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AHOTALIIA

JlamaB.C. Po3po0ka nporpamHoro 3a0e3ne4eHHsl sl JIOTIYHOI I'PH B

MOOIJILHOMY 10ATKY

JluriomHa OakanaBpchbka pobOoTa 3a cremiaibHicTio 122 - «Komm’oTepHi
Haykn» — KuiBChbKMi1 HalllOHABHUN YHIBEPCUTET TEXHOJIOT1H Ta nu3aitny, Kuis, 2023
piK.

Y nmummomHIE po6oTi Oyno TpPOBENEHO MOCHIKEHHS Ta aHaji3 METOMIB Ta
QITOPUTMIB [IJI1 PO3POOKH MPOTPaMHOrO 3a0e3MEeUYeHHS B MOOUIBHOMY JIOJATKY,
CHPSMOBAHOTO Ha CTBOPEHHs JioriyHOi TpH mif Ha3Bow "Parking Logic Game". I'pa
Ma€e Ha METI BUBE3THM aBTOMOOLIb IMIBUAKOI JOMOMOTH 3 MapKiHTy. IrpoBe mosie mae
PO3MIpHICTh 7X7, Ha SIKOMY PO3TalllOBaHi pi3Hi aBToM0oOLUTl. KojkeH aBTOMOO1JIb MOXKeE
pyXaTuCs JIMIIE 0 TOPU30HTaI1 200 MO BEPTUKAJI.

ITix gac mocmimykeHHs OyI0 PO3IITHYTO Pi3HI METOAM Ta KJIACH JIJIi CTBOPCHHS
IrpoBOi CITKU. ByJio BUBUEHO alropuTMH, IO JO3BOJISIOTH pO3paxyBaTH HailKpale Ta
IJIaBHE NIEPEMIIICHHS aBTOMOOLIIB, BPaXOBYIOUH iX OOMEKEHI MOXKIUBOCTI PYyXYy.

VY pesynbrari podoTu Oyino yCHinmHo po3po0ieHo mporpaMHe 3abe3meueHHs s
MOOUTBRHOTO JOJATKY, sike peanizye joriuny rpy "Parking Logic Game". I'pa nanmae
IPaBII0 MOXKJIMBICTh BUMPOOYBATH CBOi HAaBHUYKH Yy BHUBE3EHHI aBTOMOOLIS IIBUJKOI
JIOTIOMOTH 3 TIEPEIIOBHEHOTO TAapKIHTYy. 3aCTOCYHOK PO3POOJICHO 3 BHUKOPHUCTAHHSIM
MoBHU TiporpamyBanHsi C# Ta irpoBoro pyiuiist Unity3D, 110 3a0e3nedye 3aXOrUIFo0unii

reimIuiel, peamicTuuny rpadiky Ta IHTYITUBHHMM 1HTEp(dEic 11 KopucTyBayva.

Kmouosi cnosa: C#, Unity3D, aneopumm, npoecpamne 3abesneuenns, Visual

Studio, Android.



ANNOTATION

Lapa Valentyn. Topic Development of software for a logic game in a mobile
application.

Bachelor's thesis degree work specialty 122 "Computer sciences"-
Kyiv National University of Technologies and Design, Kyiv, 2023.

In this thesis, we studied and analysed methods and algorithms for developing
software in a mobile application aimed at creating a logic game called "Parking Logic
Game". The game aims to get an ambulance out of the car park. The playing field has a
dimension of 7x7, on which different cars are located. Each car can only move
horizontally or vertically.

During the research, various methods and classes were considered for creating
the game grid. Algorithms were studied to calculate the best and smoothest movement
of cars, taking into account their limited movement capabilities.

As a result of the work, we have successfully developed software for a mobile
application that implements the Parking Logic Game. The game gives the player the
opportunity to test their skills in removing an ambulance from a crowded car park. The
application was developed using the C# programming language and the Unity3D game
engine, which provides exciting gameplay, realistic graphics and an intuitive user

interface.

Keywords: C#, Unity3D, algorithm, graphics, , softwar,Visual Studio, Android
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BCTYII

AKTyaJIbHiCTb TeMHM. Y Cy4acHOMY CBiTi, J€ MOOLUIbHI MPHUCTPOI CTajH
HEB1JI’€EMHOI0 YAacCTHHOIO HAIIOTO TOBCSKICHHOTO >KUTTSA, PO3pPOOKa MPOrPaMHOIO
3a0e3neyeH s A1 MOOUTPHUX JIOAATKIB CTajla BAXKJIMBOIO CKJIaI0BOIO TEXHOJIOTTUHOTO
nporpecy. Oco6IMBO 3HAUYIIMMU € POTPaMHI PillIeHHs, CIIPSIMOBaHI HA HAaBYaHHS Ta
PO3BUTOK. Y paMKax IIbOTO KOHTEKCTY BUHHMKA€ MOTpebda y CTBOPEHHI JIOT1YHUX 1TOp,
SK1 HE JIMIIe HaJaloTh KOPUCTyBadaM pO3Bary, aje il CIpusioTh PO3BUTKY IXHBOTO
MUCJIEHHS, JIOTTYHOTO MUCIIEHHS Ta TPOOIEMHOTO MUCJICHHS.

Opnniero 3 Takux Jjoriunux irop € "Parking Logic Game" - moOinpHa rpa, sika
CTaBUTh IM€pe] TPaBIEM 3aBJAaHHS BIOPSAIKYBAHHS AaBTOMOOLIIB Ha MapKOBII 3
OOMEXEeHHM TMpoCTOpoM. ['paBellb MOBMHEH 3HAWTH ONTUMAJbHUI  CHOCIO
pO3TalllyBaHHS aBTOMOOLIIB, JOTPUMYIOUNUCH NIEBHUX MPABUI Ta 0OMEXEHb, 3 METOIO
3BUIBHEHHS MICIIS JJIsl KOHKPETHOTO aBTOMOO1IS.

[TpoGnema, 1mo morpedye BHUpPIIIEHHS, MOJIATa€ y CTUMYJIOBAHHI Ta PO3BUTKY
JIOTIYHOTO MUCJEHHS TPaBIiB, OCOOJMBO MOJOJAUIOTO TMOKOJIHHS, 3a JOINOMOTOIO
3aXOIUTI0I0YO0] Ta Becenoi rpu. Ha chorojHimHiA AeHb, X04a ICHYIOTh Pi3HI JIOT1YHI
irpu, HEAOCTAaTHHO MPOTPAMHUX TMPOIYKTIB, CHOPSIMOBAHHUX CamMe€ Ha PO3BUTOK
JIOTIYHOTO MUCJIEHHS y (hopmaTi MOOUIbHMX NoAaTKiB. Tomy po3pobOka "Parking Logic
Game" € akTyaJapbHOIO, OCKUIBKM BOHA BIJINOBIJIa€ Cy4aCHUM MOTpedamM KOPUCTYBaUiB,
a came - HaJa€ MOXJIMBICTh KOM(OPTHOrO Ta LIKABOIO COCO0Y PO3BUTKY JIOTTYHOTO
MUCJICHHS.

Meta. MeTor0 TaHOTO TOCHIKEHHS € PO3pO0Ka MPOrpaMHOTO 3a0e3MeUeHHS IS
MoO1TRHOTO Hoaatky "Parking Logic Game", sike HajlacTh KOPUCTyBauaM MOXJIUBICTh
BJOCKOHAJIIOBaTH CBOE JIOTIYHE MHCIEHHS Ta MpoOJIeMHE MUCJIEHHS uepe3
3aXOIUIFOKYUIN TeUMIUIEH.

3aBIaHHAM JOCTIDKCHHS € aHalli3 MPEeIMETHOI 00JIacTi JIOTIYHUX Irop, OTJISA
ICHYIOYMX aHaJIOTIB, BUOIp ONTHUMAJIbHUX TEXHOJIOTIM Ta CEpeloBHUINA PO3POOKH,
po3poOKa camMoro I0oAaTKy Ta MOro TECTYBaHHS 3 METOIO OLIHKHA HOro e(pexKTUBHOCTI

Ta KOPUCTYBALLKOT'O 3a/IOBOJICHH:.



00'exT nmpeaMet aocaigxenns. O0'eKTOM JOCTIKEHHS BUCTYNAIOTh MPOIECH
po3po0KKM mporpaMHOTO 3abe3nedeHHs st MoOuTkHOTO momatky 'Parking Logic
Game", a mpeaMeToOM JOCIIPKCHHS - MEXaHI3MH Ta (DYHKITIOHAJIbHI MOXKJIUBOCTI TPH,
K1 COPUSIOTH PO3BUTKY JIOTIYHOTO MHUCJICHHSI TPABIIIB.

Metoau peadgizauii. Ilicns aHamizy MOB mporpamyBaHHsS Oyina oOpaHa MoBa
nporpamyBaHHsi C#. BoHa € HalOUIbII BIAjIUM BapiaHTOM [JISl JIAHOTO MPOEKTY,
OCKUIBKM BOHAa € OCHOBHOIO MOBOIO mporpamyBanHi B Unity3D - momynspHOMY
cepenoBuIlli po3poOku irop. ToMy, mas CTBOPEHHS JIOTIYHOI T'pH, OYyJ0 BHUPIIICHO
BukopucroByBaTu C# y noeanansi 3 Unity3D.

[le pimenHas wmae Kkiibka 1epeBar. llo-mepiie, BUKOpPUCTAHHS MOBH
nporpamyBaHHsi C# 103BoJisie HaM €(QEKTUBHO BHKOPUCTOBYBATH MOKIJIMBOCTI
Unity3D, Ttaki ax rpadiunuii aBuryH, ¢i3zuka, aHimaiis Tta Oarato iHmoro. lle
CIPOLLY€E PO3POOKY I'pH 1 3a0e3meuye MIBHUAKE IPOTOTUITYBAHHS 1 ITEpPALIiio.

[To-npyre, C# € noTy>kHOI0 1 00'€KTHO-OPIEHTOBAHOIO MOBOIO TIPOrPAMYBAHHS 3
OaratbMa (YHKLISMH, IO MOJETIIYIOTh CTBOPEHHS CKJIAJHHUX JIOTITYHUX CTPYKTYp Ta
anroputmiB. BoHna Mae mupokuii HaOip 6i10710TeK 1 PpelMBOPKIB, IO O3BOJISE HAM
e(eKTUBHO TPAIIOBATH 31 3BYKOM, Ipadikoio, BBEJACHHSIM KOPUCTyBada Ta 1HIIMMHU
aCTEKTaMH TPH.

Kpim Toro, cniibHOTa po3poOHUKIB, 1m0 TpaimioTh 3 Unity3D ta C#, € nocuthb
BEJMKOIO 1 akTHBHOW. lle o3Hawae, 1m0 3HAWUTH IOMOMOTY, TOpPaaAd Ta PECcypcu
HECKJIAIHO, IO CTpHUsE MBUIKOMY PO3B'SI3aHHIO MPOOJIEM Ta BUPIMICHHIO CKIATHUX
3aB/IaHb.

OT1xe, BUKOpUCTaHHA MOBHU nporpamyBanHs C# pazom 3 Unity3D € soriunum Ta
edekTUBHUM BHOOpoM st po3poOku soriyHoi rpu "Parking Logic Game". Ile
JI03BOJISIE HAM MaKCHUMAaJIbHO BUKOPUCTATH MOXKIIUBOCTI PO3POOKH irop, 3abe3nedyroun

HIBUJKICTh, THYYKICTh Ta PE3YyJIbTATUBHICTb MIPU CTBOPEHHI 1I1€1 3aXOIJTIOI0YOI TPH.
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PO3/ILJI 1. AHAJII3 IPEJMETHOI OBJIACTI

1.1. Mo0OiabHi irpu Ta 3arajbHi BiToOMOCTi PO HUX

Mo06iapH1 Irpyu - 1€ IrpoBl JOJATKH JUIi MOOIIBHUX TMPHUCTPOIB, TaKUX 5K
cMapTdoHU Ta IIaHIIETH. BoHM cTanu qye MOMyJIIpHUMHU B OCTAHHI POKU 3aBISKH
3pOCTAHHIO TEXHOJIOTIA MOOIIBHUX TMPHUCTPOIB Ta X JOCTYHMHOCTI ISl OLIBIIOL
YaCTUHU HACEJICHHS.

Mo01sTbHI irpy MOKHA TTOAUTATH Ha KiJIbKa KaTeropii, 30KpemMa:

o ApkanHi Irpu: Ie IrpH, JI¢ TOJIOBHHM 3aBJaHHSAM € 310paTh MaKCUMajbHY

KUTBKICTh OYOK 200 BYDKHTH SIKOMOTA JIOBIIIC.
o PonboBi irpu: 1e irpu, e rpaBelb Irpa€e poJib MEBHOIO MEPCOHAXKA 1 PO3BUBAE
HMOT0 HAaBUYKU Ta XapaKTEPUCTUKH.

o Crpareriuni irpu: 1e irpu, jJe IpaBellb Kepye apMielo ado IIJI0K0 HAIlE Ta

3aiiMaETHCSl PO3BUTKOM CBOTO KOPOJIIBCTBA UM IMIIEPIi.

o Cumynaropu: 1e Irpu, SKi CHUMYJIIOIOTh pe€ajlbHE JKUTTA Ta pI3HI BUAH

TISUTBHOCTI.
o Jloriuui irpu - 1e irpu, sSiKi BUMararTh BiJ IpaBIsl BUKOPUCTAHHS PO3YyMYy Ta
JIOTIKM JIJIs1 BUPIIIEHHS P13HUX 3aBJIaHb Ta FOJOBOJOMOK.

Kpim 115010, MOOUTBHI ITPH MOXKYTh OyTH 0€3KOIITOBHUMH 200 KOIITYBATH. TPOIIIL.
be3komToBHI Irpyd 4acTO MICTATH BHYTPIIIHI TOKYMKH, SIKI JO3BOJIAIOTH T'PaBIIM
OTPUMYBATHU JOAATKOBI (DyHKIIIT Ta MOXKJIMBOCTI. [1naTH1 irpu 3a3BU4ail KOIITYIOTH BiJl
KUTBKOX JIOJIApIB JO KUIBKOX JECSATKIB JA0JIapiB Ta HE MICTATH JOJATKOBUX BHYTPIIIHIX
MOKYTIOK.

OcoOnuBICTIO MOOUIBHUX ITOp € iX JOCTYIHICTh Ta MOOUIBHICTB. I'paBiil MOXYTh
rpatd y CBOi ymroOJeH1 irpu Oy/b- e 1 KOJU iM 3py4YHO - B JIOPO3i, B U€p3i, BUIbHY
XBUJIMHY BJIOMa YU Ha po00Ti. MOO1IbHI ITpU TaK0X JT03BOJSIOTH IPaBLsM 31rpaT 3
JPY3sIMU 3 YCHOTO CBITY 3a JOTIOMOTOI0 Mepexi [HTepHeT, 1o poOuTh iX 1ie OuIbII
MOMYJIIPHUMU Ta 3PYYHUMH ISl BHKOPUCTAHHSI.

