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PE®EPAT

[TosicaroBanibHa 3ammcka: 80 c., 21 puc., 3 gox., 25 mKepen.

OO6'exTOM TOCIIKEHHS € MOOUIBHHM ITPOBHI JOJIATOK Yy *KaHPi maaTdhopmep
Bouncing-Ball, ctBopenuii Ha 6a3i Unity Game engine ta MmoBu nporpamyBanHs C#

Merta kBanmidikaiinoi podoTu: po3poOka KOMMI'IOTEpHOI rpu-miaatdopmepa
Bouncing-Ball na 6a3i Unity Game Engine Ta MoBu nporpamyBanus C#, ska 0
3a0e3Meynia 3aXO0TUTIOIYHIA iIrPOBHI TIPOIIEC Ta BiAMOBIAala CydacCHUM BUMOTaM JI0
SKOCT1 rpadiku Ta MPOyKTUBHOCTI.

Y  BCTymi pO3IMSJAEThCS  aHa3 Ta CydyacHUW CcTaH  mpoOiemu,
KOHKPETU3YETbCSI MeTa KBamidikaiiiiHoi poOOTH Ta Tally3b i1 3aCTOCYBaHHS,
HABEJICHO OOIPYHTYBaHHS AaKTyaJlbHOCTI TEMHU Ta YTOYHIOETHCS ITOCTAHOBKA
3aBIaHHS.

Y mepmioMy po3aili  MpOAHATI30BAaHO MPEAMETHY Taly3b, BHU3HAUYCHO
aKTyaJIbHICTh 3aBAAHHS Ta MPU3HAYEHHS PO3POOKH, CHOPMYITHOBAHO MOCTAHOBKY
3aBJIaHHs, 3a3HAYEHO BHUMOTH JIO TMPOTPaMHOI peami3ailii, TEXHOJIOTiH Ta
IIPOTpaMHMX 3aCO0iB.

Y JnpyroMy po3aiii MpOaHali30BAaHO HAsIBHI IrPOBi1  pilIeHHS, OOpaHO
miatGopMy Il po3poOKH, BUKOHAHO MPOCKTYBAHHS Ta CTBOPECHHS T'PH B KaHPI
mwiargopmepa. JleTanbHO ONHUCAHO pPOOOTY TIpH, il AITOPUTMHU Ta CTPYKTYpPY
(GyHKITIOHYBaHHS, a TAKOXK MPOILIEC 3aIMyCKy Ta 3aBaHTakKeHHs. Bu3HaueHo BXiJHI 1
BUXIJIHI JaHl, a TaKOX OXapaKTepHU30BaHO TEXHIYHI MapamMeTpud HEOOX1THOTO
oOJ1aTHaHHS.

B exoHOoMiYHOMY pO3[iUTl BHU3HAYEHO TPYJAOMICTKICTH  PO3POOJICHOT
1H(pOopMaIIHOT cUCTeMH, TPOBEICHUN TIAPaXyHOK BApTOCTI pOOOTH MO CTBOPEHHIO
JI0JIaTKy Ta PO3PaxOBaHO Yac HA HOTO CTBOPEHHS.

[IpakTryHe 3HAYCHHS TIOJISATAE Y CTBOPECHHI KOMIT'FOTEPHOT I'pH, sKa 3a0e3medye
3aXOTUTIOIOYUHN ITPOBHI JIOCBIJl, CIPHSE PO3BUTKY HABUYOK IMPOTpaMyBaHHS Ta
TU3aifHy 1rop, a TaKoX JEMOHCTPYE MOXKIHUBOCTI BHKopucTaHHs Unity mis
CTBOPCHHSI SIKICHOTO IHTEPAaKTUBHOTO KOHTCHTY.

AKTyanbHICTh PO3POOKH KOMIT'IOTEPHOI IPH B 3KaHp1 I1aTgopMepa € 3HaUHOIO
JUISl CydacHoi 1HAYCTpii po3Bar. MoOUIbHI ITpU KOPUCTYIOTHCS BUCOKHUM TOMUTOM
cepell KOPHUCTYBadiB, IO CHPHUAE iXHBOMY IITUPOKOMY PO3MOBCIOPKCHHIO Ta
MOMYJIIPHOCTI. B yMOBax cTpiMKOT0 pOo3BUTKY ITU(MPOBUX TEXHOJIOTIH Ta 3pOCTaHHS
KUIBKOCTI TeMepiB Y BChOMY CBITI, CTBOPEHHSI SIKICHUX IrOp CTa€ BaXKJIIUBUM
aCIICKTOM CKOHOMIYHOTO Ta KYJIBTYPHOTO PpO3BUTKY, BIJIKDHBAIOYM HOBI
MO>KJIMBOCTI JUist O13HECY Ta KPEaTUBHOI 1HIyCTPii.

Cnmcok kmodoux cmis: ANDROID, ITPOBUM PVIIINA, UNITY,
TUIAT®OPMEP, IHTEPAKTUBHUI KOHTEHT, SDK, TEUMIWU3ANH, C#



ABSTRACT

Explanatory Note: 80 pages, 21 figures, 3 appendices, 25 sources.

The research object is a mobile gaming application in the platformer genre,
Bouncing-Ball, created using the Unity Game engine and the C# programming
language.

The objective of the qualification work is to develop a platformer computer game,
Bouncing-Ball, based on the Unity Game Engine and the C# programming language,
which would provide an engaging gameplay experience and meet modern requirements
for graphics quality and performance.

The introduction covers the analysis and current state of the problem, specifies
the goal of the qualification work and its application field, provides justification for the
relevance of the topic, and clarifies the task statement.

The first chapter analyzes the subject area, defines the relevance of the task and
the purpose of the development, formulates the task statement, and specifies the
requirements for the software implementation, technologies, and software tools.

The second chapter analyzes existing gaming solutions, selects the platform for
development, and performs the design and creation of the platformer game. It details
the game's operation, its algorithms and functional structure, as well as the process of
launching and loading. It specifies the input and output data, and characterizes the
technical parameters of the necessary equipment.

The economic section determines the labor intensity of the developed information
system, calculates the cost of work for creating the application, and estimates the time
required for its creation.

The practical significance lies in creating a computer game that provides an
engaging gaming experience, fosters the development of programming and game
design skills, and demonstrates the potential of using Unity to create high-quality
interactive content.

The development of a platformer computer game is highly relevant to the modern
entertainment industry. Mobile games are in high demand among users, contributing
to their widespread distribution and popularity. In the context of rapid digital
technology development and the increasing number of gamers worldwide, creating
quality games becomes an important aspect of economic and cultural development,
opening new opportunities for business and the creative industry.

List of keywords: ANDROID, GAME ENGINE, UNITY, PLATFORMER,
INTERACTIVE CONTENT, SDK, GAME DESIGN, C#
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HEPEJIIK YMOBHHUX IIO3HAYEHD

SRP — Single Responsibility Principle;
SDK - Software Development Kit;
JDK — Java Development Kit;

NDK — Native Development Kit;

RP — Render Pipeline;

I13 — nporpamue 3abe31eueHHS;

OC — oneparriifiHa cUCTEMA;

Ul — User interface;



BCTYII

Mo0isibHI ITpH 3apa3 3HAXOJATHCA HA MEPENIOBIA CydyacHOIo CBITY. PO3BUTOK
TEXHOJIOT1 BIUIMBA€ Ha BCl ICHYIOYI HAMpSIMKU 1 IHIYCTpis PO3pOOKU 1rop HE €
BUHATKOM , II€ MPU3BOAMUTH JI0 : 3MEHIICHHS PO3MIPIB MOPTATUBHUX MPHUCTPOIB,
30LIBIIEHHS! TPOAYKTUBHOCTI BCIX €IEKTPOHHUX MPHUCTPOIB . AJie, HOBI TEXHOJIOTII -
1€ HE €IMHE, 110 pOOUTH KOMIT IOTEPHI IrpH, TAKUMU yHIKaTbHUMHU. Benrka nepeBara
nepe] 1HIIUM ITPOrpaMHHUM 3a0€3MEUYSHHSM - 11€ YHIKAIBHICTh CIIEKTPY €MOIIiH , 110
BiIUyBa€ KOXHA JIIOJMHA , a/DKE Tpa B MEpIIy Yepry Mae MpoOyIKyBaTH HOTO
pi3HOMaHITHI popMu Oyib TO a3apT uu OakaHHS IEPEMOTTH.

Po3po0ka rpu B xaHpi miargopmepa, Takoi sik Bouncing-Ball, € BaxiuBoro Ta
aKTyaJbHOIO 3ajadero. Taki irpu 3a0e3MeuyroTh TPaBIIB 3aXOIUIIOIOYHUM ITPOBUM
IIPOIIECOM, JIe BOHU MOBUHHI BUPIITYBAaTH PI3HOMAHITHI 3aBJIaHHS, 10JaTH MEPEIIKOIH
Ta A0CATaTH NOCTaBICHUX 11eil. OCHOBHI 0COOJIUBOCTI MIATHOPMEPIB BKIIOYAIOTh:

— CTBOPEHHS HEMOBTOPHOTO JOCBIY;
— 3aBYACHO 3aIPOrpaMoOBaHi MPOIECH Ta PO3TOPTAHHS MO ;
— HasBHICTH OCHOBHOI MEXaHIKH;
— €CTEeTUYHE BITUYTTA, TpadiuHMil BUI TOIIO.
Hitro kBamigikaniiiHoi poOoTH € cTtBopeHHs rpu Bouncing-Ball B xanpi
iatgopMmepa, sika CTaBUTh MEepe]] TPaBIlIeM KUTbKa CEPHO3HUX BUKIIUKIB:
— TMPOUTH PiBHI TPH, YHUKAIOUHU TIEPEIIKO/I;
— JIOCIIJUTU HOBI1 PiBHI Ta MEXaHIKU;
— JIOCSTTH MaKCHMAaJIbHOI KIJTBKOCT1 OYOK;
— 3aBEpUINUTH I'Py Y HAUKOPOTIIMH Yac.

Pesynbrarom BUKOHAaHHS JdaHOi KBamidikaliiHOT poOdOTH € TMporpamHe

3a0€3MeUeHHs], SIKE€ CTBOPIOE BCl BHUILE3a3HAUYEHI BUKIUKH MEpPE] KOPUCTYBAUEM,

3a0e3Meuyroun 3aXOTUTIOIOYNH ITPOBUIA MPOIIEC Ta BUCOKY SKICTh BUKOHAHHS.



PO3JILI 1
AHAJII3 IPEJMETHOI TAJIV3I TA IOCTAHOBKA 3AJIAUI

1.1. 3araabHi BitomMocTi 3 mpeaAMeTHOI rajay3i

VY 3aranbHOMY KOHTEKCTI, Ipa € IHTEPAaKTUBHUM IPOrPAMHHUM 3a0€3ME€UEHHSIM,
CTBOPEHHM JIJIsi pO3Baru, HaBYaHHs a00 3aHYyPEHHs y BipTyaiabHU# cBiT. [ pa moeanye
B C001 pi3HI €JIEMEHTH, TaKl AK TeMIUIeH, CI0KeT, rpadiky Ta 3BYK, 11100 CTBOPUTHU
3aXOIUTIOIOYMH Ta IHTEPAKTUBHUN JOCBIJ 7151 KOPUCTYyBaya.

OCHOBHI XapaKTEepUCTUKU T'PU BKIIOYAIOTh!

1. IrpoBuii mponec (reWmiuieil) — CYKYNHICTh NpaBWJ, MEXaHIK Ta MAii, sKi
BU3HAYalOTh, K TpaBelb B3a€EMO/IIE 3 TPoto. Lle Moke BKIIOYATH MEepeCcyBaHHS
NepCcOoHa)ka, BUKOHAHHS 3aBJaHb, pO3raJlyBaHHS I'OJOBOJIOMOK Ta O0OpoThOy 3
BOpOTraMH.

2. Croxker — icTopis abo creHapiii, o CynmpoBOKye irpoBuit mporec. CrokeT
MOKe OyTH MPOCTUM a00 CKJIAJHUM, ajie 3aBKJIM Ma€ Ha METI 3AJIyYUTH rpaBLs
Ta HaJlaTU KOHTEKCT JIJIsi KOro [ y Tpi.

3. I'padika — Bi3yanbHe O(OpPMIICHHS T'pH, BKJIIOYAIOYM JU3aiH TMEPCOHAXKIB,
oTo4YeHHs Ta eekTiB. SKicHa rpadika poOUTh rpy NPUBaOIMBOIO Ta I0IIOMArae
CTBOPUTHU MOTPiOHY aTMOChEpy.

4. 3ByK - ayJli0 €JIEMEHTH T'PH, TaKl K My3UKa, 3ByKOBI €(DEKTH Ta A1aJIOTH, 110
JOTIOBHIOKOTH BI3yaJIbHUM JOCBIJI Ta CIPUSAIOTH MNIMOIOMY 3aHYPEHHIO IpaBLs y
rpy.

5. IHTepaKTUBHICTH — MOXJIMBICTh FPABIS BIUIMBATH HA ITPOBUM CBIT Ta 3MIHIOBATH
HOT0 CBOIMH MisIMU. [HTEPaKTUBHICTD € KIIIOYOBUM aCIIEKTOM, 1110 BiIPI3HSIE ITpH
BiJI IHIIIMX BHUJIIB PO3Bar, Takux K GpiIbMU yu KHUTH [2].

Irpu MOXyTh OyTH MK MPOCTHUMH, TaK 1 CKJIAAHUMH, IPOMOHYIOUYH Pi3HI PiBHI
BUKIMKIB Ta 3aBAaHb. BOHH MOXYyTb poO3poONATHCA Ui PI3HUX IUTaTHOPM,
BKJTFOYAIOUM TIEPCOHATBHI KOMIT'FOTEPH, KOHCOJ1, MOOUIbHI MIPUCTPOI Ta BIPTyaIbHY
peanbHICTh, 33JJ0OBOJIbHAIOYH MOTPEOH IIMPOKOT ayJUTOPIi FPABIIIB.
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Sx Oyno cka3zaHO BHUIIE, ITPH MOXYTh OyTH PI3HUMHU Ta MAOTh HEWMOBIPHHIA
CHEKTpP PI3HOMAHITTS SIK Y )KaHPOBOMY KOHTEKCTI, TaK 1 B 3araJIbHOMY, OCKIJIbKH HaBITh
NPEICTAaBHUKNA OAHOTO >KaHPY MOXYTh CHJIBHO BIAPIZHATHCS Ta BHUKOPUCTOBYBATH
pI3HY 1ICHHICTD

AHanizyloud ICHYIOYl IrpOB1 JOAATKU, IO € TPEICTaBHUKAMU KaHPY
wiaTGopMepiB, MU MOKEMO 3pPO3YMITH, SIKI €JIEMEHTH TPU HaMKpale CIpUuiMarThCs
I'PaBISIMU 1 € KIIIOYOBUMHU JUIsl yCmixy Takux irop. Hanpuxman, Super Mario Bros. Bin
Nintendo BijomMa CBOIMM HPOCTUMH, ajieé 3aXOILUIIOIOYUMHU PIBHSAMH, SIKI MOCTIHHO
BUKJIMKAIOTH 1HTEPEC J0 MOAANBIIOro nporpecy. ['omoBHUIl repoii, Mapio, Bojoi€e
IHTYITUBHO 3pO3YMUIMMHU MEXaHIKaMH CTPUOKIB Ta 300py MPEAMETIB, 110 CTUMYJIIOE
IPAaBIB J0 JOCIIKEHHS PI3HOMAHITHUX IUISAX1B MPOXOKEHHS PIBHIB.

Sonic the Hedgehog Bin Sega BuaiiseTbes MIBUIKUM TEMIIOM iTPOBOTO MPOIIECY
1 YHIKaIbHUM JAu3ailHOM piBHIB. Ll1 rpa Hagae rpaBUSIM MOXIMBICTH
HACOJIOPKYBATUCS TUHAMIYHIUMH TIEPETOHAMH 3 9YJIOBO PO3POOJICHUMH MEXaHIKaMH,
IO JI03BOJISIIOTh BUKOHYBATH Bpakaroyl TPIOKU 1 OOXOJUTH MEPEHIKoAn 3 €heKToM
HIBUAKOCTI, 1110 30€epirae Hanmpy>KeHHs IPU B MOYATKY 10 KiHIIS.

Rayman Bin Ubisoft mpuBeprae yBary rpasiiiB cBo€0 0apBUCTOIO rpadikoro Ta
OpUTIHATILHUM CTWJIEM. ['pa Big3HA4Ya€TbCA SICKPABUMH MAaJTIOHKAMU 1 BEJIHKUM
PI3HOMaHITTSAM ITPOBUX JIOKAIIiH, IO BKJITIOYAIOTh Y ce0e K Ka3KOBi, TaK 1 paHTaCTHYHI
enemeHTH. Llel miaxim CTBOpIOE HEMOBTOPHY arMmocdepy, sKa 3aXOIUTIOE€ TPAaBINB 1
3anuuIae He3a0yTHI BpaKEHHS.

