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PE®EPAT

KBanidikauiitna po6ora 6akanaspa “Po3poOka apkaanoi rpu Brick Breaker 3
BUKOpUCTaHHsAM ¢peitmBopky Unity”: 73 c., 25 puc., 0 Tabn.,14 mxepen, 19
JOJIaTKIB.

APKAJTHA T'PA, TPA®IYHUN IHTEPO®ENC, I'POBUI PY 1IN, KJIAC,
ITPOI'PAMYBAHHS, PO3POEKA I'PU, YIIPABJITHHS I'POIO, CITPAUT.

OO0’ €eKT TOCHIIKEHHS — TOCIIIJKYBaHHS IPOLIECY pO3pOOKH I'PH, BKIIOYAIOYU
KEepyBaHHS TPOEKTOM, CTBOPEHHS [HW3aiflHy IrPOBOTO  CBITY, 3BYKOBOI'O
oopmiteHHs1, B3a€MO/IIi 3 TPaBISIMH.

Meta po6otu: CTBOpuTH Ipy 3a gormomororo pyiiris Unity. OCHOBHI 3aBiaHHs
poOOTH BKJIIOYAIOTH BUOIP TEXHOJIOT1M PO3pPOOKH, CTBOPEHHS apXITEKTypU TpH,
pearizaifito IrpoBUX MEXaHIK, BKJIIOYAIOUM YMPABIIHHSA paKeTKow, (i3uKy Ky,
peanizaiiito O0HYCIB Ta MOCIa0JIeHb, MIJICTAHOBKOIO 3BYKOBUX €()EKTIB IS KOXKHO1
noJii y rpi.

Metonu nocmiKeHHs : AHaJI3 JITepaTypHUX JKEPeIl, po3poOKa MPOTOTHITY,

OTMUTYBaHHS Ta 301p TaHUX, MOPIBHUIBHUHN aHAI3.



SUMMARY

Bachelor’s qualifying theses "Development of the arcade game Brick Breaker
with the virtual framework Unity": 73 p., fig.,25 table, 14 references,
19 supplements.

ARCADE GAME, GUI, GAME ENGINE, CLASSROOM,
PROGRAMMING, GAME DEVELOPMENT, GAME CONTROL, SPRITE.

Research Object: The research focuses on the process of game development,
including project management, game world design, sound design, and player
interaction.

Research Goal: Creating a game using the Unity game engine. The main tasks
of the job include selecting development technologies, designing the game
architecture, implementing gameplay mechanics such as paddle control, bullet
physics, implementing bonuses and power-ups, and integrating sound effects for
each action in the game.

Research Methods: Analysis of literature sources, Prototype development,

Surveys and data collection, Comparative analysis.
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CKOPOYEHHA TA YMOBHI I1I03HAKH

SDK - software development kit

API — Application Programming Interface
I13 — Ilporpamue 3abe3reueHHs

PS — Playstation

VR — virtual reality

AR — augmented reality

GE — Game engine

IDE — Integrated Development Environment
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BCTYII

3a ocTaHH1 J1Ba JECATWIITTS Yy CBITI 3'IBUBCS 1 Iy’)K€ CTPIMKO PO3BHUHYBCS
HOBHI HampsiM — KOMITIOTepHi irpu. TeMmm pO3BUTKY MOSCHIOETHCS TMPOCTO:
CTPIMKHUH PO3BUTOK KOMIT'FOTEPHUX TEXHOJIOT1H Ta IHTEPHETY Ha KiHIl 20 CTOMITTS.
Yepes 11e BOHU CTaIU OJHUM 3 HAWJOCTYMHIMIMMHU Ta HAUTOMYISAPHIIIAMHA BUIaMU
po3Bar y chorojieHHi. ToMy HaBiTh IHIYCTpis BUPOOHHUKIB KOMIIEKTYIOUHMX [0
KOMIT'IOTepa 3apa3 OpIEHTYETbCA Ha IrPOBUN PUHOK, JUJIS MPUKIATy KOMIIaHIs
po3pobHuKiB rpadpiunux npouecopiB NVIDIA, Tomy 110 3 K0KHUM POKOM SIKICTh Ta
BUMOTY JI0 CKJIQJIOBUX KOMIT IOTEpa POCTYTh 3 KOKHUM MOKOJiHHSAM irop. Tomy
MOJKHA Ka3aTH 3 TIOBHOIO YIIEBHEHICTIO, 1110 KOMII FOTEPHI irpy HANPSIMY BIUTHBAIOTh
Ha PO3BUTOK TEXHOJIOTIH.

OpHuM 3 iIrpoBHX PyIIIiB, Ta GperMBOPKOM Isg po3pobku irop € Unity. Ha
JAaHWH MOMEHT BIH € HAUMOMYJSPHIIIUM IFPOBUM PYIITiEM JJIsI pO3pOOKH irop, aje
BXK€ B HaWOJMKYOMYy MaOyTHbOMY HMOT'O 3aMICTUTh OUIBII CKIATHUN ajie OUIBII
pisnomanitauii Unreal Engine. Xoua Ha manuii MomeHT yce ofaHo UNity € Giibii
IPUBAOIMBUM JIJI pO3POOHUKIB TOYATKIBI[IB Y€PE3 CBOIO IIPOCTOTY.

Kanp akpagHux Irop y ChOTOJCHHI € HAWUIOMYJISIPHIIIMM >KaHPOM 3 YCIX
yepe3 CBOIO MPOCTOTY. IX TONOBHOIO METOIO € BUTPAYEHHS 4acy 3 3aJ0BOJICHHSM,
X04Ya TaKOXK OUIBIIICTh TaKUX IrOp MOXYTh MITH Ha KOPHUCTH JUIsl JIOTIYHOTO
PO3BUTKY, MOKPAIIECHHS IPIOHOT MOTOPUKH PYK, YU MOKPAIIEHHS KOPOTKOCTPOKOBOT
nam’sTi. .[13]

Ha manwit MOMEHT OUIBIIICTh apKagHUX IrOp PO3pOOJIEHHI 3a JOMOMOTOIO

Unity.[14]
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1 AHAJII3 IPEJIMETHOI OBJACTI

1.1 ITonsiTTS1 apKagHOI I'pH

ApkaaHi Bieoirpyd NpPUNMalOTh BXIiJIHI JaHl TpaBIsl BiJ CBOiX OpraHiB
yIpaBIiHHS, 0OpOOISIOTH 1X 32 TOMOMOTOI0 EIEKTPUIHUX 200 KOMITFOTEPH30BAHIX
KOMITIOHEHTIB Ta BioOpa)kaloTh BUXIJHI JaHI Ha €JEKTPOHHOMY MOHITOpI abo
aHajorivHoMy naucruiei. Bei apkaaHi BiJeoirpu OIUIAYyIOTbCS MOHETaMH abo
OpUIMAarOTh 1HINI IJIATIXHI KOUITH, PO3MIIIYIOThCS B apKaJHHUX aBTOMarax Ta
PO3MIIIYIOTBCS B IPOBHX aBTOMATax IOPS 3 IHIIUMH BUJIAMU apKajaHux irop. [{o
nouarky 2000-x pokiB apkajaHi Bifeoirpu Oynu HAHUOLIBIIUM 1 HAHOUIBII
TEXHOJIOTTYHUM CETMEHTOM 1HIycTpii Bifgeoirop.[13]

[Tepmi mporotunu irop Galaxy Game ta Computer Space y 1971 poiri
BCTAHOBWJIM TIPUHITAIIA pOOOTH apKaaHuX irop, a Pong Bix Atariy 1972 porti Oyna
BU3HAHA MEPILIOI0 YCIIITHOK KOMEPLIMHOI apKagHow Bineorporo. [lominmeHHs B
KOMIT'FOTEPHUX TEXHOJIOTISIX Ta JHU3aifiH1 IrpoBOTO MPOIIECY MPU3BEIHU 10 30JI0TOTO
BIKY apKaJHUX B1JI€OIrop, TOYHI JaTH SKUX OOTOBOPIOIOTHCS, ajie BapilOIOTHCS Bij
kiHmg 1970-x mo cepeaunn 1980-x pokiB. Ilelt 3o010Tmii Bik BKiIIOYae Space
Invaders, Pac-Man i Donkey Kong. Ingycrpist irpoBuX aBTOMAaTIB Bimpoaunacs 3
novatky 1990-x no cepeaunu 2000-x, Brirouaroun Street Fighter 11, Mortal Kombat
1 Dance Dance Revolution.

barato apkagHux irop MaroTh KOpPOTKIi PiBHI, TPOCTi Ta IHTYITHBHO 3p0O3yMUIi
CXeMH YIpaBIiHHS Ta WIBUAKO 3POCTa0dy CKIagHicTh. Knacuuna Qopmyna
YCHINTHOT apKagHOI BiNEOIrPU: <JIETKO HABYUTHCS, BAXKKO OCBOITH» DPa3oM 3
MapajiiTMOI0 «JIEKIJTbKa JXUTTIB, PIBEHb IO TOCTYMOBO YCKIAAHIOETHCS». lle
MOB'SI3aHO 3 CEPEOBUINEM TPATHHUX aBTOMATIB, J€ TPaBeIlb, MO CYTi, OPCHIYE TPy
JIOTH, IOKH HOro IrpOBHi aBaTap MOKE 3alMIIATUCA )KUBUM. Irpy Ha KOHCOJIAX 200
I[IK MoxHa Ha3BaTH apKaJHUMHU IrpaMu, SIKIIO BOHM MAalOTh Il SIKOCTI abo €
OpPSIMUMH TIOPTaMH  apKagHUX irop. Xoda 3apa3 BUKOPHCTOBYBAaHHS BHpPa3y

«ApkKamHa Tpa» KapAWHAIBLHO 3MIHWJIOCH, 3apa3 JaHWA BUpa3 BUKOPUCTOBYETHCS
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JUTSL MEHIII peaiCTUYHOI I'pH, B SIK1M 1ye IpOCTO BUTPATUTH CBIi yac. Hampuknan
3apa3 HiXTO He Oy/ie Ha3UBaTH TaKy rpy sk «Mario Carty TOHOYHUM CUMYJISITOPOM
Ha BiAMIHY BiJ «Forzay. Takox mij apkaJHUMH IrpaMH MOXKYTh MaTH Ha yBa3l He
CKJIJTHI TOJIOBOJIOMKH uH matdopmepu no tumny: 2048, Tpu B psaa, Super Mario,
Sonic 1 .. OTKe HAa CHOTOJHI MOXXHA 3pOOUTH BUCHOBOK, IO apKaJHI Irpu — 1€
KaHp BIJIEOIrop, KU BKJIIOYa€E B ceOe MPOCTi, JIETKI Ta IMIBHAKI TeUMIUICHHI
MEXaHIK{, 3BUYAWHO, 3 OpIEHTalll€l0 Ha HaWmupmui 3aran rpasuiB. Lli irpu
3a3BUYAl XapaKTePU3YIOThCS MIBUIKICTIO, pehiekcaMu Ta JETKICTIO B OCBOEHHI, 110
poOUTH iX mMyxe NpUBaOJIMBUMHU JIJISl TPABIIIB.

ApkaJgHiI TOHOYHI ITPU YacTO MAIOTh CKJAJHI JJI apKaJHUX aBTOMATIB
CUMYJISITOPH PYXY, CHpOIICHUH (I3UYHUN pyiiid 1 KOPOTKMH Yac HaBYaHHS
NOPIBHSHO 3 OUIBII PEaTICTUYHUMHU CHUMYJISTOpAMU TOHOYHMMH. ABTOMOOLTI
MOXYTh Pi3KO TIOBepTaTH 0€3 rabMyBaHHS a00 HEJOCTaTHhOI MOBEpTAEMOCTI, a II-
CYNEPHMKH 1HOJ1 3alporpaMOBaHi TAKUM YMHOM, 1100 BOHM 3aBXKJIU 3HAXOJMIHUCS
nopyd i3 rpaBnemM 3 edekToM TryMoBoi ctpiuku(rubber band, Dynamic game
difficulty balancing). Iamii Tunu apkaHEX irop BKIIIOYAOTh My3W4HI irpH (30Kpema,
PUTM-ITPH), a TaKOXX MOOLIBbHI Ta Ka3yadbHI IrPU 3 I1HTYITUBHO 3PO3yMULIUM

KEepyBaHHSIM Ta KOPOTKMMHU CEaHCaAMHU.

1.2 Anani3 ;kaHpiB apKajgHuUX irop

XKaup rpu — me kareropis abo THIT iTPOBOTO JOCBITY, KU BHU3HAYAETHCS
XapaKTepHUMH €JIeMEHTaMH TeHMILICIO, HACTPOEM, TEMAaTUKOIO Ta MEXaHIKaMU TPH.
XKanp rpu BU3HAUAE, SKUM YHHOM TPABEIlb B3AEMOJIIE 3 TPOIO, K1 IUTI MAIOTHCS
nepe HAM Ta SKi BUKJIMKY BiH TTIOBMHEH TI0O/I0JATH.

ApxagHi irpy MOAUIAIOTECS HA TaKi KaHPH:

— IImatdopmepu: lle oauH 3 HAWMOMMPEHIMMX BHUIIB apKaJHUX Iirop, B

SKUX TpaBellb KEpPye TOJIOBHUM TEPOEM, SIKHHA TEPECyBAEThCI TIO

mnatgopmaM, cTpubaroyu, ODKAYM Ta TMOJAOJAIOYM  MEPEIIKOIHU.
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[Ipuknaan Takux irop BkiaO4aroTh Super Mario Bros ta Sonic the
Hedgehog;

— Iyrep: Lli irpum 3o0cepelxeHl HAa MBUIAKUX PEAKIISAX Ta TOYHOMY
npuiioBaHHi. ['paBenb Kepye mnepcoHaxeM abo TpaHCHOPTHUM
3aco00M, 1100 BUCTPUIIOBATH BOPOTIB Ta YHUKATH iXHIX aTak. [Ipuknaan
TaKUX Irop BKJIOYarOTh Space Invaders ta Galaga;

— Peticepu: Ili irpu 30cepemkeHi Ha MIBUAKOCTI Ta BMIHHI KepyBaTH
TpaHCIIOPTHUM 3acoboM. ['paBers Oepe ydacTh y TOHKaX, 3Mara€Tbes 3
THITUMHU TPaBLUSMHU 200 MPOCTO HAMATAETHCS JOCATTH (QIHILTY IIBUIIIE 32
iHmmx. [Mpuknaau takux irop BriatoyaroTs Need for Speed ta Mario Kart;

— Brick breakern: Ili irpm 6a3yrorbcst Ha kinacuuHiii rpi Arkanoid, nae
rpaBellb Kepye miatdopmoro, oo BiIOMBATH KYJIIO Ta pO30MBaTH OJIOKU.
Mertoro rpu € BUAAJICHHS BCiX OJIOKIB, 30MBalO4M iX Kyjew 0e3 BTpaTu
OCTaHHbBOT'O JKUTTH;

— Irpu-ronoBonomku: Li irpu mponoHyIOTh TpaBLsSIM Pi3HI TOJIOBOJIOMKH Ta
3aBJaHHs, K1 MOTPEOYIOTH JIOTTYHOTO MUCJICHHSI Ta BUPIIIIEHHS MTPOOJIeM.
[Tpukianu Takux irop BriIoUYaroTh Tetris Ta Bejeweled,;

— boitosuku: 11 irpu 30cepemkeni Ha 60poThO1 Ta Oiitix. ['paBenb kepye
TepPOEM, KM 3IaTHUM O BUKOHAHHS PI3HOMAaHITHHX aTakK Ta MIPUHOMIB.

[Tpuknaau Takux irop BxitodaroTh Street Fighter ta Mortal Kombat.

1.3AHani3 puHKy apKaJaHuXx irop

le mo 2000-x pokiB Ayke YaCTUM SBHUIIEM OYyJI0 KOHBEpPTyBaTH abo
eMYJTIOBATH TIOMYJISIPHI IrpH 3 apKaJHUX aBTOMATIB Ha JOMAIHI YM TOPTaTHUBHI
KoHcouTl. binpmricTs nepmmx irop Ha ROM-kapTpumxi muist koncouri Atari 2600 Oynu
IMIIOPTOBaHI 3 apKaJHUX aBTOMATIB Bi caMoi k Atari. Po3poOHuKu apkagHux irop,
SKI HE 3aliMajJruCh BUPOOHHUIITBOM JIOMAIIHIX KOHCOJEH, BHU3HAIW JIIEH3YBaHHS

CBOiX Irop BHUPOOHMKAM KOHCOJIEH YCIIIIHOK OI3HEC-MOJACIUII0, OCKUIbKU
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KOHKYPEHTU-BUPOOHUKH KOHCOJIEW OOpPOTUMYThCS 3a MpaBa Ha OUIBII MOMYJSPHI
irpu.

VY 1994 3’sBuitack nepiia apkajgHa rpa Ha tenedon — tetpic.[15] YV 1997 pomi
Bke Nokia mpeseHTyBasia CBOIO apkajgHy rpy 3Miiika. 3 1 BUXOJ0M BOoHa Oyia
1HCTanboBaHa Ha OurimocTi TenedoniB Nokia. I 3 TMX mip BoHa craja OJHOIO 3
HaMBII3HABAHIIIUX IrOpP Y CBITI.

HaBiTh Ha ChOTOJEHHS aKkpajHa Tpa TETPIC € HANMPOAAaBAHIIIOK TPOIO 3
OuthI HIXK 520 MUTBIIOHAMU KOTTIH.

