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PEDEPAT

[TosicuroBanibHa 3anucka: 107 c., 15 puc., 3 goxa., 26 mxepen.
O06'exT po3pobKu: irpoBuii 1oaaTok Ha maTdopmi Unity 3a ronomororo C#

Mera kBamidikariitHoi po6oTH: po3poOKa IrpoBOro J0JaTKa 3 BUKOPUCTAHHAM
mabJoOHIB 1 MAaTepHIB NPOEKTYBAHHS, a TAaKOX CYYaCHUX METOJIB HANUCaHHS
nporpamMHoro koay Ha ocHoBl npuHnuniB OOII 1 SOLID. KinneBa meTa - CTBOpEHHS
TOTOBOT'O IFPOBOTO 3aCTOCYHKY, SIKMI OyJi€ 3a/I0BOJIbHATH CIIOKMBAYiB, PO3BUBATH 1X
aHAJIITHYHI 3110HOCTI Ta HABUYKHU CTPATEr1YHOIO MUCIICHHS, @ TAKOXK 3a0e31euyBaTi
JUHAMIYHY 1 BECEJIy B3a€EMOJIIIO 3 Tporo. ['pa Oynie cTuMynntoBaTH Ta BIOCKOHAIIOBATH
aHaMITU4YHI 3110HOCTI TrpaBLIB Ta BIUIMBAaTH HA 3MEHIIEHHS CTpecy MiJ Yac
IPOBOJIPKEHHS 4acy 3a BUPILIEHHSAM IrpOBUX 3a]1a4.

VY BCTymi po3MIsSiIaeThes aHaji3 MpoOJeMH, BKa3ye€ThCs MeTa KBali(iKamiiitHo1
poboTu 1 Tamy3b ii 3aCTOCYBaHHsS, HABOJIUTHCS OOIPYHTYBaHHS aKTyaJbHOCTI
IpeIMETa, TOSICHIOETHCS (POPMYITFOBAaHHS 3aBIaHHS.

VY nepuomMy po3auii MiCTUTBCS OIS MPEIMETHOT 00J1acTl 1 JOCTYIHUX PIlICHb,
aKTYaJIbHICTh 3aBJaHb 1 M€Ta PO3POOKH, a TAKOK (OPMYIIIOBaAHHS 3aBaHb.

Hpyruii po3nin Briarodae BUOIp TwiatGopMu po3poOKH, MPOEKTYBAHHS Ta
pO3pOOKYy J10/maTKa, OMUC aNTOPUTMYy Ta (YHKIIOHAIBHOI CTPYKTYypH [OJATKa.
OnucyroThCs TEXHIYHI 3aC00H, III0 BHKOPUCTOBYIOTHCS JIJIsl BUKOHAHHSI 3aBJIaHHS.

B exkoHOMIYHINi 4YacTWHI BHW3HAYA€THCS BapTICTh PO3POOKH IPOTPaAMHOIO
3a0e3ne4eHHs, TOOTO PO3PAXOBYETHCS BAPTICTh CTBOPEHHS MPOTPAMU 1 OI[IHIOETHCS
gac, HeOOX1THHUH I 11 CTBOPECHHSI.

[TpakTHuHe 3HAUYEHHS TOJSATA€ y CTBOPEHHI IrpOBOTO JOAATKY, SIKMH Ha eTami
TOTOBOTO NPOAYKTY OyjAe 3aJ0BOJBHATH YCIM MOTpedaM KOpUCTyBada, 1 B
NOJaNbIIOMY 3a0e3leuyBaTUMe CTPYKTYpPOBaHUM 1 MacIITaA0OBaHUM KOJ, IO JACTh
3MOTY CKOPOTHUTH 4ac po3poOJI€HHSI HOBOT IrPOBOI JIOT1KH, MIABUIIUTHU SIKICTh KOAY Ta
HOJIETTIUTH MO0 NIATPUMKY.

AKTyanbHICTh po3p0o0KH 00yMOBJIEHA OMYJISIPHICTIO IrOp SIK 3ac00y po3Baru, 1o
IIUPOKO BUKOPHUCTOBYETHCS JIFOABMH PI3HOTO BiKy. 3 PO3BUTKOM TEXHOJIOTIH Ta
MOSIBOIO0 MOOUTEHUX MPUCTPOIB ITPH CTAIOTH I11€ OUTBIIT JOCTYITHUMU Ta MOMYJISIPHUMH,
CTBOPIOIOYM MOMUT HA HOBI Ta 3aXOIUIIOIOU1 ITPOBI JJOJATKHU.

Crucok KII0YOBHX CJIB: pNITY, C#, OOII, SOLID, TATEPHHU, ITPOBUI
JOIATOK, I'POBUUA PYIIIN, ITPOTPAMA, ITIPOEKTYBAHHAI.



ABSTRACT

Explanatory note: 64 p., 15 figures, 3 appendix, 26 sources.
Development object: game application on the Unity platform using C#

The purpose of the qualification work: development of a game application using
design templates and patterns, as well as modern methods of writing program code
based on the principles of OOP and SOLID. The ultimate goal is to create a ready-
made game application that will satisfy consumers, develop their analytical and
strategic thinking skills, and provide dynamic and fun interaction with the game. The
game will stimulate and improve the analytical skills of players and help reduce stress
while spending time solving game problems.

The introduction discusses the analysis of the problem, indicates the purpose of
the qualification work and its field of application, provides a justification for the
relevance of the subject, and explains the task formulation.

The first section provides an overview of the subject area and available solutions,
the relevance of the tasks and the purpose of the development, as well as the task
formulation.

The second section includes the selection of the development platform, design and
development of the application, description of the algorithm and functional structure
of the application. The technical means used to perform the task are described.

The economic part determines the cost of software development, i.e. calculates
the cost of creating an application and estimates the time required to create it.

The practical significance lies in the creation of a game application that, at the
stage of the finished product, will satisfy all user needs and, in the future, will provide
structured and scalable code, which will reduce the time for developing new game
logic, improve the quality of the code and facilitate its maintenance.

The relevance of the development is driven by the popularity of games as a means
of entertainment that is widely used by people of all ages. With the development of
technology and the emergence of mobile devices, games are becoming even more
accessible and popular, creating demand for new and exciting gaming applications.

List of keywords: UNITY, C# OOP, SOLID, PATTERNS, GAME
APPLICATION, GAME ENGINE, PROGRAMME, DESIGN.



INEPEJIIK YMOBHHUX ITIO3HAYEHD

GUI — Graphical User Interface;

IT — Information Technology;

JSON - JavaScript Object Notation;

MVC — Model-View-Controller;

SOLID — (Ilpunnunu nu3aiiny 06'€KTHO-OpIEHTOBAHOTO MTPOTpaMyBaHH);
Ul — User Interface ;

OOII — O6'ekTHO-0piEHTOBAHE MTPOTrpaMyBaHHS;

OC — Omnepatiiiina cucrema,

[13 — IIporpamue 3abe3reueHHs.
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BCTYII

IrpoBa iHaycCTpis - i€ He Jauile (hopma po3Bary, ajie i 3Ha4uHa rajly3b €eKOHOMIKH.
Bona npezcrasisie co0010 BeuKHil 613HEC, SIKHI 3pOCTae Ta PO3BUBAETHCS 3 KOKHUM
pokoMm. B Vkpaini irpoBa 1HIyCTpis TaKOX Ma€ BEIMYE3HUN BIUIMB 1 MPUHOCHUTH
3HauHUi TpUOyTOK. TOMy Ha CHOTOJEHHS pPO3pOOKa 1 TOKPAIICHHS IrPOBUX
3aCTOCYHKIB € PEJIEBaHTHOIO 3ajaaueto Juisi nporpamictiB. IT ramy3s nalOpana mayxe
IIBUJIKMX TEMITIB PO3BUTKY TEXHOJIOT1H, HEMHHAIOU1 1 TeiiMieB. Beaukum 3HaueHHSIM
aKTyaJbHOCTI TEMH TaKO)X € BHKOPHUCTAaHHS IeMJICB TEXHOJOTIH y 1HImHX cdepax:

OCBITa, MEIMIIMHA, BIKNCHKOBA CIIpaBa, O13HEC Ta HAYKOBI1 JTOCIIHKCHHSI.

3HayHa YacTUMHA IMpPOLECIB y BUPOOHHUITBI IrPOBOro AOJATKY IOB'A3aHa 13
PO3pOOKOI0 Ta 3aCTOCYBaHHAM (hYHKIIIOHATY, SIKWW 3a0€3MeUnTh TPaBIeBl IPHUEMHHUIMA
ITpOBUHM JOCBIJ 1 BiAMOBiTaTHME MoOaKaHHAM KopucTyBada. [Ipormec po3poOku
BKJIIOYa€ B ce0€ NPOEKTYBAHHS apXITEKTYpu MaillOyTHBOTO MHPOrpamMHOro KOAY,
CTBOPEHHSI PI3HUX ITPOBHX MEXaHIK, BKIFOYAOUH iHTep(dEic Ta 3BYKOBHI CYITPOBIJ.
OxpiM 11OT0, BaXkJIMBA ONTHUMI3aLlsl TPOIYKTY Ui Pi3HUX IUIATPOpPM, TECTyBaHHS.
Takum yMHOM, MOCTa€ 3aBAAHHS JOCSATHYTH 17€asIbHOTO OalaHCy MiX moTpebaMu

KIHIICBOTO KOPHCTYBaua 1 BUKOPUCTAHHS JOCTYITHUX PECYPCIB.

JlJis onTHMallbHOI BUTPATH Yacy Ta KOIITIB, Ki € OOMEXKEHUMHU PECypCamu,
TIEPIIIUM 1 TOJIOBHHMM 3aBIaHHSIM € po3po0Ka Au3aiiHy npoekTa. Lle BakauBwmii eTarn, Ha
SKOMY BH3HAYaOThCS OCHOBHI aCMEeKTH MalOyTHHOTO TPH, IO BKIIOYAIOTH B ceOe
irpoBy mexaniky, cucremu GUI ta Ul, apxiTektypy nporpamHoOro 3a0e3neyeHHs,
noaaTkoBl (peliMBOpku Ta 010mioTeku, 1 Oararo iHmoro. Ilepmr 3a Bce 1e gae
PO3yMIHHSI PaMOK MPOEKTY 1 MOXKIIMBICTh CKOHIICHTPYBATHCS HAa BUKOHAHHI TIEBHUX
3aB/laHb, a TaKOX [O3BOJIAE YSBUTH, SIK Tpa Oyle NpaimroBaTH, B3AEMOJIATH 3
KOPHUCTYBaueM 1 sKI JOJATKOBI 3aco0M 3HAM0OIATHCS Mij dyac po3poOkwm. Lli eramm
JI03BOJISIFOTH PO3MOJUIATH BCl aCTIEKTH PO3POOKH TP Mepe]] MOYaTKOM, 10 3MEHIITY€E

PU3HMKHU TOMHUJIOK Ta J03BOJISIE €(PEKTUBHIIIE BUKOPUCTOBYBATH PECYPCH.



Merta miei kBamidikaiiHoi podOTH € MOABIHHOIO: JAEMOHCTpAIlis MPUHIUIIIB
OOII, SOLID Ta narepHiB MPOEKTYBaHHS, L0 3aCTOCOBYIOThCS IIPU PO3pOOLI irop B
Unity, noBemeHHS iXHBbOI €(EKTUBHOCTI Ml TOKPALICHHS apXiTeKTypH 1rop,
MacIITabOBAHOCTI Ta CYNPOBOKYBAHOCTI KOJY, a TAKOXK PO3p0o0OKa rOTOBOTO irpOBOTO
NOJIaTKy, SKUW HaJae MOXJIMBICTH OTPUMAHHS BiJl MPOBOJKEHHS Yy T'pl TapHOro
KOPHUCTYBAIIbKOTO JIOCBIly, 3HIDKEHHS PIBHS CTpPECy Ta CIHPHUSHHS KOTHITUBHOMY

PO3BUTKY, BKIIFOYAIOYH MOKPAIEHHS TBUIKOCTI TPUIUHATTS PIllICHb.

Pe3ynpraToM BUKOHAHHS JaHOI POOOTH € IrpOBUN NOAATOK, SIKMM JO3BOJIUTH
KOPUCTYBAu€Bl 3HITU CTPEC, 30CEPEIUTUCS Ha Po3poOIill cTpaTerii Ta TaKTUYHUX
3MOHOCTSIX, @ TAaKOX 3HAWTH HaWKpamui crocid BHKOHAHHS ITOCTaBIICHHX ITLICH.
3aBAsSKA BUKOPUCTAHHIO IA0JIOHIB 1 MATEPHIB IPOEKTYBAHHS, 10IATOK MaTUME 3MOTY
JUISL JIETKOTO PO3IIUPEHHS 13 3aCTOCYBAHHSIM MAaJHMX PECYPCiB Ui MiATPUMKH

3aIiKaBJICHOCTI KOPHUCTYBAYiB JI0 IrPOBOTO IIPOIIECY.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA IOCTAHOBKA 3ABJIAHHS

1.1 3aranabHi BizomMocTi 3 mpeaMeTHOI raaysi

Bineoirpu csratoTb CBOIM KOPIHHAM B1Jl IPUMITHBHUX TEKCTOBUX MPUTO/I, B IKUX
rpaBlili, BAKOPUCTOBYIOUU JIUIIIE CBOIO YsIBY Ta MUCHbMOBI KOMaH[IH, JOCIIIKYyBalu
BipTyasibhuii cBiT. OAHAK, 3 4YacoM IHAYCTpisd NEpPEeTBOpUiIAcs Ha TiraHra, SKUAW
OXOIUTIOE BEJTMKE PI3SHOMAHITTS KaHPiB, 3aHYPIOIOYHN T'PABIIIB Y HOBI CBITH HAIMlOBHEHI
NPUTOJIOMIIUTUBOKO  Tpadikolo, 3alllyTaHUMU — CIOKETaMHu Ta  Oe3MEeKHUMU
MOXJIMBOCTAMH. CpOTOAHI JIOAM TpPalOTh HE JMIIE 3apaad po3paru. HoBiTHe
MIOKOJIIHHS TeMepIB - 1€ HE MTPOCTO HAIlisl UM HaBITh KOHTUHEHT, a TJIOOAIbHE SBUIIIE.
EBomronist icTopii irop - ue 3aAyMJIMBHUIA BHUpa3 JIOACHKOI Mpaili, TBOPUOCTI Ta
HEBMUHHOI NOTPeOU B IHHOBAIlIsAX. BiJl mMpocTHX YaciB IrpOBUX aBTOMATIB JI0 CKIaAHOI
epu JOMAIlIHIX KOHCOJIEW Ta TOsIBU 0araTOKOPHUCTYBAIIbKUX OHJAWH-ITOp - 1I€

KOPOTKUM OMUC BIYHOTO MIParHeHHs JI0JICTBA 0 JTOCKOHAJIOCTI.

VY cydacHomy 1udpoBOMYy CBITI IHAYCTpisS BIJICOITOp € JOCUTH BEJIHMKOI Ta
MIHJIUBOIO Taly3310, 1€ PO3POOHHUKH MMOBUHHI TIOCTIMHO MPUCTOCOBYBATHCS 10 HOBHX
TEXHOJIOTIA Ta BMOA00aHb TeiiMepiB. Y IIbOMY KOHTEKCTI 3aCTOCYBaHHS 00'€KTHO-
opientoBanoro mnporpamyBanHs (OOII), mpunuumie SOLID, a Takox naTepHiB
MPOEKTYBAHHS BUSBISIETHCS KIIOUYOBUM (AKTOPOM JJisi  pO3pOOKH  HAIINHUX,

PO3IIMPIOBAHUX 1 BIIOPSIIKOBAHUX B1EOITOP.

Brecok po3poOku Bifeoirop He OOMEKYEThCS JIMLIE pO3BaraMH, a OXOILUIIOE
MUPIIUN CHEKTp cdep, SKi BKIIOYAIOTh OCBITY 1 CHUMYISINIO pPEaThbHUX POOOUHX
nporieciB. Irpu, K ekcriepuMeHTabHI MPOIIECH, TOKIUKaHI 1aBaTH CKJIaHI 3aBIaHHS,
K1 3aXOIUTIOI0Th, 3aJIy4aloTh, @ TAKOX PO3BaXKaroTh rpasuiB. 1100 peamizyBatu 1eit
MOTEHI[IaJI, PO3POOHHKM TOBHHHI BUKOPHCTOBYBATH CTPYKTYPOBaHUM MiAXiJ Ta

JIOCBII.
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IrpoBa iHmycTpist TicHO MoOB'A3aHa 3 miatgopmoro po3podbku Unity, 1 BoHA HE
MOXke OyTH HIYMM I1HIIUM, SIK YaCTUHOO 1i icTopli. OCHOBOIO miIatrgopmu € mpoOHa
BepcCisl iIrpoBOro pyiiis, sika Oyna ctopeHa y 2005 poiri. 3 MOMEHTY CBOTO CTBOPEHHS
Unity 3a3Hama TOpOrpecMBHUX OHOBJIICHb Ta ONTHMI3allli, MO CBIAYUATH MpO i
HAJIHHICTh, THYYKICTb Ta 3py4YHE CepeloBUIe M1 po3poOHUKIB irop. Te, 1o
MOYMHANIOCS SIK HEBEIMKHI TPOEKT, 3apa3 € OJHUM 3 HAWOUIbII 3B'I3aHUX 1
OaratonuiboBUX GPeHMBOPKIB pO3POOKH, 110 BUKOPHUCTOBYIOTHCS JIJIsS CTBOPEHHS 1r0P.

OcHoBHa MOBa MPOrpaMyBaHHs, gKa BUKOpUCTOBY€eThes B Unity, € C#.

Unity BiOMUI CBO€I0 THYYKICTIO Ta €(QEKTHBHICTIO, 3apa3 € HalKpalum
BHOOPOM JUIS PO3POOHHKIB irop y BChOMy CBiTi. Moro KomIuzekcHmii HaGip
IHCTPYMEHTIB y MO€IHAaHHI 3 nepeoBuMu QyHKIissMH, TakuMu sik OOII ta mabnonu
MPOEKTYBAHHSI, JI03BOJISIE PO3POOHUKAM OE3MEePENTKOTHO PO3POOISTH Ta PO3TOPTATU

CBOI iIrpHu Ha Pi3HUX TUIaTGopmax.

JloTpuMaHHsI TakuX MIAXOJIB MPOrpaMyBaHHS Ja€ PO3POOHMKAM MOKJIUBICTDH
po30uTH 1rpoBHIl (PYHKIIOHAT HA MOJYJIbHI KOMIIOHEHTH, $IKI MOKHA TMOBTOPHO
BUKOPHCTOBYBATH, 100 MaTh 3MOTy 0€3 mpoOsieM MOBTOPIOBATH Ta MOAM(IKYBATH

KOJI.

3acTocyBaHHS TIATEPHIB MPOEKTYBAHHS T'apaHTyE BHKOPHUCTAHHS TEPEBIPECHUX
METOI1B JJIsl BUPIIICHHS MOMUPEHUX AN3aHHEPCHKUX TOJIOBOJIOMOK, IO JOTIOMAararoTh
noOyyBaTH KOHIIETINI0 (yHIAMEHTAIbHOI Ta CTa0lIBbHOI IrpOBOi apXiTEKTypHu. 3
4acoM CTajo OYEBUIHHUM, IO apXITEKTypa BiAEOIrPOBUX JOJATKIB BHUKOPUCTOBYE
npunIunu OOIT, SOLID i matepuu nu3aiiny, mo0 CTBOPHUTH SKICHI Ta JIOBFOCTPOKOBI

IrPOB1 IPOTYKTH.

1.2 Ilpu3HavyeHHs PO3POOKH TA rajy3b 3aCTOCYBAHHS

Po3BUTOK MOOUIBHUX TEXHOJOTIM TPHU3BIB 10 3HAYHOIO 3POCTaHHS

MONYJISIPHOCTI MOOUIBHUX irop. 30KpeMa, TOJIOBOJOMKH, TaKi SK IT'SITHAIIKH,
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3aIIMIIAI0THCS 3aTPeOyBaHUMHU CEepel KOPUCTYBAYiB PI3HOTO BIKY 3aBISKHU iX MPOCTOTI
Ta 3JaTHOCTI TPEHYBAaTH JIOTIYHE MHCIEHHA. Po3poOka Takoi Ipu BUMara€e 4yiTKOro
PO3YMIHHS apXITEKTYpH CHCTEMH, aNTOPUTMIB (YHKIIOHYBaHHS Ta ONTHUMIi3allii

po06OTH HAa MOOITEHUX MPUCTPOSIX.

