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Mera poGoru — po3poOka Ta peajizallisg CHEIiaJbHOIO0 IrPOBOTO
eIbIOTEHMEHT-A0JaTKy [IJIs HaBYaHHS CTYACHTIB, MPOTPAMICTIB Ta I1HIIHMX

3aI[iKaBJIEHUX 0C10 alropuT™Mam NporpaMyBaHHS.

006’exkTOM I0CTiIzKEeHHS € oTpeda CTYACHTIB Yy OTpUMaHHI 3HaHb a00 iX

MOKpaIIeHH1 y cepl aropuTMiB IPOrpaMyBaHHS.

IIpeamerom nociigzkeHHs1 € polec po3poOKH 1H(GOPMALIHHOT TEXHOJIOTi

€IbIOTEHHMEHT-TIPOEKTY 3 HABYAHHS AJITOPUTMIB MPOTPAMyBaHHS.

Pe3yabTaTH — NpoBEeACHUI aHaNi3 JITEPATypH, Cy4YaCHUW CTaH JIKEpel
OTPUMaHHA 3HaHb Yy c(epi aIrOpUTMIB MPOTrPaMyBaHHS Ta TEHJEHIIT PO3BUTKY
nux Jpkepes. TakoX mpoaHa i30BaHO aHAJIOTIYHI €AbIOTEHHMEHT-OAATKH, iX
XapaKTEePUCTUKH, TEepeBard Ta HEJOJIKM. BHKIaIeHO OCHOBHI TMOJOKEHHS
TEXHOJIOT1i, III0 PO3pOOJIAETHCS, CTUCOK BUMOT /10 iHOpMAIIiiTHOT TEXHOJIOT11, 1110
MPOEKTYETHCS, BUKIIAJICHO MMOCTAHOBKY 3a/1a4il poOOTH, a TaKOXK 31HCHEHO BUOIP
MPOrpaMHOTO 1HCTPYMEHTapito aJisi po3poOku TexHousorii. Ilicis mpoBeneHoro
aHamizy Ta (opMyBaHHS BHMOI JI0 NPOEKTY OYJO CTBOPEHO €IbIOTEHHMEHT-
nonatok juis miardopmu «Androidy 3 BUKOpUCTaHHSIM irpoBoro asuryHa «Unity»
Ta MoBH mporpamyBaHHs «C#». JlaHa po3poOka J03BOJISIE KOPHCTyBauaM

OTPUMYBATH 3HAHHS Y c(epl aArOpUTMIB IPOrpaMyBaHHs Yepe3 IrPOBUIl TOCBI/I.

EJIbFOTEMTHMEHT-JOJIATOK, AJITOPUTMU ITPOTPAMYBAHHS,
[TPOI'PAMHE 3ABE3IIEYEHHSA, UNITY, HABYAHHAI.
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BCTYII
AxTtyaabHicTb. Ha choronmuimmHiii 1eHb 0013HAHOCTI y cdepi aIropuTMiB
nporpaMyBaHHs OTpeOye KOXKEH, XTO MPAIO€ 3 MPOrPaMHUM KOJOM, aJKe TaKl
aITOPUTMHU BUKOPUCTOBYIOThCS Ayke dacTo. Hanpuknan, mig toro, mo6 3HaiTH
KOpHCTyBaya 4Yepe3 MEHIO TMOLIYKY Yy COIUalbHIM MepexXi, BHKOPUCTOBYIOTH
CHeliaJIbHI aJrOPUTMHU, SIKI 3BOJATH Yac IOIIYKy A0 MiHIMyMy. IcHye OGarato
CI0c001B OCBOEHHS TaKUX JITOPUTMIB, HATIPUKIIAJ, Yepe3 KHIKKH, BII€O-KypCH, a

TaKOX CIEILaJIbHI €1bI0TEHHMEHT-T0JaTKH.

AKTYaJbHICTh TUILIOMHOI POOOTH 3yMOBJIEHA Oa)KaHHSIM IMIJBUILUTH PIBEHb
0013HAHOCTI CTYJIEHTIB, TPOrPAMICTIB Ta 3alliKaBJIEHUX OCI0 y cdepl alropuTMiB
IporpaMyBaHHS [UIIXOM CTBOPEHHS Ta MOMYJISpH3aIlii irpoOBOro eAbIOTCHHMEHT-

JOJIaTKYy.

o cniucky 3a/1a4 MPOEKTY BXOJIUTH aHAI3 MPEIMETHOT 00J1aCTi, MOPIBHIHHS
JOJIATKY, IO TMPOEKTYETHCS, 3 HOTO aHAJIOTaMH, PO3TJISI]T TEXHOJIOTIH TOCSITHEHHS
MeTH, OOpaHHs MPOTrpaMHOr0 1HCTPYMEHTApIIO MJii CTBOPEHHS €AbIOTEHHMEHT-

J0AaTKy, a TAaKOXK HOro po3pooxa.

IlpakTHYHMM 3HA4YEHHSAM pE3YyJbTATIB JIaHOI POOOTH € 3a0BOJICHHS
npoOJeMu HecTadl 3HaHb CTYACHTIB Ta yciX Oaxarouux y cdepl aaropuTmiB
mporpamMyBaHHSl [UISIXOM MyOdikaiii irpoBOro €IbIOTEHHMEHT Ha OJHIN 3
nonyJisipHUX TIaThOpM JJIsi pO3MIIEHHS A0JaTKiB. JlaHWW 10JaTOK J03BOJUTH
KOpHCTyBa4aM HABYATHCH ajrOpPUTMaM MPOTPaMyBaHHs yepe3 irpoBHil OCBi, 110
JIO3BOJIUTH iM HE TIIbKA OTPUMATH 3HAHHS, a 111€ TPOXH PO3BAKHUTHUCH. Takuii criocio
HAaBYaHHS JO3BOJIUTh KOPUCTYyBauyaM Kpalle 3amam’statd iHdopmaiiio 3a
JIOTIOMOT'OX0 BUHUKHEHHS aCOITlalliii aJITOPUTMIB IPOTPAMYBaHHS 3 PI3HOMaHITHUMU

I'POBUMH CUTYAIlISIMU.



1. AHAJII3 NPEJMETHOI OBJIACTI

1.1 AHai3 Cy4acHOro cTaHy nmpeaMeTHOi odJiacTi

3 MOSIBOXO MOB MPOTPaMyBaHHSI TAKOK IMOCTYIOBO 301IbIITyBaIacs motpeda y
iX 3HAHHI, aJ[’K€ BOHH JO3BOJISIIOTH CYTTEBO CKOPOTUTH Yac 1HKEHepa Ha BUPIIICHHS
TEXHOJIOTTYHUX MpooOsieM. Ha choroiHiMIIHIN IeHb ICHYE Ty>Ke 0araTo pecypciB s
OTPUMaHHS 3HaHb Yy cdepi mporpamyBaHHs. TakUMH pecypcamMH € KHHXKKH,
[aTepHeT-cTaTTi, AOBITHUKH, a TaKOX PI3HOMAHITHI OCBITHI J0JaTKU. SIKIIO
MOPIBHIOBATH IIi PECYPCH, TO CEPEI HUX HA JaHUH MOMEHT HAHOUIBII 3pyIHUMH Ta
e(PEeKTUBHUMU € KHWKKH Ta JOJATKH, aJ)KE 3a3BUYAil BOHU MICTATh YCIO HEOOIXHY
1H(pOpMaLliI0 IS YCIIIIHOTO OCBOEHHS KOHKPETHUX TEM, ajle MU 3yIMHUMOCH Ha
J0/1aTKaxX, a/pKe 3 MOSBOIO PI3HOMAHITHUX TaPKETIB iX MOMYJAPHICTh 3pOCTAE 3

KOXXHHM JHEM.

He3pakaroun Ha nepeBaru iCHylOUMX J10JaTKiB, BOHM MalOTh CBOI HEJOJIKH.
J10 OCHOBHUX HENOJIKIB OUIBIIOCTI TAKUX JTOAATKIB MOYKHA BIIHECTU BIJICYTHICTh B
MaTepianax Jjisl BUBYCHHS )KMBHUX SICKPAaBUX MPUKIIAJiB BUKOPUCTAHHS aJITOPUTMIB
nporpamMyBaHHs. SIKIIO M0AaTU 10 TPOTpaMH 1HTEPAKTUBHI SICKpaBl MPUKIIATU
BUKOPHUCTAHHS alTOPUTMIB MPOTPaMyBaHHS, JOJATOK BXE CTa€ irpoBUM. laka
TEXHOJIOTISI PO3POOKH JTOJATKIB JO3BOJISE€ MOEAHATH JBI CKJIaJO0Bl HABYAJIbHY Ta
po3BaxanbHy. /[l mogaTKiB  Takoro THUMY ICHYE CHelllaJbHa Ha3Ba —
«eIBIOTCHHMET» TEXHOJIOTis (3 aHri. «education» - HaByanHs, «entertainmenty -
po3Bara). [lanuii TepMiH HaOyB MIMPOKOTO PO3MOBCIOKEHHS Y 3apyOiKHIM chepi

ocsitu [1].

EnproTeiHMEHTOM Ha3MBaKOTh CYKYIMHICTh TEXHIK Ta AUJAAKTUYHHUX 3aC001B
HABUYaHHS 3a JIOTIOMOTOI0 po3Baru. ['0JOBHOIO OCOOJIMBICTIO JAHOI TEXHOJOTII €
OPUHLIMII TEpeJaBaHHs 3HaHb Yy 3pO3yMUINNA, JOCTYNMHIA 1 WiKaBiid (opMi.
BukopucTaHHs TaKoro MPUHIKUITY J1I03BOJISIE TOCATTH OajaHCy MK 1H(QOpMaIll€ro Ta

MYJIbTUMEIIMHUMU TPOAYKTaMHU.
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1.2 Orasg aaropurMiB NpPorpamMmyBaHHA

AJTOpUTMU MpOTpaMyBaHHS € HAOOpaMHU IHCTPYKITIH MOBOIO MPOTPaMyBaHHS
JUIS BUKOHAHHS TEBHOI 3amadi [1]. 3a poku iCHYBaHHsS MOB IPOTpaMyBaHHS Ta
KOMIT'FOTEPHO1 TeXHIKU OyJia HalMcaHa BeJIMKa KUIbKICTh aJITOPUTMIB, 10 TOTO X Y
HAIIl 9ac 1X KOJ] MOYKHA JIETKO 3HalTH B [HTepHETI 200 crerialTbHuX KHIKKAX TOIIIO.
Taxi TOTOBI aNTOPUTMHU 3HAYHO CIPOIIYIOTH Yac iH)KeHepa Ha BUKOHAHHS MEBHOI
3a/1a4i, TOMy KOXXHOMY, XTO IIKaBUThCS TEMOIO MPOrpaMyBaHHsI, OyJie KOPUCHO iX

3HaTu.

Cepen HailOUIBII MOMYJSPHUX Ta 3aCTOCOBYBAHUX AJITOPUTMIB BUAUISIOTH
AJITOPUTMH COPTYBaHHS, MOILIYKY, AJITOPUTMU AJis TpadiB, MaTeMaTU4HI, a TAKOX
pekypcito. Po3risitHeMo esiki 3 HUX Ta 00epeMo Ti, 1110 HAaUOLIbII MIAXOAATh HaM,

Oepyuu 70 yBaru ix akTyaJIbHICTh Ta 4YaC HA BUKOHAHHS JIaHOi pOOOTH.

1.2.1 CoptyBanHsi BUGOpOM

ANTOpUTM COPTYBaHHSA BUOOPOM € aNTOPUTMOM JJisi COPTYBaHHS JAHUX Y
3pOCTaIYOMY UM 3MEHITYBAILHOMY MOPSIKY Y 3aJIEKHOCTI BiJl IEBHOI OCOOIMBOCTI
eJeMeHTa JaHuX. Takow OCOOJUBICTIO MOXKe OyTH, HANPUKIAZ, YUCIOBUNA KO
Jitepu abo came 4Kciio. 3a JOMOMOIOI JIaHOTO ajJrOpUTMY MOKHA BiICOPTYBATH
1IMeHa, HOMepH Tese(OHIB, YKCIIa, 3aMiCH B COIlaIbHINA Mepexi (Bl HOBUX 10
cTapux a00 HaBMAaKW) Ta Oy/b-IK1 00 €KTHU, SKIIO J0 HUX MPUB’I3aHUN YHCIOBUN
koA. [{nst Toro, o6 BiICOPTYBATH CIIUCOK 3 €JIEMEHTIB, IaHUW aITOPUTM TEPEBIPSIE
KOXKHHMM 3 KOKHUM 3 €JIEMEHTIB, TOMY YaC Ha BUIIOBHEHHS LIbOTO QJITOPUTMY €
OUTBIIMM, HIX Yy ACSIKUX aJITOPUTMIB COPTYBaHHS. THUM HE MEHIlEe, TaHUI aJTOPUTM
MPEKPACHO CIPABISIETBCA 3 HEBEJIMKOI KUIBKICTIO €JIEMEHTIB, a BpPaxOBYIOUU
00YHCITIOBAJIbHI MOYJIMBOCTI CY4acHOI TEXHIKM BIH HEMOTraHO MPAaLoe y 6araTbox
BUIAKaX, IO TOTO X BiH € JOCTaTHHO MPOCTUM. Yac HOro BUKOHAHHS CTAaHOBHTH
F(x?), ne F — nesxa yHKIIis, X — 4KCIIO OIepaniii OTpMMaHHs IIEBHOTO PE3YJIbTaTY.

VY BUMangKy 3 COPTYBAaHHSAM YUCEN X — KUIBKICTh YHUCEJI, 10 MOTPIOHO BiJICOPTYBATH.
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1.2.2 binapuuii nouryxk

PosrnsHemMo oaMH 3 anrOpUTMIB MOIIYKY — OiHapHM momryk. Jlanwuii
aJITOPUTM BHKOPUCTOBYIOTH JJISl TOIIYKY €JIEMEHTIB Yy BIJCOPTOBaHOMY Habopi
naHux. J{ns Toro, mo0 MOSCHUTH, SIK BIH IpAalO€, HABEJEMO OAMH SICKpaBUM
npuknan. Hexait Bam moTpiOHo Biaratu yucio Bif 1 go 100 3a HeCKiHUEHHE YHCIIO
cripo0, IpH 1IbOMY BaM O TOBOPWIIM, UM € Ballle YKCJIO MEHIIUM a00 OUIBIINM 3a
TaeMHe. By MokeTe moyaTu BiraagyBaTy 0 OJHOMY YHCITY, TOYMHAIOYH 3 OJHHHIIL.
Takuit crocid cropailtoe, AKIMO O TaeEMHUI YHCIOM BHABHIOCH 4ucio 1 abo,
HaNpUKIIaj] 2 Tomo. Aje Ko O TAEMHUM YUCIIOM OyI0, Hanpukiazd, yucio 70, To

BaM JoBestocs 0 ButpatuTu 70 cnpoO, oo Brajgatu Horo.

AJropuT™M O1HAPHOTO MOUIYKY € AITOPUTMOM, 1110 IPEKPACHO MIIAXOIUTh JJIs
BUpIllleHHs NaHOi 3ajzaui. Moro ceHc momsrae B TOMy, IO KOXKHOTO pa3y BiH
HAaMaraeTbCsi BIATaAAaTH €JIIEMEHT B CEPeIuHl1 CIHUCKY, BIJICIKAIOYM IIOJIOBHHY
€JIEMEHTIB, 110 € OUIBIIMMH a00 MEHIIIMMH 3a KOJIOM, HIXK IIyKaHui enemeHT. Came
TOMY JaHHUI aJrOPUTM IPAIIO€ TUIbKU 3 B1ICOTPOBaHUMHU Habopamu naHuX. s
TOro, 1100 Brajgatu yucio Big 1 7o 100 3 BUKOPHCTaHHSIM JAHOTO ajJrOpUTMy, BU
KOXXHOTO pa3y 0 BIJKUJIAJHU MOJIOBUHY YHCEN, TOMY aJITOPUTM OIHAPHOTO MOIIYKY €

JOCUTH MBUAKUM. Yac 1oro BukoHaHHs ctaHoBUTh F(log X).

1.2.3 Pekypcisn

Jlami po3riasiHeMO Takuid alropuTM MporpamyBaHHS, SIK peKypcid. ko
TOBOPUTH MPOCTUMHU CIIOBAMHU, TO PEKYPCist — 1€ PYHKITIA, SIKa BUKJIMKAE cama cede.
Pekypcito BIIHOCATH [0 ITEpaTMBHMX BapiaHTIB (YHKLIA, TOOTO TaKHUX, IO
BUKOHYIOTbCSI MO JEKUIbKa pa3iB y 3aJIeKHOCTI BiJ NeBHOI yMoBHU. KoxHa
pekypcuBHa QYyHKIS Mae 6a30BYy Ta peKypCHUBHY yMOBU. Y 0a30Biif yMOBI1 (pyHKIIis

cama cebe He BUKJIMKAE, a B peKypCHUBHIN — HaBMaKHU.

[Ipuknagom pekypcuBHOI (yHKIIT Moxke OyTH (QYHKIIS BU3HAYCHHS
daktopiany uncna. Jjis Toro, mo6 3HaNTH (akTOpian Yucia peKypcuBHA (QYHKITIS
JIOMHO>KY€ YHCIIO HA BUKJIMK CaMOi ce0e 3 UMCIIOM MEHIIUM Ha OJUHUILIO, TOKH 1€

IUCII0O HE JOpiBHIOE oauHMIl. Hampukian, moO 3HaiiTu dakTopian yucia 4,
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pekypcuBHa (QYHKIlIS B OJIHIM 3 yMOB (0a30Biii a00 peKypCHUBHIN) MEPEBIPUTH, YU
JOPIBHIOE YHUCIIO 4 oAUHULIL. SIKIIO Hi, TO BUKOHYETHCA PEKYPCHUBHA YACTHHA, KOIY
ne GyHKIS JOMHOXY€E YUCIO 4 Ha BHKJIMK CaMOi ce0e 3 YMCJIOM, MEHIIMM Ha
OJIMHUITIO, TOOTO umcioM 3. JlaHuil mpoIiec BUKOHYETHCS 10 THX, TIOKH YUCIIO HE
Oyzae JOpIBHIOBATH OJMHMII, TOOTO BUKOHAETHCS 0a30oBa yMOBa, KOJH PE3yJIbTaT
MHO>KEHHSI TIOTIEPEIHIX YHCIIe 3 PEKYPCUBHOTO BUMAJKY JIOMHOXKHUTH Ha 9uCioO 1 i

(byHKIIIS TTOBEpHE pe3yJIbTar.

