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PE®EPAT

Kranidikamiitna pob6ora OakamaBpa «Po3pobka tpu "Tpu y psaa" 3
BUKOpUCTaHHSIM ppeiiMBopky Unity»: 65 cTopiHok, 8 puc., 5 mkepen, 6 J0AaTKIB.

O06’exT nocHiIKeHHs — npoliec po3pooku rpu "Tpu y psa'.

Mera pobotu: po3podka onnaiiH irpu "Tpu y pan" Ta BUBYEHHS MpPOLECY
PO3pPOOKH TAKOTO TUITY TPH.

MeTon nochi/pKeHHS — aHami3 JITepaTypHUX JDKEpel, MPOEKTyBaHHS Ta
po3pobky rpu "Tpu y psan".

Jlnss HamucaHHS KOAy OyJ0 BHKOPHCTaHO CEpEAOBHUIINE PO3POOKH Ta
610mi0Texy Unity 1 HU3KY 1HIIMX 1HCTPYMEHTaJIbHHUX 3ac00iB cepenoBuiia Visual
Studio. OcHoBHI 3aBIaHHS POOOTH BKJIIOYAIOTH BUOIP TEXHOJOTIH PO3pOOKH,
CTBOPEHHS apXiTEKTYPH I'PH, peajlizallito iIrpOBUX MeXaHiK, BKIIFOYAIOUH CTBOPEHHS
JIOIIKKM, TEHEepallil0 €JIeMEHTIB, YMTAHHSI MEepPeMillleHb €JIEMEHTIB, a TaKOX iX
pyiiHyBaHHS. B pamkax nociimkeHHs TaKoX OyayTh PO3TJISIHYTI OCOOJIHUBOCTI irop
Ha pymii Unity, a TakoX MOXJIHBOCTI Ta OOMEXEHHS, MOB'A3aHI 3 BHOpaHUMH
TEXHOJIOT1SIMH Ta apXiTeKTyporo Ipu. Pe3ynbrarom pobotu Oyne pyHKITIOHATBHA Ta
roToBa J0 BHKOpHUCTaHHA Tpa " Tpum y psan", a TakoX aHami3 Ta OI[IHKA IMPOIECY

PO3pOOKH Ta MOXKJIMBUX MTOKPAIIEHb JIJIT MAaOYTHIX IMTPOEKTIB.



SUMMARY

Bachelor's qualification work "Development of the game "Three in a row"
using the Unity framework": 65 pages, 8 figure, 5 references , 6 appendices .

The object of research is the process of developing the game "Three ina Row".

The purpose of the work: the development of the online game "Three in a row"
and the study of the development process of this type of game.

Research method — analysis of literary sources, design and development of the
game "Three in a row".

The development environment and Unity library and a number of other tools
of the Visual Studio environment were used to write the code. The main tasks of the
work include the selection of development technologies, the creation of the game
architecture, the implementation of game mechanics, including the creation of the
board, the generation of elements, reading the movements of elements, as well as
their destruction. The study will also examine the specifics of Unity-powered games,
as well as the capabilities and limitations associated with the selected technologies
and game architecture. The result of the work will be a functional and ready-to-use
Match 3 game, as well as an analysis and evaluation of the development process and

possible improvements for future projects.
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BCTYII

CTBOpeHHsl IrpOBUX JOJATKIB € BIAMIHHOI MOXJIUBICTIO JJII PO3BUTKY
HAaBUYOK y IpOrpamMyBaHH1 Ta Ju3aifHi rediMiHr-cBiTiB. Unity - 11e TOTyXHa Ta TyKe
nomyisipHa 1uiargopma st po3poOKH Irop, IO J03BOJISiE CTBOPIOBATU ITPU HA
pi3Hux maatdopmax, Briatoyarouu [1K, MoOUIbHI NpUCTPOi, KOHCOI1 Ta BIpTyalIbHY
peanbHicTh. OHUM 13 3aBJlaHb KBadi(iKkaliiHOT poOOTH € po3poOKa I'pu y CTUJII
Tpu y psa Ha mmatdopmi Unity. Unity TakoK BUKOPHUCTOBYETHCS JIJISI CTBOPCHHS
Bi3yanbHUX e(dexTiB y ¢uIbMax Ta IHTEPaKTUBHUX JIOAATKIB IS OCBITH Ta
BUpoOHUIITBAa. Unity Mae BeJIMKY CHUIBHOTY PO3pOOHMKIB, fKa JOMOMArae OAuH
OJIHOMY BUPIIIYBaTH MPOOJIEMH 111 4ac PO3POOKH, TOMY € AyKe MOMYJISIPHOIO CEPE
PO3pOOHHUKIB iTOp.

Kanp "Tpu y psan" (Match-3) € omHuM 3 HaUDOMYJSPHINIUX >KAHPIB
TOJIOBOJIOMOK B IrpOBIM 1HAYCTpIi. Y IUX irpax IpaBIli MOBUHHI 310paTu rpymny 3
TPhOX a0o0 OuIbIlIe OJHAKOBHX €JIEMEHTIB Ha IrpOBOMY IOJI, MO0 3HUIIUTH iX 1
OTpUMAaTH OYKH. ['0JIOBHA MeTa I'pU MOJSTAE y NOCATHEHH1 33J]JaHOTO Pe3yJIbTaTy 3a
oOMexxeHul yac abo KUTBKICTh KPOKiB. 3a3BHYail rpa Mae pi3HI piBHI CKJIAIHOCTI,
0 BKJIIOYAIOTh B ceO€ HOBI €JIEMEHTH, SIKi 3'SIBISIOTHCSA HA TOJI, PI3HOMAaHITHI
MEPEIIKO/IM, a TAKOXK Pi3HI OOHYCH Ta MiJKa3KH, K1 MOKYTh JJOTIOMOITH TPaBIIEBI.
Taxi irpu € mpocTuMHu y redMIniei Ta MaroTh SCKpaBy Tpadiky Ta 3BYKOBHM €(eKT,
0 J03BOJISIE 3aJyYUTH JO TPH TPaBIIB PI3HOTO BIKYy Ta JOCBiAYy. Y mJaHii
kBamiikamiiHiit poOOTI OyAyTh OMHMCAaHI OCHOBHI €Tanu PO3pOOKH Irpu B XKaHPi
"Tpu y psn" Ha muiatdopmi Unity. Bona BkirogaTiMe CTBOPEHHS iIrpOBOTO CBITY,
PO3poOKy reiimMIIeto Ta B3a€EMO/IT 3 TpaBLieM, JOJaBaHHS 3BYKOBOT'O CYIIPOBOJY Ta
6araTo iHIIOro. 3arajoM, MPOEKT JA03BOJIHUTH JIE€TATbHO 03HAHOMUTHUCH 3 TIPOLIECOM
po3poOku rpu B xaHpl "Tpu y psan" na mnardopmi Unity Ta OTpUMaTH MpaKTUUHI

HAaBUYKHU y MpOrpaMyBaHHI Ta AU3aiHi irop.



1 OCOBJIMBOCTI PO3POBKHN KOMII'IOTEPHUX IT'OP

1.1 OcHoOBHi BUM KOMIT'IOTEPHUX irop

Po3po6ka koMIT'IOTepHUX irop - 11e Ty’Ke CKIaIHUHI Ta TPYAOMICTKHI MpoIiec,
AKUN 1oTpedye BUCOKOI KBadidikalii GaxiBIiB y pi3HUX ramys3sax. g ycmimHoi
pO3pOOKM Tpu TOTPIOHI TporpaMmicTv, rpadiuHi Jgu3ailHepu, aHIMaTOpH,
KOMITO3UTOPHU, 3BYKOpPEKHUCEPH, TecTepu Ta OaraTo iHmuMX (axismiB. Kpim Toro,
po3poOka irop MoTpedye BEIMKUX IHBECTHUIIIM, TOMY Bl KOMIaH1M-pO3POOHUKIB
9acTO BUMAraeThCsl BUCOKUU piBeHb pu3uKy. OHAK, YCIIIIHA Ipa MOXKE MIPHHECTH
3HAYHYy NPUOYTOK 1 CTATU BEIMKHUM YCIIIXOM B IHAYCTpIi po3Bar.

Hanpukinimi, MoHa 3a3HA4YMTH, [0 KOMI'IOTEpHI IrpU € HE JUIIe
PO3BaXKaIBHUM IPOJIYKTOM, ajie i IHCTPYMEHTOM JJI PO3BUTKY Ta HaBYAHHS, SIK Y
JiTeH, Tak 1 y gopociux. BoHM MOXYTb JOMOMOITH BUBYEHHIO HOBMX HaBUYOK,
PO3BUTKY KpEAaTMBHOCTI Ta CTpPATEriyHOro MHCIEHHA. ToMmy po3poOka
KOMIT'IOTEPHUX 1rop - 1€ He TUIbKM KpEeaTHBHHUI IMpoIleCc, a i Ba)KJIMBa CKJIaJ0Ba
Cy4acHOI KyJIbTYPH Ta OCBITH.

VY mnepuriii yactuni «IligrotoBka mpoekty» [3] ommcaHo Taki OCHOBHI
KOMIT FOTEPHI KaHPH 1Top SIK:

- Exmien (Action): me irpu, B SKMX TpaBellb KEPYy€e MEPCOHAKEM, SKHUM
3MIMCHIOE PI3HOMAaHITHI [Iii, TaKi K Oir, CTpUOKH, CTPUISHUHY TOIIIO.

- Ctparerii (Strategy): y 1mux irpax rpaBellb Kepye TpYIO0 IMEePCOHAXKIB,
PO3BHUBAE CBOIO 0a3y, MaHye aTaku Ta 000POHY.

- Pomnwosi irpu (RPQG): y Takux irpax rpaBeis Kepye MepcoHaXeM, pO3BUBAE
HOro, BUKOHY€E KBECTH, OOPETHCSA 3 MOHCTPaMU Ta IHIIMMHU TPaBISIMU.

- T'omoBomomku (Puzzle): me irpu, B SAKUX TpaBelb BUPINIYE Pi3HI

TOJIOBOJIOMKH, 3aBJIaHHS Ta 1HII CKJIAJIHI1 3a1a4l.
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- T'onku (Racing): y Takux irpax rpaBeib Kepye aBTOMOO1IEM, MOTOLUKIIOM
a0d0 IHIIMM TPAHCHOPTHUM 3acO0OM, 3MaraluuMch 3 IHIIUMHU TpaBUAMH abo
KOMIT'FOTEPOM.

- Cumynaropu  (Simulation): y mmx irpax TIpaBelb Kepye IMITallI€lo
peanbHOro 00'ekTa, HAPUKIIAJ aBIACUMYJISTOPOM, CUMYJIATOPOM KUTTS 1 T.J.

- lllyrepu (Shooters): ne irpu, B SIKUX TpaBellb KEpye MEPCOHAXKEM, KU
cTpiyisie 31 30poi Ta 6OpeThCs 3 BOPOTAMHU.

- Apkanu: y Takux irpax rpaBellb 3Marae€rbcs 3 IHIIMMHU TpaBIsIMU a0o
KOMIT'FOTEPOM B PI3HUX 3aBJAHHSX.

- CnoptuBHi irpu (Sports): 1e irpu, B SIKUX I'paBellb Kepye KOMaHI00 abo
CIIOPTCMEHOM Y CUMYJIALIT PI3HUX BUAIB cIOPTY. TakoK ICHYIOTH iTpH, sIKI CTBOpPEHI
JUTS ITPOBUX KOHCOJIEH, MOOUTBHI irpH, Opay3epHi irpu. MoOUIbHI IFpH CTalOTh BCE
OUTBII MOMYJIAPHUMHU Ta AOCTYITHUMU, 1 6ararto Jtojiei rpatoTh Y HUX Y CB1M BUIbHHIM

gac.

OnuuM 3 HAWBAKIIMBIIIMX AaCMEKTIB PO3POOKH 1rop € BUKOPHUCTAHHS
MOTY)KHOTO IHCTPYMEHTapil0 Ta TEXHOJOTiH, M0 HaJalTh PO3POOHUKAM
MOJKJTUBICTh CTBOPIOBATH CKJIaJHI Ta 1iKaBi irpu. OCHOBHI ABUTYHU PO3POOKH irop
- 1Ie TporpaMHi miatGopMu, SKi HaAAIOTh PO3POOHUKAM JIOCTYI JO HEOOXITHHMX
IHCTPYMEHTIB JI1 CTBOpeHHs rpadiku, aHimarlli, (i3uku, 3BYKYy, MEpPEKEBOl

B3a€EMO/II1 Ta 1HIITUX aCIEKTIB I'PH.

1.2 OcHoBHi iHcTpyMeHTAJbHI cucTeMu po3podku KI

[TepermstnyB caiit [1] Ta BU3HAYMB JIeKiIbKa OCHOBHUX 1HCTPYMEHTAIBHUX
CUCTEM PO3pPOOKH KOMITIOTEPHUX Irop, sIKi BKIIOYAIOTHh IHTETPOBaHI CepeloBHUIIA
po3pobku (IDE), rpadiuni ABMKKH, MOBH MIPOTPaMyBaHHS Ta PEAaKTOPH PECypCiB.
Hampuknan, nomynsipui IDE mns po3poOku irop Bimrodatots Unity, Unreal Engine

ta GameMaker Studio.
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I'padpiuni nBmwxkku, Taki sk Unity ta Unreal Engine, HamaroTh MOTYXHI
IHCTPYMEHTHU JJisl Bi3yaJbHOTO CTBOPEHHS Ta HaJalUTyBaHHS rpadiku, (Ii3UKdA Ta
IITYYHOT'O IHTEJEKTY B Irpax.

KoMmn'toTepHi irpy cTaaud OJHUM 3 HAWMOMYJSIPHIIIMX BUAIB PO3Bar s
MUTBHOHIB JIIOJIEN MO BChOMY CBiTy. P0o3poOka irop - 1e Jyxke CKIaJHUM Ta
OararoacneKkTHUM MpOLEC, AKUU BKIOYaE B cede poOoTy 3 rpadikoro, 3BYKOM,
MEPEKEBUMHU TEXHOJOTISIMHU, MITYYHUM iHTENIEKTOM Ta Oararo iHmoro. Po3poOka
KOMI'IOTEPHUX irop - IIeé KpeaTUBHUH, aje BOJHOYAC BHMOTIIMBHUH TPOIIEC, IO
noTpeOye BUCOKOTO PiBHS 3HAHD 1 BMiHb.

Sk 3a3Havanocs B [3] OCHOBHI eTanu po3poOKH irop TaKi:

- IUIAHYBaHHS: Ha IbOMY €Talrl BU3HAYAEThCSA KOHIEMIS IrpH, ii imes,
CLIEHapiii, mepcoHaxi, IrpOBHIi CBIT, MEXaHiKa I'py Ta 6arato HILIOTrO;

- MPOTOTUITYBAaHHS: Ha IIbOMY €Taml CTBOPIOETHCS MPOTOTUI TPH, IO
JI03BOJISIE TIEPEBIPUTH POOOTY OCHOBHUX MEXaHIK 1 FedMILICIO;

- po3pobOka rpadiku: au3aiiHEepu PO3POOJSAIOTh Tpadiky Uil MEPCOHAKIB,
00'e€KTiB, Ta IrPOBOTO CEPEIOBUIIIA,;

- po3po0Ka 3BYKY: KOMIIO3UTOPU CTBOPIOIOTH MY3UKY, 3BYKOB1 €(deKTH Ta
JiaJIoTy TIePCOHAXKIB;

- pO3p0o0Ka MEPEKEBOTO JU3ANHY: Ha IIbOMY €Talll po3po0JISIETHCS MEpeKeBa
apXiTeKTypa IpH, KA TO3BOJISE TPABISM ITIKITFOYATUCS IO MEPEXK] Ta TPATH Pa30M;

- po3po0Ka MITYYHOTO IHTEIEKTY: MPOTPAMICTH CTBOPIOIOTH AJITOPUTMU LIS
peaNicTUYHO1T TOBEIIHKY MEPCOHAXKIB Ta MPOTHUBHUKIB,;

- TECTYBaHHA: Ha IIbOMY €Talll rpa MiIJA€ThCS BUMPOOYBAHHAM Ha PI3HHUX
maTgopMax, o0 BUSBUTH Ta BUIIPABUTU MMOMUJIKY 1 Oary,

- BUITYCK: Ha OCTAaHHBbOMY €Talll Ipa FOTYETHCS 10 BUITYCKY Ta AUCTPUOYIIII.
3a3Buyail rpa myONiKyeTbcs Ha MHPPOBHX TuarGopmax, Takux sK Steam,
PlayStation Network, Xbox Live, abo Ha MOOUTPHUX TIaThOpMax, TAKUX K App
Store Ta Google Play.

