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SI1 — A3pIK IpOTpaMMUPOBAHHUS

Ilepeyenn cokpaiennii 1 0003HAYEHUIT

B nacTosmeit pabote NpUMEHSIOTCS CISAYIONIUE COKpaIleHUs] 1 0003Hayve-

Android — oneparmonHasi cuctema JJjisi MOOWJIbHBIX YCTPOUCTB

C# — 43bIK IPOrpaMMUPOBAHUS

PNG— pactpoBsiii hopmat xpaHeHus rpadpudeckoit uHGopMaluu

UI — User Interface (monp3oBatenbckuii uHTEphENc)

UML (Unified Modeling Language) — yHupuiupoBaHHbBIN S3bIK MOJISTUPOBAHUS

Unity — urpoBas miatgopma Unity

2D/3D — nByxmepHas/TpexmepHas rpaduka

Hszm.

Jlucm

Ne doxkym

ITloonucw

Jlama

rry 1.090301.37.001 13

Jlucm




BBenenue

B mnocnegnue roapl MOOWIIBHBIE UIPBHI CTAIM HEOTHEMIIEMOM YaCThIO
G pPOBOH KyNbTYpbl, IPUBIIEKasi BHUMaHNUE MUJUTHOHOB IOJIb30BATENEH IO BCEMY
mupy. CyliecTByeT MHOXECTBO BHAOB M KAaTErOpH MPUIOXKEHHH, Kak
pa3BIEKaTeNbHBIX, TaK U oOpa3oBaTeNbHbIX. OJHUM M3 HauboJiee MOMYJISIPHBIX
KAHPOB B 3TOW OOJACTH SIBISIFOTCS KBECTBI, KOTOPbIE MPEAJIAraloT UTPOKAM OIIBIT
B3aMMOJICHCTBHS B BUPTyaJbHOM MHpe. KBeCcThl He TOJIBKO pa3BIEKAlOT, HO U
pa3BUBAIOT KPEATHBHOCTh M HABBIKM pelieHusi npodiem. Taxke OHM MOMOTaroT
BBIPA0OTATh B UEJIOBEKE BHUMATEIBHOCTD, MAMATh U JJOTMYECKOE MBILILICHHE.

HmeHHO mpuiiokeHue Ha MOOWJIBHOM YCTPOMCTBE MO3BOJHT I0JIb30BATEINSIM
HACJIaXXAAaThCsl KBECT—UTPOM U COBEPIICHCTBOBATH CBOM YMEHH B JH000€ BpEMS U B
aobom Mecte. B cBsizu ¢ 3THM, pa3paboTKa MOOMIIBHBIX KBECT-UIP CTaHOBUTCS
aKTyaJbHOM 3aJaueil Jafns MHOTHUX pa3pabOTUYMKOB, CTPEMSIIHUXCS — CO3/AaTh
WHHOBAIIMOHHBIE MPOYKTHI, CIOCOOHBIE YIOBIETBOPUTH NOTPEOHOCTH COBPEMEHHBIX
UTPOKOB.

Jjig peanu3anuy TakKux Urp TpeOyeTcs UCIIOIb30BAaHUE MOIIHBIX HHCTPYMEHTOB
U TexHonoru. B nummomHoit pabote OyneT paccMOTpeH MPOLECC peau3aluu
MOOUJIBHOW UTPHI B )KaHPE KBECT C UCHOIb30BaHueM 1iatdopmsl Unity. PesynbraTe
JaHHOW pabOThI MOTYT OBITh MOJIE3HBI KaK JIJIS HAUMHAIOUIUX Pa3pabOTUMKOB, TaK U
1151 00JIE€ OTIBITHBIX CHEIMATMCTOB, CTPEMSIINXCS PACIIMPUTh CBOM 3HAHUS U HABBIKH

B 00J1aCTH MOOUIILHOM UTPOBOM pazpabOTKU.
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1 AHaJu3 npeaMeTHOM 00J1acTH

Pa3zpaboTka mporpaMMHOTO MpPOJYKTa BCErJa HAYMHACTCA C AaHau3a.
TpeOyeTcst onpeenuTh KaKUM T0JIb30BATENISIM OYACT HHTEPECEH JaHHBIN MPOIYKT,
BBIOpaTh COBPEMEHHBIC TEXHOJIOTHH JUIS pa3pa0O0TKH, KOTOPBIC IMPEIOCTaBAT B
OyayieM MoJJepKUBATh U COBEPIICHCTBOBATh MPWIOKEHUE. B naHHOM pasnere
paccMaTpUBAIOTCS OOIIHE TCOPETHYCCKHE BOMPOCH! peaM3allii KBECTOBOM HTPBI
JUIS MOOWMJIBHBIX YCTPOHCTB. M3ydeHHWE STHX BOIPOCOB ITOMOXKET BBISIBHTH
OCHOBHBIE TPOOJEMBI W 3aJa4d, KOTOPbIE HEOOXOIUMO pPEIIUTh B IPOIECCEe
pa3pabOTKH MPOTPaMMHOTO MTPOIYKTA.

[lesnb MpUIIOKEHUST — TPEJOCTABUTH TOJIH30BATEISIM YBICKATSILHBIA |

MHTEPECHBIH OIBIT, KOTOPBIH COYETAaeT B ceOe DIIEMEHTHI HT'PhI U O0YYCHHUS.
1.1 Onucanue npeaMeTHOM 00J1aCTH

[IpeameTHass 00JacTh OXBAThIBAET CO3JAaHUE MOOWIIBHOIO HMIPOBOTO
NPUIIOKEHUS, pazpadoTanHoro s riatrgopmel Android ¢ ucnons3oBanuem Unity.
KBecT-npusnioskeHne TpeacTaBisieT co00W WHTEPAKTUBHYIO UIPY, B KOTOPOU
MOJIb30BATEIM  BBIMOJHAIOT — pa3jvyHble  3a7aud, pelarT 3arajkd U
B3aUMOJICUCTBYIOT C mpeameramu. OCHOBHasl I€Jdb WTPBl — pa3BleYCHUE U
WHTEJUICKTYalIbHOE Pa3BUTHE UTPOKA Yepe3 PEIICHUE JTOTUYECKHUX 3a/1a4.

KBecThl B urpax 4acto BKJIIOYAIOT B c€0sl JIEMEHTHI MCCIIEIOBAaHUs, IOUCKA
MIPEIMETOB, pellIeHUE TOTUYECKUX 3a1a4 U TIPUHSITHE PeIIeHUA. TaKkue MpuIoKeHus
IPOCTBl TE€M, YTO B HHUX HCIMOJB3YIOTCS OCHOBHBIE MEXAaHUKH, YTO IO3BOJIAET
M0JIb30BATENIO0 O0JIee OBICTPO OCBOUTH YIIPaBJICHUE.

['onoBoIOMKM B BHIIEOMTPAX MOTYT MPUHUMATh DPa3IUYHbIE (POPMBI H
MexaHuku. Hekotopble u3 HHX TpeOylOT OT UIPOKa MPAaBWIBHOTO pa3MelEHUs
00BEKTOB WJIH perieHus MuGpoB, B TO BpeMs KaK APYTHe CBA3aHBI C YIIPABICHUEM
onpeneaEHHbIMU 3JIEMEHTAMU UTPOBOrO0 Mupa. B COBpeMEHHBIX UIpax JIaHHOTO

JKaHpa 4YaCTO HCIIOJB3YCETCs LEIIOYKa KBECTOB — 3TO CCPHA SaHaHHﬁ, KOTOPLIC
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BBITIOJTHSIOTCS B ONPEIeEHHON MOCIeI0BATEILHOCTU. 3aBEPIICHUE TIPS IBIIYIIETO
3aJlaHus B IIETIOYKE, SBIISETCS 005S3aTeIbHBIM YCIOBHEM JJIsSI TOTO, YTOOBI MTOTYIHUTh
[ (S13% {011 (S

B naHHOM TpOIyKTE MOJIB30BATENIO0 HYXKHO MEPEMEIaThCs MO Pa3HBIM
JIOKAIHSIM, PallMOHAILHO COITOCTABIIATH MOJICKA3KU U HaliJICHHBIE BEIIH C 3a/1a4aMH,

rae Tpedyercs pas3rajika.
1.2 AHa/1u3 aKTyaJIbHOCTH TeMbI

B coBpeMEHHOM MHpE CyLIECTBYET MHOKECTBO WIp, YTOOBI JIOAU Pa3HbIX
BO3pacTOB MOIJIM TOJB30BaThCs MMH. KBecTroBass wrpa Oy[eT HampaBiieHa Ha
IMIMPOKUN KPYTr MoJb30oBaTenei. Tema pa3paOOTKM MOOHWIBHBIX MPHIOKEHUN B
YCIOBUSIX pACTyIIEH MOMYyJSIPHOCTH MOOWIBHBIX WIP W YBEIMUYEHUS 4YHUCIA
M0JIb30BaTENe CMapTPOHOB OUEHb aKTyajbHAa. KBECThI CIOCOOCTBYIOT Pa3BUTHUIO
JIOTUYECKOI0 MBIIIJIEHHS], KPEATUBHOCTH U HABBIKOB PELIEHUS ITPOOIIEM.

Munanuee u cpeHee MOKOJEHUS UCIIOIb3YIOT UIPBI B Pa3BIICKATEIbHBIX UIH
oOpa3oBaTeNbHBIX LesAX. KBeCThl IOMOralT pa3BUBaTh JJOTUYECKOE MBIIIUICHUE U
KpEaTUBHOCTb. Takke Wrpel MOIyT IIPOXOAMTH JETH BMECTE€ CO CBOUMH
POJIUTENSAMH, 3TO IOMOKET YKPEIUICHHIO CEMEMHBIX CBA3EH M Pa3BUTHIO HABBIKOB
KOMaH/HOM paboThI.

bonee B3pocioe moKojeHHE wYalle BCEro MnpuOeraeTr K urpam, 4TOObI
paccnabuTbcsi U OTBiIEYbCS OT TmpoOsnem. Ilonp3oBaTenu, KOTOpbIE JHOOST
pasrajplBaTh 3araJku W pelarh 3aJadd, HAWAYT B IPWIOKEHUU HHTEPECHBIN

KOHTEHT, KOTOPBI OyJe€T CTUMYJIUPOBATh UX YMCTBEHHBIE CITOCOOHOCTH.
1.3 AHaJIM3 aHAJIOTOB MTPOBBIX NMPUJIOKEHUI

Ka;mmﬁ roa Ha PBIHKE TMOABJIAIOTCA HOBBIC MWIPOBBLIC IIPUIIOXKCHUA,
npeaiararommne HOBbIC MEXAHUKH, 3aXBATBIBAIOIIIUEC CIOKCTBI U HOBLIC 3araakKu AJId

IIOJB30BaTCJIA. KBCCT—I/IFpa — OIWH K3 OCHOBHBIX JKaHPOB KOMIIBIOTCPHBIX HID,

Jlucm

rry 1.090301.37.001 l13 >

Uszm.

Jlucm Ne doxym THoonucy | [ama




NPEACTABIAIONIMI  COOOM MHTEPAKTHUBHYIO HCTOPUIO C TJaBHBIM TEPOEM,
YIPABJISIEMBIM UTPOKOM.

JIsis co3anusi TAKOro MPUIJIOKEHUS Ba)KHO MPOBECTH aHAIN3 aHAJIOTMYHBIX
peumieHuil. OTO TIOMOXKET BBISIBUTh CWJIbHBIE U  cJla0ble CTOPOHBI YK€
CYILIECTBYIOIIUX HWIP, a TaKXKe OMPENeIUTh TpeOOBaHHA K pa3padaTbiBaeMOMY
npoaykry. MccnenoBanue OyAeT MpOBOIUTHCS C TOUKH 3PEHHSI UTPOBBIX MEXAHUK,
BU3YaJIbHOTO CTWJIS, YJIOOCTBA YMpAaBJICHUS M JPYTUX KIIOUEBBIX AaCIHEKTOB,
BIMSIONIMX Ha TMOJb30BaTeNbCKU ombIT. CIOoKETHash COCTaBisIoONIas He
paccMaTpuBajach B KaueCcTBe MPEUMYIIECTBA WM HEIOCTaTKa, TaK KaK OCHOBHOE
BHUMaHHE OyJeT yIelNeHO TEeXHUYECKUM XapaKTepUCTHKaM. BynyT u3ydeHsl Tpu
MOOWIIBHBIX TPUIIOKCHUS

— cepus urp «Cube Escape Collectiony;

— xoppop — kBect urpa «The Secret Elevatory;

— Xoppop — kBecT urpa «Fran Bow».

1.3.1 Cepus urp «Cube Escape Collectiony

Cube Escape Collection siByisieTcsi COOpHUKOM UTP-T0JI0BOJIOMOK. Co3aHue
UTPBI IPOUCXOUIIO B UTPOBOM ABMKKe Unity Ha s3pikax mporpamMmmupoBanus C#
wnu JavaScript. [Ins peanuzanuu rpadukd U aHUMAIMM MCTOJIb30BAIUCH TaKHE
nporpammbl, kak Adobe Photoshop u Illustrator.

Wutepdeiic urpsl oTiMYaeTcss MPOCTOTOM M MOHATHOCTHIO. DTO JaeT
BO3MOKHOCTh COCPEIOTOUYUTHCS UTPOKaM Ha HCCIEJOBAaHUM MHUpA U PEIICHUU
roJIOBOJIOMOK. Bce MHTEpaKTUBHBIEC 3J€MEHTHI YETKO BbIIENIEHBI, IOATOMY MpPOIIE
B3aMMOJCICTBOBATh C d3JeMeHTamMH. MHTepdeilic MHBEHTaps MO3BOJSET JETKO

YOPABJISATH COOPAaHHBIMU OOBEKTAMH, 3TO MOKHO YBUJETh HA pUCYHKE 1.
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MMOJACKAa3lKH

00BEeKTH

Pucynok 1 — UnTepdeiic nHBEHTaps U MOICKA30K\

JlaHHO€ PUIIOKEHUE UMEET MOJIOKUTEIBbHBIE MTAPAMETPbI, KOTOPBIE AEJIA0T
€€ JI0 CUX IOp MOMYJISIpHOM. Takue Kak:

— MUHUMAJIMCTUYHBINA BU3yaJIbHBIN cTHIIb. Micnonib3oBana 2D — rpaduka, 310
CHIDKAET TpeOOBaHUS K YCTPOUCTBY;

— ONTUMU3ALMS TOJA MOOWIbHBIE ycTpoicTBa. Wrpa paboraer gaxe Ha
Ca0bIX yCTPONCTBAX.

