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INEPEJIK YMOBHUX ITIOBHAYEHb, TEPMIHIB

Tepminu [TosicHeHHs TepMiHIB
[TpoexTyBaHHs nporpamuoro| Eran po3po0KH, Ha SAKOMY
3a0e3neueHHs BU3HAYAETHCS  apXITEKTypa,  JIOTiKa

B3a€MOJII1 M1XK C#-ckpuntamu,
iHTepdeiic  kopuctyBada.  MeToro
MPOEKTYBAHHS € CTBOPCHHS]
KpOoCIIaT)OPMEHOi, OTNITUMI30BaHO]|

HaBYaJIbHOI IPU.

['eitmidikaniss HaBYaHHS

Merton 1HTErpaiii irpoBUX MEXaHIK Y
OCBITHIM Tpoliec JJisg  IIiJBHUIICHHS
3TYYEHOCTI Y BHBYCHHS JHUCIUILIIHU

cepell CTY/ICHTIB.

[rpoBuii pymriit

CremianizoBaHe porpaMHe
3a0e3neueHHs, sgKe Hagae 0a30Bi

TEXHOJIOT1 JIJ71s1 pO3pO0KH 1rop.

Canvas Ul

KomnonenT  cucremu  rpadgigyHOTO
inTepdeiicy Unity, skuii BucTymae B
pOJIi MPOCTOPY, A€ PO3MINIYIOTHCS YCl

€JIEMEHTU KEPYBaHHS I'POIO.




BCTYII

Y cydacHoMy CBIiTI IU(PPOBUX TEXHOJOTIH 1HQOphopMaIliiiHi Mepexi
BIIIrPalOTh BAXIJIMBY POJIb Y KUTTI KOXKHOI JIFOAUHU. HalO1IpI1 aKkTyaTbHUMH
SBJITFOTHCS. TIPOTPAMH, SKi TPU3HAYCHI 711 TIOKPAIICHHS HAaBUYaHHS Cepej
CTYJICHTIB, OCKUIbKH €(DEKTHBHE HAaBUAaHHSA € OJHUM 13 KIIFOUOBHUX IOKA3HHKIB
YCHIIIHOCTI CepeJl CTYACHTIB.

TpanmumiiiHi MeTOaW HaBYaHHS MAalOTh HHU3KY HEJOJIKIB: BHCOKA
HMOBIPHICTh MOMHJIOK, BIICYTHICTh MOTHBAIII1, CKIQJAHICTh Y PO3yMiHHI HOBOT'O
Marepiaily. Y 3B’S3Ky 3 TaKMMHU NMpoOJeMaMM BUHUKA€E MOTpeda y CTBOPEHHI
POrpaMHOro 3a0€3MeYeHHs, sKe 3a0e3MeYuTh CTyJEeHTaM HaaiiHy Ta
edeKTUBHY MOKJIMBICTh BUBYATH 1H(POpMAIlIHiHI MEPEX] HE OOSTUUCH JOIMYCKATH
TTOMUJIKH.

[IpoexTyBaHHSI MPOTPAMHOTO 3a0e3MeUEHHs NIl BUBYCHHS TUCHUILTIHU
“Indopmariitai mMepexi” mnepeadadae B cobi KOM(POPTHUN KOPHUCTYBAIbKHIA
1HTEeppEeiC, MNOKPOKOBE IMIJBHUILEHHS PIBHSI CKJIAJHOCTI Ta MOKJIMUBICTb
nepe3anycKy piBHS B pa3l HeBaadl. BaXJIuBHUM acleKTOM € MOXKJIUBICTH
MOJJAJTBIIIOTO PO3MIUPEHHS (yHKIIOHANA TpH. [1]

Merta po6otu — po3pobka HaBYaNbHOI rpu 3 nuctuiuiind “Tadopmarriiini
Mepexi”, CIPSMOBAHO1 JJIsi MABUIICHHS MOTHBAIIl Ta 3aJly4€HOCTI CTYJEHTIB
JI0 BUBYCHHS JAHOI TUCITUTIIIHY.

OG’exT po3poOKKM — TporpaMHe 3a0e3rmedeHHs I rermidikarii
HABYaHHA 3 IucuuIUIiHu “IHdopmartiitHi Mepexi’.

[IpeameT po3poOKM — METOAM, ANTOPUTMHU Ta APXITEKTYpHI pIIIEHHS
MPOEKTYBAHHS HABYAJIBHOI T'PH, BKJIIOYAIOYU JIOTIKY, CTPYKTYpY pIBHIB,
KoM(opTHUH iHTEpPEiic Ta KpocIIaTHOPMEHICTb.

Metoau JOCTiTKEHHSI — 3aCTOCOBYBABCS aHAJ3 MPEAMETHOI 00J1acTl st
BUBYCHHS crerudiku mucnumuniau  “Iadopmariiini Mepexi” Ta BH3HAUYCHHS
BUMOT JI0 TeiMidikailii HaB4aJIbHOTO Marepialy. MeToj CUCTeMHOro aHajizy

JI03BOJIUB PO3IJIIHYTH TPy SIK LUIICHY CHCTEMY, IO BKJIOYae B cede
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B3a€MOINOB’A3aHl KOMIIOHEHTH. MOJENoBaHHsI BUKOPUCTOBYBAJIOCH ISt
noOy1I0BY JIOTIKH B3a€MOJII 3 MEPEKEBUMH 00’ €KTaMU Ta apXITEKTYPH ITPOBUX
piBHIB. [IpoekTyBaHHS MPOTpaMHOTO 3a0e3MeyeHHs] 3a0e3MeYnIo0 BUHAYCHHS
CTPYKTYpY TpHu Ta creHapii kopuctyBada. Ilim gac Gesmocepennroi peamizartii
3aCTOCOBAHO METOJI 00 €KTHO-OPIEHTOBAHOI'O IMporpamyBaHHsT MoBolo C# B
cepenoBuii po3poOku Unity, mo 3a0e3meumsio THYYKICTh B KOJyBaHHI.
Oxpemuil MeTOJ aHamily BHKOPHUCTOBYBABCS I IHTErpallii OKpEeMHX
KOMIIOHEHTIB Irpuy (iHalbHy KpociuiarGopMeHHy 30ipky. [6]

AKTyalbHICTb PO3pOOKH — Yy CydacCHOMY pO3BUTKY i1H(opMamiiftHux
TEXHOJIOT1 TpaJuLIiHI METOIU HaBYaHHS YacTO AEMOHCTPYIOTh HEe(EKTHUBHE
3anmydeHHsl cryaeHTtiB. ucuuronina “IHdopmariiini Mepexi” € OJIHIEI 3
HalBAXJIMBILINX, aJlé BOJHOYAC 1 CKJIAJHOK NJIsi CIPUUHATTS 4Yepe3 BEJIUKHI
o0cAr TEOpeTUYHOro Marepiany. 3acTocyBaHHsS reiMidikaiii J03BOJISE
3aMIHUTH HYJHUW OCBITHINA MpOIIEC, MIJBUIIATA MOTHBAIII0 Ta CTUMYJIOBATU
iHTepec y CTyleHTiB. Po3poOka Takoro mnporpamMHoro 3a0e3neyeHHs
B1JIOYBA€ETHCS y BUTJISAI HaBUajabHOI 2D-rpu jae 3Mory Bi3yanizyBaTd CKIIaJIHI

MEpEXEB1 MPOLIECH.



