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PE®EPAT

[TosicHIOBasIbHA 3amucka JO JAMIUIOMHOI KBamidikaiiiHoi poOoTu OakaiaBpa:

107 c., 41 puc., 4 tabn., 2 goxn., 16 mxepen.

HTAXHW, KOMITIOHEHT, CTPYKTVYPA, IDE, 10S, VS.

OO0’€eKT noCHIKEeHHS — 1rpH, cTBOpeHi Ha matdopmi Unity.

[Ipenmet poboTU — TporpaMue 3abe3nedeHHss MOO1IpHOTO noAaTKy «Illaxmy.

Merta po6otu — Po3po0iaeHHs MOOLITBHOTO TOJATKY ISl TPU Y IIaXH.

Marepianu, METOAM Ta TEXHIYHI 3aCO0U:

—  Unity3D. Unity3D - e monyisipHe iHTETpOBaHE PO3BUTOKOBE CEPEIOBHIIIE
(IDE) ta nBwkOK miii po3poOKH 1rop Ta IHTEPAaKTHUBHUX JO0JATKiB. BukopuctaHHs
Unity3D nosBossie ctBoproBatu 2D Ta 3D rpadiky, peanizoByBaTu (Pi3UKy, KepyBaTH
B3a€MO/1€10 00'€KTIB Ta OaraTo 1HIIOIO;

—  UnityHub. UnityHub - me iHCTpyMeHT juis yHOpaBIiHHS BEpCisIMH Ta
ycTaHOBKM pi3HUX Bepciit Unity. BiH [03BojIsi€ JIETKO MEPEMUKATUCh MIXK PI3HUMHU
Bepcisimu BKKa Unity Ta KepyBaTH MPOEKTAMH;

—  Visual Studio. Visual Studio - me iHTerpoBaHe CepemOBHINE PO3POOKHU
(IDE) Bim Microsoft, sike IIUPOKO BUKOPUCTOBYETHCA [JIsI NPOrpaMyBaHHS
pPI3HOMaHITHUX JIOAATKIB, BKItouaroun irpu. Bukopucrtanus Visual Studio 3 Unity
JI03BOJISIE€ 3pYYHO PO3POOISATH, HAJaroXKyBaTH Ta KEPYBATH KOJOM MPOEKTY;

—  METOJ TOIIYKY BCIX MOXJIMBUX XOJiB. Llell MeTon mrykae BCi MOMKJIMBI
X0l Ha JONII Juisi KOXKHOT (irypu. BiH BUKOPHCTOBYETBHCS I TEHEpallli CIUCKY
JOCTYITHUX XOZIB, SIKI TpaBellb MOXKe 3pOOUTH B Ipi;

—  QITOPHUTM TIEPEBIPKHM MOXKIMUBOCTI xomy. Lleii anroputm mepeipsie, uu €
NEBHUM XiJI AOMYCTUMUM JUIs 3aAaHoi ¢irypu. BiH BpaxoBye mpaBuiia pyxy KOXKHOI
¢birypu 1 nepeBipsi€, Y4 BUKOHYIOThCSI HEOOX1HI YMOBH ISl 31IMCHEHHS XO1Y;

—  MeToj 3MiHu Konbopy: Lleit MeTos 3MiHIoE KOmip Girypu Ha MPOTUIICKHUH.

BiH BUKOPUCTOBYETHCSA JUIsl 3MIHU KOJIBOPY (Irypy NMPU BUKOHAHHI XOAY TPOTUBHUKOM.
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Pesynbratu. IlpoBeneHo AOCHKEHHS Ta aHajii3 BUMOI JO TPOTPAMHOTO
3a0e3neyeHHs. BuU3HaueHO CTPyKTypy HaHUX Ta HEOOXiJHI KOMIIOHEHTH MpOTpamH.
Po3po06iieHo CTpyKTypy 1 anroput™ poOOTH MpOTrpaMHu Ha OCHOBI BCTAHOBJICHUX BHMOT.
PeanizoBaHo BiMOBIAHI KOMIIOHEHTH MporpamMu. Po3po01eHo MOKIIMBICTh TpaTH MPOTU
1Hmoi moanHu. Po3pobneno mporpamue 3abe3nedyeHHs 3 BukopuctanHaMm Unity3D Ta
Visual Studio, ne neranbHO BUBYANUCS, MOKA3yBaJUCs Ta OOTPYHTOBYBAJIMCS BUMOTH
no mporpamu. Ha ocHOBI 1mux BuMOr Oyna BH3HAUCHAa CTPYKTypa [AaHUX Ta
pO3po0IIeHUI anropuT™M podoTH mporpamu. B pesynbrari Oyiau peandizoBaHl HEOOX1IHI
KOMIIOHEHTH TPOTPaMH, IO JO3BOJIAIOTH IPATH MPOTH 1HINOT JIFOIUHU.

BucnoBku. Po3po0neHo nporpaMue 3a0e3ne4eHHsl, o A03BOJISI€ TPATH 3 1HILOIO
JIOAMHOIO, IPOBECTH YacC Ta PO3BUHYTH HABUYKH JIOTTYHOTO MHUCIICHHS.

["amy3p BUKOpHUCTAaHHS — MPOTpaMHE 3a0€3MEYCHHS] MOKE BHKOPHUCTOBYBATHUCS

SAK I0JAaTOK HJISL pO3Bard, a TaKOXK IJIS1 PO3BUTKY J'IOFiKH, KOHHGHTpaHi'l' TOIIO.



ABSTRACT
Explanatory note to the bachelor's qualification work: 107 p., 41 fig., 4 tab., 2

app., 16 sources.

CHESS, COMPONENT, STRUCTURE, IDE, IOS, VS

Research Object. Games developed on the Unity platform.

Subject of the Work. Software for a mobile application "Chess".

Obijective. Development of a mobile application for playing Chess.

Materials, Methods, and Technical Tools:

—  Unity3D. Unity3D is a popular integrated development environment (IDE)
and engine for game and interactive application development. Using Unity3D allows for
creating 2D and 3D graphics, implementing physics, managing object interactions, and
more;

—  UnityHub. UnityHub is a tool for managing versions and installing
different versions of Unity. It enables easy switching between different Unity engine
versions and project management;

—  Visual Studio. Visual Studio is an integrated development environment
(IDE) by Microsoft widely used for programming various applications, including
games. Using Visual Studio with Unity provides convenient development, debugging,
and code management capabilities;

—  All Possible Moves Method. This method searches for all possible moves
on the chessboard for each chess piece. It is used to generate a list of available moves
that a player can make in the game;

— Move Validity Checking Algorithm. This algorithm checks if a specific
move is valid for a given chess piece. It considers the movement rules of each piece and
verifies if the necessary conditions for making the move are met;

—  Color Change Method. This method changes the color of a chess piece to
the opposite color. It is used to change the color of a piece when it is moved by the

opponent.
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Results. Research and analysis of software requirements have been conducted.
The data structure and necessary program components have been determined. The
structure and algorithm of the program have been developed based on the established
requirements. The corresponding program components have been implemented. The
ability to play against another human player has been developed. Software development
has been carried out using Unity3D and Visual Studio, where requirements were
thoroughly studied, presented, and justified. Based on these requirements, the data
structure was defined, and the program's algorithm was developed. As a result, the
necessary program components were implemented, enabling gameplay against another
human player.

Conclusions. Software has been developed that allows playing against another
human player, providing entertainment and enhancing logical thinking skills.

Application Field. The software can be used as an entertainment application as

well as for the development of logic, concentration, and other related skills.
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HEPEJIIK CKOPOYEHDb TA YMOBHMUX I1IO3HAK

IDE — Integrated Development Environment;

I0S — IPhoneOS. Onepamiiia cuctema npuctpois Big Apple;
VS VisualStudio.
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BCTYII

[laxu - e cTapoBUHHA HACTUIbHA Tpa, AKka BUHHUKIA Outbiie 1500 pokiB Tomy.
[{s rpa BuMarae Bia TpaBIliB BUCOKOTO PiBHS CTPATETiYHOIO MHCIEHHS Ta TaKTUYHHX
3nibHocter. [llaxu TakoX BiJOMI CBOEIO 37aTHICTIO PO3BUBATH MUCJEHHS Ta MaM'siTh,
TOMY iX YacTO BUKOPHCTOBYIOTh B SIKOCTI TPEHYBAJIBHOTO IHCTPYMEHTY ISl MO3KY.
HesBaxatouu Ha Te, 110 IIaXU BUHUKIMU YK€ J1aBHO, JI0 CHUX Mip BOHHU 3aJIUIIAIOTHCS
HOIMYJISIPHOKO TPOI0 IO BCbOMY CBITY 3aBASKM CBOIM I[IKABUM IpaBUJaM Ta
HECKIHYCHHIH KITBKOCTI MOXKJIUBUX KOMOIHAIIi#[2].

Yomy maxu a0 uporo vacy € nomyispHumu? Ilo-mepmie, ue rpa, ska Hajaae
rpaBIsM 0€37114 MOKJIMBOCTEH /I MOKpAIIeHHS CBOIX HAaBMYOK Ta crpaterii. Ilo-
JpyTe, Maxy BBAKAIOTHCSA YHIBEPCATBHOIO TPOIO, IKY MOXYTh TpaTH JIOAN OYIb-SKOTO
BIKY Ta KyJbTypH. |, HapemITi, maxu HaJlaloTh MOKJIUBICTb JIJISl COIIAIbHOI B3a€MOJIIT Ta
CTBOPCHHS CIUILHOTH, JI€ JIFOJI MOXKYTh JUITUTUCS CBOIMU 3HAHHSIMU Ta JOCBimoM[3].

OTxe, akTyaJIbHOIO 33JJa4€I0 € CTBOPEHHS 3pyYHOTr0 J101aTKY, SIKUH MOKHA OyJie
BUKOPUCTOBYBATH Ha Oy/b-sKiil muiaTopMi Uil TP B IIAXU.

OO0’€eKT noCHIKEHHS — 1rpH, cTBOpeHi Ha matdopmi Unity.

[Ipenmer pocimipKeHHS — TIporpaMHe 3a0e3MeueHHs MOOLIBHOTO JOJAaTKY
«Taxwm».

Merta po6ot — Po3po6aeHHs MOOITBHOTO TOJATKY JJIs TPH Y IITaXH.

Jlns nocsirHeHHS 111€1 MeTH He0OX1THO BUKOHATH HACTYITHI 3aBJIaHHS:

—  pO3poOMTH JIOTIKY TIpU B IIaxW, BKJIOYAIOUM MpaBwia pyxy ¢iryp,
NepeBIPKy Ha I1ax Ta MaT, 00pPOOKY XOJIiB TPaBIIiB 1 IEPEMOTY;

—  po3pobuTu 3py4yHuil iHTEepdenc mIg B3aEMOJIl 3 J0JaTKOM, BKIIOYAIOUH
BI3yaJli3allito JOIIKH, PIryp, KHOMOK Ta 1HIIHUX €JIeMEHTIB yIpaBIIiHHS;

— 3a0e3meuynTH MOXJIMBICTh TPpHU Ta BHPIMIEHHS 3a7ad Ha PI3HUX
maTopMax, TaKUX SIK KOMITIOTEPH, MOOUIbHI MPUCTPOI TOLIO;

—  TMpOTEeCTyBaTH Ta ONTUMI3YBaTH [JOJATOK [JIs 3a0e3lneueHHs Horo

€(hEeKTUBHOCTI Ta CTAOLIHLHOCTI.
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1 AHAJI3 OPEJIMETHOI OBJACTI

1.1 OcobauBocTi po3podku MoOLILHMX irop Ha miardgopmi Unity

Unity € oIHUM 3 HaWMOMYJISPHIIIUX 1HCTPYMEHTIB AJsi PO3POOKH MOOUIBHUX
irop, 1 1€ 3yMOBJIEHO KuIbkoMa (akTtopamu. Ochb €Ki OCOOJMBOCTI PO3POOKH
MOOUTBHEX iTop Ha Tiatdopmi Unity:

—  KpoccruiargopmoBicTb. Unity 103BoJis€ pPO3POOIATH ITpU, SIKI MOXKYTh
mpaioBaTi Ha pi3HUX MOOUIbHMX Iutardopmax, Takux sk 10S Ta Android. Ile
3a0e3nedye IIMPOKE OXOIUIEHHS ayAuTopii Ta 30UIbllye NOTEHIINHY KUIBKICTh
KOPHUCTYBAaYiB,;

— mpocrota BuKopucTaHHs. Unity mae IHTYITUBHHMI 1HTepdelc Ta Hajae
pO3pOOHMKAM IIMPOKHIM HaOlp I1HCTPYMEHTIB /Jii CTBOPEHHS IrPOBUX CLEHapiiB,
ynpaBiiHHS Tpadikoro Ta (i3UKOI0, aHIMaIlll IEPCOHaXiB, 0OpPOOKM BXITHUX JaHUX Ta
Oarato iHmoro. lle mosermye mponec po3poOKH Ta J03BOJISAE€ IIBUJIKO CTBOPIOBATH
IPOTOTHUIIN Ta TECTYBATH 1]1€1;

—  THyukKicTb. Unity miaTpumye MOBY nporpamyBaHHs C#, sKa € MOTY>XKHOIO Ta
rHy4YKor. Po3poOHUKM MOXyTh BHUKOpUCTOBYBath C# i1 CTBOPEHHS CKJIAJHHUX
JIOTIYHUX CIIEHApIiB, YIPABIIHHSI TeMMIUIEEM Ta B3a€MOJIli 3 KopuctyBauem. Mosa C#
TAaKOX IMPOINOHYE IIUPOKUK HaOlp O10710TeK Ta I1HCTPYMEHTIB, SKI MOJETIIYIOTh
PO3p0oOKYy irop;

— miaTpuMmka BiyanbHUX edektiB. Unity wmae mnoTyxHy rpadiuny
MIJCUCTEMY, IO JO3BOJISIE CTBOPIOBATM KPACHBI Ta PEANICTHYHI Bi3yalbHI e(exTu.
Po3poOHMKN MOXYTh CTBOpPIOBAaTH Bpakarodi rpadidHi CIEHH, BHKOPUCTOBYIOUHU
e Iepu, OCBITJICHHS, YACTUHKHU Ta 1HII TEXHOJIOTIi, 10 JO0MOMaraloTh MOKPaITUTH
Bi3yaJIbHUM JTOCBIJl KOPHUCTYBAua,

—  CHIBTOBApUCTBO po3poOHUKIB. Unity Ma€e BeIMKY Ta aKTHUBHY CIUIBHOTY
PO3pOOHUKIB, siIKa HaJa€ MIATPUMKY, TOKYMEHTAIll0 Ta OHJIAWH-Kypcu. Po3poOHuKH
MOXXYTh IIBHAKO 3HAWTH BIAMOBIAI HAa CBOI MHUTAHHS, MOJUIUTHACA CBOIM JOCBIIOM Ta

B3aEMOJIISATH 3 THITUMU (PaxXiBISAMU;
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—  MOXJIMBOCTI PO3LIMPEHHS. Unity J03BOJISIE PO3pOOHHUKAM
BUKOPHCTOBYBAaTH CTOPOHHI PO3IIMPEHHS, IUIATIHA Ta PECYpPCH IS PO3MIUPCHHS
dbyukmionansHocTi. Lle mae po3poOHUKAM JOCTYN 1O PI3HOMAHITHUX 1HCTPYMEHTIB Ta
pecypciB, IO MOJETIIYIOTh PO3POOKY Ta MOKPAIITYIOTh SKICTh TOTOBOTO MPOIYKTY.

Po3pobxa MmoOuTbHUX irop Ha miatdopmi Unity Mmae GaraTto nepeBar Ta MOxe
Oyt e(EeKTUBHUM BHOOPOM [JII PO3POOHUKIB, sIKIi OaXarOTb CTBOPUTH IrpU IS

IIMPOKOT ayAUTOpIi Ha pi3HUX MOOLTBHUX IaTdopmax[6].

1.2 Orasix MojeJieii Ta aJIrOPUTMIB IPH B IIAXH

['pa B m1axu € CKJIaHOIO 3a/1a4€I0 3 TOYKU 30pY KOMIT'FOTEPHOTO MOJIEIIOBAHHS.
OCHOBHI BUKJIMKHY TOJISITAIOTh Y BU3HAYEHHI ONTUMAJILHUX XOJIiB, OILIHII CTaHy TPy Ta
PO3paxyHKy BaplaHTIB pPO3BUTKY mnapTii. TyT mpeacTaBieHO KUIbKa MoOAENeH Ta
JITOPUTMIB, SIKI BAKOPUCTOBYIOTHCS B TPl B IIaXHU:

—  MiHIMakc. MiHIMakC € OJHUM 3 OCHOBHUX QJITOPUTMIB JISI TMPUHHATTS
pimieHs y Tpl B maxu. BiH 0a3yeTbcs Ha NPUHIUIN '"MIHIMAKCHOTO KpuTepiro'" Ta
pO3IIIA1a€ MOXIJIMBI XO/IU IPaBLIB A0 NeBHOI MNMOUHU. [Ticiis OLIHKY CTaHy IpU KOXKEH
X1J] OLIHIOETHCS 32 MOT0 BUTPAIIHICTh a00 MPOrPalIHICTh, BPAXOBYIOYH BiJIMOBITHICTH
npoTUBHUKOBI. [leil anropuTm n03BOJsSE 3HANTH ONTUMAIBHUM X1, 1[0 MaKCHUMI3Yye
BUTpAIll 200 MIHIMI3Yy€ IPOrpPALLL;

— anbda-Oeta BiacikauHsA. lleil anropuTM € TOKpalleHHSM MiHIMakca Ta
BUKOPUCTOBYETHCS ISl 3MEHILEHHSI KUIBKOCTI TUIOK, SIKI HOTPiOHO po3riisHyTH. BiH
BUKOPHUCTOBYE JBa MapameTpu - aidb(da Ta Oera - K MEXI JAJI OLIHKH XOJ1B. Anbda
Ipe/ICTaB/IsIE MAKCUMAJIbHY OLIIHKY, SIKY IpaBellb, SIKUH PO3TJIsLAae MaKCUMI3YIOUUH XiJ,
MO>Ke rapaHTyBaTH, TOJI K OeTa MpeCTaBisie MIHIMAIbHY OLIHKY, SIKY TpaBellb, AKUU
po3riigiae MIHIMIBYIOUMM XiJ, MOXXe TapaHTtyBatu. lle 103BoJsie BUKITIOYUTH
HEMOTPiOHI TUIKK Ta MPUCKOPIOE MPOIIEC MOITYKY ONTUMAIILHOTO PIIICHHS,

—  Ty4yHa HelipoHHa Mepexa. [ITyuHi HepOHHI MepeXi BUKOPUCTOBYIOTHCS
JUIsL HABYaHHS TPU B IIaXM HAa OCHOBI BEJIUKOTO 0OCATY JaHUX. BoHM MOXyTh BUBUATH

pI3HI MaTepHH, TAKTUKUA Ta CTpaTerii maxoBoi rpu. HelpoHHi mMepexi MOXYyTh OyTH
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HABUYEHI TPaTH B IIaXH 3a JIOTIOMOTOI0 aJTOPUTMY 3 MiJACWICHHSM, ¢ BOHU OTPUMYIOTh
MO3UTHUBHY a00 HETaTWBHY BHHArOpPOJIY 3a KOXKEH XiJi Ta 3MIHIOIOTh CBOI Baru, Imoo
MOKpPAIIUTH CBOIO TPY;

—  Mojeni rpu 3 6azamu JaHUX. [CHYIOTh 06a3u aHWX 31 MaXOBUMH MaPTisMHU,
K1 MOXYTh OYyTM BUKOPHCTaHI IS aHali3y Ta HaBuaHHs. Lli 6a3u maHWX MICTATH
iHopMalIito MPO XOaW Ta CTpaTerii BIIOMUX IIaXOBUX TpaBiiB. Mojaemn MOXYyTh
BUKOPHCTOBYBATH 11l JIaHI 11 BU3HAYCHHS ONTHUMAIBHUX XOJMIB Ta PO3POOKH HOBHX
CTpaTeriil Ipu.

