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Pedepar

Bakanaspckas pabora coxaepxut 178 sucra, 34 pUCYHKOB, 7 MCTOYHMKOB M
3 NPUIOKEHMS.

[MPUJIOKEHUE HA UNITY JJIsI MHTEPAKTMBHOI'O MCCJIEJIOBAHWSA
APXUTEKTYPbI KOMITbIOTEPA

Llens pabGotel - paspaGorare B Unity mnpuiokeHHe, M03BOJsIOLIee B
WHTEPaKTUBHOM (hOpMe U3yyaTh apXUTEKTYpy KOMIIbIOTEPA.

JIns  DOCTHXEeHHMs IOCTaBAEHHOM wuend O6bulo pa3paboTaHo MpUIIOKEHHE,
oTBevalollee CNEAYIOUMM MOCTaBIEHHBIM 3ajayaM: peanuzauus  6a3oBoro
NepeiBH)KEHUS TepcoHaxka, pa3paboTka aHMMalHWi repos, BparoB U OKPYXEHHS,
CO3/1aHHe UIPOBLIX YpPOBHEH, pa3paboTka CHCTEMbI 3arajloK, pealu3alus MeXaHHKH
0os1, paspaboTka CHCTEMBbI [OBpEXJAEHHH M 3[0pOBbs, peanu3alus CHCTEMbI
COXpaHeHHMii, peanusauus I0JNb30BATENLCKOTO HHTepdeiica, pa3paboTka CHCTEMbI
JManoros, paspaboTka 3BykoBoro conpoBoxaeHus (SFX u My3bika) U ero HacTpoika.

B pesyssTare nmoiy4uiacs urpa Ha Unity, HanucanHas Ha s3bike C#, narouias

BO3MOYXHOCTb MHTEPaKTUBHO HCCIE10BaTh yCTpOﬁCTBO KOMIIBIOTEPA.
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IIepeuenb cokpameHuii 1 0003HAYEHH I

B Hacrosiieit paboTe MpUMEHSIOT CICAYIONINE COKPAIICHUS U 0003HAYCHUS

IIK - ITepcoHaIbHBIA KOMIIBIOTED

2D (Two-dimensional) - komnbsloTepHas 1ByxXxMepHasi rpaduka

3D (Three-dimensional) - komnbroTepHas TpéxmepHas rpaduka

IDE (Integrated Development Enviroment) - uaterpupoBaHHas cpeia pa3padoTKu

LCD (Liquid Crystal Display) - XuIKOKpUCTAJZIMUECKHH JUCIUICH, THII
IUTOCKOIAHEILHOT0 3KPaHa, B KOTOPOM MCIIOJIB3YETCS TEXHOJIOTUS MOAYJISIHH

CBCTA XUAKWMU KPpUCTAJIIIAMH

LED (Light Emitting Diode) - cBeToM3mydJaromuii MO, MOIYIPOBOIHUKOBBII
UCTOYHMK CBETa, H3JydYalOU[Mid CBET TMpPH MPOXOKIACHUH Yepe3 HEro

DIIEKTPUYECKOTO TOKA.
SFX (Sound Effects) - 3BykoBbie 3¢ heKThI
Ul (User Interface) - monp3oBaTenbekuii uHTEpPEiic

UML (Unified Modeling Language) - yauduuupoBaHHBIH SI3bIK MOJACITUPOBAHHMS.
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BBenenue

B wunayctpum pasBiaedeHuil, 0COOEHHO B pa3paOOTKEe BUACOUTDP U
00pa3zoBaTeIbHBIX MPOrPAMM, AKTUBHO UCTOJIB3YIOTCS TEXHOJIOTHH, U3HAYAIBHO
NpEIHAa3HAYECHHbIE IS TOBBIICHUS NPOAYKTUBHOCTA WM pELIeHUsA 3anady. B
COBPEMEHHOM MHUpE, T/ie UHPOpMaIUs JTbETCS MOTOKOM, a YAEpKaTh BHUMAaHUE
CTAHOBUTCSI BCE CJIIOYKHEE TPATUIIMOHHBIE METOIbl 00YUYEHUS YACTO OKA3bIBAOTCS
HeapexkTuBHBIMU. IMEHHO MO3TOMY 00pa3oBaTeIbHbBIE UTPHI TPHOOPETAIOT BCE
OOJIBIITYIO TOMYISIPHOCTh U BaXKHOCTh. Mrphl, B OTIIMYME OT CyXHWX JEKIUH U
y4eOHHUKOB, CIOCOOHBI 3aXBaTUTh BHUMAaHHUE, BOBJIEYhL B aKTUBHOE
B3aUMOJICHCTBHE M, YTO CaMO€ TJIaBHOE, MPEBPATUTh MpOIecC OOydeHUs B
yBJIEKaTeNbHOE MpHUKItoueHne. OHu co3aaroT 0e30MacHyl0 U MOTHBUPYIOIIYIO
cpeay ISl ODKCIEPUMEHTOB, TJ/I€ OKCIEPUMEHTBHI, ONIMOKHM U TIOJy4YeHHUE
MPAKTUYECKOTO OMNbITa HE TOJBKO JIOMYCTUMBbI, HO U MPUBETCTBYIOTCSA. ITO
MO3BOJISIET yUalTUMCS TITy0Xke MOTPyKaThCs B IPEIMET, YCBAUBATh HH(POPMAIIHIO
0oJyiee OCO3HAHHO W TMPOYHO, a TAKKE Pa3BUBATh KPUTHUYECKOE MBIIUJICHUE U

HABBIKU PCHICHUSA HpO6H€M.

NmenHo mostomMy njisi 0OJierdeHHs] TOHUMaHUST OCHOB KOMIIBIOTEPHOM
apXUTEKTYphl OBLJIO pEIIeHO CO3/1aTh WHTEPAKTUBHYIO WIrPYy. aKTHUBHOE
B3aUMOJICHICTBHE C HUTPOBBIM MHUPOM, PELUICHHUE TOJOBOJIOMOK U BBIIIOJIHEHUE
3alay B yBJEKaTeabHOM (opMaTe TO3BOJIMT TMOJB30BATENSIM HE MPOCTO
3allOMHUTH WH(MOpMaIMioo, HO © TJIYyOOKO TOHATh TMPUHIUIBI PabOTHI
KOMITBIOTEPHBIX CHCTEM. B KOHEYHOM cdeTe, IeJb JIaHHOW pa3pabOTKH -
J0Ka3aTh, 4YTO OOydYeHHWE MOXKET OBITh HE TOJBKO TIOJE3HBIM, HO U
3aXBaThIBAIOIINM, ITPEBPALLAS CIOXKHOE B MPOCTOE, & CKyYHOE — B MHTEPECHOE.

Urpa — 310 HE IPOCTO pa3BiIeUCHUE, & MOIIHBIA HHCTPYMEHT O0yUYEHUSI.
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1 Ilpunoxkenue Ha Unity 111 HHTEPAKTUBHOTO MCCJIEI0BAHMS

APXUTEKTYPbI KOMIIBIOTEPA

1.1 AHa/iu3 npeAMETHOM 00J1aCTH

1.1.1 Onucanue noTpeGHOCTH MOIb30BATEIEH

B snoxy 1iupoBbIX TE€XHOJIOTHN, KOT/1a KOMIIBIOTEPHI CTAIM HEOTHEMIIEMOM
YacThIO HAIlleH >KU3HM, MOHUMAaHUE WX YCTPONCTBA CTAaHOBUTCS Bce Ooliee
akTyanbHbIM. OJHaKo [JIi MHOTHX TMOJIb30BaTeJled MPUHIUNBI PadOTHI
KOMIIBIOTEPA OCTAXOTCA CI0KHOU U MAJIOMOHATHOW TeMoi. IHTepakThBHAs urpa
«Komu - KomnbloTepHbIil JOKTOP» MpU3BaHA PEHIUTH ATy MpodiieMy, npeaiaras
YBJIEKATEIbHBIM CIIOCOO HM3y4YeHHsT MUpa KoMmIbioTepoB. OHa TO3BOJISET B
UTpoBOH OpMe MO3HAKOMUTHCS C YCTPOUCTBOM KOMIIBIOTEPA U MPUHITUIIAMU €TO
paboTHI.

[TepBbIMH, KOMY HEOOXOIUMA 3TA UTPA, ABISIOTCS IITKOJIBHUKHU U CTYICHTHI.
B smoxy, korja nadopmMaTrka MpoYHO BOIIJIA B IKOJIBHYIO Iporpammy, «Koawm -
KoMnbroTepHBI JOKTOP» CTAHOBUTCA KMBOW M YBJIEKATEIIbHOW allbTEPHATUBOM
CKYYHBIM Y4eOHHUKaM U JIeKIusM. irpa 1mo3BoisieT moJy4uTh 0a30BbIe 3HAHUS O
KOMITbIOTE€pAX, HMX YCTPOMCTBE W  (DYHKIIMOHUPOBAHWU B  JIETKOH,
3aroMHuHaromencs gopme.

HoBrukyn v HayMHaromme IMOJb30BATEIM - €IIEC OJHA Ba)KHas ILieJieBas
aynuTopus. 3a4acTylo, CTpax IMepei MOJIOMKON KOMIbIoTepa, O0s3Hb CIenaTh
YTO-TO HE TaK, NApaju3yeT U OTTAJIKUBAECT OT MOJHOLUEHHOIO HCHOJIb30BAHUS
texHosorui. «Komu - KoMObIOTEpHBIN JOKTOP» IMOMOXKET pa3o0paTrbcs B
OCHOBax paboThl KoMIbioTepa. [IpeogoneBas cTpax nepes TEXHUKON U Moaydas
MPAKTUYECKUA ONBIT, HOBMYKM HAUYMHAKOT NOHUMATh, KaK KOMIIBIOTED
B3aUMO/ICMCTBYET C OKPYXKAIOIIEH Cpeaoi.

Jlromn, cTpemMsimuecs YriiyOWTh CBOM 3HAHUS O KOMITBIOTEPAX, TaKKe
HalayT B Urpe neHHbii pecypce. «Koan - KoMNbOTEpHBIN JOKTOP» MPEaIaract

MOrPY3UTBCS B M3YYCHUE BHYTPEHHEW CTPYKTYpbl KOMIIBIOTEPA, €ro
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apXUTEKTYpPbl U 0COOEHHOCTEN padOThI pa3IMuHbIX KOMIIOHEHTOB. [IpenocraBiss
BO3MOKHOCTh U3y4aTh KOMIIbIOTEP B O€30M1aCHON U UTPOBOM Cpeie, 1apuT Ooliee
Iy0OKO€ MOHMMaHue UH()OPMAIIMOHHBIX TEXHOJIOTUNA U XOPOIIO MOAXOIUT JJIS
oO11ero pa3BuTus B 001aCTU UHPOPMATHKH.

Henb3s 3a0b1BaTh 1 0 IpenoaBaTeNsaX v yuuTensix nadpopmatuku. Jiisa Hux
«Komn - KoMIBIOTEpHBIN JOKTOp» — OTO XOPOLIWA BCIOMOTATEJIbHBIN
WHCTPYMEHT, CHOCOOHBIA MOBBICUTH BOBJIECYEHHOCTh YUYEHUKOB U OOJIETYUTH
nporecc 00yueHust. Mcrnonb3oBaHue UTPbl HA YPOKaX MO3BOJISIET C/I€NIATh 3aHATHUS
0oJiee MHTEPAKTUBHBIMM W HAIJISAHBIMHU, a 3HA4YUT, d(P(EKTUBHEE JTOHECTH
3HAHUS JO YYECHHKOB.

«Kogu - KoMIBIOTEpHBIH JOKTOpP» — 3TO HE MPOCTO Urpa, 3TO
WHTEPAKTUBHBIN y4eOHWK, MPU3BAHHBIA cjenaTh MHUP HHGPOPMAIMOHHBIX
TEXHOJIOTUH 00Jiee TOHSATHBIM U JIOCTYITHBIM JIJIsE BCEX. ITO MyTEIICCTBUE B MUP
ANIEKTPOHHBIX TJIyOWH, KOTOpO€ HE TOJIbKO pa3BlIeKaeT, HO U O0OydYaer,
MOJIFOTABIIMBAS K YCTEIIHON KU3HU B IU(PPOBOM BEKe.

1.1.2 AHanu3 CyleCTBYIOIIMX aHAJIOTOB

Human Resource Machine.

(https://tomorrowcorporation.com/humanresourcemachine).

Human Resource Machine (pucyHok 1) — 3TO T0OJI0BOJIOMKa, B KOTOPOii
UTPOKY MIPEACTOUT MPOrPAMMHUPOBATH MAJICHBKOTO 0(UCHOTO pabOTHHKA, YTOOBI
BBITIOJIHSATh MIPOCTHIE 3a7a4H, UCII0JIb3YsI BU3YAJIbHBIN A3bIK IPOTPaMMUPOBAHUA,
HarmoMUHarommMi accemOnep. Wrpok J0mKeH ONTUMH3UPOBATH KO IS
MOBBIMIEHUS YD ()EKTUBHOCTH M CHIDKEHUS KOJMYECTBA IIaroB. | edMIIIel Urpsl
M300paKeH Ha PUCYHKE 2.

Human Resource Machine u «Komu - Kommberorepusrii JlokTop»
MpearaloT pa3Hble MOAXO0JIbI K OOYyUEHHIO CIIOKHBIM KoHIenusaM. l[lepas
OO0JbIIIe MOAXOAUT JJISl T€X, KTO XOYET U3YUYUTh OCHOBHI MPOTPAMMHPOBAHUS, B
To BpeMs kak «Koau - KomnberorepHusiii JIokTOp» OpMEHTUPOBaHA HA TEX, KTO

XOUeT TOHATh, Kak paboTaer ammapaTHoe OOecleueHue KOMIbIOTepa.
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YHuukaneHOCTh «Koau - KommnbrorepHslii J[OKTOp» 3aKIHOYaeTcs B COYECTAHHUU

UIPOBOrO Tpoliecca M OOBICHEHUS TMPUHIMIOB PabOThl  ammapaTHOTO

oOecrieueHus Ha AOCTYITHOM U YBJICKATCJIbHOM YPOBHC, 4C€TO HC XBATACT Human

Resource

Machine,

IIPOrPaMMHUPOBAHUSL.

COCPEIOTOYeHHOM Ha  aOCTpaKTHBIX  KOHIICMIIUSX

RESOURCE

MACHINE

Pucynok 1 — Jlorotun urpsl Human Resource Machine.

H
i
H
™
P
s

Vowel Incinerato

Send everything from the
INBOX fo the OUTBOX, except |
- for vowels.

Pucynok 2 — U3o0pakenue u3 urpst Human Resource Machine.
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PC Building Simulator.

(https://store.steampowered.com/app/621060/PC_Building_Simulator/).

OxHMM U3 TOMYSPHBIX CUMYIIATOPOB COOPKH KOMITbIOTEpOB siBnsieTcst PC
Building Simulator (pucynok 3). Dta urpa mo3BoJII€T UIPOKaM BUPTYaJIbHO
coOupath W HacTpauBaTh KOMIIBIOTEPHI, HCIIOJIB3Ys JIMIICH3UPOBAHHBIC
KOMITIOHEHTHI peaibHbix npousBoauteneid. PC Building Simulator npennaraer
PCATMCTHUYHBIN OMBIT COOPKH, MO3BOJISAS M3YyUUTh PA3IMYHbIe KOMIIOHEHTHI, UX
COBMECTUMOCTbH M IPOU3BOAUTEIHLHOCTD. MIrpa MOKeT OBITh MOJIE3HA /IS TEX, KTO
XOYeT HAay4YUThCs cOoOMpaTh KOMIbIOTEpHl Ha npakTtuke. Onnako, PC Building
Simulator, B ocHOBHOM, QoKycupyeTcsi Ha Puznueckoil cOOpKe U He OOBICHAET

MPUHITUIIB PAOOTHI OT/IEIBHBIX KOMIIOHEHTOB Ha 0oJiee rITyOOKOM YpOBHE.

SR\ | =

\ PC BUILDING

S5IMULATOR

Pucynok 3 — Jlorotun urpst PC Building Simulator.

Scratch.

(https://scratch.mit.edu/).

Jlpyroii WHTEpECHBI NMPUMEP - BU3YyAlIbHAs CpeAa NPOrpaMMHUPOBAHUS
Scratch, mpeacraBnennas Ha pucyHkax 4, 5. Drta iardgopma Mmo3BoJISIET JETAM U
HAaYMHAIOMIUM  T[POrpaMMUCTaM  CO3[aBaTh COOCTBEHHbIE HHTEPAKTHUBHbBIC
WCTOPUH, UTPHl M aHUMAIINH, UCIIOJIB3Ysl OJIOYHOE MporpaMmMupoBaHue. Scratch

OTJIMYHO IIOAXOIHT AJIA PA3BHUTHA JOIMYCCKOI'O MBIIJICHHUA M 3HAKOMCTBaA C
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https://store.steampowered.com/app/621060/PC_Building_Simulator/

OCHOBHBIMHM KOHLIEIIMSIMM NporpaMMupoBanus. OJHaKO, HE 3aTparuBacT TEMY
anmapaTHOro OOECHEYEHUs M HE JAeT NPEACTaBICHHs O TOM, Kak paboTaroT

KOMITIOHCHTBI KOMITIBIOTEPA.

Pucynok 4 — Jlorotun urpsl Scratch

@EEB crwte Ewore  Tps  About Q Search JoinScratch  Signin
B RPGH 7L =3
el by logic_lab

. . X Instructions

[fEV 5]
E#EVA  httpsi//youtu.be/tDz8rSA90zo
7075 LUHTE  httpsi//youtu.be/MNUUn36FQZc

A9 5y FTRPGIEV L > TLSVENEHBNZDT
Y 7IEUT...

A Notes and Credits

I271v71&

A=IN=N\7=71vy kI)\yo(CCO)
https://github.com/sparklinlabs/superpowers-asset-packs

UViEe
https://pipoya.net/sozai/

oD EDd

Pucynok 5 — I'eiimmuieit Scratch

Taxum oGpazom, xotst PC Building Simulator npennaraer mpakTuyeckuii
OTBIT COOPKU KOMIBIOTEPOB, a Scratch pa3BUBaeT HaBBIKK MPOTPAMMUPOBAHUS,
HU OJIMH U3 3THX WHCTPYMEHTOB HE (POKYCHPYETCS Ha OOBSICHEHUHU MPUHITUIIOB
paboThI anmapaTHOTO OOecTeueHrs Ha JIOCTYITHOM W YBIICKATEIIBHOM YPOBHE.
NmMenHO B 3TOM 3aKkiirouaercsi yHUKaIbHOCTh «Koau - KomneroTepHsbiil JlokTop».
Ota urpa mpeangaraet He mpocTo COOPKY WIIM MPOrpaMMHUPOBAHUE, a TIOTPYKAET

HUI'pOKa B MHP 3JICKTPOHHBLIX KOMIIOHCHTOB, O6T)HCH$I$I, KaKk OHH pa60Ta}0T "
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B3aUMOJEUCTBYIOT Ipyr ¢ apyrom. «Koau - Komnerorepusiii J[oOKTOp» — 3TO
WHHOBAIIMOHHBI  OTBET Ha TMOTPEOHOCTh B  YIIYOJIEHHOM  HW3y4YEHHUH
KOMIUIEKTYIOIINUX, MPEIJaralouMid HOBBIM MOAXOJ K HW3YYEHUIO IPUHIIUIIOB
pa6otsl [1K.

1.1.3 ITocTranoBKa 3a1aun

B pamkax peanuzanuu UTpoOBOTO MPOEKTa HEOOXOAMMO pa3paboTarh psijl
KJIFOUEBBIX (PYHKIIMOHAIBHBIX BO3MOKHOCTEH, 00ECIIEUMBAIONINX MOJIHOLIEHHOE
B3aMMOJICVCTBUE HUIPOKA C co3gaBacMbiM MHUpOM. llepBoouepenHon 3amauei
SBJISIETCS peIN3alisl CUCTEMbI HACTPOEK, TTO3BOJISIIOIIECH UTPOKY aanTUPOBATh
napaMeTpel WUIphl TOJ] CBOM TNpeArnouTeHus. B dyacTHoCcTH, HEO0O0X0aUMO
o0ecrieYnTh BO3MOXKHOCTh BKJIFOUCHHUSI U BBIKIIOUCHHS 3BYKOBBIX 3((EKTOB,
PEIOCTaBUTh MHCTPYMEHTHI JUIS YIPaBICHHUS OOIIUM YPOBHEM T'POMKOCTH,
9TOOBI 3BYK HE OBLI YPE3MEPHO HABSI3UUBBIM WJIM, HAOOOPOT, CIUIIKOM THXUM, a
TaK)KE€ pealn30BaTh (PYHKIUIO BKIIOYEHUS] W BBIKIIOYCHHUS MY3BIKAJIBLHOTO
COIPOBOXKJICHUS, CO3/IAI0IIEro aTMOc(hepy UTPOBOTO MUPA.

CrnenytomuM BaKHBIM 3TAarloM SIBJISIETCSl peajiu3allvs UTPOBOIO Ipoliecca,
KOTOPBIW MO3BOJIUT UTPOKY HEMOCPEACTBEHHO B3aUMOJEHCTBOBATh C CO3JaHHBIM
MHUPOM U BBITIOJHATH MOCTaBIECHHBIE 3a/1aui. Heo0xo1umMo peann3oBaTh CHCTEMY
NEPEIBIKEHUS, O0ECIEeYNBAIONIYI0 MEepEMEIICHIE MEePCOHAXKa IO UTPOBOMY
MHUpY. BaXHOW 4YacThiO yIIpaBICHUS SBIISIETCS B3aMMOJICUCTBUE C MHPOM,
BKJIFOYAIOIIIEE B c€0S1 BO3MOKHOCTH MOI00pa MPEAMETOB, aKTUBAITMH PA3IMYHBIX
O0OBEKTOB M BENIEHHS JMAJIOTOB C HEUTPOBBIMHU MepcoHakamu. Hakownerr,
HEOOXOIMMO peann30BaTh OOEBYI0 CHUCTEMY, TIIO3BOJISIOMIYIO TIEPCOHAKY
HAaHOCUTH yAaphl BparaM.

Urpoxy npeacTonut uccieaoBaTb MUP, COCTOSIIIUN U3 YETBIPEX YHUKAIBHBIX
YPOBHEH, KaXJbI U3 KOTOPBIX IMPEICTABIICT COOOH OT/IEIBHOE HCIBITAHUE C
COOCTBEHHON HEMOBTOPUMOI 3a7aueil U UTPOBOM MEXaHUKON. YPOBHH JOJKHBI

OBITh CIIPOEKTUPOBAHBI TAKHUM 00pa3oM, YTOOBI MOCIEIOBATEILHO PACKPHIBATH
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BO3MOKHOCTH WUTPOBOTO MHUpa U TOCTENEHHO YCIOXKHATH 3a7auu, TpeOys OT
UrpOKa aJanTallid U OCBOCHUSI HOBBIX YMEHHUI.

BaxxabiM aTanom pa3paboTKH SBISIETCS peau3alius 3alycka Urpbl U BbIX0OJ1a
u3 He€, obecreunBaroias UTPOKY BO3MOXKHOCTh 3aBEPIINTh UTPOBOM CEaHC B
mo00i MoMeHT. DDYHKIUS BBIXOJIa M3 MPUIOKEHHs JOJKHA O0ECreyuBaTh
KOPPEKTHOE 3aBEpIICHHUE BCEX IMPOIECCOB, YTOOBI M30€kKaTh MOTEPU JAHHBIX U
npyrux rnpodaem. Kpome Toro, He00X0UMO peann30BaTh CUCTEMY COXPAaHEHUS,
MO3BOJISIOIIYI0 UTPOKY TPOJIOIIKUTE UTPYy, HE Tepss JOCTUTHYTBIM Iporpecc.

I[I/IarpaMMa BAaPHUAHTOB HUCIIOJIL30BAHUS MPECACTABJICHHA HA PUCYHKC 6.

Bkn./BbIKN 3BYKK
YnpaeneHue obLmm
POBHEM IPOMKOCTW
Bkn./BblKn My3bIKY

YnpaeneHue nepcoHaxem
MNepensuxeHue
BsavmopgeicTere ¢ MUpOM

Pucynok 6 — UML — auarpamma BapraHTOB MUCIIOJIb30BaHUS.

PexoMmennmyembie TpeOOBaHMS K anmapaTHOW YacTH:
- mporeccop YeThipexbsiepHbIi porieccop ¢ yactoroit 3 I'T;
- onepatuBHas namMsTh 4 ['b;

- BUJICOKApTa JUCKPETHAS BUACOKAPTA;
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- Mecto Ha nucke 1 I'b;

- onepanuonHas cucrema Windows 10.
1.2 BbI0Op MHCTPYMEHTAJIBHBIX CPEACTB

1.2.1 Cpena pazpadotku Unity

Unity — 5310 MomHas  KkpocciuiarGopMeHHass cpeia  pa3paboTKw,
TIPEIOCTABJISIONIAs MMOJIHBIA HHCTPYMEHTapui s co3aanus 2D urp. OHa 1mo3BoIsIeT
co3/7aBaTh WIPHI, KOTOPBIC MOTYT OBITH Pa3BEPHYTHl HA PA3NIMUYHBIX TUIaTGopMax,
Bruirovasi PC, moOunbHbIe yeTpoiicTBa (10S u Android), Be6-Opay3epsl 1 apyrue, 4to
SBJIICTCS KPUTUYECKH BaXKHBIM JUJIS JOCTHOKCHHS IMUPOKOW ayautopuu. I[lpwm
pa3paboTtke urp Ha Unity, MoJIe3HBIM PyKOBOJICTBOM siBIIsieTcsi: «Kak cozmaTh urpy Ha
Unity» [1].

CymectByet psan anbrepHaTuBHBIX 2D naBuKKOB, Takux kak GameMaker Studio
2, Godot Engine u Cocos2d-x. GameMaker Studio 2, 6e3yciI0BHO, IPOCT B OCBOCHUH
U XOPOIIO MOJXOUT JUIsl HEOOIBIINX MPOEKTOB, HO MOKET OBITh OIPaHUYEH B CBOEH
rUOKOCTH U MaciTabupyemoctu i 6osee cnoxHbeix urp. Godot Engine sBisieTcs
MOIIIHBIM U O€CIUIaTHBIM JBUKKOM C OTKPBITBIM HMCXOAHBIM KOJOM, HO €ro
COOOIIIECTBO MOKa €Ile HE HACTOJIBKO pa3BuTO, Kak y Unity, 4TO MOXET CO3/1aBaTh
TPYJHOCTH TP TMOMCKE pemeHuid u mnouaepxkku. Cocos2d-x, XO0Thb W Tpejaraer
BBICOKYIO MIPOM3BOIUTEIBHOCTb, TpeOyer  Ooiee IyOOKUX ~ 3HAHHM
MPOTrPAMMHUPOBAHHUS 1 MOXKET OBITH CIIOKHEE B OCBOCHUH.

Bo03MOXHOCTH BU3yallbHOM KOMIIOHOBKH CII€HBI, HCTIOJIb30BaHUs TipedadboB mis
MOBTOPHOTO KCTOJB30BAHMS DJIEMEHTOB M HACTPAaMBAaE€MbIN PEJAaKTOP 3HAYUTEIHHO
co3ganuss 2D rpadukum wu anmmaruu. Sprite Editor m  Animation Window
MPEAOCTABISAIOT YA00OHbBIE cpeacTBa st padboTsl ¢ 2D acceramu. Ilognepxkka Sprite
Atlas mo3BOISIET ONTUMU3UPOBATH TEKCTYPHI U TOBBICUTH MTPOU3BOAUTEIHHOCTh UTPHI.
[lupokue BO3MOXKHOCTH aHWManuu, BKIo4as skeletal animation, mTO3BOJAIOT
CO3/1aBaTh JKMBBIE W BbIpAa3uTeNbHbIE 2D mnepcoHaxu. Jlpyrue [OBUKKU MOTYT

npejiaratb CXO0XKH€ HWHCTPYMEHThI, HO 4acTo yctrynaioT Unity B ynoOcTBe
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HCIIOJIb30BaHWA, MHTCTPAIUH C 4CCCTaMU U BO3MOKHOCTAX OIITUMU3ALIUH.

Ha pucynke 7 npeacrasneno okHo Unity.

tited - Android - Uity 6 (6000.0.431) <DIC11> =

=% 0% ERI )

Al

Pucynox 7 — Mento Unity

OrpomHoe u akTuBHOE coobmecTBo Unity mpemoctaBisieT O€CLEHHYIO
NOJJIEP)KKY M pecypchl. B ciyuyae BO3HHKHOBEHHUS BOMPOCOB WM TPOOJIEM,
BCETJ[a MOXKHO 00paTUThCS K opyMam [2], oHmaiiH-KypcaM, TyTopHraiaM U asset
store NJIsl MMOMCKa pEelIeHU ¥ BIOXHOBEHUs. Asset Store mpenjaraeT MmUPOKUN
BBIOOP TOTOBBIX aCCETOB, BKJIIOYAsl CIPAWTHI, 3BYKH, HHCTPYMEHTHI U TUIArUHBI,
KOTOpbIE MOTYT 3HAYHUTEIbHO YCKOPUTH MPOIECC Pa3padOTKH M COIKOHOMUTH
Bpems. OO6mmpHOCTH cooOmiectBa Unity W JOCTYMHOCTh TOTOBBIX aCCETOB
3HAYUTEIHHO COKPAIIAIOT BpeMs pa3paboTKH.

Berpoennsiii  pusudeckuii aBmxok Unity, XOTS M B TEPBYIO OYEpenb
opueHTupoBaH Ha 3D, TakKe MPEKPACHO MOIXOUT JIJIsi CO3AaHUS PEaTUCTUIHON
¢usuku B 2D urpax. bnaronaps komnonentam Bpojae Rigidbody2D u Collider2D
MOXXHO JIETKO PEan30BaTh (YU3MYECKUE B3aUMOJCUCTBUS MEXKIY OOBEKTAMH,
TaKhWe KaK CTOJIKHOBEHHS M TPABUTALMIO 4YTO JOOABISIET TIyOWHBI U
PEATMCTUYHOCTH UIpoBOMY mporeccy. Hekoropsie 2D aBHXKH HMEIOT

CHeUUANIM3UPOBaHHbIE (U3WYECKUEe [JIBUKKHA, HO YHHUBepcaibHOCTh Unity
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MO3BOJISIET MCIONB30BaTh CYIIECTBYIONINE 3HAHUS W OmbIT 3D-paspaboTku nmst
co3nanus 2D wurp.

Unity momnepxuBaeT s3bIK mporpammupoBaHusi C#, KOTOPBIA SIBISETCS
MOIITHBIM ¥ TUOKHUM SI3BIKOM, HUJ€ATBHO TOJIXOMSIINAM ISl pa3padOTKH UTPOBOU
noruku M MexaHuK. C# MO3BOJIAET MHUCaTh YHUCTHIA, CTPYKTYPUPOBAHHBIA |
MacImTaOMpyeMblid KOJ, KOTOPBIH JIETKO TOJJACPKUBATh W PACIIUPATH B
Oynymiem. bmarogapss oOMMpPHONW MOKYMEHTAIlUd U OOJIBIIOMY KOJUYECTBY
oOyyaromux MarepuainoB 1o C# u Unity, MOKHO OBICTPO OCBOUTH HEOOXOIUMBbIC
HABBIKM M PEIIaTh CIOXKHBIE 3a7a4d. B TO BpeMs Kak HEKOTOPBIC IBHKKH
UCIIOJIb3YIOT COOCTBEHHBIC CKPHIITOBBIC SI3bIKH, C# SBISICTCS TIMPOKO
pPacnpoCTPaHCHHBIM U BOCTPEOOBAHHBIM S3BIKOM, YTO YITPOIIAET WHTETPAITUIO C
JIPYTHMH CHCTEMaMH.