1.INIOCTAHOBKA 3AJTAYI

Meroro naHoi poOoTH € po3poOka HaBUaIbHOI 2D-rpy 1isi BUBUYEHHSA

nucuuuniag “ladopMariitai Mepexi” I MiABUIIEHHS MOTHBAIlI] Ta eEKTUBHE

3aCBOEHHS 3HAHb cepell CTYACHTIB. JIJig JOCATHEHHs IIi€l MEeTH HEOOX1THO

BUPIIINUTHU TaKi 3aBJaHHS:

1.

[IpoBectn anHami3 mpeAMETHOI 00J1acTi, IOCTIAUTH crenudiky
reiimiikanii Ta BU3HAYUTU OCHOBHI BHMOIM JIO ITPOBOIO
3aCTOCYHKY.

Po3pobutu n0TiuyHy CTPYKTYpYy ITpOBHUX PIBHIB, IIO Bi0OpaXka.Th
KOHLIETIII Ta IPUHUIMUIN 1H()OPMALIHHUX MEPEK.

CrpoekTyBaTH apxXIiTEKTypy MpPOrpaMHOro 3a0e3MedeHHs, IO
3a0e3mneuye B3a€EMO/III0 MK ITPOBUM PYIIIEM, JisSIMA KOPUCTyBaya,
JIOT1KOIO MpOorpecy Ta intepdeiicy.

PeanizyBaru rpy moBoto C# 3 Bukopuctanusim OOII B cepenoBuiii
po3pooku Unity.

3abe3neunTit  KpOCIIaTGOPMEHOCTI IS MOXJIMBOCTI  MOTO
CTablIBHOTO 3aIMyCKy B onepariiaux cuctemax Windows ta Linux.
Po3poOut rHYy4YkuMi Ta IHTYiTUBHO 3pO3yMUIMH 1HTep(eiic
KOpUCTyBaua g 3a0e3nedeHHs KOMGOPTHOTO BUKOPUCTAHHS
MPOTPAMHOTO 3a0€3MEYEHHSI.

[IpoBecT  TeCTyBaHHS  TPOTPAMHOTO  3a0€3MEUeHHS IS
KOHKPETHOCTI poOOTH, HAAIHHOCTI Ta BIAMOBIIHOCTI IMOCTABICHUM

BUMOT'aM.

BukonaHHs1 BU3HAYCHHX 3aBAaHb JI03BOJUTH CTBOPUTH (PYHKI[IOHATBHY Ta

KpocIlaT@OpMEHy HaBYJIbHY TPy, IO JOIMOMOXE IMJABUIIUTH 3aTy4EHICTh

Cepell CTY/ICHTIB 10 BUBUCHHS 1HPOPMAIIITHIX MEPEK.



2. IHOOPMAIIHHUMN OI'JISI

2.1. Orasa po3po0d/ieHoi HaBYaabHOI 2D-rpu

Hacamnepen mnorpiOHO iHcTamoBatu rpy. s 1mporo moTpioHO
3aBaHTAXUTH apXiB 3 BIAMOBIJHOIO BEPCIEI0 TPH, 3aJEKUTh BiJ cucteMu. B
JOCTYTI € HassBHI ABi 30ipku mig cuctemu Windows ta Linux. Bubpanuii apxis
CJI1J1 pO3MAKyBaTH y 3pYYHUHN ISl BAKOPUCTAHHS KaTaJjor.

3anmyck Tpu BiIOyBa€eThCs 3a JOMOMOIOI0 BIAMNOBiAHOTO (aitny B
PO3IaKOBaHOMY apXiBi:

1. Jusa OC Windows - 3amyck (aiiny 3 po3IIHPEHHSM .EXE,;
2. Jnst OC Linux — 3amyck ¢aiiny 3 po3mmpeHHsM .X86_64.

HaBuanHs B nopaTtky copsiMoBaHe Ha (OpMYBaHHS y CTYJICHTIB Ha
pPO3yMiHHI TOOYJJOBM MEPEKEBUX MOTOK Ta MaplipyTu3auii 1anux. ['paBens mae
MO>KJIMBICTh B3a€EMOJISITH 3 ITPOBUM TIIOJIEM, PO3TAIIOBYBATH Ta OOEpTaTH
OJI0KK-B1I0OMBAYl JIJIsi TOTO, MO0 CHPsSMYBaTH BIAMOBIAHHMKM MOTIK 1H(OpM™MaIIii

i mepeaaBaya 0 KiHIeBoi Mepexi (pucyHok 2.1).



L ProjectGame

Mirrors left: 2

Pucynox 2.1. — Intepdeiic mini-rpu “BigbuBanHs IpoMeHIO T1aHUX

Ha nanomy ckpunioTi (pucyHok 2.1) mpoaemoctpoBaHo poOode BIKHO
Neplioi MIHI-TpH. Y JIIBOMY BEPXHbOMY KYTKYy €KpaHy pO3TalllOBAHHIA
KOMYTaIliMHUNA TpUCTpIA  (MapuIpyTU3aTOp), SKHM BHUCTYMA€ JHKEPETIOM
reHepaiii IpoOMeHIo JaHux. Mera cTyJieHTa B 1aHii I'pi JOBECTH JaHUN MPOMIHb
70 KIHIIEBOI TOYKHM (KOMIT'IOTEpa), IO 3HAXOJUTHCA Y TMPABOMY HUKHBOMY
KYTKY, YHUKAIOUHW TIEPEIIKO]T Ha PiBHI.

JUnst HaBirauii mij yac rpu Bropi AofaHo rpadiunuil iHTEepdeic s
kopuctyBada. Knonku “Menu” ansg Buxoay y rojiioBHe MeHro Ta “Restart” mms
nepe3anycky NOTOYHOTO piBHsS. Y MpaBOMY BEPHbOMY KYTKY B1AOOpa)kaeTbCs
miunsHUK “Mirrors left”, skuii Bkasye Ha KiJIbKICTh JJOCTYITHUX BiJIOMBadYiB, 110
OOMEXYIOTh MaKCUMaJbHY KUJIBKICTh KPOKIB Ta 3MYIIyE CTYJEHTa NIyKaTH
HaWOUIbII KOPOTKUM 1 ONTUMATBLHUN MapIIPYT.

Hpyra MiHi-Tpa y HaBYaJIbHOMY JOJATKy IIe Tpa “3’€qHaHHS APOTIB”,
JIoTiKa TPHU 3aKIIOYAEThCA B MpoIeci MoOyAOBH KaOENIbHMX CUCTEM. Burmisia

po60UYOro MPOCTOPY MiHI-TPU HABEACHO B pUC. 2.2.



ProjectGame

Pucynox 2.2. — Intepdetic Mmini-rpu “3’€THaHHS IPOTIB”.

Ha ckpunmoti (PucyHok 2.2) 300pa’keHO MOYaTKOBY CIIEHY MiHI-TpH, JIe
y BEpPXHIM Ta HWKHINA YacTHMHAX pO3TallOBaH1 MOPTHU MIJIKJIIOYEHHS, 1110 MAIOTh
BIIMOBIHI KOJIbOPU. 3aBlaHHS CTyJACHTa IOJsArae y 3 €JHaHHI JPOTIB
BIJIMOBIHUX KOJIBOPIB.

3’eqHaHHSA JAPOTIB BUKOHYETHCS 32 JIOMIOMOTOI0 MUIIKUA IUIIXOM
yTpUMaHHS Ta TEPETSIryBaHHS KaOens BiJ TMOYATKOBOI TOYKHU JI0 KIHIIEBOI
BIJIMOBIHOTO KOJBOPY. [l 3pydHOCTI y JIIBOMY BEPXHBOMY KYTKY €KpaHy

J0J1aHO KHOTIKY “Menu”, sika 103BOJIsi€ TOBEPHYTUCH JI0 TOJIOBHOT'O MEHIO TPH.