HecMmoTpss Ha CBOIO MOMYJNAPHOCTh M KOJWYECTBO ocobeHnHocte, Cube
Escape Collection numeeT cBou HeocTaTKU. Takue Kak:

— 0/IHOOOpa3Hasi UrpoBas MeEXaHWKa VY TOJOBOJOMOK. IIpucCyTCcTBYIOT
NOBTOPSAIOIIMECS 3arajiki, 4YTO JEJaeT WIPOBOM IMpoLiecC MPEeACKa3yeMbIM U
OJIHOTHUITHBIM;

— OTCYTCTBHE€  HMHTEPAKTUBHBIX  BJEMEHTOB. lmeeT  oOrpaHU4YeHHbIE
B3aUMOJICHCTBUS C UTPOBBIM OKPY>KEHHEM.

1.3.2 Xoppop — kBecT urpa «The Secret Elevator»

The Secret Elevator — 3to 3D wurpa, koTopasi couetaer B ceOe >JIE€MEHTHI
TOJIOBOJIOMKH U TpHKIIoueHus. JlanHas urpa Obuia pazpaboTaHa Ha UTPOBOM
nerkke Unity ¢ ucnonszoBanuem Sl C# u nporpamm juist co3nanus 3D rpaduxu.

WNHuTepdelic B 3TOM TPWIOKEHUU C MPOCTHIMU AJIEMEHTAMH YIIPaBJICHUS,

KOTOPBIC IIO3BOJIAIOT JICTKO BSaHMOHCﬁCTBOBaTB ¢ oObeKkTamMu. DIJIEMEHTHI
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BKJIFOYAIOT B ceOs HHBCHTApPb, KHOIIKH B3aUMOACUCTBUSA U ITOICKA3KH. DT0 MoKa3aHo

Ha PUCYHKE 2.

Pucynok 2 — Untepdeiic urpsr «The Secret Elevator»

[TonoxxuTenpbHBIE ACTIEKTHI UTPHI:

— (hopMuUpOBaHKE YHUKAIHHBIX UTPOBBIX JJIEMEHTOB IPH KaXKIOM 3aITyCKe.
HexoTtoprie 00beKThI B UTPOBOM MHUpPE (GOPMHUPYIOTCSA CIAy4allHBIM 00pa3oM, 3TO
o0ecreurnBaeT BapuaTUBHOCTD MTPOXOKICHHUS;

— JIOTUYECKas CBS3HOCTh YPOBHEH. 3aJaud MOCTPOCHBI TaK, YTO PEIICHHE
OZTHOW 3araJikv BEAET K CIEIYIOLIEH.

OTpuraTebHbIC ACTIEKTHI UTPHI:

— CJIO)KHOCTh  TOJIOBOJIOMOK. BOJBIITMHCTBO TOACKA30K ¥ KITFOUEBBIX
AJIEMEHTOB CTPATAHbI B OKPY>KEHUH;

— BBICOKHE TpeOOBaHMs K yCTpOMCTBY. M3-3a neTanu3upoBaHHOU TpadukH,
UTpa HEKOPPEKTHO pabOTaeT Ha CIa0bIX YCTPOMCTBAX;

— HEOJHO3HAYHOCTH BhIpaxeHuil. DopMynHpoOBKa 3a/1a4 U MOJACKA30K HESCHBI

¥ MHOTO3HAUHBI. DTO 3aTPyAHSIET IOHUMAHHE, YTO TPEOYETCs OT MOJIb30BATENS.
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1.3.3 Xoppop — kBect urpa «Fran Bow»

Fran Bow — »3TO yHHMKanbHasi KBECT HUrpa C DJJIEMEHTAMU XOppopa H
nicuxoJjiornueckor apamel. Urpa Obiia paspaboTana Ha urpoBoM aBrkke Unity Ha
s3bike C# ¢ ucnonp3oBanueM nporpamMmmbl Photoshop st cozganus rpaduxu.

WuTepdeiic urpel mokasaH Ha pUCyHKe 3.

Pucynok 3 — UnTepdeiic urper «Fran Bow»

IIpenmyiecTBa NPUIIOKEHHUS:

— OoraTblii MHTEpAaKTUB. MHOXECTBO MNPEAMETOB W B3aMMOACHCTBHI ¢
OKPY>KEHHUEM;

— yeTKas cTpykTypa. Urpa pasaeneHa Ha OTJENbHBIE CLIEHBI, 3TO MOMOTaeT
OTCJIE)KUBATH MPOTPECC.

Henocrartku npuiioxeHus:

— NMPOOJIEMBI c ONTUMU3AIIACH. Bo3suukarot poOJIeMbl c
IPOU3BOAUTENLHOCTHIO WK TpadUKON Ha HEKOTOPHIX yCTPONUCTBAX;

— HeynoOHOe yrpaBiieHne. Menkrue 0OBEeKThI 3aTPYIHSIOT B3aUMOICHCTBHE
IIPU YIIPaBJICHUU C dKpaHa.

1.3.4 BsiBoa

Pa3pabarpiBaeMass wurpa JOJDKHA cOYeTaTb B cebe Jydllue 4YepThbl

pPacCMOTPEHHBIX  aHAJOrOoB, wW30eras HEJAOCTATKOB, YTOOBI  MPEIJIOKUTH
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MOJIb30BaTE/IsIM KAa4y€CTBECHHBIM I/IFpOBOﬁ oneIT. B Ta6JII/IH€ 1 npeaCcTaBJICHO

CPaBHCHHNEC CYIICCTBYIOIIUX aHAJIOI'OB.

Tabnuua 1 — CpaBHEeHHE aHAJIOTOBBIX UTPOBBIX MPUIIOKEHUN

Kpurepunii Cube Escape The Secret Elevator Fran Bow
I'paduxa 2D 3D 2D
I'osoBonOMKH IIpocTeie Cpennue CrnoxHble
OnTumuzanms Bricokas Cpennsis Huzkas
VYnpasnenue VY no6Hoe Y no6Hoe Heyno6noe
WNurepaktuBHOCTh | OrpaHudeHHas Cpennsis Bricokas

Hcxond W3 NOJYYEHHBIX PE3yJIbTaTOB, ObUIO MPHUHITO PEUIEHHE CO34aTh
npuwiokeHue B jxkaHpe kBecT «Lunar Echoesy», xoTopoe OyneT mpeaocTaBisiTh
yIOOHBIH uHTEpPeEiic, HaJu4yue pa3HO00pa3HBIX TOJIOBOJIOMOK,

onTuMu3upoBaHHyto 2D rpaduky, c6anaHCUPOBAHHYIO CIOKHOCTb.
1.4 TIlocTaHoBKAa 3a/1a4H

[Ipoekt npeactapisieT co0o0il pa3paboTKy 00y4aroIIero U pa3BieKaTeIbHOTO
npuwiokeHuss B Buje 2D MOOWIBHOW Wrpbhl B KaHpe KBECT, KoTopas Oyner
COOTBETCTBOBAaTb COBPEMEHHBIM TpeOoBaHUsIM WrpokoB. OCHOBHasg 3agayda
3aKJII0YAeTCs B CO3JIaHUU YBJIEKATEIbHOM M CTAaOWJIBHOW WIPBI C 3JIEMEHTaMU
MOMCKa Bellel U TOJI0BOJIOMKAMH.

OyHKIHOHATbHBIE TPEOOBAHUSA K MIPUIIOKECHHUIO:

— YETKOE pa3/ieJIeHuEe Ha YPOBHU;

— MHOYPOBHEBAs CTPYKTYpa CI0KHOCTH;

— MEXaHUKA PEUIeHUs TOJI0BOJOMOK PAa3JIMYHOIO TUIA;

— IMHAMUYECKOE U3MEHEHHE YPOBHS B 3aBUCUMOCTH OT JICUCTBUS UTPOKA;

— peanu3anusi WHTEPAKTUBHBIX OOBEKTOB, C KOTOPBIMH MIPOK MOXET

BSaHMOﬂeﬁCTBOBaTB, 141 o6paTHy}0 CBs3b C HUMM.
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HedynkunonanpHbie TpeOOBaHMS:

— MUHHAMAJIMCTUYHBIN, HO BBIPA3UTEIbHbBIN BU3YAIbHBINA CTUIIb;

— aTMoc(epHbBI 3BYKOBOM JTU3aiiH.

[Ipunoxenue

JIOJDKHO

MMpca0CTaBUTL  ITOJB30BATCIIIO KaueCTBEHHBIMN

KBECTOBBIM OIIBIT C YIIOPOM Ha PCIICHUC TI'OJOBOJOMOK H y,Z[O6HO€ YIIpaBJICHHUC,

0CTaBasCh CTAOMIIbHBIM Ha OOJBIIMHCTBE MOOUIIBHBIX YCTPONCTB.
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2 Bb10op TexXHOJI0THid pa3padoTKN MPUII0KEHH S

Pa3pabotka mnpunoxkeHuss TpeOyeT THIATENBHOTO TMOAXO0Ja K BBIOOPY
WHCTPYMEHTOB. BaskHO HaliTH coueTaHne MeX 1y PYHKIIMOHATHHOCTHIO BHIOPAHHBIX
TeXHOJOTUH U WX 3PDEKTUBHOCTHIO Mpu padoTe Ha Android ¢ pa3nUUHBIMU
TEXHUYECKUMHU XapakTepucTukamMu. B »3ToM pasgene OyayT paccMOTpEHBI

rpaduyecKre U 3ByKOBBIE PEIAKTOPhI, UTPOBBIE mu1aThopmel u All.
2.1 Urposbie miaaT@opmbl

HUrpoBoii ABMKOK — 3TO IPOrpaMMHOE 0OecrieueHne, mpeHa3HaueHHOE JIsl
pa3pabOTKM KOMIBIOTEPHBIX MIP U MPOYUX HMHTEPAKTHUBHBIX IPOTPaMM,
oOpabatsiBatonux rpaduky B peaJbHOM BPEMEHH.

Ot BBIOOpa 3aBUCUT dPHEKTUBHOCTH CO3/IaHMSI, KQU€CTBO MPOJIYKTa U €ro
IIPOM3BOJIUTEIIBHOCT HA PAa3HbIX YCTPOMCTBAX. B  HacTOsAIMH MOMEHT
MPEACTABICHO HECKOJbKO MOMYJSIPHBIX IUIATPOPM, KaKI0€ M3 HUX 001amaer
YHUKaJIbHBIMU XapaKTepUCTUKaMU, PEUMYIIeCTBAaMU U orpaHudeHusiMu. [Iposens
aHaJIM3 KJIF0UEBBIX 0COOCHHOCTEHN, HHCTPYMEHTOB M BO3MOXKHOCTEHN OyeT 0ToOpaH
HauOoJiee MOAXOMSAIIMN MHCTPYMEHT ISl pa3palOTKUA. DTO MO3BOJUT BBISBUTH
ONTHUMAaJbHBIA BapUaHT JUIsl JOCTH)KEHHSI IOCTaBJIEHHBIX 3a7ad M BBICOKHX
pE3yJIbTATOB.

Hauboinee n3BecTHbie TpU IIATPOPMBI:

— Unity;

— Unreal Engine;

— Godot Engine.

Unity — 570 MouIHasi urpoBas miaaTdopma, KOTopas NOAIEPKUBAET KpOcc-
mwiatropMeHHyo pa3paboTKy u mo3BossgeT co3gaBaTh 2D u 3D wurper [1].
OCHOBHBIM $SI3BIKOM TIporpamMupoBaHus aBisiercss C# [2]. [IBUXKOK TOKa3aH Ha

pucyHke 4.
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Pucynok 4 — Unrtepdeiic Unity

[Ipeumyiiecrna:

—ontumuzanus 1oa Android. OTiuyHas NPOU3BOAMTENBHOCTh JaXKe Ha

ciadbIX ycTpoicTBax [3];

— o0mmpHas qoKkyMeHTarus. bonpiias 6a3a 3HaHUT.

— MHOKECTBO MHCTPYMEHTOB U OnbanoTek [4];

— MOAJIEPKKA PA3TUYHBIX Pa3pEIICHU SKPAHOB;

— JIOCTyIHa 0€3 HEOOXOAMMOCTH TPUOOPETEHUS JTUIICH3UH.

Henocrartku:

— CIIOKHOCTB UHTEp(deiica [5];

— BO3MOXKHBIC HpO6J'ICMBI C MPOU3BOANTCIIBHOCTLIO.

Unreal Engine — uHCTpyMeHT, IpeAHA3HAYEHHBIN 1St co3nanus urp 2D u 3D

C pEATMCTUYHON TrpadUKONl M CIOXKHON (PU3MKOW, MPEACTaBIEH Ha PHUCYHKE 5.

[lognepxuBaer nporpammupoBaHne Ha C++ M BH3yaJIbHOE CKPUITOBAaHHUE C

nomoIsio Blueprints.
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Pucynok 5 — Unrepdeiic Unreal Engine

[Ipenmymecrna:

— BBICOKOKa4eCTBEHHAs rpaduKa 1 MPOABUHYThIE 2P PEKTHI;

— TIOJIXOJIUT JIJIs CIIOKHBIX ITPOEKTOB;

— He TpedyeTcsi npuodpeTeHNe JTUICH3NH.

HenocraTtku:

— BBICOKHE CUCTEMHbIE TPeOOBaHMUS;

— CJIO’KHOCTb ONITUMH3ALNH IS CIA0BIX YCTPOUCTB;

— OrpaHHuYEHHAas JOKYMEHTAIHs 10 MOOMJIbHOM pa3paboTKe.