3arajioM, MOOUIBHI ITPH - 1€ BaXKJIMBa CKJIaJ0Ba Cy4acHOI 1HIYCTpii T€HMIHTY, 1110

CTaJia JOCTYIHOIO Il IIMPOKOI ayauTOpii 3aBISKH 3POCTAHHIO TEXHOJOTIA Ta
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MONYJISIPHOCTI MOOUIBHUX TpUCTpoiB. lle o3Hauae, mo MOOIIBHI 1rpu OyAYyTh
MIPOJIOBKYBATH PO3BUBATHCH Ta CTBOPIOBATHUCH, 100 3a0BOJHLHUTH MOTPEOU TPABIIIB
Ta HaJIaTU iM OUIBII PI3HOMAHITHI I'POB1 BPaKCHHS.

Takox BapTO 3a3HAYUTH, IO MOOUIBHI ITPH CTAIM TOMYJSPHUMH 3aCO00M
comiamizanii Ta CHUIKYBaHHS 3 IHIIMMH TpaBIsIMH. baraTto irop MaroTh pexUMH
OHJIAlH TpH, € TPaBIli MOXYTh 3MaraTucsi OJUH 3 OJHUM a0o0 CITiBIPAIfOBATH, IO
JI0JIa€ irpaM eNIEMEHTH COIIaJIbHOT B3a€MO/IIT Ta CIiBIpALI.

3a ocTaHHI POKH MOOUIBHI ITPU CTAJIX OJIHIEIO 3 HAWOUIBII MOMYJIAPHUX Ta

MIBUAKOPOCTYYUX (POPM PO3Bar y CBITI.
KopoTka ctatrcTrka no MOOUIBHUM 1rpaM y CBITI 32 JaHUMU CalTy Statista:

¢ 3a mporHo3amu, J0XiJ Ha pUHKY MOOUIbHHX irop nocsirHe 286,50 mupy monapis
CIIA y 2023 porii.

e Ouikyetscs, mo piunuii Temn 3poctanHs noxoxy (CAGR 2023-2027 pp.)
ctanoButume 7,08%, 110 Mpu3Bee A0 MPOTHO30BAHOTO 00cATY pUHKY B 376,70
mipa gonapiB CIIA no 2027 poky.

e Ha punky MOOUIBHMX Irop O4IKyeTbcs, 1O A0 2027 PpoOKy KUIBKICTb
KOPHUCTYBaudiB CTAHOBUTHUME 2,32 MJIp/I KOPUCTYBAUiB.

e [IpoHuKHEHHs KOpHUCTYyBauiB cTaHOBUTUME 25,1% y 2023 poi 1, SIK OYIKY€ETHCA,
nocarue 29,2% no 2027 poky.

e VY riobasibHOMY TOPIBHSHHI, HaWOUIbIM moxin Oyne orpumano B Kurai (81
900,00 muta monapis CIIA y 2023 pori).

e Cepenniii noxig Ha onHoro kopucryBada (ARPU) Ha puHKy MOOUIBHHX irop, 3a
nporuoszamu, cranoputume 148,80 nmonapis CIIA y 2023 porii.

e 3a maHuMu AoCHiAHUIBKOI KommaHii Newzoo, y 2021 pori nmoHan 3 mMutbspau
JqI0Ae MO BCbOMY CBITY TpaiOTh y MOOUIbHI irpu. HailOiiabin akTUBHUMHU

KOPUCTYBa4YaMH € KIHKH Ta JITH.

Kpim TOrO, AOCHIPKEHHS TOKa3ylTbh, 10 HaWOUIbIIA KUIBKICTh 1MOP
Ipa€TbCcsi HA MOOLTBHUX MPUCTPOSIX, IO TMPAIIOIOTh IIiJl OMEPaIiifHO0

cucrtemoro Android
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1.2. 3araabHi BIZOMOCTI PO irpu Ha JOTiKY

Irpy Ha JOTIKY - 1€ THO irop, A€ TpaBil MalTh BUPIINIYBATH PI3HOMAaHITHI
3aBJlaHHS Ta TOJIOBOJOMKHM 3@ JOMOMOIOI0 JIOTIYHOTO MHCJIEHHS Ta PO3YyMIHHS
npuHuumiB rpu. Lledt xaHp irop mae 6arato pi3HOBHJIB , TaKMX SK KpPOCBOP/IH,
T'OJIOBOJIOMKH 3 PYyXOM Ta 1HIIII.

OpHi€l0 3 OCHOBHHUX XapaKTEpUCTHUK 1Irop Ha JIOTIKY € BHKOPUCTAHHS
rOJIOBOJIOMOK Ta 3ajady, fKi NOTpeOYyIOTh BIJ TPaBIB JIOTYHOTO MHCICHHS Ta
po3yMinHs. Li irpu 3a3Bud4ail BUMararoTh BiJ TpaBliB yBaru A0 JA€Tajeil Ta pO3BUTKY
JIOTIYHMX HAaBUYOK, 110 MOKE MOKPAIIUTH 1X KPEaTUBHICTh Ta aHAJIITUYHI 3A10HOCTI.

Lle#t sxaHp 1rop 3aJUIIAETHCS MOMYJISIPHUM CEpel TPaBIliB YCiX BIKOBUX TpYII,
K1 IIyKalOTh BUKIIMKIB Ta PO3BAry, siKl JOMOMOXYTb iM pO3BUBATH JIOTTYHE MUCIIEHHS
Ta HaBUYKU PO3B'si3yBaHHs MpoOieM. Takox, irpu Ha JOTIKY MOXYTh OyTH KOpPHCHI
JUTSL 3HIDKEHHS PIBHS CTPECy Ta PO3BAHTAKEHHS pO3yMYy IMICIS HAMPYKEHOTO poO0Y0ro
JTHS.

Irpy Ha JOriKy MOXYTh MaTH PI3HUM pIiBEHb CKIAJHOCTI, SKUH MOXeE
BapllOBAaTUCh BIJl MPOCTUX 1rop AJIA JITEH JO CKJIAJHUX TOJOBOJOMOK JJI JOPOCIHX.
3a3Buuaid, Irpy Ha JOTIKY MalOTh JIeKUIbKa pIBHIB CKJIAJHOCTI, $KI MOXYTb
BapilOBATUChH BiJl JIETKOTO JIO TYKE CKIAJTHOTO.

Ocpb Aesiki 3arajibHl XapaKTEPUCTUKU PI3HUX PIBHIB CKIIATHOCTI:

1. Jlerkuit piBeHb: ITPU HA IILOMY PIBHI CKJIAJIHOCTI 3a3BUYail MalOTh MPOCTI
3aBAaHHS Ta Jerki npasuna rpu. Hampukman, irpu Ha 30ir, JaOlpuHTH Ta
IOJIOBOJIOMKH, IO MICTATh, Hebarato eJIEeMEHTIB, BIJHOCATHCS 1O IIbOTO
PiBHSL.

2. CepenHili piBeHb: IrpH Ha I[bOMY PiBHI CKJIQTHOCTI 3a3BUYail MalOTh OB
CKJIQJH1 TpaBWiIa Tpu Ta 3aBnaHHs. Hampuknan, ckiaaHimi Bepcli CymoKy,
KPOCBOP/IIB Ta TOJIOBOJIOMOK MOXYTb BIIHOCUTHUCH JI0 LIbOTO PiBHS.

3. Bucoxkuii piBeHb: Irpy Ha IIbOMY DPIBHI CKJIAJIHOCTI 3a3BMYail MalOTh yKe
CKJIQJH1 3aBJaHHS Ta TpaBwiIa Tpu. Hampukiaa, roJOBOJIOMKHU 3 BEJIHMKOIO
KIJIBKICTIO €JIEMEHTIB, CKJIaJHI 3aBJIaHHS Ha 3HAXOKEHHS NUIIXIB a0o

TOJIOBOJIOMKH 3 MU(PPYBaHHIM MOXYTh BITHOCHUTHCH JI0 I[LOTO PiBHSI.
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4. ExcriepTHWI piBEHB: 1€ pPiBEHb CKIIAJHOCTI BUMAarae BiJl TPaBIlS BEIUKOL
yBard, TOYHOCTI Ta TJIMOOKOTO PO3yMiHHS TpaBwi rpu. Ha mpomy piBHI
MOXYTh OyTH T'OJIOBOJIOMKH 3 HEOUIKYBAHUMU BUPIIICHHSMU T4 HE3BUUHUMU
MpaBUJIaMHu.

Kpim Toro, neski irpu Ha JIOTIKY MOXKYTh MaTH JUHAMIYHI PiBHI CKJIQHOCTI, 110
3ajexaThb BiJ YCHiXy rpaBis B Tpi. Hampuknan, y neskux irpax Ha JIOTIKY, SIKi
BKJIFOYAIOTh TOBTOPIOBAaHI 3aBIaHHS, PIBEHb CKJIAJHOCTI MOXKE 3MIHIOBATHUCH B
3QJIGKHOCTI BiJ TOTO, HACKUIBKHM YCIIIIHICTh TpaBIs BUKOHYE 3aBAaHHA. KO
rpaBellb BUKOHYE 3aBJAaHHS IIBUIKO Ta OC3IMOMHUIKOBO, TO PiBEHb CKIATHOCTI MOXKE
30LTBIITYBATHUCH.

Takox gesiki irpy Ha JIOTIKY MOXKYTbh MaTH CHUCTEMY IMiJKa30K a00 JOMOMOTITU
TPABII0 BIOPATUCH 3 OUIBII CKIAJHUMHU 3aBAaHHAMU. Hanpukian, neski irpy MOXyThb
HAJ[aBaTy TPaBISIM MOXKJIMBICTh MEPETIIIHYTH MPABUIIbHI BIIMOBI, BAKOPUCTOBYBATH
M1JKa3KA a00 3MEHUTYBATH KIJIbKICTh BapiaHTIB AJi1 BUOOPY MPaBUIIbHOI BIAMIOBIAL.

Kpim TOro, nmesxi irpu Ha JIOTIKY MOXYTh MaTH PEXUM TpU MPOTH 1HIIUX
IpaBIliB, IO JI0JIa€ CKIATHOCTI J10 Tpu. Hampukiaz, rpa npoTy KOMIT'IoTepa ado 1HIIHUX
IPaBIIB MOXK€ BHMAaraTH BiJ TpaBIlsl OUIbIII BHCOKOTO PIBHSI CKJIAAHOCTI, OCKIIbKH
BOHU MalOTh 3MaraTuch 3 OUIBII JOCBITUEHUMH TPABISIMHU.

1.3. Orisj iCHyrOUHMX aHAJIOTIB

[Tepen po3poOKoI0 MporpamMHOi peatizailii MOOIUIBHUX JIOTTYHHUX ITOpP HEOOX1THO
BUKOHATH OTJISAJl ICHYIOUUX IrOp IBOTO KaHPY JJI1 YHUKHEHHS TIOMUJIOK, 1110 MOXKYTh
OyTh Bxe 3poOJjeHl B IHIIMX Irpax, Ta 3pO3YMITH 3arajlbHy KOHLEMLII iX
BukopucTtanHs. [1ig yac momryky MOOUTBHUX JIOTIYHUX 1TOp OYyJIO BUSIBIEHO IIUPOKUH
BUOIp 1rop, SIKI PI3HATHCSA PIBHEM CKJIAJHOCTI, Tpadikoio, TEMATUKOI Ta IHIIUMU
napamerpamu. Hanpukiaz, neski irpu HalliJIeHI Ha PO3BUTOK MEBHUX HABUUYOK, TAKUX
SK JIOTIYHE MUCJICHHS a00 MPOCTOpOBa ysiBa, TOJMI SIK IHIII ITPH 30CEPEIKEHI Ha

po3Barax Ta pO3BaKaJIbHHUX 3aJadax.

Hezanexno Bim TOro, Ha sKid MOOUIBHIM JIOTIUHIM Tpl s 3YNUHIO CBiil BHOIp,

OCHOBHHMMH XapaKTEPUCTUKAMU TpU OYyIyTh ii piBEHb CKIAAHOCTI, Tpadika, redmruiei
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Ta 3BYKOBUH CYIpoBiJl. PiBeHb CKJIAQJIHOCTI MOXXE BapilOBATHCS BiJ MPOCTHX Irop 3
JEKITbKOMa PIBHSAMHU [0 CKJIQJHHMX IrOp 3 COTHSAMHU pIBHIB Ta PI3HOMaHITHUMU
3aBaaHHsIMu. ['padika Moxe OyTtu sk 2D, Tak 1 3D, a reiimIuieii Mo)ke BKIIFOYATH Pi3HI
€JIEMEHTH, TaKi K TOJOBOJIOMKH, 30UpaHHs 00'€KTIB a00 CTpaTeriuHe IIaHyBaHHS JTIiH.
3BYKOBHI CYIPOBIJI TaKOX MOXKE BIAPIZHATHUCS BiJ] MPOCTHUX 3BYKOBUX €(EKTIB 0

MOBHOITIHHOT MY3UKH Ta TOJIOCOBUX KOMEHTApIB.
1.3.1. I'pa 2048

2048 - e momyJspHa rpa Ha JIOTIKY, sika Oyna po3poobiena ["abpienem KysHimoro
B 2014 pomi. I'pa BigOyBaeThcs Ha momini 4x4 KIITHHOK, J€ TpaBellb MOBHHEH
o0'eqnyBaTH uncia Big 2 1o 2048, pyxarouu uudpu Bropy, BHU3, BIiBO a00 BIIPaBO.

['paBerib mounHae 3 JBOX KIITHUHOK 3 yuciamu 2 abo 4. KoxeH Xij rpaBeis MOXe
3MIACHUTH OJUH PyX: MEPEMICTUTH BCl YMCia Bropy, BHU3, BIIBO a00 BIpaBo. SKIIo
JIB1 KJIITUHKU 3 OJJTHAKOBUMH YUCJIAMU 31TKHYTHCS, TO BOHU 00'€THYIOTHCA B OJIHY, a iX
3HAYCHHS N0JA€Thes pa3oM. Hampukias, Bl KIITUHKY 3 YUcaaMu 2 1 2 00'e THYIOThCS
B OJIHY KJIITUHKY 3 YHCIIOM 4.

['pa 3akiHuyeTbCs, KOJM Ha JOMUIII OlIbIIE HEMaE€ BUIBHUX KIITHHOK a00 KOJIH
rpaBelb gocsrHe uncna 2048. Skio Ha o1l HeMae BUTbHUX KJIITHHOK 1 TpaBellb He
MO>K€ 3pOOUTH KOJTHOTO XOY, TO Ipa TAKOXK 3aKIHUYEThCS.

2048 crana gyxe MOMYyJSAPHOIO 4Yepe3 CBOK MPOCTYy TEUMIUIEHHY MEXaHIKy Ta
BUKJIMKAIOUW B TOU K€ Yac CKJIaJHI CTpaTEriyHi BUKIIMKH, sIKI BUMAraloTh BiJl IPaBIlIB
no0pe mpoayMaHux pilieHb. ['pa JoCcTyIHa Ha pi3HUX TUIaTGopMax, BKIOYAIOUU BeO-

Bepcii, MOOUIbHI 10JJaTKH Ta 1HIIII.
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SCORE BEST
7776 7776

Puc. 1.1 - Tarepdeiic rpu 2048

1.3.2. TI'pa rerpic

TeTpic - 1e KjacM4Ha JIOTiYHA Tpa, sfka Oyma po3pobsieHa kommaHiero Tetris
Company B 1984 porii. I'pa cknamgaetbest 3 psiay Girypok, siki CKJIagaloThCs 3 YOTUPHOX
KBaJIpaTiB, sIKI MOKYTh OyTH pO3TalloBaHi B pi3HUX KOMOiHalisax. Mera rpu nojusrae y
TOMY, OO0 PO3MICTUTH TIi (PITYpKH B TaKWil CIOCiO, 100 3aMOBHUTH TOPU30HTAIIBHI
psaaku Oe3 mporanvH. KojkeH 3aloOBHEHWH PANOK 3HHUKAE, 3BUIBHSIOYH Micle IS

HOBHX (irypok. Uum Oibliie psiiKiB BU BUAANISAETE, TUM OUIbIIE OYOK BU OTPUMYETE.

