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PE®EPAT

KBanidikamiitna maricrepcbka poodora: 82 c., 4 puc., 1 Tabn., 2 nox., 25
TDKEpelt.

CKPUIIT, TUIl JAHUX, OB’€KT, ®YHKIII, [TPOTPAMHUI KO/,
3MIHHA, MACHUB, KOOPJIMHATU, TPUTEP, MOBA TTPOTPAMYBAHHAI.

Merta po6OTH — CTBOPEHHS MPOTPAMHUX MOJIYJIB JIJII MOOIJILHOTO JOJATKY
Dino’s Adventure Ta ix onTuMizartisi.

O6’ekT pobOTH — MpOrpaMHUN KOMIUIEKC MOOILTBHOTO Jonmatky Dino’s
Adventure.

Meron [OCHIKEHHST — CTBOPEHHS CKPHUIITIB Y CEPENOBHILl PO3POOKU
nporpamHoro koay MonoDevelop.

[epimii po31ia MPUCBAYEHUN aHaI3y CKPUIITHHTA. Y HbOMY OMKCaHa pPojb
CKpUIITUHTa B po3poOLl 1rop, CTBOPEHHS CKpUIITIB, IX OCHOBHI €JIEMEHTH,
CTPYKTYypa, BIUTMB Ha IOJii TPH, a TAKOK Pi13HI TUITH TOIIMH.

Hpyruil po3ain npucBsueHWid BUOOpPY MNPOrpaMHUX 3ac00iB, OIMHUCY Ta
MOPIBHSHHIO MOB MPOTpaMyBaHHs, a TAKOXX OCOOJIMBOCTSIM CEPEIOBUINA PO3POOKH
IPOrpaMHOTO KOJY.

Tpetiil po3a11 NpUCBSYEHHI po3po01Il IrpOBUX MEXaHIK AJiA 10AaTKy Dino’s
Adventure. Y HbOMY OMNHCYIOTBCS Pi3HI Aii 00’€KTIB TpH, a TaKOX JACTAIHHO
OMUCYIOTHCSI OCHOBHI CKPUIITH, SIK1 BIJIOBIIAFOTH 3 111 1ii.

B pe3ynbTaTi mpoBegeHoi poOOoTH Oysio cTBOpeHO NoHaa 30 CKpUIITIB,
KOXKEH 3 SKUX BIJIMOBIA€ 3a pi3Hi 11i y MoOUTbHOMY nmoaaTky Dino’s Adventure.
Koxen ckpunt OyB NpuUB’sS3aHUN 10 MOTPIOHOTO IrpOBOro 00’€KTY, a TaKOXK
HaJAIITOBAaHUN JIJIST B3a€EMOJIII 3 1HITUMHU CKpUIITaMU NOAATKy. byna mpoBeaeHa
ONTHUMI3allisl CKPHUITIB, & TAKOXK OYyJIM yCYHEHI MPOTPaMHI TOMUJIKH.

CTBOpEH1 CKPUNTH T03BOJISIOTH 3p0OMTH BUCHOBKM MPO CKJIAIHICTH 1 00CAT
po0OOTH, MO BUKOHYE PO3POOHUK MPOTPaAaMHOTO KOJYy MOOILTBRHUX JIOAATKIB, a
TaKO0XX MPO MOro CHiBOpaIlto 3 IHIKUMH po3poOHukaMu. OO0’ €KT po3poOku Oye po-

3BUBATHCS NUISIXOM JIOJJaBaHHS HOBUX ITPOBUX MEXAHIK 1 MOKPAIICHHS ICHYIOUUX.



ABSTRACT

Qualification master’s work: 82 p., 4 pict., 1 tabl., 2 additions, 25 sources.

SCRIPT, DATA TYPE, OBJECT, FUNCTION, PROGRAM CODE, VARI-
ABLE, ARRAY, COORDINATES, TRIGGER, PROGRAMMING LANGUAGE.

Objective of the work — development of the program modules for mobile
software Dino’s Adventure and their optimization.

Work's object — program package for mobile software Dino’s Adventure.

Research method — development of the scripts in integrated development en-
vironment MonoDevelop.

First section is devoted to scripting analysis. There described the role of
scripting in game development, scripts development, their main elements, struc-
ture, influence on game events and also different types of events.

Second section is devoted to the choice of software means, to description
and compare of programming languages, and also it's devoted to the features of
IDE.

Third section is devoted to development of game mechanics for mobile soft-
ware Dino’s Adventure. It describes in details different actions of game objects,
and also main scripts that respond for these actions.

As a result of the work were made more than 30 scripts, each of them re-
sponds for different actions in mobile software Dino’s Adventure. Each script was
connected to needed game object and also tuned for interaction with other scripts
of the software. The optimization of scripts was made, program errors were elimi-
nated.

The scripts that were made allow to make a conclusion about work's com-
plexity and capacity that mobile software program code developer performs, and
also about his teamwork with other developers. Development object will be

evolved with adding of new game mechanics and improvement of those that exist.

3MICT
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batbpkiBCchkuii 00’€KT — 1€ 3BHYAMHUN 00’ €KT, SIKMM BHCTYIIA€ ISl OJHOTO
a00 JeKUTbKOX 00’€eKTIB "0aThKOM", TOOTO 11 00’ €KTH YCIAJKOBYIOTHCS Bl HHOTO.

I'padiunmnii iHTEpdEiic KopucTyBaya — TUN 1HTEp(DEHCY, SKUN T03BOJISE
KOPUCTYBauaM B3a€EMOJIATA 3 €JIEKTPOHHUMHU TMPUCTPOSIMH dYepe3 TIpadiuHi
300pa)KE€HHS Ta Bi3yallbHI BKa31BKH.

JlodipHi 00’ €KTH — 11€ 00’ €KTH, KI MarOTh OATHKIB 1 yCHAIKOBYIOTh iX MOl
1 TIOBE/IIHKY.

Kmac — me crmemianbHa KOHCTPYKIliS, sIKa BHUKOPHUCTOBYETBCS  JIS
rpyInyBaHHS MOB’I3aHUX 3MIHHUX Ta (QYHKIIIH.

[IpocTip iMeH — 11e MpOoCcTO HAOIp KJIaciB, B IKOMY JIJIsl BCIX IMEH IIUX KJIaciB
BUKOPHCTOBYETHCS TIEBHUN TIPEiKC.

[Tyn — 11e BUKOpUCTAHHSA JEKUIBKOX OJIOKIB MaM’SITI OJTHAKOBOI'O PO3MIpY,
JUIS YIIpaBJIiHHS 1IaM’TTIO, 1O 3a0e3neuye ii JUHAMIYHUN pO3MOIiI.

Pennepunr — B koM 10TepHiN rpadiii e mporec OTpUMaHHs 300paKeHHS
3a MOJICTUTIO 32 IOTIOMOTOI0 KOMII FOTEPHOI MPOTpamH.

Tpurep — B KOMIT'IOTEpHUX Irpax MeXaHi3M, IO TEPeBipsi€ MPUCYTHICTh
OyIb-sSIKMX 00’€KTIB ITPOBOTO CBITY B 3aJlaHOMY MPOCTOpi a00 BiJCTaHb BiJ IUX
00’€KTIB JI0 CHEI1abHOI TOYKHU.

API — Habip BU3HAYECHH MIAMPOTPaM, IPOTOKOIIB B3aEMO/IIi Ta 3aCO0IB IS
CTBOPEHHS MPOTPaMHOTO 3a0e3MeYeHHS.

CLI — cneumdikaiisi BU3Hayae apxiTeKTypy BUKOHaB4oi cuctremu .NET —
CLR 1 cepsicu, siki HamaioTbesi CLR mporpamam, 1m0 BHUKOHYIOTHCS, KJacH,
CUHTAKCHUC 1 MHEMOHIKY 3arajbHO1 IPOMI>)KHOT MOBH.

CLR — me xommonent makety Microsoft .NET Framework, BipryansHa
MaIlnHa, Ha K1 BUKOHYIOThCS Bcl MOBH Tuiatgopmu .NET Framework.

DLL - peanizoBani kommadiero Microsoft 3aranbni 6i0morekn B OC
Windows ta OS/2.

FPS — e yactora (LIBUIKICTH), 3 SIKOIO MPUCTPIH (popMyBaHHS 300pakeHHs

Bi100pakae MOCIIiI0BHI 300paKeHHSI, 1[0 HA3UBAIOTHCS KaJIPaMH.



GTK — xpocmiardopmoBuit Habip THCTPYMEHTIB JIJIsi CTBOPEHHS TpadiaHux
1HTEpdEiciB KOpUCTyBayYa.

HUD - € yactuHoro rpadiuboro iHTepdeiicy KopucTyBaua, sKa J03BOJIAE
OTpUMATH PI3HOMAHITHY IrpOBY 1H(GOPMAIIiI0, HE BUKITUKAIOYH T0OAATKOBI MEHIO.

IDE — KoMIUIEKCHE MporpamMHe pilleHHs Uil PO3pPOOKH MPOTPaMHOTO
3a0€3MeUeHHs.

JIT-xoMOLIsIis — 1€ TEXHOJIOTIS 301UIbIIEHHS MTPOTyKTUBHOCTI MPOTPaMHHX
CHUCTEM, IO BHUKOPUCTOBYIOTH OaMT-KOJ, NUIAXOM TpaHCHAMil OalT-komy B
MaIMHHUHN Ko7 0e3mocepeIHbO MMi1 Yac poOOTH MPOTpamu.

Microsoft .NET — mnporpamMHa TeXHOJIOTIS, 3alporoHOoBaHa (ipMoOro
Microsoft sk muiargopma 11t CTBOPEHHS 3BUYAMHMX MTPOrpam Ta Be0-3aCTOCYHKIB.

XML — cranmapt moOyI0BH MOB PO3MITKH 1€pAPXiYHO CTPYKTYPOBAHHUX
JaHuX JIs1 OOMIHY MK PI3HUMH 3aCTOCYHKaMHU, 30KpeMa, yepe3 [HTepHerT.

0T — mwTy4YHUid IHTENEKT.

API — Application Programming Interface, mpuknagauii mporpamMHuii iHTEp-

deiic.

CLI — Common Language Infrastructure, crmenmdikaiisi 3araJbHOMOBHOI
iH(DpacTpyKTypH.

CLR - Common Language Runtime, 3araJibHOMOBHE BHUKOHYHOYE
CepeIOBHILIE.

DLL — Dynamic Link Library, tunamiuno npuegHyBaHa 010ioTexa.

FPS — frames per second, kazpoBa 4actoTa.

GTK — GIMP ToolKit.

GUI — Graphical user interface, rpadiunuii inTepdeiic kopuctyBaya.

HUD - head-up display, npusznauenuii jyist meperiisiny 6€3 HaXwiy TOJOBH.

IDE — Integrated development environment, iHTErpoBaHE CEpEIOBHUIIE
PO3pPOOKHU.

JIT — Just-in-time, «Ha IbOTY».
XML — Extensible Markup Language, po3unproBana MoBa po3MITKH.

BCTYII



3a ocTaHHI POKM PUHOK MOOUIBHUX IrOp MPOJIEMOHCTPYBAB CTPIMKHUMN
PO3BUTOK, 3HAYHO OOITHABIUM NOMMT Ha Bepcii ans iHmmX miatgopm. bararo
nonyJsipHux [ T-kKoMITaHii 30cepeuian CBO1 3yCHiuIs Ha po3po0iri MOOITEHUX 1Top,
OCKIJIbKM TOMMUT HAa HUX 3HAXOJUTHCA HAa BUCOKOMY pIBHI 1 0€3J114 po3pOOHMKIB
Nepeiluin Ha CTBOPEHHs IrpoBUX JojatkiB. HapiTe miaTdopMmu couialbHHUX
mepex, Taki sk Facebook, Instagram 1 Twitter, mpuctynuiaum 10 po3poOKu
MOOUTHHUX 1TOP.

AKTyanpHICTh pPOOOTH TIONATAE B TOMY, IO CKPHUNOTIHT — HEOOXigHa
CkJazoBa ycix irop. HaBiTh HalmpocCTimii irpyu nmoTpeOyoTh CKPUIITH JIJIS PEeaKIii
Ha Jii IpaBIsd 1 opradizaiii noAiil reiimmiero. Kpim Toro, Ckpunta MoxXyTb OyTH
BUKOPUCTaHI JUIsi CTBOpeHHS Tpadiuamx edeKTiB, ymnpaBiiHHA (I3UIHOIO
MOBEMIIHKOI0O 00’€KTiB abo peamizallii KOPUCTYBAJIbHUIIBKOI CHCTEMHU IS
MIEPCOHAXKIB I'PHU.

Meta po6OTH — CTBOPEHHS MPOTPAMHUX MOJIYJIB JIJII MOOIJILHOTO JOJATKY
Dino’s Adventure Ta ix onTuMizartisi.

OcHoBHI 3aj71a4i, 5IKi MOTPIOHO BUKOHATH y XO1 BUKOHAHHS POOOTH:

— O03HaWOMUTHCH 13 CEPEIOBUILEM PO3POOKH MTPOrPAMHOTO KOY;

— O3HAHOMMTHCH 3 1HCIIEKTOpOoM mtadropmu Unity3D;

— HABYUTHUCS CTBOPIOBATU CKPUIITH;

— HABYMUTHCS NPUB’SI3yBAaTU CKPUIITU JIO 00’ €KTIB;

— HABUYUTHUCS TIOB’SA3yBAaTU CKPUIITH OMH 3 OJHHM;

— PO3pOOUTH ITPOBI MEXAHIKHU JIJIs1 PI3HUX PIBHIB 1 TUITIB TPH;

— po3podUTH PYHKIIOHAIBHICTh KOPUCTYBAJIBLHUIIBKOTO 1HTEp(DEHcCy;

— OMNTHUMI3yBaTH CKPUIITH 1 BUIIPABUTH MTPOTPAMHI TTOMIJIKH.

Ckpunrtu, siKi po3poOJIOIOTHCS, TICHO MOB’S3aHl 3 IHIIUMU YacTUHAMU
JNOJIaTKy, TaKUMU SK aHiMalis, Mozaem Ta o0’exktu  Unity3D. Ckpunrtu
BIJIMOBIJIAIOTH 32 BIITBOPEHHS 1 3yNMUHKY aHIMAaIliil B TOTPIOHUN MOMEHT, 9acTOTY

MporpaBaHHsl aHiMallld, TPUBAIICTh iX BIATBOPEHHS Ta IX IIBUAKICTh, 3a



nepecyBaHHs O0’€KTIB 1 MojeleH, iX MosiBy 1 3HHUKHEHHS Ha IrpOBUN KapTi, a
TaKOX 32 iX B3a€EMO3B’SI30K 13 KOPUCTYBAUEM.

1 AHAJII3 CKPUIITUHI'Y HA IIVIAT®OPMI UNITY3D

[Tig Tepminom «ckpunt» Unity3D mae Ha yBasi Qailsl 3 BUXITHUM KOAOM, B
AKOMY OIMCYEThCS KJIac, ycnajakoBaHui Bija kinacy MonoBehaviour. Ckpuntu ue
NpU3HAYeH1 Il KOPUCTyBaya KOMIIOHEHTH, SIKI JOJIAl0Th «IOBEHIHKY» 00'€KTY
CIICHH, TaK caMO SK 1 CTaHAapTHI KOMIOHEHTH. CKPUNTH MOXYTh OYyTH
BUKOPUCTaHI JUIsi CTBOpeHHS Tpadiunux edeKkTiB, ymnpaBiiHHA (I3UIHOIO
MOBEAIHKOI0 00’e€kTiB abo peamizanii kopuctyBaigbHuilbkoro I (mryuHoro
1HTENIEKTY) CUCTEMHU JJIsl IEPCOHAXKIB TPHU.

[ToBeninka irpoBUX 00’€KTIB KOHTPOJIIOETHCS 3a JOMOMOTOI0 KOMITOHEHTIB
(Components), siki npuenHyroTbcs A0 HUX. Unity 103BOJIsIE CTBOPHOBaTH CBOT
KOMITOHEHTH, BUKOPHUCTOBYIOYM CKPHUIITH. BOHM 03BOJISIOTH aKTUBYBAaTH IrpOBi
nmojaii, 3MIHIOBaTH IlapaMeTpd KOMIIOHEHTIB, 1 BIAMOBIJaTH Ha BBEJICHHS
KOPHUCTYyBaua.

Unity couaTky miATpUMY€ ABI MOBU TPOTPaMyBaHHS:

- C#;

— JavaScript.

Ha nomatok mo mmx, 3 Unity MoXyTh OyTH BUKOPHUCTaHI 0araTo iHIITUX MOB

cimetictea .NET, k1o BoHM MOXKyTh KoMmrimoBatu cymicai DLL [1], [2]V.

1.1 Onuc cTBOpPeHHS CKPUIITIB

Ha BigMmiHy BiAg IHIIUX PECypCiB, CKPUINTH 3a3BUYAll CTBOPIOIOTHCS

6e3nocepenubo B Unity. MokHa CTBOPUTH CKPHUNT, BUKOPUCTOBYIOUH MEHIO

Y [1] Unity — pyxoBoacto: Ckpunrunr. URL: https://docs.unity3d.com/ru/530/Manual/
ScriptingSection.html (nata 3sepuenns 4.11.2019).

[2] Unity — pykoBoactBo: O630p ckpuntuara. URL: https://docs.unity3d.com/ru/530/
Manual/ScriptingConcepts.html (nara 3Bepuenns 1.11.2019).



Create B 1iBOMy BEpXHbOMY KyTKy maHelni Project abo oOpaBmu Assets> Create>
C# Script (a6o JavaScript ckpumnT) B roJIOBHOMY MEHIO.
HoBuii ckpunt (puc. 1) Oyae cTBopeHuil B mamil, Ky oOpajd B IMaHENl
Project. Im’st HOBoro ckpurita Oyze BUALJICHO, IPOIOHYIOYH BBECTH HOBE 1M ’51.
Kpaiie BBecTr HOBE 1M sl CKpPUIITA BiApa3y Micisi CTBOPEHHS, HIXK 3MIHIOBAaTH
Horo notim. BBeneHe imM’st OyJie BUKOPUCTAHO, 11100 CTBOPUTHU MMOYATKOBUM TEKCT Y

ckpurri [3]".

Assets = Scripts

NewbBehaviour!

Pucynox 1 — HoBuii ckpunt C#

1.2 Onuc 3MiHHUX Ta iHCIIEKTOpAa

[Ipu cTBOpeHHI CIIEHapil0 CTBOPIOETHCS W CBi BIACHUNA HOBUM THUI
KOMITOHEHTA, SIKH MOKHA MPUETHATH JIO IFPOBHUX 00’ €KTIB, SIK 1 Oy Ib-SKHI 1HIIHIA
KOMITOHEHT.

Tak camo, K 1 I1HIII KOMIOHEHTH YacTO MAalOTh BJIACTHUBOCTI, SIKI MOXKHA
peaaryBaTd B 1HCHEKTOpi, MOKHA JO3BOJIUTU pellaryBaHHS 3HA4YEHb y CIEHapii 1

B1J1 IHCIIEKTOpA.

using UnityEngine;

using System.Collections;

public class MainPlayer : MonoBehaviour {
public string myName;
/I Use this for initialization
void Start () {

Y [3] Unity — pykosoactBo: Co3nanne u Ucnonszosanue Cxpunros. URL: https:// doc-
s.unity3d.com/ru/530/Manual/CreatingAndUsingScripts.html (nata 3sepnenns 1.11.2019).



Debug.Log("l am alive and my name is " + myName);

}

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

}
}

Ileli xom cTBOpIrOE ToOJIe IJisi peJaryBaHHs B 1HCHEKTOP1 3 Hamucom "My

Name" (puc. 2).

¥ |G| [ Main Player (Script) i #
Script Erl MainPlayer @
Earl|

Pucynoxk 2 — Ilone s penaryBanHs B iHCIeKTopi 3 HarmrcoM "My Name"

Unity cTBOpro€ MITKY y BikHI Inspector nuisixom J0aBaHHs MPOO1Ty BCIO/IH,
Jie B IMEH1 3MIHHOT 3yCTpIYaeThCsl BenuKa Jitepa. OJHAK 1€ BUKIIOYHO B IIJISX
B1JI00paXkeHHs, 1 Tpeba 3aBKIM B KOAl BUKOPUCTOBYBATH IM’Sl 3MIHHOI. SKIIO
BiJIpe/laryBaTy 3HAYeHHs 3MIHHOI 1 OTIM HAaTUCHYTH Play, Mo)xHa mo6auuTu, 110
MMOB1JIOMJIEHHS MICTUTH BBEJIEHUN TEKCT.

Y C# noTpiOHO OTrOJIOCUTH 3MIHHY 3arajlbHOJIOCTYIHOMO, 1100 MOOAYUTH ii B
iHcriekTopi. Y JavaScript 3MiHHI € 3arajJbHOJIOCTYITHUMH, SKIIIO HE BKa3aHO, IO

BOHM MOBUHH1 OyTH IPUBATHUMHU.

#pragmastrict
privatevarinvisibleVar: int;
functionStart () {

Unity m03BoJisie 3MIHIOBAaTH 3HAYEHHS 3MIHHUX CKPWIITAa y 3amyIIeHId Tpi.
Ile mo3Bosiie MOAMBUTHCS Ha BCl €PEKTHU BiJl 3MIH BiApazy Xk, 0€3 3YNUHKH 1

nepe3anycky. Koiau mporpaBaHHsi 3aKIHUY€ThCS, 3HAYEHHS 3MIHHUX CKUJIA€THCS B



TOW CTaH, KW BOHU Malu 10 HaTUCKaHHs kKHOmkH Play. Ile rapanTtye, 1o MoxxHa

3MIHIOBATH HACTPOMKHU 00’ €KTiB, HE JISAKAIOUKChH IIOCh 3incyBaru [4]".

1.3 CTpykrypa ¢aiiay cKpunra

[Ticns moxpifiHOro KianaHHs Ha ckpunti B Unity, BiH OyJe BIAKPUTHH B
TEKCTOBOMY penakTopi. 3a 3amoBuyBaHHAM Unity Oyae BUKOpPHCTOBYBaTH Mono
Develop, ane moxHa BuOpaTu Oynb-akuii pegaktop 3 maneni External Tools B
HanamtyBaHHax Unity.

Bwmict ¢aiiny Oyne BurinsaaTi npuOIU3HO TaK:

using UnityEngine;

using System.Collections;

public class MainPlayer : MonoBehaviour {
/[ Use this for initialization
void Start () {

}

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

}

Ckpunrt B3aemojii€e 13 BHYTpiIHIMH MexaHizMamu Unity 3a paxyHOK
CTBOPEHHS KJacy, 10 YCHaJKOBaHWN BiJ BOYJOBAaHOIO Kiacy, 3BaHOTO
MonoBehaviour. MoxxHa aymatd mpo Kjac, SIK IpPO CBOTO pojay IUIaH ISt
CTBOPEHHSI HOBOTO THUIy KOMIIOHEHTA, SKHH MoO)ke€ OyTH NPUKPIIICHUH 10
irpoBoro 06’ekty. KoxHOTo pasy, KoJIi CKpUIITOBUIM KOMIIOHEHT NPUETHYETHCS J10
IrpoBOT0O 00’€KTY, CTBOPIOETHCS HOBUW €K3EMIUISIP 00’ €KTY, BU3HAUEHUI MJIAHOM.
Im’st kmacy OepeThest 3 iMeHI, sSIKe BU BKa3aiu MPU CTBOPEHHI Qaiury. Im’s kimacy ta
iM’s1 (pailsly MOBMHHI OyTH OJHAKOBUMHU, JUISI TOTO, 1100 CKPUIITOBUNA KOMIIOHEHT

MIT OyTH IPUETHAHUN IO IPOBOTO 00’ EKTY.

Y [4] Unity — pykoBozctso: Variables and the Inspector. URL: https://docs.unity3d.com/
ru/530/Manual/VariablesAndThelnspector.html (nata 3Bepuenns 3.11.2019).



OcHoBHUMU € 1B GyHKIIIT, BU3HA4YeH1 ycepenuHi kinacy. Oynkuis Update —
e Micle Uil PO3MIIICHHS KOy, SKui Oyne oOpoOJissTH OHOBJIEHHS Kaapy s
irpoBoro o0’exty. Lle Moxxe OyTu pyX, copalbOBYBaHHs Il 1 BIANOBIAHA peaKLis
Ha BBEJCHHS KOPHUCTyBaua, B OCHOBHOMY BC€, II0 MOBHMHHO OyTH 00poOJIeHO 3
IUTMHOM yacy B irpoBomy mpotieci. [llo6 go3Bonutu ¢yukuii Update BukonyBatu
CBOIO POOOTY, 4acTo OyBae KOPUCHO (popMaTyBaTH 3MiHHI, BBAXKATH BIACTHUBOCTI
Ta 3IIUCHUTH 3B 30K 3 IHIIMMU ITPOBUMH O0’€KTaMHu JI0 TOTO, SIK OyayTh
3aificHeH1 Oynab-siki mii. DyHkimis Start Oyne Bukiumkana Unity 10 modatrky
irpoBoro mporiecy (To0to a0 mepmoro BUKIUKY (ynkiii Update), 1 me igeanpHe
MICII€ 11 BUKOHAHHS 1HIIIaI13a1].

[Himanizaniss 00’ekTa BUKOHYEThCA HE Y (PyHKIIi-KOHCTpyKTOpi. Lle Tomy,
10 CTBOPEHHA 00’ €KTIB 00pOOISETHCS PEIAKTOPOM 1 BiIOYBAETHCS HE HA MOYATKY
IrpOBOTO TIpoliecy, SIK MOXKHa OyJio O4iKyBaTH. SKIIo cnpoOyBaTH BU3HAYUTU
KOHCTPYKTOp JJIi CKPUIITOBOTO KOMIIOHEHTa, BIH OyJe 3aBa)kaTh HOpMasibHIN
po6oTi Unity 1 MOXe BUKIIMKATH CEpHO3HI MPOOIEMU 3 MPOSKTOM.