Ha cporogHimHiii neHb PUHOK apKaJHUX IrOp MPOJMOBXKYE 3aTHIIATHCS
KUBUM Ta MONYJSIPHUM CepeJl TPaBLiB Y BCbOMY CBITI. ApKa/iH1 iIrpy MPUBAOIIOIOTh
IIUPOKHUIA CIEKTP ayAMTOpil 3aBISIKM CBOIM MPOCTOTI, MIBHAKOCTI Ta BECEIOMY
reiimiuiero. J{aBaiite 3po6MMO aHali3 pUHKY apKaJHUX Irop Ha JAHHUH MOMEHT.

Mo06inbH1 irpu: MoOUIbHI apKaJHl IrPU CTAIM OJHUM 3 HAUMOMYJISPHIIIMX
CEerMEHTIB TeHMIHTY. 3aBASKH TOIIMPEHHIO cMapTOHIB Ta IUIAHIIETIB, TpaBIIi
MaloTh MOXJIMBICTh TPaTH B apKajau Ha xony. Lleil cerMeHT puHKY poIoHye 6e3714
0€3KOIITOBHUX apKaJHHUX IrOp 3 MPOCTUM YIPABIIHHAM Ta KOPOTKUMHU CEaHCAMHU
rpu. Jleski 3 HalyCHIIMIHIMKX MOOUIBHUX apKaJHHX ITOop BKIIOYAKOTh "Angry
Birds", "Candy Crush Saga" ta "Subway Surfers".

Perpo-ctunb: PeTpo-cTuiib apkaJHMX irop 3aBXJIH MaB CBOIO OCOOJIMBY
atMocepy Ta TPUXWIBHUKIB. BinTBOpeHHS KIACHMYHUX apKaJHUX Irop abo
CTBOPECHHSI HOBHX MPOEKTIB B PETPO-CTHIII 31 CTApOMOAHOIO Ipadikoio Ta 3BYKOM
MIPUBEPTAE yBary rpaslliB, SKI HOCTAIBIYIOTh 3a irpaMu MUHyJ0ro. Taki irpu, siK
"Pac-Man" Ta "Tetris", q70ci MalOTh MIMPOKY MOMYJISIPHICTh CEPel TPaBIliB Oyb-
SIKOTO BIKY.

OnnaitH Ta MynbTHIUICEpP: PO3BUTOK OHJAWH-ITOpP BIUIMBA€E 1 Ha PHUHOK
apkagHuX irop. ['paBIli Bce yacTimie myKkarTh MOKIMBOCTEH IPaTH B apKau pa3oM
3 Ipy3siMu a00 3MaraTucs 3 IHIIMMHE TPABIIMA y PEXHUMI peaabHoro dacy. OHmaiH-
€JIEMEHTH, TaKi K KOMaH/IH1 3MaraHHsl, JTiAePChKi IOMIKU Ta CIIUTbHE TPOXOKEHHS
I'pH, HAJIalOTh I'POBOMY MpolLieCcy OUIBIIOT COIIATbHOI B3aEMOIIT Ta 3a0€3MeUyI0Th

TPUBAIICTH TEUMILICIO.
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Buxopucranus VR Ta AR: Posmmpena peansHicTh (AR) Ta BipTyanibHa
peanbHicTh (VR) BIOIKpHBAaIOTH HOBI MOXJIMBOCTI ISl apKagHux irop. I'pasui
MOXXYTbh IOTPY3HYTH B ITPOBUM CBIT Ta 3aHYPHUTUCS Y HETIOBTOPHUI JTIOCBIJ 3aBIISIKH
IMMEpPCUBHUM TeXHOJIOTIsIM. Irpu, siki BukopuctoBytoTh VR ab6o AR enemenTty,
HaJlal0Th HOBUM pPIBEHb B3a€MOIII Ta CTBOPIOIOTH 3aXOIUIIOIOUUM TeUMIUICH aJis
I'PaBIIIB.

EnemenTtn po3BuTKy mepconaxa: [leski cydacHi apkaaHi irpi MOEIHYIOTh B
co0i eJIeMEeHTH PO3BUTKY NepcoHaxka. ['paBili MOXYTh BIOCKOHATIOBATH CBOIX
repoiB, OTPUMYBaTH HOBI HAaBMYKM Ta BUKOHYBAaTH 3aBJaHHS JUISI OTPUMAaHHS
Haropoy. lle Hamae Ouible TIMOWHU IFPOBOMY MPOIECY Ta CTUMYIIIOE TPABIIIB J0
TIOJJAJTBIIIOTO MTPOTPECYBAHHSI.

Ornsgaroun pUHOK apKaJHUX irop Ha JaHHUHA MOMEHT, MO)KHA CKa3aTH, IO
BiH PO3MAITHII Ta BHUCOKOKOHKYPEHTHHH. PO3pOOHMKHM TOCTIHHO NIYKAalOTh HOBI
criocoOM 3aIlikaBUTH Ta 3aJ0BOJBHUTH TPABIlIB, BUKOPUCTOBYIOUH PI3HOMAaHITHI
reiMInIeliHl MeXaHiKu Ta TexHosIorii. [lomynspHicTs MOOIIBHUX IFOp, PETPO-CTUITIO,
oHJaiiH-eneMeHTiB, VR Ta AR, a Takoxk eleMeHTIB PO3BUTKY MEPCOHAXKA CBIAYUTD

PO MOCTIMHUI PO3BUTOK Ta IHHOBAIIIT B I[1i ramysi.

1.4 Orasa nonyJasspHUX apKAaAHUX irop

JlocnimKeHHs CIpSMOBAaHE Ha aHaji3 YCHINIHUX Ta BU3HAHUX MPOEKTIB, 1110
MalTh BEIUKY KUIBKICTh TPUXWIBHHUKIB CEpel TeHMEPChKOi CIUTBHOTH.
PosrnsimaroTecs irpu 3 pisHOMAaHITHUMU JKaHPAMU, 3aXOIUTIOI0YMMHE TeHMITTICHHUMUA
MEXaHIKaMH Ta OpUTIHAIBHUMH KOHIemisiMu. llei ormsg Hamae MOKIUBICTH
3pO3yMITH OCHOBHI (DakTOpW ycmiXy muX irop Ta 3A00yTH IIHHUWA JOCBIA IS

MOAANbIIOT pO3pOOKHU BJIACHOI apKaJHOI IPH.
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1.4.1 Candy crash saga

beskomToBHa Bineorpa, NpUcBsSYeHa 3ICTABIEHHIO IUIUTOK, BUMylieHa King
12 kBitHa 2012, cniouaTtky aist Facebook; BinOymnucs nuri Bepeii ais i0S, Android,
Windows Phone 1 Windows 10. ¥ rpi rpaBui npoXoasiTh piBHi, 3MIHIOIOUH MICLISAMHU
KOJILOPOB1 IIYKEPKH Ha IFPOBOMY MOJIi, 100 CKIAcTU 30ir i3 TphoxX abo Ouiblie
OJIHAKOBUX KOJILOPIB, BUAAJISIOYH 111 IIYKEPKHU 3 JOIIKU Ta 3aMIHIOIOYM 1X Ha HOBI,
10 TOTEHI[IHHO MOX€ CTBOPUTU HOB1 30iru. 301r 4OTUPHOX a00 OUIbIIE IIYKEPOK
CTBOPIOE YHIKaJIbHI IIYKEPKH, 5Kl JIIOTh K OOHYCH 3 OUIBIIUMU 3110HOCTAMU IS
OUHUIIIEHHs IrpoBorO Toyisl. Ha momikax € pi3Hi 1, sKi HEOOXiTHO BUKOHATH 3a
(hikcoBaHy KUTbKICTh XO/1B, HAMIPUKJIA, 310paTH MEBHY KUIBKICTh I[yKEPOK NIEBHOTO

tumy.(puc. 1.1)

Pucynoxk 1.1 — Candy Crash
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1.4.2 Subway Surfers

Mo0inbHa rpa HECKIHYEHHUHN paHHep, po3podieHa cnuibHO Kiloo Ta SYBO
Games, nmpuBaTHUMU KomnaHiiMu 3 Jlanii. Bin poctynHuil Ha minatdopmax
Android, 10S, HarmonyOS, Kindle Ta Windows Phone i1 BukopucToBye irpoBuit
neumxok Unity. ¥V rpi rpaBui 6epyTh Ha cebe poib MOJNOAUX I'padiTi-XyA0KHHUKIB,
K1, CIIIMMAaBIIHU 32 «ITOMITKOI» 3aJ13HUYHOI IUISHKA METPO, O1KaTh 3aJII3HUIICIO
CJIiM, 1100 BTEKTH BiJ] IHCIIEKTOpPA Ta Moro cobaku. I1ig yac 6iry BoHU XanarTh 1O
J0p031 30J10T1 MOHETH, OOHYCH Ta 0araTo IHIIUX MPEIMETIB, OTHOYACHO YHUKAIOUH
31TKHEHb 13 MOi3JaMu Ta 1HIMMHU 00'ekTaMu. BOHM TakoX MOXYTh cTpuOaTu Ha
MOT3/IM 1 KaTaTUCs Ha XOBepOopaax, o0 YHUKHYTH 3aXOIJICHHS, JOKH MEPCOHAK
HE BPDKEThCS B MEPENIKOY, HE Oy/ie criiiMaHuiil iIHCTIEKTOpOoM abo He Oyje 30uTHit

MOi3/10M, ITICII YOTO I'pa 3aKiHYyeThCs. (puc. 1.2)

Pucynoxk 1.2 — Subway Surfers
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1.4.3 Angry Birds

ApkanHa Bigeorpa-rosioBojiomka 2009 poky, po3pobieHa (PIHCHKUM
po3pobHuKoM Bineoirop Rovio Entertainment. HaTxHena B mepiy uepry eckizom
CTHJII30BaHUX OE3KPWIMX NTaxiB, rpa OyJja Bhepiie BUMyIIeHa JJjis mpuctpoiB 10S
ta Maemo, mnouunHaroun 3 TpyaHs 2009 poky, IO CHOHYKaJO pO3pOOHMKA
pO3pOOUTH Bepcii AJis 1HIIMX cMapTQOHIB 13 CEHCOPHUM €KPaHOM, B MEPILY Yepry
npuctpoi Android, Symbian, Windows Phone Ta BlackBerry 10 . 3 Toro uacy cepis
po3iIMpuiIacs 1 Terep BKIOYAE IMpH I CTeliani3oBaHuX irpoBux KoHcouei 1 [1K.
IrpoBuii nporiec 06epTaeThcsi HABKOJIO I'PABIIiB, SIKI BAKOPUCTOBYIOTh POTaTKYy, 11100
3ayCKaTy MTaXiB y 3€JICHUX CBUHEH, PO3MIIIEHUX Y PI3HUX OynoBax abo HaBKOJIO
HUX, 3 HAMIPOM 3HHIIHUTH BCIX CBHHEW Ha ITPOBOMY MOJl. Y Mipy NpOCYyBaHHS

IPaBIlIB Y TPl CTAIOTh JOCTYITHUMH HOBI TUTIH NTaxiB.(puc. 1.3)

Pucynok 1.3 — Angrybirds
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1.4.4 Temple run

3D-rpa 3 HeckiHueHHMM Oirom, po3pobOieHa Ta BugaHa Imangi Studios.
I'paBens ympaBisie TOCHIAHUKOM, SIKMM 3700yB JaBHIO PEIIKBIIO 1 TIKae BIJ
JEMOHIYHUX MaBMOMOMIOHUX ICTOT, L0 MepeciiayoTh oro. Crouatky rpa Oyna
BunyuieHa 1y npuctpois 10S 4 cepnnst 2011, a notiM Oyna nepeHeceHa Ha CUCTEMU

Android 1 Windows Phone 8.(puc. 1.4)

Pucynoxk 1.4. Temple Run

1.4.5 Brick vs Ball bricker

I'pa 6yna po3pobaena Hangzhou ZhiYu Technology y 2019, rpa siBiisie co6010
OJIMH 3 aHajoriB rpu Arcanoid, MeTa rpu mojisrae y BUOOPY TPAEKTOPil MOJIBOTY

KYJIbKH, SIKa TIOBHHHA 3HUIIUTH MaKCUMaJIbHY KUTbKICTh KyOuKiB.(puc.1.5)
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Pucynoxk 1.5 — Bricks vs Breaker

1.5 Meta npoekrty

MeToro MpoeKTy € MPOBEACHHS aHai3y 3ac001B pO3pOOKH KOMIT IOTEPHHUX
irop 3 METOI pO3pOOKM BIACHOT KOMIT'IOTEpHOI Tpu y kaHpi Arkanoid, mro
BKJIFOYaTUME OCHOBHI pUCH WBHOTO >KaHpPy. [IpOEKT TakoX CHpsSMOBaHUN Ha
O3HAWOMIICHHS IIUTLOBOT ayJIUTOPIi 3 IIKaBUM, ajie HEe HAWTOIIMPEHIIINM >KaHPOM
irop. Po3poOka rpu mae MOXJIMBICTH OTPHMATH I[IHHUM JOCBIN, SKUA Oyje
KOPUCHUM HE TUIBKH MpU PO3poOIi irop, ame ¥ y 6araTboX IHIIMX OOJIACTSX.
OTpumanwuii mig yac po3poOKH JOCBiA POOOTH 3 ABUKKOM JO3BOJHUTH MIPUCKOPHUTH

poOOTYy HaJl HACTYITHUMH MPOCKTAMU
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2 PO3POBKA ITPOEKTA

2.1 IloHaTTA irpoBOro pyuuis

IrpoBuit pymriii (Game engine, GE) — me mporpamue 3a0e3ledeHHs], sSKe
BUKOPUCTOBYEThCS JUIsl  po3poOku irop. BoHo Hamae po3poOHMKaM Habip
IHCTPYMEHTIB Ta (YHKIIOHAIY JUIsi CTBOPEHHA rpadiku, (Qi3UKH, IMITYy4HOrO
IHTEJIEKTY, 3BYKY, KEpyBaHHS IeMMIUJICEM Ta IHIIMX aCMEKTIiB Ipu. IrpoBuil pymriii
N03BOJII€ €(EeKTUBHO YOPABIATH PECypCcaMM, ONTHUMI3yBaTH NPOAYKTHBHICTbH 1
po3pobiiaTi Tpu Ui pizHUX Tat@opM. BiH € OCHOBOIO JJIsi CTBOPEHHS ITPOBUX

171e¥t Ta KOHIIETI[ii B IrpOBOMY CEPEIOBHIIII.

2.2 Orasan oeskomtoBuux GE

Ha nanuit MOMEHT HapaxoBYeThCS Belnue3Ha KUTbKICTh GE, 3 6€3K0ImTOBHUX

OUTBIIIE BCHOTO BUALISIOTHCS TPH

2.2.1 Unity

Unity(puc2.1) — ne OaratoriatrgopMoBHiA IrpoBHH PyIIid, PO3poOICHHIA
Unity Technologies, Bnepiie anorncoBanwuii i Bunymenuii B uepBai 2005 poxy Ha
BcecsiThiit kordepeniii po3pooHukiB Apple Worldwide Developers Conference six
irpoBuit pymriit 1 Mac OS X. 3 Tux mip ABUTYH TOCTYIIOBO PO3IIMPIOBABCS IS
MIATPUMKHU PI3HUX HACTUTHPHHUX, MOOUTBHHUX, KOHCOJBHUX TuTaTopM Ta Tuiatdopm
BIpTyaJbHOI peaibHOCTI. BiH 0cOOMMBO momynsipHuil y po3poOiii MOOUTBHHUX Irop
st 10S 1 Android, BBa)kaeTbcsi MPOCTUM Y BUKOPUCTAHHI JJIsi PO3POOHUKIB-

MOYATKIBI[IB 1 MOMYJSIPHUN Ta- JJIsl PO3POOKH 1HI1-1r0P.
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Pymiiii mMo)kHa BHUKOPUCTOBYBATH JUJIsi CTBOpPEHHs TpuBuUMIipHUX (3D) Ta
IBOBUMIpHUX (2D) irop, a TaKo IHTEPAKTUBHUX CUMYJISALIN Ta iHIoro. Llen pymrii
OyB MNpUMHATUN y Trainy3saX, HE IMOB'A3aHUX 3 BiJ€OIrpaMU, TaKUX SK KIHO,
aBTOMOO1IeOYyTyBaHHS, apXITEKTypa, MAIIMHOOYAyBaHHS, OyAIBHUIITBO Ta 30pOiHI
cum CIIIA.
Unity nae kopucTyBauaM MOKJIMBICTh CTBOPIOBATH 1rpu 5K y 2D, Tak 1 B 3D,
a pyuriii nmporonye ocHoBHUM API cuienapiiB Ha C# 3 BukopuctanasM Mono, sik 1Jist
penakropa Unity y BUIJsAIlI IUIAriHiB, Tak 1 JJIs caMHX Irop, a TaKoX JJisi
nepetsaryBanna(Drag & Drop). Jlo Toro, sik C# cTaB OCHOBHOIO MOBOIO
MPOrpaMyBaHHsl, 1110 BUKOPUCTOBYETHCS JIsl PYILis, BIH paHille maTpuMmysas Boo,
akuii OyB Bupanenuit 3 Bumyckom Unity 5, 1 3acHoBaHy Ha Boo peamizarito
JavaScript min HazBoro UnityScript, sika 3actapina B cepri. 2017, miciisg BUITYCKY

Unity 2017.1 Ha xopuctb C#.

Pucynok 2.1 Unity inTepdeiic
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2.2.2 Gamemaker Sudio 2

GameMaker(puc. 2.2)-cepist kpocmaTGOpMOBUX IrPOBUX PYIIiiB, CTBOPEHIX
Mapkom OBepmapcom B 1999 pori 1 po3pobmoBanux YoYo Games 3 2007 poky.
Ocrtanns itepauis GameMaker Bunymena y 2022 potii.

