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BBenenne

B nmocnegHue roapl UMHIYCTPUST KOMIIBIOTEPHBIX UTP CTPEMUTEIBLHO
pa3BUBaETCA, NPUTITMBasi BHUMaHUE MHOTUX Jtojiel. Pa3paboTka KOMITbIOTEPHBIX
UTp SBISICTCS OJHOM W3 CaMbIX BeAymUX chep B KOMIBIOTEPHOW WHIYCTPHH.
Cpeaun HuUX 0cob0e MecTo 3aHUMaroT 2D-urpel, KOTOpble, HECMOTPSI Ha pa3BUTHUE
TEXHOJIOTU U TOSBJICHHE TPEXMEPHON TrpaduKu, NPOJOJDKAIOT MPHUBJIEKAThH
MHTEPEC UTPOKOB OJIarojiapsi CBOEH MPOCTOTE, CTHIIO U YHUKAIBHOMY HUTPOBOMY
npotieccy. OHa U3 caMbIX TOMYJISIPHBIX MIATGOPM IS pa3pabOTKU UTP SBIISIETCS
KpoccimaTdopmenHas cpefaa Unity, mpegocraBisionas pa3padOTYMKa MOIIHBIC
WHCTPYMEHTHI M BO3MOXKHOCTH co31anus kak 2D, Tak 1 3D mpoekTos.

[lenbto naHHON KypcoBOW paOOThI SIBISETCS MCCIEIOBAHHE OCOOEHHOCTEH
pa3pabotku 2D-urpel ¢ wucnonb3oBanueMm tuiargopmer  Unity um co3manue
WHTYUTHBHO TMOHSATHON Wrpel. B mporecce pa3paboTku HUrpel OyneT yHeaeHo
BHUMAaHHE OCHOBHBIM NMPHUHIUIIAM MPOEKTUpOoBaHus 2D-urp, Takum kak cosanue
rpaduKku, aHUMAIllMM, MEXaHUKA WTPbl U B3aUMOJECHCTBUS C MOJb30BaTeiaeM. B
nanpHeimeM B pabore OyayT TMPEACTAaBICHBI MOAPOOHOCTH O TIpoIlecce
pa3pabOTKH.

B nanno# KypcoBoit paboTe ObITH pa3padOTaH MPOEKT, BKIIOYAIOIUN TaKUe
urpbl kak «Ilmardgopmepy, «Ketuep», «lllyrep» um «Buxropuna», sBistomuecs
OJIHUMH M3 HauOoJiee MOMYJSPHBIX KaHPOB WIpP, KOTOPbIE MPHUBIIEKAIOT CBOEH
JTUHAMUYHOCTBIO,  3aXBaThIBAIOIIMM W  HMHTEIUIEKTYaJIbHO-Pa3BICKATEIHHBIM

HPOLIECCOM.



1 AHaJu3 npeAMeTHOM 00J1acTH

[IpeameTHass 00JacTh MaHHOW KypcOBOW pPabOThI BKJIIOYaeT B ceOs
pa3paboTKy IeJoro MpoeKTa ¢ KommbloTepHbiMH 2D wurpamum Ha Unity,
BKJIIOYAIOIIUX B ceOsl pa3nuyHbIe *KaHphl, Takue kak [lnardopmep, Keruep LllyTep
1 Bukropuna.

1.1 ’)Kanp urpbl. AHAJIOTH TP B 3TOM KaHpe

Kaxnpli u3 JKaHpPOB HWIp INpEeMIaraeT YHHUKAJbHBIA WIPOBOM  OIBIT,
OCHOBaHHBIN Ha pa3jMyYHbIX MEXaHUKax U 1eisix. Huxke npuBeaeHsl 0COOEHHOCTH
XKAHPOB IIaTgopMepa M KeTuepa, a TaKKe MPUBEAY MPUMEPHI MOMYISIPHBIX
aHaJIOroOB, KOTOPBIE MIUTIOCTPUPYIOT UX CYTh U MPUBJIEKATEIbHOCTD JJI1 UTPOKOB.

Cytb paszpabotku wurpel Ilmatdopmep 3akioyaercss B CO3JaHUM
3aXBaTbIBAIOIIETO UTPOBOTO MPOIIECCa, OCHOBAHHOTO HA MEPEMEILEHUN MTEPCOHAXKA
MEXIy pa3auuHbIMM  mIatgopmamu. UWrpoky mOpeacTouT — MpeojoJieBaTh
IpPENATCTBUS, U30€raTh JIOBYIIEK M BpAaroB, MCNONb3ys NPbDKKHU. Llenb urpsr —
YHUUYTOXKEHUE BCEX MPOTUBHUKOB.

«Super Mario Bros» — kimaccuueckas urpa, B KOTOPOH HIPOK YIpPaBJsCT
Mario, mpeomosieBas TNPEMSATCTBUS M CpPaXkasCh C BparaMu, YTOOBI CIIACTH

npunieccy. ClieHa urpa rnpuBeeHa Ha pucyHke 1.
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Pucynok 1 — Cuena urpst «Super Mario Brosy



«Celeste» — unTeHCHBHBIN TUIATGOPMED, T UTPOK YIPABISET JCBYIIKOW MO
uMeHn MajseH, cTpemsiieiicss B300paTbCs Ha TOPY, CTAJKUBASCh C PAa3IHMYHBIMU

NpenATCTBUAMA 1 BHYTPCHHUMHA JCMOHAMMU. CHGHa HUrpa MnmpuBCICHAa Ha PHUCYHKC

2.

«Hollow Knight» — armocdepnbiii 1iathopmep, B KOTOPOM HUIPOK
UCCIIEAYET MPAYHbIH MHp, CpaXasiCh C BparaMyd U OTKPbIBasi HOBBIC BO3MOYKHOCTH.

Cuena urpa npuBeJieHa Ha PUCYHKe 3.
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Pucynok 3 — Cuea urpsl «Hollow Knight»

B KeTuepe akiieHT caenaH Ha JIOBJIE€ ajarimmux o0bekToB. Urpok cobupaer
MpaBUJIbHBIC TPEAMETHI, M30eras HeKelaTeIbHBIX. Y CHENIHas JIOBJIS MPUHOCUT

O4YKH, a4 HEyJd4a MOKCT IIPUBCCTHU K ITOTCPC JKU3HEH.



«Catch the Candy» — wurpok pemaer TroJIOBOJIOMKH, YTOOBI IOMOYb
IEPCOHAXY  MMOWMAaTh  CIAAOCTH,  HCIOJB3yS  pa3ddYHble  MEXaHHUKH

B3aumojenicTpus. ClieHa urpa rnpuBeeHa Ha pucyHke 4.
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Pucynok 4 — Criena urpsl «Catch the Candy»

«Fruit Ninja» — apkagHas urpa, B KOTOPOW HIpOK paszpe3aeT (PYKTHI,
n3beras 6om0, 4yTOoOBI HaOpaTh MaKCHMaJbHOE KOJIMYECTBO OuykoB. CIieHa Hrpa

IpUBEIECHA HA PUCYHKE O.

Pucynok 5 — Cuena urps! «Fruit Ninjay

«Doodle Jump» — urpok ympapiseT NPBITAIOIIMM MTEPCOHAKEM, KOTOPBIH
JIOJKEH MOJAHUMATBCS BBEPX M0 TuiaTgopMam, u3deras BparoB u coorpasi OOHYyCHI.

Cuena urpa npuBeieHa Ha PUCYHKE 6.



Pucynok 6 — Cuena urpsr «Doodle Jump»

Urpa Ilyrep onupaercss Ha CO3JAaHME Ka3yaJlbHOT'O WIPOBOTO IIpoliecca,
CBSI3aHHOTO CO CTpenb0oil JazepoM 1o BparaM. Hrpok mnepememaercss o
IJIOCKOCTH, YHUUTOXasi Kak JOOpBIX MEPCOHAXEH, KOTOPbIE HE MOTYT aTaKOBAaTh,
TaK U 3JIbIX, aKTUBHO CTPEJIAIOIIUX B HETO. DTO AO0ABIISIET 3JIEMEHT HAPSKEHUS U
JTMHAMUKH, a TAK)KE BJIMAET Ha HAYUCIICHUE UK TIOTEPIO OYKOB.

«Contray — kinaccuyeckuil KOONEPATUBHBIN IIyTEp, TJ€ UTPOKH CPaKAIOTCS
C MHOIUIAHETHBIMU Bparami, HCIOJIb3Yys Pa3HOOOpa3HOE OpYKHWE U TaKTHKH.

CueHa urpa npuBe/ieHa Ha PUCYHKeE /.
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Pucynox 7 — Cuena urpsl «Contray



«Gunstar Heroes» — spkuil U AMHAMUYHBIA ILIyTE€pP, B KOTOPOM HIPOKH
BBIOUPAIOT MEPCOHAXKEH M CpakaloTCsl C Bparamu, HCHOJb3Ys MOIIHBIE KOMOO-

aTaky U yHHKaJIbHbIE criocoOHOCTH. ClieHa urpa npuBe/ieHa Ha pUCYHKe 8.
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Pucynok 8 — Cuena urpsr «Gunstar Heroes»
«Enter the Gungeon» — poraauk-uryTep, B KOTOPOM HMIPOKH HCCICIYIOT
MOJ[3EMENbs, TOJHBIE BpParoB W YHHUKAJIBHOTO OPYXKHUS, CTPEMSCh HaWTH
JereHapHOe OpyXKHe, CIOCOOHOE YHUUTOXUTH Ipornuioe. ClieHa urpa npuBeaeHa

Ha pucyHke 9.

P
Pucynox 9 — Cuena urpst «Enter the Gungeony

BI/IKTOpI/IHa — HHTCJUICKTYaJIbHOC COCTA3aHUC, OCHOBAHHOC Ha ITPOBCPKC

3HaHUH B pa3nuyHbIX o0nactax. Urpoky npeanaraeTcst psja BOIPOCOB, HA KOTOPbIE



HEOOXOJMMO JaTh MPABUJIbHBIA OTBET, BHIOpAB OJWH U3 MPEAJIOKEHHBIX
BApUAHTOB. Y CIHENIHbIE OTBETHI MPUHOCAT OYKH, YTO CO3JAET COPEBHOBATEIIbHYIO
atMocgepy, TpeOyIOLIyl0 OT MIrpoKa HE TOJBKO 3HaHWM, HO U YMEHHUs ObICTpO
MBICJIUTh U aHAJTU3UPOBaTh. [[0X0KMMHU UTPaMU TAKOTO KaHpa SBISIOTCA:

«MHTemnekryanbHblii MapadoH» — urpa, rie UIpoK y4acTBYET B CEpPHUH
TEMaTUYECKUX BUKTOPHH, MEPEMEIIAsCh MO KapTe 3HAHWM, I/e Kaxjaas o0nacTb
MPEACTABIACT COO0OM OTHENbHBIA YpPOBEHb C BO3PACTAIOIIEH CIIOAKHOCTBHIO, a
YCIIEIIHOE TPOXOKJIEHUE OTKPBIBAET JOCTYN K HOBBIM OO0JACTAM U I03BOJISIET
NOJIYYUTh YHUKAJIbHBIEC 3HAYKH 32 JOCTHKEHUS.

«Bepmmna 3HaHMI» — Urpa C YHHKalIbHBIM (HOpMATOM, TJ€ HIPOKY
IpeIaraloTcs OTBEThI-YyTBEPXKACHUS, a 3ajada — CGHOpPMYJIUPOBATH BOIPOC,
KOTOPbIH K HUM IOJIXOJUT, TJ€ OH IEepEeMELIAeTCs MO BEPTUKAIBHOM OalllHe
3HAHUHU, KaXAbIi ATaXX KOTOPOU MpeACTaBIIsAeT COO0M OTAENbHYIO TEMAaTHKY, a YEM
BBIIIIE TIOJJHUMAETCS UTPOK, TEM CJIOKHEE CTAHOBATCS YTBEP/KICHUS U TEM BBILIEC
Harpaja, Npu 3TOM HENPAaBWIBHBIA BOMNPOC MOXKET NPUBECTH K NAJCHUIO Ha
IpebIIyIIie YPOBHH, JOOABIISSA JIEMEHT PUCKA.

«Koneco 3Hanuit» — urpa, riae Urpok KpyTUT BUPTyaJIbHOE KOJIECO, YTOOBI
BbIOpaTh CIy4yailHyl0 KaTe€ropuio BOIPOCOB, B KOTOPOM HIpOKaM MpPEACTOUT
COPEBHOBATHCSI B PEKMME OHJIAH B IOMIArOBBIX Jy3JIAX, OTBEYash Ha BONIPOCHI
ObICTpee M TOYHEE CONEPHMKA, a MOOEAUTENb MONIYYaeT OYKU U MOMKET YKPacTb
3HaHus (B BHJE BUPTY&IbHbIX (DUIIEK) Yy CONEpPHHMKA, MPH ITOM TaKXKe €CTb
BO3MOXXHOCTh OOMEHMBATh (PUIITKK Ha OYCTEphI, KOTOPhIE MOTYT OOJIETYUTh UTPY.