Ili irpy IEeMOHCTPYIOTh, L0 KIOYOBMMHM KOMIIOHEHTAMHU YCIIIXYy Yy XaHpi
miaTgopMepiB € IHTYITUBHO 3pO3yMill MEXaHIKM, I[IKaBl ¥ PI3HOMAHITHI PiBHI, SIKI
BUKIIMKAIOTh Oa)KaHHsI BUPINIYBaTH TOJIOBOJIOMKH Ta TOJOJIATH BUKJIUKH, a TaKOX
Bi/IMiHHA Tpadika 1 NMPUEMHUN 3BYKOBUU CYIPOBIJ, IO J0Ja€ MHOUHMU iMepcii B
IrpoBHii TIpoIIEC.

CyuacHi irpoBi neurynu [8], taki sk Unity, 3HaYHO MOJIETTIYIOTH IPOIEC
po3poOku TuIaTGopMepiB, HaJAOUM PO3POOHUMKAM TIOTYXKHI 1HCTPYMEHTH JUIS

CTBOPEHHSI CKJIAJTHUX ITPOBUX MEXaHIK Ta Bi3yanbHUX epekTiB. Unity BiiKpHUBae nepen
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TBOPISIMH 1rop 0O€3J1i4 MOXKJIMBOCTEH, IO O3BOJISIOTH CTBOPIOBATH 1HHOBAIIiIHI
IPOEKTH 3 PI3HOMAHITHUMU ITPOBUMH KOHIEMNIISIMUA Ta apT-CTUIISIMU.

[Inarpopma migTpumye Oarato 1IATGOPMHHUI PO3BUTOK, IIIO O3HAYAE
MOXJIHMBICTh po3pooOssatTy irpu s [IK, MOOGIIRHHUX TPUCTPOIiB, KOHCOJNEH Ta
BIpTyaJbHOI peanbHOCTI. lle 3Ha4YHO pO3UIMPIOE ayAUTOPiIO 1 MOKPUTTS IrPOBOTO
MPOIYKTY, 3a0€3Meuy0UuH TOCTYMHICTh TPH Ha PI3HUX TUIaT(GopMax 1 Jis pi3HUX TUTIIB
I'PaBIIIB.

[Ipore, He3BakaOuM Ha 3HAYHUWA MPOTrpec, ICHYIOTh IEBHI BUKIMKH, K1
CTUKAIOTBCS  po3poOHUMKH. OJHUM 3 OCHOBHHUX BHKIHMKIB € ONTHUMI3aIlis
IPOTYKTUBHOCTI I'PU HA Pi3HUX M1aTdopmax. Pi3H1 mpucTpoi MaroTh pi3HI 0OMEKEHHS
10J10 PECYPCIB, 1 BAXKIIMBO 3a0€3eUnTH, 00 Ipa mpaioBaia e()eKTUBHO Ha BCIX IIUX
maTdopMax, He BTpadaroud SKOCTI TEHUMILICIO 1 Bi3yallbHUX €(PEKTIB.

[HmMM BUKIMKOM € 3a0e3nedeHHs cTabulbHOCTI poboTu rpu. Ha pizHux
MPUCTPOSX MOKYTh BUHUKATH Pi3HI MPOOJIIEMH, TaKi K 3aTPUMKH YH apTePaKkTH, sKi
BITMBAIOTH Ha 3arajibHUM J0CBiA rpaBil. PO3poOHUKN MOBUHHI aKTUBHO TE€CTYBaTU
Ipy Ha PI3HHUX MPUCTPOSX 1 BUYACHO BUIPABISTH BCl BUSABIEHI MpoOjemMu, 100
3a0€3MeUHTH SIKICHUN MTPOIYKT.

OxkpiM TOro, CTBOPEHHS IHTYITUBHO 3p03yM1JI0T0 KOPUCTYBAILKOTO 1HTEpdeEncy
TaKOXX € BAXIWBAM aclekToM po3poOku rpu Ha Unity [5]. YiTke Ta Jerko
BIJITBOPIOBAHE YMPABIIHHS, 3pO3YMIJTI I1HCTPYKII Ta I1HTEPAKTHUBHI €JIEMEHTHU
JI03BOJISIFOTH TPABIISIM IIBUIKO 3aCBOIOBATH MEXaHIKY T'PH 1 HACOJIOKYBATHCS ITPOBUM
mporiecom 0e3 3aiiBUX TPY/THOIIIIB.

Otrxe, Unity iHTerpye ycl HEOOXiHI KOMIIOHEHTH [JI1 CTBOPCHHS
BHUCOKOSIKICHUX IUIaTQOpMEpIB, MPOTE YCIMIX BUMArae BiJ pPO3POOHHUKIB HE JIMILE
TEXHIYHOI €KCIIEPTHOCTI, ajie ¥ yBa)KHOCTI JI0 AeTayel 1 OaxkaHHS JOCATaTH HAUBUIIIUX

CTaHJIapPTIB SIKOCTI.
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1.2. llpu3HavyeHnHs po3podku Ta 00J1aCTh 32CTOCYBAHHS

[{i1b0BOIO ay/IUTOPIEI0 MO€I KOMIT FOTEPHOI T'PU € MOJOJAUIE MOKOJIHHA |,
OUTBIII0I0 MipOt0 4OJOBiKH Bif 10 10 25 poOKiB, K1 aKTHBHO IIKABISATHCS irpaMu Ta
IIYKalOTh HOBI BUKIMKHM 1 po3Bard. ['pa MpomoHye KOpUCTyBauaMm MO>KJIUBICTb
BUINPOOYBAaTH CBOi CWJIM 4Yepe3 MiJABUIICHHS CKJIAJHOCTI HAa KOXXHOMY pIBHI, WIO
CTUMYJIIOE X J0 AKTUBHOI IrpOBOi MISJIBHOCTI Ta BHUKJIMKA€E TOYYTTS TMOTOKY -
MaKCHUMAaJIbHOT'O 30CEPEHKEHHS 1 33]J0BOJICHHS BiJI TPH.

I'pa po3pobirieHa Ay MUPOKOI ayIUTOPil, OCKUTBKH JOCTYITHA HA MOOLTBHUX
MIPUCTPOSIX 3 orepariitHoro cucreMoro Android. Ile poOuTs i JOCTYITHOO JIJIs TPABIlIB
y OyJib-sIKHii 9ac i B Oyab-sskoMy wmicti [11]: Baoma, i 9ac moioposki Ha TPaHCIIOPTI,
B MMapKy a00 HaBITh HA MPOTYJISHII 1O BYJUIl. ['pa mpomoHye reiiMepaM MOKIUBICTD
HACOJIOJKYBATHCS ITPOBUM IMIPOIIECOM B OYy/Ib-SIKOMY 3pYyYHOMY CEPEJIOBHIII, 1€ BOHU
MOXKYTbh 3HAWTH 4Yac JJI pO3Bar 1 BIAMOYUHKY.

['onoBHOIO OCOOMMBICTIO € T€, IO I'pa JI03BOJISIE KOPUCTYBauYaM 3aHYPUTHUCS Y
3aXOIUTIOIYUI CBIT IrpOBOrO mpoliecy 0e3 0OMeXeHb Micls 1 Yacy, 1o poOuTh ii
17IeaTbHOI0 JUTSI CyYacHOTO TelMepa, IO Bele AKTUBHHUMA CHOCIO XKHUTTS 1 IIHYE

MO>KJIUBICTD I'paTu B 6y,JIB-$IKI/IX YMOBax.

1.3. MixcTraBa nus po3podoku

[TincraBamu 1715t po3poOku (BUKOHAHHS KBasi(ikaiiiiHoi poOOTH) €:

— OCBITHS Iporpama cremianbHocTi 122 «Komn’toTepHi HayKny;

— HaBYAJIBHUH TUTaH Ta Tpadik HABYAIHLHOTO MPOIIECY;

— 3arBepxeHa Haka3oM pekropa HTY «III» Big 23.05.2024 Ne 469-c;

— 3aBJaHHS Ha KBamiQikaiiiiHy poboTy Ha Temy: «Po3pobka koMm'toTepHOI rpu
Bouncing-Ball B xanpi miardgopmepa Ha 6a3i Unity Game engine ta moBu

nporpaMmyBaHHs C#»;
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1.4. IlocTanoBKa 3agaui

VY nmaniit xkBamidikamuiiHiii poOOTI HEOOX1IHO PO3POOUTH KOMII IOTEPHY TPy B
XKaHpl MiIaTdopmepa, 3a JgonoMororo MoBu mnporpamyBanHa C#. Ilporpamue
3a0e3ne4YeHHs] TOBUHHO BIAMOBIAATH CY4YaCHUM BUMOTI'aM Ta JI03BOJISITH PO3POOHUKAM
JIETKO JoJiaBaTu HOBUM (yHKIIOHAN Ta MexaHiku. Kox rpu Mae BiamosigaTh
OPUHIIMIIAM YUCTOTO Koay, OyTH Jo0pe CTPYKTYpOBaHHUM, 3 KOPHUCHHUMH Ha3BaMU
3MIHHHUX Ta (YHKIIH, 110 3a0€3MeUnuTh JIETKICTh Y HOTO PO3YMIHHI Ta MOJAIBIIOMY
00CITyrOBYBaHHI.

OCHOBH1 MEXaHIKH T'PH:
. M'si4 3 BIACTUBICTIO HA/IMPUTYYOCTI.
. Mexanika pyxy mo miaTgopmi.
. Cucrema 3unTyBaHHS JAii (cBainm).

. JIorika irpoBoro piBHS.

g B~ W N -

. Habip piBHiB:
— po3poOKa yHIKaIbHOI CTPYKTYPH;
— MOJICTIOBaHHSA CKIIQHOCTI.

. IrpoBa BasmtoTa.

. 30epeKeHHS JaHUX.

. Marasus.

© 0 N O

. HanamryBanus:
— 3MiHa 3ByKOBOTO CYNPOBOJY;
— YyTJIMBOCTI EKpaHy.
10. JlomaTkoBa irpoBa JioTiKa:
— Tmay3a;
— Tepe3aBaHTaXCHHS PIBHS;
— TOBEpPHEHHS HA MOYaTKOBUM EKpaH.
11. BizyanpHa yacTuHa:

— MOJEI JiJis IrPOBUX PIBHIB,

13



— MIDX-pPIBHEBI IEPEXO/IH;
— eKpaHM 3aBaHTa)KEHHS.
13. 3ByKOBE CYNPOBOIKECHHS.
12. Pexnama.
[Iporpamne 3a06e3nedueHHsI TOBUHHO OYTH peatizoBaHe sIK MOOTLHUN JOIaTOK Y
dopmari APK nns mnatdopmu Android, 3 BUKOpucTaHHSAM MOBH nporpamyBaHHst C#

Ta iHcTpyMeHTy Unity.

1.5. Bumoru 10 nporpamu ad0 nporpaMHoOro BUpooy

Bumorn 10 mnporpamum BKIIOYAKOTh: CTAOUIBHICTE POOOTH Ha IIaTdopmi
Android, epexTUBHICTb BUKOPHUCTAHHS PECYPCIB MPUCTPOIO, IHTYITUBHO 3PO3yMITUH
KOPHUCTYBallbKuil 1HTepdelc, TUIaBHUN ITpOBUN IpoLIEC, BUCOKY SIKICTh rpadiku Ta
3BYKOBOTO CYINPOBOAY, MOKJIUBICTh PO3MIUPECHHS (QYHKIIOHATY Ta pEryJsipHe

OHOBIJICHHA KOHTCHTY.

1.5.1. Bumoru 10 pyHKIiOHAJILHUX XapaAKTEPUCTUK

B3aemonist 3 rporo mae BiOyBaTHCs 32 paxyHOK CTaHJAPTHUX IHCTPYMEHTIB
BBEJICHHS JlaHUX, TOOTO 3a JOMOMOIOI0 CEHCOpHOro ekpaHy. IIporec BBemeHHs
3MIMCHIOBATUMETHCSI depe3 po3poOieHuil mporpamMHuil iHTepdeic, Ae OCHOBHUMH
eJIeMEHTaMH OyAyTh KHOIIKH, IIIO JIO3BOJISIOTH TPaBIICBi BIUTMBATH Ha irpOBUH MTPOIIEC

a00 B3a€EMOJIIATH 3 JJOJIATKOBOIO IrPOBOIO (PYHKIIIOHAIBHICTIO.

1.5.2. Bumoru 0 indopmaniiinoi 0e3nexku

3a0e3neyeHHs iHQOpPMAIiHOI OE3MEKH € KPUTHYHO BAKIMBUM AaCIEKTOM Y

pO3pOoOIll KOMIT'IOTEPHUX I1TOp, OCOOJIMBO B KOHTEKCTI MOOUIBHMX JOJATKIB ISt

Android.
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Bumoru no indopmariiiinoi 6e3meKku BKII0Yal0Th:

1. 3axuct ocoOMCTUX JaHUX KOPUCTYBayiB — Irpa NOBUHHA 3a0e3nedyBaTu
KOH(IICHIIIHICTh OCOOMCTHX JAHUX KOPUCTYBauiB, TaKUX fAK 1M f, aapeca
CJICKTPOHHOI MOIITH, BIK TOmo. Bcl Taki gaHi moBuWHHI OyTH mudpoBaHi
BIJIMOBIHO /10 Cy4acCHUX CTaHIApTIB O€3MeKH.

2. 3aXWCT BiJ HECAHKI[IOHOBAHOTO JOCTYIy — pO3poOKa IMOBUHHA BKJIIOYATH
MEXaHI3MHU JIJIs 3aXUCTY BiJl HECAaHKIIIOHOBAHOTO JIOCTYIY JIO IPOBUX PECYPCIB
Ta TPUBATHUX JaHUX KOpHUCTyBadiB. lle Moke BKIIOYATH BHKOPHUCTAHHS
aBTeHTU(DIKAIli KOPUCTyBaya, MapojiB, a TaKOX MEpPEKeBUX I1HTEp(DEHciB 3
mU(PPYBAHHIM JTAHUX.

3. BusBneHHs 1 yCyHEHHS Bpas3JIMBOCTEH — IMEpioMYHA TIEpeBipKa O€3MeKu Koy
IpU JJI1 BUSBICHHS TOTCHIIMHMX BPA3JIMBOCTEH 1 Bpas3duBHX Micib. Bci
BUSBJICHI ypa3jMBOCTI MOBUHHI OyTH HETaWHO BUIIPABIICHI Y€pe3 OHOBJICHHS
POrpPaMHOTO 3a0e3MeYeHHSI.

4. BiamosigHicTh BUMoraM tmiardopmu Android — rpa moBHHHA BIANOBIiAATH
BUMOraM O€3IEeKH, BCTAaHOBJIIEHUM IU1aTGopmoro Android, Takum SIK MOJITHKA
0OMEKEeHHS JTO3BOJIIB, 3aXUCT BiJ IIKIJJIMBUX MPOTpaM 1 O€3MeuHi MeXaHi3MHU
30epiraHHs TaHUX.

5. AmHani3 1 00poOKa MOMHIIOK — pO3po0Ka MOBUHHA BKJIIOYATH CUCTEMY TSI 300Dy,
aHai3y 1 00poOKU MOMMIIOK, 1110 JI03BOJUTH BYACHO BUSIBJISITH Ta BUIIPABIISTH
npoOJieMH, 10 CTOCYIOThCSA O€3MEKH.

6. PesepBHe KOmitOBaHHS 1 BITHOBJCHHS JAaHUX — MEXAHI3MHU ISl PETYJISIPHOTO
PE3EPBHOTO KOMIIOBAHHS JIAHUX TPABIIIB 1 MOXKJIUBICTh MIBUIKOTO BiHOBJICHHS
IrpOBOTO IIPOrpeCy y BUNAAKY BTPATH JaHUX a00 THUUAEHTY 3 0€3MEKOIO.
3MiMCHEHHS] IMX BUMOT JIONIOMOXKE 3a0e3MEYUTH BHUCOKHH PIBEHb 3aXHUCTY

iHpopmarlii Ta 30epeke JA0OBIpY KOPHUCTYBauiB JO TpHU, 3MEHUIYIOYH PU3UKU

MNOpPYILIEHHS 0€3MEeKU Ta HETaTUBHUX HACIIIJIKIB.
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1.5.3. Bumoru 10 ckjiaay Ta napaMeTpiB TEXHIYHHMX 32c00iB

Jlist 3a0e3neueHHs cTabuUIbHOCTI MOOUIBHUX MPUCTPOIB PEKOMEHJOBaH1 TaKi
XapaKTePUCTHUKU:

— Kinbkicts simep: He MeHIe 6;

— Yacrora nporiecopy: 1.8 I'T'ty abo Buie;

— OneparuBHa nam'ste: 3 I'b abo Oinble;

— OnmnepatuBna cucteMa: Android 7 (Nougat) abo HoBIlIIIE;

1.5.4. Bumoru 10 inpopMaiiiiHOI Ta MPOrPaMHOI CYyMICHOCTI

VY SKOCTI OCHOBHOI MOBH MpOTpaMyBaHHs JJisi po3poOku rpu O6yno odpano C#.
L1 MoBa € 0OCHOBHOIO Jy1st iHCTpyMeHTy Unity, 1110 3HAYHO CIIPOIILY€ MPOLIEC CTBOPEHHS
1TOp I Pi3HHUX TIATGOPM 1 OTIEPAIITHIX CHCTEM.

