedUpdate |

C omwserx ) Input events

C Update )

e yield null
Ia coroutine has yielded previously butis now duete [ yield WaitForSeconds ;

resume then execution takes place during this part of the
yield WY

update. | )
[ yield StariCoroutine |

Internal animation update

b

( OnStateMachineEnten/Exit

( Fire animation events G ,.]n I H

(| StatsMachinsBehaviour callbacks. a e og I C
( OnAnimatorhiove

OnAnimatoriK.

LateUpdate b}

[ onPrecull )
[ onwilRenderobjeat |

[ OnBecamevVisible

[ onBecamelnvisivle ) S d -

[ OnPreRender ) cene ren el’lng
[ OnRendercbject |

[ OnPostRender )

[ onRenderimage

-

onbravezme: ) Gizmo rendering

‘OnDrawGizmos is only called while working in the editor.

r ~\

OnGUI is called multiple time per frame update. onGuI /3 G U I renderl ng
v
[ yield WaitForEndGfFrame | End of frame
OnApplicationP; lled afier the fr here the FE
pause oceure bul seues anolher rame before aciualy paueing. | OnApPITalonPaise | Pausing
—’—
¥
( onapplicationguit |
OnDisabl lled only when the twas disabled d - H H H
e fame. GnEnable wil be called s onabled again. | OnDisable ) Decomm|55|on|ng

vy
( onDestroy —_—

Puc. 2.3. Tlopsinok BUKJIMKIB BOY/IOBaHUX METO/I1B 1BEHTIB
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2.6. O0rpyHTYBaHHS Ta OpPraHi3anis BXiIHMX Ta BUXITHUX JAHUX POrPaMu

BxigHi pmaHHI rpa OTpUMYye BiA KiaBiaTypd Ta MHMIII TpaBis Ta 3 (aidmy
30€peKEHUX JIaHUX MUHYJIOI IrPOBOT Cecii.

BuxinHi 1anHHi, y CBOIO uepry, 1e ¢aiiau 30epexeHHs irpoBoro mnpoieccy. B Hux

30€pEKEHO:
o [To3wurtis rpaBis.
o 3sIKaH1 KPOTH.
) [TiniOpaHi MOHETH.
o HasBni npenmern.

2.7. Onuc po3po0.ieHol CUCTEMU

2.7.1. Bukopucrasi TexHiuHi 3acoou

Po3pobnennii 1ogatok MoxHa BcTaHOBUTH Ha HOyTOyu1, IIK, cmaprdoni ta
IUTAHIIIETI PI3HOMAHITHUX BHJIIB Ta KOH(Irypamiid miJ YNOpaBIiHHAM pI3HUX
omnepauiifHuX CHUCTEM ajie Tpeba NOTPUMYBATHCh BUMOI J10 CKJIAJy Ta MapaMeTpiB
TEXHIYHHUX 3aCc00iB sKi ommcano y m.1.5.3.

Po3pobka Ta TecTyBaHHA JOJATKy NPOBOJWIOCH HA TMEPCOHATIBLHOMY
KOMITBIOTEPI1 3 HACTYITHUMH XapaKTePUCTUKAMH:

— onepariitna cuctema: Windows 10 Home;

— HIT: Intel(R) Core(TM) 15-8250U CPU @ 1.60GHz 1.80 GHz;

— Bigeokapra: NVIDIA GeForce MX150;

— aynaiokapra: Realtek High Defenition Audio;

— nakonuuyBauu: SATA SSD 256 GB x2;

— oneparuBHa nam’sTe: 12 I'0.

A TakoX 3aco0H BBOJY-BHBEJEHHS: MOHITOP 3 PO3ILILHOI 3JaTHICTIO

1920*1080, kiaBiaTypa, KOMII I0OT€pHA MUIIIA.
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2.7.2. Bukopucrasi nporpamsi 3acoou

Visual Studio Code (VS Code) BUKOPUCTOBYETHCS K IHTETPOBAHE CEPEIOBUIIE
po3po6ku (IDE) st po3po6ku rpu Ha Unity.

VS Code - ne 0e3KOMTOBHMM, JETKUl y BUKOPUCTaHHI Ta PO3IMIMPIOBAHUMN
TEKCTOBUU pPEIaKToOp, po3pobieHuil kommaHiero Microsoft. BiH craB momynspHuM
cepell po3pOOHMKIB 3aBIsIKU CBOIM MOTYXHOCTI Ta THyukocTi. VS Code Hamae
pPO3IMIMPEHY TMIATPUMKY JUisi 0araTb0X MOB TMIpOrpaMyBaHHSI Ta TEXHOJIOTIH,
Bimrouaroun HTML, CSS, JavaScript, Python, C#, Java ta 6arato iHmmux. Pemakrop
Ma€e MUPOKUI HaOlp (yHKIIN, TakMx $K MIJKa3ka KOAY, BOyJoBaHa KOHCOJb,
HaJIAIITOBYBaHI KOMAaH/H, CUCTEMAa KEPYyBaHHs BEPCISIMU Ta 1HTErpOBaHa MIATPUMKA
PO3UINPEHD, 110 JO3BOJISIE pO3POOHUKAM HAJAIITOBYBATH Ta PO3IIMPIOBATH PEIAKTOP
nig cBoi moTpeOu. 3aBasku cBoiM MoxiuBocTsM, VS Code crtaB ogHuM 3
HAWUTIOMYJISIPHIIINX 1HCTPYMEHTIB JJIS PO3pOOKH TMporpamMHOro 3a0e3ledeHHs,
HAJAl04YM 3pyYHE Ta MNPOAYKTUBHE CEPEAOBMINE JJIsi HAMHUCAHHS KOAY, poOOTH 3
IPOEKTaMU Ta CIUIKYBaHHS 31 CHIBHOTOIO PO3POOHUKIB.

OcHoBHi (ynkuii Ta BignoBigaabHocTi VS Code nipu po3podbii rpu Ha Unity
BKJTFOUYAIOTh!

1. PenakTop xoxy.

VS Code Hamae mNOTYXHHM peaakTop KOAY, SKUW MIATPUMYE MOBY
nporpamyBaHHsi C#, 110 BUKOPHUCTOBYEThCS sl po3poOku rpu Ha Unity. Bin mae
(GyHKIIOHATBHICT, aBTOJOTIOBHEHHS, TMIJCBIYYBAaHHS CHHTAKCUCY, TMepexis 0
BU3HAYCHHS, peaKkTOPUHI Ta 1HINI IHCTPYMEHTH, L0 MOJETNIyIOTh HAalmUCaHHS Ta
penaryBaHHS KOTY.

2. Inrerpartis 3 Unity.

VS Code moxe Oytu HanmamroBanuil ang iHTterpauii 3 Unity, mo ao03Boiise
3MiMCHIOBATH PO3pOOKy Tpu 6e3nmocepeaano 3 IDE. Po3poOHuky MOKYyTh BUKOHYBATH
3aMycK I'pH, KepyBaTH CLIEHaMHM Ta pecypcaMu, BIUIAKYBaTU KOJ Ta OTPUMYBATH

MOBIJOMJICHHS TTpo moMuiiku mipsimo B VS Code.
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3. PosmupenHs Ta miarisu.

VS Code nigTpumye mupoKuil CIEKTP pO3LIUPEHb Ta IJIATHIB, K1 MOJET YT
po3poobky rpu Ha Unity. [li po3mMpeHHs MOXYTh JOJATH JOJATKOBI
(GYHKITIOHATBHICTD, TaKy AK MiATPUMKA crierudiuauX GopMatiB ¢aiiiB, IHCTPYMEHTH
Uit poboTH 3 acetamu, niacBivyBanHsa Unity API ta OaraTo iHmoro.

4. BepciitHuit KOHTPOJIb.

VS Code nobpe iHTErpy€eThes 3 CUCTEMaMH BEPCIMHOTO KOHTPOJIIO, TAKUMU SIK
Git, 10 103BOJIsIE PO3POOHUKAM JIETKO BiJICTEKYBATH 3MiHH B KOJIi, CITIBIIPAITIOBATH 3
IHITUMU PO3POOHUKAMHU Ta KEPYyBaTH PI3HUMH BEPCISIMU TPH.

5. HanamryBaHHs Ta po3LIMpPEH] MOKIUBOCTI.

VS Code mae mmpoki MOXKIMBOCTI HAJIAIITYBAHHSA, 0 TO3BOJIAE€ PO3POOHUKAM
HaJAIITyBaTh PEAAKTOp IMiJl CBOI MOTpeOu. BiH TakoXX MIATPUMY€E BCTAaHOBIEHHS
PO3MIMPEHD ISl 10AATKOBOT (DyHKILIOHATIBHOCTI, TAKOI K CHINNETH KoAay, Aedarepw,
JIHTEpH Ta 6araTo 1HIIIOTO, IO MOJIETIIYE Mpoliec po3pooku rpu Ha Unity.

Otrxe, VS Code BiamoBizae 3a 3a0e3MEeUeHHS MOTYXKHOTO pelakTopa KOy,
iHTerpaniro 3 Unity, po3IIMpeHHs Ta IUIariHk, BEPCIMHUN KOHTPOJIb Ta HAaJaae
PO3pOOHKKAM PO3LIMPEH] HATAIITYBAHHS Ta MOXJIMBOCTI JUIsl 3pYYHOI pPO3pOOKU TpU

Ha Unity.

Unity BiamnoBijae 3a 6araTo aclekTiB po3poOKH I'PH, BKIIOYAIOYH:

1. I'padiuamii 1BUTYH.

Unity Hamae po3poOHMKaM TOTY>KHUU TpadiuHWii TBUTYH, SKUN TO3BOJISIE
cTBOproBaTu peanictuyHy 2D ta 3D rpadiky ana irop. BiH miaTpumye peHaepuHT
OCBITJICHHSI, TIHEH, TEKCTYp, aHIMAI[li Ta cCHellalbHUX €(EKTIB.

2. PenaryBaHHs 00'€KTIB Ta CIIEH.

Unity mae BOy10BaH1 peJIakTOPH, SIK1 103BOJISIIOTh PO3POOHUKAM CTBOPIOBATHU Ta
penaryBatu 00'eKTH, ClieHU Ta piBHI rpH. L{e BkiItoyae nepemimieHHs, MaciTabyBaHHs,
oOepranHs 00'€KTiB, HAJIAIITYBAHHS iX BJIACTUBOCTEH Ta PO3MIIMIECHHS 1X Y MPOCTOPI

IpH.
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3. KepyBaHnHs pecypcamu.

Unity 103BOJIsSIE KepyBaTH pecypcaMH IpH, TaKUMH SIK MOJEIl NEPCOHaXKIB,
TEKCTypH, 3BYKOBI1 (ailu Ta iHIIi acetd. Bin Haae 3py4Huil iHTepdeiic st iMmnopry,
oprasi3aiiii Ta BAKOPUCTAHHS IIUX PECYPCIB B I'pi.

4. CKpUNITIHT Ta MPOrpaMyBaHHs.

Unity BuKOpuCTOBY€e MOBY mporpamyBaHHs C#, 10 J03BOJIIE€ PO3POOHHKAM
CTBOPIOBATH JIOTIKY T'PH, YHPABISATH IOBEIIHKOI 00'€KTIB, 0OpOOJISITH BBEIACHHS
rpaBis Ta Oarato iHmoro. Ile BkIrOYa€E MOMKJIMBOCTI CTBOPEHHS CKPHMTIB IS
KOHTPOJIO PyXy, KOJI3id, ITYYHOrO 1HTEIEKTY, aHIMAIlli Ta 1HIIMX TeHMIUICHHUX
€JIEMEHTIB.

