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BBeneHune

* AKTyanbHOCTb: B TeyeHne nocnegHero BpeMeHu, nokasarternb NOKYMnoK
MOOUNbHLIX YCTPOUCTB BO3POC B pa3bl. ITa AaHHblIEe NOCTOAHHO YBENUYNBAIOTCS,
1 B HacTosILLee BpeMd CTaTUCTMKA He MeHdAeTcs. [ToMumo coBepLueHNsA 0BbIYHbIX
MaHUMynsuumn co cMapTgOHOM, Nonb3oBaTeNn NMOOAT NPOBECTU HE MHOIO
CcBOOOAHOro BpeMeHu urpasg B MObUInbHbIe Urpbl. AKTYarnbHOCTb U
LenecoobpasHOCTb Kak MODUNbHLIX UrP, TaK N NPUNOXEHNIN O4YeBUAHA.

e Llenb: Pa3paboTka nrpoBoro npunoXxeHus xaHpa “Shooter” B cpege paspaboTku
Unity

« 3agauun:
N3yueHne npeameTHoM obnacTu;
Bbibop cpeacTB MHCTPYMEHTapuUs pa3paboTku
MopenunpoBaHune nHTepdgenca n MrpoBoro NPOCTpaHCcTBa
HanucaHne koga nrpoBoro NpuoXeHus
Co3aaHue pykoBoaCTBa Nonb3oBaTens
Co3aaHue pykoBoacTBa nNporpaMmmMmucTa
Pac4yeT 9KOHOMNYECKOU YacTu
PaccMoTpeTb TEXHUKY DE30NAaCHOCTU U OXpaHy Tpyaa



* Unity

* Microsoft Visual Studio
e C#

* Microsoft office

e CorelPhotoPaint

TeopeTun4yeckKkas 4acTb
[lporpamMmMHbIe cpencTBa
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[lpakTU4Yeckada yacTb

public class Enemies : MonoBehaviour // MeTtop Start BbINOMNHAETCA €4MHOXObI NPY CTapTe NporpaMmmel
{ private void Start()

public float FactSpeed; {
public float StopRange; anim = GetComponent<Animator>();
public float BackRange; SaveData = FindObjectOfType<SaveData>();
public Animator anim; if (SaveData.NowScore < 25)
int damage; {
bool attack = true; damage = 1;
public Transform attackPos; }
public float attackRange; else if (SaveData.NowScore < 50)
public LayerMask IsEnemy; {
public Transform Player; damage = 2;
private SaveData SaveData; }

else if (SaveData.NowScore < 100)

{

damage = 3;

}

else

{

damage =5;
}

}



// ITOT MeTOA BBITIOIHAETCA nocie GyHKuuu “Start”, u qanee Kaxapii
KaJip
private void Update()
{
// TIpoBEpKHU AUCTAHIIUM MEXY TPOTUBHUKOM U MEPCOHAKEM
if (Vector2.Distance(transform.position, Player.position) >
StopRange)
{
if (Vector2.Distance(transform.position, Player.position) >
StopRange)
{
transform.position =
Vector2.MoveTowards(transform.position, Player.position, FactSpeed
* Time.deltaTime);
anim.SetFloat("FactSpeed", Mathf.Abs(FactSpeed));
if (transform.position.x > Player.transform.position.x)

{
transform.rotation = Quaternion.Euler(0, 180, 0);
h
else if (transform.position.x < Player.transform.position.x)
{
transform.rotation = Quaternion.Euler(0, 0, 0);
h

b



else if (Vector2.Distance(transform.position, Player.position) <
StopRange && Vector2.Distance(transform.position, Player.position) >
BackRange)
{
transform.position = this.transform.position;
anim.SetFloat("FactSpeed", -1);
}
else if (Vector2.Distance(transform.position, Player.position) <
BackRange)
{
transform.position =
Vector2.MoveTowards(transform.position, Player.position, -FactSpeed
* Time.deltaTime);
anim.SetFloat("FactSpeed", Mathf.Abs(FactSpeed));
if (transform.position.x > Player.transform.position.x)

{
transform.rotation = Quaternion.Euler(0, 180, 0);
}
else if (transform.position.x < Player.transform.position.x)
{
transform.rotation = Quaternion.Euler(0, 0, 0);
}

}
}

h]



//MeTtop araku MPOTUBHUKA
public void Attack()

{

Physics2D.OverlapCircleAll(attackPos.position, attackRange,

if (attack == true)