Jlanuii anroput™M € OyKe KOPUCHHM [IJIi HEBEIMKOTO I HEBEIMKOL
KUTBKOCTI PEeKYCUBHUMX BHUKJIMKIB, ajJ€ € MOTaHUM JIJIsl BEJIMKOI0, aJKe KOXKHOTO
pasy, KoJiu (yHKIlIs BUKIIUKAE caMy cele, il pe3ysibTaT BUKOHAHHS 30epiraeTbes B
nam’sTi. TakuM 4MHOM, SIKIIO (YHI[ISl BUKIMKAE caMy ce0e BEJIMKY KUIbKICTh pa3iB
naMm’siTb  (CTEK BUKJIHWKIB) 3allOBHIOETHCS, TOMY JaHUW aJITOPUTM  CJIiJT

BUKOPUCTOBYBATH 3 00EPEKHICTIO.

1.2.4 AnropuT™M HIBUAKOI0 COPTYBAHHS

ANTOpUTM HIBUAKOTO COPTYBaHHS, SK BHAHO 3 WOTO Ha3BU, € OJHUM 3
Pi3HOBMIB aNrOpHTMiB COTPTyBaHHS AaHMX. MOro TroloBHA mepeBara Haj
ITOPUTMOM COPTYBaHHS BHOOPOM TIOJISATa€ y MIBUAKOCTI BUKOHAHHS, KOTpa
cranoButh F(X log X), mo mHabGararo mBumme, Hix F(x?). Taka MWBUIKICTH

BUKOHAHHSI IOCATAETHCS 32 PAXYHOK OCOOJIMBOCTI pOOOTH TAHOTO AJITOPUTMY.

Jl1s1 Toro, o0 BiJICOPTYBaTH HAOIp JaHUX, HAMPUKIIAI, YUCEN, el alrOpUTM
Oepe NesAKUil OMpPOHUN €IEeMEHT — 3a3BMuail MepuIMil y CHUCKY 3 JaHUMHU — Ta
PO3MIJIsi€ CIIUCOK 3 YHCJIaMU Ha JiBa IIJICIHUCKH: €JIEMEHTH, MCHII OIOPHOTO0, Ta
eleMeHTH, Oulblil Hixk onopHuid. Ilicns Lporo maHuii anropuTM peKypcHUBHO
3MIACHIOE TIBUJIKE COPTYBaHHS HAJ OTPUMAHUMHM ITJICTIMCKAMHU YHCEN, TOOTO
MOBTOPIOE Ti K caMi oreparlii, JOKHU JBa MiJICIUCKU TIcisi po30UBaHHS HE OynyTh

JOBXKHWHOIO B OAHNH CJIICMCHT.

Takum YHUHOM, IIaHI/II\/'I AJIrOpUT™M € JOCUTHL MBUIAKHUM, aJI€ CKIAAHHM B

PO3yMIiHHI.
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1.2.5 Anroputm [leiikcTpu, 260 aJropuT™M NOMIYKY HAWKOPOTIIOrO HIISAXY

Anroputm JlekcTpu abo alrOpuTM MOIIYKY HAWKOPOTIIOTO MUIAXY OJHUM 3
PI3HOBH/IIB AJITOPUTMIB, III0 TIPAIIOIOTH HA OCHOBI IpadiB — (iryp Ha MJIOMIKHI, IO
CKJIQJaI0ThCs 3 MHOKMHHU KUTBKOX TOYOK Ta pedep, KOTpi 3’ €IHYIOTh 111 TOUKH. Llei
QITOPUTM BUKOPHUCTOBYETHCS JJIS MOITYKY HAMKOPOTIIOTO MUISIXY BiJ OJTHIE€T TOUKH
10 1HIIO.

Kapty MOXnIMBUX NUISXIB BIJ OJHIET IO 1HIIOT TOYKH MPEJCTABISIIOTH Y
BUrIAal rpady, ae pedpam rpada MpuU3HAYAETHCS MOBXKUHH (I[IHM), a TOYKAM —

Ha3BH.

Burnsin mnpocroro rpady HaBemeno Ha puc. 1.1. Touku Ha rpadi
BUKOPHCTOBYIOTh SIK TOUYKH Ha MICIIEBOCTI, a pedpa — IUIAXU MK IIUMH TOYKAMHU.

Ha peansnomy npuxnaal pedpamu rpady MOXKyTb OyTH ByJiUIll a00 aBTOMOOUIBHI

o..ﬁ

Pucynox 1.1 — I'pad 3 6 Bepmmnamu ta 7 pedpamu

JIOPOTH TOIIIO.

ANTOpPUTM NOILIYKY HAMKOPOTLIOrO HIJISIXY BUKOHYETHCS HACTYITHUM YHHOM:

1. CnouaTky 3HaxX0AsITh By30JI (TOUKY) 3 HAUMEHILOIO I[IHO0, TOOTO BY30J1, A0

SIKOTO MOJKHA JICTAaTHCh 32 MIHIMAJILHUN Yac BI1JI IOYATKOBOIO;
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2. OHOBITIOIOTHCS BAPTOCTI CYCI/IIB LILOTO BY3Jla Y BUNAAKY, SKIIO MOMEPIHS

BiJICTaHb 200 Yac 710 By3Ja OyJin OLIBIIMMHM, HIK 3HaHJICHA,

3. IloBTOpIOIOTHCS MyHKTH | Ta 2, TOKM omeparlii He Oy yTh BUKOHAHI HaJ BCiMa

By3JlaMu Tpada;
4. 3HaXOUTHCS CyMAapHUH IIJISAX BiJl TOYATKOBOI TOYKH JIO ITYKAHOT.

JlaHUWii alrTOPUTM € JISIO CKIIATHUM, aJie Ty>K€ KOPUCHUM JIJIs1 BUPIIICHHS

3a/1ayl MOIIyKYy HAaHKOPOTIIOTO IUISAXY.

1.3 Orasa aHaaorivHUX A0AaTKIB
[lepm HI>k oYaTH poOOTY HAJl NPOEKTOM, HEOOX1HO IPOBECTH NOPIBHAIBHUX

aHaJi3 31 CX0)KUMH MPOEKTAMU ISl HABYAHHS aJITOPUTMIB IPOTPAMYBAHHS.

Tak sik J0JI1 KOpPHCTYBa4iB MOOUTBHHUX NPHUCTPOiB Ha 0a3zi «Android» e
Oinbmoi, HDK i 1HmMX onepamidaux cucreM (OC), TO mouuibHiIIE Oyjae
MPOBOAUTH po3risaa nomatkiB came miua 1iei OC. Jlo HalOUIbII TOMYyJISpHHUX
ocBiTHIX goaatkiB B «Google Play Store» y cdepi nporpamyBaHHsS MOKHA BiTHECTH
«Algorithms: Explained and Anim» (puc. 1.2), «Algorithms and Data Structuresy
(puc 1.3), «AlgoPrep — Algorithms & Data s» (puc. 1.4), «Data Structures &
Algorithmsy (puc. 1.5).

JInst 3py4HOCTI cPOpMYy€EMO psAll KPUTEPIiB, KOTPl MOBUHHA 3a0BOJILHATU
CIBIOTCHHMEHT-TEXHOJIOTISI Ta MPOBOEAEMO TMOPIBHSJIBHUM aHali3 J0JAaTKiB-
aHajioriB 3 HamuM. /{0 TakuX KpUTEpIiB BIAHECEMO HACTYIMHE: OallaHC MK
1H(QOpMaIIIITHOI0O Ta PO3BAKAIBHOI CKJIAJIOBOIO, SIKICTh 1H(pOpMaIllii, KIJIbKICTh
iH(popmarrii, kKopMOpTHICTH iIrpoBOro A0CBiAY Tommo. Kpurepii Ta Ha3Bu 101aTKiB

3BesieMo y Tadmuio 1.1.



Tabmuis 1.1 — TlopiBHSHHS CX0XKHX TOAATKIB 3 HAIIIUM 33 KPUTEPISIMU
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Hassa kputepito | bamanc MK | SkicTh iHOpMarlii Kinbkicts iHpopmariii | KomdpopTHiCTh

1H(pOpMaIIi€I0 Ta KOPHUCTYBALbKOT'O
PO3BAKAIBHOIO TOCBITY

Hazpa nonatky CKJIa/I0BOIO

[ndopmariitna OpnakoBa  KUIbKICTH | Bucoka Cepenns Bucoka

TEXHOJIOTIS MIATPUMKH | I'POBUX Meia-IaHuX Ta

€IbIOTEHHMEHT- 1H(popmarii

MPOEKTY JJIsl HaBYAHHS

IpOrpaMyBaHHIO

Algorithms: Explained | ITpucythas nuire | Bucoka Benuka Bucoxka

and Anim iH(popMarriina
CKJIa/l0Ba

Algorithms and Data | [Ipucytas nuire | Bucoka Benuka Bucoxka

Structures iH(popmarriiina

CKJIaaoBa




Tabmuug 1.1 — IIpogoBxeHHs
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AlgoPrep — Algorithms | ITpuctyss nuire | Bucoka Benuka Cepenns
& Data s 1H(popMalliiiHa

CKJIaJI0Ba
Data  Structures & | Ilpuctyns muuie | Cepenns Cepenns Husbka
Algorithms iHbOopMarriitna

CKJIaaoBa




] Selection Sort

m@é!!!BQﬁ

min

The same operations are repeated until all

of the numbers are fully sorted.

[ KD T
[ ] @® <q

Pucynok 1.2 — Jlemonctpariis nonatky «Algorithms: Explained and Animy

< SELECTION SORT ) =
sy
0 1 2 3 4 5 4
EHEEMER
e e ®
Sorted w
|

Looking for a minimum on the subarray
{9.4,8,7,2,5}.

O,

Pucynok 1.3 — Jlemonctpariis nogatky «Algorithms and Data Structures»
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= Selection S

Info A

Selection sort divides the input list into two parts:

a sorted sublist of items which is built up from

right to left at the end of the list and a sublist of the
remaining unsorted items that occupy the rest of the
list. It proceeds by finding the smallest (or largest,
depending on sorting order) element in the unsorted
sublist, exchanging (swapping) it with the rightmost
unsorted element (putting it in sorted order), and
moving the sublist boundaries one element to the
left.

64 67 6 66 64 88 98 63 44 32

Select Speed

Low v/ MEDIUM HIGH

START

Comparing the number with current largest/
smallest

The largest/smallest number found so far

Curannina tha niimhare

0 O) <

Pucynok 1.4 — Jlemonctpariist nogatky «AlgoPrep — Algorithms & Data s»
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Recursion Vs. Iteration

Recursion

1. Recursive function: is a function that is
partially defined by itself

2. Recursion uses selection structure

3. Infinite recursion occurs if the recursion step
does not reduce the problem in a manner that
converges on some condition (base case)

4. Recursion terminates when a base case is
recognized

5. Recursion is usually slower than iteration due
to overhead of maintaining stack

6. Recursion uses more memory than iteration
7. Infinite recursion can crash the system

8. Recursion makes code smaller

Iteration

1. Iterative Instructions - are loop based
repetitions of a process

2. Iteration uses repetition structure

3. An infinite loop occurs with iteration if the
loop condition test never becomes false

4. |teration terminates when the loop condition
fails

5. Iteration does not use the stack so it's faster

Hhmm vamvmian
' Kynyii SIM-kapry Kviacrap onAORa

Pucynok 1.5 — JlemoHcTparis nomatky «Data Structures & Algorithmsy

VYci mepemiveni B Tabn. 1.1 gomaTku MICTSATh y CBOEMY CKIIAl JIUIIE
1H(pOpMaIliiiHy CKJIaJ0BY, B TOM 4ac K CXOXHUX €JbIOTEHHMEHT-IOAATKIB st
OCBOEHHS alITOPUTMIB MporpamyBaHHs HeMae. [lepeniueni y tabn. 1.1 mporpamu-
aHAJIOTM MICTATh y CBOEMY CKJaAl Jdme iH(opMmaliiiHy CKIaJoBy, ILIO HE
3a/I0BOJIBHSIE BUMOTAM €JIbIOTEHHMEHT noaatky. He Oepyuu no yBaru uei ¢axr,
MOKHa CKa3aT, IO sIKiCTh 1H(opMallii B yciX JOJaTKIB BUCOKa, OKpiM «Data
Structures & Algorithmsy. KinbkicTb iHpopMallii TakoK € BEJIMKO0, OKPIM HAIIIOTO
nonatky ta  «Data Structures & Algorithmy - y nmx aBox mporpam BoHa €
cepenHboro. KoMpopTHICT KOPHUCTYBAIIBKOTO JIOCBIY Y BCiX JI0JIaTKIB € BUCOKOIO,
okpiMm nBoX octaHHIX. Y «AlgoPrep — Algorithms & Data S» BoHa € cepeaHbOIO,
a/pKe B I MporpaMi TP TEperyisifi KOHTEHTY HEMa€ KHOMOK MepeMOTYBAaHHS
iHopMmaiii Boepea abo Hazaa. [3-3a 1bOro JOBOJUTHCS YEKaTH, JOKU aHIMAIlil

BUKOHAIOTHCA IO KIHI, X04Ya W KOPUCTYyBad BCTUT MPOYUTATA CTOPIHKY 3
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matepianom. «Data Structures & Algorithms» wmae Hu3bKY KOMMOPTHICTH
KOPUCTYBallbOKOTO JOCBiZy, aJKe JaHi y TOJIOBHOMY MEHIO HE JIOCTaTHBO
CTPYKTYpOBaH1 3a[Ji1 IHTYITUBHOTO PO3YMIHHSA CIMCKY TeM Ta MOPAIKY iX

OCBO€CHHHI.

Cepen 1o1aTKIB-aHAIOTIB HAHKPAIIMM MTPUKIIA0A0M IPOTPaMH JIJIsl HAaBUAHHS
anroput™am nporpamyBaHHs € «Algorithms: Explained and Animy, ane, Ha aib,

BOHA HC Ma€ y CBOEMY CKJ'IaI[i pOBB&)KaHLHOi CKJIaI[OBO.l..

[Ticnst mpoBeIeHOTO aHAali3y MU MOKEMO 3pOOUTH BUCHOBOK, 1110 KOKHA 3 TIPOrpaM-
aHaJIOTIB Ma€ CBOi OCOOJMBOCTI, aj€ JKOJHA 3 HUX HE 3aJI0BOJIbHSIE KpUTEPi
HAssBHOCTI PO3Ba)KaJIbHOI CKJIAJIOBOI JJISl JIETHIOTO CHPUUHATTS iHGoOpMalli Ta

acoLllaTUBHOTO 3ariaM’ ITOBYBaHHS.

1.4 ITocTanoBKAa 3axay4i
PosrnsgHyBmm  ICHYIOTYI ~ aJTOpPUTMH  TPOTPAMyBaHHS, a  TaKOX
MpOaHaTI3yBaBIIN JIOJAaTKHU-aHAJIOr0, MOXKEeM c(opMyBaTH IOCTAaHOBKY 3ajadi

MPOEKTY JIsl JOCSTHEHHSI HOTO TOJIOBHOT METH:

- 00patv TPOrpaMHHUM I1HCTPYMEHTApil Il pPO3POOKH €IbIOTCHHMEHT-

JOAATKY;

- copMyBaTH BUMOTU JO €ABIOTEMHMEHT-I0AATKY JJisl MOro yCHiIIHOTO

BUXOJy Ha PUHOK;

- pO3pOOUTH MEHI0, PiBHI, & TAKOXK 310paTH akTyaabHY 1H()OPMAIli0 CTOCOBHO
QITOPUTMIB TIPOTpaMyBaHHS JIJI1 BUKOPHUCTAHHS 11 SIK pecypcy Uil HaBUaHHS B

€IbIOTEMHMEHT-OATKY.
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2. OTJISAJI APXITEKTYPH TA BUBIP METO/IIB PEAJII3ALIIL

2.1 Bumoru o inopmaniifHoi TeXHOJIOTII, 1110 MPOEKTYEThCS

[Ticnst mpoBeaeHHST aHalli3y MPEIMETHOI 00JacTi Ta CXOXKHMX JTOAaTKIB, MU
MOKeMO c(hopMyBaTH MMOCTAHOBKY 3aj1adi Ta BAMOTH 0 iH(opMaIifHoT TeXHOIOT11
HiATPUMKHA €IbI0OTEHHMEHT-TIPOCKTY. Jl0 BHMOT, KOTpHM IOBHWHEH BiJIOBiIaTH
eIbIOTEHHMEHT-JI0JIATOK  JIJI1 HABUaHHA MPOTPAMyBAaHHIO MOKHA BITHECTH

HACTYyIIHE:
- 30a71aHCOBAHICTh MIXK KIJTbKICTIO iH(OpMAITii Ta po3BaKaTbHOK CKIIAIOBOIO;
- HasiBHICTh 1HYITUBHO 3PO3yMUIHNX €JIEMEHTIB TOJOBHOIO MEHIO;

- HasSBHICTh SKICHOI Ta akTyajabHOi 1H(Mopmamii y cdepi anroputrmis

porpamMyBaHHS;
- HasiBHICTb MIPUKJIAIB KOy Ta iX MOSCHEHHS;

- HasIBHICTD SICKPABUX MPUKJIAAIB pOOOTH alrOPUTMIB IIPOrpaMyBaHHs yepe3

IrpOBUIl TOCBIJ;
- KOM(OPTHUN KOPUCTYBALIbKUIA TOCBI.