5. ®i3uKa Ta Komi3ii.

Unity mae BOy10BaHy cucteMy (hi3UKH, SKa I03BOJISIE MOJICTIOBATH PeaiCTUUHY
G13M4Hy B3a€EMOJIII0 MK 00'ekTamMu B rpl. BoHa BKJIIOYaE CUMYIIALIO rpaBiTalli Ta

pyXy EPCOHAXKY TPH.

Adobe Photoshop - ne nalimonmymnspHimuii rpadiuHuil peaakTop 1 mporpamHe
3abe3rneueHHs g o0poOku Ta peaaryBaHHs (ortorpadiii, rpadiyHoro nuzaiHy Ta
CTBOPEHHSI MUCTEITBA. 3aBJsKU CBOiM MOTYXXHINH Habopy iHcTpymeHTiB, Photoshop
Hajzae Oe3J114 MOKIIMBOCTEH Il CTBOPEHHS TBOPYHMX Ta MpodeciitHux pooOiT. Bin
J03BOJIAE peTylryBatu (Qotorpadii, BUIAIATA HEAONIKH IIKIpH, HAIAIITOBYBATH
KOJLOPOBY TaMy, BUIIPABISATH €KCIIO3WINIO Ta J0JaBaTH cremiaibHi edektu. Kpim
toro, Photoshop mae moTyxH1 IHCTpyMEHTH AJii CTBOpPEHHs rpadidyHOro AW3aiHy,
TaKMX SIK CTBOPEHHs JIOTOTHUIIIB, OaHepiB, MOCTEPIB Ta LttocTpaiiil. BiH miarpumye
poOoTy 3 mapamu, Mackamu, GiaIbTpaMu, TEKCTOM Ta OararbMma IHIMAMU (YHKITISIMH,
110 Ja€ 0€3MeXKHI MOKIMBOCTI 11 TBOpYoro Bupasy. Adobe Photoshop € nezaminanm
IHCTpyMEHTOM 111 oTtorpadiB, nu3ailHEpiB, XYyJIO0XKHHUKIB Ta BCIX, XTO Oaxkae
CTBOpIOBAaTH 1 pemaryBaTu rpadiuHi 300pakeHHS 3 MPOQPECIHHOI SKICTIO 1
0E€3KOMITPOMICHOIO TBOPYICTIO.

Adobe Photoshop Bimirpae BaxauBy poab mpu po3podbui rpu Ha Unity,

BUKOHYIOUM HACTYMHI QyHKIIIT:
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1. I'padiuamii nu3aity.

Adobe Photoshop € moTy>kxHUM 1HCTPYMEHTOM JIJisi CTBOPEHHS Ta peaaryBaHHs
rpa@iyHUX €JIEMEHTIB, TAKUX SIK (POHH, CIIPANTH, TEKCTYPH, IKOHKH, JIOTOTHIIH Ta 1HIII
Bi3yaJlbHI KOMIIOHEHTHU Tpu. BiH Hamae po3poOHHUKAM MOKIIMBICTH CTBOPIOBATH
npuBa0JIMBI Ta €CTETUYHO 30alaHCcoBaH1 rpadiuHi pecypcH, Kl BAKOPUCTOBYIOThCS B
Ipi.

2. PoGora 3 TekcToMm.

Photoshop mo3Bossie pemaryBaTu Ta CTWIII3yBaTH TEKCTOBI €JIEMEHTH, SIKi
BUKOPUCTOBYIOTHCA B Tpi. PO3pOOHUKM MOXXYTh CTBOPIOBATU 3arOJIOBKH, HAATMHCH,
KHOIIKM Ta 1HIII TEKCTOBI €JIEMEHTH 3 BHKOPHUCTAHHSM PI3HOMAHITHUX MIPUQTIB,
edekTiB Ta GopMaTyBaHHS.

3. OnTumizarliis Ta pearyBaHHs pecypciB.

Photoshop Hamae MoOXIMBICTP oONTHMI3yBaTh rpadiuHi pecypcu  ams
BUKOPHUCTAHHA B T'pl, TaKi SIK CTUCHEHHS TEKCTYp, BUJAICHHS 3aliBOrO IIyMy, 3MiHa
pO3MipiB 300pakeHb Ta iHIIIE. BiH TakoX J03BOJIsIE€ pelaryBaTy Ta 3MIHIOBATH PeCypCH
JUTSI TOCSTHEHHST Oa)KaHOTO BUTIISTY Ta €(DEeKTiB.

4. Auimaryis.

Adobe Photoshop niaTpriMmye MOXIMBICTh CTBOPIOBATH MPOCTI aHIMAII11, TaKi K
aHIMaIlisg CIIPalTIB Y IEpeXoau Mik cTaHaMu. Lle Mosxe OyTH KOPUCHO /1JIsE CTBOPEHHS
PYXOMHX YaCTHH, ePEeKTIB Iepexoay a0 aHIMOBaHHUX 1HTEP(EHCIB B TPi.

5. Pobora 3 mapamMu Ta MacKamu.

Photoshop nanmae 3pyuHi iHCTpyMeHTH UTsi poOOTH 3 IIapaMu Ta MacKaMu, 1110

J03BOJISIE pO3pOOHUKAM O1JIbII THYYKO KepyBaTH TpadiuHUMHU €I€MEHTaMU TPH.

GitHub - ne BeO-mmardopma miis poO3MIMIEHHS Ta CHUIBHOI PO3POOKH
pOrpaMHOro 3a0e3MeYeHHs] 3 BUKOPUCTaHHSIM CHCTeMM KepyBaHHs Bepcisimu Git.
Bona Hagae po3poOHHMKAM MOMJIHMBICTH CTBOPIOBATH PETMO3UTOPIi, 3aBaHTaKyBaTH
CBIM KOJI, BEJICHHS BIJICTE)XXCHHS 3MiH, CIIBIPAIIOBAaTH 3 KOMaHI0K PO3POOHMKIB Ta
KepyBaTu TporecoM po3podbku. GitHub mo3Bossie jerko crmiBmpamoBaTH Ha

MIPOEKTaMU, HaJlaBaTH KOMEHTapi, CTBOPIOBATU TUIKU JJII PO3POOKH HOBUX (DYHKIIIH
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Ta 00'€lHaHHS 3MIH B OJMHI TOJNOBHUH kon (Mmepxki). Kpim toro, GitHub nanae
IHCTPYMEHTH J1JIs1 YIIPaBJIIHHS 3aBJaHHAMH (1ssues), aBTOMAaTH3alli IpoLecy po3poOKu
(actions) Ta BimcrexxenHs nurtaHb (pull requests). s mmatdopma Takox m0O3BOJISIE
CIIIJIBHOTI PO3POOHUKIB B3aEMOJISATH, 3HAUTH BIAKPUTI MPOCKTH, BHECTH CBIA BHECOK
70 BEJMKUX BIJKPUTHUX MPOEKTIB Ta HABUUTHUCS BIJ IHIIUX PO3POOHMKIB. 3aBISKU
cBoiil momynsapHocTi, GitHub ctaB onmHMM 3 HaWBaKIUBIMIMX I1HCTPYMEHTIB IS
CIIIJIHOT PO3POOKHU MPOTPaMHOTO 3a0e3nedeHHs, 3a0€3eUy0Un MPOCTOTY, 3PYUHICTh
Ta HaJIIHHICTh Y KEpyBaHHI MPOEKTaMH 1 CIIIJILHOIO pOOOTO0 HaJ KOJIOM.

GitHub Binmirpae BaxnuBy poib npu po3poOui rpu Ha Unity, BUKOHYIOUYHU
HACTYMHI (PyHKIIII:

1. KepyBanHs Bepcisimu.

GitHub 3a6e3nedye cucrteMy KOHTPOJIIO BEpCiil, 10 J03BOJISIE PO3POOHUKAM
BIJICTE)KyBaTH Ta 30epiraT¥ BCl 3MiHM B KOJ1 Ta pecypcax rpu. Bin 3abesneuye
MOJMJIMBICTh CTBOPIOBATHM TUIKM PO3POOKH, 3NHUTTS (merge) 3MiH, BiAKaT 0
nomnepeHIX BepCii Ta CIIBIIPAIIOBATH 3 THIITUMU PO3POOHUKAMHU.

2. CnuibHa pobora.

GitHub cTBOproe 3pyuHi YMOBH Il CHUIBHOI pPOoOOTHM Haja mpoekToMm. Bin
JI03BOJISIE€ KIJIbKOM PO3pOOHUKAM MpaIfoBaTH HaJl OJHUM 1 TUM K€ KOJOM OJIHOYACHO,
BHOCHUTH 3MIHU Ta KOMEHTYBaTH KoJ. L{e monerurye koMyHIKallio Ta CIiBIPAIi0 Mix
PO3pOOHUKAMU TPH.

3. Bignanenuit gocryi.

GitHub wnagae moxnuBicTh 30epiraTu MPOEKT B XMApHOMY CXOBHII, IIIO
JI03BOJISIE€ PO3POOHUKAM OTPUMYBATH BiJAaIEHUH JOCTY 0 KOy Ta pecypcis rpu. Lle
3pYy4HO JUIs pOOOTH 3 ACKIIBKOMa KOMIT'IOTepamMu a0 CIIBIpaIl 3 po3poOHUKAMU, SIK1
3HAXOJATHCS B PI3HUX MICIISX.

4. KOHTPOJIb MOMUJIOK.

GitHub Hamae MOXIHMBICTH CTBOPIOBATHU Ta BiJICTEKYBATH IpoOIemMu (issues) Ta
NOMWIKH B TPOEKTI. PO3pOOHMKM MOXKYyTh CTBOPIOBATH 3BITH MPO MOMUIIKH,
MIPOTIOHYBATH BUIIPABJICHHS Ta BIICTEXKYBATH ix craryc. e momomarae BnopsIKyBaTu

MPOILIEC BUMPABIICHHS MOMUJIOK Ta MOKPAIIYE SKICTh TPH.
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5. JIokyMeHTaIlis Ta CIJIbHOTA.

GitHub Hamae MOXIMBICTH CTBOpIOBaTH Ta MyOJIIKyBaTU JOKYMEHTAIlIO 10
mpoekTy. Po3poOHWKM MOXYThb [OJaBaTH TOSICHEHHS, TPHUKIAAA KOMYy Ta IHIIY
iH(opMallito, MO0 TMOJICTITY? PO3YMIHHS MPOEKTY ISl IHIIMX PO3POOHUKIB abo
cninbHOTU. Kpim Toro, GitHub Mae akTMBHY CHITBHOTY pPO3pOOHUKIB, J€ MOXKHA

00roBOPIOBaTH MUTAHHS, TUIUTHCS JOCBIIOM Ta 3HAXOIUTH BIAMOBII HA TUTAHHS.