OcHOBHOIO MeTOI0 IrpoBOro 3actocyHky ‘‘Puzzle & Play” € cTtBOpeHHs
3aXOIUIIOKYOTr0 irpOBOro JIOCBIAY JUIsl TpaBiiB. ['pa mpu3HaueHa Jjis 3HATTS CTpecCy,

OTPUMAaHHSI HACOJIOIX B1JI IFPOBOIO MPOLIECY Ta BIAMOYUHKY BlJ IIOJACHHUX TypOOT.

Kpim toro, “Puzzle & Play” cnpsimoBaHa Ha pO3BUTOK KOTHITMBHHUX 3A10HOCTEH
rpaBiiB. ['0JloBHa MeTa rpu — BHPILIEHHS TOJOBOJOMKHU 3a BiJBeaeHUM yac. ['pa
BKJIFOYA€ TPHU PIBHI CKJIAJHOCTI, IO JIa€ 3MOTY MOCTYIIOBO PO3BUBATHUCH, a JIOTIKA I'pU
po3pobJieHa TAKUM YMHOM, IO HaBITh 3 4aCOM MOKHA OTPUMYBAaTH HAacOJIOIY Bij

HECKIHUCHHOTO Imponecy.

1.3 MigcTaBu 11 po3pooKu

[TizcraBoro a1 po3poOKH € BUMOTH OCBITHBOI IMPOTIPAMH, BIATIOBITHO JIO SKUX
y KIHIIl HaBYaHHS CTYJICHT 3000B's3aHM BUKOHATH KBadidikaiiiiHy poOoTy

BIJIMOBIAHO JI0 HABUAJILHOTO IJIaHY Ta I'padiKiB HABYAIHHOTO MPOIIECY.
Tema poOOTH y3roJKy€eThCs 3 KEPIBHUKOM MPOEKTY, BUITYCKal0Uu010 Kadenporo,
Ta 3aTBEPIKYETHCS] HAKA30M PEKTOpA.
OTtxe, mijcTaBamMu JUisl po3poOKH (BUKOHAHHS KBai(ikaiiitHo1 poOOTH) €:
— ocBiTHA nporpama 121 «IHxkeHepis nporpaMHOro 3a0e3neyeHHs»;
— HaBYaJILHUH IJ1aH Ta rpadik HABYATIHLHOIO MPOIECY;

— Haka3 pexTopa HaiioHanpHOro TEXHIYHOTO YHIBEPCUTETY «JIHINpPOBCHKA
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nomitexHikay Ne 470-c Big 23.05.2024 p;

— 3aBJaHHA HA KBamidikaiiitny poOoTy Ha Temy “Po3pobka irpoBoro gomaTky

Ha tuiardopmi Unity 3 BUKOPUCTAHHSM MIA0JIOHIB 1 MATEPHIB MPOEKTYBAHHS .

1.4 ITocTanoBKa 3aBIaHHA

“Puzzle & Play” — e kinacuuna rosoBosioMka «I1’sTHamkmn», agantoBaHa Jjist
MOOUTFHUX PUCTPOIB. I'paBerb Mae nepecyBaTH INIUTKH Ha IFPOBOMY IOJI1 PO3MIpOM
3x3 (abo 1HIIIOTO PO3MIPY) TAKUM YHMHOM, 11100 JOCITTH BIOPSIAKOBAHOTO CTaHy, /1€
BCI IJTUTKH PO3TAIIOBaHi 3a 3pa3koM. OCTaHHS KIITHHKA Ha TOJI1 3aJIUIIAETHCS

ITyCTOI0, IO A03BOJIAEC IICPCCYBATU ININTKHU.

['pa mpomnonye KinbKa piBHIB CKIaAHOCTI. BoHa po3pobiieHa 3 ypaxyBaHHIM
3pYYHOCTI BUKOPUCTAHHS Ha CCHCOPHUX €KpaHax 1 OMTUMI30BaHa ISl PI3HUX

pO3MIpiB eKpaHiB MOOITLHUX MPUCTPOIB.

["onoBH1 GyHKIIIT rpaBIs:

e HaJAlITyBAaHHS I'PU;

® PO3MOYMHAHHA BUOpaHOI rpu;

byHIIs Tay3u;

® JJOCTPOKOBE 3aKIHYEHHS T'pU Ta BUX1J Y TOJIOBHE MEHIO.
IrpoBnii mpouec:

® OCHOBHOIO MCTOIO I'paBLsA € BI/IpiI_IIeHHH T'OJIOBOJIOMKH 34 BiI[BCI[GHI/Iﬁ gac.
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aHiMauli Ta 3ByKOB1 €()EKTH:

e B Ipil NpHUCYTHI 3BYKOBi e(peKkTu Ta (OHOBAa My3HKa, sIKa 3MIHIOETHCS B
3QJIEKHOCTI BiJ CTAHy TPH;
® B I'pl 3aCTOCOBYETHCS aHIMallli, K1 IPABUJIHHO HAJAIITOBAHI 1 TOJAI0Th

OUIbIIY IHTEPAKTUBHICTb.
[inboBa miardopma:

e Android

1.5. Bumoru 1o nporpamu ado nporpaMHoro BUpooy

1.5.1. Bumoru 10 pyHKIIOHATBHUX XapAKTEPUCTUK

['omoBHOIO MeTOI0 OyIb-IKOT PO3pOOKHM € 3a0€3MEUEeHHS BHCOKOI SIKOCTI
BUXITHOTO Tipoaykry. lle MoXimuBO Iwmmie 3a yMOB JOTPUMaHHS BUMOT

GyHKIIOHATBHUX XapaKTEPUCTHK, a CaMe:

® TIpa TOBMHHA TMpaiioBaTH 0e3 OyIb-IKUX CHUCTEMHHUX 300iB Ta
TIOMMJIOK;

e [OTpiOHE [OUIIbHE BHKOPHUCTAHHS NPOrPAMHUX Ta CUCTEMHHUX
pecypciB aiis 3a0e31eYeHHsI IIJIaBHOI I'PH;

® 3BYKOBUH CYINpOBiJ MOBMHEH OyTH SAKICHAM 1 MIJXOAUTH 10
aTMoc(epu TP, MiICUITIOI0YH BPKEHHS B1Jl TEHMIIICIO;

e y Tpi TMOBHUHEH OYTH TPABWIBHO HaJAIITOBAaHWM OallaHc, 10
MIATPUMYBaTHME 1HTEpEC I'PaBIIf;

e iHTepdeiic MOBUHEH OyTH 1HTYITHUBHO 3PO3YMUIMM 1 3pYyYHHM JJis

KOpPHUCTYBaya,;
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e B Ipl MOBUHHA OyTH aBTOMAaTHU4HA CHUCTEMa 30€PEKEHHS MPOrpecy
rpaBIIs;
® TOTOBUU MPOAYKT IIOBHHEH IMIATPUMYBATH Pi3HI IuiaThopmMu 1

BIIMOBIJIATH iX MOKIUBOCTSIM.

1.5.2. Bumoru a0 ingopmaniiiHoi 0e3nexku

[ndopmartiitna Oe3neka € BaXJIMBUM acleKTOM B PO3poOIi  Oyab-SKOro

IPOrPaMHOTO 3aCTOCYHKY, 1 € OCHOBHI BUMOTY, SIKI TOBUHHI BUKOHYBATHCS:

1. irpoBuii 3aCTOCYHOK IMOBUHEH 3a0e31MeuyBaTy HaJIiHE 30epiraHHs Ta 3aXUCT
OyIb-KOI0 0COOMCTOI 1H(pOpMaLli KOPUCTYBAUIB, a TAKOK OYTH 3aXUILEHUM
BiJl HECAHKIIIOHOBAHOT'O JIOCTYITY Ta BUTOKY JIaHUX;

2. BCl IrpoBi JaHl MOBMHHI OyTu 3ammdpoBaHi, s TOro, mob y pasi
nepexoruieHHs: abo0 BUKPAJICHHS, 3aXWCTUTH YYTIWBY iHMOpMAIiio
KOPHCTYBaua,;

3. IrpoBUI 3aCTOCYHOK IMOBHMHEH OyTH CHPOEKTOBAHHM TaKUM YHHOM, I100
MiHIMI3yBaTH BIUTUB IIKIIJTUBUX TIPOTPaM 1 BIpYCiB;

4. nouiibHUM  Oyae  30€peXeHHS  LUIICHOCTI  JaHUX Yy  BUIMAJKY
Herepen0ayyBaHOrO 3aBEpPIUEHHS 3aCTOCYHKY. Bcl 4yTnuBI JaHi MOBHHHI

30epiraTucsi aBTOMaTHYHO.

1.5.3. Bumoru 10 ckJiaay Ta mapamMeTpiB TeXHIYHMX 3aC00IB
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Jlyist irpoBoro 1oAaTKy rnepeadadeHi MeBHI MiHIMaIbHI TEXHIUHI XapaKTEPUCTUKU

Ta 3aco0Mu.

e OC: Android 5.1 a6o Buig;

e OmneparuBHa nam’sTh: 2 I'B.

1.5.4. Bumoru 10 iHpopMaiiiiHOI Ta MPOrPaMHOI CYyMICHOCTI

I'pa moBuHHa OyTH CyMICHOIO 3 IUIaTOpMaMu, Ha SKUX BOHaA Oyne
3amymeHa. TakoX BOHA IMMOBHHHA OYTH ONTHMI30BaHa JIs Ipale3JaTHOCTI Ha

PI3HMX TUIAX aapaTHUX MPUCTPOIB.

He3anexHo BiJl XapaKT€pUCTHUK MPUCTPOIB, BIIOOPa)KEHHS Ta IrpOBUMA

JIOCBIJl IOBUHEH OYTHU OJTHAKOBUM.

Heszpaxkatoun Ha Bepcito OC Android, irpoBuii 1041aTOK MOBUHEH OYyTH
CyMiCHUM 3  OyJbp-SKOKO  BEpCi€l0, sKa  BIJANOBIIA€  MiHIMAJbHUM

XAPAKTCPUCTHUKAM 3daCTOCYHKY.
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PO3JILI 2
MMPOEKTYBAHHS TA PO3POBKA THOOPMAIIIMTHOI CHCTEMHU

2.1. ®yHKuioHaJIbHE NPU3HAYCHHS iIHpoOpMaLiIiTHOI cUCTEeMH

Ia xBami¢ikaniina podoTa Mae Ha MeTi cTBOpeHHs rpu "Puzzle & Play", saxka e
BIPTYaJIbHOIO BEPCI€I0 KIACUYHOI TOJOBOJIOMKH, MOMI0HOTO M0 Tpu "[I'siTHamku".
OcHOBHE MpU3HAYEHHS LI€i TPU - HAIATU TPaBLUSIM MOXIIMBICTH PO3BAXKHUTUCS Ta
BIJIMIOYMTH, TPAKOYM Y 3aXOIUIIOIOYl TOJIOBOJIOMKH. OCHOBHI €JIEMEHTH IpU Ta iX

dbyHKIIOHATBHE TPU3HAYCHHS BKIIIOYAIOTh:

e CmcTeMa Tma3liB - Ie crenudiyHa CUCTeMa B3aeEMOMAIl MK
pO3TalllOBaHUMHU Ha MOJ1 Trpu (QIIIKAMH, SKa CTBOPIOE TEUMILIEH,
XapaKTEepHUM JUJIS IrOp y KaHpl na3iiB.;

e MexaHiKa nmepeMireHHs (PIIoK J03BOJISIE TPABIICB] MEPEMIINTyBaTH (PIiIIKA
0 MOJIIO TpU, 00 PO3TAIIYBATH iX y BIDHOMY MOPSJIKY, MOAIOHO 10 TpH
"[T'aTHAmKH";

e po3poOieHuit rpadiunuii iHTepdeiic Hagae TPaBIEBI MOKIIUBICTD JIETKO
B3a€EMO/IIATUA 3 TPOIO, BKIIOYAIOYM MOXJIMBICTh Mepemimari (pilmku Ta
MEPerIsIIaTh X MOTOYHE PO3TallyBaHHS,

® CHCTeMa YOpPaBIiHHSA TPOIO JO3BOJISIE TPABLEBI JIETKO MEPETATyBaTH
¢bimky 3a JOMOMOTOI0 JOTHKY Ha €KpaHl CEHCOPHOTO MPUCTPOIO, 1100
KepyBaTH IpoIo;

e cucTeMa BIJIJIIKY 4acy y I'pi, ika OOMEXye KUTbKICTh Yacy JIJIsi BUPIIICHHS

T'OJIOBOJIOMKHM.

KpiM OCHOBHUX €JIEMEHTIB TpH, TAKOX MPHUCYTHI 1HII MOXJIHUBOCTI. ['paBiis
3yCTpidya€e TOJIOBHE MEHIO, B SIKOMY BIH MOK€ HaJIAIUITYyBaTH TPy MiJ CBOI MOTpeOH,
BKIJIIOYAIOYH 3MIHY TapaMeTpiB 3BYKY, MY3UKH Ta TaKTUJIBHOTO BIATYKY, a TaKOX

BUOpATH CKJIQIHICTh Ma3Iy.

17



2.2. Onuc 3acTOCOBAHUX MATEMaTHYHHUX METO/iB

[Ipu po3poOri 11i€i 1rpoBOT MpPOrpaMH BHUKOPHUCTOBYBAIHUCH JIMIIE TMPOCTI

apuMETUYHI METOIU Ta CTaHAapTHA MaTemMaTu4Ha Oi0miorexa Unity Mathf.

3 BUKOpUCTaHUX METOJIB 010mioTeku Mathf MoxxHa Big3HAYMTH 1B1 DYHKITII:

Clamp ta FloorTolnt.

Clamp — e gyHKkIis, sika 0OMeKye 3HaYSHHS YKCIIa B IEBHOMY Jtiana3oHi. Bona
npuiiMae TpU apryMEHTH: 3HAUYCHHS, Ke MOTPIOHO 0OMEKHUTH, MiHIMAJIbHE 3HAYCHHSI
Jianma3oHy Ta MakCUMaJbHE 3HAYCHHS Aiama3oHy. SIKIo mepeaaHe 3HAYCHHS MEHIIE
MIHIMAJILHOTO, BOHO Oy/Je 3aMiHEHO Ha MiHIMaJbHE 3HAYCHHs. SIKIIO TiepenaHe
3HAYCHHS OUIbIIIE MAKCHUMAJIBHOTO, BOHO OyJi€ 3aMiHEHO Ha MaKCHUMaJlbHE 3HAUYCHHS.
Skimo 3HaYeHHS 3HaXOIUTHCS B MEXKaX Jialma3oHy, BOHO 3aJIMIIATHCS Oe3 3MmiH. Llei
METOJI Jy>K€ KOPUCHMM jis OOMEXKEHHS 3HAaueHb i 4ac poOOTH 3 PyXOMHUMHU

00'ekTamu, mapaMeTpaMu KOpUCTyBaya Ta IHIIUMU 3HAYEHHSIMH B IrPOBOMY ITPOIIEC.

Meton FloorToInt B Unity BHKOHYE OKPYTJICHHS YHCIa IO HAWOIMKYOTO
MEHIIIOTO IIIJIOTO YHWCJIa 1 MOBEepTae WOro y BUTIAMI 1mitoro umcina. Lleir merton
KOPUCHUH ISl CUTYyalliif, KOJIM MOTPIOHO OTPUMATH I[JIE YUCIO, MEHIIEe abo piBHE
BX1JJHOMY 3HAYEHHIO, 30KpeMa, Ipu poOO0TI 3 MO3ULISIMU 00'€KTIB B IrPOBOMY MPOCTOPI1

ab0 mpu poOOTI 31 3MIHHUMH, IO TOTPEOYIOTH MUJTUX 3HAYCHb.

2.3. Onuc BUKOPUCTAHUX TEXHOJIOTiH Ta MOB IPOrpPaMyBaHHS

Jiist po3po0KH 10AATKYy BUKOPUCTOBYEThCA pymiiid Unity.

Unity € oqHUM 3 HaWMOMYJISPHIIIUX ITPOBUX JIBUTYHIB, 110 BUKOPUCTOBYETHCS

1utst ctBopeHHs 2D ta 3D irop. 3aBasku cBO1HM MOTYKHOCTI Ta THY4YKOCT1, Unity 3100yB
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BU3HAHHS cepell pO3pOOHUKIB YChOTO CBITY. B 1IbOMYy TEKCTI pO3IIISTHEMO KIFOUOBI

nepeBaru Ta Hefodiku Unity, a TaKoK HOTO BIUTUB Ha MPOIIEC PO3POOKH irop.
Jlnst Unity XxapakTepHi Taki lepeBaru:

e Unity miarpumye CTBOpPEHHs irop IS pisHuX Iwiatdopm, Bkimoudaroun [1K,
Mo0O11bHI TpUcTpoi (10S, Android), koncomi (PlayStation, Xbox), Be0-Opay3epu
ta iHmi. lle mo3Bomsie po3poOHHMKAM OJHOYACHO OXOIUTIOBATH IIMHPOKY
ayJIuTopito 6€3 HeoOX1JHOCTI 3HAUHUX 3YCUJIb HA TOPTYBaHHS;

e Unity mMae iHTYiTUBHUN iHTepdeiic Ta BIJHOCHO HU3BKUU MOPIT BXOAY MAJIA
HoBadukiB. lle 3a0e3medyeThcss BETUKUM OOCSTOM JOKyMEHTAIlli, HaBYAIbHHUX
MarepiajiiB Ta aKTUBHOK CIIUJIBHOTOIO, sIKa TOTOBa JOMOMOITH Y pa3si
BUHUKHEHHS TTUTAHb,

e Unity Hamae po3poOHUKAM JOCTYN JO MOTYXHHUX IHCTPYMEHTIB JUIsl poOOTH 3
rpadikoro, ¢i3MKOI0, aHIMAIl€0 Ta IITYYHUM 1HTeleKToM. Lle mo3Boiisie
CTBOPIOBAaTHM BHCOKOSKICHI ITPOBI MPOJIYKTH, HE BJAIOYHCh J0 CTOPOHHIX
010J110TEK;

e Unity miaxoguTh SK I HEBEJIUKUX 1HII-TIPOEKTIB, TaK 1 JJIs BEIUKUX
KoMepuiiHux irop. Lle no3Bonsie KoMaHIlI pO3pOOHMKIB 3pOCTAaTh Ta

PO3IINPIOBATH CBOI MOXKITUBOCTI Pa30M 3 TIPOEKTOM.
[Ipore sk # 10 poaykTH, Unity Mae cBOi HEJOMIKHU:

e Unity Moxke OyTH TOCHTHh BUMOTJIMBHM JI0 allapaTHUX PECypcCiB, OCOOINBO MPH
poOOTI 3 BETUKUMM NPOEKTAMH Ta BHUCOKOSKICHOIO rpadikor. Lle Mmoxe
IPU3BOJUTH JI0 3HMKEHHS MPOAYKTUBHOCTI, OCOOJIMBO Ha CTAPIIIMX YU MEHII

MOTYHHUX MPUCTPOSIX;

e xou4a Unity nmpornoHnye 0€3KOIITOBHY BEPCitO AJiI OCOOMCTOrO0 BUKOPUCTAHHS Ta
HEBEJIMKUX MTPOEKTIB, /Il KOMEPLUIMHUX IIiJIeH Ta OUTBIINX MIPOEKTIB HEOOX1THA

IJIaTHA JIIEH31s, IKa MOXke OYTH JIOCUTD JIOPOT0Io;
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e HE3BaXKalO4M Ha MOTYXHI IHCTPYMEHTH, 1OCTyIHI B Unity, nmporec ontumMizamii

rpu

JUIS JTOCSITHEHHST BHUCOKOI TMPOJAYKTUBHOCTI MOXKE OYTH CKJIATHUM 1

TpynomictkuM. Lle ocobnuBo akTyanbHO st MOOLIEHUX miatopm Ta VR;

e Unity noGpe miaxoauts s 2D-irop, nesiki po3pOOHUKH BBaXarTh, IO

cnernianizoBani 2D-nBurynu, taki sk Godot ado Construct, MOXXyTh HaJlaBaTH

OUTBIIT €(pEeKTUBHI PIMICHHS Ta IHCTPYMEHTH ISl CTBOPEHHS 2D-KOHTEHTY.

OcHOBHOIO MOBOIO TIporpamyBaHHs B cepenosuiie Unity € C#.