10

2.2. Orasa HaBYaJIbLHOI rpu-roJioBogomku “7 Billion Humans”

PosrnstHemo HavanbHy rpy-rojgoBosiomMky “7 Billion Humans”. [2]
Hacamnepen rpy motpibHo iHcTamtoBaTu. s 1p0oro moTpiOHO 3HAWUTH
rpy mig Hazsoro 7 Billion Humans B kpamuuii “Steam” (puc. 2.3), abo nepeiitu

3a BIJMTOBIIHUM TIOCHIIaHHS B Opays3epi.
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v« 7Billion Humans y Steam X o+

€« (¢} 25 store.steampowered.com/e Billion_Humans/?I=ukrainian

9 STEAM CMINbHOTA IHOOPMALYIA MIATPUMKA

i
Bu He Baiifwnn!

BigkpuiiTe 1410 CTOPIKKY B 3aCTOCYHKY Steam, W06 4OAATH NPOAYKT A0 CMCKY GaxaHoro, BACTEXYBATY Yl KyTIUTH HOT0, A TAKOX
nepernaHyTv pekoMeHpaLii

7 Billion Humans

Pucynok 2.3 — Ctopinka rpu B KpamHHII Steam

VY rpi mepenbayeHi 3pydHi IHCTPYMEHTH JJii BUKOHAHHS pIBHIB, IO
JOTIOMOTa  YHUKHYTH  MOJJIMBOCTI BUHUKHCHHS KPUTHYHUX ITOMUJIOK.
KopuctyBau mo’ke 3ajaBaTd JIOTIYHI YMOBH, 30KpeMa IMEPEBIPKY HASIBHOCTI

MEPENIKO/I, MAPIIPYTIB 3aBASKH 3a3HAYECHHIO KOHKPETHUX MapaMeTPiB B3a€MO/I1i

(Pucynok 2.4).

You got: COMMENTS!
Use 1o help organize your
programs, Or draw pictures of cats!

Pucynox 2.4 — Ilpukiian B3a€EMo/Iii KOPUCTyBayda 3 TPOIO
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Y rpi € Bizyam3aimis mnpouaeHux piBHiIB (PucyHok 2.5), a Takox
MOCTYIIOBE MIABUIICHHS PIBHS CKJIAAHOCTI, IO BIAITPa€ BaXKIWUBY pPOJIb Y

PO3yMiHHI CTPYKTYPH Ta MPAaBUILHOCTI A1l KOpHUCTyBaya.

: @ Checkboard Organization

: @ Fill the Floor

Biometric Access
(;) Neural Pathways

Budget Brigade 2 : (D My First Shredding Memory

@ Budget Brigade 1|

: @ Sorting Hall

Pucynok 2.5 — JlepeBo piBHIB

VY rpi nepeadayeHo TaKOXK MEHIO KOJHM pPiBeHb OyB YCIIIIHO MPOMIECHUH.
B manomy MeHI0 BKa3aHO 3a CKIJIbKU XOJIB MOXXHA ONTUMAJILHO CIPABUTHUCH 3
JAaHUM 3aBAaHHSAM, Y pa3l BUKOHAHHS I1€] YMOBU MOKHA OTpUMAaTH JOAATKOBI

0anu, abo mpocto npoaoBxkutu rpy (PucyHok 2.6).
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Checkerboard Organization J

Optional Size Challenge 7 .
Use 7 or fewer commands.

= Your current solution uses 155 commands.
Y:Huaﬂmm

Optional Speed Challenge

Complete in 100 or fewer seconds, averoged over 25 random fests.

_ e

Your solution completes i 42 seconds, on
Your ofl fime fastest solution averged 42

*These challenges can be very difficult! And in many cases, not
possible to optimize both simultaneously with one solution.

Pucynok 2.6 — MeHto mpoieHOro piBHS

Takoxk KpiM HaBYaJNbHUX PIBHIB € pO3BaXarodi, 5Kl CIYT'yIOTh
HEBEJIMYKUM BIAMOYMHKOM, 3a3BHuYail Taki piBHI ab0 MaloTh MiHIMAJIbHY
KUIBKICTh KOMaH/, a00 1 30BCIM CHPOEKTOBaHI y MOBHOCTIO PO3BaXaJIbHOM

xapakrepi (PucyHok 2.7).

Pucynox 2.7 — PiBeHb 1151 BiIIOYHNHKY
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IlepeBaru rpu:

1. Jlo3Bousie meTanbHO KOHTPOJIIOBATU JCTANbHI 3B’S3KH, TJIAHYBATH
pIlIEHHS PiBHS, 110 POOUTH JOAATOK 3pYYHHM B MEKaX HaBYAHHS
JIOTIKH.

2. 3a0e3nedyye MOXKJIMBICTh B3a€EMOJIATH 3 BEJIMKOI KUIBKICTIO
00’€KTIB 0JTHOYACHO, (DIKCYBaTH ITUKJIaMH TTOBTOPIOBaH1 omepariii, a
TaKOX PO3AUIATH POOOTY MIXK IEPCOHAKAMHU TPH.

3. IlpucyTHs  1HTepakTMBHA Mama piBHIB, 3amam’ sITOBYBaHHS
MPONJCHUX pIBHIB, OIMpPAIIOBaHHA MOOYIOBAaHOI KOPHCTyBadeM
JIOTIKH.

4. TlinTpumka KpocriaaTdhOpMEeHOCTI, cTabuUlbHa poOoTa Ha pI3HUT

onepauifHuX CUCTEMAX, B TOMY YHCIII 1 MOOUIbHHX TenepoHaXx.

Henomniku rpu:
1. Bumarae npua0OaHHs IJIATHOT JIILIEH3II.
2. BiacyTHd MOXJIMBICTH TEPErysiy MPOXO/KEHHSI PIBHS 1HIIUMHU
KOPUCTyBa4aMH.

3. BiacyTHiCTh miJICKa30K M 9Yac MPOXOKEHHS BAXKKHUX €TaIliB TPH.

I'pa 7 Billion Humans e nosomni Hemoranowo B cdepi HaBUATLHUX irop. I
OCHOBHMMH TIepeBaraMM € Bi3yadi3aimisi BHUKOHAHHS KOAY, JIOT1YHO
CTPYKTYpOBaH1 3aBJaHHS, IMOKPOKOBa TMEpEeBipKa CKIAIEHOTO alropuTMa, a
TaKOX M0 JY>K€ BaXKJIMBO 1€ OPUTTHATBLHUN MIIX1] O aBTOMATHU3allil MPOIECIB.
3aramom 1 Tpa J00pe MIAXOAWTH JUIsl 3HAMOBCTA 3  KOHIIEMIIIEIO

0araTronoTOKOBHX OOYMCIIEHB Ta PO3BUTKY AJITOPUTMIYHOTO MUCJIEHHS.
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3. TEXHIYHA PEAJII3AIIIS TA TECTYBAHHSA

3.1. ApxiTeKkTypa Ta KepyBaHH 00’€KTamMu B cepenoBuii Unity

Jlns Toro mo0 rpa cTabiibHO MpalffoBaia y MPOEKTI OyIo peai3oBaHO
CUCTEMY KepyBaHHs 00’ekTamu. OCKUIBKU Tpa 3aaymyBayacs sl 3alyCKy Ha
HaBUYAJBHUX KOMIT IOTEpax, TOMY 3aMICTH BUKOPUCTAHHS BAaXXKUX JaHUX YCS
jorika Oyna moOyJaoBaHa BUMK/IIOYHO Ha 0a3i kommoneHTiB UNity: MeHnemkepi
cieH, npedadiB Ta BOy10BaHUX KJIACIB.

