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2012-2021 GLOBAL GAMES MARKET

REVENUES PER SEGMENT 2012-2021 WITH COMPOUND ANNUAL GROWTH RATES

@ Mobile Games

@® PC Games
$180.1Bn

@ Console Games $165.9Bn
$151.9Bn
$137.9Bn
$121.7Bn
©2018 Newzoo $106.5Bn

$93.1Bn
$84.8Bn

$70.6Bn $76.5Bn

2012 2013 2016 2017 2018 2019 2020

Source: ©Newzoo | April 2018 Quarterly Update | Global Games Market Report
newzoo.com/globalgamesreport

om Newzoo

CAGR
2012-2021

TOTAL

+11.0%

MOBILE

+26.8%

PC

+11.0%

CONSOLE

+11.0%

newzoo

[lo paHHOMY rpaduky u
nporHo3y Ha 2021 roa
BIIUATENIbHOWU
aHaNMMTU4YeCKou
opraHusaunen Newzoo,
BUOHO, YTO MOOUIbHbLIN
PbLIHOK OyaeT
HEeYKNOHHO pacTu.
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Llenb1o BbINYCKHOU KBanudUKaumoHHOU

PaboOTbI ABNAeTCA paspaboTka MOOUNBHOW
Urpbl XXKaHpa nnartgopMep-—rosioBosIoMKa.

3agaumn:

% W3y4eHne cooTBETCTBYIOLLEN NTUTEPATYPDI;
% Co3paHue Bnok—CcxXembl UrpPbl;

< HanucaHue Koga nporpammebl;

% Anpobauusa TeCToBOro BapuaHTbl Urpbl.






UNREAL CRXRY=NCIN=3

ENGINE



oes, XaHp, CETTUHT.

[MporpamMmMHbIN KOA, UTPOBOW OBUXOK

Ob6beKThI, yripaBneHne, PuUsnyeckmin ABUXOK

Level Design (paccraHoBka 06beKTOB)

ApTbl, 3D moaenu, aHmmaumn, crnpamnTbl, POoHbI
CoObITns, Agnanory, NoBeCTBOBAHMUS

3ByKOBble 9P EKTLI, My3blka, O3BYy4YKa

YcTtpaHeHne owmnbok
Peknama, nokanmsauus, cuctema npogaxm

BbInyck JONOSTHEHUIA U UCIpaBIieHUs OWNOOK




1HHIPOCKIMPOBARVIC

briok-cxema 1 —
rnpoekmupoeaHue

BbiGop HrpPOBOro ABMXKa

Paszpabotka kona
YNpaBneHusa nepcoHaxem

L ononHUTENbLHLIE 3NEMEHThI

Urpbl

A 4

BO3MOXHOCTH NnepcoHaxa

(xonw0a, npbikoK, yaap
XBOCTOM)

Pa3paboTka urposon
NOKaLuK

v

Moadop npeameTos
nNepCcoHaxeMm (KoWHbl,
LONONHUTENBHOE BpEMR)

MpoexkTMpOBaHue UHTEpLepa
YPOBHA

[POTUBHMK NEPCOHA¥A

v

IpourpobIL
nepcoHaxa(UCcTerno epema/
nodexaex NPOTHUBHMKOM)

A 4

C0303H1e MHTEPLEDE Ha
WrPOBOM CLeHe

[oTOBaR urpa




Animator are rofile - H: Scene Game © Animation »+ Animatot Asset Store % Profiler

Gizmos ~




L m_MoveVector = Vector3.zero;

' if ((Input.GetAxis("Horizontal"™) != @ || Input.GetAxis("Vertical") != @) && m_ModeCanPlayerWalk == ModeCanPlaydq
/[MepemMeHHbIe void MoveVectorJoy( MoveVectorAxis();
CharacterControlier m_ChControlier -

Vector3 m_MoveVector ¢ MoveVectorJoy();
float m_TotalSpeed

m_MoveVector.x = m_Mobilelnput.m_InputVector.x

* m_TotalSpeed; 1 reference

public void MovePlayer()
m_MoveVector.z = m_Mobilelnput.m_InputVector.y {
* m_TotalSpeed; PlayerRotation();

Jump() ;

m_ChController. Move(m_MoveVector *
Time fixedDeltaTime)

F PRESS
BUTTONS WSDA

m_ChController.Move(m_MoveVector * Time.fixedDeltaTime);

MoveVectorJoy() MoveVectorAxis() . X
d PlayerRotation()

A

void MoveVectorAx if (m_ModeCanRotation == ModeCanRotation.canRotation)

{

¢ m_camRotation = Quaternion.Euler(@, m_TargetCamera.rotation.eulerAngles.y, 0);
m_MoveVector = m_camRotation * m_MoveVector;

m_MoveVector.x = Input. GetAxis("Horizontal")
m_TotalSpeed, if (Vector3.Angle(Vector3.forward, m_MoveVector) > 1f || Vector3.Angle(Vector3.forward, m_MoveVector) == @
o {

m_MoveVector.z = Input. GetAxis("Vertical”) z - ; - :
m—TO'a!med peaicis = m_direct = Vector3.RotateTowards(transform.forward, m_MoveVector, m_speedRotation * Time.fixedDeltaTimd

m_Transform.rotation = Quaternion.lLookRotation(m_direct);
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TYPC: BULB TYPC: BULB TYPC:BULB  TYPE: CLOCK
COLOR:YCLLOW  COLOR:GReell  COLOR: COLOR: hone
icon: icon: {0 icon: none

