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AHOTANIA

VY auruioMHii poOOTI 31HCHEHO PO3poOKy MOOiLIEHOT TpH y kaHpi Endless
runner 3 enemeHtamu platformer Ta arcade Ha Unity 3 BUKOpPHCTaHHSIM MOBH
nporpamyBaHHs C#

B mnepmomy po3aini BUKOHAHMI OMHC NpEeaMETHOI o0JacTi Ta aHami3
ICHYIOUHX PIIICHB.

B npyromy po3nuti npoBeAeHWI aHadi3 BUMOI Ta OMUCaHa creuudikaiis
BUMOT.

VY TpeThoMy po3Aiii onmrcaHl BUKOPUCTaH1 TEXHOJIOTIT Ta MMaTepHH.

YerBepTuil Ta M’ATUA PO3AUT BUAUICHI Ha JETalbHUN ONHC PO3POOKH,
TECTYBaHHS U T/I.

Kimrouosi ciosa: Unity, arcade, android, C#



ANNOTATION

In the diploma work with the effective development of a mobile game in the
genre of Endless runner with platformer and arcade elements on Unity using the C#
programming language

In the first section, a description of the subject area and an analysis of existing
solutions are performed.

In the second section, the analysis of the requirements was carried out and the
specification of the requirements was described.

The third section describes the technologies and patterns used.

The fourth and fifth chapters are divided into a detailed description of
development, testing, etc.

Key words: Unity, arcade, android, C#
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BCTYII

VY cydacHOMY CBITI MOOUIBHI iTpH 3700yBalOTh BCE OUIBIITY MOMYJISPHICTH CEpell
KOPHMCTYBadiB. IX NMpUBabGIMBICTh MOJATAE y MOMKIMBOCTI OTPUMATH 3aXOILTIOKOUHUI
IrpOBHIl TOCBIA MPsIMO HA CBOeMY cMapT¢oHi abo muaHmeTi. OTHUM 3 MOMYISIPHUX
xaHpiB cepea MoOunbHUX irop € "Endless runner", sikuii mpomoHye TpaBIsIM He
KIHIIEBHH IIJIAX, JI¢ BOHM MOBUHHI YHUKATH TEPEIIKOa, 30MpaTy OOHYCH 1 TPOUTH
SKOMOTa O1JIbIIIE BIJICTaHI.

s qumiomHa poOoTa MmpucBsueHa po3pooIll MOOLIEHOT rpH Y kaHpi "Endless
runner" 3 enemeHTamu platformer Ta arcade. Meroro pPoOOTHM € CTBOpEHHS
3aXOIUTIOI0YOT Ta JUHAMIYHOI TpH, SKa HAJacTh KOPUCTyBadyaM MOXKIIUBICTh
HACOJIO/KYBATUCS TeUMILICEM y OyIb-IKUN Yac Ta B OyAb-sIKOMY MiCIIi.

Jlist peanizanii mpoekTy Oyne BUKOpUCTaHO 1HCTpyMeHTapiil Unity - mOTYXHY
IHTErpoBaHy cepely po3poOKH JJisi CTBOPEHHS 1rop, sika HaJa€e MHUPOKI MOKIUBOCTI
JUTSL pealtizallii pi3HOMaHITHUX ITpOBUX MeXaHiK 1 edektiB. MoBa mporpamyBanHs C#
OyJle BUKOpUCTaHa JjIsl PO3POOKH JIOTIKH TPU Ta B3a€MOJI1T PI3HUX KOMITOHEHTIB.

VY pamkax 1ii€i pobotu OyAayTh JOCIIKEHI Ta peai30BaHi OCHOBHI €JIEMEHTH
IpyU, Takl SK: CHUCTEMa KEepyBaHHA TIpaBUEM, TIeHepalisd piBHIB, B3aeMOMIS 3
nepemkojaMu Ta OOHYyCaMH, CHCTEMa OYKIB Ta PEKOPJIB, a TAKOXK CTBOPEHHS
3aXOTUTIOI0YO0T TeUMIIEHHOT IHTEPAKITi JIsi KOPUCTYBAUiB.

OuikyeThCs, O PE3yAbTATOM JUIIIOMHOI poOOTH OyJie MOBHOLIIHHA MOOLJIbHA
rpa, fKa NPOMNOHY€E 3aXOILUIKOKYUN TeUMIUICH Ta 3aJI0BOJIBHSIE BUMOTH CYYAaCHHUX
rpaBiliB. Po3po0ieHa rpa moxke OyTH po3MOBCIOKEHA Yepe3 MOOUTbHI MIaThOpMH Ta
MPUHOCUTH 33/I0BOJICHHS] KOPUCTYBayaM y CBITI MOOUIBHUX 1TOpP.

Po3pobutu mobieHy Tpy y xaupi Endless runner 3 enementamu platformer ta
arcade Ha Unity 3 BUKOPHCTaHHSIM MOBHU nporpamyBanHs C# Ta BUBYUTH TEXHOJIOTI,

10 BUKOPUCTOBYIOTHCS MPU PO3POOII MOOIITBHUX 1TOP.



O06’exT gOCTIIKEHHS

OG6’exTOM JOCHIIKEHHS € po3podka MOOLILHOI I'pH Yy *KaHpi Endless runner 3
enemeHTamu platformer ta arcade Ha mmatdopmi Unity 3 BHUKOPHUCTaHHSIM MOBHU
nporpamyBanHs C#. ['pa B IbOMY jkaHp1 BUMArae BijJi pO3pOOHHKIB BUPIIIEHHS Pi3HUX
TEXHIYHUX Ta TBOPYMX 3aBJIaHb, 1110 POOUTSH i1 IIIKAaBUM 00’ €KTOM JOCIIIIKCHHS.

[IpeameT mocmimKkeHHS

[IpeameToM MAOCHIIKEHHS € OCOOMMBOCTI pPo3poOku rpu. JlocmimKeHHs
JTO3BOJISIE 30CEPEIUTUCS Ha MPOIECI PO3pOOKHM TpU Ta BUBYUTH TEXHOJIOTIYHI,
JM3aiHEePChKI Ta TeMMILIEHHI aCIEKTH 1IOTO TPOILIECY.

Mera:

1. Hocnigutu sxanp Endless Runner, miargopmepiB Ta apkaHUX irOp, BABYUTH
iX 0COONMBOCTI, FEMMIUICITHI MEXAHIKU Ta YCIIIIHI TPUKIIAIH.

2. BuzHauuTu KJIIOYOBI €JIEMEHTH, SIKi OyIyTh BKIIIOUEHI B pO3poOJIEHY TpYy,
30KpeMa, OE3KIHEUHUI pyX MEepCOHaXa, MEPEIIKOIH, 301p IpeIMETIB Ta OOHYCIB.

3. Po3poOuTH KOHLEMIIIO TPpH, BKIIOYAIOUM CTWIb, Ipadiky Ta 3BYKOBHI
JIA3aiH.

4.PeanizyBaTH OCHOBHI MEXaHIKM ITPH, TaKl SK YIOPaBIIHHS HEPCOHAKEM,
00poOKy KOJi31il Ta 0anaHC relMILIetO.

5. Po3pobutu cucremy mporpecy rpaBlis, BKJIIOUAalOYM HaOpaHl OYKH,
JOCATHEHHS Ta MOXKITUBOCTI MOKPAIIEHHS IEPCOHAXA.

6. [IporectyBatu rpy, BUSBUTH Ta BUIIPABUTH MMOMUJIKU Ta Oaru, ONTUMI3yBaTH
MPOJIYKTUBHICTh Ta B3a€EMO/III0 3 KOPUCTYBaUYEM.

7. TligrotyBaTH JOKYMEHTAIll0, BKIIOYAIOYH TEXHIYHHM OMUC TpH,
NOSICHIOBAJIbHY 3aMTUCKY Ta IHCTPYKIIIIO 3 BUKOPUCTAHHSI.

B pe3ynbTaTi BUKOHaHHSI LMX 3aBAaHb OyJ€ CTBOPEHO MOBHOI[IHHY MOOUIbHY
rpy y kanpi Endless Runner 3 enementamu margopmepa Ta apkajau, sika 3ade3mneuye

KOPHUCTYBauaM MPUEMHI EMOIIii BiJl TPU.



PO3/LJ1 1. ONUC NPEJMETHOI OBJIACTI

1.1 O0rpyHTYBaHHA aKTYaJbHOCTI TEMU

MoOinpHI NPUCTPOI CTaNM HEBIA'€MHOI0 YAaCTHHOIO HAIIOTO MOBCAKIACHHOTO
KUTTSL, 1 Bce OUIbIIIE JII0ICH KOPUCTYEThCS HUMHU JJIs1 po3Bar. MoOUIbHI irpH 3aiiMaloTh
NepeI0BY MO3UIIII0 cepell PO3BAKAIBHUX JIOAaTKIB, TOMY pPO3p00OKa MOOUIBHUX 1rOp €
aKTyaJbHOIO Ta BUTIAHOIO c(heporo i TOCTIKEHHS Ta peaizailii.

3aBAsSKUA PO3BUTKY TEXHOJOT1HA po3poOKka MOOUTHHUX ITOP CTaia JOCTYIMHIIIOK
1 mBuow. Unity € 0JiHI€I0 3 HAUMTOMYJISIPHIIIUX IHTETPOBAHUX CEPEIOBUII] PO3POOKU
JIJIs CTBOPEHHS 1rOp, 110 HAJa€ MUPOKI MOMKIMBOCTI JIJIs pealti3allii IrpOBUX MEXaHIK
Tta edektiB. MoBa nporpamyBanHs C# € OJHI€I0 3 HAWUMOMIMPEHIIIUX MOB JUIS
po3poOku irop Ha Unity, mo J03BOJsi€ PO3POOHUKAM IIBUJIKO Ta €(PEKTUBHO
CTBOPIOBATH irpoBuii GpyHKIioHan,

Otxe, po3pobka MoOUTHbHOI Tpu y xaHpi Endless runner 3 emementammu
platformer Ta arcade na Unity 3 BHKOpHCTaHHSIM MOBHU mporpamyBaHHsi C# €
aKTyaJIbHOIO TEMOIO, SIKa TIOEJIHYE MOMYJISPHI )KaHPU Ta TEXHOJIOT1i po3poOKH irop, i
Ma€ MOTEHI1aJl TPUBEPHYTH yBary Ta 3aJJ0BOJIbHUTH MOTPEOU CYy4aCHUX IPABIIIB.

O0’eKTOM JIOCHIIKEHHS € po3poOka MOOLIBHOI rpu y *aHpi Endless runner 3
enemeHTamu platformer ta arcade Ha mmatdopmi Unity 3 BHKOPUCTaHHSIM MOBU
nporpamyBaHHs C#. ['pa B 1bOMyY aHp1 BUMarae Biji po3poOHUKIB BUPILICHHS PI3HUX
TEXHIYHUX Ta TBOPUYHUX 3aBJIaHb, 1110 POOUTH ii 1IKABUM 00’ €KTOM JTOCIIIIKEHHS.

[IpeameToM AOCHIIKEHHS € OCOOJIMBOCTI po3poOku rpu. JlocmimKeHHs
JIO3BOJIIE 30CEPEIUTHUCS Ha TpoIeci Po3poOKHM TpU Ta BUBYUTHU TEXHOJIOTIYHI,

nu3aiiHEpChKi Ta refiMILIeiini acnekTn nporo npouecy?4,
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1.2 MeToau xocaiaKeHHs

Jlns BUKOHaHHS poOOTH OyJIM BUKOPUCTAH1 HACTYITHI METOIU JOCIDKCHHS:

1. Anami3 miTepaTypu: BUBYCHHS HAayKOBHX Ta TEXHIUYHUX JDKEpEN, CTaTei,
nmyOJTiKalii Ta KHUT, TOB'SI3aHUX 3 po3poOKoro irop. Llelt anamiz momomir 30aratutu
PO3YMIHHS MIPEIMETHOI 00J1aCTi, BUSIBUTH YCHIIIHI MPUKJIAANA Ta HAMKPAI MPaKTUKH.

2. JlocmikeHHsI ICHYIOUHX 1TOp: aHaji3 Ta JOCHIKEHHs 1HIINX 1rop, 30KpeMa
takux gk Temple Run, Subway Surfers, Jetpack Joyride Tomo. Ile 103BOssIE BUsIBUTH
CHUIBHI Ta YHIKaJbHI OCOOJMBOCTI LUX IMOp, @ TAaKOXK 3PO3YMITH, K BOHH OYyJHU
peaizoBaHi Ta yCHIIIHO BIIPOBAIKEHI.

3. ExcnepumeHTanpH1 AOCHIIKEHHS: pO3poOKa MPOTOTHUIIB I'pU, TECTyBaHHS
PI3HUX TFeHMIUIEHHUX MeXaHIK Ta (YyHKLIOHAJIBHOCTI, MPOBEAEHHS KOPUCTYBALbKUX
TecTiB 111 300py (imOeKy Ta OIIHKK 3aJ0BOJICHHS KopuctyBauiB. lle mo3Bossie
MIEPEBIPUTH TIPUITYIICHHS, BUIPABUTH MMOMUJIKA Ta BJIOCKOHAIUTH TPy Ha pPaHHIX
eTanax po3poOKH.

Ili MeToaM TOCTIIKEHHS T03BOJISIIOTH 3IHCHUTH TJIMOOKHUI aHajIi3 IpeaMETHOT
00J1acTi, BU3HAYUTH HAMKpallll MPaKTUKU Ta BJOCKOHAJICHHS, a TaKOX 3a0€3MeUnuTH

BHUCOKY SIKICTh Ta 3aJJ0BOJICHHS BiJl pO3pO0IFOBaHOT MOOJIBHOI TPH.