Koxen eran BuMarae crneuu@iyHUX I1HCTPYMEHTIB 1 TEXHOJOTIH, 110

JIOTIOMAararoTh pO3pOOHHUKAM CTBOPIOBATH SIKICHI Ta 3aXOILTIOI0Y1 KOMIT'IOTEPHI ITpH.



12

1.3 O030p nomy I pHUX KOMII’'IOTeHHX irop :;kaupy «Tpu y psap»

VY CcTarTsSX CTOCOBHO TOMMYJSPHOCTI KOMIT IOTepHHX irop Ha (opymi [1]
3a3HA4YeHO, 110 XaHp "Tpu y pan" € oHUM 3 HAUMOMYJSPHIIMIMX CEpell T'PaBliB
PI3HOrO BIKY Ta irpoBOro AocBiay. Lli irpu mponoHyroTh 3aX0IUII0I0YY KOMOIHAIIO
pO3Baru Ta roJJOBOJIOMOK, /i€ TpaBellb Ma€ 3aBAaHHS 3HAXOUTH 1 3'€THYBAaTH TPHOX
a0o0 OinbIe 0JJHAKOBUX 00'€KTIB /IS iX 3HUIICHHS. BOHU 3aT0BOJIBHSIOTH OTPEOH
THX, XTO IIYKa€ MBUAKY TPy 3 MHUTTEBUMHU PE3yJbTaTaMH, & TaKOXK 3aTyMIIHBHX
CTpaTeTYHUX IPaBIIiB.

OcHoBHUM cueHapiem rpu "Tpu y psaa" € 30upaTi MakCUMaJIbHY KUIBKICTh
OYOK abo0 JOCATTH TIEBHOI METH y BHU3HA4YCHY KUIBKICTh XOIiB. ['paBemnp Mmae
3aCTOCOBYBATH CBOIO CIIOCTEPEXIIMBICTh Ta JIOTIYHE MHUCJICHHS, 00 3HAXOIUTH
HANOUIBII BUTiHI KOMOiHAIT 00'€KTIB Ta 3/A1MCHIOBATHA CTpaTeriuHi pyxu. IrpoBi
MEXaHIKU € MPOCTUMH Ta JIOCTYIHHUMH, ajle BOJHOYAC BUMArarTh MEBHOTO PiBHSA
CTparterii Ta TIaHyBaHHs 3 OOKY T'paBIIsl.

I'pa "Tpu y psan" moxke OyTH BiTHECEHA JI0 KaHPY TOJIOBOJIOMOK Ta JIOTTYHUX
irop. I'paBenib Mae po3risgaTd IrpoBe IOJE 3 yBarow, aHalli3yBaTH MOXIIUBI
BapiaHTH XOJIB Ta TepeAdavaTH HACHIIKW CBOiX pimieHb. Llelt sxaHp m03BOJISIE
IPaBIIM PO3BUBATH CBOI PO3YMOBI HAaBWYKH, TakKi SK CIOCTEPEKIUBICTD,
KOHIICHTpAIIis, JIOTIYHE MUCJICHHS Ta MPUUAHSITTS pillleHb. TakoXX irpy LBOTO KaHPY
JOCTYIHI Ha PI3HUX MIaTGopMax, BKIFOYAI0YH KOMITIOTepU, MOOUTbHI TeeoHu Ta
iadmeTy. Lle 103Bosisie rpaBIsiM HACOJIOHKYBATUCS TPOIO B OYAb-IKUH 3pydHUN
JUTST HAX Jac Ta MICILIE

OxpiM TOro, rpa Mae MpPUEMHY Tpadiky, My3UKy Ta 3BYKOBi €(hEKTH, 110
CTBOPIOIOTH TAPHUI HACTPIH Mia 9ac Tpu. ScKpaBi KOIbOPH, aHIMAIIIS Ta Bi3yalbHI
epeKTu NomoMaraloTh CTBOPUTH MpHUBAOJIMBE ITPOBE CEPENOBHUINE Ta 3AIYUUTH

I'PABIIIB JIO TIPOIIECY.
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3aranom, rpa "Tpu y psaa" BITHOCUTHCS J0 KaHPY TOJIOBOJIOMOK Ta JIOTTYHUX
Irop 1 HaJia€e rpaBUSM MOXJIMBICTh HACOJIOKYBATHUCS 3aXOIUTIOIOUYUM TEUMILIEEM,
CHpHsi€ PO3BUTKY PO3YMOBHX HaBUYOK Ta 3a0e3meuye JOCTYIMHY pO3Bary Ha pi3HHUX
matgopmax.

[Ticns aHamizy OJHOrO 3 HAWUMOMYJSIPHIIIMX MarasuHy irop [4] Bu3Ha4uB
OCHOBHHX JIJIEpIB cepel irop kaupy «Tpu y psia», a came:

- Candy Crush Saga — s rpa mae 0e3iid piBHIB, B SIKUX I'paBellb TOBUHEH
30MpaTu PI3HOKOIHOPOBI IIYKEPKHU, PO3TAIIOBYIOUHU 1X Y PSIIU MO TpU abo OibIIIe.

- Bejeweled — rpa, Bunyiiena kommnaniero PopCap, € ojHi€r0 3 Mepiux irop
y 1boMYy *aHpi. ['paBers moBUHEH 30UpaTH TOPOTrOIiHHI KAMEH1, pO3TalIOBYIOYH X
y psiau 1o Tpu abo Oublie.

- Farm Heroes Saga — rpa Bix tBopuiB Candy Crush Saga, B sikiii rpaBenb
NOBUHEH 310paTy pi3HI PPYKTH Ta OBOYi, PO3TAIIOBYIOUHU iX y PSAM MO TpH abo
Oinble.

- Jewel Quest — rpa Mae BeMKY KUIbKICTh PIBHIB, B IKUX IPaBEIb TOBUHEH
30MpaTH TOPOTrOIiHHI KaMeH1 Ta po30JIOKOBYBATH CKJIAHIII TOJIOBOJIOMKH.

- Fishdom — rpa 3po6iiena B moaioHOMY CTHIII, ajle BOHA Ma€ Pi3HOMAHITHIII1
3aB/IaHHS, BKJIIOYAIOYM PO3BUTOK BIACHOTO aKBapiyma Ta JIOTJIs] 32 pUOKaAMHU.

3aranom, 3Ba)ar0y Ha KUTbKICTh 3aBaHTAXEHb Ta MOMYJISIPHICTD irop KaHPy
"Tpu y psa" Ha pidHEUX IUIaTdhopMax, MOKHA TOYHO CKazaTH, IO BOHH
IPOAOBXKYIOTh 3alydaTH ILIMPOKE KOJIO TpaBLiB CBOEI NPUBAOIUBICTIO Ta

3aXOIUIFOFOYICTIO.

1.4 TlocTanoBKka 3agayui

[Tix vac po3poOku KOMII IOTEPHOI Tpu y xaHpi «Tpu y psa» BU3HAYUB IS
Taki OCHOBHI 3aBJIaHHS:

1. Po3poOka imMIieMeHTallii irpoBoro noJis Ta BigoOpa)xeHHs rpadiku.

2. Peanizaiisg MexaH1K 3HaXOKEHHS Ta 3'€ THAHHS OJHAKOBHUX 00'E€KTIB.

3. Po3po0Oka cucteMu miipaxyHKy OUKIB Ta YIPABIIHHS PIBHAMU TPU.
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4. Inrerpaiiss 3BYKOBUX €(EKTIB Ta MY3UKH JJisi CTBOPEHHS HAJIEXKHOI
aTMoc(epu rpu.

5. TecTyBaHHs TpHU Ta BUSBJICHHS Ta BUIIPABJICHHS TOMUIIOK.

VY po3pobui rpu "Tpu y psag" 3 BuUKOpUcCTaHHSAM ¢peiimBopky Unity,
OCHOBHOIO IIPOOJIEMOIO € 3a0€3MeUYeHHs] ONTUMAIbHOI MPOJYKTUBHOCTI Ta SKOCTI
rpu. [ToTpiGHO 3HANTH ONTUMaNBEHUI cIOCIO peanizalii JOTIKU IPpH, 100 YHUKHYTH
3aTPUMOK Ta JIariB, 0COOJIUBO MPHU BEJIMKIN KUTLKOCTI €J1€MEHTIB Ha MOJIL.

3aranbHa MeTa poOOTH MOJIATae y CTBOPEHHI SKICHOI Ta 3aXOIUTIOIY0i TpU
"Tpu y psan" 3a momomoror Unity Ha moBi C#, sika 3aJ0BOJIBHSTHME BUMOTH
KOPHMCTYBauiB IIOJI0 TeMMILICIO, TpadiyHOTrO AM3aiHy Ta NpPOAYKTHBHOCTI. [l
JIOCSITHEHHS 111€1 MEeTH HEOOXITHO YCIIIIHO BUPIIIMTH BC1 TMOCTaBIICHI 3a/1adl Ta
NEPEBIPUTH TPy HA HASBHICTH MOMUJIOK Ta HEJOJIKIB 3@ JOIMOMOT OO0 TECTYBaHHS.

OrnsHyB iCHYIOUYlI KOMIT'IOTEpHI iropu >xanpy "Tpu y pan" Ta cmocodu ix
PO3pOOKH Ta MpOTrpaMyBaHHsI, 110 JaJI0 3MOTY OTPUMATH YSIBJIEHHS MPO Te, K Ll

KaHp PeaTi3oBYEThCS Ta SKI MOXKIIMBOCTI € JJI CTBOPEHHS BJIACHOI IpH.
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2 PO3POBKA CHEHAPISA TA AJITOPUTMIB

2.1 Po3pobka cueHapiio

Po3pobka cuenapito rpu "Tpu y pan" € BaXJIMBUM €TanoM Yy IMpoIliect
CTBOpPEeHHS apkajaHux irop. Y [3] 3a3Hayaerncs, 110 ClieHApid BH3HAYAE 3arajibHY
CIOXKETHY JIiHII0, METY TpH, 3aBJIaHHSI TPaBIIS TA OCHOBHI €JICMEHTH T'eHMILICIO.

Ha [1] ommcyrorbes pizHi irpu "Tpu y psa" 3 pisHUMH MeXaHIKaMH Ta
BapiamisiMu. Jleski 3 HUX (OKYCYIOThCS Ha 30MpaHHI KpUCTaiiB ab0 MPEJIMETIB
IUISIXOM 3'€THaHHS TPbOX 1 OLIBINE OJIHAKOBUX EJIEMEHTIB, 1HIII MOXYTh MaTH
eJIeMEeHTH pO30JIOKYBaHHs pIBHIB a00 BUKOHAHHS 3aBAaHb Ha 4ac. [lesdxi irpu
MOXKYTh BKJIIOUATH B ceOE €JIEMEHTH CTpaTerii a0 ToJIOBOJIOMOK IS JOCSITHECHHSI
METH.

Busnauenns tematuku rpu abo ctumo rpu "Tpu y pan". Hanpuknan, e
MOke OyTH MPUTOIHUIIbKA Tpa B JDKYHIJIAX, KOCMIYHA TeMaTrhka abo CBIT
daHTacCTHUHMX 4YapiBHHUKIB. BakauBo BHOpatH Temy, sika Oyae I[IKaBOIO JJis
IIJTLOBOT ayAUTOPIi.

CTBOpeHHS TOJIOBHOTO Tepos abo Tpymu TEpPCOHaXIB, SKi OyayTh
BiJIOOpaKaTH OCHOBHY TEMATHKY I'pv. Bu3HaueHHs iX YHIKQIBPHUX XapaKTEPUCTHK,
HAaBUYKIB Ta MeTy B Tpi. Hampukmnan, Moxke OyTH TOJIOBHHI Tepoi, KU IIyKae
3aryOneHi apredakTd abo0 MPUTOJHHUIIBKA TPyMa, M0 PATYIOTh CBIT BiI 3J0T0
yIpyTHOBaHHS.

Po3poOka croxkeTHOT iHii, sika Oy/1e TPOBaANTH T'PABIlI Yepe3 pi3Hi piBHI a00
etanu Tpu. CTBOpEeHHS 3aBAaHHS, SKi TpaBellb MOBHHEH Oy/le BUKOHATH, 1100
IIPOCYHYTHCS BIEPEI.

CTBOpEeHHS IIKaBUX MEPEIIKO]] Ta OOHYCIB, SIKi MOXKYTb 3'SBISITUCS HA PIBHAX
rpu. Lle MOxyTh OyTH OJIOKOBaH1 €1EMEHTH, YCKIAJIHEHHS Y BUTJIS/II TaliMepiB a0o

0OMEXEeHHS PYXIB.
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VY pomi TpaBls TOJOBHE 3aBJaHHS MOJATAE B JOCSITHEHHI MaKCHUMAalIbHOT
KUIBKOCTI O4OK a00 BUKOHAHHI MEBHOTO 3aBJIaHHS 32 OOMEXEHY KUIbKICTh XOJIB.
['paBenlb MOBHHEH CIIOCTEPIraTd 3a IFPOBUM IIOJIEM, aHAJI3yBaTU MOKIIMBI
KOMO1Haii 00'€KTIB Ta MpUIMAaTH CTpaTeriuHi pillleHHs AJI JOCSITHEHHS MeTu. Yum
OuIbIIIe KOMOIHAIIN TPaBeIb 3HAXOAUTH 1 31IMCHIOE, TUM OUIBIIIE OYOK BiH OTPUMYE.

Ponb mporpamu y rpi "Tpu y psa" nonsrae B ynpasiliHHI TpOlo, MepeBipli
KoMOiHaIIi 00'eKTIB Ta MiApaxyHKy OukKiB. BiH BigmoBifae 3a BinoOpa>keHHs
IrpoBOT0 1OJIs1, 00pOOKY PYXiB rpaBls Ta FeHEPALlil0 HOBUX 00'eKTiB Ha 1oii. Bona
TaKOX 3JIIMCHIOE TIePEBIPKY Ha HAsBHICTh KOMOIHAI[IM 00'€KTIB Ta Ha/la€ BIAMOBIIHI
OYKHM T'PaBIIO 32 YCIIIIHI 3'€THAHHS.

Omuinka rpu "Tpu y pan" 371HCHIOETBCS Ha OCHOBI KUTBKOCTI HAOpaHUX OYKIB
ab0 MOCSATHEHHsS MEBHOI METH. ['paBellb MOXE OTPUMYBATH Pi3HI PIBHI BIJ3HAK,
BIJIMOBIAHO J0 CBOTO pE3yNbTaTy B I'pl. Y CBOiil KOMIT t0TepHIN rpi xkaHpy «Tpu y
psAI» s BUPINIMB BCTAHOBUTH CHCTEMY paHTIB 3a MPOXOJKEHHS PIBHIB, Bij
"moyaTkiBI" 10 "MaicTpa, M0 BimoOpaxarTh YCIHIIIHICTh TPaBIs y JTOCATHEHHI
IiIeH TpH.

Cnocobu po3poOku koMmm'toTepHuX irop xaupy "Tpu y psaa' MOXyTh
BapilOBaTHCS, ajie OJHUM 3 HAHUTIOMYJISIPHIIINX IHCTPYMEHTIB I PO3POOKH TaKUX
irop € aeuxok Unity. Unity 3abe3nedye 3pydHe cepeioBHILE PO3POOKHU, TIATPUMKY
pi3HUX MIaTGopM, IHCTpYMEHTH i1 poOOTH 3 rpadikoro, 3BYKOM, aHIMAIlisIMU Ta
¢i3uKoro.