Ckpunt Unity Tpoxu Bifpi3Hs€ThCA Bij cueHapito C#:

#pragma strict
function Start () {

}
function Update () {

}

Tyr ¢ynkmii Start 1 Update MaroTh Take >X 3HauY€HHsS, ajie KJiac He
oroJjomieHuit siBHO. [lependadaerhes, MO CKpUNT caMm Mo co0l BU3HAYAE KJlac; BiH
Oyne HesiBHO TOXiMHUM Bi MonoBehaviour 1 oTpumae cBoe iM’st Bijl iMeHi daitny

ckpunrooro pecypey [3], [5], [6]".

Y [3] Unity — pykxoBoactso: Cosnanue u Mcnons3osanue Ckpunros. URL: https:/ doc-
s.unity3d.com/ru/530/Manual/CreatingAndUsingScripts.html (nata 3sepuenns 1.11.2019).

[5] Unity — pykoBoactBo: Scripting Restrictions. URL: https://docs.unity3d.com/ ru/530/
Manual/ScriptingRestrictions.html (nata 3Beprenns 6.11.2019).

[6] Unity — pykoBoacTtBo: Script Serialization. URL: https://docs.unity3d.com/ ru/530/
Manual/script-Serialization.html (nata 3sepHenns 6.11.2019).



1.4 Anaui3 ynpasJ/iiHHA irpoBuUM 00’ €KTOM

Y  penaktopi Unity MoOXHa 3MIHIOBAaTH BJIACTUBOCTI KOMIIOHEHTA,
BUKOPHCTOBYIOYM BiKHO Inspector. Tak, Hampukiaj, 3MiHA MO3HIIT KOMIIOHEHTA
Transform mpusBeae 10 3MiHM MO3UIlT IFPOBOr0 00’ €KTYy. AHAJIOTIYHO, MOXHA
3MIHUTH KOJIp Marepiady KommoHeHTa Renderer abo Macy TBepaoro Tijia
(RigidBody) 3 BiamoBilHMM BIUIMBOM Ha Bi0Opa)kKeHHs a0O0 MOBEIIHKY irPOBOTO
00’€KTy. 371e01IbIIOT0 CKPUIITH TAKOXX 3MIHIOIOTH BJIACTUBOCTI KOMITOHEHTIB JIs
VOpaBIIHHSA ITpOBUMU 00’€kTamu. Pi3HMIS, OJHAK, B TOMY, IO CKPHUIT MOXKE
3MIHIOBATH 3HAYEHHS BIJIACTMBOCTI TOCTYMOBO 3 YacoM ab0 MO OTPHUMAaHHIO
BBEJICHHSI B1JI KOPHCTYBaya. 3a paXyHOK 3MIHH, CTBOPEHHS 1 3HULIEHHS 00 €KTIB B
3aJjaHuil yac MoXke OyTH peani3oBaHMil Oy Ib-SKUN ITPOBUI MpoOIIEC.

CkpunT BU3HAYa€ TUIBKU TUIaH KOMIIOHEHTA 1, TAKUM YHUHOM, HISIKHI HOro
KoJl He OyJie aKTMBOBAaHWUI J0 THUX IMip, MOKU EK3EeMIUISIp CKpurrta He Oyje
NpUETHAHUNA 70 IrPOBOr0 00’€kTy. MOXKHA MPUKPINUTA CKPUIIT TEPETSITaHHIM
pecypcy ckpumnrta Ha irpoBuii o0’exkt B maHem Hierarchy, a6o uepe3 BiKHO
Inspector BuOpanoro irpoBoro o0’ekTy. € TakoX MAMEHIO Scripts B MEHIO
Component, sike MICTUTh YC1 CKPUIITH, JOCTYITHI B MPOEKTI, BKIIOUYAIOUN CTBOPEHI
nporpamictoM. Ex3zemmsip ckpunta (puc. 3) BUIISIAA€ Tak camMoO SK 1 1HIII

KOMIIOHEHTH Y BikHi Inspector.

¥ | [ Main Player (Script) g #,
Script @ MainPlayer o

Pucynoxk 3 — EkzemMmuisip ckpunra

[Ticns mpuenHaHHA CKPUIIT TIOYHE TMpaIfoBaTH, KOJdu OyJe HaTHCHYyTa
kHonka Play i rpa Oyze 3amymieHa. MoxHa epeBipUTH 1€, TOAABIIM HACTYITHUN

Koz y ¢yHkIito Start:



/I Usethisforinitialization
void Start () {
Debug.Log("l am alive!");

}

Debug.Log — 1me komaHma, fka MNPOCTO BHUBOAUTH TOBIJOMIICHHS Ha
KoHcosibHEe BuBeleHHs Unity. Skmo HaTtucHyTtH 3apa3 Play, moxna moGauutu
MOBI1IOMJICHHSI TIOHU3Y OCHOBHOTO BikHa penakropa Unity y BikHi Console (MeHIo:
Window > Console).

HaiiGi1bp1r mpocTUM 1 MOIIMPEHUM € BUNAAOK, KOJIM CKPUIITY HEOOX1JIHO
3BEpPHYTUCS 1O IHIIMX KOMIIOHEHTIB, MNpuegHaHux a0 Toro >k GameObject.
KommnoHeHT HacmpaBii € eK3eMIUIIPOM KIacy, TaKUM YHHOM TEpIIAM KpPOKOM
OyZae OTpuMaHHS TIIOCWJIAHHS Ha €K3eMIUIAp KOMIIOHEHTa, 3 SKUM Tpebda
npamoBatu. Lle pobutscs 3a gomomororo Qyskiii GetComponent. XapaktepHo,
110 00’€KT KOMIIOHEHTA 30epiraeTbcsi B 3MiHHY, 11e poOuThest B C# 3a 10MOMOT0I0

HAaCTYITHOTO CUHTAKCHUCY:

void Start () {
Rigidbody rb = GetComponent<Rigidbody>();
}

B JavaScript cMHTakcuc Tpoxu Bigpi3HAETHCSA:
function Start () {
var rb = GetComponent.<Rigidbody>();

}

SK TITBKM OTPUMYETHCS TOCHIAHHA HAa €K3EMIUIAP KOMIIOHEHTa, MOXKHA
BCTAHOBJIIOBATH 3HAUYECHHS MOT0 BIACTUBOCTEH, SIKI MOKHA 3MIHUTHU B BiKkHI Inspec-

tor:

void Start () {
Rigidbody rb = GetComponent<Rigidbody>();
/I Change the mass of the object's Rigidbody.
rb.mass = 10f;

}

MoxxHo Matu 0e3714 KOPHUCTYBAJIbHULBKUX CKPUNTIB, MPHUEIHAHUX O

OJTHOTO 1 TOTO X OO’€KTy. SIKIIO MOTPIOHO 3BEPHYTHUCS IO OAHOTO CKPUIITY 3



1HIIOTO, MOXKHa BuKopucTtoByBaTH GetComponent, BUKOPUCTOBYIOUYH MPHU I[OMY
M’ kimacy ckpunta (abo imM’s Qaitny), 1mo0 BKa3aTH SKUH THUI KOMIIOHEHTA
noTpiOeH.

Sxmo cnpoOyBaTh OTpUMATH KOMITOHEHT, SIKUW HE OyB JOJaHUN 10
irpoBoro 00’exkty, Tomi GetComponent mnoBepHe null, BHHHKHE mOMMIKA
MOPOKHBOr0O MocwiIaHHs npu BukoHaHHI (null reference error at run time), Ko
cripoOyBaTH 3MIHUTH OYJIb-SIK1 3HAYEHHS Y TTIOPOKHBOT'O 00’ €KTA.

[HOMI irpoBa clieHa MOK€ BUKOPHUCTOBYBATU KiIbKa 00’€KTIB OJHOTO THUIY,
TAaKUX SK BOPOTH, IUISXOBI TOYKU 1 MEpenIkoar. Moxe BUHUKHYTH HEOOX1THICTh
BIJICTEKEHHSI iX B TMEBHOMY CKpPHWITI, SKWAW YyIpaBisie abo pearye Ha HHX
(HampuKiIan, BCl LUISIXOBI TOYKH MOXYThb 3HAaJOOUTHUCA U CKPHUIITA MOLIYKY
nuisixy). MokHa BUKOPUCTOBYBATH 3MiHHI JJIsl 3B SI3yBaHHS LIUX 00’ €KTIB, ajie 11e
3pOoOUTH MPOIIEC MPOCKTYBAHHS BTOMIIMBUM, SIKIIIO KOKHY HOBY TOYKY MapIIpyTy
noTpiOHO OyJle MEepeTArHYyTH B 3MIHHY B CKPHUIITI. AHAJOTIYHO, IPH BUIAJICHHI
TOYKM MAapLIPYTy AOBEIETHCS BUAAIATH IOCHUJIAHHS HA BIACYTHIM 00’ekT. Y
BUTIQ/IKaX, Ha 3pa30K IbOTO, HalyacTilie 3pyYyHO YMpaBISATH HAOOpPOM 00’ €KTIB,
3pOOHMBIIN 1X JOYIPHIMH JO OJHOrO OaThbKiBChbKOro 00’ekra. JlowipHi 00’€KTH
MOXYTh OyTH OTpHMMaHi, BUKOPUCTOBYIOUM KOMIOHEHT Transform Garbka (Tak sk
BC1 IFPOB1 00’ €KTU HEABHO MICTATH Transform).

3HaxO/KEHHsI IrPOBUX O0’€KTIB y OyAb-IKOMY MiCIl i€papxii € 3aB.1u,
KOJIM € Jiesika 1H(opmalis, 3a IKor iX MoxHa i1eHTudikyBatu. Okpemi 00’ €KTH

MOXXYTbh OyTH OTpHMaHi Ha iM’s1, BAKOpUCTOBYI0uM (pyHKIit0o GameObject.Find:

GameObject player;
void Start() {
player = GameObject.Find("MainHeroCharacter");}

OO0’exkT ab0 KoJeKIisl 00’€KTIB MOXKYTh OyTH TakoX 3Hail/IeHi Mo iX Tery,
BukopuctoByroun  ¢yskiii  GameObject FindWithTag Ta  GameObject
FindGameObjectsWithTag [7], [8], [9]":

Y [7] Unity — pykoBoacTBo: Ympapinenue urpoBeiMu oObekTamu (GameObijects) ¢
nomotiplo kKommoHeHToB. URL: https://docs.unity3d.com/ru/530/Manual/ControllingGameOb-



GameObject player;
GameObject[] enemies;
void Start() {
player = GameObject.FindWithTag("Player");
enemies = GameObject.FindGameObjectsWithTag("Enemy");

}

1.5 Onuc Update noaiii

I'pa — e mock noaibHe 10 aHiMallii, B KA KaJpu reHEePYIOThCS Ha XOIy.
KirogoBuii KOHIIENT B MpoOrpaMyBaHHI Irop MoJiArae B 3MiHI TO3HIII, CTaHy 1
NOBEAIHKM 00’€KTIB y Tpl MPsMO Nepes BiAPUCOBKOW Kaapy. Takuit koa B Unity
3a3Buyail  posmimytoth y ¢Gynkmii Update. Update Bukimukaerbcs mepen

BIJIPHCOBKOIO KaJIpy 1 Mepes] po3paxyHKOM aHIMaIlii:

voidUpdate() {
float distance = speed * Time.deltaTime * Input.GetAxis("Horizontal");
transform.Translate(Vector3.right * distance);

}

®Di3UuyHUN IBMXKOK TAKOX OHOBJIOETHCSA (DIKCOBAaHMMH 32 4AaCOM KPOKaMH,
AaHAJIOTIYHO TOMY SIK Mpalloe BiapHcoBka Kaapy. Oxpema (yHKUisS mnoaii
FixedUpdate BUKIMKAETHCS TMPSIMO Tepel, KOKHUM OHOBJICHHSIM (DI3MUHUX JTaHUX.
Tak sixk oHOBIEHHS (DI3UKM 1 KajJpy BiIOYBAETHCS HE 3 OAHAKOBOIO YACTOTOIO, TO
MO>XHA OTPUMATH TOYHIII PE3yIbTaTH BiA KoMy (PI3UKH, SKIIO TOMICTUTH HOTO y

¢ynxkuiro FixedUpdate, a ne B Update:

void FixedUpdate() {
Vector3 force = transform.forward * driveForce * Input.GetAxis("Vertical");
rigidbody.AddForce(force);

}

jects Components.html (gara 3Bepuenns 7.11.2019).

[8] Unity — pykoBoactBo: What is a Null Reference Exception?. URL: https:// docs.uni-
ty3d.com/ru/530/Manual/NullReferenceException.html (nara 3Bepuenns 7.11.2019).

[9] Unity — pykoBoactBo: Important Classes. URL: https://docs.unity3d.com/ru/ 530/
Manual/ScriptinglmportantClasses.html (nara 3sepuenns 20.11.2019).




Takox 1HO/1 KOPUCHO MaTH MOXJIMBICTh BHECTH J0JIATKOBI 3MiHH y MHUTb,
KoJiu B ycix o0’ekTiB B cieHl BigmpaioBann (yskuii Update 1 FixedUpdate 1
po3paxyBanucsi yci aHiMamii. Sk mpukiam, kamepa TIOBUHHA 3allUIIATHCS
MPUB’SI3aHOIO JI0 I[IIbOBOr0 00’ €KTY; MIACTPOIOBAHHS Opi€HTAILlll KaMepHU TTOBUHHE
pOOUTHCS TMICNSI TOrO, SIK IUIBOBUM OO0 €KT 3MICTUBCA. [HIIMM MPUKIAJAOM €
CUTyalli, KOJM KOJI CKpPHUIITa TIOBMHEH TMEPEeBU3HAYUTH e(ekT aHiMarii
(IpUIyCTUMO, 3MYCUTH T'OJIOBY MEPCOHaKa 0OEPHYTHUCS JO IIIHOBOrO0 00’ €KTY B

crieHi). Y CUTyallisix Takoro pojy MokHa Bukopuctatu ¢yHkiio LateUpdate [10],
[11]":

voidLateUpdate() {
Camera.main.transform.LookAt(target.transform);

}

1.6 Onuc noxii inimiamdizamii

[HOMI KOPUCHO MaTH MOKJIMBICTh BUKJIMKATH KOJI 1HiIIami3amii nepes Oy ab-
SIKUMH OHOBJICHHSIMU, 110 B1JIOYBarOThCS 1111 yac rpu. OyHKIlisA Start BUKITUKAETHCS
0 OHOBJIEHHS mepuioro kaapy ab6o ¢iuku 00°ekty. Dynkuis Awake
BUKJIUKAETHCS N1 KOKHOTO 00’€KTY B CI€HI Y MOMEHT 3aBaHTa)XEHHS CICHHU.
Xoua mna pi3HuUX 00’€KTiB QyHKIIi Start 1 Awake 1 BUKIMKaIOThCS B PIZHOMY
nopsiziky, yci Awake OynyTh BUKOHaHI 10 BUKIMKY meprinoro Start. Ile o3nauae,

o ko y dyHKii Start Mojke BUKOpHUCTATH Bce, 0 0yIio 3pobieHo y ¢ga3i Awake
[12]7.

1.7 Onuc noainn GUI

Y [10] Unity — pykoBoacto: ®yukimu coosrtuit. URL: https://docs.unity3d.com/ru/530/
Manual/EventFunctions.html (zara 3Bepuenns 20.11.2019).

[11] Unity — pykoBoactBo: Unity Coo6situsi (UnityEvents). URL: https://docs.unity3d.
com/ru/530/Manual/UnityEvents.html (nara 3Bepuenns 20.11.2019).

2 [12] Unity — pyxosoactso: Coroutines. URL: https://docs.unity3d.com/ru/530/Manu-al/
Coroutines.html (nata 3Bepuenns 1.12.2019).



['padiunnii iaTepdeiic kopuctysava (I'IK, anrn. GUI, Graphical user inter-
face) — tun iHTepdeiicy, SKU 103BOJISIE KOPUCTyBauyaM B3a€EMOIISATH 13
CJIEKTPOHHUMH TIPUCTPOSIMU depe3 TpadiuHi 300pakeHHS Ta Bi3yasibHI BKa3iBKH,
Ha BIJIMIHY BI1JI TEKCTOBHX IHTep(ECiB, 3aCHOBAHUX HAa BUKOPUCTAaHHI TEKCTY,
TEKCTOBOMY HaOOp1 KOMaH/| Ta TEKCTOBIM HaBIrauli.

Bukonanns nii B GUI — e 6e3nocepentst MaHImy A1 3 rpadiyHUMH eJie-
meHTamu. OkpiMm komim ' torepiB, GUI BUKOPUCTOBY€EThCS B MOOUIBHUX MPHUCTPOSX,
TaKuX, SK MOOUIbHI Tele(OHHU, IUIAHIICTH, C€JISKTPOHHI KHUTH, IOPTAaTUBHI
memiamieepu Tomo. Tepmin I'IK 3a3Buuaii He BXKUBaIOTh CTOCOBHO 1HTEp(EHCiB 3
HU3bKOIO PO3UIBHOIO 31aTHICTIO. Hampukian, B Bieoirpax BHUKO-PUCTOBYIOTh
iaTepderic HUD.

VY Unity € cucrema ayis BiapucoBku eneMeHTiB ynpaiiHnHs GUI moepx
yChOTro, 10 B1IOYBA€ETHCS Y CIIEHI 1 pearyBaHHs Ha KJIIKU MO HuX enemeHTtax. Llei
KOJI OOpOOJIIEThCS TPOXH 1HAKINIE, HDK 3BUYAliHE OHOBJICHHS KaJapy, TaK IO BiH

Mae 0yt nomimeHuit y ¢pynkiito OnGUI, sika nepioguyHO BUKIUKATUMEThCS:

voidOnGUI() {
GUl.Label(labelRect, "GameOQOver");

}

Takox MO)XHa BH3HAyaTH IMOJIi MHMIIm, SKi crnpanboByroTh y GameObject,
10 3HAXOJAUThCA B cueHl. e MoXHa BUKOPUCTOBYBATH Ul HaBEACHHS 3HApPsb
abo nmns BigoOpakeHHs 1H(oOpMalli Ipo MepcoHaxa MiJ MOKAKYUKOM Kypcopy
mutn. Icaye HaGip Qynkuii nmoaiit OnMouseXXX (nampuxmnan, OnMouseOver,
OnMouseDown), sikuil [103BOJsiE CKpUNTY pearyBaTM Ha JAii 3 MHILEO
KopucTyBava. Hampukimas, Ko KHOMKA MUII HATHCHYTa B TOW 4Yac, KOJIU Kypcop
MHUIII 3HAXOAUTHCS HAJ MEBHUM 00 €KTOM, TO, SIKIIO y CKPUMTI IOr0 00’€KTY €

¢ynkuis OnMouseDown, BoHa Oye Bukinkana [11]V.

Y [11] Unity — pykosoactso: Unity Co6srtus (UnityEvents). URL: https:// docs.unity3d.-
com/ru/530/Manual/UnityEvents.html (nara 38epaenns 20.11.2019).


https://uk.wikipedia.org/wiki/%D0%A2%D0%B5%D0%BA%D1%81%D1%82%D0%BE%D0%B2%D0%B8%D0%B9_%D1%96%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81_%D0%BA%D0%BE%D1%80%D0%B8%D1%81%D1%82%D1%83%D0%B2%D0%B0%D1%87%D0%B0
https://uk.wikipedia.org/wiki/%D0%97%D0%BD%D0%B0%D1%87%D0%BE%D0%BA_(%D0%B5%D0%BB%D0%B5%D0%BC%D0%B5%D0%BD%D1%82_GUI)
https://uk.wikipedia.org/wiki/%D0%9B%D1%8E%D0%B4%D0%B8%D0%BD%D0%BE-%D0%BC%D0%B0%D1%88%D0%B8%D0%BD%D0%BD%D0%B0_%D0%B2%D0%B7%D0%B0%D1%94%D0%BC%D0%BE%D0%B4%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D1%80%D0%B8%D1%81%D1%82%D1%83%D0%B2%D0%B0%D1%87
https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81_%D0%BA%D0%BE%D1%80%D0%B8%D1%81%D1%82%D1%83%D0%B2%D0%B0%D1%87%D0%B0
https://uk.wikipedia.org/wiki/%D0%90%D0%BD%D0%B3%D0%BB%D1%96%D0%B9%D1%81%D1%8C%D0%BA%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0

1.8 Onuc noaiit pizukn

@®i3uyHUN IBWKOK MOBIJOMHUTH MPO 3ITKHEHHS 3 00 €KTOM 3a JIOMIOMOTOIO
BUKJIMKY (yHKLIM moniid B ckpunti 1poro o6’exty. @ynkuii OnCollisionEnter,
OnCollisionStay 1 OnCollisionExit 6y1yTh BUKJIMKaH1 Ha IOYATKY, y MPOJAOBKEHHI
1 3aBepiieHH] kOoHTakTy. Biamosimni Qyskiii OnTriggerEnter, OnTriggerStay 1
OnTriggerExit OyayTh BUKIIMKaHI, KOJU KoJulaiiiep 00’€KTy HaJallTOBaHUM sK
Trigger (ToOTO 1€l KoJUIaiiep MPOCTO BU3HAYAE, MO MOTO MIOCH TIEPETHHAE 1 HE
pearye ¢13u4ano). i pyHKI1T MOKYTh OyTH BUKIIMKAHI KiJIbKa pa3iB MOCILIb, SKIIO
BUSIBJICHO OUIbIIE HDK OJWH KOHTAKT MiJ 4Yac MOHOBJIEHHS (I3UKU, TOMY B
GyHKIIO TIepeaacTbesl TMapameTp, IO Hagae JO0JaTKOBY 1H(GOpPMAINIO Mpo

3iTKHEHHS (KOOPAMHATH, "0cOOHCTICTE" 06’ €KTY, 10 BXoAuTk i T.11.) [10], [13]":

void OnCollisionEnter(otherObj: Collision) {
if (otherObj.tag == "Arrow") {
ApplyDamage(10);
}
}

1.9 AHaJti3 CTBOpEeHHH i 3HUILIEHHSA irPOBHUX 00’ €KTIB

Jlesiki irpu MaroTh MOCTIMHY KUIBKICTh 00’€KTIB Ha CIIEHI, MPOTEe 3a3BUYaAl
NEPCOHAX1 Ta 1HIII 00’ €KTU CTBOPIOIOTHCS 1 BUAAJAIOTHCS Mif yac rpu. Y Unity,
irpoBuii 00’ekT (GameObject) Moxke OyTH CTBOPEHHI, BUKOPUCTOBYIOUH (YHKIIIIO

Instantiate, sika poOUTH KOIIiIO ICHYIOYOTO 00’ €KTa:

public GameObject enemy;
void Start() {
for (inti=0;i<5; i++) {

Y [10] Unity — pykoBoactBo: ®@yukimu coowrtuii. URL: https://docs.unity3d.com/ ru/530/
Manual/EventFunctions.html (zara 3Bepuenns 20.11.2019).

[13] Unity — pykoBoactBo: Time and Framerate Management. URL: https:// docs.uni-
ty3d.com/ru/530/Manual/TimeFrameManagement.html (narta 3Bepuenns 1.12.2019).



Instantiate(enemy);

}
}

O0’exT, 3 sIKOro OepeThCcsi KoIisi, HE 3000B’si3aHUN OyTH NPUCYTHIM Ha
crieHi. HaGararo yacrimie BUKOPUCTOBYETBCS 00’ €KT, KU OyB MEPETIATHYTUM Ha
BIIKpUTY 3MiHHY (public variable) 3 ¢aiiniB npoexty B naneni Project. Takox,
Komitoroun  irpoBuii  00’ekt (GameObject), KOMIIOIOTHCS BCl KOMIIOHEHTH
OpPUTIHAJIBHOTO 00’ €KTA.

Takoxx € ¢Qynkuis Destroy, sika 3HUIIATH OO’€KT TICAS TOro, K

3aBaHTAXXECHHS Kaapy Oy/ie 3aBepiieHo abo OMIiOHaATEHO MICHIsI KOPOTKO1 Tay3u:

void OnCollisionEnter(Collision otherObj) {
if (otherObj.gameObject.tag == "Missile") {
Destroy(gameObject,.5f);
}

}

®ynkuis Destroy Moke 3HUILYBaTH OKpEeMI KOMIIOHEHTH O€3 BIUIMBY Ha caM
00’ext. Yacta mommika — nucatu pyHkiito Destroy (this), sika HacpaBai 3HUIIHUTH
TUIBKH CKPUITOBUN KOMIIOHEHT, IO BUKJIMKA€E, 3aMICTh TOro, 00 3HUIIUTU

irpoBuit 00’ €KT, 10 SKOTO IpHEIHAHUN el ckpunt [14]".
1.10 Onuc cnewianbHUX MANOK I MOPAAKY KOMIIJIALII CKPUINITIB

Mosxna BuOHpatu Oynb-aki iMeHa g manok mpoekty. Omnak, B Unity
3ape3epBOBaHi JIedKl IMEHa, SIKl BKa3ylOTh Ha Te€, 110 BMICT MAlOK Ma€ CIeliaibHe
npu3HadeHHs. JlesaKki 3 HUX BIUIMBAIOTh HA TOPSIOK KOMMUIAIIT CKpUNTIB. Y
KOMIIUTALIL CKPUNTIB € YOTHUPHU OKpeMi (a3 1 HOpAJOK iX KOMIIIIOBAHHS

BU3HAYAETHCI 0aTHhKIBCHKOIO IMAIKOXO.

