MIHICTEPCTBO OCBITH I HAYKU YKPATHU
YKUTOMUPCHKUI ATPOTEXHIYHUI ®AXOBUU KOJIEK
BIUIIJIEHHS « IHKEHEPHA THOPACTPYKTYPA TA KOMITIOTEPHI HAVKH»
ITMKJIOBA KOMICIS «IH)XEHEPHA THOPACTPYKTYPA TA KOMITHOTEPHI
HAYKU»

IHHOACHIOBAJIBHA 3AIINCKA

10 AATUIOMHOI POOOTH OCBITHBOTO CTYMEHs «(paxoBHil MOJIOIIINI OakaIaBp»
3a crierianbHicTIO 122 «KoMmi toTepHi HaAyKun»
(ociTHs nporpama 122 «KoMIT’ t0TepH1 HAyKn»)
Ha TEMY:
«Po3po0ka irpoBoro 3acTocyHky “TankoBi 001” Ha OCHOBI

pyuuis Unity: npoekTyBaHHsI, ONTUMIi3alis Ta peaJsizauis
OCHOBHHX iTPOBHX MEXAHIK»

Crynenra IV xypcy [1-41  rpynu

BacuieBcekoro OJ'IGKCE[HI[pa PomanoBuua

(mpi3BHIIe, iM’s T TO-O0ATHKOBI)

Kepisauk  MoskapoBcekuit Cepriit Bonogumuposuu

(mpi3BHIIe, iM’s1 Ta TTO-O0ATHKOBI)

Penenzenr

(npi3Buie, iM’s1 Ta M0-0aTHKOBI)

HamionansHa mkaina

Kinekicts OamniB: Omuka: ECTS
Unenu xomicii IcaeB A.M.
(mmigmic) (mpi3BuIIe Ta iHimiamm)
["abpiiuyk H.I.
(migmuc) (mpi3BHLIe Ta iHimiamN)

Yctumenko JI.M.

(minmc) (mpi3BHILIe Ta iHIiIiaIH)

Ycrumenko A.1.

(migmuc) (mpi3BHIIe Ta iHiIiaIN)

Kuromup — 2025



MIHICTEPCTBO OCBITU I HAYKU YKPATHU
YKUTOMUPCHKHI ATPOTEXHIYHUI ®AXOBUI KOJIEK
BIJIIJIEHH S « IHKEHEPHA THOPACTPYKTYPA TA KOMITFOTEPHI HAYKW»
[TUKJIOBA KOMICIST «IH)KEHEPHA IH®PACTPYKTYPA TA KOMITHOTEPHI

HAVYKW»

«3ATBEPIKYIO»

["onoBa mukI0BOi KOMicii «IHKeHepHa
iH(pacTpyKTypa Ta KOMI'IOTEPHI HAYKU»
. M. Tlamii

«06» muctomama 2024 p.

3ABJJAHHSA
Ha IMILJIOMHY PO00TYy
3n00yBau (haxoBoi nepenpuioi ocitTu: BacuieBcbkuii Osekcanap PomanoBuu
KepiBauk podotu: MoxkapoBcbkuii Cepriii BosiogumupoBuy
Tema pobotu: «Po3podka irpoBoro 3acrocynky «TaHkoBi 60i» Ha OCHOBI pyuuisi
Unity: npoekTyBaHHs, ONTHUMI3allifA Ta peajii3aliss OCHOBHUX IrPOBUX MEXaHIK»,

3aTBEp/KEHA HAKa30M 3aKJIay BHINO1 OCBITH BiJ «3» rpynns 2024 p., Ne496H.

Buxiani naxi ajist poOoTH: 00’ €KTOM JOCIIIIKEHHS € IrpOB1 3aCTOCYHKH Ha pyii Unity
B JKaHpl apKaJHOI CUMYJLIT OOIB BaXXKOi BIMCHKOBOI TEXHIKH, MPEIMETOM
JOCIIJIKEHHS: BUIIPOOOBYBaHHA MOXJMBOcTed pymriss Unity Ta BUKOPHCTAHHS
00’exTHO-OpieHTOBaHOrO nporpamyBaHHs (OOII) y po3poOui apkagHuxX mIyTepiB Bij
TPETHOI 0COOM.

KoHcynbTanTu 3 AUIIIOMHOT pOOOTH 13 3a3HaYEHHSIM PO3UTIB, 10 IX CTOCYETHCS:

3aBaHHS
Poznin Koncynprant 3aBJIaHHS IPUITHSB
BH/IaB
1 Moxaposcekuii C. B. 05.12.2024 15.04.2025
2 Mo:xapoBcekuii C. B. 15.04.2025 20.05.2025
3 Moxaporcekuii C. B. 20.05.2025 09.06.2025




Kanennapuuii niian

Ne Tepmin
Etamn po6otu [TpumiTka
3/m BUKOHAHHS
BusnadenHs MeTH poOOTH Ta I1iJIei, BCTAHOBIICHHS
1 | 06’exTa Ta MpeaMeTa TOCHTIHKEHHS; 3'ICOBAaHHS 05.12.2024 | BuxonaHo
3aBJIaHb PO3POOKH
2 | OKpeciieHHs TPOEKTY PO3pPOOKH 21.01.2025 | BukoHaHo
3 | BecratoBnenns T3 Ta BUBYCHHS Kepen 11.02.2025 | BukoHnaHo
4 | IlnanyBaHHs cTpyKTypH 1 hopmu [P 25.03.2025 | Bukonano
CTBOpeHHS KOy, HOro ONTUMI3aIlis Ta
5 | 15.04.2025 | Bukonano
BIJIJTAar OXKICHHS
6 | TecTtyBaHHS mporpamMu 07.05.2025 | Buxonano
7 | [linrotoBka ta odopmiienns 113 20.05.2025 | BukonaHo
8 | [lomepenHiii 3axucT pobOTH 09.06.2025 | Buxonano

3100yBau (haxoBoi MepeBUIIOI OCBITH

KepiBauk

Onexcanap BACUJIEBChKUI

Cepriit MOXXAPOBCBHKUI




PEDEPAT

3anucka: 76 crop., 19 puc., 1 Ta6n., 1 nonarok, 20 mxepern.

KOMIT'IOTEPHA T'PA, PEXXVMM PEAJIBHOT'O YACY, BUI'JIA 3BEPXY,
OJINH I'PABEILLb, T'PABEILIb [TPOTU KOMIT'FOTEPA.

OOG’eKT JOCHDKICHHS — MpOrpamMH IrpOBHX JOJATKIB y >KaHpl apkaga 3
IrpoJIaJIOM y peXUMI PEaIbHOTO Yacy.

Mera poboTu — AOCHIIKEHHS, MPOEKTYBaHHS Ta TECTyBaHHS TpU-apKaau 3
IrpoJIaIoM y peKHUMI peabHOTO Yacy 3 BUKOPUCTAaHHIM MOKJIMBOCTEH pytiris Unity.

Meroau AOCHKEHHS: aHali3 JOCTYNHOI JIITepaTypd Ta MPalOIYHX
HOIMYJISIPHUX JIOAATKIB y JKaHpl apkaj 3 BUJOM 3BEpXY; MPOEKTYBaHHS IMPOrpaMHUX
pimenp y pymii Unity; TecTyBaHHS TOTOBOTO IOJATKy; PO3IJISI PE3yJbTaTiB
TECTYyBaHHS 3 METOIO OLIHKM (PYHKII0HATY Ta €()eKTUBHOCTI MPOTPAMH.

PesynbTatu: po3po0ieHo rpy-apkany 3 TEUMILICEM Y PEXUMI PEalIbHOTO Yacy;
PO3MJITHYTO Ta TMOPIBHSHO PO3pOOJEHUN MOJATOK 3 ICHYIOUMMH ITpOJaJHUMU
pIIEHHSMU; 3pO0JICHO BHCHOBKM WIOJO IMIBUAKOJII, €(QEKTUBHOCTI Ta BapIaHTIB

BUKOPHUCTaHHS PO3POOJIEHOTO I0AATKY.

ABSTRACT

The work consists of 3 chapters; list of abbreviations, list of cited sourses,
conclusions and the sourse code. The paper consist of 76 pages of printed text, contains
19 figures, 1 table and 20 cited sourses.

The purpose of the work is to research, design, and test an arcade game with a
real-time gameplay using the capabilities of the Unity engine.
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BCTYII

AKTYaJIbHICTh TEMH.

[rpoBi noTaTKM BXKE IaBHO HE € MPOCTO PO3BAroro ais AiTel. OKpiM TOro, 110
BOHH JIO3BOJISIIOTH BIIBOJIIKTHCH Bl PYTHHHM3 33724, BOHU CTAJH 3aCO00M JIOHECEHHS
CBOIX JYMOK JJIsl PI3HMX aBTOPIB, MiJHSHHS BaXXJIMBUX T€M Ta HaBITh TPEHYBaHHS
MaiOyTHIX (paxiBIiB U1 PI3HUX Tajly3ed BUPOOHHUIITBA B O€3MIEUYHOMY CEPEIOBHIII.
[Tporpamu irpoBOro THUIy TaKOXX aKTHBHO 3aCTOCOBYIOTHCSA y BIMCHKOBIH cdepi as
TpEHYBaHHS MEXaHIKiB, BO/11B, ONIEpaTOPiB, BIANPAI[IOBAHHS 3JIar0HPKEHUX 1M 3aTOHY
Ta 6araro iHmoro. ToOTo cyyacHui irpoOy/1 € 6araTOMUIbSIpIHUM O13HECOM 1 MOXKeE
CIIyTYBaTH SIK JUIS PO3BAr TakK 1 UIsl CEPHO3HUX HABYAIBHUX Ta TPEHYBAJIBHUX LIJIEH Y
pi3HUX cepax MisNIbHOCTI JIOJUHHU.

Oco061MBO1 yBary 3aciyroByIOTh apKajHl irpud, TOOTO CHJIBHO CIPOIIECHI Ha
BIJIMIHY BIJl CUMYJISLI1, sIKI Oy1yTh IPUBITHUMHU JJI1 HOBAYKIB Ta IPaBLIB 0€3 TOCBITY
Ha MOMEpPeIHbOI MIAroToBKHU. Lleil Tun Ta >kaHp IrpOBUX JOJATKIB J0 LIOTO Yacy €
OJTHUM 3 HaWUTOMyJISIPHIIIUM Yepe3 OYeBU/IHI TPHUUNHU, 30KpeMa uepe3 HU3bKi BUMOTH
710 TpaBIls. B OubIocTi BUMAAKIB, apKaJH1 Irpy MPOEKTYIOTHCA 3 BUJIOM Bif 3-1 ocoou
(sIKMi Jae rpaBIio NIEpeBary); CynIpOTUBHUKOM € 00T, TOOTO 1rpojiaj, 0 Ha3UBAETHCSA
PVE (PVE — Player versus Environment). 3a indopmaiii€to 3 BiIKpUTHX JKEpPE, JI0
90% rpaBIiB MalOTh y CBOil irpoTeri Steam xoda Ou oJIHY Tpy-apKany, 1€ TPeH]I €
CTaOlIbHUM, YU HaBITh MA€ TEHCHIIIIO A0 3pOCTaHHs, Bxke npuHaiiMHi 10 pokis. HoBi
Ta «CTapi» rpaBIll KyMyKOTh BCE OUTBIIE IrOp JAHOTO KaHPY, & PO3POOHUKY Ta BUJIABIII
IIUX JIOAATKIB 3apOOJISIFOTh BETUYE3HI CTATKH.

BiiiCbKOBI IFpH TaKOX KOPUCTYIOTHCS HEM1IPOOHO0 MOMYJISPHICTIO 1 3aiiMatOTh
JTATIeKO HE OCTaHHI PEUTHUHTU B PI3HOMAHITHUX YapTax.

Merta: nporpaMyBaHHS IPU-apKaJd CUMYJISLIT TAHKOBUX OO1B.

O00’exkToM HocCHiIKeHHSI: € IrpoBi 3acTocyHku Ha pymii Unity B xaHpi
apKagHOl CUMYJIAIT 001B BaXKO1 BIICHKOBOT TEXHIKH.

IIpeamer nociixxeHHsi: BUNPOOOBYBaHHS MoOXJMBOCTed pyuiis Unity y

PO3pOOITl apKaTHUX MTYyTEPIB Bl TPETHOT OCOOH.
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MeToay TOCTiZKeHHA

> MOIIYK Ta aHaJi3 ICHYIOUUX apKaJIHUX 1rop;

»  po3poOka Ta KomyBaHHA rpu B cepemoBumni Unity; TectyBaHHs Ta
BaJIiJIallisi TOTOBOTO JI0JATKY;

> 00poOKka pe3ysbTaTiB TECTYBaHHS 3 METOIO OIIHKY (DyHKITIOHATHHOCTI T
e(EKTUBHOCTI MMPOTPAMH.

