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BBenenue

B kypcoBoii pabore paccMOTpeH mpouecc paszpadboTku Tpex 2D wurp
pasznuyHoro >xanpa: [Imardopmep, Keruep u Illytep, rme xkaxknmplii U3 3THX UTP
UMEET CBOU YHHUKaJIbHbIE OCOOCHHOCTH. Bce urpel 10JKHBI OBITH pa3paboTaHbl B
cpene Unity. Kaxknmas w3 3TUX WTp JOJDKHA TMPEACTABIATH CBOW TpadUvecKuid
uHTep(delic, MEeHI0, CIpailThl, aHWMAllMU, YCJIOBUS BBIMTPHIIIA U TPOUTPHIIIA,
3BYKOBbIE 3((PeKThl, (POHOBYIO MYy3bIKy, YTO OOECIEYHUT IIOJHOE IOTPYy>KEHUE
UI'POKa B UTPOBOU MPOLIECC.

AHanu3 U pa3paboTKa Mpe/ICTaBICHHBIX UTP MO3BOJIUT HE TOJIBKO YIIyOUThH
NOHMMAaHHUE TEXHOJIOTUH, MCHOJb3yEMbIX B  pa3pabOTKe MPOrpaMMHOTO
oOecrieueHusi, HO U OTpabOTaTh MPAKTHUYECKUE HABBIKH, HEOOXOIUMBIE IS
CO3/IaHUsl YCHEIIHbIX MIPOBbIX MpoekToB. Ha kaxaom srtame paboThl OynyT
PacCMOTPEHBI KaK TEXHUYECKHE, TAK U TBOPUECKHUE ACTIEKTHI, YTO B KOHEYHOM UTOTE
OPUBEAET K CO3JAHUIO IMOJHOLUEHHBIX WP, OTBEYAIOIIMX COBPEMEHHBIM

Tp€6OBaHI/I}IM " 0K JaHUAM UT'POKOB.



1 Anaau3 npeaMeTHOM 00J1acTH

1.1 JKaHp urpbl. AHAJIOTH UTP B ITOM KaHpe

[Tnargopmep — 3TO Urpa, B KOTOPOM MEPCOHAK MOXKET MEPEMEIIAThCS 10
YPOBHSIM, COCTOSIIIIUX U3 MIIAT(HOPM, BparoB U pa3HbIX MPerpaj, TAKMX KaK J1ePEBbsl.
B sToit urpe mepcoHax mmeeT Takue (yHKIHH, KaK Oer, MPBDKKH U COCTOSHUE
nokosa. OH MOXKET YHHUUYTOXKAaTh HEKOTOPBIX BpPAaroB, a OT HEKOTOPBIX MOXKET
MOTEPSITH KU3Hb.

AHAJIOTH UT'P B 3TOM XaHpe:

Anekc ['opioH — B 3TO# Urpe y rIaBHOTO MEPCOHAXa UMEIOTCS TakKue (PyHKIUH, KaK
Ha Oer, IPBIKKU Ha TIaTGopMax pa3HbIX ypoBHEH. [ TaBHOM 11€JIbI0 UTPHI SIBIISIETCS
coOupaTh MOHETHI, O€KaTh OT BParoB, YHUUTOKATh BPAroB.

Keruep - wurpa B kaHpe JOBIM, B KOTOPOMl HUIPOKY HIPEACTOUT JIOBUTH
pa3JInuHbIE MPEIMETHI, 3apadaThIBasi IPU 3TOM OUKH U XKU3Hb. OCHOBHAS 11€J1b UTPHI
3aKJIF0YAETCs] B TOM, YUTOOBI UTPOK KaK MOXHO OOJIbIIIE JIOBUJI XOPOILIUE MPEIMETHI,
KOTOpbIE OYIyT MPUHOCUTH OYKU, U U30€TaTh IIOXUX, KOTOPbIE MOTYT MIPUBECTU K
MOTEPE OYKOB U KU3HEW. [ TTaBHOM CIIOAKHOCTBIO JIJI1 UTPOKA SIBJISIETCS TO, UTO €CJIN
UTPOK OYJIeT JIOBUTH TUIOXHUE MPEAMETHI 5 pa3, TO OH MpourpaeT. A eciu Oyner
JIOBUTH XOpollue npeaMersl u HadepeT 50 o4ukoB, TO Bbiurpaer. OmHaKoO, B UIPe
TAKXK€ MPUCYTCTBYIOT CNIEUAIBHBIE MPEAMETHI, KOTOPBIE MPU KAaCAHUHU C UTPOKOM
MOTYT MPUHECTH JIONOJHUTEIBHYI KHW3Hb. [l0o3TOMYy WHTEpec STOW UIpPHI
3aKJII0YaeTCsl B OBICTPOM pearupoOBaHUM UTPOKA HA MAJIAl0IINUE TPEAMETHI.

AHAJIOTH UTP B 3TOM YKaHpE:

Urpa «Pou», B KOTOpOM HIPOKY HY>KHO JIOBUTHh KaK XOpOLIME, TAK U IUIOXUE
npeametbl. OH MoOeT 3apaboTaTh OYKHM, MPHU JIOBIM XOPOILIUX MPEAMETOB, U
MOTEPATH KU3Hb MPHU JIOBIIN MIOXHUX.

[Ilytep — urpa B *aHpe aTakh, B KOTOPOHM UIPOK MPUHHUMAET y4acTHUE B
CpPa)X€HUM MPOTUB CBOUX BparoB. B 3ToW urpe, riaBHOM 3a1adyey, NMOCTABICHHOM
nepe UTPOKOM, SBJISIETCSI CTPENib0a J1a3epoM B MIPOTUBHUKOB, YTOOBI YHUUTOKUTh
uX U 3apaborath 0uku. OCHOBHBIMH (DYHKITUSIMH UTPOKA SIBJISFOTCS MEPEIBUKEHUE

110 UTPOBOMY TIOJIFO U CTpeNIb0a J1a3epoM, YTO TIO3BOJISIET €My YKIIOHSTHCS OT aTak
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BparoB 1 3(pPEeKTUBHO aTakoBaTh UX. | TaBHOM OCOOEHHOCTBIO ITOW UTPHI ABIISAETCS
TO, YTO CTPEJIIET HE TOJIBKO HUIPOK B CBOMX IPOTUBHHUKOB, HO M BpParu HUMEOT
BO3MO>KHOCTb HAHECTH YPOH B UI'POKA, OTHUMAs y HETO KU3Hb.

AHanoru B 3TOM KaHpe:
Urpa «Tanuukuy», B KOTOPOH MPOUCXOAUT OUTBA MEXIYy UTPOKaMu U Bparamu. Llens

ATOM HUI'PbI YHUYTOXATh CBOUX BparoB, CTPCIIAA B HUX, yTOOBI HE IIOTCPATH JKU3Hb.

1.2 Onwucanue cpeabl pa3padoTku

Bce 3 urper OyayT pa3pabatbiBaThes B cpene Unity, kotopas nmpeaoctaBiser
pa3paboTuMkaM BCE HEOOXOAMMBbIE WHCTPYMEHTHI Il coszaanust 2D, 3D wurp.
Hcnonwsiyemas Bepeust: Unity 2D 3.5.2.

Visual Studio Code — 310 ;merkuii ¥ MOIIHBIA PEIAaKTOP KOJa, KOTOPBIi
UJeaqbHO TMOJXOIUT IJisi pa3pabOTKu Ha s3bike mporpammupoBaHus C#. O
npejyiaraéT MHOXKECTBO PaCIIMPEHUM, YTO JIeJIaeT €ro OTJIWYHBIM BBIOOPOM JIJIst

pa6otsl ¢ Unity.

1.3 TexHu4veckoe 3a1aHue HA Pa3padoOTKy

3aganue s pazpabotku miatdopmepa: CozgaHue 3eMIU € MPaBUIBLHBIM
nopsiikoM B ciioe (order in layer), yclioBHs BBIMTPBIILIA U IPOUTPHIIIA, AHUMAIUS
JUIsL UTPOKA U BParoB, (POH JJIs1 KKJOU CIIEHbI, CBA3b OKOHUAHUS UTPbI C MOTEpEn
KU3HEH, MEHIO TIPOUTPHIIIA U BHIUTPHIIIA.