Godot Engine — urpoBo#i ABMKOK C OTKPBITBIM UCXOJHBIM KOZOM, IOAXOIUT

st 2D u 3D urp, n3o0paxeH Ha pucyHke 6.

Pucynok 6 — Unrepdeiic Unreal Engine
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[Ipeumyiiecrna:

— OBICTPBIiI 3aIyCK U COOpKa;

— HU3KHEC CUCTCMHBIC Tp€6OBaHI/I}I;

— y100HBIE BCTPOEHHBIE UHCTPYMEHTHI.

Henocrartku:

— MCHCC pa3BuUTasA JOKYMCHTAIINA,

—HCAOCTAaTOK HHCTPYMCHTOB.

[Tocne omucaHus OCHOBHBIX XapaKTEPUCTHUK Tpex Immiatrgopm Oblia

COCTaBJICHA CpaBHUTCIIbHAA Ta6J'II/II_Ia, MMO3BOJAIOIIAA IIPUHATDH 00OCHOBAaHHOE

pelleHue npu BeIOOpE.

Ta6nuna 2 — CpaBHUTENIbHAS TaOJIMIA UTPOBBIX TIATHOPM

Kpurepuit Unity Unreal Engine | Godot Engine
I'paduxa Xopomas OtnuuHas Cpenusis
IIpon3BOAUTENBHOCTD OntumaneHas | TpeboBatenpHas | Jlerkas

A3bIk C# C++/Blueprints | C#/GDScript
IPOrpaMMHUPOBAHUS

MoOumnbHas Jlyumas Cpennss OrpannyeHHas
ONTHUMM3ALUs

JloxyMeHTanus OrpomHas bonpmas Cpennsis
CroumMocTh becninatHO becnnatHo becnatHo

Ha ocHoBe cpaBHUTENBbHOM TaOMUIBl 2 cliefiaH BeIBOM, uTO Unity sBiIsieTCS

OIITUMAaJIbHBIM BBI60pOM,

couetass B ceOe IMPOCTOTY OCBOCHUS, XOPOUIYHO

MPOU3BOJIUTENIBHOCT, Ha Android u Bce HEOOXOAUMBIE HMHCTPYMEHTHI IS

pcain3alnuu.

Uszm.
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2.2 I'paduyeckuil pegaKkTop

B co3manuu MOOMIBHOTO NPUIIOKEHHUS BAXKHYIO POJIb UTPAeT CO3AaHHE
BU3YaJIbHBIX 3JIEMEHTOB, TO €CTh (OHOB, MHTEpENCcOB, OOBEKTOB U APYIrHX
rpajuueckux  pecypcoB. B nmaHHO o0jacTh  MIMPOKO  MPUMEHSIOTCA
npodeccuoHanbHble pefakropsl. Hanbonee nonymnspHele:

— Adobe Photoshop;

— Adobe Illustrator.

Adobe Photoshop — 310 mpodeccronanpHOe TMporpaMMHOE OOECTIeUCHHE
JUTSL pEAAKTUPOBAHUS U300paKeHUH, CaMbIil U3BECTHBIN U IIUPOKO MCIIOJIb3yEMbIi
rpadgudeckuii pexaktop B mupe [6]. JlanHOE pritoKeHne N300paKeHO Ha PUCYHKE

7.
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Pucynoxk 7 — [Ipunoxxenue Adobe Photoshop

IIpenmyiecrna:

— MOAIEPKKa PacTPOBOM rpaduKu, CI0€B U Macok. [loaxoauT nmst cripaiiTos
U TEKCTYP;

— WIUPOKUI HAOOP UHCTPYMEHTOB JJI1 PUCOBAHUS U PEIaKTUPOBAHUS;

— COBMECTUMOCTh C WrpoBbIMH JBWXKamu. @Popmar PNG gjerko
ummnoptupyetcs B Unity;

— 00JIBIIIOE KOJIMYECTBO O0YUaIOIIUX MATEPHAIIOB.
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Henocratku:

— 007B1110# pa3mep ¢aitos;

— BBICOKHE CUCTEMHbIE TPEOOBAHNUS;

— IMEET IUIaTHbIE HHCTPYMEHTHI.

Adobe Illustrator — BeKTOpHBIN rpaduueckuii peaakTop, Ipea3Ha3HaueHHBIHI
IUIL COJIaHUSl MacIITpaOupyeMoil rpaduKu, JOTOTHIIOB, UKOHOK U WJUTIOCTPALIU.

WnTepdeiic npunoxeHus npeacTaBieH Ha PUCYHKE 8.

D
a
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= |
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o

Document Setup.

Document Color Mode:

cAa> FOW

File info...

Print...

Pucynoxk 8 — IIpunoxxenue Adobe Illustrator

[Ipeumyiecrna:

— BekTopHass rpaduka. M3o0paxeHus wmacmTabupyroTcs 0e3 mnorepu
KauyecTBa;

— TOYHBIE  WHCTPYMEHTHI  pucoBaHusa. [logxomuT misg  co3maHwms
UHTEPPENCHBIX 3JIEMEHTOB;

— MeHbllle pa3Mep (GaiioB. BekTopeie H300pa)K€HUsT BECSIT MEHBIIE
pPacTpOBBIX.

Henocratku:

— HE MOAXOAUT JJIs co3/laHus pacTpoBoii rpaduku. Heynoben ass co3nanus
CIIPAliTOB U TEKCTYP;

—CJIO)KHOCTh ~ CO3JIaHUS  CIIOKHBIX TeKcTyp. OrpaHudeHHBIM HAOOD

HHCTPYMCHTOB JIAd pa6OTBI C IUKCCIIAMU.

Ha ocHOBe OCHOBHBIX KpuTepuii ObUla cocTaBieHa Tabnuua 3 i BbIOOpa
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rpaduuecKoro peaakropa.

Tabmuia 3 — CpaBHeHHE TpadhUUECKUX PETAKTOPOB

Kpurepnii Photoshop [lustrator

Tun rpaduxu PacrtpoBas BekropHnas
MacimrabupoBanue | TepsieT KauecTBO bes nmorepn

WuTepdeiic urpsl [Tonxonmut mus Tekctyp | He mogxomut noist Tekctyp
DKcnopt PNG, JPG SVG, EPS

CI10XHOCTH Cpennsisa Briie cpenneit

OCBOCHHUS

bonee yHuBepcanbHBIM M YAOOHBIM MHCTpyMEHTOM siBisieTcst Adobe
Photoshop, Tak kak JaHHBII peJaKTOp JIy4Ile NOIXOAUT I CO3AaHMsI M 00paboTKU
TEKCTyp U BHU3yaJbHBIX 3J€MEHTOB. VMeeT ymoOHbIN 3KCHOpPT M THOKHI Habop

HHCTPYMCHTOB, KOTOPbIC MOKHO KOM6I/IHI/Ip0BaTB.
2.3 My3bIKaJIbHbIN peIaKTOp

Co3nanue 3ByKOBOro OGopMIIEHHS MMeEeT OOJbIIYI0 Ba)KHOCTb, TaK Kak
BIMAET Ha BOBJCUYEHHOCTh IMoOJb30BaTens. Jlus co3maHus ayIHOKOHTEHTa
Pa3pabOTYHKK UCTONB3YIOT NU(POBBIE ayAHOCTaHIIMK. ByayT pacccMOTpeHBI ABa
HOIYJISIPHBIX peJaKTopa:

— BandLab;

— FL Studio.

BandLab — »3T10 mmardgopma ans cozmanus My3bikd. OHa 1O3BOJISET
3aIlMCBIBATH U PEAAKTUPOBATDH ayU0, J00ABIATH dPPEKThl, MUKIIUPOBATH TPEKU U
HKCIIOPTUPOBATh ayAHO B pas3iauuHbiX ¢opmatax. [lmatdopma uzoOpakeHa Ha

pucyske 9.
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Mepetawute nyn unu dain ayauo/MIDI/video

Pucynox 9 — ITnardopma BandLab

[Ipeumymiecrna:

— HE TpedyeTcs MpuodpeTeHne IUICH3NN;

— mpocToTa uHTepderica;

— 00J1a4HOE XpaHEHHE.

Henocrartku:

— OTPaHUYEHHbBIE BO3MOKHOCTY TOHKOM HACTPOWKHU 3BYKA;

— 3aBUCUMOCTDb OT UHTCPHCT-COCANHCHM .

FL Studio — mnpodeccuonansuas mudpoBas ayauoCTaHIIMS,

HIUPOKO

UCIIONIb3yeMasi B My3bIKaJIbHOM nHAYycTpun. IHTEepdeiic 1 THCTPYMEHTHI pelakTopa

MpeacTaBiIeHbl Ha pucyHke 10.

Pucynok 10 — ITnardhopma FL Studio

szm.
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[Ipeumyiiecrna:

— npoddecroHanbHbI HAOOP HHCTPYMEHTOB;

— BO3MOXHOCTb CO3/1aHHUS CJIOKHBIX KOMIIO3UILINN;
— TOYHOE peJaKTUPOBAHUE HOT U pUTMA.
Henocrartku:

— CJIOKHBINA UHTEpPENC;

— IJIaTHASI JTULEH3US;

— BBICOKHEC CUCTCMHBIC Tpe6OBaHI/IH.

Tabnuua 4 — CpaBHUTENIbHAS TA0IUIA MY3bIKAJIBHBIX PEIAKTOPOB

Kputepuit BandLab FL Studio
CroumocTthb becrutathblii [InatHbI
CI10KHOCTh OCBOEHUS Huskas Bricokas
TpeboBanus k ycrporctBy | Huzkue Bricokue

O yHKIIMOHAIIBHOCTh bazoBas [Tpodeccronanbras

Ha ochoBe Tabmuupbl [isi CcO34aHMsI WIPHl  Ha

MPEANOYTUTENBHBIM BBIOOpOM siBlieseTcsi penaktop BandLab. On we Tpebyer
CIEIUATbHBIX HABBIKOB PA0OTHI ¢ MpOo(ecCHOHATBLHBIME CTAHIUSIMH, MPH 3TOM

npeaoCTaBIIsACT HCO6XOI[I/IMI>IC HHCTPYMCHTBI JIA CO3JaHUA Ka4eCTBCHHOM

MY3bIKaJIbHON COCTABIISIFOIIEH.

2.4 SI3pIk MpOorpaMMupoOBaAHMS

Tak kak Unity Obl1a BeIOpaHa Kak UrpoBas miatgopma, TO JJIs HAIMMCAHUS

Koja OyzaeT ucrnonb3oBaH 36k C# B Microsoft Visual Studio 2022 [1]. Ha pucynke

11 nokasan unrepdeiic TaHHOTO MPHUIIOKEHHUS.

Android Oozee

| JTucm Ne dokym Toonucs || Jlama
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» e

- 43 HeartController
ing UnityEngin:

Destroy(gameObject);

Pucynok 11 — Ilpunoxenue Microsoft Visual Studio 2022

C# — 310 00BEKTHO-OpUeHTUPOBaHHbIN All, OH MMPOKO UCTOIB3YETCS A
CO3/aHUS Pa3JIMYHBIX THUIIOB INPUJIOKEHUH. J[aHHBIA S3BIK SIBISETCS OCHOBHBIM
sa3bIKOM  JuIst  paspabotku B Unity, uYTro oOecrneurnBaeT MaKCHUMAaJIbHYIO
COBMECTUMOCTD U MOAJIEPKKY BCEeX PYHKIMMA JBUKKA [7].

[Ipeumyiiecrna:

— KOMIIWJIMPYEMBIH  SI3BIK, YTO OOECHEUMBAET BBICOKYIO  CKOPOCTb
BBITNIOJIHEHMSI KOJIA 10 CPABHEHMIO C IPYTMMH A3bIKaMH [ 8];

— MOJAJIEP’)KKa MHOTOMOTOYHOCTH TMO3BOJISIET 3()(PEKTUBHO pacmpeneniirh
BBIUUCIIUTENbHBIE HATPY3KU;

— YeTKUH U CTPYKTYpUPOBAHHBIN CHHTAKCHC, OOJieryaeT HamMCaHHe U
HOJIEPAKKY KOJIa;

— BCTPOEHHBIE  MEXaHU3Mbl  OOpPaOOTKM  MCKIIOYEHUH  IOBBIILAIOT
CTaOUIILHOCTD MIPUIIOKEHUS;

— o0uiue yueOHBIX MaTepHasioB, (GOPYMOB U rOTOBBIX perteHuit Ayt Unity Ha
CH#.

Al C# nemoHCTpUpYET MOTHYI (YHKIIMOHATHHYIO TOCTATOYHOCTH [IJISt

PCUICHHUA BCCX IMOCTABJIICHHBIX 3a/1a4 paspa60TKH.
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3 ApxXuTeKkTypa MOOMJIbHOW KBECT - HTPbI

ApXUTEeKTypa  CTPOMTCA C  Y4Y€TOM  NPUHLMUIIOB  MOZYJBHOCTH,
MacITabUpyeMOCTH M ONTHUMAJbHOW MPOU3BOJUTEIBLHOCTY HAa MOOMJIIBHBIX
ycTpoiicTBax. OCHOBHOE€ BHUMAHHE YAENSAETCA KIOUYEBbIM KOMIOHEHTAM CUCTEMBI,
UX B3aUMOJICUCTBUIO U CTPYKTYPHOU opraHu3anuu [9]. ApXuTeKTypa Urpbl J1eIuTCs
Ha 2 OCHOBHBIX YaCTH.