Boi6op Unity st pazpabotku 2D urpel o0yclioBJI€H COYETAaHUEM MOIIHbBIX
MHCTPYMEHTOB, THOKOTr0 nHTEepdeica, noanep:xxku C#, akTHBHOTO cO00IIeCTBA U
KpoccriaThOpMEHHOCTH. Otn bakTopbI MO3BOJSIIOT 3P (HEKTUBHO
pa3pabaTbiBaTh, TECTUPOBATH U Pa3BEPTHIBATh UTPY HA PA3IMYHBIX IUIaTQOpMax,
JOCTUTAsl IIUPOKON ayAUTOPUH U peasin3ys JitoOble TBOpUYECKUe 3aMbIciibl. Unity
— 3TO ONTHUMAJIBHBIA BBIOODP /IS CO3AaHUs KA4eCTBEHHOW W yBJeKaTelbHOU 2D
urpel. OdunmaneHas pokyMmeHtanus Unity 1oapoOHO OMUCHIBAaET BCE
BO3MOKHOCTH KpocciiaThopMeHHoH pa3padoTku [3].

1.2.2 Cpena pazpabotku koga Visual Studio. A3bik nporpammupoBanmst C#

Beibop C# B kauecTBe s3blka mporpammupoBanHusi U Visual Studio B
kauectBe IDE s paspabotku 2D urpst B Unity Ob1T 00yCIIOBIIEH COYETaHUEM
UX MOIIHBIX BO3MOXKHOCTEH, y100CTBa MCIIOIB30BAHUS M TECHON MHTETPAIUH C
Unity, 94TO MO3BOJIIET 3HAYUTEIBHO MOBBICUTH dPGHEKTHBHOCTh Pa3pabOTKU U
KauyeCTBO KOHEYHOTO MPOIYKTA.

C# — »9T0 0OBEKTHO-OPUEHTHUPOBAHHBIM S3BIK MPOTPAMMHUPOBAHUSA,
pa3pabotanubiii Microsoft, koTopblii sBasieTcsa Ae-(akTo CTaHAAPTOM JJIs

pa3zpabotku B Unity. B otiinune ot JavaScript (1pyro# si3bIK, MOaaepKUBAEMBbIii
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Unity), C# npeayiaraet CTporyr TUIU3AIMIO, YTO MO3BOJISIET BBISBIISTH OIIUOKHU
Ha dTare KOMIWIALWY, a HE BO BPeMsl BHITIOJHEHHsI, YTO 3HAYUTEIILHO CHUKAET
KOJMYECTBO 0aroB M MOBBIIAET CTAOMIBHOCTh UTpbl. CuHTakcuc C# 4UCTBIA U
JAKOHWYHBIM, 4YTO YIPOINAET YTEeHHWE M NoHMMaHue koxa. Kpome toro, C#
obOecrnieurBaeT 0oJiee BBICOKYIO IPOM3BOJMUTEIBHOCTh, ueM JavaScript, d4TO
KPUTHYECKHA Ba)KHO JI CO3JIaHUS CIOXKHBIX UTPOBBIX MEXaHUK M BU3YaJIbHBIX
s dekro. s mzydyenus C# Obuta wcrmonb3oBanHa kuura «Head First C#»
Ouapro Ctiwuimana u xenaudep ['pun [4].

EcTh 1 anbTepHAaTUBHBIC BApUAHTHI sI3bIKa MMporpaMMupoBanus. K mpumepy,
MOXHO paccmoTpetrh Boo wim UnityScript (JavaScript), ogHako OHU yCTynaroT
C# 1mo mpou3BOIUTENBHOCTH, MOIJEPKKE U TOCTYMHOCTH OnbmmoTek. C# — 310
Ooree 3penblii U YHUBEPCAIBHBIN S3BIK, KOTOPHIH HIMPOKO HCIOIB3YEeTCS B
UHIYCTPUH pa3pabOTKH MPOTPAMMHOTO 00eCIICUCHHUS.

Visual Studio — »orto MomuHas wu mnonHopyHKIMOHANbHAs IDE
(uHTETpHpOBaHHAs cpena pa3paboTKh), paspadotanHass Microsoft, koropas
oOecrieuynBaeT UCKIIOUUTENbHYIO noaaepkky aist C# u Unity npeacTaBieHa Ha

pucCyHKe 8.

Pucynoxk 8 — IDE s3bika C#

[y 1.090301.2.001 113

N3m.

Jlucm Ne dokym. Moodnucek | Jama

Jlucm

16




Visual Studio mnpenocraBisieT MUPOKUM CHEKTP HWHCTPYMEHTOB st
HAIMCAHUS W OTJIAJKA KOJa, BKIFOUas:

- OTJIATYMK — MOITHBIA OTJIAJYUK IO3BOJISET MOIIATOBO BBITIOJHSITH KO,
MPOCMATPUBATh 3HAYCHUS IEPEMEHHBIX M OTCICKUBATH XOJ BBITIOJHEHUS
MPOrPaMMBI, YTO 3HAYUTEIHHO YIIPOIAET IMTOUCK U UCIIPABICHUE ONTHOOK;

- IPO(UITUPOBIIUK — HHCTPYMEHTHI TPO(DMITHPOBAHUS TTO3BOJISIOT BEISBIISATH
y3kue ™ecta B npousBoaunus Visual Studio ¢ Unity. Visual Studio
aBTOMATHYECKH paclo3HAeT MPOeKThl Unity W MPEAOCTaBIsCT CHCIHAIBHBIC
WHCTPYMEHTHI JIJIs1 paObOThI ¢ HUMH, TAKHE KaK:

1) momnmepkka OTNIagku HemocpeacTBeHHO B Unity - MOKHO OTJIaKHUBATh
ceoii kox C# mpsmo B pemakrtope Unity, ycTaHaBiauBash TOYKH OCTaHOBKH,
NpOCMaTpuBasi 3HAYCHHUS IIEPEMEHHBIX M OTCJICKHMBAs XOJI BBIIOJHCHUS
IPOTPaMMBIL;

2) aBTOMaTHYeCKas KOMIMJIALMSA W uMmIopt ckpunroB - Visual Studio
aBTOMaTH4eCKu KoMmmuiaupyetr ckpuntbl C# u ummoptupyet ux B Unity, 4TO
YCKOPSET MpoIiecC pa3padoTKu.

MoxHO paccMOTpeTh U anbTepHaTUBHBIC BapuaHThl IDE, Takue kak Visual
Studio Code unu Rider. Xots Visual Studio Code u siBnsieTcst ierkuM U ObICTPBIM
PEIAKTOPOM KOJIa C MHOKECTBOM PACIIMPEHUHN, OH HE 00J1a/1aeT TaKou ri1yOoKoi
uHTerpamueit ¢ Unity ¥ TakKMM MOIIHBIM OTJIaTYUKOM, Kak Visual Studio. B cBoro
ouepenb, Rider, pazpaborannsriii JetBrains, SBISETCS OTIMYHON albTEPHATUBOM,
HO 32 €T0 HCIIOJIb30BaHUE TpeOyeTcs TUIaTHas JUICH3UA, B TO BpeMs Kak Visual
Studio nmoctymHa OecrjaTHa 4YTO s WHIUBUIYAIbHBIX pa3pabOTYMKOB
WJica’bHbIN BapUAHT.

1.2.3 I'padmaeckuii pegaxtop Paint 3D

Bri6op Paint 3D st co3nanus U peJakTMpOBaHUs TpaUISCKUX JICMEHTOB B
urpe ObUT 00YCIIOBIEH HECKOJIBKUMH KITIOYEBBIMU (DaKTOpaMu, KOTOPHIE IETAI0OT €TO
MOAXOIAIINM WHCTPYMEHTOM JIJISi PEIICHHs OMPECICHHBIX 3a7a4, OCOOCHHO Ha

Ha4dYaJbHBIX OJTallax p33pa6OTKI/I n 11 CoO3daHMuA IIPOCTBIX aCCCTOB. Baxno
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noHuMmarb, 4yrto Paint 3D He sBusercs mnpodecCHOHANIBHBIM TrpadUIecKUM
penaktopomM, TakuM kak Adobe Photoshop wim GIMP, u o61amaer orpaHudeHHBIM
(YHKIIMOHAJIOM, HO €ro MPOCTOTa M JOCTYITHOCTH JENAl0T €ro MPHUBICKATEIHHBIM
IS OTIPEJICIICHHBIX IIeNIeH.

Pabouee mpoctpanctBo Paint 3D nipescTaBieHHO Ha pucyHKe 9.

AnimationSheet_Character — xonua (2).png" - Paint 3D

& @ @ T ¥ =3 @

Mero . Tpewep. Hoxedor  Texr  pgecm  Yoacr  Bubmwor.

Pucynok 9 — Pabouee npoctpancrso B Paint 3D

Paint 3D, y>xe ycTaHOBJIEHHBIN Ha OOJBITUHCTBE KOMITbIOTEPOB ¢ Windows
10 u 11, He TpeOyeT 3arpy3KH JOMOJHUTEIBHBIX IporpamMM. Ero muTepdeiic
WHTYUTHBHO TOHSITEH U TIPOCT B OCBOCHUH, JIaXe ISl T€X, KTO HE UMEET OIbITa
paboThI ¢ TpadUUIeCKUMU peakKTOpaMu. ITO 0OCOOEHHO BaKHO HA paHHHUX dTarax
pa3paboTKH, KOria HEoOXOAuMO OBICTpO co37aBaTh 0a3oBble rpadudecKue
AJIIEMEHTHI.

JlaHHBIA pegakToOp W€adbHO MOAXOJUT ISl CO3JaHUs MPOCTHIX CIPAUTOB
JUTSL TIEPCOHAXKEH, 0OBEKTOB M DJIIEMEHTOB MHTep(eiica, a Takke IS CO3/aHus
0a30BBIX TEKCTYp JUIsl HCIOJB30BaHHWS B WIPOBBIX CIleHaX. MHCTPpyMEHTHI
PUCOBaHMS, 3aJIMBKM W JOOABICHUS TEKCTa IMO3BOJSIOT OBICTPO CO3/1aBATh
HEO0OXOIMMbIE BH3yaJIbHBIE AJIEMEHTHI 0€3 HEOOXOIUMOCTH U3YUEHHUS CII0KHOTO

dyHKIMOHANA TPO(ECCUOHAIBHBIX IPAPUUECKUX PEIAKTOPOB.
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Hecmotpst Ha To, yto Paint 3D B mepBylo odepelnb NpenHA3HAUYEH IS
pabotsl ¢ 3D-rpadukoil, OH MOXET OBbITh MCIOJIB30BaH Jis CO3MaHUS U
penaKkTUpOBaHUA NPOCTHIX 3D-Momenei, KOTopbIe 3aTEM MOKHO PEHIAEPUTH B 2D
Y UCIOJIb30BAaTh B KAYE€CTBE CIPAUTOB. DTOT MOAXOJ] MOXKET OBbITh MOJIE3EH IS
co3aanus 2D-rpapuku Ha ocHoBe 3D-opm.

Paint 3D mo3BossieT ObICTPO CO37aBaTh U MOJUQPUIIUPOBATH rpaduvecKre
a7eMeHThl. BO3MOXKHOCTb OBICTPO BHOCUTH U3MEHEHUS B CIIPAUTHI U TEKCTYPHI,
0e3 HEeoOXOAMMOCTU Tepe3anmycKaTh CIOXKHBIM MPOILECC PEIaKTUPOBAHUS B
npodeccuoHaIbHOM TpadUyecKoOM PEAaKTOpe, 3HAUUTEIBLHO YCKOPSET Mpolecce
pa3pabOTKM M TO3BOJISIET OBICTPO TECTUPOBATh PAa3JIMYHbIE BU3YaJbHbIC
pELICHHUS.

[IpunoxeHne T€CHO MHTETPUPOBAH C APYrUMU UHCTpyMeHTamMu Windows,
YTO TIO3BOJISIET JIETKO OOMEHUBATHCA TpaQUUECKUMHU DIEMEHTAMU MEXIY
pa3TUYHBIMU MPUIOKeHUAMH. Harpumep, penakTopsl. 3T0 0COOEHHO BaXKHO IPH
paboTe Ha CTapbhlX KOMIBIOTEpPAX WJIM MPHU pa3paboTKe WUrp isi MOOHMIIBHBIX
YCTPOWCTB.

Baxxno monumatp, uro Paint 3D umeeT psj OorpaHUYEeHHM, TaKUX Kak
OTCYTCTBUE TMOJJECPKKUA CIOEB, OTPAaHUYCHHBICE BO3MOXKHOCTH ISl PabOThI C
IBETOM M OTCYTCTBHE MPOABUHYTHIX HHCTPYMEHTOB JUISI PETYIIMPOBAHUS
nzo0paxkenuit. IlosTomMy nnsi co3gaHUst CIOXKHBIX M JI€TaTU3UPOBAHHBIX
rpauueckux SJIEMEHTOB TOTPeOyeTcs WCIOIb30BaTh MpodecCHuOHATbHbBIC
rpadudeckue penakropsl, Takue kak Adobe Photoshop, GIMP unu Krita.

PaccmarpuBas anpTepHatuBbl, Takue kak Adobe Photoshop, GIMP, Krita
WM Jla)k€ NPOCThIE OHJIAWH-PEaKTOpPbl, CTAHOBUTCS OYEBHIHO, YTO OHH
o0nagaroT ropazno OonbmUM (YHKIIMOHAIOM M BO3MOXHOCTSIMH, HO TPEOYIOT
OoJbIlIe BpEMEHH HAa OCBOCHHME W OHH CJIO’KHEE B MCIOJIB30BAHUU JIJISI TIPOCTHIX
3anmad. Photoshop, 6e3yciioBHO, sIBIsIETCS CTaHIAPTOM, HO OH TIJIATHBIN U TpEOyeT
Hemansix 3HaHUM. GIMP u Krita - 310 OecrniiaTHbIe U MOIITHBIE aTbTEPHATUBBI, HO

OHM TaKXe CJI0KHEee B ocBoeHuH, yeM Paint 3D. becruiatHbie oHIaliH-peAaKTOPHI
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4acTO OrpaHUYEHbl B (YHKUMOHAIBHOCTH M MOTYT TpeOOBaTh CTAOMIBHOTO
MHTEPHET-COEUHEHUS.

Boi6op Paint 3D Obu1 00ycnoBi€H €ro MPOCTOTOM, JOCTYHHOCTHIO U
ynooctBoM wucnoab3oBanus s 2D wurpel. Ilo Mepe pa3Butus mnpoekra u
YBEJIMUEHHUS CIIO)KHOCTU TpaduKu, BEpPOSTHO, Haa0 OyAeT NpUMEHATh Ooiiee
MOIIIHbIE TpaUUecKue peIakTophl, HO Ha HaYallbHbIX 3Tanax Paint 3D sBnsercs
OTJIUYHBIM BEIOOPOM 17151 OBICTPOTO U 3PPEKTUBHOTO CO3AaHMs 0A30BbIX ACCETOB.

1.2.4 T'eneparop doro, Buaeo, My3biku YesChat Al

Hcnonb3oBanue reneparopa gorto, Buaeo, Mmy3biku YesChat Al B urpe Ha
Unity 00yclOBJI€HO CTpPEeMIICHHMEM OINTUMU3UPOBATH IIpoliecc pa3paboTKH,
HKCIIEPUMEHTUPOBATh C KOHTEHTOM M CO3/J]aBaTh YHUKAJIbHBIM UTPOBOM OIMBIT,
Jaxe ¢ orpaHudeHHbIMU pecypcaMu. YesChat Al npencrasmnsier coboii 1eHHBIN

WHCTPYMEHT JUIsl TOCTHKEeHUS 1iesieil. ['naBHas crpanuiia Ha pucyHke 10.

Bce B ogHoM: Nnatdopma c UA-
MopaenaMm

Al Video

<

/ “!I Home AlChatv AlMusic Al Video Pricing  Advertise Inviting Friends  Blog WRU  Boik

Pucynok 10 — M1 nomomiauk YesChat Al

brnaronaps MU, co3manue rpadvku, aHUMAIMA ¥ MY3BIKH TPAIUITHOHHBIMHA
METO/IaMH TpeOyeT 3HaYUTEIHHOTO BpeMeHH U pecypcoB. YesChat Al mo3Bomnser
r€HEPUPOBATh HEOOXOMMbIE ACCEThI B pa3bl ObICTpEE, OCBOOOXKIast BpeMs s

paboThl HajJ APYTUMHU acleKTaMu WIPhbl, TAKUMH KaK MEXaHUKa, TeiMIuied u
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ONTUMH3ALUA. DTO OCOOEHHO Ba)XXHO M1 UHAM-Pa3pabOTUYUKOB, y KOTOPBIX
KaXXJIbI 4aC Ha CYETY.

YesChat Al mno3Bosiser OBICTPO W JIETKO 3SKCIEPUMEHTHUPOBATH C
Pa3IUYHBIMU BU3YaIbHBIMU U 3BYKOBBIMU CTHJISIMU, HE TPATs BpEMs U JICHbI'Y Ha
CO37laHME TOJHOLEHHBIX acCeTOB. DTO IMO3BOJISIET MPOBEPUTh, KAaKUE CTHUIIU
Jy4lle BCEr0 COOTBETCTBYIOT KOHIEMIIMU UIPbl U OyAyT MPUBJIEKATH LIEJIEBYIO
ayauTopuio. MOXXHO CreHepupoBaTh HECKOJIbKO BAPUAHTOB CIPANTOB, TEKCTYP
WM MY3bIKQJIbHBIX TPEKOB, CPABHUTH UX M BBIOpATh HAUOOJIEE TOIXO IS,

C momomipto YesChat Al M0XHO creHepupoBaTh YHUKAIbHBIM KOHTEHT,
KOTOPBIA HEBO3MOXKHO C€O3/1aTh OOBIYHBIMU MeToaamu. Hampumep, MOXHO
co37aTh MPOLEAYPHO T€HEPUPYEMbIE TEKCTYPhl C HEOOBIYHBIMHU Y30paMH WIIU
My3bIKy C YHUKaJIbHBIM 3BY4aHHEM. OTO TIO3BOJISIET TMPHUIATh UIPe
HETOBTOPUMBII CTHJIb U BBIJCIUTHCSA Ha (POHE KOHKYPEHTOB.

Ha panHux sranax pa3pab0oTKy 4acTO HEOOXOAMMO OBICTPO 3aMOTHUTE UTPY
KOHTEHTOM, YTOOBI TPOTECTUPOBATH OCHOBHBIE MEXaHUKH U TEUMILICH.
HcKycCTBEHHBIM MHTEJUIEKT IMO3BOJISIET F€HEPUPOBATh BPEMEHHBIE ACCETHI, HE
TpaTss BpeMs Ha CO3JaHUE TOJHOLUEHHBIX CHOPANTOB, aHUMalHUN WU
MY3bIKAJIbHBIX TPEKOB. BIIOCIEACTBUN 3TH BPEMEHHBIE ACCETHl MOKHO 3aMEHUTD
Ha 06oJiee KauyeCTBEHHBIE.

YesChat MOXeT HCMOIB30BATHCA JUISI CO3/IaHUS AJaNTHUBHOTO KOHTEHTA,
KOTOPBIN MEHSETCS B 3aBUCUMOCTH OT JEHUCTBUI UTPOKA UJIU APYTUX apaMeTpPOB
urpsl. Hampumep, MOXKHO CreHepUpOBaTh pa3Hble BapUaHThl TEKCTYp s
OKPY)KEHHS, B 3aBUCHMOCTH OT BPEMEHHM CYTOK Wiu mnoronabl. Mnm co3gaTh
MY3bIKaJIbHBIE TPEKU, KOTOPbIE MEHSIOTCS B CIIyYallHOM MOPSIKE.

Ucnonb3zoBanne MWW mno3BoNseT 3HAYUTENBHO CHU3UTH 3aTpaThl Ha
pa3paboTKy KOHTeHTa. HeT HEoOXOaMMOCTH B XYJOKHHKAX, aHUMAaTopax H
KOMIIO3UTOpAX JJIsi CO3JAaHUsl KaXJOro CIpaiTa, TEKCTYpbl WU MY3bIKAIbHOTO
Tpeka. DTO OCOOEHHO aKTyaJIbHO ISl pa3paOOTKU MPOEKTa C OrPAaHUYCHHBIM

OIOKETOM.
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MOXHO TEeHEpHpOBaTh ONTHMHU3UPOBAHHBIC AaCCEThl, KOTOpPhIE HE
HarpyXarT CHCTeMY M HE CHIKAIOT MPOU3BOIUTEIHHOCTH WTphl. Hampumep,
BO3MOYHO CT€HEPHPOBATH TEKCTYPHI C HEOOJBIITUM PAa3PEIICHUEM HITH MY3BIKY C
HU3KUM OWTpEHTOM. DTO OCOOCHHO BAaXKHO MJII MOOWIBHBIX WIP WM HWID,
paboTaroluxX Ha clIa0bIX KOMIIbIOTEPAX.

[Ipoctas wunHTerpamus ¢ Unity MO3BOJNIAET HANPSIMYIO HMIIOPTUPOBATH
CTCHEpHUPOBAHHBIC aCCETHI B IPOEKT, HE TPATS BpeMs Ha KOHBEepTaInio (ailyioB u
PYYHYIO HACTPOWKY. DTO 3HAYUTEIHO YCKOPSET TMpOoIlecC pa3pabdOTKH |
ympomaeT pabo4uii mporecc.

CyIlIecTBYIOT W JIpyTrue HHCTPYMEHTHI JIJIsl TeHEepaIlii KOHTEHTa Ha OCHOBE
U, takue kak Midjourney, DALL-E 2, Stable Diffusion nns uzobpaxkenuii, a
takoke Jukebox u Amper Music 115 my3siku. Midjourney 1 DALL-E 2 u3BecTHbI
CBOCH CITOCOOHOCTBIO TCHEPHUPOBATh BBICOKOKAYECTBCHHBIC H300PAKCHUS C
BBICOKOW CTEIEHBIO JICTATU3aIlNK, HO SBJISIOTCS JOPOTMMM BapuaHTaMu. Stable
Diffusion mnpenocrapisier O0JbIITyI0 THOKOCTH B HACTpOiike, HO Tpeldyer
MOIITHOTO 00OpYyJOBaHUS M TeXHUYeCKMX 3HaHWU. Jukebox m Amper Music
MO3BOJIIIOT T€HEPUPOBATH MY3BbIKATbHBIE TPEKU PA3IMYHBIX )KAHPOB, HO TPEOYIOT
PYUYHYIO OpaOOTKY JJIsl JOCTUKEHUS HKEJIAaeMOT0 CTUJISI UTPHI.

B omnmmuue oT 3TMX cnenuanM3upoBaHHBIX HMHCTPYMEHTOB, YesChat Al
npemiaraer 0ojee yHHUBEpCAIbHBIN MOAXOJ, 0ObEeIUHSS B ceOe BO3MOKHOCTH
reHepalny Kak N300paKeHui, Tak U My3bIKA B paMKax OJHON TIaT@opMbl. ITO
VIOPOIIaeT MPOIEecC pa3pabOTKU, MO3BOJSASA TEHEPUPOBATH PA3TUYHBIC THUIIBI
KOHTEHTA, HE TIEPEKIII0YasICh MEXKTy pa3HBIMA HHCTPYMEHTAMHU U TIaTHOPMaMH.
Kpowme Toro, YesChat Al moxeT ObITh O0Jiee JOCTYMHBIM IO 1IEHE B OTIUYHE OT
octanpHbIX. Mcmonmp3oBanme ero B wurpe Ha Unity MO3BOJIAET YCKOPUTH
pa3paboTKy, IKCIIEPUMEHTUPOBATH C PA3HBIMU CTHIISIMH, CO3/1aBaTh YHUKAIbHBIH
KOHTEHT, CHU3UTD 3aTPAThl U ONTUMHU3HPOBATH TPOU3BOAUTEIBHOCTb.

1.2.5 Buneo penaxrop Adobe Premiere Pro

Hcnonn3zoBanue Adobe Premiere Pro qyis co3zmanus 3axBathiBaroiiero ¢gpoxa
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TJIABHOTO MEHIO OBIJIO CTPATETUYECKUM pPEIICHUEM, HAPaBICHHBIM Ha TO, YTOOBI
C MEPBBIX CEKYH]] MPUBJICUYb BHUMAHUE UTPOKA M 3a/1aTh MO3UTHUBHBIN TOH BCEl
urpe. B otnuune ot 6oiiee MpocThIX BUACOpeaakTOpoB, Premiere Pro mpeanaraer
HECPaBHEHHYIO TMOKOCTh M KOHTPOJb HAJl KOKJIbIM aCIIEKTOM BHUCOMOHTAaXKA M
[[BETOKOPPEKIIMH, TO3BOJSISI  CO3/1aTh  BH3YaJdbHO IPHUBJICKATCNBHBIA |
IMHAMHYHBIA  (DOH, KOTOPBI Cpa3y K€ BBI3BIBACT HMHTEPEC U IKEIaHHUE
MOTPY3UTHCS B UTPOBOM MUP.

Ha pucynke 11 mpeacraBienHo pabouee npoctpaHcTtBo Adobe Premiere

Pro.

Pucynok 11 — PaGouee nmpoctpanctBo B Adobe Premiere Pro

Premiere Pro wuMeer mnpoaBHUHYTHIE WHCTPYMEHTHI I[BETOKOPPEKIIHH,
MO3BOJIAIONIME TOYHO HACTPOUTH LIBETA, KOHTPACTHOCTh U SPKOCTH BHUJIEO. DTO
MO3BOJISIET CO3/aTh APKUN, KPACOYHBIA M HACHIIIEHHBIN (DOH, KOTOPHII cpa3y ke
MpuBJIeKaeT BHUMaHWE. Premiere Pro mopmepuBaeT MUPOKUI CIEKTP
BU3YalbHBIX d(PPEKTOB, KOTOPHIE MOKHO HCIOJIB30BAaTh JJIA TOOABICHUS HCKD,
Omecka, CBEYEHWS W JPYrUX DIEMEHTOB, Jenarommx (oH eme Oosee
MPUBJIEKATENBHBIM U 3alIOMUHAOIUMCS. VICTIONIB3ysl ’TH HHCTPYMEHTBI, MOKHO

NOOUTHCS WMMEHHO TOTO HACTPOEHUS - ONIYIIEHHUE SIPKOM, KpPacoO4yHOW H
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YBIIEKATEJIbHOMN UTPHI.

Premiere Pro TecHo uHTEerpupoBaH c napyrumu npuioxeHusmu Adobe
Creative Cloud, takumu kak After Effects u Photoshop. 3to momoraer nerko
UMIIOPTHPOBATH TpadUuecKue AIEeMEHTHI, co3aanHble B Photoshop, n mo6aBnsate
CJIOXHBIE aHMMAIMK U BU3yalbHble 3QdexThl, co3nannbie B After Effects. Ora
WHTETpaIys 3HAYUTEIBHO PacIIUpsieT BO3MOXKHOCTH U ITO3BOJISIET CO3/AaBaTh (HOH
IJIaBHOT'O MEHIO, KOTOPBIM BBITTIAIUT NPOdECCUOHANBHO U KaueCTBEHHO. SpKuid
M KpacouyHbIi GoH, co3aanHbiil B Premiere Pro, moMosxeT urpe BBIAEIUTHCS CPEaH
APYTUX ¥ IPHUBIEYH OOJIBIIIE HTPOKOB, KEJIAIOIMINX OKYHYTHCS B YBJICKATECIIbHBIH
MUP KOMIIBIOTEPA.

['maBHOEe mpeumymiecTBO Premiere Pro 3aknirodaercs B €ro mMpOKOM
CICKTpEe WHCTPYMEHTOB M THOKOCTH. KOHEUHO, CYIIECTBYIOT W Jpyrue
Bujieopenakropsl, Hanpumep, Final Cut Pro, DaVinci Resolve unu gaxe Gosnee
poCThIe porpaMmbl, Takue kak iMovie u Movavi Video Editor. Final Cut Pro,
OyAy4YHd OTJIMYHBIM MHCTPYMEHTOM, OPUEHTHPOBaH Ha miardgopmy macOS, uto
OTpaHUYMBAET ero JocTynHocTh. DaVinci Resolve, X0Th U siBIsS€TCS MOIHBIM
MHCTPYMEHTOM I LIBETOKOPPEKLIMU U IOCTOOPAaOOTKH, MOXKET ObITh
U30BITOYHBIM JIJI 3a7a4d co37aHus ¢GoHa TJIABHOTO MEHIO, TpeOys OoJbIie
BPEMEHHM Ha OCBOCHHME W pecypchl cuctembl. iMovie m Movavi Video Editor
IPEIOCTARISIIOT  YIPOIIECHHBIH HHTepdelic U 0a3oBbId  (QYHKIHOHAN, HO
3HAYMTENIPHO YCTymaroT Premiere Pro B BO3MOXHOCTSX TOHKOW HACTPOMKH,
[BETOKOPPEKIIMM U  HHTETpalud ¢  JPYTUMH  NpodeccCHOHATbHBIMU
MHCTpYMEHTaMU. B TO BpeMs Kak 3Tu ajibTepHATUBHBIE BUICOPEIAKTOPHI MOTYT
OBITh MOIXOMSIIMMHU JUIS TPOCTBIX 3aaad, BeIOOp Premiere Pro mo3Bomser

00ecCIeunTh HAMTY4IIIee KAYeCTBO BU3yaIbHOW YacTH HTPHI.
1.3 ApxurekTypa NpUI0KeHUS

Unity  u3HayalabHO  CHPOEKTUPOBAH C  Y4ETOM  KOMIIOHEHTHO-

opueHtrpoBaHHoro noaxoxaa. Unity Engine ocHoBan Ha npuniune «GameObject
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+ Components». JIto0o#t 00bekT B cuene Unity — 3to GameObject, k koTopomy
MOJKHO J00aBIATh pa3jNyHble KOMIIOHEHTHI, OMPEICINAIONINE ero CBONCTBA H
MOBEJICHNUE.

B ocHOBE apXUTEKTypbl WIPHI JICKHUT KOMIIOHCHTHO-OPHUCHTHPOBAHHBIN
MOJAXOJ, T/I€ KaXKIblii UrpoBOM OOBEKT MPEACTaBIAET COOOM COBOKYIHOCTb
B3aMMOCBSI3aHHBIX KOMIIOHEHTOB, OTBEYAIOIIUX 33 OMPE/CICHHBIC aCTEeKTHI €T
noBeneHus. Takas CTpykTypa oOecrmeuynBaeT THUOKOCTh, MOAYJIBHOCTh H
YIPOIIAET MpoIiecC pa3pabOTKU U OTIAIKH.

KitoueBble  MTpoBbIe  OOBEKTHI  HAJACNICHBI  CIEIUATU3UPOBAHHBIMH
CKPHUIITAMH, OTIPEACIISIONIMMH MX MTOBECHUE.