1.3 IIpakTHyHe 3HAYEHHS OTPUMAHMX pe3yJIbTATIB

[IpakTidHe 3HaYEHHS MOJISTAa€ B HACTYITHOMY:

1. Po3pobka rpu mns mobinbHuX 1iatdopm: PesyiabTaToM TUTIIIOMHOT pOOOTH
Oyne roroBa MoOUIbHA Trpa, fAKa Moxe OyTH omyOsJikoBaHa B MOOLIBHHX
MapkeTIuieiicax, Takux sk App Store Ta Google Play. Ile mae MOXIHMBICTB
KOpHCTyBauaM HAacOJOKyBaTUCh I'POI0 HA CBOIX MOOUIBHHUX MPUCTPOSIX Ta JT03BOJISIE
PO3pOOHHUKAM MPOJAEMOHCTPYBATH CBOi HABUYKHU Ta TBOPUICTb.

2. Po3mmpeHHs HaBUYOK po3poOku irop: Po3podka MobiibHOI Tpu Ha Unity 3

BUKOPUCTAHHAM MOBHU mporpamyBanHs C# Bumarae TIHOOKOTO PpO3yMIHHSA
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TEXHOJOT1HM, reiiMan3aiiHy Ta mnporpamyBaHHs. BHUKOHaHHS TUIUIOMHOI pOOOTH
JTIO3BOJIUTH MOTJIMOUTH CBOI 3HAHHS Ta HAaBUYKU Yy LUX OOJIACTAX, IO MOXE OyTU
KOPMCHHM JJIsl HOJANIBIIOT Kap'epy B ramysi po3pooku irop?4l,

3. Ipuknax ycmimHoi peamzarii rpu y xaapi Endless Runner: /ummomna
poboTa MOXKe TMOCTY)KUTH SK MPUKJIaJ] YCIIIIHOI peami3amii rpu y kaHpi Endless
Runner 3 enementamu matrgopmepa Ta apkagu. I[HIN pPO3POOHUKH MOXKYTh
BUKOPHCTOBYBATH 1I€H JTOCBIJ Ta peaji3ailiio K OCHOBY JIJISi CBOiX BJIACHUX IMPOECKTIB
a00 BJIOCKOHAJICHHS 1CHYIOYHX 1T0p.

4. TloTeHuiifHa KOMepliifHa IIHHICTh: YcCHIlIHA MOOUIbHA Tpa MOXE MaTh
MOTEHIIIMHY KOMEpIIHHY IIHHICTh, 3a0e3leuyroun MNpuOyTOK PO3POOHUKY uepes
MPOJIaxi, peKiiaMmy, BHYTPIIIHI MOKYNKHU TOO. SIKIO rpa Ha0yBae MOMYJISIPHOCTI Ta
OTPUMYE MTO3UTHBHI BIATYKH, 1€ MOKE MTPUBECTH JI0 YCIIXY HA pUHKY MOOUITBHUX 1TOP.

OTxe, IpakTUYHE 3HAYEHHS IUTIIOMHOI pOOOTH MOJISATAE B pO3pOOIIl Ta BUITYCKY
I'pH, pO3LIMPEHH] HABUYOK PO3POOKH 1rop, HaJaHH1 IPUKJIaAy YCIIIIHOI peai3allii rpu

y »)kaHp1 Endless Runner Ta noteHwuiitHiii KoMepIiiHiN IHHOCTI.

1.4 Anani3 icHyr4uX pilleHb

ITepen po3poOKor0 TOTPIOHO TpoaHATI3yBaTH BXKE TOTOBI pIIMICHHS BIJ
KOHKYPEHTIB, 11100 3p03yMITH, III0 MOXKHA 3aMl03WYHUTH, a 1110 MOKPAIIUTH, 3pO3YMITH,
10 came MOTP1OHO s peaizailii.

VY xanpi Endless runner nosom momynspuumu € Alto's Adventure ta Alto's
Odyssey, Jetpack Joyride, Temple Run ta Subway Surfers[?],

//Alto's Adventure Ta Alto's Odyssey 3po0ieH1 B MiHIMaJIICTUHYHOMY CTHIII.

S BupimmB 3pobutu mock cepeane mix Jetpack Joyride ta Temple Run.

AHani3 ICHYIOUHX 1Irop I01oMarae 3p03yMiTH, sIKI €IEMEHTH Ta MiAXO0AH MOXHA
BUKOPUCTATH Y BJIACHOMY TMPOEKTI, a TaKOX PO3POOUTH CTPATEril0 CTBOPCHHS
YHIKQJIbHOTO Ta IPUBAOJIUBOTO FeUMILIEIO.

OTxe, micist aHaJi3y MOXHa 3pOOUTH aHaI13 BUMOT.
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1.5 Orasx pocaigxeHb B rajay3i po3pooKu MoOLIbHMX irop

JlocmpKeHHsT B Taly3l po3poOKH MOOUIBHHX 1rop BKIIIOYAIOTh B ceOe pi3Hi
aCTIEKTH, TaKi K TEXHOJIOT11, TPCHIN, TU3aiiH, MOHETH3AIlisl, KOPUCTYBAIIbKUNA TOCBIT
Ta OaraTo 1Hmoro. Huxkde noiano orisj 1esKuX KIF0UOBUX JOCIIKEHb Ta TeHICHIIIH
y LI ramysi:

1. MoGinpHI matdopmu: OaHi 3 HAUMOMYIISPHIIIUX MOOUTEHUX MIATPOPM TS
po3poOku irop - 1e 10S ta Android. JlocaimkeHHs] Opl€eHTOBaHI Ha ONTHUMI3aLII0 Ta
HIATPUMKY [HUX IIaTPOPM, BKIFOUAIOYH HOBI (DYHKIII1, BEPCii ONepaliiHuX CUCTEM Ta
PO3pOOHUIIbKI THCTPYMEHTH.

2. Irposi nBwxku: Irposi nBukkH, Taki sik Unity, Unreal Engine ta Cocos2d,
BIJIIFPAIOTh BAKIIUBY POJIb y po3poOLl MOOLIBLHUX 1rop. JociikeHHs cripsiMOBaH1 Ha
BJIOCKOHAJICHHSI Ta OMNTHUMI3AIlI0 IUX IHCTPYMEHTIB, 00 3a0e3MeuuTd OuIbITY
MPOIYKTUBHICTh Ta 3pYUHICTh JJI1 PO3POOHUKIB.

3. Po3pobka MynapTUIIATPOPMOBHUX IrOp: 3pocTarya  MOMYJISIPHICTb
MYJIBTUILIAT()OPMOBHUX 1rop, SIKI MOKHA TPaTH Ha PI3HUX MPHUCTPOSX, BKIIOUYAIOUN
cmaptdonu, rnanmeru ta [1K. JlocnoimkeHHas cpsiMoBaHi Ha po3poOKy cTpaTeriil Ta
M1IXO0/IIB O CTBOPEHHS MYJIBTUIIIATGHOPMOBHX 1TOp, 110 3a0€3MeYyI0Th CYMICHICTh Ta
3pY4YHICTb I'PH HA PI3HUX MPUCTPOSX.

4. Po3mmpena peanbHicTh (AR) Ta BipTyaneHa peanbHicTh (VR): AR Tta VR
BIJIKPUBAIOTh HOBI MOXJIMBOCTI IS MOOUIBHHMX 1rop, JJO3BOJISIIOUM T'PABISM
3aHYpPUTHCS y BIPTyaJdbHUM CBIT a00 MOEIHYBATU BIPTyasibHI 00'€KTH 3 pealbHUMU.
JocmimkeHHs: crpsMOBaHI Ha BIOCKOHAJIGHHS TexHojorii AR ta VR, a Takox Ha
pPO3pOOKY 1rop, sIKi MAKCUMAITbHO BUKOPUCTOBYIOTh iX MOXKJIUBOCTI.

5. Moneru3anist: JlOCHIPKEHHST TaKOX 30CEpPEKEHI Ha PI3HUX MOJEIISIX
MOHETH3aI1lli MOOUTFHUX 1TOp, BKIIOYAIOYHM pPEKJIaMy, TTOKYIKHA B Tporpami (in-app
purchases), mianucku Ta iHmi crparerii. Li qociimkeHHs: JomoMararoTh po3poOHUKaM

3HAUTH €PEeKTUBHI CIOCOOM OTPUMaHHS MPUOYTKY 31 CBOIX 1rop.
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6. ComianbHi MOOLIBHI irpu: 3HauHa YacTHHA MOOUIHHMX irop 0a3yeThcs Ha
COIllaJIbHOMY B3a€MOJIIi Ta MepexeBiit rpi. JlochipKeHHsT Opi€eHTOBaHI HA BUBYEHHS
COITIaJIbHOTO BIUIMBY Ta B3a€MOJI1 IpaBliB Y MOOUIBHHX ITpax, a TAaKOX Ha PO3POOKY
GbyHKIIH, 110 MIATPUMYIOTh COLIIaTbHUMN aCTeKT IPH.

7. BUBYEHHS KOPHUCTYBAIlbKOTO MOCBiay: JlochipkeHHS B ramdy3i po3poOKu
MOOUTBHHX ITOp TaKOX OpPIEHTOBaHI HAa BUBUYCHHS KOPHUCTYBAIbKOTO JOCBIAY Ta
BIUTMBY pi3HUX (DaKTOPIB Ha 3a70BOJICHHA TpaBuiB. LI mocimipkeHHS AOMOMararoTh

PO3pPOOHUKAM CTBOPIOBATH OiNbII MPHBAOIMBI Ta 3a710B0oJIeH] rpuld,

1.6 Onuc npeaMeTHOI 00J1acTi

[IpenmetHa 0651acTh PO3POOKU MOOLITBHUX 1ITOP OXOILUIIOE BC1 ACTIEKTH, MOB's13aH1
3 MPOIIECOM CTBOPEHHS Ta PO3MOBCIOKEHHS 1Mop JJIsi MOOUTBHUX MPHUCTPOIB, TAKUX
K cMapTOoHU Ta ruiaHmeTy. [{e Bkiroyae B cebe TeXHIYHI aCIIEKTH PO3pOOKH, TU3aiiH,
MOHETH3aLl110, MApKETUHT, KOPUCTYBAIIbKHUIA TOCBIJ Ta 1HILIE.

OcHOBHI CKJIQJIOBI IPEIMETHOT 00JIACTI pO3POOKH MOOUTBHUX 1TOP BKIIIOUAIOTh:

1. Texnomorii po3podku: MoOUIBHI IrpU MOXYTh OyTH pO3poOJIeHI 3
BUKOPUCTAHHSAM PI3HUX TEXHOJIOT1N Ta MPOTPaMHUX THCTpYMEHTIB. Lle Bkiroyae MoBu
nporpaMmyBaHHs, Taki sk Java, C++, C#, Objective-C, Swift, a Takox 1rpoBi JBUXKKH,
taki sik Unity, Unreal Engine, Cocos2d 1 iHmii.

2. Nuzaitn irop: {u3aitn MOOLITBHHX 1TOp BKIIIOYAE B c€OC CTBOPEHHSI IeHMILICHO,
BU3HAYECHHS BUIJISAY 1HTEpQency KOpucTyBayua, rpadiky, 3ByKiB Ta 1HIIMX aCHEKTIB,
110 BIUIMBAIOThH HA Bi3yaJbHUN Ta 3BYKOBHI JOCB1J TPABIIIB.

3. Monetu3artisi: OHUM 13 KIFOYOBHX aCIEKTIB PO3POOKH MOOIITBEHUX ITOP € iX
MOHeTHU3aIlis, TOOTO 3apo0iTOK Ha irpax. e Moxe BKIItouaTH B cebe pi3Hi MOJIei, Taki
K peKjiaMa, MOKYNKW B Tmporpami (in-app purchases), miamucku, CHOHCOPCHKI
KOHTPAaKTHU Ta 1HII1 CTpaTerii.

4. MapkeTuHr 1 pO3MOBCIOMKEHHA: YCIIX MOOIIBHOI I'pU 3aJICKUTH BiJ 1l

MOMYJSIPHOCTI cepen rpaBiiB. EQeKkTHBHUN MapKETHHT Ta CTPATET1l PO3MOBCIOKEHHS
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MO’KYTh JJOTIOMOTTH 3aJTy4nTH OibIlIe KopucTyBauiB. Lle BKkirouae B cebe mpocyBaHHs
I'pH B Mara3uHax JI0AaTKiB, COIllajbHI Melia, peKJIaMH1 KaMIIaHii Ta 1HIII MapKeTHHTOB1
3YCHJLISL.

5. KopucrtyBaupkuii nocBia: JlocBin rpaBIliB € KpUTUYHUM (PAKTOPOM YCIIXy
MOO1IBHOT TpH. JIOCIIKEHHSI KOPUCTYBAIILKOTO JOCBIAY JOMOMAraroTh po3poOHUKaM
3pO3yMITH, SIK TPaBIll B3aEMOJIIOTH 3 TPOI0, SIK BOHH PEaryrTh Ha Pi3HI €JIEeMEHTU
TEHUMIIICIO, 1 K MOIMIIATH 3arajIbHAN JOCB1J TPaBIIiB.

BuBueHnss mpeamerHoi o007acTi po3poOKM MOOUIBHHX 1rop JIoromarae
PO3pOOHMKAM PO3YyMITU NOTPEOU Ta BAMOTH I'PABIIIB, BIPOBA>)KYBATH HOB1 TEXHOJIOT11

Ta iHHOBAIlii, 4 TAKO’K CTBOPIOBATU I'POBi BUPOOHU /171 MOGIILHKX mpucTpoisl?l,

1.7 BucnoBok po3aia 1

B posznini Gyno mpoBeneHo Oriisajl aHajoriB MoOUTbHUX irop y kaHpi Endless
Runner 3 enmemenramm Platformer Ta Arcade. JocmimKeHHS IIOKa3ajad, IO Ha
CHOTOJIHIIIHIM JIeHb ICHY€ 3Ha4YHa KUIBKICTh MOMIOHMX 1Irop, fAKI HaAaloTh
KOPUCTYBa4aM MOJKJIMBICTh HACOJO/KYBAaTHUCS IIBUIKUM Ta 3aXOIUTIOIOYUM
TEUMILICEM.