KnuenTckast ctopoHa B ce0st BKIIOYAE€T HECKOJIBKO MapaMeTPOB:

— urpoBoil 1BMKOK. OcHOBHas 1iatdopma A pa3paboTKu, cojaepiKalias
MHCTPYMEHTHI Jig co3nanus 2D rpaduku, anumanuu, GU3nKy U YIpaBIeHUs;

— cuenbl. Kaxxias nokanus Urpsl IpeACTaBIEHA OTACIbHON CLIEHOM, KOTOpas
3arpy»aeTcs 1o Mmepe HeoOXOANUMOCTH;

— wurposas jgoruka. Ckpuntsl Ha C# U1l yIpaBIeHHUs] UTPOBBIM IPOLECCOM,
BKJIIOYAsl B3aUMOJCICTBUE C 0OBEKTaMH, YIpPaBJICHUE MEPCOHAKEM U 00pabOTKy
cobprtuit [10];

— TO0JIb30BaTEIbCKUI UHTEp(EiCc. DIeMeHThl HHTepeiica, Takue Kak MEHIO,
WHBEHTAph U AUAJIOTH;

— ayauo. 3BYKOBbIe 3(P(GEKThl M My3bIKa, HCIOJIb3YyEeMble IJIsi CO3JaHMS
aTMoc(epsl U YIyUIIEHUS UTPOBOTO OIBITA.

KoHnreHT BKItO4aeT B ce04:

—rpaduka. 2D Mojenu, TEKCTypbl M aHMMAIMH, HCIOJb3yeMble IS
BU3yaJIM3al[ii UTPOBBIX 0OBEKTOB U MEPCOHAKEH;

— cueHapui. Jlornka KBeCTOB, BKIKOYAs 3a4a41 U THAJIOTH.

B pa3zpabarpiBaeMoii UTPOBOM CHUCTEME MPETyCMOTPEH €IMHCTBEHHBIM THII
nonb3oBaresst — «Mrpok». Ero ocHOBHBIE KpUTEpHUU:

— YIPABJIICHUE UIPOBBIM CE€aHCOM. HMHunmamusanus HOBOTO WIPOBOIO

npoliecca. 3aBepllieHre TeKYIIEero npoiecca.
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— HaBWTaIys mo mpoctpaHcTBy. [locnenoBarenbHOE MepeMenIeHHe MEKIY
JoKauusMu (KoMHaTamu). B3aummopelicTBUE C WHTEPAKTUBHBIMU DJIEMEHTAMH
OKpY>KEHHUSI.

— pelleHWe WrpoBbIX 3a7ady. BBINOTHEHHE JOTMYECKHX T'OJIOBOJIOMOK.
B3aumMoneiicTBie ¢ aHUMUPOBAaHHBIMH OOBEKTAMH. AKTHBAIMS WHTEPAKTUBHBIX

AJIIEMEHTOB YIIPABJICHHUS.

— 3aBeplIEHHEe WrpoBOr0  IWKiIa. Pecrapr  wurpoBoro  mpoiiecca.
OxoHYaTeIbHOE 3aBEPIICHUE UTPOBOI CECCUM.

JlauHbIN (QyHKIHMOHAN peanu3yeT 0a30BbIA MITPOBOM LMKI, OOecreunBas
MOCNIEAOBATEIbHOE MPOXOXKIACHUE KOHTEHTa C BO3MOXHOCTH IOBTOPHOTO
NPOXOXKJICHUS WM 3aBEpIIEHHs] WIPhl MO KENaHWIO MoJjb3oBaTens. Ha ocHoBe
aHaJln3a OCHOBHBIX KPUTEPUEB MOJIB30BaTENs ObliIa CO3/1aHa UarpaMMa BapHaHTOB

HCIIOJBb30BaHus, OHa IIpEACTaBJICHA HA pPUCYHKC 12.

Wrpok

naeHoe meHo
7N
¥ b
Hauate urpy
v
KomHaTal+Keectl
gl |
I.f'j KomHata2+Keecr2
| 2 + 3

KomHaTa3+Keect3

¥

. DUHaNeHan KOMHaTa

¥

BeecTu Kog

\ ¥ |
\ - . {
"\\ _Km-i UoBKa Ill.'
\ . /
\ J_/ \-\* '-’,
Ha4aTe 3aHDBO ( BeiATK

Pucynok 12 — UML — auarpaMMa BapuaHTOB UCITOJIb30BaHUS

OnucaHre OCHOBHBIX B3aMMOJICHCTBHIA:
- ITonp30BaTens HaxxuMaeT Ha «Havaso urpsn.

- Cucrema nociae10BaTeNbHO 3arpyKaeT TPU KOMHATHI C KBECTAMH.
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— [Tocie kax101 roJI0BOJIOMKH NIEPENAETCS YACTh KOJA.
— ®urHanbHas TPOBEPKA KOJIa C IByMsI BApUAHTaMHU UCXO/1A.
Ha ocnHoBe storo Ovuta caenana UML — guarpamma mociie1oBaTelIbHOCTH,

oHa n300paxxeHa Ha pucyHke 13.

Iil'lrm:wn FnaeHs IKPaH | Wrposoi meHenmep KomHaTa 1 KomHata 2 KomHaTta 3 KomHata 4 (PuHan) :

HamnmaeT "Havams wrpy"
3anycKk Wrobl
3arpy3ka koMHaTel 1
PewaeT ronosonomMky 1

PewaeT ronoBonoMKy 2

FonosonomMka 2 pewena

3arpy3xa KoMuaTel 3

PewaeT ronosoncMey 3

< FonoRonoma 3 pewena

3arpy3xa QUHANLHOA KOMMEThI

BBOOMT koA (M3 KOMHAT 1-3)

MNposepka koga

Yenex

¢ Mo3apasnerme, Korew nrpsl

Owwbka

BuBupaet "Hauats 3anos0” wnn “BuldTn”

Hayate 3aH0B0
T

Brixo 13 urpel

Ii.ﬂrpmr. | FnasHei IKpaH | Wrposo@ mexenxep KomHata 1 KomHata 2 Komnata 3 | Komuata 4 (@uHan) |

Pucynok 13 — UML — nuarpamma nociegoBaTeibHOCTH

Pa3pabatbiBaeMass  urpa  JoOJKHAa  JAEMOHCTPUPOBATh  CTAOMIIbHYIO
MPOU3BOJIUTEIIBHOCTh U (PYHKHMOHUpPOBaHHE Bcex cucteMm [l]. OTo TpeboBaHue
00CyJIOBIIEHO HEOOXOMMOCTRIO OOecTieueHrnsi KOM(POPTHOTO UTPOBOTO Ipoliecca
JUIsl oab3oBarenis. [loaToMy HHKe MpeAcTaBieHbl MUHUMANIbHBIE TPEOOBaHUS K
YCTPONCTBY UTPOKA JIsl KOPPEKTHOTO UCIIOIH30BAHUS MTPUIIOKEHUS

— Omneparmonnas cuctema: Android 8.0 u BeIe

- [Ipoueccop: 2.0 I'T'u, muaumym 4 sapa

— OnepartuBHas namsatb (RAM): 3 I'b u Bbitie

— CBobosHOE MecTo Ha ycTpoiicTe: oT 150 Mb

— Pa3pemienne sKpaHa: TOAJAEPKKA COBPEMEHHBIX OJKPAaHOB C
COOTHOILIEHHEM CTOPOH 16:9 u BbIlIE

- WNHTepHeT-coeqnHeHne: He TpedyeTcs

Jlucm

rry 1.090301.37.001 13 26

Hsm.| Jlucm Ne 0okym Toonucwy | Hama




4 Peanu3anusa n TCCTUPOBAHUEC NIPUJIOZKCHUA

[lepBbIit aTan B pa3pabOTKe KBECT - MPUIOKEHUS — ITO CO3/IaHUE CIEH, TO
€CTh HAuYaJbHOTO, KOHEYHOI'O0 OJKpaHa, KOMHAT M SKPAaHOB C JIOTHYECKUMU
3aragkamu. J[is Kakqoil KOMHATHI Oblla OTPHCOBAaHAa yHHKajibHas ocHoBa [11].
UT0OBI B UTPOBOM MPOILIECCE MOJIB30BATENb MOT B3aMMOJIEHCTBOBATH C TPEAMETAMM,
JIPYTUMU CIIOSIMU OBUTM HAPUCOBAHBI OOBEKTHI NJII MHTEPAKTHBA U OCHOBHBIX
KBeCTOBBIX 3amanuii [12]. B 1 komuare — «Kpectuku- Homukm», Bo 2 — «Ctpennda
no yrkam», B 3 — «Ortramaii 3araaky», B 4 — «BBenutre koa». Bce ciienbl

IpPEICTaBIICHbI HA pUCYHKax 14 - 16.

Pucynox 15 — Bce koMHaThI ¢ 100aBiIeHNEM OOBEKTOB ISl B3AMMO,ICHCTBUS
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PucyHok 16 — DkpaHbl KBECTOB

Jns kaxmod cieHsl ObUIM HamucaHbl CKpunThl. B (aiine Starter.cs
npencraBieH ckpunT Ha C#, KOTOPBIA BBIMOITHSAET JBE OCHOBHBIC (YHKIIWH,
«3anmyck urpel» u «BbIX0oa» W3 Hee Ha HaydadbHOM HKpaHe. CKPUNT CIYKUT

KOHTPOJIJIEPOM JIJIs1 KHOIIOK MeHIo [ 13].

using UnityEngine;
using UnityEngine.SceneManagement;

public class Starter : MonoBehaviour

{
public void StartGame ()

{

SceneManager.LoadScene ("Rooml") ;

public void QuitGame ()

{
#if UNITY EDITOR

UnityEditor.EditorApplication.isPlaying = false;
felse
Application.Quit () ;
#endif
}
}

Takxe OblT HapuCOBaH WMHBEHTAph NJIsi 00bEKTOB W HamucaH koll. Kon B
daiine InventorySystem.cs peamusyeT TPOCTYIO CHUCTEMY YIPaBICHUS C

(UKCHPOBAHHBIM KOJMYECTBOM CJIOTOB.

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.EventSystems;

public class InventorySystem : MonoBehaviour
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public InventoryItem[] inventorySlots = new InventoryItem[3];
public LockController lockController;

void Awake ()
{
InitializeInventoryItems();

}

private void InitializeInventoryItems ()
{ for (int i = 0; i < inventorySlots.Length; i++)
{ if (inventorySlots[i] != null)
{ inventorySlots[i] .Initialize (i, this);

}
}

public void OnItemClicked(int itemId)
{

lockController?.0OnInventoryItemClicked (itemId) ;
}

public Sprite GetlItemSprite (int itemId)
{

return IsValidItemId (itemId) ? invento-

rySlots[itemId].ItemSprite : null;

}

public void SetItemVisible (int itemId, bool wvisible)
{

if (IsValidItemId(itemId))

{

inventorySlots[itemId].gameObject.SetActive (visi-

ble);

}

public void SetItemsInteractable (bool interactable)
{
foreach (var slot in inventorySlots)
{
if (slot != null) slot.SetInteractable(interactable);
}
}

private bool IsValidItemId(int itemId) => itemId >= 0 && itemId

< inventorySlots.Length;

}
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JlaHHbIN CKPHUIIT B3aUMO/JICCTBYET C JJIEMEHTAMU

Inventoryltem.cs u kouTposuiepom 610kupoBoKk LockController.cs.

HWHBCHTApP

B HCpBOfI KOMHATC I'OJIOBOJIOMKA 3aKJIHOYaCTCA B UT'PC <<erCTI/IKI/I—HOJ'II/IKI/I>>

¢ poboTOM, KOTOpBIM cTaBUT 3HaK ciydaiiHo. Koa B aiine RobotDialog.cs

peanu3yer Oecemy ¢ pPoOOTOM, KOTOPBIM MOCIEIOBATEIHLHO BBIBOAUT (pasbl ¢

s dexTom meuatu u 3amycket urpy. [lociae mobGepr OH MOKa3bIBAET APYTrON THATIOT

C HarpaJion. ITo NOKa3aHo Ha pUCyHKe 17.

[NpuBeTCTBYIO,
UIrPoK

Pucynok 17 — lnanor ¢ po6otom

Peanuzanus mepBoi 3araJkud ¢ BBIBOJIOM CTaTyca HaxoAWTcs B (aiiie

TicTacToeGame.cs. 3a mepexoi Ha JpPYyryl JIOKAIMIO OTBEYAET CKPUIT B

NextSceneArrow.cs. On wucnons3yer wunrepdeiic [PointerClickHandler® nns

00pabOTKHN KacaHUH.

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
using UnityEngine.EventSystems;
using System.Collections;

public class NextSceneArrow : MonoBehaviour, IPointerClickHandler

{
[Header ("Settings") ]
public string nextSceneName;

private bool isTransitioning = false;
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public void OnPointerClick (PointerEventData eventData)

{
if (!isTransitioning && !string.IsNullOrEmpty (nextScene-
Name) )

TransitionToNextScene () ;

private void TransitionToNextScene ()

{

isTransitioning = true;

SceneManager.LoadScene (nextSceneName) ;

}
}

TpeOyeTcss KIMKHYTh HAa MOHUTOP BO BTOPOWM KOMHATe, 4TOOBI HAYaTh
NPOXOXKJIeHHe JApyroro kBecta. Jlyisgs Hero ObUIM HamucaHbl Koja B (aiine
DuckController.cs, KOTOpbIii ympaBiseT MOBEICHUEM «YTOK» B HUTpe, peamu3ys
JBIDKEHUE K 3aJIaHHOW TOYEK, 0OpaOOTKy BBICTPEJIOB MO HUM W BHU3YaJbHYIO
omnaaky, 1 B DuckHuntGame.cs, KOTOpbIii OTBEYaeT 3a IMOSBJICHUE DJIEMEHTOB,
MOJICYET OYKOB, MHTEpdeiic 1 3aBepiieHne urpsl. Ha pucynke 18 mokazano, kak 310

BBITJIAIWUT B IIPUTTOKCHUM.

Pucynok 18 — MaTepdeiic urpsl ¢ yrkamu

C npeanocnenHen TOKaMu HYKHO Ha)XaTh Ha pacTeHHE, YTOOBI OTKPbLIACh

nocienHss 3aragka. OHa peanusoBana B (aiiie RiddleSystem.cs , on comepxkur
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CHUCTEMY BOIIPOCOB C TpeMs BapuUaHTAMH OTBETOB, OTOOPAKEHUEM TMaHEJH,
IJIaBHBIM TIOSIBJIEHWEM 3aTeMHEHHOTo (oHa, 00pabOTKOW BBIOOpAa U TMOKA30M
CTPEJIKH MOCTIe PABIIBHOTO OTBETA.