3amanue 1 pa3paboTku Ketuepa: Peanmuzanus ABMXKEHUS UTPOKA, CO3/1aHUE
MEXaHUK JUIsl XOPOLIUX U IUIOXUX OOBEKTOB, CIIaBHEP ISl MPEAMETOB, KOTOPHIE
OyayT NeTeTh, MEXaHUKA OMMKHU MPEAMETOB (XOPOIIUX U IIOXHUX), YCIOBUS IS
noOebl U MOpakeHUsl, OCHOBAHHBIE HA TOMMKE MTPEIMETOB, aHUMAIIHsl, 100aBIeHNE
(hoHOBOTO N300pAKEHUS JJI KAXKOUW CIICHBI, OTpaHUYCHUE HA KOJUYECTBO KU3HEH
MEPCOHAXKA, MEHIO C HACTPOMKAMU UTPHI (TPOMKOCTH 3BYKa, M1ay3a).

3amanue nns  pa3paboTku mytepa: Mrpok ympaBiseT KOCMHYECKHM
KopabjieM C TOMOUIBIO MBIIIK, PEAn30BaTh MEXAHU3M CTPEIbObI JIa3epoM,

CO3JJaHHUC aCTCPOUIAO0B, ABUKYHIUXCA IO 3KpaHy, CIIaBH ACTCPOHUAOB C ITOMOIIBIO
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CHEeIUaIbHOrO 00bEKTa, HAHECEHHE MOBPEXKICHUI Bparam ¢ MOMOIIBIO Jazepa,
MOSIBJICHUE UTPOKa B PAHIOMHOM MECTE Ha dKpaHe, CO3/JaHKe Bpara co CTpeibOoi
MyJIsIMHU, pa3paboTKa OUKOB 37J0POBbs JJIsl UTPOKA, T0OABIECHUE 3BE3/1 /151 UMUTAIlUN

JBIOKeHUS, peanu3anus health bar ny1s Bparos u nepconaxa.



2 IlpoexkTHpOBaHUS M pa3padoTKa NPUJIOKEHUS

2.1 IIpoexkTrpoBaHMe YPOBHEN M JIOTUKH UTPbI

[TnaTdopmep.

KoHuenius ypoBHs: CO31aHHBIN YPOBEHB (DOKYCHUPYETCS Ha B3aUMOIEHCTBUU
UIPOKA C BparaMM M OKpY:Karolleld cpenou. I J1aBHas nenp — yYHUYTOXKUTH BCEX
BparoB, 4TO JI00ABJISIET AIEMEHT CTPATErHH, TaK KaK UTPOK JOJDKEH HUCIIOIb30BaTh
JIOCTYIIHBIE €My pecypcbl U MEXaHUKH HUIpbl (MPBDKKH, O€r) s YCIEIHOTO
BBIIIOJTHEH NS 3aa4H.

Jloruka Urpel: KaxIaplii Bpar IMEET YHUKAIbHBIE MATTEPHBI IOBEAEHUS. JTO
CO3/1a€T CHUTyalluH, TpeOyIOIIME OT UIPOKa OBICTPON peakuuu M TaKTUYECKOTO
MbInUIeHUs. Hanpumep, oAuH 13 BparoB MOKET MEHAThH HAIIPABIICHUE.

YPOBEHB CII0KHOCTH: CJIIOKHOCTH UI'PHI IIPOIrPECCUBHO BO3PACTAET € KAXKIBIM
HOBBIM Bparom, KOTOPBIN MOSIBIISETCS M0 MEpe MPOJABHKEHHUS UI'POKA 110 YPOBHIO,
YTO MOIJIEPKUBAET HHTEPEC U CTUMYJIIMPYET UTPOKOB K YIIyUIICHUIO HaBBIKOB.

KaTuep

KoHuenuust ypoBHs: aKLEHT C/ieJIaH Ha cOOp OYKOB M COXPAHEHHE KU3ZHEM.
Urpok nomxeH coopats 250 04KOB, n30erast Mpu 3TOM CTOJTKHOBEHUM C «TIJIOXUMI
IPEAMETaMH.

Jloruka Wrpbl: OYKM HAYUCISIOTCA 33 KaXKIbIM yCHEHNIHO COOpaHHBIM
«XOPOIIH» 00BEKT (MOHYUK, MUY, JAIIIITY).

JKu3Hn urpoka: UrpokKy JIaHbl TPHU JKM3HHU, YTO IO3BOJISIET €MY NPOSBISTH
PUCKOBAaHHOE IIOBEICHUE, HO TAaKXe 3acCTaB/I€T BHUMATEIbHO CIEIUTH 3a
COCTOSIHUEM IIEPCOHAXKA.

YPOBEHb CIIOKHOCTH: Ha NPOTSKEHUU BCEW UIPbI YPOBEHB CIOKHOCTU HE
MEHSIETCH.

[yTep

Konuenuuys ypoBHs: UTPOK OJKEH YBEPHYTHCS OT JIETAILIUX IIyJIb BParoB 1
OJTHOBPEMEHHO YHUYTOXaThb MX W aCTEPOMbI, YTOObI YBENWYUTHh OYKHU. Jloruka
UTPBL: Bparu CTPEJISIOT BCETIa B CTOPOHY UTPOKA, YTO 3aCTABIISIET UTPOKA pa3BUBATh

JIOBKOCTh M XOPOUIYHO KOOPJIMHALIUIO JIBUKEHUM.



Cucrema ouxoB u 1eneil: Kak u B keruepe, coOpaHHbIe acTepOUJIbI U Bparu
MPUHOCAT OYKU. ITPOK BBIMTPBIBAET, €CIU JOCTUTHET 250 OUYKOB.
YPOBEHB CIIOKHOCTU: HA MPOTSIKEHUU BCEH UIPhl YPOBEHb CIOKHOCTU HE

MCHJCTCA.

MoiimMaTk nnoxoi npeameT

MoiimaTe xopowwii npegmet
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Pucynox 1 - Cxema nperniesieHToB

2.2 OnucaHue OCHOBHBIX KJIACCOB M CKPUIITOB
[Tnardopmep:
1)  private void Update()
{
if (isGrounded) State = States.lIdle;
if (Input.GetButton("Horizontal"))
Run();
if (isGrounded && Input.GetButtonDown("Jump"))

Jump();
If (isGrounded && Input.GetKeyDown(KeyCode.R))

{



dopanim();
}
If (isGrounded && Input.GetKeyDown(KeyCode.C))

{
dop2();

¥

Kiacc orBeuaeT 3a ynpasieHue nepcoHaxem B urpe. OH oopadaTsiBaeT BBOJI
OT WIPOKa, TMO3BOJSASA TEPCOHAXY JBHUraThCs, NpPbITaTh H  BBIIOJHIThH
JIOTIOJTHUTENIbHBIC ICUCTBUS (HAlpUMEp, aHUMaIlUK) B 3aBUCUMOCTH OT COCTOSTHUS
(HaXOoUTCS JIU HA 3eMJI€) M HAXKAThIX KJIABHIIL.
2)  private void Run()
{
If(isGrounded) State = States.Run;
Vector3 dir = transform.right * Input.GetAxis(""Horizontal");
transform.position = Vector3.MoveTowards(transform.position,
transform.position + dir, speed * Time.deltaTime);
sprite.flipX = dir.x < 0.0f; //moBopor a3
by
OTOT KJIacC OTBEYAET 32 YIIPABJICHHUE ABUKECHUEM 00BEKTa B TOPU30HTATIHBHOM
HanpaBieHud. B meroge Run mnpoBepsercs, HaxoauTcs U OOBEKT Ha 3eMliie
(isGrounded), u eciam &a, TO ycTaHaBIMBACTCA COCTOSIHUE JBHXeHHS B '"Oer"
(States.Run). 3arem paccuuThIBaeTCs HampaBlieHWE JBMXKCHHsS HAa OCHOBE BBOJA
MOJIb30BaTelIsl 10 Topu3oHTaId. OOBEKT IepeMeIaeTCs B 3aJlaHHOM HalpaBiIeHUU
C 3aJIaHHOM CKOPOCTHIO. TakKe MPOUCXOIUT OTPAKEHUE CIIPANTA B 3ABUCUMOCTH OT
HaIpaBJICHUS JBIKEHUS, YTO TTO3BOJIIET KOPPEKTHO BU3YaJIU3UPOBATh UTPOKA MPHU
JIBI>KCHUH BJIEBO U BIPABO.
Ketuep:

1)  void Start()
{



rb = GetComponent<Rigidbody2D>();
currentLives = lives.Length; // Mnuimanu3anys TeKyIMX KU3HEH
k
OTOT KJ1acC OTBEYAET 3a MHUIMAIM3ALMIO KOMIIOHEHTA IIPH 3aIlyCKe Urpsl. B
MeTofe Start mpoucxoauT mnonydeHue kommnoHeHTa Rigidbody2D, xoTopsiii
MO3BOJISIET O0OBEKTY B3aUMOJEHCTBOBATh ¢ (u3ukoil B 2D-npoctpanctBe. Takxke
IPOUCXOAUT MHUIMAIN3ALNS NEPEMEHHOM currentLives, KOTopas yCTaHaBJIMBAET

TEKyIIee KOJIMUECTBO KU3HEU, UCXOs U3 UTMHBI MaccuBa lives.

