®opma Ne 24

MIHICTEPCTBO OCBITU I HAYKU YKPAIHU
HanionaabHuid yHiBepcuTeT «3anopizbKa moJIiTexHika

IacTUTYT 1IHOOPMATUKH TA PATIOEIEKTPOHIKH,
dDakyiabpTeT KOMII FOTEPHUX HAVK 1 TEXHOJIOTIN

(moBHe HafiMEHyBaHHs IHCTHTYTY, Ha3Ba (aKyJIbTETy)

Kadenpa nporpamuamx 3aco0iB

(moBHe HalfiMeHyBaHHS KadeapH )

IHosicHIOBAJILHA 3alINCKA

710 TUTIJIOMHOTO MPOEKTY (POOOTH)
OakayiaBp

(CTymiHb BUIIOT OCBITH)

na Temy PO3POBKA ITPOBOI [TPOI'PAMU « TOWER RUNNER» U151
MOBUIBHOI'O TEJIE®OHY
DEVELOPMENT OF THE TOWER RUNNER GAME SOFTWARE FOR A
MOBILE PHONE

Buxonas: crynent(ka) 4 xypcy, rpynu KHT-217
Crnemianbaocti _ 122 KoM 10TepHi HayKu

(ko1 i HaliMEeHyBaHHS CELiaJIbHOCTI)

OcBiTH# Nporpama (crerianizaris)
KoMt roTepH1 HayKu

JInzsa €. C.

(npi3BHILIE Ta iHILIaTH)

KepiBauk__Cy660TtiH C. O.

(mpi3BuIE Ta iHimiamM)

2021



®opma Ne 25

MIHICTEPCTBO OCBITU I HAYKU YKPATHU
Hauionanbuuii yHiBepcuTeT «3anopisbKa noJiTexHika

( moBHe HaliMeHyBaHHS 3aKJIay BHIIOI OCBITH)

[actutyT, dhakynerer _ [IPE, DKHT
Kadenpa _nporpamuux 3aco0iB

CrymiHb BUIIOT OCBITH ___OaKaJiaBp
CoemanpHicTh 122 KoMIT' 10TEpHI HAVKHA

(xon i HaiiMeHYBaHHS)

Ocsitas mporpama (crertianizaiist)_ KoM oTepHi HayKu

(Ha3Ba OCBITHBOI IPOrpamMH (crieniamizarii)

3ATBEPIKYIO

3asinyBau kadeapu I13, 1.1.H, npod.
C.0. Cy60oTin
[13 2 20 pOKy

3ABIAHHH

HA JMIIOMHUI MMPOEKT (POBOTY) CTYJIEHTA(KHN)

JIns1 €srenis CepriiioBrya

(mpi3Bume, iM’s1, 1O GaTHKOBI)

1. Tema nipoekty (po6otr) Po3poOka irpoBoi nporpamu « Tower Runner» s
Mo0OiIpHOrO Tesedony. Development of the tower runner game software for a mobile
phone.

KepiBHUK MPOoeKTY (pobotn) Cy600TiH Cepriii OsekcaHApOBUY., A.T.H., Ipodecop

( mpi3BHILe, iM’s1, 10 6aTHKOBI, HAYKOBHI{ CTYIiHb, BUCHE 3BAHH)
3aTBEp/KEHI Haka3oM 3akiamy Bumoi ocBith Bim “ 307 Gepesns 2021 poky
Ne_ 103

2. CTpoK MoIaHHs CTYIEHTOM MIPOEKTY (POOOTH) 17 tpaBus 2021 poky
3. Buxigni gaHi 10 OpoekTy (podoTn) PEKOMEHI0BaHa JiTepaTypa, TEXHIYHE
3aBJIaHHS

4. 3MICT PO3paxyHKOBO-TIOSICHIOBAJIbHOI 3amuCKu (Tepesik MUTaHb, K1 MOTPIOHO
po3poouTn) 1. AmHamiz npeaMerHoi ob6aacti. 2. [IpoekTyBaHHS OPOrpaMHOro
3abesneueHHs. 3. KOHCTpYIOBaHHS MpOrpaMHOro 3abesneudeHHs. 4. [HCTpykiii 3
BUKOPUCTAHHS IPOrPAMHOTO TPOAYKTY. 5. TEeKCT nporpamu.

5. Tlepenik rpadigaoro Marepiany (3 TOUHUM 3a3HAYCHHSIM 000B’I3KOBHX KPECJICHD)
Crnaiinn npe3eHTarrii




6. KoHncynbranTu po3iiiB mpoekTy (poboTn)

ITigmwuc, mata

. [Ipi3Buie, iHiIIaIM Ta IOcaaa NIpUIHSIB
Pozmin p m H A 3aBJaHHA P
KOHCYJIbTaHTa BHKOHAHE
BH/JIaB
3aBJIAHHS
1-5 OcHoBHa YacTHUHA Cy660tin C. O., mpodecop
HopMmokonTpoab Hettnera JLIO., ct.Bukinamgau
7. Nata Bugaui 3aBaanus “ 28 7 _moToro 2021 poky.
KAJIEHJIAPHHUM IIVIAH
) CIpoK BUKOHAHHS
No Ha3ga eraniB AuIjioMHOIO . .
€TariB MPOEKTY [prmriTka
3/m MPOEKTY (poOOTH)
( pobotn )
1 | [TocraHoBKa 3aB/iaHHs poOOTH | TUXAEHD 3aBnanns, T3
2 | Anami3 npeaMeTHoi o0acTi 2-3 TxKHI Po3min 1
3 | Po3poOka apxiTeKTypu MporpaMu 4 THXK]IEHD Pozmin 2
Po3po6Oka nporpamu. TecTyBaHHS Ta €KCIIEPUMEHTAIbHE . .
4 P porp y P 5-6 TmxkHI Po3zmin 3
JOCTIKEHHS TPOTPAMH.
Po3po0Oka IHCTPYKIIi 3 BHUKOPUCTAHHS IIPOrPaMHOTO .
5 P ThyKH P porp 7 THXKIICHD Po3nin 4
MPOIYKTY
OdopMmiIeHHS TOSCHIOBAJIBHOI 3aITMCKU Ta JOKYMECHTIB
6 b p JIOKY 8 THKIIEHD 113, lomatku
10 Hei. HOpMOKOHTPOIIb Ta pelieH3yBaHHsI
7 | 3axuct pobotu 9 TWXIEHB
Cryaenr(ka) JIuzs €. C.
( migmmce ) (mpi3BHIIE Ta iHiI{iaH)
KepiBauk npoekrty (po6oTn) Cy660tin C.O.
( migmmce ) (mpi3BHIIE Ta iHiI{iaNK)




PE®EPAT

[TosicHIOBaJIbHA 3aMKCKa 10 JUIIOMHOI KBajidikaiiitHoi poboTu OakanaBpa:

137 c., 35 puc., 5 Tabx, 2 gox., 40 mxepen.

IT-TEXHOJIOI'IT, I'POBUI 3ACTOCYHOK, 3D I'PA, ANDROID I'PA

OO0’ €eKT TOCHIIKEHHS — TIPOLIEC PO3POOJICHHS ITPOBUX MPOTPAMUX.

[IpenMeT AOCIIIKEHHS — 3aC00U pO3pOOKH ITPOBOT MPOrpamMu Jijisi MOOLTEHOTO
TenedoHy.

Merta pobotu — mporpamMHa peaiizaiis IrpoBOi MporpaMu B >KaHPi
mnatgopMepy sl 30UTBIICHHS KUIBKOCTI TMOCTYT, IO HAJAlOThCAd BJIACHUM
1ITPUEMCTBOM.

Marepianu, METOAM Ta TEXHIYHI 3aCO0U: THTETPOBAHE CEPEIOBUIIEC PO3POOKHU
Rider, moBa nporpamysanns C#, irposuii pymrii Unity3d.

PesynbraTtu. Po3po6ieHo irpoBuii 3aCTOCYHOK It MOOLIBEHOTO TenedoHy 3
orepaniiHor cucteMoro Android 3 TakuMM XapaKTEPHCTUKAMU: CHUCTEMa MEHIO
Hapiraiii (MOXXJIHMBICTh 3MIiHIOBaTH IrPOBUH piBEHb), ONTHUMI30BAHHHA AJITOPUTM
OecKiHEeYHOI TeHeparllisi IrpOBOrO piBHSA, MEHIO HAJAITyBaHHSA: (BKJIIOYCHHS Ta
BUKJTIOUCHHS BiOpallii, 3MEHIIICHHS Ta 301IbIICHHS TYYHOCTI), IMIpaXyHOK MOHET Ta
OasTiB 3a MPOXOKEHHS PiBHS, 3allyCK Ha MiHIMabHi# Bepcii MmobinpHOT OC — Android
6.0.

BucnoBku. Po3pobiiena mporpamHa peainizailis irpoBoi mporpamu B KaHpi
wiaropMepy Ui onepartiiaoi cuctemu Android.

["amy3p BWKOpHCTaHHS — BHKOPHUCTAaHHS 3aCTOCYHKIB Ha TeneoHax 3

omepariiitnoro cucremoro Android 6.0 i Bue.



ABSTRACT

Explanatory note to the bachelor's thesis: 137 pages, 35 figures, 5 tables,

2 appendicxes, 40 sources.

IT TECHNOLOGIES, GAME APPLICATION, 3D GAME, ANDROID
GAME

The object of research is the development of game programs.

The subject of research - methods and tools for developing a game program for
a mobile phone.

The purpose of the work is the software implementation of the game program
in the genre of platformer.

Materials, methods and technical means: Rider integrated development
environment, C # programming language, Unity3d game engine.

Results. The game application «Tower Runner» has been developed for a
mobile phone with the Android operating system. The game has these characterstics:
navigation menu system (the ability to change the game level), optimized algorithm for
infinite game level generation, adjustment menu (on and off vibration, decrease and
increase volume), counting coins and points for passing the level, running on the
minimum version of the mobile OS - Android 6.0.

Findings. The software implementation «Tower Runner» in the genre of
platformer has been developed for the Android operating system.

The areas of application are playing games on phones with Android 6.0 and
higher.
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HEPEJIIK CKOPOYEHb TA YMOBHMUX IIO3HAK

API — nporpamauii inTepdeiic;

CPU — nieHTpasibHUI IPOIIECOp;

CSS3 — Cascading Style Sheets 3;

DOM — Document Object Model;

JSON —JavaScript Object Notation;

HTML — HyperText Markup Language;
SASS — Syntactically Awesome Stylesheets;
SDK - Software development Kit;

VR — BipTyasnbHa peaibHICTh;

bJ1 — 6a3a maHux;

OC — omeparriifHa cucTeMa.



BCTYII

CyyacHUil pUHOK ITPOBHUX JOJIaTKIB 3HAYHO 3MIHMBCSI MICHS TOrO, K OyiH
po3pobisieHi Taki MmarasuHu sk Google Play ta App Store. Benmka KUTBKICTB
PI3HOMaHITHMX MpOrpaM Movyaiu MyOJKiKyBaTHCS, cepell SKUX MepeBkHa KIIbKICTh €
ITPOBUMHM 3aCTOCYHKaMH. BUHUKa€ MATaHHSA, K1 TEXHOJIOTii BUKOPUCTOBYIOTHCS IS
CTBOpeHHS moAiOHuMX mporpaM. Halimommpenimoro, HaW3pYYIIHINIOW  Ta
HANMOTYKHIIIOK TEXHOJIOTIEI0 BBaXKA€ThCA irpoBuit pymii Unity3d, skuii 1o3Bosse
PO3pOOIATH ToAaTKU OY/Ib-IKOTO THITY: aBTOMaTH3ariitHi mporpamu, 3D Bizyamizartii,
VR Tta AR 3actocyHku, Be63acTOCYHKH. Bee 11e MOXIHBO JiJist OYy1b-SIKO1 Cy4acHO1
omiepaIiifiHoi CHUCTEMH, K JJI HACTUIBHUX KOMIT FOTEPIB TaK 1 JJi1 MOOUIBHHX
IIPUCTPOIB.

Ha cphoronni Hemae nedinuTy SKICHUX MOOUIBHHUX ITPOBUX 3aCTOCYBaHb. AJie
HE3BaXKal0YM Ha 1€ — pO3poOKa MOOIIBHOIO IrpOBOTO JOAATKY € KOMILIEKCHUM
MPOLIECOM, SIKHI MOTpeOye BUKOPUCTAHHS OararboX TEXHOJIOTIH.

[Mimtro manHOI poOOTH € po3poOKa IrpOBOTO JOAATKY JUIsl OMEpaliiHOi
cucremu Android 3 BukopuctanHsMm irpoBoro pymrs Unity3d ams 30inbmieHHS
KUTBKOCTI MOCIIYT, 110 HAJAIOTHCS BIACHUM T1JPHUEMCTBOM.

Bumoru 10 po3po0i10BaHOTO 3aCTOCYHKY:

— cHuCcTeMa MEHIO HaBirailii: MOXJIMBICTh 3MIHIOBATH ITPOBUIl PIBEHB;

— ONTUMI30BaHUH aNrOpUTM OECKIHEYHOI FeHepallisl IrpPOBOTO PiBHS;

— MEHIO HaJlallITyBaHHS: BKJIFOUEHHS Ta BUKJIFOYEHHS BiOpaliii, SMEHIIIEHHS Ta

301JIbIIEHHS TYYHOCTI;

— MiApaxyHOK MOHET Ta 0aJiiB 3a MPOXOJKEHHS PIBHS;

— 3amycK Ha MiHiMalbHI# Bepcil mooimeHOT OC — Android 6.0.
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1 AHAJII3 TPEJMETHOI OBJIACTI

[Tnarpopmep — kaHp Bifcoirop, IrpoBUH MpoOLEC B SKOMY CKJIaa€ThCs 31
CTpUOKIB MEepCOHaXkKa MO PI3HOMAHITHUX IJaTdopmax (3BiACH 1 Ha3Ba) Ta uepe3

HEPEIKOIM, 30MPaHHs ITPEIMETIB, 3BHUaiHO HEOOXIAHMX JIJIs 3aBepIIeHHs piBHs [1].

1.1 CraHoBJICHHS JKAHPY

[lepmmmu mnatdopmepamu O0ynu: Frogs (1978), ne Oynaum ctpubku, ane He
oyno miardopm [2] i Space Panic (1980), ae Oyiu riatdopmu, ajie He OyJi0 CTpHOKIB
[3]. B Donkey Kong (1981) Bnepmie 3'sBuBcst ckposutinr [4]. Ilepmmm cripaBkHIM
wiatdopmepom craia rpa Pitfall [5], ane cipaxHs ciaBa npwuitinia 10 skaHpy MiCIs
Buxoay Super Mario Bros [6]. 1985 poky. 3 Toro yacy aBoBuMIpHi Iiatdopmepu
MIPOJIOBXKYIOTh BUITYCKATH JI0 LIUX MIp Ha PI3HUX ICPOBHUX IIaTPOpMax.

[Tepuri mmadgopmepu Oyiaum OOMEKEHI CTaTUYHUMHU ITPOBHMH CBITAMHU, SKI
3aiiMalu OJIMH IrPOBUI €KpaH, a repoit 300paxkaBcs B mpodiib. [lepcoHax 1a3uB Bropy
1 BHM3 1o cxogax abo crpubaB 3 minardopmu Ha miatdopmy, dacto O'FoUHCh 3
CyNpOTUBHUKAMU 1 30uparour mayep-anu. HezaGapoM mpoliec mpOXOKEHHS PIBHS
nepecTtaB OyTH B OCHOBHOMY BEPTHUKAJIbHUM 1 3MIHUBCSI HA TOPU3OHTAJIBHUH 3 MOSBOIO
JIOBT'MX OaratoeKkpaHHUX ITPOBUX CBITIB 3 MPOKPYTKOK. BBakaeThCs, 110 MOYATOK
IIbOMY TOKJIaNia BumymieHa ¢ipmoro Activision B 1982 pori rpa Pitfall ans xoncomi
Atari 2600. Manic Miner (1983) [7] i 1 mpoxoexxenns Jet Set Willy (1984) [8] Oynu
HaWOIBIIT MOMYJIIPHUMH TIATGOPMEPAMHU JIJISl TOIIIHIX TOMAITHIX KOMII'FOTEPIB.

Y 1985 pomi dipma Nintendo Bumyctwia s npuctaBkd Nintendo
Entertainment System peBostroriitauii matgopmep Super Mario Bros [9]. Ha Binminy
BiJl momnepeannka, Mario Bros. (1983), piBens 3aiimaB nekinbpka ekpaniB. ['pa mana
BEJIMKI 1 CKJIaJH1 PiBHI, 1 CTajJla MPUKIAIOM JUIsi HACTYNHHUX TBOPIIB Irop, HaBITh
CHOTO/HI 0araTo JI0JIe BBAXKAIOThH il OJHIEIO 3 HaWKpammx Bigeoirop. ['pa maia

(aHTaCTUYHY MOMYJIAPHICTD 1 MpoOJiaBajiacd BEJIMYE3HUMH THUpakamu. {151 6aratbox
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JIOZIel BOHA CTajia MEpIIMM B iXHBOMY JKUTTI IIaThopMepoM, a TOJOBHHUM Trepoii,
BOJIONPOBIAHUK Mapio, ctaB cuMBojioM ¢ipmu Nintendo.

1987 sBuitmna Castlevania, sika mana He3BUYaHMIA A5 Tutadopmepis
GbenTesiiinuii anTypax i moxmypy armocdepy [10]. 1988 na Apple I Oya 3pobiieHa
rpa Prince of Persia, sika Bupi3Hsuiacs TTMOMHOIO IrpOBOTO TIPOIIECY 1 IpadiKoro MopsiI
3 YHCIICHHUMU TTaCTKaMU Ta OPUTiHAJIBHUMU TOJIOBOJIOMKamu [11].

VY 1991 Sega Bunyctuna Sonic the Headhog, nepiry 3 npyroi, nopsin 3 Mario,
HalycmimHimoi cepii miardopmepis. ['pa ehpekTUBHO BUKOPUCTOBYBAA MOKIMBOCTI

16-61THOT KOHCOT, 3aBASKH YoMy Oyjia OJHUM 3 HAWIMIBUAIIUX IUIATGOPMEPIB CBOTO

gacy [12].

1.2 HeckiH4yeHi panepu

Heckinuenni panepu — irpu-miaatdopMmepu, TeHMIUICH SKUX TMOJsIrae y
MOCTIMHOMY pyCl MEpcOoHaka BIEpe] IO TEOPETUYHO HECKIHUCHHOMY CBITI TpH.
VYrpaBiiHHS rpyu 0OMEKEHE MOXKITMBICTIO CTPUOKA NMEPCOHAXKA, aTaKu, a00 BUKOHAHHS
cnieriagbHuX Aiil. MeTta nux irop — mpoOIrTé sIkoMora Jiaji, MepIl HIXK MepCOHaX
noMpe. HeckiHueHH1 O1rajiky 3a3HaJIM OCOOIMBOTO YCIiXy Ha MOO1ILHUX MIaTHopMax.
Bonu no0pe miaxoasth s HEBEJIMKOTO HAOOpY €JEMEHTIB YMpaBIiHHS, YacTo
0OMEXYETHCSI OTHUM HAaTUCKAHHSIM €KpaHy /I CTPUOKIB.

Temple Run (2011) [13] Ta #oro nactymuuk Temple Run 2 [14] cramm
O0COOJIMBO TOMYJSIPHUMH irpamMu  11boro xkaHpy. OcCTaHHS cTajna HaWIIBUIIES
MOIIMPIOBAHOK MOOITBHOIO Tporo B CBITI y ciudi 2013 poky, 3 50 wmuH.
3aBaHTAKCHHSIMHU B MEXaxX TPUHAALSTH JHIB. [HIM yCHINIHI «HECKIHUYEHHI paHepH»
BKI0o4aoTh Subway Surfers [15], Sonic Dash [16], Rayman Jungle Run [17],
Stampede Run [18], Snowden Run 3D [19] i Jetpack Joyride [20].
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1.3 TpuBumiphi niargopmepu

[TosiBa TpuBHMIpHUX IIATGOPMEPIB 31 3POCTAHHIM IOTYKHOCTI ITPOBUX
m1aThopM IpUHECIA 3MIHY KIHIICBUX IUJICH B TAKUX irpax. Y OUIBIIOCTI ABOBUMIPHUX
miaTopMepiB TpaBIeBl NOTPIOHO OyJI0 JOCATTH Ha PIBHI TUIBKU OJHIET METH, OJHAK
y 0aratb0X TPUBHUMIPHHUX IUIaThopMepax, KOXKEH piBeHb HEOOXITHO MpOUiCyBaTH,
30uparoun pparMeHTH TOJIOBOJIOMOK, 31pKH UM MPEAMETH JJIsl MPOKAYKH MEPCOHAXKA.
Ile nmamo MOXIJIMBICTH OUIbII €(PEKTUBHOTO BHKOPHUCTAHHS BEIMKHUX TPUBHMIPHUX
obJsiacTeil 1 BUHArOpOKyBaJIO TPaBIls 3a PETEIbHE TOCHIKEHHS PiBHS, aje JAesKi
IpaBIli BBAXKAIOTh 30MpaHHS HE3JIIYEHHUX APIOHUYOK OUIBII HYJHUM 3aHSTTIM, HIK
BUIIPOOYBaHHs Ha maM'siTh 1 peakiito. Donkey Kong 64 (1999) 6yna po3kpuTuKkoBaHa
3a Te, 1110 TPaBILEBl JOBOJUIIOCS YACTO MEPEMUKATUCS MIXK M'ITbMa Pi3HUMHU ITPOBUMHU
reposiMu, 11100 OTpuMaTH OaHaHU PI3HUX KOJIBOPIB Ta iHIN npeaMetd [21]. OaHak He
BCl TPUBHMIpHI Muiatpopmepu Oyiau TaKMMHU, HalgcKpaBiIuM mpukiagaoM € Crash
Bandicoot (1996) [22]. s rpa 3amumanocss BIpHOIW TpaAWIlii JBOBUMIPHHX
iatopMepiB 1 B Hi BUKOPUCTOBYBAJIUCS JIOCUTH TUIOCKI PiBHI, HAMPUKIHII SKUX
posramoByBasiacsi irpoBa wmeta. Spyro the Dragon (1998) wMana HemiHiiiHe

MPOXOJKCHHS 1 CIIPABXKHE BiJIbHE MEPEMIIIICHHS B TPHOX BUMIPax B paMKax piBHs [23].
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1.4 Amnani3 icHyrouux a”agaoris rpu « Tower Runner»

AnHaniz Oyne MpOBOAUTHCS MO TaKUM KpHUTepisM: rpadika, ympaBIiHHS,

KOPUCTYBAIbKUI 1HTEep(deiic, My3UKaIbHUI CYNPOBII.