[IporpamyBanns rpu "Tpu y psn" 3 BuxkopuctaHHsaMm Unity BKIIOYAIOTH
PO3pOOKY CKpUNITIB HA MOBI ITporpamyBaHHs CH#.

CKpunTu KOHTPONIOIOTh pPyX OO0'€KTiB, 00pOOJIATH BBEJCHHS TpaBI,
po3paxoByBaTu JoTiKy "Tpu y psn" (Hampukian, mepeBipsATH HasSBHICTH 30iriB,
BUKOHYBAaTH [ii TICJSA YCIIIIHKX KOMOIHAIM) Ta B3aEMOMIATH 3 IHIIUMHU

KOMIIOHCHTAMHU I'PH.
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2.2 Po3poOka indopmaniitnoi Mogei

[Ticnst mpounTaHHs Ta aHAJI3y PO3ALTYy «SCripts» Ha caiiTi [5] BuU3HA4MB, 110
po3pobOka iH(opMaIifHOI MOJEIl € BaXJIMBOIO YaCTUHOK Y po3polii
KOMIT'FOTEpPHO1 Tpu «Tpu y psa».

CtBOpeHHs IrpoBUX akTUBIB Uil rpu "Tpu y psaa" € BaXIMBUM €TarioM B
npoirieci po3poOku iHPOpMaIIiHOI MOJEIl T'PU, OCKUIBKM aKTUBHU CTAHOBJISATH
OCHOBHY YacTHHY Teimruieto. ITpoBi akTWBM BKIIIOUAlOTH B ceOe eIeMEeHTH, SIKi
rpaBellb B3a€MOJI€ 3 HUMHU IIiJl 4ac TpH, Taki K OJIOKU 3 pizHUMHU dopMamMu Ta
KOJIbOpaMH, K1 HE0OX1AHO 30MpaTH B JIiHIi, 100 OTPUMATH OYKU Ta pyXaTHUCs Aall
0 PIBHSX TPH.

Kpim TOro, BaxxJInBO BpaxoByBaTH ONTHUMI3allii0 Tpadiku Ta po3Mip irpoBUX
aKTHUBIB, MO0 I'pa MpaIroBajga Ha Pi3HUX MPUCTPOSIX Ta Maja JOCTATHIO MIBHIKICTh
peakilii. Takok MO)KHa BUKOPUCTOBYBATH CIiellialibHI e(peKTH Ta 3BYKOBI €JIEMEHTH,
11100 3pO0OUTH TPy OLIBIIT 3aXOTUTIOIYOI0 Ta EMOIIHHO HACHYCHOIO.

VY nporeci po3pobku rpu "Tpu y psaa" HeoOXiTHO 3a0e3MeYUTH BUCOKY SKICTh
rpadiku Ta aHiMaIlii irpoBUX aKTHUBIB, 100 3pOOUTH TPy IIIKABIIIOW Ta
MpUBaOIUBIIIOK i rpaBmiB. KpiM TOro, Ba)XJIMBO BpPaxOBYBAaTH OCOOJMBOCTI
IIOTO XaHPy T'PU Ta BUKOPHUCTOBYBATH Kpallll MPAKTUKH Y CTBOPEHHI IrPOBUX

aKTHBIB, 1100 3a0€3MEYNTH YCITiX IPU Ta 33JI0BOJICHHS I'PaBIIiB.

Q0000

Pucynok 1-1 — Ocnosni mexcmypu pyxomux 6710Ki6

O0’extn Oynu cTBOpeHHI 3a nomomororo mporpamu Adobe Photoshop. Bcei
KapTUHKH Oynu ofpa3dy mnomimieHi B manky "lmages" mms 3pydHOCTi iX

BHKOPHUCTAaHHI.
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Po3poOka irop — 1ie npotiec, AKuil NOeAHY€e KPEaTUBHICTh, IPOrPAMYBAHHS Ta
Ou3aiiH. 3aBISKH PO3BUTKY IrpOBUX JBUTYHIB, Takux K Unity, CTBOpEHHs irop
JIOCTyIIHE JJIg BCIX, XTO Mae OaxaHHs Ta iHTepec. Unity - oAuH 3 HalOLIbII
MOMYJSIPHUX ITPOBUX JABUTYHIB Ha PUHKY, SIKUW JO3BOJISIE CTBOPIOBATU irpH IS
pi3HUX TIaTHOPM, BKIIOYAIOYH KOMII'FOTEPH, MOOLIBHI MPUCTPOT, IFPOB1 KOHCOJI Ta
HaBITh BIPTYaJIbHY PENIbHICTh. Y I[bOMY PO3/1I1 MU PO3TIITHEMO MTPOIIEC CTBOPEHHS
rpu Ha Unity 3 camoro noyarky.

Mu Gynemo BukopuctoByBatH C# SIK MOBY MpOTpaMyBaHHS, SKa € OHIEO 3
OCHOBHHUX MOB po3po0Oku B Unity.

CrBopenns rpu "Tpu y psaa" Ha pymrii Unity BKIIIOYa€ MOCHIITOBHICTD 1M K
I'pH, TaK 1 IpaBIlsl, BpaXxOBaHa Taka MOCIIAOBHICTb JA1i:

1. I'paBens 3anmyckae rpy "Tpu y psaa" Ha CBOeEMY IPUCTPO].

2. I'paBers Mae MOXJIHMBICTh BUOPATH PEXKUM T'pH, HANPHUKIAA, TPy MPOTH
KOMIT'I0oTepa a00 MYJIbTUILICEPHUN PEKUM.

3. Ha ekpaHni 3'iBis€TbcA IrpoBe TMOJE, AKE CKIATAEThCS 3 CITKH, €
PO3TalIOBYIOTHCS IIPOB1 00'€KTH.

4. ANropuTM reHepye IMOYaTKOBUN piBEHb, PO3TAIIOBYIOYM OO'€KTH Ha
I'pOBOMY TTOJTI.

5. I'paBertb Mae MOXKIIMBICTh OOUPATH JIBa 00'€KTH HA IrPOBOMY ITOJI1 1 MIHSITH
iX MICIIMM 3 METOI CTBOPEHHS KOMOIHAII 3 TphOoX ab0 OuIbIIE OJHAKOBHUX
00'€KTIB.

6. Ilicnsa kOXHOTO X0y Tpa TepeBips€, Yd YTBOPWIUCS HOBI KOMOiHAIil
00'ekTiB. SIKIIIO TaK, BOHU 3HUKAIOTH 3 IFPOBOTO TOJISI,  TPABEIb OTPUMYE OUKH.

7. I'pa mepeBipsie, 9u 3aIMIIMIIACS IIe MOXJIHMBI KOMOiHaIii 00'€eKTiB Ha
irpoBOMY TT0JTi. SIKIIIO HEMae, Tpa 3aBEPIITy€ETHCS.

8. I'pa BimoOpaxkae KUTHKICTh HAOpaHUX TPABIIEM OUKIB.

9. Ilicas 3aBepiIeHHS XOXy TpaBls a00 KOMIT'IOTEpa, aJrOPUTM OHOBIIIOE
PIBEHb IUISIXOM JI0laBaHHSI HOBUX 00'€KTIB Ha IrpPOBE MOJIE.

10. I'pa moBTOPIOE TIEH MUK XOJIIB Ta MEPEBIPOK A0 TUX i, MOKUA TPABEIb

a00 KOMIT'IOTEp HE JIOCATHE MEBHOT METH, sIKa BCTAHOBJICHA B TPI.
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Taka mocnioBHICTh AlM mepeadadae B3a€MOJI0 TPaBIsl 3 IFPOBUM TOJIEM,
3MiHY 00'€KTIB Ha MOJIi, NEPEeBIPKY KOMOIHaIllid, HA0Ip OYOK Ta OHOBJICHHS PiBHS
rpu. KokeH Xim TpaBild BIUIMBAaE Ha TOMAIBIINN PO3BUTOK TPH, aJTOPUTMHU
re’epaitiii piBHiB Ta 00poOkH KOMOiHaIliil 3a0€3MeuyIoTh IPaTUMICTh Ta CKJIAIHICTh
rpu. Ilicns 3akiHyeHHs wi€i kBamidikaiiitHoi poOoTu OyJe CTBOPEHO Ipy Ha OCHOBI
Unity, siky MOXXHa MyOJIKyBaTH y IHTEPHETI JUIsl 3arajbHOrO0 KOPUCTYBaHHS.
OpHi€ro 3 TOJIOBHUX MEpeBar 3arajlbHOro JOCTYMY L€ MOXKIIMBICTh IpaTH Ha Oyab
SKOMY TIPHUCTPOT, 1[0 Ma€ MiAKITIOYCHHS 10 [HTepHeTY, 10 J03BOJISE TpaTH B OyIb
KWW 4yac 1 B Oy sxomy Mmictil. e Takox o3Hauae, 1110 irpu MOKyTh OyTH HIBUIKO
Ta JIETKO OHOBJICHI, I03BOJISIFOYH TPABISIM OTPUMYBATH JIOCTYII 10 HOBUX KOHTCHTIB
Ta MOKPaIEeHOT TeHMITTIEHHOT MEXaHIKH.

Jlist 30epeKeHHs CTaHy T'PH, BKJIFOUYAIOUX PO3TalTyBaHHs Qiryp Ha irpoBoMy
MoJIi, IX TUMHM Ta 3HAYEHHS, BUKOPUCTOBYEThCA 00'eKT kiacy ArrayLayout, sikuii
MICTUTH JBOBUMiIpHUN MacuB rowData[]. Koxen enement wmacuBy rowData
IpeACTaBIs€e PAAOK Ha IrPOBOMY IOJI 1 MICTUTh MacHWB 3HAaUY€Hb THUITY bool, 110
BIJINTOB1/1a€ HAsIBHOCT1 (PIryp Ha KOHKPETHUX TO3UIIIAX.

JlaHi Ipo KOpHUCTyBayiB, Takl SK iIME€HA, PiBHI, JOCSITHEHHS TOIIO, MOXYTh
Oytu 30epekeHi y 0a3i maHux ab0 BUKOPHCTOBYIOYH CHUCTEMY 30€pEKECHHS JTaHUX
dpeitmBopky Unity, Taky sik PlayerPrefs.

Po6oua dhopma, 1m0 cKIagaeTses 3 €IEMEHTIB, MPEJCTaBIeHa 32 JOTIOMOT OO
JIBOBUMIPHOTO MAacHBY a00 1HIIOI CTPYKTYPH JIaHUX, KA BiAoOpaXkae CTaH KOKHOTO
eJIeMEHTY (3alHATO 200 MOPOKHEBO).

[apopmaris npo ¢irypu (ix Tum, 3HaYEHHS TOIIO) MOXe OyTH 30epekeHa B
OKpeMoMY KJjiaci, Hanpukiaa, NodePiece, skuii MiCTUTB TIOJIS IS 30€pEKEHHS i€l
iHpopmarii. O6'ektn NodePiece po3ramoBani BiAMOBIAHO 10 pobouoi Gopmu, i

iXHE po3TallyBaHHS MOXKE 3MIHIOBATHUCH 3a JOTIOMOT'OI0 PyXYy KOpHUCTyBaua.
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2.3 Po3poOka ainropurMmis

VY Po3po01ii airopuTMiB 30CepeKyeEMOCsl Ha TIpolieci peani3allii ClieHapito
rpu "Tpu y psan" 3 BuxopucranHsm pymis Unity. Ilicns ananmisy apyroi riaBu
«Pobora Ham mpoexkrom» [3] BCTAHOBIEHO OCHOBHI  QJTOPUTMH, SKi
BUKOPHUCTOBYIOTHCA JJIs peajii3alii pi3HUX €JIEMEHTIB IpH, BKIIIOUAI0UH TeHEepallito
piBHIB Ta Ha0Ip OYOK.

Tako>xx Oynu BUSIBJI€HI OCHOBHI 3a1a4i IPpH:

1. T'enepartis piBHiB: OgHUM 3 KJIIOYOBUX eleMeHTIB rpu "Tpu y psaa" e
re’epailiig piBHiB, Ha IKMX I'paBellb OyJie rpaT. Y LbOMY pO3LIi OyayTh pO3IIIAHYTI
ITOPUTMH, SIK1 BUKOPUCTOBYIOTHCS JJI1 CTBOPEHHSI pi3HUX KOMO1HaI1i#l 00'€KTIB Ha
irpoBomMy mosi. Bynau po3risHyTH anroputMu TeHepaiii piBHIB Ha OCHOBI
BUTIQIKOBHX YHces a00 3 IEBHUMH 0OMEXEHHSIMH, 1110 3a0€3MeUyIOTh piBHOBAry Ta
1HTEpeC TPH.

[adopmartiiina Moiens TeHepallii piBHIB BUTJISIAA€ HACTYITHUM YHHOM:

ArraylLayout - me kiac, 10 NPEACTaBIs€ CTPYKTYpY Uil 30epe’keHHs
iH(dOopMaIIii Ipo po3MillleHHs €JIeMEHTIB Ha piBHI I'pu. Bin Mictuth nose grid, sike €
nocwiaHHsAM Ha 00'ekT Tuny Grid, 110 BiATIOBIAA€E 3a YIIPaBIiHHS 1 BiTOOpakKeHHSIM
piBHs rpu. KpiM TOTO, BiH MICTUTh MAaCHUB TOWS, SIKHH TIPEJICTABIISE KOXKEH PSIOK HA
piBHi. KoxxeH psok € ctpykryporo rowData, sika MICTUTh MaCHB TOW THITY bool, 1110
Bi10Opaka€ HasIBHICTh €JIEMEHTIB Y BIATOBITHOMY PSIKY. 3aBASIKM TaKiid CTPYKTYpi
JTaHUX MOKHA BU3HAYATH, K1 KJIITUHKYA HA PIBHI 3aiHATI a00 BIJIBHI.

rowData - ctpykTypa, 110 MPEeACTaBISIE PAJOK Ha piBHI rpu. BoHa MicTuTh
MacHB row THITY bool, 1e KOKeH eJIeMEHT BKa3ye, UM 3alHsTa BiIOBIIHA KIITHHKA

pAIKa.
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ANropuTt™ resepanii piBHIB Ma€ HACTYITHUM X171 JIIH:
1) Imimiamizamis mopoxxHboro piBaa. CTBOpeHHs 0oO0'ekta ArraylLayout i
3a/IaHHs KOT0 PO3MIpY.
2) 3amoBHEHHS PIBHS €JIEMEHTaMU TPH BKJIFOUYAE B ce0e HACTYIHI Jil:

- BHUOIp BUIIAJKOBOTO €JI€MEHTA 3 MYyJly JOCTYIHUX €JIEMEHTIB I'PH;

pOo3TallyBaHHs BUOPAHOTO €JIEMEHTA BUILHOIO KITITUHKOIO Ha PiBHI;

MO3HAYCHHSI 3alHITOCTI BIAMOBIIHOT KIIITHHKHY y ArrayLayout;

nepeBipKa CTBOPEHUX JIAHITFOXKKIB.

3) Ilicnst 3amIOBHEHHS PiBHS MEPEBIPSETHCS, YA YTBOPIOIOTHCS JIAHIIIOKKH 3
TppOX abo Oulbllle OJHAKOBHX €JEMEHTIB. SIKIIO Takl JAHITIOKKU
3'SIBIISIFIOTBCS, BOHM OYJIyTh BHJIAJICHI, a KIITHHKH, IO 3aJIHIIAIUCS
OPO’KHIMH, 3aITOBHEHI HOBUMH €JICMEHTaMHU.

4) TlepeBipka HasBHOCTI MOXJIMBHX XOiB. I[licyis BHIANCHHS JIAHIIOXKKIB
NIEPEBIPSETHCS, YU € MOMIIMBI XOJIH, sIKI MOKYTb OyTH 3p00JICH] TPaBIEM.
SIK110 MOKITUBUX XO/11B HEMAE, 3aCTOCOBYETHCS aJITOPUTM T'eHepallii piBHS
3aHOBO.