MoBa mnporpamyBanHs C# - 1e NOTyXkHa OO'€KTHO-OpPIEHTOBaHAa MOBa

nporpamMyBaHHs, po3poOiieHa KommaHiero Microsoft. Bona ©Oyna Bmepiie

npenacrasiieda y 2000 poui sk yactuna iHimiatuBu Microsoft NET Framework. C#

CTaB BAXKJIMBOIO MOBOIO JUJISl PO3POOKU PI3HMX MPOTrpaMHUX NPOAYKTIB, BKIIOYAKOUH

BeO-10/1aTKH, MOO1IbHI TOJAATKH Ta IrpH.

Cepen niepeBar C# MOKHA BIJJ3HAYHTH:

Js
Notation.

cunTakcuc C# € JOCUTB 3pO3YMIJIUM Ta JICTKUM JIJ1sSi BABYSHHSI, III0 POOHTH
Horo BIAMIHHUM BHUOOpPOM JiJIi MOYATKIBIIB Ta JOCBITYEHHUX
PO3pOOHUKIB,;

C# migTpumye 00'€KTHO-OPIEHTOBAHY MApagUTMy MPOTPAMyBaHHS, IO
Crpusie  po3poOIll  MporpaMHOro  3a0e3nedyeHHs, SKe €  OUIbI
CTPYKTYPOBAHHM, JIETKUM Y PO3YMIHHI Ta MIITPUMII;

C# 3actocoByeTbcsi B 0araThOX raiy3dX poO3poOKH MPOrpaMHOro
3a0e3MeUeHHs, BKJIIOYAlOYM BeO-po3poOKy, MOOUIBHY pO3pOOKY,
PO3pOOKY 1rop, AECKTOIHI I0JaTKKU Ta 0araTto 1HIIOTO;

MoBa C# wmae raMOOKY IHTErpamir0 3 I1HIIUMU TPOAYKTaMHU Ta
texHosorisiMu Microsoft, Takumu sk .NET Framework, ASP.NET, WPF,

Xamarin Ta igii.

CTBOPEHHsI cUCTeMHU 30epexxeHb OyB BukopucTanuili JavaScript Object
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JSON € epexTuBHUM Ta IPOCTUM Y BUKOPHUCTAaHHI (hOpMaTOM OOMIHY JaHUMH,
KU NPONOHY€e Oaratro mepemar, TakUX K YUTAOENbHICTh, MI>KMOBHA CYMICHICTh Ta
KOMIMAaKTHICTh. [IpoTe, BIH TakoX Ma€ CBOI HEIOJIKHU, BKJIIOUYAIOYU BIJICYTHICTb
BOYJIOBAaHUX CXEM, OOMEXKEHY MIATPUMKY THIIB JaHUX Ta MHUTaHHSA O€3MeKH.
He3Baxkaroum Ha 111 Henroniku, JSON Bce 111e 3aIUIIaeThCsl OHUM 3 HAUTTOMYJIIPHIIINX
dbopmariB 0OMiHY TaHWMH 3aBJSKH CBOIM THYYKOCTI Ta IIUPOKIN MIATPUMII PI3HUX

MOB IPOTrpaMyBaHHS.

Onna 3 ocHoBHuxocoOmuBocTed Unity € BUKOPUCTaHHS KOMIIOHEHTHOI
napajurMu, sika BIAPI3HAETbCA BIJ TPAJULINHOI 00'€KTHO-OPIEHTOBAHOI MapagurMU
(OOII). Ilpote, 0OMaBI MapagUrMu MOXYTh €(EKTHBHO CHIBICHYBATH, MiJCUIIOI0YN

PO3pOOKY Ta CTBOPEHHSI CKJIQJIHUX ITPOBUX MPOEKTIB.

B ocHoBi Unity neXUTh KOMIIOHEHTHA apXITEKTYypa, fKa A03BOJIIE€ CTBOPIOBATH
CKJIaHI 00'€KTH TUIIXOM KOMOIHYBaHHSI TPOCTUX, HE3aJNeKHUX KOMIIOHEHTIB. Y
KOMITOHEHTHIM TapaJurMi OCHOBHOIO OJMHUIICIO € "KOMIIOHEHT", SKU HaJa€ MEeBHY
(dyHKUIOHANBHICTE 00'ekTy. Lle okpeMi Moaydi, sIKI AOJAIOTHCS 10 IFPOBUX 00'€KTIB.
KoxeH KOMITOHEHT BUKOHY€E KOHKPETHY (DYHKITiT0, HATPUKIIAI, YIPaBIiHHS (i3UKOIO,
aHIMaIli€ro abo B3aEMOJIIEI0 3 KOPUCTyBaueM. irpoBuid 00’ ekt B Unity - 11e KOHTEITHED,
JI0 SIKOTO MOXYTh OyTH J10JIaH1 Pi3HI KOMIIOHEHTHU. ITpoBi 00'ekTH O€3 KOMIIOHEHTIB HE

MaroTb HOBCI[iHKI/I a0o0 BIIACTHBOCTEH.

KomnoHneHnTHa napajaurma J03BOJISI€ JIETIIE CTBOPIOBATH Ta 3MIHIOBAaTH 00'€KTH,
OCKUIbKHM (DYHKIIOHAJIBHICTh MOYKHA J0JaBaTH a00 BUIASATH 4epe3 JO0JaBaHHsS ado

BUJIAJICHHS] KOMIIOHEHTIB. L{e miBuIy€e THYyUYKICTh Ta MOBTOPHE BUKOPUCTAHHS KOAY.
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IrPOBUA
OB’E€KT

KOMIMOHEHT 4

Puc. 2.1. Cxema xommoneHTHoi apxitektypu Unity

Xoua Unity 3Ha4HOI0 MipOI0 6a3y€eThCsl HA KOMIIOHEHTHIH Mapaaurmi, 00'€KTHO-
opienToBane nporpamyBanHs (OOII) Takox Bimirpae BaxiuBy poib y po3poOiri irop.
OOII no3Bomsie CTPYKTYpyBaTH KOJI, BAKOPUCTOBYIOUHN KJIACH Ta 00'€KTH, IO CIIPHUSE

HOro miATPUMYBAaHOCTI Ta MacIITabOBaHOCTI.

KomMOinyBanHa koMmmoHeHTHOi mnapaaurmu Ta OOIl no3Bosnsie oTrpumaTu
nepeBaru 00ox miaxoniB. KommoHeHTHa cucTeMa 3a0e3nedye THYUYKICTh Ta

MOAYJBHICTB, ToAl ik OOII cripusie CTpyKTypOBaHOCTI Ta HOBTOPHOMY BUKOPUCTAHHIO

KOTY.
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| KAAC CEPBIC
KAAC KAIEHT
| KAAC CEPBIC

ITPOBUNA
OB'€KT

Puc. 2.2. Cxema B3aeMoii kiaciB 1 komnoHeHTiB B Unity

B mporieci po3poOku apXiTeKTypH irpOBOTO 3aCTOCYHKY OyiM BUKOPHCTaHHI
mabIoHM 1 TaTepHU MPOeKTyBaHHs, a came Singleton, MVC, Factory, Strategy,

Observer Ta Iterator.

[Tatepn Singleton 3a0e3nedye ICHyBaHHS JIMIIE OJHOTO €K3EMIUIApa Kiacy Ta
Hajae TI00ambHY TOUYKY JOCTYyHy JO0 LbOoro exk3emmuisipa. Lleli matepH wacto
BUKOPUCTOBYETHCS JIJIsl YNPABIIHHS peCcypcaMu, siKi MOBUHHI OyTH YHIKaJbHUMHU B
MeXaxX TPOrpaMu, HANPHKIAA, MIAKIIOYEHHS 10 0asu mgaHux abo KoHiryparliiHi
HaslamTyBaHHA. Bukopucranus Singleton rapaHTye, 110 JOCTYH 70 MIEBHOTO PECYPCY

OyJle CKOOPJMHOBAHUM 1 KOHTPOJILOBAHUM.
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!

Singleton

Client ——>| instance: Singleton

Singleton( )
getinstance() : Singleton

Puc. 2.3. Jliarpama kinacy Singleton

[Tatepa MVC (Model — View — Controller ) po3iise 101aTOK Ha TPH OCHOBHI
KOMIIOHEHTH: MOJIeNb, IPEICTABICHHS Ta KOHTposiep. Lle 103BoIste po3ainuTH JOTiKy
J0J1aTKa B MOro KOPUCTYBaUbKOro 1HTEp(deiicy, 0 CIpoILy€e po3poOKy,

TECTYBaHHS Ta NIATPUMKY KOZY.

o Model: Ynpasinse nanumu 1 JOTIKOIO 10AaTKa, 30epirae cTaH.

« View: Hajae kopucTyBadeBi iHTepderic s B3aEMOIil, BIIMOBIaIbHUH 3a
B1IOOpaKCHHS JaHUX.

« Controller: TTpuitmae Ta 00po0JIsie BBEICHI KOPUCTYBAYEM JIaHi 1 IepeIae aaHi

MOJIEJI Ta MPEICTaBICHHIO, 3a0€3MeUy0UH 3B'sI30K MK HUMU.

[TepeBaru MV C BKITI0UatOTh MOKPAILIEHY OpraHi3allito KOy Ta JIETKICTh BHECEHHS

3MiH JI0 OKPEMHX KOMIIOHEHTIB 0€3 BIUIMBY Ha 1HIII.
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B3aemogie i3 KopUcTyBadem

—
.
N

nepenae View < . CroeBillae
BXiaHi N npo
aaHi “ 3MIHU
]
|
Controller Model
Kepye

Puc. 2.4. Jliarpama B3aemo11i MVC KOMIIOHEHTIB

[Tatrepn Factory BUKOPHUCTOBYETHCSI I CTBOPEHHSI O0'€KTIB 0€3 BKa3aHHS
TOYHOI KJIacy CTBOproBaHOTO 00'ekTa. Lle m03B0IIsIE CTBOpIOBATH 00'€KTH B 3aJI€KHOCTI
B1JI CUTYyaIlli, [0 CIPOIIY€ MPOIIEC CTBOPEHHS HOBUX OO'€KTIB 1 MIABUIIYE THYYKICTh
koxy. OCHOBHA iJies TMOJsiTaE B TOMY, II00 BUKOPUCTOBYBATH 3arajlbHUN iHTEpGerc
JUTsI CTBOPEHHSI 00'€KTIB, 110 J03BOJISIE€ 3MIHIOBATH TUII CTBOPIOBAHUX 00'€KTIB 0€3 3MiH

B KJIIEHTCHKOMY KO/Ii.

Product Creator
+FactoryMethod() — —— - product = FactoryMethad()
? +AnCperation()
ConcreteProduct ConcreteCreator
{ — ]
+FactoryMethod() — — — 4 refurn new ConcretePraduct

Puc. 2.5. Jliarpama knacy Factory
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[TaTepn Strategy m03BoJIsSi€ BU3HAUATH CIMEHCTBO QJITOPUTMIB, 1HKAIICYJIIOBATH
KOXKHUM 3 HUX 1 poOUTH iX B3aeMo3aMiHHUMHM. Strategy H03BOJISIE 3MIHIOBATH
AITOPUTMH HE3AJICKHO BiJ KIIE€HTIB, sIKI HUMU KOPHUCTYIOThCS. L]e 0co0mmBO KOpHUCHO,
KOJM € KUIbKa BapiaHTIB IMOBEMIHKM 1 HEOOXITHO BHOpaTH MDK HHUMH IIiJ] dac

BHKOHAHHA IIPOTpaMu.

Context strategy Strategy

+Contextinterfacel) +algorithminterfacel )

r:;rrz;

ConcreteStrategyA, ConcreteStrategyB ConcreteStrategyC

+Algonthminterface) +Algonthmintarface() +Algorithminterface()

Puc. 2.6. Jliarpama knacy Strategy

[Tarepn Observer BUu3Hayae B3a€MO3B'3KH "OJIUH 10 0aratbox" MiX 00'eKTaMu
Tak, II0 NOpH 3MIHI CTaHy OJHOrO OO0'€KTa BCl 3aJieKHI BiJ HBOTO OO0'€KTH
MOBIIOMJISIFOTHCS Ta aBBTOMATHYHO OHOBJIIOOTHCS. Lle 103BOIIsIE pO3pOOUTH CHCTEMY 3
JTUHAMIYHUMHU 3aJICKHOCTSAMHU, IO JO03BOJISIE aBTOMAaTHYHO BPAaXOBYBaTH 3MIiHU B

OJTHOMY MOJTYJI1 THITUMU MOJTYJISIMHU.
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Observer 1 Subject

+notify()
/N /\

Concrete Observer 1 Concrete Observer 2

Puc. 2.7. Jliarpama knacy Observer

[Tatrepn Iterator Hamae cmoci® TOCTIZOBHOTO JOCTYIy JIO €JIEMEHTIB
arperoBaHoro o0'exkra 6e3 pO3KpPUTTS HOro BHYTPIIHBOI CTPYKTYpH. Bukopucranus
ITepaTopiB J03BOJIsIE abCTparyBaTu Ipollec Mepedopy eIeMEeHTIB, o 3abe3nedye

OLIBII THYYKHWH 1 YV3TOMHKEHNHN CII0CIO pOOOTH 3 PI3HUMH KOJEKIIIMHU 00'€KTIB.
y y p p

Aggregate << create >> Iterator
SN M.
+ iterator() + next()
+ hasNext()
ConcreteAggregate | <<oeate>> >) Concretelterator
+ iterator() + next()
+ hasNext()

Puc. 2.8. Jliarpama knacy Iterator
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Buxopucranns 1ux maTepHIB MPOEKTYBAaHHS JOMOMAara€ CTBOPIOBATHU O1IIbII

CTPYKTYypOBaHUH, 3p0O3yMIUINNA Ta MATPUMYBAHUN KO/I.

Kpim toro, B Unity BUKOPHUCTOBYIOThCS 10/IaTKOBI CTOPOHHI TEXHOJIOT11, TaKi sSIK
DOTween Ta TextMeshPro, mo mA03BOJAIOTE 1€  OLIbIIE  PO3LIUMPHUTH

(GYHKIIOHATBHICTB ITPOBOTO PYIIIiSL.

DOTween € noTy>xHO0 616710TeK0r0 1 aHiMmarlli B Unity, sika 103BOJISE JIETKO
CTBOPIOBAaTH aHIMaliiHI epekTu ans irpoBux o0'ekTiB. BoHa miaTpuMye ImuiaBHI

aHiMali Juisl MO3UIIiM, 00epTaHHs, MacIITady Ta IHIIUX BIACTUBOCTEU 00'€KTIB.

DOTween mnpornoHye NPOCTHH Ta IHTYiTUBHO 3pPO3YMIIUN CHUHTAKCHUC IS
CTBOpeHHs aHiMauid. lle m03Bois€ IMIBUAKO peani3oBYBAaTH CKJIAJHI aHIMAaI[ilHI

edexTu 6€3 HeOOX1THOCTI MUCATU BEJIMKUNA 0OCAT KOy .

bibmioTexka omnTuMizoBaHa IS BUCOKOiI MPOIYKTUBHOCTI, IO JTO3BOJISIE
BUKOPUCTOBYBATH 1i HAaBITh Yy MPOEKTaX 3 BUCOKMMH BHUMOTaMHU JO IIBHUJKOCTI

BHUKOHAHHA.

DOTween nigTpuMye MHUPOKUNA CHEKTP (PYHKIIIHM, BKIIOYAIOUX MOCIIIOBHOCTI

aHIMalIlili, mapajiesibH1 aHIMallil, ITUKJIIYHI aHiMallii Ta 6arato iHIIoTO.

TextMeshPro € posmmpenusm anst pobotu 3 tekctom y Unity, mo Hamgae
PO3LIMPEHI MOXJIMBOCTI (popMaTyBaHHS 1 BiIOoOpaskeHHsI TeKcTy. BiH 3abesneuye
BHCOKY SIKICTh B1JIOOPa’KEHHS TEKCTY 3aBJISIKM BUKOPUCTAHHIO BEKTOPHOT rpadik, 110
J03BOJISIE YHUKHYTH IKCeNi3alii npu macimradyBaHHl. Takox MPOMOHYE MIMPOKHIA
CIEKTp HaJAITyBaHb IS TEKCTy, BKIIOYAIOUM IMIPU(TH, CTHII, BUPIBHIOBAHHS,
IHTepBaJI MK CHMBOJIAMH Ta iHIIEC. PO3MMpeHHS ONTHMI30BaHE IS BHCOKOI
POAYKTHBHOCTI, 1110 JO3BOJISIE BUKOPUCTOBYBATH MOTO B irpax 3 BEIMKOIO KUTBKICTIO

TEKCTy 0€3 3HaYHOTO BIIUBY Ha MPOAYKTUBHICTb.
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2.4. Onuc CTPYKTYPH CHCTEMH Ta AJITOPUTMIB 1i PyHKIIOHYBaHHA

Unity € moTy>kHOIO TIaTGOPMOIO JUIsl pO3pOOKH 1rop, sika 3abe3rnedye 4iTKy
CTPYKTYpy TIPO€KTy, IO JornoMarae e(QeKTUBHO YIPaBIATH pecypcamMu Ta

HaJIallITYBAaHHAMM.

KirouoBoro mamkoro B CTPYKTypl MpoekTy € Assets. Bona 36epirae B co61 Bci
pecypcH, siKi BAKOPUCTOBYIOThCS ITiJT Yac po3poOKu. B mariii MokHa 3HAWTH CIICHH,
CKPHIITH, TEKCTYypH, MOJEII, ayaiodaiiim, aHiMaIlii Ta iHII pecypcu, HEOOXiaH1 s

IpH.

[Tanka Library € ogniero 3 HaliBaknuBimux y npoekti Unity. Bona micTuth
srenepoBani Unity ¢aiinu, siki BUKOPUCTOBYIOTHCS ISl ONTUMI3AIll Ta IIBUIKOTO
JOCTYNy JI0 pecypciB NIpoekTy. Bona 30epirae KemioBaHi IMIIOPTOBaHI pecypcu
(Texctypu, Mmojeni, ayaiodalaud TOIIO), BKIHOYAE JaHi Npo KoHirypamii Ta
HAJAITyBaHHS TPOEKTY, 3TE€HEPOBAHI IMiJI Yac MOro poboTH Ta 3a0e3mnedye MIBUIKE
3aBaHTAKCHHS MPOEKTY, OCKUIBKU J03BOJISIE YHUKHYTH MOBTOPHOTO IMITOPTYBaHHS

pecypciB MPU KOKHOMY BIAKPUTTI MPOEKTY.

[Tanka Logs MicTuTh (paiinu xypHaiB, siki 30epiratoTs iHpopMalio Ipo podoTy
Unity Tta #oro kommnoHeHTiB. Bona 30epirae iHdopmalito Tpo OMUIKH,
nonepePKeHHsT Ta 1HII TOBIJOMJICHHS, IO BUHHUKAIOTH Mig 4ac poboTtu Unity,
JOTIOMAara€e po3pOOHHMKAM BiJICTEKYBaTH MPOOJIEMH Ta TIarHOCTYBAaTH TOMUJIKU B

MIPOEKTI, a TAKOXK MICTUTH (haiinu JIoTiB K penakropa Unity, Tak i 30ipok TpH.

[Tanka Obj BukopuctoByeThest Unity 115 30epiranss 3reHepoBaHux (GaiiiB mijg
yac KOMIUIALIT CKPUITIB Ta 30ipku npoekTty. [lanka MicTuth TUMUacoBi (aiinu, ki
CTBOPIOIOTHCS IT1JT YaC KOMITUIALI CKPUNTIB, 0 3a0e3nedye B3aemoito Mix Unity Ta
cepenoBuIleM po3poOku (Hanpukiad, Visual Studio) Ta mosermrye nporec BiIaaku

Ta HAJIAroAKCHHA KOAY.
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[Tanka Packages micTuTh 1HpOpMAIIIIO PO MAKETH, SIKI BUKOPUCTOBYIOTHCS Y
IIPOEKTI, BKIKOYAKOYH SIK CTAaHAAPTHI, TaK 1 CTOPOHHI nakeTu. B manui 30epiratotecs
daiinm koH]Iryparli makeTiB Ta MeTanani. TakoX BOHA YIPaBIs€ BEPCIsIMU MAKETIB,
BUKOPHUCTAHUX Y MPOEKTI Ta 3a0e31euye JETKUN T0CTYII 10 010110TeK Ta IHCTPYMEHTIB,

K1 po3MKPIOOTH GyHKIioHaT Unity.