[li Momem Ta alrOpuTMH MOXYTb OyTH MO€JHAHI Ta BIAOCKOHAJIEHI JUIS
CTBOPCHHSI MOTYKHHUX IIIaXOBUX MPOTPaM Ta JOAATKiB. BakIMBO BpaxoByBaTH, IO T'pa
B IIaXU € CKJIAJHOIO 3aJ]a4elo, 1 BUPIMIECHHS i MOBHICTIO MOXXE OyTH HEMPaKTUYHUM.
OpHak 3 BUKOPUCTaHHSM BHIIE3TaJaHUX MOJICICH Ta aJIrOPUTMIB MOXHA JIOCSATTH

J00pUX pe3y/IbTaTIB y IPi B IIaXH Ha MOOUTbHUX TuTaTopmax [1].

1.3 Orasia nporpaMHHUX aHAJIOTIB

Icnye 6e3miu nonatkiB st 10S Ta Android, moB'si3aHux 13 1MaxaMu, ajie JAeski 3
HUX € 0cO0IUBO NomysipHUMHU. OCh IESIKI 3 HUX:

—  Chess.com. lle oauH 3 HaWMOMyJIAPHIMUX TOAATKIB JUIsl TPU B IIaXU HA
MOOUTRHUX TPUCTPOsiX. BiH Mae BemuKe CHIBTOBApPUCTBO KOPHUCTYBAuiB Ta MPOMOHYE
MIUPOKUM BUOIp (PYHKIN, BKIIOYAIOYM TPy 3 KOMITHOTEPOM Ta IHIIUMHU TPABISMH,
HaBYaHHA I1axaM Ta 0araTo 1HIIOrO;

—  Chess Tactics Pro (Puzzles). lle momaTox s HaBYaHHS II1aXOBUM
takTHKaM. Bin mpornonye Oinbine 1000 piBHIB CKJIAJHOCTI Ta JOTMOMAarae MOKPAIIUTH
rpaBelbKl HABUYKU;

—  Chess Free. lle Oe3komroBHmi momatok g 10S ta Android, skwmit
JI03BOJISIE TPATH B IIaXW 3 KOMITIOTEPOM a00 1HITUMU T'PABIIMHU, a TAKOXK HAJIAIITyBaTH
PIBEHb CKJIaJHOCTI;

—  Lichess. Omun 3 HaWMOMyNSpHIMX MOAATKIB JJIss TPU B IIaXH Ha

MOOUIBHUX MNPUCTPOsAX, AocTynHuM Ha 10S Ta Android. Lleit pomaTtox mnpomnoHye
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O€3KOIITOBHY TPy 3 IHIIUMH KOPUCTYyBauaMH B PEXKHUMI OHJIAMH, a TAaK0X MOXJIHUBICTDH

PO3B'sI3yBaTH I1aX0OB1 3aBAAHHS Ta BUBYATH TEOPIIO TPH.

[lepmmm mpuxianoM oniaiH-gonatky Ha temy lllaxu Oynme Chess.com (puc.

1.1). [lepeBaru Ta HEMOMIKK OHJIAWH-TONATKY HaBeAeHO y Ta0mui 1.1

IChess.com
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Pucynoxk 1.1 — Chess.com[4]

Ta0muns 1.1-TlepeBaru Ta Hemoiku gonatky Chess.com

ITmrocn

Minycu

Benuke cniiBTroBapuCcTBO KOPUCTYBAaUiB:
Chess.com Mae IIMpOKe CIIBTOBAPUCTBO
[IaXOBUX I'PaBIIiB, 110 JO3BOJIsIE€ 3HAUTH Oarato
CYIIEPHUKIB Ta MapTHEPIB I TPU.

[TnatHi onuii: AedKi GYHKIIT Ta MOKIMBOCTI Ha
Chess.com € 1oCTyNHUMU TiNBKHU 32 TIEBHY
IUIaTy.

Pi3H1 pexxumu rpu: 101aTOK IPONOHYE Pi3HI
PEXKUMH I'pHU, BKIIOYAKOYH I'PY 3 KOMII'TOTEPOM,
rpy 3 IHIIMMHU IPABLSIMU OHJIAH Ta HABUAHHS
1axam.

Peknama: y 6e3komroBHii Bepcii Chess.com
MOXYTh 3'IBJISITHCS peKJIaMHi OaHepH Ta
B1JICOPOJIUKH.

Haguanbni marepianu: Chess.com mae 6arato
HaBYAJILHUX MaTepialiB, a3y Ta CTaTel, gKi
JIOTIOMAraroTh MOKPAIIUTH HAaBUIKH TPH.

OOMexeH1 MOKIIMBOCTI O€3KOIITOBHOI BEPCIi:
Jesiki GyHKLIT Ta MaTepianu MOXYTh OyTH
JOCTYTIHI JIUIIIe [Tl IJIATHUX KOPUCTYBayiB.

Bucoka sxicts rpu: gogatok Chess.com
IPOTIOHYE BUCOKY SKICTh I'pH 31 CTA0UIBHUM
3'€THaHHSIM Ta XOPOIIOI TPadikoro.

Bumoru no [atepHer-3'eqHanHs: 1S TpU B
peXHUMi OHJIalH HeoOXiIHe cTabiIpHe Ta
mBHKe [HTepHeT-3'enHAHHS.
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Jpyrum ananorom € mooutbHu goaaTok Chess Tactics Pro (puc. 1.2).

[lepeBaru Ta HemOIIKK OHIaWH-A0aaTKy Chess.comuaBeneno y tadmuiri 1.2

¢« Easy puzzles

White mates in 1

v4dl

(»)ANALYZE 33 TOGGLE BROWSER  }

@toplay
#1/150

NEXT »

)

Pucynok 1.2 — Chess Tactics Pro (Puzzles)

Tabmuus 1.2 — IlepeBaru Ta Hepouniku goaarky ChessTacticsPro

Tlrocu

Minycu

HapuyaHHs 1aXOBUM TaKTHKaM: JOJATOK
npornonye Oubie 1000 piBHIB CKIAQAHOCTI 15
BHUBYEHHS IAXOBUX TAaKTHK Ta MOKPAIEHHS
rpaBeIbKUX HABHUOK.

BincyTHicTh MynbTHIIIEEPA: JOAATOK HE MAE
MO’KJIMBOCTI I'PaTH 3 1HIIMMU I'PaBLSMU OHJIAlH,
a OKyCYy€eThCS JIMIIE Ha HABYAHHI.

3py4Huil iHTEpPEIC: J0IaTOK Ma€e 3pO3yMUTHI Ta
3pyuHuil iHTepdeic, Mo T03BOIISE JTETKO
PO3yMITH Ta PO3B'SI3yBaTH MIaX0B1 TOJIOBOJIOMKH.

OOMexeH1 MOXKIIMBOCTI: Y OPIBHSIHHI 3 1HIIUMU
nonarkamu, ChessTacticsPro moxxe maru
oOMexeH1 (PyHKITIOHAIbHI MOMJIHBOCTI.

[Iporpec Ta cTaTucTHKA: JOJATOK BIACTEKYE Balll
MpOrpec y BUPIIICHHI TOJIOBOJIOMOK 1 HaJa€e
CTaTHUCTUKY, SIKa OTIOMAarae OLIHUTY Ballll YCIIXU
Ta 3pOCTaHHS.

BigcyTHiCTh 10MATKOBUX PEXUMIB IPH: JTOAATOK
30CepeKCHHI Ha TOJIOBOJIOMKAX 1 HE Ma€ 1HIINUX
PEXUMIB Ipl a00 HaBYAJILHUX MaTepiaiB.

3pyuHa HaBirailis Ta piBHi CKJIaJIHOCTI: JOAaTOK
MPOIOHYE 3pYUHY HaBIraliro M piBHAMHU Ta
BapiaHTaMHU 3aB/laHb, & TAKOK MOXJIUBICTh
BUOOpPY PIBHS CKJIaIHOCTI.

BincyTHicTh 6araTOMOBHOCTI: JOJATOK MOXKeE
OyTH 0OMeXeHU IEBHUMH MOBAMH Ta HE
HiATPUMYBATH 6araTOMOBHICTb.
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[Hmmit ananor sikuii MOXKHO po3risiHyTH 1ie nonatok Chess Free(puc. 1.3).

IlepeBaru Ta HEOJIKM OHJIAMH-T0JIaTKy HaBeieHO y Tabmui 1.3,

I
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] Upgrade to Chess Premium

today!

Pucynok 1.3 — Chess Free

Tabmuus 1.3 — IlepeBaru Ta Hepomiku qoaatky ChessFree

TTnrocn

Minycu

Beskomrrosuuii: nogaroxk ChessFree e
OE3KOIIITOBHUM JIUISI BCTAHOBIIEHHS Ta
BUKOPHUCTAHHS, 1110 T03BOJISIE TPaTH B IIaxu 0e3
JOJTATKOBUX BHUTpAT.

OOMexeH1 QyHKIIT: y HOPIBHAHHI 3 IUTATHUMHU
aHaJioramu, J0JaTOK MOKe MaTH OOMeKeH1
(GYHKII0OHATIbHI MOKJIMBOCTI Ta MEHIIHNH Habip

(GyHKIIIH.

['pa 3 KOMI'IOTEpPOM Ta 1HIIUMH IPABLSIMHU:
JIO/IaTOK JTO3BOJISIE TPATH B IIAXH 3 KOMIT'FOTEPOM
Ha PI3HUX PIBHIX CKJIAJHOCTI a00 3 IHIIMMHU
TPaBIsIMH, SIKi BAKOPUCTOBYIOTH JTOJATOK.

BiacyTHICTh peXUMy OHJIalH: 10/IaTOK HE Ha/la€e
MOJKJIMBOCTI IPaTH B PEXKUMI OHJIAIH 3 rpaBLsIMU
1o3a J0AaTKOM a0 Ha BilJaJIEHUX HMPUCTPOSIX.

HanamryBaHHS piBHS CKJIaTHOCTI: JOIATOK
JI03BOJIsSIE BUOMPATH PiBEHb CKIIQAHOCTI I'PHU 3
KOMIT'FOTE€POM, 1110 JI03BOJISI€ MiAJIAIITOBYBAaTH TPy
ITi7 BJIaCHI HABUYKH TA 3aTHOCTI.

BiacyTHicTh HaBYaTBHUX MaTEpiaiiB: JOJATOK
MO’KEe HEe MaTH BOYIOBaHUX HaBYAIbHUX
MatepianiB abo MOsICHEHB IS IOYATKIBIIIB, SIKI
XOUyTh HABYUTHUCS TPATH B MIAXH.

3pyunuii iHTepdelic: J0AaTOK Ma€e 3pO3yMIIHIA Ta
3py4HUi 1HTEpdEiic, Mo T03BOJISE JIETKO
PO3YMITH Ta IPaTH B IIaXH HABITH MOYATKIBIISM.

HasBHICTH pexiiaMu: 10JJaTOK MOXKE MICTUTH
pekiamy, sika Moxe OyTH BiAoOpakeHa IiJl yac
I'pH Ta BIUIMBATH HA 3arajbHE BPaKCHHS
KOpHCTYBada.




[ammit  amanor momiOHOTO SKHM MOXKHO PO3MVISIHYTH 1€ OHJIAWH-TOAATOK
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Lichess.org (puc 1.4). IlepeBaru Ta HeAOIIKKA OHJIAHH-T0AaTKY HaBEACHO y Tadmuili 1.4.

Tabmuns 1.4 — IlepeBaru Ta HepoIiku goAarky Lichess.org

ITmrocu

Minycu

Be3komToBHUIT Ta BIAKPUTHIA JOJATOK:
Lichess.org € 6e3x0mTOBHUM JIJIs1 BCTAHOBIICHHS
Ta BUKOPUCTAHHS, & TAKOX BiJJKPUTHM JJIS
CIIUJIBHOTH, IO JI03BOJISIE 3AITy4aTH
CHIBpPO3pOOHUKIB Ta BHECTHU CBiii BHECOK.

BincyrHicTs odimiitHoro 1oaaTka: Hapasi
BiJIcyTHs odiliifHa MOO1IbHA TTporpama s
Lichess.org, ajie € Mmo6inbHa Bepcist BeO-CaTy.

I'pa B pexxumi onnaiin: Lichess.org namae
MOYJIMBICT TPAaTH B PEXKHUMI OHJIAMH 3 IHIIUMHU
KOPHUCTYBa4aMH 3 YChOTO CBITY, IO TO3BOJISIE
3HAWUTH CYNEPHUKIB Oy/Ib-SKOTO PiBHSI.

Oo6mesxena odraiiH-Tpa: BIACYTHICTh
MOBHOIIIHHOT O0()IaliH-TPH, OCKUTBKH JJIS TPU
noTpiOHE MiIKITIOYEHHS 10 [HTepHeTy.

Benuka crisibHOTa KOopricTyBadiB: Lichess.org
Ma€ MIMPOKE CIIBTOBAPHCTBO aKTUBHUX I'PABIIiB,
110 JT03BOJISIE 3HAXOUTH CYTIEPHUKIB IBUJIKO Ta
B3a€EMOJIISTH 3 IHIIMMH TPABISIMHU.

BincyTHicTh neskux GyHKIIHN: neski QyHkiii,
K1 IPUCYTHI B IHIINUX JTOJATKaX, MOXYTb OyTH
BizicyTHimME y Lichess.org, Hanpukiia, aeski
HaBYaJIbHI MaTepiany 4n QyHKIIT aHAII3Y.

HaBuanbHi pecypcu Ta iHCTPYMEHTH:
Lichess.org nmpormonye pizHOMaHITHI HaBYaJIbHI
pecypcu, Taki sk 1aXxoBi Ma3Jju, CTaTTi, BiI€O Ta
TPEHYBaJIbHI PEXKUMH, IO JOMOMArarTh
MTOKPAIUTH IAaXOB1 HABHYKH.

Bincyrhicts odimiitHOTO 101aTKa: Hapasi
BiJICyTHA odiliiiHa MOOLIbHA TporpaMa Jyis
Lichess.org, aje € Mmo0OinbHa Bepcist BeO-CaTy.

Bespexnamuuii mocsia: Lichess.org ue
MICTUTbH peKJIaMy, 1110 3a0e3mneuye
Oe3neperkoAHNui TeiMIUIel Ta He opyIye
BpPa)KE€HHS BiJl TPH.

— lichess.org




Pucynok 1.4 — Lichess.org[7]

[TopiBHsIIbHY TAONHUIIIO BCIX aHAJIOTIB HaBeIeHO y Tadmwui 1.5.

Tabmuis 1.5— [opiBHSAHHS aHAJIOTIB

Amnanoru Chess.com Chess Tactics Pro Chess Free Lichess.org
Kpurepii
HOPIBHSHHS
Kopucrypaui Mae Benuke BiacyrHicth Honatox Hapnae moxxnuBicTs
CHIBTOBApUCTBO, | MYJIBTHUILICEPA: JI03BOJISIE IpaTv B PEKUMI
10 J03BOJIsIE JI0JIATOK HE Mae IpaT B IIaXy | OHJIAHH 3 IHIIMMHU
3HaWTH OaraTo MO>KJIMBOCTI 3 KOPUCTYBa4aMH 3
CYIIEpHHKIB Ta rpaT 3 IHIIUMHA | KOMI'FOTEPOM | YCHOTO CBITY, 1110
napTHEPIB IS TpaBISIMH Ha pi3HUX JI03BOJISIE 3HAUTH
rpu OHJIAMH, a PiBHSIX CYIIEpPHUKIB Oy/Ib-
(hoKycyeThCs CKJIQTHOCTI SIKOTO PIBHS
JUIIE Ha a0 3 IHIMH
HaBYaHHI TPaBISIMU
Pexxumn I'pa 3 komm'to- Bincythi JI03BOJISIE PizHOoMaHITHIIIAXOBI1
TEpoM, Tpa 3 JOJAaTKOBI BUOUpaTu a3, irpu IpoTH
IHITUMU TpaB- PEXKUMU, JIHIIIC piBEHb KOpHCTYBayiB Ta
LSIMU OHJIANH, rpa CKJIaTHOCTI KOMIT F0Tepy Ta iHIIi
HABYaHHS [IaXaM Ipu 3 TpEeHyBaIbH1
KOMI'IOTEPOM | PEXKUMU
HagpuanibHi barato binbie 1000 HE Mae pI3HOMaHITHI
MaTepiaian HAaBYaJIbHUX PIBHIB CKJIAJTHOCTI | BOY/IOBaHUX HaBYaJIbHI PECYPCHU:
MaTepianiB, ma3iau | A7 BUBYCHHS HaBYAIIbHUX IaXOBi Ma3JIH,
Ta craren IIaXOBUX TaKTUK | MaTepiajiB CTaTTIi Ta
Ta TOKpAIICHHS TUTST TpeHyBaIbH1
HaBHYOK [IOYaTKIBI[IB pexuMu
beskomToBHa OOMerxeH1 MOKIIMBOCTI O€3KOIITOBHOI Bepcii: | € 0e3KOITOBHUM

Bepcis / [InaTtai
omirii

nesiki pyHKIIT Ta MaTepiaid MOXYTh OyTH JOCTYIHI
JIIIE JUTSE TTATHUX KOPUCTYBAiB

JUUTSI BCTAHOBJICHHS
Ta BUKOPUCTAHHS, a
TaKOX BIAKPUTUM
JUIS CIILIBHOTH

Pexnama VY Ge3KOIITOBHIH Bepcii MOXKe MiCTUTH He mictuthb
Oco0nuBi B pekuMi oHnaiiH | Uepes He mae 0co0nMBUX TEXHIYHUX BUMOT
TEXHIYHI HEOOXI1IHE BIJICYTHICTh

BUMOTH cTabuIpHE Ta MYJIbTHILIEEPA

MBUOKE IHTCpHeT

3'eTHAHHA

IHTepHET He
noTpibeH 1 1o0pe
MPaLIOe HABITh HA
CTapuXx BepCisx
TesneoHiB

19
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1.4 TIlocraHOoBKA 3aBJAaHHSA

JI7is TIOJHOLIIHHOT TPpU B IIAXH, BPaXOBYIOUM 3arajibHi MpaBujia I'pU, HACTYIHI
(bYHKIIT Ta MOKIIMBOCTI, IOBUHHI OyTH peaiizoBaHiHaCTyIHI GyHKII: [5]
a) po3MilleHHS QIryp:
1) mouaTkoBe po3MilIeHHs (Iryp Ha JIOIIII;
2) po3MileHHs (PIiryp 3ajaeKHO BiJ KOJIPHUX I'paBIiB (OLIHI 1 YOPHHMIA);
3) BpaxyBaHHS IIOYAaTKOBUX TMO3UIA KOXHOI (irypu (mo3uiii
CTapTOBHUX MO3MUL1HA MIIIOK, pO3TAIIYBAaHHS KOPOJIIB, TOIIO);
0) mnepecyBaHHs iryp:
1) mepeBipka MOXIIMBUX XOIB JUIsl KOXKHOI Birypu;
2) oOMexeHHs pyxy (iryp 3rigHO 3 IXHIMH IPaBUIAMHU;
3) mepeBipka 4M XiJ BaJiTHUH, 30KpeMa IepeBipKa Ha IIax;
B)  B3ATTA QIryp:
1) peaizaliisi MOKIIUBOCTI B3ATTS (Giryp mija 9ac nepeMilieHHs;
2) TmepeBipKa Ha JETANBHICTh B3ATTS (Iiryp 3riHO 3 IPAaBUIAMU;
r) [paBwiIa Ipu:
1) mnepeBipka Ha IIax Ta Mar;
2) BUBEJCHHS MOBIIOMJICHb PO IIaX Ta MAT,;
3) mepeBipka Ha mat (HiYKs) Ta BUBEICHHS MMOBIIOMIICHB TIPO MaT;
1) TEpPEeTBOPEHHS MIIIOK:
1) MOXIMBICTH TICPETBOPECHHS TIIIOK Ha iHIN (Iirypu Tmig dyac
JOCSITHEHHSI KIHIIS JIOIIKH;
€) BIJICJIJIKOBYBaHHS MOTOYHOI'O IPaBls;
1) mepeMuKaHHS MiXK TPABISIMH ITICIIS KOYKHOTO XOIY;
2) BiZO0OpaXKEHHS MOTOYHOTO IPABIIS;
) 3aBepIUEHHS I'PU:
1) BU3HAYEHHS EPEMOKIIS;

2) BUBEICHHS MOBIIOMIICHHS PO TIEPEMOKIIS;
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3) 3yIUHKA rpH MICHs 3aBEPIICHHS.

