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AHOTANIA

Bunyckna kBajidikaniiina 6akanaBpcbka pooora: 83 c., 34 puc., 2 T1abmn., 4

noxaar., 10 mkepen.
Tema: Po3poOka KOMIT'FOTEPHOI TPH Y JKaHP1 «ApKaja.

O0’ekT [OCTiIKeHHsI: TpolleC PO3pPOOKH KOMII'IOTEPHOI TpH IiJl MOOUIbHY

onepauiiftny cuctemy Android.

Meta podoru: Po3poOka Ta CTBOPEHHS MPOrPAMHOrO MPOIYKTY Y BUIVIAAL TPH,
aHaJ113 1a0JI0HIB IPOEKTYBaHHSI, ONMC MATEMAaTUYHUX Ta IPOTPAMHHUX METO/11B CTBOPEHHS
ITPOBUX KOMIIOHEHTIB, PO3IJIAJ aJIrOPUTMIB ONTHUMI3alli IPOrpaMHOro 3a0e3nedeHHs 3

BUKOPUCTAHHSM PI3HUX CTPYKTYP JAaHUX.

IIpeamer nocaigskenHsi: TexHonorii Bizyamizauii 3D rpadiku, irpoBHil ABUTYH
Unity, MaremMaTuuHi 3acajd poOOTH IFPOBHX CYTHOCTEW, MOOyJ0Ba Ta MPOEKTYBAaHHS

apXITEKTYyPH 3aCTOCYHKY, METOJIU ONTHUMI3allil MPOrpaMHOro 3a0e3MeUeHHS.

Pe3yjabTaTtu J0CHIIKEHHsI: JIOCTIPKEHO MOXJIMBOCTI 3aCTOCYBaHHSI ITPOBHX
JIBUTYHIB Ta BIUIMB BUOOPY MIAXOAY 10 pO3pOOKH Ha irpoBi MexaHiku. byno po3risHyTo
TEOPETUYHI Ta MATEMATU4HI 3aCaau, AKi € OCHOBOIO pOOOTH 3 IrPOBUMHU KOMIIOHEHTaMH, a

TaKOX 3aCTOCOBAHO JIEKUJIbKA MIAXO1B ONMTUMI3allii MPOTPaMHOTO 3a0€3MeUeHHS.

BucHoBOK: B pe3ynbTaTi JOCHIIKEHb OyJIO OTpUMAaHO MOOLILHUN MPOTPaMHUIN
3aCTOCYHOK, po3pobsenuit Ha nBuryHi Unity. bByno oOrpyHToBaHo mpuHHSATI
apXITeKTYpHUX pilieHHs. ONMrUCcaHo NPUHIMIKN POOOTH KOXKHOTO IrPOBOTO KOMIIOHEHTY Ta

3HAWIEHO ONTHMAaJIbHI NIIIXU peari3alii el Ta KOHIICMITiH.

3D I'PA®IKA, ITPOBMI1 IBUT'VH UNITY, ANDROID, APKAJIA, ITPOBUIA
KOMIIOHEHT



ANNOTATION

Final qualifying bachelor's work: 83 pages, 34 figures, 2 tables, 4 appendices, 10

sources.
Subject: Development of a computer game in the genre of "Arcade".

Object of research: the process of developing a computer game for the Android mobile

operating system.

Goal of the work: Development and creation of a software product in the form of a game,
analysis of design templates, description of mathematical and software methods of creating
game components, consideration of software optimization algorithms using different data

structures.

Subject of research: 3D graphics visualization technologies, Unity game engine,
mathematical principles of game essences, construction and design of application

architecture, software optimization methods.

Research results: the possibilities of application of game engines and the influence of the
choice of the approach to development on game mechanics are investigated. Theoretical
and mathematical principles that are the basis of working with game components were

considered, as well as several approaches to software optimization were applied.

Conclusion: The result of the research is a mobile software application developed using
the Unity engine. Architectural decisions were explained. The principles of operation of
each game component were described and the optimal ways of realization of ideas and

concepts were found.

3D GRAPHICS, UNITY GAME ENGINE, ANDROID, ARCADE, GAME
COMPONENT



AHHOTAIUSA

BoinyckHas kBaaudukanuonnas 6axanaspckas padora: 83., 34 puc., 2 Tabu., 4 gorm.,

10 “CcTOYHHUKOB.
Tema: PazpaboTka KOMIIBIOTEPHOU UIPHI B )KaHPE «ApKaaay.

O0beKT HMcciae0BaHus: TpoIecC pa3pabOTKM KOMIBIOTEPHON UTPHI MOJ MOOUIIBHYIO

omneparmoHHyo cucremy Android.

I.Ie.m; paﬁoTbI: pa3pa60TKa U CO3JaHHC IIPOIPaMMHOI'0 IIPOAYKTA B BHJC UI'PbI, dHAJINU3
rabJI0HOB IMPOCKTUPOBAHUA, OIIMCAHHUEC MATCMATHYCCKUX HW IIPOIrpaMMHBIX MCETOIOB
cO3aaHud HUI'POBLIX KOMIIOHCHTOB, pacCMOTPCHUC AJITOPUTMOB OIITUMM3alIun

IMporpaMmMHOIO o0ecIeYeHus ¢ UCITOJIb30BaHUEM Pa3IUYHbIX CTPYKTYP JAHHBIX.

IIpenmer uccjegoBanusA: TEXHOJIOIUU Busyanuszauuu 3D rpaduku, UTPOBOM JBUTATENb
Unity, MareMaTuyeckue OCHOBBI pPabOThl WIPOBBIX CYIIHOCTEW, IIOCTPOCHHUE U
IPOEKTUPOBAHUE APXUTEKTYPbl MPUIIOKEHHS, METOABl ONTUMHU3ALMHU ITPOrPaMMHOTO

obecreyeHus.

Pe3yabTarbl HCCIEIOBAHHUA: HCCIENOBAHBl BO3MOXHOCTM NIPUMEHEHHMS HUIPOBBIX
JBUTATENIe U BIMAHHME BHIOOpA MOAXOJa K pa3pabOTKe Ha MIrpOBbIE MEXaHUKHU. bpuin
pPacCCMOTPEHBl TEOPETUYECKHE M MATEMATUYECKUE INPHUHLMUIIBI, KOTOPbBIC SBISAIOTCS
OCHOBOM pabOThI C UTPOBBIMU KOMIIOHEHTAMH, & TAK)K€ MPUMEHEHO HECKOJIBKO MOIX0I0B

ONTUMH3ALIMU TPOTPAMMHOTO 00eCTIeYeHUSI.

BbiBoa: B pe3ynpTaTe HCCIEAOBAHWN OBUIO TOJYYEHO MOOUIIBHOE MPHIIOKEHHUE,
pa3zpabotanHoe Ha JaBWKKe Unity. BpuUto onucaHo MPUHATHIE apXUTEKTYPHBIX PEIICHUS.
Onucanbl TPUHIUIBL pa0OThl KaXA0T0 UTPOBOTO KOMIIOHEHTA U HaWJEHbI ONTUMAJIbHbIE

IIyTH Pean3aluu UAeH U KOHLIETILUH.

3D TPA®UKA, JABUTATEJIb UNITY, ANDROID, APKAJIA, MI'POBOM
KOMITIOHEHT
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HEPEJIIK YMOBHHUX ITIO3HAYEHb, CUMBOJIIB, O/IMUHUIb, CKOPOYEHb
I TEPMIHIB

IIK — nepcoHaabHMUI KOMI IOTEP.

AAA — (Triple A) — onHa 3 kaTeropiii BiJieoirop, siki CTBOPIOIOTHCS CEPEIHIMU 1 BETUKUMU

BUJIaBHUIITBAMH, 1110, SIK MPABUJIO, MAIOTh BEJIHUKI OIOJKETH Ha PO3pOOKY Ta MAPKETHHT.
CK — cucrema KOOpAHHAT.

JICK — nokanpHa cucrema KOOpAWHAT.

I3 — IIporpamue 3abe3neueHHs.

CeTtTiHr — 00cTaHOBKa a00 aHTYpax, Kl CTBOPIOIOTHCS PI3HUMU €JIEMEHTAaMU Ta BU3ZHAYA€E

CBIT, B IKOMY B1JI0YBalOThCsI MO/IIi TPH.
Ieiimnuieii — ripoiiec B3aeMoii rpaBlisd 3 MEXaHIKaMU TPU.
Taiim-kinjep — pi3HOBU] ITOP, SIKI BUKOPUCTOBYIOTHCA JIJIsl TOTO, I[00 CKOPOTUTH Yac.

One-handed — irpoBwuii 10cBia, SKHiI OTPUMYE IpaBellb, BAKOPUCTOBYIOUN TUIBKU OJHY
PYKY.

Ka3zyanbHa komm’oTepHa rpa — Tpa, IMpU3HAUY€HAa i1 IIMPOKOI ayJIuTOpii.
BingpizHsgeTbcss TPOCTHMHU TpaBUIaMHd Ta HE BHMAaralTh BiJl TpaBIsd OCOOJIHBOI

MOCHIFOYOCTI, 3aTpaT Yacy Ha BUBUYEHHS a00 OTpUMAaHHS AKUX-HEOy1b HABUYOK.

IIpegad — ocobnmBHMil TUN aceTiB, SIKUI TO3BOJISIE 30€piratu BeCh IrpoBUil 00’ €KT 3 yciMa
KOMIIOHEHTaMH 1 3HA4YEHHSMHU BJAacTUBOCTEeH. Bucrtymatorb B poii 1mabioHa ist

CTBOPEHHSI €K3eMIUISIPIB 00’ €KTIB Ha CIICHI.
@peilimMpeiiT — TepMiH, IO € OJMHUIICIO BUMIPY KaapiB B cekyHy (frames per second).

Cupaiit — 1BOBHMIpHE PacTpoBe 300pa)KeHHS, 0 MOXKE BIIBHO TEPEMIIIyBAaTUCS TI0

CKpaHy.
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BCTYII

AKTyaJIbHICTH p000TH

AKTyanpHICT TEMH JOCTIDKEHHS OOYMOBJICHAa HOBU3HOKI PaKypCy
BUBUYCHHS MpoOJieM TreiM-au3aiiny. IrpoBHil pUHOK 3pOCTa€ MIBUJIKUMHU TeMIaMU 3
KOXKHUM POKOM Ta aKyMYJIIO€ O€3114 JIF0IeH, SIKi TOTOB1 BUAUIATH JEKiIbKA TOIUH KUATTS
Ha JICHb apKaJIHUM irpaM. B cydacHOMY CBiT1 Maiike KOXKEH Ma€ B KUIIIeHI cMapTQOH, TKUI
MO’Ke B Oy/1b-KYy XBWJIMHY TOIIOMOI'TH CKOPOTHTH 4ac 3a JornoMororo rpu. He ausnsuucey
Ha Te, IO 11 ITpU HE HAJAI0Th KOPUCTYBAauy CKJIQJHUX ITPOBHX MEXaHIK a00 CKIaIHUX
CIO’KETHUX JIiHIM, BOHU BCE ) KOPHUCTYIOTHCS BEJIMKUM IMOMUTOM Ta 3aiiMaloTh MPOBIIHI
Mo3ulli B 4YapTax OCHOBHUX IuiaTgopM I1udpoBoi auctpuOymii. IIpocroTa irpoBoro
Mpolecy poOUTh IrpM AAHOTO >KAaHPY JOCTYIMHHUMH JUIsl IIMPOKOTO KOJIa TPaBIB,
HE3aJIeXKHO BiJl BIKY Ta IrpOBUX HaBHKIB. TOMYy BIUIMB apKaJHOTO HAIpsIMy Ha PO3BUTOK

1HAYCTp1i KOMIT FOTEPHUX 1TOp XK Iy>KE BEIIUKUM.
3B'130K po00TH 3 HAYKOBMMH NIPOrpaMaMHu, IVIAHAMH, TEMaMH

Tema kBamidikamiiHoi poOOTH BIJANOBIJa€ HAYKOBOMY HampsMy Kadeapu
IPOrpPaMHUX CUCTEM 1 TexHoJorii PakynbTeTy [HPopMamiitaux TexHomorii KuiBcbkoro
HalloHaidbHOro YyHiBepcutery imeHi Tapaca IlleBuenka. B pgauniii poGoTi Oyio
BUKOPHCTAHO 3HAHHS Ta HABUYKH OTPHUMAaHI IiJl YaC HaBYAHHS TaKUM JUCIUILUTIHAM SIK:
KOMIT'T0TepHa rpadika Ta Bizyamizailisi, po3poOKka MyJIbTUMEIINHUX Ta ITPOBUX CHCTEM,
OporpaMyBaHHsl TiJ MOOUIbHI MIATGOPMH, JOAATKOBI PO3AUIM  MPOEKTYBaHHS

MIPOTPAMHOTO 3a0€3IEUCHHS.
Merta i 3apa4i gocaisKeHHSA

Mera: BimoOpa3uTu pe3ysNbTaTH MPOBEICHUX HAYKOBUX JOCITIIKEHb, MPOBECTH
MaTE€MaTU4H1 pO3paxyHKH, OOTPYHTYBaTH MPUUHSTI IPU BUKOHAHHI POOOTH CTPYKTYpPHI,

CUCTEMHI Ta KOHCTPYKTOPCHKI pilieHHs. [[oSCHUTH NPUHIUIIM pOOOTH MPOEKTY Ta HOTO
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OKpPEMUX KOMITOHEHTIB 1 IPOTPaMHMX MOJIYJIB. 3a/1a4€t0 JOCIIKEHHs OyJI0 eMIipuyHe
JOCTIKEHHS pOOOTH 3 iIrPOBUMH KOMIIOHEHTAMH Yepe3 aHalll3 BiAMOBITHUX JIITEPATyPHUX
JOKEpe Ta HaydyHUX myOjikamiid, mnoOyjgoBa BJIACHOTO MOOUIBHOTO 3aCTOCYHKY
BUKOPHCTOBYIOUM BJIACHI HAIpAIfOBaHHS Ta 3HAHHSA, OTPHUMaHI B TMPOIECi BUBUCHHS

pobotu aBuryHa Unity.
O0’eKkT HoCaiIKeHHS

O0’ekTOM JOCHIKEHHS € KOMIT'IOTepHI 1irpu, MIa0JOHM MPOEKTYBaHHS
IpOTpaMHOT0 3a0e3NeueHHs, MaTeMaTH4YHI 3acajy, Ha SKUX MMOOymOoBaHa B3a€MOIIS 3

I'POBUMH 00’€KTaMH, ONTUMI3AIIIHI TEXHIKU.
IMpeaMer pociaigKeHHsI

[IpeameToM AOCHIPKEHHS € MPUHLMIMA POOOTH 3 ITPOBUMM JBUTYHAMH,
MaTEeMaTUYHUMHU 00’€KTaMu, PoOOTa 3 CKPUNT-MEHEIKepamu, 1BEHT-QYHKIISIMU Ta

IHIIMMU apXITEKTYPHUMU TPUIAOMAMH.
MeToam 10CTiIKEHHS

[lin wac HamWCaHHA TPOTPAMHOTO MOIYII0 BHUKOPHUCTOBYBAIWCS aJITOPUTMH
onTHUMI3allii, IKi 3aCHOBaH1 Ha POOOTI 3 BIIMOBIIHUMHU CTPYKTYpaMu JaHux. J{ociiKkeHHs
TAaKOX BKJIIOYAJIO aHATI3 MEPIIOKEpeN y BUMIAL Oo(IifHOT JOKYMEHTaIlii, CTaTei.
Po3pobOka mpoBoaunacs B JeKUJIbKa €TamiB: BiJ MPOTOTUITYBAHHS 0 pePakTOpPUHTY Ta

KIHIIEBOT'O HaJAIITyBaHHSI.
IopiBHsSIHHA P00OTH 3 BiTOMUMHU PO3B’SI3aHMMHU NPOOJIEMaAMU

IcHye GaraTo Bapiaiiii apkagHUX Irop, SIKi BUKOPUCTOBYIOTH CXOXKI MEXaHIKA Ta
JITOPUTM TeHepyBaHHS CBITY, Taki sk Temple Run, Drop Stack Ball ta 6arato iHmmx.
KoxHna 3 sikux € yHikanpHO10. KOHIEnI[is HeCKIHUEHHOTO TeMMILICI0 € HE HOBOIO, MTPOTE

peastizailis 1 MO3UII0HYBaHHS € TOCUTh PI3HUM.

