HaroHaapHUM T11COTEXHIYHUM VHIBEPCUTET YKDATHU

(HOBHe HaﬁMeHyBaHHﬂ BHIIOI0 HaBYAJIbHOI'O 3a1<naz[y)

HaB4uanbHO-HAYKOBHH 1HCTHUTYT AePEBOOOPOOHNX Ta KOMI FOTEPHUX TEXHOJIOTIH 1 AN3alHY

(moBHE HaMEHYBaHHs IHCTHTYTY, Ha3Ba (GaKyIbTeTy (BiLAITICHHS))

Kadenpa indbopMatiiHUX TEXHOJIOT1I

(moBHa Ha3Ba KadenpH (MpeIMeTHOI, MUKIOBOI KoMicil))

IHosicHIOBAJILHA 3alINCKA

710 TUTUIOMHOI poO0TH
nepinii (0akaIaBpChHKUiA)

(piBeHB BHILIOi OCBITH )

Ha TeMy “Po3po0JieHHs MOOLIbHOI Ipu “I"anakTnka” 3acodamu Unity3D”

Buxkonas: crynent V kypcey, rpynu KH3-51

CremiainpHocTi 122 -“Komn’rorepHi Hayku”

(umdp i Ha3Ba HANPSAMY TTiATOTOBKH, CIIENiadbHOCTI)

Typoxk O.T'.

(mpi3BuIIe Ta iHiIiam)

Kepisuuk __ Kanpan 1. JI., Kapameneskuii B. T1.

(npi3BuILe Ta iHiIiaMN)

Penenzenr

(mpi3BHILE Ta iHimiaMN)

JIsBiB — 2022 poky



HamoHaibHUH TICOTEXHIYHUN YHIBEPCHUTET Y KPaiHH
( moBHE HalfMEHYBAHHS BUIIOTO HABYAJIFHOTO 3aKJIay )

HapuanbHO-HaAyKOBUM IHCTUTYT _0€pesooOpoOHUX A KOMN TIOMEPHUX MEeXHON02IU 1
OU3AUHY

Kadenpa ingopmayitinux mexnonoeii

PiBeHb BUIIOT OCBITH nepwull (baxkaiasépcoKuil)

CoemanpHicTh 122 — “Komn tomepui navku”’

(umop i Ha3Ba)

3ATBEP/I/XKYIO
3aBinyBau kadenpu IT

Kpomnnii I. M.
“ ” 2022 poky

3ABJAAHHH
HA I[I/IHJIOMHI/Iﬁ MMPOEKT (POBOTY) CTYJAEHTY
Typox Onw3i I pucopisHiu

(mpi3Buie, iM’st, 1O GaTHKOBI)
1. Tema mpoekty (pobotu) «Po3pobrenns mobinenoi epu “Ianaxmuxa’” 3acobamu
Unity3D»
KEepIBHUK TpoekTy (pobotu) _ Kanpan leop JImumposuy, macicmp, Kapaweyvbkuii
Bonooumup Ilemposuu, k. m. n.,00yenm

(TipisBHuILe, iM’51, 110 GATHKOBI, HAYKOBHMT CTYITiHb, BUEHE 3BAHHs)
3aTBEpKEHI HAKa30M BUIIIOTO HABYAIBHOTO 3akinany Bin “13” epyowns 2021 poxy NeC-618
2. TepMiH OAAHHS CTYAEHTOM MPOEKTY (po0oTn) 11 keimmusa 2022poky
3. BuxinHi gaHi 10 npoekty (pobotu) AHani3 wiaxie supiuieHHs nOCmasieHux 3a0ay ma
nepesae i HeQONIKI8 aHanN02ie MOOLILHOIL 2pu, 02110 Al2OPUMMIE Ma NPOSPAMHUX 3AC00i8
0/151 po3p00.enHs MobinbHOi epu «I anakmukay nio onepayitiny cucmemy Android
4. 3MICT PO3PaxyHKOBO-TIOSCHIOBALHOT 3amuCKU (MEpeNiK MHUTaHb, SKI TOTPIOHO
po3pooutn) _ Bemyn. Po3din 1. Cman npobdremnoi obracmi.

Po30in 2. Incbopmauitine ma mamemamuyune 3a0e3ne4eHHs.
Po30in 3. Ilpocpamue ma mexuniune 3abe3neqyenns.
Bucnosxku. Cnucok geukopucmanoi nimepamypu. Jooamxu

5. Iepemnik rpadiuHoro Marepiany (3 TOUHUM 3a3HAYEHHSIM 00OB’3KOBHUX KPECJICHB)

cauou 0 00nosioi (niocomoeska mamepiany 0Jist 00N06i0i 3a2albHUM 00CA2OM
10-12 craunois)

6. Jlata Bumaui 3aBganas _ 15 epyous 2021 poky




KAJIEHIAPHUM IIJIAH

Ne Ha3sga eraniB q1unjiomMHoro Crpox IIpumirka
3/m npoekxTy (podoTn) BUKOHAHHS
eTalliB IPOEKTY
( poboTH )
CucteMHHMI aHam3 CTaHy MpoOseMHOI 00JacTi.
Ornan miTepatypHux JKepen 3riiHo gociimpkysanoi | 03. 02. 2022 p.

1. | temu. 306ip mnoTpiOHux wmatepianiB. Dopmysanus | 14.02. 2022 p. | Bukounano
GyHKITIOHATPHUX BHUMOT Ta TIOCTaHOBKA 3ajadi
MIPOEKTY.

2. | Ormsan  cydacHoro craHy mnpoOnemnoi ob6macTi. | 14. 02. 2022 p.
Odopmiternst mepmoro po3auty mosicHoBanbHOL | 28. 02. 2022 p. | Bukonarno
3aIMHCKH.

3. | Hanucanus JIPYyroro po3ainy. Amnaniz | 28.02.2022 p. | Buxonano
1H(OPMAIIHHOTO Ta MATEMaTUYHOTO 3a0€3MECUEeHHSI. 16. 03. 2022 p.

4. | OdbopmieHHss TpeTboro posauty mnosicHoBainbHOi | 16. 03. 2022 p. | Bukonawno
sanucku. [Iporpamua peanizaitis 27.03. 2022 p.

5. | Opopmienns TtpeThoro po3aiuty mnosicHioBanbHOI | 27.03. 2022 p. | Bukonano
3anucku. DopMyBaHHS anapaTHOro 3a0€3MEeUCHHS. 03. 04. 2022 p.

6. | OpopmileHHA TOSICHIOBAJIBHOI 3amUCKU Ta 31a4a Ha | 03. 04. 2022 p. | Bukonano
pELICH3YBaHHS. 21.04. 2022 p.

CryneHr Typok O. I".
KepiBHuk npoekry (po6oTu) ) Kc(mpaﬂ_ L )ﬂ.

KepiBHuk npoekry (po6oTu)

Kapaweuvkuu B. 1.

TEXHIYHE 3ABIAHHSA

( miznme ) (mpisBuite Ta initianm)




Po3pobutn Ta mporpamMHO peasizyBaTh Ha OCHOBI KOMITIOTEPHHX TEXHOJIOTIH
MOOUTBHY Tpy «I amakTukay mig onepailiiny cucremy Android. [{s po3po6iieHHs JaHO1 IpH
BUKOpHCTaTu OaratoruiargopmoBuii iHCTpyMeHT Ta pyiriit Unity3D. Jloriky MmoOinbHOT Tpr
peanizyBaTd 3a JIONOMOrol0 MoBH mporpamyBaHHs C#. Po3pobOiieHa Tpa MOBHHHA
3a0e3reuyBaTi BUKOHAHHS HACTYITHUX OCHOBHUX (DYHKIIIi:
1. IaryiTUBHO 3po3yMinuii iHTEpPEiic;
[IpocroTa Ta yerkicts 0pOpMIICHHS, JOTPUMAHHS 3arajibHOI CTHIIICTUKH;

Benuke irpoBe noJie Ha BECh €KpaH;

2
3
4. KopucryBallbke HalallITyBaHHS PIBHS;
5. BinacyTHiCTh 3aliBUX PEKUMIB Ta HABaHTAXXEHHS 1HTEpQEHCy;
6. SlckpaBa Ta MyJbTHILTIKAIHA rpadika;
7. My3u4yHU CynpoBi/I.

3a pesynbTaTaMu IPOBEJAEHOI POOOTH CKIACTH MOSCHIOBAJIBbHY 3aIUCKY, SIKa

KpIM TEOPETUYHOI YACTUHU MA€ MICTUTHU B €001 J€TaJIbHE MOSCHEHHS BUKOHAHHS KOKHOTO

KPOKY 3aBIaHHAI.

PE®EPAT



bakanaBpchka murimoMHa poboTa (TPOeKT): MOsiICHIOBaJIbHA 3amucka: 70 crop., 37

puc., 1 Tabmn., 2 nogatkis, 20 mKepen.

JumniomHa poOoTa TpHUCBSUYEHA TMPOEKTYBAHHIO Ta pPO3poO0Ili MOOUIBHOI TpH
«lanakTuka» a8 TpUCTPOIB Ha omepamiiHiii cuctemi Android. Iling wac BUKOHAHHS
JTUIIIIOMHOT poOoTH OyJI0 TpoaHaIi30BaHO OCHOBHI TEHACHIT y po3poOlll MOOLIBHUX
3aCTOCYHKIB, PO3TJISIHYTO aHAJIOTH JIaHOi TpW, BHUSBICHO iX HEAONIKM, HA OCHOBI SKHX
CTBOPEHO TPy 3TAHO 13 3asgBJICHUM TEXHIYHUM 3aBIaHHSM. byio po3pobieHo rpadivne
3a0e3neyeHHs] TPU, CTPYKTYpy T'pH, Ta camy rpy. [IpoBenene TecTyBaHHsA po3poOsieHOT
MOOUIBHOI T'pH, @ TaKOXK OyJau pO3pOOJIEHHI BKA31BKM IIOJO0 BUKOpPUCTaHHS Tpu. s
pO3pO0JIeHHS TPU BUKOPHUCTaHO OararoruiargopmoBuit iHcTpyMeHT Unity3D Ta 006'ekTHO-

OpIEHTOBaHy MOBY IporpamyBanHs CH#.

KiuwuoBi ciaoBa: MoOiibHA rpa, 3aCTOCYHOK, ajropur™, inrepdeiic, C#,

Unity3D, Android.

ABSTRACT

Bachelor's thesis (project): explanatory note: 70 pages, 37 figures, 1 tables, 2

appendices, 20 sources.

Thesis is devoted to the design and development of the mobile game "Galaxy" 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, application, algorithm, interface, C #, Unity3D, Android.

SMICT
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HEPEJIIK YMOBHHUX ITO3HAYEHB, CUMBOJIIB, OAUHUIlb, CKOPOYEHbD I
TEPMIHIB

Android - omepariitra cucrema i ratdopma it MOOUTEHUX TEIC(POHIB Ta TUTAHIIETHIX
KOMII'TOTEPIB, CTBOpeHa KoMmmaniero Google Ha 6a3i siapa Linux.

Unity - OaratormiatropMOBHiA 1HCTPYMEHT UIS PO3POOKH BiJI€OIrop i 3aCTOCYHKIB Ta
pyIIili, Ha SKOMY BOHHU IPALIOIOTh.

C# - 00'eKTHO-OpiEHTOBaHA MOBa IPOrpaMyBaHHS 3 0€3MEYHOIO CHCTEMOIO THII3aIli s
mwiatdopmu .NET.

AcceT - IMPpOBUIL 00'EKT, 110 MEPEBAKHO CKIANAETHCS 3 OJTHOTUITHUX JIaHUX, HEMOIIJIbHA
CYTHICTb, SIKa TIPE/ICTABIIAE€ YACTUHY ITPOBOTO KOHTEHTY 1 Ma€ JIesIKi BIIACTUBOCTI.

Cupaiit - rpadiuanii 00'exT y KOMI'tOTEpHI# rpadiri.

IIpedadu - e ocoOaMBHUIA TUTT acCeTiB, IO J03BOJIsIE 30epiratu Bech GameObject 3 ycima

KOMITIOHEHTaMH Ta 3HAUCHHSIMHM BJIaCTUBOCTEH.

BCTYII
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https://uk.wikipedia.org/wiki/Google
https://uk.wikipedia.org/wiki/%D0%AF%D0%B4%D1%80%D0%BE_Linux
https://uk.wikipedia.org/wiki/%D0%92%D1%96%D0%B4%D0%B5%D0%BE%D0%B3%D1%80%D0%B0
https://uk.wikipedia.org/wiki/%D0%97%D0%B0%D1%81%D1%82%D0%BE%D1%81%D1%83%D0%BD%D0%BE%D0%BA
https://uk.wikipedia.org/wiki/%D0%9E%D0%B1%27%D1%94%D0%BA%D1%82%D0%BD%D0%BE-%D0%BE%D1%80%D1%96%D1%94%D0%BD%D1%82%D0%BE%D0%B2%D0%B0%D0%BD%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%A1%D0%B8%D1%81%D1%82%D0%B5%D0%BC%D0%B0_%D1%82%D0%B8%D0%BF%D1%96%D0%B7%D0%B0%D1%86%D1%96%D1%97
https://uk.wikipedia.org/wiki/.NET

Po3pobnenHs MOOUTHHUX IrOp HA CHOTONHINIHIA JCHH € HE JIMIIE I[IKaBOIO, a i
npuOyTKOBOIO crmpaBoio. OOcAr IrpoBOTO PUHKY BXKE MEPEeBEpIIye KIHOIHIYCTPIIO Ta
Ha3JIOTaHs€ CHOPTUBHUM PHUHOK, a JIOXOAW JESKUX ITPOBUX KOMIIAHIM MEpEeBUILYIOTh
OrO/KEeTH BiZOMHX (ipM.

B ymoBax mannemii 3a 2021 pik puHOK Bijeoirop y cBiTi Bupic Ha 35-40% 1 gocar
no3Hauku oOcsary $2,3 wminbspaa. IrpoBuii pUHOK CTaB OJHMM 13 HaWOUTBII HIBUIKO
3pocTaroyux y uGpoBOMY CEPEIOBHIII, 1 3apa3 BXOAUTH 10 ACCITKUA HAWOUIBIINX y CBITI.

AKTyaJIbHICTh TeMH. PUHOK MOOUIBHHMX Irop 3pOocCTae 3 KOXHHUM JHeM. Lls
BEJIMYE3HA raly3b PO3LIMPIOETHCA B apu(PMETHUHIN Mporpecti 1 3yNUHITUCS TOKU 10 HE
30upaeThcs. Pi3ko 30uIbLIyeThCA apMisi pO3pOOHMKIB, O'€e PEKOpAM KUIBKICTh CaMHX
MOOUTbHMX 1rop. JloXiJ, CTBOPIOBaHHM IHIYCTPI€I0 MOOUIBHUX I1rop, JOCIT 3aXMapHUX
MMOKA3HUKIB.

OO0’eKkT MOCTIIZKEHHS - TPOIECH IMPOCKTYBaHHS Ta PO3POOJICHHS MPOrPAMHOIO
3a0e3MedeHHs] i1 TPHOXBUMIPHOTO IrPOBOTO 3aCTOCYHKY Yy JKaHpl «ApKaguw» s
onepauiifHoi cuctemMu Android.

