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BCTYII

Ha croromni MoOibHUN TenedOH € OJJHUM 3 HAaWBAKJIMBIIIIUX BUHAXO/IIB B
XKUTTI moactea. [Iporpec He CTOITH HA OAHOMY MicCI. 3apa3 Be TyKe CKIJIaTHO
KOrOChb BpPAa3UTH HOBUHKAMM TEXHIKH, MPOTE II€ KIJIbKa JECATUIITH TOMY
CepeHbOCTATUCTHYHA JIIOJMHA HAaBITh 1 YABUTH HE MOIJIAa MPO MOOUIbHUMN
tenedoH. 3aBasku MOOUIbHOMY TenedOHY JIOJIMHA 3aBXKIAUM Ha 3B’A3KY, MOXKE
JUIUTUCS CBOIMM HOBMHAMHM 3 pPITHUMH Ta Jpy3sMu. MoOunbHI TenedoHu
CTBOPIOIOTH YC1 YMOBH 3a JJI TOTO 1100 HAIlle KUTTA cTayio KoMmdopTHime. Ternep
HEMa€e HeOOX1THOCTI OyTH MPUB’A3aHUM JI0 OJHOTO U TOTO K CaMOTO MICIS, SIKIIO
€ OakaHHS MOCIIJIKYBATHUCS 3 IHIIMMU JIFOAbMH 200 X 3 IHTEPECOM MPOBECTH CBII
BUIbHUH Yac.

Ha crorogni moGinbHMIT TenedoH BUKOPUCTOBYE BCE OLIbINa KIJIBKICTh
J0Jed, He3BakarouM Ha BiK. Taka nomynsipHICT, OOyMOBJIE€Ha THM, UIO
MOTYXHICTh Ta (DYHKIIIOHAJT MOOUTBHUX MIPUCTPOIB HEBMUHHO pocTe. SKIo paHimie
nepir MoOUTbHI TeneoHu Oynu 34aTHI jauiie TelneoHyBaTH, TO 3apa3 ke
MOTYXHICTh TeJe(oHa B LIIOMY HE MOCTYNAETHCS JEKIM KOMIT I0T€paM, a TOUHIIIEe
3a TOTIOMOT010 TelieoHa MOXKHa:

e MporisaaTi QiIbMH;

® TIPOCIyXOBYBAaTHU MY3UKY

® [IMCATH [OBIJIOMJIEHHS,

® [I0JIOPOXKYBaTH CBITOM;

e OOMIHIOBATUCH JAHUMHU,

® BHUKOPUCTOBYBATH MEPEXKY IHTEPHET;

® CIIUIKYBAaTHCS B COLIATILHUX MEPEKAX;

® BUKOPHCTOBYBATH PI3HOMAaHITHI IOJIaTKU;

® TIpaTu y irpu.



3ynuHUMOCS Ha OCTaHHbOMY MyHKTI OB JEeTaJIBbHO.
Onna 3 mepmux KOMIaHiM, sKa Tmoyana BuUmyckatu irpu Oyma  Nokia,
HaWBIJIOMIIIOIO 3 HUX 3 IOBHOIO BIIEBHEHICTTIO MOKHA Ha3BaTH ‘“‘Snake”, ToOTO
KJIaCMYHA 3MiiKa, BXKE IMICIIS I[bOTO 3 SIBUJIMCS W 1HIIN 1TpH, B1JI IHIIMX KOMIIAHIH.

Mob6isbHI iTpu 371e01TbIIIe HEOOXiHI I TOTO, MO0 I[IKaBO MPOBECTH Yac,
HaIPUKIIAJ M1 Yac MOi3KU Y TPAHCIIOPTi, CTOSIHHI Yy 4ep31 4 y BiIbHUM 4yac. [Toc-
TYNOBO 1ITpU €BOJIIOIIOHYBAJIU, 3aBSKH TEXHIYHOMY MPOTPECY.

3 KO’KHMM JIHEM KIJIbKICTh MOOLITBHUX 1rop 3pocTac. [IoTyXHICTh CydyacHUX
TenedoHIB J03BOJISIE peaTi3oByBaTH HAWCMUIMBIII TMPOEKTH, KOTPi, 3a3BUYAM,
NOTpeOYyIOTh YMMaIHNX (DIHAHCOBHUX PECYPCIB Ta Yac Ha po3pOOKY MPOEKTY .

Konkypeniiis Ta 60opoTsba 3a yBary KopucTyBaya 3MYIIyE PO3POOHUKIB
YCKJIAJAHIOBATH CB1M MailOyTHIN MPOIYKT, AOJAI0UN IO HBOTO YHIKaJIbHUN KOHTEHT
Ta HOBI MOXJIMBOCTI, CaM€ T€ II0 MOXXE 3aI[IKaBUTH HOBOTO KOpUCTyBauda. Ajie
TUIBKHU 3aIlIKaBUTH Ha CHOTOJHI HEJIOCTATHHO, Ha0araTto BaKIJIMBIIIE 3pOOUTH yce
MOXJIMBE 1100 YyTpUMAaTH KOPUCTYyBaua Ha OUTbIINM Yyac Hik 5-10 XBUJIUH irPOBOTO
IIpoLEeCy.

VY pamkax 11i€i JUIUIOMHOI OMMCAHO MPOIEC CTBOPEHHS MeTa 4acThHH 10
MOOUTBRHOT TpH, KOTpa 30UIBIINTH KUIBKICTh, JOCTYIMHOTO Il KOpPHUCTyBaua,
KOHTEHTY Ta B CBOIO YEpry MiJABUIIUTH PIBEHb 3allIKaBJICHOCTI MPOEKTOM , IO B
CBOIO Yepry JI03BOJHUTH 30UIBIIUTH CEPEAHIN 4ac, KUl KOpUCTyBad y 3a3BUYall
MIPOBOJIUTH y T'Pi 32 MOOUTBHUM TeNe(HOHOM.

Ile ogHa 3 OCHOBHUX 3aja4 ITPOBUX MPOEKTIB, 00 UMM OIIbINE JIIOAUHA
MPOBOJUTH Yac 3a TPOK TUM OuIblIE MPUOYTKY MPUHOCHUTH, IO B CBOIO YEpry
JI03BOJIIE KOMIMAaHii MiATPUMYBaTH Ta BJIOCKOHAJIIOBATH CBIA MPOJYKT, TaKUM
YUHOM 30UIBIIYIOYM 30UIBIIMTH MOMYJSIPHICTh MPOEKTYy Ta TMOCHpHUsiE€ HOro
MOIIUPEHHIO.

Tax sk rpa mommproetscs 3a monentoio Free To Play, 36inbiienns yacy,

10 KOPUCTYBAY MPOBEJE Y TPl € OJIHIEIO 3 KIIFOUOBUX 3/1a4.



1. TH®OPMANIMHUMI OIS

1.1 MeTa yacTuHa: 3arajibHe BU3HAYEHHS

Merarpa (Merta) - B KOMIT'IOTEpHUX Ta MOOJBHUX ITpax iCHY€E TOHATTS, SIKE
OMKCYE MOXJIMBI aKTUBHOCTI KOpPUCTyBada 1032 OCHOBHOIO TpOIO, aje, sKi
BIUIMBAIOTh Ha 1i IrPOBUH JOCBIJ Ta MPOIIEC.

[cnye G6araTo TpakTyBaHb BU3HAuU€HHS MeTairpu. B oqHOMYy BUITagKy Moke
MaTUCAd Ha yBa3l, M0 L€ MEXaHIKH, fKI B OCHOBHOMY CBOEMY pPO3yMIHHI
CIpsIMOBAH1 Ha pealizallito Iijeil po3poOHuKa, a He 30araueHHsl IrpOBOTO JOCBiLY
KopuctyBauya. OKpiM IIbOTO, ICHYE AyMKa IO MeTairpa mnepeadadyae BBEICHHS
PO3POOHMKOM JTOIaTKOBUX MOXJIMBOCTEH, $Ki, BaXXJIMBO 3a3€HAYUTH, HE €
YaCTUHOIO OCHOBHOTI'O IrpOBOro npoiecy. Hanpukian:

e PizHoMaHITHI 0J10TH;

e @®opMyBaHHS BIKI-IPOEKTIB;

e CTBOpEHHS IrPOBUX (HOPYMiB;

e MOKIIIBICTh KOCTIOMI3yBaTi CBOT'O MEPCOHAYXKA UM JIOBKIILIA.

3aBAHSKHA JOJaBaHHIO, 3a3HAYEHOMY BHILE, (PYHKIIOHATY BIJOYBA€THCS
CIIJIKYBaHHS Ta OOMIH JOCBIJIOM MiXX TPaBIIIMH, IO HEPIJIKO CIPHSE 3POCTAHHIO
3aI11KaBJIEHOCTI TIPOEKTOM.

VY nopiBHAHHI 3 OCHOBHUM irpoBuM npornecom (Koprpa) merarpa 3azsuyait
HECe JPYrops/HEe 3HAYCHHS, MPOTE I HASABHICTh, PI3HOMAHITHICTh Ta SKICTh
0e3Mmocepe/IHbO BIUIMBAIOTh HA PEIrpadeNbHICTh MPOEKTY Ta KUIbKICTh Yacy, SKUN
KOPHCTYBa4 BUTPATUTh A0 TOTO MOMEHTY SIK BTPaTUTh iHTepec. SIK Hacmimok

KOPHUCTYBa4 CKOPIIIE 3a BCE BUJIATUTH TPY.

1.2 Orasa npo6JieMHoi odJacTi
Ha cporonni Merarpa HasiBHa Majio HE B KO)KHOMY ITpOBOMY MPOEKT1, TOMY
Jy’K€ BaKKO BUJLJIMTA OCHOBI MPOOJIEMHI 00J1acTi, MPOTE SKIIO MpOaHai3yBaTu
OCHOBHI ITpOBI MPOEKTH B OKPEMHX >KaHpax, 3a Pi3HOIO CKIAIHICTTIO Ta 3 PI3HUM

O10/1’KETOM, TO MOKHA BUIJIUTH OCHOBHI MPOOJIEMH, KOTP1 BapTO BPpaXxOBYBaTH.



[lo-nepmie, mepexn TUM, SK CTBOPIOBAaTHU MeTa YacTUHY HEOOXIJIHO
MPOBECTH JCTAILHUN aHANl3 PHHKY /I TOTO MO0 BUSBHUTH AKTyaJIbHY TEMY.
Hanpukinaz, npy HUHINIHIX 00CTaBHHAX, BPAXOBYIOUHU MaHJIEMUIO KOpOHaBIpyca Ta
KapaHTUHHI OOMEXXEHHsS, 3pociia 3aIlikaBJCHICTh, 3 CTOPOHU TpaBIiB Y
amakaJiNTHYHUX TeMaX, 30KpeMa B TeMax IOB’S3aHMX 13 30MOI YW Bipycamwu.
Takox HEoOX1JIHO BpaxOBYBAaTH TPUBAIICTh TEHJICII, Ta POOUTH PO3PaAXyHKU 3
ypaxyBaHHSAM 4acy, KOTpui Oye BUTpPAYeHO Ha PO3POOKY .

BusiBneHHs1 KJIIIOUOBUX 1HTEPECIB JIJIi KOPUCTYBa4a € OJIHUM 13 KIIFOUOBHUX
MOMEHTIB, 00 YMM I[IKaBillla TeMa TUM OiJbllla KUIBKICTb KOPHUCTYBauiB Oyje
3alliKaBJIEHA y MPOAYKTI .

[To-npyre, CTBOPEHHS METU Yy BIJIpUBI BiJ KOPTPH, KOJIM METarpa HE Mae
CMHUCJIOBOTO HACJIIyBaHHS BiJ TEMH OCHOBHOro reiMiuies. Mera Mae OyTu
noOyJoBaHa TaKUM YMHOM, 00 y pa3l, SKIIO KOPUCTyBauyy HaOpUIHE OCHOBHHI
ITPOBHUIA MPOIIEC, BIH MaB MOJIMBICTh MEPEKIIOUUTHUCS HA METY U HaBmaku. ToOTO
MIB JIBOMA YaCTUHAMH OJHI€T TpU MOBUHEH OyTH JIOT1YHMIA B3a€MO3B’SI30K, K Ha
MPUKJIAA1 BITPOBOTO BITPSAKA, /1€ KOXKHA JIONATh JOMOBHIOE TIOTIEPEIHIO U TMPAITIOE
SIK €IUHUA MEXAHI3M.

[To-Tpere, omHMM 3 HE MEHII BAXKJIWUBUX (DAKTOPIB MOXKHA BBaKATH
BapIaTUBHICTh KOHTCHTY, HEOOX1THO JI0/IaBaTH HOBHI KOHTCHT Ta BHUIO3MIHIOBATH
ICHYIOUMH 1711 TOro, 100 KOPUCTYBay MaB 3MOry OTPHMYBAaTH HOBU JOCBif, 00

1HaKIIIe MBUKO BTPATUTh IHTEPEC Y IIIIOMY JI0 TTPOCKTY.