1.4.1 Helix Crush

Helix Crush — apkagna rpa miatdopmep (puc 1.1), 1e KopucTyBad MOBUHEH
po30uBaT (DPyKTOBI TOJBKH B PUTMI 3 MEJOIIEI0 Ta OMHHATH BCi TEPEIIKOIH.
I'padika ckiamaeTscst 3 6710KiB, (oHY Ta BizyanbHUX edekTiB. Mae pi3HUI CHIEKTP
KOJbOpiB. JlocuTh sickpaBa, ane PI3KO CIHPUHUMAETHCA 30pOM. YTIPaBIIHHS
B1I0YBA€ETHLCS 32 IOMTOMOTOIO MPOBEACHHS MaIbIEM, 3pyUHO. My3UKaJIbHHUNA CYITPOBI

Oaratuii Ha pi3Hi kommo3uilii. KopucryBanbkuii inTepdeiic 3pyunuii [24].

Pucynoxk 1.1 — Helix Crush
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1.4.2 Dancing Road: Color Ball Run!

Dancing Road: Color Ball Run! —rpa (puc. 1.2) B sikiii moTpiOHO 30MpaTH IIapu
TOTO X KOJBOPY, IO 1 TOJOBHHUM repoil. YIpaBiiHHSI BUKOHYETHCS MEPECYBaHHAM
mapy 1o miargopmi BIiBO Ta BIpaBo. I'padika mpueMHa, JOCTaTHLO aTtMocdepHa,
0e3J114 BUCOKOSIKICHUH Bi3yalbHHUX €(EKTiB, a TAKOXK JTUHAMIYHA aHiMalisd. [IpucyTHs

BeJIMKA KiJIbKich Kommo3ulliid. KopucryBanbkuii inTepdeiic 3pyanuii [25].

Pucynok 1.2 — Dancing Road: Color Ball Run!
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1.4.3 Jump for Queen 2020: Rescue on the Helix

Jump for Queen 2020: Rescue on the Helix — rpa (puc. 1.3), B sikiit moTpiOHO
CITyCTUTHCS 0 HU3Y 1 310paTu BCi irpoBi eneMeHnTu. ['padika Tpoxu 3acTapijia: SKicTh
TEKCTYp HU3bKa, aHIMAIlisl IepecyBaHHS TOJIOBHOTO reposi MPUMiTHBHA. My3uKaIbHUHA
CYNpOBiJl HA HU3LKOMY PiBHI, BECh YaCc TTOBTOPIOETHCS OJTHA 1 Ta caMa KOMITO3HIIIsI.
KopucryBanpkuii inTepdeiic He 3pyuHHil uepe3 He 3pyUHE POCIIONIOKEHHS rpadiuHuX

€JIEMEHTIB. YTPaBIiHHS 3pYy4yHE, BiJJOYBA€ThCS 3a JIOMOMOTOI0 IIPOBEICHHS MablIEM

[26].

BEST: 53

Pucynok 1.3 — Jump for Queen 2020: Rescue on the Helix
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1.4.4 Helix Stack Ball

Helix Stack Ball — rpa (puc. 1.4), B skiii mOTPiOHO CIyCTUTHCS 0 HHU3Y,
pO30MBaOUM PI3HOKOJIBOPOBI OJIOKM Ta OMHHAIOUM 4YOpHI OJOKH. YTIpaBIiHHS
B1I0YBA€THCS 3a JOMOMOTOIO MTPOBEACHHS MaJiblieM, JOCUTh IIaBHO. Ha moBTOpeHH1
nuie onHa komnosuiis. KopuctyBaupbkuii iHTepdeiic 1yxe 3pyuHuil, Bce IHTYITUBHO
3pO3yMiJI0, 3pyYHE POCIIOIOKEHHS rpadiuamnx enemMeHTiB. ['padika He Mae 6araTbox
BI3yaJIbHUX €(DEeKTIB, ajie Ha OKO CIPUMMAETHCS TOCTATHHOE MPUEMHO. Mae muKopuii

CIIEKTp KOJILOpiB [27].

Pucynok 1.4 — Jump for Queen 2020: Rescue on the Helix



1.5 TlopiBHAHHA aHAJIOTIB
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B xoni mpoBeneHuX AOCHIKEHb, OyJIM BUBYEHI Ta MPOaHAII30BaHl aHAJIOTH

irpoBux gonaatkiB Tower Runner. Ha taGmuii 1.1 mpuBeaeHO MOPIBHSHHS 3T1THO

3a3HAYEHUX KPUTEPIiB MO I’ ATHOANBHIN miKaimi (Bix 1 1o 5).

Ta6muig 1.1 - TlopiBHSHHS aHAJIOT1B

JonaTtok I'padika VYupasninas | KopucryBaubkuii | My3ukansHUi
iHTepdeiic CYTNpOBiJ

Helix Stack Ball 4 5 5 3

Jump for Queen 2020: 2 5 3 3
Rescue on the Helix

Dancing Road: Color Ball 5 5 5 5

Run!

Helix Crush 4 5 5 5

1.6 IlocraHoBKa 3aa4 AMIJIOMHOI po0OTH

B xoni mpoBeAaeHUX IOCHIKEHb OyJM BHMBUYEHI Ta MPOAHAII30BaH1 1rPOBI

JI0JIaTKH B >KaHp1 MaTdhopmepy.

Mera pobotu — mnporpamMHa peasizaiis

wiatdopMepy Ha omnepailiiiny cucremy Android.

3agaudi poboOTH:

—  aHaJi3 BUMOT IO CHUCTEMH;

—  po3poOKa apXiTEKTYpH CUCTEMU;

—  po3poOKa au3ailHy KJI1€HTCHKOT YaCTHUHHU;

—  BUOIp IHCTpYMEHTapi0 PO3pOOKH;

—  TIporpamHa peajizailis irpoBoi mporpamu;

IrpOBOI  IPOrpaMu B >KaHPI

—  po3poOKa IHCTPYKIIH 3 BUKOPUCTAHHSI POTPAMHU.
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1.7 BucHoBKH 10 po3aiay 1

B nanomy po3aini BHpILIEHO 33/Jadyy aHamizy mnpeaMetHoi oOmacti. Ha ioro
OCHOBI MOCTABJICHO 3aBJIaHHA JI0 TUIIJIOMHOI poOOTH.

BupimeHno 3aBmaHHsS pO3KPHUTH CYTh JKaHPY IUIaTGopmepy, a TaKoX 1CTOPito
Horo craHoBieHHS. 3’ACyBajH, 10 € TUNHU MIAaTPOpPMEpIB SK: HECKIHUCHI paHepH 1
TpUBUMIpHI TuIaThopMepi, 10 SKUX 1 HAICKUTh PO3pOoOIOBaHA Mporpama.
[IpoanainizoBaHi iCHYIOUI aHAJIOTH PO3POOITIOBAHOTO MOJATKy, CEpel SKUX Taki
npoekTr: Helix Crush, Dancing Road: Color Ball Run!, Jump for Queen 2021: Rescue
on the Helix, Helix Stack Ball.

BupimeHo 3aBaaHHs MOPIBHATH ICHYIOY1 aHAJIOTU pO3pOOIIIOBAHOTO JOJATKY.
[ToO6ymoBaHo TaONUIIO TMOPIBHSHHS 3a3HAYCHHUX AaHAJIOTIB IO TaKUM KPUTEPISIM:
rpadika, ympaBiiHHS, KOPUCTYBAalbKMI 1HTepQeic, My3ukaibHHIl cynpoBia. Lle
TOJIOBHI KpUTEpli, SIKI BIUIMBAIOTh HAa TPUBAIICTh I'PU KIHUEBOIO KOpUCTyBauda. Ll
TaOJIMIISI TOPIBHSHHS I03BOJISIE BUSHAYUTH, YU OyJie Tpa yCHilHo0, 4 Hi. OTxe, Jis
YCHIIIHOTO BUKOHAHHS METH JAHOTO IMPOEKTY, PO3POOIIOBAHMN ONATOK MOBHUHEH
BIJIMMOB1AATH HAWBHIIMM OaJiaM 110 3a3HAYCHUM KPUTEPIsSIM.

BupimeHo 3aBmaHHS IMOCTaBUTH 3adadi IO JUILIOMHOI poOOTH Ha OCHOBI
MPOBEACHUX JOCIIKEHb.

B wactymHOMy po3iii HEOOXIIHO TpPOaHaIi3yBaTh BUMOTH JIO CHUCTEMH,
onucaTi po3poOKy apXiTEKTypH CUCTEMH, 00paTh PperMBOpK AJisi po3poOKH, 00paTu

cepeAoBUIIE TPOrpaMyBaHHS.
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2 HNPOEKTYBAHHSA NPOI'PAMHOI'O 3ABE3IIEYEHHSA

JlaHuii po3aUT OMKICY€E MIPOETYBAHHS IMIPOTPAMHOTO 3a0€3MeUCHHH.
Po3kpuBaroThcs Taki MUTAHHA: aHaNi3 Ta BHU3HAUEHHIO BUMOT JI0 CHCTEMH,
OMMUC PO3POOKH apXITEKTypHU CHUCTEMH, aHalli3 Ta BUOIp irpoBOro pylIis, aHajii3 Ta

BUOIp IHTETPOBAHOI CepeN MPOrpaMyBaHHS.

2.1 AmnaJji3 BUMOTI 10 CHCTeMH

Po3pobmntoBana irpoBa mporpama B KaHpi IaTdhopMmepy IMOBHUHHA OyTU
ONTHMI30BaHOIO JJI1 MOOUIBHMX HPHUCTPOIB, 3pYYHOI0 Y BUKOPUCTAHHI Ta IIKaBa B
poLECi BUKOPUCTAHHS.

[IporpamHuii IpOAYKT HOBUHEH MICTUTH HACTYITHUHN (PYyHKI[IOHAI:

—  TIepecyBaHHS MO IFPOBiii JIOKallii 3BepXy B BHU3;

—  JIOTiKa BHUTpAIy Ta MPOTpally;

—  TeHepauis OeCKIHEYHHX PiBHIB;

—  HaBiraIis 1mo piBHIM CKJIaJIHOCTI;

—  HaJaAWTyBaHHS I'PH;

2.2 Po3po0ka apxiTekTypH cMCTeMHU

Jlnst peanizariii mpoekty oOpanuii mabnonnuit nigxigx MVC, akuii mo3Bossie
PO3IAUIUTH CUCTEMY Ha 3 PO3ILIN:

—  model;

—  View;

— controller.

Mogens Hamae AaHi 1 METOAW POOOTH 3 HUMH: 3alUTH 70 Oa3u JaHUX,
IepeBipKa Ha KOPEKTHICTh. MoJIeNIb He 3aJICKHUTh BIJ IPEACTaBICHHS (HE 3HA€E SIK JaH1

Bi3yasli3yBaTH) 1 KOHTpoyiepa (HE Ma€ TOYOK B3aEMOJIII 3 KOPUCTYBadueM), MPOCTO



20

HAJAI0YW JOCTYI 10 AaHUX 1 yNpaBiliHHS HUMU. Mojenb OyAayeThCs TaKUM YHUHOM,
1100 BIJIMOBIATH HA 3aIIUTH, 3MIHIOIOYH CBIH CTaH, IPH IbOMY MOe OyTH BOYI0BaHO
MOBITOMJICHHSI «CIIOCTEpiradiBy. Moenb, 3a paxXyHOK HE3aJIeKHOCTI BiJl BiI3yaJIlbHOTO
NPECTABJICHHS, MOKE MaTH KiTbKa Pi3HUX MPEICTaBICHD ISl OAHIET «MOIEII».

[IpencraBieHHs: BIiANOBiAa€ 3a OTPUMAHHA HEOOXIMHHUX MAaHUX 3 MOJEHI 1
BiJMIpaBiisie iX KopucTyBaueBi. [IpencraBienHsHe He 0O0poOIIO€ BBEACHI JaHHI
KOPHUCTYBaYCM.

Kontponep 3alesmeuye «3B'SI30k» MK KOPHCTyBadeM 1 CHCTEMOIO.
KoHntpostoe 1 HanpaBiisge gaHi BiJ KOPUCTyBaya 0 CUCTEMH 1 HaBnaku. BukopucroBye
MOJIeJIb 1 MPEACTaBICHHS IJIs peaizaliii Heooximnoro mii [28].

Cxewma, sixa neMoHcTpye npunuui podotu MVC, 300paxena Ha pucyHKy 2.1.

OHOBMIOE Monens Kepye

[pencTaBneHHA KoHTponnep

BUKOPHCTOBRYE

KopucTyeau

Pucynok 2.1 — Cxema MVC

Takox, ns MIATPUMKY MPUHITUITY €IMHOI BiAMOBINATBLHOCTI 1 MOXKIIUBOCTI
pO30UTH CHUCTEeMy Ha MOJYJIi, BUKOPUCTAHWHN apXiTekTypHuil migxim Dependency
Injection.

Dependency Injection — mpomec HaZaHHS 30BHIIIHBOI  3aJCKHOCTI
MPOrpaMHOr0 KOMIOHEHTY. € crnenudiuHor GopMoro «iHBepcCli ynpaBaiHHS (aHTIL.

Inversion of control, 10C), ko BoHa 3aCTOCOBYETHCS 10 YIPABIIHHS 3aJICKHOCTSIMH
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[29]. VY noBHiii BiMTOBIAHOCTI 3 MPUHITAIIOM €JIMHOIO BiIOBITAILHOCTI, 00'€KT Bij1ae
MIKIyBaHHA TNpo MNOOYJO0BY HEOOXITHMX HOMY B3aJIe)KHOCTEH 30BHIIIHHOMY,
CHeIiaJbHO MPU3HAYCHOMY ISl IBOTO CIUIBHOTO MeXaHi3My. B maHHOMY BUTIAAKY,
kiacy — GameRoot, skuif 1Hi11ani3y€e BC1 KOMIIOHEHTH HEOOX1THUMHU 3aJICKHOCTSIMU 1
TaHUMU.

BUKOPUCTOBYIOUM BIPOBAIKEHHS 3AJEKHOCTI, OO0'€KT TMPOCTO HAJAE
BJIACTUBICTD, SIKa B 3MO31 30epiraTu MOCUJIAHHS Ha MOTPIOHUN THUM cepBiCy, 1 KOJIU
00'€eKT CTBOPIOETHCS, TIOCWJIAHHS HA peali3aiifo MOTPIOHOTO THITY CEpBICY
ABTOMATUYHO BCTABJIAETHCS B II€ BIACTUBICTH (TIOJIE).

Ha pucynky 2.2 3a3HaueHa pI3HHUIT MDK TPaJAMIIHHUM  MIIXOI0M 1

Dependency Injection.

TPAQVLLINHAY MIAXIA DEPENDENCY INJECTION MIZXI[

F

Main Main Dependency Injector

Pucynok 2.2 — Piznuisg Mk TpaauniiaaM miaxoaom i Dependency Injection.

Hiarpama kiaciB (pucyHok 2.3) Oyna po3po0ieHa 3a gomororo mou UML
[30]. BimnomieHHs MiX KiacamMu BigoOpakaroTh NpuHIMI pobotu Dependency
Injection. Bci 3amexHOCTI MK KJIacaMd BCTAaHOBIIFOIOTHCS 4epe3 Kiac KOHTCHHep
GameRoot. B GameRoot BukinkarThCsi MeTou INit KOXKHOTO Kiacy, mapamMeTpamu
SKOTO € HEOOX1JH1 KJIacH 3aJIe)KHOCTI JUIsl 1HILIai3yeMOro Kiacy. Takum 4nHOM BCl
3QJIEKHOCTI CTalOTh SIBHUMH, II0 HAJa€ MOXIJIMBICTH BIJICIIIKYBaTH 3B S3KH MIXK

KOMITOHEHTaMH 1 TTOAUIATHA HA MOTYJI.



Koxen knac € abo mozento, abo KOHTPOJUIEPOM, a00 MPECTaBICHHSIM.

YUHOM peanizyeTbes apxitekTypuauit miaxiax MVC.

TowerGenerator

- TowerGenerator _towerGenerator;

- LevelMenuManager _levelMenuManager;
- SoundManager _soundManager;

- FPSCounter _fpsCounter;

- PlayerController _playerController;

- UlScreenController _uiScreenController;

+ InitQ)

- Awake()

- Update()

- FixedUpdate()

+ CreateTowerHolder ()
+ ChooseSafeMaterial()
+ Generatelevel()

+ ActivateNextSample()
+ ResetCirclePointer()
+ AddCains()

+ LerpCalor()

+ ChoosePlatforms()

+ SetSamplesThemes()

BallColisio

nDetection

- _vibration: Vibration;

- soundManager: SoundManager;

+ InitQ)

- OnCollisionEnter()
- OnTriggerEnter()
- FixedUpdate()

k.

y

GameRoot

+ CameraController: Cal
+ BallCollisionDetection

+ LevelThemeManager:

Camera Controller

+offsetSpeed : float

- Awake()

- LateUpdate()
+ SetTarget()
+ ApplyOffset()

+ SoundManager: Soun

- Vibration: _vibration;

+ PlayerController: PlayerController,

+ TowerGenerator: TowerGenerator;
+ GameManager: GameManager;

+ StaticRandom: StaticRandom;
+ AnalyticEvents: AnalyticEvents;
+ LevelMenuManager: LevelMenuManager;

+ FPSCounter: FPSCounter;
- SaveController: _saveController;

- UlScreenController: _uiScreenController;
- SaveModel: _saveModel;

meraController;
: BallCollisionDetection;

LevelThemeManager;

PlayerController

+ fallSpeed: float ;

+ ballRg: Rigidbody ;

+ ballAnim: Animation ;

+ isTouching: hool ;

+ isReadyToDestroy: bool ;

+ TempPlayerForRecreating: GameObject ;
+ SkinGFX: GameObhject ;

+ powerModeDuration: float = 3.0f;

+ enablePowerAmount; nt = 20;

+ reducePower: float = 0.1f;

+ reducePowerlnPowerMode: float = 0.25f;
+ fireBallLoading: Image ;

+ warningSign: GameObject ;

+ ignitionTrail: ParticleSystem ;

+ fireTrail: ParticleSystem ;

+ mainTrail: TrailRenderer ;

+ spinSpeed: float = 15;

+ playerTransform: Transform ;

dManager;

- Awake()

+ InitModels()

+ InitViewControllers ()

GameManager

- TowerGenerator _to

_levelMenuManager;

- PlayerController _pl

- LevelMenuManager

- SoundManager _soundManager;
- FPSCounter _fpsCounter;

- UlScreenController _uiScreenController;

werGenerataor;

ayerController;

+ Init()

- Awake()

- DestroyTower()

- Update()

- FixedUpdate()

+ SelectLevel ()

+ Replay(eventData:

PointerEventData)
+ Changelevel()
+ StartGame()

+ GameQver()

+ Restart()

+ Finish()

+ PlayNextLevel(eventData:

PuointerEventData)

+ moveShifting: float = 0.5f;
+ powerAmount: float;

- timer: float = Of;

- ballCollider: SphereCollider ;

+ Init()

- Awake()

- DestroyTower()

- Update()

- FixedUpdate()

+ OnBeginDrag (eventData:
PointerEventData)

+ OnDrag(eventData: PointerEventData)
+ OnEndDrag(eventData:
PointerEventData)

+ ReCreatePlayer()

+ EnableEffect()

+ AddPower()

LevelThemeManager

+theme : Material

+ Init()

- ApplyTheme()
+ GetNextColor()
+ ChangeTrailColor()

Pucynox 2.3 — Jlirpama kiaciB mporpamu

22

Takum
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2.3 Bubip ¢ppeiiMBoOpKy a1 po3po0ku

VY nanomy po3jiiai NMPOBOAUTHCS aHajl3 ICHYIOYHX ITPOBUX PYIIIiB 3 METOIO
BHOOPY HAWKpamoro BapiaHTy g po3poOku MoOuUTbHOTO moaaTtky. Cepen
HAUTOMYJIAPHIIIUX ITPOBUX PYUIIiB JJI1 pO3pOOKH MOOUIBHUX 1rOop BUSBHJIMCS Taki
tpu: Unity3d, Unreal Engine 4, GameMaker Studio.

IrpoBmii pymriii (anrn. Game engine) — 1€ OCHOBHHUH HaOlp MPOrpaMHUX
KOMITOHEHTIB 1 BI3yaJIbHUX 1HCTPYMEHTIB, SIKHUM JI03BOJISI€ CTBOPIOBATH 1 3aIlyCKaTH

IHTEPaKTUBHI JOJATKH 3 rpap1yHUM 3a0€3MEUEHHSIM, SIKE 00pOOIIAIOTHCS B pEaTbHOMY

gaci [31].

2.3.1 Unity3d

Unity - mixruiatrgopmHa cepea po3poOKH KOMII'TOTEPHUX irop, po3podiieHa
amepukancbkoro komraniero Unity Technologies. Unity no3Bojsie CTBOproBaTu
JOJIaTKU, 10 NPALIOI0Th Ha OUTbII HDXK 25 pi3HUX MIaTdopMax, MO BKIOYAIOTh
MIEPCOHAJIbHI KOMIT'FOTEPH, IrPOBI KOHCOJI1, MOOLIIbHI MPUCTPOI, IHTEPHET-A0JATKH Ta
iam [32].

Penakrop Unity mae npoctuii Drag & Drop inTepdeiic, sikuii serko
HaJIAIITOBYBATH, 10 CKJIAAA€ThCS 3 PI3HUX BIKOH, 3aBISKUA YOMY MOKHA IPOBOJUTH
HaJIaroJUKEHHsI TPU NpAMO B peAakTopi. Pymiiii BUKOpUCTOBYe JUIsl HAalMCaHHS
ckpuntiB MoBy C#. PaHime nigrpuMmyBanucsa Takox Boo (aianext Python, miarpumky
npubpanu B 5-i Bepcii) 1 monudikarist JavaScript, Bimoma six UnityScript (miarpumka
npunuHeHa B Bepcii 2017.1). Po3paxynku ¢izuku BupoOisie piznunuii nprxok PhysX
Bit NVIDIA. I'padiunuii API - DirectX (na manuii Mmoment DX 11, miarpumyerbes
DX 12).

