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PE®EPAT

Tema kBamidikariitHoi podotu marictpa «MoOUIbHMI ITpOBUIM JOJATOK «Space
Invasiony»».

[TosicHiOBanbHA 3aMMCKa CKIAAA€THCS 31 BCTymy, 4 pPO3UTIB, BUCHOBKIB, CIHCKY
BUKOPHUCTaHUX JiKepen 13 31 HaliMeHyBaHHA Ta 2 10JaTKIB.

3aranpHuil 00csAT poboTn — 124 cTOpiHOK, y TOMY YHCHi 82 CTOPIHKH OCHOBHOTO
TEKCTY, 3 CTOPIHKHM CIIUCKY BUKOPUCTAHUX JKEPeE, 25 CTOPIHOK J0JIaTKiB.

KBamnidikariitny poOoTy Mmarictpa OpUCBAYEHO pO3pOOIl MOOILTFHOTO IrpOBOTO
noaaTky «Space Invasion» 3 130MeTpUYHOIO KAMEPOIO Ta pUCaMH Ka3yalbHOTO IIyTEPY.

B mepmoMy poszaini pobotu Oyi0 MPOBEACHO aHali3 NpeIMETHOI o0aacTi 3
JOCIIKEHHSAM CXOKUX aHAJIOTIB IMPOBUX J0JATKIB, BUKOPUCTAHHS HUMHU MEXaHIK IIyTepy
a00 1rpoBi KOMMO3UIT y MOOUTBHUX Irpax.

Bu3HaueHHsT MeTH NpPOEKTY, 3ajJad Ta 3aco0lB peajizalli NPOBEACHO Yy IPYroMy
PO3ILIL.

Tpertiit po3111a NPUCBAYEHO CTPYKTYPHO-(PYHKIIIOHATBHOMY MOJEIIIOBAHHIO.

VY ocTaHHbOMY pO3AUT NPOAEMOHCTPOBAHUW MPOIEC PO3POOKH 1HTEepdeiiciB
TOJIOBHOTO MEHIO, PO3POOKH IrpoBOro iHTEpQeiicy, CTBOPEHHS TPUBHUMIPHUX MOJENEH
OTOYEHHS, HAJAIUTYBaHHS ITPOBUX IMEPCOHAXIM Ta BHUKOHAHE HAaJIALITYBaHHS IOCT-
00poOku rpu. Ilicms peamizaiii mMpoeKTy MNPOBEIACHO TECTYBaHHS Ha MpaIle3/laTHICTh
J0JaTKa.

PesynmbraToM poOoTH € MOOUIBHMU IrpoBHE gomaTok «Space Invasiony,
MpeJCTaBICHUI y BUTIIAL .apk daity.

[IpakTruHe 3Ha4YeHHS POOOTH TOJIATA€ CTBOPEHHI MOOIIBHOTO IrpOBOTO JOJATKY
st TenedoHiB Ha 6a31 Android aJig HIKaBOro MPOBEICHHS Yacy.

KitouoBi ciioBa: MOOUIbHMI ITPOBUN JTOJATOK, 130METPUYHUN MIyTEp, Ka3yaabHUN

urytep, Unity, rpa mis Android.
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BCTYII

Ha cporoaui cMapThOHM IHTErPYBAIKUCH Y KUTTS CYy4acHOI JIFOJAUHUA IOCUTh CHIIBHO.
BoHu BHUKOPHUCTOBYIOTHCSI JUIsl CHUIKYBaHHS MK KOJIETaMH, PIAHUMH Ta JPY3SIMH, IS
pobotu, po3Bar ab0 HaBYaHHA. 3a CBO€I0 (PYHKIIIOHAJBHICTIO 1X MOXHAa CMUIUBO
MOPIBHATH 3 TMOPTATUBHUMHU KHUIIEHBKOBUMH KOMIM'IOTEpaMH, OCKUIBKM BOHM 3J1aTHI
BUKOHYBATH CKJIaJHI 004YnCIoBanbHI oneparii|1]. Takox HasBHICTH CEHCOPHOTO €KpaHy
J03BOJIMIA 3OUIBIIMUTH MOT0 PO3AUIBHY 3JaTHICTH Ta PO3MIp, IO 3poOuiio #Horo
3pyYHIIIAM IS Teperisgy ¢otorpadiii ta Bigeo. Ha oxpemy yBary 3aciyroBye
MO>KJIUBICTH MUTTEBOIO BUXOJy U€pe3 cMapT(OH B IHTEPHET, OCKUIBKHU 3 KOT0 JOIIOMOT' OO
MOKHA OTpPUMAaTH JIOCTYN 10 YHUCJICHHUX 1H(QOpMaIIHHUX pecypciB, 0e3 HeoOXiTHOCTI
KOPHCTYBATHUCS CTallIOHAPHUM KOMII'FOTEPOM.

[Topyu 3 mpakTUYHUM BUKOPUCTAHHSIM cMapT(OHIB PO3BUBAIUCH chepu po3Bar Ta
MOOUTBHOTO TeWMIHTY. BOHM moyanu AOCHUTH MIBHJIKO HAOWpaTH MOMYJSPHICTH MICIHS
CTPIMKOTO PO3BUTKY TEXHOJIOT'TYHHX XAPAKTEPUCTUK TaKeTiB. 30UIbIIYBAIUCh 3HAYEHHS
MOTY>KHOCTI, 00CAT ONMepaTUBHOI MaM’ ST, EMHICTh aKyMyJATOPY Ta JiaroHaidb €KpaHy.
KinbKiCTh KOHTEHTY [IJIsl pO3Bar JOCHTb BEJMKA, AJis JOCTYNYy 0 HbOIO CTBOPEHI OKpEMi
cailTy Ta AOJATKH, SKi JTO3BOJISIFOTH 3PYYHOTO HOTO 3aBaHTAKyBaTH Ta MEPETIsIIaTy.

[Tpu 11bOMyY TOCUTH BEIMKY YacTUHY c(hepu po3Bar i cMapThOHIB 3aiiMaloTh caMme
Irpy, aJpke e YyJOBUM CIOCIO PO3BaKUTHUCh, MOCMUIKYBATUCh 3 1HIIMMH JIOABMHU Y
paMKax Tpu Ta MIJBUIIUTH Pi3HI HABUUKH. B OCHOBHOMY € JIeKiJIbKa CIIOCO0IB OTpUMATH
Ipy Ha BJIACHUIA cMapT@OH: OE3KOLITOBHO 3aBAHTAKUTH a00 CIUIATUTH MEBHOI BAPTOCTI 32
MO>KJIMBICTh 3aBaHTaXeHHs rpu. [Ipu mbomy kaHpiB irop Ayxe Oarato, aje HalyacTile y
BepinHi pertunry Play Market yn App Store 3HaxonmsThes i3omeTpuuHi 4 2D-irpu y
KaTeropii mryTepiB uu miaatdopmepis|2].

AKTYyaJIbHICTh PO0OOTH 3yMOBJIEHA BEJUKOIO MOMYJISPHICTIO MOOLJILHOTO TEHMIHTY.
Ile mocuth mepcnexkTuBHa cdepa, y SKii HaBITH HE BENUKI CTynii ab0 pO3pOOHUKH-
OJIMHAaKM MOXYTb JOCSITH 3HAYHUX pE3yJIbTaTiB 3a I[IKaBUU MPOIYKT 1 HOBITHIO 17€EIO.

Came TOMy CTBOPEHHSI OPHUTIHAJIBHOTO Ta I[IKABOTO MPOIYKTY JAa€ MOXJIHMBICTH IS



CaMOpO3BUTKY pO3pOOHMKA 13 mIaHCOM 3poOuTH ycmimuuii Kpok B IT cdepy irpoBux
PO3pO0OK.

006’exTOM I0CTIIKEHHSI BUKOHAHHS POOOTH € Ipoliec aHali3y cpepu MOOIIBLHOTO
TeMIHTY Y JKaHpl IIyTepiB, BUBUCHHS iX I'POBHX MEXaHIK, OCOOIMBOCTEH Ta 0OMEKEHb.
[IpenMeToM NOCTIKEHHS € IrpOB1 MEXaHIKH 130METPUYHOrO IIyTepy Ta iX mepeBaru 1
BILJIUB Ha TPaBIIS.

MeTo10 NPOEKTYy € CTBOPEHHS T'PH JJIT MOOILTLHOTO MPUCTOXO, 110 Oyae MaTu HalIp
(YHKITIOHATPHUX MOXJIMBOCTEH JUIS TIABMINCHHS IIBUJKOCTI peakiiii, TaKTUYHUX
HABUYOK Ta KPUTHYHOTO MHCIICHHS Y TPaBIIiB.

VY MaiiOyTHbOMY AOJaTOK MOKE€ OyTH JOIpalbOBaHUM, 30KpeMa MOXKHA J0AaTH
IrpoBI Martepiaiy Il 3MIHM 30BHIIIHHOTO BUTJISIAY MPEAMETIB OTOYEHHS YM 30BHIIIHIX
e(eKTiB, TAKUM YMHOM HE BIUIMBAIOYM HA ITPOBI MEXaHIKA MOXHa OyJ€ HalallTOBYBaTH
30BHIIIHIM BUTJIAJ IiJl BJIACHUM CMaK, a TakKOX II€ OJWH 3 HaNpsSIMKIB OTPUMaHHS
MOTeHI[IfHOTrO NpUOyTKY BiA rpu[3].

JInst AOCSATHEHHA METH Ta BHPILIEHHS 3aBJAaHHS peajizaiii MOOUIBHOIO irpoBOrO
A0JaTKy OyJi0 BU3HAYEHO IHCTPYMEHTapiil [Uisi po3poOKH, MPOBEACHO IUIAHYBAaHHS Ta
JOKYMEHTYBaHHS mpoekTy. OOpaHe nporpamHe 3a0e3NeyueHHs, NporpaMu TPUBUMIPHOTO
MOJICITIOBAHHS, PEIAKTOpP BEKTOPHOI Tpadiku, CydyaCHUW ITPOBHM PYIIii 3 BiIMOBIIHUM
MPOBEICHHSIM HANAIITyBaHHS CIEHU 3 ITPOBUMHU CIIEHAPISIMHU JIO3BOJUTH OTPUMATHU

CIUTAHOBAaHMI pe3yJbTaT Ta YCIIIIHO BUKOHATH 00paHy 3a7ady.



1 AHAJII3 IPEAMETHOI OBJIACTI

1.1 3araapHuii aHAJi3 )KaHPY MOOIJILHOTIO LIyTePy B irpoBiii iHaycTpii

Ha choroiHi KUIbKICTh ITPOBUX JOJATKIB JUIS TeJIe(POHIB CTPIMKO 301IbIITYETHCS, SIK
y Oymp-sikiii cdepi po3Bar € irpu y sKi BapTO crnpoOyBaTu morpaTd xoda O 3 METOIO
03HAHOMJICHHSI, TaK 1 TaKl MPOJYKTH SIK1 HE 3aCITyTOBYIOTh YBardu.

Haii6inpm BioMi miatgopMu i PO3MIIMICHHS ITPOBUX IMPOAYKTIB CTBOPEHI IS
NOMYJSIPHUX OTEepaliiiiHux cucteM, A cMapTdoniB Ha 6a31 Android ne Play Market, a
st 10S — Apple Store. BoHu nai0Th MOXJIHMBICTh KaT€TOPU3YBATH ITPU Ta MOJICTIIUTH
KOpPHCTyBayaM MPOIEC TMOIIyKY Ta 3aBaHTAXCHHS I[IKABOTO s HHUX KOHTEHTY Ha
cMapTQoHI.

JlocuTh 4acTo MEPIIICTh PEUTUHTY WX IUIOMIAJ0K 3aiMaroTh LIyTEepH, aJKe BOHU
HAJAI0Th MOXJIMBICTh JOCHTH IIKaBO IMPOBECTH 4Yac, MPU I[bOMY 3HATH CTpeC Ta
HiABUIUTH PIBEHb PEAKIIi] Ta TAKTHYHUX HaBUUYOK[4].

KanoHiuHuil mrytep Mae maHenb 370pOB’S y BUTJISII HEBEJIUKOTO 1HAMKATOPY Ha
€KpaHi, 10 BIJI0Opa)ka€ 3arajbHy KUIBKICTH 3J0pPOB’Sl y MEPCOHAXKY Ta CKIIbKH 3 HHX
sanmumuiocs. [licnst 3akiHYeHHs BCbOTO 370pPOB’Sl TEPOM MOMHUPAE, Ta MAE MOKIUBICTD
BIIPOJIUTHCS B MEBHIA TOYIl 1 4acy irpoBOro MPOCTOPY, 3a3BUYail HA MOYATKY PIBHS.
BigHoBtoBaTH Take 310pOB’s MOXKHA 3a JIOTIOMOTOO CIICIiaIbHUX MPEIMETIB SIKI MOXKYTh
MpUiiMaTH Pi3HI BUAM B 3aJIEKHOCTI B PaHTa3ii po3poOHuka[5]. Y 6ararbox HOBUX irpax
BUKOPUCTOBYETHCSl 1HIIA CUCTEMA 3JI0POB’A, B SKIM MOpSIMUX 1HAUKATOPIB HEMAE.
[lepcoHaxk MOXe OTpUMATU MOPAHEHHS, 5IK1, Oylyun cepio3HUMU, OyIyTh BiIOOpaXKaTUCs
pi3HuMH  edexTtamMu Ha ekpadi. o0 1l TNoOpaHEeHHS NPOWILIM, TrpaBelb NOBUHEH
BiACUAITHCA B Oe3meyHoMy Miciil. [HOMI, 3apagu peanizMy peaii3Mmy, MOXKIIUBICTb

JKyBaTH MOPAHEHHS B1JICYTHS B3arali.



1.2 Orusjx icHyO4HX irop 3i CX0:KMMHU MeXaHiKAMH

Ha nouatky po3poOku BIIaCHOTO IrpoBOr0 T0JATKy MHOTPIOHO BU3HAYUTH HOTO
mporpamMHi Ta (yHKIIOHAJIBHI 0COOIMBOCTI, 71 IIHOTO OYB MPOBEACHHUI aHATI3 CXOKHX
irop 3a IrpOBUMHU MEXaHIKaMu, IUISIMH Ta JAU3aifHOM OTOYEHHS 1 mepcoHaxiB. Jlo yBaru
OyJv B3ST1 HACTYIHI JOJIaTKU:

— Brawl Stars Bin komnanii Supercell;

— Alto’s Adventure Bix iHai-cTymii Snowman;

— Hotline Miami Big Bunasus Devolver Digital.
Brawl Stars

Brawl Stars — me OaraTokopHCTyBallbKUil apKajHUN IIyTep 3 i30METPUYHOIO
KaMmeporo Bin komnanii Supercell. butBu BinOyBarocsi KOMaHJaMH IO TPO€ TPaBLIB y
KOMaH/II B P&KHUMI peaJbHOTO Yacy, B3SBIIH ITiI KOHTPOJb OJHOTO 3 0314l TepCOHaXIB
K Cy4acHOro, Tak 1 ()eHTe31iHOro cBiTy. BCl BOHM BOJIONIIOTH YHIKAJIbHUMH aTaKaMH,
CyTmep3ai0HOCTSMHU Ta 30BHIIIHIM BUTIISIOM, KU MOXHA HaJlamToByBaTH. Kactomizarris
CKJIAZIa€EThCS, B OCHOBHOMY, 3 HA0OPIB CKiHIB, fKi, SIK 1 Tepoi, KYITyIOThCS 3a PeasIbHI TPOIIIi

a00 3a BHYTPILIHBO IFPOBY BAJIIOTY, OJIEPKYBaHy B 005X[6].

Pucynok 1.1 — IIpouec rpu B Brawl Stars
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Jlnst kepyBaHHS TE€POEM JIOCTAaTHBO JIUIIE JBOX JDKOMCTHKIB Ta KHOIMKH IS
akTuBarlii cymep 3mai0HOCTe. [[poro IMiTKOM IOCTaTHRO MO0 3pPYYHO IEpPEeCcyBaTHCH
NEPCOHAXKEM, MPU I[OMY HE OOOB'A3KOBO IMOTPAIUIATA CcaMe€ B Te€ Micle J€ BiH
300paXeHHI, TOCTaTHHO HATHCHYTH MOPYY 1 JKOHUCTHK aBTOMATUYHO B1IOOpPa3UTHCA Y
30H1 JIOTHKY.

Crpinsba peanizoBaHa JBOMa CrocoOaMu, MPU KOPOTKOMY HATHUCKAHHI HA KHOIKY
NoCTpuTy BiAOyAEThCA aBTOMATUYHHUI BHUCTPUI y HANpsAMKY HalOIMK4oro BOpora, IO
3pYYHO KOJIM 3aMajio 4acy ISl IPUIIBHOT CTPUIBOU i Yac JUHAMIYHOTO 00r0. SIKII0 K
MOTPUMATH CTIK Ta PyXaTH HOTO y MOTPIOHOMY HampsIMKy, TO Oyae 300pakeHO 30HY
YPAKEHHS y SIKYy BiIOyAEThCS MOCTPLUI, L€ 3PYYHO KOJIM MOTPIOHO 3pOOHMTH MOCTPLI y
HaIpPsIMKY BOPOTa, HAPUKIIAJ 13 3aCIJIKH.

Bix 1poro mpoekTy MO)KHa MOYEPIHYTH OCHOBHI PUCH HAJIAIUTYBaHHS MEXaHIK
poOOTH KaMepu Ta TMpaBuil OOI0 TMEPCOHAXIB, a/pKe KEPYyBaHHsS OCUTh IMPUEMHE Ta

peanizalis 0010 JOcUTh KOM(OPTHA ISl TPU Ha TeledOoHI.
Alto’s Adventure

Alto's Adventure — rpa Bix crtyaiii Snowman. Bona, 0e3yMOBHO, Ma€ JIOCHTH
MPUEMHUI 30BHIMIHIA BHUIJISA ABOBUMIPHOI Tpadiku 3 BUTOHUYEHUMH e(QEeKTaMHU
napajakca, 4yJOBOMY CayHJITPEKy Ta IrpOBOMY IpOIeCy, SKHI JIETKO 3acBOITH Ta
171eaIbHO MIIXOIUTh JJI IOBFOTPUBAJIOI BIATBOPEHHS[7].

Takox pO3pOOHUKM OAANU IIKaBY OCOOJMBICTH 1HMI-TIIATGOPMEPIB — KOPOTKUN
KypC HaBYaHHS, KU 3allyCKa€eThCsl aBTOMAaTUYHO MpU MepuioMmy 3amycky rpu. Lle myxe
MpaBUJILHUM X1/, 3aBJSIKH SIKOMY T'paBellb Bipa3y po3yMi€ M0 HOMY MPONOHYIOTh POOUTH

JUTSL TOCSITHEHHST Pe3yJIbTaTIB.
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Pucynok 1.2 — IIpouec rpu B Alto’s Adventure

KepyBanHusi rporo Bin0OyBaeThCs HATUCKAHHAM HA €KpaH, MO0 MepecTpuOHYyTH
HeOe3neKky abo 3aXOMUTH TPOXH MOBITPS, JJIs YCIIIIHOTO BUKOHAHHS TPIOKiB. [{oaTkoBO
3yCTPI4aOThCs OOHYCH PO3CisiHI MO BCbOMY JaHAIIA(PTy, a TAKOX MOHETH, SIKI MOXYThb
PO30JIOKYBATH MOCTIHHI MOCUICHHS TpaBisd. OHIEI0 3 TOJOBHUX CHIILHUX CTOPIH TPH € TE,
10 BOHA HE HAMaraeThCsl 3aCTOCYBATH JI0AATKOB1 (DYHKIIT Ta MEXaHIKY, 100 YCKIaHUTH
MPOIIEC TPH.

[le#i TmpoeKkT mpuBEpTaE yBary camMe CBOEK aTMOC(Eporo, IPOCTHUN CIOXKET,
CIpPOIIEH] Il Ta 3pyYyHE KEpyBaHHS HAJlal0Th MOKJIUBICTH ILUJIKOM PO3CIAOUTHUCH Ta
BiuyTH TpuWeMHI emorii Bix rpu[8]. SIkicHa, po3cmabiioroua My3WuKa 1 pealicTHyHI
(GoHOBI 3BYKOBI €(DEKTH HalalTh JOAATKOBY YapiBHICTb BChOMY, IO B1AOYBAa€eThCs Ha
eKpaHi, 1 3aJ0BOJICHHIO IrpoBUM ImpoiecoM. [Ipym Takux ymoOBax HaBiTh YCIHIIIHE

BUKOHAHHSI 3aB/IaHb HIOW BiJMaaac Ha IPyTH TUIaH.
Hotline Miami

Hotline Miami — xomn'torepHa iHmi-rpa B kaHpi 2D top-down action.

Oco0OIMBOCTSMHU TPH € BH]I 3BEPXY, CIIEMEHTH CTEJICa, HaJ3BUUaliHa KOPCTOKICTh, & TAKOK
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CIOppEaTICTUUHUIN CIOKET 1 CTUIBHUM cayHATpeK. ['pa po3iiieHa Ha KUTbKa PO3JLIIB,
KOJKCH 3 SIKHX ITOJIiJIeHa Ha eTtanu[9].

Ha xoxxHOMy eTarii rpaBellb OpIEHTYEThCS B OYIiBJI1 3 TOUKH 30PYy 3BEPXYy BHU3, JI&
METOIO0 MaiiKe 3aBXIHM € BOUTH KOXXHOTO NMPOTHBHHKA B Hii. [HOMI BOHM TaKOXK MOBWUHHI
nepeMaratd 0oca B KIHII TJJaBH a00 3HAXOJWTH KJIIOUOBI MPEIMETH 1] 4YaCc BUBYCHHSI.
Jlesiki piBHI TaKOXX BKIIIOYAIOTh IPUXOBaHI MAacKW, sIKI TpaBellb MOXKE 3HAXOIUTH I10
J0pO31, 4acTO B TUIaX 1HIIMX BOUWBIG, SIKI HE BHUKOHANMU 3aBJaHHS, SKE 3apa3 BUKOHYE

TOJIOBHUU T'€pOM.

Pucynok 1.3 — Ilpouec rpu B Hotline Miami

[ITy4Hnil 1HTENEKT BOPOTIB JEHI0 BIAPIZHAETHCA Bl 3BUYANHOIO «CTid podu
MOCTPUTY», 3MYIIYIOYHM iX dYac BiJI 4Hacy HernepeadauyBaHO pPyXaTHCS, 1 YCKIJIAJIHIOE
MJIaHyBaHHS 17eanbHOro miaxoxy. II[o6 3amam'statu 1€, MEXaHIKM TPU JTO3BOJISIOTH
TpaBIIEBI MEPE3AMYCTUTH KOXKEH €Tar, SIK TUTBKH BOHH ITOMHUPAIOTh, TAI0UYU MOMIIUBICTh iM
IIBUJIKO HaJaIITyBaTH CBIM MAXIT 10 KOXKHOI'O 3aBAaHHSA 3a Kigbka crpoO. B kiHii
KOXKHOTO PO3/UTY Ipa OLIHIOE MPOAYKTHUBHICTh T'paBIisi HA OCHOBI TakuX (DakTopiB, SIK
IIBUIKICTh, MIHJIUBICTh Ta HEOOyMaHICTh, 3 BUCOKUMH OI[IHKAMH PO30JIOKYBaHHS HOBOI
30poi Ta JOJAaTKOBUX MACOK.

Po3risitHyTril Ha mepMil NOrjs TUIIOBUN HIyTep «OIKK Ta poOM MOCTPUIN», aje
camMe IrpoBl MeEXaHIKM JUHAMIYHOTO 0010, JIETKOBAXKHICTH CMEpPTI TpaBls Ta

PI3HOMAaHITHICTh CIOCO0IB MPOXOJKEHHSI PIBHIB POOJIATH 110 Tpy ocobirBoro. HapiTh
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ChOT'OJIH1, Yepe3 8 pOKiB MiCIIsl BUILYCKY T'pH, BOHA 3aJUIIAETHCS MOMYJISPHOIO Ta OTPUMYE
MO3UTHUBHI BIATYKU B Steam.

Kanp mryrepiB gocuTh MNONYJSIpHUH y cdepl KOMO'IOTEPHOTO TeuMiHry. VY
MOOUTFHOMY TEMMIHTY BiJ JOCUTH CHPOIIYETHCS ISl 3pyYHOCTI IPABIIB Ta Yepe3 TEXHIUHI
oOMexeHHs cMapT(OHIB, ajie 1Ie¢ HE O3HAYa€ IO BIH Mepectae OyTH I[IKaBUM 3aralibHi
MEXaHIKH YCIIIIHO peajli3yIThCs YCHIITHO Ha KOXHIN 3 mmatdopmM, ane crocid peamizarii
MOJK€ BiJIPI3HATHUCS.