Y [14] Unity — pyxoBoacTtso: Co3aHHE U YHHYTOXKEHHE UTPOBHIX 00bekTOB (GameOb-
jects).  URL:  https://docs.unity3d.com/ru/530/Manual/CreateDestroyObjects.html ~ (mara
3BepHeHHs 7.12.2019).



Ile Mae Benuke 3HAYEHHS B pasi, SKIIO CKPUOT MOBUHEH 3BEPHYTHUCS 0
KJIaCiB, BU3HAYCHHX Yy 1HIMX CKpunTaX. OCHOBHE MPABUJIO TMOJSATAE B TOMY, 1100
He OyJ0 NOCWJIaHb Ha CKPUNTH, fAKI KOMIUIIOKOThbCS micia ¢a3u. Bcee, mio
KOMITUTIOETBCST B TOTOYHIM a00 paHimie BUKOHaHIN (a3i, Mae OyTH TMOBHICTIO
JOCTYIIHO.
[Hma cutyariiss OyBae, KOJIM CKPHUINT, HAIIMCAHWWA HA OJIHIA MOBI, TOBUHEH
MOCUJIATUCSA Ha KJIAC, BU3HAYEHUH 1HIIO MOBOIO (HANMpHKIaA, CKPUIT HA MOBI
JavaScript orosourye 3mMiHHI Kiacy, Bu3HaueHi B C# ckpunti). B upomy Bunaaxy
KJIac, Ha SIKMA TMOCHWJIAIOTHCS, NMOBUHEH OyTH CKOMIIUIHOBAHWI B OUIBII paHHIN
¢asi.
€ Taki Qa3 KOMIUIALII:
— ¢a3a 1: BUKOHYIOThCS CKPHUIITH 13 TIanok 3 imeHamu Standard Assets, Pro
Standard Assets 1 Plugins;

— (aza 2: BUKOHYIOThCSI CKpUINTH 13 mamnok 3 imeHamu Standard Assets, Pro
Standard Assets 1 Plugins;

— (¢aza 3: Bcl 1HIII CKPUIITH, SIK1 He nepedyBatoTh B namii Editor;

— ¢daza 4: BCl CKpPHUITH, IO 3aTUMMIUCA (TOOTO 3HAXOIATHCS B IIAmIli
Editor).

HonatkoBo,  Oynb-sfiKMii ~ CKpHWNT, 1[0  3HAaXOAWTbCA B TAamIl
WebPlayerTemplates, Ha camoMmy Bepxy mnamku Assets, B3araji He Oyze
CKOMITUThOBaHUU. s moBemiHKa TPOXM BIAPI3HAETHCS ISl BKJIAJEHUX TAIoK 3
IHIIMMU iMeHamu (Hanpuknana, Scripts / Editor mpaitoe sik mamnka Jjisi CKpUNTIB
penaktopa 1 Scripts / WebPlayerTemplates He 3aBaauTh KOMIUISIIIT).

VY 3aranpHomy Bumnanky, ckpunt UnityScript mnocunaerbcsi Ha Kiac,
Bu3HaueHnii Ha MoBi C#. IlotpioHO po3mictutu C# daitn B manky Plugins, a
UnityScript — y Oynb-gKy HE ClelialibHy Manky. Ko mporo He 3p00UTH, MOKHA

OTPHMATH IIOMUJIKY, IKa TOBOPUTSH PO Te, 1o C# Ki1ac He 3Hainenuit [15]".

v [15] Unity — pykoBoacTso: CrienyanbHble Iankd M IOPSA0K KOMIIMISALMU CKPHUIITOB.
URL: https://docs.unity3d.com/ru/530/Manual/ScriptCompileOrderFolders.html (mara
3BepHeHHs 7.12.2019).



1.11 Onuc nmpocTopiB HA3B

Konu npoekT ctae O611bIMM, a KUIBKICTh KJaciB 301JIbIIY€ETHCS, HMOBIPHICTh
30iry iMeH KJIaciB TaKOX 3pocTae. Take MOXKe CTaTHCH, SKIIO KiIbKa MPOTrpamicTiB
MPAIIOITh OKPEMO HaJA PI3HUMH acliekTaMu Tpu. Hampukiman, oauH mporpamict
NUIIe KOJ JJIs yHpPaBIiHHS TEPCOHAXEM TPaBIsl, B TOW dYac SIK IHIIMA THIIE
€KBIBAJCHTHUI KOJ I yOpaBiiHHSA cynpoTuBHHKamMu. OOujBa mporpamicra
BUpIIIWIK Ha3BaTu rojoBHUM kiac Controller, ogHak npu 00’ eqHaHH] X MPOEKTIB
e mpu3BeAe a0 30Iry IMEH KJaciB, B pe3yibTaTl YOTO BUKOPHCTAHHS KIacy 3
TaAKAM 1M’ IM BHUSIBIUIOCS O IBO3HAYHKM.

B peskiii wmipi, ug mnOpoOiema Moxe OyTH BHpINIEHA ILISAXOM
nepeiiMeHyBaHHsl KJIAciB, KOJM BHUSABICHO 30ir iMeH (HAMpWKIAN, KJIACH BUIIEC
MoxyTh MaTu imeHa PlayerController 1 EnemyController). Onnak, me myxe
poOJIeMaTUYHO, KOJIM € KUIbKa TaKMX KJIAciB, 200 KOJIM OTrOJIOLIYIOTHCS 3MIHHI 3
iX BUKOPUCTaHHSIM — KOKHA 3TajJika CTapoi Ha3BU Kilacy Mae OyTH 3aMiHEHa, 1100
KOJI MII' CKOMITUTFOBATHUCS.

Mogsa C# mpomnoHye mpoCTOPH IMEH B SIKOCT1 BUPIIICHHS AaHOI MPOOJIEMH.
[Ipoctip iMeH — 1e mpocTo Halip KiIaciB, B SKOMY JJisi BCIX IMEH IUX KJIaciB
BUKOPUCTOBYETHCSI TMEBHUM Npedikc. Y HABEAECHOMY HI)KY€ MPUKIAAl KIACH

Controller] i1 Controller2 BigHOCSTBCS 10 TIpOocTOpy iMeH Enemy:

namespace Enemy {
public class Controller1 : MonoBehaviour {

}

public class Controller2 : MonoBehaviour {

}
}

Y koml i KiIacu BUKIMKaKOThCA BianmoBigHo Enemy.Controllerl 1
Enemy.Controller2. 1Ile kpame, HDX nepeliMeHyBaHHS KJAciB, OCKLIbKH

OTOJIOIICHHS TIPOCTOPY IMEH MOXe OYTH BHUKOHAHO JUIS ICHYIOUHMX OTOJIOIICHB



kiacy (To0To, HeMae HEOOXITHOCTI MIHATH IMEHA YyCiX KJAaciB 1HIWBITYaJIbHO).
Kpim TOro, MOHa BHKOPHUCTOBYBATH OJIHAKOBI MPOCTOPH IMEH I KJaciB, SKi
30€epiratoThCs B PI3HUX BUXITHUX (ailnax.

MokxHa yHUKHYTH OaraTopa3oBoi BKa3iBKM mpedikca MpoCTOpy IMEH,

J0JIaBILIY JUPEKTUBY USINE y BEPXHINA YacTUHI (aiiy:

using Enemy;

Lle#t psimox TOBOPUTH MPO Te, IO BUKOpUCTaHHS Ha3Bu kiaciB Controllerl i
Controller2 nacnpaszi o3nauatume kiacu Enemy.Controller]l i Enemy.Controller2
BIAMOBIAHO. SIKIIIO B CKPUNTI NepeadayaeTbCsi BUKOPUCTAHHS KJIAcCiB 13 TAKUM Ke
iIM’IM 3 IHIIOTO MPOCTOPY IMeH (mpumycTumo 3 mnpoctopy Player), To mns ix
BUKJIUKY NMOTPIOHO OyJie BKazaTu npedikc. Ko iMeHa BUKOPUCTOBYBAHUX KJIAciB
3 JIBOX PI3HUX TIPOCTOPIB 1MEH, 3a3HAYCHUX Y JUPEKTUBI, CIIBOAAyTh —

KOMITLISTOP HOBiJOMUTH PO IIOMUIKY [16]".

1.12 Onuc aTpudyTiB

ATtpulytu (Attributes) — 11e Mapkepu, siki MOXyTh OyTH PO3MIIIEHI TIEepe;]
KJIACOM, BJIACTMBOCTSMH a00 (YHKIISIMH B CKPHIITI, 100 BKa3aTH OCOOJIMBY
noBeAinky. Hampuknaza, arpubytr Hidelnlnspector moxe Oytu ponanuii nepen
OTOJIOIICHHSAM BJIACTUBOCTI ISl 3amoOiraHHs BigoOpakeHHs i€l BIACTHBOCTI B
IHCIIEKTOp1, HaBiTh SKII0O BOHO mybOmiyHe. B JavaScript iM’s atpubyta
nouynHaeTbed 31 3Haka "@", a B C # 1 Boo, BIH po3MILyeThbCSI MIXK KBaJpaTHUMHU

TY>KKaMHU:

[HidelnInspector]
public float strength;

YV [16] Unity — pyxosoactso: IIpoctpanctea mmén. URL: https://docs.unity3d.com/ ru/
530/Manual/Namespaces.html (nara 38epaenns 7.12.2019).



Unity Hagae psin atpuOyTiB, SIKi IEpepaxoBaHi B JIOBIIHUKY 1O CKpHUNTaM. €
TakoX arpuOytu, BuzHaueni B .NET OiOmioremi, ski 1HOAI MOXYTh OyTH

KOpUucHUMH Y Kozi [17]7.

1.13 ITopsinok BUKOHAHHSA (PYHKIIH MOAIN

VY ckpuntunry Unity € neska KUIbKICTh (DYyHKIINA MOJ1H, sIKI BAKOHYIOTHCS B

3a37aJieriib 3aJJaHOMY MOPSAKY B Mipy BUKOHAHHS CKPHUIITA.

CrioyaTky BUKOHYETHCS (PYyHKLIS pEAAKTOPA.

Oyukiis Reset (CkumaHHS) BUKIMKAETHCS IS IHIMMATI3aIlii BIACTUBOCTEH
CKpUNITA, KOJM BIH TUIBKM TPHUEIAHYETHCA JO O00’€KTYy 1 TOIl, KOJIH
BUKOPHUCTOBYETBCS KOMaHAa Reset.

[ToTim, ¢yHKIII, 0 BUKIMKAIOTHCS TP 3alMyCKy CIeHW (OAUH pa3 s
KOXKHOTO 00’ €KTa Ha CIICHI).

Oynkmis Awake 3aBXIM BUKIMKAETHCS 10 Oyab-sakuxX ¢yHKMiA Start i
TaKOXX IIICIIA TOTro, K 00’eKkT OyB BUKIMKaHHMN B creHy (akmo GameObject
HEaKTHUBHUI Ha MOMEHT ctapTy, Awake He Oyne Buknnkanuid, noku GameObject
He Oyzne mistu, a60 (yHKINS B SKOMYCh MPHUKPIIIJICHOMY CKPHUIITI HE BUKIUYE
Awake).

Oynkiisi OnEnable (BUKIMKAEThCA TUIBKM SIKIIO OO’ €KT aKTHUBHMUI)
BUKJIMKAEThCSA BiApasy micias BKIroueHHS o00’ekty. lle BimOyBaeTbcs 1ipu
CTBOpEHHI 3pa3ky MonoBehaviour, Hanpukiaa, npu 3aBaHTaKeHH1 PiBHA a00 mpH
BuKiMKy GameObject 3 KOMIIOHEHTOM CKPHIITA.

Oynkiis OnLevelWasLoaded indopmye rpy mpo Te, 110 3aBaHTaKEHUN

HOBUI PIBEHb.

2 [17] Unity — pykosoactso: Atpubytsr. URL: https://docs.unity3d.com/ru/530/Manu-al/
Attributes.html (mata 3Bepuenns 8.12.2019).



Jlist 06°€kTiB, JOMAHUX B ClieHy Bimpasy, pyHnkiii Awake 1 OnEnable mns
BCIX CKpPHUNTIB OyyTh BUKJIHMKaHI A0 Bukiuky Start, Update 1 T.1. [lpupoano, ans
00’ €KTIB, BUKJIMKaHUX M1J] 4ac IrpPOBOIO MPOILIECY, TAKOrO HE Oy[e€.

Jam inyTh GyHKI, 0 BUKIMKAIOTHCS TIEPE]T IEPIIUM OHOBJICHHSIM KaJIpy.

Oynkiisg Start BUKIIMKAETLCSA 10 TOHOBJIEHHS mnepiioro kaapy (first frame),
TITBKH SKIIO CKPUTIT BKITFOYCHHH.

Jlns 06’ €exTiB, MogaHUX Ha clieHy, QyHKIis Start Oyje BUKIMKATUCS y BCIX
ckpuntax Ao ¢yskiii Update. Ile He Moxe OyTtu 3abe3reueHO MpH CTBOPEHHI
00’exTa 6e3MmocepeHbO MiJ] 4ac TPH.

Jlanmi BUKOHY€ETbCSI PYHKITiSI, IO BUKIMKAETHCS MIXK KaJpamHu.

®ynkuiss OnApplicationPause BUKIMKA€eThCS B KIHII KaJpy, IiJl 4ac SAKOro
BUKJIMKAEThCS TIay3a, M0 €()EKTUBHO MK 3BHYAMHUMH OHOBJICHHSMHU KaJpiB.
Onun nomatkoBui kaap Oyae Bumanuil micis BUkinky OnApplicationPause, mo6
JO3BOJIUTH I'pi BigoOpa3utu rpadiky, sika BKa3ye Ha CTaH May3H.

Komnu BijcTexxyeTbes irpoBa JoTiKa 1 B3aEMOJII1, aHIMallii, MO3uIlli Kamepu 1
T.J. € KUIbKa pI3HUX TMOJIHA, SIKI MOXKHAa BUKOPUCTOBYBAaTH. 3a 3arajibHUM
ma0JIOHOM, BEJIMKA YaCTHHA 3aBJIaHh BUKOHYEThCS BeepenuHi ¢ynkiii Update, ane
€ TaKOX I1e 1HII QYHKII, IKi MO’KHA BUKOPHUCTOBYBATH.

®ynkuis FixedUpdate — wacto Tpamsersed, mo FixedUpdate Bukiinkaerbest
yactime Hixk Update. FU Moxe OyTy BUKIMKaHUN KUTbKa pa3iB 3a Kajap, skmo FPS
HU3bKUHN, 1 QYHKIIL MOke OyTH 1 30BCIM HE BUKIIMKaHa MK Kaapamu, sikiio FPS
BucOKui. Bci (i3nuni 0OUYMCIICGHHS 1 OHOBJICHHSI BiIOYBalOThCS BiJIpasy MicCis
FixedUpdate. Ilpu 3actocyBaHHI pO3paxyHKIB TI€PECYBaHHS  BCEpEAMHI
FixedUpdate, He moTpiobHo MHOXUTH 3HaueHHd Ha Time.deltaTime. Tomy 110
FixedUpdate BuKIMKAETHCS BIAMOBIAHO 10 HAAIHHOTO TaMepy, HE3AICKHOTO Bij
JaCTOTH KaJIpiB.

Oynkuis Update Bukiukaetbess pa3 3a kaap. lle ronoBHa (yHKIis ais
OHOBJICHB KaJIPiB.

Oynkuis LateUpdate BukimkaeTbest pa3 B Kajp, micis 3aBepiieHnst Update.

bynp-sixi oOuucienss, 3pobneni B Update, OyayTh BXKE BHUKOHAHI HAa MOMEHT



nouatky LateUpdate. Yacto LateUpdate BHUKOpHUCTOBYIOTH HJisi MEPECITiAyI0UOl
KaMepH B1J TpEThO1 ocobu. SKkimo nepemimary 1 moBepratu nepconaxa B Update,
TO MOXHa BHUKOHATH BCl OOYMCIIEHHA INEPEMIIeHHS 1 Oo0epTaHHA KaMepu B
LateUpdate. Ile 3a06e3mneuunTs Te, M0 MepcoHax Oyae pyXxaTucs J0 TOTO, SIK Kamepa
BIICTEKUATH MOT0 MO3UIIIO.

[ToTiM BUKOHYIOTbCSI PYHKIIT pEHAEpUHTA.

Oynkmis OnPreCull BuKIMKaeThCAs IO TOTro, SK KaMmepa BijAcCide CIICHY.
BincikanHs Bu3Hauyae, siki 00’ekt OynyTth BuigHi y kamepi. OnPreCull
BUKJIMKAETHCS TIPSIMO TIEPE]] THM, SIK TTOUNHAETHCA BIICIKAHHS.

®dynkii OnBecameVisible/OnBecamelnvisible BuKIMKarOThCS TOI, KOJIH
00’€KT cTa€ BUAUMUM / HEBUJUMUM Oy/1b-AK1H KaMmepl.

®ynkiis OnWillRenderObject BUKIMKaEThCS OIUH pa3 ISl KOXKHOT KaMepH,
SKIIO 00’ €KT B MOJI1 30py.

®ynkuiss OnPreRender BHKIMKaeTbCs NEpen TUM, SK Kamepa IOYHE
IPOPUCOBYBATH CIICHY.

®yukuiss OnRenderObject BUKIMKaeTbCs Michs TOro, K BCl 3BUYAHI
POPUCOBYBAHHS CLIEHU 3aBepuiaThcsi. MoxkHa BukopuctoByBatu kiac GL abo
Graphics.DrawMeshNow, 100 pucoBatd mpu3HayYeHy [UIsi KOpPHUCTyBaya
TE€OMETPIIO B IaH1H TOUIII.

®ynkiis OnPostRender BUKIMKAEThCS TICTS TOTO, SIK Kamepa 3aBEpIIUTh
pEeHIep CILICHHU.

OyHKLIsA OnRenderlmage BHUKJIUKAETHCS nicis 3aBEPIICHHS
IPOPUCOBYBAHHS CIIEHH, I MOKIIUBOCTI MOCT-00pOOKH 300pakeHHs €KpaHy.

Oynkuis OnGUI BukiMkaeThcs KiTbKa pa3iB 3a Kajap 1 BIAMNOBIAaE 3a
enementu iHTepdeiicy (GUI). Cnouatky oOpoOIsSIOTBCS TIOAIi MakeTy 1
PO3PHUCOBYBAHHS, MICJIS YOTO HAYTh MOJIT KIaBlaTypu / MUILIKH JIJIsT KOXKHOT MO/,

®ynkuis OnDrawGizmos BUKOPUCTOBY€ThCA HJsi BiATBOpeHHsA Gizmo y
BiKkHI Scene View 3 MeTOI0 Bi3yaui3aiiii.

HopmasnbHi TOHOBJIEHHS CHIBIPOTpaM 3amyCKaloThCs MICIs 3aBEpPIICHHS 13

¢ynkuii Update. CniBnporpama — e QyHKUIs, Ka OTPU3YIUHSIE CBOE BUKOHAHHS



(yield), moku nmani YieldInstruction He 3aBepmiarbcs. Pi3HI crmocoOu BUKOPUCTAHHS
CHIBIIPOTPaMHU:
— yield cniBmporpama mpoIOBXUTh BUKOHAHHS Micis Toro, sik Bce Update
¢byHKIiT Oy BUKJIMKaHI B HACTYITHOMY KaJipi;
— yield WaitForSeconds mpoioBxy€e BUKOHAHHS IICJISI 33J]JaHOT TUMYaCOBOi
3aTpuMKH, 1 micas Beix Update ¢yHKUINA, BUKIMKaHUX B MIJCYMKOBOMY
KaJIpi;
— yield WaitForFixedUpdate npomoBxye BHUKOHAaHHSI TICJSI TOTO, SIK BCI
¢ynkuii FixedUpdate Oynu BUKIMKaHI B YCIX CKPUTITaX;
— yield WWW nponoBxye BUKOHaHHS Ticias 3aBepimieHHs WWW-
3aBaHTAXCHHS,
— yield StartCoroutine 3B’s3ye cmiBmporpamy, 1 OyJae uekaTd, MOKU He
3aBeplInTheA criBnporpama MyFunc.
Jlanmi BUKOHY€ETbCSI (PYHKIIISA, IO BUKIUKAETHCSA, KOIU 00’ €KT PYHHYEThCS.
@Oynkiiss OnDestroy BHUKIMKAaeTbCs TICAS BCIX OHOBJIEHb Kajapy B
OCTaHHBOMY KaJipl 00’€KTa, TOKU BiH 1€ iICHY€E (00’ €KT MOXe OyTH 3HUILECHUM 3a
nomomoroto Object.Destroy abo mpu 3aKpuTTI CIIEHN).
Hacamkiners BUKOHYIOTBCS (DYHKITIT, III0 BUKIIUKAIOTHCS TTPU BUXO/I.
®ynkuiss OnApplicationQuit BUKIMKAaeTbCsl U1l BCIX ITPOBUX 00’ €KTIB
nepes THM, K Iporpama 3aKpUBA€eThCs. Y PENaKTOpl BUKIMKAETHCS TOJ1, KOJIH
rpaBellb 3YMHUHSE ITPOBUM pexuM. Y BeO-IJICEP] BUKIMUKAETHCA IO 3aKpPUTTI BeO
BIKHA.
®dynkmis OnDisable BUKIHKaeTbCS, KOMM 00’ €KT BIIKIIOYAETHCA a00 CTae

HeakTuBHUM [18]".

1.14 Onuc 3aranbHuX GyHKUin

Y [18] Unity — pyxoBoacTtso: Ilopsanok Bemosnnenus ¢ynkumii coobrruii. URL: https:/
docs.unity3d.com/ru/530/Manual/ExecutionOrder.html (nara 3Bepuenns 8.12.2019).



Heski ¢yHKIIT B MOBIAII IO CKpUNTaM (HampHKIaA, pi3HI QYHKITT
GetComponent) nepepaxoBaHi B BapiaHTi, sSIkuid MicTUTh OykBy T abo imM’s TUIly B

KYTOBHUX JIy’KKax MICJsl iMEH1 (PyHKLIII:

[IC#

void FuncName<T>();

IS

function FuncName.<T>(): T;

Bonu BifoMi sk 3aranbHi (QYHKILIl. IX 3HAUMMICTh /IS NpOrpaMyBaHHS
MOJIATa€ B TOMY, 1100 BKa3aTW TUIM MapaMeTpiB ab0 MOBEPTAEMOrO THUILY IPHU

BukoHaHHI (yHkuii. B JavaScript, ne moxe OyTH BHUKOpPHCTaHO, OO0 OOINWTH

OOMEXXEHHST TMHAMIYHOI TUMII3alli:

Il The type is correctly inferred since it is defined in the function call.
/Nn C#

var obj = GetComponent<Rigidbody>();

Nn JS

var obj = GetComponent.<Rigidbody>();

VY C # e MOXKe CKOPOTUTH KIIBKICTh KOJTY:

Rigidbody rb = go.GetComponent<Rigidbody>();
/I ...as compared with:
Rigidbody rb = (Rigidbody) go.GetComponent(typeof(Rigidbody));

byab-sika QyHKIS, 0 Mae 3arajdbHUN BaplaHT, KU BKa3aHWl Ha CBOIN

CTOpIHLI JOBIJIKH, J03BOJII€E BUKOPUCTOBYBATH CHEL[laIbHUI CUHTAKCUC BUKIIUKY

[197".

1.15 AHaJjii3 aBTOMATHYHOIO YIPABJIIHHSA NaM’ATTIO

[Ipu cTtBOpeHH] 00'ekTa, psigka ab0 MacuBy, maMm'sTh JJig Horo 30epiraHHs
BUJIJISIETHCS 3 UEHTPAIBHOTO MyJy, SKui Ha3uBaeThes Kyna (heap). Konu Bukopu-
CTaHHS €JIEMEHTA NMPUIHNHIETHCA, TIaM'sATh, SIKY BiH 3aiiMaB, MOKHa Oy/ie 3BIJIbHUTH

1 BUKOPUCTOBYBATHU JUIsl 4YOrO-HEOY1b 11e. Y MHUHYJIOMY, BUJUIEHHS 1 3BUIbHEHHS

v [19] Unity — pykoBoactso: O6mue ¢pynxmun. URL: https://docs.unity3d.com/ru/ 530/
Manual/GenericFunctions.html (gata 3Bepuenns 8.12.2019).



IIUX OJIOKIB Mam'sTi 3a JIOIIOMOTOI0 BHUKJIMKIB BIIIOBIAHUX METOAIB B OCHOBHOMY
JIeKallo Ha Tuiedax mporpamicTiB. Tenep mam'siTTioO aBTOMaTUYHO KEPYIOTh CEpeio-
BUILA BUKOHAHHS, HaNpUKiIad, 1BUKOK Mono y Unity. ABTOMaTu4yHe ynpaBiliHHS
MaM'ATTI0O BUMara€ MEHIIIE 3yCHJIb NPU HAMMMCAHHI KOy, HIK MPsSMe BUIAUICHHS YU
3BIJILHEHHS 1 3HAYHO 3MEHIIY€ MOTEHIliaN JUIsl BUTOKY Mam'siTi (CUTYyallii, KoJiu Ta-
M'aTh OyJia BUJIIJIEHA, aJIe 3r0I0M TakK 1 He OyJia 3BUIIbHEHA).