Fruity Loops Studio - FL Studio (panime Bimomuii six FruityLLoops) - 11e moTy>xHa
mporpama Jijis CTBOPEHHSI My3HKHU Ta ayAio-TpoaakiiHy. Bona Hamae mupokuii Habip
IHCTPYMEHTIB Ta MOXKJIMBOCTEH JIJIs1 KOMITO3UIIii, 3aMKCy, apaHKyBaHHsI, 3BEJICHHS Ta
mMacTepuHry My3udHux TpekiB. FL Studio mae inTyiTuBHO 3p03yminmii inTepdeiic, mo
JO3BOJISIE SIK TOYATKIBISIM, TaK 1 JOCBIAYEHMM MY3UKaHTaM JIETKO MpAaIfOBaTU 3
nporpamoro. Bona Bkitouae B cebe Benuky O107MI0TEKy 3BYKIB, €(EKTIB Ta
IHCTPYMEHTIB, TaKUX K CHHTE3aTOPH, CEMIUIEpH, CEKBEHCOpH, edekTopu Ta OaraTo
iamoro. FL Studio migTpumye pi3Hi CTHIII My3UKH, BiJl €I€KTPOHHOI 10 X1I-XOMY, Bif
MOTI-MY3UKH JI0 POKY, 1 JO3BOJISiE CTBOPIOBATH Mpo(eciiiHl 3BYKO3aHUCH 3 BHCOKOIO
SKICTIO 3BYKY. 3aBJIsKM CBOiM THYYKOCTI Ta posmmproBaHocti, FL Studio crana
NOMYJISIPHOIO Cepesl MY3MKaHTIB 1 POJIIOCEPIB YChOI'O CBITY, HAIAIOUH M 3aCO0M IS
TBOPUYOTO BUpA3y Ta peajizallii CBOiX My3UYHHX 17eH.

FL Studio € npodeciitHuM mporpaMHUM 3a0€31IEUSHHSM 151 CTBOPCHHS MY3UKHU
Ta ayaio-3anucis. [Ipu po3po6iii rpu Ha Unity, FL Studio Bixirpae HacTymHi poii Ta
BUKOHY€ (yHKIIIT:

1. CTBOpEHHS Ta pearyBaHHs My3UKH.

FL Studio nagae noTy>Hi IHCTpPYMEHTH ISl CTBOPEHHS MY3HKH, KOMIIOHYBaHHS
MEJIO/I1, CTBOPEHHS! PUTMIB Ta apaHKyBaHHS 3BYKOBUX TpeKiB. PO3pOOHUKH MOXKYThb
BukopuctoByBaTu FL Studio juist cTBOpeHHS yHIKaJIbHOI Ta HACTPOIOBAHOI MY3UYHOI
IIJIKJIaJIKH, SIKa BIJIIOB1Ia€ HACTPOIO Ta aTMocdepl I'PH.

2. 3anuc Ta pearyBaHHs 3BYKOBHX €(EKTIB.

FL Studio no3Bosisie po3pobHMKaM 3alucyBaTH Ta peAaryBaTH 3BYKOBI €(eKTH,

Taki sIK 3ByKOBI €JI€MEHTH, TOJIOCH MIEPCOHAXKIB, 3ByKH OTOUYIOYOTO CEpeOBHUIIA Ta
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1HIII ayJ110-€JIEMEHTH, sIKIi BUKOPUCTOBYIOThCA B Tpl. BiH Hajae mmpoki MOKIUBOCTI
1U1st 00OpOOKHM 3BYKOBOTO Marepiaiy, BKIOYAIOUU 3MiHY TeMOpY, eKBanaiizep, epeKkTu
BIJIAJICHOCTI Ta 6araTo 1HIIOTO.

3. IMmopT Ta excnopT ayaio-daiiis.

FL Studio nmiaTpumye pizHOMaHITHI (hopmaTH ayaio-(aiiiiB, 10 JO3BOJISE JIETKO
IMITIOPTYBATH Ta €KCIIOPTYBATH 3BYKOBI TPEKHU, 3BYKOB1 €(DEKTH Ta 1HIII ay10-pecypcH
B (opmari, sxuii BiAmoBigae BuMoraMm rpu. lle crmpoiye iHTerpaiiio My3uWKd Ta
3BYKOBHUX €(DEKTIB y TIPOIIeC PO3POOKH T'PH.

4. MikcyBaHHS Ta MACTEPHHT.

FL Studio 3a6e3ne4uye MOKIMBICTh MIKCYBaHHSI Ta MACTEPUHTY 3BYKOBHX TPEKIB
Ta e(eKTiB. PO3pOOHMKN MOKYTh HalaIITOBYBAaTH OalaHC 'y4HOCTI, TAHOPAMYBAHHS,
e(eKTH MIPOCTOPY Ta 1HIII ACTIEKTH 3BYKOBOTO JOPIKKH, 1100 CTBOPUTH IpodeciiHmit
Ta BUCOKOSKICHUI 3BYK JJISl TPH.

5. Po6ora 3 MIDI.

FL Studio miagrpumye MIDI-iaTepdeiic, mo mo3Boisie po3poOOHUKAM
BukopuctoByBatu MIDI-knaBiaTypy, KOHTPOJIEPH Ta 1HII TPUCTPOI ISl CTBOPEHHS
MY3UKH Ta KEpyBaHHS 3BYKOBUMHU edekramu B rpi. Lle mo3Boisise OuUIbI TOYHO
KOHTPOJIIOBATH 3BYKOBI IMapaMeTPH Ta CTBOPIOBATH BUPA3H1 My3UYH1 €JIEMEHTH.

3aranom, FL Studio € BaxJIMBUM 1HCTPYMEHTOM JIJIs1 PO3POOKHU aya10-KOHTEHTY
y rpi Ha Unity, 103BOJIAIOYM PO3POOHUKAM CTBOPIOBATH YHIKAJIbHY Ta BUCOKOSKICHY

MY3HUKY Ta 3BYKOB1 e(DEeKTH, K1 MiICUIIOIOTh BPaXKEHHS BiJl TPH.

2.7.3. BUKJIMK Ta 3aBaHTa:KEHHS IPOrpaMHu

Jns komm’rorepiB Ha OC Windows, nucTpiOyTHB 3aBaHTaXYEThCA 4Yepe3

IHTEpHET Ta PO3MAKOBYETHCS yepe3 nporpamy apxisarop (puc.2.5). Ilicas mporo rpy

MOKHA 3aIlyCTUTH Yepe3 .exe ¢aii.
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MName

MonoBleedingEdge

Rising of Slime Reslimed_BurstDebuglnf...

Rising of Slime Reslimed_Data
@& Rising of 5lime Reslimed.exe
@ UnityCrashHandlertd.exe
%] UnityPlayer.dil

Date modified

2023-05-27 1217 PM
2023-05-27 1216 PM
2023-05-27 1217 PM
2023-05-27 1217 PM
2023-05-27 1217 PM
2023-05-27 1217 PM

Type Size

File folder
File folder
File folder
Application 651 KB
Application 1,115 KB
Application extens.. 28,584 KB

Puc. 2.5. llpuknan manku 3 701aTKOM Iiciisl po3naKkyBaHHs apxiBy mis Windows

Ha puc.2.6. HaBeneno daitm miist 3amycKy po3po0OsieHoro 3actocynky Ha OC

MacOS.

Mame

_CodeSignature
Frameworks

MacO5
MonoBleedingEdge
Pluglns

Resources

ﬂ Info.plist

Date modified

2023-06-05 9:52 PM
2023-06-05 9:52 PM
2023-06-05 9:52 PM
2023-06-05 9:52 PM
2023-06-05 9:52 PM
2023-06-05 9:52 PM
2023-06-05 9:52 PM

Type Size

File folder
File folder
File folder
File folder
File folder
File folder

McxoaHelAd dain P 2 KB

Puc. 2.6 [lpuknaa manku 3 J0AaTKOM Miciig po3nakyBaHHs apxiBy g MacOS

Ha pwuc.2.7. HaBeaeno daitnm s 3amycky po3pooseHoro 3actocyHky Ha OC

Linux.

Name

rising of slime_BurstDebuglInformation_D...

rising of slime_Data

Ij rising of slimex86_64
Ij UnityPlayer.so

Date modified

2023-06-05 10:03 PM
2023-06-05 10:05 PM
2023-06-05 10:05 PM
2023-06-05 10:05 PM

Type Size

File folder

File folder

X86_64 File 15 KB
SO File 34,003 KB

Puc. 2.7 [lpuknaa manku 3 J0AaTKOM Iiciig po3NaKkyBaHHs apxiBy A Linux.
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2.7.4. Onuc intepeiicy kopucrtyBaua

[Ticns 3amycky rpu, rpaBeis 0aunuTh rojoBHe MeHIO (puc.2.8). TyT BiH MOxe
IPOJIOBXUTU MUHYJTY iITPOBY CECil0, pO3M0YaTH HOBY, IEPEHTH B MEHIO HAJIAIITYBaHb,

Ta BUWTH 3 TPHU.

Puc. 2.8. ['oj10BHE MEHIO

B Menio HamamtyBanb (puc.2.9) MoXHa BKJIIOYUTH, a00 BUKIIOYUTH

MOBHOCKPAHHUHN PEKUM, 3MIHUTH TYYHICTh 3BYKIB, Ta MY3HUKH.
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Puc. 2.9. MeH1o HajlamtyBanb

[Ticnss BuOOpY HOBOI Tpu, rpaBellb CIOYATKy OayuTh HEBEIUKY KATCIECHY

(puc.2.10), sika po3ka3ye Mo4aTOK HEBEJIUKOT'O CIOKETY TpH, 100 rpaBeilb PO3YMIB XTO

BiH, 1110 TOBUHEH POOUTH, Ta HABIIIO.

Puc. 2.10 Karcnena
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[Ticnst karciieHu, rpaBellb IOJIy4Yae KOHTPOJIb HaJ TEPCOHAXEM Ta MOXKE

B3a€EMOJIATH C OTOYYBaHHAM. ['paBelb CHOYATKy OauuTh NEPIIy JIOKALIID TpH

(puc.2.11).

Puc. 2.11 ITouarok rpu

['paBenb Moske migOupatu npeameTu. (puc.2.12)

Puc. 2.12 ITinbupanns chepu
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B HOBIi1 Tpi, TpaBIIO MOKA3YyIOThCS MifgKa3ku (puc.2.13), sSKi MOSICHIOIOTH SIK

rpaTH B Ipy.

To use activated
item press R.

Puc. 2.13 Iligka3ka

B rpi 5 noxkamiii. B koxHi# nokarii 700aBiIsS€ThCS IO OJHINA HOBIH MEXaHIIII.
Takox HOBY MEXaHIKy y BUIJISA/II IPEAMETY MOKHA 3HAUTH 200 KYIUTH.
VYci MexaHiKu TPy HABEACHO HUKYE:
e Kproku (puc.2.14).
3auenuBIINCh 32 KPIOKH, IpaBellb MOKE MPUTHYTH, aje TPUMATUCS 3a KPIOK

MO>KHA JIUIIE JEIKUI yac.

Puc. 2.14 Kproku
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e Cohepa (puc.2.15).
[Tini6paB cdepy Ta akTUBYBaBIIM 1i, I'paBellb MOXE MIJACBITUTU CBOE

OTOYCHH:I.

Puc. 2.15 Cdepa

e [Inardopmu, mo amarotbes (puc.2.16).
BceraBmm Ha Taky miatdopmy, yepe3 HEBEIMKUN Yac BOHA 3J1aMa€eThes. AJle

gyepe3 JeKUIbKa CEKyH/] 3HOBY B1IOYIyEThCHI.