HaykoBa HOBH3HA OTPUMaHUX pe3yJbTaTiB
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JIoCDKEHO MOMIIMBOCTI 3aCTOCYBaHHS BEKTOpPHOI anreOpu mnpu po3poOii
KOMIT IOTepHUX irop. HaykoBa HOBM3HA NOCHIIKEHHS MOJSITa€ B TOMY, 110 MHOIO OyJ0
3aCTOCOBAHO Ta PO3POOJICHO CIOCOOM BIOCKOHAJICHHS Ta ONTHUMI3allii MPOrpaMHOTO

3a0€3IeUeHHS, K1 € HETUIOBHUMHM JIJIs 1HIIIUX MTPEJCTAaBHUKIB KaHPY.
IIpakTHYHe 3HAYEHHS OJIePKAHUX pe3yJIbTATIiB

Opepxani pe3yJabTaTH MOXYTb OyTH BHUKOPHUCTaHI MPH BIOCKOHAJICHHI METOIB
ONITHMI3alli] Ta MOIIYKY HOBUX MIAXO0/1iB B reiM-AH3aiiHi, K1 MAMITOBXHYTh 1HIYCTPIIO J10

HOBHX 1JIEW Ta KOHILETLIH.
Oco0ucTHili BHECOK CTyIeHTA

I'pa € pe3ynbTaroM OCOOMCTOTO BHECKY B PO3BUTOK TEXHOJIOTIH pPO3pOOKH
KOMIT IOTepHUX 1rop. OCHOBHUMH pe3yJibTaTaMHd €: IMIUIEMEHTOBAaHUM MIAXIT 0
NEPEHECEHHsI MaTEMaTUYHUX YSABJIEHb PO MPOCTIP 10 IX CUMYJIIOBaHHS B Ipi, peaizaiis

ONTUMIZALIMHUX TEXHIK B MPUKJIAJAHIN TIOINHI.
IIy0aikauii Ta BIpoBaaKeHHs pe3yJbTaTIiB

3aranpHa KUIBKICTH myOumikarmiii — 3. 3a pe3yiapTaTaMu HayKOBUX JIOCIIKCHb,
POBEACHUX y OakamaBpChKiii poOOTi, OYJIO MATOTOBICHO CTATTIO JJIS JIOMOBiMI y 8-1i
CxinHo-€Bpornelicekiii KoH(pepeHIii MartemaTnyHi Ta mporpamHi TexHosorii Internet of
Everything na Temy: «O0J)KEKT MyJIIHT K IHCTPYMEHT ONTHMI3allii B irpoBiii po3pooiiy,
a TakoX OyJIO OIMyOJIIKOBAHO CTATTI HA TeMU: «[ edMIHT SIK CepBiC XMapHUX OOUUCIICHBY Y
/-1, «3actocyBaHHs [oE B 0XxopoHI 370poB’s Ta mMeauuHid cdepi» y 3-iii CxigHo-
€Bporneiichkiii  koH(epeHmii MarematnyHi Ta mnporpamHi TexHousorii Internet of

Everything BinnosiaHo.

Crtpykrypa Ta 006csr podoTu



PoGoTa BuknaneHa Ha 83 cTopiHKaxX IPyKOBAHOTO TEKCTY, SIKUW CKJIaIa€ThCs 13
BCTYITy, TPhOX PO3LTIB, BACHOBKIB, CIIUCKY BUKOPUCTaHUX Jukepen (10 HalitMeHyBaHBb).

PoGota mictuth 2 Tabmauill, 34 pucyHku Ta 4 10AaTKH, 00CATOM 12 CTOPIHOK.
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PO3JILI 1
ITIOCTAHOBKA 3AJIAYI TA TEXHIYHE 3ABJIAHHA

B nmanomy po3maini Oyae po3ristHyTO OCHOBHI 1/1ei Ta KOHIIEMII, [0 CIOHYKAIH 10
CTBOPEHHS T'pU Ta OYJIM BUKOPUCTaH1 IIpH ii po3poo1ri. [lim Ta MeToau iX TOCsSHEHHs, 110

Oy/M 3aCTOCOBaHI MiJT 4ac MPOEKTYBAHHS IPOrPaMHOTO MOIYJISL.

byne mpoBemeno anaiiz 00yiacTi 3aCTOCYBaHHsI BIEOITOpP Ta OCOOJMBOCTI iX
CTOBPEHHSI Ha OCHOB1 MYJIbTUILIATOPMEHHUX IHCTPYMEHTIB Ta PEAAKTOPIB JIJIsl pO3pOOKHU

— HEBI1JI'€EMHOI YaCTUHU TIPOLIECY PO3POOKHU OY/Ib-SKOI TPH.

1.1 Onuc koHuenuii Ta izei rpu

[lepmim KpOKOM B CTBOPEHHI JU3aiHY T'pU € CTBOPEHHsI KoHIenii. Konnenis
MMOBUHHA BKJIIOYATH B ce0e OCHOBHY 1H(OpMAIIito PO TPy, NPUUMHU CTBOPEHHS came

TaKOi I'PU Ta aHaJi3 PUHKOBOI CUTYaIIii.

1.1.1 7Kaunp Ta Ha3Ba

Ha3Ba noBMHHA NOBHOLIIHHO Bi10Opa)KaTu OJIHY 13 CKJIAJIOBUX T'PU: CETTIHT,
reiiMIuIel, MexaHiku Ta iHi ocodauBocti. Hasoro rpu Oyio Bubpano «Roller Ball»,

OCKIJIbKM TaKa Ha3Ba JIa€ YITKO 3pO3YMITH T'PaBIlto, PO T€, 3 YUM BiH OyJie MaTH CIIpaBy.

XKaunp rpu — apkana. Apkaga - >kaHp KOMI'IOTEPHHX 1rOp, II0 XapaKTepU3yeThCs
KOPOTKHUM 32 4YaCOM, aji€ IHTEHCUBHUM ITPOBUM IPOIIECOM. Y BY3bKOMY CEHCI apKaJHUMU
HA3WBAIOTHhCSI TPU JUIS apKaJHUX ITPOBUX aBTOMATIB. Irpw, moOpTOBaHI 3 apKaJHHUX

aBTOMATIB, TAKOX NPUUHITO Ha3UBATH apKaJHUMHU.
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ITepion 3 kinug 1970-x mo cepeaunu 1980-x OyB oxapakTepHU30BaHUN PO3KBITOM
apKaJHUX 1rop, 1 HOro YacTo Ha3MBAIOTh 30JIOTUM CTOpIYUYsAM apKagHux irop. Kmacuuni

dpKaanu XapaKTCPHU3YIOTbCA HACTYIIHUMHA BJIIACTUBOCTAMMU:

e [pa Ha oOHOMYy expaHi. Y KIIACHYHHX apKaJlaX BECh IrPOBUIl MPOIIEC 30CEPEHKEHUIN
Ha ofgHOMY ekpani. [lepin 3a Bce 11e 0OyMOBIIEHO ICTOPUYHO, LIO CTajoCsd 4epes
TEXHIYHI OOMEKEHHS, aJIe B TOH K€ Yyac IIe 3HAYHO BILJIMBAJIO Ha T'eiiM nu3aiH. Tak,
rpaBlil B OyJIb-IKWA MOMEHT Yacy MOTJIM Oa4UTH BECh I'POBHM CBIT 1 MpUAMATH
pIIIEHHS, BUXO/ISIYH 3 TTOBHOT 1H(hOpMaIlii mpo Horo cTaH.

o Heckinuenna epa. IloTeHIIAHO TpaBIll MOXYTh TpaTH B apkaay Oe3KiHEUHY
KUIBKICTb 4Yacy, 1 BIAMOBIIHO, HE MOXYTh BUrpaTu. Lle BImBano Ha Te, 10 rpaslil
pOOUITM BUKIIMK cami co01 - HACKUIBKHU JOBTO BOHH 3MOXKYTh IporpuMatucs. [l{omgo
reiiM 1u3aiiHy B apKajiax, rpaBelb HIKOJIU HE BUTPABaB, 1 KOXHA rpa 3aKiH4yBajacs
HOPa3KoIo.

e Jeposuti paxynok. IIpakTUUHO BCl KJIACHYHI apKaJu BKJIIOYAIOTh B ceOe IrpOBHIA
pPaxyHOK, KOJIM TpaBellb OTPUMY€E Oalid 32 BUKOHAHHS PI3HUX I[iel abo 3aBAaHb.
[Ipu 1bOMy THUIIOBHUIA YaC TPU CEPETHHOTO TPABIIS CTAHOBUTH OJIM3bKO JBOX XBHJIMH,
a 'y IOCBITYEHOT0 TPaBIIA J0 JCCITKIB XBUJIMH.

o [llsuoke Haguanwus, npocmuil icposuti npoyec. J{s KIaCUYHUX apKaJ XapaKTepHO
TE, [0 TPABIIM JIETKO HABUUTHCS reiMILIeto. Pa3oM 3 TuM, SKIIO TpaBellb THHE B
apKaji, TO 1€ MPaKTUYHO 3aBXKIH BIIOYBAEThCS 3 MOr0o BUHU. B Takux irpax Hemae
«creniabHUX KOMOIHAIIM KJIaBillD, SIK1 rpaBellb MOBUHEH BUBUUTH 3 IOKYMEHTAITl1
JUISL TOTO, 00 3pOOUTH IIIOCH OCOOJIMBE.

e Biocymuicmy croxcemy ma icmopii. Knacudsi apkaay MPaKTUYHO 3aBXKIU YHUKAIH
cripo0 pO3MOBICTH AKYCh 1CTOPIIO, 1 JaHA TEHIACHIIISI IPOJIOBKYETHCS JIJIs1 Cy4aCHUX
apka. [lyst irop sxaHpy 3aBxKau O0yJio MOTPiOHO, OO rpaBIll MIBUAKO 3PO3YMLIH 1110
BiIOYBaeThCs - 1€ HayKoBa (paHTAacTHUKa, BiiHA, cropT abo miochk 1ie. ['elim

JU3aiiHepU KJIaCUYHUX apKaJHHUX irop HE BIAYYBaJd HEOOXITHOCTI B TOMY , IO iM
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NOTPIOHO HAMOBHIOBATU CBOI CBITU YUMOCH 1 OKPEMO MOSICHIOBATU I'PABISIM YOMY

BOHM MMOBUHHI CTPUISATH, OIFTH, a00 BUKOHYBATH 1HIII ii.

1.1.2 Ines rpu

Sk Bxe Oyno BKa3aHO BHINE, I'pa HaJNeXWUTh 10 Kareropii apkaxa. TemaTuka
nependadae HACTYITHE: TPaBellb KEpye M’siueM, KU 3aBXKAU PYXA€ThCs B 2 HampsMax:
BIiBO a0o HampaBo. ['paBernb kepye M’siueM yepe3 Talu IO €KpaHy, OCKUIBKH Tpa
po3po0mtoeThess iy MoOUIbHY miatdgopmy Android Ha moBi mporpamyBaHHs C# B

BukopuctanHaM Unity asuryHa. Jlorotun y Burmsiai ikonku (Puc.1.1) :

/
7

Pucynox 1.1
["eiimruieii 3a TOMOMOrOr0 TarmiB (TOPKaHb) MO €KPaHy € IHTYITUBHUM JIJIsl TPaBIIS Ta
JOTIOMOKE OXOMUTH SIKOMOTa OLIbINy rpymy rpabiiB. L{iab — nmpoilTu sikomora gajii mo
najaroyuM miaaTdopmam, He BUJIETIBIIM 3a 1X Mexi. B mporieci mporpecii, rpaBeis Habupae
Oayn, 3a KOXKHY MiIiI0paHy MOHETKY, fIKa € OKPEeMHUM ITpOBUM OO €KTOM Ta OJIHUM 13

KJIFOUOBHX eJieMeHTiB MexaHiku (Puc. 1.2):
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Pucynox 1.2

1.2 Amnani3 npeamMeTHoi odJacTi

B uimomy, MOOUIBbHI ITPH KOPUCTYIOTHCS BEITUKOIO MOMyJsipHicTIO. bararo mromeit
IPalOTh B ITPH HAa CBOEMY MOOITEHOMY MpHUCTPoi, Oyap To Android a6o i0S. binbmiicts
irop noTpeOyroTh y4acTi IBOX pyK KOpUCTyBaya, ab0 OKpeMOIro KOHTPOJIepa, poTe 6araro
ITPOBUX MPOEKTIB HAJal0Th KOpucTyBauaM one-handed mocBin, 10 mae 3Mory rpaT B rpy

Oynab-ne, Oyap-komu. TakuM 4MHOM Taky Tpy MOKHA BIIHECTH 10 KaTeropii TalkM-KiJuiepiB.

1.2.1 Crarucruka ingycrpii

[ndorpadika puaKy MOOUTBHUX ITOp 3acBiAYYE, IO 3apa3 BIH XapaKTepPU3yeTbCS
PI3HOMAHITHICTIO ITPOBUX >KaHPIB, SKi 3aJOBOJIBHSIOTH HE MEHII PI3HOMAHITHY TPYyIy
reiiMepiB y BcboMy CBITI. 3a manumu Sensor Tower, B TpeTboMmy KBapTtaii 2010 poky

KUTBKICTh BUJIABIIIB IrpoBHX MpoeKTiB B Apple Store 1 Google Play ckmano 108 000 3 793
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000, mo craHoBuTh 15 BiACOTKIB. App Annie mporHosye, 1mo B 2021 pormi crnokuBayi
OynyTh pa3oM BUTpadaTtu 674 MIIpA. TOAWMH HA TEHMIHT Ha MOOUIBHHUX TMPHUCTPOSIX B

nopiBHsHHI 3 558 muipa. B 2020 p

CooronHi Ha MOOUIBHI irpu mpumnangae 33% BCiX 3aBaHTakeHb mporpam, 74%
BUTpAT, MOB'A3aHUX 3 BcepeuH1 irpoBuMH mpotiecamu 1 10% Bchoro yacy, mpoBeIeHOTO B
nonatky. Jlo kxiamsg 2021 poky maibke '3 macemenns 3emui (2,4 mipa.) ['patumyTs B
MOO1IIbHI irpu. binbie 50% xopucTyBauiB MOOUTBHUX JOJIATKIB IPatOTh B IFPH, 1110 POOUTH
1[I0 KaTEeropiro JOJATKIB TaKOK X MOMYJIIPHOIO, IK My3HUYHI IPOrpaMHu, Takl sk Spotify 1

Apple Music.

1.2.2 Po3noais 10.1i puHKY MOOIJILHUX irop

30UTbIIIEHHS JI0XO/IIB BiJi MOOUIBHHMX ITOp MPOJOBXKUTH BUIEPEIHKATH 3POCTAHHS
noxoaiB Bix npoaaxy I1K irop B HacTymHOMY potil, 1110 B KIHIIEBOMY IIJICYMKY ITPU3BEIE
10 ckopodeHHs yacTku puHKY irop mis I1IK qo 20% B 2022 porti. KpiM 11s0r0, 10X171 Bijg
MOOUIBHHUX IFOp TAKOXK BUIEPEIKA€ JOXIJ BiA irop Ha KOHCOJISIX. IrpoBe aHamiTHYHE
areHTcTBO Newzoo Ja€ OLIHKY MalOyTHBOIO MOJIOKEHHS! pUHKY 1rop 1o miaTtdopMam B
2021 pomi. Hanmpuknan, irpu Ha [1IK OynyTs 3aiimatu He Outbiie 20% BCiX 10XO/iB, B TOH
yac sIK IrpH Ha KOHCOJISIX MatuMyTh 4acTKy B 30%. o kinug 2022 poky MOOUIBHI 1rpu

OyayTh 3aiiMatu 01u3bko 50% Bcboro puHky. (Puc.1.3).
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2012-2021 GLOBAL GAMES MARKET
REVENUES PER SEGMENT 2012-2021 WITH COMPOUND ANNUAL GROWTH RATES
newzoo

CAGR
@ Mobile Games 2012-2021

TOTAL
PC Games
° $180.18n +11.0%

@ Console Games

$165.9Bn
$151.9Bn
$137.9Bn

MOBILE

$121.7Bn +26.8%
©2018 Newzoo $106.5Bn
$93.1Bn
$84.8Bn
PC
+3.1%
CONSOLE
+2.3%
2012 2013 2014 2015 2016 2017 2018 2019 2020 2021
Source: @Newzoo | April 2018 Guarterly Update | Global Games Market Report
newzoo.com/globalgamesreport newzoo
Pucynox 1.3

Ski cyyacHi TpeHIU MOOLIBHOT IrpOBOi 1HAYCTPIi?

e XMapHUIA TeHMIHT

e ['ciimMiHT B IOTTOBHEHIN PEaNbHOCTI
o Kpoc-tmarpopmennuii reiiminr

e biok-yeitH reiimMinr

e ['inep-kazyanbHUU TeUMIHT

e 3MaraJlbHU MyJIbTUIUICEPHUNA T€AMIHT

1.3 Orasa iHcTpyMeHTIB po3po0dku

OCHOBHUMH 1HCTPYMEHTAMH PO3pOOKH Ipu cTaiu: peaakrop Unity, BUCOKOpIBHEBA
MoBa nmnporpamyBanHs C# Ta cepemoBuiie po3poOoku Visual Studio 2019.
[Ipocrime kaxyuu, Unity - HalOMyJISIpHIMIKK Y CBITI IrpoBUil IBWXKOK. BiH moeanye B

co01 TOHHY (DYHKIIIH 1 € JOCUTh THYYKUM, 1100 3po0UTH Maibke OyIb-sKy Tpy. 3aBIsSKU
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oco0nuBUM kpociuiatopmeHHUM GyHKIAM Unity KOPUCTYETHCS MOMYJISPHICTIO K CEPe/T

PO3pOOHMKIB MiHI-IIPOEKTIB, TaK 1 cepen cTyaiii AAA piBHS. BiH BUKOpucTOBYBaBCS AJIst

CTBOpeHHs Takux irop, sk Pokemon Go, Heathstone, Rimworld, Cuphead ta Garato

iHmmx. [Iporpamictu minaTe Unity yepe3 HasgBHICTh MOXJIMBOCTI TUCATH CKpUlTu Ha C#

Ta BOymomaHii iHTerpamii Visual Studio. Unity Takox mpomonye JavaScript sk

anpTepHaTUBHY MOBY Ta MonoDevelop sax IDE gias Tux, XTO Xoue IIOCh MEHII

HaBaHTakeHe, HiX Visual Studio. Unity Tako mocTadaeThCs 3 MOTY>KHUMU aHIMALlIHHUMHU

IHCTpYMEHTaMH, SIKi CIPOIIYIOTh CTBOpEHHS BiacHUX 3D-ponmkiB abo ctBopeHHsS 2D-

aniMarii 3 HyJs. B Unity MmokHa aHIMyBaTH Maiike Bce.