VY anauni3i iCHyIOUHMX aHaJIOT1B OyJI0 BUABJICHO KIJIbKA KIIFOUOBUX OCOOJIMBOCTEH.
[lepur 3a Bce, 6arato irop y xanpi Endless Runner npononytooTs pi3HOMaHITHI PiBHI
CKJIQHOCTI Ta BUKJUKH, IO CHPHUSE IMIJIBUILICHHIO 1THTEPECY Ta 3aIyYEHHIO IPaBLIB.
binpimiicte 3 HUX Tak0XX HAAAIOTh MOXKJIMBICTH 30MpaTH OOHYCH Ta TOKpallyBaTh
HAaBUYKH TOJIOBHOTO T€POSI.

B pesynbrarti mpoBeAeHUX AOCTIIKEHb, BU3HAYEHO MOTPeOy B po3po0ill HOBOI
MOO1UTbHOI TpH y s)kaHpi Endless Runner 3 enementamu Platformer ta Arcade. ['pa Oyze
MICTUTH 3aXOIUTIOYNHN TeiMITIeH, TMHAMI4H1 PiBHI Ta p13HOMaHITHI IEPEIIKOIH, 110
3a0e3neyarh IKaBICTh Ta BUKJIMKY 715 TpaBUiB. Kpim Toro, BoHa Oy/ie MaTH CTUIIbHY
rpadiky Ta IpUEMHHI 3BYKOBUH CYIPOBIiJ, IO CTBOPUTH MO3UTUBHY arMocdepy i

4ac TpH.
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OTtxe, po3pobka HOBOI MOOLTBHOI Tpu y xaHpi Endless Runner 3 enementamu
Platformer Ta Arcade na Unity 3 BHUKOpHCTaHHSIM MOBH mporpamyBaHHsi C# mae
MOTEHIliaJl CTaTH 3aXOILTIOI0YUM Ta TOMYJISIPHUM MPOEKTOM, KW MPUBEPHE yBary
IIMPOKOTO KOJIa TpaBIliB. Taka rpa Moke HaJaTH KOPUCTyBa4yaM BiAMIHHY MOXJIUBICTb
IPOBECTH 4Yac 3 3aJOBOJICHHSIM Ta BHUMPOOYBAaTH CBOI HABUYKH Yy IIBUIKIA Ta

3aXOILTIOI0Y1N TPl HA MOOUIBHUX MPUCTPOSIX.
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PO3/1J1 2. AHAJII3 BUMOI'

2.1 Onmc mpoekTy Ta iioro cepa 3acToCyBaHHSA

[TpoekT mependadae po3poOky moOuTbHOT Tpu y kaHpi Endless Runner 3
eneMmenTamu platformer ta arcade Ha Unity 3 BUKOpPHCTaHHSM MOBH MPOTpaMyBaHHs
C#. I'pa Oyzae cTBopeHa A MOOLITBHUX TuIaTgopM, Takux sk 10S ta Android, 1 6yne
JOCTYITHA JIJISl 3aBaHTaKEHHS 3 MOOUTbHUX MapKeTIUICHCIB, HanpuKiaa, App Store Ta
Google Play.

Cdepa 3actocyBaHHS TPOEKTY - pO3BaXKajbHa raiay3b irop. MoOuUIbHI IrpH y
xaHpl Endless Runner € nyxe nomyinsipHUMHU cepell KOPUCTYBadiB MOOUIbBHUX
MPUCTPOIB, OCKUIBKM BOHU HAJAIOTh IMIBUAKUN Ta 3aXOIUTIOIOUMN reimiuieit. ['pasii
OyIyTh MaTH 3MOTY HACOJIOKYBaTUCh OE3KIHEUYHHMM OIrOM Ta MEpPEeLIKOIaMH,
30uparoun OOHYCH Ta JOCATaloud SIK HAWBUINUX pe3ysbTariB. ['pa Takox Mae
eJeMeHTH TiaTgopMepa Ta apkaju, MO0 poOUTH ii mie OUTBII PI3HOMAHITHOIO Ta
I[IKaBOIO JJIs TPaBIIiB.

Cdepa 3acTocyBaHHS MPOEKTY MOKE OYTH PI3HOMaHITHOIO, BKIIFOYAIOYH:

1. Po3Baru: I'pa cTBOpeHa il 3a0€3MeUeHHs PO3BaKAIBHOIO BIAMOYUHKY Ta
3aJI0BOJICHHS TpaBI[iB. BoHa Hajgae MOXIMBICTh HACOJOKYBATHCh 3aXOIUTIOIOUYUM
relMIlIeeM Ta BUITPOOYBATH CBOT HABUYKH Y KEPYBAaHHI F'OJIOBHUM IIEPCOHAXKEM.

2. MoO6inpHa TeMMIHT-1HAYCTpis: 3aBASKUA MOMYJSAPHOCTI MOOUIBHHUX 1rOp Ta
xaHpy Endless Runner, rpa Moxe cTatu yCHINIHAM KOMEPILIMHUM IPOCKTOM,
MPUHECTH JI0X11 PO3POOHUKY Yepe3 Mpoaxi, peKjiaMy Ta BHYTPIITHI TTOKYTIKH.

3. Iloka3nuk HaBu4ok: Po3poOka rpu Ha Unity 3 BUKOPUCTaHHSIM MOBH
nporpamyBaHHs C# 103BOJISiE TPOJAEMOHCTPYBAaTH CBOi HAaBUYKH B PO3poOLl
MOOUIBHHX 1FOp Ta NIPOrpaMyBaHHi, 1110 MOK€e OyTH KOPUCHUM IPH MOLIYKY POOOTH Y

rajiy3i irpoBoi po3poOKH.



17

OTxe, MPOEKT CHpSIMOBaHUN Ha po3poOKy MoOUTEHOI Tpu y kaHpi Endless
Runner 3 enementamm platformer Ta arcade, ska 3HaXOAWTh 3aCTOCYBaHHS B
pO3BaKaIbHIN rajgy3i irop, MOOUIBHUN TeUMIHT-IHAYCTpIi Ta AEMOHCTpaIlli HAaBUUOK

pO3po0KH irop Ta nporpamyBanHs**°l,

2.2 Cneunudikania GpyHKIiOHAJIbHUX BUMOT

Tyt onucaB ¢yHKIIOHATBHI MOXJIMBOCTI, SIKI TIOBUHHI OyTH TPUCYTHIMH IS
TOTrO, 00 KOPUCTYBad MII 3[1MCHIOBATH MOCIYTH, L0 HAAAKOTHCA MNPOrPaMHHUM

3a0€3IeUeHHIM, a TAaKOXK BapiaHTH BUKOPUCTAHHS ISl aKTUBHUX J1HOBUX 0Ci0.

2.2.1 Use-Case

Use-Case - BHUKOPUCTOBYIOTH Yy CHCTEMHOMY aHami3l [JIsl BU3HA4YCHHS,
YTOYHEHHS Ta OpraHi3ailii BUMOT 0 CUCTEMH. BapiaHT BUKOPHCTAHHS CKJIAJAETHCS 3
HAa0Opy MOKJIMBHX MOCIOBHOCTEN B3a€MOJIIN MIXK CHCTEMaMH Ta KOPUCTyBa4aMH B
NIEBHOMY CE€pEAOBMILII Ta JJIsl IEBHOI METH. MeTo 1a€e 3MOry OTpUMaTH JOKYMEHT, 110
OIMHCY€E BC1 KPOKHU KOPUCTYBaYa JIJIsi BAKOHAHHS 1.

L1 cuenapii nuIIyThes O13HEC-aHAIITUKAMU Ha BCiX eTanax po3poOku 113, BoHu
JOTIOMAararoTh PO3pOOHUKAM K MOBHHHA MpAIlOBaTH CHUCTEMa il Ha SKUX eTamnax
MO>KJIMBE BUHUKHEHHS IOMUJIKH, 11100 3aBYaCHO iX BUMTPaBUTH. Tex JOKYMEHT 13 IIUMHU
CLIEHAPIsIMU AOMOMOXKE CTBOPUTH THCTPYKIIIO JUIsl KOPUCTYBaYiB.

KokeH BapiaHT BUKOPUCTAHHS MICTUTh TPH OCHOBHI €JIEMEHTH:

AkTop - KopuctyBauem cuctemu mMoxe OyTH JitoguHa abo rpyna JiojeH, sKi
B3aEMOJIIIOTH 13 MPOIECOM.

Mera - KinueBuii ycninmHui pe3ynbTar, 10 3aBeplIye MpoIiec.

Cucrema - [Iportiec 1 kpoku, 3po0ieH1 1711 JOCITHEHHS KiHIIEBOT METH, BKIIFOYHO

3 HeOOXiqHUMM (DYHKIIOHAILHMMU BUMOTaMH Ta IXHBOIO OYiKyBaHOIO Moseainkoro! 4,
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B nanomy BuUnaaky st CTBOPUB 3arajbHy JliarpaMy MPereieHTIB A1 MOKIHBOTO

GbyHKIIOHATY IS KOXKHOI rpynu kopuctyBadiB (Puc 2.1).

{:_--_Update Scure__-_'_'_'}

> —

M e —

F’.Iaver\\?Se lect Characte r),
\ C Select Locatio n;
' Game Shop
< Showshop

(_ Purchase ltem >

Pucynok 2.1 — Use-Case
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2.2.2 CTBOpeHHs AiarpamMu IisIbHOCTI

Jliarpama AisSJIbHOCTI - 1€ Bi3yajbHE IMPECTaBICHHS MOCTIIOBHOCTI oneparii
a00 MOTOKY yIpaBIiHHS B CHCTEMI, MOII0HE 710 JiarpaMu OTOKIB JaHUX a0o glarpaMu
MOTOKIB JaHuX. JliarpamMu JisJIBHOCTI 4acTO BUKOPHUCTOBYIOTHCS B MO/ICIIIOBAaHHI
0i3Hec-miporieciB. BoHM TakoX MOXYTh ONMHMCYBaTH KPOKH Ha JiarpaMi BapiaHTIB
BUKOpPHUCTAaHHA. [[iSIBHICTD, IO MOJETIOETHCS, MOXKE OYyTH TMOCHTIIOBHOIO a0o0
napajienpHoo. B 000X Bumajakax jgiarpama JIisUIbHOCTI Ma€ MOYaTOK (IMOYATKOBHUM

CTaH) 1 KiHEIb (K1HIIEBUH CTaH) (Puc 2.2).

?

Show Main Menu

Select Character and Location

P-es

, Start Game |

——

-

. 2

| Gameplay Actions |

!'i—s\ Player Lost? 1

End Game | Update Score |

‘ Player Centinues? )——!

v

B

v

Access Game Shop

yes

Show Game Shop

Purchase ltems |

R 2

yes/

J Items Left to Purchase? 1

Cantinue Shopping | Exit Game Shop )
L - ;

N 2

<_Still in Game Shop? >

Pucynok 2.2 — Jliarpama JisiIbHOCTI.
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2.2.3 CTBOpeHHH AiarpamMu KJjaciB

HMiarpama kmaciB — 1e UML 300paxkeHHs 3B’A3KiB BHUXIJIHOTO KOy Ta
3aJIeKHOCTI MDK KJIacaMd, BOHO BHKOPHCTOBYETHCA B 00’ €KTHO-OPI€EHTOBAHOMY
nporpamMyBaHH1 JJisi BU3HAYEHHS KOHKPETHHX CyTHOCTeW abo omunuib koxy. Lli
CYTHOCTI, SIKi HA3WBaIOThCSA 00’ €KTaMH, BHU3HAYAIOTh METOAM Ta 3MIHHI B MeEXKax
kiaciB. He3Baxaroun Ha Te, 1110 KOHIICTILISA Jlarpam KJaciB iCHYe Bxke 0arato pokiB,
BOHA OyJia BAOCKOHAJIEHA 3 po3BUTKOM napaaurmu mojentoBants OOl 1 € kopucHuM
IHCTpYMEHTOM Y Bcix popmax OOIL.

Ha nmiarpamax kiaciB 3a3BHuaii 3yCTpi4aloThCsl TPYIH KIIACIB, SIKI MAIOTh MO 10H1
xapakTepucTuku. KBajpaTHe mpejcTaBiIeHHS BUKOPHUCTOBYETHCS JIJISi MO3HAYEHHS
KOXXHOTO OKpEMOTo Kjacy, moaiOHo 1o Onok-cxem. KoxeH KBaJapaT MICTHTh TpH
MEHIIUX MPSIMOKYTHHKA, BEPXHIN 3 IKMX MICTUTh Ha3BY KJIacy, CEpeIHIN BiIoOpakae
1oro atpuOyTH, a HUOKHIHM MOKa3ye ioro onepaiii kiacy. Kiacu MoxyTs OyTH 3'€1HaH1
MIK COOOIO JIHI€I0, HA KIHISIX SIKOi MOKYTh OyTH a00 He MaTu cTpuIkH. LI1 miHii, sKi
3B’SI3YIOTh BC1 KJIaCH MIDK COOOI0 Ha3UBAIOTHCS 3B’ I3KaMHU.