5) IoBTOpeHHS KPOKIiB 2-4, MOKK HE OyAe JOCATHYTO MOTPIOHOrO CTaHy
piBHS (HAmpuWKIam, 3adaHol KUIBKOCTI JIAHIFOXKKIB, pPO3TallyBaHHS
CIeliaJIbHUX €JIEMEHTIB ToIlo) abo He OyAyTh BUKOHAHI TIEBHI YMOBH
3aBEpIICHHS IreHepallii piBHS.

2. Habip ouok: Y rpi "Tpu y psa" rpaBelb OTPUMY€E OYKH 3a YCIIIIHE
3'eqHaHHs TPHOX abo Oimblle omHAaKOBHX 00'ekTiB. B po3mimi mpo po3poOKy
QITOPUTMIB OMHUCAHI AJITOPUTMHU, SKI BHU3HAYAIOTh, AKI KOMOIHAIii 00'€KTiB
3aCIyrOBYIOTh HA OYKH Ta SIKi MIPaBUIIA 3aCTOCOBYIOTHCA MPH X MiIpaxyHKy. Takox
pPO3TJIAHYTI aNTOPUTMH, SKI BIAMOBIMAIOT, 3a aHIMaIil0 Ta Bi3yaJbHE

MpeACTaBIECHHS HAOOPY OYOK.
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Ouxu (Score): B rpi "Tpu y psia" o4ku BUKOPUCTOBYIOTBCS JUISl BIICTEKEHHS
JOCSITHEHb TPaBIls Ta Horo mporpecy. Ouku HaOMPaAIOTHCS, KOJIM TPaBellb YCITIITHO
YTBOPIOE JiHIi 3 TpbOX a00 OuIbllIe OJHAKOBUX ejleMeHTIB. KoxkHa yTBOpeHa JiHis
MPUHOCUTD IPABLEBI MEBHY KUIBKICTh OYOK, SIKa 3aJIEKUTh BiJl CKJIAJHOCT1 Ta PIBHS
TPH.

[lin 4Yac mnepeBipKM HAABHOCTI JIHIA 3 OJHAKOBUX €JIEMEHTIB, KOJHU
BUSBIIIETHCS TaKa JIiHisI, 0 3aTaJIbBHOTO PaXyHKY I'PaBII 10AA€ThCS TIEBHA KITBKICTh
OYOK.

KinbKiCTh 040K, SIKY rpaBellb OTPUMYE 32 KOXKHY JIIH1I0, MOXKE 30LIbIIIYBATHUCS
3 KO’)KHMM pPiBHEM T'pu a00 3a JOCITHEHHs NeBHUX Iiied. Ouku BijoOpakatoThCs Ha
€KpaHi I'paBIls, y BEpXHii YaCTUHI I'pu a00 HA TaHesi pe3ynbTaTiB. {15 30epexeHHs
Ta BiJICTC)KCHHS OYKIB TPaBIIsi BHKOPUCTOBYIOTHCS HACTYITHI CIICMCHTH:

1) 3minHa a00 00'eKT, 1110 30epirae KibKiCTh HAOPAHUX OYOK IPABIIEM.

2) Oyukiigs abo METO, SIKUH OHOBIIOE BiTOOpa)KEHHS OYKIB Ha €KpaHi

IpaBIls Ta BiIOOpakae akTyalbHUN paxyHOK.

Mexani3M 30epeXeHHsI Ta 3aBaHTAKEHHSA PAaXyHKY T'paBIls, SIKUWA JO3BOJISE
30epiratu mporpec rpaBllsf MDK IrpOBUMHU ceaHcaMu. J[0JJaTKOBO /10 3BUYANHHOTO
Ha0Opy OYOK, I'Ppa MICTUTh CUCTEMY OOHYCIB Ta BUHATOPO/, SIKi TPaBeIlb OTPUMYE 3a
JOCSTHEHHS TIEBHUX IJIeH abo BUKOHaHHS ocoOmuBuX naik. L{i 60HycHM MOXYTh
JI0/IaBaTH JIOJATKOB1 OYKH JI0 3araJIbHOT0 PaxyHKY I'paBilsd a00 HajaBaTH 0COOJIMBI
nepeBary B Ipi.

3. Ympasninus rpoto: Po3poOka anropuTMiB TaKOK BKIIOYAE B c€O€ aCTIEKTH
VIOpPaBIIHHS TPOIO, 0OpOOKY Mili KOpUCTyBada Ta peakxilito rpu Ha i aii. Po3min
VIOPABIIHHS TPOIO MPHUCBAYCHUN anropuTMaM OOpOOKM HATHUCKAHHS KHOIIOK,
MEPETITYBAHHS 00'€EKTIB Ta B3AEMO/IIT 3 IrPOBUM TTOJIEM.

Knacu ta koMnoHeHTH:

GameBoard: 1ieii ki1ac BiAMOBiIa€e 3a ypaBIiHHS 1 BiZ0OpakeHHIM IPaIbHOT
JOIIKU. BiH MICTUTH METOAM AJisl CTBOPEHHS Ta OHOBJICHHS JIOIIKH, 0OpOOKH pyXiB

rpaBIs, IEPEBIPKU YMOB MIEPEMOTY Ta 3aBEPILICHHS TPHU.
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Piece: neli kimac npejCcTaBiise OJMH €JIEMEHT I'pu (HAIPHUKIA, CUMBOJ abo
¢birypy). BiH MicTUTh HEOOXiJHI BIACTHBOCTI Ta METOAW [JIs MAHIMYJISIIL
€JIEMEHTOM, TaKl sIK 3MiHa CTaHy, BiIOOpaXeHHS TOIIO.

GameManager: 1eii kjac BiANOB1IA€ 32 KEPYBAHHSIM JIOTIKOIO IPH, TAKOIO SIK
pO3I0YaTu HOBY TPy, MEPEBIPUTH YMOBU NIEPEMOTH, OOPOOUTH B3a€EMO/III0 TPABIIS 3
€JIEMEHTAMHU I'PH Ta 1HILIE.

['paBers B3aeMoIi€ 3 eIeMEHTaMU TPH IIISIXOM KJIiKYy Ha HHX 3a JJOTIOMOTOFO
MUII1 a00 TOTUKY Ha CEHCOPHOMY NpUCTpoi. [Ticns BUOOpyY eleMeHTy I'paBelb MOKe
BUKOHATH PYX, IKWW BIUTMHE HA PO3TAIIYBAHHS €JIEMEHTIB Ha IPAJIbHIM JTOTIIIII.

VYrpaBniHHS pyXaMu TpaBlisl BiOYBa€TbCsl 3a JOMOMOTOI OOpPOOKH TOii
kiIiky abo motuky. Kmac GameBoard BigmoBizae 3a oTpumaHHs iHQoOpMalii mpo
BUOpaHi €IEMEHTH Ta OOpPOOKY X PYXiB.

[Ticas KOXXHOTO PyXy TpaBlisd, rpa MEPeBipsSe yMOBH TEpeMOrH. SIKIIO
3HAWJIEHO PSIIOK, CTOBMEIb 200 JIIaroHallb 3 TPhOMa OJIHAKOBUMHU €JIEMEHTaMU, rpa
BU3HAUYA€ IEPEMOXKIIS a00 MOKa3ye MOBITOMIICHHS PO 3aKIHYSHHS TPH.

[HpopMmariiina MOJIENb YIIPaBIiHHS TPOIO BUTIISAA€ HACTYITHUM YHHOM:

GameBoard.InitializeBoard(): meTton, skuii iHilianizye rpajibHy AOMIKY,
BCTAaHOBJIIOIOUHY MTOYATKOBE PO3TAITyBaHHS €JIEMEHTIB Ta iX BIIACTUBOCTI.

GameBoard.UpdateBoard(): meTo/, sIKHii OHOBIIIOE CTaH TPAIbHOT JOMIKH
IICJISl KOYKHOTO PYyXY I'PaBIIs.

GameBoard.CheckWinCondition(): wMeron, skuii TiepeBipse yMOBH
MepeMOry, IIyKAl4Yd PSJKH, CTOBMI[l Ta JiaroHajxi 3 TpbOMa OJHAKOBUMH
eJIeMEHTaMH.

GameManager.StartNewGame(): merox, sSkuii poO3MOYMHAE HOBY TPy,
CKUJIAl0UH TPaJbHY JIOMIKY JI0 TTIOYaTKOBOT'O CTaHy Ta OYMCTHBIIHN PAXyHOK TPaBIIs.

GameManager.EndGame(): meTon, sikvif BUKITUKA€ETHCS TICIIs 3aBEPIICHHS

IpH, TTOKA3YI0UX MOBIJOMJICHHS PO MEPEeMOry abo HIUHUIO.
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4. Meperxesuii 3B°s130Kk: OKpIM MPOXOIKEHHS 3BUYaiiHOrO piBHs, rpa "Tpu y
psan" TakoK MOXE MaTh PEKUM TPU TMPOTH PEATBHOTO CYNMPOTHBHUKA. [lpm
MPOEKTYBaHHI Ipu Oyja MeperiiiHyTa MOXJIMBICTh OHJIAMH T'pH, s MalOyTHBOI
peainizaiii, Ta aJrOpUTMIB, 110 JEXaThb B OCHOBI POOOTH MOIIYKY Ta 3’ €IHAHHS 3
HILIOIO JIIOAMHOIO 32 HAasABHOCTI MEPEXkK1 IHTEPHET, TAKOK BUJAO03MIHEHHS JIOIIKU Ta
CTBOPEHHS TOAATKOBOTO JITYMIBHUKA JIJIS1 OUYOK CYTICPHHUKA.

Crneuudikaliisi MEpEKEBOIo 3B'SI3KY:

1) I'pa migTpuMye pexXuM TpH MO MEPEXKi, JIe TPaBIli MOXYTh 3MaraTHCs
OJIMH 3 OJJTHUM Yy peajbHOMY 4Yaci.

2) KomyHikarlisi Mk TpaBISIMUA BiJJOYBA€ThCS 32 JOMOMOTOK MEPEIKEBOTO
nportokoiy, Hanpukiaa, TCP a6o UDP, o 3a6e3neuye nepenavy 1aHux
MDXK KJIIEHTaMHU.

Kracu Ta KOMITOHEHTH:

NetworkManager: 1eii kiac BIINOBiae 3a KEpyBaHHS MEPEKEBUM
3'eqHAaHHSIM Ta OOMIH JaHUMHU MK KIIIEHTaAMU.

PlayerNetworkController: neit knac Binmosigae 3a 00poOKy il rpaBIiB y
MEPEKEBOMY PEXKHUMI I'PH, TAKUX SK BUOIP €JIEMEHTIB Ta BAKOHAHHS PYXiB.

NetworkMessage: neii kiac npeacTaBiise MOBIIOMICHHS, SIKi TEPeIalOThCs
MDK KJIIEHTaMH JJIsI CHHXPOHI3allii rpu Ta OOMIHY JIaHHMHU.

[Hdopmartilina MoJIeNb YIIPaBIIiHHS TPOIO BUTIISIAAE HACTYITHUM YHHOM:

[Tin gac cTBOpeHHS TpU TPaBIi MOXKYTh BUOPATU PEXKHUM T'PH MO MEPEXKi Ta
BCTAHOBUTH MIKIIOUYCHHS JI0 CEpBeEpa.

NetworkManager 3milicHI0€ TIONIyK TOCTYIHHX CepBepiB abo CTBOPIOE
HOBUU cepBep JUIsl MIIKIIOYEeHHs TpaBiliB. [licis yCHIIIHOTO MiIKIFOYEHHS TPpaBIli
MOXYTh OOMIHIOBATUCh MOBIIOMJICHHSIMH, IO BKJIIOYaKOTh 1H(OpMALID Mpo
BUOpaHi €JIEMEHTH Ta PYXH TPABIIIB.

Koxen xmient mae cBiit exkzemrisip PlayerNetworkController, sxuit crnigkye
3a [1SIMU TPaBIs Ta BIANPABIISIE TOBIIOMIIEHHS MPO 111 A1l IHIIUM TPaBLSIM.

KnienTr oTpuMyIoTh TOBIAOMIJICHHS BiJl 1HIIMX TPABI[IB T4 OHOBIIOIOTH CTaH

CBO€1 IpH BIATIOBIIHO 10 OTPUMAaHUX JaHUX.
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[To3nauenHs HbOpMaLIiHOT MOJIEI:

NetworkManager.ConnectToServer():  Merom, SKHi  BCTaHOBJIIOE
3'€IHAHHS 3 CEPBEPOM JIJIsl TPU IO MEPEKI.

NetworkManager.StartServer(): mero, sSikuii CTBOPIOE HOBHIA CepBep IS
MIKJIFOYEHHS TPaBIIiB.

PlayerNetworkController.SendMove():  meton,  sxuii  BigmpaBisie
MOBIIOMJIEHHS PO PYX T'PaBIIs A0 IHIIUX KIIIE€HTIB.

PlayerNetworkController.ReceiveMove():  merox, skuii  oTpumye

NOBIIOMJICHHS PO PYX T'PaBIIs BiJ] IHIIMX KIIIE€HTIB Ta OHOBIIIOE CTAaH T'PH.

2.4. Po3poOka kiaciB Ta He0OOXiTHUX MeTO/IiB

OcHoBHuit myOmiuaunii kimac Match3 : MonoBehavior Biamoizae 3a
HIIIATI3aIi}0 TPU Ta YMPaBIiHHSA B3a€EMOJIEI0 3 T'poro. Y Kiaci € 3MiHHI, SKi
BIJINTOB1/IaIOTh 32 HAJIAIITYBAaHHS T'PH, TaKi SK Po3Mip irpoBOi JAOIMIKH, 300paKEHHS
¢biryp 1 T.1.

MonoBehavior B Unity - 1ie 6a30Buii Kjac, SIKWM BUKOPHUCTOBYETHCS IS
CTBOPEHHSI KOMITOHEHTIB, 1110 J0JIal0Th (PYHKIIIOHAJBHICTh 10 00'ekTiB B Tpi. Kiac
MonoBehavior € yactunoro Unity API 1 mictuth Habip METOMIB, sIKI MOXKYTh OyTH
nepeBU3HAYCHI IS BUKOHAHHS PI3HUX I B PI3HUX eTarax >KUTTEBOTO ITUKITY
o0'exTa.

MonoBehavior Hagae MOXIHMBICTH KEpyBaTH TMOBEIAIHKOI O00'€KTIB,
pearyBaTd Ha TMOjii, BUKOHYBaTH aHIMAaIlifo, po3MimlyBaTu rpadiky Ha eKpaHi,
B3aEMOJISTH 31 3ByKOM Ta (pi3MKOI0, Ta O6araTo iHmoro. Kirac MicTUTh Taki METOIH,
sk Start(), Update(), FixedUpdate(), OnCollisionEnter(), OnTriggerEnter(), i 6arato
HIINX, K1 MOYKHA BUKOPUCTOBYBATH JJISI peaji3allii pi3sHUX Jid B TPi.

Hampuknan, meton Start() BUKITUKAE€ThCS OJMH pa3 MPH 3aIMyCKy 00'€KTa, 1 B
HbOMY MOHA 1HII[1a713yBaTH Mo4aTKkoB1 3HaueHHs. Meroa Update() BUKITUKAEThCS

KOKEH KaJp 1 BAKOPUCTOBYETHCA JIJI1 OHOBJICHHS JIOT1KU T'PH.
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Meton OnCollisionEnter() BUKIUKA€EThCA, KOTU O0'€KT 31TKHYBCS 3 1HIIUM
00'eKTOM 1 MOX€ OyTH BUKOPUCTAHUI /1711 BUKOHAHHS NIEBHUX 1M MPHU 31TKHEHHI.