I[O IepeBar 1aHoro il"pOBOFO JABUIKKY MOKHAa BiI[HCCTI/II

1.

Unity BUKOPHUCTOBYE KOMIIOHEHTHHUM MiAX1]] O PO3POOKH 1rop, SKUi 3aCHOBAHO Ha
B3aemoyli 3 npedadamu. 3a nonomororw npedadiB reiMaInu3itHEpH Ta pO3POOHUKU
MOXYTh e(heKTUBHIIIE OyayBaTH OO0’€KTH Ta CEpEeJOBHUINA Ta MIBUJIIE
MaciTadyBaTUCh.

Cucrema npedabiB nojiermye NOBTOPHE BUKOPUCTAHHS KOAY Ta PECYpPCIB 1HIIUX
MIPOEKTIB Ta iX peAaryBaHHA Il HOBUX IILJIEH.

3a 10moOMOro 1HCTpYMEHTIB penakTopa Unity mNpUCYTHS MOXIIMBICTh OJHOYACHO
00poOJISATH PIB3HI BUIM MAHIMMYJISATOPIB, TAKUX SIK: KOMIT'IOTEPHI MUIII, KJIaBiaTypH,
JOKOMCTHUKH, Tay-aUCIUICT 1 0araTo 1HIINX.

IcHye TakoX  JOCHTh TOTYy)KHAa TMIATPUMKAa XMAapHUX  pIlIeHb IS
0araToKOpPUCTYBAIlbKUX 1rop 13 XOCTHHIOM Ha CcepBepi Ta MaclITabOBaHUM
BCTAHOBJIEHHSIM 3B’SI3KiB, 110 POOUTH MOro yHIBEpCaJbHUM pIIMICHHSAM IS
MYJIBTUILICEPHOTO TEUMIIEIO.

Ane ronoBHa mpuumHa BuOpatu Unity - Benmmue3Ha 610710TeKa pecypceiB, sika
JIOCTyITHa KOXKHOMY. bibiioTreka MICTUTh THCS4Yl MOJENIeH, CIlIeHapiiB, CIIEH,

MarepiaiiB Ta 6araTo 1HIIIOTO.
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1.4 BuCHOBKH 0 po3ainy

B mepmomy po3aini Oyno oOrpyHTOBaHO BHOIp JKaHpPY JJIsi CTBOPEHHS MPOEKTY,
OXapaKTepU30BaHO BIACTUBOCTI, SIKi MpUTaMaHH1 MIPeICTaBHUKAM JaHOTO XKaHpy. lnes rpu
— CTBODUTH TiNepkKa3yldbHy apkKaay, sSKka HE 3MOXKe JaTH TpaBlIO BigdyTH cebe
HEMEPEMOXXKHUM, MpoTe He Oyae HABAaHTAXYBAaTH 1 BIUISIKYBaTH CKJIAJHUMHU ITPOBUMHU

MeXaHIKaMH, K1 GOPMYIOTh BUCOKHI TOPIT BXOKEHHS ayIUTOPii.

B nanomMy po3zaini 6ysio oOrpyHTOBaHO BHOIp IrPOBOTO ABUIKKY, SIKUH € OCHOBOIO Oy 1b-
AKOI TpW Ta IHIIUX I1HCTPYMEHTIB, SKI JalOTh  MOXIIUBICTH  PO3POOIATH

MYJIBTHILIAT(OPMEHH] TPOEKTH Ha MOB1 C#.

Takoxx Oyno TPOBEACHO aHali3 PUHKY MOOUIBHUX J0JaTKiB. Buxonsuun 3 maHux
aHaji3y, MO)KHa 3pOOHUTH BHUCHOBOK TPO Te, IO IIpHU 3alMarOTh BEJIMKY JOJIO BCHOTO

PUHKY, SIKHUI TUTbKH 30UIBIIYETHCS y MAcCIITa0axX.
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PO3/ILI 2
MATEMATUYHUMN OITUC 3AJIAYI

B nmanomy posznini Oyzae onmucaHo IPUHIIMIIA pOOOTH 3 MAaTEMaTUYHUMU 00’ EKTaMH,
TaKUMH SIK: MaTpHlll, BEKTOpH, KBaTepHIOHH. B cBoi0 uepry 1i 06a30Bi CyTHOCTI €
CKJIQJIOBUMH MEXaHIKaMHd TpH, TaKUMHU SK: pyX, OOepTaHHs, NEepeMIIlICHHS,
MaciiTaOyBaHHS, IEPECIYCHHS, BU3HAYCHHS KOJI31M irpoBux 00’€kTiB.  Po3ymiHHS
MPUHITUIIIB CUMYJISIIT TIPUPOIHIX SBHII Ja€ MOXKIMBICTH pO3pOOHUKY (haHTa3yBaTH Ta

CTBOPIOBATH PEATTICTUYHI ITOBEIIHKOB1 MO/JIEIII.

2.1 Bapiauii Tpancdopmaiiii irpoBux 00'eKkTiB

Bekropna apudmernka € ¢yHAaAMEHTaNbHOW IS 0arathbOX  acIeKTiB
KOMIT FOTEpPHOTO MPOrpaMyBaHHs, TaKUX SK rpadika, ¢i3uka Ta aHiMallis, 1 KOPUCHO ii

rIIMOOKO 3pO3yMITH, 1100 OTpUMATH MaKCUMalibHy KOpUCTh Bia Unity

MareMatruyHi 3acajayu — OCHOBA, Ha siKiii (popMyeThbcs Bi3uuHa B3aEMO/IISI ITPOBUX
00’exTiB Ha cueHl. KoXeH KOMIIOHEHT, SIKMil BiIpUCOBAHO B CLIEHI, Mae crnerudiyHi
BJIACTUBOCTI Ta MOBEIHKY, SIKi 00YMOBJIIEH1 IOT0 MapamMeTpamH, iK1 3a/1aB reiM au3aiHep.
O06’exTn MOXHa 00epTaTh, MaciTabyBaTu, pyxatu. Bci 111 BIacCTUBOCTI TOCTYIIHI 3aBASIKA
CUMYJIAIIT MaTeMaTnaHuX Mozenel. Uymora yactuaa Unity mossirae B TOMy, 1110 B IBHYKOK
BXOJUThH HaJlliHA MaTeMaTH4Ha 010J110TeKa, TOMY TaM € HAWIOIIUPEHIIT MaTeMaTH4Hi

¢ynkuii. OgHak, po3poOHUKY HEOOX1JHE PO3YMIHHS MPUHIIMIIIB X POOOTH.

Tpanchopmaliisi BUKOPUCTOBYEThCS ISl 30€piraHHs TaKUX CTaHIB 00 €KTIB, SIK:
no3ullisg, o0epTaHHs, MacTad Ta 3aAat0ThC KOOPAUHATAMU BIAMOBIAHO 10 MPOCTOPY, B

akomy nepedyBae 00 ekt (Puc.2.1):
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Pucynox 2.1

Tpancdhopmarliii BU3HAYAIOTHCS BIACTUBOCTSIMHU, HaBEJACHUMHM B Tabymi 2.1:

Tabmunsg 2.1
Bnactusicts OyHKIIIA
Position [Tonoxennst 00’ekTy Tpancopmaiiii B koopauHatax X, Y Ta Z.
Rotation OGepranHsa o0’exkty Tpancdopmarilli HaBkoysio ocedr X, Y Ta Z,
BHMIPIOBaHE B rpaaycax.
Scale MacmTab nepetBopeHHs 1o ocsix X, Y Ta Z. 3HauenHs "1" - ue
MOYATKOBUN po3Mip (po3Mip, HpH SKOMY OyJIO IMIOPTOBAHO
00’€KT).

MacmTab TpaHnchopmallii BU3HAYa€ PI3HULIO MK PO3MIPOM CITKH Y JAOJATKY JJIs
MOJICNIIOBaHHs Ta po3MipoMm ciTku B Unity. Posmip citku B Unity (a oTxe, 1 mMacmTabd
Transform) pgyxe BaxiauMBUM, 0COONMMBO TiA dYac (PI3UYHOrO MOJENIOBaHHS. 3a
3aMOBYYBaHHSIM (Q13UUHUN IBUKOK Miepeadayae, o oJHa OJUHULIS Y CBITOBOMY MPOCTOP1

BIJIIOBIJIa€ OJTHOMY METPY.

€ Tpu dakTopH, IKi MOXKYTh BIUTMHYTH Ha MaciiTabd 00’ €KTa:
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e Po3mip citku y nporpami 3D-MoaentoBaHHs.
e HamamryBanus koedilieHTa MacIITaOyBaHHS CITKA B HaJaIITyBaHHSIX IMIOPTY

00’exTa.

e 3HaveHHS MacmITady KOMIOHEHTa TpaHchopmarli.

B imeami, He cmig HamamToBYBaTH MacmTad Bamoro o0'ekTa B KOMIIOHEHTI
Tpancopmariii. Haiikpamuii BapiaHT - CTBOPUTH CBOi MOJIEIl B pealbHOMY MacIiTall,
mo0 He mgoBelocs 3MiHIoBaTH MacmrTad Bamoro Transform. Jleski omnrumizarmii
BiJI0OYBAIOTHCA 3JICKHO B1Jl PO3MIPY IMIIOPTY, 1 CTBOPEHHS €K3eMIUIsIpa 00’ €KTa, IKU Mae

CKOPpHUI'OBAHC 3HAYCHHA MacmTa6y, 10 MOKC 3HU3HUTH HpOI[YKTI/IBHiCTI).

2.1.1 Bu3adeHHs1 pyXy Ta HANPSIMKY

B irpax BEKTOpH BUKOPHUCTOBYIOTHCS JUIsl 30€pIiraHHsl pO3TALIyBaHHS, HAIPSIMKIB 1
IIBUJKOCTEM.

Huxue HaBegeHO NpUKIIa ABOMIPHOTO BEKTOpA:
A (xq;Ya) 2.1)
Jle x, — 3HaueHHs KOOPJIMHAT MO Ocl X

Y, - 3HAYEHHS KOOPJUHAT 110 oci Y.

TpuBuMipHUI BEKTOP 10Ja€ HOBY BICh — Z:

A (Xq;3Yas Zg) (2.2)

IIpoTe mms Toro, mo0 3amaBaT HEOOXIJHI MapamMeTpu 00’€KTaM, CJiJ MPOBOAUTH

apu(pMeTUyHi orneparlii 3 BEKTOpamHu.

Jlooaganns 011 mpuguMipHo20 npocmopy:
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A+B=(ay+by;a, + b,; a, + b,) (2.3)
Jle A ta B — BexTOpH, SKI MiUIAral0Th ONepallii 101aBaHHs;
Qy,yz — KOOPIMHATH BeKTOpa A;

by y,z — KOOPMHATH BeKTOpa B;

Sxmo mepmuid BEKTOp MNPUMHITH 3a TOYKY B MPOCTOPI, TO JAPYTUA MOKHA
IHTEPIIPETYBATH SIK 3MIIIIEHHS a00 «CTPUOOKY 3 11€1 MO3UILIT JJIsl TOTO, 1100 3HAWTH TOUKY

Ha 5 OIMHUIIH BUIIIE HAJl MICIIEM Ha MOBEPXHI, HAIPUKIIA].

SIKIIO BEKTOpHU MPEACTaBISAIOTh CHIM, TO OUIBLI IHTYITUBHO MPEICTABIATH iX K
HanpsSMOK 1 BEJIMYMHY NPUKIAJAAHHA cuiu. JlogaBaHHs JABOX BEKTOPIB CHIJIM J1a€ HOBHI
BEKTOp, €KBIBAJICHTHUI MTOE€THAHHIO cUJl. L{s1 KOHIIeNIis 4acTo KOpUCHA IPH 3aCTOCYBaHHI

CHJI 3 KIJIbBKOMa OKPCMHMH KOMIIOHCHTAMH, IITO IIiI-OTB OAHOYAaCHO.

Takum YuHOM TpAIIOE PUHITUIT cynepro3uilii Bektopis (Puc. 2.2):

b=<2 -1>

a=<3, 5>

c=<§, 4>
c=a+b
Pucynox 2.2

VY koni 11e O BUTJIA1a7I0 HACTYITHUM YHHOM:

var pointInAir = pointOnGround + new Vector2(0, 0, 5);
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Biouimanna

BignimaHHS BEKTOPY HailuacTiilie BUKOPUCTOBYETHCS JIJISi OTPUMAHHS HAMPSMKY Ta

BiJICTaHi BiJ ogHOro 00’ekTa 1o inmoro (Puc.2.3):

b
b-a=<5, 4>
a
Pucynoxk 2.3
A+ B =(ay—by;a, — by; a, — b,) (2.4)

Jle A Ta B — BeKTOpH, 5Kl IIJJIATAIOTh OIepallii BiTHIMaHHS;
(y,y,, — KOOPIMHATH BEKTOPA A;

by y,z — KOOpAMHATH BeKTOpa B;

MHuoowcennn ma OiieHHA HA CKAAD

Ckansip BimoOpakae JuIle BEJIMYMHY, B TOW 4Yac SIK BEKTOp BigoOpakae sk
BEJMYHHY, TaK 1 HANpsiMOK. [IOMHOXKHMBIIIM BEKTOp HA CKAJIP, OTPUMYETHCS BEKTOP, SIKUN
BKa3ye B TOMY K HampsAMKy, 1o 1 modatkoBwii. OgHaK BEIMYHWHA HOBOTO BEKTOPY

JIOPIBHIOE TIOYATKOBIM BEJIMUKHI, TOMHOKEHIM Ha CKAJISIpPHE 3HAUCHHS
A-A= (Aal; Aaz) (25)
Jle A — BekTOp, AKi NiAIATaIOTh ONepallii MHOKEHHS Ha CKaJsp;

A — CKaJsipHa BETMYHHA |
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Qy,y,z — KOOPJIMHATU BEKTOPY A;

Tax camo ckadsipHUM MOMALT AUIMTH BETUYMHY BUXITHOTO BEKTOpYy Ha ckamsp. Lli
orepallii KOPUCHI, KOJIM BEKTOP MPEACTABIISE 3MilLIEHHs pyXy a0o cuity. BoHr 103BOMSIOTH

3MIHIOBATH BCIIMYNHY BCKTOPY, HC BIINIMBAIOYH HA Horo HalIpsAMOK.

Cxanapnuiit 000ymok

Konu BeKTOpYy BKa3ylOTh B OJIHOMY HANpPSAMKY, TO iX CKaJSIpHUNA JOOYTOK Olnbliie
Hyld. Komnm BOHM mepneHAMKYJISApHI OAUH OJHOMY, TO CKAJIAPHUN JOOYTOK JOPIBHIOE

nymo (Puc. 2.4):

A A A
B 1l B B
A-B=1 A-B=0 A-B=-1
Pucynox 2.4

B ocHOBHOMY, 3a JOMOMOTOI0 CKaISIPHOTO JOOYTKY BEKTOPIB MOKHA PO3paxyBaTH,
CKUJIBKU iX BKa3zye B OJJHOMY HamnpsAMKy. | e nyxe KopucHa BiacTUBICTb. CKalsipHUMN
n00yTOK MpuiiMae aBa BeKTOpU 1 moBepTae ckaisp. Lleil ckamsp JOpiBHIOE BEIMYUHAM
JBOX BEKTOPIB, TOMHOXKEHUX Pa3oM, 1 pe3ysbTar, MOMHOKEHUH HAa KOCHHYC KyTa MIX

BEKTOpaMHu:

A-B = |A|-|B|-cosq (2.6)

Je |A| Ta |B| — momyni (10BKMHHM) BEKTOpIB, AKi MiAJATaroTh OMepallii CKaISPHOTO

MHO>KEHHS,
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¢ — KyT MIXK BEKTOPaMU;

VY BUIaJKYy, SKIIO BEKTOPH 3a7aHi KOOpIUHATAMHU:

A-B=(ay by +a, b, + a, " b,) 2.7)
Jle A ta B — BexTOpH, AKi MiIATAIOTh ONepallii MHOKEHHS;
Qy.y,; — KOOPJIMHATH BEKTOPA A;

bx,y,z — KOOpAHHATH BCKTOpPA E,

B KOIIi e BUripiga€c HaCTyltHUM YHMHOM:
var fwdSpeed = Vector3.Dot(rigidbody.velocity, transform.forward);

HamnpsiMmok mMoke OyTH OyIbp-sSIKHM, aje BEKTOP HANpsIMKY 3aBKIH MOBUHEH OYyTH
HOpMai30BaHUM sl LbOro po3paxyHKy. lle [o3Bosisie YHUKHYTH TIOBUIBHOI B

OoOYHMCIICHHSIX Oomeparlii 3 KBaApaTHUM KOpEHEM, sika Oepe y4acTh y MONIYKY BEJIMYHHU.