Po3rnsHyBIIM MOMyJISpHUX MPEACTaBHUKIB 1rop pI3HUX >KaHpIB, Oyiau oOpaHi
OCHOBHI Ta JOMOMDXKHI MEXaHIKM TpU Ta CTWJIl 30BHINIHBOTO BUTJISAY Ta TMPEAMETIB
OTOYCHHA A1 MallOyTHHOTO AOAATKy. byno oOpaHO 130MeTpUYHUI BHUIJISA KaMepH IS
CHPOIIECHHS IrPOBOrO IMpPOLECY, aJKe TIpaBLI0 Tak OyJae 3pydHille KOHTPOIKOBATH
OoTOYeHHs1 Ta BoporiB. [liciig 3aKiHYEHHS KUIBKOCTI 3/I0pPOB'Sl TOJIOBHOIO Teposi PIBEHb
MOKHa OyJie Iepe3amycTUTH, 00 chnpoOyBaTH MPOWTHM HOT0 3HOBY ab0 MOKpalluTH
pe3ynbraT. JlogaTkoBo nepeadadeHa MOXIIMBICTH BIJHOBJIEHHS 3/I0pOB’Sl IpaBlLisd uyepe3

0COOJIMBI TPEAMETH.
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2 TMOCTAHOBKA 3AJIAUYI TA METOU JOCJIJUKEHHS

2.1 Mera Ta 3aaa4i JOCTiIKeHHSA

VY pesynbTaTi aHai3y npeaMeTHoi 061acTi 0yino chopMybOBaHO METY JUIIJIOMHOT
pobotu: po3polOka IrpoBOr0 MOOUIBHOTO 10AaTKy «Space Invasion» s pO3BUTKY
peaxiiii, KPMTUHYHOTO MUCJICHHS Ta TAKTUYHUX HaBUUOK.

JInst MOCATHEHHS METU JUIIOMHOI poOOTHM OyB BHU3HAUYEHHMM TEpeslik OCHOBHHX
3aBJlaHb:

— IpOaHai3yBaTH MPEAMETHY 00JIaCTh Ta BUKOHATH MOUTYK POTOTHIIIB;

- BU3HAYUTHU METOM Ta IHCTPYMEHTapiil po3po0OKH;

— MIPOBECTH TUIAHYBaHHSA, TOKyMEHTYBaHHs poOiT 3 IT-ipoekry;

— CIIPOEKTYBATH (PYyHKIIIOHAT MOOLIBHOTO JI0JATKY,

— PO3pOOUTH CIIPAUTH ITPOBOTO MPOIYKTY;

- PO3pOOUTH MeXaHIKH 0010 Ta MOBEIIHKY BOPOTIB;

— PO3po0uUTH 1HTEPPEIC ITPOBOTO IPOIYKTY;

— HaJalITyBaTHU CLEHU Ta PO3POOUTH IrpOBI PiBHI;

— MPOTECTYBATH ITPOBUH JTOAATOK.

Mo06inpHUN JO0ATOK MOBUHEH 3a0e3NedyyBaTH Becelie Ta KOPUCHE MPOBOJKECHHS
4acy y rpi 3 MOXJIMBICTIO TTOKPAIICHHS MIBUAKOCTI peakIlil y rpl Ud TAKTUYHUX HABUYOK.

BukopucTtanHs 1rpoBOro J0JaTKy CIpSIMOBaHE Ha MIABUIIEHHS peakmii Ta
KPUTUYHOTO BHJIIB MUCJeHHS. OJIHIEI0 3 OCHOBHUX 3a/1ay MOJIOHUX ITPOBUX JOJATKIB €
HaJ]aTH MOXJIMBICTh TPABIIEBI IIIKaBiIIe Ta 3 O1JBIIIOI KOPUCTIO MMPOBECTH BIIACHUN Yac y
MpolIeci OYIKyBaHHS OyAb-4Oro.

BnpoBamxeHHs irpoBoro goaatky «Space Invasion» nependavae taki GyHKIIIT:

— BUOIp pIBHS I'pH;

— IPOXOJIPKEHHSI 00paHOTo PIBHA I'PH;

— BUOIp CKIAIHOCTI I'PH;

— 3MiHa CHIOPSHKEHHS TIEPCOHAXKY NJISl TPH;

— MIePETIIsA] PaXyHKY 3a MPOMJICH] PiBHI.



15

2.2 Mertoam a0CaiIKeHHA

[lix gac po3BUTKY TEXHIYHUX HAYK HAYKOB1 JOCTIIKEHHS BiIOYBAaIOTHCS Ha JBOX
PIBHSIX: TEOPETUYHOMY Ta E€MIIIpUYHOMY. BOHU BiIpi3HSAIOTHCA MOBHOTOIO, TTMOUHOIO 1
BCEOIYHICTIO TOCIIKEHHS 00’ €KTY; IUIAMH, METOJaMH Ta ClIoco0aMu 300pakeHHS 3HAHb;
PIBHEM BaXKJIMBOCTI B HUX YYTTEBOTO Ta PalllOHAIILHOTO MMi3HaHHs. Ha emmipuyHOMYy piBHI
3MIACHIOIOTBCSL CIIOCTEPEXKEHHSI 3a 00’ekTaMu, (IKCYIOThCs (aKTH, 3HAXOIATHCS
3aKOHOMIpPHI 3B’S3KM MIDK OKpeMHMH sBUIlaMu. Ha Takomy piBHI aHam3y Oyne
JOCTIKEHO TpeJIMETHY OO0NacTh ISl Kpalloro pO3yMiHHS HasBHUX MEXaHIK Yy >KaHpi
IIyTepiB, BIUIUBY OTOYEHHSA HA IrPOBUM NpoOLEC Ta OOMEXKEHHS Ta JOMOBIIEHOCTI SIKHX
MOTPiOHO TOTPUMYBATHUCH Y IIPOIIECT CTBOPEHHS TPU.

Ha teopeTnuHOMy piBHI JIOCHIJI)KEHb OCHOBHOIO 33Ja4€l0 € PO3KPUTTS CYTTEBHX
MPUYMH Ta 3B’SI3KIB MK SIBUIAMH, a MI3HABAIBHOIO (DYHKIIIEI0 — TOSICHEHHS SIBUI Y
dbopmi 3aKOHIB, TEOPiil, TEOPETUYHUX CHCTEM Ta CHCTEMHHUX 3aKOHiIB. Ha 1mpomy piBHI
JOMIHY€ palioHaJIbHE Mi3HAHHSA, TOMY 3a JOIIOMOI0OI0 TaKOro METOy OyIyTh MOOY/10BaHI
nexuibka wmogeneit: IDEFO[10] nis geTanpHINIOTO PO3YMIHHS TpoIEecy Mo0yI0BU
IrpoBOTO A0JIaTKy BUKopucTaHo aiarpamu; UML miarpamu[11], a came niarpama BapiaHTiB
BUKOpHUCTaHHs TporpamHoro mpoayktry (Use Case)[12], nis neTaqbHOro aHamizy aii

KOPHUCTYBayiB BITHOCHO JIOJIATKY, Ta PO3MEKYBaHHS IOCTYITY J0 MEBHUX HOTO YaCTHH.

2.3 Bubip 3aco6iB peanizamii

JInst cTBOpEHHS IrpOBOTO JOJATKYy Ha ChOTOJHI MOXXHA BUJIUIMTH JIBA OCHOBHI Ta
MOMYJISIPHI ITPOBI PYIIii Ta MOB’s3aHI 3 HUMH MOBH IMporpamMyBaHHsA. BoHU mpocTimi y
BUKOPHUCTaHHI, @ TAKOXK 4Yepe3 iX MOMYJSIPHICTh € JOCUTh BEJIMKA KUIbKICTh JOKYMEHTAIlll
Ta JOMOMIXKHOI 1H(OpMaIlii PO HUX:

— Unreal Engine;

— Unity.
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Unreal Engine — po3po6ka kommanii Epic Games, sika crio4aTky CTBOprOBaIacs s
rpu Unreal, aje micisi BHIYCKY TpHU PO3POOHUKH IBHAKO 3PO3YMUIH, IO 3apOOJIsATH
KOIITH MO>KHA, JIIEH3YI0UH caM IrpoBUi pymiii. 3 Toro yacy 3 BukopuctanHsMm Unreal
Engine O6yso cTBOpeHO MOHAJ COTHI irop 1 iHMUX MpoeKTiB[13].

Ax 1 Unity, Unreal Engine n03BoJsi€e CTBOpIOBaTH MPOAYKTU ISl OUIBIIOCTI
OMepaliifHuX CHUCTEeM, KOHCOJEH 1 MOOUIbHUX IIaTgopM. 3aBISKH MIATPUMII PI3HUX
cucteM peraepunry rpadiku Direct3D, OpenGL i T. a., [ligTpumii pi3zHUX aygiocHCcTeM i
MOXKJIMBOCTEH NJ1s1 oHJakH-irop Xbox Live, Windows Live i T. a., Unreal Engine moxe
BUKOPHCTOBYBATHUCS JIJII CTBOPEHHS Oe3mivi irop, Bkmodaroun MMORPG (Hanpukian Ha
UE 0OyB ctBopenuii Lineage II). Unreal Engine Bkitouae HaOlp 1HCTPYMEHTIB pPO3pOOKHU
(SDK) 1 penaktop[14].

[IporpamyBaHHs y IIbOMY PYIIIi peagi3oBaHO 3a JOMOMOTOI0 CUCTEMHU BI3yaIbHUX
cuenapiiB Blueprints. Ile moBHa cuctema ciieHapiiB irpoBUX NPOIIECIB, 3aCHOBaHA Ha
KOHIIETIi BUKOPUCTaHHS 1HTepdeiicy Ha OCHOBI By3Ja JJisi CTBOPEHHS €JIEMEHTIB
irpoBoro mpouiecy B Unreal Editor. Ils cuctema Han3BMuyallHO THy4YKa Ta MOTYXKHA,
OCKIJTbKM HAJa€ MOXJIMBICTH JHU3aifHEpaM BHUKOPUCTOBYBATH MPAKTUYHO BECh CIEKTP
KOHLIETIIA Ta IHCTPYMEHTIB, 3arajoM JOCTYNHHUX Juiie mnporpamictam. Kpim Toro,
crneriaigbHa po3miTka Blueprint, noctynna B peanizamii C ++ Big Unreal Engine, no3Boisie
mporpamictaM  CTBOpIOBaTH  0a30BI  CHUCTEMH, SIKI MOXYTh OYyTH pPO3IIMPEHI
nuszarHepamu|15].

Ha Bigminy Bix Unity, Unreal Engine mae BiAKpUTHI BUXITHUM KOJI, HAITMCAHUN Ha
C++. Mxmo roBopuTu mnpo mnopiBHsAHHSA 1 mnepeBarn Unreal Engine, HamMm noTpiOHO
posymitu, 1o Unity Ouibie migxoauth ajisi MoounbHUX 1 2d irop, a UE4 no3Bomsie
CTBOprOBaTH TOTYXHY rpadiky. Epic Games HemaBHO Hamaramacss 3amaHutd 2d i
MOOUIBHUX PO3POOHUKIB, ajle CTATUCTUKA SIK 1 paHille MOKa3ye, 110 BOHU SK 1 paHillie
cxuibHI oouparu Unity.

Unity - e cepeaoBuiie aas po3poOKH KOMITIOTEPHHX irop, B sKiil 00'exHaHi pi3Hi
porpamMHi 3aco0u, 10 BUKOPUCTOBYIOThCS NMpU cTBOpeHH1 I3 - TekcToBU penakTop,
KOMIUIATOP, BIUTaT4uK 1 Tak gami. [lpu npomy, 3aBasku 3pyuyHocTi BUkopuctanus, Unity

pOOUTH CTBOPEHHS IFOp MaKCUMAaIbHO MPOCTUM 1 KOM(MDOPTHUM, a MYIbTUIIATPOPMEHICTh
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IrpOBOTO PYUIiSl J103BOJISIE PO3POOHHMKAM OXOMHUTH SKOMOTa OUIBIIY KUIBKICTh ITPOBHUX
wiatdopm 1 onepariinux cuctem|16].

B nepmry uepry, pymiit Unity3D gae MOXKIUBICTH po3pOOJISATH TPU, HE BUMAraro4u
JUTSI IIHOTO OCOOJIMBHX 3HAHB. TyT BUKOPUCTOBYETHCS KOMIIOHCHTHO-OPIEHTOBAHUN TTiIX 1],
B paMKax SIKOTO PO3POOHHK CTBOPIOE OO'€KTH (HAIPHUKJIIAJ, TOJOBHOI'O I'epos) 1 10 HUX
J0/1a€ Pi3HI KOMITOHEHTH (HAIpUKIIAJ, Bi3yallbHE B1JIOOpakeHHs MEpPCOHaXka 1 CrocoOu
yhOpaBiiHHS HUM). 3aBasku 3pydHoMy Drag & Drop inTepdeiicy 1 QyHKIIOHATEHUM
rpadiyHOTO peakTopa pPyIIii J03BOJISIE MAJIIOBAaTH KapTH 1 PO3CTABIATH O0'€KTH B
peanpbHOMY Yacy Ta BiJipa3y K TeCTyBaTH KIHIICBUN Pe3yJIbTaT.

Jpyra nepeBara pylisi — HasBHICTb BEIM4YE3HOI O10J10TEKM aceTiB Ta IUIAriHiB, 3a
JIONIOMOTOI0  IKUX MOKHA 3HAYHO IIPHCKOPUTH MPOLEC PO3POOKU TpH. IX MokKHa
IMIIOPTYBATH 1 €KCIIOPTYBATH, JOJIaBaTH B TPy LIl 3arOTOBKHU - PiBHI, BOPOTIB, MaTepHU
noBe[iHKM 1 Tak gani. Hiskoi MeTymiHi 3 mporpamyBaHHsSM. barato aceTiB HajarOThCs
OE3KOIITOBHO, 1HII TMPOMOHYIOTHCA 3a HEBEIUKY CyMmy, 1 Mpu OaxaHHI MOXHa
CTBOPIOBATU BJIACHUM KOHTEHT, IyOmiKyBaTu iloro B Unity Asset Store 1 oTpuMyBaTu BiJ
I[bOTO MTPUOYTOK.

Tpetst cunbHa cropoHa Unity 3D — miaTpuMKa BEJIWYE3HOI KUIBKOCTI MIIAaT(opM,
texnosorii, API. CtBopeni Ha pymrii rpu mMoxkHa jerko nepeHectd Mk OC Windows,
Linux, OS X, Android, i0S, nHa xoHcom ciMmeiicTB PlayStation, Xbox, Nintendo, Ha VR
AR-nipuctpoi. Unity mianrpumye DirectX 1 OpenGL, mnpamtoe 3 ycimMa Cyd4aCHUMH
e(heKTaMH PEHJICPUHTY, BKJIOYAIOYHM HOBITHIO TEXHOJIOTIIO TpacyBaHHS IPOMCHIB B
peanbHOMYy 4vaci[ 17].

Came TOMY yepe3 MpocToTy po3poOkHu 1 kpoc-tuargopMHuicte Unity OyB oOpanuii y
SIKOCTI1 IrPOBOTO PYIIIIIO JJIST PO3POOKH.

Takoxx yepe3 mel BUOIp Ui po3poOku Oyae BUKOPUCTaHA MOBa IpOTrpaMyBaHHS
C#, amxe came ii marpumye Unity. Ile 00’ ekTHO-OpieHTOBaHa MOBa MpOrpaMyBaHHS, KA
BigHOCUTECA 10 C-momiOHnx MoB. CHHTAKCUC MOBH CXOXHH 3 cHHTakcrucoM MoB C++ Tta
Java [18]. C# Oyno po3poOieHO MiJ BIUIMBOM BKa3aHMX BUIIE MOB NPOrpaMyBaHHS 1
BBiOpana B ce0Oe JuIIe iX mepeBard Ta 0COOJUBOCTI, Pa30M 3 THM T030yJiach Maike Bij

yCiX MiHYCIB CBOiX nomnepeanukis[19].
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Yepes Te 1m0 y AKOCTI MOBH MIporpamyBaHHs Oyio ob6pano pymiit Unity Ta MOBY
nporpamyBaHHsi C# MOKHA BUIUIATH JBa OCHOBHUX MOMJIMBUX CEPEIOBHIINA PO3POOKH:

— Visual Studio Code;

— Sublime Text.

Visual Studio Code — pemakTop BHXITHOTO KOy, po3pobiieHuit Microsoft mis
Windows, Linux ta macOS[20].

Jlo ocobmuBOCTEH IHOTO PEIAKTOPY MOXHA BITHECTH:

— VS Code no3Bosisie po3poONSITH SK KOHCOJBHI JONMATKH, TaK 1 JOJATKH 3
rpadiyHuM iHTEepdeicoM, B TOMY YHUCIl 3 HiATpuMKor TexHojorii Windows Forms, a
TaKoX BeO-cailT, BeO-I0JaTKU, BEO-CIIyKOHU AK B PITHOMY, TaK 1 B KEPOBAHOMY KOJIax
JUTSL BCIX I1aTopMm;

— Yy penakTopi MPUCYTHI BOYJIOBaHUHN BINIAIUUK, IHCTPYMEHTH 11 podotu 3 Git 1
3acobu pedakTopuHra, Hapiraiii Mo KOJy, aBTOJOTOBHEHHS THIOBUX KOHCTPYKIIH 1
KOHTEKCTHHX M1JIKa30K;

— NpoAyKT miarpumye po3pooky misa miatgopm ASP.NET, Node.js Ta BBaxkaeTbcs
JIETKUM DIIIEHHSAM, SKE J03BOJIsI€ OOIWTHCS O€3 MOBHOTO I1HTErPOBAHOTO CEPEIOBHUIIA
PO3pOOKHU;

— BEJIMKUM TUTFOCOM PEJIaKTOpa € MiITPUMKA BEITUKOI KITBKOCTI MOB, TakuX sik C ++,
C #, Python, PHP, JavaScript ta inmmx|[21].

Sublime Text — ne 6araroruiaThopMOBH TEKCTOBHI PENAKTOP, PO3POOIICHUM IS
KOPUCTYBayiB, $IKI INIyKalOTh €QEKTUBHUI, aje MIHIMAIICTChKUI 1HCTPYMEHT st
penaryBaHHs kony. Pemaktop, 3BHYaliHO >K, MPOCTHUM, B SIKOMY BIJICYTHI TaHeml
IHCTPYMEHTIB a00 AiaioroBi BikHA[22].

Jlo mepeBar 11,0T0 pelakTopy KOy MOKHA BITHECTH:

— TEKCTOBUHM pPENaKTOp CTBOPEHM, 1100 J03BOJIUTU KIHIEBOMY KOPHCTYBAaueBi
JIETKO HaJlalITyBaTH MporpaMHe 3abe3nedyeHHss Ha cBid nan. Sublime no3Bossie
HaJaIlITOBYBaTh Oe3Niy (YyHKIINA, BKIIOYAIOYM: TPUB'SI3KU KJIABII, MEHIO, (parMeHTH,
Makpocu 1 6araro iHmmx. KpiM Toro, 3MiHIOITE 30BHILIHINA BUIJISI, HAJAIITYBaBIIA CBOI
TEeMH IS TOAATKY,

— Kpoc-TuiaTopMHa MATPUMKA - B PEIAKTOP1 TOCTYIMHA Ha OLIBIIIOCTI MOMIUPEHUX
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HACTUIBHUX KJI€HTIB, BKIoYaroun Windows, macOS 1 Linux;

— Sublime 3 BIAKPUTUM BHXITHAM KOJIOM, a TOMY IOBHICTIO O€3KOIITOBHUHU. AJe
BoaHouyac [I3 Takok MOXHA KynmuTH 3a OaxaHHsSM. BaxiuBo BiJI3HAYUTH, IO
OE3KOIITOBHA BEPCIs MPAIFOE TPOCTO BIAMIHHO;

— 3 pEAAKTOPOM, B MOKETE KOM(POPTHO MEPEMHUKATHCS MIXK PI3HUMH (aiiiaMu.

— MMPOCTOTA y BUKOPUCTAHHI PEAAKTOpPa MIIXOIUThH i OyJb-SIKOTO KOpHUCTyBauya,
HE3aJIC)KHO BiJ pIBHS HOTO JIOCBIY.

Jlnst ctBopeHHst cmpaitiB Oyae BukopuctaHo Adobe Illustrator. Is mporpama
BUKOPUCTOBYETHCS XYAOKHUKaAMU-UIIOCTpaTOpaMu JUisl CTBOpeHHsA BeO-rpadiku. Ha
BiiMiHy BiJ 3HameHutoro Adobe Photoshop, Illustrator mpamoe 3 BekTOpHUMHU
300paXeHHSIMH, @ HE PAaCTPOBUMHU. SIKIIO TOBOPUTH MPOCTUMHU CIIOBAMH, TO PacTpoBa
rpadika CTBOPIOETHCS 3a JOTIOMOTOI0 BEJIMKOI KUTBKOCTI MKCEIiB, KOXKEH 3 AKUX 30epirae
CBIi BiacHU# Komip. s noOynoBU BEKTOPHOI Ipadiki BUKOPHCTOBYIOTHCS MaT€MaTHYHI
dbopmynu, TOMY 300pakKeHHsI CKIAJA€ThCsl 3 MPUMITUBHUX T€OMETPUYHUX (PIiryp (koua,
JyTH, TPUKYTHUKH, TPSIMOKYTHHKH 1 1H1111) [23].

Takox 1 nporpama BxoauTh 10 koMmiiekcy Creative Cloud Bin Adobe, a e Hagae
KOPUCTYBA4€B1 JIOCTYII JIO KOJIEKI[li MPOrpaMHOTO 3a0e3MeUeHHs, 1110 BUKOPUCTOBYETHCS
st TpadivyHOTO JU3aiiHy, penaryBaHHS Bijeo, BeO-po3poOku, (ororpadii, a Takox
Habopy MOOUIBHMX [OJATKIB Ta JOJATKOBUX XMapHHUX cepBiciB. [[04aTKOBO MNpOEKTH
aBTopa 30epiraioTbcsi y XmapHomy cxoBuilli Adobe, ToO y pa3i BTpaTd JaHHX Ha
MEepCOHAILHOMY KOMIT'IOTEpI YW 3MiHI poOOYOro Micusg OyJe AOCTaTHHO IMiJKIFOYUTH
npodinb Adobe 1 mpooOBKUTH POOOTY O€3 3ynuHOK[24].

Takox AJi1 CTBOPEHHSI MOJEJIel OTOUEHHS Ta MEePCOHaXKIB 3aCTOCOBAHO MPOTrpaMHe
3a0e3nedeHHs JJisi CTBOPEHHS 1 penaryBaHHsi TpuBUMipHOi rpadiku — Blender. 3 ormsany
Ha BIJKPUTICTh BUXIJTHOTO KOJY, TOCTYIHICTh 1 (PYHKIIOHAJIBHICTh AKET OTPUMAB BUCOKY
MONYJISIPHICT, HE TUIBKU Cepej] MOYaTKIBIIB, a W cepell JOCBIIUYCHHX PO3POOHHUKIB. Y
MPOIIEC PO3BUTKY IMPOTpaMH ii 0OMParOTh Yy SAKOCTI poOOYOTO IHCTPYMEHTY JJisi OLIbII
CEpHO3HUX MPOEKTIB, 10 He nuBHO. Blender € mocuts nmoryxuum 3D pemaktopom, sSKuit
aKTUBHO PO3BHMBAETHCS. 3BUYAITHO, MOKM BIH HE MOXE 3Maratucs 3 MpodeciiHuMuU

nporpamamu mis 3D monemoBanHs. OJHAK HaBITH 3apa3 BiH ABJSIE COOOI0 BIAMIHHY
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albTepHATUBY JAOPOTHM JI0AAaTKaM 1 LIJIKOM BHUKOHYE TMOcTaBjeHl 3aBaaHHs. Blender - e
MpeKpacHU BapiaHT JJiA MOYaTKiBIIB B 3D MojentoBaHHi, a TAaKOX I TUX, XTO HE Ma€
HaMipy TMEepeTBOPIOBATH KOMIT'IOTEPHY Tpadiky B JHKEpEIo JT0XO0Ay 1 Ma€ HaMmip TBOPUTH
s cebe[25].

bepyuu 10 yBaru BuIle OmucaHi MporpamMu Ta ix mepeBaru HalKpamyM pymieM s
CTBOPEHHS MPOAYKTY € BUKopucTaHHs Unity i3 3aCTOCYBaHHSM MOBU IporpamyBaHHs CH#.
Po3pobka mporpamuoro xoay Oyae BinOyBatucs y cepenosuii Visual Studio Code. dns
CTBOPEHHS crpaiiTiB Oynie Bukopuctana rporpama Adobe Illustrator, a ais ctBopenns 3D
Mojzenieil cueHu Ta nepcoHaxiB Oyne Bukopuctano Blender. KopoTkuii mopiBHAIBHUIN

aHai3 00paHOTO MPOrPaMHOTO 3a0e3MeueHHs HaBeeHOo B TabuIli 2.1.

Tabmuns 2.1 — TNOpIBHANBHUN aHai3 MNPOTPaAMHUX MPOAYKTIB IS PO3POOKH

MOOUIBHOTO JTOJATKY.