Knac MonoBehavior € kmtouoBum y pospobui irop B Unity, OCKUIBKU
J03BOJISIE  peali3yBaTH JIOTIKY Ta TMOBEAIHKY o00'ekTiB. BiH Moxe OyTtu
yCITaIKOBaHUH 1 BAKOPUCTAHUH JJISI CTBOPSHHS BJIACHUX KOMIIOHEHTIB, SIKi J0JIaf0Th
(YHKIIOHAJIBHICTH 10 00'€KTIB T'PpH.

Taxox MaeMo mepesik METOIiB, SIKi CIIPHUSIIOTH CTBOPEHHIO TPH:

Start() - meTo, SIKUil BUKITMKAETHCS MPH 3aMyCKy I'pu. BiH BUKJIMKae METO]
StartGame(), SIKuil 1HIIATIZYE TPY.

Update() - meton, sikuil BUKIIMKAEThCS KOXEH Kaap rpu. BiH Bimmoinae 3a
OHOBJICHHS TPU MICIS IEPEMIIICHHS (IrypH TpaBIlIEM.

ApplyGravityToBoard() - MeTo, IKuii BUKITMKAE€THCS IICIISE TOTO, SIK TPaBEllb
YTBOPHUB JIIHIIO 3 TphoX abo Ouibiie Qiryp oaHakoBoro kosbopy. Llei meton
3abe3rneuye maniHHg (Giryp Ha Micie, ae Oyna 3HHINEHa IOoNepeaHs JiHisI, Ta
reHepallito HoBUX QIryp Ha BEpXHii YaCTUHI JTOUIKH.

getFlipped(NodePiece p) - meron, sikuii moBeprtae FlippedPieces, sikuii
BIJINTOB1JIa€ 3a TIepeBEpHYTI Qirypu.

StartGame() - Meron, SKWH BHUKIMKAETHCSA MU 3amycky rpu. Llei meron
iHimianizye r1py Ta Bukiukae weronau InitializeBoard(), VerifyBoard() 1
InstantiateBoard().

InitializeBoard() - metox, sikuii CTBOPIOE TOJIOBHY JOMIKY TPH Ta 3aIOBHIOE 11
dirypamu.

VerifyBoard() - mero, sikuii iepeBipsie, UM € Ha JIOIIIII T'PH JIiHIT 3 TPHOX 200
Oinpie (iryp 0JHaKOBOTO KOJIbOPY.

InstantiateBoard() - merox, skuii BiIIOBiJae 3a CTBOPEHHS Bi3yaJbHOTO
MIPEICTaBIICHHS TOJIOBHOT oKy Tpu. Bin ctBoproe NodePieces (dhirypu) Ha mormii
3a JIOMOMOTOI0 BIAMOBIAHOTO 300paxkeHHs (irypu, ske 30epiraeTbcs B Kiaci

Match3. Koxxen NodePiece mMicTUTh BIANOBIAHY KOOPJAMHATY Ha JOIMIIll Ta KOJIp

¢irypu.
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3 PEAJIIBALIA MIPOEKTY

3.1 BuoOip iHcTpyMeHTApil0 Ta CTBOPEHHS MPOEKTY

3 indopmartii caiity [5] Unity € nporpaMHUM iIHCTpYMEHTAPIEM JIsi pO3POOKH

irop, sSkuil miarpumye pizHi miaatdopmu, Briatoyatouu [1K, moOuibHI TenedoHw,

KOHCOJII Ta BIPTyaJibHY peajbHICTh. Llel 1HCTpyYMEHT 103BOJIsIE PO3POOHUKAM

CTBOPIOBAaTH PI3HOMAaHITHI ITpU 3a JIONOMOIOI0 I1HTETPOBAHOTO CEpPEJOBUINA

pPO3pOOKHU, IO MICTUTh Pi3HI IHCTPYMEHTH AJisi Irpadiku, (Hi3UKH, 3BYKY Ta 1HIIKUX

enemenTiB rpu. Cepen ocobnmBocTeit Unity MOXKHA BUIITUTH:

Iupoki moxmBocti: UNity minrpuMye pi3Hi TUNH irop Ta MPOEKTIB,
Britoyaroun 2D Ta 3D irpwm, irpu 3 pizHuMH kaHpamu, a Takoxk AR ta VR
IPOEKTH.

Jlerkicte Bukopuctanus: Unity mae iHTYITHBHO 3po3yminmii iHTepdeiic i
0e3J114 IHCTPYMEHTIB, SIK1 CIIPOIIYIOTh PO3POOKY irop.
Kpocmnarpopmennicts: Uity m103Bojsie CTBOpIOBATH Irpd IS PI3HHX
mwiatdopm, Takux sk Windows, Mac, Linux, iOS, Android, Xbox, PlayStation
Ta 1HIII.

[TinTpumka pi3sHEX MOB mporpamyBanus: Unity miarpumye Kiabka MOB
nporpamyBanHs, Takux sk C#, C++, JavaScript ta ixmi.

Benuka crisibHoTa: UNity Mae Bem4e3Hy CIIBHOTY PO3POOHHMKIB, 16 MOXKHA
3HAWTH BIJIMOBIII Ha OaraTo MUTaHb Ta MiIKA3KH MO0 PO3POOKH irop.

Asset Store: Unity Asset Store npornoHye mmpokuii BUOip TOTOBUX PECYpPCiB,
TaKHUX SK MOJIETI IePCOHAXIB, aHIMaIlli, TEKCTYPH Ta 1HIII, SIKi MOXYTh OyTH
BUKOPHUCTaHI B IPOCKTI.

MosxuBocTi po3mmperHs: Unity 103Bosisie CTBOPIOBATH BIIACHT IHCTPYMEHTH

Ta IJIAriHU JJ1s ONTHUMI3aIlli MPoIecy po3poOKHu irop.
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Yepes cBOi MIMPOKI MOKIMBOCTI Ta JIETKICTh y BUKOpHcTaHHI, Unity cTaB
OJIHMM 3 HalOUIbII MOMYJSPHUX ITPOBUX JIBMXKKIB Yy CBITI. BiH Mae mpocTuil 1
3po3yMinii iHTepdeiic, aKuit poOUTH HOT0 TOCUTD JIETKUM JIJ11 BUBUCHHS TBOPIISIMU
rop, 10 MOYHUHAIOTh.

OpHa 3 OCHOBHUX NpU4KH, YoMy Unity € TapHUM AJi TOYATKIBLIB, [TOJISTA€ B
TOMY, II0 BIH BUKOPUCTOBY€E MOBY nporpamyBanHsa C#. C# BBaKaeThCsl OJHIEIO 3
HAMIOCTYITHIIINX 1 HAUTIPOCTIMINX PO3YMiHHS MOB IPOTpaMyBaHHs. 3aBISKH [IbOMY
HOBAaYKH MOXKYTh IIBUJKO HABUUTHUCS CTBOPIOBATH irpy 3 BUKOpUCTaHHAM Unity.

Kpim Ttoro, Unity mae BeaMKy CHUIBHOTY KOPHUCTYBauiB, sIKi HaJar0Th
HaBYaJbHI MaTepiajl Ta PecypCcH IJs BUBYCHHs PI3HUX TOHKOIIIB CEPEIOBUINA
pO3pOOKH, cepel SKUX: YPOKH, BileOypokd, Qopymu Ta Osoru. bigburicts
iHpopmarlii npo crtBopeHHs irop Ha C# 3a gomomoroto pymris Unity Oyno
BUKOPHUCTAHO 3 cauTy [2].

Hapemri, Unity Mae 6€3KOIITOBHY BEpCito, AKYy MOKHA BUKOPUCTOBYBATH JIJIs
HaBUYaHHS Ta CTBOPEHHS irop. be3koitoBHa Bepcis Mae Bci HEoOX1H1 PyHKIIT AJIsI
CTBOpPEHHsI 0a30BUX 1rop 1 € BIIMIHHUM IHCTPYMEHTOM JUIS TBOPIIB irop, II0
MOYNHAIOTh.

Jlns moyaTKy MoTpiOHO 3apeecTpyBaTUCS Ha O(illiiHOMY caiiTi po3poOHHUKa,
3apantaxxutu Unity Hub, i B ubomy BuOpatu Bepcito IDE, Ha sikiif nmpuxoauTuMe
cTBOpeHHs1 rpu. Ilicms moBHOT IHCTANAIT 1 MOYHMHAETHCS IOBHA poOOTa HA
cTBOopeHHsIM TpH. Y miporpami Unity Hub ctBoproemo HOBHIT mpoekT, ooupaemo 2D

BUTJISII.
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@ Create a new project with Unity 2021.3.15f1 - O x

Templates Settings

ect Name

New Unity Project (1)

it N N

20 P
D:\UnityProjects

CANCEL CREATE

Pucynox 2-1 — Cmeopenns npoexmy

@ New Unity Project (1) - SampleScene - Windows, Mac, Linux - Unity 2021.3.151 Personal <DX11> o X
File Edit Assets GameObject Component Jobs Window Help

F
& SampleScene

Pucynox 2-2 — Ilouamkose 6ikHo npoexmy

Otpumaemo BiKHO y BUTTsiAI PucyHok 1.2, Ta mOYMHAEMO MIATOTOBIIOBATH

0a3y JJIs1 CTBOPEHHS MPOCKTY.
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OxHMM 3 OCHOBHHUX aCTIEKTiB HAJIAIITYBAaHHS MPOEKTY € PO3YMIiHHS, Ha SIKY
aynutopito Oyne copsimoBaHa rpa. Y Unity s koxHOT miaTdhopMu € BiacHi
HaJalITyBaHHS KOMMUIALII, $KI BU3HAYalOTh, AK Mporpama Oyne 3i0paHa Ta
mpaioBaTd Ha KOHKpeTHId 1aTtdopMmi. Och OCHOBHI OCOOJIMBOCTI KOXHOT
matdopmu Build Setting y Unity:

1. PC, Mac & Linux Standalone:

o Bubip mnardpopmu: Windows, Mac uu Linux.

o Po3psianicts: 32-bit uu 64-bit.

o Tun 6inga: Debug ado Release.

o [Mapamerpn ckmamaHHs: OMINl CKJIaJaHHS, $KI 3aJeXaTh Bif

HHaT(i)OpMI/I, HalIpUKJIadA, HAJAITYBAHHA CKpaHa Ta YBiMKHCHHSI/BI/IMKHeHHSI

byHKITIH.
2. Android:
o ApxiTekTypa: BUOIp apXITEKTypu IIpollecopa, SKa BH3HAYae, SK

nporpama Oyjie npairoBaTi Ha mpucTposx Android.

. Tun 6inma: Debug a6o Release.

o Masmnidect: koH}irypamniitauii daim, sskuii Bu3Hadae iHGOpMaIIio mpo
IPUCTPIH, KU BUKOPHUCTOBYBATUME IIPOTPAMY.

o [ligmuc: ceprtudikar, sSKU BUKOPUCTOBYETHCS JUIA IMIAMHUCAHHS
nporpamu nepej 3aBantaxkeHHsiM Ha Google Play Store.

3.10S:

o Tum 6inna: Debug a6o Release.

° CxeMa CKJIaJlaHHS. HAJIAIITYBaHHS CKJIAJaHHS, Takli sK BHOIp
IJTHOBOTO TIPUCTPOIO Ta YBIMKHEHHS/BUMKHEHHS (DYHKIIIH.

o Provisioning  Profile:  caiin, sxuii  BUKOPHCTOBYETHCS IS
imeHTrdIKaiii Ta mepeBipku po3poOHUKA Ta MPOTPAMU MEPE HOTO 3aBAHTAKCHHIM
Ha nipuctpoi 10S.

o Kinroui Ta ceptudikaTv: BUKOPUCTOBYIOTHCA MJi MIiANHCAHHSA Ta

CKJIAJIaHHS IPOTPaMH.
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4. WebGL:

o Tun 6inga: Debug ado Release.

o Po3mip Oydepa: po3mip Oydepa, sSKUH BHKOPUCTOBYETHCS IS
3aBaHTa)KEHHS Ta BiITBOpPEHHs BeO-cTopinku 3 WebGL-nporpamotro.

o CTucHeHHs TeKCTYp: YBIMKHEHHs/BUMKHEHHS CTUCHEHHS TEKCTYP IS
3MEHILEHHS po3Mipy (ailiiB, 1110 3aBaHTAKYIOTHCS.

5. Universal Windows Platform:

o Tun 6inga: Debug ado Release.

. Tun nakera: BuOip Tumy nakeTa nporpamu, Hanpukiaax APPX a6o
MSIX.

o Posmip Oydepa: po3mip Oydepa, sSKUH BUKOPUCTOBYETHCS IS
3aBaHTa)XCHHS Ta BIITBOPECHHS MPOTPaMHU.

o Matnidect: koHpirypamiitauil ¢aiin, sskuii BU3Ha4ae iHPOpMaIlio mpo
NPUCTPIN, IKUI BUKOPUCTOBYBATUME MPOTpamy.

VYci nnatdopmu HaliJieH1 Ha KOHKPETHY IpyIly KOpUCTyBauiB. Tak HalOUIbIIT
nonynspaumu € PC, Mac, Linux, Android Ta 10S. B xBamidikaiiiiHiii po0OoTi
posrsaaeThes miatdopma PC, ane B moganbioMy BUIAJIKy MOXKE OYTH 3 JIETKICTIO

iHTerpoBaHa B MOOUIbHI npucTpoi Ha miaTdopmax Android uu [OS.

3.2 Peagizanis kjaciB Ta CTPYKTYp Ipu

3.2.1 Peanizanis Buxignoro xoxy rpm «Match3»

OcCHOBHHUI KO CTBOPSHHM TS TpH, Ha3uBaeThes: Match3.



Kox B co01 MICTHTB:
- 3 KJacu;
- 6 3MIHHUX;

- 17 metonis;

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

Match3 : MonoBehaviour
ArraylLayout boardlLayout;

[Header("UI Elements")]
Sprite[] pieces;
RectTransform gameBoard;
RectTransform killedBoard;

[Header("Prefabs")]
GameObject nodePiece;
GameObject killedPiece;

width = 9;

height = 14;

[1 fills;
Node[,] board;

List<NodePiece> update;
List<FlippedPieces> flipped;
List<NodePiece> dead;
List<KilledPiece> killed;
System.Random random;

Start()

StartGame();

Update()

List<NodePiece> finishedUpdating =
for( i = @; i < update.Count; i++)

{

List<NodePiece>();
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Pucynox Error! No text of specified style in document.-3 — suxionuii

koo Match3

PeanizoBano y BuxigHomy Koy «Match3»:

Knacn:

Match3: Knac, sxuit mpencrapiisie OCHOBHUI KOHTposiep rpu Match-3.

Node: Kiac, o npeacrasisie By30d a00 KOMIpKY B Tpi, 30epirae 3Ha4eHHS Ta

nocwiianasg Ha 00'exkT NodePiece.

FlippedPieces: Knac, sixuit 30epirae nocuianus Ha asa NodePiece, mo Oynu

MEPEKUHYTI MICUSAMHU M1J] 4ac TPpU.
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3MmiHHi k1acy Match3:

boardLayout: OO6'ext Tumy ArrayLayout, mo MICTUTh i1HpOpMAIlIIO MPO
(opMyBaHHS JOIIKH TPH.

pieces: MacuB cripaiiTiB, K1 IPEACTABISAIOTh P13H1 TUIIN €JIEMEHTIB Yy Ipi.

gameBoard: O6'ext RectTransform, 1o npencrapisie 0Ky TpU.

killedBoard: O6'ext RectTransform, mo mnpencraBisie IOIIKY 3HUIIEHUX
€JIEMEHTIB.

nodePiece: Ilpedald rpu, sskuii BAKOPUCTOBYETHCS JIJIsi CTBOPEHHS €JIEMEHTIB
Ha JIOIIIII TPH.

killedPiece: IIpedab rpu, sikuii BAKOPUCTOBYETHCS JIsl CTBOPEHHS 3HUILICHUX
€JICMEHTIB.

Metonu kiaacy Match3:

Start(): Metoa, SKHil BUKIMKAETHCS MPH 3aIYCKY TPH.