[Tanka ProjectSettings MICTHTH HaJlalITYBaHHS MPOEKTY, SIKI BHU3HAYAIOTh
noBeAIHKY Ta KoH(irypamiro Unity aiis KOHKPETHOTO MPOEKTY. B Hil 30epiratoTbes
¢aiiny HalalTyBaHb, Takl SK HajamTyBaHHA rpadiku, Gpi3uKu, BBOAY, ay/110 Ta 1HIIII,
BKIIIOUaroui (aitiin koH(irypamii 1 mnatdopmu 30ipku (10S, Android, Windows
TOINO), TIO0 JO3BOJISIE IEHTPATI30BAaHO KEepyBaTH BCIMa acleKTaMH HaJaIlTyBaHb

MIPOEKTY.

[Tanka UserSettings MICTUTh HalalITyBaHHA KOPUCTYBaya, siKi cierudiyHi Jis
KOHKPETHOTO KOpUCTyBaua ab0 po3poOHUKa, SIKUW Tpalioe Haja MpoekToM. Bona
30epirae ocoOHUCTI HamamTyBaHHa pegakropa Unity, Taki SK MakeTH BIKOH,
HaJalTyBaHHS TEMH, Tapsyl KJIaBilll Ta 1HII MEPCOHAIbHI TapaMeTPH, 110 JO3BOJISIE
KO’KHOMY PO3pOOHHKY HAJIAIITOBYBATH CEPENIOBUIIE PO3POOKH Mij CBOi MOTpedu 6e3
BIUIMBY Ha 3arajibHi HaJalITyBaHHS TMPOEKTy Ta 3abe3meunTd 30epekeHHs

IHAMBITYyaIbHUX HANAIITYBaHb MIXK ceaHcaMu poOoTH 3 Unity.

@aitn Diploma.sln € pimeHHAM JIs 1HTETPOBAHOTO CEPEAOBHINA PO3POOKH
Visual Studio. LeWi ¢aitn cTBOpro€TbCsl aBTOMATUYHO ITiJT YaC CTBOPEHHS MPOEKTY 1

MICTUTH 1H(OPMAIIIIO PO CTPYKTYPY Ta HANAIITYBAHHS [IPOEKTY.

@aitn Diploma.sln € BaXJIMBUM  KOMIIOHEHTOM  NPO€EKTY,  AKUH
BUKOPUCTOBYETHCS JJIS OpTaHi3ailii, ympaBiiHHS Ta HaJAIITyBaHHS pPO3POOKH B

cepenoruii Visual Studio.

Opranizariis npoekty B Unity nepegdadae HasBHICTb 6aratbox crieriaai3oBaHuX
NaroK, KOJKHa 3 KX BUKOHYE BaXJIMBY pOJib y 3a0e3meueHH1 eeKTUBHOI po3poOKu

Ta ONTUMI3allli IPpu.
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~E
Fssets
Library
Logs
ohj
Packages
ProjectSettings
UserSettings
| wsconfig
Assembly-CSharp.csproj
Assemnbly-CSharp-firstpass.csproj

QH Diploma.sin

Puc. 2.9. Kopenena cucrema npoekty Unity

OCHOBHOIO YaCTHHY ITPOBOI0 3aCTOCYHKY € CKPINTH, 5IKI COOO0I0 YSIBISATH, a00
CKJIQZIAI0ThCA B OKPEM1 KOMIIOHEHTH, KOTP1 MPUEAHYIOTHCS 10 IrPOBUX 00’ €KTIB, 1 TUM

caMHUM BHUKOHYIOTbH CBiil (DyHKIIIOHAJI.

B “Puzzle & Play” ckpinTy MOXKHO IMOJIJIUTH Ha OCHOBHI, K1 BIATIOBIAIOTH 32
IrpOBYy JIOTIKY Ta JOMOMDKHI, KOTpPI BHUKOPUCTOBYIOTHCS HJisi HaJlalUTyBaHHS
MPaBUIHLHOI POOOTH KOPUCTYBAILKOTO 1HTEpdENCy, 1 OB’ SI3yI0Th BCI aTOPUTMH B

OJIHY €UHY ITPOTrpamy.

Knacu, o peanizoBani 3a 1onoMororo natepHy npoektyBanus MVC (monens,

BUTJISIT, KOHTPOJIEP), BIJIMOBIAAIOTH 32 I'POBY JIOTIKY TOJIOBOJIOMKH B I'pi.
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Knac  "PuzzleModel’ kepye Moaem 0  TOJOBOJOMKH,  YIPABIISIOYU
1HIL1aT13a111€10, TIEPEMIIIICHHSIM €JIEMEHTIB 1 TePEeBIPKOI0 Ha BUPIIICHHS FOJIOBOJIOMKH.
Bin iHimiamizye wmaTtpuiil AJis LUIBOBOTO Ta IMOTOYHOTO CTaHy TOJOBOJIOMKH,
3a0e3reuye aHIMaIliio Ta 3BYKOBI €(DEKTH ITiJT 4ac MEPEeMIIIeHHs eJIEMEHTIB, a TaKOXK

CIOBIIIA€E MPO BUPIMICHHS TOJIOBOJIOMKH uepes3 nofito OnPuzzleSolved.

Knac PuzzleView BignoBinae 3a rpadiuyHe BiJOOpaKEHHS T0JIOBOJIOMKH,
KEepYyIYH CTBOPEHHSIM Ta HAJAIITYBAHHSM IOJIB JIJIs TPABIlS Ta IIJILOBOTO 3pa3ka. Bin
3/MIMCHIOE aHIMAIlII0 TIEPEMIIEHHS eJIEMEHTIB 3a aormomMororo 6i6mioreku DOTween,
10 JI03BOJISIE TUIABHO aHIMYBAaTH PYX KJIITHHOK Ha MOJI1 TOJIOBOJIOMKH, Ta BITIOOpakae

CHMMBOJIM Yy KJIITUHKAX BIAMOBIIHO /10 TOTOYHOT'O CTaHy r'OJIOBOJIOMKH.

Knac PuzzleController BinmoBizae 3a B3a€MOJII0 KOPUCTyBada 3 IpadiyHOIO
roJIOBOJIOMKOI. BiH 00po0Isie KiIiKM KOpUCTyBaya Ha IMOJI1 TOJI0BOJIOMKH, MepeBipsie
MO>KJIMBICTh B3a€EMOJII1 3 TOJIOBOJIOMKOIO 3aJIEKHO B1J] TOTOYHOTO CTAaHY 1 BIICYTHOCTI
aHIMaIIiHOTO nepeMileHHs eneMenTiB. Knac BukopucroBye Unity ans oTpumaHHsS
KOOPJIMHAT KJIKIB 1 IX IEPETBOPEHHS Ha PAJOK 1 CTOBIMYMK Y MATPHUIIl TOJTOBOJIOMKH,

nepearoyu i 1aHi 10 MO 1Jisi BUKOHAHHS BIAMOBIAHUX iil.

Knac PuzzleUtils mictute cratnunuii meron IsAdjacentToEmptyCell, sxuit
BHU3HAYA€E, UM € KJIITHHA Yy MAaTPHIll TOJOBOJOMKH TOPYY 3 IMOPOKHBOIO KIIITHHOIO.
Meroxa oBepTae “true”, AKII0 Taka MOPOKHS KIITHHA 3HAXOUTHCS MOPYY 3 BKA3aHOO
KIIITUHOIO, 1 3aMKCY€ 11 KOOPAMHATH y BUX1JHI TapaMeTpu. SKI0 MOpOoKHS KIITHHA HE

3HaljieHa, MeTo ] morepTae “false”.

Kiac DefaultShuffleStrategy peanizye intepdetic [ShuffleStrategy i 3a6e3neuye
CTpPATETiI0 BUITAIKOBOTO TIEPEMIIITyBaHHS €JIEMEHTIB y TOJIOBOJIOMITI. BiH aBTOMaTH3ye
NEepeMIIICHHS €JIeMEHTIB 3a 33/laHy KUIbKICTh KPOKIB 3 IEBHUM 1HTEPBAJIOM 4acy s
3a0e3nedeHHsl IulaBHOiI aHiMauili. Kiac BHUKOpHUCTOBYE paHIIOMI3Allil0 HANPSMKIB

NEPEMIIICHHS 1 YHUKHEHHS TIOBTOPHUX XO/I1B B TOMY K HaIlPSIMKY.
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Knac PuzzleMatrixIterator peanizye intepdeiicu I[Enumerator<int> i
I[Enumerator st iTepallii mo BCiX eJleMeHTax JIBOBUMIpHOro MacuBy. Lle 3a0e3neuye
MO>JIMBICTh TOCIIJOBHOTO JOCTYIy J0O KOKHOI'O €J€MEHTa MaTpuul 0e3 MpsMoro

JOCTYIY JI0 ii 1HJIEKCIB.

Kimac PuzzleMatrixFactory cTBOproe Marpuill Jjis TOJIOBOJOMKH. BiH Mae
METOJU 11 CTBOPEHHS LUIBOBOI MAaTPHUIll TOJOBOJIOMKH 1 MAaTpHIll TpaBIid,
BUKOPHMCTOBYIOUH PaHIOMI3AIliI0 1 JOCTYIIHI €JIEMEHTH JJIsI TeHeparlii MoYaTKOBUX

CTaHIB.

Knac PuzzleTimer BignoBigae 3a JIOTiKy BelI€HHs Ta BiIOOpakeHHs Taiimepa y
rpi. BiH 3MeHIye yac 1 CroOBIIIAE PO HAOIMKEHHS 10 3aBEpUICHHS TaiMepa depes

BIIOBIIHI ITOIIl.

Kiac GameController BiamoBizae 3a KepyBaHHs TPOIO 1 B3aEMOJIIO 3 1HITUMH

KOMITOHEHTaMH, 1110 BKIJIFOYAIOTh MOJIEIbh TOJIOBOJIOMKH, TaliMep 1 CIUIMBAIOY1 BIKHA.
Bin Binnmosigae 3a Taki GyHKII:

o BCTaHOBJICHHSI OOPOOHUKIB TO/ii;
o BHKJIMKAE BIAMOBIIHI (YHKIIIT 7151 TOYATKY TPH;

o BIJMOBIJIA€ 3a CTaH T'PH.

[eit kac BiJirpae BaXxJIMBY PoJib y KEPyBaHHI I'POBUM MPOLIECOM 1 B3aEMOJIIT 3

rpa@iyHUM IrpOBUM 1HTEPPENHCOM Ta JIOT1KOI TOJIOBOJIOMKH.

3acrocyBanHns narepay MVC 103Bosisi€ 94iTKO PO3AUIATH JIOTIKY TpH Ha
KOMITOHEHTH, 1110 MarOTh YiTK1 BIJIMOBITAIBHOCTI. MoJIens ynpaBise JaHUMH 1
013HEeC-JIOTIKO0, BUIJIS 3a0€3Meuye ixX Bi3yalli3alliio 1 B3aEMO/JIII0 3 KOPUCTYBaueM, a
KOHTpOJIep 00po0Jsie BBEACHHS KOPUCTYBaya 1 KEPY€E MOTOKOM JTAHUX M1k MOJACILIIO

Ta BUI'JIAA0M.
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Takuii migxia cporrye po3pooOKy, MiATPUMKY 1 pO3IIUPEHHS ITPOBOTO
J0/1aTKa, OCKUIBKY KOKEH KOMITOHEHT BIAMOBIJA€ 32 KOHKPETHUM acTIEKT
¢dyHkIionany 1 Moxke OyTu MoauGikoBaHul a00 3aMiHEeHUH O€3 BIUIMBY Ha 1HII

YaCTHHU CUCTCMMU.

Takox BapTO 3rajgatu Iipo ,ZIO,Z[aTKOBi KJ1aCH, aJIC HC MCHIII Ba}KJII/IBi, TaKl K

SoundController Ta DataStorageSystem.

Kitac SoundController ynpasnsie ayaiopyHkiiionanioM. BiH iHimianizye ta kepye
AudioSource mns GoHOBOI My3WKH Ta 3BYKOBUX e(eKTiB. MeTomau mporo Kiacy
JI03BOJISIFOTH BCTAHOBIIIOBATH, BiATBOPIOBATH, MPU3YNUHATH, BUMUKATU 1 BKIIOYATH
3BYK, @ TaKOX BIATBOPIOBATH 3BYKOBI €(EKTH 3 OMNI[IOHAIBHHM B1JITBOPEHHSIM

TAaKTHJIBHOT'O 3BOPOTHOI'O 3B'$I3Ky.

DataStorageSystem 11e cuctema 30epeXCHHS JaHMX, SKa CKIAJIAae€ThCcs 3

I[CKiJILKOX B3a€MOITOB’ I3aHUX KJIACIB.

Knac JSONDataStorageSystem<T> € 3araqibHUM IHCTPYMEHTOM J1s1 30€piraHHs
JaHUX, KU BUKOPUCTOBYE cepiamizamito y dopmari JSON Tta mmdpyBaHHS B
cepenoBuili. Bin peanizye intepdeiic [DataStorageSystem<T>, skuii Bu3zHa4ae

MCTOAU AJIA 36€piFaHH$I Td 3aBAHTAKCHHA JAHUX TUITY T.

Krnac DataManager BiAnoBiia€e 3a ynpaBiaiHHS JaHUMU TPU Yepe3 peaizallio
inTepdeiicy IDataStorageSystem. Bin 3a0e3mneuye 30epiranHs Ta 3aBaHTaKECHHS

naHuX rpu y BUrisiai o6'exty StorageData 3a nomomororo JSONDataStorageSystem.

2.5. O0rpyHTYBaHHS Ta OPraHi3anis BXiIHMX Ta BUXIAHUX JAHUX NPOIrPaAMH

I'pa “Play & Puzzle” nependadae iHTepakTUBHY B3a€EMO/III0 KOPUCTYBaya 3
rpadgiyHuM 1HTepdericoM, a TAKOK yIIPaBIiHHS JIOT1KO I'pH, 30€pEKEHHSIM CTaHy

IpU Ta 3BOPOTHUM 3B'S3KOM JIJIs1 KOpUCTyBada. BXiaH1 AaH1 BKIIOYAIOTH Ail
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KOPHUCTYBaua, HAIPUKJIA, KKK Ha KJIITUHKH, & BUX1JHI JaH] - 11e 3MIHU CTaHy T'pH,

Bi3yaJibH1 OHOBJICHHS Ta 3BYKOB1 €()eKTH.

OCHOBHHMMHU JpKEpesIaMu BX1JTHUX JaHUX € i1 KOPUCTyBaya, siki BKJIIOYAIOTh:

e Kuiku Ha ximiTuHKY: KopucTyBad MoKe KITIKaTH Ha KIITHHKH, 100 IepecyBaTH
ix. [l1 aii BunoBmoroThest 3a nonomorow Unity Event System, sika o6po0iisie
no/1ii BBEJIEHHS MUIIll a00 TOTUKIB HA MOOLTEHUX MpUCTPOosiX. KoxkHe KiliKaHHS
NIePEeIa€ThCS KOHTPOJIEPY T'PH, IKUH BU3HAYAE, YU MOYKIUBUN PYX TUTHTKH.

e Komanmu Mmenro: KopucTyBad MoOKe€ BHKOPHCTOBYBAaTH MEHIO JIJIS 3aIyCKY
HOBOI TpH, HajamTyBaHHs, abo BuOopy cxmamHocti. Ili mii Takox

o0poositothest uepe3 Unity Ul Event System.
BuxigHi gadi BKIIIOYAIOTh:

® TIICJS KOXKHOTO XOAY KOPUCTYBada CTaH MaTPHUIl OHOBIIOETHCS 1
BimoOpakaeThcs Ha ekpani. Kimac PuzzleView BinmnoBiiae 3a OHOBJICHHS
rpadiuroro inTepdeicy, 3a0e3meuyoun KOPeKTHE BiI0OpaKEeHHS TOTOYHOTO
CTaHy r0JIOBOJIOMKH;

e JUIsl MIJBMUILEHHS BI3yaJlbHOI MNPUBAOIMBOCTI TPH, MEPEMIIIEHHS IUIMTOK
aHiMyeThcsl 3a gomnomoror Oibmiorekn DOTween. Animanii 3a0e3nedyroTh
TJIaBHUM MepexiJ INIUTOK Ha HOB1 MICIIS TICTISE KOKHOTO X0y,

® JUIsl CTBOPEHHSI OUIBII 3aXOIUTIOI0YOr0 JIOCBIY Tpa BIATBOPIOE 3BYKOBI €(PEeKTH
IPY TIEPEMITIICHH1 IITUTOK a00 3aBEpIICHHI TpU. 3BYKOBi €PeKTH 0OPOOITIOTHCS
kiaacom SoundController, sikuii BiATBOPIOE BIAMOBIJHI 3ByKH Ha OCHOBI i
KOPHUCTYBaua,;

® TIICTISl 3aBEPIICHHS TPU KOPUCTYBA4 OTPUMYE CIOBIIICHHS PO MEPEMOTy abo

MOpa3Ky Yepes3 MOBiIOMIICHHS.

Takum yrHOM, BX1JH1 Ta BUXIJIHI JIaH1 OpraHi30BaH1 TaKUM YHHOM, 11100
3a0€3MeUnTH IHTEPAKTUBHICTh Ta 3pYUYHICTb I'pH s KopucTyBaya. [IpaBunbHa

oprasi3alisi BXiJHUX Ta BUXITHUX JAaHUX € KPUTUIHO BAXKITMBOIO JIJIsI CTBOPEHHS

35



3aXOIUTIOIOYOTO ITPOBOTO JOCBIAY, @ TAKOX JIJIsl 3a0€31MeUeHHs CTa0lIbHOT poO0TH

IPOrpPaMH.

2.6 Onmc po3pod/1eHoi cucTeMu

2.6.1 Bukopucrani TexHi4Hi 3aco0u

Po3po6ka irpoBoro 3actocynky “Puzzle & Play” npoBonunacs i3

34CTOCYBAaHHAM IICPCOHAJIBHOTO KOMH’IOTepa C TAKMMH XapaKTCPUCTUKAMU.

e OC: Windows 10 Pro x64;
e mporecop: AMD Ryzen 3 1200 Quad-Core Processor;
e rpadiuamii mporecop: ASUS GeForce GTX 1050 Ti;

e oneparuBHa nam’sTh: 32 r0;

e HakonnuyBau: SATA SSD 256 GB.
Takox 101aTKOBI iepedepiiiHi MPUCTPoi:

e KJIaBiaTypa;
® MWIIA,;

® MOHITOpP 3 PO3JLIBHOIO 3aTHICTIO 1366X768.

[IpoBeneHHs po3p0OOKHM Ha BKa3aHUX TEXHIYHUX 3ac00ax 3a0e3Mmeunsio
cTabinpHy Ta epeKTUBHY pOOOTY MPOrpaMHOTO 3a0€3MeUeHHS, 10 T03BOJIHIIO
JOCSIT'TA BUCOKOI MPOJAYKTUBHOCTI Ta SIKOCTI KIHIEBOI'O MPOIYKTY. 3aBIIAKU
MOTY)KHUM KOMITOHEHTaM KOMIT'IOTepa Ta J0JJaTKOBUM Mepru(epiiiHUM MPUCTPOSIM,
pO3po0OKa IrpoOBOTO 3aCTOCYHKY 3/1HCHIOBAJIACH O€3 3aTPUMOK 1 3001B, 1110 CIIPHUSIIO

3pY4YHOCTI B IIPOIIECI MPOrpaMyBaHHs Ta TECTyBaHHs. TakuM 4YMHOM, OOpaHi TEXHIYH1
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3aco0u 3a0e3Mmeuniiy ONTUMAaIIbHI YMOBH I peatizalii BCiX (PyHKI[IOHAIBHUX BUMOT

IMPOEKTY Ta OOCATHCHHA 3aIlJIAHOBAHUX Hiﬂeﬁ.

2.6.2 BukopucraHni nporpamsi 3acoou

[Tpu po3podbui rpu Tuny “Puzzle & Play” Oynu 3acTocoBani mporpamMHi 3aco0w,

110 3a0e3Mneuryid ePEeKTUBHY peati3alliio MMPOEKTY Ta BUCOKY SIKICTh KIHIICBOTO

IPONYKTY.

OcHoBHoOMO TaThopMoro JyIst po3poOku ctana Unity, oJiuH 13
HAUTIOMYJISIPHIIINX IFPOBUX PYIIIiB, MO MATPUMYE KPOCIIATHOPMEHHY PO3POOKY.
Unity Haiae IIUPOKUI CIEKTP IHCTPYMEHTIB ISl CTBOPEHHS ITPOBOI JIOT1KH, pOOOTH 3
rpadikoro Ta aHIMaIlisIMH, a TaKOXK 1HTerpaiii ayaio. Bukopuctanus Unity
JI03BOJIMIIO CTBOPUTH TPy, sIKa MOe OyTH JIETKO afjanToBaHa JAJisl Pi3HUX TU1aTdopm,

takux Sk Windows, macOS, Android Ta 10S.