Puc. 2.16 Ilnardgopmu, 1110 1amMar0ThCs

e Kproku, mo namarotrses (puc.2.17).
[Ipamtoe sk 3BUYANMHUN KpPIOK, ajlé JIaMa€ThCs IMICHsl CTPUOKA, BOHHU

B1JI0Y/IOBYETHCS Yepe3 IEKUIbKA CEKYH/I.
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Puc. 2.17 Kproku, 1110 1aMaroThCs

e [Imardopmu, mo aBuraroThcs (puc.2.18).
Komm rpaBelib CTaHOBUTHCS Ha TaKy IUIaTGOpMY, BOHA MMOYMHAE PYXATHCh

0 CBOEMY MapUIpyTy.

Puc. 2.18 Ilnardopmu, 1m0 ABUTAIOTHCS

e Kpuna (puc.2.19).

AxTuBYyBaBIMU Kpuia (puc.2.20), rpaBerb MOXKe MiIJIETITH BUIIIE.
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Puc. 2.19 Kpuna

Puc 2.20 AxtuBoBaHi Kpuia

e Yacu (puc.2.21).
AKTHUBYBaBIIMK 4acH (puc.2.22), yac COBUIbHIOETHCS Ha JIEAKUM vac. Yce,

OKpIM I'paBlisl CIIOBUIbHIOETHCSI.

Puc. 2.21 Yacu
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Puc. 2.22 AxTUBOBaHI Yacu

e [Topranu 3 kpuctanamu (puc.2.23).
Ha nouaTtky KO>XHOI rJ1aBU, KpiM IIOYAaTKOBO1, CTOITh TTopTal (puc.2.24).
KymuBmm kpucramu, iX MOXXHA BUKOPUCTATH JJIS aKTUBAIll IMOPTAIiB
(puc.2.25).

[TopTanu gar0Th TENENOPTYBATUCS MIXK HUMHU.

1

Puc. 2.23 Kpucran
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Puc 2.24 He akTuBOBaHMi mopTan

Puc. 2.25 AxTuBOBaHUI OPTaT

e [Tokynka 3a moHeTu (puc.2.27).

MoneTn MOXKHa 3HaXOJUTH B IrPOBOMY CBITi (puc.2.26).

Puc. 2.26 Monera
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L 0

6 @

Wings

A little damaged, pitch black wings. | don't know which creature they belonged, but now
he doesn't need them. Wearing wings rise to the sky. Since older times, people want to
fly, it's quite funny, that this wish come true only if you cease to be a human. It's a pity
they won't stand it for long.

Puc 2.27 MeH1o NOKyIKY 32 MOHETH

e Kpotu (puc.2.28).

k1o miaiATH 10 KpOTa, TO BiH 3JISIKAE€THCS, BTEYE Ta 3aJIUIIUTh MOHETY.

Puc. 2.28 Kpot

[Tepma noxarist «Sma» (puc.2.29). 3 Hei rpaBellb TOYMHAE HOBY I'POBY CECCIIO.
B Hiit cmoyaTky rpaBenb 0a4uTh KaTCICHY, IMCIIS Hel IMICKa3KH, K1 ¢ MPOXOKEHHIM

I'pH, PO3Ka3yIOTh OLJIbIIIE PO TE, SIK TPATH B IPY.
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Puc. 2.29 Jlokamis «SIma»

B apyriit nokanii «Ilyctuns» (puc.2.30) nodasnsitoTbes Kproku. Lle nonoBHeHHs
JIa€ 3MOTY CIIPOCKTYBAaTH YPOBHI OLIBIII IIIKABO Ta CKJIQJHO. Terep IiHa MOMIMIKH TS
rpaBils Oyje BUIle. SKIIO He BCTUTHYTH BiJipearyBaTu Ha MOMEHT 3alleIly T0JIOBHOTO

repost 3a KpIoK, TO I'paBelb BHAJE A0BOJII HU3bKO MalkKe 3aBxkKIu.

AT

Puc. 2.30 Jlokais «ITycTuns»
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B Tpetiit nokaii «Jlic» (puc.2.31) n100aBisitOTECS KPIOKH Ta MiaTGopMu, 110
JaMaroThCs, TOKYIIKA MpeMETIB. SIKII0 rpaBelb He IrHOpYBaB OLIbIII CKJIAIHI YYaCTKH

PIBHIB, TOJIl B HBOTO Oy/i€ JOCTAaTHHO MOHET, OO KYMUTH cOO01 JACKUIbKA MPEIMETIB,

K1 OyTyT 00JieruryBaTi oMy moAalblIe IPOXOKEHHS TPH.

Puc. 2.31 Jlokarg «JIicy»

B uetrBepriit nokarii «IlokunyTta Bexxa» (puc.2.32) nobasisitorbes miatdopmu,
0 pyXaroThes. ['paBellb He 3HA€ 3a34aleriTh, KyJId BOHU OyIyT IBHUraTHUCS, TOMY,
SKIIO TpaBelb Oy 1€ CIIMINTH, TO € BEJIMKH IIAHC 3p0OUTH MOMMIIKY. TakoX 11eil piBeHb
TEMHUH 1 1€ CTBOPIOE OLIBIN CKJIAJIHI CUTYyaIlii, 00 TpaBellb HE MOKe OAYUTH JATIEKO
B1J ceOe.

I ocTanns, nsaTa gokauist «3umMoBuil mik» (puc.2.33) nobasinseTscs BiTep. Bitep
BIUIMBA€E Ha TpaBIlsl KOJIU BiH cTpubae, 3MIHIOIOYM HaIlpaBJIeHHs Horo naginHsg. B mii
JIOKallll HeMa€e KPIOKIB Ta Iatopm, 110 JJaMarThCsl, 00 3 BITPOM Iie CTBOPUIIO O

piBEHb, AKUH Oy/Ie Ay’Ke CKIATHO MPONTH.
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Puc. 2.32 Jlokauis «IlokuHyTa Bexay

Puc. 2.33 Jlokarsa «3UMOBHH ITIK»
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PO3/ILI 3
EKOHOMIYHIA PO3JLI

3.1. Po3paxyHoOK TPYyAOMICTKOCTi Ta BAPTOCTI PO3POOKH MPOTrPAMHOI0 MPOAYKTY

[TouaTkoBi gaHi:

l.
2
3
4.
5

3amadl — 1,3;

6.

nepeadoavyBaHe YUCIIO0 onepaTopiB nmporpamu — 3110;
Koe(DiImieHT CKIIaHOCTI porpamu — 1,4;

Koe(DiIieHT KOpeKIIii mporpaMu B xoi ii po3po0ku — 0,2;
roJIMHHA 3apo0iTHA 11aTa mporpamicta — 160 rpu/rox;

KoedilieHT 30UTBIICHHS BUTPAT Mpalli BHACTIAOK HEAOCTaTHHOTO OMHCY

Koediuient kBanmidikaiii nporpamicta, 00OyMOBJIEHHH BiJl CTaxKy poOOTH

3 JaHoi creriajgbHocTi — 1,3;

7.

BapTicTh MammuHo-roguau EOM — 0,132 rpu/rog.

HopmyBanns mpami B mpornect ctBopeHHs [13 icTOTHO yCKIIaJHEHO B CHILY

TBOPUYOI'O XapakTepy mpaili nporpamicra. Tomy TpyaoMicTKICTb po3poOku 113 moxe

OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIEJIeH 3 PI3HOIO TOYHICTIO OIIIHKH.

TpynomictkicTh po3poOku [13 MokHa po3paxyBaTu 3a GOPMYJIOIO:

t=tot+tuttst tat topu + to, TIIOOUHO-TOMH, (3.1)

7€ t, — BUTPATH Tpalll Ha MArOTOBKY M OMKC MOCTaBleHo1 3aa4i (npuiiMaetses 50);

t, — BUTpATH Mpalll Ha JOCIIPKEHHS alTOpUTMY PIIICHHS 3a/aui;

t, — BUTPATH Tpalll Ha po3poOKy OJIOK-CXEeMH aITOpPUTMY;

tn» — BUTPATH Mpalll Ha TPOrpaMyBaHHS IO TOTOBIM OJIOK-CXeMi;

foms — BUTPATH Tpalll Ha HAJIaroxKeHHd rnporpamu Ha EOM;

fy — BUTpATH Tpalll HA MiITOTOBKY JTOKYMEHTAITIi.

CkI1azioBl BUTpaATH Mpalll BU3HAYAIOTHCS YEpPE3 YMOBHE uucio oneparopis y 113,

110 PO3pPOOIIIETHCS.
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YMOBHE 4HCIIO OnepaTopiB (MiAIporpam):
Q=q - C-(1+p), 3.2)
ne q — nependagyBane uncio onepartopis (3110);
C — xoedimient ckinaanocti nporpamu (1,4);

p — Koe(imieHT Kopemsiii mporpamMu B Xoi ii po3pooxwu (0,2).
Q=3110-1,4-(1+0,2)=5224.8;

Butpatu mpaiii Ha BUBYEHHSI OMHCY 3a/iayl td BU3HAYAETHCS 3 YpaxyBaHHSIM

YTOYHEHHSI OMHCY 1 KBaJi(ikallii mporpamicra:

Q*B

tu= ((75...85) K

), TIOJJUHO-TOJUH (3.3)

ne B — xoedimieHT 301bIIEHHS BUTPAT Ipalll BHACHIIOK HEAOCTATHLOTO OIUCY
3aaadi (1,2);
K — xoedimienT kBamidikarii nmporpamicra, 00yMOBIEHUN CTakeM poOOTH 3

naHoi criemianbHOoCTi (1,3);
tu=15224.8-1.3/(85-1,3)=110.5, moquHO-TOAMH.

Burpatu npaiii Ha po3poOKy anropuTMy pillieHHs 3a/1ayi:

_ Q .
ta= (20..25) - K’ (3-4)

ta=5224.8 /(20 - 1,3) =200.9, nmtonuHO-TOIUH.

BurtpaTtu Ha ckinagaHHs IPOrpaMHu 110 TOTOBINA OJIOK-CXEMI:
Q
th=————; 3.5
" (20..25)-K’ (3-5)

tn=15224.8/(25-1.3) = 160.7, nt0quHO-TOJIUH.
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Burtpatu npaiii Ha HanarokeHHs nporpamu Ha EOM:

— 3da YMOBHU aBTOHOMHOT'O HAJIArOJKCHHA OAHOI'O 3aBAaHHA:

__ 9
Lorn = (4..5)-K’ (3.6)

torn=5224.8 /(5 - 1,3) = 803.8, moauHO-TOIUH,
— 3@ YMOBH KOMIUIEKCHOT'O HAJIarOPKCHHS 3aBIaHHS:
tor" = 1,2 - tom; 3.7)
tor® =1.2-803.8=964.5, nmoguHO-TOAVH,
Butparu nparii Ha miAroTOBKY JOKyMEHTAIIIi:

to = tap T too; (3.8)

1 top — TPYAOMICTKICTh MIATOTOBKH MaTepialliB 1 pyKOIMUCY;

_ Q .
to= (15..20)K’ (3-9)

to=15224.8 /(20 - 1.3) = 200.9, nroaquHO-TOIMH,
1€ too— TPYJOMICTKICTh peJlaryBaHHs, IEYaTKU i 0(pOpMIICHHS TOKYMEHTAITIT,
too = 0,75 * top; (3.10)

tao=10,75-200.9= 150.6, 1r0AMHO-TOJIMH.
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to=200.9 + 150.6 = 351.5, 110AMHO-TOIMH.

OTpuMaeMo TPYAOMICTKICTh PO3POOKH MPOrpaMHOTO 3a0€31eUCHHS:

t=50+110.5+200.9 + 160.7 +964.5 + 351.5 = 1838.1, mroquHO-roAMH.

