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O06’exT chepu mochiKeHHs — po3poOKa Ipu Jisi cMapTQOHIB.
[Ipenmer AOCHIIKEHHSI — TEXHOJIOT1] po3poOKH 2-1 Ipu g CMapTHOHY KaHPY
npurojaa
Mera nocnimkeHHsT — po3pOOUTH MPOTOTUIl MOOUTRHOI Tpu xaHpy 2D-mpurona

3acobamu cepenosuia Unity

Jus  Toro  mo0  JOCATHYTM  MOCTaBJIEHOrO0  3aBJaHHA  HEOOXIJIHO:
1)Bubpatu KaHp Ta atgopmy TUIst rpu
2) [Ipunymatu creHapiit Ta KOHIEMIII0 OCHOBHUX €JIEMEHTIB rpu

3) O6patu Ta BUBUMTH 3aci0 peanizaiiidl MpoeKTy
MHIlinroryBatu HEOOXI1IH1 JyIsl TpU daiiau
5)Peanizaris rpu

Bineoirpu — 11e 0iuH 3 BU/IB aKTUBHOTO J03BULISA 0araThoX JIFOACH 1O BChOMY CBITY. JliTH
Ta JOPOCI TPaKTYIOTh BiAeoirpu sk (GopMmy MNpoOBeAEHHS BIILHOIO dYacy, IO PIBHOIIIHHE
YUTaHHIO, Teperisany ¢imbMy abo BiABiIYyBaHHIO TeaTpy. BHCOKOSKICHI CydacH1 Bileoirpu
BUKOHYIOTH HE JIMIIE pO3BaXKalbHy (PYHKIIIIO, a i HaBYaJIbHY Ta BUXOBHY. TOMy, MONUT Ha
pO3BaXKaJIbHE TpOrpamMHe 3a0e3MeUeHHs] CIIOHYKae BUJABIIIB BiICOIrop BHJIABATHIX IIIe OUIBIIE

Ta OUIBIIE
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1.AHAJII3 TIPEAMETHOI OBJIACTI

1.1  AkKryajabHIiCTh TeMH

[HnycTpist Bimeoirop BHUHUKIIA MOPIBHAHO HemoAaBHO, Onu3bko 30 pokiB ToMy , aje
HE3BKAIOYM Ha 1€ 1l y)Ke BIaIOCs MEPETBOPUTHUCS Ha BEIUKY Taly3b 3 JIOXOJIOM Y KillbKa
MUIBSIpAIB JojiapiB Ha pik.IlosicHuTH Take panToBe 3pOCTaHHS MOMYJSIPHOCTI BIpTyaldbHUX
po3Bar Jayxe NpoCTO: BOHA 3aNeKUTh Bil MIUPOKOTO BUKOPHUCTAHHS KOMII IOTEPHUX
TEXHOJIOT1i, B TOMY YHCII MOB’s3aHa 3 MOsBOIO [HTepHeTy. 3aBISKU IIbOMY ,HaBIIMIHHO BiJ
IHIIMX BUJIIB pO3Bar, KOMIT IOTE€PHI1 I'pU € OUTbLI JOCTYIHUMHU JJI KIHIIEBOTO KOPHCTYyBaya.

Jlist Tpu rpaBelb MPOCTo MOTpedye KoMIT'toTepa abo irpoBOi MPUCTABKH Ta KOl camoi
rpu .3aBIsSKU MepeXi IHTEpHET BaM He MOTPIOHO BUXOIUTHU 3 IOMY, 1100 OTpUMATH KOMIO TPH.
Kpim Toro, cnokxuBadeBi He MOTPIOHO MaTH CIeHIaAIbBHUX 3HAHB JUIS TOTO 100 00paTu rpy sika
HiAXOIUTh CaMe€ HWOMY,B TOHM 4ac SK JUIs 1HIITMX po3Bar HEOOX1MHO po30UpaTHCs SK MIHIMYM B
HEOoOXiTHOMY 00J1aTHaHHS.

Crig TakoX 3a3HAYUTH, IO OCTAHHIM YacoM Irpu NMEPecTaoTh OyTH JuIle 3aco0aMu s
BIIMOYMHKY Ta po3Bar . Hampukian, chOrofH1 3aBIsSKH BUKOPUCTAHHIO ITPOBUX TEXHOJOTMH
CTBOPIOIOTKCS CIIEIiabHI IMITAIlIiHI KOMIUIEKCH, K1 HEOOX1IH1 I MiATOTOBKH (haxiBIliB Y
PI3HUX rajy3sx: Bia Jiicopyba J1o mijgoTa.

Ha »anp, y Ykpaini Bce Tpoxu iHakmie. IrpoBa iHaycTpis B Ykpaidi

AK 1 B OUTBIIOCTI 1HIIMX MOCTPAASHCHKUX KpaiH nyxe ciaabo posuHeHa. Lle Tomy, 1o
KyJbTypa KOMIT'IOTEPHUX pO3Bar MpUUIIA 3aHAATO MI3HO 1 ModYala PO3BUBATHUCH 30BCIM
HemoAaBHO .Yepe3 1ie , HEe3Ba)KalOYM Ha BITHOCHO BEIUKUN IMOMHUT, MU MAaeMO AYXKE Maly
KUTBKICTh KOMIIAHIA-PO3pOOHUKIB, 3JaTHUX KOHKYPYBATH 3 1IHO3EMHHUMH KOMTIAHISIMH.

Tomy pO3BUTOK TEXHOJIOTIN y IbOMY HAIMPSIMKY MOXKHA PO3TJISAATH K OAHY 3

HaWTIePCIIEKTUBHININX, OCOOJIMBO B HaIii KpaiHi
1.2  AHaJji3 Ta XapaKTepUCTHKA aHAJIOTIB
J171s1 po3pOOKH Ipy HEOOX1IHO CIIOYATKY MPOAYMATH KOHLEMIIO Ta NPOTOTUI.J{JIs IIbOTO

CIIOYAaTKy 03HAMOMMMCS 3 aHAJIOTaMU MOTO IIPOCKTY

1)Ace Fishing
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Puc 1.2.1 .I'emmuieir Ace Fishing

Ace Fishing - e oguH 3 HAWMOMYJISIPHIIMINX JOAATKIB. Y HHOMY € HaJaIlTyBaHHS IS
mig0opy CHAcTeW, MOI3aKH, JIOBY nekinbkox pubd 1 1. J[. Takoxx B mporpami BCTaHOBJIEHO
TaOMNMIIS JTiepiB, B Hill MOXKHA TIOPIBHITH JOCSITHEHHS 31 CBITOBUMH 3HAUY€HHAMH. ['paTl TYyT
CKJIQJHO, aJie MEXaHiKa MPUHOCUTH 3a/JI0BOJICHHS, TUM OULIBINE 110 B JOJATKY MPHUCYTHA Mapa
OCHOBHHUX TaKTHUK pUOOJIOBI1, HEOOXITHUX ISl TIOJTFOBAHHS.

I'paBens BiIBIAYyE €K30THYHI MICIS, HAMarae€Tbcsl BUJIOBUTH BCi BUIAU PHO, SKi Tam
KUBYTh. ¥YJIOB MOKHa BUPOCTUTH 200 MPOJATH TOpoxkde. Alle I I[bOro MOTpiOHO HaOpaTHCs
TeprHiHHs. SIK 1 B pealbHOMY KUTTI, MEIIKAHIIl MOPCHKUX TTTUOWH HE JIOBJISATHCS MUTTEBO

3a piAKICHI 1 BEIUKI €K3eMIULSIPU TJIATATh OUTbIE TpoIei. Ase 1 3MOBUTH 1X CKIIAJHIIIE.
Jns mporo mOTpiOHO HaMkpamie oONagHaHHA 1 yjaada. BTiM, HEMOXIWBO TOCTIHHO
3aJIOBOJIBHSATHCS JHIIe ApiOHMMEU pruOkamu. Pano um mi3HO 11e HaOpuaHe. A SKHil CIpaBXHIN
pubasika He mobaxae BUMPOOyBaTH ceOe B ChOTOJCHHI 3MaraHHi 3 MpeJcTaBHUKaMu (payHH.

OTtpumani rpoiri MOKHa BHUTpadaTH Ha MPUAO0AHHS Kpaliux cHacTed. B acopTuMmeHTi €
pi3Ha KUIbKICTh NPUMAHOK, JICOK 1 iH. baratro 3 HHX € onxHOpa3oBMMH, a iHIII Tpeda
PEMOHTYBATH 1 TE€K HAa HUX BUTPAdaTH HAKOMWYeHI KOmTH. YuM Kpamii pe3yiabTaTd, TUM
IIBU/IIIIE MOYKHA TIOJIIIIITUTH CBOIO EKIMMPOBKY 1 pyXaTUCS Jai.

B nonmarox BOynoBaHMI JNIYMIIBHUK BUTpaTH eHeprii. OngHa pubanka TpuBae He OuIbIIe
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MIBrouHU. Tak 1110 3aBXKIU € MOKIIUBICTh MEPEIIOYUTH, IEPII HIK MPOJOBKHUTH.

VY neBHI MOMEHTH MOTPIOHO IMIBMAKO HATUCKATH HA KIAaBINIl, MIACIKATA 1 BUTATYBaTH
puOy. PeaniCTUYHICTh 3HAXOAUTHCS HA TIHOMY PiBHI. ['paroun MOKHA BIAYYTH XBHJIFOBAHHS,
BWJIOBJIIOIOYM BEJIUKOr0 ab0 PiIKICHOrO MeEMIKaHIg MoOpchkux rmbOuH. lle skpa3 Te, mio
MOTPiOHO, AKIIO CHOTOAHI HE BUCTAYA€E Yacy BUOpATUCS HA CIIPABKHINA BOJONMY.

2)Let's Fish

lef’s fish
1) Lo S . e T

¥ e — i DL

S b, ¥ A
Py >, DR <
- Ay -

Puc 1.2.2.T'emrutein Let's Fish

Let's Fish - e ogua 3 HaWOUTBIINX JOJATKIB PO PHOOIOBIIO. Y HBOMY MPEACTABICHO
noHana 60 o3ep 1 650 BuniB pud, 6e3miy cHacTel 1y 1oBy . Ha BigMiHYy Bil KOHKYPEHTIB, 115
mporpama Mae 0araTo KOpHCTYBauiB Ta PEXUMH: 3MaraHHs, TYpHIPH 1 TaOJIUITIO JiIEPiB.