2.2 Bu6ip aaropurmiB nporpaMmyBaHHS 1Jisi HABYAHHS

[Ticns anamizy mpeaMeTHOi o0JacTi Ta MOPIBHSAHHS HAIIOTO JOJATKy 31
CXOXHUMH, OYyJ0 MNPUUHATO pIIIEHHS OOpaTH alrOpUTMH NPOrpaMyBaHHS, IO
OyIyTh BUKOPHUCTaHI MiJ 4Yac po3poOKHM 1HPOPMAIIMHOI TEXHOJOTIi MiATPUMKH
eIPIOTEMHMEHT-TIPOEKTY I HaBUaHHs MporpamyBaHHI0. Cepen poO3TIsSHYTHX
HAaWOUTBIII MOMIMPEHUX Ta AKTyaIbHHX aJITOPUTMIB MOXHa OOpaTd 1O OJHOMY
KOXXHOTO THITY: COPTYBaHHS JaHUX, MOIIYKY JaHUX, PEKYpPCii0, a TAKOXK poOOTH 3

rpadamu.

AJNTOPUTM COPTYBAHHSI BUOOPOM € HE JJOCUTh MIBUAKUM /111 OOPOOKH BEIUKO1

KUTBKOCTI JJAHUX, ajie MpaIftoe 6e3 Oyab-sSIKUX MPOoOJIeM 3 HEBEIMKOIO iX KIJIBKICTIO.
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AropuT™m O1HApHOTO TOIIYKY, SIK OJIMH 3 PI3HOBUIIB MOIITYKY JAHUX € MEHII
MIBUAKOIIHHUM, HIXK allTOPUTM IIBUIKOTO TIOIITYKY, aJie¢ HE BUKOPUCTOBYE y CBOEMY

KO/I1 1HIII aJITOPUTMH.

Macmrad po6iT, sKi MOK€ BUKOHYBaTH aJFOPUTM PEKypcii 0OMEeXKyeThCs
PO3MIpOM CTEKYy BUKOHAHHS CUCTEMH. TUM HE MEHIIIE, [IEi allTOPUTM € JOCTAaTHbO

KOPHUCHUM IJIs1 BUTIOBHCHHA 0aratbox 3a1a4 3 IIporpaMyBaHHA.

AJNTOpUTM TMOLIYKY HAWMKOPOTHIOrO HUISIXY, a00 anroput™m JleWkcTpu, €
PI3HOBHJIOM QJITOPUTMIB, 1110 MPALIOIOTh 3 Tpadgamu. BiH € akTyanbHUM 1y HaIll 4ac
Ta BUKOPUCTOBYETHCA MPU PO3PAXYHKY HAHKOPOTIIOTO HUIAXY BiJl TOUKH 10 TOUKU

Ha KapTax Ta IHIIUX 00’ €KTaX MiCIIEBOCTI.

Tak stk cepell anropuTMIB COPTYBaHHS JTAHUX IIBHJIKE COPTYBAaHHS BKIIIOUAE
JI0 CBOT'O CKJIQJy 1HIINUN aJITOPUTM — PEKYPCII0 — MU 00€peEMO COPTYBaHHSI BUOOPOM

y SIKOCT1 QITOPUTMY COPTYBaHHS.

Biarak, anroputMaMu mporpamyBaHHS, 0 OyAyTh BUKOPHUCTaHHI IIiJ 4ac

PO3pOOKHU €LIOTEHHMEHT 10JaTKy € HACTYITHI:
- aJITOPUTM COPTYBaHHS BUOOPOM;
- aJNTrpUTM O1HAPHOTO MOIIYKY;
- AIICPUTM PEKYPCii;
- anroputM JlekcTpu, abo NomyKy HAMKOPOTIIOrO HUISAXY.

Kosken 3 anroputmiB Oyne po3MsiIaTUCh B OKPEMOMY PIBHI Ha TPHUKIAIIL

YHIKQJIBHO1 ITPOBOi CUTYaIIii.

2.3 Bubip nporpamMHoro iHcTpymeHTapiio

Jlns  Ttoro, mob copoektyBatd Android-momaTok, HeoOXigHO 0OpaTH
1HCTPYMEHTapiH, 1110 T03BOJIUTH 1€ 3po0uTH. J[0 yBaru ciij B3ATH IrPOBHIl IBUTYH,
a TaKoX MOBY IiporpamyBaHHs. Cepel HalO1IbII TOMYISIPHUX ITPOBUX JIBUTYHIB Ha

JaHui MoMeHT MoxkHa BuaimuTu «Unity» ta «Unreal Engine». Koxken 3 HuX Mae
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CBOi 0COOJIMBOCT1, TOMY CJIiJI POBECTH iX MOPIBHAIBHUMN aHaJli3 Ta 00paTH TOM, 110

OLIBIIIE HAM MI1JIXOJIUTh.

Jliis 3py4yHOCTI 3BeieMo mopiBHAHHS ABUTYHIB «Unity» ta «Unreal Enginey

1o taou. 2.1 [2].

Tabmuus 2.1 — [opiBHSHHS XapakTepuCcTHK irpoBux ABUryHiB «Unity» ta «Enreal

Engine»
Has3ga irpoBoro | Unity Unreal Engine
JIBUTYHA
Hazga
XapaKTEPUCTHKHU
Tun Kpocmnargopmuuii Kpocmnargopmuuii
MoBu nporpamyBaHHs C# C++
Oco0muBOCTI Po3pobka nomatkiB aiist | Po3poOka mgomatkiB st
MOOUIBHMX  TPUCTPOIB, | MOOLTBHUX  MPHUCTPOIB,
IIK, xonconei, cucrema | IIK, koHcojel, cucrema
JaCTHHOK JaCTHHOK
Joctyn 10 BUXITHOTO | 3aKpUTUN Bigkpurtuii
KOy
[lina bazoBa Bepcis | [ToBHiCcTIO
0€3KOILTOBHA 0€3KOIITOBHUMN
I'padika YynoBa sikicte Tpadiku, | DoTopeanicTuaHa
ajle MEHII JIOCKOHaa, | rpadika, 110
Hik B «Unreal Engine» | BUKOPUCTOBY€EThCS B
AAA-irpax
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Cepen ycix IMX XapaKTepUCTUK IO yBark MOBY MPOTPaMyBaHHS, a TaKOX
iy noxatky. [Ins po3poOku Hamoro Jonatky oOujiBa JBUTYHH MarOTh Yci

HE0OX1TH1 YHKIIIT JUIsl TPOCKTYBaHHS TpadidyHUX CIEMEHTIB.

Cepen Oe3komToBHHX Bepciid B «Unity» e yimme 6a3oBa, ajge BOHa MiCTUTh
yBeCh HEOOXIHUM (DYHKITIOHAT JJI1 YCHIIIHOT pO3pOOKH €IbIOTEHHMEHT-I0/1aTKYy.
[ToBHa Bepcist nBuryHa «Unreal Engine» € 6e3k0ImTOBHOIO, alile BOHA HE MA€ SKHCh
cyTTeBHX mepesar Haj «Unity», koTpi 6 3Haq00MIMCH HaM TIpU po3poOIli MporpaMu

JUTSE MOOUTBHUX TIPUCTPOIB.

Sxio OpaTu 10 yBaru MOBH IporpamMyBaHHS, KOTP1 BUKOPUCTOBYIOTH JIaHi
IBUTYHH, TO Oumeiry mepeBary Mae «Unity» Tta ioro «C#», amke ms MoBa
porpaMmyBaHHS Ma€e psiJi HACTYIHHUX ocoOauBocTeit [3], ki 3HaMOOSAThCS HAM TIijT

gac po3pOOKH J0JIATKY:
- BUAKICTh pOOOTH;
- IPOCTOTa BUKOPUCTAHHS;
- 00’ €KTHO-OPIEHTOBAHICTb;
- aBTOMAaTUYHUHN 301p CMITTS;
- CTPYKTYpPOBAHICTb;
- HEe Ma€ BUTOKIB I1aM’SITi;
- maThopMHa HE3aJICKHICTh;
- TUITI30BaHICTD,
- epekTHBHA poOOTa 3 HhaJIOBUMHU CUTCEMAMM.

l'onoBHOXO mepeBaro JaHOl MOBHM IPOrpaMyBaHHd € 11 IPOCTOTA
BUKOPUCTAHHS, TOMY JIOLIIbHUM Oyae oOpanuHs «Unity» y sikocTi ABUTyHa Jis

PO3pPOOKH TOATKY, /K€ BIH BUKOPUCTOBYE «C#».
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2.4 Bubip 0i0JioTex MmoBHM nporpamyBaHus «C#

Jnst  po3poOku  cucteMu 30€peKeHHs, B3aEMOAIlI 3  eJeMEeHTaMH
KOPHUCTYBAILKOTO 1HTEpdeiicy, oOpoOKH IrpoBHX ClLieH, poOoTH 3 (ailIoBoIO
CHCTEMOIO Ta JJAHWMH, CUCTEMOIO BBEJICHH-BUBEICHH, (OpMaTyBaHHSAM JaHUX, a
TaKOX AJi1 poOOTH 3 CUCTEMOIO 0OpOOKH MMOiii, OyJI0 BHPIIIEHO 00paTH HACTYIIHI

010110TeKH MOBHU IIPOIpaMyBaHHSI, SIKi € CYMICHUMH 3 irpoBHM ABUTYHOM «Unity»:

- UnityEngine.lO;

- System.lO;

- System.Runtime.Serialization.Formatters.Binary;
- UnityEngine.Ul;

- UnityEngine.SceneManagement;

- UnityEngine.EventSystems;
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3. MPAKTUYHA PEAJII3AIISA EJBIOTEMHMEHT-TOJATKA
Jlanuii po3auT TPUCBSYEHO OMUCY TMPOIECY PO3POOKH €IbIOTCHHMEHT-

JOJIaTKyY JJIsl HABUAHHS MPOrpaMyBaHHIo 1y1s tiatdopmu Android.

3.1 Anroput™m il KopucTyBaya JAjs HABYAHHS Yepe3 10AaTOK
VY pe3ynbTati NpoayMyBaHHS cIOcO0y HaBYaHHS yepe3 irpoBUid JOCBif Oyii0
MPUIHATO PIIIEHHS CTBOPUTH CXEMY BUKOHAHHS JIili KOPUCTYBayeM, 10 300pakeHa

Ha puc. 3.1.

3rifHO 3 aIrOPUTMOM Jiii, MOKa3aHUM Ha puc. 3.1, 1u1st Toro, 100 KOpUCcTyBay
MIT OCBOITH OJIMH 3 aJTOPUTMIB MpOrpamMyBaHHS, BIH BIJKPUBAE JOJIATOK, MICII
YOoro BIH TIOBMHEH OAauuWTH TOJOBHE MEHIO, A€ OyAyTh MPHUCYTHI KHOIKH
HaJallTyBaHb, MEPEXOAy B MEHIO PiBHIB Ta iHGopmaiii npo mgonarok. Ilicis
nepexoAy B MEHIO PIBHIB KOPUCTYBad IOBHMHEH IMOOAQYUTH MEHIO 3 4YOTHpMa
PIBHAMM, SIKI IPUCBIYEHO AJITOPUTMY COPTYBAaHHS BHUOOPOM, OIHApHOTO MOILIYKY,
pekypcii, a Takoxx anroputmy Jleiikctpu, abo mouryky HalKOpOTLIOrO HUIAXY BiJl
OJIHI€1 TOUKH 110 1H1Oi. [Tics 3amycky 0AHOTO 3 piBHIB KOPUCTYBAa4 MOXKE IMPOTPaTH
a00 TIPOUTH piBeHbB. SKIIO /715 piBHS YBIMKHEHO PEKMM HABYAHHS, TO TIPHU BUTPaIll
BIJIKPUBAETHCS €KPaH 3 PO3’ICHEHHSMU 1100 TOTO, SIKUM YMHOM IrpOBa KOHKPETHA
CHUTYAIlisl OB’ s13aHa 3 KOHKPETHUM aITOPUTMOM IIPpOTpaMyBaHHs. SKIIO PeKUM st
HaBYaHHS BUMKHEHO, MICJISl BUTPAlly 3 SIBUTHCS BUTPAIIHE MEHIO 3 MPOIMO3UIIIED
nepe3anycky piBHA a00 BHXOAY B MEHIO pIBHIB. Y BHMAJKy Mporpamy B 000X
BUMAJKaX — MpPH YBIMKHEHOMY Ta BHMMKHEHOMY pEXHMax [JIsi HaBYaHHS —
BIJIKPUETHCS MEHIO TPOTpallly 3 MPOMO3UINEI0 TIEPE3anycKy piBHS ad0 BUXOIY B

MEHIO PiBHIB.



B0 KopHCTYEI4A
¥ JOTATOK

BrOIp MeHD 3 pIEHTME, HOEEH 3

AKHX IPHCETIEHO KOHEPETHOMY

aNTOpPHTMY NpOrpaMyBaHHET, Ta
3aMMYCK OJHOTO 3 HHX

r

Axmo pexrd 118
HAEY3aHHA }'Ei}-IH—IEHD

Hi

PieeHE npoigeH0”

[lpoxom#eHET ITPOBOT
CHTVAIMil, Mo JeMoHCTPVE
TIPHHITHIT pOOOTH AMTOPHTMY
MIpOTpasMyEaHHET

SIKmo pexHM 114
HAE9aHHA EHMEHEHO

Taw
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Hi

PieeHE npoigeH0”

Taw

DBHEeIeHHA MEHKO MPOTPANTy

2 POMO2HITIEK TOETOPHOTO
3aITVCKY IrpoECi CIeHH abo
EHXOIV E MEHIO PIEHIE

BHEeIeHEA po3'ACHEHE MIOI0 TOTO, K
ITPOBA CHTYAIA IOEA33HA 3 AITOPHTMOM
OpPOrparVE3IHHE, 2 TAKOE [I0ACHEHHSE
IPHEIHITY PODOTH AMTOPHTMY

BHeegeHHT MEHIO NPOTpaNTy
2 MPOTMO2HITIEK TOETOPHOTO
3aITVCKY IrpoEoi cleHH abo

EHXOIV E MEHIO PIEHIE

l

BHEeIeHHS KHOMNOK 2 IPOTIOZHIIERD
MIOBTOPHEOTO 3allyCKY IrpoEoi CIEHH 200
EHNOTY E MEHHK) DIEHIE

BHEeIeHET MEHI BHIPANTY 2
MPOMOZHINER MOETOPHOID
33TV CKY IrpoECi ceHH abo

EHXOIV E MEHIO PIEHIE

Pucynok 3.1 — Anroput™ fiii KOprucTyBaua Jjisl B3a€MO/I1i 3 €1bIOTEMHMEHT-0/1aTKOM
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3.2 T'0J10BHE MEHIO
JlaHu# 10IATOK YChOTO MICTHTD I1’Th IrPOBUX CIICH Y CEPEIOBUIILI PO3POOKH
«Unity», oxniero 3 skux € ciena «MainMenuy, a iHIIMX YOTHPH — II€ CIEHU IS

PIBHIB 3 HABYaHHS aJITOPUTMaM MIPOTPaMyBaHHSI.

[Tpu 3amycky 10aTKy 3 caMOro MO4aTKy KOpUCTyBad Oyze 0aunuTH TOJIOBHE
MEHIO, JIe IPUCYTHI TPU KHOMKHU: KHOIIKA HaJAlITyBaHb, IEPEXOy B MEHIO PIBHIB

Ta iHdopMallii npo a1oaaToK. JleMOoHCTpallis rOJIOBHOTO MEHIO HaBeIeHa Ha puc. 3.2.

Algorithms and games

Pucynok 3.2 — JIemMoHCTpallisi TOJIOBHOTO MEHIO €IbIOTEMHMEHT-0AaTKY JJIs

HaBYaHHJA ITPOTpaMyBaHHIO

V cueHi 3 TOJIOBHUM MEHIO /10 TOJIOBHOI KaMepH, 110 BUBOJUTh 300paKeHHs
Ha eKpaH kopuctyBada mnpikpimieHo C#-ckpuntu «MainMenu.cs», «Main.csy,
«SaveSystem.cs», «Settings.cs» Ta «LevelLoader.cs». Mu po3depemMo mpHIIHIT
po6oTu nux (haisiB MOCTYMOBO. 3MICT yCiX (ailyliB-CKPHUIITIB MPOEKTY HABEJIEHO Y

Honatky A.

3apa3 3ynMHMMOCH Ha CKPHUIITax Ta iX METoAax, 10 CIpPalbOBYKOTh IPHU

HAaTUCHEHHI KHOIIOK y TOJIOBHOMY MeHIo. [Ipy HaTHCHEHH! KHONKU HajalllTyBaHb
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(KHOTIKA 3 IECTEPHEI0 Ha CKPUHIIOTI puc. 3.2) cipaiboBye Metoa «OpenSettings()»
ckpunta «MainMenu.cs» koTpuii BigKpuBae MeHIO HamamryBanb (puc. 3.3). [Ipu
HATUCHECHHI Ha KHOMKY «Play» cnpanpoBye meton «OpenLevelsMenu()» ckpurnra
«MainMenu.cs», sikuii BIAKPHBA€E MEHIO 3 PIBHSAMH, MPUCBIYCHUMH aJrOpUTMaM
nporpamyBaHHs. [lpy HaTHCHEHHI Ha KHONKY 3 1H(oOpMali€o Tpo 0JaTOK
cupanpoBye Mmeron «OpenAboutMenu()» ckpunra «MainMenu.cs», xoTpui

BIJIKPUBAE CKPaH 3 JI0JIATKOBOIO iH(POPMAITIEI0 CTOCOBHO J01aTKY (puc. 3.4).