Unity HaJlae MOKITUBICTbh PO3POOJISATH MPOTrpaMHe 3a0€3MeUeHHs VIS IUPOKOTO
cnektpy miargopm, mo Bkiarovae I[TK, moOutbHI mpucTpoi Ta irpoBi koHcodi. Lle
pOOUTH ITPOBUI MPOLIEC JOCTYITHUM JJIsl IIMPOKOTO KOJIa KOPUCTYBauiB 1 3a0e3neuye
THYYKiCTh y BUOOPI miardopmu s Bumycky rpu [10].

Jlnst 3pyuyHOCTI po3poOku Oyno o0paHo cepenoBuiine po3poOku Rider, sike
BiloME CBOiM OaratuMm (YHKIIIOHAIOM Ta CHOPOIIye poboTy po3poOHHUKa,
3a0e3rneuytoun e(heKTUBHE YNMPABIIHHS MPOCKTAMH 1 MIATPUMKY KIFOUOBHX ACIEKTIB

PO3pOOKH irop.
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PO3JILI 2
MMPOEKTYBAHHS TA PO3POBKA TIPOTPAMHOIO MTPOJAYKTY

2.1. ®yHKuioOHAIbHE NPU3HAYEHHS MPOrPaMu

OcCKUJIBKM OCHOBOIO L1€i KBami(iKaliiHOI poOOTH OyJI0 CTBOPEHHS IPH, TO
OCHOBHOIO (DYHKIII€I0 € TOKpAIEHHS EMOIIMHOr0 CTaHy JIOAWMHHU, Japyrouu
Haisickpasinm emorii mig vyac rpu [3]. BakiauBow geTauiro 1bOrO 3aBIAaHHS €
JOCTYIHICTD TPH SIK TEXHIYHO (3aBASKHA ONMTUMI3AIlii, IO JO3BOJISIE TPaTH HaBITH HA
cnabkoMy TpUCTpoi), Tak 1 ¢Gi3uyHO (Uepe3 MIATPUMKY Tpu Ha TenedoHax i
MO>KJIMBICTB rpaTH 0€3 MiIKII0O4YeHHs 10 IHTepHeTy). Lle 103BoIIsg€ KOKHOMY I'paBIIEBI
HACOJIOPKYBATUCS TPOIO HE3AJIEKHO BiJl MICIIA 1 4acy.

Ha npaktuunomy piBHI OCHOBHUH (hyHKIIIOHAT TipeacTaBisie Game Loop, sikuit
BKJIIOYa€ B ceO€ OCHOBHY IrpPOBY CKJIAQIOBY. Y BUIAJKy I[IaTGopMepiB 1 3
ypaxyBaHHSM OCOOJMBOCTEH HAIIOrO MPOEKTY MIB MOXE OyTH MpelCTaBICHUN Y
BUTJIAJII TPOCTOI CXEMHU : TPaBEeIlb MOCTYMOBO MPOXOANTH PIBEHb, IO MOKPAIIYE HOTO
MalCTEpHICTh. 31 30LIBIICHHSM MaNCTEPHOCTI PiBHI MOYMHAIOTH HAOyBaTH HOBHUX
BUJIIB Ta OTPUMYIOTh HOBI JOMOBHEHHS, SKI BHMararTh BiJ TpaBIs ajanTarii Ta
PO3BUTKY cBOiX HaBHYOK [25] (puc. 2.1) . IlapanensHo Iiel TpoOIEC CYNPOBOIKYE
JI0JIaTKOBA MOTHUBAIIIS y BUTJISIIII MOHET, IO HE € 000B’I3KOBOIO, aJie TIPH IbOMY HaJa€

IrpOBOMY MPOIIECY O1IBIIOTO eMOLIHHOTO 3a0apBIEHHS.
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MaTeMaTUYHUX METOIIB Ui  peayi3amii

Hoel piani '
Aganrauin MokpaLyemMo
HaBUYOK MaNCTEPHICTL
- N"-\.\_
"'\—njr:—""

g Hogi irposi /
eneMeHTK

e

Puc. 2.1. Game Loop

2.2. Onuc 3acTOCOBAHUX MaTeMaTHYHUX METOIIB

Y po3pobui rpu xaHpy maaTGopmMep OyJI0 3aCTOCOBAHO JEKIIbKa BaKIMBUX

PEATICTUYHOCTI ITPOBOTO MPOIIECY.

¢13ukn  00'ekTIB Ta 3abe3nedYeHHs

Jliniina inTepnossuist (Lerp) @ s miaBHOI 3MiHM MacmTa®y Ta oOepTaHHS

00'ekTa BUKOPUCTOBYEThCs iHINHA iHTepnomsmiss (Lerp). Ile#t meron mo3Bossie
MOCTYIIOBO 3MIHIOBAaTH 3HAYCHHS OJIHIET BEJIMYMHM JIO 1HINOI 3a MEBHUN MPOMIXKOK

yacy, 3a0e3leuyroun TJIaJKUi Mepexifi Ta YHUKHEHHsS PI3KUX 3MIH y BUIJISIAL Ta

MoBeIIHIN 00'€KTIB.

BGKTOpHa MaTEMdATHUKaA ! B MOEMY BHUIIAJIKY 3aCTOCOBYETHCA IJIA 00YMCIICHHS

HanpsIMKy Ta BEJIMYMHM HMIBUAKOCTI 00'exkTa. BUKOpPHCTOBYIOUM BEKTOPH, MOKHA
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TOYHO BU3HAUUTHU, B IKOMY HANPSIMKY PYXa€ThbCsl 00'€KT 1 3 SKOK MIBUJIKICTIO, IO €
KJIFOUOBUM JUIsl CTBOPEHHS PEaiCTUUHUX (PI3MYHUX B3a€EMOIIN Ta aHIMALIIM.

KBareprionn : mig gac oOepTaHHs 00'€KTIB y MPOCTOPI BUKOPUCTOBYIOTHCS
KBaTepHIOHU. BOHM 10O3BOJISIOTH YHUKHYTH MPOOJIeM, OB'I3aHUX 13 KapIMHATbHUMU
cunryisipHoctssmu  (gimbal lock), ki MOXyTh BHHMKAaTH TpU BHUKOPUCTAHHI
TpaJMIIIfHUX MeETOAIB obOepranHs (Hampukiaa, KkyrTiB Eiimepa). Ksateprionu
3a0€e31euyIoTh IJIaBHI Ta 0e3nepepBH1 00epTaHHs 00'€KTIB Y TPUBUMIPHOMY ITPOCTOPI.

[Ipoekuiss BEKTOPIB : MPOEKIisl BEKTOpAa BUKOPHCTOBYETHCS Il BU3HAUEHHS
CKJIQJIOBUX IIBHJKOCTI 00'€kTa Ha pi3HUX ocsax. Lle 7103Bosie OLIHUTH, HACKIIBKA
CHUJILHO OO0'€KT B3a€MOJII€ 3 TOBEPXHSAMHU IIIJl Yac 3ITKHEHb, 110 € BAXKIUBUM JIsI
MO/IEJIFOBaHHS BIJICKOKIB Ta Ae(pOopMaliii.

Marematnyni (QyHkiii | matematuudHi ¢GyHkmii, Taki sk Mathf.Clamp,
3aCTOCOBYIOTHCSL /Il OOMEXKEHHS 3HAuYeHb MapaMeTpiB y 3adaHux Mexax. Lle
JOTIOMara€ KOHTPOJIFOBATH MaKCHUMaJIbHI 1 MiHIMQJIbHI 3HAYCHHS 3MIHHHUX, TaKUX SIK
MaciTad 00'ekTa, 3aro0iraroyu BUXOIY 3a JIOMYCTUMI MEXI.

KinemaTuuHi piBHAHHS | BAKOPUCTOBYIOTBCS ISl MOJEIIOBAHHA PyXy OO'€KTIB
IT1JT BINIMBOM CHJIM TSDKIHHS Ta iHIUX cuil. Lle BKItoyae 00OYMCICHHS HOBUX IO3MININ
Ta MIBUJIKOCTEH 00'€KTIB HA OCHOBI iXHIX MOYATKOBUX MMAPAMETPIB 1 MPUKIAICHUX CHIL.

VY BUCHOBKY KOMOIHAIliS IIMX MaTEMaTHYHUX METOJMIB J[03BOJISIE CTBOPUTH
peanicTuuHy (Pi3uKy 00'€KTIB y rpi, 3a0€3MeUNUTH IUIABHI aHIMaIlli Ta TOYH1 B3a€MOIii
Mk 00'ekTaMu. Lle poOuTh irpoBuii mpouec OB 3aXOIUTIO0YUM 1 TPUBAOIUBUM /15

TPAaBIliB, CTBOPIOIOYH BITUYTTS PEATICTUYHOCTI Ta 3aHYPECHHS Y BIpTyaJIbHHI CBIT.

2.3. Onuc BUKOPUCTOBYBAHOI apXiTeKTypH Ta MIA0JI0HIB NPOEKTYBAHHSA

OCKUIbKM 111 CTBOPEHHS HAIIOr0 IrPOBOr0 JOJATKY OYJO0 BHUKOPHUCTAHO
irpoBuil aABuUryH Unity, My OyneMO TOBOPUTH PO KOMOIHAIIIO apXITEKTypu Ta
mrabnoniB [4], sky 3anpoBamkye cam Unity, a TakoX Halli OCOOMCTI pIIICHHS 5K

pO3pOOHUKA.
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Ha nouatky posrisitHemo Unity B KOHTEKCTI HOTO mepeBar sik ABUTYHA Ta HOTO
apXITEKTYpHY YaCTUHY.

Jlist Hamioi rpu, sika Oyze peaji3oBaHa K MOOUTbHUN TOAATOK AJiA M1aT(opMu
Android, Unity € ineansHuM BUOOpOM. J[BIXKOK J03BOJISE JIETKO afanTyBaTH TPy JUIs
PI3HUX MOOUIBHHUX MPUCTPOIB, 3a0€3MeUyI0Un JOCTYII 0 IIUPOKOI ayaUTOPIi.

Hamri#i rpi moTpiOHa BUCOKA MPOMYKTUBHICTH MJisi 3a0€3MEUYCHHS TUIABHOTO
irpoBoro mporecy Ta skicHoi rpadiku. Unity onTumizoBaHO i MOOUIBHHX
IPUCTPOIB, IO JI03BOJISIE CTBOPIOBATH BI3yaJbHO NPHUBAOJIMBI Ta J0OPE ONTUMI30BaHI
IrpH.

Mogsa nporpamyBanHss C# € ocHoBHOIO 1iisi Unity, 11o BIiJIOBiJAa€ HAIIUM
BUMOTaM 10 po3poOku. 3HaHHsi C# HOMOMOMXKE CTBOPUTU YUCTHUI Ta 3pO3YyMUIHI KO
[1], mo momermuTs MATPUMKY Ta PO3MIMPEHHS (YHKIIOHAIBLHOCTI TIPU B
MaiOyTHbOMY.

Unity namae BinacHuii (i3MYHHMEA JIBIIKOK, IO 3HAYHO CIIPOINYE peaji3aliio
b13uyHUX B3aeMo/lii y rpi. Lle mo3Bosise HalIii Ipi MaTH peadicTUUHy (Gi3UKY PyXy,
CTpHUOKIB Ta 31TKHEHb, 110 € KPUTUYHO BAXKJIMBUM JUIs *KaHpy miargopmepiB. Takox
Unity Mae BiacHuil peHaepuHr-moayiab [12], skuii 3a0e3nedye BHUCOKY SKICTh
BisyanbHHX edekTiB. st Hamoi rpu 1€ 03HAYa€ MOXJIMBICTh CTBOPEHHS KPacHBOI
rpadiKy Ta JCTAT30BaHUX ITPOBUX CEPEIAOBHII, IO IiBHINHUTH 3arajibHe BPa)KCHHS
B1JI IPH JIJIT KOPUCTYBAYiB.

bararo 3 BuIlle 3a3HaY€HUX MYHKTIB BKa3ylOTh Ha HasBHICTb BcepeauHi Unity
BXJIMBUX apXITEKTYPHUX PIIICHb , K1 JIEKATh B OCHOBI MOT'O ONTHUMI3aIlii Ta 6araTbox
BOYZ10BaHUX (DYHKITIOHATBHUX MOYKJIMBOCTEH.

1. Irposwmii ks (Game LOOP) — MOHATTSI TPU HE MOXKE iCHyBaTH 0€3 TOHSTTS
ITPOBOTO IUKITY , IIel QyHIaMEHTAIbHUIM apXITEeKTypHU 11abJIoH 3a0e3meuye
Oe3nepepBHE OHOBJICHHS Ta PEHICPUHT IrPOBHUX CIICH.

2. Harnmsnaa (Observer) — Unity BHUKOpPHCTOBYE IIei IaOJOH I pearizariii
cUCTeMHU Mojiid Ta mignucku. OO0'€KTH MOXYTh MIAMKHCYBATHCS Ha TOMIi Ta
pearyBaTyd Ha HHX, IO CHPOIIYE YMPABIIHHSA CTAHOM T'PU Ta B3aEMOJIEI0 MiXK

00'exTamu.
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3. Onpunak (Singleton) — Illa6mon Singleton BukopucroByethcss B Unity s
CTBOPEHHS TJIOOANBHUX OO0'€KTIB, SIKI MawOTh JUIIe OAuH ex3emIuisip. Lle
J03BOJIsIE€ 3a0€3MEeYUTH €AMHUN JTOCTYN 1O TI00AIbHHX PECYPCiB, TAKUX SK
MEHe[KepU pecypciB ado 1HII ri100aibH1 HaMAIITyBaHHS.

4. TlpucrocyBanenp Flyweight — B konrtekcti Unity, mab6mon Flyweight
BUKOPHUCTOBYETHCS ISl ONTUMI3AIIT poboTH 3 pecypcamu. Hampukiaz, cucrema
pecypciB (asSetS) 1 iX BHUKOPUCTAHHS B PI3HUX YaCTUHAX TPH J103BOJISE
e(peKTUBHO KepyBaTW 1 CHUIBHO BHUKOPHUCTOBYBAaTH OJHAKOBI PECYpPCH,
3MEHIITYIOUM BUKOPUCTAHHS MaM'sTi.

5. Entity-Component-System (ECS) — Lle#i mabnon € pyHIaMEHTAIbHUM IS
oprasizanii 00'extiB y rpi. Unity BukopuctoBye ECS amnst po3noaisy moBeaiHKU
00'exTiB Ha KOMIOHEHTH (COmponents) i cytHocti (entities), mo a03BossIE
e()eKTUBHO KEPYBaTH BEJIUKOIO KUIBKICTIO 00'EKTIB Ta X B3a€EMO/IIEIO.

Takox ToBOpsiuM mpo apxitekTypy Unity HE MOXIMBO YHUKHYTH TOHSTTS
GameObject skuii € 0OCHOBOIO KOMIIOHEHTHOI Mojeni Ta ciayrye modatkom (Entry

Point) Oyap-skoi rpu (puc. 2.2).

Assets Components

Audio Audio
Clip = Source

Transform

Material
. Object »

Camera

Mesh
Mesh # Filter

Puc. 2.2. KommionenTHa Moeiib 00’ €KTIB Ha CIIEH1
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[ToBepTatouuce 10 BUIllE3a3HAYCHUX I1a0JIOHIB, MAEMO 3BEPHYTH YyBary, IO
mrabsion Game Loop [22] nikaBuTh HAC HE TIJIBKU B KOHTEKCTI BHYTPILIHBOI pOOOTH
IrpOBOTO ABUTYHA. MH TaKOXK X04E€MO MAaTH JOCTYII IO Pi3HOI MOBEIIHKH ITHOTO ITHUKITY
Ta BIPOBA/KYBaTU TyIU HEOOX1HY JIOTiKYy. B OCHOBI BupilieHHs 11i€i moTpeOu CTOITh

kiaac MonoBehaviour , came BiH € yMOBHHMM ITPOBaiIepoOM IbOT0 111a010Hy (puc. 2.3).

Start is only ever called ence for a given script.

Resel is called in the Editor when the scripl is attached or resel. | )

The physics eyele may happen more than once per frame if
the fixed time step is less than the actual frame update time.

