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AKTYaJbHICTh TEMH

3 PO3BUTKOM TEXHOJOTIM KOMIT' FOTEPHI IIpU  CTalu
MOBCSIKACHHUM OO3BULISAM HE TUIBKH MOJIOAl, a M JOPOCIHX
aroner. 3arajaoMm, JXOOM, SKI MarOTh IIEPCOHAJIbHUN KOMII
I0TEpP, 4Yac BIJ 4Yacy TIpaloTh B Irpu. Taka TeHICHIIIS

CIIOCTEPITa€ThbCs HE TUIBKA HA TEpUTOPIl YKpaiHu, ajle U y
BCHOMY CBITI.
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Iis1b Ta 3a7a4i KypCcoBOl po00oTH

[Huuto pobotn € HamucanHda 2D rpu «Save the Astronaut» y kaHpi
aatgopMep, o3Il TCOPETUUHUX ACMEKTIB 1 TEXHIYHUM aHal3 IPOrpaMHOro

KOJY.

3aja4l 1aHOi pOOOTH:
* JOCIIIKECHHS 1CHYIOUMX PIIICHD 1 IMIX0/11B

* aHaJN13 TECOPETUYHHUX BIJIOMOCTEM 11040 HanmucaHHs 2D rpu Ha
Unity Engine {

* BUBYCHHS ¥ JOCHIJIKEHHS €TaIllB pO3pOOKH IIPOTrPaMHOTO
IPOAYKTY

* po3po0OKa IrpoBoi IporpaMu «Save the Astronauty»

* aHaJI13 Pe3yJbTaTIB, OL[IHKA BUKOPHUCTAHUX M1JIXO/1B

* HaJeXHE O(OPMIICHHS PE3YJIbTaTIB BUKOHAHHS POOOTH




Meta KypcoBoi podoTu

Metoto kypcoBoi poboTH € po3pobOka 2D mmardopmepa
«Save the Astronaut», a caMe HanmMCaHHS NPABUJIBHOTO KOAY,
AKUi Kepye BciM (GyHKIIoHagoM rpu. Cam @yHKgiOHaH
CKJIaZaeThCs 3 (DOTO- Ta aydloMareplaiiB, MOAIA, rpadiku Ta

aJTOPUTMIB P1BHIB ILIaT(OpMeEpa.
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aJ1i3 3aj1a4i, 3ac00IB Ta MeTOAIB i BUPIILIEHHA

B ocHOBI po3poOku rpu Oyilra oOpaHa 00’ €KTHO-
Opl€EHTOBaHAa MoOBa ImporpamyBaHHs C#, ska I03BOJISIE
peani3yBaTy IUPOKHAM CHEKTP 3aBJaHb.

Y SKOCTI IpaJlbHOTO PYIIIS CTaB MIKILIAT(POPMEHHUI
asuryH Unity Engine 11t CTBOpEHHS IBOBUMIPHOI T'PH.

Hanvcanns koay B1aOyBaJoCh Yy I1HTEIPOBAHOMY
cepenoBuiil po3pooku MS Visual Studio.

[mrocTpanii Oyau copoekToBaHl y mporpamax Adobe
Photoshop Tta Adobe Illustrator.
Ay10CyTIpOBIJT 1 3BYKOB1 €(PeKkTH OyJiM HaJIallTOBaHI

11 TPy 3a JJOIOMOTO0 IIporpaMu Sony Vegas Pro.




HAJIi3 ICHYI0UOI'0 IPOrPaMHOro 3ade3rneyeHHs
32 TEMATHKOI0 KYPCOBOI po00TH

IcHyroTh ©OaraTto anajoriB Bapianiii 2D mmardgopmepa,
HaWUTOMYJISIPHIIIKM 13 HUX € «Super Mario Brosy, sikuii BUunmycruia
anoHcbka Kommadig Nintendo y 1985 pomi Ta «Space Panicy
po3po0bienuit y 1980 porri.