Tex 1ICHYIOTh IEK1JIbKA BUJIIB BITHOIIEHHS M1 KJIaCaMH:

° BigHomenHs arperariii — 11e BiIHOIICHHS, 3a SIKOT'O JBa KJIacH, K1 0epyTh
y4acTh y 3B 3Ky HE € PIBHO3HAUHUMH, BOHA MAIOTh 3B’ SI30K THITY «IILJIe-4aCTHHA.

° BigHoiieHHs1 KOMITO3HUIIIT - 11€ BUJT arperaiiii, ajie TYT 3B’ sI30K € HACTIJIbKU
CWJIBHHM, 1110 YaCTUHU HE MOXKYTb ICHYBaTH 0€3 ILJI0TO.

. BinHouieHHs HacilyBaHHSA — BU3HAYA€ JOUYIPHUI Ta OaThKIBCHKHI Kilac.

o Acorriaris — 1ie 3Buyaitamii 38° 130k,
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Pucynok 2.3 — Jliarpama kiacis

Ha 306paxenni (Puc 2.3) s noOynyBaB giarpamy KjaciB i 3B’ 13KM MK HUMHU.

2.3 Buxopucrani TexHoJiorii

OcHoBHa TexHoorist po3poOku B MeHe — e Unity. Sl BuOpaB came 110
TEXHOJIOT1I0, aJK€ BOHAa JYy)K€ aKTUBHO pO3BUBAETBCA W € OOHIEID 13
HaWIEepCIEKTUBHIIIMX.

Unity Hagae mUpPOKUNA HaOlp I1HCTPYMEHTIB Ta (YHKIIOHATBHOCTEH JIJIst
po3poOku irop. Bin mae BOynoBaHy rpagiuny cucreMy, (p13WdHUI TBUKOK, CUCTEMY
aHiMallii, cucTeMy ympaBliHHS pecypcamu Ta Oarato iHmoro. Kpim Toro, Unity
niATpuMye MoOBY TnporpamyBaHHs C#, sKka € TOTY)KHMM 1 PO3MOBCIOPKEHUM
IHCTPYMEHTOM JJI pO3POOKH IrPOBOT JIOTIKH Ta B3a€EMOJII.

3 BukopuctanHsM Unity mMokHa cTBOptoBatH pizHoMmaHiTHI 3D 1 2D irpw,
HaJallTOBYBaTH rpadiuHi eeKTH, CTBOPIOBATH aHIMAILIIIO EPCOHAXKIB, B3AEMOIISATHU 3
¢13uKor0 00'eKTiB, poOUTH YIpaBIiHHA TpaBleM Ta Oarato iHmoro. Unity Takox
HIATPUMYE 1HTETPAIlilo 3 PI3HUMHU TUIaTGopMaMu, IO JO3BOJISIE PO3TOPTATH TPy HA
PI3HUX MPUCTPOSX, TakuX sk Android, 10S, Windows, Mac Toio.

Unity 3a0e3nedye 3pyunuii iHTepdeic mais po3poOKH, IO TO03BOJSE BaMm
BI3yaJIbHO OpraHi3oBYyBaTH Balll O0'€KTH, KOMIIOHEHTH Ta HajamTyBaHHS. Takox
MO>KHa BUKOPUCTOBYBAaTH Mara3uH akTuBiB Unity, 7€ MOKHA 3HAWTH TOTOBI PECYPCH,
rpadiky, 3ByKH Ta 1HII KOMIIOHEHTH, 1100 MPUCKOPUTH TIPOIIEC PO3POOKH.

3aranom, Unity € HNOTY>KHUM 1HCTPYMEHTOM UIsl pO3pOOKH MOOUIBHUX 1rop,

KM HaJa€ MUPOKI MOXKIMBOCTI JUIs peanisallii mocTaBieHoro 3apaanaa*81d],
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2.4 BucHOBOK po3ia 2

Y npyromy po3auni auriioMHoi po6otu "Po3poOka MOOUIBHOI TpH y KaHpi
Endless runner 3 enemenTtamu platformer ta arcade Ha Unity 3 BUKOPUCTaHHSIM MOBU
nporpamyBaHHs C#" OyIio po3IIIIHYTO KiJIbKa BaXJIMBHUX aCTEKTIB MPOIIECY pO3POOKU
TpHU.

[lounHatoun 3 BHU3HAYCHHS OCHOBHUX (DYHKIIOHAJIBHUX BHUMOT, OyIu
chopMysibOBaHI MOTPEOU TPABIIB, AKI HAalyd BAXKIJIMBI OPIEHTUPU JJI MOJABIIOT
poOoTu. Lle 103BOIMIIO YSIBUTH CUTYALlIIO 3 IEPCIIEKTUBU KOPUCTYBaya Ta CIIpsIMyBaTH
pPO3pOOKY I'py Ha 3aJ0BOJICHHS 1XHIX MOTPeO Ta OYIKYBaHb.

Hami, Oynu po3poOJieHI MPOTOTUIUA TEUMILICI0 Ta PIBHIB T'PH, 10 HAJAIH
BI3yaJlbHy Ta (PYHKIIOHAJbHY YSBY MpO BHUIJSA] Ta MeXaHiky rpu. Lle mo3Bosumio
NEPEBIPUTH 1 aHATI3yBAaTH €JIEMEHTH I'PU, BUSBUTH MOTEHI1MHI TPOOIEeMH Ta 3p00OUTH
BIJIIIOBIIHI KOT€KTHUBH IS MOJIIIIIEHHS I'e€MILIEIO.

VY po3aut Takox Oy po3riIsiHYTI BUKOPUCTaHI TEXHOJIOT1 po3po0KH, 30KpemMa
Unity ta moBa mporpamyBanHst C#. Unity, ik TIOTy)XHE IHTETPOBAaHE CEPEIOBHUIIE
po3po0KH, 3a0e3Meumnsio MIUPOKI MOKIMBOCTI JJi CTBOPEHHS TpU Ta peaiizaiii
pi3HOMaHITHUX (yHKUIA. MoBa nporpamyBaHHa C# BusgBwiIacs €(QEKTUBHUM
IHCTPYMEHTOM JTsl peajtizailii JIOTiKK TPy Ta B3a€MO/I1i 00'€KTIB.

BucHoBOK 3 1TaHOTO PO3ALTY MOJATae B TOMY, IO PO3poOKa MOOIIBHOI TPH Y
xaHpl Endless runner 3 enementamu platformer ta arcade na Unity 3 BUKOpUCTaHHAM
MOBH TiporpamyBaHHs C# € TOIIIBHOO0 Ta IEPCIEKTUBHO. BiMOBIAHO 10 BUMOT Ta
OUiKyBaHb IpaBIliB, OyJia po3po0JieHa 3aXO0IUII0I0YA I'pa 3 HIKaBUM T'eiMILIe

€M Ta BHCOKOIO PIBHEM B3a€MOJii. 3aCTOCYBaHHS BIAMOBIAHUX TEXHOJIOTIH Ta

METOJIMK PO3POOKHU TapaHTYE SIKICTh Ta 3aJI0BOJICHHS KOPUCTYBaUiB IPOIO.



PO3J1JI 3. PO3POBKA

3.1 CTBOpeHHSs1 OCHOBHHUX KJIACIB Ta MANOK.

Hwmwxkye  HaBegeHo  oOcHOBHI  kmack Ta ix  omuc  (Puc

4 ] Scripts
b ol ADS

Bl Audio

[ Bl Bonus

' mll BonusCoins
[+ Ml Decor
[

[

[

[

Bl Enemys

Bl Language

Bl Location

B MainMenu
4 @] Player

Pucynox 3.1 — OcHOBHa CTpYKTypa MPOEKTY

[Tanka Player mictuth B cO01 HACTYIIHI KJIaCH:
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3.1).

Knac Gameplay Biamosigae 3a peaiizariiro irpoBoro mpoiecy (B3aeMOio 3

OOHycaMH 301IbIIEHHS KUTBKOCTI 3apo0ieHux OaliB, B3a€MOJil0 3 HEOE3MEUYHUMHU

MpeIMEeTaMH, B3a€MOJIIIO 3 JIOKAIlSIMHU, MICTUTH JaHl NP0 YHIKaJbHI MO>KJIMBOCTI

nepconaxa); (Puc 3.2 - 3.3).
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UnityEngine.SocialPlatforms;

|3 Gameplay : MonoBehaviour{
[HideInInspector] leaderBoard = "

Animator anim;
erTime adAfterTime;

AudioClip coinSound;
AudioClip bonusSound;
AudioClip overSound;

gameTimer = @;

score;

coins;

coinPlusB = smallBonusCoinsBase;
coinPlusBB 2 .bigBonusCoinsBase;
scorePlus;

scorePlusB ta.smallBonusScoreBase;
scorePlusB! G3 ata.bigBonusScoreBase;

Pucynox 3.2 — YpuBok koay 3 Gameplay

corelI;

coinsUI;

endScorelUI;

endCoinsUI;
GameObject gameOverUI;

GameObject[] control;

Pucynox 3.3 — YpuBok koay 3 Gameplay

[leit cuenapiii BiamoBigae 3a irpoBuid mpouec. OCHOBHI (YHKIIIT IBOTO CIIEHAPIIO
BKJIFOYAIOTh YTPABIIIHHS TPOI0, PO3PaXyHOK OUYKIB 1 MOHET, PEAKIII0 HAa 3ITKHEHHS 3
OOHycamu Ta MepelKoJaMu, BIIOOpaKeHHs €eKpaHy I'pH Ta €KpaHy 3aKiHYEHHS TPU.

— OcHoBHe 110 TyT O0YJ10 peali30BaHo:

— nomku JiaepiB Google Play Games;

— KepyBaHHS aHIMAIlI€I0 IEPCOHAXKA,

— TI0Ka3 peKJIaMHu Iiciisi IEBHOTO Yacy Tpu;

— 3BYKOBI €(eKTH,

— Yac IpU, BUKOPUCTOBYETHCS /IS YCKIIQAHEHHS PIBHS 3 4AaCOM;
— TOTOYHHM PaXyHOK Ta KUIbKICTh MOHET TPaBIIs;

— CKIJTBKH OYKIB 1 MOHET JOJIA€THCS TIPH 300p1 OOHYCIB;

— BI1JOOpaXeHHs paxXyHKY Ta KUIbKICTh MOHET T'PaBIsl B KIHIII TPH
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— eJEeMEHTH IHTepeiicy s eKpaHy 3aKiHUE€HHS TpH;

— KHOIIKH YIPaBIiHHS TPOIO;

— peaiizallis 3ITKHEHHS 3 TIePelIKOo/IaMH;

— TeHepallis BEJIMKUX OOHYCIB;

— nmnay3a

— 30epiraHHs JTaHuX

— B3AEMO/I1s 3 OOHyCaMH Ta MEPEIIKOAaMH;

— mepe3amyckK I'py MIicis 3aKIHYCHHS;

— BigoOpakeHHS paxyHKY Ta KUIbKOCTI MOHET Ha €KpaHi IpH;

— 30epeXeHHs JaHUX I'PaBLs;

Paranom B kiaci 260 psakiB TOMY g HE CTaB MOBHICTIO Oro nmpuBoauTu. Ta B

MOJAJIBLIIOMY HAJTO BEJIMKI KJIacu 51 Oyy MPOCTO OMUCYBATH.

Knac CameraMove Bianosinae 3a pyx kamepu (Puc 3.4);

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

CameraMove : MonoBehaviour{
dumping = of;
Vector3 offset;
GameObject player;
Start(){
offset = Vector3(ef, 5.5f, -1ef);

Update(){
offset = Vector3(ef, 5.5f, -1ef);

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

Pucynok 3.4 - CameraMove
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dumping - 3MiHHa, sika BU3HAYA€ 3MCHIIICHHS IIBUIKOCTI PyXy KaMepH

offset - BekTOp, sIKMii BH3HA4Ya€ BiJICTaHb MK KaMEpOI 1 rpaBlieM. 3MiHHA
1HiIami3yeThes y MeToil Start().

player - mocuiaHHs Ha 00'€KT TPaBIIA.

Start() - meTox, KMt BUKIMKAETHCS OJUH pa3 MPH 3alyCKy CKPUNTY. Y IOMY
METO/Il BCTAHOBIIIOETHCS TOYaTKOBE 3HaUeHHA offset.

Update() - meTon, sIKuii BHKIMKAE€ThCS KOXKEH Kaap. Y IbOMY METOJI
OHOBJTFOETHCS TMO3UIIISI KAMEPU Ha OCHOBI MO3UIIIT rpaBIsd Ta 3HaUeHHS offset.

JlaHuii CKpUNT BIANOBIOAE 32 pPyX KaMepu BIIHOCHO TIpaBUg B TIpi.
BuxopucroBytoun BekTop offset, BijicTaHb MiX KamMepow 1 IpaBIEM 3aJIUIIAETHCS
ctanoro. L{e cTBoproe edeKkT ciliiyBaHHs 3a rpaBIeM IIiJ] 9ac HOro pyxy.

Knac PlayerMove. Biamosinae 3a ynpaBiiHHS pyXOM rpaBlis B rpi. BiH MicTUTB
JIOTIKY JUIsl KEPYBAaHHS PyXOM TpaBIlsi, BKIIOYAIOUM PyX BIEpE] 1 Ha3all, CTpUOKH Ta
aHIMAIIIIO.

Llelt ky1ac MICTUTh HAaCTYIHI METO/I Ta 3MIHHI:

- 3MiHHa ‘speed’ BU3HAYA€E MIBUJIKICTh PyXY TPaBIIs.

- 3minHa jumpHeight' Bu3Hayae BUCOTY CTpUOKa IpaBLisl.

- 3miHHa ‘velocity' 30epirae BeKTOp IMIBUIAKOCTI TPaBIIs.

- 3MIHHa "gravity BU3Haya€e 3HAYEHHS IpaBiTallli, 110 BIUIMBAE HA PyX IPaBLA.