1.3 Orasa noaiOHuUX peanizanuii MmeTarpu
VY 3B’3Ky 3 00paHOIO TEMOIO JIJIsl AUTIIOMY OYJI0 MPOBEIECHO JOCIIIKECHHS,
METOI0 SIKOTO OyJIO BUSIBJICHHS Ta aHalli3 MPOEKTIB, y KOTPUX peaiizoBaHa MeTa
yacTuHa rpu. OTKe B pe3ysibTaTi aHamizy OyJio 3HAWAEHO Ta MPOaHali30BAHO
JIEK1JIbKa MPOEKTIB, III0 MAIOTh HAOUIBITY aKTyalbHICTh Ha ChOTOAHI. Taki fK:
1. Gardenscapes;

2. Project Makeover;



Gardenscapes — e MoOiUTbHA Tpa, Ky BHIycTHIa KommaHis Playrix. I'pa
noeqHye B co0l ofpasy JB1 MOBHOLIHHI MexaHiku Match-3 1 croxkxerHy miHito.
Gardenscapes peaiizye B co0i icTopito JBOpelbKoro mo imeni OcCTiH, KOTpui

00paB CBOE€IO 33/1a4€t0 BIIHOBUTH cTapuil haMUTbHUN Cajl.

Pucynox 1.2 - Intepdetic kop uactuau «Gardenscapesy

InTepdeiic meta yacTunu 300pakenuii Ha Pucynky 1.1, B 1aHOMYy BHUIIaJIKy
3a/ladya MeTa YaCTHUHH TOJIATa€E B HAJaHHI KOPHCTYyBady BUTpayaTH PECYPCH, IO
OynM HAKONMHWYEHI MiJ 4Yac IPU y OCHOBHUU TeWMILIEH, KOTpHIl 300pa’keHO Ha
Pucynky 1.2. Ilig yac pociimKeHHs MPOAYKTY 3HAYHUX HEJOJIIKIB BU3HAYEHO HE
Oyno, mpoTe CiiJl 3a3HaYUTH 10, HA MOIO JAYMKY, MOTPiOHO BHUTpayaTH 3aHAATO
Oararo yacy, o0 MPONTH OAWH MOBHUI ITPOBUI ITUKJI, Ta BHECTH Oa)KaeMi 3MiHH
10 KoHiryparii canay.

Project Makeover- e Mo0OiTbHA Tpa, KOTpa BUIyIIeHA KOMIaHiewo Magic

Tavern. OcHOBHa 3ajaya TIpU TMOJSATa€ y BUPILICHHI TOJOBOJIOMOK B KOTPUX
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HEOOXIJTHO CTBOPUTHU BIANOBIIHUN 00pa3 CBOEMY Trepol0 3a JOMOMOTOI0 3MIHU

OJIATY, MaKIsDKY UM 1HTEp'€py KIMHATH.

I Pe o O b

ALLAPK.R

Pucynok 1.4 - Tntepdetic mera uactunu «Project Makeovery

VY pesynbpTaTi AOCHIIKEHHS JAHOTO MPOAYKTY, BHUSBJICHO Psii HEIOJIKIB
cepen sxux: Ul, mo 3a3Hauenuit Ha Pucynky 1.3, axuii gye BaKKO CIIpHiiMaeTcs
OKOM Tak $SIK, Ol KHONKUA 3HAXOIAThCs Ha Ounomy (oHI, IpYruil HEIOMIK 1€
HE3aKOHOMIPHE CPOCTaHHS CKJIQJHOCTI ITPOBUX PIBHIB, BiJI YOTO BTPAYa€ThCs

1HTEpec 70 MPOEKTY.

1.4 AcnexkTn po3podku merarpu
S0 mpoaHanizyBaTu irpy 3 CaMoro iX 3apOJKEHHsI, TO MPOCIIIKOBY€EThCS
NEBHA 3aKOHOMIPHICTh ITPH PO3BUBANUCS HAcaMIlepell B TOMY HAIpsIMKy Y

KOTPOMY PO3pOOHUKH OTPUMYBAJIM TPOII 32 KOPUCTYBaHHS CBOIM. B 3amexHOCTI
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Bl TUIy MOHeTH3alii (OopMyBaBCs CBOEpITHUN Habip MeTa-irop, 10, B CBOIO
Yepry BIUTMBAE Ha CIPUUMAHHS TPH B IIJIOMY.
OCHOBHI TUIH 1TOp, KOTP1 BOIMBAIOTh HA MOHETH3ALIIIO:
® apKaJHI aBTOMATH;
® KOHCOJIbHI ITPH;
e irpu ¢opmary “Free to Play”.

Apxkanni aBromatd. [IpoTsrom AOBroro uacy irpy MOHETHU3YBAJIHCS 3a
npuniunom “P2P”(Pay to Play), To6To mepen TuM sk rpaThl HEOOXITHO OYIIO
3aIUIaTUTU. Y OUIBIIOCTI CBOIM MEPIIl IrpyU BUXOAWIN Ha apKaJHUX aBTOMATaX, 1110
U Mayio Oe3mnocepeAHiil BIUMB Ha ¢GOpMyBaHHS TuIly MeTarpu. Po3poOHuku
CTaBWJIM cO01 3aJa4y TaKUM YMHOM, 1100 KOpUCTyBay OyB 3alliKaBJICHUN MOTpaTH
U depe3 JesKHil yac MaB OakaHHs moBToputH. OJHAK SKIIO HA CAMOMY MOYaTKY
111 3a/1a41 peasli30ByBaIMCS JIMIIE 32 PaXyHOK KOPTPH, TO 3 MosiBoro Space Invaders,
mo Bunuia y 1978 poii, kary 10 moBepHeHHs (opMyBajia 3BUYaliHa TaOIMIIS
migepiB, Pucynok 1.5. Takuii Kpok ofipa3y 301IbIIMB peirpadenbHICTh, 00 KOXKEH
XOTIB BCTAHOBUTHU 0CcOOMCTUM pekopa. ToOTOo apkajHi aBTOMAaTH BUKOPHUCTOBYBAIH
0a30By MEXaHIKY METarpH .

FLAL

SPACE IHUADERS

ROUMD
1@ POIMTS

FUSH REUM BUTTOMNH!

Pucynok 1.5 - Inrepdeiic mera yactunu «Space Invaders»
KoHconbH1 irpu. SIKIIO KOHCOJBHI IrpU TMOPIBHIOBAaTH 3 apKIaHUMH, TO
OCHOBHA BIJIMIHHICTb OyJle MOJISITaTH B TOMY, 110 32 KOHCOJbHY I'Py KOPHUCTBYBad
MaB 3MOT'Y 3aIlJIaATUTH JIUIIE OAWH pa3, Ha BIAMIHHO B1Jl apKaJHOIO aBTaMoOTa, e
KOpPHUCTYBad IUIATHB 32 KOXXHY OKpEMY CECil0 TOMY MPUHIUI MeTarpu OyB

smineHuit. To 1o k Temep Hacammepen Oysio HeoOxigHO po3poboHukam? [lepmr 3a
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BCE, II€ 3alllKaBUTH MalOyTHHOTO rpaBls y MOKYIII came cBOro npoaykry. Ilo-
Jpyre, HajaTH TMPOIYKTY BIAMOBIAHY ILIHHICT, 100 KOPHUCTYBad 3aJIHIINBCA
3aJI0BOJICHUM Ta HaJlajll KylmyBaB MPOJIYKIIiI0 BUpOOHKKa. Bax1Bo 3a3HAYMTH, IO
paHiiie po3poOHUKH MParHyJii POOUTH ITpU, KOTP1 KOPUCTYBaU MIT OM MPOXOIUTH
15, 25, a To u Ginpme 30 roaWH, POTE 3 YACOM IIEH MOKA3HUK 3MEHIIMBCSA U
Hapa3i MIHIMAJIBHO JOMYCTHUMOIO TPUBAIICTIO BBAXKAETHCS I'pa, HA MPOXOJKEHHS
AKO1, HEOOXITHO BiJl 8-MU TOJWH. 30UIBIIUTH Yac, MPOXOJKEHHSI TPU MOKHA 3a
JOIIOMOTOI0 JOJaBaHHs YaCTHH MeTarpu, Hanpukiaa: y rpi Red Faction: Guerrilla
ICHy€e 6 CEKTOPIB, KOXKEH 3 KX HEOOXIJHO BIJBOIOBATH, alie TPaBellb HE 3MOXKE
3pOOUTH 1€ y 3pY4Hidl Uil HbOTO TOCIHIJIOBHOCTI, a JIMIIE y CTPOro oOpaHiit
PO3pPOOHUKOM TMOCHIOBHOCTI, 10 B IJIOMY 301IbIIYy€ Yac, KOTPUM KOPHUCTyBau
BUTPATUTH Ha TIOBHE MPOXOKEHHSI.

VY iHmOMY BUNAJKy Ha KOPUCTyBaua HAKJIAJAIOThCS OOMEKEHHS y BUTJISIL
JIMITOBAHO1 KIJTBKOCTI CIpO0, 110 y pasi ixX 3aKiHUYCHHS, IPU3BEJIE 10 TTOBTOPHOTO
npoxokeHHd. JloJJaBaHHSA Ha JIOKALll0 PI3HOMAHITHUX OOHYCIB M “‘CEKpPETHHUX
MICIIb, SIK1 3aMAaCKOBaHI M 100 X 3HAWTH HEOOX1THO BUTPATUTH JTOAATKOBHI Yac.

Icaye 11e 6e3miv mpuKIIaIiB, aje CHiIbHEe Y BCIX HUX OJHE — 1€ 301IbIIICHHS
yacy, 1110 HeoOX1THEe Ha MMPOXO/KEHHS 3a PaxXyHOK JIOJaBaHHS €JIEMEHTIB MeTa TpH,
K1 HE MAIOTh 3HAYHOTO BIUIMBY Ha caMy Ty, a JIHIIE POOJIATH ii OUIBII HIHHOO.

Ocrannii Tun — ue Bigeoirpu ¢gopmary “Free to Play”. ['onoBHOIO 03HaKoI0
naHoro Qopmary € Te, 0 KOPUCTYBad MOXKE TpaTu OE3KOIMTOBHO. TOX Yy
po3po0OHUKa s JAEKUIbKa OCHOBHMX Iuied. [lo-mepime 3arikaBUTH KOpPHCTyBada
BCTAHOBUTH TIPOAYKT. TMO-Apyre, SK 3aBXIU 3a0€3MeunuTH peirpadbebHICTh
MPOJYKTY, TO-TPETE, CTBOPUTH IUIATHUWA KOHTEHT, KOTPHUMA 3aIliKaBUTh
KOpHCTyBaua y HOTo mpua0aHHI.

Jlns  peamizamii mepmioro MyHKTY HEOOXIJHO CTBOPUTH TIPOCKT 13
caMOJIOCTaTHIM 0a30BHM ITPOBHM TIPOIIECOM, IO BXKE caM IO Co0l MOXKe

BaHiKaBI/ITI/I KOpPpHUCTYBauda.
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JUist BUpIIIEHHSI JPYroro IMYHKTY, 3a3BUYail BUKOPUCTOBYIOTH CHCTEMY
HAropo>KeHHs1 OOHycaMU, HAIIPUKJIa/l, KOJIU KOPUCTYBAd 3aXOJUTh Y TPy KOKHOTO
JTHSL TIPOTSATOM OJHOTO THXKHS, TO OTPUMY€E MPUEMHHIM OOHYC, HACTYMHHUN OOHYC
MOKE€ OYIKYyBaTH MOro TMICIS TOro SIK NpoHae Micslp MmoAeHHoi rpu. OpHak
HAWIEBIITAM METOJIOM MOJKHA BBaXKAaTH NPOAYyMaHE OOMEXKEHHS IrpOBOTO
Ipoliecy 3a JOMOMOTM TaMepiB, HANPUKIAA: HaJaHHS KOPUCTyBady JIMIIE I'ATh
cripoO 3irpatu irpoBUH IUKJI, KOXKHA BTpadeHa OJIMHUIIS €HEPTii BIIHOBIIOETHCS
OJIHYy TOAMHY pEeajbHOI0 4Yacy, B pe3ylbTaTH KOPUCTYyBad BUTPATUTH YCl M'ATh
crpo0 3a MIBrOJIMHU U TUIBKU 4Yepe3 TOJIMHY 3MOXKE 3IrpaTu 1€ OJHHWH ITPOBHIM
nuki. Taka TexHIKa MOX€ BUKOPUCTOBYBATHCS IJisi OYJb-IKOI MEXaHIKH, TAKUM
YMHOM MM 0jIpa3y JaEMO 3MOT'y KOPUCTYBauy 3allJIaTUTH pealibHI Tpoli, 100 BiH
MIT OTPUMATH MHUTTEBY 3MOTY IPOJIOBXKUTH TPy, IPUCKOPUTU OyayBaHHS OYIIBIIL,

YU MBUAKICTH POCTY POCIUH Ha Qepmi.