2)  void Start()
{

audioSrc = GetComponent<AudioSource>();

}

Knacc nns BocipousBeIeHUST My 3bIKH:
3)  void Start()
{

resolutionDropdown.ClearOptions();
List<string> options = new List<string>();
resolutions = Screen.resolutions;
int currentResolutionindex = 0;
for (inti =0; i <resolutions.Length; i++)

{

string option = resolutions[i].width + "x" + resolutions[i].height +
+ resolutions[i].refreshRateRatio + "Hz";
options.Add(option);
if (resolutions[i].width == Screen.currentResolution.width &&
resolutions[i].height == Screen.currentResolution.height)
currentResolutionindex = i;
¥
resolutionDropdown.AddOptions(options);

resolutionDropdown.RefreshShownValue();
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LoadSettings(currentResolutionindex);

ODTOT KjIacc OTBeEYaeT 3a HHUIUAJIN3allUiO  BbBIINAJAar0IIero CIHUCKa
pa3pelieHuil 3kpaHa B urpe. B Merone Start oH ounIlIaeT TEKyIUEe OMIUU, OJTy4aceT
JOCTYITHBIE pa3pemieHus, GOPMUPYET CIHUCOK CTPOK ¢ WHOOpPMAIUEH O KakIOM
pasperieHuy W 100aBIsIeT WX B BBITIAJAIONIUN CHUCOK. Takke OH ompenemser
TEKYILEE Pa3pEIICHUE U 3arPyKAeT COOTBETCTBYIOIINE HACTPOUKH IJISl TPABUIIBHOM
paboThl uHTEpPeEiica.

[lyTep:

1)  void Start()

rb = GetComponent<Rigidbody2D>();
Vector3 move = new Vector3(0, -1, 0);
rb.velocity = move * speed,;
OTOT KJIacC MHULIMAIM3UPYET PU3NUecKuii 0ObEKT, 3aJ]aBasi €ro HA4aJIbHYIO

CKOpPOCTb BHM3 IIPU CTAPTE UTPBHIL.

void OnTriggerEnter2D(Collider2D other)

{
if (other.gameObject.tag == "Enemy")

{
other.gameObject.SendMessage(""MakeDamage", damage,
SendMessageOptions.DontRequireReceiver);

Destroy(gameQbiject);

¥

DTOT KJacC MO3BOJIIET UTPOKY HAHOCUTH ypoH Bpary. OnTriggerEnter2D
cpabaThIBaeT MpU CTOJKHOBeHHMH C BparoMm. Eciam oO0bekT mmeer Ter "Enemy",

NPOJI0JDKACTCS HAaHECEHUE ypoHa. JIazep YHUUTOKAETCS MOCIIE CTOJKHOBCHHSI.
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Cxema nepexoq0B UTpbl TOKA3aHA HA PUCYHKE 2.

118MEINT AR INA FIGUL TS I y | nem———————
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Pucynok 2 - Cxema mepexo/1oB
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Jlnarpamma KJIaccoB Jist TuiaTopMepa mpeACcTaBIeHa Ha pUCYHKE 3.

Hero
speed : integer
lives : integer

jumpForce : integer
isGrounded : bool

Monster

Rigidbody2D : integer
Animatoranim : integer

speed : integer

Vector3 : integer
collisionCount : integer
SpriteRenderer : integer

OnCollisionEnter2D()

Worm2

OnCollisionEnter2D()

Vector3 : integer
jumpHeight : integer
jumpSpeed : integer
timeToJumpApex : integer
gravity : integer
jumpVelocity : integer

Start()

SpriteRenderer : intege:r Start()
groundCheck : integer Update()
whatisGround : integer Awake()
Hero_lInstance : integer Move()
Awakel) newOperation()
Run() J7
Update()
dopanim) Entity
FixUpdate()
Jump() I
GroundCheck() GetDamage() K}———
GetDamage() Die()
States()
Wood
Worm OnCollisionEnter2D()
newOperation()
lives : integer

Pucynok 3 - Jlnarpamma kitaccoB ITnmatdopmepa
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PlayerCatcherM ove

PausaMenu

lives : Integer

speed : Integer
Rigidbody 2D : Integer
Vector2 : Integer
currentLives : Integer

Pausegame : Integer

pauseGameMenu : Integer

Start()

LoseLife()
FixedUpdate()
GameOverCoroutine(
TakeDamage()

Update()
Resume()

Pausel)
LosdMenu(y

OptionM enuButton)

Settings

resolutionDropdown : Integer
qualtyDropdown : Integer

resolutions : Integer

Start)

ltemChaker

lives - Integer
AudioClip © Integer
OkSound : Integer
BoomSound : Integer
scare  Integer
ScoreObject : Integer
scoreText : Integer
PanelWin : Integer

SetFullscreen()
SetResolution()
SetQuality()
SaveSattings()
ExitSettings(
LoadSettings()

ItemSpawn

RightSide : Integer
iterns : Integer
startDelay : Integer

timeDestroyer

aliveTimer : Integer

Pucynok 5 - Jluarpamma kiacco ais [lytepa

GameOver - Integer repeatRate : Integer Start()
currentLives : Integer anim: Integer
Rigidbody2D : Integer
Start() SpriteRenderer . Integer
OnTriggerEnter2D0 Instance : Integer
LoselLife() isGrounded : Integer
Givelie(
ShowP anelWin( Awakeo
RestatGamed) Stano
LoadMainMenu( Spawn(
Pucynok 4 - Jlnarpamma kitaccoB Ketuepa
AsternodHP Lasershot
ScoreManager
g. Ineg scoreText: Integer ge - Integ
hp : Integer force : Integer
maxHp : Integer Update() PlayerHP St
scoreManager : Integer I:é;ﬁg;?;gﬁ? HealmBar: Integer OnBecamelnvisible() PlayerShoot
Start() |_|img: Integer OnTriggerEnter2D() laser . Integer
MakeDamage() hip - Integer delayTime : Integer
o — maxHp * Integer
Startl) Update()
Obiject.Spawner GameOver()
‘ . PlayermMove MakeDamage() EnemyBullet
RightPosition : Integer - - -
) clickPos : Integer player : Integer
spawnDelay . Integer ] o .
_ move © Integer Rigidoody2D : Integer
Item : Integer o .
anim : Integer farce : Integer
Start() sprite © Integer damage : Integer
Spawn() speed : Integer EnemyShoot AudiaClip : Integer
b Integer bullet : Integer OkSound : Integer
Start() fireDelay : Integer BoomSound : Integer
HPController Update() player : Integer Start()
_____ FixedUpdate() scoreManager . Integer | OnTriggerEnter2D()
hp : Integer > hp : Integer -
Mo - Int OnBecamelnvisible()
MakeDamage() maxHp - Integer
Update() Start()
Update()
MakeDamage()
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2.3 Pecypchbl mpoekTa

B »sTOoM paszgene mpencraBiieHbl pecypchbl, UCIOJIb30BaHHBIE B MPOEKTE, a
TaKXe UX ONHUCAHUE U Ha3HAUYCHUE.

2.4 OcHOBHbIe AaHMMAIIMU UTPbI

Annmaruu aiis urpsl [lmardopmep:

Hrpoxk:

Anumarusa «IIpbbKOK»

Hasnauenue: Mcnonb3yercs, KOrga Urpok IpbIraeT BBEPX

Onucanue aHuManuu: 2 Kajapa, NepCcoHaXx JIeJaeT NPbDKOK HOTaMU BBEPX U
BHU3

[TocnenoBarensHOCTh anuManuu. (Pucynok 6):

PucyHok 6 - AHUMAaIUs IPBDKKA
Ananmanus «ber»
Hasznauenue: Mcnonb3yeTcs, KOrga urpoK IBUTAETCS 110 TOPU3OHTAIN
Onucanve aHuMauuu: 6 KaapoB, MEPCOHAX MepedupaeT pykaMu U HOTaMH
BIIPABO U BJIEBO.