VY pe3ynbTaTi MU po3paxyBalid, IO B 3arajibHiil CKIagHOCTI HE0OX11HO 2359.7

JOIMHO-TOAMH JIJISl PO3POOKHU JAHOTO MPOTPAMHOTO 3a0€3MEUECHHS.

3.2. PaxyHOK BUTPAT HA CTBOPEHHS NPOrpaMu

Burpatu Ha ctBopenHs [I3 Kno BkirouaroTh BUTpaTH Ha 3apoOITHY IUIATy
BUKOHaBIA nnporpamu 3311 1 BUTpaT MalIMHHOTO Yacy, HEOOX1JTHOTO Ha HAJIAr0/I)KEHHS

nporpamu Ha EOM.

Kno=33m+3us,rpH, (3.11)

3317 — 3apo0iTHA MJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCA 32 (DOPMYIIOIO:
331 = t*Cnp, TpH, (3.12)
Jie ¢ — 3arajbHa TPYJAOMICTKICTb, JIIOJUHO-TOJIUH;

Crp — cepenHs TOAMHHA 3apo0iTHA TUIaTa MporpamicTa, TpH/TOIMHA.

3 ypaxyBaHHSIM TOTO, 110 CepeHs rOJAMHHA 3apIuiaTa MPOrpamicta CTaHOBUTh

160 rpu/To, TO OTPUMAEMO:

3an= 1838.1-0.132 = 294096, rpH.
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Bapticts MammHHOTr0 yacy 3ms, HEOOX1IHOTO JJIsl HAJIArOKEHHsI IPOrpamMu Ha

EOM, Bu3HauaeTbcs 3a POopMyJioro:

3uB = tom: « Cum, TPH, (3.13)
1€ tom: — TPYAOMICTKICTh Hajaro pkeHHs nporpamu Ha EOM, rox;

Cumy — BapTicTh MammHoO-roguHu EOM, rpa/ro.

3mp=803.8-0.132 = 106.1 rpH.

3BIJICH BUTPATH HAa CTBOPEHHS IPOIPAMHOIO MPOAYKTY:

Kno= 294096 + 106.1 = 294202.1 rpH.

OuikyBanuii nepioa cropenns [13:

T =

BoF, MeC (3.14)

ne Bk — 4nciI0 BUKOHABIIIB;
F, — micaunuit ponn pobouoro yacy (mpu 49 roguHHOMY poOOYOMY THXKHI

Fp=196 ronun).

Butparu Ha CTBOpEHHS IPOrpaMHOrO MPOAYKTY:

T =1838.1 / (1-196) = 9.4 wmic.

BucnoBku. Po3poOnenuii irpoBuil nomarok mae Baptictb 294202.1 rpH.
VMoBipHuii ouikyBaHMH yac po3poOku — 9.4 Micsiyi npu 49-rogHHHOMY POGOYOMY
THXHI 1 196-ronuHHOMY poOouyomy Micsmi. Lleil TepmiH NOB’si3aHUN 13 3HAYHOIO
KUIBKICTIO OIIepaTopiB 1 BKIIOYAE B cebe dac Il JOCTIKEHHS Ta PO3pPOOKY
QITOPUTMY PO3B’sI3aHHS 3aJadi, po3poOKy JM3ailHy 1 CTBOpEHHs AOKyMeHraiii. Ha

po3poOKy rpu Oyjae ButpaueHo 1838.1 nroauHO-TOIUH.
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BUCHOBKMH

VY il poboti Oyno po3risHyTo mpouec po3podku 2D rpu «Rising of Slime:
Reslimed» B »xanpi «Ilmardopmep» 3a momomororo aBuryHa Unity. JleTanbHO
MPOAHaTI30BaHO KOXKEH eTam pPO3pOOKH, BiJl CTBOPEHHS TIpadiyHOrO0 KOHTEHTY 0
porpamMyBaHHS JIOT1KU TPH.

Bukopucranns Unity Hagano 3py4yHICTh Ta MOTYKHICTh Y CTBOPEHHI rpadiuHUX
CIICH, yrpaBiiHHs (i3UKO0I0, aHIMaIli€ro Ta 3ByKoM. [Iporiec po3poOku OyB TOKPOKOBO
ONHMCAHMM, PO3KPUBAIOYN BAXKJIMBI aCMEKTH MPOTPAMyBaHHS TPH, Taki sSIK 00poOKa
BBEJICHHS KOPHCTYyBaua, pyX 00'€KTIB, JETEKIis KOJi31i Ta poboTta 31 3ByKoM. byro
IpOaHaTi30BaHO €(PEKTUBHI METOAM ONTHUMI3Allil Ta YIPaBIIHHA pecypcaMu s
M1JIBUIIICHHS TPOTYKTUBHOCTI T'PH.

B pesynbrari Oyno ycHimHo CTBOPEHO (PYHKIIOHAIBbHY Ta npuBabauBy 2D rpy
iatgopMmep, AKa IEMOHCTPYE OCHOBHI €JIEMEHTH Te€MMIUICIO Ta MOKe OYTH MOJ1ajbIIIe
po3UIMpeHa Ta BAOCKOHaleHa. JlumiuomHa poOoTa MIATBEPKYE BaXIIMBICTh 1
noTeHIian BUKOpUcTaHHS Unity ams po3poOKH SIKICHMX IFPOBHX IPOEKTIB Ta
BUCBITJIIOE KJTFOUOBI aCIeKTH po3pooku 2D irop miardopmepis.

Po3pobiiene nmporpamue 3a06e3neyeHHs JO3BOJISIE:

o 3MiHa MIOBHOEKPAHHOTO PEXKUMY.
o 3MiHa I'YYHOCTI MY3HKH.

o 3MiHa TYYHOCTI 3BYKIB.

o 30epekeHHs 1TPOBOI ceccii.

o YrpaBiiiHHSA TOJIOBHAM TE€POEM.
o [TinOupanHs MpeaMeTiB.

o Kymnisis npeameris.

o BuxopucranHs npeameTis.

[Iporpama peanizoBana Ha MOBI IporpamyBaHHs C# 3 BAKOPUCTaHHSM 1rpOBOTO
neuryHa Unity, cepeau po3pobku VScode, penakropy 300pakenr Adobe Photoshop

Ta penaktop my3uku FL Studio.
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B xonmi BukoHaHHs maHOi KBamidikamiiiHOi poboTH 1Ie OyJIo BHU3HAYECHO
TPYAOMICTKICTh PO3POOJIEHOT CUCTEMH, MPOBEACHO PO3PAXyHOK BApTOCTI poOOTH 3
CTBOPEHHS IPOTPaMH, BUKOPUCTOBYIOUH CEPEIHIO 3apIuiaTy po3poOHuKa. Bin ckinamae
294202.1 rpH. Takox OyJi0 po3paxoBaHO Yac JJIsi CTBOPEHHS MPOrpaMHOI0 J0JaTKY

- 1838.1 mtoguHo-roaux, T006TO MPUOIU3HO 9.4 MICHILIB.
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https://fakty.com.ua/ua/ukraine/suspilstvo/20230601-zonni-taryfy-na-elektroenergiyu-osoblyvosti-ta-pidklyuchennya/#:%7E:text=%D0%9D%D0%B0%D0%B3%D0%B0%D0%B4%D1%83%D1%94%D0%BC%D0%BE%2C%20%D0%9A%D0%B0%D0%B1%D0%BC%D1%96%D0%BD%20%D0%B7%D0%B0%D1%82%D0%B2%D0%B5%D1%80%D0%B4%D0%B8%D0%B2%20%D0%BF%D1%96%D0%B4%D0%B2%D0%B8%D1%89%D0%B5%D0%BD%D0%BD%D1%8F%20%D0%B7,%D1%8F%D0%BA%D1%89%D0%BE%20%D0%BF%D0%BE%D0%BD%D0%B0%D0%B4%20250%20%D0%BA%D0%92%D1%82-%D0%B3%D0%BE%D0%B4
https://fakty.com.ua/ua/ukraine/suspilstvo/20230601-zonni-taryfy-na-elektroenergiyu-osoblyvosti-ta-pidklyuchennya/#:%7E:text=%D0%9D%D0%B0%D0%B3%D0%B0%D0%B4%D1%83%D1%94%D0%BC%D0%BE%2C%20%D0%9A%D0%B0%D0%B1%D0%BC%D1%96%D0%BD%20%D0%B7%D0%B0%D1%82%D0%B2%D0%B5%D1%80%D0%B4%D0%B8%D0%B2%20%D0%BF%D1%96%D0%B4%D0%B2%D0%B8%D1%89%D0%B5%D0%BD%D0%BD%D1%8F%20%D0%B7,%D1%8F%D0%BA%D1%89%D0%BE%20%D0%BF%D0%BE%D0%BD%D0%B0%D0%B4%20250%20%D0%BA%D0%92%D1%82-%D0%B3%D0%BE%D0%B4
https://fakty.com.ua/ua/ukraine/suspilstvo/20230601-zonni-taryfy-na-elektroenergiyu-osoblyvosti-ta-pidklyuchennya/#:%7E:text=%D0%9D%D0%B0%D0%B3%D0%B0%D0%B4%D1%83%D1%94%D0%BC%D0%BE%2C%20%D0%9A%D0%B0%D0%B1%D0%BC%D1%96%D0%BD%20%D0%B7%D0%B0%D1%82%D0%B2%D0%B5%D1%80%D0%B4%D0%B8%D0%B2%20%D0%BF%D1%96%D0%B4%D0%B2%D0%B8%D1%89%D0%B5%D0%BD%D0%BD%D1%8F%20%D0%B7,%D1%8F%D0%BA%D1%89%D0%BE%20%D0%BF%D0%BE%D0%BD%D0%B0%D0%B4%20250%20%D0%BA%D0%92%D1%82-%D0%B3%D0%BE%D0%B4

Jlictunr Coin.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Coin : MonoBehaviour

{

ItemID item;
void Start()

{

JTIOJAJIOK A

KOJA ITPOI'PAMHA

item = gameObject. GetComponent<ItemID>();

for (int i = 0; i < SaveSystem.saveData.pickedCoins.Count; i++)

if (SaveSystem.saveData.pickedCoins[i] == item.individualltemID)

gameObject.SetActive(false);

break;

b
}
}

void Update()
{

}
}

Jlictunr Crystal.cs:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Crystal : MonoBehaviour

public CooldownManager cooldownManager;

int itemID = 3;

IEnumerator cooldownCoroutine;

bool cooldownCoroutinelsRunning = false;

// bool portalTouched = false;

Collider2D touchedPortalCollider;

Animator touchedPortal Anim;
void Start()

cooldownCoroutine = cooldownManager.IltemCooldown(itemID);

H
void Update()

if (Input.GetKeyDown(KeyCode.R) && InventoryManager.activatedItemID == itemID
InventoryManager.currentltems[itemID].timer <= 0)

touchedPortalCollider =
LayerMask.GetMask("Portal"));
if (touchedPortalCollider)

{

Physics2D.OverlapCircle(PlayerScript.rb.gameObject.transform.position,
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0.2f,



touchedPortal Anim = touchedPortalCollider.gameObject. GetComponent<Animator>();

if (!touchedPortal Anim.GetBool("Portal Activated"))

{
touchedPortal Anim.SetBool("Portal Activated", true);
InventoryManager.Useltem(itemID, 1);

§

}
}

cooldownManager.CooldownControl(itemID, ref cooldownCoroutinelsRunning, ref cooldownCoroutine);

}
}

Jlictuur ItemID.cs:

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

public class ItemID : MonoBehaviour

{

public int itemID, individualltemID, ittemAmount;