B mocnennelt komHaTe HEOOXOAUMO BBECTH B MPABUIBLHOM TIOPSIC
noJry4eHHbIe UG PHI paHee, 4To0kl gourpartsh a0 koHma. Ckpunt «LockControllery
peanu3yeT UTPOBYIO JIOTHKY 3aMKa C KOJOBBIM BBOJIOM Yepe3 IPEIMETh UHBEHTAPS.
On ynpasnset Ul-manenpio 3aMKa, OTCIICKUBACT BBOJ KOJa C TOMOIIBIO MMPEIMETOB

Y3 UHBEHTAPsl U POBEPSIET NPABUIBHOCTD BBEAEHHOIO KOJA.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

public class LockController : MonoBehaviour, IPointerClickHandler
{

[Header ("Settings") ]

public int correctCode = 138;

public float resetDelay = 2f;

[Header ("References") ]

public GameObject lockPanel;

public Image[] codeSlots = new Imagel[3];
public InventorySystem inventorySystem;
public GameObject zamok;

public GameObject arrowObject;

private int[] enteredDigits = new int[3] { -1, -1, -1 };
private int currentSlotIndex = 0;

private bool isLockActive = false;

private Dictionary<int, int> itemIdToDigitMap = new Diction-

ary<int, int> ()
{

{0, 11,

{1, 3},

{2, 8}
i

private void Awake ()

{
if (arrowObject != null) arrowObject.SetActive(false);
lockPanel.SetActive (false);
InitializeCodeSlots () ;
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private void InitializeCodeSlots()

{

foreach (var slot in codeSlots)
{
if (slot !'= null)
{
slot.gameObject.SetActive (true);
slot.sprite = null;
slot.color = new Color(l, 1, 1, 0.5f);

}

public void OnPointerClick (PointerEventData eventData)
{

if (!isLockActive) OpenLock() ;
}

private void OpenLock ()

{
isLockActive = true;
lockPanel.SetActive (true) ;
inventorySystem.SetItemsInteractable (true);
currentSlotIndex = 0;

}

private void CloseLock()
{
isLockActive = false;
lockPanel.SetActive (false);
StartCoroutine (CloseGame () ) ;
zamok.SetActive (false);
inventorySystem.SetItemsInteractable(false);

}

public IEnumerator CloseGame ()

{

if (arrowObject != null)

{

arrowObject.SetActive (true);

CanvasGroup arrowCanvas = arrowObject.GetCompo-
nent<CanvasGroup> () ;
if (arrowCanvas != null)
{
arrowCanvas.alpha = 0;
float fadeTime = 1f;
float timer = 0;

while (timer < fadeTime)

{
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timer += Time.deltaTime;

arrowCanvas.alpha = Mathf.Lerp(0, 1, timer /
fadeTime) ;

yield return null;

}

public void OnInventoryItemClicked (int itemId)
{

if (!isLockActive || currentSlotIndex >= codeSlots.Length)
return;

var sprite = inventorySystem.GetItemSprite (itemId):;

if (sprite == null) return;

codeSlots[currentSlotIndex].gameObject.SetActive (true);
codeSlots[currentSlotIndex].sprite = sprite;
codeSlots[currentSlotIndex].color = Color.white;

enteredDigits[currentSlotIndex] = item-
IdToDigitMap[itemId];

inventorySystem.SetItemVisible (itemId, false);

currentSlotIndex++;

if (currentSlotIndex >= codeSlots.Length)
{
CheckCode () ;
}
}

private void CheckCode ()
{

int enteredCode = enteredDigits[0] * 100 + enteredDig-
its[1] * 10 + enteredDigits[2];

if (enteredCode == correctCode)
{
Debug.Log ("Code correct!");
CloseLock () ;
}
else
{
Debug.Log ("Wrong code!");
StartCoroutine (ResetLock()) ;

}

private IEnumerator ResetLock ()

{
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yield return new WaitForSeconds (resetDelay);

for (int i = 0; i < enteredDigits.Length; i++)
{ if (enteredDigits[i] !'= -1)
{ foreach (var pair in itemIdToDigitMap)
{ if (pair.Value == enteredDigits([i])
{

inventorySystem.SetItemVisible (pair.Key,
true) ;

break;
}
}
enteredDigits[i] = -1;

}

InitializeCodeSlots () ;
currentSlotIndex = 0;
}
}

B moOunbsHOE npusioskenne ObutH T00aBICHBI HE TOJBKO TOJIOBOJIOMKH, HO H

MHTEPAKTUBHbBIC DJIEMEHTHI [7]:

— [Tepexmtouatens (toggle) ma Ul-anementa ¢ uzoopaxeHueM (oHaps,

KOTOPBI MEHSET CpalT npu kiuke B ¢aitine LanternToggle.cs.

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.EventSystems;

[RequireComponent (typeof (Image) ) ]
public class LanternToggle : MonoBehaviour, IPointerClickHandler
{

public Sprite lanternOnSprite;

public Sprite lanternOffSprite;

private Image lanternImage;
private bool isOn = false;

void Awake ()

{
lanternImage = GetComponent<Image> () ;
lanternImage.sprite = lanternOffSprite;

}

public void OnPointerClick (PointerEventData eventData)

{
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ToggleLantern () ;
}

private void ToggleLantern ()
{
isOn = !isOn;
lanternImage.sprite = isOn ? lanternOnSprite : lanternOff-
Sprite;
}
}

— [Ipy HaxaTMM Ha 4Yachl, NPOUCXOOUT NEPEKIIOYEHUE MEXIY
HOPMAJIbHBIM U "CJIOMJIEHHBIM" COCTOSIHUEM, a Takxke J00aBisieT 3 eKT Tpscku

pU MOBTOPHOM KIIMKE, 3a 3TO oTBedaeT ckpunt «Clocky.

— NHTepakTUBHOE TMOBEIEHHE CO0AKHU, pearupyromed Ha KIHKJ
noJjb30BaTelsi, mpeacTaBieHo B daiine InteractiveDog.cs. Ilpun Haxkatum cobaka

00 n31aéT jai, MO0 MoKa3bIBaeT aHUMHUPOBAHHOE CEP/IIIE.

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using System.Collections;

[RequireComponent (typeof (Image) ) ]
public class InteractiveDog : MonoBehaviour, IPointerClickHandler
{

[Header ("Dog Settings") ]

public AudioClip[] barkSounds;

public Sprite heartSprite;

public Transform heartSpawnPoint;

[Header ("Heart Settings") ]
public Vector?2 heartSize = new Vector2 (100, 100);
public float heartScale = 1f;

[Header ("Timing Settings") ]

public float actionDelay = 3f;
public float heartDisplayTime = 1f;
public float fadeDuration = 0.3f;

[Header ("Probabilities") ]
[Range (0, 100)] public int heartChance = 70;

private AudioSource audioSource;
private bool canInteract = true;
private Image dogImage;
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void Awake ()
{
dogImage = GetComponent<Image> () ;
audioSource = GetComponent<AudioSource> () ;
if (audioSource == null)
{
audioSource = gameObject.AddComponent<AudioSource> () ;
}
}

public void OnPointerClick (PointerEventData eventData)
{
if (canInteract)
{
StartCoroutine (PerformAction()) ;
}
}

private IEnumerator PerformAction ()
{

canInteract = false;

bool showHeart = Random.Range (0, 100) < heartChance;

if (showHeart)
{
ShowHeart () ;
}
else
{
Bark () ;
}

yield return new WaitForSeconds (actionDelay) ;
canInteract = true;

}

private void Bark()

{
if (barkSounds.Length > 0)
{

AudioClip randomBark = DbarkSounds[Random.Range (0,
barkSounds.Length) ];
audioSource.PlayOneShot (randomBark) ;
}
}

private void ShowHeart ()
{

if (heartSprite != null && heartSpawnPoint != null)
{
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GameObject heartObj = new GameObject ("Heart");
heartObj.transform.SetParent (transform.parent) ;

heartObj.transform.position = heartSpawnPoint.posi-
tion;

heartObj.transform.localScale = Vector3.one *
heartScale;

Image heartImage = heartObj.AddComponent<Image> () ;

heartImage.sprite = heartSprite;

RectTransform rt = heartObj.GetComponent<RectTrans-
form> () ;

rt.sizeDelta = heartSize;

CanvasGroup canvasGroup = heartObj.AddComponent<Can-

vasGroup> () ;
StartCoroutine (FadeAndDestroyHeart (heartObj)) ;
}
}

private IEnumerator FadeAndDestroyHeart (GameObject heartObj)
{

CanvasGroup canvasGroup = heartObj.GetComponent<Can-
vasGroup> () ;

float timer = 0f;

yield return new WaitForSeconds (heartDisplayTime - fade-
Duration);

while (timer < fadeDuration)
{
timer += Time.deltaTime;
if (canvasGroup != null)
{
canvasGroup.alpha = 1f - (timer / fadeDuration);
}

yield return null;

if (heartObj != null)

Destroy (heartObj) ;

}

Bce nononnurenbHble BU3yalbHble 3 QEeKThI MpencTaBaeHbl Ha pucyHke 19.
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Pucynoxk 19 — BusyanbHble HHTEPAKTUBbI

Ckpunt «MusicManager» — 3To KJ1acc 711 yIipaBiieHUs My3bIKoii B urpe. O
ABTOMATUYECKU BOCIIPOU3BOJIUT MY3bIKAJIbHBIE TPEKU IMPHU 3arpy3Ke pasinuHbIX
CHeH U coxpaHseTcs Mexay creHamu. Co3gaHHble 3BYKOBbIE 3((eKTs

MpeCcTaBIEHbl Ha pUcyHKe 20.

ansa duHana

o v

—ANA KOMHAT

ONA 3aCtaBKN

Pucynok 20 — Co3nanue ayaguoconpoBOXKICHUS

using UnityEngine;
using UnityEngine.SceneManagement;

public class MusicManager : MonoBehaviour
{

public static MusicManager Instance { get; private set; }

[Header ("Music Tracks") ]

Jlucm

rry 1.090301.37.001 13

Hzm.

Jlucm Ne doxym Tloonucs | [Jama

39




public AudioClip mainMenuMusic;
public AudioClip roomMusic;
public AudioClip LastRoomMusic;

[Header ("Settings") ]
[Range (0f, 1f)] public float volume = 0.5f;
public bool loopMusic = true;

private AudioSource audioSource;

void Awake ()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad (gameObject) ;
audioSource = gameObject.AddComponent<AudioSource> () ;
audioSource.volume = volume;
audioSource.loop = loopMusic;
}
else

{
Destroy (gameObject) ;

}

void OnEnable ()
{

SceneManager.sceneloaded += OnSceneloaded;

}

void OnDisable ()
{

SceneManager.scenel.oaded -= OnSceneloaded;

}

private void OnSceneloaded (Scene scene, LoadSceneMode mode)
{
switch (scene.name)
{
case "StartScene'":
PlayMusic (mainMenuMusic) ;
break;
case "Rooml":
PlayMusic (roomMusic) ;
break;
case "Room2":
PlayMusic (roomMusic) ;
break;
case "Room3":
PlayMusic (roomMusic) ;
break;
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case "LastRoom":
PlayMusic (LastRoomMusic) ;
break;

default:
PlayMusic (mainMenuMusic) ;
break;

}

public void PlayMusic (AudioClip clip)
{

if (clip == null || audioSource.clip ==
oSource.isPlaying)
return;
audioSource.clip = clip;

audioSource.Play () ;

}

public void StopMusic ()
{

audioSource.Stop () ;

}

public void SetVolume (float newVolume)
{
volume = Mathf.ClampOl (newVolume) ;
audioSource.volume = volume;

}

public void ToggleMute ()
{

audioSource.mute = !audioSource.mute;

}

clip && audi-
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3akioueHue

B xone BbIMONHEHUS NUIUIOMHOW pabOThl ObUIO pa3pabOTaHO MOOUIIBHOE
urpoBoe npuioxenue A Android B )kaHpe KBECT € UCIIOJIb30BAHUEM ILIAT(HOPMBI
Unity. B nporecce co3ganus ObUIM yCIEUIHO PEIIeHbl BCEe MOCTaBICHHbBIE 3a/1a4H,
BKJIIOYAsl TPOEKTUPOBAHUE AapPXUTEKTYPbl, pEATU3alMI0 HIPOBBIX MEXaHMUK,
CO3/IaHHE BU3YaJIbHOTO W 3BYKOBOTO O(OpMIIEHHS, a TakKe TECTHUPOBAHHE U
ONTHMU3AIMIO TPUJIOKEHHUS. BT mpuMeHeH Moaxoj A pa3felieHus Harpys3Kd
MEXIy KOMIIOHEHTaMH M ONTUMM3UpPOBaHa padoTa ¢ pecypcamu sl MOOUIIBHBIX
YCTPOMCTB.

B pesynbrate peanu3zoBaHa cHUCTEMa IOCJEIOBATEIbHBIX TOJOBOJIOMOK,
CO3/1aH WHTEPAKTUBHBIA MHBEHTAaph M CHCTEMa B3aMMOACHCTBUS C MPEAMETAMHU.
Taxxke OblTa BHeIpeHa MpoBepKa (UHAIBHOTO KOJA, COOPAHHOTO W3 YacTew,
MOJIYYEHHBIX B KaXKJOM JIOKALIUU.

Pa3zpabotanHoe MPHUIOKEHHE HMEET MEPCHEeKTUBBI Pa3BUTHUS, HANPUMED,
MOTYT OBITH J100aBJ€Hbl HOBBIE YPOBHM M TOJOBOJIOMKH, BHEIpPEHA CHUCTEMa
JOCTHXKEHUM M COXpaHEHMs mporpecca, pa3zpaboTka pexuma HJisi COBMECTHOIO
IPOXOXKIACHHUS.