1.2 Onucanue cpeabl pa3padoTKu

Jnis co3manust pa3pabOTKU TpeX >KaHp WUrp, NMPUBEIACHHBIX BbIIIE, OyaeT
ucnojb30BaThes cpema UNity, kotopast sBIseTCSs MOIIHOW M THOKON HIpOBOM
mw1atopMoi, MpeAoCTaBISAIONIeH MUPOKHE BO3MOXKHOCTH ISl pa3pabOTKU HUTp
pasnu4HbBIX KaHpoB U miatgopm. OHa momnepxkuBaeT C# B Ka4yeCcTBE OCHOBHOTO
A3bIKa IPOrPAMMHUPOBAHMS U MpeJiaraeT MMPOKUil HA0OP rOTOBBIX HHCTPYMEHTOB
U OUONMMOTEK, YTO TMO3BOJSET YCKOPHUTH MpPOLECC pa3pabOTKH U OOJETYUTh

CO3JJaHHUC UT'POBLIX MCXAHHK.



C# otHocutcs K s3bikaM ¢ C-TIOJOOHBIM CHHTaKCHUCOM, M3 KOTOPBIX €ro
CUHTaKcuc ckopee Omm3ok k C++ wm Java. YHacnenoBaB MHOTOE€ OT CBOHX
MPEAIIECTBEHHUKOB — A3bIKOB C++, Java u ap. — C#, onupaeTcss Ha MPaKTUYECKOE
WX WCTIOJIB30BAHUS M MCKIIOUYAET OMPEISTUBIINE CeOsl Kak MpoOIeMaTHIHbIE TIPU
pa3zpabotke mnporpamMmmHoro npoxaykra. Hampumep, C# B omimmuue ot C++ He
MOJJIEP>KMBAET MHOKECTBEHHOE HACIIEIOBAaHUE KIIACCOB.

[TepeHsIB MHOTOE OT CBOMX IMPEAIMISCTBEHHUKOB — s13bIk0B C++, Java, Delphi,
Monyna u Smalltalk — C#, onupasich Ha MpakTUKY UX UCTIOJIb30BAHMSI, UCKIIIOYAET
HEKOTOpBhIE MOJIETIM, 3apEKOMEH/OBaBIIME ce0s Kak MpoOJieMaTUUYHBIE MpU
pa3paboTKe MporpaMMHBIX cucTeM, Hamnpumep, C# B oriamuume ot CH++ He
MOJIJIEP>KUBAET MHOXKECTBEHHOE HACJIEJOBAaHUE KJIACCOB (MEXIY TEM JOMYyCKaeTCs
MHOXECTBEHHOE Hacje0BaHUE UHTEP(PEICOB).

JlaHHBIN s3BIK OBLT BBIOpAH B KadeCcTBE OCHOBHOIO, TaK Kak oOjagaer
HY)KHBIMA KaueCTBaMH ISl peajiu3allii, HUMEET BCTPOCHHYIO 0000IIeHNUH,
JIeJIeraToOB U COOBITUM, YTO OOJIETYUT peau3alluio.

1.3 Texnuueckoe 3a1aHue HA pa3padoOTKy

B nmanHOil KypcoBoil paboTe HE0OXOAUMO pa3paboTaTh YEThIPE WIPHI:
wiatdopmMep, KeTuep, myTep u BUkTopuHa. Kaxmas urpa gomkHa UMETh 0a30BYIO
UTPOBYI0 MEXAHUKY, BKIIIOYAs YIPABICHHE IEPCOHAXKEM U B3aMMOJICHCTBUE C
00BbEKTaMM, COOTBETCTBYIONIYIO JKaHPY. YTPaBICHUE JOJKHO OBITh UHTYUTHUBHO
MOHATHBIM M OT3bIBUMBBIM. ['paduueckoe odopmiieHHE SBISIETCS TPOCTHIM U
JIOJDKHO COOTBETCTBOBATh BBIOpAaHHOMY CTWIKO. lcronp3oBaHuE aHMMAaIUU
nepcoHaxel B KaXKJI0U U3 TpeX Urp 00s3aTesibHO. BHEIpEeHEe CUCTEMBbI OUKOB JIJIs
YBEJIMYCHHSI BOBJICUEHHOCTH WrpokoB. HeoOXxoammo peann3oBaTh 3BYKOBOE
CONMPOBOXKI€HUE: (POHOBASI My3bIKa U 3BYKOBBIE I(P(EKTHI.

Hwxe mnpencraBineHbl COCTOSIHUWA U KaXKIOW MUHHU-UTPHL. J(narpammsl
COCTOSIHUM MOKA3bIBAIOT, KaK CHUCTEMa pearupyeT Ha pa3juvHble COOBITHS H
Mepexo/ibl MEXKIY COCTOSHHUAMU. DTU TUarpaMMBbl MIO3BOJISIOT TTOHATh, KAK UTPOKHU
B3aMMOJICUCTBYIOT C WUIPOM, KAKUE COCTOSHHUS OHM MOTYT NPUHHMAaTh U KaKue

I[CﬁCTBI’IH IMPHUBOAAT K UBMCHCHHAM B HT'POBOM IIPOLECCE.



TpeboBanusimu k [lnaTtdopmepy sBISIOTCS:

— co3laHue miathopm;

— MEpeAB)KEHUE UIpOKa BJEBO, BIPaBO U MPBDKOK C  IOMOIIBIO
KJIABUATYBI;

— CO3J1aHUE JPYKETIOOHBIX MPOTUBHUKOB (UEPBSKOB), HA KOTOPHIE MOYKHO
HAHOCHUTBH yJIap;

— CO3JaHH€ BPaXXJIE€OHBIX MPOTUBHUKOB (OpeBHA M MOHCTPHI), KOTOpBIE
HAHOCAT yJap WIPOKY, a OAMH W3 OpeBeH [OJDKEH IpPU CONPUKOCHOBEHUU
nepe3arpyxaTb Urpy;

— CO3/I1aHUE aHMMALIUU BCEX NMEPCOHAKEN;

— CO3JaHME 3J0POBbs Y UTPOKA U IPOTUBHUKOB.

K tpeboBanusim Ketuepa oTHOCHTCS:

— CO3JIaHUE TIOCKOM MIaTQOpPMBI;

— TEpeIBHKEHHE UTPOKA BIIPABO U BJIEBO C MIOMOIIBIO KIABUATYPHI;

— TeHepalus XOpOIIHX U TUIOXUX MPEAMETOB U UX NaJCHHUE;

— JIOBJISI XOPOILUX NMPEAMETOB, KOTOPbIE TPUOABISIOT OUKH;

— JIOBJISL XOPOILUX MPEIMETOB, KOTOPbIE€ TPUOABIIAIOT 3J0POBbE;

— JIOBJIS IIJIOXUX MIPEIMETOB, KOTOPbIE YOABIISAIOT 3/10POBbE;

— CO3JaHHE aHUMAaLUU UTPOKA;

— co3gaHue (POHOBOW MY3bIKa U 3BYKOBBIX 3(D(PEKTHI;

— CO3JaHME MAaHEJIN HaCTPOEK.

[IyTep umeeT cienyromue TpeOOBaAHUS:

CO3JaHHE TUIOCKOM TIaT(OPMBI;

— NEPECABMIKCHUC IICPCOHAXKA BIIPABO M BJICBO C IIOMOIIBIO KypCOpa MBIIIH,

CO3JJaHHE MHANKATOPA 3I0POBbS Y BCEX MEPCOHAKEN;

— cTpenb0a JIydoM B IPOTUBHUKOB,;

— TeHepauus APYKETIOOHBIX MPOTHUBHUKOB, MPH YHUYTOXKEHUH JIy4OM
KOTOPBIX MPUOABISETCS 5 OUKOB;

— reHepauus BpaXIeOHBIX MPOTUBHUKOB TMPH YHUYTOXXEHUU JIy4OM

KOTOPBIX NpubaBisercs 10 04koB;



— BBIUTPBIII [IPU ONPEICIICHHOM HA0OPE OUKOB;

— TIPOUTPHIII IPU OTCYTCTBUH BCEX KU3HEH UTPOKA.

O06s13aTeIbHBIMU YCIIOBUSMH BUKTOPUHBI SBIISIIOTCS:

— COJIEp’)KaHUE CIMCKa BOIPOCOB, KaXKIbIA M3 KOTOPHIX BKJIIOYAET TEKCT
BOIIpOCa, M300pakeHue, CIIMCOK OTBETOB M MHJIEKC MPABUILHOTO OTBETA;

— BOIIPOCHI JIOJDKHBI OBITH CIAyYaiHBIM 0Opa3oM IepeMelIaHbl TMepen
HayajoM BUKTOPHHBI;

— TEKCTOBBIM JIEMEHT JJISI OTOOpaKEHUS TeKYIEero BOIpoca,

— u300pa)xeHue, CBI3aHHOE C BOMPOCOM (€CIIu UMEETCs);

— KHOMKW JJisI  BbIOOpa OTBETOB, KOJUYECTBO KOTOPBIX  JIOJHKHO
COOTBETCTBOBATh KOJIMYECTBY OTBETOB Ha BOIPOC;

— TEKCT JJIsl OTOOpaKEHUS TEKYILEro cueTa UTPOKa,

— TEKCT JUII OTOOpaKEHUS pe3ysibTaTa BUKTOPUHBI TIOCIIE €€ 3aBEepIIeHNUS,

— KHOIIKa B KOHIIE JIJISI BEIXO/1a U3 UTPHI;

— OTCJIC)KMBAHUE KOJIMYECTBA MTPABUIbHBIX OTBETOB UTPOKA;

— TOCJIe BBIOOpA OTBETA HMIPOKOM, JIOJDKEH OTOOPAKAThCS CIICTYIOIIHMA
BOIIPOC;

— B KOHIIC BUKTOPHMHBI JIOJDKHA OTOOpaKaThCcs MHGOPMAIUS O KOJIUYCCTBE
MPaBUJILHBIX OTBETOB U BO3MOKHOCThH HauaTh UTPY 3aHOBO.

Huwxe mnpeacraBieHa pauarpamMma MOpereCHTOB MJis IEJI0r0 MpPOeKTa.
JluarpaMMbl  MIPELIEICHTOB IIPEACTABISIOT COOOM  BBICOKOYPOBHEBBIM  0030p
(YHKIIMOHATBLHOCTH CHUCTEMBI C TOUYKH 3pEHHS IMOjb3oBaTenei (akrtepoB). OHH
MOMOTAIOT OTPEJCIUTh, KAaKUE JICHUCTBUSI MOTYT BBINIOJHATH MOJIb30BATEIIN U KaKue
IIeJM OHU MOTYT JIOCTHTaTh B paMKaX KaxJoi urpel. B xoHTekcTe muatdopmepa,
KeTuepa, IyTepa M BUKTOPHUHBI, JHAarpaMMbl MPELEICHTOB MOMOTYT BBIJACIUTH
KITFOUEBbIC (DYHKITHH.

JuarpamMmma mpeneeHTOB TipejacTtaBieHa Ha pucynke 10. Kaxmwrit
Mpele/IeHT OTpakaeT KOHKPETHYIO 3ajlady WM B3aUMOACHCTBUE, KOTOpPOE

IMOJIb30BATCJIb MOXKCT OCYIICCTBUTL B UTPC.
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Pucynox 10 — JIlmarpamma nipenenentos st [lnardopmepa

JlnarpaMMbl TPELIEIEHTOB TaK)Ke MOMOTaloT pa3paboTYMKaM MOHSTh, KaKHhe

MCXaHHUKH OOJI’KHBI OBITh pCaIn30BaHbl  AJIA oOecrieueHusT T0JI0KUTEIILHOTO

UTrpoBOro omnbiTa. OHU CIY’KaT OCHOBOM NJIsl co3aHus OoJiee JeTalIU3UPOBAHHBIX

TeXHUYeCKuX crnemudukanuii. Kpome Toro, Takue amarpamMMmbl 00JIETYAIOT

KOMMYHHKAIIUIO MCKAY YICHAMU KOMAaHAbI, IIO3BOJISAA BCEM YUACTHHKAM IIPOCKTA

HUMCTb 06mee npcacTaBJICHUC O (I)YHKI_II/IOHaJ'IBHOCTI/I cucTeMbl. B koHeUHOM HUTOTC,

YCTKOC ITIOHMMAaHHEC npeucacHTOB

IJIAaHUPOBAHUIO U pa3pabOTKE UTp.

CHOCOOCTBYET

oonee apdexTUBHOMY



2 IlpoexkTHpOBaHus U Pa3padoTKa NPHUIOKECHUS

[Ipouecc pa3pabOTKM BKJIOYAET B ce0s NPOEKTHPOBAHWE YPOBHEH M
UTPOBOM JIOTMKH, CO3/IaHUE CKPHUIITOB VISl YIIPABJIECHUS UTPOBBIMU MEXaHUKAMU U
NEPCOHAKAMH, a TAKKE HCIOJIb30BAaHUE PA3JIUYHBIX PECYPCOB M AHUMALUH JJIS
oOecrieueHus: MPUBJIEKATEILHOTO U IMHAMUYHOTO UTPOBOTO TIpoliecca.