) BapianTn
Kareropisn BucHoBok
nporpam
. Unity, Unreal Unity kpaiiie maxoauTh JIsl CTBOPEHHS MOOITEHUX
IrpoBnii pymnu ) . .
Engine ITPOBHX J0JATKIB.
Mogsa .
C# IrpoBuii pymiiyi BU3BHaYMB MOBY ITPOIPaMyBaHHS
porpaMyBaHHs
Cepenonuiiie _
. Sublime Text, | VS Code kpaiie npaigroe 3 MOBOIO mporpamyBanus C#,
PO3pOOKH : : o :
Visual Studio | amke okpiM Bi3yaJabHOTO BH/IIJICHHS CHHTAKCHUCY MOXE
MPOTPamMHOTO _
Code nepeadavaT MpocTi KOHCTPYKILi|
KOy
CtBOpeHHS Adobe Jly>xe ToTy»KHa mporpama Jijist poOOTH 3 BEKTOPHOIO
CIIPAMTIB Illustrator rpadikoro 3 BEIMKOIO CHiJTLHOTOI KOPUCTYBAYiB
[Iporpama sika MICTUTH OCHOBHI HEOOX1/THI
CrBopenns 3D .
Blender THCTpYMEHTH TSl cTBOpeHHs 3D Mojernei, He
MoJeJen _
BUMOIJIMBA JI0 PECYPCIB KOMII IOTEpa
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3 INPOEKTYBAHHSA 1OJATKY

3.1 CrpykrypHO-QyHKIiOHAIbHE MO/IeJIIOBAHHS NpPoIecy

Jns BimoOpaxkeHHs (yHKIIIOHYBaHHS (PYHKIIIOHAJIBHOI CUCTEMHU BUKOPHCTOBYIOTh
metososorio IDEFO. Leit cioci6 g03Bosie BiZOOPa3UTH SIK MPALIOE CUCTEMA, TTPH [IbOMY
3aBISAKU TpadiyHOMY BITOOpaKeHHIO i1H(OpMAIlI0 BOHA HE MNOTpedye BUKOPUCTAHHS
BEJIMKOI KUJIBKOCTI CJIIB Ta BCE OJTHO € YK€ 3PO3yMIJIOI0 B OIMKCI JIOTIYHHUX B3a€MO3B’SI3KIB
MK poOotamu. Cam mpoiec MOOYJOBH JiarpaM Ma€ 4YiTKI PaMKH SKUX MOTPIOHO
norpumyBatuca[26]. Ha puc. 3.1 300paxkeno ocHoBHuii 050k «IIporec KopucTyBaHHS

MOOUTFHUM ITPOBUM JI0JAaTKOM «Space Invasiony.

JSED AT AUTHOR: Copra MNapoomeo DATE 16 11 200 WORKNG READER JATE | CONTEXT

PROECT KopmcTyBassn Wolimeis DOAATIOM REV. 2811202 DRAFT
RECOMMENDED TOP
NOTES 123456788 % PUBLICATION
Touka 3opy: KopuctyBay MOGINLHOTO A0AATKY |  jrpoai Mpasuna
Line: Onuc npouecy B3aeMoAli 3 40AaTKOM S MeXaHiKu ¢ L

BaaHHs rpatu y rpy

"Space Invasion” lpoyec KopCTyBaHHs
MOBINEHUM IrpoBUM T >

Aoaarkom "Space Invasion” “

36epe>KeHH9'

L, I T 0 pe3ynsTaris
‘ irpoBoI cecil
MobinbHuin
irpoBui AoaaTok MpucTpii
"Space ANK rpu
Invasion™ \
WOOE ME Mpoyec KOPUCTYBaHHR MOBINbHUM irpoBitM gogaTkom "Space NUMBER
A-0 Invasion”

Pucynok 3.1 — OcHoBnuii 6110k «lIporec kopucTyBaHHSI MOOUTBHUM ITPOBUM JIOAATKOM

«Space Invasion»

Ha pucynky BugHO Ha3By ToJIOBHOTO Onoky miarpamu. CTpigka sika BXOAUTH B
HBOT'O 3 JIIBOro OOKy II€ MOYaTKOBI AaHl sIKi MOTPiOHI Ajig poOoTu. BUXigHI CTPUIKH 3

paBoro OOKY — 1€ BUXI1/IHI JIaH1 K1 OTPUMaHI B pe3yibTaTi poOOTH.
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Crpinku «IrpoBi mexanikm» Ta «[IpaBuna rpu» 1e mabIOHU SIKI KOHTPOJIOIOTH
Mexi pobotu cucremu. Ilpu 1bOMy CTpiika sKa BXOAWTh B HIDKHIO CTOPOHY
NpSMOKYTHUKA 17 Ha3Bolo «MoOutbHuN AonaTtok «Space Invasion» ta «Ilpuctpiit ans
rpu» 11€ MEXaHi3M. 3aBJsK1 HbOMY KOPHCTYBa4 3aIlyCKa€ TPy Ta B3aEMOJIE 3 HEIO.

TakuM YMHOM 3a7a0ThCS OCHOBHI MapaMeTpu MHpoIlecy, WOro BXOAU Ta BUXOJU.

Anle 1e TUIbKH 3arajibHa cXeMma B3aeMOli 3 CHUCTEMOI0 B IIIJIOMYy, IPH ILIbOMY BOHa

ninsaThes Ha etanu. Ha puc. 3.2 300pakeH0 HACTYITHUN PiBEHb POOIT.

USEDAT  |AUTHOR: Ceprin Mapxomesmo DATE: 16.11 2020 Il worKnG READER DATE | CONTEXT
PROJECT Kopwerysans moGinnts A04amkom REV. 28 11.2020 |DRAFT
| RECOMMENDED Tl

NOTES 12345678810 JEPIJHHI]ADON AL

IrpoBi Mpasuna

MexaHixu - . \ rpu

3asaHTaKeHHA
MEHIO nouaTky ’Sgsaurax(enna
JoBpaHoro
"
Baarhsa P | 1"' pigHs 30epeneHns
rpati y rpy ll E L 4 Pedynoraris
"Space R / irpoBol cecil
Sey i : . " >
_nvasion” | QOaswaifomneHHsia | | | Osnasiomnensis ¥ lpava
FONOBHUM MeHIO | 3 irpOBUMM PIBHAMM | obpaHomy pigHi
07 o |

MoBinsHuin

IrpoBvA

AocaarToK [ MpwucTpin

Space ANgA Py

Invasion"

MO0k TME [poyec kopucTyeaHHA MODBINLHUM irpoBuM goaaTkom "Space |MMBER
A0 Invasion" ]

Pucynox 3.2 — JlekoMImo3uilisi IepuIoro piBHs roJIOBHOTO OJIOKY CUCTEMU

Jexomno3uiiist Oyab SKOTO OJOKY JiarpaMu JI03BOJISIE ACTATIbHIIIE OMUCATH 3B’ SI3KU
BUKOHaHHS poOiIT B cuctemi. [IpuitHsTHOO € 3-4 G10KM TeKOMIMO3uIlii, He OuTbIe 6. Ko
KUTBKICTh OJIOKIB O1JIBINE 11€ OJTHOYACHO, 1 IEPEHABAHTAXKYE JllarpaMy BEIMKOI KUIHKICTIO

iH(dopMmartii, 1 03HaYae, 0 CKOPIIIT 32 BCE, € MPOIECH K1 MOXKHA JCKOMIIO3yBaTH Ha OJIOKU
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HIOK4Oro piBHsA. Ha cxemi neranbHO 300pakeHO Ha SKOMY e€Tami SIKI YIpaBisiiodi

€JIEMEHTH 1 SIKI MEXaH13MH 3aTy4€HO.
Tak a1 MOYaTKOBO1 B3a€MOJIIi 3 MOOITBHUM JIOJaTKOM MOTPIOHO O3HAHOMHUTHUCH 3

TOJIOBHUM MEHIO MOOIJTBHOTO OJATKY, MPU IIbOMY HOT0 300pakeHo Ha puc. 3.3.

[USEDAT  [AUTHOR Ceprifi Mapowero DaTE: 16.11 2020 [l workinG READER DATE | CONTEXT
|PROVECT Kopucrysanna woGonnssm aofamon REV: 0212 2020 DRAFT -
RECOMMENDED - ]
INOTES 12345678910 PUBLICATION A
ﬂpaa“na ren |prBi MEXAMIKM
FpOBUA piBeHs
JasaHTaKEHHA [oBparo
MEHIO noNaTxy rpu ! + v | 3asaHTanKeHHs
7 e 4 4 ofpawnoro
o Mepemsaycix || | Mepernsanonepepnsol i ° 3anyck obpaoro pis‘::
ADCTYNHUX piBHiE |- IHopMauii npo irposHit / Irposoro pisHA .
1 pleeHs ! ANS 1PK
07 th : :
? 2 G [ 9? " z 0? 3
Lual pigHi
338aHTANEHO!
MobinbHuit irposuA
goaarok "Space
Invasion®
MpwcTpilt ana rpu
NOOE fme O3HaHOMNEHHRA 3 IfPOBMMI PIBHAMM HhIMESK
A2 —

Pucynox 3.3 — Jlekommo3uiiisi 650Ky «O3HaHOMIICHHS 3 iITPOBUMHU PiBHSIME

Baxxnuoro yactunoro nodyaosu IDEF0 niarpamu € BU3HaYeHHS ii METU Ta TOYKH

MPOIIECIB MOXKE BUTJISAATH 10 pizHOMY. B3arasni pekoMeHA0BaHO CTBOPIOBATH JIB1 HOTAIlli,

mepiia OMUCY€E TIPOIECH «SIK BOHU €», Jpyra «siK TOBHHHA OyTw». J[Is CTBOpEHHs
MIEPIIIOTO TUITY HOTAIII1 MPOBOASTH IHTEPB 10 3 0COOAMHU SIK1 BIMOBIJAIBHI 32 pOOOTH, 1100

Kpallle iX 3pO3yMiITH 1 MpaBWwIbHO omucartu. Jlpyra HoTalis Ja€ 3MOTy ONTHUMI3yBaTH Ta

MOKPAIIUTH iICHYIOUI mporiecu[27].



USEDAT  [AUTHOR Ceprnd Mapxoweneo oAt 16 11 2020 [l woRkG READER DATE | CONTEXT
PROVECT  Kopuotynamea Mofirmium nogamon REV: 02122020 DRAFT
RECOMMENDED e
NOTES 123456788 % PUELICATION A2
™ MexaHI
Irposi piani
33BAHTANEHO OssiafomnenHa Is
*1 saranshoio indopuayiero -
npo irpeeni piseHb |
MoSinsHui Irposwa
Rogarok “Space
Invasion® J
: - Mpuctplin
ANA rpm
|
NODE TME  [lepernag nonepesHsol iHpopMaLy Npo irpoBuil pisexs | MWMEER
A22 —
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Pucynok 3.4 — Jlekomno3sutiis 010ky «llepernsn nonepenHboi iHGopmariii npo irpoBui

MoBinsHui

piBEHBY
USEDAT | AUTHOR. Cepn Maprowemo oATE 1 11 2020 [ oRxnG READER DATE | CONTEXT.
FPROUECT Kopectyssan wolinesm Sosamon REV 02122020 DRAFT
RECOMMENDED O -
NOTES 12345678010 PLBLICATION A
Irposi 1 Mpasuna
Mexanins fpu
¥posmi Cumepn:
nepcoHax :
OYXAETCS e
nepcosay I6epexers
SananTaxersn > / resynb:g
0Bpanoro pisR " Awanis irposoro ” rposol
—_— OTOMEHHE ANA NPUANRTTS | Osmaiomnesss 3
nopanswimx piwens | PeIYNLTATOM IpH

/ NpwcTpin
irpoew? gogaTox ANA it
*Space Invasion® |
NODE TME I paHa o&my m NUMEER
A3 —

Pucynok 3.5 — Jlekomno3utiist 610ky «I'pa Ha 0OpaHOMY piBHI»
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3.2 MopenoBaHHS BapiaHTiB BUKOPUCTAHHS

Bizyanene wMogemoBanHs B UML MoxHa TmpeACcTaBUTH SIK IEBHUNM IPOIEC
MOPIBHEBOTO CITYCKY BiJ HAaHOUIBII 3araibHOl 1 a0CTPAKTHOI MOJEIi BUXITHOI CUCTEMH 10
JOTIYHOI, a MOTIM 1 70 (i3MyHOT MOJENI BIAMOBIMHOI TporpamMHoi cuctemu. J[is
JOCSTHEHHS IUX IJIeH crodyaTtky OyayeTbecst Mojelb y (opMi jJiarpamMyd BapiaHTiB
BUKOpUCTaHHA (use case diagram), sika ommcye (PyHKI[IOHAIbHE MPU3HAYCHHS CHUCTEMU
a0o, I1HIIMMH CJOBaMHM, Te€, IO cHcTeMa Oyae poOUTH B TIPOIECi CBOTO
¢byHKkmionyBaHH:[28].

Cyts paHOi pmiarpaMu TIOJIATa€ B HACTYITHOMY: TIPOEKTOBaHAa CHCTEMa
MIPEACTABIISIETHCS Y BUTIISI O€371141 CYyTHOCTEH a00 aKTOpIB, 110 B3aEMO/IIIOTh 3 CUCTEMOIO
3a JIOMOMOTOI0 TaK 3BaHUX BapiaHTIB BUKOpHUCTAaHHS. IIpu mpoMy akTopom abo 1iOBOIO
0CO00I0 HA3MBAETHCS OyJib-Ka CYTHICTh, III0 B3a€EMOJII€ 3 CHUCTEMOIO 330BHI. lle moxke
OyTH JIOJIMHA, TEXHIYHUN TPHUCTpid abo mporpama, SKi MOXYTh CIYKUTH JIKEPEIOM
BIUTMBY Ha CUCTEMY, IIIO MOJICITIOETHCS, TaK, SIK BU3HAYHTH CaM pO3POOHHK. Y CBOIO Yepry,
BaplaHT BUKOPHUCTaHHS (Use case) CIYKUThb IS OINHCY CEpBICIB, AKI CHCTEMa HaJae
aKTopy.

VY HammoMy BHUTIAIKy CUCTEMA MICTUTh HACTYITHUX aKTOPIB:

— I'paBenb: ocoba sika 3amyckae MOOUIBHHM ITPOBHM JOJATOK Ha CBOEMY
MPUCTPOI KU BIANOBIAAE TEXHIYHUM XapaKTEPUCTUKAM JJIS LbOTO;

— Bopor: nepconax sSkuii KepyeThCsi IrPOBUM JI0JIATKOM, BUCTYTIA€ CYTIEPHUKOM

['paBis mig yac IPOXOJKEHHS PIBHS.



lpaeeus

MobBineHWi irposwid gogaTok
"Space Invasion”

1 BuBip irposoro
piBHA

=<|ncludes==

2 MNpoxogHeHHRA
piBHsA

¢
o

l‘
=<|nclude==

3 3bepemeHHA
eayneTaTy cecil

<<|nclude==>

-

4 3miHa
HanawTysaHb

nopaTtky

Pucynok 3.6 — niarpama BapiaHTIB BUKOPUCTAHHS

Bopor
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4 PEAJIIBAIIA IHTEPAKTUBHOI'O TOJATKA

4.1 HanamryBaHHs iHTep(eiicy roJIOBHOr0 MEHIO

CnoyaTky aJi1 CTBOPEHHS A0JATKy B irpoBoMy pyurii Unity Oynia BU3HaAYeHa MOBa
MporpamMyBaHHS MIPOLIETyp IrPOBOTO CIieHapiro. J{ami mig 9ac CTBOPEHHS ITPOBOTO JOIATKY
OyJ10 HajamToBaHi 0a30B1 HaJAIITYBaHHS MPOeKTy. B mabnonax o6pano tun rpu gk 3D,
BKa3aHO Ha3By NPOEKTy Ta po3TallyBaHHA MHoro ¢aiiniB. Yci omnuMcaHi BHIIE

HAJIAIITYBAaHHS Yy BIKHI CTBOPEHHS MIPOEKTY HaBe/eHI Ha puc. 4.1.

Space Invasion

ChGames\Space Invasion

Pucynox 4.1 — HanamtyBaHHsI TOYaTKOBUX MMapaMEeTPiB MPOCKTY

CueHa, sika CTBOpEHA MicJis CTBOPEHHS MPOEKTY, OyJia BAKOPHUCTaHa AJis TOJIOBHOTO

MEHIO. 3apa3 BOHa Ma€ BUIJIAJ SIK IOKa3aHOo Ha puc. 4.2.
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[ ten Aets Gemattart Corpenert Woncew g

Pucynok 4.2 — Bikno npoekty Unity miciasi TBOpEHHS HOBOI CLIEHU

s mouaTky OyJ0 HajalmTOBaHO Kamepy, sika B1IOOpakye TrpaBlieBl HEOOXiAHI
KHOIIKM, TIANUCH Ta 1HWI 3aco0u iHtepdericy. g uporo g0 komrnonenty (Component)
Main Camera, SKUii CTBOPEHHI aBTOMaTU4YHO, JoJaHo 00’ekT Canvas 3 rpynu Ul ta nis
Hboro y kommnoHeHti Canvas oopano RenderMode - Space Screen Camera Tta 006paHo
Kamepy M€l CIEHHU.

Jam 3minero Ha3By Canvas Ha Ul, Ta nogano g0 aporo tpu GameObject y skux
ctBopeHo 1o 00’ekty Tuny Panel. Ha3sBa y uux 00°ekTiB BkazaHa MainMenu,
SettingMenu, SelectLevelMenu. Takox nmns Ul momano omun o6’exkt GameObject 3
Ha3Bor Sound Ta B HhOMY cTBOpeHO JBa AudioSource 3 HazBamu Background Music Ta
GameSounds, 11e KoHTpoJiepu sl 3BYKiB rpu. OcTaHHIM 00’€kTOoM OyJIo J0/1aHO
komrioHeHT EventSystem 3 rpynu Ul, BiH BifgnoBigae 3a 00poOKy HaTHCKaHb Ha KHOTIKU

MeH10. Ha npoMy eTamni iepapxisi MEHIO Ma€ BUTJISA SIK Ha puc. 4.3.
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< Menu*

hain Camera

Ff Event

Pucynok 4.3 — 300paxenns naneni iepapxii (Hierarchy) Ha nboMy erami npoekrty

HactynmHum kpokoM OyJio CTBOpPEHO 1HTEp(EHCH TEKCTY Ta KHOMIOK JUIsl IUX TPyI
MeHto. J{ns modatky npomane (OHOBE 300paKeHHs TOJOBHOTO MEHIO, ISl IbOTO
3aBaHTaKCHE 300pa)kKeHHS 3 IHTEPHETY Ta JojaHe y KomrmoHeHTi Image 06’ekta Panel.
Takoxx no Panel gomano nBa o0'ektu Text Ta Tpu Button. YV nepmomy o06’ekti Text
BKa3aHO Ha3By Ipu — Space Invasion, y apyroMy Ha3By MOTOYHOTO MEHIO — «MEHIOM.
Ha3By Button Takox HOBa, JiJIsl IbOTO MOTPIOHO 3HANTH BKJIAJIEHUN B HUX 00’ €KT TEKCT Ta
BKa3aTu HOBY Ha3By: «llouatok rpu», «HanamryBanusy, «Buxiay.

Takox panime cTBOpeHlI 00’€KTH OyJl0 pO3TalIOBAaHO Ha TOJIOBHOMY MEHIO
BIJIMOBIJIHO JI0 CBOiX MicCIlb, 3poOuTh 11¢ y kommnoHeHTi Rect Transform 3mintoroun
napametpu Pos X, Pos Y ta Anchor Presets. Ha3zBy rpu 3BepXy mo LEHTPY, HUKYE Ha3BY
MEHIO 1 TIOTIM KHOTKH. Jl0JIaTKOBO /10 MPOEKTY J0JIaHO He cTaHAapTHi mpudtu. s
jorotuny ue wpudt 3 Ha3Boro Lkdown, mis inmoro tekcty Clickuper, ix 3aBaHTa)ke€HO Ha
MPUCTPIA Ta JO0JaHO MHIIKOK y BiKHO Project. Unity aBTOMaTH4HO ompalfoBaB ix Ta
MIATOTYBaB Il poOOTH. TakoX 3MIHEHO CTaHIapTHE OPOPMIICHHSI TEKCTY, HOTO pO3MIp,
CTWJIb Ta BUPIBHIOBaHHs. [ 1boro oOpaHo ctBopeHi 00’ektu Text Ta y BikH1 Inspector
3MiHEHO MapameTpu KoMmrnoHeHTy Text. Ha mpomy eTami po3poOKu MEHIO Ma€ HACTYITHUN
BUTJIA, SK 300paxkeHo Ha puc. 4.4. ITlapameTpu TEeKCTy Ha3BH Tpu Ta OGOPMIICHHS

KHOIIOK 300pa)keHo Ha puc. 4.5.



Pucynox 4.4 — 306paxenHs iHTepdericy roJOBHOIO MEHIO Ha TOTOYHOMY €Tarli

enacto A Maviagtio
© Inspector Mavigation Py —— 2 Navi

v  Brand t # Text

w
Tag Untagged * Layer Ul ag Untagged

- - -
e Rect Transform 5 : e Rect Transform

(®] Canvas Renderer

Lol Canvas Renderer
v Text LA B - Text

ext

Space Invasion

Character
Font
Font Style
Fant Size
Line Spacing
Rich Text

Paragraph
Alignment

i - Wrap

Align By Geometry L
) ) _ Truncate

Horizontal Owverflo

Vertical Overflow  Truncate

Best Fit

~ el al
Color I -

Material Mone (Material)

Raycast Target «

Maskable o Add Componant

Pucynox 4.5 — [TapameTpu TeKcTy 715t HA3BU TpH (3711Ba) Ta KHOTOK (CIpaBa)
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Jlami ctBopeHo iHTepdeiic as menro HanamryBanus. /[ 11p0ro mpuxoBaHO 00’ €KT
MainMenu, matuckanusMm Ha checkbox y BikHi Inspector, mopy4 3 Ha3Bor 00’ ekty. [lami
y Panel momano Tpu TekcroBux mois (HasBa mpoekTty, Mignmuc 10 Ciaiaepy KepyBaHHS
TYYHICTIO 3BYKIB y T'pl, Ta MIANUC AJI1 KEPYBaHHSA TYYHICTIO MY3WKH y Tpi), nBa Ui ->
Slider Ta xHOMNKY 3 mianucoMm «Hazam» 1151 moOBEpHEHHS 10 TOJIOBHOTO MeHI0. [Ticis 1poro
PO3MIIIICHO €JIeMEHTH Ha iHTepdeici Ta BKa3aHO I HUX SKOp1 MpuB’s3ku (Anchor
Presets). 3oBuimmHii Burisa BikHa Hierarchy Ta camoro intepdelicy Ha mpomy eTami

MpEeJICTaBICHO Ha puc. 4.6

Pucynox 4.6 — 3oBHiHIN BUTIIsA IepeBa MeHI0 «HamamryBanHs»

OctanHiM 1HTEep(dEecoM 1i€i CLIEHH HAJAIITOBAaHO BIKHO BHOOpY IFPOBOTO PiBHSL.
Jlist boro 3pobiieHo komito 00’ekTy SettingMenu Ta #oro BHAO3MIHEHO: Ha3BY I'pH Ta
kHOMKYy «Hazamy zammmmnu 6e3 3MiH, a JoJaldu eJeMEHTH 1HTepdeiicy s BUOOpY
IrpOBOTO PiBHSA, B1I0OPa)KEHHS PE3YNbTATY iX MPOXOKEHHS 1 MIAMUC MOTOYHOI'O MEHIO.

Jlnst BimoOpakeHHs irpOBOTO PiBHS Ta MOro nerajneit poganu Image miis KapTUHKU
irpoBoro piBHs, Image Tta Text a1 BigoOpakeHHsS Kpalloro 4acy MpPOXOJKEHHS PiBHS,
Text nist BimoOpaskeHHS KpaIioro pe3yabTaTy 0aliB 3a MpoXOKEeHHS piBHSA Ta Button ms
3ammycKy 0a)xaHoTro piBHS.

Knomnku 1151 3anycKy piBHsI KOMiHOBaHO 3 KHOMKU «Hazam Ta 3MiHEHO iX MiANKUC Ha

Ha3By ITPOBUX PiBHIB, 300paXEHHS PiBHS JOJAHO y MPOEKT IMICI 3aBaHTAKEHHS HOTO 3
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iHTepHetry. Ilim 300pa’keHHSIM IrpOBOTO PIBHSA pO3TAIIOBAHO 300paXK€HHS 1KOHKHU
TOJMHHHUKA Yy paHime aogaHomy Image ans mporo. TexcToBe mose uis 3HAYEHHS 4Yacy
pO3TalllyBajy 3 JIBOTr0 OOKY, a 3 1HIIOT0 OOKY JI0JJaHO TEKCTOBE IOJIe JIJIsl 3HAaYEHHS OaTiB
3a IrPOBUH PiBEHbD.

OcTaHHIM €JIEMEHTOM pO3TAlllOBAaHO KHOMKY JuIsl 3amycky piBHsA. [licis
HaJIallITyBaHHS TEKCTYy, pO3TalllyBaHHS BCIX €JIEMEHTIB Ta 300pakKeHb paHille IoAaHi
€JIEeMEHTH O00’€JIHAaHO MiJ OJHKUM OO ’€KTOM 3 Ha3BOIO irpoBoro piBHA. Ha mpomy etami

iHTepdeiic a1 BUOOpY IrpOBUX PIBHIB Ma€ pe3yJbTaT IKUM 300pakeHo Ha puc. 4.7.

v

¥ sSrFace inwasian
,J

IrpoBi piBHI

Pucynok 4.7 — Pe3ynbTar HanamTyBaHHs BiIKkHa BUOOPY ITPOBUX PIBHIB

Takox eneMeHTH BHOOpY irpoBoro piBHs JoxaHo y Prefab mpoekty. Prefab -
0COOJIMBHI THUII aceTiB, 1110 103BoJsie 30epiratu Becb GameObject 3 yciMa KOMIIOHEHTaMU
Ta 3HAYCHHSIMHU BlacTuBOcTed. Prefab Bucrtymae y pomi mabnoHy Juisi CTBOPEHHS
eK3eMIUISIpIB  30epiraemMoro o00'ekty B creHl. byab-siki 3minu B Prefab Heraiino
B1JI00pa)KalOTHCS 1 HAa BCIX MOTO KOMIsX, MPU IIbOMY MOHA TIEPEBU3HAYATH KOMITOHEHTH 1
HaJIAIITYBAHHS JJIs1 KOXKHOTO eK3eMIuIsipa okpemo [29].