Ctpykrypa aumiomMHoi podoru. PoboTa ckiamaers 31 BCTYIy, aHajizy
CJIEKTPOHHUX JDKEpeN, II0J0 3aJaHoi TeMH AUIUIOMHOI pOOOTH, MPOEKTYBaHHS
JI0JIATKY; IOTO TECTYBAaHHS, PO3TIISAY POOOTH MPOrpaMu, XapaKTEPHHUX BIACTUBOCTEH

BCTAHOBJICHHA Ta KOPUCTYBAHH:.
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PO3ILJI 1. OIJISAJd TA AHAJI3 TEXHOJIOII PO3POBKH
ITPOI'PAMHOI'O ITPOAYKTY

1.1. IToctanoBKAa 3a1a4i pO3POOKH MPOTPAMHOIO MPOAYKTY
BusHayHOIO IIJUTIO AWIUIOMHOT POOOTH € CTBOPEHHS apKagHOTO irpOBOTO
JOATKy JIJISl CUMYJISAIIIO0 TAHKOBHX OOiB B PEXXHMMI PEaIbHOTO Yacy 3 BUTJISIIOM BiJl

TPeThOi 0coOu. [ mocsarHEeHHS 1Tl Oy/IM BU3HAYCHI KPOKH:

1. Po3znsi icHytounx pimieHs B “rio0aibHiil maByTUHI” Ta 3a i MeKaMmu,
2 [TinroToBka Ha 00poOKa rpadivyHoro IHTEpPEHCYy IpH;

3 Po3poOka cTpykTypH, JOTIKK Ta TEHMILICIO T0/IaTKY;

4, OxpecneHHsT OCHOBHHUX KJIACIB IIPOTPaAMH;

5 [linroTroBKa BUBHAUYEHOTO KOPUCTYBAIILKOTO 1IHTEpGENCy TpH.

[Iporpama sBisie co0OI0 IrpOBHIl OAATOK, MJis TPaBIB 3al[IKaBICHUX B
BIICHKOBHI apKaJHUX CUMYJATOpax, AKi HAJalOTh MOXIIMBICTb MPOTHUCTABUTH CBOI
CWJIN 3alpOorpaMOBaHUM HPOTUBHUKAM, OOpOOJISIOUM KOMaHJU IpaBls 3 MPUCTPOIO
BBEJICHHS Ta BH3HAYAIOYM JOJIO TPaBlsid Ta KOMAHAHOTO IYyHKTy, SIKHWA Tpebda
3axXUIIaTH.

[{impoBa ayquTOps A0OJATKY — FeiiMepH, K1 MOTI0OJIAI0Th apKaiHI KOMIT FOTEpHI
irpu-cumynsatTopu, 3 PVE irpomagom, mo BHIpOOOBYIOTH ajanTariiiHi HaBHYKH
TpaBIId.

CtBOpeHHsI JOJATKy IUIAHYEThCS BUKOHATH Ha 0a3l IrpoBOro pyiis
(cepenmoBuinia s TPOEKTyBaHHS) mia Ha3Boro «Unity» BukopucroByroun Visual
Studio 2022 poky, MO KepyeThCsi 00’ €KTHO-OPIEHTOBAHOIO MOBOIO MPOTpaMyBaHHS
C#, a takox momatok Windows Forms Bixm Microsoft. IligkmroueHHS D0 Mepexi
IHTEPHET — OMI[laHaJbHE, A0JATOK (YHKIIIOHYBATUME AaBTOHOMHO. 3a IUJIAHOM
nporpama Bumaratume ~ 150 Mb RAM (Random Access Memory), moao iHimmx
pecypciB nepcoHanibHoro komm torepa (IIK), rpa He craHe BUKIMKOM Hi I
npoliiecopa, Hi ajis BigeokapTu. OcTaToOUHUI OUI T'pU MEPEBIPATUMETHCS BIPYCH Ta
iHme mkigmBe [13 BUKOPHUCTOBYHOYM aHTUBIPYCHHM CO(PT, MO 3HAXOAUTHCS Y

BUJIBHOMY JIOCTYIIL.
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JloJ1laTOK MOBHUHEH MpallOBaTH CTaOLIbHO, TOOTO, 0€3 KPUTHUHUX TOMUJIOK TaK
«KpalIlIiBy», Ma€ OyTH BIAKPUTHI 0 MOJEpPHI3aIliX 1 3MiH, A yoro Unity Harkpariwmii
BUOID.

1.2. Anaji3 Ta nopiBHSIHHA NMOAIOHMX 101ATKiB

XKaup apkagHux irop 3 Ji€l0 B peadbHOMY Yacl Ta BUIJISAL 3BEPXY € HAleBHO
OJTHUM 3 HANMOPYJSPHIIIUX Cepejl yCiX reimMepiB, BPaxOBYIOUM PI3HHM BIK Tak
yno100aHHs Takoi MIMPOKOi rpynu JroAeil. binbiie Toro apkaau Oyiu BXKE JOCHTb
MOMYJISIPHI Ha IFPOBUX aBTOMAaTaXx, Iie a0 mupokoro nomupenns 1K y cBiti. Apkagni
irpu, oco0aMBO BUKOHaHI B “real time” (peanpHOMY uaci) kodiryparii 3 “top-down
perspective” (B 3BepXy BHHM3) CTaJM OJHHMM 3 TEPIIUX MPOSABIB TeUM-KYJIbTypH. Y
70-80-11 poxku XX CTONITTSA, apKagHi aBTOMATH CTald CHPaBXKHICIHBKUM COII.
KyJIbTypHUM (eHoMeHOoM [1]. Jlanuii skaHp 1 B Hali JHi 30epirae CBOIO MOMYJISIPHICTb,
PO3BUBAIOYM OCHOBI 17I€1, aJie HE BIIXOISIYU B1Jl CBOTO Si/Ipa — TMHAMIYHOTO I€UMILIEIO,
HU3BKOTO “TIOPOTy BXOJPKEHHs' ~ Ta 1HTEHCHMBHOCTI mepebiry rpu. CydacHi
npeacTaBHUKH, Taki sk “Enter the Gungeon”, “Nuclear Throne” a6o maamonyosipaa
“Hades”, moka3yroThb sIK MpajiaBHI MeXaHiKa PO3BHUBAIOTHCS 1 KOMOIHYIOTBCS 3 IHIIIMMHU
JKaHpaMH Ta CTWIsIMU, Jopatoud enemeHTH rogue-like, RPG Tta in. JlocmiaHuku,
30kpema [2,3] BBaXkaroTh, 110 IIe HE JIMIIE MPOSB HOCTANIBIII, aji¢ TaKOX 1 TITHOOKOIO
TICUXOJIOTIE€I0 JTIFOJMHU: KOPOTKI IrpoBi cecii, MBUAKA TWHAMIKA Mepediry irpoBUX
NoJii Ta ayAloBI3yalIbHI HArOPOIU TPaBIlsl, CTUMYJIIOIOTh MO30K Ta HaIalOTh MOYYTTS
MHUTTEBOTO 33JI0BOJIeHHs. T0o0TO, apkaau B “real time” koHpiryparii — e He TUIbKU
IcTOpis, @ ¥ AaKTMBHUN >KaHp, LIO MPOJOBXKYE PO3BUBATHCH Ta 30€piraTh CBOIO
aKTYyaJIbHICTh 3aBJIIKH THYYKOCTI, pI3HOMAHITHIN €CTETHIIl Ta JIETKOMY Ha BECEIOMY
irponany [4,16].

[IpoBenennii  audepeHIIMOBaHUNA  TMOMIYK  JIO3BOJIMB ~ BHSBUTH  HHU3KY
aHAJIOTTYHUX MPOAYKTIB, K1 MOAIOH] JO TOCHTIIKYBAHOTO 3aCTOCYHKY 32 3MiCTOBHOIO
17e€r0, MPUHIMIIAMU HaBITallli, IrPOBOIO0 JIOTIKOIO Ta BI3yaJIbHUM O(QOPMIICHHSIM,
sokpema: «Tiny Tanks», «TANKNAROK>, «Super Tank Battle — MobileArmy»,
«Steel Armor: Blaze of War», «Anarchy Arcade: Tank Zone (Mmox 10 Source Engine)»

Ta Kyla IHIOMX s pi3HOMaHITHUX omnepauiaux cucreM [IK, cmaptdoHnis,
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IMOPTAaHUBHHUX HaA CTaHiOHapHI/IX KOHCOJICH.

YynoBuii MpUKIAAOM I'pu AaHOro kaHpy € «Tiny Tanks» [5], romoBae mMeHro

SIKOT MOKa3aHo Ha pucyHky 1.1.

T INY o
TANKS
Tiny Tanks Development Progress

danamt [Mhas ase What'e nayt?
F‘ 8Nt LWNanges WEL S Next

Pucynok 1.1 — 3aranpHuii BUTIISA TOJIOBHOTO MeHEO « Tiny Tanks»

SIkmo BuOpano omiiro «Localy 3amyckaerscs PVE pexxum, irpoBuii mporiec B

IbOMY Pa3i BUTIISIAE K 300pakeHO Ha PUCYHOKY 1.2.

Pucynok 1.2 — Ilpukian irpoBoro MmomeHTy rpu «Tiny Tanks»

MeHI0 rpu MaKCUMaIbHO MIHIMAJIICTUCHE HaBITh ISl QpKaIHOTO YKaHPY, OJTHAK

MOKAa3Y€ KUTbKICTh OYKIB, TPAEKTOPIIO CHAPSIIB TPABIIS Ta TPOTUBHUKIB, TAKOK HAsBHA
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1HIMKAIllg HATUCHYTUX KJIABIII YU TIepeMUKadiB (B JAHOMY BUIAJKy I'paBellb Ipa€e Ha
reiimiiazii). Takoxk rpa Hala€ MOXKJIIMBICT TPATH MPOTH 1HIIKX TPABIliB B pexkumi PVP.

Bmimomy momarok «Tiny Tanks» e Jierkoro apkajaor ycCixX THIIB IPaBIliB, KOTO
IIKaBJIATh MOAIOHOTO THMy irpu. IIporpama moBOJii HpUMITHBHA, OJHA HaJiiHa,
OCKUIbKH HEMA€ CKIATHUX CTPYKTYp. [HTEepdeiic mpocTuil 1 3p03yMuUInii MiCs HABITh
0e3 nonaTtkoBux nosicHeHsb. [Iporpama 3aiimae 6nus3bko 1 I'b mpocropy Aucky, 1o 3a
CY4aCHUMH XapaKTePUCTHKaMH € MaJuM MpoekToM. PekomennoBani Bumoru 1o [1K:
OC — Windows 7 i Hogimie; mporecop — Big Intel i5; RAM — 2 I'B; Bimeokapra —
Geforce 600 series uum momiOHa. I'pa moTpeOye MOCTIHHOTO IIMPOKOCBYTOBOIO
NIIKITI0YeHHA 10 [HTepHeTy. ['pa He € 0e3ko1mToBHOIO 1 BapTye O6im3bko 10 EUR (0e3
ypaxyBaHHS PET1OHABHUX I[iH).

HactynHum npukiiazoM TaHkoBoi apkaau € «Super Tank Battle» [6], e rpa Ha
JUT MOOUTBHUX TUIATHOPM, Ky MOXKHA 3aBaHTaxuTh 3 Apple «AppStore» uu «Google
Play» mns OC 10S ta Android BiamosiaHo. Lls rpa Oinbin cXxoka Ha cTapi irpyd Ha
koHcoJsix NES, Ta i1 HeminieH30BaHO1 Komii BijoMoro B Ykpaini sk «Dendy». ['onoBHe

MEHIO I'pY MPE3EHTOBAHO HA PUCYHKY 1.3.

Pucynok 1.3 — I'onmore MeHto «Super Tank Battle»

BizyanpHui CTHIIG TP 3a3aHAB HE3HAYHUX 3MiH, MOKpAaIUiIachk rpadika, 101aH0

noHaj 500 HOBUX PiBHIB. ['0JI0BHE MEHIO Ma€ 3 KHOIIKH, CEpeI SKUX «Starty, 1110 Beje
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10 mouaTky rpu; «Option» — MeHo HanamTyBaHb Ta «MOre games» — OijbIiie IPOEKTIB
BiJl pO3pOOHUKA.

[Ipu HaTuckanHi «Start» rpa nepexoauTh 10 TPOMIKHOTO MEHIO, IO MOKa3aHo
Ha pUCYHKY 1.4., 1e MokHa po3mouyaTH HOBY rpy — «New Gamey, BHUKOpUCTATH
3apo0JIeH] M Yac TPU CHeIlajibHI MOHETH JJIs MOKPAIlleHbh B IrPOBOMY MarasuHi —

«Use Coinsy, uu MOBEPHYTHCH JI0 TOJIOBHOT'O MEHIO HAITMCHYBIIIN KHOMKY «Return».