- 3MiHHa jump’ BKa3ye, 4 TpaBellb Ma€ 3A1MCHUTH CTPUOOK.

- 3minHa ‘fly" Bkasye, uu TpaBelb 3HAXOUTHCA Y TOBITPI.

- 3mi"Ha '1sGround’ Bkasye, 4 TpaBellb 3HAXOIUTHCS HA 3EMIII.

- 3minHi runRight’ Ta ‘runlLeft’ Bka3yioTh, un rpaBemps pyxaeTbes BIpaBo abo
BIIIBO.

- O0'ekT "joystick’ BUKOPUCTOBYETHCS AJi1 KEPYBAHHS IPABLIEM.

- Metop “Idle()" BinTBOpIOE aHiMaIlit0 0€3a1sUTBHOCTI TPABIIS.

- Meton "Jump()" BiATBOpIOE aHIMAIIit0 CTpUOKa TpaBIIsl.

- Meron "Update()’ BUKIMKAETHCS HA KOXKHOMY KaJpi Ipu 1 KEpPye PyXxom

rpaBIls, aHIMAIlI€I0 Ta 00pOOIsie CTPUOKH.
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Knac ‘PlayerMove' wmae migkiaioueHHS [0 KOMIIOHEHTIB ~Animator  Ta
“CharacterController’, siki BUKOPUCTOBYIOTBCS IJIsl YIPABIiHHS aHIMAIEIO Ta PyXOM
rpaBig BiAmoBigHO. Kimac Takoxk BKIIOYae OOpoOOKYy MOIIA MOTHUKY 10 €KpaHy 3a
nonomoroxo "EventTrigger 29,

Knac PlayerGenerator BiamoBifae 3a reHepalliro Ta yIpaBIiHHS I'paBLEeM Y Ipi.
Bin wmicTuTh JOTiKy Ay BUOOpPY MEpCOHa)Ka, CTBOPEHHS TOJIOBHOTO TpPaBIId,
HAJIAIITYBaHHS KOMIIOHEHTIB IPaBIlsl Ta YIPABIiHHS NOIISMU i 4yac TPH.

Leit kac Mae HACTYITHI MOJISL T 3MIHHI:

- 3minHa adAfterTime' Bkazye Ha kommnoHeHT AdAfterTime’, skuii
BUKOPHUCTOBYETHCSA U1 BIATBOPEHHS PEKJIAMM MICIIsl IEBHOTO Yacy I'pu.

- 3Mmini coinSound’, ‘bonusSound’ Ta ‘overSound’ MICTATH ayaIOKIINU IS
3BYKOBHUX €(EKTIB I'PH, TAKUX AK 3BYK MOHETH, OOHYCY Ta KIHIS TpU.

- MacuB “player’ MicTuTb pi3Hi rpadiuHi MOJIEI TPaBIIiB.

- O0'ekT "joystick’ BUKOPHCTOBYETBCS JUIsl KEPYBaHHS TPABLIEM.

- TekctoBi nosist “scoreUI" Ta "coinsUl" BUKOpHCTOBYIOTHCS /17151 B11OOPAKEHHS
paxyHKy Ta KUTbKOCT1 MOHET TI1J] 4ac TPH.

- TekcroBi monst “endScoreUI' ta ‘endCoinsUI' BHKOPUCTOBYIOTHCS st
B1JI0Opa)KEHHS KIHIIEBOTO PaXyHKY Ta KIJIbKOCTI MOHET MICJIs 3aBEPIICHHS TPU.

- O0'exktn "gameOverUI' Ta “control’ BUKOPUCTOBYIOTHCS ISl YNpPaBIIIHHS
1HTEepeicoM mij yac rpu.

- O0G'ext 'bigBonusGenerator' BHUKOPHCTOBYETHCS JIA TEeHEpAIlii BEJIUKOTO
OOHyCY B Ipi.

- O0'ext "jumpButton™ mpexncrasnsie 'EventTrigger', sikuif BUKOPHUCTOBYETHCS
JU1s1 0OpOOKHM 1MO/T1i HATMCKAHHS KHOIIKK CTPHUOKA.

Meron "Awake()’ BUKIMKA€ThCA MPU 3aMyCKy TP 1 BIJMOBIJIAE 32 CTBOPEHHS
TOJIOBHOT'O TPaBlsl Ta HaJallITyBaHHS MOro KOMIOHEHTIB. 30KpeMa, BiH HaJalllTOBY€E
KepyBaHHsI TPaBIEM, BCTAHOBIIIOE 3B'S3KH 3 KOMIIOHEHTaMH FOJIOBHOI KaMepH Ta (JOHY,
nepeaae HeOOXITHI 3HA4YeHHs Uil BiAOOpakeHHs 1H(opMalii M Yac TpU Ta

HaJIAIITOBYE 3BYKHU I'PH.
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Merton "Update()” nmepesipsie, un BctaHoBiaeHO (iar “exitGame' y "GameData’.
ko Tak, To BiH 3aBaHTaxye cueny "EnterLocChar", mo6 noBepuyTucs 10 BUOOpy
MICLIS Ta IEPCOHAXKA.

Meton  "OnDestroy()’  BUKJIMKA€TbCS  Tepell  3HUIICHHAM  00'ekTa
"PlayerGenerator’ 1 BiZiIIOBIIa€ 3a 3HUILICHHS TOJIOBHOT'O IPaBIIs.

[Tanrka Enemies micTuth gaHi Ipo BOPOTiB Ta BOPOXKi MPEIMETH:

Knac BoxLogic BinmoBinae 3a 10riKy HeOE3MeUHUX MEePEIIKO]] Ha JIOKAIisX

(Puc 3.5);

System.Collections;
ystem.Collections.Generic;
UnityEngine;

—0

¢ : MonoBehaviour{

sion.CompareTag
if (boxSpeed > @) boxSp

|
|

Update(){

if (boxSpeed > 8)
transform.position = Vector3(transform.position.x, transform.position.y - boxSpeed * Time.deltaTime, transform.positien.z);

.gameOver || Ga ata.restartGame || GameData.exitGame){
gameObject);

Pucynok 3.5 - BoxLogic

boxSpeed - 3MiHHa, 110 BU3HAYAE IIBUIKICTh PYXY 00'€KTY.

Start() - meTox, KKt BUKIMKAETHCS OJUH pa3 MPH 3aMyCKy CKPUNTY. Y IbOMY
METO/Il BCTAHOBJIIOETHCS TTOYATKOBA 3HAYEHHS MBUAKOCTI boxSpeed.

OnTriggerStay(Collider collision) - mMeron, sikuii BUKIMKAETHCS, KOJIU O0'€KT
nepedyBae B KOJI311 3 IHITUM KoJiaiaepoM. SIKIo Komi3ist BiIOYBa€eThCs 3 00'€EKTOM,
saxui Mae ter "ground", mBuaKicTh boxSpeed 3menmyernest Ha 0.07.

Update() - merom, sAKkuii BUKIMKAETbCA KOXKEH Kaap. Y IbOMY METOII
peaizoBaHO pyx 00'ekTy BHM3 31 MBUIKICTIO boxSpeed. Takox, mepeBipseThCs CTaH

rpu (GameData.gameOver, GameData.restartGame, GameData.exitGame), 1 sik1110 rpa
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3aKiHYMIach ab0 Tepe3amycKaeTbess ab0 3aKpUBAETHCSA, OO'€KT 3HUILYETHCS

(Destroy(gameObject)).

Knac SharkLogic BiamoBifa€e 3a JOTiKy BOPOTIiB SIKI IUKIIYHO PYXaOThCS 10

nokaiii (Puc 3.6);

System.Collections;
s.Generic;

MonoBehaviour{

powerMove T3
moveBorder =
movelp = g

gameTimer = 8;
activateTime = 28;

downLimit = @;
Start(){}

FixedUpdate(){
gameTimer += Time.deltaTime;

if (gameTimer > activateTime){
if (moveBorder : 2){
movelp = F
downLimit = Random.Range(1ef, -1eef);
h
if (moveBorder < downLimit{
movelp = 2

i

if (moveUp == {

transform.position += transform.right / powerMove *

moveBorder++;

}else{

transform.position -= transform.right / powerMove *

moveBorder--;

Pucynok 3.6 — SharkLogic

Time.deltaTime;

Time.deltaTime;

Le#t xknmac "SharkLogic™ BinnmoBinae 3a JOTiKy pyXy akyiu B rpi. BiH MicTUTh

JIOTIKY TEpPEMIIICHHS aKyJd B3[0BX TOPU30HTAJIBHOI OCI Ta YIpPaBIiHHA il PyXOM

Bropy ta Bam3!?,

Llelt k1ac Mae HACTYTIHI MOJIS TA 3MIHHI:

- 3miHHa ‘powerMove' BU3HaYa€ MIBUIKICTh PYXY aKyJH.

- 3minHa ‘moveBorder’ Bka3zye Mexy MepeMillieHHs aKyJId 0 TOPU30HTAIBHO
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- 3minHa ‘moveUp’ BKasye, Uu pyXa€eThCs aKkysa Bropy.

- 3MiHHa ‘gameTimer’ BIACTEXYe Yac, M0 MPOMIIOB MICIs MOYATKY IPH.

- 3MiHHa ‘activateTime' BU3Hayae 4yac, MiCis SKOro aKyJja CTa€ aKTUBHOIO.

- 3migHa ‘downLimit’ BH3HAYa€ JIMIT, 10 SIKOTO aKyjda MOXKE OIYCTHUTHCS [
BOJy (TJIMOMHA).

Merton “Start()’ BUKIHKAEThCS MPH 3aIMyCKy TP 1 HE MICTUTH >KOJHOI JIOT1KH.

Meron ‘FixedUpdate()' BuUKIHMKaeThCS 3 (PIKCOBAHOIO YACTOTOI 1 BHUKOHYE
TOJIOBHY JIOTIKY pyXy akynu. [licis Toro, sik mpoiie Bu3HaueHui yac “activateTime’,
aKysia CTa€ aKTHBHOIO. AKyJia TEPEMIIIye€ThCS B3J0BXK TOPHU3OHTAJIBHOI OCI 3
BUKOPUCTAHHSAM 3MIHHOI powerMove'. AKyJa TaKoK MOXE PyXaTUCs BrOpY Ta BHU3
B 3aJieHOCTI Bij 3HaueHb moveBorder' Ta ‘downLimit'. fAxmo ‘moveBorder
nepepuirye 100, akymna mounHae pyxaTHUCs BHHU3 1 BCTAHOBIIIOETHCS BUIIAJKOBE
3HaueHHs st downLimit’. Konu "moveBorder’ ctae menmum 3a “"downLimit’, akyia
NMOYMHAE pyxatucs Bropy. Pyx akymum Bropy abo BHU3 3aJIeKUTh BiJl 3HAYCHHS
‘moveUp’.

Knac Stonelogic Biamnosigae 3a JIOTiKy HeOE3MEUHUX MPEIAMETIB SKi MaayTh 3
HeOa; BiH MICTUTB JIOTIKY pyXY MEPEeIIKO/I, 3ITKHEHHS 3 00'€KTaMu Ta X 3HUILCHHS.

Lle#t k1ac Mae HACTYIIHI MMOJIS TA 3MIHHI:

- 3MIHHa 'anim’ BHUKOPHCTOBYETHCS JJI1 AOCTYNY IO KOMIIOHEHTa aHiMalli
MEPEITKO/.

- 3wminHa ‘particles’ 30epirae TOCWUJIaHHS HAa YaCTHHKH, SKI OyIyTh
BUKOPUCTOBYBATHUCH MICIIS 3ITKHEHHS MEPEIIKOIN 13 3€MJIEIO.

- 3minHa ‘particleSystemUse’ BUKOPUCTOBY€ETHCS JUIs 1IHCTAHLIIIOBaHHS 00'€KTY
YaCTUHOK.

- 3miHHa ‘particle’ MICTUTh TOCUJIaHHS Ha KOMIOHEHT ParticleSystem’, 1o
KEepy€ YaCTUHKaMHU.

- 3minHa 'lifeTime’ BiAcTeXYy€E yac, MO MPOUILIOB MICSA MOYATKY TPH.

- 3mi"Ha ‘stoneSpeed’ BU3HAYa€E MIBUAKICTh PYXy MEPEIIKO.
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- 3miaHa ‘stoneConnect’ mo3HAYa€e, YW TEPEIIKOAA B3a€EMOIE 3 1HIIAMH
00'eKTaMH.

Meron ‘Start()’ BUKIMKA€ThCS TPH 3ayCKy T'pH 1 1HILIANIZY€E AESIKI MOJA Ta
KOMIOHEHTU. SIKkimo 'boom’ BCTaHOBIEHO Ha 'true’, CTBOPIOIOTHCS YACTHUHKHU 1
30epiraeTbCcsi MOCUJIAaHHSA Ha KoMIOHEHT ParticleSystem'. B iHmomy Bumanky
1HIIT1JTI3Y€THCS KOMITOHEHT aHIMaIlii.

3minHa ‘stoneSpeed’ BCTaHOBIIOETHCS HA 3HaYeHHS Sf.

Meron "OnTriggerEnter(Collider collision)’ BUKJIMKA€ThCS, KOJU MEPEIIKOIU
31IITOBXYIOTHCS 3 THIIUM 00'€KTOM. SIKIIO 31IITOBXHEHHS Bi10yBaeThes 3 "ground", To
B 3QJEXKHOCTI BiJ 3HAYEHHS boOm BUMHUKAETHCS KOJAWAEp MepemKoan ado
BKJIIOYAETHCSI BIATBOpPeHHS dYacTHHOK. 3minHa lifeTime’ ckumaerbess Ha 0, a
‘stoneConnect’ BCTAaHOBIIOEThCA B true. SIKIIO 3IIITOBXHEHHS BiIOYBA€ThCA 3
"destroyer", kaMiHb 3HUIIIYEThCSI.