Y rpi € KiTbKa PiBHIB CKJIQJHOCTI, SKI MOYXHA HaJAIITyBaTH BiAMOBIIHO 0
BalllMX HAaBUYOK Tpu. Bu Moxere BUOpaTH piBEHb JIETKOi, CEPEAHBOI ab0 BaXKO1
ckIaaHoCTl. TakoXX € MOXIUBICTh BUOpAaTH IIBHUIKICTH, 3 SKOIO (DIrypKH MaiaroTh,

BIJITTOBITHO /IO BallTUX OCOOMCTHUX TIEpEBar.

OnuH 3 roJIOBHHUX €JIEMEHTIB IpH - cTparerid. Bu noBuHH1 n100pe 0OMipKyBaTH,

KyAH TOMICTUTH (PIrypKy, 100 HE 3aJMIIUTH NPOTaJUH 1 SKHAWOUIbILIE 3allOBHUTH
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psaaku. Takok BaXJMBO 3HATH, SK MPABWIBHO BHKOPUCTOBYBAaTH (ITypKH, SKi
HAWOIBIINE MiIXOIATH JJIsl TOTOYHOI CUTYAITi.

Y rpi € MOXIUBICTb 30epiratd CcBi pekopj]l, 100 MOPiBHIOBAaTH HOro 3
peKopJlaMH 1HIIMX TpaBIiB. TakoXX € MOXJIMBICTh 3MIHUTH O(GOPMIICHHS TpU 3a
JIOTIOMOTOI0 HaJIAITYBaHb BiIOOpakKEHHS.

Tetpic - 11e dymoBa rpa JUisl TUX, XTO JIFOOUTh BUKOPHUCTOBYBATHU CBill PO3yM i
CTpaTeriyHe MHCICHHSA. BOHa € KIIACHKOIO JKaHPYy 1 JOCI 3aJUIIAETHCS OIHIEI 3

HANMOMYJIAPHIIINX JIOTTYHUX ITOP Yy CBITI.

Puc. 1.2 -Tutepdeiic rpu terpic

1.3.3. T'palLove Hue

| Love Hue - e MmoOiipHa Ipa Ha JIOTIKY, B SIKIM rpaBellb MOBUHEH BlJHOBIIIOBATU
MOPYIICHE KOJbOPOBE CHEKTpajIbHE KOJIO. Y Tpi BIAOOpaKarOThCSA Pi3HI KOJIHOPOBI
0JI0KH, SIK1 pO30MBAIOTLCS Ha )parMeHTH, 1 Ballle 3aBAaHHs - MPABUILHO 1X BIJIHOBUTH,

1100 OTpUMATHU CIIEKTPaIbHE KOJIO.
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I'pa ckmamaerbest 3 900 piBHIB, 1 KOKEH HACTYIMHUN PIBEHb € CKJIAIHINIUM 3a
nornepeaniii. Ha mouaTky K0KHOTO piBHS BU oOaunuTe po30UTE KOJIO, 1 BCl pparMeHTH
OynyTh BimoOpakeHi Huxd4e. II[o0 BiJHOBUTH KOJO, BU IIOBHHHI IEPETATHYTH
dbparMeHTH Ha NMpaBUIbLHE MICIIE B KOJI1, JOTPUMYIOYUCH KOJIHOPOBOI MOCI1JOBHOCTI.

o mam? Sxmo Bu ycmimHo npoiinere Bci 900 piBHIB, TO Tpa MPONOHYE BaM
CTBOPHUTH BJIACHUI KOMIpHUI ma3i. Bu MoxeTe BUOpaTH KIJIbKICTh ()parMeHTiB, KOMIp,
dbopMy Ta 1HIII MapaMeTpH, 1100 CTBOPUTHU CBIM BIACHMIA Ma3Jl.

| Love Hue - rpa 3 mpekpacHOO Tpadikoro Ta MY3HKOIO, SKa JOTIOMOXE BaM
po3cnabuTHCS Ta CKOHIIGHTPYBATHCS IMiJI 4Yac BUPIIMICHHS CKIAJHUX KOJIbOPOBUX

roJoBoJIOMOK. Lle uynoBa rpa i THX, XTO JIOOUTH TPATH B JIOT1YHI ITPH.

Puc. 1.3 - Inrepdeiic rpu I Love Hue

1.3.4. T'pa Block Puzzle

Block Puzzle - me moriuna rpa, je rpaBlii HOBHHHI PO3MilyBaTH (GIirypku 3
pizHUMHU (popmamu, 1100 3aMOBHUTH TOJIOBOJIOMHI CITKU. ['0JIOBHA MeTa rpu nossirae B

TOMY, 1100 3alOBHUTH BCl KJIITUHKH Ha TMOJi, BUKOPHUCTOBYIOUYHM 33/JaHy KUIbKICTb

¢irypoxk.
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V¥ rpi Block Puzzle € kinbka pi3HUX PEXUMIB IpH, SK1 BIIPI3HAIOTHCS 3a CKIIATHICTIO
Ta KUIBKICTIO (ITYpOK. Y NEIKUX peXUMax IpaBlli MOXKYTb o0epTaTu (irypku, miod ix
PO3MICTUTH Ha OUIBII CKIIATHUX TOJIOBOJIOMHHMX CITKAX.

I'pa mnpomonye mnpoctuii, ajne epeKTUBHHM 1HTepdeic, IO J03BOJISE JIETKO
nepeMinryBati QIrypkd Ta MOBepTaTd ix. ['paBii MOXyTh OOUpaTH pi3HI TEMH
ohopMIICHHS Ta KOJIbOpH (HIrypok, o0 HaJaITyBaTH TPy 1] CBil CMak.

I'pa Block Puzzle € uymoBoio rporo ansi po3BHTKY KpPEaTHBHOCTI Ta JIOTIYHOTO
MUCJICHHA. BoHa 1momoMo)ke TpaBIsIM pO3BUBATH CBOI HAaBUUKH Yy BHUPINICHHI

TOJIOBOJIOMOK Ta 3a0e31eunTh yac 3a0aBu Ta PCIIAKCy.

Puc. 1.4- Tnrepdeiic rpu Block Puzzle
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PO3/ILI 2. MTPOEKTYBAHHS ITPOT'PAMHOI PEAJIIBAIII

2.1. Ilpusnauenns Joriunoi rpm Parking Logic Game

[Ipuznauennss soriudoi rpu  Parking Logic Game mnomnsrae y HaJaHHI
KOpHCTYBauaM MOJXJIMBOCTI PO3BUTKY CBO€i JIOTIKM Ta MIiJBUILNECHHI PIiBHA
KOHIIEHTpaIlli y Beceniil Ta 3axorumorouiil ¢popmi rpu. ['pa m03BoOJsiE KOpUCTyBayam
BiIUyTH ceOe BOJIEM Ta PO3B'SA3yBaTH 3aBJaHHS Ha KEpPyBaHHsS aBTOMOOLIEM, IO
pO3TalllOBYye MOro Ha MEBHIA TepuTopii. ['0JOBHOIO METOIO TpPU € MPaBUIBHO
pO3TalIyBaTh aBTOMOO1Ib Y TIAPKIHTY , TaK 00 BOHHW HE MEPEKPUBAIN OJUH OJHOTO

Ta BIIKPUJIU TIPOi31 I aBTOMOOLIIS IITBUKO1 JOTIOMOTH.

[TapkiHr Mae pi3HI PIBHI CKIAAHOCTI, AKi BIJIPI3HSIIOTHCA KUIBKICTIO aBTOMOOLIIB
Ta CKJIQJHICTIO iX po3TamlyBaHHsA. [paBUl TMOBHHHI MPOWTH KOXEH pPIBEHb,
PO3B'A3YIOUM JIOTIYHI 3a7adl Ta MIYKAIOYU ONTUMAJbHE IOJIOXKEHHS JJIsi KOXHOTO
aBTOMOO1UISly MapKiHTy. ['pa po3BUBaE JIOTIYHE MUCIEHHS, KOHIICHTpAIlil0, a TaKOX
BMIHHS IIBUAKO IPUIMATH PIILICHHS Ta BUpilLyBaTu npodaemu. [Hoai HeoOxiaHO Oynie

MPABUWJIBHO PYyXaTH OJIMH 1 TOM € aBTOMOOLIb JUIsl BIIKPUTTS HUISIXY JJIsI 1HIITUX.

Parking Logic Game mniaxoauTh Jyisi TpaBIiB OyAb-SKOrO0 BIKY Ta pPIBHA
MIATOTOBKH, 1 MOKe OyTH BUKOpPHCTaHa K PO3Ba)kajibHa Ipa JUIsl BIAMOYMHKY, TAK 1 K
IHCTPYMEHT JJIsl PO3BUTKY JIOTIKM Ta MHCJIEHHs. KpiM Toro, rpa J03BOJISIE TPaBIsIM

BITUyTH ceOe BOIEM Ta 30UIBIIMTH PIBEHb CAMOJIUCIUILIIHN Ta TEPIIHHS.
2.2.  Omnwuc Bumor 1o Jioriunoi rpu Parking Logic Game

[lepm 3a Bce, I'pa MOBUHHA MpAaIlOBATH Ha BCIX MOOUIBHUX mpucTposix 3 OC
Android, sxi i migTpumyroTh. ['pa MOBHMHHA MOBHICTIO BIAMNOBIAATH TOCTaBIECHUM
BUMOTaM, TOOTO MaTH BCl HEOOXiaH1 PyHKIi. I'pa moBMHHA MaTH 3py4HH iHTEpdeEiiC,
SKUU HE TEpPeBaHTAXY€ KOPHCTyBaua HENOTPIOHMM TEKCTOM, a HajJae HEOOXIAHY

1H(OopMalliio.

Po3pobiiena rpa moBuHHa 3a0e3medyBaTH HAIIMHICTb, O€3MeKy Ta IUIICHICTh

JaHUX, SIK1 BBOJUTH KOPUCTYBAY.
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Jlorika rpu MOBMHHA OYTH TOYHOIO Ta BIAMOBIAHOIO. SIKIIO Tpa JOMYCTUTH
NOMHJIKY a00 Oyab-sKy HeOakaHy MOBEIIHKY, KOPUCTYyBad MOBUHEH MATU MOKIIUBICTh
3B’s13aTUCS 3 aJMIHICTpaTopoM Tpu. byas-skuit MoouibHM nipuctpiii 3 OC Android,
KWW MOXE BCTAaHOBUTHU TPy Ta Ma€ JOCTyl 10 [HTepHeTy, € €AMHOI0 BUMOIOIO, SIKY

NOTPIOHO BUKOHATH 11 KOPUCTYBAHHS I'POIO.
2.3. [IpoexkTryBaHHs QYHKIiIOHAJIbHUX MOKJIUBOCTEH rpH

Mo0GinsHa rpa Parking Logic Game, Mae HacTymH1 (yHKIIIOHATbHI MOKIHBOCTI:

o IHTYITUBHO 3pO3yMUIMH Ta mNpUEMHUNA 1HTepdenc, SKUU  T03BOJISIE
KOPHCTyBadaM 3 JIETKICTIO OPIEHTYBATHUCS B TPI;

e MOJXJIMBICTh MEPEMIIICHHS aBTOMOOUTIB MO 3aJlaHiii OCl, HE JO03BOJISIOUM iM
NepEeTUHATUCS;

¢ 3aBJIaHHSA MOJSITa€ Y BUBE3E€HHI aBTOMOOLIIS IMIBUAKOI JOMOMOTH, 1110 JOJIA€ TPl
J0JATKOBOI CKJIQJHOCTI;

o Tpa TMpAIIOe€ HAa BCIX MOOUTBHUX MPUCTPOSX, IO MiATPUMYIOTH OIEpaIiifHy
cuctemy Android a6o i10S;

e MOXJIUBICTh 30€pEKEHHS PE3y/bTaTIB I'PU Ta MOPIBHSAHHSA iX 3 pe3yibTaTaMu
IHIIIMX KOPUCTYBAaiB,

e IIBUJIKHMI BIATYK Ha Jii TPaBIs Ta HaJIaHHA B1MOBIIeH HA HOTO 3aIlUTH.

KoxHna ciiena rpu Mae pi3Huil GyHKITIOHAT, PO3TIASTHEMO iX:

* ['OJIOBHE MEHIO

4

PARKTRONIC MADNESS

LeVeL SeLecT

opTions
EXIT

Puc. 2.1 Iutepdeiic roJIOBHOTO MEHIO
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DyHKIIOHAJ TOJIOBHOTO MEHIO:
- Bubip enemeHTIB MEHIO: Ha I CTOPIHII KOPUCTyBad MOKE BHUOpaTu
noTpioHy omilito, Taky sk "['patu", "Peiitunr", "HanamryBanusa", "[Ipo Hac",
"Buxing'".
- Pyx aBTOMOOL1IB Ha (OHI AJII CTBOPEHHS AMHAMIYHOCTI MEHIO: MiJ Yac
BUOOPY OINIIN KOPUCTYBa4iB 300paK€HHsI aBTOMOO1LTIB MOXKYTh pyXaTHCS IO
TOJIOBHOMY MEHIO, II00 CTBOPUTH OUTBII JUHAMIYHUIN BUTIIST
- Bubip HeoOx1qHOTO PiBHS: KOPUCTYBa4 MOXKE BUOpaTH MOTPiOHUHN pPiBEHB
rpu Juist moyaTky rpu, Hanpukian "Jlerkuit", "Cepenniit" a6o "Cxiagnui".
- Po30nokyBaHHS MpOMIEHUX PIBHIB: KOPUCTYBAa4 MOXE IMEPETISHYTH, SKi
pPIBHI BIH B)K€ MPOMIIOB, Ta PO30JIOKYBaTH HACTYIIHI PiBHI, SIKI 1€ HE
JOCTYITH.
- PerymioBaHHS TYYHOCTI MY3WKH Ta 3BYKIB TpH: KOPHUCTYBad MOXKE
peryoBaTH TYYHICTh MY3WKH Ta 3BYKIB TPU OKPEMO, BUKOPHUCTOBYIOUH
BIJIMOBIAH1 HAJAIITyBaHHS.
- BiakpuTTs peMTHHTOBOI CTOPIHKM: KOPUCTYBay MOXE IMEPETVISHYTH CBId
pedTUHT a00 PEUTUHT THIIMX TPABIIIB, SIK1 IPAlOTh B IPY.

* Irposa cuena

Puc. 2.2 InTepdeiic irpoBoi clieHu
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®OyHKI110HAT ITPOBOT CLICHU:

- IlepemimeHHs aBTOMOOUTIB: KOPUCTYBau MOXE IEpEMIIIaTH aBTOMOO1TI
MO IFPOBOMY IOJII IUIIXOM HATHCKaHHS KHOMOK Ha €KpaHi CBOro MOOUIbHOTO
MIPUCTPOIO.