[IpoexT B Unity niinThes Ha clieHH (piBHI) — OKpemi ¢Gailiiu, 1m0 MICTATh CBOi
ITpOBI CBITH 31 CBOiM HaOOpOM 00'€KTIB, CIleHapiiB, 1 HajmamTyBaHb. CIIeHH MOXKYTh

MICTUTH B cO01 SIK, BIaCHE, 00'€KTH (MOJIe1), TaK 1 TOPOXKHI IrPOB1 00'€KTU — 00'€KTH,
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Kl HE MaroTh Mojeni «myctumkuy. OO'€eKTH, B CBOIO 4Yepry MICTATH Habopu
KOMITOHEHTIB, 3 SKUMHU 1 B3a€MOJIIIOTh CKpUMTU. Takoxk y 00'ekTiB € Ha3Ba (B Unity
JIOITYCKAEThCSI HASIBHICTD JBOX 1 OLIbIIIEe 00'€KTIB 3 OTHAKOBUMH Ha3BaAMH ), MOKE Oy TH
Ter (MiTKa) 1 m1ap, Ha IKOMY BiH ITOBUHEH BijoOpakatucs. Tak, y Oyab-gKkoro 00'ekra
Ha CIieHI 00OB'SI3KOBO TMPHCYTHIM KommoHeHT Transform — BiH 30epirae B co0i
KOOPJMHATH MICIIsSI pO3TaIlyBaHHs, TOBOPOTY 1 pO3MIpiB 00'€KTa MO BCIX TPHOX OCSX.
VY 00'eKTiB 3 BUAMMOI T€OMETPIE€I0 TAKOXK 32 3aMOBUYBAHHSIM MPUCYTHINH KOMIIOHEHT
Mesh Renderer, mo pobuth Momens o00'ekta BuanMOK0. Jlo 00'€KkTiB MOXHa
3actocoByBatu kodi3ii (B Unity T. H. Konaiinepu - collider), skux icHye JieKiibKa TUITIB
[33].

Takox Unity miarpumye (i3UKy TBEPAUX TUI 1 TKAHUHH, & TAKOXK (P13UKY TUITY
Ragdoll (Tpsimiunas jsuibka). Y pegakTopi € CUCTeEMa YCIaIKyBaHHs 00'€KTiB; TOYIpHI
00'ekTH Oy 1y Th IOBTOPIOBATH BC1 3MIHH MMO3HUII11, TOBOPOTY 1 MacITady OaTbKIBCHKOIO
o0'ekta. CKpUNITH B PEAAKTOPl MPUKPIIUIIOIOTHCA 10 O0'€KTIB Y BUIIIANI OKPEMHX
KOMITOHEHTIB.

Unity 3D niarpumye cuctemy Level Of Detail (ckop. LOD), cyTs sixoi nossirae
B TOMY, III0 Ha JJaJIeKii BiJICTaH1 B/l TPaBIlsl BUCOKOIETATI30BaH1 MOJIETI1 3aMIHIOIOTHCS
Ha MEHII JIeTaji30BaHi, 1 HaBMaku, a Takox cucreMmy Occlusion culling, cyTh sikoi B
TOMY, 110 Y O0'€KTIB, 110 HE MOTPAIUISIIOTH B IOJIE 30pY KaMepu HE BI3yalli3yeThCs
TEOMETPIs 1 KOJII31s, 0 3HIKYE HABAHTAKEHHSI Ha IIEHTPAJIbHUHN MPOIECOp 1 J03BOJISIE
onTUMI3yBaTu NpoekT. [Ipu KoMmuIsALii TPOEKTY CTBOPIOETHCS BUKOHYBaHUU (.€Xe)
daiin rpu (st Windows), a B okpemiil mamiii — gaHi rpu (BKJIIOYaI04ud BC1 ITPOBI PiBHI
i criteHi 6i6mioTekn) [31].

IlepeBaru:

—  0e3KoLITOBHA BEPCif;

—  HasBHICTh MOTY>KHOTO 1 iIHTYiTUBHO 3p0O3yMUIOr0 PeIaKTopa;

—  BI3yali3ailisl €JIEMEHTIB pelakTopa B PealbHOMY 4Yaci;

—  KpocmuiatropMeHHa MATPUMKA,;

- MO/JlyJIbHa CUCTCMaA KOMITOHEHTIB.
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Hemomikom € oOMeXeHHS BI3yalbHOTO pemakTopa mpu podoTi 3

0araTOKOMIOHEHTHUMH CXCMaMH,

Ha pucysnky 2.4. coopaxkeno rpadiunuii inrepgeric Unity3d.

Pucynok 2.4 — I'padiununii inTepdeiic Unity3d.

2.3.2 Unreal Engine 4

Unreal Engine — e cyyacuuii irpoBuii pymriit Ha 6a3i MmoBu C ++, po3poOKor0
1 MATPUMKOIO sKOro 3aiiMaeTrhcsi kommadis Epic Games. MoxauBocti UE
JIO3BOJIIIOTh CTBOPIOBATH 1 peaaryBatu eneMeHTH 3D adimaini, crenedekTd B
KiHO(1IbMaX 1 Irpax, a TAKOK PO3pOOIATH pi3HI HaBYAIbHI porpamu. Koy mporpamu

Ha I[bOMY JABIDKKY IpAaIlto€ Ha OLIBIIOCTI Cy4acHHUX IUIaT(opM 1 onepauiiHuX CUCTEM

(Android, i0S, Linux, Mac OS, Microsoft Windows, PlayStation 4, PSP, Xbox One,
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PS Vita). Takum umHOM, OopHi€r0 3 ocobmuBocteld pymrisi Unreal Engine € ioro
yHiBepcaabHICTh [34].

Jo ckmamy texuomorii Unreal BxomuTh: rpadiunmii pymrii, pyumiii
3a0e3neueHHs (I3UKM, IITYYHUNW 1HTEJEKT, YIpPaBIiHHSI MEPEeXeBOK 1 (aiaoBoi
CHUCTEeMaMHM, a TaKOXX MOTYXHHMM 1 OararoyHKIIOHAIbHUN BOYAOBaHUU pEIAKTOP
UnrealEd. UnrealEd (UEd, Unreal Editor) — me iHcTpyMeHT penaryBaHHsS piBHIB i
pecypciB B peajbHOMY 4Yaci, Ha OCHOBI NMPHUHIMIY MOJEIIOBAHHS TBEPAUX TUI —
KOHCTPYKTHUBHOI OjokoBoi ctepeometpii (Constructive SolidGeometry, CSG). 3
OCTaHHBOT'O BUIUIMBAE TE I110:

—  KOPHUCTYBay 3a JIONIOMOT0I0 PEIaKTOpa MOXKE 3/11MCHIOBATH MaHIMYJIALIT 3
BJIACTUBOCTSAMU pi3HUX 3D-00'€KTiB, 3MIHIOBaTH iX, MNPOrpaMyr4d CKpINTOBI
CIIeHapii;

—  BCI 3MIHH, IO BHOCSTHCS KOPUCTYBAUYEM, TaKl sIK: pO3TallyBaHHS 00'€KTIB,
po3noalT €(eKTiB, MOHOBJIEHHS TEKCTYp — BHUIHO 4Yepe3 KaMepy peaakTopa, Lo
J03BOJISIE KOPUCTYBAYEBI MEPEBIPSATU MOKIIMBI IOMUJIKU B OyA1BIIAX;

—  pemaKkTop TaKOX JI03BOJISIE MAHIMYJIOBATH 00'€KTaMH, CTBOPEHHMH 3a
JIOTIOMOT 00 rpaiuHuX MakeTiB, Takux sk 3DMax.

Jo iHmoi, BaxauBow ocobmuBocTi Unreal BapTo BigHecTH BOYIOBaHUM
penaktop BluePrint: 1me iHTyiTHBHA cucTema It CTBOPEHHs JIOTiKM 3D-0TOYeHHS.
[Ipocrilie Kaxxy4du, KOPUCTYyBau CTBOPIOE JEsIKI TUIU OO'€KTIB, SIKI BIH 3TOJOM
MOMICTUTh Ha «CIIeHYy» cBoro mpoekty. I[lpuknagum podotu ckpuntiB BluePrint B
ITpOBOMY JIOAATKY: MPU3HAYCHHS TPaBIIiB 3 BIIMIHHUMH PUCAMH, YCTAHOBKA MPABUII 1
MPOBEJCHHS TPH, MPU3HAYEHHS KHOIMOK MAJsl YIpaBIiHHA TepcoHaxkeM 1 T.4. Ilpu
IIbOMY, 32 JIOMTOMOTO0 «KPECJICHBY JIOTIKH PiBHS a00 IpU KOPUCTYBAaU MOXKE CTBOPUTH,
HE HAIMCaBIIH JKOJHOTO PsIKa KOAY, 110, 0€3yMOBHO, MOJICTIIUTh TIPOIEC HATUCAHHS
JIOTiKH TUM JIIOJISIM, XTO HE CUJIBHHUH B MIPOTPaMyBaHHi.

Ocranne nokoiaas pyiis Unreal Engine mictuthb B co0i mepe1oBi TEXHOJIOTIT
B obmacti 3D-rpadiku, cepen SKHX: CUCTEMa poO3paxyHKy ocBiTieHHs Unreal

Lightmass, cuctema mocT-oOpOOKH, peamiCTUYHA CUMYJAIIS (PI3UKH, CTBOPCHHS
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BEJIMKUX KapT JIaHmadTiB, IHCTPyMEHTH aHIMallil IepCOHaXIB, CTBOPEHHSI KaT-CIEH
1 6araro inmoro. [Ipocrime kaxyuu: Ha ctoponi pymis Unreal Engine 4, 3aBasiku
texHosorisim Epic Games, Oyzae skicth rpadikv, MpOTE KOPHCTyBadyaM BapTO
003aBecTHUCS HECIabuM «3aTizoM» Ha 00pTy KOMITHOTepa, 1100 Mo0aYyuTH BCIO Kpacy
BJIACHUMH OYHMaA.

[lepeBaru:

—  0Oe3KOIITOBHA BEPCi;

—  HAsSBHICTH MOTY>KHOTO 1 IHTYITUBHO 3pO3yMLIIOT0 PEAAKTOPA;

—  BI3yalli3allisi eJIEMEHTIB pellakTopa B peaibHOMY 4aci;

—  Dblueprints (kpeciienns1) 3pyuHi Ist peasizaiiii 6a30B01 JIOTIKi;

— 1nrerpauis 3 C ++;

—  BIJMIHHA SKICTb Ipadiki;

—  YHIBEPCAJIbHICTh KOIY AJIA PI3HUX MIATPOpM;

Henomxku:

—  Opak mokyMmeHTarlii 3a QyHKIisiMHU py1ris Ha MOBi C ++;

—  MOXJIMBA IUTyTaHUHA B «KPECICHHSX) |

—  TOBUIBHICTH MOOUIBHOI PO3POOKH;

—  BuMora cyyacHoro "3amza" I1K;

Ha pucynky 2.5 300paxeno rpadiunuii inrepdeiic Unreal Engine 4.
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Pucynok 2.5 — I'padiunnii inTepdeiic Unreal Engine 4.

2.3.3 Game Maker Studio

GameMaker: Studio — oguH 3 HaWOOMYJSPHINIMX ITPOBUX ABHKKIB, IO
JI03BOJISIE PO3POOISATH AOJATKH IMi]1 Oe37114 miatdopm.

GameMaker: Studio mo3Bosisie mucaTH pO3MIMPEHHS Tia O0e3miv miaThopM Ha
BIZAMOBITHUX TM MoBaMu. [liITpUMyIOThCS HACTYIHI THUIMH (aiiimiB po3mmpenb: gml,
dll-6i6moTexn Ha Windows, Windows Phone, Xbox One, js-ckpurtu st HTMLS5, so-
oiomiorexu Ha Linux i Tizen, dylib-6i0miorexu Ha Mac, prx na PS4, suprs na PSVita,
a Takox crieriianbHi placeholder ams 10S i Android. € MOXITHBICTS CTBOPHUTH MPOKCi-
PO3LIMPEHHS JUIsl IPOEKTIB Ha 0araThoxX miatdopmax, 110 103BOJIsi€ BAKOPUCTOBYBATH
OJIHAKOBI Ha3BU (QYHKIN B KOMIi, ajie 3BepTaTUCS 10 O10J10TEeK BIAMOBITHOI
m1aThOPMH.

€ ¢yukmii aus pobotn 3 komayBaHHsmu Base64, JSON, MDS5, SHA-1,

MOXJIUBOCTI po3makyBaHHs ZIP-apxiBiB, WMTaHHS 1 3amuCH .ini, TEKCTOBHX 1
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IBIAKOBUX (DaiisiiB, yIpaBIiHHS KaTajgoraMmu. € MOXKIMBICTb B3aEMOJISITH 3 MEPEKEIO:
konekTuBHa rpa mo UDP, TCP, Bluetooth, BignpaBka http-3anuriB, 3aBaHTa)KEHHSI
Oynp-skux (aitnis, B3aemomis 31 Steam API 1 Facebook.

3 Bepcii 1.1.1086 nonana miaTpuMka meiaepiB — €eKTUBHOTO IHCTPYMEHTY
YOpaBIiHHSA BIAOOpaXKEHHSM, JoJaBaHHsA TpadiyHUX eQeKTiB 1 MepeTBOPEHb.
GameMaker: Studio miarpumye BepinaHi 1 pparmentu meiaepu Ha moBax GLSL ES,
HLSL9, HLSL11 1 GLSL.

3 mpuUCTpOiB, KpiM MHIII 1 KIaBlaTypu, MPUCYTHI (PyHKLIT JUIs B3aEMOIIT 3
JOKOMCTUKAMU 1 TeiMITaioM, 1Isl OOpOoOKH HAaTHCKaHb 1 HAXWTy Ha cMapTQoHax.

GameMaker: Studio micTuTh 034 MaTeMAaTUYHUX (QYHKIIN 1711 POOOTH 31
CKJIIPHUMU 1 BEKTOPHUMU BEIMYNHAMU, BKITFOYAIOYN TPUTOHOMETPUYHI OOUHCIICHHS,
3HAXO/XKCHHsI CTYTICHIB, Jorapu@MiB, IHTEPIIOIAIIN, HOpMaJiel BEKTOPIB, CKAJSIPHUX
TBOPIB. € BOynoBaHui (i3uuHmil ABMKoK Box2D, HaOip ¢yHKI1H 11t poOOTH 3 HUM,
neMoHcTpaiiiiai npoektu Angry Cats 1 Angry Cats Space.

Ha Bigminy Bigx GameMaker, Studio BHUKOpPHCTOBYE KOMIIIATOpP, a HE
IHTEpHpEeTaTop KOy, L0 MPUOpaso MOMIIMBICTh BHKOHAHHA YHUCTOro Koay '"Ha
TH0TY", ajie 1CTOTHO 301IBIIIIIO IPOIYKTUBHICTE irop. Takox € J0/1aTKOBUM MOIYITh
YoYoCompiler, o tpancimoe GML-koxa B C ++ 1 ontumisye ioro. [IpoekTu, 316pasi
3 BUKOPHUCTAHHSM ITHOTO KOMIIOHEHTA, AEMOHCTPYIOTH XOPOIITY MPOTYyKTUBHICTH 3
COTHSIMHU ITPOBHUX €JIEMEHTIB Ha piBHI. OHAK 1€l MOAYJb OCTYIHUM HE IS BCIX
maThopM.

€ minrpumka OaraThoxX cepBiciB MoHeTu3amii (takux sik AdMob, Google
Analytics, Google Play Licensing) 3 xogy. Takox € miaTpuMKa CUCTEM YTPaBIiHHSA
Bepcismu — € npukiaam interpanii 3 SVN, GIT, Mercurial [35].

[lepeBaru:

—  KpoccmiatGopMeHHOCTh, miaTpuMyBaHi wiargopmu: Windows, Mac OS

X, Ubuntu, Android, i0S, Windows Phone, Tizen, Xbox, PlayStation;

—  miATpuMKa 010J110TEK 1 PO3MIMPEHb, B TOMY YMCII Ha PI3HUX MOBAX;
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— THyuka 1iHoBa Karteropis, Standard Bepcis Game Maker: Studio
a0COJIFOTHO OC3KOIITOBHA;

—  BJacHa crnpoiuieHa Moa nporpamyBanHa Game Maker Language (GML);

—  1HTerparuis 3 IeKiJIbKOMa CUCTEMaMU yIPABIIIHHS BEPCISIMU;

— i”Terpamis 3 Steam, GooglePlay, AppStore.

Henomnikom € He3pyuna podora 3 3D.

Ha pucynky 2.6 300paxeno rpadiuauii intepdeiic Game Maker: Studio

e Matraha ks
-

Aaia A0 ) MM, )

Pucynok 2.6. — I'padiunnii intepdeiic Game Maker: Studio

Tabmuus 2.1 — mopisastaas Unity3d, Unreal Engine 4 Ta Game Maker: Studio

Kpurepiit Unity3d Unreal Engine 4 Game Maker: Studio
SAxicHa mTOKyMeHTaIlis 5 4 4
®dynkuionan 6e3
JIOTAaTKOBUX 4 5 5
PO3LIUpPEHB
ATanTUBHICTH 5 3 4
OyHKITIOHAT 5 4 3
[IBuaKicTh pobOTH 5 3 5
MacmraboBaHiICTh 5 4 5
[Ipocre BuBUEHHS 5 3 4
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[TponmoBxenus Tadbmwmmi 2. 1

Kpurepiit Unity3d Unreal Engine 4 Game Maker: Studio
Kpocmnardopmenictsb 5 4 5
[MigTpumka 3D 5 5 1
beskoiroBHe 5 4 )
BUKOPHUCTAHHS

[IpoBeneno aHami3, SKUM TMOKa3aB, IO HaMKpaluM pIIIEHHSIM Oyne
BUKOpHCTaHHs pymris Unity3d, ockiabKy BiH JOCHTB JCTKHH Y BUBYCHHI, B HASIBHOCTI
0e3KoITOBHA Bepcis, skicHa TexHojoris 3D Bizyamizarii, sikicHa JOKyMEHaIls, a
TaKoX Jerka moOynma mporpamu s mMooineHux OC. Unreal Engine 4 yctynae B
JAHHOMY BHOIpI Yepe3 IpOMI3AKICTh (BETUKA KUIbKICTh HEMOTPIOHOTO (PyHKIIIOHAJA
JUI1 BUKOHAHHSI METHU MPOEKTY), @ TAKOXK Yepe3 CKIAAHUNA MpoLec NOPTYBAHHS IPU Ha
MoOiLTBHI TipucTpoi. Game Maker: Studio maibke Mo BCiM KPUTEPIsIM MIAXOIUTH IS
BUKOHAHHS 3a3HA4Yero IMpoOeKTy, aje B HboMYy Hemae sikicHoi 3D Bizyaumizarii, 1o i

HPU3BOAMTSE 110 BUOOpyY Unity3d, sik iHCTpYMEHTY ISl BUPIIIICHHS IIOCTABJICHOT 3a/1a4i.

2.4 OorpynryBanas Buoopy Unity3d B sikocTi irpoBoro pymris

Ockinbku 00pano Unity3d stk pymmiii uist po3poOKy MPOTrpaMHOTO TPOIYKTY,
CUCTEMA CKJIAJaTUMETHCS 31 CTeIlaIbHIX KOMITOHEHTIB.

[TpoekT B Unity mimuThes HAa CIIEHU — OKpeMi (aiiiiu, 10 MICTSTh CBOI irpoBi
CBITH 31 CBOIM HAOOpOM 00'€KTiB, CKpUIITIB, 1 HaJmamTyBaHb. ClIEeHU MOXKYTh MICTUTH
B 001 sIK, BIacHe, 00'ekTu (MOIEII), TaK 1 MOPOXKHI ITPOB1 00'EKTH — CYTHOCTI, 5IK1 HE

MaroTh MOJICI («ITyCTHIIKUY) (PUCYHOK 2.7).
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Directional Light e
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W UFO 2|

Pucynok 2.7 — Iepapxisi 00’€KTiB CLIEHH

O0'exTH, B CBOIO YEPTY MICTSITH HA0OPHU KOMITOHEHTIB, 3 IKUMHU 1 B3a€EMO/I1I0Th
ckpuntd. Takox y 00'ekTiB € Ha3Ba (B Unity nomyckaeThCs HassBHICTD JBOX 1 O1IbIIe
00'eKTIB 3 OJHAKOBMMHU Ha3BaMu), Ter (MITKa) 1 Iap, Ha SKOMY BIH IOBHHEH
BijoOpaxkatuca. TakuM uuMHOM, y Oyab-IKOTO 00'€KTa Ha CHEHl OO0OB'I3KOBO
NPUCYTHIA KommoHeHT Transform — BiH 30epirae B €001 KOOpPIMHATH MICIIs
pO3TalllyBaHHS, TOBOPOTY 1 pO3MipiB 00'€KTA MO BCIX TPHOX OCSIX. Y 00'€KTIB 3 BUAUMOT
TeOMETPIEI0 TaKOXK 3a 3aMOBUYBAaHHSM NPUCYTHiM kommoneHT Mesh Renderer, o
poOUTH MOJIeIb 00'€kTa BUAUMOIO. J[0 00'€eKTIB MOXKHA 3aCTOCOBYBATH KoJIi3ii (B UNity
— collider), sxux icaye mekinbka tumis: box collider, capsule collider, sphere collider,

mesh collider [36]. Cuctema KOMIOHEHTIB 300paXkeHa Ha PUCYHKY 2.8.



33

@ + | GameObject Static~
" Tag Untagged v Layer Default -
v . Transform e
Position x|0 ¥ 0 £ 0
Rotation x |0 ¥ 0 L0
Scale x 1 i 1 Z|1
v %  Rigidbody o 3
hass 1
Drag 0
Angular Drag 0.05
Use Gravity v
Is Kinematic
Interpolate Maone -
Collision Detection Discrete -
b Consftraints
F Info

Pucynok 2.8 — Cuctema KOMIIOHEHTIB 00’ €KTY

VY pemakTopi € cucTeMa yCHaJKyBaHHA O0'€KTIB: JOYipHI 00'€kTH OymyTh
MMOBTOPIOBATH BCl 3MIHM IMO3HUIIli, TOBOPOTY 1 MacmTady OaTbKIBCBKOro 00'€KTa.
CkpunTH B peJakTOpi MPUKPITUIIOIOTHCS 10 00'€KTIB Y BUTIISI OKPEMUX KOMITOHEHTIB.

[Tpu immopTti Tekctypu B Unity MokHa 3reHepyBatu alpha-kanasn, mip-piBHi,
normal-map, light-map, kapty BigoOpaXkeHb, HPOTE OE3MOCEPEIHBO Ha MOJECIh
TEKCTYpYy NPHUKPINUATA HE MOXHA — Oy/e CTBOPEHO Marepiaj, SIKHM CKJIAa€ThCs 3
nmieiiiepy, TEKCTypu 1 mapaMeTpiB, 1 MOTIM Marepiaj MNPUKPINMUTHCS 10 MOJENI.
Penakrop Unity miarpuMye HanucaHHsl 1 penaryBanHs meiaepis. Penakrop Unity mae
IHCTpYMEHT 11 CTBOPEHHS aHIMallli, aje TaKOoX AaHIMallll0 MO>XHa CTBOPUTHU
nonepeaHko B 3D-penakTopi Ta IMIIOPTYBAaTH Pa3oM 3 MOJIEIUTIO, a MOTIM PO3ALIUTH
Ha (aiimu.