GameMaker n03BOJIsiE CTBOPIOBATH KPOCIUIAT(POPMOBI Ta MYJIbTUXKAHPOBI
BIJICOITPYM 3 BUKOPUCTAaHHSM MOBH BI3YaJbHOIO HPOrpaMyBaHHS 3 (PYHKIIEIO
nepeTsATyBaHHs a00 MOBH CIICHapiiB, Bimomoi ik Game Maker Language, Ky MO>XKHA
BUKOPUCTOBYBATH JUIsl PO3POOKH OUIBII MPOCYHYTHX Irop, $KI HEMOXKJIUBO
CTBOPHUTH  TPOCTO  TaK. BHKOPUCTOBYIOUM  MOJMJIHMBOCTI  Bi3yaJbHOTO
nporpamyBanHs. GameMaker crnoyaTtky OyB po3poOsieHHH, 1100 J103BOJIUTH
IpOrpaMicTaM-moYyaTKIBISIM CTBOPIOBATH KOMIT'IOTEPHI irpu 0€3 0COOIMBUX 3HAHB
B 00JacTi mporpaMmyBaHHs 3a JOMOMOro0 nux Aiid. OctaHHI Bepcii mMporpaMHOro
3a0€3IeUeHHsI TaKOX OPIEHTOBAH1 HAa PO3BUHEHUX PO3POOHUKIB.

GameMaker (puc.2.) B iepiny uepry npu3HaueHHA IJIsi CTBOpEHHS irop 3 2D-
rpadikoro, TO3BOJISIOYM BUKOPHUCTOBYBATH PAaCTPOBY I'padiky, BEKTOPHY Tpadiky
(uepe3 SWF), ta 2D-ckenetny animaitito (uepes Esoteric Software's Spine), a Takox
BeJIMKa CTaHjapTHa Oi6mioTeka /s MadroBaHHS rpadiku Ta 2D-npumituBiB. Xoya
nporpamMHe 3a0e3neueHHs J03BOjIsie 0OMeKeHe BUKOpucTaHHs 3D-rpadiku, BOHO
npeacTtaBieHe y (opmi Oydepa BepmmH 1 MaTpudHHX (QYHKIH 1 SK Take HE
MpU3HAYEHE /1 KOPUCTYBAYiB-TIOYATKIBIIIB.

Pymriit BukopuctoBye Direct3D y Windows, UWP ta Xbox One; OpenGL Ha
macOS Ta Linux; OpenGL ES na Android ta i0OS, WebGL a6o 2D-kxanBac Ha
HTMLS Tta mpomnpietapai API Ha koHCcOMAX.

GameMaker niarpumye 30ipky mnst Microsoft Windows, macOS, Ubuntu,
HTMLS5, Android, i0S, Amazon Fire TV, Android TV, Raspberry Pi, Microsoft
UWP, PlayStation 4, Nintendo Switch Ta Xbox One; mpo minxrpumky PlayStation 5

ta Xbox Series X|S O0yino orosnoiieHo y aotomy 2021 poky.
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Pucynoxk 2.2 Gamemaker Sudio 2 intepdeiic

2.2.3 Unreal Engine 4

Unreal Engine (puc.2.3)- IrpoBuii pymiiii mis komm'torepHoi 3D-rpadikw,
po3pobnennii Epic Games, Bnepie npesactaBieHuid B 1998 pori B myrepi Bin
nepiroi ocoou Unreal. Criouatky po3poOieHH 1J1s ITyTepiB Bij MepIoi ocoou s
IIK, BiH 3 THX Iip BUKOPHCTOBYBABCS B PI3HUX >KaHpax irop i OyB MpUUHATHN B
HIINX Tally35X, Hacammepen y KiHo Ta teneinayctpii. Unreal Engine Hanucanuii Ha
C++ 1 Mae BHUCOKMHA piBEHb MOOLIBHOCTI, MIATPUMYIOYH IIUPOKUN CIIEKTP
HACTUIPHUX, MOOUIBHMX, KOHCOJBHHX IMaTdopM 1 miaaTthopM BIPTYaIbHOT
peaTbHOCTI.

Unreal Engine 4 odimiiino mintpumye HactymHi miatdhopmu: Windows,
macOS, Linux, i0S, Android, Nintendo Switch, PlayStation 4, Xbox One,
PlayStation 5, Xbox Series X/S, Stadia, Magic Leap, HTC Vive, Oculus, PlayStation
VR , Samsung Gear VR i HoloLens 2.
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Pucynok 2.3 unreal engine inTepderic

SIK110 migBeCTH MiICYMKHA TO MU MA€EMO:

Unity 4acTo BBaXKa€ThCS OJHUM 3 HAMKpallux ABUTYHIB JJIsl po3poOku 2D-
irop, 0co0JIMBO B TOMY BHNAJKY, SKIIO KOPUCTYBa4d Ma€ JIOCBiI y MporpamMyBaHH1
ta po3poOui irop. Unity mMae MUPOKHUIA CIEKTP ITHCTPYMEHTIB Ta PECypCiB, IO
JI03BOJIsIE€ PO3POOHUKAM CTBOPIOBATH SIKICH1 Ta JieTainbHi 2D-irpu, 1mo MoxXyTh OyTH
3ammyImieHi Ha pi3HUX miaThopmax.

Unreal Engine 4 Takox Mae MOTY)KHI MOXJIHMBOCTI I po3poOku 2D-irop,
0COOJIMBO SIKIIO HAEThCs Mpo rpadiky Ta Bi3yalbHy SKICTh. BiH Hamae OLIbII
MpoJIyMaHy cucTemMy (i3UKH, a TAKOXK Ma€ PO3MIUPEHi 3aCO0H IS BiNIaroKeHHS,
10 JTO3BOJISIE PO3POOHUKAM OUTBIIT TOYHO KOHTPOJIOBATH TPY.

GameMaker Studio 3a0e3nedye MBHAKY Ta MPOCTy Po3poOKy 2D-irop, mo
poOUTH HOTO ieaTbHUM BapiaHTOM IS MOYATKIBIIB. BiH Mae mMMPOKUN CHEKTp
a0JIOHIB Ta IHCTPYMEHTIB, LIO0 J03BOJIsIE PO3POOHHMKAM WIBUIKO CTBOPIOBATH

npocTi 2D-irpu 6e3 CKIIaJHOCTI B IPOTpaMyBaHHI.
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2.3 Orasia nonmyJIIipHMX MOAIOHUX MPOEKTIB

[Tepen tumM, sik mepeiitu 10 po3poOku BiaacHoi rpu "brick breaker", kopucho
O3HAHOMHTHCS 3 ICHYIOUMMH Irpamu, SIKI HajlexaTh J0 moaiOHoro »xaHpy. Lle
J03BOJIUTH HaM 3p0O3YMITH OCHOBHI PUCH 1 OCOOIMBOCTI LIUX ITOpP, a TAKOK BUSBUTH
T€, 1110 MOKE€ BIUIMHYTH HA HAIly BIACHY PO3POOKY.

1. "Brick Breaker" (Breakout):

"Brick Breaker" (puc. 2.4) € onHiero 3 HaiiBigoMimmux irop y »xanpi "brick
breaker". I'paBerib kepye pakeTKoOlO, sika BiJIOMBA€E KYJIO JUIs 3HUIICHHS OJIOKIB Ha
piBHI. Y 111 rpi piBHI F€HEPYIOTHCS aBTOMATHYHO, I'POBHI MPOIIEC MOCTYIOBO CTAE
CKJIAJHIMNUM 3 KO>KHUM piBHeM. Po3poOka rpu "Brick Breaker" 3a3Buuaii Bkitouae
CTBOPEHHSI CUCTEMHU TeHepallii piBHIB, (PI3UKHU BIIOUBAHHS KYJi Ta PI3HOMAHITHUX

0JIOKIB 3 PI3HUMHU BJIACTUBOCTSIMH.

Pucynoxk 2.4 Brick breaker

2. "DX-Ball":

"DX-Ball" € e omnieto momyssipHOto Tporo B xkaHpi "brick breaker". Bona
Ma€ CXOXXHUW TEeHMIUIeH, Je TpaBellb BiAOWBAaE KyJdr0 IS 3HUIICHHS OJIOKIB.
Ocoo6musictio "DX-Ball" € HasBHiCTH pi3HMX THUIIB OJIOKIB, SKI MalTh Pi3HI
BrnactuBocTl Ta edektu. [lpu po3pobui rpu "DX-Ball" morpibHO BpaxoByBaTu

JU3aliH PI3HOMaHITHHUX OJIOKIB Ta TX B3a€EMO/IIIO 3 KYJICIO Ta pakeTKoo. (puc.2.5)
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Pucynok 2.5 DX ball

3. "Shatter":

"Shatter" e cydacHoro Bepciero rpu "brick breaker" 3 momarkoBuMH
eleMeHTaMH. Y Il Tpl TpaBellb MOXE BUKOPHUCTOBYBATH Pi3HI CHeIliaibHI
BJIACTUBOCTI, SKi JOMOMAararoTh B pydHyBaHHI OsokiB. "Shatter" Ttakox
BIJIPI3HAETHCA BiAMIHHOIO Tpadikoro Ta edektamu. [lpu po3poOIli BIacHOi Tpu
MOXHa B35ITW Ha YBary Taki JOJIaTKOBI €JIEMEHTH Ta CIEIliajdbHi BIACTUBOCTI, IO

30arataTh reumIuiei. (puc. 2.6)

6,693,227

Pucynoxk 2.6 shatter

[Tpu po3poodmi rpu "brick breaker" mu mMoxxemMo B3sTH Ha yBary I iCHYHOYi

irpu Ta iX po3poOKy, aje Halla MeTa — CTBOPUTU YHIKAJIbHUI JTIOCB1J JJisl TPaBLIiB.
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BapTo BUKOpUCTOBYBaTH HaMKpalll NPaKTUKH, MPUCTOCOBYIOUM IiX JI0 HaUIol
BJIacHO1 kKoHuenuii rpu. 3a pomomorotr Unity Ta MoBu nporpamyBaHHs C# mu
MaTUMEMO HEOOXIAHI IHCTPYMEHTHU JUIsl peaizalii redMiuiero, Qpi3uku, rpagik,

3BYKY Ta YIPAaBIIIHHS.

2.4 Cuenapiii mpoexkTy

Metoro rpu "brick breaker" e mpoxomkeHHs PpiBHIB, Ji¢ KOXXEH pPIBCHb
IpeCTaBIIsI€ COOOI0 HOBY CKJIQIHICTh Ta BUKIUK IS TpaBIill. [ 0JIOBHOIO irpOBOIO
MEXaHIKOIO € BiIOMBAaHHS KyJI BiJl paKeTKU Ta MOBEPXOHb PIiBHS JJI 3HMUILEHHS
omokiB. I'pa mpormoHye B3a€MOJII0 3 TpaBIEM 4Yepe3 TOJIOBHE MEHIO, JIe MOXKHA
pO3I0YaTH HOBY TPy, MEPETISHYTH MPaBUIa TA BUATH 3 TPH.

Po3poOnena cucrema piBHIB I'pH BKIIIOYAE IIICTh PI3HUX PIBHIB, MPOTPECUBHO
3pOCTalOUUX 3a CKIAAHICTIO. ['paBelh MOBUHEH YCHIIIHO MPOWTH KOXXEH PiBEHB,
JOJAI0YM BUKJIMKU Ta JOCATAIOYM MaKCUMAIbHOTO PaxyHKy. 3aBepIIEeHHS TpH
HACTAae€ TICIs YCHIITHOTO MPOXOKEHHSI BC1X PiBHIB.

I'pa "brick breaker" e kmacu4HOIO apkaaHOIO I'pOIO, B SAKii IpaBellb KEPye
PaKeTKOIO IS BIIOMBAaHHS KyJIi Ta 3HUINCHHS OJIOKIB Ha piBHI. Hamra meta mosnsrae
y po3p0o011i TOBHOIIIHHOI BEpCii IpU 31 CHCTEMOIO PiBHIB, TeMILICEM, B3aEMOJIIETO 3
IpaBIeM Ta 3aBEPIICHHIM TPH.

BinrBopenns kmacmunoro reimiuiero "brick breaker" Bumarae po3poOkwu
PI3HUX KOMIIOHEHTIB, TaKUX sK rpadika, (i3uka, 3ByK, JOTiKa I'pHU Ta YIPaBIiHHS.
Hama po6oTta Oye 30cepe/keHa Ha CTBOPCHHI IIMX KOMITOHEHTIB, iX B3aeMoJIii Ta
HaJIaroJKCHHI TeMMILICIO, 1100 CTBOPUTH 3aXOILTIOIOUNN JTOCBIJ TPH JIJIS TPABIIIB.

OcHoBHi esleMenTH rpu "brick breaker" BKTro4aroTh pakeTKy, KyJito, OJOKH Ta
piBHI Tpu. ['paBens Oyne KepyBaTH pakeTKOI, HAMAararO4uch BiIOMTH KYJIO Tak,
00 BOHA 31TKHYJACA 3 6JI0KaMu Ta 3HUIIMIA iX. ['pa Oy/1e MICTUTH CHCTEMY PiBHIB,
JIe KOXKEH PiBeHb Oy/e CKIIQIHIIIUMN 3a TONepeaHii.

Y 11poMy po3aiTi ME po3TIIsTHEMO po3poOKy cueHapiro rpu "brick breaker".

Mu onucyeMo MOCHIAOBHICTh MOAIM, B3a€MOJiI0 TpaBlisl 3 TPOI0 Ta creuudiuHi
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acnektu reimiuiero. Hama Meta — CTBOPUTH 3aXOIUTIOIOYUE Ta LIKaBUN redMILIeH,
KU 320X04yBaTHUME I'paBLiB NPONTH BCI PIBHI Ta JOCATTH BUCOKHUX PE3YJIbTATIB.

JI71s1 Kpanoro po3yMiHHs ClieHapiid MOXKHO MOJUIMTH HA TaKl MyHKTH:

1)["otoBHE MEHIO

— I'paBenib 3amyckae rpy 1 MOTpamvis€ 10 TOJOBHOTO MEHIO. TyT BiH Mae
HACTYIIHI Bap1aHTHU:

— Hoga rpa: ['paBeinis oOupae 1eif myHKT Jj1s1 HOYaTKy HOBOI I'pH;

— [IpaBuna: I'paBenp MOXe MEpErNISIHYTH MpPaBWiia TPU Ta O3HAHOMHUTHCH 3
I'POBUM IPOLIECOM;

— Buxin: ['paBenib Moke BUIMTH 3 TPH.

2)ITouatok rpu

— ITicns oOpanus "Hoga rpa" rpaseis notparuisie Ha nepiiuii pisens rpu. Ha
MOYaTKy PIiBHS PO3MIllIeH] OJIOKH, paKeTKa Ta KyJIs;

— Paketka: I'paBenip ynpasisie pakeTKoOo, pyxaruu ii BJIiBO a00 BIPaBoO s
BiJIOMBaHHS KYJIi;

— Kyns: Kynst pyxaetbcs B HanpsiMKy OJIOKIB Ta TOBEpXOHb piBHA. ['paBenb
MTOBHUHEH BIJOMBATH KYJIIIO, 100 3HUIIUTH OJIOKH,

— broku: PiBeHb MicTUTB pi3H1 0JI0KH, sIK1 TpaBeIb MA€ 3HUIIUTH BiIOUBAIOUN
KYJIIO BT paKeTKH.

3)IrpoBuii nmpoiiec

— I'paBenib aKTUBHO B3a€EMOJIIE 3 TPOFO, HAMATAIOYKCh 3HUIITUTH BC1 OJIOKH Ta
JOCSITTH SIKOMOTa OUTBIIIOT0 PaXyHKY;

— BinOuBanns kyni: ['paBenib BimOMBae Kyl BiJl paKeTKH, HAMarar4uch
HAIIPaBUTH ii B OJIOKU Ta TOBEPXHI PiBHA JJIs 1X 3HHUIIICHHS

— 3aumennst 6mokiB: Komu Kyns 31TKHYBa€Thcs 3 OJIOKOM, BiH 3HHUKAE, a
rpaBelb OTPUMYE Oalu;

— 30UTbIIIEHHS CKIQAHOCTI: 3 KOXKHUM HACTYITHUM PIBHEM 3'SIBIISTFOTHCS HOBI
OJIOKM Ta 3MIHIOETHCS TX pO3TANTyBaHHS, [0 YCKJIATHIOE 3aBIaHHS TPABIIS.

4)3aBepilieHHS TpU
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— I'pa 3aBepuryeThCs, KON IpaBellb YCIIIIHO MPOMIIOB BCl PiBHI a00 KOJIH
BIH IIPOrpaB, HE 3MOTOBILIH BIIOUTH KYJIIO BiJ] PAKETKH.

— YcnimHe npoxomakeHHs piBHIB: Kosu rpaBenp ycHilmHO MpPOXOJUTH BCl
piBHI, BIH OTPUMY€E TOBIIOMJIEHHS MPO MEPEMOTY Ta MOXKE MOYaTH HOBY
rpy.

— [Iporpam: fkmo rpaBeub HE 3MOTOBIIM BIIOWUTH KYJIIO, BIH OTPUMYE
MOBIIOMJIEHHS TTPO MPOTpalll Ta MOXKE MOYaTH HOBY TPY.

S)IIponoBxxeHHs Tpu

— SIku1o rpaBelb MporpaB, BIH Ma€ MOXIMBICTh MOYaTH HOBY Ipy abo

MOBCPHYTHUCH 1O I'OJIOBHOI'O MCHIO.