B3aemonisi kopuctyBaua 3 cepeloBUIIEM Y KOXHIM 13 ABOX MiHI-irop
peanizoBaHO 3aBISKH IIMM TPhOM OCHOBHMM IIpollecaMm: IHiIiajizaiii piBHIB,
3YNTYBaHHA Jiil Ta JWHAMIYHOMY OHOBJIEHHI. KOXeH 13 HHUX sBislE COOOIO
HACTYTIHE:

1. Inmimiamizaiist piBHIB — apXiTEKTypa 3aBaHTAKEHHsI PIBHIB, pO3TalllyBaHHS

JOKEpEJT Ta UIbOBUX BY3IiB.

2. 3unuTyBaHHS J1i — BIACTSKEHHS B3a€MOJIIi 3 BiAOMBauyaMM, HaTUCKAHHS

KHOIIOK 1HTep(delicy Ta NepeTaryBaHHs JPOTIB MUILEHO.

3. JlunamiuHe OHOBIIEHHS — HIOKAJAPOBUN MEPEPAXyHOK TPAEKTOPIi MOTOKY

JAHUX Ta IIOKaJIPOBE BiIMAIILOBYBAHHS JIPOTIB.

TexniuHo rpa po3diieHa Ha JIBI YaCTUHHU. 3a PO3paxyHKH Ta JIOTIKY
BIAMOBIAaI0Th CcKkpunt Ha C#, a 3a B3aEMOJII0 CTyJeHTa 3 00 €KTaMu —
IHTYITUBHO 3pO3yMUINI 1HTEp(ENC.

KepyBanHs irpoBuM mporiecoM y po3poOjeHidt Trpi moOymoBaHW Ha
B3a€EMOJIIi KIJIbKOX 4YacTUH kony. Ilim vac crapTy Oynb-sSKOro piBHS cHUCTEMa
aBTOMATUYHO 3YUTYE KOH(QITYypaIito 0OpaHOTo PiBHS Ta 3allyCKae alrOpUTM
MIATOTOBKH CIIEHU. Y II€il MOMEHT IS TEPIOi MiHI-TPU aKTUBYETHCS CKPHUIT
RayEmitter, sikuit BifIoBiae 3a BUIMYCK MTPOMEHIO JaHUX 13 MapIIpyTH3aTopa Ta
BCTAHOBJIIOE JIIMIT JOCTYIMHHUX BIJOWBAYiB, TOJ1 SIK JApyra MiHi-Tpa 3 JIPOTaMH

CTBOPIOE HA IMOJ1 MOPTH 3 BIJIMOBITHUMH KOJILOPAMH.
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BaxxnuBy ponb y cTab1IbHOCTI TEMMIUICIO BIAITPa€e CUCTEMa BiJICTEKEHHS
31TKHEHb, SIKa MOCTIMHO MepeBipsie CTaH 00 €KTIB MiJ Yac rpu. 3a JOMOMOTOI0
CTaHIAPTHHUX 1HCTpyMeHTiB Unity cucremMa MOXKe UITKO BH3HAYaTH UM
TOPKHYBCS IIPOMiHb JAHUX BCTAHOBJICHOTO BigOMBaua IMiJ MPaBUILHUM KyTOM,
a00 4u 30IraroThCs KOOPJAMHATH MPOMEHIO 3 KiHI[EBHUM KoMIT toTepoM. Komu
CTYJIEHT B3a€MOJIE 3 €JIeMEHTaMHu T'pH, MporpamMa B peajbHOMY 4Yaci OHOBIIIOE
KOOpAMHATH Ta MUTTEBO BiOOpaXkae 3MiHU Ha €KpaHi.

TectyBaHHS poO3po0JIeHOI TpU TOJATAIO Y TIepeBipIi CTaOIILHOCTI
IrpOBOTO MpOLIECy, KOPEKTHOCTI BIJOMBAHHS MPOMEHIB Ta KOPEKTHOI (ikcarii
JpOTIB BIJMOBIIHUX KOJBOPIB. TecTyBaHHS MPOBOAMIIOCH 3allyCKOM TpU Ha
nBox pinux miardopmax: Windows 11 ta Linux CachyOS.

TecTyBaHHS IrpOBUX (QYHKIIIN:

1. TecTtyBaHH# 3aycKy Ta 0OMEKEHb PIBHIB:

e [lepeBipka KOPEKTHOTO 3aITyCKy PIBHIB.
e [lepeBipka KOPEKTHOrO BiJI0Opa)K€HHs 1HTEp(eicy Mpu 3amycKy
piBHS

e [lepeBipka poOOTH JTIYMIILHUKA B1IOMBAYIB.

2. TectyBaHHA TpacyBaHHS Ta JIOTIKUA MPOMEHIB:
o [lepeBipka oOuMcCIEHHSI KyTa BIIOWUTTSA MPOMEHIO TPH B3aEMOII 3
BlIOMBaYeEM.

e [lepeBipka MOBEIIHKN MPOMEHIO MPU 31ITKHEHHI 3 MEPEIIKOAAMH.

3. TecryBaHHs 3’€THaHHS APOTIB:
e [lepeBipka mIaBHOCTI CIIAYBaHHS APOTY 3a KypCOPOM MHIIII.

e TecTyBaHHs JOTIKH 3’ €IHAHHS IPOTIB.

4. TectyBaHHA CTa01ILHOCTI KPOCTIIATHOPMEHOCTI:
e [lepeBipka BIJACYTHOCTI 3aTPUMOK Yy JBOX BepcisiXx rpH, abo
BUJIbOTIB.

e [lepeBipka KOPEKTHOCTI y poOOTI (haitsiiB TBOX 301POK.
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3.2. IIoKpOKOBHIi AJITOPUTM POOOTH KOIY

3anmyck rpu 3ycTpidae HaC MIHIMAJIICTUYHUM TOJIOBHUM MeHIo (PucyHok
3.1), ne xopucTyBadeBi qocTymHi ABI KHONKU: “Play” mys moyarky rpu ta “EXit”
1Tl BUXOMY 3 TpH. SIKI0 HaTUCHYTA KHOMKa “EXIit” rpa 3aBepurye cBor poOoTy.
[lpu HatuckanmHi Ha “Play” 3amyckaeTbcs CKpUI  MEHEIKEPY CIICH
SceneManagent i mepekuye KOpUCTyBayua /10 HACTYIMHOTO BiKHA BHOOPY PiBHIB

(Pucynoxk 3.2).

Pucynox 3.1 — I'osioBHE MeHIO

CR ProjectGame

Glass Levels

B I AN N

Wire Levels

Pucynok 3.2 — MeHro BuOOpy piBHIB
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Ha puc. 3.2 BimoOpaxaroTbCsi NOCTYIHI piBHI. SIK TUIBKM KOPHUCTYyBay
HATUCKA€ HA OJWH 13 JBAHAAISITH JOCTYMHWX PIBHIB yCsI TOJAjbIa JIOTIKA
nepenaetscs ckpunrty LevelManager. Ckpunt aBTOMaTHYHO CYHMTYE JIaHi
oOpaHoro piBHS 1 101a€ HEOOX1/IHI €JIEMEHTH PiBHS Ha IrpoBe MOJIe.