Hrpa cTpouTtcs BOKpYr TJABHOTO IEPCOHAXKA, YMPABISIEMOTO CKPHUIITOM
CharacterMovement. DTO CKpHIIT, OTBEYAIOIINN 32 JBIKEHUE, MPBIKKHU, aTaKH,
B3aMMO/ICCTBHE C MUPOM M, B KOHEYHOM HTOTE, 32 BCE, UTO OH JENAET B UTPE.
OH sIBNSIETCS «IIEHTPOM YIIPaBJICHHUS» IS MEpcoHaka. Takke TeCHO CBS3aH C
IPYTMMH  KJIIOYEBBIMH CKpUNITAMH. AHUMAIMM, 3allyCKaeMble JeHCTBUSIMU
nepcoHaxka (ataka, Xxoan0a u T.1.), ynpasisitorcs ckpuntom Character Animation,
nonydaromuM komauasl oT CharacterMovement. [[ns oTpakeHHs] TpeIMETOB,
KOTOpBIEC JCPKUT MEepPCOHaX, ucmnoib3dyercs ckpunt FollowCharacter, koTopsiii
MOTYUHSETCS. TBHKEHUSIM Tepos. 310pOBbE MEPCOHAXKA, €r0 MOJyUYECHHUE YPOHa,
CMEpPTh W TIEpe3allyCcK YypOBHS OTCIeKHuBaloTcs B ckpurnrte PlayerHealth.
CharacterMovement oTBewyaeT 3a MOJIy4YeHHE YpPOHAa OT aTaKk BparoB 4epes
B3aMMOJICUCTBUSl C CKpUIITAMH BparoB, Hanmpumep, MonstersAl, Boss. Ckpunr
HealthBarUI 6epér undopmanuio o 3moposse u3 PlayerHealth u orobpaxkaer eé
HAa DJKpaHe. 3BYKM JCHCTBHI  TIEpPCOHa)Ka  BOCIPOU3BOMIATCS  4epes
PlayerSoundController, Bbi3piBaeMbIif onisiTh ke, ckpuntoMm CharacterMovement.

BzaumoneiictBe ¢ MUpPOM OPraHM30BAaHO 4Yepe3 OTIEIbHBIC YPOBHH,
KaXJIblid CO CBOCH YHUKAIIbHOW MEXaHUKOM.

VYposens 1 (GPU).
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dokycupyeTcs Ha 3arajike, ynpasisemont ckpuntom Flower. OToT ckpunt
B3aumozenicteyer ¢ ColorBox nns co3pgaHust nmpeaMeroB, HEOOXOIUMBIX IS
pemenus 3aranku, u ¢ PlayerController nms B3auMojeicTBUsI UTPOKA C STUMH
MpeIMETaMH. Pemenue 3aragku MOXET BbI3BaTh H3MEHEHUE Uepes
BackgroundTintController u coxpanenue mporpecca.

Ypogens 2 (RAM).

[IpencraBnsger coOOW MUHU-UTPY Ha COPTHPOBKY NPEIMETOB IO
kareropusiMm. DataGenerator co3maeT npeaMeTbl, KOTOpbIE COPTHPYIOTCS
DataCollector. PigeonController mo3Bosisier ynpaBisitTe Toiay0eM, KOTOPBIA
cienyer 3a mnpenMeramu Onarojapsi Follower. ScoreManager otciexuBaet
nporecc mo cOopy MNpeAMETOB M 3aBEPIICHUI0 YPOBHS, a TaKXKe COXpaHSET
nporpecc. BoundaryTrigger oTBedaer 3a yclOBHUS MOpPa)X€HUS U HUHUIUUPYET
nopakenue, Bbi3biBast GameOverManager.

VYpogensb 3 (Processor).

3azielicTByeT roJIOBOJIOMKY C KHOTIKAMU, SIAPAMHU U UX COCTOSTHUSIMU. Button
OTBEUaeT 3a COCTOSHHE KHOIOK, KOTOpbIE BIUSAIOT Ha cocTtosiHue Egg.
ButtonStateChecker mpoBepsieT cocTOSSHUE OTHUX DJIEMEHTOB M 3aBepIllacT
yYpOBEHb, €CIM KOMOMHAIIHS BEPHA.

VYposens 4 (HHD/SSD).

Paznuunbpie CKpUNTHI BparoB, KOTOPHIE YIPABISIOT TOBEACHHEM U UX
aTakaMu, HAHOCAIIIMMHU YPOH UTPOKy uepe3 ckpunT PlayerHealth. Ghost orBedaer
3a IMajor Ipc U BhIJAYy COCOOHOCTH. BOSS - CKpUNT, KOHTPOIUPYIOMIUNA camo
MoBeJICHUE TIaBHOrO aHTaronucra urpel, ero ataku (Fireball, Knockback) u
MOSIBJIEHUE MOHCTPOB.

Kpome Toro, B 3TOM ypoOBHE NPUCYTCTBYIOT Pa3Iu4HbIE BHJIBI ONACHOTO
okpyxeHus. Thorns - HAHOCST YPOH UTPOKY MPHU CONPUKOCHOBEHHUH, UCTIONb3YSI
PlayerHealth. CymecTByroT 1Ba BUa: CTATHYHBIE U T€, YTO MAJAI0T, €CITU UTPOK

HaXoAuTCs B 30HE WX AekcTBUA. MovingPlatform - gBurarommecs miathopmsl,
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KOTOpble 3aTpyIHAOT nepensxkeHue. BreakingPlatform - paspymarommuecs
m1aTGOPMEI Uepe3 BpeMs PU COTIPUKOCHOBEHUH UTPOKA C HAMH.

Kpowme Toro, Ha clieHe MPUCYTCTBYIOT U APYTHE CKPHUIITHI.

B 1mr000#i MOMEHT UTpbl HTPOK MOYKET Ha)KaTh KHOIKY Tay3bl, aKTUBUPYSI
PauseController, koTopslii 3aMOpaKMBAET UTPOBYIO aKTUBHOCTb, MPEJOCTABIISIA
UTPOKY BO3MOYKHOCTB 00/ TyMaTh CBOU ICUCTBHSI, OTIOXHYTh, HACTPOUTD 3BYK HIIH
K€ BBIMTH B I'NIABHOE MEHIO.

Cpa3y co crapTa UTrpbl OTKPBIBAE€TCS HyJEBas CIlEHAa TJIABHOTO MEHIO, 3a
dyHKIIMU KOoToporo otBeyaeT ckpunt MainMenuController. 31eck UTpok MOXKET
HAYaTh UTPY, MOJYYUTH JOCTYI K HACTPOHKAM I BBINTH U3 UTPHI Y€PE3 CKPHUIIT
ExitGame. M3 crapToBOH JIOKalluM MOXKHO BBINTH K pPa3HbIM YpPOBHSM B
3aBHCHMOCTH OT IPOTpecca Urpoka, coxpansiemoro ¢ momoribio LevelUnlocker.
DTOT CKPUNT OTKPBIBACT JOCTYN B JIOKAIMU B 3aBHCHUMOCTH OT IIPOMJICHHBIX
ypoBHeii. [locie 3aBepiiieHunst UTPhI, €CIIM HTPOKY 3aX0UeTCsl Ha4aTh BCE C Havaa,
OH MOXET BocmoJib3oBaThcs PyHkiueit ResetPlayerPrefs, kotopas oOHynut Bce
COXpaHEeHHbIe NaHHble. JlJig mepexojla Ha KaKyro-JIHOO CIEHY HCIOJb3yeTcs
ScenelLoader.

Huanorn B urpe ymparistorcs ckpuntoMm DialogueManager, KoTOpbIi
OTBeUaeT 3a oToOpakeHue Tekcta u jJoruky auanoroB. NPC (Ghost, npyrue NPC,
u 6occrl) Be3bIBaOT DialogueManager, 4ToObl aKTUBHPOBATH M OTOOpa)kaTh
CBOM perumiku. [[ns co3maHvs M OpraHu3aluy JUAJIOrOB UCHONB3yroTCs Ink-
daiinel — 3T0 TeKCTOBBIC (ailnbl, HamucaHHbIe Ha s3bIKe Ink, pazpaboraHHOM
Inkle Studios. Ink mo3Bosser Jlerko mucaTh JHAJIOTH, JO00ABIATH JIOTHKY MU
MepeMEHHBIC, YTO JIeTaeT pa3padoTKy nuanoroB Ooinee ymoOHoii. [TogpobHee o
si3bike Ink MokHO y3HaTH B Ink Documentation [5].

Best 3BykoBasi cocrtaBnsromias urpel  KoHTposmpyetcss AudioManager,
KOTOPBIM pa3fensieT 3BYKM Ha KaTeropuu (3BYKH, My3bIKa, 0OIIasi TPOMKOCTb).
3ByKM TIEPCOHA)Xa W MHpa AaKTUBUPYIOTCS Uepe3 JApyrue CKPUNTHL, HO

KOHTPOJIMPYIOTCS UMEHHO 3TuM ckpuntoMm. VolumeController mo3Bosier Urpoky
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YIOPaBIATH 0011€H rpoMKOCThI0, a ButtonController - ornensHpIMHU TapamMeTpamMu

MY3bIKU U 3BYKOB. My3bIKaJIbHOE CONPOBOXKACHHE yipaBisercs MusicManager,

KOTOpbI ucnonb3yeT ScenePlaylist 1t BeIOOpa My3bIKHM AJIs KaXK10M CLICHBI.

KOMIOHEHTHO-OpHUEHTUPOBAHHBI TOJX0Jl CHOCOOCTBYET MOIYJIbHOCTH

koza. KaxxJplii KOMIOHEHT OTBEYAET 3a ONPEJCICHHYI0 (QYHKIHUIO, YTO JENAET

KoJl Oojiee CTPYKTypUPOBAaHHBIM W OPraHU30BaHHBIM. Jlerue moHMMaTh, YTO

ACIacT K&)I(I[blﬁ KOMIIOHCHT, U HAXOAWUTb HYXHYIO JIOTUKY JJIA U3MCHCHHA WU

UCIIPABJICHUS OLITUOOK.

Ha pucynke 12-15 peacraBineHHbl JuarpaMMa apXUTEKTYPbl IPUIIOKEHHUS.

Player

CharacterMav
ement

‘CharacterAni
mation

]

— Ynpasnenwe r‘.epcakaxeMaJ\

|— Orotpaxerme anmvauai

M | D
[ PlayerHealth 1 [ HealthBarU! } Controller ager

J

‘ Gro6pasuTs awancr nrpoky ‘ H
CharacterMov CharacterAni PlayerSound DialogueMan
L o J [ bkt J [ PlayerHealth ] [ HealthBarUl } e MonstersAl

Pucynok 12 — UML — nuarpamma nocyiegoBaTeIbHOCTH B3aUMOACHCTBUN repost
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Samyorare sayc
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Pucynok 14 — UML — nuarpamMmma nociieioBaTeibHOCTH MPOXO0KICHHS IEPBOTO

Y BTOPOT'O YPOBHS
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€ Haneoenne yposa ——

—— Monyuenme ypora —3

Player [ Bution } [ Egg } ButionStatoC { ahost ] { Boss ] [P\aygmaam] [ Thorns ]

PI/ICYHOK 15-UML - AuarpamMma 1nocCJjic10BaTCIbHOCTH IMMPOXOXKACHUA TPETHCT'O

Y YETBEPTOI'0 YPOBH
1.4 Peanu3zanus

1.4.1 UnTepdetic Unity.

WNutepdeiic  Unity mnpencraBiser coO0l HHTETPUPOBAHHYIO  Cpedy
paspadotku (IDE), nmpeaHazHaueHHYO JUIs CO37aHUs MHTEPaKTUBHBIX 3D u 2D
OPWIOKEHUM,  BKJIIOYas  BUIACOUIPHI, aApPXUTEKTYpHbIE  BU3YyaJU3alluH,
MHTEPAKTUBHBIE CUMYJSIIUM U MHOroe Jpyroe. OH COCTOMT HU3 HECKOJBbKUX
OCHOBHBIX OKOH, Ka)J0€ M3 KOTOPHIX BBHITIOJIHSAET CBOIO (DYHKIIMIO B MPOIECCE
pa3paboTKH.

Cuena B Unity — 3TO IPOCTPAHCTBO, IJI€ PA3MEIIAIOTCS UTPOBBIE OOBEKTHI U
HACTpaWBaeTCsl cpena uUrposl. B okHe «Scene» MOXXHO H00aBISATh W yHAsATh
UTPOBBIE OOBEKTHI, BpAIlaTh, PacrlojaraTb MX OTHOCHUTEIBHO NPYT Apyra WU
OKPYXEHUS, a TAKXKE CO3/1aBaTh U HACTPAUBATh OCBEIEHUE U APYTHE d(PPEKTHI.

Cuensl B Unity uCnonb3yrOTCs ISl OPTaHU3AIMHd UTPOBOTO MPOCTPAHCTBA
npoekta. Korma cosmaércst HOBhIM mpoekT B Unity, cuctemMa aBTOMaTHYECKU
CO3/1a€T CTAHAAPTHYIO CLEHY. MOXHO CO34aBaTh HOBBIE CLIEHBI U IEPEKIIFOYATHCS

MEXKly HUMH, 4TOObI paboTaTh HaJ Pa3IMYHBIMHU YaCTAMH MpoekTa. OHU MOTYT
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OBITh MCIOJIb30BAHBI AJII CO3[IaHUsl YPOBHEN UTPbl. MOXXHO CO37aTh HECKOJBKO

COCH I KaXXAO0T0 YPOBHSA M IICPCKIIIOYATHCSA MCIKAY HUMHU IIPU HPOXOKICHUN

urpsl. CrieHa npeacTaBieHa Ha pucyHke 16.

ITOJIB30BATCIIA.

3nech

Pucynoxk 16 — Ciiena

MOJKHO

Oxno «Game» B Unity mokaspiBaeT, Kak urpa OyaeT BBIMJISAETH IS

cpazy  MPOTECTUPOBATH  BU3YaIbHOE

npejcTaBiIeHue, He mokuaas peaakrop Unity. Be€ ato momoraer ObICTPO MOHATH

OIIII/I6Ky, HarJIiAHO YBHACTL B 4€M OHA 3aKJII0YaCTCs U 6BICTpO HUCIIPAaBUTH €C.

OxknHo Game npeacTaBiIeHO HA pUCYHKE 17,

Pucynok 17 — Oxno «Game»
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Hierarchy» — 53T0 OKHO, B KOTOpOM OTOOpa)kaercs HepapxudecKas
CTPYKTypa Bcex 00BbEKTOB B TeKyIIeH ciieHe. Koraa co3naércst HoBbl 00BEKT, OH
M0 YMOJIYaHUIO TIOMENIAETCs B KOPEHb Hepapxuu. MOXKHO NepeTacKuBaTh
00BEKTH BHYTPH HEPAPXHH, YTOOBI CO3/1aBaTh T'PYIIIbI U CBS3U MEXKIY HUMH,
CO3/1aBasi CBSA3b MEXIY POJAUTEIHCKUM U I04epHUM oObekTamu. OkHOo Mepapxun

MPEJICTABICHO HA pUCYHKE 18.

P Untitled*
@ Mai

f Ga

Pucynok 18 — Uepapxus

«lnspector» — 3TO OKHO MJisi YyIpaBJIeHHS BBIOpaHHBIM 00BbekTOM. OHO
0TOOpa)kaeT CBOWCTBA BBHIOPAHHOTO OOBEKTA B MPOEKTE. 37I€Ch MOXXHO MEHATH
3HAUEHUs KOMIIOHEHTOB, HACTpamBas, KaKk OOBEKT BBIMJISAUT U U3MEHSTH €ro
napameTpbl. Tak ke MOXXHO M3MEHUTH IIBET 00BEKTa, €ro pasmep, 100aBUTh K
HeMy (GU3HKY, 4TOOBI OH Tajal MoJ ACHCTBUEM TpaBUTAIMH, WA MPUKPEIIUTH
CKPUITHI, YTOOBI OH pearupoBaj Ha JEHCTBUS UTPOKA. ITO OCHOBHOE OKHO IS
pPEIaKTHPOBAHUS CBOMCTB UTPOBBIX 00BbEKTOB. KaXK/Ibii KOMIIOHEHT UMEET CBOH
IapaMeTphl, KOTOPbIE MOKHO HACTPOUTH B OKHE Inspector.

OKHO MHCHIIEKTOpA MPEACTAaBIECHO HAa pUCYHKE 19.
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O Inspector @ Ins
+ Main Camera
ag MainCamera ayer Default

Transform

f Camera
s Audio Listener
- Universal Additional Camera Data | @ -

 Cinemachinea Brain e

Ch Mask Everything

Update Method Smart Update

Fixed Update

Cut

Add Component

Pucynok 19 — Okno «Inspector»

Oxno «Project» otobOpaxkaer cTpykTypy (aitioB u namnok npoekra Unity.
3nmech nexaTr CKPHUNTHI, CIEHBbI, n3o0paxeHusi, 3D-monenu, 3BYKH W JIpyrue
pecypcebl. B okHe Project MokHO co3aBaTh HOBBIC (DaiJIbI M TAIIKHM, a TaKXKe
BCSUECKH B3aMMOJICHCTBOBATh: MEpEMENaTh, KOMMUPOBATh U yIASATh (Qailiibl. ITO
OKHO TO3BOJISIET YAOOHO OPTaHU30BBIBATH MPOEKT, OBICTPO HAXOAWTH HYKHBIC
(balbl U yIpaBIATh CTPYKTYPOH BCEro KOHTEHTA, HEOOXOIUMOTO JIJISl UTPHI.

OxkHo project n3oo6paxeHo Ha pucynke 20.
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Scenes

Pucynok 20 — OxHo «Project»

Oxno «Console» momoraer mosy4uTh UHGOPMAIMIO O MPOUCXOJAILIEM B
npoekte. OCHOBHOE TIpEIHA3HAYCHHE KOHCOJIU - OTOOpaXkaTh COOOIICHUS,
reHepupyembie Unity ¥ cKpuntaMu. DTH COOOIIEHUs OBIBAIOT TPEX OCHOBHBIX
TUIIOB: OIINOKH, IPEAYIPEKIACHHUS M OTIIaI0YHAS HH(POPMAIIHS.

Coo0mienus 00 ommoKkax, OTMECUYCHHBIEC KPACHBIM IIBETOM, SIBJISIFOTCSI CAMBIM
BaYKHBIM CHTHAJIOM, TPEOYIOIIMM HEMEJICHHOTO BHUMaHusA. OHU yKa3bIBalOT Ha
Cephbe3HbIe TPOOJEMBI B KOJE, KOTOPhIE MPUBOIAT K COOSIM, HEKOPPEKTHOMY
MOBEJICHUIO WJIM Jla)X€ OCTaHOBKE paboThl Wrphl. IlepBoouepennas 3amaua -
yCTpaHeHHUe MOA0OHBIX OMHOOK.

[IpenynpexxneHus, BBIJACICHHBIC JKEJITBIM  IIBETOM, COOOIIAIOT O
MOTEHITMATIBHBIX Mpo0eMax B Koje. OHU He 00s13aTeTbHO IPUBOIAT K COOSIM, HO
MOT'YT yKa3bIBaTh Ha Hed()(PEKTHBHBIC SJEMEHTHI WM YCTApEBIIHE METOJIBI.
HUrnopupoBanue MpeaynpexacHUd  MOXET TPHUBECTH K  YXYAIICHHUIO
MIPOM3BOIUTEILHOCTH WM BO3SHUKHOBEHHUIO OIMMHMOOK B Oy IyIIIeM.

Otnanounas uaopMmalys, BEIBOAUMAs ¢ TTOMOIIbI0 koManabl Debug.Log,
B CKpUIITaX, MO3BOJIAET CIEAUTH 3a XOJIOM BBITIOJHEHUS MPOTPaMMBL. ITO
HE3aMEHUMBI HHCTPYMEHT JIJIsl TOMCKA OMHOOK.

OKHO KOHCOJIU MPEJCTABICHO HAa pUCYHKe 21.
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Pucynoxk 21 — Oxno «Console»

1.4.2 Coznanne o0bekTa riaBHoro repost B Unity

B Unity cymiecTBy:OT MOIIHBIE WHCTPYMEHTBI ISl OXKHBJICHHSI HUTPOBBIX
nepcoHaxeil u oOBeKTOB: Animator u Animation. OHu paboTalOT BMecCTe,
MO3BOJISISL  CMCIIMBATh AaHWMAIUU, PEryJUpPOBaTh CKOPOCTh W HAINpPaBIICHUC
aHUMAIlUU W TPUMEHATH apyrue 3G(EeKThl, TaKhue Kak MHBEPCHAs KMHEMATHKa,
yTOOBl C/eNaTh aHUMAIMIO OoJiee €CTeCTBEHHOW u peamucTtuyHou. Oba
MHCTPYMEHTa TIO3BOJIAIOT JIETKO MHTETPUPOBATH aAHUMAIIUU, B3SIThIE U3
pa3TUYHBIX UCTOYHHUKOB, BKItoYas Unity Asset Store. B manHom npoekrte Obutn
UCTIOJIb30BaHbl MOJICNIM M aHUMAIlMH, 3arpykeHHble u3 Asset Store [6], uTo
SIBJISIETCS. PACIIPOCTPAHEHHBIM U 3G (PEKTUBHBIM CIIOCOOOM OBICTPO TOIYYUTH
rOTOBYIO 0a3y it paOOTHI.

VY nepconaxa pa3paboTaHHbI 7 COCTOSHHM « Animationy» - aHUMaIus MOKOs,
«Animation2» - anumanus xoab0bI, «JumpANnimation» - aHuManus NpbDKKa,
«AnimationHit» - ammmarus yaapa, «Healing» - aHumaius BOCCTaHOBIICHUS
3m0poBbs, «Hity - anumarus morydenus ypoHa u « AnimationDeath» - anumarus
cmeptr. B mapameTrpax okHa Animator co3AaHO 5 TMEpeMEHHBIX TUTIA trigger u
OJIHA TIepeMeHHas Truna bool 11t akTUBaIiu aHUMAITHH.

OkHa WHCTPYMEHTOB «Animation» u «Animator» TpeaCTaBICHB Ha

pucyHkax 22, 23.
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G Animation O x

© Animation
L]

AnimationHit

Pucynok 22 — OxHo «Animation»

JumpAn tion
AnimationDeath

Animation

Any State

Animation2 P AnimationHit

Pucynok 23 — OxkHO «Animator

Hnst B3aumopeiictBusi ¢ o0bekToB B Unity CyImecTByeT KOMIIOHEHT
Collider2D ucnonb3yercs nepcoHaXeM Ha BCEX BCTpeYaronuxcst 00beKTax. IToT
koMroHeHT B Unity ompejaenser rpaHuilbl U OOHapY>KMBAE€T CTOJKHOBEHUS
o0BekToB B 2D-cpene, onpenensis GopMy u pasMepbl 00bEKTa, UCIIOJIH3yEeMbIe
JUISL B3AaMMOJEUCTBUSA C IPYTHUMU KOJUTaiiiepaMy B UTPOBOM Mupe. B pesynbrare
Ipyrue O0BEKTHl MOTYT BOCIPHHHMMATH HJIM TEpeceKaTh 00J1acTh, CO3/IaHHYIO
komrioHeHTOM Collider2D. On ob6ecnieunBaeT OOHapYXEHHE CTOJIKHOBEHUM
MeXAy  OOBeKTamMu,  TPEACTaBIsAs  pas3audHble  (GOpMBI,  BKIIOYAS
MPSIMOYTOJIEHUKH, KPYTH, MHOTOYTOJILHUKH WJIH cOCTaBHBIE hopMbl. Kpome Toro,
koMroHeHT Collider2D moxet pabotars BmecTe ¢ komnoneHnToM Rigidbody2D
JUTSL CO3JTaHUS PEATUCTUYHOTO MOBEICHUS TP CTONKHOBeHUHU. Unity oTrpaBiseT

COOOIIIECHUS 1 BBI3BIBACT METO/IbI 0OPAaOOTKH CTOJKHOBEHHUM, KOTAa KOJIJIal1ephl
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00BEKTOB MEPECCKAOTCA WM CTAJIKUBAIOTCH. X MOXXHO MCIOJB30BATh IS

pearnpoBaHus Ha CTOJIKHOBCHUS U BSaHMOI[efICTBHSI C APYyIruMu 00BEKTaMH.

rHaBHOMy repou ObLIN I[O6aBJ'IeHBI N HACTPOCHBI 9T KOMIIOHCHTBI, KOTOPLIC

MPEJICTABJIEHBI HA PUCYHKE 24.

Character

ag Player

Rect Transform

s Sprite Renderer

s/ Animator

* Capsule Collider 2D

Rigidbody 2D

Dynamic

Start

MNone

Pucynok 24 — KOMIOHEHTBI IJ1aBHOTO Tepost
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1.4.3 Co3nanue JTOTUKH YIIpaBICHUS TJIABHBIM FE€poeM

«CharacterMovement».

«CharacterMovement» ckpunt ymnpaBiisieT BCEMU JBHXCHHSIMHU, aTaKaMH,
B3aUMOJICMCTBUA U AK€ MACCOU MEPCOHAXKA.

B Start() ckpunTt mnomydaeT CChUIKM Ha HEOOXOJMMbIE KOMIIOHEHTHI:
Rigidbody2D, CharacterAnimations, Animator, Collider2D, 3arpyxaer
cocrosinue canAttack u3 PlayerPrefs u coxpanser ucxogHyio maccy Tena B
initialMass.

Handlelnput() oOpabaTsiBaeT BBOA UIpoKa € KIaBUATYpPbl U MBIIIH. 31ECh
OTIPENICTSIOTCS. TOPH3OHTAJIbHOE HANpPABICHUE JBIDKEHUS U TPOBEPSETCA
HakaTue KHONMKHM TpbDkka. HandleMovement() Ha ocHOBE BBOJIa HWIpOKa

YHPABIECT NICPCABUIKCHUCM TICPCOHAXKA 110 TOPU3OHTAJIN.

void HandleInput ()
{

input.x = Input.GetAxis ("Horizontal");

if (Input.GetButtonDown ("Jump"))
{
Jump () ;
soundController.PlayJdumpSound() ;
}
}

void HandleMovement ()

{

input.x = Input.GetAxis ("Horizontal");

}

Oyuknus Move() mepemeniaer NepcoHaka, MPOBEPSET KacaHUE 3EMIIH
gyepe3 CheckGround(), u cunxponusupyet anumaruu yepe3 Update Animations().
UpdateAnimations() oTBe4aeT 3a OOHOBJICHHWE aHUMAIMK IEPCOHAXKAa B

COOTBETCTBUM C €T0 JICUCTBUAMHU.
void Move ()
{
float horizontalMovement = input.x * moveSpeed;

rb.linearVelocity = new Vector2 (horizontalMovement,

rb.linearVelocity.y):;

Jlucm
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if (input.x > 0)

false;

characterSprite.flipX

}

else if (input.x < 0)

characterSprite.flipX = true;

}

moving = Mathf.Abs(input.x) > 0.01f;
}

Meton Jump() oOpabaTbiBaeT NMPHLKOK MPU Ha)XKaTUW Ha KHOMKY. Ecnu
NepCOHAX HaXOAUTCA Ha 3eMJie, BbI3biBaeTcs PerformJump() u BocipousBoautcs
3ByK mnpbbpkka. Oynkuus PerformJump() oOHynsieT BepTUKaIbHOE ABMXKEHHE,
YTOOBI BBICOTA MPBIKKA ObLIa TOCTOSIHHOM, a 3aTeM TOJIKAEeT MEePCOHaKa BBEPX C
3aIaHHOM CHJIOM, 3acTaBiisAsl €ro MOANpPBIrHYyTh. Ilocie 3Toro 3amyckaercs

dHUMaluA IIPbIKKaA.

void Jump ()

{

if (isGrounded)

PerformJump () ;

}

void PerformJump ()

{
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rb.linearVelocity = new

Vector2 (rb.linearVelocity.x, 0f);

rb.AddForce (Vector2.up * jumpForce,
ForceMode2D.Impulse) ;

animations.Jump () ;

}

Meton Attack() 3amyckaeT aHUMaIUIO aTAKW ¥ HAHOCUT YPOH Bparam, eciiu
NepCOHaX MOXKeT arakoBaTb. OH MpOBEpsieT BCE IeJIM, MOMAaBIIME B 30HY

IMMOpaKCHU:A, 1, CCJIN TCIIb ABJIKICTCA MOHCTPOM, HAHOCUT YPOH.
void Attack()
{
animations.Attack () ;
Debug.Log ("Attack point: " + attackPoint.position);

Collider2D]] hitTargets =
Physics2D.OverlapCircleAll (attackPoint.position, attackRange,

enemylLayers) ;

foreach (Collider2D target in hitTargets)

Debug.Log ("We hit " + target.name);

if (hitTargets.Length == 0)

Debug.Log ("Found 0 targets");

return;

foreach (Collider2D enemy in hitTargets)
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Debug.Log ("Found target with layer:

LayerMask.LayerToName (enemy.gameObject.layer));

}

MonsterAT monsterAT

target.GetComponent<MonsterAI>() ;

if (monsterAI != null)

monsterAI.TakeDamage (1) ;
continue;
}

MonstersAI monstersAT

target.GetComponent<MonstersAI> () ;

if (monstersAI != null)

monstersAl.TakeDamage (1) ;

continue;
}
Boss boss = target.GetComponent<Boss> () ;
if (boss != null)

boss.TakeDamage (1) ;
}

FlyingEye flyingEye
target.GetComponent<FlyingEye> () ;

if (flyingEye != null)

"
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flyingEye.TakeDamage (1) ;

}

Meton SetMass ycranaBiauBaer Maccy Rigidbody2D Ha ykazaHHOe
3HAUEHWE, IO03BOJISAS M3MEHSATH BEC IMEPCOHAXKa HA TPeThbeM YpoBHE. MeTton

RestoreMass() Bo3BpaiiiaeT Maccy K KICXOJAHOMY 3HAYEHHUIO.
public void SetMass (float newMass)

{

if (rb != null)

rb.mass = newMass;

}

public void RestoreMass ()

{

if (rb != null)

rb.mass = initialMass;

}

Metoner  OnTriggerEnter2D() w  OnTriggerExit2D()  ympaBisroT
B3auMmoyeiictBueM ¢ NPC. Korma wrpok Bxomaut B 30Hy NPC u mguanor He
aKTUBEH, MOSBISETCS 3HAYOK B3auMozencTBus. [Ipu BeIXoAe U3 30HBI TpUTTEpa
3Ha4OK CcKpbiBaeTcs. llepemeHHast canlnteract KOHTPOJIUPYET BO3MOKHOCTH
Baumoneiicteusi ¢ NPC. Meron SetlconDialogueActive() ympasnser

BUMMOCTBIO 3HauKa auajora. Korga quanor akTUBEH, BCE JEUCTBUS MEPCOHAXKA
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IMPpCKpPaAIIarOTCA. AHI/IMaI_II/IH JBUKCHUS OCTaHABIUBAaeTCsA. EClIM B ’TOT MOMEHT Ha
9KpaHeC OTO6pa)KaCTCH HKOHKa Auajiora, OHa OTKIIIOYacCTCA. Takxe OTKIIro4YaTcs

BBaHMOHeﬁCTBHC C ApyIruMu O6L€KT&MI/I, BCb IICPCOHAX 3aHAT ANAJIOTOM.
private void OnTriggerEnter2D(Collider2D other)

{

if (other.CompareTag ("NPC") &&

!dialogueManager.dialoguelsPlaying)
{
canInteract = true;

SetIconDialogueActive (true);

private void OnTriggerExit2D (Collider2D other)

{

if (other.CompareTag ("NPC"))

canInteract = false;

SetIconDialogueActive (false);

O6paboTka cMepTu mepcoHaxka mnpoucxoauT B GyHkuuu Die(). Ona
OTKJIFOYAET CKPHUMNT W KOJIIaiaep, 4TOObl MPEKPATUTh BBOJ M B3aWMOJCHCTBUSI.
JIBmKeHNE TMepCOHaka TMOJIHOCTHIO OCTAHABIMBACTCS TyTeM OOHYICHHS €ro
ckopoctu Rigidbody2D. Ecnu ecth anuMaTtop, 3amyckaeTcsi aHUMaIusi CMEPTH, U
nocie 3anepxkku BbI3biBaeTcs RestartLevel(), mepesarpyxaromuii cueHy u

ypoBeHb. Eciu aHuMatopa HET, ypOBEHb NEpE3almyCcKaeTcs cpas3y, ¢ BbIBOJIOM
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omnbku B KoHcosb. Dynknus RestartLevel() mpocto mepesarpyxaer cleHy,

BO3Bpalllasi UrPOKa K Hayajay ypOBHS.

public void Die()

{
enabled = false;

if (characterCollider = null) {

characterCollider.enabled = false; }

if (rb !'= null) { rb.linearVelocity = Vector2.zero;

if (animator != null)

animator.SetTrigger ("Death") ;

Invoke ("RestartLevel", deathAnimationDelay);

else

Debug.LogError ("Animator component not

found!") ;

RestartlLevel () ;

}
void RestartLevel ()

{

SceneManager.LoadScene (SceneManager.GetActiveScene () .name) ;

}
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OnDisable() coxpansier cocrosinue nepemenHoi canAttack B PlayerPrefs
npu oTKItoueHun ckpunrta. DisableAttack() nmpennaszHaueH st OTKIIOUEHUS

BO3MOKHOCTH aTAKOBATh y IICPCOHAXKA.
void OnDisable ()
{
PlayerPrefs.SetInt ("CanAttack", canAttack 2 1 : 0);
PlayerPrefs.Save () ;
Debug.Log ("CanAttack saved: " + canAttack);
}
public void DisableAttack()
{
canAttack = false;
PlayerPrefs.SetInt ("CanAttack", 0);
PlayerPrefs.Save() ;

Debug.Log ("Attack disabled via DisableAttack()");
}

Merton EnableAttack() ucrmomb3zyercs, 4ToOBl BKIIOYHUTH BO3MOXXHOCTH
aTakoBaTh IS TEPCOHAXkKa TIOCE 3aBeplicHHs auanora. Ilpu ero BBI3OBE
nepeMeHHasi canAttack, onpenensromnas BO3MOKHOCTh aTaKH, YCTaHABIMBACTCS
B 3HaveHue true. [[ns coxpaHEHHUS TOTO COCTOSHHSI MEXIY CECCUSMH UTPHI,

3HaueHue canAttack coxpansiercs B PlayerPrefs.
public void EnableAttack ()
{
canAttack = true;
PlayerPrefs.SetInt ("CanAttack", 1);
PlayerPrefs.Save() ;

Debug.Log ("Attack enabled via EnableAttack()");
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}

«CharacterAnimations».