1.5BucHoBKHM 3a po3aijiom1

VY po3aim 1 Oymo po3risiHyTo miaTGopmy i CTBOPEHHS TOMATKIB JJIs TPU B
11axy, a TaKOXk OMISTHYTO JESIKI MOMYJISpH1 JOJATKH MOB'sI3aH1 3 IaXaMHu, 1110 J03BOJIAIIA
BUJILJTUTH OCHOBHI BUMOTH JI0 TIPOEKTY.

3aranom, MOXxHa 3pOOUTH HACTYITHI BUCHOBKHU:

—  Unity € moTy)XHOIO Ta THYYKOIO IIaTGOPMOI0 JUIisi PO3pOOKH JOJIATKIB,
BKJIIOYAIOYM irpu B IIaxu. BoHa Hamae po3poOHHMKAM JOCTYI 1O PI3HOMAHITHUX
IHCTPYMEHTIB Ta MOXIJIMBOCTEH, IO JO03BOJIAIOTH CTBOPIOBATH KpOCCILIAT(HOPMOBI
JOJIATKU AJIs1 PI3HUX MPUCTPOIB;

—  Unity miarpumye ctBopeHHs 3D-rpadiku, aHiMmariii, (i3uKd Ta 1HIIAX
€JIEMEHTIB, 1110 MOKYTh OYTH BUKOPUCTaHI JUIsl CTBOPEHHS MIAXiBHUIIL Ta (Iryp;

—  Unity mae iHTYiTUBHO 3po3yMinuii iHTepdeic po3pobku Ta Oaratro
pecypciB, TaKUX SK JJOKyYMEHTallsd Ta OHJIAMH-KYpPCH, SIKI JOMOMararoTh po3poOHHKaM
MIBU/ILLIE OCBOITH IJIaTHOPMY;

—  ICHYIOTh pI3HI JIOJATKU MOB'A3aHl 3 maxamu, Taki sk Chess.com, Chess
Tactics Pro 1 Lichess.org. KoxkeH 3 HuUX Mae CBOi mepeBard Ta HEIOJNIKH, Taki K
HASIBHICTH P13HUX (PYHKIIIH, peKUMIB TPU Ta HABYAIBHUX MaTepiaiiB.

3arasioM, BuOip miatdopmMu Ta IoAaTKa JJisE CTBOPEHHS ITPU B IIaXU 3aJIE€KUTh
BiJl KOHKpETHHX TOTped Ta BUMOr po3poOHuka. Unity mMoxke OyTH TpHBAOIUBUM
BaplaHTOM ISl PO3POOKU KpocciiaT(OpMOBUX AOAATKIB 31 3py4HHM iHTepdencom Ta
O0araTMMy MOKJIMBOCTSIMU JIJIsl HAJIAIUTYBaHHS rpadiku Ta IFPOBHX €JIEMEHTIB. Takox
BapTO PO3TJSHYTH IHIIITEXHIYHI 3aco0u, 100 3HAWTH ONTUMAJbHE PIIICHHS IS

KOHKPETHOTO MPOEKTY.
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2 TEXHIYHI TA TIPOI'PAMHI 3ACOBHU PO3POBKH

Jlns po3poOKM OoJaTKy JUIsi TPU B IIAXW ICHYE PI3HOMAHITHI TEXHIYHI Ta
porpamMHi 3aco0u, Kl MOXKyTb OyTH BUKOPUCTaHI AJisi CTBOPEHHS (DYHKI[IOHALHOTO Ta
€CTETUYHOTO 0AaTKy. OCh JeKiJIbKa 3 HUX:

—  BUOIp MOBH IIPOrpaMyBaHHS: 3aJICKHUTh BiJl KOHKPETHUX MTOTPEO PO3POOKH.
s crBoperHst MoOUIbHUX noaatkiB aiig 10S Tta Android MoxyTh OyTH BUKOpPHUCTaHi
MOBH IporpamyBaHHs, Taki sk Swift abo Objective-C misg 10S Ta Java a6o Kotlin s
Android. J{nsa po3poOku gogatky st [IK MOXyTh BUKOPUCTOBYBATHUCS MOBH, Takl SIK
C++ abo C#;

— 1HTerpoBani cepenoBumia po3pooku (IDE): IDE Hagatote 3pyuHe
CepelloBUIIE AJIA MporpaMmyBaHHs Ta po3poOku noxatki. Jeski momynsapHi IDE mig
pO3poOKH MOOUTBPHUX J0AaTKIB BKIOUaroTh Xcode mist 10S ta Android Studio mns
Android. Ins po3pobku momatkiB ansa [IK moxna BukopucroByBatu IDE, Taki sixk VS
a6o Unity;

—  (peiimBopkr Ta O010mioTekn: DpeMBOpPKH Ta O107TIOTEKH JTO3BOJSIOTH
pO3pOOHUKAM €(PEKTUBHO BUKOPHCTOBYBATH TOTOBI KOMIOHEHTH Ta (PYHKIIOHAN IS
CTBOpEHHsI noAarkiB. Hampuknaa, st po3poOKH MOOUIBHUX JOJATKIB MOXKHA
BUKOpPUCTOBYBaTH ¢peiiMBOpKH, Taki sik React Native abo Flutter, sxki 103BOJIAIOTH
CTBOpPIOBATH KpocmuiaropMmeHi AojgaTku. Y pas3l po3poOku pojgatky mans  [IK
BUKOPUCTOBYIOTBCA (pEeHMBOpPKM Ta O1010TEKH, SKI MIATPUMYIOTH CTBOPEHHS
rpadiunoro iHTepdericy, Hanpuknaa, WinForms abo WPF nis minargpopmu Windows;

—  3D-pBuryHu: SKmO TUIAHYETHCS pEANICTUYHE Bi3yajbHE B1JOOpaKEHHS
1aX0BOi JOMKH Ta (iryp, MokHa BUKOpUCTOBYBatH 3D-mBmkku, Taki sik Unity abo
Unreal Engine. Bonu HajgaroTh po3mMpeHi MOMJIIMBOCTI 1Jig poOoTu 3 3D-moxaensmu,
OCBITJICHHSIM, aHIMAIli€r0 Ta (I3UKOI0, IO J03BOJSE CTBOPUTU PEATICTUYHY Ta
IMMEpCHUBHY TpY;

—  0a3u panux: Jlng 30epiraHHs iHQopMalii Mpo TpaBliB, iXHI PEUTHUHTH,

1CTOpIIO MapTiH Ta 1HIIY CTATUCTUKY MOKHA BUKOPUCTOBYBaTH 0a3u Aanux. [lomymsipHi
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0a3u manux, Taki sk MySQL a6o SQLite, MoxxyTh OyTH BUKOPHCTaHI AJisi CTBOPEHHS
e(EKTUBHOTO Ta HAIIHOTO 30€peKEeHHS JaAHUX;

—  MEpEeXeBl TEXHOJIOTil: SIKIo OakaeTe HaIaTU MOMUIMBICTh TPATH B IIaXH
OHJIatH a00 B3a€MOMISTH 3 IHIIMMH TPaBISIMU, OTPIOHO BUKOPHCTOBYBAaTH MEPEKEBI
texHonorii, Taki sk TCP/IP a6o WebSocket, mis 3abe3nedeHHsS KOMYHIKAIl Mix
KJIIEHTaMHU.

[li TexHOJOTIYHI Ta MPOrpaMHI 3acO0M HAJAIOTh IIUPOKI MOXKIMBOCTI IS
PO3pOOKU JOMATKIB JJIsl TPU B I1axu. Bubip KOHKpETHUX 3ac001B 3aJIe)KUTh Bl MOTPEO
MPOEKTY, KOMIIETEHTHOCTEN PO3pOOHUKA Ta LIbOBOI MIaTdopmMu. BaxianBo peTrenbHo
oOpaTtu 3aco0u po3poOKH, IO JI03BOJUTH CTBOPUTH (PYHKI[IOHAIBHHUM, €CTETHUYHUNA Ta

KOPUCTYBAJIBHUIIBKU APYKEITIOOHUHN T0AaTOK /IS IIaxXiB.

2.1 Bu6ip MoBH nNporpaMmyBaHHS

[TopiBHSIHHS MOB IpOrpaMyBaHHS HaBeleHO y Tabmui 2.1

Tabnuusg 2.1—- [TopiBHSHHSA MOB TpOrpamMyBaHHs

MosBa

C# C++ Java Python JavaScript
Kpurepii
TOPIBHSHHS
06.€KTHO- . Taxk Taxk Tak Tak Hi
Opi€eHTOBaHICTh
[Mnatdpopmu Ta Unreal Android,

.NET,Unity,Xamarin Pygame, Django | Node.js, React

bpeiM-BopKH Engine, Qt Spring

. N . N . N . CHHTaKCHUYHO
CHRTAKCHC TToni6uwmit go IMoni6uuit | IloxiOHMit 10 IIpoctuii, SHOMARITHIG
C/C++/Java o C C/IC++ eKCIIPECUBHHI p . .
IUMHAMIYHUH
CninsHOTA Benuka, Benuka, Benuka,

. Benuka, akTrBHA Benuka, akTuBHA
PO3pPOOHUKIB aKTHBHA aKTHBHA aKTHBHA
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Mogsa
> C# C++ Java Python JavaScript
Kpurepii
TTOPIBHSHHS
. Po3pobka irop, Po3pobka Po3pobka
Po3pobka irop, P p 3P 3P Po3poOka
. CHUCTEMHOTO irop, irop, .
Ilpukmamn BeOJ0ATKIB, . . BeOJOIATKIB,
MporpaMyBaHHs, | BeOAOJATKIB, | BEOJOIATKIB,
BUKOPUCTAHHS JIECKTOITHUX . . Opay3epHuX
. BOYIOBaHHUX MOOUTEHUX HayKOBi .
JIOJTATKIB . irop
cUCTEM JIOJIATKiB 00YHCITCHHS

C# - e MoBa nporpamyBaHHs, po3pobiieHa komnaHiero Microsoft, sika mmpoko
BUKOPHUCTOBYETHCS JJI1 pO3pOOKH PIZHOMAHITHUX JOJATKIB, BKItoUaroun irpu. C# mae
YHUCJIEHHI NlepeBaru uisi po3poOKH T0AATKIB JIJIsl TPU B LIAXH:

- cuHrtakcuc. C# Mae CUHTaKcuUcC, MOAIOHUM 0 1HIIUX MOB IPOTPaMyBaHHS 3
poay C, mo poOUTh MOro JIETKMM Y BUBYEHHI ISl PO3POOHUKIB 3 JOCBIOM Y TaKUX
MoBax, sk C, C++ abo Java;

- 0o0'exTHO-OpieHTOBaHe mporpamyBaHHs. C# mATpUMYyE  KOHIEHIT
00'€eKTHO-OpPIEHTOBAHOTO MPOrpaMyBaHHs, 1110 J03BOJISIE OPraHi30BYBAaTH KOJ Y JIOT14YHI
CTPYKTYpH, TakKi SIK Kjacu, 00'€KTH, ycmajakyBaHHs, momiMopdizm Ttormio. lle crpuse
CTBOPEHHIO CTPYKTYPOBAHOTO Ta MOJYJIBHOTO KOIY;

- mmargpopma .NET. C# Oazyerbcs nHa mnatgopmi NET, mo Hamae
po3poOHuKaMm Oaratuii HaOip GyHKIIN Ta 610110TeK 11 poOOTH 31 3BYKOM, Tpadikoro,
Mepexxamu, Oazamu JnaHux Ta Oarato i1Hmoro. lle mnonerurye po3poOKy irpoBUX
JOMATKIB, OCKUIBKM B)KE€ ICHye ©OaraTo TOTOBUX KOMIIOHEHTIB IS peamizamii
pI3HOMaHITHUX (YHKIIIH;

- mHpoKe cmiBTOBapuCTBO. C# Mae BelHMKE Ta aKTUBHE CIIBTOBAPUCTBO
PO3pOOHUKIB, IO O3HAYA€ HASBHICTH 0araTo JAOKyMEHTallll, MiAPYyYHUKIB, (GOPYyMIB Ta
OHJIAITH-PECYPCiB, e MOKHA 3HAUTHU JOTIOMOTY Ta MOPAIH 100 PO3POOKH.

Bcei ui nepeBaru po6uste C# npuBabiuBUM BUOOPOM AJI PO3POOKM TOAATKIB

ISl TPU B 1IIAXH, 3a0€3MEeUYI0UH 3pYYHY Ta MOTY)XHY MOBY IporpamyBanHs [8].
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2.2 Bubip iHTEerpoBaHoOro0 cepeoBHINA PO3POOKH

IcHye Benmuka KIIBKICTh 1HTETPOBAHUX CEPEIOBUIL PO3POOKH, TaKUX SK
VisualStudio, IntelliJIDEA, Eclipse, PyCharm, Xcode ta inmi. KoxkhHe 3 HHX

MPUCTOCOBAHO 1 MIAXOMUTH JUISl PI3HUX OINEpalliiHUX CHUCTEM, MOB MpOrpamMyBaHHS

tomo. [TopiBasuibHa Tabmuiy IDE naBenenna y Tadmuii 2.2 [8] [12].

Ta6mung 2.2 — [opiusaus IDE

Moga
. : IntelliJ .
Kpurepii Visual Studio IDEA Eclipse PyCharm Xcode
MOPIBHSHHS
. . Java, Python, .

E;I;THPHMyBaHI C#, C++, Java, Kotlin, JaggPCT?’ JavaScript, Ob'?a\é\;:gé-c

Python Ta inmri Scala ta L HTML/CSS Jective-t.,
MPOTrpaMyBaHHS .. 1HIII .. C++ ta iHm

1HII Ta 1HII
. Android, . .
IeTerparis 3 NET, Unity, Android, | 5, pHp, ID‘ingo’ ] 10S, mhacOS,
mwiathopmMamMu Xamarin Spring, JavaScript Flask, We watchOS,
JavaFX o Ta 1HIII tvOS
Ta 1HII1
OYHKIIOHATBHICTH
Ta Bucoxka Bucoxka Cepenns Bucoxka Cepenns
MPOJIYKTUBHICTb
HIHTPHMKa Taxk Taxk Taxk Tak Hi
TUIariHiB
HamaromxyBanns . IloBHa IloBHa IloBHa IloBHa
. IToBHa miaTpuMKa . . . .

Ta IpodiTIOBaHHS OiATPUMKA | MIATPUMKA | MiATPUMKA HiATpUMKa

Visual Studio - me oaHe 3 HANMOMIMPEHINIMX IHTETPOBAHUX CEPEIOBHUII
po3pooku (IDE), po3pobiene komnaniero Microsoft, sike Hajae po3poOHUKaM Oaratuii
HaOlp 1HCTPYMEHTIB JJIS TPOTrpaMyBaHHsS PI3HOMAHITHUX J0JaTKiB. B moemnanHi 3
matdopmoro Unity, VS cTae MOTYy>KHUM 1HCTPYMEHTOM ISl PO3POOKH TOAATKIB IS
rpu B maxu. Och KijbKa MepeBar TaKoTo MO€THAHHS

— imrerpamis 3 Unity. VS moBHicTiO iHTerpyerbes 3 Unity, 1o m103BOJsiE

3pY4YHO PO3POOJISTH CKPUIITH Ta ITPOBY JIOTIKY Oe3rocepenbo B cepenouiii Unity. Le
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CHPOIIY€E B3aEMOJIIIO 3 IHIIMMHU €IEMEHTaMH I'PU Ta T03BOJISE IIBHU/IIIIE BHOCUTH 3MIHH
Ta TIEPEBIPATH Pe3yIbTATH;

—  miarpumka MoBu C#. VS € MOTY)XHUM 1HCTPYMEHTOM JUJIsi PO3POOKH Ha
moBi C#. BiH Hajae aBTOMaTUYHE 3aBEpPUICHHS KOy, PO3LIUPEHI MOKIMBOCTI
HaJIaroJKCHHS, BIJACTEKYBaHHS IMOMMJIOK Ta 1HII KOPHUCHI (YHKIII, IO MOJIETIIYIOThH
poliec po3pooKH;

—  OaratodyHKUIOHAIBHICTE. VS Hamae po3poOHMKAM IIMPOKUH CIIEKTP
GyHKITIH, TaKUX SIK KEPYBaHHS BEpCiIMH, BOYI0BaH1 IHCTPYMEHTH JIJIT pOoOOTH 3 OazamMu
JAHUX, IHTErpalil0 3 CHCTEMaMH KOHTPOJIIO BepCiid, 3aco0M s aBTOMATHYHOTO
TeCTyBaHHA Ta ©Oararo iHmoro. Bci mi  (QyHKOII CHOPUSIOTH MOKPAIICHHIO
MPOYKTUBHOCTI Ta SIKOCTI PO3POOKY;

—  HasBHICTH MJIAriHiB. VS mMiATpUMYe pO3MIUPEHHS 3a JOTIOMOTOIO TUIATIHIB,
0 JO03BOJISIE PO3MIUPUTH Horo (yHKIioHabHICTh. s Unity iCHYIOTH creliaibHi
IUIAriHM, SKI TOJEeTHyoTh poboty 3 Unity-npoextamu, 3a0e3MeuyloTh iHTErpaliio 3
IHIIMMH THCTPYMEHTAaMHU Ta HAJAl0Th JOJATKOBI MOKIIMBOCTI JJIsl PO3POOKH.

Buxopucranns Visual Studio y moemnanui 3 Unity 103BoJisie po3poOHUKAM
CTBOPIOBATM TMOTY>KHI Ta MNpuUBaOIMBI JOJATKW [JIsi TPU B IIAXW 3 OUIBIIOKO
e(eKTUBHICTIO Ta 3pYYHICTIO. 3a JIOMOMOTOIO IMX 1HCTPYMEHTIB PO3POOHUKU MOXKYTh
MIBUJIKO CTBOPIOBATH, HAJAro/KyBaTH Ta BIOCKOHATIOBATH CBOi IPOEKTH IIAXiB,

3a0€e3Meuyour BUCOKY SIKICTh Ta 3aJ0BOJIEHHSI KOPUCTYBAayiB.

2.3 Cxaanosi miaardopmu Unity

FO#iTi (Unity) - 11e mporpaMHMii IPOIYKT, SKUW 3a0e31euye BCe HEOOXIHE IS
CTBOPEHHS 1rop, JOMOBHEHOI PEAIbHOCTI Ta PIIIEHb BIPTYaJbHOI peabHOCTI. Y LBOMY
pPO3ALTIPO3TISTHYTO 00'€KTH, i€papxii, acceTw, chpauTd Ta IHII (QYHKIIOHATBHI

MossBocTi B Unity.



27

2.3.1 O0'exTn B Unity

OCHOBHHMMH 3JIEMEHTaMH BCiX ITPOBUX MPOBEACHHS PYIIIiB € 00'€eKTH a00 iIrpoBi
o0'ektr. OO'€KTH CKJIQMAIOTHCA 3 KOMIIOHEHTIB, IO POOWUTH iX YHIKAIBHHMH 1 Ja€
MO>KJIMBICTh JIOJIaBaTH Pi3HI (QYHKIIOHATIBHI MOXKIMBOCTI J0 irpoBUX 00'ekTiB. Y Unity
irpoBi 00'€KTH MOXXyTh OyTH CTBOpEH1 AJisi OyAb-sIKOTO Bi3yaJbHOTO E€JIEMEHTY, IO
MOXe OyTH PO3MIIIEHUM Ha CIIeHI, TaKOTO SIK MEPCOHaX, Mpern'aTcTBl abo 00'€eKTH
HABKOJIMILIHBOTO CEPEIOBHUIIIA.