Jl1st mporpaMyBaHHs JIOTIKM Ipu Oyjia BUKOpUCTaHa MOBa nporpamyBanHs C#.
C# 3a0e3meuye BUCOKY MPOAYKTHBHICTh Ta 3pyUYHICTh Y BUKOPUCTAHHI 3aBJISIKA
CBOEMY MPOCTOMY CHHTAKCHUCY Ta MOTYKHUM MOKIUBOCTAM. Kpim Toro, C#
iHTerpyerbes 3 Unity, 110 103BOJIsi€ BUKOPUCTOBYBATH BC1 IEPEBAry pyIisl s

CTBOPEHHSI ITPOBUX MEXaHIK.

J5ist po6oTH 3 aHIMAIIisIMU BUKOPUCTOBYBaBcA iHCTpyMeHTapiit DOTween,
noTy»xHa 010s10TeKa Juist ctBopeHHs aHiMmaliil B Unity. DOTween 103BoJisi€ J€rKo 1
MIBUKO CTBOPIOBATH TUIABHI aHIMAIlli pyXy, MaciTady Ta IHITUX MapaMeTpiB, M0

3HAYHO TOKpAIIy€E Bi3yajdbHE COPUUHATTS TPH.

Cucrema 36€p€}KCHHH Ta 3aBaHTaXCHH JaHUX 6yJIa peani3OBaHa 3a

nonomororo ¢opmaty JSON, 1110 703BOJIsIE€ 3pyYHO CEpiali3yBaTH 1 iecepiaiizyBaTu
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nani. bidmioreka Newtonsoft.Json 3a0e3nedye npocToTy 1 HaAIHHICTh IPH

30€epeKEeHH1 Ta BIIHOBJICHHI CTaHy T'PH.

Jiist 3a6e3neyeHHs 6e3neKku 30epeKEeHNX TaHUX BUKOPUCTOBYBAIACS
o10moreka System.Security.Cryptography. Ile no3Bonuno mudpyBatu nani nepen
30epeKeHHAM 1 po3MUGPOBYBATH IX MPH 3aBaHTAKEHHI, 1110 TAPAHTYE BUCOKHIA

PIBEHb 3aXHCTY JaHUX 3a jonomoroto anropurmy AES.

J1st 00po0OKHM 3ByKOBUX €(EKTIB Ta (POHOBOT MY3UKH 3aCTOCOBYBABCS
koMmnoHeHT AudioSource, sikuit € gactuHOIO Unity. L{eif KOMITIOHEHT J03BOJIsE
BiITBOPIOBATH, 3yIIMHITH, CTABUTH Ha TMay3y Ta PETyJIIOBATH TYYHICTh 3ByKOBHX

eeKTIB Ta My3UKH, 3a0€3MeUy0un JMHAMIYHUI IrpOBUM JOCBII.

Kpim Toro, asis 3py4HOCTI pO3pOOKH 1 TECTYBaHHSI BUKOPHUCTOBYBAJIUCS TaKl
iHcTpyMeHTH, sk Unity Editor, 1110 103BosIsiE€ iIHTEpAaKTUBHO HAJAIITOBYBATH 1IrPOBi
00'extH, 1 Visual Studio, sike 3a6e3neuye NOTyKHE CEPEIOBUIIE JIJIsl HAMMMCAHHS KOy

Ta BI1QJIaroKEHHS.

BukopuctanHs uX TEXHIYHUX 3aC001B JJO3BOIMIIO CTBOPUTH BHCOKOSKICHY
rpy 3 NpuBadJIMBOIO rpadikoro, MIIABHUMH aHIMAI[ISIMUA Ta HAJ1HHOK CUCTEMOIO
30epeXKEHHsI TaHUX, 110 3a0e3Meuye 3aXOIII0I0Unid Ta 0e3NeYHui 1IrpOBUH JOCBI]

JUTSI KOPHUCTYBAYiB.

2.6.3 BukiMK Ta 3aBaHTa:KeHHS MPOrpaMu

Jliist 3anmycky MOOLIBHOTO 3acTOCYHKY "Puzzle & Play" kopuctyBauesi
HEoOX1IHO 3aBaHTaxuTH (aiin iHcTansropa y hopmati APK 3a nocunanusm abo

Hocis ganux. [licns 3aBantaxkennss APK ¢aiiny kopucTyBad MOBHHEH J103BOJIUTH
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BCTAHOBJICHHS JOJIATKIB 13 HEBIJIOMUX JIKEPEN Y HANAMITYBAHHSX CBOTO MPUCTPOIO,

SIKIIO [IeW TTapaMeTp Iie He YBIMKHEHO.
[Tporec iHcTansmii yepe3 APK daiin ckiramaeTbes 3 KiTbKOX KPOKIB:

1. 3aBanTtaxenns APK ¢aitny: KopuctyBau 3aBanTtaxye (aiin APK Ha cBiif
MOOUIBHHUI MPUCTPIH.

2. HamamryBanHus Oe3nieku: Y HaNAIMITYBaHHSAX MOOUTBEHOTO IMIPUCTPOIO
HEO0OX1HO JT03BOJIUTH BCTAHOBJICHHS I0JIATKIB 13 HEB1IOMHUX Jikepen. Lle
MO>KHa 3po0uTH B po3aiai "besneka" abo "l[IpuaTHicTh".

3. 3amyck iHcTansauii: Kopucrysau BigkpuBae 3aBanTaxxennit APK ¢aiin 3a
JIOTIOMOT 010 OyAb-sKOT0 (hailIoBOro MEHEIKepa Ta HATUCKAE HA HHOTO JIJIS
3aMycKy Ipoliecy iHCTasIii. BigkprueTbcs BIKHO 3 3alIUTOM Ha
HiATBEPAKEHHS BCTAHOBIIEHHS TOJATKY, /1€ TOTPIOHO HATUCHYTH
"BcranoButu".

4. 3apepuieHHs iHcTamsii: [Ticns 3aBepiieHHs MpoIlecy 1HCTANALIT Ha
rOJIOBHOMY €KpaHi MPUCTPOIO 3'IBUThCS 1IKOHKA n0aaTKy "Puzzle & Play",

3a IOMIOMOTIOI0 SIKOi MOKHA Oy/ie 3aIlyCTUTH TpYy.

3aBaHTaXeHHS 1 BCTAHOBJICHHS MOOUTEHOTO A0naTKy "Puzzle & Play" uepes
APK aiin 1o3Bos1€ 320€3M€UNTH 3pyUHUN Ta IBUIKUAN CIIOCIO pO3MOBCIOKEHHS
IIPOrpaMHOro 3a0e3neueHHs. Takuil MeTo 1 IHCTAIAII 0COOIMBO KOPUCHUN IS
TECTYBaHHS JIOJIaTKIB HAa PI3HUX MPUCTPOSIX i1 Yac po3pOOKH, a TAKOK IS
PO3IOBCIOKEHHS OeTa-Bepciil cepel 00MeKeHOi ayuTopii kopuctyBauis. Lle
IBUIITY€ THYYKICTh MPOIECY TECTYBAHHSI Ta 3a0€3MeYy€e MOXKIIUBICTh ONEPATUBHOTO
BHECEHHS 3MiH 1 BUTIPABIICHHS TIOMHUJIOK Ha OCHOBI 3BOPOTHOTO 3B’ S3KY BiJ

KOPHUCTYBayiB.
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2.6.4 Onuc inTepgeiicy kopucrtyBaua

[aTrepdeiic kopuctyBaua ams rpu "Puzzle & Play" 6yB po3po6ienHwuii 3
ypaxyBaHHSM MPUHIUIIIB MPOCTOTHU, IHTYITUBHOT 3p03yMUIOCTI Ta 3pyYHOCTI
BUKOpHUCTaHHs. BiH ckianaeTbes 3 KIIBKOX OCHOBHUX €JIEMEHTIB, SIK1 3a0€3MeUyI0Th
JIETKUIA JOCTYH 10 OCHOBHMX (DYHKIIM TPH 1 MOJIETHIYIOTh B3aEMOJII0 KOPUCTYBaya 3

JOOJAaTKOM.

["'onoBHUY ekpaH € BIANPABHOIO TOYKOIO JUIsl KOPUCTYBaya 1 MICTUTh OCHOBHI

€JIEMEHTH HaBIrallii, TaKl IK KHONKH JJI1 BUOOPY I'pH, MOYATKy I'PU Ta HAJIAIITYBaHb.

4 J‘,’L{L‘;"

“PIAY)
b e

Pogpoduux: Orapkof Bixmop ‘ J

Puc. 2.10. 300paxeHnHs rojgoBHOro expany rpu "Puzzle & Play"
Ha ronoBHOMY €KpaHi po3TanioBaHi:

e HagirauiitHi KHOIKH BUOODPY I'pH
e Kuonka «Ilouatu rpy»

e KHomka HanamTyBaHb
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Expan HanamryBaHb J03BOJISIE KOPUCTYBAYEBl HAJAIITYBATH MTapaMeTPH TPH,

TaKl sIK 3BYK, My3HKa Ta BiOpaliii MOOUIBHOTO IPUCTPOIO.

HaonowrysaHuHa

Mysuka @
3BYyKM @

Bi6pauin ©

Puc. 2.11. 3006pa>keHHs HajIaMTyBaHb MOOLJTLHOTO 3aCTOCYHKY

[lepen moyaTKkoM rpH, TpaBellb Ma€ 3MOTy BHOpaTH piBEHb CKIAJIHOCTI,
BUKOPHCTOBYIOU1 KHOIIKH HaBITaIlii cepe/l 3apornoOHOBAHUX BaplaHTIB, a caMe

rpa 3 nojiem 3x3, 4x4 ta 5x5.
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Puc. 2.12. 306pakxeHHs TOJOBHOTO MEHIO 3 PEKUMOM Tpu 4x4

IrpoBuii ekpaH € OCHOBHUM POOOYHM MPOCTOPOM, JIe KOPUCTYBAT B3AEMOIIE 3
roJIoBOJIOMKOI0. BiH BKiTIOUae B cebe 1moJjie ToJI0BOJIOMKH, 3aBJaHHS, TalMeD 1

KHOIIKU KEPYBaHHS I'POIO.
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Yacy sanuwmnocs

® e

Puc. 2.13. 300pakeHHs iIrpOBOTO €KpaHy
Ha irpoBoMy expaHi po3TaiioBaHi:

e [lone ronoBonoMKH: Bi3yasi3ye ITUTKH, sIKI TPaBellb TOBUHEH
MEPEMICTUTH JJI BUPIIIEHHS TOJIOBOJIOMKH.

o Tlome «Micis»: Bi3yali3y€e KIHIIEBUW BUTJISA]T TOJIOBOJIOMKH.

e Taiimep: BimoOpakae 3aHIIKOBUN Yac HA BUKOHAHHS TOJIOBOJIOMKH.

e Knomka "ITay3a": 103B0sIE MPU3YNIMHUTH TPY Ta BIAKPUTH MEHIO MAy3H.

o Knomnka «Indopmartris»: BimoOpaxkae 3aBIaHHs ISl BUPIIICHHS
T'OJIOBOJIOMKHU.

o Knomnka «HanamryBaHHs»: BIIKpUBA€E HAJAIITYBAHHS TPU.
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Jrs Caxonanns micii

nompiduo nepemicmumu
irpoli gimeu, yod
cKkAaCmu HA;/'

fianaﬁayo 30 ;PA;KA.

Puc. 2.14. 3o06paxenns BikHa «Micis»

[Ticns 3aBepiieHHs ma3ny a0o 3aKiHYEHHS 9acy, TPaBelb OTPUMYE MTOBIIOMIICHHS, JIe

MO’K€ BHOpATH TOBEPHYTHUCS IO TOJIOBHOTO MEHIO UM CIIpoOyBaTH 3irpaTH Ie pas.

pREE,

NEPEMOTrA!’

Yydobo!
Tax mpumama.

Naeai sHosy!

Puc. 2.15. 306pakeHHs MOBIAOMIICHHS MICIs 3aBEPIICHHS I'PU
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[arepdeiic kopucryBava rpu "Puzzle & Play" po3poGnenuii 3 MmeToro
3a0€e3MeUYeHHs] MaKCUMaJIbHOT 3pYYHOCTI Ta IHTYITUBHOI 3pO3YyMUIOCTI JJIsi
KOPHUCTYyBau1B. BUKOpUCTaHHS YITKUX 1KOHOK, 3pYYHUX KHOIOK Ta 3pO3YyMIUINX MEHIO
JI03BOJISIE TPABLSIM JIETKO B3a€MOJIISATHU 3 TPOKO Ta HACOJIOIKYBATHUCS IIPOLIECOM

BI/IpiIIICHH}I T'OJIOBOJIOMOK.
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PO3/ILI 3
EKOHOMIYHWIA PO3ILI

3.1. Po3paxyHoOK TPyAOMiCcTKOCTI Ta BapTOCTi po3podku indopmauiiiHoi cucremMu

BxiaH1 mani:

— nependauyBaHe uncio oneparopis — 1091;

— KoedIIeEHT KOPEKIIii mporpamMu B xoi ii po3podbku — 0,1;
— KoeIIIEHT CKIAHOCTI porpamu — 1,2;

— ToJIMHHA 3apo0iTHa miata mporpamicta — 506,83 rpu/ron;

— xoe(imieHT 301IBIICHHST BUTPAT Tpalli B HACTIJOK HEIOCTATHLOTO OMKUCY 3aJadl —

1,2;

— KkoediuieHT KBanidikawii mporpamicta, 0OyMOBIEHHUH BiJl CTaxky poOOTH 3 JaHOI

creraisHocTi — 0,8;
— BapTicTh MammHO-roAuH EOM — 1.74 rpna/rox;

3rigHo 3 iHdopmMmaiero Bix Qubit Labs, mouarkoBa 3apo0iTHA m1aTa MOJIOIINX
PO3pOOHUKIB MPOTrpaMHOro 3abe3neueHHss B YKpaidi ckimamae Big 10 go 15 monapis
CIIA 3a roguny. Lle miarBep/uKyeTbes Takox naHuMH Bl Mobilunity, siki BKa3yroTh
Ha CepeaHIO MICSYHY 3apo0iTHY MiaTy MooAmmXx po3podnukiB Unity Ha piBHI 1500
nosapiB CIIA, mo npu 160 ronuHax poOb0TH Ha MICSIL TAKOXK BIMOBIIA€ TPUOIU3HO

10-15 nomapir CIIIA 3a roguny.

Cranom Ha uepBeHb 2024 poky Kypc oominy gosapa CIIIA 1o rpuBHI CTAaHOBUTH
npubnu3ao 40.53 rpusens 3a 1 monap. Buxonsuu 3 1boro Kypcy, cepeass moroinHHa

ctaBka jiy1st Unity junior mporpamicta B Ykpaini cranoBuTh 506,83 rpH.
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Tpynomictkicts po3pooku 13 MoxHa po3paxyBaTu 3a GOPMYJIOO:

t=to+ tu+ttattn+ tom + tu, TOTUHO- (3.1)

T'OJIMH,

e to - BUTpATH Mpalll HA MIITOTOBKY ¥ OMUC MOCTABJICHOI 3a/1a4l (MpUMaeThCs

50 mOAUHO-TOIHH);
tu - BUTpaTH mparil Ha JOCHIDKEHHS aJlTOPUTMY PIIICHHS 3a/a4i;
ta - BUTpaTH mpaiii Ha po3poOKy OJIOK-CXEMU aJTOPUTMY;
th - BUTpaTH mpaii Ha MporpaMmyBaHHs [0 TOTOBIH OJIOK-CXeMi;
tors - BUTpATH Ipalli HA HaJAro KeHHs nporpamu Ha EOM;
t; - BUTpaTu mpaill Ha MiIr0TOBKY JOKYMEHTAIII1.

CxJ1aioBi BUTpATH Mpalli BU3HAYAIOTHCS Yepe3 YMOBHE 4nciio onepaTtopis y 13,

10 PO3POOIISIETHCSI.
YMOBHE 4HCIIO OnepaTopiB (MiANporpam):
Q=q C-(1+p), (3.2)
1e q — nepeadadyBaHe yuciio oneparopis (1811);
C — xoeditieHT cxiaaHocTi nporpamu (1,2);
p — KoedilieHT KOpeKIIil mporpamu B xoi ii po3pookwu (0,1).
Q=1091-1,2-(1+0,1)=1440,12.

Butpatu mpani Ha BUBYEHHS OINHUCY 3ajadl ty BU3HAYAETHCA 3 YpaxyBaHHSIM

YTOYHEHHS ONUCY 1 KBadi(ikalii mporpamicra:
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__ QB 3.3
by = (75.85)k’ (33)

ne B - koediiieHT 301IbIIIEHHS] BUTPAT Mpalll BHACIIIOK HEJJOCTATHHOTO OIMUCY

3anadi (1,2);

K - koedimienT kBamdikarii nporpamicra, 00yMOBICHUH BiJl CTaXKy pOOOTH 3

naHoi crnenianbHOCTI. [Tpu ctaxi poboTu 10 2 pokiB BiH ckiaaae 0,8.

3riIHO TaHUX OTPUMYEMO TaKHil pe3yabTaT 3a (HOpMYyJIOH0:

o 1440,12 1,2
v 85-0.8

= 25,41 110AUHO — I'OAYH.

Burtpatu npaiil Ha po3poOKy aqropuTMy pILLIEHHS 3a/ayl:

B Q (3.4)
~(20..25) -k’

ta
ne Q — yMOBHE YHCIIO ONEepaToOpiB MPOTrpaMu;
k — xoedimienT kBamdikarii nporpamicra.

[TincraBuBIIM BiaNOBiIHI 3HaUeHHS B (popmyity [3.4], mronuHO-TOAMH:

— 14401z _ 72 JI0IMHO-TOIUH
a™ 2508 A AMH.

Burtpartu Ha ckiagaHHs IPOrpaMHu 1O TOTOBIN CXeEMi:

__ (3.5)
th = ——;
(20..25) - k
t, = 1::_(())'22 = 72 MOIUHO-TOAUH.

Burtpatu nparii Ha HanaropkeHHs mporpamu Ha EOM:

— 3a YMOBH aBTOHOMHOTI'O HAJIArOJKCHHA OAHOI'O 3aBAaHHA:
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< (3.6)

Lorn = (4..5)-k;

1440,12
lotn = o8 360,03 110 1MHO-TOIHH.

— 3@ YMOBHU KOMIUIEKCHOT'O HAJIArOPKEHHS 3aBIaHHS:
torae = 1.2 tory; (3.7)
torx = 1.2 - 360.03 = 432,04 nmroauHO-TOAMH.

Butpatu npartii Ha miAroTOBKY JOKYMEHTAIIIi:
ty = tp+ o (3.8)

7€ typ - TPYAOMICTKICTh MIATOTOBKHA MaTepiajiB 1 PyKOIHCY:

_ Q . (3.9)
AP (15..20) -k’

t
t0 - TPYZIOMICTKICTD peAaryBaHHs, e4aTku i 0hOpMIICHHS JOKyMEHTAITI1:
t;[() = 0,75 ' tﬂp; (310)

[Tizcrapnstoun BIATIOBIIHI 3HAYEHHS, OTPUMAEMO:

_ 1440,12
AP T 20.0,8

= 90 JIIOAUHO — I'OJIUH,

tw =0,75-90 = 67,5 M0AMHO — TOJMH;
t, = 90+ 67,5 = 157,5 10AMHO — FOJIMH.
[ToBepTarounck 10 Gopmysu [3.1], oTpuMaeMo MOBHY OLIIHKY TPYIOMiCTKOCTI

PO3POOKH MPOTPAMHOTO 3a0€3MEUCHHS

t=50+24,41+ 72+ 72+ 360,03 + 157,5 = 578,44 noguHO — FOAMUH.
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3.2. Po3paxyHOK BUTPAT Ha CTBOPEHHS NMPOrpamMu

Bapricte cTBOpeHHs mporpamHoro 3a0esnedeHHs Ko BKJIIOYa€e BapTiCTh
3apoOITHOI TUIATH PO3POOHMKA MporpaMu 33n Ta BapTICTh MAUIMHHOTO 4Yacy,

HEOOX1THOTO JIJIs HaJaroPKeHHs MPOrpaMH Ha KOMIT'FOTEPI.
Kno= 33n+ 3wms, IpH, (3.11)
33m — 3apo0iTHA MJ1aTa BUKOHABIIIB, IKa BU3HAYAETHCS 32 (HOPMYJIOH0:
3n=t - Cnp, rps, (3.12)
ne t — 3arajabHa TPYIOMICTKICTb, JIFOAUHO-TOJIUH;
Crp — cepeliHsl roMHHA 3apo0iTHA IJ1aTa MPOrpamicTa, TpH/TOUHA.