2.1 IlpoekTHpOBaHMEe YPOBHEH M JIOTUKH UTPbI

B pamkax xypcoBoii paboTel OBIT pa3paboTaH WrPOBOM COOPHUK,
BKJIIOYAIONINI 4YeTbipe MHUHHU-UTphl B >kaHpax [lmardopmep, Keruep, yrtep u
BukropuHa, peanu3oBaHHbIX Ha wurpoBom aBwxkke Unity. Ilpunoxenue
npeAcTaBiIsieT coboil 2D-urpy, rae mnojib3oBaTellb MOXET BbIOpATh OJHY W3
IIPEIIOKEHHBIX MUHU-UTP Y€pe3 IIIaBHOE MEHIO.

Kaxxnasg MuUHHM-UTpa peann3oBaHa B BUJIE€ OT/AEIbHOM ciieHbl B Unity. YpoBHH
B KaX/I0M M3 MUHHU-UTP MPEJICTABISIOT COOON 3aMKHYThIE UTPOBBIE IIPOCTPAHCTBA
0e3 mepexoAa Ha JApYyrue JIOKalUU, TO €CTh B paMKax OJHOM cleHbl. J{ias urpsl
ObUTM pa3pabOTaHbl YHUKAJIbHBbIE HAOOPHI MPEMSTCTBUI/OOBEKTOB M MEXaHUKH.
['maBHAsE CclieHa OCHOBHOI'O MEHIO COJEPKHUT TPU KHONKHU, Ka)aas U3 KOTOPBIX
BEJIET K OT/ACJIbHOM MUHU-UTPE.

VYposens (cuena) Ilnardopmepa npencraBisgeTr cobol JTUHEHHYIO CIIEHY C
npenATcTBUsIMUA (TUIAT(GOPMBI, TPOMACTH, Bparu). JIOrMka UIpbl COCTOMT B TOM,
YTO WIPOK TMEepeMeniaeTcss MO YpOBHIO, u30eras MpensTCTBUA W Bparos.
[IpenycMOTpeHO ynpaBJIEHHE UTPOKOM C ITOMOIIBIO KHOIOK.

VY Keruepa cuieHa cOCTOMT M3 OOJACTH AJIS JIOBIM MaJaroluX OOBEKTOB.
Jloruka wWrpsl BKJIIOYAaeT B ce0s WIPOKA, KOTOPHIM JIOBUT MAaJalOIIUE CBEPXY
O0BEKTHI, MepeMeniasich Mo Iiockoi miardopme. IlpenycMoTpeHo ympasiieHue
UTPOKOM C TTOMOILbIO KHOTIOK.

VYposens lllyrepa BkiItodaer o01acTh, e pa3MeNIeH MEPCOHAXK, KOTOPBIMA
nepeMeIaeTcs mo MIOCKOH miaTgopMe U CTpessieT B MPOTUBHUKOB. JIoTHKa UTphl
CKJIJbIBA€TCSI B TOM, YTO WIPOK CTpENSeT MO MPOTUBHUKAM, HaOUpas OYKH.
VYmpaBneHue CTpenb00il OCYIIECTBISIETCS C TOMOIIBI0 TPABOW KHOIKH MBIIIIH.

[IpeaycMOTpeHO ynpaBlieHHE UTPOKOM C IMOMOIIbIO KypcOpa MBIIIIH.



Y BuUKTOpHHBI ClieHa UMeeT UHTep(eiic, B KOTOPOM PACTIONOKEHBI TEKCT C
BOIIPOCOM, TEKCT C pPE3yJbTaTOM NPABUIbHBIX OTBETOB, KHOIKM C TEKCTOM
Borpoca. JIoruka urpsl COCTOMT B TOM, YTO WUIPOK IMPOXOAUT TECT, OTBEUYas Ha
BOIIPOCHI, @ B KOHLE BBIBOJUTCA pE3YyJbTaT TECTUPOBAHUA. YIPaBICHUE
uHTEPPENCOM OCYIIECTBISIETCS C TOMOIIBIO MBIIIIH.

Hwxe mnpencraBneHa pauarpaMma COCTOSHHM JJIsI  LEJIOTO  IPOEKTA.
JlmarpaMMa COCTOSTHMUM MOKa3bIBAIOT, KaK CHUCTEMa pearupyer Ha pa3juyHbIe
COOBITHS U MEPEXOJbl MEXKIY COCTOSHUSIMHU. DTH MarpaMMbl TTO3BOJISIOT TOHSTH,
KaK UTPOKU B3aUMOJIEUCTBYIOT C UTPOM, KAKHE COCTOSIHUSI OHH MOTYT IPHUHUMATh
Y KaKue JIeUCTBUS MIPUBOJIAT K U3MEHEHUSAM B HTPOBOM MPOLECCE.

B 3akimouenue, pazpaboTka JaHHOTO WUIPOBOro COOpHHMKA TMO3BOJIMIIA HE
TOJIBKO YIUIyOUTh 3HaHMs B 00JacTu nporpammupoBanus Ha Unity, HO U pa3BUTh
HAaBBIKM TPOCKTUPOBAHMS WUrpoBBIX MexaHuk. Kaxkmas MuHu-urpa Oblia
TIIATEIBHO MPOTECTUPOBAHA HAa YAOOCTBO YIIPABIEHUSI U HHTEPECHOCTh UTPOBOIO
nporecca. OOpartHast CBsI3b OT IOJIb30BATENIC BBIABUJIA CHIIbHBIE U CiaOble
CTOPOHBI Ka)XJIOM WIPHI, YTO IOMOXKET B JAJBbHEHILIEM YJIYy4dlIeHUH IpoekTa. B
NEPCHEKTUBE IUIAHUPYETCS J00aBUTh HOBBIE MHUHHU-UTPbl W PACIIUPUTH
(YHKIIMOHAN  CYUIECTBYIOIMX,  BKJIIOYAs ~ MYJIbTHIUICEPHBIH  PEXKUM U
JIOTIOJIHUTEIbHBIE YPOBHHU CIIOKHOCTH. Takum 00pazoMm, MPOEKT UMEET MOTEHIHa
JUIS TalIbHEMIIero pa3BUTHUSI U MOXKET CTaTh OCHOBOM yisi 0oJjiee MaciiTaOHOIo
UTPOBOTO IIPUIOKEHUS.

Kpome Toro, wuHTerpamusi CHUCTEMbl JOCTHXKEHHM MOXXET 3HAaYUTEIbHO
MOBBICUTh MHTEPEC WIPOKOB M MOTHBAIMIO K TMOBTOPHBIM HIrpaM. Mbl Takxke
paccMaTpuBaeéM BO3MOXKHOCTb BHEAPEHHUS OO0y4yalouMX YpOBHEH, KOTOpbIE
MOMOTYT HOBBIM UTPOKaM OBICTPEE OCBOMTH MEXAHUKHU KaXKI0W MUHU-UTPHI.

Jlnarpamma COCTOSIHUM MpeJicTaBieHa Ha pucyHke 11.
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2.2 OnucaHue OCHOBHBIX KJIACCOB U CKPUIITOB

Kitacchl 1 CKpUNTHI SIBISIOTCS KIOYEBBIMU KOMIIOHEHTAMH JIJIs1 pean3alnuu
UT'POBOM JIOTUKU U MEXaHUKH. [IpOEKT COCTOUT U3 YEThIPEX OTIACIBbHBIX MUHU-UTP:
[Tnatrdopmepa, Keruepa, Illyrepa m Bukropmnsl. Kaxmgas w3 HuUX HMeeT CBOM
HaOOp CKPUIITOB, OTBEYAIOIIMX 3a YIPABJICHUE NMEPCOHAKEM, B3aUMOJIEHUCTBUE C
O0OBEKTaMU M JIOTUKY HWIPOBOTO Ipolrecca. Bce CKpunTbl NpHUBENEHBI B
[Ipunoxenun.

Huxe OyayT mpencraBieHbl JuarpaMMbl KIaccoB JUIsl KaKAOW MHUHU HUIPbI
npoekTa. JluarpaMMbl KJIacCOB MPEAOCTABISIOT MOJIPOOHBIA 0030p CTPYKTYpbI
CUCTEMBI, BKJIFOYAs KJIACCHI, UX aTpUOYThl U METO/IbI, & TAKXKE OTHOIICHHS MEXKITY
HUMH. DTU AUarpaMMbl BaKHBI 111 TOHUMAHUS ApXUTEKTYPbl UTPbI U MOTYT OBITh
UCIIOJIb30BaHbl JUIsl TMPOEKTUPOBAHUS CHUCTEMBI, oOOecleyuBas SCHOCTb B
OTHOILIEHUH TOTO, KaK pa3JInYHble KOMIOHEHTHI B3aUMOIEUCTBYIOT APYT C APYTOM.
B xontekcte mmardopmepa, Keruepa, LIyTepa U BUKTOPUHBI, JUarpamMMbl
MPELECHTOB IOMOTYT BBIIEJIUTh KIIOUEBbIE (DYHKIIMH.

CkpunTomM, C KOTOpOTrO HY)XHO HauyaTh, sBisgeTcs ButtonScript.cs,
cojiepKaluii 5 myOIuYHBIX (PYHKIUH, KOTOPbIE MOXKHO MPUBSA3aTh K KHOMKAaM B
untepdeiice Unity. Kaxknas QyHKIMS BBITOMHSAET 3arpy3Ky ONPEEICHHON CIICHBI.

Huxe paccmarpuBaroTCs KIIIOUEBBIE CKPUIITHI JUISI KaKJOWM MUHU-UTPHI,
OOBACHASI MX (PYHKIMOHAIBHOCTh, MPUHIUIBI padOTBl U B3aUMOJIECUCTBHE C
JIPYTMMHA KOMIIOHEHTaMHU.

Huxe npuBegeHo onucanue CKpunToB U kinacco [lnardopmepa.

CanvasButton.cs ympapiser KHONMKaMM Ha WIrPpOBOM TIOJie, TTO3BOJISIS
IIepe3anyCTUTh UIPY, BBINTH B IJIaBHOE MEHIO WA OTKPHITH ykazaHHyro URL-
aapec. CKpUNT COAEP>KUT TAKUE METObI, KAK:

— RestartGame() — nepe3arpysxaeT cleHy;

— Exit() — Bo3Bpalaer Ha ri1aBHYIO CLIEHY;

— URL() — otkpsiBaecT URL B Opay3sepe.

Entity.cs ompenenser 06a3zoBeiii  Kimacc Entity, KOTOpbIii BKIIOYaeT

BUPTYAJIbHBIC MCTOAbI AJd IIOJYUYCHHUA YpPOHAa MW CMCPTHU 06’I>€KT8,, ITO3BOJISA



HACIIEAYIONMIMM KJIaccaM MEePeonpeiesaTh UX (QYHKIMOHATBHOCTh. CKpUNT
COICPIKHUT TAKUE METOJIBI, KaK:

— GetDamage() — BupTyalibHbINA METO, KOTOPBIH MOXHO TIEPEOPEICIIUTD B
HacJeIyeMbIX KJ1accax g 00pabOTKU NMOJIyYEeHHs YPOHa.

— Die() — yauurokaet 00BbEKT.

Hero2.cs ympaBiiseT TMOBEJICHUEM HWIPOBOTO IEPCOHAXKA, BKIIOYAs
JIBW)KCHUE, TPBDKKH, COCTOSHUE W TIOJIYYCHHE YPOHA, a TaKKe IEepPEeKIIF0YacT
AHMMAIIUU B 3aBUCMMOCTH OT JICHCTBHI UTPOKA M COCTOSIHUSA MepcoHaka. CKpHIT
COICPIKHUT TAKUE METOJIBI, KaK:

- Awake() - wmnmammsamus kommonentoB  (Rigidbody, Animator,

SpriteRenderer).

Run() — oOpabaTeIBaeT ABMKEHUE T€POS BICBO M BIIPABO.

Jump() — oOpabaThIBacT MPBIKOK T'ePO.

- CheckGround() — mpoBepsieT, HAXOUTCS JIK TePOH Ha 3eMJIC.

GetDamage() — yMeHbIIaeT KOJWYECTBO JKHU3HEW M TIPOBEpPSET, HE
3aKOHYWJIACH JIH OHH.

RandomThree.cs ciydaliHbIM 00pa3oM cO3/JaeT OJUH M3 OOBEKTOB U3
3aJJaHHOTO0 MacCHMBa TIPH CTapTe WIPHI, pasMemias €ro B TMO3UIUH TEKYIIETOo
UTrpoBoro oobekra. CKPUIIT COACPKUT MeTon, Kak Start(), KoTopbelii reHepupyer
CJIydaliHbIM MHIEKC U CO3/1aeT OOBEKT M3 MaccHBa Objects.

WalkingMonster.cs u  WalkingMonster2.cs  ynpaBiaser moBeleHUEM
MOHCTpa, KOTOpBIM JBWKETCS K IeNd (MCPOKY) M HAHOCHUT YPOH, €CJIH
CTAJIKMBACTCS C HHUM, IPH DTOM OTCJCKHBAsS CBOM JKU3HM W YHHUUTOXKas ceOs,
KOTJ1a )KM3HHU CTAHOBATCS MeHbIIE 1. CKPHUIT CONEPIKUT TaKUE METOIBI, KaK:

- Move() — nepemenaeT MOHCTPA B CTOPOHY T'€pOS.

- OnCollisionEnter2D(Collision2D collision) — Bcero numis o6padaTbiBaeT
CTOJIKHOBEHHS C TEPOEM M YMEHBIIIACT €T0 JKU3HHU.