Settings

Sounds

Music

Pucynok 3.3 — JIeMoHCTpallisi MEHIO HaJlalITyBaHb JI0JaTKa
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Contact: andriilizunov@gmail.com

Pucynox 3.4 — nemoHcTpaIlisi MEHIO 3 1I0JaTKOBOIO 1H(POPMAIIIE€I0 CTOCOBHO

nporpamMu

VY MeHI0 HaJlalTyBaHb € /1Bl KHONKU-TIEPEMUKAYl, CTaH SIKHX MEpPEBIPIETHCS
y MeToi cucremHoMy metoi «Update()» ckpurrta «Settings.cs», KoTpuii epesipsie
CTaH KHOMNOK. /[aHl KHONKM BiANOBIAaIOTh 332 BIATBOPEHHS 3BYKIB Ta MY3HKU B
piBHAX. IX 3HaueHHs QIKCYIOTbCS Ta 3aHOCATHCS JO CTATHYHOTO CKHMIITA
«StateMonitor.cs», 3a JOMOMOTO0FO SKOT0 MU Oy/1IeMO BMUKATH Ta BAMUKATH MY3HKY
Ta 3BYKH B pIBHAX. TaKk0X y MEHIO HAJIAIITYBaHb € KHOTIKA BUXO/Y B TOJIOBHE MEHIO,
npyd HATHCHEHHI Ha Ky chpaiboBye Metoq «OpenMainMenu()» ckpurnra

«MainMenu.cs».

VY MeH1o 3 1oaaTkoBoro iH(popMaiiewo (puc. 3.4) € auiie ojlHa KHOMKA, MpU
HATUCHCHHI Ha sKy chpanpsoBye Meroa «OpenMainMenu()»  ckpumnra

«MainMenu.cs».

Ha puc. 3.5 HaBeneHa iepapxisi €1€MEHTIB, MPUCYTHIX y AaHi# ciieHi. lepapxis
€JIEMEHTIB yCIX CLEH Ta 3HaY€Hb 3MIHHUX, IPUKPIIIJIEHUX J0 €JIEMEHTIB CKPUIITIB,

HaBeneHi y Jlogatky b.
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= Hierarchy
++ o
< MainMenu
71 Main Camera
tional Light

MenuFanel
meMamelLabel

) EventSystem

Pucynok 3.5 — JlemoHcTpariis iepapxii exeMeHTiB irpoBoi cuenn «MainMenuy y

cepenoBHILi po3podku «Unity»

3.3 MeH10 3 BUOOPOM PiBHIB /IJIsi HABYAHHS AJITOPUTMaM NPOrpaMyBaHHS
MeHto 3 BUOOpOM PiBHIB BUIJISIIAE TAK, K MOKa3aHO Ha puc. 3.6. Y nanomy

MEHIO TMPUCYTHI KHONKH Yy BUIJISAA1I 300pa’k€Hb JI 3allyCKy pIBHIB, KHOIKa-

nepeMuKay Il BBIMKHEHHS PeXUMY HaBYaHHS JJi1 KOXKHOTO PiBHS OKpeEMoO, a

TAKOXX KHOIIKa BUXOAY B I'OJIOBHC MCHIO.

[lpu HaTucHeHHI Ha 300pakeHHS piBHA 3 Ha3Bow «SelectionSorty»
cnparboBye Meton «LoadSelectionSortLevel()» ckpunra «LevelLoader.cs»,
KOTpHd 3aBaHTaxye IrpoBy creHy «SelectionSorty, mnpucBsueHy anropurmy

COpPTYBaHHS BHOOPOM.

[lpu wHatucHeHHI Ha 300pakeHHS piBHS 3 Has3Bow «BinarySearchy
cnparboBye wmetoa «LoadBinarySearchLevel()» ckpunta «LevelLoader.csy,
KOTpUil 3aBaHTaXye irpoBy creHy «BinarySearch», mpucesdeny anroputmy

O1HApHOTO MONIYKY.
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Learn computer algorithms by playing these mini-games

Selection sort Binary secdrch Recursion

&

Learning mode Learning mode Learning mode

Dijkstra’s alg.

. Learning mode

Pucynok 3.6 — JIemMoHCTpallisi MEHIO 3 pIBHSIMU JI0JaTKa

[Tpu HaTHCHEHHI Ha 300pa)keHHs PIBHS 3 Ha3BOIO «Recursiony crpanboBye
meto; «LoadRecursionLevel()» ckpunra «LevellLoader.cs», xoTpuii 3aBaHTaxye

irpoBy ciieHy «Recursiony, npucBs4YeHy allrTOPUTMY PEKYpCii.

[Ipu HaTMcHeHHI Ha 300paxkeHHs piBHA 3 HaszBoro «Dijkstra’s alg.»
crpaiboBye Meton «LoadDijkstrasAlgorithmLevel()» ckpunra «LevelLoader.cs»,

KOTpHH 3aBaHTaxye irpoBy cueny «DijkstrasAlgorithmy, npucesiueny anroputmy
peKypcii.

Kuonku-nepemMukaui 3 Ha3Boro «Learning mode» BUKOPHUCTOBYIOTHCS IS
BiJICTEKEHHS TOTO, KM PEXUM yBIMKHEHO Il KOHKPETHOTO PiBHA. IX 3HaueHHS
(bikCyIOThCS Yy METOIaX 3aBaHTaKEHH IrpoBHX ciieH ckpunta «LevelLoader.cs». [lo
3HAUEHHS IUX KHOMOK 30epiraloThCsl HaBITh MPH BUXOAl 3 rpu. Taka moBemiHKa
peamizoBaHa 3a JOMOMOTOI0 CHUCTEMH 30€peKeHHS, KOTpa JUIsl CBO€i poOOTH
BUKOPUCTOBYE cKpuntH «SaveSystem.csy, a Ttakox «GameData.cs», skwii €
KOHTEMHepoM 115 yeiel iHdopmartii, mo 30epiraetbes. [IpuHimun po6oTH cucTeMu

30epeKeHHS PO3TIISIAETHCS Y HACTYITHOMY PO3.ILII.
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3.4 Peanizanist cucteMu 30epesKeHHsI JAHUX

Cucrema 30epeXeHHs JaHUX Y JOJIATKy BIJIMOBIAA€E 3a 30€PEKCHHS PEKUMIB
JUIS PiBHIB. YCBOTO B MpOTpami iCHye JiBa PEKHMH — HAaBYAJIbHUN Ta 3BUYANHUIA.
Konu s piBHS yBIMKHEHO HaBYaJbHUI peXUM (aKTUBHA KHOIIKA-TIEpEMHKaY
«Learning mode» mig iKOHKOO piBHS B MEHIO PiBHIB) MPU OTPUMAaHHI MIEPEMOTH B
ITpOBiil CIIEH1 BIIKPUBAETHCS MEHIO 3 TOSCHEHHSM TOTO, K IrpoBa CHUTYallis
CTOCY€TbCS II€BHOIO aJITOPUTMY HPOrpaMyBaHHS, a TaK0X pO3’SICHEHHIM
OPUHLKIY POOOTH alnroputMy Ta cdepamu 3acToCyBaHHS anroputmy. llicms
PO3’sICHEHb HaBOJIUTHCS KOJ] aJITOPUTMY Ha MOBI iporpamyBaHHs «Pythony - oxnii

3 HaWOLIBII NOMYJISIPHUX Ta IIHUPOKO BUKOPUCTOBYBAHUX.

ByneBi 3MiHHI 31 CTAaHOM AKTUBHOCTI HABUAJIBHOTO PEXKHUMY JJII KOXKHOTO
piBHS MicTaThcs B Kiaci (ckpunti) «GameDatay. Lle#t kiac € cepiamizoBaHuM s
TOTO, 11100 Oro 00’ €KT MOXHa OyJI0 KOHBEPTYBaTH B MIOTIK OATIB Ta 3aBAHTAKUTH

B (haii.

Takox 4YacTHHOIO CHUCTEMHU 30EpEeKCHHS € CKpUNT «SaveSystem.cs». Bin
mictuth MeTon «Awake()» oiomioteku «UnityEngine», meton «SaveGame()», a

takox Merona «LoadGame()».

Y wmeroni «Awake()», KOTpuil BHUKOHYEThCS Ha IMOYATKY 3aBaHTAKCHHS
IrpOBO1 CLIEHU, MEPEBIPSAETHCA, 00 B OJMH MOMEHT 4acy OYyJI0 CTBOPEHO TUIbKH
OJIMH €K3eMIUISIp Kiacy «SaveSystemy. YV nporpaMmyBaHHI TaKHi MiIX1]] HA3UBAIOTh
«singleton». Mu BUKOpPHCTOBYEMO HOTO Y CBOil Mporpami JijIsl TOTO, 00 YHUKTYTH
BUITAJIKOBUX CUTYaIli, KOJU B IrPOBI CIIeH1 IPUCYTHI JEKUJIbKa €K3eMILIAPIB KJIacy
cucreMu 30epekeHHs. Taka cUTyallisi € HEJOIyCTUMOIO Ta MOKE MPHU3BECTH JI0
HEKOPEKTHOTO 3alUCy JaHUX, TOMY MU YHUKA€EMO 1i, BUKOPUCTOBYIOUYHU MPUHLIUII

«singleton» B mporpaMHOMY KOZ.
porp y

Takox mu cTBoproemo 3miHHYy «filePathy, sika Gyne 30epiratu nuisix 1o daitny
Ha MOOUIBHOMY MPUCTPOi, B AKOMY OyayTh 30epiraTuch irpoBi AaHi 31 CTaTycamu

AKTUBHOCTI HaBUAJBHUX peXuMiB mis rpu. Cucrema cama oOupae HAWOUTIBIIT
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3pyYHUN NUIAX 1715 30epekeHHs ¢ainy 3a aornoMoror 0i0ioTeku «System.lOy.

Meton «Awake()» BHUTIIsS1ae HACTYITHUM YHHOM:

private void Awake()

{
if (!instance)
{
instance = this;
}
else
{
Destroy(gameObject);
}
filePath = Application.persistentDataPath +
"/save.data";
}

Meton «SaveGame()» BUKOHYe (DYHKIIIO 30€peKEHHS JaHUX Yy TPl Ta MpaIoe

HAaCTYITHUM YHHOM:

- Ha CBIi BX1J1 Y SIKOCTI MapamMeTpy JaHWUW METOJ| IpUHMae eK3eMIUISIp KIacy
«GameData», xoTpuit wmicTuTh OyneBi 3MiHHI 31 3HAYEHHSIMH aKTHBHOCTI

HABYAJILHOTO PEKUMY JIJIsi KOXKHOTO 3 PiBHIB;

- Jajii BIH BIAKPUBA€E MOTIK JAAHUX JIS 3alKUCy ITPOBHUX JaHUX B (alljioBy

CUCTEMY;

- HACTYITHUM KPOKOM € TIepEBE/ICHHS JaHWX 3 TTOTOKY B OiHapHuUii popmar 3a
noromororo  Oidmiorexkn  «System.Runtime.Serialization.Formatter.Binary» st

MOAANBIIOTO 30epeKeHHs Y hail;
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- Imicid o010 MTOTIK JaHUX 3aKpUBA€TLHCA, UM CaMHUM 3aIlUCYIHOUHN (1)3,1‘/’IJI 3

ITPOBUMH JTaHUMU Y (HalJIOBY CHCTEMY MPUCTPOIO.
Meton «SaveGame()» BUTIIAIa€ HACTYITHUM YHHOM:

public void SaveGame(GameData saveData)

{
FileStream dataStream = new FileStream(filePath,
FileMode.Create);
BinaryFormatter converter = new BinaryFormatter();
converter.Serialize(dataStream, saveData);
dataStream.Close();

}

Meton «LoadGame()» BHKOHYe (YHKIIIO 3aBaHTaKCHHS JAHUX 3 IaM’sTi

IIPUCTPOIO Ta IIpAl0€ HACTYIIHUM YHNHOM!

- JaHWM METOJ| TepeBipsie, YW ICHYe Ha MNPUCTPOi ¢aiia 3a MUIIXOM,
nponuricanuM B 3MmiHHIN «filePathy, 3HaueHHs sKkiii npUCBOIOETBCS B METOI
«Awake()»;

- SIKIIIO TaKUi (haiiy1 ICHy€e, BUKOHYETHCS 3aBAHTAKEHHS IaHUX 3 IILOTO (pailiry:

- CIIOYATKY BIJKPUBAETHCS MOTIK JAHUX JJIs 3aMUCy B (haidi 3a HUISIXOM,
BkazaHuM y «filePathy, micis goro maHi 3 boro ¢aii KOHBEPTYIOTHCS
3 O1HapHOTO BUTJISLY Y TEKCTOBHIA;

- IOTIM CTBOPIOETHCS eK3eMILIsIp Kiacy «GameDatay, OyneBi 3MiHHI 31
3HAYCHHSIMH AKTUBHOCTI HABYAJIBHOTO PEXUMY IS PIBHIB SIKOTO
30€piraroThCs 3aMUCYIOTHCS 0 [IOTO CTBOPEHOTO €K3EILISIPY;

- JaJll OTIK JaHUX 3aKPUBAETHCS Ta METO]I IIOBEPTAE EK3EMILISAP KJIacy
«GameData» y sikocTi ToKaIbHOT 3M1HHOT «SaveDatay.

- k1o (haiyt He iICHY€, TO TIOBEPTAEThCS 3HAUSHHS TUITYy «Nully.
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MeTton «LoadData()» Burisgae HACTYITHUM YHHOM:

public GameData LoadGame()

{
if (File.Exists(filePath))
{
FileStream dataStream = new
FileStream(filePath, FileMode.Open);
BinaryFormatter converter = new
BinaryFormatter();
GameData saveData =
converter.Deserialize(dataStream) as GameData;
dataStream.Close();
return saveData;
}
else
{
Debug.LogError("Save file not found in " +
filePath);
return null;
}
}

[Tix vac 3amycKy ClieHH 3 TOJIOBHUM MEHIO cKpuil «Main.cs» cTBOproe 00’ €KT
kinacy «GameData» Ta HamaraeTbcs 3HaWTH (ailn 31 30€peKCHUMH JAaHUMHU Ha
IPUCTPOT 3a JONIOMOTOF0 3BepHEeHHS 10 3MiHHOT «filePathy exnnoro B oguua MOMeHT
gacy kmacy «SaveSystemy. Skmo ¢aiin icHye, 00’ekt kiacy «GameDatay
3alOBHIOEThCSA JaHMMHU 3 (¢aiiay 3a jgomomoror Merony «LoadGamey» kmacy

«SaveSystemy. Sxmo x ¢aiia He iCHye, TO HIYOTO HE Bi0YyBaeThCsA. YMOBa
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NepeBipKU HASBHOCTI ¢aiiry MmoTpiOHA 11 YHUKHEHHsS] BUHUKHEHBb MPOOJIEM TMpU
IEPIIOMY 3allyCKy I0JaTKy. Yce Iie BUKOHYeThcs B Meromi «Start()» 0ibmiorexn
«UnityEngine», koTpuii BUKOHY€ETBCS ITiJT 9aC PEHACPUHTY MEPIIOTO KAIPy CICHH.
JlaHwii MEeTOT BUTJISIA€ HACTYITHAM YHHOM:

private void Start()

{
Time.timeScale = 1f;
if (File.Exists(SaveSystem.instance.filePath))
{
gameData = SaveSystem.instance.LoadGame();
}
}

30epexkeHHsT JaHuWX, TOOTO 3amyck Merony «SaveGame»  kiacy
«SaveSystemy BUKOHYETHCS i/ Yac HATHCKaHHS Ha IKOHKU PIBHIB y MEHIO PiBHIB.
SIki came metou kinacy «LevelLoader» cripanboBytOTh TP HATHCKAHHI HA 1KOHKH
PiBHIB pO3MOBITA€ThCA y po3aum 3.3 1iei podoru. Crnij nuiie A0JaTH, 10 Kiac
«LevelLoader» wmictureh mocmimands Ha kKiac «Mainy  gag  Toro, 100
BUKOPUCTOBYBaTU ioro o0’ekT kiacy «GameData», mo 306eripaeTbcsi y 3MIHHIN
«gameDatay.

[Ipuknan Kkogy OJTHOTO 3 METO/IIB, 1110 3aBAHTAXKYIOTh ITPOBI CIICHU PIBHIB Ta
BUKOHYIOTh 30€PEKEHHsI JaHUX TMepel] BIAKPUTTSAM LUX CIEH, MA€ HACTYIMHHM
BUTJISI;

public void LoadSelectionSortLevel()

{

SaveSystem.instance.SaveGame(main.gameData);

SceneManager.LoadScene("SelectionSort");
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3.5 PiBeHb, NPUCBAYEHNI HABYAHHIO AJITOPUTMY COPTYBAHHSI BUOOPOM

ITix gac 3amycky piBHs «SelectionSort» B MeHIO piBHIB BiIKpHBA€THCS HOBA
irpoBa ciena «Unity» i Ha3Boro «SelectionSorty. ITeprie, mo 6aunTh KOpUCTyBaYd
— IIe eKpaH 3 MiACKa3KOK TOro, IO MOTPIOHO POOUTH B IbOMY PIBHI Ta KHOIIKA

«Starty, koTpa 3amyckae rpy, K oKa3aHo Ha puc. 3.7.

Tap on food in alphabetical order

START

Pucynox 3.7 — JlemoHcTpallisi CTapTOBOTO €KpaHy MICIIs 3aMyCKy PiBHS,

MPUCBAYEHOTO AITOPUTMY COPTYBaHHS BUOOPOM

VY nmaniil clieHi 0 TOJIOBHOT KaMepu MPUKPIMUIEHO YChOTO 8 CKPHUMTIB —
«FoodDetector.csy, «FoodSpawner.csy, «TimerBar.cs»,
«SelectionSortWinPanelLearning.cs», «MainSelectionSort.cs», «Main.csy,
«SaveSystem.cs» Ta «SoundEffector.csy. Ilpo iX mnpu3HAYCHHS [TOTOBOPUMO
3roZI0M.