B nanHoii paboTe mNpuUMEHEHbI COBPEMEHHBIE MOJXOAbl K pa3padoTke
MOOUJIBHBIX UT'Pa, BKIIFOYAsl ONITUMHU3ALINIO PECYPCOB U JANTALIMIO MO Pa3IMYHbIC
ycrpoiictBa. Co3AaHHBIN TPOAYKT AEMOHCTpUPYET 3 (HEKTUBHOE HMCIIONb30BAHHE
nerkka Unity u si3bika nporpammupoBanust CH.

Bce mnenu mumimomMHOTO mpoekTa OBLIM  TOCTUTHYTHI. Pa3paboranHoe
NPWIOKEHUE COOTBETCTBYET IIOCTABJIICHHBIM  3ajjadyaM U MPEAO0CTaBIIsET
M0JI30BATENSIM yBJIEKATEIbHbIN U 00pa3oBaTesbHbI ONBIT. [lonyueHHble B xo01€
paboThl 3HAHWS W HABBIKK MOTYT OBITh TNPUMEHEHBl B JaJbHEHIICH

npoeccuoHaNbHOM IS TENIbHOCTH B 00JIACTH UTPOBOM pa3padOTKHU.
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IHpuiioxenue A

(o0s3aTeNbHOR)

MoOunbHOe mpuokeHue B xanpe kBecT Ha Unity

UML-guarpamMmsl
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Hpuinoxenue b.1

®aiia Clock.cs

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using System.Collections;

[RequireComponent (typeof (Image) ) ]
public class Clock : MonoBehaviour, IPointerClickHandler
{

[Header ("Clock Settings")]

public Sprite normalClock;

public Sprite brokenClock;

public float shakeDuration = 0.3f;

public float shakeIntensity = 10f;

private Image clockImage;

private bool isBroken = false;
private RectTransform rectTransform;
private Vector3 originalPosition;

void Awake ()

{
clockImage = GetComponent<Image> () ;
rectTransform = GetComponent<RectTransform> ()
originalPosition = rectTransform.localPosition;
clockImage.sprite = normalClock;

}

public void OnPointerClick (PointerEventData eventData)
{
if (!'isBroken)
{
clockImage.sprite = brokenClock;
isBroken = true;
}
else
{
StartCoroutine (ShakeAndBreakEffect ())
}
}

private IEnumerator ShakeAndBreakEffect ()
{
float elapsed = 0f;
while (elapsed < shakeDuration)
{
Vector2 shakeOffset = Random.insideUnitCircle
shakeIntensity;

rry 1.090301.37.001 13

Hsm.

Jlucm Ne 0okym Toonucw | [ama

Jlucm

48




rectTransform.localPosition = originalPosition +
(Vector3) shakeOffset;

elapsed += Time.deltaTime;

yield return null;

}

rectTransform.localPosition = originalPosition;

IIpunoxenue b.2

®aiia DuckController.cs

using UnityEngine;
using UnityEngine.EventSystems;

[RequireComponent (typeof (SpriteRenderer)) ]
public class DuckController : MonoBehaviour, IPointerClickHandler
{

[Header ("Settings") ]

public float speed = 500f;

public bool showDebugLines = true;

public Color debugLineColor = Color.cyan;

private DuckHuntGame gameManager;
private Vector3 targetPosition;
private bool isDead = false;

public void Initialize (DuckHuntGame manager, Vector3 target)
{
if (manager == null)
{
Debug.LogError ("GameManager He zBaznaH!");
Destroy (gameObject) ;

return;
}
gameManager = manager;
targetPosition = target;

UpdateRotation () ;
}

void Update ()
{

if (isDead || gameManager == null) return;

transform.position = Vector3.MoveTowards (
transform.position,
targetPosition,
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speed * Time.deltaTime

)i
UpdateRotation () ;

if (showDebugLines)

{

Debug.DrawlLine (transform.position, targetPosition,
debugLineColor) ;
}

if (Vector3.Distance (transform.position, targetPosition)
< 0.1f)

DestroyDuck () ;

}

void UpdateRotation ()
{

Vector3 moveDirection = targetPosition - transform.posi-

tion;
if (moveDirection.x != 0)
{
transform.localScale = new Vector3(
moveDirection.x < 0 ? -1 : 1,

}

void DestroyDuck ()
{

if (isDead) return;

isDead = true;

if (gameManager != null)
gameManager.DuckKilled (gameObject) ;

Destroy (gameObject) ;

}

public void OnPointerClick (PointerEventData eventData)

{

if (isDead || gameManager == null) return;

isDead = true;
SpriteRenderer renderer = GetComponent<SpriteRenderer>();
if (renderer != null)

renderer.color = Color.red;

if (gameManager != null)
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gameManager.DuckKilled (gameObject) ;
Destroy (gameObject, 0.1f);
}

void OnDrawGizmosSelected ()
{
Gizmos.color = Color.yellow;
Gizmos.DrawLine (transform.position, targetPosition);

Mpunoxenue b.3

®dairga DuckHuntGame.cs

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using System.Collections;

using System.Collections.Generic;

public class DuckHuntGame : MonoBehaviour, IPointerClickHandler
{

[Header ("Game Settings") ]

public int ducksToKill = 30;

public float duckSpawnInterval = 0.5f;

[Header ("UI References") ]

public Text ducksCounterText;

public GameObject gameOverPanel;

public Text gameOverText;

public GameObject arrowObject;

public InventorySystem inventorySystem;

[Header ("Game Objects") ]

public GameObject gameBackground;
public GameObject duckPrefab;
public Transform[] spawnPoints;

private int ducksKilled = 0;
private bool gameActive false;
private List<GameObject> activeDucks = new List<GameObject>();

void Start ()
{

gameBackground. SetActive (false) ;
gameOverPanel.SetActive (false);

if (arrowObject != null) arrowObject.SetActive(false);

if (spawnPoints.Length != 6)
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Debug.LogError ("HyXHO POBHO 6 CHaBH-TIOMHTOB!");

}

public void OnPointerClick (PointerEventData eventData)

{

if (!gameActive)

{
StartGame () ;

}
}

void StartGame ()

{

gameActive = true;
ducksKilled = 0;
activeDucks.Clear () ;

gameBackground.SetActive (true) ;
gameOverPanel.SetActive (false);

UpdateUI () ;
StartCoroutine (SpawnDucks () ) ;

IEnumerator SpawnDucks ()

{
while (gameActive && ducksKilled < ducksToKill)

{
SpawnDuck () ;
yield return new WaitForSeconds (duckSpawnInterval) ;

}
void SpawnDuck ()
{
if (spawnPoints.Length != 6 || duckPrefab == null) return;

int startPoint = Random.Range (0, spawnPoints.Length);

int targetPoint = (startPoint + 3) % 6;
if (spawnPoints[startPoint] == null || spawnPoints[tar-
getPoint] == null)
{
Debug.LogError ("OOMH M3 CIaBH-TIOMHTOB He 3amaH!");
return;

}

GameObject duck = Instantiate (
duckPrefab,
spawnPoints[startPoint] .position,
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Quaternion.identity,
gameBackground.transform

) ;

DuckController duckController = duck.GetCompo-
nent<DuckController> () ;
if (duckController != null)

{
duckController.Initialize(
this,
spawnPoints[targetPoint] .position
) ;
activeDucks.Add (duck) ;
}
else
{
Destroy (duck) ;
}
}

public void DuckKilled (GameObject duck)
{

if (duck == null || !'activeDucks.Contains (duck)) return;

ducksKilled++;
activeDucks.Remove (duck) ;
Destroy (duck) ;

UpdateUI () ;

if (ducksKilled >= ducksToKill)
{
EndGame () ;
}
}

void UpdateUI ()
{
if (ducksCounterText != null)
ducksCounterText.text = S"{ducksKilled}/{duck-
sToKill}";
}

void EndGame ()

{
gameActive = false;
StopAllCoroutines();

if (gameOverPanel != null)
gameQOverPanel.SetActive (true) ;

if (gameOverText != null)
gameOverText.text = "Tu nobenun! Bce yTxm ydmuTer!";
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foreach (var duck in activeDucks)
{
if (duck != null)
Destroy (duck) ;
}

activeDucks.Clear () :;

StartCoroutine (CloseGame () ) ;

}

public IEnumerator CloseGame ()
{

yield return new WaitForSeconds (3f);

if (gameBackground != null)
gameBackground. SetActive (false);
if (gameOverPanel != null)

gameOverPanel.SetActive (false);

if (arrowObject != null)
{

arrowObject.SetActive (true);

CanvasGroup arrowCanvas = arrowObject.GetCompo-
nent<CanvasGroup> () ;
if (arrowCanvas != null)
{
arrowCanvas.alpha = 0;
float fadeTime = 1f;
float timer = 0;

while (timer < fadeTime)
{
timer += Time.deltaTime;

arrowCanvas.alpha = Mathf.Lerp(0, 1, timer /
fadeTime) ;

yield return null;

}

if (inventorySystem != null)
{
inventorySystem.SetItemVisible (1, true);

}

Ipunoxenue b.4

®daitg HeartController.cs
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using UnityEngine;

public class HeartController : MonoBehaviour

{
public float fallSpeed = 1f;

void Update ()
{
transform.Translate (Vector3.down * fallSpeed * Time.del-
taTime) ;

if (transform.position.y < -5f)
{

Destroy (gameObject) ;
}

Ipuiaoxenue b.5

®daiia InteractiveDog.cs

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using System.Collections;

[RequireComponent (typeof (Image) ) ]
public class InteractiveDog : MonoBehaviour, IPointerClickHandler
{

[Header ("Dog Settings") ]

public AudioClip[] barkSounds;

public Sprite heartSprite;

public Transform heartSpawnPoint;

[Header ("Heart Settings") ]
public Vector?2 heartSize = new Vector2 (100, 100);
public float heartScale = 1f;

[Header ("Timing Settings") ]

public float actionDelay = 3f;
public float heartDisplayTime = 1f;
public float fadeDuration = 0.3f;

[Header ("Probabilities") ]
[Range (0, 100)] public int heartChance = 70;

private AudioSource audioSource;
private bool canInteract = true;
private Image dogImage;
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void Awake ()
{
dogImage = GetComponent<Image> () ;

audioSource = GetComponent<AudioSource> () ;
if (audioSource == null)
{
audioSource = gameObject.AddComponent<AudioSource> () ;

}
}

public void OnPointerClick (PointerEventData eventData)
{
if (canInteract)

{

StartCoroutine (PerformAction()) ;
}

private IEnumerator PerformAction ()
{

canInteract = false;

bool showHeart = Random.Range (0, 100) < heartChance;

if (showHeart)
{
ShowHeart () ;
}
else
{
Bark () ;
}

yield return new WaitForSeconds (actionDelay) ;
canlInteract = true;

}

private void Bark()

{
if (barkSounds.Length > 0)
{

AudioClip randomBark = DbarkSounds[Random.Range (0,
barkSounds.Length) ];

audioSource.PlayOneShot (randomBark) ;
}
}

private void ShowHeart ()
{
if (heartSprite != null && heartSpawnPoint != null)

{
GameObject heartObj = new GameObject ("Heart");
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heartObj.transform.SetParent (transform.parent) ;

heartObj.transform.position = heartSpawnPoint.posi-
tion;

heartObj.transform.localScale = Vector3.one *
heartScale;

Image heartImage = heartObj.AddComponent<Image> () ;

heartImage.sprite = heartSprite;

RectTransform rt = heartObj.GetComponent<RectTrans-
form> () ;

rt.sizeDelta = heartSize;

CanvasGroup canvasGroup = heartObj.AddComponent<Can-
vasGroup> () ;
StartCoroutine (FadeAndDestroyHeart (heartObj)) ;
}
}

private IEnumerator FadeAndDestroyHeart (GameObject heartObj)
{
CanvasGroup canvasGroup = heartObj.GetComponent<Can-
vasGroup> () ;
float timer = 0f;

yield return new WaitForSeconds (heartDisplayTime - fade-
Duration);

while (timer < fadeDuration)
{
timer += Time.deltaTime;
if (canvasGroup != null)
{
canvasGroup.alpha = 1f - (timer / fadeDuration);
}

yield return null;

}

if (heartObj != null)
{
Destroy (heartObj) ;

}

Hpuaoxenue b.6

®daiia Inventoryltem.cs

using UnityEngine;
using UnityEngine.EventSystems;
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using UnityEngine.UI;

public class InventoryItem : MonoBehaviour, IPointerClickHandler
{

[SerializeField] private Image itemImage;
private int itemId;
private InventorySystem inventorySystem;

public Sprite ItemSprite => itemImage.sprite;
public void Initialize(int id, InventorySystem system)

{
itemId = id;

inventorySystem = system;
itemImage = GetComponent<Image> () ;
itemImage.raycastTarget = false;

public void SetInteractable (bool interactable)
{

itemImage.raycastTarget = interactable;

public void OnPointerClick (PointerEventData eventData)
{
inventorySystem.OnItemClicked (itemId) ;

IMpuiaoxenue b.7

®daiia InventorySystem.cs

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.EventSystems;

public class InventorySystem : MonoBehaviour

{
public InventorylItem[] inventorySlots = new Inventoryltem[3];
public LockController lockController;

void Awake ()

{

InitializeInventoryItems();

private void InitializeInventoryIltems ()

{
for (int i = 0; i < inventorySlots.Length; i++)
{

if (inventorySlots[i] != null)
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inventorySlots[i] .Initialize (i, this);

}

public void OnItemClicked(int itemId)

{
lockController?.0OnInventoryItemClicked (itemId) ;

}

public Sprite GetlItemSprite (int itemId)
{

return IsValidItemId (itemId) ? invento-
rySlots[itemId].ItemSprite : null;
}

public void SetItemVisible (int itemId, bool wvisible)

{
if (IsValidItemId(itemId))

{

inventorySlots[itemId].gameObject.SetActive (visi-
ble);

}

public void SetItemsInteractable (bool interactable)

{

foreach (var slot in inventorySlots)

{
if (slot != null) slot.SetInteractable(interactable);