IIpeamer aocaiIzKeHHS - METOIU, IPUIMOMH Ta 1H(OOPMAIIIHHI TEXHOJIOT1I pO3pOOKHU
IrPOBOr0 MPOrpaMHOTO 3a0e3MeueHHs )il MpUCTpPoiB Ha 0a31 Android mmatdopm.

Mera kBanmidikaiiifHoi 6akanaBpchbkoi poOOTH ToNIATae y po3po0ill MOOUIBHOI IpH
«l"anaktuka» juist onepariiinoi cuctemu Android.

Pe3yabTarom podotu € po3pobiieHa Ta BIPOBaIKeHa MOOLIbHA Ipa «l amakThka

st atopmu Android.

1. OIJISA ]l CYUYACHOI'O CTAHY MPOBJEMHOI OBJIACTI



1.1. AHaJi3 pUHKY MOOLIbHMX Irop

Excriepru xommanii App Annie omyOiiKyBaad 3BIT PO 3aBaHTaXKCHHS 1IPOBHUX
nporpaM 3a mepmi mricth MicsmiB 2021 poky. BiamoBimHO 10 3BiITY, IMIOTH)KHEBI
3aBaHTaXeHHS irop 3pociu Ha 25% mnopiBHSAHO 3 TUM camuM nepiogom 2019 poky. Kpim

TOT0, KOPUCTYBayl MOYaIl BUTpayaTy Ha MOOUIbHI irpu Ha 40% Oinblie, HIX 0 MaHaAeMil

(puc. 1. 1).

Mobile Gaming
Landscape at a Glance

Weekly Game Weekly App Store Weekly Hours Monthly Games Monthly Number of
Downloads Spend Spent Games >$1M Spend

>IB >$1.7B >5BHrs $9.0 >810

Pucynok 1. 1. 3aBaHTaeHHs1 irpoBUX 3acTOCYHKIB y 2021 poui

MuHynoro poky npo 3pOCTaHHs 1HTEpecy 0 Irop Ha Tl MaHAeMil KOpOHaBipycy
nosimomuio Hollywood Reporter. 3rigHo 3i 3BiToM, 1110 0a3yeThcs Ha JaHUX MPOBITHOT
aMEpPUKaHCHKOI TeJeKOMYyHIKaliiHOT KoMmaHnii Verizion, 3 noyatky nangemii B CIIIA Ha
75% 3pocina nonyaspHICTb Bifeoirop, Ha 12% - moTokoBUX cepBiCiB. 3aranbHUI BeO-Tpadik
Bupic Ha 20%.

Toni  anamiTuku komnanii Cowen nepeadadnsiv 3pocTaHHs iHTEpecy a0 irop. Lo
TEHICHIIIIO MATBEp AN 1 crieniamicta APP Annie. 3a iX coBaMu, aHEMisi KOPOHABIPYCY
CTaJla MPUYMHOIO CTPIMKOTO 3POCTAaHHA MOMYJSPHOCTI MOOUIBHUX Irop 1 3apa3 HeMae
’KOJHUX O3HaK Horo ymnoBiunbHeHHs. Kommanis App Annie mpoBena AOCTIKEHHS, M100

MIPOCTEKUTH, K CaMe€ PO3BUBAETHCS PUHOK BiF€OIrop. 3a MIACYyMKaMU aHaIli3y 310paHuX



JaHUX, aHAJIITHKU OMyONiKyBalu NOKJIaaAHuUN 3BiT. Hacammepen y 3BiTi BKazaHi CymH,
BUTpaueHl KOpPUCTyBauaMu Ha Bigeoirpu. @PaxiBii BpaxOBYBaJM MPOTrpamMu, IO
3aBaHTaxyloThcsi 3 MarasudiB 10S, Google Play, Windows Phone, Amazon, Samsung
Galaxy ta ctoponHix marasuniB Android. B anHami3 TakoX BKJIIOUWIM ITPH Ta IrpoBi
miamucku Ha Xbox Live, PlayStation Plus, Nintendo Switch Online, Nintendo 3DS Ta
Switch Lite.

HaiiBumi moka3Huku 3pocTaHHS 3aikcoBaHI y MOOUIBHUX irop. AHAIITUKU
OYIKYIOTb, IO J0 KIHI LIbOIO POKY 3arajibHl BUTPAaTH KOPHUCTYBAdiB Ha 1€l HaNpsMOK
nepesumiath $120 mupa. Le Ha 19% Oinbine, Hix 3a MUHYIHN pik. KpiM TorO0, Y iepriomy
MIBpiYYl MIOTHKHEB1 BUTpaTu Ha irpu B marazunax 10S App Store 1 Google Play cknanu

$1,7 mupa. Le Ha 40 % BuIe 3a Moka3HUKH 3a aHanoriyaui nepiog 2019 poky (puc. 1. 2).

1208
$120 °

$60B /Q

@ ® o
. I ——————.
2014 2015 2016 2017 2018 2019 2020 2021F

@ Mobile Gaming @ PC/Mac Gaming @) Home Consoles

@ Handheld Consoles

Pucynok 1. 2. Po3BUTOK PHHKY Bigeoirop
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Haityacrimme irpu 3aBaHTaXylOTh 1HAINCHKI KOPUCTyBaui — moHan 4 wmipA
3aBaHTaKEHb 3a rnepiii micTh Micsais 2021 poky. Ha apyromy micii 3naxonutscst CILA 1
Ha TpeTboMy bpasmiis — KoXHa KpaiHa Mae TMoHaja 2 MIPJA 3aBaHTAXKEHb. 3arajbHi
IIOTHKHEB1 3aBaHTAXKEHHS 1rop nepeBUIIWIn 1 Map, mo Ha 25% Oinbiue, Hixk y 2019 porri

(puc. 1. 3).

Top Markets by Mobile Game Downloads

India
United States
Brazil
Indonesia
Russia
Mexico
Turkey
Vietnam
Egypt
China
Philippines
Thailand

Pakistan

United Kingdom
Germany
France

Colombia
Saudi Arabia
Argentina
Japan

0 2B 48 6B

Pucynok 1. 3. KinbKicTh 3aBaHTaKeHb MOOUIBHHX irop

JIoCNIHUKKM 3a3HayaroTh, 110 Y MHUHYJIOMY OCHOBHUW JOX1J PO3POOHUKH 1rop
oTpuMyBaiu 3 A3iaTChKO-THXOOKEaHCHKOTO perioHy. Bin cranoBuB mnpubiauzHo 45%
punky. Hapasi itoro o6ranstors CIIIA, Himeuunna ta BenukoOpuranis. Takox cTpiMke
3pOCTaHHsl BUTpAT Ha Irpu BiOyBaeThes y CayniBebkit Apasii Ta Typeuunsi - Ha 60% 1

35% mopiBHSHO 3 TOMEpeaHIM pPOKOM. ABTOPHM BCTAaHOBWJIM, IO 3arajbHUN dac,
11



NPOBEACHUN y MOOUTBHUX irpax, 30U1bmuBCcsA Ha 35% MOPIBHSAHO 3 MOIMEPEIHIM POKOM.
Hapasi BiH cTaHOBUTH MPUONM3HO 5 MIIPA TOAMH Ha THXKIEHb. Tak0oX Ha OCHOBI I[LOTO
MOKa3HWKA aHAITHKUA CKJIAJId PEUTHHT 1rop, PO3MOAUIMBIIN MOT0 3a PI3HUMU BIKOBUMH
rpynamu Ta ctartio (puc. 1. 4). Kopucrysaui Big 16 10 24 pokiB Hali011b111e Yacy MPOBOISATh
B irpax Among Us!, Pokémon GO ta ROBLOX. KopucrtyBaui Binx 25 no 44 pokis
(Millenials) gactime rpatots y Homescapes, Toon Blast Ta Coin Master. KopucryBaui
crapme 45 pokiB (Gen X/Baby Boomers) Bigmatore mepeBary Candy Crush Saga,
Wordscapes 1 New Words With Friends. Cepen kopucTyBauiB 40710B1401 CTaTl HAKO1IBIIOO
MOMYJISIPHICTIO KopucTytoThed irpu Pokémon GO, Call of Duty: Mobile Ta Clash of Clans,
y k1104901 — ROBLOX, Among Us! ta Candy Crush Saga.

Top Games by MAU — Most Likely to Be Played by Demographic
Cohort Compared to Overall Population

United States Canada United Kingdom France Germany South Korea Japan Australia

GenZ Millenials Gen X & Baby Boomers Male Female

» - o
1 ROBLOX Homescapes E Crush Saga a ROBL

E- Clo : ad i
2 ‘ Among Us 1B F:l :A Ca ‘
, A Pokémon GO g Coin Master Ne & E Sa

= w, 1

P r
4 - Minecraft f t Edition m Gar ! re ‘g } N 3‘ . M ift Po |
| «

5 ! Call of Duty: Mobile E [ 3 Ball f F?
Pl o mowooe [ co CE
7 BitLi ‘ ym 30 Sudok ! v PUBG MOE
2 3 f Clan T . tor ) ] - Y e
8 5‘] Clash of Clans Tangle Maste . Spider S e @ S % Ne 1 Friend
b Gacha Club n T E Trivia S a b
10 n Project Makeover ‘ Angry Birc B . {g Har 5y Nur

Pucynok 1. 4. PeiiTuHr MOOLIbHMX irop 3a BIKOBUMH I'PylIaMH Ta CTATTIO

3 pucyHky 1. 4 BumnuBae, M0 y MHEpIId MOJOBHHI I[LOTO POKY KOPUCTYBaul MO
BCbOMY CBITYy HaiuacTimie 3aBantaxyBanu irpu Join Clash 3D, Free Fire ta Bridge Race.
binbmrictes komtiB rpaBmiB #nuwia Ha ROBLOX, Genshin Impact 1 Honour of Kings.
HaiiBumumii BIICOTOK aKTHMBHUX KOpHUCTyBauiB BcTaHoBwid B irpax PUBG MOBILE,
Honour of Kings Ta Among Us!.

VYkpaincbki TpaBiil Haivactime 3aBaHTaxyBaiu DOP 2: Delete One Part Bin
outopycbkoi komrmanii SayGames. 3a o00csiroM (iHAHCOBUX BKJIAJEHb Ta KIUTBKICTIO

aKTUBHUX KOPHUCTYBadyiB mepiie wmicie nociga rpa Brawl Stars Bimg ¢iHcbkoro BumaBIis
12



Supercel. 3aranom B YkpaiHi HaOUIBIINM MOMUTOM KOPHCTYIOTHCS

aMEepUKaHCHKOTO Ta O1I0pyChKOT0o BUpoOHMIITBA (puc. 1. 5).

Top Games by Country H1 2021

DOWNLOADS

Rank App Name

1

2

3

m Join Clash 3D
u Free Fire
-

rig Bridge Race
‘ Among Us!
A Hioh Heels

@ Ludo King

4 DOP 2: Delete One
ol Part

v-‘& Phone Case DIY
AN

a2
E ROBLOX

Subgenre

Action(Hypercasual)

Battle Royale(Shooting)

io(Hypercasual)

Mafia/Betrayal(Party)

Runner(Action)

Action(Hypercasual)

Board Game(Tabletop)

Puzzle(Hypercasual)

Simulation(Hypercasual)
Creative
Sandbox(Simulation)

Worldwide

CONSUMER SPEND

>
]
°
z
)
g
o

Subgenre

ROBLOX

Genshin Impact

ir of Kings

PUBG MOBILE

oin Master Luck Battle(Party)

BTN R LT LT

IrpyU KUTaNCHKOTO,

ACTIVE USERS

R Can sh Sag
\
E ROBLC
.
N,
B8 e
Gan Pea
E
Min 1 P
Editior
CA!
.5 Cal D Mc

PucyHnoxk 1. 5. PeTHHT MOOLIbHMX irop y CBITi

Subgenre

Battle Royale(Shooting)
MOBA(Action
Mafia/Betrayal(Party)

M3-Saga(Match)

Amnanitukn App Annie moB'I3yl0Th 3pOCTaHHS IHTEPECY 0 MOOULIBHHX irop He

TUIBKH 3 MAaHJIEMIEI0, ajie i 3 MOLIUPEHHSIM CYyYacHIIIUX CMapT(OHIB Ta JOCATHEHHSIMHU B

rajiy3i TEXHIYHUX MOXKJIMBOCTEH MOO1TLHUX MPUCTPOIB. Jl0CIITHUKH POTHO3YIOTh IIIBUJIKE

3pOCTaHHS TTOKA3HHKIB 13 3aBaHTaKeHb 1rop y bpaswiii, [ngonesii Ta Ykpaini. 3a ixHimMu

CJIOBaMH, Il KpaiHU 3a0e3MeuyroTh IMIMPOKI MOMKIMBOCTI JISi MICIIEBUX Ta 1HO3EMHUX

BHJIABIIIB MOOUIBHUX 1ITOP Ta 1HBECTOPIB.
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1.2. TenaeHuii Ta nepcrneKTUBH PUHKY MOOIJILHUX irop

3a nanumu App Annie, rasry3p MOOUILHUX iTOp CTBOpHMIIA KosocanbHi $41,1 mup.
BAJIOBOTO PIYHOTO JOXO/Y, OUiKYEThCS 3pOCTaHHS I[bOT0 Toka3zHuka 10 $50,9 mupa. 3rigHo
3 mporHozamu Statista, y 2022 poui BamoBud piuyHHHA A0xXix nepeBumuth $189 mups.
He3Baxaroun Ha Te, IO JaHI PI3HUX JKEPEI JCIIO BiIPi3HIIOTHCS, 3arajJbHUN BUCHOBOK
TaKWil: pUHKY Jajeko a0 HacuueHHs. [IporHo3um App Annie miaTBEpAWIMCA Y 3BiTax
Forrester mpo te, mo no ki"msg 2016 nume 46% HaceneHHs CBITY Oyl BJIaCHUKaMU
cmapTdoniB. Lle cBiTUUTH Mo Te, 0 MOOUIbHA PEBOJIOLIS, 10 ITUPOKO OOTOBOPIOETHCS,
TUTBKH TIOYMHAETHCSI.

[nma cratuctuka Forrester AeMOHCTpye BENWYE3HH PO3PUB MIXK MPOBIIHUMH
KOMITaHISIMU, JJI SIKUX MOOUIbHI MPUCTPOI CTaIM KaTali3aTOPOM NEPETBOPEHHS IXHBOTO
0i3Hecy, Ta KOMIIAHIIMH, SIKI BIZHOCATHCS JO MOOUIBHUX MPHUCTPOIB MPOCTO SK IIE A0
OJIHOTO HanpsAMKy s po3BUTKY. Ha mouatky 2021 poky numie 18% onuTaHux KoMIaHii
Hajlexainu A0 nepuoi kareropii. Lledl mokasHHK, SK O4iKyeThecs, mopgoiae 25% Bxe
HacTyHOro poky. CriokuBaul €BOJIOLIOHYIOTh Habarato mBualle, Hi 0i3Hec. ChOTOIHI
MOOUTBHHI 1HTEPHET 1 0araThb0X KOPUCTYBAUiB CTaB HaraJbHOIO MOTPEOOIO.