Ckpunrt «CharacterAnimations» ympaBiser aHUMalUsSMH IEPCOHAXKA B
Unity. OH mony4aer KOMIIOHEHT Animator, yCTaHaBIMBaeT OYJICBO 3HAUCHHUE
Moving, 4ToOBI yKa3aTh, IBUKETCS NMEPCOHAXK WM HET, U 3aIyCKAeT TPUTTEPHI
JUTsl aHuManui npeikka (Jump), ataku (Attack), monyuenus ypona (Hit), neuenus
(Heal) u cmeptu (Die). ®@ynkius Attack() BkiItouaeT mnepesapsyiky, 4TOObBI
NpeIOTBPaTUTh cnaM artakamu. DyHkius Die() OTKIOYaeT KOMITOHEHTHI
JBWOKEHUS, KOJTaiaep u GU3uKy, 9T00bI OCTAHOBUTH TIEPCOHAXKA TTOCIIE CMEPTH.
Bce Tpurrepsl XpaHSITCS B BUJE XOIICH U ONTUMHU3AIINH.

«PlayerHealth».

PlayerHealth ynpasmisier 310poBbeM mepcoHaxa, onpeaess ero MaKCUMyM
npyu cTapTe W TOIJCp)KUBas Tekymlee 3HadeHHWe. OH TMoOJydaeT ypoOH B
TakeDamage (Bocripon3Bost 3ByK U aHUMaIMI0), ieuntcs B Heal, u o6HOBISsIET

Ul uepe3 UpdateHeart, oroOpaskast uzo0pakeHue 310pOBbsI UTPOKY.

public void TakeDamage (int damage)

{

Debug.Log ("TakeDamage called with damage = " +
damage) ;
if (damage <= 0)
{
Debug.LogWarning ("Damage value is not
positive!");
return;
}
currentHealth -= damage;

currentHealth = Mathf.Max (currentHealth, O0);
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Debug.Log ("Player took " + damage + " damage! Current

health: " 4+ currentHealth);

soundController.PlayDamageSound () ;

if (healthBar != null)
{
healthBar.value = currentHealth;
}
if (characterAnimations != null)

characterAnimations.Hit () ;

else

Debug.LogError ("CharacterAnimations is null!

Cannot play Hit animation.™);

}

if (currentHealth <= 0)

Die();
}
UpdateHeart () ;

}

public void Heal (int amount)

{

currentHealth += amount;
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currentHealth = Mathf.Clamp (currentHealth, 0,

maxHealth) ;
Debug.Log ("Player healed for " + amount + " health!
Current health: " + currentHealth);
if (healthBar != null)
{
healthBar.value = currentHealth;

}

soundController.PlayHealSound() ;
UpdateHeart () ;
}

[Tpu mageHuu 370pOBBS 10 HYJISA, BbI3bIBaeTCsA Die, KOTOPBIH OTKIIFOYAET
yIpaBJlicHHE, BOCIIPOU3BOIUT AaHUMAIIHIO CMEPTH, U TIepe3arpyskacT CICHY MOCIIe
3asiepKku yepe3 Respawn.

«PlayerSoundCntroller».

«PlayerSoundCntroller» - ckpunt ais akTHBAIMU U YIPABICHHUIO 3ByKaMHU
reposi, 6iaronapsi komnoHeHTy Audio Source, KOTOPBI BOCIIPOU3BOAUT 3BYKH.
Ckpunt tecHO cBsizaH ¢ Character Movement, 9T0OBI OTCIICKUBATH JEUCTBUS

HUI'POKA, TAKHNC KaK IIPBIKKHW U dTAKH.

Korma wurpok mpeiraer, Bei3biBaetcsi ¢yHkuus PlayJumpSound, kortopas
BOCIIPOM3BOJMUT 3BYK TpbDKKa. AHamornuyHo, ¢yHkius PlayAttackSound
oTBeuaeT 3a 3ByK aTaku, PlayDamageSound - 3a 3Byk mosydeHus ypoHa, a
PlayHealSound - 3a 3Byk Jeuenws. Kaxkgas ¢yHKus wcmoib3yer
audioSource.PlayOneShot(), = 49T0oOBI  BOCHPOM3BECTH  COOTBETCTBYIOIIUI

3BYKOBOM 3(hPeKT OuH pas3.

1.4.4 Co3nanue HOBOM CHUJIbI Tepost
Cxkpunt Ghost — 3To KJIt0OYEBOM 37€MEHT B pa3Butuu repost. [locne auanora

MpU3paK MCYE3a€T, OCTAaBUB TIEPOI0 HOBYK CHIY I HPOTUBOCTOSIHUSA
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HAJBUTAIOLIEHCS ThME.

B metone Start, ckpunT 3arpyxaetr coctosiHue auaiora u3 PlayerPrefs,
MOJIY4aeT CChUIKY Ha KOMIIOHEHT Animator BU3yaJbHOTO OOBEKTa MpHU3paka U
JieNaeT Npu3paka H3HAYaJbHO HEBUAMMBIM. OH TakKe MOJIUCHIBAETCS Ha
coOBITHS Hayaja U oKoH4YaHus auanora B DialogueManager, yToObl pearnpoBath

Ha UXxX HaCTyr[J'ICHI/IC.
vold Start ()
{

_dialogueStarted =
PlayerPrefs.GetInt ( dialogueStartedKey, 0) == 1;
if (dialogueManager == null)

{
Debug.LogError ("DialogueManager is not assigned
in Ghost script!"™);
enabled = false;

return;

if (inkFile == null)
{
Debug.LogError ("No ink file assigned to the
Ghost!");
enabled = false;

return;

if (ghostVisuals != null)
{
_animator =
ghostVisuals.GetComponent<Animator> () ;

}
SetGhostVisibility (false);
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dialogueManager.OnDialogueStarted +=
OnDialogueStarted;
dialogueManager.OnDialogueEnded += OnDialogueEnded;
}

B wmerone  OnDestroy, CcKpuUnT  OTHHCBHIBAE€TCA  OT  COOBITUH

DialogueManager, 4ToObI U30€XaTh yTEUEK NaMSATH.
void OnDestroy ()
{
if (dialogueManager != null)
{
dialogueManager.OnDialogueStarted -=
OnDialogueStarted;
dialogueManager.OnDialogueEnded -=
OnDialogueEnded;
}
}

Merton TryStartDialogue meiTaeTcst 3amycTuTh AUANOT ¢ Tpu3pakoM. Ecmu
auanor emie He Obut Havat, meToj StartDialogue 3amyckaeT ero, ycraHaBIMBaeT
¢nar dialogueStarted u coxpansier 3To coctosHue B PlayerPrefs. On taxxke

BKIIFOYACT BO3BMOKHOCTD dTAKH Yy IICPCOHAXKA.
public void TryStartDialogue ()
{
if (! dialogueStarted)
{
StartDialogue () ;
_dialogueStarted = true;
PlayerPrefs.SetInt ( dialogueStartedKey, 1);

PlayerPrefs.Save();

if (characterMovement != null)

{

characterMovement.EnableAttack () ;
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else

Debug.LogError ("CharacterMovement component

not found!");

}
Buyrtpu StartDialogue, ecnim DialogueManager u inkFile wHa3naueHsl,

3amyckaeTcss  guanor, — ucnoias3dys — Meron  EnterDialogueMode  wu3
DialogueManager.

Korna muanor naumnaercs, meroa OnDialogueStarted nemaer mpuspaka
BuuMbIM. OH coxpaHseT Tekyiiee BpeMs Time.timeScale, a 3aTeM u3mMeHseT ero,

YTOOBI 3aMCIJINTh BPCMA BO BPCMs AUAJIOTA.

private void OnDialogueStarted ()

{

_originalTimeScale = Time.timeScale;
Time.timeScale = timeScaleDuringDialogue;
Time.fixedDeltaTime = originalTimeScale * 0.02f;

SetGhostVisibility (true);
}

ITocne oxonuanus auamora BebIBaeTcs Mmeton OnDialogueEnded. On
BOCCTaHaBJIMBaeT MCXOAHbIM Time.timeScale m 3amyckaeT aHMMAIIUIO CMEPTH

npu3paka, eciu Animator yCTaHOBIJICH. 3aTeM MPU3PAK YHUUTOKACTCS.

private void OnDialogueEnded()

{

Time.timeScale = originalTimeScale;
Time.fixedDeltaTime = originalTimeScale * 0.02f;
if (_animator != null)

{

_animator.Play (deathAnimationName) ;
Debug.Log ("AHMMaLMA CMEPTM  3anylleHa  Ojadg

mouepHero obwekTa") ;
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else

Debug.LogError ("Animator is null");

}
Destroy (gameObject, destroyDelay);

1.4.5 Coznanue 6occa Urpsl

Bocc urpel ynpasiseTcs ckpuntoMm «Bossy. OH KOOpIUHUPYET IEHCTBUS U
pEeaKIuy 3JI0/Ies B 3aBUCUMOCTH OT CUTYAIlMH U COCTOSTHHSI UTPOKa.

Meron Start() moaroraBnuBaer 6occa kK 0or0. OH HHULMATUZUPYET
3JI0pOBbE, HACTPAUBAET AaHMMATOP, TIOJyYaeT CChIIKH Ha Koyutaiaep. Taxxke uiier
UTpoKa B CIIEHE M TMOJKJIIoUYaeTcs K ckpunty auanora 6occa (bossDialogue).
3areM HacTpaumBaeT MOJIOCKY 370pOBbsi. COXpaHSICT OPUTHHAIBHOE 3HAYCHUE
Time.timeScale 1151 BO3MOKHOCTH MU3MEHEHHS BPEMEHH.

Kaxnapiii kaap Update() cinenuT 3a UTPOKOM W pelIaeT, KOrja aTakoBarth,
TIPOBEPSISL, ’KUB JIH 00CC, HAXOIUTCS JIM UTPOK B TOJIE 3PSHUS ¥ UCTEKIIO JIU BpEeMs
nepe3apsakd ataku. Ecmm 6occ Bo BTOpoi ¢ase, 3amyckaeT (QYHKIIHIO

SpawnMonsterEye() ¢ HeOonbIIMMHU UHTEPBAJIAMHU.
void Update ()
{
if (isDead) return;
_attackTimer += Time.deltaTime;

if (CanSeePlayer() && attackTimer >=

attackCooldown)
{
Attack();
_attackTimer = 0f;
}
if (_isPhase2)

{
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if (Time.time >= nextMonsterEyeSpawnTime)

{
SpawnMonsterEye () ;
_nextMonsterEyeSpawnTime = Time.time +

monsterEyeSpawnlInterval;

}

}
CanSeePlayer() nposepsieT, HaXOAUTCS JIM UTPOK B MpeaeiaX J0CAracMOCTH
0occa. Ecaum wrpok HaxomuTcss B 30He BUAMMOCTH Oocca (visionOrigin),
BBIYKMCIISCTCS PACCTOSHUE 0 WIPOKAa W BO3Bpaimaercs true, mHaue (QyHKIIHS

BBIBOJIUT TIpeAyNpexIeHue U Bo3Bpamiaet false.

bool CanSeePlayer ()
{
if ( player == null || visionOrigin == null)
{

Debug.LogWarning ("Player or VisionOrigin is
null!");

return false;

float distanceToPlayer =
Vector2.Distance (visionOrigin.position,

_player.transform.position);

bool seesPlayer = distanceToPlayer <= visionRange;
return seesPlayer;

}

Oynkmus Attack() orBedaer 3a BEIOOP ¥ BBITTOJIHEHHE aTaku Oocca. [Ipexie
9YeM aTaKoBaTh, OHA TIPOBEPSET MOXKHO JIM ceiiyac arakoBaTh. Ecii Bce ycmoBus
coOmoieHbl, TO ¢ BeposATHOCTBIO 50% Oocc umcmonb3yer artaky «Firebally,
MPOUTPHIBAsl AHUMAIIMIO COOTBETCTBYIONICH AaTakd W BBI3BIBAS (DYHKITHIO

CreateFireball(). B mpotuBHOM cnydae 6occ atakyet «Knockbacky, npourpeisas

[y 1.090301.2.001 113

U3m. {Jlucm Ne dokym. Moodnucek | Jama

Jlucm

53




aHuMaIuio u 3anyckas kopytuHny KnockbackAttackRoutine() mist BeimosHeHUst
cepuu artak. llocie 3aBeplieHUs aHUMAIMU aTaKW, BBI3bIBACTCS (YHKIUS

EndAttack(), uToOb cOpOCUTH COCTOSIHUE aTaku Oocca.
volid Attack ()

{

if (isAttacking) return;

if (bossDialogue == null ||
!bossDialogue.IsDialoguePlaying)
{
float randomValue =

UnityEngine.Random.Range (0f, 1f);

if (randomValue < 0.5f) // 50% Fireball
{
Debug.Log ("Fireball Attack - Triggering
Attack animation");
animator.SetTrigger ("Attack");
Invoke ("CreateFireball",
attackAnimationDelay) ;
}
else // 50% Knockback
{
Debug.Log ("Knockback Attack - Triggering
Knockback animation");
animator.SetTrigger ("Knockback") ;

StartCoroutine (KnockbackAttackRoutine ()) ;

Invoke ("EndAttack", attackAnimationDelay) ;

else
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playing) .");

}

Debug.Log ("Boss is not attacking (dialogue is

// ATaka He BHIIOJIHAETCH, TaK KakK UIOSeT IOUAJIOT

TakeDamage ommceiBaeT peakiuio 0occa Ha moiydeHue ypoHa. Ilpexne

YeM MOJYYUTh YPOH, (DYHKIUS MPOBEPSET, )KUB JIU OOCC U HE HAXOAUTCS JIU B

COCTOSSHUN HCYSA3BHUMOCTH. Ecnmu o06a YCIIOBUA JIOKHBI, q)YHKHI/ISI YMCHBIIACT

3arac  340pOBbA bocca Ha BCIIMYMHY IIOJYYCHHOTO YpPOHA. OOmnoBsIeTCA

HHAUKATOP 3A0POBbA, U 3aIYCKACTCA aHUMAIUS MOJYUCHHA YpOHA. Ecau 3anac

3JI0pPOBbsI OITYCKAETCsl HUKE 3HAUCHMS JIJIs1 BTOpoM (a3bl U 0OCC ellle He neperent

B Heé€, 3amyckaercsi kopyruHa Phase2Transition(), nisi Toro uytoObl 60occ cTain

CHJIBHEC, a OuTBa HHTCPCCHCC. Ecnu e 3anac 3A0POBbs OIMYCKACTCA 1O HYJIA NN

HUXKe, BbI3bIBacTCA (QyHkuus Die(), omopemaromas o cMmeptu 0Oocca,

OTKJIFOYACTCA €Tro OTO6pa}KGHI/I€ 300POBbA.

damage'!

{

! isPhase?2)

public void TakeDamage (int damage)

if (isDead) return;

if (isInvincible) return;

currentHealth -= damage;

Debug.Log (gameObject.name + " took " + damage + "

Current health: " + currentHealth);

healthBar.value = currentHealth;

animator.SetTrigger ("IsHit") ;

if (currentHealth <= phase2HealthThreshold &&

// Tlepexon BO BTOpPYy daszy

StartCoroutine (Phase2Transition()) ;

151
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if (currentHealth <= 0)
{

Die();

if (healthBarObject != null)
{

healthBarObject.SetActive (false);
}
}
}
Cormporiecc Phase2Transition() OTBEUYACT 3a TIJIaBHBIN u

KruHeMaTorpauuHbIi mepexoj 6occa BO BTOPYH, Oojee CloxHyr a3y 0os.
CHaygana yctaHaBIMBAIOTCS (hJIard, yKa3bIBAIOIIME HA MEPEX0.l BO BTOPYIO (asy,
a TaKXKe BPEMEHHYIO HEYSI3BHMOCTh M HEBO3MOXXKHOCTH aTaKOBaTh. 3aTeM
3amyckaercs anumanus «KnockbackBig», m3zoOpakaromias CHIBHBIA OTOPOC
reposi Hazaj IS TOTO, YTOOBI UTPOK IMOMPOOOBaN Cpa3UTCS B YCIOKHEHHOM
pexxume. Ilociae OkoHYaHWS aHUMAIMM W HEOONBIIOW 3aJCPXKKH CO3/1aeTCs
o6bekT KnockbackBig Gomnbinas oropaceiBaroiias BosiHa 3Hepruu. Ilocie dero
0occ BO3BpamacTcs B HOPMAIBHOE COCTOSIHUE, C BO3MOXKHOCTBIO aTaKOBaTh U
OBITh YS3BHUMBIM, a TaKK€ aKTUBUPYETCS MEXaHW3M CIIaBHA JOIMOJHUTEIBHBIX

Bparos.

private IEnumerator Phase2Transition()

{

_1sPhase2 = true; // dmnar, uro Hocc BO BTOpPON dasze
isInvincible = true; // BocC CTAaHOBMTCH HeYSI3BMMLM
isAttacking = true; // BocCc He MOXeT aTaKOBaThb BO

BpeMmsa aHumauuu KnockbackBig

animator.SetTrigger ("KnockbackBig") ;

float animationLength = 0f;
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AnimationClip[] clips =
animator.runtimeAnimatorController.animationClips;
foreach (AnimationClip clip in clips)
{
if (clip.name == "KnockbackBig")
{
animationLength = clip.length;

break;

yield return new WaitForSeconds (animationLength) ;

float delayBeforeKnockbackBig = 1.2f;
yield return new

WaitForSeconds (delayBeforeKnockbackBig) ;

// KnockbackBig Tosbko oIMH pas

CreateKnockbackBig () ;

isAttacking = false; // Bocc CHOBa MOXeT aTakKOBAaThb
isInvincible = false; // Bocc CHOBa CTaHOBMUTCSH

Y A3BVMMBEIM

_nextMonsterEyeSpawnTime = Time.time;

}
SpawnMonsterEye() 3Ta (QyHKIuS OTBEYaeT 3a BBI3OB MOAPYIHBIX
MoHCTpoB «MonsterEye». Eciiu y 6occa onpenenen mpedad monsterEyePrefab u
Toukn cnaBHa monsterEyeSpawnPoints, To BbIOMpaeTcs cCiydaitHas TOYKa

cnaBHa, u co3gaérces ax3emiuap monsterEyePrefab B aToit Touke.
private void SpawnMonsterEye ()
{
if (monsterEyePrefab != null &&

monsterEyeSpawnPoints.Length > 0)
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Transform spawnPoint =

monsterEyeSpawnPoints [UnityEngine.Random.Range (0,

monsterEyeSpawnPoints.Length) ];

spawnPoint.position,

no spawn points defined!");

YCTaHaBJINBACT

}

Instantiate (monsterEyePrefab,

}

else

spawnPoint.rotation);

Debug.LogWarning ("MonsterkEyePrefab is null or

}

¢bnar

CMEpTH,

OTKJIIOUaeT Koyutaijmep ©Oocca,

Merton Die() cpabaTeiBaeT, Korjaa 3J0poBbe Oocca mocturaet Hyis. OH

4TO0BI

MpeaOTBPATUTDH ﬂaHLHeﬁmee IMMOJIYYCHHC YpOHA, U 3allyCKACT dHUMAITUIO CMCPTHU.

VY 0occa ecth npeacmepTHas ppasza, KoTopasi oToOpakaeTcst HaJl HUM BO BpPEeMs

cmeptu. Ilocme »Toro 3amyckaercs compoiiecc SlowMotionDeath(), uToOBI

3aMCIJIMTh KPaCUBO BPCM: IICPC OKOHYATCIIbBHBIM YHUYTOXKCHUCM 00BeKTa.

{

BpEMEHU

void Die ()

isDead =

true;

bossCollider.enabled = false;

animator.SetTrigger ("IsDead") ;

// TlokaswBaeM O(pasy CMepTHu Iepel 3aMeasjieHMeM

if (bossDialogue

'= null &&

!'string.IsNullOrEmpty (bossDialogue.deathTaunt))

{

bossDialogue.ShowFloatingText (bossDialogue.deathTaunt) ;

}
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StartCoroutine (SlowMotionDeath()); // Bamvemnsem

BpeMsa
}

SlowMotionDeath() 3To compomecc, KoTopblii  co3maer 3 dexT
3aMeJIeHHON cMepTu 6occa. OH COXpaHseT TeKyU[yl0 CKOpOCTh aHHUMAlluy,
3aTeM 3aMenysieT BpeMsi, PUKCUPOBAHHBIN IIar BPEMEHU U CKOPOCTh aHUMAI[UH.
[Tocne ompeneiaeHHOro BpPEMEHH, IMPOBEACHHOTO B 3aMEJIEHHOM pEeXHME,
BOCCTaHABIMBACTCSI HOpMaJIbHAsi CKOPOCTh BPEMEHH M aHUMAIIHH U 00BEKT 0occa
yHuuTOXKaeTcs. Hakonemn, BbeI3biBaeTcst coObitie  OnBossDeath, dToObI
YBEIOMUTH JIPYTHE YacTH UTPHI O CMEpPTH Oocca YTOOBI MPEJOCTABUTH T'ePOI0

IPOXO/I JAaJIblIIE.
private System.Collections.IEnumerator
SlowMotionDeath ()
{

float originalAnimationSpeed = animator.speed;

// 3aMeJIEHMEe BPEeEMEeHM UM aHMMalVl

Time.timeScale = slowMotionTimeScale;
Time.fixedDeltaTime = 0.02F * Time.timeScale;
animator.speed = slowMotionTimeScale;

yield return new

WaitForSecondsRealtime (slowMotionDuration) ;

// BOCCTaHaBJIEHME HOPMAJILHOT'O BPEeMEeHMU
Time.timeScale = originalTimeScale;
Time.fixedDeltaTime = 0.02F;

animator.speed = originalAnimationSpeed;

Debug.Log ("Boss is dying! Destroying GameObject.");
Destroy (gameObject) ;

if (OnBossDeath != null)
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OnBossDeath () ;

1.4.6 Cuctema ypoBHei

B pa3zpaboranHoii urpe cucreMa JI0CTyrna K YpOBHSIM CTPOUTCS HA OCHOBE
MOCJICTIOBATEIIFHOTO MPOXOXKICHHUS WMCIIBITAHUN M BBITIOJIHCHHS ONPEICIICHHBIX
yCIIOBUH Ha Kak1oM 3Tare. Kakplii ypoBeHb OTKPBIBACT HOBBIC BO3MOKHOCTH H
MEXaHUKH, JIeJasi UTPOBOW MPOIeCC Pa3HOOOpa3HBIM M yBIEKAaTeIbHBIM. Jl7st
NpopabOTKH ASTOW CHUCTEMBI, a TaK)Ke JW3aiiHa YPOBHEW, HCIOJIB30BaJINChH
npuHiunel, onucanubie xxeccu Illemtom B «MckyccTBo refimaunsaiina [7].

3a npoBepKy A0CTynoB K ypoBHsM oTBeuaeT ckpunT «LevelUnlocker». On
OCHOBBIBACTCS Ha JIAHHBIX, XpaHAIIUXCS B Ki1acce i coxpaHeHuit PlayerPrefs.
Coxpanenme rmporpecca ¢ wucnoib3oBanuem PlayerPrefs oOecneunBaer
HETIPEPHIBHOCTH UTPOBOTO TPOIIECcCa M MO3BOJISET UTPOKY BO3BPAIIATHCS K UTPE
B Jr00oe ynoOHoe Bpems. JlJIs KaXJoro ypOBHSI CYIIECTBYET CBOM KJIIOY B
PlayerPrefs, koTopsIii yka3pIBaeT, BHIMIOTHEHBI JIH YCIOBUS JIJISI €r0 OTKPBITHSL.
JUIs. OTKPBITHSL IBEPU BTOPOTO YPOBHS IMPOBEPSETCS, YCTAHOBJICHO JI 3HAUCHUE
PlayerPrefs ¢ ximrouom FlowerBloom paabiM 1. Ecnim 1a, To 3TO 03Ha4aeT, 4yTo
UTPOK BBITIOJNHWI OTpPEACIICHHOE ICHCTBHE B WIPE, W yPOBCHb CTAHOBHUTCS
noctyneH. Ecnu ycnoBus BbinonHeHbI, BhI3biBaeTcs QyHkims UnlockLevel2(),
KOTOpasi JieiaeT IBepb OTKPBITOM, MO3BOJISIS UTPOKY NEPEUTH HA ATOT YPOBEHb.

AHanorn4yHbIe MPOBEPKHU U Pa30OIOKUPOBKH MPOUCXOIAT sl YpOBHEH 3 u 4.

private void CheckLevelUnlocks ()
{
//Pasbiokuporka Level 2
if (PlayerPrefs.GetInt ("FlowerBloom") =
{

Il
'_\

UnlockLevel?2 () ;

else
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}

[TepBrriit

Debug.Log ("Flower is not yet blooming.");

// PasbimokupoBka Level 3
if (PlayerPrefs.GetInt ("Completelevel2") == 1)
{

UnlockLevel3 () ;
else

Debug.Log("Level 2 is not yet complete.");
//PasbinokupoBka Level 4
if (PlayerPrefs.GetInt ("Completelevel3™) == 1)
{

UnlockLeveld () ;

else

Debug.Log("Level 3 is not yet complete.");

PlayerPrefs.Save();

YPOBCHb 3HAKOMHUT HIPOKa C 0a30BBIMH  MEXaHHUKaAMU

BBaHMOﬂeﬁCTBHﬂ C MHPOM. KiroueBbIM 271€MEHTOM SIBIISICTCS OBCTOK, JIOT'HMKa

KoToporo mpomnucana B ckpunte «Flower». IIBeTok HEOOXOIWMO OXHBHUTB,

MIPUMEHNUB K HEMY TPU KaIlUId PA3HOrO LBETA. YCIEIIHOE NPUMEHEHUE BCEX

Karenb akTuBUpyeT MeTo1 Bloom(), KOTOpHIi 3amyckaeT aHUMAIIUIO IIBETEHUS U

BOCIIPOU3BOAUT 3BYK. YcaoBue MMPOXOXKACHUA IICPBOIO0 YPOBHA - ILBCTCHHUC

1BeTKa. ITO cocTosiHue coxpansercs B PlayerPrefs ¢ kimrouom «FlowerBloomy,
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4TO O00ECHeYMBAET COXpPAHEHUE MPOTrpecca MEXJy HUIPOBBIMU CECCUAMH.
Pa30mokupoBka BTOpPOrO  YpPOBHS ~ MNPOUCXOAUT TOrJa, KOrjga  KIIOY

«FlowerBloom» B PlayerPrefs = 1.

private void Bloom()

{
Debug.Log ("Flower is blooming!");

animator.SetTrigger ("Bloom") ;

IsBlooming = true;

SaveState () ;

if ( bloomSound != null)

{
_bloomSound.Play () ;

private void SaveState ()

{
PlayerPrefs.SetInt ("FlowerBloom", IsBlooming ? 1

PlayerPrefs.Save();
}

Bropoii ypoBeHb, B OTIMYME OT TMEPBOrO, HAIEIEH HAa IPOBEPKY
BHUMATEIBbHOCTH. 371€Ch HTPOK JOJKEH COOpaTh OmpenelieHHOEe KOJIMYEeCTBO
JNAHHBIX, pacopeaensss WX 0o Katuropusm. KiroueBbIM mOKa3aTeiaeM
MPOXOXKJEHUsI YpoBHS sBisgercs mnepemeHHas levelComplete B ckpumre
«ScoreManager», KOTOpasi CTAaHOBUTCA WCTUHHOM MpPHU  BBINOJHEHUH
HeoOxonuMbIx ycnoBuid. [locie ycrmenrHoro 3aBepiieHnust YpPOBHS OTKITIOYAETCS
reHepanus HoBbIX 0ObeKTOB. IIpu 3aBepilIeHUH YpPOBHSI aKTUBHPYETCS MAHENb,
oTtoOpakatromas modeay Ha JaHHOM ypoBHE. CTaTyc IPOXOKIACHUS COXPaHSIETCS
¢ nomoibto kiaroua «Completelevel2» B kiacce PlayerPrefs. Tpetuii ypoBenb

CTAaHOBUTCS IOCTYIMHBIM eciu Kito4 «Completelevel2» = 1.
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public void IncreaseScore ()
{
if (!levelComplete)
{
currentScore++;

Debug.Log ("Score: " + currentScore);

if (currentScore >= targetScore)
{
LevelComplete () ;

private void LevelComplete ()

{
levelComplete = true;
Debug.Log ("Level 2 Complete!");
SaveState () ;

if (dataGenerator != null)
{

dataGenerator.StopSpawning () ;

if (completedPanel != null)

completedPanel.SetActive (true);

else

Debug.LogWarning ("Completed Panel is not

assigned!");

}
public bool IsLevelComplete ()
{
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return levelComplete;
}
private void SaveState ()
{
PlayerPrefs.SetInt ("Completelevel2", 1);
PlayerPrefs.Save () ;
Debug.Log ("Level 2 state saved!");
}

Tperuii ypoBeHb NpejiaraeT UrpoKy pPeluTh rOJIOBOJIOMKY, CBSI3aHHYIO C
anpamu rnpoiieccopa. OCHOBHas 3aj1aua - MPUBECTU BCE UHTEPAKTUBHBIE KHOMKH
Kk ongHomy Oenomy 1Bery. Ckpunt «ButtonStateChecker» otcnexuBaet
COCTOSIHME KaXJIOM KHONKH M, NPU JIOCTHXKEHHUU >KEJIaeMOro pe3yJibTara,
BbI3bIBaeT Metoa LevelComplete(). IIporpecc urpoka Ha 3TOM YpPOBHE TaKke
coxpansietcsi B PlayerPrefs Botr ¢ Takum kmouom: levelName + "Complete".