[Ipu BukoHaHH1 (PyHKIIIT, 3HaUEHH il apaMeTpiB KOIMIIIOTHCS B 30HY Ma-
M'SITI, 3ape3ePBOBaHY CHEIIAIBHO IS 1[OTO BHKJIMKY. THIIM JaHUX, SKi 3aiiMar0Th
BCHOTO JIMIIIE KiJIbKa OailiT, MOKYTh OyTH CKOTMiioBaH1 Jerko 1 mBuako. OgHak, 3a-
3BUYail 00'€KTH, PAJIKK 1 MacHBHU Habararo OuibIi, 1 Oyno 6 ayxe HeeeKTUBHO
KOIIIOBAaTH Il JaHl sK 3a3Buyail. Ha mactd, 1ie He 00OB'SI3KOBO; peajbHE MicCIle
30epiraHHs AJis BETUKUX €JIEMEHTIB BUAUIAETHCS 3 Ky 1 JJIs 3araM'sTOBYBaHHS
HOro posTailyBaHHSI BHUKOPUCTOBYEThCS HeBeauke "BKaziBHe" 3HaueHHs. [licis
bOro, MiJ 4Yac IMepejayl mapameTpa, NOTpiOHO OyjJe CKOMIIOBaTH TUIbKU
nokax4uk. [Toku cucrema cepenoBuUIlla BUKOHAHHS 3HAXOJUTH €JIEMEHT, SIKHM
BHU3HAYAETHCSA TMOKAKYUKOM, MOKHA BHUKOPHUCTOBYBATH OJWHOYHY KOIIIO JaHUX
TaK 4acTo, SK I1e OTPiOHO.

Tunu, sxi 30epiraroThecsi 6€3MmocepeHbO 1 KOMIOITHCS NP Tepenadi napa-
MeTpa, HA3UBAIOThCA 3HAUyLMMH Tunamu (value types). Y HuX BKIOUEHI integer,
float, boolean i1 cTtpykrypni Tunu Unity (mampukiazn, Color 1 Vector3). Tumnm, siki
BUJIIJISIFOTHCS 3 KYIH, TIC/IS YOT0 JOCTYI O HUX BUXOJUTH 32 JOTIOMOTOI0 TTOKaX-
YMKa, HA3UBAIOTHCS MOCUIATPHIUMH TUTIAMHU, TOMY 110 3HAYCHHSI, SIKi 30€piratoThCs
y 3MiHHIH, TIIBKU "TIOCHIIAIOThCS" Ha pealibHi aaHi. [Ipukiany mocuiaabHUX TUITIB
BKJIIOYAIOTh 00'€KTH, PAAKHU 1 3MIHHI.

Menemxep nam'sTi BIICTEXKY€E 30HU B KYIIl, sIKI BU3HAUEHI SIK HEBUKOPHUCTO-
ByBaHi. [Ipu 3anuTi HOBOro 00Ky mam'sati (MIPUIYCTUMO, TIPU CTBOPEHHI €K3eMII-
nsipa 00'€KTy), MEHEI)KEep BUOMpAE HEBUKOPHUCTAHY 30HY, 3 SIKOi CIiJ BUIUIUTH
ONoK, 1 TMOTIM BHAANSE BUAUIEHY HaMm'siTb 13 30HU BIIOMOTO HE3aHHSATOrO
npoctopy. HacTynHi 3anuTé  0oOpOOJSIIOTBCS THUM K€ CHOCOOOM, TIOKH Y

HEBUKOPHUCTaHIA 30H1 OyJle TOCTaTHHO MICUS JUISl BUJUIEHHS OJIOKY HEOOX1JHOTO



po3Mmipy. JlocTynm 1m0 mMOCHIANBHOTO €IIEMEHTY B KyIi MOXE€ OyTH OTpHUMaHUit
TITBKU TIOKH € TIOCUJIATBHI 3MiHHI, SIKI MOXYTh HOT0 3HAUTH. SIKIIO yC1 MOCUIIaHHS
70 OJIOKY mam'aTi mponaayTh (TOOTO MOCKIadbHI 3MIHHI OyJiM 3MiHEH1, 800 BOHH €
JIOKAJTHbHUMU 3MIHHUMHU, SK1 TEMEep Mmo3a KOHTEKCTOM), TO TTaM'ATh, SIKy BiH 3aiiMae,
MO>ke OyTH 1€ pa3 0e3MeyHOo BU/LICHA.

o6 Bu3HAUNTH, 5IK1 OJOKM KyIH OlIbIlIe HE BAKOPUCTOBYIOTHCS, MEHEIKED
nam'saTi Teperyisgiac yci aKTUBHI MOCWJIAJIbHI 3MiHHI 1 3a3Ha4ae OJIOKU, 10 SKHX
BOHU mocuiaroTbea sk "live" (BukopucTOBYBaHi). B KiHI MOIIyKy, OyAb-sIKUA
MPOCTIP MK BUKOPUCTOBYBAHUMH OJIOKAMU MEHEKEPOM BBAXKAETHCS MOPOKHIM,
1 B MallOyTHbOMYy MOX€ OyTH BHUKOPUCTAHMHA Jisi BHWJAUICHHS. 3 OYEBUIHUX
MIPUYMH, TPOLEC BUSBJIEHHS 1 3BUIbHEHHS HEBUKOPHCTOBYBAHOI Mam'siTl BIJOMMIA
sk npudu-paras cmitts (Garbage Collection, a6o GC myist ckopodeHHS).

[IpubupanHs CMITTS — I1€¢ aBTOMAaTUYHHI 1 HEBUAUMUHN MIPOTPaMICTy MpoIiec,
ajie Tmpollec CKJIaJlaHHs Ha JIJIl BUMAarae JAesKoro 4acy "3akymicHOi" poOOTH mpo-
necopa. [Ipu npaBuiIbHOMY BUKOPUCTaHHI, aBTOMAaTUYHE KEPYBAHHS MaM'sITTIO 3a-
3BUYAi HE IMOCTYMAETHCS MO MPOJYKTUBHOCTI PydyHOMY BHaUIeHHIO. [IpoTe, s
MporpamicTa BaXJIMBO YHUKATH MOMUJIOK, K1 OYTyTh BUKIUKATH 301pKy YacTiIle
HIK Tpeba 1 BUpaKaTucs B 3aTPUMKax poOOTH.

KirouoBo1o eramito € Te, 1o HOBl YaCTUHHU HE MOBHHHI JOJABAaTUCA A0 ps-
JIKa oJIHa 3a oAHO0. HacrmpaBmi, B KOXKHIN iTepallii UKy MOoNepeaHe yTpUMaHHS
3MIHHOi "3HUKa€" — BUILISETHCA LN HOBUW PSAOK JUIsl PO3MILLEHHS Y HbOMY
OpPUT1HAJIBHOT YaCTUHU 1 HOBOI YaCTUHU B KiHIIl. OCKUIBKU PAJIOK CTa€ JOBIIUM, TO
31 3pOCTAIOYMM 3HAYEHHSM 3MIHHOI IHMKITY, 3HAQUYEHHSI CHOKUBAHOTO MPOCTOPY
KYIIHA TaKOX IMIJABUIYETHCS 1 3 JIETKICTIO JOCATA€ COTHI OAlTIB BIJILHOTO MPOCTOPY
KYIIY TIpU KO)KHOMY BUKIIUKY 1i€l QyHKIii. Skmo notpiOHO 00'eqHaTn 6araTo psij-
KiB pa3oM, TO HaWOUIbII BIAMOBIIHUM BapiaHTOM Oyje kiac Mono 610i0TeKH

System.Text.StringBuilder [20], [21]".

Y [20] Unity — pykoBozcTBo: [ToHMMaHNe aBTOMAaTUYECKOTO yIpasienus namsrbio. URL:
https://docs.unity3d.com/ru/530/Manual/UnderstandingAutomaticMemoryManagement. html
(mata 3BepHenHs 8.12.2019).

[21] Unity — pykoBonctBo: Ilnatdopmenno 3aBucumast komnuisius. URL: https://docs.
unity3d.com/ru/530/Manual/PlatformDependentCompilation.html (nara 3Bepuenns 8.12.2019).



2 OBI'PYHTYBAHHA BUBOPY ITIPOI'PAMHUX 3ACOBIB

2.1 Anaui3 Bubopy moBu C# 11 peaJizanii mporpaMHoro Koay

C# — 00’ €KTHO-OpIEHTOBaHA MOBA MPOTpaMyBaHHS 13 0E3MEYHOI0 CUCTEMOTO
tumizamii ana mwiatgopmu NET. Po3pobnena Aunepcom Ieitncoeprom, Ckorom
Binramytom Ta Ilitepom l'onbae mix erimoro Microsoft Research (mpu dipmi
Microsoft).

Cunrakcuc C# Onuspkuii 10 C++ 1 Java. MoBa mae cTpory CTaTHYHY
THUITI3AL110, MIATPUMYE MOIIMOp(}13M, NEPEBAHTAKEHHS ONIEPATOPIB, BKA31BHUKHU HA
GyHKIi-WIeHn KJaciB, aTpuOyTH, IOJ1i, BJIIACTHBOCTI, BUHSITKH, KOMEHTapl y
dbopmati XML. IlepeitasaBiu 6arato 1o Bij cBoix nomnepennukis —MoB C++, Del-
phi, Moayna 1 Smalltalk— C#, cniuparounch Ha TIPAKTUKY iXHROTO BUKOPUCTAHHS,
BUKJIFOYAE JICSKI MOJIEN, IO 3apeKOMEHIyBajiu cede SK MpoOJieMaTH4HI TIpH
pO3po0I1Il MPOrpaMHUX CUCTEM, HANPHUKIIAJ] MHOXXHHHE CIaJKyBaHHS KiaciB (Ha
BimMiHy Big C++).

C# pospobiisiack SIK MOBa NporpamyBaHHs npukiaagHoro piBHs ais CLR 1

TOMY BOHA 3aJIeXKHUTh, MEPII 3a Bce, Bia MoxkymBocTelt camoi CLR. e cTtocyerbes,



nepir 3a Bce, cuctemu tumiB C#. [IpucyTHIicTh a00 BIACYTHICTH THUX a00 IHIIUX
BUPA3HUX OCOOJMBOCTEM MOBHM JUKTYETbCS THM, UM MOYKE KOHKPETHAa MOBHA
ocoOnMBICTE OyTH TpaHciboBaHa Yy BiAnoBiAHI KoHCTpykuii CLR. Tak, 3
po3ButkoM CLR Bim Bepcii 1.1 mo 2.0 3mayno 306aratuBcs i cam C#; momaiOHOT
B3aeMoii ciia dyekatu 1 Hagam. (IIpore 1 3akoHOMIpHICTH OyJe mopylieHa 3
BuxojaoM C# 3.0, 0 € po3LIMPEHHSIMU MOBH, SIKI HE CIIUPAIOThCA Ha PO3LIUPEHHS
wiargopmu .NET.) CLR nagae C#, sk 1 Bcim iHmuM .NET-opieHTOBaHMM MOBawM,
0arato MOXJIMBOCTEH, SKHX T030aBJI€HI «KJIACHYHI» MOBU HPOrPaMyBaHHS.
Hampuknaz, 30ipka cMiTTa He peanizoBana B camomy C#, a mpoBoauthesi CLR st
nporpaM, HanucaHux Ha C# TOYHO Tak, AK 1 IIe¢ pOOUTHCS JUIsl MporpaMm Ha
VB.NET, J# Tomo.

Crnenudikamis C# Bu3Hauae MiHIMaIbHUN HaOlp 010JI0TEK THUIMIB 1 KJIACIB,
Ha SKUH Mae po3paxoByBaTu Kommuiarop. Ha mnpaktuni, C# HalyacTimie
BUKOPUCTOBYEThCSI 3 sKOIOCH peanizamietro Common Language Infrastructure
(CLI), sxa cranmaptuzoBana sk ECMA-335 Common Language Infrastructure
(CLD).

Tutyneaum komminsgropom C# € Microsoft Visual C#.

[cayroTe 1HmI kommuisTopu C#, YacTo BOHM BKIIOYAIOTH peasizallii
Common Language Infrastructure 1 616moreku knaciB .NET.

[Tpoext Microsoft Rotor (sikmii temep 3BeTrbes Shared Source Common
Language Infrastructure, mineH30BaHWil  TUIBKM i1 HAaBYAJIBHOTO 1
JNOCIITHUIBKOTO  BUKOpHCTaHHs)  3abe3neuye  peamzauii CLR runtime 1
kommusitop C#, 1 migMHOXkuHY 010mioTexk (dperimBopka Common Language

Infrastructure, BinnmosigHo A0 crenudikaiii ECMA (mo C# 2.0, 1 3 miATpUMKOIO

Tiapkn Windows XP).

[TpoexT SharpDevelop Big komma#ii icsharpcode, sikuii BUKOPUCTOBYETHCS
gk anbrepHatuBa Visual Studio. 3abe3neuye mnoBHYy peanmizanito Common
Language Infrastructure. Ocranns crabinpHa Bepcis IDE 4.4 (28 cepmas 2013),

tectoBa Bepcis 5.0 (13 mororo 2014). 3oBuimHiIN Burisg IDE nyxe Haramye


https://uk.wikipedia.org/wiki/Windows_XP
https://uk.wikipedia.org/wiki/CLR
https://uk.wikipedia.org/w/index.php?title=Microsoft_Visual_C&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%D1%96%D0%BB%D1%8F%D1%82%D0%BE%D1%80

Microsoft Visual C#, mo poOuth KOM(POPTHHM Iepexi] BiJ OJHOTO CEpeAOBHIIA
710 1HIIIOTO.

[TpoekT Mono, noyaTuii koMnaHie Xamarin i TPOJOBKEHUH il TOKYMIIEM 1
HactynHUKOM Novell, 3a6e3neuye Biakputuii kommiisatop C#, MOBHY BIIKPHUTY
peamizarito Common Language Infrastructure, Bkiroyaroun moTpiOHI O1010TEKH
¢dpeimBopka BignoBigHO n0 crnemudikamii ECMA, 1 Oau3bKy [0 TMOBHOI
peanizariito BiaacHULBKUX 010mi0oTek kiaciB Microsoft NET mo .NET 2.0, ane nHe
cnenudigaux 616miorek .NET 3.0 1 .NET 3.5, sk g Mono 2.0.

[TpoexT DotGNU Takox Hamae BiakpuTuii kommiasitop C#, OMU3bKYy 10
noBHoi peanizamito Common Language Infrastructure, Bxirodaroum moTpiOHI
010moTekn ¢peliMBopka BiANMoOBiIHO a0 crneuudikamii ECMA, 1 miaMHOXHUHY
NEIKUX 3aIUIIEHNX BiacHUIbKUX 010mioTek kiaciB Microsoft NET mo .NET 2.0
(s1K1 HE JOKyMEeHTOBaH1 abo He BKiItoUeH1 y cneundikanii ECMA, ane BKiItOYeH1 y

cranaaptHe BusHaueHHs Microsoft NETFramework).

DotNetAnywhere MicroFrameworkCommonLanguageRuntime HariaeHui
Ha BOyI0BaHi cucTeMH i migrpumye Maibke Bei cienmdikanii C# 2.0 [22]V.

OctanniMm yacom C 1 C++ € HalOUIBIII BUKOPUCTOBYBAHUMU MOBAaMH JIJIs
pPO3pOoOKK KOMepIiHHMX 1 Oi3Hec-mporpaM. I[li MOBH BIAIITOBYIOTH Oararbox
pPO3pOOHUKIB, aje B MAIMCHOCTI HE 3a0e3MeuyloTh HaJEXHOI MPOTYyKTUBHOCTI
po3pobku. Hampuknan, mporec HanmucanHs nporpamu Ha C++ yacto 3aiiMae
3HaYHO OlIblIE 4Yacy, HDK po3poOka ekBiBaleHTHoinmporpamu Ha Visual Basic.
3apa3 ICHYIOTh MOBH, IO 30UIBUIYIOTh HPOAYKTUBHICTH PO3POOKH 32 PaxyHOK
BTpaTH THYYKOCTI, SIKa TaK 3BUYHA 1 HeoOXiaHa nporpamictam Ha C / C++. [ToaibHi
pillICHHs € ayXe HE3pYYHHMHU IS PO3POOHMKIB 1 Y4acTO MPOTMOHYIOTh 3HAYHO
MEHIII MOXJIUBOCTI. 1[I MOBH TakoX HE Opi€HTOBaHI Ha B3aEMOJIIO 13 CHCTEMaMH,
M0 3’SBISIOTHCS CHhOTOJHI, 1 Jy»e€ YacTO BOHU HE BIJNOBIAAIOTH 1CHYIOUIH
npakTuul nporpamyBaHHs uisi Web.  bararo  po3poOHuKiB  xoTuin O
BUKOPDHCTOBYBaTH Cy4YacHy MOBY, fKa JO3BOJsula O TMcaTh, YHTaTH 1

CYNpPOBOJKYBATU IMporpamu 3 npoctororo Visual Basic 1 B Toll e yac HajgaBaina

v [22] O630p s3p1Ka C# — pykoBoactso mo C# | Microsoft Docs. URL: https:// docs.mi-
crosoft.com/ru-ru/dotnet/csharp/tour-of-csharp (nara 3Bepuenns 9.12.2019).


http://dotnetanywhere.org/
https://uk.wikipedia.org/w/index.php?title=DotGNU&action=edit&redlink=1
https://uk.wikipedia.org/wiki/Novell
https://uk.wikipedia.org/wiki/Xamarin
https://uk.wikipedia.org/wiki/Mono

rHyuykicth C++, 3abe3nedyBaiia JOCTYI A0 yCiX (DYHKITIOHAIBHUX MOKIIUBOCTEH
CUCTEMH, B3AEMOJIsUIAI3 ICHYIOUMMH TMporpaMamMu 1 JIeTKO TpaioBajia 3
BUHUKarouuMu Web cTtangapTamu.

3 oy Ha Bei moioH1 mobaxkanHs, Microsoft po3pobuna HoBy MoBy — C#.
Jlo Hei BxoauTh 0araTo KOPUCHHUX OCOOJIMBOCTEH —IIPOCTOTA, OO0 €KTHA
OpIEHTOBAHICTh, TUIIOBA 3aXMILEHICTh, "30Ipka CcMITTA", MIATPUMKA CYMICHOCTI
Bepciii 1 Oararo iHmoro. JlaHi MOMUIMBOCTI JIO3BOJISIFOTH IBHUJKO 1 JIETKO
po3pobisT nporpamu, ocobmuBo COM + mnporpamu 1 Web cepsicu. Ilpu
ctBopenHi C#, HOro aBTOPU BpaxOBYBallM JOCSITHEHHS OaraThOX IHIIKUX MOB
nporpamyBanHs: C++, C, Java, SmallTalk, Delphi, Visual Basic i 1.1. Tpeba
3ayBaKUTH, 110 Y 3B 53Ky 3 TUM, 1110 C # po3po0JIsSIBCS 3 YUCTOTO apKylia, y Horo
aBTOpiB Oya MOXJIMBICTh (SIKOFO BOHHU SIBHO CKOPHCTAJHUCS) 3QIHIIUTA B
MUHYJIOMY BCl HE3pYYH1 1 HENPHEMHI OCOOJMBOCTI (ICHYIOYl, SIK MPABHIIO, JUIS
3a0€e3MeUeHHs CyMICHOCTI), Oyb-4KO1 3 mornepeaHix il MoB. B pe3ynbrati Buiinuia
JIHCHO TIPOCTa, 3py4Ha 1 cydacHa MOBa, sKa He moctynaerbesi C++, ane iCTOTHO
HiBUILY€ MTPOTYKTUBHICTH PO3POOOK.

Jly’)ke 4acTO MOKHa TPOCTSKHUTH TAaKUK 3B’S30K —4UM OLIbIIE MOBa
3axuIeHa 1 CTidka J0 TMOMMJIOK, THM MEHIIE MPOJYKTUBHICTh MpOTrpam,
HaIlMCaHuX Ha Hii. Hanmpuknazn, po3riasiHeMo 1B kKpailHOCTI — Assembler 1 Java. ¥V
MEPIIOMY BHUMAAKY MOKHA TOMOTTUCS (DaHTACTUYHOI IMIBUIKOCTI CBOET Iporpamu,
ajie JOBEAEThCA JyXKE JTOBrO 3MYIIYBATH 11 MPALOBATH MIPABUIIBHO HE HA BAIOMY
KOMIT'toTepl. Y BUNAJKY K 3 Java —BUXOAWUTH 3aXUIIEHICTb, HE3AJICKHICTh BIJl
wiatrgopmu, alie, Ha Kajb, IBUJKICTh MPOTPAMU HABPSJ UM CyMiCHA 3 ICHYIOUHUM
ySABJICHHSAM TIPO IIBUJKICTh, HANPUKIAT, OyIb-IKOI OKpPEMOi KIIEHTCHKOT
mporpamu (3BUYaitHO, iICHYIOTh 3acTepekeHHs — JIT kommimsiisa ta inme). C++ —
II€ CIIBBIJHOIIEHHS B IIBUAKOCTI 1 3aXUIIEHOCTI OJIMW3bKO [0 Oa)XaHoro
pe3ynbTaTy, aje MpaKkTUYHO 3aBXKIM Kpalle TOHECTH HEe3HAauYHy BTpaTy B
MPOMYKTUBHOCTI TporpaMu 1 mpumbaTd Taky 3pydyHy OCOOJMBICTH, SK
"mpuOMpaHHd CMITTA", fKa HE TUIbKM 3BUIBHSE BiJl CTOMIIIOIOYOTO OOOB’SI3KY

KEepyBaTH IMaM’SITTIO BPY4YHY, ajie 1 JIONIOMara€ YHUKHYTH 0araTbOX MOTEHIINHUX



MOMWIOK B mporpami. Hacmpapmi, ckopo "30ipka cmiTTsa", Ta ¥ Oyab-sIKi 1HIII
KPOKM JI0 YCYHEHHS TOTCHI[IWHUX TOMMJIOK CTaHyTh BIJIMIHHUMH pPHUCAMH
Cy4acHO1I MOBH.

Y C#, sk 1 B, 11032 CyMHIBOM, Cy4YacHiii MOBI, TaKOX ICHYIOTh XapaKTepHi
0CcOOIMBOCTI JIJIs1 00X0/1y MOKIMBUX oMMIOK. Hanpukian, kpim 3raganoi "301pku
cMITTA", TaM ycl 3MIHHI aBTOMAaTUYHO 1HII[1ai30BaHl CEPEJIOBUIIEM 1 MalOTh
TUIIOBY 3aXMILIEHICTh, 10 JI03BOJISIE YHUKHYTH HEBU3HAUCHUX CHUTYyalllld y pasi,
AKIIO MporpamicT 3a0ye 1HiliaNi3yBaTH 3MiHHY B 00 €KTi, a00 cripoOye mpoBecTU
HEMPUITyCTUME TepeTBOpeHHs THUMiB. Takoxx B C# Oynu BXKUTI 3aXOAW IIOJO
BUKJIFOUECHHSI TIOMWJIOK IIPH OHOBJICHHI MTPOrpaMHOro 3a0e3rnedeHHs. 3MiHa KOy B
Takiil cuTyalii MOXXe HenependadyBaHO 3MIHUTH CyTh camoi nporpamu. LIo6
JIOTIOMOTTH PO3pOOHMKaM OopoTtucs 3 1€t mpoodsiemoro, C# Bkiroyae 10 cebde
MIATPUMKY CYMICHOCTI Bepciil (vesioning). 3okpema, Ha BiaMiHy Bijg C++ 1 Java,
AKIIO METOJ KJlacy OyB 3MiHEHUH, i€ MOBUHHO OyTH clieliaibHO 00yMoBieHo. Lle
J03BOJISIE OOIMTH TOMMJIKM B KOJ1 1 3a0€3MEYUTH THYYKY CYMICHICTh BEpCiil.
Takox HOBOIO OCOOJIMBICTIO € native MIATpUMKa 1HTEepENCIB 1 yCHaJKyBaHHS
iHTepdeiciB. JlaHI MOXIMBOCTI JO3BOJISIOTH PO3POOJSATH CKIAAHI CHCTEMH 1
PO3BHUBATH 1X 3 YACOM.

VY C# Oyna yHidikoBaHa cUCTEMa THUIIIB, TEMEP MOXKHA PO3MIISAATH KOXKEH
TUn K 00’ exT. He3Baxkaroun Ha Te, IK BUKOPUCTOBYBATH KJIac, CTPYKTYpy, MacUB
a00 BOY/OBaHMM THII, MOXKHA 3BEPTATUCS JO HBHOTO, K 10 00’ekTy. OO0’eKTH
310paHi B MPOCTOpP1 iMeH (namespaces), siki I03BOJISIIOTH MPOrPaMHO 3BEPTATUCS 10
Oynp-uoro. Ile o3Hawae, 1m0 3aMiCTh CHOUCKY (DaililiB  3aroJioBKiB, IO
BKJIIOYAIOTHCS, B MpOrpaMi MOTPIOHO HamMcaTH, sIKI MPOCTOPU IMEH MOTPIOHO
BUKOPHCTOBYBATH, 1100 OTPUMATH JAOCTYH 10 00 €KTIB 1 KJIaciB BCEPEeAUHI HUX. Y
C# Bupa3 using 103BOJISIE HE MUCATH KOXEH pa3 Ha3By NPOCTOPY IMEH, KOJIU
BUKOPUCTOBYEThCS Kiac 3 Hboro. Hampuknaza, mpoctip iMeH System MiCTHUTH
JeKiIbKa KiaciB, y Tomy uncii 1 Console. I moxHa nucatu abo Ha3By IpOCTOPY

IMEH nepei KO>KHUM 3BEPHEHHSM J0 KJlacy, a00 BUKOPUCTOBYBATH using.



BaxmmBoro 1 BimMiaHOO Big C++ ocobmuicTio C# € #oro mpocroTa.
Hampuknan, nporpamict Moxe 3a0yTtv, konu mume Ha C++, ne moTpiOHO
BUKOpHUCTOBYBatu "->", ne "::", a ne ".". HaBiTh AKII0 Hi, TO KOMITUISITOP 3aBXKIU
IIOIIpaBJIsi€e WOro B paszi MOMUIKH. lle roBopuTh juiie mpo Te, IO B JIHCHOCTI
MOXHa OOINTUCA TUIBKHM OJIHUM OIEpaTopoM, a KOMIIUIATOp caMm OyJe
po3nizHaBaTH Horo 3HaueHHs. Tak B C#, oneparop "->" BUKOPUCTOBYETHCS J1yXKe
obmexxeHo (B unsafe 610kax), oreparop "::" B3aram He icHye. [IpakTuuHO 3aBX1IU
BUKOPHUCTOBY€ETHCS TUIbKH oriepaTtop ".".