[I{o6 ctBOpuTH Prefab mocraTHbO CTBOPUTH KaTajor JJii HUX Y MPOEKTi, MOTIM
HATUCHYBIIH JIIBY KHONKY MUII nepeTsruytu notpionuii GameObject 3 BikHa Hierarchy
CTBOpPEHHUN KaTajor mpoekty, pemty Unity 3poOuth camoctiiiHo. CtBopeHuit Prefab

B1100pakeHo Ha puc. 4.8.
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7 SPFaCce Inwasian
- "

IrpoBi piBHi

-

Pucynok 4.8 — Prefab inTepdeiicy Bubopy 1rpoBoro piBHs

[lomanbma po3poOka IrpoBOro MOJATKy TOJATAE y CTBOPEHHI CKPWITIB IS
KOpEKTHO1 poboTu iHTepdeiicy. 3riguo 3 qokyMenTalii Unity moBeiHKa IrpOBUX 00'€KTIB
KOHTPOJIOETHCS 3a JOTIOMOTOI0 KOMIIOHEHTIB, SIKI MPUEIHYIOThCS 10 HUX. Unity 103BoJIsIE
CTBOPIOBAaTH CBOi KOMIIOHEHTH, BHUKOPHUCTOBYIOUM CKpUNTH. BOHU J03BOJISIOTH
aKTUBYBATH 1TPOBI MO/I11, 3SMIHIOBATH MMapaMeTPU KOMITIOHEHTIB, 1 BIJIMOBIIATH HA BBEICHHS
KOPHCTYBaya SIKMM 3aBroiHo criocodom [30].

JIist moYaTKy HaJlallTOBAaHO TIEPEMHUKaHHS BIKOH 1HTepdeicy momatky. st mporo
Ha KHOIIKaX TOJIOBHOTO MEHIO JOJaHO (YHKIIIIO I ONpAIFOBaHHS HATHCKAHHS Ha
BIIMOBIHY KHOMKY. Ile 3po0ieHo 3aBasku mepeMilleHHI0 KHONKHM StartButton 3 BikHa
iepapxii y moTiM y BikHO Inspector, y wactuny OnClick(). Jlam momano, mig Hamucom
Runtime Only, o06’ekt w™enwo SelectLevelMenu, mnotiMm oOpaHo mopy4 (yHKIIIIO
GameObject — SetActive(bool) Ta mo3HaueHO aKTHUBHOIO MMO3HA4YKOK checkbox skwmii

3’aBUBCA Nopydy. Pe3ynbrar nux aiil BigoOpakeHo Ha puc. 4.9.
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F—: +* Image
# + Button
o
Coaolor Tint

Automatic

Visualize

Runtime On=  Gé

Pucynox 4.9 — HanamryBanHs (PyHKIII1 3MIHH BIKOH 1HTEp(EICY TOJOBHOTO MEHIO

[Ticnst 1ux a1¥ 3amymieHo 1rpoBUid J0JIaTOK Ta MEPEeBIPEHO, 110 MPU HATUCKAHHI HA
kHOIKY «[loyaTtu rpy», BimoOpaxaeTbcsi BIKHO BUOOPY ITPOBHX PIBHIB, aje HOMY 3aBa)kae
iHTepdeiic ronoBHOro MeHto. s toro, mob me BunpaButu y KHOmky StartButton, sk i
MOMNEPEIHBOTO pasy, AojgaHo (yHKi0 SetActive, ane Bxe s 00'ekty MainMenu, 3 He
aKTUBHOIO BiIMITKOIO checkbox. TakuM unHOM Mpu HATUCKAaHHI HAa KHOMNIKY «IloyaTu rpy»
MIPUXOBAa€ €JIeMEHTH 1HTep(elicy TOJOBHOTO MEHIO, Ta BioOpa3uth iHTepdeiic MeHo
BUOOPY IrpOBUX PIBHIB.

Takum camuM crocoOoM HajamToBaHO KHOMKY «Haszam» B iHTepdeiici BUOOpY
irpoBux piBHIB, ane Bxke checkbox mo3naueHo HaBmaku, 1mo0O MPUXOBYBATH iHTEpQEic
BUOOpPY PpIBHIB Ta BIIOOPAa3sUTH KHONKUA TOJIOBHOTO MeHI0. HanamrtyBaHHS KHOMNKH

«Hazany 300paxeno Ha puc. 4.10.
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O Inspector 4 Mavigatio

Fj‘l + ExitButton

Tag * Layer Ul

Rect Transform
Canvas Renderer

s lmage

Color Tint

E ExitButton (Image)

Colar Multiplier
Fade Duration 0.1
Mavigation Alutomatic
Yisualize
On Click ()
Runtime Only GameObject.Sethctive

SelectLevelMenu

Runtime Only GameObject.Se

Mainkdenu @ v

Pucynok 4.10 — HanamryBanHst pyHKI1i TOBEPHEHHS O FOJIOBHOTO MEHIO

AHaNOTIYHUM YMHOM HaJlallTOBaHO KHOMKH SettingButton B 00’exTi MainMenu Ta
kHonKy «Hazam» y 00’ekti SettingMenu. Ilicist Takoro HamamTyBaHHS HaTHUCKAaHHS Ha
KHONIKY «HanamTyBaHHS» y TOJOBHOMY MEHIO, BIIKpPHE BIKHO HAaJaIITyBaHb IrPOBOTO
J0JaTKa, Y IKOMY HaTUCKaHHs Ha KHONKY «Ha3am» noBepHe rpaBlis y FOJIOBHE MEHIO.

Ham y o0’exti SettingMenu HanamtoBaHo po0oty enementy Slider ans 3miHu
IYYHOCTI IrPOBUX 3BYKIB Ta ()oHOBOI My3uku. [[nst mporo y BikHI mpoekTy B Unity
cTBopeHo KaTtaior Sound [uist MaitOyTHIX 3BYKIB. Y IIbOMY KaTajo3l 4yepe3 HaTUCKaHHS Ha
npaBy kHonky wMuini Ta BuOip Create — AudioMixer CTBOpPEHO ayAio 3MilIyBady.
AudioMixer B Unity 103BoJisi€ 3MilllyBaTH Pi3H1 JpKepena 3BYKYy, 3aCTOCOBYBATH J0 HUX

eeKTH Ta BUKOHYBaTH MacTepuHr [31].
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Y 1upoMy mpoeKTi CTBOpeHO nBa eneMeHTH 3 HazBamu GameSounds i
SoundtrackSetting. [lng ix HamamTyBaHHA BOHU BIJKPHUTI HATHCKAHHSM JIBa pa3u JiBOi
kHomku mwuii. [loTiM HaTucHyTO Ha Mikmiep Master 1 y BikHI Inspector Ha mapameTpi
Volume o6pano «Expose ‘Volume of (Master)’to script» sk Ha pucynky 4.11

HaTUCKaHHAM HpaBO.l. KHOITKY MHUIIII.

Expose Volume (of Master) 10 script

Linesr Snapshat Trarston

Semcothatep Seepibot Transtion

Sapiared Smagshat Transhon
SquereRost Snapahet Tramiton
Enchwalitant Snppthes Tranution

SrickmalEnd Soapshot Transition

Pucynox 4.11 — Hamanus ckpuntam JI0CTYIy A0 MIKIIEPY TYYHOCTI.

[Ticns pOro y mpaBoMy BEPXHBOMY BIKHI (paiiiliB MPOEKTY 3 SBUBCS MapameTp y
cnucky Exposed Parameters st toctymy 10 HbOro ckpuntam. Jlaai 3MiHEHO mapameTpy y
KOXXHOTO  Mikmiepa. Jlmsg  HajmamTyBaHHS — ITPOBUX  3BYKIB  BKa3aHO  Ha3By
gameSoundVolume, a mns 3MiHM Ty4HOCTI (oHOBOI My3ukm — SoundtrackVolume.

HanamryBanns nmux nmapameTpiB 300pakeHo Ha puc. 4.12.
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Pucynok 4.12 — 3mina Ha3BM mapaMeTpiB I'y4YHOCTI AJI MIKIIEPIB 3BYKY

Mikiiepu Juisi 3ByKy HaJIallITOBaH1, TOMY CTBOPEHO BJIACHUM CKpUNT MOBOIO C# st
3MIHU MapaMeTpiB claijepy Ta 30epiraHHs 3HaUY€HHS PIBHS T'y4HOCTI 3BYKIB y Tpi. Jis
IIbOTO CTBOPEHO Katayior Scripts y (hailyiax mpoekTy, y 1IbOMY KaTajio3l CTBOPEHO HOBHUM
kaTasor 3 Ha3Boro SoundScript. [Ticist iboro ctBopeno aBa ckpuntH (Create — C# Script) 3
HazBamu GameSoundsSetting Ta GameSoundtrackSetting, iX moBHMII TporpamMHUil KOJ
HaBEJIEHO Yy no/aTKy b.

[licnss cTBOpEeHHS CKPUMNTIB iX JOJAHO JO BIANMOBIIHUX CJaljepiB Ta OOpaHO y
napaMmeTrpax ckpunty HeoOximHuii AudioMixer Ta cnaigep. Ilapamerpu cnaiinepy 3

HEOOXITHUMHU CKPUIITaMU 300pakeHo Ha puc. 4.13.

O Inspector & Na tio 5 i@ Inspector 4 Mavigation
+  SoundSlider St <A« MusicSlider
Tag - Layer o] Tag - Layer Ul
-~ Rect Transform W+ o Rect Transform

W

& v Slider 7= o™ ~ Slider 9

Game Sounds Setting (Script) T Game Soundtrack Setting (Script) @ -

Add Component Add Component

Pucynok 4.13 — HanamryBanHs napaMmeTpiB claiiepiB I'y4YHOCTI 3BYKIB IOAATKY
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Jlnst BukOoHaHHS CKpunNTiB y KommoHeHTi Slider, y tpurepi OnValueChanged
(Single), Bka3aHO MOCWIIaHHS Ha IOTPIOHUH claiiiep Ta BUKJIMKAHO METOJ 3 BiJIITOBITHOTO

ckpunty. JletanpHime 11e 300pakeHo Ha puc. 4.14.

Dhymasmic Float
¥ Setielume

bl emabled

strng name Left To Right

beoed runinEdithlode

string tag

bl iU ayout

Broadcasthlessage (stang)

Cancedlrmeoke [string)

Camcellrrvoke ()

SenﬂM“qu (string) SamaSoundtrack Setting. Setviolume
SendMessagellpwards (string]) iz
SetStartVolurme Gumelhject

Sotolume [floag) RectTransform
StopAloroutenes (] Shder

StopCoroutine (string) GameSoundirackSetting

Pucynok 4.14 — BctaHOBIIGHHSI METOAY JUIsl 3MIHU 3HAYEHHS claiiepy

J1Jist BCTAaHOBJIEHHS TTOYAaTKOBUX 3HAYEHb CJIaiJIepiB TYYHOCTI ITPOBHUX 3BYKIB
CTBOPEHO HOBHUH CKpHUIT 3 Ha3Bol0 InitializeOnlLoad, nporpamMuuii Ko SIKOrO HAaBEJACHO B
nonatky b. [Ins BUKOHaHHS CKpPUNOTY JAOJAHO MOro, fK KOMIIOHEHT, JI0 00’ €KTY
MainCamera Ta BKa3aHO BIIMOBIAHI mapamMeTpu. TaKuM YHHOM ITCJIS 3aIyCKy IrpOBOTO
nonatka 3 ¢aiaiB rpu OyJe 3aBaHTAXKEHO 3HAYEHHSI TYYHOCTI JJIS MIKIIEpIB IrPOBUX
3BYKIB Ta ()OHOBOi MY3HKH. 300pakeHHsS HaJAIITyBaHHS [apaMeTpiB CKPUITY 00’€KTa

MainCamera HaBeeHO Ha puc. 4.15.



39

O Inspector 4 Mavigation

+  Main Camera

ag MainCamera * Layer Default

Transform
s Camera
s Audio Listener

7 lnitialize On Load (Script)

ne Sound Value B Sound:

ne Soundtrack Value B Musi

Pucynok 4.15 — HanamryBanHsi CKpUNTY

[Ticnst ctBOpeHHSs iHTEp(dENCcy TOJIOBHOTO MEHIO CTBOPUMO TEPIITUI ITPOBUIA PIBEHb.
JIJ1st IbOTO CTBOPEHO HOBY ciieHy 3 Ha3Bow DesertOfCrystal. Ilicmst i cTBopeHHS 10 Hel
nonano o0’ext Terrain (3D Object — Terrain). Lle mannmadt Mo KoMy HepecyBaeTbCs
rpasernb. Ilicas mporo y #ioro kommoneHTi Terrain, y mapamerpax Mesh Resolution,
BKa3aHO IMIUPHHY Ta JOBXKHHY 00’€KTy 31 3HaueHHsIM 200 OIWHWIP Y MEHIO 1KOHKH i3

306pa}KeHHﬂM IHCCTepHi. Ha ObOMY eramni COCHAa MaTUMC BUI'JIA SIKAM 306pa>KeH0 Ha puc.

4.16.

Pucynok 4.16 — Terrain 3 po3mipamu 200x200
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Hami Terrain po3dapboBano B iHmHMNA Komip. s pOr0O HATUCHYTO HAa 1KOHKY
MEH3JIMKa Y KOMITOHEHTI Terrain, miciis IbOTO y BHIAJAal0YOMy CHHCKY oOpaHo Paint
Texture i momano Terrain Layers 3 TekcTypor iboay. Camy TEKCTypy 3aBaHTaKEHO 3

IHTEPHETY Ta JOJAHO JI0 TIPOEKTY y KaTaJIOT 3 TEKCTyPaMH.

4.2 HagamTyBaHHs irpoBoro inrepdeiicy

HactynHum KpokoM HajamrToBaHo 1HTepdenc iIrpoBoi ciieHu. s 1boro 10/1aHo 10
o0'ekta MainCamera Canvas, 3 Ha3Boto Ul. ¥V Hbomy cTBOpeHo aBa Canvas Ta BKa3aHO
Horo OaTbKiBCbKUM 00’eKT y napamerpl RenderCamera ta 3Hauenns 5 y napametpi Plane
Distance. Ha3Ba nepmioro kauBacy GameMenu, BiH OyJie MICTUTU B c001 iHTEpdeic as
IrpoBOTO Ipouecy, apyruii PauseMenu BMilye iHTepdeEiic 1151 MEHIO May3u.

Takox 1o MainCamera nogano komnoHeHT AudioSoure 175 mporpaBaHHs (OHOBOL
MY3UKHU IrpOBOTO JojaTka. /[l pOro y MpOEKT 3aBaHTaXEHO HEOOXITHY MENOJII0, SIKY
nani qoaano no nmapametrpa AudioClip, a 1 KOHTPOJIIO 3BYKY OOpaHO paHillle CTBOPEHUI
AudioMixer SaundtrackSetting. HanamryBanus mapamerpiB MainCamera 300paxeHO Ha

puc. 4.17.

W+ Audio Sowce

MainCs
Open

+ Player Camera (Script)

B~ Camera

A Comganan

11+ AudioListener

Pucynok 4.17 — HanamryBanns mapametpiB MainCamera
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Jlna HanamtyBaHHs iHTEpdeicy irpoBoro npoiecy 10 GameMenu 101aHO TEKCTOBE
noJie Juis BigoOpaxkeHHsT HaOpaHuX OajiB y IMpaBOMYy BEPXHbOMY KYTi €KpaHy, TEKCTOBE
moJsie JyIs BigoOpakeHHsI 4acy BiJI MOYATKy IMPOXOJKEHHS PIBHS Ta 00’e€kT Image mis
1KOHOK CEKYHIOMIpY y JIBOMY BEpXHbOMY KyTy. Takok AojaHe 300pa)K€HHS KHOIKH
May3d y BEpXHbOMY IPAaBOMY KyTi OIS TEKCTOBOTO MoJjsi HaOpanux OamB. Ha mpomy

eTar iHTepderc Horo iepapxis 300pakeHa Ha puc 4.18.

Pucynox 4.18 — 3o00pakeHHs iHTEepdeiicy iIrpoBoro J104arka mij yac irpoBOro

npoiecy

Jlist KepyBaHHS TpaBlieM IepeadadeHo aBa JHKOUCTUKH, BOHU CKIIATAIOTHCS 3 JIBOX
00’extiB Image. [lepmuii 151 Bi1oOpaXkeHHs KOHTYPIB JHKOWCTUKA TOYipHIA Homy Image
JUTsl BiOOpaXkeHHsI pyXoMOro Koja. Po3ramioBaHo iX y MmpaBoMy Ta JIBOMY HIKHbOMY
KyT1 IHTEpdEHCy.

ITo nenTpy BHU3Y nomaHo Slider sikuii BimoOpakae 3HAYCHHS KUJIBKOCTI 3JI0POB’S
rpasis. g nouipaboro o6'exkta Background 3mineno Anchor Presets Ha stretch 3 06ox
OOKIB JIJI1 MaKCUMaJbHOTO 3allIOBHEHHS MPOCTOPY OaThKiBChKOro eneMeHty. Komip dhony
CJIiJ] BCTAaHOBJICHO Ha BIATIHOK ciporo, a 3HadueHHs Left, Right, Top, Bottom BcTanoBieHO
0 oguHUIIL.

Ham B o6’exta Fill Area Ta Handle Slide Area Takoxx motpi6HO 3miHMTH Anchor
Presets Ha stretch 1 Bkazatm 3HaueHHs O omuuunp s mapamerpiB Left, Right, Top,
Bottom. OctanHiM KpPOKOM HajlalITOBAaHO 300pa)K€HHS JUIsl JIKOMCTHKIB CTBOPEHUX B
Adobe Illustrator. ITicns nporo ocraTtouHuii irpoBuit iHTepdeic Oyne mMaTH 30BHIMIHIN

BUIJISIA SIKUM 300paskeHo Ha puc. 4.19.
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Pucynox 4.19 — IrpoBuii inTepdeiic 1oaaTky

Jami Oyno HamamrToBaHo iHTepdelc MeHO mnay3u. Bin Mictuth 00’ekT Panel
y sikoMy po3stamoBaHo 00’ektu Timer ta UiScore 3 momepeHbOro0 MEHIO, a TaKOX
JI0JTaHO JIBI KHOTIKH 3 TeKcToM «I[IpomoBkuTu rpy» Ta «3aBepmuTu rpy». JogaTtkoBo s
Panel y xommonenTi Image BcTaHOBIIEHO YOPHUUN KOJIp 31 3HAYEHHSM Tpo3opocTi B 100

OJIMHULIb. Y pe3yJbTaTl OO MEHIO May3d MaTUME BUIJISJ SKUH 300pakeHO Ha puC.
4.20.

Pucynox 4.20 — I[aTepdeiic meHto naysu
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Jlami O6yB po3pobnenuit BiacHuii ckpunt PlayerCamera (puc. 4.21) nis moBeaiHKA
KaMepu Ta 11 eJeMeHTIB iHTepdeicy mi Yac TrpH, NOBHHM MPOrpaMHUN KOJ CKPHUIITY

HaBeseHo y Aoaarky b. Jlam ckpunt nqomaHo 10 o6'ekta MainCamera.

PlayerCamera.cs & X
Assembly-CSharp
= System.Collections;
em.Collections.Generic;
UnityEngine;

: MonoBehaviour

transform.position = player.transform.position + offset;

Pucynok 4.21 — [Iporpamuuii koz anst noseAinku MainCamera

[Ticns uboro ctBopeno ckpunt UiPauseBtn (puc. 4.22) nis onpattoBaHHs Al
3 KHOIIKOIO TIay3u B IrpoBOMY 1HTEpeiici, MOBHUN MPOrPaMHUIA KOJ| SKOTO HaBEICHO Y
nonatky b. Llel ckpunt momano a0 o6'exkra PauseBtn Ta BkasaHo HEOOXiaHI mapameTpu
K1 300pakeH1 Ha puc. 4.23. Takox 10 I11€i KHONKK goaaTHO KommoHeHT Event Trigger

IJIs1 OIIpalfOBaHHA HATUCKAHb Ha KHOIIKY.



UiPauseBtn.cs & X PlayerCamera.cs
nbly-CSharp
El .Collecti
.Collect
em.Reflection;

O Inspector

e

% + PauseBtn
N,

Tag Untagged Layer Ul

Rect Transform
Canvas Renderer
Image

Event Trigger

Paointer Clic EventData)
Runtime On+ UiPauseBtn.OnPaointerC
BFa

Add New Event Type

~ Ui Pause Btn (Script)

Pucynox 4.23 — [lapameTpu KHOTIKY TIay3H irpOBOTO iHTEpdecy

44
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[Ticns mporo ctBOopeno ckpunt UiGameScore (puc. 4.24) nns miagpaxyHKy Ta
BioOpakeHHa HaOpaHuX OayiB 32 BOMBCTBO BOPOTiB, MOBHHM MPOTPaAMHHUI KOJ SIKOTO
HaBeneHo y poxatky b. Ckpunt nomaHo no TtekcroBoro mons UiScore Ta BkazaHO
HEOOXITHI TapaMeTpH, sKi 300pakeHo Ha puc. 4.25.

Assembly-CSharp

m.Collections;

tem.Glob

Engi

Rect Transform

Canvas Renderer

Add Component

Pucynok 4.25 — HanamryBanus ckpunty g UiScore
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Hami Oyno ctBopeno ckpunt UiTimer (puc. 4.26) nans migpaxyHKy dyacy
MPOBEJICHOTO BiJ CTApTy IFPOBOTO PiBHS, MOBHUN MPOrpPaMHUN KOJ SIKOTO HABEJCHO Y
nogatky b. Cxpunrt nonano mo tekcroBoro noss TimerCounter Ta BKazaHO HEOOXimHi

napaMmeTpH siki BimoOpaskeHi Ha puc. 4.27.

UiTimer.cs & X UiGameScore.cs UiPauseBtn.cs PlayerCamera.cs

Assembly-CSharp

return (

O Inspector

." TimerCounter

Tag Untagged v Layer Ul

]

Rect Transform

f\l -
A TE
-l
Te

Canvas Renderer

i

« Text

DG

+¢

~ Ui Timer (Script)

Start Time 0
Timer Value 0

Timer Text B TimerCounter (Text)

. Default Ul M

Pucynok 4.27 — HanamroBanuii ckpunt y TimeCounter
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[Ticns uporo ctBopeno ckpunt HealthBar (puc. 4.28) i Bi3yanbHOTO
BiIOOpaKeHHS KUTHKOCTI 3/I0pOB’Sl IFPOBOTO MEPCOHAXA, MOBHUHN KOJ SIKOTO HAaBEACHO Y
nomatky b. Jlam ckpunt pomano g0 moB3yHka HealthBar Ta Bkazano HeoOXimHi

napameTpu. Pe3ynbpTar HanamtyBaHHs BigoOpaxeHo Ha puc. 4.29.

HealthBar.cs & * UiTimer.cs UiGameScore.cs UiPauseBtn.cs PlayerCamera.cs

)E.s.s.embI'_-,-'-IZZSharp ~ *% HealthBar

).color = color;

currentValue

{ return current; }

@ Inspector 4 Mavigation

> HoalthB:
." HealthBar

Tag Untagged * Layer Ul

= Rect Transform
& ~ Slider
v Health Bar (Script)

hMax Value 100
Color
Width 4

Slider = HeglthBar (Slider)

Add Component

Pucynok 4.29 — IlapameTpu ckpunrty y cnaitnepa HealthBar
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Jlami Oyno CTBOPEHO CKPHIITH JIJIsl OTIPAIOBAHHS B3aEMOJIIT TPABIIS 3 JHKOUCTHUKOM
pyxy nepconaxy (JoystickMove) ta iioro moBopoty (JoystickRotate). Criouatky cTBOpeHO
ckpunt 3 Ha3Borwo Joystic controller (puc. 4.30) misa nepecyBaHHS TpaBIls 3aBISKH 3MiHI
MOJIOKEHHST BHYTPINTHROTO KOJIa, MOBHUW KOJ SIKOTO HaBeleHO y Aonaatky b. Jlami ckpumt

noaano 1o JoystickMove.

Joystic_comtralercy & X Joyite Rotste oo

* Asvernbiy-CShap

Pucynok 4.30 — Kox kepyBaHHsI TpaBLEM 3aBASKH JTKOUCTUKY

[Ticns uporo crtBopeHo ckpunt JoystickRotate (puc. 4.31) nns omparroBaHHS
MIOBOPOTY TpaBIsl, MOBHUM KOJ Horo HaBenaeHo y momaTtky b. Jlam ckpunt momaHo 10

JoystickRotate.

bly-CSharp

: MonoBehaviour, IPointerDownHandler,

Pucynok 4.31 — Ko kepyBaHHSI HOBOPOTOM TPaBIIs 3aBISKU J)KOUCTUKY
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Jlani s HajamTyBaHHS TOBEPHEHHS Y TPy 3 BiKHA mays3u ans kHonku PlayBtn
nogano y meroai OnClick 06’ext PauseBtn y sSIKoro BHUKIMKA€TbCSI BUKOHAHHS METOMY

OnPointerClick. HanamryBanus knonku PlayBtn 300paxeno Ha pucyHok 4.32.