Sk npaBuiio, iIrpoBUid pyuIiil Hagae 6e3:114 PyHKIIOHATBHUX MOKIMBOCTEH, SIKI
MOXXYTb OyTH 3ajisiHI B PI3HUX Irpax, a caMe: MOJCITIOBaHHA (PI3MYHUX CEPEIOBUIII,
KapTy HOpMaJIeH, TMHaMiuHI TiHi 1 6araTo iHmoro. Ha Biaminy Bij 6araTbox IrpoBHX
pymiB, y Unity € 1OBI OCHOBHI TNepeBarv: HasBHICTh Bi3yaJlbHOTO CEpPEIOBUIIA

po3po0ku Ta MiKIIaThopMeHHOI miATpuMKu. [lepmmii dhakTop BKIIOYAE HE TUTHKH
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IHCTpyMEHTapiil Bi3yaJdbHOIO MOJETIOBAHHS, a M IHTErPOBaHY Cepeny, LEMOYKy
301pKH, SKI HAmpaBJCHO Ha MIABUIIECHHS MPOIYKTHBHOCTI PO3POOHHMKIB, 30KpeMa,
IIBUAKOCTI €TamiB CTBOPEHHsI MPOTOTHMIB 1 TecTyBaHHA. [lig MiKmiatdopmeHoro
MIITPUMKOIO MAa€ThCS Ha YBa3l HE TUIBKM MICIS poO3ropTaHHsa (yCTaHOBKa Ha
MIEPCOHAILHOMY KOMITIOTEPi, Ha MOOUTLHOMY MPHUCTPOi, KOHCOJI TOIIO.), Aje i
HAsBHICTb  1HCTPYMEHTapil0  po3poOKH  (IHTETpOBaHE  CEPEOBHUINE  MOXKE
BukopucroByBatucs nig Windows i Mac OS).

TpeTboto mepeBaror0 BBaKa€ThCS MOJYJbHA cucTeMa kommoHeHTiB Unity, 3a
JIOTIOMOT'O0 SIKO1 BiJIOYBA€THCS KOHCTPYIOBAHHS ITPOBUX O0'€KTIB, KOJU OCTAHHI €
KOMOIHOBaHMMH TMaKeTaMH (PYHKIIIOHAJIbHUX eJeMeHTIB. Ha BiaMiHY BiJ MeXaHI3MIB
HacniayBaHHs, o00'ekth B Unity CTBOPIOIOTBCS 3a JOMOMOTOI 0O0'€THaHHS
dyHkmioHansHUX OJ10KiB (B Unity3d — gameobjects), a He momirieHHs B By3/U iepeBa
HaciiayBaHHs. Takuil miaxXia MoJermye CTBOPEHHS NPOTOTHUIIB, IO aKTyaJbHO MpU

po3pooii irop [33].

2.5 Buoip cepenoBuina nporpaMmyBaHHsA

2.5.1 Visual Studio Community

Visual Studio Bkirouae B cebe pemakToOp I1CXOJHOTO KOAY 3 IMiJATPHUMKOIO
texHosorii IntelliSense 1 MOXIUBICTIO HaWMpOCTIMIOro pedakTopiHra KOmy.
BOynoBanuii BiijlaTuyuK MOKE MpaIfoBaTH K BIAJIAJUMK I1CXOAHOTO KOJy, TaK 1
BIJIJTQIUMK MAaIIMHHOTO. Pemra BOyJOBaHMX 1HCTPYMEHIB BKJIIOYAlOTh B cebe
penakTop (GopM s CIPOILIEHHS CTBOPEHHs TpadiyHoro iHTepdeicy n0aaTky, Beo-
penakTop, AU3aiHep KiaciB 1 au3aiiHep cxemu 0a3u maHux. Visual Studio mo3Bonse
CTBOPIOBATH 1 MIJKIIOYATH CTOPOHHI TUIATIHU TSI PO3IIUPEHHS (PYHKI[IOHATBHOCTI
MIPAKTUYIHO HA KOXKHOMY PiBHI, BKJIFOUAIOYH J0IaBAHHS MM ATPUMKH CUCTEM KOHTPOJTIO
BepCiii 1CX0THOTO KOy (sIK, Hampukiam, Subversion 1 Visual SourceSafe), nonaBanus
HOBUX HaOOpiB 1HCTPYMEHTIB (HANpUKIA[, s peJaryBaHHi 1 Bi3yaJlbHOTO

NPOEKTYBaHHS KOJY Ha TMPEIMETHO-OPIEHTOBAHMX MOBaxX IMporpamyBaHHs) a0o
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IHCTPYMEHTIB JUIsl 1HIIMX acCMEKTIB MPOILECYy PO3POOKU MPOTPAMHOrO 3a0e3MeueHHs

(mampukiian, kiaieHT Team Explorer mist po6otu 3 Team Foundation Server) [37].

2.5.2 Jetbrains Rider

Rider nonomarae po3po6isatu nogatku .NET, ASP.NET, .NET Core, Xamarin
i Unity ma Windows, macOS a6o Linux. Bin 3a0e3medye MIMpOKi MOMXIJIMBOCTI
penaryBaHHs Ta aHaji3y KOIy Ui MOB, II0 BUKOPHCTOBYIOThCS B .NET-po3poliii,
takux sk C #, VB.NET, F #, nigrpumye cuntakcuc ASP.NET Razor, JavaScript,
TypeScript, XAML, XML, HTML, CSS, SCSS, JSON i SQL.

[HTenexkTyanbHUNl peAakTOp KOOy HaJa€ KUIbKa BHJIB aBTOJIONOBHEHHS,
1abJIOHM 711 HAMMMCAHHS TUIOBUX KOHCTPYKIIH 1 MOCT(IKCHI 1M1a0JI0HU, TOCUIIAHHS
Ha koHTposepu 1 11i B ASP.NET MVC, no3Bosisie penaryBaTu Ko B AEKIITbKOX MICIISIX
OJIHOYACHO 1 IBUJIKO MEPEMIIIATUCA IO 1€papXii yCraIKyBaHH 3a JOTIOMOTO0 1KOHOK
Ha noJisix. Rider iMnoprye BiACYTHI TPOCTOPY IMEH, BCTABJISIE MAPHI AYKKH, MIJCBIYYE
rpa”uill 0J0kiB koay. Jiia mepexona 10 pedakTopuHry, reHeparlii Koay, KoMmaHaam
HaBiraiii 1 KOHTEKCTHUM JIii, MOTPiOHO HATUCHYTHU BCHOTO Mapy KJIABIIIL

Rider nagae 61apme 2200 1HCHIEKININ, K1 JJOTTOMararTh 3HAXOAUTH IIOMHMIIKH 1
npobiemMu B CTPYKTypi komy. [ns ycyHeHHs BusiBieHuX mpoOiem € monan 1000
aBTOMATUYHUX BHMpaBiieHb. [[j1s1 rmo0anbHOTO BIACTEKEHHS TPOOJIEM B IIPOEKTaX B
Rider nepenbauenuii 1HCTpyMEHT aHaji3y NOMMIOK [0 BCbOMY PILIEHHSIM: BiH Oyze
IITyKaTH TOMIJIKK B KOJIOBOI 0a31 1 TOBIIOMJISATH IIPO HUX, HABITH SKIIO TTPOOJIEMHMMA
(aiin He BIAKPUTHI B pelaKTopi.

Rider ticHo B3aemoii 3 pyrrem Unity3d. Ha manesi iHCTpyMEHTIB pO3MillieHi
KHOIIKHU 3aIlyCKy 1 3ylHHKH irpoBoro npoiecy — Play, Pause 1 Step, siki BianoBiatoTh
TUM K€ KHONKaM B pegaktopi Unity 1 BUKOHYIOTH Ti 3k ¢yHKuii. HeBenuka ikoHka
Unity Ha maneni craHiB moka3ye craH penaktopa Unity: miKITFOUEHHIA, OHOBIIFOE CTaH
abo 3HaxonuThes B pexuMi Play. Byas-ski 3minu, BHeceHni B Rider B pexxumi Edit,

OylyTh MOMEHTAJIBHO Mepenani B peaakTop Unity.
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Rider aBTOMAaTMYHO JEKOMITIIIOE 30BHINIHI O10J10TEKH, JO3BOJISIOYH
BUKOHYBAaTH HAJIaTOJDKCHHS JICKOMIIIILOBAHOTO KOAY, BXOJUTH y BKJIAJACHI (YHKIIIT,
BCTAHOBJIIOBAaTH TOYKW 3YIMUHKH, TEPETISIATH 1 BCTAHOBIIOBATH JIOKAIbHI 1 1HII
3MIHHI.

Rider ocHammenuii 6e3mivdto cerianpHo mpu3HadeHux A Unity iHCIeKmii ta
BI/IMOBIIHAX IBUJIKUX BWIIPaBIeHb. BiH 3maTHWiA po3Mi3HaBaTH IIa0JOHH
HU3BKOTIPOAYKTUBHOTO KOAY 1 MOXKE pPEKOMEHIyBaTH JUII HHUX aBTOMATHYHI
BUITPABIICHHS, HAIIPHUKJIaJ BUKOPUCTOBYBATH TIEPEBAHTAKCHHSI, KCIITyBaHHS 3HAYCHbD,

a0o anmpTepHatuBHUN API [38].

Tabmus 2.2 — opisusuus IDE

Kpurepiit Rider Visual Studio
MoxnuBicTs poO0TH Ha pi3HUX TUIaThopMax + +
be3komToBHa JTiTeH31s - +
SlkicHa JOKyMEHTaIlis +

Inrerparis 3 koucouto Unity3d
Inrerpartist 3 gameobjects Unity3d
Cucrema KOHTPOJIIO Bepciit

[Tpuemnaunii qu3aitn

OnTuMi3oBaHICTh

4|+ |+ + |+

JlexoMITLIAIIS 30BHIMIHIX 010110TeK

[TlinbuBaroun MIACYMKH, aJii KOM(OPTHOI poOOTH Ta IIBUIKOI PO3POOKHU
npoekty, Rider e HalOLIBII ONTHUMATIBLHOIO CEPEIOI0 PO3POOKH, OCKUIBKHM BiH Kpallle
B3aemofii 3 pemaktopom Unity3d, a Takok Hamae Oijbllie 1HCTPYMEHTIB IS

pedaKTOPUHTY KOJy.

2.6 BucHoBKH 10 po3aiay 2

B ganomy po3auni BuUpIIEHO 3aJady 3 NPOEKTyBaHHS MPOTPaMHOIO
3a0e3nedeHHs. 3aBlIKM MPOEKTYBAHHIO, BU3HAYEHO fAKI apXITEKTYpHI MIAXOAM Ta

(bpeiiMBOPKH BUKOPUCTYBATH B PO3POOIIi.
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BukoHano 3aBnaHHs BU3HAYUTH (PYHKIIIOHAJIbHI BUMOTH JO IPOrPaMHOTO
npoaykry. IlepeuncneHi BUMOTHM € HEOOXIIHMMH IS TOTO, OO0 TPOAYKT MaB
npuBaOIUBICTh, KOPUCTYyBaueBl OyJI0 MPUEMHO 1 3pYy4YHO TpaTH, a TaKOX II00
TPUBAJIICTH I'POBOTO ceaHCy OyJjia HaHO1IIIOIO.

BukoHaHO 3aBIaHHA MTpOaHATI3yBaTH apXiTEKTYPHI MIIXOAH, K1 JOTIOMOXKYTh
HAWONTHUMAJBHIIIUM CIIOCOOOM peani3yBaTh 3a3HauyeHi (PYHKIIOHAIbHI BHUMOTH.
Po3pobneno cxemy (puc.2.1), ska gemonctpye cyth marepay MVC (Model View
Controller), sxuit po3ainse mporpaMmy Ha 2 BEJIUKI YaCTHHU: JIaHi Ta MPEACTABIICHHS.
Takox po3pobiieHa cxema, JUIs OUTBII HASBHOTO po3yMiHHS miaxomy Dependency
Injection (puc 2.2), METOI0 SKOTO € — 3pOOUTH SBHUMH BCi 3aJ€KHOCTI MiX
MPOrpaMHUMU KJIacaMH Ta 00’ €KTaMHU.

BukonaHo 3aBnaHHsg po3poOutu aiarpamy kiaciB (puc.2.3), sika BijgoOpaxkae
BUKOPUCTAHHA JIBYX apXITEKTypHHUX MIAXOMIB. 3rigHO Hel, Oyau po3poliieHi
MpOrpamHi KJacu.

BukoHaHo 3aBaaHHs IpoaHaiizoBatu irposi pymrii: Unity3d, Unreal Engine 4,
Game Maker: Studio. [ToOymoBana Ta0JMI IOPIBHSHHS IrpOBUX pyIIiiB (Tabdi. 2.1),
sIKa J03BOJISI€ HAasSBHO Mo0OayaTH IepeBarn Ta HEIOJIKH KOXXHOTO 3 METOI BHOOpY
ontuMaiibHOro Bapianty. O6pano pymriit Unity3d mist HanvcaHnHs irpoBoi porpamu
M0 TaKUM MPUYMHAM: JIETKUI y BUBYEHHI, B HASBHOCTI O€3KOILITOBHA BEpCisl, IKiCHA
texHoJoris 3D Bizyanizali, ikiCHa IOKyMEHaIlisd, a TaKoX Jierka 1mooyaa mporpamu
1t moouteHEX OC.

Bukonano 3aBaanHs npoanaiizyBatu icHyroui IDE (Integrated Development
Environment). I[loOymoBana Tabnuiid mopiBHsAHHS (Tabm. 2.2), ska JAEMOHCTPYE
nepeBaru Ta HeJoJIKU KoxkHoro. Ilicnsa yoro, sik cepena mporpamyBaHHS, HA OCHOBI
anamizy Visual Studio Community Ta Jetbrains Rider, oopanwuit Jetbrains Rider, mo
TaKUM TPUYUHAM: MOXJIMBICTH 1HTerpamii 3 koHcosutto Unity3d, inTerpauis 3
gameobjects Unity3d, onTuMi3oBaHICTh, MOMIMBICTh JEKOMITLIAIIT 30BHILIHIX

010JT10TEK.
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B mactymHOMYy poO3miii HEOOXITHO OMUCATH KOHCTPYIOBAHHS MPOTPAMHOTO
3a0e3MeUueHHs: 3 YOro CKIQJAa€ThCs ITPOBHM TPOIEC, sSKa CTPYKTypa TMPOCKTY,

BUKOPHUCTAaHI aJITOPUTMU Ta MIA0JIOHU MPOCKTYBAHHS.
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3 KOHCTPYIOBAHHSA ITPOI'PAMHOI'O 3ABE3IIEYEHHSA

B nanomy po3ain OMMCYO€ThCS IporpaMHa peaiizallis IrpoBOi IPOrpaMHu.
Po3nin mpucBsueHnid HACTYNHUM NHUTAHHAM: PO3pOOKa IrpOBOTO MPOLECCY, OMHC
CTPYKTYpH IIPOEKTY, OIHUC peajizallisa airopuTMy T'eHepallii OalliHi, omuc peanizamii

rpadigHOro iHTEpdEiicy.

3.1 Po3podka irpoBoro npouecy

IrpoBuii mporiec (anrin. Gameplay) — TepMiH, SIKHM Ha3WBaIOTh OCOOIUBOCTI
B3a€MOJIIi JIFOAUHU 13 Tpoto. [li 0cOOIMBOCTI CTBOPIOIOTHCS 3a JOMOMOTOI0 IpaBuUll,
3aBAaHb Ta CHOCOOIB iX BHpIIIEHHS, siKi mpornonye rpa. [lopsn 3 ¢abynoro Ta
TEXHOJIOT1€I0 ITPOBUM TPOLIEC € OJIHIEI0 3 TPHOX OCHOBHUX CKIIAJIOBUX OYJb-sIKOT
Bigeorpu [39].

OCHOBOIO ITPOBOTO MPOIECY OYIb-SIKO1 BIJICOTPH € TTIOBTOPIOBAHUN JIAHITFOKOK

Jisi-peaxuis-3BOPOTHIN 3B'30K.

3.1.1 s

Hiss (anrn. Action) — i"dopmMalis, SKy rpaBellb HaJa€ Tpl 3 IrPOBUX
KOHTPOJIEPIB, SIK TeMIa, KilaBiarypa uu Tauckpid (y qanaomy Bunauky) [40].

I'paBenib Kepye TOJIOBHUM TrepoeM (IIapoM), BUKOPHCTOBYIOUM TayCKpiH.
Caaiin BIiBO MOBepTa€e OAITHIO BJIIBO, CBAWIT BIIPaBO MOBEPTAE OAIIHIO BIPABO, IO B
CBOIO YEPTy HaJIa€ TOJOBHOMY I€pOI0 MOKJIMBICTh OMUHYTH YOpHI OyI0kU. TopKkaHHS
OyIb-sKOi 00J1aCTI €KpaHy MPU3BOJUTH O YCKOPEHHS TOJIOBHOTO T'epos, 0 B CBOIO
4yepry HaJa€ MOXJIMBICTh PyXaTHCS BHU3 B3/I0BXK OallHi, OMUHAIOUM YOPHI OJIOKH.
Sxio repoit yaapseThCcsi B 4OpHI OJIOKH, TO Tpa 3aBEPIITYETHCS 1 TOUMHAETHCS TTOKa3

pe3yJIbTaTIB.
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3.1.2 Peakuis

Peakmist (anri. Reaction) — BigmoBiae Tpu Ha Jii rpasus, copMoBaHa Ha
OCHOBI HaIaHO1 HUM 1H(OpMaIlii, aje 11e He BUPaKeHa JJi HbOTO B IOCTYIHIN (opMi
[40].

[Tig gac cBaiiniB BUKIMKaEThCS (PyHKIIA moBopoTy OamHi. [1ig yac tady, rpa
3MIHIOE MBUJKICTH repos. [licis Toro, sik OyB 3po0aeHM MepIINK 3CYB BHU3 B3IOBX
OallHi, 3aIycKaeThes TaiMep, KU paxye KUIbKICTh CEKYHJ 3 MOMEHTY IOYaTKy I'pH.
[lin yac ycmimrHOro mepecyBaHHS OO HU3Y B3JOBXK OalllHI, rpa BU3HAYA€ CKIIbKU

nuIAxy OyJ0 MpOMIEHO 10 IUX Mip, BITHOCHO BChOTO HIJISAXY.

3.1.2 Biaryk

Biaryk (anrn. Feedback) — indopmaiiisi, orpumyBaHa 3 Tpu TpaBIEM.
[ToninseTbest Ha ABa OCHOBHUX BUU: SIBHHM (€ OUSBUIHOO BIJIMTOBIIIIO HA JIii TPaBIs)
1 HeaBHUH (ciykuTh (OHOM 4M 1H(GOPMYE TrpaBls, HANPUKIAA, IOBIJIKA 3 TPH).
3BOPOTHUI 3B'SI30K Ma€ CBOI PI3HOBUAM B MEXaX SIBHOTO 1 HESABHOTO: BI3yallbHUU
(Gauene rpaBIeM Ha €KpaHi), 3BYKOBUI (4yTe Yepe3 MpUCTPOi BIATBOPEHHS 3BYKY),
niioBuil (moxaisi B camiil rpi — BIANOBIAb Ha J1i TpaBIls, 3a3BUYAll MOETHAHHS
300paKeHHsI 31 3BYKOM), HEITPOBUX TIEPCOHAXIB (BIAMOBIAb TMEPCOHAXIB, IO
«HACENAIOTh» TPy, Ha MAil TpaBIl), aKyMyJSTHUBHUN (BUpPaKEHUN MEBHUM YHHOM
Mporpec rpu), eMOLINHUN (eMOIlii, K1 BUKJIUKAE TPpa), 3M1MCHEHHS (BUPAXKEHHS CEHCY
OKpeMHUX 3aBJlaHb 1 BCI€i T'pH, 1X 3aBepIIeHHs), 1HGOPMATHBHUMN (BIIOMOCTI, SIKi
IpaBeIb OTPUMYE B KOHTEKCTI TpaHHs). OTpuMaHui 3BOPOTHUH 3B'SI30K CITOHYKAE 0
HOBHX JIi# 1 Tak 10 3aBepuieHHs rpu [40].

3BepXy Ha €KpaHi BIIOOpakaeTbCs Yac, SKWWA TOYaB BiJAPaxOBYBATHCS 3
MOMEHTY TIEpIIOro JOTHKY J0 €KpaHa TpaBIeM. A TakoX rpadiyHa ImKana, sKa
BiIoOpaXka€ JTOBXKWMHY MPONIACHHOTO MUISAXY BIJIHOCHOTO BCHOTO TUIAXy. Ilicms

PO3OUTTS KOXKHOTO OJIOKY, 3apaxOBYIOThCS Oajdu J0 TOJOBHOTO PaxyHKy, SKUMH



41

BiIOOpakaeTbCsl TMICIAS MPOXO/UKEHHS piBHSA abo micims mnporpamry. Ilig dac
nepecyBaHHS TOJIOBHOTO Teposi TelnedoH JEeTKo BiOpye, IO Hagae KOPHCTyBady
MpUEMHE BIIUYTTSA Mporpecy. SIKIIO Tepoe CTUKAETHCS 3 UYOPHUMHU OJIOKaMHu, TO
IPOTPaEThCS aHIMaIlisl pO3OUTTS, TAKOX BiJ0OpaKaeThCsl MEHIO MPOTpaIily: MOTOYHHUI
piBeHb, PaxXyHOK, KHOIIKa «Replay», kHomKka HajgamTyBaHb, a TAKOXK CTPIJIKU BITIBO Ta

BIIPaBO, SIK1 HAJJAIOTh MOKJIMBICTh MEPEKITIOYATHCS MIXK PIBHSIMH.

3.2 CTpyKTypa HpoeKTy

[IpoekT ckanamaerbcst 3 0araTbOX 4YacTUH: CKPUOTH (SIKI 1 peali3yroTh
B3a€MO/III0 M3k 00’ €KTaMH Ha IrpOBOMY piBHI), Tpadiuni Mojeni, eheKTH (MapTUKIIH),
HaJAIlITyBaHHA CIIEHH (CBITJIO, CKaiOokc), rpadiunuil iHTepdeic (uepe3 sKuii
KOPHUCTYBad B3a€EMOJIIE€ 3 I'POI0). 3aBASKH BHUKOPUCTAHHIO APXITEKTYPHOrO MAaTEpHY
MVC, Baasiocsi CTBOpUTH CUCTEMY, B AKiH O13HEC MOJIEIIb, TOOTO JIOT1KA MPOTPaMHU, HE
3QJIEKUTH BIJl BI3yaJIbHUX KOMIOHEHTIB. Lle roBoputThk mpo Te, 10 MOXKHA Higiopatu
Oynp-siki rpadiuyHi MoJeal Ta 3MIHIOBaTH KOpPUCTYBalbKUil 1HTepdeiic 06e3
penaryBaHHs JIOTikd mnporpamu. Jlami B Tabmuii 3.1 TpUBEAEHO OIMUC CKPWUIITIB,

3aBASKU AKUM 1 3arporpamoBaHuil irpoBuii npouec «/lisi-Peakiis-Biaryk».