Wo00d2.cs 3arpykaer CleHy ¢ MHACKCOM 2 IpPH CTOJKHOBCHHUU C JPYTHM
oowsekToM. Cxpunt comepxut meton OnCollisionEnter2D(Collision2D collision),

KOTOPBIHN 3arpy»aeT CIIeHY, KOr/ia repoil CTaJIKUBAETCS C O0BEKTOM.



Woo0d2.cs 1 Worm.cs ympasisier uepBeM, KOTOPBIA TepsSeT KU3HH IPH
CTOJIKHOBEHHH C HMIPOKOM U YHHUYTOXAeT ceOs, KOrJa KOJUYECTBO >KHU3HEH
JOCTUTAET HYJsl, IPU 3TOM BBIBOJIS MH(POPMALIMIO O TEKYILIEM KOJIMYECTBE KU3HEN
B KoHCOb. Cxpunt coxepxkut metoq OnCollisionEnter2D(Collision2D collision),
KOTOpBI 00pabaThIBAaET CTOJIKHOBEHHUS C TE€POEM U YMEHBIIAET €r0 KU3HU.

Huarpamma kiaccos juist [lnardopmepa npeacrasieHa Ha pucyHke 12.
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Pucynox 12 — Jluarpamma knaccoB ais [Inatdhopmepa

Hwuxe npuBeneHo onucanue ckpunroB U kitaccoB Keruepa.

CanvasButtonl.cs ympaBnser KHONKAMH Ha  KaHBace, IO3BOJIAA
nIepe3anyCcTUTh UTPY, 3arpyxkas CICHy C MHICKCOM 3, HJTU BBIMTH B TJIABHOE MEHIO,
3arpy»xas cueHy ¢ uHaekcoMm (. CKpUINT COEPKUT TAKUE METO/IbI, KaK:

- RestartGame() — mepesarpy»aet TEKyIIyIO CIIEHY C KETUYEPOM.

~ Exit() — 3arpyxaer rimaBHy0 ciieHy (MEHIO).

itemChecker.cs ymnpasiasier cOOpoM HIpoBBIX OOBEKTOB, YBCIMYHBAS WIIH
YMEHBIIIAsk CYCT UTPOKA U 3JIOPOBHE B 3aBUCUMOCTH OT THITAa COOpaHHOTO MpeIMeTa
(XOpOIIHiA, TUIOXOM WJIM MOJIOKO), & TAK:KE OTBEYACT 3a MEPEX0]] MEKAY CIICHAMH
IIPH JOCTHKCHUH ONPEICICHHBIX YCI0BUH. CKPUIT COACPKHUT TAKHE METO/IbI, KaK:

~ Start() — wWHHOMATW3UPYET 3I0pPOBbE M OTOOpakaer W300pakeHUS

3JI0POBBAI.



— OnTriggerEnter2D(Collider2D other) — oOpabaTbiBaeT CTOJKHOBEHHUS C
npeaMeTaMu (XOPOILIMMHU, TNIOXUMHU U MOJIOKOM) U OOHOBJISIET CUET U 3JI0POBBE.

itemSpawn.cs oTBevaeT 3a MEPUOAUYCCKOE CO3/aHUE UTPOBBIX OOBEKTOB B
3aJIaHHOM obmacTw, UCIIOJIB3Y S meton InvokeRepeating ms BBI30Ba
GbyHKIIMM Spawn, KOTopash TeHepUpyeT CclydailHble TIO3WIIMM U BBIOWpaET
CIy4aiiHBIN MpeIMET U3 MaccuBa items. CKpUNT COEPIKUT TaKUE METOJIbI, KaK:

- Start() — 3amyckaer mporecce criaBHa IPeMETOB C 33JaHHOU 3a/ICPIKKOHN U
NEPUOANIHOCTHIO.

— Spawn() — reHepupyeT CIIyIalHbBIN MPEAMET B 3aIaHHOM 00JIACTH.

PauseMenu.cs  ympaBiseT 1nay3oii B Wrpe, MO3BOJISASL  UTPOKY
MPUOCTAHABIUBATh U BO30OHOBIISATH UTPY C MOMOIIBIO KiaBuiu Escape, a Takxke
npenocTaBinsieT (PyHKIMU IS 3arpy3Kd TJIABHOTO MEHI0O M HacTpoek. CKpumt
COJICPKUT TaKUE METOJIbI, KaK:

- Update() — mposepsier HaxkaThe KiaBuinu Escape miis IMepeKIIOUYCHHUS
COCTOSIHHSI TIay3bl.

- Rename() — cHuMaeT nmay3y M CKpbhIBacT MCHIO.

Pause() — mprocTanaBiIMBaeT UTPY U OTOOpaKaeT MEHIO.

- LoadMenu() — 3arpy»aet riiaBHOE MEHIO.

Settings() — 3arpyskaet ciieHy HaCTPOEK.

Player.cs ynpasinser moBejcHreM Urpoka B 2D-urpe, BKIIIOYas JBHIKCHHE,
NPBDKKU ¥ aHUMaIii. CKPUTIT COACPKUT TAKHE METOJIbI, KaK:

- Awake() — wununmanmsanums kommnoHeHtoB (Rigidbody, Animator,
SpriteRenderer).

Run() — oOpabaTpIBaeT ABMKEHHE UTPOKA.

~ Jump() — oOpabaThIBaeT MPBIKOK UTPOKA.

CheckGround() — mpoBepsieT, HaXOAUTCS I UTPOK Ha 3eMJIC.

~ Update() — oOpabaTteiBaeT BBOJ OT WIpOKa W OOHOBJISET COCTOSIHHE

dHUMaluu.



VolumeValue.cs mpennazHadueH st aBTOMATHYECKOTO YHUYTOKEHHS
UTPOBOr0 OOBEKTa Yepe3 3aJaHHbI MPOMEXKYTOK BpeMeHU. CKPUNT COIACPIKUT
metoj Start(), KOTopbIi YHHUTOKAET OOBEKT Yepe3 3a/IaHHbI HHTEPBAI BPEMCHH.

Juarpamma nperenentoB s Ketuepa npezacrasiena Ha pucynke 13.

Player

Pausehenu

speed

lires
jumpFarce
isGrounded
th

anim

sprite

whatl sGround
groundChek

PauseGame
pauseGamebl enuy

Start()
Update)
Renamed)
FPausel)
LoadMenu()
Settings)

Awvake()
Runi)

Mewl)
Updated
FixedUpdate
Jumpi)
CheckGround()

CanvasButtont

RestartGamed
Exit()

itermChecker

score
health
maxHeatth
fishs
Scoredbject
OkSound
BoomSound
Milk:Sound
Update

ltemSpawn

RightSpawner
items
startDelay
repeatRate

Start))

Starty)

OnTrggerEnter2Do Spawni)

Pucynok 13 — Jluarpamma kiaccoB aisa Keruepa

Hwxe npuBeneHsl onvcanue CKpunrToB U kiiaccoB Llyrepa.

BirdHP.cs ynpasisier 310poBbeM NTHIIBI B UTPE, OTOOpaKkas €ro Ha MaHelIn
3IOPOBbSl M YBEIWYHMBAs CYET HUIPOKAa MPH YHUYTOKEHUU MTUIEL. CKpHIT
COJICP)KUT TaKHUE METOJIbI, KaK:

~ Start() — uHUIMANTH3UPYET 3I0POBbE U HAXOAUT ScoreManager.

- MakeDamage(int damage) — ymeHbIaeT 310poBbe, OOHOBIISIET TOJIOCKY
3JIOPOBBS ¥ YBEJIUYHUBACT CUET MTPH YHUUTOKCHUN TITHIIBI.

BirdMove.cs ympasiser ABH)KEHHEM MTHIBI BHU3 IO 3KpaHy C 3aJaHHON
CKOPOCTBIO, YHHUYTOXKAe€T €€ IMPH CTOJKHOBEHHH C OOBEKTaMHU OIPEACICHHBIX
TErOB U Tepe3arpyaeT CIEHY IPH CTOJKHOBEHUHU ¢ UTPOKOM. CKPHUIT COACPIKHT
TaKHe METOJIbI, KaK:

- Start() — uaunuanusupyer Rigidbody2D u 3amaer HayalbHOE JABHIKCHHE

BHM3.



~ OnBecamelnvisible() — yHudYTO)XaeT OOBEKT, €CIM OH BBIXOJIUT 32
I'PaHUIBI BUIUMOCTH.

~ OnCaollisionEnter2D(Collision2D something) —  oOpabaTbpiBaeT
CTOJIKHOBEHHS C HTPOKOM H JIPYTHMH 0ObEKTaMH.

CanvasButtonShuter.cs ympaBasier aeHCTBHSIMH KHOIIOK Ha KaHBAace,
TIO3BOJISIS TIEPE3arpy3uTh UTPY, BBIMTH Ha TIIABHBIN SKpaH WU BBHIIOJHUTD JPYTYEO
(GyHKIHIO, CBSI3aHHYIO C 3arpy3Koi CIieHbl. CKPHUIIT COACPIKUT TAKHE METOBI, KaK:

- RestartGame() — mepe3arpyskaet CIieHY IIIyTepa.

~ Exit() — 3arpyxaer riaBHyO CIieHY (MEHIO).

— Perfect2() — 3arpyxaet riiaBHyto clieHy (MEHIO).

EnemyBullet.cs ympasnser moBeneHHWEM IyJH, BBINYIIEHHOW BparoM B
HarpaBJIeHUU Urpoka. CKPHUIT COACPKHUT TAKUE METOJIBI, KaK:

- Start() — HaxoauT UTPOKa U 3a7aeT HAIIPABICHUE MOJICTA MTYJIH.

~ OnTriggerEnter2D(Collider2D other) — oGpabaTbiBaeT CTOJKHOBEHHS C
UTPOKOM, HAHOCS €My YPOH.

- OnBecamelnvisible() — yHuuroxaeT mysar0, €CiM OHA BBIXOIUT 32
I'PaHUIBI BUTUMOCTH.

EnemyHP.cs ynpasnser 310poBheM Bpara u OTOOpa)kaeT €ro COCTOSHUE
qyepes WHAUKATOP 370poBhs. CKPUNT COACPKUT TAKHE METOIbI, KaK:

~ Start() — uHUIMANTH3UPYET 3I0POBbE U HAXOAUT ScoreManager.

- MakeDamage(int damage) — ymeHbIIaeT 370pOBbE, OOHOBJISET MOJOCKY
3JI0POBBS ¥ YBEJIUYHMBACT CUCT IPH YHUUTOXKCHHUH Bpara.

EnemyShoot.cs ynpaensieT cTpens00ii Bpara, o3BOJISISL €My IEPUOIMUECKU
CTPEJIATh C 3aJIaHHOW 3a/IEP)KKOH B CTOPOHY HWIPOKAa, HAXOIs €ro 1O Tery
"PlayerCat". CkpunT COAep>XHT TaKUE METOJIbI, KaK:

— Start() — HaxoauT UrpoKa.

~ Update() — mpoBepsieT BO3MOKHOCTH CTPEIILOBI U CO3/1aeT IYJIIO.

- firePause() — KopyTHH, KOTOpBIM YHpPABISET 3aJCPKKOH MEKIY

BBICTPCIIaMMU.



HealthBar.cs oOecnieunBaeT TOCTOSIHHOE BBIPDABHHBAHWE WHAMKATOPA
3JI0POBBS TI0 TOPU3OHTY, YCTAaHABIUBAS €r0 BPAIICHUE B HOJb B KKIOM KaJpe.
Ckpunrt coaepxxutr meron Update(), koTopelii OOHyJIsSET BpallleHUE IOJOCKU
3JI0POBBAI.

HpController.cs ympapnseT 310poBbeM 0OBEKTa, MO3BOJISAS €My IOIyYaTh
YPOH M YHHUYTOXKAThCS, KOTJA €ro 3J0POBbE M0CTUTACT HyJsA. CKPUIT COICPIKUT
meToael MakeDamage(int damage), KoTopelii yMeHbIIIaeT 3JI0POBbE U YHHUTOXKACT
00BEKT, €CITH 37I0POBbE PABHO HYJIIO.

LaserShot.cs ympasisier moBeaeHHeM J1a3epHOro cHapsiga B urpe. Ckpumr
COICPIKHUT TAKUE METOJIBI, KaK:

- Start() — 3amaeT HanpaBJICHUE U CKOPOCTH Jia3epa.

- OnBecamelnvisible() — yauuroxkaer sazep, eciu OH BBIXOIHT 32 TPAHUIIBI
BUIMMOCTH.

— OnTriggerEnter2D(Collider2D other) — wnHaHocuT ypoH Bpary mpu
CTOJIKHOBEHUH.

ObjectSpawnerBird.cs oTBeuaeT 3a MEPHOAUYECKOE CO3/IaHHUE OOBEKTOB B
urpe. CKpUNT COACPIKUT TAKHE METObI, KaK:

- Start() — 3amyckaet mporiece criaBHa ¢ 3aJaHHbIM HHTEPBAJIOM.

~ Spawn() — reHepUpyeT CITydaiHYyIO NTHUILY B 3alaHHON 00JIacTH.