VY Mmexax nepiuoi MiHi-Tpu “BinOuBaHHS TPOMEHIO TaHUX~ 3aMyCKAETHCA
ckpunt RayEmitter, skuii mnpopaxoBye pyX MPOMEHIO 3a JOMOMOTOIO
tpacyBanHs Physics2D.Raycast. OmHodacHo 3 1iuM Ha iHTepderici OHOBIIOETHCS
JTYMIBHUK AOCTYNMHUX BigOuBauiB “Mirrors left”. ITpu HaTuckaHHI HA MyCTOMY
Micii Ha poOo4YOMy BiKHI 3’SBISIETHCS BIAOMBAY MPOMEHIO 1 CTYICHT MOXKE
o0epTati HOro 3MIHIOIOUM HANPSIMOK MPOMEHIO. SIKIIO TPOMIHB JOCATaE
KIHIIEBOT TOYKH B Mepexki (KOMIT'IOTEpa) PIBEHb BBAXKAETHCS MPONIACHUM 1
MOJKHA MTePEUTH JI0 HACTYITHOTO PiBHS HaTUCKaHHsIM KHOTKH “Next Level” (Puc.
3.3). Sxmo KopHCTyBau MPUITYCTUBCS TOMUJIKH, TO HATUCKAHHSA KHOIIKH

“Restart” nepesamnyckae NOTOYHUN piBEHb Y TOUYATKOBUM CTaH.

R 2

NEXT LEVEL

Pucynox 3.3 — YcmimHo 3aBepiieHuii piBeHb

VY Mmexax apyroi MiHI-Tpu “3’€HaHHS IPOTIB” HA CTAPTI 1HIIATIZYIOThCS

noptu 3 BignoBimHuMmu Kojbopamu. Ckpunt WireController mouunnae
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BIJICTEXKYyBaTH No1i Muli. Skio Oyne yrprMaHa j1iBa KHOMKA MUIII Ha OJHOMY
13 TOYAaTKOBHX KOJBOPOBHUX TMOPTIB 3allyCKA€ThCS AITOPUTM JAHUHAMIUYHOTO
MaJIFOBaHHs JIiHIT 3a gormomororo iHcTpyMmenTta LineRenderer. I'pa mokaapoBo
3YUTY€ MICLIE 3HAXOKEHHS Kypcopa 1 OHOBJIIOE TOUYKHU. Y MOMEHT BiJITyCKaHHS
KHOIIKM MUIII CUCTEMA MEPEBIPSE YU CXOAATHCSA KOJIBOPHU MOPTIB, SIKIIO KOJIbOPH
301raroThest 3’€JHaHHA (DIKCYETHCS, a SIKIO CTYACHT MPUITYCTUBCS MOMUIIKH, TO
JHIS aBBTOMAaTUYHO BUIAIIIETHCS.
Kpok 1. 3amyck rpu
[Ipu BiAKpUTTI TPH:
e [HIIATI3YIOThCS €IEMEHTH 1HTEepdelCcy TOJIOBHOTO MEHIO.
e BisyauizyroThcs J1Bi OCHOBHI KHOmKH “Play” Ta “EXit”

e [lpu HackauHi “Play” BiakpuBa€eThCst BUOIp PiBHSL.

Kpok 2. [Himiani3zanis irpoBoi CLEHH.

['pa HayamToBye napameTpu:
e 3aBaHTaxye npedadu JKepes NaHuxX, IpuiiMadiB Ta KOMYTaTOPIB.
e Bucrasns crapTroBi kKoopauHatu npedadis.

e OHoOBIIO€ 1HTEp(ENC KOPUCTYBAYA.

Kpok 3. B3aemosist kopucTyBaua 3 mMojem.
KopucryBau BUKOHYE Aii:
e 3MIHIOE€ KyTU HaxWIy BiJIOMBaYiB.

e VYTpumye Ta nepeTsarye ApOTH BiJ TOYATKOTO JPOTY 0 KIHIIEBOTO.

Kpok 4. JIlunamiuHui nepepaxyHoOK Ta TpacyBaHHS.
[I{oxaapoBO BUKOHYETHCA:
e 3amyck mpoMeHto yepe3 Meron Physics2D.Raycast.
e (OOuuciaeHHS TOYOK 3ITKHEHHS Ta BIJOUTTS.

¢ Bisyanizanis 3’ennandb yepe3 LineRenderer.
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Kpoxk 5. [lepeBipka JOTIYHUX YMOB MPOXOKEHHS.
Cucrema anainizye QpiHanbHI pe3yIbTaTH:
e [IpomiHb JAaHHUX JOCAT KOMII'I0TE€pa — piBEHb MPOWUICHO.

e JlpoTu 0OIHAKOBUX KOJILOPIB 3’ €HAHI — PIBEHb MPOHICHO.

Kpoxk 6. Pectapr piBHs.
[Ipu HaTuckaHHi KHOMIKH “Restart”:
e Jlinii Ta 00’€KTU CTUPAIOTHCS 3 TIaM ’SITi.

e Bci enementu IMOBCPTAKOTHCA 10 IMTOYATKOBUX 3HAYCHHD.

Kpox 7. 3aBepiieHHst poOOTH.

[Tpu HaTuckaHHI KHOMKH “EXit” y TOJIOBHOMY MEHIO Tpa 3aKPHBAETHCS.

PeanizoBanuil ajropuT™M YCIIIIHO BHpILIY€E 3aBJAaHHA MOJEIIOBAHHS
IpOLECIB Ta JUHAMIYHOTO OHOBJIEHHS  IPOBOTO  €KpaHy. 3aBIsSKH
BUKOPUCTAHHIO MEXaHI3My IIBUIKOI TNEPEBIPKH TETiB JIOAATOK IPALIO€
cTalOuIpbHO 1 0e3 300iB. [IpoeKkT He mepeBaHTa)Xkye KOMII IOTEpP, 110 TapaHTye

HaniHe QynkuionyBanHs Ha Windows i Linux-miargopmax.

3.3. 3araasna UML giarpama po6oTu HaB4aIbHOI rpH

3aranpra UML nmiarpama po6otu HaB4aibHOI rpu (puc. 3.4).



SceneManager

SceneManager.GetActiveScene(): Scene
&eneManager.LoadScene(sceneName: string): Void|

L

GameManager

[

CanvasUl

playBuiton: Button

exitButton: Button

restartButtan: Button
mirrorsLeftText: TextMeshProUGUI

GameManager.LoadLevel(levellD: int): Void
GameManager.ResetCurrentLevel(): Void
L GameManager.ExitGame(): Void

LevelManager

mirrorsLeft; int

o—>| porisCount: int

isLevelComplete: bool

Start()
CheckWinCondition(): hool

L SetMirrorsLimit(limit: int): Void )

«Unity

«UnityEngine.Ul»

(System)

S —.

i RayEmitter WireController «LineRenderer»
- (Unity Component)

rayColor: Color startPort: GameObject
maxDistance: float endPort: GameObject R
Update() OnMouseDown() -
Physics2D.Raycast() OnMouseUp() «Unity
CalcuiateReflection(normal: CheckColorMatch(): bool «Unity Input»
Vector2): Vector2 UpdateLineRenderer(): Void

Pucynok 3.4 — UML nmiarpama HaBYanbpHOI TpU
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4.1TIPAKTUYHA PEAJIIBALIA