3 ypaxyBaHHSM TOTO, IIIO CEPEHS TOAMHHA 3apIuiaTa IPOrpaMicTa CTAHOBUTH

506,83 rpa/roj, TO OTPUMAEMO:
33n = 578,44 - 506,83 =293170,75 , rpH,

BapTiCTB MAallMHHOT' O 4acy 3MB, H€O6Xi)1HOFO AJIA HAJIArOJKCHHA ITPOTrpaMi Ha

EOM, Bu3HauaeTbes 3a PopMyIioro:
3MB = tors * Cmu , TpH, (3.13)
1€ torn — TPYJAOMICTKICTB HaAropkeHHs nporpamu Ha EOM, rog;
Cwmu — BapTicTs MamuHo-roauan EOM, rpu/rog.

[lincraBuBmm B (QopMydy BIAMOBIAHI 3HAYEHHS, OOYHCIIOEMO BapTICTh

HEOOX1THOTO /JI HAJIAaro>KeHHSI MAIIMHHOTO 4acy:
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3mB = 360,03 - 1,74 = 626,45 rpH.

3BijacH, 3a popmyJioro (3.11), BUTpatu Ha CTBOPEHHSI TPOTPAMHOIO MPOIYKTY:
Kno=293170,75 + 626,45 = 293797,2, rpH.

OuikyBaHUH MEePi0J] CTBOPSHHS IMPOIPAMHOTO 3aCTOCYHKY:

t (3.14)

T = , Mic,
Bk.Fp

ne By - uncno BukoHaBIlB (1);

Fp - Micsunuii ponyg podoyoro vacy (mpu 40 rotuHHOMY poOOYOMY THXKHI Fp =

160 rogun).

3a ¢popmysroro 3.14 ouikyBaHUM 1Ep10]] CTBOPEHHS TPOTPaMHOT0 3a0€3MEUECHHS:

57844

= m = 3,6, MIC

BucuoBok: IrpoBuii nomgarok “Puzzle & Play” 6yB po3poOieHuit 11 HagaHHS
TPaBISIM MOYKJIMBOCTI CKOPOTHTH Yac Ta PO3BAKUTHUCS i1 Yac A03BILIsL. Po3paxyHku
TPYJIOMICTKOCTI Ta BAPTOCTI pO3POOKH IIOT'0 TPOrPAMHOI0 3a0€3MeUeHHS TOKA3YIOTh,
[0 3arajbHa TPYJIOMICTKICTb MPOEKTY CTaHOBUTH 578,44 mIOIAUHO-TOAWH, UIO
€KBIBAJICHTHO OJM3BKO 3,6 MICSIIB MPU CTaHAAPTHOMY poOodomMy rpadiky. 3arampHa
BapTICTh CTBOPEHHS MPOTrpaMHOIo NpoayKTy ckiaaae 293797,2 rpusens. Lli Butparu
BKJIFOYAIOTh 3apO0ITHY IJIaTy BUKOHABIIIB Ta BAPTICTh MAMIMHHOTO Yacy, HEOOX1THOTO

JJI HAJIAropKCHHS IIporpamMu.

[Ipn Bu3HaueHHI BapTOCTI BPAXOBYBAIMCS Taki (PaKTOpH, SK KOEQIIIEHT
KOpEeKLIi nmporpaMu, Koe(ilieHT CKIaJHOCTI Mporpamu, KBaidikauis nporpamicra i

BapTICTh KOMIT'FOTEPHOIO0 MAIIMHHOTO 4acy. CepelHs IOroJMHHA OIulaTa Iparl
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nporpamicta ctaHoBuTh 506,83 rpH./ToaMHA, IO BUXOIUTH 3 ypaxyBaHHSIM IIOTOYHOTO

obminHoro Kypey nosiapa CIIA mo BiAHOIICHHIO IO TPUBHI.

OtpuMaHi pe3yJbTaTH MiIATBEPKYIOTh, 10 PO3pOOKa JAHOTO MPOTrPaMHOIO
3a0€3MEeUYEHHs] € €KOHOMIYHO JOLIIBHOK 1 BIANOBIIA€ CyYaCHUM BHUMOIaM PHUHKY
mpaill Ta TeXHOJorik. Bucokuii piBeHb aetaiizaliii po3paxyHKIB JI0O3BOJISE OIIHUTH
peanbHl BUTpATH Ta PeCypcH, HEOOXiJHI JJisl YCHIIIHOIO BUKOHAHHS MPOEKTY, ILIO

3a0e3neuye Moro KOHKYpEHTOCIIPOMOXKHICTh HA PUHKY POTPAMHOT0 3a0€3EeUeHHS.
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BUCHOBKU

Mertoro ganoi kBamigikamiitHoi po6oTu Oyna po3poOKa irpoBOro 3aCTOCYHKY
"Puzzle & Play", sikuii Hafjae KOprCTyBauaM 3aXOIUTIOIYHI ITPOBUI MPOIIEC Ta CIIPUSIE
PO3BUTKY JIOTTYHOT'O MUCIIEHHSI 1 yBaru. el npoekT OyB BUKOHAHUI 3 BUKOPUCTAHHIM
CyYaCHHUX TEXHOJOTIA 1 METONIB PO3pOOKHM MOOITBLHUX Irop, 30Kpema, IrPOBOTO

neuryHa Unity Ta MoBu niporpamyBanHs C#.

[Iponiec po3poOku mepeadavaB KijibKa €TaliB: aHalli3 BUMOT, IPOEKTYBaHHSI,
porpaMyBaHHs, TECTYBaHHS Ta BIpoBajykeHHs. [Ipu anami3i Bumor 0yJio BpaxoBaHO
OTPeOH IIIILOBOI ayIUTOPIi, 30KpeMa, HEOOXITHICTh Y TOCTYITHOMY Ta 3PO3yMiJIOMY
1HTEepeiCcl KOpUCTyBaya, a TAaKOXK BHCOKa SKICThb rpadiku Ta 3ByKy. [lim yac
IIPOEKTYBaHHS Oyiia po3po0IieHa apXiTeKTypa J0IaTKy, 10 3a0e3rmedye MOTYIbHICTD 1

THYYKICTh Y TTOJJIBIIIN pO3pOOIl Ta MiITPHUMIII.

[IporpaMyBaHHS 3MiICHIOBAJIOCH 3 BUKOpHUCTaHHSIM MoBU C#, sika 03BOJISE
eeKTUBHO MAaHIMyJIOBAaTH pecypcaMu Ta 3a0e3rnedye BHUCOKY MPOMAYKTHBHICTh
nonatky. Bukopucrtanns Unity Engine 3HayHO crnpocTuio mpoliec po3poOKw,
HaJalo4yul TOTOBI IHCTPYMEHTH Ta O10JIOTEKM [UIsl CTBOPEHHSI IrpOBUX OO'€KTIB,

aHiMalii, (1I3UYHUX €(DEKTIB Ta IHIIMX BaXKJIMBUX KOMIIOHEHTIB I'PH.

[Tlim dwac TecTyBaHHS OCOOJMBa yBara MPUAUIIIACH CTaOLILHOCTI POOOTH
JOJIaTKy Ha PI3HUX MPUCTPOSX, ONTUMI3aIil MPOJYKTHUBHOCTI Ta BHIIPABICHHIO
MOXJIMBUX MOMIUIOK. 1le m03BomIo 3a0e3rmeun T BUCOKUH PIBEHB SKOCTI KiHIIEBOTO

MPOIYKTY Ta WOTO BIJIMOBIIHICTh OYIKyBaHHSM KOPHUCTYBAaYiB.

[acransmis gomarky "Puzzle & Play" nmpoBomuthes yepe3 APK-daiin, mio
JTI03BOJISI€E 3pDYUYHO BCTAHOBJIIOBATH MPOTrpaMy Ha MOOUIBHI MPUCTPOI 3 OMEpaIifHO0
cuctemoro Android. Ile 3a0esnedye mupoke OXOIUIEHHS IIBOBOI ayAuTOpii Ta

JIETKICTh TOCTYITY J0 T'PH.
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Y  "Exonomiunomy po3aium" Oyio mpoBeaeHO JACTAIbHHA PO3PaxyHOK
TPYJIOMICTKOCTI Ta BapTOCTI PO3POOKKM MPOrpaMHOro 3a0e3neyeHHs. 3TiJHO 3
OTPMMAaHMMHM JIAHMMH, 3arajibHa TPYAOMICTKICTb po3poOku ckiana 578,44 moauHo-
roauH. OCHOBHUMHM CKJIAJJOBUMM TPYJOMICTKOCTI OyJM BUTpaTH Ha MIATOTOBKY Ta
OMKC MOCTaBJIEHOI 3aJa4l, JOCIIHKEHHS allTOPUTMY PIIEHHS, PO3POOKY OJIOK-CXeMHU
aITOPUTMY, MPOTpaMyBaHHS, HalaroJkeHHs nporpamu Ha EOM Ta miaroroBky

JIOKYMEHTAIII1.

3arajgbpHa BapTICTh CTBOPEHHSI TPOrpaMHOro 3a0e3nedeHHs cTaHoBUTH 293797,2
TPH, 3 SIKMX OCHOBHY YacTHHY CKjJaja€e 3apoOiTHa miata BUKOHaBIB. CepemHs
3apo0iTHA IJiaTa MporpaMicTa 3a OAHY ToauHy craHoBuia 506,83 rpu/Tom, 10
BIJIMOBIAA€ CepeIHIM MMOKa3HUKaM Ha pUHKY Mpartli Jis MOJIOAIINX po3poOoHukiB Unity

B YKpaiHI.

[lepion cTBOpeHHS TPOrPaMHOTO 3aCTOCYHKY CKJIaB 3,6 MicsI, IO €
ONTUMAJIHFHUM TEPMIHOM [UIsI TMPOEKTIB Takoro Twiry. lle BpaxoBye CTaHIapTHHI

pobounii rpadik Ta 3ade3neuye N0CTaTHIN Yac /i1 BAKOHAHHS BCIX €TarliB PO3pOOKH.

Po3pobnenuii irposuii nogatok "Puzzle & Play" ycnimHo BUKOHY€ nOCTaBIeHi
T, HAJAIOYM KOPUCTyBayaM I[IKaBy Ta KOPHCHY po3Bary. Bin nemoHcTpye
e(eKTUBHICTh BHKOPHCTAHMX TEXHOJIOT1M Ta MIAXOMIB Yy TMPOIECI CTBOPEHHS
MOOUTEHUX 1rOp. [IPOEKT € KOHKYPEHTOCTTPOMOKHUM Ha PUHKY MOOITHLHUX JOMATKIB

Ta Mac HOTeHHiaJ'I AJI1 IOJAJIBIIOIO PO3BUTKY Ta BJJOCKOHAJICHHA.

3arajgom, JaHUW TPOEKT € MPUKIAAOM YCHIITHOI pearizaiii i1ei MOOiILHOTO
IrpOBOTO JA0JIATKY, IO MOEAHYE B cOO1 pO3Bary Ta pO3BUTOK KOTHITUBHUX 3A10HOCTEN
KopuctyBauiB. Lle miaTBepKy€e BaXKIIMBICTh 3aCTOCYBAaHHS CyYaCHHX TEXHOJIOT1H Ta

METO/IIB Y TIpoI1Ieci po3pOo0KH MPOTPaMHOTO 3a0€3MEeUEHHS.
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TOJAJIOK A
KOJ IPOTPAMU

Jlictuar Dependencylnjector.cs:
using System;
using System.Collections.Generic;

using UnityEngine;

public static class Dependencylnjector

{
private static readonly Dictionary<Type, object> _dependencies = new Dictionary<Type, object>();
public static void Register<T>(T implementation)
{
Type interfaceType = typeof(T);
_dependencies[interface Type] = implementation;
}
public static T Resolve<T>()
{
Type interfaceType = typeof(T);
if (1_dependencies.ContainsKey(interfaceType))
{
Debug.LogError($"Dependency of type {interfaceType} is not registered.");
return default;
}
return (T)_dependencies[interfaceType];
¥
}

Jlicruar AESEnNcryptor.cs:

using System;

using System.Security.Cryptography;
using System.Text;

public static class AESEncryptor

{
public struct AESEncryptedText
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public string 1V;

public string EncryptedText;

public static AESEncryptedText Encrypt(string plainText, string password)

{

using (var aes = Aes.Create())

{

textBytes.Length);

aes.GeneratelV();

aes.Key = ConvertToKeyBytes(aes, password);

var textBytes = Encoding.UTF8.GetBytes(plainText);

var aesEncryptor = aes.CreateEncryptor();

var  encryptedBytes =  aesEncryptor.TransformFinalBlock(textBytes,

return new AESEncryptedText

{
IV = Convert.ToBase64String(aes.1V),

EncryptedText = Convert. ToBase64String(encryptedBytes)

public static string Decrypt(AESEncryptedText encryptedText, string password)

{

return Decrypt(encryptedText.EncryptedText, encryptedText.1V, password);

public static string Decrypt(string encryptedText, string iv, string password)

{

using (Aes aes = Aes.Create())

{

var ivBytes = Convert.FromBase64String(iv);

var encryptedTextBytes = Convert.FromBase64String(encryptedText);

var decryptor = aes.CreateDecryptor(ConvertToKeyBytes(aes, password), ivBytes);

var decryptedBytes = decryptor.TransformFinalBlock(encryptedTextBytes,

encryptedTextBytes.Length);
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return Encoding.UTF8.GetString(decryptedBytes);

private static byte[] ConvertToKeyBytes(SymmetricAlgorithm algorithm, string password)

{
algorithm.GenerateKey();

var keyBytes = Encoding.UTF8.GetBytes(password);
var validKeySize = algorithm.Key.Length;

if (keyBytes.Length 1= validKeySize)
{
var newKeyBytes = new byte[validKeySize];
Array.Copy(keyBytes, newKeyBytes, Math.Min(keyBytes.Length,
newKeyBytes.Length));
keyBytes = newKeyBytes;

return keyBytes;

Jlictunr DataManager.cs:
using GrislyTools.Interfaces;

using UnityEngine;

namespace GrislyTools

{

public static class DataManager

{

public static StorageData Data => _gameData;

private static StorageData _gameData;
private static string _dataStorageKey = "GameData";

private static IDataStorageSystem<StorageData> _storageSystem;
static DataManager()

{
_storageSystem = new JSONDataStorageSystem<StorageData>();
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if (1_storageSystem.Load(_dataStorageKey, out _gameData))
{

_gameData = new StorageData();

_gameData.InitializeStorageData(_dataStorageKey, _storageSystem);

Debug.Log("DataManager created");

Jlictuar JSONDataStorageSystem.cs:
using GrislyTools.Interfaces;

using Newtonsoft.Json;

using UnityEngine;

using static AESEncryptor;

namespace GrislyTools

{

public class JSONDataStorageSystem<T> : IDataStorageSystem<T> where T : IData
{

private readonly string _key;

public JSONDataStorageSystem()

{
_key = System.Convert. ToBase64String(KeyManager.GetOrCreateKey());

public bool Load(string key, out T data)

{
string savedData = PlayerPrefs.GetString(key, string.Empty);

if (savedData == string.Empty)

{
data = default;
return false;

}

else

{
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AESEncryptedText encryptedText

JsonConvert.DeserializeObject<AESEncrypted Text>(savedData);

string jsonData = Decrypt(encryptedText, _key);
data = JsonConvert.DeserializeObject<T>(jsonData);

return true;

public void Save(string key, T data)

{

Jlictuar KeyManager.cs:

string jsonData = JsonConvert.SerializeObject(data);
AESEncryptedText closedData = Encrypt(jsonData, _key);
string savedData = JsonConvert.SerializeObject(closedData);

PlayerPrefs.SetString(key, savedData);

using System.Security.Cryptography;

using UnityEngine;

public static class KeyManager

{

private static readonly string encryptionKey = "encryption_key";

public static byte[] GetOrCreateKey()

{

if (PlayerPrefs.HasKey(encryptionKey))

{

else

string savedKey = PlayerPrefs.GetString(encryptionKey);

return System.Convert.FromBase64String(savedKey);

byte[] key = new byte[32];
using (RNGCryptoServiceProvider rng = new RNGCryptoServiceProvider())

{
rg.GetBytes(key);

}
string keyString = System.Convert. ToBase64String(key);

PlayerPrefs.SetString(encryptionKey, keyString);
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return key;

Jlictunr StorageData.cs:

using GrislyTools.Interfaces;
using Newtonsoft.Json;

using System;

using System.Collections.Generic;
using UnityEngine;

namespace GrislyTools

{

[Serializable]

public class StorageData : IData

{
[JsonProperty("Data™)] private Dictionary<string, object> _data;
private Dictionary<string, Action<object>> _onValueChanged;
private static IDataStorageSystem<StorageData> _storageSystem;

private string _storageKey;

public ~ void InitializeStorageData(string  key, IDataStorageSystem<StorageData>
storageSystem)

_storageSystem = storageSystem;
_storageKey = key;

if (_data == null)

_data = new Dictionary<string, object>();

_onValueChanged = new Dictionary<string, Action<object>>();

public bool GetValue<T>(string key, out T data, T defaultVValue = default)

{
if (_data. TryGetValue(key, out var storedValue))
{
try
{

if (storedValue is T value)
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data = value;
}
else
{
data = (T)Convert.ChangeType(storedValue, typeof(T));
}
}
catch (InvalidCastException)
{

Debug.LogWarning($"Key {key} found, but value is not of type
{typeof(T)}. Using default value.");
data = defaultValue;
}

catch (FormatException)
{
Debug.LogWarning($"Key {key} found, but value cannot be
converted to type {typeof(T)}. Using default value.");
data = defaultValue;

}
¥
else
{
Debug.LogWarning($"No data was found with this key: {key}. A new one
was created.");
_data[key] = defaultValue;
data = defaultValue;
¥

return true;

}
public bool SetValue<T>(string key, T value)
{
if (_data.ContainsKey(key))
{
if (_data[key] is T)
{
_data[key] = value;
}
else
{

try
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_data[key] = (T)Convert.ChangeType(value, typeof(T));
}

catch (InvalidCastException)

{
Debug.LogError($"Failed to set value for key {key}.