Meron "OnTriggerStay(Collider collision)’ BHUKIHMKa€eThCS, KOJIU MEPELIKOIA
nepedyBae y B3aeMO/I1i 3 IHIIUM 00'ekTOM. K10 BOoHA 3HaxoauThes Ha "ground" abo
3imToBxHYBCs 3 "Player", To oro mBuakicTh stoneSpeed’ 3MEHIIIYEThCSI.

Merton "Update()’ BUKIMKAETHCS KOXKEH KaJp 1 BIAMOBIIAE 32 PyX MEPEIIKO/I.
Koopaunara Y 3MIHIOETBCS B 3aI€KHOCTI Bijl “stoneSpeed’ Ta dacy, 110 IpOMIIIOB 3
OCTaHHBOTO KaJIpy.

Meron "FixedUpdate()' BukimkaeTbcs 3 (PIKCOBAaHOIO YacCTOTOK 1 MICTHTh
JIOTIKY 3HUINEHHS TMepemkos. Ko Tpa 3akiHumiacs abo Mepe3amycKaeThes,
MepenIKoIu 3HUIYIOThCA. Akio "stoneConnect’ BCTAHOBJIEHO B 'true’, 301JIbIIYETHCS
“lifeTime'. Slkmro “lifeTime" mocsrio 3HadenHs 30, KaMiHb 3HUIIYETHCS.

Meron 'OnDesttroy()’ BUKIHMKAETHCS TEpPEa 3HUIIEHHSM O0'€KTY MEPEIIKo i
3HUIYE IX.

Kiac StoneGenerator piamoizae 3a reHepallifo HeOS3NEeUHUX MPEJAMETIB IO

nanaTh (Puc 3.7);
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ystem.Collections;
m.Collections.Generic;

- : MonoBehaviour{

generateSp
mind
mao

Start(){
generateSpeed = 3;

stoneNums = 73

Update( ){
if (generateTimer >= generateSpeed)
generateTimer =
if (generateTimer == @){
for ( i @; 1 <« stoneNMums; i++){
randomX = transform.position.x + Random.Range(minX, m.

randomy = tr "m. pos + Random.Range(-1&f, 1
Vector3 spawnPosition = Vector3({randomX, randomY, transform.position.z);

Quaternion spaswnRotation = Quaternion.Euler(@, angle, 8);

Instantiate(stone, spawnPosition, spawnRotation);

}

b
generateTimer += Time.deltaTime;

1
¥

Pucynok 3.7 — StoneGenerator

[IpumiTka:

IIpedad (Prefab) - me tunm ob'exta y Unity, sikuii BUKOPHCTOBYETHCS ISt
CTBOPEHHS KO OJTHOTO 00'€KTa 3 OJIHAKOBUMHU BJIACTUBOCTSIMHU Ta KOMIIOHEHTaMHU.
[Ipedab € mabnoHOM, KM MOXHA BHKOPHUCTOBYBAaTH HJisi CTBOPEHHSA 0OaraThbox
OJIHaKOBHX 00'€KTIB y Ipi.

[Ipepad wmictuth B c0O1 BCl HEOOXIJHI KOMIOHEHTH, HAJAIITyBaHHS Ta
napameTpu 00'eKTa, sIKI MOXHA BUKOPUCTOBYBATH Mpu Horo cTBopeHHi. Konu npedad
PO3MIIIIEHUH Y CIIEH1, MOKHA CTBOPIOBATH €K3eMIUISIpU 1IbOTO npedada, 1Mo J03BOIISIE
IIBUJIKO CTBOPIOBATH 0arato 00'€KTIB 3 OJTHAKOBUMH BJIACTUBOCTSIMH.

OmHUM 3 TOJIOBHHX TIEpeBar BUKOPUCTaHHS IpedadiB € MOKIIMBICTh 3MIHIOBATH
onuH mipedad, a Il 3MIHM aBTOMATUYHO BiIOOPaKaTUMYThCS Ha BCIX CTBOPEHHUX
ex3eMIuIsipax 1poro mnpedada y cueni. Lle copoliye pemaryBaHHsS Ta yHpaBiiHHS
GaraTbMa 00'ekTamMu ogHOro TUIy!?Y,

Kiac Snowman Bianogigae 3a GOHOBUX BOPOTIB, sIKi 3aBa)KafOTh TPABIIIO;

OCHOBHI HOT0 €JIEMEHTH:
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Animator anim: 3MiHHA JJIs1 JOCTYIy 10 KOMIOHEHTa Animator 00'ekTa

float time: yac, IKui TPOMIIIOB IMIiCJIS IOYATKY TPU

float timer: TaiiMep /I BU3HAYCHHS IHTEPBAITy aTakd BOpOra

bool animPlay: mpamoperrs, 1mo Bka3ye, 41 TpacThCsl aHIMAIlis aTaKu

int interval: iHTepBaJI Mk aTaKaMH

bool runRight: mpanopetp, 1110 Bka3ye, 4 pyxaeTbCs BOPOT BIIPABO

bool move: npanoperib, 10 BKa3ye, Y1 PyXa€ThCsl BOPOT

float speed: mBUIKICTE pyXy BOpora

int activateTime: gac, micis IKOro BOPOT aKTUBYEThCS

VY wmetom Start() iHimiami3yeTbcs 3MiHHA anim 1 OTPUMYETHCS JOCTYH [0
KOMITOHEHTa Animator o0'ekTa.

Y wmeroai OnTriggerEnter(Collider collision) BcTaHOBIIOIOTHCS Mpanopiii
runRight B 3a51€3kHOCTI BiJ] TOTO, 3 IKUMH 00'€KTaMU CTUKAETHCS BOPOT.

¥ metoni Update() mpoBoAUTHCSI OHOBIICHHSI JIOT1KU Bopora. [lepeBipsieThes uac,
10 MPOWIIOB, Ta CTaH aHiMarlii. 3aJe)HO BiJ IOTO PYXAEThCS BOPOT BIPaBO abo
BJ1BO. [licis mocsATHEHHS IEBHOTO Yacy aKTHBYETHCS aTaka BOpora.

Knac TraplLogic BiamoBijzae 3a JOTIKy MacTOK, sKI TEHEPYIOThCSA Ha JIOKAIii

(Puc 3.8);

.Collections.Generic;

: MonoBehaviour {
Animation anim

Start() {
anim = GetComponent<fAnimation>();

onTriggerEnter(Collider collider) {
if (collider.CompareTag(“Player™)) {
anim.Play();

Update() {

T
|
|
|
!

meData . gameOver GameData . restartGame GameData.exitGame) {
roy (gameObject) ;

Pucynok 3.8 - TrapLogic
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Komu oO6'ekt 3imToBXyeTbcs 3 KojaiimepoMm, sikuii mae Tter "Player",
BIITBOPIOEThCA aHiMallig. KpiM Toro, y KOXXKHOMY KaJpi IepeBIpSIETbCA CTaH T'PH
(GameData.gameOver, GameData.restartGame, GameData.exitGame), 1 sikio xo4a 6
OJIHA 3 IIUX YMOB € ICTUHHOIO, 00'€KT MACTKU Oy/e 3HUIIEHO.

[Tarka BONUS mMicTUTh J1aHi PO OOHYCHI IPEAMETH:

Knac Bananal ogic BiamoBigae 3a J1oriky O0OHYCIB IIO 1TaJal0Th;

Ie#t xox BiAMOBima€e 3a JOTiIKy OOHYCIB y Tpi, 30Kpema 3a 6boHycu-6ananu. Och
po30ip PyHKITIH:

1. ¥V ¢yskuii "Start’ BCTaHOBIIOIOTHCS MOYATKOBI 3HAYEHHS JJIsI aHIMAIlil Ta
HIBUKOCTI pyXy OaHaHa.

2. @yukiis "OnTriggerEnter’ BUKIMKAeThCs, KOJIU 00'€EKT MOTPAILISiE€ B TPUTEP.
Ski1o 31TkHEHHS B110y10¢s 3 00'ekToM 3 Terom "ground" a6o "Player", BiiTBOpro€eThCs
aHiMallis OaHaHa 1 BCTAaHOBIIIOETHCS Mpanopelb bananaConnect’ y 3HaueHHs ‘true'. Y
pa3i 3ITKHEHHs 3 00'eKTOM 3 TeroM "destroyer", OaHaH 3HUITY€ETHCS.

3. ®ynkuis OnTriggerStay BUKIMKAETHCS, SKIIO 00'€KT nepedyBae B TpUrepi.
SAxio 31TKHEHHS B1I0yBa€eThbes 3 00'ekToM 3 Terom "ground" ado "Player", mBuakicTh
pyxy O0aHaHa 3MEHIITYETHCS 3 KOXKHUM KaJ[POM.

4.V ¢yukmii "Update” 3MiHIOETBCS MO3UITIST OaHaHa B3AOBXK OC1 Y 3aJIEKHO Bif
IBUJIKOCTI pyXy. SIKIio rpa 3akiHdywmiacs abo rpaBellb Mepe3anyCcTuB Tpy, OaHaH
3HHIIYETHCS.

5. @ynkiis FixedUpdate' BuknmkaeTrscs oauH pa3 Ha (iKCOBaHY KUIBbKICTb
kaapiB. Skmo ‘bananaConnect’ mae 3Ha4YeHHs true’, 30UIBIIYETHCS JTYUIBHUK
“lifeTime’. Sxmo "lifeTime" gocsrae 3nauenns 30, 6aHaH 3HUILYETHCS.

6. YV ¢ynkuii "OnDestroy’ 6aHaH 3HUILYETHCS MPU HOTO 3HULICHHI.

[leit kox peanmizye pyx Ta B3aEMOJi0 OOHYCIB-OaHaHIB y Tpl. 3alie’KHO BIJ
31TKHEeHb 3 00'exkTamu 3 teramu "ground" Ta "Player", 6aHan mMo’ke BIITBOpIOBATU
aHIMaIlit0, 3SMIHIOBATH IIBUAKICTh Ta 3HUIIYBATHCS.

Kitac BananaGenerator BiroBijiae 3a reHepailito OOHYCiB 110 aJal0Th;

Ile#t xox BiAMOBiNa€ 3a TeHepalliro 00HyciB-0anaHiB y rpi. Och po306ip QyHKITI:
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1. V ¢ynkmii "Start® BCTAaHOBIIOIOTHCS MOYATKOBI 3HAYCHHS IS IIBHIKOCTI
reHeparrii Ta KilbKocTi OaHaHiB.

2.V ¢ynkuii "Update’ nepeBipseTbes yac, 10 MPOUIIIOB 3 OCTAHHBOI FeHeparlii
OananiB. fkmo "generateTimer nocsirae 3HaueHHs1 generateSpeed’, BIH CKHIA€THCS
70 HYJIS 1 TeHEPYEThCs 3a/laHa KIIbKICTh OaHaHiB. KokeH 0aHaH pO3TaIllOBYEThCS y
BUITAJIKOBUX KOOpJWHATaX Ha oci X Ta Y HABKOJO 00'€KTa, IO SIKOTO MPUKPITUICHUN
e ckpunt (transform.position’), 3 BUNAAKOBUMH BiIXWJICHHSIMHU. baHaHu
CTBOPIOIOTHCS 3a JIONOMOror0 Instantiate” 3 BukopuctaHHsM npedaly "banana’ i
CTBOPIOIOTHCS 3 TOYATKOBUM oOepTaHHsM “Quaternion.identity’.

3. ‘generateTimer' 30UIbIIYETbCA Ha BEJIUYMHY dYacy, LIO0 MPOMIIOB 3
OCTaHHBOTO KaJIpy 3a gornomororo Time.deltaTime'.

Llelt ko AO3BOJISIE TEHEPYBATH 3aJaHy KUIbKICTh OOHYCiB-OaHaHIB 3 33JJaHOIO
MIBUJKICTIO Y BHUIMAJKOBUX MICIIX HABKOJO 00'€KTa, JO SKOTO MPUKPIIUICHUN Leh
CKPHIIT.

Kiac BigBonusLogic BianoBijae 3a JIOTiKy BEIUKUX OOHYCIB Ha KpasiX JOKaIliif;

2.V dynakuii "OnTriggerEnter’ mepeBipsieTbcs 31TKHEHHS 3 TpaBlieM. KO
OOHyC B3ITKHYBCA 3 TpaBlieM, BiH 3HuUIyeThcs (‘Destroy(gameObject)’). Sxuro
‘NightLocation® nopiBHIOE ‘true’, BCTAHOBIIOETHCS 1HTEHCHUBHICTh  CBITJa
(‘'NightLight') na MakcuMaibHEe 3HAYEHHSI.

3. V¥V ¢ynkuii "FixedUpdate' mepeBipsieTbCs MOTOYHUN CTaH rpH. SKIIo rpa
nepesanyckaerbes, 6onyc 3HuIyeTbes (T Destroy(gameObject)’).

4. 3minni ‘powerMove’, ‘'moveBorder’ Ta ‘'moveUp’ BUKOPUCTOBYIOTHCS IS
KepyBaHHS pyxoM OoHycy. BoHyc pyxaeTbcsi Bropy 1 BHH3 3a JIOIIOMOIOIO
TpaHchopmariiitHoi marpuii “transform’. Konmu ‘'moveBorder’ nocsirae 3nauenss 10,
‘moveUp’ ctae 'false’, mo o3navae pyx BHu3. Konu ‘'moveBorder™ nocsirae 3HaueHHs
0, ‘'moveUp’ crae ‘true’, mo o3Havae pyx Bropy. KoxHnoro kaapy 60Hyc o6epTaeThes
HaBKOJIO ocl Y 3a jonmoMoror Quaternion.AngleAxis’ 1 mepeMillyeTbCs Bropy ado
BHM3 3aJIKHO Bij 3HaueHHss moveUp' ta ‘powerMove'.