4.1. O0rpyHTYBaHHSI BUOOPY IPOrpaMHMX 32C00IB

JI1s po3poOKM HaBYAJIBHOI T'pH 3 elleMeHTaMu Teimidikariii 6yiao o6paHo
MoBy mporpamyBanHs C# y mnoenHanHi 3 irpoBum pymrem Unity, mio
oOyMOBJICHO psIOM TexHiuHMX TnepeBar. Ilo-mepme, C# € 00’ekTHO-
OpPIEHTOBAHOIO MOBOIO IpPOTpamMyBaHHS, IO JO3BOJSE CTBOPIOBATH YITKO
CTPYKTYpOBaHy apXiT€KTypy MpPOEKTy 3 BHCOKHM pIBHEM IOBTOPHOTO
BUKOPHUCTaHHS KOy 4Yepe3 KJIaCH, MOKJIMBICTIO HACIITyBaHHS, 1HKANCYISIi. Y
KOMIUIEKTI 3 irpoBuM pymriem UNity me Hagae 3Mory y JIeTKOMY KepyBaHHI
OKPEMHUMHU KOMIIOHEHTAMH pIiBHIB, J€ KOXEH 13 €JEMEHTIB MOXe
GYHKIIOHYBAaTH SIK HE3AJIEKHUN ek3eMIuisip. Takuil MiAXiag CHpoIlye B
nojanbIioMy 0e3npo0aeMHa 104aBaTh HOB1 PiBHI, 200 MEXaHIKH.

[To-apyre, moBa C# pazom i3 irpoBum pyiriem Unity Hamgae gocTym 10
BOymoBaHuX (GBBUYHMX Ta TrpadiyHux O010mi0TeK. 30KpeMa, KOMITOHEHT
Physics2D no3Boiist peaaizoByBaTH TOYHE TPACyBaHHS IMPOMEHIB 3a JIOIIOMOTOIO
Raycast Ta MHUTTEBO paxyBaTH KyT BiIOWUTTA. TakoX oaHA 13 4YyJIOBUX
BOynoBanux ¢imok B Unity e penaepunr niHiii Line Renderer ta ynpasiiaHs
cueHamu Scene Management 1ie 103BoJISIE CYTTEBO CKOPOTUTU Yac PO3POOKH,
Opyu 1bOMY TapaHTYIOYUd BHCOKY MPOJYKTHUBHICTh 3aBISKH OHOBJICHHIO
MIOKaJIPOBOMY B peaIbHOMY Yaci.

[To-tpere, Bukopuctanus Unity mo3Bossie e()EKTUBHO CTBOPIOBATH
CyJacHMH Ta 3po3yminui rpadiunuii iHTepdeiic 3a momomoror Unity Ul.
SAxicHuil Bi3yadbHUN 1HTEpPENC € OJHUM 3 KIIYOBHX (DaKTOpIB IS
KOM(pOPTHOTO KOPUCTYBAHHS MIPOTPAMOIO.

BaxnuBuMm etamoM B po3poOlll € BHUKOPUCTAHHS 1HTErPOBAHOTO
CepeloBHILA, SKE HaJga€e 3aco0M JUId HANUCaHHS Ta HAJaroKeHHS KOy,

MOKpAIIeHHS] 3arajbHOi MPOJYKTUBHOCTI Ta BIJACTEKEHHS BHUKOPUCTAHHS
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OTepaTUBHOI mam’sTi KoM torepa. lle mamo 3Mory BUSIBISATH Ta YCyBaTu
MTOMUJIKY 11I€ Ha €Talll TeCTyBaHHS.

Kpim toro, Unity ta C# 3abe3neuytoTs 0e310raHHy KpociiaThopMEHiCTh
npoekTy. CTBOpEeHa mMporpaMa JEMOHCTPY€E BHCOKY ONTHMI3AIlI0 PO3PaxXyHKIB,
110 3a0e3meuye cTabiapbHy podoty sk Ha WIindows, Tak i Ha Linux-cucremax.

Takum urHOM, BHOIp MOBH mporpamyBanHs C# ta irpoBuii pymii Unity
OOTPYHTOBAaHMI TOETHAHHSM MPOCTOTH PO3POOKH Ta THYYKOCTI HAJAIITYBaHb.
BukopucraHHs Takoro MnoeaHaHHS JTO3BOJIMJIO peali3yBaTH redmidikaliiiio s
BUBUYEHHS 1H(OPMALIHHUX MEPEX, a TAKOK CTBOPUTH YMOBH ISl TIOJANIBIIOTO

PO3BUTKY Ta MOJIEpHI3allli IpH.

4.2. Onuc nmporpaMHoi peasizamii

Hapuaneny rpy ayg aucumiuiiag “lHgopMaliiitHi Mepexi” po3po0sieHo Ha
0a3i moBu niporpamyBaHHs C# ta irpoBoro pymis Unity [7, 10]. dis HanucanHs
CKPUNTIB KEepyBaHHs OyJI0 BUKOPUCTAHO TekcToBuil pemakrop Kate (Pucynok
4.1), sxuii € BOYJOBaHUM IHCTPYMEHTOM ONepalliiiHux cucteM Ha 0a3i Linux B
cepenoBuii KDE Plasma. BuOip 1150ro TEKCTOBOro pefakTopa 3yMOBJICHHUM
HOro MIBUJIKOJIIEI0 Ta HASBHICTIO HEMOTaHOTO 1HCTPYMEHTApPIto ISl PO3POOKH.
Penaktop migTpuMye miacBiuyBaHHS CHHTakcucy MoBu C#, minrpumye
IHTErpalliio 3 TEPMIHAJIIOM, a TaKOX 3PY4YHY pOOOTY 3 JNEKIJIbKOMa CKPUIITAMHU

OHOYACHO.
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Pucynox 4.1 — TexkctoBuit penakrop Kate

[IpoekTHa peamizalis I'pd NOYUMHAETHCS 31 CTBOPEHHSI CLIEHU T'OJIOBHOTO
MeHIo Ta po3MixkeHnHs: Ul-ememenTiB, cepen skux € kHonku “Play” mns mouaTky

rpu Ta “EXit” mns Buxony 3 rpu (Pucynok 4.2).

% 2 /- me - MainMenu - Windows, Mac, Linux - Unity 6.3 LTS (6000.3.1f1) <OpenGL 4.5>
File  Edit

& unity 6 Al on... ¥ ® Q Ellayoutv @ i

Canvas

Screen Space - Overlay

0
Display 1
d1, Normal, Tangent

Settings

Pucynok 4.2 — JluzaiiH TOJI0BHOTO MEHIO
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iHTepgericy B Canvas HeoOXiaHO

3arporpaMyBaTH JIOTIKy HaTHCKaHHS depe3 o0poOky momaii On Click (Pucynox
4.3).

[licnms  po3MilieHHST  €JIEMEHTIB

Game - MainMenu - Windows, Mac, Linux - Unity 6.3 LTS (6000.3.1f1) <OpenGL 4.

er (M®

Add Component

PlayButton ¥

Pucynox 4.3 — Bzaemogis 3 Ul-enementamu

[Ticns natuckanus kuHonku “Play” meron On Click Bukiukae aaroputm
OpenGameSelect, sikuii 3aBaHTa)kye ekpaH BHOOPY PiBHIB, TAKOX Ha IbOMY

eKpaHi € MOXKJIMBICTh MOBEPHEHHS B MeHIO (PrcyHoK 4.4).

@ 2

File  Edi

B Unity 6

=

++ a ~ Scale @ — 0.45x Play Focused

Glass Levels

N B N .

Back to Menu

N N

Wire Levels

N I N .