+,
Bl v Image

& - Button

Automanc
Visualize
n Click
Runtime On =

Add Companent

Pucynox 4.32 — HanamryBaHHsl KHOIIKH MIOBEPHEHHS Y TPY 3 BIKHA May3U

Jani HanamroBaHo ()YHKIIOHAJd KHOINKHM TOBEPHEHHS y TOJoBHE MeHro. Ll mii
BUKOHYe Tipoctuii ckpunt ExitBtnScript (puc. 4.33) skuii 10maHO SK KOMITIOHEHT J0
kHonku ExitBtn, ska cBoero ueproro npomana 1o Meroxy OnClick() y BrmacHomy
KoMrioHeHT! Button. PesynbTaT mmx Aiil 103BOJISIE BUKIMKATH METOJ 31 CKPHUNTY IS

3MIHU CIICHH, HAJIAINTyBaHHs apameTpiB kHonku ExitBtn 306paxkeno Ha puc. 4.34.
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ExitBtnScript.cs + 3 Joystic_controller.cs Joystick_Rotate.cs
Assembly-CSharp

Pucynok 4.33 — Koa ckpunity nepexojly B rOJIOBHE MEHIO JIOAATKY

agoed

Rect Transform
Canvas Renderer
Image
@ < Button
o
Color Tint

Automatic

Visualize

Runtime On = ExitBtnScript.changeScena

] Exit Btn Script (Script)

Pucynox 4.34 — [1apamerpu kHonku ExitBtn

Ha mpomy erami HamamTyBaHHS 1HTEPQEHCY ITpOBOTO PIBHS 3aBEPIINECHO, MOKHA

3alyCTUTH TIPOEKT, 100 TMEepeBIpUTH Mpare3aTHICTh Aojaatky. PesympraT pobOoTh



o1

irpoBoro iHTepdericy 300paxeHo Ha puc. 4.35. Pesynprar poboTn iHTEpdeicy MeHro
nay3u 300paxkeHo Ha puc. 4.36. Jlng TMpUCKOpPEHHS MOMATBIIOI PO3POOKH MarOyTHIX

irpoBux piBHiB kKamepy MainCamera nogaHo o kataiory Prefab npoekry.

Pucynox 4.35 — InTepdeiic nogaTky mijg yac MpoXoIKEHHS P1BHS

Pucynox 4.36 — [nTepdeiic MmeHo may3u 101aTKy

4.3 CTBOpeHHs irpoBUX MePCOHAXKIB

HacTynHuM BaXJTMBUM KPOKOM OyJie CTBOPEHHS IrPOBOI0 MepcoHaxa A rpu. s

1boro Oyia BUKOpHCTaHa MoOJEib TrpaBisl 3 BeO pecypcy AssetStore Unity. O6pany
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MOJIeJNb JOJIaHO /10 IEPCOHAIHUX I1a0JIOHIB Ta IMIOPTOBAHO 4Yepe3 BIKHO ProjectManager
70 KaTajory MpOEKTy 3 BHOOPOM HEOOITHMX TEKCTyp Ta MaTepiaiiB. BikHO iMmopTy 3

napameTpamu 300paxeHo Ha puc. 4.37.

“
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Pucynox 4. 37 — BikHo iMIOpTY MOJIEN Y TPOEKT

[Ticns iMmopTy TEpPCOHAXKY MOXHA JOJAaTH HOTO Ha IrpOBUN PIBEHB, JOJATH [0
uporo komnoHeHTn Rigidbody, CapsuleCollider Ta Bkazatu Ter Player. lonana monaens
nepcoHaxy mae Oytu modipHiM oO’ektom Tpymu Player. [lapamerpm HamamryBaHHS

MOJIeN1 IEpCOHaXy 300pakeHo Ha pUCyHKy 4.38.

Pucynoxk 4.38 — Moaenb nepcoHaxy Ta il mapameTpu
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[Ticns mporo mo 06’exta Player momano Particle System 3 nasBoro hitPlayer. Ileit
TeHEepaTop YacTOK OyJie BUKOPHCTAHO JUISA BiIOOPAKCHHS ITOIIKOJKCHHS TICPCOHAKY BiJ
aTak BoporiB. Po3milieHo Iieii 00’€KT y CepelrHi MEPCOHAXY 3 HAJAIITYBaHHSAMHU Y

koMmroHeHTi Transform 3 mapamerpamu ski 300pakeHo Ha puc. 4.39.

O Inspector 2 Nay io 2

B@ ~ hitPlayer Static~
]

Tag v Layer Default -

e

« Emission

Pucynok 4.39 — IlapameTpu reHepatopy 4acTok

[Ticns mporo nmo o6’exkra Player Oymo momano Ul — Image mns BimoOpakeHHS
MPUITUTY Y HAMPSIMKY SIKOTO TIEPCOHAXK POOUTH MOCTPLIU, HOTO apamMeTpu 300pakeHO Ha
pucynky 4.40. Cnpaiit npuiiny ctBopeHo B Adobe Illustrator, pesynbrar poboTu

300paxeHo Ha puc. 4.40.
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Pucynox 4.40 — CTBOpeHHSI CIIPalTy irpOBOTO MPHITLUTY

OctanHiM fouipHiM ejemeHToM rpynu Player Oyne 300paskeHHsI MOCTpiiy, IS
nporo Oyno crtBOopeHo mopoxHiii GameObject 3 Ha3Boro Shot, 10 sKOro mojaIu
komroHeHT Line Renderer. 3a momomororo moms Width y pemaktopi 3MiHHMO HOTO
mupuny Ha 0.04.

Jlam st iboro 00’ekTy cTBOpeHO Matepian 3 Ha3zBoro ShotCollor. Tun metinepy
st matepiany ciig obpatu Unlit/Color. Lleit cranmapTHuii mieigep 103BOJIUTH HE
BpaxoBYBaTH OCBITJIEHHS, TOMY Hallly IMOCTPLI OyJie BUAHO HaBITh Y TEMHOTI, a KOJIP CII1]
oOpatu »xoBTUW. HamamtyBaHHA mnapameTpiB matepiany 300paxkeHo Ha puc. 4.41, a

o0’exty Shot Ha puc. 4.42.

From Shader = 2000

Pucynok 4.41 — ITapameTrpu matepiany ShotColor
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L
=
[

Uritaggesd - ywar Default

8 3

«  Lime Remdarar

UnlitiColor

Add Compoanent

Pucynok 4.42 — [1apamerpu 06’ekty Shot

[Ticnst npboro crBopeHo ckpunt Shot (puc. 4.43) st BimoOpakeHHs JiHIT TOCTPUTY Yy

NOTPIOHUK MOMEHT y 3aaHoMy HanpsMKy. [[OBHMII mporpaMHuid KOJA CKPUIITY HABEAECHO

y noaatky b.

: MonoBehaviour

r lineRenderer;

lineRenderer = GetComponent<LineRenderer:();

FixedUpdate()

Pucynox 4.43 — Kop BimoOpaxeHHs JiHIT TOCTPLITY.
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[Ticns 11bOTO MOKHA MEPEUTH 70 HaNAMTyBaHHS camoro o0’ekty Player, mist #oro
nogamo komroHeHTH NavMeshAgent Ta AudioSoure, mapameTpu SKuX 300pakeHO Ha

puc. 4.44.

«  Audio Source

AL aClip

ALito Braking
tacle Avoidance
Height 2

ity High Guality

Path Finding

Mixed

Pucynok 4.44 — [lapameTrpu komnoHneHTiB aiis Player

[Ticnst boro O6ymno cTBopeHo ckpunT MovementAnimator (puc. 4.45) 17t KOHTPOJTIO
aniMauiii rpaBus ta Player (puc. 4.46) 1yig onucy MOKJIMBOCTEN MEPCOHAXKY, BU3HAYCHHS
napameTpiB HIBUIKOCTI, KUIBKOCTI 340pOB’s Ta 1HIMX. [[0BHUI NporpaMHHil KO CKPUNTY

HaBeJIeHO y noaatky b, a ioro mapameTpu 300pakeHo Ha puc. 4.45.

MovementAnimator.cs | X Player.cs
Miscellaneous Files
el

ity.magnitude);

Pucynok 4.44 — Kon kepyBaHHS aHIMAIII€10 TPaBLIS
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& Account - Layout =

O [nspector 4 Mavigatio =

e v Player Static =
W, P ‘

Tag Layer Default v
Ow -
Transform e
Position X 673 Y 0.2
Rotation X0 Y O

Scale X Y 1

« Player (Script)

Shot Sound A laser_01

Gun Barrel A Spine (Transform)
Joystick Move B JoystickMove (Joystic_
Joystick Rotate B JoystickRotate (Joyst

Game Pause A PauseBtn (UiPauseBtn)

Player Health

Player Damage

hMax Health 100

ﬂ ¥ Movement Animator (Script)

+ + MNav Mesh Agent

il v Audio Source

Add Component

Pucynok 4.45 — [Tapamerpu Player

OcTaHHIM KPOKOM HaJaIUTYBaHHS IEPCOHaXy OyJI0 CTBOPEHHS KOHTPOJIEPY
aHiMalii s mepcoHaxa 3 Ha3Boro Robot. Jlig nporo crBopeHo kartaior Animation y
akoMy BUKOHaHO komaHau Create — Animation Controller. Ilicnst cTBopeHHs ioro B
HBOMY Y BikH1 Animator 0yso nonano napamertp Tumy float 3 HazBoro speed sikuit npuiimae
3HAYEHHS IIBUJIKOCTI I'paBIld 31 ckpunty Movement Animator.

Jlami Oy7no HajamToBaHO aHIMAIll Ta TEPEXOJAW MK HUMHU. Y MEpCOHaXa 3aJisTHO

nBi cranu aHiManii 3 Ha3zBamu idle Tta walk, ame B KOXXHOMY 31 CTaHIB BUKOHYETHCS
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a"imaris Run_ Aim. Pi3auus B Tomy, mo y ctasi idle mBHIKICTh aHiMaIlli BCTAHOBIJIEHA 31
sradeHHsM 0.0001 oguHUIE, TAKKM YMHOM T'paBellb HIOU 3aBMUPAE.

[lepexoau Mk cTaHaMU 3ajeXaTh Bija 3HaueHHs speed. SIKIIO 3HAYEHHS 3MIHHOT
oimbmre 3a 0, To BimOyBaeThes mepexin a0 a"imarli walk, a HaBmaku aHiMaIlis 3MIHIOETHCS
3a ymoBu Koiu speed menmie 3a 0.0001. 300paxeHHs1 HamaTOBaHOI aHIMaIlli HABEACHO

Ha puc. 4.46.

Ao Bahaviout

Pucynok 4.46 — BikHO HanamtyBaHb aHIMaTopa NepcoHax

Ha 1iboMy cTBOpEHHS MepCOHaXy MOXKHA BBa)KaTH 3aKiHUYeHUM, 00’ ekT Player Oyno
nonano B katajor Prefabs, mo0 y MalitOyTHROMY MpU CTBOPEHHI HOBHUX CIIEH 3 HUM OYJIO
MPOCTILIE MPALIOBATH.

Jlnst Toro, mo0 TpaBemb MIT pyXaTUCS MO ITPOBIN CIIeHI, OYyJ0 MPOpPaxOBaHO
TEPUTOPIIO Ha SIKiM BIH Moxe 1e pobutn. CrioyaTtky OyJI0 BIZKPUTO BIKHO HaBirarii
(Window — Al — Navigation) 3aBasku SKOMY OyJIO TPOPAXOBAHO 30HY MOXIJIUBOTO PYXY.
st 11 po3paxyHky y 3aknanmi Bake moTpiOHO BKasaTu AOMYyCTHUMiI pPO3MIpH arcHTIB
(nepconaxiB Ta Bopori), mo6 Unity npopaxyBaB HOCTYNHY [JIsi PyXy TEPUTOPIIO.
[licns natuckanHs kHomku Bake BimOyBaeThbcs po3paxyHOK TEpHUTOPIi, pe3yibTaT i€l

omeparilii 300paxeHo Ha puc. 4.47.
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Pucynok 4.47 — IIpopaxyBaHHS TOCTYIIHO1 JJIsl IEPECYBAHHS 30HU

Hactynnum kpokom Oyne ctBopeHHs Bopora. s mporo m0 mpoekTy Oyiio
IMIIOPTOBAHO MOJIENb MayKa 3 aHIMalllIMH, TEKCTypaMu Ta Marepiajamu 13 BeO-pecypciB.
[Ticnms mporo ms Mojens Oyia JogaHa Ha CIEHY Tij Ha3Boro spider 3 OaTbKIBCHBKUM
00’extoM SpiderEnemy.

o SpiderEnemy Oyno 3miHeHo Ter Ha Enemy Ta a0JaHO KOMIIOHEHTH
AudioSource, Nav Mesh Agent, Capsule Collider Ta ckpunt Movement Animator s
KOHTPOJIIO CTaHiB aHimarlii. JloqaTkoBo A0 MPOEKTy OyiI0 IMIOPTOBAHO 3BYKH JUIs IMaykKa,
a came Moro aTaku, CMEpTi Ta OTPUMAaHHS TOIIKO/KEHb. 300pakeHHs MmapaMeTpiB 00’ eKTy

SpiderEnemy naBeneno Ha puc. 4.48.
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o <« EnlderEnemy
SplderEne
.'T

Default

Owarrides

B + Zombie (Script)

imator (Script)

s Audio Source

=+ + Nav Mash Agent

Hurmanoid

High Quality

Add Companent

Pucynok 4.48 — [1apamerpu 06’exty SpiderEnemy

[Ticns uporo mnsa SpiderEnemy Oyno cTBOpeHO OCHOBHMIA CKpunT Zombie (puc.
4.49) sikuil BIANOBIJIA€ 3a MMapaMeTpu BOPOra, MEXaHIKHM MONIYKY HUISAXY J0 rpaBls, aTaKy

Ta pemry oro niit. [lapamerpu ckpunty 300paxkeHo Ha puc. 4.50.
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i Zombiecs & X vernentAnimator.cs Player.cs

i [ Miscellaneous

Pucynok 4.50 — ITapameTpu Bopora

[Ticnst uporo 10JaTKOBO OyB CTBOpEeHU AomoMikHUM 00’ e€kT SpiderWeapons sxuii
iMiTye 30poro Bopora. Jlomatu ioro moTpiOHO 10 AOYIPHIX €JIEMEHTIB mojeni spider, a

came sk 300paxkeHo Ha puc. 4.51. Takox mo SpiderWeapons momano BoxCollider Ta
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ckpunt HitPlayer (puc. 4.52). 3aranom mapamerpu SpiderWeapons MaioTh BUTISI K

300pakeHo Ha puc. 4.53.

HitPlayer.cs & X Zombiecs MovementAnimator.cs Shot.cs Player.cs

Miscellaneous Files = ﬁ;

er player;
o
Start()

player = FindObjectOfTy

Pucynok 4.52 — Kog HaHECEHHS OIIKOKEHB I'PaBII0
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Pucynox 4.53 — [TapameTpu 00’€kTy 110 iMITy€ 30pOr0 Bopora

HacTtymuuMm kpokom Oynu 3aJaHi HaNalITyBaHHS aHIMaIli /uis Bopora. st 1poro
cTBOpeHO aHiMaTop Spider y skoMy fgoaanu 3MiHHY Tuny float 3 Ha3Boro speed, Ta moaamu
e Bi 3MiHHI — bool 3 Ha3Boro died Ta bool 3 Ha3Boro attack. Y BikHI cTaHiB aHIMAaIlii OyJ10
nomano adimarii 3 mozem spider 3 mHa3zBamm die, idle, walk, attack. Jlam ix Oymo
pPO3MIIIeHO sK 300pakeHo Ha puc. 4.54, a Takox juIis aHimarlli walk 3MiHWIM 3HAYCHHS

speed Ha 3 oguHUII, OO MPUCKOPUTH aHIMAIIIFO 10 OLTBIIT HATYPATLHOI.

Pucynok 4.54 — BikHo animartopa Spider
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[Ticnsa momaBaHHs aHiMaiii OyJio HaJAIITOBAHO MEPEXOau MiX HUMHU. Bim crany
Any State mo animarii die mepexin BinOyBaeTbecs micis 3MiHM cTaHy 3MiHHOI died. J{mst
nepexony Bix idle mo attack 3a ymoBM 3MiHM cTaHy 3MIHHOI attack, HaBIaku mepexis
BiIOyBa€EThCS KO 3HaueHHs 3MiHHOI speed merme 3a 0.0001. Tlepexin Bix idle mo walk
CIIpaIlbOBY€E TOJI1, KOJIM 3HAYeHHs 3MiHHOI speed Ounbie 3a 0, a HaBMAKK KOJIM 3HAYCHHS
3minHoi MeHIe 3a 0.0001. ITepexin Bix walk go attack micis 3MiHM cTaHy 3MiHHOI attack,
a HaBMaku sKiio speed Oinbma 3a 0.

OctanHiM KpokoM Oyno mpoayOiasoBaHo o0’ekT hitPlayer Bij rpaBust 1o o0'ekta
Spider Enemy ta 3mineno iioro Ha3By Ha hitEnemyParticle. ¥ komnonenti Particle System
Oyno 3miHeHo 3HaueHHs Start Color, a Takox mapameTpu KommoHeHTy Transform.
OHOBJICHUI TeHepaTOp YaCTUHOK JUIsi Bopora 3o0pakeHo Ha puc. 4.55. Ilicns uporo
CTBOpPEHHS BOpOTa 3aBepIIeHO, Aai Oyio cTBOpeHo 3 Hhoro Prefab 3 MeTor0 moganbmioro

BUKOPUCTaHHSA y Tpi.

hitEnemyParticlo

Pucynok 4.55 — [TapameTrpu renepaTopa 4aCTUHOK JIJIsI BOpoOra
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4.4 CTBOpeHHSI TPUBMMIPHHMX MO/IeJiell irPOBOr0 OTOYeHHS

HacTymHuM KpokoMm Oyiio CTBOpeHHsI 00’€KTiB ISl HAINIOBHEHHs IirpOBOI1 CIICHH
netansimu. st modatky y Blender Gymo cTtBopeHo MOAENb KaMEHIO, JIJIS IIBOTO CIIOYATKY
noTpiOHO akTHBYBaTH JoaarkoBi npumituBu Edit — Preferences — Add-ons — Biamitutn
rpynny Add Mesh: Extra Objects. Jlami Ha cueni ctBoproemo Mesh — Round Cube.

3o00pakeHHs Girypu 3 mapameTpamMu Ha IbOMY €Talll BioOpakeHo Ha puc. 4.56.

Pucynok 4.56 — Roundcube 3 mo4aTkoOBUMH HaTaITYBAHHSIMH

Jamni 6yno 3miHeHo mpomnopiii no oci Z g0 3HayeHHsa 0.4. Ilicnsg 1poro motpioHO
nepeiitn B Edit Mode, oOpatu Bci BepmmHH Ta 1HCTpyMEHTOM Bisect BifcikaTu TpaHi
¢irypu, mob AocarTyu 6ax)aHOro 30BHINIHBOTO BUTIIANY KameHs. Bigpasy Oyino BUPIBHSHO
HOpMaJIi Mojieni, o0 MallOyTHs TEKCTypa BioOpa)kanacs KOPEKTHO, JJIsl IbOro MOTPiOHO
BUIIMTHU Bl enemeHTH Mozen y Edit Mode Ta HatucHyTH KomOiHanio kiasim Shift + N.

PesynbTaT Takux onepariii BiioopaxkeHo Ha puc. 4.57.
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Pucynok 4.57 — Mopaenps kaMeHst

st excriopty mozeni B Unity O6yno noBepuyto ¢irypy no oci X Ha -90 rpanycis,
ane B Unity ta Blender pi3Hi cuctemMu KOOpAMHAT, TOMY TaKUM YHHOM EKCIOPT
B11I0yI€ThCS 3 MPABWIBHOKO opieHTaliero. Jan notpiOHo HatucHytu Ctrl + A ta 0Opartu
All transform, 100 BCTaHOBUTH BCl 3MIHM MacIITa0yBaHHS, TOBOPOTY Ta MEPEMIIICHHS
¢irypu sk crangaptHi. Jami 3a msxom File — Export — FBX (.fbx) Bkazatu Ha3By Mozeini

Ta B MapaMeTpax eKCIopTy 00paTu rmapaMeTpH eKCIopTy sk 300pakeHo Ha puc. 4.58.

Pucynox 4.58 — Exciopt mozeni y dpopmati FBX
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Hactynuum xpokoM Oyno cTBOpeHO Mojenab Kpuctaiy. Jns modarky Oyiio
BUKOHAHO CTBOPCHHS OCHOBH JUTs KpUcTala 3a komannoro Shift + A — Mesh — Cylinder, y
napaMmeTrpax (Gpirypu BKazaTd 3HA4YCHHS BEpIIMH 6 oauHMIb. [1oTiM 10 dirypu BHKOHAIH

MacmTaOyBaHHS ISl TOTO, 00 BOHA CTajla BUIIOIO Ta BYXXKYOI0, pe3yJbTaT 300pakeHO Ha
puc. 4.59

Pucynok 4.59 — 300pa>keHHs1 OCHOBU ISl MOJIEJII KPUCTATY

Hani Oyno BUKOHaHO KoMaHIy Insert Juisi BEpXHBOTO IMOJITOHY 1 BEPLUIMHH IO
yTBOpUiMCcA Oyno 00’€lHAaHO B OAHY TOYKy KomaHnoro Merge — At Center. [am 3a
aornomororo koManau Bevel MoxHa 3riaainTu KyTd BEpIIUH, 00 YTBOPUTH IOCHh CXOXKE

Ha kpuctai. [licng nux aiil Mojens BUTIIsLIana Tak, K 300pakeHo Ha puc. 4.60.
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Pucynok 4.60 — Mojens kpucTajly Ha TIOTOYHOMY eTalti

Hactymaum kpokom Oyi0 CTBOpEHHS MaTepially KpUCTaly, IS LOro OyJio
CTBOpeHO TekcTypy 3 HazBoro M Crystal y skoi 3miHmimm 3HadeHHs Base Color,
Subsurface, Subsurface Color, Spectacular, Roughness i1 Transmisson. [Ticist BimoBigHIX
HaJAIITyBaHb KPUCTAI Ma€ BUTJISAA KU 300pakeHo Ha puc. 4.61. [lani Oymo cTBOpeHO
JIeKUIbKa BaplaHTIB KpUCTay, 100 o0paTH Kpalui cepe HuX, KU Oye eKCIopToOBaHO

y ¢popmati FBX 1o npoexty Unity.

Pucynok 4.61 — Mojenb kpuctaily Ta Horo Marepiall.

HacrtynHoro cTBOproBanacst Mojienb 00’ €KTY ISl TIOSIBU HOBUX BOpOTiB. [y 11p0r0
criovyaTky ctBopuiin enemeHT Circle, mpocTip AKoro 3a 10nomMororw kiagimn F 3anoBHum,
MOTIM KoMaH/1010 Insert 3poOuiiv BHYTPIIIIHE KOJIO Ta BiApa3y Kiasimero X BUIATUIN HOBI
Faces. Jlami knaBimetro E BUaBuiv moJiroHd Bropy, BUAUTHIIA TPaHi BHYTPIITHBEOTO KOJia
Ta MOABIMHUM HATUCKaHHAM G MOro TPOXH PO3MIUPUIN. Y pe3yibTaTi TaKUX i MoJelb

MaTHUMe BUTJISI SIKU 300paskeHo Ha puc. 4.62.
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Pucynok 4.62 — Mopaenb 00’ €kTy Ha TOTOYHOMY €Talli

[Ticns mporo xkomoOiHamiero Ctrl + R cTBOpuiau rpaHb y BUIIISAI KOja B CEpeauHi
¢birypu. Jlami oOpanu TONITOHM MO KONy Yy HHXKHIA YacThHI OOKOBOI CTOPOHHM Ta
BUTICHWIM iX y HampsaMmky HopMmaied. [loTiMm oOpamu mo Kpyry BepxHe pebpo 1
HaTUCHYBIIM 2 pa3u G 3poOwim HeBenwky (acky y mopaeni. Jlami gomamyd CTBOpEHUM

paHilIe KPUCTaN y CEpenHY L€l MOJEIl OTPUMABILU Pe3yJbTar 3 puc. 4.63.

Pucynok 4.63 — Mojenb 00’ €KkTy Ha TOTOYHOMY €Talll
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Hactynaum kpoxom Oyno nomano Circle 3 12 peOpamu B cepennHy MOENI MIX
KpucTasioM Ta 30BHIIHIM KoioM. [lotim B Edit Mode xomOiHalli€l0 KIaBilll BUTATYEMO
rpadi mo oci Z. [lotim yacTuHy mojiiroHiB girypu O0yjo BHIAJIEHO, a PEIITY BUTATHYTO Y
HampsiMKy HopMmaziei. Jlami Oymo 3poOsieHo myOsmikaT HOBOI ¢irypu, 301IbIIeHO 1i B
MacmrTabl Ta MOBEPHYTO HA JCSKUW KyT. Y pe3ysbTaTi MOJENbh Ma€ BHIJISA SK Ha pUC.

4.64.

Pucynox 4.64 — Bapiant Mozeni miciis 10 HaJlaHHS TEKCTYP

OcTaHHIM KpOKOM MO/JICITIOBAHHS 3aJIMINAEThCS JOAATH TEKCTypH, IOBEPHYTH
MOJIEJIb TIEpe]T eKCIIOPTOM Mo oci X, 00’etHaTu Girypy B OJIHE I1ijie KOMOIHAIIIE€I0 KIIaBIIIl
Ctrl + J ta ekcnoptyBatu y hopmatu FBX. 300paxkeHHst ¢irypu micias HaAaHHS TEKCTYp

HaBeJIeHO Ha puc. 4.65.
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Pucynok 4.65 — Burnsg mozeni miciast HaIaHHs TEKCTYP

[Torim Oyna cTBOpeHa MOJEIh HU3BKO IMOJITOHAIBHOrO AepeBa. Jljig 1mporo micis
CTBOpEHHs HOBOro ¢ainy Blender Bunummnm ky0, sikuid 3a3BU4ail CTBOPIOETHCS B CLIEHI 110
3aMOBUYYBaHHIO, Ta KoMaH10t0 Merge — At Center 00’e1HaIM BC1 BEPIUMHU B OJIHY TOUKY.
[Ticns poro knasimero E MoxHa BUTATYBaTH HOBI peOpa Bl TOYKHU, Y MAalOyTHROMY I1€
OynyTh TuTKM aepesa. [licas 3akiHUEHHS MOJICNIOBAHHS TUIOK JiepeBa J0 Mojeli Oyso
nonano moaudikatop Skin. Moaens micis nogaBaHHs Moaudikatopa 300pakeHa Ha pHC.