If a coroutine has yielded previously but is now due to
resume then execution takes place during this part of the
update.

Internal animation update

OnDrawGizmos is only called while working in the editor.

OnGUI is called multiple time per frame update.

OnApplicationPause is called afler the frame where the
pause occurs but issues another frame before actually pausing.

CnDisable is called only when the script was disabled during
the frame. OnEnabile will be called if it is enabled again.

Awellke . I .
e z ' Initialization
Start
Reset E d i tO r
< N
FixedUpdale .

Internal physics update

l -
OnTriggedxx P h yS] CS
1

OnCallision XXX
I
yield WaitForFixedUpdate

OnhouseX XX

Input events

Update .
yield null
yield WaitFarSeconds
wield WA
yield StartCaroutine

Game logic

LateUpdate

OnWillRenderObject
OnPreCull
OnBecameVisible
OnBecamelnvisible
OnPreRender
OnRenderObject
OnPostRender
OnRenderimage

Scene rendering

OnDrawGizmaos

Gizmo rendering
GUI rendering

OnGUI

yield WaitForEndOTF rame

End of frame
Pausing

OnApolicationPause

l

CnApplicationGuit

Y

Decommissioning

OnDigable

OnDestroy

Puc. 2.3. Irpouit nuki MonoBehavior kommnonenty
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OcHoBI (hyHKIIIT HAIIOTO UKITY :

Awake — BHUKIMKa€eTbCS OJHMH pa3, KOJU OO'€KT  CTBOPIOETHCS.
BuxopuctoByeThCs A 1HIMIaM3alli cTaHy 00'€KTa 1 3HAXOHKEHHS! TOCHJIaHb
HAa 1HII KOMIIOHEHTH.

Start — BUKIMKaeTbCA MEpe MepuIuM KaapoM OHOBIIEHHS. BUKOpHCTOBY€EThHCS
JUTSI HAJIAITYBaHHS 1 TOYaTKOBOTO CTaHy KOMITOHEHTA.

Update — BHKJIMKA€ThCS KOXKEH KaJp JJIsi BUKOHAHHS JIOTIKH, IO MOTpeOye
YacTOTO OHOBJICHHS, HalpUKIaA, mepemilieHHs o0'ekTiB abo 00poOka
BBEJICHHS.

FixedUpdate — BukiukaeTbcsi Ha KOXXHOMY (hiKCOBAaHOMY Kpoili (Di3HUHOIO
neuryna Unity. BukopucToByeTbess iIsl BCiX omepamii (i3UKH, TaKuX SK
KepyBaHHS (DI3UYHUMH 00'€KTaMHU.

LateUpdate — Bukiukaerbcs IMiciIs OHOBIEHHS BCIX IHIIMX OO0'€KTIB B
MOTOYHOMY KaJipi. BUKOPHCTOBY€ThCS /1711 BUKOHAHHSI JIOT1KH IICIIsSi OHOBJICHHS
CTaHy 1HIITUX 00'€KTIB, HAMPUKIIAJ, CIIIKYBaHHS 3a 00'eKTaMu a0 KaMeporo.
OnEnable —~ Buxiukaerscsa, KOIM  KOMIIOHEHT CTa€  aKTUBHUM.
BukopuctoByeThCs i1 HaJAIMITYBaHHS IMIANMHCOK Ha mojii abo 1HIMX
JTUHAMIYHUX HAJIAITyBaHb.

OnDisable — Buknukaerncs, KOJIH KOMITOHEHT BHMMKAETHCH.
BukopuctoByeThCs 1 BIAMUCKHU BiJ MOJIKA a00 3BIIBHEHHS PECYpCiB, 1100
3armo0IrTH BUTOKY MaM'sTi.

ApXITeKTypa MPOEKTYy Yy KOHTEKCTI PO3pOOKH MPOrpaMHOTO 3a0e3MeUYeHHS

BU3Hauae CTPyKTypy [14], opranizaiito Ta B3a€MO3B'I3KH MK KOMITIOHCHTaMHU

nporpamu. lle mnan abo auszaiiH, KWl BU3HA4Ya€, sIK CUCTeMa Oyae po30uTa Ha

YaCTUHH, SIK BOHU OYIyTh B3a€EMOJISATA MDK €000, 1 K OYyIyTh BUPIIIYBATHUCS

OCHOBHI apXITeKTYpHI MUTAHHS, TaKl SIK PO3IINPIOBAHICTh, MIATPUMKA, €(HEKTUBHICTD

Ta 3pYYHICTb JIJISl PO3POOKHU.

3anpoBaKeHa apXiTeKTypa IMPOEKTY B CBOi OCHOBI CIIMPAETHCA HAa IPOBAIepU

naHux [24], ski GakTUYHO MOBHUHHI MPEICTABISATH COO0I0 CEPBICHY 1JCH0 PO3IOJILITY

(yHKLUIOHATBHUX MOXIIMBOCTEH OKpPEMHX €JleMeHTIB mnporpamu. lle nmae 3mory
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KkepyBartuca npunuunamu SRP Ta iHKamcynaumii, 110, B CBOIO Yepry, J03BOJSIOTH
30epiratu "4ucTy" apXiTEKTypy.

Jlna peamizanii AaHOi apXiTEKTypu Iy>K€ Ba)JIMBO 3a0€3MEUYUTH MPABUIBHY
iHimiamzamnico Beix gaHux [19] Ta mMaTm MOXKIUBICT O€3MEYHO OTPUMYBATH Ta
MaHIIMyJII0BaTh HUMHU (puc. 2.4). 1y 1boro 0yJIo CTBOPEHO OKPEMUI KOMIIOHEHT SIKUI
30epirae B co0l CIHCOK BCIX CHCTEM JaHUX Ta MPOBOJUTH iX I1HIIIATI3AIlI0 B
MOTPIOHOMY MOPSIKY .

Jlst 3a0e3meueHHss MaKCUMaJTBHO KOPEKTHOT Jioriku Entry Point 6yio cTtBopeno
OKpeMy IrpoOBY CIICHY , sIka Ha METi MaJia €INHY 3a7a4y — CTBOPUTH HEOOX1HY TOYHO

BXO/JIy Ta MOYaTH iHimiaji3amii BCix JaHux (puc. 2.5).

-~
‘ 3anyck BCiX HassBHUX CUCTEM 3 MOXJIMBICTHO

AOCTYNY A0 AAHWX NPOEKTY

ANy J

‘ PeecTpauisa gaHHUX B cucTemi J
e _
IHiuianizauia Ta Banigauia Bcix gaHnMx W

e A
Touka Bxopy (Entry Point) 1

. A

L 3anyck rpu

| y,

Puc. 2.4. Cucrema iHimianizanii 1aHuxX rpu
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F2 ;EP load . @ v DataloadSystem
reloader : v

7} DataLoadSystem Tag Untagged Layer Default

&0 PreloadVisual
1
P, Transform

Position X0
Rotation X0

Scale X1

Bl Dataload System (Script)

Loaders

Element O AdsManager (Ads Manager)
Element 1 £ FirebaseManager (Firebase Manager,
Element 2 yBank (Bank)
+
B Project I Project

+ - Q
- Add Component
&¥ German

Puc. 2.5. CrieHa Ta KOMIIOHEHT 1HIIiaTi3amii JaHuX TPy

2.4. Onyuc BUKOPUCTAHUX TEXHOJIOTH Ta MOB IPOrpaMyBaHHS

Jnist peanizaiii 1aHoi kBanidikamiiHoi poOoTH OyiiM BUKOPUCTAHO HACTYTHI

TEXHOJIOT1i Ta MOBU MPOTpamMyBaHHS :

- C#,

— Unity;

— Physics Engine;

— Universal Render Pipeline;
— Android Build Support;
— Scriptable Objects;

— StreamingAssets;

— Firebase SDK;

— Unity Ads;

- Ul;

— TextMeshPro;

— Timeline;

— Shader Graph;
25



— LeanTween;
— Particle System.

C# € OCHOBHOIO MOBOI IporpaMmyBaHHs s po3poOku y Unity. Bowna
BUKOPHUCTOBYETHCS JIJIs1 HAITMCAHHS CKPUIITIB, KOMIIOHEHTIB Ta peaji3allii JIOT1KU IPH.

Unity € iHTerpoBaHKM CepeOBHUIIEM PO3POOKH, SIKE TO3BOJISIE CTBOPIOBATH IMPH
Ta 1HIII 1HTEPAKTUBHI AO0JATKU. BOHO 3a0e3mneuye IHCTPYMEHTH ISl CTBOPEHHS,
penaryBaHHs 1 Bi3yaui3allii irpoBux ClieH, 00'eKTiB Ta iHTep]eiiciB.

®diznynmii AsuryH Unity Biamosigae 3a cumyJsaiiito (i3sMUHAX 3aKOHIB y rpi. Bin
3a0e3neuye OOpoOKYy KOMI31i, peamicTHuHy (I3MKy OO'€KTIB Ta iX MOBEIIHKY B
CepeIOBHIII TPH.

Universal Render Pipeline (URP) — 1ie merkuii i onTUMi30BaHUM ISt MOOLIBHUX
wiargopm peHaepHmii misx Unity. Bin Hamae 3acoOu i1 CTBOPEHHS Bi3yaibHO
NpUBaOIUBHX Ir0p 3 MIATPUMKOIO PI3HUX OCBITJICHHS, TiHEH Ta e(PEeKTiB.

Android Build Support a6o miarpumka 36ipku st Android y Unity mo3Bossie
PO3pOOHHMKAM CTBOPIOBATH 1 TECTyBaTH irpu s MoOuTbHOI Turardopmu Android,
BUKOPUCTOBYIOUM Bci MoxkiauBocTi Unity [13]. Ile Takox gae mupoki MOXIUBOCTI
HaJTAINTYBAaHHS BCIX HEOOXITHMUX YMOB JIJIsl CTa0LIBHOI Mpale31aTHOCTI Tpu (puc. 2.6).

Scriptable Objects y Unity e cnemianbHuMu 00'€kTaMH, sIKi JT03BOJISIOTH
CTBOpPIOBATH JIETKI Ta MOBTOPHO BHUKOPUCTOBYBaHI KOH(Iirypaiiiini 00'ekTH aJis
KOMITOHEHTIB TPH, TAKHUX SK HAJAITYBaHHS, IHBEHTAp, CTATUCTUKA TOIIIO.

StreamingAssets: Ilanka StreamingAssets y Unity BHKOPHCTOBYETBHCS IS
30epiranHs (QailiiB, AKi MOXKHa YMTAaTH MiJ 4yac podotu mporpamu. Lle mosBossie
BOY/IOBYBaTH PECypCH, TaKi K TEKCTH, 300pakeHHs abo iHII AaHi, 6e3mocepeHbO B
JI0JTATOK.

Firebase SDK y Unity 3a6e3nieuye 3pyunuii qoctym 1o psay cepsiciB Firebase,
TakuX sK 0a3a JaHuXx, ayTeHTudiKaiis, 30epiranns Qainis ToIO, 10 T03BOJISE JETKO
IHTEeTpyBaTH XMapHi CEPBICH B TPY.

Unity Ads — e tutatopma pekiiamu, sika iHTerpoBana 0esmocepeaaso y Unity.
Bona Hanae iHCTpyMEHTH U1 BIPOBAKEHHS PEKJIAaMHUX MaTepiajiB y TPy 3 METOIO

3apo0ITKY Ha peKJiami.
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Inrepdetic xopuctyBada (Ul) B Unity BHKOPHUCTOBYETHCS IJIsl CTBOPEHHS 1
peaaryBaHHs €J1€MEHTIB IHTEp(eiCcy IpaBlis, TAKUX SIK KHOIKH, TEKCTOBI M0JIsA, TaHEeNl
TOIIIO.

TextMeshPro — e po3impeHHs st TEKCTOBMX KOMITOHEHTIB y UNity, ske Hamae
O1JIbII1 MOKJIUBOCTI (pOpMaATyBaHHS TEKCTY, MIPUETIB 1 aHIMAIlIT TEKCTY.

Timeline y Unity no3BoJisie cTBOprOBaTH 1 YIIPABJIATH aHIMAIIEIO Ta MOMISIMHA B
rpi yepe3 BizyadbHUM 1HTEp(EHC, 10 CIPOIIYE MPOIeC CTBOPEHHS CKPUITIB aHIMAaIIi1
Ta KiHemarorpadii.

Shader Graph — 1ie Bi3yanpHuit iHcTpyMeHT y Unity juis cTBOpeHHS mieiaepis,
KU O3BOJIAE Bi3yalbHO HAJAIITOBYBAaTH Ta 3'€HYBaTH BY3JH, 10O CTBOPIOBATH
CKJIQJH1 BI3yaJIbHI €(DeKTH.

LeanTween — e 6iomioTeka animamii mist Unity, ska 3a0e3mnedye mpocTuit i
NOTYXXHUM 1HTEep(eic AJi1 CTBOPEHHS 1 YIPaBIIIHHA aHIMAaIlisIMU 00'€KTIB.

Particle System y Unity BHKOPUCTOBYETBCSI JUIsl CTBOPSHHS Ta YIPaBIIHHS

Bi3yaJlbHUMHU €(eKTaMu, TAKUMHU SIK BOTOHb, TUM, BUOYXH, BOJIsSIHI (POHTAHH TOIIIO.

1.0.0
1
nimum Android 7.0 'Nougat' (APl level 24)
Targ APl level 31

Configuration
IL2CPP
.NET 4.x

Master

All Devices
Prefer External
Auto

[GINE]




Puc. 2.6 BikHo HanmamTyBaHb 301pKu

2.5. Onuc CTPyKTYpH NPOrpamMu Ta AJropuTMH il PYHKIIOHYBAHHS

JUis OTpUMaHHSI MOBHOLIIHHOTO PO3YMIHHSI CTPYKTYpU HpPOrpaMu IPOBEIEMO
aHaJi3 BCHOTO IPOBOTO IMUKIY — BiJl KJIIKY Ha 1KOHKY HaIllOl TPH, IO € MOYaTKOM
BCHOTO IrPOBOTO MPOIIECY, A0 BUXOTY 3 HEI.

Sk yxe OyJ0 cka3aHO BHUIIE, AJISl HALIOI I'PU Iy’KE BaXKJIMBOIO € IiJITOTOBKA Ta
3aBaHTaXCHHS JaHUX. ToMy HeplIMi LMK OHOBJIEHHS HAIIOl I'PU € MapKepoM
NOYaTKy LbOro mpoiecy (puc. 2.4) 1 CynmpoBOIKYETHCS aHIMALIIE€I0 3aBaHTAKEHHS.

HactynuuMm etanom € romoBae Mento [20] (puc. 2.7), sike € EHTPOM HaIIIOi IPH,
OCKIJIbKM BOHO JJa€ MOKJIMBICTh IpaBLEBl MEepelTH 0e3mocepeiHbO 10 IrPOBOTO PiBHSA
ab0 oTpUMaTH JOCTYM JO 1HIIOTO KOHTEHTY, OyJlb TO Mara3uH 4v HajamTyBaHHs. Ha
IOMY €Talll Halla MporpamMa OYiKy€ Ha BBEICHHS TpaBlid, MI00 3pO3yMITH HOTO

HaMipu Ta BiJpearyBaTu Ha HUX (puc. 2.8).
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Level 2

Click to start

Puc. 2.7 T"'o;10BHE MEHIO
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* Cucrema BBoay

MNoswnuin
OYiKyEMO HACTYMHMIA LKA — Hi—— HanexunTb
eKpaHy

BipBynaca o .
BIACMOMIN 3 |HILl.IaJ"II3}I'EMO SABAHTAMEHHA

iHTEpaKTHEHMM irpan‘l’ cueHWn
ul

| BMuKaemo aHimauiw nepexogy

O6pobnaemo nogir KAiKy

r

IHdpopmyeMo 2aLiKaBNeHi cucTemn

h 4

BuknukKaemo BignoBigHy
noeegiHKy

Puc. 2.8 Biiok-cxema roasoBHOTO MEHIO

OcHOBHa CTpyKTypa IporpaMu 30cepeikeHa caMme Ha irpoBomy piBHi. Ilicis
BUOOpY IrpOBOTO PIBHSA TpaBIleM, HAC BiJpa3y 3yCTpiYa€ CHUCTEMa 3aBAaHTAXCHHS
piBHIB. BOHa BUKOPHUCTOBYE JlaHi NPOTpeCy rpaBllsd, HA OCHOBI SKHX BU3HAYAE, SKY
caMe ClLIeHy HeOOX1JHO 3aBaHTaxuTu. g cucrema Mae ABI JOJATKOBI MiJCUCTEMHU.
OnHa 3 HMX € BHYTPIIIHBOIO cucTemoro UNity s 3aBaHTakeHHS CIIEH, a came

SceneManager [7]. Jpyra Biamnosigae 3a miiaBHUE Mepexia MiXk CIICHAMHU, OTPUMYIOUN
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Iporpec 3aBaHTaXCHHS BiJ SceneManager 1 Ha MOro OCHOBI J0JIAF0YM BIJIIOBIIHE
BI3yaJIbHE CYIPOBO/IKEHHSI.