PlayerCatHP.cs ympapiser 310pOoBbeM HIPOKa, OTOOpaxkas €ro TEKyllee
COCTOSIHME Ha TIAHEJIM 3JJ0POBbS M 3arpy»asi HOBYIO CIIEHY, €CJIU 3/I0pOBbE Ma/laeT
10 Hys1st. CKpUTIT COACPIKUT TaKUE METOJIbI, KaK:

- Start() — uHUIMATU3UPYET 3I0POBBE U TIOJOCKY 3I0POBBSI.

- MakeDamage(int damage) — ymeHbIaeT 370pOBbE M TIepe3arpyxkact
CIICHY IIPH CMEPTH.

PlayerCatSpawner.cs oTBedaeT 3a co3jaHie UTPOBOT0 00BbEKTa (peaMeTa) B
CIIy4YallHOM TMO3WLHMM MEXKJYy TEKYyIIEH IMO3WLMEN CIIaBHEpA W MPABOM TI'PAHULIEH,
onpenenennoi PlayerRightPositionSpawner, npu unuimanuzamnuu cieHbl. CKpUnT

COJIEP)KUT METOBI, Kak Start(), KOTOpbIi CITABHUT UTPOKA B CITyYalHOM ITO3UITUH.



PlayerMoveCat.CS mo3BoisieT UrpoOKy YIPAaBISTh JBIKEHHEM IEPCOHAXKA C
MIOMOIIII0 KJIMKAa MBIIIM, U3MEHSSI €ro MO3WIMI0 W HAKIOH B 3aBUCHMOCTH OT
HarpasJeHUs ABWKeHHsI. CKPUIIT COMCPIKUT TaAKUE METO/IbI, KaK:

- Start() — naummamusupyet Rigidbody2D u 3a1aet HauanbHYIO TO3UITUIO.

- Update() — oOpabaThiBaeT BBOJI OT MBIIIX ¥ HAKJIOH TIEPCOHAXKA.

- FixedUpdate() — 00HOBIISIET CKOPOCTH JBUKCHHS HTPOKA.

PlayerShoot.cs mo3BossieT HTPOKyY CTPENSTh JIa3epaMu MPU HAKATHH MIPABON
KHOMKHM MBIIIK, OTPAaHUYMBAs YacTOTY BBICTPEJIOB C TIOMOIIBIO 3aJCPIKKH,
3aganHoi B delayTime. CkpunT coiep>KUT TaKue METOIbI, KaK:

~ Update() — mpoBepsieT BO3MOKHOCTD CTPEIILOBI U CO3JIaeT Jiazep.

~ NoFire()

KOPYTHUH, KOTOPBIM YHOPAaBJISET 3aJCPKKOA  MEKITY
BBICTPEIIAMHU.

ScoreManager.cs ynpagpiseT UIPOBbIM CUYETOM, OOHOBJISIET TEKCT Ha SKpaHe
U 3arpyaeT CJICIYIOIYI0 ClieHy, koraa cuer gocturaet 50. CKpPUNT COACPIKHUT
TaKHUEe METO/IbI, KaK:

- Update() — oOHOBiIIET TEKCT cueTa M MPOBEPSET, MOCTUT JIM HIPOK
HY»KHOTO KOJIMYECTBA OYKOB IS TIEPEX0/1a Ha CICAYIOIIYIO CIICHY.

~ IncreaseScore(int amount) — yBeu4uBaeT CueT Ha 3aaHHOE KOJIMYECTBO.

- LoadNextScene() — mepexoauT Ha CICAYIOIIYIO CIICHY.

Huarpamma npeueaenToB s Lytepa npeacrasieHa Ha pucyHke 14.
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Pucynox 14 — Jluarpamma knaccos ais Lllyrepa




Hwxe npuBeneHo onvcanue CKpUnTa M KJ1acCoB BUKTOpHHBL.

Quiz.cs ympagiseT BUKTOPUHOM, 0TOOpaskasi BOPOCH K BAPHAHTHI OTBETOB,
OTCJICXKHMBAsi TPAaBWIbHBIC OTBETHI W BBIBOJA pPE3yJbTaThl B KOHIE, C
BO3MOXKHOCTBIO Mepe3anycka Urpbl. CKpUNT COACPIKUT TAKUE METO/IbI, KaK:

- void Start() — uHHIHMATU3UPYEeT BUKTOPUHY, IMEPEMEIINBAET BOIPOCHI,
oToOpaXkaeT MepBbId BOMPOC U OOHOBIsAET cueT. CKphIBaeT KHOMKY MOBTOPHOM
HOIBITKY B HavaJe.

- void ShuffleQuestions() — mepememmBaeT CIHCOK BOIPOCOB IS
CIIy4alHOT'O MOpPsJIKa UX OTOOpakKEHUSI.

- void DisplayQuestion() — oToOpakaeT TEKyIIMH BOIPOC M  €ro
BO3MOYKHBIC OTBETHI.

— void AnswerQuestion(int index) — oOpa0OaTbIBacT OTBET IOJIH30BATEIIS.
Eciu oTBeT NpaBWIbHBIN, YBEIMYUBACT CYCTUMK MPABUIIBHBIX OTBETOB.

- void UpdateScore() — oonoBisier Tekct Ul anemeHTa, 0TOOpa)aroIero
TEKYILHI CUET.

- void EndQuiz() — 3aBepmiacT BHKTOPHHY, CKpbiBaeT 3ieMeHThl Ul s
BOIIPOCOB U OTOOpakaeT pe3yJibTar.

- void LoadNextScene() — 3arpykaeT cleaymoIllyl CieHy. B maHHOM
ciydae ciieHa ¢ uHaekcom 0 (MOXKHO 3aMEHUTh Ha HYXKHOE UMsI CIICHBI ).

JuarpamMma npeneaeHToB 111 BUKTOpUHBI pecTaBieHa Ha pUCyHKe 15.
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Pucynok 15 — Jluarpamma kiaccoB Jijisi BUKTOpuHbI



2.3 Pecypchl mpoekTa

B maHHOM mpoeKTe WCMOJB3YIOTCS PAa3IMYHBIE PECYPChI, KOTOPBIC
00ecTnieunBarOT PYHKIIMOHATHHOCTh U BU3YAIBHYIO MTPUBJICKATEILHOCTh MUHU-UTP.
Hwxe nepedrcieHsl OCHOBHBIE KATETOPUH PECYPCOB:

['padmgeckue pecypcsl, cpear KOTOPBIX BBIACISIOT CIPANTHI (M300paskeHUs
nepcoHaxei, o0beKkTOB, POHOB U MHTepdeiica), aHumanuu (HaOOpbl KaapoB JJIs
aHUMAIlM TIEPCOHAKEHW W OOBEKTOB, KOTOPHIC CO3JAIOT IJIABHBIC NBYKCHHS H
B3aMMOJICHCTBHSI B WTPE) W TEKCTYpPbI, KOTOPHIE HCIOJB3YIOTCS ISl CO3/IaHUs
BU3YalIbHBIX 3(P(EKTOB W JeTanu3allid OOBEKTOB, TAaKMX KaK CTCHBI, IMMOJBI H
JPYTHE DIIEMEHTHI OKPYKCHUS.

[Ipumep cripaiiToB puBeeH Ha pUcyHKe 16.

I Project B Console
+ v

i~ Assets > Scriptand Anim > Catcher > Image
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Pucynok 16 — IIpumep crpaiitos

[Tpumep anumanuu npuBeacH Ha pucyHke 17.

Plz mer n > Idle
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Pucynox 17 — Ilpumep anumanuu

3BYKOBBIE PECYpChl, B TOM YHCII€ My3blka M 3BYKOBbIe d(Pdextri. [los
My3bIKOM TMOHUMAaeTcs (OHOBask My3bIKa, CO3JaolIasi aTMocdepy s Kaxaou
MUHHU-UTPBI. My3bIKaJIbHbIE TPEKH MOTYT BapbUpPOBATHCS OT HSHEPIUYHBIX 10
paccnabisommx B 3aBUCUMOCTH OT UTPOBOTO Ipoliecca. 3BYKOBbIE d(PPEKTh —
3BYKH, CBSI3aHHBIC C JICUCTBUSIMU B UTPE, TAKUMH KaK MPBDKKH, CTpesb0da, coOop
NpeMETOB U B3aWMOJICMCTBUE C oOOBeKkTaMu. IOTU IPPEeKThl 100aBISIOT
pPEaTMCTUYHOCTH U BOBJICUCHHOCTH B UTPOBOM MPOIIECC.

[Tpumep My3bIKH 1 3BYKOBBIX 3()(PEeKTOB MpUBEACH Ha pucyHke 18.



Script and Anim > Catcher > Music

PHOyHOK 18 HpHMep MY3BIKH ¥ 3BYKOBBIX 3((heKTOB

CueHapHble pecypecbl, K YHCIYy KOTOPBIX OTHOCST CKpPUIITHI U
KoH(purypanuonusie ¢aitnpl. [IpoeKT COCTOUT U3 OCHOBHBIX CKPUIITOB M KJIACCOB,
OTBEUAIOIIME 3a JIOTUKY WIPBI, yIpaBIeHUE TNMEPCOHAKaMH, B3aMMOJCHCTBHE C
OKpY)KeHHEM H 00paboTky coObiTuii. KoHdurypanuonusle ¢ainsl — Qaiiibl,
coJiep)Kalue HACTPOWKH W IMapaMeTphl WTPhI, TaKWe KaK YPOBHH CJIOKHOCTH,
KOJIMYECTBO YKU3HEH, BpeMsl Ha BBIITOJHEHHE 3aa4 U JPYTUe UTPOBBIC MapaMETPhI.

[Tpumep ckpunTOB MpHUBeAEH Ha pucynke 19.
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Pucynox 19 — IIpumep ckpumnton
YpoBHM U OKpYKEHHE, K YHCIy KOTOPBIX OTHOCST CIEHBI U DJIEMEHTHI
okpyxeHus. CIIeHbl — Mepexoabl Mexk Iy crieHapusMu. CIIeHBI CO3aI0TCS ¢ yIeTOM
UTPOBOTO TMPOIECCa U MEXAaHUK. DJIEMEHThI OKPY>KEHUSI — OOBEKTHI, C KOTOPHIMU
UTPOK MOKET B3aMMOJICHCTBOBATh, TAKHUE KaK IIAT(HOPMBI, IPETISITCTBUS, Bparu 1
npeaMeTsl 11 coopa.

[Tpumep cuiens! mpuBezeH Ha pucyHke 20.

-3 PPV

Pucynok 20 — I[Tpumep crieHbl



[Ipumep sr1eMeHTOB OKpY>KEHUS IPUBEIEH Ha pUcyHke 21.

Pucynok 21 — IIpumep 371€MEHTOB OKPYKEHHUSI
Nurtepdetic mons3oBatens BrimodaeT Ul anements u Mento. Ul a5ieMeHThI —
KHOIIKM, TEKCTOBBIE IIOJISI, WMHIUKATOPbl 370pOBbS W JpPYTUE DBJIEMEHTHI
uHTep(delica, KOTOpble MOMOTalOT HWIPOKaM B3aWMOJEWCTBOBAaThH C HIPOH H
OTCJIE)KUBATh CBOM Mporpecc. MEHI0 — CTpaHULbl MEHIO JJIs1 Havyalla UTpbl, BIOOpa
YPOBHEH, MPOCMOTPa PE3yIbTAaTOB U HACTPOEK.

[Tpumep Ul-s1emeHTOB nipuBeieH HA PUCYHKE 22.

Pucynox 23 — Ilpumep Ul-anementoB

[Ipumep MeHIO MPUBEIECH HA pUCYHKE 24.

Pucynok 24 — Ilpumep mMeHIo



2.4 OCHOBHbIE AHUMALIMU UTPbI

B kaxmon wurpe, kpome BUKTOpUHBI, 3a710K€HA aHUMAlUS TEPCOHAKEH,
KOTOpasi MPOUCXOIUT IO KHOIIKE.

B IInardopmepe aHMMAaILINIO UMEIOT BCE MEPCOHAXKU: UTPOK, APYKETIOOHBIE
U BpaxaeOHble MPOTUBHUKU. Urpok umeeT 4 aHMMaIMK: TOKOs, Oera, MpbhKKa U
JOTIOJTHUTENBHYIO aHUMAIMIO MO KHOMKeE. J[pyXentoOHble TPOTUBHUKU (YEPBSIKU)
UMEIOT aHUMAITHIO TTOKOSI, BPaKIeOHBIC HTPOKH UMEIOT aHUMAIIUIO XOAhOBI BIIPABO
1 BIIEBO.

Ha pucynke 25 npuBeneHb! CIpalThl JUIsi aHUMAIMK TIEPCOHAXKA IS TPeX

MHHU-UTP.
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Pucynox 25 — CripaitTsl [y1s1 aHUMAIUU TIEPCOHAXKA

Ha pucynke 26 HacTpoeHbI MEpPeXoJlbl MEXJY COCTOSHUSMU aHUMAIUH

HIepCOHaXa.