3)Rapala Fishing

o O~

SUPER REALISTIC 3D UNLINAITED FISHING!
FRESHWATER FISHING

FISH ALL DAY WITHOUT
TIMERS OR ENERGY
TO RESTRICT GAMEPLAY

Channel Catfish
TIME

RECAST 1:39 RECAST

Puc 1.2.3 .T'emruieir Rapala Fishing
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Rapala Fishing - me rpa B ctmii apkaau, po3pobiena kommnaniero Concrete Software 3
Rapala. Bona Haniniena Ha peanictuunuit 1ocBif. I'pa He ineanbHa, ane HenoraHa. Po3poOHuKu
MOXXYTh TOXBaJUTUCS THM, II0 B HIA HEMae eHeprii ayig puOoJoBIl, TalMepiB, a JIMIIE
MPOBOJSATHCS LIOJIEHHI TYPHIPH.

[IpucytHa peanmictuuHa rpadika 3 HACUUCHMMHM 1 3MIIIAHUMHU KBiTaMu. SIK 1 B IHIIHUX
BapiaHTaX, 3HAYHA yBara Mpu/iJieHa MiJABOJHUM clleHaM. BuKOHaH1 BOHU Ha T1IHOMY PiBHI: BiJ
BUTOHYEHOI'O PyXy MOPCHKUX MEIIKAHIIB 10 Oyap0alIoK NOBITPs 1 HOMYTHLIOI BiJl MyJly BOJAM.
3BYKOBHUI CYMPOBi/I TAKOK OPTraHIYHO BITUCYETHCS B IrPOBUI MpoOIIEC.

PuGonosist BinOyBaeTbes B IIKaBUX JIOKaIisiX. MoKHAa BUOpATH OJMHOYHE MOJO0POK abo
TYpHIp, a TaKOXX O3HAHOMUTHUCS 3 pe3yibTaramu rpasuiB. [Ipu iHAUBINYyanbHINA puOOIOBII
BUKOHYIOThCS TIEBHI 3aB/IaHHS Ha Yac.

Takox € pexxuM BUJIOBY NEBHUX BUAIB. BiH MiAX0AUTh IJI1 HOBAYKIB, OXOUMX JI3HATHUCS
ounbie po MopchKy dayny. [liiMaBmu Oyb-sIKOT THUII, MOXKHA JI3HATHUCS MPO HHOTO YHMMAJIO
ikaBoro. L{iTkomM MOXIIMBO, 1110 1151 iHPOpMAaIlis cTaHe B HArO1 1 B pealbHOMY KHUTTI.

C MOYaTKY 3aKUJAI0Th NMPUMAHKY. SIK TUTBKM BOHA JIOCSiTa€ MOBEPXHI BOJHU, Kamepa
NEPEMHUKAETHCS Ha MiABOAHY 3iMoMKy. Komm puba mpokoBTHE rayok, MOTPIOHO HAMOTYBATH
BOJIOCIHB: 00€pEKHIIIe (SIKIO pOOUTH 1€ ¢1a00, TO BUTOOYTOK MOYKE BUCIU3HYTH) 1 HE CUIILHO
IIBUIKO (HATAT MOXE MIPUBECTH J10 OOPUBY OCHACTKH).

[Io6 mpumaHka 3armikaBuia puly, MOTpiOHO CMUKAaTH HUTKY B pi3HI Ooku. Komu xepTBa
3aKOBTY€ TadyoK, TO I[IOYMHAE AKTUBHO HaMaraTHCs 3BUIBHUTHCS. TyT 1 TOYHHAETHCS
HaAWIIKaBIIIIE.

[ me oHa BakiIMBa JI€Talb - KOXKEH YJIOB IPUHOCHUTH IPOIIIL.

4)Fishing Hook
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f'o 4/10 vy (@ @ 2472

Damage + 10%

Release
Sell

T 2

Megamouth shark
ook ok

S
wobln shark

Puc 1.2.4 T'emmeir  Fishing Hook

Fishing Hook - 1ie ogHa 3 HaitOinbII peaicTHYHUX irop, ajie BOHA JOCUTh MpocTa. Y Hiil
IPOBOAATH OUIBIIY YaCTUHY Yacy Ha BIPTyaJIbHOMY YOBHI 3 BYJIKOIO B BOAl. MexaHika TpOXHU
IWBHa, ajie HeckiaaHa. CriiMadny puOKy MOXHA BiITYCTUTH, MPOAATH a00 3aJIMIIUTUA cOO01. Y
KOXXHOT OCOOMHU CBOSI BapTICTh, SIKA 3aJICKUTh BiJl BUAY, TOBKUHHU 1 Baru. Y mporpami TaKOX €
JOCSITHEHHSI, paHXyBaHHS 1 MiATpUMKa 10 16 MOB.

5)iFishing

/ Release | BACK '
g PE- e
oot g Stk ;

Name: Spinnerbait

Scoreboard Action: Sink

>

Help

Puc 1.2. 5 T'emmuteti iFishing

Max Depth:- Unlimited

IFishing - 1eit MOOUTBHMI CUMYJIATOP JO3BOJISIE BITUYTH ceOe PHUOATIKOIO, TICPETBOPIOIOYUN
CMapTQoOH B BYJAKY. Y HbOMY TaKO> IPHCYTHI Oarato 1HAMKATOPIB, IO BKAa3ylOTh, A€ € puoda,

Kyan 3aKuaaTtv Mepe>1<i, Ky IIPUMAHKY BHKOPHUCTOBYBATH, KOJKM OaBaTH ocoOMHaM
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MEPETIOYNHOK.

SIK TiNBKM MOYMHAETHCS TPa, KOPUCTYBAU BiMPaBIs€ThCA HA TypHip. Moro ronosHa Mera
- 116 BUWIOBHUTH sikoMora Oiunbuie pudu. IloTiM BigOyBaeThbcs 3BaKyBaHHS YJIOBY, Bijl Baru SIKOTo
3aJIEKUTh MICLE B TYPHIPHINA TaOIHIII.

Jlns pubonoBii MoXKHa BUOpaTH 4ac 1 03epo. Y noaatky € 15 BOgoWM 31 BCUISIKUMH
Neu3aKamu.

Konu kopuctyBau Boepiie BUpyIIa€ Ha 03€po, HOMy MOTPIOHO PO3BIIATH PUOHI KOCAKHU
PaioIoKaTOpOM, PO3TAIIIOBAHUM I/l YOBHOM. AJie B OCHOBHOMY BapTO TPUMATHCS MOl Bif
rMOOKOBOIHUX BUPiB. YacTo xoporiia JioBiist OyBae Ouist Oepera.

[ikaBo 3poOseHi enemeHTu ympaniiHHA. 1106 3akuHYTH radok NOTPIOHO HATUCHYTH 1
yTPUMYBAaTH KHOMKY KHJKa, OJHOYACHO XHUTAar4H TenedoH, i BIAMYCTUTH, MO0 PO3MOTATH
BOJIOCIHB. TyT mOTpiOHO OYyTH OOEPEkKHUM 1 CTEHKUTH 32 YACTOTOIO PYK. SIKIIIO BOHU CIU3bKI,
cMapTdOH MOXKe TOJIETITH B CTIHY.

[ToB3yHOK y HWXHIA YacTHMHI €KpaHa KOHTPOJIIOE IIBHIAKICTh HAMOTYBaHHS HUTKH, Ii
MOXKHa TIOTATHYTH, Kepyrouu cMmaptdoHoMm (mo cebe abo yOik). Hutka Oynme pyxartucs
BIJINTOBITHO TeedoHy.

Takox MoxHa BHOpaTH TMOWHY 3aHYPEHHS NMPUMAHKH, TUIl CHACTEH 1 1HII MapameTpH,
AK1 BIJTUBAIOTH HA T€, KOTO MOIIACTUTH 3JIOBUTH. B OCHOBHOMY Ha JIOBIIIO /i€ IIyKa, CyAaK 1
OKYHb.

OnHa 3 TOJOBHHUX OCOOJMBOCTEM mporpamu Iie Horo pizHomanitTsa. [Ipouec He
OOMEXY€EThCSI 3aKUIAaHHSIM rayka 1 BUTATYBaHHSAM YioBy. CrmoyaTKy MOXHa IMOKaTaTucs Ha
YOBHI 110 03€PYy, 3YIIMHUTUCS B OJHOMY MICIIi 1 TUTBKH MOTIM MEPEHTH 10 JTOBY PHOU.

3BYKOBHI CyIpOBiI BIANOBIAA€ TOMY, IO PpOOUTHCA B JaHWii MOMeHT. Komu mpoBOasSTH
PO3BIIKY Ha BOJOWMI paioIOKaTOPOM, TO UYEThCS Tyl mMoropa. Cuasdm 3 BYAKOI, MOXHA
MMOYYTH CITIB TITaxiB, KpSAKaHHA Kadok. Y O10Ji0TeIll € 3BYyKH, IO 3aKHUJAETHCS BOJIOCIHI,
HaKpy4YyBaHOi KOTYIIKHU. Bce 11e poOuTh irpoBHil mpoiec Ay e peasicCTUYHIM.

6) Master Bass Angler
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LARGEMOUTH BASS

o

141b 8 0z

EXPERIENCE

1786
-+

Puc 1.2. 6 .I'emmuteii  Master Bass Angler

Ha Biaminy Bin iHIIMX cuMyJsTopiB, Master Bass Angler He 3MycuTh TOBro uekaTu, o0
I0Ch 3710BUTU. Puba Kkitoe Bifpasy Mmicisi TOTO, SIK 3aKUJIA€THCS OCHAIICHHS. Y CUMYJISTOPI €
kimbka wmicrieBocteid 3 ycboro CIIIA, pi3Hi BinHOBIGHHS 1HBeHTapro. IcHye ©Oararo
KOPHUCTYBauiB BepCis JIJIsl 3MaraHHsl 3 HIIMMH TPaBISIMU.