[Ticns 3amycKy IrpoBOro piBHS HAac 3HOBY LIKaBUTh cucteMa Boay (Input
System) [21], ockiIbKH pyX HAIIIOTO M’sUa € BiAMOBIAHOO PEaKII€l0 Ha CBAMIIH IPaBIsi
no ekpany (puc. 2.9). Ilpu mnepersaryBaHHI Ha €KpaHI OOYHCIIOETHCS BEKTOP
NEPEMIIICHHS Ha OCHOBI CEHCOPHOTO BBEJICHHS, UyTJIMBOCTI yIPAaBIIIHHS Ta PO3MIpPIB
eKpaHy. SKIo MBUIKICTh NiANOMY MEPEBUIILY€E 3aJaHUH JTIMIT, BEpTUKAJIbHA CKJIa/I0Ba
BEKTOpa KOPHUTYETHCA. SIKIIO TEpPCOHAXX HE 3HAXOAWTHCS Ha 3EMIT, IIBUAKICTH
nigiioMy 30UTbIyeThes [23]. 3anekHO BiJl CTaHY KOMIIOHEHTY YHIKaIbHOI MTOBEIIHKA
PO3TATYBaAHHS , IO IBUAKOCTI pyXy IIEPCOHAXa JOJAETHCS BEKTOP MEPEMIIIICHHS, a00
30epiraeTbest BEKTOp nepemimieHHs. Kpim Toro, 10 mepcoHaxa J01a€ThCs BUTIAIKOBUN
KpYTHUM MOMEHT, 100 J0JaTH peallicTUYHOCTI pyxy. Ilpm 3aBepiieHHI poOOTH

KOMITOHEHTA BIJIKJIFOYAETHCA 00poOKa MOo/Ii1 TOpKaHHS, 00 YHUKHYTH TTOMUJIOK.

> Cucrema BBOAY —

O4iKyeMO HaACTYNMHWUIA LUK € Hi BEig >0

Tak

AHanizyemo HanpaAMOK Ta cuny
BBOAY

OHoBneEMO $i3NYHI NapamMmeTpn
06'eKTy Ha ocHOBI BBOAY

Puc. 2.9 bnok-cxema pyxy
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Ha ocHoBi 3MiHU (i3UYHUX XapaKTEPUCTHK B1AOYyBa€ThCA 3MiHA TO3UILIT, 110, B
CBOIO Yepry, MPOBOKYE MOKIIMBICTh B3a€MOJIIT 3 €JIEMEHTAMH IFPOBOT0O OTOYCHHS [6].
Jlorika pyxy 1 MOXKJIMBOCTI B3a€MOZI1 ciupaeTbes Ha BOynoBanuil B Unity (izuununii
JBUTYH, KWW 3a0e3reuye KOPEKTHY CUMYJISIII0 (PI3MYHOTO CEPEeIOBHUINA, a TAKOX
MpoOpaxoBy€e TaK 3BaHl KoJi3li, TOOTO cuUTyallli, KOJM TBEpAl Ta IHII Tijla
3ITOBXYIOThCA OJIHE 3 OMHMM. Came KOJIi3is CTaHe OCHOBOKO ITOJAIBINOI JIOTIKH,
OCKIJTBKM JIO3BOJIUTh HaM 3pO3YMITH MOMEHT B3a€MOJIi 3 pI3HUMH THUIIAMHU
IHTEpaKTUBHHUX 00’ €KTIB Ha HAILIIH CLIECHI.

B rpi € knac, sxuii npeacraisie rpasid (Player) i Bkitouae KoMOIHOBaHY JIOTIKY.
OnHiero 3 #ioro wyactuH € oOpoOka momid koumizii . s mweoro Unity mpomonye
ycnaJKyBaTu Hail kiac Bl MonoBehavior, npencraButu oro y BUIIISIAL 1ITPOBOTO
00’exTa Ta moaatu a0 Hhoro koMmmoHeHT Rigidbody, mo € MapkepoM [uIst po3/iIeHHS
KOMITOHEHTIB Ha (p13u4Hi Ta HE (PI3UYHI.

VY curyarisx, komu Unity o0po06iisie Oyap-sKy B3a€MOJIII0 (Pi3MIHUX €JICMCHTIB,
BOHA Hajcuiae BiAmosiaui moxail (Events) nammm kommonenTam [9]. L{i koMmoHeHTH
MOXXYTh OTpUMATH JAOCTyH JO TMOJld, BUKOPUCTOBYIOUM BOyAOBaHI (QYyHKII]
MonoBehavior. Came ToMy ycnajKyBaHHS LIbOT'O KJIaCy € TAKUM Ba)XKJIMBUM JJIs HAC.

[Tepenik MeTOMAIB 10 AKUX MOKE OTPUMATH JAOCTYH Kjac OOPOOHUK |

1. OnCollisionEnter — BHKJIHMKAa€ETbCS, KOMM O0'€EKT MOYMHAE TOPKATHCS IHIIOTO
o0'ekta 3 komaitnepom a6o Rigidbody. lleit meTon BHKOPHUCTOBYETHCS IS
00poOKM oAl 3ITKHEHHS, TAaKUX K BIJIITOBXYBaHHS OO'€KTIB 200 BUKIIMK
NIEBHUX JiH MPU 31TKHEHHI.

2. OnTriggerEnter — BUKJIMKA€ETHCS, KOJU 00'€EKT BXOJUTH B TPUrep-30HY. MeToq
KOPUCHUH JUIsl akTUBALii MOl 0e3 (I3MYHOr0 3ITKHEHHS, HANPUKIAd, NpH
BXO/I1 B 00JIaCTh, 110 3aIyCKae aHIMaIlito abo 3MIHIOE CTaH IPU

3. OnCollisionEXit — BUKIUKAETHCS, KOJIU O0'EKT MPHUIUHSAE TOPKATUCS I1HIIOTO
o0'exta. BukopucToByeThCs 17151 cKacyBaHHS €()eKTiB, 10 3aCTOCOBYIOTHCS MPU

31TKHEHH1, 00 JIJI1 BUKOHAHHS JIiH TICJIs 3aBEPIICHHS 31TKHCHHS.
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4. OnTriggerExit — BUKJIMKA€ETHCSI, KOJU 00'€KT BUXOIUTh 3 TPUTeP-30HU. MeTos
3aCTOCOBYETHCS JUIsl 3aBEPILCHHS MOJIM, sIKI OyJd aKTHUBOBAHI MpPU BXOJl B
TpUrep-30HY, TAKUX SIK BAMKHEHHS CBiTJa a00 3yNHUHKA 3BYKY.

5. OnCollisionStay — BHKIMKA€TbCI Ha KOXKHOMY Kajpi, IOKH OO0'€KTH
IPOJOBXKYIOTh TOPKATHCS OJIUH OAHOTO. Lle KOpUCHO JUIsi NOCTIMHOI EepEBIPKU
CTaHy 31TKHEHHSI 1 BAKOHAHHS il IPOTATOM YChOTO Yacy 31TKHEHHS.

6. OnTriggerStay — BUKIMKAETHCSA Ha KOXKHOMY KaJIpi, TOKU 00'€KT 3aIUIIAE€THCS B
TpUrep-30Hi. BUKOPUCTOBY€ETHCS I MOCTIMHOTO BUKOHAHHS J1i, MOKH 00'€KT
3HAXOJIUTHCS B TPUTEP-30H1, TAKUX SK BIIHOBJICHHS 3/I0POB'st 200 301p pecypciB.
O6poOka moaii Koui3ii rpaBlsi € OCHOBOIO CHUCTEMHU 370pOB’s. Y MOMEHT

31ITKHEHHSI MU MPOBOJAMMO IEPEBIPKY (PI3UYHOro 1Iapy, a came BIANOBIIHICTH LIapy
“Trap”. 1omaTKkoBO B 1€ MOMEHT BiJI0YBa€ThCS MEPEBIpKa HA HASIBHICTh IMYHITETY 710
OTpUMaHHS MIKOAM. SIKII0 OOMIBI YMOBH BUKOHYIOTHCS, TOOTO KOJIM HAlll TpaBellb
3ITKHYBCS 3 00’ €KTOM, MMO3HAYEHUM SK TACTKa, Ta 32 YMOBH BIJICYTHOCTI IMYHITETY,
MU 3MEHIIYEMO KUIBKICTh HOro irpoBoro 3a0poB’s. Ilicis 1iporo Mu J01aTKOBO
NEepeBipsEMO, UM JOCTaTHRO B HAIIOTO 00’€KTa 370pOB’S Ui MPOJOBXKEHHS Tpu. B
MPOTUJICKHOMY BHUIIQJIKy MU BUKJIMKAEMO CMEPTh HAIIOrO IrPOBOTO MEPCOHAXa Ta
3aBEpILCHHS IrPOBOTO PIBHS 3 HE3aI0BUILHUM pe3ysibTatoM (puc. 2.10).

AHanoriuHy Joriky Ma€ i iHIIA IrpoBa CHCTEMa, a caMeé cHucTteMa 300py
npeameriB Ha piBHi [15]. V Hamomy Bumanky BOHHM BUpaKeHi y (HOpMi MOHET i €
OCHOBHOIO ITPOBOIO0 BalllOTOr0. Bcei mpeaMeru, siki MU MOXKeMO 310paTv, MOBHHHI
peanizoByBatu intepdeiic IPickable, mo mictutes merox OnTake. Okpema cucrema
napajiesbHO 3 yciMa IHIIUMH 00po0sisie B3aeMoito M siua. [1ix yac KoxkHOiT B3aeMo/Iii
B1IOYBa€ThCS Crpoba OTpUMATH JOCTYI JO KOMIIOHEHTY, IO peanizye iHTepdeiic
IPickable. fxmio 1st cnpoba € ycminiHow, TO, OTPUMABIIN JOCTYI J0 CK3EMILIIPY
1IbOr0 00’ €KTa, MU BUKIMKaeEMO MeToi OnTake, skuii MiCTUTB JIOTIKY 300py MPeaMETY

[16] (puc. 2.11).
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—>{ Moaina 3iTKHeHHA €

Konnavigep
Mae wap
"Trap"

FpaBeub He
Mae
iMmyHiTeTy

/

3MEeHLUYEMO KinbKicTb 340p0B's

3popoB'a
MeHbLue 0

3aBepLUyeEMO piBeHb

. S

Puc. 2.10 bnok-cxema cucteMu 310pOB’s
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MNMoAis 3iTKHEeHHSA

Konnainpep

Hi Mae

KOMMOHEHT
"IPickable"

Buknmnkaemo metopg "OnTake"

\
.

Puc. 2.11 bnok-cxema cucremu miadopy NpeaMeTiB
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2.6. Onuc po3po0/ieHOro MPOrpaMHoOro 3ade3neyeHHs

2.6.1. BukopucTaHi TexHiuHi 3aco0n

Po3pob6ka II3 Oyma BukoHaHa Ha mnepcoHalbHOMy EOM 3 Takumu

XapaKTepUCTUKAMHU Ta Mepudepiero:

nporecop: Intel(R) Core(TM) i15-9300H CPU,;
Moyl mam’sati: Kingston Fury DDR4-3200 CL22 SODIMM DR;

HakonmuyBad . Goodram 1tb m2 2280 nvme pcie 4.0;
MiJITPUMKa BiJICO;

MO>KJIMBICTH MIIKITIOYSHHS J0 JBOX MOHITOPIB;
MOJKJIMBOCTI migKiroueHHs Ethernet;

3B's130K Wi-Fi;

2.6.2. BukopucrtaHni nporpamMHi 3acoomn

[Tepemik mporpamMHUX 3ac00iB:

13 OyJ10 cCTBOpEHa 3aBIAKK IHCTPYMEHTY Jis po3pobku irop Unity 2020.3.17f1;
IDE 6y1no oopano cepenosuiie Rider Big kommanii Jetbrains;

KOHTPOJIb BEpCii — git, 3 BUKOPUCTAHHIM KOHCOJII Ta BI3yaJIbHOI OOOJIOHKHU
Fork;

CTBOPEHHS 300pakeHb Ta 010K-cxeM - Miro;

nomyk Oe3komroBHuX 3] Mojeneli BHKOPHUCTOBYBaBcs Opaysep Google

Chrome;

2.6.3. BUKJIMK Ta 3aBaHTAaKeHHS POrpaMu
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Jlnst 3amycky mporpaMu, MOTPiOHO BCTAaHOBUTH .apk ¢ain Ha MOOUTHHUI

npuctpiii yu emynarop 3 OC Android.

2.6.4. Onuc inTepdeiicy kopuctyBaya

[aTepdetic y Hamiiii rpi € MPOCTUM 1 IHTYITMBHO 3po3yMmimmM. BiH cropoirye
B3a€EMO/JIII0 TpaBLs 3 ITPOBUM CBITOM, 3a0e3Meuyroud HEOOXiIHYy i1H(opMalio Ta
KOHTPOJIb HAJ JIsIMU Yepe3 3pO3yMLII Ta JIETKI y BUKOPUCTAHHI €JIEMEHTH 1 KHOTIKU

[17].

[Ticnst BIAKPUTTS IpU HAC 3yCTpiyae BIKHO 3aBaHTAXKCHHSI, SIKE BKIIIOYAE ILIKATY
3alIOBHEHHS Ta TEKCTOBMM omnuc nporpecy. Ha ¢doHl 1mporo BikHa MOCTIIHO
IOPOTPAEThCSl aHIMalllsd, SKa YITKO UIIOCTPY€E NPOTpec 3aBaHTAXKEHHS, Halalouu

IpaBIIEBl 3p0O3yMijie YSBJICHHS PO aKTyalbHHI CTaH 3aBaHTakeHHs (puc. 2.12).
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Bouncing Ball

Loading 4%

Puc. 2.12 Expan 3aBaHTa)KE€HHS

OCHOBOIO T'pH € TOJIOBHE MEHIO (pHC. 2.7) 3 OOIMPHUM ITPOBUM 1HTEpEHCOM.
VY meHTpi irpoBOTO €KpaHy PO3MIIICHUI MOKAa3HUK ITPOBOTO TPOTPECY Yy BUTIISAII
TEKCTY 3 BIAOOPaXEHHSIM aKTYaJlbHOTO PIBHS, a TaKOX MiAKa3Ka JJIs MOYaTKy TpH.
HonatkoBo iHTepdeic MICTUTh 1HII I1HTEPAKTHBHI €JIEMEHTH, Taki SK KHOIKHU

HaJlalllITYBaHb, Mara3uHy Ta JIIYUILHUK MOHET.
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Bikno wanamrtyBanb (puc. 2.13) mpencrasise 3 cebe “Pop-up” ToOTO BOHO
BIJIOOpaKa€THCSL OBEPX ICHYIOUOro 300pa)KeHHs , ajieé HE 3aKpUBAa€ WOro MOBHICTIO.
Jlo circKy MOCTYIMHUX OIIIiA B BiKHI HAJAIITYyBaHbh BXOJIUTH . 3MiHA TYYHOCTI , 3MiHA
YyTJIMBOCTI YIIPABJIIHHS , 3MIHA JIOKaIi3a1lii , MOKJIMBICTh 03HAHOMMTHCS 3 TTOJIITUKOIO

KoHbiaeHIiHOCTI (puc. 2.14).

Setting *

) —

Puc. 2.13 BikHO HanamryBaHb

ArVl built the Bouncing-Ball app as a x
Free app. This SERVICE is provided by —
ArVl at no cost and Is intended for use

as is.

This page is used to inform visitors
regarding our policies with the
collection, use, and disclosure of
Personal Information if anyone
decided to use our Service.

If you choose to use our Service, then
you agree to the collection and use of
information in relation to this policy.
The Personal Information that we
collect is used for providing and
improving the Service. We will not use
or share your information with
anyone except as described in this
Privacy Policy.

The terms used in this Privacy Policy

Puc. 2.14 TloniTuka KOHP1AEHIIHHOCTI
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[rpoBuii  Mara3uH MpeACTaBICHUH  HAOOPOM  JOCTYNHHUX  BI3yaJbHUX
momudikatopiB [18] ("skins"). AxryanpHmii BizyasbHUN MomudikaTop, sSKHA
3aCTOCOBYETHCS JO M’S4a y UEHTpl, BigoOpaxkaeTrbcsi Ha ekpaHi. HuwkHa maHenb
iHTepdeiicy Hajae MOXKIMBICTh KYIyBaTH, 3MIHIOBATH 1 TPOJIaBaTH 11 MOAU(IKATOPH
(puc. 2.15). Takox mgoctymHa (YHKIS COPTYBaHHS IJisi 3PYYHOTO OpraHi3yBaHHS

cnucky Moaudikaropis (puc. 2.16).