O6'extn B Unity MOXyTh OyTH pI3HOMAaHITHI 1 MOXYTh MaTH CaMOCTIHHE
(GyHKI[IOHaTbHE NpU3HAUYECHHS a00 BUKOPHUCTOBYBATHCS SK YacCTUHA LITYYHOTO
IHTEJNEKTy, aHiMallii, cHcTeMH BBOAYy abo ckpuntiB. OO0'€ekTH MOXYTb OyTH
EK3EMIUISIPAMHU KJ1aciB, HAPUKIA/, EAMHOTO 00'€KTa, BIKHA, TEKCTYPHU UM MOJIOTHA.

He3zanexxHo BiJ TOro, iK€ IpU3HAYEHHSI Ma€ 00'€KT B irpi, HOro BC1 KOMIIOHEHTH
MOXHa 3MIHIOBAaTH Ha TAHE]l IHCIEeKTopa. Y TMaHell 1HCHOEKTOpa BU MOXETe
HACTPOIOBAaTH KOMIIOHEHTH, AOCHIIKYBaTH BJIACTUBOCTI, J101aBaTH HOBI KOMIIOHEHTHU
110 00'eKTa Ta 3MIHIOBATH BC1 1HILI TAPaAMETPH.

BaxxnuBoro ocobOnuBicTiO irpoBux 00'exTiB B Unity € iX 31aTHICTb B3a€MOISITH
MDK COOOI0 Ta 3 OKpEMUMH KOMIIOHEHTaMHU B pamKax irpoBoro pymris. Lle mo3Bomsie

PO3pOOHHMKAM CTBOPIOBATH CKJIaIHI €(eKTH, IHTEpaKTHBHI irpu Ta O0araTo iHmoro [11].

2.3.2 Ilaneas IHcnekTOpa

[Tanenp iHCTEKTOpa - 116 OCHOBHE BIKHO, SiIke 3a0e3mneuye Oe3Jiy iHCTPYMEHTIB
JUIsL pO3poOKU irop B irpoBux pyunisx. BiH BimoOpaxkae neranbHy iH(pOpMaIlio mpo
BUJIJICH] 00'€KTH B peAaKTOP1 Ta J03BOJISIE 3MIHIOBATH iX BJIACTUBOCTI.

VY maneni 1HCIIEKTOpa MOKHA pellaryBaTH KOMIIOHEHTH, OAaHl 10 00'€KTIB, Ta
3MIHIOBATHU iX mapamMeTpu. Bu MokeTe HacTpOIOBaTH BJIACTUBOCTI 00'€KTIB, 3MIHIOBATH
CIpaiTH, BiJICO Ta TEKCTOBI €JIEMEHTH, a TaKOX BCTAHOBIIIOBATH CKPHUITH Ha 00'€KT,

penaryBaTd ix MapaMeTpu Ta TUMYAcOBO BIAKIIOUaTH iX. Takok 3 1Ii€1 maHesal BH
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MO’KETE€ HACTPOIOBATH BIIACTUBOCTI CEPEOBHIIA, KaMepH, €(EKTIB, €KpaHa, OCBITICHHS
Ta 1HIIOTO.

BikHo iHCIIeKTOpa 3a3BUYail CKIIAJIA€THCS 3 IBOX YACTHH:

— monue Bubopy 00'ekTa y BEpXHil YaCTHHI MaHE];

— PO3MLI BIACTUBOCTEH 00'€KTa y HM)KHIN YaCTHHI MaHeM .

Bu Moxxere nmokaszyBatu abo MPUXOBYBATH Pi3HI PO3KPUBAIOTHCS CIUCKH, 1100
OutbIl epeKTUBHO TpamoBaTh 3 o0'ekTamMu. Takok BH MOXKETE€ 3MIHIOBATH Ta
BCTAHOBJIIOBAaTH HOB1 BJIACTMBOCTI, CTBOPIOBATH Ta 3MIHIOBATH 3MiHHI, HACTPOIOBATH
aHIMaIi Ta 6araTo 1HIIOrO.

[Tanenb 1HCHEKTOpA - 1€ OJUH 13 HAMOUIbIII BUKOPUCTOBYBAHMX Ta BaXKJIMBHUX
IHCTPYMEHTIB MJII PO3POOKU Irop B ITPOBUX PYIIISX, 1 BIH JIO3BOJISIE PO3POOHHUKAM
MOBHICTIO KOHTPOJIIOBATU CBOi IrPOBI OO'€KTH Ta €JIEMEHTH, CIPOUIYIOYH MPOIEC

PO3pOOKH Irop Ta MiJBUILYIOYH iX SIKICTh. (puc 2.1)

O Inspector

o UISprite

= Menu (Image)

0.1
Automatic

Visualize

*  Menu.lnGameButton

Pucynok 2.1 —30BHimH1{A BUrIsSA naneni [HcnekTop
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2.3.3 Iepapxis B Unity

Iepapxis B Unity - 1ie cTpykTypa, sika BiloOpa)kae BCi 00'€KTH Ha CIIEHI Ta iX
B3aeMoAito. OO'€KTH PpO3MIIIYIOThCS B i€papxili BIAMOBIIHO 10 iX B3a€EMHOTO
pO3TalllyBaHHS Ha CIIEHI: OaThKIBCHKUN 00'€KT MICTHTH JOYIPHI 00'€KTH, SIKI MOXKYTh
MICTHTH III€ 1HIII JOYIpHI 00'€EKTH.

Koxen o0'ekt B iepapxii Mae cBoi aTpuOyTd, sKi B1IOOpa)xkaroTh HOro
napamMeTpu Ta BJIACTUBOCTI. 3a JIOMOMOTrOI0 1€papxXii MOXHa JIETKO 3MiHIOBAaTH,
J0/IaBaTH Ta BUIAISATH O0'€KTH Ha CIICHI, a TaKOXX KEPyBaTH iX BIIACTUBOCTSAMH Ta
B3a€EMOJIEI0 MK HUMHU.

Kpim Toro, iepapxisi BUKOPUCTOBYEThCS JJII CTBOPEHHS CKJIaJAHUX OO'€KTIB Ta
CUCTEM y Tpl: HANPUKIAI, JJIsI CTBOPEHHS 1epapxii 31 CKIaAOBUMHU 0O0'€KTamu, SKi
MOJICIIIOIOTh PYX MEPCOHAXKA.

Takox iepapxist 103BOJISIE KOHTPOJIIOBATH B3a€EMOJII0 MK 00'ekTamu. SIKIIo
JTOYipHiNl 00'€KT 3MIHIOETHCS, TO II€ MOXKE BIUIMHYTH Ha BCl OAThKIBCHKI O0'€KTH B
lepapxii, 1 HaBmaku. Hanpukmian, sKMo 3MiHUTH po3Mip 0aTbKIBCHKOTO 00'€KTa, TO BCl
JOYipHi 00'€KTH aBTOMATHYHO MPUCTOCYIOTHLCS 10 HOBOTO po3mipy[13].

[Ipuknaz iepapxii HaBeJIEHO HA pUC. 2.2.

Pucynok 2.2 — Iepapxisa B Unity
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2.3.4 Acetu B Unity

AcetH - 11e rpadidHi Ta 3BYKOB1 pPECypCH, Taki sIK 300paKe€HHs, 3BYKOBI1 €(EeKTH,
MOJIeJIl TIEPCOHAXIB TOIO, K1 IMIOPTYIOThCSA B Unity Al BUKOPUCTAHHS y CTBOPEHHI
irop. Lli acetn MmoxxyTh OyTH KyruieHi B Asset Store, 3Hali/ieH1 B [HTepHeTI ab0 CTBOpEHI
CaMOCTIHHO.

VY Unity € aBi ocHOBHI Kareropii aceriB: 3D-acetm Tta 2D-acetn. 3D-acetn
BUKOPUCTOBYIOTHCS JIJISi CTBOPEHHSI TPUBUMIPHUX MojieNiel Ta 00'ekTiB, a 2D-acetu st
CTBOpEHHsI 2D-ekpaHiB, IrpOBUX MEPCOHAXKIB Ta 1HIIKUX T'padIuHUX EIEMEHTIB.

[Ticns Toro, sik acet OyJsio imnoproBano B Unity, HOro Mo>kHa BUKOPUCTOBYBATH,
CTBOpIOIOUM 00'ekTH Ha cueHl rpu. Hampuxnan, ctBopuBmm 3D-00'ekT, MOXHa
NPUKPIIUTU O HBOTO TEKCTYPH, aHiMalli, 3ByKOBI €()EeKTH TOLIO, 100 3p0OUTH HOTO
O1TBII TMHAMIYHUM Ta PEaTiCTUYHUM.

1106 noxaTu HOBHIA aceT 0 Bamioro npoekTy B Unity, moTpiOHO BUOpATH OIIIIIO
"Import new Asset" y posmum Assets B mMeHio Project. Ilicns Toro, sk acer Oyjae
IMIIOPTOBAHUM B MPOEKT, HOTO MOKHA MEPETATHYTH Ha 00'€KT Ha CIIeH1 abo B 1€papxii.

Acetn € nyXe BaXKIMBUM €JIEMEHTOM B CTBOPEHHI IrOop Ta IHTEPAKTHUBHUX
nonatkiB B Unity. Bouu m03BOMSIIOTE CTBOPIOBATH CKIIAIHI MOJIEN1, €()eKTH Ta 3BYKOBI
00poOKH, 110 JTOAAIOTh PEATICTUYHOCTI Ta IHTepaKTUBHOCTI B rpy. [Ipukian po3aury

AceTiB HaBejieHO Ha puc. 2.3.1 [10].

Assets

Objacts Scenes Seripts Sprites

TextMash .. Vidado

I
I
I
I Video

I Packages

Pucynok 2.3.1 — Aceru B Unity
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2.3.5 Cnpaiitu B Unity

Copaiitu - ue 2D-rpadiuni 300paxkeHHs], Ki BUKOPUCTOBYIOTHCSl Y CTBOPEHHI
irop ta nmoxatkiB. Y Unity crnpalTH BHUKOPUCTOBYIOTHCS IS CTBOPEHHS IrPOBHUX
nepcoHaxiB, (POHIB Ta IHIIKX TpaIUYHUX EIEMEHTIB.

V¥ Unity MOXHa BUKOPUCTOBYBATH JiBa TUIU cripaiTiB. [lepiuii Tum - 3BU4aiiHi
CIPATH, SKiI CKJIQTAIOTHCS 3 OJTHOTO 300paKE€HHS Ta BiIOOpaKaroThCs Ha CIeHi K 2D-
o0'ektu. pyruil tun - ckiajeHuil cropaidt abo Sprite Sheet, AKuil MICTUTH KiJIbKa
COpPANTIB B OJHOMY 300pa)K€HHI. Y CKJIaJEHOMY CIpaWTI KOXXEH OKPEeMHIl CIpalT
MO>KHA BUKOPUCTOBYBATH SIK OKPEMHI €JIEMEHT B irpl.

Jliist ctBOpeHHst HoBoro crpaiity B Unity motpi6Ho BuGpatu omiito "Create new
Sprite" B po3aim Assets B MeHI0 Project abo nepeTsrnytu 300pakeHHs B 1€papxito Ha
crueni. Jlani HeoOXiHO HaJAIITYBaTH MapameTpu CHPANWTy, Taki K po3Mip, MaciTao,
B1I0OOpaXKEHHS Ta 1HIII BIACTUBOCTI.

OpnuM 31 cnoco0iB BUKOpUCTaHHS crpaiiTiB B Unity € iX po3mimieHHs Ha 2D-
o0'ekTax Ha cueHi. Hampukiaz, ciipaidlT MmoskHa npukpinutu 10 GameObject Ha crieHi 3a
nornoMororo komrnoHeHTta Sprite Renderer. Kpim Toro, cmnpaiiTu MoxHa aHIMyBaTH,
3MIHIOIOYH X MO3UIIII0, PO3MIp, HANIPSIMOK Ta 1HIIN MapaMeTpH.

CrpaiiTu € nyXe BaKJIMBUM €JIIEMEHTOM B CTBOpeHHI 2D-irop Ta rpadiuyHux
nonatkiB B Unity. IToTy>XHICTh Ta THYUYKICTh LIbOI'O IHCTPYMEHTA JO3BOJISIE CTBOPIOBATH
IHTepaKTUBHI Ta WikaBi rpadiuni a”imamii ta edexrtu. [Ipukimag MeHIO crpaiTiB

HaBeZIeHO Ha puc. 2.3.2 [14].

Pucynok 2.3.2 — Capaiitu B Unity
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2.3.6 Kactomizauist po6o4oi ods1acTi

Unity Mae THy4Ky CHUCTEMY HaJlalITyBaHHS po0Oo4oi 00JacTi, sKa Ja€ 3MOTy
KOpHCTyBayaM HAJIAIITOBYBATH Pi3HI IHCTPYMEHTH Ta PEAAKTOPH AJII CTBOPEHHS irop
Ta J0JaTKIB. TakoX MOXKHA 3MIHIOBAaTH PO3MIIICHHS BiKHA Ta BUOMpATH HaMOUIBII

MIXOISIIUN CTUIB 0(OPMIICHHS.

2.4 Komnonentu B Unity

€ OaraTo BaXJIMBUX KOMIIOHEHTIB Yy IOHITI, Taki sk transform, camera, sprite,

video player, canvas Tomo. Ocb KOPOTKUN OMKUC TAKUX KOMIIOHEHTIB!

—  koMroHeHT transform. Binnosizae 3a mo3uilioHyBaHHs, MaciITaOyBaHHS Ta
obeptanns o0'ekta B 3D-nipocTopi (puc 2.4.1);

—  KOMIIOHEHT camera. 3abe3mnedye BioOpaX€HHs CIIEHM Ha ekpadi. Bin
HaJAIITOBYE MapaMeTpH Bi3yallizallii, Takl SK MEPCIEKTUBA, OJU3bKICTh Ta JAJTbHICTh
(puc 2.4.2);

—  KOMIIOHEHT sprite. Binmosinae 3a BimoOpakeHHs! JBOBUMIPHUX TpadiuHUX
00'ekTiB B clieHi. Lleil KOMIIOHEHT TakOX MO>KE€ BHUKOPUCTOBYBATHUCS ISl CTBOPEHHS
animarii (puc 2.4.3);

—  xomroHeHT Video Player. OGpo0:sie Biieo B peaibHOMY 4aci B irpax. Bin
MOX€ BIITBOPIOBATH BiJI€O Ta I0J]aBaTH TeTu Ta cyOTUTpH (puc 2.4.4);

—  KOMIIOHEHT canvas. BijoOpaxkae TBOBUMIpHI rpadiuHi 00'eKTH (HApPUKIIAL,
TEKCT, 300paxxeHHs1). BiH miaxoauTh 1uisi CTBOpEeHHS 1HTep(EelciB KOPUCTYBAIIbKUX 1TOP
(puc 2.4.5);

—  xomroHeHT Text. BimoOpaxkae TEKCTOBI eJ1eMeHTH Ha ekpaHi. BiH m10o3Bosie
HaJAIITOBYBAaTH MapaMeTpu TEKCTY, Taki SK PUPT, KOJIp, pO3MIp Ta BUPIBHIOBAHHS

(puc 2.4.6);
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—  KOMIOHEHT Animation. BUkopucToByeThCsl A1 CTBOPEHHS Ta yNPaBIIHHS
a"imarissMu. BiH 103BoJisie BU3HAYATH KIIFOYOB1 KaJapH, NMEPEXOau MK HUMHU Ta 1HIII
napaMmeTpH animarii (puc 2.4.7) [15];

—  xommoHeHT Rigidbody. Biamosinae 3a ¢isuuny moBeminky oO'ekta. Bin
HaJla€ MOXJIMBICTh O0'€KTy pearyBaTH Ha TpaBiTallilo, CHUJIU, CTOJIKHEHHsS Ta I1HIII
¢bi3uuH1 eexTu;

—  xommoHeHT Collider. BuxopuctoByeThCcsi 1isi BH3HAU€HHsA oOnacTel
CTOBIMYMKA /I 00'ekTa. BiH Moke OyTHM BUKOPUCTAHUMN IS BUSIBICHHS CTOJIKHEHb Ta
B3a€MO/II 3 IHIMMMH 00'€KTaMH B CIICHI;

—  xoMroHeHT Audio. BUKOpUCTOBY€EThCS JIs1 BIATBOPEHHS 3BYKOBUX €(EKTIB
Ta My3uKH B rpi. Lleil KOMIIOHEHT /103BOJIsIE HAJTAIITOBYBAaTH NapaMeTpH 3BYKY, TaKl K
TY4YHICTh, TO3UIIis Ta €(heKTH 3BYKY (puc 2.4.8);

—  Kommnonent Light. BukopuctoByeThCcsl 111 CTBOPEHHSI Ta HaJallITyBaHHS
OCBITJIEHHS B CIieHI. BiH Moke BM3HAayaTH THUI CBITJA, KO0 IHTEHCHUBHICTB, KOJIp Ta
1HII1 TapaMeTpy OCBITICHHS;

—  Kommonent Particle System. BuxopuctoByeTbCsi a8 CTBOpPEHHS Ta
yIpaBiiHHA €(pEeKTaMH YaCTUHOK, TAKHUX SIK IUM, BOTOHb, BUOYXH Ta 1HIII. BiH 103BOJIsIE
HAJAIITOBYBATH MapaMeTpy YaCTHHOK, TaKl AK IIBHJIKICTh, PO3MIpP, KOJIP Ta KUTTEBUN

LIUKIT.
JIns noiaBaHHS CKPUNTIB Y BUTJISAII KOMIIOHEHTIB MOTPiOHO.

Kpok 1. HatucHyTH npaBoro KHOIKOIO MUIII Ha 00'€KT B iepapxii Ta BUOpaTH

"JlogaTu KOMIOHEHT";
Kpok 2. Bubparu tun komnonenta "Ckpunt";
Kpok 3. BBectn Ha3By ckpunTa Ta HaTUCHYTH Ha KHONIKY "CTtBOpHTH Ta nojatu';

Kpox 4. Y BIAKpUTOMY pelakKTOp1 CKPUTITIB MOXKHA HATTMCATH CBIl BIIACHUN KOJT

JJI1 KOMITIOHCHTA,
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Kpoxk 5. SIkimio o6patu cTBOpEHUI KOMIIOHEHT, TO MOKHA HaJallITyBaTH 3MiHHI,
JIOCTYTIHI 31 CKPHIITA, B PEJAKTOP1 KOMIIOHEHTIB, SIKHI 3'sIBUTHCS ClIpaBa Ha MaHel

iHcriekTopa [16].

Solid Color
I

Everything

Flip
Draw Mod Simple
MNone
Center
EEE] ® Sprites-Default

Additional Settings

ing Laye Default

Orderin Layer ]

Pucynox 2.4.3 — Kommnonent Sprite
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Pucynok 2.4.5 — Komnonent Canvas
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Pucynok 2.4.7 — KomnoneHnt Animation
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v Audio Source

Pucynok 2.4.8 — KommonenT Audio

2.5 BucHOBKHM 3a po3aijiom 2

Unity Ta C# HamaioTh po3poOHUKAM 3py4yHY Ta MOTYXHY IUIatrGopmy ajs
CTBOPEHHSI 1TOp Ta IHTEPAKTUBHUX JojatkiB. Unity € OgHUM 3 HaWMOMYJSPHIIIUX
rpajbHUX JIBWXKKIB, SIKMM Ma€ HIMPOKY EKOCHUCTEMY Ta TOTOBI KOMIIOHEHTH, IO
CIPOIIYIOTh TPOIEC PO3pOOKHU. 3aBaAsiku Kpoc-tuatdopmeHocTi Unity po3poOHUKHU
MOXYTh CTBOPIOBATH IrpHU Ta NOAATKU JJIsl PI3HUX IUIAT(HOPM, IO JT03BOJISIE TOCATTH
OUIBIIIOT ayTUTOPIi KOPUCTYBAY1B.