Pucynox 1.6 - [nrepdeiic meta yacTuHU, OUIKYBaHHS HOBOI CIipoOu

Free to Play irpu y cBoemy 0a30BOMYy irpoBOMY IpoOILieCi 3a3BHYail MalOTh
HEBEJIMKY KUIBKICTh OCHOBHHUX MEXaHIK, HaBIAaKd B OCHOBHOMY MalOThb B €001

3aBEJIMKY KUIbKICTh META IFPOBUX MEXaHIK.

1.5 IlocTanoBKa 3amxa4i

Meta po6oTH — po3poOKa MeTa-4aCTUHH, (DYHKI[IOHATIbHI MOXJIMBOCTI SIKOT
30LTBIIIATh 3aI[IKABJICHICTh KOPUCTYBadya MPOAYKTOM Ta 30UIBIINTH CEPEIHIN Yac
OJIHIET ITPOBOI cecli. eTarpa sBJisie COO0I0 OJIHY BEJIMKY JIOKAIIIO B Ky KOPUCTyBa4
MOTpAIUIsie MICIs 3aBaHTAXEHHS TPU Ta IMIC/IA 3aKIHUEHHS 1rpoBoi cecli. Beepeauni

JoKallii, KoTpa mpeacTasisie 3 cede miasan napmwkckoro Horp-Jlama. Kopucrtysau



14

3apo0psie BHYTPIIIHBOITPOBI TPOIIl Ta Ma€ MOXKIMUBICTh BHUTPATHTH IX ¥
pecTaBpallito TPUMIIICHHS, BAXJIHNBO 3ayBaXWUTH, M0 KOPUCTYBad MOXKE
pecTaBpyBaTH €JIEMEHTHU TMiJBally JHIlIe B TNeBHOMY mnopsaky. Ilicis Toro sk
KOPHCTYBay MiATBEPAUB CBIM HAMIp MPOANTPEUIUTh 00’ €KT.
Ertanu ctBopeHHs merarpu:
® CTBOpEHHS ITPOBOI CIICHH;
® CTBOPEHHS yCiX HEOOXITHUX aHIMAaIiH;
® CTBOPECHHS AIrOpUTMY 30€pEKEHHS Ta 3aBaHTAKECHHS JIOKAIIii,
® CTBOPEHHS AJIrOPUTMY, KOTPUI BIAMOBIIA€ 32 allrPei1 JOKaIlii;
e cTBOpeHHS HeoOXimHuX Ul eneMeHTiB.

CtBOpeHHsI IrpOBOi CIIEHHM Iiepeadadae pO3MIIICHHS YyCiX HEOOX1THUX
cipaiftiB. Ta miaroroBka ix 10 MOJANBIIOI y4acTl y aHIMAIIsX.

CrtBopeHHs aHIMaIliid HeoOXiaHe, 00 J01aTH PI3HOMAHITTS Ta JUHAMIKH.

AnroputMy 30epeKeHHS Ta 3aBaHTAKCHHS JIOKallli BiAMOBIZAE 3a
30epeKeHHS IPOorpecy KOpUCTyBaya.

AJTOPUTM amnrpeily JoKarlii HeoOXiTHUN JJIi KOPEKTHOTO BiJIOOPaKEHHS
anrpeiay, anrpein BinOyBaeThCs Jisg MOTPIOHOTO 00’ €KTa B MPAaBUILHUNH MOMEHT
yacy.CtBopenHs HeoOxiqHux Ul eneMeHTiB He0OXiIHE AJid TOro mobd KOpUCTyBad
MIT B3a€EMOJIATU 13 TPOIO, HANPHKIAA: MEPErJIIHYTH anrpeian, 4 NepenTu y

KOprpy.
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2. BUBIP METOJIB PIINEHHSA 3AJIAYI

2.1 CepenoBuie po3podoku Unity

Jlns peanizanii 3amga4i 0yno obpaHo cepepoBuiie po3pooku Unity. Unity
sBIsie co0010 OararoriaTGOpMHUN 1HCTPYMEHT, KOTPUN BUKOPUCTOBYETHCS MJIS
pO3po0KH BiJeoirop i 3actocyHkiB. OJIHIEIO 3 TEpeBar, 10 BIUIMHYJIAa Ha BUOIp
caMe IbOr0 CepeaoBHINa, CTBopeHi 3a jgomomoroo Unity mporpamu
MPECTaBISIIOTH 3 ce0e My IbTUILIATOPMY, TOOTO MOKYTh BUKOPHUCTOBYBATHCS HA
BCiX MaTdopmax, MOYMHAIO BiJl KOMITHOTEpA, KOHCOJI, 3aKIHUYIOUM MOOIUIBHUM
TeneoHOM. 3 BUKOPUCTAHHSAM JBOBHUMIPHOI YW TPUBUMIPHOI-TpadiKH, TaKOX
Hepiako 3a jomoMoror Unity CTBOPIOIOTBCS MPOAYKTH C BUKOPHUCTAHHSIM
BIPTyaJIbHOI a00 K TOMOBHEHOI peaibHOCTI. TakoX MEHII Ba)KJIMBOIO MEPEBArol0
MOXHa BBa)KaTH HAsABHICTh YMMasoi O10I10TEKH aceTiB Ta IUIariHiB, IO Yy pasi
noTpeOu MOXKEe 3HAYHO MPUIBUAIIUTH Po3poOKy mpoaykTy. Jlo Unity Asset Store
MO>KHA €KCIIOPTYBATH BJIACHI PO3POOKH.

Orxe wMoxkHa miepepaxyBaTu HacTymHl mnepeBaru Unity. Ilo-mepime
BUKOPUCTAHHA Yy pOOOTI KOMIIOHEHTHO-OPIEHTOBAHOTO MIiAXiAy, MO-ApPYTeE,
MYJIbTUILIAT(OPMEHICTh MPOEKTY, MO-TPETE HASBHICTH BIApUTOI O010mi0Tekn Unity
Asset Store. Cepen HEJOJIKIB BapTO 3a3HAYUTH HEOOXIAHICTH JOJATKOBOI
ONnTHUMI3allii mam'sTi, KOTpy 3aliMae roTOBH O], 00 HaBITh HECKJIAIHA IBOMIpHA
rpa MOXKE€ 3aliMaTH KIJIbKAacOT MerabaiTiB MicIs, 110 3a0araTo Jjisi MOOIJILHOI IPH.

[Tixm gac po3poOKH MPOEKTY CTBOPIOIOTHCS OKPEMi CIIEHH, TOOTO piBHI, 110
ABJIAIOTE €000 oOkpemi (ailiu, 1o MICTATh YyCi CLeHapli, 00'ekTu Ta
HajamryBaHHs. CIeHU 3a3BUYail CKJIQMAIOThCS 13 BIACHUX OO'€KTIB, MO0 MArOTh
Mojeni, Ta 00'€KTiB, IO MOJEIl He MarTh. JIo 00'€KTy € MOXJIMBICTh J0OJaTH
HEO0OX1/IH1, B 3JIEKHOCTI BiJ] 3a/1a4l, KOMIOHEHTI Ta CKpUNTHU. J[0 KOXKHOTO 00'€KTa
MOXHa JOAAaTH CBi BIACHUW TEr, Ta HAJAIITYBaTH TOPSIOK BiOOpaKEHHS.

y CIIEHI.
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2.2 Buxkopuctanns natepuy MVVM

MVVM — ne oaun i3 mabioHIB NPOEKTYyBaHHS apXiTEKTypu IOJATKY,
MpU3HAYCHUH IS TOTO, 1100 PO3AUIMTH JIOTIKY Ta 1HTepdeiic kKopucTyBaya.

k1o 3a NpUKIaa B3STH PO3POOKY HEBEIMKOI'O MPOEKTY, TO B OLIBIIOCTI
BUIAJIKIB JIOCTATHBO MPSMOJIHIHHOTO MAXigy, aje SKImOo 10 (QyHKIioHATY
JIOJIaI0THCS HOB1 MOXJIMBOCTI, YCKJIQJHIOETHCS BXKE 1CHYIOUYa JIOTiIKa TO BCE 1€ B
KIHIICBOMY pe3yiIbTaTi MIPE3BHUIC 10 BTPATH KOHTPOJIIO HAJ[ €IIeMEHTaMH ITPOTPaMH
1 BXK€ JIETIIIE Ta JOULUIbHIIIE Oy/ie epepoOUTH CTPYKTYPY.

Cytb pobot MVVM nosnsirae y 1BocTopoHHE 3B's3yBanHI0 Model 3 View

Model Ta View Model 3 View, koTpa 300pakena Ha Pucynky 2.1.

Ul nogia Mopnjis 3MikM Moaeni

——— . S Sa—
. MoAiA 3MiHK JaHuX Vlew
Vlew p— OHOBNEHHA MOLEN MOdEI

iy Model ————
L= OTpMMaHHﬂ JaHWX
<:

Pucynox 2.1 - 3006paxxenHs B3aemo1ii Mi>k komrnoneHtamu MVVM

Model mpencraBnse 3 cebe JOriKy poOOTH 3 JaHUMH Ta OIMUC OCHOBHHUX
JAHUX, KOTP1 3HAAOONISITHCS IS MOSIIBIIOI pOOOTH IPOrpaMu. Y BHUMAAKY 3 MOEIO
3anauero Model 30epirae y co0i Bi 3MiHHI, TUITY int Ta string, KOTp1 30€piraroTh y
co01 piBEHb, 1 HA3BYy 00'€KTY, 3 IKUM OyJie BiIOYBATUCS allrPeii1, BiIOBITHO

View Model koopaunye B3aemonito ynpasiinag 3 Model. 3a qonmomororo
View Model BinOyBaroThCcsi MEPETBOPEHHS Ta MAHIMYJALIl 3 JTaHUMU JJsl TOTO,
o0 BUKOPHCTOBYBATH iX B mojanbiioMy. Takox 3aBasku View Model Hepigko
peai3yroTh 10JaTKOB1 BJIACTUBOCTI, KOTpi BijicyTHI B Model. ¥ moiit poboti View
Model BiamoBigae 3a mepeBipKy, 110 BU3HAYAE, SIKUM O0'€KT 3apa3 HACTYIHUH Y

4yep3l Ha anrpeis.
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View BHUKOHYE pOJb BiIoOpa)keHHS Ta OOpOOKM Bi3yallbHMX €JIEMCHTIB
CIICHHM, TaKUX SK aHIMallld 4YM MepexoiiB, 3a3BU4ail y View He BiAOyBaeThCs
YKOAHUX JIOTTYHUX pO3paxyHKiB. B Moiil po6oTi 3a paxyHOK View Bi0OyBa€eThCs
BIIOOpaKEHHS TPyNU BIAMOBAHMX JO amnrpeiay aHiMmalliii, Ta KOpEeKTHe
BiIOOpaKEHHS CIICHH, Y pa3i, KOJIM KOPUCTYBAU 3aITyCKA€ TPy YU MOBEPTAETHCS 10
MeTa-JIOKaIliil MICIIs IrPOBOTO IUKITY.

OCHOBHOIO TTEpeBarol0, sika BIUIMHYJIM Ha BUOIp JTaHOTO MAaTepHy Lie Horo
BEJIMKA THYYKICTh, 1110 3HAYHO CIPOIIYE Ta MPUILIBUJILITYE PO3POOKY.

Icaye Oararo iHmmx cTpykryp, Hampukiaag MVC mnarepH, OCHOBHOIO
OCOOJIUBICTIO JTAHOI CTPYKTYPH € T€, 110 ernemenTu Controller u View 3anexats Bijl
Model, ane B ToM xe uac Model He Mae HISIKOI 3aJ€KHOCTI Bl LUX JIBOX

€JIEMEHTIB, SIK 300pakeHo Ha Pucynky 2.2

Kopucrysauy
BUKOpPUCTOBYE View MosigomneHHA
meroam npo 3MiHU
3MiHK
Controller Model

Pucynok 2.2 - 300paxxeHHs B3aeMOJi1 Mk KoMroHeHTamu MVC

OcHOBHa CKJIAHICTh MpH PpoOOTI 31 cTpykTpypoto MVC — 1e 3aHaaTo

YCKJIaJIGHUH TMpolieC HapollyBaHHS (YHKIIOHATY, Ta BUKOPUCTAHHA YHUMAaJoi
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KUTBKOCTI PECypCiB, TOMY IO OJIOKM B3a€EMOJIIIOTh MIXK CO0OI0 BHUKJIIOYHO 3a

paxyHOK Iepeaayl JaHuX.