S U LELSTUR AN (R A L gl e

e e ey

New Game ]

— ,
{ Use Coins ]
e o ———————4

— e —————— ———— —————— — .y,

r Return ]

- y

Pucynok 1.4 — Ilpomixae MeHro «Start»

Y npomikHOMy MeHIO «Starty mpu BuOopi «New Game», BiAKpUBa€ThCS
1 IMEHI0 3 BUOOPOM PIBHSI Ta CKJIATHOCTI TPH, SIKE BUTJISIAE SIK TOKA3aHO HA PUCYHKY
1.5. 3amok Ha piBHi (abo 3a «Stage» 3a TEPMIHOJIOTIE TPU) O3HAYAE, IO BiH IIE HE
JTOCTYIHUM, HOT0 Oy1e po30JIOKOBAHO Y pa3i YCIIIIHOTO 3aBEPEIICHHS MONEPEIHBOTO
piBHs. Ilicist TpOXOMKEHHS TMEBHOI KITBKOCTI PIBHIB, CKJIAIHICTh aBTOMAaTUYHO
30UIBIIY€EThCS,  MOKpalryeTrbess  «mTydyHuid  iHTenekt™»  (LII)  mpoTuBHUKIB,

30UTBITY€ThCS 1X KUTBKICTD, IIIKO/IAa Ta MIBUAKICTH IMOSBH HOBO1 XBUIII.
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Stage-3 Stage-4
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| SN 3

Stage-8 Stage-9

l
1 2F
[} . 9

Normal Level Return

Pucynox 1.5 — [linMeHto BUOOpy piBHS Ta CKIaJHOCTI

['eiimMmiedi, 3HIMOK SIKOTO MOKa3aHO Ha PUCYHKY 1.6, HE € JyKe CKIIaIHHUM,
BPaxOBYIOYH IO II€ BCE XK TaKu apkagHa rpa. GakTUYHO TpaBellb KOHTPOJIIOE TaHK S-
Ma KHONKaMu, 4 3 HUX CIOYTYIOTh AJS HAmpaBIICHHS PyXy TEXHIKH, a S5-Ta s
noCcTpuTiB. Mojieni TaHKIB BUMIISIAIOTE (DYTypUCTUYHO, TOCTPUTH CTHIJIIXOBAHI IMijT
na3zepHi npomMeHi. Ha Mami € pi3HOMaHITHI 00’ €KTH, cepel HUX mTab (3ipka OToYeHa
HETJISTHOIO CTIHOI0); KOPUYHEB] LETJIsTHI OJIOKH, SIKI MOKHA 3HUIIUTH TOCTPLIOM, Ta
CBITJIIII OJIOKH, SIKI HEMOYKHA 3HUIIMTH 3BHYAaHUM MPOCTPLIOM, Ha BUIIMX PIBHSIE
3 ABIISIFOTHCSA TAKOXK 1 1HII TUMH OO’€KTIB TaK SIK, HANIPUKJIAJ Xallll, B HUX MOXYTb
MPOiXaT TaHKW MPOTHUBHUKIB Ta TPABIIS, 3HUIUTH iX HEMOXHA. TaKoX Jaji MOXKe
OyTH TEKCTypa JIbOly IePEeCyBatOYUCh MO SKOMY TaHK I'paBlIsi MA€ MiBUILICHY THEPIIIIO
pyxy 1 xoB3ae. Ha ekpaHi TakoX NPHCYTHSA JOBIJKA, 1€ MOXKHA MPOYUTATH TIPO
KepyBaHHS, IiJICUJICHHS, YMOBH TOpPa3Ku Ta mepeMoru. Takox HamaHo iH(opmallito
PO KUIbKICTh JKUTTIB IpaBls, Ta KUIbKICTh MPOTUBHUKIB HA PiBHI, IO 3aJIMIINIOCH
JUTst 3HUIIEHHSI. KpiM TOTro, TaKoX T1CBIY€H1 MOKIIUBI MCHIJICHHS TPaBIIs, Cepel] HUX

MO>Ke OyTH BUKJIMK IM1AKPITUIEHHS 3 KIJTBKOX COIO3HUX TaHKIB.
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Pucynok 1.6 — CkpiHIIOT refmIieto rpu

YMOBOIO MOpa3Ku € BTpaTa OCTAHHBOIO KUTTS (0 1 CTAJIOCh HA PUCYHKY 1.7.)

YM 3HUIICHHS MTa0y TpaBlis, IEPEMOTH — aHITIIAIIIO0 YCIX BOPOTIB Ha PiBHI.

Defeat

Cannot finish (Map-1)

Earned : 3 x Gﬁ

Pucynok 1.7 — CkpiHIIOT €KpaHy Mopa3Ku

VY Oynb-sikoMy BUNAAKy, IEpeMora 4u Mopas3Ka, I'paBellb OTPUMYE ITPOBY

I R
I J1P.122.041.014.113




BamoTy ($9$), iKy MO’KHA BUTPATUTH HA IOKPAIICHHS, IPUOAHHS HOBHX MOJIEJICH TaHKa
Ta IHIIHUX Bi3yaJIbHUX 3MiH Ta €()EKTUHUX I1JICUIICHb.

[Tix gac TectyBanHs rpu Ha emysstopi Android, rpa npairroBana cTabiiabpHO, 63
MOMUJIOK, OariB, mpociganHs FPS Ta iHmmx TexHiyaux npooiem. [HTepdeiic rpu
IPOCTHL, 3p03yMUINii Ta iIHPOPMATUBHUI, IPOTrpaMa Mae psAJl MPOCTUX HANAIITYBaHb,
SKUX ITIJIKOM JJOCTaTHBO JJIs KacTomizaiii koMpopTHOi rpu. OCKiIbKH Tpa po3podiieHa
Ha Android i i1 ko 1o CyTi € BIAKPUTHM, YUTepChKHii codT, sk oT «Cheat Enginex»
mpaioe O€3BIIMOBHO, OJHAK B OJHOKOPHUCTYBAIBKIM Tpi, IIe¢ HE € KPUTHIHOIO
npodaemoro. Kisbka anTHBIpyciB He mobaumimm B Tpi «Super Tank Battle» sxomxanx
BIpYCIB UM MOTEHIIMHUX 3arpo3.

«Super Tank Battle» Baptye ~ 10 EUR (6e3 ypaxyBaHHs perioHaIbHHX I1iH), 1110
€ HEMaJIOI0 CyMOIO, TIPY LIbOMY J00pe Mpalioe HaBiTh Ha TenedoHax 3 BIJIHOCTO
CTapUMH YlMIaMHU.

1.3. Bubip Ta 00rpyHTYBaHHSI TE€XHOJIOTiii PO3POOKHM IPOMHOI0 MPOAYKTY

BpaxoByroun 0coOIMBOCTI BUOPAHOTO KaHPY ITOp Ta B¥KE PO3IJISHYTI MOAIOHI
MPOEKTH, MOYKHA MTPUOPITU3YBaTH rpadiuHe ohopMIIEHHS IpH (MIPU LIOMY HE CHIILHO
BUXOJIMTH 33 PAaMKH MPUIHATOTO JIJIS )KAHPY MIHIMaIb3MY ), 3BUYAIHHO K TEXHIYHO Ipa
Mae OyTH 4yZOBO MpAIIOIOYOI0 Ta ONTHUMI30BaHOIO AJjig BUOpaHoro neaiicy 1 OC,
MOBHICTIO YKPAiHI30BaHOIO 1 MPU MOMJIMBOCTI MAaTH 3aXUCT BiJl HEJOOPOCOBICHOTO
BUKOPHCTAHHSI.

JlomiapHO Oynme 3poOWTH TporpaMmy OE3KOIITOBHOI Ta JOCTYITHOK [0
pO3MOBCIOKEHHS 3a JineH3ier0 «CC» («kpeaTiB KOMOHCY), IO JO3BOJSIE OY/Ib-sKe
BUKOPHUCTaHHSA MPOAYKTY, IPU YMOBI, 1110 Oy/ie BKa3aHO OPUTTHAIIBHO aBTOPA.

Kpim iH111I0T0 TTpHOPITETHOIO 3a7a4eto Oyie 3a0e3MeUnTH MBUAKOI, TaK SIK 1€
KPUTHUYHO BKIIMBO I OYIb-SIKO1 TPH B peaibHOMY Yaci. 3KOHILIETPYBATUCh BapTO HA
CKeJIeTl MOJIOHUX Irop-apkaj, a BXKEe 2-M KPOKOM JOJaTH JTOJATKOBI 1 yHIKaJbHI
«PImKmI» 10 BEpCil A TUTIIIOMHOT POOOTH.

Jnst peamzamii Oyae MyIpuM pIIIEHHSM OOpaTH THYYKY 1 PO3Tally>KEeHy
CUCTEMY, JI€ MOKHA peajizyBaTh IHUPOKUU crekTp igeil. Came Tomy 00’€KTHO-

opieHTOBHY MoBa mporpamyBanHs C# [7,8,12] na irpoBomy pymii Unity [9,10] 3
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normomororo Windows Forms [11] e mopeunum pimenusM. Lle momomorke Kparie
MozaepyBatu pecypcu I1K nHeoOxiaHi 1151 KOM(BOPTHOI TPy, BAXKIUBO, 100 BUMOTH HE
NEPEeBUIYBAIM Ti, AKI XapaKTEepHI AJI1 XKAHPOBUX JOAATKIB, OCKIJIBKM TpaBIi 31
«cimabkummy» [1K Hepigko oOMparoTh e JKaHp.

PosrnsnyTi irpu-apkaau € BIHTQXXKHUMU 1 Maibke HE MIATPUMYIOThCS 1 HE
OHOBJIOIOTHCS PO3POOHUKAMH, 110 IUIAHYETHCS BPaxyBaTH 1 MOMPABUTH MPHU PO3POOIT

IporpaMu JAUILIOMHOI poOOTH BpaxoByroun Matepianu [13-15].

BucnoBku 10 po3ainay 1.

Bbyno npoBeneHo MopiBHSIHHS 2-X MPOTPAMHUX MPOJYKTIB Yy JKaHpl apkKaja Ta
INPUMITUBHA CUMYJISLIS, HA OCHOBI SIKHUX OyJO MPOAYMaHO CTPYKTYpY Ta KIFOBOYI
dbynkuii maitdytHoi mporpamu. Kpim toro Oyno chopmoBaHo MeTy poOOTH Ta
BCTAHOBJICHO MEPENIK 3aBJaHb, peani3alisi SKuX € He0OX1JHOI Ta TPUOPITETHOKO IS
JOCSITHEHHSI (DYHKIIOHAJIBHOI Ta KOHILENTYaJIbHOI IUIICHOCTI, HE MOPYLIYIOYH
»KaHpoBU3 KaHOHIB. Oco0JiMBa yBara HaJlaHa MEXaHiIll TpU Ta JIOTiIll B3a€MO/Iii TpaBIls
3 1HTEp(ercoM Ta UMOBIPHOMY PO3IIMPEHHIO (PYHKIIOHAY irpojiaay Ta OCOOIMBUX
«dimok». Biinomy MoXHa po3risgaTH JOAATOK, SK TaKWil, [0 Ma€ MOTEHINaI 0

MaCIHTa6yBaHH$I Ta MMoJaJIbIIOIr0 BAOCKOHAJICHHS.
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PO3/1J 2. MPOEKTYBAHHSI TA PO3POBKA TIPOTPAMHOT'O
MPOJYKTY

2.1. ®yHK1ioHAIbHI MOKJIUBOCTI TA BUKOPUCTAHHSA MPOTPAMOro NPoayKTy

IrpoBy mporpaMy HpO€KTyeEMO 3Ba)KalOuM Ha 3arajibHi BUMOTH JI0 TOJIOHUX
JOJIaTKIB BIJIOMY Ta apKaJHUX CHUMYJSTOPIB 30KpeMa, BPaxOBYIOUM ITpojiaj B
peanbHOMY Yaci [4].

OCKUTBKM  €IMHUM aKTOpPOM, IO IHIIIIOE BCl CIeHapii BUKOPHUCTAHHS
IPOrPaMHOTO MPOIYKTY € TpaBellb — 3aCTOCYHOK Ma€ 3a0e3MeYUTH MOBHOIIHHUH 1
KOM(OPTHUI TOCBIJI B3aEMOJIIT HE3aJEKHO BijJ TOTO, Y4 MaB KOPUCTyBad JOCBIJ 13
npoekTamMu 1boro kaHpy [15,17,18]. Ilpuiimaroun a0 yBaru OOMEKEHHH 0OCST
(GyHKIIOHATFHUX MOXJIMBOCTEH MTPOrpamMu, pallioHaIbHO 30CEPEAUTH yBary Jalarpamu
BaplaHTIB BUKOPUCTaHHS CaM€ Ha AacleKTaX B3aeMOJli MDK KOPHCTYBaueM Ta
JI0JIATKOM, a TaKOK Ha CTPYKTYypi irposanmy [19,20].