- IlepeBipka mepeTHHy aBTOMOOLUTIB: Tpa IEpPEeBIpSITUME, UM 3ITKHYJIUCS
aBTOMOO1JII B IrPOBOMY T10JI1, 1 TOBEPHE MOBITOMIICHHS TIPO I1€, SKIIO TaK.

- Tpurep oinimry: sk TUTBKM aBTOMOOLIb IIBHIKOI JOMOMOTH JOCATAE
MIeBHOI IMO3HMIIT Ha 1MOJi, HacTae (iHim rpu. ['paBenb OTpUMY€E TTOB1IOMIICHHS
PO YCTIITHE 3aBEPIICHHS PiBHS Ta MEPEXOIUTh HAa €KpaH 3 pe3yIbTaTaMHu.

- IrpoBe mone: moJie CKIAMAEThCSA 3 CITKH KIIITHHOK, SIKI B1IOOpaXkaroTh
MICII€ pO3TallyBaHHs aBTOMOOUTIB. ['paBellb MOXe MepeMiliatd aBTOMOOLI
TUIBKU B T1 KIIITHHKH, SIK1 BUIbHI. KIITHHKY, 3aiHAT] 1HIIMMH aBTOMOOIISIMHU,
OJIOKYIOTBCS.

Jo 1HmUX (QYHKIIOHAIBHUX MOXJIMBOCTEH TI'pU MOKHA BIJHECTH HASBHICTDH
PI3HOMAHITHUX PIBHIB CKJIATHOCTI 3 PI3HUMH KUIBKOCTSIMH aBTOMOOLIIB Ha IO,
MO>KJIMBICTh 3MIHU KOJIbOPY aBTOMOOLTIB Ta ()OHY TpH, HASIBHICTh MY3UKHU Ta 3BYKIB B
Ipi, pealicTUYHA aHiMallsd MNepeMilIeHHs aBTOMOOLIIB, MOXJIHUBICTh 30€pexKeHHs

MpOTpecy Ta NePE3amnycKy rpu.

2.4. Po3po0ka 010K - cXeM OCHOBHUX aJropuTMiB QyHKIIii rpu

1. ®ynkmis MoveCar BHUKOPUCTOBYETHCS MJIsi TEPEMIIICHHS aBTOMOOLIS TIO
IrpoBOMy Toyt0. [l mepeMillleHHs CIoYaTKy OTPUMYETbCS MICIE MepecideHHs
MPOMEHIO 3 ITPOBUM IIOJIEM, MOTIM MOTO HEOOXITHO OKPYIrJIUTU 10 CiTKU (DyHKIIisS
SnapToGrid). JIns yHUKHEHHS BUXOY aBTOMOOILJIS 3 irPOBOTO TOJIS Ta MPOXOHKCHHS
HOro CKpi3b 1HIII aBTOMOOUII HEOOXIJHO CIOYAaTKy MEPEeBIPUTH YU € aBTOMOOLII Ha
MICIS TIEpECIYCHHsS] 1 TIIBKM SKIIO I10J€ HE 3alHATEe 3IIHCHUTH TIEepPEMIIISHHS

aBTOMOOLIA.



void MaoveCar()

RaycastHit hit

Ray ray =

Camera.main.ScreenPointToRay(Input.mousePosition)

True

v

“Raycast(ray, out hit,
NameToLayer("Gan

snap = SnapToGrid(hit.point,
currentCar.transform.position)

True

Vector3 carMeshPos =
currentCar.transform.GetChild(0).transform.localPosition

carMeshPos.y =0

gizmoPos +=

carMeshPos

Y

rrentCar.movementDirectio

MovementDirection. X

snap.z =
eurrentCar.transform.position.z|

!

gizmoPos.z =
currentCar.transform.position.z|

MovementDirection.Z

snap.x =

currentCar.transform.position. x|

v

gizmoPos.x =
currentCar.transform.position.x

=

True

zanMoveTo(gizmoPo

argetPoint = snap

movingCar =

currentCar.transform

return J«

Puc. 2.3 ®ynkuis MoveCar
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2. Oynkuis CanMoveTo BUKOPHUCTOBYETHCS IS IEPEBIPKUA MOXKIMBOCTI PyXYy J10
HOBOI MO3UIIli aBTOMOOUISI Ha irpoBoMy moiii. BoHa mepeBipsie HAasIBHICTH KOJMI3ii 3

1HIIUMHA 00'ekTamu, 1m0 MaroTh map "Collidable", y BkazaHii mo3uitii.

(1:- CanMaveTo(Vectord position])
— ____/

eclar = posilion
ansfarm.position

(e 1 o e
Puc. 2.4 ®ynxkuis CanMoveTo

3. @ynkmis SmoothMovement BignoBigae 3a IUIaBHHKA pPyX aBTOMOOLIS.

OcHOBHA 1JIe TOJISATaE B MOCTYMOBOMY IEPEMIIIEHHI aBTOMOOLIS 3 HOTO MOTOYHOTO

MOJIOKEHHS /10 IIJThOBO1 TOUKHU. Y ik PYHKIIIT CIOYaTKy MEpPEeBIPSIETLCA, YU € 3a/1aHa

iap0oBa Touka (targetPoint) 1 yu € Bka3iBHUK Ha pyxoMmuii aBToMoOUIb (movingCar).

Skiio xoua 0 o/1HA 3 IUX YMOB HE BUKOHYETHCS, (DYHKIIisI POCTO MOBEPTAETHCH.
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void SmoothMovement()

eetar3.negativelnfie True

False

True—

False

maovingCar.transform.position =
Vector3 Lerp(movingCar position,
targetPoint, Time.deltaTime *
movementSmoothness)

movingCar = null

Puc. 2.3 ®ynkiis SmoothMovement

4. ®ynkuis SnapToGrid BUKOPUCTOBYETHCS JI1 OTPUMAHHS TOYKU MPUB'A3KH Ha
citii rpu. OCHOBHA 17ies OJIATAE Y TOMY, II00 OKPYIJIMTH MO3UILI0 00'€EKTY 110
HaWOJMKYIOT0 3HAUYCHHS Ha CITII 3a3/1aJIeT1b BU3HAUYCHOTO po3Mipy. DyHKITIS
OTPUMYE TO3UIIII0 aBTOMOO1JIA B SIKOCT1 pTyMEHTY, IIOTIM 32 JOIIOMOT OO
‘Mathf.Round()’ oxpyriroe KOOpAMHATH 10 HAHOIMKYOT O3MIIT Ha ciTii. [To3wuiis 3a
KOOPAMHATOIO Y 3aJIMIIAETHCA HE3MIHHOIO, 11100 3JIMIIIUTA aBTOMOO1JIb HA TOMY

caMOMYy PiBHI 10 BUCOTI.

Vector3 SnapToGrid(Vector3 position,
Vector3 car)

Y
position.x =
Mathf Round(position.x /
gridSize) * gridSize

position.y = cary

Y
position.z =
Mathf.Round(position.z
[ gndSize) * gridSize

Y
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Puc.2.4 ®yukiis SnapToGrid

2.5. Bu6ip 3aco6iB po3podku

[lin 4Yac CTBOpPEHHS IHUIJIOMHOTO MPOEKTY OJHUM 3 KIIOYOBUX 3aBAaHb €
MpaBWIbHUI BUOIp 1HCTPYMEHTIB po3poOku. Ilicis aHanizy MOB mporpaMyBaHHS, SIK1
3a3BUYall BUKOPHUCTOBYIOTHCS JUISI CTBOPEHHS JIOTIYHHMX 1rop, OyJl0 BHU3HAUEHO, IO
MoBa mporpamyBaHHs C# € HalOUTbII BIAJIMM BapiaHTOM JUIsl JTAaHOTO MPOEKTY,
OCKUIBKM BOHAa € OCHOBHOIO MOBOIO mporpamyBanHi B Unity3D - momynspHOMY
CepenoBHUIlll PO3poOKu irop. Tomy, mjis CTBOPEHHS JIOTIYHOI T'pH, OyJI0 BUPIIICHO
BukopucroByBaTu C# y noeanansi 3 Unity3D.

C# (- ue 00'ekTHO-OpiEHTOBaHA MOBa IPOTrpaMyBaHHS, PO3poOJIcHa KOMITaHIEIO
Microsoft. Bona 6yna ctBopena B 2000 pori sk yactuna mnatdopmu .NET Framework
1 € OJIHIEI0 3 OCHOBHUX MOB MPOTpaMyBaHHA MJisi po3poOku AojaTkiB st Windows,
MOOUIBHUX PUCTPOIB, IFOp Ta BEO-IPOrpaMyBaHHs.

C# nmoeanye B co01 nepeBaru moB C++ Ta Java, 3acHoBaHux Ha cuHTakcuci C.
MoBa nporoHye BUCOKY NPOAYKTUBHICTb, O€3ME€KY Ta HAIHHICTh, a TAKOK Ma€ OaraTo
KOPUCHUX (PYHKIIIH, TAKUX K aBTOMAaTUYHE YIIPABIIHHA MMaM'sITTIO0, 00poOKa BUHSTKIB,
Jiesieraty, JsiMO1a-BUpa3y Ta 1HIIIL.

OcHoBHi nepeBaru C#:

o Jlerkictb BUBYEHHS Ta BUKOPUCTAHHS

o IlepenocumicTh mporpamMHoOro 3a0be3neyeHHs Ha pi3Hi m1aThopMu

« Bennka KUTbKICTh TOTOBUX 010110TEK Ta PpEeMBOPKIB

o IlinTpuMka Bi3yaJIbHOTO TIpOrpamMyBaHHS 3a JOMOMOTOI0 1HTErPOBAHOTO

cepenonuiia po3pooku (IDE) Visual Studio

o barara moxymenTarrisi Ta akTUBHA CIUIBHOTA PO3POOHUKIB

OcHOBH1 0COOIMBOCTI MOBH MporpamyBanHs C# BKITIIOUAIOTh HACTYITHE:
o Cuntakcuc, cxoxuil Ha cuHtakcuc Java ta C++. Lle no3Bonsie po3poOHHKaM,
K1 MalOTh JIOCBIJ] POOOTH 3 IIUMU MOBaMHU, MBUAKO BUBUUTH CH#.
o IlinTpumka  00'eKTHO-Opi€HTOBaHOTO  mporpamyBaHHs. C#  103BoJisie
BUKOPUCTOBYBaTH KJIacH, OO'€KTH, YCNaJKyBaHHs, I1HTepdeiicu Ta 1HIII

koHcTpykitii OOIL.
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o IligTpumka nquuamivnoi Tumizaiii. C# mae BOyJ0BaHy MIATPUMKY JUHAMIYHUX
TUIIB JAHUX, M0 JO03BOJISIE 3MEHIIMTH KUIBKICTh KOAY Ta TOKPAIIUTH
YUTa0EIBHICTh POrpaMm.

o IlinTpumka nmenmeratiB Ta JaMOma-BupasiB. lle 103BoJisge€ 3pydHO peaizyBaTu
¢yHKIIOHaTBHE TporpamyBaHHs B CH.

o Ilintpumka LINQ (Language Integrated Query). LINQ € inTepdeiicom s
MaHIITyJTIOBaHHS TAaHWMH, 110 3HAXOSATHCS B PI3HUX JDKEpesax (HampuKiIas, B
bJI, XML-(aitmax ToI110), Ta TO3BOJISIE BUKOHYBATH 3aIlUTH JI0 [IUX NAHUX Y
3py4YHUH CcI10cio.

o IlinTpuMka acWMHXpOHHOTO TmporpamyBaHHsA. C# [03BOJSIE PO3POOHUKAM
NUCaTU aCUHXPOHHUN KOJ 3 BUKOPUCTaHHSM KJIIOYOBHUX CJIIB async Ta await,
10 MTOKpAIy€e TPOIYKTUBHICTh Ta PEAKTUBHICTh MPOTPaM.

o IlinTpumka Oe3neku nam'sati. C# mae BOyIOBaHI MEXaHI3MU 751 3a100IraHHs
MOMIJIKaM, TIOB'SI3aHUM 3 TaM'ATTIO, TAKUM SIK BUTOKH MaM'ATi Ta MOMUJIKH,

mOB's13aH1 3 0araTomOTOYHICTIO.

2.6. Bubip cepenoBuia po3pooxku

2.6.1. Unity3D

Unity3D - me iHTerpoBaHe CepeAOBHUINE PO3POOKH irop, MO JT03BOJISE
pO3pOOHMKAM CTBOpIOBaTH TpadiuHl JOAATKM Ha PI3HMX IUIaT@opmax, TaKuUX SK
Windows, Mac, Android, i0S, Xbox, PlayStation i T1.1. OcHoBHa MoOBa
nporpamyBadHs giua  Unity3D - 1me C#, 1mo  J03BOJIIE  CTBOPIOBATH

OaratoyHKIIOHAJIbHI iTpU 3 OaraTuM reuMIuIeeM.
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Puc. 2.1 - Tnrepdeiic Unity3D

OcnogHi nepeBaru Unity3D:

Kpoccmarpopmuicts:  Unity3D  miarpumye po3poOKy Ha  OUIBIIOCTI
maThopM, 10 JIO3BOJSIE JIETKO IMEPEHOCUTH PO3pO0JIeHI MPOEKTH Ha 1HIII
1aTGOPMH.

Jlerka poctynHicTh: Unity3D € 6€3KOIMITOBHUM JIJIs1 OCOOMCTOTO BUKOPUCTAHHS
Ta Ma€ BEIMKY CITUIBHOTY PO3POOHHUKIB, IO JIO3BOJISIE 3HAWTH BIAIMOBIII Ha
OUIBIIICTh MUTAHB Ta TPOOJIEM IT1]T YAC PO3POOKH.

HasiBHicTh Benmmkoi KigbKocTi ToToBHX KoMmIoHeHTiB: Unity3D mae Garato
BOY/ZIOBaHMX IHCTPYMEHTIB Ta TOTOBUX KOMIIOHEHTIB, IO J03BOJIE€ 3HAYHO
CKOPOTUTHU Yac pO3pOOKH.

MoxmuBicts po3podku sk 2D, Tak 1 3D irop: Unity3D miaTpumye po3poOKy
irop y 2D Ta 3D ¢opmarax.

OcHoHi Hegouiku Unity3D:

Husbka npoayktuBHicTh: Unity3D He € Halikpaiium BHOOPOM JiE PO3POOKH
1TOp 3 BUCOKOIO JIETATI3AIIEI0 Ta BEJIMKOIO KUTHKICTIO 00'€KTIB HA €KpaHi.
OOmexeHa MOXIIMBICTh pellaryBaHHSI KOMIOHEHTIB: [HOJ1 po3poOHHMKaM He

BHCTAaYa€ MOXJIMBOCTEH peaaryBaTd BOYyJOBaHI KOMIIOHEHTH, IO MOXeE
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MPU3BOJUTH 10 OOMEXEHHSI MOXJIMBOCTEH CTBOPEHHS YHIKAJbHUX €(EKTIB Ta
MexaHik. OfHak, 3aBISKH BEJIWYE3HIM KUIBKOCTI PECypCiB Ta CHUIBHOT, IO
po3BUBaEThHC HaBKoyo Unity3D, 1onoMortu y BUPIIICHH] CKJIAJHUX MpodiieM
MokHa 3Haiith B I”TepHeri. Kpim  Ttoro, Unity3D  mpomonye
iaTGopMoHe3aneKH1i po3podka, 0 O3HAYaE, 10 TPy MOXKHA PO3POOIATH
OJIUH pa3 1 3amycKaTd Ha pi3HUX IiaTdopmax, Takux sk Windows, MacOS,
Android, 10S Ta iHmIi.

o Bucoka cknagnicTh meskux acrekTiB: Jleski acmektu po3podku B Unity3D
MOXYTh OyTH CKJIQAHUMHU JJII pO3YMIHHS Ta BUKOPUCTAHHS JJI1 HOBauKiB. J{7st
CTBOpEHHS MOBHOIIIHHOI TPU HEOOX1AHO MaTh 3HaHHA He TUIbkK Unity3D, ane
I pi3HMX MOB mporpamyBaHHsA, Takux sk C# abo JavaScript. Kpim Toro,
BEJIMKUI 00CAT IOKyMEHTAIlli MOke OyTH HEMPOCTUM JIsl PO3YMIHHS.