YcnoBue 11 akTHBaIMK 4etBeproro yposHs: "Completelevel3" = 1.
private void CheckButtonStates ()
{

foreach (GameObject buttonObject in buttonsToCheck)
LevelComplete() ;

}

private void LevelComplete ()

{
levelComplete = true;

Debug.Log ("Level 3 Complete! All buttons are

white.");
SavelevelState() ;
}
private void SavelevelState()
{
PlayerPrefs.SetInt (levelName + "Complete", 1);
PlayerPrefs.Save() ;

Debug.Log ("Level " + levelName + " state saved!");
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YerBepThlii ypOBEHb, 3aBEpIIAOIIMIA CcO0OMl UIpy, MNPEACTaBIsIET
(vHaIBHBIM HCOBITAHUEM - OUTBY C Ooccom. KitodeBbIM YCIOBUEM i
3aBEpPILIEHUs] YPOBHS SIBISIETCS YHUYTOXKEHHE 00CCa, O YeM CHUTHAJIU3UPYET

coosiTe OnBossDeath() B ckpunte «Bossy.
1.5 TecrupoBanue

TecTtupoBaHue - 3TO MPOLECC OLUEHKU KauyecTBa UIPbl, HAIIPaBJIEHHBIN Ha
BBISIBJICHUE M yCTpaHEHHWE MOTEHLUAJIbHBIX IpoOsieM. OHO BKIOYAaeT B cels
MIPOBEPKY PA3JIMYHBIX aCMEKTOB WIPbl, TaKUX KaK (YHKIUOHAIBHOCTD,
CTaOMJIBHOCTh M yAOOCTBO HMCIOJIb30BaHUA. Ha pucyHke 25 mokasaH mpumep

TCCTUPOBAHUS I'NIABHOT'O MCHIO.

el

Koan - Ko ﬁt-lﬁ-ﬁlnbi? NOKETOF

L/

[]

| | ==q

Pucynok 25 — I'maBHOE MEHIO

Ha skxpane 3arpy3ku, moka3aHHOM Ha pHUCYHKe 26, oToOpa)aeTcsi mporpecc
3arpy3kd ypoBHe#. TecTUpoBaHHME MOITBEPAWIO CTaOWIBHYIO paboTy dKpaHa
3arpy3ku ypoBHeH. [Iporecc 3arpy3ku otoOpaskaeTcss KOPpPeKTHO, 0€3 3aMeTHBIX

3aJICPKEK M 3aBUCAHHUI.
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PucyHok 26 — DkpaH 3arpy3ku

[lepBast nokaimus Wrpel, NpPEACTaBICHHAs Ha pPUCYHKe 27, Ha3bIBaeTCs
«MarepuHckasi ~ Tuiata»,  SBISETCS ~ OTIPABHOM  TOYKOM  NMPUKIIOUEHHS.
BiaumoneiicTBue ¢ okpykeHHeM paboTaeT Kak 3alyMaHo, TOCTYI KO BCEM YPOBHSIM

koppekTeH. Kpurnueckux omubOok He 0OHAPYKEHO.

MarepuHCckan
nnarTa

Pucynok 27 — IlepBas nokanus «MaTtepruHCKas miaTa»
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IlepBblii ypoBeHb HUrpel «Bupeokapra» mnpencraBiieH Ha pucyHke 28. OH
CIY’)KUT 3HAKOMCTBOM C OCHOBHBIMM MEXaHHKaMH B3auMmopeiicTBus. OH
poxycupyercss Ha OOy4EHMHM UI'POKAa 4Yepe3 MHTYUTHUBHO IMOHSATHBIE ICHCTBUS U

3aayu. CKpUITHI U TPUTTEPHI (PYHKITMOHUPYIOT UCTIPABHO.

Buapeoxkapra

Pucynox 28 — IlepBbiii ypoBeHb «Buaeokapra»

Ha Bropom ypoBHe «OrnepaTuBHas MamsATh» WUIPOKY MPEACTOUT MPOSBUTH
BHMMATEJIbHOCTh B HOBOW MHUHHU-UTPE, A€ HYKHO MNPABUIBHO pPaCHPEACIATH
MOCTYMAIINE JAaHHBIE 10 YETBIPEM KaTeropusMm. BakHO HE TOJBKO OBICTPO
pearupoBaTh, HO M HE JIOMYCKaTh OMIMOOK, TaK KaK HEMPABUIBLHOE paclpe/ieiicHue

IIPUBOIUT K YHUITOKCHNIO JaHHBIX. MexaHuKa JIOTU4Has 1 HHTYUTUBHO IIOHATHAA.

Tperuii ypoBenb «IIporeccop» (pucynok 30). 3mech, 94T0ObI TPOJBUHYTHCS
Janblie, HEOOXOJUMO MBICIHUTH JIOTHUYECKH W PEIIUTh TOJIOBOJIOMKY. OCHOBHas

3ala4a Ha 9TOM YPOBHC — IIPABUJIbHO aKTUBHUPOBATh IIOCJICI0BATCIbHOCTL KHOIIOK.

YerBepThiii ypoBeHb, «KecTkuii AUCK» (prcyHOK 31-33), - 3aKITIOYUTEIBHBIN
sTam nepen (puUHAIOM WIPhI, TAe Tepod oOpeTaeT HOBYIO CHIYy — CIIOCOOHOCTH
OUHMILATh 3apa)KEHHbIE JlaHHble. EMy MNpeNcTOMT MpeoAosieTb TPU Pa3IUUHbIC

JIOKallMy, KaxKaasd K3 KOTOPLIX HIPCAIaract CBOM HMCIbITAHHUA OT YHHYTOXKCHHA
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3apAKCHHBIX JAaHHBIX, IPEACTABJICHHBIX B BUJIC MOHCTPOB, 010 n30eranus JIOBYUICK,

MOKUAAIOIMX HAa KaxaoMm mary. KyimbMuHanumen 3TOoro ypoBHSI M BCEH MIPBI

CTaHET 3aKJIIOYNUTCIbHAs OuTBa B MOCJICAHEH JIOKAIlMM C TJIaBHBIM 6OCCOM,

OJIMLIETBOPSIIONINN BUPYC B KommbioTepe. [[aHHBIN ypoBeHb cOanaHCUpOBaHHOM

CJIO’)KHOCTH, O€3yIpeyHO pab0TalOT BCE UTPOBBIC MEXAHUKH, BKIIIOUAsl HOBBIE.

OnepaTHEHOA
NaMATE

Pucynoxk 29 — Bropoii ypoBeHnb «OriepaTuBHas MaMsTh

NMNpouyeccop

Pucynoxk 30 — Tpetuii yposens «IIpoueccop»
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Pucynok 31 — YetrBepThiii ypoBeHb «KecTkuil quck» neppasi J0Kaluus

Pucynok 32 — YetrBepThiii ypoBeHb «OKecTKuil AuCK» BTOpas JIOKALMS

Tutpe! urper n3o0paxeHs! Ha pucyHke 34. OHu comepKaT KpaTKui
MepecKa3 BCETO MPUKIOYEHUS, KOTOPOE MEPEKUII TIIaBHBIN repoid. B koHue
MPEACTAaBIECHHO UMs pa3padboTunka. TUTPBI 10AT0 0TOOpaX)aIOTCs sl IPOUYTEHUS,

HO HE CJIMIIKOM 3aTsIHyTO, YTOObI HE HACKYYUTh UTPOKY.
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Pucynok 33 — YetrBepThiii ypoBeHb «KecTKUi AUCK» TPEThs JIOKALMA, KOMHATA

0occa

Cnacumbo =0

NpoOX0OKAEHHE Hrpkl!

Pucynox 34 — Tutpsl urpsl
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2 B3onmacHocTb AKUSHEACATECIBHOCTH

VIoTHOE M TpaBUIBHO OPraHU30BaHHOE padouee MEeCcTO — 3TO 3aJ0r
30pOBbSI M BBICOKOM MNPOAYKTUBHOCTH. OOWiIMEe €eCTECTBEHHOTO CBETa,
MIPOHUKAIOLIETO0 B KOMHATy, NApUT SHEPrUI0 U TEIIo, co3laBas atMmocdepy,
pacroiararonlyro K TBOpYECTBY.

Hecmorps Ha COBpPEMEHHBIEC JIOCTHXKECHUS, TaKue KaK
xunakokpuctamnueckue (LCD) u ceetoanonnsie (LED) MoHUTOPBI, H3TyUeHME
AJIEKTPOMArHUTHON YHEPIUM BCE €IIE MPUCYTCTBYET. XOTSA OHO M 3HAYUTEIIBHO
MEHBIIIE, YEM Y YCTapeBIIMX 3JIEKTPOHHO-JIIYYEBBIX TPYOOK, PEKOMEHAYETCs
cOONI0IaTh Pa3yMHOE pACCTOSIHUE OT MOHHUTOpAa M TPU  BO3MOXHOCTU
UCIIOJIb30BaTh CIElUaIbHble (UIBTPBL. DTO TOMOXET CHU3UTH BO3JEHCTBUE
AJIEKTPOMArHUTHBIX BOJIH HA OPTaHU3M.

Heob6xonumo n3zberats 6JIMKOB Ha 3KpaHe KOMIBIOTEPA, TaK KaK OHU MOTYT
BBI3bIBATh HAMPSDKEHHE T1a3. BakHO pacrosioKUTh KOMIBIOTEP TaK, 4TOOBI OH
He ObUT OOpallleH K OKHY WJIM JAPYrOMY HCTOYHUKY CBETa, KOTOPBIA MOXET
OTpa)kaTbCsl Ha HKPaHE.

He Menee BaxxHa W »proHomMuka. MOHHUTOp JIOJDKEH HAXOAUTHCSA Ha
PAcCTOSIHUM BBITSHYTOM PYKH, HA YPOBHE IJ1a3 WIHM YyTh HUKE. TaKkoe MOJI0KEHHE
NO3BOJIUT W30€XaTh HaNpsDKeHWsT B Iee W TJa3ax, MpeaoTBpaias
BO3HMKHOBEHHUE TOJIOBHBIX 0OOJIEH U 4yBCTBA YCTAJIOCTU. BBICOTY cTONA M CTyIa
HEOOXOIUMO OTPEryIUpOBaTh TaK, YTOOBI OOECIEYUTh MPABWIBHYIO OCaHKY,
CHUXas Harpy3kKy Ha N03BOHOYHUK. CTyn ¢ MNOAAEPKKOM TNOSICHULIBI U
PETYNHPYEMBIMU  TIOJITIOKOTHUKAMU TIOMOXXET TMOJACPKUBAaTh KOMQpOPTHOE
MOJIOKEHUE TEJIA B TCUEHUE JUIUTEIIBHOTO BPEMEHH.

Jns nopxepkaHus 30POBOrO  MHMKPOKJIMMATa B  IOMEIIEHUAX C
KOMIIBIOTEpAMH HEO0OXOJUMO MPOBOAUTH €KEIHEBHYIO BIAXHYIO YOOpPKY U
MIPOBETPHUBATHh IOMEIICHUE KaX/IbIK yac. PexkoMenayemas temreparypa Bo3ayxa

OJDKHA cocTaBiiaTh +19°C - +21°C.
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B coBpemeHHOM MHpe, TrJe D3JIEKTPOHHKA MOBCIOY, O€30IacHOCTb
CTAaHOBHTCS] KpUTUUYECKU BakHOU. HeoOxoauMo TiiaTeIbHO MPOKOHTPOIUPOBATH
MOAKIIFOYEHUE U 3a3eMJICHUE BCEX YCTPOUCTB. [IpaBUIIBHO BBIIIOJIHEHHOE
3a3€MJICHUE IPEAOTBPALACT IIOPAKEHUE DIIEKTPUYECKUM TOKOM.

Baxxno moMHuUTH O OanaHce MEXIy WUrpoil W OTABIXOM. UpesmepHoe
yBJICUEHWE WrpamMH, OCOOEHHO ©0€3 TMepepblBOB, MOXET MPHUBECTH K
NepeyTOMIICHHIO, CTPECCY M a)ke MpodiaemMaM co 3J0poBbeM. BaxkHo ciieauTh 3a
BpEMEHEM JIeJlaTh PETyJIspHbIE MepepbiBbl, YTOOBI M30€XKaTh YCTAJOCTH U
COXpaHUTh KOHLEHTpauuw. [IpaBuibHasg opraHusanus BPEMEHU IIOMOXET
n30exaTh YyBCTBA NEPETPYKEHHOCTH U MOJYy4aTh yIOBOJBCTBUE OT UIPhl 0€3

Bpea JJIsl 3710POBbSI.
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3aKJIroueHue

B xone BbimonHeHusi AaHHOW paboThl ObuIa pa3zpabortana 2D wurpa Ha
miatgopme Unity ¢ HCIOnab30BaHMEM si3blka mporpammupoBanusi C#. OToT
MPOEKT TMO3BOJIMJI OOJbIlIe y3HaTh B 00OJIaCTHM pPa3paOOTKU Wrp, BKIOYas
NPUMEHEHHE TMPUHIUIOB OOBEKTHO-OPHUEHTHPOBAHHOTO IMPOTPAMMHUPOBAHUS,
paboty ¢ nBmwkkoMm Unity, co3maHue UTPOBOTO MPOIlecca, peaTn3aiii0 MEXaHUK
yIpaBICHUS U B3aUMOJICUCTBUA. B Xxonme pa3paOboTKu OBII MONYYECH OMBIT IS
JabHEHIINX pa3pabOTOK B 0071aCTH HHTEPAKTUBHBIX Pa3BICUYCHUN.

B Oyaymiem urpoBoe NpuiIOKeHHE TUIAHUPYETCS aKTUBHO JA0pabaThiBaTh U

pacIMpATh HOBBIMU (DYHKUHSAMH.
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IIpunoxenue A
(O6s3aTenbHOR)
[Tpunoxenne Ha Unity aJist ”HTEPAKTUBHOTO UCCIIEIOBAHUS apXUTEKTYPhI
KOMITbIOTEpa

UML-auarpaMmmsbl
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[Tpunoxenue A.1 — UML — nuarpamma npeneneHToB N0Jab30BaTeNs
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(v

(v

— Iuarpamma rnocjiae0BaTeIbHOCTH B3aUMOEHCTBUI

[Tpunoxenue A.2 — UML

repost

Jlucm
77

i
aligl

rLT EO0E LOEOBD L A1U

iabe
uepweanbBomg

E

FLLTTY

punogiale)d

(oo | ([

Amodaw Jouewt SuweRdRoLD

|

uoiEw
InIsoRIBYD

JUETIE]
AOPBIORIEYD

==

|

|

|

|

ke

uepanBomg

JOUEAY A4 W Ly
whaodd wlueiada ——————————
EUHBUEEdUA-QUHBRAIILD —————————
HLABHD HMTTERMHY ——
e b0 AR i TV Ly
€ pEodol's SWHBUBOHGD) —|

|WSIBISUON

oaoda ereodh BuHBoBHEL

AB||onucD

puncgiahe)d

L
BORAGE Bumd

teu
tesenoduoog

ﬁ INmgyiesH w ﬁ yieaHeiey Q

€ MMNEWMHE BWHENBAGOLD) —

[ JOURUY LR —

e mawmHoodau anHaumedug —

uoiew
il oeeys

uawa
AdpRDRIBYD

Q 1afeld

[y 1.090301.2.001 113

Moodnucek | Jama

Ne dokym.

U3m. {Jlucm




[Tpunoxenue A.3 — UML — nuarpamma nocsiaenoBateasHOCTH HHTEp(deca U
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CxpunTsl repos:

®daitn CharacterMovement.cs:

using UnityEngine;

using UnityEngine.SceneManagement;
using System;

using System.Collections;

public class CharacterMovement : MonoBehaviour

{

[Header ("Movement") ]
[SerializeField] private float moveSpeed

5f;

[Header ("Jump") ]

[SerializeField] private float jumpForce = 10f;
[SerializeField] private Transform groundCheck;
[SerializeField] private float groundCheckRadius = 0.2f;
[SerializeField] private LayerMask whatIsGround;

private float initialMass;

[Header ("Attack") ]

[SerializeField] private Transform attackPoint; //Touka
aTakm

[SerializeField] private float attackRange = 0.5f;
//Pamnyc aTaku

[SerializeField] private LayerMask enemylLayers; //Crnowu
Bparorp, 4YTOOB aTakKOBaThb TOJIBKO MX

public bool canAttack = false;

[Header ("Knockback") ]
[SerializeField] private float knockbackForce = 5f;

[Header ("Death") ]
[SerializeField] private float deathAnimationDelay = 2f;
// Bamepxka Mnepen NepesallyCKOM YPOBHS

[Header ("Components") ]

private CharacterAnimations animations;

[SerializeField] private SpriteRenderer characterSprite;
private Animator animator;

private Collider2D characterCollider;

private Rigidbody2D rb;

[Header ("Interaction") ]

public GameObject iconDialogue; // CchUlKa Ha MKOHKY
omasora

private bool canlInteract = false; // djmar, noxas3bBamINMi,
MOXEeT JIM MI'POK Ha4YaTb OMaJIoT
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[Header ("Sound") ]
public PlayerSoundController soundController;

public DialogueManager dialogueManager;

private bool isGrounded;
private Vector2 input;
public bool moving { get; private set; }

void Start ()
{
rb = GetComponent<Rigidbody2D> () ;
animations =
GetComponentInChildren<CharacterAnimations> () ;
animator = GetComponent<Animator>():;
characterCollider = GetComponent<Collider2D> () ;

canAttack = PlayerPrefs.GetInt ("CanAttack”™, 0) == 1;
if (rb != null)
{
initialMass = rb.mass;
}
else

{

Debug.LogError ("Rigidbody2D component not found on
this GameObject.");

}

if (rb == null)
{

Debug.LogError ("Rigidbody2D component not
found!") ;

}

if (animations == null)
{

Debug.LogError ("CharacterAnimations component not
found!") ;

}

if (characterSprite == null)
{

Debug.LogError ("SpriteRenderer component not
found! Please assign it in the Inspector.");

}

if (attackPoint == null)
{

Jlucm
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Debug.LogError ("Attack Point component not found!
Please assign it in the Inspector.");
}
if (characterCollider == null)
{
Debug.LogError ("Collider2D component not found on
" + gameObject.name);
}
if (soundController == null)
{
Debug.LogError ("PlayerSoundController is not
assigned! Please assign it in the Inspector.");

enabled = false;
return;

}

if (iconDialogue != null)

{
iconDialogue.SetActive (false);
}
}

void Update ()
{
if (!dialogueManager.dialoguelsPlaying)
{
HandleInput () ;
HandleMovement () ;
UpdateAnimations () ;

if (canAttack && Input.GetKeyDown (KeyCode.E))

{
Attack () ;

soundController.PlayAttackSound() ;

}
else
{
// Ecnu mouanor akTMBEH, OCTaHaBJIMBaEeM IBMXEHMUE
rb.linearVelocity = Vector2.zero;
animations.Moving = false; // OcTaHaBJIMBaeM
AHMMALMIO OBMXEHMS M OTKJIOUAEeM MKOHKY IMajiora
if (iconDialogue != null)
{
iconDialogue.SetActive (false);

}

canInteract = false;

}

void FixedUpdate ()
{
if (!dialogueManager.dialoguelsPlaying)
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Move () ;
CheckGround () ;
UpdateAnimations () ;

}

public void SetMass (float newMass)
{
if (rb !'= null)
{
rb.mass = newMass;
}
}

// MeTon njd BOCCTAHOBJIEHUS MCXONHOM MaCChl
public void RestoreMass ()
{

if (rb != null)

{

rb.mass = initialMass;

}

}

void CheckGround ()
{

bool wasGrounded = isGrounded;
isGrounded =
Physics2D.0OverlapCircle (groundCheck.position,
groundCheckRadius, whatIsGround);

}

void HandleInput ()
{

input.x = Input.GetAxis ("Horizontal");

if (Input.GetButtonDown ("Jump"))

{
Jump () ;
soundController.PlayJumpSound() ;

void HandleMovement ()

{

input.x = Input.GetAxis ("Horizontal");

}

void Jump ()
{

i1f (isGrounded)
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PerformJump () ;

}

void PerformJump ()
{
rb.linearVelocity = new Vector2(rb.linearVelocity.x,
0f); // CBpoc BepTMKAIbLHOM CKOPOCTM
rb.AddForce (Vector2.up * JjumpForce,
ForceMode2D.Impulse) ;
animations.Jump () ;

}

void Move ()
{
float horizontalMovement = input.x * moveSpeed;

rb.linearVelocity = new Vector2 (horizontalMovement,
rb.linearVelocity.y):;

if (input.x > 0)
{

characterSprite.flipX = false;
}
else 1if (input.x < 0)
{

characterSprite.flipX = true;

}
moving = Mathf.Abs (input.x) > 0.01f;
}

void UpdateAnimations ()

{

animations.Moving = Mathf.Abs(rb.linearVelocity.x) >
0.1f;

}

void Attack ()
{

animations.Attack () ;

Debug.Log ("Attack point: " + attackPoint.position);
Collider2D[] hitTargets =

Physics2D.OverlapCircleAll (attackPoint.position, attackRange,
enemylayers) ;

foreach (Collider2D target in hitTargets)
{
Debug.Log ("We hit " + target.name);

if (hitTargets.Length == 0)
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Debug.Log ("Found 0 targets");
return;

foreach (Collider2D enemy in hitTargets)
{
Debug.Log ("Found target with layer: " +
LayerMask.LayerToName (enemy.gameObject.layer));

}
MonsterAI monsterAl =
target.GetComponent<MonsterAI> () ;
if (monsterAI != null)
{
monsterAI.TakeDamage (1) ;
continue;

MonstersAI monstersAl =
target.GetComponent<MonstersAI> () ;
if (monstersAI != null)

{

monstersAl.TakeDamage (1) ;

continue;
}
Boss boss = target.GetComponent<Boss> () ;
if (boss != null)

{
boss.TakeDamage (1) ;

}

FlyingEye flyingEye =
target.GetComponent<FlyingEye> () ;
if (flyingEye != null)
{
flyingEye.TakeDamage (1) ;
}

}

private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject.CompareTag ("Monster"))
{
Vector?2 direction = ((Vector?)transform.position -
(Vector2)collision.transform.position) .normalized;
ApplyKnockback (direction) ;

MonsterAI monsterAl =
collision.gameObject.GetComponent<MonsterAI> () ;
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if (monsterAI != null)

{
monsterAIl.ApplyKnockback (-direction) ;

}

// Meton mna BKJI/BuKJ IconDialogue
private void SetIconDialogueActive (bool active)
{

if (iconDialogue != null)

{

iconDialogue.SetActive (active);

}

}

private void OnTriggerEnter2D (Collider2D other)
{

// TpoBepseM, uTO Bouyx B Tpurrep NPC u Oouajior HEe MOET
if (other.CompareTag ("NPC") &&
!dialogueManager.dialoguelsPlaying)

{

canInteract = true; // PaspemaeM B3auUMOIENCTBUE
SetIconDialogueActive (true); // BxiouaeM UKOHKY

}

private void OnTriggerExit2D (Collider2D other)
{

// Bemunm m3 Tpurrepa NPC
if (other.CompareTag ("NPC"))

{

canInteract = false; // BamnpemaeM B3auUMOLENCTBUE
SetIconDialogueActive (false); // BuKJIOUAEM UKOHKY

}

private void Knockback (Vector2 direction)

{

rb.AddForce (direction * knockbackForce,
ForceMode2D.Impulse) ;
}

public void ApplyKnockback (Vector2 direction)
{

Knockback (direction) ;

}

public void Die()
{

// OTkjoUaeM yHOpaBJIEHME M KOJUIJIUM3UU
enabled = false;
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if (characterCollider != null) {
characterCollider.enabled = false; }
if (rb != null) { rb.linearVelocity = Vector2.zero; }

if (animator != null)

{

animator.SetTrigger ("Death") ;

// TlepesamnyckaeM YypPOBEHb I[IOCJIE 3aIepPXKu
Invoke ("RestartLevel", deathAnimationDelay);
}
else
{
Debug.LogError ("Animator component not found!
Cannot play death animation.");
RestartLevel () ;
}
}

void RestartLevel ()

{

SceneManager.LoadScene (SceneManager.GetActiveScene () .name) ;

}

void OnDisable ()

{
PlayerPrefs.SetInt ("CanAttack", canAttack 2 1 : 0);
PlayerPrefs.Save() ;

}

public void EnableAttack()
{
canAttack = true;
PlayerPrefs.SetInt ("CanAttack", 1);
PlayerPrefs.Save() ;
Debug.Log ("Attack enabled via EnableAttack()");

}

public void DisableAttack ()
{

canAttack = false;

PlayerPrefs.SetInt ("CanAttack", 0);
PlayerPrefs.Save() ;

Debug.Log ("Attack disabled via DisableAttack()");

}

void OnDrawGizmosSelected ()

{

if (attackPoint == null) return;
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Gizmos.DrawWireSphere (attackPoint.position,
attackRange) ;
}
}

®daitn CharacterAnimation.cs:

using UnityEngine;
using System.Collections;

public class CharacterAnimations : MonoBehaviour
{
private Animator animator;
private bool moving;
private bool isAttacking = false;
[SerializeField] private float attackCooldown = 0.3f;

// X3y TPUITEPOB aHMMALMNA

private static readonly int MovingHash =
Animator.StringToHash ("Moving") ;

private static readonly int JumpHash =
Animator.StringToHash ("Jump") ;

private static readonly int AttackHash
Animator.StringToHash ("Attack");

private static readonly int DeathHash =
Animator.StringToHash ("Die") ;

private static readonly int HitHash =
Animator.StringToHash ("Hit") ;

void Start ()
{

animator = GetComponent<Animator>();
if (animator == null)

{

Debug.LogError ("Animator component not found!");

enabled = false;
return;

public bool Moving
{

get { return animator.GetBool (MovingHash); }
set { animator.SetBool (MovingHash, wvalue); }

void Awake ()

{
animator = GetComponent<Animator>();
if (animator == null)

{
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this

Debug.LogError ("Animator component not found on
GameObject!");
enabled = false;
}
}

public void Jump ()

{

animator.SetTrigger (JumpHash) ;

}

public void Attack()

3amny

{

if (isAttacking) return;

animator.SetTrigger (AttackHash) ;

isAttacking = true;

StartCoroutine (AttackCooldownCoroutine ()); //
CKaeM KOPYTUHY Ilepe3apdlKn

}

private IEnumerator AttackCooldownCoroutine ()

{

yield return new WaitForSeconds (attackCooldown) ;
isAttacking = false;
}

public void Hit ()
{

animator.SetTrigger (HitHash) ;

}

public void Heal ()
{

animator.SetTrigger ("Heal") ;

}

public void Die()

{
animator.SetTrigger (DeathHash) ;
CharacterMovement characterMovement =

GetComponent<CharacterMovement> () ;

if (characterMovement != null)

{ characterMovement.enabled = false;

éolliderZD collider2D = GetComponent<Collider2D> () ;
if (collider2D != null)

{ collider2D.enabled = false;

}
Rigidbody2D rb = GetComponent<Rigidbody2D> () ;
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if (rb != null)

{
rb.linearVelocity = Vector2.zero;
rb.bodyType = RigidbodyType2D.Static;

}
daiin PlayerHealth.cs:

public void TakeDamage (int damage)

Debug.Log ("TakeDamage called with damage = " + damage);

if (damage <= 0)

Debug.LogWarning ("Damage value is not positive!");

return;

currentHealth -= damage;
currentHealth = Mathf.Max (currentHealth, 0);

Debug.Log ("Player took " + damage + " damage! Current

health: " + currentHealth);

soundController.PlayDamageSound() ;

if (healthBar != null)

healthBar.value = currentHealth;
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if (characterAnimations != null)

characterAnimations.Hit () ;

else

Debug.LogError ("CharacterAnimations is null! Cannot

play Hit animation.");

if (currentHealth <= 0)

Die();

UpdateHeart () ;

public void Heal (int amount)

currentHealth += amount;

currentHealth = Mathf.Clamp (currentHealth, O,
maxHealth) ;

Debug.Log ("Player healed for " + amount + " health!