Jlns nonatky nependavyeHo HACTYITHI ClieHapil BUKOPUCTAHHS:

1. 3anyctutd Tpy (MOYaTOK poOOTM 3 MIPOrpamoro, IHIMiaii3amis

KOPHCTYBAIbKOTO 1HTEpdECy);

2. Bubpatu pexxum rpu;

3. [Towyatu HOBY rpy (iHiMiaIlisl HOBOT'O CEaHCY T'PH, 3aBAHTAKEHHS MIEPIIOTO
piBHA);

4, KepyBatu TankoMm (mepeMilieHHs, CTpLab0a, yXWUIJIEHHS BIJ CHapsiIiB
MPOTHUBHHUKIB);

S. 30upatu OoHycu (miAOipaHHS NPEIMETIB: JOJATKOBI KUTTA, OpOHA,
anrpenan);

6. 3axumatd  mTad (yTpUMaHHS LEHTPAJIbHOrO 00’€KTa BIJl aTak
MPOTUBHUKA);

7. 3HHUIIYBaTH BOPOTiB;

8. [Iporpatn abo nepemMorTu (3aBepllIeHHs PIBHS MMEPEMOTOI0 (BCl BOPOTHU

3HUIIEH1) 200 Mopa3Koro (BTpaueHa 0a3a 4u BC1 KUTTH));

Q. [To6aunuTtu pe3ynbTat piBHS (BiIOOPA)KEHHS 0YOK, CTATUCTUKH);

Apk.

JIP.122.041.014.113 17

Bmn.

Apk. Ne 0okym. Hionuc | Hama




10. Buxina 3 rpu (3aBepiieHHs cecli rpu ab0 BUXiJ Y TOJIOBHE MEHIO).
Lle#t mporec y3araapbHEHO Ha PUCYHKY 2.1, e akIeHT 3p0o0JaeHO Ha KIFOYOBHUX

CIICHAPIsIX BUKOPUCTAHHS, 110 BiAMOBIAAIOTh TeHMILICHHIM JOTII 3aCTOCYHKY.

KopuctyBau
(rpaBens)

3armyck rpu Bubdip pexxmmy rpu

k4 A

IIouatn rpy — Kepyearu TanKOM

Fy
Y

30uparu OoHyCH

Y h 4

L 4

) [Iporpatu /
3axumaru mrad 3HHITYBAaTH BOPOTIB poTp
MepeMOTTH

Y

TToOauntn
pe3yiIbTaT

k.

Buiitu 3 rpu

Pucynok 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS TOJATKy

2.2. IIpoexkTyBaHHA AiarpaM akTHMBHOCTEl, MOCJIiT0BHOCTEl Ta KJIaciB

[Ticns  imimiamizamii - Qaiiay  3aBaHTaXEHHS TpH, TpaBUs  3ycTplyuae
MIHIMQJIICTUYHE MEHIO TPH, Ji€ € KHOMKH JIJIsl MMOYaTKy TPH Ta 3aBEPIICHHS POOOTH
noaaTky. Y paszi BUOOpPY OMIlli MmoYyaTu TpaTh KOPUCTyBada OApa3y KUIA€E J0 BHUPY

MOJIiH, Tpa€e TUHAMIYHA MYy3UKa, MPOMAIbOBYETHCS KapTa, CIIABHITHCS IPOTUBHUKH.
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Jlani rpaBens Bxke nepeOyBae Oe3mocepeaporo B Ipi, je voro aii (pyx Ta
CTpib0a) BIUIMBAIOTh HA PE3YJIbTAT PIBHSA, SKUH MOXKE 3aKIHUMTHCH MEPEMOTroro (Bci
MPOTUBHUKHU 3HHMINEHI), a00 X MOPa3Kol (3HUINCHHS TaHKa TPaBld, KOJIU B HHOTO
HEMa€e J0JAaTKOBUX JKHUTTIB, a00 X pyHHYBaHHS TOJIOBHOTO IITaly), IMICIS YOro
3SIBJSIETHCS BIJMOBITHUHN €KpaH MEPEMOTH UM ITOPA3KH.

OCHOBHMIA aJITOPUTM POOOTH AOAATKY 300pa)KEHO HA PUCYHKY 2.2.

Crapt mporpamn

3aBaHTaKEeHHS PeCypCiB
(rpacdika, 3BYKH, MAILH)

}

[Himiamizamia 3MiHHIX
(sKuTTS, piBeHB, Oa3a)

l

T'omoene MeHIO

l

3amycK piBHA (PO3MINICHHY i
CIIaBH TaHKIB)

l

OcHOBHUIT MK TPH

)
v —— v v
O6pobKa miit rpaBug (pyx, [HTeNmeKT IPOTHBHIKIB (PyX, O0pobOKa B3aEMOIII 3ITKHEHB 36ip Gomveis
cTpinsba) cTpineda) (cHapgam, GIOKM, BOPOTH) P Y

Pirens zagepmeno? TAK:

Ilepenora?

HI

/Hq:;sxa“\ TAK

HI-

‘ Bueix pesynsTariB

Pucynok 2.2 — biiok-cxema ajiroputmy po6oTH rpu « TaHkoBi 601»

[Ticas HamideHHsS] KOMUEMIIl *aHpy 1 CTWII0 Ta MONEpeaHbO (YHKI[IOHATY,
HACTYITHUM KPOKOM CTaJIO MPOrpaMyBaHHSs JIOTIKH JOJATKY BIAMOBITHO 0 BUTQIaHUX

npaBui1. Criepiiy JIOTIYHO CTBOPUTH OTOYEHHS JIJIs 4oro orosoinyemo kinac Block, ne
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OyJie CTBOPEHO 1 HaamToBaHo (PyHKIIIT 1 ONIlli yCiX macuBHUX 00’ €KTIB oToYeHHS. [0
poro kiacy BxomuTumyTh migkmacu: CityBlock (to6to mra6); BreakableBlock
(meryissHa  cTiHA, Ky MokHa 3HMIIUTH rmoctpiaom);  GameFieldWallBlock
(oOMexxyBanmuii mepumeTp «OoioBux nii»); BushBlock (3emeni xarmmi cepem skux
TEeXHIKa 3aMacKOBaHa, aje BiIbHO mepecyBaerhes); SteelWallBlock (meBpasznmBa 1o

NOCTpPLTiB cTanbHa criHa). [ligkmacu kinacy orouennst Block ta ix 3Bsi3ku moka3aHi Ha

pUCYHKY 2.3.
[ BreakableBlockPart A
Class
=+ Thing
i Block a Fields
Class @ Self
o 4 Methods
[ OnThingCellidedEnter
CityBlock A BreakableBlock A GameFieldWallBlock A BushBlock A SteelWallBlock ]
Class Class Class Class Class
- Block - Block - Block - Block - Block
4 Fields 4 Methods
€4 _currentHealth 7 OnBlockPartBreak
&3 _deadSprite -
3 _isDied
l@é _maxHealth

'@é, _spriteRenderer
4 Methods

BrickWallBlock A
1 Damage Class

[ OnThingCollidedEnter  BreakableBlock

@ Start

By validateHealth

Pucynok 2.3 — Jliarpama kiacy Block

Hactynaum ctBopeno kiac Entity, skwii y mifkiacax 3aaae XapaKTEePUCTHKH
CHapsIiB, IKUMHU CTPpistioTh TaHku (miakiaac Bullet); migkmac Tank, sikux € 6a30BuM i
skoro ¢opmytrotees migkiaacu PlayerTank ta EnemyTank. [lo mporo kiacy Takox
yBinum migkmacu: EnemyTank — 1o BigmoBimae 3a “IITydHuil iHTEIEKT Ta
XapaKTEPUCTHKHU TaHKIB BoporiB; EXplosion — edektu pyitHyBaHb I1i/] yac 3ITKHEHD Ta
noctpiniB Ta PlayerTank — xapakTepucTHKN TaHKY TPAaBIIS.

Jlami B yep3i cTBOpeHHs Kiacy Game, 1o peanizoByBaTUME CIaBH (TOOTO
MOsIBY) TaHKIB BOPOTIB, KEpyBaTHME XBWISMH BOPOTIB Ha PIBHI, Ta paxyBaTUME 1
3amucyMaTuMe CTaTUCTUKY TpaBil. Ilicis yoro momaemo kimac Gun 3 mijgkiacaMu

EnemyGun i PlayerGun, mo BigmoBiIaTMMyTh 3a MYIIKH TaHKIB MPOTHBHHUKIB Ta
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rpaBis BianoBiaHo. Lle kiac 3aqae ManpHICTD MOJBOTY CHApPSy Ta 3BYK IMOCTPIIY.

I ocranHiM, ajie HEe MEHIIT BaXXJIMBUM, € Kjac SCeNeEvent, ne 3akiajaeHa Jiorika Tpirepy
MEHIO Ta TIOJIIH y T'pi, TaKi sIK Topa3Ka (depe3 3HUICHHS TAaHKY TPaBIld 1 OKPEMO depes
3HUIICHHS Ta0y), IepeMora, 3aKiHUeHHsI P1BHsI, BUKJIMK MEHIO Ta 1H. [loBHY niarpamy

OCHOBHHX KJIaCiB, X B3aMO/IIf0 Ta CIIaIKOBITh 3BETHCHO HA PUCYHKY 2.4.

Thing
Clss
> MancBehaviour

4 Methods
B Awake
@ Clone
B LookAt
@5 OnCollisionEnter2D
@3 OnCollisionExit2D
@ OnThingCollidedEnter
& OnThingCollidedExit

@ Start
& Update
—_—
] Explosion ] Bullet ] Entity ] Tank ] Block ¥ Game e Map ¥
Class Clzss st st Qe Class Class Class Class
- Thing +Thing b Enay b Enay  Thing ety - Thing  Thing - Thing
_ 4 _
4 Fields 4 Fields 4 Fields 4 Fields »| 4 Fields | 4 Fields 4 Fields
el _display currentSpriteln... _bulletSpee _gun ( _tanksToKil I
& Self @ _display G Spritel a _bulletSpeed & Al G _g 7Y (3 ksToKill 7Y
@ _tenkKillModifier € DamageCount 4 _followDirection @y _maxHealth T ‘s @ Instance SETI ‘s
4 Methods IR g B - 4 Methods B e Clas
© OnThingCollic.. 4 Properties 2 explosionsprites & _isFollowing @ Update G _rigidbody e @ Map .
£ Seatistics @ Owner > DamageCount @ _spriteContainer @ StatisticsCollect ...
Method &2 spriteChangeD... & Owner €2 MoveSpeed 4 Fields &2 Triggers 4 Fields
P s
. @y spriteRenderer 4 Methods — 4 Properties € _deathSound 4 Methods & _anima tionObje...
@ Awake PlayerTank A .
& OnPlayerkilled 4 Methods @ Follow (+ 1 ove.. . & Gun Ga _enemyTankAl ® Awake € _spawnObject
Pl ® AnimateExplosi . @ OnThingCollide... b Tankc & Health | € _soundvolume ®p validateDonesc... @& _spawnPoint
® OnThingCollide...  Update & lsDead @ explosionPrefab [ 4 Methods
@ st RS— 5 4 Methods @ explosionScale . ® Spawn (+ 1 ovew
© _deathSeund P & Awake 4 Methods \
€4 _playerTankal @ Damage @ Awake 15 A
@ _soundVelume @ Die @ Die pves i
@ explosionPrefab & Move @ ValidateHealth ;;;N
) o \
@ spriteDelay J 4 Fields
4 Methods @4 _spawnedTanks
@ Awske 4 _spawners
@ Die @4 _tanksPerWave
@ Update 4 Methods
N — ~
D Start
& Update
SceneEvent ]
Class
~+ Thing
4 Methods
® TriggerEvent
M yGame... A GameOverS A o A OnPlayerTankKil... A OnTankKilledSc... ExitToMenuSce... #
Class Class Class Class Class Ciass
» Scenekvent » Scenekvent + Scenekvent + Scenekvent + Scenekvent » Scenevent
4 Fields 4 Fields 4 Fields 4 Fields 4 Fields 4 Fields
4 _firstlevelScene €4 _gameoverPop... € _levelOverScreen & _playerSpawnTi... & _collector €4 _menuSceneNa...
4 Methods € _gamveoverSta... € _nextlevelDelay G _spawner 4 Methods 4 Methods
@ TriggerEvent 4 Methods € _nextlevelScene 4 Methods @ TriggerEvent @ TriggerEvent
@ 4 Methods ®
@ TriggerEvent @ loadNextLevel -

]

Pucynok 2.4 — JliarpamMa oCHOBHUX KiaciB A0JaTKy « TaHkoB1 601»

Takox Oysio cTBOpeHO MacTep Kiac Thing, 1o 3amyckae rpy BiIMoOBizae 3a

OHOBJICHHS TaK MOBEJIHKY TEXHIKH, 30KpeMa KOJII3110 Ta BULJISI 3TOPH.

2.3. Eranu po3podkm cucremun. Po3poOka ajgropurmMy KOHBepTauii
MPOTrPAMHOTO MPOAYKTY

BpaxoByroun iHTepecH MOTEHIIMHUX KOPUCTYBAviB MPOrPaMH, aHAJI3YIOUH iX
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noTpedu, a TaKOXK I Ta 3ajadl po3poOKH OyJji0 BUPIIMIEHO peajli3oByBaTH TPy B
cepenoBuii Unity, BUKOpHCTOBYIOYM B MOBY TporpamyBaHHs C# Ta KOPUCTYIOUYHTH
Visual Studio.