VcnoBus 3aITyCKa aHnMalluun: Korna HUI'POK HAXKUMACT KHOITKH BIIPpaBO, BJICBO,

Pucynok 7 - Anumanus Oera

15



dopanim

Any State

Pucynok 8 - [Toctpoenue u cBsi3b aHuMaluy B Animator
Konx:
private void Run()

{
If(isGrounded) State = States.Run;
Vector3 dir = transform.right * Input.GetAxis("Horizontal");
transform.position = Vector3.MoveTowards(transform.position,

transform.position + dir, speed * Time.deltaTime);

sprite.flipX = dir.x < 0.0f; //moBopoT a3

}

private void Jump()

{

rb.AddForce(transform.up * jumpForce, ForceMode2D.Impulse);

¥
private void GroundCheck()

{
Collider2D[] collider = Physics2D.OverlapCircleAll(transform.position,

0.3f);
iIsGrounded = collider.Length > 1;
If(isGrounded) State = States.Jump;;

16



HenoaBuxHbI1 aHUMUPOBAHHBIN Bpar:

Annmanus « BBepx-BHU3»

Hasnauenne: Mcnonb3yeTcs Ha NPOTSHKEHUM BCEW WUIPBI, 1O ONPEIEICHHO
3aIaHHOMY BPEMEHHOMY MHTEPBaIy

Onucanne aHuManuu: 8 KaapoB, IEPCOHAXK MOAHUMAETCS U OIyCKAETCS.

YenoBusa  3amycka  aHmmanuu:  Kak  TOJNIBKO — 3amyckaercss  urpa.

[TocnenoBarensHOoCTh anuMaluu (Pucynok 9, 10):

FlpaadA

Pucynok 9 - Aunmarus Bpara

Any State

Pucynok 10 - AHMMaTOp HEMOABUKHOTO Bpara
Anunmarus 1iis urpet Catcher:

Anunmanus «Bpatienne o0bexTay

Haznauenue: Mcnonb3yercs Ha MPOTS)KEHUN BCEU UTPHI.

17



Omnucanue aHMallu: aHUMalusaA BpallCHUSA IMPOUCXOAUT, KaK TOJBbKO
Ha4YWHAIOT ITaJaThb OOBEKT.

YcnoBus 3amycka anuManuu: Kak TonbKO 3amycKaercst urpa

Pucynok 11 - Arumanus ¢ XopomumM 00beKTOM

Kon:

public float rotationSpeed = 180f;
void Update()
{

transform.Rotate(VVector3.forward * rotationSpeed * Time.deltaTime);
¥
[yTep:
Anumarus «Bpamienne»
Ha3znauenue: Mcnonp3yercs npu Ha)KaThuu KJIABUILIH.
Onucanne aHUMallu: aHUMalHWsa BpallCHUA Kopa6n;1 IMpOUCXOAUT, KakK
TOJIBKO UTPOK HAXKMET Ha ompe/ieeHHY0 KiaBuity. Kopabib HaUMHAeT BpalaTbCs

HernpepbiBHO Ha 360 rpamycos. (Pucynok 12):

Pucynoxk 12 — Anumanus BpaieHusi KopaoJis

18



Shooteranim

[ |

Any State

idleShooter

Pucynok 13 - [TocTpoeHue u cBsi3b aHuMarmu B Animator
Kox:
void Update()

{
if (Input.GetMouseButton(0))

{

clickPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);

¥

move = clickPos - transform.position;
iIf (Input.GetKeyDown(KeyCode.C))

{
State = States.Shooteranim;
¥
else if (State == States.Shooteranim)
{
State = States.idleShooter;
by
¥
public enum States
{
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Shooteranim,
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3 TectupoBaHNe MPUIO0KEHUSA
[Ipn 3amycke Wrpel, OTKPBIBAETCS OKHO TJIABHOTO MEHIO, TJI€ HIPOKY

MPEIOCTABIISETCS BO3MOKHOCTD BBIOPATh OJIHY U3 TPEX UTP, PUCYHOK 14,

HELLO, FLAYER!

PLATFORMER
CATCHER

T

E ~ SHOOTER

Pucynok 14 - 'maBHOE MEHIO

[T Be1GOpe urpsl [InaTdopmep, MBI MonagaeM B TJIABHOE OKHO, T/I€ Y HAC
UMEIOTCSl YPOBHH, ITIOCTPOEHHBIE U3 TUIaT(HOPM, IEPCOHAXK, Bparu, pa3Hble OObEKTHI
(tepeBsbs), KOTOPBIE MPU KaXKIOM HOBOM 3aITyCKe MOSBISIOTCS U3 PAHAOMHBIX MECT,

KOTOpPBIN MOKa3aH Ha pucyHke 15-16.
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Pucynok 15 - OkHO MEeHI0 UTpbI

Pucynok 16 - Ilponecc urpot

['maBHBIE PyHKIIMU NEpcOHaXa: Oer, MPbKKH, YHUUTOKEHUE Bpara, MpbhKOK
yepe3 mpersaTcTBusA. llepcoHak MOKET yHUYTOXUTB Bpara, IIOCIE Tpex

CTOJIKHOBEHMI ¢ HUM. Pe3ynbrar npeacrasieH Ha pucyHke 17.
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Pucynok 17 - YHuuTO)XeHue Bpara

[Tocne 3 cTONKHOBEHUN ¢ CHHUM Bparom, rnepcoHax morudaer. Pesymnbrar

MpeJCTaBJICH Ha pucyHKe 18.

I“ ]
§ m gt

Pucynok 18 - YanuToXeHue nepcoHaxa
[Tocne Toro, kak MEPCOHaX YMHPAET, OTKPBHIBACTCA OKHO IPOUTPHIIIA.

Pesynbrar Ha pucyHke 19.
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Pucynok 19 - OxHo npourpsIia
[Tocne 3amycka Kerdyepa OTKphIBaeTcsi OKHO MEHIO, B KOTOPOM €CThb TpHU

KHOIIKH: KHOIIKa CTapTa, HACTPOCK U BbBIXOJA.

PucyHok 6 - OKHO MEHIO UTPBI
[Tpu HaxkaTUU HA KHOMIKY «Starty, 3amyckaeTcss U HAUMHAETCS UTpa, KOTopas
MoKa3aHa Ha pucyHke 13. B 3ToM OkHe moka3aHbl UTPOK, KOTOPKIM OyJeT JOBUTH

najaronme 00beKThl, KOJUYECTBO JKH3HEH UTPOKa, CUET OYKOB, KHOIKA Tay3bl, K
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KOTOPOMY MOHO MEpPENTH, Ha)KaB Ha MPaByl0 KHOMKY MbIIK Win Ha ESC. Takxke

IIOKa3aH cnaﬁnep JJIs1 KOHTPOJIAL 3BYKaA.

Pucynok 7 — HauanbHas crieHa urpsl
IIpy HaxkaTMM Ha KHONKY Iay3bl, OTKPBIBAETCA IaHENb, INE €CThb
BO3MOYKHOCTh MPOAOJKUTE UTPY, JIMOO MEPEHTH B MEHIO, pe3yJbTaT MOKa3aHa Ha

pucyHke 14.

CONTINUE

HMENT

Pucynok 8 - OkHo nay3sl
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[Tanens BBIUT'PbIIIA, IIPHU COIIPUKOCHOBCHHNH UI'POKA C XOPOIIIUMHU O6’I>€KTaMI/I,

B PC3YyJIbTATC JOCTUKCHUSA 50 oukoOB. PCBYJIBTaT ITOKAa3aH HUIKC.

YOU WINNER!

RESTART

BT

Pucynok 9 - Cuena BbMrpsiiia
A Temnepb, MOKEM BHUAETh CIEHY MPOUTPHIIIA, TPU OKOHYAHUU KU3ZHEH Y
urpoka. UIrpok Mo>keT mpourparb, €Ciau S5 pa3 CTOJKHETCS C IJIOXUM OOBEKTOM.

Pe3ynbTaT mokaszaH Ha pucyHke 16.

RESTART

Pucynox 10 - Cuena mpourpsiiia
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Ta1<>1<e, B OKH€ MCHIO MO2KHO HCpGﬁTH K HﬂCTpOﬁKaM, rac MOXKXHO YIIPaBJIATh
Pa3pCHICHUCM 3JKpaHa. MO>XKHO M3MEHSTh Ka4CCTBO, PCKHUM OKpaHA U COXPAHATH

BbIOpaHHbIe (yHKIUMU. Pe3ynpraT nokasan Ha pucyHke 17.

HACTPOMKM

PASPELLEHWE 3KPAHA

1920x1080 B NonHoskpaxHsii pexam

HACTPOWMKW 3KPAHA

BBICOKWE

Pucynok 11 - HacTpoiika pa3penieHust 3KkpaHa
ITocne 3amycka urpsel LlyTep, Ha cueHe, Mbl BUAMM UTPOKA, CIAUAEP 3BYKA,
KOHTPOJUIEp €ro >KU3HM, B BHUJE ClIaljiepa U CUET OYKOB, KOTOpas IOKa3aHa Ha

pucynke 18.
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Pucynok 12 - 3amyck urpsr Shooter

[Tociie Toro, kak HAYUMHAETCS UTPa, TOSABIBIIOTCS ACTEPOUBL, Bparu, pUCyHOK

Pucynox 13 - IlosiBneHue Bparo

I[anee IIOKa3aHa, HAHCCCHUC YpOHa BO Bpara. Ecmu HUI'POK IIOMaJACT JIa3€pPOM

5 pa3, To actepousi ymupaeT. Pe3ynbrar nokasan Ha pucynke 20.
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Pucynok 14 - YHuuTOXEHUE Bpara
Hanecenue ypona Ha urpoka. Ecnu Bpar nonazer 5 pa3 Ha UTpoKa, TO UTPOK

ymupaet. Pe3ynbrar nokasan Ha pucyHke 21.