2.5 30ipka npoekTy

IrpoBi pymrii HaJalOTh MOXKJIMBICTh 30UpPaTH MPOEKTH JJIs PI3HUX TIATHOPM,
Brurogaroun [1K, koHcomi Ta MoOuTRHI ipucTpoi. Jis [TK ta MoOGUTBHUX IPUCTPOIB
npoiiec 301pKu 3a3BUYall MPOCTUH 1 BUMArae JuIie oaHoro Kiika. OgHak, 1Sl IHITAX
1aThopM MOXKe 3HaJOOUTHCS BcTaHOBIEHHS nonaTtkoBoro SDK (Habopy po3poOku
IIPOrpaMHOTO 3a0e3TeUeHHS ), IO JTO3BOJIUTH aJIallTyBAaTH I'PY 10 BUMOT 1 CIEIU(DIKH

IIUX TUTATHOPM.

2.6 ocHoBHUI QyHKUII MpoeKTy

[Ipoext mnepepobku rtpu Arkanoid BukopuctoByrounm C# 1 Unity 2D
nependavae BOPOBAKEHHS PIZHOMAHITHOTO (YHKIIIOHATY [JIs TIOKPAIlCHHS
reimiiero. Ilepmr 3a Bce, Oyne peandizoBaHO CHCTEMY PiBHIB, Ji€ TpaBIEBI Oyjie
3alpPOTIOHOBAHO TMPOWTH TOCHTIIOBHICTh CKJIATHIININX PIBHIB 3 PI3HOMAHITHUMH
3aBMaHHSIMU Ta Oyokamu. JlomamyThcsi HOBI BUAM OJIOKIB 3 YHIKaJIbHUMH
BIIACTUBOCTSIMU Ta OOHycamH, 10 30aratuth revmiuie. Takox TMIIaHyeTbCs
BIIPOBA/PKCHHSI CHUCTEMHU IMOKPAICHHS M's4a Ta PAKETKH, JI€ TPaBI[l MATUMYTh

MOXJIMBICTh BJIOCKOHAJIIOBATH iX XapakTepucTHku mif 4yac rpu. Kpim Toro, Oyne
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peanizoBaHO CHUCTEMY pEKOpJiB, sKa JO3BOJUTh TIpaBLsiM 30epiratd CBOi
JOCSITHEHHS Ta 3MaraTUCs 3 IHIIMMHU TpaBLsSIMU. Y TPOEKTI OyIyThb BUKOPUCTaHI1
pi3H1 3BYKOBI €(pEKTH Ta Bi3yasibH1 MOKPAIIEHHS AJI1 CTBOPEHHS 3aXOIUIIOI0YOi
atmMochepu Tpu. llelt mpoekT NOBHHEH BIANOBIAATH JESIKUM BHUMOTaM IS
3a0€3MeUeHHs] yCHIITHOT PO3POOKH 1 TOTOBHOCTI 10 BHpPOBaKeHHSI. OCHOBHI
BHUMOT'H JIJIsl IPOEKTY nepepoOku rpu Arkanoid BKITIOYaIOTh:

— OyHKIIoOHANBH1 BUMOTH: Peanizailisi OCHOBHUX MEXaHIK TpU, BKIIOYAIOYU
KEepYBaHHSI PaKETKOI, PyX M'sdya, B3a€EMOII0 3 OJIOKaMH Ta CHUCTEMY piBHIB.
HasiBHICTh cucTeMu OOHYCIB Ta MOKpallleHb, CUCTEMH PEKOPAIB 1 MOMJIHUBOCTI
nepe3aIycKy rpH;

— I'pacdiuni Bumoru: CTBOpPEHHS BI3yaJIbHMX €JIEMEHTIB, TaAKUX SIK OJIOKH,
paketka, m'siy, ¢poH Ta edexktu pyxy. ['padika moBuHHaA OyTHM NMPUBAOIMBOIO Ta
BIJINTOBIJIaTH CTHIIIO TPH;

— 3ByKkOBi BUMOTH: BuKOpuCTaHHS 3BYKOBUX €(EKTIB MJIs MiJICHICHHS
relMIIIer0, TaKUX K 3BYK 31TKHEHb, 3BYKOB1 €(DEKTH i/ Yac 3HUIIEHHS OJIOKIB Ta
¢boHOBA MY3HKA,;

— IIponykTuBHICTh: 3abe3nedyeHHs1 IUIaBHOT poOOTH Tpu 0O€3 MOMITHHX
3aTPUMOK a00 JIariB, ONTUMI3allisl pECypCiB 1 IIBUIKA PEaKIIisl Ha B3aEMOJIIIO TPaBIIs;

— [lepernocumicth: 3a0e3nedeHHs] MOKJIMBOCTI 3allyCKy TpU Ha pIZHHUX
mwiatdopmax, Takux Ak [IK, koHconi Ta MoOuTpHI mipucTpoi. Ilpu HeoOXimHOCTI
BUKOpHUCTaHHS TiaTgopmosanexuux SDK;

— IrpoBa mexanika: CHOBHEHHS TPH PI3SHOMAHITHUMHU Ta BHKJIMKAIOUYWMHU
IIKaBICTh €JIeMEHTaMH, sKi 30epexyTh BHCOKHH pIBEHb TEUMIUICIO Ta

CTUMYJIIOBATHUMYTD I'paBOA A0 IIOAAJIBIIOIO ITPOXOIKCHHA I'PU.

2.6 Indopmauiiina Mmoaenn

[ndopmaniiina mogens rpu "Brick breaker" ommcye cTpykTypy maHux Ta

B3a€MO3B'SI3KM MK iXHIMU KOMMIOHEHTaMu. L1 Moaens Bu3Havae, siki gaHl OyayTh

BUKOPHUCTOBYBATHUCS B I'Pi, IK BOHU OyAyTh OpraHi3oBaHi Ta 0OpOOIISITUCS.
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OcHoBHi eneMeHTH 1HQoOpMaIliiiHoi Mmozaeni rpu "Brick breaker" BkitouaroTh:

1. I'paBens/pakerka (Pad):

— [Mozwuris: koopaunatu 1o oci X, Y, 110 BU3HAYAIOTH MOJIOKEHHS PaKETKU
Ha eKpaHi;

— Po3Mip: mmpuHa 1 BUCOTa paKeTKH JJisl BIIOOpaKEHHs Ha €KpaHi;

— CraH: aKTUBHA/HCAKTWBHA, SKa BH3HAYa€, YH MOXKE TpaBellb KEPYyBaTH
PaKeTKOIO.

2. Kyns (Ball):

— IMo3umis: koopauHaTH 1o oci X, Y, 10 BU3HAYAIOTH IMOJIOKEHHS KYJIi Ha
eKpaHi,

— Po3mip: giamerp Kyii Juist BIZoOpakeHHs Ha €KpaHi;

— [IIBMAKICTh: BEKTOpP IIBHAKOCTI, 1[0 BU3HAYAE HAMPSMOK Ta IIBUIKICTH
pyxy Ky,

— CraH: akTMBHA/HEaKTHBHA, sSIKa BU3HAYa€, yu nepeOyBae KyJs B Tpl.

3. bnokwu (Bricks):

— [o3wurris: koopauHatu 1Mo oci X, Y, 110 BU3HAYAIOTh MOJIOKEHHS OJIOKIB Ha
eKpaHi;

— Po3mip: mmpuHa 1 BUcoTa 0JI0KIB JIJIs BiTOOpakKeHHS Ha €KpaHi;

— CraH: IUIMHA/TOMIKOKEHUN/3HUAIICHUN, 1[0 BU3HAYa€ CTaH OJIOKIB ITICIIA
31ITKHEHHS 3 KYJICIO.

4. PisHi (Levels):

— Kondirypairist 070kiB: po3ranryBaHHS OJIOKIB Ha piBHI, iXHI THOH Ta
KOJIBOPH;

— CKJIaiHICTh: PiBEHb CKIIAHOCTI PIBHA, KU BIUIMBAE HA IMIBUIKICTH PYXY
KyJIi, pO3MillleHHs 0JI0KiB Ta 1HIII QaKkTopH.

— Cucrema oukiB (Scoring System):

— O4KkH TpaBIs: KUTBKICTh OYKIB, SIKI TPaBEIlb OTPUMYE 3a 3HUIIEHHS OJIOKIB;

— [IpaBuiia HapaxyBaHHs OUKIB: JIOT1Ka HApaxXyBaHHS OUYKIB B 3aJI€XKHOCTI B1]
TUITY OJIOKY, PIBHS CKJIAJTHOCTI Ta 1HIIUX (DAKTOPIB;

5. 3BykoBa cuctema (Sound System):
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— 3BYKOBI €()eKTHU: 3BYKH, SIKl BIATBOPIOIOTHCS i Yac PI3HUX MOAIM B Ipi,
HaIpUKIIAJl, 3ITKHEHHS KyJi 3 0JIOKOM ab0 pakeTKoIo.

i enemenTn iHQOpMaLIMHOI MOJENI BU3HAYAIOTh OCHOBHI CKJIQJOBI T'pU

"Brick breaker" Ta 3abesneuyioTh HeOOXigHY 0a3y i po3poOKH CKPHUIITIB Ta

joriku rpu. [HpopMmaniitHa MoJenas JomoMarae OpraHi3yBaTH JAaHi 1 3a0e3neuye

iXHIO B3a€EMO/JIIIO JJI1 CTBOPEHHS YHIKAJIBHOTO TeMMILIEIO Ta TOCBIAY JUIsl TPaBLIB.

2.6 Po3poOka aaropurmy

1. Pyx paketku: Po3po0msieThCcsi aNropuT™m, IO JTO3BOJISIE TPABIIO KEPYBATH
paketkoro. lleli anropuTM BH3HAYa€, SK pakeTKa PyXaTUMEThCS Bropy, BHH3,
JAiBOpyY ab0 MpaBOpYdY, BIATOBIAHO IO BBEJICHHS KOPHUCTYBauda. TaKoX MOXKYThb
OyTH BpaxoBaHi OOMEXKEHHS 1010 MEX1 PyXy PaKeTKH Ha eKpaHi.

2. Pyx xymi: Po3po0sieTbest anropuT™, 110 BU3HAYAE NMUIAX PYXY KYJi MICTs
ii 3amycky. Lle#t anroput™m BpaxoBye KyT HAIPSIMKY Ta MIBUIKICTH KyJi, a TaKOX
MO>KJIMBI 31TKHEHHS 3 1HITUMHU 00'ekTamMu. [Ipu 31TKHEHH1 3 pakeTKOI0 abo 0J0KOM,
ITOPUTM 3MIHIOE HAMIPSIMOK PYXY KYIIL.

3. 3iTKHEeHHS Ta B3aeMOisi: Po3poOistOThCS aNrOpUTMH, IO BU3HAYAIOTH
HACJIAKM 3ITKHEHHS Kyl 3 pi3HUMH oO0'ektamu Tpu. [Ipu 31TKHEHH1 3 OJIOKOM
ANTOPUTM BHUKOHYE BHJAJICHHS OJIOKY 3 €KpaHy Ta HapaxyBaHHS TPaBIIO OYKIB.
Takox MOXXyTb OyTH PO3pOOJICHI aJITOPUTMHU TS CTICIIATbHUX OJIOKIB, K1 HAJJAI0Th
JOJTATKOBI MOKJIMBOCTI 200 €()eKTH IPaBIIIo.

4. PiBHi rpu: Po3poOmiO0TECS alrOpPUTMH, 10 BH3HAYAIOTH CTPYKTYpPY Ta
CKIAJHICTh KOXXHOTO piBHA Tpu. Lli anroputMm BH3HAYAIOTH KUIBKICTH Ta
po3TanryBaHHs OJIOKIB Ha KOXXHOMY piBHI, @ TaKOX BCTAHOBIIOIOTH YMOBH [IJIS
3aBEpIICHHS PIBHS Ta MEPEXiJ 10 HACTYITHOTO.

5. llItyunuit intenexkt: B po3pobmi tpum "Brick breaker" wmoxe Oyrtu
BKJIFOUEHUN KOMITHOTEPHHIN CYNPOTHUBHHK, SIKHUM KOHTPOJIIOE CBOK pakeTky. [lms
IbOI0  PO3POOJSIOTECA QITOPUTMHU IITYYHOTO I1HTEJIEKTY, SIKI JI03BOJISIOTH

KOMI'toTepy e(PeKTUBHO B1IOMBATH KYJIIO Ta pearyBaTv Ha pyxu rpasus. Lle moxe
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BKJIFOYATH pO3pOOKY CTpaTEriil pyxy, HPOrHO3YBAHHS TPAEKTOPIL KYyJIl Ta IPUUHSTTS
pIlIEHb OO0 ONTUMAIBHOTO PYXY PAKETKH.

B mpouieci po3poOku anropuTMiB BUKOPUCTOBYIOTHCSI MOBA MPOrpaMyBaHHS

C# ta ¢perimBopk Unity. C# Hajmae moTyxH1 3acodu st pobOTH 3 00'€eKTamu,

yIOpaBliHHA MOTOKaMu Ta oO0poOku mnoxiid. Unity 3a0e3nedye iHTErpauiro

rpadiuHOro ABMKKA, (PI3UYHOTO MOJIETIOBAHHS Ta IHIIMX PECYPCIB, 110 JO3BOJISIIOTH

JErKo peanizyBaTH rpadiky, 3Byku Ta ¢i3uky rpu. 3acrocyBanHHs C# ta Unity y

NO€IHAHHI 3 pO3pO0JEHUMHU AITOPUTMAMU JI03BOJISIIOTh CTBOPUTH (DYHKIIOHATBHY

rpy "Brick breaker".
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3 PO3POBKA APKAJIHOI I'PU BRICK BREACKER

3.1 BuOip cepenoBuia po3pooKku

Byno BupilieHo BUKOPUCTOBYBATH HAUMOMYJISIPHIIIE CEPEIOBULIE PO3POOKU
sk Visual Studio(VS), a came VS 2019.[5] (puc. 3.1)

Visual Studio — e interpoBane cepeonuiie po3podku (IDE) Bix Microsoft.
BiH BUKOPHCTOBYETHCS JIJISI PO3POOKH KOMITHOTEPHHUX MPOrpaM, BKIIOYAIOYH BEO-
caiitu, BeO-mojmatku, BeO-cmyxOu Ta MoOUTbHI gomatku. Visual Studio
BUKOPUCTOBYE TIaTGopMu po3poOKu mporpaMHoro 3adesnedeHHss Microsoft, Taki
sk Windows API, Windows Forms, Windows Presentation Foundation, Windows
Store Ta Microsoft Silverlight. Bin Mmoxke cTBOproBaTHu ik BIaCHUM KOJI, 1 KEpOBaHUI
KO/I.

Visual Studio Bxitowae pemaktop Koay, 1o miarpumye IntelliSense
(KOMITOHEHT 3aBepIeHHS KOAY), a TakoX pedakTopuHr Komy. BOymoBanwmii
HaJIaro/[KyBad MPAIIo€ sIK HAJIaropKyBad piBHS BUXITHOTO KOJY 1 SIK HAJIaro/HKyBad
piBHS KoMmIT'toTepa. [HIi BOyAoBaHI IHCTPYMEHTH BKJIIOYAIOTh MPOQiLIbyBaIbHUK
KOy, KOHCTPYKTOp i1 CTBOPEHHS NOJAaTKiB 3 rpadiuHuMm iHTepdeiicoMm, BeO-
JU3aiiHep, KOHCTPYKTOP KJIAciB Ta KOHCTPYKTOP cXeMu 0a3u gaHuX. Bin npuiimae
IUIariHA, SIKI PO3MIMPIOIOTH (DYHKIIIOHATBHICTh MPAKTUYHO HA KOKHOMY PIiBHI,
BKJIFOYAIOYH JTOJaBaHHS MIATPUMKH CUCTEM KePyBaHHS BUXITHUM KOJOM (TaKHUX K
Subversion 1 Git).) Ta 10jaBaHHS HOBUX HA0OPIB IHCTPYMEHTIB, TAKHUX SIK PEJAKTOPU
Ta BI3yalbHl JOuU3aiiHEpH JUIsI TMPEAMETHO-OpIEHTOBaHMX MOB abo HabopiB
IHCTPYMEHTIB IS IHIIMX AacCHEKTIB KUTTEBOTO HHUKIY PO3POOKH MPOTrPamMHOTO
3abe3neuenns (Hanpukiaid, kirieHT Azure DevOps: Team Explorer).