Update(): MeTon, sikuii BUKJIMKAETHCS HA KOXKHIN iTepallii OHOBJICHHS TPHU.

ApplyGravityToBoard(): MeTtoa, skuii 3acTOCOBYE TI'paBiTaIlilo A0 JOIIKH
IpH, 3MIIIYIOYU €JIEMEHTH BHU3.

getFlipped(): Merton, sxuii moBeprae o0'ekt FlippedPieces, mo Mictuth
nocuinanHs Ha oouaBa NodePiece, mo Oynu nmepeKuHyTi MICIISIMHU.

StartGame(): MeTtop, sakuil MOYMHAE HOBY TPy, 1HILIATI3YI0O4YH BC1 HEOOX1/IHI
3MiHHI Ta CTBOPIOIOYH JOIIKY TPH.

InitializeBoard(): Merton, sikuii iHiIIami3y€e MOMIKY TPH, CTBOPIOIOYN 00'€KTH
tuny Node a1 KO)KHOT KOMIPKY Ta BCTAHOBJIIOIOUHN 1X 3HAYCHHSI.

VerifyBoard(): Meton, sikuii mepeBipsi€ IOMIKY T'pH, IIYKAIOYH MOMKJIHBI
Mmatyi-3. Lleit MmeTon mepeBipsie KOKHY KOMIPKY Ha JOIIII Ta mepeBipse ii cycimHi
KOMIpKH, 1100 BUSBUTH MOKJIMBI match-3.

RemoveMatches(): Meron, sskuii BUaase 3ITKHCHHS MaT4diB-3 3 JOMIKH T'PH.
Bin mepebupae Bci KOMipKHU Ha JOMII Ta MEPEBIps€, YA € BOHU YACTHHOIO MaT4y-3.
Sxmo Tak, TO BiH BUAAQISAE €JIEMEHT 3 KOMIPKHA Ta JOJAE WOTO 10 3HUIICHHUX

enemeHTiB Ha killedBoard.
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FillBoard(): Meton, sxkuii 3allOBHIOE MOPOXKHI KOMIPKHA Ha JIOMILI HOBUMH
enemeHTamMu. Bin nepeOupae K0KHY KOMIPKY Ha JIOIIILII Ta, SKIIO KOMipKa MOPOXKHS,
BUIIaIKOBHM YMHOM BUOUPAE HOBUM EJIEMEHT IS 3aIIOBHEHHS KOMIPKH.

SwapPieces(): Meroa, sikuif OOMIHIOE JBa €IEMEHTH MICLSIMU Ha JOIIIIi TPH.
[eit MmeTon mpuitmMae mocwiaHHs Ha ABa eideMeHTu (piecel 1 piece2) 1 oOMiHIOE X
3HAYEHHS Ta MO3UIIII.

IsAdjacent(): Meron, sxuil mepeBipsie, Y € JIBa €JIEMEHTH CYCITHIMU Ha
jouiii rpu. BiH mopiBHIOE MO3UIIIT €IEMEHTIB Ta MepPEBIpsi€, YA BOHU 3HAXOATHCS
nopy4 (TOpU30HTAIBHO 200 BEPTUKAIBHO).

OnPieceClicked(): Meton, sikuil BUKIMKA€ETHCSA MPU KIIIKY Ha €JIEMEHT Ha
nomii rpu. Bin mepeBipsie, yn BUOpaHO BXKE €JIEMEHT sl oOMiHy. SKio Hi, TO
3amam'sToBy€e BUOpaHU eleMeHT. SIKIo Tak, TO BiH CpoOye OOMIHATH BUOpaHUIA
CJIEMCHT 3 TIOTOYHHMM KJIIKHYTHUM €JICMCHTOM.

CheckPotentialMatches(): MeToa, sKuii mepeBipsie, 4 € MOKINBI MaT4i-3 Ha
nomi rpu. BiH mepebupae KOKHY KOMIpKY Ha JIOMIII Ta TepeBipse, Yd MOXKHA
OOMIHATH IO KOMIPKY 31 CyCimHIMH, m00 oTpuMatu match-3. Skmo Tak, To 11€
BKa3ye Ha MOTEHIIMHMI match-3.

ClearBoard(): Merox, skuii ouninye A0MIKY Tpu. Bin Bugasse BCi eJIeMEHTH
3 JIOIIKHU Ta OYHUIILYE 3HUIIEHY JIOIIKY.

RefillBoard(): Meton, sikuii 3an10BHIOE TTOPOKHI KOMIPKH Ha JOIIII HOBUMH
enemeHTtamu. llel MeTon 3amoOBHIOE IOPOXKHI KOMIPKM Ha JIOHIII HOBHUMH
€JIEMEHTaMH 3BEpPXY Ta CTBOPIOE HOB1 €JIEMEHTH ISl 3aMIHU TIOTIEPETHIX.

SwapBack(): MeTon, sikuii moBepTae €IeMEHTH Ha CBO1 MTOYATKOBI MO3HIII]
Iicasl HeBaayioro oOMiHy. BiH oOMiHIOE MicIIIMU JIBa €JIeMEHTH piecel Ta piece2,
00 MOBEPHYTH X Ha CBOIT MMOYATKOBI MO3MIIII.

GetMatchCount(): MeTo, sikuif mOBepTa€ KUTbKICTh 3HAMICHUX MaT4iB-3 Ha
nomiii Tpu. Bin nmepebupae BCi KOMIpKH Ha JIOMIIII Ta IEPEBIpsi€, YU BOHU BXOMSITH B

match-3.



3.2.2 Peanizanis Buxiqnoro xoay rpu «Point»
Kon B co0i MICTUT®:
- 1 knac;

- 2 TIOJIS;

- 1 koHCTpYKTOD;
- 9 MeTO/IIB;
System.Collections;
System.Collections.Generic;
UnityEngine;
[System.Serializable]
= Point
{
x5
yi

Point( nx,

nx;

add(Point p)

+= p.X;
y += p.y;

Vector2 ToVector()

return Vector2(x, y);

Equals(Point p)

return (x == p.x && y == p.y);
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Pucynox Error! No text of specified style in document.-4 — suxionuii

koo Point

PeanizoBano y BuXigHOMY KOy «POint»:
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Kaacnu:

Point: Knac, 1o npeacrapiise TOUKy y ABOBUMIpHOMY mpocTopi. Bkitouae B
cebe moyig X Ta y, KOHCTPYKTOP, METOIM MAHINyJALii 3 TOYKaMHu (MHOKEHHS,
J0JIaBaHHs), METOJ, KOHBepTalli 10 Tunmy Vector2, MeToja MOPIBHSAHHSA TOYOK, a
TAKOXX CTaTUYHI METOJAU JJII CTBOPEHHS TOYKH 3 BEKTOPIB Ta BHKOHAHHS
MaTeMaTUYHUX oOlepaliil Hajg TouykamMd. Mae TakKoXX CTaTU4YHI MO  JJIs
NpEACTaBICHHS CIEeIIaIbHUX TOYOK (HYJIb, OJWHUIIA, Bropy, BHHU3, MpaBOpyd,
JTBOPYY).

IHons knacy Point:

x: [{i7e uncio, no npeacTaBisie KOOPAUHATY X TOUKH.

y: Lize uncio, no npeacTaBisie KOOPAUHATY Y TOYKH.

KouncrTpykrop kiaacy Point:

Point(int nx, int ny): Konctpykrop, sikuéi npuiiMae 3Ha4€HHS NX Ta ny i
HIIIAJI3Y€E MOJISA X Ta y BIAMOBIIHO.

Metonu kiaacy Point:

mult(int m): Metop, sikuif MHOKUTh KOOPJMHATH TOYKU HA 3HAUYEHHS m.

add(Point p): Meton, sikuii 101a€ KOOPAMHATHA TOYKH P IO TIOTOYHOT TOUKH.

ToVector(): Meton, sikuii IepeTBOPIOE TOUKY A0 TUILy Vector2.

Equals(Point p): MeTon, sikuii mepeBipsie, 4i piBHA TOTOYHA TOYKA TOYIII P.

CraTnuni meToam kiacy Point:

fromVector(Vector2 v): CtaTudHHUIA METOJ, SIKHM CTBOPIOE HOBY TOYKY 3
KOOpAWHAT BEKTOpa V.

fromVector(Vector3 v): CtaTudyHHUIA METOJ, SIKHA CTBOPIOE HOBY TOYKY 3
MEPIIUMH IBOMA KOOPJIMHATAMHU BEKTOpa V.

mult(Point p, int m): CTaTuuamnil METO, AKUI MHOXKUTH KOOPAMHATH TOUYKH P
Ha 3HAYEHHSI M 1 TOBEPTA€ HOBY TOUKY.

add(Point p, Point 0): CraTuunauii MeTOM, SIKUH T0Ja€ KOOPAUHATH TOYKH P
JI0 KOOPJIMHAT TOYKHU O 1 TOBEPTAE HOBY TOUKY.

clone(Point p): CratuuHuil METOJ, KU CTBOPIOE HOBY TOUKY 3 TAKUMH XK

KOOpAHAaTaMM, JK TOYKa P.
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zero: CTaTU4YHE T0JI€, SIKE IPEACTaBIIsi€ TOUKY 3 koopauHatami (0, 0).
one: CTaTUYHE MoJe, IKe MPeICTaBIse TOUKY 3 KoopauHatamu (1, 1).
up: CratuuHe noje, siKke MpeacTaBise Touky 3 koopaunatamu (0, 1).
down: CtatnuHe mose, sike MpeACTaBise TOUKy 3 koopauHatamu (0, -1).
right: CtatuuHe noJje, sike IpeacTaBisie TOUKy 3 koopauHatamu (1, 0).

left: Cratnune mose, sike MPeACTaBise TOUKY 3 KoopauHatamu (-1, 0).

3.2.3 Peauizanis Buxignoro xoay rpu «NodePiece»
Kox B co01 MICTHUTE:

- 1 knac;

- 6 moJiB;

- 9 meTomiB;

System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.UI;
UnityEngine.EventSystems;

NodePiece : MonoBehaviour, IPointerDownHandler, IPointerUpHandler

"EANIT-H
Point index;

[HideInInspector]
Vector2 pos;
[HideInInspector]
RectTransform rect;

updating;
Image img;

Initialize( v, Point p, Sprite piece)

img = GetComponent<Image>();
rect = GetComponent<RectTransform=>();

value = v;
SetIndex(p);
img.sprite = piece;

SetIndex(Point p)
index = p;

ResetPosition();
UpdateName();

Pucynox Error! No text of specified style in document.-5 — suxionuii

koo NodePiece

PeanizoBano y BuxigHomy koxy «NodePiece»:
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Kaacnu:

NodePiece: Kinac, mo mpeacrasisie eneMeHT (070k) Bysna rpu. Peanizye
iHTepdeiicu [PointerDownHandler ta IPointerUpHandler nns o06poOku mopmiit
HAaTHUCKaHHA Ta BIANYCKaHHS Ha eJleMeHTi. Bkitoyae B cebe mons value (3HaueHHs
enemeHnTa), index (iHAEKC eleMeHTa y CiTii), pos (MO3HUIlisl €JIeMEeHT y rpi), rect
(NpAMOKYTHHK, 110 THpeacrapisie rpadiunuii  00'ekT enemeHT), updating
(mpamnopelib, SIKHM MOKa3ye, Y €JIEMEHT OHOBIIOETHCSA), a TaAKOXK 1mg (rpadiuHuii
KOMITOHEHT, 1110 BIJITIOBi/Ia€ 3a BiTOOPaXKEHHS 300paKEHHS €JIEMEHTA).

IMoas kiaacy NodePiece:

value: Lline umncio, mo npeacTapise 3HAYCHHS €JIEMEHTA.

index: O0'exT kacy Point, 1m0 BU3Hauae iHAEKC €IEMEHTa Y CITII.

pos: BekTop, 1110 BU3HAYA€ TO3UIIIIO €JIEMEHTA Y TPi.

rect: OO0'ext knacy RectTransform, mo mnpexacrasnse rpadiuauii 00'exT
eJIeMeHTa.

updating: JIoriune 3HaU€HHS, SIKE TTOKA3Y€E, UM €JIE€MEHTa OHOBIIOETHCS.

img: OO6'ekT kiacy Image, mo BianmoBizae 3a BigoOpa)kKeHHsI 300paKeHHS
eJIeMeHTa.

Metoau kiaacy NodePiece:

Initialize(int v, Point p, Sprite piece): Merox, sikuii iHiliani3y€e eIeMEHT 31
3HAYCHHSM V, IHIEKCOM P Ta 300paK€HHSM piece.

SetIndex(Point p): MeTon, sikuii BCTAHOBIIIOE 1HIEKC €IEMEHTa Ha TO3UIII0 P
Ta OHOBJIIO€ HOTO TIO3UITIIO Ta 1M'S.

ResetPosition(): MeTon, skuii CKHUIIa€ MO3MINIO €JIEMEHTa J0 MOYaTKOBOTO
3HAYCHHS HAa OCHOBI 1HJICKCY.

MovePosition(Vector2 move): MeToj, sIkdii 3Milllye TO3HUINIO €IeMEHTa Ha
BEKTOP MOVe 3aJIeKHO BiJl 4acy.

MovePositionTo(Vector2 move): Mertoa, sSKuii TUTaBHO MEPECYBAE TTOZUIIIIO

CJICMCHTA 10 BCKTOPA MOVE 3aJICKHO BiI[ qgacy.



41

UpdatePiece(): Meton, sikuif OHOBIIOE MO3UIII0 €JIEMEHTa JI0 IUIHOBOT
no3uilii pos. IloBepTae joriyHe 3HAUEHHS, AK€ MOKAa3y€, UM EJIEMEHT BCE IIIe
OHOBJIIOETHCS.

UpdateName(): Meton, sxkuii OHOBJIIOE IM'sl €JI€MEHTa Ha OCHOBI HOro
THIEKCY.

OnPointerDown(): Peanizaris merony 3 intrepdeiicy [PointerDownHandler.
OO6po0isie Moit0 HATUCKAHHS Ha €JIEMEHT.

OnPointerUp(): Peanizamiss meromy 3 iHtepdeiicy I[PointerUpHandler.
OO6po0Jsie MO0 BIAMYCKAaHHS €JIEeMEHTA.

3aranom, 1ei koj Bu3Hayae kiac NodePiece, sikuil mpeactaBisie eJIeMEHT
By3Jia TpH. BiH MICTUTH pI3HOMAaHITHI METOJIM JIJIs 1HIIiaIi3allil, MepEeMIICHHS Ta
OHOBJICHHS €JIEMEHTa, a TaKOXX O0OPOOKM MO/ HaTUCKaHHS Ta BiamyckaHHs. Llei
KJlac MO)XKe OyTHM BUKOPUCTAHMM ISl peajizailii Tpu 3 PYXOMHUMHU €JIEMEHTaMH,
Hanpukiaf, rpu "llazmu".

3.2.4 PeaJizanisn BuxigHoro koay rpm «MovePieces»

Konx B co01 MICTHUTE:

- 2 KJacu;

- 5 moJB;

- 5 METO/I1B;

- 1 noriunwmii OJIOK;
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System.Collections;
System.Collections.Generic;
UnityEngine;

MovePieces : MonoBehaviour

MovePieces instance;
Match3 game;

NodePiece moving;
Point newIndex;
Vector2 mouseStart;

Awake()

instance =

Start()

game = GetComponent<Match3>();

Update()

if(moving != )

{
Vector2 dir = ((Vector2)Input.mousePosition — mouseStart);
Vector2 nDir = dir.normalized;
Vector2 aDir = Vector2(Mathf.Abs(dir.x), Mathf.Abs(dir.y));

Pucynox Error! No text of specified style in document.-4 — Buxionuti
ko0 MovePieces

PeanizoBano y BuxigHomy koay «MovePiecesy:

Kaacu:

MovePieces: Kiac, 110 BiZiroBiae 3a nepeMiIieHHs €JIeMEHTIB B Tpi. MiCTUTh
MOCWJIAHHA Ha 1HCTaHC Tpu (game), 30epirae iHMOpMAIlI0 MPO MEPEeMilllyBaHHMA
eneMeHT (moving), HOBUHM 1HAEKC enemeHTa (newlndex) Ta MOYaTKOBY MO3UIIIO
muti (mouseStart). Peamizyerbest sik kommoneHT Unity.