2.3 30epexeHHs1 1aHUX 3a JonoMorow JSON

JSON — 1ie TekcToBuii ¢opmaT JaHUX, KOTPUH BUKOPHUCTOBYETHCS Maibke
y BCIX CKPUIITOBHX MOBaX MpOrpaMyBaHHSI.

Mosxna 30epertu TekctoBuil (a1 JSON He 3MIHIOIOUYM MPU LOMY HOTro
dbopmar, To06TO 3anuinaroun Woro y dopmari.json, 1 BiH Oyae BigoOpaxaTuCs y
TEKCTOBOMY (opMarti. Y gKOKcTI 3HayeHb B JSON MOXyTb BUKOPHUCTOBYBATHUCH:
3alliC, HEBPEryJbOBaHA MHOXXMHA TMap KIIOYiB, OJHOMIPHMM MacuB, IO
npeacTaBiige 3 ce0e BKE BIOPSAKOBAHY MHOXKHUHY Map KIIOYIB, IJIE YU JlCHE
YHCIIO.

Ha cvorognimni JSON € ogauM 3 ocHOBHUX (pOpMaTiB Jisi OOMIHY TaHUMH
Ta MPEACTABJICHHS CKIaJHUX CTPYKTYp. Tomy MoBa niporpamyBanns C#, g 1 0arato
1HIIT1, Ma€ BXe BOyZ0BaHy MiATpUMKY aJig poboTtu 3 JSON.

O06'ext opmaty JSON Mae moymHaATHCS 1 3aKIHUYBaTUCSA (DITypHUMH JTyKKaMH
“{}”. BcepenuHi nomyckaeTbcs Bl Ta OUIbLIE Map KIIOYiB/3HAY€Hb, X KOMOIO,
KOTpa ix po3auise. [ Toro, mo6 BiIPI3HUTH KITFOY BiJl 3HAUEHHS MICIS KOKHOTO

€6,

KJIrO4a Ma€ CTOATHU ABOKpaAIIKa .

OcHOBHOI0O TMepeBaror y 30epekeHHl gaHux 3a gomnomororo JSON 'y
MOPIBHSHHI 3 1HIIMMH METOJaMU MO’KHA BBa)KaTH MOXKJIUBICTh BUKOPHUCTOBYBATH
CKJIaJIHI CTPYKTypH B aTpuOyTa. Takoxx B Unity € MOXJIIMBICTh peaidizyBaTH TaKl
MeTOaM 30epeKeHHs Ta 3arpy3kH JaHuWX, Hampukian BinaryFormatter, ame cepen
OCHOBHHUX HEJIONIKIB JJAaHOTO METOAy Iie Te, 1m0: BinaryFormatter BBa)kaeThcs

METOJIOM, 1110 HEe MOXe 3a0ecreunTH Oe3MeKy cepiaiizalii.
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3. TPOI'PAMHA PEAJIIBALIA

3.1 CtBOpeHHs irpoBoi cieHU
Ilepm 3a Bce y mpoleci CTBOPEHHS CIIEHH HEOOXITHO PO3MICTHUTH YCI
3arOTOBJICHI CIIpalTH, NpUKIa] chpaiTiB 300paxenuid Ha Pucynky 3.1 y

BIJIMOBITHOMY MICIII.

Pucynok 3.1 - 3arotoBineHi Ay poOOTH CripaidiTi

[Ticass po3milieHHS yciX CHpalTiB y CIEHi, HEOOXITHO KOPEKTHO
HaJalTyBaTH CJO1 MDK CHOpailTamMu, JJig iX KOPEKTHOTO BiJIOOpakKeHHS.
Hactynuuii etan ue ¢opMmyBaHHS BIIIOBIAHOI i€papXii 00'€KTIB y ClEHI1, TOOTO
CTBOPEHHS BIAMOBIJHUX JOYIPHIX Ta MATEPUHCHKUX TPyl 00'€KTiB, HAPUKIIAM, SIK

300paxkeHo Ha PucyHky 3.2.
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v 5 stand 02
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Pucynok 3.2 - [ToGynoBa iepapxii o0'exra

[Ticms mpoBedaeHHS yCiX HEOOXIMHMX MAaHIMYJAIMIA cieHa HalOyzae

HACTYITHOTO BUTJISIY, SIK 300pakeHo Ha Pucynky 3.3.

Pucynok 3.3 - 300pakeHHs JoKarii y 310paHoMy BUTJIST
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3.2 CTBOpeHHs aHiMauiii AJ1s1 anrpeiaiB

Jlnst Bizyamizamii anrpeiay Oys0 BHKOPHCTaHO MeToA Animation, SKui
300pakeHo Ha Pucynky 3.4, meron moTpeOye CTBOPEHHS aHIMALIMHOIO KIIMY Y
SKOMY MOKHA 3MIHIOBATH 1HIII KOMIIOHEHTU 00'eKTy, Taku sk Transform, Sprite

Renderer.

3

A jtems_old

& items_new

= [tems_new_for_v1_cundle

Pucynok 3.4 - 300paxeHHs Jokailii y 310paHoMy BUTJISI

OTxe micas CTBOPEHHS YCiX HEOOXiTHUX aHIMaIiid I KOMILIEKCHOTO
anrpeiily Ha HAcCTyIHHUIl pIBEHb Ta Ma€ HACTYNHUN BUIJISLA, 300pakeHUN Ha

Pucynky 3.5.

Pucynox 3.5 - 300paxkeHHs MpoIiecy anrpenay
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3.3 CTBOpEeHHS AJropuTMy 30€peKeHHs Ta 3aBAHTAKEHHS JTOKALIl
3.3.1 30epe:keHHs JTaHUX
30epexxeHHsl IrpoBOi JIOKali BiOYBa€ThbCs, MPU BUXOAl KOpUCTyBada 3i

rpu abo micis Mepexoay y KOprpy, 3a paXyHOK METOHy, SIKHH 300pakeHO Ha

Pucynky 3.6.
15 = public void Save{Model.Locaticn location)
16 {
17 Location = location;
13 var path = Path.Combine{application.persistentDatarath, PATH),
28 path = Path.Combine{path, "upgrade.json");
22 var serialized = JsonConvert.Serializeobject({Location, Formaiting.Indented);
23 File.WriteallText(path, serialized);
24 '

Pucynok 3.6 - ®parMeHT KOy METOIY 300paK€HHS MPOrpecy

Location, mo 3HaxomuThCss Ha Pucynky 3.7, B mnojanbimiomMy Oyze
30epiraerbest B JSON, ta cximanaerses 3 InteriorObjects, 1€ 1HEKC HACTYITHOTO B
yep3l anrpeny, Ta MacuBy 00'€KTIB, KOTp1 NOTPEOYBATUMYTh anrpeimny.

public class Location

i

public int CurrentUpgradeIndex;

public Interiorobject[] Intericrobjects;

Pucynok 3.7 - ®parment koay kiacy Location

Path me 3minHa, mo sBiage cobor nuitx, Mmeron Path.Combine Binmosimae
3a 00'eTHaHSS KUIBKOX CTPOK Y LUIAX, B MOEMY BHUMAJKY i€ 00'€IHaHHS LUIIXY 10
1HAMBIAYaTbHOI MAIKH, 32 JOMIOMOTr0I0 MeToay Ta Application.persistentDataPath ,
ta PATH. Cnigom path npupiBHIOETBCS 10 KIHIIEBOTO LIIAXY, /e Oyze 30epiratucs

JSON aiin, nns moganemioro 3anucy Ao ¢aiity yciei HeoOXiaHo1 iHpopMarii
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3.3.2 3aBaHTaKeHHS JaHUX
3aBaHTa)KeHHS JIOKalii BiOyBa€Tbcs B MOMEHT, KOJIM KOPHCTYyBad Mae
3alTH A0 HEl NOTPANUTH, M1/ Yac 3aXO/AKEHHS /10 TPU YU IOBEPHEHHS 3 KOPIPH.

Lle#i mpomec BiAOyBaeThbCAd 3a pPaxyHOK METOAY, SKUM 300pa)keHO Ha

Pucynky 3.8
26 - public void Load()
27 {
28 var path = path.Combine(Application.persistentDataPath, PATH);
29 path = pPath.Combine(path, "upgrade.json");
30 - if (File.Exists(path))
31 {
32 var file = File.ReadAllText(path);
33 Location = JsonConvert.DeserializeObject<Model.lLocation>(file);
34 ¥

35 }

2R

Pucynok 3.8 - @parMeHT KOy METOJly 3aBAHTAXECHHS IIPOTPECY

[Ticas mepeBipku Ha sBHICTH (ainy BiIOyBaeTbcs HOTO 3UMTYBaHHS Ta
necepianizamisa. B pe3ynbrat 4oro KopucTyBad OauuTh Ty K caMmy JIOKaIlito,

KOTpPY MOKUJIaB B OCTaHHIN pa3, IIe MpOoJAEeMOHCTpOBaHO Ha Pucynky 3.9

Pucynok 3.8 — 36epexeHHs piBHA anrpeiay o0'eKTiB

3.4 CTBOpEeHHs aJropuTMYy anrpeiay Jokamii
3.4.1 CrBopennst Model
Model omucye CyTHICTH JIOTIKM anrpenjiiB, TOOTO 1Jig TOro, 1100
MOCIIZIOBHICTD alrpeiIiB Ta 3aMiHa OJHOTO 00'€KTa 1HIIUM BiOYBaJIHCs KOPEKTHO
JOCUTh ‘‘3HATH” PiBEHb amNrperay KOHKpeTHOro o0'ekra, Level, ta ioro Ha3By,

Name, sik 11e 300pakeno Ha Pucynky 3.9
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[TocnimoBHICTh, KA 3ajla€ TMOPSAOK Mprpeday 00'€KTIB 3HAXOAUTHCS B

OKPEMOMY CIIUCKY

=)
'}
1

[=]
m
f

public class Interi

{

(=)

public string Name;
public int Lewel;

Pucynok 3.8 - @parmMeHT KOy, 10 OMUCYE MOJIEIb

3.4.2 CrBopenns View Model

public event Action<IntericrobjectvM» Upgrade;
public event Action<InteriorobjectvM» UpgradeComplete;

Pucynok 3.9 — ctBopeHHs nmocuianHs Ha model Ta 7BOX moii

public vold Upgradeobject()
i

_model.Level++;
Upgrade?.Invoke({this);

Pucynox 3.10 — ®parment kony, mo onucye View Model

B metoni, mo Bkazananuii Ha Pucynky 3.10 mo Hamoi Mojaeni 10AaeThCs
onuH(piBeHb amnrpeiny) Ta 3amyckae noairo Upgrade, Pucynok 3.9, koTpa B cBOIO
4yepry € eJIeMeHTOM View

3.4.3 CrtBopeHnns View

Konmu xkopuctyBau Oaxkae 3poOWUTHM anrpeij, TO BIH HATUCKAaeE Ha
BI/IMOBIJIHY KHOMIKY Ha CBOEMY €KpaHi Ta B 1Iel MOMEHT Bii0yBa€eThCs anrpeitsl. B
MOEMY BHUIIAJKy, View BIAMNOBiAaE 3a BIiMOOpaX€HHS MJAHOTO amnrpeumy Ta

KOpPEKTHE Bi0OpakKeHHsI CLICHH B MOMEHT 1i 3aBaHTakeHHs. BapTo 3a3HauuTH, 1110
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KOXKEH 00'€KT B CIIEHI, 1110 Ma€ PiBHI aNrpeiy Mae BiIacHy View, a OTKe 1 MeTO/IH,
10 BUKOPUCTOBYIOTHCS Y KOXKHOMY 3 BUIAIKIB CXOXI.

Ha camomy moyaTky, Koiau OO'€KT 3aBaHTa)XKY€ThCS CHPAIBOBYE METOJ
OnBindContext(), 300paxenuit Ha Pucynky 3.11

protected override void onBindContext{InteriorobjectvM context)
1

base.0nBindContext({context);

Initview();

context.upgrade += Context_Upgrade;

Pucynok 3.11 — @parment Koy, mo onucye Metos InitView

Axmo View Model Buxnmmye mnoxmito Upgrade, Tto Meronm Upgrade
BUKOHA€ETHCS. TOOTO TakUM YMHOM MM mianucanuch Ha noniro  Upgrade, siky
cTtBopuwin y View Model.