Moga niporpamyBanHsi C#, sixa BukopuctoByeThesi B Unity, Mae Garato nepesar.
C# € TUII30BaHOI0 MOBOIO 3 CHJIBHOIO MEPEBIPKOIO THITIB, 110 CIPUsIE OLTBIN HAAIMHIN
po3poOiti. Bona Takox mae mmpokuii HaGip 0i0I10TeK Ta THCTPYMEHTIB, 110 POOUTH il
MNOTYXXHUM THCTPYMEHTOM MJI1 PO3POOKU 1rop Ta J0AATKIB. 3aBAsiku cuHTakcucy CH#,
PO3POOHUKH MOXYThb CTBOPIOBATU JIAKOHIYHHUM 1 3pO3YMITUN KO, IO CHpPHSIE HOTO
JIETKOCT1 YATAHHA Ta MIATPUMKHU MPOEKTIB.

Unity ta C# TakoX HaJIalOTh HIMPOKI MOXKJIMBOCTI JJIi CTBOPEHHS BI3yaJbHUX
edekTiB, aHiMarii, (I3UKM Ta MTYYHOTO IHTENEKTY, IO JO03BOJSE PO3POOHUKAM
CTBOPIOBATH I[iKaBl Ta 3axomio0yl rpanbHi cBiTH. Kpim Toro, Unity mae po3BUHYTY
CHUIBHOTY PO3POOHMKIB, SIKa TMPOMOHYE BEIHMKY KIUIBKICTh PECYpCIB, YpPOKIB Ta

JIOKYMEHTAIIl1 JIsl BUBUCHHS Ta M1ATPUMKH.
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B uinomy, Bukopuctanus Unity Ta C# 3abe3nedye po3poOHHKaM 1HCTPYMEHTH,
HEOOXI1/IH1 JIsi CTBOPEHHS BUCOKOSIKICHUX 1TOp Ta IHTEpaKTUBHUX AoAaTkiB. Lle 3pyune
NO€HAHHS, SKE J03BOJSIE CKOPOTUTH Yac Ta 3yCWJUISA, BHUTpaueHi Ha pO3poOKy, Ta
JOCATTH Oa)kaHUX PEe3yJbTaTiB 3a JOMOMOTOI0 MOTYKHUX 1HCTPYMEHTIB Ta IIMPOKOI

MIJITPUMKH CHIJIBHOTH.
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3 PEAJIIBALIA ITPOEKTY

3.1 Iepapxisi Ta 00’eKTH POEKTY

Ha pucynky 3.1 HaBeneno Bcro iepapxito po3podiieHoro noaatky «lllaxmy.
[Ipuknaam KOMIIOHEHTIB, IO BUKOPUCTOBYIOTHCS Y 00'€KTaX MPOEKTY, HABEJICHO

Ha pucyHkax 3.2-3.5.

Pucynok 3.1 Iepapxis nopatky «Illaxu»
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Pucynok 3.3 Komnonent knonku «InGameMenu»
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3.2Po3pob.eHi ki1acu

B xoni po6otu Oynu po3poOieHi YUCICHHI KJIacH, CXeMa SKUX MpeAcTaBieHa Ha

PUCYHKY 3.6.
= Menu
> IsPlay
= Game
PromotionPanel
SetPosition
[ NextTurn
SetPositionEmpty
IsGameCver N ChessMan
pe = GameOhject ChessMan
etCurrentPlayer
SetXBoard, SetYBoard
PositionOnBoard b
etCoords
DesiroyMovePlates
MavePlates:
LineMoveFPlate
PossibleMoves SurroundMoveFlate
LMovePlate
GeneratePossibleMoves PawnlMovePlate
— PossibleMovesKing isWhite
MoveFlate
reference

Pucynok 3.6 Cxema 3anexHOCTel KiaciB

3.2.1 Kaac ""Game"'

Knac "Game" BinmoBijzae 3a ympaBiiHHS TPoOrO Mmaxu. BiH MICTUTH pi3HI
METO/AM, M0 KEepylTh pO3TallyBaHHSAM IIaxoBUX QIryp, XoJaMH TIpaBLIB Ta
3aBEPIIECHHAM IpHU. PO3IIIsIHEMO KOKEH METOJI OKPEMO:

a) Start:

1) 1eit MeToll BUKIIMKAETHCS MPH 3aIYCKY TPH 1 BCTAHOBIIIOE MTOYATKOBE
pO3TaIlyBaHHS MIaX0BUX (BITyp I KOKHOTO TPaBIIS;
2) CTBOPIOIOTHCS O0'€KTH Uil KOKHOI (DIrypH Ta BCTAHOBIIIOIOTHCS iX

[IOYATKOBI MO3MIIIT Ha IIaXOB1il JOILILI;
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3) koopawHatu ¢iryp 30epiraloThCs B ABOBUMIpHOMY MacuBi "pos" Ta
BUKOPHUCTOBYIOTHCS JJIsi BUSHAUEHHS pO3TalllyBaHHA (iryp Ha JIOIIIIL;

4) nmnst kokHOI (irypu BuKIUKaeTbes Meton "SetPosition", skuii
BCTAHOBITIOE (DIrypy Ha BIAMOBITHY IMO3UIIIIO HA JOIIIIL;
6) Create:

1) weii MeToa CTBOPIOE 00'€KT MIaX0BOI (DIrypu Ta BCTAHOBIIIOE HOrO Ha
MIEBHY MO3HUIIII0 HA JIOIIIII;

2) BHKOpHCTOBYIOUM mapamerpu "name", "X" i"y", CTBOPIOETBCS 00'€EKT
¢irypu 3a nonomororo iHcTaHuiroBanHs npedady "ChessPiece";

3) 3a gomomororo kommoHeHTa "ChessMan"  BCTaHOBIIOIOTHCS
BJIACTUBOCTI (GIrypH, TaKl K Ha3Ba, KOOPJMHATH Ha JIOMILII Ta CTaH aKTUBHOCTI;

4) ol0'ext ¢irypu momaeTbcs 0 OaThKIBCbKOro 00'ekty "Piece" mis
KepyBaHHS PO3TallyBaHHAM (Iryp Ha €KpaHi;

5) moBepTaeThCs CTBOPEHUH 00'€KT (irypw;
B) CreatePawn:

1) wmeii meron aHamoriunuii meromy "Create", ajge BHKOPHCTOBYETHCS
JUIsl CTBOPEHHS MMIIIaKiB,;

2) nonatkoBo mepemaeTbes mapamerp "isFirstMove", skuii BH3HaAdYae,
Yy 11e TIePIIUH X1/ milmaka;

3) BCTaHOBIIOIOTHCS BJIACTHBOCTI IIiIIaKa 3a JOMOMOTOK KOMIIOHEHTa
"ChessMan", Bk/Iro4aroun CTaH MEPIIOTrO XOAY,

4) o0'exT mimaka A0Ja€TbCs 0 OaThbKiBChbKOro 00'exty "Piece" mist
KEepyBaHHs pO3TallyBaHHAM (Iryp Ha €KpaHi;

5) moBepTaEeThCs CTBOPEHHUI 00'€KT IIiIaKa;
r) SetPosition:

1) 1eli MeTO BCTAaHOBIIIOE (Birypy Ha MEBHY MO3HUIIIIO HA JIOMIII;

2) 3a momomororo kommoHeHnTta "ChessMan" oTpuMyIOTbCS KOOPMHATH
¢irypu Ha gouI;

3) BCTaHOBIIOETHCS 3B'SI30K MiXK (DIryporo Ta BiAMOBITHOIO MO3UINIED Y

JBOBUMIpHOMY MacuBi "pos";
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4) Ttakox 30epiraeTbcs mocunanHs Ha 00'ekt "ChessMan" |y
nBOBUMIpHOMY MacuBi "chessMans";
) GetBoard. Lleit meTon moBepTae nBOBUMIpHHI MacuB "chessMans", sxwuii
MICTUTh MIOCUJIAHHA Ha BC1 MIaX0B1 Qirypu Ha JAOIIII];
e) SetPositionEmpty. lle#i MeToa BCTaHOBJIIOE BIAMOBIAHY IO3HINID Yy
JIBOBUMIPHOMY MacHBi "pos" sIK OPOXKHIO;
k) GetPosition. Ileii meron moBepTae 00'ekT (irypu Ha IMEBHIN MO3MINI HA
JOILIIT];
3)  PositionOnBoard:
1) melt MeTOJ MIepeBipsi€, YU 3HAXOAMTHCS ITO3MUIIS Ha JIOIIIII;
2) TepeBIPAEThCS, YM KOOPAMHATH 3HAXOAATHCA B MeEKax pPO3MIpIB
JBOBUMIPHOTO MacuBy "pos";
3) SKIIO KOOpJMHATH BIAMOBIAAIOTH MEKaM JOIIKH, MOBEPTAETHCS
3HAa4YCHHSA true, B iHIIoMy Bunaaky — false;
u) GetCurrentPlayer. Ilefi Meron moBepTae MOTOYHOTO TPAaBIs, SKHA Mae
mpaBo Ha X171 (4opHi abo O11);
k) IsGameOver. lleit meTon mMoBepTae 3HAYCHHS, IO BKA3ye, YU 3aBEpIICHA
rpa;
a)  NextTurn:
1) et MeTo MepeMHKaE XiJl HACTYITHOTO T'PABIIS;
2) SKIIO MOTOYHMU Tpasels - "white", To HacTymHuit crae "black" i
HaBITAKY;
M) Update:
1) wei METO BUKIMKAETHCS KOKHUI KaAp TPH;
2) SKIIO Tpa 3aBepIICHA 1 IpaBellb HATUCHYB JIiBYy KHOMKY MHUIII, Tpa
Mepe3aBaHTAKYETHCS;
H) GetArray:
1) ueii meronx moBeprae 00'ekt "ChessMan" 3 ABOBHUMIPHOIO MacUBY

"pos" 3a BKazaHMMHU KOOp/IMHATAMM;
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2) SKIIO HAa BKa3aHiil mo3ullii Hemae (irypu, MOBEPTAETHCS 3HAUCHHS

null;
o) Winner:

1) meli MeTOX BHMKIMKAETHCSA IPH 3aBEPIICHHI T'PH Ta OrOJIOIICHHI
IMCPCMOKILIA,

2) BCTAHOBJIIOETHCS 3HaUeHHs gameOver Ha true;

3) BIAMOBIAHUN TEKCT IMEPEMOXKI BHUBOAMTHCS HAa CKPaHi IILIIXOM
yBIMKHEHHs1 KomnoHeHTa TextMeshPro;

4) moKa3yeTbCs IOBITOMIICHHS TIPO TEPEMOXKIA Ta TEKCT IS
nepe3aBaHTaKCHHS TPHU.

Kon xnacy "Game" maBeaeno y Jlogatky A.2

3.2.2 Kaac "ChessMan"

B kmaci ChessMan orosomeHi pi3Hi MOJs Ta METOJH, SKi BUKOPHCTOBYIOThCS
JUTsL KepyBaHHS (irypaMu Ha maxoBii gomiii. OCHOBHI METOJM 1IbOT'O KJIacy HaCTYIIHI:

— Activate. Ileii MeTOn BHKIMKAEThCS [ akTuBaiii ¢irypu. Bin
HAJIAIITOBYE MOYATKOBY MO3UIIII0 (PITypH, IPUB'A3Y€E CIPANUT A0 PIrypu Ta BCTAHOBIIOE
3HAYEHHA rpaBus (HOpHUH abo O1Hif);

—  SetCoords. Ileii MeTO1 BCTAHOBIIIOE MO3UILIIO (BirypH Ha MIAXOBii JOMII HA
ocHoBi ii koopamnatr XBoard ta yBoard. BiH BHKOpHCTOBYE Ii KOOPAMHATH IS
oOuuCIeHHs No3ulii (irypu B MpOCTOPI;

—  GetXBoard, GetYBoard. 1li meroau MmoBepTarOTh 3HAYEHHS KOOPAWHAT
xBoard ta yBoard BiamnosiaHo;

—  SetXBoard, SetYBoard. L{i MeToau BCTaHOBIIIOIOTH 3HAYEHHS KOOPAHMHAT
xBoard Ta yBoard BianoBiaHo;

— OnMouseUp. Ileit MeTon BUKIMKAETHCA, KOJIU KOPUCTYBad BiAMYyCKae
KHOTIKY MUIII Micisi HaThCKaHHS Ha (irypy. BiH mepeBipse cTaH rpu 1 MOTOYHOTO

IpaBIls, TA IHILIIO€ BITOOPAXKEHHS JOCTYITHUX XOAIB Uil PIrypu;
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—  DestroyMovePlates. Ileii merox 3uumye Bci 00'ekt "movePlate" Ha
JOIIII;

— InitiateMovePlates. Ileii MeTon iHiIil0€ BigoOpakeHHS JOCTYIHHX XOIIB
U1t GIrypy, B 3aJIEKHOCTI Bix i1 Trmy. BiH BUKIIMKA€E pi3HI MIAMETOIU B 3aJICKHOCTI BiJl
TUIy Girypu;

—  LineMovePlate. Lleit meton BimoOpaskae MOCTYIHI Xoau uid (irypu, sKi
MOXXYTh OyTH 31MCHEHl B3JIOBXK MpsAMUX JiHINA. BiH mepeBipse HasBHICTh BUIbHHUX
KJIITUHOK Ta MOJIMBICTh 3pOOUTH XOJI;

—  DiagonalMovePlate. Lleit meTon BimoOpakae MOCTYIHI Xoau JUIs (irypw,
K1 MOXYTbh OyTH 3I1MCHEHI 1O J1aroHail. BiH nepeBipsie HasBHICTh BUIBHUX KJIITUHOK
Ta MOKJIMBICTh TIEPEMIIIIEHHS 110 JIlaroHai;

—  KnightMovePlate. [le#i meron BimoOpaxae AOCTymHI xomu Uit (irypu
"kons". BiH mepeBipsie HaAsSBHICTh BUIBHUX KIITHHOK Ta MOXJIMBICTH IMEPEMIIICHHS
¢irypu y Burisial "IM-noai6Horo xomys;

—  PawnMovePlate. Ileit meton BimoOpakae AOCTYIHI Xomu it Qirypu
"mimaka". BiH nepeBipsie HasBHICTh BUIBHUX KIITUHOK Ta MOXJIMBICTH MEPEMIIICHHS
¢irypu Briepes], a TaKOK MOXKJIMBICTh aTaKy Ha BOPOXKY (Pirypy o aiaroHani,

— PassantMovePlate. Ileii merox BimoOpaskae mOCTymHI xomu s (irypu
"mimaka" y BUIAAKy MOXJIMBOCTI ataku "B mpoxoni". BiH mepeBipse HasBHICTbH
MO>KJIMBOCTI BUKOHATH 1I€H 0OCOOIMBUH XI1T;

—  CastlingMovePlate. Ileii MeToa BimoOpakae MOCTYMHI XOAM Uiss (irypu
"Koposia" y BHMNAAKy MOKJIMBOCTI POKIPDOBKH. BiH mepeBipse€ HasBHICTb YMOB Jisi
BUKOHAHHS POKIPOBKM Ta BigoOpakae XOJu, KI MOXKYTh OyTH 3/A1MCHEH1 B pe3yJbTaTl
POKIPOBKHU;

—  Promotion. Ileli merom BUKIHMKAeThCs, KoM ¢irypa "mimrak" mocsrae
KIHI[S T1aXO0BOi JIOMIKK 1 Ma€ MOXJIMBICTh 3pOOUTH TPOCyBaHHS. BiH BiAKpUBa€e BIKHO
Juist BUOOpY (Pirypu, Ha sIKy mimak 0y/ie 3aMiHEeHUH;

—  Move 1 Capture. Lli MeTou BUKOPUCTOBYIOTHCS JJIsl IEpEMILLEHHS Pirypu

HAa HOBY MO3UIII0 a00 3axOIUIeHHsS BOpOXkoi ¢irypu. BoHUM Takok OHOBIIOIOTH
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KoOpauHATH (Pirypw Ha AOMIII Ta MEPEBIPSAIOTh, YA HE HACTaHE Imax abo MaT MiCis
IILOTO XOJY;

— undoMove. Ileii MeTO CKacOBYe OCTaHHIM Xij, BIIHOBIIIOIOYHN IOMEPEIHI
KOOpAMHATU (DITypH Ta CTaH JOIIKH.

Koxaxkiacy "ChessMan™ naBeneno y Jlomatky A.3

3.2.3 Kuac "MovePlate"

Knac MovePlate BinmoBimae 3a JOTiKky Ta OOpoOKYy MOAINM MOB'I3aHUX 3
MO>KJIMBUMH XOAaMH IaxoBuX Piryp.OCHOBHI METOIM LbOTO KJIACY HACTYIIHI:

a) reference. 3minna reference 30epirae mocuinanHs Ha 00'€KT (Irypu, sika Mae
3MIMCHUTH XiJ] HA TIEBHY MO3UIIIIO;

0) chessMan. 3wminna chessMan MicTUTh IOCHJIAHHS Ha KOMITOHEHT
ChessMan, skuii mpencraBise I1axoBy (irypy, mMoB'si3aHy 3 JaHUM 00'€KTOM
MovePlate;

B) matrixX i matrixY. L{i 3MiHHI BU3Ha4Yal0Th MO3UIIIO HA IIAXOBIH JOIIIIL, 0
SIKOT MO>KHA 3J1MCHUTH X1]T;

r) attack. Jloriuna 3minHa attack Bkasye, 4u € 1e# Xia aTaKylOYHUM XOI0M;

n) start. Ileit MmeTos BUKIMKAETHCS MPU 3aMyCKy TPHU. SKIO XiJI € aTaKyH4HM,
TO 3MIHIOETHCS KOJIP CIIPalTy Ha YEPBOHMIA;

e) OnMouseUp. Lleit MeTon BUKIMKAETHCS MPU BIAMYCKAHHI KHOMKH MUIIII.
BukoHyeThcs Jtorika 3A1MCHEHHS XO1Y:

1) OTpUMYy€ETHCS MOCHIIAHHS Ha KOHTPOJIEP IPH;

2) skmo maxoBa ¢irypa, sfka 3IIHCHIOE XiJ, € MEPIIUM XOJOM, TO
3MIHIOETHCA BI/NOBIIHA BIACTUBICTH PITYypH;

3) SKIIO XiJA € aTakyl4uM, IepEeBIpPSIEThCS, Y aTaKOBAHO KOPOJIS.
ko Tak, BUKIMKAETHCS MeToa Winner KOHTpoJiepa TpU ISl OTOJIONICHHS
TIEPEMOXKIIS;

4) suumyetbcs (irypa, sAka 3HAXOAMTHCA HA TO3MII, KyIu

3I1HCHIOETHCS XI1I,
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5) BCTaHOBIIOETHLCS TIOPOKHS TIO3UIIIS B MACHBI pOS KOHTpOJIEpa I'PH;
6) BCTaHOBIIOIOTHCS HOBI KOOpAWHATH (IrypH, sSKa 3IIHCHIOE XiI;
7) BCTaHOBJIIOETHCS IOCHJIAHHS Ha (Irypy Yy BIANOBIAHY ITO3HIIIO
MacHBY POS KOHTpoOJIepa Tpu;
8) 3MIHIOETHCS X1/1 HACTYITHOTO TPaBII;
9) BukiMKaeThes Metoa DestroyMovePlates dirypu, ska 3aificHrIa Xif,
JUTSI 3HUTIICHHS TI03HAYOK MOKJIMBUX XOJIiB;
k) SetCoords. Lle#t MeToa BCTAaHOBIIIOE KOOPAUHATH IMO3MIIIT, 10 SIKOT MOYKHA
3IIMCHUTH XI1T;
3) SetReference. Lleii Meron BCTaHOBIIOE TMOCHIAHHS Ha Qirypy, ska
3I1MCHIOE X1
n) GetReference. Lleii MeTo moBepTae MoCHIaHHS Ha Qirypy, sKa 3aiHCHIOE
X1J1.