5. Y dynkuii "OnDestroy’ 3HUIITYETHCS OOHYC.
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Ie#t xox BiAMOBIAAE 3a PyX Ta B3a€EMOJIIIO BEIMKUX O0HYCIB y Tpi. Hampukiman,
IIpH 3iTKHEHHI 3 TPaBIIEM BOHU 3HUIINYIOTHCS, & B pa3i BUKOPUCTAHHS Ha KOHKPETHIN
JIOKaI(il MOKe 3MIHIOBATUCS 1HTEHCUBHICTH CBITJIA.

Kinac BigBonusGenerator BiamoBimae 3a reHepariito BeIUKIUX OOHYCIB;

1. V ¢ynkmii “Start’ 3minHa “bonusActive’ BCTaHOBIIOETHCS HA 3HAYCHHS
“false’.

2. Y ¢ynkuii "Update’ mepeBipsieTbcsi cTaH reHeparopa. Skmo "bonusActive
nopiBHioe “false’, a “activeGenerator' IOpiBHIOE true’, TO CTBOPIOETHCS EK3EMILISIP
o0'ekTy 'bonus’ (Bemukoro O00Hycy) 3a jgomnomMororo Instantiate’. BcTaHoBIO€TBCS
M0JIOKEHHSI HOBOCTBOPEHOTO OOHYCY Ha mo3uilito reHeparopa. Axmo ‘NightLocation®
JIOPIBHIOE 'true’, TO Ha HOBOCTBOPEHOMY OOHYCI BCTAaHOBJIOETHCS TMapameTp
‘NightLocation® 1 ‘NightLight'. 3minni ‘bonusActive® Ta activeGenerator
BCTAHOBJIIOIOTHECS Ha BIJNOBIIHI 3HAYCHHS, a TaKOXK 3MIHHI bonusActive' Ta
‘activeGenerator’ iH1oro reneparopa (- otherGenerator') OHOBITIOIOTHCS.

Leli ko BIMOBIJAE 32 TEHEPALIIIO BEIMKUX OOHYCIB y Tpi. BiH CTBOpIOE HOBHIA
EK3eMIUISIP BEJIMKOro OOHYCY Ha MO3HUIIIT reHepaTopa Ta HaJIAITOBY€E HOTO apamMeTpu
B 3aJIC)KHOCTI BiJl YMOB.

Location BiamoBijiae 3a reHepaitito Jiokaiiii, 00paHoi B CIIUCKY JIOKAIiil B MEHIO

(Puc 3.9);

4 @] Location
4 @] Airplain
c# AjrplainRotate.cs
[ AirplainRotate.cs.meta
Ml lungle
B Might
Ml Retro
Bl Snow

[0 Airplain.meta

[0 Jungle.meta

Might.meta
Retro.meta

Snow.meta

Pucynok 3.9 - Location
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Ile#i xom BIAMOBITAE 3a TEHEpaIil0 Mepemkoa (smukiB) y rpi. JlaBaiite
posrisiHemMo Horo aeranbHime (Puc 3.10):

- “float gameTimer = 0; - 1e 3MiHHa, sIKa BiICTEKYE Yac IPH.

- "bool createBox = false;” - me mpamoperlb, SKuii MOKa3ye, 4d MOTPIOHO
CTBOPIOBATH HOBUH SIITHK.

- “public GameObiject box;™ - 1ie mpedad simuka, sskuii Oyae reHepyBaTHCA.

- “public int timeBoxGeneration = 30;" - 1ie inTepBat yacy (y CeKyH/ax), miciis

AKOro Oyzie reHepyBaTUCsI HOBUH SIIITUK.

System.Collections;
System.Collections.Generic;

UnityEngine;

Jung vents : MonoBehaviour

gameTimer = @;
createBo
GameOb
timeBoxGeneration = 38;

Start()}{ }

), Quaternion.Euler(a,
Instantiate(box, = N })» Quaternion.Eule
if (timeBoxGeneration == (box, ector3 - Quaternion.Eule
else Instantiate(box, Vector3(15, 20, 9), Quaternion.Euler 3

gameTimer
createBox
1
is
gameTimer 4= Time.deltaTime;
if (gameTimer > timeBoxGeneration){

GenerateFirstBox();
createBox =

Pucynox 3.10 - Location

V¥ metoni "GenerateFirstBox' renepyerscs nepiiia nocTtiiiHa nepenikoaa (SuuK)
3anexHO Bia 3HaueHHs timeBoxGeneration'. BUKOPUCTOBYIOTBCS Pi3HI MO3UIIIT Ta
MOBOPOTH JIJISI SIIIIUKIB.

Meron "FixedUpdate' BUKkiIMKaeThCs 3 (1KCOBAHOIO YACTOTOIO 1 BAKOHYE JIOTIKY

rpu. Skmo rpa mnepesamyckaerbes (‘GameData.restartGame == true'), 3MiHHI
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‘gameTimer’ Ta ‘createBox' CcKHMIalOThCAd [0 TOYATKOBUX 3HA4YeHb. B 1HIIOMY
BUMAJKY, 3MiHHA ‘gameTimer’ 3011bIIy€eThCS 3 KOKHUM KaJIpOM.

Axmo ‘gameTimer’ mnepepuinye 'timeBoxGeneration', BUKIUKAETHCS METOJT
“GenerateFirstBox ', skuii reHepye HOBHIA AuK. 3MiHHA "createBox' BCTaHOBIIOETHCS
B 'true’, 100 YHUKHYTH MHOXKHHHY T'€HEpaIliio SIIUKIB O HACTYITHOTO 1HTEpBaIy.

Ie#i K01 BUKOPUCTOBYETHCS JJISI CTBOPCHHS CUCTEMU TeHeparlii Mepemnikoa y rpi,
3a0e3Meuyroun yCKIaJHEHHS PIBHS 3 YACOM.

GameData peaiizye 30epexeHHs Ta 3arpy3Ky JaHUX 3 TPUCTPOIO

(Puc 3.11);

bigBonusCo
smallBonusScoreBa
bigBonusScoreBase =

smallBonusScoreMultiplier
bigBonusScoreMultiplier

smallBonusCoinsLeve

bigBonusCo
smallBonusScorelevel = @;

bigBonus5ScoreLevel

[1
(1

[
[

smallBonusCoinsUp
bigBonusCoinsUp =

smallBonusScorelp
bigBonusScorelp =

reloadAd =

ADStime
FreeCoins

[charsNum] ;

scorelocation = [locsMum] ;

scoreCharacter = [charsNum] ;

Pucynok 3.11 - GameData

[e#t ko MICTUTH PI3HOMAHITHI JJaH1 Ta HAAIITYBAHHS JJIs TPH.

Hanpuknag 1yt 30epiraloThCs JaHl MpO 3arajibHy KiJIbKICTh MOHET

Ta

HaWKpanui pe3ysbTar TpH, 1IeHTU(IKATOPH MTOTOYHOT JIOKAIIIl Ta MepcoHaxka y Tpi,
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KUTBKICTh MOHET, SIKI TpaBellb 3apOOMB Ha MOTOYHOMY PiBHI, IIHU IS JIOKAIliil Ta
MePCOHAXIB Yy T'pl, YU JOCTYIIHI JIOKAIlli Ta MepCOHaX1 (YU BOHM KYIUICH1), PEKOPIH
TpaBIIs U KOXKHOT JIOKAIIii Ta IepcoHaXka, Ui BBIMKHEHI 3BYK Ta My3HKa Y TPi.
Takox BU3HAYAIOTHCS Pi3HI MapaMeTpH Ta HaJaIITyBaHHS, TakKi SK KIJIbKICTh
PIBHIB Ta 6a30B1 3HAYCHHS JIJIs1 OOHYCIB, IIIHW, MYJIbTUILTIKATOPH, P1BHI Ta ITiIBUIIICHHS
JUTSI MOHET Ta OalliB.
Knac LocCharList BignoBigae 3a peai3aliito CUCKIB MEPCOHAXKIB Ta JIOKAIii

(Puc 3.12);

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

n : MonoBehaviour {

Vector3 coord;
RectTransform cont;

start() {
cont = GetComponent<RectTransform:();

if (ident == @) {
coord = cont.position;
coord. ) Gan .coordlLocs;
cont.anchoredPosition = coord;

if (ident == 1) {
coord = cont.position;
coord.y = Ganm .coordChars;
cont.anchoredPosition = coord;

Update() {

if (ident ) {
Ga a.coordlocs = cont.anchoredPosition.y;

ident == 1) {
a.coordChars = cont.anchoredPosition.y;

Pucynok 3.12 — LocCharList
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Ile#i ckpunT BIAMOBiMAE 3a MO3MINIO CHHUCKY po3ranryBadb (locs) abo
nepcoHaxiB (chars) B rpi. 3anexHo BiJl 3HaueHHs ident, BCTAHOBIIOETHCS MOYATKOBA
MO3UIIIS CITUCKY. [Ipy OHOBJIEHH]1 KOYKHOTO KaJpy, KOOPAMHATH MO3UITT 30€piraroThes
B 3MiHHIi GameData.

Kiac StartGame BiamnoBijgae 3a nmepeBipKy oOpaHOTo MepcoHa)ka Ta JIOKaIlii 1

po3nodrHae rpy (reHepye JoKarliro Ta nmepconaxa) (Puc 3.13);

Unity
Unity

ngine;
ngine.SceneManagement;

E
E

: MonoBehaviour

start(){}

startGame(){

SceneManager. Loadscene( " Jungle™);

Update(){}

Pucynox 3.13 - StartGame

Kmac UpgradeStates;

VY 1bOMYy CKPHUIITI OHOBJIOIOTHCS 1 BiIOOpa)KaroThCsl JaHI MPO MOKPAIICHHS.
ConvertCost mepeTBOproe BapTICThb MOKpPAUIEHHS Ha TEKCTOBUH Qopmar 31
3po3yminumu no3HadeHHsMu (Hanpukan, 1K gios 1000). ButtonDisplay Bignosigae
3a B1I0OpayKEHHSI KHOIIOK TTOKPAIICHHS 3aJIE)KHO BiJI PIBHSA MOKPAIICHHS 1 HAsBHOCTI
komTiB. DataDisplay onoBmoe pnani npo mnokpaiieHHs (iHopmarito, piBEHb,
HACTYIHUI PIBEHB) 3aJICKHO BiJ HasBHUX JaHUX rpu. StartGame 3aBaHTaXye CICHY
npu novatky rpul?l,

Knac GameShop BianoBigae 3a peasizaliito irpOBOro Mara3uHy.
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1. CkpunT BU3HAYa€ MACUBH JIJIs €JIEMEHTIB iHTep(elicy KopucTyBaua, TAKUX SIK
“locsCostUI" 1 “charsCostUI’, siki BUKOPUCTOBYIOTBCSI JIsi BiIOOpa’K€HHSI BapTOCTI
JIOKAII¥ Ta IEPCOHAXIB y TpajJbHOMY Mara3uHi.

2. Takox € macuBH ISl IrPOBHX O00'€KTIB, TakuxX 5K locs’ 1 ‘chars’, ski
MPEICTABIIAIOTH KHOMKH JIJIsl TOKYTIKH JIOKAIIii Ta MepCcoHaxiB.

3. @ynkiIisa "ConvertCost' mepeTBOPIOE BapTICTh TOBAPY Y 3p03yMiuii popmar,
Hanpuknazd, "1K" s 1000 ado "1M" gia 1000000.

4, ®dyukiis buttonDisplay” BianoBigae 3a BigoOpa)keHHsI KHOIOK JIJIsl TIOKYITKH
JIOKAI1{ Ta IEPCOHAXIB HA OCHOBI MPOrPECy rpaBlisl Ta HASIBHUX MOHET. SIKIIO JIOKaLIis
ab0 TEepCOHaXX BXKE aKTHBHI, KHOIMKA JJII HUX TMPUXOBYEThCA. SIKIIO y rpaBUs €
JIOCTaTHHO MOHET, KHOIKA CTa€ aKTMBHOIO, B 1HIIIOMY BHUIAJKy BOHAa BUMKHEHA Ta
B1100paka€eThCs 3 CIpUM KOJIbOPOM.

5. ®ymukiis ‘LocCharBuy' 31a€Thes 3aroBHIOBaYEM 1 Hapa3i MOPOXKHS.

6. Y (¢ysukuii “Start’® noyaTkoBI BapTOCTI JIOKallid Ta TEPCOHAXIB
MEPETBOPIOIOTLCST Yy  3pOo3yMuInii  ¢opmaT 1 BigoOpaxarThCsi Ha 1HTepdeiict
KOpPHUCTyBaua.

7. @ynkiis Update' BUKIMKAETHCS OJIMH pa3 Ha KaJp 1 OHOBJIIOE B1OOpaKEHHS
KHOIIOK Ha OCHOBI TIPOrpecy TpaBIls Ta HAsSBHUX MOHET. BoHa TakoX BHUKIUKA€E
nopoxkHio ¢pyHkIio LocCharBuy'.

3arasioMm, 1€l CKpUNT Kepye iHTepdeicoM TpajlbHOr0 Mara3uHy, BKIIOUYAIOUYU
BIJIOOpa)KEHHS BapTOCTEH, yBIMKHEHHS/BUMKHEHHSI KHOIMOK Ta OOpOOKY MOKYIOK

JIOKAIIli Ta IEPCOHAXKIB IPABIEM.