[lle omun mpuknax. [lpu wamumcanui mporpam Ha C / C++ moBOAHWTHCS
JyMaTH HE TUTBKU MPO TUIU JAHUX, aJie ¥ Ipo iX po3Mip B KOHKPETHIN peanizaliii.
VY C# yce cnponieno —cumBoia Unicode HazuBaeThes npocto char (a He wchar t, sk
B C++) 1 64-6itoBe misie — long (a mHe  int64). Takox B C# Hemae 3HAKOBUX 1
0€33HaKOBUX CHMBOJILHUX THIIIB.

VY C#, Takox sk 1 B Visual Basic, micist Ko)kHOro BUpa3y case B 0Jioni switch
MaeTbesl Ha yBasi break. I O6urbimn He Oyne BimOyBaTHCS MOMUIIOK, SKIIO 3a0yTH
noctaButu break. OpHak, gKI0 MOTPiIOHO, MO0 MICIAsS OJHOIO BHUpa3y case
mporpamMa Tepedinia 0 HACcTylmHOTOo, MOXKHA TMepenucaTd mporpamy i3
BUKOPHUCTAHHSIM, HAMIPUKJIIA, oneparopa goto.

baratboM mnporpamicram OyJi0 HE Tak Jerko mij vac BuBYeHHs C++
MOBHICTIO OCBOITHICS 13 MEXaHI3MOM IMOCWJIaHb 1 TOKaxdukiB. Y C# Hemae
MOKaX4YuKiB. HacmpaBiai, HETPUBIAIBHICT, MOKAXYUKIB  BiAMOBIZama  ix
KopucHocTi. Hanpukinaz, Baxko co01 yIBUTH porpaMyBaHHs 0€3 MOKaKYMKIB Ha
¢bynkuii. Bianmosinno go uwsoro, B C# mpucytHi Delegates — sik mpsimuii aHajor
NOKaX4YMKa Ha (PYHKIII0, aje iX BiJIPI3HsIE TUIOBA 3aXUIIEHICTh, O€3MeKa 1 MOBHA
BI/IMOBIAHICTH KOHIIEMIIISIM 00’ €KTHO-OPIEHTOBAHOT'O IIPOrpaMyBaHHS.

Xotinoca 0 migkpecauT cydacHy 3pyuHicte C#. [lpaioroun 3 C#, MoxkHa
mo0auYuTH, 1O JIOCUTHh BEJIMKE 3HAYEHHS Y HHOMY MarOTh MPOCTOpU IMEH. Yci
(haiiim 3aroJ0BKiB 3aMIHEHI caMe MPOCTOPOM IMEH.

VY Ham yac, KOJIM NOCHIIIOETHCS 3B’SI30K MK CBITOM KOMEpIli Ta CBITOM

PO3pOOKH IPOrpaMHOro 3a0e3MeUeHHs, 1 KOpIopallii BUTpayaroTh 0araTto 3yCcuib



Ha TUTaHYBaHHS 013HECY, BIIUYyBA€THCS HEOOXITHICTh Y BIJMOBIAHOCTI a0CTPAKTHUX
013Hec-TpolIeciB iX MporpaMHUM peanizaiisimM. Ha sxanb, OUIbIIICTh MOB HE MalOTh
NpSAMOro HUIAXY 7S 3B’si3Ky O13Hec-JIoTiku 1 Koxy. Hanpuknan, ceorogni 6araro
MPOrPaMICTIB KOMEHTYIOTh CBOI MpOTpaMu i TOSICHEHHS TOTO, $KI KJIacH
peanizyroTh SKHICh aOCTpakTHUM O13Hec-00’ekT. C# M03BOJIIE BUKOPUCTOBYBATU
TUII30BaHl METa/laHi, II0 PO3rOPTAIOTHCA, SIKI MOXYTb OYTH HPHUKPIIUIEHI 10
00’€KTy. ApXITEKTYpOI MPOEKTY MOXXYTh BHU3HAYATHCS JOKaJbHI aTpuOyTH, SK1
OyIyTh TMOB’si3aHl 3 OyJb-IKUMU €JIEMEHTAaMU MOBH —KjacaMmu, iHTepdencamu 1
T.1. PO3po0OHUK MOXe MpOorpaMHO TIEPEBIPUTH aTpUOyTH OyIb-IKOTO eneMeHTy. Lle
icToTHO ~ crmpoinrye poboty. Hampukman, 3amicte Toro, mo0 mucaTH
aBTOMATU30BaHUI IHCTPYMEHT, KU OyJ1e IEPEBIPATH KOKEH Ki1ac ado iHTepdeiic,
Ha T€, YM € BIH MIMCHO YaCTHHOIO abCTpPaKkTHOTrO Oi3HEC-00’€KTY, MOXHA MPOCTO
CKOPUCTATHUCS TMOBIJIOMJICHHSIMU, 10 3aCHOBaHI Ha BH3HAUYEHUX Yy 00 €KTI
JIOKaJIbHUX aTpUOyTax.

Ceii cuntakcuc C# Oararo y dYoMmy ycmaakyBaima Bix C++ 1 Java.
Po3poOHMKH, SIKi MAarOTh JOCBiJ CTBOPEHHS MPOTPAMHOTO 3a0C3MEUEHHS Ha IUX
MOBax, 3HalayTh B C# Oarato 3HailoMux puc. Aje pa3oMm 3 TUM BOHa € 0araTo y
YoMy U HOBATOPCHKOIO —aTpuOyTH, JAeNeratd Ta MOJil, IPEKpPacHO BIHUCAHI Y
3arajgbHy i€0JIorilo MOBM, MilHO 3aifmsnu wmicue y .NET-pospo6Hukis. Ix
BBEJICHHSI JIO3BOJIMJIO 3aCTOCOBYBATH MIPUHITUIIOBO HOBI MPUHOMH MPOTPAMyBaHHS.

O6’ektoM 111 mopiBHsHHS 13 C# € Java. Bona Ttakox po3poOneHa ams
poOOTH B BIPTYalIbHOMY CEpEJIOBHUILII BUKOHAHHS, 110 MAa€ 00’ €KTHO-OPIEHTOBAHY
apXiTeKTypy 1 «30upad CMITTsS», 3aCHOBaHUM Ha MexaHI3M1 TocuiaHb. [lpu
MOPIBHAHHI 3 I[I€I0 MOBOI BiJIpa3dy BHUIUISAIOTHCA TakKi OCOOJUBOCTI, SIK
MOXXJIUBICTh OTOJIONTYBAaTH KiJlbKa KJaciB y omHOMYy aiiimi, 3 Yoro Ciij
CUHTaKCUYHA MIATPUMKA 1€papX1gHOi CHCTeMH MpocTopiB iMeH. 3 peamizaiii OOII-
KOHIIETI[IA CXOXICTh B MeXaHI3Ml1 HacuiayBaHHs 1 peanizamii (1 B Java, 1 B C#
MOJXKJIUBE OJMHWUYHE YCIaJIKyBaHHS, ajJie¢ MHOXKMHHA peai3ailis iHTepdeiiciB, Ha
BiaMiny Bijg C++). Ane B Java BiJICYTHI BJIACTMBOCTI 1 1HJeKcaTopu (a TaKOXK

neneraty 1 nojii). Takoxk € MOXIMBICTh IEpEpaxyBaHHs KOHTEHHEPIB.



I3 pedeit, mo BkIOYEHINO crernudikaiii MOBH, HEOOXITHO BII3HAYUTH
MO>KJIMBICTh BUKOPHUCTAHHS KOMEHTapiB y ¢opmati XML.

Ane C# BHIC 1 CBOi yHIKaJIbHI puCH, SIKI BKe OynM 3rajadi — Ie MO/,
1HAeKcaTopHu, aTpuOyTH 1 jenaraTd. BoHu SBIAIOTH CO00I0 Jy’Ke€ KOPHCHI
MO>KJIMBOCTI, SIK1 HE 3aJIMILIAThC He3aTpeOyBaHUMU.

C # 1 Java — JBI MOBUM IMporpamyBaHHS, $SKI pO3BHBAlOTb MOBY
nporpamyBatHs C ++, 3 CHHTaKCUCOM, 0arato B YoMy CXO0XHUM Ha cuHTakcuc C +
+, 1 CTBOpEHUX 0araTo B YOMY B YMOBaX KOHKYpPEHIIli, 1, BHACIIJIOK 1IbOT'O, BOHU
BOJIOJIIFOTH TMIEBHOKO CXOXKICTIO, @ TAKOK MAIOTh PSi/I BIAMIHHOCTEH.

OOuaBl  MOBM  BUKOPHCTOBYIOTh SIK CHHTAKCHUYHY OCHOBY  MOBY
nporpamyBaHHs C. 30kpema, BiJ] HET yCragKoBaH1 0€3 3MiH:

— TO3HAYEHHS MOYaTKy / KIHIS OJIOKY KOy (IrypHUMHU JTy>KKaMU;

— TIO3HAYEHHS, AacCOLIATHBHICTh 1 TMPIOPUTET OLIBIIOCTI BOYJOBaHUX
omepaiiii (MpuUBIacHEHHs, apu(METUYHI, JIOT14HI, MOOITOBI omepari,
oreparlii iHKpeMeHTa / IeKpEMEHTa, TepHapHa YMOBHA onepanis «?:»);

— CUHTAaKCHUC OIMHCY 1 BUKOPUCTAHHSA 3MIHHMX 1 (QYyHKIIH (MOPAOK «THUII
iM’s1», BHUKOPUCTAaHHA MOAUPIKATOPIB, OOOB’SI3KOBICTh YKOK IS
byHK111H, onuc GopMaTbHUX MapaMeTpiB);

— CHHTAaKCHC BCIX OCHOBHUX KOHCTPYKIIiil: YMOBHOIO OIE€paTopa, LUKIIIB,
orepaTopa MHOKXKUHHOTO BHOODY.

CHMHTaKCHYHI BiIMIHHOCTI ITpeacTaBieni y Tadm. 1 [23]V.

Tabnuus 1 — CuHTaKcHYH1 BIIMIHHOCTI MOB TiporpamyBaHHsi C# Ta Java

CuHTakcuc Java C#

Y [23] C Sharp | Microsoft Buku | Fandom. URL: https://mi-crosoft.fandom.com/ru/ wiki/
C_Sharp (nata 3BepHenns 9.12.2019).



Immoprt
CTaTUYHHX
IMEH
(import
static)

Oneparop
switch

Jo3Bonsie OKpPEMO
IMITOpTYBaTH Jesiki abo BCi
P y. .. llounnatoun 3 C# 6.0 me Oymno
CTaTUYHI METOAM 1 3MiHHI . .
BBeJeHO (Hampukian (using static

KjIacy 1 BHKOPHCTOBYBATH System.Math))

ix iMeHa 0e3 kBamidikaiii y
IMIIOPTYIOUOMY MOJTYJII

AprymMeHr oneparopa [[inTpuMyIOThCS SIK KOHCTaHTHI THUIIH,
switch TOBUHEH CTaBUTHUCSITAaK 1 CTPOKOBI. Takok MOXKIHUBO
a0 /10 IEeJIIOYMCIEHHOTO0,3a/1aBaTH J0JaTKOBI YMOBH JUIsl OJIOKY
abo0 10 TepenivuyBaHOTOcase 3a JOTIOMOTO0 KIOUOBOIO CIIOBA
tumy. IlounHaroun 3 Bepciiwhen.  Ilpsmoro  mepexomy 110
Java 7 B omepatopi switchnractymHoro O5oky case Hemae. J[s
CTaJIo MO>KJIUBO IIEPEX0.Ty IO HACTYITHOTO OJIOKY case,
BUKOPHCTOBYBAaTH PSAAKOBIMNOTPIOHO BUKOPUCTOBYBATH ONIEPATOP
JiTepain goto

[TponoBxxeHHs TabaUIIl 1

Omneparop
rnepexony goto

KoncTantn

TouHiCTH

2 3

Bin BukopucranHs gotogoto  30epircsa, HOro 3BHUYANHE
CBIIOMO  BIJIMOBWJIHCS, BUKOPUCTAHHS — II€ JIMINE Iepeaada
OJIHAK ICHY€ MEXaHi3M,ylnpaBiIiHHSI Ha pi3HI MITKH case B
o0 J03BOJIssE BUMTH Haomepatopi switch 1 Buxim 3
30BHILIHINA LUK BKJIQICHOTO LIUKITY

Koncrant  ax  Takux

Hemae, 3amicTh  HuX Okpeme TTOHATTS IMEHOBaHOT1
BUKOPUCTOBYIOTHCS TUIIM30BaHOI KOHCTAaHTU 1 KIIIOYOBE
CTaTUYHI 3MIHHI KJIacy 3CJIO0BO const

moaudikaropom final

Java MictTuTh C# TIOKJIAAEThCA Ha peajizallio,

o0YHuCIeHh 3 KOHCTPYKIIito strictfp, morapanTii CTpOro OJIHAKOBUX


https://ru.wikipedia.org/wiki/GOTO
https://ru.wikipedia.org/wiki/Switch_(%D0%BE%D0%BF%D0%B5%D1%80%D0%B0%D1%82%D0%BE%D1%80)

rapaHTye OJIHAKOBI
IUTABAIOYOKD  PE3yJIbTaTH oOmepamii 3 .
pe3yNbTaTiB 00YMCIIEHb HEMAE

TOUYKOIO IUIaBAI0Y0I0 TOYKOIO Ha

BCIX MmaTdopmax

Y Java Bci nuHamiudi C# mictuth KOHCTpyKii checked 1

) nepeBipKu unchecked, 1110 103BOIAIOTE JIOKAJILHO
Binkiarouenas ) )
) BKJIIOUAIOTHCS /BKIIFOYATH 1 BHUMHUKATH JUHAMIYHY
TIEPEeBiPOK ) .
BUMHUKAIOTHCSI TUIBKA HaTEPEBIPKY apuMETHIHOTO
pIBHI ITakeTa MIepPEIIOBHECHHS.

2.2 Amnaniz BuOopy MonoDevelop sk cepenoBuma po3poOKu
NMPOrpaMHOro KOay

[TporpamyBanHs 311HCHIOETHCS He Beepeanni Unity 3D, kof icHy€e y BUTIISII
okpemux (haiiiB, Micle po3TauryBaHHs sSKUX moBimomisieTbes Unity 3D. daiinu
CIIeHapiiB MOXYTh cTBopioBatuca B mporpami Unity 3D, ane B Oyab-skomy
BUTIAJIKY Oyze moTpiOHuii TexcTtoBuil pegakrop ado IDE, ne Oyae mucarucsa xon
UL LIMX, CIIOYATKy MOPOXHIX, (aimiB. ¥ kommiekti 3 Unity 3D mocrauvaerscs
nporpama MonoDevelop, sk MiXmiathopMoBe I1HTETPOBAHE CEPEIOBUILIEC
po3podku (IDE) nist moBu C # 3 BIAKPUTHUM BUX1THUM KOJIOM.

Unity 3D BukopuctoBye Mono sIK OCHOBY /Jisi NMPOTpaMyBaHHsA, 1 came
cepenoBuiiie MonoDevelop 3abe3nedye MDKIIIATGOPMOBI MOXKIMBOCTI yChOTO
IpoLIECy pO3POOKH.

MonoDevelop—Binkpute iHTETpOBaHE CEPEIOBUIIEC PO3POOKH IS MIaThOPM
Linux, MacOS ta MicrosoftWindows, nepemyciMm HaiiieHe Ha po3poOKy mporpam,
Kl BUKOPHUCTOBYIOTh 1 Mono, 1 Microsoft .NETframework. Ha nanuii MomeHT

niarpuMytothesi MoBu C#, Java, Boo, VisualBasic.NET, CIL, Python, Vala, C Ta



C++. Takoxx MonoDevelop miarpumye Taki Texaodorii, sk Gtk#, ASP.NETMVC,
Silverlight, MonoMac u MonoTouch.

MonoDevelop Bkitouae MoxnauBocTi moAi0H1 A0 NetBeans ta MicrosoftVi-
sualStudio, Taki sIK aBTOMaTWYHE JOMOBHEHHS, IHTETpaIis KOHTPOIIO KOy,
rpadiuHMii KopucTyBaubkuil 1HTepdeiic 1 BeO-nuzaitHep. B MonoDevelop
inTerpoBanuii Gtk# GUI nu3aitnep mig Ha3Borwo Stetic.

MonoDevelop Takoxx MOXxe BUKOPUCTOBYBaTHCS Ha riaTdopmax Windows
ta MacOS. Illonpasaa, 10 Bepcii 2.2 xoHa 3 1aHuX miatGopM He Masia oiriiHoT
MIATPUMKH. THM HE MEHIIe, )KOJHA 3 HUX He MIATPUMYEThCS HACTLIBLKH T00pe, SK
Linux-Bepcisi. MonoDevelop mocragaerbcsi pa3zom 3 iHCTanmsaTopoM Mono s
MacOS, ane 1 Bepcis HE BKJIKOYae 70 cebe nuzaiiHep rpadiuyHoro iHTepdency
kopuctyBaua SteticGUIdesigner uepe3 mpobnemu Drag&Drop y HaTuBHIN mis
MacOS Bepcii GTK. MonoDevelop na FreeBSD HnaiiBiporigHiiie miaTpuMyeThCs
numie 3ycuuisimu FreeBSD crniiibHOTH.

[ToTpi6HO mam’siTaTy, 1m0 y nporpami MonoDevelop Koa TITbKH MHUIIEThCS,
asie He 3amyckaeTbes. Lle cepemoBuie po3poOku —100pe OCHAIEHUI TEKCTOBHM
pemaKTop, a A TOro 100 BIATBOPUTH KOJ CIiJ HAaTCUHYTH KHOmKy Play y
nporpami Unity 3D [24]".

Y MonoDevelop 6arato MoXIuMBOCTEH, TaKMX SK MIJACBITKA CHHTAKCHUCY,
3rOpTaHHs Ta AaBTOAOIOBHEHHS KOAY, BOYJOBaHMI BiIJaJAYUK Ta Bi3yaJbHHI
KOHCTpYKTOp hopm

[lifcBiTKA CUHTAKCUCY —BUJIUICHHSI MEBHUM YWHOM (3a3BHYail KOJIHOPOM),
NEBHUX €JIEMEHTIB TEKCTy (JIEKCeM), Uil TIOKPAIICHHSI CIPUIHATTS MOro BMICTY.
3a3BUuail 3aCTOCOBYETHCS /10 KOJIIB IPOrpaM Ta PO3MITKH AOKYMEHTIB. Po3MiTka
CUHTAKCUCY TMIJITPUMYETbCS OaraTbMa TEKCTOBUMHU pPEAAKTOpaMH Ta JACSIKUMH
caiTaM#, 110 MyOJIIKYIOTh KOJI.

[Tpu miacBIYyBaHHI CHHTAKCUCY B MTOYATKOBOMY TEKCTI MOB MPOrpamMyBaHHs
BUILISIOTHCS:

— KOHCTPYKIIil MOBH;

v [24] Unity — pykoBoactBo: MonoDevelop. URL: https://docs.unity3d.com/ru/530/ Man-
ual/MonoDevelop.html (nata 3Bepuenns 9.12.2019).



— KOMEHTapi;

— YHUCJIOBI 1 PSAJKOBI JaHi.

Bk mpocyHyTI CHCTEMH MiICBIYYBAHHS CUHTAKCUCY TaKOX BUAUIAIOTH!

— 3MIHHI;

— TYyKKH;

— CTaHAapTH1 (PYyHKIIIT MOBH.

barato TEKCTOBHUX pENaKTOpiB 1 CEpeJOBHILA PO3POOKH MarOTh TaKOX
GyHKLIIO TMIACBIYYBAaHHSA MapHUX JYKOK MiJ KypcopoM: TMpH HaOJIMKEHHI
TEKCTOBOTO Kypcopa JI0 CKOOIl BHAUISETHCS SK IyXKKa, OUTS SKOI 3HAXOJIUTHCS
Kypcop, Tak 1 mapHa iif.

[TincBIYyBaHHS CHHTAKCUCY, KPIM 3pYYHOCTI YWTaHHA, J103BOJISIE YHUKATU
TaKOX CHHTAaKCHMYHMX TMOMUJIOK: HEMPABHJIBHOTO HAMKCAHHS KOHCTPYKII MOBH,
HE3aKPUTHUX JIAMoK 1 T.4. Moke OyTH NpUCYTHIM TakoX IiJICBIYYBaHHS CB1JIOMO
HEKOPEKTHOTO KOJy: HamNpuKIad, HEMapHUX MOyKOK, a00 HEeNpUIyCTUMUX
CHUMBOJIIB 11032 CTPOKOBHX JAaHUX B JIAIIKAX.

3ropranns, abo Qonmiar (anra. Folding) — ogna 3 ¢QyHKUIA TEKCTOBOTO
penakTopa, 1o J103BOJISIE IPUXOBYBATH MEBHUM (parMeHT pearoBaHOro Koay abo
TEKCTY, 3QJIMIIAIOYN JIUIIE OJUH PAIoK. B sgkocTi Takux (parMeHTIB 3a3BUYail
BUCTYNAIOTh JIOTIYHO ILIUIICHI ()parMeHTH KOAY MpOorpamu, Hampukiana, (QyHKIis,
KJIac, IUKJI 1 T. 1., a00 (pparMeHTH TEKCTy, HapUKJIIa, ab3all, riaaBa, CEKIIis.

Hanpuknan, ¢ongiar ¢yHKUii OpU3BOAMTH A0 3TOPTaHHS BCHOIO KOAY
(GyHKLIT B OJJUH PSIIOK TAKUM YHHOM, 110 Oy/i€ BUJIHO TUIBKY Ha3BY (PYHKIIII.

3a3Buuail, mo0 3ropHyTH (PparMeHT, MOTPiOHO HATHUCHYTH HA CHUMBOJ «-)»
3miBa Bil Hboro. 106 mobGauutu Bech (PparMeHT, TOOTO PO3rOPHYTH WHOTO,
MOTPiOHO HATUCHYTU HA CUMBOJ «+», IO 3’ SIBISIETHCS Y 3TOPHYTUX (pParMeHTiB.

[Tpaktnyno Bci IDE 1 mepeBakHa OUIBIIICTh TEKCTOBUX PEIAKTOPIB,
NpU3HAYCHUX [Tl peAaryBaHHs BUXITHOTO KOy, MIATPUMYIOTh 3TOPTAHHS.

ABtonmonoBHeHHs (aHTI. Autocomplete) —¢yHKIST B mporpamax, skKi
nependayaloTh IHTEPAKTUBHE BBEACHHS TEKCTY (PeAakTOpH, 0OOJIOHKUKOMAaHIHOI

CTPOKH, Opay3epH U T. I1.) IO JOMOBHEHHIO TEKCTY MO BBEJICHIM HOT0 YacTHHI.



Komanguuii intepmperatop cmd.exe MIATPUMY€E aBTOJOTOBHEHHS IMiCIs
HAaTUCKaHHS Kiapimi Tab nusixom mnepebopy iMeH QaimiB 1 MIIIUPEKTOPIN
MOTOYHOI AUPEKTOpli. ABTOJONOBHEHHS KOMAaHJ Ta IMEH BHKOHYBaHMX (paiinliB,
0 3HAXOMATHCS 32 MEXKaMHU MOTOYHOI TUPEKTOPii, HE MIATPUMY€EThbes. IMeHa, 1mo
M1JICTAaBJISIIOTHCS, 3aMIHIOIOTh BXXKE€ BBEJICH1 a00 mijcTaBieH1. ko iM’s daiimy adbo
JUPEKTOpli MICTUTH MpOOUI, TO MIJCTAHOBKAa LBOTO BapiaHTy BiAOyBaeTbCs 3
JANKaMH.

BOynoBanuii Bigyiaquuk, sIKHA TMPOBOJIUTH HAJIATOJDKEHHS —eTall PO3POOKH
KOMIT'IOTEpHOT TMpOTpaMu, Ha SKOMY BHUSBISAIOTH, JIOKATI3ylOTh 1 YCYBalTh
nomuiiku. 11100 3po3ymiTH, 1€ BUHUKIIA TOMUJIKA, TOBOJIUTHCS:

— JI3HABaTHUCS IIOTOYHI 3HAYECHHS 3MIHHUX

— 3’SCOBYBaTH, IKUM IUITXOM BHKOHYBAJIacs MMporpama.

IcHy10TH /1Bl B3a€MO/IOTIOBHIOIOY1 TEXHOJIOT11 HAJIaroIKEHHSI.

[To-nepuie BUKOPUCTaHHS BIJUIAIUUKIB — IIPOrpam, sKi BKIIIOYAIOTh 10 ceOe
KOPUCTYBAJIbHULIBKUN  1HTep(dEc i1 MOKPOKOBOIO BUKOHAHHSA MPOTPAMHU:
orepaTop 3a orneparopoM, QyHKIIIS 32 PYHKIIELO, 13 3yTMHKAMH HA JIEIKUX psAJIKax
BHX1JIHOT'O KOOy a00 IIpH JOCITHEHH] IIEBHOI YMOBH;

[To-npyre BHCHOBOK TMOTOYHOTO CTaHy MPOrpaMH 3a JIOMOMOTOIO
PO3TAIIOBAHUX B KPUTHYHUX TOYKAX IIPOTPAMH OIlepaTOpiB BUBEIACHHS — HAa €KpaH,
MPUHTEP, TYYHOMOBEIh a00 B (haityi. BUCHOBOK HayaromKyBajdbHUX BIJIOMOCTEH B
(aiin Ha3UBAETHCA KYPHATIOBAHHSIM.