Takox, Unity3D mae BOynmoBaHy cucteMy (I3HKH, fKa JO3BOJISIE CTBOPIOBATU
peayiCTU4HI IrPOBl1 Cepe/IoBUINA Ta MOBEAIHKY 00'ekTiB B HUX. Kpim Toro, Unity3D
HNIATPUMYE BIPTyalIbHY peasIbHICTh Ta JOIIOMAarae cTBoproBatu VR-irpu.

V3arani, Unity3D € m0OTY)XHUM 1HCTPYMEHTOM [Jii CTBOPEHHS Irop Ta
BIpTyaJIbHUX cCepeloBUlll 3 OaratuM HabopoMm GyHKIIH Ta MOXIJIMBOCTEeH. Bin
MIIXOAUTh SIK JJIsI HOBA4KiB, Tak 1 JJIsI JOCBIIYEHUX PO3POOHHUKIB, ajie MOTpedye

MEBHOTO Yacy Ta 3YCWJIb JIJI OBOJIOIHHS BCIMa MOKIIMBOCTSIMU IIi€1 TIATPOPMHU.

2.6.2. Microsoft Visual Studio

Microsoft Visual Studio € iHTerpoBane cepenouine po3pooku (IDE),
MpU3HAYCHE IS CTBOPEHHS PI3HOMAHITHUX NPOTPAMHHMX MPOIYKTIB, BKIOYAIOUN
JICCKTOITHI JOAATKH, BeO-ZOMAaTKH, MOOLIbHI jojaTku Ta 1Hmi. Ile omwmH 3
HAWUTIOMYJISIPHIIIUX ~ Ta  HAWBUKOPHCTOBYBAHIMIMX  IHCTPYMEHTIB  PO3POOKHU

MIPOTPAMHOT0 3a0€3MEUYEeHHS B CBITI.
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Puc. 2.2. - Intepdeiic Microsoft Visual Studio

Oco6mmBocti Microsoft Visual Studio:

o BOynopanuii maker mist pobotu 3 Git: Visual Studio mae BOymoBaHHMiT maker
it po6otu 3 Git, 1110 A03BOJIE€ PO3POOHUKAM 3pYUHO MPALIOBATH 3 BEPCIMHUM
KOHTPOJIEM.

e MoxuBICTh CTBOpEHHS 1HCTaIsATOpiB: Visual Studio Hamae MOXIUBICTH
CTBOPEHHS 1HCTAJSATOPIB JJIsl TOAATKIB, 110 J03BOJISIE€ 3pYYHO BCTAHOBJIIOBATH
Ta PO3MOBCIO/KYBATH MPOTPaMHE 3a0€3MeUCHHS.

o Posmmpennsa: Visual Studio Mae BenuKy KUIBKICTh PpO3LIMPEHb, SIKI
JO3BOJIIIOTH PO3IIMPUTH (PYHKITIOHAJIBHICTH CEPEIOBHINA PO3POOKH Ta JTOAATH
HOBI IHCTPYMEHTH.

o Ilintpumka Azure: Visual Studio miaTpumye po3poOKy s XMapHHX
miathopm Azure, MO J03BOJISIE PO3POOHMKAM CTBOPIOBATH Ta PO3rOpTaTH
JOJIaTKH Y XMapi.

o Live Share: Visual Studio mae d¢ynkmiro Live Share, mo mo3Bosse
PO3pOOHMKAM CHUIBHO MPALIOBAaTH HAJl KOJOM Yy pealbHOMY 4aci, He3aJeKHO

B1J] MICIIE3HAXOKEHHS.



31
o CodeLens: Visual Studio mae ¢pynkuiro CodeLens, sika BigoOpakae 10/1aTKOBY
1H(pOpMaIliI0 TIPO KOJ, TaKy K aBTOPCTBO, ICTOPIIO 3MIH Ta 1HII AETanl, 0

JoTIoMarae po3poOHUKaM 3pO3YMITH CTPYKTYPY Ta ICTOPIIO MPOEKTY.
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PO31J1 3 . PEAJII3BALIA ITPOTPAMHOI'O ITPOAYKTY
3.1. CrBopenHs Ta HajamTyBanHs Unity

CnovaTtky Heo0X11HO cTBOpUTH HOBHM MpoekT B Unity3D. Jlist uboro HeoOXigHO B
UnityHub satucayTH Ha “New project”. ITicis 4oro HeoOXiJTHO ~ BBECTH Ha3BY HOBOTO
POEKTY B MOeMY BHUMAJKY 11e “Diploma”.

- ]

Restart now Dismiss

\

Projects -~ New project

Diploma

Particles

PerlinTerrainSprite

Puc. 3.1 - Iurepdeiic UnityHub

[Ticnst cTBOpeHHS HOBOTO MPOEKTY BiKpueThbest BiKHO Unity3D 3 mopoxHBOIO
CIICHOIO0 Ha SIKii Oyne nuie kamepa Ta OCBiTIIeHHA. [lepmmM KpokoM B CTBOpEHHI
poeKkTy Oyzle CTBOPEHHS OCHOBHMX Mamok y BikHI Project Manager. Lle momomoxe

OpraHi3yBaTH Balll MPOEKT Ta JIETIIE 3HANTH MOTPiOHI (haiiv Mmi3HIIIE.

HaTucHiTh mpaBoio KHOMKOIO MuIlll Ha maHeni Project Ta Bubepits omiito "Create

Folder". 3a3Buuaii cTBOPIOIOTH TaKi OCHOBHI MAIKH, SIK:

o Animations: g aHIMalii, fKi MOXYTh OYTHM TOB'S3aHI 3 TEPCOHAXKAMHU,
00'eKTamMM Ta IHIIUMHU €TIEMEHTAMU TPH.

« Audio: s 36epiraHHs 3ByKOBUX €(DEKTIB, My3UKH Ta IHIIOTO ay/IIOKOHTEHTY.

o Editor: nyst 30epiranHsi CKpUNTIB, SIKI MOXKYTh BUKOPUCTOBYBATHUCS B PEIAKTOPI

Unity ais aBToMaTu3ariii AesiKux 3ajad.
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o Materials: mns 30epiranHsi matepiajniB, sSKi MOXYTb OyTH 3acTOCOBaH1 J10
00'exTiB, II00 HAJATH IM TEKCTYpPY Ta 1HIII BIACTUBOCTI.

o Models: ns 36epiranns 3D-moenelt, siki MOKYTh OyTH BUKOPUCTaHI B Tpi.

o Prefabs: mis 36epiranns npedaldiB, Kl € TOTOBUMH €JIEMEHTaMH, SIKi MOXKYThb
OyTH BUKOPUCTaH1 B PI3HUX YAaCTHHAX TPH.

« Scenes: a5 30epiraHHs CIEH, SIKI € OKPEMUMU PIBHSAMU 200 TIISTHKAMH TPU.

o Scripts: ans 30epiraHHsl CKPHIITIB, K BUKOPUCTOBYIOTHCS AJI MIPOrpaMyBaHHs
JIOT1KH TPH.

o Textures: ayist 30epiranHs TEKCTYp, SKi MOXXYTh OYTH 3aCTOCOBaHi 10 00'€KTIB Ta

1HIIIUX €JIEMEHTIB TPHU.

Tenep MmoxHa nojgatu rotosi 3D mojeni aBTOMOOWUIIB, MpUpoAU (KyIili, JepeBa Ta
1H111€), OYAMHKIB, AOPIT Ta caMoTo MapkiHry. Takox gogaemo ¢Gaiau 3ByKiB, My3HKY Ta
cupaiitn 11 UL, Po3mingyemo Bci eneMeHTHM Ha cueHl Ta cTBoproemo Canvas st
cTBOpeHHs 1HTepdeiicy kopuctyBaya. Ha Canvas po3millyeMo KHOMNKY JJIsl BIAKPUTTS

BHYTPIIIHHOITPOBOTO MEHIO Ta TEKCT AJI TaiMepy.

[Ticnst po3cTaHOBKU BCiX O0’€KTIB Ha CIIEH1, CTBOPHOEMO (ailii CKpUNTIB Ta
NPUETHYEMO 1X J10 iIrpoBHUX 00’€ekTiB. Ha mapkinr nogaemo ckpunt «GameField.c», a Ha
Canvas - ckpunt, skui Oyne BIANOBIAATH 3a BHUBIA dYacy TalMepy Ta OOpoOKy
HATUCKAHHS Ha KHONKY. Komm Mu po3cTaBW/IM Ta HajJalITyBaJd BCl IrpOBI 00’€KTH

30epiraeMo crieHy sk SceneTemplate.

SceneTemplate - nme BOynmoBanumii mexanism B Unity, mo go3BoJisie 30epiratu
00'eKTM Ta HaNAIITYBaHHA CLEHU B IIA0JIOH, SKUA MOKHAa BUKOPUCTOBYBATHU MJIf

CTBOPCHH:A HOBHUX CIICH.

3a nonomororo SceneTemplate BU MOXeTe CTBOPIOBATH CTaHJIAPTHI AOJIOHU s
PI3HUX THINB CICH, IO JO3BOJISE IIBHUIKO CTBOPIOBATH HOBI CIICHH 3 HEOOXITHUMH
HajalmTyBaHHsIMH Ta 00'ektamu. Kpim Toro, Bukopuctanus SceneTemplate no3Bosisie

3a0€3MeYUTH €QHICTh CTPYKTYPH Ta HAJIAIITYBaHb y BCIX CLEHAX BaIlIOTO MPOEKTY.

s crBopenHst SceneTemplate B Unity HEoOX1JHO CKOMIIOHYBaTH CIIEHY 3

HEOOXITHUMHU 00'€KTaMM Ta HaJAIITYBaHHSIMH, a MOTIM 30€perTH 10 CIIEHY K M1a0JIOH
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3a noromoror koMmanau "Create Scene Asset" y Bkuamii "Assets". Ilicns mporo, Bu
3MOYKETe CTBOPIOBATH HOBI CIIEHW Ha OCHOBI ITLOTO NMIA0JOHY 32 JOTIOMOTO0 KOMaHI!

"Create > Scene".

[le poOutbea st TOro MO0 B MOAATBIIOMY MOXJIMBO OyJIO CTBOPIOBATH HOBI

PiBHI IMIBUJIKO Ta KOKHOTO pa3y HE PO3CTAaBIATH 00’ €KTH Ha CIICHI.

Hactynmuum kpokom mMu ctBoproemo mpedadbu. Y Unity3D mpedad (Prefab) e
00'€KTOM, SIKUI MICTUTHh TOTOBY HAJAIITOBAaHY KOMito 00'ekTa. BiH 103BOJIsIE CTBOPUTH
mabyioH 00'eKTy 3 yciMa HOro BIaCTUBOCTSAMH, KOMIIOHEHTAMH Ta HaJAIITyBaHHSMH,
K1 MOXKHa BUKOPUCTOBYBATH B Oyab-iKiii ciieHi mpoekty. Lle 3a0e3neuye mBuake ta
MIPOCTE CTBOPEHHS JEKIIBKOX KOIM OJHOrO 1 TOTO X 00'ekTa 0€3 HeoOXiTHOCTI

BCTAHOBJIIOBATH BCI HaJIalITyBaHHA 3HOBY.

[Ipepa® Moxua pemaryBatu 1 30epiraTd, moO0 30€perTd 3MIHM y BCiX HOro
KOIISX, 10 OyJIM CTBOPEH] B Pi3HUX cleHax. Lle 103BoJIse€ 3MEHIINTH Yac Ha PO3pOOKy
Ta 3a0e3MeYnuTH OUTBINY CTaOUIBHICTh MPOEKTY, OCKIIBKHU Bl Komii npedady OyayTh
MaTH OJIHAKOBI HaJAIITYBaHHS Ta BiacTuBocTi. Kpim Toro, mpedabu MoxkHa
BUKOPUCTOBYBATH JJIs 30€pEkKEHHS PECYPCIB, K1 YACTO BUKOPUCTOBYIOTHCS B MPOEKTI,

TaKuX SIK MOJIEJI1, TEKCTYpHU Ta 3BYKH.

HeoOximno ctBoputu mnpedabu BCix aBTOMOOUIIB, AJis IOTO Ha HYJIBOBHUX
KOOpJIMHATax CTBOPIOEMO MOPOKHIM 00’€KT Ta Ha3UBAEMO MOr0 TaKUM YMHOM, 1100

OyJ10 3p03yMUIO Ikl came 11e aBToMoO1Ib. ([Ipuknan Ha pUCyHKY &)
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Puc. 3.2 — CtBopenns npedady

Tenep npomaemo Ha Hboro Collider Ta 3a3ganeriib CTBOPEHUN CKpPUIIT
«CarScript.c». [y Toro mo6 n0oAaTH MOJEIb, MEPETIATYEMO il Yy BIKHO CIE€HHU, Ta Y
BIKHI 1HCTIIEKTOPY MPHUKPIILILIEMO HOTO JI0 MOPOXKHBOTO 00’ekTy mpedady. Takum

YHMHOM MOJIeNb Oy/ie MPUKpIIIeHa 0 Hamoro npedady 1 pyxaTUCs 3a HUM.

Jnst Toro mo6 30eperty npedad 1 B MOJATBIIOMY BUKOPUCTOBYBATH WOTO JJIA
CTBOPEHHSI PIBHIB 10r0 HEOOX1JHO MEPETATHYTH y BIKHO Project Manager, B cTBOpeHy
panime nanky Prefabs. Takum unnom mu cTBOproemo npedadu /it BC1X aBTOMOOLTIB 1

Terep MOKEMO NPHUCTYIATH 0 HAMMCAHHS CKPUIITIB.
3.2. Peagizanisi nporpaMHoOi YacTHHH
[IporpamHua yacTuHa rpu cKJIaiaeThes 3 6 (aisiB CKPUIITIB:

o CarScript: Ckpunt, sIKAi BIJINOBiAa€ 32 HaJAIITYBaHHS MEBHOIO aBTOMOOLIIS.
(Bich HOTO PyXy, HOTO PO3MIp 3a KIITUHKAMH).

o FinishScript: Ckpunr, skuii BU3Ha4Ya€ KOJM aBTOMOOUIb IIBUAKOI JAOIOMOTHU
BHUXO/Ib 32 MEXI1 ITPOBOTO ToJiss. TUM caMUM 3aBeplIye PiBEHb Ta BIAKPUBAE
MEHIO 3aBEPIIEHOI TPU.

o GameFieldScript: ['onoBHUI ckpunT, sikuil 00poOJIIOE HATUCKAHHA HAa €KpaH,
pealli3oBy€ MEXaHIKy CITKH pyXYy, IepeMillye aBTOMOOLI.