Tabmuus 3.1 — Onuc ¢aiinis

Hazga Omnuc
1 2
GameRoot.cs Mictute B 001 BCl MOCUIIAHHA Ta €K3eMIUIApH 3alissHuX KiaciB. ['pae

pOJIb KOHTEHHEPY B apXiTekTypHOMY miaxoai Dependency Injection.

PlayerController.cs Peanizye 1noriky mnepeMillleHHsS TOJOBHOTO TIeposi, MPUCKOPEHHS,
OHOBJIEHHS Ta BKJIFOUEHHS/BUKIIIOUEHHS TpadiyHuX ePeKTiB. MicTUTh
GyHKIIT 3UNTYBaHHS JOTOPKaHb, CBAWIIIB Ta 1HIIUX MaHIMYJIALIH, K1
MOXO/JATh B1Jl KOPUCTYyBaya.

LevelThemeManager.cs | Peaunisye soriky 3mMinu rpagiduHoi TeMu OalliHi Mpy Mepexo/ii Ha HOBUil
piBeHb, a TaKOX IMiJ Yac TPOXOPKEHHS IMMOTOYHOTO PIBHS: 3MiHA

KOJIbOPY, TPa/Ii€HTY
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[Iponos:xennsa Tadbmaui 3.1

1

2

BallColisionDetection

Peanizye nmoriky nepeBipku, 4d 3iTKHYBCS TOJIOBHUN T€POM 3 HOPHUM
OJI0KOM 4 Hi. SIKIIO TaK, TO BUKJIMKAETbCA (PYHKIIIS, IKa 3MIHIOE CTaH
I'pU Ha MpOTrpall Ta BKIOYae HeOXHITHUHA rpadiyHuii iHTEepdeiic.

TowerGenerator.cs

Knac, skuii BiAnoBigae 3a reHepartiro OariHi.

CameraController.cs

Peani3ye nepecyBanHsi KaMepH BIIHOCHO T'OJIOBHOT'O T€POSL.

GameManager.

Knac, sikuii € KOHTPOJUIEPOM BCHOTO iIrpoOBOTO MpOIECy B mijioMmy. B
bOMY KJjIaci peaitizoBani Taki (yHKIii: BuOip piBHs, replay, mouarox
I'pH, 3allyCK HACTYIHOTO PiBHS, IPOTpaIl, peiHiliani3aiis roJ0BHOTO
reposi, PecTapT, 3aBepIICHHS TPH.

UIScreenController.cs

Kontposmiep BCiX irpoBHx ekpaHiB. 3aBIsSKd WHOMY IHIII KIJIAcH

MEePEKII0YAI0Th ITPOBHUI €KpaH Ha IHIIMK TPU HEOOX1THOCTI.

Ha pucynky 3.1 300paxkeHa cTpykTypa (pailiiiB MpoeKTy B LILJIOMY.

T
in
n
i
—
ta

Scripts

rController

ransform

otifications Wrapper

Im Packages

Pucynok 3.1 — CtpykTypa (aiiaiB npoexTy
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Ha pucynky 3.2 300paxeHa iepapxisi 00’ €KTIB Ha CIIEHI.

< TheGame*
] Main Camera

tional Light

rGenerator

Pucynok 3.2 — lepapxisi 006’ €KTiB IPOEKTY

3.3 Omnmc ajaropurmy reHepauii oamHi

Jnst peamizariii  anropuTMmy TreHeparlii OaliHi, BUKOPUCTaHUN 11a0JOH
npoektyBanHsa — O0’ektHumid my (anria. Object pool).

[Iyn oO'ekTiB mnpu3HaueHW Juisi 30epiraHHs TOTOBUX JO BUKOPUCTAHHS
00'extiB [41]. CmouaTtky 00’€KTH CTBOPIOIOTHLCS 1 TOAAIOThCs 10 myia. Koam cucremi
NMOTpi0E€H HOBUM 00'€KT, BIH HAJICUJIAE 3aIUT JI0 ITyJIa, IEPEBIPSAIOUN YU € HEOOX1THUIMA
00’€KT, SIKIIIO TakK, TO MyJI MOBEpPTaE 00’ €KT, SKUW paHilie yxe OyB cTBopenuid. [lei
00’eKkT OyJle MepeiHiliagi3oBaHui CHUCTEMOIO [JIs MOJAIBIIOT0 BUKOPUCTAHHS. A
MiCJsl BUKOPUCTAHHS MOBEPTAETHCA HA3aa B IyJ 3aMICTh 3HHIIEHHS. TakKuM YWHOM
MPOCIYKAETHCSI MPOLIEC CTBOPEHHS HOBOTIO E€K3EMILIAPY, B PE3yJbTaTl 4Or0 HOBA
1aM’ITh HE BHJIIJITETHCA.

[ITa6y10H 3aCTOCOBY€ETHCS IS MIABUILECHHS TPOYKTUBHOCTI, SKIIO:

—  00'€KTH 4acTO CTBOPIOIOTHCS 1 3HUILYIOTHCS;

— B CHCTEMI iCHye 0OMeXeHa KiIbKICTh 00'€KTIB THUITY, IO 30€pIracThCs B

yJii;
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—  CTBOpEHHs 1/ abo 3HUIIIEHHS 00'€KTa € Ty’K€ BUTPATHUMHM OTIEPALISIMH.
[Ty o0'ekTiB MOXKE MpaloBaTH sK 3 iHTepdecamMu, Tak 1 3 KOHKPETHUMH
peaizarisimu [40]. Bee 3a1ekuTh Bill apXiTEKTypH CUCTEMH 1 BUPINITyBaHUX 3aBJIaHb.

Ha pucynky 3.3 300paxeHa qiarpaMma BUKOPUCTaHHS MyJa.

TowerGenerator

- TowerGenerator _towerGenerator;

TowerCirclesPool - LevelMenuManager _levelMenuManager;
- SoundManager _soundManager;
- _circles: _List«<GameObject>; - FPSCounter _fpsCounter;

- PlayerController _playerController;

- _size: Int; - UlScreenController _uiScreenController;
- _key: string;
- _inOrderindex: int; + Init()
o - Awake()
- Awake() - - Update()
+ Fill (key: String, circle:GameObject, - FixedUpdate()
parent: Transform) + CreateTowerHolder ()
+ Clear() + ChooseSafeMaterial()
+ IsFilled() + GeneratelLevel()

. + ActivateNextSample()
+ GetCircles() + ResetCirclePointer()
+ Next() + AddCoins()

+ LerpColor()

+ ChoosePlatforms()

+ SetSamplesThemes()

Pucynok 3.3 — [liarpama BUKOpHCTaHHS MyJia

3.4 Omnuc nporpamMHoi peaJizauii rpagiunoro intepdeiicy

s peamizariii 3py4HOi cHCTEMHU KepyBaHHS ITPOBUMHU €KpaHAMU MPUHHSTE
pIIIICHHSI CTBOPUTH €IMHHUA KOHTPOJIIEP, KU OyJeT MaTh MOCWIAHHS Ha BCl IrPOBI
€KpaHu, 3aisHl B JOJAaTKy, a TakoX (yHKIi, KOTpl I1HII KJacu OyAyThb
BUKOPUCTOBYBATH I TOTO, 100 BKIFOUUTH 200 BUKITIOYUTH HEOOX1THUI eKpaH.

Cawmi expanu npeacrasieni B Unity3d sk GameObjects 10 skux mpuKpirieHni

KOMIIOHEHT, 0a3oBuii kiac skoro € UlScreenBase. Buxopucranns ¢ynkimii
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noaiMop(izMy HaAamo0 MOXKIHUBICTH CTBOPUTH Pi3HI rpadiuHi €KpaHH 3 €IUHUM
0a30BUM (HYHKITIOHATIOM.

B tabmumi 3.2 npuenenuit onuc ynkuiit UlScreenController.cs.

Tabmumsg 3.2 — Onmc pynkmiin UiScreenScreenController.cs

Meron Omnuc
GetScreen<T>() [ToBepHeHHs HEOOXIAHOTO BIKHA 31 CIUCKY BCIX IrpOBUX
BIKOH.
T ShowScreen<T>(bool show) BxitoueHHs HEOOXIJHOTO BiKHA
void HideAll() BukiioueHHs BCiX BIKOH 0f1pasy.

Ha pucysnky 3.4 npuBesieHO BCl ICHYIOY1 ITpOBI €KpaHU JOJIATKY.

sScripts ScreenSystem

Pucynok 3.4 — IrpoBi ekpanu

Ha pucynky 3.5 mnpoaemMoHCTpoBaHa [iarpama KjaciB  rpadiuHoro
KOpHUCTyBaIllpkoro iHtepdericy. € 06azoBuit kmac UlScreenBase, Bim sxoro
HACIIITYIOThCS TaKl KJIaCH:

— NavigationScreen,

—  PlayUlScreen,

—  SelectionUlIScreen,

—  LoseUlScreen,

—  WinUIScreen.

KoeHn 3 Bullle nepeniueHux KiaciB peanizye QyHKIi BIANOBIIHOTO ekpany. B

ceoro uepry UlScreenController mMicTuTh CruMCOK JaHUX €KpaHIiB, MaHIMyJIIOBaHHS
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AKkUMH  BinOyBaeTbcs 3a  pomomororo  ¢dymkumiii: T GetScreen<T>(), T
ShowScreen<T>(), void HideAll().

UlScreenController

_screen: BaseUl|Screen;

+ GetScreen<T> ()
+ ShowScreen<T> ()
+ HideAll ()

UlScreenBase

- _circles: _List<GameObject>;
- _size:int;
- _key: string;

- _inOrderindex: int;
NavigationUlScreen
PlayUlScreen

- Awake()

+ Fill (key: String, circle:GameObject,
parent: Transform) +Show()
+ Clear()

+ IsFilled()

+ GetCircles()
+ Next()

+Show()

% WinUlScreen

SelectionUIScreen ~Text

LoseUlScreen +Show()

+Show()\

+Show()

Pucynox 3.5 — Jliarpama kiaciB rpadgivHOro KOpUCTYBalboro iHTEepdeicy

3.5 BucHOBKH 10 po3aiay 3

Bupimena 3amaua KOHCTPYIOBaHHS MPOTPAMHOTO 3a0e3MedeHHs. 3aBIsKU
IIbOMY CTajio 3pO3yMUIMM III0 caMe€ HEOOXI1HO PO3pOOUTH, a TAKOXK, HA SIKI €TaIu
MO1TUTH PO3POOKY.

Bupimeno 3aBianHs JOCITIKEHS ITpOBOTO Tpoiiecy. BusHaueHo, ski
OyBarOTh e€Tanu. 3riJJHO LIUX €TaMiB CIIPOEKTOBAHUH IrpOBUM MPOILIEC
PO3pOOITIOBAHOTO JTOMATKY.

Bupimeno 3aBanHs po3po0Ku CTPYKTypH MPoekTy. CTPYyKTypa CKIaTaeThCs

3 CKpUMTIB (SIKI 1 peali3yroTh B3aEMO/III0 MK 00’ €KTaMHU Ha IrpOBOMY PiBHI),
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rpadiuHuX Mojenel, eexTiB (MapTUKIN), HAJIAIITYBaHHS CIIEHH (CBITIIO, CKaltOOKC),
rpacdiuHoro iHTepdeicy (depes SKuil KOpUCTyBad B3aeMoi€e 3 Tporo). Lle qomomoriio
BU3HAUUTHUCH 3 THM, 5K €IEMEHTH MPOTrpaMu HEOOX1HO pO3POOUTH.

BupimieHo 3aBanas po3po0KH aropuTMy reHeparlii OeckiHeyHoi OarlHi.
CyTh anropuTMmy HoJisira€ B BUKOPUCTAHHA Myly 00’ ekTiB. Po3pobnena niarpama
(puc.3.3) ayisg neMoHCTpaIii apXiTEKTYPHOI peati3allii JaHOTO arOpUTMY. 3aBIsSKA
HOro BUKOPUCTAHHIO, BAATIOCS ONTUMI3YBAaTH JIOAA/I0K Ta JOCITTH HalO1IbIIO
MO>KJIUBOI ITBUKO/II1.

BupiieHno 3aBianHs 3 mporpaMHoi peastizallii rpadignoro iHtepdency.
Po3pobinieno miarpamy (puc. 3.5), sika IEMOHCTPY€ apXITEKTYpy MPOTPaMHOT
peanizali. 3aBIgKu 00paHOMY MiJIX0Ay (CTBOPEHHS €IMHOTO KOHTPOJLIEPA,
KEepYyI4oro yciMa TUIIaMU ITPOBUX €KPaHiB), BJIAJIOCS peajli3yBaTh 3pyUHUI Mepexis
MIX ITPOBUMH €KpaHAMHM, BKJIFOUCHHSI 200 BUKIIFOUEHHS IKUX MOYJIMBO 3 OYy/1b-SIKOTO
KJIACCY-KOHTPOJUIEPY. A TaKOXK € MOXJIUBICTh IIBUJKOTO pe/laryBaHHs ICHYIOUHX
€KpaHiB 1 JI0/IaBaHHsI HOBUX, 0€3 HEOOX1THOCTI MPOTPaMHUX 3MiH B IHIIUX YaCTUHAX
MIPOTPaMH.

B HactynmHoMy po3/iii HEOOX1THO BUSHAYUTHA CUCTEMHI BUMOTH, OTICATH

(GyHKIIIOHAT CHCTEMH, IHCTPYKIIIi 3 3aITyCKy CUCTEMHU, pOOOTY CUCTEMHU.
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4 IHCTPYKIII 3 BAKOPUCTAHHSA IPOT'PAMHOI'O IPOJAYKTY

B nganomy po3auii ONMUCYIOTHCS 1HCTPYKINT 3 BHUKOPUCTAHHS MPOTPaAMHOIO
nponykTy. Po3lia mNpHCBSUEHWH HACTYMHHM MUTAHHSAM: CHUCTEMHI BHMOTH,

(GyHKITIOHAT CUCTEMH, IHCTPYKIIIi 3 3aIyCKy CUCTEMH, ONKUC POOOTH CUCTEMH.

4.1 CucTeMHi BUMOTH

Jns poboTH mporpamMu HEOOXITHUNA MOOUIBHUN JAeBaiic 3 MIHIMAJIbHOIO
Bepciero OC Android 6.0.
JIst KopuCTyBaHHS TIOAATKOM HEOOXiAHe: TeleoH 3 MIHIMAIbHOIO BEPCiio

Android 6.0;

4.2 DOyHKIiOHAJ CHCTEMH

IrpoBa nporpama npu3HadeHa Jjisl po3Baru KOpUCTyBayiB.

[Iporpamuuii NpOAYKT HaJa€ HACTYNMHUN (DYHKIIIOHAJ:

a) 3amycK J0JIaTKa;

0) BiIOOpakKeHHS TOJOBHOTO MEHIO 3 KHONKAMH, $Ki MarOTh TaKUM
byHKIIOHAT:

1) mouaTok irpoBOro payHaa
2) BimoOpaskeHHS MEHIO HaJIAIITyBaHb;
3) BuOIp irpoBOro piBHSA 3 THX, SIKI KOPHCTyBau B)KE MPOWUIIIOB, 3

METOIO MEePENPOXOKESHHSI.

B) IrpoBUi payHJ, B SKOMY KOPHUCTYyBad KEpY€ TOJIOBHUM I'e€POEM, METOIO
4Oro € — JIUWTH 10 (IHINTYy HE TOPKHYBIIMCH YOPHUX ITPOBUX OJIOKIB; i/ Yac irpoBOTO
payHa BiIoOpaXkaroThCs Taki CKJIaJ0B1 IFPOBOTO Ipoiieca:

1) moTouHa KiIbKICTh 3apOOJICHUX MOHET,

2) IIKaixa MpOXO/KEHHS PiBHS,
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3) Taiimep,

4) y BHUIIaAKy IMporpairy, BigoOpakaeTh BIKHO 3 IIiJIpPaxOBaHOIO
KUTBKICTIO 0aJTiB, @ TAKOX KHOIIKOIO, TTPH HATHCKaHHI Ha SIKYy, iITPOBUMA PiBEHB
MIOYHNHAETHCSI 3aHOBO;

I) BIKHO HAJAMITYBaHb 3 TAKUM (PYHKITIOHAIOM:

1) imBepartIis ynpaBIiHHS,

2) BKJIIOYCHHS/BUKIIOUCHHS 3BYKa,

3) BKIIIOUYCHHSI/BUKITFOUEHHS BiOpaiii.

4.3 IHCTpyKUIil 3 3aMyCKY CHCTEMU

J11s1 3amycKy mporpamu, HeoOXiaHo rnepeMictuTh .apK (haiit irpoBoro 101aTKy
Ha MOOUIbHUH JI€BaiiC, MICJIS 4YOro BIAKPUTH Lier ¢aiin. I1icas BcTaHOBIEHHA, 1IKOHKA

nporpamu Oyje BijoOpakaTucs B TOJIOBHOMY MEHIO JieBaiica.

4.4 Omnuc podoTu cucTemMu

JInsi BUKOpPHUCTaHHS 1rpOBOi IPOrpamu, HEOOXIAHO 3almyCTUTH JOJATOK 3
TOJIOBHOTO MEHIO MOO1JIBHOTO JieBaiicy. Ha pucynky 4.1 300pakeHo roJIoBHY CTOPIHKY

3 aHIJIHCHKOI0 MOBOIO B SIKOCTI CTaHAAPTHOI.
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Play Again

&

Pucynox 4.1 — I'ojioBHE MEHIO

Jly1st Toro, 100 BiIKpUTH MAHEh HANAIITyBaHb, HEOOX1THO HATUCHYTH Ha
KHOIIKY 3 1IKOHKOIO IIECTEPHI, MICIIsl YOTO BIJKPUETHCS TTAHENb, sIKa 300pakeHa Ha

pUCYHKY 4.2.
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Level 9
¥
+$ 6

Pucynok 4.2 — BigkpuTa naHenb HaJlalTyBaHb

Ha maneni HamamTyBaHb € 3 KHOIIKY, SIKI peali3yloTh TakKuid (YyHKITIOHA:

—  1HBepTallig YIPaBIIHHS TOJOBHUM T'€POEM;

—  BKJIFOYCHHS/BUKJIIOYCHHS BiOparii;

—  BKJIIOYCHHSI/BUKIIOYCHHS 3BYKa.

Jliis BuOopy HeoOXigHOT omilii, TOTPiOHO HATUCHYTH HA KHOIIKY, MMICIIS 9OTo i1

1KOHKa OyJie 3MIHEHa Ha 1HIITY, sIK IOKa3aHO Ha PUCYHKY 4.3.
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&

@

Pucynoxk 4.3 — BigkmiroueHa Biopairis

Jiig Toro, 1100 3MIHUTH ITPOBHI PiBEHb, HOTPIOHO HATUCHYTH HA CTPUIKY
«BaiBo» abo «BrpaBoy, aie 11¢ TiJIbKA B TOMY BHIIAIKO, SIKITO KUTBKICTh MPOWICHUX
IrpoBHUX PiBHIB OlsIbIIAa HIXK 1.

J1J1s movaTky TpH, HeOOX1HO HATHCHYTH KHOTIKY «Playy, micis goro Oyne

BiJI0Opa)keHO irpoBHii piBeHb (puc. 4.4).

Pucynok 4.4 — IrpoBuii piBeHb
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Jnis Toro, u1o0 mpoiTH piBeHb, KOPUCTYBaU MOBUHEH KEPyBaTH I€POEM
TaKUM YMHOM, 1100 BiH HE 31TKHYBCS 3 YOpHUMHU Onokamu. [licist nocsrHeHH1

¢biHinTy, BITKPUETHCS BIKHO 3aBepIleHHs piBHS (pHC. 4.5).

Level 12

*Xx )
+10 €

00Q:07

Play Next

Pucynox 4.5 — BikHO 3aBepIieHHs piBHS

BikHo 3aBepiiieHHs piBHSI Ma€ TaKui (QyHKIIOHA:

—  3amycK IbOTO K PIBHSA 3aHOBO — TMpPU HATHCKaHHI Ha KHOIKY 3
MMOBEPHYTOIO CTPLIKOIO;

—  3alyCK HACTYITHOTO PIBHS — NMPHU HATHCKaHHI HAa KHOIKY 3 TPUKYTHOIO
CTPIJIKOIO;

—  BIAKPUTTA BIKHA HaJalITyBaHb — IPU HATUCKAHHI Ha KHOMKY 3

[IECTEPHEIO.
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Ha pucysnky 4.5 300pakeH0 roJIOBHOTO Teposi B IPUCKOPEHO pekumi. Takuii
PEXKUM 3aIyCKa€ThHCS JIUIIE B OJHOMY BUIAJKY, KOJIU KOPUCTYBad 0€3 3yMUHKU
pyXaeTbes 10 HU3Y HEOOX1IHY KUIBKICTh ceKyH/I. [Iicisi BUKOHAHHS JaHOI YMOBH,
MIBUAKICTB T€pOs 30UIBIIYETHCS, @ TAKOXK 3’ ABISETHCS MOIYM s T03a4y HbOTO. TaKox
B TAKOMY PEXHMI, TepOil po30uBae 4OpHi OJOKH, 0 HAJA€ MOKIIUBICTh TIEBHUH Yac
pyxatucs 6e3 mporparry.

3Bepxy BimoOpakaeThCs MOTOYHA KITBKICTh MOHET, SIKa 301UIBITYETHCS, KOJIHA
repoil 3HaXOAUThCS B IPUCKOPEHOMY PEXKUMI.

3eneHa 1mKana — € rpagiYHUM Bi10OpaKEHHSIM NPOTPeCy MPOXOIKEHHS
piBHsI. 37iBa BimoOpakaeThCsl HOMEP MOTOYHOTO PiBHS, a CIIpaBa HOMEP HACTYITHOTO
PI1BHSL.

Taitmep BigoOpa)kae CKITBKM Yacy 3aTpadyeHo Ha MPOXO/KCHHS TAHOTO PiBH.
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Pucynok 4.5 — IrpoBuii piBeHb B IPUCKOPEHOMY PEKUMI
[Ipy 3iTKHEHHI 3 YOpHUMHU OJOKaMHu BIJOYBAE€THCS TOpa3Ka, MICIS YOro

B1100paka€eThCs BIKHO (puC. 4.6) 3 TakuM (QYHKITIOHATIOM:

—  crnpoOyBaTH 3HOBY — IIPU HATHCKAHHI Ha KHOMKY 31 CTPLIKOIO;
—  HaJAlITyBaHHS — MIPU HATHCKAHHI HA KHOTKY 3 IIECTEPHEIO;

—  3MiHa pIBHS — NPU HATUCKAHHI HA CTPUIKY BJIIBO/BIIPABO.