Ha pucynky 3.12 300paxeno meron InitView, Mo € eIeMEHTOM CKpHUIITa
View mis maHoro o0'eKkTy, e METO. BIAMOBIIAE 3a BiIOOpaXEHHs BiAMOBIAHOTO

crpaiita jyis 00'exTa

protected override vold InitWiew()

i
if (Context.Model.Level == 1)
i
for (int 1 = &; 1 < ObjectInsceneVi.Length; i++)
ObjectInscenevi[i].setactive(true);
1
for (int 1 = &; 1 < alfaInSenseVl.Length; i++)
AlfaInseneVi[i].color = new Color(l, 1, 1, 1);
1
s
hy

Pucynok 3.12 - ®parment koay, 110 onucye Metos InitView
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[Ticnst Toro sk JaHWM METOJ CIPallbOBYE B1IOOpa)Ka€ThCs BiAMOBIIHUN
CHpaiT, B 3aJIKHOCTI BiJl PIBHS anpeiiy KOHKPETHOTO 00'€KTa.
Akmo  KopuCTyBad  BHpPIB  3pOOMTH  amrpeii; To  BiAOYyIUTHCS

cnpaibByBanHs Metony Context Upgrade, sikuii 300paxeno Ha Pucynky 3.13

protected override void Context_upgrade(InteriorobjectvM context)
1
startCoroutine{upgrade());

h

Pucynox 3.13 - ®parmenT koxy, mo omucye meton Context Upgrade

3 ypaxyBaHHSAM TOTO, LIO IiJl Yac OJAHOTO alrpeiry Moxe BiJoOpoKaTucs
o/lpa3y KUIbKa JECATKIB aHIMalllii Ta 3 METOI JOCSTHEHHS MAaKCHUMaJIbHOIO
3TJIaJKYBAHHS MDK aHIMallisIMH BHKOPHUCTOBYETHCS KOpyTHHA. Ti710 KOpYyTHHU

300pakeHo Ha Pucynky 3.14
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IEnumerator upgrade()

1
if (Context.Model.lLevel == 2)[.. ]
else if (Context.Model.lLewvel == 1}
i
for (int i = @; 1 < Ver2.Length; i++}// wver_2 object on
{
Ver2[i].sethActive(true);
¥
for (int i = @; 1 < AnimVl.Length; i++)// vl off
i
Animyvi[i].Play{"standard_old");
¥
for (int i = B; i < AnimSupl.lLength; i++)// items up
i
if (Items[i].game0bject.activeself)
i
AnimSupl[i].Play{"items_up™};
T
¥
yvield return new WaitForSeconds(@.3f)};//pause for wl-w2
for (int 1 = @; 1 < AnimV2.Length; i++)// vZ on
i
Animv2[i].Play{"standard_new");
¥
yvield return new WaitForseconds{@.1f);/fpause before items down
for (int i = @8; 1 < AnimSupl.Length; i++)// items down aftter upgrade
{
if (Items[i].gameﬂbject.actiueEElF][:]
¥
for (int i = @; 1 < Verl.Length; i++)}// wver_1 object off
i
Verl[i].setActive(false);
¥
¥
yield return new WaitForSeconds(1lf);
by

Pucynok 3.14 - ®parmeHT Koy, 1110 OMKCYye Tijio kopyrunu Upgrade

Ha pucynky 3.14 300paxxeHo mpouec anrpeiigy o0'ekty. A came
IporpaBaHHs aHIMAallli CTApOTO €JIEMEHTY, BBIMKHEHHSI HOBOI'O €JIEMEHTY, CIIJIOM
3a IIUM BUKOHYETHCS aHIMAIlS JUIsl HOBOTO O0'€KTy, MICJS 4YOTO CTapuil 00'€KT
BUMUKAETHCS. YC1 anrpeliu B CIEHI BiOYBalOThCS 3a HACTYHMHUM MPUHIIUIIOM:
cTapuii 00'€KT Bifirpae CBOIO aHIMAIIIIO, CIIJOM 3'SBISE€THCS HOBUM O0'€KT, MICISA
4oro crapuili 00'€eKT BUMHKAeThCA. AOO kK Moxe Oyau Opyruil BUMAJOK KOJHU
cTapuil 00'€KT BIACYTHIH, B TAKOMY BHUIIAJKy OJIpa3y BMHKA€EThCS Ta 3'SBISETHCS

HOBHHU 00'€KT.
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3.5 CTBopenns esqemenTiB Ul

Jnsa toro mo0 KOPUCTYBady MaB MOXIJIMBICTH y OyAro-sSKUA MOMEHT,
3HaXOASYUCTh Y CLIEHI, 3pOOUTH amnrpei]; HeoOXiTHO PO3MICTUTU KONKY, IPHU
HaTHUCKaHHI sIKOi, OyJie B1AOYBaTHUCS anrpei;

Ha Pucynky 3.13 300paxeHO KHOTIKY anrpeiay, po3MIllIeHy y CIICHI.

Pucynox 3.13 — 3o06paxennst Ul enemeHTiB y crieHi

Jliist Toro, o0 peanizyBaTH anrpei] Mpyu HATUCKaHHI KHOTTKA HEOOX1/ro.
Ho Canvas, skuit BigoOpaxae Ul enemMeHTIB J0JaTH  CKPUIIT
UserInterfaceView, B sikomy 3Haxoautbest metoq, OnUpdate(),110 300pakeHuii Ha

Pucynky 3.14, Ta jogaTtu cripatoBaHHs IbOTO METOAY IPU HATUCKAaHHI Ha KHOIIKY.,
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public woid OnUpdate()

{
Context.UpgradeObject();

Pucynox 3.13 — @parment koxy, mo onucye metox OnUpdate

B nmanomy ctpomi koay BiAOyBa€ThCS — CHpALIOBAHHS  METOIY

UpgradeObjectVM, koTpuit Mae HacTynHuid Burisia, Pucynok 3.15

public void UpgradeObject()

{
if (CanUpgradeObject()})
1
var updatelbject = GetUpgradeObject();
updateObject.UpgradeObject();
Context.Location.CurrentUpgradelndex++;
T
T

Pucynok 3.13 — ®@parmenT koxy, 1o onucye Mmeroa Upgrade Object

B nanomMy Bunajky y nepuui CTpoUr MU 3HAXOJUMO 1HAEKC 00'€KTY, KU
3apa3 OyjAe anrpedauThes, y APYrid CTpOUU KOAY BU3UBAETHCS CHPAIFOBAHHS
ckpunty UserlnterfaceVM, a came metomy UpgradeObject, Pucynok 3.10, B
TpETii 1HAEKC HACTYNMHOTO Ha anrpein o0'eKTy 301IbIIYETHCA HA OJUH, TOOHO

HATYIMHOTO pa3y BiIOYIUTHCS anrpeii] BKe M1l HACTYIMHOTO Y CIIUCKY 00'€KTY.
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BUCHOBKU

[Tim yac BUKOHAHHS AUIUIOMHOI pOOOTH OYJI0 MTPOAHAII30BAHO TAKE SIBUIIIC
K MeTa rpa, MOYMHAIOYM BiJ CaMOro MOro 3apoJKEHHS, 0 CTaHy Ha CTaHy Ha
CHOTOJIHINIHIN JieHb. 3po0sieHO 1HMOpMALIMHUN OIS Ta aHam3 ICHYIOUYHX
NPOAYKTIB-aHAJIOTIB, II0 Ha JAaHUWA Yac € JiaepaMu pHUHKY. Po3nsHyTo psin
OCHOBHUX I1HCTPYMEHTIB, KOTpPl BHUKOPHUCTOBYIOTHCS TIpH PO3pOOIll CydacHOl
METarpH.

B pesynbrari aHamizy cepenoBHIIN, SKI BUKOPUCTOBYIOTHCS JJIsi pO3POOKHU
MOOUIBHHX ITp Ta JOJATKIB, Oysi0 00paHo cepeny po3podku Unity. KommnoneHnTHo-
OpIEHTOBAHOTO MIAX1Jl Ta MYJIbTUILIAT(POPMEHICTh, a TaKOXK A0cTyn 10 Unity Asset
Store 3Ha4YHO NPUIIBUAIIYIOTH PO3POOKY Ta poOJATH caM TMpolec Ol
KOM(OPTHUM AJ1s1 pO3pOOHUKA.

VY pesynbTaTi BUKOHAHOI pOOOTH OYJIO CTBOPEHO METarpy, /10 ICHYKOUOl
KOpPTrpu 3a BUKOpHUCTaHHSIM MoBu C#. Y metarpu peainizoBaHO: 30€peKEHHsS Ta
3aBaHTAXEHHS IrPOBOTO MPOTPECY, a CaMe 3aBaHTAXKCHHsI JIOKAIlil 3 ypaxyBaHHSM,
BUKOHAHMX KOPHUCTYBaue€M paHille, anrpeiiiiB, MOXJIMBICTh BIOCKOHAIIOBATH
CBOIO JIOKAITiI0, JIe KOXKEH aNrpeiijl € yHIKaJIbHUM.

CTBOpeHUH MPOAYKT € JYyKE BAKIUBOIO YaCTUHOIO TPU B IIJIOMY, TaK SK
HAJIa€ 3MOTY PO3POOHUKY B3a€EMOJISATH 3 KOPUCTyBaueM HampsMy. SIK pe3ynbTar
KOPHCTYBau MPOBOJUTH OUIbIIIE BIILHOTO Yacy 3a rpolo, 10 A03BOJUTH 1 Ha Jall
MIATPUMYBATH MPOIYKT Ta PO3BUBATH WOro. BaxnmBO 3a3Ha4yuT, 10 MeETa Tpa
cama 1o co0l He Mae MeXl y po3mupeHHi. YuMm Ouibllle MPOAYKT HA PUHKY THM
OLIbIIIE METa €JIEMEHTIB TOJACTHC.

Mera Tpa, 1e TOJIOBMHA YCHiXy OYIb-IKOTO TPOEKTYy, TOMY BOHA HE
BTPaTUTh AaKTYaJbHOCTI, @ ¥ Hajam OyJe TICHO BIUIETEHA B IrPOBUM MPOIIEC
KOpHUCTYyBaua, 30arauytound HOro irpoBUi JOCBIA Ta MOKPAIIYIOUU SIKICTh MPOEKTY

B IIJIOMY.
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JOIATOK A
Crpunt-InteriorObjectBepository

using-Game.Meta. Location . Model;
using-Newtonsoft.lson;
using-System.Collections .Generic;
using-System.10;

using-UnityEngine;

namespace -Game.Meta.Location

{

sverpublic-class: InteriordbjectRepository
AT |
seerseesprivatesconststring- PATH:=- "Upgrade”;

ceecceecpublic -Model. Location -Location

seereeespublic swoid-Save{Model. Location-location)

R, R

TR ...Lﬂcatiﬂn.:.lucatiun;

seeccessccsayarepathe=-Path.Combine{fpplication. persistembDataPath, - PATH)

sesevesse e opath-=-Path. Combine{path, - "upgrade.json™);

TR v al sarialized. == JsonConvert.Serializedbject{Location,-
Formatting. Indented);

seeccesceecFile WriteallText {path, -serialized);

cesiaaen}

seeveeecpublic-woid-Load{)

P |
seeccessccsayarepathe=-Path.Combine{fpplication. persistembDataPath, - PATH)
seeccescc e opgth-=-Path. Combine (path, - "upgrade.jzon™);

seecceeeeecifo(File Exists{path) )

B |

seeressssssscesaygrefile-=-File.ReadallText{path};
seessesssesscessLoogtion-=- Jsonlonvert . Deserializelbject«Model. Location={file);
|

R

seereeesppivates static-Directorylnfo-RequireDirectory()
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AT |
sewseeyar-dataPath-=-Path.Combine{dpplication.persistentDataPath, -PATH) ;
sesessssssssyarsdirectory: = new-0irectorylnfo{dataPath);
<if«{ldirectory.Exists)
{
cecccdirectory. Createf ) ;
-}
sreturn-directory;

seseean

Tif-UNLTY_EDITOR
cowees[UnityEditor.Menulten("dssets/0pen: location -upgrade- path” )]
seswsspublicstatic-woid-OpenlevelFile()

|
seeseeyar-dataPath-=-Path.Combine{dpplication.persistentDataPath, -PATH] ;

seesectils OpeninfFileBrowser. Open{dataPath);

TR
mendif

cenn}
}

CrpunT-Location

namespace -Game .Meta.Location. Model

{

svwepublic-class: Location

...{

sewsswspublic int-CurremtUpgradelndex ;
sesesssspublic-InteriorObject[] -Interiordbjects;

sewswspublic-Location{ InteriorObject[]- interiordbjects)
oo
seeees Interiordbjects -=-imteriordbjects;
«essecfurrentUpgrade Index -= - 8;
TR
-}

Crpunt-InteriorObject
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namespace-Game.Meta.Location.Model

{

=«wapublic-class-Interiorobject
-{

-------- public-string-Name;