Puc. 2.15 IrpoBuii Marazun
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All Skins §

All Skins
Common

Puc. 2.16 CopryBaHHs TOBapiB

IrpoBa criena (puc. 2.17) Bxirodae MiHIMaNbHUN Habip HEOOXITHUX €IEMEHTIB
iHTepdeiicy. Ha expani MpUCYTHIN JTIYMIBHUK MOHET, KWW BigoOpakae MOTOYHY
KUIBKICTh MOHET T'paBlisl, KUIBKICTh IOCTYITHUX JKUTTIB 1 KHOIKA nay3u. HaTuckanHs
Ha KHOTIKY Tay3H1 BIJIKpUBA€E BiKHO may3u (puc. 2.18) , 1e rpaBenb MoXe MPU3YITUHUTH

rpy abo HaJalTyBaTU MapaMeTpH.
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Puc. 2.17 Tnrepdeiic irpoBoro piBHA
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Puc. 2.18 Iurepdeiic BikHa nay3u

[Ticns mpoxo/pKeHHsT PiBHS BiAKpHUBa€eThCs BikHO (puc. 2.19), mo MicTUTH
1H(pOpMaLiI0 PO KUTbKICTh MOHET, IKY IPaBellb OTPUMAB I1i]] Yac MPOXOKEHHS PIBHS.
OxkpiM TekcToBOi 1H(OpMaIlli, BIKHO BKJIIOYAE KIJIbKa KHOMOK: "MHOXEHHS",

"Hactynnuii piens" 1 "{onomy".
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Knonka "MHuoXeHHS" Hajla€ MOXKJIUBICTh IPaBIIEBl MOJABOITH KIJIbKICTh MOHET,

neperisHyBIM pexinamy (puc. 2.20) .

Level
Complated

REwWARD 13 @
Multiply

Puc. 2.19 BikHo 3aBepilieHHS piBHS
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Everything seems to be working!

Puc. 2.20 BikHo niepernsny pekiamMmu
V pasi nopas3ku Ha iIrpoOBOMY piBHI BUKJIMKA€ETbCA OKpeMe BIKHO (puc. 2.21), sixe
iH(OpMYE TpaBIIs PO MOPa3Ky, MOKA3YE KITBKICTh 3apOOJICHIX MOHET 1 MMPOTIOHYE B

OMIIii: IePe3anyCTUTH PIBEHb 00 TOBEPHYTHUCS B FOJIOBHE MEHIO.
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REWARD
L

'RESTARTS

- HOME A

Puc. 2.21 BikHo nieperisny peKiiaMu

46



PO3/ILI 3
EKOHOMIYHUIA PO3ILI

3.1.BuzHayeHHsI TPYAOMICTKOCTI Ta BapTOCTIi PO3POOKHM HNPOrPaMHOIO

NMPOAYKTY

[TouarkoBi naHi:

1.IlepenbauyBane uncio oneparopiB mporpamu — 2240;
2.KoedpimienT cknaanocti nporpamu — 1,25;

3.KoedimieHT kopekii nporpamu B xoai ii po3podku — 0,1;
4.T'onuHHAa 3apo0iTHA 11aTa mporpamicta — 504,84 rpu/rox;
Buxonsiuu 3 cTaTUCTUYHUX JaHUX, 1110 OyJIM B3ST1 3 caiiTy jooble,

https://ua.jooble.org/salary/unity-developer#hourly, cranom Ha 29 TpaBns 2024

cepenHs 3apobiTHa mara mo3utii Unity Developer ctanoButs 1996,918, mo npu
Kypcl BaJltoT jionapa 1o rpuBHi (40,45 rpH), 3rigHo HamionansHoro 6anky Ykpainu
npupiBHIOETHCs 10 80775 rpH. Tomi, cepeans 3apo0iTHA TjIaTa MporpamicTa B JaHIn

rainysi cranoButume 504,84 rpu/ros.

5. Koe(ILIeHT 30UTbIIEHHS BUTPAT Mpalll BHACIIJIOK HEJOCTATHHOTO OMUCY
3ajgadi — 1,2;
6. koe(ILIEeHT KBami(ikallii mporpaMmicta, 00yMOBJIEHUH B1Jl CTaXy poOOTH

3 JaHOI crieriagbHoCcTI — 1,2;

7. BapTicTh MamuHO-roguau EOM — 1,59 rpa/ron.

Po3paxyHOk BapTOCTI BUTpaT MPOBE/ICHA 3 YPAaXyBaHHSIM 4Yacy 3aTpayeHoro Ha
HAMMCaHHS MPOTrpaMH, 10 TpUBasia BIPoaoBK 9 MicsiiB. [liHa 3a enexkTpoeHeprito B
VYkpaini cranoBUTb 2,64 TpH KBT/roa 3 ypaxyBanusaMm [1/IB. Buxoasuu 31 cioskuBaHHs
CJICKTPOCHEPTIl MPUCTPOEM, Ha SIKOMY Bellacs po3poOka, a came 125BT Ha roguny,
BUTpATH T1]] Yac poOOTH Ha eIeKTpoeHeprito ckianawTts 0,125%2,64=0,33. Jlonatkoso,
NIJKIIOYEHHST A0 IHTepHET — mpoBaiijepy «KuiBcTap» NpOBOIUTHCA 3a YMOBaMU
tapudHoro miany «Bam Ontumym», momicsuHa oruiata sikoro ckiagae 250 rpH.

TakuM YWHOM, BapTICThH BUKOPHUCTAHHS TMOTOAMHHO cTaHoBUTh 0,35 rpH.
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OO6cnyroByBaHHsI TIepcOHalbHOTO KoMmil totepa BapricTio 40000 rpH, rapaHToBaHa
TPUBAIICTL POOOTH sIKOTO, CKJIamae S5 pokiB. ToOTo, NOTOAMHHE 3HAYCHHS
BukopuctanHs ckianarume 0,91 rpa. Otxke, 3aranpHa Baptictb EOM nopisHroe 1,59
IpH.

HopmyBannst mpani B mpoueci ctBopeHHsi [13 icTOTHO yCKIIagHEHO B CHUITY
TBOPUYOTO XapakTepy mpaili mporpamicta. ToMy TpymomicTkicTh po3pooku [13 moxe
OyTH po3paxoBaHa Ha OCHOBI CUCTEMH MOJIEJICH 3 PI3HOK TOYHICTIO OI[IHKH.

Tpynomictkicth po3pooku 13 MoxHa po3paxyBaTu 3a GOPMYJIOIO:
t = to + tu T ta + tn + tomﬂ T ta , JIFOAUHO-TOAWH, (3'1)

1€ I, - BUTPATH Mpalll Ha MiJrOTOBKY ¥ OMKC MOCTABICHO1 3a/1a4i (MPUHMaEThCA
50 MOIUHO-TOIMH);
t, - BUTPATH Tpalli Ha JOCIIKEHHS aJTOPUTMY PIIICHHS 3a7a4i;
ta - BUTpATH Mpalli Ha pO3pOOKY OJIOK-CXEMH AJITOPUTMY;
f, - BUTPATH Mpalll Ha IporpaMyBaHHs 1O TOTOBIN OJIOK-CXEMI;
foms - BATPATH TIpAIll HA HAJIATOKEeHHs nporpamu Ha EOM;
fo - BUTPATH Mpalll Ha MIATOTOBKY TOKyMEHTAIlli.
CxJtaioBi BUTpaTH Tparli BU3HAYAIOTHCS YEPE3 YMOBHE UHCIIO OTEPATOPIB y
pOrpaMHOMY 3a0€3MeUYEeHHI, SIKE PO3POOIIIETHCA.

YMOBHE 4HCIIO onepaTopiB (MiAMporpam):
Q=q-C-(1+p), (3.2)

1e ¢ - nmepeadavyBaHe 4yucio oneparopis (2240);
C - xoedimieHT cknagHocTi mporpamu (1,25);
p - KoedimieHT Kopekiii mporpamu B xoi ii po3pooku (0,1).

3BiJICM YMOBHE YHCJIO OMEPATOPIB B MPOTpami:
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O =1252240 - (1 +0,1) = 3080

Butparu npani Ha BUBYEHHSI ONMCY 3aayl #, BU3HAYAETbCA 3 ypaxXyBaHHSIM

YTOUHEHHS OMHKCY 1 KBaiikalii mporpamicra:

Q-B
t, = W , JTIOJIMHO-TOJTHH, (3.3)

ne B - xoedimieHT 30UTbIIIEHHST BUTPAT TMpalll BHACTIIOK HEIOCTATHHOTO OTMHUCY
3aJ1a4i;

k - xoedimieHT KBamidikalli mporpamicta, oOyMOBIECHHI BIiJl CTaxXy poOOTH 3
naHoi criemianbHOCTI. [Ipu cTaxi pobotu Big 3 10 5 pokiB BiH ckiagae 1,2.

[TpuitmeMo 301IbIIIEHHS BUTPAT Ipalll BHACIIIIOK HEIOCTaTHHOTO OMKCY 3aBAaHHS
He Oureme 50% (B = 1.2). 3 ypaxyBanHaMm Koedimienta kBamidikami £ = 1,2,

OTPUMYEMO BUTPATH Hpaui Ha BUBYCHH: OIIMCY 3aBIaHHA:

tw= (3080 - 1,2) /(75 - 1,2) = 41 mroguHO-TOANH
Butpatu mpaiii Ha po3poOKy anropuTMy pIIIEHHS 3ajiadl BU3HAYAIOTHCS 3a

dbopmyIoro:

£ - Q
7 (20...25) -k’

JFOMHO-TOVH, 3.4)

ne O — yMOBHE YHKCJIO ONEPaTopiB MPOrpaMu;
k — xoedimieHT kBamidikarii mporpamicra.

[lincTaBUBIIM BIAMOBIAHI 3HAUE€HHA B popmyiy (3.4), OTpUMaEMO:

ta=3080/(20 - 1,2) = 128,25 nMOMUHO-TOAMH.

Burtparu Ha ckiagaHHs nporpaMu o roToBii OJI0K-cxemi:
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f o Q
" (20...25) -k

, JIIOMUHO-TOIMH, 3.5)

t, =3080/ (25 - 1,2) = 102 nroaMHO-TOIUH.

Burtpatu npaiii Ha HanmarogkeHHs rnporpamu Ha EOM:

-3da YMOBH aBTOHOMHOT'O HAJIaIrOAKCHHA OJHOI'O 3aBJaHH:

Q

Copn = m, JIOIUHO-TOJIMH, 3.5)

tomn = 3080/ (5 - 1,2) = 513 nmronuHO-TOAWH.
- 32 YMOBU KOMILJIEKCHOTO HAJIATO/KCHHS 3aBIaHHS:
t(l)(mﬂ =15-t, . moguHO-rOqHH, (3.6)
oma= 1,5 - 513 = 770 monuHO-TORMH.
Butparu npairi Ha miAroToBKY JOKyMEHTAIlli BU3HAYAIOTHCS 32 (HOPMYIIOIO:
t, =1t,, t1,,, MOIMHO-TONMH, (3.7

7€ top - TPYAOMICTKICTh MIATOTOBKHM MarepiajiB 1 pyKOIUCY:

Q
Ly, = W , JIIOIUHO-TOJINH, (3.9)
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too - TPYAOMICTKICTb pe/laryBaHHs, Me4aTKu i 0pOpMIICHHS JOKYMEHTAIII1:

t,, =0,75-t,,, monumo-romus, (3.9)

[TizcraBnsaodu BiAMOBIAHI 3HAYEHHS, OTPUMAEMO:

top =3080 /(18 - 1,2) = 142,6 noaHO-TOAMH.

too=0,75-142,6 = 106,95 mronuHO-rOAYH.

to =142,6 + 106,95 = 249,5 nronuHO-rOAUH.

[ToBepratounch 10 dopmynu (3.1), OTpUMAEMO MOBHY OIIIHKY TPYIOMICTKOCTI

PO3pOOKH MPOTPaMHOTO 3a0€3MEUCHHS:

r=50+41+128,25+102+ 770+ 249,5 =1 340,75 nroquHO-TOJMH.

3.2. Po3paxyHOK BUTPAT HA CTBOPEHHS NPOrpaMu

Butpartu na ctBopenns II3 Kpo BKIIOUAlOTH BUTPATH Ha 3apoOITHY IUIaTy
BUKOHABLA NporpaMu 337 1 BUTPAT MAIIMHHOTO Yacy, HEOOX1HOTO Ha HaJaroKEeHHs

nporpamu Ha EOM:

KHO - 3)317 + 3MB, T'PH, (3.10)

3apo0iTHA MJ1aTa BUKOHABIIIB BU3HAYAETHCS 32 (POPMYIIOLO:
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337 =t-Cpp, rpm, (3.11)
Je: ¢ - 3arajbHa TPYAOMICTKICTb, JIFOIUHO-TOJUH;
Crp - cepellHs rogrHHa 3apo0iTHA IJIaTa Mporpamicra, IpH/TouHa

3 ypaxyBaHHSIM TOTO, IO CEPEHS TOJAMHHA 3apIuiaTa mporpamicta CTaHOBUTH

504,84 rpH / TOII, OTPHUMYEMO:

33m=1340,75 - 504,84 = 676 864 rpH.

BapricTe MammHHOTO Yacy, He0OX1AHOTO AJIA HaJaroKeHHs nporpamu Ha EOM,

BU3HAYAETHCS 32 POPMYIIOIO:

3/1/!6 — tomﬂ : CM’-l , I'PH, (312)

1€  toms - TPYAOMICTKICTh HaJaromkeHHs nporpamu Ha EOM, rog;
Cyw - BapTicTh MamuHo-roguHu EOM, rpu/ron (0,68).
[TinctaBuBmm B dopmyny (3.12) BiAMOBiAHI 3HAYEHHS, BU3HAYMMO BapTICTh
HEOOX1THOTO JJIs HaJIarOPKeHHS MAIIMHHOTO Yacy:
3ue=1340,75 - 1,59 =2131,8 rpH.
3BiZICH BUTpPATH HAa CTBOPCHHS MPOTPAMHOTO TIPOAYKTY:

Kiio=2131,8 + 676 864 = 678 995,8 rpH.

OuikyBanuit nepiog cropenns [13:
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T T
$-|:’ , MiIC., (312)
V=4

ne B - 4iciio BUKOHABIB (OPiBHIOE 1);

F, - micsunnii pong podbodoro yacy (npu 40 ronmHHOMY pobouomy THXkHI F,=176
TONH);

t — 3araJibHa TPYAOMICTKICTb, JIFOAUHO TOUH()

3BIJICH BUTpATH HAa CTBOPEHHS MPOrPAMHOIO MPOAYKTY:

T'=1340,75/1-176 = 7,61 mic.

BucHOBOK: 117151 pO3p0OOKH irpOBOTO 3aCTOCYHKY 3 BUKOpUCTaHHAM pytrist Unity
3arajpbHa TPYAOMICTKICTh CTAaHOBUTH | 340 JIOMMHO-TOWH, TOMY OUYIKYBaHHM Mepioj
CTBOPEHHS MPOTPAMHOTO JIOJIaTKy CTAHOBUTUME, MPUOIU3HO, 7,6 MICSIIB, a CyMapHi

BUTPATU HA CTBOPEHHS - 678 995 rpH.
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BUCHOBKH

Mertoro kBanmidikaiiifHoi poOOTH € po3poOKa MPOrpaMHOro 3a0e3neUYeHHs st
MOOUTBLHOTO I'POBOT0 JOJATKY B YKaHpi IiaTdhopmep , IpU3HAUYCHY JJIs MTOKpaIIeHHS
EMOIIIHHOTO CTaHy JIIOJAUHHU .

AKTyanbHICTh HAIIO1 pO3pOOKH TOJIATAE Y CTBOPEHHI MOAATKY /s Tuiatopmu
Android, sikuii BHUKOPHUCTOBYE TIEpEIOBI IHCTPYMEHTH IPOrpaMyBaHHS Ta TeiiM
nu3ainy, Taki sk C# ta Unity.

B nporieci BukoHnanHs kBamidikaiiiHoi poOoTu O0yso po3podiieHe mporpamHe
3a0e3MeUeHHs, sIKe MOXHA BUKOHATH SIK BAKOHABYUH (haiiyl HAa MOOUIBHUX MPUCTPOSIX
3 onepaniiHoro cucteMoro Android ta Oyia cipoeKTOBaHa CHCTEMA 3 BUKOPUCTAHHSIM
naTepiB MPOEKTYBaHHS, PO3p0O0JIeHa OCHOBHA MEXaHIKa PyXy KyJii 3 BBEJICHHAM JaHUX
yepes CBaWIM , CTBOPEHO Hallp IrpOBUX JIOKAILIH , IO MPEACTABISAIOTH 3 ce0e OKpeMi
piBHI , HAOIp PI3HOTO POAY IHTEPAKTHBHUX 00’ €KTIB Ta iHTepdelic kopuctyBaya. Ls
rpa He Jjuine 3abe3neuye po3Bary Ta BiAMOYHHOK JIJIsl KOPUCTYBAUiB, aJie i IEMOHCTPYE
MO>KJIMBOCTI peajizaiii CKJIaJHUX ITPOBUX MEXaHIK, TaKuX fK (i3uka oO0'eKTiB Ta
IHTEPAKTUBHUM TeAMILICH.