,

Level 8

Score
0

Pucynok 4.6 — MeHto nopasku
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4.5 BucHoBkHu 10 po3airy 4

Bupimena 3amaya — po3poOMTH 1HCTPYKII 3 BUKOPHUCTaHHS IMPOTPAMHOTO
npoaykra. Lle Hamae KiHIIEBOMY KOPUCTYBa4eBl pO3yMIHHS, SIKUM YHHOM B3a€MOJIIATH
3 IrPOBOIO MPOTPAMOIO.

Y po3miai BUPINICHO 3aBIaHHS BH3HAYUTH Ta OMHMCATH CHUCTEMHI BUMOTH JIJIS
3aIycKy Ta MPOAYKTHUBHOTO (PYHKITIOHYBaHHS IrPOBOTO J0JaTKy. MiHiMallbHa BepcCis
Android 6.0

VY po3ainl BUpIMIEHO 3aBAaHHS JE€TAJbHO ONUCATH (PYHKIIOHAI MPOrPaMH,
SAKUW TOBHICTIO BiAMOBiAa€ (DYHKIIIOHATLHUM BHUMOTaM: IMEPECyBaHHIO MO IFPOBIi
JIOKaIlli 3BepXy B BHU3, JIOTIIll BUTPAIIy Ta Mporpalry, reHepailii 0eCKIHeYHUX PIBHIB,
HaBITaIli 1o piBHIM CKJIQJHOCTI, HAJAIITYBAHHIO TPH.

OmnucaHo THCTPYKIIIO 3 3aIyCKYy CUCTEMHU.

I[CTEUIBHO OIIMCAaHO AK B3a€MOI[i$ITI/I 3 JOAAaTKOM.
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BUCHOBKHA

B pe3ynprari BUKOHAHHS JaHOI JUIUIOMHOI pOOOTH PpO3MIIIHYTO Ta
MpoaHaIi30BaHi iIrpoBi AOJATKH KaHpy Iuiatdopmep. bynu HaBeneH1 cyyacHi aHaJIOTH
po3p0o0IIIOBaHOI MporpamMu « Tower Runner».

Bynu po3rmsiHyTI Ta JeTalbHO OMNKCaHl CydacHl irpoBl pymIii, Ha SIKUX
CTBOPIOIOTHCS ITPH MOAIOHOTO KaHPY.

[TepeBaramu Bigomoro anamory Game Maker: Studio e:

—  1HTerpaiis 3 JAeKiJIbKOMa CUCTEMaMHU yIIPABIIHHS BEPCis;

— iHTerpamis 3 Steam, GooglePlay, AppStore.

[TepeBaramu Bigomoro anaiory Unreal Engine 4 e:

—  blueprints (kpeciaeHHs ) 3py4Hi JUI peaizaii 6a30B01 JIOTIKI;

—  BIJIMIHHA AKICTh 0a30B01 rpadiku.

[IpoTe BOHM MarOTh TaKl HEJOJIKHU:

—  BeJMKUNA 00'eM HenoTpiOHOro ¢yHIIOHATY Ta CKJIaJAHUN TMIpoliec
HOTpyBaHHs rpu Ha MOOLIBHI pucTpoi B Unreal Engine 4;

—  BigcytHicTs skicHoi 3D Bizyamizanii B Game Maker: Studio.

[Ticnst KiHIIEBOTO aHaNi3y IO 3a3HAaYCHUM KpHUTepisM obpano came Unity3d,
OCKUJIBKH BiH JOCHUTH JISTKWM Y BUBUCHHI, B HasSBHOCTI OE3KOIITOBHA BEPCis, SKiCHA
texnosoris 3D Bizyamizalii, sIKiCHa JOKyMEHaIlisl, a TAaKOX JieTka modyaa mporpaMu
tst moouteHuX OC.

bymu posrnsHyTi cydacHi cepenopuia nporpamysanHs (IDE — Integrated
Development Kit) nns HanucanHs mporpamMHoro komay. B pesynbrati OyB 0OpaHuii
JetBrains Rider, ockinbku BiH Kpaiie B3aemoii 3 pexakropom Unity3d, a Takoxk Hagae
O1IbIIIE THCTPYMEHTIB 711 pe(DaKTOPUHTY KOy

Bynu onucani 3arajibHi CKJIaJI0B1 iIrpoBOTO TIpo1iecy, Taki sk «lis», «Peakiis,

«Biaryx».
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OnmucaHo  CTPyKTypy TMpoeKTa Ta  apxiTeKTypHi  IIa0JoHH,  SKI
BUKOPHUCTOBYBAJINCA JJIsl MPOEKTYBAaHHS apXITEKTypu mpoekry. Cepen 3a3HaueHUX
mrabmnonis 6ymu: MVC (Model-View-Controller) ra Dependency Injection.

OnucaHo anropuT™, SIKMW BUKOPHCTOBYBAaBCS Ul reHepauli Oe3KIHEYHOi
OamHi.

Bbyna onucana cuctema rpadiqHOTO KOPUCTYBAILKOTO 1HTEP(EHCY .

Po3rnsiHyTO mnpu3HauYeHHS Ta YMOBUM BHUKOPHUCTaHHS IrPOBOTO JIOJIATKY.
JletansHo omucano (yHKuIi cucremu. HaBeneHo 1HCTPYKIIIO Ui KOPUCTYBadiB SIK
BCTAHOBJIIOBATH Ta SIK BUKOPUCTOBYBATH LI€W MPOrpaMHUIN POAYKT.

B pesynbTaTi Oyia ctBopeHo irpoBa mporpama « Tower Runners.
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A.1 GameRoot.cs

using UnityEngine;

public class GameRoot : MonoBehaviour

{

//ViewControllers
public RestClient RestClient;

public NotificationsController NotificationsController;

public DailyRewardsController DailyRewardsController;
public PlayerController PlayerController;
public AIPlayerController AIPlayerController;
public CameraController CameraController;
public BallCollisionDetection BallCollisionDetection;
public ShopManager ShopManager;

public TowerGenerator TowerGenerator;

public GameManager GameManager;

public LevelThemeManager LevelThemeManager;
public StaticRandom StaticRandom;

public FirebaselInit FirebaselInit;

public FacebookManager FacebookManager;

public AnalyticEvents AnalyticEvents;

public LevelMenuManager LevelMenuManager;
public IAP IAP;

public AdMob AdMob;

public AppReview AppReview;

public GPGManager GpgManager;

public SoundManager SoundManager;

public FPSCounter FPSCounter;

private SaveController saveController;

private Vibration vibration;

private UIScreenController uiScreenController;

//Models
private ShopModel shopModel;
private SaveModel saveModel;

private void Awake ()

{
InitModels () ;
InitControllers () ;

}

private void InitModels ()

{
_shopModel = new ShopModel () ;
_saveModel = new SaveModel () ;

}

private void InitControllers()

{

_uiScreenController = new UIScreenController();
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AnalyticEvents.Init (FirebaselInit,
FacebookManager) ;

FacebookManager.Init () ;

_vibration = new Vibration();
_vibration.Init (AnalyticEvents);

AppReview.Init (LevelMenuManager) ;
NotificationsController.Init();

DailyRewardsController.Init (NotificationsController,
_shopModel,
SoundManager,
GameManager) ;

FPSCounter.Init (AnalyticEvents);
SoundManager.Init (AnalyticEvents);

_saveController = new SaveController();
_saveController.Init (GameManager,
__saveModel,
LevelMenuManager) ;

GameManager.Init (TowerGenerator,
__saveModel,
ShopManager,

AdMob,
CameraController,
LevelMenuManager,
AppReview,
GpgManager,
SoundManager,
FPSCounter,
__shopModel,
PlayerController,
AIPlayerController,
AnalyticEvents,
_saveController,
_uiScreenController,
StaticRandom,
RestClient) ;

StaticRandom.Init (GameManager, saveModel);

TowerGenerator.Init (StaticRandom,
LevelThemeManager,
GameManager,

SoundManager,
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__saveModel,
PlayerController,
LevelMenuManager) ;

LevelThemeManager.Init (TowerGenerator,
PlayerController,
GameManager) ;

PlayerController.Init (TowerGenerator,
GameManager,
ShopManager,
LevelMenuManager,
LevelThemeManager,
GpgManager,
SoundManager,
_shopModel,
CameraController) ;

// AIPlayerController.Init (TowerGenerator,

// GameManager,

// ShopManager,

// LevelMenuManager,

// LevelThemeManager,
// GpgManager,

// SoundManager,

// PlayerController) ;

ShopManager.Init ( shopModel,
__saveModel,
PlayerController,
_saveController,

AdMob,
LevelThemeManager,
GpgManager,

IAP,
AnalyticEvents) ;

LevelMenuManager.Init (GameManager,
ShopManager,
AdMob,
IAP,
AppReview,
GpgManager,
SoundManager,
__saveModel,
__shopModel,
_saveController,
AnalyticEvents,
_vibration,
_uiScreenController);

FirebaseInit.Init (GameManager,
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LevelMenuManager,
DailyRewardsController,
__saveModel) ;

IAP.Init (ShopManager,
AdMob,
LevelMenuManager,
AnalyticEvents);

AdMob.Init (ShopManager,
IAP,
__shopModel,
AnalyticEvents,
GameManager) ;

BallCollisionDetection.Init (LevelThemeManager,

SoundManager,
_vibration);
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A.2 GameManager.cs

using
using
using
using
using

using

System;

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

UnityEngine.UI;

public class GameManager : MonoBehaviour

{

public List<DifficultylLevel> difficultylevels

new

List<DifficultyLevel>();

public DifficultyLevel currentDifficultyLevel;

public GameObject playerBall;

public GameObject brokenBallPrefab;

private GameObject brokenBall;

private Rigidbody[] brokenBallParts;

public float explosionPower;

public float explosionRadius;

public float locationIndicatorDistance = 13.0f;

[SerializeField] private ParticleSystem][]
finishParticles;

[SerializeField] private GameObject finishFireworks;

[Header ("UI") ]

[SerializeField] private GameObject duelPopup;

[SerializeField] private GameObject loader;

[SerializeField] private Text duelDescription;

[SerializeField] private Text duelStartTimer;



[SerializeField] private ContinuelevelView

_continueLevelView;

private int frames;

private string framesStr;
private int seconds;
private string secondsStr;
private int minutes;
private string minutesStr;
private string currentTime;
[HideInInspector]

public bool startTheTimer;

public bool IsGameOver { get; set; }

private int brokenPlatforms;
public int BrokenPlatforms
{
get { return brokenPlatforms; }
set
{
if ( towerGenerator)
{
// Analitic events
if ( _saveModel.currentLevel
{
switch (value)

{

case 1:

_analyticEvents.ReportEvent ("smashed 1");
break;

case 20:

_analyticEvents.ReportEvent ("smashed 20");
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break;

case 50:

_analyticEvents.ReportEvent ("smashed 50");

break;

float progress = (float)value /
towerGenerator.CirclesAmount;

_playUiScreen.UpdateProgressBar (progress) ;

_towerGenerator.LerpColor (progress) ;

brokenPlatforms = wvalue;

private int currentlevelCoins;

public int CurrentLevelCoins

{
get { return currentlLevelCoins; }
set

{

_playUiScreen.UpdateCoins (_shopModel.Coins +
value, true);

currentlLevelCoins = wvalue;

public bool invertControls;

public bool IsContinuelevel;



public int CurrentLvlTroughFrames ()

{

return frames +

(seconds * 50) + minutes * 60

public SaveModel saveModel;

public GameObject loadingPanel;

private
private
private
private
private
private
private
private
private

private

private

TowerGenerator towerGenerator;
LevelMenuManager levelMenuManager;
AppReview appReview;

GPGManager gpgManager;
SoundManager soundManager;
FPSCounter fpsCounter;
PlayerController playerController;
ShopModel shopModel;
AnalyticEvents analyticEvents;

RestClient restClient;

UIScreenController uiScreenController;

//Screens

private

private

SelectionUIScreen selectionUiScreen;

PlayUIScreen playUiScreen;

[Header ("Duel settings") ]

public int duelBet =

public int secondsToStartDuel =

20;
5;

[Header ("Continue Level settings")]

public int ContinuelevelCountdown =

5;

*

50;
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public RestClient.Track CurrentTrack;

private bool recordTrack;

private bool isNoContinueLevel;

public GameMode gameMode;

public enum GameMode
{
Single,

Duel

public void Init (TowerGenerator towerGenerator,
SaveModel saveModel,
ShopManager shopManager,
AdMob adMob,
CameraController cameraController,
LevelMenuManager levelMenuManager,
AppReview appReview,
GPGManager gpgManager,
SoundManager soundManager,
FPSCounter fpsCounter,
ShopModel shopModel,
PlayerController playerController,
ATIPlayerController aiPlayerController,
AnalyticEvents analyticEvents,
SaveController saveController,
UIScreenController uiScreenController,
StaticRandom staticRandom,

RestClient restClient)

_towerGenerator = towerGenerator;
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_saveModel = saveModel;
_levelMenuManager = levelMenuManager;
_appReview = appReview;

_gpgManager = gpgManager;

_soundManager = soundManager;

_fpsCounter = fpsCounter;

_shopModel = shopModel;

_playerController = playerController;
_analyticEvents = analyticEvents;
~uiScreenController = uiScreenController;

_restClient = restClient;

Application.targetFrameRate = 60;

switch
(Firebase.RemoteConfig.FirebaseRemoteConfig.GetValue ("difficulty 1
evel") .StringValue)

{

case "medium level":

currentDifficultyLevel = difficultylLevels[1l];
break;
default:

currentDifficultylevel = difficultyLevels[0];

break;

Thread.CurrentThread.CurrentCulture =
System.Globalization.CultureInfo.InvariantCulture;

_uiScreenController.HideAll();

_selectionUiScreen =
_uiScreenController.GetScreen<SelectionUIScreen> () .Init(_saveModel
, _shopModel) ;

_selectionUiScreen.Show (true);

_selectionUiScreen.UpdateInfo();
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~uilScreenController.GetScreen<NavigationUIScreen> () .UpdateNavigati
onsButtons (_saveModel) ;

CurrentTrack = new RestClient.Track{();

private void Update ()
{
#if UNITY EDITOR
if (startTheTimer && Input.GetKeyDown (KeyCode.Space))

{

Finish();

#endif

if
(! levelMenuManager.controlsTutorial.activeInHierarchy)

{

if ( playerController.isTouching &&
_playerController.enabled && !startTheTimer)

{

StartGame () ;

spentTime = (float)minutes * 60f + (float)seconds
+ (float)frames / 50f;

}

/*
// Update location indicator

if (gameMode == GameMode.Duel && startTheTimer)
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if
(_aiPlayerController.playerTransform.position.y >
_playerController.playerTransform.position.y +
locationIndicatorDistance)

{
_playUiScreen.ShowLocationUp () ;

}

else if
(_aiPlayerController.playerTransform.position.y <
_playerController.playerTransform.position.y -
locationIndicatorDistance)

{

_playUiScreen.ShowLocationDown () ;

else

_playUiScreen.HideLocation();

*/

void FixedUpdate ()

{
if (startTheTimer)

{

ConvertFramesToTime () ;

public void SelectLevel (int value)

{

_analyticEvents.ReportEvent ("navigation tap");
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Changelevel (value) ;

_uiScreenController.HideAll();
_selectionUiScreen.Show (true);

_selectionUiScreen.UpdateInfo();

~ulScreenController.GetScreen<NavigationUIScreen> () .UpdateNavigati
onsButtons (_saveModel) ;

Restart () ;

public void Replay ()
{

_analyticEvents.ReportEvent ("play again button", new
Dictionary<string, object> { { "level", saveModel.currentLevel +

11 1)

ChangeLevel (0) ;

var level =
_saveModel.GetLevel (_saveModel.currentLevel) ;

if (level != null)
{

StaticRandom.Pointer = level.staticRandomPointer;

else

StaticRandom.Pointer = 0;

OpenPlayScreen() ;

Restart () ;



76

public void PlayNextLevel ()

{

Changelevel (1) ;

OpenPlayScreen() ;

Restart () ;

private void Changelevel (int value) // value = 1 or 0 or
{
PlayFinishParticles (false);
// Change level
_saveModel.currentLevel += value;
if ( saveModel.currentLevel <= 0)
{
_saveModel.currentLevel = 0;
}
else 1f (_saveModel.currentLevel >
saveModel.levels.Count - 1)
{
_saveModel.currentLevel = saveModel.levels.Count
1;

_levelMenuManager.CloseSettings();

_saveModel.Save () ;

public void OpenPlayScreen ()

{
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gameMode = GameMode.Single;

_saveModel.GetLevel (_saveModel.currentLevel) .played =
true;

_uiScreenController.HideAll();

_playUiScreen =
uiScreenController.ShowScreen<PlayUIScreen> (true) ;

_playUiScreen.UpdateLevelTexts ( saveModel.currentLevel + 1,
saveModel.currentlLevel + 2);

//PlayerPrefs.DeleteKey ("tutorial") ;
if (!PlayerPrefs.HasKey ("tutorial"))
{

_playUiScreen.ShowTutorial (true);
PlayerPrefs.SetInt ("tutorial™, 1);

PlayerPrefs.Save();

else

_playUiScreen.ShowTutorial (false);

if (PlayerPrefs.GetInt ("firstPlay") <= 0)

{
PlayerPrefs.SetInt ("firstPlay", 1);

_analyticEvents.ReportEvent ("first play");

else

_analyticEvents.ReportEvent ("play button", new
Dictionary<string, object> { { "level", saveModel.currentLevel +

1} 1
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CurrentTrack.level = saveModel.currentLevel;
CurrentTrack.skin = new RestClient.Track.Skin { group
= shopModel.CurrentSkin.group, item = shopModel.CurrentSkin.item

}s

CurrentTrack.effect = new RestClient.Track.Skin {
group = shopModel.CurrentEffect.group, item =
_shopModel.CurrentEffect.item };

CurrentTrack.moves.Clear () ;

public void ShowDuelPopup ()
{

duelDescription.text = $"The price of participation
in a duel - {duelBet} coins. The winner receives {duelBet * 2}
coins.";

duelPopup.SetActive (true) ;

public void AcceptDuel ()
{
if ( _shopModel.Coins >= duelBet)
{
_shopModel.Coins -= duelBet;

duelPopup.SetActive (false);

OpenDuelScreen() ;

else

// Not enough coins

duelDescription.text = $"Not enough coins. The
price of participation in a duel - {duelBet} coins.";

}
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public void OpenDuelScreen ()

{
gameMode = GameMode.Duel;
_analyticEvents.ReportEvent ("start duel");

_uiScreenController.HideAll () ;

_playUiScreen =
_uiScreenController.ShowScreen<PlayUIScreen> (true);

_playUiScreen.UpdatelLevelTexts ( saveModel.currentLevel + 1,
_saveModel.currentLevel + 2);

if (!PlayerPrefs.HasKey ("tutorial™))

{

_playUiScreen.ShowTutorial (true);

PlayerPrefs.SetInt ("tutorial", 1);

PlayerPrefs.Save();

else

_playUiScreen.ShowTutorial (false);

StopCoroutine ("StartCountdown") ;

StartCoroutine ("StartCountdown") ;

WaitForSeconds countdownDelay = new WaitForSeconds (1.0f);

IEnumerator StartCountdown ()
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int count = secondsToStartDuel;
duelStartTimer.text = "";
while (count > 0)
{
duelStartTimer.text = count.ToString();

count--;

yield return countdownDelay;

duelStartTimer.text = "Start!";

StartGame () ;

yield return countdownDelay;

duelStartTimer.text = "";

IEnumerator StartContinuelevelCountdown ()

{
int count = ContinuelevelCountdown;
_continuelLevelView.UpateTimerText (count.ToString());
while (count > 0)
{

count--;

yield return countdownDelay;
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_continuelevelView.UpateTimerText (count.ToString())

if (IsContinueLevel || isNoContinueLevel)
{
_isNoContinueLevel = false;
IsContinuelevel = false;

yield break;

StartCoroutine (EndLevel ()) ;

// Sync players and start
public void StartDuel ()
{

public void StartGame ()
{

PlayFinishParticles (false);

if (gameMode == GameMode.Single)

_playUiScreen.ShowTutorial (false);

startTheTimer = true;
_fpsCounter.report = true;

_playUiScreen.ShowTimer (true);
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minutes = 0;
seconds = 0;
frames = 0;

// Analitic events

switch ( saveModel.currentLevel + 1)

{

case 2:

_analyticEvents.ReportEvent ("2 level launched");
break;

case 10:

_analyticEvents.ReportEvent ("10 level launched");
break;

case 50:

_analyticEvents.ReportEvent ("50 level launched");

break;

public void SetCoinsCounterColor (Color color)

{

_uiScreenController.GetScreen<PlayUIScreen> () .SetCoinsCounterColor
(color);

public void UpdateCoins (int wvalue, bool animate)

{

_uiScreenController.GetScreen<PlayUIScreen> () .UpdateCoins (value,
animate) ;



private void ConvertFramesToTime ()
{
if (minutes < 100)

{

if (frames < 50)

{

frames++;

else

frames = 0;

if (seconds < 60)

{

seconds++;
}
else
{
seconds = 0;
minutes++;
}
}
}
framesStr = frames < 10 ? "0" + frames.ToString()
frames.ToString () ;
secondsStr = seconds < 10 ? "0" + seconds.ToString()
seconds.ToString() ;
minutesStr = minutes < 10 ? "0" + minutes.ToString()
minutes.ToString() ;
currentTime = minutesStr + ":" + secondsStr + ":" +
framesStr;
if( playUiScreen != null)

{

_playUiScreen.UpdateTimerText (currentTime) ;
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public void GameOver ()

{

// Start game over after count down finished
__towerGenerator.rotSpeed = 50;

OnGameOver () ;

public void ReInitPlayer (Vector3 spawnPos)
{
_playerController.powerAmount = 0;

_playerController.ReCreatePlayer (spawnPos) ;

volid OnGameOver ()

{

_playerController.TempPlayerForRecreating =
_playerController.ballAnim.gameObject;

_shopModel.Coins = shopModel.Coins +
currentLevelCoins;

CurrentlLevelCoins = 0;

//Too hard for one finger

_gpgManager.UnlockAchivement (5) ;

_fpsCounter.report = false;

_soundManager.PlaySound (2) ;

DeathController deathController =
GameObject.FindGameObjectWithTag ("SkinGFX") .GetComponent<DeathCont

roller>();
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MeshRenderer gfx =
playerBall.GetComponentInChildren<MeshRenderer> () ;

if (gfx.transform.childCount > 1)