........ public.int- Level;««---
-1}

Crpunt-InteriorObjectVM

using-Game.Meta. Location Model;

using-System;

namespace -Game.Meta.Location. ViesModel

{
sesspublicsclass s Interiordbject™. - ViewModelBase
oo
ssprivate- Interiordbject- _model;
««public-event-Action<LlmteriordbjectVM:-Upgrade;
s +public-event-Action<ImteriordbjectvM:-UpgradeComplete;
sspublic-event-Action<lnteriordbjectMz-NextTolpgrade;
~~~~~~~~ public- LmteriordbjectVM{LmteriorObject- model,- Context- context)-
basze{context)
|
«+«_model-=-model ;
-}
~~~~~~~~ public-. LmteriordbjectVM{string- name,. int- 1wvl,- int- profit,- Comtext-

comtext])- :-base{context)
|

«+«_model-=-new-Interiordbject() | -Name-=-name, -Level.-=-1vl};

sseesscpublic-Interiordbject -Model

e
-get
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EEOEE B EE EE OEE E KB n...r-E-tur-nn._de]_;

|.|.|.|.LLLLLLLL_deEILLEuElH; EEEE EEE EE EE
============ Upgrade?. Invoke{this);

~~~~~~~~ public -woid-ShowMextUpgradedbject()

................{

============ MextTolpgrade? . Inwoke{this);

Crxamnt - UserInterface VM

using-hame.Meta. Location. View;
using-System;
using-System.Collections.Generic;

namespace-hGame . Meta.Location. ViesModel

{
swcrpubliceclassUserinterfaceM: : ViewModelBase

cee]
~~~~~~~~ public-event-Action<Userinterface\M: -UpdateScore;

seesessspublic-event-Action<UserinterfacevM: -CantUpgradePopup;
======== public-event-Action<ImteriordbjectvM:-ObjectUpgrade;

sssssescpublic-UserinterfaceWM{lontext  context): : -base{context)

{ svcLetiextUpgradedbject();

........ }

seessessprivates bool-CanUpgradedbject()

{ sv«if«{Context. location.CurrentUpgradelndex- »= - Comtext .Upgradelist .Count)
e atse:

............ }

seesesnsssesygreitem-=«Context.UpgradeList[Context. Location. CurrentUpgradelndex] ;
seesssssssssygrscurrscores=-Context. Playerfata . .Model. 5core;

~~~~~~~~~~~~ if-{item.Cost-<=-currscore)

........................{

................ pﬁupn.tpue;

;;;;;;;;;;;; return- 'FE].E-E;

~~~~~~~~ private- ImteriordbjectWM-GetUpgradedbject()

sesnnana]

============ if-{Context.Location.CurrentUpgradelndex- »= - lonmtext .Upgradelist .Count)

““-===~=~-u==r'E'I:ur'n=nu11j
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ssseyar-item-=-Context.Upgradelist[Context. Location. CurrentUpgradelndex];
GetPath{ item.0bjectPath};

"
"
"
"

-
o
=3
=
=
n
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sessssssesseyar-obj=«Context.Location. Interiordbjects.Find{x:=>-x .Model.Name - ==-path];

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

nnnnnnnn

s««speturn-obj;

private:static-string-GetPath{InmteriordbjectView -view)
ssceyar-stacks=-new-S5tack<string={);
s+««sstack.Push{view.gamedbject.name);
ssssyar-parent-=-view.gamedbject. transform. parent;
ssoswhile-{parent: l=-null)

-------- stack.Push{parent.name];
-------- parent-=-parent.parent;

-------- var-item:=-Comtext Upgradelist[Conmtext. Location.CurrentUpgradelndex];
-------- Context.PlayerData.Model.5core--=-item.Cost;
-------- UpdateScore?. Inwoke({this);

-------- var -updatedbject:=-GetUpgradeldbject{);
-------- updatedbject.Upgradedbject{item. Profit);
ssss s scdbjectUpgrade?. Invoke{updatedbject)jese e e eres

-------- Context.location.Currentlpgradelndex++;
-------- SetMextUpgradedbject(];

sene}

sessglsp

s

-------- CantUpgradePopup. Inmvoke{this);
sene}

}

private-vold-SetlextUpgradelbject()

{

s+« yar-nextToUpgrade -= -GetlUpgradedbject();
s «ccnextTolpgrade? . ShowtextUpgradedbject(];
}

Crpunt-View-mns-InteriorObject



using-Game.Meta. Location ViesModel ;
using-5ystem.Collections;
using-UnityEngine;

namespace-Game Meta.Location. View

{

sosepublic-class-Alarmsareens ;- InteriordbjectView

ceen]

sevenens S T5erializefield] - private -Spritefenderer _sprite;
sevewess[Serializefield] sprivate-Ganelbject[] - _upgrades;

seveswswapublicsGamedbject]] -ObjectInscensl, «ObjectInbcenaVi ;
sesesssspublic Spritefenderer[] -AlfalnSeneVl, -Alfalnbeneli;

soveswssapublicsGamedbject] -verl,Veri;
~~~~~~~~ public -&nimation[] -AnimSupl, -AnimSupi;

sevewssapublic sGamedbject- Flag;
sewewssspublic -AudioSource -UpgradeSound;
soveswewspublic-inimation -Flagdnim;

sewesesspublic-nimation[] - Panelinim, -ClickButtondnim, -Gradientdnim, -Avataranim, -
Bubblednim, - Textdnim;
~~~~~~~~ public -Gamedbject[]-Panel, -ClickButton, -Gradient,-Avatar, -Bubble, -Text;

sowessaprotected-override - void -OnBindContext] InteriordbjectVM: context)

|

sesswssss e shase. OnBindContedt{context);
EEEE EEE EE EE ‘Lnit‘u'iE'ﬂ'{:l;

sees s scontext Upgrade -+=-Context_Upgrade;
ETEETEY!

~~~~~~~~ protected-override - void -OnUnbindContext{ LImteriordbjectVM- context)

.............{

sesewssss s shase OnUnbindContext{context) ;

sees s oontext Upgrade --=-Context_Upgrade;
ETEETEY!

sesesswsprotected-override - vold-InitView( )

.............{

seeswssss s if o Context.Model .Level- == 4]

|
sevswsssessseeefore{ipt el =y i e ObjectinbcenaeVl.Lengthy - 14+
srrrssererreensn]

seesrssssss s en e sdbjectinsceneVi[i] . Setactive{true];

.........................}

EE EE B EEEEEEEEE ....-Fur-..{in-t-.i-:-g; *i*{*M‘FELHﬁEHEm.LEHETh; ..i.|_|.:|

.........................{

srvsnsssssss e A1 fainseneVl[i]. color s= - new-Color{l, +1,-1,-1};

............““.........}

.................}

seessssse s if o Context.Model . Level- ==+ 1]}

.................{

sevswsssesssseeefore{ipt el =y el e ObjectinbcenaeV Length; - 14+

............““.........{

sessrssssss e sdbjectinsceneVi[ 1] Setactive{true];
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.........}

sevscessefopre{imtele=-8; 1 e-AlFalnseneVi. Length; i+

L.L..L...{

seseessess sl falntenevi[i].colar = new-Color{l,-1,-1,-1]);

L.L..L...}...L..LLLLLLL.L.

L.L..}

'}

sprotected -override -woid-Comtext_Upgrade{ InteriordbjectVM: context)
{

sececStartCoroutine{Corovtineloin));

s+ +«cUpgradeSound Play () ;

(- n&.tar-t{_umutine{{_umutim{jj;; BEEEE EE B EE B
'}

«IEnumerator-Coroutine()
{
sowecFlagfnim. Play{"flag off");

sowssyigldereturn-new-WaitForseconds{8.5F];
sowecFlag. Setactivefalsze);

ceve e i (Context.Model .Level:==:1}

ceaen
seseesseafope(imtede=e@; el e Verl.Length; - i++)

.........{

------------- Veri[i].setactive{true);

sevsceesefope{inteie=-8; cL-ccanimsupl.Length;-i++)

L.L..L...{

seseesses s afnimSupl[i] JPLlay{"alarm_sprite_on");
sevssesse s eenimSup2[i] Play{"alarm_+x_on");

ETETTETS
sewesesseyiplds return: new-WaltForsSeconds{1F);
sewseeesefope{inteie=-8; L Verl.Length; - i+4)

L.L..L...{

seseessenssnsieorl[i] Setactivel falze);

L.L..L...}

srene}
sevesyipld-return-new-WaitForSseconds{1f);

sowecContext UpgradedbjectComplete();

.....{

sewesesseyiplds return: new-WaltForSeconds{2F) ;
seseessenClickButton[8]. Setactive| true) ;
sevseessegradient[s] JSetactive{true);

sesve e s Ayatar[s] . Setactive| true);
sesseesscBubble[B]. Setactive{true);

sevseesse TExt[B].Setdctive{true);

sevseeesePanel[d] Setactivel{true);
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-« Panelanim[@].PLlay{"panel_an™};

schvatarfnim[5] .Play{"avatar_right_all long on")};

s«Gradiemtanim[5] .Play{"gradient_on");

++Bubblefnim[8] .Play{"bubble_on"};

«Textinim[B] .FLlay{ "text_an™);

«+yield-return-new-WaitForseconds{ 3f);

s« flickButtonanim[@] .Play{"button_aon");

s«Gamelontext.Current. Playerlnfo.0ialogueds-=-false;

«gamelontext.Current. Playerlnfo.Dialogued - =-true;
.}

soeescTERUmerator -Coroutineloin )

w o
seeseyipldcreturn-new-WaitForseconds{3);

...}

Crpunt-View-ana-InteriorObject

using-Game.Meta. Location ViewModel )
using-5ystem.Collections;
using-UnityEngine;

namespace -Game . Meta.Location. View

{
sesepublicsclass-drce: «InteriordbjectView
Y|
sevesenffTopriaglizerield] -private -2pritefenderer-_sprite;
s«[%erializeField] sprivate-Ganelbject[]: _upgrades;

««public-Gamedbject]] -ObjectInScensWl, -ObjectInScenavi ;

s«public-Spritefenderer[] -AlfalnSeneVl, -AlfalnbeneWi;

s«public-Gamedbject]]-verl, -veri;
s«public-Animation[] -AnimVl, -AnimE;
s «public-Animation[] -AnimSupl;

s «public-Gamedbject]]-gargoyle;

s «public-Gamedbject-Flag;
«+public-AudioSource -UpgradeSound;

s«public-Animation -Flaghnim;

s +protected -override - void-OnBindContext{ InteriordbjectWVM- context)

...{
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sevesechase.OnBindContext{context);
cosesnn InitView( ] ;

s we e cpopmtext Uppgrade -+=-Context_Upgrads;

-}

sprotected -owerride - woid «OnUnbindContext{ InteriordbjectVM- context)
f
sescchase.OnUnbindComtext{context);

s+ wecomtext Upgrade --=-Context_Upgrade;

-}

sprotected -owverride - wolid -InitWiew()
f
seescifo{Context.Model.Level-==-8)

N |
sevessssefpre{imtele=c8; i e-ObjectinbceneVvl . Lengthy - i++)

..............{

sevessssessnesjbjectinsceneVWl[ 1] Sethctive{true);

sevsssssesnes Al falnSenevl[i].color = new-Color{l, +1,-1,-1};
T

ciaen}
cevecplzes if-{Context.Model.Level-==-1)

ceeea]
sevessseefpref{imteie=ed; i e -Objectinbcenevi . Lengthy- i)

............“{

sevesssse e sbjectinbceneWi[ 1] Sethctive|{truel;

sevensssesne Al falnSenevi[i].color = new-Color{1, +1,-1,-1};
sianaenan}

craen}

'}

sprotected -owerride - woid «Conmtext_Upgrade{ InteriordbjectVM- context)
o
s seslUpgradeSound . Play();

- ;stapt{_ﬂmutine{{_umu-tine{jjin EE BB EE B EEE

-}

<IEnumerator -Coroutine(}

f

cecx e cFlaghnim. Play{ " flag_off");

seveseyigldreturn-new-WaitForseconds (8. 5F);

sewesecFlag. Setactive| false) ;

sewe e ifo{Context.Model .Level.-==-1])

............{

sewesessecefpopef{dmteie=cB; i e variLength; < i+4) /S s ver_Z-objact-an

.................{

sesesscse s dYapE[i] Setfctive|{true);

.................}

sesesecceccfporef{dmteile=cly el niml. Length; - i+4) /o vl-of £
ETEITRTETS |

sevese e e e AnimVA[4i] JPlay (" standard_old");

.................}

sevesevsescfore{imteie=eB; i c-animSupl.Length;-i++)f- items - up

.................{
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~~~~~~~~~~~~~~~~~~~~ if«{gargoyle[i].gamelbject.activesels)

;;;;;;;;;;;;;;;;;;;;

;;;;;;;;;;;;;;;;;;;;;;;; Anim&upl[i]lpla}l{ IIj.tETlS-_lJFI”:l;