« UlController: Ckpunt 00poOKH HATUCKAHHS KHOMKH JUIsl BIAKPUTTS TOJIOBHOTO

MEHIO Ta BUBOJY TaliMEpy Ha €KpaH.
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o MenuController: Ckpunt 00poOKM TEPEKIIOUCHHS PI3HUX  MaHeel
MeHIO(HaNAITYBaHHS, BUOIp PIBHS Ta 1HIIE).
o« CarPathfindingScript: Ckpunrt ajis nepemMilieHHss aBTOMOOUIIB B TOJOBHOMY

MDK BHITaIKOBUMH TOYKaMH Ha IrPOBOMY TIOJII.
Tenep HE0OX11HO OLIBII JETATBHO PO3MUCATH OCHOBHI (DAl CKPHUIITIB.
3.2.1. CrTBoOpeHHs irpoBoro moJjisi Ta aBTOMOOIIB

Jlnst moyaTKy B CKPHWIITI ITPOBOTO TOJS HEOOXITHO OTOJOCHTH 3MiHHI.
HaliMeHyBaHHsS 3MIHHHX OYy)XK€ BaXKJIUBUW €Tall, TaK SK B TOJAJBIIOMY HaM HeE
OJTHOPA30BO MPUKIETHCS IX BUKOPUCTOBYBATU. TaKoX I1€ TOCUTh CUIILHO JIOTIOMArae B

YUTaHHI KOJa 1HIIUMHU MPOTPaMiCTaMHU.

Ocp CNHCOK 3MIHHMX, SIKI 3HAJOOJATHCA HaMm JJIsl CTBOPEHHSI CKPHUIITY 1rPOBOTO

1oJIs1, 100 aBTOMOOLTT «IPHIIMIANINY, 200 Kpallle CKa3aTyu PyXaJucs Mo IrpoBid CITIII:

o gridSize: float - 1151 3MiHHA BU3HAYA€ PO3MIp OJHIET KIIITUHKHU CITKH B rpi. BoHa
BUKOPUCTOBYETHCS JJI1 BUPIBHIOBAHHS PyXy aBTOMOOUIIB Ta MO3UI[IOHYBaHHS
iX Ha CITIII.

o mainCamera: Camera - 11 3miHHa 30epirae MOCHJIaHHS Ha TOJIOBHY KaMepy B
rpi. BoHa BUKOpHUCTOBYETHCS A OTpUMaHHS 1H(OpMaIlli Tpo MO3ULII0 MU
Ta B3a€MOJIIi 3 TPOIO Yepe3 Kypcop.

o currentCar: CarScript - 1 3MiHHA MICTHTh IIOCHJIAHHS Ha IMOTOYHHUMN
aBTOMOOLTb, SIKMI BUOpaB IpaBellb a00 3HAXOAUTHCS IiJl BIUIMBOM Jiii TpaBIIsl.
Bona BHKOpPHUCTOBYEThCS Il B3a€EMOJIi 3 OOpaHUM aBTOMOOIIEM Ta
BUKOHAHHS PYXY.

e Snap: Vector3 - ms 3MiHHA 30epirae KOOpPJAUHATU TOYKW TMPUB'A3KH, IO SKOT
Oyne mepemimieHuii aBToMOO1Tb. BoHAa BUKOPUCTOBYETHCA ISl OOYMCIICHHS

HOBOT MO3UIIiT aBTOMOOLIIS Ha CITIII 1] 9ac PyXy.

Tenep cTBOproemMo Merton Start, sAKWM € BaXJIMBUM i1 MOYATKOBOI

HajamryBaHHs 00'ekta nepen noyatkoM rpu B Unity3D. V mpomy Metoai mu OyaeMo



37

OTPUMYBATHU IIOCHUJIAHHA HA I'OJIOBHY KaMCEpy, IO A03BOJIMTH HaM BSaEMOILiSITI/I 3 HCHO

1] 9ac TpHu.

Jlng uporo Mu BUKOpUCTOByeMO ¢yHKIit0o Camera.main, ska TOBEpTae
MOCUJIaHHSA Ha aKTUBHY Kamepy B clieHi. OTpuMaHe IOCHUJIaHHS MM 30epiraemMo y
3MiHHIM mainCamera, 11106 MaTu 10CTyI 10 (YHKIIIOHAILHOCTI KaMepH. 3a I0MOMOTOI0
IIOTO TIOCHUJIAHHS MH 3MOKEMO, HAaNpUKIaJ, OTPUMYBATH TO3UIII0 Kypcopa abo

BUKOHYBATH 1HIII Jii, MOB'A3aH1 3 KAMEPOIO, M1/l YaC BUKOHAHHSA TPU.

[Ticns mporo pomaemMo Meron Update, sikuii € HEOOXITHUM JUISi TOCTIHHOTO
OHOBJICHHS JIOTIKM TPY Ha KOXKEH Kajp. Y TaHOMY BHITaJIKy, MU BUKOPHCTOBYEMO HOTO

JUISL B3aEMOJIIT 3 aBTOMOOUISMH Ha irpOBOMY TTOJI.

¥ metoni Update Mmu mpoBouMO TepeBIpKy CTaHy KHOMOK MUIII Ta BUKIUKAEMO
BIIMOBITHI METOAM 3aJCKHO BiJ IMX CTaHIB. SIKIIO KHOMKA MUIIl OyJla HAaTHCHYTa
(Input.GetMouseButtonDown(0)), mu Bukiukaemo meton GetCar() mias oTpUMaHHS
aBromMoOuTsa. Skmo kHomka muin yrpumyeThes (Input.GetMouseButton(0)), 1 3miHHa
currentCar He € null, To mMu Bukiamkaemo meton MoveCar() ays nepeMilieHHs
aBTOMOOLJIS. Hapermnri, SKIIO KHOIIKa MHUIII Oyna BI/IMyIIIEHA
(Input.GetMouseButtonUp(0)), mu Bukiukaemo wmeton ResetCar() mias CkumaHHS

OTOYHOT'0 aBTOMOOLIA.

VY meroai MoveCar() MU BUKOHYEMO pyX aBTOMOOWJIA 3rAHO 3 PyXOM MHUIII Ha
irpoBomy moii. Crioyatky My BUKOpUCTOBYeMO TipoMib (Ray) Ta myu (Raycast), mo6
BU3HAUUTH, Ha M0 BKa3zye Kypcop wmumi. Meron ScreenPointToRay() mo3Bossie
OTPUMATH JIy4, IO MOYUHAETHCS 3 MO3UIIIT Kypcopa MUILI Ha €KpaHl Ta NPSIMY€ B3JOBXK

BiC1 Z y TPUBUMIPHOMY IIPOCTOPI.

HactynHoro kpokom € Bukopucrtanus metony Physics.Raycast(), sskuit mepesipsie,
Yy MepeTHHaE JIyd KoJaiaep o0'ekta. Y HalIoOMy BUMAJKYy, MU IIYKAEMO Kojaiaep 3
iM'ssm mapy "GameField". SIkio my4 31TKHYBCS 3 TaKUM KOJIaE€pOM, MU OTPUMYEMO

TOouKy 3iTKHEeHHs (hit.point) Ha TOBEpXHI TPH.
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Hactynaum kpokoM € BUKIMK Metoay SnapToGrid(), skl BUPIBHIOE OTPUMAHY
TOUYKY 3ITKHEHHs Ha ciTii rpu. Lleil MeToa BUKOPHCTOBYETHCS JUIsI OOMEXKEHHS pyXy
aBTOMOOLJIS IO TIEBHUX IMO3UIIINA Ha CITIl, IO pOo3aAULIIE irpoBe nojie. OTpuMaHa TOYKa

npuB'sI3KH (snap) OyAe MaTu OKPYTJIeHI KOOPAMHATH BIAIOBIIHO 10 PO3MIPY CITKH.

Hami, 3JIE)KHO BiJI HalpsIMKy  pyXy  ITOTOYHOTO aBTOMOO1JIs
(currentCar.movementDirection), MU BHOCHMO KOpEKLli J0 KOOPAMHAT TOYKU
npuB's3ky. Hampukian, sKmo aBTOMOOUIP MOXE pPyXaTHCh TUIBKH MO oOci X, MU
3aJUIIA€EMO KOOPAMHATY Z HE3MIHHOIO, a AKIIO PyX JO3BOJEHHUH TUIBKH 1O OCl Z, TO

3aJUIIAEMO KOOPAUHATY X HE3MIHHOIO.

Ko Mu niepeBipiiin MOXIIMBICTh PYXY JI0 HOBOT MO3MIIIT 3a JIOTIOMOTOI0 METOTY
CanMoveTo() i mepekoHaIuCs, 1110 aBTOMOOLIb MOXKE MEPECYHYTHUCS Ha IO TO3HUIIIIO,
MU BCTAHOBJIFOEMO HOBY MMO3HUIIIO aBTOMOO1JII 3a JIOIIOMOT' OO
currentCar.transform.position = snap. lle 3MimeHHs aBTOMOOIIS Ha HOBY TOYKY

MIPUB'A3KHU, IKY MU PO3paxyBaji paHiIle.
Otxe, metog MoveCar() BUKOHY€E HACTYITHI Ji:

1. Buznauae TouKky 3iTKHEeHHsS wmumii 3 o0'ektom mmapy "GameField" 3a

JOTIOMOT'O0 MPOMEHS Ta JIyya.
2. Buxnukae meron SnapToGrid(), mo6 oTpuMaTi TOYKY IPHUB'SI3KH Ha CITIlI TPH.

3. Bunpasnisie koopAMHATH TOYKM TPUB'SI3KM 3aJISKHO BiJ HAMPAMKY PyXy

[IOTOYHOTO aBTOMOO1JIA.

4. TlepeBipsie MOXJIMBICTh PYXy [0 HOBOI TMO3MUIII 3a JOMOMOIOI METOAY

CanMoveTo().

5. SIkmo MOXIMBO, TEpeMilllye aBTOMOOUIP Ha HOBY TMO3HINI0 MUISTXOM

OHOBJICHHS oro koopauHat currentCar.transform.position.

Taxum unnoMm, meronx MoveCar() BiamoBigae 3a pyx aBTOMOOUIS Ha ITPOBOMY
1oJIi, 3a0€3Meuyr0Yr 0OMEXKEHHS PyXy Ha CITII Ta MEePEBIPSAIOYN MOKIUBICTh PYXY 0

HOBOI [MO3UIIII.
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®dyukiis SnapToGrid BUKOPUCTOBYEThCS ISl MPUB'SI3KU MO3MIIT aBTOMOOLIA 10
CITKM Ha irpoBoMy moui. OcHOBHA MeTa i€l (QYHKIIT - 3MIHUTH KOOPAUHATH TO3MIII1
aBTOMOO1I1 TaKUM YHHOM, I100 BOHM OyJIM OKPYIJVICHI 10 HaMOMMKYMX 3HA4YEHb

po3mipy citku. [Ipubnu3Hmii aaropuT™ NPUKPIMIICHHS aBTOMOO1JIS MO CITIIL:

Crnouatky (YHKINS NpUiiMae JBa TapaMeTpu: pPOSItion, skuii TpeicTaBise

MIO3UIIISI MUIII HAa IPOBOMY TI0JI, 1 Car, SKUi MICTUTh 1HPOpMAIlit0 PO aBTOMOOLIb.

HacTtymHuii KpoKOM MM OKpPYTJIIOEMO KOOPIMHATH 3a JOTIOMOTOI0 (YHKITIT
Mathf.Round, koopmunatm X 1 Z mosumii aBromoOins (position.x i position.z)
OKPYTJIIOIOTBCS IO HAHOJIMKYOTOo 3HAYCHHS po3Mipy ciTku (gridSize). Le 3abe3mneuye
NPUB'SI3KY aBTOMOOUIA 70 TO4YoK Ha citmi. Koopaunara Y mosuiii aBTOMOOLIS
3aNUIIAEThCSl 0€3 3MiH, 31 30epe)KeHHsIM 3Ha4yeHHs 3MiHHOI car.y. lle HeoOxigHO asis

30epeKeHHS] OPUTTHAIBHOI BUCOTH aBTOMOOLIIA MICIIsl TPUB'A3KU JIO CITKH.

[Ticnss 1BOTO OHOBJICHI 3HAYCHHS KOOpJAMHAT POSItion MmoBepTaroThCs K
pesynbrat ¢yHkiii SnapToGrid, mo 103BoJIsg€ iX BUKOPUCTAHHS B IMOAAIBIIOMY KOJII
JIJIs1 IEPEMIILIEHHS] aBTOMOO1/Is1 IO HOBOI MPUB'I3aHOT MO3UIIIT HA CITII.

Takum ywmHOM, ¢yHKIS SNapToGrid BukoOHye HEOOXiaHI OOYMCICHHS IS
MPUB'SA3KKA TO3UIlT aBTOMOOLIS 10 CITKH, 3a0e3medyrourd Horo pyx mo (iKCOBaHHX
TOYKaX Ha IrPOBOMY IOJIL.

Oyukiis CanMoveTO BHKOPUCTOBYETHCS JUISI TIEPEBIPKU MOXKIMBOCTI PYXy MO
HOBOI MO3MUILIi aBTOMOOUISI Ha irpoBoMy moi. BoHa mepeBipsie HasiBHICTh KOJI3ii 3
1HIMMH 00'ekTamu, 1o MaroTh 1ap "Collidable", y Bkazaniil mo3uiii.

JI7is 1IbOTO CIOYATKy CTBOPIOEMO HOBHMH TPUBUMIpHUN BekTop LOXSize, skuii
BHU3HauYa€e po3Mip 00'eMHOI KOPOOKH, sika OXOIUIIOE aBTOMOOUIL. Po3Mipu KopoOku
BU3HAYAIOTHCS 3aJIeKHO BiJ po3Mipy citku (gridSize) Ta 3MenryeMo i Ha MOJIOBUHY
(boxSize *= 0.5f), ockiabku IEHTP KOPOOKU Oy/ie CIIBMAAATH 3 MO3UITIEID aBTOMOO1IIS.

Tenep BukopucroByemo ¢ynkiito Physics.OverlapBox mms orprMaHHS MacuBy
KOJaiiepiB, K1 MEPETUHAIOTHCS 3 00'€MHOI0 KOPOOKOIO, pO3TAIIOBAHOIO Y BKa3aHIN

no3umii. Metox OverlapBox mnpuiimae mnapamerpu: mo3uiito (position), po3mip
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kopooOku (boxSize), o6epranus (currentCar.transform.rotation) ta map (LayerMask) 3

iM'ssim "Collidable".

Hani y nukii foreach mepeBipsieThcsi KOXEH KoJaiep 3 OTPUMAHOTO MACHBY.
Skiio komnaiiep HaJeKUTh 1HIIOMY 00'€KTY, BIJIMIHHOMY BiJl IOTOYHOTO aBTOMOO1ISA
(collider.gameObject != currentCar.gameObject), 11e 03Ha4Ya€ HAsIBHICTh MEPEUIKOAM B
HOBI# mo3wmIIii, ToMy ToBepTaeThcs 3HadeHHs false. Skmo Bci mepeBipku mpoHTILTH
YCHIIIHO, TOOTO HE BHUABJICHO KO3l 3 1HIMUMHU 00'ekTamu, (YHKIS MOBEpTAE

3Ha4YeHHs true, 1o CBIIYUTH MPO MOXKIMBICTh PYXY /10 HOBOT MO3HIIII.