Space - Overlay

ith Screen

Mateh Width Or Heiaht

Pucynox 4.4 — Menro Bubopa piBHIB
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[Ticast ctBOpeHHSI MEHIO BUOOPY PiBHIB MOTPIOHO MPOIMUCATH JIOTIKY JUIS
LevelManager, sikuii BimoBigae 3a AMHAMIYHE HaJIAIITYBaHHS OOpaHOrO PiBHS

(Pucynok 4.5).

& Buieon A AuarHo Ka F master 521 Macwrab:70% BCTABKA ru UA Otcryned UTF-8 C#

Pucynox 4.5 — Koa peanizaiiii MeHekepy piBHIB

Jlnst mepiioi MiHI-TpU y KOAI peanizoBaHo poOoTy ckpunty RayEmitter,
skuii 3a jgonomoror Physics2D.Raycast BctaHOBIIOE 00OMEXKEHY KIIbKICTh

BinOuBauiB (PucyHok 4.6).
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break

if (n

null) c alse

O Buson A Hvardoctika  Q Bumonwue nomck B Mpoekt  BJ Tepmmuan P master 1:1 Macwra6:80% BCTABKA ru UA Orcrynei4 UTF-8 C#

Pucynoxk 4.6 — Kox peasnizaiii BigOnBaviB

JUist 1pyroi MiHI-TpU pO3pOOJIEHO AITOPUTM, SIKMM IEpeBIps€ MOPTH 1

HIIKJTF0YAE JIUIIE MTOPTH BIAMOBIAHUX KOJIBOPIB MiXK co00t0 (PucyHok 4.7).

Q BeinonwuTe nouck  [E Mpoext [ TepmuHan F master 1:6 Macur BCTABKA ru_UA OTcTynei:4 UTF-8 C#

Pucynox 4.7 — Kon peasni3ariii J10riku 3’ €IHaHb IPOTIB

st dikcarii mepemoru Oyino peanizoBaHO TPUTEPH, sKI 0OpPOOIIAIOTH

HAJXO/DKCHHS JIaHWX, YW MOTpalMB MPOMIHb JaHUX JO0 KOMII'IOTE€pa 1 UM
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caMuUM 3apaxoByeTbes nepemora (Pucynok 4.7). Takum umHOM pearizoBaHe i
3’€IHaHHA APOTIB, KOJU YC1 IPOTH 3’€JIHAHI CHPALbOBYE CKPHUMT 3aBEPLICHHS

piBHio (Pucynok 4.8).

NMpoekTu  KnuewTLSP Ceanc Cepeuc Hac

P master 731 Macwrab:70% BCTABKA ru UA Orcrynerd UTF-8 C#

public class Wirec
public to
private
public Gameobject

publi

Q BuimonHute nouek B Mpoext  [] TepmuHan 1:1 BCTABKA ru UA Otcryne:4 UTF-8 C#

Pucynox 4.8 — Kon peasnizaiiii mepeMoru y 3’€IHaHHI IPOTiB
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JIyist 3pydHOCTI KOpUcTyBada OyJio JOJaHO MOXJIMBICTH BUXOJY B MEHIO
nig vac tpu (Pucynok 4.9), a Takox J0IaHO KHOIIKY pecTapra, sKa

nepes3aryckae MmoTOYHY CIICHY.

9 ProjectGame

Mirrors left; 7

Pucynok 4.9 — BikHO BHXO/y B TOJIOBHE MEHIO

Peanizartist pecrapTy piBHS BIJOYBA€ThCSI TAKUM YMHOM, SKIIO PIBEHb CTA€
HeMOxJIUBO Tmpoitu (Pucynok 4.10), To nmpu HAaTUCKaHHI KHOIIKH peCcTapT

piBEHb MOBEPTAETHCS 10 MOYATKOBOI ciieHH piBHs (Pucynok 4.11).
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P

Mirrors left: 0

\N /7

Pucynox 4.10 — [Ipukiiag HEMOKIMBOTO 3aBEPIICHHS PIBHS

L. 4

(" Restart )] Mirrors left: 6

Pucynox 4.11 — Iepe3amnyck piBHs miciis HaTUCKaHHS “Restart”

Bech koa npoekTy OyB CTBOPEHHI! 32 JOMOMOIOI0 TEKCTOBOTO PEIAKTOPY
Kate 3 kommissiiero B irpoBoMy pytii Unity. Pymriit B cBoro uepry 3a0e3neyns

KOM(OPTHUIN 1HCTPYMEHTapid JJig MPOEKTYBaHHS 1HTEpdeEicy KopucTyBaya,
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ABTOMATUYHHUM TIPOPAXYHOK [, a TaKOX HaJaB MOMJIMBICTH B1JICIIIIKOBYBaTH
MOBEJIIHKY KOopHcTyBayda 3a gornomororo Unity Input. Takox Oynu BUKOpHCTaHI
UnityEngine.Ul TUTS BIJITBOPEHHSI BI3yaJIbHUX €JICMEHTIB Ta
UnityEngine.SceneManagment s kepyBaHHS CIICHAMH, IO JIO3BOJIHJIO

KOPEKTHO T'€HEepPYBaTH PIBHI 3aJICKHO iX MOCIIIOBHOCTI.
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BHUCHOBKH

Y xoal BHUKOHAaHHA poOOTH OyJ0 MPOBEACHO KOMIUICKCHHM aHai3
OpeAMETHOI 00J1acTi, W0 JIO3BOJWJIO BH3HAYUTH OCHOBHI BUMOTHU [0
IpOrpaMHOro 3a0e3MeueHHs, NPU3HAYEHOTO JUIS BHUBUYEHHS JAMCLUHUILIIHU
“IndopmartiitHi Mepexi”. Byno BH3HaueHO, 110 BIPOBAIKCHHS B HaBYAIbHUN
mporec eJeMEHTIB TeiMidikamii 3 1HTYITUBHO 3pO3yMUIMM T'padidyHUM
iHTep(dericoM CyTTEBO MIABHUILYE COPUUHATTS iHQOpMAIil Ta MIABUIILYE PIBEHb
3QJIy4ECHOCTI cepe/l CTYICHTIB..

HaBuansHy Tpy peanizoBaHO 3a TOTIOMOTO0 MOBH TiporpamyBaHHs C# Ha
pyurii Unity 3 BukopucTaHHsIM 00’ €KTHO-OPIEHTOBAHOTO MPOTpaMyBaHHs. Y Tpi
peanizoBaHi 12 MOBHOIIHHUX PiBHIB, PO3UICHUX HA JBl TOBHOIIHHI MiHI-TPH.

[IpoBeneHe TecTyBaHHS MIATBEPAWIIO MPOAYKTHBHICTH T'PH, KOPEKTHICTh
pob6otu TpurepiB. CTBOPEHO 1HTYITUBHO 3pO3yMUIMN 1HTEpdenc KOpHucTyBaua,
11O IIJIBUILYE PIBEHb B3a€EMOJI1 3 KOPUCTYBAUEM.