[Ilo cTocyeThcs MOMyISAPHOCTI, HA TIEPEIHIN IJIaH, HMOBIPHO, BUMIYTh TIPOTPAMHU-
arperaropu. lle 1HCTpyMeHTH, 110 AO3BOJSIOTH OTPUMATH KOHTEHT 13 PI3HUX OHJIANH-
pecypciB Ta 00'eIHaTH WOTO y MPOCTOMY 3po3ymisiomy iHTepdeiici. KoHTeHT Moxke OyTu
PI3HOMaHITHHMM: BiJl TapsiYMX HOBHH JI0 IHIIMX 1HTEpECIB. ATperaropu npu3HadeHi 1Jisd TUX,
XTO HE Mae yacy abo OakaHHs BIABIIyBaTH OaraTo caiTiB ad0 BCTAHOBJIIOBATH Oarato
3actocyHkiB. Cepen momynsspHux mporpam-arperatopiB - Flipboard, News360, Feedly Ta
I[FTTT. [Iporpamu-arperaTopu 3a3Buyail 3aBOMOBYIOTh MOMYJISPHICTh CEPE/l KOPUCTYBAUiB
y THX BUIaJKaX, KOJM BOHU 3pYy4YHiI a00 MOKPAIIyIOTh MPOIEC MOKYMOK. Hampukian,
Facebook 3po0uB 1e 3 nogatkom Messenger, sikMii JO3BOJISIE KOPUCTYyBayaM YUTATH CBOT

cTpiuku Ta Bukiaukatu Uber.
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BucokonpoaykTuBHI MOOUIBHI MPOLIECOPU, MIATPUMKA MOTYXKHOI rpadiku, sSKICHI
€KpaHW Ta IMIBUIKE IHTEPHET-3'€THAHHS TIEPETBOPWIM CMapTHOHU HA IrPOBI MPHUCTPOI.
3rigHo 31 3BiTamMu App Annie, MOOUIBHI irpH, Ha siki y 2019 poui npunanano menie 50%
JO0XOJy BiJ yCiX MOOUIBHUX 3aCTOCYHKIB, TeHepyBaiu 85% M0XOiB PUHKY MOOUTBHUX
noaatkiB y 2021-my.

Pi3ko 3011bIIMBCS Yac, SKUH KOPUCTYBadl IPOBOAATh Y PI3HOMAHITHUX 3aCTOCYHKAX.
[Ipu ubomy HeirpoBi mporpamu oOiinuM irpu. 3a nanumu Flurry Analytics, mo kinis 2021
POKY PUHOK MOOUIBHHUX 3aCTOCYHKIB BCTAHOBUB HOBUIN PEKOP]T 3 BUKOPUCTAHHSI.

Otxe, BUOYXOBE 3pOCTAHHS PUHKY MOOUIBHUX 3aCTOCYHKIB HAMOIMKUYKMM Yacom
30epexeThcs. He3Bakaroum Ha TOCWIEHHS KOHKYpPEHLII B WLIA Taily3i, PO3pOOHUKU
3aCTOCOBYIOTh HOBI METOJM MOHETH3allli 1 CTBOPIOIOTh BCE OUIBIN IiKaBI Ta KOPHUCHI
pilieHHsT i KopuctyBauiB. [l{oHaliMeHIie ABI HOBI MOJEIl MOHeTH3alli J100pe cede
3apEKOMEH/IyBaJIM 1 OCTAaHHIM YacOM HApONIYIOTh MOMYJSPHICTh. PO3poOHMKH Ta BUIABIII
HABUMJIMCSl 3aCTOCOBYBATH III MOJIET BIAMOBIAHO 1O cutyauii. Hampukinan, monens 3
M1IMUCKOIO TTPAIIOE JIUIIIE Yy MEBHUX HilllaX, ajie € HAMMPUOYTKOBIIIOO 3 YCiX. Y TOM e yac
Mozenb Freemium, sIKy Tak KpPUTUKYIOTh 3a TOTEHIINHY HEIOOpOCOBICHICTh, IpHU
MPOJlyMaHOMY 3aCTOCYBaHHI Ja€ MPUTOJOMIUINBI pe3ynbTaT, Hanpukiaj Clash of Clans.
I nume matHi mporpamMu BIaal0Th y HEMUIIICTh, X04a BCE 1€ BUMPABAOBYIOTH ceOe B
OKPEMHX BHUIMAIKaX.

['iOpuaHi Mozeni MOHEeTH3allli, Taki sIK BOy/10BaHa pekjiaMa Ta MOKYIKHU 3 TPOrpamH,
SBHO HaOMPAIOTh MOMYJISIPHOCTI Y CBITI O613HeCy. BiIbIIICTh TOCTIIKEHb IPUITYCKAIOTh, 110
BOy/lOBaHa pekiaMa Oyle OCHOBHUM (DaKTOPOM 3pOCTaHHA MOOUIBHOTO PHUHKY
HaWOIMKYMMU POKaMU.

Croromni 10S ta Android — mpoBigHI MOOLTBHI OTEpaIlifiHi CUCTeMH, a TEXHIUHI
rirautu Apple Ta Google BosoAit0Th HAHOUIBIIMMH Mara3uHaMu MOOLTbHUX 3aCTOCYHKIB.

SAx po3BUBATUMETHCS PUHOK MOOUIBHUX Irop, MOKake 4Yac. PWUHKOBI TeHACHITIT
MPUITYCKAIOTh, M0 B HAHOIMKYOMY MaOyTHHOMY PHUHOK TPOJIOBXKHUTH TEHEPYBAaTH BCE
O1bIIM 1 OUTBIINA JoX11. [{iTKOM 3p03yMisio, III0 PEBOIIIONIS MOOUIBHUX 3aCTOCYHKIB, 1O

IITUPOKO 0OTOBOPIOETHCS, TUTHKH TTOUNHAETHCSI.
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2. THOOPMAIIMHE TA MATEMATHYHE 3ABE3NNEYEHHSA

2.1. baratonnargopmoBuii incrpyment Unity

3a manumu caifty gamedatacrunch.com, y 2021 porti 49,48% ycix miaTHUX irop, 1o
BUMLILIM B Steam, Oynu po3po0Oieni Ha Unity. A y chepi MOOUTBHUX 1TOp 1eH MOKa3HUK YKe
naBHO nepeBulUB 50%. 3apa3 icHye 0e3i14 BIAKPUTUX TIATPOpM, aje HaWMoONmyJIpHILI 1
HaioIbI 3 HUX - e Unity 1 Unreal Engine 4. BaxxyiuBi BIIMIHHOCTI MK JBOMA pyLIisSIMU
nexaTh Ha piBHI MOBHU mnporpamyBaHHsa - C # mus Unity 1 C + + nna UE4. Tlepmmii
CYBOpIILIWHI 1 MAa€ MEHIIMH MOPIT BXONY, @ APYTUil HaJa€ O1JIbIlIe MOXIMBOCTEM, ajile BUMArae
OLIBIIIOT AUCIMILIIHUA Bl pO3pOOHHUKA.

IrpoBuit pymriii Unity HE IpOCTO Tak CTaB OJAHHUM 13 HAUMOMYJSPHIIINX Y BChOMY
cBiti. Moro miHytoTs 3a:

® MPOCTOTY - y PyIIisl HU3bKUHA MOPIr BXOAY, TOMY HOro MOXYTb OCBOITH HAaBITbh
HOBAYKH;

® YHiBepCAJBHICTD - 32 HOTO JOMOMOT'OX0 MOKHA 3pOOUTH I'py 7151 Oy 1b-SIKOT Cy4acHOI
nomyssipHoi matdopmu (11K, 10S, Android, PlayStation, Xbox, Switch);

® rHyukictb — Unity MOXXHa JIErKO HaNalITyBaTH MiJ KOHKPETHUHM MPOEKT, 1100
3po0OUTH PO3pOOKY MaKCUMaIbHO €(hEKTUBHOIO.

Unity Haifuacrimie BUKOPUCTOBYETHCS JIJIsl 1HII-TIPOEKTIB a00 MOOUTbHUX ITOp - B
pyui MeHie 3aiBux (yHKLIM 1 oro MoO)KHa OXapakTepus3yBaTH sIK "KiMHATy", 3 sKOi
MOKHa CTBOPUTH MAKNCTEPHIO, 3pY4YHY JUIsi pOOOTH HaJ KOHKPETHHUM >KaHPOM a0o cepi€ro
irop. ['omoBHa mepeBara Unity - me mpoctora Ta rHydkicTh. ['HyukicTs Unity mo3Boiise
PO3pPOOHUKAM y KOPOTKHI TEpMiH 1 3 MIHIMyMOM BKJIaJIeHb MiJIAIITOBYBAaTH PYIIINA Mij
BiacH1 motpedu. KommaHii MOXXyTh po3muproBaT Hadip GyHKIIIH 1117 KOHKPETHUM TTPOSKT.
Ile crocyeTbest sik macmTaly, Tak 1 skaHpy Unity ogHakoBO a00pe MiAXOAUTH 1 st

CTBOPEHHS HEBEJIUKOI IOJIOBOJIOMKH, 1 11 Beinue3Ho1 kiiacuuHoi RPG.
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[Ile omna mepeBara Unity y TOMy, 110 HaBKOJIO HHOTO C(HOPMYyBanOCS BEIUUYE3HE
CHIBTOBApUCTBO, SIKE TOTOBE TUIMTHUCA JOCBIIOM — Y MEPEXi € 0e3i4 JOKIaIHUX YPOKIB
Ta PI3HOMaHITHUX TYTOPiaJiB.

VY maraszuHi pyiiis € 6arato iaTHUX Ta OE3KOIMTOBHUX acceTiB. TaMm MoKHA 3HANTH
aK mpocti 3D-mozeni Ta HEXUTPl MEXaHIKM, TaK 1 CKJIaaHI CHUCTEMH, SIKI JOTOMOXYTh

peasnizyBaTH OKpeMi IrpoBl acleKTH, HAIIPUKIIAJI, INTYYHHUH 1HTEIeKT (puc. 2. 1).

@ Unity-

Pucynok 2. 1. bararonsiargopmoBuii iHcTpyMeHT Ta irpoBuii pymii Unity

Unity niaxoauTh HaBITh JJIsl TUX, XTO B3araji HE BOJIOJi€ MOBOIO IiporpamyBaHHs C#
- pyuIii BXKe JaBHO MIATPUMYE CHUCTEMY Bi3yalbHOTO TMporpamyBaHHs Bolt, sky MoxHa
BUKOPHCTOBYBATH JJIsI HAMMCAHHS 1TPOBOI JIOTiKK 0e3 Koy (puc. 2. 2). Ile o3Hauae, mo B
Unity MOXyTh TpaitoBaTd ¥ po3pOOHUKH, SIKI HE CHELIai3yIOThCsl Ha MPOTrpaMyBaHHI.
Hamnpuknan, Bolt no3Bosisie reiiM-au3aiiHepaM MIBUIKO MPOTOTUITYBATH CBOT 3alyMH, 1100
0Jipa3y X BUMPOOYBaTH MEXAHIKU Y [Iii, a JIeBe-Au3aiiHepaM caMOCTIITHO HaJIaIllITOBYBaTH
Tpurepu Ha Jjokarisx. Tum He ™enm, Bolt He 3cyBae Unity g0 piBHS NPOCTHX
KOHCTPYKTOPIB - II€ BCE T€ ) HAMUCAHHS JIOTIKH, ajie¢ B OUIBII 3pO3yMUIOMY 1 TIPOCTOMY
BUTJIsAI1. X04a BI3yaJIbHUN CKPUIITHHT 1 CIIPOIILYE MPOIEC TPOorpaMyBaHHs, pO3pOOHHUK Ma€e
pO3yMiTH 6a30B1 IPUHIIUIIH JIOTIKH.

Unity ayxe 4YacTO BHKOPHUCTOBYEThCS B ITPOBIM 1HAYCTpli - uwed pymin

BUKOPUCTOBYIOTh SIK JUISl BEJIMKWX KOHCOJIBHMX 1rop, TaK 1 JJIS HEBEJIMKUX MOOLIBHUX
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MPOEKTIB. 3aBAAKH IbOMY po3poOHuK Ha Unity Mae mIMpoKi MOXKIUBOCTI ITPU BHOOP1 MiCIs

poOOTH — BiH OJIHAKOBO JIETKO MOXe€ MITH 1 B 1HAI-TEHMIEB, 1 B chepy MOOUTEHUX 1TOp.

Rigidbody
Add Force

|
Bl © Key (spscet) 13
(8} () Action [Doun ¢ o

e a
& % Get Variable yd 8] ©) Mode

Omm T ©

=]

True B
B ser o ) @ ralse 5 5
Collider [ N /
Contacts 1= [[SH
Impulse &
Relative Velocity &

Data *z |8

Pucynok 2. 2. IIpukiajg BUKOPUCTAHHA Bi3yaJbHOr0 CKpUNTUHTY y Bolt

2.2. IrpoBuii pywiii Unity3D

Unity3D € cydacHUM KpocmuiaTOPMHUM PYIIiEM JJisi CTBOPEHHsS irop Ta mporpam,
po3pobnenuit Unity Technologies. 3a momomMoroto 1s0ro pylirisi MOKHa PO3pOOJISATH HE
TUTBKH TIPOTPaMU ISl KOMITIOTEPIB, ajie 1 ik MOOUTRHUX MPUCTPOIB (HanmpuKiIam, Ha 0asi
Android), irpoBuX MpUCTaBOK Ta IHIIUX aKCeCcyapis.

[lo-nepiie, BapTO BiA3HAUMTU Te, IO Yy cepenoBuule po3poOku Unity BOymoBaHuUit
ITPOBUH PYIIiH, IHITUMH CIOBAaMU, MU MOXXEMO NMPOTECTYBAaTH CBOIO TPy HE BUXOASYH 3
penakrtopa. [lo-apyre, Unity miaTpumMye iMOOPT BETUYE3HOT KUIBKOCTI PI3HUX (POPMATIB,
10 JT03BOJISIE PO3POOHUKY TPU KOHCTPYIOBATH CaMl MOJIEN y 3pYYHIIIIOMY 3aCTOCYHKY, a

Unity BUKOPUCTOBYBAaTH 3a MPSAMHUM IPU3HAYEHHAM — PO3pOOKM MpoaykTy. Ilo-Tpere,
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HAIMCaHHS CIEHapliB (CKPUITIB) 3AIMCHIOETbCS HAMOLIbII MOMYJIIPHUMH MOBaMHU

nporpamyBanHs — C# i JavaScript.

Takum unnom, Unity3D € akTyanbHOO TIaTGOPMOIO, 32 IOIOMOTOIO SIKOI MM MOKEMO

CTBOPIOBATH CBOI BJIAaCHI MPOrpaMd Ta EKCIOPTYBaTH iX Ha Pi3HI MHPUCTPOi, YU TO

MOoO1UIbHUIM TenedoH uu npuctaBka Nintendo Wii.

[Iepesaru Unity3D:

1.