JUMP

Any State

Pucynok 26 — Anumarop nepcoHaxa



CKpHUNT COAECPKUT JIOTHKY IS TMEPEKIIOYEHUS COCTOSHHMNA. AHUMAaIMN
NPaBWJILHO CBSI3aHBI ¢ cocrosHUsAMU. B wmeroxe Update() ectp Jormka juis

YCTAaHOBKH COCTOSHUA.

void Update()

if (isGrounded) State = States.IDLE;
if (Input.GetButton("Horizontal"))

{
Run();
}
if (isGrounded && Input.GetKeyDown(KeyCode.Q))
{
New();
}
if (isGrounded && Input.GetButtonDown("Jump"))
{
Jump () ;

Ha pucynke 27 mnpuBeAeHBl CHOPAWTHl A aHUMAIUH JPYKETIOOHOTO

nepcoHaxka (4epBsika).

Vorm > Idle

Platformer

oooooooo

frame-1 frame-2 frame-3 frame-4 frame-5 frame-6 frame-7 frame-8

Pucynox 27 — CripaiiTsl 1151 aHUMAITUHU APYKEITIOOHOTO MTepCOHaKA

Ha pucynke 28 HacTpoeHBI Mepexoibl MEXIYy COCTOSHUSIMH aHUMAIHH

TPYXKETOOHOTO TIEPCOHAXKA.

Any State

Entry

idleWood

Pucynox 28 — Arumatop apy)earo0HOro mepcoHaxa
Ha pucynke 29 mnpuBeaeHbl CHOpailThl 7 aHUMAIMU BPaKIECOHOTO

nepcoHaxa (MOHCTpa).
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Pucynok 29 — CnpaiiTel j1s1 aHUMallMy Bpara

Ha PUCYHKC 30 HaCTPOCHBI ICPCXOAbl MCKIAY COCTOAHWAMH aHUMAIIUU

Bpa}KI[e6HOFO IICPCOHAXa.
Any State

Entry

WalkingMonster

Pucynox 31 — Anumarop Bpara

B Keruepe aHumaiuo MMeeT TOJIBKO UTPOK. DTO aHUMAalUs MOKos, Oera u
npebkka. CKpUINT MOX0X Ha TOT, KOTOphIM y mepcoHaxa B Ilmardopmepe, 3a
VCKJIFOYEHUEM JIOIIOIHUTEIbHON aHUMALIUH.

B Illyrepe aHMManuio Tak e UMEET TOJIbKO UTPOK. ITO U3MEHEHHE YPOBHS
HAKJIOHA UI'POKa B 3aBUCUMOCTH OT TOTO, B KaKyl0 CTPOHY OH IepeMectwics. [
3TOr0 HE MOHAJOOMJIOCH CO3JaHME aHuMaTopa. AHMMALMS B JIaHHOM CKpPUIITE
peanu3oBaHa 4Ye€pe3 HAKJIOH MEPCOHA)KA B 3aBUCHMOCTH OT HAIPABIEHUS €ro
nBrkeHusa. Korga mepcoHak IBWXKETCS BIIPABO WIIM BIIEBO, €r0 yroJl HaKJIOHA
U3MEHSETCS, 4TO CO3JaeT BHU3yalbHbIH 3 dekT aBmxeHus. Ecinu nepcoHax
OCTAHABJIMBAETCS, OH BO3BPAIIAETCSl B BEPTUKAIBHOE MOJIOKEHUE. JTO 100aBISIET
JVHAMUYHOCTM W PEAJTUMCTUYHOCTH JBWXKEHUIO IlepcoHaxa. Huke mnpuseneH
CKpUINIT aHUMAalMU TepcoHaxa. CKPUIT COAEPKUT JIOTHKY IS NEPEKIIOUCHUS

COCTOSTHUM:

Vector3 clickPos;

Vector3 move;

public float speed = 1;

public float tiltAngle = 15f; // Yron HaknoHa
Rigidbody2D rb;

void Start()

{
rb = GetComponent<Rigidbody2D>();



clickPos = transform.position;

}
void Update()
{
if (Input.GetMouseButton(9))
{
clickPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
clickPos.z = 0;
}
move = clickPos - transform.position;
// Hak/oH nepcoHaxa B 3aBUCMMOCTM OT HanpaB/eHWUs ABUKEHUS
if (move.x > ©.1f) // [BuxeHue BnpaBo
{
transform.rotation = Quaternion.Euler(@, 0, -tiltAngle);
}
else if (move.x < -0.1f) // [BuxeHue BreBO
{
transform.rotation = Quaternion.Euler(@, 0, tiltAngle);
else // Ecnu He ABMXeTCSH, BO3BpallaeM B UCXOLHOE MOJIOXEHUE
{
transform.rotation = Quaternion.Euler(0, 0, 0);
}
}
void FixedUpdate()
{
rb.velocity = new Vector2(move.x, move.y) * speed;
}

Ha pucynke 33 npeacraBiieH HAKJIOH IEPCOHAXKA BIIPABO.

Pucynoxk 33 — Anumarius rnepcoHaxa

Ha pucynke 34 mpencraBiieH HaKJIOH TIEPCOHAXKa BIIEBO.

PrcyHok 34 - AHMManusa nepcoHaxa



3 TectupoBaHHMe NPHUIOKEHUS

3.1 OnucaHue TeCTOBBIX ClIEHAPHEB

B mponecce TectupoBaHUs NMPUIOKEHUs ObUIM pa3pabOTaHbl CIEIYIOIINE
CLEHAPHH [l KAKJOM U3 MUHU-UTP, IPUBEACHHBIN B Ta0uIE 1.

Ta6muna 1 — TectupoBaHue MpoeKTa

[lar Oxustaemblil pe3ysibTaT

[TnaTdopmep

[IpoBepka ympaBieHUs IEPCOHAXEM: JABM)KEHHME BIIEBO U VYcenemno

BIIpaBoO, IIPBIXKOK U AOIIOJHUTCIIbHA aHUMaI .

[TpoBepka cronkHoBenuii ¢ Bparamu (WalkingMonster, Worm) VYcenemno

¥ B3aUMOJICUCTBHS ¢ UTPOBBIMU oOBekTamu (Wood, Wood?2).

IIpoBepka yMEHBIICHHs >KU3HEW NPU IOJYYCHUH YpOHA H VYcenemno

nepexoaa Ha TJIaBHBIN OKpaH IIPH UX UCUCPIIAHUH.

Ketuep
[TpoBepka MpaBUIBHOCTH HAYMCIICHUSI OYKOB ITPH 3aXBaTe VYcnemHo
00BekToB ¢ Terom "Good".
[TpoBepka yMeHBIIEHUS! OYKOB ITPH CTOJIKHOBEHUH ¢ 00BEKTaAMU Ycnemso
c reroM "Bad".
[TpoBepka yBenudeHusl 310pOBbs TP 3aXBaTe 0OBEKTOB C TETOM VYcenemno
"Milk™".
[TpoBepka 0TOOpaxKeHHs TEKYIIETO COCTOSIHUSI 3J0POBbSI Uepe3 VYcnemHo
uHTepdeiic (1300pakeHns: poIOOK).
[TpoBepka yMeHbIIEHUS 30POBbs IPU CTOJIKHOBEHUH C YcnemHo

o0bexTamu ¢ TeroM "Bad" u nepexoza Ha 3kpaH "Game Over"

P UCYEPIIaHUU 37JOPOBbSI.

IIpoBepka nepexoaa Ha CIEAYIOIMINN YPOBEHD IIPH TOCTUKEHUN VYcenemno
150 oukos.
[TpoBepka kKoppekTHOCTH paboThl KHOMOK "Restart" u "Exit" B Ycenemno

MEHIO MMay3bl.

HpOBepKa BOCIIPOU3BCACHHA 3BYKOB IIPU 3aXBATC 00BEKTOB YcnemniHo

(OkSound, BoomSound, MilkSound).

IIpoBepka, 4TO 3ByKH BOCIIPOU3BOASATCS B IPaBUIIbHBIX VYcenemno

CUTyalusiXx.




[Tponomkenne Tabmumpl 1

[lar Oxu1aeMblil pe3ysibTaT
IIpoBepka akTUBALMU U IEAKTUBALMY MEHIO I1ay3bl 10 HAXKaTUIO VYcenemno
xiaBumu Escape.
ITpoBepka nepexoia Ha IIIABHOE MEHIO U HACTPOUKH U3 MEHIO Ycnemno
nays3sl.

[Iyrep

[TpoBepka KOPPEKTHOTO OTOOPAXKEHUS 3J0POBbS UTPOKA U Ycnemno
BparoB uepe3 nunrepdetic (HealthBar).
[TpoBepka yMeHbIIIEHUS 3[J0POBbs IPU CTOJIKHOBEHUH C BparaMu VYcnemHo
U UX MYJSMU.
[IpoBepka nepexona Ha 3kpan "Game Over" npu ucuepnaHuu Yenemno
3I0pPOBbS UTPOKA.
[TpoBepka cTpenbObl UTPOKA C TIOMOUIBIO MPABOW KHOTIKH VYcenemno
MBIILY.
ITpoBepka NpaBUIBHOCTH CO3IAHMS U JBUKCHHUSI JIA3€POB Ycnemso
(Laser) B cTOpOHY Bparos.
IIpoBepka HaHECEeHUsl ypOHA Bparam IpH CTOJIKHOBEHHH C VYcenemno
Ja3epamH.
[TpoBepka KOoppekTHOTO ABHKeHUs BparoB (BirdMove) BHU3 1O VYcenemno
JKpaHy.
ITpoBepka ctpenbObl Bparos (EnemyShoot) no urpoky ¢ YcnemHo
3a/laHHBIM UHTEPBAJIOM.
[TpoBepka KOPPEKTHOTO YHUUTOKEHHS BParoB MPpH MOJIyYEHUH VYcnemHo
ypOHa.
[IpoBepka yBenuyeHus cyera (SCOre) Mpu YHHUYTOKEHHH BCEX YcnemHo
Bparos.
IIpoBepka nepexoaa Ha CIECAYIOIINN YPOBEHb ITPU JOCTHKEHUH VYcenemno
50 oukoB.
[TpoBepka paboTsl kHOMOK "Restart” u "Exit" B MeHI0 may3bl Ycenemno
MOJICIIEHBI.
IIpoBepka KOPPEKTHOCTH MEPEX0/1a MEKIY CLIEHAMU MPH VYcenemno

HaXaTuH1 KHOIIOK.




[Tponomkenne Tabauupl 1

[lar Oxustaemblil pe3ysibTaT

Buxkropuna

Tect Ha oToOpaxkeHue Bopoca TexcT Bompoca u
U300paKeHHEe JOJKHBI
COOTBETCTBOBATh

3aJ]aHHOMY BOIIPOCY.

Tect Ha OTO6pa)KeHI/Ie OTBCTOB Knonkn JOJI?KHBI
COZCPKATh BCC BaAPHUAHTBIL
OTBCTOB, COOTBCTCTBYIOIIUC

TEKYIIEMY BOIPOCY.

Tect Ha IpaBUIIBHBIN OTBET Cuer 1oJKeH yBEITUUUTHCS
Ha 1.

TecT Ha HENPABUIIBHBIN OTBET Cuer 10J1KeH 0CTaThCs
IIPEKHUM.

Tect Ha 3aBepIIEHHE BUKTOPUHBI Coo0b1enue o pe3yabTare

JOJIXKHO COOTBETCTBOBATH
KOJIMYCCTBY NIpaBUJIbHBIX

OTBCTOB.

TecT Ha KHOIIKY IIOBTOPHOW MOIBITKU Bukropuna noimkHa
Mepe3anyCTUThCS, U IEPBBIN
BOIIPOC JTOJKEH

OTO6pa)KaTLCH 3aHOBO.

3.2 Coopka npuJio:KeHHust

Jlns cOoopku mpuioxeHus (pucyHok 35) mcmoib3oBaiach (yukmus Build
Settings B Unity. [Iporiecc cOOpKu BKIIFOYAIT CICAYIOIIHE IIaru:

— otkpeiTre MeHio File B Build Settings.

— BBIOOD mIaTopmer Windows niist cOOpKH.

— nmo0aBiieHHe BeeX clieH B cOopky dyepes kHonky Add Open Scenes.

— HACTpO¥Ka MmapaMeTpoB COOPKH, TAKMX KaK UM IIPUIIOKEHUS U TATKa JIJIs
COXpaHCHHSI.

— Hakatue kHonku Build mis co3ganus ucrnonusemoro ¢aiina.



[Tocne 3aBepiieHus: cOOPKU OBLIO TMPOBEIECHO TECTUPOBAHHME HA IEJIEBOM
mwiatpopMe I MPOBEPKHM  pabOTOCIOCOOHOCTH BCEX MHHH-HTP W HX
B3auMojieiicTBrs. Takke OBIJIO CO3aHO BHJCO, B KOTOPOM JICMOHCTPUPYETCS
IPOIECC TPOXOXJJACHUS BCEX MHHHU-UTP, YTO ITO3BOJIICT HAIISIHO OIICHUTH

q)YHKHI/IOHaJILHOCTB 1 CTaOMJIBHOCTh IMPUIIOKCHUA.