{

attack = false;
anim.SetTrigger("Attack");
Collider2D[] playerToDamage =

IsEnemy);

playerToDamage[1]. GetComponent<PlayerTakeGMG>().TakingDama

for (int 1 = 0; 1 < playerToDamage.Length; 1++)

{

ge(damage);

h

h

)
Invoke("AttackReset", 1);

//PerynupoBaHue CKOPOCTH aTaku MPOTUBHUKA
void AttackReset()

{

attack = true;
b
//rpaduueckoe oTOOpakeHUE paguyca aTaku
private void OnDrawGizmosSelected()
d
Gizmos.color = Color.red;
Gizmos.Draw WireSphere(attackPos.position,
attackRange);
b
//ITpoBepKa Ha CTOTKHOBEHHE TPOTUBHUKA U TIEPCOHAXKA
private void OnTriggerStay2D(Collider2D collision)
d
if (collision.gameObject.tag == "Player")
d
Attack();
b
b



PykoBoacTBO nporpaMmmMucTa

* OnepaunoHHasa cuctema: Android Bepcum He Hmxe 4.4(KitKat)



PykoBoACTBO nonb3oBaTens

* Ha PUCYHKE - B Score play: 0
n3obpaxkeHa nrpoBas
CL,eHa C anemMeHTamMu
ynpaBneHus,
eauHnLamm
300POBbS,
CHapsgamm u
NUrPOBbLIM CHETOM.
YnpasneHune
OCYLLIECTBIAETCA C
NOMOLLbIO
OXXKOUCTUKA, KHOMKU
«[1pbIKOK» U
«BblcTpen». Takke
NPUCYTCTBYET KHOMKa
CMEHbI OPYXUS.




JKOHOMMYECKaAa YacCTb

HaumeHoBaHwve cTaTel pacxoaos 3arparbl, p.
1 2

1. OcHoBHast 3apaboTHasi nnarta paspaboTymka 9600 p
2. BaHOChI Ha couparnbHoe CTpaxoBaHue 1 obecrnedeHme 1248 D
3. HaknagHble pacxofbi 960 p
4. 3aTpaThbl Ha 3NEKTPOSHEPIUIO 403,2 p
5. BcrnomorarerbHble Matepuarnsi 56(0) p
6. MonHasa cebecToMMOCTb NPOrpaMMHOro NPoAyKTa 12771 ,2 p

OO6m1as cebecTOMMOCTh MPOrPaMMHOIO MPOJyKTa paBHa 12771,2 p.

OkynaemocTh porpaMmMHOro npoaykra 1,6 rona unu 18 mecsues.



TexHUKa 6e3onacHOCTM

PErynMpyeMan Boi0Ta KRABMATYPa Ha NOBEDX- ] PACCTOAHME OT Na3
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3aKkn4veHue

B BbinyckHOM KBanugukaumoHHon paboTte Obinia nocTasneHa uens — PaspaboTtka MrpoBoro npuioXxeHus
XaHpa “Shooter” B cpeae pa3paboTku Unity.

B xoae BbINoOMNHEHUs ObINn peLleHbl creayoLwne 3agadu:
N3y4yeHune npegmeTHon obrnactu
Bbi6op cpeacTB MHCTPYMeHTapusi paspaboTku
MogoenuposaHune nHTepdenca n UrpoBoro NPOCTpaHCcTBa
HanwncaHne koga urpoBoro npuroXeHus
CosgaHune pykoBoacTBa Nonb3oBaTend
Cos3paHune pykoBoAcTBa nporpaMmmMmucTa
Pac4yeT 9KOHOMUYECKOU YacTu;
PaccMoTpeTb TEXHUKY Be30nacHOCTM 1 OxXpaHy Tpyaa

[NpunoxeHune pa3pabotaHo B cpeae pa3pabotke Unity Ana OS Android, CKpUNTbI ObINK HanNUcaHbl B Visual
Studio € NCMNoOb30BaHMEM $3blka NporpaMmmmpoBaHus CH.

[Mpn npoBeaeHUN TEXHUKO-9KOHOMNYECKOrO 0D0OCHOBAHWUSA ObIS BLINOSTHEH PACYET CTOMMOCTM
pa3paboTaHHOro NpoeKkTa, KOTOPbIW COCTaBnseT 12771,2 pyonen.

[TooBoas NTorn BelNOMHEHUA BbINYCKHOM KBannduKaumMoHHOM paboTkl, MOXHO CKa3aTb, YTO BCe
NOCTaBlIEHHbIE 3a4a4u PeLleHbl, a uefb JOCTUTHYTA.
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