4.66.



Pucynok 4.66 — Mojens aepesa miciist 1oaBaHHst MoAgudikaTopa

[Ticns momaBaHHst MoaUBiKaTOpa AESIKl BEPIIUHUA Oy 3aHAATO BEIIUKUMU, TOMY 1X
OyJi0 3MacmTaboBaHO J0 MEHIIOr0 po3Mipy 1 MOTIM JgoaaHo mojaudikatop Subdivision
Surface, TakMM YMHOM JEPEBO CTAJO peaNiCTUUHIMKM. J[ami Ha BEpIIMHM TUIOK OYJ0
nonano o0’ext Icosphere piznoro macmrady sikuit monemntoe aucts. Ilicas mporo Oyno
CTBOPEHO TEKCTYPH JUISI HHOTO Ta €KCIIOPTOBAHO MOJIENb y (ailiu mpoekTy. Y pe3yibTari

TEKCTYpYBaHHS JEPEBO HAOYJIO BUTIIAY 13 300paskeHHs Ha puc. 4.67.

Pucynok 4.67 — TpuBumipHa MOJIeNb AepeBa
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[Ticns cTBOpeHHsT MojaeNneld OTOo4YeHHs TMoBepHeMocs y mnpoekt Unity s
HarmoBHeHHs ciieHn DesertOfCrystal 06’ektamu otodeHHs. J[J1 mo4aTKy 10AaMo Ha CIICHY
CTBOPEHY MOJIeNIb KPUCTaTy C KUIbLIEM HABKOJIO HBOTO, siIKa OyJe JOYIPHIM €JIeMEHTOM
00’exty EnemySpawner. JIo mporo 06’ekty momamu kommnoneHT Capsule Collider ta
ctBopwin ckpunt EnemySpawner (puc. 4.69), sikuif Oyje CTBOpIOBaTM HOBUX BOPOTIB

yepe3 3a7jaHl 4acoBi iHTepBasid. loro moBHUM IporpaMHUil KoJ1 HaBEeJIEHO y 10AaTKy b.

EnemySpawner.cs & X

Miscellaneous Files ~ *3 EnemySpawner

, Period);

rotation};

Pucynox 4.69 — Ko ckpunty s reHepatiii HOBUX BOPOTiB

Takox 0 o6’exkta EnemySpawner gomaHo AOYipHIN TeHEpaTOp YaCTHHOK, SKHIMA
MOKHa npoAyOmtoBat y rpasi. Ilicas po3TainyBaHHsS reHepaTopy y MOTpPIOHOMY MicIii
oMy Oymo 3MiHeHO O0a30BHIl KOJIip 4YAacTMHOK Ha cuHIA. Partycle System Oyne
CIpalbOBYBAaTH MiJ 4yac TreHepauii HoBoro Bopora. Ilapamerpu 00’exkty EnemySpawner

300paxeHo Ha puc. 4.70. ITicns mporo 3 00’ekta EnemySpawner ctBopeno Prefab.
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Pucynox 4.70 — [Tapamerpu 06’exta EnemySpawner

Takox y mpoekT 0yji0 iMOOPTOBAHO MOJIETIb (PYyTYPUCTUUHOI ANITEUKH 3 1HTEPHETY
pa3oM 3 TEeKCTypaMH, BOHA Oyjie 3 BU3HAUYCHOIO WMOBIPHICTIO 3aJIUIIATUCS IICISI CMEPTI
BOpOTa HaJar0YM MOKJIMBICTh TPABITIO BIITHOBUTH YACTHHY CBOTO 37]0POB’SI.

Jls momaneIoro HanamTyBaHHS ii OyJ10 J0aHO Ha crieHy 3 Ha3Bowo Healing Box,
a notim aojanu kommnoHeHTH BoxCollider, AudioSource Ta Oyn0 CTBOpPEHO BIACHUU
ckpunt HealthBox, (puc. 4.71) noBHUI CKpUNT SIKOTO BKJIOYEHO 10 Aojatka b. Jlami 3
1IbOTO 00’€KTy cTBOpeHO Prefab y karamorax mpoekrty, a mapaMmeTpu MOro KOMITIOHEHTIB

300paxeHo Ha puc. 4.72.

HealthBox.cs # X EnemySpawner.cs
Miscellaneous Files #2 HealthBox

ot (pickupSound, @.5F);

Pucynox 4.71 — [Iporpamuuii kog komnoHeHTy Health Box
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Pucynok 4.72 — ITapametpu 06’exkta Healing Box

4.5 3aBepuieHHS HAJAITYBAHHSA T10JATKY

Hactynaum kpokom Oyiio HanmoBHeHHs irpoBoro piBHs DesertOfCristals irpoBum
oTo4YeHHsM. JIJIsi 1IbOTO Ha CIIEHY JOJaiM paHillie IMIIOPTOBAaHI MOJENl KpPUCTalIB Ta
kameHiB. [licias iX pO3MHOXKEHHST Ha IrpoBidl CIleHl ISl HUX JOJaJIM KoJiaijaep,
BcTaHOBWIM 3HadyeHHs Layer Ground Ta mO3HAYWMIM IO BOHU CTaTHYHI O0’€KTH ISt
MPOPaxyHKy HaBirailii o piBHIO.

Takox CTBOpEHO MNPUMITHBU KyOy 3 Ha3BOwO barrier, skl BUCTYyNaloTh y poii
0OMeKeHHs 1IrpoBOi TepuTOopii 3 KoxkHOTO 00Ky Terrain. V barrier BugageHO KOMIOHEHT
Mesh Filter nist Toro, o0 BiH cTaB Npo30pUM. 30BHILIHIA BUIJISA ITPOBOi CLIEHM, MICIS

HAroOBHEHHS OTOYCHHSIM, 300paxxeHo Ha puc. 4.73.
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Pucynok 4.73 — 3aranpHe 300payKeHHS iIrpOBOTO PiBHS

JHonatkoBo Oyio 3miHeHO mapameTpu 00’ekty Directional Light, #ioro mosuiist Ha
IrpoBOMY piBHI, KOJIp CBITJIA, KyT Haxuiy. JleTanpHime mapaMmeTpu BiqoOpaskeHi Ha pHC.

4.74.

Pucynok 4.74 — ITapametpu 06’ekta Directional Light
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Ha upomy ertami nomoBHUMO KOHiryparuito iHTepdeiicy roiroBHoro mexto. Ilicis
3aBaHTAXXEHHS CleHH, noaamMo 10 oO'ekta SelectLeveMenu cTBOpeHHI CKpUNT
LoadResultOfGame (puc. 4.75) Ta BcTaHOBUMO HEOOX1JHI TapaMeTPH.

CKpuNT BIAMNOBIJA€ 32 3aBAaHTAXXCHHSA 3 MaM’ STl TPU PE3yJbTaTiB MPOXOHKCHHS
IrPOBUX PIBHIB, HOT'O TTOBHUI MPOrpaMHUM KOJ HaBeAeHO y noaaTtky b. Takox s nporo
00’exty ctBopeHo ckpunt MenuControls (puc. 4.76) nnsi 3aBaHTaKE€HHsSI HEOOXIJTHOTO

piBHs. 300paxkeHHs mapameTpiB 00’exTy SelectLeveMenu HaBeneno Ha puc. 4.77.

LoadResultOfGame.cs & » HealthBox.cs EnemySpawner.cs

Miscellaneous Files
em.Collecti
.Collecti

2
=]
n
E
m
=
(]
=
=
m

Pucynox 4.75 — [IporpaMuuii KoJ 3aBaHTaKEHHSI KpaIlIUX Pe3yJIbTaTiB

MenuControls.cs & X LoadResultOfGame.cs HealthBox.cs

Miscellaneous Files
= tem.Collections;
m.Collections.Generic;
Engi
UnityEngine.SceneManagement;

MenuCo ols : MonmoBehaviour

essed( sceneName)

SceneManager. LoadScene(sceneName);

d()

Applicati
Debug. Log(

Pucynox 4.76 — Ckpunt asis 3aBaHTaXEHHS ITPOBOTO PiBHS
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Menu Controls (Script)

Load Result Of Game [Script)

@ Best
@ BestTime

t1 @ BestSeore (1

1" | BestTime

Add Compoanent

Pucynox 4.77 — [Tapamerpu 06’exta SelectLevelMenu

Ham pgomamo no kHomku StartBtn, B 00’ekta MainMenu, BUKOHaHHS METOIY
LoadBestResultOfGames 31 ckpunty LoadResultOfGame. Jlns 1mporo momamo 00’€KT
SelectLevelMenu y meronx OnClick() knHonku StartBtn. Takox 10 BCIX KHOIOK MEHIO, y
noxito OnClick, nomamo 06’ ekt GameSounds Ta o6epemo meron AudioSoure.Play(), mo6
MIPM HATHCKAaHHI Ha KHONKM MEHIO 3By4YaB BIANOBIIHWUM 3BYK. Ilpukimam momaBaHHS

GameSound Ta oHOBJIeHOI kKHOTIKU StartBtn 300pakeno puc. 4.78.
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Rect Transform

Canvas Renderer Visualize

GameObject. SetActive

AudioSource

Runtirme Only

Runtime Only

n'—l—: 1 '.|-|"

Visualize

Pucynok 4.78 — OHoBeH1 napameTpu kHOKH StartBtn

Jami Oylio HaJalmTOBAaHO 3aBAHTAXKEHHS MOTPIOHUX ITPOBUX piBHIB. s 11OTO Y
00’ext1 SelelctLevelMenu oOpaHO KHONKY CTapTy BIJIOBIJHOTO PIBHSA Ta JAOJAHO Yy T1i
noaito OnClick() 06’ext SelelctLevelMenu. ¥ nromy Bukimkano meroj PlayPressed 3i
ckpunty MenuControls Ta y TEKCTOBOMY IOJi BKa3aHO Ha3By pIBHA SKUW MOTPIOHO

3aBaHTOXUTH. [[apamMeTpu KHOIKU MiCHsl HaJalITyBaHHs 300pakeHo Ha puc. 4.79

Runtime Only = MenuControls.PlayPressed

Pucynok 4.78 — HanamryBanHsi 00poOKH Mo/11i HATUCKaHHSI Ha KHOTIKY 3aITyCKy 1rpOBOTO

pIBHS
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4.6 HanamTyBaHHSI MPOEKTY Ta CTBOPeHHs (PiHAJBHOI 30ipKH

[Ticst cTBOpEHHSI OCHOBHHX €JIEMEHTIB I'pU MOXHA TIEPEUTH 10 (iHATBHOI YaCTHHH
po3pobku  nmomatrky. Jlo Hel MOXHA BIAHECTH HAJAIUITYBaHHS 301pKH TPOEKTY
(HamamTyBaHHSI Opi€HTalli, MIaTQOpMH, IKOHKU TPH), JOJABAaHHS HOBUX ITPOBUX PIBHIB
Ta TECTYBaHHS JOJATKYy.

CrovaTtky Oyna Jo/laHa 1KOHKa ITpOBOTO JOJAaTKa, JJIs IBOTO Yy HaJaITyBaHHSIX
npoekty Build Settings y Bikni Player Setting y mapamerpu Default Icon oOpana ikoHka

ska Oyna ctBopena y Adobe Illustartor (puc. 4.79).

X Project Settings

Player

nany Mame

Default lcon

Default Cursor

lugin Management

Pucynok 4.79 — BcraHOBIIGHHSI 1KOHKH JJ1SI IOJATKY

Uepes Te, 1110 rpa Opi€EHTOBAHA HA TIOPTPETHY OPIEHTAIIIO MPUCTPOIO, y MapaMeTpl
Default Orientation BkazaHa cTaHjapTHa opieHTallisi came Portrait 6€3 MOXIMBOCTI 3MIHU

(puc. 4.80).



.
Settings for Android

lcon

Resolution and Presentation

sCreen mode

zed Frame Pacing
slution Scaling
tion Scaling Mod Disabled

e Blit Type Always
uain Manaaement :

Supported Aspect Ratio

io Mod Mative Aspect Ratio

Partrait
v Portrait
Portrait Upside Down
Landscape Right
Landscape Left
Auto Rotation

Pucynox 4.90 — HanamryBanHs opieHTaIll 10JaTKy

Yepes Te, M0 eneMeHTH T'pu Oynu po3poOiieHi yHI(IKOBAaHUMH, CTBOPEHHS HOBHX
ITpOBUX PIBHIB BXK€ HE 3aiiMe Tak OaraTo yacy. JIJisi CTBOpEHHS HOBOTO PIBHS JOCTATHBO
30eperTy mepiry CIeHy MeTojoM «Save Scene Asy» I HOBOK Ha3Boro. Jlam momat y
pIBEHb y MEHE/KEP PIBHIB, JOAATH J0 CLEHM 1HIIIE OTOYEHHS 3a OaKaHHSM 1 BKa3aTH Ha
HOBY CIICHY MTOCHJIAHHSI Y KHOTIKaX 3aBaHTaKEHHS ITPOBUX PIBHIB.

Jns mpuknamy A0 TpoekTy Oyno 3aBaHTakeHO 3 AssetStore asset mim Ha3BOIO
RPG FPS game assets industrial. CTBopeHa clieHa 3 Ha3Bow SpaceFactory, mami Ha Hel
pO3MiIleH1 HOBI 00’ €KTH OTOYECHHS 3 aceTy Ta BUKOHAHO MPOTPaMyBaHHs TEPUTOPIT Pyxy
nepcoHaxy. Ha puc. 4.91 300pakeHa HOBa cClieHa JJisl TPU 3 BUKOPUCTAHHSM CTBOPEHUX

KJirouoBux Prefab Ta HOBUMH 00’ €KTaMHU OTOYEHHS.



Pucynox 4.91 — [Ipukian Apyroro irpoBoro piBHs
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[Ticnst 3aBeplIeHHS CTBOPEHHS ITPOBUX PIBHIB JOCTaTHbO HATUCHYTHM HAa KHOIKY

«Build» y HanamtyBaHHsAx 301pku, 00paTH MiClie Ta Ha3BY JIJIsl 30€peKEeHHSI BUKOHYIOUOTO

¢aiiny (puc. 4.92) Ta nouekaru qoku Unity cKoMIuIroe irpoBuil nogatok (puc. 4.93).

'Y Guild Android

Organize » MNew folder

Bl Desktop
4 Downloads

Y
=l RecentPlaces

4 Libraries
3 Documents

J‘f Music

&=| Pictures

B videos

1M Computer

F. S

File name:

-

Mare

| NS
| Assets

J Library

J Logs

J obj

J Packages

J ProjectSettings

| Temp

-

Date modified

02.12.2020 3:00

01.12.2020 14:58
02.12.2020 12:00
31.10.2020 16:46
01.11.2020 11:05
31.10.2020 16:46
0212.202011:41
0212.2020 12:05

' .' |« Games » Spacelnvasion_script » Spacelnvasion » - Search Space Invasion

Type

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

File folder

Space Invasion v0.2

Save as type: | apk

+ Hide Folders

Pucynok 4.92 — lllnax ansa 306epexenns apk daiiny npoekty
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" Mesh data optimization -

= |

Robot_Soldier_Green - Autodesk Interactive - FORWARD: 21 of about 283

Pucynok 4.93 — KoMnissiiss BUKOHYI0UOTO (aiiy IpoeKTy
4.7 TectyBaHHS MOOIJILHOIO irPOBOIO J0AATKA

[1ix yac po3poOKH MPOEKTY, IPOBHI T0IATOK TOCTIHHO TECTYBaBCs, BUSBJICHI
MOMMJIKUA BUIIPABJICHI.

Crouatky OyJI0 MPOTECTOBAHO POOOTA TOJIOBHOTO MEHIO, & CAME PearyBaHHsI
Ha HATHCKaHHS PI3HUX HOro KHOMOK. BoHU pearyroTh, iHTep(delcH TrOJIOBHOIO MEHIO

3MIHIOIOThCS (puc. 4.94).

7 SKrFace Invasian

.

Pucynok 4.94 — I'onoBHe MeHIO

Jani 6yno nmpoTecToBaHa 3MiHA 3HAYEHHS TYYHOCTI ITPOBUX 3BYKIB Ta My3UKH. J1is
IILOTO TIiJ] Yac 3alyCKy JOJaTKy 3HAYCHHS CJIaJIepiB 3MIHIOBAIMCH Ha MIHIMYM, TTPOEKT

nepe3anycKaBcs, 3HAaUeHHS TYYHOCTI 30epiraiucs y Bcix cieHax (puc. 4.95).
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¥ HANAWTYBAHHA
& -
-

Pucynok 4.95 — Mento «HanamryBaHHs»

Jlami TecTyBaHHS MiJIATalo MEHIO BUOOPY ITPOBOIO pIBHS, & CAME 3aBaHTaKEHHS
MOTPIOHOTO PIBHS, KOPEKTHICTh BiJIOOpa)KEHHS pe3yJIbTaTiB MPOXOJHKEHHS pIBHA, Ta

MOBEIHKA TOAATKY AKIIO PE3YJIbTATH MPOXOIHKEHHS BIACYTHI (puc. 4.96).

"" Sirac2 Illll!laSIBII.I

.-‘
- s | =
. rpoBi piBHI

§

aﬁ}‘.

@ 53,4 500

DESERT OF ,
CRYSTALS

Pucynox 4.96 — Intepdeiic Bubopy irpoBux piBHIB
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[Ticns moBHOrO TecTyBaHHA 1HTEp(ENCIB TOJOBHOTO MEHIO OyJM MPOTECTOBaHI
irpoBi iHTepdelicu Ta irpoBi piBHI y mutomy. s moyaTKy MNpPOTECTOBAHO MOBEIIHKA
IpaBIsl Ha 3MIHY TMOJIOXKEHHS JKOMCTHKIB IJII pyXy, MOBOPOTY Ta CTpuUIbOU. Takoxk
migpaxyHoK OajiB 3a BOMBCTBO BOPOTIB Ta MiPaXyHOK Yacy BiJ MOMEHTY IOYaTKy
MIPOXOJI>)KEHHS PiBHSL.

Takox B el yac Oyja mMpoTecTOBaHA MOBEAIHKA BOPOTIB: MOIIYK I'paBIls; aTaka
rpaBlig; CMEpPTh BOpOra; IMOsiBAa JIKYBJIBHOTO €JIEMEHTY TICIAs CMEpPTI BOpOra;
BIJIHOBJICHHSI 3/IOPOB’S TEpPCOHAX; pearyBaHHA OO0’€KTy CTBOPEHHS BOpPOTIB Ha

NPUCYTHICTh TEPCOHAXKY; Bcl eneMeHTH mpaiiooTh 3TiIHO 31 CTBOPEHOIO JIOTIKOIO (pHC.

4.97).

Pucynok 4.97 — TecTyBaHHS ITpOBUX MEXaHIK

Ham Oyno mporectoBaHo iHTepdeiic MeHO may3u (puc. 4.98) Ta ompairoBaHHs

oIk cMepTi mepcoHaxy (puc. 4.99).
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Pucynok 4.98 — [arepdeiic may3u mijg yac rpu

Pucynok 4.99 — Intepdeiic micias cMepTi rpaBLs

OcTaHHIM €TalmoM TECTYBaHHSA IEpeBipeHO poOOTy 30epiraHHs pe3yJbTaTiB
MPOXOJIKEHHS 1rpoBOTO piBHA. s 1poro mnoTpiOHO HaOpaTu Oulbliie OamiB HIXK

MONEepPeHHLOr0 pa3dy ado 3a YMOBM OJHAKOBOI KUIBKOCTI OajiiB 3pOOUTH II€ 3a IIBUIINN
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yac. Pesynbrar TectyBaHHs 300pakeHo Ha puc. 4.100. Ilig yac TecTyBaHHS IrpOBOTO

JoJaTKa yci aHiMallii, yHKI[IOHaTbHI MOXJIMBOCTI Ta iHTepdeiicu mpaioBanu 6e3 3001B.

7 SrFace Inwasion
e IrpoBi piBHI
” "

O
e . ( < ”'1' S
. .
’ e e

s

@"“‘“ se0 ) as.e8 300

& -
SPACE
FACTORY

Pucynox 4.100 — TectyBanHs 30epirants irpoBoro mporpecy piBHs
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BUCHOBKHA

Mob6iiapHa irpoBa iHAYCTPISI HA CHOTOHI € BArOMUM PYIIIIEM Ha PUHKY pO3Bar. Yixke
MUHYJIOTO POKY MPHOYTOK BiJ MOOLIPHUX MIAT(GHOPM MEPEBUIIMB J0XiJ KOMIT'IOTEPHOTO
reiimiary. OcoOJMBO TOMYNSApPHI ITpH y JKaHpl MIYTEpiB, BOHU JAalOTh MOXKIUBICTh
3Maratucs 3 iHIIMMU JIIOABMHU Ta MOCTIMHO MOKpAaIyBaTH BJIACHI HABUYKH, TOMY OYyJ0
o0paHo po3po0Ky MPOEKTY OIM3BKUM 0 TAKOTO KaHPY.

[lix yac BUKOHAHHS POOOTH OyJia pO3TJsHyTa Ta JOCHIIKeHa IMpeaMeTHa 001acTh,
PO3TISHYTO OCHOBHI MEXaHIKH WIyTepiB A MOOUIbHUX irop. Takoxx Oyno po3IIsSIHYTO
CXOXI1, YCIIIIHI IPEeJICTaBHUKA MOOUIBHOTO T€MMIHTY, Ha OCHOBI SIKHUX OyJIO BH3HA4YE€HO
MeTy Ta 3ajadl JOCHIKeHHsA, (QYHKIIOHAIBHI BUMOTH JO JOJaTKa Ta IMepeiiK
IHCTPYMEHTIB Ta 3ac001B peaizallii.

VY Xo/i BUKOHAHHA €Tamy 3 MPOEKTYBaHHS JOJATKy OyJO MPOBEJAEHO CTPYKTYPHO-
(dhyHKITIOHATIBEHE MOJCIIOBaHHS TpolieciB. 1le m03Bonmino GyHKIIIOHATIBHO JIEKOMIIO3YBaTH
KOPUCTYBaHHS JOJIATKOM 3 TOUKH 30py TpaBisl. Takok BiOyJIOCS MPOCKTYBAHHS MMPOCKTY
3a monomoror UseCase miarpam, 10 Hajae MOXKIJIHUBICTh ONUCATH B3a€EMOJII0 TPaBLA 3
IrPOBUM JIOJIATKOM, T€ SIK BiH OyJie pearyBaTH Ha Jii 3 00Ky KOpUCTyBaya.

VY pesynbTaTi po3poOku OyB CTBOpeHUN MOOUIBHMM IoAaTok «Space Invasiony.
bynu crtBOpeni pi3Hi iHTepdeilicu s B3a€MOJli KOPHCTyBada 3 JIOAATKOM, BIACHI
CKpUNTH i1 CTBOPEHHsI JIOTIKM Ta MeEXaHiKk Tpu. Takox OyJlo CTBOPEHO
CIpaliTH, TPUBHUMIPHI MOJIeTl 00’ €KTIB OTOUCHHS, HAJIAINTOBAHO MJI HUX Marepiaia Ta
BUKOPHUCTAHO B OTOUYEHHI OJTHOTO 3 ITPOBUX PIBHIB.

bynu nHamamToBaHi Mozeni IS IMIOOPTY MEPCOHAXiB, IFPOBI aHiMaIllli, CIEHa,
OCBITJICHHS Ta 3BYKHU. [lepenbaueHa MOXKIUBICTh CAMOCTIMHOTO BHOOPY irpOBOTO PiBHS
JUISL TIPOXOJIKEHHSI, a 3aBIsSKH YH1(PIKOBAHOCTI €JE€MEHTIB, CTBOPCHHS HOBHMX PIBHIB HE
noTpeOye BeIMKOi KUIbKOCTI yacy. IIporecroBanuii irpoBuii  10maTok  Oyjio

CKOMITLITLOBAHO Y (haiisl 3 pO3MIMPEHHIM apk..



89

CIIMCOK BUKOPUCTAHUX JIKEPEJI

1. CpaBnenue npousBoautenabHoctu [IK u cmaptdono, Bkirouas iPhone 11:
BeO-caiiT. URL: https://habr.com/ru/post/471018/ (nata 3Bepuenns 21.10.20).
2. Jlyamee B Google Play: Be6-caiit. URL:

https://play.google.com/store/apps/editorial collection/promotion topic bestof2019

xfn_hub (mara 3Bepaenns 22.10.20)

3. IlixaBa MOHETHU3AL[A MOOUILHUX irop: BeO-CamT. URL:
https://dtf.ru/mobile/40947-zanimatelnaya-monetizaciya-mobilnyh-igr/ (mara 3BepHEHHS
29.10.20).

4, ytepsr  yxe  Oonbine  crnopT, uyeM  wurpel: BeO-caiit.  URL:
https://habr.com/ru/post/372229/ (nara 3Bepuenns 22.10.20).

