








PE®EPAT

JlurniomHa po6oTa MICTUTh 42 CTOPIHOK MOSICHIOBAJILHOI 3aMTUCKH, 32 PUCYHKIB, 1
TabuLs, 5 101aTKiB, 15 mKkeper.

JumiomHa po6oTa mpUCBSYEHA MPOEKTYBaHHIO Ta po3poOii MobimbHOI Tpu «Drag
Racing» mis npucTpoiB Ha onepaitiiiHiii cucremi Android. i yac BUKOHAHHS AMILIOMHOT
poboTu OyJji0 MpoaHaIi30BaHO OCHOBHI TEHJEHII y po3poOIi MOOITBHUX 3aCTOCYHKIB,
PO3TISTHYTO AHAJOTH JIaHOI TPH, BUSBIEHO 1X HEJOJIKHU, Ha OCHOBI SIKHX CTBOPEHO HOBY
MOOUTBHY TPy 3T1IHO 13 3asBJICHMM TE€XHIUHHMM 3aBJIaHHAM. byno po3pobieHo rpadivne
3a0e3neyeHHs] TpU, CTPYKTYpy T'pH, Ta camy rpy. [IpoBenene TecTyBaHHA po3poOsieHOT
MOOUIBHOI T'pH, a TaKoX OyJaM PO3pOOJIEHHI IHCTPYKIi II0J0 BHUKOPUCTAaHHS Tpu. g
pO3po0JIeHHST TpU BUKOpHUCTaHO OaratoruiargopmoBuit 1HCTpyMeHT Unity Ta 00'€KTHO-
Opl€HTOBaHY MOBY IporpamyBaHHs C#.

KitouoBi cioBa: MoOUIbHA TPa, MOJIENIIOBAHHS, ITpOrpamMyBaHHs, TpoekTyBaHHs, C#,

Unity, Android.
ABSTRACT

Thesis contains 42 pages of explanatory note, 32 drawings, 1 table, 5 appendices, 15
sources.

Thesis is devoted to the design and development of the mobile game "Drag Racing"
for devices running the Android operating system. During the thesis the main trends in the
development of mobile applications were analyzed, analogues of this game were
considered, their shortcomings were identified, on the basis of which the game was created
in accordance with the stated technical task. Graphics of the game, the structure of the
game, and the game itself were developed. Testing of the developed mobile game was
conducted, as well as instructions on the use of the game were developed. The multi-
platform tool Unity3D and object-oriented programming language C # were used to
develop the game.

Keywords: mobile game, modeling, programming, designing, C#, Unity, Android.
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TEXHIYHE 3AB/IAHHA

Po3pobuti Ta mporpamMHO peaii3yBaTH Ha OCHOBI KOMITHOTEPHUX TEXHOJIOTIH
MoOiTbHY Tpy «Drag Racing» B sxaHpi neperonu mij onepainiiiny cucremy Android. J{ms
PO3pOOJIEHHS JaHOI I'PU BUKOPHUCTATH Oararoriar@opMoBuid iIHCTpyMEHT Ta pymiid Unity.
Jloriky MOOTBRHOT TpU peanizyBaTh 3a JOMOMOIol0 MOBH mporpamyBaHHs C#. [lns
JIOCATHEHHSI IOCTABJICHOT METH MOTPIOHO BUPIIIIMTH HACTYIIHI 3a/1a4i:

1) Anani3 iICHYIOUHMX aHAJIOTIB Ta BUOIp crioco0y peai3aiiii;

2) Po3po0OiieHHs cCTpyKTypy MOOUTBHOT IpH;

3) Po3po0OJieHHsI iIrpOBOT0 3aCTOCYHKY;

4) TecTyBaHHS MPOECKTY.

3a pe3yJabTaTaMy MPOBEAEHOI pOOOTH CKIIACTU TMOSCHIOBAJIBHY 3aIMCKY, SKa

Kle TCOpeTI/I‘-IHO‘l' YaCTUHHM Ma€ MICTUTH B COOl1 ACTAJIBHC ITOJCHCHHA BUKOHAHHS KOXXHOTI'O

KpPOKY 3aBIaHHAI.
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IEPEJIIK CKOPOYEHDb TA YMOBHUX ITO3HAYEHb

Android - onepariiina cucrema i iargopma T MOOITEHUX Telle()OHIB Ta TUTAHIICTHUX
KOMII'TOTEPIB, CTBOpPeHa kKoMmmaniero Google Ha 6a3i siapa Linux.

Unity - OGararomnaropMoBuil 1HCTpYMEHT IJIsi PO3POOKH BiI€OIrop i 3aCTOCYHKIB Ta
pyIIili, Ha SKOMY BOHHU IPALIOIOTh.

C# - 00'ekTHO-OpiEHTOBAHA MOBA MPOTrPaMyBaHHS 3 0€3MEYHOI0 CUCTEMOIO THIII3aIli s
mwiatdopmu .NET.

IDFA - yHikanpHU pekiiaMHui 11eHTudikaTop s TpuctpoiB Apple.

KPI (aurn. key performance indicators) - ¢hinancoBa Ta He(hiHaHCOBa CHCTEMa OIIHKH, sIKa
J0TIOMarae Oprasizanii BA3Ha4YUTH CTYIIHb JOCSTHEHHS CTPATErTYHUX LIJIEH.

Cupaiit (anru. sprite) - rpadgiyauii 00'ekT y KoMI'toTepHii rpadiri.
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BCTYII

Po3po6ieHHs MOOITBHUX 3aCTOCYHKIB 1€ YK€ MEPCIICKTUBHE 1 BUTITHE 3aHSTTS.
OpauM 13 HaWIIKaBINIUX HAMPSAMKIB € MOOLIBHI irpu. OHaK, irpu - 1€ JTOCUTh CKIIAIHI
IporpaMu, a BpaxoBYIOUH, III0 Ha PUHKY ICHY€E SK MIHIMYM JiBl MOOUIBHI T1aTdhopMu, Ha
SK1 BapTO OPIEHTYBATUCA, CKJIAJIHICTh 3pOCTa€ BABIYI. Y HalIl AHI ICHye 06arato irpoBUX
MOOLUTPHUX 3aCTOCYHKIB. J[BOBUMIipHi, TPUBUMIpHI, BIpTyaJIbHOT peasibHOCTI Ta iHmmi. Ha
NEepIIUi OIS, BXKE 3p00JICHO BCe IO MOTPIOHO 1 MOKHA OyJi0 O MPOCTO CTBOPIOBATU
BiacHy Tpy. OmHAaK 3a CTaTHCTHKOIO OJM3bKO MOJOBHHM 3 Tom 100 MOOUTEHUX irop
3p0o0JICHO Ha BJIACHUX pYyIIisAax. MoOUIbHI Irpyd 3aiiMalOTh JOCHUTh CEPHO3HY HINIY B
Cy4acHii 1HIyCTpii BiJie0-po3Bar.

AxkTyanbHicTb TemH: CbOrojHi Ha PHUHKY MOOUIBHOI PO3POOKH MOXKHA
CIIOCTEpIraTH MapaJoKCcallbHy CUTYaIlil0: TEXHOJIOT1i BUNIEpeIKatoTh 1yMKy. [Iporpamictu
Ta JIU3ailHEpU OTPUMAJIA Yy CBOE€ PO3MOPSAIKEHHSA IIMPOKUH HAOIp 1HCTPYMEHTIB Ta
TEXHOJIOT1M, Ha 0a3l SIKHX MOXHa TeHepyBaTW Oe3iy 1ed Al MOTEHUIMHO YCHIITHUX
MOOUTBHHMX 3aCTOCYHKIB. He BUIagkoBO 0COOIMBOI MOMYISIPHOCTI Ha0yBae Takuil hopmat
po3Bar fK 1rpu, sikuid 00'ennye [T-¢paxiBuiB a1 cniibHOI poOoTH. PUHKY MOTpiOHI HOBI
KOHIIETIIIi B TaHii cdepi.

O0’ekT AOCJIIKEHHsI: TIPOIIeC PO3POOICHHS MOOUIHHOTO, JBOMIPHOTO ITPOBOTO
3aCTOCYHKY Yy JKaHpi MeperoHu 3a jgomomororo Unity mis mpucTpoiB Ha omnepartidHin
cuctemi Android.

IIpeamer nociigzKeHHs1: METOAM, 3acO0M, MpUOMHU Ta 1H(GOpPMAILIITHI TEXHOIOTIT
po3pobiienns irposoro I13 mjst mprcTpoiB Ha 6asi onepamiiinoi cuctemu Android.

Metow numioMHOi poOOTH € PO3pOOUTH Ta BIOCKOHAJIUTH HA OCHOBI aHATI3y
aHaJIOT1B aHO1 I'pY MOOLTLHUM 3aCTOCYHOK 3T1JIHO 13 3asiBJICHUM T€XHIYHUM 3aBJIAHHSIM.

PesyabTaTom podoru € apk-gaitn rorosoi mobimsHOI rpu «Drag Racing» mms

NPUCTPOIB Ha omepariitHii cucremi Android.



PO3/11 1. OIJISA ] CYYACHOI'O CTAHY POBJIEMHOI OBJIACTI

1.1. CraTucTUKA PUHKY MOOIIBLHUX irop

PuHOK MOOUTBHHX iTOp MOCTIHHO 3MIHIOETHCA. SIKIIO BU SIBISETECS PO3POOHUKOM
MOOUTBHUX 1M0p, BUJABIIEM, MAPKETOJIOIOM a00 1HBECTOPOM, BaM HE0OX1IHO OyTH B Kypcl
TEeHJICHI[I PUHKY MOOUTBHUX 1TOp 1 PO3YMITH, KyAH pyXaeTbcs rany3sb. Lle equnuii crocio
OpuiiMaTi 3BaXKEH1 PIIICHHS, OTPUMYIOUM I[iHHY i1H(pOpMAaIlil0 TPO MOTOYHUN CTaH
1HIyCTpii MOOLTBHUX irop Ta ii MaiiOyTHe. KpiMm Toro, kopucHow Oyze iHdopmarliis mpo
MOOLUTFHUX TPaBLIB, CTATUCTUKY MOHETH3AIli , 3aJly4eHHSI KOPUCTYBAUiB 1 HAMBaKIIUBIIII
KPI moOuIbHMX 1T0D.