~~~~~~~~~~~~~~~~ wield-return- new-WaitForseconds{®.3f) ;//pause-for-vi-vi
................ -Fur-..{in-t.i..:.ﬂ; ‘i‘i‘MiWE.LEI’IE’th;‘i++:| .-‘.-‘-'.-'2~:-n

.................... Anjmyl'j[i] Lplay{" 5_tandar-d_new":|;

~~~~~~~~~~~~~~~~ yield:return: new-WaitForSeconds{8.1F);/ pause-before-items- down
~~~~~~~~~~~~~~~~ Ffor-{imt:i-=:-8;-i-<-AnimSupl.Length;-i++)/ /- items - down - after-upgrade

..........................{

~~~~~~~~~~~~~~~~~~~~ if«{gargoyle[i].gamedbject.activeself)

........................ Anim&upl[i]_play{ "j.tE'I'IE-_dCﬂ'II'I":lj

~~~~~~~~~~~~~~~~~~~~~~~~ yield-return-new-WaitForseconds{8.85F); /- pause -afrer-items -down -

~~~~~~~~~~~~ yield-return-new-WaitForSeconds{1f);

~~~~~~~~~~~~ Conmtext UpgradedbjectComplete(];
........ Feeeo

Cxpunt-View-ana-InteriorObject
using-Game.Meta. Location . WiewModel ;
using-5ystem.Collections;
using-UnityEngine;
namespace -Game .Meta.Location. View
secepublic-class-Boxe «ImteriordbjectView

~~~~~~~~ [SerializeField]-private-Gameldbject[]_upgrades;

~~~~~~~~ public-Gamelbject]] -ObjectInScensVl;
~~~~~~~~ public-5pritefenderer[] -AlfalnSeneVl;

~~~~~~~~ public -Gamedbject[]-Verl;
~~~~~~~~ public-Animation[] - AnimSupl, -AnimSup2;

~~~~~~~~ public «Gamedbject-Flag;
~~~~~~~~ public -AudioSource -UpgradeSound;

~~~~~~~~ public-Animation-Flagdnim;
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sprotected-override-woid-OnBindContext{ InteriordbjectVM: context)
f

s+« «base.OnBindContext{context);

seve s InitView();

sooccpomtext Upgrade -+=-Context_Upgrade;
-}

sprotected-override - woid -OnUnbindContext{ ImteriordbjectWM: context)
{

s« +s s hase.OnUnbindContext{context);

s« wecpomtext . Upgrade --=-Context_Upgrade;
-}

sprotected-override-void - -Initview|)
{
cveeeif{Context.Model .Level-==:1)

seane]
sessswssafore{dimtcle=cd; sl o -ObjectinbceneWl.Length;-i++)

..............{

sesessesee s cibjectintceneVi[i] . Setactive(true);

..............}

seveswesofope{iptele=-8; i< aAlfalnbenevl. Length; i+ )

sesseeesn Al faInSeneWl[i].color = new-Color{l, +1,-1,-1};

N
'}

sprotected-override-void-Comtext_Upgrade( InteriordbjectVM- context)
{
sess s lUppradeSound P Llay(]);

sowecStartCoroutine{Coroutine());

-}

«IEnumerator-Coroutine()

1

sewewe s Flaganim. Play( "flag_off");
sesessayigld-return -new-WaitForSeconds{8.5F);
sewssecFlag. Setactive(| false);

sowssecifo{Context.Model .Level-==-1)

...........{

sessssswssefore{dmtele=cd; c1c 0 Werl Length; - i+4)

.................{

sesvsesse e ensierl[i] Setactive|true);

.................}

sevsseeseenfore{imtele=c@; i ccnimbupl.Length;- i++)

“““.““{

sesess s e e AnimSupl[i] Play{"basket_spaun”];
sevrsessecs e cnimSup2[i] .Play("basket_sprite_on");

sewsseeseeseeeyiplds return: new -WaitForseconds{(8.25F) ;

.................}

...........}



EEEE K

“....}

}

seeevseeeyigld-return-new-WaitForSeconds{1f);

sesesecfontext UperadedbjectComplete();
see}

Crpunt-View-ang-InteriorObject

using-Game.Meta. Location . ViewModel
using-System.Collections;
using-UnityEngine;

namespace -Game .Meta.Location. View

{

sescpubliceclass-NicheBige: -ImteriorObjectyiew

......{

EEEE K

EEEE K

e

EEEE K

EEEE K
EEEE K

EEEE K

EEEE K

cooff[Serializefield] - private-Spritefenderer-_sprite;
s[serializerield] -private-Gameldbject[]-_upgrades;

s« vpublic-Gamedbject|] -ObjectIinScenevl, «ObjectinscenaVi ;
sespublic-SpriteRenderer[] -Alfalnsengvl,-AlfalnsenaVi;

cecpublic -Gamedbject]] -Verl, -Verd; - ---

s+ +public-Animastion[] -AnimVl, -AnimW2

socpublic-Animation[] -AnimSupl; «c s e ve

s«opublic-spritefenderer|] -Cheesel;

secpublic-Gamedbject-Flag;

=+ +public-AudioSource -UpgradeSound;

s« «public-Animation-Flaghnim;

=« «protected -owverride - void -OnBindContext{InteriordbjectVvM: context)
{ s+« base.OnBindContext{context];

coeewe s IndtView();

sowe s comtext Upgrade -+=-Context_Upgrade;
see}

=« «protected -owverride - void -OnUnbindContext{InteriordbjectVM: context)

....{

soweseshase.OnUnbindComtext{context)

sewe s pomtext Upgrade--=-Context_Upgrade;
see}

s« «protected-override - void-InitWiew])
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sessssssesscif.(Context.Model . Level - ==.8)
cossfor-(int-i.=.9;-i-<-0ObjectInSceneVli.Length;-i++)
sssssssscecccnsssseObjectInSceneVi[i].SetActive(true);

sssssssescccsnssssssAlfalnSenevi[i].color-=-new-Color(1,-1,-1,-1);

------------ else-if-(Context.Model.Level:==-1)

sesssesscceceeecfor(int-i-=-9;.i.-<-ObjectInSceneV2.Length;-i++)

tessssssscceneneeaObjectInSceneV2[i].SetActive(true);

sessssssssssncessacAlfalnSenev2[i].color-=-new-Color(1,-1,-1,-1);

B S CETE

R ST

+ssssseprotected-override-void-Context_Upgrade(InteriorObjectVM-context)

........{
tessesenesUpgradeSound.Play();

------------ StartCoroutine(Coroutine());

sessesIEnumerator-Coroutine()

............ FlagAnim.Play("flag_off");
------------ yield-return-new-WaitForSeconds(9.5f);
sesseescFlag.SetActive(false);
sesssseesssif.(Context.Model . Level-==-1)

---------------- for-(int:i.=.9;.i.-<-Ver2.Length; -i++)//-ver-2-object-on

LT |
..-..-.............VQrZ[j].Set‘ctive(true);

S S

cessssscsssceefore(intei-=-9;-i-<-AnimSupl.Length;-i++)

sessssssssssscnssssifo(Cheesel[i].sprite-!=-null)

cesesssscenieenaeeees s AnimSupl[i]. Play( "SE_first");

tessssssssnsann}//cheese-frist
tesssssssesessayield-return-new-WaitForSeconds(9.2f);

................for.(int.i-:-e;.i.(.‘ni.Vj.Lenath;.i§+)
B T |
....................Ani-vjli].Play('niche_pld');
seesssscsssssnesseccAnimV2[i].Play("niche_new");
cssssssssssann ")//VI-VZ

sessssssceyieldreturn- new-WaitForSeconds(1f);
sesesscscscseccfor-(int-i-=-9;-i-<-AnimSupl.Length;-i++)

...................if.(cheeselli]_sprite.!g.null)
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““.....“.....L...{

""""""""""""""""""""‘"'"‘Aﬂimﬁupl[i].PlE}'{“bl’._SEI:CII'Id":I;

sessesssssnssssscsssssseylaldereturn snew-WaltForSeconds (8. 865F)

““.....“.....L...}.“.L...“.L...“L.

R

.......................-Fur!.{int..i.:.ﬂ; =i={.=1-'Er‘1.LEHE‘th;=i++:I

.........““......““{

"""""""""""""""""‘""'1||'Er'1[i].E'A'E't-ﬁ.l:ti‘d'E{'FE].S-E:l;

.......................}

““.....“.}

srsesssseenyipldereturn-new-WaitForSeconds{1f);

sessese e cfomtext UpgradedbjectComplete(]) ;

L.LL....}LL..

TR }
¥
Crpunt-View-mna-InteriorObject

using-Game.Meta. Location . ViesModel;
using-5ystem.Collections;
using-UnityEngine;

namespace -Game .Meta.Location. View

{

sewepublics-class-Roze. - Interiordbjectview

|
cerrennsff[Serializefield] - private-SpriteRenderer-_sprite;
seseeeec[Sprializefield] -private-Gamedbject[]- _upgrades;

seswesssspublic-Gamedbject]] -ObjectinScensvl, «ObjectinscensVi, -ObjectInbcenaVs;
sessessspublic-SpritefRenderer[] -AlfalnsensVl, -AlfalnSeneVl, -AlfalnbeneVs;

sewesssspublic-Gamedbject]] -Verl, -Veri, -Veri;
severwescpublic-Animation[] - AnimVl, -AnimV2 , - Animi3;
sevesssspublicednimation[] - AnimSupl, -AnimSupi;
sesvessapublic-Gamedbject-S5tatue;

sesssescpublic-GameObject-Flag;
sesvesssspublic-AudioSource - UpgradeSound ;
ccvvwsscpublic-Animation-Flaganim;

s+ vussssprotected soverride s void-OnBindContext( InteriorObjectVM: context)

............{

srwesesse e chase OnBindContext{context);
seeeeesss e s InitWiew]];

seweses e oontert Upgrade s+=-Context_Upgrade;

sessesssprotected-override s void -OnUnbindContext{ Lmter iordbjectvM: context)

““....{

sessssese s shaze OnUnbindComtext{ context) ;
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Y

-context .Upgrade--=-Context_Upgrade;

ssssssceprotected-override-void-InitView()

“en ....(

L
T
Y

D

L

«if-(Context.Model.Level-==:8)

----- for-(int:i.=:9;-i-<-ObjectInSceneVi.Length;-i++)

sssssceccObjectInSceneVi[i].SetActive(true);

sesccfor-(int-i-=-9;-i-<-AlfalnSeneVl.Length; -i++)

R |
--------- AlfalnSenevi[i].color-=-new-Color(1,-:1,-1,-1);

-else-if-(Context.Model.Level:-==-1)

%
sesecfor-(int-i.=.9;-i.-<-ObjectInSceneV2.Length;-i++)
cennef

sesssscc0ObjectInSceneV2[i].SetActive(true);

weee}

sessofore(int-i.-=-0;-i-<-AlfalnSeneV2.length; -i++)

TR |

sssessccsAlfalnSenev2[i].color-=-new-Color(1,-1,-1,:1);
RS

D

T

-------- protected-override-void-Context_Upgrade(InteriorObjectVM: context)

T |

Y

T
TR

LY

-else-if-(Context.Model.Level:-==.2)

=1
sesecfor-(int.i.=-0;-i-<-ObjectInSceneV3.Length;-i++)
R |

ssssssscObjectInSceneV3[i].SetActive(true);

cesecfor-(intei.=-9;-i-<-AlfalnSeneV3.Length; -i++)

.....(

s+ssssAlfalnSenev3[i].color-=-new-Color(1,-:1,-1,-1);
e}

3

-UpgradeSound .Play();

«StartCoroutine(Coroutine());

- +FlagAnim.Play("flag_off");

+yield-return-new-WaitForSeconds(8.5f);
«Flag.SetActive(false);

-yield-return-new-WaitForSeconds(8.1f);

----- if-(Context.Model.lLevel-==-1)

sesvceecfor-(int-i-=-0;-i-<-Ver2.Length;-i++)
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{
sesseVarZ[i] Setactive({true);
-}

For<{int-i-=-8;-L-<-AnimVl.Length;-i+)
f

seceeAnimyd[i] . Play{ "standard_old");

soe e ANAmE2[ 1] PLay | "standard_new" ) ;

-}

«if.{5tatue.gamedbject.activeself)

{
see e AnimSup2[8].Play{ "statue_+x_oldnew");

soe s AnimSupl[E]. Play{ "items_up”);
secseyigldereturn-new-WailtForseconds (8. 33F);

soe e nimSupl[@].Play( "items_down™);
'}
syield-return-new-WaitForseconds{1f);
for-{int-i-=+@;-i-«-Werl.Length;-i++)
{ seeerl[i] Sethctive(false);

'}

cescplsesif- (Comtext.Model . Level -==-2)