Takum 4MHOM, CTBOpEHA Tpa MiATBEPKYE, IO BIPOBAKECHHS ITPOBUX
MEXaHIK y HaBYaJIbHUH IPOLIEC € YyJAOBUM pIlIeHHSIM. BuxopuctaHHs pyuiis
Unity ta moBu C# 3a0e3neunsio crabiibHE Ta ONTUMI30BaHe (PYHKIIOHYBaHHSI

I'pu mia gBoma onepamiiaumu cucremamu Windows ta Linux.
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Il LASER SYSTEM//

using UnityEngine;
using System.Collections.Generic;
using UnityEngine.Ul,

public class LaserSystem : MonoBehaviour

{

private LineRenderer lineRenderer;
public int maxReflections = 5;
public float maxStepDistance = 200;

public GameObject winPanel;
private GameObiject lastHitPC;

private List<Portal> activePortals = new List<Portal>();

void Start() {
lineRenderer = GetComponent<LineRenderer>();

}

void Update() {
DrawlLaser();

}

void DrawLaser() {
List<Vector3> points = new List<Vector3>();
points.Add(transform.position);

Vector2 rayOrigin = transform.position;
Vector2 rayDirection = transform.right;

GameObiject currentHitPC = null;
activePortals.Clear();

for (int i = 0; i < maxReflections; i++) {
RaycastHit2D hit = Physics2D.Raycast(rayOrigin, rayDirection, maxStepDistance);

if (hit.collider '= null) {
points.Add(hit.point);
if (hit.collider.CompareTag("PC")) {
currentHitPC = hit.collider.gameObiject;
Transform glow = currentHitPC.transform.Find("Glow");
if (glow !'=null) {
glow.gameObject.SetActive(true);
if (winPanel !'= null && 'winPanel.activeSelf) {
if ("Isinvoking("ShowWinMenu")) {
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Invoke("ShowWinMenu", 1.5f);

}
}
}
break;

}

if (hit.collider.CompareTag("Mirror")) {
rayDirection = Vector2.Reflect(rayDirection, hit.normal);
rayOrigin = hit.point + rayDirection * 0.01f;

¥

else if (hit.collider.GetComponent<Portal>() != null) {
Portal portal = hit.collider.GetComponent<Portal>();
portal. ActivateSecondaryBeam();
activePortals.Add(portal);
break;

¥

else {
break;

¥
}else {

points.Add(rayOrigin + rayDirection * maxStepDistance);
break;
¥
}

foreach (Portal p in Object.FindObjectsByType<Portal>(FindObjectsSortMode.None)) {
if (YactivePortals.Contains(p)) {
p.DeactivateBeam();
}
}

if (lastHitPC !'= null && lastHitPC != currentHitPC) {
Transform oldGlow = lastHitPC.transform.Find("Glow");
if (oldGlow != null) oldGlow.gameObject.SetActive(false);
Cancellnvoke("ShowWinMenu");

}

lastHitPC = currentHitPC;
lineRenderer.positionCount = points.Count;
lineRenderer.SetPositions(points. ToArray());

}

void ShowWinMenu() {
if (winPanel !'= null) winPanel.SetActive(true);

}

}

IILEVEL MANAGER//

using UnityEngine;
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using TMPro;

public class LevelManager : MonoBehaviour

{
public GameObject routerPrefab;

[Header("HanamryBanHs piBHa")]
public int mirrorsLimit = 3;
public TextMeshProUGUI limitDisplay;

void Start()

UpdateUl();

void Update()

{
if (Input.GetMouseButtonDown(0))

{
if (mirrorsLimit > 0 && !lsPointerOverUlObject())

{
SpawnRouter();
¥
}
¥

void SpawnRouter()
{
Vector3 mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
mousePos.z = 0;
Instantiate(routerPrefab, mousePos, Quaternion.identity);
mirrorsLimit--;
UpdateUl();
}

void UpdateUI()
if (limitDisplay !'= null)

limitDisplay.text = "Mirrors left: " + mirrorsLimit;

¥
¥

bool IsPointerOverUlObject()

{
Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);
return hit.collider !'= null;

}

}

//IMAIN MENU//




using UnityEngine;
using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{

public void OpenGameSelect()
{

SceneManager.LoadScene("GameSelect™);

}

public void StartGlassGame()
{

SceneManager.LoadScene("Level 1");

}

public void StartWiresGame()
{

SceneManager.LoadScene("WireLevel 1);

}

public void BackToMainMenu()
{

SceneManager.LoadScene(0);

}

public void ExitGame()

{
Debug.Log("T'pa 3akpuiacs");
Application.Quit();

}

public void LoadNextLevel()

{
int nextScenelndex = SceneManager.GetActiveScene().buildindex + 1;
if (nextScenelndex < SceneManager.sceneCountIinBuildSettings)

{

SceneManager.LoadScene(nextScenelndex);

}

else

{
SceneManager.LoadScene("GameSelect");
¥
b
¥

//IMENU CONTROLLER//
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using UnityEngine;
using UnityEngine.SceneManagement;

public class GameUIController : MonoBehaviour

{
[Header("UI Panels™)]

public GameObject confirmationPanel;

public void OpenConfirmation()

{

confirmationPanel.SetActive(true);
Time.timeScale = 0f; // [Tay3a

}

public void CloseConfirmation()

{

confirmationPanel.SetActive(false);
Time.timeScale = 1f;

}

public void BackToMenu()
{

Time.timeScale = 1f;
SceneManager.LoadScene(*MainMenu™);

}

public void RestartLevel()
{

Time.timeScale = 1f;
SceneManager.LoadScene(SceneManager.GetActiveScene().name);

}

public void LoadSpecificLevel(string sceneName)

{

Time.timeScale = 1f;
SceneManager.LoadScene(sceneName);

}

}

IIROTATE PIECE//
using UnityEngine;

public class RotatePiece : MonoBehaviour

{

private bool isDragging = false;

void OnMouseDown()

{

isDragging = true;

¥
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}

void OnMouseUp()
{

isDragging = false;
¥

void Update()

if (isDragging)
{

Vector3 mouseWorldPos = Camera.main.ScreenToWorldPoint(Input.mousePosition);

mouseWorldPos.z = 0;

Vector3 direction = mouseWorldPos - transform.position;
float angle = Mathf.Atan2(direction.y, direction.x) * Mathf.Rad2Deg;
transform.rotation = Quaternion.Euler(0, 0, angle);

¥
¥

IIWIRE/I

using UnityEngine;

public class Wire : MonoBehaviour

{

public string colorName;

private LineRenderer line;
private bool isConnected = false;
private Vector3 startPoint;

void Start() {
line = GetComponent<LineRenderer>();
startPoint = transform.position;

if (line '=null) {
line.SetPosition(0, startPoint);
line.SetPosition(1, startPoint);

¥
¥

void OnMouseDrag() {

if (isConnected || line == null) return;

Vector3 mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);

mousePos.z = 0;
line.SetPosition(1, mousePos);

}

void OnMouseUp() {
if (isConnected || line == null) return;
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RaycastHit2D hit =
Physics2D.Raycast(Camera.main.ScreenToWorldPoint(Input.mousePosition), Vector2.zero);

if (hit.collider != null) {
Wire targetWire = hit.collider.gameObject.GetComponent<Wire>();

if (hit.collider.gameObject != this.gameObject &&
targetWire != null &&
targetWire.colorName == this.colorName) {

line.SetPosition(1, hit.collider.transform.position);
isConnected = true;
targetWire.SetAsConnected(transform.position);
Debug.Log(colorName + " Connected!");
GameObject.FindObjectOfType<WireGameManager>()?.CheckWin();

}else {
ResetLine();

}
}else {
ResetLine();
}
}

private void ResetLine() {
if (line '=null) {
line.SetPosition(1, startPoint);
¥
}

public void SetAsConnected(Vector3 targetPos) {
isConnected = true;

if (line '=null) {
line.SetPosition(1, targetPos);
}
}
}

IIWIRE GAME MANAGER//
using UnityEngine;

public class WireGameManager : MonoBehaviour

{
public int totalWires = 4;
private int connectedCount = 0;
public GameObject winPanel;

public void CheckWin() {
connectedCount++;
if (connectedCount >= totalWires) {
if (winPanel !'= null) winPanel.SetActive(true);
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