Current health: " + currentHealth);
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if (healthBar != null)

healthBar.value = currentHealth;

soundController.PlayHealSound() ;

UpdateHeart () ;

daiin PlayerSoundController.cs:

using UnityEngine;

public class PlayerSoundController : MonoBehaviour

public AudioSource audioSource;

private CharacterMovement characterMovement;

[Header ("IIpepkxku") ]

public AudioClip jumpSound;

[Header ("ATaxu") ]

public AudioClip attackSound;

[Header ("Ypor") ]
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public AudioClip damageSound; // 3ByK IOJIydeHUs ypoOHa

[Header ("Jleuenue") ]

public AudioClip healSound; // 3ByK JileUeHUH

void Start ()

if (audioSource == null)

Debug.LogError ("Audio Source is not assigned! Please

assign it in the Inspector.");
enabled = false;

return;

// TomyuaeMm cceuiky Ha CharacterMovement
characterMovement = GetComponent<CharacterMovement> () ;

if (characterMovement == null)

Debug.LogError ("CharacterMovement component not
found! Please attach this script to the same object as

CharacterMovement.") ;

enabled = false;
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return;

public void PlayJumpSound ()

audioSource.PlayOneShot (jumpSound) ;

public void PlayAttackSound()

audioSource.PlayOneShot (attackSound) ;

public void PlayDamageSound ()

audioSource.PlayOneShot (damageSound) ;

public void PlayHealSound ()

audioSource.PlayOneShot (healSound) ;
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CxpunThl IEPBOTO YPOBHS:

®dairn Flower.cs:

using UnityEngine;

public class Flower : MonoBehaviour

private bool hasDropl = false;
private bool hasDrop2 = false;
private bool hasDrop3 = false;

public bool IsBlooming { get; private set; } // NyBGiauuHoe

dTeHMre, IIpMBaTHaA 3allMChb

private Animator animator;

private AudioSource bloomSound;

volid Start ()

_animator = GetComponent<Animator>();

if (_animator == null)
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Debug.LogError ("Animator component not found on

Flower GameObject.");
enabled = false;

return;

_bloomSound = GetComponent<AudioSource> () ;

if ( bloomSound == null)

Debug.LogWarning ("AudioSource component not found on

Flower GameObject. Bloom sound will not play.");

LoadState () ;

if (IsBlooming)

Bloom() ;

public void Water ()

Debug.Log ("Flower was watered!");
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public void ApplyColor (Color color, int dropType)

Debug.Log ("Applying color: " + color + ", dropType:

dropType) ;

Renderer renderer = GetComponent<Renderer>();

if (renderer != null)

renderer.material.color = color;

switch (dropType)

case 1:
_hasDropl = true;
break;

case 2:
_hasDrop2 = true;
break;

case 3:
_hasDrop3 = true;

break;
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if ( _hasDropl && hasDrop2 && hasDrop3)

Bloom() ;

else

Debug.LogError ("Renderer component not found on

Flower GameObject.");

private void Bloom()

Debug.Log ("Flower is blooming!");
_animator.SetTrigger ("Bloom") ;
IsBlooming = true;

SaveState () ;

if ( _bloomSound != null)
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_bloomSound.Play () ;

private void SaveState ()

PlayerPrefs.SetInt ("FlowerBloom", IsBlooming ? 1 : 0);

PlayerPrefs.Save();

private void LoadState()

IsBlooming = PlayerPrefs.GetInt ("FlowerBloom", 0) == 1;

®aiin Drop.cs:

using UnityEngine;

public class Drop : MonoBehaviour

public Color dropColor = Color.white;

public int dropType = 1; // Tun kamnim

private void OnTriggerEnter2D (Collider2D other)
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if (other.CompareTag ("Flower"))

Flower flower = other.GetComponent<Flower>() ;

if (flower != null)

flower.ApplyColor (dropColor, dropType); //

[lepenaeM THUI KallJMX

Destroy (gameObject) ;

®aiin ColorBox.cs:

using UnityEngine;

public class ColorBox : MonoBehaviour

public GameObject dropPrefab;
public Transform dropSpawnPoint;
public string interactionButton = "F";

public float interactionDistance = 2f;
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public int dropType = 1; // Tun xammm (1, 2, 3)

private GameObject player;

private bool isNear = false;

void Start ()

_player = GameObject.FindGameObjectWithTag ("Player");

if ( player == null)

Debug.LogError ("Player not found. Make sure the
Player has the 'Player' tag.");

enabled = false;

return;
}
if (dropSpawnPoint == null)
{
Debug.LogError ("Drop Spawn Point is not assigned!"™);
enabled = false;
return;
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void Update ()

float distanceToPlayer =
Vector2.Distance (transform.position,

_player.transform.position);

_isNear = distanceToPlayer <= interactionDistance;

if (_isNear && Input.GetButtonDown (interactionButton))

GiveDrop () ;

void GiveDrop ()

if ( player.GetComponent<PlayerController> () .HasDrop())

Debug.Log ("Player already has a drop!");

return;
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//Co3maHye KalM ¥ [Iepemada lBeTa

GameObject drop = Instantiate (dropPrefab,

dropSpawnPoint.position, Quaternion.identity);

Drop dropScript drop.GetComponent<Drop> () ;

if (dropScript != null)

dropScript.dropColor =

GetComponent<SpriteRenderer> () .color;

dropScript.dropType = dropType; // IllepemaeM Tun

KallJln

drop.transform.SetParent (dropSpawnPoint) ;

_player.GetComponent<PlayerController> () .SetDrop (drop) ;

Debug.Log ("Gave drop to player!");

void OnDrawGizmosSelected ()

Gizmos.color = Color.yellow;

Gizmos.DrawWireSphere (transform.position,

interactionDistance) ;
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®daitn ColorBox.cs:

package MyProgramm;

}

daiin PlayerController.cs:

using UnityEngine;

public class PlayerController : MonoBehaviour
{
private GameObject currentDrop = null;
public string interactionButton = "F";
public float interactionDistance = 2f;
private GameObject flower;
public Transform dropSpawnPoint;

private SpriteRenderer spriteRenderer;

void Start ()

{
_flower = GameObject.FindGameObjectWithTag ("Flower");

if ( flower == null)
{
Debug.LogError ("Flower not found. Make sure the
Flower has the 'Flower' tag.");

enabled = false;
return;

}

if (dropSpawnPoint == null)

{

Debug.LogError ("Drop Spawn Point is not
assigned!");

enabled = false;

return;

}

void Update ()

{
UpdateDropSpawnPointPosition () ;

if ( _currentDrop != null && IsNearFlower() &&
Input.GetButtonDown (interactionButton))

{
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WaterFlower () ;

}

private bool IsNearFlower ()
{
float distanceToFlower =
Vector2.Distance (transform.position,
_flower.transform.position);
return distanceToFlower <= interactionDistance;

}

void WaterFlower ()

{
Debug.Log ("Watering the flower with " +

_currentDrop.name) ;

Destroy( currentDrop) ;
_currentDrop = null;

}

public void SetDrop (GameObject drop)
{

_currentDrop = drop;

}

public bool HasDrop ()
{

return currentDrop != null;

}

void UpdateDropSpawnPointPosition ()
{
float facingDirection = spriteRenderer.flipX ? -1f
1f;

dropSpawnPoint.localScale = new
Vector3 (facingDirection, 1f, 1f);
}
}

daiin BackgroundTintController.cs:

using UnityEngine;
using UnityEngine.UI;

public class BackgroundTintController : MonoBehaviour
{

public Flower flower;

public Color unbloomedTint = new Color(0.53f, 0.53f,
0.53f); // User #878787
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public Color bloomedColor = new Color(0.92f, 1.0f, 0.55f);
// lser #EBFF8D

private SpriteRenderer spriteRenderer;
private Image image;

void Start()
{
spriteRenderer = GetComponent<SpriteRenderer>();
if (spriteRenderer == null)
{
image = GetComponent<Image> () ;
if (image == null)
{
Debug.LogError ("BackgroundTintController
requires a SpriteRenderer or Image component on the same

GameObject!") ;
enabled = false;
}
}
if (flower == null)
{
enabled = false;

}
SetBackgroundColor (unbloomedTint) ;

}

void Update ()
{

if (flower.IsBlooming)

{
SetBackgroundColor (bloomedColor) ;

}

else

{
SetBackgroundColor (unbloomedTint) ;

}
}

void SetBackgroundColor (Color color)

{

if (spriteRenderer != null)

{ spriteRenderer.color = color;
élse if (image !'= null)

{ image.color = color;

}
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CKpunThI BTOPOrO YPOBHS

®daiinn DataGenerator.cs:

using UnityEngine;

using UnityEngine.UI;

using System.Collections;

using System.Collections.Generic;

public class DataGenerator : MonoBehaviour
{
public GameObject[] textPrefabs;
public GameObject[] imagePrefabs;
public GameObject[] emojiPrefabs;
public GameObject[] webPrefabs;
public List<Transform> spawnAreas;

public float spawnRate = 2f;
public float fallSpeed 1f;

public GameObject playerPrefab; // lpebdad rTonybs

public GameObject player; // CcChUIKaA Ha 3K3eMILJIAp
ronyo6sa

public GameObject currentObject; // Tekyumii oOBEKT Ha
clieHe

private bool isSpawning = true; // djmar mjs ynpaBJIeHUS
reHepaumen

private List<Follower> followers = new List<Follower>();

private string[] possibleTags = { "Image", "Emoji", "Web",
"Taxt" };

[Header ("Dialogue") ]
public PigeonDialogue pigeonDialogue;

void Start()
{
if (pigeonDialogue == null)
{
Debug.LogError ("PigeonDialogue is not assigned to
DataGenerator!");
enabled = false;
return;

}

// BamnyckaeM KOPYTMHY €CJM IOMaJIOT He aKTUBEH
if (!pigeonDialogue.IsDialoguePlaying)
{

StartCoroutine (SpawnData ()) ;

}
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else
{
pigeonDialogue.OnDialogueEnded +=
StartSpawningAfterDialogue;
Debug.Log ("DataGenerator: Waiting for dialogue to
end before spawning.");
}
}

// MeTon nya poBaBJIeHMA IIOCJeNOBAaTEJId B CIMCOK M YCTaHOBKU
emMy Jumepa
public void AddFollower (Follower follower)
{
followers.Add (follower) ;
if (player != null)
{
follower.leader = player.transform; // Illepenaem
transform numepa
}
}

// MerTon njad ymajleHusd I[OocJiefoBaTesid M3 CIMCKAa
public void RemoveFollower (Follower follower)
{

followers.Remove (follower) ;

}

// MeToz, BBI3BBIBAEMEHI [IOCJIE€ BaBEpUEHMS Ouajora
void StartSpawningAfterDialogue ()
{
Debug.Log ("DataGenerator: Dialogue ended, starting
spawning.");
pigeonDialogue.OnDialogueEnded -=
StartSpawningAfterDialogue; // OrnmcelBaeMcs OT COOBITMS
isSpawning = true;
StartCoroutine (SpawnData()); // 3anyckaeM I'eHepalMio

}

IEnumerator SpawnData ()

{
while (isSpawning)

{

if (pigeonDialogue.IsDialoguePlaying)
{

yield return null;

continue;

}

if (currentObject == null ||
!'pigeonDialogue.IsDialoguePlaying)
{
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// BeOMpaeM CJydaMHBEM Ter nJjsd Irojy0s
string tagToAssign = GetRandomTag () ;

// Cos3maeMm ToJiyOs C BHOPAHHHEM TETOM

Transform selectedSpawnArea =
GetRandomSpawnArea () ;

Vector?2 spawnPosition =
GetSpawnPositionNearPlayer (selectedSpawnArea, player);

if (player == null)
{
// Cosmaem numnepa
player = Instantiate(playerPrefab,
spawnPosition, Quaternion.identity, transform);
player.tag = tagToAssign;

// YcTaHapBIMBaeM eMy IIOCJlemoBaTelld
foreach (Follower follower in followers)
{
follower.leader = player.transform;
}
}

// CospmaeM OOBEKT C TeIOM IoJydd
GameObject prefabToSpawn =
GetPrefabWithTag (tagToAssign) ;

if (prefabToSpawn != null)
{
// Co3maeM OOBEKT
currentObject = Instantiate(prefabToSpawn,
spawnPosition, Quaternion.identity, transform);

PigeonController pigeonController
player.GetComponent<PigeonController>();

if (pigeonController != null)
{

pigeonController.targetObject
currentObject;
}
else
{
Debug.LogError ("PigeonController not
found on the Player after instantiating target object");
}
}
else
{
Debug.LogError ("No prefab found with tag:
" + tagToAssign);
}
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}

yield return new WaitUntil (() => currentObject ==
null);
yield return new WaitForSeconds (1f / spawnRate);

}

// MeTon mjga OCTAaHOBKM ClaBHA
public void StopSpawning ()
{

isSpawning = false;

}

string GetRandomTag ()
{
int randomIndex = Random.Range (0,
possibleTags.Length) ;
return possibleTags|[randomIndex];

}

GameObject GetPrefabWithTag(string tag)
{
switch (tag)
{
case "Image":
if (imagePrefabs.Length > 0)
{
Debug.Log ("Image prefabs available.
Returning a random one.");
return imagePrefabs[Random.Range (0,
imagePrefabs.Length) ];
}
break;
case "Emoji":
if (emojiPrefabs.Length > 0)
{
Debug.Log ("Emoji prefabs available.
Returning a random one.");
return emojiPrefabs[Random.Range (0,
emojiPrefabs.Length)];
}
break;
case "Web":
if (webPrefabs.Length > 0)
{
Debug.Log ("Web prefabs available.
Returning a random one.");
return webPrefabs[Random.Range (0,
webPrefabs.Length) ];
}
break;
case "Text":
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if (textPrefabs.Length > 0)
{
Debug.Log ("Text prefabs available.
Returning a random one.");
return textPrefabs[Random.Range (0,
textPrefabs.Length) ];
}
break;
default:
Debug.LogError ("Invalid tag: " + tag);
return null;

Debug.LogWarning ("No prefabs found for tag: " + tag);
return null;

Vector2 GetSpawnPositionNearPlayer (Transform spawnArea,
GameObject player)

{
if (player == null)
{

return GetRandomSpawnPosition (spawnArea);
Rect spawnRect =
spawnArea.GetComponent<RectTransform> () .rect;
Vector3 playerPosition = player.transform.position;

float minX = playerPosition.x + spawnRect.xMin;
float maxX playerPosition.x + spawnRect.xMax;

float x = Random.Range (minX, maxX) ;
float y = spawnArea.position.y;
Vector3 worldPosition = spawnArea.TransformPoint (new

Vector3(x, 0, 0));
return new Vector2 (worldPosition.x, worldPosition.y);

Vector?2 GetRandomSpawnPosition (Transform spawnArea)
{
Rect spawnRect =
spawnArea.GetComponent<RectTransform> () .rect;
float x = Random.Range (spawnRect.xMin,
spawnRect.xMax) ;
float y = spawnRect.yMax;
Vector3 worldPosition = spawnArea.TransformPoint (new
Vector3(x, 0, 0));
return new Vector2 (worldPosition.x, worldPosition.y);
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Transform GetRandomSpawnArea ()

{
int randomIndex = Random.Range (0, spawnAreas.Count);
return spawnAreas|[randomIndex];

}

GameObject GetRandomPrefab ()
{
int randomIndex = Random.Range (0, textPrefabs.Length +
imagePrefabs.Length + emojiPrefabs.Length +
webPrefabs.Length) ;

if (randomIndex < textPrefabs.Length)
{
return textPrefabs[randomIndex];
}
else 1f (randomIndex < textPrefabs.Length +
imagePrefabs.Length)
{

return imagePrefabs|[randomIndex -
textPrefabs.Length];

}
else 1if (randomIndex < textPrefabs.Length +
imagePrefabs.Length + emojiPrefabs.Length)
{
return emojiPrefabs[randomIndex -
textPrefabs.Length - imagePrefabs.Length];
}
else
{
return webPrefabs[randomIndex - textPrefabs.Length
- imagePrefabs.lLength - emojiPrefabs.Length];
}
}

// MeTon nJjig YHUUTOXEHMUS OOBeKTa UM IoJyds
public void DestroyObjectAndPlayer (GameObject
objectToDestroy)
{
if (objectToDestroy == currentObject)
{
currentObject = null;
if (player != null)
{
Destroy(player); // YHuuTOXaeM rojyoOs

player = null; // OBHyJlsgeM CCBUIKY Ha IOJy0s
}
Destroy (objectToDestroy) ;

Jlucm

[y 1.090301.2.001 113

U3m. {Jlucm Ne dokym. Moodnucek | Jama 115




®daiin DataCollector.cs:

using UnityEngine;

using UnityEngine.UI;

public class DataCollector : MonoBehaviour

public string dataType; // Twun IOaHHBIX OJIsS IOaHHOM

KOPOOKU

Text, Image, Emoji, Web

void OnTriggerEnter2D(Collider2D other)

// TlpoBepsgeM, COOTBETCTBYET JIM TOT' oObekTa TUly Irojybsa

if (other.gameObject.CompareTag (dataType))

Destroy (other.gameObject) ;

Debug.Log (dataType + " collected!");

// YBennuyBaeM CUYeTUMK COOPaHHBIX IaHHBIX

ScoreManager.Instance.IncreaseScore () ;

else
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// OOBEKT HNPOXOIOUT CKBO3b KOPOOKY

Debug.Log (other.gameObject.name + " passed through "

+ dataType + " collector.");

daiin BoundaryTrigger.cs:

using UnityEngine;

public class BoundaryTrigger : MonoBehaviour
{

public int maxDestroys = 3; // MakcuMaJlbHOE KOJIMUECTBO
YHUUTOXEHUM Iepel BBIBOBOM IaHEJM [IOPaXeHUs

private int destroyCount = 0; // HadaJbHBEM CUETUMK

public GameObject gameOverPanel; // Ccpuika Ha IaHeJb
[IOPaxXeHUI

void OnTriggerEnter2D (Collider2D other)
{
if (other.gameObject != gameObject)
{
// YHUUYTOXaeM JIoOse OOBEeKTH
Destroy (other.gameObject) ;
destroyCount++; // YBelMumBaeM CUSTUUK YHUUTOXESHUNA

// TlpoBepsgeM, HYXHO JiY BEI3BATHL I[IaHEJb [OPaXeHMUI
if (destroyCount >= maxDestroys)
{

ActivateGameOverPanel () ;

void ActivateGameOverPanel ()
{
if (gameOverPanel != null)
{
GameOverManager gameOverManager =
gameOverPanel .GetComponent<GameOverManager> () ;
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if (gameOverManager != null)
{
gameOverManager.ShowGameOverPanel () ;
}
else
{
Debug.LogError ("GameOverManager He Haunmen!");
}
}
else
{
Debug.LogError ("GameOverPanel He Haz3HAUYEH B
BoundaryTrigger!") ;
}
}
}

daiin ScoreManager.cs:

using UnityEngine;
using UnityEngine.UI;

public class ScoreManager : MonoBehaviour
{
public int targetScore = 10
private int currentScore =
private bool levelComplete

.
4

false;

|| O N

public DataGenerator dataGenerator;
public GameObject completedPanel; // Ccoiika Ha MIaHeJb
notensl

public static ScoreManager Instance;

void Awake ()
{
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad (gameObject) ;
}

else
{
Destroy (gameObject) ;

}
LoadState () ;

}

public void IncreaseScore ()

{
if (!levelComplete)
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currentScore++;
Debug.Log ("Score: " + currentScore);

if (currentScore >= targetScore)

{
LevelComplete() ;

}
}

private void LevelComplete ()

{
levelComplete = true;
Debug.Log ("Level 2 Complete!");

SaveState () ;

// OTkJjouaeM T'eHepallMio HOBHIX OOBEKTOB U ToJyden
if (dataGenerator != null)

{
dataGenerator.StopSpawning () ;

if (completedPanel != null)
{

completedPanel.SetActive (true);

}

else

{
Debug.LogWarning ("Completed Panel is not
assigned!");

}
}

public bool IsLevelComplete()
{

return levelComplete;

}

private void SaveState()

{
PlayerPrefs.SetInt ("Completelevel2", 1);
PlayerPrefs.Save() ;
Debug.Log ("Level 2 state saved!");

}

private void LoadState()

{
levelComplete = PlayerPrefs.GetInt ("Completelevel2",
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if (levelComplete)
{
Debug.Log ("Level 2 already complete!");
if (dataGenerator != null)
{
dataGenerator.StopSpawning() ;
}
if (completedPanel != null)
{
completedPanel.SetActive (true);
}
}
else
{
Debug.Log ("Level 2 not yet complete.");
}

}

daiin GameOverManager.cs:

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

public class GameOverManager : MonoBehaviour
{

public GameObject gameOverPanel; // Ccrbuika Ha IaHeJb
[IopaxeHusa

public GameObject skipLevelPanel; // Ccoiika Ha I[IaHEJb
IponycKa YypPOBHSA

void Start ()
{
if (gameOverPanel == null)
{
Debug.LogError ("GameOverPanel He HaszsHaueH B
GameOverManager!") ;
enabled = false;
return;
}
gameOverPanel.SetActive (false);
if (skipLevelPanel != null)
{
skipLevelPanel.SetActive (false);
}
}

void Update ()
{
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if (skipLevelPanel != null &&
skipLevelPanel.activeSelf)

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

{
CloseSkipLevelPanel () ;

}

EventSystem.current.SetSelectedGameObject (skipLevelPa
nel); // dokyc Ha naHeJb

}

else

{

if (EventSystem.current.currentSelectedGameObject

== skipLevelPanel)

{

EventSystem.current.SetSelectedGameObject (null) ;

}
}
}

public void ShowGameOverPanel ()

{

gameOverPanel.SetActive (true);
Time.timeScale = 0f; //1 - HOPM CKOPOCTH

}

public void RestartGame ()

{

Time.timeScale = 1f;

UnityEngine.SceneManagement.SceneManager.LoadScene (UnityEngine
.SceneManagement.SceneManager.GetActiveScene () .name) ;

}

public void GoToMainMenu ()

{

Time.timeScale = 1f;

UnityEngine.SceneManagement.SceneManager.LoadScene ("MainMenu")

4

}

public void ShowSkipLevelPanel ()
{

skipLevelPanel.SetActive (true);

}

public void CloseSkipLevelPanel ()

{
skipLevelPanel.SetActive (false);

[y 1.090301.2.001 113

U3m. {Jlucm Ne dokym. Moodnucek | Jama

Jlucm

121




public void SkipLevel ()
{

SaveState () ;
Debug.Log ("Skipping level...");
Time.timeScale = 1f; // Bo300OHOBIISEM BpeMd

UnityEngine.SceneManagement.SceneManager.LoadScene ("SceneMothe
rboard") ;

}

private void SaveState ()

{
PlayerPrefs.SetInt ("Completelevel2", 1);
PlayerPrefs.Save();
Debug.Log ("Level 2 state saved!");

}

CKpuNTHI TPETHETO YPOBHS:

daiin Button.cs:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using UnityEngine.SceneManagement;

public class Button : MonoBehaviour

{
[SerializeField] private Egg myEgg;
[SerializeField] private List<Button> otherButtons;
[SerializeField] private CharacterMovement

characterMovement;

private Animator buttonAnimator;

private const string ButtonAnimRed = "RedButton";
private const string ButtonAnimYel = "YelButton";
private const string ButtonAnimWhite = "WhiteButton";

public bool isActivated = false;
public static bool canChangeColors = true;
private string sceneName;

void Start ()
{

[y 1.090301.2.001 113

N3m.

Jlucm Ne dokym. Moodnucek | Jama

Jlucm

122




buttonAnimator = GetComponent<Animator> () ;
if (buttonAnimator == null)
{
Debug.LogError ("Animator component not found on
Button GameObject.");
enabled = false;
return;

}

sceneName = SceneManager.GetActiveScene () .name;
LoadState () ;

if
(buttonAnimator.GetCurrentAnimatorStateInfo (0) .IsName ("RedButton
"))
SetRed () ;
else if
(buttonAnimator.GetCurrentAnimatorStateInfo (0) .IsName ("YelButton
"))
SetYel ()
else
SetWhite () ;

characterMovement.SetMass (50f) ;

}

private void OnTriggerEnter2D(Collider2D other)
{

if (other.CompareTag("Player") && enabled &&

canChangeColors)
{
Activate () ;

}

}

public void Activate ()
{
if (!canChangeColors) return;
if (isActivated)
{
SetRed () ;
myEgg.ChangeToRed () ;
}
else
{
SetYel () ;
myEgg.ChangeToYel () ;
}
isActivated = !isActivated;
SaveState () ;

// AKTUBVPYEM CBS3aHHHE KHOIIKU
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foreach (Button button in otherButtons)
{
if (button != null)
{
if (button.isActivated)
{
button.SetRed () ;
button.myEgg.ChangeToRed () ;
button.isActivated = false;
button.SaveState () ;

else

button.SetYel () ;
button.myEgg.ChangeToYel () ;
button.isActivated = true;
button.SaveState () ;

}

// TlpoBepseM, BCe JM dilla XeJITHE
Egg[] allEggs =
FindObjectsByType<Egg> (FindObjectsSortMode.None) ;
bool allYel = allEggs.All (egg => egg.currentState ==
Egg.EggState.Yel) ;
if (allYel)
{
foreach (Egg egg in allEggs)
{
egg.ChangeToWhite () ;
}

foreach (Button button in
FindObjectsByType<Button> (FindObjectsSortMode.None))
{
button.SetWhite () ;
button.SaveState () ;
}

canChangeColors = false; // OrkjoyaeM BO3MOXHOCTHb
MeHAThb LiBeTa

characterMovement.RestoreMass () ;

SceneState.levelCompleted = true;

}

private void SetRed()

{
buttonAnimator.Play (ButtonAnimRed) ;
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private void SetYel ()
{
buttonAnimator.Play (ButtonAnimYel) ;

private void SetWhite ()
{

buttonAnimator.Play (ButtonAnimWhite) ;
}

private void SaveState ()
{

// CoxpaHfAeM MpOoTrpecc YPOBHHA, UTOOH KHOMNKM OCTaBaJIMCh
OeJEMU

PlayerPrefs.SetInt (sceneName + " " + gameObject.name +
" IsActivated", isActivated ? 1 : 0);

PlayerPrefs.SetInt ("Completelevel3", 1);

PlayerPrefs.Save();

private void LoadState()
{

isActivated = PlayerPrefs.GetInt (sceneName + " " +
gameObject.name + " IsActivated", 0) == 1;

if (SceneState.levelCompleted)
{
SetWhite () ;

canChangeColors = false; // OTkiouaeM BO3MOXHOCTE
MEeHATH LBeTa

}

else

{

// VHaue BOCCTaHaBJIMBAEM COCTOSHME KHOIIOK
if (isActivated)
{
SetYel () ;
}

else

{
SetRed () ;

}

daiin Egg.cs:

using UnityEngine;

public class Egg : MonoBehaviour
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private Animator animator;

private const string AnimRed = "Red";
private const string AnimYel = "Yel";
private const string AnimWhite = "White";

public EggState currentState = EggState.Red;
public enum EggState
{

Red,

Yel,

White
}
// YHUKAJIbHBN UOSHTUOMKATOP IJIS Aiila
[SerializeField] private string egglD;

void Start ()
{
animator = GetComponent<Animator>():;
if (animator == null)
{
Debug.LogError ("Animator component not found on this
GameObject.") ;
enabled = false;
return;

}

// TeHepauus YHUKAJIBHOTO 1D, eciu eTro HeT
if (string.IsNullOrEmpty (eggID))
{
eggID = System.Guid.NewGuid () .ToString() ;
Debug.LogWarning ($"EggID not set, generated new ID:
{eggID}. Consider setting it manually to avoid ID changes on
future scene loads.");

}

LoadState () ;

PlayAnimation (AnimRed) ;
}

public void ChangeToYel ()
{
if (!Button.canChangeColors) return;
if (currentState == EggState.Red)
{
PlayAnimation (AnimYel) ;
currentState = EggState.Yel;
SaveState() ;
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public void ChangeToRed()
{

if (!Button.canChangeColors) return;
if (currentState == EggState.Yel)

{

PlayAnimation (AnimRed) ;
currentState = EggState.Red;
SaveState () ;

}

public void ChangeToWhite ()
{

if (!Button.canChangeColors) return;
if (currentState == EggState.Yel)

{
PlayAnimation (AnimWhite) ;
currentState = EggState.White;
SaveState() ;

}

void PlayAnimation(string animationName)

{

animator.Play (animationName) ;

}

public void SaveState()

{
PlayerPrefs.SetInt (eggID + " EggState",

(int)currentState) ;
PlayerPrefs.Save();

}

private void LoadState ()
{

currentState = (EggState)PlayerPrefs.GetInt (egglD +
" EggState", 0); // 0 - Red no yMoJi4aHMO
UpdateSprite ()

}

// OBHOBJIeHME cHparTa B COOTBETCTBUM C COCTOSHMUEM
private void UpdateSprite ()
{
switch (currentState)
{
case EggState.Red:
PlayAnimation (AnimRed) ;
break;
case EggState.Yel:
PlayAnimation (AnimYel) ;
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break;

case EggState.White:
PlayAnimation (AnimWhite) ;
break;

}

//IobaBieH MeTon ResetEggID miys pemakTopa, YTOOH
CreHepupoBaThk HOBEM EggID
[ContextMenu ("Reset EggID") ]
private void ResetEggID()
{
eggID = System.Guid.NewGuid () .ToString() ;
}

//TlpoBepkKa Ha YyHMKAJIbHBI 1D

private void OnValidate ()

{
if (string.IsNullOrEmpty (egglD))
{

Debug.LogWarning ($"EggID not set on
{gameObject.name}. Consider setting it manually or allowing the
script to generate one on start. Right click component and press
'Reset EggID'");

}

}
}

®aiin ButtonStateChecker.cs:

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

public class ButtonStateChecker : MonoBehaviour
{

public string levelName;
public List<GameObject> buttonsToCheck;
private bool levelComplete = false;

void Awake ()
{

LoadLevelState () ;
}

void Start ()
{
if (string.IsNullOrEmpty (levelName))
{
Debug.LogError ("Level Name is not assigned in
ButtonStateChecker!");
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enabled = false;

return;
}
if (buttonsToCheck == null || buttonsToCheck.Count ==
0)
{
Debug.LogError ("No buttons assigned in
ButtonStateChecker!");
enabled = false;
return;

}

void Update ()

{
if (!levelComplete)

{
CheckButtonStates () ;

}
}

private void CheckButtonStates ()
{

// TlpoBepsgeM, UTO BCEe KHOIKU OeJke
foreach (GameObject buttonObject in buttonsToCheck)

LevelComplete () ;
}

private void LevelComplete ()

{

levelComplete = true;
Debug.Log ("Level 3 Complete! All buttons are white.");

SavelLevelState () ;
}

private void SavelevelState()

{
PlayerPrefs.SetInt (levelName + "Complete", 1);

PlayerPrefs.Save();
Debug.Log ("Level " + levelName + " state saved!");

}

private void LoadLevelState()

{
levelComplete = PlayerPrefs.GetInt (levelName +

"Complete", 0) == 1;

if (levelComplete)
{
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Debug.Log ("Level 3
complete!");
enabled = false;
}
else
{
Debug.Log ("Level 3
complete.");
}
}

}

®daiinn SceneState.cs:

using UnityEngine;

" + levelName + " already

" + levelName + " not yet

using UnityEngine.SceneManagement;

public class SceneState

public static bool levelCompleted =

public static float initialMass =

COXpaHeHa

CKpHUNTHI YETBEPTOrO YPOBHS:

®daiin Ghost.cs:

using UnityEngine;

public class Ghost
{
public
public
public
public
public

TextAsset inkFile;

float timeScaleDuringDialogue =
string deathAnimationName = "Death";
float destroyDelay = 1f;
private Animator animator;

private bool dialogueStarted =

MonoBehaviour

false;

-1f; // -1f mMacca eme He

MonoBehaviour

DialogueManager dialogueManager;

1f;

false;
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private string dialogueStartedKey =
"GhostDialogueStarted";

private float originalTimeScale;

public CharacterMovement characterMovement;

// GameObject BM3yasibHOE MNpenNCTaBJIEHME IpU3paka
public GameObject ghostVisuals;

vold Start ()
{

_dialogueStarted =
PlayerPrefs.GetInt ( dialogueStartedKey, 0) == 1;
if (dialogueManager == null)

{

Debug.LogError ("DialogueManager is not assigned in
Ghost script!");

enabled = false;
return;

}

if (inkFile == null)

{
Debug.LogError ("No ink file assigned to the

Ghost!");

enabled = false;
return;

}

if (ghostVisuals != null)

{
_animator = ghostVisuals.GetComponent<Animator>();
if ( animator == null)

{

Debug.LogError ("Animator He HalMIeH Ha IOYEpHEM
obbexkTe ghostVisuals!");

}
}
else
{
Debug.LogError ("ghostVisuals He Ha3HaueH!
[lepeTaumTe OOUEPHUM OOBEKT B BTO I[OJe B MHCIeKTope.");

}

// VI3HAUaJIbHO CKpPHBAEM BM3YaJIbHYK 4YacThb OIpM3paka
SetGhostVisibility (false);

dialogueManager.OnDialogueStarted +=
OnDialogueStarted;
dialogueManager.OnDialogueEnded += OnDialogueEnded;
}

Jlucm

[y 1.090301.2.001 113 131

U3m. {Jlucm Ne dokym. Moodnucek | Jama




void OnDestroy ()

{
if (dialogueManager != null)
{

dialogueManager.OnDialogueStarted -=
OnDialogueStarted;

dialogueManager.OnDialogueEnded -=
OnDialogueEnded;

}
}

public void TryStartDialogue ()
{
if (! dialogueStarted)
{
StartDialogue () ;
_dialogueStarted = true;

PlayerPrefs.SetInt ( dialogueStartedKey, 1);
PlayerPrefs.Save() ;

if (characterMovement != null)
{
characterMovement.EnableAttack () ;
}
else
{

Debug.LogError ("CharacterMovement He HasHA4YEH
B DialogueScript!");

}
}
}

private void StartDialogue ()
{
if (dialogueManager != null && inkFile != null)
{
dialogueManager.EnterDialogueMode (inkFile) ;
Debug.Log ("Ghost Dialogue Started!");
}
else
{
Debug.LogError ("DialogueManager is not assigned or
inkFile is not assigned!");
}
}

private void OnDialogueStarted()

{

_originalTimeScale = Time.timeScale;
Time.timeScale = timeScaleDuringDialogue;
Time.fixedDeltaTime = originalTimeScale * 0.02f;
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// Iejaem npms3paKa BUIVMBEIM, KOTIA IMAJIOT HAaUYMHAETCH
SetGhostVisibility (true);
}

private void OnDialogueEnded ()

{

Time.timeScale = originalTimeScale;
Time.fixedDeltaTime = originalTimeScale * 0.02f;
if (_animator != null)

{
_animator.Play (deathAnimationName) ;
Debug.Log ("AHMMaLUMa CMepPTM 3alylleHa IOJIa OOYEepPHEeTro
obwexkTa") ;

}
else
{
Debug.LogError ("Animator is null. Make sure it's
properly initialized.");

}
Destroy (gameObject, destroyDelay);
}

// MeTon nJjg YCTAHOBKM BUIMMOCTM BUSIYAJLHOM UYaCTU NpuU3paka
private void SetGhostVisibility (bool wvisible)

{
if (ghostVisuals != null)

{

ghostVisuals.SetActive (visible);

}

else

{
Debug.LogWarning ("ghostVisuals is null, visibility
cannot be set.");
}
}
}

CKpUNTHI LIKUMOB!