Bigmaguuk 1€ mnporpaMHUi 1HCTPYMEHT, WIO JO3BOJIIE MPOrPAMICTY
crocTepiraTd 3a BHUKOHAHHSM  JIOCHI/DKYBaHOI  IPOrpamH, 3YNHUHITH 1
nepe3anycKaTd ii, MPOraHsATH B YIOBLIBHEHOMY TEMIIi, 3MiHIOBAaTH 3HAYCHHS B
1aM’sTi 1 HaBiTh, B ICSIKMX BUIIAJKaX, IOBEPTATH HA3a 110 Yacy.

Takox KOpPHUCHHUMH 1HCTPYMEHTaMM B pyKaxX [Mporpamicta MOXYTb
BUSIBUTHUCS:

— Tpo(UTIOBATPHUKA — JIO3BOJISATh BU3HAUNUTH, CKUTBKH YaCy BUKOHYETHCS

Ta YW 1HINA JUISHKA KOAy. AHalli3 MOKPUTTS J03BOJISIE BUSIBUTU JUISHKU

KOAy, 10 € HCBUKOHYBAaHHUMMU,



— API norrepu 103BOJISAIOTH BIACTEKUTH B3aeMOJIiI0 mporpamu 1 Windows
API 3a nonmomororo 3anucy nosigomiacHb Windows y Jior;

— nu3aceMOnepu  JIO3BOJISIIOTH ~ TOAMBHTHUCA ~ aceMOJEpHHUU  KOJ
BUKOHYBaHOTO (haiiiy;

— cHipdepu 10NOMOKYTh BIICTEKUTH MepexeBUN Tpadik, 0 FreHEePY€EThCS
IPOrpamoro;

— cHipdepu anapatHuX 1HTEp(PEHCIB AO3BOJAIOTH MOOAYUTH JIaHi, SKUMU
OOMIHIOIOTBCSI CUCTEMA 1 IPUCTPIi;

— CIIMCOK CHUCTEMH.

Buxopucranns MOB mporpamMyBaHHS BHCOKOTO PIBHS 3a3BHYail CIPOIIYy€E
HaJIaroJIPKeHHSI, SIKIIO TaKli MOBU MICTSTh, HANPUKIIAJ, 3acO0U 0OpOOKH BUHSTKIB,
CWJIBHO TTOJIETIIYIOTh TIONIYK JDKepesia IpoOIeMH.

VY nporpamMmHOMY KOJi MOXe OyTH Tak 3BaHa HEIOKYMEHTOBaHA MOBEJIHKA —
CEpHO3HI MOMWIIKH, SIKI HE BHSBISIOTHCS MPU HOPMAJIBHOMY XOJiI BHUKOHAHHS
mporpaMu, NIpPOTE€ BeJIbMH HeOe3reuHi i Oe3nmeKku BCle€i CUCTeMH B pasi
IJIeCTIPSIMOBAHOI aTaku. B 1aHoMy BHUIIaKy 3aBJIaHHs HAJIArOIKEHHS Ie:

— BUSBIICHHS HEIOKYMEHTOBAHOI MOBEIIHKN CUCTEMU;

~ YCYHEHHS HEeOEe3MEeUHOTO KoY.

Buniasrors Takli METOAM BIUTAIKU:

— CTaTWYHMHA aHami3 KOAy — Ha Ml (a3l mporpama-ckaHep INIyKae
MOCTIAOBHOCTI 'y TOYAaTKOBOMY TEKCTi, BIAMOBIAHI HeOe3NeYHUM
BUKJIMKaM (YHKLIN 1 T. 1. DaKTUYHO W€ CKaHYyBaHHS BUXIJHOTO TEKCTY
porpaMM Ha OCHOBI CIeliadbHOl 0a3u TIpaBWJI, SKa MICTUTb OIKC
HeOe3NeYHMX 3pa3KiB KoY.

— (a33iHr — 1me mpolec Mojayi Ha BXiJg NporpamMyd BHIAAKOBHX abo
HEKOPEKTHHUX JaHUX 1 aHaJI3 peakilii mporpamMu.

— reverse engineering (3BOpOTHA 1HXEHEP1s) — UEH BUMAJI0K BUHUKAE, KOJIU
HE3aJeKHI JOCHIAHUKH IIYKalOTh Ypa3dUBOCTI 1 HEAOKYMEHTOBaHI

MO>KJIMBOCTI MIPOTpamMu.



Bizyanpanit koactpykrop popm (GTK#) GTK+ (Big The GIMP ToolKit) —
KpocmuiatropmMoBuil Hallp IHCTPYMEHTIB JJisi CTBOpPEHHs rpadiuyHuX iHTEepdenciB
KopucTtyBada. Pazom 13 Qt € OHMM 13 HAMMOMYJSIPHIIIKUX 1HCTPYMEHTIB It X
Window System.

Jlo ckiiamy TyjKiTa BXOJAWTH MMOBHUM HAOlp BIAXKETIB, 110 JO3BOJSIOTH BUKO-
puctoByBati GTK+ g npoektiB pi3Horo piBHs 1 po3mipy. GTK+ crneuiansHo
CIPOCKTOBAHMMA A MATPUMKH He Tutbku C/C++, ane W iHIIUX MOB MpOrpamy-
BaHHs, Takux sk Perl 1 Python, mo B moegHaHHI 3 BUKOPUCTAHHSM Bi3yaJIbHOTO
OyniBauka intepdericy Glade 103BoJisI€ ICTOTHO CIIPOCTUTH PO3POOKY 1 CKOPOTHUTH
yac HanucaHHs rpadiunux iHtepdericiB. Opranizamis BuBogy B GTK+ abcrparo-
BaHa BiJ TUIy BIKOHHHUX CHUCTEM, HAIIPUKJIAJ, MOCTABIAETbCA OEKEH, 1110 3a0e3me-
qy€e MOKJIUBICTh POOOTH MOBEPX AuCIUICHHOTO cepBepa Wayland, a Takox OexeH,
KOTpUU J03BOJIsI€ 3AilicHIOBaTH BUBeNeHHs 0i6mioreku GTK+ y BikHI BeO-
Opayzepa (3amyctuBimim GTK-gomarok Ha OJHIM MaiivHi, MOXHa BIJIKPUTH
Opay3ep Ha 1HIIH MaIlMHI 1 OTPUMATH JIOCTYT J0 1HTEpQEHCy IIi€l porpaMm).

[lepeBaru cepenoBuia po3podokn MonoDevelop y 301abII€HHT TPOTYKTHB-
HOCTI1, HOBOI BIpTyaJIbHOI Mamili pecypciB JJIs MPUBEICHHS MPOEKTIB Y MOPSIOK 1
nigTpumin apxisaiii MonoTouch i MonoMac nipoexTtiB. Cepell iHIIMX TIepeBar Ba-
pPTO BIJ3HAYUTHU MOJIMUIEHY MIATPUMKY CHUCTEM KOHTPOJIO Bepciil, (ppeiMBOpPKIB
ASP.NETMVC2 i MVC3, a takox Retina-gucmieiB. Kpim Toro cepenosuiie 3a-

Oe3medeHe OibII HAMIMHOKO CHCTEMOO posropranns Android-momarkis [25]V.

Y [25] MonoDevelop — MonoDevelop — qwertyu.wiki. URL: https://ru.qwertyu.wiki/
wiki/MonoDevelop (nara 3Bepuenns 9.12.2019).



3 PO3POBKA ITPOBUX MEXAHIK

VY rpi Dino’s Adventures po3po6iieHo 0e3mid pi3HUX ITPOBUX MEXaHIK, IO
MOJISATAIOTh y MOBEAIHII NEPCOHAXIB Ta IrPOBUX 00’ €KTIB. 32 OyAb-IKYy MOBEIIHKY
00’€KTIB BIAMOBIAAIOTH IUISHKU MPOTPAMHOTO KOy Yy ckpumrtax. [loBemiHkoro
00’€KTIB MOK€ OyTH iX PyX, B3a€MOJIs 3 THITUMU 00’ €KTaMu, B3aEMOJIS 3 TPaBIEM

1T. 1H.

3.1 Onuc nepecyBaHHs

Oynkmis  Physics2D.OverlapCircle nepeBipse  Miciie  po3TairyBaHHS
TOJIOBHOTO TiepcoHaka Tpu. DyHKINS 3MIHIOE 3HAYCHHS, SKIIO TMEPCOHAK

3HAXOJUTHCS Ha 3eMJ1i a00 B MOBITPI:

grounded=Physics2D.OverlapCircle (groundCheck.position, groundRadius,
whatlsGround);

®yukuiss  Rigidbody2D.AddForce BukopucTOBYeTbCS ISl 3aBAAHHS
IMITYJIbCY pyXy 00’€KTy, a caMe JI0a€ KPYTHU MOMEHT A0 (izuuHoro tuia. Cuna
NpU-KIaJ1a€ThCsl  O€3MepepBHO B3J0BXK HAINPSIMKY BEKTOpa CWIHM. 3aBIaHHS

pexumy ForceMode n03Bosisie 3MIHUTH THUIl CHJIM Ha TIPUCKOPEHHS, IMITYJIbC a0



3MiHy mBuUaKoCTi. Crila Moke OyTH 3aCTOCOBaHa TUTHKU JIO aKTUBHOTO TBEPOTO

tina. Sxmo GameObject HeaktuBuuid, AddForce ne gie. [Tpuknan:

GetComponent <Rigidbody2D> (). AddForce (new Vector2 (Of, jumpForce));

Oynukiis GetComponent 3HaxoauTh eneMeHT min iMm’siM Rigidbody2D 'y
00’€KTa, 10 SKOTO MPUB’SI3aHUM CKPUNT 1 3MiHIO€ 3HaYeHHs (yHkiii AddForce.
3a ponomorow ¢yskiili Rigidbody2D. velocity mMokHa 3amaBatu BEKTOP

IIIBUJIKOCT1 TBEPAOTO Tija:

GetComponent<Rigidbody2D>().velocity = new Vector2 (move * maxSpeed * 2f,
GetComponent<Rigidbody2D>().velocity.y);

Komnonent Transform BuszHawae Position (momoxkenHs), Rotation
(oOeprannsi), 1 Scale (MacmrTa®) KOXHOTO 00°€KTa B CIEHI. Y KOXHOTO

GameObject’a € Transform (puc. 4).

¥ .~ Transform @ £, |
Position X -3.539483 | ¥ |-0.403628 | £ |0.5715332
Rotation X 0 ¥ O £10
Scale X1 ¥l 2|1

Pucynok 4 — Kommnonent Transform

BnactuBocti komnoneHnTa Transform:

— Position: ITonoxennst Transform B koopaunatax X, Y, 1 Z.

— Rotation: O6epranns Transform nHaBkosno oceit X, Y, 1 Z, BUMIPIOETHCS B
rpajaycax.

— Scale: Macmtab Transform’a y3moBxk oceét X, Y, 1 Z. 3naueHus "1"
O3Ha4Ya€ OpPUTIHAJIBHUN po3Mmip (po3mip, 3 SKUM OyB IMIIOPTOBAHMA

00’€KT).



3HaYeHHS TOJIOXKEHHS, o0epTaHHs 1 MacmTady Transform’a BHMIpIOIOTHCS
moJi0 oro 6arpka. Skmo y Transform’a Hemae 6atbka, TOJI BCl Il BJACTUBOCTI
BUMIPIOIOTHCS B CBITOBOMY IIPOCTOPI.

[Tpuxnan:

Vector3 theScale = transform.localScale;

YactuHa KOAy, IO BIANOBIJA€ 32 MEPEBIPKY 3HAXOJKEHHS TOJIOBHOIO

MEPCOHAXKA TPU HA 3€MJII 1 3a/1a€ CUITy CTPUOKA:

if (col.gameObject.name == "best" || col.gameObject.name == "ground" ||
col.gameObject.name == "ground2" || col.gameObject.name == "kol" ||
col.gameObject.name == "tel" || col.gameObject.name == "GameObject") {
jumpForce = 930f;}
®dyHKLis, 110 BIJAMOBIJIAE 32 CTPUOOK:

public void Jump(bool isJump)
{
isdump = groundCheck;
if (groundCheck)

{
GetComponent<Rigidbody2D> ().AddForce (new Vector2

(Of, jumpForce));
jumpForce=0;

dyHKI1is, 1110 BIAMOBIAA€E 32 IEPECyBaHHS O 3€MJII:

public void Move(int move1)

{

move = move1;
GetComponent<Rigidbody2D>().velocity = new Vector2 (move1 *
maxSpeed, GetComponent<Rigidbody2D>().velocity.y);

}



3.2 Onuc B3aeMoii 00’ €¢KTIiB MiK c00010

@Oynukris OnCollisionEnter2D  BigmoBizae 3a 3ITKHEHHS 00 €KTIB MIiX
cobor. Ils ¢dyHKIis crpanboBye y pasi, SKIIO KOJUIAWIEep OIHOro 00’ €KTy
CTUKAETHCS 3 KOJIAAEpOM 1HIIOro 00’ €KTy ab0 mepeTuHaE Horo.

Komnaiinep — 1me KOMIIOHEHT 00’ €KTY, 110 HE BiTOOpaxaeTbes, SKUA CKIIaae
(G13M4HY TPUCYTHICTH MO BIIHOUMIEHHIO JI0 1HIIMX KOJUlaiaepiB, TOOTO, Tija, IIO
MaroTh KOJUTAWJEPH, B3aEMOIIOTh MK co0o0t0 (piznuHo. Hanpuknan, nepcoHax He
MOJKE MPOUTH Kpi3b CTiHY. SKIIO Ha cTiHaX He OyJe Koyulaijaepa, TO MOKHA
MPOHUKATH Kpi13b Mojelb. Komnaiinepu O0yBaroTh pi3Hi 3a popmoro. bazosi 1ie: kyO,

cdepa, Kancyia.
YactuHa Koy, 110 BIANOBIAAE 3@ B3AEMOJIIIO KOJUIAIepiB:

void OnCollisionEnter2D(Collision2D col){

if (col.gameObject.name == "out")

out1 = true;

if (col.gameObject.name == "best" || col.gameObject.name == "ground" ||
col.gameObject.name == "ground2" || col.gameObject.name == "kol" ||
col.gameObject.name == "tel" || col.gameObject.name == "GameObject") {

jumpForce = 930f;

}
}

Takoxx Kommaiiiepu MOXKYTh TMEpeTHHATUCS 13 TpurepamMu. DyHKIIiS
OnTriggerEnter BUKIMKAaeTbCA, KOJM KoJulaiep BXOAUTh Yy Tpurep. DyHKIIA
OnTriggerEnter Buxnukaetncsi, koau Collider other Buxomuts 13 Tpurepa. Kog,
AKUM OyJie po3MillleHnit B IMX QyHKIISAX, Oy/ie BUKOHAHUI OJIUH pa3.

[Tpuknan xomy, sSIKAW BIAMOBIIA€ 32 IEPETUH KOJUIAKEpa 3 TPUTEPOM:

void OnTriggerEnter2D (Collider2D col){
if (col.gameObject.name == "star") {
score++;
for_star_trig = true;



if (col.gameObject.name == "dead") {
for_hp.dino_hp --;
for_dead_trig = true;

Jlist B3aeMogii 13 rpaBUEM ICHYIOTh (DYHKIII, 10 3YUTYIOTh HATHUCKaHHS
KJaBim kinaBiatypu 1 mui. Oynkuis Input.GetKey 6yne noBTopHo nmoBeprartu true
MOKM KOPUCTYBay yTpUMY€E 3a3HauyeHy Kiasimly. [{e Mo)kHa BUKOPUCTOBYBATH IS
OaraTropa3oBoro 3amycky meBHHX i 1 Qyskid. @yskiis Input.GetKeyDown
OyJie crpalbOBYBaTH TUIBKM OJWH pa3 NMPH HATHUCKAaHHI 3a3HadeHOi kiasimm. Lle
kimouoBa BiaMiHHICTE MK Input.GetKey 1 Input.GetKeyDown. Opnum 13
NpUKIaAiB il BUKOPUCTaHHS € BKIIOYCHHS NPU3HAYCHOTO IS KOPUCTyBada
intepdeiicy. @Dynkuis Input.GetKeyUp — 1e mnoBHa MOpOTUIIEKHICTD
Input.GetKeyDown. BoHa BUKOPUCTOBY€ETbCS IPH BIANYCKY 3a3HAYEHOI KJIaBILIl.
Sk 1 Input.GetKeyDown, BoHa noBepTae true TUIbKH OJIUH Pa3.

[Tpuknan Bukopuctanus ¢pyHkuii Input.GetKey:

if (Input.GetKey(KeyCode.D))
{

move=1;
animator.SetFloat ("Speed", 0);

3.3 Po3poOka 0CHOBHUX CKPHIITIB

3.3.1 Po3podxka ckpunriB aias tummy rpu Catch

brnok cxema moBeninku o0’ekTiB ans tumy rpu Catch mpexacraBnena y
nomatky A.l. Buxoasum 3 OIOK-CXeMH, B TEpIly Yepry MOBHHHI BHITAIKOBUM
YUHOM 3T€HEpYBaTHUCS MO3MULIS Ta TUI 00’ €KTY, KUK OyJe majatu 3BEpXY, MOTIM
BiJIpa3y aKTUBYETHCS TalMep 3BOPOTHHOTO BIIIIKY, IICIS 3aKIHUCHHS SIKOTO Oye

3reHepoBaHO HacTynmHuil 00’ekT. Ilicmsa Toro, sk 00’€KT 3reHepOBaHUM, BIH



3 ABIISIETHCSI 3BEPXY CIICHHU, 32 MEXKAaMH KaMepHu TpaBIlsi, MOTIM 00’ €KT MOYMHAE
IPOrpaBaTH aHIMAIliIO MAJIIHHA 1 TPABEIh MOXKE 3 HUM B3a€EMOJIISATH. SIKIIIO TpaBellb
HE «3JI0BUB» 00’ €KT, TO 00’ €KT, 3ITKHYBIUUCS 13 KOJAIEpOM 3€MJI1, 3HULLYETHCS 31
CIIeHH. SIKII0 K rpaBellb «criiiMaBy» 00’€KT, a came KoJulaigep 00’ €KTy 31TKHYBCS
13 KOJIaiiJIepOM TOJIOBHOTO TMEPCOHAXY TPH, TO, B 3AJIECKHOCTI BiJ TUIY 00’ €KTa,
B1J10yBaIOThCS TaK1 Ail:
— SKII0 00’eKT TUMy Star, TO 10 KUIBKOCTI 3apo0JIeHUX 040K OyJie JojaHa
OJIMHUIIS;
— sAKkmo 00’exkT Tumy Saw a6o Dead, TO 3 KUIBKOCTI JKHUTTIB TOJOBHOIO
MepcoHa)Xa BIIHIMETHCS OJIMHHMIIS;
— skmo 00’ext tumy HP, TO 10 KUJIBKOCTI HUTTIB TOJOBHOIO MEPCOHAXKA
OyJle 1oaHa OTUHUIIA.
Jami OynyTh pO3TJSHYTI CKPUNTH, MPU3HAYEHI YIS peati3alii MeXaHIKH
tuny rpu Catch.
Ckpunt Anim_dead saw mnpuszHaueHuUd A 3amMycKy aHiMmaili oOepTaHHS
NWIKW, a TAaKOX JUISi THMYAacOBOI 3YIWHKH BiJHIMAaHHS J>XUTTIB Yy TOJOBHOTO

MEPCOHAXKY:

public float not_dead_time = 0;
public GameObject saw;
public AnimationClip dead;
/I Use this for initialization
void Start () {
}
// Update is called once per frame
void Update () {
GetComponent<Animation> ().Play (dead.name);
if (not_dead_time > 0) {
not_dead_time -= Time.deltaTime;
} else {
not_dead_time = 0;
saw.tag = "Dead";
}
}
void OnTriggerEnter2D (Collider2D col){
if (col.gameObject.tag == "Dino") {
if(not_dead_time == 0}
not_dead_time = 2;
saw.tag = "Untagged";



Crnouarky orojomytoTbest 3MiHHI not dead time, saw 1 dead. 3miHHa
not dead time BiamoOBiJa€ 3a KIIBKICTh Yacy, MPOTATOM SKOTO Y TOJOBHOTO
nepcoHaxy He Oyjie BiAHIMATHUCS KUTTA. 3MIHHA Saw OyJie MICTUTH B c001 00’ €KT
tuny Saw. 3minHa dead Oyzae MicTUTH B cOO1 aHIMAaIIiF0 00epTaHHS TTHJIKH.

B mepmy yepry npu 3amycky mbOro cCKpumrta Oyjie 3amycKaThcs aHiMarlis
oOepranHs mwikd. 3a jponomoror ¢yHkuii GetComponent <Animation> (),
CKPUNIT OTPUMYE JOCTYyN JO KOMIIOHEHTYy Animation o00’e€kTa, 10 SKOTO BiH
npuB’sizanuil. ynkuiga Play (dead.name) 3anmyckae aHimanito, sika 3HaXOJUThCS Yy
3MmiHHIN dead.

[ToTiM BimOyBaeThCs nepeBipka — ko yac not dead time Ounbie Hix 0, TO
BIH TOYMHAE 3MEHIIyBaTUCA 3a jgomomoror ¢yHkiii Time.deltaTime, ska
BiAMOBiAae 3a yac y rpi. Skmno x gac menmie Hix 0, To 3minHa not_dead time crae
piBHOIO 0, a TakoX OO’€KTYy, SIKM 3HAXOAMTHCS y 3MIHHINA Saw, 3aJa€ThCS TET
"Dead". Ilei Ter BiAmoBigae 3a Te, IO MPHU 3ITKHEHHI T'OJOBHOTO MEPCOHAXKY 3
00’€KTOM, Yy SIKOTO € IIeH TeT, Y TOJIOBHOTO MEPCOHAXY BITHIMAETHCS OJTHE KUTTSL.

®yukuis void OnTriggerEnter2D (Collider2D col) BianmoBizae 3a nepeBipKy
3ITKHEHHSI KoJUlaiiiepa MOTOYHOIO 00’€KTYy 13 KoJaijepamu 1HIIMX 00 €KTIB. Y
sminHy col tumy Collider2D nepenaerbcst 00°€KT, 3 IKUM OyJI0 31ITKHEHHS. Y I
¢dyHK1IT B1IOYyBa€EThCS NEPEBIPKA — SAKIIO 00 €KT, 3 IKUM OyJIO 3ITKHEHHS Ma€ Ter
"Dino", To 3amycKaeThCs 4ac, MPOTATOM SIKOTO Yy TOJIOBHOTO TIEPCOHAXy HE Oyne
BITHIMATUCA KUTTS, a TaKOX OO0’€KTy y 3MIHHIM Saw TPUCBOIOETHCS TET
"Untagged".

Ckpunt Catch win BigmoBifae 3a MepeBIpKY KITBKOCTI HaOpaHUX OYOK,
SKIIO KUIbKICTh HAOpaHUX OYOK JOPIBHIOBAaTUME MEBHOMY 3HAYEHHIO, PIBEHb OyIe

MIPONACHUN:

public int score_win = 20;
public For_catch_game game;



/! Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {
if (game.score >= score_win) {
Application.LoadLevel("DinoEXT");
}

OroomyroTbes /1Bl 3MiHHI — 3MIHHA SCOre_win, 1110 BIJIMOBIJIA€ 32 KIJIBKICTb
OYOK, MOTPIOHUX IJIs HPOXOJKEHHS PIBHIO, Ta 3MIHHAa game THUIy CKpUITa
For_catch game, 3a qonoMororo sikoi MOKHa OTpUMATH 1H(POPMALIIIO PO CKPUIT
For catch game, a Tako>x 3MiHIOBaTH 3HAYEHHS 3MIHHUX IIbOTO CKPHUIITA.

[Ipu 3amycky ckpunta BiIOyBaeThCs MepeBipKa, B SKiid, 3a JIOMOMOTOIO
3MIHHOI game, OTPUMYEThCSI 3HaUEHHS 3MIHHO1 score 3 ckpunTa For catch game,
MICTISt 9YOTO TI€ 3HAYEHHS MOPIBHIOETHCS 31 3HAYCHHSAM 3MIHHOI score win. SIKIo i
3HAYEHHA PIBHI a00 3HAYEHHS 3MIHHOI score OuIblle, TO 3a JOMOMOro (QyHKII
Application.LoadLevel 3a1iicHIO€TBbCSI TIEpPEXi HA CIIEHY NMEPEMOrd B PIBHI Ta Tpa
3aKIHUYETHCS.

Ckpunt Corroz_ground BiANoBiJlae 3a pyWMHYBaHHS 3eMJIl MiJ TOJIOBHUM
MepCOHaKEeM Ha 0JIHOMY 3 piBHIB rpu Catch.

PyiinyBannsa 3emuni BijOyBaeThcs B 3 ertanu. Ha meprmomy ertami 00’€kT
3eMJI1 3aMIHIOETHCS 00’ €KTOM MOTPICKAHOI 3€MJI1, 110 MOIMEPEIKa€e rpaBLs MIpo Te,
o0 If0 JAUIAHKY 3eMJii HeoOXimHo mokuHyTH. Ha gapyromy erami o0 €kt
MOTPICKAHOI 3eMJII 3HUKA€E 3 IrPOBOi KAPTH 1, SIKIIO T'paBellb B L€l 4ac CTOSIB Ha
bOMY 00’€KT1, TO BIH IPOBAJUTHCSA, 1 Ipa 3aKIHYUTHCS, PIBEHb OyJle MPOBaJICHUM.
Ha tperboMy eTarii 06’ €KT 3eMJIi 3HOBY 3’ SIBJIIETHCS Ha KapTi.