[ToyaTkoBHUM €TaroM po3poOKH MPOTPAMHOTO 3a0€3TeUeHHS B TJAHOMY BHUIIAJIKY
OyZe CTBOPEHHS MaTEePHUHBKOTO KJIaCcy TaHKY, KM MOXHA YCHaJKyBaTH SIK TaHKOM
IpaBIs TaK 1 TAHKOM CYNPOTUBHUKA. L{e peanizyeThes y KO/l HACTYITHUM YHHOM:

using Guns;

using System;

using UnityEngine;

using GameUltils;

namespace Entities

{
public class Tank : Entity
{
public Gun Gun
{
get
{
return _gun;
¥
set
{
_gun = value;
_gun.Init(this);
¥
}

public float MoveSpeed;
public int Health { get; private set; }
public bool IsDead { get; private set; }
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[SerializeField] private int _maxHealth;
[SerializeField] private Rigidbody2D _rigidbody;
[SerializeField] private Transform _spriteContainer;

[SerializeField] private Gun _gun;

public override void Awake()

{
base.Awake();
Health = _maxHealth;
if (_gun !'=null)
{
_gun.Init(this);
by
¥
public virtual void Move(Vector2 moveVector)
{
_rigidbody.velocity = (moveVector * MoveSpeed);
if (moveVector.x =0 || moveVector.y !=0)
{
LookAt(moveVector);
¥
by
public virtual void Damage(int damageCount, Entity damageOwner)
{
if(damageCount <= 0)
{
Apk.
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throw new ArgumentException("Damage must be greater than 0");

Health -= damageCount;

ValidateHealth(damageOwner);

¥
public virtual void ValidateHealth(Entity validateOwner)

{
if (Health <= 0)

{

Die(validateOwner);

}
public virtual void Die(Entity deathOwner)

{

IsDead = true;

Destroy(gameObiject);

¥

TakuM YMHOM XapaKTEPUCTUKU TAHKY IPaBLsl KOJLYBAaTUMYThCS:
using GameuUltils;

using UnityEngine;

namespace Entities

{
public class PlayerTank : Tank

{

Apk.
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[SerializeField] private PlayerTankAl _playerTankAl;

[SerializeField] private AudioClip _deathSound; // 3Byk cmepTi rpaBus

[SerializeField] private float _soundVolume = 1f; // I'yunicTs 3ByKy cMepTi

public GameObject explosionPrefab; // IIpedad Budyxy

public float explosionScaleMultiplier = 1.5f;

public float spriteDelay = 1f;

public override void Awake()

{

base.Awake();

Al = _playerTankAl;
Al Init(this);

public override void Update()

{

base.Update();

public override void Die(Entity deathOwner)

{

// TIporpaemo 3ByK CMEpTI I'paBlis B MO3UIIIi TAHKA

if (_deathSound != null)

{
AudioSource.PlayClipAtPoint(_deathSound,

_soundVolume);

}

transform.position,
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// CTBOprOEMO BHOYX Ha MICIll TaHKA
GameObject explosion = Instantiate(explosionPrefab,
transform.position, Quaternion.identity);

/lexplosion.GetComponent<Explosion>().Owner = this;

explosion.GetComponent<Explosion>().spriteChangeDelay
spriteDelay;

explosion.transform.localScale = transform.localScale *

explosionScaleMultiplier;

Game.Instance.Triggers.OnPlayerKilled.Invoke();

base.Die(deathOwner);

¥

A TaHKa IPOTUBHHUKA B CBOIO YEPry:
using GameUltils;

using UnityEngine;

namespace Entities

{

public class EnemyTank : Tank

{
[SerializeField] private EnemyTankAl _enemyTankAl;
[SerializeField] private AudioClip _deathSound; // 3Byk cmepTi
[SerializeField] private float soundVolume = 1f; // I'yunicTh 3ByKy cMepTi
public GameObject explosionPrefab; // IIpedad Budbyxy
public float explosionScaleMultiplier = 1.5f;

public override void Awake()

Apk.
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base.Awake();
Al = _enemyTankAl;
Al Init(this);

public override void ValidateHealth(Entity validateOwner)
{

if (Health <=0)

{

if (validateOwner != null)

{

if ((validateOwner as Bullet).Owner != null)

{

if ((validateOwner as Bullet).Owner is PlayerTank)

{

Die((validateOwner as Bullet).Owner);

public override void Die(Entity deathOwner)
{

// TIporpaemo 3ByK CMEpTI B MO3UIIT TaHKa

if (_deathSound != null)

{
AudioSource.PlayClipAtPoint(_deathSound, transform.position,

_soundVolume);
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// CTBOp1O€MO BUOYX Ha MiCIIl TaHKa

GameObject explosion = Instantiate(explosionPrefab,
transform.position, Quaternion.identity);

/lexplosion.GetComponent<Explosion>().Owner = this;

explosion.transform.localScale = transform.localScale *

explosionScaleMultiplier;

Game.Instance.Triggers.OnTankKilled.Invoke();

base.Die(deathOwner);

¥

3aBAaHHS IIKOAM BOporam 1 00’eKTaMm (PIKCY€TbCS 1 MOIEPYETHCSI HACTYITHUM
YUHOM:

using UnityEngine;

namespace Entities

{
public class Bullet : Entity

{
[HidelnInspector] public Entity Owner;

public int DamageCount = 1;

[SerializeField] private float _bulletSpeed,;

private Vector2 _followDirection;

private bool _isFollowing;

public virtual void Follow(Vector2 followDirection)
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_isFollowing = true;

_followDirection = followDirection;

public virtual void Follow(Vector2 followDirection, Entity owner)

{
_isFollowing = true;
_followDirection = followDirection;

Owner = owner;

public override void Update()

{
base.Update();

if (_isFollowing)

{
LookAt(_followDirection);

transform.Translate((transform.right * - followDirection.x  +

transform.up * _followDirection.y) * _bulletSpeed * Time.deltaTime);

}

public override void OnThingCollidedEnter(Thing thing)

{
base.OnThingCollidedEnter(thing);

if(Owner 1= null)

{

Apk.
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if(thing !'= Owner)
{
try

{
(thing as Tank).Damage(DamageCount, this);

}

catch

{

Destroy(gameObject);

¥

Hactynauii kpok 1€ mporpamyBaHHS METOAY, SKUW OMHUCYE BIACTUBOCTI
CHapsy:

using UnityEngine;

namespace Entities

{
public class Bullet : Entity

{
[HidelnlInspector] public Entity Owner;

public int DamageCount = 1;

[SerializeField] private float bulletSpeed:

Apk.
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private Vector2 _followDirection;

private bool _isFollowing;

/Il <summary>
/I Stars bullet to follow direction
/Il </[summary>
I/l <param name="followDirection"></param>
public virtual void Follow(Vector2 followDirection)
{

_isFollowing = true;

_followDirection = followDirection;

/Il <summary>
/I] Stars bullet to follow direction with owner
/Il </summary
/Il <param name="followDirection">Bullet move direction</param>
/Il <param name="owner">0Owner of bullet</param>
public virtual void Follow(Vector2 followDirection, Entity owner)
{
_isFollowing = true;
_followDirection = followDirection;

Owner = owner;

public override void Update()
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base.Update();

if (_isFollowing)
{
LookAt(_followDirection);

transform.Translate((transform.right * - followDirection.x  +

transform.up * _followDirection.y) * _bulletSpeed * Time.deltaTime);

}

public override void OnThingCollidedEnter(Thing thing)

{
base.OnThingCollidedEnter(thing);

if(Owner = null)

{
if(thing !'= Owner)
{
try

{
(thing as Tank).Damage(DamageCount, this);

catch

Apk.
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Destroy(gameQbiject);

¥

CTBOpeHH}I I IIPOTHUBHUKA BUKOHAHO METOJOM.
using System;

using UnityEngine;

namespace Entities
{
[Serializable]
public class EnemyTankAl : EntityAl
{
private Vector2 _moveVector;
[SerializeField] private EnemyTankAlState _state;

private EnemyTankAlState _lastState;

[SerializeField] private IdleEnemyTankAlState _idleState;

[SerializeField] private MovingToPointEnemyTankAlState
_movingToPointState;

[SerializeField] private ShootingEnemyTankAlState _shootingState;

private bool _isStateRunning;
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public override void Init(Entity entity)

{
base.lInit(entity);

_idleState. Init(Self);
_movingToPointState.Init(Self);
_shootingState. Init(Self);

setNewA.iiState();

}
public override void UpdateAl()

{
base.UpdateAl();

if(!_isStateRunning) setNewAiState();

_idleState.UpdateState();

_movingToPointState.UpdateState();
_shootingState.UpdateState();

private void setNewAiState()
{

if (_isStateRunning) return;

JIP.122.041.014.113
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Array values = Enum.GetValues(typeof(EnemyTankAlState));

EnemyTankAlState randomBar =

(EnemyTankAlState)values.GetValue(UnityEngine.Random.Range(0,
values.Length));

if(_lastState == randomBar)

{
_state = _state = EnemyTankAlState.ldle;
¥
else
{
_state = randomBiar;
¥

_lastState = _state;

controllTankStateSwitch();

private void controll TankStateSwitch()

{

_isStateRunning = true;
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switch (_state)
{
case EnemyTankAlState.ldle:
RunldleState();
break;
case EnemyTankAlState.MovingToPoint:
RunMovingToPointState();
break;
case EnemyTankAlState.Shooting:
RunShootingState();
break;
default:
RunldleState();
break;

public virtual void RunldleState()

{
_idleState.RunState(OnStateEnd);
by
public virtual void RunMovingToPointState()
{
_movingToPointState.RunState(OnStateEnd);
¥

public virtual void RunShootingState()
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_shootingState.RunState(OnStateEnd);

public virtual void OnStateEnd()
{
_isStateRunning = false;

/IsetNewAiiState();

public enum EnemyTankAlState

{
Idle,

MovingToPoint,

Shooting

¥

Peanizariiro BUOyXiB MOKJIaJICHO HA METOI:
using Entities;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Explosion : Entity

{
[HidelnInspector] public Entity Owner;
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public int DamageCount = 5;

public Sprite[] explosionSprites; / Macus cripaiiTiB 11 BUOYXY
private SpriteRenderer spriteRenderer;
private int currentSpritelndex = 0;

public float spriteChangeDelay = 0.5f; // 3aTpumka mMix cipaidiTamu

private void Start()
{

spriteRenderer = GetComponent<SpriteRenderer>();

StartCoroutine(AnimateExplosion());

private IEnumerator AnimateExplosion()

{

while (currentSpritelndex < explosionSprites.Length)

{

spriteRenderer.sprite = explosionSprites[currentSpritelndex];
currentSpritelndex++;
yield return new WaitForSeconds(spriteChangeDelay); // 3arpumka mix

cripaiiTaMu

¥

Destroy(gameObject); // 3aunryemo 00'eKT miciisi 3aBEpIlICHHS aHIMAaIli1

public override void OnThingCollidedEnter(Thing thing)

{
base.OnThingCollidedEnter(thing);

try
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(thing as Tank).Damage(DamageCount, this);
}

catch

{

// JlJoBUMO BUHSTOK, K110 thing He € Tank

// 3HHUITyeEMO 00'€KT, SKIIO BiH HE OYB 3HUILICHUN paHiIIIe
if (gameObject != null)

{
Destroy(gameObiject);

¥

SIKo ycix MpOTUBHUKIB Ha PIBHI 3HUIIEHO, TOKA3Y€EThCA €KpaH NEPEMOry Ha
PIBHI 3 KUJIBCTIO aHITJILOBAHUX TAHKIB MPOTUBHUKA, 1HAKIIIE — €KPaH MOPa3KHu.

Mogo Bi3yansHOro odgopmieHHs: 1HTepdelc rpu-akpaaun wmae OyTu
MIHIMQJIICTUYHUM, 1110 HE BIJBOJIIKATH T'PaBIll Bl ApailBoBOro reimiuieto. OcoOamBo
BAKJIMBO JIOTPUMYBATHUCS ayJ10-BI3yaJdbHOI CTUJIICTUKH, SIKa BIAMNOBIIA€E KaHPOBUM
0COOJIMBOCTSIM, OO MIAKPECTUTH CUJIbHI CTOPOHHU TMPOEKTY 1 HE 3IMCyBaTH Baiio.
['pacdiuni enemeHTH HE MOBUHHI OYTH HAATO JETATI30BAHUMU, MPOTE aHIMAIIIS — MA€E
OyTH JMHAMIYHOIO 1 PYHKIIIOHATBHOIO.

BucnoBku 10 po3aiay 2.

VY napyromy pos3aiiai JUIIIOMHOI poOOTH Oyno pO3MIISIHYTO KIIFOUOBI KPOKHU
MPOEKTYBAHHS Ta peari3allii MporpaMHOTO MPOAYKTY Y JKaHP1 apKaTHOTO CUMYJIATOpa
3 BUTJISZIOM 3BEPXYy, HATXHEHHOTO KJIIACHYHHM IrpoBHM A0cCBigoMm. llepiioueproBy
yBary c@okycoBaHo Ha (opMmyBaHHI (YHKIIOHAJBHUX CIEHapiiB 3aCTOCYBaHHS
porpamu, 10 OXOIUTIOIOTh 0a30B1 i1 KOpUCTyBaya — Bij 3alyCKy J0 BUXOIY 3 T'PH.