Pucynoxk 15 - Hanecenue ypoHa Ha Urpoka

[Tociie yHUYTOXKEHHUS Bpara, NOSIBJIIETCS CLIEHA TPOUTPHIIIA, B KOTOPOU €CTh
KHOTIKa pecTapT. HaxkaB Ha KHOIIKY pecTapT, MOHO CHOBA Ha4yaTh Urpy. Pesynbrar

MOKa3aH Ha pUCYHKe 22.
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Pucynox 16 - Cuena npourpsiiia
Ecnu urpok, yHHUTOXKHMB Bpara u 3apadotaB 50 OYKOB, TO OH BBIUTPAET U
MOSIBUTCSI OKHO BBIMTPHIIIA, T/IE TAKXKE €CTh KHOIKA PECTAPT, HA’KAaB HA HEE, MOKHO

repe3arpy3uTh UTpy 3aHOBO. Pe3yibTaT mokasaH Ha pucyHke 23.

L

Pucynok 17 - CueHna BeIMTpbIIIA
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3akiouenue

B kypcoBoii paboTe ncciaenoBaiu npouecc pazpaboTku Tpex 2D urp paszHbix
xaHpoB: [lmatdopmepa, Keruep u Illyrep, kaxknmas u3 KOTOpHIX o0Oiagaer
YHUKaJIbHBIMU OCOOEHHOCTSIMH. Bce urpsl Obuin paszpabotansl B cpene Unity u
BKJIIOYAIOT B ceOst Tpaduyeckuil nuTepdeiic, MeHI0, CpaiThl, aHUMAIIUH, a TAaKKe
YCIIOBUSI BBIMTPBIIIA U MPOUTPHIIIA, 3BYKOBbIE 3(D(PEKTH U (POHOBYIO MY3BIKY IS
HOTPYKEHUS UTPOKa B rporecc. [Ipu BhIOJIHEHNN TaHHOU KypcOoBOil paboThI ObLIN
MOJTyY€HbI HaBBIKM IPOrPaMMHUPOBAHUSA U pa3pabOTKH UTPHI HA A3BIKE CH#

AHanu3 u pa3paboTKa JTHX UIP TO3BOJWIM YIIyOUTh IMOHUMaHHUE
TE€XHOJOTHM, NPUMEHSEMBIX B pa3pabOTKe NPOrpaMMHOr0 OOecnedyeHus, u
OTpabdoTaTh MPAKTUYECKUE HABBIKM, HEOOXOJIMMBIE JUIsl CO3JaHUS WIPOBBIX

MIPOEKTOB.
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Cnucok UcroJb30BaHHBIX HCTOYHHUKOB

®on i lyrepa

https://avatars.mds.yandex.net/i?id=49fbc6d1c11342cdabc77ecd92662595 |
-5279455-images-thumbs&n=13

®oH g Keruepa

https://i.ytimg.com/vi/k7Ynz3gqJOY 8/maxresdefault.jpg

®on mia [nardopmepa
https://i.pinimg.com/736x/08/07/0d/08070da0dfb1bab37e91be48ee0980ba.|

Kusznp HJIs1 UTPOKa

https://avatars.mds.yandex.net/i?id=4a9fa0a7464a9b9bf6460acfca659686 |-
5260221-images-thumbs&n=13

Metonuueckue ykazaHus
Jlns noOaBiieHUs 3ByKa —

https://www.youtube.com/watch?v=g3Y6aHUPhWs

JUtst moOaBJIEHNUS MEHIO T1ay3bl —

https://www.youtube.com/watch?v=LE44TT2mQL1l

JU1s yIIpaBJIeHUs pa3pelIieHHeEM dDKpaHa —

https://www.youtube.com/watch?v=HoqEeSjIfWI

JUst moOaBJIEHWI KaT CIIEH —
https://www.youtube.com/watch?v=0f\VC0OD7vxhU
https://www.youtube.com/watch?v=uOm0OgU NilL4

Bpar mis urpst Ketuep
https://i.pinimg.com/736x/f1/f8/5e/f1f85ealcab54cd3d8d934c¢35a4531d3.jp

Urpok mis Ketuepa

https://avatars.mds.yandex.net/i?id=3cea9b6cacaab8fe8af82abf49da5h2bfc8
ff1b3-10814598-images-thumbs&ref=rim&n=33&w=480&h=270

Kopa6upb nis urpset Llyrep
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https://avatars.mds.yandex.net/i?id=49fbc6d1c11342cdabc77ecd92662595_l-5279455-images-thumbs&n=13
https://avatars.mds.yandex.net/i?id=49fbc6d1c11342cdabc77ecd92662595_l-5279455-images-thumbs&n=13
https://i.ytimg.com/vi/k7Ynz3qJ0Y8/maxresdefault.jpg
https://i.pinimg.com/736x/08/07/0d/08070da0dfb1bab37e91be48ee0980ba.jpg
https://i.pinimg.com/736x/08/07/0d/08070da0dfb1bab37e91be48ee0980ba.jpg
https://avatars.mds.yandex.net/i?id=4a9fa0a7464a9b9bf6460acfca659686_l-5260221-images-thumbs&n=13
https://avatars.mds.yandex.net/i?id=4a9fa0a7464a9b9bf6460acfca659686_l-5260221-images-thumbs&n=13
https://www.youtube.com/watch?v=g3Y6aHUPhWs
https://www.youtube.com/watch?v=LE44TT2mQ1I
https://www.youtube.com/watch?v=HoqEeSjlfWI
https://www.youtube.com/watch?v=HoqEeSjlfWI
https://www.youtube.com/watch?v=uOm0gU_NiL4
https://www.youtube.com/watch?v=uOm0gU_NiL4
https://i.pinimg.com/736x/f1/f8/5e/f1f85ea1cab54cd3d8d934c35a4531d3.jpg
https://i.pinimg.com/736x/f1/f8/5e/f1f85ea1cab54cd3d8d934c35a4531d3.jpg
https://avatars.mds.yandex.net/i?id=3cea9b6cacaa68fe8af82abf49da5b2bfc8ff1b3-10814598-images-thumbs&ref=rim&n=33&w=480&h=270
https://avatars.mds.yandex.net/i?id=3cea9b6cacaa68fe8af82abf49da5b2bfc8ff1b3-10814598-images-thumbs&ref=rim&n=33&w=480&h=270

https://udoba.org/sites/default/files/h5p/content/75974/images/match-
642c4cab17439.ipg

Bpar nns urpsr Llyrep
https://avatars.mds.yandex.net/i?1d=207cf557a47f8ac9f36ab74f02f34e52 |-
5257302-images-thumbs&n=13

Jlazep ans Llyrtepa
https://avatars.mds.yandex.net/i?1d=420c12c903428d50bfbb1af59d7ab1169c
0e3e84-9066439-images-thumbs&ref=rim&n=33&w=450&h=300
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IMpuioxenue

®daia Hero.cs

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.SceneManagement;

public class Hero : Entity

{

[SerializeField] private float speed = 10f; //ckopocTh
[SerializeField] private int lives = 3; //konuuecTBO X1U3HU
[SerializeField] private float jumpForce = 15f; //cuna npeoxka

private bool isGrounded = false;

private Rigidbody2D rb;

private Animator anim;

private SpriteRenderer sprite;
//public LayerMask whatlsGround;
//public Transform groundCheck;

public static Hero Instance { get; set; }

private States State

{
get { return (States)anim.GetlInteger(*'state"); }

set { anim.SetInteger(*'state”,(int)value); }

}

private void Awake()

{

sprite = GetComponentInChildren<SpriteRenderer>(); //OGpamienue k

CIIpanTy

anim=GetComponent<Animator>();
rb = GetComponent<Rigidbody2D>();
Instance = this;

}

private void Run()
{
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if(isGrounded) State = States.Run;