[Ipu nHatucHeHHi KHONMKH «Starty BUKIMKAEThCS JBA METOAM KIACy
«MainSelectionSort» — «MakeFoodltemsVisible()» i «StartGame()». Posrisiaemo
111 IBA METOJIU TI0 TIOPSIKY.

[lepmmii 3 HUX TPUXOBYE CTAPTOBHM €KpaH 3 IMIJCKA3KOK Ta KHOMKOIO
«Starty, 3nificHroe momryk irpoBux 00’ekTiB Ty «Foodltem» (tux, mo sikux

npukpituienuit ckpunt «Foodltem.cS» — MU po3riIsHEMO WOro MpHU3HAYCHHS



39

3roJIoM) Ta 30upa€ iX y CIHCOK, IMICJsI 4YOro poOUTh 11 00’€KTH BUAMMHMHU Ta
iHTepakTUBHUMH. LIeit MeTo BUTIIsITa€ HACTYITHUM YHHOM:
public void MakeFoodItemsVisible()

{
startingPanel.SetActive(false);

FoodItem[] foodItems =
FindObjectsOfType(typeof(FoodItem)) as FoodItem[];
foreach (FoodItem item in foodItems)
{
item.GetComponent<MeshRenderer>().enabled =
true;
item.GetComponent<BoxCollider>().enabled =

true;

Jpyruii  meTon MiHs€ 3HaYeHHS 3MiHHOI «canStartGame» kmacy
«MainSelectionSort» 3 «false» na «truey.
[Ticns Toro, SIK CTapTOBMM €KpaH 3aKpHUBAETHCS, KOPUCTYBad OayMTh €KpaH, SIK
noka3aHo Ha puc. 3.8. Y maniii irpoBii clieHl MM 0a4uUMO I1’SITh 00’ €KTIB, 0 SIKHX
npikpirieno ckpunt «Foodltem.cs» ta «FoodAnimation.cs». ¥ K0KHOTO 3 HUX €
aHiMauis oOepTaHHsS HaBKOJO CBOEl OCl, sKa MpONUCAaHA Yy CKPUIMTI
«FoodAnimation.cs». Knac «Foodltemy» mictuth 3MiHHI 3 Ha3BOK 00’€KTa, HOro
KOpJIMHATAMH Y MPOCTOPI MO OC1 «Y», YUCTOBUM KOJIOM, a TAKOXK MOCUJIAHHSIM Ha

kiac «MainSelectionSorty.
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Pucynox 3.8 — JlemoHcTparlis rojloBHOTO reiimiuieto piBHs «SelectionSorty

Ha pucynky 3.8 MokHa MOOAYUTH 1’ATh PI3HUX €IEMEHTIB, ajie yCbro iX €
JIECSATH PI3HOBUIIB. 3 HUX IT SITh €JIEMEHTIB 3’ SBIIIOTHCS BUITAIKOBO ITICIIS TOTO, 5K
KOPUCTYBa4 HAaTUUYCHE Ha KHOMKY «Start». BuBeneHHsM 1ux o0’ €KTiB 3aMa€ThCS
kinac «FoodSpawnery». ¥V cBoemy Meromi «Start()» BiH BHKJIMKA€ TPH BIACHHX
METOT! — «ShuffleZPositions()», «Pick5RandomFoodItems()» Ta
«SpawnFoodltems()».

[lepmnii 3 1HMX TPHOX METOJIB MIHS€ MICHSAMH €JIEMEHTH MAacCHUBYy 3
KOOPJIMHATAMHU T10 0C1 «Z» y BUNIAJKOBOMY MOPSIKY JJIS TOTO, 1100 IrpOB1 00’ €KTH
y BUIJISAL 1K1 3’ SIBJISUTUCH Y PI3HOMY MOPSIIKY. Xo4a il 3 IECSITH PI3HUX €JIEMEHTIB
00uparoThCs I’ SITh BUNIAAKOBUX, 0e3 MeToay «ShuffleZPositions()» koxeH 3 Hux ou
3aBXK]IM 3 SBJIABCS HE JIBILIE HA €KpaHi, HIX MOMEePeIHIH, 1110 We y CHUCKY 00 €KTIB
«Foodltemsy kmacy «FoodSpawnery. JlaHuii MeTO/T BUTJIAIAE HACTYITHUM YHHOM:

private void ShuffleZPositions()

{

for (int i = @; i < zFruitPositions.Length; i++)
{

float tmp = zFruitPositions[i];

int r = Random.Range(i,

zFruitPositions.Length);
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zFruitPositions[1i]

zFruitPositions[r];

zFruitPositions[r] tmp;

JHpyruii Meton 3i cnmcky irpoBux o0’ektiB «foodltems» oOupae m’siTh
BUIIQJKOBUX Ta 3aHOCHTH IX JIO CIIMCKY IrpoBUX 00’ekTiB «randomFooditemsy.
JlaHuii METO/T BUTJISA€ HACTYITHUM YHHOM:

private void Pick5RandomFoodItems()

{

randomFoodItems = new List<GameObject>(5);

for (int i = 0; i < 5; i++)
{
if (i < 1)
{
randomItem = foodItems[Random.Range(0,

foodItems.Count - 1)];

}
else
{
do
{
randomItem =
foodItems[Random.Range(0,
foodItems.Count - 1)];
}
while

(randomFoodItems.Contains(randomItem));
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}

randomFoodItems.Add(randomItem);

Tperiti meton «SpawnFoodltems()» iHcTaHIitoe 00 €KTH 31 CIHCKY
«randomFoodIltems()» Ha irpoBii clieHI 3 BUKOPUCTAHHSIM TOYOK IO OCi «Z», IO
MicTsaThest y MacuBi tuiry «ZFoodPositionsy. [lanuii MeTo]] BUTIIsIa€ HACTYITHUM
YUHOM:

private void SpawnFoodItems()

{
for (int i = @; i < randomFoodItems.Count; i++)
{
GameObject obj =
Instantiate(randomFoodItems[i],
new Vector3(fruitsXPosition,
randomFoodItems[i].GetComponent<FoodItem>().yP
osition, zFoodPositions[i]),
randomFoodItems[i].transform.rotation);
obj.GetComponent<MeshRenderer>().enabled =
false;
obj.GetComponent<BoxCollider>().enabled =
false;
}
}

Ha ckpuHIIoTI, 1110 300pakeHuid Ha puC. 3.8 TaKOX MOXHA MOOAYUTH IIKATY
yacy Ta KHOTIKY BUXOAY B MeHI0. [Ipy HaTUCHEHHI KHOTIKU MEHIO CIIPaIllbOBY€E METO/T
«QuitLevel()» xkmacy «Mainy, KOTpuii 3aKpuBae IMOTOYHY IrpOBY CIICHY Ta

BiJIkpuBae MeHIO piBHIB. [llkana yacy mpairoe sik Taitmep, ToOTO Tpu BUUEpHaHH1
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yacy KOPUCTYBau MPOTpae, a sIKIO BiH BCTUTHE HATUCHYTH Ha BCI IrpOB1 00 €KTH 3
«Foodltemy» B andaBiTHOMY MOPSIKY OO0 TOro, SIK Yac TailMepa BHYCPIIA€ThHCA,
KOPHUCTYBa4 3100yBa€ MepeMory B IIbOMY PiBHI.

3a po3paxyHOK 4acy, BiIBE€JICHOT0 HA HATUCKAHHS ITPOBUX 00’ €KTIB 31 CIIUCKY
«foodltemsy Bignosinae knac « TimerBar». Y cBoemy metoni «Update» 6i0mioTekn
«UnityEngine», 110 BUKOHYETBCS KOXKECH KaJp, IEH CKPHIIT TIEPEBipsi€ pO3PaxoBye
3allOBHEHICTh IIKAJIX Yacy Ta ii Komip.

JIJis po3paxyHKy 3allOBHEHOCTI mmIKaiu Bifgnoigae meron «GetCurrentFill()»
kiaacy «TimerBar», B sSKOMy CTBOPIOETBCS 3MiHHA IS IMOTOYHOTO BiJCOTKY
3aIIOBHEHHS IIKAJIM Yacy, PO3paxoBaHa K MOTOYHE 3HAUYCHHS KM, TOIICHE Ha
il MakcUMaJibHe 3HaYeHHS. Po3paxoBaHe 3HAUYEHHS BUKOPUCTOBYETHCA JJIs 3MIHU
napametpy «fillAmounty macku (1ikamu), 10 BiAMOBiNAE 3a BiOOPaKCHHS Yacy
taiimepa. Meron «GetCurrentFill()» Buxonyerscst B metoai «Update()» koxeH i
qac BIATBOPEHHS KOKHOTO KaJIpy CLIEHH Ta Ma€ HACTYITHUI BUTJISL;

private void GetCurrentFill()

{

float fillAmount = current / maximum;

mask.fillAmount = fillAmount;

Konip mkanu 3MIHIOETBCS y 3aJ€XKHOCTI BiJ MOTOYHOIO 3HAYEHHS Yacy
Taiimepa Ta po3paxoByetbcsi y Metoni «ChangeColor» kimacy «TimerBary Tta
BUKOHYETHCS KOXKEH TiJ] Yac BIJITBOPEHHS KOXKHOTO Kaapy CIEHU B METOI
«Update()». Jlanuii METO/T BUTJIAIAE HACTYITHUM YHHOM:

private void ChangeColor()

{

if (current >= (maximum * 0.8f))

{

bar.GetComponent<Image>().color = green;
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}
else if (current >= (maximum * @.6f))
{
bar.GetComponent<Image>().color = lightGreen;
}
else if (current >= (maximum * 0.4f))
{
bar.GetComponent<Image>().color = yellow;
}
else if (current >= (maximum * 0.2f))
{
bar.GetComponent<Image>().color = orange;
}
else
{
bar.GetComponent<Image>().color = red;
}

}

3amyck TaliMepy BimOyBaeTbcs TpW HATUCHEHHI KHoOmku «Starty Ha
CTapTOBOMY €KpaHi piBHA. 3a Iiei 3amyck BiamoBigae meton «SetTimer()» kmacy
«TimerBar()». Y metoni «Update()» kmacy «MainSelectionSort» nepesipsierbes, un
JIOPIBHIOE 3HAYCHHS HOro 3MiHHOI «canStartGamey» 3HaueHHio «true». Ilicis
HATHCHEHHsI Ha KHOTIKY «Start» 1e 3HaueHHs 3 mo4atkoBoro «false» 3miHoeThes Ha
«true», Ta meron «SetTimer()» cnpanpoBye. Lleit MmeToa Mae HACTYITHUI BUTJIS;

public void SetTimer()

{

if (Istopped)

{
timerBarObject.SetActive(true);
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If (current > 0f)
{

current -= Time.deltaTime;

¥

JlaHuif MeTOJT OKpiM 3aIlyCKy TaliMepa TaKOoXK BIJIHIMAE PI3HUIIIO B Yaci MiX
BIITBOPEHHSM JIBOX CYCYJIHIX KaJpIiB BiJl MOTOYHOTO 3HAYCHHSI 3AJIUIICHOTO Yacy.

[Tpu HaTHCHEHHI HAa KOXKEH 3 iIrpoBHX 00 €KTiB THITy «FO0dItemy cnpaiiboBye
meton «ChecklfFoodltemClicked()» xmacy «FoodDetectory. J[lanuii wmeton
BUKOHYeThcs B Metoni «Update()» ceoro kiacy. oro ocHoBHa yMoBa BUKOHY€ThCS
JIUIIE Y TOMY BHUIIAJIKY, KOJIM KOPUCTYBay HaTHUCKA€ Ha €KpaH. SIKIIO KOpUCTyBau
HATHCKaE Ha irpoBuii 00’ekT TuIy «FoodItemy, To mepeBips€eThCs, YK € KOJI IIbOTO
00’exta «Foodltem.code» HaliMmeHIIUM cepell CIIMCKY 00’ €KTIB I[bOTO THUITY.

OtpumanHs HAaWMEHIIIOTO KOy cepen CITUCKY
«FoodSpawner.randomFoodltems» BigOyBaeTbcss 3a JAOMOMOIOK BHUKOHAHHS
metoay «FindFoodltemSmallestCode()» xinacy «FoodDetector». HaiimeHnmii ko
eJIeMeHTa OTPUMYETHCS KOXEH Kajap Ha MOYaTKy METOTY
«ChecklfFoodltemClicked()».

TakuM YHMHOM, SKIIO KOJ €JIEMEHTa, Ha SAKHM HATHUCKA€E KOPUCTYyBad,
CHiBIMaga€ 3 HAWMEHIIMM  KOJIOM  Cepel  cepel  CIHUCKY  CJIEMCHTIB
«randomFoodltemsy, ereMenT 3HMKAE 31 creHH. SIKIO 1l KOIM HE CIIBIALAIOTHCS,
BiJ IIKAJIM 4Yacy BiJHIMA€ThCSA OJHA CEKyHIa, a eleMeHT Tumy «Foodltemy mpu
[[bOMY 3JIUIIIAETHCS Ha CIICHI.

Meton «ChecklfFoodltemClicked()» Burnsgae HacTyImTHUM YHHOM:

private void CheckIfFoodItemClicked()

{

if (Input.GetMouseButtonDown(0) &&
foodSpawner.randomFoodItems.Count != 0 &&

ImainSelectionSort.startingPanel.activeSelf)
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RaycastHit raycastHit;

Ray ray =
Camera.main.ScreenPointToRay(Input.mousePositi
on);

FindFoodItemSmallestCode();

if (Physics.Raycast(ray, out raycastHit,
100f))
{
if (raycastHit.transform != null &&
raycastHit.transform.gameObject.GetCompone
nt<FoodItem>() != null)
{
int clickeFoodItemCode =
raycastHit.transform.gameObject.GetCo
mponent<FoodItem>().code;
if (clickeFoodItemCode ==
smallestFoodItemCode)
{
DeleteFoodItemFromArray
(clickeFoodItemCode);
soundEffector.
PlayFoodTapOkSound();
Destroy
(raycastHit.transform.gameObject)
5

timerBar.AddSeconds(0.25f);



}
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else

soundEffector.
PlayFoodTapNotOkSound();
timerBar.AddSeconds(-1f);

Meton «FindFoodltemSmallestCode()» Burisiiae HACTYITHUM YHHOM:

private void FindFoodItemSmallestCode()

{

smallestFoodItemCode =
foodSpawner.randomFoodItems[0].transform.gameObject
.GetComponent<FoodItem>().code;
for (int i = 1; i <
foodSpawner.randomFoodItems.Count; i++)
{
if (smallestFoodItemCode >
foodSpawner.randomFoodItems[i].transform.gameO
bject.GetComponent<FoodItem>().code)
{
smallestFoodItemCode =
foodSpawner.randomFoodItems[i].transform.g

ameObject.GetComponent<FoodItem>().code;
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SIKI0 KOPUCTYBa4 HATHCHE Ha yCi eJIEMEHTH 31 CriUcKy «randomFoodItemsy
70 BUYEpIAHHS 4acy TaiiMepa, MOXKJIMBI JIBa CIICHApIi: BIAKPHUTTS BUTPAIITHOTO
MEHIO 3 MPOTIO3UIIIEI0 TTEPEe3anyCKy PiBHS Ta BUXOY B MEHIO PiBHIB a00 BIAKPUTTS
MEHIO 3 PO3’SICHEHHSM MPHHIUIY POOOTH aNTOpPUTMYy IIBHIKOTO TOIIYKY Ta
MOSICHEHHAM CTOCOBHOTO TOTO, SIK caMe IrpoBa CHUTYyallii TOB’sf3aHa 3 UM
anroputMoM (puc. 3.9). MeHio Ipyroro BHUIAAKy BIAKPHUBAETHCS 3a JOIOMOTOIO
zamycky meroay «WinLearning()» kimacy «MainSelectionSorty». [lepimii Bunamaok
CTA€ThCSA TPU BUMKHECHOMY HABYAJILHOMY PEXHMI JUIsl PiBHSA, a JPYrUd — TpH
BBIMKHEHOMY.

Burpamrtae MeHto py BAMKHEHOMY PEKUMI HAaBYaHHS Ma€ BUTIISA, K Ha PHC.
3.10. J/lane MEHIO BiIKPHBAETHCS 3a JOMOMOror 3amycky meroay «Win()» kiacy

«MainSelectionSorty.

F'ython cocdle ; u see on the |eff

he I

Pucynox 3.9 — JleMoHcTpallisi BUTPAIIHOTO MEHIO NMPU BBIMKHEHOMY HaBYAJIbHOMY

pexumi s piBHs «SelectionSorty
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You win

c 4

Pucynok 3.10 — JlemocTpaiiis 3aIycKy BUTPAITHOTO MEHIO IPU BUMKHEHOMY

HaBYAJILHOMY pexkuMi I piBHs «SelectionSorty

SIkmio TpaBelb He BCTHTAE HATHCHYTH Ha BCl eleMeHTH Ty «Foodltemy no
3aKIHYEHHS TailMepa, aKTHBYEThCS MPOTPAIIHE MEHIO 3 IPOIO3ULIEI 31rpatu
piBEeHb TIOBTOPHO a00 BUWTH B MEHIO PiBHIB, SK MOKa3aHo Ha puc. 3.11. Lle meHro
BIJIKPUBAETHCS SIK Ul AKTHUBHOIO CTaHy HAaBYaJIbHOIO PEXHUMY, TaK 1 JJs
HEaKTUBHOTO. /laHe MEHIO BiTKPUBAETHCS 32 JOIIOMOTOIO 3aITycKy MeToay «Lose()»

kiacy «MainSelectionSorty.

Pucynok 3.11 — JlemoHcTpaltisi mporpairHoro MeHto piBHs «SelectionSorty
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3a BigoOpaxkenHss Ul-eqemMeHTIB y BUTpAlIHOMY MEHIO il 4ac aKTHUBHOTO
HaBYAJIBHOTO peXXUMY Biamoinae ckpunt «SelectionSortWinPanelLearning.csy.