®daitn Thorns.cs:

using UnityEngine;

public class Thorns : MonoBehaviour
{

[SerializeField] private int damage = 1;
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[SerializeField] private float damagelInterval = 1f; //
uTeppalsl B CeKyHOax

private float lastDamageTime; // Bpemsa HOCJEOHETO
HaHeCeHus ypoHa

private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject.CompareTag ("Player"))
{
PlayerHealth playerHealth =
collision.gameObject.GetComponent<PlayerHealth> () ;

if (playerHealth != null)

{
playerHealth.TakeDamage (damage) ;
lastDamageTime = Time.time; // BanoMmuHaem

BpeMsa IIOCJIeOIHeI'0 HaHeCeHMS ypOoHa
}
}
}

private void OnCollisionStay2D(Collision2D collision)
{ if (collision.gameObject.CompareTag ("Player"))
{ if (Time.time - lastDamageTime >= damagelInterval)
{ PlayerHealth playerHealth =
collision.gameObject.GetComponent<PlayerHealth> () ;

if (playerHealth != null)
{
playerHealth.TakeDamage (damage) ;
lastDamageTime = Time.time; // 3anoMmmHaem
BpeMs IIOCJIeNHeT'0 HaHeCeHUsa ypoHa

}
}
}

®daiin Thorns2.cs:

using UnityEngine;
using System.Collections;

public class Thorns2 : MonoBehaviour

{

[SerializeField] private int damage = 2;
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[SerializeField] private float disappearDelay = 2f; //
3amepxka Iepel MCUe3HOBEHMEM

private bool hasFallen = false;

private void OnTriggerEnter2D(Collider2D collision)
{
if ('hasFallen &&
collision.gameObject.CompareTag ("Player"))

{

// lunel mamamoT TOJILKO pas
hasFallen = true;

Rigidbody2D rb = GetComponent<Rigidbody2D> () ;
if (rb == null)
{

rb = gameObject.AddComponent<Rigidbody2D> () ;

}
rb.bodyType = RigidbodyType2D.Dynamic;
rb.gravityScale = 2f;

StartCoroutine (DisappearAfterDelay()); // 3Bamnyckaem

KOPYTHUHY MCUE3HOBEHNMA

}
}

private void OnCollisionEnter2D(Collision2D collision)
{
if (hasFallen &&
collision.gameObject.CompareTag ("Player"))

{
PlayerHealth playerHealth =

collision.gameObject.GetComponent<PlayerHealth> () ;

if (playerHealth != null)

{
playerHealth.TakeDamage (damage) ;

Debug.Log ("Player hit by falling thorns!");

}
IEnumerator DisappearAfterDelay ()
{
yield return new WaitForSeconds (disappearDelay);

Destroy (gameObject) ;

}

CxpunTsl miatgopm:

daiin BreakingPlatform.cs:
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using UnityEngine;
using System.Collections;

public class BreakingPlatform : MonoBehaviour

{
[SerializeField] private float delayBeforeBreaking = 1.0f;
[SerializeField] private float delayBeforeDestroy = 3.0f;

private Animator animator;

private Collider2D collider;

private static readonly int IsBreaking =
Animator.StringToHash ("IsBreaking") ;

void Start ()
{

_animator = GetComponent<Animator>();
if (_animator == null)
{
Debug.LogError ("Animator component not found on
BreakingPlatform GameObject.");
enabled = false;
return;

}

_collider = GetComponent<Collider2D>(); // IonydaeMm
CCBUIKY Ha *QUBMUEeCKUM* KOoJIJIaMnIep
if ( _collider == null)
{
Debug.LogError ("Collider2D component not found on
BreakingPlatform GameObject.");
enabled = false;
return;

}

void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag("Player"))
{
StartCoroutine (BreakPlatform()) ;
}
}

private IEnumerator BreakPlatform()

{

yield return new WaitForSeconds (delayBeforeBreaking);
_animator.SetBool (IsBreaking, true);

float animationLength = 0f;

AnimationClip[] clips =
_animator.runtimeAnimatorController.animationClips;

foreach (AnimationClip clip in clips)

Jlucm

[y 1.090301.2.001 113 136

U3m. {Jlucm Ne dokym. Moodnucek | Jama




if (clip.name == "Breaking")

{
animationlLength = clip.length;
break;

}
}

yield return new WaitForSeconds (animationLength) ;
yield return new WaitForSeconds (delayBeforeDestroy);

Destroy (gameObject) ;

}

daiin MovingPlatform.cs:

using UnityEngine;

public class MovingPlatform : MonoBehaviour

{
[Tooltip ("Touka, OO kOoTOpOM OyIeT OBUTAaTbCHA IJjaTdbopMa.") ]
public Transform targetPoint;

[Tooltip ("CkopocTb IOBWXeHMS aaTOopMer. ") ]
public float speed = 2f;

[Tooltip ("BpeMsa oxmuIaHMS B KOHEUHOM TOUKe, IIpexle uYeM
OBMTaTbCa obpaTHO.") ]
public float waitTime = 1f;

private Vector2 startPosition;
private Vector2 targetPosition;
private Rigidbody2D rb;

private bool movingToTarget = true;
private float waitTimer = 0f;
void Start()

{
_rb = GetComponent<Rigidbody2D>() ;

if (_ rb == null)
{
Debug.LogError ("Rigidbody2D component not found on
MovingPlatform GameObject.");
enabled = false;
return;

}

if (targetPoint == null)
{
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Debug.LogError ("Target Point is not assigned to
MovingPlatform.");

enabled = false;

return;
}
_startPosition = transform.position;
_targetPosition = targetPoint.position;

// OrcoemvHgaeM targetPoint oT niaTdopMmel, UTOOH OH He
IBUT'AJICS BMECTe C Heu

targetPoint.SetParent (null) ;

void FixedUpdate ()
{
if ( movingToTarget)

{

_rb.MovePosition (Vector2.MoveTowards (transform.position,
_targetPosition, speed * Time.fixedDeltaTime)) ;

if (Vector2.Distance (transform.position,
_targetPosition) < 0.01f)

{
~movingToTarget = false;
~waitTimer = 0f;

}

else

{

~wailtTimer += Time.fixedDeltaTime;

if ( waitTimer >= waitTime)
{
~movingToTarget = true;
}
}
if (! movingToTarget)

{

_rb.MovePosition (Vector2.MoveTowards (transform.position,
_startPosition, speed * Time.fixedDeltaTime));
if (Vector2.Distance (transform.position,
_startPosition) < 0.01f)
{
_movingToTarget = true;
_waitTimer = 0f;
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}

®daiin PlatformAttach.cs:

using UnityEngine;

public class PlatformAttach : MonoBehaviour

{

private Transform platformTransform;

void OnTriggerEnter2D (Collider2D other)

{
if (other.CompareTag("Player"))

{

_platformTransform = transform;
other.transform.SetParent ( platformTransform) ;

}

void OnTriggerExit2D (Collider2D other)

{
if (other.CompareTag("Player"))

{

other.transform.SetParent (null) ;

}

CKpUNTHl MOHCTPOB:

®daitn MonsterAl.cs:

using UnityEngine;
using System.Collections;

public class MonsterAI : MonoBehaviour

{

[SerializeField] private float moveSpeed = 2f;
[SerializeField] private float chaseSpeed = 4f;

[SerializeField] private float patrolDistance = 5f;
private Vector2 startPosition;

private bool movingRight = true;

private bool isChasingPlayer = false;
[SerializeField] private float detectionRange = 5f;

[SerializeField] private LayerMask playerlLayer;
private Transform player;

[SerializeField] private int maxHealth = 3;
private int currentHealth;
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[SerializeField] private int damageAmount = 1;
[SerializeField] private float knockbackForce = 3f;

[SerializeField] private float attackDelay = 1f;
private bool canAttack = true;

private Animator animator;

private Collider2D monsterCollider;
private Rigidbody2D rb;

private Ghost ghost;

private bool damageAppliedThisFrame = false;

void Start ()
{

startPosition = transform.position;
currentHealth = maxHealth;
animator = GetComponent<Animator>():;

rb = GetComponent<Rigidbody2D>() ;
monsterCollider = GetComponent<Collider2D> () ;
_ghost = FindFirstObjectByType<Ghost>();

if (animator == null)
{
Debug.LogError ("Animator component not found on " +
gameObject.name) ;
}
if (rb == null)
{
Debug.LogError ("Rigidbody2D component not found on "
+ gameObject.name) ;

}

if (monsterCollider == null)
{
Debug.LogError ("Collider2D component not found on "
+ gameObject.name) ;
}
}

void Update ()

{
if (currentHealth > 0)

{
DetectPlayer();

if (isChasingPlayer)

{
ChasePlayer () ;
if (_ghost != null)
{
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_ghost.TryStartDialogue () ;

}

else

{
Patrol () ;

}

UpdateAnimations () ;

}

void DetectPlayer ()

{
Collider2D hit =
Physics2D.OverlapCircle (transform.position, detectionRange,

playerlLayer) ;

if (hit != null && hit.CompareTag("Player"))
{
isChasingPlayer = true;
player = hit.transform;
}
else

{
isChasingPlayer = false;
player = null;

}

void Patrol ()
{
Vector2 targetPosition;
if (movingRight)
{
targetPosition = startPosition + Vector2.right *
patrolDistance;
if (transform.position.x > targetPosition.x)
{
movingRight = false;
Flip();

}

else

{

targetPosition = startPosition + Vector2.left *
patrolDistance;
if (transform.position.x < targetPosition.x)
{
movingRight = true;
Flip();
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if (movingRight)
{
rb.MovePosition (rb.position + Vector2.right *
moveSpeed * Time.deltaTime);
}
else
{
rb.MovePosition (rb.position + Vector2.left *
moveSpeed * Time.deltaTime);
}
}

void ChasePlayer ()
{
if (player != null)
{
Vector2 direction = (player.position -
transform.position) .normalized;
rb.MovePosition(rb.position + direction * chaseSpeed
* Time.deltaTime) ;
if (direction.x > 0 && !movingRight)
{
Flip ()7
movingRight = true;
}

else 1if (direction.x < 0 && movingRight)

{

Flip();
movingRight = false;
}
}
else
{
isChasingPlayer = false;
}
}
void Flip ()
{
transform.localScale = new Vector3 (-

transform.localScale.x, transform.localScale.y,
transform.localScale.z);

}

public void TakeDamage (int damage)

{

Debug.Log ("TakeDamage called! Incoming damage: " +
damage + ", currentHealth BEFORE damage: " + currentHealth);

Debug.Log (gameObject.name + " took " + damage + "
damage! Current health: " + currentHealth);

currentHealth -= damage;
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Debug.Log ("currentHealth AFTER damage: " +
currentHealth) ;
Debug.Log ("New currentHealth: " + currentHealth);
if (currentHealth <= 0)
{
Die () ;

}

volid Die ()

{
Debug.Log (gameObject.name + " died!");
animator.SetBool ("IsDead", true);
monsterCollider.enabled = false;

StartCoroutine (DelayedDestroy () ) ;
}

private IEnumerator DelayedDestroy ()
{
float animationLength = 0f;
if (animator.runtimeAnimatorController != null)
{
AnimationClip[] clips =
animator.runtimeAnimatorController.animationClips;
foreach (AnimationClip clip in clips)
{
if (clip.name == "Death")
{
animationLength = clip.length;
break;

}
}

yield return new WaitForSeconds (animationLength) ;

Destroy (gameObject) ;
}

private void OnCollisionStay2D(Collision2D collision)
{
if (collision.gameObject.CompareTag ("Player") &&
canAttack && !damageAppliedThisFrame)
{
PlayerHealth playerHealth =
collision.gameObject.GetComponent<PlayerHealth> () ;
if (playerHealth != null)
{
playerHealth.TakeDamage (damageAmount) ;

Vector?2 direction = ((Vector?)transform.position
- (Vector2)collision.transform.position) .normalized;
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ApplyKnockback (direction) ;

CharacterMovement characterMovement =
collision.gameObject.GetComponent<CharacterMovement> () ;
if (characterMovement != null)

{
characterMovement.ApplyKnockback (-

direction);

}

StartCoroutine (AttackDelay () ) ;
damageAppliedThisFrame = true;

}

private void LateUpdate ()

{
damageAppliedThisFrame = false;

}

private IEnumerator AttackDelay ()

{
canAttack = false;
yield return new WaitForSeconds (attackDelay);

canAttack = true;

}

private void Knockback (Vector2 direction)

{

rb.AddForce (direction * knockbackForce,
ForceMode2D.Impulse) ;
}

public void ApplyKnockback (Vector2 direction)
{
Knockback (direction) ;

}

void UpdateAnimations ()

{

animator.SetBool ("Idle", !isChasingPlayer);
animator.SetBool ("Run", isChasingPlayer); // Run, korza

npecjenyeT

}

void OnDrawGizmosSelected ()

{
Gizmos.color = Color.green;
Gizmos.DrawWireSphere (transform.position,
detectionRange) ;

}
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}

daiin MonstersAl.cs:

using UnityEngine;
using System.Collections;

public class MonstersAI : MonoBehaviour
{
[SerializeField] private int maxHealth = 1;
private int currentHealth;
private Animator animator;
private Collider2D monsterCollider;
private bool isDead = false;

// CraTuueckoe IMOJie IOJid XPaHeHMS CCHUIKM Ha OOBEeKT MI'POKa
public static GameObject Player { get; set; }

void Start ()
{

currentHealth = maxHealth;
animator = GetComponent<Animator>():;
monsterCollider = GetComponent<Collider2D> () ;

if (animator == null)

{
Debug.LogError ("Animator component not found!");
return;

}

animator.Play ("Idle");
}

public void TakeDamage (int damage)

{

if (isDead) return;

currentHealth -= damage;
Debug.Log (gameObject.name + " took " + damage + "
damage! Current health: " + currentHealth);

if (currentHealth <= 0)

{
Die();

}

void Die ()
{
isDead = true;
Debug.Log (gameObject.name + " died!");
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animator.Play ("Death");
monsterCollider.enabled = false;
StartCoroutine (DelayedDestroy()) ;

}

private IEnumerator DelayedDestroy ()

{

float animationLength 0f;

AnimationClip[] clips
animator.runtimeAnimatorController.animationClips;

foreach (AnimationClip clip in clips)

{

if (clip.name == "Death")
{
animationLength = clip.length;
break;
}
}

yield return new WaitForSeconds (animationLength) ;

if (Player != null)
{

PlayerHealth playerHealth =

Player.GetComponent<PlayerHealth> () ;
CharacterAnimations playerAnimator =

Player.GetComponent<CharacterAnimations> () ;

if (playerHealth != null && playerHealth.enabled &&

playerAnimator != null && playerAnimator.enabled)

{
playerHealth.Heal (2); // JleuuMm urpoka

playerAnimator.Heal () ;

}

else

{
Debug.LogWarning ("Player is not fully

initialized. Skipping heal.");
}
}

else

{
Debug.LogWarning ("Player object is null. Skipping

heal.");
}

Destroy (gameObject) ;

}
daiin FlyingEye.cs:
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using UnityEngine;
using System.Collections;

public class FlyingEye : MonoBehaviour
{
public float moveSpeed = 3f;
public int damage = 1;
public float detectionRange = 10f;
public float attackRange = 1f;
public int health = 1;

[SerializeField] private float attackDelay = 1f;
private bool canAttack = true;

[SerializeField] private float knockbackForce = 3f;

private Transform player;
private Animator animator;
private Rigidbody2D rb;
private bool isDead = false;

void Start ()

{
animator = GetComponent<Animator>():;
rb = GetComponent<Rigidbody2D> () ;

if (animator == null)

{
Debug.LogError ("Animator He Haumen!");
enabled = false;

}

if (rb == null)
{
Debug.LogError ("Rigidbody2D ne nHawmmen!");
enabled = false;
}
FindPlayer () ;
}

void FindPlayer ()
{
if (player == null)
{
GameObject playerObject =
GameObject.FindGameObjectWithTag ("Player") ;
if (playerObject != null)
{
player = playerObject.transform;
}
else

{
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Debug.LogWarning ("Mrpok c¢ TeroMm 'Player' He
Havzmen!") ;
}
void Update ()
{ if (isDead) return;
FindPlayer () ;

if (player == null) return;

float distanceToPlayer =
Vector2.Distance (transform.position, player.position);

if (distanceToPlayer <= detectionRange)
{

// llepemelmeHne K UTPOKY

Vector2 direction = (player.position -
transform.position) .normalized;
rb.linearVelocity = direction * moveSpeed;

// TlpoBepka attackRange ¥ BO3MOXHOCTL aTakKM
if (distanceToPlayer <= attackRange && canAttack)
{

Attack();

}
else
{

rb.linearVelocity = Vector2.zero;

}

void Attack()
{
// HaHecTu YPOH UIPOKY
PlayerHealth playerHealth =
player.GetComponent<PlayerHealth> () ;
if (playerHealth != null)
{
playerHealth.TakeDamage (damage) ;
}

StartCoroutine (AttackDelay()); // BanyckaeMm KyJIayH
aTaxku

private void OnCollisionStay2D(Collision2D collision)
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{

if (collision.gameObject.CompareTag ("Player") &&
canAttack)

{

PlayerHealth playerHealth =
collision.gameObject.GetComponent<PlayerHealth> () ;
if (playerHealth != null)

{
playerHealth.TakeDamage (damage) ;

Vector?2 direction =
((Vector?2)transform.position -
(Vector2)collision.transform.position) .normalized;

ApplyKnockback (direction) ;

CharacterMovement characterMovement =
collision.gameObject.GetComponent<CharacterMovement> () ;
if (characterMovement != null)

{

characterMovement.ApplyKnockback (-
direction);

}

StartCoroutine (AttackDelay()) ;

}

private IEnumerator AttackDelay ()
{
canAttack = false;

yield return new WaitForSeconds (attackDelay);
canAttack = true;

}

public void TakeDamage (int damage)
{

health -= damage;

if (health <= 0)

{

Die();

}

}

private void Die()
{
animator.SetBool ("IsDead", true);
GetComponent<Collider2D> () .enabled = false;
rb.linearVelocity = Vector2.zero; // OcraHaBIMBaeM
MOHCTpPA

rb.isKinematic = true; // Orkjouaem OUBUKY
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StartCoroutine (DelayedDestroy()) ;
}

private IEnumerator DelayedDestroy ()
{
float animationLength = 0f;
if (animator.runtimeAnimatorController != null)
{
AnimationClip[] clips =
animator.runtimeAnimatorController.animationClips;
foreach (AnimationClip clip in clips)
{
if (clip.name == "Death")
{
animationLength = clip.length;
break;

}
}

yield return new WaitForSeconds (animationLength) ;

Destroy (gameObject) ;
}

private void Knockback (Vector2 direction)
{
rb.AddForce (direction * knockbackForce,
ForceMode2D.Impulse) ;

}

public void ApplyKnockback (Vector2 direction)
{

Knockback (direction) ;

}

void OnDrawGizmosSelected()
{
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere (transform.position,
detectionRange) ;
Gizmos.color = Color.red;
Gizmos.DrawWireSphere (transform.position,
attackRange) ;
}
}

daiin Boss.cs:

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

public class Boss : MonoBehaviour
{
[Header ("Health") ]
[SerializeField] private int maxHealth = 10;
private int currentHealth;
public Slider healthBar;
public GameObject healthBarObject;

[Header ("Vision") ]

[SerializeField] private float visionRange = 10f;
[SerializeField] private LayerMask targetlayers;
[SerializeField] private Transform visionOrigin;

[Header ("Attack") ]

[SerializeField] private float attackCooldown = 2f;
[SerializeField] private float attackAnimationDelay = 0.5f;
[SerializeField] public GameObject fireBallPrefab;
[SerializeField] public GameObject knockbackPrefab;
public GameObject knockbackBigPrefab;
[SerializeField] public Transform attackPoint;

public int phase2HealthThreshold = 4; // Ilopor 300pOBbS IJid
nepexomna BO BTOpy basy

public bool isPhase2 = false; // ®yar, mnoxasuBawommi, UYTO
focc BO BTOpOM OQase
public bool isInvincible = false; // dmar HeysasBuMOoCTUM Bocca

[Header ("Phase 2") ]

[SerializeField] private GameObject monsterEyePrefab;

[SerializeField] private Transform[] monsterEyeSpawnPoints;

[SerializeField] private float monsterEyeSpawnInterval = 5f;
// VHTepBajy cnaeHa MonsterEye B CeKyHOax

private float nextMonsterEyeSpawnTime; // Bpems ciepmyomero
crnaBHa MonsterEye

[Header ("Slowmotion") ]

public float slowMotionTimeScale = 0.2f; // Cremnenb
3aMelJIeHUS BPEeMeHU

public float slowMotionDuration = 3f; // IOIUTeJIbHOCTDb
3aMeIJIEHHOT'O BpPEMEeHU

[Header ("Dialogue") ]
public BossDialogue bossDialogue;

[Header ("Components") ]

private Animator animator;
private Collider2D bossCollider;
private float originalTimeScale;
private GameObject player;
private bool isDead = false;

Jlucm

[y 1.090301.2.001 113 151

U3m. {Jlucm Ne dokym. Moodnucek | Jama




private float attackTimer = 0f;
private bool isAttacking = false;

public static event Action OnBossDeath;

vold Start ()

{
currentHealth = maxHealth;
animator = GetComponent<Animator>();
bossCollider = GetComponent<Collider2D> () ;

if (animator == null)
{

Debug.LogError ("Animator component not found!");

enabled = false;
return;

}

if (bossCollider == null)

{

Debug.LogError ("Collider2D component not found!");

enabled = false;
return;

player = GameObject.FindGameObjectWithTag ("Player");

if (_ player == null)
{
Debug.LogError ("Player not found. Make sure the
player has the 'Player' tag.");
enabled = false;

return;

}

if (bossDialogue == null)

{
bossDialogue = GetComponent<BossDialogue> () ;
if (bossDialogue == null)

{
Debug.LogError ("BossAttack requires a
BossDialogue component!");
}
}

healthBar.maxValue = maxHealth;
healthBar.value = currentHealth;
if (healthBarObject == null)
{

healthBarObject = healthBar.gameObject;
}

originalTimeScale = Time.timeScale;
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void Update ()
{

if (isDead) return;
_attackTimer += Time.deltaTime;

if (CanSeePlayer() && attackTimer >= attackCooldown)
{

Attack () ;

_attackTimer = 0f;

}

if (_isPhase2)
{
// Jlormka cnaBHa MonsterEye
if (Time.time >= nextMonsterEyeSpawnTime)
{
SpawnMonsterEye () ;
_nextMonsterEyeSpawnTime = Time.time +
monsterEyeSpawnlInterval;
}
}
}

bool CanSeePlayer ()
{
if ( player == null || visionOrigin == null)
{
Debug.LogWarning ("Player or VisionOrigin is null!");
return false;

}

float distanceToPlayer =
Vector2.Distance (visionOrigin.position,
_player.transform.position);

bool seesPlayer = distanceToPlayer <= visionRange;
return seesPlayer;

}

void Attack ()
{

if (isAttacking) return;

if (bossDialogue == null ||
!bossDialogue.IsDialoguePlaying)

{
float randomValue = UnityEngine.Random.Range (0f,

1£)7

if (randomValue < 0.5f) // 50% Fireball
{
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Debug.Log ("Fireball Attack - Triggering Attack
animation") ;

animator.SetTrigger ("Attack");

Invoke ("CreateFireball", attackAnimationDelay);

}
else // 50% Knockback

{
Debug.Log ("Knockback Attack - Triggering
Knockback animation");
animator.SetTrigger ("Knockback") ;
StartCoroutine (KnockbackAttackRoutine ()); //
3anyckaeM KOpPyTHMHY IJjsa cepum aTtak Knockback

}

Invoke ("EndAttack", attackAnimationDelay)
}

else

{

Debug.Log ("Boss is not attacking (dialogue is
playing) .");
// ATaka He BEI[IOJIHAETCHA, TaK KaK MigeT IOMajJjior
}
}

void CreateFireball ()

{
GameObject fireBall = Instantiate(fireBallPrefab,

attackPoint.position, Quaternion.identity);

}

private IEnumerator KnockbackAttackRoutine ()

{

animator.SetTrigger ("Knockback");
float knockbackDelay = 0.2f;
yield return new WaitForSeconds (0.5f);

for (int 1 = 0; 1 < 3; 1i++)
{
CreateKnockback () ;
yield return new WaitForSeconds (knockbackDelay);

vold CreateKnockback ()

{
GameObject knockback = Instantiate (knockbackPrefab,
attackPoint.position, Quaternion.identity);

}
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public void EndAttack()

{
animator.SetBool ("IsAttacking", false);
animator.ResetTrigger ("Attack");
animator.ResetTrigger ("Knockback") ;
animator.ResetTrigger ("KnockbackBig") ;

}

public void TakeDamage (int damage)
{

if (isDead) return;

if (isInvincible) return;

currentHealth -= damage;

Debug.Log (gameObject.name + " took " + damage + "
damage! Current health: " + currentHealth);

healthBar.value = currentHealth;

animator.SetTrigger ("IsHit") ;

if (currentHealth <= phase2HealthThreshold &&
! isPhase2)
{
// Tlepexon BO BTOpyoL dGasy
StartCoroutine (Phase2Transition());

}

if (currentHealth <= 0)
{
Die();
if (healthBarObject != null)
{
healthBarObject.SetActive (false);

}
}

void CreateKnockbackBig ()

{
Debug.Log ("CreateKnockbackBig () called");

// Cosmaem KnockbackBig

GameObject knockbackBig =
Instantiate (knockbackBigPrefab, attackPoint.position,
Quaternion.identity);

}

private IEnumerator Phase2Transition ()

{

_isPhase2 = true; // YcrarnaBmmBaeMm oOjar, dUTo OOCC BO
BTOPOM Odaze
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isInvincible = true; // BoCC CTAHOBMTCSH HEYS3BUMBM
isAttacking = true; // BocCc He MOXET aTakKOoBAaTb BO BpeMs
anmmanuy KnockbackBig

animator.SetTrigger ("KnockbackBig") ;

// TlomydyaeM IJUTEJbHOCTbL aHmMaumm KnockbackBig
float animationLength = 0f;
AnimationClip[] clips =
animator.runtimeAnimatorController.animationClips;
foreach (AnimationClip clip in clips)
{
if (clip.name == "KnockbackBig")
{
animationLength = clip.length;
break;

yield return new WaitForSeconds (animationLength) ;

float delayBeforeKnockbackBig = 1.2f;
yield return new
WaitForSeconds (delayBeforeKnockbackBig) ;

// Cosmaém KnockbackBig ommu pas
CreateKnockbackBig() ;

isAttacking = false; // Bocc CcHOBa MOXeT aTaKOBAaTh
isInvincible = false; // Bocc CHOBa CTAHOBUTCSH YSI3BMUMBEM

_nextMonsterEyeSpawnTime = Time.time;

private void SpawnMonsterEye ()
{
if (monsterEyePrefab != null &&
monsterEyeSpawnPoints.Length > 0)
{
// Bubupaem CJIyyarHyl TOUKY CIIaBHAa
Transform spawnPoint =
monsterEyeSpawnPoints [UnityEngine.Random.Range (0,
monsterEyeSpawnPoints.Length) ];
Instantiate (monsterEyePrefab, spawnPoint.position,
spawnPoint.rotation);
}
else
{
Debug.LogWarning ("MonsterEyePrefab is null or no
spawn points defined!");
}
}
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void Die ()

{
isDead = true;
bossCollider.enabled = false;
animator.SetTrigger ("IsDead") ;

// TlokaswBaeM bpasy cMmepTu nepen SlowMotion

if (bossDialogue != null &é&
!'string.IsNullOrEmpty (bossDialogue.deathTaunt))

{

bossDialogue.ShowFloatingText (bossDialogue.deathTaunt) ;
}

StartCoroutine (SlowMotionDeath()); // Bamennsem BpeMs

private System.Collections.IEnumerator SlowMotionDeath ()

{

float originalAnimationSpeed = animator.speed;

// 3BamensgeM BpeMsS M aHMMALM

Time.timeScale = slowMotionTimeScale;

Time.fixedDeltaTime = 0.02F * Time.timeScale; //
O6uorysgem fixedDeltaTime, uToOOH Gu3MKa paboTajla KOPPEKTHO B
3aMenJIEHHOM BpPEeMeHU

animator.speed = slowMotionTimeScale;

// Xmewm, noka IJIMTCA 3aMenjieHHOEe BpeMd
yield return new
WaitForSecondsRealtime (slowMotionDuration) ;

// BoccTaHaBJIMBAaeM HOPMAaJIbHOE BpeMS UM CKOPOCTB aHMMalluu
Time.timeScale = originalTimeScale;

Time.fixedDeltaTime = 0.02F;

animator.speed = originalAnimationSpeed;

Debug.Log ("Boss is dying! Destroying GameObject.");
Destroy (gameObject) ;

// BHIBHIBAeM COOBITME CMepTu Oocca
if (OnBossDeath != null)

{
OnBossDeath () ;

private void OnDrawGizmosSelected()

{

if (monsterEyeSpawnPoints != null)