7)Ridiculous Fishing

Ridiculous Fishing ocHamena petrpo-rpadikor 1 IPOCTOK MeXaHiKow. TyT KHIarTh
CBOIO MPUMAHKY 1 HAMArarThCs 3a4EUTH CTUIBKUA pUOH, CKIIBKA MOKHA BUTATHYTH. € TaKOX
MpeaMeTH, Kamnearoxu, 3a0aBHi 1 abCypaHI BapiaHTH CHacTed. €IMHUM HEIOIIKOM € Te, IO
OCTaHHE OHOBJICHHS Jojatka O0yso B 2015 porri.

L5 Bepcist BiIpI3HAETHCS BiJ] OTMEPEHIX. Y Hil CIOYATKy 3aKHU/Ial0Th Ta4OK B BONY 1
BUJIOBJTIOIOTH pUOY. SIK TUIBKK BOHA AOCATAE TOBEPXHI, ii MOTPIOHO MIAKUHYTH B TIOBITPA 1
PO3CTPUIATH. 32 KOXKHY 3HHIIEHY TAKUM YUHOM O0COOMHA HapaxoBYIOThCS Tpori. s mporo
BUKOPUCTOBYIOTh MICTOJICTH, APOOOBHUKH, MiHI-TapMaTH, 0a3yKH 1 iHIIIE TTOTYXHA 30pOs.

st 3HumeHHss OaraTthoX puO MOTPIOHO KimbKa MOCTPUTiB. Tomy OakaHO KITIKaTH
IIBUJIIIE, 1HAKIIE BUAOOYTOK BCTUTHE BIIACTH Ha3aJ y BOAY 1 MOIUIMCTA. BOHW HaBITh
BIJITITAIOTH KPi3b XMapH 1 TOB3 MicsIIs B KOCMIYHUI TPOCTIp.

KymiBns HOBHX JTICOK J1a€ MOXKJIMBICT 3aKUAATH MPUMAHKY OUTBII IITHOOKO, 11100 3JI0BUTH
BEJIMKY 1 I[IHHY puly. byp 03BoJisie po3pizatu puly Ta 1HIII NEPEIIKOIU IMiJl Yac CIyCcKy. 3a 1e
TEX OTPUMYIOTh BUHATOPO.Y.

Ak pubanku BUCTynae xyuoneup Ha iM'a buun. BiH 3akunae HaXUBKY Ha TNIMOMHY, MMOTIM
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HAaMaraeTbCsli OJHOYACHO BUTATHYTM Ha MOBEpPXHIO sikomMora Ouibine pudbu. Komm radok
PYXa€ThCS BHU3, FAJUKET MOTPIOHO HAXWUIISATU TaK, 100 OTMHATU PUO 1 JOCATTH MAKCUMAIbHOI
TJIMOWHU.

8)Fishing Break

Puc 1.2.7 .T'emmieir  Fishing Break

V¥ Fishing Break rpaBui j0BIATh COTHI pUO 3 BOCBMHU PI3HHX MICIb. TakoX ICHYIOTh
JOCSTHEHHS, JIJAEepU 1 IIBUIKHUH, aje CKIagHui pexuM. ['padika mpocTa, aje Ha piBHI.
HacmpaBzi peanizm Moxe 3p0OUTH 1€ JOJATOK ripiie. Y Taky puOHY JIOBIIO 3a3BUYail TParoTh,
YeKalouy Yepru B MarasuHi abo MoK Mpoiiie pexkiiama 1o tenesizopy. He BapTo odikyBatu Bif
HEl 40roch OUIBIIOTO.

Xoya 11 TporpaMa Ma€ arpecuBHY CTpaTeriro MOHETH3allii, BOHAa BUTJIANAE TigHA.
MoxxnuBo, 11e BUTIIAIa€E MUBHO st 2D Ha MOOUIBHOMY MPHUCTPOI, ajie 3 HEI JTIHCHO MOXHA
3aHYPHUTHCS B 3aXOILTIO0UY icTopito. Beul cipaiiT 00pobiieHi B cThIIi aHime.

{06 BuTsATHYTH pUOY, MOTPIOHO TOCTIMHO PETYIIOBATH CUIy HATATY BojociHi. [lpwm i
ocnabyieHHi, 0cOOMHA 3IPBETHCA 3 Tayka, a IPHU HAMIPHOMY HATSTY JIOMHEe HUTKY. OCOOIHBO
BAXKO PETYJIOBAaTH BEJCHHS OCHACTKM HA BUIIUX PIBHSAX, KOJU JTOBOJHWTHCS BWJIOBIIOBATH
BenuKy puOy. [rpoBHii mpoIiec mMOCTYNMOBO CTA€ CKIATHUM.

AJe B 1iioMy 6arato 4oro 3p03yMijio HaBiTh 0€3 TPUBAJIOTO HABYAHHS .

3aKUHYTH BOJIOCIHB;

MiBECTH Ta4OK JI0 puowH;

JIaTH 1 3aKOBTHYTH Ha)KUBKY.

VY nopaTky HeMae CKIIaJHUX aJITOPUTMIB, SIKI MOTPIOHO 3amam'aTatu. BincyTH1 TepMiHW,
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XapaKTEPUCTUKU pub, 0COOIMUBOCTI p13HUX BOAOWM. [TOoTpiOHO MPOCTO HATUCKATH HA KHOMKY 1
MPOBOJUTH MO €KpaHy nanbieM. Och 1 Bce yIpaBIiHHS.

Sk npaBuio, puda Ha rauky HaTArye BYJAKY cuibHIIIE. ToMy HEOOXIIHO AOTPUMYBATHUCS
«30JIOTY CepeArHY», AaTH 1 BUIUXHYTH, IOCTYIOBO HATATYIOUH 1 Ociadao04n HUTKY. Konu
puOKa 3HECUIIUTHCS, 1i BUTATYIOTh Ha MOBEPXHIO, (HOTOrpadyroThCs 3 YIOBOM 1 MIAPAXOBYIOThH
3apo0JIeHI TPOIIi.

9) Fishing Diary

Puc 1.2.8 .I'emmueii Fishing Diary

VY Fishing Diary € 3napsnns i puOanbCbki CHACTi. 3aBIaHHsS pUOATKH - 3i0patu OiibIe
pu6wu. 11106 monermmTy MoMOBaHHA, B OJAATKy BCTAHOBIIEHI OOHYCH.
Omxe Ha TenedoH Ta cMmapTdoH AOCTymHO O€3mid irop mpo puOoNOBII0.ANe 21 irop

30BciM Maiio. ToMy Oys10 BUpIIIEHO pO3POOUTH caMe TaKHil T0AaTOK.
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2. IPOT'PAMHI 3ACOBH PEAJIIBAIIIL BACTOCYHKY

2.1 3aranbHUI aNTOPUTM peaizallii IPOeKTy

o *x , MOYHEMO 3 AIrOPUTMY PO3p0oOKU T'pu .BiH Mano 4uM Bipi3HIETHCS Bij
ITOPUTMY PO3POOKHU OYIb-SKOTO 1HILIOTO MPOrpaMHOro NPOAYKTY 1 BKIIIOYA€E B ceOe Taki
€TarM JXUTTEBOTO IUKITY SIK :

1) mpoeKkTyBaHHS;
2) po3poOKa;
3) BUIaHHS 1 MIATPUMKA.

Ha ertani npoekTyBaHHs BU3HAYAIOThCS METa I'pH 1 3aco0u ii po3poOku.llpu Bu3HaUeHH]
METH BU3HAYAIOTHCS 171es, )KaHp TpH. ies- Ie Te, o OyJe CIOHYKAaTH I'PaBIsd TPaTH B
CTBOPIOBaHY I'py, 1 BOHA JAYy’K€ TICHO MOB'sI3aHa 3 )KaHPOM.

Taxum urMHOM, BUZHAYMBIITK OCHOBHI 1J1€1 IpH, )KaHp Oy/e miaiopaHuii
PaKTUYHO Bijipazy. BusHAUMBIIUCE 3 )KaHPOM 1 1I€€10 TPU, HACTYITHUM KPOKOM Oyjie BUOIp
cetinr. CeTTiHT - 11e Te Je Oyae BimOyBaTucs cama rpa .BiH Mo)ke CHIIBHO MOJIETTIHTH
PO3pOOKY CIIeHapito JJIsk TPH, TOMY HOTO Kpalle BHOWpaTH 3a37ajerib 1 TPYHTYIOUNUCH Ha
CMaKH ILThOBOT ayAUTOPIi.
J1o 3ac006iB po3poOKH B IMEpITy Yepry BiAHOCSATH HAIMMCAHHS MPOTPAMHOTO KOAY Ta BHOIp
irpoBoro pyiris. Bix iioro BHOOpY 3aJICKUTH SIK MBHAKICTh CaMOi pO3pOOKH, TaK 1
mpare3 aTHICTh CaMOTo IPOAYKTY Hanani. Koa B mepury depry 3anexuTh Bif iatGopMu, s
K01 Oy/ie CTBOPIOBATHCS Tpa.

IrpoBuii 11 Biamosizae 3a onuc Gi3UKU 00'€KTIB, peHaep rpadiku 1 1HIIe.
M

2.2 Bubip :xanpy rpmu

Pozninstorh 8 OCHOBHHX KaHPIB BIZICOIrop, sIKi y CBOIO UYEPTY AUIATHCS III€ HA EKUTbKA

ITiKaHPIB.

1).Action - sxaHp KOMIT'TOTEPHUX irop, B IKUX YCIIX TPABIS Y BEJIHMKIN Mipi 3aJIC)KUTh BiJl
HOro MBHUJIKOCTI peaKiiii 1 3[aTHOCTI IBUJIKO NPpUMMATH TaKTUYHI piieHHs. Jlis Takux irop

PO3BHUBAETHCS TyXKE JUHAMIUHO 1 BUMarae Hampy>KeHHs yBaru 1 MIBUIKOI peakiii Ha 1110
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B110yBatOThCA B Tpi noli. [Ipu boMy B IKOCTI OCHOBHOT'O 3aC00Y MPOTpecy B Ipi, sIK MPABUIIO,
BUKOPHUCTOBYIOTh Oyb-sKY 30poto. [lonuiseTscs Ha mIyTepH, apKaau, (paiTUHIU Ta CTENC-1rPH.
Le#t >xaHp € HAUNOMYJISPHIIIMM Ta 3aiiMae 0su3bK0 70% pUHKY BIIEOIrop.