Unity3D Bi3yanbHO BUTIsAa€ OUTBII Y3TOJKEHO Ha BCIX MPUCTPOSAX, KPIM TOTO,
IIBUJIKO PO3TOPTAETHCS OJHUM KJIAlIaHHSAM Ha Oyab-sKii maaTtdopmi;

Unity3D 3aiiMae Ha npucTpoi Habarato MeHIIE MICIls, MEHIIIE BIIUBAE Ha pOOOTY
KiHIIeBOro KopucTyBaya. KommaktHuil po3mip ocobiauBo BaxumBuil y Google Play
Store, ne APK noBoauThCcs AUIMTH HA YAaCTUHU, SIKIIO Ied (ailyl BUSBISETHCS
outeImmM 3a 50mb;

Unity3D HaGarato mnpocTtimie BHBYUTH Ta 3po3yMitH. O30poimmcs Unity3D,
HEJOCBIIUCHUN KOPUCTYBad MOXE pO3MouYaTtd poOOTy WIBUAIIE Ta CTBOPIOBATU
MPOJIYKTH, NIATPUMKY SIKHX TapaHTy€e BeJIMKa CIUIbHOTA (DaxiBIIiB;

TpuBamicts iTepamii B Unity3D Habarato MeHima (po3ropTaHHS Ta KOMITUISIIS

BUXI1JIHOTO KOJIY B1I0YBa€ThCS MIBU/IIIE, IIIEHIEPH KOMITUTIOIOTHCS Mai>ke MUTTERO).

Henmomiku:

1.
2.

Buxinuuii Ko pyInist 3aKpUTHIA;

Hoga cuctema Ul winkom 3anoBuUibHa. Y HiM BIACYTHIN crieliadbHUN peIakTop, BCl
3MIHU BHOCATHCS MPSIMO B CIIEHI — a CIIeHa ayxe Benuka. Koiau BU BiKpuBaeTe
cueHy 1 xouete BigpenaryBatu Ul, Bam crodaTky JOBEAEThCS N00psde 30UIbIIUTH

MaciTad o6nacTi, 110 Bac IIKaBUTh.

Otxe, Unity3D - oguH 3 HalmomyJsIpHIMIUX ITPOBHUX JIBUTYHIB. B ocTaHHI poku Bce

Oisbllie BIIMIHHHMX 1TOp BUXOJATH 3aBASKU ToMy, 110 Unity € MpoCcTUM y BUKOPUCTAHHI 1

MPOTIOHYE PO3POOHUKAM 06araTo TOTOBHX PIIICHb.
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2.3. O0'exTHO-OpieHTOBaHA MOBa nporpamyBanHs C#

NET — 1ie cepenonuie ado miardopma. Bona posramosana Mixk koom ta Windows,
JT03BOJISIFOYM HaJlaBaTH MOTPi0H1 ciryxou. [Tnatdopma .NET ckiamaeTbes 13 1BOX OCHOBHHUX
kommnoHeHTiB. lle Common Language Runtime ta .NET Framework Class Library.

Common Language Runtime (ckopoueno CLR) MoxHa Ha3BaTu pyurieM miathopmMu
NET. CLR 3aiimMaeTbcsi YNpaBIiHHAM MaM'sITTIO, KOMIIUIALIE€I0 Ta BUKOHAHHSAM KOIY,
poOOTOIO 3 TOTOKAMHU YITPABIIIHHS, 3a0€3MeYeHHIM O€3IMEKH TOIIIO.

NET Framework Class Library - 1iec Ha0ip KJ1aciB Ha BCl BUIIAJKH JKATTS.

Opniero 3 ocHoBHMX iell .NET € CyMmiCHICTh pI3HUX CIyX 0, HallUCaHUX PI3SHUMHU
MoBamu. Hanpuxknaz, cinyx0a, Hanucana Ha C++ mis NET, Moxe 3BepHyTUCS 10 METOY
Kiacy 616mioTexu, Harucanoi Ha Delphi; na C# MoxHa HanucaTu Kiac, ycrnaJaKoBaHUMN BiJl
Kiacy, Hanucadoro Ha Visual Basic .NET, a BUHATOK, CTBOPEHHII METOI0M, HAlIMCAaHUM Ha
C#, moxxe OyTu nepexoruieHui Ta oopooaenuit y Delphi.

C# € xopcTKOIO THIMI30BaHOI0 MOBOIO. [1pH 1i BUKOpHCTaHHI MU ITOBUHHI OTOJIONTYBaTH
THIT KOKHOTO 00'€KTa, SIKUH CTBOPIOETHCS (HANPUKIIAMI, Il YKCIIa, YUCia 3 TUIaBal0vY0r0
TOYKOIO, PSJIKH, BIKHA, KHOTIKH, 1 T. JI.), 1 KOMIIUIATOP IOTOMOKE HaM YHUKHYTH TTOMHJIOK,
MOB'sI3aHUX 13 MPUCBOEHHSIM 3MIHHUX 3HA4Y€Hb TUIBKHU TOTO THUITY, 110 iM BigmoBigae. Tum
00'ekTa BKa3zye KOMIUISITOp po3Mip 00'ekTa (Hampukiaa, 00'eKT TUIY int 3aiiMae B maM'siTi
4 Gaiita) 1 loro BIACTUBOCTI (HANPUKIaL, popMa Moke OyTH BUAMMA 1 HEBUIUMA, 1 T.1T.).

MoBa C# Hajgae mnporpaMmicTy IIMPOKHIA CIEKTp BOyJZoBaHMX TuMiB. Bci BoHUM
BianosinaoTh CLS (Common Language Specification) i 1ie rapaHTye, 1110 00'€KTH, CTBOPEHI
Ha C#, MOXYTb YCITIIITHO BUKOPHUCTOBYBATHUCS TTOPSIJT 3 00'€KTaMU, CTBOPCHUMH OYIb-IKOFO
1HIIOI0 MOBOIO TporpamyBanHs, o niaTpumye .NET. Koxken Tunm mae cTporo 3ajaHuid
oMy po3Mip, SIKUi MOXKE 3MIHFOBATHUCHA.

O0'exTH OAHOTO THUITY MOXKYTh OyTH MEPETBOPEH] HA 00'€EKTH 1HIIOTO TUITY HEABHO a00

saBHO. HesiBHI mepeTBOpeHHSs BiI0OYyBalOTHCS aBTOMATUYHO, KOMIIUTSITOP POOUTH 1€ 3aMiCTh
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Hac. SIBHI mepeTBOpPEHHS 31HCHIOIOTHCS, KO MU «HABOJMMO)» 3HAYCHHS 1HIIOTO THITY.
HesiBHI epeTBOPEHHSI TAKOX rapaHTYIOTh, 110 J1aHl He OyIyTh BTpayeHi.

Y C# tun object € BUXIIHMM TIpeakoM Jisg Bceix TumiB. [locmmanHs object moxkHa
BUKOPHUCTOBYBATH JUIsI TPHUB'SI3KH JI0 OyAb-sIKOTO 00'ekTa. Takok KOpUCHO y BiTOOpakeHHI,
KOJIM KO/ [IOBUHEH IpaIfoBaTH 3 00'€KTaMU THII IKUX HeBigomuii. Object Hajjae HaM KiJIbKa
gynoBux MetoAiB. Equals(), GetHashCode(), GetType() Ta ToString(). Lli MmeToau noctymnHi
Oyab-sikomy 00'exty. C# Mae cBiii Tun string. Tomy Taki orneparii K KOMitOBaHHS Ta 3TUTTS
B1J10YBa€THCSI MUTTEBO.

C# nmos3BoJisie BUBHAYATH CBOI CKJIQJHI THUIIM HA OCHOB1 HasBHUX MPOCTHUX THUIMIB. SK 1
MIPUMITHUBH, CKJIQIHI TUITH MOXXYTb TOIJISATUCS HA TN 32 TIOCHJIAHHSM Ta 32 3HAYCHHSIM.
VY C# ctpykTypa — 11e ocobnuBuit Tun kiacy. OCKUIbKH CTPYKTypa PO3MIIIYETHCS B CTEKY,
BOHA MO’K€ CTBOPIOBATHCS Ta KomitoBaTucs OLIbll e(heKTUBHO, HIXK Kiac. Ctpytypa B C#
a0COJIIOTHO HOBE MOHSATTS, HE TUIBKU TOMY, IO iX YJIEHH 32 3aMOBUYBAHHSIM € 3aKpUTHUMH,
ajie eK3eMIUTIPU CTPYKTYP Ta €K3EMIUISIPH KJIaciB PO3MILTYIOTHCS Y PI3HUX MICIISIX TTaM'Ti.
CTpykTypr MOXKYTh MIATPUMYBATH OUIBIIICTh (YHKLIA KiIacy (X04 1 HE HIATPUMYE
yCHaJKyBaHHs peanizalliif), ajie iX MmoTpiOHO BUKOpUCTOBYBaTH obOepexHo. Haiikparie
CTPYKTYPH MIAXOJATH JJIsl IPEJCTABIICHHS HEBEJIUKUX 00'€KTIB.

Krnacu € ocHOBHUM Bu3HaueHMM il kopuctyBaya turnoM B C# 1 mmardopmi NET.
[IpakTuuyHO BC1 TporpaMud MarTh MPUHAWMHI OJIWH Kjiac (TEOPETUYHO MO’KHA
BUKOPUCTOBYBATH CTPYKTYPY 3aMICTh KJIacy), SIKU MICTUTh MeTOJ Main() - TOUKY BXOIY
1o niporpamu. Kiacu - 1e ckiajoBi THIM JaHUX, SIKI BKIIOYAIOTh YICHU AaHUX 1 (QYHKITI.
Kracu Tak camo MICTATh y cOO1 BKJIA/ICHI TUIU JAaHUX.

Intepdeiic C# MICTUTh TUIBKM aOCTPaKTHI €JIEMEHTH, L0 HE MAalOTh peasi3allii.
besnocepennbo peanizaiis IUX €JIEMEHTIB Ma€ OyTH y Kjaci, MOXIAHOMY BiJl I[bOTO
iHTepdeiicy. Intepdeiicu C# MOXKYTh MICTUTH METOJIU, BIACTUBOCTI Ta 1HAEKCATOPH, alie
Ha BIAMIHY, HampuWKIal, BiA Java, BOHM HE MOXKYTb MICTUTH KOHCTAHTHHUX 3HAYCHb.
Hampuknan, skmo iHtepdelic MICTUTh y c001 METOM, BiH MpaIifoBaTUME, aje caM KOJl

peaizaliii MeToly BCepeIMHI HbOTO HIYOTO OYiKyBaTH.
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Jleneratu 1€ TUIIH, K1 TOCUJIAIOTHCS HA METOIM. BOHU CcX0X1 HAa OKa3HUKH (PYHKIIIH
B C++, asie 03BOJISIIOTH CTBOPIOBATH €K3EMIUISIP KIIACY 1 BUKJIMKATH SIK CTAaTUYHI CIOcO0H,
1 CITIocOOM KOHKPETHOT'O €K3eMILIsIpa Kiiacy.

MacuB 3amae MeTojJ oOprasizamii AaHux. MacHBOM HAa3MBAIOTh YIOPSAKOBAHY
CYKYIHICTh €JIEMEHTIB OJJHOTO TUITy. KO)KeH eJleMeHT MacuBY Ma€ 1HJIEKCH, 1110 BU3HAYAIOTh
MOPSIIOK €JIeMEHTIB. YHCIOo 1HIEKCIB XapaKTepu3ye pO3MIpHICTh MacuBy. Y MoBi C#, sk 1 B
0aratpb0X IHIIMX MOBaX, 1HJIEKCH 3aJal0ThCS LIUIMM TUIIOM. Y MoOBI C# 3HATO 3Ha4HE
oOMexxeHHs MoBuU C++ Ha cratuyHicTh MacuBiB. MacuBu y MoBI C# € peanbHUMHU

TUHAMIYHUMHU MacuBamH (puc. 2. 3).

PucyHnok 2. 3. O0'ekTHO-0picHTOBaHAa MOBa nporpamyBanHs C Sharp
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3. MIPOI'PAMHE TA TEXHIYHE 3ABE3IIEYEHHA

3.1. lepui kpoxku B Unity

Unity - me oque 3 Halmony sIpHIMKX pymriiB 3apa3. CkaacTu HOMy KOHKYPEHIIIFO MOKE
xi0a mo Unreal Engine 4, ane o nepiuwii, Tak i Ipyruii Mae CBOI IUTFOCH 1 CBOi MIHYCH.
Unity niarpumye maiixke 30 matgopm, y TOMY YHCII MOOUIBbHI, BIPTYyallbHY PEAJIbHICTD,
HACTUIbHI KOMI'tOTEpH, KOoHcoJ Touo. Unity - e He mpocto JoOpuil BapiaHT AJisl CTapTy,
1e iaeanbHUl BapiaHT Juist ctapTy! TyT 3akiialeHO BUKOPUCTaHHS THYYKOi MOJYJIbHOI
CUCTEMH IPU CTBOPEHHI CLEH Ta MEPCOHaXiB y rpi. HaBiTh HOBAa4OK 3aTHUN CTBOPUTH
XOPOLINI MPOEKT, BAKOPUCTOBYIOUHM I'OTOBI CIIPAUTH Ta KOHCTPYKTOP PYLLISL.

[lepmmm kpokom Oyzae BctaHoBieHnHs [13. Ha odimiiiHoMy caifTi € 4oTupu pi3Hi
Bepcii mporpamu Jjisi BCTAHOBIICHHS:

1. Unity Personal: 1is Bepcis 6e3korroBHa. [Ipodiaema B ToMy, 1110 B KOXKHIH rpi Oy/1e
BiloOpakaTucs 3actaBka «3poosieHo Unityy», IKy HE MOKHA BUJATUTH.

2. Unity Plus: 1s Bepcis xomTye 35 mgojapiB Ha Micsilb. BoHa MOCTaBIISIETHCS 3
IHCTPYMEHTAaMH 3BITHOCTI TIPO MPOAYKTHUBHICTH, 000sI0HKOI0 Unity Pro Ta neskumu
noaatkoBuMu (QyHkiisMu. g Bepcis 103Bosisie BIAKIOUATH a00 HACTPOIOBATH
3actaBky "3poo6aeHo Unity".

3. Unity Pro: ue HaiiBumuii noctynHuii piBeHb. Bin komrye 125 gonapis Ha Micsip i
MOCTaBJISEThCS 3 KOpUCHUMH cepBicamu Unity, npodeciiHuMHU Haa0yJa0BaMu JJis
10S Ta Android Ta He Ma€ 3aCTaBKH.

[lepmm BctanoButhesi Unity Hub. Unity Hub — ne aBroHomHa mporpama, sika
CHpOIILYyE NpPOLEC IMOIIYKY, 3aBaHTAXEHHs Ta YNPaBIIHHSA BallUMHU MPOEKTaAMU Ta
ycranoBkamu Unity.