{
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Gizmos.color = Color.yellow;
foreach (Transform spawnPoint in
monsterEyeSpawnPoints)

{
if (spawnPoint != null)
{

Gizmos.DrawSphere (spawnPoint.position,
0.5f);

}

®daiin Fireball.cs:

using UnityEngine;

public class Fireball : MonoBehaviour
{
public float speed = 5f;
public float lifeTime = 2f;
public int damage = 1;
public float trackingTime = 2f; // Bpewmsa npeciyienoBaHMsS LM

private Vector2 direction;
private Transform player;
private float trackingTimer;

void Start ()

{
Destroy (gameObject, lifeTime);

_player =
GameObject.FindGameObjectWithTag ("Player") .transform;
if ( player == null)

{
Debug.LogWarning ("Player not found!");
Destroy (gameObject) ;

}

_trackingTimer = 0f; // VHnMumamusupyeMm TarMep
if ( player != null)
{
_direction = ((Vector2Z) player.position -
(Vector2) transform.position) .normalized; // HauanbHoe
HanpaBJIeHue

}
}

void Update ()

{
if ( player == null)
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Destroy (gameObject) ;
return;

}

if ( trackingTimer < trackingTime) // Ecam Bpemsd
NpecJjieIOBaHUs €lle He MCTEeKJIO
{
_direction = ((Vector2) player.position -
(Vector2) transform.position) .normalized; // OBHOBJIAeM
HanpasJIeHue
_trackingTimer += Time.deltaTime; // YBemnumsaem
TamMep

}

transform.Translate( direction * speed *
Time.deltaTime) ;

}

void OnTriggerEnter2D(Collider2D other)

{
if (other.gameObject.CompareTag ("Player"))

{
// HaHOCYM YPOH MUITPOKY
PlayerHealth playerHealth =
other.GetComponent<PlayerHealth> () ;
if (playerHealth != null)

{
playerHealth.TakeDamage (damage) ;

}
Destroy (gameObject) ;
}

®daiin Knockback.cs:

using UnityEngine;

public class Knockback : MonoBehaviour

{
public float speed = 5f;

public float lifeTime = 2f; // BpeMmsa xu3HU OOBEKTA

public int pushForce = 10;

public float trackingTime = 2f; // BpewMmsa mnpecjenoBaHUSA
LeJsm

private Vector2 direction;
private Transform player;
private float trackingTimer;
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volid Start ()

{
Destroy (gameObject, lifeTime);

_player =
GameObject.FindGameObjectWithTag ("Player") .transform;
if ( player == null)

{
Debug.LogWarning ("Player not found!");

Destroy (gameObject) ;
}

_trackingTimer = 0f; // VHuumammsupyeMm TarMep
if ( player != null)
{
_direction = ((Vector2) player.position -
(Vector?2) transform.position) .normalized; // HauanbHOe
HamnpaBJIeHue

}
}

void Update ()
{
if ( player == null)
{
Destroy (gameObject) ;
return;

}

if ( trackingTimer < trackingTime) // Ecam Bpewmsa
npecjieIoBaHMa elle He MCTEKJIO

{

_direction = ((Vector2) player.position -
(Vector2) transform.position) .normalized; // OBHOBJgeM
HarnpaBJIeHKe

_trackingTimer += Time.deltaTime; // VYBenmumeaem
TayMep

}

transform.Translate( direction * speed *
Time.deltaTime) ;

}

void OnTriggerEnter2D(Collider2D other)
{
// TlpoBepsgeM, CTOJIKHYJICS JiM OOBEKT C MIPOKOM
if (other.gameObject.CompareTag ("Player"))
{
Rigidbody2D playerRb =
other.GetComponent<Rigidbody2D> () ;
if (playerRb != null)
{

Vector2 pushDirection = direction;
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playerRb.AddForce (pushDirection * pushForce,
ForceMode2D.Impulse) ;
Debug.Log ("Player pushed!");
}
else
{
Debug.LogWarning ("Player has no
Rigidbody2D!") ;
}
}

}

CKpI/IHTBI JHUAJIOIOB.
daiin DialogueManager.cs:

using UnityEngine;

using UnityEngine.UI;

using Ink.Runtime;

using TMPro;

using System;

using System.Collections;

using System.Collections.Generic;

public class DialogueManager : MonoBehaviour
{
public GameObject dialoguePanel;
public TextMeshProUGUI dialogueText;
public TextMeshProUGUI speakerNameText;
public AudioSource textSound;

public event Action OnDialogueStarted; // CofriTue Hauaja
omajiora

public event Action OnDialogueEnded; // CobuTue
OKOHYaHMSA IMajora

public static DialogueManager Instance;

private Story currentStory;
public bool dialoguelIsPlaying { get; private set; }

[Tooltip ("Characters per second") ]
public float textSpeed = 50f;

[Tooltip ("Color of Cody's name (hex code)")]
public string codyNameColor = "BC0741";

private void Awake ()

{

if (Instance != null)

{
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Debug.LogWarning ("More than one Dialogue Manager
in the scene!");
}
Instance = this;

}

private void Start()

{
dialoguelIsPlaying = false;
dialoguePanel.SetActive (false);

}

private void Update ()

{
if (dialoguelIsPlaying && (Input.GetMouseButtonDown (0)

| | Input.GetKeyDown (KeyCode.Space)))
{
OnClickContinue () ;
}
}

public void EnterDialogueMode (TextAsset inkStory)
{
_currentStory = new Story(inkStory.text);
_currentStory.ChoosePathString ("main") ;
dialoguelIsPlaying = true;
dialoguePanel.SetActive (true);

ContinueStory ()
OnDialogueStarted?.Invoke () ;

}

private void ExitDialogueMode ()

{
StopAllCoroutines () ;
dialoguelIsPlaying = false;
dialoguePanel.SetActive (false);
dialogueText.text = "";
speakerNameText.text = "";
OnDialogueknded?.Invoke () ;

}

private void ContinueStory ()

{

if ( _currentStory.canContinue)

{

string nextLine = currentStory.Continue();
string speakerName =
ExtractSpeakerName ( currentStory.currentTags) ;

if (speakerName == "Komu")

{
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speakerNameText.text =
$"<color=#{codyNameColor}>{speakerName}</color>";
}
else
{
speakerNameText.text = speakerName;

}

StopAllCoroutines() ;
StartCoroutine (TypeSentence (nextLine) ) ;
}

else

{
ExitDialogueMode () ;

}

private string ExtractSpeakerName (List<string>
currentTags)

{
foreach (string tag in currentTags)
{
string[] parts = tag.Split(':");
if (parts.Length == 2 && parts[0].Trim() ==
"speaker™)

return parts[1l].Trim();

}

return "";

}

private IEnumerator TypeSentence(string sentence)
{

dialogueText.text = "";

float timePerCharacter = 1f / textSpeed;

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

{

dialogueText.text += sentenceli];

if (1 % 4 == 0)
{

textSound.Play () ;
}

yield return new WaitForSeconds (timePerCharacter);
}
public void OnClickContinue ()

{

ContinueStory () ;
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}

public TextAsset GetCurrentInk ()
{
if ( currentStory != null)
{
// HaxomvMm TextAsset o mMMeHU
string storyName =
_currentStory.ToJson () .Substring (2, 12);

// BosBpamaem inkFile
return Resources.Load<TextAsset>(storyName) ;

}

else

{
Debug.LogError ("No current story!");
return null;

}
®daiis1 NPCCore.cs:

using UnityEngine;

public class NPCCore : MonoBehaviour
{
public DialogueManager dialogueManager;
public TextAsset[] inkFiles; // MaccuB IOMaJIOTOB
private bool isInRange;
private bool dialogueStarted;

void Start ()
{
if (inkFiles == null || inkFiles.Length == 0)
{
Debug.LogError ("No ink files assigned to the
NPC!");
enabled = false;
return;

}

void Update ()
{
if (Input.GetKeyDown (KeyCode.Q) && _isInRange &&
! dialogueStarted)
{
StartDialogue () ;
}
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}

public void StartDialogue ()
{

TextAsset inkToUse = null;

// OnpenengeMm, kako¥ darnn Ink MCOoJbL30BATH
if (PlayerPrefs.GetInt ("Completelevel3d") == 1 &&
inkFiles.Length > 3)
{
inkToUse = inkFiles|[3];
Debug.Log ("3arpyxexn Ink damnn 3 (Completelevel3 ==
)"
}
else 1f (PlayerPrefs.GetInt ("Completelevel2™) == 1 &&
inkFiles.Length > 2)
{
inkToUse = inkFiles([2];
Debug.Log ("3arpyxexn Ink damnn 2 (Completelevel2 ==
)"
}
else 1if (PlayerPrefs.GetInt ("FlowerBloom") == 1 &&
inkFiles.Length > 1)
{
inkToUse = inkFiles[1];
Debug.Log ("3arpyxexn Ink damn 1 (FlowerBloom ==

IR
}
else
{
inkToUse = inkFiles[0];
Debug.Log ("3arpyxen Ink odamn 0 (Ilo ymosuaHuwo) ") ;
}
// BamnyckaeM IOuajiorn
if (dialogueManager != null && inkToUse != null)
{
dialogueManager.EnterDialogueMode (inkToUse) ;
_dialogueStarted = true;
PlayerPrefs.SetInt ("DefaultDialogueRead", 1);
dialogueManager.OnDialogueEnded +=
OnDialogueEnded;

}

else
{
Debug.LogError ("DialogueManager is not assigned or
inkFile is null!"™);
}
}

void OnDialogueEnded ()
{
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}

dialogueManager.OnDialogueEnded -= OnDialogueEnded;
_dialogueStarted = false;
}

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.CompareTag ("Player"))

{
_isInRange = true;
Debug.Log ("Player in range");

}

private void OnTriggerExit2D(Collider2D collision)
{

if (collision.CompareTag("Player"))

{
_isInRange = false;

}

CKpI/IHTLI IepexXo0B.

®aiin LevelTransition.cs:

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

public class LevelTransition : MonoBehaviour

{

[Tooltip ("VMHOEKC CLEHH, Ha KOTOPYK HYXHO IepeKJIouYuTbCsa.") ]
public int sceneToLoad;

[Tooltip ("OOBEKT, KOTOPHIM HYXHO AKTUBUPOBATH IIOCIIE

cpabaTelBaHMa Tpurrepa (HanopuMmep, OBepb). OCTaBbTe NYyCTEM, €CJU
He HYXHO aKTUMBMPOBaATbH 0OBeKT.") ]

public GameObject objectToActivate;

[Tooltip ("Ter obbeKTa, KOTOPHIM MOXET aKTUBUPOBATL TPUITED.

Hanpumep, 'Player'.")]

public string triggerTag = "Player";

[Tooltip ("3amepxka Hepen MNepexomoM Ha HOBYK ClLeHYy (B

cexkyHmax) .") ]

public float delayBeforelLoad = 0.7f;

private bool transitioning = false; //dnar, d4TO mnepexon
yXe 3amnyleH
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void Start()
{

if (objectToActivate != null)

{

objectToActivate.SetActive (false); // U3Ha4anbHO
ODEeaKTUBUPYEM OOBEKT

}

}

void OnTriggerEnter2D (Collider2D other)
{

if (other.CompareTag(triggerTag) && ! transitioning)
{
_transitioning = true; //OioxmpyeMm HIOBTOPHOE
cpabaTeBaHUEe
Completelevel () ;
Debug.Log ("YpoBeHb npowmnmen!");
if (objectToActivate != null)

objectToActivate.SetActive (true);

// BamnyckaeM KOPYTMHY MOJI9 CMEHHl CII€HB C 3aIepPXKOM’
StartCoroutine (LoadSceneWithDelay (sceneTolLoad,
delayBeforeload)) ;
}
}

void Completelevel ()
{
// YcraHaBiuBaeM B PlayerPref, uro SceneHHD Omua
npoMneHa
PlayerPrefs.SetInt ("SceneHHDCompleted", 1);
PlayerPrefs.Save() ;

}

// KopyTwHa IJjisg 3arpy3KM CLEeHB C BaOepPXKOl
private IEnumerator LoadSceneWithDelay (int scenelndex,
float delay)

{

Debug.Log ("Hauano oxmumaHMUsa Iepen 3arpy3KOoM ClLeHH...");

yield return new WaitForSeconds (delay);

Debug.Log ("BpeMsa oxXuIaHMA MCTEKJIO. 3arpys3kKa CLEeHH C
mHgekcoMm: " + scenelndex);

SceneManager.LoadScene (scenelndex) ;

}

®daitn LevelTransitionButton.cs:

using UnityEngine;
using UnityEngine.SceneManagement;
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public class LevelTransitionButton : MonoBehaviour

{
[Tooltip ("MHIOEKC CIIE€HB, Ha KOTOPYK HYXHO IepPeKJIIUUTHCS.") ]
public int sceneTolLoad;

[Tooltip ("OBBEKT, KOTOPEIM HYXHO AKTUBMPOBATL II0CJIE HAaXaTusd
KHONKM (HanpuMmep, IOBepb). OCcTaBbTe IYyCTHM, €CJM He HYXHO
AKTUBMPOBATE O0OBEKT.") ]

public GameObject objectToActivate;

[Tooltip ("Tar o6BeKTa, KOTOPEIM MOXET aKTUBUPOBATL TPUITED.
Hanpmmep, 'Player'.")]
public string triggerTag = "Player";

[Tooltip ("KHONKaA, KOTOPYK HYXHO HaXaTb IJid B3aVMMOIOEMCTBUA
c mBepbk. Hanpmumep, 'w'.")]
public KeyCode interactionKey = KeyCode.W;

[Tooltip ("3amepxka Hnepen NepexOoIOM Ha HOBYI ClLeHY (B
cexkyHmax) .") ]
public float delayBeforelLoad = 1.1f;

[Tooltip ("OBBEKT MIPOKA, KOTOPHIM HYXHO OTKJIOUMTL Ha BpPeMHA
nepexona.") ]
public GameObject playerObject;

private bool transitioning
yXe 3anyleH
private bool playerInRange = false;

false; // ®sar, uTo Hepexon

void Start ()
{

if (objectToActivate != null)

{

objectToActivate.SetActive (false); // U3HayaIbHO
OCaKTUBUPYEM OOBEKT

}

}

void Update ()
{
if ( playerInRange && Input.GetKeyDown (interactionKey)
&& ! transitioning)
{
_transitioning = true; // BrokupyeMm NOBTOPHOE
cpabaTelBaHUE

Debug.Log ("KHonka B3aMMOIEeMCTBMUSA HaxaTa. ODOBEKT C
Terom " + triggerTag + " Hauvan nepexonm.");

if (objectToActivate != null)
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objectToActivate.SetActive (true);
Debug.Log ("AkTUBMPOBaAH oOBekT: " +
objectToActivate.name) ;

}

// OTkJOUaeM ylIpaBJIeHME UTPOKOM
DisablePlayerControl () ;

// 3BanyckaeM KOPYTMHY IJIS CMEHHl CLEHH C 3alepXKOon
StartCoroutine (LoadSceneWithDelay (sceneToLoad,
delayBeforelLoad)) ;
}
}

void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag(triggerTaqg))
{
Debug.Log ("Mrpok BoWeJyl B 30HY HOeMCTBMA OBepu.");
_playerInRange = true;

void OnTriggerExit2D (Collider2D other)
{
if (other.CompareTag(triggerTaqg))
{
Debug.Log ("Vrpok BHIEJ M3 3O0HH OeVCTBUA IOBepu.") ;
_playerInRange = false;

}

// KopyTwuHa 1IJigd 3arpy3KM CLEHHE C 3aIepXKOoM
private System.Collections.IEnumerator
LoadSceneWithDelay (int scenelIndex, float delay)
{
Debug.Log ("Hauano oxmumaHMUa Iepen 3arpy3KoM ClLeHH...");
yield return new WaitForSeconds (delay);
// HaxomuMm oBwekT SceneState M yHUMUTOXaAEeM €TI0
SceneState sceneState =
FindAnyObjectByType<SceneState> () ;
if (sceneState != null)
{
Destroy (sceneState.gameObject) ;
Debug.Log ("SceneState destroyed before loading new
scene.");

Debug.Log ("BpeMsa oOXuIaHMA MCTEKJIO. 3arpys3ka CIleHH C
uHgekcoM: " + scenelndex);
SceneManager.LoadScene (scenelndex); // 3arpyXaeMm CleHY
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}

// MeTon mig OTKJIOUEHMVS YIPaBJIEHUS MIPOKOM
private void DisablePlayerControl ()
{
if (playerObject != null)
{
CharacterMovement characterMovement =
playerObject.GetComponent<CharacterMovement> () ;
if (characterMovement != null)

{

characterMovement.enabled = false;

}

SpriteRenderer spriteRenderer =
playerObject.GetComponent<SpriteRenderer> () ;
if (spriteRenderer != null)

{

spriteRenderer.enabled = false;

}

Animator animator =
playerObject.GetComponent<Animator> () ;

if (animator != null)
{
animator.enabled = false;
}
Debug.Log ("YnpaBjeHre UIPOKOM OTKJIIOUEHO.") ;

}

CKpUIITHI COXpaHECHUM:

®aiin LevelUnlocker.cs:

using UnityEngine;
using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class LevelUnlocker : MonoBehaviour
{

public GameObject levellDoor;

public GameObject level2Door;

public GameObject level3Door;

public GameObject leveldDoor;

void Start ()
{

// CKpulBaeM IBEpPU YPOBHEMNM
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’

levellDoor.SetActive
level2Door.SetActive
level3Door.SetActive
leveld4Door.SetActive

false)
false);
false);
false)

o~ o~ o~ —

’

CheckLevelUnlocks () ;
}

void Update ()

{
// TlocTOgHHO NpoBepseM cocTosaHme neepu Levell
CheckLevellUnlock() ;

}

private void CheckLevellUnlock()
{
if (PlayerPrefs.GetInt ("DefaultDialogueRead") == 1)
{
UnlockLevell () ;
}
}

private void CheckLevelUnlocks ()
{
//PasbiokupoBka Level 2
if (PlayerPrefs.GetInt ("FlowerBloom") == 1) /
{
UnlockLevel?2 () ;
}
else
{
Debug.Log ("Flower is not yet blooming.");
}

// Pasb6inoxkupoBka Level 3
if (PlayerPrefs.GetInt ("Completelevel2") == 1)
{
UnlockLevel3 () ;
}
else
{
Debug.Log("Level 2 is not yet complete.");
}

//PasbiokvpoBka Level 4
if (PlayerPrefs.GetInt ("Completelevel3") == 1)
{
UnlockLeveld () ;
}

else

{
Debug.Log ("Level 3 is not yet complete.");
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}

PlayerPrefs.Save();

}

private void UnlockLevell ()

{

levellDoor.SetActive (true)

.
14

Debug.Log ("Level 1 unlocked!");

}

private void UnlockLevel?2 ()

{

level2Door.SetActive (true)

.
14

Debug.Log ("Level 2 unlocked!");

}

private void UnlockLevel3 ()

{

level3Door.SetActive (true)

.
4

Debug.Log ("Level 3 unlocked!");

}

private void UnlockLeveld ()

{

leveld4Door.SetActive (true)

.
4

Debug.Log ("Level 4 unlocked!");

}

daiin ResetPlayerPrefs.cs:

using UnityEngine;

public class ResetPlayerPrefs : MonoBehaviour

{

public void ResetAllPlayerPrefs|()

{
PlayerPrefs.DeleteAll () ;
IDaHHBIE
PlayerPrefs.Save();

// YmajiseT BCe COXpPaHeHHBE

Debug.Log ("PlayerPrefs reset!");

}

Cxpurnr nepexojia MeX1y ClICHaMH.

®daitn Sceneloader.cs:

using UnityEngine;
using UnityEngine.SceneManagement;
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public class ScenelLoader

{

}

MonoBehaviour

public string nextSceneName;

public void LoadNextScene ()

{

SceneManager.LoadScene (nextSceneName) ;

CkpunTsl ayuo:

daiin AudioManager.cs:

using UnityEngine;

using UnityEngine.Audio;
using System;

using System.Collections.Generic;

public enum SoundType

{

public class AudioManager

{

Dictionary<SoundType,

Master,
Sound,
Music,

MonoBehaviour

public static AudioManager Instance;

[SerializeField] private AudioMixer audioMixer;

private
private
private

private
private

private

private
private

private
private

private

private

const
const
const

string
string
string

const
const
const

string
string
string

bool musicMuted =
bool soundMuted

float soundVolume =
float musicVolume

Dictionary<SoundType,
float> ()

void Awake ()

MasterVolumeKey = "MasterVolume";
SoundVolumeKey = "SoundVolume";
MusicVolumeKey = "MusicVolume";
MIXER MASTER VOLUME = "MasterVolume";
MIXER SOUND VOLUME = "SoundVolume";
MIXER MUSIC VOLUME = "MusicVolume";
false;
= false;
1f;
= 1f;

float> volumes = new
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if (Instance == null)

{
Instance = this;
DontDestroyOnLoad (gameObject) ;

LoadSoundSettings () ;
}
else
{
Destroy (gameObject) ;
return;

}

public void SetVolume (SoundType soundType, float volume)
{
volume = Mathf.ClampOl (volume) ;
string parameterName = soundType.ToString() + "Volume";
float logVolume = Mathf.LoglO (Mathf.Clamp (volume,
0.0001f, 1f)) * 20f;
_audioMixer.SetFloat (parameterName, logVolume) ;
_volumes [soundType] = volume;
SaveVolume (soundType, volume);
}
public float GetVolume (SoundType soundType)
{
if ( volumes.ContainsKey (soundType))
{
return volumes[soundType];

}

float volume = 1f;
string key = GetKeyForSoundType (soundType) ;

if (PlayerPrefs.HasKey (key))
{

volume = PlayerPrefs.GetFloat(key, 1f);
}

_volumes [soundType] = volume;
return volume;

}

public void ToggleMusicMute ()
{
_musicMuted = ! musicMuted;
_audioMixer.SetFloat (MIXER MUSIC VOLUME, musicMuted ? -
80f : Mathf.LoglO (Mathf.Max( musicVolume, 0.0001f)) * 20);
Debug.Log ("Music Muted: " + musicMuted);
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public void ToggleSoundMute ()
{
_soundMuted = ! soundMuted;
_audioMixer.SetFloat (MIXER SOUND VOLUME, soundMuted ? -
80f : Mathf.LoglO (Mathf.Max( soundVolume, 0.0001f)) * 20);
Debug.Log ("Sound Muted: " + soundMuted);
}

private void SaveVolume (SoundType soundType, float volume)
{
string key = GetKeyForSoundType (soundType) ;
PlayerPrefs.SetFloat (key, volume);
PlayerPrefs.Save();

}

private string GetKeyForSoundType (SoundType soundType)
{
switch (soundType)
{
case SoundType.Master:
return MasterVolumeKey;
case SoundType.Sound:
return SoundVolumeKey;
case SoundType.Music:
return MusicVolumeKey;
default:
Debug.LogError ("Invalid SoundType!");
return "";

}

public void LoadSoundSettings ()
{
SetVolume (SoundType.Master,
GetVolume (SoundType.Master)) ;
SetVolume (SoundType.Sound, GetVolume (SoundType.Sound)) ;
SetVolume (SoundType.Music, GetVolume (SoundType.Music));

}

daitn GameSettingsController.cs:

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.Audio;

public class GameSettingsController : MonoBehaviour
{

[SerializeField]

private AudioMixer audioMixer;
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[SerializeField]
private VolumeController masterVolumeController;

private void Start()
{
if ( audioMixer == null)
{
Debug.LogError ("AudioMixer He Ha3HAUeH B
GameSettingsController!");
return;

}

if ( masterVolumeController == null)

{

Debug.LogError ("Master VolumeController He

HasHaueH B GameSettingsController!");
return;
}
_masterVolumeController.soundType = SoundType.Master;

Slider masterSlider =
_masterVolumeController.GetComponent<Slider> () ;
if (masterSlider == null)
{
Debug.LogError ("Slider He HamneH Ha GameObject c
VolumeController!");
return;

masterSlider.value =
AudioManager.Instance.GetVolume (SoundType.Master) ;

}
}

daiin MusicManager.cs:

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

public class MusicManager : MonoBehaviour
{
public static MusicManager Instance; // Singleton

[SerializeField] private AudioSource musicSource;

[SerializeField] private List<ScenePlaylist> scenePlaylists
= new List<ScenePlaylist>();

private string currentSceneName;
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private int currentTrackIndex = 0;

// CrnoBapb mjisg OBICTPOTO [OMCKA I[IJIEMIMCTa [0 MMEHM CILEHEH
private Dictionary<string, List<AudioClip>>
_scenePlaylistsDict = new Dictionary<string, List<AudioClip>>();

private void Awake ()
{
// Singleton pattern
if (Instance == null)
{
Instance = this;
DontDestroyOnLoad (gameObject); // CoxpaHseM
MusicManager Mexny cClLeHaMM
}
else
{
Destroy (gameObject) ;
return;

}

// 3BamnojiHgeM CJIOBapb M3 CHOMCKA
foreach (var scenePlaylist in scenePlaylists)
{
if
(! scenePlaylistsDict.ContainsKey (scenePlaylist.sceneName))

{

_scenePlaylistsDict.Add (scenePlaylist.sceneName,
scenePlaylist.playlist);
}
}

void Start ()
{

// TlommmuceiBAaeMCHS Ha COOHTHME 3arpy3KM CLEHH
SceneManager.sceneloaded += OnSceneloaded;

// 3Bamnyckaem MyS3BKY OJIS [I€PBOM CLEHE
_currentSceneName = SceneManager.GetActiveScene () .name;
PlayAppropriateTrack(); // Vcnojb3yeMm HOBEM METOX

voild OnSceneloaded (Scene scene, LoadSceneMode mode)

{

_currentSceneName = scene.name;
PlayAppropriateTrack(); // Vcnojb3yeMm HOBEM METOI

void PlayAppropriateTrack ()
{
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// Ecin Mmel B SceneHHD wmim SceneHHD2, mrpaeM OIMH ¥ TOT
Xe Tpek
if ( currentSceneName == "SceneHHD" || currentSceneName
== "SceneHHD2")
{
PlaySpecificTrack ("SceneHHD"); // McnomnebsyeMm
njenamucT SceneHHD
}
else
{
// IJsa OpyI'mMxX CLEeH MCIOJb3yeM CTAHIAPTHBI [1JIEMINCT
PlayNormalTrack ( currentSceneName) ;

}

// MeTon mnJjis BOCIPOM3BENEHMS KOHKPETHOTO Tpeka misg SceneHHD
1 SceneHHD2
void PlaySpecificTrack (string sceneName)
{
// TlpoBepseM, €CTb JM IUJIEMJIUCT IJis yKas3aHHOM CLEHE
if (! scenePlaylistsDict.ContainsKey (sceneName))
{
Debug.LogWarning ("No playlist found for scene: " +
sceneName) ;
musicSource.Stop () ;
return;

List<AudioClip> playlist =
_scenePlaylistsDict[sceneName];

// TlpoBepseM, UTO I[JIEMJIMCT HE IIYyCT
if (playlist == null || playlist.Count == 0)
{
Debug.LogWarning ("Playlist for scene " + sceneName
+ " is empty.");
musicSource.Stop () ;
return;

}

// TlojlyyaeM MEepBHEM TpeK M3 IJIelaucTa
AudioClip trackToPlay = playlist[O0];

// TlpouTpHIBAEM TPEK, €CJM OH OTJMUYAETCd OT TEeKYyIeTo

if (musicSource.clip != trackToPlay)
{
musicSource.clip = trackToPlay;
musicSource.loop = true;

musicSource.Play () ;
Debug.Log ("Playing specific track " +
trackToPlay.name + " for " + currentSceneName);

}
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else
{
Debug.Log ("Specific track already playing in " +
_currentSceneName) ;
musicSource.loop = true; // YOexmaeMmMcs, UYTO TpPeK
BalMKJIIeH
}
}

// MeTon mia IOPYyTUX CLEH
void PlayNormalTrack (string sceneName)
{
// TlpoBepseMm, eCTb JIM IUIEMJIUCT IOJi8 yKas3aHHOM CLEHH
if (! scenePlaylistsDict.ContainsKey (sceneName))
{
Debug.LogWarning ("No playlist found for scene: " +
sceneName) ;
musicSource.Stop () ;
return;

List<AudioClip> playlist =
_scenePlaylistsDict[sceneName];

// TlpoBepsgeM, UTO IJIEMJIMCT HE IIYyCT
if (playlist == null || playlist.Count == 0)
{

Debug.LogWarning ("Playlist for scene " + sceneName
+ " is empty.");

musicSource.Stop () ;

return;

}

// CrnydyalHel BHIOOP Tpeka

int randomIndex = Random.Range (0, playlist.Count);

if (playlist.Count > 1 && randomIndex ==
_currentTrackIndex)

{

Q

randomIndex = (randomIndex + 1) % playlist.Count;

}

_currentTrackIndex = randomIndex;

// TlomyuaeM Tpek
AudioClip trackToPlay = playlist[randomIndex];

// TlpouTpHIBAEM TPEK, €CJM OH OTJMYAETCd OT TEeKYyleTo
if (musicSource.clip != trackToPlay)
{
musicSource.clip = trackToPlay;
musicSource.loop false; // OrTkjouyaeM 3aLMKIMBAHUE,
uTOOBl KOPYTHMHa paboTala
musicSource.Play () ;
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Debug.Log ("Playing normal track " + trackToPlay.name
+ " in scene " + sceneName) ;

StartCoroutine (TrackEndRoutine ()) ;

}
else
{
Debug.Log ("Normal track already playing in scene " +
sceneName) ;

}

private System.Collections.IEnumerator TrackEndRoutine ()
{
yield return new WaitUntil (() =>
!musicSource.isPlaying);
PlayAppropriateTrack () ;
}

private void OnDestroy ()

{

SceneManager.sceneloaded -= OnSceneloaded;
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IIpuioxenue B
(O6s3aTenbHOR)
[Tpunoxenne Ha Unity aJist ”HTEPAKTUBHOTO UCCIIEIOBAHUS apXUTEKTYPhI
KOMIIBIOTEPA

[Ipe3enTanus

[y 1.090301.2.001 113

N3m.

Jlucm

Ne dokym. Moodnucek | Jama

Jlucm

181




	Перечень сокращений и обозначений
	Введение
	1 Приложение на Unity для интерактивного исследования архитектуры компьютера
	1.1 Анализ предметной области
	1.1.1 Описание потребности пользователей
	1.1.2 Анализ существующих аналогов
	1.1.3 Постановка задачи

	1.2 Выбор инструментальных средств
	1.2.1 Среда разработки Unity
	1.2.2 Среда разработки кода Visual Studio. Язык программирования C#
	1.2.3 Графический редактор Paint 3D
	1.2.4 Генератор фото, видео, музыки YesChat AI
	1.2.5 Видео редактор Adobe Premiere Pro

	1
	1.1
	1.2
	1.3 Архитектура приложения
	1.4 Реализация
	1.4.1 Интерфейс Unity.
	1.4.2 Создание объекта главного героя в Unity
	1.4.3 Создание логики управления главным героем
	1.4.4 Создание новой силы героя


	1.4.5 Создание босса игры
	1.4.6 Система уровней
	1.5 Тестирование

	2 Бзопасность жизнедеятельности
	Заключение
	Список используемых источников
	Приложение А
	Приложение на Unity для интерактивного исследования архитектуры компьютера
	Приложение Б
	Приложение на Unity для интерактивного исследования архитектуры компьютера (1)
	Приложение В