2.1.2 TloBopoTHn

[ToBopoTtu B 3D-irpax 3a3Buyail IpeCTaBISAIOTHCS OJHUM 13 JEKUJIBKOX CHOCOOIB:
mampuyi, keamepuionu abo kymu Euinepa. KoxeH Mae CBO€ BIIaCHI epeBaru Ta HEAOMIKH.
Unity BuxopuctoBye KBaTepHiOHM 3a 3aMOBUYYBaHHSIM, aJié T[OKa3ye 3HAYCHHS
ekBiBaJeHTHUX KyTiB Eiinepa B iHcnekTopi. KBaTepHiOHM 1 MaTpHIll MTOBOPOTY MOKYTh
OyTH BUKOPHWCTaHI SIK /I BAKOHAHHS IPOCTOPOBOTO MTOBOPOTY BEKTOPIB, TaK 1 JIJISl OMUCY
B3a€EMHOI OpI€HTAllli CUCTEM KOOPAMHAT. 30KpeMa, JIsi OMUCY MOJIOKEHHS I1JIbOBOI
CUCTEMHU KOOPJMHAT BIAHOCHO BUXIJHOI: SK MOTPIOHO MOBEPHYTH BUXIAHY, MO0 i1 oci

30iraucs 3 OJMHOMMEHHHMH OCSIMHU ILUILOBOI. MatTpuilsi MmoBOpoTy (BOHA X MATPHUIlA
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Opi€HTaIlli, 1Ji1 BUIIAJIKy OMHUCY B3a€EMHOI OpIEHTAIlli CUCTEM KOOPJMHAT) MOXE OYyTH

OTpYMaHa 3 HOPMOBAHOTO KBaTepHIOHA OPIEHTAITIT IT0 BIJOMHUM 3 JITEpaTypu (GOopMyIIaMm.

Hexaif BexTOp 110 MiuIsirae MOBOPOTY 33JIa€THCS BEIMYMHAMH HOTO TPOEKIIIN Ha

TP OPTOrOoHaIIbHI ocl mo4aTtkoBoi CK:
v=|Vy (2.8)

Mampuuyi

[ToBOPOT 3 BUKOPUCTAHHIM MATPHIIL: MATPHIIS TOBOPOTY M MHOKHUTHCS HA BUXITHY
MaTpPHUIIIO-CTOBNEIh. Ha BUX0/1 MaEMO 1HIINY, pe3ybTyI0Uy MaTPHIFO-CTOBIICIb:
Ux+ Mmyy Myz  My3] [Ux-
Vyr| = [M21 Maz Mys| | V) (2.9)
Vz+ Mmz; Mz M3zl [Vz-
Yucna B pe3ysabTyr040i MaTPUIIi-CTOBMIl, OTPUMAHOI OyAb-SKUM 3 I[UX CIOCOOIB -
1€ MPOEKIIii BEKTOpa B HOTO HOBOMY, TTIOBEPHYTOMY TOJIOKEHH1, Ha OC1 BCE TI€1 K BUX1THOI
cucteMu koopauHat 1106 gonaTu HOBUIA €PEeKT MU MOKEMO IEPEMHOKUTH MaTpuLll abo

MU MOXKEMO 1HBEPTYBaTH MATPHUIIO, 100 OTPUMATH MPSMO MPOTHIICKHE TMOJOKEHHS

00'exTa.
Keamepnionu

Ile — anpTepHAaTUBHUI BapiaHT OOEpTaHHS, 3aCHOBAHUW Ha BEKTOP1 1 KyTi (axis-

angle rotation), sikuii icHye B poctopi (Puc. 2.5).
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Rotation axis

Rotation angle

Pucynox 2.5

VY ¢i3uni, TakuM YUMHOM 30€piraroTh KyTOBY MIBUAKICTh. HampsiMok BekTOpa
30iraeThCsl 3 HAMPSIMKOM OCl OOEpTaHHs, a JOBXKHHA BEKTOpa JOPIBHIOE IIBUIKOCTI (B
paaiaHax B cekyHay). KBarepHioH (Cynsuu 3 Ha3BHM) sBJIsi€ cOO0K HaOip 3 YOTUPHOX
napameTpiB, sIKI BU3HAYAIOTh BEKTOp 1 KyT 0OepTaHHS HaBKOJO LbOro BekTopa. Ilo cyTi
Take BH3HAYCHHS HIYMM HE BIIPI3HAEThCS BiJ AXxis Angle ysBIeHHS OOEpTaHHS.
BigminHOCTI Jumie B crnoco01 nojilaHHs. Y KBAaT€pHIOHI MapaMeTpy OJMHUYHOTO BEKTOpa
MHOKUTBCS Ha CHUHYC IOJIOBUHM KyTa IOBOPOTY. UeTBEpPTHIl KOMIIOHEHT - KOCHHYC

MIOJIOBUHH KyTa ITOBOPOTY.
4 a
q= [V * sin—, cos E] (2.10)
Ile V — BekTOp OCi;
% — MoJIoBUHA KyTa noBopoty ([us. (Puc.2.5));

Kyru Eiinepa

Kyru Elinepa mnpexacraBieHi TphbOMa 3HAUCHHSMU KyTIB mia X, Y Ta Z, fKi
3aCTOCOBYIOThCA MociiioBHO. 1100 3acrocyBaTtn o6epranns Eiinepa 10 neBHOro irpoBoro

00’€KTy, KOXKHE 3HAYCHHsI 00€pTaHHS 3aCTOCOBYETHCS MO 4Uep3i K 0OepTaHHS HABKOJIO
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CBO€1 BIMOBIIHOI oci. Bix BUOOpPY oceit 1 MociiIoBHOCTI 0O0epTaHHS 3aJICKUTh KIHIIEBUM
pe3ynbTar. Ha manmronkax BimoOpakeHa HACTyITHA TOCIITOBHICTh OOEPTaHHS MO0 OCEH

JICK:

Pucynok 2.6

2.2 BusHaueHHS KOJi3ii

O3HaueHHs KOMi31d CTOCYEThCS BHSBJIEHHS MEpECcIYeHb MK JBOMa abo Oliblie
00’ekTaMu B irpoBil ciieHi. KoJizis € OCHOBHUM €J1IeMEHTOM B3a€MO/I1T €IMEHTIB I'PH, aJ[Ke

BOHA JIOJIA€ PEaTICTUYHOCTI TeHMITEIO.

Jlist mepeBipku nepeTuHy 00’€KTiB Moke OyTtu Bukopuctanuii Raycast. To6TO
OyIyeThCS MPOMIHb 3 MOYATKOBOI J0 KiHIEBOI TOukd. Unity BU3HAUUThL - MEPETHHAE
IPOMiHb 1110-HEOY/Ib, UM Hi, 1 AKIIO MEPETUHAE, TO TAKOXK JAACTh 1HGOPMAIIIIO TTPO 00'EKT 1

TOYKY IIEPETHHY.
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Origin of the ray End of the ray

o——— ©

Pucynox 2.7

Raycast mepenae ysSBHMI <Ia3epHH MPOMIHB» B3JOBX ULUIIXY, MOKH BIH HE
MOTparuisie B Koyaitep Ha cueHi. [lotiM noBepraeThes iHGOpMAaIList PO 00’ €KT Ta TOUKY,
ska notpanuia B 00’ ekt RaycastHit. Ile myxe kopucHuii crnocid 3HalTH 00’ €KT HA OCHOBI
Horo 300pakeHHS Ha ekpani. Hampukian B KOl TakKUM YHWHOM TIEPEBIPSETHCS YU

nepeOyBae M’s19 Ha moBepxHi un Hi (Puc 2.8):

Pucynox 2.8

Ray ray = new Ray(origin, Vector3.down);

return Physics.Raycast(ray, Main.Get<BallConfig>().GroundLayer);

Jlns Toro, o6 mi3HATHCS, J€ TUIONIMHA TIEPETHHAETHCS 3 IUIONIUHOI0, HEOOX1THO

CKOPHUCTATHUCS CKAJISIPHUM J0OyTKOM. BaxnuBum eneMeHToOM (Di3UYHOTO MpeACTaBICHHS



34
KOMIIOHEHTA B Tpi € Konainep. KoMmonenTr komaiiaepa BU3Ha4al0Th MTOBEIIHKY ITPOBOTO
o0’exTa mija yac ¢izuyHux 3iTKHEHb. Konaiizep He 000B’I3KOBO MOBUHEH MAaTH OJIHAKOBY
dbopmy 3 06’extoM (Puc. 2.9). I'pyba anpokcumariis CITKM 9acTo € OuIbIl €()EeKTUBHOIO 1

HE BIJIPI3HSAETHCS B IFPOBOMY IPOIIEC.

Pucynok 2.9

Hadinpocrinn konaiaepu - me KyOluHui, chepuuHuil Ta KamncCyJbHUNM Kojaiaep.
Komnaiinepu B3a€MOIIIOTh MikK CO0O0I0 MO-PI3HOMY, 3aJI€KHO BiJ] TOTO, SIK HAJIAIITOBAHI iX

komrnoHeHTH Rigidbody. IcHye Tpu Tunm xonaiinepis:
e (CraTtuuHuil KoJanaep

CratuuHuil Konaiiep — e KOMIOHEHT, akui He Mae Rigidbody. CtaTtuuni konaiaepu B
OCHOBHOMY BUKOPHCTOBYIOTHCSI AJII T€OMETpii pIBHS, SKHUM 3aBXIW 3aJUIIAE€THCS Ha
OJIHOMY MICIIl 1 HIKOJIM HE pyXaeThcs. BXigH1 00'€KTH 3 TBEpAUM TUIOM CTHKAIOTHCS 31

CTaTUYHHUMHM KOJAAepamu, aje He pyXaroTh IX.
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e Komaiinep Rigidbody

[le KOMITOHEHT, IO 3aCTOCOBYETHCS 0 HEKIHEMAaTHYHOTO TBepjaoro Tina. Komaiimepu 3
TBEPJIUM TUIOM TOBHICTIO IMITYIOThCS (DI3MUHUM JBUTYHOM 1 MOXYTh pearyBaTh Ha
3ITKHEHHSI Ta CWJIM. BOHM MOXYTb 31TKHYTHCS 3 THIIUMHU 00'eKTaMH (BKIIOYAIOYH CTATUYH1

KoJIalIepH) 1 € HalO1IBII YacTO BUKOPHUCTOBYBAHOI KOH(ITrypalli€ro KojlaifiepiB B irpax.
o Kinematnunuii konaiaep Rigidbody

O0’exTH 3 TAaKUM TUIIOM KoOJjaiiiepiB He OynyTh pearyBaTi Ha 31TKHEHHS Ta CUJIM, SIK1 Ha
HbOrO TNpukianeHi. KiHemaTuyHi TBepJl TUIA MOBHHHI BUKOPUCTOBYBATUCS A
KOJIaliJepiB, SIKI MOKHA 4Yac BiJ 4acy MepeMilaTd ado BUMHUKATH / BMHKATH, aje SKl B

iHI]lOMy BUITIAJIKY ITOBUHHI IIOBOJUTHUCA SAK CTaTU4HI Konaﬁz[epﬂ.

2.3 BUCHOBKH 10 pO3aiiy

Po3yMiHHS mnOpuHIMIIB POOOTH 3 MAaTEMAaTUYHUMHU CYTHOCTSIMM TiJ 4ac
CUMYJIIOBAHHS ITPOBOTO TPOLIECY € MPIOPUTETHUM 3aBJAaHHIM po3poOHUKa. B mbpomy
po3auT OyJI0 eTaabHO OMKMCAHO 3aKOHOMIPHOCTI Ta MpaBHia BUKOPUCTAHHS BEKTOPHOL
apupMeTuKu, poOOTH 3 MATPULSIMU Ta KBaTEPHIOHAMH, K1 (D)OPMYIOTh OCHOBHI MEXaHIKH

MOBEJIIHKK 00’ €KTIB Ha CIICHI, TaKi SK: BU3HAYCHHS HAMPSMKIB, TOBOPOTIB, PYXiB.

Byio po3risHyTo NpUHIKITK POOOTH 3 Pi3HUMHU (Di3MUHUMHU KOMIOHeHTaMu. Unity
Jomomarae iMITyBaTh (i3UKy Yy TMPOEKTI, IS TOro, Imo0 OO0 €KTH MpPaBUILHO
MIPUCKOPIOBAJIMCS Ta pearyBajy Ha 3ITKHEHHsI, Oyyia PUCYTHS CUJIA TSHKIHHS Ta THIIT CHITH.
Unity mponioHnye pi3Hi KoHGIirypaiii (pi3M4HOr0 ABUTYHA, SKI MOXXHA BUKOPHUCTOBYBATH

BIJIMOBIAHO J10 TOTPEO MPOEKTY.
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PO3JILI 3

IMIUVIEMEHTALA TEXHIYHUX PILLIEHb TA KOMIIOHEHTIB I'PU

VY nanomy po3auni Oyjae omucaHo O0COOJMBOCTI apXITEKTYPHUX Ta TEXHIUYHUX PILICHB,
AK1 OyJM MPUIHATI mi 9ac po3poOku rpu. Onrc KOMIIOHEHTIB I'PH, KU BKIIOYA€E B cede
BCl reiiMo0’ekTH, cKpunTH, npedadbu, eremeHTH rpadivyHoro iHTepdeicy, aHiMmari,
poboTa 3a Kameporo 3a irpoBUM cepelnoBuileM. byae po3risiHyTo mpuiiomu, siki Oynu

BUKOPHUCTaH1 33151 3a0€3MeUYeHHs ONTHUMI3alliil Ta CTa01IbHOTO (PpeUMpenTy.

3.1 /Iu3aiin apxiTekTypn

B Unity Haiikpaille BUKOPUCTOBYBAaTH KOMIIOHEHTHO-OPIEHTOBAHUMN MiJIX1J, TOOTO

KOMITO3HIIIIO - OPMYBAHHS LIJIOTO 13 YACTHH.

KomrmonenTu - 1ie crieHapii, ki MOKHa JOJIaTH 10 ITPOBOTO O0’€KTY; iX MOXKHA
pO3poOUTH Ta peanizyBaTu pizHUMH criocobamu. CTBOpeHHS (PYHKIIINA TP 32 TI0TTOMOT0I0
T1IKOMITOHEHTIB (2 He yCHaJKyBaHHS BiJ] 00’ €KTa), IK MPABUIIO, € OUTHIIT €PEKTUBHUM Ta
npoctuM. Came 11e poOUTh HOro au3aifHOM Ha OCHOBI “kommoHeHTIB”. KomMOiHyBaHHS Ha
HaKJIaJaHHs PI3HUX KOMIIOHEHTIB JIJa€ MOXJIMBICTh JOCSITTH Oa’KaHUX BIACTUBOCTEH Bif

00'exTy:

Hacrynna tabmumirst 7oOpe Bi1oOpa3uTh MPUHITUITN POOOTH TAKOTO apXITEKTYPHOTO
pIIEHHS! Ha MPUKIAAl IBOX irpoBUX 00'ekTiB — kamepu (Puc.3.1) ta monetu (Puc.3.2).

Bonu o6uBa cki1agatoThCsl 3 HACTYITHUX KOMITIOHEHTIB!

Taomug 3.1

Main Camera Coin

Audio Listener component Coin Pickup component

Camera Controller component Sphere Collider component
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Color Shifting component Move and Rotate component

[Tponorxenus Tadmuii 3.1

O Inspector

[1:1 v Main Camera

ag MainCamera * Layer Default
Transform
r Camera
/ Audio Listener
troller (Script)

# Color Shits (Script)

Pucynox 3.1

Tag * Layer Default

~ Transform

« Coin (Secript)

€ v Sphere Collider

+ Move And Rotate (Script)

My Curve

Pucynox 3.2

OcHoBHa i1es m1a0I0Hy MpoeKTyBaHHs « KoMIOHEHT» moJisirae B yrpymnoBaHHI TICHO

MOB'sI3aHUX (PYHKIIN 1 JaHUX B OJMH KJac 1, OJHOYACHO, B 30€peKeHH1 KJIaciB IKOMOTa

JIPIOHIITUMU 1 CTIeT[iaTi30BaHUMU.

Bci koMnoHeHTH, M0 MiJIKI0YalThes 10 irpoBux o0'ekTiB B Unity, HamucaHi 13
3aCTOCYBaHHSM IIbOTO 11a0I0HY poekTyBaHHs. KoxkeH irpoBuii 00'ekt B Unity — 11e 1yxe
MaJIEHbKHI KJIac, IKM MOK€e CIIY>KUTH KOHTEHHEpPOM J1Jisi 0e3J114l KOMIIOHEHTIB, KOXKEH 3

SKUX BUPINIYE KOHKPETHY - HE3AJIEKHO BiJ IHIIUX KOMIIOHEHTIB 3a/1auy. HAIIPUKJIIA]:

e Kowmmonent Transform iamoBizae 3a KOOpIWHATH, MOBOPOT, MACIITAOyBaHHS i

MICII€ PO3TallyBaHHS B i€papxii.
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e Kowmmonent Rigidbody Bupimnrye 3aBmaHHs, MOB'SI3aHI 3 PyXOM 1 MOJIEITIOBAHHIM
3aKOHIB (D13UKH.

e Komnonentu Collider marpuMyoTh MOXIHMBICTh BHSBJICHHS 3ITKHEHb 1

BU3HA4YalOTh (hOPMY 1 BJIACTUBOCTI 31TKHEHb.