Kox kmacy "MovePlate" naBeneno y Jlogarky A.5

3.2.4 Kaac "Menu"

Knac "Menu" BigmoBijjae 3a KepyBaHHS TOJIOBHUM MEHIO Tpu. BiH MICTHTH
KUJIbKa METOJIB, K1 BIMOBIAAIOTH 3a Pi3HI (PYHKINT MeHIO. PO3riITHEMO KOXKEH METOJ
OKpeMo:

—  Start. [lepeBipsie, uu TpuBae rpa. SKIIo Tak, TO BAMUKA€E TOJIOBHE MEHIO;

—  StartGame. Bumukae rojgoBHe MeHIO. BHKOPUCTOBYETHCS TpU HATUCKaHHI
KHonkH "Start";

—  ExitButton: AkTuBye maHed b MiATBEP/UKCHHS BHUXOAY. TaKOX BMHKA€E
tekcToBuil eneMeHT "QuitText". BukopuctoByeTbes mpu HaTUCKaHH1 KHONKH "Exit";

—  ConfirmExit: Bukiukae ynkitiro Application.Quit s Buxoay 3 104aTKy.
BukopucToBY€ETHCS TIPH MIATBEPKEHH1 BUXOTY 3 TIaHE1 MiATBEPIXKSHHS;

—  CancelExit: CxacoBye naHenb miaTBEpIKEHHS BUX0y. BUKOPHCTOBY€EThCS

IpU CKacyBaHH1 BUXOJY;
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— InGameButton: AktuBye maHenb MEHIO B Ipi. BUKOpPHCTOBYeTbCS mpu
HaTHCcKaHHI KHOIKHY "InGame";

—  CancelButton: CkacoBye moka3 maHeiai MeHIO B Ipi. BHKOpHCTOBY€eThCS
IIpU CKacyBaHH1 MEHIO B I'i;

—  BackButton: AkTuBye maHesb MiATBEP/DKEHHS MOBEPHEHHS 110 TOJOBHOTO
MeHto. Takox BMukae TekcroBuil enemeHT "ConfirmBack". BukopuctoByeTbes mpu
HaTHCKaHHI KHOIKHY "Back";

—  ConfirmBackToMenu: Bmukae Toj0BHE MEHIO 1 BAMHKAE MAHEIb MCHIO B
Ipi Ta MaHeIb MIATBEPHKEHHS MMOBEPHEHHS 10 TOJOBHOTO MEHIO0. BUKOPHCTOBYETHCS
IIPU MiATBEPKEHHI TOBEPHEHHS 10 TOJIOBHOIO MEHIO;

—  CancelBack: CkacoBye maHesb HiATBEPKCHHS TIOBEPHEHHS 70 TOJIOBHOTO
MEeHI0. BUKOPUCTOBYETHCS TTPU CKaCyBaHHI MIOBEPHEHHS 10 TOJIOBHOTO MEHIO;

—  ConfirmRestartGame: Bcranos:iroe 3nauenns IsPlay na true, mo mo3Bossie
pO3MOYaTH HOBY Tpy. 3aBaHTAXKye€ MOTOYHUN PIBEHb 3HOBY IS TEPE3anyCKy TpH.
BukopucTOBYETHCS TIPH M ATBEPKEHHI TIEPE3ayCKy TPH;

—  CancelRestart: CkacoBye maHenab MiATBEPPKEHHS IEPE3alycKy TpH.
BukopHCTOBYETHCS TIPH CKaCyBaHHI TIEPE3aIyCcKy TPH;

—  RestartButton: AxTtuBye naHenb MiATBEPIKEHHS MEpe3amycKy rpu. Takox
BMuKae TekcToBuii enemeHT "ConfirmRestart". BukopuctoByeTbcss mpu HaTHCKaHHI
kHOTIKM "Restart".

3aranom, kiac "Menu" 3a0e3nedye GyHKIIOHATBHICTD JJI1 KEPYyBaHHS PI3HUMHU
JIiSIMHA TOJIOBHOTO MEHIO, TAKUMHU SIK TIOYATOK TP, BUXIJ 3 TPH, TOBEPHEHHS O MEHIO Ta
nepe3amnyck Irpu.

Konknacy "Menu" maBeneno y Jonatky A.1
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3.2.5 Kuac "PossibleMoves"

Knac “PossibleMoves” BianoBiiae 3a reHepaliito MOKIMBUAX XOAIB AJs (iryp Ha
maxoBii gomri. OCHOBHI €JIEMEHTH IIbOTO KIIACy BKITIOYAIOTh:

—  posibleMovesArray Tta KingpossibleMovesArray. JIBoBuMipHI MacuBHU
po3mipom 8x8, ski 30epiraroTh iH(POpPMAIII0 PO MOKIIUBI XOIU U PIryp Ta KOpOJs
BIJIIIOB1IHO;

— IsPlay. bBynea 3MiHHa, sika BKa3ye, Yd TPUBAE IPa;

—  GenerateKingMoves Ta GenerateMovesl. UnityEvent, K1
BUKOPUCTOBYIOTHCS JIJISl PEECTpallii Ta BUKIUKY TMOMAIN TeHepallii XOiB JJIsl KOpoJs Ta
1HIUX GIiryp;

—  controller. TTocunanusa Ha 00'€KT, IKMH MICTUTH KommoHeHT Game, sxuii
BIJIMIOBIJIA€ 32 YIPABIIHHS TPOIO;

—  OnGenerateKingMoves ta OnGenerateMoves. CraTtuydi MeTOAu, SKi
BUKJIMKAIOTh BIAMOBIIHI MO/IiT T€Hepallii X0AiB KOPOJs Ta IHIIMX (Iryp;

—  Update. MeTon, sikuii BUKITUKAETHCS KOKEH KaJp 1 MepeBipsi€ HATUCKAHHS
NEBHUX KJIABIl JIJI1 BUKOHAHHS MEBHUX M1, TaKUX K reHepallis XOJiB, MepeBipKa Ha
max 1 T.J;

—  Start. Meroa, sIKuii BUKJIIMKAE€ThCA TiJ Yac 3aIyCKy MPOTpaMH 1 PeecTpye
METOJM TeHepallii XOIiB JJisg KOpojs Ta IHIMMX (GIiryp BIAMOBIIHO 1O BIIMOBIIHHX
TIOJTIH;

—  GeneratePosibleMove. Meron, sikuii reHepye MOXIIUBI X0u Ui Giryp Ha
I1axoBii gori. BukopuctoByroun aBoBuMipHuii Mackue ChessMans, Bin nmepebupae Bci
Gbirypu Ha JOMII 1 BUKJIMKAE BIAMOBIIHI METOJU JIJIsi TeHEpallii MOXKJIUBUX XOMIIB JJIs
KOXHOT Qirypu;

—  GeneratePossibleMovesKing. Metoa, sikuii reHepye MOMKIWBI XOIU IS
kopouisi. BukopucroByroun nBoumipuuii macuB ChessMans, Bin nepeOupae Bci dirypu

Ha JIOIIIII 1 BUKJIMKAE BiATOBITHI METOIU JUIS TeHEpaIlli MOKIUBHX XO/IB ISl KOPOJIS,
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—  CheckForCheck. Crarnunnii meron, skuii mepeBipse, unm mepeOyBae
KOpOJb B Imaxy. Bin orpumye iHdopmariiro npo mosoxxkeHHs: kopous 3 00'ekty Game, a
HOTIM TIepEBIpsI€, UM MOXKE XTOCh 3 PIryp NPOTUBHUKA aTaKyBaTH KOPOJIS.

Kon knacy "Game" naBeneno y Jlonarky A.4.

3.3 BucHoBKkM 10 po3aiay 3

VY po3naiii, IpUCBAYEHOMY OMHUCY BCIX METOJIIB, 1110 MPUCYTHI y Mporpami, Oyiu

PO3IJISTHYTI HACTYITHI aCTICKTHU:

—  omMcaHl BCl METOIH, SIKI BUKOPHCTOBYIOThbCS y nporpami. KoxxeH meron
Ma€ CBOIO BU3HAUYCHY (DYHKIIIOHAJIbHICTh Ta BUKOHYE TIEBHI JI1i;

—  KOXEH MeToJ OyB JETaJIbHO ONMUCAHUN, BKIIOYAIOUU MOT0 Ha3BY, BX1JIHI Ta
BUX1JIHI MapaMeTpH (SIKIIO €), a TAKOK MOT0 IIh Ta QYHKIIIO Y Tporpami;

—  HaBENIEHI TNPUKIAIM BUKOPUCTAaHHS METOIIB Yy KOJI MporpaMmu, 100

POJIEMOHCTPYBATH, IK BOHH MOXYTh OyTH 3aCTOCOBaH1 Ha MPAKTHUII.

VY pe3ynbTaTi 1aHOrO po3/iay OyJia HajaHa MoBHA iH(OpMaILlis PO BCl METOJIH,
Kl BUKOPUCTOBYIOThCS Yy MpOrpami, Ta iX pPOJb Yy 3arajbHiil (QPYHKIIOHAJIBHOCTI
nporpami. Lle monomorke po3poOHIKaM a00 KOpUCTyBayaM MPOrpaMu Kpaiie po3yMiTH,

K1 71T BAKOHYIOTHCSI KO)KHUM METOJIOM Ta SIK BOHM B3a€MO/IIFOTh MIXK CO0O0IO.
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4 EKCIIVIYATAIISA TA TECTYBAHHS IPOT'PAMHA

4.1 Onuc nporpamu

[Iporpama "lllaxu" - 1©e Jg0oAAaTOK, SIKUM JO3BOJIAE KOPUCTyBauyam
HACOJIO/PXKYBATHUCS TPOIO0 B IIaXd Ha MOOUIbHOMY HpucTpoi. BoHa cTBopeHa st Tux,
XTO IIHY€ JIOT14HI TOJIOBOJIOMKH 1 CTpaTEriyHe MUCICHHS.

OcHoBHA MeTa MporpamMu - HaJaTH KOPUCTyBayaM MOXJIMBICTH TPaTH B IIAXH
MPOTHU 1HITUX KOPUCTYBAUIB.

[Iporpama Mae npocTuii i 3po3yMuInii iHTEpdENC, 110 TO3BOJISE JIETKO KEPYBaTH
dbirypamu Ta 3aiMicHioBaTH Xoau. KpiM Toro, BoHa Hajae n0oAaTKOBI (PyHKINI, Taki sSK
B1I0OpakKeHHS MOKJIUBHX XOJIiB.

JIJ1st BUKOPUCTaHHS MPOTrpaMu MOTPIOHO MaTh MOOUTbHUN NpUCTpii Ha 6a31 10S
abo Android.

3aBasaku nporpami "Illaxu" BH 3MOXKETe HACOJIOMXKYBATHUCS 3aXOILTIOIOYOIO
IPOIO B IIIaXH, PO3BUBATH CBOE JIOTIYHE MUCJICHHS Ta CTPATEriuHi HaBUYKU. PO3MOYHITH
CBOIO IIaXOBY MPUTOAY TIPSMO 3apas!

Jlns  miaTpumku poOOTHM MporpaMyd HEOOXiJHO, 1100 amapaTHa 4YacTUHA
BKJIFOYajia mporecop (2 siapa, He menmie 2,1 I'T), oneparuBHy mam’sith (Big 100M0),

YKOPCTKHH TUCK 3 HASBHUM BUILHUM TIpocTopoM (Big 200 MO).

4.2 ExciuryaTailisi nporpamMu

Ha rosioBHOMY ekpanimomatky (puc. 4.1) Bu 3HaieTe €JICMEHTH KEpyBaHHS,
taki sk kHomku "Start" 1 "Exit". Ilpu HaTuckanHi kHOmKH "Start" BITKpUETHCSA ITpOBE
noje 3 ¢irypamu, i Bu 3MoxeTe posnouyat rpy (puc. 4.2). s nepemimeHHs ¢Giryp
JIOCTaTHHO HATHCHYTU Ha Oyab-siKy (irypy Ta oOpaTh OJMH 3 JOCTYIHHUX XOJiB (pHC.
4.3).

[Ticnst 3aBepllleHHS IPU B IIaXW BUBOJUTHCS MOBIIOMIICHHS Mpo pe3yibTaT. Ha expani

3'SIBISIETHCSL TIOBIIOMJICHHS, IO BKAa3y€ Ha Te, SKHM TpaBelb MepeMir ado dYu
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3aBepumiacs rpa BHiuMi0. KopuctyBad Moxke 00paTu OMIiIO A7 MMOYAaTKy HOBOI Ipu
a00 TIOBEpHEHHS JIO TOJIOBHOTO MEHIO. (puc. 4.4).

Ha ekpani 3 irpoBuUM moJieM TakoK JIOCTYNHA KHOmNKa "Menu", mpu HaTHUCKaHHI
Ha SIKY BIIKpHUETHCS TTaHellb BUOopy nBox kHomok "Restart" Ta "Back to Menu".

[Ipu HaTHCKaHHI 000X KHOMOK KOPUCTyBaya MOMPOCATh MIATBEPIUTH CBOIO HIIO.
[Ipn nHatuckanHi kHomkHM '"Restart" mapris Oyne mnepesanymeHa(puc. 4.5), a mnpu
HatuckanHl "Back to menu" Bu moBepHETECh M0 TOJOBHOrO MeHIo (puc. 4.6). Ilo6
BUWUTHU 3 JOJATKY, JOCTaTHbO HATUCHYTHU KHOMNKY "EXit" 1 Takox miaATBepauTH 1ie (puc.
4.7).

Takox y nonmatky peanizoBaHa (yHKIIS NepeTBOpeHHs mnimku. Komm mimka
J0CATAa€E OCTAaHHBOI KIITUHKU IIaXOBOI1 JOLIKH, BiAOYBAa€ThCA 11 MEPETBOPEHHS B 1HILY
¢irypy. IIpu nepeTBopeHH1 NIIKHU 3'BISE€THCA MEHIO BUOOPY (Irypu, 1€ TpaBelb MOXKE
obpatu Oaxany ¢irypy s 3aminu. lle mae TpaBIf0 MOXIMBICTH CTPATET1YHO
BUKOPHCTOBYBATH TEPETBOpeHY (Girypy Uil JAOCATHEHHS CBOiX e B rpi. BuOip
¢irypy MoK€ BIUIMHYTM Ha NOAAJbIII XOAM Ta PO3BUTOK MapTii, pooisuu

NICPETBOPCHHS MIIIKK BAKJIMBUM €TAIoOM y TPl Ha I1axoBii gori. (puc. 4.8).



Pucynok 4.1 — I'onoBHE MEHIO Iporpamu

Pucynok 4.2 — Irpose nosne
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Pucynok 4.3 — Bizyamizaiiisi A0OCTyITHUX X0/1iB Girypu

White is the
Winner

Tap To Restart

Pucynok 4.4 — IloBinoMieHHs IpH 3aBEPIICHHI MapTIi
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Are U sure uwanna
restart the game?

Pucynok 4.5 — IlinTBepxenns nii "Restart"

Are u sure uwanna go
back to menu?

Pucynok 4.6 — IlintBepxxnenns aii "Back To Menu"

56



Are u sure u wanna quit
the game?

Pucynok 4.7 — IlinTBep/iIeHHA BUXOAY 3 MPOTrpaMu

Choose a figure

wialofs]

Pucynox 4.8 — Mento Bubopy ¢irypu 1ist nepeTBOPEHHs
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4.3 TecTtyBaHHs i ONIMC NPUHIUIIB eKCIIyaTanil NporpaMmmu

TecTyBaHHS MpOrpaMu BUKOHYBAJIOCh Ha OCHOBI MEepeBIpKHU peanizaliii GyHKIn
IUIXOM CIIBCTaBJICHHS OYIKYBaHMX pe3yJbTaTiB poOOTH 1 BigoOpakyBaHUX
pe3yabTariB. e 103BONI0 BCTAHOBUTH B PE3yJIbTaTl MMOBHY BiAMOBIIHICTh 1 BBAXKATH

pe3ynbTaTH TECTYBAHHS YCIIIIHUMU.

Otpumani pe3ynbTaTH Iij 4ac 30KpeMa TecTyBaHHA iHTepdeicy mporpamu npu
BUKOHAHHI X (YHKIIA Oynu BUKOPUCTAHI JUIsl UTIOCTparii poOOTH 3 MpOrpaMmoro B

[IoJaJIbIIOMY.

4.4 BucHoBKkHM 3a po3aijiom 4

B po3mini omucaHo mporec pobOTH KOpUCTyBada 3 mporpamoro.HasesneHi
UTIOCTpAllil IrpOBOTO MOJIsA, BapiaHTH MOBIIOMIJIEHb B MPOLECI IPU Ta 1HII poOOYl BiKHA

MIPOTPaMH.

BukoHnaHHS TecTyBaHHS pOOOTH J0JATKY BiAOYJIOCH YCIIITHO.
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BUCHOBKHA

Bukonanuit anani3 npeaMeTHOi 00JacTi MIAXOBUX irOp J03BOJIMB BHOKPEMHUTH
OCHOBHI TIOHSTTSI Ta METOJIOJIOTII, TIOB'sI3aH1 3 pO3pOOKOI0 IIaXOBOTO J0JaTKy. byio
MPOBEICHO OIJIAJ ICHYIOUYMX TPOrpAaMHHMX aHAJIOTIB, BKIIIOYAOUM BeO-calTH Ta
MOOUIBHI TOJATKHU. Y pe3yibTari, 3 ypaxyBaHHSAM iX 0OMEeXEeHb, BUSBICHO OCOOJIHUBOCTI
PO3pOOIEHOTO 1MIAXOBOTO T0AATKY.

Po3pobka mraxoBoro gojgatky Oysja BUKOHAaHA 3 BUKOPHUCTaHHSIM (pPEHMBOPKY
Unity Ta moBu niporpamyBanHsi C#. byna BU3HaueHa CTPYKTypa JaHUX, 0a30B1 BUMOTH
JI0 TIporpamu, po3po0sieHa apXiTeKTypa MporpamMu Ta airOpuTM poOOTH Ha OCHOBI ITMX
BUMOT. bynu peanizoBaHi BiIMOBIAHI KOMIIOHEHTHU I1aXOBO1 JOIIKH, (DIryp, MpaBuil Tpu
Ta JIOT1KU NepeMilieHHs piryp.

Po3pobnennii  1miaxoBud  OAATOK TMOKpallye 3pYy4yHICTb TpU B  IIaXH,
JIO3BOJISIIOYM KOpUCTyBadaM rpaTH y OyAb-sIKHUWA 3py4HUN JJI1 HUX Yac Ta micue. Bin
TaKOX HaJla€ MOJIUBICTh BIOCKOHAIMTH HAaBUYKH TPH B IIaXW, HABUUTHUCS CTpATETil Ta
TaKTHKU TPU.