Otxe, ¢yukimis CanMoveTo pomomarae 3a0e3neyuTH KOHTPOJIb HAJ PyXoM

aBTOMOOLIIS, IEPEBIPSIOYM HASIBHICTh MEPEUIKO Y HOBIM MO3MULII HAa I'POBOMY MOJII.

Oyukiiss GetCar BHKOPUCTOBYETHCS NIl OTPUMAHHS TOCHJIAHHA Ha O00'€KT

aBTOMOOLIIS, HA SIKUI HaBEIEHO KypCOp MUIIII.

Cnouatky CTBOPIOETHCS POMIHb (ray) 3a JIOTIOMOT' OO
Camera.main.ScreenPointToRay, saxuii BiAmoBiga€e MNPOMEHIO, MO IMOYHMHAETHCS B
no3ulllii MUIIl Ha eKpaHl 1 TWPOCTATAEThCS Yy CBITI rpu. BukopucrtoByrouu
Physics.Raycast, mnepeBipsieTbCcsl, YU TEPETHHAETHCS MPOMIHb 3 SKUM-HEOY.b
KoJaiiiepom y MakcumanbHii Biactadi 100f. PesynpTaT nepeBipku 30epiraerbes B hit.
S0 mpoMiHb 3ITKHYBCS 3 SKUM-HEOYZlb KOJIaWJIepoM, MEpeBIPSEThCSA, YU OO0'€KT
koJaiaepa He € nmopoxkHim (hit.collider.gameObject != null). Akmo 06'exT konaiaepa
Mmae komnoHeHT CarScript, BiH 30epiraeThcsi B 3MiHHY hitCar, sika € Tunom CarScript.
3navyenHsa hitCar npucBoroeTbcsi 3MiHHIN currentCar, 110 O3HA4ae, M0 MOTOYHUM

aBTOMOO1JIb BCTAHOBIIFOETHCS Ha aBTOMOO1Tb, Ha KM HABEJICHO KYpCOP MHUIIII.

Orxe, ¢ynkmis GetCar momomarae BH3HAYWTH MOTOYHHUM aBTOMOOLIb, Ha SKUU
HaBEJICHO KypCOp MHUIII, 1 30eperTu MOCUJIaHHS Ha HBOTO I MOJANBINOI poOOTH 3

HHM.

Oyukuis ResetCar BHUKOpPHUCTOBYETHCS NJisi CKUJAHHS MOTOYHOTO aBTOMOOLIIA
(currentCar) Ha 3HauenHs null. OcHoBHa Mmera mi€i GyHKII MoJsArae B TOMy, 1100

BKa3zaTH, 110 MOTOYHOrO aBTOMOOLIsS HE BHOpaHO, 1 BIIHOBUTH IOYATKOBUN CTaH
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nporpaMu, KOJIM HEOOXIJHO CKUHYTH OOpaHuii aBTomMoOuIb. 3MmiHHa currentCar
BCTAHOBIIIOETHCS Ha 3HAYeHHS null, mo o3Hayae, MO HOTOYHHN aBTOMOOLIb HE
BuOpaHo. Ile no3Bossie CKkMHYTH BUOIp 00'€kTa aBTOMOOLISA 1 MOKa3ye, IO HE ICHYE

oOpaHUX aBTOMOOLTIB.

enum (MepepaxyBaHHS) € TUIIOM JaHUX B 0araThOX MPOrpaMyBaJIbHHX MOBAaX,
Biurrogaroun C#. BoHO 1103BOJIsiE BU3HAYUTH HOBUHM THII, IO CKIATAETHCS 3 TIEBHOTO
Ha0Opy 3HA4YeHb, SIKI MOXYTh OyTH TIpUCBO€HI 3MIHHMM. Ko)kHe 3Ha4YeHHs B

nepepaxyBaHHI Ma€ CBil BIacHHM iAeHTU]IKATOP.

VY BuIlle HaBeJEHOMY KOJII BU3HAUYEHO IepepaxyBaHHia MovementDirection, sike
MICTUTh TpU MOXJUBI 3HaueHHA: X, Z 1 Free. KoxHe 3HaueHHs mnpexacrasisie

HaIPSIMOK PYXy aBTOMOOLISL.

BuxopuctanHs mnepepaxyBaHHs JIO3BOJII€ BU3HAYUTH KOHKPETHI 3HA4YEHHS, 3
SKUMH MOJKHA TIPAIOBaTH B KOMi, 3aMICTh BUKOPHUCTAaHHS YHCIIOBHX 3HAYEHb a00
psankiB. lle mosermrye 3po3ymiHHS KOAY 1 3amo0ira€ MOMJIMBUM TOMHIIKaM,

TOB'SI3aHUM 3 IOMMJIKOBUMH 3HAYCHHSIMHU.

Y xomi Bume, nepepaxyBaHHs MovementDirection BHUKOPUCTOBYETHCS ISt
BU3HAYCHHS HAMPSMKY PyXy aBTOMOOLIA B PI3HUX YacTHMHaX mporpamu. Hampukian, B
METO/1 MoveCar(), MOTOYHHI HaIpsMOK pyxy aBTOMOOLIIS
(currentCar.movementDirection) Moxke OyTH nepeBIpeHU [UIsi BHU3HAYEHHS, SKi
KoopuHaTH TNOTpiOHO 3MiHUTH. lle mo3Bossie 3poOuTH KOJ OUIBII 3pO3YyMIUIAM Ta
JIOTIYHUM, OCKIJIBKHA MO>KHA MPaIOBaTH 31 3HaUeHHSIMH X a00 Z 3amicTh 0e371aJHOr0o

YHCJIOBOTO KOy 200 PSIKIB.

Knac CarScript € kmacom komnoneHnta Unity, sSIKMil yCHaJKOBYETHCS BiJ KJacy

MonoBehaviour. Lleit kj1ac BUKOPUCTOBY€ETHCA JIJ1s1 IPEICTABIICHHS aBTOMOO1IIS B I'pi.

V¥ xnaci CarScript Bu3Hau€HO mpuBaTHE mmojie _movementDirection 3 atpuOyTom
[SerializeField], sxke mnpencramisie HaNpsAMOK pyxy aBTOMOOUIsA. BukopucranHs
atpuOyTa [SerializeField] no3Bomsie BimoOpaxkatu 1ie moje B iHcmekTopi Unity, mo06

1oro MoskHa OyJI0 HAJIAITyBaTH OE3MOCEPEIHBO B PEIAKTOPI.
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Kpim Toro, B kiaci BU3HA4€HO BJIACTUBICTH movementDirection, sika 3abe3neuye
JOCTYIl 70 3HA4eHHS mojisi _movementDirection. BracTuBiCTh € JOCTYIHOIO TiIbKA
JUIT 4yuTaHHs (get), M0 O3HAadJae, IO 1HINI YaCTUHH MPOTpaMU MOXYTh OTPUMATH

3HAYCHHS HAMPSMKY PyXy aBTOMOOLJIS, ajle He MOXKYTh HOTO 3MIHUTH.

Knac CarScript BUKOpUCTOBY€EThCA /17151 HaJlaHHA 1HGOpMAIIil TPO HAMPSMOK PyXy
aBTOMOO1JIA 1 Ha/lae JOCTYM A0 Li€l iHpopmallii 1HIIMM YacTUHAM Tporpamu. B iHmmx
YacTHUHAaX Mporpamu, Hampukian, y meroai MoveCar(), MOXHa OTpUMATH 3HAYEHHS
HaIPSIMKY 102:4% MTOTOYHOTO aBTOMOOLIIA, BUKOPHCTOBYIOUH
currentCar.movementDirection. Lle 103Bojsie BUKOHYBAaTH Pi3HI il B 3aJ€KHOCTI Bij
HaIpsMKY pyxXy aBToMoO11s. Hanpukiias, 3MiHIOBaTH KOOPAMHATH PyXy 10 oci X abo
7, abo BUKOHYBaTH TEBHI omeparlii, crenudiuHi s KOKHOro HanmpsaMKy pyxy. Kiac
CarScript monomarae y3roJKyBaTu 1H(QOpMaIIIIO PO HAMPSAMOK PyXy aBTOMOOLIS Ta

3a0e3neduye 3pyuyHuid JOCTY A0 1€l iHpopMaIllli B IHIIMX YaCTUHAX TTPOTPAMH.

3.2.3. Po3poOka ckpuntiB, (yHKUii AJdsi CTBOpPeHHsI 0araToKJIITKOBHX
aBTOMOOLTIB

Crhiakyroun OJIOK-CXeMaM Ta  3a3[aJeriib  CIPOEKTOBAHOMY  aJITOPUTMY
MOYMHAEMO JOMOBHIOEMO 1ICHYIOU1 (DYHKIIIT Ta CTBOPIOEMO HOBI.

1. ®ynkiito MoveCar 10ormoBHUMO HACTYITHUM YHHOM:

Honaemo 3MiHHY gizmoPos. Lls 3MiHHa BHUKOpPUCTOBYETHCS MJisi 30€peKEeHHS
MO3MIi CITKOBOI TOYKM, 1O fKOi OyjAe MHepeMillleHo aBTOMOOINb. i 3HaueHHs
OOYMCITIOETBCS. Ha OCHOBI Snap Ta JAOJAaTKOBHX IIepepaxoByBaHb, BPaxOBYIOUH
MOJIOKEHHS Mella aBTOMOOLJIS, SIKIO BOHO € MPUCYTHIM.

Jlomaemo ymoBYy, sika miepeBipsie po3mipu aBToMoOuUTs (currentCar.xSize i
currentCar.zSize). SIkmo po3Mipu JOPIBHIOIOTH 3 (SK B JaHOMY BHIIAJKY), TO
BUKOHYETBHCS JOJATKOBA JIOTiKa. B naHoMy BUMaAKy, SIKIIO Yy aBTOMOOUIA € JOYIpHid
00'€KT, 3HAXOJUTHCSI MOTO MO3UIlS MelIa Ta JoJAaeThes 10 gizmoPos, npu npomy Y-
KOOpAMHATa BCTAaHOBIIOEThCS Ha (. 3MiHM 3Ha4YeHHs gizmoPos B 3ajeXHOCTI BiA
HampsMKY pyxy: B posaim switch nogaHo 3MiHM 3HaY€HHsS KOOpAMHAT gizmoPos

BIJIMOBITHO /10 HAIPSIMKY pyXy aBToM0O1Is (currentCar.movementDirection).
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3aMicTh 6e3rmocepeIHbOro BCTAHOBJICHHS [IO3MIT aBTOMOOIIS

(currentCar.transform.position = snap), BBezeMo HOBI1 3MiHHI targetPoint i movingCar.
[{i 3MiHHI BUKOPUCTOBYIOTHCS ISl BKa31BKM METH TMEPEMIIIEHHS Ta BU3HAYCHHS, KU
caMe aBTOMOOUTL Oyne mepeminieHo. Lle 1ae MOXIMBICTH BHKOPHUCTOBYBATH 1HIII
YaCTHHHU KOAY JJIA aKTyalli3allii Mo3uIlii aBTOMOOLIIS.

Yei mi 3MIHM JIoOMararoTh IMOKPAIIMTH JIOTIKY TEPEMIIIEHHS aBTOMOOLIS,
BpPaxoBYIOUH JIOJIATKOBI YMOBHU Ta MapaMeTpH, Taki K po3Mip aBTOMOOLIS.

2. Oynkuiro CanMoveT0 10omoBHUMO HACTYITHUM YHHOM:

BBenemo 3miHHI xdistance 1 zdistance, K1 OOYHCIIOIOTH BIJCTaHb MK ITO3HIIIEIO
position Ta MOTOYHOIO MO3HIII€I0 aBToMOOIA currentCar.transform.position o ocsax X
Ta Z BiANOBIAHO. e 3MIMCHIOETHCS UIIXOM CTBOPEHHS BEKTOPIB 3 PI3HUII KOOPAMHAT
Ta BUMIpY iX BiacTtani (magnitude).

3MIHUMO YMOBY MEPEBIPKU Ha pyXy 0 HOBOI MO3UIIi. 3aMICTh 0€3M0CEPETHBOTO
MOPIBHSIHHS PO3MIPIB aBTOMOOWISL 3 po3MipoM 00'ekTa KoJaljepa, 3aCTOCOBYETHCS
nepeBipka BifctaHed xdistance 1 zdistance BIAMOBIIHO 10 PO3MIpIB aBTOMOOLIA
(currentCar.xSize * gridSize ta currentCar.zSize * gridSize). Lle n03BoJsIE TOYHIIIE
BU3HAYMTH, YW BHCTAYa€ MICI A PyXy aBTOMOOUIS B HOBY TMO3HUIi0. Y pasi
BUKOHAHHSI MEPEBIPKU BIJCTaHEH, SIKIIO BUCTAYa€ MICLS JJISI PyXy, OOUHMCIIOETHCS
boxSize anHamoriuHo A0 TmMoYaTKOBOi Bepcii koxay. IloTiMm 3a mOomoOMOroro
Physics.OverlapBox nepeBipsieTbCcsl HasBHICTh KOJaiiiepiB B 3a/1aHiil 00aacTi position,
BUKOPUCTOBYIOUM SizeScale miisg macmtabyBaHHS po3Mipy KOpoOku. SAKino 3HalgeHO
KoJiaiiiep, SIKUil He HaJIeKUTh TOTOYHOMY aBTOMOOLTIO, TOBEPTAEThCs 3HaUeHHS false.
Axmo Biacrani xdistance abo zdistance He BiAMOBIZAIOTH poO3MipaM aBTOMOOLIS,

BUKOHYETKCS omnieparop return false, OCKUTbKH pyX 10 HOBOI MO3UIIIT HEMOKITUBUH.

CrBoproemo HOBY ¢yHKIIit0 SizeScale.
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Vector3 SnapToGrid(Vector3 position,
Vector3 car)

h 4
position x =
Mathf.Round(position.x /
gridSize) * gridSize

Y
position.y = cary

) 4
position.z =
Mathf. Round(position.z
/ gridSize) * gridSize

Y

Puc.3.3 ®@ynkuis SnapToGrid

s dyHKIis 3acTocoBye macmTaOyBaHHS PO3MIPY BXIJHOTO BEKTOpa input B
3aJIEKHOCTI B po3MipiB aBToMoO1IA currentCar. BoHa BUKOPUCTOBY€EThCS ISl 3MIHU
po3Mipy o0yacTi, fKa TIEpEeBIPSIETbCS Ha KOMI3li 3a JOMOMOTrow  (yHKIT
Physics.OverlapBox.

OcHoBHa MeTa wi€i QyHKIII - 3MEHIIUTH PO3MIP 00JacTl NEPEBIPKU KOJII3iH,
KOJIM aBTOMOOUIb Ma€ po3Mip MeHIe 2X2 KIITHHOK Ha TOoJi. 3MEHIIECHHS pPO3MIpYy
o0JlacTi jomomMarae BpaxyBaTH PO3MIp CaMOr0 aBTOMOOUIS MpH MEpeBIpIl KOJi3iH 1
YHUKHYTH HETPABWIBLHUX PE3YNbTATIB. Y (PYHKINI CMOYATKY MEPEBIPSETHCS PO3MIP
aBromoOuIst currentCar mo ocsax X 1 Z. Skmio po3mip mnepesuirye 1, 3HaYCHHS
BIJIMOBIJTHOT KOOPJIMHATU BXIJTHOTO BekTopa input MHOXkUTbca Ha 0.9f, B iHmIOMY
Bumnanky Ha 0.75f. e 3milicHioe MacmTaOyBaHHsI pO3MIpiB 00JaCTl MEPEBIPKU KOMI31H
BIJIMOBIHO /10 PO3MIPIB aBTOMOO1JISL.