{

deathController.BreakSkin (gfx.material,
explosionPower, explosionRadius);

}

else
deathController.BreakSkin () ;

playerBall.SetActive (false);

startTheTimer = false;

_playerController.enabled = false;

_playerController.PowerAmount = 0;

IsGameOver = true;

StartCoroutine (EndLevel ()) ;

IEnumerator EndLevel ()

{

_continuelevelView.gameObject.SetActive (false);

_uiScreenController.ShowScreen<PlayUIScreen> (false);

_levelMenuManager.CloseSettings();

var loseScreen =
_uiScreenController.ShowScreen<LoseUIScreen> (true);
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~uilScreenController.GetScreen<NavigationUIScreen> () .UpdateNavigati
onsButtons (_saveModel) ;

loseScreen.UpdateInfo (brokenPlatforms, saveModel,
_shopModel) ;

BrokenPlatforms = 0;

yield return new WaitForEndOfFrame () ;

public void ContinuelLevelShowReward ()

{

IsContinuelevel = true;

_analyticEvents.ReportEvent ("continue game");

public void ContinuelLevelRewardEarned ()

{

ReInitPlayer ( playerController.playerTransform.position);
_continuelLevelView.gameObject.SetActive (false);

startTheTimer = true;

_analyticEvents.ReportEvent ("rewarded banner");

public void NoContinuelLevel ()

{

_isNoContinueLevel = true;

StartCoroutine (EndLevel ()) ;

_analyticEvents.ReportEvent ("break game");



public void Restart ()
{

_fpsCounter.report = false;

StaticRandom.Pointer =
_saveModel.GetLevel (_saveModel.currentLevel) .staticRandomPointer;

ReInitPlayer (Vector3.zero);

towerGenerator.ResetCirclePointer () ;

towerGenerator.GeneratelLevel () ;

public void Finish ()
{

StartCoroutine (FinishGame ()) ;

IEnumerator FinishGame ()

{
_playerController.EnableEffect (false);

_fpsCounter.report = false;
switch ( saveModel.currentLevel + 1)
{

case 1:

//Half done
_gpgManager.UnlockAchivement (1) ;
break;

case 100:

//1 can go on like this all day
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_gpgManager.UnlockAchivement (3) ;

break;

_playerController.OnPointerUp (null);

_soundManager.PlaySound(5); //complete level sound

_playerController.PowerAmount = 0;

_playerController.fireBalllLoading.gameObject.SetActive (false);
startTheTimer = false;

_playerController.isTouching = false;

// Update level data

var level =
_saveModel .GetLevel (_saveModel.currentLevel) ;

level.completed = true;

level.coins = CurrentlLevelCoins;
level.time = CurrentLvlTroughFrames() ;
int rating = (int)RatelLevel();

if (rating > level.rating) level.rating = rating;

if (level.staticRandomPointer <= 0)
level.staticRandomPointer = StaticRandom.Pointer;

// Create next level

if ( _saveModel.GetLevel (_saveModel.currentLevel + 1)
== null)

var newlevel = new SaveModel.lLevelData():;

newLevel.theme =
_saveModel.GetCurrentLevel () .theme + 1;
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if (newLevel.theme >

__towerGenerator.themeColors.Count - 1)
newlLevel.theme = 0;
newlLevel.id = saveModel.currentLevel + 1;

newlLevel.staticRandomPointer =
StaticRandom.Pointer;

_saveModel.levels.Add (newLevel) ;

_saveModel.Save () ;

_shopModel.Coins += CurrentLevelCoins;

CurrentlLevelCoins = 0O;

BrokenPlatforms = 0;

// playUiScreen.PlayFireworks () ;

PlayFinishParticles (true);

yield return new WaitForSeconds (1.0f);

_appReview.RepeatCounter++;

yield return new WaitForEndOfFrame () ;

_levelMenuManager.CloseSettings();
_uiScreenController.ShowScreen<PlayUIScreen> (false);
int seconds = Mathf.CeilToInt (spentTime) ;

var timespan = TimeSpan.FromSeconds (seconds) ;
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_uiScreenController.ShowScreen<WinUIScreen> (true) .

UpdateInfo (timespan.ToString (@"mm\:ss"),
saveModel, shopModel) ;

_selectionUiScreen.UpdateInfo();

_restClient.AddTrack (CurrentTrack, result => { });

_uiScreenController.GetScreen<NavigationUIScreen> () .UpdateNavigati
onsButtons ( saveModel) ;

}

public void PlayFinishParticles (bool play)
{

foreach (var p in finishParticles)

{

if (play)
{
p.Play();
}
else
{
p.Stop ()
p.Clear();

public TowerGenerator towerGenerator;

private float spentTime;
public enum Rate

{



0.07%;

i

None,
One,
Two,

Three

private Rate RatelLevel ()
{

Rate value = Rate.None;

float goldTime = towerGenerator.CirclesAmount *

//Debug.Log ($"Spent time: {spentTime} Gold time:

{goldTime} Rating:{Mathf.CeilToInt (((spentTime / goldTime) *
100£)) +s");

* 100%f));

int result = Mathf.CeilToInt (((spentTime / goldTime)

if (result <= 100)
{

value = Rate.Three;

}

else if (result > 100 && result < 200)

{

value Rate.Two;

else

value = Rate.One;

return value;
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[Serializable]
public class DifficultyLevel
{
public string name = "simple";

public List<Difficulty> difficulty = new
List<Difficulty>();

}

[Serializable]

public class Difficulty

{
public int difficulty;
public int level;

public string values;

}
A.3 PlayerController.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.Rendering;

using UnityEngine.UI;

public class PlayerController : MonoBehaviour,
IPointerDownHandler, IPointerUpHandler, IDragHandler

{
public float fallSpeed;
public Rigidbody ballRg;
private SphereCollider ballCollider;

public Animation ballAnim;
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[HideInInspector]

public bool isTouching;

[HideInInspector]

public bool isReadyToDestroy;
[HideInInspector]

public GameObject TempPlayerForRecreating;
public GameObject SkinGFX;

private float timer = 0f;

[Header ("Power Mode") ]

public float powerModeDuration = 3.0f;
public int enablePowerAmount = 20;
public float reducePower = 0.1f;

public float reducePowerInPowerMode = 0.25f;

public Image fireBallloading;

public GameObject warningSign;
public ParticleSystem ignitionTrail;
public ParticleSystem fireTrail;

public TrailRenderer mainTrail;

public float spinSpeed = 15;

public Transform playerTransform;

public float moveShifting = 0.5f;

public float powerAmount;
public float PowerAmount
{
get { return powerAmount; }
set

{
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if (value != powerAmount)

{

powerAmount = value;

if (value >= 100)
{
if (!IsPowerMode)
{
IsPowerMode = true;

fireBallLoading.color = Color.red;

Ignite ()

_soundManager.PlaySound(3); //ignition
sound

_soundManager.PlaySound (4); //burning
sound

}
} else if (value <= 30 && value > 0 &&

IsPowerMode)

warningSign.SetActive (true);
}
else 1if (value <= 0)
{
if (IsPowerMode)
{
IsPowerMode = false;
fireBalllLoading.fillAmount = 0f;
fireBallloading.color = Color.white;

warningSign.SetActive (false);

EnableEffect (false);



__soundManager.StopSound(4); //burning

sound

private void Ignite()

{

StopCoroutine ("Ignition");

StartCoroutine ("Ignition") ;

14

WaitForSeconds ignitionDelay =

IEnumerator Ignition ()

{
ignitionTrail.Stop();

ignitionTrail.Play ()

new WaitForSeconds (0.5f);

yield return ignitionDelay;

EnableEffect (true) ;

public float playerPitchValue

bool isPowerMode;

public bool IsPowerMode {
get { return isPowerMode;
set

{

}
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1f (value != isPowerMode)

{

if (value)

{
//Like a Johnny Storm

_gpgManager.UnlockAchivement (2) ;

if ( towerGenerator.collectCoinsMode ==
TowerGenerator.CollectCoinsMode.PowerMode)

{

_levelMenuManager.collectCoinAnimator.Play ("CollectedCoin2D", -1,
0) 7

_gameManager.CurrentLevelCoins += 5;

_soundManager.PlaySound (6) ;

_levelThemeManager.skinTrail.emitting = !value;

isPowerMode = wvalue;

private float hitSoundTimer;

public float hitSoundDelay = 0.5f;

private BallCollisionDetection ballCollisionDetection;

public float checkDragTimer;

private float checkDragDelay = 0.1f;

public bool drag;
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private
private

private

private
private
private
private
private
private
private
private

private

private
private

private

Vector3

Vector3

public void Init (TowerGenerator towerGenerator,

float dragbelta;
Vector3 startPlayerPosRg;

Vector3 startPlayerPosAnim;

TowerGenerator towerGenerator;
GameManager gameManager;

ShopManager shopManager;
LevelMenuManager levelMenuManager;
LevelThemeManager levelThemeManager;
GPGManager gpgManager;

SoundManager soundManager;

ShopModel shopModel;

CameraController cameraController;

long moveDelay;
long startMoveDelay;

long endMoveDelay;

startMovePos;

endMovePos;

GameManager gameManager,

ShopManager shopManager,

LevelMenuManager levelMenuManager,

LevelThemeManager levelThemeManager,

GPGManager gpgManager,

SoundManager soundManager,

ShopModel shopModel,

CameraController cameraController)

__towerGenerator = towerGenerator;
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_gameManager gameManager;

__shopManager shopManager;
_levelMenuManager = levelMenuManager;
_levelThemeManager = levelThemeManager;
_gpgManager = gpgManager;

_soundManager = soundManager;

_shopModel = shopModel;

_cameraController = cameraController;

fireBallLoading.fillAmount = 0f;

ballCollider = ballRg.GetComponent<SphereCollider>();

ballCollisionDetection =
ballRg.GetComponent<BallCollisionDetection> () ;

_startPlayerPosRg = ballRg.transform.position;
_startPlayerPosAnim = ballAnim.transform.localPosition;

TempPlayerForRecreating = ballAnim.gameObject;

public void OnPointerDown (PointerEventData eventData)

{

SkinGFX.transform.localPosition =
_levelThemeManager.SkinShifting (moveShifting);

isTouching = true;

ballCollisionDetection.isCollidedUnbreakable = false;
ballCollisionDetection.deathTime = 0f;

ballCollisionDetection.isSampleAnimPlayed = false;

startMoveDelay =
DateTimeOffset.Now.ToUnixTimeMilliseconds () ;

startMovePos = playerTransform.position;

98



public void OnPointerUp (PointerEventData eventData)
{

SkinGFX.transform.localPosition =
_levelThemeManager.skinLocalPosition;

playerPitchValue = 1;

ballAnim.Play () ;

hitSoundTimer = 0;

ballCollider.isTrigger = false;

isTouching = false;

isReadyToDestroy = false;

timer = 0f;

drag = false;

_towerGenerator.rotSpeed = 50;

endMoveDelay =
DateTimeOffset.Now.ToUnixTimeMilliseconds () ;

RecordMove () ;

moveDelay = DateTimeOffset.Now.ToUnixTimeMilliseconds() ;

endMovePos = playerTransform.position;

private void RecordMove ()

{
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float delay = moveDelay > 0 ? (startMoveDelay - moveDelay)
* 0.001f : O;

float time = (endMoveDelay - startMoveDelay) * 0.001f;

_gameManager.CurrentTrack.moves.Add (new
RestClient.Track.Move

{
delay = delay,
startY = startMovePos.y,

endY = endMovePos.y,

public float rotationSpeed;
public float rotationDamping;

private float rotationVelocity;

public void OnBeginDrag (PointerEventData eventData)

{

drag = true;

public void OnDrag(PointerEventData eventData)
{
_rotationVelocity = eventData.delta.x * rotationSpeed;

_towerGenerator.towerHolder.transform.Rotate (Vector3.up,
_gameManager.invertControls ? - rotationVelocity
_rotationVelocity, Space.Self);

}

public void OnEndDrag (PointerEventData eventData)

{
drag = false;



public void ReCreatePlayer (Vector3 spawnPos)

{
isReadyToDestroy = false;

isTouching = false;

_gameManager.IsGameOver = false;

timer = 0O;

if (spawnPos == Vector3.zero)

{

spawnPos = startPlayerPosRg;

ballRg.transform.position = spawnPos;

ballRg.gameObject.SetActive (true);

fireBallLoading.gameObject.SetActive (true);

_shopManager.ApplySkin (true);

_shopManager.ApplyEffect () ;

_cameraController.SetTarget (ballRg.transform) ;

enabled = true;

void Update ()

{
// Can be used to add inertia to drag

/*

if (!drag && !Mathf.Approximately( rotationVelocity,

{
float deltaVelocity = Mathf.Min(
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Mathf.Sign( rotationVelocity) * Time.deltaTime *
rotationDamping,
Mathf.Sign( rotationVelocity) * rotationVelocity
) ;
_rotationVelocity -= deltaVelocity;

TowerGenerator.Instance.towerHolder.transform.Rotate (Vector3.up,
rotationVelocity, Space.Self);

}
*/

fireRallLoading.fillAmount = PowerAmount / 100f;

if (isTouching && !isReadyToDestroy)
{

playerTransform.localScale = new Vector3(l, 0.5f, 1);

timer += Time.deltaTime;
if (timer >= 0.1f)
{

DestroyTower () ;

void FixedUpdate ()
{
if (IsPowerMode)

{

PowerAmount = Mathf.Clamp (PowerAmount -=
reducePowerInPowerMode * Time.fixedDeltaTime, 0, 100);

}

else



103

PowerAmount = Mathf.Clamp (PowerAmount -= reducePower *

Time.fixedDeltaTime, 0, 100);

}

public void EnableEffect (bool enable)

{
if ( levelThemeManager.effectGFX != null)

{
// If standart fire effect

if ( shopModel.CurrentEffect.group <= 0 &&
_shopModel.CurrentEffect.item <= 0)

{
if (enable) fireTrail.Play();

else fireTrail.Stop();

if
levelThemeManager.effectGFX.TryGetComponent (out ParticleSystem

(_

p))

if (enable) p.Play();
else p.Stop():;

}
// Other effects

else

{
foreach (Transform t in
_levelThemeManager.effectGEFX.transform)

{
if (t.TryGetComponent (out ParticleSystem p))

{
if (enable) p.Plavy();

else p.Stop();



if (t.TryGetComponent (out TrailRenderer tr))

{

tr.enabled = enable;

private void DestroyTower ()
{
if ( gameManager.startTheTimer)

{
ballAnim.Stop () ;

ballAnim.transform.SetParent (null) ;

ballRg.transform.position = new
Vector3 (ballRg.transform.position.x,

ballAnim.transform.position.y, ballRg.transform.position.z);

ballAnim.transform.SetParent (ballRg.transform) ;

ballCollider.isTrigger = true;

ballRg.isKinematic = false;

ballRg.AddForce (0f, fallSpeed * 100f,

isReadyToDestroy = true;

public void AddPower ()
{

Mathf.Clamp (PowerAmount += 100 / enablePowerAmount,

100);
}

0,
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A.3 UlScreenController.cs

using System;

using UnityEngine;

public class UIScreenController
{

private BaseUIScreen[] uiScreens;

public BaseUIScreen CurrentScreen { get; private set; }

public UIScreenController ()
{

_uiScreens = GameObject.FindObjectsOfType<BaseUIScreen>();

public T GetScreen<T> ()
{

BaseUIScreen value = null;

foreach (var screen in _uiScreens)

{

if (screen.GetType() == typeof (T))
{
value = screen;
}
}
return (T) (object) value;

public T ShowScreen<T> (bool show)
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BaseUIScreen value = null;

foreach (var screen in uiScreens)

{
if (screen.GetType() == typeof(T))
{

value = screen;

value.Show (show) ;

CurrentScreen = value;

return (T) (object) value;

public void HideAll ()
{

CurrentScreen = null;

foreach (var screen in uiScreens)

{

screen.Show(false);

A.5 LevelMenuManager.cs

using System;

using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

public class LevelMenuManager : MonoBehaviour



public
public

public

GameObject splashLoader;
Image[] ratingStars;

GameObject controlsTutorial;

public Animator collectCoinAnimator;

//publi
[Serial

public
public
public

public
public

private
private
private
private
private
private
private
private
private
private
private
private
private

public

c Text highScore;
izeField] private Button[] noAdsButtons;

Text currentlLvl1Txt;
Text endLvl1Text;
GameObject closePauseMenuButton;

GameObject rewardedVideoLoader;
EventSystem eventSystem;

GameManager gameManager;
ShopManager shopManager;

AdMob admob;

IAP iap;

AppReview appReview;
GPGManager gpgManager;
SoundManager soundManager;
SaveModel saveModel;

ShopModel shopModel;
SaveController saveController;
AnalyticEvents analyticEvents;
Vibration vibration;
UIScreenController uiScreenController;

void Init (GameManager gameManager,

ShopManager shopManager,
AdMob adMob,

IAP iap,

AppReview appReview,
GPGManager gpgManager,
SoundManager soundManager,
SaveModel saveModel,
ShopModel shopModel,

SaveController saveController,
AnalyticEvents analyticEvents,
Vibration vibration,
UIScreenController uiScreenController)

_gameManager = gameManager;
_shopManager = shopManager;
_admob = adMob;

_lap = iap;
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_appReview = appReview;
_gpgManager = gpgManager;
_soundManager = soundManager;
_saveModel = saveModel;
_shopModel = shopModel;
_saveController = saveController;
_gameManager.invertControls =

Convert.ToBoolean (PlayerPrefs.GetInt ("invertControls™));

_shopModel = shopModel;

_analyticEvents = analyticEvents;
_vibration = vibration;
_uiScreenController = uiScreenController;

_gameManager.invertControls =

Convert.ToBoolean (PlayerPrefs.GetInt ("invertControls"));

}

public GameObject mainCam;

public SettingsSubmenuView settingsSubmenu;
public bool isSettingsSubmenuOpened = false;

public Image vibrationIcon;
public Image soundIcon;

public Image invertIcon;

public Image tutoriallInvertIcon;
public Sprite[] invertIcons;

public void UpdateSettingsIcons ()

{

if ( vibration.vibration)

{

vibrationIcon.color = Color.white;

}

else

{

vibrationIcon.color = Color.gray;

if (_soundManager.sound)

soundIcon.color = Color.white;

}

else

{

soundIcon.color = Color.gray;

tutorialInvertIcon.sprite =

invertIcons[Convert.ToInt32 (! gameManager.invertControls)];

invertIcon.sprite =

invertIcons[Convert.ToInt32 (! gameManager.invertControls)];
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}

public void OnSkinsButtonClicked()

{
_shopManager.Open () ;

CloseSettings () ;
}

public void OnNoAdsClicked()
{

_analyticEvents.ReportEvent ("no ads on");
CloseSettings () ;

#if !UNITY EDITOR
_lap.BuyNonConsumable (0) ;
#endif
}

public void CloseSettings ()
{

isSettingsSubmenuOpened = false;
settingsSubmenu.Show (false);

UpdateOptions() ;
UpdateNavigation() ;
}

private void UpdateNavigation ()

{
var navigationUIScreen =
_uiScreenController.GetScreen<NavigationUIScreen>();

if (!isSettingsSubmenuOpened)
{

navigationUIScreen.UpdateNavigationsButtons ( saveModel) ;
}
}

public void OnUnlockAllClicked()
{
#if UNITY EDITOR
//IAP.Instance.UnlockAll = true;
#endif

_analyticEvents.ReportEvent ("unlock all on");
#if !UNITY EDITOR

_iap.BuyNonConsumable (1) ;
#endif
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}

public void OnSettingsButtonClicked ()
{

isSettingsSubmenuOpened = !isSettingsSubmenuOpened;
settingsSubmenu.Show (isSettingsSubmenuOpened) ;

UpdateOptions() ;

UpdateNavigation () ;

UpdateSettingsIcons() ;
}

private void UpdateOptions()
{

_uiScreenController.GetScreen<SelectionUIScreen> () .ShowOptions (!is
SettingsSubmenuOpened) ;

_uiScreenController.GetScreen<WinUIScreen> () .ShowOptions (!isSettin
gsSubmenuOpened) ;

}

public void OnSoundButtonClicked ()
{

_soundManager.ToggleSound() ;
UpdateSettingsIcons() ;
}

public void OnVibroButtonClicked()
{

_vibration.ToggleVibration();
UpdateSettingsIcons() ;
}

public void OnInvertClicked()
{

_gameManager.invertControls =
! gameManager.invertControls;
PlayerPrefs.SetInt ("invertControls",
Convert.TolIntl6 ( gameManager.invertControls));

UpdateSettingsIcons() ;
}

public void OnGameRatingButtonClicked ()

{
OnSettingsButtonClicked() ;

UpdateRatingStars () ;

_appReview.OpenReviewPanel () ;
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public void UpdateRatingStars ()
{
foreach (var img in ratingStars)
{
img.color = Color.gray;

}

for (int 1 = 0; 1 < appReview.rating; i++)
{
ratingStars[i] .color = Color.white;
}
}

public void OnInfoButtonClicked()
{

Application.OpenURL ("https://break-tower.club/terms-and-
conditions");

}

public void OnAchivementsButtonClicked()
{

_gpgManager.ShowAchivements () ;
}

A.6 TowerGenerator.cs

using System;
using System.Collections.Generic;

using UnityEngine;

public class TowerGenerator : MonoBehaviour

{

private const int POOL SIZE = 40;

public CollectCoinsMode collectCoinsMode;
public enum CollectCoinsMode
{

PowerMode,

CollectOnlevel
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public GameObject coinPrefab;

public bool globalRotation = true;

[Header ("0-100%") ] [Range (0, 100)] public int coinsPerlevel =

public float collectCoinRange = 3.0f;

public float colorLerpSpeed = 0.1f;

//Empty which is parent of all tower samples
[HideInInspector]

public GameObject towerHolder;

//Tower samples prefabs

public GameObject[] towerSamplePrefabs;

private GameObject chosenTowerSample;

public TowerCirclesPool towerCirclesPool;
public int CirclesAmount { get; private set; }
public float finishOffset;

public float posOffset;

public float rotOffset;

public float rotSpeed;

//Finish platform prefab - support platform
public GameObject finishPlatform;

private GameObject finishPlatformGenerated;
//Support cylinder

public GameObject supportCylinder;

private GameObject supportCylinderGenerated;

public List<ThemeColor> themeColors = new List<ThemeColor>();

public ThemeColor CurrentThemeColor;



public Material safeMat;

public Material dangerousMat;

public SpriteRenderer backroundRenderer;

//Bmount of unigque themes in the tower:

[HideInInspector]

public int unigThemes;

private
private
private
private
private
private

private

private

StaticRandom staticRandom;
LevelThemeManager levelThemeManager;
SoundManager soundManager;
GameManager gameManager;
PlayerController playerController;
SaveModel saveModel;