Invalid cast from {value.GetType()} to {typeof(T)}.");
return false;

if (_onValueChanged.ContainsKey(key))

_onValueChanged[key]?.Invoke(value);

}
else
{
_data.Add(key, value);
Debug.LogWarning($"No data was found with this key: {key}. A new one
was created");
¥

_storageSystem.Save(_storageKey, this);

return true;

}
public void SubcribeOnValueChange(string key, Action<object> callback)
{
if (_data.ContainsKey(key) && _onValueChanged.ContainsKey(key))
{
_onValueChanged[key] += callback;
}
else if (_data.ContainsKey(key))
{
_onValueChanged.Add(key, callback);
¥
else
{
Debug.Log($"No data was found with this key: {key}");
}
}

public void UnsubcribeAll()
{
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_onValueChanged = new Dictionary<string, Action<object>>();

public void UnsubcribeOnValueChange(string key, Action<object> callback)

{
if (_onValueChanged.ContainsKey(key))
{
_onValueChanged[key] -= callback;
}
}

public void Save()

{
_storageSystem.Save(_storageKey, this);

Jlictuur IData.cs:

using System;

namespace GrislyTools.Interfaces

{
public interface IData
{
bool SetValue<T>(string key, T value);
bool GetValue<T>(string key,out T data, T defaultValue = default);
void SubcribeOnValueChange(string key, Action<object> callback);
void UnsubcribeOnValueChange(string key, Action<object> callback);
void UnsubcribeAll();
}
}

Jlictunr [DataStorageSystem.cs:

namespace GrislyTools.Interfaces

{
public interface IDataStorageSystem<T> where T : IData
{
void Save(string key, T data);
bool Load(string key, out T data);
¥
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Jlictunr IPuzzleController.cs:

using UnityEngine.EventSystems;

public interface IPuzzleController

{
public bool IsEnabled { get; set; }

void OnPointerClick(PointerEventData eventData);

Jlictunar [PuzzleMatrixFactory.cs:
using System.Collections.Generic;

using UnityEngine;

public interface IPuzzleMatrixFactory

{
int[,] CreateTargetMatrix(int puzzleSize, Sprite[] sprites, out List<int> availableChips);

int[,] CreateRandomPlayerMatrix(int puzzleSize, List<int> availableChips);

Jictunr IPuzzleModel.cs:
using UnityEngine;

using System;

public interface IPuzzleModel

{
event Action OnPuzzleSolved;
int PuzzleSize { get; }
Sprite[] Sprites { get; }
Sprite EmptySprite { get; }
void Move(int row, int col);

¥

Jlictunr IPuzzleView.cs:

using UnityEngine;

public interface IPuzzleView

{
RectTransform PuzzleField { get; }

bool IsMoving { get; }
void CreatePlayerPuzzleField(int size);
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void AnimateMove(int fromRow, int fromCol, int toRow, int toCol, int movedValue, float
animDuration);

public void CreateAndDisplayTargetPuzzleField(int size, int[,] matrix);

public void Display(int[,] matrix);

Jlictunr [ShuffleStrategy.cs:
using System;

using System.Collections;

public interface 1ShuffleStrategy
{

IEnumerator Shuffle(int movesCount, int[,] playerMatrix, Action<int, int> move, float animDuration,
Action enableController);

}

Jlictunr ArrayExtension.cs:

using System;

public static class ArrayExtensions

{
public static (int,int) IndexOf(this int[,] array, int value)
{
for (inti=0; i <array.GetLength(0); i++)
{
for (int j = 0; j < array.GetLength(1); j++)
{
if(array[i,j] == value)
return (i,j);
}
}
throw new Exception("Value not found");
¥
¥

Jictunr DefaultShuffleStrategy.cs:
using System.Collections;

using System.Collections.Generic;
using System;

using System.Ling;

using UnityEngine;
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public class DefaultShuffleStrategy : IShuffleStrategy

{
private const int EMPTY = -1;

public IEnumerator Shuffle(int movesCount, int[,] playerMatrix, Action<int, int> move, float
animDuration, Action enableController)
{
float animDurationCoef = 1.3f;
float startDelay = 0.5f;
(int, int) lastMovedindex = (-1, -1);

yield return new WaitForSeconds(startDelay);

for (inti = 0; i < movesCount; i++)

{

bool isMoved = false;
while (lisMoved)

{
(int, int) emptylIndex = playerMatrix.IndexOf(EMPTY);

List<(int, int)> possibleMoves = new()

{
(emptylndex.ltem1 + 1, emptyIndex.ltem2),
(emptyIndex.ltem1 - 1, emptyIndex.ltem?2),
(emptylndex.ltem1, emptylndex.ltem2 + 1),
(emptyIndex.ltem1, emptylIndex.ltem2 - 1)
b

possibleMoves = possibleMoves
Where(move => move.lteml >= 0 && movelteml <
playerMatrix.GetLength(0) && move.ltem2 >= 0 && move.ltem2 < playerMatrix.GetLength(1))
.Where(move => move != lastMovedindex)
.ToList();

if (possibleMoves.Count == 0) continue;

(int, int) randomMove = possibleMoves[UnityEngine.Random.Range(0,

possibleMoves.Count)];

move(randomMove.ltem1, randomMove.ltem?2);

lastMovedIndex = emptyIndex;
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isMoved = true;
yield return new WaitForSeconds(animDuration * animDurationCoef);

enableController?.Invoke();

Jlictuar GameController.cs:
using System.Collections;
using UnityEngine;

public class GameController : MonoBehaviour

{

[SerializeField] private PuzzleModel _puzzleModel;
[SerializeField] private PuzzleTimer _timer;

[SerializeField] private PopupsGroup _popupsGroup;

private float _animDuration = 3;

private float _scale = 1f;

private void Awake()

{

_timer.OnTimerEnd += OnTimerEndHandler;

_puzzleModel.OnPuzzleSolved += OnPuzzleSolvedHandler;

private void Start()

{
StartCoroutine(StartGame());
}
private void OnTimerEndHandler()
{
// do lose popup
_popupsGroup.LostPopup.StartPopup(_animDuration, _scale);
}
private void OnPuzzleSolvedHandler()
{

/I do win popup
_timer.IsTimerActive = false;
_popupsGroup.WonPopup.StartPopup(_animDuration, _scale);
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¥
private void OnDestroy()

{
_timer.OnTimerEnd -= OnTimerEndHandler;
_puzzleModel.OnPuzzleSolved -= OnPuzzleSolvedHandler;

}

private IEnumerator StartGame()

{
_timer.IsTimerActive = false;
var loadingDelay = new WaitForSeconds(1f);
yield return new WaitForEndOfFrame();
yield return loadingDelay;
_timer.IsTimerActive = true;

}

Jlictunr PuzzleController.cs:
using UnityEngine;

using UnityEngine.EventSystems;

public class PuzzleController : MonoBehaviour, IPuzzleController, IPointerClickHandler

{
public bool IsEnabled { get; set; }

private IPuzzleView _view;

private IPuzzleModel _model;

public void Init()
{

_view = Dependencylnjector.Resolve<IPuzzleView>();

_model = Dependencylnjector.Resolve<IPuzzleModel>();

public void OnPointerClick(PointerEventData eventData)

{
if (_view.IsMoving || 'IsEnabled)
return;

Vector2 localPoint;
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if (RectTransformUtility.ScreenPointToLocalPointInRectangle(_view.PuzzleField,

eventData.position, eventData.pressEventCamera, out localPoint))

{
int size = _model.PuzzleSize;
float cellSize = _view.PuzzleField.rect.width / size;
int col = Mathf.Clamp(Mathf.FloorTolnt(localPoint.x / cellSize), 0, size - 1);
int row = Mathf.Clamp(Mathf.FloorTolnt(-localPoint.y / cellSize), 0, size - 1);
_model.Move(row, col);

}

Jlictunr PuzzleMatrixFactory.cs:
using System;
using System.Collections.Generic;

using UnityEngine;

public class PuzzleMatrixFactory : IPuzzleMatrixFactory

{
private const int EMPTY = -1;

public int[,] CreateTargetMatrix(int puzzleSize, Sprite[] sprites, out List<int> availableChips)
{

int totalCells = puzzleSize * puzzleSize;
List<int> spritelndices = new();

availableChips = new List<int>();

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

{
spritelndices.Add(i + 1);

while (spritelndices.Count < totalCells - 1)

{
int randomValue = UnityEngine.Random.Range(1, sprites.Length + 1);

spritelndices.Add(randomValue);

System.Random rand = new System.Random();
spritelndices = ShuffleList(spritelndices, rand);
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int[,] matrixArray = new int[puzzleSize, puzzleSize];
int index = 0;

for (inti=0; i < puzzleSize; i++)

{
for (int j = 0; j < puzzleSize; j++)
{
if (index < spritelndices.Count)
{
matrixArray[i, j] = spritelndices[index];
index++;
}
¥
}

matrixArray[puzzleSize - 1, puzzleSize - 1] = EMPTY;

availableChips.AddRange(spritelndices);

return matrixArray;

public int[,] CreateRandomPlayerMatrix(int puzzleSize, List<int> availableChips)

{
availableChips.Add(EMPTY);
int[,] matrixArray = new int[puzzleSize, puzzleSize];
System.Random rand = new System.Random();
for (inti=0; i < puzzleSize; i++)
{
for (int j = 0; j < puzzleSize; j++)
{
if (availableChips.Count > 0)
{
int randomIndex = rand.Next(availableChips.Count);
matrixArrayl[i, j] = availableChips[randomIndex];
availableChips.RemoveAt(randomindex);
}
else
{
throw new InvalidOperationException("No more available chips to
assign.");

73



}

return matrixArray;

private List<int> ShuffleList(List<int> list, System.Random rand)

{
for (inti = list.Count - 1; i > 0; i--)
{
int randomindex = rand.Next(i + 1);
int temp = list[i];
list[i] = list[randomIndex];
listfrandomIndex] = temp;
}
return list;
}

Jlictuar PuzzleMatrixlterator.cs:
using System.Collections.Generic;

using System.Collections;

public class PuzzleMatrixlterator : IEnumerator<int>
{

private readonly int[,] _matrix;

private readonly int _size;

private int _row;

private int _col;

public PuzzleMatrixlterator(int[,] matrix)

{
_matrix = matrix;
_size = matrix.GetLength(0);
_row =0;
_col =-1;
}

public int Current => _matrix[_row, _col];
object IEnumerator.Current => Current;

public bool MoveNext()
{

_col++;
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if (_col >=_size)

{
_col =0;
_row++;
}
return _row < _size;
}
public void Reset()
{
_row =0;
_col =-1;
¥
public void Dispose()
{
}

Jlictunr PuzzleModel.cs:

using System;

using System.Collections.Generic;

using UnityEngine;

public class PuzzleModel : MonoBehaviour, IPuzzleModel

public event Action OnPuzzleSolved;

public int PuzzleSize => _puzzleSize;
public Sprite[] Sprites => _sprites;
public Sprite EmptySprite => _emptySprite;

[SerializeField] private 1PuzzleView _view;
[SerializeField] private IPuzzleController _controller;
[SerializeField, Min(3)] private int _puzzleSize;
[SerializeField] private Sprite[] _sprites;
[SerializeField] private Sprite _emptySprite;
[SerializeField] private AudioClip _socketMoveAudio;
[SerializeField] private float _socketMoveVolume;
[SerializeField] private AudioClip _uiClickAudio;
[SerializeField] private float _uiClickVolume;
[SerializeField] private AudioClip _shuffleAudio;

[SerializeField] private float _shuffleVolume;
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private int[,] _targetMatrix;

private int[,] _playerMatrix;

private float _animDuration = 0.1f;

private List<int> _availableChips = new();
private bool _hasShuffled = false;

private IPuzzleMatrixFactory _matrixFactory;

private IShuffleStrategy shuffleStrategy;

public void Init()

{
_view = Dependencylnjector.Resolve<IPuzzleView>();
_controller = Dependencylnjector.Resolve<IPuzzleController>();
_matrixFactory = Dependencylnjector.Resolve<IPuzzleMatrixFactory>();

_shuffleStrategy = Dependencylnjector.Resolve<IShuffleStrategy>();

_controller.IsEnabled = false;

_targetMatrix = _matrixFactory.CreateTargetMatrix(_puzzleSize,  _sprites, out
_availableChips);

_playerMatrix = _matrixFactory.CreateRandomPlayerMatrix(_puzzleSize, _availableChips);

_view.CreatePlayerPuzzleField(_puzzleSize);
_view.CreateAndDisplayTargetPuzzleField(_puzzleSize, _targetMatrix);

_view.Display(_playerMatrix);

StartCoroutine(_shuffleStrategy.Shuffle(15, playerMatrix, Move, _animDuration, () =>

{
_animDuration = 0.2f;
_controller.IsEnabled = true;
_hasShuffled = true;

D)

public void Move(int row, int col)

{
if (PuzzleUtils.IsAdjacentToEmptyCell(_playerMatrix, row, col, out int emptyRow, out int
emptyCol))

SwapTiles(row, col, emptyRow, emptyCol);

_view.AnimateMove(row, col, emptyRow, emptyCol, _playerMatrix[emptyRow,

emptyCol], _animDuration);
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PlayMoveSound();

if (IsPuzzleSolved())
{

OnPuzzleSolved?.Invoke();

Debug.Log("Puzzle solved!™);

}
}
else
{
PlayClickSound();
}
}
private void SwapTiles(int row, int col, int emptyRow, int emptyCol)
{
int temp = _playerMatrix[row, col];
_playerMatrix[row, col] = _playerMatrix[emptyRow, emptyCol];
_playerMatrix[emptyRow, emptyCol] = temp;
}
private void PlayMoveSound()
{

if (!_hasShuffled)
GlobalSettings.SoundController.PlaySFX(_shuffleAudio, _shuffleVolume);
else
GlobalSettings.SoundController.PlaySFX(_socketMoveAudio,
_socketMoveVolume, true);

}
private void PlayClickSound()
{
GlobalSettings.SoundController.PlaySFX(_uiClickAudio, _uiClickVolume, true);
¥
private bool IsPuzzleSolved()
{

if (_playerMatrix.GetLength(0) != _targetMatrix.GetLength(0) || _playerMatrix.GetLength(1)
1= _targetMatrix.GetLength(1))

{

return false;

for (inti=0; i <_playerMatrix.GetLength(0); i++)
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for (int j = 0; j < _playerMatrix.GetLength(1); j++)

{
if (_playerMatrix(i, j] != _targetMatrix[i, j])
{
return false;
}
}

return true;

Jlictunr PuzzleTimer.cs:
using TMPro;
using UnityEngine;

public class PuzzleTimer : MonoBehaviour

{

public bool IsTimerActive = true;

public event System.Action OnTimerEnd;
public event System.Action OnNearToEnd,;

[SerializeField] private TextMeshProUGUI _total TimeText;
[SerializeField] private TextMeshProUGUI _remainingTimeText;

[SerializeField] private int _totalTime;

private float _timer;

private float _nearToEndTime = 15;

private void Awake()

{
_totalTimeText.text = $"{_totalTime.ToString()}c";
_remainingTimeText.text = _totalTime.ToString();
}
private void Update()
{
DecreaseTime();
¥

private void DecreaseTime()
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if (IsTimerActive)

{
_timer += Time.deltaTime;
if (_timer >=1)
{
_totalTime -= (int)_timer;
_remainingTimeText.text = _total Time.ToString();
_timer =0;
¥
if (_totalTime == _nearToEndTime && _timer == 0)
{
OnNearToEnd?.Invoke();
}
if (_totalTime <= 0)
{
OnTimerEnd?.Invoke();
IsTimerActive = false;
}
}

Jlictunr PuzzleUtils.cs:

public static class PuzzleUtils

{
public const int EMPTY = -1;
public static bool IsAdjacentToEmptyCell(int[,] matrix, int row, int col, out int emptyRow, out int
emptyCol)
{
emptyRow = -1;
emptyCol = -1;

int size = matrix.GetLength(0);

if (row >0 && matrix[row - 1, col] == EMPTY)
{

emptyRow = row - 1;
emptyCol = col;
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return true;

if (row <size - 1 && matrix[row + 1, col] == EMPTY)

{
emptyRow = row + 1;
emptyCol = col;
return true;

}

if (col > 0 && matrix[row, col - 1] == EMPTY)

{
emptyRow = row;
emptyCol = col - 1;
return true;

}

if (col <size - 1 && matrix[row, col + 1] == EMPTY)

{
emptyRow = row;
emptyCol = col + 1;
return true;

}

return false;

Jlictuar PuzzleView.cs:

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using DG.Tweening;

public class PuzzleView : MonoBehaviour, IPuzzleView

{

public RectTransform PuzzleField => puzzleField;

public bool IsMoving => _isMoving;
[SerializeField] private GridLayoutGroup _playerMatrix;

[SerializeField] private GridLayoutGroup _targetMatrix;
[SerializeField] private RectTransform _puzzleField;
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[SerializeField] private RectTransform _targetField;
[SerializeField] private int _playerOffset;
[SerializeField] private int _playerSpacing;
[SerializeField] private int _matchSpacing;

[SerializeField] private GameObject _cellPrefab;

private IPuzzleModel _model;

private List<GameObject> _cells;
private List<GameObject> _targetCells;
private Tween _tween;

private bool _isMoving = false;
public void Init()

{

_model = Dependencylnjector.Resolve<IPuzzleModel>();

public void CreatePlayerPuzzleField(int size)

{
ConfigureGrid(_playerMatrix, _puzzleField, size, _playerOffset, _playerSpacing);
_cells = new List<GameObject>();
for (inti=0; i< size * size; i++)
{
GameObject cell = Instantiate(_cellPrefab, puzzleField);
_cells.Add(cell);
}
¥

public void CreateAndDisplayTargetPuzzleField(int size, int[,] matrix)

{
ConfigureGrid(_targetMatrix, _targetField, size, _matchSpacing, _matchSpacing);

_targetCells = new List<GameObject>();
for (inti=0; i <size * size; i++)
{
GameObiject cell = Instantiate(_cellPrefab, _targetField);

_targetCells.Add(cell);

UpdateCells(matrix, _targetCells);
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public void Display(int[,] matrix)
{

UpdateCells(matrix, _cells);

private void ConfigureGrid(GridLayoutGroup grid, RectTransform field, int size, int offset, int spacing)
{

float maxFieldSize = Mathf.Max(field.rect.width, field.rect.height);

float cellSize = Mathf.Floor((maxFieldSize - (offset * (size - 1))) / size);

grid.cellSize = new Vector2(cellSize, cellSize);
grid.spacing = new Vector2(spacing, spacing);
grid.constraint = GridLayoutGroup.Constraint.FixedColumnCount;

grid.constraintCount = size;

private void UpdateCells(int[,] matrix, List<GameObject> cells)

{
int size = matrix.GetLength(0);
for (inti=0; i <size; i++)
{
for (int j = 0; j < size; j++)
{
int index =i * size + j;
Image cellimage = cells[index].GetComponent<image>();
int value = matrix[i, j];
celllmage.sprite = value == -1 ? _model.EmptySprite : _model.Sprites[value
-1
}
}
}

public void AnimateMove(int fromRow, int fromCol, int toRow, int toCol, int movedValue, float
animDuration)
{
int size = _model.PuzzleSize;
int fromindex = fromRow * size + fromCol;

int tolndex = toRow * size + toCol;

GameObject fromCell = _cells[fromIndex];
GameObject toCell = _cells[tolndex];
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Vector3 fromPosition = fromCell.transform.position;

Vector3 toPosition = toCell.transform.position;

_tween?.Kill();
_tween = fromCell.transform.DOMove(toPosition, animDuration)
.OnStart(() => _isMoving = true)
OnKill(() =>
{
Image fromImage = fromCell. GetComponent<Image>();

Image tolmage = toCell.GetComponent<image>();

fromImage.sprite = _model.EmptySprite;
tolmage.sprite = _model.Sprites[movedValue - 1];
fromCell.transform.position = fromPosition;
_isMoving = false;

b

private void OnDestroy()
{

_tween?.Kill();

Jlictunr BackToLobbyButton.cs:
using DG.Tweening;

using GrislyTools;

using UnityEngine;

using UnityEngine.Ul;

public class BackTolLobbyButton : MonoBehaviour
{

[SerializeField] private Button _button;

private const string LOBBY_SCENE = "Lobby";

private void Start()

{
_button.onClick.AddListener(BackToLobby);

¥
private void BackToLobby()
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DOTween.KillAll();
DataManager.Data.GetValue(*"CurrentScene", out string scene);
GlobalSettings.SceneLoader.UnloadScene(scene);
GlobalSettings.SceneLoader.LoadScene(LOBBY_SCENE);

GlobalSettings.SceneLoader.AllowSceneActivation();

}
private void OnDestroy()
{
_button.onClick?.RemoveL.istener(BackToLobby);
¥

Jlictuar OpenPopupWindow.cs:

using UnityEngine;

using UnityEngine.Ul;

public class OpenPopupWindow : MonoBehaviour

{

[SerializeField] private Transform _transform;
[SerializeField] private Button _openButton;
[SerializeField] private Button _closeButton;

[SerializeField] private PuzzleTimer _timer;

private void Awake()

{
_openButton.onClick.AddListener(OpenButtonHandler);
_closeButton.onClick.AddListener(CloseButtonHandler);
gameObiject.SetActive(false);

}

private void OpenButtonHandler()

{
if (_timer !=null)
_timer.IsTimerActive = false;
Time.timeScale = 0;
_transform.gameObject.SetActive(true);
}
private void CloseButtonHandler()
{

if(_timer = null)
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_timer.IsTimerActive = true;

Time.timeScale = 1;

_transform.gameObject.SetActive(false);

private void OnDestroy()

{
Time.timeScale = 1;
_openButton.onClick.RemoveAllListeners();
_closeButton.onClick.RemoveAllListeners();
¥

Jlictuar PopupsGroup.cs:

using UnityEngine;

public class PopupsGroup : MonoBehaviour

{
public PopupController WonPopup;

public PopupController LostPopup;

Jlictunr ReloadCurrentSceneButton.cs:
using UnityEngine;
using UnityEngine.Ul;

public class ReloadCurrentSceneButton : MonoBehaviour
{

[SerializeField] private Button _button;

private void Start()

{
_button.onClick.AddListener(ReloadScene);
¥
private void ReloadScene()
{
GlobalSettings.SceneLoader.ReloadScene();
}
private void OnDestroy()
{

_button.onClick.RemoveAllListeners();
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Jictunr GlobalSettings.cs:
using DG.Tweening;

using GrislyTools;

using System.Collections;

using UnityEngine;

public class GlobalSettings : MonoBehaviour

{

#region Singleton

public static GlobalSettings Instance

{
get
{
return _instance;
}
¥

private static GlobalSettings _instance;

#endregion

public static SoundController SoundController => Instance._soundController;

public static SceneLoader SceneLoader => Instance._sceneLoader;

[SerializeField] private SoundController _soundController;
[SerializeField] private SceneLoader _scenelLoader;
[SerializeField] private AudioClip _musicClip;
[SerializeField] private float _volume;

private void Awake()