Y miacymky, po3poOJjieHHi IIaXOBHM JOJATOK JO3BOJISIE KOPUCTyBauam
HACOJIO/PKYBATUCSI TPOIO B IAXH, MOKPAIIYIOYM IX JIOCBII Ta B3aEMOJII0 3 €O

3aXOIITIOI0Y010 I'POHO.
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A.1 Knac Menu:

public class Menu : MonoBehaviour

{
public GameObject canvas, ConfirmPanel, InGameMenu;
public GameObject ConfirmRestart, ConfirmBack;
public GameObject PromotionWhite, PromotionBlack;
public GameObject controller;
public void Start()

{
iIf (PosibleMoves.IsPlay)

{

canvas.SetActive(false);

k
k

public void StartGame()
{

canvas.SetActive(false);

¥

#region
public void ExitButton()
{

ConfirmPanel.SetActive(true);

GameObject.FindGameObjectWithTag("QuitText").GetComponent<TextMeshProUGU
I>().enabled = true;

¥

public void ConfirmExit()
{
Application.Quit();
Debug.Log("Exit");
¥

public void CancelEXxit()
{

ConfirmPanel.SetActive(false);

¥

#endregion
Ilexit
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#region
public void InGameButton()

{

InGameMenu.SetActive(true);

¥
public void CancelButton()

{

InGameMenu.SetActive(false);

¥

#endregion
/I ingamemenu

#region

public void BackButton()

{
ConfirmBack.SetActive(true);

GameObject.FindGameObjectWithTag("ConfirmBack'").GetComponent<TextMeshPro
UGUI>().enabled = true;

}
public void ConfirmBackToMenu()

{

canvas.SetActive(true);
InGameMenu.SetActive(false);
ConfirmBack.SetActive(false);

¥

public void CancelBack()

{
ConfirmBack.SetActive(false);

}

#endregion

//backbutton

#region

public void ConfirmRestartGame()

{

PosibleMoves.IsPlay = true;
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SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex,
LoadSceneMode.Single);
}

public void CancelRestart()

{

ConfirmRestart.SetActive(false);

¥
public void RestartButton()

{

ConfirmRestart.SetActive(true);

GameObject.FindGameObjectWithTag("ConfirmRestart").GetComponent<TextMeshPr
oUGUI>().enabled = true;

}

#endregion

/] restart

#region

public void OpenPromotionPanel(int x, int y)

{
ChessMan pawn = controller.GetComponent<Game>().GetArray(X, Y);
if (pawn !=null)

{
bool isWhitePawn = pawn.isWhite();

if (iIsWhitePawn)
{
OpenWhitePromotionPanel(x, y);

}

else

{
/I OpenBlackPromotionPanel(x, y);
Debug.Log("Promotion Black");

k
k
k

private void OpenWhitePromotionPanel(int X, int y)

{

PromotionWhite.SetActive(true);

¥

/* private void OpenBlackPromotionPanel(int x, int y)

{

PromotionBlack.SetActive(true);
3

#endregion
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/[ promotion

¥

A.2 Knac Game:

public class Game : MonoBehaviour

{
public GameObject ChessPiece;

// Positions for each chesspiece

private GameObject[,] pos = new GameObject[8, 8];
private GameObject[] playerBlack = new GameObject[16];
private GameObject[] playerWhite = new GameObject[16];

private string currentPlayer = "black"; // ?

private bool gameOver = false;

public Transform Piece;
private ChessMan[,] chessMans = new ChessMan[8,8];
void Start()

{
playerWhite = new GameObject][]

{
Create("white_Rook", 0,0), Create("white_Knight", 1,0),
Create("'white_Bishop", 2,0),
Create("white_Queen", 3,0), Create("white_King", 4,0),
Create(*"'white_Bishop", 5,0),
Create("white_Knight", 6,0), Create("white_Rook", 7,0),



Create("'white_Pawn", 0,1), Create("white_Pawn",
1,1),Create("white_Pawn", 2,1),Create("white_Pawn", 3,1),
Create("white_Pawn", 4,1),Create("white_Pawn",
5,1),Create("white_Pawn", 6,1),Create("white_Pawn", 7,1)
b

playerBlack = new GameObject[]
{
Create("black _Rook", 0,7), Create("black Knight", 1,7),
Create("black_Bishop", 2,7),
Create("black_Queen", 3,7), Create(*"black_King", 4,7),
Create("black_Bishop", 5,7),
Create(*'black_Knight", 6,7), Create(*"black_Rook", 7,7),

CreatePawn("black _Pawn", 0,6,true), CreatePawn(*'black_Pawn",
1,6,true),CreatePawn("black_Pawn", 2,6,true),CreatePawn("black_Pawn", 3,6,true),
CreatePawn("black_Pawn", 4,6,true),CreatePawn(*'black_Pawn",
5,6,true),CreatePawn(*'black_Pawn", 6,6,true),CreatePawn("black_Pawn", 7,6,true)
2
for (inti=0; i < playerBlack.Length; i++)
{
SetPosition(playerBlack]i]);
SetPosition(playerWhite[i]);

public GameObject Create(string name, int X, int'y)

{

67



68

GameObject obj = Instantiate(ChessPiece, new Vector3(0, 0, -1),
Quaternion.identity);

ChessMan cm = obj.GetComponent<ChessMan>();

cm.name = name;

cm.SetXBoard(x);

cm.SetYBoard(y);

cm.Activate();

obj.transform.SetParent(Piece);

return obj;

¥

public GameObject CreatePawn(string name, int x, int 'y, bool isFirstMove)

{

GameObject obj = Instantiate(ChessPiece, new Vector3(0, 0, -1),
Quaternion.identity);

ChessMan cm = obj.GetComponent<ChessMan>();

cm.name = name;

cm.SetXBoard(x);

cm.SetYBoard(y);

cm.firstMove = isFirstMove;

cm.Activate();

obj.transform.SetParent(Piece);

return obj;

public void SetPosition(GameObiject obj)
{

ChessMan cm = obj.GetComponent<ChessMan>();
pos[cm.GetXBoard(), cm.GetYBoard()] = obj;



chessMans[cm.GetXBoard(), cm.GetYBoard()] =
obj.GetComponent<ChessMan>();

¥

public ChessMan[,] GetBoard()
{

return chessMans;

}
public void SetPositionEmpty(int X, int y)

{
pos[x, y] = null;

}
public GameObject GetPosition(int x, int y)

{

return pos[x, v];

}
public bool PositionOnBoard(int X, int y)

{
iIf Xx<0||y<0]|| x>=pos.GetLength(0) || y >= pos.GetLength(1)) return

false;

return true;

public string GetCurrentPlayer()
{

return currentPlayer;

¥

public bool IsGameQOver()

{

return gameOver;
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public void NextTurn()

{
if (currentPlayer =="white")
{
currentPlayer = "black";
}
else
{
currentPlayer = "white";
}
} // debug

public void Update()

{
iIf (gameOver == true && Input.GetMouseButtonDown(0))

{

gameOver = false;

SceneManager.LoadScene("Game");

}
public ChessMan GetArray(int X, int y)

{
if (pos[x, y] != null)
return pos[x, y].GetComponent<ChessMan>();
else return null;

by
public void Winner (string playerWinner)
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gameOver = true,

GameObject.FindGameObjectWithTag("WinnerText").GetComponent<TextMeshProU
GUI>().enabled = true;

GameObject.FindGameObjectWithTag("WinnerText").GetComponent<TextMeshProU
GUI>().text = playerWinner + " is the Winner",

GameObject.FindGameObjectWithTag("RestartText").GetComponent<TextMeshProU
GUI>().enabled = true;

¥

A.3 Knac ChessMan:

public class ChessMan : MonoBehaviour
{

/I References

public GameObject controller;

public GameObject movePlate;

// Positions

private int xBoard = -1;
private int yBoard = -1;
public int moveCount;

public bool firstMove = true;



ChessMan[,] ChessMans = new ChessMan[8, 8];
I/l white player or black
public string player, fen;

public Sprite black_Queen, black_Knight, black_Bishop, black King,
black_Rook, black _Pawn,
white_Queen, white_Knight, white_Bishop, white_King,
white_Rook, white_Pawn;

private bool iswhite;

bool isWhiteChess = false;

public void Activate()

{
controller = GameObject.FindGameObjectWithTag("GameController");

SetCoords();

switch (this.name)
{
case "black_Queen": this.GetComponent<SpriteRenderer>().sprite =
black _Queen; player = "black"; break;
case "black_Knight": this.GetComponent<SpriteRenderer>().sprite =
black_Knight; player = "black™; break;
case "black_Bishop": this.GetComponent<SpriteRenderer>().sprite =
black_Bishop; player = "black"; break;
case "black_King": this.GetComponent<SpriteRenderer>().sprite =
black_King; player = "black"; break;
case "black_Rook": this.GetComponent<SpriteRenderer>().sprite =
black_Rook; player = "black™; break;
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case "black_Pawn": this.GetComponent<SpriteRenderer>().sprite =

black_Pawn; player = "black"; break;

case "white_Queen": this.GetComponent<SpriteRenderer>().sprite =
white_Queen; player = "white"; break;

case "white_Knight": this.GetComponent<SpriteRenderer>().sprite =
white_Knight; player = "white"; break;

case "white_Bishop": this.GetComponent<SpriteRenderer>().sprite =
white_Bishop; player = "white"; break;

case "white_King": this.GetComponent<SpriteRenderer>().sprite =
white_King; player = "white"; break;

case "white_Rook": this.GetComponent<SpriteRenderer>().sprite =
white_Rook; player = "white"; break;

case "white_Pawn": this.GetComponent<SpriteRenderer>().sprite =
white_Pawn; player = "white"; break;

} // TlpuBsizka cipaiiToB K ¢purypam

#region
public void SetCoords()
{

float x = xBoard;

float y = yBoard;

X *= 3.66f;
y *= 3.66f;

X +=-1.66f;
y += -1.66f;
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this.transform.position = new Vector3(x, y, -1.0f);

public int GetXBoard()
{

return xBoard:;

}
public int GetYBoard()

{

return yBoard;

public void SetXBoard(int x)
{

xBoard = X;

public void SetYBoard(int y)

{
yBoard = y;

}

#endregion

private void OnMouseUp()

{
GameObject controller =

GameObject.FindGameObjectWithTag("GameController");

ChessMan chessman = GetComponent<ChessMan>();
GenerateFen();
if (!controller.GetComponent<Game>().IsGameOver() &&

controller.GetComponent<Game>().GetCurrentPlayer() != player)
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DestroyMovePlates();

InitiateMovePlates();

public void DestroyMovePlates()
{
GameObject[] movePlates =
GameObject.FindGameObjectsWithTag("MovePlate™);
for (inti=0; i < movePlates.Length; i++)

{

Destroy(movePlates[i]);

public void InitiateMovePlates()

{

switch (this.name)
{
case "black_Queen™:
case "white_Queen":
LineMovePlate(1, 0);
LineMovePlate(0, 1);
LineMovePlate(1, 1);
LineMovePlate(-1, 0);
LineMovePlate(0, -1);
LineMovePlate(-1, -1);
LineMovePlate(-1, 1);
LineMovePlate(1, -1);



break:

case "black_Knight":
case "white_Knight":
LMovePlate();

break;

case "black_Bishop™:

case "white_Bishop":
LineMovePlate(1, 1);
LineMovePlate(1, -1);
LineMovePlate(-1, 1);
LineMovePlate(-1, -1);

break;

case "black_King":
case "white_King":
SurroundMovePlate();

break;

case "black _Rook™:

case "white_Rook":
LineMovePlate(1, 0);
LineMovePlate(0, 1);
LineMovePlate(-1, 0);
LineMovePlate(0, -1);
break;

case "black_Pawn":

PawnMovePlate(xBoard, yBoard - 1);
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break:

case "white_Pawn":

PawnMovePlate(xBoard, yBoard + 1);

break;
¥
}
public void LineMovePlate(int xIncrement, int ylncrement)
{

Game sc = controller.GetComponent<Game>();
int x = xBoard + xIncrement;

inty = yBoard + yIncrement;

while (sc.PositionOnBoard(x, y) && sc.GetPosition(x, y) == null)

{
MovePlateSpawn(x, y);

X += xIncrement;
y +=ylncrement;
¥
if (sc.PositionOnBoard(X, y) && sc.GetPosition(X,
y).GetComponent<ChessMan>().player != player)

{
MovePlateAttackSpawn(Xx, y);

¥
public void LMovePlate()

{
PointMovePlate(xBoard + 1, yBoard + 2);
PointMovePlate(xBoard - 1, yBoard + 2);
PointMovePlate(xBoard + 2, yBoard + 1);
PointMovePlate(xBoard + 2, yBoard - 1);
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PointMovePlate(xBoard + 1, yBoard - 2);

PointMovePlate(xBoard - 1, yBoard - 2);

PointMovePlate(xBoard - 2, yBoard + 1);

PointMovePlate(xBoard - 2, yBoard - 1);
¥

public void SurroundMovePlate()
{
PosibleMoves.OnGenerateKingMoves();
Game sc = controller.GetComponent<Game>();
I (sc.PositionOnBoard(xBoard -0 , yBoard +1))
if (PosibleMoves.KingpossibleMovesArray[xBoard - 0, yBoard+1] ==3)
PointMovePlate(xBoard - 0, yBoard + 1);

if (sc.PositionOnBoard(xBoard - 0, yBoard - 1))
if (PosibleMoves.KingpossibleMovesArray[xBoard - 0, yBoard - 1] ==

3)
PointMovePlate(xBoard - 0, yBoard - 1);
if (sc.PositionOnBoard(xBoard - 1, yBoard - 1))
if (PosibleMoves.KingpossibleMovesArray[xBoard - 1, yBoard - 1] ==
3)
PointMovePlate(xBoard - 1, yBoard - 1);
if (sc.PositionOnBoard(xBoard - 1, yBoard - 0))
if (PosibleMoves.KingpossibleMovesArray[xBoard - 1, yBoard - 0] ==
3)

PointMovePlate(xBoard - 1, yBoard - 0);

if (sc.PositionOnBoard(xBoard - 1, yBoard + 1))



3)

3)

3)

3)
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if (PosibleMoves.KingpossibleMovesArray[xBoard - 1, yBoard + 1] ==

PointMovePlate(xBoard - 1, yBoard + 1);

if (sc.PositionOnBoard(xBoard + 1, yBoard - 1))
if (PosibleMoves.KingpossibleMovesArray[xBoard +1, yBoard - 1] ==

PointMovePlate(xBoard + 1, yBoard - 1);

If (sc.PositionOnBoard(xBoard + 1, yBoard - 0))
if (PosibleMoves.KingpossibleMovesArray[xBoard +1 , yBoard - 0] ==

PointMovePlate(xBoard + 1, yBoard - 0);

If (sc.PositionOnBoard(xBoard + 1, yBoard + 1))
if (PosibleMoves.KingpossibleMovesArray[xBoard +1, yBoard + 1] ==

PointMovePlate(xBoard + 1, yBoard + 1);

}
public void PointMovePlate(int x, int y)

{

Game sc = controller.GetComponent<Game>();
it (sc.PositionOnBoard(x, y))
{

GameObject cp = sc.GetPosition(x, y);

if (cp == null)

{

MovePlateSpawn(x, y);
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else if (cp.GetComponent<ChessMan>().player != player)

{
MovePlateAttackSpawn(x, y);

public bool isWhite()
{

Game game = controller.GetComponent<Game>();

if (game.GetCurrentPlayer() == "white™)
{

return true;

¥

else

{

return false;

¥

private int Forward()

{

iIf (GetComponent<SpriteRenderer>().sprite == white_Pawn)

{

return +1;

¥

else if (GetComponent<SpriteRenderer>().sprite == black_Pawn)

{

return -1;
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return +0;

¥

public void PawnMovePlate(int X, int y)
{
Game sc = controller.GetComponent<Game>();
If (sc.PositionOnBoard(X, y))
{
bool iswhite = isWhite();

int forward = Forward();

// TlepBbId X0/ EMIKU (MOKET JBUTATHCS HA 2 KJIETKH BIEPE.)
if (firstMove && sc.GetPosition(X, y) == null && sc.GetPosition(x, y +
forward) == null)
{
MovePlateSpawn(X, y);
MovePlateSpawn(x, y + forward);
by
// OOBIYHOE JBMKCHHE Ha OJIHY KIICTKY BIIEPET
else if (sc.GetPosition(x, y) == null)

{
MovePlateSpawn(x, Y);

if (sc.PositionOnBoard(x + 1, y) && sc.GetPosition(x + 1, y) '= null &&
sc.GetPosition(x + 1, y).GetComponent<ChessMan>().player != player)

{
MovePlateAttackSpawn(x + 1, y);

by
if (sc.PositionOnBoard(x - 1, y) && sc.GetPosition(x - 1, y) = null &&

sc.GetPosition(x - 1, y).GetComponent<ChessMan>().player != player)
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MovePlateAttackSpawn(x - 1, y);

// TIpeBparieHue MemKu
if ((iswhite && y ==7) || (Yiswhite && y ==0))
{

controller.GetComponent<Menu>().OpenPromotionPanel(X, y);

I?

controller.GetComponent<Menu>().PromotionWhite.SetActive(false);

¥

public void MovePlateSpawn(int matrixX, int matrixY, bool isAttack = false)
{

float x = matrixX;

float y = matrixY;

X *= 3.66f;

y *= 3.66f;

X +=-1.66f;

y += -1.66f;

GameObject mp = Instantiate(movePlate, new Vector3(X, y, -3.0f),
Quaternion.identity);

MovePlate mpScript = mp.GetComponent<MovePlate>();

mpScript.SetReference(gameObject);

mpScript.SetCoords(matrixX, matrixY);
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mp.GetComponent<MovePlate>().chessMan =
GetComponent<ChessMan>();

¥

public void MovePlateAttackSpawn(int matrixX, int matrixY)
{
float X = matrixX;

float y = matrixY;

X *= 3.66f;
y *= 3.66f;

X +=-1.66f;
y +=-1.66f;
GameObject mp = Instantiate(movePlate, new Vector3(x, y, -3.0f),

Quaternion.identity);

MovePlate mpScript = mp.GetComponent<MovePlate>();
mpScript.attack = true;
mpScript.SetReference(gameQObject);
mpScript.SetCoords(matrixX, matrixY);
mp.GetComponent<MovePlate>().chessMan =

GetComponent<ChessMan>();
¥

public string GenerateFen() // 2-mepHbiit Mmaccus -> fen
{

fen="";

ChessMan[,] ChessMans = new ChessMan[8, 8];

for (inti2=7;12>=0; i2--)



for (inti=0;1<8;i++)

ChessMansgi, i2] = controller.GetComponent<Game>().GetArray(i,

If (ChessMansi, i2] != null)

{
switch (ChessMans([i, i2].name)
{
case "white_King":
fen +="K";
break;
case "black_King":
fen +="k";
break;

case "white_Queen":
fen +="Q";
break;

case "black_Queen":
fen +="q";

break;

case "white_Rook":
fen +="R";
break;

case "black_Rook":
fen +="r";

break;



case "white_Bishop":

fen +="B";
break;
case "black_Bishop™:
fen +="b";
break;

case "white_Knight":

fen +="N";
break;
case "black _Knight":
fen +="n";
break;

case "white_Pawn":

fen +="P";
break;
case "black _Pawn":
fen +="p";
break;
}
}
else fen +="1";
by
fen +="/",

}
I/l Debug.Log(fen);

return fen;
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WK,

#region Generate Moves

public void PawnMovePlateGenerate(int localy)
{
int X = xBoard,;

inty = yBoard + localy;

Game sc = controller.GetComponent<Game>();

if (sc.PositionOnBoard(X, y))
{

if (sc.PositionOnBoard(x + 1, y))
{
If (player == "white" && isWhite())
PosibleMoves.posibleMovesArray[x + 1, y] = 2;
else if (player == "black" && lisWhite())
PosibleMoves.posibleMovesArray[x + 1, y] = 2;

}
if (sc.PositionOnBoard(x - 1, y))

{
if (player == "white" && isWhite())
PosibleMoves.posibleMovesArray[x - 1, y] = 2;
else if (player == "black” && lisWhite())
PosibleMoves.posibleMovesArray[x - 1, y] = 2;



public void PointMovePlateGenerate(int localx, int localy)
{
int x = xBoard + localx;

inty = yBoard + localy;

Game sc = controller.GetComponent<Game>();
If (sc.PositionOnBoard(X, y))
{
GameObiject cp = sc.GetPosition(x, y);
if (cp == null)
{
If (player == "white" && isWhite())
PosibleMoves.posibleMovesArray[X, y] = 3;
else if (player == "black" && lisWhite())
PosibleMoves.posibleMovesArray[X, y] = 3;

¥
else if (cp.GetComponent<ChessMan>().player != player)

{
if (player == "white" && isWhite())
PosibleMoves.posibleMovesArray[X, y] = 3;
else if (player == "black" && lisWhite())
PosibleMoves.posibleMovesArray[x, y] = 3;

public void LineMovePlateGenerate(int xIncrement, int ylncrement)

{
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Game sc = controller.GetComponent<Game>();
int X = xBoard + xIncrement;

inty = yBoard + yIncrement;

while (sc.PositionOnBoard(x, y) && sc.GetPosition(x, y) == null)

{
if (player == "white" && isWhite())
PosibleMoves.posibleMovesArray[x, y] = 2;
else if (player == "black" && lisWhite())
PosibleMoves.posibleMovesArray[x, y] = 2;