JleTepmiHOBaHO, IO TpPaBelb — €IUHUN aKTOpP CHUCTEMH, CaM€ TOMY IMPOIEAYpH
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B3a€MOJIii MOOYJ0BaHI HABKOJIO HAWIPOCTIIIOrO, IHTYITUBHOIO Ta BOJHOYAC
3aXOIUIMBOTO TeUMILIEIO.

3anmst Kpamoro po3yMiHHSI CTPYKTYPH JOJATKy OyJjio moOymoBaHO giarpamy
BaplaHTIB BUKOPHUCTAHHS Ta aJITOPUTMIUHY OJIOK-CXEMY, IO JIEMOHCTPY€E 3arajbHy
jgoriky rpu. Ha HacTymHOMy ertami po3pOOKM aKIIeHT IepeHeceHO Ha 00’ €KTHO-
OpIEHTOBAaHE MOJICITIOBAHHS BHYTPIIIHBOI apXiTEKTYpH TpH. 30KpeMa, CTBOPEHO
KJIaCH, TPOIHCAHO IX 1l€papxii, cepeil SAKUX BUIUICHO KIHOYOoBl cyTHOCTI: Tank,
PlayerTank, EnemyTank, Bullet, Gun, Explosion, SceneEvent, mo Bu3Ha4arOThH
BUX1JIHI MapaMeTPH Ta B3aEMOJIIIOTH BIJMOBIIHO J0 3aJaHUX YMOB Ta TPUTEPIB.

Oco6nuBy yBary npumiiaeHo peamizaiii nporo-II cynporuBuukis. [ToBeninka
BOPOXXHMX TaHKIB I'PYHTYeThcs Ha 3MiHHMX cTaHax (Idle, MovingToPoint, Shooting),
K1 IEPEMHUKAIOTHCS BUTIAJIKOBUM YHHOM, 3a0€3MeUyI0UH Ha/I3BUYAHY BapiaTUBHICTh
irpoBux cutyauid. lIle nmo3Bossie gocsartu  edexty HemepeadaduyBaHOCTI  Jiis
MPOTUBHUKA JI0 MOJI1 Ha MoJil 0010.

OxkpiM BHUIIE3raJaHOT0, OYJI0 TAKOX BIPOBAKEHO U JIOTIKY 3aBIaHHS IIKOIH,
3HMILEHHS 00'€KTIB Ta BIATBOPEHHS Bi3yaJlbHUX 1 3ByKOBUX €(EKTIB AJi1 BUOYXiB Ta
nocTputiB. Li eneMeHTH MigKpecToTh rpadiyHuil CTUIIh Ta MOCUJIIOIOTH €MOIIiiTHe
3aJTy9eHHSI TPaBIIf.

[lomo Bizyanmy — po3podOka inTepdeiicy 6azyBasiacs Ha MPUHIMIAX MIHIMAJI3MY
Ta >KaHpoBOi cTwmi3amii. OCHOBHa MeTa — HE MEPEBAHTAXKUTU KOPHUCTyBaya
rpa@iyHUMHM  €IeMEHTaMU, NpH LbOMYy 30€piraloud Bi3yallbHy IIUIICHICTH 1
BIJIOBIJTHICTb KaHPY FPU-apKAJIH.

Sx pesynbrar, y mpboMy po3auil 0yJio cpOpMOBAHO JIOTIYHY, CTPYKTYpPOBaHY
OCHOBY TMPOEKTY, 3aKJaJeHO IPOTpaMHi, ayJiOBi3yajdbHl Ta IrpoJiaJiHi OCHOBH,
peai3oBaHO KIIOUOBI €JIEMEHTH ITPOBOTO TPOIECY, IO JIO3BOJISE€ TEPEUTH [0
TECTYBaHHS, BiJJIaro/KeHHs Ta (piHampHOTO BAockoHaieHHs [13 Ha HacTynHOMY eTarti

poboTH.
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PO3/1J 3. OMMAUC POBOTHU TPOTPAMHOTIO JOJATKY, HOTO
BCTABHOBJIEHHS, KOPUCTYBAHHS TA TECTYBAHHS

3.1. KepiBHUIITBO BCTAHOBJIEHHSI IPOTPAMHOI0 MPOAYKTY

Po3pobnennii mogaTok — irpoBa apkagHa CHUMYJIAIIS TAaHKOBUX OOIB 3 BHUIOM
3BEpXy peali3oBaHO Ha MPOTPAMHHUX TMOTYKHOCTAX cepeaoBHIa po3podku Unity 3
BukopuctanaHsM  Windows Forms. JlomaTok gae 3MOTy HACOJIOJKYBAaTHCh
JTWHAMIYHUM 1rPOJIaJIoM, OUTBU 3 IPOTUBHUKOM, PYHHYBaHHS CTPYKTYp, Pi3Hi PiBHI B
TOMY YHCII 13 2-Ma 60ccaMu (3HAYHO MTOCUJIEHUMH BOPOTaMH).

CucTeMHI BUMOTH:

v' OC: Bix Windows 10;

v' TlIpouecop: Intel Core i5 un moaiOHUI Bif iHITHMX PO3POOHHKIB;

v" RAM: > 128 MB;

v Binsae Mmiciie Ha aucky: > 150 MB;

AJITOPUTM THCTATIOBAHHS

= 3aBaHTaXUTH KOJM €TIEMEHTIB I'pH (MPEACTABICHO B JOAATKY A);

. Binkputu Visual Studio ta Unity;

. OO6paru BapianT "BiKpuTu NpoekT abo pilieHHs" y MEHH MEHIO;

. OOparu Teky, Je po3TailioBaHi JaHi IPOEKTY TpH, Ta "Biakputu" ix.

[Iporpama Oyzae AuMCTpUOyBaTUCh B¥KE€ 3 TOTOBUM poOOYMM Ou110M (301pKOrO
rOTOBOIO 70 TpH), TOMY BHIIE ONHCaHI Maii Tpeba BUKOHATH, SKIIO HEOOX1THO
penaryBaTy BXKe caM ITPOEKT.

AKTHBaLllA Ta peecTpauis He MNOTPIOHI, OCKUIBKUA Ipa PO3MOBCIOIKYETHCS
6e3korToBHO. [Ipu mepeBipka KPUTUIHO MIEPEKOHATHUCH, IO MTPOCKT KOMITUTIOETHCS Ta
3aIycKaeThes 0e3 KpUTHYHUX TOMIIOK y Unity.

[linTpumka — TIpM BUHHMKHEHHI mpobieM un momMwiok 3 [13, HeoOXimHO
3B’SI3aTUCH 3 ABTOPOM MPOEKTY, MICIsI CIIPOOU BUMPABUTH NPOOIEMY CAMOCTINHO.

[Ipy BUHMKHEHHI TMOMUWJIOK IMPU BCTAHOBJICHHI YW BUKOPHCTAHHI JOMATKY,
HEOOX1IHO:

. ITepekoHaTUCh, 1II0 BC1 BUMOTH JI0 CUCTEMH 3a]I0BUIbHSIIOTHCS,
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. [TepeBiputu, un Visual Studio ta Unity BcTaHOBJIEHO IPAaBHIIBHO 3 yCiMa

OHOBJICHHSIMH;
= IlepesaBantaxkutu 11K Ta nepeBcTaHOBUTH TOJATOK IIE Pas3;
= 3BEpHYTUCHh JI0 JIOKyMeHTallii Ta/abo dopymiB crmimeHOTH Unity mms

OTPUMAaHHSI LITHOBOT TOBIIKHU Ta CANIIIOPTY.
SIK110 HIYOTO 3 MEPENIYeHOTO HE OoTIoMarae, i mpoOjeMu BCe 111¢ BUHUKAIOTh,
HEOOX1THO 3BEPHYTUCh J0 PO3POOHHMKA UM CIY)KOW MIATPUMKH JJIsI OTPUMAHHS

TOIATKOBO1 JJOIOMOTH.

3.2. KepiBHUIITBO KOPUCTYBAaHHA MPOrPAMHHUM MPOAYKTOM
JUtst iH1miami3amnii 3amycKy A0JaTKy, HEoOX1JHO CKOPUCTATUCh JBIUl KIIKHYTH
Ha aiin «Tankovi boi», micias KOPOTKOTO 3aBaHTAXKEHHS KOPHCTyBaua OadyuTh

OCHOBHE MeHIO rpu (pucyHok 3.1.).

TAHKOBI BOI

Mparv

Buxig

Pucynox 3.1 — I'onoBHe meHto rpu « TaHKOB1 001»

OCKUIbKM Tpa Ma€ MIHIMAJICTUCHUIN CTHJIb B MEHIO JIMINE 2 aKTUBHUX KHOITKH
«I"patn» Ta «Buxiay. HatuckanHs nepiioi NepeHoCuTh rpaBlisg 0€3MocepeHbo 10 TpU
MOYaTOK SKOi BiJOOpakeHO Ha PHUCYHKY 3.2., a «Buxim» iHimitoe 3aKpuTTs BIKHA

POrpPaAMH.
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Pucynok 3.2 — OcCHOBHUI €KpaH Tpu-apKaau

Mopenb Tanky rpaBiig nogapOOBaHO 30JOTHUCTHUM KOJBOPOM, a MPOTUBHUKIB
cpibmsactuM, MO0 iX MOXHa OyJio JiIerko po3pi3HUTH. KepyBaHHS MalIMHOIO
MaKCUMAaJIbHO MPOCTE, JUIIE PyX 1 MOCPUIH, YNPaBIIHHS Mepeadadyae BUKOPUCTAHHS
JUIIe KIaBlaTypH, KJaBlaTypu 1 4acKoBO Muli, abo reimmany. TaHk pyxaeThbcs
KJIACUYHO BJIIBO, BIIPaBO, IOBEPXY Ha IOHU3Y MPU HATUCKAHHI BIAMOBIAHUX CTPIJIOK
Ha kiaBiatypi, un kinaBim WASD Ta npobuty yu JIKM mist moctpinmiB, IiKaBUM
HOBOBEJICHHSIM CTajla MOXJIMBITh PyXaTHUCh MO JA1aroHali SIK TOKa3aHa Ha pUCYHKY 3.3.
B nesxi relimiuieliHi MOMEHTH II€ MOXE HAJaTH HEAOMSKy TaKTU4YHY IepeBary
rpaBIieBl. BUKOPUCTOBYIOYH MPOCTE Ta JIAKOHIYHE KEPYBaHHS I[1JIb TPABIIS — 3HUIIUTH
(aHITUTIOBATH) yCIX TaHKH MPOTHUBHUKA HA PIBHI, MICIS YOTO Tpa MEPEKUIaE MOKA3ye
€KpaH 3aBeplIeHHS piBHS (PUCYHOK 3.4) 1 TOTY€ HACTYIHUI PIBEHb JJISI POXOIKEHHS.
k1o K y TpaBIsl 3aKIHYMIIMCH TOJAATKOBI TaHKHU (3a3BUYail BiH Ma€ 2 JOMATKOBUX 1
OJTHE OCHOBHE), III0 MTOKA3y€eThCS Ha 3J1iBa Ha mayieii B iHaukaropi « KuttiBy; abo x
3HMINEHO ITa0 TPaBI, SKUH 3HAXOIWUTHCS BHU3Y B IETPi, OTOUYCHHUH IICTIISTHOIO
CTIHOIO — TpaBellb 3a3HaB MOPA3KU, TOKA3YETHCS BIATOBIIHE TOBIIOMIICHHS, TTPUKIIA]

SKOTO TIOKa3aHO Ha PUCYHKY 3.5, Ta eKpaH Mopasku (PUCYHOK 3.6), 110 JO3BOJISIE JIUILIE
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MMOBCPHYTHUCH JO I'OJIOBHOI'O MCHIO, IO KHUJA€ I'PABIIO BUKIIHUK.

Pucynox 3.3 — JliaroHansHuM pyxX MaIIMHH TPaBls

PiBeHb 3aBepLUeHo

PaxyHoK Q00060
TaHKIB Q0006

Pucynox 3.4 — Expan ycminHoro 3aBepiieHHs PiBHS

I
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Pucynok 3.5 — [1oBigoMIIEHHSI PO MOPa3Ky rpaBLs

Bunporpanu

MeHH

Pucynox 3.6 — Expan nopasku rpaBiis

OcranHil piBeHb, 0 MPOUTIOCTPOBAHO HA PUCYHKY 3.7 BHUPIZHSIETHCS ITBOMA
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BEJIMKUMU TaHKaMHU-0OcCaMH, Kl MalOTh 5-TH KpPaTHY IIKOIY 1 CHJIBHO 30UJIbIICHY

KUIBKICTh 370pOB’sl. Y pas3i SKII0 TpaBellb 3/0Ja€ iX, JIEMOHCTPYEThCS €KpaH

OCTaTOYHOI MIEPEMOTHU SIK Ha PUCYHOKY 3.8.

(] ]

Pucynok 3.7 — OcrtaHHiii piBeHb IPU

B MEPEMOEAN! !