VY nmaniif clieHl TakOXX MPHUCYTHI 3BYKH Ta MYy3UKa, aj€ iX OMHC MPOBOIUTHCS Y
poszauii 3.8 miei poGoTH.
3.6 PiBeHb, NpUCBAYCHUH HABYAHHIO AJITOPUTMY OIHAPHOI0 MOLIYKY

[Tix wac 3amycky piBHs «BinarySearch» B MeHro piBHIB BiIKpHBA€ThCSI HOBA
irpoBa criena «Unity» mix Ha3Boro «BinarySearchy. ITepiie, 1110 6a4uTh KOPUCTYBAY
— 1€ €KpaH 3 MiJICKa3K0I0 TOT0, 1110 TOTPIOHO POOUTH B IIOMY PiBHI, KAJIBKYJISTOD 3
KHOIIKaMH, a TEKCT YHCJIa BUKOHAHUX CIPOO, a TAaKOX KHOIMKAa BUXOAY B MEHIO
PiBHIB, SIK ITI0OKa3aHO Ha puc. 3.12.

Ycboro B ITpOBii CIIEHI 10 TOJIOBHOI KaMepH MPHUKPITJICHO BICIM CKPHIITIB:
«Dial.csy, «NumberProcessor.csy, «Main.csy, «MainBinarySearch.csy,
«BinarySearchWinPanelLearning.csy, «SaveSystem.csy,
«LevelQuitterBinarySearch.cs» ta «SoundEffector.cs».

Pucynok 3.12 — JleMoHcCTpallis CTapTOBOTO eKpaHy piBHs «BinarySearchy

KopuctyBauy mpomoHyeThcsi BrajaTH YHCIO BiJ OJHOTO JIO0 CTa 3a
HECKIHYeHHE 4Hcio crnpod. [lonpu HecKiHYEHHE YHUCIO cOpod HOro roJioBHOIO

3a/1a4ero € BUKOPUCTATH SKOMOTa MEHIIIE CIIpoo.
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KopuctyBau Moke BBOJMTH 4YHUCJIO 3a JONOMOrow  nudepOnaTy
KaJIbKYJISITOpa. 3a BBEJACHHS YKCIia Ta BIIOOPaKEHHS OTO HAa €KpaHi KaJbKyJsITopa
Biamosinae kiac «Dialy.

Jlo momii HaTHUCHEHHS KOXHOI1 HMU(GPH KaIbKYyJIATOpa MPUKPIMUICHUH METO

«AddNumber()», ne 3amicts «NUmMbery cToiTh YUCIIO BiJ HYJIS 0 JEB’SITH.
Jlo moxii HATUCHEHHS YEPBOHOI KHONKH KaJIBKYJIATOpa TIPUB’ SI3aHU METOJ
«DeleteNumber()» mporo »x kimacy. lLlei Merom cTHpae 4YHCIO 3 €KpaHy
KaJbKyJIATOpa a00 3aMiHIOE YUCIIO Ha «0», SIKII0 HA MOMEHT HaTUCHEHHS YepPBOHOT
KHOIIKH JIOBXKMHA YHCIIa HA €KpaHl KAJIbKYJISATOpa TOPIBHIOE OJIHIN UPPi.

Jlo mopii HATUCHEHHS 3€JIEHOT KHOMKHU KaJbKyJIATOpa MPUB’SI3aHUNA METOJ
«GuessNumber()» mporo s camoro kimacy. Jlanuii MeTox BiAmoBizae 3a 0OpoOKy
cpoOu BIArajJlyBaHHS CEKPETHOTO YWja KOPUCTyBayeM. SIKIIO 4YKCIIO, BKa3aHe
KOpPHUCTYBaueM, OLIbIIIE, HI’)K CEKPETHE YMCII0, HA €KpaH BUBOJUTHCA IM1JICKa3Ka Mpo
T€, 10 CEKPETHE YUCIO € MEHIIMM, HDK YHUCJIO KOpPUCTyBauda. SIKIO YHUCIO
KOPHUCTYBaya € MEHIIINM, HXK CEKPETHE, BUBOUTHCS IM1/ICKa3Ka PO T€, 110 CEKPETHE
€ MEHILMM HDX Te, 10 BKa3aB KopucTyBad. Lle 103Bossie 3MEHIIMTH YUCIO CIIPOO
KOpPHUCTYyBaya Ha BiAraJyBaHHS YHCIIA.

SIKo 7151 1aHOTO PIBHS YBIMKHEHO HaBYAIbHUI PEXUM, 3a CUTYyalli, KOJIH
KOpPHUCTYBau BiAraaye cekpeTHe uncio (puc. 3.13), Ha ekpaHi 3aMiCTh 3HaKa MUTaHHS

3’ IBISETHCS CCKPCTHC YUCJIO, a HiI[ HHUM BHUBOIHNTBLCA TCKCT.
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Pucynok 3.13 — JlemoHCTpalliss BUTpaIIHOTO eKpaHy piBHs «BinarySearchy» nmpu

AKTUBHOMY pe)KI/IMl JJIs1 HaBYaHHA

VY 1poMy TEKCTI TOBOPUTHCS PO T€, 3a CKUIBKU CIIPOO KOPUCTYBay BiATajgaB
YHUCII0, @ TAKOXK MPO T, SIKOIO € Halle(heKTUBHIMIA KUTBKICTh CITPOO JJIST BralyBaHHS
yucna. lle HalieexTuBHIImIE YUCI0 CIPOO PO3PAXOBYETHCS 3a JOTIOMOTOI0 METOIY
«GetAttemptsUsingBinarySearch()» ximacy «NumberProcessor». JlaHa KiJdbKiCTb
Cpo0 3HAXOAWTHCH 3a JOTIOMOTOI0 BUKOPHUCTAHHS aJTOPUTMY OIHAPHOTO IOINIYKY,
OPUHLUI POOOTH SIKOTO OynOo po3risiHyTo y posnaum 1.2.2 miei podotu. Meron

«GetAttemptsUsingBinarySearch()» Burisiiae HACTYITHUM YHHOM:

private int GetAttemtsUsingBinarySearch(int
numberToGuess)
{
// This function returns the most efficient number
of attempts
// in which you can guess the number using Binary

search

int attemptCount = 1;

int lowest = min;
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int highest = max - 1;

int mid = highest / 2;

while (numberToGuess != mid)

{
mid = (lowest + highest) / 2;

if (numberToGuess > mid)

{
lowest = mid + 1;
attemptCount++;

}

else if (numberToGuess < mid)

{
highest = mid - 1;
attemptCount++;

}

else

{

}

}

return attemptCount;

ITin TekcToM 3 Haie(EKTUBHINIOW KIUIBKICTIO CHpOO AJIsl BiAraayBaHHS
CEKPETHOTO YHMCJia TAaKOXK 3 SIBJIAETHCS KHOMKA ISl IEPEX01y B MEHIO P03’ ICHEHHS
I0JI0 TOTO, SIK camMe TOB’si3aHa IrpoBa CUTYallisl 3 AITOPUTMOM O1HAPHOTO TOILIYKY

Ta TMOSICHEHHS IPUHITUITY POOOTH I[LOTO AIITOPUTMY.
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SIKII0 HaBYANBHUI PEKUM BUMKHEHO, TO TPU BiIragyBaHHI CEKPETHOTO
YHCIa TEKCT MiJl TOKa3aHUM CEKPETHUM YHCIIOM 3TUINAETHCS TAKUM CaMUM, aye
3’SBIISAIOTHCA KHOIIKM BUXOJY 3 PIBHS Ta mepe3amycky piBHS (puc. 3.14), no moxii
HATHCHEHHsI sIKuX mpuB’si3ani Meromu «QuitLevel()» ta «ReloadLevel()» kimacy

«Mainy BigmosigHo.

Pucynok 3.14 — JlemoHCTpallis BUTPAIIHOTO eKpaHy piBHs «BinarySearchy» npu

BHUMKHCHOMY pe)KI/IMl I HAaBYaHHSA

[Ipyn HaTHCHEHHI KHOTKM BHUXOJIY B MCHIO PIBHIBHIB 3’SIBJISIETHCS MEHIO, B
SKOMY € KHOIIKY TPO MiATBEPIKEHHS BUX0AY 3 piBHA (puc. 3.15). 3a BinoOpaxeHHs
naHoro MeHro  BigmoBimae ckpunt «LevelQuitterBinarySearch.csy,  sxwuii

MPUKPITIJICHUH 10 TOJIOBHOI KAMEPH B ITPOBI CIICHI.
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Are you sure you want to quit?

Pucynox 3.15 — JlemoHCTpallist MEHIO TIATBEPI>KEHHS BUXOIY 3 PIBHS

Jlo moziii HaTUCHEHHS Ha KHOMKHU «YES» Ta «NO» y MEeHI0 IiATBEpIKEHHS
BUXOAy 3 piBHA mnpuB’s3aHi Metoau «QuitLevel()» kmacy «Main» Ta
«StayOnLevel()» xmacy «LevelQuitterBinarySearch()» BiamoBimHo. MeTox
«StayOnLevel()» npus’s3anmii 70 KHOKHA «NO» y MEHIO MIATBEPHKCHHS BUXOTY 3
PIBHS y BCIX HACTYITHUX PIBHSX, IO PO3TISAAIOTHCS Yy pobOoTi mam. ['onoBHOIO
BIIMIHHICTIO BiJ MOTOYHOro Metonay 3 kiacy «LevelQuitterBinarySearch()» e
TIIBKH T€, 110 Y HACTYMHUX piBHAX MeToj «StayOnLevel()» nmponuncano okpemo B

kiaci «LevelQuitterRecursionAndDijkstrasy.

3.6 PiBeHb, NpucBsiYeHN HABYAHHIO AJITOPUTMY peKypcii

[Tin wac 3amycky piBHsA «Recursion» B MeHIO PiBHIB BiJIKPHBA€THCS HOBa
irpoBa cuieHa «Unity» minx Ha3Boro «Recursiony. Ilepie, mo 6a4nTh KOPUCTYBAY —
1I€ €KpaH 3 MIJCKA3KO0I TOro, 10 MOTPIOHO POOUTH B IIbOMY PiBHI Ta 3BOPOTHIM
BIJITIK BiJl TPhOX J10 HYJS (puc. 3.16), micis 3aKiHYEHHS SKOTO0 KOPUCTYBa4 MOXKE
B3a€EMOMISATH 3 Tporo. 3a BIIK y CTapTOBOMY MEHsI BIANOBIJAE CKPUIIT

«StartingCountdown.csy.
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Tap on the screen to pass the bomb before it blows

3

Pucynox 3.16 — JleMoHcTpallisi CTAPTOBOTO €KpaHy piBHS «Recursiony

[licns 3akiHYEHHS BIWIIKY CTApTOBUM €KpaH JCaKTUBYEThCS, Ta TPaBEllb
MO>KE€ HAaTHCHYTH Ha €KpaH Ui nepenadi 0oMOu MOHCTpOBI. ['0J0BHOIO 3a1a4ero
rpaBIls € 3an100iraHHs CUTYallli, KoM BUOYX1BKa MIAPUBAETHCS B HOTO pyKax, TOMY

BiH IMOBUHEH MEPEKUJIaTH ii MOHCTPOBI B PYKH, SIK OKa3aHo Ha puc. 3.17.

Pucynok 3.17 — JleMoHCTpallisi MOBEIIKK ITPOBUX 00’ €KTIB MPU HATUCHEHHI Ha

eKpaH
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VYcboro Ha clieHi IpUCYTHBO AecsATh cKpunTiB. [icTh 13 HUX NPIKPITIEH] 10
rOJOBHOI  Kamepu. Jlo 1bOTO  CIUCKY BXOAATH HACTYIHI  CKpHUIITH:
«MainRecursion.cs», «StartingCountdown.cs», «Main.cs», «SaveSystem.csy,
«LevelQuitterRecursionAndDijkstras.cs» Ta «SoundEffector.cs». Oxpemi ckpunTu
IPUKPIIIIEHO 10 00’ €KTY-IIBYMHH, 00’ €KTY-MOHCTpa, BUOYXIBKH, @ TaKOXK «30HHU
3HAXOJKEHHS BHOYXIBKM y TOBITP». [0 00’€KTy-/iBUMHU MPUKPIIIICHO CKPHUIT
«Girl.cs», mo o0’ekty-MoHCcTpa — «MoONSter.cs», a0 00’€KTy-BUOYXiBKH —

«Bomb.cs», a 10 «30HM 3HAXOKEHHS BUOYXiBKH y TOBITpi» — «FlyingArea.csy.

ITin «30HU 3HAXOKEHHS BHOYXIBKH y TOBITPI» MA€ThCS Ha yBasi IrpOBHMA
00’eKT, 10 SKOr0 NPUKpPIMICHO bOX-Konmaiiiep 3 YBIMKHEHHUM MapameTpoM
«Trigger», 10 O3HaYa€ MOXIJIHMBICTH IMPOXOJKEHHS 00 €KTIB uepe3 HbOro. Y
pemakTopi «Unity» rpaHuii kojainepa o0’ekty 3 kiacom «FlyingArea» moxHa

no6aunTy. BoHW BUTIIAIAIOTH TaK, SK MMOKa3aHo Ha puc. 3.18.

Pucynox 3.18 — JlemoHcCTpallis BUay TpaHuUIlb KoJlaiepa irpoBoro 00’ ekra 3

kinacom «FlyingArea» y pexakropi «Unityy»
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Ha cBoemy expaHi rpaBelb TakoX 0a4uTh KHOIKY BHUXOAY 3 PIBHS, MICHsS
HATUCHCHHS Ha SIKy aKTHUBYETHCS MEHIO 3 MIATBEP/KCHHSIM BHXOIY 3 pIBH,
MPUHITUI POOOTH SKOTO AHAIOTIYHHM, PO3TIISTHYTOMY B TOTEPEIHBOMY PO3JILIIL.
OCHOBHOIO BIIMIHHICTIO € JIUIIE T€, IO BIH TAKOX BUCTYIA€ Yy AKOCTI May3H B I'pi,

TOOTO MPHU aKTUBAIlIl MEHIO yC1 TaliMepH Ta aHIMaIlli MPU3YITHUHIOIOTHCS.

VY 000X irpoBux 00’€KTIB — SIK y MOHCTpPA, TaK 1 y AIBYMHU — € CBOI aHIMAaIli
nepeKkuIanHs BHOYXiBKU. AHIMallli KOKHOTO 3 HHX BIATBOPIOIOTHCS B METOJax

«Update()» kmaciB «Monster» ta «Girly BiamoBigHo.

st Toro, mo6 KOPUCTyBa4 MIr TPHUOJIU3HO PO3YMITH, B SIKUM MOMEHT
BUOyXxHe O0MOa, 3ByK FOJIMHHHKA il TaiiMepa TUM OUIbLIE MPUIIBUIIIYETHCS, YUM
MEHIIIE 3IMIIAETHCS Yacy A0 BUOyXy. I[puHIuMI BIITBOPEHHS BCIiX ayAi0-IaHuX, 10

MPUCYTHI B I'pl, pO3TJISIAAETHCS B po3iii 3.8.

Ckpunt «SaveSystem.CS» y cleHax 3 pIBHSAMH MOTPIOEH TUIBKH IS
3aBAHTAXEHHS JAHUX 3a JIOTIOMOTOI0 CUCTEMH 30€peKEeHHs, PO3IIAHYTOI B PO3LII

3.4 ui€ei poboTH.

Ckpunt «Main.cs» y mpomy piBHI MOTpiOEH JIJIs BUXOIY 3 PiBHS Ta HOTO
nepe3aIrycKy Mpyu HATUCHEHHI Ha KHOIIKH Y MPOTPaNTHOMY a00 BUTPAITHOMY MEHIO,
K1 IPU BAMKHEHOMY PEXUM1 HAaBYaHHS BUTJISAAI0Th Ta (PYHKIIIOHYIOTh aHAJIOTTYHO
JI0 TAKUX CAMHUX MEHIO B PiBHI, MPUCBIYCHOMY HABUYAHHIO aJITOPUTMY COPTYBaHHS

BHOOpOM.

Knacu «Girl» Ta «Monster» marote meroa «ThrowBomb()», y nepioro 3
SKMX BIH CIIPAllIbOBY€ MPU HATUCHEHH] KOPUCTYBavyeM Ha €KpaH, a y Ipyroro — yepes
15 MisiceKyH]1 miciisi OTPUMaHHS 10 PyKy BUOYXIBKM 00’ €KTOM-MOHCTpoM. KoxeH
3 IIUX METOJIIB MepeMilae irpoBUil 00’ €KT-BUOYXIBKU 3 OJIHIET TOUKH B 1HIIY IO
ny3i. TakuMm ynMHOM, BUOYXIBKa MPUIUHSE CBIM MOJIT MPHU JOCATHEHH! OJAHIET 3
TOYOK. TakuMu TOYKaMU BHCTYMAOTh KOOPAMHATH y MPOCTOPI PyK AIBYMHH Ta

MOHCTpA.
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Y o006’exTa-IiBUMHU Ta 00 ’€KTa-MOHCTpAa TAaKOX € IrPOBlI 00’ €EKTU-TOYKH,
MO3UIIIS IKUX MOBTOPIOETHCS ISl TIO3UIIT y TIPOCTOP1 JJIsi BUOYX1BKH, ITOKH BOHA
3HAaXOJUTHCS B pyKax MOHCTpa a0o NMiBUMHU. Tak siK y 000X 00’€KTiB — MOHCTpa Ta
JIIBYMHM — 111 TOYKH € aHIMOBAaHUMHU, Ta T1THIMAIOTHCS BBEPX Pa3oM 3 pyKamu Mpu
BIITBOPCHH] aHIMarlii KUJaHHSI, TO BHOYXiBKa TmoOTparuisie A0 o0JacTi
JETCKTYBaHHS Koaiaepa 00’ekTy 3 kiacoM «FlyingAreay. Lls momist hikcyeTnes Ta
3anucyeThes y 3MminHib «inFlyingArea» kimacy «Bomby 3amist Toro, o0 yHUKHYTH
cUTyallii, konu 6omOa BuOyxHe y moBiTpi. Taka cuTyallis He € 0akaHOI0, a/Ke HaM
noTpiOHO, MO0 KOpPUCTYyBad OTpPUMYyBaB mepemory abo mopasky. [lepemoro
BIJINOBIJIa€ CUTYyaIlli, Kojiu 6omMba BUOyxae B pykax MOHCTpa, a mopa3ka — B pyKax

JIBYMHH.