}
}

private bool IsValidItemId(int itemId) => itemId >= 0 && itemId
< inventorySlots.Length;
}

Ipuioxenue b.8

®dai1 LanternToggle.cs

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.EventSystems;

[RequireComponent (typeof (Image) ) ]
public class LanternToggle : MonoBehaviour, IPointerClickHandler

{
public Sprite lanternOnSprite;
public Sprite lanternOffSprite;
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private Image lanternImage;
private bool isOn = false;

void Awake ()

{
lanternImage = GetComponent<Image> () ;
lanternImage.sprite = lanternOffSprite;

}

public void OnPointerClick (PointerEventData eventData)
{

ToggleLantern() ;
}

private void ToggleLantern ()
{
isOn = !isOn;
lanternImage.sprite = isOn ? lanternOnSprite : lanternOff-
Sprite;
}
}

Hpunoxenue b.9

®aiin LockController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

public class LockController : MonoBehaviour, IPointerClickHandler
{

[Header ("Settings") ]

public int correctCode = 138;

public float resetDelay = 2f;

[Header ("References") ]

public GameObject lockPanel;

public Image[] codeSlots = new Imagel[3];
public InventorySystem inventorySystem;
public GameObject zamok;

public GameObject arrowObject;

private int[] enteredDigits = new int[3] { -1, -1, -1 };
private int currentSlotIndex = 0;

private bool isLockActive = false;

private Dictionary<int, int> itemIdToDigitMap = new Diction-

ary<int, int> ()
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{0, 13},

{1, 31,

{2, 8}
i

private void Awake ()

{

if (arrowObject != null) arrowObject.SetActive(false);

lockPanel.SetActive (false) ;
InitializeCodeSlots();

}

private void InitializeCodeSlots()

{

foreach (var slot in codeSlots)
{
if (slot != null)
{
slot.gameObject.SetActive (true);
slot.sprite = null;
slot.color = new Color(l, 1, 1, 0.5f);

}

public void OnPointerClick (PointerEventData eventData)
{
if (!isLockActive) OpenLock();

}

private void OpenLock ()

{
isLockActive = true;
lockPanel.SetActive (true);
inventorySystem.SetItemsInteractable (true);
currentSlotIndex = 0;

}

private void CloseLock()

{
isLockActive = false;
lockPanel.SetActive (false) ;
StartCoroutine (CloseGame () ) ;
zamok.SetActive (false);
inventorySystem.SetItemsInteractable (false);

}

public IEnumerator CloseGame ()

{

if (arrowObject != null)

{
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arrowObject.SetActive (true);

CanvasGroup arrowCanvas = arrowObject.GetCompo-
nent<CanvasGroup> () ;

if (arrowCanvas != null)

{
arrowCanvas.alpha = 0;
float fadeTime = 1f;
float timer = 0;

while (timer < fadeTime)
{
timer += Time.deltaTime;

arrowCanvas.alpha = Mathf.Lerp(0, 1, timer /
fadeTime) ;

yield return null;

}

public void OnInventoryItemClicked (int itemId)
{

if (!isLockActive || currentSlotIndex >= codeSlots.Length)
return;

var sprite = inventorySystem.GetItemSprite (itemId):;

if (sprite == null) return;

codeSlots[currentSlotIndex].gameObject.SetActive (true);

codeSlots[currentSlotIndex].sprite = sprite;
codeSlots|[currentSlotIndex].color = Color.white;
enteredDigits[currentSlotIndex] = item-

IdToDigitMap[itemId];
inventorySystem.SetItemVisible (itemId, false);

currentSlotIndex++;

if (currentSlotIndex >= codeSlots.Length)
{
CheckCode () ;
}
}

private void CheckCode ()
{

int enteredCode = enteredDigits[0] * 100 + enteredDig-
its[1l] * 10 + enteredDigits[2];

if (enteredCode == correctCode)

{
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Debug.Log ("Code correct!");
CloseLlLock () ;
}

else

{
Debug.Log ("Wrong code!™);
StartCoroutine (ResetLock()) ;

}

private IEnumerator ResetLock ()

{

yield return new WaitForSeconds (resetDelay);

for (int i = 0; i1 < enteredDigits.Length; i++)
{

if (enteredDigits[i] != -1)

{

foreach (var pair in itemIdToDigitMap)

{

if (pair.Value == enteredDigits[i])

{

inventorySystem.SetItemVisible (pair.Key,
true);
break;
}

}
enteredDigits[i] = -1;

}

InitializeCodeSlots ()
currentSlotIndex = 0;

Ipuaoxenue b.10

daiin MusicManager.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class MusicManager : MonoBehaviour

{

public static MusicManager Instance { get; private set; }

[Header ("Music Tracks")]

public AudioClip mainMenuMusic;
public AudioClip roomMusic;
public AudioClip LastRoomMusic;
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[Header ("Settings") ]
[Range (0f, 1f)] public float volume = 0.5f;
public bool loopMusic = true;

private AudioSource audioSource;

void Awake ()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad (gameObject) ;
audioSource = gameObject.AddComponent<AudioSource> () ;
audioSource.volume = volume;
audioSource.loop = loopMusic;
}
else
{
Destroy (gameObject) ;
}
}

void OnEnable ()
{

SceneManager.scenel.oaded += OnSceneloaded;

}

void OnDisable ()
{

SceneManager.scenel.oaded -= OnSceneloaded;

}

private void OnSceneloaded (Scene scene, LoadSceneMode mode)
{
switch (scene.name)
{
case "StartScene":
PlayMusic (mainMenuMusic) ;
break;
case "Rooml":
PlayMusic (roomMusic) ;
break;
case "Room2":
PlayMusic (roomMusic) ;
break;
case "Room3":
PlayMusic (roomMusic) ;
break;
case "LastRoom":
PlayMusic (LastRoomMusic) ;
break;
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default:
PlayMusic (mainMenuMusic) ;
break;

}

public void PlayMusic (AudioClip clip)
{

if (clip == null || audioSource.clip
oSource.isPlaying)
return;

audioSource.clip clip;

audioSource.Play () ;

}

public void StopMusic ()
{

audioSource.Stop();

}

public void SetVolume (float newVolume)

{

Mathf.ClampOl (newVolume) ;
volume;

volume
audioSource.volume

}

public void ToggleMute ()
{

audioSource.mute

}
}

Ipuiaoxenue b.11

laudioSource.mute;

clip && audi-

®daira NextSceneArrow.cs

UnityEngine;

UnityEngine.UI;
UnityEngine.SceneManagement;
UnityEngine.EventSystems;
System.Collections;

using
using
using
using
using

public class NextSceneArrow MonoBehaviour,

{
[Header ("Settings") ]
public string nextSceneName;

private bool isTransitioning false;

IPointerClickHandler

public void OnPointerClick (PointerEventData eventData)
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{
if (!isTransitioning && !string.IsNullOrEmpty (nextScene-
Name) )

TransitionToNextScene () ;

}

private void TransitionToNextScene ()

{

isTransitioning = true;

SceneManager.LoadScene (nextSceneName) ;

Ipuiaoxenue b.12

®daiiax RabbitController.cs

using System.Collections;

using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;

public class RabbitController : MonoBehaviour, IPointerClickHand-
ler
{
[Header ("Settings") ]
public Image heartPrefab;
public float spawnHeight = 100f;
public float fallSpeed = 50f;
public int heartsPerClick = 2;
public float spawnInterval = 0.3f;
public float heartLifetime = 2f;
public float fadeDuration = 0.5f;

private Canvas parentCanvas;
private RectTransform rabbitRect;

void Start ()
{

parentCanvas = GetComponentInParent<Canvas> () ;
if (parentCanvas == null)
Debug.LogError ("No Canvas found in parents!");

rabbitRect = GetComponent<RectTransform> ()

}

public void OnPointerClick (PointerEventData eventData)

{
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StartCoroutine (SpawnHearts()) ;

IEnumerator SpawnHearts ()

{

for (int i1 = 0; i < heartsPerClick; i++)

{

Image newHeart = Instantiate (heartPrefab, parentCan-
vas.transform) ;

newHeart.color = Color.white;

RectTransform heartRect = newHeart.GetCompo-

nent<RectTransform> () ;

heartRect.anchoredPosition GetHeartStartPosi-

tion (rabbitRect) ;

heartRect.anchoredPosition += new Vector?2(
Random.Range (-100f, 100f),
Random.Range (150f, 170f));

StartCoroutine (AnimateHeart (newHeart)) ;
yield return new WaitForSeconds (spawnInterval) ;

Vector?2 GetHeartStartPosition (RectTransform rabbitRect)
{

return new Vector?2 (
rabbitRect.anchoredPosition.x,
rabbitRect.anchoredPosition.y + spawnHeight);

IEnumerator AnimateHeart (Image heart)

{

RectTransform rectTransform = heart.GetCompo-
nent<RectTransform> () ;
CanvasGroup canvasGroup = heart.gameObject.AddCompo-

nent<CanvasGroup> () ;
float timer = 0f;

rectTransform.localScale = Vector3.zero;

while (timer < 0.2f)
{
timer += Time.deltaTime;
rectTransform.localScale = Vector3.one * (timer /
0.2f);
yield return null;

timer = 0f;
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Vector?2 startPosition = rectTransform.anchoredPosition;

while (timer < heartLifetime)

{

timer += Time.deltaTime;

rectTransform.anchoredPosition = startPosition +
Vector2.down * fallSpeed * timer;

if (timer > heartlifetime - fadeDuration)
{
float fadeProgress = (timer - (heartLifetime -
fadeDuration)) / fadeDuration;
canvasGroup.alpha = 1f - fadeProgress;

}

yield return null;

}

Destroy (heart.gameObject) ;
}

private void Reset ()
{
if (GetComponent<Collider2D>() == null)
gameObject .AddComponent<BoxCollider2D> () ;

IIpunoxenue b.13

®ajiin RiddleSystem.cs

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using System.Collections;

public class RiddleSystem : MonoBehaviour, IPointerClickHandler
{
[Header ("UI References") ]
public Image riddleBackground;
public Text riddleText;
public Button[] answerButtons = new Button[3];
public Text[] answerTexts = new Text[3];
public GameObject riddlePanel;
public GameObject arrowObject;
public float arrowShowDelay = 1f;
public InventorySystem inventorySystem;

[Header ("Settings") ]
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public float fadeDuration = 0.5f;

public Color backgroundColor = new Color (0, 0, 0, 0.8f);

private string[,] riddles = new stringl, ]
{
{"UT0o MOXHO YyBMIETH C 3akpeTeMM TJiazamu?", "Con", "Tbmy",
"MeuTs", "0"},
{"UTO0 CTAHOBMTCHS BJAXHBM, IIOka coxHeT?", "IllojmoTeHue",

"SOHT", "MBIJIO", "O"},

{"Uro mmeT BBEepX ¥ BHM3, HO He nOBuraercd?", "JlecTHuua",

"TeMHepaTypa", "JIM@T", HO"},
{"Uem OoJbime Oepenb, Tem OOJble ocCTaBJgemb. 4YTO
"Cnenwt", "Homru", "dororpadbwum", "0"},

sTo?",

{"UTo mnpuHaIJeXmMT BaM, HO IPYyIMe MCIOJIb3YIT 3T0 uyame?",

"MMq", "Teﬂe@)OH", "O,D;e)K,D;a", "OH}

}s

private int currentRiddleIndex;
private bool isRiddleActive = false;

void Start ()
{
if (riddlePanel != null)

{
riddlePanel.SetActive (false) ;

InitializeAnswerButtons () ;

private void InitializeAnswerButtons()
{
for (int i = 0; i < answerButtons.Length; i++)
{
int index = 1i;
answerButtons[i] .onClick.AddListener ( ()
OnAnswerSelected (index)) ;

}

public void OnPointerClick (PointerEventData eventData)
{
if (!'isRiddleActive)

{
ShowRandomRiddle () ;

private void ShowRandomRiddle ()
{

currentRiddleIndex = Random.Range (0,
dles.GetLength (0));

rid-
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ShowRiddle (currentRiddleIndex) ;
}

private void ShowRiddle (int riddleIndex)
{

isRiddleActive = true;
riddlePanel.SetActive (true) ;

riddleText.text = riddles|[riddleIndex, O0];

int answersCount = Mathf.Min (answerTexts.Length, rid-
dles.GetLength(l) - 2);
for (int i1 = 0; i < answersCount; i++)
{
answerTexts[i] .text = riddles[riddleIndex, i + 1];

answerButtons[i] .gameObject.SetActive (true);

for (int i = answersCount; 1 < answerButtons.Length; i++)
{
answerButtons[i] .gameObject.SetActive (false);

}

StartCoroutine (FadelIn ());
}

private void OnAnswerSelected (int answerIndex)

{

if (!'isRiddleActive) return;

int correctAnswer = 1int. Parse(riddles[currentRiddlelIn-
dex, 4]);

bool isCorrect = (answerIndex == correctAnswer);

Debug.Log(isCorrect ? "IlpaBuiawbHo!" : "HenpaBuibHO!");

if (isCorrect)
{

StartCoroutine (HideRiddleWithBackground () ) ;
}

else

{
StartCoroutine (FadeOut ()) ;

}

private IEnumerator Fadeln ()
{
if (riddleBackground != null)
{
riddleBackground.color = Color.clear;
float elapsed = 0;

Jlucm

rry 1.090301.37.001 13

Hszm.