[IpaBrwiiamMu 1ux miIatOpMEPIB € YHUKAHHSA MEPEIIKOJ, 301p
MOHETOK Ta MPOXOJPKEHHS YCiX PIBHIB.
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public class StartMenu {
public void ExitGame() {
Application.Quit();

public void Levell() {
Time.timeScale = 1f;
SceneManager.LoadScene("Levell");

}

public void Level2() {
Time.timeScale = 1f;
SceneManager.LoadScene("Level2");

}

public void Level3() {
Time.timeScale = 1f;
SceneManager.LoadScene("Level3");

}
public void GoToMenu() {
SceneManager.LoadScene("Menu");

public void GoToLevels() {
SceneManager.LoadScene("Levels");

}
public void GoToInfo() {
SceneManager.LoadScene("Info");

public void GoToScores() {
SceneManager.LoadScene("Scores");

public GameObject SettingsUI;

public GameObject MenuUI;

public void GoToSettings() {
SettingsUI.SetActive(true);
MenuUI.SetActive(false);

public void ExitFromSettings() {
SettingsUI.SetActive(false);
MenuUI.SetActive(true);

[IporpaMHuii KO TOJIOBHUX KOMIIOHEHTIB

if (other.gameObject.CompareTag("Coin")) {
coinSound.Play();
Destroy(other.gameObject);

scoreCoins++;
if (SceneManager.GetActiveScene().name == "Levell")
{
textCoins.text = "Coins: " +

scoreCoins.ToString() + "/53";
if (scoreCoins >
PlayerPrefs.GetInt("HightScoreLevellCoins", 0)) {
PlayerPrefs.SetInt("HightScorelLevellCoi
ns", scoreCoins); }
}
else if (SceneManager.GetActiveScene().name ==
"Level2") {
textCoins.text = "Coins: " +
scoreCoins.ToString() + "/92";
if (scoreCoins >
PlayerPrefs.GetInt("HightScoreLevel2Coins", 0)) {
PlayerPrefs.SetInt("HightScoreLevel2Coi
ns", scoreCoins); }
}
else if (SceneManager.GetActiveScene().name ==
"Level3") {

textCoins.text = "Coins: +
scoreCoins.ToString() + "/100";

if (scoreCoins >
PlayerPrefs.GetInt("HightScoreLevel3Coins", 0)) {
PlayerPrefs.SetInt("HightScorelLevel3Coi
ns", scoreCoins); }

}
}
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Tools: 0/27
" Coins: 0/49
Life 100%
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Tools: 4/27

oins:

Life{80%
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Tools: 1/27
Coins: 0/49
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GAME OVER

PLAY AGAIN

MENU

LEVELS

Tools: 11/27
Coins: 33/53

Life 90%
LEVEL FINISHED

X@Gur Score: 44 points

NEXT LEVEL
MENU

LEVELS

Kinens rpu (mporparim)
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DinilmyBaHHA rpu (mepeMora)




Manu piBHIB IpH 310

# Scene
Shaded

Tilemap

on [Tone




L 4 BUSIBJICHHS TA BUIIPABJICHHS HEIO0JIKIB NIPH
TEeCTYBaHHI

pu TectyBaHH1 2D rpu Oyno BUSBIEHO JBa Heaoiku. Ilo-mepiie

Js KOMIUIALIT TPy po3Mipd (POHY 3MEHIINYBAJIMCA Ta YTBOPIOBABCS

H1id He3anmoBHEHUHU npocTip. [lo-apyre y TpeThbomMy piBHI 30MIIUCH OIS

ABEICHHSI 310paHUX KOPUCTyBaueM OaliB.
BusiBieH1 moMuiku OyJiM YCHIITHO BUITPABJICHI HA €Talll TECTYBaHHSI.

Tools: : # i
Coins: 0/100 .
‘Life 60%



BucHoBKu

VY pesynbTari BUKOHAHHS KypCOBOiI poOOTH Oyjla BHBYEHA
MOIYJIsApHA Tady3b IpOrpaMmyBaHHs — PO3pPOOKa I'POBUX IIPOrpaM.
Y nopoueci pobOoTH Oyad HEOOXIJHUMH 3HAHHI MOBHU
nporpamyBaHHs. C#, 00’€KTHO-OpIEHTOBAHE IIpOrpamMyBaHHA,
KOHCTPYIOBAHHS IIPOIrPaMHOI0 3a0€3I1eUeHHs, OCHOBH I'PajbHOIO
pymiss Unity y po3po6ii 2D irop, npaBuibHE HOPOEKTYBaHHS
I'POBOIO MPOIIECY, aHIMaIlli, (P13UKH 1 OaraTo 1HIIOTO.




JIsIKy1O 3a yBary!