CTBOpEHHS OKpEMHX KOMIIOHEHTIB TaKOK CIIPOIIYE PO3IITUPECHHS iX MOXKJIMBOCTEH
B MalOyTHROMY: 3aBjasku BianuieHHr0 komroHeHTa Collider Big Rigidbody Bu nerko
3MOXETE J10aTh HOBUH BHJI KoJaiinepa, Hanpukiaa KoHiuHui konaiinep ConeCollider, 1

Rigidbody 3mMoe BUKOPHCTOBYBATH iOro 0e3 Oyab-akux 3MiH B koji Rigidbody.

SIxi nepesaru? Ilepumr 3a Bce, Ciyl04M KOMIIOHEHTHO-OPIEHTOBAHOMY CTHIIIO,
(opMyIOThCsSl OUIBII MPOCTI U KOPOTKI Kiacu. KOpOTKI CKpUNTH MPOCTIIIE MHCATH, iX

IPOCTIIIE BUKOPUCTOBYBATH MTOBTOPHO, 1 BOHU IMPOCTIIlIl B HAJIAITYBaHHI.

Takum 4YMHOM, KaMepa Ma€ CKPUIT, IKUI BIATOBIIA€ 33 pyXU, CKPUIT, SIKUI 3MIHIOE
OekrpayHj, poOUTh HOro mpuiiMadyeM 3BYKY, a MOHETKa MiIOMpaeThcs, Mae (i3UUHUN

KOJIaiziep, pyXaeThes Ta 00epTaETHCS.

[Ipore 00’€KTHO-OpIEHTOBaHA Ta KOMIIOHEHTHO-OPIEHTOBAaHA MapaJurMu HE
B3a€EMOBHKJIIOYHI, X04 1HOJI MOXYTh cTukarucs. [Ipukiamom mporo € 06a30BUN Kiac

Entity, Bix sxoro HaciiaytoThees iHmm kinacu (Puc. 3.3):
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Entity A |
Class
=+ MoncBehaviour

4 Fields

®. m_EntityName ...
""i m_Transform : T...
El  Tag:string
4 Properties
A EntityName: st...
& Transform : Tra...
4 Methods
@, Awake() : void b
Q;, ExcludeEvents()... ’
G)E OnDestroy() : v...
(Da OnDisable() ; v...

m;. RegisterEvents(...

Pucynok 3.3
3arasibHa JiarpamMa KjaciB 3 yciMa METOJAaMHU Ta TOJISIMU BUTJISIA€ HACTYIHUM

yuHoM Ha Puc. 3.4.

Opnnak HalCKIIAIHIIIE B apXITEKTYpl HA OCHOBI KOMIIOHEHTIB — 11e BHOIip 3 Oe3iul

cnoco0iB peanizauii. [Ipo oguH 3 Takux OyJe WTH MOBa B HACTYITHOMY I1JPO3/LIIL.
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3.2 Cxkpunr-MeHeIKep

B Unity nHemae rosoBHOT ¢YyHKIII, OCKIIBKM BCE€ 3aB’s3aHO Ha poOOTI 3
KOMIMOHEHTaMHu. [IpocTUM pillIeHHAM € CTBOPUTH TIOPOXKHIA IrpoBUH 00’€KT 13

NPUKPITUICHUM CKPUIITOM MEHEKepa.

VY rpi npucytHi riodanbHuil 00'eKT (MeHemKep), kUil Oyne mepeOyBaTu B TIpi
3aBXKIU 1 MOXE OYTH TOCTYHMHHUM 3 OyAb-IKOTO CKPHITA, 1[0 MOXE OyTH KOPUCHO ISt
CTBOPEHHSl KJIaciB TEHepallii piBHIB, KOHTPOJIO KaMepH, KOHTPOIIO TIpadiuHOro

iHTEepdeicy.

Kpim menemxepa B rpi OyJayTh BUKOPUCTOBYBATHUCS 1 1HII 00'ekTH: iHTEepdeiicH,
IrpOBI KOMIIOHEHTH 1 00'€KTH 1rpOBOTO CBITY. Bcl 111 00'ekTH Oy yTh IIUJIBHO B3aEMOIATH

3 MCHCIKCPOM AJIAA JOCATHCHHA KiHHeBO'l. MCTH.

TakuM KI1acoM-MEHEDKEPOM B BUIAIKy MO€T rpu € kitac GamelL.ogic, skwid, sik

BHJTHO 3 Ha3BM BiAMoBijace 3a ¢uioy — noriky (Puc. 3.5):

linstance
|SceneResetbvent

| Gamelogic A
Clz=z
= Entity

4 Fields
“a m_|sGamelver...
@ m_|sGameStart ...
@  m_0OnGamelve..,
@ m_OnGameStar...
@  m_OnMouseCli...
@ m_0OnScoreCha...
"'-‘9 m_Score: int

4 Properties
& I1sGameCver : b...
A |sGameStarted ..
& Scorerint

4 Methods

DoMouseClick ...
DoReset() : void

OnCollectCoinl ...
OnSceneResetE ...
SetGamelverl)...

e aeaee

Pucynox 3.5
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Krac ckiamaeTnscs 3 mpuBaTHUX OYJIEBUX TIOJIIB, K1 BIMOOpaX)arOTh MOTOYHUN
CTaTyC TpU, PaXyHOK, Taly Ta iX MyOJIiyH1 BIACTUBOCTI Ta METO/IH, SIK1 IEPEBIPSIOTH

BHUKOHAHHA KJIIFOYOBHUX inOBI/IX YMOB.

3.3 IBeHT-pyHKIIT

PoGota ckpuntie B Unity Bipi3HAETHCA BiJ MOCTIMHOTO 3aIlUKJIIOBAHHS KOMY
porpamu, J0 MOKu BoHa He Oyjie BukoHaHa. HatomicTe Unity nepegae KOHTPOIb CKPUIITY
MOYEpProBO Yepe3 BUKJIMK HEOOXITHUX (YHKLIN, KI B HbOMY 1HILIATI30BaHl. K TUIbKU
GyHKIIIS 3aKiHYMIIa CBOE€ BUKOHAHHS, KOHTPOJIb niepenaerbes Hazan Ao Unity. 11 dynkmii
BiIoMi sIK event ()yHKIIIT, OCKUIbKA BOHU BUKJIUKAIOTHCS JBUTYHOM Y BIIMOBIABL O MOA1M
iy yac reimruiero. Unity BUKOPUCTOBY€E HEMMIHT-CXeMY, siKa 17IeHTU(DIKY€E QYHKITIIO 15
ii Bukiuka. Hampukman, mijg 4ac CTBOPEHHSI CPUIT-KOMIIOHEHTY, 32 3aMOBUYBaHHSIM
cTBOproeThCs 2 Meroau: Update (BUKITUKAETHCS 1] 4ac KOYKHOTO OHOBJICHHS KaJipy), Start
(BUKIIMKAETHCS 10 TIEPIIIOTO OHOBIICHHS Ka/py, 1HiIami3aiii). [{ei irpoBuii 1BUTyH Hanae
Habararo Oulbllle BHYTPIIHIX (QYHKIIA. biok-cxema >KUTTEBOrO LUKy CKpHUITa

CKJIQJAEThCs 3 ACCATKIB PyHKIIN, poTe 1l (Puc. 3.6) HailuacTile BXUBaHi:
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Awake

I
OnEnable

v

Start

———
.

FixedUpdate

I y §
Internal physics update

S

Update
I

Internal animation update

LateUpdate

.

OnApplicationQuit

v

OnDisable

v

OnDestroy

Pucynox 3.6

e Awake: BUKIMKA€EThCS [Tl KOXKHOTO 00'€KTa B CIICHI IMiJI Yac 3aBaHTAXKCHHS CIICHHU.
Xoua Awake Ta Start BUKJIMKAIOTbCS Y JOBUIBHOMY MOpPSAKY, Awake NMOBHHEH
3aKIHUMTHCS J0 TTovaTKy nepioro Start. Lle o3nauae, mo koa y GyHkiii Start Mmoxe
BUKOPUCTOBYBATH 1HIII 1HIIIa13al1ii, MONepeaHbO BUKOHAHI Yy (a3l Awake.

e OnEnable: (Buknukaerbcsi, Jymmie sKmo o00’ekt aktuBHUK): Llsg  QyHkis

BUKJIMKAETHCS BIiApa3y MICHs TOro, K OO0’€KT aKTUBOBaHUM, TOOTO KOJIU
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CTBOPIOETHCS €K3EMILIAP, HATIPUKIIAT, 3aBaHTAXKYETHCS piBeHb a00 irpoBHUil 00'€KT.
3BEpHITH yBary, o st 00’ €KTiB, fogaHuX 10 ciienu, pyHkiii Awake ta OnEnable
JUIS BCIX cIIeHapiiB OyJie BUKJIMKAHO 1O TOTO, SK Ui OyAb-SKOTO 3 HUX Oyje
Bukimkano Start, Update, Tomio

e Start: BUKIMKAETHCS NIepe;] MEPIIMM OHOBJICHHSIM Kaapy a0o ¢i3ukH Ha 00'€KTI.

e FixedUpdate: inmoxmi BuKmHMKaeThcs HaBiTh wacTimre, Hikx Update. Moro moxHa
BUKIIMKATH KiJbKa pa3iB 3a Kajap, SKIIO YacToTa KaJpiB HU3bKAa, 1 MOXE He
BUKIIMKATHUCA MK KaJpaMH, sIKIIIO YaCTOTa KaJApiB BUCOKA. Y Cl Pi3NUHI pO3paxyHKU
Ta OHOBJICHHS BiI0YBatoThes Biapa3zy micis FixedUpdate.

e Update: BukimkaeTbes ouH pa3 Ha Kajp. Lle ocHOBHa (YHKIIiSI 111 OHOBJICHHS
KaJpy.

e LateUpdate: BukimkaeTbest 0iuH pa3 Ha Kajap micis 3aBepieHds Update. Byap-ski
oOuucieHHs, ki BUKOHYIOThcs B Update, OyayTh 3aBepIlieHi, 10 TOro, ik IOYHEThCS
LateUpdate.

e OnApplicationQuit: Ls pyHKIIis BUKITUKAETHCS HA BCIiX IMPOBHUX 00'€KTaX JI0 BUXOTY
nporpamMu. Y peaakTopi BOHA BUKIMKAETHCS, KOJM KOPUCTYBAU 3YMHUHSIE PEKUM
BiJITBOPEHHS.

e OnDisable: s ¢yHKIsSI BUKIUKAETHCS, KOJIH 00'€EKT ICaKTUBOBAHO abO0 BiH CTae
HEaAKTUBHUM.

e OnDestroy: BUKJIMKAETHCS MPU 3HUIIEHHI IPOBOTO 00'EKTY.

Ha mpukmnazi Toro x kiacy GameLogic po3risiHeMo poOOTy Ta yMOBH BUKIUKY
KOXHOT'O METO/TY.
SetGameOver () — nepeBipsie CTaH I'PU Ta € WOTO (IIarom.
DoMouseClick() — nmepeBipsie un HATHCK Ha 3KpaH, Ta € Horo (rarom
DoReset () — OHOBJIIOE TOJIOBHY CLIEHY

OnCollectCoin() — OHOBIIOE KUTBKICTH OYOK ITiCIISl TOTO, SIK TpaBellb Migdupae
MOHETKY.
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OnSceneResetEvent () — OHOBIIIOE MOKA3HUK KIJILKOCTI OYOK ITiCJISI OHOBJICHHS
T'OJIOBHOI CIICHH.

3.4 OnTumisauis

Po3pobka irop - me ckiiagHa raimysb, Y sSKiii BHKOPUCTOBYETHCS 0araTo TEXHIK JJIS
3a0e3MeyeHHs] sIKoMOora OUTbIl TUIaBHOI Ta CTaOUIbHO pOOOTH Ha JeBaiicax KiHIIEBUX
KOPHCTYBauiB, 0COOJIMBO SKIIIO MOBa HJ1e Tpo MOO1ILHUMN TeaedoH, J1e 00CAT onepaTUBHOI

nam’sITi 3Ha4HO HIK4uuil y mopiBHsHHI 3 [1K yu iHImIOIO irpoBoio miaTdopmMoro.

I'eitmmuieir rpu Oysio po3poOJIEeHO 3 BpaxyBaHHSM Ta HAIUICHHSM Ha clia0ke
anapatHe 3a0e3nedyeHHs CcMapTPoHy, ToMmMy OyJ0 MNPUHHATO 3acTOCYBaTH Taki
ONTHUMI3alllifHI PIIIEHHS, IK KOPYTUHU (CIIBOPOrpaMH) Ta OOHKEKT ITYJIIHT, PO SK1 M

MOBa B HACTYITHUX M1IpO3/iIax.

3.4.1 Coroutines

Mexanism miarpumku criBnporpam B C # 103BOJsie METONY MPU3YNUHUTHUCS
nocepe;] mpoiecy oO0UrciieHb, JaTH MOXJIMBICTh BUKOHATUCS 1HIIKMM TIpoliecaMm 1 MOTiM

MIPOJIOBKHUTH POOOTY 3 MICIIS TPU3YITUHEHHS.

CmiBoporpaMu 4acTo BUKOPHUCTOBYIOThCS B Unity aJis BUKOHAaHHS TPUBAJIHMX
o0uucieHb (K1, SKIIO iX HE TIPH 3yMHUHSITH MEPI0IUYHO, MOKYTh CTBOPUTH BPaXKEHHS, 1110

rpa 3aBUCHA).

CniBnporpamMu MO>KHa TaK0X BUKOPUCTOBYBATH B pOJIi TaMepiB [IJIs 3aBAaHb, SKi
MMOBMHHI BUKOHYBATHCSl 4Yepe3 TEeBHI 1HTepBaiu 4acy. barato 3aBmanp y rpi moTpiOHO
BUKOHYBAaTHU MEPIOUYHO, 1 HAHOUIBII OYEBUIHUN CMOCIO 3pOOUTH 1€ - BKIIOUUTHU iX Y
dynkiiro Update. Ognak st ¢hyHKINIS 3a3BUYail BUKIIMKAETHCS OaraTto pas3iB Ha CEKyHIY.
Komu mepeBipky He MOTpIOHO MOBTOPIOBATH TaK YacTo, MOXKHA IMOMICTUTH HOro B

nporpamy, o0 perysipHO OTPUMYBATH OHOBJICHHS, ajie HE KOXKEH KaJp.
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VY BUmnagKy MO€i rpy KOpYTUHU Oy BUKOPHUCTAHI JIJIsl IEPEBIPKU I'PU HA CTaH T'eilM

oBepy (KIHIIS TpH), TOOTO KOJM IpaBellb BUJIITAE 3a MEXK1 MIaTGOpMH.
J11s iboro OyJio CTBOPEHO 3MIHHY JETBTH Yacy:
private float m_GameOverDelay = 1.0f;

3MiHHA JIOpiBHIOBaJia | CEKyHII Ta BHUKOPUCTOBYBAajJacs SIK HapameTp s
iHTCTpYKIii yield, sika macte 3MOTy BiTHOBUTH BUKOHAHHS TPOIECy depe3 | CexyHy.

J1ia mpuKIiIay, MOKIIMBI BapiaHTH BUKOPUCTAHHS 3 IHIIUMU 1HCTpyKIisamu yield:
yield return null - BigHOBIIO€ BUKOHAHHS MPU MEPIII MOXKIUBOCTI;

yield return new WaitForSeconds(10) — udekae 10 cexynnm,

yield return new WaitForEndOfFrame() — 4ekae HaCTYIIHOTO Kaipy;

yield return new WaitForFixedUpdate() — dekae HACTYIHOTO BHUKJIHKY

FixedUpdate,;

3.4.2 Object pooling

[TymiHr - e TexXHIKa ONTHUMI3aIli MPOJYKTUBHOCTI, KA TMOJIATAE y MOBTOPHOMY
BUKOPHUCTaHHI 00’ €KTIB 3aMICTh TOTO, 1100 CTBOPIOBATH Ta 3HUIIYBATH 1X KOKHOTO pa3y,
KOJM BOHU MOTPiOHI. JleTampHO MexaHI3M poOOTH J1aHO1 TEXHIKM omTumizailii Oyio
posrstayTo B Moiit crarti «OBJECT POOLING AS A GAME DEVELOPMENT
OPTIMIZATION INSTRUMENT» crarti 8-i CximHo-E€Bporneiicbkoi KoH(bepeHiii

MarematnyHi Ta mporpamHui TexHosorii Internet of Everything.



OB6'ekTi Ta iX CKPWUNTK 3MIHIOHOTE CBOT
CTaHW 3 aKTWBOBAHOTO Ha
AeaKTUBOBaHWHA, KoK
BUKOPWCTOBYETBCA Ny, JJMBNAYMCE Ha
KLU ckpunTa, MOXHa AONYCTUTK, WO
Byae AOLUINEHO MaTK KOA B MeTodi
Start(). OaHak Start() BMKNIMKaETLECA
TiIbKKM NiCNA aKTUBYBaHHA CKpPWUNTa B
nepni pas.