Vector3 dir = transform.right * Input.GetAxis(""Horizontal");

transform.position = Vector3.MoveTowards(transform.position,
transform.position + dir, speed * Time.deltaTime);

sprite.flipX = dir.x < 0.0f; //moBopor rna3

b
private void Update()
{
if (isGrounded) State = States.Idle;
if (Input.GetButton(""Horizontal™))
Run();
if (isGrounded && Input.GetButtonDown("Jump™))
Jump();
if (isGrounded && Input.GetKeyDown(KeyCode.R))
{
dopanim();
¥
if (isGrounded && Input.GetKeyDown(KeyCode.C))
{
dop2();
}
}
private void dopanim()
{
if (Input.GetKeyDown(KeyCode.R)) State = States.dopanim;
¥
private void dop2()
{
if (Input.GetKeyDown(KeyCode.C)) State = States.dop2;
¥
private void FixedUpdate()
{
GroundCheck();
}
private void Jump()
{

rb.AddForce(transform.up * jumpForce, ForceMode2D.Impulse);

by
private void GroundCheck()

{
Collider2D[] collider = Physics2D.OverlapCircleAll(transform.position, 0.3f);
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iIsGrounded = collider.Length > 1;
if(isGrounded) State = States.Jump;;
by

/Ipublic override void GetDamage()
1{
Il lives--;
//Debug.Log(lives);
I}
/[* private void OnCollisionEnter2D(Collision2D collision)
{
[*lives--;
Debug.Log("KonuuecTBo xu3HM y niepcoHaxa: " + lives);
if(lives==0)
{
Destroy(gameObject);
SceneManager.LoadScene(2);

¥
If (collision.gameObject.CompareTag("Worm2"))

{
Destroy(gameQbject);
SceneManager.LoadScene(1);

¥

o)

public enum States

{
Idle,
Run,
Jump,
dopanim,
dop2

}

}

daina Monster.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Scripting.APIUpdating;

public class Monster : Entity

{
private float speed = 10f;
private Vector3 dir;
private int collisionCount = 0;



private SpriteRenderer sprite;

private void Start()
{

}

protected void Update()

{
Move();

b
protected void Awake()

{

sprite = GetComponentInChildren<SpriteRenderer>();

}

private void Move()

{
Collider2D[] colliders = Physics2D.OverlapCircleAll(transform.position +

transform.up * 0.1F + transform.right * dir.x * 0.7F, 0.01F);

dir = transform.right;

if (colliders.Length > 0) dir *= -1F;

transform.position = Vector3.MoveTowards(transform.position,
transform.position + dir, Time.deltaTime);

}

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject == Hero.Instance.gameObject)

{

collisionCount++;

if (collisionCount >= 3)

{

Hero.Instance.Die();

¥
}
}
}

®aita RandomTree.cs

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

public class RandomTree : MonoBehaviour

{
public GameObject [] objects;

void Start()

{
int rand=Random.Range(0,objects.Length);
Instantiate(objects[rand], transform.position, Quaternion.identity);

}
}

®dDaiir Wood.cs

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

public class \Wood : MonoBehaviour

{

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject==Hero.Instance.gameObject)

{
Hero.Instance.GetDamage();
¥
}
}

®daiin Wood2.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Scripting.APIUpdating;

public class \Wood?2 : Entity

{
private float speed = 10f;
private Vector3 dir;
private SpriteRenderer sprite;
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private void Start()
{

dir = transform.right;

}

protected void Update()

{
Move();

b
protected void Awake()

{

sprite = GetComponentInChildren<SpriteRenderer>();

}

private void Move()
{
Vector3 targetPosition = Hero.Instance.transform.position;
dir = (targetPosition - transform.position).normalized,;
Collider2D[] colliders = Physics2D.OverlapCircleAll(transform.position +
transform.up * 0.1F + transform.right * dir.x * 0.7F, 0.01F);

if (colliders.Length > 0) dir *= -1F;

transform.position = Vector3.MoveTowards(transform.position,
transform.position + dir, Time.deltaTime);

b
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject == Hero.Instance.gameObject)
{
Hero.Instance.GetDamage();
¥
¥

}

daina Worm.cs

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

public class \Worm : Entity
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{

[SerializeField] private int lives = 3;

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject==Hero.Instance.gameObject)
{
Hero.Instance.GetDamage();
lives--;
Debug.Log("4epssk” + lives);
}
if (lives < 1) Die();
}

®aiir Worma2.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class WWorm?2 : MonoBehaviour

{
private Vector3 initialPosition;
private float jumpHeight = 1f; / BeicoTa npsikka
private float jumpSpeed = 2f; // CxopocTh npbbKKa

private float timeToJumpApex = 0.5f; // Bpems 10 nocTmkenns MakCUMaabHOU

BBICOTHI IIPBIJKKA

private float gravity;
private float jumpVelocity;

void Start()
{

initialPosition = transform.position;

gravity = -(2 * jumpHeight) / Mathf.Pow(timeToJumpApex, 2);
jumpVelocity = Mathf.Abs(gravity) * timeToJumpApex;

StartCoroutine(Jump());
}
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I[Enumerator Jump()

{

while (true)
{
float timelnAir = Of;
while (timelnAir < timeToJumpApex)
{
float jumpDistance = jumpVelocity * Time.deltaTime;
transform.position += new Vector3(0, jumpDistance, 0);
timelnAir += Time.deltaTime;
yield return null;

¥

yield return new WaitForSeconds(0.1f); / ITay3a niepe ciemyronium
MPBDKKOM

float timeDescending = Of;

while (timeDescending < timeToJumpApex)

{
float descendDistance = jumpVelocity * Time.deltaTime;
transform.position -= new Vector3(0, descendDistance, 0);
timeDescending += Time.deltaTime;
yield return null;

¥

yield return new WaitForSeconds(0.1f); / I1ay3a niepen ciemyromnim
IPBIKKOM

k
k
k

®daiin CanvasButton.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class CanvasButton : MonoBehaviour

{

public void RestartGame()

{

SceneManager.LoadScene(0); //mepesarpyska TekyIen ClieHb
4



¥
public void Menu()

{
Application.OpenURL("'https://pnzgu.ru/™);

by
public void Exit()

{
Application.Quit();

}

b
daiin Entity.cs

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

public class Entity : MonoBehaviour

{

public virtual void GetDamage()

{
k

public virtual void Die()

{
Destroy(this.gameObject);
b
b

daiia PlayerCatcherMove.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

public class PlayerCatcherMove : MonoBehaviour
{

[SerializeField] private Image[] lives;

public float speed;

private Rigidbody2D rb;



private float Xx;
private Vector2 move;
private int currentLives;

void Start()

{
rb = GetComponent<Rigidbody2D>();

currentLives = lives.Length; // Mnunmanusanys TeKyIux Ku3HeH

}

void LoseL.ife()
{

if (currentLives > 0)
{
currentLives--;
lives[currentLives].gameObject.SetActive(false); // Jlenaem xu3ub
HCAKTUBHOU

k
k

private IEnumerator GameOverCoroutine()

{

yield return new WaitForSeconds(1f); // Baaeprxka niepes repezarpyskoii
SceneManager.LoadScene(SceneManager.GetActiveScene().name);

}

void FixedUpdate()
{

X = Input.GetAxis("Horizontal");
move = new Vector2(x * speed, rb.velocity.y);
rb.velocity = move;

}

// MeTton, KOTOPBIN JOJKEH BBI3bIBATHCA, KOT/Ia UTPOK TEPSET KU3HD

public void TakeDamage()

{
LoseL.ife();

}
}

dajin Settings.cs

using System.Collections;
using System.Collections.Generic;
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using Unity.VisualScripting.Antlr3.Runtime;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

public class Settings : MonoBehaviour

{
public Dropdown resolutionDropdown;
public Dropdown qualityDropdown;

Resolution[] resolutions;

void Start()

{
resolutionDropdown.ClearOptions();
List<string> options = new List<string>();
resolutions = Screen.resolutions;
int currentResolutionIindex = 0;

for (int 1 =0; i < resolutions.Length; i++)

{

resolutions[i].refreshRateRatio + "Hz";
options.Add(option);
if (resolutions[i].width == Screen.currentResolution.width &&
resolutions[i].height == Screen.currentResolution.height)
currentResolutionIndex = i;
by

resolutionDropdown.AddOptions(options);
resolutionDropdown.RefreshShownValue();
LoadSettings(currentResolutionindex);

string option = resolutions[i].width + "x" + resolutions[i].height + "

¥

public void SetFullscreen(bool isFullscreen)

¢ Screen.fullScreen = isFullscreen;

¥

?ublic void SetResolution(int resolutionindex)

Resolution resolution = resolutions[resolutionindex];

n +

Screen.SetResolution(resolution.width, resolution.height, Screen.fullScreen);

}
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public void SetQuality(int qualityIndex)

{
QualitySettings.SetQualityLevel(qualityIndex);

}

public void ExitSettings()
{

SceneManager.LoadScene(""MenuCatcher");