3D-myrep (anrn. 3D Shooter ) - B irpax gaHOro TUIY TPaBellb, K MPABUIO , TIHOYH
MOOJIMHIII , TOBUHEH 3HUIIYBAaTH BOPOTiB 32 JOMOMOI'0I0 30p0i OJIMAKHBOTO 0010 (SIK IPABUIIO
XOJIOAHOTO) 1 CTpiIelbKO1 30poi (HaluacTiiie BOTHENAIbHOT 30p0i Ta EHePreTUYHOT ) , s
JOCSITHEHHS MEBHUX I[IJIEH HA JAaHOMY PiBHI , 3a3BUYAi , MICIs IOCATHEHHS 3aJlaHUX TSN
rpaBellb , MEPEXOIUTh HAa HACTYITHUI piBeHb. Boporamu yacto €: Oanantu (Hamp. Max Payne )
, Haruetu (Hamp. B Return to Castle Wolfenstein ) Ta iHII1 «morani XJa0MI(1», a TAKOX BCUISAKI
IHOTUTAHETSIHU, MyTaHTH 1 MOHCTpH (Hamp. Doom , Half- life , Duke Nukem 3D , Serious
Sam).IcHyrOTh TIyTEepH Bijg mepii ocodu. Y mryrepax Bij nepinoi ocoou (anri. First person
shooter, FPS) rpasers He 6auuTh nepcoHaxa 3 60Ky - BiH CIlocTepirae 3a moAisiMu Bijf ocoOu
nepcoHaxa - «ounmMa nepcoHaxa» (anri. First person look), 1 cmocrepexxyBana rpaBiemM
KapTHHA 301ra€eThCst 3 TUM, 110 «0aYUTh» MEPCOHAK.

VY myrepax Bix TpeTboi ocobu (anria. Third person shooter, TPS) rpaBens 6aunth
nepcoHax 3 00Ky 3 (HiKCOBaHOMO (3a3BUYall 31 CUHU) a00 AOBUIBHOT TOUkH 30py (anri. Third
person look). V psai irop peanizoBaHa MOXKJIUBICTh IEPEMUKAHHS MEPIINN / TpETs ocoda 1
¢dikcoBaHa / TOBLIbHA KaMepa.

danitunr (Big anri. Fighting - 61t , Oiiika , moeIMHOK , 6OPOTHOA) - )KaHP KOMII'FOTEPHUX
irop, 110 IMITYIOTh PYKOTIAITHUM 01 MaJIOT0 YKCJIa MIEPCOHAXKIB B MEKax 00OMEKEHOTO
MPOCTOPY , 3BaHOTO apeHor0. DaTHHT OJIU3BKI 10 Irop KAHPY «MOOUH TX yCiX», MPOTEe MK
HUMU ICHYIOTbh BiIMiHHOCTI. Tak, B OUIBIIOCTI (haliTUHTOB TPABIIEB]1 HE MOTPIOHO
MepeMIIIaTHCs TI0 JOBTOMY PIBHIO 1 HE MOXKHA BHIMTH 3a MEX1 apeHH, a 01l CKIIAJaEThCs 3
HEMapHOTro YMCia OKPEMUX PAyHIB 1 HE € Oe3nepepBHUM. MEHIIl 3HAYHUMHU 1 HE0OOB'SI3KOBO
MPUCYTHIMH O3HAKAMU KAHPY € BUKOPUCTAHHS YHCIICHHUX MK JIJIsT 300pa’KeHHS KUTTEBO
BOKJIMBUX MOKA3HUKIB MEPCOHAXKIB 1 MPOMAThOBYBaHHSI O1MIIIB HA apeHi B MPOQib.

Crnemep anri. Slasher Bix anri. Slash - pyb6artu , pizatu) abo Yonmep (anra. Chopper ,
OykBallbHO pyOuUIsI0BO, BiJ auri. Chop - pybaru) - ocoOMMBHI pi3HOBHI KOMIT'FOTEPHHUX Ta
B1JI€0OIrOp, JIy>KE€ CX0XKa Ha yKaHp MOOMH iX yciX, aje Creniani3yeTbecsi Ha X0JI0JHOMY 30poro.
HailinonynsipHinii ciaeniepu po3pooisitoThCsl HacaMIepe/] AJis iIrpoOBUX KOHCOJIEH, Tak K
reiimmaj; Habarato OUIBII MiIXOAUTH AJIsl JAHOTO TUIY TP - HE OUIbLIE JECATH AKTUBHO

BUKOPHUCTOBYIOTHCSI KHOIIOK Ta X KOMO1HAI1i poOJIATh MOBHOPO3MIPHI KJIaBlaTypH KOMIT'IOTEPIB
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IPOMI3AKUMHU 1 HAJJTUIITKOBUMH, & JIBOX -TPhOX KHOMKOBI MUIII1 - HefocTaTHIMU. He citif
rurytatu Slasher ¢ Hack and slash, Busnauenns Hack and slash € 6u1b1n mmmpokum 1 B HbOro
KpIM CJIEeNIepiB MOTPAILIAIOTE TakoxX irpu Ty Diablo 1 Dungeon Siege , ski ciemepom He €.

Apxkana ( anria. Arcade) - rpa , B sIKiif rpaBIIE€Bi JOBOJUTHCS TISITH MIBUIKO ,
MOKJIaJIAI0UUCh B TIEPIIY Yepry Ha cBO1 peduiekcH 1 peakilito. IrpoBuit mpoiiec mpocTuii 1 He
3MIHIOETBCS TIPOTATOM TPU. ApKaJH XapaKTePU3YIOThCSI PO3BUHEHOIO CHCTEMOO OOHYCIB :
HapaxyBaHHS OYOK , MOCTYIIOBO BiTKPUBAIOTHLCS €JIEMEHTH TPpH 1 T. 1. TepMIH « apKaja » 1o
BiJTHOIIICHHIO JI0 KOMIT'FOTEPHUX irOp BUHUK Yy YaCH IrPOBUX aBTOMATIB , SIKi BCTAHOBJTFOBAJIUCS
B TOproBux rauepesix ( arcades ) . Irpu Ha HUX OyJIM MPOCTUMHU B OCBOEHHI (11100 3aTyIUTH
noOuUIbIIIe rparoyux) . 3ro0M il IrpH NMEePEeKOYyBaIu Ha IrpoBl MPUCTABKU (KOHCOJI1) 1 IO LIUX
Iip € OCHOBHUM >KaHPOM Ha HHX.

Crenc-exmieH (anri. Stealth action) - 11e »kaHp KOMI'FOTEPHUX 1rOp, B AKX IPABIEBI
NOTPiOHO HETTOMITHO MEePEeMIIIaTUCS, XOBATUCS, TAEMHO 1 HETIOMITHO BOMBATH BOPOT'B, 1
YHUKATH BUSABIICHHS, 1100 BUKOHATH Micito. He3Baxarouu Ha Te, 110 1€ kaHp TOPIBHIHO
cTapuii, Ha JaHUW MOMEHT ICHY€ He Tak 06araro irop, o KiIacu(ikyroThCs K CTEJC-EeKIICHH.
bbb yacto 3ycTpiuaroThCs irpH, 10 MICTITh €JIeMEHTH cTeica. HalOuby monyaspHICTh
*)aHp oTpuMaB 3aBisiku cepism irop Thief, Metal Gear, Hitman, Splinter Cell.

2).CuMynsaTop - iMiTaTOpH , MEXaH14H1 400 KOMIT'TOTEPHI , IO IMITYIOTh YIIPaBIiHHS
SIKUM-HEOY/Ib TIPOIIECOM , arapaToM abo TpaHCIIOPTHUM 3aco0oM. Haliuacrimie 3apa3 clioBO «
CUMYJISITOP » BUKOPUCTOBYETHCS CTOCOBHO /10 KOMIT'IOTEPHUX IIpOrpam (3a3Buyai irpam ). 3a
JIOTIOMOTO0 KOMITTOTEPHO -MEXaHIYHUX CUMYJISITOPIB , a0COIFOTHO TOYHO BiTBOPIOIOTH
iHTEep'ep KaOlHU amaparty , TPeHYIOTbCS MUTOTH , KOCMOHABTH , MAITUHICTH BUCOKOIIBUIKICHUX
moi311B.CUMyJIATOp - IpOrpaMHi Ta araparHi 3ac00M , 10 CTBOPIOIOTH BPAXKECHHS JTIHCHOCTI ,
Bi10Opakaroun YaCTHHY PEAIbHUX SIBUII] 1 BIACTUBOCTEH Y BIpTyaIbHOMY CEPEIOBHIIII .

3).Crparerii ( anra. Strategy ) - irpu, 110 BUMAararoTh IJIAaHYBaHHS 1 BUPOOJIEHHS MEBHO1
CTpaterii AJis TOCATHEHHS SIKOiCh KOHKPETHOI METH , HATIPUKIIAT , IEPEMOTH Y BIICHKOBIM
omepariii . 'paBerns ynpapisie He OJTHAM TIEPCOHAKEM , @ IIUTAM TiAPO3IUIOM , IMiIMPUEMCTBOM
a00 HaBITh BCECBITY. PO3pi3HAIOTH TOX0I0BOM a00 MOKPOKOBi cTparerivni irpu ( Turn- Based
Strategy , TBS ), ne rpaBiii no yep3i poOJaTh XOH , 1 KOXKHOMY I'paBLEB1 BIIBOJUTHCS
HeoOMexeHy ab0 oOMeKeHy (3aJIe’KHO BiJl TUITY 1 CKJIIAJIHOCTI IPH ) Yac Ha CBIU X17 , 1
cTparteriudi irpu B peanbHoMy vaci (Real Time Strategy , RTS) , B sikux Bci rpaBlii BUKOHYIOTh

CBOI 11 O/THOYACHO, 1 X1]] 4acy HE MePEePUBAETHCH.
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4).I1purona (anri. Adventure) - rpa-po3noBiib y sKiii KEpOBaHUHN TpaBIEeM Tepoi
MPOCYBAETHCS MO CIOKETY 1 B3a€EMO/II€ 3 ITPOBUM CBITOM 3a JIOTIOMOT'0I0 3aCTOCYBAaHHS
MPEIMETIB, CIUIKYBaHHS 3 IHIIMMU [IEPCOHAKAMH 1 PIIIEHHS JIOTTYHHUX 3a]1a4.