[I{o6 cTBOpUTH HOBUM MPOEKT (1 BKa3aTH, B SIKii Bepcii pellakTopa Woro BIIKPUTH),

BUKOHANTE OHY 3 TAKUX JIIH:
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e HatucHith kHOnKy NEW. V¥V psaky 3aronoBka aiasoroBoro BikHa HoBuii mpoexT
BiJI0OpakaeThCsl BEPCisl peaKTopa, sIKy MOBUHEH BUKOPHUCTOBYBATH MTPOEKT.
e KiaHITh CTPUIKY CIHCKY, 1110 PO3KPUBAETHCS, OPYY 13 KHONKOIO «CTBOPUTHY, 1100

BUOpaTH BEPCit0 peaaKkTopa, IKy BH X04eTe BUKOPUCTOBYBaTH (puc. 3. 1).
[ NON ) Create a new project with Unity 2020.1.0b11

Templates Settings

G} @ G} Project Mame *

New Unity Project
N ¢

CANCEL CREATE

Pucynok 3. 1. Bkanagka "IIpoexkTn"
Konu mpoekT 3aBaHTaXHUThCs, 3'IBUTHCA €KpaH, 3anoBHEHUM 1H@opMmauiero. Ham

MakKeT, HMOBIpHO, BUTJIsIIaTUME TakK (puc. 3. 2):
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0 Uty 0001 D003 (R0 - Sarmphelieneunty - Bobbbehend Wars - PC. M Bt Limur Stamdabons <001 1> - o x
Fie G Al GonwObp Comprome Windoe oy
(OB S | [ S <ceve | @i0ce > 1™

I YT I . s— Y s 3 [T vy R

Pucynok 3. 2. Maker 3 ingopmani€co npo npoexkt

KokeH MakeT CKIamaeThcsi 3 KUIBKOX PI3HUX MpeJAcTaBieHb. lIpocTo maHensb
iHpopMaIlii, sIKy BU BUKOPUCTOBYETE JJIs KepyBaHHs. Harmpukmian, € mpeacTaBiIeHHS IS
po3MimeHHst 00'ekTiB. OCh sk BHTIsAAaE iHTepdelic, po3OUTHiA Ha OKpeMi TPEICTaBICHHS

(puc. 3. 3).
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0 Uty 2481 003 1 Sarmpheliencunty - Bobbiehend fans - PO Mad & Loas Strisbons <0001 12 = - x

Cotlab + B & M Accaurt + 3 »
Trapedtor %

Pucynoxk 3. 3. Intepdeiic po30uTHii Ha OKpeMi NMpPeACTABJIEHHS
[IIo6 meperisHyTH CIUCOK YCiX MpeACTaBlIeHb, HEOOXITHO KIAHYTH Ha MapameT]p

«BikHO» y psaKy MeHto (puc. 3. 4).

Layouts >

Package Manager

Services Ctri+0
Scene Ctri+1
Game Ctri+2
Inspector Ctri+3
Hierarchy Ctrivd
Project Ctri+5
Animation Ctri+6
Profiler Ctrie7
Audio Mixer Ctris2
Asset Store Ctri+9
Version Control

Collab History

Animator

Animator Parameter

Sprite Packer

Experimental >
Holographic Emulation

Tile Palette

Test Runner

Timeline

Lighting >
Occlusion Culling

Frame Debugger

Navigation

Physics Debugger

Console CtrleShift«C

Pucynok 3. 4. Ciucox npeacrabJieHb
KopucryBanbauibkuii intepgeiic Unity MOBHICTIO HACTPOIOETHCS, TOMY MU MOKEMO
J07aBaTy, BUAAISATA Ta BIOPAIKOBYBAaTH NPEACTABICHHS Ha CBi po3cyl. Y pemakTopi

HEO0OX1AHO 3HANTH BKIAAKY «I'pa» 1 KJIalHyTH MPaBOK KHOMKOK MHUIII . Y PO3KPUBHOMY
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meHio BuOepith "domatm Braaaky', nmotim BubOepits "Ilpogias'. IlpeacraBnenus
Profiler no3Bonse amamizyBaru Hamry rpy mig wac ii pobotu. Ha >xanb, npodins Takox

0JIOKy€E MeperJisii Tpu, TOMY MU HE 3MOKEMO T'paTu B TPy, MOKU MH ii nmpodiaroeMo (puc. 3.

5).
_
o ~  Warn if Mo Cameras Rendering

isplay 1 1x

+*  Clear Every Frame in Edit Mode

Maximize

Close Tab

Add Tab Scene

Game
Inspector
Hierarchy
Project
Profiler

Animation

Pucynok 3. 5. [Ipeacrasienns Profiler
Hatucnits Ta yrpumyiite Brkiaaaxky [Ipogiii i nepetsruits ii Ha BkIaaky CiieHa BUIIE

(puc. 3. 6).

T Desp Srafile  Prafile Gditor  Kditar = | ABacatian Callstacks * | Clearon Play Clear Load “siv  Frame: Current

& L tis Deralls

Huerarchy M| CPUI--ms GPU:--mx

PucyHnok 3. 6. PenaryBanusi BuaiB
[IpencraBienHsi, B SIKOMYy MH IMIIOPTYEMO Ta BIIOPSIIKOBYEMO aKTHBH, HA3UBAETHCS

MeHe/:Kep npoekTy. BiH imMiTye opranizaitito Hamoi ¢aiioBoi cuctemu (puc. 3. 7).
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3 Project

Assels

Pucynok 3. 7. MeHnem:xep nNpoeKTiB
Y Menemxkepi mpoekTiB BuOepiTh manky ASSetS i HatucHiTh kHonky Create. ¥V
po3kpuBarodoMy MeHI0 BuOepiTh «Ilanmka» Ta Ha3BiTh ii «Mogesi». Ile Oyae micre ms
Bcix Mogzeneil. Unity cTBOproe MeTajaHi Al KOXHOTo akTUBY. CTBOpEHHs, 3MiHa abo
BHJIAJICHHST pecypciB y (ailyioBiii cucTeMi MOXKe TOPYIIMTH I METaJaHi Ta Bamly Tpy.
CrBopith Taki manku: Animations, Materials, Prefabs, Presets, Scripts ta Textures. Bam

MEHEKEp MPOEKTY Ma€ BUTISAATH Tak (puc. 3. 8):

PucyHnoxk 3. 8. CTBopeHHsI IANOK Yy AUCHIETYEPi NPOEKTY

Hapemti Mu MokeMo 3MIHUTH Ha3By akTuBY. Hampukian, Haiia MOTOYHA CIEHA
HasuBaeThes SampleScene. Bubepith nmanky Scenes, a moriMm BudepitTh SampleScene. Im's
Oyzae Bunaneno. OAuH pa3 KIALHITH HA HbOMY III€ pa3, 1 BU HAIUIIEeTe HOBE 1M'sl. 3MIHITh

rioro Ha Main (puc. 3. 9).
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@1 Project 2=
Create * a8 %
¥ | Favorites Assets » Scenes
All Materials iMain| |
_ All Models
__All Prefabs
- All Scripts

¥ Ll Assets

W Animations

W Materials

W Models

W Prefabs

W Presets

| ™ Scenes -

¥ Scripts

W Textures

Pucynok 3. 9. IlepeiiMmeHyBaHHA aKTUBY (CLIEHH) B JMCIETYEPi MPOCKTY

3.2. Po3po0JienHst MoOiibHOI rpu «I'alakTuKa»

KoHuenuist rpu mossrae B TOMy, II0 BaM NOTPIOHO B3ATH Ha ceOe€ YIpaBIiHHS
30pebOTOM 1 3HMIIUTH SIKOMOTA OUIbIY KUIBKICTH MeTeopuTiB. Ha Bamomy muisixy
3'SIBISITUMYTHCSI BOPOXKI KOCMIYHI KOpaOi, sIKi 3aBaXaTUMYTh BaM 1 MICIs iX 3HUIIEHHS
3'SIBISITUMYTHCS «KAICYJIM» TICIs MiI00py sSAKUX Oyae MOCTYIMHHM HOBHM TN 30poi. ['pa

HazuBaTuMeThes «I'amaktukay (puc. 3. 10).
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Pucynoxk 3. 10. Mo0inbHa rpa «l'anakTuka»

['padika rpu ckiagaeTbes 3 HACTYMHUX TEKCTYp (puc. 3. 11):

®project  [{]Console! A=
pte LI IR
_ Favorites Assets - texture:
All Materials
All Models
All Prefabs. @ 00 m ° ° ° ° ° ° o
e et ARAICNTN NN » o o
o astert wverz backgroun d  enemyz  qunactivate - qunactivate. - qunactivate - wumactvate.. qunactvate.. laser lasen laser2 leserenemy legot ks
.° O° ?
zpace aphere sphere2

Pucynok 3. 11. TexcTypu rpu

Ha ocHoBi cTBOpeHUX TeKCTyp Oyiu po3poOieHi Taki npedadu (puc. 3. 12):

& Project | O censok s
ate - a EILYE
¥ Favorites Assets » Prefabs
2\ Al Materials
*. Al Models
Al Prefabs
4 AN scripts
¥l Assets asteroidrot.. enemy  explosionas.  explosionE.. explosionPl.  gunactivate. gunactivate. gunactivate.  gunactivate.. gunactivte.. laser laser3e laser3xhor  laserenamy  laserher
>
> iobileAds
-

Pucynoxk 3. 12. IIpedadu modisibHOI rpu «I'ajtakTuka»
Jle asteroidrotate - meteoput, sikuii TOTPiIOHO 3HUIIYBATH;
eNnemy - BOpOXKHil 30pedIiT;

explosionasteroid, explosionenemy, explosionplayer - e animanii BUOyxy CTBOpeHi 3

BUKOPHUCTaHHAM particle system;
gunactivator(s) — 1e KamncyJsu, ki aKTHBYBaTUMYTb Pi3HUH TUI 30poi y Ipi;

Perrra nipedadis tumy laser i oMy moaiOHi 11e 1 € 30posi.
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3.3. Po3po0JieHHSI T0JIOBHOTO MEHIO TPH

Moo6inapHa rpa «["anakTuka» Oyjae BKIOUATH B ceOe 2 CLICHU: 20108He MeHIO Ta i2p08)y

cyeny (puc. 3. 13).

E U;I.;tngSOB Personal
File Edit Assets GameObject Component Mobilelnput Window Help

O ‘i' | Ol - =i Center | & Local
= Hierarchy | # .= € Game # Scene |

| Create +| (GrAT | Shaded r|[20 || % |<) | & i
v  menu
Main Camera
background
space
space (1)

= WA
| Gizmos 7| (€

il |

@ Project ‘E console

| Assets »

HEEEEEE e

Editor GoogleMobi.. PlayServic... Plugins Prefabs scripts Standard A... textures

» & Editor
» &5 GoogleMobileAds
» & PlayServicesResolver
» &5 Plugins
& Prefabs
& scripts
» & Standard Assets
& textures

@Du‘mmy LoadAd
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0 552 b Oy Gy oo Ao R o

File Edit Assets GameObject Component Mobilelnput Window Help

I@lﬂ*ﬁl";‘::l: [ = Center | @ Local | u“m
i Hierarchy
| Create -| (GrATT
vt
Main Camera
# playercar
road183
roadl83 (1)
controlcountobjects

B Project [ console

e
| Create -| |4[%| %
¥ i /Favorites Assets » Prefabs

=  @Ev..0000008E0S

(CLAll Models
(L All Prefabs
¥ i Assets asteroidrot.. enemy explosionas..  explosionE..  explosionP| gunactivato.. gunactivato. gunactivato.. gunactivato. gunactivato. laser laser3x laser3sxhar
¥ (5 Editor

©LAll Seripts
» 5 GoogleMobileAds
» 5 PlayServicesResolver
» i Plugins
== prefabs
seripts sphere sphere3x
» 5 Standard Assets
G textures

laserenemy  lasarhor

Pucynok 3. 15. IrpoBa cuena

B skocTi (hoHA BUKOPHCTAEMO CHpPAWT 3 IM'IM «SPACe», Ha HbOMY 300paKeHHI

kocmoc (puc. 3. 16).

32



e T T

& Project | Oconsole LR
Create *

aEEEsEEsd -

_ Favorites
All Materials
All Models

Assets -
Al Prefabs
All Scripts
| assets B

itor  GoogleMobi_. PlayServic.  Plugins Prefabs. scripts  Standard A textures 1 meny

Pucynok 3. 16. Bu0ip ¢ony rpu

Jlaimi CTBOPIOEMO CKPHUNT «MENU.CS» (KJaaeMo MPaBOK KHOMKOK — BHUOMpPAEMO

Create — C# Script) 1 npukpimmoemo ioro Ha background. background e crpaiir 3i

100% mpo3opicTiO, Ha SKOMY pO3pPOOJSIOTHCS OCHOBHI €JIEMEHTH KepyBaHHS

(START/EXIT), a space ciayuTbh IpOCTO JJIs ISKOpAIlii.

Bwmict ckpunry:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

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

using UnityEngine.SceneManagement;

public class menu : MonoBehaviour {

public GUIStyle mystyle;// oronowyetbca gna Toro wob 3mMiHwBaTM 306paxeHHA GUI
KoMmrnoHeHTiB (wpudT, po3mip i T. n.)
string score;
void Start ()
{
StreamReader scoredata = new StreamReader (Application.persistentDataPath +
"/scorel.gd");// cTBOpeHHA ¢ainoBoi 3mMiHHOI
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score = scoredata.ReadLine ();//34uTyBaHHA pAaka
scoredata.Close ();//3akpuTtTa dainnoBoi 3mMiHHOI

}

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

}
void OnGUI(){

GUI.Box (new Rect (Screen.width*@.15f, Screen.height*0.8f,
Screen.width*0.7f, Screen.height*0.1f), "MAX DESTROYED:"+score,mystyle);

if (GUI.Button (new Rect (Screen.width*@.15f, Screen.height*0.25f,
Screen.width*0.7f, Screen.height*0.1f), "START",mystyle))

{

¥
if (GUI.Button (new Rect (Screen.width*0.15f, Screen.height*0.4f,
Screen.width*@.7f, Screen.height*0.1f), "EXIT",mystyle))

{
}

SceneManager.LoadScene (1);// 3aBaHTaxeHHA 1rpoBoi cLEeHU

Application.Quit();//Buxin 3 rpu

[Ile He 3abyBaemo moBicuTH Ha '‘Space'’ ckpumnt activemenu. Bin cinyxuTh s
CTBOPEHHsI aHIMallii pyxy ¢poHy MeHto. [IoTiM CTBOpIOEMO KOO «SPACE» 1 BCTABIIEMO i
Tpoxu BuIie. BMmicT ckpunra activemenu:
using UnityEngine;
using System.Collections;
public class activemenu : MonoBehaviour {

float speed=-0.1f;
void Start () {

}

// Update is called once per frame

void Update () {
transform.Translate (new Vector3 (@f,speed,0f));
if (transform.position.y < -12f)

{
}

transform.position=new Vector3(of,13f,0f);

[ToBuHHO BUHTH NPUOIHU3HO TaK, SK MOKa3aHo HA puc. 3. 17.
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MAX DESTROYED:
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Pucynok 3. 17. OcHOBHI eJleMeHTH KepyBaHHS MeHIO rpu «['amakTuka»




3.4. CTBOpEHHs iIrpoBOi CLIEHH
IrpoBa cuiena Oyze ckiagaTucs 3 HACTYIHUX KIIOYOBUX 00'€KTIB:

e xocmoc (crpaiit “'space’);
® rpaselp;

® METEOpUTH;

® BOpOXKI KOpaodI;

® iHre (J1a3epu Ta BUOYXH).

Kocmoc opranizoBanuii Tak, K y TOJIOBHOMY MEHIO. TyT MOKHa HIYOro HE 4inaTH (puc.