}

Jlictunr Sphere.cs:

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

public class Sphere : MonoBehaviour

public GameObject SphereOby;
public CooldownManager cooldownManager;
int itemID = 4;
IEnumerator cooldownCoroutine;
bool cooldownCoroutinelsRunning = false;
void Start()
{
cooldownCoroutine = cooldownManager.ltemCooldown(itemID);
}
void Update()
{
if (Input.GetKeyDown(KeyCode.R) && InventoryManager.activatedItemID == itemID &&
InventoryManager.currentltems[itemID].timer <= 0)
{
if (SphereObj.activeSelf)
{
SphereObj.SetActive(false);

}

else

{
SphereObj.SetActive(true);

}

InventoryManager.Useltem(itemID, 0);
}

cooldownManager.CooldownControl(itemID, ref cooldownCoroutinelsRunning, ref cooldownCoroutine);

}
}

Jlictunar Watch.cs:

62



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

public class Watch : MonoBehaviour
{
public CooldownManager cooldownManager;
public GameObject WatchUI, WatchBackgroundUT;
int itemID = 2;
IEnumerator cooldownCoroutine;
bool cooldownCoroutinelsRunning = false;
void Start()
{

cooldownCoroutine = cooldownManager.ltemCooldown(itemID);
}
void Update()

if (Input.GetKeyDown(KeyCode.R) && InventoryManager.activatedItemID == itemID &&
InventoryManager.currentltems[itemID].timer <= 0)

StartCoroutine(WatchWorking());
InventoryManager.Useltem(itemlID, 0);

}

cooldownManager.CooldownControl(itemID, ref cooldownCoroutinelsRunning, ref cooldownCoroutine);

}

IEnumerator WatchWorking()

{
Time.timeScale = 0.5f;
PlayerScript.walkSpeed *= 2;
PlayerScript.rb.drag = 10;
PlayerScript.watchIsWorking = true;
WatchBackgroundUI.SetActive(true);
WatchUI.SetActive(true);
yield return new WaitForSeconds(3f);
Time.timeScale = 1f;
PlayerScript.walkSpeed = PlayerScript.initial WalkSpeed;
PlayerScript.rb.drag = 0;
PlayerScript.watchIsWorking = false;
WatchBackgroundUI.SetActive(false);
WatchUI. SetActive(false);

}
}

Jlictuar Wings.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Wings : MonoBehaviour

public CooldownManager cooldownManager;
public GameObject WingsObj;

int itemID = 1;

IEnumerator cooldownCoroutine;

bool cooldownCoroutinelsRunning = false;
void Start()

cooldownCoroutine = cooldownManager.ltemCooldown(itemID);

}
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void Update()

{
if (Input.GetKeyDown(KeyCode.R) && InventoryManager.activatedItemID == itemID &&
InventoryManager.currentltems[itemID].timer <= 0)
{

PlayerScript.rb.velocity = new Vector2(PlayerScript.rb.velocity.x, 2f);
InventoryManager.Useltem(itemID, 0);
StartCoroutine(WingsWorking());

}

cooldownManager.CooldownControl(itemID, ref cooldownCoroutinelsRunning, ref cooldownCoroutine);

}

IEnumerator WingsWorking()

{
WingsObj.SetActive(true);
yield return new WaitForSeconds(1f);
WingsObj.SetActive(false);

}
}

Jlictuar CooldownManager:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

public class CooldownManager : MonoBehaviour

{
GameObject CooldownSliderObyj;

Slider CooldownSlider;

void Start()

{
CooldownSliderObj = gameObject;

CooldownSlider = CooldownSliderObj.GetComponent<Slider>();
CooldownsSlider.value = 0;

}
void Update()

{
}

public void FillSlider()
{

CooldownSlider.value = 1;

}

public void EmptySlider()

CooldownsSlider.value = 0;

}

public void CooldownControl(int itemID, ref bool cooldownCoroutinelsRunning, ref IEnumerator cooldownCoroutine)

{
if (InventoryManager.activatedItemID == itemID)

if (!cooldownCoroutinelsRunning)

StartCoroutine(cooldownCoroutine);
cooldownCoroutinelsRunning = true;

}
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}

if (InventoryManager.currentItems[itemID].timer <= 0 || InventoryManager.activatedItemID != itemID)

{

if (cooldownCoroutinelsRunning)
{
StopCoroutine(cooldownCoroutine);
cooldownCoroutinelsRunning = false;
}
}
}

public IEnumerator ItemCooldown(int itemID)

{
float sliderStep = CooldownSlider.maxValue / InventoryManager.currentltems[itemID].cooldown;
float sliderCurrentLoad;

while (true)

sliderCurrentLoad = CooldownSlider.maxValue - sliderStep * (InventoryManager.currentltems[itemID].cooldown -
InventoryManager.currentltems[itemID].timer);
CooldownsSlider.value = sliderCurrentLoad;
yield return new WaitForSeconds(1f);
b
}
}

Jlictuar GuideManager:

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

public class GuideManager : MonoBehaviour

{
public GameObject GuideText;

TextMeshProUGUI guideTextComponent;

Animator anim;

List<IEnumerator> guidesQueue = new List<IEnumerator>();
bool textIsWorking = false;

void Start()

{
guideTextComponent = GuideText.GetComponent<TextMeshProUGUI>();

anim = GuideText.GetComponent<Animator>();

/I guideTextComponent.gameObject.transform.parent = PlayerScript.Player.transform;

}

void Update()
if (guidesQueue.Count > 0 && !textlsWorking)

StartCoroutine(guidesQueue[0]);
/}/ print("guidesQueue.Count: " + guidesQueue.Count);
/I guideTextComponent.gameObject.transform.position = PlayerScript.Player.transform.position + new Vector3(0, 1,
0);// for (int i = 0; i < guidesQueue.Count; i++)
z {print(guidesQueue[i]);
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/Y
}

IEnumerator WriteText(string text, float time)
{

guidesQueue.RemoveAt(0);

textIsWorking = true;

guideTextComponent.SetText(text);

anim.SetBool("GuideON", true);
anim.SetBool("GuideOFF", false);

yield return new WaitForSeconds(time);

anim.SetBool("GuideON", false);
anim.SetBool("GuideOFF", true);

yield return new WaitForSeconds(3f);

textIsWorking = false;
H

public void AddGuideInQueue(string text, float time)

{
guidesQueue.Add(WriteText(text, time));
}
}

Jlictunar InventoryManager.cs:

using System;

using System.Collections;

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

using System.Reflection;

using TMPro;

using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

public class Item

{
public int id;
public string name;
public string description;
public int attachedContainer = -1;
public Sprite inventoryView;
public bool canBeOnlyOne;
public int count;
public float cooldown, timer = 0;
public bool infinite;
public int price;

public Item(int id, string name, string description, Sprite inventoryView, bool canBeOnlyOne, int count, float cooldown,
bool infinite, int price)

this.id = id;

this.name = name;

this.description = description;
this.inventoryView = inventoryView;
this.canBeOnlyOne = canBeOnlyOne;
this.cooldown = cooldown;
this.infinite = infinite;
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this.price = price;

if (canBeOnlyOne)
{

if (count == 0) this.count = 0;
else if (count == 1) this.count = 1;

}

else this.count = count;

}

public void AddItem(int amount)

{
if (this.canBeOnlyOne && amount == 1) this.count = 1;
else this.count += amount;

for (int i = 0; 1 < SaveSystem.saveData.ltems.Length; i++)

{
if (SaveSystem.saveData.ltems[i].id == this.id)
{
SaveSystem.saveData.ltems[i].count = this.count;
H
H

}

public void Deleteltem(int amount)

{
if (this.count >= amount) this.count -= amount;
else this.count = 0;

if (this.count == 0)
this.attachedContainer = -1;
InventoryManager.activatedItemID = -1;
InventoryManager.ActivelnventoryltemImage.overrideSprite = null;

InventoryManager.ActivelnventoryltemImage.color = new Color(0, 0, 0, 0);

SaveSystem.saveData.activatedItem = -1;

H
for (int i = 0; i < SaveSystem.saveData.ltems.Length; i++)
{
if (SaveSystem.saveData.ltems[i].id == this.id)
{
SaveSystem.saveData.ltems[i].count = this.count;
H
}
}
public void ResetTimer()
{
timer = cooldown,;
}

}

public class InventoryManager : MonoBehaviour
{
public GameObject Inventory, InventoryContainers, ItemName, ItemDescription, Activelnventory;
List<GameObject> Containers = new List<GameObject>();
List<int> takenContainersIDs = new List<int>();
public static Item[] currentltems = new Item[5];
public Sprite coin, wings, clock, crystal, sphere;
public static Image ActivelnventoryltemImage;
int choosenltemID = 0;
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static public int activatedItemID;
public static bool InventoryIsON = false;

void Start()
{
List<Transform> InventoryContainersTransform = new List<Transform>();
foreach (Transform containerTransform in InventoryContainers.transform)
InventoryContainersTransform.Add(container Transform);

for (int i = 0; i < InventoryContainersTransform.Count; i++)
Containers.Add(InventoryContainersTransform[i].gameObject);

ActivelnventoryltemImage = Activelnventory.transform.GetChild(0).GetComponent<Image>();

currentltems[0] = new Item(

0’

"Coin",

"Shiny coins",

coin,

false,

0,

5 s

false,

0

);
currentltems[1] = new Item(

1 b

"Wings",

"A little damaged, pitch black wings. I don't know which creature they belonged, but now he doesn\'t need them.
Wearing wings rise to the sky. Since older times, people want to fly, it\'s quite funny, that this wish come true only if you
cease to be a human. It\'s a pity they won\'t stand it for long.",

wings,

true,

0,

60,

true,

6

);
currentltems[2] = new Item(

2’

"Watch",

"Pretty old-looking watch. Looks like they will be broken soon. A legend says that a long time ago clocks were used
not only for measurement of time, but also for manage it. But in our time, they have lost this power. Perhaps I can at least
slightly reveal their strength. Though it just the legend.",

clock,

true,

0’

60,

true,

6

);
currentltems[3] = new Item(

33

"Crystal",

"Translucent crystal. Such are located deep underground, for centuries filling with an energy. Usually they hardly
glow. But this one shines clearly turquoise color. Such crystals are used to activate ancient mechanisms. Such an energy-
filled crystal can power a large mechanism. How long have it been underground?",

crystal,

false,

0’

1 2

false,

1
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);

currentltems[4] = new Item(
45
"Sphere",
"Almost transparent sphere",
sphere,
true,

for (int i = 0; 1 < currentltems.Length; i++)

{

for (int j = 0; j < SaveSystem.saveData.ltems.Length; j++)
if (currentltems|[i].id == SaveSystem.saveData.ltems[j].id)

currentltems[i].count = SaveSystem.saveData.ltems[j].count;
}
h
}

InsertltemsToContainers();
DrawltemsInContainers();

if (SaveSystem.saveData.activatedItem != -1)
for (int i = 0; i1 < currentltems.Length; i++)

if (SaveSystem.saveData.activatedItem == currentltems][i].id)

{
ActivelnventoryltemImage.overrideSprite = currentltems[i].inventory View;
ActivelnventoryltemImage.color = Color.white;
activatedItemID = SaveSystem.saveData.activatedItem;
break;

H

}
}

else

{

activatedItemID = -1;

}
}

void Update()
{

if (Input.GetKeyDown(KeyCode.Tab) && !PortalManager.PortalMenulsON && !Pause Menu.PauseMenulsON &&

TradeManager. TradeMenulsON)