5. Game Engine Architecture, Second Edition: migpyunuk. Jason Gregory, CRC
Press; 1st Edition, 2018. 272 c.

6. [Ipunoxenus B Google Play: BEO-CallT. URL:
https://play.google.com/store/apps/details?id=com.supercell.brawlstars&hl=ru&gl=US

(mata 3BepuenHs 22.10.20).

7. [Ipunoxenus B Google Play: BEO-CailT. URL:
https://play.google.com/store/apps/details?id=com.noodlecake.altosadventure&hl=ru&gl=
US (narta 3Bepuenns 22.10.20).

8. Level Design: Processes and Experiences: miapyunuk. A K Peters/CRC Press;
1st Edition, 2016. 408 c.

9. Hotline Miami B Steam: BeO-CaiT. URL:
https://store.steampowered.com/app/219150/Hotline Miami/?l=russian (mata 3BepHEHHS
22.10.20).

10. Defense Acquisition University Press. Systems Engineering Fundamentals:
nigpyunuk. Bipmkunis, 2001. 222 c.

11. G. Booch, J. Rumbaugh, I. Jacobson. Unified Modeling Language User
Guide, The 2nd Edition: migpyunuk. Addison-Wesley, 2005. 496 c.

12. Tan Sommerville. Software Engineering, 8th edition: migpyunuk. Pearson


https://play.google.com/store/apps/editorial_collection/promotion_topic_bestof2019_xfn_hub
https://play.google.com/store/apps/editorial_collection/promotion_topic_bestof2019_xfn_hub
https://play.google.com/store/apps/details?id=com.supercell.brawlstars&hl=ru&gl=US

90

Education, 2007. 843 c.

13.  Unreal Engine 4 Game Development Essentials: migpyunuk. bpimenxem,
2016. 266 c.

14.  Blueprints Visual Scripting for Unreal Engine: minpyunuk. Packt Publishing,
2015. 190 c.

15.  Unity in Action: nigpyuauk. JOSEPH HOCKING, 2016. 352 c.

16. Getting Started with Unity 2018: migpyunuk. Third Edition: A Beginner's
Guide to 2D and 3D game development with Unity, Dr. Edward Lavieri, 2018. 485 c.

17. Timothy A. Budd. C++ for Java Programmers: migpyunuk. Oregon State
University, Corvallis, Oregon, 1998. 29 C. URL.:
http://web.engr.oregonstate.edu/~budd/Books/cforj/info/preface.pdf  (mara  3BepHeHHS
23.10.20).

18. Learning C# by Developing Games with Unity 3D Beginner's Guide:
nigpyynuk. Terry Norton, 2013. 292 c.

19.  Microsoft Visual C#. IlogpobHoe pykoBoacTBo: miapyunuk. [xon lapm,
2017. 848 c.

20.  Microsoft Launches Visual Studio Code, A Free Cross-Platform Code Editor
For OS X, Linux And Windows: Be0O-caiit. URL:
https://techcrunch.com/2015/04/29/microsoft-shocks-the-world-with-visual-studio-code-a-
free-code-editor-for-os-x-linux-and-windows/ (nara 3BepuenHs 28.10.19).

21. Visual Studio Code FAQ: BeO-callT. URL:

https://code.visualstudio.com/docs/supporting/fag (nara 3sepaenns 24.10.20).

22. Sublime Forum: BeO-caiit. URL: https://forum.sublimetext.com/ (mara
3BepHeHHs 24.10.20).

23. Conpaka no Adobe® Illustrator® CC: miapyunuk, 2016. 734 c. URL:
https://illustrator.demiart.ru/books/book illustrator.pdf (nara 3Bepaenns 28.10.20).

24.  Creativity for all: BeO-Cailr. URL:

https://www.adobe.com/creativecloud.html (nata 3Bepuenns 26.10.20).

25. Camoyuutens Blender 2.7: minpyunuk, bXB-Ilerepoypr, 2016. 400c.

26. MogemtoBanns Ta aHaiiz cucteM. IDEF-texnomnorii. [TigpyyHuk-npaktukym /


https://code.visualstudio.com/docs/supporting/faq

91

Yepemunx C.B., Cemenos 1.0., Pyuxin B.C., 2006. 188 c.
27. IDEFO and SADT: A Modeler's Guide / [eBim A. Mapka, Knement JI.
MakroyaHn. OpenProcess, Inc. 2005. 392 c.

28. Bsenmenns B UML Bixg tBOpuiB moBu / I'pami byu, [xeitmc Pambo, IBap
Axo6con. - M .: JIMK Ilpecc, 2015. - 496 c.

29. Prefab: BeO-caiit qokymeHTalix irposoro pymii Unity. URL:

https://docs.unity3d.com/ru/530/Manual/Prefabs.html (mara 3Bepuenns 25.11.20)

30. Creating and Using Scripts: BeO-CallT. URL:
https://docs.unity3d.com/ru/2020.2/Manual/CreatingAndUsingScripts.htmi (mara

3BepHeHHs 25.11.20)
31. Audio Mixer: BeO-cailT. URL:
https://docs.unity3d.com/ru/current/Manual/AudioMixer.html_(nara 3Bepuenns 25.11.20)


https://docs.unity3d.com/ru/530/Manual/Prefabs.html
https://docs.unity3d.com/ru/2020.2/Manual/CreatingAndUsingScripts.html

92

JOIJATOK A IINTAHYBAHHA POBIT

A.1 [Jeranizauisa metu npoexkty MerogoMm SMART

CyTHicTh Aetaiizaiii MeTU NpoekTy 3a gonomororo SMART-merony BumiuBae 3
posmudpyBaHHs TepMiHIB, sKi (opmyroTh i#oro Ha3By: cneuudiuHicts (Specific),
BuMiproBaHicTh (Measurable), y3romxenicts (Agreed Upon), peanictuunicts (Realistic),
obMmexenicTh B yaci (Time-related).

[IpaBunbHO fgetanmizoBana 3a jgonoMororo SMART-meTony wmeta  J03BOJIsiE
chopMyBaTH 3arajibHe YSBJIEHHS IPO IPOEKT, SIKE Jolomarae ocodoam, 10 MpUIMAaroTh
pILIEHHS, a IHIIUM 3alliKaBJICHUM CTOpPOHAaM Ja€ 3MOTy 3pO3yMITH MaclTabu Ta

ocoOnuBoCTI MpoekTy. PesynpraT aetamizamii merogom SMART po3mimeno y Tadi. A.l.

Tabmums A.1 — Jleramizamis metu metogoMm SMART

Specific . _ .
CtBOpuTH MOOUTEHUI ITPOBHI 10AAaTOK «Space Invasion»
(KOHKpeTHA)
Measurable _ _ _ _
. CtBOpUTH MOOUTEHUI ITPOBHI 10AAaTOK «Space Invasion» 3a 82 1Hi.
(BuMIproBaHa)
Peanizaiist poO0TH 311MCHIOETCS UIIXOM BUKOPUCTAHHS 1rPOBOTO
Achievable pymrito «Unity», IporpaMu JJisi TPUBEMIPHOTO MOJICITFOBaHHSI
(mocsikHa) «Blender» Ta Microsoft Visual Code ayis kom@opTHiioi po3pooku
IPOrPaMHOTO KOJY.
Jlist yeninmHo1 po3poOKu MOOUTEHOTO ITPOBOTO JOJIATKY «Space
Relevant . _ o
_ Invasion» € Bci HEOOXiH1 3acO0U, PO3POOHUKU TOCTATHHO
(peamicTuyHa) o .
KBaJTi(hiKOBaHi JJIsi BAKOHAHHS MTOCTABIICHUX 3a/1a4.
_ Po3pobutu irpoBuiit MoOOITEHUHN 10aTOK «Space Invasion» Ha OCHOBI
Time-related .
chopMoBaHOTO KalleHAapHOTO many. L{ine oOmMexxeHa vacoBuMu
(oOmerxeHa y . o
_ pamkamu. PoOoTu moBuHHI OyTH 3aBepilieHi 3TiIHO 3 KaJCHIapHUM
yaci)
IUTAHOM.
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A.2 IlnanyBanHs 3MicTy cTpyKTypH podit IT-npoexktry (WBS)

Jns  IeKOMITO3MINT TPOEKTYy Ha JOCTYyHHI JUIsl OMVISAy 1 KEepoBaHI YacTHHU
BUKOPHUCTOBYEThCA poOoua cTpykTypa mpoekty — WBS (Work Breakdown Structure).
Bona nonmomarae BU3HAUMTH 3a/1a4i Ta Mig3aaadi, ki TOTpiOHO 3pOOWTH AJsi BUKOHAHHS
MPOEKTY. 3ajeXHO BiJ MacmTady MPOEKTY KIIbKICTh PIBHIB JEKOMIO3UIT MOXe OyTH
PI3HOIO, @X /10 BUOKPEMJICHHS POOIT, TOTOBUX JJIsi BKJIIOUEHHS B CITKOBY Mojenb. Ha

OCHOBI WX PIBHIB MaiilOyTHHOTO MPOEKTy Oyayemo Tadaumo WBS (puc. A.l).

Proopote wilneHom Fpossm SonaTry “Space nvasion”

1

1.1 HaysoRo-aocniaHa polara

1.1,1 Jaransan ansni
| evmey e
KATFANHE
DOMETEHHEE WTep

1.1 2 Deramui fsana
CTOHY ICHyTHR
AR
Tt LT

L 113 Noctassoans sei
Ta

11,4 i micaprymenind
 paanilmil TE METORE
DO i

1.2 Mnasiynassa T-ApoeaTy

921 MocTasoeea 38wl
wemnanw SMART

1 2.2 [MsnuncosuRn posT

1.2.2.1 Nnasiymaisn

IT-rigemcy (S|

1.2 2.3 Poapolics
= eprEstausee
[aIpasn polit D85

1.2 2.5 Poapofiaa
L LT
BANSHILA =G

1.2 2.4 Poapolicn
fwipEan TAHTA

|| 123 peowaisn
FIDARNHE DM I

[ 3Ty CTEYTYEH Dot

1.3 Nooesmmassn A0Sty

1.4.2 3 Peapsiiea Anr |
T

1.4.4 Tecrymassn |
arliNsHOND DO0ATRY

AEERE S L)
CEGCTFRAHEN

14,82 Hi dfsiiiteiiui

TECTFEd A

1.4 Prapolen sonaniy

1.5.1 Craopamn
LNTAYH BANNITE 1.4.1 Poapotaa
BHOC A TR = —  NpOTOmaSTy Fposien
(L | Ty
1.4,1.1 Peopoion 1a
L 12 keystynssiva - PRyl i
ApaTy ¥ Wl IDEFD [P—

| 14.1.1.1 Prapofn MissHi
PP DETIRTATIE MPH

1.4 1.1.2 Peapsfian Miriin
NOUSIsEHA MaBEA T3
BOpOTE

1.4.1.2 Mansummasm
[FR e

| 1.4.1.2 Hanaummassss
\EHAIREDY DEHE |

14,3 Crmopsnss
ph R WSO

L. 1431 Croopewss wogensi
repoonmen

L LA Crecpavsm unganed
oiFEaTin oo

1.4 1.3 HaraaTynsm
wArepEnn

1.4 3.4 Hurd syt
LRI

1.4.5 Mipen iponon
EnETy

1.4.5.1 Dinmasiaimsts snty
FposoT noaaTey

1.4 3.2 HarmisTysmme
ipon TH CTROD R
ENERTROHHOT PHCY

1.5 Anara polionn

151 Rananramen
anaany an Gocghe Pay

|15 Crmepaea Sakia
ORI

—1 5:IA:.Bnu-nmen'|-|

Pucynok A.l - [liarpama nekommno3suilii pooit mpoexty (WBS)
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A.3 Opramni3zamniiina crpykrypa npoekry (OBS)

®opmyBanus WBS 5ioriuyno Tiarae 3a co60r0 BU3HAYCHHS BIAMOBIAHUX BUKOHABIIIB
1iei poOOTH, BIAMOBITHO AJIA IBOTO MOTPIOHO CTBOPEHHS OPTaHI3alliifHOI CTPYKTYpH
npoekty OBS (Organization Breakdown Structure). Bona Bu3Hauae BiJHOCHMHH MiX
y4acHUKaMH MIPOEKTY, 1X BIAMOBIIAIbHICTh 1 TOBHOBAXKEHHS B MPOIECI HOTO peatizaliii.

BuzHaunMo BUKOHABIIIB pOOIT Ta 1HIIMX 3aIlIKaBICHUX CTOPIH MPOCKTY:

1. Bukonaseusp (ITapxomenko C. B.).

2. Hayxoswii kepiBauk (Pegorosa H.A.).

[licnst BU3HAYCHHS 3allIKaBJICHUX CTOPIH MOXHA TNEPEXOJUTH TO PO3POOKHU

ctpykrypu. OBS-cTpykTypa opranizaiiii po6iT 300paxeHa Ha puc. A.2.

Poopofisa wobinunon inposoro ponaty “Spece Invason®

Napxowesko, SeaoTosa Napxcessssa, Supomoes Mapwowsws, Degoross Mapnoueym Iapmowenm;, Denorosa
MagmoueHm. Mapucmsssmn | Napsomess Mapxavesun
SuacToaa Dagarans Ceairma I Napooesssn
Mapadusises
Benarona
. Napwowsssma, fa
L X Mapxouenis
Napuossersa PegCTORE CenoToea ~= Mapuowessn
metois I MapeoueHEn
Mapsouen,
SeacToRa MagxoueHen
Mapxauses MageouaHen
Mapeouesm
Napsowsrsn Ty
Magsauaneg
Napsosmrra e —
NapsoweHsn, -
[ LT Bt e i
Napsoisssa
Pegarasa | Prye—
Mapsnuee
Magacnsseg
Mageouan
Napousiso
MamenksD
Mapnonis
Mapaoasssn
Napscrsres

Napmonsiws

Pucynok A.2 — Jliarpama opranizaiiii pooit npoekty (OBS)
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€ MaTpu4Ha

oprasizaiiifHa CTPyKTypa, TO I1HCTPYMEHTOM, SKWHA JO3BOJISIE BHPINTYBAaTH MOKJIUBI

npo0JieMH 1 CyNepeyku, BUCTyae MaTPUIlS BIANOBIAAIBHOCTI, 110 1oB’s13ye WBS 1 OBS.

BoHa 3akpimioe 3a KOXXKHOIO €JIeMEHTapHOK POOOTOI0 3 i€papXii MEBHOTO BUKOHABIIA,

3a0€3IMeUyIound OINUC 1 y3TOJPKEHHSI CTPYKTYPHU BIANOBITAIBLHOCTI 32 BUKOHAHHS IAKETIB

po6IT. MaTpuIlo BiANOBIIAILHOCTI MTPOSKTY HABEACHO Y Ta0bauIll A.2.

Tabnuisg A.2 — MaTpuiis BiANOBIJaIbHOCTI

IHapxomenko C. | ®exoroBa
WBS\OBS

B. H.A.
1 Po3po6ka MOO1IBHOTO IrpOBOTO TOAATKY "Space

X X
Invasion"
1.1 HaykoBo-nocnigHa pobota X X
1.1.1 3aranbHuii aHami3 CTaHy ICHYIOUMX Ka3yalbHUX

X X
130METPUYHMX LIyTEPiB
1.1.2 JeTanbHuil aHai3 CTaHy ICHYIOUHX Ka3yaJbHUX

X
130METPUYHHX IITYTEPiB
1.1.3 IloctanoBka MeTH Ta 3a1a4 X X
1.1.4 Bubip iHCTpyMEHTIB peasti3allii Ta METO/IiB

X
JOCIIKEHHS
1.2 IlnanyBanns [T-nmpoekty X X
1.2.1 IToctranoska 3agaui MmetogoM SMART X X
1.2.2 JIexomrio3uirist pooiT X X
1.2.2.1 [InanyBaHHs 3MicTy CTpyKTypH pooit IT-

X
npoekty (WBS)
1.2.2.2 Po3po0Oka oprani3ariiiinoi giarpamu pooit OBS X
1.2.2.3 Po3poOka Matpwuili BiNOBIIaIbHOCTI X




[Tponosxenus Tadbmmii A.2 — Matpuiig BiAOBITaIbHOCTI

1.2.2.4 Po3poOka giarpamu 'anTa

1.2.3 BukoHaHHS yIIpaBJIiHHS pPU3UKaMU

1.3 ITpoekTyBaHHS AOJATKY

1.3.1 CTBOpeHHs JllarpamMu BapiaHTiB BUKOPUCTAHHS

(Use-Case)

1.3.2 JloxymentyBaHHs npoekTy y HoTauii IDEFO

1.4 Po3poOka nogatky

1.4.1 Po3pobOka mpoToTUIy irpoBoro 104aTKy

1.4.1.1 Po3poOka Ta TecTyBaHHS IFPOBUX MEXaHIK

1.4.1.1.1 Po3pobka MexaHik MmipaxyHKy pe3yJbTaTiB

rpu

1.4.1.1.2 Po3pobka MeXaHiK MOLIKOXKEHHSI TPaBIIs Ta

BOPOTiB

1.4.2 Po3poOka inTepdeiicy irpoBoro 101aTKy

1.4.2.1 Po3po0Oka iHTepdeiicy roloBOro MeHo

1.4.2.2 Po3po0Oka inTepdeiicy irpoBoro MeHio

1.4.2.3 Po3poOka 1onomMi>XHUX 1HTEep(EciB

1.4.3 CTBOpEHHS TPUBUMIPHHUX MOJCIICH

1.4.3.1 CtBOpeHHs1 Mojieiel TEPCOHAXKIB

1.4.3.2 CtBOpeHHs Mojieniel 00'eKTIB OTOYEHHS

1.4.3.3 HanamryBanHst maTepiaiiB

1.4.3.4 HanamryBanHs aHiMarlii
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[Tponosxenns Tadbmmii A.2 — Matpuiig BiAMOBITaIbHOCTI

1.4.4 TectyBaHHsS MOOUIBHOTO J0JIATKY X
1.4.4.1 ®yHKIIOHATBHE TECTYBaHHS X
1.4.4.2 He ¢yHKITIOHAJIBHE TECTYBaHHSI X
1.4.5 36ipka irpoBOTO A0JATKY X
1.4.5.1 OnTuMizaliis Koay iIrpoBOro J01aTKy X

1.4.5.2 HanamryBanHs 30ipKU Ta CTBOPEHHS

€JICKTPOHHOTO MIJIITUCY §
1.5 3na4a poboTu X X
1.5.1 3aBanTaxkenns noaarky no Google Play X
1.5.2 CtBopenHs ¢aiiiiB JOKyMEHTAaIlii X X
1.5.3 ApxiBaillist MPOEKTY X

A.4 IToOynoBa kanenagapHoro rpagika BukoHanus IT-npoexkry

Kanennapauii rpagik poOIT OyayrOTh 1100 BOJOMITA PEAbHUM YSBICHHSM IOJI0
TPUBAJIOCTI BUKOHAHHS OKPEMHUX pOOIT 3 ypaxyBaHHSM OOMEXEHHS Yy BHKOPHUCTaHHI
peCypcCiB, a TAKOXK TPUBAJIOCTI MPOCKTY Y IIJIOMY 3 ypaxyBaHHSIM BUXIJHUX Ta CBATKOBUX
JTHIB.

Hiarpama 'aHTa € peaJlbHUM PO3MOIIOM POOIT MPOEKTY 3a KaJICHIApHUMHU JaTaMu,
TOOTO CBOEPITHUM PO3KIJIAOM BUKOHAHHS PoOIT . 3a3Buyail moOymoBa miarpamu ['anTa
B1IOyBa€eTCs y JeKkiibka KpokiB. Ha ropu3oHTani ¢ikCyloTh KajdeHAap y TUX OJUHHUIISIX
qacy, ki oOpaHl /i mpoekty (roawHu, aHi). JIiBopyd Ha BepTHKaIl PO3TAIIOBYIOTH
HallMeHYBaHHA Bcix po6iT. Ha poboyoMy mosi, 1o yTBOPUIIOCH, MOCTABIAIOTh Y BUTIISAIL
MPSAMOKYTHUKIB POOOTH, AOBXKHMHA SIKMX [0 FOPU30HTAJ BIAMOBIAAE IXHINM TPUBAIOCTI.

Mix poboTaMu JTiHISIMHA BKA3VIOThH JIOT1YHI 3B’ I3KH.
p VALY
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3a I0MOMOT 010 CIIeiaIbHUX MporpaM moodymaoBaHo giarpamy ["anra (puc. A.3).

Prapfiac oHARHITD INBOGED A0aaTay "Space Ievasion”™ | Posgoles sodlneHor INpHsIre AnaatHy "Space baason”

WTOESE.. MLEEN.. [ F]
Ll Fappssgoiriges .. ATOSN..  ILIOINR 2 C o blakewss e pelen
LLL Jarwssss mas 3 12 %710 .
=y LL 1
LT uspasass Mg GLIGH..  TLITER 12 ——
L1 Moczwoms 13 L 2 a
Ll fescmpomangs .. QLl0dE fEEE a
22 P
L3227 P 1029 L
(R P T TR T | T ) A e
L Baspoéas gagrey EIBH.. ERERISA. . M m_
Lil Poopoles mpar...  ELlBGE.. LSO &
188 Poapdas mipde FiRE 1] FYYe
111 Pt
LA Peapsfas wrs. T T PRI ] e
i
211
LA1 Capmass 1pe 1M, M g PR

. XILH ML Li] 184 Varr

LA i Wpoa i BiLER s Jamw

LS Jamm pofions L., MR a R s

Pucynox A.3 — Kanennapuwuii ruian ta giarpama ["anta

A.S YnpasiliHHSI pU3HKaAMU

[lin mnpouecamMy yHpaBliHHA pPHU3UKAMH TPOEKTY PO3YMIETHCS IUJIAHYBAHHS
VOpaBIIHHS pU3UKaMH, iAeHTHdIKAIisA 1 iX aHai3, BUPOOJIIEHHS METO/AIB pearyBaHHsS Ha
PU3HUKH, KOHTPOJIb, MOHITOPUHT 1 YIpaBJIiHHA HUMHU Yy XOJ1 peami3auii MpoekTy. 3a
JIOTIOMOTOI0  TIPOIIECIB  YIPABIiHHSA pPHU3UKAMH TPOCKTY HAMararoThCsl ITiJIBUIATH
WMOBIPHICTh BUHUKHEHHS 1 BIUIUBY CHPHUSATIMBUX PHU3HUKIB HA TMPOEKT 1 3HIKYIOTh

WMOBIPHICTh BUHUKHEHHS 1 BIUIMBY HECHPUSATIMBUX PU3MKIB HA MPOEKT B MOMEHT HOTro
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BuKOoHaHHA. [loOymyeMo MaTpWIf0 AEKOMMO3UIlT PU3MKIB IS HAIIOTO TPOEKTYy (puC.

A.5).

Invasion"

Irpoewia mobinkHWIA gogaTok "Space

[

Oprasizauinsi

SOBHILHI

TexHiuHI

MporpamHi

|| Nomunka y oprasizayil

pobiT (R1)

|| 3atpumkn y poGoTi no

rpachixy (R2)

| |Huzbka npogykTHBHICTL

npaui (R3)

HenopoaymiHHA Mix
CTOpoHaMK (R4)

3miHa BMmor 40
npoekty (R3)

Henepenbayysani
ofcTaguHK (RE)

360| dyHELioHany
(R7)

TexHIYHI HENonAaKK
MK (Ra)

Momunkm B poSoTi
Aopatky (RI)

3607 8 pobori OC
(R10)

Pucynok A.5 — Matpuiis gexomnosuilii pu3ukis RBS

JI1st OUThII TOYHOTO AOCIIXKEHHSI BIUTUBY PU3HKIB HA MMPOEKT OXapaKTEPU3YyEMO iX

3a IOKa3HMKaMH HMOBIpHOCTI BUHMKHEHHs (Ta0J1. A.3) Ta cTymeHsMu BTpart (Tadi. A.4).

Tabmuus A.3 — IMOBiIpHICTh BAHUKHEHHSI PU3HKIB IIPOCKTY

Cryninb

HMOBIPHOCTI

R1

R2 | R3 | R4

RS

R6 | R7 | R8

R9

R10

Cnabo WMOBIpHO

Maio WMOBIpHO

NmogipHO

JloBoJ11 KMOBIPHO

gl B~ W N

Maiixe HMOBIpHO




Tabnuns A.4 — CTyninbe BTpaT pU3UKIB IPOEKTY

Cryminb BTpar R1

R2 | R3 | R4 | R5 | R6

R7 | R8 | R9 | R10

MiHIMaJIbHUA

Husbkuit

Cepenniit

Bucoxnit

gl b W N

MaxkcumanbHa

Matpuio «MIMOBIpHICTE-BTpaTH». 32 OCHOBY BI3bMEMO 3HAYCHHS BIUTUBY pU3UKY R,

10

Ha ocHOBI moka3HUKIB HMOBIPHOCTI BUHUKHEHHS Ta CTYIICHIO BTPAT MOOYIyEMO

MTOMHOUBIIIH 3HAYEHHSI UMOBIpHOCTI BUHUKHEHHS (Pq) Ha cTyminb Butpartu (I1q).

BianosigHo 3a 100yTKOM BU3HAYMMO CTYIIHb BILUIUBY:

— T1, [0 MOXYTb ITHOpyBatucs - 1<R<4;

— He3HauHl - S<R<E;
— noMipH1 - 9<R<I11;

— cyTTeBi - 12<R<17;

— kputnuHi - 20<R<25;

3HaYeHHs CTYINEHIO BILUIMBY Ta HOTO piBEHb HaBeJEH1 y Ta0d. A.S.