3.2 Bulip i HanamTyBaHHSI My3UKH Ta 3BYKOBOI'0 CYIIPOBOY

Jlist ctBopenHs my3ukH st oopaB FL Studio, #ioro nepeBaru:

1. IIpodeciitni moxnuBocti: FL Studio € mnoBHOIIHHOIO 1HGPOBOIO

ayJIIOCTaHII€I0, KA HAJAa€ IUPOKUN HAOIp IHCTPYMEHTIB 1 PYHKIIIM A1 CTBOPEHHS
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My3uKkd. BoHa mae cuHTe3aTtopu, cemIuiepu, epeKTH Ta 3aco0M MIKIIyBaHHS, IO
JTIO3BOJIAIOTH CTBOPIOBATH PI3HOMAHITHI MY3UYH1 KOMITO3HIIIi.

2. InryituBnuii iHTepdeiic: FL Studio mae apyxHiii Ta IHTYITUBHO 3p0O3yMITUI
iHTep(deric KOpUCTyBaya, IIO CIPOIIY€E MPOILEC CTBOPEHHS MY3UKH HaBiTh M
noyatkiBiliB. 3py4Hi poOodyi 00yacTi, MaHeNdl IHCTPYMEHTIB Ta TMEPeTsITyBaHHS-
nokyiacTd (GyHKIIT JO3BOJSIOTH IIBUIKO HAJAIITOBYBaTH Ta pedaryBaTd MY3HYHI
KOMIIOHEHTH.

3. FL Studio Hamae 3acobu s poOOTH 3 CEeMIUIaMH 3BYKIB, BKJIIOYAIOUH
MO>KJIMBICTh CKHJIaHHS, 3alIUKIIOBAaHHA, 3MIHU TEMITYy Ta TOHY, a TAKOX Pi3HI ePeKTU
00poOKk# 3BYyKY. Lle 103BOJIsIE IErKO CTBOPIOBATH YHIKAIBHI 3BYKOBI Ta PUTMIYHI IIapU
JUTSL MY3HUKHU.

4. Benuka cnuibHOoTa KopucTyBauiB: FL Studio mae Benmky croiuibHOTY
KOPHUCTYBauiB, III0 03HAYAE, 10 IOCTYITHA BEJIMKA KUTBKICTh PECYpCiB, YPOKIB, IJIariHIB
Ta 3pa3KiB, K1 MOKHA BUKOPUCTOBYBATHU JJIs MOJIIMILIEHHS CBO€T My3UKH. L{e cTBOproe
MO>KJIMBOCTI JIJIl HABYaHHS, OOMIHY JOCBIJJOM Ta OTPUMAHHS MIATPUMKHU B IPOLIECI
TBOPYOCTI.

3aranom, FL Studio € i1HCTpyMEHTOM nJisi CTBOPEHHS MY3UKH, SIKHIl MTOEHYE B
co0l TPOCTOTY BHUKOPHUCTaHHS, Oaratuii (GQyHKIIOHAT 1 BEJHMKY CHUIBHOTY

kopucTyBauisl/ 18],

3.3 lu3aiin Ta inTerpanis rpadikmu Ta animamii

Blender € yHiBepcambHUM 1HCTpYMEHTOM nJisi cTBopeHHs 3D Mopenen i
aHiMarii. Och KiJIbKa IPUYUH, K1 OOTpYHTOBYIOTh BUOip Blender nmst mpoekry:

1. beskomroBHicTh: Blender € BinbHUM mporpamMHuM 3a0€3MEUYEHHSM,
JTOCTYITHUM Oe3KOmTOBHO. Lle pobuth #oro myxe mMpUBaOIMBUM JIJIsi HE3AJICKHUX
pO3pOOHUKIB, CTYACHTIB Ta IHIIUX JIIOJEHM 3 OOMEKEHHM  OIOJKETOM.
BuxopucroByroun Blender, MokHa 3HA4HO 3MCHIIWTH BHTpPAaTH Ha MPOTPaMHE

3a0€e3IeYeHH.
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2. MopentoBanns: Blender mae moTykHi 1HCTpYMEHTH Uit cTBOpeHHs 3D
Mojeneit. Bin miaTpumye pi3HI TEXHIKHM MOJCNIIOBaHHS, BKJIIOYAIOYHU IMOJITOHAIBHE,
cyonuBizionHe, ckeimerHe 1 NURBS wmopnentoBanHs. 3 HOro J0mOMOTOH MOKHA
CTBOPIOBATHU CKJIA/IHI 1 IeTalli30BaHl MOJIE, Bi/l IEPCOHAXIB /10 00'€KTIB OTOUCHHS.

3. Amnimarisa: Blender Takoxx mae BOyJ0oBaHI 1HCTPYMEHTHU JUIS CTBOPEHHS
a”imariii. BiH miaTpuMye KIIOYOBY aHIMAIlilo, CKEJIETHY aHIMallilo, 1HBEPCHY
KiHeMaTuKy Ta Oarato iHmoro. 3 pgomomorolo Blender moxHa cTBoproBatTu
pealicTUYHI pyXH MEPCOHaXIB, e(EeKTH aHIMaIlli cepeIoBUIla Ta 0araTo 1HIIOTO.

4. Bizyamizauis: Blender Hagae mnoTyXHI MOXJIMBOCTI Bizyaii3amii, sKi
JIOTIOMAaraloTh PEATICTUYHO BIJITBOPUTH MaTepialid, OCBITJICHHS Ta TiHi. 3 HOro
JIOTIOMOTOI0 MOKHA CTBOPIOBATH KpacHBI 1 IPUBa0IMBI Bi3yajbHI CIICHH, 1110 JI0JIAI0Th
MIMOWHY 1 HACUYEHICTh JI0 TPH.

5. CoinbHoTa Ta pecypcu: Blender mae Benuky Ta akTUBHY CHUIBHOTY
KOPHUCTYBauiB 1 po3poOHUKIB. IcHye OaraTo oHJalH-pecypciB, TaKUX SIK MOCIOHUKH,
BIJICOYPOKU 1 (OpyMH, JI€ MOKHA OTPUMATH JOIOMOTY, MOPaJW Ta MIATPUMKY B
nporieci po6oru 3 Blender. lle mo3Bosisie mBUIKO pO3BUBATHCS 1 TMOKpAIlyBaTu

HABUYKM BUKOPUCTAHHS 1IOTO iHCTpyMeHTY],

3.4BucHOBOK po3aia 3

Y TperboMy po3aull AUIIIOMHOI poOoTu "Po3pobOka MOOUIBHOI Tpu y KaHpi
Endless runner 3 enementamu platformer ta arcade Ha Unity 3 BUKOpUCTaHHSIM MOBU
nporpamyBadHsi C#" Oys0 mpoBEeNeHO PO3POOKY MOAATKY 3 BUKOPUCTAHHSIM Pi3HUX
TEXHOJIOT1H Ta IHCTPYMEHTIB.

Jlns po3pobku rpu Oyno BukopuctaHo Unity, sike € MOTYXHUM JIBUKKOM
pPO3pOOKH Irop 1 HAAA€ MIUPOKI MOMXKIMBOCTI JIJII CTBOPEHHS TeHMILICIO, Tpadiku Ta
3BYKIB. MoBa nporpamyBaHHs C# Oyna oOpaHa i peasizaliii JIOTIKH T'pU, OCKUIbKH

BOHA € OCHOBHOIO MOBOIO ITpOrpamyBaHHs, 1110 miaTpumyeThest Unity.
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[lin wac po3poOku OynO CTBOPEHO TOJOBHOTO T€pOsi TPH 3 €JIEMEHTaMHU
platformer Ta arcade. byno peanizoBaHO pyX MNEpCOHaXka, MOro B3aEMOMIIO 3
OTOYYIOYHM CEPEIOBUINEM Ta MepeIKoiaMu. Takoxk Oyiio po3pobieHO CHCTeMY OYKiB
Ta )KUTTIB TePOs, @ TAKOK MOXJIMBICTh 30UpaHHs OOHYCIB Ta MOKPAICHb.

Jlomatok oTpuMmaB TpadiuyHe odopMiieHHS, BKJIIOYAIOUM CTUII30BaH1 (PoHH,
NEPCOHAXIB, 00'€KTH Ta epeKTU. 3BYKOBUN CYMpOBiJ OYB TaKOX peani3oBaHUM is
CTBOPEHHS HAJIEXKHOI aTMOoc(hepH rpH.

VY pe3ynbrati po3podku 0ysio cTBOpeHo MOOLIBHY Ipy y xkaHpi Endless runner 3
enemeHTamu platformer Ta arcade, 1110 MponoHye rpaBIEBI 3aXOILTIOIYHN TeMMILIEH,
BHUCOKY SIKICTh Tpadiku Ta 3BYKOBOTO cyrnpoBoay. Bukopucrtanus Unity Ta MoBuU
nporpamyBaHHs C# 103BOJWIO 3a0€3MEUUTH MIBUAKUNA Ta €(EKTHUBHHMM Ipoliec
PO3pOOKH TpH.

BuCHOBOK 3 TaHOTO pO3ALTY MOJISITAa€ B TOMY, 1110 PO3pOO0Ka MOOLIBHOI TPU Y
xaHpl Endless runner 3 enementamu platformer ta arcade na Unity 3 BUKOpUCTaHHAM
MOBH TporpamyBanHs C# € BmaauMm BHOOpPOM [IJIsi CTBOPEHHS 3aXOIUTIOIOYUX Ta

SAKICHUX ITPOBUX JIOJATKIB.
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BUCHOBOK

B xoz1 BUKOHaHHS KypcoBoi po0oTH OyB OTpUMaHM MOBHO(YHKIIOHAIBHUN
BeO-CaiiT, MOBHICTIO TOTOBMM 10 3acTOCyBaHHs. JlaHui calT Opi€HTOBaHUN IJIs
IIMPOKOTO CHEKTPY 3acTocyBaHHsS B on-line iHdopmamii. 3 #oro m0moMororo
KOPHCTYBadl 3MOKyTh OTPUMYBATH HEOOX1IHY 1H(POPMAIIIO PO Ta3eTy, a TAKOXK MPO
moJii, skl BiIOYyBalOThCA y CydacHOMY CBIiTI. IIpu po3MillieHHI Horo B Ti1o0aibHIM
Mepexi reorpadisi po3MoBCIOIKEHHS 3pOCTAE 10 MacITabiB BChOTO CBITY.

B pesynbrari po3pobku MoOiIbHOI rpu y kaHpi Endless runner 3 exemeHTamu
platformer Ta arcade nma Unity 3 BUKOpUCTaHHSAM MOBH TporpamyBaHHsi C#, Oyio
3MIIICHEHO HACTYIHI KPOKHU:

1. byma po3poOneHa KOHIEMIis TpH, BU3HAYCHUH ii >kKaHp 1 TOJIOBHI
xapaktepuctuku. I'pa moeanye B cob1 enementd Endless runner, ne rpasens
3MYUIEHUH JIOBFO YHHMKAaTH MEPElIKOJ, 3 IIaThopMepoM, JIe€ € HEeOoOXITHICTh
nepeMilmarTuch 1o IiargopMaMm, Ta apkajaow, IO Mnependadae IMBHAKANA Ta
IUHAMIYHUHN TeAMILIEH.

2. Byno mpoBeAeHO Orjsa JOCHIKEHb y Taly3l po3poOKH MOOILIBHUX 1rop,
30kpema y kaHpi Endless runner. Byno mpoaHanizoBaHO 0COOJIMBOCTI I[LOTO KaHPY,
PO3MJISTHYTO MOMYJSIPHI IFPH Ta 1XH1 0COOIMBOCTI.

3. Bbyno orisHyTO 0COOIMBOCTI po3poOku MoOUTbHHMX irop Ha Unity 3
BUKOPUCTAaHHAM MOBH TporpamyBaHHs C#. PO3IIIIHYTO pi3HI aCIEKTH PO3pOOKHU, TaKi
K TPOEKTyBaHHs iHTep¢elcy Ta reiimiuieto, BUOIp 1 HaJalITyBaHHS MY3UKH Ta
3BYKOBOT'O CYIIPOBOJY, pO3poOKa CTPYKTYpH IMPOEKTY Ta HaJalllTyBaHHSI poO0O4Oro
cepenopuiia Unity.

4. byna peamizoBaHa MexaHika Tpu Ha MOBI mporpamyBaHHsi C#. Bbymo
3a0€3MeUeHO TeHepallilo eJIEMEHTIB I'PH, TAKUX SIK OOHYCH Ta HeOe3MNeuHl MPeAMETH,
NepeMIlIeHHs] TEePCOHa)ka Ta HOro B3a€EMOJIII0 3 ITPOBUM CBITOM. Takox Oyi0

peaizoBaHO 30€pEKEeHHS IrPOBOi BAIIOTH Ta PaXyHKY Ha MPUCTPO.
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5. Byno po3pobineHo ynpasiiHHsA Ta 00poOKy B3aeMoii 3 KopuctyBadeM. bymo
CTBOpEHO 1HTep(deiic KopucTyBada JJisl KEpyBaHHS Iporo, 00pPOoOIeHO MO/1T B3aeMO il
KOPHCTYBa4a, TaKi K HATUCKAHHS KHOTIOK, )KECTH Ta JOTUKH EKpaHy.

Otxe, po3pobka MoOiUTpHOI Tpu y xkaHpi Endless runner 3 ememeHTamm
platformer Ta arcade nma Unity 3 BUKOpUCTaHHSM MOBU mporpamyBaHHs C# €
aKTyaJbHOIO Ta IIKaBOIO 3ajadyero. Pe3ynpTaTu AOCTIIKEHHS Ta PO3POOKH MOXKYTh
OyTH BUKOpPHCTaHI B MOOUIBHIN IrpOBil 1HIYCTpIi IJIs1 CTBOPEHHS 3aXOIUIMBHX Ta

JTWHAMIYHUX ITPOBUX MTPOCKTIB.
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