Match3: [amuii kmac, sskuii BiAmoBinae 3a joriky rpu Tuny "Match-3". He
BKJIFOUCHHI Y HABEJICHUH KOJI, alie 3Tajy€eThCs K 3MIHHA game.

IHons knacy MovePieces:

instance: Ctatnunuii ek3eMIuLsp kinacy MovePieces nist qoctymny 10 HROTO 3
IHIITUX KJacCIB.

game: 3minHa Tuny Match3 aiist 30epiranHs nocuiaHHs Ha €K3EMILISP Kiacy

Match3.
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moving: OO6'ekt knacy NodePiece, axuii mnpenacrapise nepeMillyBaHUN
CJIEMEHT.

newIndex: O0'ekT knacy Point, sskuid MICTUTh HOBHI 1HJIEKC €JIEMEHTA.

mouseStart: BekTop, 1110 MICTUTh TOYAaTKOBY MO3ULI1I0 MHUIIIL.

Metonu kiaacy MovePieces:

Awake(): Meton, skl BUKJIMKAETHCS TPU CTBOPEHHI OO'€KTy Kiacy.
BcraHOBIIOE TIOCWIIAHHS HA TOTOYHMH CK3EMIUIAp KJacy Yy CTaTHYHY 3MiHHY
instance.

Start(): Metona, KUl BUKJIMKAEThCS IMEPea IMEPIIUM OHOBJICHHIM Kajpy.
[Himianizye 3MIHHY game HUIIXOM OTpuMaHHs komrnoHeHTa Match3 3 o0'exry.

Update(): Meton, sikuii BUKIMKA€TbCS Ha KOXKHOMY Kajipi. BinmoBimae 3a
NEepEMIIIEHHS eJIEeMEeHTa BIIMOBITHO JI0 PYyXYy MUIIIIL.

MovePiece(): Meroa, SKkuWii BUKIMKAETHCS JUIS IMOYATKy TEPEMIlICHHS
enemMeHTa. BcTaHOBIIOE TIepeMilllyBaHHMI €JIEMEHT B 3MIHHY moving Ta 30epirae
MIOYAaTKOBY MO3UIIII0 MHUIII Y mouseStart.

DropPiece(): Metoa, skuii BUKJIMKAETHCS TMPU 3aKIHYEHHI TEepPEMIIICHHS
enementa. [lepeBipsie, un OyJi0 3MIHEHO 1HACKC €JIeMEHTa, 1 BUKJIMKAE BIMOBIIHI
METOIM TP JJIs 3MIMCHEHHS 0OMIHY 200 CKHJIaHHSI €JIEMEHTA.

BuyTpiuHiii Joriyauid 0J10K KOAy:

B ki Update nepeBipsieThes, Un iCHY€ NMepeMilllyBaHUN eIeMeHT (moving).
SIKIo0  eNmeMEeHT TEePeMIIYEThCs, BUKOHYETHCS OOYHCICHHS HOBOTO 1HJEKCY
€JIeMEHTAa B 3aJIeXKHOCTI Bil pyXy Muili. [ToTiM eeMeHT TIaBHO MepecyBa€eThCS 110
HOBOI IO3HUIIii 3a 1oromMoror meroay MovePositionTo.

3.2.5 Peadqizanis Buxignoro xoxy rpu «KilledPiece»

Kona B co0i MicTUTB:

- 1 knacu;

- 6 moJiB;

- 2 METO/IB;

- 1 noriunmii OJIOK;
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System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.UI;

KHilledPiece : MonoBehaviour
falling;

speed = 16F;

gravity = 32f;
Vector2 moveDir;
RectTransform rect;
Image img;

Initialize(Sprite piece, Vector2
falling c
moveDir = Vector2.up;

moveDir.x = Random.Range(-1.0f, 1.8f);
moveDir *= speed / 2;

img = GetComponent<Image>();

rect = GetComponent<RectTransform>();
img.sprite = piece;
rect.anchoredPosition = start;

Pucynox Error! No text of specified style in document.-5 — Buxionuti
ko0 KilledPiece

PeanizoBano y Buxignomy koay «KilledPiece»:
Kaacu:

KilledPiece: Knac, mo npencrapisie 3HUIICHUN eTeMeHT. MiCTUTh TTOJIS TSt
KOHTpOJIo mafinHa enementa (falling), mBuakocti (speed), rpasitaiii (gravity),
HampsaMKy pyxy (moveDir), mocunanus Ha kommnoHeHT RectTransform (rect) Tta
Image (img). Peanizyerbes sik kommoHeHT Unity.

ons knacy KilledPiece:

falling: 3minna Tumy bool, MmO BKa3ye, Yu 3HAXOMUTHCS €IIEMEHT y MpOIleci
MMaJIHHS.

speed: LlIBuAKICTh pyXy €l€eMEHTA.

gravity: 3Hau€HHsI rpaBiTallli, 1[0 BIUIMBAE HA €JIEMEHT MiJ Yyac MaiHHS.

moveDir: BekTop, sKkuii BU3HaUa€e HAMPSIMOK PyXy €JIeMEHTA.

rect: [Tocrmagasa Ha kommoueHT RectTransform enemenra.
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img: [locunanns Ha KOMIOHEHT Image enemeHTa.

Metoau kiaacy KilledPiece:

Initialize(): Meton, sikuii iHINIaNi3ye 3HUINCHUN eleMeHT. BcTaHoBIOE
3HaueHHs falling y true, renepye BUMaiKOBUIM HAIIPSIMOK PyXY €JI€MEHTa, 1HIIaTI13y€
nocuianHs Ha komnoHeHTH RectTransform i1 Image, BcTaHOBIIOE CIIpaiiT eemMeHTa
Ta MOYATKOBY MO3HUIIIIO.

Update(): Meroa, sikuili BUKIMKAETbCS Ha KOXHOMY Kazapi. OHOBIIOE pyX
3HMILEHOTO eJeMEHTa BIAMOBIAHO 10 rpasiTaiii Ta mBuakocTi. IlepeBipse, uu
€JIEMEHT BUIIIIOB 3a MEXI1 €KpaHy, 1 BcTaHOBIO€ 3HaueHHs falling y false, sikio e
cTaJiocsl.

BHyTpimHiii 1oriuHuii 070K KOaY:

B mukmi Update mepeBipsieTbes, YU €IEMEHT 3HAXOIUTHCS y CTaHi MadiHHS
(falling). fxmo 1me Tak, OOYHUCIIOETbCS HOBUM BEKTOp pyXy e€JeMeHTa 3
ypaxyBaHHSIM T'paBiTallii Ta 3aTyXaHHS IIBUJAKOCTI MO oci X. 3MIIEHHS eJIEeMEeHTa
OOYMCITIOETHCS IIJIIXOM MHOKEHHSI BEKTOpa pyXy Ha yac Ta IIBHUAKICTh. [loTim
HEePEBIPSAETHCS, YA BUMILIOB €IEMEHT 3a MEXI €KpaHy, 1 SKIIO TaK, TO 3HAYCHHS

falling BcTaHoBIIOETHCS ¥ false, 110 3ynuHsE€ OHOBJIEHHS PYyXY €JIEMEHTA.

3.3 Po3poOka iHCTpPYKIIT 111010 BIPOBAIKEHHA Ta eKCITyaTallii

1. BopoBakeHHs Tpu:

- 03HalOMUTHUCH 3 BUMOTAMH JI0 CUCTEMH Ta MIATHOPMH, HA SIKY IIIAHYETHCS
BIIPOBAKECHHsI TpU. [lepekonaiitecs, 1o Baiia rpa BiJIOBIIa€ UM BUMOTaM;

- 310pati Bci HEoOXimHi ¢aiiam Tpu, BKIIOYAIOYM BUKOHYBaHUU (haii,
pecypcu, 3ByKOBi edektn, rpadidni 300pakeHHs TOIIO;

- TIEPEBIPUTH MPABWIBHICTh PO3TANTYBaHHS (paililiB Ta MUIAXIB 10 HUX, 100
yCi €JIEMEHTH TPH BiTOOpakannucs KOPEKTHO.

2. BripoBajikeHHS Ha pi3HUX I1aThopMax:
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- g MobOubHuX MmnatgopMm (Android, 10S) ckoMmuIOBaTH TIpy Y
BinnoBigHuXx (opmartax (APK, IPA) ta mepeBipTe ii Ha CYMICHICTh 3 pPI3HUMHU
MIPUCTPOSIMU Ta OTEePAIliHHUMH CHCTEMAaMH,

- 151 atopmu 11K (Windows, Mac) 3renepyBaTu BUKOHYBaHui (aiin rpu
(.exe, .app) Ta TepeBIpUTH HOTO HAa PI3HUX KOMI'IOTEpax 3 PI3HUMU
KOH(DIrypamisiMu.

3. TecTyBaHHS Ta HAJIATOJPKECHHS :

- TIepe]] BIPOBA/KCHHSIM TPY 3MIMCHUTH TECTYBaHHS Ha PI3HHUX IIaTdopMax
Ta MPUCTPOSX, MO0 BHUSIBUTH W BUIPABUTH MOXKJIIWBI TOMWJIKHA Ta MPOOJIEeMHU 3
POIYKTHUBHICTIO;

- ICPEKOHATHCS, 1110 BC1 (DYHKIIIT IpH MPAIIOIOTh HAJICKHUM YHHOM Ta Ipa Mae
3pyYHHUI Ta IHTYITUBHO 3pO3yMuInii iHTEpeEiic.

4. PO3NOBCIOKCHHS TPU:

- BU3HAYUTHU METO/IM PO3MOBCIOKEHHS TPH, TaKl sIK TUIaTHI a00 OE3KOIITOBHI
BeO-MarasuHu, 1udpoBi mwiaTGopmu, CBOi BeO-CaliTH TOIIIO;

- TIpU HEOOX1AHOCTI PO3POOUTH MAPKETUHTOBY CTPATETii0 IS MPOCYBaHHS
TpU Ta 3alTy4YeHHs ayAuTOpii.

5. I[linTpuMKa Ta OHOBJICHHS:

- 3a0e3MeYnTH MOXKJIMBICTh 3BOPOTHOTO 3B'I3KY KOPHUCTYBaudiB TPHU IS
OTPUMAaHHS MTOB1IOMJICHb IMPO MPOOJIEMH Ta MPOIIO3UIIIT III0I0 MOTIMIICHb;

- PeryJsipHO OHOBJIIOBATH TPy, BUMPABISIOYHA TTOMUIIKH, TOJTAF0YA HOB1 PiBHI
a60 (yHKIIIT, 10 PO3MIUPIOIOTH TEHMILICH.

6. 3a0e3neyeHHs 0e3MeKu:

- 3aXUCTUTH 1HTEIEKTYyaJbHY BIACHICTbH, BKIIIOUAIOYH aBTOPCHKI IIPaBa Ha TPy
Ta BUKOPUCTAHHS JIICH31MHUX MaTepialis,

- 3aCTOCYBaTH 3axOJu JJis 3amoO0iraHHs MpaTCTBA Ta HE3aKOHHOTO

BUKOPHUCTAHHS TPH.
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BUCHOBKH

VY po60oTi 6yI10 po3p0o6sIeHO KOMIT IOTEpHY Ipy y *KaHpi “Tpu y psan” Ha Unity.
VY mpoueci po3poOku Oyiu pO3IIIAHYTI OCHOBHI KOHUEMUII Ta 1HCTPYMEHTH, IO
BUKOPUCTOBYIOTHCA MiJl 4ac cTBOpeHHs irop Ha Unity, Taki Ik CTBOPEHHS IrpOBOTO
00'ekTa, 101aBaHHS KOMIIOHEHTIB, HAJIAIITyBaHHs (DI3MKHU, BAKOPUCTAHHS aHIMAIIIH,
3BYKOBHUX €(eKTiB, e(eKTIB Bi3yaiizallii, BAKOPUCTaHHS CKpUNTIB Ha MOBI C# Ta
Oararo iHmwMX. s po3pobku rpu Oyna cTtBopeHa 2D ciieHa 3 BUKOPHUCTAHHSIM
CIIpaiTIB Ta KojaiaepiB, Oyiu HaamToBaH1 (Hi3UYHI BIACTUBOCTI 00'€KTIB, JOAaH1
ckpuntu MoBoro C.

1) CtBopeno mpoekt Ha Unity Ta HaJaIITyBaHHS JOIIKH.

2) 3a pomomoryio rpadiudHoro pemakropy AdobePhotoshop crtBopeni

CIIpalTH ISl KIF0U0BUX (DIryp Ha JOIIIII.

3) CtBOpeHi Ta HalAMITYBaHi OOHYCH, ITEPEINKOIN Ta IHIII IrPOBi €JICMEHTH.

4) Po3po0iieHo irpoBi MeXaHIKK Ta irpoBi PiBHI.

5) Peari30BaHO CKPHUIITH TSI CTBOPEHHS, B3a€EMO/I1 Ta 3HUIIICHHS 00 KTiB.

6) [IpoTecToBaHO Ta HAJIATOKEHO TPY.

Bynu po3risHyTi TakoX Jeski KOHIIEIMIlii, 0 BUKOPHUCTOBYIOTHCSA B Irpax
«Tpu y psaa», Taki sik TeHeparlis piBHIB, Ha0ip ouok. CtBopenHs «Tpu y psan» rpu
Ha Unity - 11e mikaBui 1 3aXOIUTIOI0YNI MPOIIEC, IKUH JTO3BOJISIE€ OTPUMATH JTOCBIJ Y
po0OOTI 3 IrPOBUMH KOHIEHIIIMU Ta I1HCTPYMEHTaMH, a TaKOX HaBYUTHCS
BUKOPUCTOBYBATH PIi3HI acCMeKTH pO3pOOKH irop, Taki SK aHiMmarllii, 3ByKOBi Ta

Bi3yalibHi e(peKTH, YIpaBIiHHS IrPOBUMH 00'€KTaMu Ta Oarato iHIII.
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IEPEJIIK IIOCUJIAHb
1. Odinitiamit popym Bin Unity nns po3poOHuKa irop Ha ix pymrito
forum.unity.com [Enexrponnuii pecypc](nata Biaigysanus 06.05.2023) pexum
nocrymy: forum.unity.com
2. Bineo-ypoku oHjaiiH 3 nmporpaMmyBaHHs Ha MoB1 C# Ta CTBOpPEHHS 1rop Ha
pywii Unity [Enexktponnuii pecypc](mara BiaBigyBanHs 12.05.2023) pexum
nocrymy: https://itproger.com/ua/course/unity
3. 3anbuman Mapk Komn’totepHi irpu: sik e podutscs - Jlorpyc. 2000.
4. Intepuer-marasun «Google Play Store» [Enextponnuii pecypc]
(marta BigBinmyBanHa 13.05.2023) pexxum qoctymy:
https://play.google.com/store/games
5. Unity Documentation - Odimiiina mokymenrartis UNity, mo MicTHTb
iHpopmaiito mpo po3podky irop Ha pymrii Unity [Enextponnmii pecypc] (mara

BigBigyBanHs 22.05.2023) pexxum poctymy: https://docs.unity3d.com



TOJATOK A BUXITHUM KOJ «MATCH3»

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

public class Match3 : MonoBehaviour

{
public ArrayLayout boardLayout;

[Header("Ul Elements")]

public Sprite[] pieces;

public RectTransform gameBoard;
public RectTransform killedBoard,;

[Header(*"Prefabs™)]
public GameObject nodePiece;
public GameObject killedPiece;

int width = 9;
int height = 14;
int[] fills;

Node[,] board;

List<NodePiece> update;
List<FlippedPieces> flipped;
List<NodePiece> dead,;
List<KilledPiece> killed;

System.Random random;

void Start()

{
StartGame();