3.18).

steroid - Android <DX11 on DX9 GPU>

obileInput  Window Help

> il [ K
€ Game # Scene = |_‘

WXGA Portrait (800x1280) #| Scale [ 0,39: | Mazximize ©n Play | Mute Audio | Stats | Gizmes ~

Assets »

--------@Q

Editor GoogleMobi.. PlayServic.. Plugins Prefabs scripts Standard A... textures menu

Pucynoxk 3. 18. IrpoBa cuena
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Jlani moTpiOHO 3BEpHYTH yBary Ha Te, LI0 B Ipl MOCTIHO TeHEpyBaTUMYThCA 3
npedaliB, Taki 00'€KTH K METEOPUTH, MOCTPUIK Ta BOpPOru. | Ti 00'€eKTH, K1 YIMyCTHUB
rpaBellb, HOTPiOHO BUAAJATH, 00 BKOTPE HE HABAaHTAXXyBaTH rnam'sTh. Lle MokHa 3poOuTH
B Takui cmoci6. CrTBoproeMO HOBUW irpoBuil 00'ekT Ha creHi (y Hac Ie
"'controlcountobjects'), nomaemo no mporo xommonent boxcollider i po3rsaryemo foro

HaBKOJIO 1IrpoBoi 30HU (puc. 3. 19).

2D || % | <) | I~ Gizmos ~ | (@rAll -

¥ controlcountobjects (st

Tag | systemcontro$ | Layer | Default

¥ .~ Transform

Position x[0.09 |v[-0.13 |z[2
Rotation X0 Yo |zlo
Scale X8.8134] Y [14.895|2[1
v .|/ sprite Renderer
Sprite None (Sprite)
Color
Flip OUx oy
Material & Sprites-Defaull
Sorting Layer | Defaule
Order in Layer 0
v M ¥/ Box Collider 2D
Edit Collid:
Material m
Is Trigger
Used By Effector [ ]
Offset
X -0.002196842 Y 0.05849028
Size
X 0.9956068 Y 0.883019
» Info
Scnpt systemcontvolc
r GoogleMobi.. PlayServic.. Plugins Prefabs scripts Standard A.. textures menu
Sprites-Default
S Shader | Sprites/Default

Pucynok 3. 19. CTBopeHHs1 HOBOT0 irpoBOro 00'eKTy Ha CUEeHi

Jlaii noj1aeMo Ha HBOT'O CKPHIIT 3 HACTYITHUM BMICTOM:
using UnityEngine;
using System.Collections;
public class systemcontrolobjects : MonoBehaviour {

void Start ()
{

}

void Update () {

}
void OnTriggerExit2D( )
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Destroy(col.gameObject);

VY 11bOMy CKpHIITI BiJJOYBa€ThCSA BHUIAJICHHS €JIEMEHTIB mpu Buxomai 3 box collider
o0'exta controlcountobject. Takum YMHOM, YTBOPIOETHCS MEBHA 30HA MPU BUXOI 3 SIKOT

B110yBa€ThCSl BUTAJICHHS 00'€KTIB.

T'enepauisa memeopumie

JlogaeMo JaHU#M CKPUNT HA KaMepy:

using UnityEngine;

using System.Collections;

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

public class blockgenerator : MonoBehaviour {

public GameObject asteroid;// lopaemo cign meTeopuT i3 npedabis

float x,y,timer;

float timerespawn=0.25f;// Mepion BigpopoxeHHA mMeTeopuTiB. 3a ponomorow uiel
3M1HHOI MOXHa KOHTpPOJKWBATKM WinbHicTb Tpadiky meTeopuTis.

bool trigtime=false;// Nepemukad pna Bipgniky 4acy. fAkwo 3HadeHHAa true To TOAl
BiApaxoBYy€ETbCA 4Hac AnA reHepauii HacTynHoro meTeopuTa.

public int score;//NigpaxyHoK 3aranbHOl KiNbKOCTi Nif6MTUX METEOopUTiB 3a MNOTOYHY
rpy i SKwWo ue 4ucno NepeBUWUTb pekoph ToAi BOHO 6yae 3anucaHo y ¢ann pekopay. 3 uUiew
3MiHHOKW B3AEMOAiATMMYTb iHWi ckpunTu. KOXeH CTBOpPEHWI MeTeopuT nepefaBaTUMe KOMaHAy, AKa
36inbwyBaTMMe U 3MiHHY Ha OAMHULIO.

public float data;

void Start ()
{
score = 0;//
timer = timerespawn;
StreamReader scoredata = new StreamReader (Application.persistentDataPath +
"/scorel.gd");
data = float.Parse(scoredata.ReadLine ());
scoredata.Close ();

}

void Update ()
{

if (timer==timerespawn)// AKwo BCTAHOBNEHO Yac pnA Bigniky reHepauii
MeTeopuTy, TO: {
x = Random.Range (-2.5f, 2.5f);//1) Bubupaemo peHLOMHY KOOpAMHATY, B
AKiN 3'ABUTbCA MeTeopuT 3 AMHaAMiyHOro AianasoHy.
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Instantiate(asteroid, new
Vector3(x,5.5f,2.17f),transform.rotation);//2) leHepauia meTeoputy i3
npedaby. X BMOWPAETbCA PAHAOMHO 13 3a3HAYEHOro BMWe Aiana3oHy.

trigtime = true;//3) AKTMBYEMO nepemukad Ana Bigniky 4vacy. Micna woro

aKTuBauil nNpoTAromM 4acy BKa3aHoro B timerrespawn meTeopuTu He 6yayTb 3'sABAATUCA.

}

if (trigtime==true)// NepeBipka nepemukaya

{

timer = timer-Time.deltaTime;//Bignik 4acy anAa reHepauii HacTynHoro
MEeTEeopUTY.

}

if (timer < 9)// flkwo 4Yac nepiogy cnauBa€e Topi:

{

timer = timerespawn;//1) CkugaHHa 4Yacy Ha 4ucno 3anucaHe B timerespawn
trigtime = false;//2) bnokyBaHHSA Bipgniky 4acy
// TyT BinbyBa€eTbCA MOBEPHEHHS 3HAa4YeHb Ha "3a yMOBYaHHAM". [pu
iX CKMAAHH1 3HOBY BiabyBaTuMMeTbCA reHepauis meTeopuTiB Ta Bipgnik 4vacy. I Tak no kony

}
}

Merteoputu siKi 3'SIBIISTIOTBHCS Ha CIIEHI PI3HOTO pO3MIpYy 1 111e BOHH o0epTaroThes. Lle
BCE TOMYy, IO METCOPHUT peayli3oBaHUil 3a jgomomororo aBox GameObject, ne omun

3HAXOJIUTHCS BCEPEIMHI 1HIIIOTO.

3oBHIimHIN 00'exT "‘asteroidrotate’ omucye pyx Mmereoputa, mictuts Circle collider
1 3amyckae edekT BUOyXy, y pasi 3iTKHEHHs, a '"aster'’ paHJoMHO MPU CBOEMY CTBOPEHHI

3a/la€ MIBUKICTh HAMpsMy oOepTaHHs Ta po3mip (puc. 3. 20).
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Pucynok 3. 20. I'enepanis Mereopuris y rpi «['ajjakruka»

Ckpurnt g asteroidrotate:

using UnityEngine;
using System.Collections;

public class asteroidlogic : MonoBehaviour {
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public GameObject explosion;// TyT noTpibHo pomatu npedpab BubOYXYy
float speedasteroid=-0.1f;// lBUAKicTb pyxy MeTeopuTy

void Start ()
{

}

void Update ()
{

transform.Translate (new Vector3 (9, speedasteroid, 0f));// Pyx meTeoputa
BHM3 MO eKkpaHy 13 3a3panerifib 3a3Ha4yeHoWw WBUAKiCTHO

¥
void OnTriggerEnter2D(Collider2D col)
{
if (col.tag == "systemcontrol")
{

return;// MNoBepHeHHA HeobxigHe ANA YHUKHEHHA KOHOGNiKTYy 3 06'exkTom
controlcountobjects

}

if (col.tag == "laser") //TMepeBipka Ha nonafaHHs nocTpinie rpaBus y

{

mMeTeopuT

Destroy (col.gameObject);// Bunanaemo cam noctpin
GameObject.Find ("Main Camera").GetComponent<blockgenerator>
().score++;// lopaeMo oauHULUW A0 3aranbHoi KinbkocTi nipbuTux meTeopuTiBs
Instantiate(explosion,
transform.position,transform.rotation);//leHepyemo Bubyx i3 npedabis
Destroy (this.gameObject);// BuganeHHsa meTeoputy
}

Cxkpunr jis aster:

using UnityEngine;
using System.Collections;

public class rotator : MonoBehaviour {

int f;
float sc;
void Start ()

{
f = Random.Range (-5, 5);
sc = Random.Range (0.1f,0.2f);
transform.localScale = new Vector3 (sc,sc,sc);//po3mip

}

void Update ()

{
transform.rotation *= Quaternion.AngleAxis (f,new
Vector3(0,0,1));//06epTaHHA
}
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I'pageus

3aBaHTa)XXyeEMO CIpANT i3 30peiIbOTOM Ha IrPOBY CIICHY, JIOJAEMO Ha HBHOro DOX
collider (ue 3abyBaemo Big3nauaru IS Triger), momaemo rigibody (rmoTpi6HO 3amopo3nuTn

Y koopnaunaty). Bece 11e HeoOXiaHO, 100 I'paBellb MIT B3aEMOJIATH 3 1HITUMU ITPOBUMU

o0'extamu (puc. 3. 21).

Assets -
Editor Prefabs. i testures 1 meny

Plugins  Prefabs  scripts Standard A

 GoogleMobi. PlayServic..
v M ¥Box Collider 20 (TS
[ 4 | edit cotider
Material Nane (Physics Material 20) °
1s Trigger ]
Used By Effector
Offset %[0 v (03307414
Size X[10.24 Y 9.216121
> Info

Pucynoxk 3. 21. Cnpair i3 30pejib0TOM Ha irpoBiid CUeHi

MoxHa 1me go1atu KOMIoHeHT particle system, skuit Oyme 300pakatd CTpyMiHb

IMMYy 3 ABUTYHA (puc. 3. 22).

42



& unity 5.5.2f1 Personal (64bit) - 1unity - Galaxy Desteroid - Android <DX11 on DX9 GPU> L
File Edit Assets GameObject Component Mobilelnput Window Help

|EIEEIFA [ | ey
= Hi hy |

> 1

| @ Coliab - I & J Account - I Layers - [ Layout - |
== O Inspector |

e
o -

& Project O console. s
Craste *

LD LT RS

tor  GoogleMobi. PlayServic.. Prefabs. scripts  StandardA textures

¥ Favorites
All Materials

All Models
All Prefabs.

Al Scripts

Assets -
| Editar

WResimulate [ Selection _ Bounds

@o

Pluginz

ParticlaStaamMobile
Shader

Mobile/Particles/Alpha Blended

Pucynok 3. 22. /lonaBanHs1 KOMIIOHEHTY particle system

VY ckpunti A1 TpaBls BiOYBa€ThCsl BCTAHOBIIEHHS "3B's3Ky" 3 TakuMmu npedadamu
sk explosionplayer, laser, laser3x, laser3xhor i T. 1., a TakoX opraHi3aiiisi ynpasiHHs Ta
mialip «Kamcyia» s akTWBallii 1HIMMX BUAIB 30poi. KepyBaHHS BiamToBaHe Tak IO

IrpOBUiA 00'EKT MPOCTO PYyXA€ETHCA 3a MAJIbIIEM KOPUCTYBaya Ta MOIMYTHO BE/I€ BOTOHb.

Bwmict ckpunry:

using
using
using
using
using

UnityEngine;

System.Collections;
UnityEngine.SceneManagement;
System.Runtime.Serialization.Formatters
System. I0;

.Binary;

public class carconroller : MonoBehaviour

{

public
public
public
public
public
public
public

GameObject
GameObject
GameObject
GameObject
GameObject
GameObject
GameObject

float x,y,z,x1,yl;

laser;

laser3x;
laserhor;
laser3xhor;
sphere;
sphere3x;
explosionplayer;
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bool trigtime=false;

public float speedreset=0.25f;// nepiop nepesapagku 36poi B MinicekyHpax

float timer;

Vector2 startpos;

Vector2 startcar;

// 06'ekTn laser...sphere3x € 36po€w, a Hux4ye 6yneBi 3MiHHi ix BignoBipHi

aKkTuBaToOpH

public bool gunl = true;// 3a 3amoBYyBaHHAM akTuBoBaHa 1 36pos (laser), BoHa €
6a30BO0 Ta MaEe HeobMexeHM H6o€3anac, Ha BigmiHy Bip iHwux BuaiB (laser3x...)

public bool gun2 = false;
public bool gun3 = false;
public bool gun4 = false;
public bool gun5 = false;
public bool guné = false;

// Mpu akTuBauil 36poi BigmiHHOI Bip 6a3oBoro 60€3anac 3akiH4yBaTuMeTbCA. Koau
6o€3anac 3aKkiH4yuTbCcA, byae aBTOMAaTM4YHO aKTMBOBaHa 6a3oBa 36pos.
int guncount=0;// KinbkicTb 60€3anacy gna 36poi, Aka Bigpi3HAeTbcA Bip 6a30Boi.
[na KOXHOro 3 AoAaTKOBOro BMAy 36poi BCTAHOBMWETLCA CBOE 4ucsio 6oe3anacy.

void Start ()

{
timer = speedreset;
y = laser.transform.position.y;
z = laser.transform.position.z;
}
public void Update ()
{
if (timer < 0)
{
timer = speedreset;
trigtime = false;
}
if (Input.GetMouseButton(0))// BiacTexeHHA HAaTUCKaHHSA Ha eKpaH
{

Vector2 pos = Camera.main.ScreenToWorldPoint (Input.mousePosition);//
3anuMc y 3MiHHYy pos koopAauMHaT Micus, Ae Biabynocs TOpKaHHA eKpaHa.

transform.position = pos;// npucBoeHHsa no3uuii irpoBomy 06'eKTy
KoopAMHAT 13 3MiHHOI pos

transform.position = new Vector2
(transform.position.x,transform.position.y+1f);// KopuryBaHHa KoopauHaT rpaBLs
(HeoboB ' A3KOBO)

if (timer==speedreset)// nepeBipka 3akiH4yeHHsA Yacy (4ac nepe3apsamKku)

{

if (gunl == true)// nepeBipka 6a3o0Boi 36poi
{

Instantiate (laser, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);//
leHepauis nocTpinie i3 npe¢aby laser y micui noTo4Hol no3uuii rpaBusa (3 peAakumu
nonpaBKamu)

trigtime = true;

}
if (gun2 == true && guncount > 0)//Y pa3i akTmBauii 2-i 36poi
nocTpinu reHepyBaTUMyTbCA 3a LUM KOLOM

{

guncount--;// 3HuXxeHHs KinbkocTi 6oenpunacis
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if (guncount ==
akTuByemo 1 36pow, a iHwi 610Kyemo

// fikwo 6oenpunacu 3akiH4yaTbCA TO

{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (laser3x, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);//
leHepauis nocTpiniB i3 npedpaby laser3x

trigtime = true;

¥
// Hux4e pna iHuux BuaiB "036poeHHA" Bce BiabyBaeTbcA
aHanoriyvyHo
if (gun3 == true && guncount > 0)
{

guncount--;

if (guncount == 0)