Build Settings

Scenes In Build

W M

-

o) I I =Y

Add Open Scenes
Platform CJ Windows, Mac, Linux

L_T__] Windows, Mac, Linux arget Platform Windows

Intel 64- bit
E Dedicated Server )

E WebGL

Default

Asset Import Overrides
Mo Override

No Override

Player Settings... Build v Build And Run

Pucynox 35 — C6opka mpoekt

Taxxke ObUIO CO3MaHO BHUACO, B KOTOPOM JIEMOHCTPUPYETCS TIPOIECC
MPOXOXKJEHUS  BCEX  MHUHU-UTP, YTO  TO3BOJIAET  HAlVISIAHO  OIICHUTH

q)YHKHHOHaJ'ILHOCTB 1 CTaOMJIBHOCTH IMPHUIIOKCHUA.



3akiloueHue

B 3axmiouenue, paspabotka 2D-urp B cpeme Unity mpeacTaBisieT coOoid
yBJIEKAaTEIbHBII M MHOTOTPaHHBIM MPOIECC, KOTOPBIM codeTaeT B cebe Kak
TEXHUYECKHUE, TAK U TBOPUECKUE ACIEKTHI. B X0/1€ BBIITOJIHEHNS TaHHOM KypPCOBOU
paboTbl OBUIM  HCCIIEIOBAHBl  KIIIOUEBBIC MPUHIMUIBI MPOCKTUPOBAHUS U
peanu3aluy pa3Iu4HbIX UTPOBBIX KaHPOB, Takux kak [lmatdopmepsi, Ketuepsr,
Myrepst u Buxtopunsl. Kaxaplii U3 3THX >XKaHPOB 00JagacT CBOMMH
YHUKAQJIbHBIMU XAapAaKTEPUCTUKAMU W MEXAHUKaMH, 4YTO IIO3BOJIAET CO3/1aBaTh
pa3HOOOpa3HbI U UHTEPAKTUBHBIN UTPOBOM OIBIT.

PaGora Hajx mMpOEKTOM HE TOJBKO YIiyOusiaa MOHUMAaHHUE OCOOEHHOCTEH
pa3paboOTKu UTP, HO U NPOJEMOHCTPUPOBAIA, KAaK BaKHBI IJIEMEHTHI Tpadukw,
aHUMAIIMU U B3aUMOJCHCTBHS C MOJIb30BATEJIEM JI CO3J]aHUS YBJIEKATEIBHOTO
UTpoBOTO Tporiecca. Takum 00pa3om, pe3ynbTaThl JAHHOW KypCOBOM pabOTHI
MOTYT CJIYKHThb OCHOBOW JUIsl NalIbHEMIETO W3Y4YEHUS W COBEPIICHCTBOBAHUS
HaBBIKOB B 00JIaCTU pa3pa0OTKU UTP, a TaKXKE BIOXHOBUTH Ha CO3JaHUE HOBBIX,
OpUTHHAIBHBIX MPOEKTOB B chepe 2D-reiimunra.

OnHuM U3  OCHOBHBIX HHCTPYMEHTOB JUIsi OINMCAHUS M aHalu3a
MPOTPAMMHBIX CHUCTEM SIBJISIFOTCSI JAMArpaMMbl, TaKU€ KAaK AUarpamMmbl KJIAcCOB,
JMarpaMMbl MPELEICHTOB U uarpaMMa COCTOSIHUW. DTH WarpaMMbl MO3BOJISIOT
pa3pabOTYMKaM MOJYyYUTh HATJISHOE MPEJCTABICHUE O CTPYKTYpE W MOBEACHUU
CHUCTEMBI, YTO, B CBOIO O4Yepe/ib, COcoOCTBYeT Oosiee 3((HEKTUBHOMY IMPOIECCY

pa3paboTKH.
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Ipuioxenue
(O6s3artenbHOE)
Pazpabotka 2D KOMIbIOTEpHON UTPBI

JIucTrHT IpOrpaMmBsl



daiin ButtonScript.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class ButtonScript : MonoBehaviour

{

public void StartMeinMenu()

{
}

public void StartPlatformer()
{

SceneManager.LoadScene(0);

SceneManager.LoadScene(2);

}

public void StartCatcher()

¢ SceneManager.LoadScene(3);
}

public void StartShuter()

¢ SceneManager.LoadScene(7);
}

public void StartQuiz()

¢ SceneManager.LoadScene(8);
}

®daiin CanvasButton.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class CanvasButton : MonoBehaviour

{
public void RestartGame()

{

SceneManager.LoadScene(2);
}
public void Exit()
{

SceneManager.LoadScene(9);
}

public void URL()



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

daiin Entity.cs

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

public class Entity : MonoBehaviour

{
public virtual void GetDamage()
{
}
public virtual void Die()
{
Destroy(this.gameObject);
}
}

®daiin Hero2.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Hero2 : MonoBehaviour

{

[SerializeField] private float speed = 3f; // ckopocTb
[SerializeField] public int lives = 5; // KOAMYECTBO XW3HMU
[SerializeField] private float jumpForce = 6f; // cuna npbixka

private bool isGrounded = false;

private Rigidbody2D rb;
private Animator anim;
private SpriteRenderer sprite;

public static Hero2 Instance { get; set; }

public LayerMask whatIsGround;
public Transform groundChek;

private States State

{
get { return (States)anim.GetInteger("state"); }

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



private void Awake()

{

crnpanTy

}

sprite = GetComponentInChildren<SpriteRenderer>(); // obpaweHue K

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

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 < @.0f; //noBopoT rnas

private void New()

{
}

if (Input.GetKeyDown(KeyCode.Q)) State = States.New;

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

{

}

if (isGrounded) State = States.IDLE;
if (Input.GetButton("Horizontal™))

{
Run();
}
if (isGrounded && Input.GetKeyDown(KeyCode.Q))
{
New();
}
if (isGrounded && Input.GetButtonDown("Jump"))
{
Jump () ;
}

private void FixedUpdate()

{

}

Debug.Log("isGrounded:
CheckGround();

+ isGrounded);

private void Jump()

{

}

Debug.Log("Jump!™);
rb.AddForce(transform.up * jumpForce, ForceMode2D.Impulse);

private void CheckGround()

{



Collider2D[] collider =
Physics2D.0OverlapCircleAll(transform.position, 0.3f);

isGrounded = collider.Length > 1;

if (!isGrounded) State = States.JUMP;

//isGrounded = Physics2D.OverlapPoint(groundChek.position,

whatIsGround);
}
public void GetDamage()
{
lives--;
Debug.Log("KonnyecTBO XM3HM y nepcoHaxa: " + lives);
if (lives == 0)
{
Destroy(gameObject);
SceneManager.LoadScene(@); // 3arpyxaem 1 cueHy
}
}
public enum States
{
IDLE,
RUN,
JUMP,
New
}

®daiinn RandomThree.cs

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

public class RandomThree : MonoBehaviour

{
public GameObject[] objects;
void Start()
{
int rand = Random.Range(®, objects.Length);
Instantiate(objects[rand], transform.position, Quaternion.identity);
}
}

daiin WalkingMonster.cs

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

public class WalkingMonster : MonoBehaviour

{

private Vector3 dir;
private SpriteRenderer sprite;



private int lives2 = 6;

private void Start()

{
dir = transform.right;
}
protected void Update()
{
Move();
}
protected void Awake()
{
sprite = GetComponentInChildren<SpriteRenderer>();
}

private void Move()
{

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position + transform.up * 0.1f +
transform.right * dir.x * 0.7f, 0.01f);

if(colliders.Length > 0)

{
}

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

¥

dir *= -1f;

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject == Hero2.Instance.gameObject)
{

Hero2.Instance.GetDamage();
}
if (collision.gameObject == Hero2.Instance.gameObject)
{

//Hero2.Instance.GetDamage();

lives2--;

Debug.Log("KonnyecTBo XMU3HM y MoHCTpa: " + lives2);
}
if (lives2 < 1)
{

Destroy(gameObject);
}

daiin WalkingMonster2.cs

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



public class WalkingMonster2 : MonoBehaviour
{

private Vector3 dir;

private SpriteRenderer sprite;

private int lives2 = 6;

private Transform target;

private void Start()

{
dir = transform.right;
target = GameObject.FindGameObjectWithTag("Hero").transform;
}
protected void Update()
{
Move();
}
protected void Awake()
{
sprite = GetComponentInChildren<SpriteRenderer>();
}

private void Move()
{
Vector3 direction = (target.position -
transform.position).normalized;
transform.position = Vector3.MoveTowards(transform.position,
transform.position + direction, Time.deltaTime);

}

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject == Hero2.Instance.gameObject)
{

Hero2.Instance.GetDamage();
}
if (collision.gameObject == Hero2.Instance.gameObject)
{

//Hero2.Instance.GetDamage();

lives2--;

Debug.Log("KonnmyecTBo XM3HU y MOHCTpa: " + lives2);
}
if (lives2 < 1)
{

Destroy(gameObject);
}

®daiinn Wood.cs

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



public class Wood : MonoBehaviour

{
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject == Hero2.Instance.gameObject)
{
Hero2.Instance.GetDamage();
}
}
}

®daiin Wood2.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Wood2 : MonoBehaviour

{
private void OnCollisionEnter2D(Collision2D collision)
{
SceneManager.LoadScene(2); // 3arpyxaem 1 cueHy
}
}

daiir Worm.cs

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

public class Worm : Entity

{
[SerializeField] private int livesl = 3;
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject == Hero2.Instance.gameObject)
{
//Hero2.Instance.GetDamage();
livesl--;
Debug.Log("KonnyecTtBo XM3HU y 4epBaka: " + livesl);
}
if (livesl < 1)
{
Destroy(gameObject);
}
}
}

®daitr CanvasButtonl.cs



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class CanvasButtonl : MonoBehaviour

{
public void RestartGame()
{
SceneManager.LoadScene(3); // 3arpyxaem 0 cueHy
}
public void Exit()
{
SceneManager.LoadScene(@); // 3arpyxaem 1 cueHy
}
}

®daiin itemChecker.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class itemChecker : MonoBehaviour
{
public int score;
[SerializeField] private Image[] fishs;
public GameObject ScoreObject;
Text scoreText;

public AudioClip OkSound, BoomSound, MilkSound;
public int health; // 3popoBbe nepcoHaxa

public int maxHealth = 3; // MakcumanbHoe 3[0poBbe
void Start()

{
health = maxHealth; // WHuunanusupyem 3p0poBbe
scoreText = ScoreObject.GetComponent<Text>();
// CHavana Bce u306paxeHna 340poBbA OTObOpaxaem
for (int i = @; i < fishs.Length; i++)
{
fishs[i].enabled = true;
}
}
private void OnTriggerEnter2D(Collider2D other)
{
if (other.gameObject.tag == "Good")
{

AudioSource.PlayClipAtPoint(OkSound, other.transform.position);
score += 10;
scoreText.text = score.ToString();



Destroy(other.gameObject);
if (score >= 150)

{
SceneManager.LoadScene(5); // 3arpyxaem 1 cueHy
}
}
else if (other.gameObject.tag == "Bad")
{
AudioSource.PlayClipAtPoint(BoomSound, other.transform.position);
score -= 10;
health--;
if (health > @)
{
fishs[health].enabled = false;
}
else
{
SceneManager.LoadScene(4); // 3arpyxaem 1 cueHy
Debug.Log("Game Over!");
// Dob6baBbTe cwpa KoOA ANA 3aBepweHua Urpsbl
}
Destroy(other.gameObject);
}
else if (other.gameObject.tag == "Milk")
{
AudioSource.PlayClipAtPoint(MilkSound, other.transform.position);
if (health < maxHealth)
{
// BKnw4aem Tekylee u3obpaxeHue 340pOBbSA
fishs[health].enabled = true;
// YBenuuunsaem 340pOBbe
health++;
}
else
{
score += 50; // Ecnu 300poBbe MakKCUMasibHOe, YBE/IUYMBAEM CYET
}
// ObHOBNSieM TeKkCT cyeTa
scoreText.text = score.ToString();
// Yhanaem obbekT "Milk"
Destroy(other.gameObject);
}
}

void Update()

daiin itemSpawn.cs

using System.Collections;



using System.Collections.Generic;
using UnityEngine;

public class ItemSpawn : MonoBehaviour
{
public GameObject RightSpawner;
public GameObject[] items;
public float startDelay, repeatRate;
// Start is called before the first frame update
void Start()

{
}

InvokeRepeating("Spawn", startDelay, repeatRate);

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

Vector3 pos = new
Vector3(Random.Range(gameObject.transform.position.x,
RightSpawner.transform.position.x), gameObject.transform.position.y, 0);

Instantiate(items[Random.Range(@, items.Length)], pos,
gameObject.transform.rotation);

}
}

®daiin PauseMenu.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{
// Start is called before the first frame update

public bool PauseGame;
public GameObject pauseGameMenu;
void Start()

{
}

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

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

{

if(PauseGame)

{
}
else

{
}

Rename();

Pause();



}
public void Rename()
{
pauseGameMenu.SetActive(false);
Time.timeScale = 1f;
PauseGame = false;
}
public void Pause()
{
pauseGameMenu.SetActive(true);
Time.timeScale = of;
PauseGame = true;
}
public void LoadMenu()
{
Time.timeScale = 1f;
SceneManager.LoadScene("MainMenu");
}
public void Settings()
{
Time.timeScale = 1f;
SceneManager.LoadScene("Settings");
}

daiin Player.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Player : MonoBehaviour