Visual Studio 2019 € oguieto 3 HAWUOLIBII MOMYISIPHUX Ta TOTYKHHUX
iHTerpoBaHux cepeaosuil po3pooku (IDE) nns mporpaMmyBaHHs Ha PI3HUX MOBaxX
nporpaMmyBaHHs, BKJItouatoun C#, kil BUKOpUCTOBY€eThbCsl B Unity it po3poOku

2D-irop.
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Ochb gesiki mtocu cepenonuina po3pooku Visual Studio 2019 nnst po3poOku
2D-irop 3 Unity:

— InTerpamis 3 Unity: Visual Studio 2019 migTpumye MOBHY IHTErpaiiio 3
Unity, 110 T03BOJIS€ JIETKO pearyBaTH Ta HajdarompkyBatu ko Unity B cepeIoBHIITi
po3pobku Visual Studio 6€3 He0OX1AHOCTI MEPEXOAUTH MK MPOTpaMaMu;

— [ligcBiuyBaHHS CHHTakcuUCy Ta aBTofomnoBHeHHs: Visual Studio 2019
3a0e3mnedye TiJACBIYyBaHHS CHHTAKCUCY Ta aBTOJOIMOBHEHHS, IO JOTIOMAarae
3MEHIIUTHU KUIbKICTh MOMHJIOK Ta 3pOOUTH PO3POOKY KOy OUTBII MPOTYKTUBHOIO;

— [nctpymentu mms BignaromkeHnHs: Visual Studio 2019 mae posmupeni
THCTPYMEHTH JIJIS BIIJIATOJKEHHS, 10 JO3BOJISE€ pO3POOHUKAM BiJIaroKyBaTH KO
Unity Oinbll  epEKTUBHO, JO3BOJSIOUM PO3TJSAAATH 3HAYCHHS 3MIHHHAX Ta
BUKOHYBATH KOJ TI0 KPOKaM;

— IMinrpumka Git: Visual Studio 2019 migrpumye Git, 1mo g03BOJIsE
po3poOHMKaMm 30epiratu Ta KepyBatm kojaoM Unity B peno3utopii Git,
CIIBMPAITIOBATH 3 IHIIUMH PO3POOHUKAMU Ta 31MCHIOBATH BEPCIIOBAHHS KOJY;

— Posmmpeni moxmBocTi mporpamyBanHsa: Visual Studio 2019 Hanae
PO3IIMPEH] MOXKJIMBOCTI MPOrpaMyBaHHs, Taki sk refactoring, reHepyBaHHS KOJY,
BIJJIaro/PKEHHS OMHAMIYHMX 3aldTiB Ta 1HII, IO JO03BOJAE 3MEHIIUTH dac,
HEOOXITHUM JJI1 HAITMCAHHS KOy Ta 30UTBIIUTH MPOAYKTUBHICTh PO3POOKH;

— [MigTpumka pizaux mwiargopm: Visual Studio 2019 go3Bosise po3poOHUKaM
CTBOPIOBATH irpH JUIA pi3HUX TuTaTdopm, Takux Sk Windows, Mac, i10S, Android Ta
1HII;

— HamamrryBanns: Visual Studio 2019 no3Bonsie po3poObHHKaM HaJaImTyBaT
cepenoBuIle po3poOKH BIAMOBIIHO A0 iX moTped. Po3poOHUKH MOXKYTH BUOUpATH
MDK PI3HUMH TeMaMmH, mpudTamMu, po3MipaMu mMpu@TIiB Ta IHIIUMHA apaMeTpaMu
JUTS TABUIIEHHS KOMDOPTY poOOTH;

— JNoxymenTaris: Visual Studio 2019 mae 1o6pe po3po0iieHy JOKyMEHTAIIIIO,
dKa JoroMarae po3poOHMKaM 3HAWTH pIIIEHHS Ha OyJb-iKe 3alUTaHHS Ta
npoOisiemy. Po3poOHUKN MOXKYTh JIETKO 3HAUTHU 1HPOpPMAIIIO PO KiacH, QyHKIII,

METOJIM Ta 1HIII1 €JIEMEHTH KOy,
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— Interpanis 3 Azure: Visual Studio 2019 mae iHTerpauiro 3 XMapHUMHU
ciayx0amu Azure, 1o J03BOJIIE pO3pOOHHMKAM 30epiraTd Ta KEepyBaTU CBOIMHU

MpOoeKTamMu, 0a3aMu JaHUX Ta IHIIMMH PECYpCaMH B XMapi;

— Posmmpeni moxuBocTi miaridis: Visual Studio 2019 mae 6araTo nariHis,
110 JJ03BOJISIE PO3IIMPUTH MOKIMBOCTI CEPEOBHILA PO3POOKHU Ta 3pOOUTH poOOTY 3

Unity mie Ou1bIl MPOTYKTUBHOIO Ta 3pYUYHOIO.

Q Activity Bar @ Editor Groups
clts X —

4 OPEN EDITORS

Pmaster ©17100 @040 . Ln1Col1 Spaces? UIFE LF JSON @
—

3 status Bar
G Side Bar

Pucynoxk 3.1 Visual Studio inrepdeiic

3.2 HanamryBaHHs KoHQIrypaumii mpoexkTy

VY Unity iCHYIOTh HAJAIITyBaHHS KOMIUIALIT IS KOXKHOI 1iathopmu, sKi
BU3HAYAIOTh, SIK IMporpama Oyje 3i0paHa Ta MpaioBaTi Ha KOHKPETHIN miaTdopmi.
OcHoBHi oco6nuBOoCTI KOkHOI mmatopmu B Build Setting y Unity Taki:

1. PC, Mac & Linux Standalone:

— Bubip mrarpopmu: Windows, Mac un Linux;

— Po3psianicTe: 32-bit un 64-bit;

— Tun 6111a: Debug a6o Release;

— IMapameTpu cknagaHHs: OMIl CKJIagaHHs, 5Kl 3ajieKaTh BiI IaTdopmu,

HaIpUKIIAJl, HAJIAIITYBAHHS €KpaHa Ta YBIMKHEHHS/BUMKHEHHS ()yHKIIIi.
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2. Android:
— ApxiTekTypa: BUOIp apXITEKTypH Mpolecopa, sKa BU3HAYAE, SIK IporpaMa
Oyze npauroBaty Ha npuctposix Android;
— Tun 61naa: Debug a6o Release;
— Manidect: koHdirypamiinuii ¢aiin, sSkuili BU3HA4Yae 1HPOPMAILIIO PO
MPUCTPIid, AKUH BUKOPUCTOBYBATHUME MPOTrpPaMy;
— Iligmuc: ceptudikat, SKU BUKOPUCTOBYETHCS AJIS MAMUCAHHS MPOTPaMH
nepen 3aBaHTaxkeHHsIM Ha Google Play Store.
3.10S:
— Tun 61naa: Debug a6o Release;
— Cxema CKJIaJIlaHHsI: HaJaIllTyBaHHS CKJIaJaHHS, TakKi SK BHOIp IUILOBOTO
NPUCTPOIO Ta YBIMKHEHHSI/BUMKHEHHS (DYHKIIIH;
— Provisioning Profile: ¢aiin, sikuit BUKOPUCTOBYETHCS s 1IeHTUDIKAIIT Ta
NEPEBIPKU pO3pOOHUKA Ta POrpaMu TIepe]l HOro 3aBaHTaKEHHSIM Ha npuctpoi 10S;
— Kuttoui Ta cepTudikaTi: BAKOPUCTOBYIOTHCS AJI MIAMUCAHHS Ta CKJIaJaHHs
IPOTrPaMHU.
4. WebGL:
— Tun 6in1xa: Debug a6o Release.
— Po3mip Oydepa: posmip Oydepa, sKHiI BUKOPUCTOBYETHCS IS
3aBaHTaXKEHHS Ta BIATBOpeHHs BeO-cTopiHku 3 WebGL-nporpamoro;
— CTUCHEHHSI TEKCTYyp: YBIMKHEHHS/BUMKHEHHS CTUCHEHHS TEKCTYp s
3MEHIIICHHS pOo3Mipy (paiiiB, 1m0 3aBaHTAKYIOTHCS .
5. Universal Windows Platform:
— Tun 6inga: Debug a6o Release;
— Tun makera: BuOip TUMy nmakeTa nporpamu, Hanpukiaag APPX a6o MSIX;
—Po3mip Oydepa: posmip Oydepa, S[KUi BUKOPUCTOBYETHCS IS
3aBaHTAKCHHS Ta BIATBOPEHHS MIPOTPAMH;
— Mamnidect: kondirypauiinuii Qaiin, sskuii BU3Hayae iHPOpMaIlio

PO MPUCTPIN, IKUNA BUKOPUCTOBYBATUME MPOrpamy.
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3.3 I'pagiune opopmiieHHS

OcHoBHa ck1ajioBa OyAb-KOi KOMIT'FOTEPHOI I'pH — 11 Bi3yaslbHa CKJIAJ0Ba, 1
nepes TUM K TOBOPUTH MPO YaCTHHY rpadiyHOro opopMIIeHHs, CliJ po3i0paTucs
3 OCHOBHHUMHU TIOHATTSMH, 1110 BUKOPUCTOBYIOThCS B TeUMIU3alHI, TAKUMH SIK TalJ
Ta CIIPAMT.

Taitn — 1e TmNOBTOpIOBaHUN (QpParMEeHT HEBEJIUKUX PO3MIpIB, IO
BUKOPHUCTOBYETHCS /IS CTBOPSHHS 300pa)Ke€Hbh BEJIMKHUX PO3MIpIB 32 JOMOMOTO0
taiiioBoi rpadiku. Llei MeTroa BHUKOPUCTOBYETHCS MJii CTBOPEHHS PIBHIB Y
JBOBUMIPHUX Ta TPUBUMIPHUX Irpax.

Cupaiit — 11e rpadiuyne 300pakeHHs 00'€KTa y TBOBUMIPHUX irpax, sIKe MOXe
MICTHTH KUJIbKa 300pakeHb ISl CTBOPEHHS aHIMaIlii.

VY mporeci mobynoBu rpadiyHOi CTUIICTUKA MHOK OYyJu B3SITI CIIpalTH 3

O€3KOIITOBHOIO CAMTy JUIsl MOLIYKY Ta PO3poOKH au3aiiny irop kenney.nl[7] (puc.

3.2)

0123456789 %«x

cc@ ) 1.0 Thiscontent is free to use in personal, educational and commercial projects.
- Wiitten permission notrequired; supportus by erediting os donating (voluntary)

Pucynok 3.2— Cupaiitu

JIJist TOKpaIieHHsl Bi3yajqIbHOTO CTHIIIO TP MHOIO OYB BUKOPHCTAHO apT y 8-

bit ctri mig Ha3Boro pixel night B3sTuit 3 caiity pxfuel.com[16] (puc. 3.3 3ammiii

ton)
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Pucynok 3.3 3aaniit hon

3.3 CTpykTypa rpu

[TouaTkoBe BIKHO TpH MICTUTH Y CO01 HAa3BY, KHOIIKY CTapT, IpaBuUiia, piBHI Ta

KHOIIKY BHX0ay 3 IpH. (puc. 3.4)

Brick Breaker

Pucynok 3.4 — IlouyarkoBe MeHIO

SIkmo HatucHyTH KHOTIKY RUules To Bu mepelizere no BikHA 3 MigKa3kaMu Je

BKa3yIOThCSI IMPABUIIA Ta TIOSCHEHHS BJIACTHBOCTEH 00’ €KTIB y Tpi (puc. 3.5)
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You need ta hit all the blocks in the level to win. Each Sometimes blocks will drop loots. Each loot has its characteristics.
block has its points and number of hits. Not all of them are good.

Hit I time to destray. | point zx 2x ball speed

Hit | time to destray. | point 3x 3x ball speed
Hit 2 times to destray. 2 points 4x 4ix ball speed

Hit 2 times to destroy. 2 points @) Makesall playing balls bigger

Invisible. Hit | time for the block

Makes all playng balls smaller
appears and | time to destroy. | point e

”Hr;ﬂles!rnyahle block i . M‘akes the pad bigger

Y Makes the pad smaller

«— Back to Menu

Pucynok 3.5 — Rules

&
®

+| point

-l point

+ life

-llife

Magnetises all balls to the pad
Makes a new. il-a:"

Makes all ball exllosive

SIKI10 BM HaTHCHETE KHOMKY Levels Bu mepeiimere 10 MeHIO BHOOPY PiBHIB.

Ha manuit MOMEHT Trpa ckiiaaeThes 3 6 piBHIB (Y MallOyTHROMY MOXe OyTH O1IbIIIe).

(puc. 3.6)

Score: 0 Scare: 0

Level |

Score: 0

N
=8

Level 4

Pucynok 3.6 —PiBHi

Level 3

S
S
Level B
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VYrpaniHHsS TPoro BinOYyBaeThCs 3a JOMOMOTOI0 MHII, I'paBellb MAa€ TPHU
onuHuUI XUTTI(HP) siki BUTpagaroThCs AKIIO Kyis Briaia 10 Hu3y(puc. 3.7). Koxen
0JIOK Ma€ CBOIO TEKCTYpPY, CBOIO MIIHICTh Ta 3BYK 3HMILECHHS, 3 OJIOKIB 3 PI3HUM
IIAHCOM MOYKE BUTIACTH a00 MOCUIICHHS a00 MOCIa0IeHHs (IMBUTHCH PUCYHOK 3.5),
KOJM y rpaBus 3akiHuWigoch HP BukIMKaeTbcs MEHIO 3 KHONKAamMu MOYaTH rpy 3
MEePIIOro piBHA, CIpoOyBaTH MPOUTH PIBEHB I1I€ pa3, YA BUWTU y TOJOBHE MEHIO,

(puc. 3.8)

Score: 23

Pucynok 3.7— BtpaueHno n1Ba XuTTS

Restart the Level

a | L

Start from Level |

Pucynok 3.8 —MeHto nporparry
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3.4 CTBOpeHHs KJIaCIB

3.4.1 Game Manager

[Ticnst po3poOKuM cripaidTiB Oysia cTBOpeHa manka SCripts y kil 3HaXOIAThCS
ycl cKkpunTH Ta BUXigHUU koj Ao rpu. Kog GameManager roioBHUE CKpUNOT Y
IIbOMY TIPOEKTY, Ta € OCHOBOIO yciei rpu. Llel Koy BiAnoBigae 3a KepyBaHHs TPOIO,
OHOBJICHHSI paxyHKy, oOpoOKy may3u Ta 30epexeHHs HaWKpalioro pe3yiabTaTy
TpaBIIsl.

Game Manager orosoirye 3MiHHI, SIKI BAKOPUCTOBYIOTBCS JIs1 30€pexeHHs
Ta BiIoOpaskeHHs 1H(opMallii po rpy, TaKy K TEKCT paXyHKY, IOTOYHUM PaxyHOK,
CTaH Tay3W Ta IMaHelnb mnay3u. bestResult BHKOPUCTOBYETBHCS Is 30€peKCHHS
HAWKPAIIOTo Pe3yNIbTaTy IPaBIIsl.

Meton Awake() BUKJIMKA€ETBCSI MPU CTBOPEHHI 00'€KTa Ha CIeHI. Y IBOMY
METO/I1 IEPEBIPAETHCS, YU ICHYE BxKe 1HIINK 00'ekT GameManager Ha crieHi. ko
TaKuil 00'€KT iCHY€, MOTOYHUHN 00'ekT BUMHUKaeThes (gameObject.SetActive(false))
a6o Moxe Oyrtu 3HumeHuit (Destroy(gameObject)). bestResult inimianizyeTscs 3i
3Ha4YCHHAM, sike 30epiraerscsi B PlayerPrefs (36epiraeTscs Halikpamuii pe3yabrat
rpaBlis).

Meton AddScore() monae 3agaHe 3HaYEHHSI 10 MIOTOYHOTO PAaXyHKY TpaBIIsl.
PaxyHOK OHOBIIOETHCS Ha €KpaHi, a HaWKpalmui pe3yiabTaT 30epiraeTbcs B

PlayerPrefs.

3.4.2 Ball

Lle#t ko BiAMOBia€ 3a KEPyBaHHS MOBEIIHKOO KYJI1 B TP1, BKITIOYAIOYH i1 PyX,
PO3Mip, B3a€EMO/IiI0 3 iHITUMH 00'€KTaMM Ta CIeIiaabHi ePEKTH.

—3minHl:  pizuune Tuo  (Rigidbody2D), mBuakictes (initialSpeed,
currentSpeed), po3mip (ballSize), cranu (isStarted, isMagnetActive, isExplosive),

30BHIIIHI €(DEKTU Ta 3BYKHU.
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— Metoau: Meton Awake()BUKIUKAETHCS IPU CTBOPEHHI 00'€KTa Ha CIIeHI. Y
IIbOMY METOJ1 BHUKOHYEThCA OTpUMaHHS KkKommoHeHTa AudioSource, sikuit
BUKOPUCTOBYEThCS NIl BIATBOPEHHS 3BYKIB Kyisi. Meton Start() BUKIHKaeTbCs
miciast Merony Awake() Ta mpu CTBOpeHHI 00'€ekTa Ha CIEeHI. Y LbOMY METOl
BCTAHOBJIIOIOTHCS MOYATKOBI 3HAYEHHS PO3MIPY KYJ1, TOTOYHOT IIBUKOCTI, MO3UIIIT
mo oci Y ta crany BuOyxy (isExplosive). Meton Update() BUKIMKAETHCS KOXKEH
KaJp Tpu. Y 1bOMY METO/1 MepeBIpsIeThCs, UM Kyl pyxaerbes (isStarted). ko
TakK, TO 11 HIBUIKICTH OHOBIIIOETHCS BIJIITOBITHO hi (o) IMOTOYHO1
mBuakocti. ActivateExplode(): AxtuBye edekr Bubyxy (explodeEffect) ta
BinTBOpIOoe 3ByK. MultiplySpeed(float speedCoeft): MHOXUTH MOTOUHY HIBUIKICTD
Ha 3amaHuii  koedimieHT.MagnetActivate(): AKTHBYe MarHiTHUM  €(EKT.
BallScale(float ballScale): 3mintoe po3mip KyJi, BKIFOUAOYH 11 Bi3yaJbHUI pO3MIp
ta mmpuny ciainy. DuplicateBall(): J{yomtoe xymto. StartBall(): 3amae mouatkoBy
MBUJKICTE Ta HampsAMOK pyxy Kymi. Explode(): 3naxomuTe OJI0KH, 110
NEPETUHAIOTHCS 3 PaZlycoM BUOYXY Ta 3HUIIYE iX.