Akwo nepeHectv koA 3i Start() ao
OnEnable() To moxHa nepekoHaTHCA
B TOMY IO KOJA BMKOHYETLCA Mif uac
NOBTOPHOTD BUKOPUCTaHHA 06'ekTy

KL, ckpynTa
/ Initialization
Awake()
T DnEnla'ble()
/’
Staltv't()

-

~

-

Game Loop

Physics
Input events
Game logic
Scene rendering
GizmoRendering
GUIRendering

2N

/

¥
OnEnable/
Disable

OnDisable()

\J

/ Decomissioning

OnApplicationQuit()
OnDisable()

OnDestroy()

-

~

/

Pucynox 3.7
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bararopa3oBe BUKOpPHUCTaHHS MPEIHCTAHIIMOHBAHUX OO'€KTIB JIGKUTh B OCHOBI
poboTu naHoi TexHiku. B MoeMy Bumanky 00'eKTH reHepyIoThCs 10 1HIMaIi3alli irpoBoi

CIIEHU Ta BUKOPUCTOBYIOTHCS B MIPOILIECI TPH, HE MOTPEOYIOUH:

® CTBOPIOBATH €K3EMIUIAPH Ta 3HUILYBATH IrPOBi 00'€KTH — MIIATHOPMHU.
® YacTO BUIUIITH Ta 3BUIBHATH O00'€KTH, IO 30epiraioTbcs B Kymi (3aMiCTh

MOBTOPHOTO X BUKOPUCTAHHS).

[Tpunumn pobotu onucano Ha Puc.3.8:

ReusablePool

ReusablePool.getinstance().acquareReusable() —reusables

Client

+static getinstance() : ReusablePool
+acquireReusable() : Reusable
+releaseReusable(in a : Reusable)
+sethMaxPoolSizelin size)

-
L

Pucynox 3.8

VY Moili rpi O0yJ10 BUKOPUCTAHO L€l TPUHIMN IS TeHepalii piBHSA 3 iatrgopM. o
KoH(DIry reHeparlii piBHs OyJ0 JOMAHO JACKIJIbKAa 3MIHHHUX, SKI 30€piraroTh 3HAYEHHS

PO3MIPHOCTI MIIATHOPM:

e private int m_StartTileSize — po3mip mouaTkoBoi miathopmu B OJI0KaX

e private int m_TileSize - po3mip muiargopmu, 0 101A€THCA B OJI0KaX

e private int m_MaxTilesPerDirection — makcumanbHa KiIbKICTh OJIOKIB, 3
AKUX MOXe OyTu mobyaoBaHa miatdopma

e private float m_BufferPosition — Gydep 3renepoBanuii 6J10KiB

e private float m_DisappearPosition — uepes ckinbku OJ0KiB miaThopma

MOe 3HOBY OyTH J0/1aHa 110 Oydepy.

Ko’keH KOMMNOHEHT rpH, B TOMY YMCI 1 CKPHUIIT IeHepallii piBHS OyJe pO3IJISIHYyTO B

HACTYIHOMY M1JPO3/ILTi.
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3.5 Iu3aifH-10KYMEHT KOMIIOHEHTIB rpH

B nmanomy migposaini Oyme po3iOpaHo pi3HOMAaHITHI KOMIIOHEHTH, 3 SIKHX
CKJIaIa€ThCS Tpa. BijbI TOTo, 11€ Ti €JIEMEHTH, 3 SKUMH caMme rpaBellb Oy/1e B3a€MOIISTH.
st B3aemoist Oyae hopMyBaTH yHIKAIBHUN KOPUCTYBALIBKUM ITPOBUI JOCBIJI, CAME TOMY
BOHU € JayXe BaxiIuBuUMHU. [IpaBuibHe po3yMiHHS OaslaHCy TpH, TO3MIIOBAHHS Ta
B3a€EMO3B'SI3KIB MIXK €JeMeHTaMH (GopMmye 1rpoBi MexaHiku. J[Js Kpaimoro po3yMiHHS
IpU3HAUEHHS KOKHOTO KOMIIOHEHTY, B JU3aiH-I0KyMEHTaxX 3a3BUyail ix po30MBalOTh Ha
KaTeropii 3a NMpu3HAYCHHSIM. B Mu3aiiH-TOKYMEHTI BCl €J1€eMEHTH NOBUHHI OyTH YITKO
OINKCaHI: HAPUKIIAJ, €IEMEHTH, SKUMH 3aliMalOThCs XYAOXKHUKHU, - TEKCTYpH, CIPANTH,
aHiMauli, mpu@Ty, Bi3yasbHI €(eKTH 1 Tak Aajii. A OpOrpaMmicT 3 JU3alH-IOKyMEHTa
MTOBUHEH 3pO3yMITH HE TUIBKH SAKUH KOJ BiH Oy/ie mucaTH, a i sk HOMy J0J1aBaTH B Ipy
cipaiit ado 3D-mozeni. Muoto Oyino BuaiiieHo ocHoBHI kareropii: 3C, Game World, UI —

KOJXXHa 3 JKHUX 6y,Z[C OImrcCaHa HHUXYC.

3.5.13C

AxkpoHiM posmmdpoByeThess Ak «llepcoHaxk, eleMEeHTH KepyBaHHS, Kamepay
(Character, Control, Camera). barato XT0 BUKOPHUCTOBYE HOTO B 1HIYCTpPii PO3POOKH irop,
1100 MIBHUJIKO OMUCATH CKJIA/IHI B3a€EMO3AJIEAKH]1 B3a€MO3B'SI3KM M1’ KOHTPOJIEM I'paBILs Ta
peaKiisiMu TIepCOHaXKa Ha €KpaHi Ta TUM, SIK 1€l MePCOHAX PEHIIEPUTHCS Y KaJpi Mmij yac
rpu. [Hmumu cimoBamu, 3C BIANMOBIIAE 3a ITPOBUN JOCBIJ; SK TpaBelb BIIUyBa€

VOPABIIHHS TPH, SAK TMPOXOJUTh B3aEMOJIA 3 OCHOBHMMU MEXaHIKAMH TpH.

[Touemo 3 mepioro 3 3-x «C» - Character. Ilepconaxem, ToOTO 00’€KTOM, SKHii

Kepye rpaBelp € M’si4 — cdepa. B iepapxii BiH BUTIISI 1€ HACTYITHUM YHHOM:
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Pucynok 3.9

J1o 1i0r0 KOMIIOHEHTIB BXOISTh:

e ParticleSystem— nonae edexr magarogoro iy i gac pyxy. Oomexena 1000
YaCTHHOK, K1 TCHEPYIOThCS Ha IPOT31 5 ceKyHaA y popmi HamiBchepH, MiI1aI0ThCS

rpaBiTanii.

Pucynok 3.9

e Sphere — micTuTh B cO01 BIACTUBOCTI IEHIEpIB Ta MaTepiajiB, Kl HAKIAIAIOThCS
Ha 00’€KT Ha (HOPMYIOTH HOTO BizyanbHE BiJOOpaKEHHS

e (Cawm Ball mictuts B co01 onHiMeHHU# ckpun Ball, BallConfig.
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BallConfig mpencramise co0or0 Kiac, SIKMM MICTHTh B CcOOi IpHWBATHI TOJIS Ta
BJIACTUBOCTI, SIKI BIAMOBIZAIOTH 3a MIBUAKICTh, paalyC Ta pPIBEHb IOBEPXHI:

m_BallSpeed, m_BallRadius, m_GroundLayer.

L1i 3MiHHI € BIAKpUTUMU JUIs1 MoM(IKAIIil 3 caMOro pejakTopy Ta iX MOKHA peAaryBaTH

Ha JbOTY.

Pucynox 3.10

B ckpunti Ball npucyTtHi Taki 3miHHi:

m_MoveDirectionIndex — iHAeKC HAMPSMKY pyXy;
m_FallingVelocity — npuckopeHHs BUTBHOTO MAIHHS;
[] m_Colliders — macuB komaiinepis;

m_Bot — pexxum 00Ty (aBTOMLIOTY);

Hactynaum HeBin’emuum enementoMm 3C e Control, To06to crocoOu ynpaBiiHHS

nepcoHaxxkeM. [IpucyTHi HacCTyIHI mMemoou.
MeTton 3MiHU HalpsIMKY pyXy:

m_MoveDirectionIndex = (m_MoveDirectionIndex + 1) % m_MoveDirections.Length;

ne MoveDirections — macus HanpsMiB: [ Vector3.right, Vector3.forward]

[To HaTHCKaHHIO Ha €KPaH 3MIHIOETHCS HAPAM M ya:
p PAM pyxy

Main.Get<GameLogic>().m_OnMouseClick += ChangeMoveDirection;
Main.Get<GamelLogic>().m OnMouseClick -= ChangeMoveDirection;
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[IpucyTHIi MeTO NEPEeBIPKU HA KiHElb TPU:

{if (Transform.position.y < -1000.0f) // TODO: Min height position{return;}
m_FallingVelocity += Physics.gravity * Time.deltaTime;

Transform.position += m_FallingVelocity * Time.deltaTime;

B Takomy Bumasky, K10 Tpa 3aKiHYeHA, TOOTO BiICYTHS KOJi31s 3 TNIaT(HOPMOIO 1 TO3UIIIS
M’stua He MeHiie 1000 mo oci Y, To M’y 3aa€ThCsd HOBE 3HAUCHHS position, sKe €

I00yTKOM MPUCKOPEHHS MaJliHHS Ha IHTEpBaJ 4yacy 3 OCTAHHHOT'O OHOBJICHHS KaJpy.

Merton, 1110 onucye Joriky podotu Bot-pexxumy — BotLogic():

if (!IsOnGround(GetBallCenterPosition() + m_MoveDirections[m_MoveDirectionIndex] *
Main.Get<LevelGeneratorConfig>().TileSize * 0.5F))
ChangeMoveDirection();

SIK TIIBKM M 1Y MEPECIKAE MOJOBUHY OCTAaHHBOTO 0JIOKa MiIaT(OpPMH, BIH, aBTOMATUYHO

3MIHIOE HAIMIPSIMOK PYXY Ha MPOTHIICKHUH.

Meron mepeBipku koumizii 3 miarpopmoro — IsOnGround(), sikuii (GopMmyeThcs Ha

moOy/10B1 MPOMEHIB 3 JKepesa, TOOTo, M’ sJa.

Ray ray = new Ray(origin, Vector3.down);
return Physics.Raycast(ray, Main.Get<BallConfig>().GroundLayer);

MeTo1 OHOBJIEHHS CIIEHU

Transform.position = Vector3.zero;
m_MoveDirectionIndex = ©;

m_FallingVelocity = Vector3.zero,

OOGHy1s1€ 3MIHHHI, 110 BIJIMBAIOTh HAa FeUMILICH.
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[Ile omgauM 000B’s13k0BUM elleMeHToM € Camera. B GaraThox Bumaakax, poodora 3
KaMepoIo BU3HAYA€ IrpOB1 MEXaHIKU Ta HaBITh KaHPH MPOEKTiB, Hanpukiaa: FPS — mytep

BiJ1 ITEpII0T OCOOMU.

Optorpadiyna kamepa - kamepa 3 oprorpadiyHoro npoekiieto. [Ipu oMy crocoO1
MPOCKTYBaHHS, PO3MIp 00'€KTa y BHUIUMIN 300paKCHHI 3aJUIIAETHCS TOCTIMHUM,
HE3aJIeKHO BiJ] BIZICTaHI MK HUM 1 KaMeporo. Mk 1HIINM, 1€ MOKe OyTH KOPUCHUM IPH

BiJI0OpaxkeHH1 ABOMipHUX (2D) clieH 1 enemeHTiB iHTepdeiicy kopucTtyBaua (UI).
Orthographic_Camera( left, right, top, bottom, near, far )

left - niBa momnuHa BijcikaHHS 00J1aCTI BUAUMOCTI KaMEpH.
right - mpaBa muomuHa BiicikaHHs 00J1aCTI BUIUMOCTI KaMEpH.
top - BepXxHs TIONIMHA BiJICIKAHHS 00J1aCTi BUAMMOCTI KaMEPH.
bottom - HwxHS TUIONTMHA BiJICIKaHHS 00JaCTi BUIUMOCTI KaMepH.
near - OJIM>KHS TUIOMIMHA BIJICIKAHHS 00J1aCTl BUIIUMOCTI KaMEPH.

far - najeka TuIONIMHA BiJCIKaHHS 001aCcTi BUAMMOCTI KaMEPH.

Pa3om BoHM BU3Ha4yaroTh 00JIaCTh Meperyisaay kamepu (y BUIIISIAL YCIUEHO]T MipaMiin)

AanbHAA NNOCKOCTb OTCEYEHUA

BEpPXHARA NNOCKOCTb (napaMeTp _ far)

oTceveHua obnactu
BUAUMOCTM Kamepsl
(napameTp - top)

nesas NNOCKOCTb
oTcevyeHns

(napameTp - left)

~

npaeas NnocKocTb
‘I oTceueHus
(napameTp - right)
ONWKHAR NNOCKOCTE  HWXKHARA NNOCKOCTL
oTCeYyeHuna oTcevyeHnAa
(napameTp - near)  (napameTp - bottom)

Pucynox 3.11



54

Ckpunt CameraControler Bwminiye HacTymHI nous:

private Transform m_Target — o00’ekT, 3a sKUM 3aKpilUICHa Kamepa,

private Quaternion m_MatrixRotation — maTpuiis noBopoty;

MacuB To4OK 17151 piKCyBaHHS KaMEpH:
private static readonly Vector2[] m_ViewportPoints = new Vector2[]

{

new Vector2(@.0f, 0.0f),
new Vector2(0.ef, 1.0f),
new Vector2(l.ef, 0.0f),
new Vector2(1l.0f, 1.0f),
new Vector2(@.of, 0.0f),
new Vector2(1l.ef, 0.0f),
new Vector2(@.0f, 1.0f),
new Vector2(1l.0f, 1.0f)

s

[Ticns koxknoro Bukimky ¢yHkiii Update Buximkaetscs ¢ynkiisi OnLateUpdate.

BUKOHYIOTBCSI IEPEBIPKU HA CTaH TPU:

if (Main.Get<GameLogic>().IsGameOver)
{return;}

A TaKOX MPUCBOIOETHCS 3HAUCHHS TOUKHU 3aKPITUICHHS KaMepH:

if (m_Target != null)
{

Vector3 cameraTargetPosition =m_Matrix.inverse.MultiplyPoint3x4(m_Target.position);
cameraTargetPosition = m_MatrixRotation * new Vector3(@.0f, cameraTargetPosition.y,
cameraTargetPosition.z);

Transform.position = Transform.rotation * new Vector3(0.0f, 0.0f,
Main.Get<CameraControllerConfig>().CameraOffset) + cameraTargetPosition;

}

B peﬂaKTopi KOMITIOHCHT BUTJIIA4€ HACTYITHUM YHHOM:
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B v Camera

Everything

Orthographic

Pucynox 3.12

Taxox mpucyTHiil ckpunt ColorShift, skuii cTBOpIo rpagieHTHUN (HOH TSI KAMEPU:

« Color Shits (Script)

Add Component

Pucynox 3.13

if (colorstep < every)
{
lerpedColor = Color.Lerp(colors[i], colors[i + 1], colorstep);
this.GetComponent<Camera>().backgroundColor = lerpedColor;
colorstep += 0.01f; //The lower this is, the smoother the transition, set
it yourself
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}

else

{

colorstep = 0;
if (i < (colors.Length - 2))
{

i++;

3a JOMOMOTOIO JIIHIIHOT 1HTEepHOJsALIl (OPMYETHCS TPaAIEHTHUIA NIEpEXi] Bl OJTHOTO
KOJIbOpa J0 HACTYIHOTO, 31 30UIBIICHHSIM KPOKY. SIK TUIBKH KPOK CTa€ PIBHUM OakaH1i

TPUBAJIOCTI KOJILOPY, BIIOYBAETHCS MEPEXi 10 HACTYITHOTO KOJIBOPY.

Ax moxHa 6auntu 3 Puc.3.13 B penakTopl NpUCYTHS MOKJIMBICTH 3aKaCTOMI3YBaTH
Oy/b-5IK1 KOJIbOPH, BAKOPUCTOBYIOUHW 3pYyUHHI BOYJOBaHUI KOJIOP-TIIKEp, a00 BBECTH KO/JI

KOJIbOPY BJIACHOPYHY.

OT1xe, B IbOMY MIAPO3/11J11 OYyJ10 onucano KOMIOHEHT 3C, IKuM CKIIaaeThCsl 3 KaMepH,
YOpaBIiHHA Ta nepcoHaxy. CKpUNTH Ta iX BIIOOPAKEHHS B PEOAKTOPI, SIKE A€ 3MOTY

MoaU(IKyBaTH 3HAUYCHHS Ta JHOTY.

3.5.2 Game World

Jlo eleMeHTIB IrpoBOTO CBITY MOXHA BIJIHECTH OO0’€KTH, 3 SKUMH B3a€EMO/IIE
NepCOoHaX Ta MpaBuiia Iiei B3aeMoii. Jlo Takux eeMeHTIB MOXKHA BITHECTH: TIaThOpMHU
Ta AITOPUTMH iX TeHepallii, MOHETKH Ta aJTOPUTMH IX TeHeparlii, reHepailis piBHA Ta

IrpoBa JIoTiKa.