{
[SerializeField] private float speed = 3f; // ckopocTb uUrpoka
[SerializeField] public int lives = 5; // KOAMYeCTBO XW3HWU WUrpoka
[SerializeField] private float jumpForce = 6f; // cuna npbixka

private bool isGrounded = false;

private Rigidbody2D rb;
private Animator anim;
private SpriteRenderer sprite;

public LayerMask whatIsGround;
public Transform groundChek;

private States State

{
get { return (States)anim.GetInteger("state"); }

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



private void Awake()

{
sprite = GetComponentInChildren<SpriteRenderer>(); // obpaweHue Kk
crnpanTy
anim = GetComponent<Animator>();
rb = GetComponent<Rigidbody2D>();
}

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; //noBopoT rnas

}
private void New()
{
if (Input.GetKeyDown(KeyCode.Q)) State = States.New;
}
void Update()
{
if (isGrounded) State = States.IDLE;
if (Input.GetButton("Horizontal"))
{
Run();
}
if (isGrounded && Input.GetKeyDown(KeyCode.Q))
{
New();
}
if (isGrounded && Input.GetButtonDown("Jump"))
{
Jump () ;
}
}
private void FixedUpdate()
{
Debug.Log("isGrounded: " + isGrounded);
CheckGround();
}
private void Jump()
{
Debug.Log("Jump!");
rb.AddForce(transform.up * jumpForce, ForceMode2D.Impulse);
}

private void CheckGround()

{



isGrounded = Physics2D.OverlapPoint(groundChek.position,
whatIsGround);
if (!isGrounded) State = States.JUMP;

}
public enum States
{
IDLE,
RUN,
JUMP,
New
¥

®aiin VolumeValue.cs

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

public class timeDestroyer : MonoBehaviour

{

public float aliveTimer;
// Start is called before the first frame update
void Start()

{
}

Destroy(gameObject, aliveTimer);

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

{
}

®aiin BirdHP.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class BirdHP : MonoBehaviour
{
public GameObject HealthBar;
Image img;
public int hp;
float maxHp;

// Ccbinka Ha ScoreManager
private ScoreManager scoreManager;



void Start()

{
img = HealthBar.GetComponent<Image>();
maxHp = hp;
img.fillAmount = hp / maxHp;
// Haxopgum ScoreManager B cCLeHe
scoreManager = FindObjectOfType<ScoreManager>();
}
void MakeDamage(int damage)
{
hp -= damage;
if (hp <= 0)
{
// YBenun4nBaem c4eT Ha 5
scoreManager.IncreaseScore(5);
Destroy(gameObject);
}
img.fillAmount = hp / maxHp;
}
void Update()
{
}

®daiin BirdMove.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class BirdMove : MonoBehaviour
{
public float speed;
Rigidbody2D rb;
// Start is called before the first frame update
void Start()

{
rb = GetComponent<Rigidbody2D>();
Vector3 move = new Vector3(e, -1, 0);
rb.velocity = move * speed;

}

void OnBecameInvisible()

{
Destroy(gameObject);

}

void OnCollisionEnter2D(Collision2D something)

{
if(something.gameObject.tag == "PlayerCat")



Destroy(gameObject);
SceneManager.LoadScene(SceneManager.GetActiveScene().name);
}
if (something.gameObject.tag == "layer")
{
Destroy(gameObject);
}

}

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

{
}

®daiin CanvasButtonShuter.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class CanvasButtonShuter : MonoBehaviour

{
public void RestartGame()
{
SceneManager.LoadScene(7);
}
public void Exit()
{
SceneManager.LoadScene(9);
}
public void Perfect2()
{
SceneManager.LoadScene(0);
}
}

daiin EnemyBullet.cs

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

public class EnemyBullet : MonoBehaviour
{
GameObject player;
Rigidbody2D rb;
public float force;
public int damage;
// Start is called before the first frame update
void Start()



rb = GetComponent<Rigidbody2D>();
player = GameObject.FindwWithTag("PlayerCat");
if (player!= null)

{
Vector3 dir = player.transform.position - transform.position;
float angle = Mathf.Atan2(dir.y, dir.x) * Mathf.Rad2Deg;
transform.Rotate(@, 0, angle);
rb.AddForce(dir.normalized * force, ForceMode2D.Impulse);
}
else
{
Destroy(gameObject);
}
}
void OnTriggerEnter2D(Collider2D other)
{
if (other.gameObject.tag == "PlayerCat")
{

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

Destroy(gameObject);
}
}
private void OnBecameInvisible()
{
Destroy(gameObject);
}

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

{
}

®aiin EnemyHP.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class EnemyHP : MonoBehaviour
{
public GameObject HealthBar;
Image img;
public int hp;
float maxHp;

// Ccbinka Ha ScoreManager



private ScoreManager scoreManager;

void Start()

{
img = HealthBar.GetComponent<Image>();
maxHp = hp;
img.fillAmount = hp / maxHp;
// Haxogum ScoreManager B cLeHe
scoreManager = FindObjectOfType<ScoreManager>();
}
void MakeDamage(int damage)
{
hp = hp - damage;
if (hp <= 0)
{
// YBenuymBaem c4yeT Ha 10
scoreManager.IncreaseScore(10);
Destroy(gameObject);
}
img.fillAmount = hp / maxHp;
}

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

{
}

daitn EnemyShoot.cs

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

public class EnemyShoot : MonoBehaviour

{

public GameObject bullet;

public float fireDelay;

GameObject player;

bool canShoot = true;

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

{
}

player = GameObject.FindWithTag("PlayerCat");

// 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;
}

®daiin HealthBar.cs

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

public class HealthBar : MonoBehaviour

{
void Update()
{
// O6bHynaem BpaweHue healthbar
transform.rotation = Quaternion.Euler(@, 9, 0);
¥
}

®aiin 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)
{
Destroy(gameObject);
}
}

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

{
}

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

{



®daiin LaserShot.cs

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

public class LaserShot : MonoBehaviour
{
Rigidbody2D rb;
public int damage;
public float force;
// Start is called before the first frame update
void Start()

{
rb = GetComponent<Rigidbody2D>();
Vector3 direction = new Vector3(@, force, 0);
rb.AddForce(direction, ForceMode2D.Impulse);
}
void OnBecamelnvisible()
{
Destroy(gameObject);
}

private void OnTriggerEnter2D(Collider2D other)

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

{

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

¥

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

{
}

daiin ObjectSpawnerBird.cs

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

public class ObjectSpawnerBird : MonoBehaviour

{

public Transform RightPositionSpawner;



public float spawnDelay;

public GameObject[] Item;

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

{
}

InvokeRepeating("Spawn", spawnDelay, spawnDelay);

void Spawn()

Vector3 spawnPos = new Vector3(Random.Range(transform.position.x,
RightPositionSpawner.position.x), transform.position.y, 0);

int i = Random.Range(©, Item.Length);

Instantiate(Item[i], spawnPos, transform.rotation);

}

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

{
}

daiin PlayerCatHP.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class PlayerCatHP : MonoBehaviour
{
public GameObject HealthBar;
Image img;
public int hp;
float maxHp;
// Start is called before the first frame update
void Start()

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

}

void MakeDamage(int damage)

{
hp = hp - damage;
if (hp <= 0)
{

SceneManager.LoadScene(9);

}
img.fillAmount = hp / maxHp;



void Update()
{

}

daiin PlayerCatSpawner.cs

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

public class PlayerCatSpawner : MonoBehaviour
{
public Transform PlayerRightPositionSpawner;
public GameObject Item;
void Start()
{

Vector3 spawnPos = new Vector3(Random.Range(transform.position.x,
PlayerRightPositionSpawner.position.x), transform.position.y, 0);
Instantiate(Item, spawnPos, transform.rotation);

}

void Update()

®aiin PlayerMoveCat.cs

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

public class PlayerMoveCat : MonoBehaviour
{
Vector3 clickPos;
Vector3 move;
public float speed = 1;
public float tiltAngle = 15f; // Yron HaknoHa
Rigidbody2D rb;

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

{
rb = GetComponent<Rigidbody2D>();
clickPos = transform.position;

}

void Update()

{

if (Input.GetMouseButton(0))
{



clickPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
clickPos.z = ©; // Ybeautecb, 4TO z-KOOpAMHaTa paBHa ©

}

move = clickPos - transform.position;

// HaknoH nepcoHaxa B 3aBUCUMOCTM OT HanpaB/IeHUA ABUXEHUS
if (move.x > 0.1f) // [LBuxeHue BnpaBo

{

transform.rotation = Quaternion.Euler(0, 0, -tiltAngle);
}
else if (move.x < -0.1f) // [BuxeHue BNEBO
{

transform.rotation = Quaternion.Euler(@, 0, tiltAngle);
}

else // Ecnu He ABWXeTCS, BO3BpallaeM B UCXOAHOE MOJIOXEHUE

{

transform.rotation = Quaternion.Euler(0, 0, 9);

}
}
void FixedUpdate()
{
rb.velocity = new Vector2(move.x, move.y) * speed;
}

daiin PlayerShoot.cs

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

public class PlayerShot : MonoBehaviour

{

public GameObject Laser;

public float delayTime;

bool canShoot = true;

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

{
}
void Update()
{
if (canShoot && Input.GetMouseButton(1))
{
canShoot = false;
Instantiate(Laser, transform.position, transform.rotation);
StartCoroutine(NoFire());
}
}

IEnumerator NoFire()

{



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

daiin ScoreManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class ScoreManager : MonoBehaviour

{

public static int score = 0;
public Text scoreText;

void Update()

{
scoreText.text = "Score: " + score;
if (score >= 50)
{
LoadNextScene();
}
}

public void IncreaseScore(int amount)

{

score += amount;

}
private void LoadNextScene()
{
SceneManager.LoadScene(10);
}

daiin Quiz.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
using TMPro;

public class QuizManager : MonoBehaviour

{

[System.Serializable]
public class Question

{

public string questionText;



public Sprite questionImage;
public List<string> answers;
public int correctAnswerIndex;

}

public List<Question> questions;

public Text questionText;

public Image questionImage;

public Button[] answerButtons;

public Text resultText;

public Text scoreText; // LobaBnsem ccCbiIKy Ha TeKCT ANA OTobpaxeHua cyeTa
public Button retryButton; // [lobaBnsem ccbiiKy Ha KHOMKY ANA nepexopa

private int currentQuestionIndex = 0;
private int correctAnswersCount = 0;

void Start()

{
ShuffleQuestions();
DisplayQuestion();
UpdateScore(); // O6HOBNAeM c4yeT B Hayane
retryButton.gameObject.SetActive(false); // CkpbiBaem KHOMKY B Havane
}
void ShuffleQuestions()
{
for (int i = @; i < questions.Count; i++)
{
Question temp = questions[i];
int randomIndex = Random.Range(i, questions.Count);
questions[i] = questions[randomIndex];
questions[randomIndex] = temp;
}
}

void DisplayQuestion()
{

if (currentQuestionIndex < questions.Count)

{

Question currentQuestion = questions[currentQuestionIndex];
gquestionText.text = currentQuestion.questionText;
questionImage.sprite = currentQuestion.questionImage;

for (int i = @; i < answerButtons.Length; i++)

{
answerButtons[i].GetComponentInChildren<Text>().text =
currentQuestion.answers[i];
int index = i; // Nambpa 3ambikaHue
answerButtons[i].onClick.RemoveAllListeners();
answerButtons[i].onClick.AddListener(() =>
AnswerQuestion(index));
}
}
else

{
EndQuiz();



}
void AnswerQuestion(int index)
{
if (index == questions[currentQuestionIndex].correctAnswerIndex)
{
correctAnswersCount++;
Debug.Log("MpaBunbHbii oTBeT! Tekywuin cyeT: " +
correctAnswersCount);
}
UpdateScore(); // O6HOBNseM cyeT nocsie OoTBeTa
currentQuestionIndex++;
DisplayQuestion();
}
void UpdateScore()
{
scoreText.text = "Cyet: " + correctAnswersCount + " / " +
questions.Count; // O6bHOBnseM TekCT cyeTa
}
void EndQuiz()
{

questionText.gameObject.SetActive(false);
questionImage.gameObject.SetActive(false);
foreach (Button button in answerButtons)

{
}

button.gameObject.SetActive(false);

// Jloruka pnAa BbiBOAA pe3ynbTaTa
if (correctAnswersCount >= 6)

resultText.text = "Bbl mpownu BUKTOpUHY! Bbl OTBETUAM MPABUILHO Ha
" + correctAnswersCount + " u3 " + questions.Count + " BonpocoB.";
else

resultText.text = "Bbl He nNpownn BUKTOPUHY. Bbl OTBETUAU MpPaBUIBHO

Ha + correctAnswersCount + n3 + questions.Count +

}

BOnpocos.";

resultText.gameObject.SetActive(true);

retryButton.gameObject.SetActive(true); // MNoka3biBaemM KHOMKY B KOHLE

BUKTOPWHbI
retryButton.onClick.AddListener(LoadNextScene); // MNpuBs3biBaeM MeTOZ
K KHomke
}
void LoadNextScene()
{
// 3ameHuTe "NextSceneName" Ha umA Bawewn crnepywwein CuUeHbl
SceneManager.LoadScene(9);
}