}

public void SaveSattings()
{
PlayerPrefs.SetInt("QualitySettingPreference”, qualityDropdown.value);
PlayerPrefs.SetInt(""ResolutionPreference", resolutionDropdown.value);
PlayerPrefs.SetInt("FullscreenPreference”,
System.Convert. ToInt32(Screen.fullScreen));

}

public void LoadSettings(int currentResolutionindex)
{
if (PlayerPrefs.HasKey("QualitySettingPreference"))
qualityDropdown.value = PlayerPrefs.GetInt("QualitySettingPreference");
else
qualityDropdown.value = 3;

if (PlayerPrefs.HasKey("'ResolutionReference"))
resolutionDropdown.value = PlayerPrefs.GetInt("ResolutionReference™);
else
resolutionDropdown.value = currentResolutionindex;

if (PlayerPrefs.HasKey("fullscreenPreference™))
Screen.fullScreen =
System.Convert. ToBoolean(PlayerPrefs.GetFloat("fullscreenPreference™));
else
Screen.fullScreen = true;

dajin timeDestroyer.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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public class timeDestroyer : MonoBehaviour
{

//BpeMst Ku3HU 00bEKTa

public float aliveTimer;

//mcnonHsieTcs 1 pa3 mpu 3amycke CKpUrTa

void Start()

{
//YHHUYTOXKHUT TEKYIIUH OObEKT Yepe3 3aJaHHOE BpeMs
Destroy(gameOQbiject, aliveTimer);

}
}

®aiia Volume.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Volume : MonoBehaviour

{

private AudioSource audioSrc;
private float musicVolume = 1f;

/[ Start is called before the first frame update
void Start()

{

audioSrc = GetComponent<AudioSource>();

}

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

¢ audioSrc.volume = musicVolume;

:p})ublic void SetVolume(float vol)

¢ musicVolume = vol;

%ublic void StopMusic() // MeTos ijist OCTaHOBKH MY3BIKH

audioSrc.Stop();
}



®dDaiir ItemChaker.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

using UnityEngine.UIElements;

public class ItemChacker : MonoBehaviour

{

[SerializeField] private UnityEngine.Ul.Image[] lives;

public AudioClip OkSound, BoomSound;

public int score;

public GameObject ScoreObiject;

private Text scoreText;

public GameObject PanelWin; // Ilepemennas s nanenu Beiurpeiia
public GameObject GameOver; // Ilepemennas aus nanenu Game Over
private int currentLives;

void Start()
{

currentLives = lives.Length; // Maunmanusarys TeKyIero KoJu4ecTna

JKU3HEN

for (int1=>5; i < currentLives; i++)
{

lives[i].gameObject.SetActive(false);
by

scoreText = ScoreObject. GetComponent<Text>();
GameOver.SetActive(false); // Cxpoite nanens Game Over B Hauase
PanelWin.SetActive(false); / CkpoiTh nanens Beiurpsiiina B Havase

}

void OnTriggerEnter2D(Collider2D other)

{
if (other.gameObject.CompareTag('Good")) // IIposepsiem Ter "Good"

{

score +=10; // VBenuuuBaem cuer
scoreText.text = score.ToString(); / O6HOBIIIEM TEKCT cueTa
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AudioSource.PlayClipAtPoint(OkSound, other.transform.position); //
[IpourpsiBaem 3ByK
Destroy(other.gameQbiject); // Y nansiem o0bekT

}

if (other.gameObject.CompareTag("Goodlife")) // ITposepsiem Ter "Goodlife"

{

score +=10; // VBenuuuBaem cyer

scoreText.text = score.ToString(); / O6HOBIIIEM TEKCT cueTa

AudioSource.PlayClipAtPoint(OkSound, other.transform.position); //
[TpourpsiBaeM 3BYK

GiveLife(); // ITonydaem »®u3Hb

Destroy(other.gameObject); // VY nansem o0bekT

}

if (other.gameObject.CompareTag('Bad")) // Ilposepsiem ter "Bad"
{
score -= 10: // Ymenspiaem cuer
scoreText.text = score.ToString(); // O6HOBIIIEM TEKCT cueTa
AudioSource.PlayClipAtPoint(BoomSound, other.transform.position); //
[IpourpsiBaem 3ByK
Destroy(other.gameObject); // Y nansem o0bexT
LoseLife(); // YMmenbiaem »u3Hb

}

// TIpoBepsieM yCIOBUE BBIUTPHIIIA
if (score >=50)
{
ShowPanelWin();
}
}

void LoseLife()
{

if (currentLives > 0)

{

currentLives--;
lives[currentLives].gameObject.SetActive(false); // Jlenaem sxu3ub
HEAKTHUBHOM

}

if (currentLives <= 0)

{

GameOver.SetActive(true); // Aktuupyem nanenr Game Over
Debug.Log("Game Over");
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Time.timeScale = 0; // OcranasiuBaem urpy

k
k

void GiveL.ife()
{

if (currentLives < lives.Length)
{
lives[currentLives].gameObject.SetActive(true); // Axktusupyem
CICAYOIYO ) XHU3Hb
currentLives++;

by
by
void ShowPanelWin()
{
PanelWin.SetActive(true); // Aktuupyem nanens Berurpsimia
Debug.Log("You Winner!");
Time.timeScale = 0; // OcranaBnuBaem urpy

¥
public void RestartGame()

{
Time.timeScale = 1; // Chumaem nay3sy
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex); //
[Iepe3arpyxaem TEKYILYIO CLEHY

}

// MeTon aiist 3arpy3KH rJIaBHOTO MEHIO
public void LoadMainMenu()
{
Time.timeScale = 1; // Caumaewm nay3sy
SceneManager.LoadScene(""MenuCatcher"); // 3amennTte Ha UMs CLIEHBI
TJIaBHOI'O MCHIO

}
}

daiia ItemSpawn.cs

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

public class ItemSpawn : MonoBehaviour

{
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public GameObject RightSide;
public GameObject[] items;

public float startDelay, repeatRate;
private Animator anim;

private Rigidbody2D rb;

private SpriteRenderer sprite;

public static ItemSpawn Instance { get; set; }
private bool isGrounded = false;
private void Awake()

{
sprite = GetComponentInChildren<SpriteRenderer>(); //O6paienue
CIIpaNTy
anim = GetComponent<Animator>();
rb = GetComponent<Rigidbody2D>();
Instance = this;

}

private States State

{
get { return (States)anim.GetInteger("state"); }
set { anim.SetInteger("state", (int)value); }

}

private void myanim()

{

if (isGrounded) State = States.myanim;

¥
void Start()

{

InvokeRepeating("Spawn", startDelay, repeatRate);

b
void Spawn()

{
Vector3 pos = new Vector3(Random.Range(gameObject.transform.position.x,
RightSide.transform.position.x), gameObject.transform.position.y, 0);
Instantiate(items[Random.Range(0, items.Length)], pos,
gameObject.transform.rotation);

}

public enum States

{

myanim

}
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}

daita MainMenu.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PlayGame()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex + 1);

b
public void OptionGame()

{

SceneManager.LoadScene("Settings™);

}

public void ExitGame()
{
Debug.Log("Urpa 3akpsuiace");
Application.Quit();
b
b

daii1 PauseMenu.cs

using System.Collections;
using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.SceneManagement;
public class PauseMenu : MonoBehaviour
{
public bool Pausegame;
public GameObject pauseGameMenu;
void Update()

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

{

if (Pausegame)

o1



{

Resume();

¥

else

{
Pause();
}
¥
¥
public void Resume()
{
pauseGameMenu.SetActive(false);
Time.timeScale = 1f;
Pausegame = false;

by
public void OptionMenuButton()

{

SceneManager.LoadScene("Settings");

}

public void Pause()

{
pauseGameMenu.SetActive(true);
Time.timeScale = Of;
Pausegame = true;

¥
public void LosdMenu()

{
Time.timeScale = 1f;
SceneManager.LoadScene("MenuCatcher");

k
k

danii AsteriodHP.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class AsteroidHP : MonoBehaviour
{

public GameObject HealthBar;

Image img;

public int hp;



float maxHp;

private ScoreManager scoreManager;
void Start()
{
img = HealthBar.GetComponent<image>();
maxHp = hp;
img.fillAmount = hp / maxHp;
scoreManager=FindObjectOfType<ScoreManager>();

}

void MakeDamage(int damage)

{
hp = hp - damage;

if (hp <=0)
{
scoreManager.IncreaseScore(5);
Destroy(gameQbject);
i}mg.fiIIAmount = hp / maxHp;
¥
¥