— Oopoonukn  momii:private  void  OnCollisionEnter2D(Collision2D
collision): OOpoOGiisie 3iTKHEHHS Kyl 3 IHIIMMH 00'ekTaMu. BinTBoproe 3BYK
3ITKHGHHS Ta pearye Ha IIeBHI YMOBH, TaKi SK aKTHUBHHM MAarHiTHHH e(exT
(isMagnetActive) abo akTuBOBaHMH pexxuM BUOYXYy (isExplosive).

Lle#i ko BiAMOBiAA€E 32 KEpyBaHHS IMOBEIIHKOIO KYJI1 B TP, BKIFOYAIOUH 11 PyX,

MIp, B3aEMO/II IHIITUMHA TaMH Ta CIIeliajbH] TH.
03MIp, B3a€EMOIIIO 3 1 00'ekTa a creriaiabHl edex

3.4.3 Blocks

Lle#i ckpunT BiAmoBimae 3a (QyHKIIIOHATBHICTH OJIOKIB TpH, X JKHTTA,
Bi3yalibHI e(DeKTH Ta BIUTMB Ha TeUMIUICH (OYKH, MIICUIICHHS).

— 3MiHHI Ta MOcKIaHHs: 3MiHHA points BU3HAUYA€ KUTBKICTh OYKIB, SIKi TPaBEIlb
OTpUMYE€ TIpH 3HUIIIEHH] 0J10Ky. GameManager Ta LevelChanger € nocunansusmu Ha

00'eKTH BIJIMOBIIHUX KJACIB, SIK1 BAKOPUCTOBYIOTHCS ISl YIIPABIIIHHS TPOIO.
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— 3minH1 Osoky: lifeBlock Bu3Hauae KUTBbKICTH KMTTIB OJIOKY, SIKY MOKHA
3MEHIIYBaTH IPHU 3ITKHEHHI 3 IHIIUMU 00'ekTaMu. 3MiHHa invisible Bka3ye, un 010k
Ha noyatky rpu HeBuaumuil. MacuB blockDamaged Mictuth cnpaiitu, sKi
BUKOPUCTOBYIOThCA JUIsl 300pakeHHsI OJIOKY B IMOIIKOJKEHOMY cTaHi. sRender €
MOCWJIAaHHAM Ha KOMIOHEHT SpriteRenderer, sikuii kepye BioOpaXKeHHSIM CHpPaNUTy
0JI0KY.

— Edextu Ta 3Byku: particlePrefab e mpedabom, sikuii cTBOproeThesi mpu
3HMILEHHI OJOKY JJIsi CTBOpEHHsS eQekTy 4dacTMHOK. pickUps MICTUTH MacuB
00'eKTIB, SIKI MPEACTABISAIOTh MOMJIMBI MIJICUJICHHS, SKI MOXYTb BHIACTH IICIIS
3HMILIEHHs OyoKy. audioSource € xommnoHeHToM AudioSource, sIKMH BIATBOPIOE
3BYyKOBI eektu 6510Ky. blockDestroyedSound € ayaiokminom, sikuii BIATBOPIOETHCS
pu 3HUILIEHHI O0J0Ky. sM € mocuianHsM Ha 00'ekT kiacy SoundManager, sikuii
Kepye 3ByKOBUMU e(eKTamu B Tpi.

— Mertoau: Awake(): MeTo, 1110 BUKIIUKAETHCS MIPU CTBOPEHHI 00'€KTa.

Bceranommioe mocwiaHHs Ha HEOOXIAHI KOMIIOHEHTH Ta o0'ekTH. Start():
MeTon, 10 BUKIMKAEThCS Mepea MepliuM  KaapoMm rpu. Bukinukae wmeron
BlockCreated() y LevelChanger Ta BCTaHOBJIIO€ HEBUAUMICTH OJIOKY, SIKIIO II€
HeoOximHo. OnCollisionEnter2D(Collision2D collision): MeTto, 1110 BUKIMKAETHCS
IpU 31ITKHEHHI 3 IHITUM 00'€KTOM. 3MEHIIIY€ KUIbKICTh )KUTTIB OJIOKY Ta BCTAHOBIIIOE
MOIIIKO/KCHUH CIIpalT. SIKIO KUTBKICTh )KUTTIB CTa€ MEHIIIE a00 JOPIBHIOE HYIIIO,
To BUKIIMKae metoa DestroyBlock() mis saumenns 6oky. DestroyBlock(): Meton,
[0 BUKJIUKAETHCS ISl 3HUIISHHS OJIOKY. 30UTBINYE paxyHOK I'paBIisl, BIATBOPIOE
3BYK 3HHUIIEHHS OJIOKYy, CTBOpPIO€ €(eKT YacCTHHOK Ta BHIIAJKOBO TI'€HEpYE
migcuienass  pickUps. PickUpChance(): Meroa, mo BUNAAKOBO BUOHUpAE

niacwienss 3 pickUps Ta cTBoproe #oro 00'ekT y mo3wuirii 670Ky .

3.4.4 GameDataSO

JlaHuii CKpUNOT BUKOPUCTOBYETHCS Jis 30€piraHHs IrpoBUX JaHuX. Bin

MICTHTH JIB1 TyOJI14H1 3M1HHI TUIy int: s Ta h. CKpUnT ycnajakoByeThbes Bl 6230BOT0O
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kiacy ScriptableObject 1 mae arpulyt [CreateAssetMenu], 1mo 103BOJIsIE
CTBOPIOBATU E€K3EMIUIAPU I[bOTO CKPUITY sIK pecypcu y peaaktopi Unity. Takwii
MIAX1T JO3BOJISIE LIEHTPANi30BaHO 30epiratv AaHl Ta OOMIHIOBAaTHCS HUMH MiX

PI3HUMU KOMIIOHEHTaAMU Ta CLIECHAMU Y TIPOEKTI.

3.4.5 GameOver

Ileti xom BigmoBimae 3a BiMOOpaXKeHHS pe3yjbTaTa T'PH Ta KEPyBaHHS
[IEBHUMU €JIEMEHTAMU I'eMMILIEIO.
— IMnopTye HeoOXiIHI TPOCTOPH IMEH.
— Oronomrye kinac GameOver, sikuit ycnaakoByeTbes Bl MonoBehaviour.
— Oronommye 3MiHHI totalScore, bestScore, gm 1 hearts mns 30epiranus
IIOCWJIAHb Ha 1HII1 00'eKTH a00 KOMIIOHEHTH.
— VY wmeroni Awake() 3HaxomuTh 1 30epirae TmoOcuUJaHHS Ha 00'€KTH
GameManager 1 HeartsBar.
Y Metoni Start() BctaHoBIIOE TEKCT 115 totalScore 1 bestScore Ha 0CHOB1 3HaYEHb
3MiHHHUX gm.score 1 gm.bestResult. Takox BUKOHYE nesKi TOAATKOBI Jii, Taki K

BUMKHEHHS hearts Ta gm.scoreText.

3.4.6 HeartsBar

Lle# i ckpumn BiAmoBimae 3a BIAOOpPaKEHHS Ta KEPYBaHHS CepleYKaMu
(3m0pOB'sIM) TpaBIl, BKIIOYAIOYM iX 3MiHY, BHJIAJIEHHS Ta TEPEBIPKY Ha YMOBY
MOopa3Ku

— IMmmopTye HEOOXiTHI TPOCTOPH IMEH.

— Oronomye knac HeartsBar, sikmii ycnagkoByeThes Big MonoBehaviour.

— Oronomrye 3MiHHi hearts, fullHeart, emptyHeart, health, heartsNumber,
startHeartsNumber, ball, gameOverPanel, gm 1 totalScore.

— ¥V metoni Start() 3HaxoauTs 1 30epirae nocuiianns Ha o0'ekt GameManager,

Ta BUMHUKAE BCl cepeuka, KpiM nepiux heartsNumber.
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— Meton MinusHeart() 3menmye 3uauennst health 1 oHoBmtO€ BioOpakeHHs
cepaedok BianoBigHO A0 health ta heartsNumber. Buknukae meton GameOver().

— Meton AddRemoveHeart() nomae abo Bujansie cepjeyka 3alexKHO BiJl
3HaueHHs addHeart.

— Meton HeartsStart() BCTaHOBIIOE TOYATKOBI 3HAYCHHS IS 3MIHHHX
isDead, isPaused, score, Time.timeScale 1 heartsNumber. 3MiHIO€ BigoOpa)KeHHsI
cepaedoK BiAnoBigHO A0 heartsNumber.

— Meton GameOver() nepeBipsie, Uu T10CATHYTO YMOBH mopa3ku (sikio health
menme abo popiBHioe 0). Bcranosmioe isDead B true, akTuBye maHelb
gameOverPanel, 3ynunse yac rpu (Time.timeScale = 0f) 1 BCTaHOBIIOE TEKCT

totalScore Ha OCHOB1 3HaUEHHS gm.score.

3.4.7 LevelChanger

Lleti ckpunT BIANOBiIA€E 3a 3MIHY PIBHSA T'PH MICJISA TOrO, SIK yCi OJIOKM Ha
MOTOYHOMY PiBHI OyJIHM 3HHUILICHI.

— IMmIopTy€e HEOOXi1AH1 TPOCTOPH IMEH.

— Oronomye kiac LevelChanger, sikuii ycnmankoByeTbes Big MonoBehaviour.

— Oromnorrye 3minni blocksCount, gm i heartsBar.

—V wmeroni Start() 3HaxomuTh 1 30epira€ TOCWIAHHS Ha O0O0'€KTH
GameManager i HeartsBar.

— Meton BlockCreated() 36inpmrye 3nauennst blocksCount npu crBopenHi
HOBOTO OJIOKY.

— Metox BlockDestroyed() 3smenmye 3aauenns blocksCount mpu 3aumenHi
OJIOKY 1 TepeBipsie, YM JOCSITHYTO yMOBH, KOJIM BCi OJIOKM 3HHUINCHI. SIKIIO
blocksCount menme abo mopieHioe O, Bukiukaerbess meton Wait(), skuit odikye

nieBHUH gac (time) i moTimM 3aBaHTa)Xye HACTYITHUH PiBCHb.

Meton Wait() € acuaxponnuMm i BukopuctoBye WaitForSeconds mist 3aTpuMku

MPOTATOM IeBHOTO yacy (time). ITiciis 3aTprMKH, OTPUMYE 1HJIEKC aKTUBHOTO PIiBHSI
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3a gomomoror  SceneManager.GetActiveScene().buildindex 1 3aBanTaxye

HACTYITHUH piBeHb 3a jonoMororo SceneManager.LoadScene(index + 1).

3.4.8 LostBall

Lle#t xon BigmoBigae 3a OOpOOKY BTpaTH M'sya TpaBLEM, BKIOYAIOYU
3MEHILEHHS KUTbKOCT1 M'sI41B, BAKOHAHHS MEBHUX /1M TP BTpaTi OCTAHHBOTO M'A4a,
BIITBOPCHHSI 3BYKY, BIJHOBJIICHHS M'S4a 1 3HUIICHHS O00'eKTa-TpUrepa, SKUH
3ITKHYBCS 3 M'STUCM.

— IMnopTye HeoOXiIHI TPOCTOPH IMEH.

— Oronomye knac LostBall, sxuit ycnagkoByetbest Big MonoBehaviour.

— Oronomye 3minHi health, balls, ball, ballsLength i audioSource.

— VY metoni Awake() oTpuMmye nmocuiianHg Ha komrnoHeHT AudioSource, 110
IMPUKPIIUICHUH 10 1IbOTO 00'€KTA.

— ¥V Metoai Start() 3HaX0IUTH 1 30epirae mocwiands Ha 00'ekT HeartsBar.

— ¥ meroai Update() 3HaxoauTh 1 30epirae macuB ycix 00'extiB Tumy Ball 1
oHOBJIIOE 3HaUeHHs ballsLength 3amexxHo Bix KUTBKOCTI M'STUiB.

— VY weroni OnTriggerEnter2D() cmpanboBye, koiu 00'€KT 3ITKHYBCS 3
kosutaiiiepoM. IlepeBipsie, un 3iTkHeHU 00'ekT Mae Ter "ball". Skmio Tak, 3MeHITy€e
ballsLength 1 BuKOHye Aesiki 1OJATKOBI Jii, Taki sIK BIATBOPEHHS 3BYKY, BUKIIHMK
merony MinusHeart() 3 health, Buknmuk meromy BallRestart(), 3Humenns m'sqa
(sxmro ballsLength G6inbire 0) Tommo. SIkimo 3iTkHEHU 00'ekT HE Mae Tery "ball", To
MOTr0 TaKOX 3HUIILYE.

— Meton BallRestart() 3maxonuts i 30epirae mocunanus Ha o0'ext Ball, mo

MPUKPITUICHHUH 10 CIICHH, 1 BUKIUKae oro merona Restart().
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— Meron Wait() € acunxponHum 1 BuxopuctoBye WaitForSeconds s
3aTpuMKH mpotarom mneBHoro yacy (delaylnSecs). Ilicnga 3atpumku, 3HHUILYE

koMmmioueHdT Ball 3 nporo o6'exra.

3.4.9 Player

Lle#t xon BimmoBimae 3a pyx TpaBIilsdl Bropy i BHH3 3a JOMOMOTOI0 MHUII abo
aBTOMATHYHO, B 3aJIe)KHOCTI BiJl BCTAHOBIIEHOTO pexkuMy autoplay. Takox BiH
BKJItOUa€ (hyHKIIIOHAJ 3MIHM MAcIITa0y rpaBIs.

— IMnopTye HeoOXiIHI TPOCTOPH IMEH.

— Oronomrye kinac Player, sikuit ycnagkoByeTtbes Big MonoBehaviour.

— Oronomrye 3MinHI yPosition, xMax, ball 1 autoplay.

— ¥V Mertoni Start() 36epirae mo4aTKOBY MO3UILIIO 1O OC1 Y TpaBls.

—V meroai Update() mepesipsie, un yac rpu He 3ynunenuit (Time.timeScale
== 0f). Slkmo Tak, MOBEPTAETHCS 3 METOY.

— Slkmo BrmroYeHHMH pexxuMm  autoplay, To oTpumye mosuiipo M'sda i
BCTAHOBIIIOE HOBY IIO3HUIIII0 TPaBIsl Ha OCHOBI Mo3ullii M's4a. OOMexye HOBY
no3wuiriro 3a gormomoror Mathf.Clamp B miamasoni Big -XMax g0 XxMax.

— Slkmo pexkuM autoplay He BKiIIOYEHHI, TO OTPUMYE IMO3HUIII0 MHIII B
mikcenssx  (Input.mousePosition), meperBoproe ii B HO3MINI B CBITI
(Camera.main.ScreenToWorldPoint) i BcTaHOBITIO€ HOBY ITO3HIIIFO TPABIlS HA OCHOBI
no3utlii Mumii. OOMexye HOBY mo3uiiio 3a gqonoMorot Mathf.Clamp B mianazoni
Big -XMax no xMax.

Meton PadScale() 3mintoe MacmTad rpaBist 1o oci Y Ha OCHOBI 3aJaHOTO

3HaueHHs newsSize.

3.4.10 Scenes
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[eii kon BiAMOBIAAE 3a 3MIHY CIICH, IEPE3aBaHTAXKEHHS MOTOYHOI CIICHU Ta
BUXiT 3 Trpu. BiH Takoxx Mae 3anexHicTh Bin SoundManager, skuit
BUKOPHUCTOBYETHCS /ISl BIITBOPEHHSI 3BYKIB.

— IMnopTye HeOOXiTHUIA TPOCTIpP IMEH.

— Orosomrye kiac Scenes, sIKUi ycraakoByeThest Bim MonoBehaviour.

— Oronomrye 3MiHHY sm TUy SoundManager.

— VY wmeroxi Start() 3HaxoauTh 1 30epirae MocWUIaHHA Ha OO'€KT THUIY
SoundManager.

— Merton ChangeScene(string scene) BHUKIUKAEThCS MPU 3MiHI CIHEHU 1
npuiiMae Ha3By CIGHHM, Ha Ky TMOTpiOHO mepeiitn. BukopucroBye
SceneManager.LL.oadScene(scene) aiis 3MiHU CIICHW Ha 3ajaHy. SIKIo Ha3Ba CIlEHU
nopiBHIo€e "Main", BUBOaUTH noBigomiieHHs "hi".

— Meton RestartScene() BUKIMKAEThCS MPU TEPE3anyCcKy IMOTOYHOI CIICHH.
Otpumye THACKC aKTUBHOI CIICHU 3a JIOTIOMOT'O10
SceneManager.GetActiveScene().buildIndex 1 OTIM BUKJIMKAE
SceneManager.LoadScene(index), o6 nepe3aBaHTaXUTH CIICHY.

— Merton ExitGame() BUKIMKA€eThbCS TPH BUXOJ1I 3 TpU. BUKOpHUCTOBYE

Application.Quit() st 3aKpUTTS J0/1aTKa.

3.4.11 SoundManager

Lle#t xox BiAMOBiAAaE 3a KepyBaHHS 3BYKOM B Tpl. BiH Mae MOXIUBICTH
BUMKHYTH 3BYK, BiATBOpIOBaTH 3ByKH 3a pgomnomoroio AudioClip i 36epiratu
¢boHOBHIT 3BYK Ha BCIX CIICHAX.

— IMmmopTye HeOOXiTHMIA TPOCTIp IMEH.

— Oronmomye  kmac  SoundManager, sSKWH  yCHAAKOBYEThCS  BiX
MonoBehaviour.

— Oronomye 3MiHHY audioSource Tuny AudioSource.