}

void Update()
{

List<NodePiece> finishedUpdating = new List<NodePiece>();
for(inti = 0; i < update.Count; i++)

{

NodePiece piece = update[i];



}

If (\piece.UpdatePiece()) finishedUpdating. Add(piece);

for (int i = 0; i < finishedUpdating.Count; i++)

{

NodePiece piece = finishedUpdating[i];
FlippedPieces flip = getFlipped(piece);
NodePiece flippedPiece = null;

int X = (int)piece.index.x;
fills[x] = Mathf.Clamp(fills[x] - 1, 0, width);

List<Point> connected = isConnected(piece.index, true);
bool wasFlipped = (flip = null);

if (wasFlipped)
{
flippedPiece = flip.getOtherPiece(piece);
AddPoints(ref connected, isConnected(flippedPiece.index, true));

}

if (connected.Count == 0)
{
if (wasFlipped)
FlipPieces(piece.index, flippedPiece.index, false);
}

else

{

foreach (Point pnt in connected)
{
KillPiece(pnt);
Node node = getNodeAtPoint(pnt);
NodePiece nodePiece = node.getPiece();
iIf (nodePiece != null)
{
nodePiece.gameObject.SetActive(false);
dead.Add(nodePiece);
¥

node.SetPiece(null);

}

ApplyGravityToBoard();
by

flipped.Remove(flip);
update.Remove(piece);
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}

}
public void ApplyGravityToBoard()
{

for (int x = 0; x < width; x++)

{

for (inty = (height - 1); y >=0; y--)
{
Point p = new Point(x, y);
Node node = getNodeAtPoint(p);
int val = getValueAtPoint(p);
if (val '=0) continue;
for (int ny = (y - 1); ny >=-1; ny--)
{
Point next = new Point(x, ny);
int nextVal = getValueAtPoint(next);
if (nextVal == 0)
continue;
if (nextVal 1= -1)
{
Node gotten = getNodeAtPoint(next);
NodePiece piece = gotten.getPiece();

node.SetPiece(piece);
update.Add(piece);

gotten.SetPiece(null);
}

else
{
int newVal = fillPiece();
NodePiece piece;
Point fallPnt = new Point(x, (-1 - fills[x]));
if(dead.Count > 0)
{
NodePiece revived = dead[0];
revived.gameObject.SetActive(true);
piece = revived,

dead.RemoveAt(0);
}

else

{

GameObject obj = Instantiate(nodePiece, gameBoard);



NodePiece n = obj.GetComponent<NodePiece>();
piece = n;

}

piece.Initialize(newVal, p, pieces[newVal - 1]);
piece.rect.anchoredPosition = getPositionFromPoint(fallPnt);

Node hole = getNodeAtPoint(p);
hole.SetPiece(piece);
ResetPiece(piece);
fills[x]++;

}

break;

}
}
}
}

FlippedPieces getFlipped(NodePiece p)
{
FlippedPieces flip = null;
for (int i = 0; i < flipped.Count; i++)
{
it (flipped][i].getOtherPiece(p) != null)
{
flip = flipped[i];
break;
¥
¥

return flip;

}

void StartGame()
{
fills = new int[width];
string seed = getRandomSeed();
random = new System.Random(seed.GetHashCode());
update = new List<NodePiece>();
flipped = new List<FlippedPieces>();
dead = new List<NodePiece>();
killed = new List<KilledPiece>();

InitializeBoard();
VerifyBoard();
InstantiateBoard();
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}

void InitializeBoard()
{
board = new Node[width, height];
for(inty = 0; y < height; y++)
{
for(int x = 0; x < width; x++)
{
board[x, y] = new Node((boardLayout.rows[y].row[x]) ? - 1 : fillPiece(),
new Point(X, y));

¥
¥
¥

void VerifyBoard()
{
List<int> remove;
for (int x = 0; x < width; x++)
{
for (inty = 0; y < height; y++)
{
Point p = new Point(x, y);
int val = getValueAtPoint(p);
if (val <= 0) continue;

remove = new List<int>();
while (isConnected(p, true).Count > 0)
{
val = getValueAtPoint(p);
If (‘remove.Contains(val))
remove.Add(val);
setValueAtPoint(p, newValue(ref remove));

¥
¥
¥
¥

void InstantiateBoard()

{
for (int x = 0; X < width; x++)
{
for (inty = 0; y < height; y++)

{
Node node = getNodeAtPoint(new Point(X, y));
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int val = node.value;
if (val <= 0) continue;
GameObiject p = Instantiate(nodePiece, gameBoard);
NodePiece piece = p.GetComponent<NodePiece>();
RectTransform rect = p.GetComponent<RectTransform>();
rect.anchoredPosition = new Vector2(32 + (64 * x), -32 - (64 * y));
piece.Initialize(val, new Point(x, y), pieces[val - 1]);
node.SetPiece(piece);
}
}
}

public void ResetPiece(NodePiece piece)

{

piece.ResetPosition();
update.Add(piece);

}

public void FlipPieces(Point one, Point two, bool main)

{
if (getValueAtPoint(one) < 0) return;

Node nodeOne = getNodeAtPoint(one);

NodePiece pieceOne = nodeOne.getPiece();

if (getValueAtPoint(two) > 0)

{
Node nodeTwo = getNodeAtPoint(two);
NodePiece pieceTwo = nodeTwo.getPiece();
nodeOne.SetPiece(pieceTwo);
nodeTwo.SetPiece(pieceOne);

if(main)
flipped.Add(new FlippedPieces(pieceOne, pieceTwo));

update.Add(pieceOne);
update.Add(pieceTwo);

}

else
ResetPiece(pieceOne);
¥

void KillPiece(Point p)
{

List<KilledPiece> available = new List<KilledPiece>();



}
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for (int i = 0; i < killed.Count; i++)
if ('killed[i].falling) available. Add(killed[i]);

KilledPiece set = null;
If (available.Count > 0)
set = available[0];
else
{
GameObiject kill = GameObject.Instantiate(killedPiece, killedBoard);
KilledPiece kPiece = kill. GetComponent<KilledPiece>();
set = kPiece;
killed.Add(kPiece);
}

int val = getValueAtPoint(p) - 1;
if (set I= null && val >= 0 && val < pieces.Length)
set.Initialize(pieces[val], getPositionFromPoint(p));

List<Point> isConnected(Point p, bool main)

{

List<Point> connected = new List<Point>();
int val = getValueAtPoint(p);
Point[] directions =
L
Point.up,
Point.right,
Point.down,
Point.left

¥

foreach(Point dir in directions)

{

List<Point> line = new List<Point>();

int same = 0;
for(inti=1;1<3;i++)
{
Point check = Point.add(p, Point.mult(dir, 1));
if(getValueAtPoint(check) == val)
{
line.Add(check);
same++;

¥
¥
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if (same > 1)
AddPoints(ref connected, line);
¥

for(inti=0;1<2; i++)
{

List<Point> line = new List<Point>();

int same = 0;
Point[] check = { Point.add(p, directions[i]), Point.add(p, directions[i + 2])

foreach (Point next in check)

{
If (getValueAtPoint(next) == val)

{
line. Add(next);
same++;
}
}

if (same > 1)
AddPoints(ref connected, line);
}

for(inti=0;1<4;i++)
{

List<Point> square = new List<Point>();

int same = 0;

intnext=1+1;

If (next >=4)
next -= 4,

Point[] check = { Point.add(p, directions[i]), Point.add(p, directions[next]),
Point.add(p, Point.add(directions[i], directions[next])) };
foreach (Point pnt in check)

{
If (getValueAtPoint(pnt) == val)

{
square.Add(pnt);
same++;

¥
¥



If (same > 2)
AddPoints(ref connected, square);

}

If(main)
{
for (int i =0; i < connected.Count; i++)
AddPoints(ref connected, isConnected(connected[i], false));

}

return connected:;

}

void AddPoints(ref List<Point> points, List<Point> add)

{
foreach(Point p in add)

{
bool doAdd = true;
for(int i = 0; i < points.Count; i++)
{
if(points[i].Equals(p))
{
doAdd = false;

break;

}
}

if (doAdd) points.Add(p);

}
}

int fillPiece()
{

int val = 1;
val = (random.Next(0, 100) / (100 / pieces.Length)) + 1;
return val,;

}

int getValueAtPoint(Point p)

{
If (p.Xx <O || p.x>=width || p.y <0 || p.y >= height) return -1,
return board[p.x, p.y].value;

}

void setValueAtPoint(Point p, int v)
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{
board[p.x, p.y].value = v;
}
Node getNodeAtPoint(Point p)
{
return board[p.x, p.y];
}
int newValue(ref List<int> remove)
{

List<int> available = new List<int>();

for (int i = 0; I < pieces.Length; i++)
available.Add(i + 1);

foreach (int i in remove)
available.Remove(i);

if (available.Count <= 0) return 0;
return available[random.Next(0, available.Count)];

}

string getRandomSeed()
{
string seed = "";
string acceptableChars =
"ABCDEFGHIJKLMNOPQRSTUVWXY Zabcdeghijklmnopqrstuvwxyz12345678
90! @#SN"&*()";
for (inti1=0; 1< 20; i++)
seed += acceptableChars[Random.Range(0, acceptableChars.Length)];
return seed;

}

public Vector2 getPositionFromPoint(Point p)

{
return new Vector2(32 + (64 * p.x), -32 - (64 * p.y));
}
}

[System.Serializable]

public class Node

{
public int value;
public Point index;
NodePiece piece;



public Node(int v, Point i)

{
value = v;
index = I;

}

public void SetPiece(NodePiece p)

1
piece = p;
value = (piece == null) ? 0 : piece.value;
if (piece == null) return;
piece.SetIndex(index);

}

public NodePiece getPiece()

¢ return piece;

}

}

[System.Serializable]
public class FlippedPieces
{
public NodePiece one;
public NodePiece two;

public FlippedPieces(NodePiece o, NodePiece t)

{
one = 0; two = t;

}

public NodePiece getOtherPiece(NodePiece p)
{
if (p == one)
return two;
else if (p == two)
return one;
else
return null;



NTOJATOK b BUXIJTHUM KO «MOVEPIECES»

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

public class MovePieces : MonoBehaviour
{
public static MovePieces instance;
Match3 game;

NodePiece moving;
Point newlIndex;
Vector2 mouseStart;

private void Awake()
{
instance = this;

}

void Start()

{
game = GetComponent<Match3>();

}

void Update()
{
if(moving != null)
{
Vector2 dir = ((Vector2)Input.mousePosition - mouseStart);
Vector2 nDir = dir.normalized;
Vector2 aDir = new Vector2(Mathf.Abs(dir.x), Mathf. Abs(dir.y));

newlndex = Point.clone(moving.index);
Point add = Point.zero;
If (dir.magnitude > 32) //If our mouse is 32 pixels away from the starting
point of the mouse
{
//make add either (1, 0) | (-1, 0) | (O, 1) | (O, -1) depending on the
direction of the mouse point
if (aDir.x > aDir.y)
add = (new Point((nDir.x>0) ?1: -1, 0));
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else if(aDir.y > aDir.x)
add = (new Point(0, (nDir.y >0) ? -1 : 1));
¥

newlndex.add(add);

Vector2 pos = game.getPositionFromPoint(moving.index);
If ('newlIndex.Equals(moving.index))
pos += Point.mult(new Point(add.x, -add.y), 16).ToVector();
moving.MovePositionTo(pos);
¥
¥

public void MovePiece(NodePiece piece)
{

if (moving != null) return;

moving = piece;

mouseStart = Input.mousePosition;

}

public void DropPiece()
{
iIf (moving == null) return;
Debug.Log("Dropped");
if ('newindex.Equals(moving.index))
game.FlipPieces(moving.index, newlndex, true);
else
game.ResetPiece(moving);
moving = null;
¥
¥



TOJAATOK B BUXITHUI KOJ «NODEPIECE»

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using UnityEngine.EventSystems;

public class NodePiece : MonoBehaviour, IPointerDownHandler,
IPointerUpHandler
{

public int value;

public Point index;

[HidelnlInspector]

public Vector2 pos;
[HidelnlInspector]

public RectTransform rect;

bool updating;
Image img;

public void Initialize(int v, Point p, Sprite piece)
{

img = GetComponent<Image>();

rect = GetComponent<RectTransform>();

value = v;
SetIndex(p);
Img.sprite = piece;

}

public void SetIndex(Point p)
{
index = p;
ResetPosition();
UpdateName();

}

public void ResetPosition()

{
pos = new Vector2(32 + (64 * index.x), -32 - (64 * index.y));

62



}

public void MovePosition(Vector2 move)

{

rect.anchoredPosition += move * Time.deltaTime * 16f;

}

public void MovePositionTo(Vector2 move)
{
rect.anchoredPosition = Vector2.Lerp(rect.anchoredPosition, move,
Time.deltaTime * 16f);

}

public bool UpdatePiece()
{

if(Vector3.Distance(rect.anchoredPosition, pos) > 1)
{

MovePositionTo(pos);

updating = true;

return true;

}

else
{
rect.anchoredPosition = pos;
updating = false;
return false;
¥
¥

void UpdateName()
{

transform.name = "Node [" + index.x + ", " + index.y + "]";

}

public void OnPointerDown(PointerEventData eventData)

{
if (updating) return;
MovePieces.instance.MovePiece(this);

}

public void OnPointerUp(PointerEventData eventData)

{

MovePieces.instance.DropPiece();

¥
}
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JOJATOK I' BUXIJTHUM KOJI «POINT»

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

[System.Serializable]
public class Point

{
public int x;
public int y;

public Point(int nx, int ny)
{

X = NX;
y =ny;
}

public void mult(int m)

public void add(Point p)
{

X += p.X;
y+=p.y;
¥

public Vector2 ToVector()
{

return new Vector2(x, y);

}

public bool Equals(Point p)

{
return (X == p.X && y == p.y);

}

public static Point fromVector(Vector2 v)

{



return new Point((int)v.x, (int)v.y);

}

public static Point fromVector(Vector3 v)

{

return new Point((int)v.x, (int)v.y);

}

public static Point mult(Point p, int m)

{

return new Point(p.x * m, p.y * m);

}

public static Point add(Point p, Point 0)
{

return new Point(p.x + 0.x, p.y + 0.y);

}

public static Point clone(Point p)

{

return new Point(p.X, p.y);

}

public static Point zero

{
get { return new Point(0, 0); }

}

public static Point one

{
get { return new Point(1, 1); }

}

public static Point up

{
get { return new Point(0, 1); }

}

public static Point down

{
get { return new Point(0, -1); }

¥
public static Point right

{
get { return new Point(1, 0); }
}

public static Point left
{



get { return new Point(-1, 0); }

¥
}

NOJATOK JI BUXITHUM KOJ «POINT»

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class KilledPiece : MonoBehaviour

{
public bool falling;

float speed = 16f;
float gravity = 32f;
Vector2 moveDir;
RectTransform rect;
Image img;

public void Initialize(Sprite piece, Vector2 start)

{

falling = true;

moveDir = Vector2.up;
moveDir.x = Random.Range(-1.0f, 1.0f);
moveDir *= speed / 2;

img = GetComponent<image>();

rect = GetComponent<RectTransform>();
Img.sprite = piece;

rect.anchoredPosition = start;

}

I/l Update is called once per frame
void Update()
{
if (!falling) return;
moveDir.y -= Time.deltaTime * gravity;
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moveDir.x = Mathf.Lerp(moveDir.x, 0, Time.deltaTime);
rect.anchoredPosition += moveDir * Time.deltaTime * speed,;
If (rect.position.x < -64f || rect.position.x > Screen.width + 64f ||
rect.position.y < -64f || rect.position.y > Screen.height + 64f)
falling = false;
}

}

JTOJATOK E BUXITHAM KOJ «<ARRAYLAYOUT»

using UnityEngine;
using System.Collections;

[System.Serializable]
public class ArrayLayout {

[System.Serializable]
public struct rowData{

public bool[] row;
¥

public Grid grid;
public rowData[] rows = new rowData[14]; //Grid of 7x7

}
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