{
if (_instance != null && _instance != this)
{
Destroy(gameObject);
return;
}
_instance = this;
DontDestroyOnLoad(gameObiject);
¥

86



private void Start()
{

Initialize();

private void Initialize()

{
Application.targetFrameRate = 60;
DOTween.defaultAutoKill = true;

StartCoroutine(InitAsync());
¥

private IEnumerator InitAsync()

{
if (IPlayerPrefs.HasKey("Loaded"))

{
I/ settings
yield return new WaitUntil(() => DataManager.Data.GetValue("Music", out bool m));
yield return new WaitUntil(() => DataManager.Data.GetValue("Sound", out bool s));
yield return new WaitUntil(() => DataManager.Data.GetValue(*"Taptic", out bool t));

DataManager.Data.Save();
PlayerPrefs.SetString("Loaded", "true");

_soundController.Initialize(10);

_soundController.PlayMusic(_musicClip, _volume);

_scenelLoader.LoadScene(""Lobby");

_scenelLoader.AllowSceneActivation();

Jlictunr ScenelLoader.cs:

using UnityEngine;

using UnityEngine.Ul,

using UnityEngine.SceneManagement;
using DG.Tweening;

using System.Collections;

using GrislyTools;
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public class ScenelLoader : MonoBehaviour

{

[SerializeField] private Canvas _mainCanvas;
[SerializeField] private Camera _camera;
[SerializeField] private Slider _loadSlider;
[SerializeField] private LoadingBar _loadingBar;
[SerializeField] private float _minLoadDuration;

[SerializeField] private float _maxLoadDuration;

private Tween _tween;
private Coroutine _coroutine;
private AsyncOperation _loadingOperation;

private bool _loading;

public void LoadScene(string sceneName)

{
if (string.IsNullOrEmpty(sceneName))

{

Debug.LogError("*'Scene name is null or empty");

return;

if (_loading)

return;

_loading = true;

DataManager.Data.SetValue("CurrentScene", sceneName);

_tween?.Kill();

if (_coroutine !=null)

{

StopCoroutine(_coroutine);

_coroutine = null;

_loadSlider.value = 0;

/I Mute music when loading
GlobalSettings.SoundController.PauseMusic();
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_loadingOperation = SceneManager.LoadSceneAsync(sceneName,
LoadSceneMode.Additive);

_loadingOperation.allowSceneActivation = false;

_mainCanvas.gameObject.SetActive(true);

_camera.gameObject.SetActive(true);

float loadDuration = Random.Range(_minLoadDuration, _maxLoadDuration);

_loadingBar.StartLoadingAnim();

_coroutine = StartCoroutine(LoadSceneRoutine());
_tween = _loadSlider.DOValue(_loadSlider.maxValue, loadDuration).OnComplete(() =>

{
_loadingBar.KillAnim();

IOk

private IEnumerator LoadSceneRoutine()

{

while (!_loadingOperation.isDone)

{

yield return null;

_camera.gameObject.SetActive(false);

_mainCanvas.gameObject.SetActive(false);

/I Unmute music if possible

GlobalSettings.SoundController.UnpauseMusic();

_loading = false;

public void UnloadScene(string sceneName)

{
if (SceneManager.GetSceneByName(sceneName).isLoaded)
{
_camera.gameObject.SetActive(true);
SceneManager.UnloadSceneAsync(sceneName);
}
¥
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public void ReloadScene()

{

DataManager.Data.GetValue("CurrentScene", out string scene);

StartCoroutine(UnloadAndReloadScene(scene));

public void AllowSceneActivation()

{
StartCoroutine(WaitForSliderAndActivateScene());

private IEnumerator WaitForSliderAndActivateScene()

{
/l Wait until the slider reaches its maximum value
while (_loadSlider.value !'= _loadSlider.maxValue)
{

yield return null;

}
/I Allow scene activation
_loadingOperation.allowSceneActivation = true;

}

private IEnumerator UnloadAndReloadScene(string sceneName)

{

if (SceneManager.GetSceneByName(sceneName).isLoaded)

{

AsyncOperation unloadOperation =
SceneManager.UnloadSceneAsync(sceneName);

while (lunloadOperation.isDone)

{
yield return null;
¥
AsyncOperation loadOperation = SceneManager.LoadSceneAsync(sceneName,
LoadSceneMode.Additive);

_loadingOperation = loadOperation;

_loadingOperation.allowSceneActivation = false;

StartCoroutine(LoadSceneRoutine());
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AllowSceneActivation();

private void OnDestroy()
{

_tween?.Kill();

Jlictunr ListExtensions.cs:
using System.Collections.Generic;
using System.Ling;

using Random = UnityEngine.Random;

public static partial class Extensions

{

public static T GetRandom<T>(this IEnumerable<T> collection)
{

var count = collection.Count();

if (count ==0)

return default(T);

return collection.ElementAt(Random.Range(0, count));

¥

public static void Populate<T>(this T[] arr, T value)
{

for (var i = 0; i < arr.Length; i++)

arr[i] = value;

public static string Print<T>(this IList<T> list)
{

var res ="[ " + string.Join(", ", list.Select(s => $"{s}")) + " 1";

return res;

public static IList<T> Shuffle<T>(this IList<T> list)
{

System.Random rng = new System.Random();
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var n = list.Count;
while (n > 1)
{
n--;
var k = rng.Next(n + 1);
T value = list[K];
list[k] = list[n];

list[n] = value;

return list;

public static int GetRandomIndex<T>(this List<T> list)

{
if (list.Count == 0)
return -1,
return Random.Range(0, list.Count);
¥

Jlictuar LoadingBar.cs:
using DG.Tweening;

using TMPro;

using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.Ul;

public class LoadingBar : MonoBehaviour

{

[SerializeField] private Image _fillimage;
[SerializeField] private TextMeshProUGUI _text;

[SerializeField] private Slider _slider;
private Tween _tween;
private Vector3 _endPos = new Vector3(0, 0, -360F);

private float _animDuration = 1f;

private void Start()
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_slider.onValueChanged.AddL istener(OnSliderValueChanged);

¥
private void OnSliderValueChanged(float value)
{
_text.text = Mathf.RoundTolnt(value).ToString() + "%";
if (value >=99)
_tween?.Kill();
¥
private void OnDestroy()
{
KillAnim();
_slider.onValueChanged?.RemoveL.istener(OnSliderValueChanged);
}
public void StartLoadingAnim()
{
_tween?.Kill();
_tween = _filllmage.transform.DORotate(_endPos,

RotateMode.FastBeyond360)

.SetLoops(-1, LoopType.Restart)
.SetEase(Ease.Flash);

}
public void KillAnim()
{

_tween?.Kill();
¥

Jlictuar ChangelmageOnClick.cs:

using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.EventSystems;

_animDuration,

public class ChangelmageOnClick : MonoBehaviour, IPointerDownHandler, IPointerUpHandler

{

[SerializeField] private Image _targetimage;
[SerializeField] private Sprite _onDownlmage;

[SerializeField] private Sprite _onUplmage;

public void OnPointerDown(PointerEventData eventData)

{
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_targetimage.sprite = _onDownlmage;

public void OnPointerUp(PointerEventData eventData)

{

_targetimage.sprite = _onUplmage;

Jlictuar GameChoice.cs:
using DG.Tweening;
using GrislyTools;

using UnityEngine;
using UnityEngine.Ul;

public class GameChoice : MonoBehaviour

{
[SerializeField] private Button _prevButton;
[SerializeField] private Button _nextButton;
[SerializeField] private Button _playButton;
[SerializeField] private Transform _gamesTransform;

[SerializeField] float _transformOffset;

private const float FIRST_GAME = 0;
private const float LAST_GAME = 2;
private string[] _games = {"15Puzzle3", "15Puzzle4", "15Puzzle5" },

private Tween _tween;
private int _currentGame = 0;

private float _duration = 1f;

private void Start()

{
_prevButton.onClick.AddListener(OnPrevClicked);
_nextButton.onClick.AddListener(OnNextClicked);
_playButton.onClick.AddListener(OnPlayClicked);
}

private void OnPrevClicked()

{
if (_currentGame == FIRST_GAME)

return;
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_currentGame--;

_tween.Kill();

float pos = _gamesTransform.localPosition.x + _transformOffset;

_tween = _gamesTransform.DOLocalMoveX(pos, _duration)
.OnStart(() => SetButtonslnteractable(false))
.OnComplete(() => SetButtonsinteractable(true));

}
private void OnNextClicked()
{
if (_currentGame == LAST_GAME)
return;
_currentGame++;
_tween?.Kill();
float pos = _gamesTransform.localPosition.x - _transformOffset;
_tween = _gamesTransform.DOLocalMoveX(pos, _duration)
.OnStart(() => SetButtonsinteractable(false))
.OnComplete(() => SetButtonsinteractable(true));
}
private void SetButtonsinteractable(bool enable)
{
_nextButton.interactable = enable;
_prevButton.interactable = enable;
_playButton.interactable = enable;
¥
private void OnPlayClicked()
{
DataManager.Data.GetValue("CurrentScene", out string scene);
GlobalSettings.SceneLoader.UnloadScene(scene);
GlobalSettings.SceneLoader.LoadScene(_games[_currentGame]);
GlobalSettings.SceneLoader.AllowSceneActivation();
¥
private void OnDestroy()
{
_prevButton.onClick.RemoveAllListeners();
_nextButton.onClick.RemoveAllListeners();
_playButton.onClick.RemoveAllListeners();
}
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Jlicrunr ScaleOnEnter.cs:
using DG.Tweening;
using UnityEngine;

using UnityEngine.EventSystems;

public class ScaleOnEnter : MonoBehaviour, IPointerEnterHandler, IPointerExitHandler

{

[SerializeField] private Transform _targetTransform;
[SerializeField] private float _startScale = 1f;
[SerializeField] private float _endScale = 1.1f;

[SerializeField] private float _duration;

private Tween _tween;

public void OnPointerEnter(PointerEventData eventData)

{
_tween?.Kill();
_tween = _targetTransform.DOScale(_endScale, _duration)
.SetEase(Ease.InOutQuad);
¥

public void OnPointerExit(PointerEventData eventData)

{
_tween?.Kill();
_tween = _targetTransform.DOScale(_startScale, _duration)
.SetEase(Ease.InOutQuad);
¥
}
Jlictunr TittleEffect.cs:

using DG.Tweening;

using UnityEngine;

public class TittleEffect : MonoBehaviour

{
[SerializeField] private Transform _effectTransform;
[SerializeField] private Transform _tittleTransform;
[SerializeField] private Transform _firstCharacter;
[SerializeField] private Transform _secondCharacter;

[SerializeField] private Transform _thirdCharacter;
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private Tween _tween;

private Tween _tween2;

private Sequence _sequence;

private Vector3 _fullRotate = new Vector3(0, 0, 360f);
private float _rotateSpeed = 10f;

private float _movePosY;

private float _offset = 25f;

private float _moveDuration = 1f;

private float _endScale = 1.3f;

private float _scaleDuration = 0.8f;

private void Start()
{

_movePosY = _tittleTransform.localPosition.y + _offset;

_sequence = DOTween.Sequence();

KillTween();

_tween
RotateMode.FastBeyond360)
.SetLoops(-1, LoopType.Restart)

_effectTransform.DOLocalRotate(_fullRotate, _rotateSpeed,

.SetEase(Ease.Linear);

_tween2 = _tittleTransform.DOLocalMoveY (_movePosY, _moveDuration)

.SetLoops(-1, LoopType.Yoyo);

float normalScale = 1f;

_sequence.Append(_firstCharacter.DOScale(_endScale, _scaleDuration));
_sequence.Append(_firstCharacter.DOScale(normalScale, _scaleDuration));
_sequence.Append(_secondCharacter.DOScale(_endScale, _scaleDuration));
_sequence.Append(_secondCharacter.DOScale(normalScale, _scaleDuration));
_sequence.Append(_thirdCharacter.DOScale(_endScale, _scaleDuration));
_sequence.Append(_thirdCharacter.DOScale(normalScale, _scaleDuration));
_sequence.SetLoops(-1, LoopType.Restart);

¥
private void KillTween()
{
_tween?.Kill();
_tween2?.Kill();
¥

97



private void OnDestroy()

{
KillTween();
_sequence?.Kill();
_sequence = null;
}

Jlictuar PopupController.cs:
using DG.Tweening;

using UnityEngine;

public class PopupController : MonoBehaviour

{
[SerializeField] private Transform _popupTransform;
[SerializeField] private Transform _popuplmage;
[SerializeField] private AudioClip _popupClip;
[SerializeField] private float _popupVolume;

[SerializeField] private float _startScale = 0.2f;

private Tween _tween;

private void Awake()

{
ClosePopup();

public void StartPopup(float animDuration, float endScale)

{

_popupTransform.gameObject.SetActive(true);
GlobalSettings.SoundController.PauseMusic();
GlobalSettings.SoundController.PlaySFX(_popupClip, _popupVolume, true);

_tween?.Kill();

_tween = _popuplmage.DOScale(endScale, animDuration);

}
public void ClosePopup()

{
GlobalSettings.SoundController.UnpauseMusic();

_tween?.Kill();
_tween = _popuplmage.DOScale(_startScale, 0);
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_popupTransform.gameObject.SetActive(false);

private void OnDestroy()

{
_tween?.Kill();

_tween = null;

Jlictunr PuzzleSceneController.cs:

using UnityEngine;

public class PuzzleSceneController : MonoBehaviour

{

[SerializeField] private PuzzleController _puzzleController;

[SerializeField] private PuzzleModel _puzzleModel;

[SerializeField] private PuzzleView _puzzleView;

private void Awake()

{
CreatelnjectorAndDepencies();
InitializeMVC();

¥

private void CreatelnjectorAndDepencies()

{
Dependencylnjector.Register<IPuzzleController>(_puzzleController);
Dependencylnjector.Register<IPuzzleModel>(_puzzleModel);
Dependencylnjector.Register<IPuzzleView>(_puzzleView);
Dependencylnjector.Register<iShuffleStrategy>(new DefaultShuffleStrategy());
Dependencylnjector.Register<lPuzzleMatrixFactory>(new PuzzleMatrixFactory());

¥

private void InitializeMVC()

{
_puzzleController.Init();
_puzzleView.Init();
_puzzleModel.Init();

}

}

Jlictunr SettingButtonAnimToggle.cs:
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using UnityEngine;
using UnityEngine.EventSystems;

using UnityEngine.Ul,

public class SettingButtonAnimToggle : MonoBehaviour, IPointerDownHandler, IPointerUpHandler
{

[SerializeField] private Image _togglelmage;

[SerializeField] private Sprite _onToggleSprite;

[SerializeField] private Sprite _pressedSprite;

[SerializeField] private Sprite _offToggleSprite;

private bool _isActive = false;

public void Initialize(bool enable)
{
_isActive = enable;
_togglelmage.sprite = enable ? _onToggleSprite : _offToggleSprite;

public void OnPointerDown(PointerEventData eventData)
{
_togglelmage.sprite = _pressedSprite;

_isActive = !_isActive;

public void OnPointerUp(PointerEventData eventData)

{
_togglelmage.sprite = _isActive ? _onToggleSprite : _offToggleSprite;

Jlictunr SettingsController.cs:
using UnityEngine.Ul;
using UnityEngine;

using GrislyTools;

public class SettingsController : MonoBehaviour

{

[SerializeField] private Button _openButton;
[SerializeField] private Button _closeButton;

[SerializeField] private PuzzleTimer _timer;

100



[Header("Buttons™)]
[SerializeField] private Button _musicButton;
[SerializeField] private Button _soundButton;

[SerializeField] private Button _tapticButton;

[Header("Toggle anim™)]

[SerializeField] private SettingButtonAnimToggle _musicToggle;
[SerializeField] private SettingButtonAnimToggle _soundToggle;
[SerializeField] private SettingButtonAnimToggle _tapticToggle;

private void Awake()

{
Initialize();
_openButton.onClick.AddL.istener(OpenButtonHandler);
_closeButton.onClick.AddL.istener(CloseButtonHandler);
gameObject.SetActive(false);

¥

private void Initialize()

{
_musicButton.onClick.AddListener(OnClickMusicHandler);
_soundButton.onClick.AddListener(OnClickSoundHandler);
_tapticButton.onClick.AddListener(OnClickTapticHandler);
DataManager.Data.GetValue("Music", out bool music);
DataManager.Data.GetValue(*"Sound", out bool sound);
DataManager.Data.GetValue(*Taptic", out bool taptic);
_musicToggle.Initialize(music);
_soundToggle.Initialize(sound);
_tapticToggle.Initialize(taptic);
SetMusicActivity(music);
SetSoundActivity(sound);

¥

#region HANDLERS
private void OnClickMusicHandler()

{
DataManager.Data.GetValue("Music", out bool music);

DataManager.Data.SetValue("Music", Imusic);

SetMusicActivity(!music);
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}
private void OnClickSoundHandler()

{
DataManager.Data.GetValue("Sound", out bool sound);
DataManager.Data.SetValue("Sound"”, 'sound);
SetSoundActivity(Isound);

}

private void OnClickTapticHandler()

{
DataManager.Data.GetValue(*Taptic", out bool taptic);
DataManager.Data.SetValue("Taptic", !taptic);

}

#endregion

private void SetMusicActivity(bool enable)

{
if (enable)
GlobalSettings.SoundController.UnmuteMusic();
else
GlobalSettings.SoundController.MuteMusic();
}
private void SetSoundActivity(bool enable)
{
if (enable)
GlobalSettings.SoundController.Unmute AlISFXSources();
else
GlobalSettings.SoundController.MuteAlISFXSources();
}
private void OpenButtonHandler()
{
if (_timer !=null)
_timer.IsTimerActive = false;
Time.timeScale = 0;
gameObiject.SetActive(true);
}
private void CloseButtonHandler()
{

if (_timer !=null)

_timer.IsTimerActive = true;

102



Time.timeScale = 1;

gameObiject.SetActive(false);

}
private void OnDestroy()
{
_openButton.onClick.RemoveAllListeners();
_closeButton.onClick.RemoveAllListeners();
}

Jlictunar SoundController.cs:

using System.Collections.Generic;

using UnityEngine;

using System.Ling;

[RequireComponent(typeof(AudioL.istener))]

public class SoundController : MonoBehaviour

{

private AudioSource _backgroundSource;

private List<AudioSource> _SFX_Sources;

public void Initialize(int sourceCount)

{
_SFX_Sources = new List<AudioSource>();
for (int i = 0; i < sourceCount; i++)
{
_SFX_Sources.Add(gameObject. AddComponent<AudioSource>());
}
_backgroundSource = gameObject. AddComponent<AudioSource>();
¥

public void PlayMusic(AudioClip music, float volume)

{
_backgroundSource.clip = music;
_backgroundSource.volume = volume;
_backgroundSource.loop = true;
_backgroundSource.Play();

}

public void StopMusic() => _backgroundSource.Stop();
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public void PauseMusic() => _backgroundSource.Pause();

public void UnpauseMusic() => _backgroundSource.UnPause();
public void MuteMusic() => _backgroundSource.mute = true;

public void UnmuteMusic() => _backgroundSource.mute = false;
public void PlaySFX(AudioClip sfx, float volume, bool taptic = false)
{

var source = _SFX_Sources.FirstOrDefault(source => Isource.isPlaying);

if (source == null)
Debug.Log("No available AudioSource to play SFX");

source.clip = sfx;
source.volume = volume;

source.Play();

if (taptic)
Taptic.Light();
¥
public void MuteAlISFXSources()
{
foreach (var source in _SFX_Sources)
{
source.mute = true;
}
¥
public void UnmuteAlISFXSources()
{
foreach (var source in _SFX_Sources)
{
source.mute = false;
}
}

Jlictunr Taptic.cs:

using CandyCoded.HapticFeedback;

using GrislyTools;

public static class Taptic

{

public static void Light()
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DataManager.Data.GetValue("Taptic", out bool taptic, false);

if (taptic)
HapticFeedback.LightFeedback();

Jlictuar UIClickSound.cs:
using UnityEngine;
using UnityEngine.Ul;

public class UIClickSound : MonoBehaviour

{

[SerializeField] private Button _button;
[SerializeField] private AudioClip _audioClip;

[SerializeField] private float _volume;

private void Awake()

{
_button.onClick.AddListener(PlaySoundOnClick);

}

private void PlaySoundOnClick()

{
GlobalSettings.SoundController.PlaySFX(_audioClip, _volume, true);

private void OnDestroy()

{
_button?.onClick.RemoveListener(PlaySoundOnClick);

}
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