[lepmuM irpoBUM KOMIIOHEHTOM, SIKUW Oyae po3risiHyTo — GameLogic. B Hromy

MICTUTBCS OJJHOMMEHHUHN CKpUMNT. Sk Bxke OyJsi0 3a3HAYEHO, B MONEPEAHBOMY PO3ILIL BIH
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€ MYCTUM ITPOBUM O00’€KTOM, SIKUM MICTHUTh B COO1 KOMIIOHEHT-MEHEIKEp Yy BHUTIJISAIL

CKpHuNTa. B HbOMY MICTATHCS TOMOBHI (PyHKIIIT, SIK1 BIAOBIIAIOTH 3@ IrPOB1 MEXaHIKH.
[IpucytHi nons:

private bool m_IsGameStarted — uyu novamacs rpa (3a 3amoBuyBaHHsAM - false) ;
private bool m_IsGameOver — 4u 3akHiYMIacs Ipa (3a 3aMOBUyBaHHAM - false) ;

private int m_Score — noka3Huk paxyHKY IpaBLs

[IpucyTtHi Memoou BCTAHOBJICHHS CTaTyCy KIHIISI TPH:

public void SetGameOver()

{
if (m_IsGameOver)
{
return;
}
m_IsGameOver = true;
if (m_OnGameOver != null)
{
m_OnGameOver.Invoke();
}
}

Merton nigOupaHHs MOHETKHU:

public void OnCollectCoin()
{

m_Score++;
if (m_OnScoreChanged != null)
{

m_OnScoreChanged.Invoke();
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A TakoX NPUCYTHI METOIM OHOBJICHHS CIICHU Ta 00OpOOKHU JOTOPKaHb.

HacTymHuM irpoBUM €J1€MEHTOM, SIKAH CJTiJT O1IBIII IETAIbHO PO3TIUISHYTH, I1e Tile
— mardopma. Ilmardhopma mpencraBise coOO00 BEPTUKAIBHUN, MPSIMOKYTHUHN

napaneneninen.(Puc.3.14)

v Layer Tile

Transform
FHH Cube (Mesh Filter)
E:F'g + Mesh Renderer

ﬁ ~ Box Collider

it Collider At

Mone (Physic Material)

Pucynox 3.14

Cxnanerbes BiH 3 (DI3MYHOTO KOJAWAEpy, s KOJi3ii, meiaepy Ta KyOiuHO1 CITKH, sSKa

okpecitoe popmy mnathopmu (Puc.3.15).
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Pucynox 3.15

HaiftrikaBimumid acekt poOOTH — 1€ TeHepalis nuisaxy 3 nux miatdopM. Sk Bxke
OyJ0  3a3HAa4eHO  HAWBAXKJIMBIIIMM  acmekroM  Oyae  poboTa 3 MYJIOM.
[Tyn sBasie coboro cloBHUK, Ae key: Ha3Ba 00’ekty, a value: cniucok tumy [Poolable, 3

SIKOTO BUMMAIOTHCS Ta 40 SIKOTO JOJAI0ThCS 00’ €KTH:

private Dictionary<string, List<IPoolable>> m_Pool = new Dictionary<string,
List<IPoolable>>();

JdonaBaHHda 10 myJay

CnoyaTtky 0O'€KTH aKTHUBYEThCS Ta peecTpyeThes. Il peecTpaliiero MaeThCcsi Ha
yBa3l J0OJaBaHHA CyTHOCTI 10 4epru miardopm. IlouaTkoBa KuibKICTh MIaTdopm
nopiBHio€e 25. J{ns Toro, mo0 YHUKHYTH CIYCTOUIYBaHHS MyJy, HEOOXITHO MOCTaBUTH
yMoBY, o BufferPosition > MaxTilePerCreation. Lle pobutbkcs mig Toro, mo0
IiJ] Yac MepIoi TeHepallli mepima JiHis He BUKOPUCTAE BC1 JOCTYITHI MPEIHCTAHIIIHOBaH1
maTdopmu, K1 OyyTh HEOOX1IHI 171l TeHepallli HACTYTHUX.

Main.Get<LevelGenerator>().RegisterEntity(this);
if (!m_Entities.Contains(entity) && entity is IPoolable)
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m_Entities.Add(entity);

HactynmauMm BukIukaeTbcs MeToa Generate. BiH B CBOIO Uepry BUKIHKAE METOJ
SpawnTile, skuii CTBOpOE O0’€KT IUTATGOPMH Ta NPHCBOIOE HOMY TO3UIIIIO 3a
3aMOBUYYBaHHSIM Ta 30epirae Woro OocTaHHI KOOpJIWHATH, HA OCHOBI SIKHX Oymye 3pasy
3a/1aHy KUIBKICTh HACTYITHUX IIaTQOPMY, SIK1 IPUIIATaoTh 10 nepiioi. HeoOxiaHo Oibiie

JETaNIbHO PO310paTh MpoLEC CTBOPEHHS 00’ €KTa MIAaT(HOPMH.

[{um 3aiiMaeThbesi yHIBepcanbHUN MeTon SpawnEntity, skwit mpuiimae B sxocTi
napameTpa npedad o00’e€kTy, SKUX HEOOXITHO CTBOPUTH (B JaHOMY BHUIIQJKy 1€
maTgopma, ajne BiH TAKOK BUKOPUCTOBYETHCS JJIsl TeHepallli MOHET). BiH BUTArye 00’ €kt
3 IyJ1y 4epe3 MeTo1 POp i1 moBepTae Horo, sIKIIO BiH iCHYE.

GameObject tileObject = SpawnEntity(Main.Get<LevelGeneratorConfig>().TilePrefab);
Entity entity = ObjectPooler.Pop<Entity>(entityPrefab.EntityName);

O0’eKTOM, 110 TEHEPYETHCS CTA€ OCTAHHINA B COUCKY €JIEMEHT I10 1HIEKCY:
2

int lastIndex = list.Count - 1;
IPoolable poolableObject = list[lastIndex];
list.RemoveAt(lastIndex);

Ham Bukonyetbes metoql TryCreateTilelines, skuii HamaraeTbcs MoOyayBaTh
JHIO 3 TUIATPOPM, TIEPEBIPSIIOYN KOOPAUHATH OCTaHHBOI MOCTaBIeHOl matdopmu. JliHis
dbopmyeThcsi paHIOMHO Big oaHoro jgo MaxTilePerCreation, skuii MoxHa

BiZIpeIaryBaTH B peAaKTOpi (32 3aMOBUYYBAHHSIM - 5).
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Hactynuum Bukonyetscst Meto]] CreateTilelLines, skuii cayHuTs matdopmy
HA OHOBJICHOMY MICIll OCTaHHBOI MIATPOPMHU. A TaKOX, 3MIHIOE HAMPSMOK MOOYIOBU

maTopM:
m_IsForwardDirectionNow = !m_IsForwardDirectionNow;

HamnpsmMok moOyaoBu miaTdhopM TaKoXK 3MIHIOETHCS, KOJIU TOCATAETHCS Kpal BUIUMOCTI

KaMepH.

Ha cxemi MOo>kHa 0a4nTH CHPOILEHHI TTpoIiec BUTATaHHA 3 myy (Puc.3.16):
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RegisterEntities

Add entities to
the Pool

print "Pool is

Pool isn't empty J—

Yes

Generating process

h 4
SpawnEntity()

SpawnTile()

Y

Bu||d|ng process Calculate count
of line

Build a line

Line Built

Pucynox 3.16
Bursiranusa 3 mysay

Sk TUTBKM M’Si4 MPOXOJUTH yepe3 Iiardopmy 1 BiACTaHb BiJ M’sda OUIbLIA HIK

3HaueHHs 3MiHHOI DisappearPosition, ii koopaunatu no oci Y (mo BepTukam y 3D
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IPOCTOP1) 3MIHIOIOTHCS Ha -15, Ta 3a 1omoMoror (yHKINT JIHIHHOT IHTePIOJIALII TIJIaBHO
MaJal0Th BHU3 33JIaHy KIJTBKICTh Yacy:

Vector3 position = Transform.position;

position.y = Mathf.Lerp(Main.Get<TileConfig>().TileMinPosition, ©.0f,
Main.Get<TileConfig>().TilePositionCurve.Evaluate(m _VerticallLerp));

Transform.position = position;

BenuunHy Kpoky MOXHa 3a7aTH BHUKOPUCTOBYIOUM KpHUBY, sKa BimoOpaxkae
B3a€MO3B'SI30K MIXK 4acoM, IMOYATKOBUM 3Hau€HHSAM y BUrisal O Ta OakaHUM KiHIIEBUM

3Ha4YeHHAM y Burisial 1. Takum yunom Burisagae kpusa (Puc.3.17):

Curve u

Pucynox 3.17

if (m_Falling)
{
if (m_VerticallLerp > 0.0f)

{

m_VerticallLerp = Mathf.Clamp@l(m_VerticallLerp - Time.deltaTime
/ Main.Get<TileConfig>().TileFallingTimeLength);

VisualUpdate();

Ski11o vyacy, BUAIICHOTO HA A iHHA, OyJie 3aHaATO OaraTo, a M’si4 MPOJAOBXKUTh pyXaTHUCH,

To mardopma Oyze MpUMyCOBO JIoAaHa JI0 MyJTy.
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if (m_VerticallLerp == 0.0f)

{
ObjectPooler.Push(EntityName, this);

Ili 3HayeHHs (Wyac mMmaaiHHA, MIHIMaJdbHA TO3HUIISA MO oOci Y) MOXKHaA TaKOX

KacToMi3yBaTu B penaktopi (Puc.3.18):

E?a Tile Config

Tile Falling Time Length

Pucynox 3.18

Ha BigMiHy Bijx renepairii miatdopm 3a 101IoMororw Pop Metosa, AJisl 10/IaBaHHS B

IyJI BUKOPUCTOBYEThCS Push meTon, sikuii 1ogae 00'eKT Ha IrpoBY CLIEHY:

m_Pool[entityName].Add(poolableObject);
poolableObject.OnPoolPushEvent();

[Tponec nogaBanHs miaTGoOpMu Ha3a 10 MyJy MOYKHA OaunTh Ha cxemi Hrokue (Puc.3.19):
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The ball moves

Ball passed &&
distance > Check next tile
DisappearPosition

Yes

Falling state ==
TRUE

Current vertical
pos > Min pos

Yes

Push tile back
to the pool

Pucynox 3.19

HactymauMm irpoBuM 00’ekTOoM € MoHeTKa — Coin. Sk Tinbku mepma rurardopma
CTBOPIOETHCS, CTBOPIOETHCS 1 MEPIlIa MOHETKA, SIKy MOXKe MiaiopaTu rpaseib. B miomy,
MpoIIeC TeHepallli MOHET CXOXKUH Ha aHAJIOTTYHHI Tpoliec 3 miaTGopmMamMu, apke METOI,
KWW JTOJa€ CYTHOCTI 70 myiy SpawnEntity, € yHiBepcalbHUM, a OTKE MOHETH TaKOXK

JOIAI0THCS 1 BUTATYIOThCS 3 myiy. [IpoTe 11s Toro, mo0 3po0uTH npolec cnayHy MOHET
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OLIBIII BUITAIKOBHM, OYyJI0 CTBOPEHO aOcTpakTHUH kiac CoinSpawnMethod 3 meromaom,
AKUI TepeBU3HAYAETbCA y [JBOX MOXIOAHUX Kiacax: CoinSpawnMethodRandom,

CoinSpawnMethodSequence.

[epmuii MeTox 10Ja€ MOHCTKH HA BHITAKOBY MO3MIIIO, SKIIO PAHIOMHE YHCIIO
OyJ10 MEHIIIe HIXK 33JJaHui TITaHC:

return Random.value <= m_CoinSpawnChance;

Jpyruit MeTo 1oAa€ MOHETH B ITPOBUM CBIT MOCTIHHO, BUXOSYH 3 KIJTBKOCTI BXKE
noOyaoBaHUX MIaTGOPM Ta 1HEKCY OCTAHHOI MIATHOPMHU:
int blockIndex = (m_TilesCount / m_CoinSpawnOrderCount) % m_CoinSpawnOrderCount;

m_TilesCount++;

m_TilelLocalIndex = (m_TileLocalIndex + 1) % m_CoinSpawnOrderCount
MoHeTa € 3apax0BaHOI0 Y TOMY BUIAJKY, KO BIOYJIACs KOMI31sA 3 M SUEM.

B wmpomy migpo3auni Oyjno AETaJbHO OMNHUCAHO POOOTY IMPOBUX OO €KTIB, SIKI
BIJIHOCSATH JO €JIEMEHTIB irpoBoro cBitry. B Hactymuomy migpo3aiiai Oyae posiopano Ul

CKJIQJIOBY TPH.

3.5.3 Ul

Ul — ue xopucryBaubkuii iHTepdelc, SKui mpeacTaBisie co0or rpadpiuHy
ctpyktypy rpu. B Unity posmictutu Ul enemMenT MOXKHA Ha KaHBAC1, IKUA € CBOTO POIY
nosioTHoM. KaHBac Takox € irpoBUM 00’€KTOM, a BCl TpadiuHl €JIEeMEHTH, AKI HA HbOMY
PO3MIIIYIOTECS, YHACHIIYIOTBCA BiA HBOTOo. lepapxis kaHBacy MO€I Tpu HaCTyITHA

(Puc.3.20):
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Pucynox 3.20

Score Canvas cki1aaeTbCs 3 MPO30POi MaHelNl, Ta TEKCTOBOIO KOMIIOHEHTY, SIKUM
BioOpakae MOTOYHY KUIBKICTh 040K, HaOpanux rpaBmeM. Ul Canvas mae B co0i 1aBa
TecroBUX KoMmmoHeHTu: Tap Text, Game Over. [pyruii 3a 3aMOBYyBaHHSIM
JI€aKTUBOBaHUM, aj/pKe B10Opakae TEKCT, SIKUM MOKa3yeTbCsd TIPaBLIO Micis HOTro

nporpairy (Puc.3.21).

Pucynox 3.21

Ha xommnionenTi TapTap Text npucyTHit CKpUnT, siIkuit 1o7a€e €heKT MEPEXTIHHS HAMKCY:

float lerp = Mathf.Sin(Time.unscaledTime * Mathf.PI) * ©0.5f +
0.5f;m_Graphic.color = Color.Lerp(m_ClearColor, m OriginalColor,

lerp);
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3.6 BucHoBKM 10 po3aiay

B 1ibomy pozaim O0yJi0 MpoBEIEHO OIS apXiTeKTypH Ta CKJIaJ0BUX KOMIIOHCHTIB
MPOrpaMHOI pealisallii rpy, sika cKiiagae co000 AU3aiH-TOKYMEHT, KUl OMHUCYE KOXKEH
irpoBuit 00’ekT. byso mpuBeAEHO OMUC 3aCTOCOBAHOI TEXHIKH ONTHMI3AIlll y BUTJISAMIL 3
BUKOPHUCTAHHAM Tyny 00’€kTiB. Lle 703BOMMIO YHUKHYTH 3aiiBUX CTBOPEHB Ta 3HUIICHb

00’€KTIB Ta MiABUIIUTH MIPOAYKTUBHICTb POOOTH I'pU HA MOOUIBHOMY JI€Ba¥CI.
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BUCHOBKHA

B miit xBamidikamiifHiii poOoTi Oyn0 OMMCAaHO KOHIEMNIi Ta i€l TIpH, SKa
BIJIHOCUTHCS JI0 JKaHPY apKaaHUX MOO1IBHUX 1rop. IIpoBenenuiit MOOIBHUX 3aCTOCYHKIB
MOKa3aB, [0 TiMepKa3yalbHI IFPU JEMOHCTPYIOTh TEHEHIIIO JO POCTY B KOHTEKCTI 01
Ha puHKY. {110 TpOEKTYBaHHS IrpOBOTO MPOLIECY CTAJIO OXOIUJICHHS SIKOMOTa OUIbIIOT
KUIBKOCTI KaTeropid TpaBIliB, SKUM IPHUHIIOBCS 10 BMOJOOM 1HTYITUBHHMM TeHMILICH.
Roller ball e xapakreparM npeacTaBHUKOM CBOTO KaHPY, SKHI HE HABAHTAXKYE 1 BIUIAKYE
CKJIAJTHUMU ITPOBUMH MEXaHIKaMU, 5Kl GOPMYIOTh BUCOKHH MOPIT BXOKEHHS ayIUTOPIi.
KirouoBuM Oyno cTBOpeHHsI aTMOc(hepr HEMEPEMOKHOCTI TP 32 PaXyHOK IHTEHCUBHOTO
IFPOBOTO MPOILIECY Ta 0COOJMUBOCTEN reHepailii irpoBoro cBiTy. Takox Oy0 pO3TasHYTO
IHCTPYMEHTH PO3POOKH, OOIPYHTOBAHO BHOIp IFPOBOTO JABUKKY, SKUH CTaB OCHOBOIO

PO3p00JIFOBAHOI T'PH.

OcHoBowo pobotu 3 3D rpadikoro € po3yMiHHS MAaTE€MaTUYHUX 3acaj, Ha SIKUX
noOyzoBaHa B3aeMOJisl IrpoBUX 00 €KTIB 31 cBiTOM. B maniil poOoTi Oyyio IOCHIIKEHO
poOOTY 3 CUMYJIALISIMA MPUPOAHIX SIBUIL, TAKUX SIK rpaBiTailis Ta (Hi3U4HI 31TKHEHHS,
po0oTa 31 CBITJIOM Ta MNPOEKIIISIMU B KOHTEKCTI I0AaBaHHs iX Ha IrpoBy clieHy. BekTopHa
apu¢MeTuKa JEKUTh B OCHOBI PO3YMIHHS MPUHIIMITIB pOOOTH €BKJIIIOBOTO TIpocTopy. B
OCHOBI TpH JI€KaTh PI3HU BUAU TpaHcPopMaliil 00’€KTiB: BU3HAYEHHS HANPSMKIB,
MOBOPOTIB, PYyXiB. 3aBASKU IMUPOKINA Oi0mioTerni 3actocyBanb Unity BAanoCh YHUKHYTH
HANMCaHHs HEIOCKOHAJIMX TMPOrPaMHUX KOMIIOHEHTIB, SKi O HE pallioHaJIbHO

BUKOPHUCTOBYBAJIM OOUUCIIOBAJIBbHI MOTYKHOCTI CMapT(dOHY.