Bubyx 6omM0u (puc. 3.19) peanizoBaHo 3a JOMOMOTOI CUCTEMU YaCTHUHOK,
aHIMallis KO 3aIyCKa€eThCs M1 Yyac 3aKiHUCHHs TaliMepa 60MOu Ta ii mepeOyBaHHs

B pyKax OJIHOTO 3 IrpOBUX 00’ €KTIB.

Pucynok 3.19 — BuGyx 60M01 B pykax MOHCTpa, peati30BaHHii 3a JOMOTOI0

cucTeMu yacTHHOK «Unity»
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[Ticnst BUOyxy 60MOM B pykax MOHCTpa Ta YBIMKHEHOMY PEXXHMI1 HaBYaHHS
3’SBIISETHCS €KPaH 3 PO3’SICHEHHSM IIOJO TOTO, K irpoBa CUTYyaIlisl OB’ s3aHa 3
QITOPUTMOM PEKYPCii, MOSICHEHHSIM MPUHIAITY POOOTH IIHOTO aJTOPUTMY, a TAKOXK

KHOIIKaMU TIepe3aIycKy piBHsI Ta BUXOy B MeHIO piBHIB (puc. 3.20).

Overview

ow all of this is ¢ : Recursion algarithim.
the situatico ere Lhe : itself. Ir

a function tl
. Each recursiv

Pucynox 3.20 — JlemoHCTpallist €KpaHy po3’siCHEHb IIOJI0 TOTO, SIK IrpOoBa CUTYaIlis
OB’ sI3aHa 3 AITOPUTMOM PEKYpCii, Ta OSICHEHB MO0 MPUHITUAITY pOOOTH

aJITOPUTMY

3.7 PiBeHb, IPUCBAYEHU HABYAHHIO ajropurmy [leiikcrpu, ado aaropurmy
MNOLIYKY HA{KOPOTIIOI0 HIJIAXY

[Tin wac 3amycky piBHs «Dijkstra’s alg.» B MeHI0 piBHIB BiIKPHBAETHCS HOBA
irpoBa cuena «Unity» mig nassoro «DijkstrasAlgorithmy. Ilepie, mo 0OayuTth
KOPHUCTYBa4 — 1€ €KpaH 3 M1JCKa3K0I0 TOTO, 1110 TOTPIOHO pOOUTH B LILOMY PiBHI Ta
3BOPOTHIN BiMJIK Bil TphoX A0 Hyds (puc. 3.21), micas 3aKiHYEHHS SKOTO
KOPHUCTYBa4 MOXKE B3aEMOJIIATH 3 TPOIO. 3a BIJUTIK Y CTAPTOBOMY MEHS BiJIIIOBIIA€

ckpurnt «StartingCountdown.cs».
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Get to the blue coin before the timer
runs out

3

Pucynok 3.21 — JlemoHcTpartist ctapToBoro ekpany pias «Dijkstra’s alg.»

Y jaHid irpoBI  CLIEHI TOPHUCYTHBO YChOTO JIBaILUATH CKPHIITIB:
«FindShortestPath.cs», «MainDijkstras.cs», «StartingCountdown.cs», «Main.csy,
«SaveSystem.cs», «LevelQuitterRecursionAndDijkstras.cs», «SoundEffector.csy,
«WallElement.csy, «TurnGuide.csy, «GraphEdge.cs», «GraphNode.csy,
«WallDetector.cs», «Coin.cs», «Packman.cs», «PackmanPart.cs», «ButtonUp.csy,
«ButtonRight.csy, «ButtonDown.csy, «ButtonLeft.cs» Ta
«DijkstrasWinPanelLearning.cs».

Ckpuntu «FindShortestPath.csy, «GraphEdge.cs», «GraphNode.cs»
BIIMOBIAAIOTHCS 32 3HAXO/KEHHS HAWKOPOTIIOTO MUIAXY BiJ CTapTOBOTO
MICIIC3HAXOHKEHHS TPaBLs 10 CHHBOI MOHeTH. Lleil po3paxyHOK BijOyBaeThCs Ha
OCHOB1 TMOOYJIOBM MIISAXIB JAOIPUHTY y BUTISAAl Tpady Ta 3HAXOMKEHHS
HAaWKOPOTIIOTO IUIAXY BiJ OJHOTO By3Ja Tpady A0 I1HIIOTO 3a JOMOMOTOIO
anroputmy [lefikctpu. Micust B 1aOipuHTI, € TpaBelb MOXKE 3MIHUTH HAMPSIMOK
PYXy BHUCTYIAIOTh y SKOCT1 BY3JiB Ipady, a BIIPI3KH, 1O 3 €AHYIOTH 1l BY3JIU — Y
skocTi pedep rpady. Y pemakropi «Unity» Mu cTBoproeMo pebpa Ta By3iu rpady y
SKOCTI IFPOBUX 00 €KTIB Ta PO3MIIYEMO IX Ha IUISAXY IPOXOHKEHHS JabipUHTY, K
nokaszaHo Ha puc. 3.22. KopucTyBau npu bOMYy HE 0aUUTh LIUX IrPOBUX 00’ €KTIB 3a
pPaxyHOK TOTO, 1110 MU JIEAKTUBYEMO KOMIIOHETH LIUX 00’ €KTiB, KOTP1 BIAMOBIIAl0ThH

3a PEHJICPUHT iX 300pakeHHs (puc. 3.23).
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Pucynok 3.22 — [Ipoknananss By3:miB Ta pedep rpady B3J0BXK JIAOIpUHTY B pIBHI

«Dijkstra’s alg.»

ﬁﬁ Mesh Renderer
Materials

Element 0

Lighting

Pucynok 3.23 — JleaktuBanis komrnonenty «Mesh Renderery mst irpoBux

00’€KTIB, 1110 BUCTYNAIOTh B AKOCTI pedep rpady

Y koxHoro peOka rpady € JOBXKHMHA, siKa 30€piraeTbCsi y CKPUITI
«GraphEdge.cs» ta BUKOPUCTOBYETHCS ISl pO3PaXyHKY HaHKOPOTIIOT BiICTaHi BiJ
CTapTOBOI TOYKH JO0 CHUHLOI MOHeTH. KoxkHe peOpo-irpoBuili 00’€KT Mae CBOIO
JOBXKHHY Ta BOHA € PI3HOIO Y 3HAaYeHHX 3MiHHOT «lengthy knacy «GraphEdge» mis
KOKHOTO 3 HUX. J{J151 TOrO0, 11100 3HalTH HAMKOPOTIY BiJICTaHb, CIIOYATKY B CKPHIITI
«GraphNode.cs» B wmeromi  «Awake()» 3a  J0IMOMOrol®  METOAY
«GetNeigbourCosts()» 3amoBHIOETbCS CIIOBHUK «COStS» kiacy «FindShortestPathy
31 3HAUEHHSIMH BapTOCTEW BY3diB rpada, TOOTO HAWKOPOTIIMX MUISXIB BiJ

CTapTOBOIO By3Jia. BapTicTh y BUTJIAI YKCIia HA TOYATKy Oy/e TUIbKH Y BY3JiB, 10
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€ CYCITHIMM BIJIHOCHO CTapTOBOIO, @ B YCiX 1HIIUX — Yy BUIJIA1 HECKIHYEHHOCTI,
aJke MM HE MO>KEMO 3HATH HaWKOPOTIII IUISAXHU JI0 X po3paxyHKy. Tak sik CKpUIT
«GraphNode.cs» mpukpimIeHo 10 KOXHOTO 00’€KTa-By3na rpady, TO BapTOCTi
CYC1/1iB KO>)KHOTO BY3JIa PO3Pax0OBYIOTbCS OKPEMO.

[Ticns 1boTO 32 TOMOMOT010 BUKIIHKY MeToy «GetParent()» Takox y meromi
«Awake» I KOXKHOTO 00’€KTa By3ja OKPEMO JIO CIIOBHHKY «parents» kmacy
«FindShortestPathy 3aHocsaTbCsS OaTHKIBCHKI BY3JIHM JIJISI KOKHOI'O 3 BY3IIB, 5K B
anroputmi JlefikcTpu.

Jlai 171t KOXKHOTO By3Jia y ToMy 3k camomMy metoi «Awake()» 3a mormomororo
metoay «GetGraphltem()» 3amoBHIOETHCSI CIOBHHK 3 OJTHUM €JIEMEHTOM, 11100 MOTIM
OTPUMATH CJIOBHUK 3 By3JaMu rpady, cycizaMu KOXKHOTO By3Ja Ta iX BapTOCTSIMH Y
metoni «GetGraph()» kiacy «FindShortestPathy.

Matrour CJIOBHMKM 3 BapTOCTSIMHU BY31IiB rpada, OaTbKIBCBKHUMH BY3JIaMH
KOKHOTO 3 HUX, a TaKOXK rpada, oTpuMaHoro 3a gonomororo meroay «GetGraph()»,
y Tim 1wmkma  «whiley B Mmetomi «Awake()» kmacy «FindShortestPathy
PO3pPaxOBYETHCSI HAMOKOPOTIINN IIISAX BiJl CTAPTOBOI TOYKM O CMHHOI MOHETHU 3a
JIOIIOMOT 00 aIrOpUTMY JlerkcTpu.

Otpumane micis po3paxyHKYy 3HAYCHHS JOBXHHH HAWKOPOTIIOTO IIISXY
BUKOPHUCTOBYETbCA JUIsI BH3HAUEHHS TOYHOTO 4Yacy, 3a SKAWA TpaBelb MOXKe
JICTATUCh BIJ CTAPTy JO CUHBOI MOHETH, SKIO Oy/le WTH HAMKOPOTIIMM HUISXOM.
[leit yac po3paxoBY€EThCS 3 ypaxXyBaHHSIM IIBUIKOCTI IEPEMIIIIEHHS TPABIIS, a TAKOK
3aTPUMKH TI0 JEKUTbKA CEKYH/] B 3aJIE)KHOCTI BIJ TOBXKUHU HAWKOPOTIIIOTO HIUISXY,
ajie He OuTpllle, HDK YOTUPH CeKyHAW. JlaHi po3paxyHKH BHUKOHYE CKPHIT
«TimerBar.cs», npuKpIIJICHHIA 10 TOJOBHOI KaMEpH.

Ckpuntu «WallElement.cs» ta «WallDetector.cs» BiamoBigaroTh 3a
JIETEKTYBaHHS CTIH IpaBlUEM, a0M TOM MIT IepecyBaTUCh CTPOTO Ha OJHIN BiJICTaH1
MDXK ABOMA NapajeIbHUMU CTIHAMU JaOIpUHTY.

V xnaci «WallDetector» mnponmcaHe IeTeKTyBaHHS CTiH JIaOipuHTYy 3a
JIOTIOMOT'O10 BUITYCKAaHHSI IPOMEHIB 3 JIIBOi, BEPXHbBOI, IPaBOI Ta HUKHBOT CTOPOHU

rpaBIls. SIKIIO MTPOMIHb CTUKAETHCS 3 ITPOBUM 00’ €EKTOM, JI0 KOTPOTO MPUKPITIICHO
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ckpunt «WallElement.cs», HampsiMok, sIKOro Oyj0 BHUSBICHO CTiHY JIaOIpHHTY,
¢ikcyeThCs Ta pyxX TpaBIl NPONUCHAHUN B «Packman.CS» NpHUIUHSAETBCS Y
3a(pikCOBaHOMY HAIPSIMKY.

Cxkpunt «TurnGuide.cs» NpUKPIIIISETECA 10 HEBUAMMUX JIJISI KOPUCTYBada
CTiH, SIKI PO3TAIIOBYIOTHCS B HETHUIOBHX CHUTYAIlisiX Al JIETEKTyBaHHS CTIH 3a
JIOTIOMOTOI0 YOTHUPHOX MPOMEHIB, HANpPUKIAJ Ha TEpexpecTsax IabipuHTy, abo
CUTyaIliIX, KOJM TMPOMIHb BUSBJSE JUIIe OAHY cTiHy. [li HeBUAMMI CTiHM
JIETEKTYIOThCSI 00’ €KTOM-TpaBIls Ta Jal0Th KOMY 3MOTY 3MIHIOBAaTH HAmlpsSMOK B

HETUIIOBUX CHUTYAIIisX, sIK IOKa3aHO Ha puc. 3.24.

Pucynox 3.24 — JleMoHcTpallisi BUTIISAY irpoBUX 00’ €kTiB THITY « TUrnGuide» ta ix

KoJaiiiepiB y peaaktopi «Unity»

JlIo KHOMOK  KOPHCTYBamboro  iHTepdelicy  MPIKPIMICHI  CKUITH
«ButtonUp.cs», «ButtonRight.cs», «ButtonDown.cs» «ButtonLeft.cs», xotpi
TIOBIIOMJISTFOTH KJ1ac «Packmany mpo HeoOXiTHICTh 3MiHU HANPSIMKY PYXY.

Knac «Coiny mpuKpirIsiEThes 10 KOKHOT MOHETH Ta BUKOHYE (YHKIIIT BUIAICHHS
MOHET 31 CIICHU TIPH 3ITKHEHHI 3 TpaBIeM. Y IBOTO0 Kiacy € 3MiHHa «isBluey, moo

BKa3zaTH, 9YM € MoHeTa OjakuTHOIO. Lle moTpiOHO Mg Toro, mob mpu JOCSITHEHHI
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rpaBlieM OJIAKMTHOI MOHETH BHUKJIMKATH MeToau Burpainy kiacy «MainDijkstras»

JJIA YBiMKHeHOFO PEKUMY HaBUaHHA abo JJIA BUMKHECHOTO.

[Ipu Burpamii Ta yBIMKHEHOMY HaBYaJIbHOMY PEXKHMI JJi1 JTAHOTO PIBHS
aAKTUBYETHCS €KPaH 3 PO3’ICHEHHSM IIIO0 TOTO, SIK cCaMe irpoBa CUTYaIlis OB’ s13aHa

3 ITOpUTMOM JIeHKCTpH, a TAKOK MOSICHEHHSAM IPUHLHUITY HOTro poOoTH (puc. 3.25).

To find the shortest path from
"Node 1" to "Node 5" Dijkstra's
algorithm does the following:

Mode & | 1-- . 1. While there are not processed
nodes, take the node closest to the
Mode 2 | Made 5| 2-- start (with lowest cost).

2. Update this node neighbours'
costs.

Graph Parenls Cosls

Made 2 ==z Mode 2 | Node 1 MNode 2 } Qa2

° o 3. If the costs of the neighours
were updated, update parents also.

4. Mark the node as processed.

The algorithm takes "Node 5" because it has the lowest cost amongst "Node 1" neighbours. If
the distance between "Node 1" and "Node 2" were shorter than the distance between "Node 1"
and "Node 5", the algorithm would have taken "Node 2" instead of "Node 5"

Pucynok 3.25 — JlemoHcTpalist OAHIET 31 CTOPIHOK 3 pO3’AICHEHHSIMU MICIs

BUTpAIIly 3 aKTUBHUM HaBUYAJIBHUM pexuMoM Jits piBHs «Dijkstra’s alg.»

3.8 BinTBopeHHs ayaio-g1aHux

3a BIATBOPEHHS ay/io-IaHuX Yy A0JATKy Bifmnosinae kiacy «SoundEffectory,
KOTPHUI TPUCYTHIA B ITPOBIM CIIEHI KOKHOTO 3 PiBHIB. JIedKl 3BYKM B PIBHSX
BIITBOPIOIOTHCS 3a JOMOMOIOI0 CaMe LIbOT0O Kiacy, a JIesKi OKpeMO B CKpUIITax.
doHOBa My3MKa BIOTBOPIOETBCA B YyCiX piBHAX, OkpiM «BinarySearchy.
BintBopeHHss (OHOBOI MYy3MKH BHUKOHYETHCA 3a JIOTIOMOTOI0 BHUKOPHCTAHHS
KOMITOHEHTIB «AudioSourcey, siki MPUKPITUTIOIOTHCS J0 iIrpOBUX 00’€KTIB CIIECHH 3
imeHem «MusicSource» (puc. 3.26 Ta puc. 3.27), BigOyBa€eTbcs B CKPHITaxX
«MainSelectionSort.cs», «MainRecursion.cs» ta «MainDijkstras.cs» mns piBHIB

«SelectionSorty», «Recursiony, «Dijkstra’s alg.» BiamosiaHo.
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= Hierarchy
+ - a-

< SelectionSort

hMain Camera

ectional Light
ABLE_Folding

Pucynok 3.27 — JlemoHcTpallis irpoBoro 00’ekty 3 Ha3Boio «MusicSource» B

iepapxii 00’exTiB piBHA «SelectionSorty y pemxakropi «Unity»

|l v Audio Source
AudiaClip A SelectionSortBghMusic

Cutput Mane (Audio Mixer Group)

Mute

Loop
Priority
Volume
Pitch

Stereo Pan

Spatial Blend

Reverb Zone Mix

3D Sound Settings

Pucynok 3.28 — Burnsa kommnoneHTa «AudioSourcey, mpuKpinjaeHoro 10 irpoBoro

00’€eKTa, B IHCIIEKTOPI peaakTopa «Unity»

He 3a nonmomororo kiacy «SoundEffectory BinOyBaeThest uie BiITBOPEHHS
3BYKYy FOJJMHHHKA BUOYXIBKHU B piBHI «Recursiony.

VY piBui «SelectionSorty € 3BykH TpaBUIBHOIO Ta HEMPABUIBHOTO
HATHCHEHHsI Ha irpoBuii 00’ ekt Ty «Foodltemy.