CoINs: 1 COINS: 2 COINS: 5sec




(i System.Collections; a -= | © Inspector It Lighting  Services B, Occlusion @ +=
E BulbGreenSO

System.Collections.Generic;
using UnityEngine;

[CreateAssetMenu(menuName = "CreateBulbsS0")] Assets » _scrpObj » Bul — ilee
4 references g BulbGreenS0O S CL BEulbsS

Spublic class BulbsSO : ScriptableObject { ® BulbRedsO Item Name greenBulb
‘ [SerializeField] private string ItemName; @ eulbyellowso Quantity Poins 2
[SerializeField] private int QuantityPoins; @ oclockso ¥ Material
[SerializeField] private Material[] Material; Size 2
[SerializeField] private GameObject Obj; Element 0 ® Metal

SerializeField] private Sprite Icon;
[ ] : Element 1 ® GreenBulbs

2 references Obj ® Bulb

public string itemName { get { return ItemName; } } Icon T bulbGreen
2 references

public int quantityPoins { get { return QuantityPoins; } }

1 reference

public Material[] material { get { return Material; } }

1 reference

public GameObject obj { get { return Obj; } }

1 reference

public Sprite icon { get { return Icon; } }




f 3 \} ate d EnemiesChasingPlayer()

l L St J l if (m_Health > @)

/MepemeHHsIe o _ Alive();

float m_Health void Alive() if (m_Health <= @)
Animator m_Animator Dead();
Transform m_PlayerTarget
float m_Default

d Alive()

(Vector3.Distance(m_PlayerTarget.position, transform.position) <= 18.0f)

/
// transform.LookAt(m_PlayerTarget.position);
o transform.eulerAngles = new Vector3(®, transform.eulerAngles.y, 9);
// if (m_PointRay.RayValue() =
No IE Yes ¢ ’
\\ m_Health = 0 / transform.position
\\ // m_Animator.SetBool( "V
\/// v m_Animator.SetBool("Idle",
m_Animator.SetBool("ldle”, true) transform.LookAt{m_PlayerTarget.position);
transform.eulerAngles = new Vector3(0,
ead() Alive() o E— g lerAnales v 0)
Dead() ve m_Animator.SetBool("Walk transform.eulerAngles.y, 0) m_Animator.SetBool("Idle",

false)

transform.position = m_Animator.SetBool("Walk", )
Vector3.MoveTowards(transform.positi

m_PlayerTarget position, m_Speed . . .
Time.deltaTime): transform.position = new Vector3(transform.position.x, m_DefaultY, transform.position.z);

m_Animator.SetBool("Walk", true)
m_Animator.SetBool("ldle”, false)
transform.position = new Vector3(transform.position.x,
m_DefaultY, transform.position.z)

m_Animator.SetBool("Idle", f
m_Animator.SetBool("Walk"”,

void Dead()

)

Destroy(GetComponent-
Destroy(GetCompon :CapsuleCollider=());
m_Animator.SetBool("Walk", false)
m_Animator.SetBool("ldle”, false)
m_Animator.SetBool("Dead", true);
GenerateClock.instance.GenClock(transform,
m_QuantityTime, m_Oclock)

Destroy(this);

igidbody=());




B xone BbINOSIHEHUS BbINYCKHOM KBanmMduKauMoHHOU paboThl,
bbina paspaboTaHa MOMHOLEHHAA MobunbHas wurpa B XaHpe
nnaropmMmep C SNEMEHTAaMM TOfIOBOSIOMOK ANid onepaLoHHOMU
cuctembl Android ¢ nocneayoLwmnmMm BbIMYCKOM Urpbl B MOBUNbHOM
poiHke Google Play. [daHHada wrpa opueHTupoBaHa [Afio
nooutenen wurp B XKaHpPe MIaT@OpPMEPOB-rOfiOBOSIOMOK B
MacluTabax Bcero mmpa.

Bo Bpemsi pa3dpaboTku ObinmM npoaHanm3npoBaHbl COBPEMEHHbIE
PbIHKM MOOUIBHBIX NMPUIOXEHUW, COBPEMEHHBIE UTPOBbLIE OBUXKM,
CETEBbLIE CEPBEPLI, a TaKkKe CepBUChbl ONA cbopa aHanNUTUYECKNX
OAaHHbBIX. Hanbonee noaxoAsiLmmm ansi BbIMONHEHUS
NnocTaBreHHOW 3agayn okasanucb pbiHOK Google Play, nrposoin
aswxok Unity3D.

PaspaboTtaHHass urpa YyAOoOBMNETBOPSET BceM TpeboBaHUAM,



Cnacunbo 3a BHMMmaHue!