Pucynok 3.8 — Expan octaroyHoi nepeMoru

NSNS S SN NN

[ToBiIOMIIEHHS TIPO MEPEMOTY, MOPa3Ky, KIIbKICTh 3HUIIEHUX MPOTUBHUKIB Ta
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1HIII €JIEeMEHTH, CIPSMOBaHI Ha YpPI3HOMAHITHEHHS IrpPOBOTO JIOCBIAY, 3a0XOUYCHHS
rpaBls COpoOyBaTH CBOI CHJIM IIe pa3, M0 CTUMYJIIO€ pPOOUTH BUCHOBKH Ta
YAOCKOHSUTIOBATH ITPOBI CTpaTerii Ta TakTUKU. LI eleMEeHTH 3HaYHO MOKPalyITh
EMOIIIMHMH 3B'I30K TPaBIIA 3 BIPTYaJbHUM CBITOM T'PH.

3.3. TectyBaHHS poOOTH MPOTrPAMHOI0O MPOAYKTY

[lepeBipka kiaciB mpoueayp 1 MeroniB mporpamu «TaHkoBi 00i» 3 MeTOIO
3a0e3MedyeHHsl il MPaBUIIBHOTO Ta ONTUMATBHOTO (YHKITIOHYBaHHS JJIsI 337J0BOJICHHS
notped rpaBisl. AHATI3YIOUM 1 OLIHIOIOYM PEe3yNlbTaTh TECTYBaHHS B «pilaj TalMy,
MOKHA 3aKJIOYUTH, IO TECTyBaHHS IPOBEICHO paIliOHATBHO, TOTPUMYIOYHCH
4acoBUX paMOK Ta kpuTepiiB. B tabmumi 3.1. HaBeneHo kputepli, 3a SKUMH Oyia

IIPOBEICHO TECTYBaHHS POOOTH JIOAATKY.

Tabmuus 3.1

TectyBanHs poO0TH H01aTKy « TaHKOBI 001»

Kpurepii Bukonanns

3MiHa BiKOH Vv

Kanbkynsarop ouok

Expanu nepemMoru Ta mopasku v
«II» mpoTuBHKUKA v
KopekTHe 3aBepIiieHHs rpu v

BucHoBkmu a0 po3aiay 3.

VY po3aim 3 Oyyio AeTaNbHO OMUCAHO TPOIEC IHCTAAIII0, 3aCTOCYBaHHS Ta
TeTyBaHHA poOoTH po3podsieHoro I13 apkannoi rpu «TaHkoBi 001» 3 BHUIISIOM
3Bepxy. byno ommcano 6a3oBuil alrOpUTMY BCTAHOBJICHHS, SIKMM BKIIOUAE 3aIMYCK
MIPOEKTY uepe3 cepenonuiie po3pooku Unity Ta Visual Studio. [1pu 1iboMy BpaxoBaHO
MO>KJIMBICTh BUKOPHCTAHHS 3a3Jalierib 310paHoro Ouay rpH, 10 poOUTH 3aImycK
MPOCTUM Ta 3PYYHUM HABITh I HEMIATOTOBICHUX t03epiB. CUCTEMHI BUMOTH —

MOMIPHI, 110 POOUTH MPOTPaMy JOCTYITHOIO JIJIsl ITUPOKOTO KOJia F03€PiB.
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ITonano KepiBHUIITBO BUKOPUCTAHHSI MPOrpaMHu, sIKe Mokaszye QyHKIIi B rpi, BiJl
3aIyCKy MEHIO 70 3aBepiieHHs Tpyu. OO0J0HKA IPU Ma€ MIHIMAIICTUYHY CTPYKTYpY,
IO JT03BOJISIE 3KOHICHTPYBATHCh Ha reiimriuiei. MexaHika KepyBaHHSI peani3oBaHa
HECKJIJHO Ta IHTYITUBHO — MIATPUMYETHCS KiaBiaTypa, MHIIa abo reWmmaj, a
MOJJIMBI [ii, 30KpeMa pyX, CTpiib0a Ta yXWJICHHS, BUKOHYIOThCS Y pekumi «real
time». BakJIMBUM acleKTOM € BIOPOBA/DKEHHS IarOHAJLHOIO PyXy, IO JOJA€
TaKTHUYHOI TIMOWHU ITPOBOMY TPOIIECY.

[IprxoBaHUM CIOPIIPU30M JJIsI TpaBIIsl CTaHe (PiHATBHUM PIBEHB 3 «O0caMm», K1
MalOTh IiJIBUILICHI XapaKTEPUCTUKHU IIKOIU Ta 3740poB’s. Lle kumae BUKIMK rpaBlEeBi
Ta CIYry€e 4YyJIOBUM KYJbMIHAIIMHUM MOMEHTOM MPOXOJKEHHS Tpu. BiszyanbHi
MOBIJJOMJICHHS TIPO MEPEMOTY, MOPa3Ky Ta MPOrpec aHIrUIAIII0 3HAYHO MiCUIIOI0Th
EMOILIITHUI 3B'I30K KOPHCTYyBaya 3 IPOI0, CHPHUSIOTH 3aTyYEHHIO Ta 30UIbIIYIOTH
IMOBIPHICTb ITOBTOPHOT'O MPOXOXKEHHSI.

VY nanomy po3auIl po3MIISIHYTO 1 IIPOLIEC TECTYBaHHs A0JaTKy. Byio mposeneHo
nepeBipKy OCHOBHUX (PYHKIIIH: 3MIHM €KpaHiB, CUCTEMU MiAPAXYHKY OUOK, MEXaHIKH
0010, MITYYHOTO 1HTEJIEKTY CYNpPOTHMBHUKA Ta 3aBEPIICHHsS TpU. YCl1 MPOTECTOBaHI
KOMITOHEHTH TOKa3ajau CTaOUIbHY Ta KOPEKTHY poOOTY, IO CBIIYUThH PO I'PAMOTHY
peaizallito mporpamMHoi JIOTIKH Ta 3B’ SI3KIB M1 €JIEMEHTaMH.

Takum 4MHOM, y TPETbMY PO3/iJi IPOJEMOHCTPOBAHO MOBHOIIIHHY 3aBEPIIICHY
nporpaMmy il yCIX €TamiB 11 JKUTTEIISUIBHOCTI. Pe3ynbTaTu MATBEPIKYIOTh
mparecnpoMokHicTe I3, #Horo mgOCTYNHICTh, 3pYYHICTh y BHUKOPHUCTaHHI Ta

GbyHKIIOHATBHY BIAMOBIIHICTH BUBHAYEHUM KPUTEPISIM.
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BUCHOBKH

Y  nmaHiii  gurmimoMHIM  poOGoTH  Oyyo 3[IHCHEHO TOBHUM IMKI —aHai3,
POEKTYBaHHS, pealli3allisl Ta TeCTyBaHHsA apkajaHoi rpu «TaHkoBi 001» 3 BUTIIAIOM
3BEpXy B PEXUMI pearabHOro yacy. OCHOBHA MeTa poOOTH — AOCTIHKEHHS MOI0HUX
Ta CTBOPEHHS TMPOTpamMH apKagHOi TpH, IO BKIIOYAE IIPOCTOTY KEpyBaHHS,

JTUHAMIYHUH 1TPOJIaj] Ta CydacH] pillieHHS.

Y nmepmomy po3fial MpOBEACHO TAMOOKWN aHami3 jKaHpy Irop-apkaa Ta
chopmynroBano T3. Byno po3rissHyTO MpUKIAAM CXOXKHX JOJATKIB, 30kpema Tiny
Tanks Ta Super Tank Battle, mo 103BONMIIO MIAKPECIUTH KIOYOBI KaHPOBI
XapaKTEPUCTUKUA Ta OPIEHTYBATH pPO3POOKY Ha MEpEeBIpEeHy TrelM-Inu3ailiHEpChKY
Mozenb. Ha ocHOBI aHanizy OyJio BUpIIIEHO BUKOPUCTOBYBATH irpoBuit pymriit Unity,
MoBY miporpamyBaHHs C# Ta cepenoBuine po3pooku Visual Studio Community, mio €
rapHUM TIOEHAHHSIM JUIsS  peamizaiii  KpocriaThopMOBOTO Ta  Bi3yalbHO

OpIEHTOBAHOTO MPOJIYKTY.

Hpyruil po3ail NpUCBIYEHO NPOEKTYBAHHIO TpH. Y PoO3AUI OyJO AETaIbHO
ONMUCaHO (PYHKIIIOHAIbHI MOXJIMBOCTI JIOJATKY, ClIEHApli BAKOPUCTAHHS Ta OCHOBHUHN
anroput™M pobotu rpu. CTBOpeHO AlarpaMy BapiaHTIB BUKOPUCTaHHS IOAATKY,
Jiarpamy KjaciB Ta aKTUBHOCTEH, 1110 JJEMOHCTPYIOTh CTPYKTYPHY OpraHi3alliio I'py Ta
B3a€MO3B’SI3KM MK 11 Kjlacamu, MigKjiacaMH Ta MeToaamu. JleTaabHO pPO3MHUCAHO
JOTIKy TpH, 30kpema kiaciB Tank, Bullet, Gun ta Explosion, a Takox momaHoro

IHTEJIEKTY MPOTUBHUKA, 1110 3a0€3IeUy€ MOBEIIHKOBY Bap1aTUBHICTb.

Y TperboMy po3nual Oyno 30CepePKEHO yBary Ha MpPakTUYHOMY acCHeKTI
pO3pOOKH — IHCTAIOBaHHI, €KCIUTyaTalii Ta TECTyBaHHI N0AAaTKy. Byno omucano
npouec iHctanmsauii 13, BU3HAYU€eHO BUMOTH 10 CUCTEMH Ta HAJaHO 1HCTPYKIII AJis
3armycKy Ipu. [HCTpyKuii 1 KOpUCTyBaya pO3IJIsSAal0Th MOBHUM IIMKI B3a€MOJIL 3
JOJJaTKOM — BiJl 3amycKy 10 (iHaibHOTO 0010 3 O60camu. Pesynbratu TecTyBaHHS
3aCBIYMIN KOPEKTHY POOOTY BCIX KIIFOUOBUX (DYHKIIIHM I'pH: IEPEXO/I1B MK €KpaHAMH,
MexaHiku 0010, JIOTIKM MEpPEeMOru/Mopa3ku Ta I1HTENEKTY HPOTHUBHHKIB. IrpoBHii

mpolec IMoka3zaB cebe CcTabUIbHUM, IHTYITMBHO 3pO3YyMUIMM, a iHTepdehc —
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JJAKOHIYHHUM Ta €PrOHOMIYHO BUBIPEHUM.

Takum 4YuHOM, Yy JUINIOMHIM poOoTi Oyjio YCIHINIHO  peajli30BaHO
NOBHO(YHKIIIOHANIBHY TMporpamy s TpU-akpaad 3 JIOTPUMaHHSM YCIX €TalliB
xutTeBoro nukiy I13. [Ipoekt Mae noreHuian 10 MacmTadyBaHHS, MOJEpHI3allii Ta
3aCTOCYBAaHHSA y OCBITHIX, IHAWBIAyaJbHUX UM KOMEpUIHHUX LUIsAX. Pesynbratu
MOIIYKY MiATBEPKYIOTh aKTyallbHICTh KaHPY, €(EeKTUBHICTh OOpAaHUX IHCTPYMEHTIB

Ta HasIBHICTh MOMUTY CEepeJl MIUPOKOT KaTeropii rpaBiiB Ha MOAIOH1 TPOTYKTH.
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HHEPEJIIK YMOBHHUX CKOPOYEHD TA IIO3HAYEHb

PVE (Player versus Environment) — mpoTHBHHKOM TI'paBIIs € IpOrpama.

PvP (Player versus Player) — mpoTHBHUKOM TpaBIIs € 1HIINN TPaBelb.
FPS (Frames Per Second) — kibKicTh KaapiB 3a mepiof B 1 CeKyHy.
RAM (Random Access Memory) — oriepaTiBHA ITaM'sSITh.

OOII — 06’ ekTHO-OpIEHTOBAHE MPOrPaMyBaHHS.

OC - omneparriitHa cucrema.

II3 — nporpamue 3a0e3neueHHs.

IIK — nepcoHanbHu KOMII I0TEP.

T3 — TexHIYHE 3aBJaHHS.