Po3po0ka OyJia BUKOHaHA 3 BUKOPUCTAHHSM irpoBoro auryHa Unity. binbimicTs
HEOOXITHUX JUIT POOOTHM KOMIIOHEHTIB OyJo 3a0e3medeHo  BHYTPINTHIMU
iHCTpyMeHTamH, a came Unity Physics mis peanizaiii ¢i3ndHUX B3aeMOJIiii 00'€KTiB,
Unity Ads mis inTerpariii pekJiaMHUX OroJjiomeHs, Animation System miis kepyBaHHS
arimarisimu, Ul Toolkit mis crBopenHs iHTepdeiicy kopuctyBada Ta Audio System
JUTSL I0JJaBaHHS 3BYKOBHUX €(eKTiB 1 My3ukH. Lli IHCTpyMEHTH 103BOJIUIU CTBOPHUTH
CKJIaJIHy, aje e(QEeKTHUBHY IIrPOBY CHUCTEMY, 3a0€3MEUMBIIM BUCOKY SKICTh Ta
MPOYKTUBHICTh HAIIIOTO MIPOEKTY.

YBech K0J1 CTBOPEHMH 3a JOIOMOTOI0 MOBH NporpamyBanHs C#

VY cBiri, e MOOUIBHI irpu HaOyBarOTh BCE OLIBIIOT MOIMYJSPHOCTI, HAIla rpa

MIPOTIOHY€ YHIKAJIBHUM ITPOBUH JOCBIJ 3aBJASKH BUCOKIH sIKOCTI rpadiku, PO IyMaHii
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bi3umi Ta iHTEpaKTUBHOMY reimIuiero. lle cmpuse He mumie 3aJ10BOJICHHIO
KOPHUCTYBaUiB, aje i PO3MIMPIOE MOXKIUBOCTI PO3POOHHUKIB JIsl CTBOPEHHSI CKJIQHUX
Ta 3aXOIUTIOKOYUX MMPOEKTIB.

B xBamidikamiitHii poOoTi OyJI0 pO3paxoBaHO TPYAOMICTKICTb PO3POOKHU
nporpamHoro 3aoesnedeHHs 1340 roxa, BapTicTe po3poOku rpu 678995 rpH , Ta

pO3paxoBaHUM MePioT PO3pOOKH J0IaTKy Oy/Ie CKiIagaTh OJU3bKO 8 MiCSITiB.
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using System;
using System.Collections;
using UnityEngine;

[RequireComponent(typeof(Rigidbody), typeof(AudioSource))]
public class Player : MonoBehaviour

{

public Action Touch;

[HidelnInspector] public SquashAndStretch SgAndStr;
[HidelnInspector] public Rigidbody RB;

public bool IsGrounded => _isGrounded,;
private bool _isGrounded;

[Header("Damage Settings™)]

[SerializeField] private UIDamageSystem _uiDamageSystem;
[SerializeField] private MeshRenderer _immunitySphere;
private AudioSource _audioSource;

private float _currentimmunitySphereAmount;

[Header("Parameters™)]
[SerializeField] private int _maxHealth;
private int _currentHealth;

[SerializeField] private float _immunityTime;
private float _currentimmunityTime;

[SerializeField] private float _maxBallSpeed:;
[SerializeField] private float _maxBallHorizontalSpeed;

[SerializeField] private bool _isPlayer;

private void Awake()

{

_currentHealth = _maxHealth;
_audioSource = GetComponent<AudioSource>();

RB = GetComponent<Rigidbody>();
TryGetComponent(out SgAndStr);
_uiDamageSystem?.ShowHearts(_currentHealth);

_currentimmunityTime = _immunityTime;

}

private void Update()

if (RB.velocity.magnitude > _maxBallSpeed)

RB.velocity = Vector3.ClampMagnitude(RB.velocity, maxBallSpeed);

if (RB.velocity.x > _maxBallHorizontalSpeed || RB.velocity.x < - _maxBallHorizontalSpeed)
RB.velocity = new Vector3(Mathf.Clamp(RB.velocity.x, - _maxBallHorizontalSpeed,
_maxBallHorizontalSpeed), RB.velocity.y, RB.velocity.z);

}

private void OnCollisionEnter(Collision collision)
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if (collision.gameObject.layer == Constants.Layers.Trap && _currentimmunityTime >= _immunityTime)

{
GetDamaged();

Handheld.Vibrate();
}

_isGrounded = true;

Touch?.Invoke();

}

private void OnCollisionExit(Collision collision)
¢ _isGrounded = false;

¥

Erivate void GetDamaged()

_currentHealth--;

if (_currentHealth < 0)

{
_uiDamageSystem.Death();

}

else

{
_audioSource.Play();
_uiDamageSystem.GetDamaged();
_currentimmunityTime = 0;

_currentimmunitySphereAmount = 0;

_immunitySphere.gameObject.SetActive(true);
_immunitySphere.material.SetFloat(Constants.ImmunitySphereAmount, _currentimmunitySphereAmount);

StartCoroutine(Immunity Timer());

¥

_uiDamageSystem.ShowHearts(_currentHealth);

}

private IEnumerator Immunity Timer()

{
while (_currentimmunityTime < _immunityTime)
{

_currentimmunity Time += Time.deltaTime;

_currentimmunitySphereAmount = Mathf.Lerp(_currentimmunitySphereAmount, 1, Time.deltaTime /
_immunityTime);
_immunitySphere.material.SetFloat(Constants.ImmunitySphereAmount, _currentimmunitySphereAmount);

yield return null;

}

if (_currentimmunityTime > _immunityTime)

{

_currentimmunitySphereAmount = 1;
_immunitySphere.material.SetFloat(Constants.ImmunitySphereAmount, _currentimmunitySphereAmount);
_immunitySphere.gameObject.SetActive(false);
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¥
}
3

public abstract class BaseDatal.oader : ScriptableObject

{
public Datal oaders Key;

public abstract IEnumerator Init();

}

public class DataLoadSystem : MonoBehaviour
[SerializeField] private List<BaseDatal oader> _loaders;

private static readonly Dictionary<Datal oaders, BaseDatal oader> StaticDictionary = new Dictionary<Datal oaders,
BaseDatal oader>();

public static T GetLoader<T>(DatalLoaders loader) where T : BaseDatal.oader

{

return StaticDictionary[loader] as T;

}

private void Awake()

Initialize();

}

private void Initialize()

for (inti=0; i< _loaders.Count; i++)

{
var loader = _loaders[i];
StartCoroutine(_loaders][i].Init());
StaticDictionary.Add(loader.Key, loader);

}

¥
}

using UnityEngine;
using UnityEngine.EventSystems;

public class BallControl : MonoBehaviour, IDragHandler

{
[Range(0.5f, 1.5f)]

[SerializeField] private float _controlSensivity;
[SerializeField] private float _limitVerticalBoostSpeed:;
[SerializeField] private float _torque;

[SerializeField] private Player _player;
private float _verticalBoostSpeed,;

private SquashAndStretch _sgAndStr;
private Rigidbody _rb;

private void Start()
{

_controlSensivity = PlayerPrefs.GetFloat(Constants.PPname.ControlSensivity);
_rb =_player.RB;
_player.Touch += OnTouch;

60



if (_player.SqAndStr != null)
_SgAndStr = _player.SqAndStr;

FirebaseManager firebaseManager =
Datal oadSystem.GetLoader<FirebaseManager>(DatalLoaders.FirebaseManager);
firebaseManager.StartLevel();

}

private void OnTouch()
{

_verticalBoostSpeed = 0;

}

private void AddRandomTorque()

_rb.AddTorque(RandomFloatNumber(_torque), RandomFloatNumber(_torque), RandomFloatNumber(_torque));
¥

private float RandomFloatNumber(float num)

{

return Random.Range(-num, num);

}

public void OnDrag(PointerEventData eventData)

{
float screenDifferenceMultiplier = 2160 / (float)Screen.height;

Vector3 vector = (Vector3)eventData.delta * Time.deltaTime * _controlSensivity * screenDifferenceMultiplier;
if (_verticalBoostSpeed > _limitVerticalBoostSpeed)

if (vector.y > 0)
vector.y = 0;
else if (vector.y <0)
vector.y /= 2;
}

if (_player.1sGrounded == false)
_verticalBoostSpeed += Mathf.Abs(vector.y);

if (_sqAndStr?.I1sGrounded == false)
_rb.velocity += vector;

else if (_sqAndStr != null)
_sgAndStr.AddSaveVelocity(vector);

AddRandomTorque();
}

private void OnDestroy()

{
_player.Touch -= OnTouch;

}
}

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

public class UIDamageSystem : MonoBehaviour

{
[SerializeField] private Player _player;
[SerializeField] private CanvasGroup _redPanel;
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[SerializeField] private Canvas _deadScreen;
[SerializeField] private Canvas _maineScreen;
[SerializeField] private GameObiject[] _hearts;

[SerializeField] private float _rednessDuration = 0.3f;
[Range(0, 1)]
[SerializeField] private float _rednessMaxAlpha = 0.7f;

public void GetDamaged()
{

LeanTween.alphaCanvas(_redPanel, _rednessMaxAlpha, _rednessDuration);
LeanTween.alphaCanvas(_redPanel, 0, _rednessDuration).setDelay(_rednessDuration);

}

public void ShowHearts(int currentHealth)

{
if (_hearts == null || _hearts.Length == 0)

return;
for (inti=0;i<3;i++)

if (currentHealth > 0)
_hearts[i].SetActive(true);

else
_hearts[i].SetActive(false);

currentHealth--;

}
}

public void Death()
{

_deadScreen.gameObject.SetActive(true);
_player.gameObject.SetActive(false);
_maineScreen.gameObject.SetActive(false);

}
3

using System.Collections;
using UnityEngine;

[CreateAssetMenu(menuName = "Manager/Bank", fileName = "Bank")]
public class Bank : BaseDatal oader

{

private string PPCoinName = Constants.PPname.CoinNumb;
private int _coinNumb;

public Bank()

{
Key = Datal_oaders.Bank;

}

public override IEnumerator Init()

{

yield return new WaitForSeconds(0f);
DatalLoad();

}

public int GetCoin()
{

return _coinNumb;

}
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public bool IsEnough(int number)

{

return _coinNumb >= number;

}

public void PlurallncreaseCoinNumb(int coin)

if (coin >=0)

{

_coinNumb += coin;
SaveData();
GameEvent.ChangeCoinNumb?.Invoke();

}

else

Debug.LogError("You can't plural increase the number of coins by a negative number");

}
}

public void ReduceCoinNumb(int coin)
if (coin >=0)
if (IsEnough(coin))
{

_coinNumb -= coin;
SaveData();
GameEvent.ChangeCoinNumb?.Invoke();

}

else

{

Debug.LogError("You can't reduce the number of coins, not enough coins");

¥
¥

else

{

Debug.LogError(*You can't reduce the number of coins by a negative number");

¥
}

private void Dataload()

if (PlayerPrefs.HasKey(PPCoinName))

{
_coinNumb = PlayerPrefs.GetInt(PPCoinName);

}

else

PlayerPrefs.SetInt(PPCoinName, 0);
_coinNumb = PlayerPrefs.GetInt(PPCoinName);

¥
}

private void SaveData()

PlayerPrefs.SetInt(PPCoinName, _coinNumb);

}
}

using System.Collections;
using System.Collections.Generic;
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using UnityEngine;
using UnityEngine.Advertisements;
using UnityEngine.Events;

[CreateAssetMenu(menuName = "Manager/AdsManager"”, fileName = "AdsManager")]
public class AdsManager : BaseDataloader, lUnityAdslnitializationListener, IUnityAdsLoadL.istener

{
public static bool RewardedAdlsLoad { get; private set; }

public static UnityEvent<string> AdLoadChange = new UnityEvent<string>();

[Header("AdslInit™)]
[SerializeField] private string _androidGameld;
[SerializeField] private bool _testMode;

[Header("AdsSettings™)]
[SerializeField] private static List<string> _adsUsed = new List<string>{ "Rewarded_Android" };

public AdsManager()
{

}

public void Adincluded(string placementid)
{

Key = Datal.oaders.AdsManager;

if (placementld == _adsUsed[0])
RewardedAdIsLoad = false;

LoadAd(placementld);
AdLoadChange.Invoke(placementld);

}

public override IEnumerator Init()

{

Advertisement.Initialize(_androidGameld, _testMode);
yield return new WaitForSeconds(1f);
LoadAds();

¥
private void LoadAds()
{

foreach (string ad in _adsUsed)

LoadAd(ad);

¥
}

private void LoadAd(string adName)

Debug.Log("Loading Ad: " + adName);
Advertisement.Load(adName, this);

}

public void OnlnitializationComplete()

Debug.Log("Unity Ads initialization complete.");

public void OnlnitializationFailed(UnityAdsInitializationError error, string message)

Debug.Log($"Unity Ads Initialization Failed: {error.ToString()} - {message}");
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public void OnUnityAdsAdLoaded(string placementld)

{
if (placementld == "Rewarded_Android")

RewardedAdlsLoad = true;

AdLoadChange.Invoke(placementld);
Debug.Log("Ad Loaded: " + placementld);

public void OnUnityAdsFailedToLoad(string placementld, UnityAdsLoadError error, string message)

{
Debug.Log($"Error loading Ad Unit {placementld}: {error.ToString()} - {message}");

public void OnUnityAdsShowClick(string placementld) {}
}

using Firebase.Analytics;
using System.Collections;
using UnityEngine;

[CreateAssetMenu(menuName = "Manager/FirebaseManager", fileName = "FirebaseManager")]
public class FirebaseManager : BaseDataloader

{
private Firebase.FirebaseApp _app;

public FirebaseManager()

{
Key = Dataloaders.FirebaseManager;
¥
public override IEnumerator Init()
{

Firebase.FirebaseApp.CheckAndFixDependenciesAsync().ContinueWith(task => {
var dependencyStatus = task.Result;
if (dependencyStatus == Firebase.DependencyStatus.Available)

Il Create and hold a reference to your FirebaseApp,
I/l where app is a Firebase.FirebaseApp property of your application class.
_app = Firebase.FirebaseApp.DefaultInstance;

/I Set a flag here to indicate whether Firebase is ready to use by your app.

}

else

{
UnityEngine.Debug.LogError(System.String.Format(

"Could not resolve all Firebase dependencies: {0}", dependencyStatus));
I Firebase Unity SDK is not safe to use here.