5).My3uuna rpa (auri. Rhythm game , rhythm action ) - sxaHp kKoMI'roTepHEX irop , 1e
HapLKHUM CTaBUTHCS My3WYHA CKJIaJ0Ba , a BIJ I'paBLsl MOTPIOHO HASIBHICTh MOYYTTS
putMmy.Irpu qaHoro aHpy OepyTh 32 OCHOBY TaHIli a00 BUKOHAHHS TPYIMOI0 MY3UYHUX
KoMmmo3ulii. ['paBiii TOBUHHI BIAMOBIAHO IO TOTO , 10 JEMOHCTPYETHCS HA €KpaHl , HATUCKATH
MEBH1 KHOIIKM 200 BUKOHYBATH TAHIIOBAILHI PyXU. Y pasi yCIiXy HapaXxOBYIOTHCSI OUKH .
baraTo My3uuHi irpu TaKko MPOTOHYIOTH 0araTo KOPUCTYBaydiB PEKUMHU , A€ Tpaslii abo
0'fOThCS OJIMH 3 OJIHUM Ha PaxyHOK , a00 TparoTh B OJHINH KOMaH 1 , yOCOOJII0I0UH COO0I0
rpymy.JlesKi irpu sxaHpy J03BOJISIIOTh BUKOPUCTOBYBATH CTaHIApTHI reiiMiiaay abo
KOMII'FOTEPHOT MUIII, SIK , HANpUKJIaa y rpi osu !, OnHaK , OUIBIIICTh 3 HUX BUMAraroTh
crelianbH1 KOHTPOJIEpU , BUKOHAH1 Y BUTJISAA1 MY3UUHUX 1THCTPYMEHTIB. [{s1 6aratbox
TaHIIOBAJIbHUX ITOP BUITYCKAIOTh OCOOJIMBI KUJIUMKH 3 pearyroTh Ha HATUCKAHHS 00JIaCTAMH.

6).Komm'torepna posiroBa rpa ( auri. Computer Role - Playing Game ( CRPG a6o RPG ) -
aHp KOMITTOTEPHHUX Irop , 3aCHOBAHUH Ha €JIEMEHTaX IrPOBOTO MPOLIECY TPaIULIIHHUX
HACTUILHUX POJIBOBHX Irop. Y pOJBOBIM Ipl IpaBellb YIIpaBise OJHUM a00 JAeKIIbKOMa
NEPCOHAXKAMU , KOXKEH 3 SIKMX ONMUCAHUM HA0OPOM YHCEIbHUX XapaKTEPUCTHUK , CIIUCKOM
3110HOCTEH 1 BMIHb ; MPUKJIaJaMU TaKUX XapaKTEPUCTUK MOXKYTh OyTH XiT- OiHTH (aHTJI. hit
points , HP) , moka3Huku cuiIm , CHPUTHOCTI , 3aXUCTY , YXWUJICHHS , PIBEHb PO3BUTKY TOT'O YU
HIIIOT'0 HABUKY 1 T.1. Y X0/ TP BOHU MOXYTh 3MiHIOBaTUCS. OJTHUM 3 XapaKTEPHUX
€JIEMEHTIB IrPOBOTO MPOIIECY € IMiIBUIIIEHHS MOMXJIMBOCTEN MEPCOHAXKIB 32 PaXyHOK
MOJIIMIIIEHHS 1X TapaMeTpiB Ta BUBYCHHSI HOBUX 3/110HOCTEH .

7).I1aznu (anrn. Puzzle) ta inmii. Y HeKOMI'TOTEPHOIO TOJIOBOJIOMIII pOiib apOiTpa, 1o
CTSXXHTH 3a JOTPUMAHHSIM MPaBUII, Tpac abo cam rpaBenb (acksHC), 00 ASTKUA MEXaHI YHHHI
npucTpiii (kyouk Py6ika). 3 mosiBoro KOMI'TOTEPiB MOKIMBOCTI TOJTOBOJIOMOK PO3IIHPHUIIUCS,
TakK K HaIMCaTH KOMIT'IOTEPHY MpOrpamy MpocTille, Hi>kK CKOHCTPYIOBATH MEXaHIYHUNA
npuctpiit.l 010BONIOMKH, K MPaBUIIO0, HE BUMArarTh peakKiiii BijJ rpaBils (mpote 0arato BEayTh
PaxyHOK 4acy, BUTPAu€HOT'0 Ha BUPIIICHHS).

8).Interactive fiction (IF, OykBasnibHUI niepekiia - IHNTepaKTUBHA JIITEpaTypa; TEKCTOBI
KBecTH; adventure - MIPUTOIHUIIBKA TPA) - )KAHP KOMII'FOTEPHUX Ir0p, B IKOMY CIUIKYBaHHS 3

rpaBIEM 3A1MCHIOETHCS 3a JOMOMOI0I0 TEKCTOBOI iH(GopMalii. PO3BUTOK IILOTO XKaHPY, Y
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3B'SI3KYy 3 HU3bKMM BUMOTOIO JI0 PECYPCiB, IOYANOCA JOCUTh IaBHO, 1 HE MPUIUHUIOCS HABITH 3
nosiBOIO rpadiuHux irop. IcHyI0Th 1Ba BUM iHTEpdECy - iIHTep(deiic 3 BBEACHHAM TEKCTY 3
KJ1aBiaTypu a0o0 iHTepdeiic y BUTIIANI MEHIO, JIe TpaBellb BUOUPAE IO 3 JEKUIBKOX
3anpononoBanux (aHria. CYOA, Choose Your Own Adventure).

Hali0inb1 1ikaBUM KaHPOM € JKaHp MPUTO1a
2.3 Bubip cepenoBuina po3pooku

[rpoBwii py1riif — 11e TOTOBa apXiTEKTypa, Ky pO3pOOHHKH BUKOPUCTOBYIOTH JJISI PO3POOKH

Ta 3aIyCKy T'pH

CepeTHbOCTaTUCTUYHUH ITPOBHI pyIIid Halae po3poOHUKaM crocid JoAaBaTu Taki pedl,
SIK:

1)dizuka

2)KepyBaHHS

3)penaepiar

4)HeoOXIiTH1 CKPUIITH

5)BUSABICHHS KOJI31H

O)INTYyYHHH  1HTEJICKT 1 Tao.  6e3  HEOOXiIHOCTI  iX  IporpaMyBaHHS
Omke mnpoaHaTi3yBaBIIM PHHOK BHUAUIMB aus cebe 3 irpoux pymris Unity, Unreal Ta

Godot.[TouneMo 3 aHasly KOKHOTO 3 HHX:

& unity

Puc 2.3.1. norotun Unity

Unity - madinomyssipHilmwid irpoBWid pymid Ha ChOTOMHINIHIN aeHb. 3'sBuBcs B 2005 porri.

Benuke nommupenHss oTpuMaB 3 BuxojoM Bepcii Unity3d. Ha mpomy pymiii 3po0iieHO BEIHKY



24

KUIBKICTh MOOUIBHUX 1rOp Ta irop B Steam. Y ToMy 4ucii 1 1HAlL.

VY Unity HaiiOinpIIa KUTbKIiCTh PO3POOHHKIB, Y OUIBIIOCTI KOMIAHIM MPOIECH 3aTOYCHI
came mig Unity (tak sik TaM BUKOPUCTOBYeThCS MoBa C #). KpiM TOro roTOBUX aceTiB  y pyluis
MPUOJIU3HO CTUIBKU K, CKUIBKA CYyMapHO y BCIX IHHIIMX PO3IJIAHYTUX B I[iil cTaTTi. ACCeT - 1
TOTOBI pilieHHs Ta Matepianu : 3d Moxeni, KApTUHKHU, PiBHI 1 HABITh I 1 TPU SIKI MOXHA
BUKOPUCTOBYBATH B CBOIH I'i..

Hepnoniku ta nepesaru pyurist

IlepeBaru:

1) Hait6G1inbiie KoM'toHITI

2) BOynoBaHa pekiiama Ta aHaliTHKa Bix camoi Unity

3) MynbTUniaTpopMeHicTh

4) HasiBHicTh O€3KOIITOBHOT Bepcil

5) Hait6inbmuii BuOip aceTiB

6) HaliGinpmuii BUO1p HaBYAIBHUX MaTepiajiB, KypciB 1 KHUT

7) C #. IloTyxHHI 1 3p0O3yMITHiA

8) Cam pymiiii Ma€ BeJITUKiI MOKIMUBOCTI 5K B 2d, Tak i B 3d

Minycu:

1) ¥V nopiBHSHHI 3 IHIIUMU PYUIISIMA HE HAJTO 3py4yHa CTPYKTypa 1 iHTepdeiic

2) daitnin Ha BUXO/I1 BakaTh Oararo.

3) I[ToMmuiiky, sIKi TATHYTBCS 3 BEpCii y BEPCit0

4) HaBiTh mipu HasIBHOCTI IHCTPYMEHTY Bi3yaJlbHOTO mporpamyBanHs Playmaker i Bemukoi
KUTIBKOCTI aceTiB I 30BCIM HOBAYKIB PYIIiii Oy/e 3aHaATO CKJIQTHUI

50 3d rpadika Hemorana, aje TaKd TNPUCTOWHO TocTymaerbes  Unreal.