VY nonepennbomy poiii (2022) Mu criocTepirajiu KOpPEKIilo PUHKY MOOUIBHHUX 1rop
MICIIsl ABOX POKIB 3pOCTaHHs, KE BIIOYJI0CS B Pe3yJibTaTi KapaHTHHY. [ ToOaibHa penecis,
sminun IDFA Ta OypximBuil mepiol Ha KUTAWCbKOMY PHUHKY IrOp TaKOX BIUIMHYJIH Ha
TMaJIIHHS CBITOBOT'O PUHKY 1rop.

Opnak majiHHA MICAS KapaHTUHY OyJIo OYIKYBaHMM, TOMY MH 3 ONTHMI3MOM
JTUBUMOCSI B MaiOyTHE PUHKY MOOUTHHUX 1TOp, HE3BAXKAIOYM Ha eKOHOMIUHMM cnaj. Kpim
TOTO, HaBITh HE3BAXKAIOUM HA MaJIHHA PUHKY, MOOUIBHHMI 3B’S30K € HAMYCHIIIHIIIUM 1
HaWUMPUOYTKOBIIIMM CEKTOPOM MPOMHUCTIOBOCTI.

['moGanbHMii pUHOK 1rop, BKIIIOYAIOUM MOOUIBHI Ta 1HIN TUIAaTQOpMHU, 3apoOuB
noHaa 184 minespau nonapiB y 2022 poui. e Ha -4,3% MeHIIe MOPIBHAHO 3 MUHYJUM
pokomM. OuikyeTbces, 110 10 2025 poky Bin 3pocte 10 211 minmbsapais qoaapis (Newzo00). Y
[liBH14HIN Amepulli puHOK irop BmaB Ha -5,1% MOpIBHSHO 3 MUHYJIUM pOKOM 10 48,4
MuIbspAa nonapis y 2022 poui, a B €Bponi BiH BlaB Ha -3,5% MOPIBHAHO 3 MUHYJIHUM
pokoMm 10 32,9 minmbapaa gonapiB. PuHok irop B A3iaTChKO-THXOOKEAHCHKOMY PETiOH1

nocst $87,9 mupn 13 maniHHAM Ha -5,6% TOPIBHSHO 3 MUHYJIHM pokoM (puc. 1.1).


https://www.blog.udonis.co/mobile-marketing/mobile-games/mobile-game-market-trends

2022 Global Games Market

Per Segment

Browser PC Games

$2.3Bn

Dowloaded/Boxed
PC Games

$38.2Bn

+1.8% YoY

Console Games

$51.8Bn

2022 Total

$184.4Bn

-4.3%
Yoy

Mobile Games

$92.2Bn

Pucynok 1.1. Po3mip puHKy i 1oxia Bix MoOJIbHUX irop

I3 184 wminbsipaiB gonapiB, oTpumanux y 2022 poili BciMa THMaMH irop, 4acTka
PUHKY MOOLIBHUX 1rop cTaHOBUTH 50%, ab0 92 Minbesapau gosapis. KoHCONbHI Irpyu Manu
28% noxoy, kKoM 1oTepHi irpu — 21%, a Opay3epHi KoM t0TepHi irpu — nutie 1%.

JHoxin Big MoOUTbHUX irop y 2022 pori ckiaB 92 minbsipau gonapis, mo Ha -6,4%
MEHIIIe TIOPIBHSHO 3 MUHYJIUM pokoM. He3Baxaroun Ha 3HWKEHHS TOXOY, CIIOCTEpIraBcs
CIUIECK 3aBaHTaXeHb MOOUTbHUX irop. Y 2022 pomi iX KUIBKICTH Jocsria maixe 90
MUIBAPAIB, O Ha 6 MulbaApAiB Outbmie, HiX y 2021 poui. OCHOBHUM ApailBEpoM
3aBaHTaXeHb OyJU TinepKasyaibHl irpu. Statista mporHosye, mo 10 2027 poKy pUHOK
MOOUTbHHX 1rop 3pocte 1m0 419 minmeapaiB gonapiB. CepemHiit m0Xig Ha KOpPUCTyBada
(ARPU) it MmoOunbHUX irop pocsrHe $164 y 2023 porri.

V¥ 2022 pomi kopuctyBaui B [nnonesii, bpasunii, CayniBcekiit Apasii, CiHramypi Ta
[TiBnenniit Kopei nepeBuiiniay 5 roquH Ha JeHb Y MOOUIBHUX J0JIaTKax Ta irpax. Tpiiiky
JigepiB MOOUTbHUX pUHKIB y 2022 poli 3a KIIBKICTIO 3aBaHTaXeHb ckianu Kurait, [nais
ta CIIA. Tppoma HaWOUTBIIUMU pUHKAMH MOOUTBHOTO 3B’s3Ky y 2022 pomi 3a
criokuBuMMH Butpatamu 0ynu Kuraii, CILIA ta fnonis. 1419 nqomatkiB Ta irop 3apoouiu
noHaa 10 MineioHIB nonapi y 2022 pori. 224 nepeunum 100 minbiioHiB gonapis, a 10
MepeBUITIIH | MUTBSIPI 0J1apiB.

Cranom Ha 2023 pik y MarasuHax JI0JaTKiB jocTymHo Maibke 700 000 irop —

ommswrko 500 000 y Google Play 1 200 000 B Apple App Store.
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Ham o0mupHUil CHCOK CTATUCTHKH MOOIIBHUX irop OyB OM HEMOBHUM 0e€3
MPOBITHUX KaHPIB 1 MipkanpiB. Jlani kanpu 1 mipkanpu Oynu minepamu y 2022 pori 3a
CTMIOXMBUMMH BHUTpPATaMH Ta 3aBaHTakeHHsAMH (puc. 1.2).

B 2021 W 2022

RPG

Strategy

$9.58
$9.18

Puzzle

$8.18
$8.08

Casino

$5.98
Shooter

$4.68

$4.98
$4.58B

Simulation

$4.18
$4.58

$3.28
$2.78  BUIA

Action

Sports

$2.38
$2a8 EIN

Arcade

$1.78
$1.88 ET U

Tabletop

50 $58 $108 $158 $208 $258

Pucynoxk 1.2. Hajikpauii skaHpu Ta mizKaHPH MOOLIbHMX irop
3a nanumu SensorTower, Halikpamumu xaHpamu y 2022 poil y BCbOMY CBITI 32

BaJIOBUM JIOX0JIOM OyJIH:

1. RPG (20,2 minbsipaa nomnapis);
Crpareris ($16,3 mipn);
Puzzle (89,1 mupn);
Kazuno (8 minbsapaiB noaapis);
Hlyrep ($4,6 mupn);
Cumymnsiis (4,5 Mimssipaa 101apiB);
Exmn ($4,5 mupn);
Cnopt (2,7 minesipzia 10J1apiB);
Arcade ($2,1 mupn);

© 0o N o gk~ WD

10.Hacrinbuuii ($1,7 mup).
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Haiikpamumu mijpkaHpamMu  MOOUIBHHX 1TOp, SIKI TPOAOBXKYIOTh PO3BUBATUCA,

HE3BaKalOYW Ha CBITOBI TEHACHITIT OyIIu:

e HaiinomynspHiiii mipKaHpyu MOOUIBHUX 1TOp 32 CIIOKUBYMMH BUTpaTamu : Puzzle —

Word, Match — Merge, Party — Party Royale, RPG — Roguelike ARPG i Simulation

— Creative Sandbox.

e Skmo MM NOJMBUMOCS Ha 3aBaHTAKCHHS, HAWUIMOMYJISAPHIIIAMU ITDKaHPAMHU
mMoOLIpHEX irop € RPG — MMORPG, Match — Match3, Match — Connect Tiles,
Match — Merge Ta RPG — Roguelike ARPG.

e HaiinmonynspHinn nipkaHpu MOOUIBHHMX I1TOp 32 KUIBKICTIO BUTPAYEHUX TOAMH :

cumynsaropu — Creative Sandbox, crtparerii — crpareris 4x, mard — Match3,

HACTUILHHUM IAaChIHC 1 TOJIOBOJIOMKA — CJIOBO.