X += xIncrement;

y +=ylncrement;

If (sc.PositionOnBoard(X, y) && sc.GetPosition(X,
y).GetComponent<ChessMan>().player != player)

{
if (player == "white" && isWhite())
PosibleMoves.posibleMovesArray[x, y] = 2;
else if (player == "black" && lisWhite())
PosibleMoves.posibleMovesArray[x, y] = 2;

#endregion

public void KingMovePlateGenerate(int localx, int localy)

{

int X = xBoard + localx;

88



89

inty = yBoard + localy;

Game sc = controller.GetComponent<Game>();
If (sc.PositionOnBoard(X, y))
{
GameObiject cp = sc.GetPosition(x, y);
if (cp == null)
{
If (player == "black" && isWhite())
PosibleMoves.KingpossibleMovesArray[Xx, y] = 3;
else if (player == "white" && !isWhite())
PosibleMoves.KingpossibleMovesArray[X, y] = 3;

¥
else if (cp.GetComponent<ChessMan>().player != player)

{
if (player == "black" && isWhite())

PosibleMoves.KingpossibleMovesArray[Xx, y] = 3;
else if (player == "white" && lisWhite())
PosibleMoves.KingpossibleMovesArray[Xx, y] = 3;

#region

public void PromotionWhiteQueen(int x, int y)

{

ChessMan pawn = controller.GetComponent<Game>().GetArray(X, y);

Destroy(pawn.gameObject);
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controller.GetComponent<Game>().Create("white_Queen", X, y);

public void PromotionWhiteRook(int x, int y)

{
ChessMan pawn = controller.GetComponent<Game>().GetArray(X, Y);
Destroy(pawn.gameObject);

controller.GetComponent<Game>().Create("white_Rook", X, y);

public void PromotionWhiteBishop(int x, int y)
{

ChessMan pawn = controller.GetComponent<Game>().GetArray(X, Y);
Destroy(pawn.gameObject);

controller.GetComponent<Game>().Create("white_Bishop", X, y);

public void PromotionWhiteKnight(int x, int y)
{

ChessMan pawn = controller.GetComponent<Game>().GetArray(X, Y);
Destroy(pawn.gameObject);

controller.GetComponent<Game>().Create("white_Knight", X, y);

#endregion

A.4 Knac PossibleMoves:
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public class PosibleMoves : MonoBehaviour

{
public static int[,] posibleMovesArray = new int[8, 8];

public static int[,] KingpossibleMovesArray = new int[8, 8];
public static bool IsPlay;
public static UnityEvent GenerateKingMoves = new UnityEvent();

public static UnityEvent GenerateMovesl = new UnityEvent();

public GameObject controller;

public static void OnGenerateKingMoves()

{

GenerateKingMoves.Invoke();

¥

public static void OnGenerateMoves()

{

GenerateMovesl.Invoke();

}
private void Update()

{
iIf (Input.GetKeyDown(KeyCode.H))

{

GeneratePosibleMove();

Il GeneratePossibleMovesKing();
}

If (Input.GetKeyDown(KeyCode.L))
{



CheckForCheck();

iIf (Input.GetKeyDown(KeyCode.F))

{
/I GeneratePossibleMovesKing();

public void Start()
{

GenerateMovesl.AddListener(GeneratePosibleMove);

GenerateKingMoves.AddListener(GeneratePossibleMovesKing);

void GeneratePosibleMove()

{
ChessMan[,] ChessMans = new ChessMan[8, 8];

for (inti=0;1<8;i++)
{
for (intb =0; b <8; b++)

{
posibleMovesArray[i, b] = 0;

for (inti=0;1<8; i++)
{
for (int12=0; 12 <8; i2++)
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ChessMansg[i, i2] = controller.GetComponent<Game>().GetArray(i,

iIf (ChessMansi, i2] != null)
{
switch (ChessMans[i, i2].name)
{
case "black_King":
case "white_King":
ChessMansg[i, i2].PointMovePlateGenerate(-0, 1);
ChessMansg[i, i2].PointMovePlateGenerate(-0, -1);
ChessMansg[i, i2].PointMovePlateGenerate(-1, -1);
ChessMansg[i, i2].PointMovePlateGenerate(-1, -0);
ChessMansg[i, i2].PointMovePlateGenerate(-1, 1);
ChessMansg[i, i2].PointMovePlateGenerate(1, -1);
ChessMansg[i, i2].PointMovePlateGenerate(1, -0);
ChessMansg[i, i2].PointMovePlateGenerate(1, 1);
break;

case "black_Queen™:

case "white_Queen":
ChessMansJi, i2].LineMovePlateGenerate(1, 0);
ChessMansg[i, i2].LineMovePlateGenerate(0, 1);
ChessMansg[i, i2].LineMovePlateGenerate(1, 1);
ChessMansg[i, i2].LineMovePlateGenerate(-1, 0);
ChessMang[i, i2].LineMovePlateGenerate(0, -1);
ChessMans[i, i2].LineMovePlateGenerate(-1, -1);
ChessMansg[i, i2].LineMovePlateGenerate(-1, 1);
ChessMans[i, i2].LineMovePlateGenerate(1, -1);

break;



case "black_Knight":

case "white_Knight™:
ChessMans[i, i2].PointMovePlateGenerate(1, 2);
ChessMans[i, i2].PointMovePlateGenerate(-1, 2);
ChessMansg[i, i2].PointMovePlateGenerate(2, 1);
ChessMansg[i, i2].PointMovePlateGenerate(2, -1);
ChessMans[i, i2].PointMovePlateGenerate(1, -2);
ChessMansg[i, i2].PointMovePlateGenerate(-1, -2);
ChessMans[i, i2].PointMovePlateGenerate(-2, 1);
ChessMansg[i, i2].PointMovePlateGenerate(-2, -1);

break;

case "black_Bishop™:

case "white_Bishop™:
ChessMansg[i, i2].LineMovePlateGenerate(1, 1);
ChessMansg[i, i2].LineMovePlateGenerate(1, -1);
ChessMang[i, i2].LineMovePlateGenerate(-1, 1);
ChessMansg[i, i2].LineMovePlateGenerate(-1, -1);

break;

case "black_Rook":

case "white_Rook":
ChessMansg[i, i2].LineMovePlateGenerate(1, 0);
ChessMansg[i, i2].LineMovePlateGenerate(0, 1);
ChessMang[i, i2].LineMovePlateGenerate(-1, 0);
ChessMang[i, i2].LineMovePlateGenerate(0, -1);

break;

case "black_Pawn":



ChessMansg[i, i2].PawnMovePlateGenerate(-1);
break;

case "white_Pawn":
ChessMans[i, i2].PawnMovePlateGenerate(1);
break;

GeneratePossibleMovesKing();

void GeneratePossibleMovesKing()

{
ChessMan[,] ChessMans = new ChessMan[8, 8];

for (inti=0;1<8;i++)

{
for (intb =0; b <8; b++)
{
KingpossibleMovesArray[i, b] = 0;
¥
by

for (inti=0;i<8;i+t)

{
for (inti2=0; 12 <8;i2++)
{
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ChessMansg[i, i2] = controller.GetComponent<Game>().GetArray(i,

if (ChessMansi, i2] !'=null)
{
switch (ChessMans([i, i2].name)
{
case "black _King™:
case "white_King":
{
ChessMansJi, i2].KingMovePlateGenerate(0, 1);
ChessMansg[i, i2].KingMovePlateGenerate(0, -1);
ChessMansJi, i2].KingMovePlateGenerate(-1, -1);
ChessMansg[i, i2].KingMovePlateGenerate(-1, 0);
ChessMansg[i, i2].KingMovePlateGenerate(-1, 1);
ChessMans[i, i2].KingMovePlateGenerate(1, -1);
ChessMang[i, i2].KingMovePlateGenerate(1, 0);
ChessMans[i, i2].KingMovePlateGenerate(1, 1);

}
break;

for (int x = 0; X < 8; x++)
{
for (inty =0; y <8; y++)

{
if (posibleMovesArray[x, y] '= 0 && posibleMovesArray[x, y] != 3)

{
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KingpossibleMovesArray[x, y] = 0;

public static bool CheckForCheck()
{
GameObject controllerl =
GameObject.FindGameObjectWithTag(*GameController");
ChessMan[,] ChessMans = new ChessMan[8, 8];
int kingX = -1,
int kingY = -1,
OnGenerateKingMoves();
OnGenerateMoves();
for (int X = 0; X < 8; x++)
{
for (inty =0; y <8; y++)
{

ChessMans|[x, y] = controllerl.GetComponent<Game>().GetArray(X,

y);
iIf (ChessMans[x, y] = null)

{
If (ChessMans|x, y].player == "white" && !ChessMans|[Xx,

y].isWhite())

if (ChessMans|[x, y].name == "white_King")

{
kingX = x;



y].isWhite())
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KingY =vy;

break;

else if (ChessMans[x, y].player == "black" && ChessMans|[Xx,

if (ChessMans[x, y].name == "black_King")
{

KingX = x;

kingY =v;

break;

¥
if (kingX I=-1 && kingY !=-1)
break;

if (posibleMovesArray[kingX, kingY] == 2)

Debug.Log("King is in check!");
return true;

}

else

{
Debug.Log("King is safe.");

return false;
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return false;

A.5 Knac MovePlate

public class MovePlate : MonoBehaviour
{
public GameObject controller;
GameObject reference = null;
public ChessMan chessMan;
int matrixX;
int matrixY;

public bool attack = false;

public void Start()
{
if (attack)

{

gameObject.GetComponent<SpriteRenderer>().color = new Color(1.0f,
0.0f, 0.0f, 1.0f);

¥

¥
public void OnMouseUp()

{
controller = GameObject.FindGameObjectWithTag("GameController");

If (chessMan.firstMove) { chessMan.firstMove = false; }

if (attack) // aTaka Ha KOpOJIsl, Hy»KHa MTPOBEPKa
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GameObject cp =
controller.GetComponent<Game>().GetPosition(matrixX, matrixY);

if (cp.name == "white_King")
controller.GetComponent<Game>().Winner("black™);

if (cp.name == "black_King")
controller.GetComponent<Game>().Winner("White");

Destroy(cp);

controller.GetComponent<Game>().SetPositionEmpty(reference.GetComponent<Chess

Man>().GetXBoard(), reference.GetComponent<ChessMan>().GetYBoard());
reference.GetComponent<ChessMan>().SetXBoard(matrixX);
reference.GetComponent<ChessMan>().SetY Board(matrixY);
reference.GetComponent<ChessMan>().SetCoords();
controller.GetComponent<Game>().SetPosition(reference);
controller.GetComponent<Game>().NextTurn();
reference.GetComponent<ChessMan>().DestroyMovePlates();

}
public void SetCoords(int x, int y)

{
matrixX = X;
matrixY =y,

¥
public void SetReference(GameObject obj)

{

reference = obj;

}
public GameObject GetReference()

{
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return reference;

JIOJIATOK B

Caaiigu Ilpe3enTanii
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HaujoHanbHWIA yHiBEpCKTET «3anopisbKa NosiTexHika»
Kadepnpa nporpamHux 3acobis

AunnomHa poboTa bakanaspa

PO3POBKA MOBIJIbHOIO AOOATKA "LLAXK"
HA NAATOOPMI UNITY
DEVELOPMENT OF THE CHESS MOBILE APPLICATION
ON THE UNITY PLATFORM

BukoHas: cT. rpynu KHT-220 cn Biktop LWeBuoB

KepiBHMK: K.T.H.
2023

Pucynok b.1—- CnaiinNel

>Ta poboTn, 06’eKT Ta NnpeaMeT AO0CNIAKEHHA

* O6’eKT AocnigxeHHa — irpu, ctBopeHi Ha naatdopmi Unity.

* [peamet pocnigeHHs — nporpamHe 3abesneyeHHA MobinbHOro
nopatky «Laxu».

* MeTta po60oTtu — Po3pobieHHss MOGiNbHOro A0AaTKY ANS TPU Y LWaXMK.

Pucynox b.2— CnaiinNe2
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3aBAaHHA A0 poboTu

* Po3pobutu noriky rpm B Waxu, BKAKOYa4YM npasuna pyxy ¢iryp,
nepesipKy Ha Wax Ta maT, 0bpobKy xoais rpasLiB i nepemory.

* Po3pobutu 3pyuHni iHTepdpenc ana B3aEMofil 3 104aTKOM,
BK/IKO4AKO4YM Bi3yasizauito AoWKK, Piryp, KHOMOK Ta iHWNX eIeMEHTIB
ynpas/iHHA.

* 3abe3neynT MOXKAMBICTb FPU Ta BUPILLIEHHA 33434 Ha Pi3HUX
nnatdopmax, TakMx AK Komn'totepur, MobinbHi NnpmucTpoi Towo.

* [lpoTecTyBaTH Ta ONTUMI3yBaTK A0AATOK A8 3abe3neyeHHs Moro
epeKTUBHOCTI Ta cTabinbHOCTI.

Pucynok b.3— CnaiinNe3

AHa/113 aHaNoriB

‘

MaE S2AMHE CNISTOE3QWMCTES, WR A03S0MRE BIACYTHICTD MYAETWNNEER3: AONSTOK He M3E[ofsTox NOIBOARE FDETH B WaXM 3 HAM3E MOMAWEICTD rpatH

cynep ] AR TP CTi [PETH 3 IHWEAMS TRSELAMM CHASHH, KOMN'HTEPOM  HE  PISHMX  PISHAXS PeXeMi  OHAEAH 3
& HOKYCYETDOR AMLWE 3 HEBYEHHI CEABAHOCTI 500 3 IHUWMM MPIBLANK HWHMKH  BDOPMCTYEIH3MMH
3 yohotD  CEITY, Wo
BOIE0RAS IHEATH
cynepHwMkiz  Gyae-Axoro
pizsA
Mpa = KOMN'W-TEPOM, TPE 3 HIMME TPESUAMK BIACYTHI GOAATHOR DESMMM, NHILE Ipa LOEECNAE EMOWPETH PIESHD CRNAGHOCTI PIEHOMERITHI [I=RET
(DHAGME, HIBYEHHA WaXaM TP 3 KOMN'ETEROM naiw,  ipM  mpoTW

KDPHCTYEIHIE T3
KOMTHTERY T3 THWi
TREHYEINDHI PEHMMM

BaraTo HAE4A/BHIMX MaTEPianie, NaznM Ta CTatel Ginnwe 1000 piSHE CKNSAMOCTI ANR BHMEMEHHA HE M3t DIEZHOMEHITHI

LUSXOEME TAKTHE T3 MOKPALLEHHR HIEHHOR MaTepiania gaR nouaTrisUia pECYpOM:  WI3XOEI NEZAM,
CTETT T3 TREHYEANDHI
PSRN

BezxowToeHa eepcia [ MaaTxi omys fal1 i i MTOEHOT SEPCT: GERK SYHELE T3 MITERIEAN MOYTE ByTH AOCTYNHI AMLWE ANA NNSTHWX KOPHCTYEEHIE € GeskowTosHMM  gnR
BLTEHOBNEHHA Ta
BMKOPUCTEHHA, & TAKOH
BiAKDHTHI ANA CNIAEHOTH
m—— e
OCofinMB] TEXHFHI EMMON E pewdmi oHAZIH weofxigws cTEbinoHe TaYepss EiACYTHICTD MYALTHNASEDE IHTEPHET HE He MaE oCofNMEME TEXHIHHEG BMMOT
EHIKE [HTEPHET 2'E0H3HHR notpiSed | aoGpe NPSWDE HEEMD H3 CTEPHX
EEprifx TEnethoHis

Pucynok b.4— CnaiinNe4
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[TopiBHAHHA MOB NPOrpamMyBaHHA

JavaScript

Unreal Engine, Qt

Android, Spring Mode.js, React

Pygame, Django

5 i CHHTAKCHYHO
MopjBHwi go C MogifHui C++ i o i3HOMaHITHHIA,
(i ] Ao Cf EHCNpEeCHBHUA P L.
AMHAMIUHWA
CnincHoOTa
. Benuka, aKTMEHa Benuka, akTMBHA Benuka, aKkTMBEHA Benuka, aKTMEHA Benuka, aKTMEHa
pozpobHukis

. Pozpobra irop, i N
Pozpobwa irop, eeb- s Horo Pozpobka irop, eeb Poapobka irop, eeb Po3apobka Beb-

[0OATHIB, AECHTOMHHK AOAATHIB, MOBINEHUKX  AOAATHIE, HaYKOBI [AOAaTHIE, Bpay3epHUx

[O00aTHIB :5;:]]33“' "x::ﬂ' AO0OaTHIE ob4yMcneHHa irop

Mpuknagn
BUHOPHCTaHHA

Pucynok b.5— CnaiigNe5

BHAHHSA IHTErPOBaHMX CepenoBULL PO3POOKHK

_ = ﬂ“—

Migrpymyeani moes C#, C++, Java, Python Talava, Kotlin, Scala ma inwi Java, C++, PHP T3 ikwi Pythan, JavaScript, HTML/CSS Ta Swift, Objective-C, C++Ta iHuwi
NpOTPaMyEaHHA L iHLWi

[y ENTEER DR LTS ETI . NET, Unity, Xamarin Android, Spring, JavaFX  Android, Java, PHP, Django, Flask, Web T3 iHwi 05, mac03, watchOs, twO5
Jzvalcript T3 iHwi
PYHELIOHANEHICTL T3 Bucora Bucoka CepegHA Bucoka CepeaHA
NPOAYETMEHICTL
Taw Tak Tak Tax Hi

Hanarogysasna 1@ MoexHa nigrpumea MNoeHa nigrpumka MoeHz nigrpHmea Moexa nigrpumka MosHa nigrprmea
NpopinosaHHA

Benwka, 2kTHEHE Benvka, aKTHEHE EBennka, aktmeHa Benwea, skTrEHa Benmia, aKTHEHE

igTpenca cHoTen KoHTROMD (=0T Git, SWN, iHwi Git, SV, iHwi Git, VM, iHwi

[ sepcii

Pucynox b.6— CnaitnNe6
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Cxema 3a/1eKHOCTen Kacis

IsPlay

7
Pucynox b.7— CnaitnNe7
CKpiHLLIOTM OCHOBHUX CUeH A04aTKY
lonoBHE MeHIO Nporpamm Irpose none ‘ .

Pucynok b.8— CnaiigNe§
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No

Are u sure u wanna quit
the game?

.m T

w

0 2 &

o £ =)

IW =4

s Y
i

CKPIHLWOTK 3 TpKU
Pucynox b.9— CnaiinNe9
30BHILHIM BUI1A0 MEHIO Ta iHLWMX KHOMOK

Pucynok b.10— CnaitnNel0
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HOBKU

* Byno npoBefeHo ornaz, icHyH4YMX NPOrpaMHUX aHaoriB, BKAKYaKyu Beb
canTu Ta MobinbHi AoaaTKW. Y pesynbTaTi, 3 ypaxyBaHHAM ix obmeKeHb,
BMABAEHO 0cobanBocCTi po3pobaeHoro WaxoBoro AoAaTKy.

* Byna BU3HauyeHa CTPyKTypa AaHux, ba3oBi BUMOrK A0 Nporpamu,
po3pobneHa apxiTekTypa nporpamm Ta anroputm poboTn Ha OCHOBI LMX
BMMOT. bynu peanisoBaHi BignoBigHi KOMNOHEHTH WaxoBoi AOLWKK, diryp,
npaBwWA FpW Ta NOTiKKM NepemilteHHA ¢iryp.

* Po3pobneHni WaxoBmi A40AATOK NMOKPALLYE 3pYYHICTb rpK B LWAXM,
[A03BO/IAKOYMN KOPUCTYBAYaMm rpaTu y byab-aKni 3py4HU ANA HUX Yac Ta
MicLie. BiH TakoX Ha4ia€e MOX/IMBICTb BAOCKOHA/IMTW HABUYKM TPy B LUAXM,
HaBYMTWUCA CTPATETII Ta TAKTUKU TPW.

Pucynok b.11- CnaiigNel 1

[1AaKyto 3a yBary!

Pucynoxk b.12— CnaiigNel2