[lini Ta MeToau iX MOCSATHEHHSI, ONMUPAYKNCH Ha >KaHPOBI OCOOJIMBOCTI, € CTaJH
omopaMM JUIsl JW3aiiHy apXIiTEeKTypu mporpaMHoro 3abesnedeHHs. KommoHeHTHO-
OpIEHTOBAaHUU MIJXid, 10 OyJ0 BUOpaHO ISl peanizailii B JaHOMY MPOEKTI BUSBUBCS
HAWOUIBII ONTUMAJIBHUM, /K€ BJAAJIOCA JNOCSAITH TICHOTO TPYIMYBAaHHS CHOPIAHEHUX

GyHKIIIH B MEXKaxX OJHOTO KJIacy, iKW BiIMOBIIaJIbHUH JIMIIIE 32 OJIHY CYTHICTh. B Mexkax
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TAaKOro MiIXOAY AOLUIBHO OYyJ0 BUKOPHUCTATH CKPUNT-MEHEIKEp, KU mepeBipsie Ha
BHKOHAHHS OCHOBHI IrpoBi yMOBH. BpaxoBytoun cnienndiky rpu, Ta HiiboBY MiatdGopmy,
OyJ10 IOIJILHO BJATHCS /IO 3aCTOCYBaHHSI ONTUMI3AIIHUX TEXHIK, sIK1 0 3poOUIIn irpOoBHit
JIOCBIJT KOpUCTyBaya OUIBII MPUEMHUM Ta KombopTHUM. Cepel TakuX, MOKHA BUIIITUTH
OO/DKEKT IyJIHT, SIKHW JO3BOJIUB YHUKHYTH MOCTIHHUX CTBOPEHD Ta 3HUIICHb 00’ €KTIB 3a
HEOOX1JTHOCTI Ta J]JaB MOKJIUBICTH X MMOBTOPHOTO BUKOPUCTAHHS, IO AY>KE BaXKJIUBO JJIs
MOOUTBEHOI Tpu. Pe3ynpTat HayKOBOTO JOCHIPKEHHS Oy OmyOJiKOBaHI B 301pHUKY
MmatepianiB 8-i CximHo-€Bpormeiicbkoi KoHbepeHuii «MaTematnyHi Ta mporpamHi
texHoJiorii Internet of Everythingy, sika npoxoauia Ha 6a3i kadeapu MPOrpaMHUX CUCTEM
1 Tex"oJorii. [Ipr3HaueHHsT KOXKHOTO KOMIIOHEHTY TpU OYyJIO PO3TJISHYTO B OKPEMOMY

P03, IKHM OKPECTUB iX MOBEAIHKY Ta B3a€MO3B’A3KH 3 IHIIUMH KOMIIOHEHTAMH.

OTxe, apkaJHl irpu 3aiiMalOTh BEJIMKY Hillly Ha Cy4YaCHOMY ITPOBOMY PHHKY, a OTXKe,
KOPHUCTYIOTHCSI BEJIMKUM MOMUTOM. Irpu Bce Ouibllle BIUIMBAIOTh HA Cy4YacHY JIIOAUHY, a

yepe3 Hel — Ha BCE CYCHIIbCTBO.
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LevelGenerator.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

#pragma warning disable CS@649
namespace TapTap

{

[DefaultExecutionOrder(ExecutionOrder.LevelGenerator)]
public class LevelGenerator : Entity, IInstance, IAwakeEvent, IFixedUpdateEvent,
IScenelLateResetEvent

{

[SerializeField]
private Transform m_Target;

private Matrix4x4 m_Matrix;

private Vector2 m_LeftRightBounds;

private Vector3 m_LastTilePosition;

private bool m_IsStartTileCreated;

private bool m_IsForwardDirectionNow;

private CoinSpawnMethod m_CoinSpawnMethod;

private List<Entity> m_Entities = new List<Entity>();
private List<Entity> m_TempPushList = new List<Entity>();

private int TileSize

{
get { return Main.Get<LevelGeneratorConfig>().TileSize; }
}
private int StartTileSize
{
get { return Main.Get<LevelGeneratorConfig>().StartTileSize; }
}
public void RegisterEntity(Entity entity)
{
if (entity == null)
{
Debug.LogError("Can't register entity! Entity is null!");
return;
}

if (!m_Entities.Contains(entity) && entity is IPoolable)



{
m_Entities.Add(entity);
}
else
{
Debug.LogError(string.Format("Entity {@} is not poolable!", entity), entity);
}
}
public void ExcludeEntity(Entity entity)
{
int index = m_Entities.IndexOf(entity);
if (index != -1)
{
m_Entities.RemoveAt(index);
}
}

public void OnAwakeEvent()

{
m_CoinSpawnMethod = GetComponent<CoinSpawnMethod>();

m_Matrix = Matrix4x4.TRS(Vector3.zero, Quaternion.Euler(new Vector3(0.0f, 45.0f,
0.0f)), Vector3.one);

float boundSize = Main.Get<CameraControllerConfig>().HorizontalSpace / 2.0f;
m_LeftRightBounds = new Vector2(-boundSize, boundSize);

Generate();

}
private void CleanScene()
{
for (int i = @; i < m_Entities.Count; i++)
{
m_TempPushList.Add(m_Entities[i]);
}
PushEntitiesToPool();
}
private void Generate()
{
SpawnTile();
m_IsStartTileCreated = true;
m_LastTilePosition = new Vector3(StartTileSize / 2.0f + TileSize / 2.0f, 0.0f,
0.0f);
SpawnTile();
TryCreateTilelLines();
}

private void Reset()

{
m_LastTilePosition = Vector3.zero;
m_IsStartTileCreated = false;
m_IsForwardDirectionNow = false;
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public void OnFixedUpdateEvent()

{

if (Main.Get<GameLogic>().IsGameOver)

{
¥

return;

TryCreateTileLines();

// Destroy objects behind.

float targetZ = m_Matrix.inverse.MultiplyPoint3x4(m_Target.position).z;
float bufferz = targetZ - Main.Get<LevelGeneratorConfig>().BufferPosition;
float disappearz = targetZ - Main.Get<LevelGeneratorConfig>().DisappearPosition;

for (int i = 0; i < m_Entities.Count; i++)

{
float posZ =

m_Matrix.inverse.MultiplyPoint3x4(m_Entities[i].Transform.position).z;

}

if (m_Entities[i] is IDisappear && posZ <= disappearz)

{
(m_Entities[i] as IDisappear).Disappear();
}
if (posZ <= bufferz)
{
m_TempPushList.Add(m_Entities[i]);
}

}

PushEntitiesToPool();

private void PushEntitiesToPool()

{

}

for (int i = ©; i < m_TempPushList.Count; i++)

{
¥

ObjectPooler.Push(m_TempPushList[i].EntityName, m_TempPushList[i] as IPoolable);

m_TempPushList.Clear();

private void TryCreateTilelLines()

{

float targetZ = m_Matrix.inverse.MultiplyPoint3x4(m_Target.position).z +

Main.Get<LevelGeneratorConfig>().BufferPosition;

}

while (m_Matrix.inverse.MultiplyPoint3x4(m_LastTilePosition).z <= targetZ)

{
}

CreateTileLine();

private void CreateTilelLine()

{

int count = CalculateCountForNextLine();

Vector3 tempPos = m_LastTilePosition;
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for (int i = 1; i < count + 1; i++)
{
m_LastTilePosition = m_IsForwardDirectionNow ? tempPos + Vector3.forward * i *
TileSize : tempPos + Vector3.right * i * TileSize;

SpawnTile();
}
m_IsForwardDirectionNow = !m_IsForwardDirectionNow;
}
private int CalculateCountForNextLine()
{

int maxCount = 0;

for (int i = 1; i < Main.Get<LevelGeneratorConfig>().MaxTilesPerDirection + 1; i++)

{

Vector3 checkPosition = m_LastTilePosition + (m_IsForwardDirectionNow °?
Vector3.forward : Vector3.right) * i * TileSize;

if (IsOutOfBound(checkPosition))

{
break;
}
else
{
maxCount = i;
}
}
if (maxCount < 1)
{
return 0;
}
return Random.Range(1, maxCount + 1);
}
private GameObject SpawnEntity(Entity entityPrefab)
{

Entity entity = ObjectPooler.Pop<Entity>(entityPrefab.EntityName);

if (entity != null)
{

}

else

{
GameObject entityObject = Instantiate(entityPrefab.gameObject);
#if UNITY_EDITOR
entityObject.name = System.Guid.NewGuid().ToString();

return entity.gameObject;

#endif
return entityObject;
}
}
private void SpawnTile()
{

m_LastTilePosition.y = 0.0f;

GameObject tileObject = SpawnEntity(Main.Get<LevelGeneratorConfig>().TilePrefab);
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Transform tileTransform = tileObject.GetComponent<Transform>();

tileTransform.position = m_LastTilePosition;

tileTransform.rotation = Quaternion.identity;

tileTransform.localScale = m_IsStartTileCreated ? new Vector3(TileSize, 1.0f,
TileSize) : new Vector3(StartTileSize, 1.0f, StartTileSize);

if (m_IsStartTileCreated)
{

}

SpawnCoin();

}

private void SpawnCoin()

{
if (m_CoinSpawnMethod != null && m_CoinSpawnMethod.CanSpawnCoin())

{
GameObject coinObject =

SpawnEntity(Main.Get<LevelGeneratorConfig>().CoinPrefab);
Transform coinTransform = coinObject.GetComponent<Transform>();

coinTransform.position = m_LastTilePosition;
coinTransform.rotation = Quaternion.identity;

}
private bool IsOutOfBound(Vector3 position)
{
if (m_Matrix.inverse.MultiplyPoint3x4(position + new Vector3(-TileSize / 2.0f, 0.0f,
TileSize / 2.0f)).x < m_LeftRightBounds.x)
{

}

return true;

if (m_Matrix.inverse.MultiplyPoint3x4(position + new Vector3(TileSize / 2.0f, 0.0f,
-TileSize / 2.0f)).x > m_LeftRightBounds.y)

{
return true;
}
return false;
}
public void OnScenelLateResetEvent()
{
Reset();
CleanScene();
Generate();
}
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ObjectPooler.cs:

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

namespace TapTap
{

public class ObjectPooler : IInstance

{
private Dictionary<string, List<IPoolable>> m_Pool = new Dictionary<string,
List<IPoolable>>();

public static T Pop<T>(string entityName) // Shortcut

{
return Main.Get<ObjectPooler>().PopFromPool<T>(entityName);
}
public static bool Push(string entityName, IPoolable poolableObject) // Shortcut
{
return Main.Get<ObjectPooler>().PushToPool(entityName, poolableObject);
}
public bool TryRemoveFromCollection(string entityName, IPoolable poolableObject)
{
if (poolableObject == null || string.IsNullOrEmpty(entityName))
{
return false;
}
if (!m_Pool.ContainsKey(entityName))
{
return false;
}
int index = m_Pool[entityName].IndexOf(poolableObject);
if (index == -1)
{
return false;
}
m_Pool[entityName].RemoveAt(index);
return true;
}
public T PopFromPool<T>(string entityName)
{
if (string.IsNullOrEmpty(entityName))
{
return default(T);
}

if (!m_Pool.ContainsKey(entityName))

{
return default(T);



}

List<IPoolable> list = m_Pool[entityName];

if (list.Count < 1)
{

}

int lastIndex = list.Count - 1;
IPoolable poolableObject = list[lastIndex];
list.RemoveAt(lastIndex);

return default(T);

poolableObject.OnPoolPopEvent();

return (T)poolableObject;

}
public bool PushToPool(string entityName, IPoolable poolableObject)
¢ if (poolableObject == null)
¢ Debug.LogError("Can't push object to pool! Object is null!");
return false;
}

if (string.IsNullOrEmpty(entityName))

Debug.LogError("Can't push object to pool! <Entity Name> is null or empty!",
poolableObject as Object);

return false;

}

if (!m_Pool.ContainsKey(entityName))

¢ m_Pool.Add(entityName, new List<IPoolable>());
}

if (m_Pool[entityName].Contains(poolableObject))

¢ return false;

}

m_Pool[entityName].Add(poolableObject);
poolableObject.OnPoolPushEvent();

return true;
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

#pragma warning

namespace TapTap

disable CS@649

79
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{
public class Ball : Entity, IEnableEvent, IDisableEvent, IUpdateEvent, ISceneResetEvent
{
[SerializeField]
private bool m_Bot;

[Header("Render")]

[SerializeField]

private
private
private
private

private

{
}

get

private

{
}

get

private

{

Transform m_Renderer;

int m_MoveDirectionIndex;

Vector3 m_FallingVelocity;

Collider[] m_Colliders = new Collider[10];
float BallSpeed

{ return Main.Get<BallConfig>().BallSpeed; }

float BallRadius

{ return Main.Get<BallConfig>().BallRadius; }

readonly Vector3[] m_MoveDirections =

Vector3.right,
Vector3.forward

1

public void OnEnableEvent()

{

UpdateRenderer();

Main.Get<GamelLogic>().m_OnMouseClick += ChangeMoveDirection;

}

public void OnDisableEvent()

{

if (Main.Get<GameLogic>() != null)

{
}

Main.Get<GamelLogic>().m_OnMouseClick -= ChangeMoveDirection;



private void ChangeMoveDirection()

{
m_MoveDirectionIndex = (m_MoveDirectionIndex + 1) % m_MoveDirections.Length;
}
public void OnUpdateEvent()
{
if (!Main.Get<GameLogic>().IsGameStarted)
{
UpdateRenderer(); // HACK: Scene Reset
return;
}
if (Main.Get<GameLogic>().IsGameOver)
{
if (Transform.position.y < -1000.0f) // TODO: Min height position
{
return;
}
m_FallingVelocity += Physics.gravity * Time.deltaTime;
Transform.position += m_FallingVelocity * Time.deltaTime;
}
else
{
CollisionCheck();
if (!IsOnGround(GetBallCenterPosition()))
{
Main.Get<GameLogic>().SetGameOver();
}
}
Transform.position += m_MoveDirections[m_MoveDirectionIndex] * BallSpeed *
Time.deltaTime;
UpdateRenderer();
if (m_Bot)
{
BotLogic();
}
}

private void BotLogic()

{

if (!IsOnGround(GetBallCenterPosition() + m_MoveDirections[m_MoveDirectionIndex] *

Main.Get<LevelGeneratorConfig>().TileSize * 0.5f))

}

{
¥

ChangeMoveDirection();

private void UpdateRenderer()

{

m_Renderer.localPosition = new Vector3(0.0f, BallRadius, 0.0f);
m_Renderer.localScale = Vector3.one * BallRadius * 2.0f;
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private Vector3 GetBallCenterPosition()

¢ return Transform.position + Vector3.up * BallRadius;
}
private bool IsOnGround(Vector3 origin)
¢ Ray ray = new Ray(origin, Vector3.down);
return Physics.Raycast(ray, Main.Get<BallConfig>().GroundLayer);
}

private void CollisionCheck()

{
int count = Physics.OverlapSphereNonAlloc(GetBallCenterPosition(), BallRadius,
m_Colliders);

for (int i = @; i < count; i++)

{
if (m_Colliders[i].CompareTag(Entity.Tag))
{
ICollectable collectable = m_Colliders[i].GetComponent<ICollectable>();
if (collectable != null)
{
collectable.Collect();
}
}
}
}
public void OnSceneResetEvent()
{
Transform.position = Vector3.zero;
m_MoveDirectionIndex = 0;
m_FallingVelocity = Vector3.zero;
}
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GameL.ogic.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Events;
namespace TapTap

[DefaultExecutionOrder (ExecutionOrder.GamelLogic)]
public class GamelLogic : Entity, IInstance, ISceneResetEvent
¢ private bool m_IsGameStarted = false;
private bool m_IsGameOver = false;
private int m_Score;
public UnityAction m_OnMouseClick;
public UnityAction m_OnGameStarted;
public UnityAction m_OnGameOver;
public UnityAction m_OnScoreChanged;
public bool IsGameStarted { get { return m_IsGameStarted; } }
public bool IsGameOver { get { return m_IsGameOver; } }

public int Score { get { return m_Score; } }

public void SetGameOver()

{
if (m_IsGameOver)
{
return;
}
m_IsGameOver = true;
if (m_OnGameOver != null)
{
m_OnGameOver.Invoke();
}
}

public void DoMouseClick()

{
if (!m_IsGameStarted)

{

m_IsGameStarted = true;

if (m_OnGameStarted != null)
{

}

m_OnGameStarted.Invoke();



return;
}
if (m_IsGameOver)
{
return;
}
if (m_OnMouseClick != null)
{
m_OnMouseClick.Invoke();
}
}
public void DoReset()
{
Main.Get<UpdateSystem>().ResetScene();
}
public void OnCollectCoin()
{
m_Score++;
if (m_OnScoreChanged != null)
{
m_OnScoreChanged. Invoke();
}
}

public void OnSceneResetEvent()
{
m_IsGameStarted = false;
m_IsGameOver = false;

m_Score = 0;

if (m_OnScoreChanged != null)
{

}

m_OnScoreChanged. Invoke();
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