3rigHo 3 pociimkeHHsM data.ai, HaikpamuMu irpamu MAU, y ski, IIBUJIIE 3a BCE,

IpaTUMYTh Pi3HI BIKOBI Tpymnu 300pakeHi Ha puc. 1.3. 3arajoM MoJIoai TPpaBIli JIFOOIATH

CTPUISTHUHY Ta ITPU-CUMYJSATOPH, TOAL K CTapili redMepH BiJAArOTh MepeBary irpam y

Ka3HnHO Ta IoJIOBOJIOMKaM.

w

Top Games by MAU Most Likely to Be Played

ROBLOX
(Simulation |
Creative
Sandbox)

Pokémon GO

(RPG | Location
RPG)

Subway Surfers

(Action | Runner)

Among Us!
(Party |
Mafia/Betrayal)

Clash Royale
(Strategy |
Summon-Battle)

N

—

%

&)

m

»

QO%

)

-\

by Age Group
35-44
Project arr Toca Life:
Makeover ! ‘:‘.3 World (Kids |
(Match | M3- ! gar" Creative
Meta) AW \\orid)
Bingo For Gacha Life
Cash (Casino | Lm o) (Simulation |
Bingo) Y Avatar Life)
. Coin Master

Two Dots ‘
(Match | Line) > ‘Porfyul Luck

Battle)
Clawee @ Porking Jam
p | & 3D
(Casino | Claw . (Hypercasual
Machine) k —l Puzzle)
The President. M Homescapes
(Hypercasual | (Match | M3-
Simulation) S Meta)

Pucynok 1.3. Haiikpamii irpu 3a BikOBOIO Ipynoro

Candy Crush
Saga (Match |
M3)

Wordscapes
(Puzzle | Word)

Wordle by
Goldfinch
Studios (Puzzle
| Word)

Happy Color
(Tabletop |
Coloring)

MobilityWare
Solitaire
(Tabletop |
Solitaire)
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Cynsiuu 3 1i€i CTAaTUCTUKH MOOUIBHUX 1TOp, OUYEBUIHO, IO PUHOK MOOUIBHUX IrOp
3a3HaB HeBenukoro cmamy B 2022 pomi micast 6ymy B 2020 1 2021 pokax. OgHak us
KOpEKIlisi PUHKY OyJia O4YiKyBaHOIO, 1 MH BIIEBHEHI, IO PHUHOK MOOUIBHHX Irop
cTaOLTi3yeThCs Ta MPOJOBKUTE 3pocTaTi y 2023 poIli Ta B HACTYIHI POKH.

Po3poOHukaM irop 1 MapkeTojioraM IOTpPIOHO 3MIHMTH CBOi cTpaTerii, Mmoo
30CEepeANTHCS Ha TMOKpAIEHHI B3a€MOJII 3 KOPUCTYyBauaMH Ta 3pOOUTH CBOi1 1rpu
MaKCHUMaJIbHO MPUBAOIUBUMU — 1€ KITFOY JI0 YCIIIITHOI MOHETH3AIII].

Kpim Toro, crparerii 3ajiydeHHsI KOpUCTYBadiB MOCTIHHO PO3BUBAIOTHCS, 1 3apa3 sK
HIKOJIM Ba)KJIMBO HAILIUTIOBATHUCSA HA MPABHIBHY ayIUTOPIIO 3a JOMOMOTOI0 MPAaBHIBHUX
orosnomieHb. 3MiHu IDFA cyTTeBO BIUIMHYIM Ha PUHOK MOOUIBHHUX IrOp, KM TaKOX
MpoAOBXKyBaTUMe po3BuBatucs 10 2023 poky.

Mu cnoctepiranu 3poctanHss NFT Ta OyiokuelH-Irop , SIKI MarOTh MOTEHIaN
Ha3aBXIW 3MIHUTH PUHOK MOOUIbHUX irop. Kpim TOro, po3mMoBH NpO METaBCECBIT
3MYCHJIM BCIX 3aJyMaTucs, sIK 1€ BIUIMHE Ha 1rpH.

VY Oynp-sKkoMy BUNAKY, OyJie IKABO CIIOCTEPITraTH, IK pPUHOK MOOUIBHUX 1rop Oyie

3MIHIOBATHUCS Ta PO3BUBATUCA B Maﬁ6YTHLOMy.
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1.2. Orasig ananoriB MoOiJILHOI rpu

He3Baxkaroum Ha BCl HE3PYUHOCTI Ir0p Y KaHpi MEeperoHu ik MOOUTbHHUX MPHUCTPOIB,
iX BXKE ICHY€ HE3JIYeHHA KUIbKICTh - BJIAIITYBATH MEPErOHH MOXHA MPAKTUYHO Ha OyIb
SKOMY BHUJI TPaAHCIIOPTY, MMOYMHAIOYM BIJ MOTOIIMKIIB Ta akBaOaillKiB 1 3aKIHUYIOUHU
KOCMIYHUMHU KOPAOJISIMH.

Need For Speed Undercover

Crapi 100pi TOHOYHI YacW TMOBEPHYJHCS 3HOBY: MalllMHA ile MO Tpaci, siKa JIUIIe
37IeTKa 3MIHIOE HaNpsSMOK, TIOBEPHYTH Ha JOpOTY, IO TPUMHKAE, 30BCIM HE
MPEJCTABIAETHCS MOKIMBOCTI. 3aT€ MOXHA WTHU B ApUQPT, CIOBUILHIOBATH MEPEOIr yacy,
KYITyBaTH HOBI MAaIllMHU, 3aMaTHCS 1X TIOHIHTOM. /[uHaAMIYHUHN Ta 3aXOTUTIOI0YUH 1TPOBUIA
npouec 3a0e3neuenuil. ['onosuuil mtoc NFSU npuromommuivsuii piBeHs rpadiku. Ha i
IHIIMX 1rop 31aeThbes, Mo EA mpocto mepectynmina mexy moxkiauboro. Jlo NFSU Takoi

rpadiku He Oys0 Hi B koro (puc. 1.4).

Pucynok 1.4. Mob6inbna rpa Need For Speed Undercover

Fastlane Street Racing

[le mepmi HOpMalibHI MEPErOHM B Mara3uWHi 3aCTOCYHKIB. Yci momepenHi Oynu 3
CYTT€BUMH Hefolikamu. [[yke ckiaaHi, aje BiJl I[bOTO HE MEHII I[ikaBi neperonu. bararo
MaIII{H, TIOMpaBaa 30BCIM HEpeasbHi, X0U 1 HaraayrTh 30BHIIIHIM BUTJISJIOM JIESKI dYyKe
nopori criopTkapu. [IpoTe, BCl MallMHKM CYTTEBO BIAPI3HAIOTHCS OJIHA Bl OJTHOI.

B ocHOBHOMY pexumi TpH - apKagHOMY, BH SK 3BHYAMHO TAHSIETECS 3 OMOHECHTAMU
PI3HHMH TpacamH, sIKI BIAKPUBAIOTHCS B MIpy MPOXOIKEHHS TpU. Y APYrOMYy PexXHMI,
OTIOHEHTOM CTaeTe cami BU: Tpeba MpoixaTh Tpacy HE 3adilaioud OrOpoX, BCTUTHYTH
MpoiXaTu NOTPIOHY KIJIBKICTh K1J1 1 HA3JJOTHATH OTIOHEHTA.

Ha camomMy modatky rpyu HEOOXiHO MOTEPHITH OYKBaJIbHO Mapy T'OJWH, 3BUKHYTH B
VOpaBIiHHI, TEPEHHSTHCS JTyXOM TpH 1 KUIbKa TIXKHIB 3aXOIUTIOIOYUX TEPETOHIB BaM

3abe3nedeHo. J[s 0akarouux MOTECTYBaTH rpy OE3KOMITOBHO € JIAUT Bepcis (puc. 1.5).
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http://needforspeed.com/portal/site/nfs/iphone/web/
http://needforspeed.com/portal/site/nfs/iphone/web/
http://www.fastlanestreetracing.com/

Pucynok 1.5. Mooiabna rpa Fastlane Street Racing

Firemint Realracing

HaiicBixima rpa y Tpiimi. Ha3Ba rpu 30BciM HE BHIIAJIKOBa, KOMIAHIS PO3POOHUK
Hamarajgacsi OTpUMaTh MaKCHMyM peaii3My Bif MoOuibHOro Ttenedony. Ha mportuBary
peanizMy B TPl € MOXJIMBOCTI BKJIIOUUTH BIPTYaJIbHOTO MOMIYHUKA, SKUH JOMIOMaraTuMe
MPUTAIEMOBYBAaTH B TOTPIOHWUN MOMEHT, IO JTy’K€ KOPHUCHO IS HOBAuKiB. YcCi 3ai3mu
B1JI0yBaIOTHCS Ha KIJIBIIEBUX Tpacax. ABTOMOOLII PO3/I1JIEHI Ha KUIbKa KJIACIB 1, K 11e OyJI0
y Bumnajky 3 Fastlane RealRacing, cxoxi Ha peasibHO ICHYIOUYl MOJEINI, aje Ha3UBAIOThCS
1HaKIIIe.

RealRacing He BMIAaIKOBO MOTpanmvB Ha OCTAaHHE Miclie. SIK TOHKM BOHAa MPOCTO
MpeKpacHa, aje 3axOIUIIOI0UOI0 Ta PI3HOMAHITHOIO HA3BaTH ii HaBpSA 4M BaacThes. [l
MPUCKIIUIMBUX KOPUCTYBAYiB € HaBITh BUJ 3 KaOIHU 3 KEPMOM 1 mpuiiagamu. Tpeda Takox
BIJI3HAYUTH, IO 1€ €AUHI MEPETOHM 31 CIUCKY, SIKI PO3BUBAIOTHCA - y T'pl 3'IBUBCS IIIE

OJIMH YETBEPTHH KJIaC aBTOMOO1JTiB (pHc. 1.6).

|SEALACING j "' ,.'

Pucynok 1.6. Mo6inbna rpa Firemint Realracing
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http://www.firemint.com/realracing/

PO3/ILI 2. THOOPMAIIMHE TA MATEMATHYHE 3ABE3IIEUEHHA

2.1. Orasig irposoro pymis Unity
OueBuaHO, 3a BCiMa MmapaMmeTpaMmu Jigupye irpoBuit pymrii Unity. He Tinmbku B
MOOUIBHIN 1rpoBii po3podini (ne BiH 3aiimae moHaa 50% punky), a i Ha Steam s [TK

(puc. 2.1).

Unity

Pucynok 2.1. BararomnardgopmoBuii iHcCTpyMeHT Jist po3po0ku Ta pymriii Unity
Lle BuaHO i3 miarpamu Huk4e (puc. 2.2.), Ha SKil MOKa3aHa MOMYJISIPHICTh ITPOBHUX

pymiiB B Steam 3a pokamu. Unity miiiCHO € IOMIHYIOYUM pylrieM, nounHatouu 3 2016
POKY.