{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (laserhor, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);
trigtime = true;

}
if (gun4 == true && guncount > 0)
{
guncount--;
if (guncount == 0)
{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;
}

Instantiate (laser3xhor, new
Vector2(transform.position.x,transform.position.y+2f), transform.rotation);
trigtime = true;

}
if (gun5 == true && guncount > 0)
{
guncount--;
if (guncount == 0)
{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
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gun5
guné

false;
false;

¥
Instantiate (sphere, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);
trigtime = true;
¥

if (gun6 == true && guncount > 0)
{

guncount--;
if (guncount == 0)

{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (sphere3x, new
Vector2(transform.position.x,transform.position.y+2f), transform.rotation);
trigtime = true;

}
}
if (trigtime == true)
{
timer = timer - Time.deltaTime;// Bipnik 4acy AnAa nepe3sapAfXaHHA
}
}
}
void OnTriggerEnter2D(Collider2D col)
{
if (col.tag == "systemcontrol")
{
return;// NoBepHeHHA HeobxigHe ANA YHUKHEHHA KOHGAikTy 3 06'exkTom
controlcountobject
}
if (col.tag == "gunactivator2")// nepeBipka Ha nepeTuH 3 "kancynow" ans
gunactivator2
{
gun2 = true;// akTuBauis Apyroi 36poi
guncount = 85;// BCTaHOBNEHHA KinbkocTi 6oenpunacis
gunl = false;// BipgkntyeHHA iHwux BuaiB 36poi
gun3 = false;
gund = false;
gun5 = false;
guné = false;
Destroy (col.gameObject);// 3HuweHHA "kancynu™ 3 AKOW CTaBCA NepeTuH
return;
}
// Hux4e BCe aHanoriyHo
if (col.tag == "gunactivator3")
{
gun3 = true; guncount = 50;
gunl = false;
gun2 = false;
gund = false;
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gun5 = false;
guné = false;
Destroy (col.gameObject);

return;
}
if (col.tag == "gunactivator4")
{
gun4 = true; guncount = 15;
gunl = false;
gun3 = false;
gun2 = false;
gun5 = false;
guné = false;
Destroy (col.gameObject);
return;
}
if (col.tag == "gunactivator5")
{
gun5 = true; guncount = 100;
gunl = false;
gun3 = false;
gund = false;
gun2 = false;
guné = false;
Destroy (col.gameObject);
return;
}
if (col.tag == "gunactivatoré6")
{
guné = true; guncount = 50;
gunl = false;
gun3 = false;
gund = false;
gun5 = false;
gun2 = false;
Destroy (col.gameObject);
return;
}

// AlIkwo 31TKHeHHA 3 "Kancynamm" He CTanoca Le O3Ha4va€E, WO rpaselb
31TKHYBCA 3 N1la3epoM CYNpOTUBHUKA, METeopuTOM abo 3 BOpPOXMM 30pefbOTOM. 3Ha4uTb, MNOTpibHO
BUAANWUTU rpaBua 3i cueHu

Handheld.Vibrate ();//akTuBauia Bibpauii (ana cmapToHiB)

if (GameObject.Find ("Main Camera").GetComponent<blockgenerator>
().score>GameObject.Find ("Main Camera").GetComponent<blockgenerator> ().data)// Akuo
KinbkicTb 36MTUX MeTeopuTiB y MOTOYHiN irpoBik cecii Buwe, Hix y ¢awni 3 irposwum
pekopioM, TO pobumo 3anuc HoBoOro pekopay y dain

{
StreamWriter scoredata=new
StreamWriter(Application.persistentDataPath + "/scorel.gd");
scoredata.WriteLine(GameObject.Find ("Main
Camera").GetComponent<blockgenerator> ().score);
scoredata.Close();
¥
Instantiate (explosionplayer, transform.position, transform.rotation);//
leHepauis BMBYXYy 30penboTy rpaBus
Destroy (col.gameObject);// BuganeHHs o6'ekTa 3 AkMM BinbyBcA nepeTuH
Destroy(this.gameObject);// BuganeHHa rpaBus 3 irpoBoi cLeHU
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Ha pucynky 3. 23. 300paxxeH1 akTUBaTOpH 30poi Ta pe3ysibTaT poOOTH CKpamnTa:

& Unity 5.5.2f1 Personal
Assets GameObject Component Mobilelnput Window Help
O[] S [ Ji i wcener]

[5 cotab - L& N Accourt <
© Inspector

= Hierarchy - + Scene
Create * Al 20
W playercar
e ,, v
Gy

Main Camera
¥~ Transform

Particle System Position
road183 Rotation

road183 (1) Scale
controlcountobjects - .
¥ ¥ Sprite Render

©Sprites-Default °

[ Defaulc :

o Carconroller (Script) e
Laser Slaser °
Laser 3x [Wlaser3x °
Laserhor Jlaserhor °
Laser 3xhor Slaser3xhor o
Sphere. sphere °
Sphere 3x 4 sphere3x o
Explosionplayer 4 explosionPlayer °
Speedreset 0.25
Gun 1 4
Gun 2
Gun 3
Gun4

Gun 5

®Project O console Gun 6 )
SRe Rigidbody 20
Y r.ka:: o S Body Type {Dynamic__ —
Pt Material None (Physics Material 20)
All Prefabs Simulated 4
Al Scripts Use Auto Mass O
Mass P —
v ets Edi GoogleMobi.. PlayServic. Plugins. Prefabs. scripts Standard A, textures. 1 menu. Linear Drag 0]
P Editor Angular Drag 0.05
* & GoogleMobileAds Cravity Soala T
> Srarsemicatesaar G o :
W riiska L ;
Interpolate (itone_ 0
> & Standard Assets ¥ Constraints
i textures. Freeze Position IX Y
Freeze Rotation iz
» Info
v W ¥ Box Collider 2D we.
£ | Edit Collider
Material None (Physics Matenial 20) o
1s Trigger
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PucyHnok 3. 23. AktuBaTopu 30poi Ta pe3yJbTaT pod0TH CKpanra
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Komu rpasens Oyne Bunanenuid, a y ¢gaiin Oy/e 3arnicannii HOBUN peKop ] 3SHUIIICHIX

METEOPUTIB, TO1 MOTPIOHO MEPEXOAUTH HA TOJIOBHE MEHIO TPH.

CTBOPIOEMO CKPHUINT 3 HACTYITHUM BMICTOM Ta MiJKII0YAEMO HOTO Ha KaMepy:

using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;

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

public class Exit : MonoBehaviour {

public GameObject target;// Lopaemo cwau 30peniT rpaBuAa
float timer=3f;

void Start ()
{

}

void Update ()

{
if (Input.GetKey (KeyCode.Escape))// flkwo 6yne HaTUCHYTO KHOMKY Hasag nip

yac rpu, TO:

{
if (GameObject.Find ("Main Camera").GetComponent<blockgenerator>
().score>GameObject.Find ("Main Camera").GetComponent<blockgenerator> ().data)

{

StreamWriter scoredata=new
StreamWriter(Application.persistentDataPath + "/scorel.gd");
scoredata.WriteLine(GameObject.Find ("Main

Camera").GetComponent<blockgenerator> ().score);
// 3anuc y ¢ann pekopay 3MiHHy score 3 "blockgenerator",

AKWO BOHa 6inblia 3a Hel

}

SceneManager.LoadScene (0);// 3aBaHTaXeHHA TOJIOBHOIO MeHH

scoredata.Close();

}

if (!GameObject.Find ("playercar"))// fkwo rpaBeub 6yB BuganeHwit, To nicna
3aKkiH4yeHHs 4Yacy (B cekyHAax) Bka3aHoro B timer 6yae BigKpuTO ronoBHe MeH

{
timer = timer - Time.deltaTime;
if (timer < 0)
{
SceneManager.LoadScene (0);
}
}

JlaHWi CKPUIIT CIIOCTEPIrae 3a CTAHOM T'PaBIIs.
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Buoyxu

EdexT BuOyxy MOXHa CTBOPHUTH 3a Jornomororo cucremu Particle System (puc. 3.
24). Ane toxi BiH Oy/ie 3allMKJICHUM 1 BIYHO MOBTOptoBaTuMeThes. [1[06 1boro He Oyro, Ha
npedad BUOYXy CIIiI 10JaTH HACTYITHUM CKPHIIT.
using UnityEngine;
using System.Collections;
public class DestroyAsteroid : MonoBehaviour {

void Start ()
{

}

void Update ()
{
Destroy (this.gameObject,0.4f);// BuganeHHa irposBoro 06'ekTa nicns ioro
CTBOpPEHHA. Yac xuTTA 400 mMinicekyHn. 3HAYEHHA MOXHa 3MiHWTK.

}

Particle Effect

Pucynoxk 3. 24. E¢exr BUOyXy cTBOpeHuii 3 Jonomororw cucremu Particle System

Hocmpinu
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[TocTpinu reHepyOThCs 13 MICI 3HAXOPKEHHS TPaBL IMiJl 9ac Woro pyxy (puc. 3.
25). Y ckpunti 115l TOCTPLTY MOTPiIOHO 3a/1aTH JIMIIE MBUIKICTH Ta HAMIPSIMOK.
using UnityEngine;

using System.Collections;

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

public class laser : MonoBehaviour {

float speedlaser=

)

void Start ()
{

}

void Update ()
{

}

transform.Translate (new Vector3 (0, speedlaser, ));
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Pucynok 3. 25. I'enepauis nocrpiiis

T'enepauia cynpomuenukie
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["enepaiiisi MPOTUBHUKIB BIAIITOBaHA aHAJIOTIYHO JI0 TeHeparlii MeTeopuTiB (puc. 3.
26). Bmict ckpunira Enemygenerator:
using UnityEngine;
using System.Collections;
public class enemygenerator : MonoBehaviour {
public GameObject enemy;
bool trigtime=false;
float speedreset=2f;

float timer,x;

void Start ()

{
timer = speedreset;
}
void Update ()
{
if (timer < 0)
{
timer = speedreset;
trigtime = false;
}
if (timer == speedreset)
{

x = Random.Range (-2.5f, 2.5f);// 3agaemo micue po3TawyBaHHA
Instantiate(enemy, new

Vector2(x,5.5f),transform.rotation);// FeHepauia cynpoTuBHuKa 3 npepaby
trigtime = true;

¥
if (trigtime == true)
{
timer = timer - Time.deltaTime;
¥
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Pucynok 3. 26. I'enepanisi cynnpoTUBHHMKIB

Jlozika cynpomugHuka

[ToBeniHka MPOTUBHHUKA OPraHi30BaHA TaKMM YMHOM, IO BIH MPOCTO JIETUTH IO
MpsAMiN TpaeKTopii, BeIe BOTOHB 1y pa3i BpaXKCHHS MOXKE 3JIUIIINTH KATICyJTy JJIsl aKTHUBAITIi

rpaBlieM HOBOi 30poi (puc. 3. 27).
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Pucynok 3. 27. IloBeiHka NpOTUBHUKA

using UnityEngine;
using System.Collections;

public class enemylogic : MonoBehaviour {

public GameObject explosionenemy;
public GameObject laserenemy;
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public
public
public
public
public
//
bool t
float
float
float

float

void S

{
}

void U

{

GameObject gunactivator2;
GameObject gunactivator3;
GameObject gunactivator4;
GameObject gunactivator5;
GameObject gunactivator6;

rigtime=false;

speedreset=1.5f;// Yac nepesapsanxaHHA

timer;

speedenemy = -0.02f;// lBuakicTb Ta HanpAMoK
X;

tart ()

timer = speedreset;

pdate ()

if (timer < 0)

{ timer = speedreset;
trigtime = false;

if (timer == speedreset)

{

Instantiate (laserenemy, new

Vector2(transform.position.x,transform.position.y-90.4f), transform.rotation);

}

void

{

trigtime = true;

}
if (trigtime == true)
{
timer = timer - Time.deltaTime;
¥

transform.Translate (new Vector3 (@, speedenemy, 9f));

onTriggerEnter2D(Collider2D col)

if (col.tag == "systemcontrol")
{
return;
}
if (col.tag == "Player")
{

Instantiate (explosionenemy, transform.position, transform.rotation);
Destroy(this.gameObject);

if (col.tag == "laser")

{
X = Random.Range (0f, 100f);// l'eHepyeTbca byab-sike 4ucao Big © po 100
if (x > 1f & & x < 5f) // akwo 4ucno B pgianasoHi Big 1 po 5, TO

CTBOpPWETbLCA Kancyna gunactivator2

{

Instantiate (gunactivator2, transform.position,

transform.rotation);
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}
// BHM3yY BCe aHanoriyHo
if (x > 20f && x < 25f)

{

Instantiate (gunactivator3, transform.position,
transform.rotation);

}
if (x > 40f && x < 45f)

{

Instantiate (gunactivator4, transform.position,
transform.rotation);

}
if (x > 60f & & x < 65F)

{

Instantiate (gunactivator5, transform.position,
transform.rotation);

}
if (x > 80f && x < 85f)

{

Instantiate (gunactivator6, transform.position,
transform.rotation);

}

Instantiate (explosionenemy, transform.position, transform.rotation);
Destroy(this.gameObject);

Koxen npedad «kancymu» 31 30po€ro MPOCTO pyXa€eThes A0 TPaBLS 1y pa3i NEPETUHY

3HHIYETHCS (puc. 3. 28).

v+ Rigidbody 20 ("3
Body Type Dynamic.

Material None (Physics Matenial 20)

Simulated

Use Auto Mass

'
Jo

Freeze Positon  [JX WY
Freeze Rotation [ 2

 circle Collider 20
Material None (Physics Material 20)

¥ Favorites Assets - Prefabs

(L All Materials 7 =
. All Models
Al Prefabs ’ |
(LAl Seripts
enemy  explosionas.  explosiont.  explosionpl. aunactvate.  gunactvato..

¥ i Assets e — aunsctvate. qunacuvats..

» i Editor
» & GoogleMobileAds

* @ PlayServicesResolver

> i Plugins

Yo

Offset x[o
Radius 1136889

Pucynoxk 3. 28. KancyJiu 3i 30po€ro

using UnityEngine;
using System.Collections;

public class gunactivatorlogic : MonoBehaviour {

float speed = -0.025f;
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void Start ()

{

}

void Update ()

{ transform.Translate (new Vector3 (0, speed, ));
}

Pucynok 3. 29. TectryBannsi M0o0iibHOI rpu «I"amakTHKa»

3.5. BuMororu 10 nporpaMHoOro Ta anapaTHoro 3ade3ne4eHHs
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s po3pobienHs MoOUIbHOT Tpu «I'ajmakTuka» HEoOXiJHE BIAMOBIAHE MpPOTpamMHe
3a0e3MeyeHHs] Ta KOMITIOTepHa TexHika: HOyTOyk. Moro mepeBara B MOpPIBHSHHI 3
MIEpPCOHATBHUM KOMIT'IOTEPOM - MOOUIBHICTH - MOXHA TOKa3aTH YaCTHHY BHKOHAHOI

po0OTH, HEBHUCOKA BapTICTh, HEMA€ HEOOX1THOCTI KyIyBaTH JOAATKOBO JOPOTHIl MOHITOP.