Otpumanuii MacmTabOBaHUI BEKTOp Input NOBEpTAETbCS 3 (QYHKLID A7
noxaneioro Bukopuctanus B (pynkiii CanMoveTo, ne BiH BUKOPUCTOBYETHCS TMPHU
nepeBipI KOMi31id aBTOMOO1IS 3 THIIMMH 00'€KTaMH.

Takox, s TUIABHOTO TIEPEMIIIEHHS aBTOMOOIIS MU JIOMOBHUIU (DYHKIIIO

Update, nogasmu no Hei Bukiuk ¢ynkiii SmoothMovement.
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3. @yukmis SmoothMovement BignoBigae 3a IUIaBHHKA pPyX aBTOMOOLIS.
OcHOBHA 171€s MOJSIrae B MOCTYNOBOMY MEPEMIIICHHI aBTOMOOLIS 3 HOTr0 MOTOYHOTO
TIOJIOXKEHHS JI0 IIJIbOBO1 TOUKHU. Y I (PYHKIIT CIIOYATKY MEPEBIPAEThCS, YU € 3a7aHa
iIp0Ba Touka (targetPoint) 1 yu € BKa3iBHUK Ha pyxoMuil aBToMoOLIs (movingCar).
ko xo4a 6 0J1HA 3 IMX YMOB HE BUKOHYETHCS, (DYHKITISI IPOCTO TOBEPTAETHCH.

[ToTiM 3aCTOCOBYETBHCS IIJIJaBHE TMEPEMINIEHHS 3 T[OTOYHOIO IOJOKEHHS
aBTOMOOUIA 70 IIbOBOI TOYKM 3a jgonomororo Vector3.Lerp. Lleit wmeron
BUKOPUCTOBYETHCS JIJI1 BUKOHAHHS TUIABHOTO IHTEPIOJIAIII MK BOMa TOYKAMH 3
BUKOPUCTAaHHAM  yacy,  npenacraBieHoro  Time.deltaTime 1 mapametpa
movementSmoothness. Ilicis KOXHOTO Kaapy TMepeBipsSeThCs, YU aBTOMOOIb
JIOCSITHYB LIJTOBO1 TOYKH. SIKIIO Tak, TO IIbOBA TOYKAa CKHUIAETHCS HAa MOYATKOBE
3HaueHHa Vector3.negativelnfinity, a Bka3iBHUK Ha pyxomuil aBTOMOOUIb cTae null,
110 TIOKa3ye, M0 PyX 3aBEPIIECHO.

Takum umHOM, ¢yHKIiE SmoothMovement 3a0esmedye IUTaBHUH — pyx
aBTOMOOLIIS BIJ HOro MNOTOYHOrO IIOJOKEHHS OO 3aJaHOol IIJILOBOI TOYKH 3

BUKOPUCTAHHSAM 1HTEPITOJISIIII.

[Ticnst BHECEHHS KOPEKTHB JO IIOYAaTKOBOTO KOAY MPOTPAMH MH MOXKEMO
CTBOPIOBATH aBTOMOO1II 3 0AaraTOKJIITKOBUM PO3MIPOM Ta iX TIABHUM MEPEMIIICHHSIM.
Ham 3anmumaeThcst nuine cTBOpUTU Tpedadu LHUX aBTOMOOLUIIB Ta PO3CTAaBUTH iX Ha

CIIEHaX pPI3HUX PIBHIB.

3.2.4. CtBopeHHs irpoBoi JIOTiKH AJ51 MEHIO TA 3aBAHTAKEHHs PiBHIB
1. ®aiin MenuController Bigmosigae 3a kepyBaHHs MeHIO rpr. CTBOPIOEMO TpHU
3MIHHI-TTIOJIA, 110 BKa3ylOTh Ha 00'ekTH maHenei meHio: menuPanel, LevelSelectPanel

Ta optionsPanel.
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SelectlLevel( typel

menuPanel . SetActive( ¥;
levelSelectPanel. SetActivel 3;
optionsPanel. SetActive( J;

switch(type)
i

case B:

menuPanel. SetActive( J;
break;
case 1:
levelSelectPanel. SetActivel );

nsPanel . SetActive(
break;

Puc 3.4 ®yuxiis SelectLevel

Ctoproemo myomiuny ¢ynkmito SelectLevel. Iis ¢yHkuis npuiiMae mapamerp
type, KMl BKa3ye Ha THUI MaHENl MEHIO, fika Ma€ OyTH aKkTHUBOBaHA. 3aJe€KHO BIJ
3HAYEHHSA type, BOHAa aKTUBYE BIINOBIIHY TaHEIb MEHIO Ta JEAKTUBYE 1HIII MaHEJII.

®ynkiis switch(type) s3miiicHioe mepeBipKy 3HauYeHHs type i BKIIIOYAE IEBHY
MaHeNlb MEHIO, 3aJICKHO B1Jl BUOPAHOTO TUITY:

o case 0: AktuBye menuPanel.
e case 1: AktuBye levelSelectPanel.
e case 2: AktuBye optionsPanel.

s dbyHKIisS M03BOJISIE 3MIHIOBATH TaHETh MEHIO, BUOMpPAIOYM MOTPIOHY OMIIIO
3aJIeXKHO BiJ MEPEAHOTO THITY.

Taxox J1s1 BUXOTy 3 TpY HE0OXiaHO cTBopuTH PyHKIit0 EndGame.

s ¢yHKIS BUKIMKAETHCS TPH HATHCKAaHHI KHONKH "BuiiTm 3 Tpu". Bona
BUKOpUCTOBYE Application.Quit() st 3akputTst mporpamu abo rpu. Takum 4uHOM,
BOHA MPUNNHSIE BUKOHAHHS MTPOTPaMU Ta BUXOAMTH 3 HET.

Takum unHOM ME cTBOpIH Kitac MenuController, sikuii mOBHICTIO 3a10BOJIBHSIE

noTpedamM KOHTPOJIEPY MEHIO TPH.



47

Menu Controller [Seript)

Menu Panel o MenuPanel
ct Panel
anel

haster Mixer i Gamehixer

Puc 3.5 Ckpunt MenuController mpukpimnenwnii 1o irpoBoro 06’exra Ul

2. CtBoproemo ¢yHkiiiro LoadScene. s ¢hyHKITisA, BIAMOBIIA€E 3a 3aBaHTAKCHHS
PIBHS TPH 3aJISKHO BIJ IIepeaaHoro ieHTudikaTopa cienu (scenelD).

st 3aBaHTaKEHHS piBHSA MU BUKOPUCTOBYEMO byHKIIITO
SceneManager.LoadScene. Ile ¢ynkmis 3 Unity API, dxa BHKOpPHUCTOBYETBHCS st
3aBaHTa)KeHHS clieH. BoHa oTpumye napamerp sceneName (Ha3Ba cueHu) Ta loadMode
(peuM 3aBaHTaXCHHSI CLICHH).

LoadSceneMode.Single - e 3HaueHHs nmepepaxyBanus 3 Unity API, mo Bka3sye
Ha PEXHUM 3aBaHTAKEHHA CleHH. Single o3Hauae, mo clieHa Oyne 3aBaHTa)XKeHa 1
3aMIHUThH IOTOYHY aKTHUBHY CIICHY.

Takum 9rHOM, KOIM 11 (QYHKIlIS BUKJIMKAETHCS 3 MEBHUM 3HadYeHHsIM scenelD,
BOHa (JOpMye€ Ha3BY CIICHH 3a IOTIOMOTOIO psiIKa-madIoHy, HampuKia, aKimo scenelD
nopiBHoe 1, To Ha3Ba crenu Oyzae '"levell". IloTiMm BOHa BHKOPUCTOBYE
SceneManager.LLoadScene() s 3aBaHTaX€HHs 1€l CIieHH B pexuMi  Single,
3aMiHIOIOYH NMOTOYHY aKTHBHY CIICHY Ha HOBY.

s ¢yHKIg A03BOJIAE MUHAMIYHO 3aBAaHTA)XXyBaTH pIBHI TPU Ha OCHOBI
NEpPEeIaHoro ieHTHudikaropa CUEHU, L0 MOJErlye PO3IMIUPEHHS Ta KEpyBaHHS

PIBHSIMU Yy Balllli rpi.
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Ht Mixers Master SoundMixer MusicMixer

Attenuation Attenuation Attanuation

Puc. 3.6 3ByKkoBuii MiKIIep I'y4HOCTI 3BYKIB Ta My3UKH y T'pi

3. Creopenns ¢ynkuid SetSound rta SetMusic. Li ¢byHKIT BiANOBIAAIOTh 3a
KEpyBaHHA TYYHICTIO 3BYKY Il 3BYKOBMX €(EKTIB Ta My3UKA B TIpi. BoHu
BUKOPUCTOBYIOTHCS ISl 3MIHM TYYHOCTI 3BYKY Ha OCHOBI 3HAY€HHS, OTPUMAHOTO 3
komnoHeHTa Slider uepes mapameTtp value.

Odynkmis masterMixer.SetFloat("Sound", volume) xoay BukopuctoBye API aymio
Mmikmepa Unity fyist 3MiHH Ty4HOCTI 3ByKOBHX e€(ekTiB. "Sound" Bkasye Ha mapamerp
TYYHOCTI, SIKM Tpeba 3MIHUTH B ayJio Mikiiepi. volume - 1e 3Ha4eHHs T'yYHOCTI,
oTpumane 3 komrnoneHnta Slider. [lepenaBiy HOBe 3HaUYE€HHS TYYHOCTi, BU 3MIHIOETE
P1BEHb I'YYHOCTI JUIsl 3BYKOBHX €(DEKTIB.

Oynkmis  masterMixer.SetFloat("Music",  volume) koay — aHajoOriyHui
MOTEePeTHbOMY, ajie 3MIHIOE TY4YHICTh MY3WKM B aynaio wikmepi. "Music" - 1e
napaMeTp T'y4YHOCTI My3UKHU, SKUN TpeOa 3MIHUTH.

Kommonentu Slider BUKOpUCTOBYIOTBCS JUIsl B3a€MOJIl 3 KOpPUCTyBayeM Ta
perymioBaHHs TYYHOCTI 3BYKY B pealbHOMYy uaci. Komm kopucTyBau mnepemimiae
noB3yHok Slider, 3HauenHs i#oro mnapamerpa value 3MmiHwOeThes. Ili 3HaueHHS
nepenaroThes y ¢yHkiii SetSound(float volume) ta SetMusic(float volume), 1e BoHH
BUKOPHUCTOBYIOTBCS JIJIsl 3MiHU TYYHOCTI 3BYKY 3a JIOMTIOMOTOI0 ay/1i0 MiKIIepa.

B pesynbTaTi, BUKOPUCTOBYIOUH I1i (DYHKIIIT, BU MOXKETE HAIAIMITYBaTH TYYHICTh
3BYKOBHX €()EKTIB Ta MY3HKHU BIJIMOBITHO 10 3HAY€Hb, BCTAHOBJICHUX KOPUCTYBAayeM

3a qonomororo Slider.
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BUCHOBKHA

Jlunmomua  OakanmaBpchka poOOTa 3 TUTaHb PO3POOKKM  TIPOTPAMHOTO
3a0e3MedeHHsl IS JIOTIYHOI Ipu B MOOUIbHOMY nonatky "Parking Logic Game" Oyna
YCIIIIHO BUKOHAaHA. [IpoekT mpoiimoB yepe3 pi3Hi eTanu, MOYMHAIOYHN 3 JOCIiHKEHHS
MPEAMETHOI 007acTi 1 BUBYCHHS 3arajlbHUX MPUHITUIIIB POOOTH MOOUTFHUX JOATKIB
Ta JIOTTYHHX 1TOP.

Y mepmoMmy po3aiii Oyna mpoBeAeHa aHamTHYHA poboTa, ae Oyno BHBYCHO
wiatopmMy MOOUTBHUX JTOAATKIB, @ TAKOXK 3arajbHl MPUHLIUIN POOOTH JIOTIUHUX 1TrOP.
byno mpoBeneHO MOPIBHSUIBHUEN aHaTI3 ICHYIOUHMX JIOTIYHHMX 1TOp JJIsl BCTAHOBJICHHSI

GyHKIIOHATBHUX BUMOT JI0 PO3POOIIOBAILHOTO A0JATKY.

Y  nmpyromy po3nuti  Oyau  OmMcaHl NPU3HAYEHHS Ta BUMOTH IO
po3pobmoBasibHOro gonatky "Parking Logic Game". Byno po3risiHyTo BUOip MOBH
porpaMyBaHHs, CEpPEIOBUINA PO3pOOKH, 0a3u JaHUX Ta Onsia 1HTepdeicy ms
peamizamii (QyHKIiOHaTy Trpu. BianoBigHUM BUOIp CKIAIOBUX CIPHUAE YCIIIIHIMN
peaizaliii MPOeKTy 1 TOCATHEHHIO 0aKaHOTO Pe3yJIbTaTy.

VY tperboMy po3aini omucaHi eranu po3poOku nonatky "Parking Logic Game".
[TounHaroun 3 MOro CTBOpPEHHS B MOOUILHOMY CEpPEIOBHII, OyJ0 OXOIUIEHO pi3HI
aCmeKTH po3pOoOKM, BKIIOYAIOYM JIOTIKY TpH, 1HTepdeiic kopuctyBaya, 0OpOOKy
BXIJTHUX JaHUX Ta 30epiraHHs pekopliB y 0a3l ganux. Bci eranu po3poOku Oynum
YCHIITHO TIPOW/IEH] 1 BUMPOOyBaHi /i 3a0€3MeYeHHS SIKOCT1 1 TOTOBHOCTI JJOJIATKY /10
BUKOPHCTAHHSI.

PesynpTaTomM mnpoekTy € joriyHa MmoOunpHa rpa "Parking Logic Game", sika
MOBHICTIO  3aJIOBOJILHSE ONHWCaHI BHMOTH Ta OCOONMMBOCTI. ['pa mporonye
KOPUCTYyBa4aM BUKOHYBAaTH JIOTIYHI 3aBJAHHS PI3HUX pPIBHIB CKJIAJHOCTI Ta MOXKE
JIOTIOMOT'TH TIBUIKO CKOPOTAaTH 4ac ouikyBaHHS. [lomatok 3abesneuye Oe3nepebdiitHy
poOOTY 1 MOXE B3a€MOJIISATU 3 OararbMa KOpUCTyBauyaMH OJTHOYACHO.

Mobinbna rpa "Parking Logic Game" Mae mnepcnekTUBY ISl MOJANBIIOTO
pO3BUTKY 1 po3mupeHas (QyHkiionany. Ile mactb MOXIUBICTH ONTHUMI3YBaTH
IMOJIETIIMTH BUPIMIEHHS 1€ OUIBIIOTO CHEKTPY JIOTIYHUX 3aBJaHb B MOOLIBHUX

OJaTKax.
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