VY piBHi «BinarySearch» BiATBOPIOIOTbCS 3BYKM HATUCHEHHS HA KHOIKH

KaJIbKYJISITOpa Ta MO/Ii1 MPaBUJIBHO BiJTaIaHOTO YUCIIA.
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VY piBHiI «Recursion», okpiMm 3ragaHoro pasiiie 3ByKYy, BiITBOPIOETHCS 3BYK
KHWIaHHS BUOYX1BKH, @ TAaKOXK 3BYKY BHOYXY.

VY piBHi «Dijkstra’s alg.» € iumie 3Byku MOHET.
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BUCHOBKU

VY pesynbrari NpoOBEJECHHS aHAI3Y HAasABHUX €IbIOTEHHMEHT-IO0JIATKIB JUIs
HaBYaHHS OyJI0 BUSBIICHO, ITI0 B YCIX 3 HUX 1H(QOpMaIliifHa CKIaJ0Ba IIepeBaKae HaJl
PO3BaXKAIBHOIO, TOMY OYJIO BUPIIIEHO CTBOPUTH BJIACHUHN €bI0OTEHHMEHT-101aTOK
JUTSI HAaBYaHHS TIPOTpaMyBaHHS.

[Ticas uporo Oyno cpopMOBaHO BHUMOTH 10 TMPOEKTY, a TaKOX OOpaHO
TEXHOJIOT14H1 3aCO0U ISl JOCATHEHHS METU. Y SKOCT1 MPOrpaMHOro 3a0e3rneyeHHs
JUTSL PO3POOKH JTIOAATKy O0yi10 00paHO Oe3KOIITOBHY Bepcito «Unity».

Takox 0yno chopMOBaHO AITOPUTM AJIITOPUTM BUKOHAHHS /11 KOPUCTYBAaueM, 110
BiIOOpaXkae TOPAMOK Ji KOpUCTyBaua JUIsi TIpOlleCy HaBYaHHS dYepes
€ IbIOTCHHMEHT-10/IaTOK.

st nopatky 0ysio po3po0IieHO, TOJIOBHE MEHIO, MEHIO HAJlallITyBaHb, MEHIO
J0IaTKOBOI 1H(OpMallli, MEHIO PIBHIB Ta YOTUPU OKEMHX PIBHI ISl AE€MOCTpalli
poOOTH aNrOpUTMIB MPOTPaMyBaHHS yepe3 IrpoBi cutyaiii. [ KoKHOTO piBHA
TaKoX OyJIO po3po0JEHO MEHIO 3 PO3’SICHEHHSIM II0JI0 TOTO, SK IrpoBa CUTYaIlis
MOB’sI3aHa 3 KOHKPETHUM aJTOPUTMOM, IOSICHEHHS TMPUHIUITY HOTO poOOTH, a
TaKOX HOro KOJIOM Ha MOBI ITporpamyBaHHs «Pythony.

VY pe3ynbTati po3po0Kku A0aTKy Oyi0 3aJ0BUIBHEHO YC1 BUMOTH, BUKJIaACH1

Ha eTalll NOCTaHOBKH 3aBJaHHA.



69

CIIMCOK JIITEPATYPU
1. H. B. I'pomoga, K. I. Koanbuyk, H. FO. KynikoBa, EnptoTeiiHMeHT sk 3aci0
(dbopMyBaHHS ITICHOTO YSABIECHHS PO HAYKOBO-MIPUPOJHUYY KapTUHY CBITY,
Jlep>kaBHII HAYKOBO-METOJUYHUI LIEHTP 3MICTY KYJIbTYPHO-MHUCTELbKO1 OCBITH,

Kwuis, 2020. — 58 c.

2. Unity vs Unreal: Which Game Engine Should You Choose. [EnekTponHmuii

pecypc] — Peskum moctymy: https://hackr.io/blog/unity-vs-unreal-engine

3. Unreal engine vs. Unity 3D. The 2022 overview. [EnextponHuii pecypc] —
Pesxxum noctymy: https://pinglestudio.com/blog/full-cycle-development/unreal-

engine-vs-unity-3d
4. Aditya Y. Bhargava, Grokking algorithms, Manning Publications Co., 2016.

5. K. Narasimha, Data structures and algorithms made easy: data sturctures and

algorithmic puzzles, CareerMonk Publications., 2016.

6. T. H. Cormen, Introduction to algorithms, third edition, The MIT Press, 2009.
7. R. Sedgewick, Algorithms, Addison Wesley; 4th revised edition, 2011.

8. T. H. Cormen, Algorithms Unlocked, The MIT Press, 2013.

9. T. Roughgarden, Algorithms Illuminated: Part 1: The basics, Soundlikeyourself
Publishing, 2017.

10. S. Skiena, The algorithm design manual, Springer, 2nd edition, 2008.

11. J. Wengrow, A common-sense guide to data structures and algorithms,
O’Reilly Media, 2nd edition, 2020.

12. F. Dedov, The bible of algorithms and data structures, Independently
published, 2020.

13. H. Jain, Problems solving in data structures & algorithms using C#, Hermant
Jain, 2022.


https://hackr.io/blog/unity-vs-unreal-engine
https://pinglestudio.com/blog/full-cycle-development/unreal-engine-vs-unity-3d
https://pinglestudio.com/blog/full-cycle-development/unreal-engine-vs-unity-3d

70

14. P. Brass, Advanced data structures, Cambridge University Press, 2019.

15. R. Karamagi, Data structures and algorithms in Python, Independently
published, 2020.

16. W. Anggoro, C# data sturctures and algorithms, Packt Publishing, 2018.

17. A. V. Aho, J. E. Hopcroft, Data structures and algorithms, Addison Wesley,
1982.

18. J. Kubica, Data structures the fun way, No Starch Press, 2022.

19. Frontiers | Psychosocial Impacts of Mobile Game on K12 Students and Trend
Exploration for Future Educational Mobile Games. [Enexkrponnuii pecypc] —

Pexxum nocrymy:
https://www.frontiersin.org/articles/10.3389/feduc.2022.843090/full

20. E. W. Dijkstra, A note on two problems in connection with graphs, Numerische
Mathematik, Vol. 1, pp. 269-271, 1959.


https://www.frontiersin.org/articles/10.3389/feduc.2022.843090/full

JTOJATKHA

Jonarok A. JIiCTUHT IPOrPaMHOI0 KOXY

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

[System.Serializable]

public class GameData

{
public bool selectionSortLearningMode, binarySearchLearningMode,
recursionlLearningMode, dijkstrasLearningMode;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Levelloader : MonoBehaviour
{

public Main main;

public void LoadSelectionSortLevel()

{ SaveSystem.instance.SaveGame(main.gameData);
SceneManager.LoadScene("SelectionSort");

}

public void LoadBinarySearchLevel()

{
SaveSystem.instance.SaveGame(main.gameData);
SceneManager.LoadScene("BinarySearch™);

}

public void LoadRecursionLevel()

{
SaveSystem.instance.SaveGame(main.gameData);
SceneManager.LoadScene("Recursion");

}

public void LoadDijkstrasAlgorithmLevel()

{
SaveSystem.instance.SaveGame(main.gameData);
SceneManager.LoadScene("DijkstrasAlgorithm");

}



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class LevelQuitterRecursionAndDijkstras : MonoBehaviour

{
public GameObject quitLevelPanel;

public Button menuButton;
public bool inLevelQuitMenu = false;

public void PromptForQuit()

{
Time.timeScale = of;
inLevelQuitMenu = true;
menuButton.gameObject.SetActive(false);
quitLevelPanel.SetActive(true);

}

public void StayOnLevel()

{
quitLevelPanel.SetActive(false);
inLevelQuitMenu = false;
menuButton.gameObject.SetActive(true);
Time.timeScale = 1f;

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using System.IO;

public class Main : MonoBehaviour

{

[HideInInspector] public GameData gameData = new GameData();

private void Start()
{

Time.timeScale = 1f;

if (File.Exists(SaveSystem.instance.filePath))
{

gameData = SaveSystem.instance.LoadGame();
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public void ReloadLevel()

{
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);
}
public void QuitLevel()
{
SceneManager.LoadScene("MainMenu");
StateMonitor.QuittedFromLevel = true;
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using System.IO;

public class MainMenu : MonoBehaviour
{
public GameObject MainMenuPanel, LevelsPanel, SettingsPanel, AboutPanel;
public Toggle selectionSortLearningToggle, binarySearchLearningToggle,
recursionlLearningToggle,
dijkstrasLearningToggle;
public Main main;

private void Start()

{
if (File.Exists(SaveSystem.instance.filePath))

{
selectionSortLearningToggle.isOn =
main.gameData.selectionSortLearningMode;
binarySearchLearningToggle.isOn =
main.gameData.binarySearchLearningMode;
recursionlLearningToggle.isOn
dijkstrasLearningToggle.isOn

main.gameData.recursionLearningMode;
main.gameData.dijkstrasLearningMode;

private void Update()
{
if (StateMonitor.QuittedFromLevel && MainMenuPanel != null)
{
OpenLevelsMenu();
StateMonitor.QuittedFromLevel = false;
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ChangeSelectionSortMode();
ChangeBinarySearchMode();
ChangeRecursionMode();
ChangeDijkstrasMode();

}

public void OpenLevelsMenu()

{
MainMenuPanel.SetActive(false);
LevelsPanel.SetActive(true);

}

public void OpenSettings()

{
MainMenuPanel.SetActive(false);
SettingsPanel.SetActive(true);

}

public void OpenAboutMenu()

{
MainMenuPanel.SetActive(false);
AboutPanel.SetActive(true);

}

public void OpenMainMenu()

{
LevelsPanel.SetActive(false);
SettingsPanel.SetActive(false);
AboutPanel.SetActive(false);
MainMenuPanel.SetActive(true);

}

public void ChangeSelectionSortMode()
{

if (selectionSortLearningToggle.isOn)

{

main.gameData.selectionSortLearningMode

}

else

{

main.gameData.selectionSortLearningMode

public void ChangeBinarySearchMode()
{

if (binarySearchlLearningToggle.isOn)

{

main.gameData.binarySearchLearningMode

true;

false;

true;
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else
{
main.gameData.binarySearchLearningMode = false;
}
}
public void ChangeRecursionMode()
{
if (recursionLearningToggle.isOn)
{
main.gameData.recursionLearningMode = true;
}
else
{
main.gameData.recursionLearningMode = false;
}
}
public void ChangeDijkstrasMode()
{
if (dijkstrasLearningToggle.isOn)
{
main.gameData.dijkstrasLearningMode = true;
}
else
{
main.gameData.dijkstrasLearningMode = false;
}
}

using UnityEngine;
using System.IO;
using System.Runtime.Serialization.Formatters.Binary;

public class SaveSystem : MonoBehaviour

{

static public SaveSystem instance;
public string filePath;

private void Awake()

{

if (!instance)

{

instance = this;

}

else

{
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Destroy(gameObject);
}
filePath = Application.persistentDataPath + "/save.data";
}
public void SaveGame(GameData saveData)
{
FileStream dataStream = new FileStream(filePath, FileMode.Create);
BinaryFormatter converter = new BinaryFormatter();
converter.Serialize(dataStream, saveData);
dataStream.Close();
}
public GameData LoadGame()
{
if (File.Exists(filePath))
{
FileStream dataStream = new FileStream(filePath, FileMode.Open);
BinaryFormatter converter = new BinaryFormatter();
GameData saveData = converter.Deserialize(dataStream) as GameData;
dataStream.Close();
return saveData;
}
else
{
Debug.LogError("Save file not found in " + filePath);
return null;
}
}

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

public class SoundEffector : MonoBehaviour
{

public AudioSource soundSource;

public AudioClip foodTapOkSound, foodTapNotOkSound, dialButtonSound,
numberGuessedSound,

bombThrowSound, bombBlowSound, coinPickUpSound;

private bool numberGuessedSoundHasPlayed = false;
public bool bombThrowSoundHasPlayed = false;
private bool bombBlowSoundHasPlayed = false;



private bool packmanSoundHasPlayed = false;

public void PlayFoodTapOkSound()

{
soundSource.PlayOneShot (foodTapOkSound);
}
public void PlayFoodTapNotOkSound()
{
soundSource.PlayOneShot (foodTapNotOkSound);
}
public void PlayDialButtonSound()
{
soundSource.PlayOneShot(dialButtonSound);
}
public void PlayNumberGuessedSound()
{
if (!numberGuessedSoundHasPlayed)
{
soundSource.PlayOneShot (numberGuessedSound) ;
numberGuessedSoundHasPlayed = true;
}
}
public void PlayBombThrowSound()
{
if (!bombThrowSoundHasPlayed)
{
soundSource.PlayOneShot (bombThrowSound);
bombThrowSoundHasPlayed = true;
}
}
public void PlayBombBlowSound()
{
if (!bombBlowSoundHasPlayed)
{
soundSource.PlayOneShot (bombBlowSound);
bombBlowSoundHasPlayed = true;
}
}

public void PlayCoinPickUpSound()

{
soundSource.PlayOneShot (coinPickUpSound);
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public static class StateMonitor

{
private static bool quittedFromLevel;
public static bool QuittedFromLevel
{
get => quittedFromLevel;
set
{
quittedFromLevel = value;
}
}
}

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

public class FoodAnimation : MonoBehaviour

{
public float rotationSpeed;

public MainSelectionSort mainSelectionSort;

private void Start()

{ mainSelectionSort = Camera.main.GetComponent<MainSelectionSort>();
}
private void Update()
{
RotateFood();
}
private void RotateFood()
{
if (!mainSelectionSort.gamelLost)
{
transform.Rotate(0f, rotationSpeed, 0f, Space.Self);
}
}

/8
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class FoodDetector : MonoBehaviour
{
public FoodSpawner foodSpawner;
private int smallestFoodItemCode;
public TimerBar timerBar;
public MainSelectionSort mainSelectionSort;
public SoundEffector soundEffector;

private void Start()
{

mainSelectionSort = Camera.main.GetComponent<MainSelectionSort>();

private void Update()

{
CheckIfFoodItemClicked();

private void CheckIfFoodItemClicked()
{
if (Input.GetMouseButtonDown(@) && foodSpawner.randomFoodItems.Count != ©
&&
ImainSelectionSort.startingPanel.activeSelf)
{
RaycastHit raycastHit;
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
FindFoodItemSmallestCode();

if (Physics.Raycast(ray, out raycastHit, 100f))
{
if (raycastHit.transform != null &&
raycastHit.transform.gameObject.GetComponent<FoodItem>() != null)
{
int clickeFoodItemCode =
raycastHit.transform.gameObject.GetComponent<FoodItem>().code;
if (clickeFoodItemCode == smallestFoodItemCode)

{
DeleteFoodItemFromArray(clickeFoodItemCode);
soundEffector.PlayFoodTapOkSound();
Destroy(raycastHit.transform.gameObject);
timerBar.AddSeconds(0.25f);

}

else

{

soundEffector.PlayFoodTapNotOkSound();
timerBar.AddSeconds(-1f);
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}
}
}
}
}
private void FindFoodItemSmallestCode()
{
smallestFoodItemCode =
foodSpawner.randomFoodItems[@].transform.gameObject.GetComponent<FoodItem>().code
5
for (int i = 1; i < foodSpawner.randomFoodItems.Count; i++)
{
if (smallestFoodItemCode >
foodSpawner.randomFoodItems[i].transform.gameObject.GetComponent<FoodItem>().code
)
{
smallestFoodItemCode =
foodSpawner.randomFoodItems[i].transform.gameObject.GetComponent<FoodItem>().code
5
}
}
}
private void DeleteFoodItemFromArray(int foodItemCode)
{
for (int i = @; i < foodSpawner.randomFoodItems.Count; i++)
{
if (foodItemCode ==
foodSpawner.randomFoodItems[i].transform.gameObject.GetComponent<FoodItem>().code
)
{
foodSpawner.randomFoodItems.Remove(foodSpawner.randomFoodItems[i]
)
}
}
}
}

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

public class FoodItem : MonoBehaviour

{

public string itemName;
public float yPosition;
public int code;



public MainSelectionSort mainSelectionSort;

private void Start()

{
mainSelectionSort = Camera.main.GetComponent<MainSelectionSort>();
}
private void Update()
{
if (mainSelectionSort.gamelost)
{
gameObject.GetComponent<BoxCollider>().enabled = false;
}
else
{
gameObject.GetComponent<BoxCollider>().enabled = true;
}
}

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

public class FoodSpawner : MonoBehaviour

{

public List<GameObject> foodItems;
private GameObject randomItem;

public List<GameObject> randomFoodItems;
public float[] zFoodPositions;

public float fruitsXPosition;

private void Start()

{
ShuffleZPositions();
Pick5RandomFoodItems();
SpawnFoodItems();

}

private void Pick5RandomFoodItems()

{

randomFoodItems = new List<GameObject>(5);

for (int i = @; i < 5; i++)
{

if (i < 1)

{
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randomItem = foodItems[Random.Range(@, foodItems.Count - 1)];

}
else
{
do
{
randomItem = foodItems[Random.Range(@, foodItems.Count - 1)];
}
while (randomFoodItems.Contains(randomItem));
}

randomFoodItems.Add(randomItem);

private void ShuffleZPositions()

{
for (int i = ©; i < zFoodPositions.Length; i++)
{
float tmp = zFoodPositions[i];
int r = Random.Range(i, zFoodPositions.Length);
zFoodPositions[i] = zFoodPositions[r];
zFoodPositions[r] = tmp;
}
}

private void SpawnFoodItems()

{

for (int i = @; i < randomFoodItems.Count; i++)

{
GameObject obj = Instantiate(randomFoodItems[i],
new Vector3(fruitsXPosition,

randomFoodItems[i].GetComponent<FoodItem>().yPosition, zFoodPositions[i]),

randomFoodItems[i].transform.rotation);
obj.GetComponent<MeshRenderer>().enabled = false;
obj.GetComponent<BoxCollider>().enabled = false;
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