2) Unreal Engine

UNREAL

ENGINE

Puc 2.3.2. morotun Unreal Engine
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Unreal Engine - irpoBuii pymriii komnanii Epic Games, opieHTOBaHMII Ha AAA-TIPOCKTH
1 mpoektd B 3D. BiH YMOBHO O€3KOIITOBHUI NMpPU HEKOMEPLINHOMY 3aCTOCYBaHHI, ajle SKILIO
NPOEKT MPUHOCHUTH Oinbie $ 3 THC. HA KBapTad - PO3POOHUKAM MOTPIOHO IJIATHTH aBTOPCHKI
BiJpaxyBaHHs B po3mipi 5% Bia Bupyuku. Ilepmie, mpo mo Baprto 3ramatu B orisal UE, ue,
3BMYaiiHO, TpadiyHUN NOTEHIa), 10 BKJIKOYae miATpUMKY HaBith DirectX 12. He moxhHa
3a0yBatu npo 1iatdopm mporo SDK: Ha HEOMY MokHa ctBOproBatu irpu ais [IK, koHconeH,
cMapT(OHIB, TUIAHIIIETIB.

Unreal nae po3poOHUKY BeIMKH HaOlp MPOCTUX B OCBOEHHI 1 IHTYITUBHO 3PO3yMUINX
iHcTpyMeHTiB. C ++ Haksajae MIHIMyM OOMEKEHb 1] Yac HAKMCAHHS CKPHUIMTIB, a cUCTeMa
Bi3yaJIbHOTO TIporpamyBaHHs Blueprint monerurye npotoTummyBanHs a00 HANMCAHHS CKPHIITIB
pykamu HOBaukKiB. CTBOPIOBATH €IIEMEHTH I'PU MOKHA HAOYHO, TIEpeMilalodn 00'ekTH, 6e3
PYYHOTO BBEJICHHS KOAY.

[Tntocu Ta MinycH
[Tnrocu:

1) Bigminna rpadika

2) Xoporri IHCTpYMEHTH ISl MOJICTFOBaHHS PIBHIB

3) Benuke KOM'tOHITI 1 BeJIMKa KUIBKICTh TYTOPiaIH

4) Bizyanbuuii ckpuntiar Blueprints 3 KopoOku

5) be3komToBHUMI

6) Binminnwuii HaOip roToBux AcceTiB . Menme Hix y Unity, ajie Bce SKICHI

Minycu :

1) 3aitmae GaraTo Micist cama mporpama i ii rpu

2) Bucokwuii mopir BX0y, SKUH 9aCTKOBO 3HM)KEHO Bi3yallbHUM MPOTPaMyBaHHSIM

3) Inrepdeiic mocuTh TPOMI3IKUN 3 JECATKAMHU €IIEMEHTIB. XoO4Ya SKIIO 3BUKHYTH -
noriyHime Hix B Unity

4) € mpobseMu 3 MPOTYKTHUBHICTIO

3)Godot
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O10
r

Puc 2.3.3. morotun Godot

Godot Engine - Bigkputuii 6aratoruiardpopmonuii 2D i 3D irpoBwuii pymiiii i JIilEH3i€ 0
MIT, sikuii po3podnsetses crniipHoTOr0 Godot Engine Community. Jlo my0maiuHOoro pemisy y
BUrIIAAl BigkpuToro [13 pymiiii BHUKOPHCTOBYBABCS ycepeauHi NesKuX KommnaHid JlaTuHChKO1
Awmepuku. Cepenouiie po3pooHuka npairroe Ha Linux, OS X, Windows, BSD i Haiku i moxe
ekcrioptyBatu irpoBi mnpoektu Ha IIK, koHcom, MoOUIBHI 1 BeO-tutathopmu. OTxke

IpoaHai3yBaBIId 3 pyIIii HAKOLIBIIT 3pyYHUM IS HOBavka B po3pooii irop € Unity
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3.MOJEJIIOBAHHA TA PO3POBKA 3ACTOCYHKY

3.1 IlocTanoBKa 3a1a4i Ta OIIUC MOKJIUBOCTEH I'PH

Jlns anamizy ta po3poOku rpu crBopeHHo UML-niarpamu

UML BUKOpPUCTOBYETHCS Ha KO)KHOMY Mpolect xkuTTeBoro uukiay. UML migrpumye 6arato

BU/IIB JIiarpam, Taki siK:

1.

Class Diagram.

2. Package Diagram.

3. Component Diagram.
4,
5
6
7

Deployment Diagram.

. Collaboration Diagram.
. Object Diagram.

. Composite Structural Diagram.

MoBa UML sBisieTbcsi MPOCTUM KOHIIENTYadbHUM PIMIEHHSM IJIs PO3POOKH PI3HUX

3acTocyHKiB. [Iporiec 00’ €KTHO — OpPIEHTOBAHOTO aHAJI3y 3 BUKOPUCTAHHSIM BCIX MOKIIUBOCTEHN

BKJIFOYAE OJIHY Ba)XJIMBY OCOOJMBICTH : BKJIFOYATH B Jiarpamy IMOTPIOHO TUIBKA Ti OKpeMi

Mo, Kl € 00’€MHUMH Ta BAXJIMBUMH Y MOPIBHSIHHI 3 TUMH, IO TaKOXK ICHYIOTh Y MPOEKTI,

TUILKH BBOKAIOTHCS APYTOPSTHUMH, 100 HE HaBaHTAXKyBaTH IMPOIIEC aHATI3Y.

Bynu cTBOpeHHI Taki aiarpamu sK jJiarpaMa NpereHASHTIB Ta JiarpaMa JIissIbHOCTI .

Jliarpamu miperieIeHTiB TO3BOJISIOTH Bi3yali3yBaTu MOBEAIHKA CUCTEMH, MIJCUCTEMHU 200

KJ1acy, o0 KOPUCTyBa4l MOTJIH 3pO3YMITH, SIK iX BHKOPUCTOBYBATH, & POSPOOHHUKH -

peaizyBaTH BiIITOBITHAHN €JICMEHT.


file:///C:/Users/kutsu/Desktop/ДИПЛОМ/ДИПЛОМ,КУЦУК%20ВАЛЕРІЯ,ПД-41.docx%23_Toc71136413

System

A

—_
T
[paeeus I BUMKHYTI 3BYK

MepernaHyTy peknamy

Puc 3.1.1. miarpama mpereH/IeHTiB

TpaBeLs 3aKMHYE BYIONKY

Tak

Mifnasa pwuda ¢ zayenneHa pudHHOK OHTOMEHICTOM

i

Uit & Ha TarMepi signixy uacy yac

TaK

HapaxysaecA 0an 3a pudy

Puc 3.1.2. . giarpama IisIbHOCTI
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3.2 Po3pobka rpu

Po3po0ka K0>KHOTO 3a CTOCYHKY OYHMHAETHCA 3 pO3pOOKH HOro MpoTOTUITY
Po3pobumo mpoToTun Ta 3ayMKy caMoi rpu.3a 3aaymMko. ['onoBHuUi nepconax -Kopxk
3aKuJa€ BYJOUKY B pIUKY Ta JIOBUTh puOy.Bin Oaxae crniiimaTu puly cBo€i Mpii

Cnovatky po3poOMMO IPOTOTHUIH AU3aHHY T'OJOBHUX MEHIO Ta FEMIUICIO

D €D

5> 5%

XX %
s>

W s

Puc 3.2.1. MakeT refrieror

Ha ocHoBi nanoro makety 0yino 3po0eHO Take MEHIO

Puc 3.2.2.I'0110BHA clieHA POYKTY.


file:///C:/Users/kutsu/Desktop/ДИПЛОМ/ДИПЛОМ,КУЦУК%20ВАЛЕРІЯ,ПД-41.docx%23_Toc71136413

Jlani st moyaB MajIlOBaTH caMi MOJIENIl Ta TUCATU KOJI IaHOTO po3auty.Ock 110 BUKIILIO —

Puc 3.2.3.T'onoBHu nepcoHax

Takox Oynu po3pobiieHa cama jiokailis (OeKrpayHn)

Puc 3.2.4 T'onoBHa jg0Kars

bymu peanizoBani Mogeni camux pub

s )

Puc 3.2.5.Copaiit pubu oHTOTOHICTA

Buxinauii ko7 AaHOTO MEPCOHAKY
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using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Blackfish : MonoBehaviour {
public bool up;
/Ipublic float Speedup;
public bool down;
/Ipublic float Speeddown ;
public float SPEED;
public float STOP;
public float HighSpeed;
public float SD;
public float SU;

public GameObject MainCam;

public bool Hunt;
/l'Use this for initialization
void Start()
{
up = false;

down = true;

I/l Update is called once per frame

void Update()

{
MainCam = GameObject.Find ("Main Camera");
If (Hunt == false) {

if (transform.position.x >= MainCam.transform.position.x + 5f) {



32

transform.localScale = new Vector3 (-1, 1, 1);
up = false;
down = true;
¥
If (transform.position.x <= MainCam.transform.position.x - 5f) {
transform.localScale = new Vector3 (1, 1, 1);
up = true;
down = false;
¥
If (up == true) {
SU += SPEED * Time.deltaTime;
if (SU >= HighSpeed) {
SU = HighSpeed,;
b

transform.position += new Vector3 (SU * Time.deltaTime, 0, 0);

if (up == false) {
SU -= STOP * Time.deltaTime;
if (SU<0){
SU =0;
by

transform.position += new Vector3 (SU * Time.deltaTime, 0, 0);

ks
s

if (down == true) {
SD += SPEED * Time.deltaTime;
if (SD >= HighSpeed) {
SD = HighSpeed;



transform.position -= new Vector3 (SD * Time.deltaTime, 0, 0);

if (down == false) {
SD -= STOP * Time.deltaTime;
if (SD<=0){
SD =0;
¥

transform.position -= new Vector3 (SD * Time.deltaTime, 0, 0);

void OnTriggerEnter2D(Collider2D coll)

{
if (coll.gameObject.tag == "Fish2")
{
Hunt = true;
GetComponent<Animator> ().SetInteger("Run" , 1);
StartCoroutine(ldel());
s
¥

IEnumerator Idel(){
yield return new WaitForSeconds (2f);
Hunt = false;

GetComponent<Animator> ().SetInteger("Run" , 0);

33

[Ipy BUKOHAaHHI JTaHOTO CKpUMTA AKII0O pUOKA sKa MIIHATA HA KPIOUOK CTUKAETHCS 3

“gopHOI0 prbOI0”  TO BOHA MEPETBOPIOETHCS B CKEJIET
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Puc 3.2.6.Cnpaiitu pu6