}
IOk

yield return null;

}

private void GetLevelNumber()

Debug.Log(PlayerPrefs.GetInt(Constants.PPname.NumbActiveLevel));

public void StartLevel()
{

FirebaseAnalytics.LogEvent(FirebaseAnalytics.EventL evelStart,
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new Parameter(FirebaseAnalytics.ParameterLevelName,
PlayerPrefs.GetInt(Constants.PPname.NumbActiveLevel)));

}

public void EndLevel(float timeCompleteLevel)
{
FirebaseAnalytics.LogEvent(FirebaseAnalytics.EventLevelEnd,
new Parameter(FirebaseAnalytics.ParameterLevelName,
PlayerPrefs.GetInt(Constants.PPname.NumbActiveLevel)),
new Parameter("timeCompleteLevel”, timeCompleteLevel),
new Parameter(*“coins received", CoinManager.Instance.CoinNumber));
}
}

using Lean.Localization;
using System;

using UnityEngine;
using UnityEngine.Ul,

public class Fader : MonoBehaviour

{
[SerializeField] private Animator _animator;
[SerializeField] private LeanLocalToken _loadingPercent;
[SerializeField] private Image _loadingProgressBar;
private static Fader _instance;
private const string FADER_PATH = "Fader";
private const string FADER_ANIM_NAME = "faded";

public bool isFading { get; private set;}

public static Fader instance
{
get
{
if(_instance == null)
¢ var prefab = Resources.Load<Fader>(FADER_PATH);
_instance = Instantiate(prefab);
DontDestroyOnLoad(_instance.gameObject);
3eturn _instance;
}
}

private Action _faderStartCallBack;
private Action _faderEndCallBack;

public void FadeStart(Action faderStartCallBack)

{
if(isFading)

return;
}
SpecialScenelLoader.instace.ChangeProgress += UpdateLoadingPercent;
SpecialSceneloader.instace.ChangeProgress += UpdateLoadingProgressBar;
isFading = true;
_faderStartCallBack = faderStartCallBack;
_animator.SetBool(FADER_ANIM_NAME, true);

}

public void FadeEnd(Action faderEndCallBack)
{
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if (isFading)

return;
}
isFading = true;
_faderEndCallBack = faderEndCallBack;
_animator.SetBool(FADER_ANIM_NAME, false);
SpecialScenelLoader.instace.ChangeProgress -= UpdateLoadingPercent;
SpecialScenelLoader.instace.ChangeProgress -= UpdateLoadingProgressBar;

}

private void UpdateLoadingPercent(float p)

{
_loadingPercent.SetValue((int)((p / 0.9) * 100));
¥
private void UpdateLoadingProgressBar(float p)
{
_loadingProgressBar.fillAmount = (p / 0.9f);
}

private void FadeStartAnimationOver()

_faderStartCallBack?.Invoke();
_faderStartCallBack = null;
isFading = false;

}

private void FadeEndAnimationOver()

_faderEndCallBack?.Invoke();
_faderEndCallBack = null;
isFading = false;
}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

using UnityEngine.SceneManagement;
using UnityEngine.Serialization;

public class Preloader : MonoBehaviour

{
private AsyncOperation operation;
[SerializeField] private Animator _anim;
[SerializeField] private Text _loadingPercent;
[SerializeField] private Image _loadingProgressBar;
private const string ANIM_TRIGGER_NAME = "FadeEnd";
private const string LOADING = "Loading™;

private void LevellLoad()

{
StartCoroutine(Loader());

}

private IEnumerator Loader()

{

operation = SceneManager.LoadSceneAsync(MainLevelList.Menu.ToString());
operation.allowSceneActivation = false;
while (operation.progress < 0.89)
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{

LoaderUlI(operation.progress);

yield return null;
}
_anim.SetTrigger(ANIM_TRIGGER_NAME);
LoaderUI(operation.progress);

¥

private void LoaderUI(float progress)

{
_loadingPercent.text = LOADING + (int)((progress / 0.9) * 100) + "%";
_loadingProgressBar.fillAmount = progress / 0.9f;

¥

private void FadeStartAnimationOver()

LevelLoad();

¥
private void FadeEndAnimationOver()
{
operation.allowSceneActivation = true;
}

}

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class SpecialScenelLoader : MonoBehaviour

{

public static SpecialScenelLoader instace;
public Action<float> ChangeProgress;

private void Awake()

{

if(instace != null)

{
Destroy(gameObject);

return;

}
instace = this;
DontDestroyOnLoad(gameObiject);

}

public void LoadScene(string sceneName)

if (Fader.instance.isFading)

{

return;

}

StartCoroutine(ILoadScene(sceneName));

}

private IEnumerator ILoadScene(string sceneName)

{
var waitFading = true;
Fader.instance.FadeStart(() => waitFading = false);
while (waitFading)
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{

yield return null;

}

var asyncOperation = SceneManager.LoadSceneAsync(sceneName);
asyncOperation.allowSceneActivation = false;

while(asyncOperation.progress < 0.9f)

ChangeProgress.Invoke(asyncOperation.progress);
yield return null;

}

asyncOperation.allowSceneActivation = true;
Fader.instance.FadeEnd(() => waitFading = false);

while (waitFading)
{

yield return null;
}
}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class ChangeMus : MonoBehaviour

{
[SerializeField] private Slider _slider;
[SerializeField] private Button _activeMusButton;
[SerializeField] private Button _deactivationMusButton;

private void Awake()

{
_slider.onValueChanged.AddL istener(delegate { ChangeMusValue(); });
_activeMusButton.onClick. AddListener(ChangeMusStatus);
_deactivationMusButton.onClick.AddListener(ChangeMusStatus);

}

private void ChangeMusValue()
{

GameEvent.SoundEvents.ChangeSoundValue?.Invoke(_slider.value);

}

private void ChangeMusStatus()
{

GameEvent.SoundEvents.ChangeSoundOptions?.Invoke();

}

private void OnDestroy()
{
_slider.onValueChanged.RemoveAllListeners();
_activeMusButton.onClick.RemoveAllListeners();
_deactivationMusButton.onClick.RemoveAllListeners();
}
}
using UnityEngine;
using UnityEngine.Ul,

public class SetVisualSetting : MonoBehaviour
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[SerializeField] private GameObject _musOn;
[SerializeField] private GameObject _musOff;
[SerializeField] private Slider _musValue;
[SerializeField] private Slider _sensValue;
[SerializeField] private SoundOptions _soundOptions;

private void Start()

{
SetActiveMusStatus();
SetMusValue();
SetSensValue();

}

private void SetActiveMusStatus()

if (_soundOptions.GetlsMusOn())
{
_musOn.SetActive(true);
_musOff.SetActive(false);
}

else

_musOn.SetActive(false);
_musOff.SetActive(true);
}
¥

private void SetMusValue()
{

_musValue.value = _soundOptions.GetMusValue();

}

private void SetSensValue()

{
_sensValue.value = PlayerPrefs.GetFloat(Constants.PPname.ControlSensivity);
¥
}

using UnityEngine;
using UnityEngine.Ul,

public class SetVisualSetting : MonoBehaviour

{
[SerializeField] private GameObject _musOn;
[SerializeField] private GameObject _musOff;
[SerializeField] private Slider _musValue;
[SerializeField] private Slider _sensValue;
[SerializeField] private SoundOptions _soundOptions;

private void Start()

{
SetActiveMusStatus();

SetMusValue();
SetSensValue();

}

private void SetActiveMusStatus()
if (_soundOptions.GetlsMusOn())
_musOn.SetActive(true);
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_musOff.SetActive(false);
}

else

{ .
_musOn.SetActive(false);
_musOff.SetActive(true);

}
}

private void SetMusValue()
{

_musValue.value = _soundOptions.GetMusValue();

}

private void SetSensValue()

{
_sensValue.value = PlayerPrefs.GetFloat(Constants.PPname.ControlSensivity);
¥
}

using Lean.Localization;
using UnityEditor;

using UnityEngine;
using UnityEngine.Ul,

public class ItemManager : MonoBehaviour

{
[SerializeField] private int _price;
[SerializeField] private int _skinNumb;
[SerializeField] private Image[] _rareBg;
[SerializeField] private Text[] _statusText;
[SerializeField] private LeanLocalToken _priceToken;
[SerializeField] private CoinTween _coinBuyTween;
[SerializeField] private CoinTween _coinSell Tween;
[SerializeField] private Color _commonColor;
[SerializeField] private Color _rareColor;
[SerializeField] private Color _mythicalColor;
private int _sellPrice;
private int _status;
private bool isPurchased = false;
private string PPname;

/I Artem

[SerializeField] private Rarity _rarity;
public int Rarity => ((int)_rarity);
private void Awake()

LoadDate();
¥

private void Start()

ChecksStatus();
_sellPrice = _price/ 3;

}

public void Buy()

¢ if (DataLoadSystem.GetLoader<Bank>(DatalL oaders.Bank).IsEnough(_price) && lisPurchased)
PlayerPrefs.SetInt(PPname, 1);
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PlayerPrefs.Save();

Datal oadSystem.GetlL oader<Bank>(Dataloaders.Bank).ReduceCoinNumb(_price);
UpdateChange();

GameEvent.SoundEvents.Shop.Buy?.Invoke();
_coinBuyTween.OnBuy(gameObiject.transform);

else if (isPurchased)

Select();

¥
}

public void TrySell()

if (isPurchased)
{
GameEvent.TrySell?.Invoke(this);
}
}

public void Sell()
{

if (isPurchased)

{
GameEvent.SoundEvents.Shop.Sell?.Invoke();
_coinSellTween.OnSell(gameObject.transform);

if (IsSelectedSkin())

PlayerPrefs.SetInt(PPname, 0);
Datal oadSystem.GetLoader<Bank>(Dataloaders.Bank).PlurallncreaseCoinNumb(_sellPrice);
PlayerPrefs.SetInt("SelectedSkin", 0);
GameEvent.SkinsUpdate?.Invoke();
UpdateChange();
ChecksStatus();
}

else
{
PlayerPrefs.SetInt(PPname, 0);
UpdateChange();
_statusText[0].text = _price.ToString();
Datal oadSystem.GetLoader<Bank>(Dataloaders.Bank).PlurallncreaseCoinNumb(_sellPrice);

}

}
}
public int GetSellPrice()
{
return _sellPrice;
¥
public bool IsltemBought()
{
return isPurchased;
}

private void Select()

PlayerPrefs.SetInt("SelectedSkin", _skinNumb);
ChecksStatus();
GameEvent.SkinsUpdate?.Invoke();

}
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private bool IsSelectedSkin()
{

}

private void CheckStatus()
{

}

private void UpdateStatus(int activeText)

{

return PlayerPrefs.GetInt("SelectedSkin™) == _skinNumb;
UpdateStatus(_status);

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

_statusText[i].gameObject.SetActive(i == activeText);

}
}

private void LoadDate()

{
PPname = "Material" + _skinNumb;
_status = PlayerPrefs.GetInt(PPname, 0);

}
private void UpdateChange()

LoadDate();
CheckStatus();

}

private void RarCheck()

{
switch (_rarity)
{

case Rarity.Common:
UpdateBgColor(_commonColor);
break;

case Rarity.Rare:
UpdateBgColor(_rareColor);
break;

case Rarity.Mythical:
UpdateBgColor(_mythicalColor);
break;

}
}

private void UpdateBgColor(Color activeColor)

foreach (Image bg in _rareBg)

{

bg.color = activeColor;

¥
}

#if UNITY_EDITOR
[ContextMenu("UpdateUI™)]
private void UpdateUl()

foreach (Image bg in _rareBg)

Undo.RecordObject(bg, “Undo color change");
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bg.color = _rarity switch
{
Rarity.Common => _commonColor,
Rarity.Rare => _rareColor,
Rarity.Mythical => _mythicalColor,
_ =>bg.color
Y
}
Undo.RecordObject(_statusText[0], "Undo status text change");
_statusText[0].text = _price.ToString();

}
#endif

}
using UnityEngine;
using UnityEngine.Ul,

public class CoinManager : MonoBehaviour

{
[HidelnlInspector] public static CoinManager Instance;
[SerializeField] private Text _coinNumbText;
[SerializeField] private AudioSource _coinSound;
private int _coinNumber;
public int CoinNumber => _coinNumber;
private bool _multiplyAbility = true;

private void Awake()

{

Instance = this;
_coinSound = GetComponent<AudioSource>();

¥

private void Start()

¢ Invoke("UpdateUl", 0.05f);
}

public int GetCoin()

i return _coinNumber;

public void MultiplyCoin(Vector3 pos, int Multiply)
if (_multiplyAbility)
{

int MultiplyNumb = _coinNumber * (Multiply - 1);
Datal oadSystem.GetLoader<Bank>(DatalLoaders.Bank).PluralincreaseCoinNumb(MultiplyNumb);
TakePluralCoinTween.Instance.ScreenMove(pos, MultiplyNumb);
_coinNumber *= Multiply;
GameEvent.MultiplyCoin?.Invoke();
_multiplyAbility = false;
}
}

public void IncreaseCoinNumb(int Numb)

if (Numb >=0)
{

_coinNumber += Numb;
OnCoinTake();

}

else
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{

Debug.LogError("Negative number of coins™);

}

private void OnCoinTake()

{
UpdateUl();

PlayCoinSound();

private void UpdateUl()

{
_coinNumbText.text = _coinNumber.ToString();
¥
private void PlayCoinSound()
{
_coinSound.Play();
}

}
using UnityEngine;

[ExecuteAlways]
[SelectionBase]
public class Creator : MonoBehaviour

{
[Min(1)]
[SerializeField] private int _ount = 1;

[SerializeField] private Vector3 _offset = Vector3.forward;
[SerializeField] private Vector3 _rotation;

private void Start()

{
if (Application.isPlaying(this))

CorrectChildCount();
Destroy(this);

¥
}

private void Update()

CorrectChildCount();
}

private void CorrectChildCount()

{
_ount = Mathf.Clamp(_ount, 1, 1000);

if (transform.childCount < _ount)

{

for (int i = transform.childCount; i < _ount; i++)

{

Transform instantiate = Instantiate(transform.GetChild(0), transform);
instantiate.localPosition += (_offset * i);

if (_rotation != Vector3.zero)
instantiate.rotation *= Quaternion.Euler(_rotation * Random.Range(0, 3));
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else if (_ount < transform.childCount)

{
for (int i = transform.childCount - 1; i >= _ount; i--)
{
Destroylmmediate(transform.GetChild(i).gameObiject);
}
}

}
}
using System;
using UnityEngine;
using UnityEngine.Ul,;

public class FinishLevel : MonoBehaviour

{
[SerializeField] private GameObject _controllCanvas;
[SerializeField] private GameObiject _finishCanvas;
[SerializeField] private Rigidbody _rigidbody;
[SerializeField] private AudioSource _finishMus;
[SerializeField] private Button _nextLevelButton;
[SerializeField] private ParticleSystem _confetti;
private int _numbLevel;
private int _finishReward = 10;
private bool _finished = false;

private float _timeCompleteLevel;
private void Awake()

_nextLevelButton.onClick.AddListener(NextLevel);
_numbLevel = PlayerPrefs.GetInt(Constants.PPname.NumbActiveLevel);

}

private void OnTriggerEnter(Collider other)

{
if (other. TryGetComponent(out SquashAndStretch squashAndStretch))

OnFinish();
}
¥

private void OnFinish()
if (_finished == false)

SetData();
_confetti.gameObject.SetActive(true);
_controllCanvas.SetActive(false);
_rigidbody.isKinematic = true;
_finishCanvas.SetActive(true);
AddFinishReward(_finishReward);
_finishMus.Play();

_timeCompleteLevel = Time.timeSinceLevelLoad;

_finished = true;
}
}

public void NextLevel()
{
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if (Enum.IsDefined(typeof(GameLevelList), _numbLevel + 1))

{
SpecialSceneloader.instace.LoadScene(((GameLevelList)(_numbLevel + 1)).ToString());
}
}

public void RestartButton()
{

SpecialSceneloader.instace.LoadScene(((GameLevelList) _numbLevel).ToString());

}

private void SetData()

PlayerPrefs.SetInt(Constants.PPname.NumbActiveLevel, _numbLevel + 1);
PlayerPrefs.Save();

}

private void AddFinishReward(int reward)

DataloadSystem.GetLoader<Bank>(Dataloaders.Bank).PlurallncreaseCoinNumb(reward);
CoinManager.Instance.IncreaseCoinNumb(reward);
TakePluralCoinTween.Instance.WorldMove(this.transform.position, reward);

}

private void OnDestroy()
if (_finished == true)

FirebaseManager firebaseManager =
Datal oadSystem.GetLoader<FirebaseManager>(DatalLoaders.FirebaseManager);
firebaseManager.EndLevel(_timeCompleteLevel);
}
_nextLevelButton.onClick.RemoveL.istener(NextLevel);
}
}
using UnityEngine;
using UnityEngine.Advertisements;
using UnityEngine.Ul,

[RequireComponent(typeof(Button))]
public class RewardedAdButton : MonoBehaviour, 1UnityAdsShowL.istener
{

[SerializeField] private int _coinMultiplier = 2;

[SerializeField] private string _placementld = "Rewarded_Android";

private Button _button;
private Vector3 pos;

private AdsManager _adsManager;

private void Awake()

{
_button = GetComponent<Button>();
_pos = transform.position;
_button.interactable = false;

}

private void Start()

{
_adsManager = DatalL oadSystem.GetLoader<AdsManager>(Datal oaders.AdsManager);

AdsManager.AdLoadChange.AddListener(AdLoaded);
AdLoaded(_placementld);
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}

private void AdLoaded(string placementld)

{
if (_placementld.Equals(placementid))

if (AdsManager.RewardedAdIsLoad)
{

_button.interactable = true;
_button.onClick.AddListener(ShowAd);

¥
¥
}

private void ShowAd()
{

Advertisement.Show(_placementld, this);
_adsManager.AdIncluded(_placementid);
_button.gameObject.SetActive(false);

}
public void OnUnityAdsShowFailure(string placementld, UnityAdsShowError error, string message)

Debug.Log($"Error showing Ad Unit {placementld}: {error.ToString()} - {message}");

public void OnUnityAdsShowsStart(string placementld)

/I 'Not needed for functionality, but required by interface

}

public void OnUnityAdsShowClick(string placementld)

/I Not needed for functionality, but required by interface

}
public void OnUnityAdsShowComplete(string placementld, UnityAdsShowCompletionState showCompletionState)

{
if (placementld.Equals(_placementld) &&
showCompletionState.Equals(UnityAdsShowCompletionState. COMPLETED))

{
CoinManager.Instance.MultiplyCoin(_pos, _coinMultiplier);

Debug.Log("Unity Ads Rewarded Ad Completed");

¥
}

private void OnDestroy()

{
AdsManager.AdLoadChange.RemoveL.istener(AdLoaded);
_button.onClick.RemoveListener(ShowAd);

}
3
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KepiBHUKAa €KOHOMIYHOTIO PO3aiTy
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