JinsHKa KOy, sIka BIATIOBIA€ 3a MEPIINNA eTarl:

if(go_and_ruin == 1){
time+= Time.deltaTime;
if(time >= corroz){
rand_ter = (int)Random.Range (1, 4);
if(rand_ter == 1)corroz_ter1.SetActive(true);
if(rand_ter == 2)corroz_ter2.SetActive(true);



if(rand_ter == 3){corroz_ter1.SetActive(true);
corroz_ter2.SetActive(true);}
time = 0;
go_and_ruin = 2;

Criouatky BiIOyBa€eThCs MepeBipka eTamy. 3MiHHA go and ruin BiAmoBinae
3a HoMmep eramy. Ilicis mepeBipKU 3amyCKaeThCsl 3BOPOTHUM BIIIK J0 MEPEXOaY
Ha HACTYMHUU ertan 3a nponoMoroio ¢pyskiii Time.deltaTime. ITotim BigOyBaeTbCs
HACTYITHA TEpeBipKa — SKIIO Yac BUUIIOB, TO BHIIAJKOBO BHUOMPAETHCS OAHA 3
TproX Aii. Ilepma ais — nmepmmii 00’€KT 3eMJli CTa€ MOTPICKaHUM, Apyra ais —
IpYruii 00’€KT CTae TOTPICKAaHMM, TPeTd Jis — oOuaBa 00’€KTa 3eMJll CTalTh
norpickanumu. OyHkiis corroz_ter2.SetActive(true) BMUKae 00’€KT MOTPICKAaHOT
3emIti, Jie corroz ter2 — 3MiHHA, sKa 30epirae B co0i 00’ekT 3emii. Ilicas mporo
3MiHHa time, Mpu3HaueHa I 30epiraHHs yacy, ckujpaetbcs B 0, a 3MiHHA
go_and ruin cTae piBHOIO 2, IO O3HAYAE MEPEX1J]l Ha HACTYIHUM eTarl.

JlinsgHka Koy, sika BIANOBIJA€E 3a IPYTHid eTam:

if(go_and_ruin == 2){
time+= Time.deltaTime;
if(time >= ruin){
if(rand_ter == 1)ter1.SetActive(false);
if(rand_ter == 2)ter2.SetActive(false);
if(rand_ter == 3){ter1.SetActive(false);
ter2.SetActive(false);}
time = 0;
go_and_ruin = 3;

Ha npoMy erami TakoXX MOYMHAETHCA BIAJIIK 4Yacy JI0 HACTYIHOTO €Tairy.
Komm 3minHa time crae Oinmbie a0o MOpPIBHIOE 3MiHHIM ruin, BiOyBaeThCs
nepeBipka — KU 3 00’ €KTIB 3eMJIl BIIKIIOYATH, a00 BIAKIIOYUTH o0uaBa. [loTim
B1JI0YBA€ETHCS NEPEXI] HA TPETI, 3aBEpIIAJIbHUIN eTall.

JlinsHKa KOy, SIKMUM BIJIIOBIJIA€ 3a TPETIH eTal:



if(go_and_ruin == 3){

time+= Time.deltaTime;

if(time >= empt){
ter1.SetActive(true);
ter2.SetActive(true);
corroz_ter1.SetActive(false);
corroz_ter2.SetActive(false);
time = 0;
go_and_ruin = 1;

Ha TperboMy erami miciisg BIUIIKY 4Yacy BIIOYBA€TbCS BKJIIOYEHHS BCIX
00’ €KTIB 3eMJI1, @ TAKOX BUKIIFOUECHHS 00’ €KTIB MOTpicKaHOoi 3emii (SetActive(true)
— BIJINOBIJIa€ 3a BKJIIOYEHHS irpoBoro o0’ekty, SetActive(false) — BianmoBizae 3a
BUMKHEHHSI irpoBoro 00’ekty). Ilicmsa doro BigOyBaeTbcs Tepexin Haszaa Ha
NEPLINN eTaIl.

Ckpurnr For nice catch BiamoBigae 3a 3MiHY IIBAAKOCTI MAIHAA 00’ €KTIB:
p _ _ y

public float an_sp = 10;
public GameObiject dino;
public AnimationClip obj_anm;
public Animation anm;
void Start () {
dino = GameObject.FindGameObjectWithTag("Dino");
}

void Update () {
anm[obj_anm.name].speed = dino.GetComponent <Speed>().sp;
GetComponent<Animation> ().Play (obj_anm.name);

}
void OnTriggerEnter2D (Collider2D cold){
if (cold.gameObject.name == "Dino") {

Destroy(gameObiject);

}

if (cold.gameObject.name == "trigg") {
Destroy(gameObject);

}

CrBOproroThCcsl Taki 3MiHHI, K dino, B sKid Oyzae 30epiratucs o0’ €KT
TOJIOBHOTO TIEPCOHAXKY, obj anm tuiy AnimationClip, B ikoMy OyJie 3HaXOTUTHUCS

cama aHiMallisl, a TaKOXK anm, B SIKOMY 3HaXOJUThCS KOMIIOHEHT Animation. [Ipu



3amycky Tpu B (yHkimii Start BimOyBaeThCsi NPUB’s3ka 00’€KTYy TOJIOBHOTO
nepcoHaxy no 3MmiHHOI dino 3a momomorow (yskiii GameObject.FindGameOb-
jectWithTag( "Dino"). s ¢yskuis 103BoJisi€ 3MIMCHUTH TONIYK Cepell YCiX
ITpoBUX OO0’€KTIB Ha TOTOYHINA CIeHl 1 3HAWTH OO0 €KT, y SAKOro Ter Oyne
nopiBaioBatd "Dino". Ha Binminy Big ¢ynkuii GameObject.FindGameOb-
jectsWithTag, sika 3HaXOauTh ycCi IrpOBI O0’€KTU 3 TMEBHUM TErOM 1 MOXKE
NOMICTUTH iX y MacuB, pyHkiiss GameObject.FindGameObjectWithTag 3naxoauth
nepuri irpoBui 00’€KT y CIUCKY 1 moMimae Woro B 3mMiHHy Tuny GameObject.
[Totim B dynkmii Update BuOMpaeThcss KOMIOHEHT Animation 3 aHIMAIi€ro, sKa
3HAXOJMTHCS y 3MIHHIA Obj anm, micig yoro 3a gomnomoror ¢yHkuii dino.Get-
Component<Speed>().sp BUXOAUTH 3MIHHA SP, KA 3HAXOAUTHCSA B CKpUMNTi Speed,
KWW TIPUETHAHUNA 0 TOJIOBHOTO MEPCOHAXY, 1 MIBUAKICTh aHIMAIlli cTa€ PiBHOIO
3HA4YEHHIO 3MIHHOI SP.

Psanok xomy GetComponent<Animation>().Play(obj anm.name) BiamoBinae
3a 3aIlyCK aHIMallii maaiHHs.

Y  dyukaii  voidOnTriggerEnter2D(Collider2Dcold) BinOyBaroThcs  ABI
MEPEBIPKU — SKIIO MAJAF0YNil 00’ €KT CTUKAETHCS 3 TOJIOBHUM TMEPCOHAXKEM a0o 3
3emiieto. B 000x Bumagkax o0’ €KT 3HUIYEThCS. 3a 3HUILIECHHS 00’ €KTY BiIIOBIIAE
¢dyukiis Destroy (gameObject), sika 3HuUIIy€e 00’ €KT, A0 SIKOTO MPUB’ I3aHUMN JaHUN
CKPHIIT.

Ckpunrt For_nice dead Bianmosiznae 3a moBopot 00’exty dead:

void Start () {
gameObject.transform.rotation = Quaternion.Euler (0, 0, 180);
}

[Ipm crapTi ckpunTa BU3HAYAETHCS MMOTOYHUN TIOBOPOT €JIEMEHTa 3a
nonomororo ¢GyHkiii gameObject.transform.rotation. 3a gomomoror ¢GyHKIIT
Quaternion.Euler(0, 0, 180) enemenT nosepraerbest Ha 180 rpaaycis.

Ckpunt Ghost Bianosigae 3a nopeAiHKy 00’ ekTiB Ghost Ha JESKUX PIBHAX

rpu Catch:



public float not_dead_time = 0;
public HP hp;
/I Use this for initialization
void Start () {
}
/I Update is called once per frame
void Update () {
if (not_dead_time > 0) {
not_dead_time -= Time.deltaTime;
} else {
not_dead_time = 0;
}
}

void OnTriggerEnter2D (Collider2D col){
if (col.gameObject.tag == "Dino") {
if(not_dead_time == 0)
hp.dino_hp --;
not_dead_time = 2;

3minHa not dead time BiAMOBiAa€e 3a KUIBKICTh Yacy, MPOTSATOM SIKOTO
TOJIOBHUM IMEpCOHaXX He OyJie BTpayaTH *KUTTs, a 3MiHHa hp tuny HP mictuth B
co61 mani ckpunra HP. Skmo 06’exkt Ghost ctukaeTrbcs 3 00’€KTOM TOJIOBHOTO
MEPCOHAXKY, TO 32 JOTIOMOT0I0 3MiHHOT hp 3MmiHIO€ThCs 3MiHHA dino _hp B ckpurti
HP, sxa BiamoBigae 3a KUIbKICTb JKUTTIB TOJIOBHOTO NepcoHaxy. Ilicist orpumanHs
IIKOJM TOJIOBHUM TIepcOHaxkeM, 00’exkT (Ghost He MoOKe 3aBmaBaTH IIKOIU
MPOTATOM JIBOX CEKYH]I I'POBOTO 4acy.

Ckpunrt ghost on npusHaueHuil a1 akTUBYBaHHS 00’ekTiB Tuiy Ghost

ITICJIST [IEBHOTO qacy:

public float spawn = 0;
public GameObject ghost;
void Start () {
ghost.SetActive(false);
}

// Update is called once per frame
void Update () {
if (spawn >= 2) {
ghost.SetActive (true);
} else {



spawn += Time.deltaTime;

3MiHHa Spawn BiAnoBijae 3a 4yac, micas sikoro o0’exkt Ghost crane
akTUBHHUM. 3MiHHA ghost Oyze MicTuTH B co01 caM 00’ ekt Ghost.

Ha mouatky ckpunrta 00’ ekt Ghost Bigkimtouenuii. Bkiatouaerbcs Talimep, 1mo
3aBEPIIEHHIO IBOX CEKYH]I iIrpoBoro dacy 00’exT Ghost BKIIOUa€ThCA.

06’ extn Ghost mpoTsAToM ycCi€l Tpy 3HUKAIOTH 1 3’ IBISIOTHCS. JlaHui CKpUIT
OyB CTBOpeHUH Jy1st TOro, o0 pi3H1 00’ ekt Ghost 3HMKaNM 1 3’ ABJISUTUCS B pI3HUMN
qac.

Ckpunt Go_catch oaun 3 HaiBaxuBimmx ckpuntie rpu Catch. Bin
BIJINIOBIJIA€ 32 MOSABY MaJalouux irpoBux o0’ekTiB. Bubip Tumy i mo3uiii o0’ eKkTy

O6I/Ipa€TLCH BHUITAAKOBO:

void Update () {
if (numb_obj==1)

{
child = Instantiate(str, new Vector3 (pos.transform.posi-
tion.x, pos.transform.position.y, pos.transform.position.z), Quaternion.identity) as
GameObject;

}
if (numb_obj == 2)
{
child = Instantiate(ship, new Vector3 (pos.transform.posi-

tion.x, pos.transform.position.y, pos.transform.position.z), Quaternion.identity) as
GameObject;

}
if (numb_obj == 3)
{
child = Instantiate(saw, new Vector3 (pos.transform.posi-

tion.x, pos.transform.position.y, pos.transform.position.z), Quaternion.identity) as
GameObject;

}
if (numb_obj == 4)
{
child = Instantiate(hp, new Vector3 (pos.transform.posi-

tion.x, pos.transform.position.y, pos.transform.position.z), Quaternion.identity) as
GameObject;

}
if (numb_obj !=0) {
child.transform.SetParent (pos.transform);



child.GetComponent<For_nice_catch> ().an_sp =
anim_speed;}
numb_obj = 0;}

CrioyaTky BU3HAYa€TbCAd TUN OO €KTY, SIKUA BU3HAYA€ IHIIUN CKPUIT 1]
Ha3Bowo Obj random. [loTiM cTBOprOETHCS cam 00’ €KT 3a JonoMororw QyHkIi In-
stantiate. ®ynkuis Instantiate Bkiouae 10 cebe Tpu mnapamerpu. [leprmii
napameTp — Ie caMm 00’€KT, SKHil MOTpiOHO MomaTu Ha IrpoBy Kapty. Jpyrwii
napamMeTp — 1€ TO3Uullis 00’€KTy, sKa 3aJa€TbCcsl 3a JIOMOMOrow (yHKIIT
newVector3 i3 KOOpAMHATAMH X, Y, Z. B 1aHOMy cKpunTi OepyThCsi KOOPAUHATH
MOTOYHOTO O00’€KTY, 70 SIKOTO TPHUB’S3aHUM CKPUNT 3a JOMOMOTOr0 (DyHKIIIT
pos.transform.position. TpeTiit mapameTp BIAMOBIIAE 3a TOBOPOT 00’ €KTY, (PYHKITIS
Quaternion.identity 103BOJIsIE BCTAHOBUTHU MOBOPOT 00’ €KTY TaKUM, SIKMM BIH € B
camoMy o00’ekti. Ilicist cTBopeHHS 00’€KTy HOMY MPHUCBOIOETHCS OAaThbKIBCHKUH
o0’ext 3a nonomororo ¢yHkuii child.transform.SetParent(pos.transform). Ile
3po0JIeHO NI TOro, MO0 KOKEH 00’€KT MpOrpaBaB aHIMAIlIO 3 Ti€i MO3UIli, Ha
axii BiH 3’ siBUBCs. Child.GetComponent <For nice catch> () .an_sp = anim_speed
3a/1a€ KOKHOMY OO’€KTy, SIKMM 3’SIBUBCS, IIBUJKICTh aHiMallli, sika BU3HA4YeHa
3MiHHOO anim_speed.

Cxpunt HP BignoBizae 3a KUTIbKICTh )KUTTIB TOJIOBHOTO MPECOHAXKY:

void Update () {

if (dino_hp > 3) dino_hp = 3;

if (dino_hp < 3) {
hp3.SetActive(false);

} else hp3.SetActive(true);

if (dino_hp <2){
hp2.SetActive(false);

} else hp2.SetActive(true);

if (dino_hp < 1){
hp1.SetActive(false);

} else hp1.SetActive(true);

if (dino_hp <0){
Application.LoadLevel("DinoDead");

}



3minHa dino_hp 36epirae y cobi KUIbKICTh JKUTTIB TOJOBHOTO MEPCOHAXKY.
[lepmra nmepeBipka B CKpUNTI MOTPiOHA ISl TOTO, MO0 KUIBKICTh KUTTIB HE Oyia
OUIBIIOI0, HIK TPHU. SKIIO KUIBKICTh HUTTIB JOPIBHIOE JIBOM, TO 33 JOMOMOIOO
¢bynkmii SetActive (false) BimkitouaeTscs 00’ €KT, SIKMU BiAOOpaXkae mepiine 04YKO
KUTTA. SIKIIO KITBKICTh KUTTIB JIOPIBHIOE OJIHOMY, BIIKJIFOYAETHCA JIPyre OYKO,
AKIIO KUIBKICTh KHUTTIB JIOPIBHIOE HYJIIO — BIAKIIOUaeThes Tpete. Ilicimsa Toro sik
3sminHa dino hp crae meHIe HyJs, BiIOyBa€eTbCs MEPEXiJl Ha CIEHY Mporpamry i
rpa 3aBEepIIyETHCS.

Ckpunt Obj_random napyruii 3a BakiauBicTIO cKkpunT juist Tpu Catch, BiH
BIJIMTOB1/Ia€ 32 BUMAJKOBE BU3HAYEHHS THUITY MaAar0uoro o0’€KTy, a TaKOX 3a HOoro
BUMAJKOBY MO3HUIIIIO HA ITPOBI KapTi.

[Iepura yactuHa ckpurmnra:

rand_wall = (int)fRandom.Range (1, 101);
if(rand_wall <= 20 && wall_stop == 0){
rand_obj = (int)Random.Range (1, 8);
if(rand_obj == 1){str1.numb_obj = 1;} else{str1.numb_obj =

%) if(rand_obj == 2){str2.numb_obj = 1;} else{str2.numb_obj =
%) if(rand_obj == 3){str3.numb_obj = 1;} else{str3.numb_obj =
%) if(rand_obj == 4){str4.numb_obj = 1;} else{str4.numb_obj =
%) if(rand_obj == 5){str5.numb_obj = 1;} else{str5.numb_obj =
%) if(rand_obj == 6){str6.numb_obj = 1;} else{str6.numb_obj =
zi if(rand_obj == 7){str7.numb_obj = 1;} else{str7.numb_obj =

wall_stop = 3;}

3minHa rand wall BizmoBiae 3a MaHC MOSIBU «CTIHHMY 3 MaJIal0uuX 00’ €KTIB.
[Tin «cTiHOIO» MaEeThCA HA yBasi, MO 3 YCIX MO3MIN 3 SIBIATHCS 00’€KTH Saw, 1
JIWILIE 3 OXHIET TO3uIi 3’ IBUTHCA 00’ €KT Star.

VY 3miany rand wall 3a pgomomororo ¢yukmii (int)Random.Range(1, 101)
3aMMCY€ThCA BUNIAAKOBE LTouKcenbHe 3HaueHHs B 1 1o 100. lam BigOyBaeTbes

nepeBipka — skmo y 3MmiHHIA rand wall Oyzae gucno Big 1 mo 20 (3 WMOBIpHICTIO



20%), 1 sxmo 3minHa wall stop Oyne mopiBHIOBaTH Hymio (3miHHa wall stop
BIJINOBIIa€ 3a 4Yac, MPOTATOM SKOrO TAaiHHS HACTymHUX 00’€KTiB OyJe
MPU3YIIUHEHO), TO «CTIHA» 3 SIBUTHCA HA 1IrpoBid KapTi. I1icas nmepeBipku B 3MIHHY
rand_obj 3amucyerbcs Bumajakose uyucio Bix 1 go 8. Llg 3miHHa BiamoBigae 3a
HOMEp MO3uIIii, Ha sKiH 3 sIBUTbCs 00’ekT Star. HacTyrnHi yMOBH BiANOBIIAIOTH 3a
MEepEeBIPKY KOXKHOI MO3MIIIT 1 BUBHAYAIOTh — 3’ SIBUTHCA Ha LIH MO3uLii 00’ekT Star
g 00’ekT Saw. 3MiHHI strl — str7 30epiraioTh y co01 KOOPAMHATH MOKIIMBHUX
MO3HUIIIH.

Jpyra yactuHa ckpunra:

else{

rand_pos = (int)Random.Range (1, 8);

if(rand_pos == 1) {str1.numb_obj = (int)Random.Range (1, obj_count);}
if(rand_pos == 2) {str2.numb_obj = (int)Random.Range (1, obj_count);}
if(rand_pos == 3) {str3.numb_obj = (int)Random.Range (1, obj_count);}
if(rand_pos == 4) {str4.numb_obj = (int)Random.Range (1, obj_count);}
if(rand_pos == 5) {str5.numb_obj = (int)Random.Range (1, obj_count);}
if(rand_pos == 6) {str6.numb_obj = (int)Random.Range (1, obj_count);}
if(rand_pos == 7) {str7.numb_obj = (int)Random.Range (1, obj_count);}

.~ N~~~

Y
if(wall_stop > 0)}{wall_stop--;}
rand_time = 0O;

[{s yacTrHA CKpUNTa BUKOHYETHCS B TOMY BUIIAJKY, SKIIO 3MiHHA rand wall
MICTUTh y €001 yucio Ouibmie 20. MinnuBa rand pos BIAMOBITAE 3a TMO3UIIIIO
MOSIBU OJMHOYHOIO OO’€KTy, B HEl 3alMCY€ThbCS BUIIAAKOBE uMciio Bix 1 mo 8.
IToTimM Ha oOpaHil Mo3ullli 3’ SIBISETHCS BUMAAKOBUM 00’€kT. MiHnmBa obj count
30epirae y co0i KUJTbKICTh THITIB 00’ €KTIB.

Ckpunt Saw_all catch BiamoBiznae 3a BUNIAJKOBY IMOSIBY 00’ €KTIB Ha PiBHI

rpu Catch, B sKoMy 3BepXy 3aBXK/I1 NAJAI0Th «CTIHN»:

if (rand_time >= 1)

{
if(rand_obj == 1){str1.numb_obj = 1;}  else{str1.numb_obj = 3;}
if(rand_obj == 2){str2.numb_obj = 1;}  else{str2.numb_obj = 3;}
if(rand_obj =

) 13}

) 13}

H{str3.numb_obj =1;} else{str3.numb_obj = 3;}
if(rand_obj == 4){str4 numb_obj=1;} else{str4.numb_obj = 3;}
if(rand_obj == 5){str6.numb_obj = 1;}  else{str6.numb_obj = 3;}



if(rand_obj == 6){str6.numb_obj = 1;}  else{str6.numb_obj = 3;}
if(rand_obj == 7){str7.numb_obj = 1;}  else{str7.numb_obj = 3;}
if(rand_obj == 1){

rand_obj ++;
}else if(rand_obj == 7){
rand_obj --;
lelse{
rand_plus_min = (int)Random.Range (1, 3);
if(rand_plus_min == 1)rand_obj ++;
if(rand_plus_min == 2)rand_obj --;
}
rand_time = 0;
}

Y nepmiéi yacTuH1 cKpunrta, Tak camo sk 1 B ckpunrti Obj random,
BU3HAYAETHCI OJHA IIO3MINA IS 00’ekTa Star, a Ha BCIX IHIIUX ITO3UIISIX
3’aBisiAThesi  00’ekt  Saw. IloTiM BinOyBaeThCs KUIbKAa MEPEBIPOK, SIKI
BIIMOBIAAIOTh 3a T€, MO0 y KOXXHIM HACTYIHIM «CTiHI» To3uIis 00’ekTy Star
BIJIpI3HSJIACSA HA OJWHUINO. TaKuM YUHOM, SKIIO 00’€KT Star Ha MepIIii MO3HIIii,
HOro mo3uisi B HACTYIHIN «CTiHI» OyJe Ha OJAMHMIO OuIbIlIe, SIKIIO0 00’€KT Star
Ha OCTaHH1M MO3MIIi1, Ha HACTYMHIHN «CTiH1» Mo3ullis Oyae Ha oauHuUIo MeHe. Le
3po0JieHO Il TOro, 1mo0 HOMep Mo3ullii o0’ekTa Star HEe BUXOJMB 3a MEXI
KUIBKOCT1 ICHYIOUMX NO3MLIM. SKio X 00’ekT Star Ha IHIIUX MHO3ULISAX, TO
BUITQIKOBUM YHMHOM OOYHMCIIIOETHCS, YU Oyjie MOro IMO3WINSA y HACTYIHIN «CTIHI»
OurbIIe a00 MEHIIIE HA OJUHULIIO.

Ckpunt Speed BiamoBigae 3a 30UTbIICHHS IIBUIAKOCTI TMAIiHHSI 00’ €KTIB

yepes eIKui IrpoBUii Yac:

void Update () {
if(stop_sp){
if(time_to_speed >= 10) sp = 1.5f;
if(sp '= 10) time_to_speed += Time.deltaTime;

}

[To 3akinuenHio 10 cexyHja irpoBoro 4vacy, 3MiHHa Sp, SiKka BIJIOBIAAa€ 3a

IIBUJIKICTh, CTaHE piBHOMO 1.5.



3.3.2 Po3poOka ckpunris 1Jis Ty rpu Run

biok cxema mnoBemiHku OO0’€kTiB i TUny rpu Run npencraBieHa y
nonatky A.2. Buxomsuum 3 OJOK-CXeMH, B TEPIITy HYEpry BHUIAIKOBUM YHHOM
TeHEepYEThCS TO3MUIsL Ta TUIl 00 €KTY, SIKUUA OyJe pyXaTucs 3JiBa Ha TOJOBHOTO
nepcoHaxa rpu. Ko 00 €KT B3ITKHEThCS 13 TOJOBHUM IMEPCOHAXKEM, TO
Bi10yBa€eThbcs a00 BiIOpaHHS OJHOTO KHUTTA y TpaBIlsd, a00 30UIbIICHHS KIJIbKOCTI
04YoK. SIKIIO X 00’€KT BUXOJWUTH 3a MEXI KaMEpH TpaBllsi, 00 €KT 3HHIIYETHCS.
["onoBHMIT IEpCOHAXK MOKE SIK MEPecTpUOyBaTH 00’ €EKTH, TaK 1 yXUJISTUCS BiJl HUX.

Jami OyayThb pO3IIISIHYTI CKPWIITH, MPU3HAYEH1 IS pealizailii MexaHIKd
Try rpu Run.

Ckpunt Axe rotate mpu3HadeHUI sl 3MIHH KyTa MOBOPOTY 00’€KTy Axe,
SKUH MOXE 3 SIBUTHCS BHUIIQJKOBUM YHMHOM Ha OgHOMY 3 piBHIB rpm Run. Kyt

MOBOPOTY MOXHa y Oy/Ib-IKUH Yac 3MIHUTHU 3a JonoMororo iHcnekropa Unity3D:

public float rt = -180f;
I/ 'Use this for initialization
void Start () {
transform.Rotate (new Vector3 (0Of, Of, rt));}

[Tpu 3amycky ckpumnrta 00’ €KT OyJie MOBEPHYTUN Ha KUIBKICTh IpaaycCiB, siKa
3alaHa y 3MiHHIA r1t. 3a 3aMoBuYyBaHHSIM 00’ekT Oyjae moBepraTucs Ha -180
rpajaycis.