I — mTyYHUil 1HTENIEKT.
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JTOJATKH

Jlooamox A

Buxignuii koq rpu

using System;
using UnityEngine;
public class Thing : MonoBehaviour, ICloneable

{

public virtual void Awake()

{

}
public virtual void Start()

{

public virtual void Update()

/Il <summary>

/Il LookAt implimentation for 2D

/Il </[summary>

/Il <param name="moveVector"></param>

public virtual void LookAt(Vector2 lookPosition)
{

Vector3 vectorDifference = (new Vector3(lookPosition.x, lookPosition.y, 0) +
transform.position) - transform.position;
vectorDifference.Normalize();
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float rot_z = Mathf.Atan2(vectorDifference.y, vectorDifference.x) * Mathf.Rad2Deg;

transform.rotation = Quaternion.Euler(0f, Of, rot_z - 90);

/Il <summary>

/// OnCollisionEnter2D implimentation for 2D
/Il </[summary>

/Il <param name="collision"></param>

public virtual void OnThingCollidedEnter(Thing thing)
{

/Il <summary>

/Il OnCollisionExit2D implimentation for 2D
Il </[summary>

/Il <param name="collision"></param>

public virtual void OnThingCollidedExit(Thing thing)
{

/Il <summary>

/Il Clones thing

/Il </[summary>

Il <returns></returns>
public virtual object Clone()

{

return this.MemberwiseClone();
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private void OnCollisionEnter2D(Collision2D collision)

{
Thing collidedThing;

if (collision.gameObject. TryGetComponent<Thing>(out collidedThing))

{
OnThingCollidedEnter(collidedThing);
¥
else
{
throw new MissingReferenceException(*No [Thing] class on collided object");
¥
¥
private void OnCollisionExit2D(Collision2D collision)
{

Thing collidedThing;

if (collision.gameObject. TryGetComponent<Thing>(out collidedThing))

{
OnThingCollidedExit(collidedThing);
}
else
{
throw new MissingReferenceException(*No [Thing] class on collided object");
b
b
¥
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namespace Blocks
{
/Il <summary>
/11 Base class of Block, but breakable
/Il </[summary>
public class BreakableBlock : Block
{
/Il <summary>
/11 Called on Block break
Il <[summary>
/Il <param name="part">broken part</param>
/Il <param name="collidedThing">thing that breaks part</param>
public virtual void OnBlockPartBreak(BreakableBlockPart part, Thing collidedThing)

{
Destroy(part.gameObject);

}

using Entities;

namespace Blocks

{

/Il <summary>
I/ Breakable part of block
/Il </[summary>

public class BreakableBlockPart : Thing

{
public BreakableBlock Self;

public override void OnThingCollidedEnter(Thing thing)
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base.OnThingCollidedEnter(thing);

if (thing is Bullet || thing is Explosion)

{
Self.OnBlockPartBreak(this, thing);

¥
using UnityEngine;

namespace Entities

{

/Il <summary>
/] Base class of all moveable objects
Il </[summary>

public class Entity : Thing

{
[HidelnInspector] public EntityAl Al;

public override void Update()

{

base.Update();

Al.UpdateAl();

¥

using System;
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using UnityEngine;

namespace Entities

{
/Il <summary>
/] Base class of Entity Al
Il <[summary>
[Serializable]
public class EntityAl

{
[HidelnInspector] public Entity Self;

/Il <summary>

/] Initializing Al

Il <[summary>

/Il <param name="entity">Self entity</param>
public virtual void Init(Entity entity)

{
Self = entity;

/Il <summary>
/Il Update translator. Updatets Al every frame
Il </[summary>

public virtual void UpdateAl()
{
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using System;

using UnityEngine.Events;

using UnityEngine;

namespace Entities

{

/Il <summary>

/] Base struct class of Entity Statemachine

/Il </[summary>

[Serializable]

public class EntityAlState

{

public bool IsActive { private set; get; }

[HidelnInspector] public Entity Self;

[SerializeField] private UnityEvent onStateStop;

/Il <summary>

/Il Initializing self

Il </[summary>

/Il <param name="self"></param>
public virtual void Init(Entity self)

{
Self = self;

/Il <summary>
/Il Runs state

/Il </[summary>

/Il <param name="callbackevent">Calling on state end</param>
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}

public virtual void RunState(UnityAction callbackevent)
{
IsActive = true;

onStateStop.AddL.istener(callbackevent);

/Il <summary>
/Il Called every frame Al update
/Il </[summary>

public virtual void UpdateState()
{

/Il <summary>
/1 Stops state. Call on end point of state
/Il </[summary>
public virtual void StopState()
{
IsActive = false;
onStateStop.Invoke();

onStateStop.RemoveAllListeners();

using System.Threading.Tasks;

using UnityEngine;

namespace GameUtils

{
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/Il <summary>

I/ Base class of spawning things
/Il </[summary>

public class Spawner : Thing

{
public Thing _spawnObiject;

[SerializeField] private Transform _spawnPoint;

[SerializeField] private GameObject _animationObiject;

/Il <summary>

/Il Spawns thing

/Il </[summary>

public virtual Thing Spawn()

{
Thing instance = Instantiate((Thing)_spawnObject.Clone());

instance.transform.position = _spawnPoint != null ? _spawnPoint.position

transform.position;

return instance;

/Il <summary>

/Il Spawns thing with animation and delay

/Il </[summary>

/Il <param name="animationTime">Delay (in ms)</param>
public virtual async void Spawn(int animationTime)

{

_animationObject.SetActive(true);
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}

await Task.Delay(animationTime);

_animationObject.SetActive(false);

Spawn();

using GameUtils;

using UnityEngine;

namespace Statistics

{

/Il <summary>

/Il Collects statistics of Level e.g. tanks killed and other scores

Il </[summary>

public class LevelStatisticsCollector : Thing

{

public StatisticsData Statistics { get; private set; } = new StatisticsData();

[SerializeField] private StatisticsDisplay _display;

[SerializeField] private int _tankKillModifier = 10;

[SerializeField] private int _lives=3;

public override void Awake()

{

base.Awake();

Statistics.PlayerLivesCount = _lives;
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public void OnTankKilled()

{
Statistics. TanksKilled++;

Statistics.LevelScore += 1 * _tankKillModifier;

_display.UpdateDisplay(Statistics);

public void OnPlayerKilled()
{

Statistics.PlayerLivesCount--;

_display.UpdateDisplay(Statistics);

if(Statistics.PlayerLivesCount <= 0)
{

Game.Instance. Triggers.OnPlayerTanksEnd.Invoke();

}
using UnityEngine;

namespace Statistics
{
Il <summary>
/Il Main data struct of statistics

/Il </[summary>
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[SerializeField]
public class StatisticsData
{

public int TotalScore;

public int TanksKilled,;

public int LevelScore;

public int PlayerLivesCount;

}
using TMPro;

using UnityEngine;

namespace Statistics
{
/Il <summary>
/Il Displays statistics
/Il </[summary>
public class StatisticsDisplay : MonoBehaviour
{
[SerializeField] private TMP_Text[] _totalScoreTexts;
[SerializeField] private TMP_Text[] _levelScoreTexts;
[SerializeField] private TMP_Text[] _tanksKilledTexts;

[Space]

[SerializeField] private GameObject _playerRemainingTanksUIContainer;

/Il <summary>

I/l Updates statistics on Ul

/Il </[summary>
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/Il <param name="dataToSisplay"></param>

public void UpdateDisplay(StatisticsData dataToSisplay)

{
foreach (TMP_Text item in _totalScoreTexts)
{
item.text = dataToSisplay.TotalScore. ToString(*000000");
¥

foreach (TMP_Text item in _levelScoreTexts)

{
item.text = dataToSisplay.LevelScore. ToString(**000000");

foreach (TMP_Text item in _tanksKilledTexts)

{
item.text = dataToSisplay. TanksKilled.ToString("000000");

displayPlayerTanksCount(dataToSisplay);

private void displayPlayerTanksCount(StatisticsData dataToSisplay)
{

foreach (Transform item in _playerRemainingTanksUIContainer.transform)

{
item.gameObject.SetActive(false);

for (inti=0; i < dataToSisplay.PlayerLivesCount; i++)
{
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_playerRemainingTanksUIContainer.transform.GetChild(i).gameObject.SetActive(true);

}
}using Entities;
using System.Collections.Generic;

using UnityEngine;

namespace GameUtils

{

public class Waves : Thing

{

[SerializeField] private Spawner[] _spawners;

[SerializeField] private int _tanksPerWave;

private List<Tank> spawnedTanks = new List<Tank>();

public override void Start()

{
base.Start();

public override void Update()

{
base.Update();

if(_spawnedTanks.Count <= 0)
{

for (inti=0; i< _tanksPerWave; i++)

{
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Tank spawnedTank = _spawners[Random.Range(0, _spawners.Length)].Spawn() as
Tank;

_spawnedTanks.Add(spawnedTank);

foreach (Tank item in _spawnedTanks)

{
it (item.IsDead)

{
_spawnedTanks.Remove(item);

return;

}
using UnityEngine;

using Statistics;

namespace GameUtils
{
/Il <summary>

/Il Main class of game. Contains Links to individual classes on scene. Game.Instance to get instance

of Game
/Il </[summary>
public class Game : Thing

{

public static Game Instance;
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}

public GameTriggers Triggers;
public Map Map;

public LevelStatisticsCollector StatisticsCollector;

[SerializeField] private int _tanksToKill = 10;

public override void Awake()

{
base.Awake();

Instance = this;

Triggers.OnTankKilled.AddListener(validateDoneScore);

private void validateDoneScore()

{
if(StatisticsCollector.Statistics. TanksKilled >= _tanksToKill)

{

Triggers.OnLevelDone.Invoke();

using System;

using UnityEngine.Events;

namespace GameUtils

{

/Il <summary>
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/Il All key-event links

Il <[summary>

[Serializable]

public class GameTriggers

{
public UnityEvent OnCityBlockDied;
public UnityEvent OnTankKilled;
public UnityEvent OnPlayerKilled,;
public UnityEvent OnPlayerTanksEnd,;

public UnityEvent OnLevelDone;

}
using Entities;

using UnityEngine;

namespace Guns
{
/Il <summary>
/1] Base class of Gun
/Il </[summary>
public class Gun : MonoBehaviour

{
[SerializeField] private Bullet _bulletPrefab;

/Il <summary>
/1l Self tank
/Il </[summary>

protected Tank Tank;

/Il <summary>
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/] Initializinng gun

Il <[summary>

/Il <param name="tank">Self tank</param>
public virtual void Init(Tank tank)

{
Tank = tank;

/Il <summary>

/11 Shoots bullet

Il <[summary>

public virtual void Shoot()

{
Bullet bullet = SpawnBullet();

bullet.transform.position = Tank.transform.position;

bullet.Follow(Tank.transform.up, Tank);

/Il <summary>

/Il Spawns bullet

Il </[summary>

/1l <returns>Bullet reference</returns>

public virtual Bullet SpawnBullet()
{

Bullet bullet = Instantiate((Bullet) bulletPrefab.Clone());

bullet.transform.position = Tank.transform.position;

return bullet;

Bmn.

Apx.

Ne 0okym. Hionuc | Hama

JIP.122.041.014.113

Apk.

71




}
using UnityEngine;

using UnityEngine.SceneManagement;

namespace SceneEvents

{

public class ExitToMenuSceneEvent : SceneEvent

{

[SerializeField] private string _menuSceneName;

public override void TriggerEvent()

{
base.TriggerEvent();

SceneManager.LoadScene(_menuSceneName);

}
using System.Threading.Tasks;

using UnityEngine;

namespace SceneEvents

{

public class GameQOverSceneEvent : SceneEvent

{
[SerializeField] private GameObject _gameoverPopupShow;

[SerializeField] private GameObject _gamveoverStatsWindow;

public override void TriggerEvent()

{
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base.TriggerEvent();

_gameoverPopupShow.SetActive(true);

showStatsWindow();

private async void showStatsWindow()

{
await Task.Delay(2000);

_gamveoverStatsWindow.SetActive(true);

¥
using UnityEngine;

namespace SceneEvents

{

public class MenuExitGameSceneEvent : SceneEvent

{

public override void TriggerEvent()

{
base.TriggerEvent();

Debug.Log("Exiting game™);
Application.Quit();
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using UnityEngine;

using UnityEngine.SceneManagement;

namespace SceneEvents

{
public class MenuPlayGameSceneEvent : SceneEvent
{
[SerializeField] private string _firstLevelScene = "level01";
public override void TriggerEvent()
{
base.TriggerEvent();
SceneManager.LoadScene(_firstLevelScene);
¥
¥

}using System.Threading.Tasks;
using UnityEngine;

using UnityEngine.SceneManagement;

namespace SceneEvents

{

public class OnLevelDoneSceneEvent : SceneEvent

{

[SerializeField] private string _nextLevelScene;
[SerializeField] private int _nextLevelDelay = 5000;

[SerializeField] private GameObject _levelOverScreen;

public override void TriggerEvent()
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base.TriggerEvent();

_levelOverScreen.gameObject.SetActive(true);

loadNextLevel();

private async void loadNextLevel()

{
await Task.Delay(_nextLevelDelay);

SceneManager.LoadScene(_nextLevelScene);

}

using GameUltils;

using UnityEngine;

namespace SceneEvents

{
public class OnPlayerTankKilled : SceneEvent

{

[SerializeField] private Spawner _spawner;

[SerializeField] private int _playerSpawnTime = 3000;
public override void TriggerEvent()
{

base. TriggerEvent();

_spawner.Spawn(_playerSpawnTime);
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¥
using UnityEngine;

using Statistics;

namespace SceneEvents

{

public class OnTankKilledSceneEvent : SceneEvent

{

[SerializeField] private LevelStatisticsCollector _collector;
public override void TriggerEvent()
{

base.TriggerEvent();

_collector.OnTankKilled();
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