Engine Launches Each Year

Unknown
Unreal (10
Other |8
Unity
XNA
OGRE| 2
GameMaker j§1 2 0 1 0
RenPy | 1
120 140

0 20 40 60 80 100

>

Annual launches on Steam, with a price of at least $4.99 and at least 50 reviews

Pucynok 2.2. /liarpama nomyJasipHOCTi irpoBUX py1uiiB
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Maiike T1 cami pe3ynbTaTd 300pakeHi Ha puc. 2.3., ajge y BUIIIAAl KPYyroBoi

Jiarpamu:

Engine Launches Each Year

Other 3.06%

=T |

FNA 0.57%,
Adobe AIR 0.00%,

XMA 2.55%
GameMaker 0.00%-
RenPy 0.00%
RPGMaker 0.00%

=~ \Unknown 86.22%

2010

Pucynok 2.3. Kpyrosa giarpama nomyJasipHOCTi irpoBuX pyuuiiB

Unity (Unity Technologies). Brnepuie Bumymenuit y 2005 pori sk pymriii TUTBKH
g Mac OS X, tenep Unity miarpumyetsest 1 Windows, 1 Linux, a Tako BiIOMUI CBO€IO
KpOCCIUTaTOPMEHHICTIO Ha BCi MOOUITBHI, kKoHCONbHI, [IK-mutarpopmu 1 HaBiTh AR/VR.
Biapi3HSA€ThCA NMOTYKHUM KOM'IOHITI Ta BEIMKOIO KUIBKICTIO HABYAJIILHUX MaTepialiB, a
TaKO’X HAsABHICTIO BEINMYE3HOI O10I10TEKHM acceTIB Ta IUIAriHIB, 3a HOIOMOIOI0 SIKHX
MOYXHa 3HAYHO TMPHUCKOPUTH Mpoliec 1irpoBoi po3podku. lle HalimonmynsipHIIMN IBUTYH
cepen po3poOHUKIB ITop, IPUUOMY SIK cepel 1HAI PO3POOHMKIB, TaK 1 BETUKHUX CTYIM.
Pymiii 30cepemxeHuit Ha 171e1 «JOCTYMHOCTI»: Y HbOTO TOCUTh HU3bKHI MOPIT BXOTY, HOTO

JIETKO OCBOITH, BiH O€3KOILITOBHUM J1JI1 HE3aJIEKHUX PO3POOHHUKIB.
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Tak, Unity mocuTh mpocTHii B OCBOEHHI, alie SKIIO BU XOUYETEe CTBOPIOBATH IOCH
CKJIQJIHIIIE TPUMITHBHUX IIaTGOpMEpiB, TO BaM 3HAJOOUTHCS TapHE 3HAHHA MOBH
nporpamyBaHHs C# /UIsl HaIMMCaHHS CKPHUIITIB Ta 00'€EKTIB 1 MOJAIBIIIOTO BIPOBAKEHHS 1X
y rpy. Takox motpiOHO po3ymiTH, 1o Unity - BXXKe TOCUTh CTapHil pyliiii, TOMY B HbOMY €
CBOi 0COOJIMBOCTI Ta apTedakTH, a Pa3oM 3 TUM - TMOPsAHA MOBUIBHICTh 1 HEOOXITHICTh
JOTIpaIlbOBYBATH JIESAKi IHCTPYMEHTH CaMOTYKkH. Hampukian, irpu, siki BAKOPHCTOBYIOTh
uNet s poboTH B Mepexi, He3adapoM MalTh MIATPUMYBATU 1HPPACTPYKTYPY

CaMOCTIITHO, OCKUIBKH MIATPUMKA IILOTO IHCTPYMEHTY MOCTYIOBO MPUITUHSAETHCA.

2.2 Penaxrop Unity — nporpaMHuii iHCTpyMeHT

Penakrop Unity - nporpaMHHii iHCTPYMEHT, SIKMil BUKOPUCTOBYETHCS JJII CTBOPEHHS
2D Tta 3D irop, 3acrocyHkiB. ['padiuHa Ta mporpamMHa yacTWHA pelakTopa MEPiOJUYHO
OHOBIIIOIOTHCS PO3POOHUKAMHU, alie 3arajbHi pucu rpadiunoro iHTepdelicy KopucTyBaua,

(GYHKITIOHAJ Ta MiaXix 10 po3poOku 30epirarothes (puc. 2.4).

@ UnityEditor - Sa Wi Linux - Unity 2022.1.23f1 <DX11> = =] X
File Edit Asset Services Window Help

Pucynok 2.4. Pegakrop Unity Bepcisa 2022.1.23

VY BikHI Scene BigOOpaxaeThCsi CIIEHA - BIPTyaJdbHUH CBIT, IO CTBOPIOETHCS

kopuctyBaueMm. KopuctyBau moske BHOWpaTH, MEpeMIlIaTH Ta peaaryBaTH OO0'€KTH Ha
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creHi. Ha crieHy momaroThest irpoBi 00'€KTH, Taki SIK MEPCOHAXKI, CBITIO0, €(hEeKTH, KaMEepH,

nexopartii (puc. 2.5).

@ UnityEditor - SampleScene - Windows, Mac, Linux - Unity 2022.1.23f1 <DX11> = o X
File Edit Assets GameObject Component Services Window Help

Pucynok 2.5. Bikno ""Scene"

Jljig KepyBaHHsI KaMEPOIO PEJaKTOpa Ta 3MIHU BUAY ICHY€ KIJIbKa METOJIIB:

1. VYmopaBiiHHS CTpUJIKaMu KJIaBIaTypH;

2. YTpaBJiHHS MHIIECIO Ta KJIaBiaTyporo;

V¥ BikH1 "Project" BimoOpakaroThcsi BCl ¢ailin Ta Manku, SKi BUKOPUCTOBYIOTHCSA Y
npoekTi. YUepes BikHO "Project" kopucTyBau MoKe CTBOPIOBATH, pellaryBaTH, BIIKPUBATH,
nepeiiMEHOBYBATH, KOIIOBATH Ta BUAAIATH (aiiau (puc. 2.6).

V BikHi Hierarchy BigoOpaxkaroTbcs Bci 00'€KTH, po3TaiioBaHi Ha ciieHi. Uepes3 BIKHO
"Hierarchy" kopucTyBau Mo’ke BUOMpAaTH, BHUAAJATH, KOIIIOBAaTH, MEPEHMEHOBYBATH,

COpTyBaTH Ta 00'€THYBaTH B IpyIH 00'€KTH Ha ciieHi (puc. 2.7).
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Pucynok 2.6. Bikno "Project"
A SampleScene

irectional Light

Pucynok 2.7. Bikno "Hierarchy"
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V BikHI Inspector BimoOpaxarThcsi BCl BIACTUBOCTI BUOpanoro 00'exra. KopucrtyBau
MOXKE TIeperjsigaTH Ta peAaryBaTd MapaMeTpu OO0'€KTIB Ha CIIEHI, KOMIIOHCHTIB,

MaTepialiiB Ta ¢aiiiiB y mpoekTi (puc. 2.8).

@ UnityEditor - SampleScene - Windows, Mac, Linux - Urity 20221231 <DX11> - B8 X

Pucynok 2.8. Bikno "Inspector"
Ha pucynky 2.8. BikHO mnopokHe. Jlis BigoOpakeHHsS BJIACTHBOCTEH MOTPIOHO
BuOpatu o00'exkT. BubOpaHo panime nogaHuld A0 MPOEKTY TEKCTOBUUA JOKYMEHT

"TestFile.txt". Y Bikni "Inspector” 3'siBunacs indopmaitis mpo (aiiia ta #oro BMICT

(puc. 2.9).

Hello habr

Pucynok 2.9. Indopmauis npo daiin TestFile.txt

21



Penaxrop Unity Mae MOXIHBicTh THYYKOTO HajamTyBaHHS iHTEepdeiicy. KopucryBau
MOKE 3MIHIOBAaTH PO3MIPH, OPIEHTAII0O Ta TOJIOKEHHS BIKOH, MPUKPIILIIOBATH iX 0
MaHeNel, CTBOproBaTH BKIagku. KopucTyBad Moxke 30eperTd 1 3aBaHTaKUTH
po3TarryBaHHS 1 TapaMeTpu BIKOH 3a jgomomororo crmucky "Select editor layout", mmo

3HAXOAUTHCS B IPABOMY BEPXHBOMY KYTKY PEAaKTOPA.

2.3. Unity Simulator

Cumynarop - ofHa i3 craHgapTHux QyHKmiH Unity mpo sKy HOBAauKH, SIK MPaBUIIO,
TI3HAIOTHCS NTaJieko He Bigpa3y. HaitwacTtimie 1e B3arasi BiOyBaeThCS BUITAIKOBO, KOJIU
poIec po3poOKK BXKE HaJIAroJKEHU 1 po30upaTUCs 3 YUMOCh HOBUM HEMAa€ HISIKOTO
OakaHHS: 3 Il€l MPUYMHU Oarato po3poOHMKIB HE BUKOPUCTOBYIOTH JaHy (yHKIO. |
JaapMa, ajike BOHA MOXKE CyTT€EBO MOJIETIIUTH POOOTY Ha/l MTPOEKTOM.

He3Baxatoun Ha Te, 110 OCHOBHA METa CHUMYJIATOpa - JEMOHCTpallil TOro, SK Irpa
BUTJISIIATUME HAa CY4YacHUX IMPUCTPOSX 3 ypaxyBaHHSAM iX PI3HOMAHITHUX BUPI3IB, HOTO
(yHKILI10OHAJ [IUM HE OOMEXKY€ETHCS.

CnoyaTky moTpiOHO J0JIaTH CUMYJISTOp, SK OJIHE 3 aKTMBHUX BIKOH pemaktopa. s

BOTO Y BEpXHbOMY MeHI0 Haemo mnixom: Window/General/Device Simulator (puc.