{
if (Inventory.activeSelf)

{

DeactivateInventory();

}

else

{

ActivateInventory();

H
}

else if (Input.GetKeyDown(KeyCode.Escape) && PortalManager.PortalMenulsON

!Pause_ Menu.PauseMenulsON)
{
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Deactivatelnventory();

}

if (Inventory.activeSelf)

{

InsertltemsToContainers();
DrawlItemsInContainers();

}

// KOHTpOJIb OTKaTOB IPEAMETOB.
for (int i = 0; i < currentltems.Length; i++)

{

if (currentltems[i].cooldown != 0)

{

currentltems[i].timer -= Time.deltaTime;

}
}

// for (int i = 0; i < currentltems.Length; i++)
11§
/I print("Item name: " + currentltems[i].name + "\nAttached container: " + currentltems|[i].attachedContainer);

/Y
}

void ActivateInventory()

{

Inventory.SetActive(true);

Time.timeScale = 0f;
Containers[0].GetComponent<Button>().Select();
InventoryIsON = true;
ChangeSelectedContainer(0);

}

public void DeactivateInventory()

{

Inventory.SetActive(false);
Time.timeScale = 1f;
InventoryIsON = false;

}

bool ContainerlsFree(int containerID)

{

bool containerIsFree = true;

for (int i = 0; 1 < currentltems.Length; i++)

{

if (containerID == currentItems[i].attachedContainer)

{

containerlsFree = false;

}
}

return containerIsFree;

}

void InsertltemsToContainers()

{

for (int i = 0; 1 < Containers.Count; i++)
for (int j = 0; j < currentltems.Length; j++)
if (currentltems[j].count > 0 && currentltems[j].attachedContainer == -1 && ContainerlsFree(i))

{

currentltems(j].attachedContainer = i;
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void DrawltemsInContainers()
{for (int i = 0; 1 < Containers.Count; i++)
{for (int j = 0; j < currentltems.Length; j++)
{if (i == currentltems[j].attachedContainer)

{

Containers[i].GetComponent<Image>().overrideSprite = currentltems[j].inventory View;

if (!currentltems[j].canBeOnlyOne)

{

Containers[i].transform.GetChild(0).GetComponent<TextMeshProUGUI>().SetText(Convert. ToString(currentltems[j].
count));

H

break;

}

else

{

Containers[i].GetComponent<Image>().overrideSprite = null;

Containers[i].transform.GetChild(0).GetComponent<TextMeshProUGUI>().SetText("");

}
}

}

}

public void ChangeSelectedContainer(int containerID)
{

if (ContainerIsFree(containerID))

{

choosenltemID = -1,
ItemName.GetComponent<TextMeshProUGUI>().SetText("");
ItemDescription.GetComponent<TextMeshProUGUI>().SetText("");

}
else
{
for (int i = 0; i < currentltems.Length; i++)
{
if (currentltems[i].attachedContainer == containerID)
{

choosenltemID = currentltems[i].id;
ItemName.GetComponent<TextMeshProUGUI>().SetText(currentltems[i].name);

ItemDescription.GetComponent<TextMeshProUGUI>().SetText(currentltems[i].description);
break;

H
}
}
}

public static void AddItem(int itemID, int amount)
{
for (int i = 0; i < currentltems.Length; i++)
{
if (itemID == currentItems[i].id)

{
71



currentltems[i]. AddItem(amount);

}
}
}

public static void Removeltem(int itemID, int amount)
{
for (int i = 0; i < currentltems.Length; i++)
{
if (itemID == currentltems][i].id)
{
currentltems[i].Deleteltem(amount);
}
}
}

public void Activateltem()

{

for (int i = 0; i < currentltems.Length; i++)

if (choosenltemID == currentltems[i].id)

{
ActivelnventoryltemImage.overrideSprite = currentltems[i].inventory View;
ActivelnventoryltemImage.color = Color.white;
activatedItemID = choosenltemlID,;
SaveSystem.saveData.activatedItem = activatedItemID;
break;

}

}
}

public static void Useltem(int itemID, int amount)

{

for (int i = 0; i < currentltems.Length; i++)

{

if (itemID == currentltems[i].id)

{

currentltems[i].ResetTimer();

if (!currentltems[i].infinite)

{

currentltems[i].Deleteltem(amount);

Jlictuar ItemPickUp.cs:

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

public class ItemPickUp : MonoBehaviour

{
public GameObject PressF;

Animator pressFAnim;

void Start()
{

pressFAnim = PressF.GetComponent<Animator>();

}
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void PickUp(Collider2D col)

{
if (col.transform.gameObject.layer == LayerMask.NameToLayer("Item"))

{
pressFAnim.SetBool("Press F_Show", true);
pressFAnim.SetBool("Press F Hide", false);

if (Input.GetKey(KeyCode.F))

{
ItemID item = col.transform.gameObject. GetComponent<ItemID>();
InventoryManager.AddItem(item.itemID, item.itemAmount);
Destroy(col.transform.gameObject);

if (item.itemID == 0)
{
SaveSystem.saveData.pickedCoins.Add(item.individualltemID);
H
H
}
}

void OnTriggerEnter2D(Collider2D col)

PickUp(col);
}

void OnTriggerStay2D(Collider2D col)

PickUp(col);
}

void OnTriggerExit2D(Collider2D col)

{
if (col.transform.gameObject.layer == LayerMask.NameToLayer("Item"))

{
pressFAnim.SetBool("Press_F Hide", true);
pressFAnim.SetBool("Press F_Show", false);

}
}
}

Jlicruar Main_Menu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
using UnityEngine.Audio;

using System.IO;

public class Main_Menu : MonoBehaviour

{
public GameObject MainMenu, achievements, authors;
public Button ContinueButton, NewGameButton;
public AudioSource menuMusic;
public AudioMixerGroup mixer;

void Start()

{
SaveSystem.LoadOptions();

Screen.fullScreen = SaveSystem.optionsData.isFullScreen;
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mixer.audioMixer.SetFloat("MusicVolume", SaveSystem.optionsData.musicVolume);
mixer.audioMixer.SetFloat("SoundsVolume", SaveSystem.optionsData.soundsVolume);
mixer.audioMixer.SetFloat("OtherSoundsVolume", SaveSystem.optionsData.soundsVolume);

if (File.Exists(SaveSystem.savePath))

{
ContinueButton.gameObject.SetActive(true);
ContinueButton.Select();

}

else

{

NewGameButton.Select();

}

menuMusic.Play();

}

void Update()

if (Input.GetKeyDown(KeyCode.Escape))
{
MainMenu.SetActive(true);
authors.SetActive(false);

}
}

void OnDestroy()
{

CustomSceneManager.previousSceneName = gameObject.scene.name;

}

public void Continue()
{
SaveSystem.LoadData();
SceneManager.LoadScene("Game");
H
//Y naneHue Bcex COXpaHEHHBIX TAaHHBIX, KPOME JaHHBIX HACTPOEK
public void New_Game()
{
SaveSystem.ResetSaveData();
SaveSystem.SaveData();
SceneManager.LoadScene("Game");
}
//BKitoueHre MEHIO HaCTPOeK
public void Options()
{

SceneManager.LoadScene("Options");
b
//BxitoueHre MEHIO pa3pabdoTInKOB
public void Authors()
{
MainMenu.SetActive(false);
authors.SetActive(true);
}
//BBIX0]] U3 UTPEI
public void Exit()
{
Application.Quit();
}
}

Jlictunr Options_ Menu.cs:
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Audio;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class Options_Menu : MonoBehaviour
{
public Toggle options_fullscreen;
public Slider options_musicVolume, options_soundsVolume;
public AudioMixerGroup mixer;
// Start is called before the first frame update
void Start()
{
SaveSystem.LoadOptions();
options_fullscreen.isOn = SaveSystem.optionsData.isFullScreen;
options_musicVolume.value = SaveSystem.optionsData.musicVolume;
options_soundsVolume.value = SaveSystem.optionsData.soundsVolume;

}

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

if (Input.GetKeyDown(KeyCode.Escape))

switch (CustomSceneManager.previousSceneName)
{
case "Game":
SceneManager.LoadScene("Game");
break;
case "Main_Menu":
SceneManager.LoadScene("Main_Menu");
break;
}
H
H

void OnDestroy()
{

CustomSceneManager.previousSceneName = gameObject.scene.name;
SaveSystem.SaveOptions();

}

//BKITIOUEHHE W BBIKJIFOUCHUE MTOTHOIKPAHHOTO PEIKIMA
public void FullScreenON()

{
if (options_fullscreen.isOn)
{
Screen.fullScreen = true;
}
else

Screen.fullScreen = false;

}

SaveSystem.optionsData.isFullScreen = Screen. fullScreen;

}

//VI3MeHeHHe TYYHOCTH MY3bIKI
public void ChangeMusicVolume()

{

mixer.audioMixer.SetFloat("MusicVolume", options_musicVolume.value);
SaveSystem.optionsData.musicVolume = (int)options musicVolume.value;
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}

//VI3MeHeHre Ty4YHOCTH 3BYKOB

public void ChangeSoundsVolume()

{
mixer.audioMixer.SetFloat("SoundsVolume", options_soundsVolume.value);
mixer.audioMixer.SetFloat("OtherSoundsVolume", options_soundsVolume.value);
SaveSystem.optionsData.soundsVolume = (int)options_soundsVolume.value;

}
}

Jlictunr PauseMenu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Audio;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class Pause_Menu : MonoBehaviour
// bool GamelsPaused = false;
public GameObject PauseMenuUI;
public static bool PauseMenulsON = false;

void Update()

//Tlpn HaxxaTHH escape

if (Input.GetKeyDown(KeyCode.Escape) && !PortalManager.PortalMenulsON

!InventoryManager.InventoryIsON && !TradeManager. TradeMenulsON)

//Ecnu murpa Ha nay3e
if (PauseMenulsON)

/Y 6path may3y
Resume();

}

else
{
//TlocTaBUTh Ha TIAY3Yy
Pause();
}
}
}

void OnDestroy()
{

Resume();

}

//BOCCTaHOBIIEHUE UTPHI

public void Resume()

{
PauseMenuUI.SetActive(false);
Time.timeScale = 1f;
PauseMenulsON = false;

}

//Mlay3a urpst

public void Pause()

{

PauseMenuUI.SetActive(true);

Time.timeScale = 0f;

PauseMenulsON = true;

PauseMenuU]I.transform.GetChild(0). GetComponent<Button>().Select();
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}

public void Options()
{
// Time.timeScale = 1f;
SceneManager.LoadScene("Options");
}
//CoxpaHeHre Hy>KHBIX TaHHBIX U IIePEX0]] Ha TIIAaBHOE MEHIO
public void MainMenu()
{
// Time.timeScale = 1f;
SceneManager.LoadScene("Main_Menu");
}
//CoxpaHeHHe HYKHBIX JaHHBIX U BBIXOJI U3 HUTPbI
public void Exit()
{
Application.Quit();
}
}

Jlictunar PortalManager.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

public class PortalManager : MonoBehaviour

public GameObject PortalMenuContainer;
public static int currentWorkingPortalID;
public static bool PortalMenulsON = false;
Button[] buttonsObj;

void Start()

{

buttonsObj = PortalMenuContainer.GetComponentsInChildren<Button>(true);

for (int i = 0; 1 < buttonsObj.Length / 2; i++)
{
Button tmp = buttonsObj[i];
buttonsObj[i] = buttonsObj[buttonsObj.Length - i - 1];
buttonsObj[buttonsObj.Length - i - 1] = tmp;
}
}

void Update()
{

if (PortalMenuContainer.activeSelf)