®dDaiin AsteroidMove.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class AsteroidMove : MonoBehaviour
{
public float speed;
Rigidbody2D rb;
void Start()
{
rb = GetComponent<Rigidbody2D>();
Vector3 move = new Vector3(0, -1, 0);
rb.velocity = move * speed;

}

void OnBecamelnvisible()

{
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Destroy(gameObiject);
b

// Update is called once per frame
void OnCollisionEnter2D(Collision2D something)

{
if (something.gameObject.tag == "Player")
{
Destroy (gameObject);
SceneManager.LoadScene(SceneManager.GetActiveScene().name);
by
b
¥

daiin EnemyBullet.cs

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

public class EnemyBullet : MonoBehaviour
{

GameObject player;

Rigidbody2D rb;

public float force;

public int damage;

public AudioClip OkSound, BoomSound;

void Start()

{
rb = GetComponent<Rigidbody2D>();
player = GameObject.FindWithTag(""Player");
if (player !'=null)
{
Vector3 dir = player.transform.position - transform.position;
float angle = Mathf.Atan2(dir.x, dir.y) * Mathf.Rad2Deg;
transform.Rotate(0, 0, angle);
rb.AddForce(dir.normalized * force, ForceMode2D.Impulse);
by
else
Destroy(gameObject);
¥

// Update is called once per frame
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void OnTriggerEnter2D(Collider2D other)

{
if (other.gameObject.tag == "Player")

{
AudioSource.PlayClipAtPoint(BoomSound, other.transform.position); //
[IpourpsiBaem 3ByK
other.gameObject.SendMessage(""MakeDamage", damage,
SendMessageOptions.DontRequireReceiver);
Destroy(gameObject);

}
}

void OnBecamelnvisible()

{

k
k

Destroy(gameObject);

dajiin EnemyShoot.cs

using System;

using System.Collections;

using System.Collections.Generic;
using Unity.Mathematics;

using UnityEngine;

public class EnemyShoot : MonoBehaviour
{
public GameObject bullet;
public float fireDelay;
GameObiject player;
bool canShoot = true;
private ScoreManager scoreManager;
public int hp;
float maxHp;
void Start()
{
player = GameObject.FindWithTag("Player");
scoreManager = FindObjectOfType<ScoreManager>();

}

// Update is called once per frame



void Update()

{
if (canShoot && player !'= null)

{
canShoot= false;
Instantiate(bullet, transform.position, Quaternion.identity);
StartCoroutine(firePause());

}
}

IEnumerator firePause()

{

yield return new WaitForSeconds(fireDelay);
canShoot = true;

}

internal bool IsDead()

{

throw new NotImplementedException();

}

void MakeDamage(int damage)

{
hp = hp - damage;

if (hp <=0)

{
scoreManager.IncreaseScore(5);
Destroy(gameQbiject);

by
/limg.fillAmount = hp / maxHp;

k
k

®daiia HPController.cs

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

public class HpController : MonoBehaviour

{
public int hp;
void MakeDamage(int damage)

{
hp = hp - damage;



if(hp <=0)
{

k
k

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

{

}
}

Destroy(gameQbiject);

®daiia LaserShot.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class LaserShot : MonoBehaviour

{
Rigidbody2D rb;
public int damage;
public float force;

void Start()

{
rb = GetComponent<Rigidbody2D>();

Vector3 direction = new Vector3(0, force, 0);
rb.AddForce(direction, ForceMode2D.Impulse);

}

void OnBecamelnvisible()

{
Destroy(gameOQbiject);
by
void OnTriggerEnter2D(Collider2D other)
{
if (other.gameObject.tag == "Enemy")
{

other.gameObject.SendMessage(""MakeDamage", damage,
SendMessageOptions.DontRequireReceiver);
Destroy(gameObject); // Yanutoxaem nazep
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}
}

private int hitCount = 0;

daiin Object.Spawner.cs

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

public class ObjectSpawner : MonoBehaviour
{

public Transform RightPosition;

public float spawnDelay;

public GameObject[] Item;

/ Start is called before the first frame update

void Start()

{

InvokeRepeating("Spawn", spawnDelay, spawnDelay);

}

// ' Update is called once per frame
void Spawn()
{
Vector3 spawnPos = new Vector3(Random.Range(transform.position.x,
RightPosition.position.x), transform.position.y, 0);
int i = Random.Range(0, Item.Length);
Instantiate(ltem[i], spawnPos, transform.rotation);

k
k

®daiia OverShooter.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class OverShooter : MonoBehaviour
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{
public void GameOver()
{

b
public void RestartGame()

{

}
}

SceneManager.LoadScene(4); //mepe3arpy3ka TekyIen CrieHbI

SceneManager.LoadScene(3); // 3arpyxaem clieny 3

daiia PlayerHP.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class PlayerHP : MonoBehaviour

{
public GameObject HealthBar;

Image img;
public int hp;
float maxHp;

void Start()
{

img = HealthBar.GetComponent<Image>();
maxHp = hp;
img.fillAmount = hp / maxHp;

}

public void GameOver()

{

SceneManager.LoadScene(4); // Tlepeszarpy3ka crieHbl 3

}

/ MeTon aiist ojydeHus: ypoHa

void MakeDamage(int damage)

{
hp = hp - damage;

if (hp<=0)
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{

SceneManager.LoadScene(SceneManager.GetActiveScene().name);
¥
if (hp <=0)
{
GameOver(); // BeizoB metoga GameOver nipu cMepTH UTpOKa
ks
img.fillAmount = hp / maxHp;
b
b

daiia PlayerMove.cs

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

public class PlayerMove : MonoBehaviour
{

Vector3 clickPos;

Vector3 move;

private Animator anim;

private SpriteRenderer sprite;

private States State

{
get { return (States)anim.GetlInteger(*'state"); }

set { anim.SetInteger("'state”, (int)value); }

}

public float speed = 1;
Rigidbody2D rb;

void Start()

{
rb = GetComponent<Rigidbody2D>():

anim = GetComponent<Animator>(); // He 3a0yasTe nomyuuts Animator
clickPos = transform.position;

}

void Update()

{
if (Input.GetMouseButton(0))

{
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clickPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);

}

move = clickPos - transform.position;

// BbI30B aHUMAIUU TIPU HAXKaTHH Ki1aBuiy C

if (Input.GetKeyDown(KeyCode.C))
{

State = States.Shooteranim;

}

else if (State == States.Shooteranim)

{

State = States.idleShooter; // Bo3spamiaem B cocrosiare idleShooter mocie

BBIITOJIHCHU S

k
k

void FixedUpdate()
{

rb.velocity = new Vector2(move.x, move.y) * speed;

}

public enum States
{
Shooteranim,
idleShooter

k
k

daiin PlayerShoot.cs

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

public class PlayerShoot : MonoBehaviour

{

public GameObject laser;
public float delayTime;
bool canShoot = true;

void Update()

{
if (canShoot && Input.GetMouseButton(1))

61



{

canShoot = false;
Instantiate(laser, transform.position, transform.rotation);
StartCoroutine(NoFire());

k
k

IEnumerator NoFire()

{
yield return new WaitForSeconds(delayTime);
canShoot = true;

}
}

daiin PlayerSpawner.cs

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

public class PlayerSpawner : MonoBehaviour
{
public Transform RightPosition;
public GameObject Item;
void Start()
{
Vector3 spawnPos = new Vector3(Random.Range(transform.position.x,
RightPosition.position.x), transform.position.y, 0);
Instantiate(Item, spawnPos, transform.rotation);

}

daiia ScoreManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.SceneManagement;

public class ScoreManager : MonoBehaviour
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public static int score = 0;
public Text scoreText;

void Update()
{

scoreText.text=""+ score;

if (score >=50)

{

SceneManager.LoadScene(5);

}
}

public void IncreaseScore(int amount)

{

score += amount;

by
public void RestartButton()

{

SceneManager.LoadScene(3); // 3arpy»xaem crueny 3

}

®daiia WinShooter.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class \WinShooter : MonoBehaviour

{
public void RestartButton()

{

SceneManager.LoadScene(3); // Barpysxkaem ciieHy 3

¥
public void WinnerButton()

{

SceneManager.LoadScene(5); //mepe3arpyska TekyIien CreHbl

}
}
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®daii1 MenuShooter.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuShooter : MonoBehaviour

{
public void RestartGame()

{

SceneManager.LoadScene(""Shooter");

}
public void Exit()

{
SceneManager.LoadScene("FinishGame");
b
by

®dDaiin Finish.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Finish : MonoBehaviour

{

public void Platformer()

{

SceneManager.LoadScene("Menu");

b
public void Catcher()

{

SceneManager.LoadScene(""MenuCatcher");

¥
public void Shooter()

{

SceneManager.LoadScene("MenuShooter");

}
}
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