OTxe ans ycmimHoi poOOTH HEOOXiTHI HACTYMHI XapaKTEPUCTHUKU TEXHIYHOTO Ta

CHUCTEMHOT0 3a0e3nedueHHs, K1 MpuBeacH] B Tabmuil 3. 1.

Taouanus 3. 1 OCHOBHI XapaKTEePUCTUKH TEXHIYHOI0 TA CHCTEMHOI0 3a0e3ne4eHHs

Tun

HoytOyx

OnepaniitHa cucrema

Windows 10 HomeBasic

IIpouecop Core 15 460M 2533 MI'1y
Snpo npouecopa Arrandale
KiabkicTs simep mpomecopa | 2
00’em kema 512 K6
IMam’aTe 416 DDR3
Expan 15.6 mroiimis, 1366x768, mmpokrodhopMaTHHiA
Bizeonpomecop Intel GMA HD

be3npoBiaHuii 3B’ A30K

Wi-Fi IEEE 802.11n, Bluetooth 3.0 HS

Inrepdeiicu

USB 2.0x3, VGA (D-Sub), HDMI, Bxix MikpohOHHHUIA,
Buxin aymio/HaBymHukd, LAN (RJ-45)

Jliist pob6oTu BuKopucTOBYBaucs 6e3kormToBHI nporpamu: Unity3D, C#.

BUCHOBKH
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[1ix yac BUKOHAHHS JUILIOMHOI pOOOTH OYJ10 BUBUEHO HU3KY JKEPET 3 IPAKTUYHOTO
Ta TmpodeciiHOoro mporpaMmyBaHHsA. Y pe3ynbTari Oynu HaOyTi 3HaHHS HEOOXITHI s
PO3pOOJIEHHST BIACHOTO MPOAYKTY — MoOiunmbHOI rpu «['amaktukay». Tak camo B Xofi
PO3B'sSI3aHHA MOCTABJICHHUX 3aBAaHb OYJ0 3/11MCHEHO 3HAWOMCTBO 3 MPUHIIMIIAMH PO3BUTKY
1HIyCTpii MOOLIBHUX 1rOp, MPOAHAJI30BaHO JOCBIA POOOTH B Tally3l pPO3POOJICHHS

JIEMOHCTpPAIIMHUX MOOUIBHHX 1r0p.

Takox OyB BuBUEHHU OararoruiarpopMoBuil iHCTpyMeHT Ta pyunii Unity3D.
BHacnigok 4oro crano MOXJIMBHM pO3pOOJICHHS HeBenukoi MoOimpHOT rpu. el mporec

JIOKJIQJTHO OTMCAHUM y POOOTI.

[1i1 yac BUKOHAHHS TUIIJIOMHOI poOOTH OyJI0 MpOoaHaIi30BaHO OCHOBHI TEHJIEHLII Y
PpOo3po0IIl MOOUIBHUX 3aCTOCYHKIB, PO3IJISIHYTO aHAJIOTH JAHOI IPU, BUSBJICHO 1X HEJOJIKH,
Ha OCHOBI SIKMX CTBOPEHO Ipy 3TIJHO 13 3asABJICHUM TEXHIYHUM 3aBJaHHSIM. byro
po3pobisieHo TpadiuHe 3abe3meueHHsl TpH, CTPYKTypy Ipu, Ta camy rpy. IlpoBenene
TECTyBaHHSA PO3PO0JIEHOI MOOUIBHOI I'pH, a TaKOX Oyiu po3poOJeHHI BKa31BKU IOJ0
BUKOpUCTaHHA Tpu. [lnsg po3poOneHHs TIpH BUKOPUCTAHO OaraToriaT(opMOBHIA

iHcTpyMeHT Unity3D Ta 00'ekTHO-Opi€HTOBaHY MOBY nporpamyBaHHs C#.
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JTOJNATKHA
JTONATOK A

JIiCTMHT MPOrpaMHOro KOAy CKPHMIITA «Menu.cs»

using UnityEngine;
using System.Collections;
using System.Collections.Generic;
using System.Runtime.Serialization.Formatters.Binary;
using System.IO;
using UnityEngine.SceneManagement;
public class menu : MonoBehaviour {
public GUIStyle mystyle string score;
void Start ()

{

StreamReader scoredata = new StreamReader (Application.persistentDataPath +

"/scorel.gd");
score = scoredata.ReadlLine ();
scoredata.Close ();

¥
void Update () {

}
void OnGUI(){
GUI.Box (new Rect (Screen.width*@.15f, Screen.height*0.8f,
Screen.width*@.7f, Screen.height*0.1f), "MAX DESTROYED:"+score,mystyle);
if (GUI.Button (new Rect (Screen.width*@.15f, Screen.height*0.25f,
Screen.width*@.7f, Screen.height*0.1f), "START",mystyle))

{

}
if (GUI.Button (new Rect (Screen.width*0.15f, Screen.height*0.4f,

Screen.width*@.7f, Screen.height*0.1f), "EXIT",mystyle))
{

}

SceneManager.LoadScene (1);

Application.Quit();

using UnityEngine;
using System.Collections;
public class activemenu : MonoBehaviour {

float speed=-0.1f;
void Start () {

}

void Update () {
transform.Translate (new Vector3 (@f,speed,@f));
if (transform.position.y < -12f)

{
}

transform.position=new Vector3(of,13f,0f);
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JIOJATOK B

JlicTHHT IPOrpaMHOro KOy irpoBoi CleH!

using UnityEngine;
using System.Collections;

public class systemcontrolobjects : MonoBehaviour {

void Start ()
{

}
void Update () {

void OnTriggerExit2D(Collider2D col)
{

}

Destroy(col.gameObject);

using UnityEngine;

using System.Collections;

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

public class blockgenerator : MonoBehaviour {

public GameObject asteroid;
float x,y,timer;

float timerespawn=0.25f
bool trigtime=false

public int score

public float data;

void Start ()
{
score = 0;//
timer = timerespawn;
StreamReader scoredata = new StreamReader (Application.persistentDataPath +
"/scorel.gd");
data = float.Parse(scoredata.ReadLine ());
scoredata.Close ();

}

void Update ()
{

if (timer==timerespawn {
x = Random.Range (-2.5f, 2.5f);
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Instantiate(asteroid, new Vector3(x,5.5f,2.17f),transform.rotation);

trigtime = true;

if (trigtime==true)

{
timer = timer-Time.deltaTime
if (timer < 0)
{
timer = timerespawn;
trigtime = false;
}

using UnityEngine;
using System.Collections;

public class asteroidlogic : MonoBehaviour {

public GameObject explosion;
float speedasteroid=-0.1f;

void Start ()

{
}

void Update ()

{
}

transform.Translate (new Vector3 (9, speedasteroid, 6f));

void OnTriggerEnter2D(Collider2D col)

{

().score++;

if (col.tag == "systemcontrol")
{
return;
}
if (col.tag == "laser")
{

Destroy (col.gameObject);

GameObject.Find ("Main Camera").GetComponent<blockgenerator>

Instantiate(explosion, transform.position,transform.rotation);

Destroy (this.gameObject);

using UnityEngine;

using System

public class
int f;

.Collections;

rotator : MonoBehaviour {

float sc;

64



void Start ()

{
f = Random.Range (-5, 5);
sc = Random.Range (0.1f,0.2f);
transform.localScale = new Vector3 (sc,sc,sc);
}
void Update ()
{
transform.rotation *= Quaternion.AngleAxis (f,new Vector3(9,0,1));
}

using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;

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

public class carconroller : MonoBehaviour
{

public GameObject laser;

public GameObject laser3x;

public GameObject laserhor;

public GameObject laser3xhor;

public GameObject sphere;

public GameObject sphere3x;

public GameObject explosionplayer;

float x,y,z,x1,yl;

bool trigtime=false;

public float speedreset=0.25f;
float timer;

Vector2 startpos;

Vector2 startcar;

public bool gunl = true;
public bool gun2 = false;
public bool gun3 = false;
public bool gun4 = false;
public bool gun5 = false;
public bool gun6é = false;

int guncount=0;

void Start ()

{
timer = speedreset;
y = laser.transform.position.y;
z = laser.transform.position.z;
}

public void Update ()
{
if (timer < 0)
{



timer = speedreset;
trigtime = false;

}

if (Input.GetMouseButton(9))
{

Vector2 pos = Camera.main.ScreenToWorldPoint (Input.mousePosition);
transform.position = pos;
transform.position = new Vector2
(transform.position.x,transform.position.y+1f);
if (timer==speedreset)
{
if (gunl == true)
{

Instantiate (laser, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);
trigtime = true;

}

if (gun2 == true && guncount > 0)
{

guncount--;

if (guncount == 0)

{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (laser3x, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);
trigtime = true;

}

if (gun3 == true && guncount > 0)
{

guncount--;
if (guncount == 0)

{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (laserhor, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);
trigtime = true;

¥

if (gun4 == true && guncount > 0)
{

guncount--;
if (guncount == 0)
{
gunl = true;
gun2 = false;
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gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (laser3xhor, new
Vector2(transform.position.x,transform.position.y+2f), transform.rotation);
trigtime = true;

}
if (gun5 == true && guncount > 0)
{
guncount--;
if (guncount == 0)
{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;
}

Instantiate (sphere, new
Vector2(transform.position.x,transform.position.y+1.1f), transform.rotation);
trigtime = true;

}

if (gun6é == true && guncount > 0)
{

guncount--;
if (guncount == 0)

{
gunl = true;
gun2 = false;
gun3 = false;
gund = false;
gun5 = false;
guné = false;

}

Instantiate (sphere3x, new
Vector2(transform.position.x,transform.position.y+2f), transform.rotation);
trigtime = true;

}
}
if (trigtime == true)
{
timer = timer - Time.deltaTime;
}
}
}
void OnTriggerEnter2D(Collider2D col)
{
if (col.tag == "systemcontrol")
{
return;
}
if (col.tag == "gunactivator2")
{

gun2 = true;



guncount = 85;

gunl = false;

gun3 = false;

gund = false;

gun5 = false;

guné = false;

Destroy (col.gameObject);

return;
¥
if (col.tag == "gunactivator3")
{
gun3 = true; guncount = 50;
gunl = false;
gun2 = false;
gund = false;
gun5 = false;
guné = false;
Destroy (col.gameObject);
return;
}
if (col.tag == "gunactivator4")
{
gun4 = true; guncount = 15;
gunl = false;
gun3 = false;
gun2 = false;
gun5 = false;
guné = false;
Destroy (col.gameObject);
return;
}
if (col.tag == "gunactivators5")
{
gun5 = true; guncount = 100;
gunl = false;
gun3 = false;
gund = false;
gun2 = false;
guné = false;
Destroy (col.gameObject);
return;
}
if (col.tag == "gunactivatoré")
{
guné = true; guncount = 50;
gunl = false;
gun3 = false;
gund = false;
gun5 = false;
gun2 = false;
Destroy (col.gameObject);
return;
¥

Handheld.Vibrate ();
if (GameObject.Find ("Main Camera").GetComponent<blockgenerator>
().score>GameObject.Find ("Main Camera").GetComponent<blockgenerator> ().data)



{

StreamWriter scoredata=new
StreamWriter(Application.persistentDataPath + "/scorel.gd");
scoredata.WriteLine(GameObject.Find ("Main
Camera").GetComponent<blockgenerator> ().score);
scoredata.Close();
}

Instantiate (explosionplayer, transform.position, transform.rotation);
Destroy (col.gameObject);
Destroy(this.gameObject);

using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;

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

public class Exit : MonoBehaviour {

public GameObject target;
float timer=3f;

void Start ()
{

}

void Update ()

{
if (Input.GetKey (KeyCode.Escape))

{
if (GameObject.Find ("Main Camera").GetComponent<blockgenerator>
().score>GameObject.Find ("Main Camera").GetComponent<blockgenerator> ().data)
{
StreamWriter scoredata=new
StreamWriter(Application.persistentDataPath + "/scorel.gd");
scoredata.WritelLine(GameObject.Find ("Main
Camera").GetComponent<blockgenerator> ().score);

scoredata.Close();
}

SceneManager.LoadScene (0);

if (!GameObject.Find ("playercar"))

{
timer = timer - Time.deltaTime;
if (timer < 0)
{
SceneManager.LoadScene (0);
}
}

69



using UnityEngine;
using System.Collections;

public class DestroyAsteroid : MonoBehaviour {

void Start ()

{

}

void Update ()

i Destroy (this.gameObject,0.4f);

using UnityEngine;
using System.Collections;
using System.Runtime.Serialization.Formatters.Binary;
using System.IO;
public class laser : MonoBehaviour {
float speedlaser=0.5f;

void Start ()

{

}

void Update ()

¢ transform.Translate (new Vector3 (@, speedlaser, 90f));
}

using UnityEngine;
using System.Collections;

public class enemygenerator : MonoBehaviour {
public GameObject enemy;
bool trigtime=false;
float speedreset=2f;

float timer,x;

void Start ()

{
timer = speedreset;
¥
void Update ()
{

if (timer < 0)
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timer = speedreset;
trigtime = false;

¥

if (timer == speedreset)

{
x = Random.Range (-2.5f, 2.5f);
Instantiate(enemy, new

Vector2(x,5.5f),transform.rotation);

trigtime = true;

}
if (trigtime == true)
{
timer = timer - Time.deltaTime;
}

using UnityEngine;
using System.Collections;

public class enemylogic : MonoBehaviour {

public GameObject explosionenemy;

public GameObject laserenemy;

public GameObject gunactivator2;

public GameObject gunactivator3;

public GameObject gunactivator4;

public GameObject gunactivator5;

public GameObject gunactivatoré6;
//

bool trigtime=false;

float speedreset=1.5f;

float timer;

float speedenemy = -0.02f;

float x;

void Start ()

{ timer = speedreset;

}

void Update ()

{ if (timer < 0)
! timer = speedreset;

trigtime = false;

if (timer == speedreset)
{

Instantiate (laserenemy, new
Vector2(transform.position.x,transform.position.y-0.4f), transform.rotation);
trigtime = true;

}



if (trigtime == true)

{
timer = timer - Time.deltaTime;
}
transform.Translate (new Vector3 (0, speedenemy, 0f));
}
void OnTriggerEnter2D(Collider2D col)
{
if (col.tag == "systemcontrol")
{
return;
}
if (col.tag == "Player")
{

Instantiate (explosionenemy, transform.position, transform.rotation);
Destroy(this.gameObject);

}

if (col.tag == "laser")

{
x = Random.Range (0f, 100f);
if (x > 1f & x < 5f)

{

Instantiate (gunactivator2, transform.position,
transform.rotation);

}
if (x > 20f && x < 25f)

{
Instantiate (gunactivator3, transform.position,
transform.rotation);
}
if (x > 40f && x < 45f)
{
Instantiate (gunactivator4, transform.position,
transform.rotation);
}
if (x > 60f & & x < 65F)
{
Instantiate (gunactivator5, transform.position,
transform.rotation);
}
if (x > 80f && x < 85f)
{
Instantiate (gunactivator6, transform.position,
transform.rotation);
}
Instantiate (explosionenemy, transform.position, transform.rotation);
Destroy(this.gameObject);

using UnityEngine;
using System.Collections;

public class gunactivatorlogic : MonoBehaviour {
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float speed = -0.025F;

void Start ()

{

}

void Update ()

i transform.Translate (new Vector3 (9, speed, 0f));
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