Buxinauit ko7 1aHOTO EPCOHAKY
public GameObject Fish2;
public GameObject MainCam;
/I Use this for initialization
void Start()

{
up = false;

down = true;

/I ' Update is called once per frame
void Update()
{
MainCam = GameObject.Find("Main Camera");
If (transform.position.x >= MainCam.transform.position.x + 5f)
{
transform.localScale = new Vector3(1, 1, 1);
up = false;
down = true;

¥

If (transform.position.x <= MainCam.transform.position.x - 5f)

34



transform.localScale = new Vector3(-1, 1, 1);
up = true;
down = false;
}
if (up == true)
{
SU += SPEED * Time.deltaTime;
if (SU >= HighSpeed)
{
SU = HighSpeed;
}

transform.position += new Vector3(SU * Time.deltaTime, 0, 0);

if (up == false)
{
SU -= STOP * Time.deltaTime;
if (SU<D0)
{
SU =0;
}

transform.position += new Vector3(SU * Time.deltaTime, 0, 0);

ks
T ]

if (down == true)

{
SD += SPEED * Time.deltaTime;
if (SD >= HighSpeed)
{

35
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SD = HighSpeed;
}

transform.position -= new Vector3(SD * Time.deltaTime, 0, 0);

If (down == false)

{

SD -= STOP * Time.deltaTime;

if (SD <=0)

{

SD =0;

}

transform.position -= new Vector3(SD * Time.deltaTime, 0, 0);
}

void OnTriggerEnter2D(Collider2D coll)
{

if (coll.gameObject.tag == "Hunt")
{
GameObject.Find ("Manage").GetComponent<Manage> ().Supply = true;
GameObject.Find ("Rope").GetComponent<Rope> ().Fishing = false;
Instantiate(Fish2, new Vector3(transform.position.x, transform.position.y ,-1f),
Quaternion.identity) ;

Destroy(gameQObject);

using System.Collections;

using System.Collections.Generic;



using UnityEngine;

public class Fish2 : MonoBehaviour {

public bool up;

public bool down;

public float SU;

public GameObject Bone;

public GameObject Target;

void Start () {

up = false;

down = true;

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

Target = GameODbject.Find("TARGET");

transform.position =

Target.transform.position, 10);

If (transform.eulerAngles.z >=320&& transform.eulerAngles.z <= 350)

{

up = false;

}

if (transform.eulerAngles.z >= 170 && transform.eulerAngles.z <= 200)

{

37

Vector3.MoveTowards(transform.position,
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up = true;
¥
if (up == true)
{

transform.eulerAngles += new Vector3(0, 0, SU * Time.deltaTime);

If (up == false)
{

transform.eulerAngles += new Vector3(0, 0,-SU * Time.deltaTime);

¥
void OnTriggerEnter2D(Collider2D coll)

{

If (coll.gameObject.tag == "BlackFish")

{
If (GameObiject.Find("Manage").GetComponent<Manage>().Sound == 0)

{
GameObject.Find("Eat").GetComponent<AudioSource>().Play();

GameObject.Find ("TARGET").GetComponent<Target> ().Hunt = 0;
Instantiate(Bone, new Vector3(transform.position.x, transform.position.y ,-
1f), Quaternion.identity) ;
Destroy(gameObject);
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}
if (coll.gameObject.tag == "Player")
{
If (GameObject.Find("Manage").GetComponent<Manage>().Sound == 0)
{
GameObject.Find("Coin").GetComponent<AudioSource>().Play();
b
GameObject.Find ("Manage").GetComponent<Manage> ().Score += 1;
GameObject.Find (“barlife").GetComponent<Barlife> ().Life = true;
GameObject.Find ("TARGET").GetComponent<Target> ().Hunt = 0;
Destroy(gameObject);

¥

Jlami 6ys10 CTBOPEHO CIOXKETHI CIICHU TpU

By8 36uyatiHuii coHIUHUl deHo

Pudarka Xopx BunauB Ha pudoroBaro

Puc 3.2.8..Ilepmma cuena npoexTy



XKopx npocimo gk 3Budatino AoBub pudy

AX panmom

AX panmom 3 Bodu Buckodura Beaudesna pudura

Lle dyaa odHa 3 3anobimHux Mpii Xopxa

AAe BiH HiSK He Miz cnilimamu came i

Puc 3.2.10.Tpetst crieHa npoekty

[lepemukanHs MK TaHUMH CIICHAMH B1IOYBaIOTHCS 3@ JOTIOMOTOIO MPOTPAMHOTO KOTY
KHOIIKH .A came: :
using UnityEngine;

using System.Collections;

40
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public class levelScript : MonoBehaviour {
public int level,
/I Use this for initialization
void Start () {

I/ Update is called once per frame
[System.Obsolete]
void Update () {

If (Input. GetMouseButtonDown(0))

{
Application.LoadLevel(level);

¥
¥

B BrmacTHBOCTSX KOXHOTO bUttON-y BKkazaHO HOMEp CIIEHH Ha Ky HEOOXITHO MEPEMKHYTH

i1 HacTynHa cueHa sBISIETbCS TOJIOBHOK) I'€MIUIEMHOKO CLIEHOKO

Puc 3.2.11.xHomKa 3amycKy Tpu

[lpy watwckanHi Ha kHOmKy Play peami3oBaHo 3amycK caMOro  TeMIUICHO
using System.Collections;
using System.Collections.Generic;

using UnityEngine;



public class Play : MonoBehaviour {
public bool up;
//public float Speedup;
public bool down;
//public float Speeddown ;
public float SPEED;
public float STOP;
public float HighSpeed:;
public float SD;
public float SU;

public GameObject Items;
public GameObject Barlife;
Il Use this for initialization
void Start () {

up = false;

down = true;

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

If (transform.localScale.x >= 0.9f)

{
up = false;
down = true;
¥
if (transform.localScale.x <= 0.8f)
{
up = true;

down = false;
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}
if (up == true)
{
SU += SPEED * Time.deltaTime;
if (SU >= HighSpeed)
{
SU = HighSpeed;
}
transform.localScale += new Vector3(SU * Time.deltaTime, SU *

Time.deltaTime, 0);

}
if (up == false)
{
SU -=STOP * Time.deltaTime;
if (SU<0)
{
SU=0;
}

transform.localScale += new Vector3(SU * Time.deltaTime, SU *

Time.deltaTime, 0);

ks
s

If (down == true)
{
SD += SPEED * Time.deltaTime;
if (SD >= HighSpeed)
{
SD = HighSpeed;
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transform.localScale -= new Vector3(SD * Time.deltaTime, SD *
Time.deltaTime, 0);

}

if (down == false)

{
SD -= STOP * Time.deltaTime;
if (SD <=0)
{
SD =0;
b
transform.localScale -= new Vector3(SD * Time.deltaTime, SD *
Time.deltaTime, 0);
¥

}
void OnMouseDown(){

Barlife.SetActive (true);
GameObject.Find ("Manage").GetComponent<Manage> ().Startgame = 1;
Destroy (Items);

Puc 3.2.12..xHOmKa yIIpaBIiHHS 3BYKOM

PeanizoBHa KHOIIKA BIIMUKAaHHS Ta BMHKaHHs 3ByKy using System.Collections;

using System.Collections.Generic;



using UnityEngine;

public class Sound : MonoBehaviour {
public GameObject S;
public GameObject M;
Il Use this for initialization

void Start () {

I/l ' Update is called once per frame

void Update () {

iIf (GameObject.Find (“"Manage").GetComponent<Manage> ().Sound == 0) {

M.GetComponent<SpriteRenderer> ().enabled = false;
S.GetComponent<SpriteRenderer> ().enabled = true;

s

iIf (GameObject.Find ("Manage").GetComponent<Manage> ().Sound ==
M.GetComponent<SpriteRenderer> ().enabled = true;

S.GetComponent<SpriteRenderer> ().enabled = false;

}

void OnMouseDown(){

DA
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GameObject.Find ("Manage").GetComponent<Manage> ().Sound += 1;

}

Takoxx Oynu peanizoBaHi J0JIaTKOB1 CKPINTH JIOT1KM T'PU Ta TOBEAIHKU PUO B LILJIOMY
Hanpuknaa cxkpunt jgoBii pubdu:
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Fishing : MonoBehaviour {
public GameObject Rope;
/I Use this for initialization
void Start () {
Rope = GameObject.Find("Rope™);

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

}
void OnMouseDown(){

If (GameObject.Find ("TARGET").GetComponent<Target> ().Hunt == 0) {
If (Rope.transform.localScale.y <=1 && GameObject.Find
("Manage").GetComponent<Manage> ().Startgame == 1) {
Rope.GetComponent<Rope> ().Fishing = true;



Puc 3.2.13. noB3yHOK BIJJIIKY Yacy

PeanizoBanuii MOB3yHOK 4Yacy BIJJIIKY JI0 3aKIHYEHHS payHAy TOJIOBHUM MEPCOHAKEM
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Barlife : MonoBehaviour {
public float Speed,;
public bool Life;

/I Use this for initialization
void Start () {

/[ Update is called once per frame
void Update () {
If (transform.localScale.x >=1) {
transform.localScale = new Vector3 (1, 1, 1);
}
if (Life ==true) {
transform.localScale += new Vector3 (6f*Time.deltaTime, 0, 0);
Life = false;
}
iIf (GameObject.Find ("Manage").GetComponent<Manage> ().Startgame == 1) {
Speed = 1.3f * Time.deltaTime;

transform.localScale -= new Vector3 (Speed * Time.deltaTime, 0, 0);

47
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if (transform.localScale.x <= 0) {
transform.localScale = new Vector3 (0, 1, 1);
GameObject.Find ("Manage").GetComponent<Manage> ().End =
true;
//GameObject.Find (*Manage™).GetComponent<Manage>
().Startgame = 0;