2.10).

~  Warn if Mo Cameras Rendering

Clear Every Frame in Edit Mod —
o ear Every Frame in Edit Mode Game
Maximize «  Simulator

Close Tab

Add Tab Scene

Ul Toolkit Live Reload Game

Inspect
Ul Toolkit Debugger Ctri+F5 nspector

Hierarchy

Project

Profiler

Aniration

Pucynok 2.10. /loraBanusi cumyJjasitopa 1o peaakropa Unity
HanamryBanp He Tak Bxke 1 6arato, TOMy IIBUJIKO PO3IVITHEMO KOKHE:
e IlinpoBuii mpucTpiii - BUOMPAEMO MIPUCTPIN, AKUN HAC IIKABUTH 1 HaeMo Aai,
e Scale — 30inbHICHHS 00 3MEHILICHHSI BUTJISTY;
e FitToScreen - migirnaru Scale 3a po3mMipoM expaHa;
¢ Rotate — moBepHyTH IPUCTPIHA;
22



e Play Mode — Focused/Unfocused. Bubupaemo mepiry, SKImo xodemo, 1mod mnpu
CTapTi rpa 3amycKamacs y BIKHI CUMYJATOpPA; Ipyre (3a 3aMOBUYBaHHSM) y BiKHI
Game;

e Control Panel — xopucHicTh IIi€l BKIAAKH Ba)KKO IEPEOIiHUTH. BoHa BimkpuBae
MaHe b HAIAMITYBAaHb CHUMYJIBOBAHOTO TMPHUCTPOIO, B SAKIA MOYKHA 3MIHUTH MOBY

CUCTCMHU Ta BCTAHOBUTHU JOCTYII 10 Mepe>1<i.

= Animator

rrier Data Network

Pucynok 2.11. Intepdeiic cumyasitopa Unity Simulator

2.4. MoBa nporpamyBanns C#

Ha puHKY € nOecaTku MONyJSIpHUX MOB IMPOTpaMyBaHHSA, 1 Mepexka MepernoBHEHA
CTaTTAMU JUIsl HOBaukiB. C# - moTyXHa MOBa 3 KyIOIO MOXJIMBOCTEH. MoBa A0CUTH
cydyacHa, BCl HalmomyssipHimn ¢ivi, SKi € Ha PUHKY B HIA abo €, ab0 MJIaHYIOTHCS.
CuHTaKCUC MPOCTIIMNA HIK Yy Java, BaXKuuil HIXK Yy Cy4acHMX MoBax Ha 3pa3zok Kotmina.
Koxa npu xoMmisisitii nepeTBOPIOEThCS HA MPOMIKHY MOBY, sIKy BUKOHYeE JIT-komminsitop
Ha KJIIEHTCHKIM MalMHI - y I[bOMY € CBOi I€peBaru, aje Takuid NPUHLIHUI POOOTH HE
3aJIMIIAE IIAHCIB IMMCAaTH HACTUIBKY K IIBHUIKHH KOJ, SK Ha IUIOcax 4 rojiansi. Ame C#

BCE I1I€ JOCUTh MIBUAKUN Y CBOIHM KaTeropii. SIKIo mpoCcTo CICTU 1 MUCATH HEXUTPUN KO,
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JyXe JIOBIO HE BIHUPATHMEIICS B SIKICh HECIOAIBaHI MPOOIeMH Y MPOIYKTUBHOCTI CaMOi
MOBH.

Moga He cynep MBHAKA - ajle € BEJIMYE3HU TpocTip st ontuMizanii. CTpykTypH -
mo6 30epiratu gaHi Ha cteky, Alll 30upava cmiTTs, 00 ONTHUMI3yBaTH HOro poOOTYy B
KOHKpPETHUX Keiicax, € unsafe - mo0 mompaoBaTi 3 MOKaXYUKAMU Ta ONTHUMI3yBaTu
AKUUCh OOTJIHEK. baraTi IHCTpyMeHTH AJid mapainenizMmy. € IHTPUHCUKH ISl ONTUMI3aIli
17T KOHKPETHI TIPOIIECOPH.

Y C# noryxna miarpumka OOII - TyT Oyab-sKui KOJ JIEKUTh Yy Kiacax, IMOBHUMN
CYNOpT YCHAAKyBaHHS, a Temep 1 MHOXHMHHOTO YCHaJKyBaHHA uepe3 JedonTHy
peanizauito iHTepdericiB. Kymna pisHux MoauQikatopiB AOCTYIY, MOXKJIUBICTh PO3AUIATH
BIJINOBIJIAJILHICTG MOJAYJIIB Ha PIiBHI 30WpaHHs. Tumizallisi cTpora CTaTMYHA - BCE IO
MO’KHA BUKOHY€ETHCSI Ha €Talll KOMIUIALII, BCE 1[0 HE MOXHA - MeTaiH(a Npo TUIH i€ B
paHTaiiM, 1 Moke OyTH omnpaiiboBaHa TaM. Cam Ju3aifH MOBH HiOUW CII€IIaJIbHO 3pOOJICHHIMA
TaK, 100 ONpanbOBYBaTH apxiTekTypy. ¥ C# Iyke JeTKO MOSCHUTU KOMIUIATOPY, SIKi
YaCTUHU CUCTEMH POOJIATH 1I€, a SAKICh T€, 1 XTO 3 HUX MPO KOT'0 3HAE.

HaGarato menmie moBa C# miaTpumye (yHKIIOHANBbHY TapaaurMy. Ase ¥ TyT €
qiTKu# pyx ynepen. Haiimommpenimmii y moTHeTi cnoci6 podoTu 3 konekmisimu — LINQ
BHUpPA3H — BUKOHAHHM MOBHICTIO Y (DYHKI[IOHAIIbBHOMY CTHIII.

Ane oOcCHOBHy ImpoOieMy MOBM 1€ Jumie mnocwmoe. Jlig cydacHOi MOBU
nporpamyBaHHsi C# nyxe OararociiBHa. BoHa mae HOBI (yHKIIOHaNBbHI (iui, aine
BEJIMUE3HA KIJIBKICTh HEOOXITHUX CHHTAKCMYHMX HAA0yJIOB HE JIO3BOJUTH iX
BUKOPHUCTOBYBAaTU TAK CaMO BUTOHYEHO, fIK y sikomych OCaml. Tyt mjo maimi, TO ripuie.
CrpamHuii BaHTa)XX 3BOPOTHOI CYMICHOCTI JIETKO pO3PYIIOETHCS TBOPLSMHU MOBH
TEXHIYHO, aJI¢ 3aBXI1 BUJIMBAETHCS B IIIC OJIHE OOTSKEHHS CHHTaKcucy. Koa MiHIMaIbHO
pobouoi mporpamu Ha C# - MoBa OYKBAJIbHO BIJMOBISIETHCA 3BUIBHITH MEHE BIJl

HaITMCaHHs O4YCBUAHOIO.
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PO3I1JI 3. TIPOI'PAMHE TA TEXHIYHE 3ABE3IIEYEHHA

3.1. Konuenuist ModinbHoi rpu «Drag Racing»

Konmemnmiss 1 qu3aitH MOOUTBHOI TpU TOJIATAE B TOMY, IO aBTOMOOLUTb TMOBUHEH
npoixatu, sikyMora OuIbllly BifcTaHb. [Ipu 1bOMy Ha JIOpO31 IMHAMIYHO 3'SABIISIFOTHCS
MEPENIKO/IU, sIKI HEOOX1THO OMHHATH TMOB3 1HAKIIE «Tpa 3aKIHYUTHCS». Takoxk MOTpiOHO
CTeXKUTH 3a IIKAJOK0 TMajuBa 1 30MpaTH Ha JOpO31 MaJlMBHI Oaku, MIC/Is BUKOPUCTAHHS

BCHOTO MAJIMBA Tpa TeX 3ynuHseTbes (puc. 3.1).

Pucynoxk 3.1. lu3aiitn mooinbHoi rpu «Drag Racing»
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3.2. Po3po0.JieHHsI T0OJI0BHOTO MEHIO TPH
I'pa cknamaeTbest 3 IBOX CIIEH: TOJIOBHE MEHIO Ta caMa irposa ciieHa. /e "menu" e

roJIOBHE MEHI0, a "1" 11e irpoBa criena (puc. 3.2).

PucyHnok 3.2. CTpyKkTypa nIpoeKkTy rpu

I[JISI CTBOPCHHS IIPOCTOr0 TOJIOBHOI'O MCHIO TI'pH HaM 3H8.).IO6I/ITBC$I CJIICMCHT

ynpasmiaasa GUI, skuit € craumaptaum y Unity (puc. 3.3).
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(O [# ]S [ JORRL o e 0 cibal]

= Hierarchy S

| Create | | WXGA Portrait (8001280
Main Camera Using resolution 399x639
background

@3 Project

I Create ’I
¥ Favorites Assets » textures
@All Materials background
©1 All Models » @ blackcircle
©\ Al Prefabs » mmblock
© Al Scripts > mmblockred
> 8 car
Vil Assets » V down
» & AdMobPlugin » SiFsR
» Gl Editor > %4 FSR320
» @ Plugins > m=fye|
& scripts > Ml fuel2se

Standard Assets » Ml fuelsiz
> ® fuelst
backaround.pna

-]
Pucynok 3.3. Enement ynpasainasa GUI

B saxocti don JI1 TOJOBHOIO MEHIO T'PH MH BHUKOPUCTAJIM CHOpPaANT 3 IM'SIM
y A P P p

«backgroundy», sikuii 3anmoBHeHUI cipuM KoibopoMm. [Ipu morpebi MoxkHa BUOpatu OyIb

sikuid Koutip (puc. 3.4).
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1] Layer (Defauit

¥
Y

Iy a6z

Pucynok 3.4. Bu0ip ¢oHy 111 r0JIOBHOTO MEHIO TPH
Jlani CTBOPIOEMO CKPUIIT «menu.cs» (KJIAAaEMO IPaBOK KHOIKOIO->BUOUPAEMO
Create-> C# Script) 1 npukpirmuitoemo oro Ha background.