LevelMenuManager levelMenuManager;

int currentCirclePointer;

public void Init(StaticRandom staticRandom,

LevelThemeManager levelThemeManager,

GameManager gameManager,

SoundManager soundManager,

SaveModel saveModel,

PlayerController playerController,

LevelMenuManager levelMenuManager)

_staticRandom = staticRandom;

_levelThemeManager = levelThemeManager;

_soundManager = soundManager;

_gameManager = gameManager;

_playerController = playerController;
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_saveModel = saveModel;
_levelMenuManager = levelMenuManager;
towerCirclesPool = new TowerCirclesPool (POOL SIZE) ;

StaticRandom.Pointer =
_saveModel.GetLevel (_saveModel.currentLevel) .staticRandomPointer;

CreateTowerHolder () ;

Generatelevel () ;

public static float Clamp0360 (float eulerAngles)

{

float result = eulerAngles - Mathf.CeilToInt (eulerAngles /
3060f) * 360f;

if (result < 0)

{
result += 360f;

}

return result;

private void CreateTowerHolder ()

{

towerHolder = new GameObject ("TowerHolder");

towerHolder.transform.position = Vector3.zero;

towerHolder.transform.rotation = Quaternion.identity;

towerHolder.tag = "TowerHolder";

private void ChooseSafeMaterial ()

{



CurrentThemeColor =
themeColors[ saveModel.GetCurrentLevel () .theme];

safeMat.color = CurrentThemeColor.startColor;

public void Generatelevel ()

{

ChoosePlatforms () ;

towerCirclesPool.Clear () ;

towerCirclesPool.Fill (chosenTowerSample.name, chosenTowerSample,
towerHolder.transform) ;

towerCirclesPool.SetOrderIndexToZero () ;

CirclesAmount = 70 +
Mathf.RoundToInt (( saveModel.currentlLevel + 2) * 70f * 0.05f);

_currentCirclePointer = POOL SIZE;

ChooseSafeMaterial () ;

_levelThemeManager.choosenThemeColor =
CurrentThemeColor.startColor;

// Init circles positions

for (int i = 0; i1 < towerCirclesPool.GetCircles () .Count;
i++)

var circle = towerCirclesPool.GetCircles () [1];

var samples =
circle.GetComponentsInChildren<SampleController> () ;

foreach (var sample in samples)
{

sample.Init (this, gameManager,
levelThemeManager, soundManager, playerController);

}

115



116

//Set the position and rotation for generated sample
relative to the previous one

if (1 > 0)
{

circle.transform.position =

towerCirclesPool.GetCircles () [1 - 1].transform.position - new
Vector3(

0f,

towerCirclesPool.GetCircles () [1 -

1] .transform.localScale.y * posOffset,
0f) ;

circle.transform.rotation *=
towerCirclesPool.GetCircles () [1 - 1l].transform.rotation *
Quaternion.Euler (0f, rotOffset, 0f);

}

if (finishPlatformGenerated == null)

{

finishPlatformGenerated = Instantiate(finishPlatform,
Vector3.zero, Quaternion.identity, towerHolder.transform);

}

var pos =
towerCirclesPool.GetCircles () [towerCirclesPool.GetCircles () .Count
- 1] .transform.position;

finishPlatformGenerated.transform.position = new
Vector3 (pos.x, pos.y - finishOffset, pos.z);

//if (supportCylinderGenerated == null)
v
// supportCylinderGenerated =

Instantiate (supportCylinder, Vector3.zero, Quaternion.identity,
towerHolder.transform) ;

//}
//
//supportCylinderGenerated.name = "supportCylinder";
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//supportCylinderGenerated.transform.SetParent (finishPlatformGener
ated.transform) ;

//supportCylinderGenerated.transform.localScale = new
Vector3 (supportCylinder.transform.localScale.x,
chosenTowerSample.transform.localScale.y * CirclesAmount,

// supportCylinder.transform.localScale.z);

//supportCylinderGenerated.transform.localPosition =
Vector3.zero;

SetSamplesThemes () ;

if (collectCoinsMode == CollectCoinsMode.CollectOnlevel)
AddCoins () ;

var 1 = saveModel.GetLevel (_saveModel.currentLevel) ;

if ( saveModel.currentLevel == 0 && l.staticRandomPointer

{
l.staticRandomPointer = StaticRandom.Pointer;
GeneratelLevel () ;

public void ActivateNextSample ()
{

if ( _currentCirclePointer == CirclesAmount)

{

var circleController =
towerCirclesPool.GetElementInOrder () .GetComponent<CircleController
>() 7

circleController.SetParent () ;

return;

GameObject previouslLast = null;
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var circle = towerCirclesPool.Next (out previousLast);

circle.transform.position =
previousLast.transform.position - new Vector3(

0f,
previousLast.transform.localScale.y * posOffset,
0f);

circle.transform.eulerAngles =
previouslast.transform.eulerAngles + new Vector3 (0, rotOffset, 0);

circle.GetComponent<CircleController> () .Reset () ;

var pos =
towerCirclesPool.GetCircles () [towerCirclesPool.GetCircles () .Count
- 1] .transform.position;

finishPlatformGenerated.transform.position = new
Vector3 (pos.x, pos.y - finishOffset, pos.z);

//finishPlatformGenerated.transform.position =
previousLast.transform.position - new Vector3(

// 0f,
// previousLast.transform.localScale.y * finishOffset,
// 0f) * 2;

_currentCirclePointer++;

public void ResetCirclePointer ()

{

_currentCirclePointer = 0;

private void AddCoins ()

{

System.Random r = new System.Random() ;



foreach (GameObject s in towerCirclesPool.GetCircles())

{

SampleController[] sc =

s.transform.GetComponentsInChildren<SampleController> (true);

foreach (var 1 in sc)
{
if (r.Next (0, 100) < coinsPerlevel)

{

i.AddCoin () ;

void Update ()
{
//Tower rotation

if (towerHolder != null &&
! levelMenuManager.controlsTutorial.activeInHierarchy)

{

if ( playerController == null ||
! playerController.drag)

{

towerHolder.transform.Rotate (0f, rotSpeed *
Time.deltaTime, 0f);

}

public void LerpColor (float value)
{

safeMat.color = Color.Lerp(CurrentThemeColor.startColor,

CurrentThemeColor.endColor, value);
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private void ChoosePlatforms ()

{

int[] tempRandomValuesSample = new
int[towerSamplePrefabs.Length];

int tempActualValueSample = 0;

for (int r = 0; r < towerSamplePrefabs.Length; r++)

{

tempRandomValuesSample[r] =
_staticRandom.StaticRange () ;

}

for (int a = 0;

{

a < tempRandomValuesSample.Length; a++)

if (tempRandomValuesSamplel[a] > tempActualValueSample)

{

tempActualValueSample = tempRandomValuesSamplel[a];

}
for (int £ = 0;

{

f < tempRandomValuesSample.Length; f++)

if (tempActualValueSample ==
tempRandomValuesSample[f])

{

chosenTowerSample = towerSamplePrefabs[f];

break;

//Sets sample themes using static random:

void SetSamplesThemes ()

{
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int setSamples = 0;
List<bool> theme = new List<bool>();

List<bool> tempTheme = new List<bool>();

bool isThemeActive false;

int lastSampleEdited = 0;

while (setSamples <= towerCirclesPool.GetCircles () .Count)

{

int sameThemeSamples =
_staticRandom.StaticRangelO () ;//Random.Range (1,
Mathf.RoundToInt (towerSamples.Count / 6f) + 1);

for (int i = 0; 1 < sameThemeSamples; i++)

{

if (towerCirclesPool.GetCircles () [1 +
lastSampleEdited] .transform.childCount > 1)

{
if (!isThemeActive)
{
//Debug.Log (savingManager.CurrentLvl) ;

int sampleChildCount =
towerCirclesPool.GetCircles () [1 +
lastSampleEdited] .transform.childCount;

for (int index = 0; index <
sampleChildCount; index++)

{

bool themeElement =

Q

_staticRandom.StaticRange() % 2 == 0;
theme.Add (themeElement) ;
}

for (int currentElement = 0;
currentElement < theme.Count; currentElement++)

{

if (!'theme[currentElement])

{
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tempTheme.Add (theme [currentElement]) ;

int [theme.Count];

if

}
}

(theme.Count == tempTheme.Count)

{

int[] tempRandomValues

new

int tempActualValue = 0;

for(int r = 0; r < theme.Count;

{

r++)

tempRandomValues|[r]

staticRandom.StaticRange () ;

tempRandomValues.Length;

tempActualValue)

tempRandomValues[a];

tempRandomValues.Length;

tempRandomValues|[f])

isThemeActive

}

for (int a
a+t+)

{

0; a <

if (tempRandomValues[a] >

tempActualValue

}

for (int £
f++)

{

0, £ <

if (tempActualValue

theme [ f] true;

break;

}

true;
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if (towerCirclesPool.GetCircles () [i +
lastSampleEdited] .transform.childCount == theme.Count)
{
for (int themeElement = 0; themeElement <

theme.Count; themeElement++)

{
1f (theme[themeElement])

{

//towerSamples[i +
lastSampleEdited] .transform.GetChild (themeElement) .GetComponent<Me
shRenderer> () .material = ChoosenSafeMaterial;

towerCirclesPool.GetCircles () [1 +
lastSampleEdited] .transform.GetChild (themeElement) .GetComponent<Me
shRenderer> () .material = safeMat;

towerCirclesPool.GetCircles () [1 +
lastSampleEdited] .transform.GetChild (themeElement) .tag =
"Breakable";

else
{
towerCirclesPool.GetCircles () [1 +
lastSampleEdited] .transform.GetChild (themeElement) .GetComponent<Me
shRenderer> () .material = dangerousMat;
towerCirclesPool.GetCircles () [1 +

lastSampleEdited] .transform.GetChild (themeElement) .tag =
"UnBreakable";

if (i == sameThemeSamples - 1)
{
isThemeActive = false;

for (int themel = theme.Count - 1; themel >=
0; themeI--)
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theme.RemoveAt (themel) ;

}

for (int tempThemel = tempTheme.Count - 1;
tempThemeI >= 0; tempThemeI--)

{
tempTheme.RemoveAt (tempThemel) ;
}
lastSampleEdited += sameThemeSamples;
}
setSamples++;

if (setSamples ==

towerCirclesPool.GetCircles () .Count)
{
unigThemes++;
return;
}
}
unigThemes++;
}
}
[Serializable]

public class ThemeColor
{
public Color startColor;
public Color endColor;
public Color backgroundStartColor;
public Color backgroundEndColor;

public Gradient endEffectColor;
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A.7 CameraController.cs

using UnityEngine;

public class CameraController : MonoBehaviour
{
[SerializeField] Transform ballTransform;
private Vector3 distance;
private Vector3 dampCurrentVelocity;

public float smoothTime;

public float offsetSpeed;

public bool enableDownOffset;

private void Awake ()

{

distance = transform.position - ballTransform.position;

public void SetTarget (Transform target)
{

ballTransform = target;

void LateUpdate ()
{

transform.position =
Vector3.SmoothDamp (transform.position, ballTransform.position +
distance, ref dampCurrentVelocity, smoothTime);

}

public void ApplyOffset ()
{
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distance = new Vector3(distance.x, distance.y +
offsetSpeed, distance.z);

}

A.8 CameraController.cs

using UnityEngine;

public class CameraController : MonoBehaviour
{
[SerializeField] Transform ballTransform;
private Vector3 distance;
private Vector3 dampCurrentVelocity;

public float smoothTime;

public float offsetSpeed;

public bool enableDownOffset;

private void Awake ()
{

distance = transform.position -
ballTransform.position;

}

public void SetTarget (Transform target)
{

ballTransform = target;

void LateUpdate ()
{

transform.position =
Vector3.SmoothDamp (transform.position, ballTransform.position +
distance, ref dampCurrentVelocity, smoothTime);



public void ApplyOffset ()
{

distance = new Vector3(distance.x, distance.

offsetSpeed, distance.z);
}
}

A.9 BallColisionDetection.cs

using UnityEngine;

public class BallCollisionDetection : MonoBehaviour
{

private Rigidbody ballRg;

public PlayerController playerCtrl;

private SphereCollider ballCollider;

[HideInInspector]

public bool isCollidedUnbreakable;
[HideInInspector]

public float deathTime;

[HideInInspector]

public bool isSampleAnimPlayed;

private Animation sampleAnim;

public GameManager gameManager;

private LevelThemeManager levelThemeManager;
private SoundManager soundManager;

private Vibration vibration;

public void Init (LevelThemeManager levelThemeManager,

SoundManager soundManager,
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Vibration vibration)

_levelThemeManager = levelThemeManager;
_soundManager = soundManager;

_vibration = vibration;

void Start ()

{
ballRg = GetComponent<Rigidbody> () ;
ballCollider = GetComponent<SphereCollider>();

}
private void FixedUpdate ()

{
if (ballRg.velocity.y <= 0f)

{

ballRg.velocity = new Vector3(ballRg.velocity.x,
Mathf.Clamp (ballRg.velocity.y, -23f, 0f), ballRg.velocity.z);

}
if (isCollidedUnbreakable && playerCtrl.isReadyToDestroy)

{

if (!playerCtrl.IsPowerMode)

{
deathTime += Time.fixedDeltaTime;
if (deathTime >= 0.2f)

{

playerCtrl.playerTransform.localScale = new
Vector3 (1, 1, 1);

gameManager.GameOver () ;

}

else 1if (deathTime >= 0.05f &&
lisSampleAnimPlayed)



129

sampleAnim.Play () ;

isSampleAnimPlayed = true;

else

ballRg.velocity = new Vector3(ballRg.velocity.x,
Mathf.Clamp (ballRg.velocity.y, -23f, 0f), ballRg.velocity.z);

}

}
private void OnCollisionEnter (Collision collision)
{

if (collision.collider.CompareTag ("Breakable") ||
collision.collider.CompareTag ("UnBreakable"))

{

transform.position = new Vector3(transform.position.zx,
collision.collider.bounds.max.y + ballCollider.radius + (-
ballCollider.center.y), transform.position.z);

ballRg.isKinematic = true;
}

else if (collision.collider.CompareTag ("FinishPlatform")
&& !gameManager.IsGameOver)

{

gameManager.Finish () ;

private void OnTriggerEnter (Collider other)

{

if( vibration != null) vibration.Vibrate(5); //<100ms not
work on all devices
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if (!playerCtrl.isTouching)

_soundManager.PlaySound(0); //jump sound

if (!playerCtrl.IsPowerMode)
{
if (other.CompareTag ("UnBreakable"))
{
ballCollider.isTrigger = false;

transform.position = new
Vector3 (transform.position.x, other.bounds.max.y +
ballCollider.radius + (-ballCollider.center.y),
transform.position.z);

sampleAnim =
other.gameObject.transform.parent.GetComponent<Animation> () ;

isCollidedUnbreakable = true;

playerCtrl.SkinGFX.transform.localPosition =
_levelThemeManager.skinLocalPosition;

}
}
if (other.CompareTag ("FinishPlatform"))
{

ballCollider.isTrigger = false;

transform.position = new Vector3(transform.position.zx,
other.bounds.max.y + ballCollider.radius + (-
ballCollider.center.y), transform.position.z);

}
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CJAMJIU IPE3EHTAIII
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MIHICTEPCTBO OCBITH I HAYKH VKPAIHH
HANIIOHAJIBHMH YHIBEPCHTET «3AIOPISBKA TTOJITEXHIKA»

Junnomua ksanidikauiiina pobora na remy:

PO3POBKA ITPOBOI ITPOTPAMM « TOWER RUNNER» VISl MOELITBHOTQ

TEJEDOHY
DEVELOPMENT OF THE TOWER RUNNER GAME SOFTWARE FOR A MOBILE
PHONE
Bukonag: cr. rp. KHT-217 C.C. Nnzs
Kepisuuk: npod. C.0 Cyboorin

Pucynok b.1 — Tutynbauit cnaiin

META TA 3ABJAHHA POBOTH 2

Mera podoTu - nporpamMHa peanizaiia irpoBoi NPOTpaMi B #aHpi nuarpopMepy Ha

onepartiiiny cucremy Android.

3AJAYT POBOTH

AHAMI3 BHMOT 10 CHCTEMH;

po3pobKa apXITEKTYPH CHCTEMH;

po3poka anzaiiHy KNIEHTCEKOT YACTHHH]

BHOIP IHCTPYMEHTAPIKD po3pobKH;

NporpaMHa peatizaiil BipTyanbHOTO CepefioBHINg;

PO3po0Ka IHCTPYKULT 3 BHKOPHCTAHHA TPOTPAMH.

Pucynok b.2 — Merta ta 3aBnanHs po6otu



133

AHAJZ ¢YHKHNIOHAJBHHX BUHMOT 3

Pospobmosana irposa nporpaMa B saHpi naarpopMepy noBHHHA OyTH
ONTHMISOBAHOK U8 MODUIEHHX JeBaiici, 3pYUHOI0 ¥ BHKOPHCTAHHI Ta IIKaBa B
npoueci BHKOPHCTAHHA,

IporpaMuuii NPoaYKT NOBHHEH MICTHTH HACTYNHWH dyHKUioOHAN:

[Mepecysanus no irposiii Jokauii 3Bepxy B BHU3
Jlorika sHrpamy Ta nporpamry

pospobKa qH3aiHy KNeHTCEKOT YaCTHHH
I'enepania deckiHedHHX pPIBHIB

Hagirauis no piasm cknagHocti

Hanamrryeansa rpa

Pucynoxk b.3 — Anainiz ¢pyHKIIIOHATBHUX BUMOT

JOJIATKH AHAJIOI'MA a

BEST: 53

-~

’
— PERFECT +3 -
.

Jump for Queen 2020:
Rescue on the Helix

Pucynox b.4 — Jlonatku ananoru

Helix Crush Dancing Road: Color Ball Run! Helix Stack Ball
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MOPIBHAHHS AHAJIOI'TB 5

[opisusnus ananoris

Jonaroxr I'padixa ¥opasainas Koprcrysanbkmit Mysakaabnmii
inTepdeiic CynpoBin

Helix Stack Ball 4 5 5 3
Jump for Queen 2020: 2 5 3 3
Rescue on the Helix

Dancing Road: Color 5 5 5 5
Ball Run!

Helix Crush 4 5 5 5

Pucynoxk b.5 — IlopiBHSAHHS aHAJIOT1B

BHEIP ®PEHMBOPKY LIS PO3POBKH 5

Mopisugang Unity3d, Unreal Engine 4 ta Game Maker: Studio

Unity3d Unreal Engine 4 Game Maker: Studio

SIkicHA JOKYMeHTAIA 5 4 4
DyHrmioHAT Ge3 4 & 5
IOJATKOBIX POIIHPEHE

ANANTHBHICTE 5 3 4
DyHEIOHAT 5 4 3
IlemnkicTs podoTi 5 3 5
MacmrrabopaHIC T & 4 3
IIpocTe BuEueHRT Y 3 4
KpocnnardopMenicTs 5 4 5
[TinTpimnga 3D 5 5 1
Beskomrosne 3 4 =
BHKOPHCTAHHL

Pucynox b.6 — Bubip ¢periMBopKky 111 po3po0OKH
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BHEBIP CEPETOBHIIA MTPOTPAMYBAHHHA 6

Hopigusaus IDE

MosneicTs poGoTi HA PISHEX + +
iaTdopMax

Besromrosna muessia - +
SkicHa JOKYMEHTALIA + +
IuTerpams 3 xoncommo Unity3d +

IuTerpamsa 3 gameobjects + -
Unity3d

CHcTeMa KOHTPOTIO Bepelii + +
Ipnemmmii anaaitn + +
OnIMIZ0BAHICTE +

JleKOMILIANIA 30BHIMIHIX + -
G1bmoTex

Pucynok b.7 — Bubip cepenouiiia mporpaMmyBaHHS

MPOEKTYBAHHA MPOTPAMHOIO 3ABE3NNEYEHHA / APXITEKTYPA CHCTEMH 7

TRAALIGHAA TN DEPEMDENCY INJECTEON NI

nininl o™

OO0 OO

Cxema MVC Dependency Injection

KouTtponnep

BuxopucToaye

Pucynok b.8 — [IpoektyBanHs mporpaMHOro 3ade3nedeHHs / ApXiTeKTypa CUCTEMH
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MNMPOEKTYBAHHA MTPOTPAMHOIO JABEINMEYEHHSA / JIATPAMA KJIACIB 8
I . - wondaree. S e
Jiarpama Krnacis - :
« DnCisier () Flapniorncas
i e
: -
e e T
it e e
romm el I :
e e - )
=, e =
— i s
o —
o, ik w i gt

Pucynox b.9 — [IpoekTyBanHs nmporpamHoro 3ade3mneuerts / Jliarpama kiacis

B3AEMO/IA 3 MPOTPAMHHM MPOJAYKTOM 9

®
Level 12
Level 9

( *Ax )

( «%» )
+10
00:07

®

Play Next

®

Play Again

@

Tonozne Bizkputa nanens Biaxmouena

: X IrpoBnii piBeHs 3apepmeHns pisHA
MEHIO HATAMITYRAHE BIOpam

Pucynox b.10 — B3aemoist 3 mporpaMHUM MPOAYKTOM
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BHCHOBKH 10

PozrmsaHyTO Ta NpoaHanizoBaHi IrpoBi A0JaTKH kaHpy muardopmep

Bynn naBezeni cydacHi ananors pospobmosaroi nporpamu « Tower Runner»

By postisiHyTi Ta JeTanbHo ONMcaHi Cy4acHi irpoBi pyiuil, Ha SKHX CTBOPIOIOTLCS IFPH 1OAIOHOTO
aanpy. [licas kinuesoro anaiisy 1o 3sasHadenum kpurepism Oyino obpano came Unity3d, ockinbku
BIH JIOCHTH JIErKUil Y BHBYEHHI, B HassBHOCTI OE3KOWITOBHA Bepeis, AKicHa Texuouoris 3D
Bisyallizailil, AKiCHA JOKYMEHallis, a TaKoxK Jierka nodyia nporpamu wis Modinbuux OC

By posrsuyTi cyuacHi cepesiosrina nporpamysanfs (IDE — Integrated Development Kit) suns
HarMcaHHA nporpamHoro koay. B pesynerari Gys oGpanuii JetBrains Rider, ockinbky BiH Kkpanie
B3aemosil 3 pesaktopom Unity3d, a Takoxk Hajae OUIbIIE IHCTPYMEHTIB 1S pedakTOPHHTY KOy

Byiu ornucani 3araibHi CKIaji0Bi irpoBoro npouecy, Taki Ak «is», «Peakuis», «Biiryk»

Pucynok b.11 — BucnoBku