Tabmuus A.5 — Kinacudikaiiist pu3ukiB 3a CTYIIEHEM BIUIUBY

Pusuk npoekry

CryniHp BILUTUBY

Knacudikarist piBHs

[Tomusnka y opranizaiii 6 (He3HAYHUI) Burnpasnanuii
poOit (R1)
3aTpuMkKu y poOOTI 1O 12 (cyTTeBuii) Henonyctumunii
rpadiky (R2)
Husbka npoiyKTUBHICTh 9 (momipHMiN) Bunpasnanuii
npaii (R3)
Hemnopo3zyMiHHs Mix 1 (Mmo3e irHOpyBaTUCS) [IpuiiHsITHUI

ctopoHamu (R4)
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[Tponossxenns Tadbmumi A.5 — Kiacugikariist pu3ukiB 3a CTyIIEHEM BIUIUBY

Pusuk npoekty CrymiHb BIUIUBY Knacudikaris piBus
3MiHa BUMOT JI0 IPOEKTY 6 (He3HauHUM) Bunpasnanuii
(R5)
Henepenbauysani 16 (cyTTeBuit) Henonmyctumuii
ob6craBunu (R6)
300i ¢pynkuionany (R7) 6 (He3HauHUM) Bunpananuii
Texuiuni nenonagku [1K 4 (Toi, 10 MOXKE [TpuitHATHU]
(R8) ITHOPYBATHUCS)
[Tomunku B poOOTI 25 (KpUTUYHUT) Henonyctumuii
nonatky (R9)
360i B po6oti OC (R10) 4 (TOM, 110 MOXKeE [TputinsTHU]
ITHOpYBaTHCS)

[ToTim Ha OCcHOBI JaHOT TabNUIll TOOYAyeEMO caMy MaTpulllo « UIMOBIpHICTh-BTpaTH»

(Tabn. A.6), BIZHICIIM PU3UKHU O KOJbOPOBHUX 00JIACTEN B 3AJIEAKHOCTI Bl MPUHHATHOCTI

PUBHKY:

— NPUNHATHI pu3UKH (100yTOK 1<R<4, 3enenuii komip);

— BUNpaBAaHHI pu3HKH (100yTOK S<R<11, x0BTHII KOJIID);

— HeaomycTumi pu3uku (100yTok 12< R<25, uepBoHMI1 KOTID).

Ta6imus A.6 — Marpus «IMOBipHICTB-BTpaTH»

MaxkcumanbHa(5)
Bucoka(4) R2
Cepenns (3) R1, R7 R3
Huspka(2) R8, R10 RS
MinimanbHa(1) R4
Cnabo Marno MmoBipHo (3) JoBomi Maiixe

iimoBipHO (1)

iiMoBipHO (2)

MOBIpHO (4) | #MOBIpHO

()




JNOJATOK b JICTHUHI' CKPUIITIB

Koa ckpunty EnemySpawner.cs:

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

public class EnemySpawner : MonoBehaviour
{

Player player;

public float Period;

public GameObject Enemy;

public bool isSpawn = true;

public float spawnDistanse = 15;

float currentDistance;
float TimeUntilNextSpawn;

// Start is called before the first frame update
void Start ()
{
player = FindObjectOfType<Player>();
TimeUntilNextSpawn = Random.Range (0, Period);

}

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

TimeUntilNextSpawn -= Time.deltaTime;

if (TimeUntilNextSpawn <= 0.0f && isSpawn) {
TimeUntilNextSpawn = Period;
Instantiate (Enemy, transform.position, transform.rotation);
GetComponentInChildren<ParticleSystem> () .Play();

}

void FixedUpdate ()
{
currentDistance = Mathf.Abs (Vector3.Distance (transform.position,
player.transform.position)); // HOucradHiig mo rpaslid
if (currentDistance <= spawnDistanse)

{

isSpawn true;

}

else
isSpawn = false;

}

Koxa ckpunry ExitBtnScript.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class ExitBtnScript : MonoBehaviour



{
public void changeScene(){
Time.timeScale = 1;
SceneManager.LoadScene(0);
¥
¥

Kona ckpunry HealthBar.cs:

using UnityEngine;
using UnityEngine.UI;
using System.Collections;

public class HealthBar : MonoBehaviour
{
Player player;
public float maxValue;
public Color color = Color.red;
public int width = 4;
public Slider slider;

private static float current;

void Start()

{
player = FindObjectOfType<Player>();
slider.fillRect.GetComponent<Image>().color = color;
slider.maxValue = player.maxHealth;
maxValue = player.maxHealth;
slider.minValue = 0;
current = player.playerHealth;
//UpdateUI();

}

public static float currentValue

{
get { return current; }

}

void Update()

if (current < @) current = 9;
if (current > maxValue) current = maxValue;
slider.value = current;

}
void UpdateUI()
{
RectTransform rect = slider.GetComponent<RectTransform>();
int rectDeltaX = Screen.width / width;
float rectPosX = 0;
rectPosX = rect.position.x + (rectDeltaX - rect.sizeDelta.x) / 2;
slider.direction = Slider.Direction.LeftToRight;
rect.sizeDelta = new Vector2(rectDeltaX, rect.sizeDelta.y);
rect.position = new Vector3(rectPosX, rect.position.y, rect.position.z);
}
public static void AdjustCurrentValue(float adjust)
{

current += adjust;

10



Koxa ckpunty HealthBox.cs:

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

public class HealthBox : MonoBehaviour

{

BoxCollider boxCollider;
Player player;

public AudioClip pickupSound;
public float valueHealth;

// Start is called before the first frame update
void Start()

{
player = FindObjectOfType<Player>();

boxCollider = GetComponent<BoxCollider>();

}

void OnTriggerEnter(Collider other)

{
if (other.gameObject.tag == "Player")

{
GetComponent<AudioSource>().PlayOneShot (pickupSound, 0.5f);

player.UpdateHealth(valueHealth);
Debug.Log("HealthBox: pickup - OK");

Destroy(boxCollider);
Destroy(gameObject);

}

Kona ckpunry HitPlayer.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AT;

public class HitPlayer : MonoBehaviour
{

public float damage = 0;

Player player;

void Start()
{

}

player = FindObjectOfType<Player>();

void OnTriggerEnter(Collider other)

if(other.gameObject.tag == "Player"){
Debug.Log("Damage Player: " + damage + " hp");
player.UpdateHealth(damage);



Kona ckpunry InitializeOnLoad.cs:

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

public class InitializeOnLoad : MonoBehaviour

{

public GameSoundsSetting gameSoundValue;
public GameSoundtrackSetting gameSoundtrackValue;

// Start is called before the first frame update
void Start()
{
gameSoundValue.SetStartVolume();
gameSoundtrackValue.SetStartVolume();

}

Kona ckpunry Joystic_controller.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;

public class Joystic_controller : MonoBehaviour, IPointerDownHandler, IDragHandler,

IPointerUpHandler

{
Image joystickBg;
Image joystick;
Vector2 inputVector;
float horizontalMove;
float verticalMove;

void Start()
{

GetComponent<Image>();

joystickBg =
= transform.GetChild(@).GetComponent<Image>();

joystick
public void OnPointerDown(PointerEventData eventData)
{

OnDrag(eventData);

public void OnDrag(PointerEventData eventData)

{
Vector2 pos;
if (
RectTransformUtility.ScreenPointToLocalPointInRectangle
(
joystickBg.rectTransform,
eventData.position,
eventData.pressEventCamera,
out pos
)
)
{
pos.x = (pos.x / joystickBg.rectTransform.sizeDelta.x);
pos.y = (pos.y / joystickBg.rectTransform.sizeDelta.y);
}

var inputVector = new Vector2(pos.x * 2 - 1, pos.y * 2 - 1);

inputVector = (inputVector.magnitude > 1.0f) ? inputVector.normalized :

//Debug.Log(inputVector);

inputVector;
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horizontalMove = (float)System.Math.Round(inputVector.x , 1);
verticalMove = (float)System.Math.Round(inputVector.y , 1) * (-1);

joystick.rectTransform.anchoredPosition = new Vector2(inputVector.x *
(joystickBg.rectTransform.sizeDelta.x / 2), inputVector.y * (joystickBg.rectTransform.sizeDelta.y
/2));

}
public void OnPointerUp(PointerEventData eventData)
{
//inputVector = Vector2.zero;
horizontalMove = 0;
verticalMove = 0;
joystick.rectTransform.anchoredPosition = Vector2.zero;
}

public float Horizontal()

{
if(horizontalMove != @)
return horizontalMove;
else
return Input.GetAxisRaw("Horizontal");
}
public float Vertical()
{
if (verticalMove != 0)
return verticalMove;
else
return Input.GetAxisRaw("Vertical");
}

}

Kona ckpunry Joystick Rotate.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.EventSystems;

public class Joystick Rotate : MonoBehaviour, IPointerDownHandler, IDragHandler,
IPointerUpHandler
{

Image joystickBg;

Image joystick;

Vector2 inputVector;

float horizontalMove;

float verticalMove;

void Start()

{
joystickBg = GetComponent<Image>();

joystick = transform.GetChild(@).GetComponent<Image>();

public void OnPointerDown(PointerEventData eventData)

{
OnDrag(eventData);
}
public void OnDrag(PointerEventData eventData)
{

Vector2 pos;
if (RectTransformUtility.ScreenPointToLocalPointInRectangle(joystickBg.rectTransform,
eventData.position, eventData.pressEventCamera, out pos))

{
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(pos.x / joystickBg.rectTransform.sizeDelta.x);
(pos.y / joystickBg.rectTransform.sizeDelta.y);

pos.X
pos.y

}

var inputVector = new Vector2(pos.x * 2 - 1, pos.y * 2 - 1);

inputVector = (inputVector.magnitude > 1.0f) ? inputVector.normalized : inputVector;
horizontalMove = (float)System.Math.Round(inputVector.x, 1);

verticalMove = (float)System.Math.Round(inputVector.y, 1) * (-1);

joystick.rectTransform.anchoredPosition = new Vector2(inputVector.x *
(joystickBg.rectTransform.sizeDelta.x / 2), inputVector.y * (joystickBg.rectTransform.sizeDelta.y

/ 2));

}
public void OnPointerUp(PointerEventData eventData)
{
//inputVector = Vector2.zero;
horizontalMove = 0;
verticalMove = 0;
joystick.rectTransform.anchoredPosition = Vector2.zero;
}

public float Horizontal()

{
return horizontalMove;
}
public float Vertical()
{
return verticalMove;
¥

}
Kona ckpunrty LoadResultOfGame.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

public class LoadResultOfGame : MonoBehaviour

{

public Text L_DesertOfCrystals_bestScore;
public Text L_DesertOfCrystals_bestTime;

public Text L_SpaceFactory_bestScore;
public Text L_SpaceFactory_bestTime;

float bestTime;
string bestScore;

public void LoadBestResultOfGames(){

if (PlayerPrefs.HasKey("DesertOfCrystals _bestScore")) {
L_DesertOfCrystals_bestTime.text =
PlayerPrefs.GetFloat("DesertOfCrystals_bestTime").ToString();
L_DesertOfCrystals_bestScore.text =
PlayerPrefs.GetString("DesertOfCrystals_bestScore");
}
else{
L_DesertOfCrystals_bestTime.text = "0";
L_DesertOfCrystals_bestScore.text = "0";
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if (PlayerPrefs.HasKey("SpaceFactory_bestScore")) {
L_SpaceFactory_bestTime.text =
PlayerPrefs.GetFloat("SpaceFactory bestTime").ToString();
L_SpaceFactory_bestScore.text = PlayerPrefs.GetString("SpaceFactory bestScore");

}
else{
L_SpaceFactory_bestTime.text = "0";
L_SpaceFactory_bestScore.text = "0";
}

Koxa ckpunty MenuControls.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuControls : MonoBehaviour

{
public void PlayPressed(string sceneName)
{
SceneManager.LoadScene(sceneName);
public void ExitPressed()
{
Application.Quit();
Debug.Log("Exit pressed!");
}
}

Koxa ckpunty MovementAnimator.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AT;

public class MovementAnimator : MonoBehaviour

{
NavMeshAgent navMeshAgent;
Animator animator;
// Start is called before the first frame update
void Start()
{
navMeshAgent = GetComponent<NavMeshAgent>();
animator = GetComponentInChildren<Animator>();
}
// Update is called once per frame
void Update()
animator.SetFloat("speed", navMeshAgent.velocity.magnitude);
}
}

Kona ckpunry Player.cs:

using System.Collections;



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

using UnityEngine.AI;

[RequireComponent (typeof(Rigidbody)) ]

public class Player : MonoBehaviour

{

NavMeshAgent navMeshAgent;
Shot shot;

public
public
public
public
public
public

public
public
public
public
public
public

Audio
Trans
Joyst
Joyst
UiPau

Clip shotSound;
form gunBarrel;
ic_controller joystickMove;
ick_Rotate joystickRotate;
seBtn gamePause;

GameObject cursor;

float
float
float
float
float
float

moveSpeed;
playerHealth = 100;
playerDamage = 5;
rotateSpeed = 1;
shotPeriod;
maxHealth = 100;

float TimeUntilNextShot;
bool isShot;

private bool isAlive
private bool isPause

void Start()

{

true;
false;

if(playerHealth > maxHealth){

}

play

shot = F
navMeshAgent = GetComponent<NavMeshAgent>();
navMeshAgent.updateRotation = true;

}

erHealth = maxHealth;

indObjectOfType<Shot>();

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

if(Time.timeScale > 0) {

isPause = false;
}
else{
isPause = true;
}
if(isPause == true)
return;
if(isAlive){
Vector3 movement = new Vector3(joystickMove.Vertical(), ©.0f,

joystickMove.Horizontal());

if(joystickMove.Vertical() == @ || joystickMove.Horizontal() == 0){

Vector3 dir = Vector3.zero;

if (Input.GetKey(KeyCode.A))

10
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dir.z = -1.0f;

if (Input.GetKey(KeyCode.D))
dir.z = 1.0f;

if (Input.GetKey(KeyCode.W))
dir.x = -1.0f;

if (Input.GetKey(KeyCode.S))
dir.x = 1.0f;

movement = new Vector3(dir.x, 0.0f, dir.z);

}

navMeshAgent.velocity = movement * moveSpeed * Time.deltaTime;

// The step size is equal to speed times frame time.

float singleStep = rotateSpeed * Time.deltaTime;

var targetDirection = new Vector3(joystickRotate.Vertical(), o,
joystickRotate.Horizontal());

Vector3 newDirection = Vector3.RotateTowards(transform.forward, targetDirection,
singleStep, 0.0f);

transform.rotation = Quaternion.LookRotation(newDirection);

if (joystickRotate.Vertical() != @ & & joystickRotate.Horizontal() != @)
{

TimeUntilNextShot -= Time.deltaTime;

if (TimeUntilNextShot <= @.0f || Input.GetMouseButtonDown(@))

{
TimeUntilNextShot = shotPeriod;

var from = gunBarrel.position;
var target = cursor.transform.position;
var to = new Vector3(target.x, from.y, target.z);

var direction = (to - from).normalized;

RaycastHit hit;
if (Physics.Raycast(from, to - from, out hit, 100))
{
to = new Vector3(hit.point.x, from.y, hit.point.z);
if (hit.transform != null)
{
Debug.Log("Player: success shot");
var enemy = hit.transform.GetComponent<Zombie>();
if (enemy != null)
enemy.Kill(playerDamage);

}

else
to = from + direction * 100;

shot.Show(from, to);
GetComponent<AudioSource>().PlayOneShot(shotSound, 0.5f);

}
¥

else{
gamePause.OnPointerClick();
Debug.Log("Player: GameOver, hero die");

public void UpdateHealth(float devHealth){
if(devHealth > 0){
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if(playerHealth + devHealth > maxHealth){
playerHealth = maxHealth;

}
else{
playerHealth += devHealth;
}
}
else{
playerHealth += devHealth;
}

HealthBar.AdjustCurrentValue(devHealth);
if(playerHealth <= 0){
isAlive = false;

}
}
public float getHealh()
{
return playerHealth;
}
public float getMaxHealh()
{
return maxHealth;
}
private void playerMovement()
{
Vector3 movement = new Vector3(joystickMove.Vertical(), ©.0f, joystickMove.Horizontal());
transform.Translate(movement * moveSpeed * Time.deltaTime);
//navMeshAgent.velocity(movement * moveSpeed * Time.deltaTime);
}

}

Kona ckpunry PlayerCamera.cs:

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

public class PlayerCamera : MonoBehaviour

{
Player player;
Vector3 offset;
// Start is called before the first frame update
void Start()
{
player = FindObjectOfType<Player>();
offset = transform.position - player.transform.position;
}
// Update is called once per frame
void LateUpdate()
{
transform.position = player.transform.position + offset;
}
}

Kona ckpunry Shot.cs:

using System.Collections;



using System.Collections.Generic;
using UnityEngine;

public class Shot : MonoBehaviour

{

LineRenderer lineRenderer;
bool visible;

// Start is called before the first frame update
void Start()
{

}

lineRenderer = GetComponent<LineRenderer>();

// Update is called once per frame
void FixedUpdate()
{
if (visible)
visible = false;
else
gameObject.SetActive(false);

}

public void Show(Vector3 from, Vector3 to)

{
lineRenderer.SetPositions(new Vector3[]{ from, to });
visible = true;
gameObject.SetActive(true);

Kona ckpunry UiGameScore.cs:

using System.Collections;

using System.Collections.Generic;
using System.Globalization;

using UnityEngine;

using UnityEngine.UT;

public class UiGameScore : MonoBehaviour

{

public float gameScore = 0;
public Text gameScoreText;

// Update is called once per frame

public void UpdateScore(float enemyScore)

{
gameScore += enemyScore;
gameScoreText.text = gameScore.ToString();

}

public float getGameScore(){
return gameScore;

¥
}

Kona ckpunty UiGameScore.cs:

using System.Collections;

using System.Collections.Generic;
using System.Reflection;

using UnityEngine;

using UnityEngine.UI;
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using UnityEngine.EventSystems;
using UnityEngine.SceneManagement;
using System.Threading;

public class UiPauseBtn : MonoBehaviour
{

public bool isPause = false;

public Image image;

public GameObject gameUi;

public GameObject pauseUi;

public GameObject btnResumeGame;

Player player;

public Text timerText;
public Text gameScoreText;

void Start(){
if (Time.timeScale == 9)

{
isPause = false;
OnPointerClick();
¥
else
{
isPause = true;
OnPointerClick();
}

player = FindObjectOfType<Player>();
}

public void OnPointerClick()
{

var GameTimeObject
var GameTimeScript

GameObject.Find("TimerCounter"); //wykaemo obbekT Ha iHTepdeiici
GameTimeObject.GetComponent<UiTimer>();

var GameScoreObject = GameObject.Find("UiScore"); //wykaemo obbeKkT Ha iHTepdeinci
if (!isPause)
{

Time.timeScale = 0;

isPause = true;

gameUi.SetActive(false);

pauseUi.SetActive(true);

if(player.getHealh() <= 9)

{

}

//OTpUMYEMO 4Hac rpwu
timerText.text = GameTimeScript.getTimerValueStr();

btnResumeGame.SetActive(false);

//OTpUMYy€eEMO 3Ha4yeHHA 6aniB
var GameScoreScript = GameScoreObject.GetComponent<UiGameScore>();
gameScoreText.text = GameScoreScript.getGameScore().ToString();

string curSceneBestScore = SceneManager.GetActiveScene().name + "_bestScore";

string curSceneBestTime = SceneManager.GetActiveScene().name + " _bestTime";

Debug.Log("texts");

if(PlayerPrefs.HasKey(curSceneBestScore)){

if(float.Parse(PlayerPrefs.GetString(curSceneBestScore)) <=
GameScoreScript.getGameScore()){
if(float.Parse(PlayerPrefs.GetString(curSceneBestScore)) ==
GameScoreScript.getGameScore()){
if(PlayerPrefs.GetFloat(curSceneBestTime) <

GameTimeScript.getTimervValue()){
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PlayerPrefs.SetFloat(curSceneBestTime,
GameTimeScript.getTimerValue());
PlayerPrefs.SetString(curSceneBestScore, gameScoreText.text);
PlayerPrefs.Save();
Debug.Log("UiPauseBtn: Progress saved (Score:
+ GameTimeScript.getTimerValue() + ")");

}

+ gameScoreText.text

+ "/ Time:

}
if(float.Parse(PlayerPrefs.GetString(curSceneBestScore)) <

GameScoreScript.getGameScore()){
PlayerPrefs.SetFloat(curSceneBestTime, GameTimeScript.getTimerValue());
PlayerPrefs.SetString(curSceneBestScore, gameScoreText.text);
PlayerPrefs.Save();

Debug.Log("UiPauseBtn: Progress saved (Score:

+ gameScoreText.text +

/ Time: " + GameTimeScript.getTimerValue() + ")");
}
}
}
else{

PlayerPrefs.SetFloat(curSceneBestTime, GameTimeScript.getTimervalue());

PlayerPrefs.SetString(curSceneBestScore, gameScoreText.text);

PlayerPrefs.Save();

Debug.Log("UiPauseBtn: Progress saved (Score:
+ GameTimeScript.getTimerValue() + ")");

+ gameScoreText.text + / Time:

}
}
else
{
Time.timeScale = 1;
isPause = false;
gameUi.SetActive(true);
pauseUi.SetActive(false);
}
}
public void setPause(bool pause)
{
isPause = pause;
}

Koxa ckpunry UiTimer.cs:

using System;

using System.Collections;

using System.Collections.Generic;
using System.Globalization;

using UnityEngine;

using UnityEngine.UI;

public class UiTimer : MonoBehaviour
{
public float startTime = ©
public float timerValue =
public Text timerText;
private float timerValueStr = 0;

)
)

private bool isStart = true;

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

if (isStart)
{

timervValue += 1 * Time.deltaTime;



timerValueStr = (float)Math.Round(timerValue, 2);
timerText.text = timerValueStr.ToString();

}

public float getTimerValue(){
return (float)Math.Round(timerValue, 2);

}

public string getTimerValueStr(){
return timerValueStr.ToString();
}

Koa ckpunry Zombie.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AT;

using UnityEngine.Animations;

public class Zombie : MonoBehaviour

{
NavMeshAgent navMeshAgent;
Player player;
CapsuleCollider capsuleCollider;
Animator animator;
MovementAnimator movementAnimator;

public float attackDistance = 2;
public float attackSpeed = 1;
public float enemyScore = 0;
public float enemyHealth = 20;
public float dropChance = 9;
public GameObject weapon;

public GameObject dropItems;

public AudioClip takeDamageSound;
public AudioClip attackTargetSound;
public AudioClip dieSound;

private float currentDistance;
private BoxCollider weaponBox;
bool attackSoundPlay = true;
bool dead;

bool attack;

float TimeUntilNextAttack;

// Start is called before the first frame update

void Start()

{
navMeshAgent = GetComponent<NavMeshAgent>();
navMeshAgent.updateRotation = false;
player = FindObjectOfType<Player>();
capsuleCollider = GetComponent<CapsuleCollider>();
animator = GetComponentInChildren<Animator>();
movementAnimator = GetComponent<MovementAnimator>();
weaponBox = weapon.GetComponent<BoxCollider>();

}

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

{
if (dead)
return;

currentDistance = Mathf.Abs(Vector3.Distance(navMeshAgent.transform.position ,
player.transform.position)); // OucTaHuia po rpasuA

if(currentDistance <= attackDistance){
navMeshAgent.SetDestination(navMeshAgent.transform.position);

Vector3 forward = player.transform.position - transform.position;
transform.rotation = Quaternion.LookRotation(new Vector3(forward.x, @, forward.z));

TimeUntilNextAttack -= Time.deltaTime;
if (TimeUntilNextAttack <= @.0f)

{
TimeUntilNextAttack = attackSpeed;
animator.SetTrigger("attack");
}
if (animator.GetCurrentAnimatorStateInfo(@).IsName("attack")){ //fAxwo 3apa3 aHimauis
aTakwu,
if (attackSoundPlay) {
GetComponent<AudioSource>().PlayOneShot(attackTargetSound, 0.3F);
attackSoundPlay = false;
}
weaponBox.enabled = true; //To BMMKaemMo konizikw 36poi
}
else{
weaponBox.enabled = false; // Ta BMMUKAEMO KoNi3ikw
attackSoundPlay = true;
}
}
else{
navMeshAgent.SetDestination(player.transform.position);
transform.rotation = Quaternion.LookRotation(navMeshAgent.velocity.normalized);
}
}
public void Kill(float damage)
{
if (!dead) {
enemyHealth -= damage; // HaHOCMMO YpPOH MPOTUBHUKY

GetComponent<AudioSource>().PlayOneShot(takeDamageSound, ©.3F);

if (enemyHealth <= 0){ //akwo health meHwe @, Toai
var GameScoreObject = GameObject.Find("UiScore"); //wykaemo obbekT Ha iHTepdeiici
ANA [OJABaHHA pPaxyHKY
var GameScoreScript = GameScoreObject.GetComponent<UiGameScore>();
GameScoreScript.UpdateScore(enemyScore);

dead = true;
GetComponent<AudioSource>().PlayOneShot(dieSound, ©.3F);
dropItem();

Destroy(capsuleCollider);

Destroy(movementAnimator);

Destroy(navMeshAgent);

animator.SetTrigger("died");
GetComponentInChildren<ParticleSystem>().Play();
Destroy(gameObject, 3);



else{
GetComponentInChildren<ParticleSystem>().Play();
}
}

}
public void dropItem(){

if(Random.Range( ©.0f, 1.0f ) <= dropChance){
Instantiate(dropItems, transform.position, transform.rotation);

}

11