Bwmict ckpunry:

using System.IO;
public class meny, @ MeneBshawdisuo {

public mysRyles //OroAMYETRRA AnA Tore wofl SMiNEsETH FefRaKsHHa
GUT komnoHenTie(wpwudT, posmpip 1 T.m.)

SIEARE SepRss //3uinng AnA SOeRACANNA npoiaetol aueTanuil

fmﬁ, stark ()

StrspmBsadsr, scarsdata, = pew StrsamBsadsr,
(wmmmm&mm+ "fscore.gd"); //cTEapeqHs. daineE0l SmimHol
= searedstasReadling ()i //3uuIyeaona pRoka
ssmms&() //3appuBanns, dainnsel swinkel

vedd Update (O {

GUL.fBox (new Beck (Scresn.widih®e.15f, scresn.beight*a.sf,
seresn.idihTe. 7f, Seresn.bedght™e.1f), “MAX DISTANCE:"+scors.owstule): //creapmens

slanbparenns, Dpodasonel siacrtand.
if. (GU3-Button (oswW Beck (Seresn.uddth®e.15F, scresn.beighte.25f,
Scresn.pidih™e.7f, Scresncheight™e.1F), "Start game’.mystyle)) //crsopmsye. kHonky Ana
sanycky 1CpEEQl cueHM
{
Application.Loadlenel(1);//3apanTasctna icoosni cueHn

h
if. (GUI.Butten (pew Reck (Scrsen.widih™e.15f, Scresn.height*e.4f,

Seresn.nidih™e.7f, Scresn.height™e.1f), "Exit".muestuls)) //crEppmema xHonky ans
BU¥OAY 3 LpH
{

i

Spplication.Quit();//Bwda 3 cpm
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B pe3ynbraTi BUKOHAHHS BMICTY CKpUIITAa Ma€ BUWTH MPUOIU3HO OCh TaK:

Start game

Exit

DISTANCE:2

Pucynok 3.5. Peasizanisi ckpunra «menu.cs»

[pudTt, komip ta po3mip GUI eneMeHTiB MOXKHA 3MIHUTH 3a JgoromMoro MyStyle.

Start game

Pucynok 3.6. 'onoBHe MeHI0 MoGiIBLHOT rpu «Drag Racing»

[



3.3. CTBOpeHHs irpoBoi cuieHH

OCHOBHMMHU €JIEMEHTaMH Ha IFPOBIH CIIEHI € Iopora, aBTOMOO1LIb Ta IITKaJIa MajnuBa.

1. Jlopoea:

3Bakaroud Ha Te€, II0 TOHKA € HECKIHYEHHOIO 1 3aBEpIIYETHCS JIMILIE TOJI, KOJH
aBTOMOO1JIb HAIITOBXHETHCS Ha IMEpemKoay abo 3aKiHUMThCS OCH3WH, TO J0pora €

pyxoMuM 00’ekToM. TOOTO aBTOMOOUIH MOKE IEpeMilIaThCs BJIBO ab0 BIpaBo, a

LTFO31s PYXY CTBOPIOETHCS 3a JOIIOMOT0I0 pyXoMoi goporu (puc. 3.7).

s
Sprite Editor

Filter Mode | Bihnear .
©is0 ¢ &00BIY
Zase 0

PucyHnok 3.7. CTBOpeHHSI 0OCHOBHOTIO €JIEMEHTY I'PU — J0POT'U

IlepeHocumo cripaliT 13 JOPOTOIO Ha ITPOBY CIIEHY Ta HAJAIITOBYEMO 3a PO3MipamMu

kamepu (puc. 3. 8).

30



& Uniy personal 6281

File Edit Assets GemeObject Component Mobilelnput Window Help
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blackeircle (2) Rotation %0 v[o 1z[0 ]
blackdircle (3) Scale X e 120 J
fusltrack v [l M Sprite Renderer &
Eventsystem Sprite = °
Color [ 12

Waterial O Sprites-Default o

Sorting Layer [ Defaute +)

Order in Layer o ]
v 1 ¥ Box Collider 2D

Edit Collider

Material
Is Trigger

Used By Effector
Offset
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Add Component
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©L Al seripts >> n:m
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» G Plugins b
& seripts
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Pucynok 3.8. HajlamryBanHsi napamMeTpiB J0poru 3a po3mMipaMu Kamepu

[ToTiM momaeMo sIK TO4ipHiI 00'€KTH BCEPEAMHY IOPOrH 4 OJOKH 3 MEPEelIKOIaMu,
nanuBHUM Oak 1 He 3a0yBaemo aonatu g0 Hux Box Collider 2D. Ille tpeba Bim3HauuTH IS

Triger anst mepetuny 3 aBTomMo0iseM (puc. 3.9).

< iy Personat 1697 - ity - CrogRaciog2 - Android” <DXAL on DX9 GPU> s s s ot s s v . bl &

File Edit Assets GameObject Component Mobileinput Window Help

1 + B el ]

=Hierarchy | € Game L Inspector |
Creata - S Gizmes -| (A _ " moveroad Import Settings
Main Camera -
¥ road183 =
blackcinde Nitro L WNone (GameObject) °
blacksircle (1) Nitro R None (GameObject) °
blacksircle (2) Block None (GameObiect) o
blackaircle (3) Black 1 SNone (GameObject) °
fueltrack Block 2 @None. b3 o
EventSystem Block 3 None (GameObiect) °
Fuel None (GameObject) o
| Imported Object
" moveroad @e
using UnityEngine;
using System.Collections;
using System.Collections.Generic;
Runti Formatters.5
using System.10;
public class moveroad : ManoBehaviour {
public GUIStyle mystyle;
int £ fuelst:
float score=0,speed=-0.2f,data fuelpos;
public GameObject nitrol
public GameObject nitrof
public GameObject block;
public GameObject block1;
public GameObject block2:
public GameObject block3;
public GameObject fuel;
bool turbotriger=false;
void Start ()
{
Stream@eader scoredata = new StreamReader
(Application persistentDataPath + “/score.gd");
ta = float Parse(scoredata Readine ());
scoredata.Clase ();
¥
void Update ()
{
transform Translate (new Vectar3 (0f,speed,06);
B project | Bconsole = score = score + (speed*®-10);

5 a8 * if (transform position.y < -1
:

Assets - scripts.
-] carcos

nroller.
5| carcontroljavascript Vector3(10.15f,block transf:

transform position=nem Vector3(0f,33.47,07);
block transform.position=new
ek rartif

biock1.transform.positon=nen
(8.42f block1 trans tion. v, block1.transfe i

block2 transform.positon=nen
Vector3(s.62f,block2 transfor #ion.y,block2 transfo et

VS Assets block3 transform.position=nen
&5 AdMobPlugin Vector3(4 35 block3.transfo Son.y block3 trans i
S Edit fuel.transform position=new

s Vector3(11 ition.y,fuel transf

>l Plugins £ = Random.Range (0, 5);
: switch (f)

)
& Standard Assets sensorup
& textures e
G moveroad.cs o—

Pucynok 3.9. /lonaBanHs Ha J0POry MepelIKO/] TA MAJUBHOIO 0aKa
31



Tenep cTBOproemMo ckpunt moveroad.cs Ta 3aBaHTaXYyeEMO HOTO Ha HAIly JOpPOTY.

JlomaemMo 10 HBOTO HACTYIIHUM KOJI:

using UnityEngine;

using System.Collections;

using System.Collectlions.Generlc;

using System.Runtime.Serialization.Formatters.Binary;
using System.I0;

public class noveroad : MonoBehaviour {

public GUIStyle mystyle;//cTEOPEHHA CTH

int F,fuelst;

float score=@,ipead=-8.2f ,data,fuelpos; /S amidel ona aGepiraddn eincradi,
wEnakecTL 1 peropay

public GameQbject block;// irpoewd ob'exT gon poasdaesHn Brosy

public GameQbject blockl;

public GameQbject bBlock2:

public GameObject blockd;

public GameObject fuel;

bool turbotriger=false;

vold Start ()

1
Streanfeader scoredata = new StreamResder
(Application.persistentDataPath + " fscare.gd");
data = float.Parseiscoredate. Resdline ()] ://3uuTyBaHHEn 3 dadny
lHpopmauil npo pexopg
scoredata. Close ()
H

vald Update ()
1

transform. Translate {new Vectord (8F,speed,@F));//pyx goporw iz
3ANAHOE BMLE BEMIKLCTH

scare = Score + (speed*-18) ;¢ nigpaxysor Blpcrasi

1f (trensform.position.y ¢ -19F) // AKWO AO0pOra BHXOSHTE 38 Mexl
KAMEPH TO BOHA “TEASNGETYETHCA" BOCOPH

transform. position=new Vector3(BF,33.4F,8F);//Hosa nozauin
PO
block . transforn . pesitionsnes
Vector3(18.15F, block . transforn. pasition. v, block. transforn. position. )
blackl. transforn. pasition=new
Vectord (B.42F, blockl. transforn. pesition. v, blockl. transforn. pasition. z);
blaock?. transforn. pasition=new
Vectord(6.62F, bleck2. transforn. pesition. v, block2. transforn. pasition. z);
blackd. transforn. pasitionsnew
Vectord (4.95F, block3 . transforn. pesition. v, blockd. transforn. pasition. z);
fuel. transfors. position=new
Vectord (11, 86F, fuel . transfors. position. ¥, fuel transfors. position.z);
finpaxoByBanHkn 3a mexl xamepd Belx nepeuxonBrokis)
f = Randon.Range (8, 5);//eenagkoEa nonea ke gopoal 1-ro s
4-5 Browie BG0 KBHICTW 3 nNANMBOM
switeh (F)

case B:block. transform. positions=ew
Veetord (2.48F, block. transfors. position. v, block . transforn. positlon.z) ) break;
case 1:blockl.transform. position=nes
Vectord(8.98F, bleckl, transforn. pesition. v, blockl. transforn. pasition. z); break;
case I:block2.transform. positions=nes Vectord(-
#.86f,blockd. transform. position.y,block? . transforn. position.z); break;
case 3:blockd.transform. positions=nes Vectord(-
2.35f ,blockd. transform. position.y,block3 . transforn. position.z); break;

caga 4@
Fuslst=Random. Range(8,4);
L{fuelst==0){ fuelpas=1.40F;}
L{fuelst==1){ fuelpas=n,08F; }
LF{fuelst==2){ fuelpas=-B.86F; }
L{fuelst==1){ fuelpas=-2.35F; }
fuel.transfors. pDSItiDI‘I:ﬂEH
Vectord(fuelpos, fuel.transforn. position. v, fuel. transforn.pasition.z)
break;