Jlucm Ne doxym Tloonucs | [Jama 70




while (elapsed < fadeDuration)

{

elapsed += Time.deltaTime;
riddleBackground.color =
backgroundColor, elapsed / fadeDuration);
yield return null;

}
}

private IEnumerator FadeOut ()

{
if (riddleBackground != null)
{

Color startColor = riddleBackground.color;
float elapsed = 0;

while (elapsed < fadeDuration)
{
elapsed += Time.deltaTime;
riddleBackground.color =
Color.clear, elapsed / fadeDuration);
yield return null;

}

HideRiddle () ;
}

private IEnumerator HideRiddleWithBackground ()
{

if (riddleBackground != null)
{

riddleBackground.gameObject.SetActive (false);
}

yield return new WaitForSeconds (0.1f);

HideRiddle () ;
}

private void HideRiddle ()

{
isRiddleActive = false;
riddlePanel.SetActive (false);
if (arrowObject != null)
{

StartCoroutine (ShowArrowAfterDelay () ),
}

if (inventorySystem != null)

Color.Lerp(Color.clear,

Color.Lerp(startColor,
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inventorySystem.SetItemVisible (2, true);

}

IEnumerator ShowArrowAfterDelay ()

{

yield return new WaitForSeconds (arrowShowDelay) ;
arrowObject.SetActive (true) ;

IIpunoxenue b.14

®aiin RobotDialog.cs

using UnityEngine;

using UnityEngine.UI;

using TMPro;

using UnityEngine.EventSystems;
using System.Collections;

public class RobotDialog : MonoBehaviour, IPointerClickHandler

{

private string[] dialogPhrases = {
"llpuBeTCcTBYW, UITpPok!",
"S - cTpax 5TOM KOMHATH...",
"UToOB NpoMTM najiblie, Tebe HYyXHO...",

"llobenouTs MeHda B urpe!'",
"ToToB HauaTb?"

}s

private string[] winPhrases = {
"He moxeT OwbITH!",
"Ter nobenmy MeHd...",
"Bor TBOA Harpazma...",

"Ilndpa nya xoznma: p
"Ilpoxon cesobomeH."

}s

public float textDisplaySpeed = 0.05f;
public int codeDigit = 1;

[Header ("UI References") ]

public GameObject dialogPanel;
public Text dialogText;

public GameObject arrowObject;
public float arrowShowDelay = 1f;

[Header ("Game References") ]
public GameObject gameBackground;
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public TicTacToeGame ticTacToeGame;
public InventorySystem inventorySystem;

private int currentPhraselIndex = 0;
private bool isDialogActive = false;
private bool isTextAnimating = false;

private Coroutine textAnimation;
private bool gameStarted = false;
private bool gameCompleted = false;

private void Awake ()

{
dialogPanel.SetActive (false);
gameBackground. SetActive (false) ;
gameCompleted = false;
gameStarted = false;

}

public void OnPointerClick (PointerEventData eventData)

{

if (gameCompleted) return;

if (!isDialogActive && !gameStarted)
{
StartDialog() ;
}
else if (!isTextAnimating)
{
ShowNextPhrase () ;
}
else
{
SkipTextAnimation () ;
}
}

void StartDialog()

{
if (dialogPhrases.Length == 0) return;

currentPhraselIndex = 0;
isDialogActive = true;
dialogPanel.SetActive (true);
DisplayCurrentPhrase () ;

}

public void ShowWinDialog ()

{
currentPhraselIndex = 0;
isDialogActive = true;
dialogPanel.SetActive (true);
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winPhrases[3] = "lubpa nns xoma: " + codeDigit;

dialogPhrases = winPhrases;
DisplayCurrentPhrase () ;
}

void DisplayCurrentPhrase ()
{
if (textAnimation != null)
StopCoroutine (textAnimation) ;

textAnimation = StartCoroutine (AnimateText (di-
alogPhrases|[currentPhraselIndex]));

}

IEnumerator AnimateText (string text)
{
isTextAnimating = true;
dialogText.text = "";

foreach (char letter in text.ToCharArray())
{
dialogText.text += letter;

yield return new WaitForSeconds (textDisplaySpeed) ;
}

isTextAnimating = false;

}

void SkipTextAnimation ()

{
StopCoroutine (textAnimation) ;
dialogText.text dialogPhrases|[currentPhraseIndex];
isTextAnimating false;

}

volid ShowNextPhrase ()

{

currentPhraseIndex++;

if (currentPhraseIndex < dialogPhrases.Length)
{
DisplayCurrentPhrase () ;

}

else

{
EndDialog () ;

}
}

void EndDialog ()
{
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dialogPanel.SetActive (false);
isDialogActive = false;

if (dialogPhrases == winPhrases)
{
gameCompleted = true;
if (inventorySystem != null)
{

inventorySystem.SetItemVisible (0, true);

if (arrowObject != null)
StartCoroutine (ShowArrowAfterDelay()) ;

}

else

{
gameStarted = true;
StartCoroutine (StartGameAfterDialog());

}

IEnumerator StartGameAfterDialog()

{
yield return new WaitForSeconds (0.1f);
gameBackground.SetActive (true) ;
ticTacToeGame.StartGame () ;

}

IEnumerator ShowArrowAfterDelay ()

{
yield return new WaitForSeconds (arrowShowDelay) ;
arrowObject.SetActive (true) ;

}

private void Reset ()

{
if (GetComponent<Collider2D>() == null)
{
gameObject.AddComponent<BoxCollider2D> () ;
}

Ipuaoxenue b.15

daitag Starter.cs

using UnityEngine;
using UnityEngine.SceneManagement;
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public class Starter : MonoBehaviour
{
public void StartGame ()
{
SceneManager.LoadScene ("Rooml1l") ;

}

public void QuitGame ()
{
#1f UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
telse
Application.Quit () ;
#endif

}
}

IIpunoxenne b.16

®daia TicTacToeGame.cs

using UnityEngine;
using UnityEngine.UI;
using System.Collections;

public class TicTacToeGame : MonoBehaviour
{

[Header ("Game Elements™) ]

public Image[] cellImages;

public Sprite xSprite;

public Sprite oSprite;

public GameObject gameBackground;

public Text gameStatusText;

[Header ("Game Settings™) ]
public float robotDelay = 1f;

[Header ("Game Settings™) ]
public RobotDialog robotDialog;

private int[] board = new int[9];
private bool isPlayerTurn = true;
private bool gameActive = false;

void Start()
{
gameBackground.SetActive (false);
if (gameStatusText I= null) gameStatusText.gameOb-
ject.SetActive (false);
}
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public void StartGame ()
{

gameBackground.SetActive (true) ;

if (gameStatusText != null)

{
gameStatusText.gameObject.SetActive (true);
gameStatusText.text = "Bam xonm (X)";

}

gameActive = true;

ResetBoard() ;

}

public void OnCellClicked(int cellIndex)
{

if (!gameActive || board[cellIndex] !'= 0 || !isPlayerTurn)
return;

MakeMove (cellIndex, 1, xSprite);

if (CheckWin (1))

{
EndGame ("Bel nobemmmm!") ;
return;

if (IsBoardFull())
{

EndGame ("Huuba!") ;
return;
}
isPlayerTurn = false;
if (gameStatusText != null) gameStatusText.text = "Xogzn
pobora...";
StartCoroutine (RobotMove ()) ;

}

IEnumerator RobotMove ()

{

yield return new WaitForSeconds (robotDelay) ;

int randomCell;
do

{
randomCell = Random.Range (0, 9);

} while (board[randomCell] != 0);
MakeMove (randomCell, 2, oSprite);

if (CheckWin(2))
{
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EndGame ("PoboT nobemui!™) ;

yield break;
}

(xXy";

if (IsBoardFull ())
{
EndGame ("Huuba!") ;
yield break;
}
isPlayerTurn = true;
if (gameStatusText != null) gameStatusText.text = "Bam xon
void MakeMove (int cellIndex, int player, Sprite sprite)

{

board[cellIndex] player;

cellImages[cellIndex].sprite
cellImages[cellIndex] .gameOb]
cellImages[cellIndex].color

}

bool CheckWin (int player)
{

int[,] winConditions = new in
{0, 1, 23, {3, 4, 5}, {6,
{0, 3, o}, {1, 4, 7}, {2,
{0, 4, 8}, {2, 4, o}

i

for (int i = 0; i < 8; i++)

{
if (board[winConditions|[i1i

board[winConditions[i
board[winConditions[i
{
return true;
}
}
return false;

}

bool IsBoardFull ()
{

foreach (int cell in board)

{

if (cell == 0) return fal

}

return true;

sprite;
ect.SetActive (true) ;

Color.white;

t[8, 31 {

7, 8},

5, 8},

, 0]] == player &&
, 111 == player &&
, 211 == player)

sey
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void ResetBoard()

{
board = new int[9];
foreach (Image img in cellImages)

{
img.gameObject.SetActive (false);

}
isPlayerTurn = true;
gameActive = true;

}

void EndGame (string message)

{

gameActive = false;
if (gameStatusText != null) gameStatusText.text = message;

if (message.Contains ("Bu nobenunu'"))

{
Invoke ("ShowWinDialog", 1f);

}

else

{

Invoke ("RestartGame", 3f);
}

void ShowWinDialog ()
{

CloseGame () ;
robotDialog.ShowWinDialog () ;
}

voilid RestartGame ()

{
ResetBoard () ;

if (gameStatusText != null) gameStatusText.text = "Bam xoxn
(X)";
}
public void CloseGame ()
{
gameBackground. SetActive (false) ;
if (gameStatusText I= null) gameStatusText.gameOb-
ject.SetActive (false);
gameActive = false;

}
}
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Hpunoxenue B

(o0s3aTeNbHOR)

MoOunbHOe mpuokeHue B xanpe kBecT Ha Unity

IIpesentanms
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MHHHCTEPCTBO HAVEHM M BEICIIET'Q OEPA3OBAHILA
POCCHHCEKOH ®EIEPAITHH

CDe,:[epaJmHoe rocCyJapCcTEeHHOS EIO,ZDKGTI{OQ oEpazonaTeanoe VHapeXIeHHe ERICINETO oﬁpaaonaﬂm

«IEH3EHCKHHA T'OCYJAPCTBEHHEI YHUBEPCHTET»

BAKAJTTABPCKAA PABOTA

Ha TEMY

MOBWIBHOE 1IPUIOXEHHWUE B
KAHPE KBECT HA UNITY

BrmomHAI cTyaeHT rp. 21BBI12: Muxamsuosa ITB.

Ilemn u 3agaun

Hpe;{me'mas{ 00IacTh OXBAaTEIBAeT CO3JaHIe MOOHIBHOTIO ITPOBOIO IIPILTOMEHIIA, pazpaGOTaH}Ioro Ana

CTaOHIBLHEIM Ha DOIBIMIHCTBE MOOILILHEIX YCTPOIICTB.
DYHKIIIOHATBHEIE TPeOOBAHMIS K IPITOKEHIIIO:
*  MHOYDOBHERAS CTPYKTYpPa CIOXHOCTII,
* MeXaHHKa pelIeHI [OJIOBOJIOMOK PAa3IHYHOIO THIIA;
*  peaTH3alld HHTEPaKTHBHBIX 00BEKTOB, ¢ KOTOPBIMI HIPOK MOMKET B3aIMOIeHCTBOBATE.
HedyHKIII0HaIEHEIE TpeOOBaHILA:

*  MIHHMATICTHYHEI, HO BHpa’SIITeJ’IbBHﬁ BII3yaIII:HI;'Iﬁ CTHIIE,

* armocdiepHEI 3BYKOBOII [113aiin.

BrIOpaHHbBIE TEXHOJIOTHH pa3padOTKH MPIIOKESHUS

IIrpoBas mnardgopma: [
Unity codeTaeT B cebe IPOCTOTY OCBOEHILI, BCe HEOOXOMIMEIE u n I iy

HHCTPYMEHTEHI I XOPONIYIO IPON3BOANTENFHOCTE Ha Android.
T'padirgecknil perakTop:

Adobe Photoshop moaxoauT 1714 co3gaHnA H 00padoTKI TeKCTyp H BH3YalbHBIX

aneMeHTOB. [IMeeT yooOHENI 3KcmopT I THOKIIT Habop HECTPYMEHTOB.
My3BIKaNBHEII peIaKTop:

BandLab npegocTaBiaseT HeoOXOONMEIe HHCTPYMEHTS! IS CO3MAHIIT ( S ) Ba n d Lq b

KalecTBeHHOII My3EIKaIEHOII COCTABIAIOMEIT.

SI3BIK IPOTPaMMHPOBAHIA:

C# B Microsoft Visual Studio 2022. OH 1eM0OHCTpHpPYeT NONHY (YHKIHOHATEHYIO

JOCTaTOYMHOCTD 14 PSIISHIIA BCEX IIOCTAaBICHHBIX 3a0a pﬂ.’}pﬁﬁOTE\‘H.
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Hrposas cucrema

‘VIpaeneHIe NTPOBEIM CeaHCOM. ITHIITIIATI3AIIA HOBOIO HTPOBOTO Vipak
L 4
npomecca. 3aBepiieHIe TeKYIIero mpomecca. MnasHoe meHo
¥ N\
\
Hapnramis mo npocTpascTsy. [TocaeosaTepHOE IEPEMENIICHIE HauaTe urpy O \

\
v \

MEKIY TOKALITAMII (KOMHP.TaMII}.
KomHaTal+Keectl

Pemmenie HTPOBEIX 3a1a9. BrinonHeHIe T0rHY9ecKIX [OT0BOIOMOK. / il ¢
e / KoMHaTa2+Keecr2
B3anMoeiicTBIIe ¢ HHTEPAKTIBHEIMII 3TeMEHTaMII OKPYKEHHA. | 4'
3aBeplueHIle HIPOBOIO HKIA. PecTapT HIpOBOTO IIPOLIECCa. KomuaTa3+Keect3

OKoH4aTeNnbHOE 3aBepIIcHIIS IIrpOBOﬁ CECCHIIL.
DUHANBHAN KOMHATA

JlaHHEIT (YHKIIIOHAT peannzyeT 0az0BEIl HTPOBOIT KL, ¥
o BeecTrwn Kon
ofecneunBad ocieloRaTeIbHOe IPOXOMIIeHIIe KOHTEeHTa ¢ BO3MOKHOCTE .
\ !
\ f
MOBTOPHOTO MPOXOKISHNS I 3aBepIIeHI UTPET 10 JKeTaHIK \ BROHUARS /
N & e
MIOIB30BATCIIA. HavaTe 3aHOBO  BoliATA

Bonpmoe cnacu6o 3a BHEManue!
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