— Oronomye 3MiHHY bgSound Tuny GameObject.
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— ¥V Meroni Awake() 3HaxoauTth kKoMnoHeHT AudioSource Ha 1IbOMY 00'€KTI 1
30epirae Horo B 3MiHHY audioSource.

— 3Haxonuth 00'ekT 3 HazBow "Big in Japan" 3a pgomomororo
GameObject.Find. fkimo o0'ekT He 3HaiAEHO, CTBOPIOE HOro 3a JOMOMOTOIO
Instantiate(bgSound) 1 36epirae iforo B 3miHHy bgSoundOne. Bcranosinoe ¢uar
DontDestroyOnLoad(bgSoundOne), mo6 o0'ekt He OyB 3HHUINEHUN OpHU 3MiHI
CIICHH.

— Metoa Mute() BCTaHOBIIIOE 3HAUCHHS true JJIs BIACTUBOCTI mute o0'ekTa
audioSource, 1100 BUMKHYTH 3BYK.

— Merton PlaySound(AudioClip sound) BiATBOprOE 3BYK, MNEpeIaHUil SK

napameTp sound, 3a gqormomoroto audioSource.PlayOneShot(sound).

3.5 Kanacu monudikatopis

3.5.1 PickUpExplode

Le#t ckpunt Biamosinae 3a nmoBeAiHKy 00'exty "PickUpExplode" y rpi. [Ipu
3alyCcKy CIIeHW, BiH 3HaxoauTh KoMmoHeHT "SoundManager" y creHi, sxuit
BIJIMIOBIZIA€ 32 BIATBOpPEHHS 3BYKOBUX e(dekTiB. [Ipu 3iTKHEHHI 3 00'€KTOM TpaBIld,
BUKIMKaeThest Metog OnTriggerEnter2D, sikuii mepeBipsie, 4u 00'€KT TpaBIsi Ma€ TET
"Player". SIkmo Tak, TO BiATBOPIOETHCS 3BYKOBUU e(eKT, Tepenardu Homy
3a37ajeriap 3aaHuii 3ByK "pickup".

[Ticns BinTBOpEeHHSI 3BYKY, BUKIWKaeTbcsi wmeton ApplyEffect(), skwmii
3HaXoAuTh yci o0'ektm Ttmmy "Ball" y cmeHi 3a  JI0MOMOTIo METOIy
FindObjectsOfType<Ball>(). [Jlns koxkHoro 3HaiimeHoro o0'ekty '"Ball"

BUKJIMKaeThest MeTof ActivateExplode(), o akTuBye BUOYyX0OBUit €(eKT.
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VY kinmi metony OnTriggerEnter2D() o6'ext "PickUpExplode" 3uuniyerbes
3a monomororo Meroay Destroy(gameObject), 11100 BUIATUTH MOTO 31 CLIEHU MICIIS

niAOMpaHHS.

3.5.2 PickUpSpeed

Le#t cxkpunt Bianosigae 3a noseniHky o0'ekty "PickUpSpeed" y rpi. Ilpu
3alyCKy CII€HM, BIH 3HaxoJuTh KoMIoHeHT "SoundManager" y cueHi, sxui
BIJMOBIZA€E 3a BIATBOPEHHS 3BYKOBUX e(dekTiB. [Ipu 3iTKHEHHI 3 00'€KTOM IpaBlis,
BuKIMKaeTbest Meroa OnTriggerEnter2D, sikuii nepeBipsie, 4 00'€KT rpaBls M€ TET
"Player". SIkmo Tak, TO BIATBOPIOETHCS 3BYKOBUU e(eKT, Tepenarud Homy
3a37aeriib 3a1anuii 3ByK "pickup".

[Ticns BigTBOpeHHsS 3BYKY, BUKIUKaeTbcst wmeton ApplyEffect(), sxuit
3HaXoauTh yci ob'ektw Tmmy "Ball" y creHi 3a  JI0MOMOTro  METOIy
FindObjectsOfType<Ball>(). Hns koxxHoro 3HaifneHoro oO'ekty "Ball"
BUKJIMKaeThcs MeToa MultiplySpeed(), sikuit MHOKUTD ITOTOYHY IIBUIKICTH 00'€EKTY
Ha Koe(]IIieHT MBUIKOCTI, mepeaanuii B 3MinHy speedCoeft.

V kinmi metony OnTriggerEnter2D() o6'ext "PickUpSpeed" 3numyeTscs 3a
nornomororo metony Destroy(gameObject), mo0 BUIATUTH HOTO 31 CIECHU IICIIS

nigoupaHHs.

3.5.3 PickUpScore

Le#t ckpunt BimmoBimae 3a moBeniHKy o0'ekty "PickUpScore" y rpi. Ilpu
3aIyCKy CIIeHW, BiH 3HaxoauTh KOoMmoHEeHT "SoundManager" y creHi, sxuit
BIZIMTOBIZIA€ 3a BIATBOpPEHHS 3BYKOBUX e(dekTiB. [Ipu 3iTKHEHHI 3 00'€KTOM TpaBIIs,
BUKIIUKAEThCS MeToa OnTriggerEnter2D, sikuii mepeBipsie, 4u 00'€KT TpaBIls Ma€ TET
"Player". Skmo Tak, TO BIITBOPIOETHCS 3BYKOBUN e€(EKT, Mepenarodu HoMy

3a3maieriip 3aganui 3ByK "pickup".
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ITicns BIOTBOpeHHsS 3BYKY, BHUKIUKaeTbest wmeton ApplyEffect(), sxuit
3HaxoauTh 00'ekT "GameManager" y cleHI 3a JONOMOTOI  METOIY
FindObjectOfType<GameManager>(). [ami, wmetonq AddScore(pickUpPoints)
BUKJIMKAETHCS Ha 3HaineHoMy 00'ekTi "GameManager" 1 mepegae oMy KUIBKICTh
oukiB "pickUpPoints" 1151 101aBaHHA 10 3arajIbHOTO PaXyHKY T'paBLIsl.
VY xinmi meroxy OnTriggerEnter2D() 06'ext "PickUpScore" 3numiyerscs 3a
nonomoroto metony Destroy(gameObject), mo06 BUIaIUTH MOTO 31 CIIEHU MICIS

nigOupaHHs.

3.5.4 PickUpPadScale

Le#t ckpunt Bignosinae 3a noseaiHky 06'exty "PickUpPadScale" y rpi. [Ipu
3aIyCKy CII€HM, BIH 3HaxoJuTh KOMIoHeHT "SoundManager" y cieHi, skuii
BIJINTOB1JIa€ 3a BIATBOPEHHS 3BYKOBUX e(ekTiB. [Ipu 31TKHEHHI 3 00'€KTOM rpaBlis,
BuKIMKaeThest Metoa OnTriggerEnter2D, sikuii nepeBipsie, 4 00'€KT rpaBlis Ma€ TET
"Player". fkmo Tak, TO BiITBOPIOETHCSA 3BYKOBUU €(EKT, MEeperarodd HOMY
3a3/aieriap 3aaanuii 3Byk "pickup™

ITicnms BiATBOpPeHHS 3BYKY, BHKJIMKAaeThcs MeTon ApplyEffect(), sxuit
3HAXOIUTh 00'eKT "Player" y CIeH1 3a JIOIIOMOT OO METOY
FindObjectOfType<Player>(). Jamni, meton PadScale(newSize) BukimukaeTbcsi Ha
3Hainenomy 00'exti "Player" 1 mepenae iiomy HOBHI po3mip "newSize" nis 3MiHU
po3Mipy maaThOpMu TPaBIIs.

V kinmi metoxy OnTriggerEnter2D() o6'ext "PickUpPadScale" 3aumyetrnes
3a gmonomororo Meroay Destroy(gameObject), 100 BUIAIUTH HOTO 31 CIICHH ITICIIS

MO paHHS.

3.5.5 PickUpMagnet

Leii ckpunt Bianosigae 3a noeaiHky o0'ekty "PickUpMagnet" y rpi. [Ipu

3allyCKy CII€HU, BiH 3HaxoAuTh KoMmmnoHeHT "SoundManager" y cueHi, sxui
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BIJIMOBIZAE 32 BIATBOPEHHS 3BYKOBUX e(ekTiB. Ilpu 31TKHEHHI 3 00'€eKTOM IpaBLis,
BUKIIMKaeThCcs MeTod OnTriggerEnter2D, sikuil nepeBipsi€, Yu 00'€KT IpaBLsi MA€ TET
"Player". SIKkmo Tak, TO BIATBOPIOETHCSA 3BYKOBUW €(EKT, Nepenarud Homy
3a3qaneriip 3aaanuii 3ByK "pickup".

[Ticns BigTBOpeHHsI 3BYKY, BHUKIUKaeTbest wmeton ApplyEffect(), sxuit
3HaxoauTh yci ol'ektm "Ball' 'y cmeni 3a  J10moMOror  METOIY
FindObjectsOfType<Ball>(). Mami, B nukm foreach mpoxoauTbcsi MO KOXKHOMY
3HaiimeHomy 00'exty "Ball" 1 Buknukaerscs meron MagnetActivate(), 110 akKTUBY€E
MAar”iTHy BJIACTUBICTb JJIsl KO)KHOTO 3 HUX.

V kinui metony OnTriggerEnter2D() 06'ext "PickUpMagnet" 3HuIyeThcs 3a
nonomororo metony Destroy(gameObject), 100 BUAQIMTH HOTo 31 CIEHM MICHs

nigOupaHHs.

3.5.6 PickUpHealth

Lleti ckpunt Binmosigae 3a moBeaiHKy o0'ekty "PickUpHealth" y rpi. IIpu
3alyCcKy CII€HW, BiH 3HaxoauTh KoMmMmoHeHT "SoundManager" y creHi, sxuit
BIJINTOB1JIa€ 3a BIATBOPEHHS 3BYKOBHUX €(dekTiB. [Ipu 31TKHEHHI 3 00'€KTOM TpaBIld,
BukIMkaeThest Metoa OnTriggerEnter2D, sikuii nepeBipsie, 4 00'€KT rpaBlis M€ TET
"Player". SIkmio Tak, TO BiATBOPIOETHCS 3BYKOBUU e(eKT, TEepenardu Homy
3a37ajeriap 3aanuii 3ByK "pickup".

[Ticns BinTBOpeHHsS 3BYKY, BUKIWKaeTbcsi wmeton ApplyEffect(), skwmit
3Haxomuth  00'ekt  "HeartsBar" 'y cmeHi 3a  J0MOMOTO0  METONY
FindObjectOfType<HeartsBar>(). = Ilicms  mpOoro  BHKJIHKAETHCA  METOJ
AddRemoveHeart(addHeart), sxuii nomae abo Bupanse cepue 3 "HeartsBar",
3ayieHO Bijx 3Ha4ueHHs 3MiHHOT addHeart.

VY kinui metony OnTriggerEnter2D() o0'ekt "PickUpHealth" 3uumryetses 3a
nonomMororo metoay Destroy(gameObject), 11106 BUAaIMTH WOTO 31 CLEHU IICHsA

MiI0UpaHHS.
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3.5.8 PickUpDuplicateBall

Le#t ckpunt Bignosigae 3a nmoBeAiHKy 00'exty "PickUpDuplicateBall" y rpi.
[Ipu 3amycky cueHu, BiH 3HaXOAUTh KOMIOHEHT "SoundManager" y cueHi, Akuit
BIJIMOBIZAE 32 BIATBOPEHHS 3BYKOBUX e(dekTiB. [Ipu 3iTKHEHHI 3 00'€KTOM IpaBlis,
BuKIMKaeTbest Metoa OnTriggerEnter2D, sikuii nepeBipsie, 4 00'€KT rpaBLs M€ TET
"Player". SIkmo Tak, TO BIATBOPIOETHCA 3BYKOBHUM e€(EeKT, Nepenaruu Homy
3a3naneriib 3aaanuii 3ByK "pickup".

[Ticns BigTBOpeHHsI 3BYKY, BHUKIUKaeTbest wmeton ApplyEffect(), sxuit
3HaxoauTh yci  oO'ektm  "Ball' 'y cmeni 3a  J0mMOMOTOH  METOIY
FindObjectsOfType<Ball>(). Ilotim ana koxHoro o6'exta "Ball" Bukinkaetscs
metont DuplicateBall(), sikuii 1y0itoe Kyiio, CTBOPIOIOYM HOBUM 00'€KT.

Y kinmi  merony OnTriggerEnter2D() o6'ekt "PickUpDuplicateBall"
3HHUIIYETHCS 3a J1oroMorow Metony Destroy(gameObject), o6 BUAIMTH HOTO 31

CIIEHH ITICIIA Mi0upaHHS.

3.5.7 PickUpBallScale

Le#t ckpunt Binmosinae 3a edext migoupanns 06'ekty "PickUpBallScale" y
rpi. [Ipu 3anmycky ciieHu, BiH miykae komrnoHeHT "SoundManager" y cueHi, sikuii
BIJIMTOB1/Ta€ 3a BiITBOPEHHSI 3BYKOBUX €()EKTIB.

Y wmeroni OnTriggerEnter2D mepeBipsieTbCs, Ud OO'€KT TpaBIsl Mae Ter
"Player". fkimio Tak, TO BIATBOPIOETHCS 3BYKOBUM €(EKT, 3aJaHUN 3a3/alleTiab Y
3miHHIN "pickup", 3a momomoror metoay PlaySound 3 06'ekty SoundManager.

Ham, wmeton ApplyEffect 3maxoguts yci oO'ektm "Ball" y crmeni 3a
nonomororo Merony FindObjectsOfType<Ball>(). Jns xoxuoro o6'exty "Ball"
BUKIIUKAEThCsl MeTon BallScale(), sxuii 3MiHIO€ MacmTad Kyii, BCTAaHOBIIOKOYH

HOBUI pO3MIp.
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V xinmi metony OnTriggerEnter2D(), 06'ext "PickUpBallScale" 3auniyerscs
3a qonomororo Meroay Destroy(gameObject), 11100 BUIAIUTH MOTO 31 CLIEHU MICHs

niAOMpaHHS.

3.6 3BykoBe odopmIIeHHS

VY po3aini po3pooku 3ByKky y rpi Ball Break Bupimieno 6ys10 30cepeuTich Ha
CTBOpPEHH1 €()EeKTHUBHOI CHUCTEMHU 3BYKIB, SIKa MOKpaIlye IMMEpCII0 Ta redMmIuieH
rpaBiis. 0ys0 BUKopucTtaHo kiac SoundManager 11t KepyBaHHs BCiMa 3BYKOBHUMU
enemeHnTamu rpu. Lleil kmac BKiIOYae MeTOAM ISl BIATBOPEHHSI PI3HUX 3BYKIB,
TakuX SK 31TKHEHHs M'suya 3 OJoKOM a0o 3ByK BTpatu XHUTTA.. Kpim Toro,
BUKOpucTaHo Kiiac AudioSource st BIATBOPEHHS 3BYKIB 1 MPHU3HAYEHO HOTO
pi3HMM O0'ekTaM B Tpi, TakuM sk M'sd i iatdopma(puc.3.9). Mera nossirae B
CTBOPEHHI NPUEMHOTO Ta PEANTICTUYHOTO 3BYKOBOTO JOCBIAY, SKHH JIOIOBHIOE
reimiieil Ta poObuTh Tpy OUIBII 3aXOIUIIOIOYOK JJIsl TpaBIs. 3a JOIOMOIO0

penakropa 8 Ta 16 bit 3BykiB Ha caiiTi SfXr.me Oymu cTBOpeHi Taki 3ByKH IS

BiIOMBaHHS KYJIi, 3HUIIEHHS 00'€KTIB, Ta OTPUMAaHHS Pi3HUX O0HYCIB. (puc. 3.10)

Pucynox 3.9— 3Byku y rpi

Generator Manual Settings Sound
Download:
_ Attack time 0.000 sec
_ Sustain time 0004420 sec File size 3kB
3 _ Sustain punch +s2.88% Samples 2562
G  D-coy time o054 ec Clipped: 1
O St frequency Tasake Gain -10.63 43
m D Viin ireq. cutoff 35250z
P  Side 0005 Sample Rate (Hz
GRS Dol side 0000000 S mm
Vibrato
e [ e )
= _ Speed omF Sample size
Arpeggiation m“
G Fcquency mult orF
_ Change speed 0.4542 sec
Duty Cycle @ permalink
_ Duty cycle s0.00%
D R o

Offset orF
Sweep oFF

| aw-Pacae Eikar



Pucynok 3.10 —Penatkop 8 Ta 16 bit 3BykiB sfxr.me
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BUCHOBKH

V wiii kBamidikariiHii podoTi Oysio po3poodieHo apkaany rpy Brick breaker.

Takox mpoaHaTi30BaHO CEPEAOBUINA JJISI PO3POOKH JABOBUMIPHHUX Irop Ta
pPO3pO0JICHO JIBOBUMIPHY ajamnTallifo apkamaHoi rpu «Arkanoid» 3a mgomoMororo
¢perimBopka Unity. V anani3zi irpoBux pyuiiiB, OyJI0 pPO3MJISHYTO TpH
HaimonysapHumux (peiimBopku Taki sk: Unity, Unreal Engine ta GameMaster.
[Tin yac po3poOku OyiaM PO3TJASHYTI KIIOYOBI KOHLEMIII Ta 1HCTPYMEHTH, 5Kl
BUKOPUCTOBYIOTBHCSI IIPU CTBOPEHHI irop Ha ruardopmi Unity, Taki K CTBOpEHHS
ITpOBUX  O0'€KTIB, MPUKPIIJIEHHS  KOMIIOHEHTIB, KOHQIrypauis  (i3uku,
BUKODUCTaHHS aHIMallid, 3BYKOBUX e(]eKTiB, Bi3yani3aliifiHUX e(eKTiB Ta
HaIMCaHHs CKpUNTIB Ha MOB1 C#.