1
if (scoresdata)// KN NOTCMHA NPOALEHE BIACTAHE NepeBdEye
T MO ZANWCEHO ¥ $AANL peKopdy To AQE GHOBRSHHA BaHMX

Streaniriter scoredatasnes
Streambriter(Application. persistentDataPath + “/score.gd®);//cTeopoeqs dalnosy amiHuy
ann fepirasHn npofgesol Blpcrani

scoredata. Writeline(score) ;//3aNMCyEHD HoBe
AHaYEHHA Y dann

scoredata. Clase() ;//sakpuBacse dafnosy amiHHy

}
wedd OnGUL{ M
GUT_Box (rew Rect (@, @, Screen width, Seresn height*s.a8sf),
‘Distance{m): " + score,mystyle);/ craopoems Bixwo gan nigpaxysxy BlgcTadi

I



[ToBuHHO BWiiTH TPUOIM3HO Tak, sK MokasaHo Ha puc. 3.10. Skmo Bce Tak i
3aJUIINTU TO MICIS TOTO, SIK JOpora Jiiie M0 KIHIA, JUIIUTHCS MOPOXKHIN MPOCTIP 1 e

Oyze TPOOBKYBATHCS TI0 KOJTy, TOpOTa 3HUKATUME 1 3’ IBJIITUMETHCS 3HOBY.

e Inspecto

™ [Evi
Tag @

| & J Account_~ | Layers -

c
¥ road183

3] Layer [Defaus f
5 ¥ o~ Transform Qo
Sadiare %[0 Y34 2§
Sk ) e " v &
blackcircle (3) %09 yizaveses |2
uscc ¥ . M sprite Renderer de.
3283 (1) Sprite Troadine °
blackdircle Color, 12
i o Material GSprtes-Default o
e
blackcircle (3) Sortng Layer [ efauis 0
fueitrack Order in Layer 0
EventSystem ¥ | M Moveroad (Script) Go.
Seript - moveroad o
» Mystyle
Nitro L None (Game Object) o
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Block 2 @hlackarde (2) o
Block 3 @biackcrde (3) °
Fuel Stuehiack °
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Srroje  LEICAMOIA =
Craata - & 1S 1%
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ANl Mateniats. S S
12 All Models +p3 ““’:‘r"
Al Prefabs e w"‘"
A Seripts > > .
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Yilhnasety » 8 road1
it AdMobPlugin vl it
el » ¥ roadine
» i Pluging il
st » il
* Gl Standard Assets » mWiy320
T T — & L

Pucynok 3.10. Peanizanisi ckpunra moveroad.cs



[Ilo6 BupimmTH 1m0 mpodiemy, Tpeba CTBOPUTH AyOIKaT BXKE TOTOBOI JOPOTH 1

TPOXH 3MIHUTH cKpunt (puc. 3.11).

PucyHnok 3.11. OCHOBHU eJIeMEHT irpoBoi ClleHHu (Z0opora)

34



2. Aemomobinns:

[lepetsiryemo cripailT aBTOMOO1ISI HA CLIEHY Ta BCTAHOBIIOEMO HOTO y Oy/b-sKe MiCIle
Ha 1opo3i (puc. 3. 12). [loTiM cTBOprOEMO ckpunT carcontroller.cs Ta MpUKPITUTIOEMO HOTO

Ha aBTOMOO11b. Ternep aBTOMOO1JIb MOKE PyXaTHUCH.

blackcircle (3)
fuekrack

¥ rosd183 (1)
blackcircle

Pucynok 3.12. CTBOpeHHH eJleMeHTY irpoBoi ClileHH — aBTOMOOIJIb
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Bwmicrt carcontroller.cs:

using UnityEngine;
using System.Collections;
using UnityStandardAssets.CrossPlatformInput;

public class carconroller : MonoBehaviour

{

void Start ()

{
¥

public wvoid Update ()

if (transform.rotation.z !=8) //nepesipka Ha 3iTkHeHHa asTomobing i
nepewxcin, npd siTkneni sipbysacThoA SaBaHTEKEHHA MEHK

Application.LoadLevel (@);

¥
h
public void OnGUI()
1

if (GUI.RepeatButton (new Rect (Screen.width*8.1f,
Screen.height®@.9f, Screen.width*@.2f, Screen.height®@.e8f), "L")) //cTeopwemo kHonky

Ana pyxy eniso

if (transform.position.x > -2.4f)

{
I

transform.Translate (new Vector3 (-0.85f, ef, ef));

¥

if (GUI.RepeatButton (new Rect (Screen.width*@.7f,
Screen.height®@.9f, Screen.width*@.2f, Screen.height®@.@8f), "R")) //cTeopwemo kHonky

ONA pyxy BNpaso

if (transform.position.x < 2.4f)

{
I

transform.Translate (new Vector3 (@.es5f, af, ef));

36



3. xana nanwea:

JIsiss CTBOpEHHS IIKaly MalMBa 3HAJOOMTHCS JIBa CIPAWTH OJUHAKOBUX PO3MIpIB,
asie pi3zHuX KoJbopiB. OuH Oyze 3€JeHOT0 KOJIbOpY, a IHIKN 4epBOHOTO. | 3po0uTH 0UH

13 HUX JouipHiIM. B Hamomy Bumaaky nodipHiMm cripaiitoM Oyne 3enenuii (puc. 3. 13).

¥ favertes  Attets o textwees
AN Mt S TR
S ety < ,.,:_,
AR Pretabs s
AN Songts » 0
» -t
Vi Asvets » W howizse
iy » W2
>l K tec G s
P rhigha > O furac
 vorpts > e precednl
T — &
»Uepen2

Pucynok 3.13. CTBOpeHHH irpoOBOro eJIeMEeHTY CIeHH — IIKAJIH MaJIUBa
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Hami ctBoproemo ckpunt fuelscript.cs, npukpimmtoemo ioro Ha fuel 1 qomaemo B

HBOT'O KOA:

using UnityEngine;
using System.Collections;

public class fuelscript : MonoBehaviour {

public GameObject fuelall;

float mytimer=100f;// 3amaHHA nnaBaw4oro 4ucna
// Use this for initialization

void Start ()

{
}
void Update ()
{
mytimer = 106f;
mytimer -= Time.deltaTime;//3MiHa uucna 3 4dacom
if (mytimer/mytimer==1f) //nepesipka Ha nepiog 4acy B 1 cekyHay
{

fuelall.transform.position=new
Vector3(fuelall.transform.position.x-
@.e811f,fuelall.transform.position.y,fuelall.transform.position.z);
fuelall.transform.localScale = new
Vector3(fuelall.transform.localScale.x-8.001f, 1, 1);
J//Buvue Wpe 3ABUr BNiBO 1 3MEHWEHHA MO WMPWHI 3eneHoi NOAOCKK
onAa imitayll wkanu
}
if (fuelall.transform.localScale.x < @) //akuwo wkana 3HWKNE TO
JaBaHTaXeHHA AAe [0 rONOBHOMO MEeHH

{
}

Application.lLoadlLevel(8®);

Hopora y Hac e road183 Ta ii gy6mikar road183(1). V ii mouipHiit 06'ext fueltrack
MOTPIOHO JOJATH CKPUNT JJIsi BUSABJICHHS MEPETUHY 3 aBTOMOOIJIEM Ta 3alOBHEHHS

IIajJauBa.

CtBoproemo ckpunT triger.cs 1 Bimaemo ioro Ha fueltrack mms o6ox mopir i

Bi3HavaeMmo sik s Triger.
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Kopn:

using UnityEngine;
using System.Collections;

public class triger : MonoBehaviour {

public GameObject fuel;//mopaemo cwoam greenfuel
// Use this for initialization
void Start () {

¥

// Update is called once per frame
void Update () {

¥
void OnTriggerEnter2D(Collider2D col)
{
if (col.gameObject.name == "playercar") //nepeeipka nepeTwHy
aeTomobina i ob'ekTa fuel
{

fuel.transform.position=new
Vector3(®,fuel.transform.position.y,fuel.transform.position.z);

fuel.transform.localScale = new Vector3(l, 1, 1);
//BinHoBneHHA y ob'ekTa fuel cTaHmapTHMX 3HaYeHb

3a BIACYTHOCTI MPO(ECIHOro XyJO’)KHUKA, 3 1IKOHKOIO I MOOUIBHOT I'pU JJOBEJIOCS

MpaIoBaTi CaMOCTIHHO:

Pucynok 3.14. Ixonka mo6ijbHoi rpu «Drag Racing»
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3.4. TectyBanus MmodiibHOI rpu «Drag Racing»

L R

Pucynok 3.15. TectyBanns MooisibHOI rpu «Drag Racing»

40



3.5. BumMoru 10 nporpamMHoOro Ta anapaTHoro 3ade3ne4eHHsi

Jlana mo6inpHa Tpa «Drag Racing» pospobiena mist MOOITEHUX TenedoHIB, sIKi
NpaIOTh Ha ornepaniiHiid cuctemi Android Ta MarOTh B HasSBHOCTI CEHCOPHHM EKpPaH.
Tenedhon wmae BIANOBIAATH YCIM TEXHIYHMM BHUMOTaM 1 BOJIOJITH HEOOXiTHUM
nporpaMHuM 3a0e3nedeHHsM. L1 rpa He moTpedye 0e3mpoBimHOTO 3B’s13Ky. OCHOBHOIO
BUMOTOIO JIJI YCIIIITHOT 1 6e31mepe0iiftHOl poOOTH JaHOTO 3aCTOCYHKY SIBJISETHCS HAsSBHICTD
omepariiiinoi cuctemu Android 4. 1 Ta Buire.