CkpunT 3araiapHo1 Joriku B niomy using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Manage : MonoBehaviour {
public int Startgame;
public int Score;
public int BestScore;
public int Sound,;
public int R;
public int Randomfish;
public GameObject Again;
public GameObject Fish;
public bool Supply;
public float TimeScale;
public bool End;
public GameObject F1,;
public GameObject F2;
public GameObject F3;



public GameObject F4;
public GameObject F5;
public GameObject F6;
public GameObject F7;
public GameObject F8;
public GameObject F9;
public GameObject F10;
public GameObject F11;
public GameObject F12;
public GameObject F13;
public GameObject Blackl;
public GameObject Black2;
public GameObject Blacka3;

public GameObject Bubble;

public GameObject Tolid;

public float H;

public int Once;

public bool PlayMusic;
Il Use this for initialization
void Start () {

InvokeRepeating("Globe", 3f, 5f);
Score = 0;
TimeScale = 1,

BestScore = PlayerPrefs.GetInt ("BestScore", BestScore);

Sound = PlayerPrefs.GetInt ("Sound", Sound);

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

49



if (Startgame == 0)

If (Sound == 0&&PlayMusic==false)

{
GameObject.Find("Soundgamel™).GetComponent<AudioSource>().Play();
PlayMusic = true;

}

if (Sound ==1)

{
GameObiject.Find("Soundgamel™).GetComponent<AudioSource>().Stop();

PlayMusic = false;

}
if (Startgame == 1)
{
GameObject.Find("Soundgamel").GetComponent<AudioSource>().Stop();
if (Sound == 0 && PlayMusic == true)
{
GameObject.Find("Soundgame2").GetComponent<AudioSource>().Play();
GameObject.Find("Bird").GetComponent<AudioSource>().Play();
PlayMusic = false;
}
If (Sound ==1)
{
GameObiject.Find("Soundgame2™).GetComponent<AudioSource>().Stop();
GameObject.Find("Bird").GetComponent<AudioSource>().Stop();

PlayMusic = true;

}
If (Score >=10) {

50



Blackl.SetActive (true);
}
if (Score >=20) {
Black2.SetActive (true);
}
if (Score >=40) {
Black3.SetActive (true);
}
if (Score >=9999) {
Score = 9999;
}
if (Score <=0){
Score = 0;
}
Time.timeScale = (float) TimeScale;
if (End == true) {
Once +=1;
if (Once ==1){
TimeScale = 0.2f;
StartCoroutine (Endgame ());

¥
¥
if (Sound >=2) {
Sound = 0;
¥

if (Supply == true) {
Randomfish = Random.Range (1, 14);
iIf (Randomfish ==1) {

51



Fish = F1;

¥

iIf (Randomfish == 2) {
Fish = F2;

¥

If (Randomfish == 3) {
Fish = F3;

¥

iIf (Randomfish ==4) {
Fish = F4;

b

iIf (Randomfish == 5) {
Fish = F5;

b

iIf (Randomfish == 6) {
Fish = F6;

b

if (Randomfish ==7) {
Fish = F7;

¥

If (Randomfish == 8) {
Fish = F8;

by

If (Randomfish ==9) {
Fish = F9;

¥

iIf (Randomfish == 10) {
Fish = F10;

b

iIf (Randomfish == 11) {
Fish = F11;

52
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iIf (Randomfish == 12) {
Fish = F12;
¥
If (Randomfish == 13) {
Fish = F13;
}
R = Random.Range (0, 2);
if(R==1){
Instantiate (Fish, new Vector3 (GameObject.Find ("Main
Camera").transform.position.x-5.5f, Random.Range (-0.5f, -5.2f), 0), Quaternion.identity);
¥
if (R==0){
Instantiate (Fish, new Vector3 (GameObject.Find ("Main
Camera").transform.position.x+5.5f, Random.Range (-0.5f, -5.2f), 0), Quaternion.identity);
}
Supply = false;
}
if (Score >= BestScore) {

BestScore = Score;

PlayerPrefs.SetInt ("BestScore", BestScore);

PlayerPrefs.SetInt ("Sound", Sound);
¥

IEnumerator Endgame(){

yield return new WaitForSeconds (1f);

Instantiate(Again, new Vector3(0,0 ,-5f), Quaternion.identity) ;
StartCoroutine (T ());

¥
IEnumerator T(){



yield return new WaitForSeconds (0.2f);
TimeScale = 0;

}
void Globe()

{

H = Random.Range(0.3f, 1f);

Tolid=Instantiate(Bubble, new Vector3(Random.Range(-4f, 4f),-5f, 0),
Quaternion.identity)as GameQbiject;

Tolid.transform.localScale = new Vector3(H, H, H);

H = Random.Range(0.3f, 1f);

Tolid = Instantiate(Bubble, new Vector3(Random.Range(-4f, 4f), -5f, 0),
Quaternion.identity) as GameQbject;

Tolid.transform.localScale = new Vector3(H, H, H);

H = Random.Range(0.3f, 1f);

Tolid = Instantiate(Bubble, new Vector3(Random.Range(-4f, 4f), -5f, 0),
Quaternion.identity) as GameQbject;

Tolid.transform.localScale = new Vector3(H, H, H);

H = Random.Range(0.3f, 1f);

Tolid = Instantiate(Bubble, new Vector3(Random.Range(-4f, 4f), -5f, 0),
Quaternion.identity) as GameQbject;

Tolid.transform.localScale = new Vector3(H, H, H);

H = Random.Range(0.3f, 1f);

Tolid = Instantiate(Bubble, new Vector3(Random.Range(-4f, 4f), -5f, 0),
Quaternion.identity) as GameObject;

Tolid.transform.localScale = new Vector3(H, H, H);

H = Random.Range(0.3f, 1f);

Tolid = Instantiate(Bubble, new Vector3(Random.Range(-4f, 4f), -5f, 0),
Quaternion.identity) as GameQObject;

Tolid.transform.localScale = new Vector3(H, H, H); }
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BHUCHOBKUA

[1ig yac cTBOpEHHS TPOrPaMHOIO MPOAYKTY , OyJIO IPOMJEHO TaKl eTanH fK :
1. AHaniz Ta XapaKTepucTHKa MPEeIMETHOi 00JacTi MPOEKTy Ta ICHYIOYl aHajloru
CBITOBOT'O PUHKY.
2. Ha erami mpoexTyBaHHSI NporpamMHoOro 3a0e3mnedeHHs OyB 3poOsieHMI aHalli3 cepelnu
PO3pOOKHU, HA IKOMY POOUBCS MPOEKT, YOMY BUKOPUCTOBYEThCA CaMe BOHA, Ta il epeBary.
3. Ha 3aBepmanbHoMy etari Oyji0 CTBOPEHO MPOTOTUN JOJATKY 3 Maif’ke BCIM HEOOXITHUM
(GYHKI[I0HAJIOM.

B mnopanemomy s crojiBaroCh JOOMpAIlOBAaTH JAaHUW MPOEKT Ta MPUBECTH HOro 110

¢diHaNBHOTO CTaHy
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JlopaTok A

JTEPKABHUH YHIBEPCHUTET TEJTEKOMYHIKAIIIH

HABYAJILHO-HAYKOBHI IHCTUTYT IHOOPMAITTHUX
TEXHO.IOT'THA

KA®EJIPA THXKEHEPII ITPOTPAMHOT O 3ABE3ITEYEHHS

Po3pooka MoGinpHOI rpm :kaHpy 2/I pmOoaoBenbKa mpuroaa akopuacToByoun Unity 2020 wa mopi C#

BuxonaHo cTymeHT 5 Kypcy
Tpym 11113-52

Pyaerxo O.0O

Kepipauk poboru

Heronenxo Qnena BacunigHa

Knie — 2021

META, OB’€KT TATIPEOMET OOCHIOXEHHA

MeTa poboTH IOCIIKEHHS pO3POOKH IPOTOTHITY MOOLIEHOI TpH xkaHpy 2D-npHroma 3acobami cepeToBHINA

..............

06’ exT TocaimmkerHs -po3podka 2D rpu mmsa cmapTdoHiB 3acobamu cepemoruia Unity

1Ipeamet gocaimkeHHS - TEXHOIOTII po3po0KH 2-1 IpH I cMapThOHY XKaHPY HPHIoaa
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AHAJOI'N

Hassa rpu XapaKkTrepucTtuka
2D CraTUcTUKA Croxer
rpasuis
FishinglLegend Tak Tak Tak
Fishing Break Tak Hi Hi
Ridiculous Fishing Tak Hi Hi

TEXHIYHI SABOAHHA

. JlocmipKeHHST METOJIIB PO3POOKH Irop 3 3acTocyBaHHAM pymrist Unity

. Po3pobutu nporpaMHy peasizaliio IepeMIllieHHs I'paBls Ta pud

CTBOpEHHS aJIrTOPUTMIB JJIsI 00paxyBaHHS PEKOPIY B Ipi

. Po3poOxka mokartii rpu

. IIpoanamnizyBaTH BiIOBITHICTh pO3pOOICHOTO MPOAYKTY TTOYaTKOBUM

BHMOTI'aM
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MPOrPAMHI 3ACOBW PEANI3ALLII

& unity

IrpoBuit pywwin Unity Mosa nporpamyBaHHs C#

and30I1D2
) Ty

Visual Y- -y
Studio {j

IHTerpoBaHe cepeaosuiiie po3pobkn Visual Studio LlinboBa nnatdopma po3pobku - Android

5

;«9
s )

B e Do B
DGa)99

MopnentoBaHga iHTepdeiicy rpu

E o~ - i

s e el



Hiarpama gisneHoOCTI

Bioeo 3 gopartky
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BUCHOBKW/

ITix gac CTBOPEHHS IPOTPAMHOIO IPOAYKTY , OYII0 IPOIiIeHO TaKi €TamH SK :

1. AHani3 Ta XapaKTepHCTHKA IIpeIMeTHOI 00JIacTi IPOeKTy Ta ICHYKUl AHAJIOTH CBITOBOIO PHHKY.

2. Ha etami mpoeKTyBaHHS TporpaMHoro 3abesnedeHHs 6yB 3pobiieHIit aHAT3 cepeau pO3poOKH, Ha IKOMY POOUBCS
IPOEKT, 90MYy BHKOPHCTOBYEThHCS caMe BOHa, Ta II IepeBaril.

3. byio crBopeHo qoAaToK wiscMapTdoHas yeiM HeoOXinHUM (PYHKIIOHAIOM

OAKYHO 3A YBAI'Y!
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