.....{

EE R R
EE R R
EE R R
EE e e

EE R R

EE e e
EE R R
EE R R

EE R R

EE R R

EE e e
EE R R
EE R R

EE R R

.....}

fFoar-{int-i-=+8;-i-<-Veri.Length;-i++])
f

seeedgpi[i] Jsetactive(true];

}

sfor-{int-ic=+@;-1i-c-AnimVZ.Length;-i++]
{

see e ANAMER[ 1] L PLlay( "standard_old" };
seceeAnimy3[4] . Play{ "standard_new"];

'}

«if-{Statue.gameldbject .activebelf)

{ sochnimSup2[@].Play("statue_fx_oldnew™);
see s AnimSupl[E]. Play{ "items_up”);
seeseyipldreturn-new-WaitForSeconds{d. 33F);
see e AnimSupl[@]. Play{ "items_down™ );

'}

syield-return-new-WaitForseconds {1f);
fFor-{int-i-=-8;-i-c-Veri.Length;-i++])

{

seeeeippi[i] chetbctive(false);
'}

soeeyiplds return: new-WaltForseconds{1F);

s« Context.Upgradedbjectiomplete] );



ssssssssssssssssfardint.de=c@rcdicecMaclkVl | anotrh:. i:s)

LR

..........}......
.....}
}

CrpunT-View-ana-InteriorObject

using-Game.Meta. Location.ViewModel
using-System.Collections;
using-UnityEngine;

namespace -Game . Meta.Location. Vies

secepubliceclass-5tandel-: - InteriorObjectview

veen
severeee ST SerializeField] - private -SpritefRenderer-_sprite;
ceveveee[Berializefield] sprivate- Gamedbject[ ] _upgrades;

sevssseepublic cGamedbject]] ~l::|hje1:1:l.n£-.cene;|
sewesceepublic Spritefenderer[] -alfalnsense;
sewesceepublic-Gamedbject] ] -Maskvl, -Maskva, -MaskVs;

cececceepublic cGamedbject] ] -verl, <\Ver2, -Ver3;

sevescecpublic-Animation[] -Andmvl, -AnimvE, -Animy3;
sevescecpublic-Animation[] -AnimSupl, <AnimSupd, <AnimSup3, -AnimSupd , -Anim5Sups;
seweveeepublic <Gamedbject] ] -Cundle;

seswevceepublic Spritefenderer[] «Chessel, - Cheesel;

cececceepublic cGamedbject- Flag;
sewe e epublic-AudioSource -UpgradeSound;
cececcccpublic-Animation-Flaginim;

seees e eppotected soverride - woid -OnBindContext{ InteriordbjectVvM- context)

T |

sese e chase . OnBindContext|{context);
ceecscenn e IndtView(];

seseccseccecopntext  Upgrade -+=-Context_Upgrade;

tewe e eprotected soverride s void -OnUnbindContext{ Inter iordbjectVM- context)

seesswsess e s hase OnUnbindContext| context) ;

sese e copmtext Upgrade --=-Context_Upgrade;

cececcceprotected coverride cvodd -Initview()

..........{

seeesee e if o Context. Model . Level-==-4)

T |

serevssecs e cebjectinbcens [8]. Setdctive|true);

serecssess e AlFaINSene [8] ccolore = new cColar{1,-1, -1, :1);
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R S
""""""")//BHQBA'CUPOB

sessssssssssseyield-return-new-WaitForSeconds(9.2f);
sesessssscecccfor-(int-i-=-0;-i-<-Maskv2.Length;-i++)

sessssecssceesseeMaskV2[i].SetActive(false);
seseees}//-OTKNKHEHNA-M3COK -B2

sesescscccccscfor.(int-i-=-0;-i-<-AnimV2.Length;-i++)

................{
ceseesssassenassesAnimv2[i].Play("standard_old");

sessscssncnnns}//yxon B2 e

cessssnssneeafor-(intei-=-0;-i-<-AnimSupS.Length;-i++)

sesesescsssscsceseecifo(AnimSupS[i]- !=-null-8&&-Cundle[i].gameObject.activeSelf)
sessssscssssssessassees e AnimSupS[i].Play("items_up”);
...............)//B3ne~r-caeqex

---------------- yield-return-new-WaitForSeconds(8.2f);

................for.(int.i...o; .1.<.Miw3‘Length;.i“)

......-.-.......{
cssssssssssssssssnse .Anhn[i].Phy('stafﬁard_nw");

..............)//mnmeﬂue.gj
cevesesneeecfore(int-i-=-0;-i-<-Maskv3.Length;-i++)

ssssssssssse .{
cessssssassaeaes e Maskv3[i].SetActive(true);
................)//gxnme“ue.uacox.gj

sessessssscesseayield-return- new-WaitForSeconds(9.5F);

cessrenssneeifore(intei-=-@;-i-<-AnimSupl.Length;-i++)

see sessseseecifeo(icc-AnimSupl.Length-8&-AnimSupl[i]-!=+null-&&-Cheesel[i].sprite-

T |
sesccsssscsnsscscasceceAnimSupl[i].Play("SE_second”);
sesessssncenssscecifo(i-c-AnimSup2.Length-&& -AnimSup2[i]-!=-null-&&-Cheese2[i].sprite-

R |
sessscssscnsssscccsscc AnimSup2[i].Play( "SW_second™);

..................}
sesscesssssssscssceecifo(icc-AnimSup3.Length-&& -AnimSup3[i]-!=-null-&&-
Cundle[i].gameObject.activeSelf)
“e s ............{
sssssssssssssssssnse -....M16w3[i].Play("itgns_do“n');

T |

ceseessesssnsnssssesifo(i-<-AnimSupd.Length-88% -AnimSupd[i]-!=-null-8&-
Cundle[i].gameObject.activeSelf)

cessesscssssssessessesac AnimSupd[i].Play( "items_down");
B S

tessssssssssenceenyield-return-new-WaitfForSeconds(8.825F);

sessscssscecas}//33030-CHPOB: M- CBEYEK



ceresseseeaafore(intei-=-0;-i-<-Ver2.Length; - i++)

sesssceseneacenVer2[i].SetActive(false);
sesesessnsss }//miknounem- v2

secessccglse-if-(Context.Model.Level.-==-1)

cesersesenaafors(int.ie=-@;-i-<-Ver2.Length; - i++)

sesesscssneesseVer2[i].SetActive(true);
sesssscccsas}//BRAKNEMU V2

sesessscenecfore(int-i-=-8;-i-<-AnimSupl.Length;-i++)//eue3n- cupos
- ceaes { *if-(AnimSup1[i]-!=-null.8&&-Cheesel[i].sprite:!=-null)
e Sipiieiies. N
m—— 7. S
sesssessenfor.(int-i-=-0;-i-<-AnimSup2.Length;-i++)
: .. { «if-(AnimSup2[i]-!=-null-8&-Cheese2[i].sprite:!=-null)
g e
S S
sessesssensayield-return- new-WaitForSeconds(9.2f);
sesscecsescfore(intei-=-9;-i-<-Maskvi.Length;-i++)

- 4
sesssssnaseseeesMaskVl[i].SetActive(false);
................ }// -oTknMennA-Macok -8l

cesessscsseafore(int-i-=-0;-i-<-AnimV1l.Length;-i++)

TN {
tieesseseensesss JAnimVI[i].Play("standard_old");
sessccccsns}//yxon-Ble e

cesesssescefore(int-io=-0;-i-<-AnimSupS.Length;-i++)

. 4

cesresesneesneeeifo(AnimSupS[i]- '=+null-8&-Cundle[i].gameObject. activeSelf)
cesssssssssseesees s AnimSupS[i].Play( "items_up”);
............)//a3ne7-caeqex
sesesccssssayield-return- new-WaitForSeconds(9.2f);

sesececcsccfore(inteie=-0;-i-<-AnimV2.Length;-i++)

- {
secsscccccsscescAnimV2[i].Play("standard_new");
............)//mgmeuue.gz

cessescescefore(int i-=-0;-i-<-Maskv2.Length;-i++)

.- . .{
sesesessaseeneesMaskV2[i].SetActive(true);
'"""""')//BKIIWQHMQ‘HBCOK‘BZ

seseseeeessayield-return- new-WaitForSeconds(9.5fF);

secesscsssceccfor(int-i-=-0;-i-<-AnimSupl.Length;-i++)
B R |

o1
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sresssnssnscencsceecifo(icc-AnimSupl.Length-8&&-AnimSupl[i]-!=-null-&&-Cheesel[i].sprite-
I=.null)

........................ Mi-SmI[i].Play( "SE_second”);
.................... }

-------------------- if-(i-<-AnimSup2.Length-&&-AnimSup2[i]-!=-null-&&-Cheese2[i].sprite-
I=.null)

........................ AnimSup2[i].Play("SW_second™);
.................... }

-------------------- if-(i-<-AnimSup3.Length-8&-AnimSup3[i]-!=-null-&&-
Cundle[i].gameObject.activeSelf)

........................ Mi'slp3[1].Play("itg‘|s_dmn');
.................... if-(i-<-AnimSupd.Length-8&&-AnimSupd[i]-!=-null.-&&-
Cundle[i].gameObject.activeSelf)

........................ Midm‘[i].?lay('itgﬂs_dmn');

ssssseseyield-return-new-WaitForSeconds(8.825f);
«+}//33e3n-CupOB- U CBEYEK
«+for-(int-i.=.9;-i-<-Verl.Length; -i++)

ceef
seeesoVerl[i].SetActive(false);
sessseee }//Biknounem- vl
.0}
seseseyield-return-new-WaitForSeconds(1f);

+sseeeeContext.UpgradeObjectComplete();
NS TR

Cxpunt-View-ans-InteriorObject

using-Game.Meta.lLocation.ViewModel;
using-System.Collections;
using-UnityEngine;
namespace-Game.Meta.Location.View

«++spublic-class-Statue-:-InteriorObjectView

“e «+//[SerializeField]-private-SpriteRenderer-_sprite;
-------- [SerializeField]-private-GameObject[]:_upgrades;

«++public-GameObject[]-ObjectInSceneVl, -ObjectInSceneV2;
«+public-SpriteRenderer[]-AlfalnSeneVl,-AlfalnSeneV2;

«++public-GameObject[]-Verl, -Ver2;
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«+public-Animation[]-AnimV1, -AnimV2;
«+public-Animation[]-AnimSupl;

«-public-GameObject-Flag;

««public-AudioSource-UpgradeSound;

«+public-Animation-FlagAnim;

- «protected-override-void-OnBindContext(InteriorObjectVM: context)

- o{
++++..base.OnBindContext(context);

ceseesInitview();

««sssccontext.Upgrade-+=-Context_Upgrade;
.2}

- «protected-override-void-OnUnbindContext(InteriorObjectVM- context)

-
+++«.+base.OnUnbindContext(context);

«++ssccontext.Upgrade--=-Context_Upgrade;
<}

««protected-override-void-Initview()
. o{

sesessscif.(Context.Model.Level-==-1)

ceenef
sesececfor-(int-i-=-0;-i-<-0ObjectInSceneVi.Length;-i++)

sssesssscscscObjectInSceneVi[i].SetActive(true);

soscfor-(int.i-=.9;-i.<-AlfalnSeneVl.Length; -i++)

sssesessAlfalnSeneVi[i].color-=-new-Color(1,-1,-1,:1);
-}

: :ZISQ- if-(Context.Model.Level:==.2)

: { ««for-(int-i.=-9;-i-<-ObjectInSceneV2.Length;-i+)

.. { ‘ObjectInSceneV2[i].SetActive(true);
cesecfor(int.i-=-9;-i.<-AlfalnSeneV2.Length; -i++)

: ; ‘AlfalnSeneV2[i].color-=-new-Color(1,-1,-1,-1);

e}
««protected-override-void-Context_Upgrade(InteriorObjectVM-context)
.o

«++sseUpgradeSound.Play();

«+ees.StartCoroutine(Coroutine());
o)

««+.IEnumerator-Coroutine()

.
+++«FlagAnim.Play("flag_off");

sesssyield-return-new-WaitForSeconds(9.5F);



sessssssassnan .-if.(Comaxt_mel.Levelo-s.Z)

|

«for-(int-i.=:8;-i-<-Ver2.Length;-i++)

cesseeaVer2[i].SetActive(true);
ee s}

« «AnimSup1[@].Play("statue_fx_oldnew");
«++AnimV1[0@].Play("standard_old");

«+syield-return-new-WaitForSeconds(8.33f);
«++AnimVv2[0].Play("standard_new");

«+«Verl[@].SetActive(false);

«sseeaVerifi].SetActive(true);

3

«for-(int-i.=-8;-i-<-AnimVi.Length;-i++)

oo of
seseecAnimvi[i].Play(“standanrd_new");

«++AnimSupl[i].Play("statue_fx_new");

«+yield-return-new-WaitForSeconds(2f);

-+Context.UpgradeObjectComplete();
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