Ile rpa, sika BIZHOCHUTHCS NI0 KAHPY HECKIHUEHHUX apKaJHUX TOHOK. Tpumaiite
CBOIO MAaIlIMHYy Ha JIOPO31 1 YHUKAWTE MEPelIKoa Ha MUIAXY, 30upaiiTe OeH3MH, 11100 Balia
MamHa He 3ynuHuiacs. [locrapaiics mpoilTu sikomora Ouibine aucTaHiii. OTxe as
yCHIMIHOI poOOTH MOOIIBHOI TPU MOTPIOHI HACTYIHI XapaKTEPUCTUKHU MPOTPAMHOrO Ta

amapaTHoro 3a0e3nedyeHHs, ikl HaBoIAThCs B Ta0ui 3.1.

Tadoauus 3.1 OCHOBHI XapaKTepUCTUKHU TEXHIYHOI0 Ta CHCTEMHOI0 3a0e31eYeHHs

Omnepariiina cucrema Android 2.3.2+ (Gingerbread, APl 9) Ta Buie.
Expan CeHcopHUll 3 JIarOHAJUTIO HE MEHIIIE 4 TI0NMIB
IMam'aTe He menme 10.1 MB
ApxiTekTypa armeabi-v7a
OcHaueHHst HasBHicTs cMapThoHy 200 MmIaHIIeTy
Mosa inTepdeiicy AHrMCchKa
Kareropis Cumynstop
Kanp ['onkn
BikoBi o0MexeHHs Everyone

41



BUCHOBKHA

Jlana muruiomMHa po0OoTa MPUCBAYEHA MPOEKTYBAHHIO Ta PO3poOIill MOOLIBHOI Ipu
«Drag Racing» ans npucTtpoiB Ha omepaiiifHiii cuctemi Android. Ilig yac BUKOHAHHS
JTUIIIIOMHOT poOOTH OyJI0 TMpoaHaIi30BaHO OCHOBHI TEHACHINT y Po3poOIli MOOLIBHHX
3aCTOCYHKIB, PO3TJISIHYTO aHAJIOTHU JIaHOI T'pH, BHUSABIEHO iX HEAOIIKH, HA OCHOBI SIKHUX
CTBOPEHO HOBY MOOUIbHY Tpy 3TiJHO 13 3asBJICHUM TEXHIYHUM 3aBAaHHsIM. bymo
po3poOiieHo rpadiuHe 3abe3medeHHs TPH, CTPYKTypy Ipu, Ta camy TIpy. lIpoBenene
TECTyBaHHS PO3p00JIeHOI MOOITBHOI TPH, a TaKOXK OyIu po3pOoOJICHHI 1HCTPYKIIII IIOA0
BUKOPUCTaHHA TIpu. [ po3poOieHHs Tpu BUKOPUCTaHO OaraTomiaThopMOBUil

iHcTpyMeHT Unity Ta 00'eKTHO-OpI€EHTOBaHY MOBY IiporpamyBaHHs C#.
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JOJATKH
JIOJIATOK A

JIicTUHI MPOrpaMHOro Koy CKpPMIITA «Menu.cs»

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

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

public class menu : MonoBehaviour {

public GUIStyle mystyle;

string score;

void Start ()

{
StreamReader scoredata = new StreamReader

(Application.persistentDataPath + "/score.gd");

score = scoredata.ReadLine ();
scoredata.Close ();

void Update () {

}
void OnGUI(){

GUI.Box (new Rect (Screen.width*@.15f, Screen.height*0.8f,
Screen.width*@.7f, Screen.height*@.1f), "MAX DISTANCE:"+score,mystyle);

if (GUI.Button (new Rect (Screen.width*@.15f,
Screen.height*0.25f, Screen.width*@.7f, Screen.height*0.1f), "Start
game" ,mystyle

{

}
if (GUI.Button (new Rect (Screen.width*0.15f,

Application.LoadLevel(1);

Screen.height*0.4f, Screen.width*0.7f, Screen.height*0.1f), "Exit",mystyle))

{
}

Application.Quit();
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JOJIATOK B

JlicTuHr mporpaMHoOro koay ckpumnra moveroad.cs

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

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

public class moveroad : MonoBehaviour {

public GUIStyle mystyle;

int f,fuelst;

float score=0,speed=-0.2f,data,fuelpos;
public GameObject block;

public GameObject blockl;

public GameObject block2;

public GameObject block3;

public GameObject fuel;

bool turbotriger=false;

void Start ()
{
StreamReader scoredata = new StreamReader
(Application.persistentDataPath + "/score.gd");
data = float.Parse(scoredata.ReadlLine ());
scoredata.Close ();

void Update ()
{
transform.Translate (new Vector3 (0f,speed,of));
score = score + (speed*-10);
if (transform.position.y < -19f)
{
transform.position=new Vector3(o0f,33.4f,0f);
block.transform.position=new
Vector3(10.15f,block.transform.position.y,block.transform.position.z);
blockl.transform.position=new
Vector3(8.42f,blockl.transform.position.y,blockl.transform.position.z);
block2.transform.position=new
Vector3(6.62f,block2.transform.position.y,block2.transform.position.z);
block3.transform.position=new
Vector3(4.95f,block3.transform.position.y,block3.transform.position.z);
fuel.transform.position=new
Vector3(11.86f,fuel.transform.position.y,fuel.transform.position.z);
£ = Random.Range (9, 5);
switch (f)
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{

case 0@:block.transform.position=new

Vector3(2.40f,block.transform.position.y,block.transform.position.z); break;

case 1:blockl.transform.position=new
Vector3(0.90f,blockl.transform.position.y,blockl.transform.position.z);
break;
case 2:block2.transform.position=new Vector3(-
0.80f,block2.transform.position.y,block2.transform.position.z); break;
case 3:block3.transform.position=new Vector3(-
2.35f,block3.transform.position.y,block3.transform.position.z); break;
case 4:
fuelst=Random.Range(0,4);
if(fuelst==0){fuelpos=2.40f;}
if(fuelst==1){fuelpos=0.90f;}
if(fuelst==2){fuelpos=-0.80f;}
if(fuelst==3){fuelpos=-2.35f;}
fuel.transform.position=new
Vector3(fuelpos,fuel.transform.position.y,fuel.transform.position.z);

break;
}
if (score>data)
{

StreamWriter scoredata=new
StreamWriter(Application.persistentDataPath + "/score.gd");

scoredata.WritelLine(score);

scoredata.Close();

}
void OnGUI(){
GUI.Box (new Rect (@, ©, Screen.width, Screen.height*@.05f),
"Distance(m): " + score,mystyle);
}
}
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JTIOJIATOK B

JlictTHHT mporpamHoro koxy ckpumra carcontroller.cs

using UnityEngine;
using System.Collections;
using UnityStandardAssets.CrossPlatformInput;

public class carconroller : MonoBehaviour

{

void Start ()
{

}

public void Update ()

{
if (transform.rotation.z !=0)
{
Application.LoadLevel (0);
}
}
}
public void OnGUI()
{

if (GUI.RepeatButton (new Rect (Screen.width*e.
Screen.height*0.9f, Screen.width*@.2f, Screen.height*0.08f),

{
if (transform.position.x > -2.4f)
{
transform.Translate (new Vector3
0f));
}
}

if (GUI.RepeatButton (new Rect (Screen.width*@.
Screen.height*0.9f, Screen.width*@.2f, Screen.height*0.08f),

{
if (transform.position.x < 2.4f)
{
transform.Translate (new Vector3
0f));
}
}

1f,
L)

(-0.05f, of,

7€,

"R"))

(0.05f, of,
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}
JTONATOK T

Jlictunr nporpamuoro koay ckpunra fuelscript.cs

using UnityEngine;
using System.Collections;

public class fuelscript : MonoBehaviour {

public GameObject fuelall;
float mytimer=100f;

// Use this for initialization
void Start ()

{
}
void Update ()
{
mytimer = 100f;
mytimer -= Time.deltaTime;
if (mytimer/mytimer==1f)
{

fuelall.transform.position=new
Vector3(fuelall.transform.position.x-
0.0011f,fuelall.transform.position.y,fuelall.transform.position.z);

fuelall.transform.localScale = new
Vector3(fuelall.transform.localScale.x-0.001f, 1, 1);

}
if (fuelall.transform.localScale.x < 9)
{
Application.LoadLevel(9);
}
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JTIOJATOK ]

JlictuHr nporpamMHoro koay ckpumnra triger.cs

using UnityEngine;
using System.Collections;

public class triger : MonoBehaviour {
public GameObject fuel;

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {

}

void OnTriggerEnter2D(Collider2D col)

{
if (col.gameObject.name == "playercar")
{

fuel.transform.position=new
Vector3(0,fuel.transform.position.y,fuel.transform.position.z);
fuel.transform.localScale = new Vector3(1, 1, 1);
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