{
PortalMenulsON = true;

if (Input.GetKeyDown(KeyCode.Escape) && 'PauseMenu.PauseMenulsON
!InventoryManager.InventoryIsON)
DeactivatePortalUI();

for (int i = 0; i < SaveSystem.saveData.passedPortals.Count; i++)
{
for (int j = 0; j < buttonsObj.Length; j++)
if (SaveSystem.saveData.passedPortals[i] == j)

buttonsObj[j].gameObject.SetActive(true);
H
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}

H
}
else
PortalMenulsON = false;
}
public void DeactivatePortalUI()
{

PortalMenuContainer.SetActive(false);
Time.timeScale = 1f;

}
}

Jlictunr TeleportTo.cs:

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

public class TeleportTo : MonoBehaviour
public GameObject PortalMenuContainer;//, PortalsContainer;

public void TeleportPlayerToPortal(GameObject portalToTeleport)
{

PlayerScript.rb.gameObject.transform.position = new Vector3(
portalToTeleport.gameObject.transform.position.x,
portalToTeleport.gameObject.transform.position.y,
PlayerScript.Player.transform.position.z);

GameObject[] PortalsObjArray = GameObject.FindGameObjectsWithTag("Portal");

PortalsObjArray[PortalManager.currentWorkingPortalID].GetComponent<Animator>().SetBool("Portal Activated",

false);
//Deleting activated portal in save data after portal has been used

SaveSystem.saveData.activatedPortals.RemoveAt(SaveSystem.saveData.activatedPortals.IndexOf(PortalManager.curre
ntWorkingPortalID));

PortalMenuContainer.SetActive(false);
Time.timeScale = 1f;

// for (int i = 0; 1 < PortalsContainer.transform.childCount; i++)
/4
/I PortalsContainer.transform.GetChild(i). GetComponent<Animator>().SetBool("Portal Activated", false);
/'Y
§
§

Jlictuur Trade.cs:

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

public class Trade : MonoBehaviour

{
public GameObject WingsText, ClockText, CrystalText, BuyWings, BuyClock, BuyCrystal;

public GameObject NotEnoughtMoney Wings, NotEnoughtMoney Clock, NotEnoughtMoney Crystal,
//BKITIOYEHHE ONMUCAaHMs M KHOIIKH JUIsl IOKYIIKK IPH HAXKAaTHH Ha KPbUIbsl B MEHIO ITOKYIIOK
public void ClickWings()

{
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WingsText.SetActive(true);
ClockText.SetActive(false);
CrystalText.SetActive(false);

BuyWings.SetActive(true);
BuyClock.SetActive(false);
BuyCrystal.SetActive(false);

NotEnoughtMoney Crystal.SetActive(false);
NotEnoughtMoney Clock.SetActive(false);
}

//BKITIOYEHIE OMUCAHUS W KHOTIKH TSl TOKYITKH PH HAXKaTHH HA 9acChl B MEHIO MTOKYIIOK
public void ClickClock()
{

WingsText.SetActive(false);

ClockText.SetActive(true);

CrystalText.SetActive(false);

BuyWings.SetActive(false);
BuyClock.SetActive(true);
BuyCrystal.SetActive(false);

NotEnoughtMoney Wings.SetActive(false);
NotEnoughtMoney_Crystal.SetActive(false);
}
//BKH}O‘IeHl/Ie OIMMCAHUS U KHOIIKU OJIsd HOKyHKI/I HpI/I Ha>XaTUH HA KpI/ICTaJ'LH B MCHIO HOKyHOK
public void ClickCrystal()
{
WingsText.SetActive(false);
ClockText.SetActive(false);
CrystalText.SetActive(true);

BuyWings.SetActive(false);
BuyClock.SetActive(false);
BuyCrystal.SetActive(true);

NotEnoughtMoney Wings.SetActive(false);
NotEnoughtMoney_Clock.SetActive(false);

}
//Pa3perieHne WK 0TKa3 Ha OKYIIKY KPBUILEB
public void buyWings()
{
if (PlayerPrefs.GetInt("Counter") >= 2 && PlayerPrefs.GetInt("BoughtWings", 0) < 3)
{
PlayerPrefs.SetInt("fromTradeWings", 1);
H
else
{
NotEnoughtMoney Wings.SetActive(true);
H
}
//Pa3periieHre Wik OTKa3 Ha MOKYIIKY YacoB
public void buyClock()
{
if (PlayerPrefs.GetInt("Counter") >= 3 && PlayerPrefs.GetInt("BoughtClock", 0) < 3)
{
PlayerPrefs.SetInt("fromTradeClock", 1);
H
else
{
NotEnoughtMoney Clock.SetActive(true);
H
}

79



//Pa3perieHue Ui 0TKa3 Ha IOKYIKY KPHCTAJLIOB
public void buyCrystal()

{
if (PlayerPrefs.GetInt("Counter") >= 3 && PlayerPrefs.GetInt("BoughtCrystal", 0) < 3)
{
PlayerPrefs.SetInt("fromTradeCrystal", 1);
H
else
{
NotEnoughtMoney Crystal.SetActive(true);
H
}

}

Jlictunr TradeBuyltem.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

public class TradeBuyltem : MonoBehaviour

{

public TradeManager tradeManager;
void Start()

gameObject.GetComponent<Button>().onClick.AddListener(() => Buyltem());
}

void Buyltem()
{

int itemPrice = InventoryManager.currentltems[tradeManager.currentChosenltemID].price;

if (InventoryManager.currentltems[0].count >= itemPrice)

{
InventoryManager.Removeltem(0, itemPrice);
InventoryManager.AddItem(tradeManager.currentChosenltemID, 1);

}
}
}

Jlictunr TradeltemContainer.cs:

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.UI;

public class TradeltemContainer : MonoBehaviour
{

public int itemID;

public TradeManager tradeManager;

void Start()

{
gameObject.GetComponent<Button>().onClick.AddListener(() => ChangeChosenltemID());

gameObject.transform.GetChild(0).GetComponent<Image>().overrideSprite
InventoryManager.currentltems[itemID].inventoryView;

gameObject.transform.GetChild(1).GetComponent<TextMeshProUGUI>().SetText(""
InventoryManager.currentltems[itemID].price);

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

{
}

public void ChangeChosenltemID()
{
tradeManager.currentChosenltemID = itemID;
}
}

Jlictunr TradeManager.cs:

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.UT;

public class TradeManager : MonoBehaviour

public GameObject TradeMenu;

public TextMeshProUGUI itemNameText, itemDescriptionText;
public Animator pressFAnim;

bool inTradeZone = false;

public static bool TradeMenulsON = false;

public int currentChosenltemID = 1;

void Start()

{
// anim = gameObject. GetComponent<Animator>();
}
void ActivateTradeMenu()
{

TradeMenu.SetActive(true);

Button[] tradeMenuButtons = TradeMenu.GetComponentsInChildren<Button>(true);
// tradeMenuButtons[0].onClick.Invoke();
tradeMenuButtons[0].Select();

Time.timeScale = 0;
TradeMenulsON = true;

}

public void DisactivateTradeMenu()

{
TradeMenulsON = false;
TradeMenu.SetActive(false);
Time.timeScale = 1;

}

void InTradeZone()

{

if (Input.GetKeyDown(KeyCode.F) && !Pause Menu.PauseMenulsON && !InventoryManager.InventorylsON &&
!PortalManager.PortalMenulsON)

{
ActivateTradeMenu();

}

if (Input.GetKeyDown(KeyCode.Escape) && TradeMenulsON ||
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Input.GetKeyDown(KeyCode.Tab) && TradeMenulsON)
{

DisactivateTradeMenu();
}
}

void Update()

{
if (inTradeZone)

{
InTradeZone();

}

if (TradeMenulsON)

{
itemNameText.SetText(InventoryManager.currentltems|currentChosenltemID].name);
itemDescriptionText.SetText(InventoryManager.currentltems[currentChosenltemID].description);

}
}

void ActivatePressF(Collider2D col)

if (inTradeZone)

{
pressFAnim.SetBool("Press F_Show", true);
pressFAnim.SetBool("Press F Hide", false);

}
}

void OnTriggerEnter2D(Collider2D col)

if (col.tag == "Player")
{
inTradeZone = true;
ActivatePressF(col);

}
b

void OnTriggerStay2D(Collider2D col)
{
if (col.tag == "Player")
{
inTradeZone = true;
ActivatePressF(col);

}
}

void OnTriggerExit2D(Collider2D col)

{
if (col.transform.gameObject.layer == LayerMask.NameToLayer("Player"))

{
inTradeZone = false;
pressFAnim.SetBool("Press_ F Hide", true);
pressFAnim.SetBool("Press F_Show", false);

}
}
}

Jlictuar Ambient.cs:

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

82



public class Ambient : MonoBehaviour
//TlepeMeHHast XpaHsIIas B ced¢ KOMIIOHCHT C SMOHEHTOM
private AudioSource Source;

void Start()
{

Source = GetComponent<AudioSource>();
H
//Tlpu BX0Ji€ B TEPPUTOPHIO
void OnTriggerEnter2D(Collider2D other)

if (other.tag == "Player")

Source.Play();

H
}

//TIpu BBIXO[IE W3 TEPPUTOPUN
void OnTriggerExit2D(Collider2D other)

Source.Stop();

H
H

Jlictuar AmbientManager.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Audio;

public class AmbientManager : MonoBehaviour
{

public AudioMixer audioMixer;

AudioSource audioComponent;

bool ambientlsWorking = false;

IEnumerator audioCoroutine;

void Start()
{

audioComponent = gameObject. GetComponent<AudioSource>();

}

[Enumerator PlayAmbient(AudioClip ambient)
{
ambientlsWorking = true;
audioComponent.clip = ambient;
audioComponent.Play();

string exposedParam = "OtherSoundsVolume";

float duration = 4f;

float targetVolume = SaveSystem.optionsData.soundsVolume;
float currentTime = 0;

float currentVol;

audioMixer.GetFloat(exposedParam, out currentVol);

while (currentTime < duration)

{

currentTime += Time.deltaTime;
audioMixer.SetFloat(exposedParam, Mathf. Lerp(currentVol, targetVolume, currentTime / duration));
yield return null;
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}

yield return new WaitForSeconds(ambient.length);

audioComponent.Stop();
ambientlsWorking = false;

}

IEnumerator FadeAmbient()
{
string exposedParam = "OtherSoundsVolume";
float duration = 4f;
float targetVolume = -80;
float currentTime = 0;
float currentVol;

audioMixer.GetFloat(exposedParam, out currentVol);

while (currentTime < duration)

{

currentTime += Time.deltaTime;
audioMixer.SetFloat(exposedParam, Mathf.Lerp(currentVol, targetVolume, currentTime / duration));
yield return null;

}

audioComponent.Stop();
ambientlsWorking = false;

}

public void AddAmbient(AudioClip ambient)

if (lambientIsWorking)
{
audioCoroutine = PlayAmbient(ambient);
StartCoroutine(audioCoroutine);
b
H

public void StopAmbient()
{

if (ambientlsWorking)

{
StopCoroutine(audioCoroutine);
StartCoroutine(Fade Ambient());

}

}
}

Jlictuar AmbientTrigger.cs:

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

public class AmbientTrigger : MonoBehaviour

{

AmbientManager ambientManager;
public AudioClip ambient;

Pemra xony Oyzae Ha THCKY.
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