Meta pobotu: CTBOpUTH Ipy 3a jJomomorowo pymis Unity mms aexinpkox
IrpoBHX MIAT(HOPM.

MeToau 10oCiKEeHHS

e AHaJi3 JTepaTypHUX JHKEPEII,

® po3po0Ka MPOTOTHUILY,

® ONIUTYBAHHS Ta 301p JaHUX,

® MIOPIBHSJIBHUH aHai3.

PesynbpTaT poboTH:

v' PospoGuiena rpa na Unity

v Hanmcani CKpUITH 1718 CTBOPEHHS 00 €KTIB Ta IX 3HMIIEHHS

v TIpoeKT IpOTECTOBAHMI Ta HAJIATOKEHHS [IPOBEIEHO.
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JlomaTtku

Honatok A (ball)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class Ball : MonoBehaviour
{
[Header("Ball's characteristics™)]
public Rigidbody2D rb;
public float initialSpeed;
public float currentSpeed;
public float ballSize;
public PickUpSpeed bSpeed;
public PickUpBallScale bScale;

[Header("Ball's position™)]
public float yPosition;
public float xDelta;

public float yDelta;

bool isStarted;

bool isMagnetActive;

[Header("Explode™)]

public float explodeRadius;
public bool isExplosive;

public GameObject explodeEffect;

[Header("Pad")]
public Player pad;
public TrailRenderer trailRenderer;

[Header("Sounds™)]

AudioSource audioSource;

//public AudioClip explodeSoundBall;
public AudioClip ballHitSmth;
private void Awake()

{
audioSource = GetComponent<AudioSource>();
}
private void Start()
{
ballSize = 1f;
currentSpeed = initialSpeed;
yPosition = -3.93f;
isExplosive = false;
}
private void Update()
{
if (isStarted)
{
rb.velocity = rb.velocity.normalized * currentSpeed;
}

else
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{

transform.position = new Vector3(pad.transform.position.x + xDelta,
yPosition, 0);
if (Input.GetMouseButtonDown(0))

{
StartBall();
}

}
public void ActivateExplode()
{

explodeEffect.SetActive(true);

audioSource.Play();

isExplosive = true;
}
public void MultiplySpeed(float speedCoeff)
{

currentSpeed *= speedCoeff;
}
public void MagnetActivate()
{

isMagnetActive = true;
}
public void BallScale(float ballScale)
{

isStarted = true;

StartBall();

ballSize = ballScale;

transform.localScale = new Vector3(ballSize, ballSize, ballSize);
trailRenderer.startWidth = ballSize / 2;

public void DuplicateBall()

{
Ball originalBall = this;
Ball newBall = Instantiate(originalBall);
newBall.StartBall();
}
void StartBall()
{
float randomX = Random.Range(0, 0);
Vector2 direction = new Vector2(randomX, 4f);
Vector2 force = direction.normalized * currentSpeed;
rb.velocity = force;
isStarted = true;
}
private void OnDrawGizmos()
{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, explodeRadius);
}
public void Restart()
{
currentSpeed = initialSpeed;
isMagnetActive = false;
isExplosive = false;
explodeEffect.SetActive(false);
ballSize = 1f;
trailRenderer.startWidth = 0.5f;
transform.localScale = new Vector3(ballSize, ballSize, ballSize);
isStarted = false;
transform.position = new Vector3(pad.transform.position.x, yPosition, 0);
rb.velocity = rb.velocity.normalized * currentSpeed;
}

void Explode()



63

int layerMask = LayerMask.GetMask("Block");

Collider2D[] colliders = Physics2D.OverlapCircleAll(transform.position,
explodeRadius, layerMask);

foreach (Collider2D col in colliders)

{

}
}

Blocks block = col.GetComponent<Blocks>();
if (block == null)

{

Destroy(gameObject);
}
else
{

block.DestroyBlock();
}

private void OnCollisionEnter2D(Collision2D collision)

{

audioSource.PlayOneShot(ballHitSmth);
if (isMagnetActive && collision.gameObject.CompareTag("Player™))

{

//audioSource.Play();

xDelta = transform.position.x - pad.transform.position.x;

float newYPosition = transform.position.y;

isStarted = false;

rb.velocity = Vector2.zero;

transform.position = new Vector3(pad.transform.position.x + xDelta,

newYPosition, 0);

}

if (isExplosive && collision.gameObject.CompareTag("block"))

{

}

Explode();

Honarok b (blocks)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Blocks : MonoBehaviour

{

[Header("Block's points")]
public int points;
GameManager gamemanager;
LevelChanger 1c;

[Header("Block's lives")]
public int lifeBlock;
public bool invisible;

[Header("Block's sprites™)]
public Sprite[] blockDamaged;
public SpriteRenderer sRender;

[Header("Pick-ups and effects")]
public GameObject particlePrefab;
public GameObject[] pickUps;

[Header("Sounds™")]
AudioSource audioSource;



public AudioClip blockDestroyedSound;
SoundManager sM;
private void Awake()

{

}

audioSource = GetComponent<AudioSource>();

sM = FindObjectOfType<SoundManager>();
gamemanager = FindObjectOfType<GameManager>();
sRender = GetComponent<SpriteRenderer>();

lc = FindObjectOfType<LevelChanger>();

private void Start()

{

}

lc.BlockCreated();
if (invisible)

{
}

sRender.enabled = false;

private void OnCollisionEnter2D(Collision2D collision)

{

audioSource.Play();
if (invisible)

{
sRender.enabled = true;
invisible = false;
return;

}

lifeBlock--;
for (int i = lifeBlock; i > @; i--)

{
if (lifeBlock == i)
{
sRender.sprite = blockDamaged[i - 1];
}
}
if (lifeBlock <= @)
{
sM.PlaySound(blockDestroyedSound);
DestroyBlock();
}

public void DestroyBlock()

{

}

lc.BlockDestroyed();

gamemanager.AddScore(points);

Destroy(gameObject);

Instantiate(particlePrefab, transform.position, Quaternion.identity);
PickUpChance();

public void PickUpChance()

{

int randomValue = Random.Range(@, 30);
for (int i = @; i < pickUps.Length; i++)

{
if (randomvValue == i)
{
Instantiate(pickUps[i], transform.position, Quaternion.identity);
}
}
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Honatok B (GameDataSO)

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
[CreateAssetMenu]
public class GameDataSO : ScriptableObject
{
public int s;
public int h;

Honatok I' (GameManager)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class GameManager : MonoBehaviour
{

public Text scoreText;

public int score;

public bool isPaused;

public GameObject pausePanel;

public int bestResult;

private void Awake()

{
GameManager[] gameManagers = FindObjectsOfType<GameManager>();
for (int i = @; i < gameManagers.Length; i++)
{
if (gameManagers[i].gameObject != gameObject)
//Destroy(gameObject);
gameObject.SetActive(false);
break;
}
}
bestResult = PlayerPrefs.GetInt("BestScore");
}

private void Update()
{

scoreText.text = "Score: + score.ToString();
DontDestroyOnLoad(gameObject);
if (Input.GetKeyDown(KeyCode.Escape))

{
if (isPaused)
{
pausePanel.SetActive(false);
Time.timeScale = 1f;
isPaused = false;
}
else
{
pausePanel.SetActive(true);
Time.timeScale = of;
isPaused = true;
}
}

public void AddScore(int addScore)
{
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score += addScore;
scoreText.text = "Score: + score.ToString();
PlayerPrefs.SetInt("BestScore", score);

"

Honatok I (GameOver)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class GameOver : MonoBehaviour

{
public Text totalScore;
public Text bestScore;
GameManager gm;
HeartsBar hearts;
private void Awake()
{
gm = FindObjectOfType<GameManager>();
hearts = FindObjectOfType<HeartsBar>();
}
void Start()
{
totalScore.text = "Total score: " + gm.score.ToString();
bestScore.text = "Best score: " + gm.bestResult.ToString();
hearts.gameObject.SetActive(false);
gm.scoreText.enabled = false;
}
}

Honarok /I (HeartsBar)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class HeartsBar : MonoBehaviour
{

[Header("Hearts images")]

public Image[] hearts;

public Sprite fullHeart;

public Sprite emptyHeart;

[Header("Lives")]
public int health; //- 3p0poBbe = 3amno/iHeHHble cepheqku

public int heartsNumber; //konudecTtBo BUAUMbIX ceppeyek Ha kKaHBace (3amoJIHEHHbIX M

He3amnoJIHeHHbIX )
[SerializeField] private int startHeartsNumber;

[Header("Ball")]
public Ball ball;

[Header("Game Over")]

public GameObject gameOverPanel;
GameManager gm;

public Text totalScore;

public bool isDead;

private void Start()
{
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gm = FindObjectOfType<GameManager>();
for (int j = @; j < hearts.Length; j++) //T.K. Bcero cepgzey 5, HO BMAHO To/bkO 3
B Havane wurpel, Hago ux cgenatb HEBMAMMbIMM BCe

{
hearts[j].enabled = false;
}
HeartsStart();
}
public void MinusHeart()
{
health--;
for (int i = @; i < heartsNumber; i++)
{
if (i < health)
{
hearts[i].sprite = fullHeart;
}
else
hearts[i].sprite = emptyHeart;
if (i < heartsNumber)
{
hearts[i].enabled = true;
}
else
{
hearts[i].enabled = false;
}
}
GameOver();

public void AddRemoveHeart(int addHeart)
if (addHeart > @)

if (health < heartsNumber)

{
hearts[heartsNumber - 1].sprite = fullHeart;
health++;
}
else if (health == heartsNumber)
{
heartsNumber++;
hearts[heartsNumber - 1].enabled = true;
health++;
}
}
else
{
MinusHeart();
}

public void HeartsStart()
{
isDead = false;
gm.isPaused = false;
gm.score = 0;
Time.timeScale = 1f;
heartsNumber = startHeartsNumber;
health = startHeartsNumber;
for (int k = @; k < heartsNumber; k++) //a nocne aToro cpenaTb BUAMMbIMA TOJIbKO
HyXHOoe KonnyecTBO (yKa3blBaeTcs B MHCneKTope)



{
hearts[k].sprite = fullHeart;
hearts[k].enabled = true;
hearts[k + 1].enabled = false;
hearts[k + 2].enabled = false;
}
}
public void GameOver()
{
if (health <= 0)
{
isDead = true;
gameOverPanel.SetActive(true);
Time.timeScale = of;
totalScore.text = "Total score: " + gm.score.ToString();
}
}

Honatok E (LevelChanger)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class LevelChanger : MonoBehaviour

{
public int blocksCount;

GameManager gm;
HeartsBar heartsBar;

private void Start()

{
gm = FindObjectOfType<GameManager>();

heartsBar = FindObjectOfType<HeartsBar>();

public void BlockCreated()

{
blocksCount++;
}
public void BlockDestroyed()
{
blocksCount--;
if (blocksCount <= 9)
{
//PlayerPrefs.SetInt("CurrentScore"”, gm.score);
//PlayerPrefs.SetInt("Hearts", heartsBar.health);
StartCoroutine(Wait(@.5f));
}
}
IEnumerator Wait(float time)
{
yield return new WaitForSeconds(time);
int index = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(index + 1);
}
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Honatok € (PickUpBallScale)

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

public class PickUpBallScale : MonoBehaviour

{

public float ballScale;
SoundManager sM;

public AudioClip pickup;
private void Awake()

{
sM = FindObjectOfType<SoundManager>();
}
void ApplyEffect()
{
Ball[] balls = FindObjectsOfType<Ball>();
foreach (Ball bal in balls)
{
bal.BallScale(ballScale);
}
}

private void OnTriggerEnter2D(Collider2D collision)

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

{
sM.PlaySound(pickup);

ApplyEffect();
Destroy(gameObject);

Honarok K (PickUpDuplicateBall)

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

public class PickUpDuplicateBall : MonoBehaviour

{

SoundManager sM;
public AudioClip pickup;
private void Awake()

{

}
void ApplyEffect()

sM = FindObjectOfType<SoundManager>();

Ball[] balls = FindObjectsOfType<Ball>();
foreach (Ball bal in balls)

{
}

bal.DuplicateBall();

}
private void OnTriggerkEnter2D(Collider2D collision)

{
if (collision.gameObject.CompareTag("Player"))
{
sM.PlaySound(pickup);
ApplyEffect();
Destroy(gameObject);
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Honatok 3 (PickUpExplode)

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

public class PickUpExplode : MonoBehaviour

{

SoundManager sM;
public AudioClip pickup;
private void Awake()

{
sM = FindObjectOfType<SoundManager>();
}
void ApplyEffect()
{
Ball[] balls = FindObjectsOfType<Ball>();
foreach (Ball bal in balls)
{
bal.ActivateExplode();
}
}

private void OnTriggerEnter2D(Collider2D collision)

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

{
sM.PlaySound(pickup);

ApplyEffect();
Destroy(gameObject);

Honarok U (PickUpHealth)

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

public class PickUpHealth : MonoBehaviour

{

public int addHeart;
SoundManager sM;

public AudioClip pickup;
private void Awake()

{

}
void ApplyEffect()

sM = FindObjectOfType<SoundManager>();

HeartsBar hearts = FindObjectOfType<HeartsBar>();
hearts.AddRemoveHeart (addHeart);
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.CompareTag("Player"))
{
sM.PlaySound(pickup);
ApplyEffect();
Destroy(gameObject);
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Jonatok M (PickUpManagment)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class PickUpMagnet : MonoBehaviour

{

SoundManager sM;
public AudioClip pickup;
private void Awake()

{
sM = FindObjectOfType<SoundManager>();
}
void ApplyEffect()
{
Ball[] balls = FindObjectsOfType<Ball>();
foreach (Ball bal in balls)
{
bal.MagnetActivate();
}
}

private void OnTriggerEnter2D(Collider2D collision)

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

{
sM.PlaySound(pickup);
ApplyEffect();
Destroy(gameObject);

Honarok K (PickUpPadScale)

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

public class PickUpPadScale : MonoBehaviour

{

public float newSize;
SoundManager sM;

public AudioClip pickup;
private void Awake()

{

}
void ApplyEffect()

sM = FindObjectOfType<SoundManager>();

Player pad = FindObjectOfType<Player>();
pad.PadScale(newSize);
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.CompareTag("Player"))
{
sM.PlaySound(pickup);
ApplyEffect();
Destroy(gameObject);
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Honarok JI (PickUpScore)

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class PickUpScore : MonoBehaviour

{

public int pickUpPoints;
SoundManager sM;

public AudioClip pickup;
private void Awake()

{

}
void ApplyEffect()

sM = FindObjectOfType<SoundManager>();

GameManager gM = FindObjectOfType<GameManager>();
gM.AddScore(pickUpPoints);
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.CompareTag("Player"))
{
sM.PlaySound(pickup);
ApplyEffect();
Destroy(gameObject);

Honaroxk M (PickUpSpeed)

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

public class PickUpSpeed : MonoBehaviour

{

public float speedCoeff;
SoundManager sM;

public AudioClip pickup;
private void Awake()

{

}
void ApplyEffect()

sM = FindObjectOfType<SoundManager>();

Ball[] balls = FindObjectsOfType<Ball>();
foreach (Ball bal in balls)

{
}

bal.MultiplySpeed(speedCoeff);

}
private void OnTriggerEnter2D(Collider2D collision)

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

{
sM.PlaySound(pickup);

ApplyEffect();
Destroy(gameObject);
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Honaroxk H (Player)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class Player : MonoBehaviour

{

float yPosition;

public float xMax;
[Tooltip("Ccbinka Ha mMAaY")]
public Ball ball;

[Tooltip("Pexum aBTOMaTU4eCKOW WUrpbl ans nposepku™)]
public bool autoplay;

void Start()

{
}

yPosition = transform.position.y;

void Update()

{

}

if (Time.timeScale == of)
{
return;
}
if (autoplay)
{
Vector3 ballPos = ball.transform.position;
Vector3 newPadPos = new Vector3(ballPos.x, yPosition, 0);
newPadPos.x = Mathf.Clamp(newPadPos.x, -xMax, xMax);
transform.position = newPadPos;
}
else
{
Vector3 mousePixelPoint = Input.mousePosition;
Vector3 mouseWorldPosition = Camera.main.ScreenToWorldPoint(mousePixelPoint);
Vector3 padNewPosition = new Vector3(mouseWorldPosition.x, yPosition, 0);
padNewPosition.x = Mathf.Clamp(padNewPosition.x, -xMax, xMax);
transform.position = padNewPosition;
}

public void PadScale(float newSize)

{
}

transform.localScale = new Vector3(1, transform.localScale.y * newSize, 1);

Honatok O (Scenes)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{

SoundManager sm;
private void Start()

{



sm = FindObjectOfType<SoundManager>();

public void ChangeScene(string scene)

{
SceneManager.LoadScene(scene);
if (scene == "Main")
{
print("hi");
}
}
public void RestartScene()
{
int index = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(index);
}
public void ExitGame()
{
Application.Quit();
}

Hoaatok II (SoundManager)

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

public class SoundManager : MonoBehaviour
{

AudioSource audioSource;

public GameObject bgSound;

private void Awake()

{
audioSource = GetComponent<AudioSource>();
var bgSoundOne = GameObject.Find("Big in Japan");
if (bgSoundOne == null)
{
bgSoundOne = Instantiate(bgSound);
DontDestroyOnLoad(bgSoundOne);
}
}
public void Mute()
{
audioSource.mute = true;
}
public void PlaySound(AudioClip sound)
{
audioSource.PlayOneShot(sound);
}
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