Ckpunt Go_dead BinmoBizae 3a nepecyBaHHA OO0 €KTIB ClpaBa HaJIIBO Ha

ITpOBUI KapTi:

void Update () {

transform.Translate(Vector3.left * Time.deltaTime * speed);
if (transform.position.x <= -66) {

Destroy(gameObject);

}
}

[Ipyn KOXXHOMY 3aIlyCKy CKpuNTa OO €KT, MO SKOrO NPHB’SI3aHUNA JTaHUM

cKkpunt, OyJie 3MIHIOBAaTH TOJIOKEHHs 110 ocl X. 3a 3MiHy KOOpAWHAT BiAMOBIIAE



¢dbyukiis transform.Translate. ®ynkmis Vector3d.left no3Bonsie 3miHIOBaTH
3HaueHHd ocli X Ta 3MEHIIyBaTH Horo. 3a MIBUIKICTH IMEpEMIlIEHHs 00’ €KTy
BiAnoBigae 3MiHHa speed. [licisa KoKHOTO mepeMileHHsI BII0YBA€ThCS EPEBIPKA —
SKIO0 3HAYCHHS 10 oci X 00’ekra cTae Ounblne abo JOpiBHIOE -66 (IMO3MINS 3a
KaMepoIo IPaBIis), TO 00’ €KT 3HUILLYETHCSI.

Ckpunr Inv_ghost BianoBiaae 3a 3HUKHEHHs Ta nosABy 00’ekTiB Ghost y rpi

Run:

void Update () {
if (rg.rnd == my_turn) {
time += Time.deltaTime;
if (time >= 1.5) {
gameObject.collider2D.enabled = false;
_color = gameObject.renderer.material.color;
if(_color.a > 0){
_color.a -= step;
gameObject.renderer.material.color = _color;

}
}

ITicns mepeBipKM BKJIIOYAETHCS BIUIIK Yacy, MICIAS 3aBEPUICHHS SIKOTO
BMUKA€ETHCS IJIaBHE 3HUKHEHHS 00’ ekTy. DyHkiis gameObject.collider2D.enabled
= false mo3Bosisie BiAKIOUUTH KoJaiep o0’ ekty. Komaiinep BinkirodaeThes, o0
00’€KT HE MIr JOTOPKHYTHCS 10 TOJIOBHOTO IepcoHaxka. Ilicis BigKIIOYCHHS
Kosaiepa BiAOyBaeThCA MOCTYIOBE 3HUKAHHS 00’€KTY 3a JIOMOMOTOH 3MIHHOT
_color. ¥V Hiii 30epiraeTbcsi KoMnoHeHT tuiy Color, sikuii BIANOBIAA€E 32 KOMIPHY
cxemy 00’ekty. Crmodatky y 3MiHHY _color 3ammcyeThCsi MOTOYHE 3HAYCHHS
KOJIbOpy 00’ekTy B ¢opmati rgba. IloTiMm mounHae 3meHITyBaTHUCS 3MIHHA a y
KOMIIOHEHTa, fKa BIJANOBIJA€ 3a MPO30pICTh KOJIpPHOI cxemu. nsxom 3MiHM
IPO30POCTI KOJIIPHOT CXEMH CTBOPIOETHCS BU/I IJIABHOTO 3HUKHEHHS 00’ €KTY.

VY rpi Run oMM 3 TUMIB pyXOMHX Ha TOJIOBHOTO MEPCOHAXKa 00 €KTIB € JBa
00’extu Ghost — oquH Ha 3emuti, Apyruil Hax HUM. Ko BOHM HAOIMKAIOTHCS 10

TOJIOBHOTO TIEPCOHAXKY, OJIMH 3 00’ €kTiB Ghost MOBMHEH 3HUKHYTH 1, B 3aJI€KHOCTI



BiJl TOTrO, SKMW 3 00’ €KTIB 3HUKHE, T'PABIEBI JOBENEThCA ab0 MepecTpruOHYTH
00’ €KT, 1110 3AJIUIIUBCS, a00 YXUIUTHUCS Bl HHOTO.
Ckpunt Jump dead no3Bosisie oaumHOuHMM 00’ekTam (Ghost «miTaTu» MO

ITpOBIii KapTi, MOCTYIOBO HAOIMKAIOUUCH JIO TOJIOBHOTO TIEPCOHAXKY:

void Update () {
if (transform.position.y <= -7.8) {
trig = true;

if (transform.position.y >= 0.5) {
trig = false;
}

if (trig) {
transform.Translate(Vector3.up * Time.deltaTime * speed);
} else{
transform.Translate(Vector3.down * Time.deltaTime * speed);

}
}

CnouaTky BIiJOYBa€ThCA MEPEBIpKA — J€ 3HAXOJAUThCS 00 €KT mo oci Y.
Sxmo 06’exT 1o oci Y Bumie HiX 0.5, To 3MiHHa-TIepemMuKad trig crae piBHOO false
1 00’ €KT MOYMHAE PYXATUCS BHU3, SIKIIO ) 00’ €KT 1Mo ocl Y HMXK4Ye HIXK -7.8, To trig
CTa€ PIBHOIO true 1 00’ €KT PyXaeTbCsi BrOpY.

O6’ext Ghost MoXke 3’BUTHCS Ha ITPOBHM KapTi abo Haja 3emiero, ado Ha
3eMill M pyxaTucs, BIANOBIIHO, a00 3BepXy-BHM3, a00 3HU3Y-Bropy. I'paBeib
MOBUHEH IIBUJKO BU3HAYMUTH, K pyxaeThcsi 00’ekT Ghost, Ta mepectpuOHyTH
1oro, a00 YXUJIUTHUCS BijJ HHOTO.

Ckpunt Road move BianoBifae 3a NEpecyBaHHS 3€MJIl, Ha SIKI CTOITh

TOJIOBHUU MEPCOHAK:

void Update () {
transform.Translate(Vector3.left * Time.deltaTime * speed);
if (transform.position.x <= -71f) {
Instantiate(road, new Vector3(21f, -11.9f, 0), Quaternion.identity);
Destroy(gameObiject);
}



®ynkiis transform.Translate(Vector3.left * Time.deltaTime * speed) 3amae
MIBUAKICTh TIEPEMIIIEHHST KOKHOTO 00’ ekTy 3emui. [1oTiMm, sikio mo3uiisi 00’ €kTy
o oci X ctae MeHIe abo AopiBHIOE -71, 3a gonomoroto ¢yHkiii Instantiate (road,
newVector3 (21f, -11.9f, 0), Quaternion.identity) CTBOpPIOETbCSI HOBHIL 00’ €KT
3eMJIi, TPaBOPYY, 11032 MEKEIO KaMepH TPaBIIs, a MOTOYHUI 00’ €KT 3HUIIYETHCA.

TakuM YMHOM CTBOPIOETHCS BIAUYTTS, 11O TOJOBHUM MEPCOHAXK OLKUTH MO
3emuTl. Ajie HaclpaB/i NEPECyBAEThCS KOXKHA JUISTHKA 3€MJI1, KOJIM JUISTHKA 3eMJIi
BUXOJIUTh 332 MEXI KaMepH, BOHA CTBOPIOE HOBY JIJISHKY 3€MJi, sKa TaK CcaMoO
MMOYMHAE PYXATHUCS, @ cama 3HUITYEThCS.

Ckpunt Run dead mpusHauenmii 1j1si 3HUIIEHHS 00 €KTY MpPH B3a€EMOJIT 3

T'OJIOBHUM IICPCOHAKECM:

void OnTriggerEnter2D (Collider2D cold){
if (cold.gameObject.tag == "Dino") {
Destroy(gameObiject);
}

[Tpu B3aemonii kKomaitaepa 00’€KTy 13 KOJAHAEpOM TOJIOBHOTO MEPCOHAKY,

00’ €KT BUJIATISIETHCS 3 KapTH.

Ckpunt Run_score BiJIlOBi1a€ 3a HapaXyBaHHs 040K B rpi Run:

void Update () {
scr += Time.deltaTime;
fcg.score = (int)scr;

}

void OnTriggerEnter2D (Collider2D col){
if (col.gameObject.tag == "Star") {
scr += 10;
}



Y 1pi Run rpaBrneBi He 00OB’S3KOBO JIOBHTH 00’€KTH Star, OYKH
HapaxOBYIOTHCS KOKHY CEKYHY IPOBOTO 4acy.

3MiHHA SCr BIJANOBIJA€ 32 KUIbKICTh MHUHYJIMX CEKyHJ. 3HAU€HHs LI€i
3MIHHOI TIEPETBOPIOETHCS B IIIOYMCEIIBHE 3HAYCHHS 1 IPUCBOIOETHCS 3MIHHOI
score, sika 3HaXOAUTbcsl B CKpunTi For run_game, akuii npuB’s3aHUN A0 3MIHHOI
fcg. IcHye Takox nepeBipKa Ha 3ITKHEHHS FOJIOBHOTO MEPCOHAXY 3 00’ €kTOM Star.
Sx11o rpaBels 31TKHEThCSA 3 00’ €KTOM Star, TO 10 MOTOYHOI KUIBKOCTI 040K OyJie
noaano 10.

Ckpunt Secret _dead BinmoBizae 3a moBeaiHKY 0JHOTO 3 00’ ekTiB Dead:

void Update () {
time += Time.deltaTime;
if (time >=time_to_dead) {
if(transform.position.y <= pos){
transform.Translate(Vector3.up * Time.deltaTime * speed);

}
}

Omun 3 00’ektiB Dead mMoske 3’BUTHCS Ha KapTi 3a 3eMJICI0, 00 HOTro HE
Oyno BuaHo. BiH 3’gBuUThCca B Oe3mocepenHiii OJU3bKOCTI BiJ TOJIOBHOTO
MIEPCOHAXY, 1 TpaBellb MOBUHEH BUYACHO 3pearyBaTy Ha HbOTO.

[Ipu 3amycky ckpunTa, 3allyCKaeTbCAd TallMep, SKUWA 3aTPUMY€E IMOSBY
00’exty Dead. Ilicns 3akiHueHHs Yacy, MO3MIls 00 €KTy MO oci Y 3MIHMTHCS 31
IIBUJIKICTIO, sIKAa 3a/JaHa y 3MiHHIA speed 1 00’ekT Oyne pyxaTuCs Bropy, MOKH
fioro mo3wuilist mo Y He craHe Ouibiie a00 He Oy/e NOPIBHIOBATH 3MIHHIN poOS, sKa
BI/IMOBIA€ 3a KIHIIEBY MO3UIIII0 00 €KTY.

Ckpunt Secret_saw BiIIoBiae 3a BUOIp MO3UIIT OJJHOTO 3 00’ €KTIB Saw:

void Start () {
rnd = Random.Range (1, 3);
Y

// Update is called once per frame
void Update () {
time += Time.deltaTime;
if (time >= time_to_choice) {
if(rnd == 1){



if(transform.position.y <= -0.8){
transform.Translate(Vector3.up * Time.deltaTime * speed);

}
¥
if (rnd == 2) {

if(transform.position.y >= -8.0){
transform.Translate(Vector3.down * Time.deltaTime * speed);

}
}

Omun 3 00’ekTiB Saw B rpi Run 3’saBisieThCsl HA OJIHIM MO3MIIIT HA KapTi, a
MOTIM, TMpU HAOIMKEHHI 10 TOJOBHOIO NEPCOHAXY, 3MIHIOE CBOIO IO3HIIIIO,
nepeMilarduch abo BuIe, a00 HWXKYE. 3aJIeKHO BiJI 3MIHU MO3UIlT 00 €KTY,
rpaBIIeBl MOTPIOHO MEPEeCTPUOHYTH 00’ €KT, a00 YXWIUTUCS BiJ HHOTO.

Ha nouatky ckpunra B QyHkIii Start € 3minHa rnd, sika BiJnoBigae 3a BUOIp
HOBOI MO3UIlT 00’exkTy Saw. 3amyckaeTbcs TailMep, MICHs 3aKiHYEHHS SKOTO
00’exT ab0 mepeminaeThcs Bropy mo oci Y 1o 3HadeHHs -0.8, abo mepeMimaeThes
BHU3 10 3HaueHHS -8.0.

Ckpunrt Spawn € HallBaKJIMBILIMM CKPUIITOM Y Ipl Run, ioro 3aBiaHHsM €
CTBOPEHHSI IrPOBUX 00’ €KTIB Ha 33aJIaHUX KOOPMHATAX.

Hepma HaCTUHA CKPHUIITA:

void Start () {
StartCoroutine(spawn());
}

IEnumerator spawn(){
while (true) {
rnd = Random.Range(1, Ivl_r);
if(rnd == 1){
Instantiate(dead, new Vector3(7.4f, -7.1f, 0), Quaternion.identity);

}
if(rnd == 2){
Instantiate(dead_saw, new Vector3(7.4f, -1.1f, 0), Quaternion.iden-
tity);
}
if(rnd == 3){

Instantiate(star, new Vector3(7.4f, -5.7f, 0), Quaternion.identity);
}



Ha nouaTtky ckpunta 3amyckaeThcsi GyHKIIISI Spawn 3a JOMOMOT00 (yHKIIIT
StartCoroutine(spawn()). Y ¢dyHKIii spawn mnpaioe HecKiHdyeHHuN nukia (while
(true)), B AkoMy BiIOyBa€TbCs CTBOPEHHsS 00’e€kTiB. 3MiIHHa rnd BIANMOBIIAE 3a
HOMED THUITy 00’ €KTY, KU Oy/e J0/IaHO Ha KapTy, B Hel 3aMHCY€ThCS BUITAJIKOBE
yuciio BiA 1 1o 3HayeHHs 3miHHOI vl 1. 3MinHa lvl r 3amaerbes 3 iHcnekTopa Uni-
ty3D okpemo sl KOXXKHOTO piBHS I'pu Run, BoHaA BiJNOBIJIa€ 32 MaKCUMaJlbHY
KUIBKICTh THITNB O00’€KTIB, SKI MOXYTh OYyTH cTBOpeHi. Jlami BHKOHYIOTHCS
NEepPEeBIPKU Ha KOXKEH TUIM 00’ €KTy. SIKII0 TN 00’€KTY JOPIBHIOE OAMHHUIIL, TO 3a
nornoMororo GyHKIIi cTBOprOeThCsi 00°ekT Dead, sikimmo Tum mopiBHIOE ABIHMIN, TO
CTBOPIOETHCS 00’ €KT Saw, Tpiiil — 00’ ekT Star.

Jpyra yacTuHa CKpUITa:

if(rnd == 7){
Instantiate(axe_crazy, new Vector3(7.4f, -7.2f, 0), Quaternion.identity);

}

if(rnd == 8){

Instantiate(double_ghost, new Vector3(7.4f, -4.7f, 0), Quaternion.identity);

}

if(rnd == 9

Instantiate(secret_dead, new Vector3(7.4f, -11.6f, 0), Quaternion.identity);

}

if(rnd == 10){

Instantiate(suddenly_saw, new Vector3(7.4f, -11.6f, 0), Quaternion.identity);
}

sp = Random.Range(min_time _to_spawn, max_time_to_spawn);
yieldreturnWaitForSeconds(sp);
}

VY Apyriil yacTUHI CKpUIITA TaK CAMO TPUBAIOTH MIEPEBIPKU HA THUIM 00 €KTY.
[licns HUX y 3MIHHY Sp 3alIUCY€ThCS 4Yac 10 MOSIBU HacTynHoro o0’ekty. Yac no
MOSIBU ~ BUOUPAETHCS  BHUMAJAKOBO B  TPOMDKKY BIJ 3HAYCHHS  3MIHHOI
min_time to spawn 10 3HA4€HHsS 3MIHHOI max_time to spawn. OOuABI 111 3MIHHI

3aiaroThes y iHcnekTopl Unity3D, 110 103BoJIsI€ Y Oy Ib-SIKUM Yac iX 3MIHIOBATH.

3.3.3 Po3poOka ckpunris 1Js nepexoniB Mmizk cueHamu Unity3D



[TpaBubHUMN TTOPSIIOK CIICH 1 TEPEXON MK HUMU BKIIMB1 Y KOXKHIN Tpi. Y
rpi Dino’s Adventure icHyto Taki CIICHH:

— cueHa I'ogoBHE MEHIO;

— cueHa MeHro irop;

— CLEHM YPOBHEW;

— IrpoBi CLIEHHU.

Ckpunt mainMenu BiJIoOBIIa€ 3a IEPEXOIU ClieH Y ['0JI0BHOMY MEHIO:

public void Continue(bool CGame)

{
}
public void Quit(bool Quit)
{

}

Application.LoadLevel (2);

Application.Quit();

®dynkmis Continue, sika BUKIMKAETHCS MPHU Kl Ha kHonKy Games. VY i
¢ynkuii Bukiukaerbes (yHkuis Application.LoadLevel, mo BignoBizae 3a
nmepexii MK ClieHaMH. B JgaHOMy CKpUIITI BOHA 3MIMCHIOE TIEPEXi] Ha CIEHY
HOMEp /IBa, a came Ha CIieHy MeHIo irop.

®yukuis Quit BUKIMKAETHCS NPH KIILI Ha KHONKY Exit. ¥V Hill BUKIIMKAEThCS
dbyukiis Application.Quit (), ska IPU3BOIUTD 10 3aKPUTTS IPOTPAMH.

Ckpunt Second _menu BiJIIOBIJIA€ 32 EPEXOH ClieH B MeHto irop:

public void Games(int game_type)

{
Application.LoadLevel (3);

save = GameObject.FindGameObjectWithTag ("Saves");
save.GetComponent<svs> ().type_scene = game_type;

[Tpun xmiml Ha OyAb-SKYy KHONKY 13 THUIIOM TIPU BUKIMKAETHCS (PYHKIISA
Games, sKa BUKJIMKAE MEpexig A0 CICHH HOMEpP TPH, JIO MEPIIOro Kajapa PiBHIB.
Takox y 3MIHHY Save 3amucyeTbCcsi 00’€KT, SKUM 3HaXOJUThCA MO TEry 3a

nonomororo gyskuii GameObject.FindGameObjectWithTag. ITotim oTpumyeThcs



CKPHUNT 3HAWAEHOr0 00’€KTY 1 B el CKPUNT 3a JIOMOMOTOI0 3MIHHOI type scene
3aJ1a€ThCS HOMEP TUITY TPH.

CkpunT svs BIANOBIIA€ 32 30€pEeKEHHSI HOMEpa TUITY TPU:

void Start () {
DontDestroyOnLoad(this);
an_sv = GameObject.FindGameObjectsWithTag("Saves");
if (an_sv.Length> 1) {
Destroy(gameObiject);
}

30epexeHHs HOMepa TUIy TpU MOTPiOHE JyIsl TOTO, 100 Ha CIIEHI 3 PIBHSAMU
KJIIK TIO KHOIILI1 PIBHS T'pU 371MCHIOBAB MEPEXi/l HAa CIIEHY KOHKPETHOTO TUITY T'PH.

@yukrmis  DontDestroyOnLoad(this) go3Bossie  00°€kTy, 10  SIKOTO
MPUB’I3aHUIM CKPUIT 3 €0 (YHKIIIEI0, BUIBHO MEPEMIIIATUCA MIXK CIIEHaMU T'pH,
IpH [IbOMY 30€pirarouu 3Ha4YeHHs TapaMeTPIB CBOIX KOMIIOHEHTIB.

[ToTiM B 3MiHHY an_Sv, sika € MACUBOM 00’ €KTiB, 3aHOCSIThHCS BC1 3HAMICH] Ha
cieHi 00’exkTu 3 Terom Saves. SIKII0 B MacuBl Oyje OUIbIIIE OJTHOTO €JIEMEHTA,
00’ekT camo3HuIIyeThes. Lle Oymo 3po6iaeHo s TOro, mood MpU IMOBEPHEHHI HA
I'omoBHE MeHIO 00’ €KT Saves He AyOsroBaBCs.

Cxkpunt lavel 3a1iicHIOE Tepexoan MiXk CIIEHAMH B CLIEHAX 13 PIBHIMU.

[Iepura yactuHa ckpurnra:

void Start () {
save = GameObject.FindGameObjectWithTag ("Saves");
}

public void I1(int isl)

if (save.GetComponent<svs> ().type_scene == 1) {
save.GetComponent<svs> ().game_lvl = 5 + isl;
Application.LoadLevel ((5 + isl));
}

if (save.GetComponent<svs> ().type_scene == 2) {
save.GetComponent<svs> ().game_lvl = 23 + isl;
Application.LoadLevel ((23 + isl));

if (save.GetComponent<svs> ().type_scene == 3) {
save.GetComponent<svs> ().game_lvl = 35 + isl;
Application.LoadLevel ((35 + isl));



Ha mouartky ckpurita B 3MiHHY Save 3aHOCUTBHCS 00’€KT 3 Terom Saves, B
AKOMY 3HaXOJUThCS 1HPOpMalid npo oOpaHUi Ha CLEHI paHime Tul rpu. OyHKIig
11 BUKIMKAETbCS NpPU KLl Ha KHOMKY OyAb-SIKOTO 3 PIBHIB, B HEl TaKOX
nepeaeTbes 3HaYeHHs isl, B IKOMy 3HaxXoAuThCs HOMep oOpaHoro piBHs. Ilotim
3IACHIOIOTBCS TEPEBIPKM HA HOMEpP THUIy CLEHHU 1, B 3aJIEKHOCTI BiJ HBOIO,
3MIMCHIOETHCS TIepeXij Ha CIIEHY TPU MOTPIOHOTO TUITY 1 TOTPIOHOTO PIBHIO.

pyra yacTuHa CKpunTa:

public void menuGame(bool mGame)

{ Application.LoadLevel (1);
i)ublic void Ivl1(bool IvI1)
{ Application.LoadLevel (3);
E)ublic void Ivi2(bool IvI2)

Application.LoadLevel (4);

Y
public void IVI3(bool IvI3)

{
if ((save.GetComponent<svs> ().type_scene == 1)) {
Application.LoadLevel (5);
} else {
Application.LoadLevel (3);
}
}

Oynkiis menuGame BUKIMKAETHCS TPU KLl HA CTPUIOYKY B JIIBOMY
BEPXHbOMY KYTKY cueHHu. Ll ¢yHKIis 3a1icHIOE mepexia Ha cueHy ['0ioBHOTro
MEHIO.

®yukuii lvll — lvl3 BukinukaroThCs Mpy KLl HA CTPUIOYKK BHU3Y clieHH. L
GyHKIT 3M1HCHIOIOTh TIEPeXod MDK ciieHaMmu piBHIB. Ilpu mmpomy ®@ynkins 1vl3
TaKO0X MICTUTh TIEPEBIPKY HA THUI T'PU, TaK SIK AJIS ACSIKUX THITB TPH HE TIOBUHHO

ICHYBaTH TPETHOI CIICHH PIBHIB. B pe3ynbTari mepeBipKkyd BU3HAYAETHCA — YU OyJie



3MIMCHIOBATUCS TIEpEXiJl HA TPETIO CIIEHY PiBHIB, a0 k Oyjae mepexia Hazaa Ha

[epIly CLEHY.

BUCHOBKH

Y pesynbrari mpoBefeHOi podoTu OyB CTBOpPEHUM Ta ONTHUMI30BaHUU

MIPOrpaMHUI KOMILJIEKC MOOLIBLHOTO JoaaTKy Dino’s Adventure, skuii BKJIO4ae 10



cebe Oimprme 30 ckpuntiB. Ckpuntu Oynu po3poOseHi 3a JOMOMOTOK MOBH
nporpamyBanHs C# B cepeqoBuIll po3poOku mporpamHoro koay MonoDevelop.
KoxeH CKpUNT BIANOBIA€ 3a IEBHY MEXAHIKY y I'pl, @ TAKOXK TICHO OB’ SI3aHUN 3
IHITMMU CKPUTNITAMU. YCl CKPUNTH OyJIM HAJIAIMTOBAHI 332 JIOTIOMOTOI0 1HCIIEKTOPa
Unity3D i npuB’si3aHi 0 iIrpoBUX 00’€KTIB. YCl1 IpOrpaMHi MOMUIIKH B CKPUITaX
OyJii yCyHEHI.

3HAUUMICTh CKPUNTHHTY B po3poOill Oyab-sKuUX irop, 0yJIb TO MOOUIHHUMN
J0JIaTOK a00 KOMIT'IOT€pHA Ipa, MOJSArae B TOMY, 10 0€3 HbOTO IrpH SIBISIOTH
co0010 OfHY JIMIIE KapTUHKY 3 MOBTOPIOBAHMMH aHIMaIlisiMH. bynb-aka fis, pyx,
B3a€EMO/IisI TpaBlisl 3 ITPOBUMH 00’€kTamMu a0o0 IrpoBHX OO’€KTIB 3 TpaBIEM
CTBOPIOETHCS 3@ JIOMIOMOTOI0 IPOrPaMHOTO KOy CKpunTiB. CKPUNTH JO3BOJISIOTH
B3STH BC1 00’€KTH 1 3B’513aTH 1X BOEJAMHO, CTBOPHUBIIU MPH IIbOMY CHCTEMY, fKa 1
HA3WUBAETHCS TPOIO.

[Tporpamuuii komrmiekc MoOUIbHOrO aojatky Dino’s Adventure Oyzae B
MOJAJIBIIIOMY PO3BUBATUCA — OYIyTh J0JIaHI HOB1 PEKUMHM 1rOp, IS SAKUX OYAYyTh
CTBOPEHI YHIKaJbHI IrpOBI MEXaHIKH, a BX€ ICHYIOUYl MeXaHIKu OyayTb
noJinmryBaTucsa. bynyTe mnpuximameHi MakCUMaibHI 3YCWJUISL JJIsL TOTO, 100
MOOUTBHUH AomaTtok Dino’s Adventure oTpuMaB MOKIIMBICTh 3aMHSATH CBOE MICIIC

y MOOLIIBHIN ITPOBIH 1HAYCTPII.
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JTONATOK A

baok-cxemu irpoBux MexaHik MoOLIbHOI0 AoaaTky Dino’s Adventure

A.1 Baok-cxema rpu Catch
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A.2 baok-cxema rpu Run
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