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Tema npoexma: pa3paborka Android nmpunoxeHus.

Axmyanbhocmy: B Halie BpeMs pbiHOK Android mpuiioskeHuit 6€30CTaHOBOYHO
pacTér. Bmecte ¢ KOMMYECTBOM MPUIIOKEHUN PACTET U KOJIMYECTBO KOMITAHUMN
1 pa3paboTYMKOB-OIMHOYEK, & COOTBETCTBCHHO YBEIIMUUBACTCS KOHKYPCHITHS.
OdeHb CII0XKHO MPOOUTHCS B ATY chepy, He UMesI OIbITa W OOJIBIIIOTO
KOJINYECTBA pecypcoB. 1o 3Toit mpuurHe B MarazuHax NpUIOKEHUN
MOSIBJISIETCSI OTPOMHOE KOJIMYECTBO MIUPIOTPeOa - c/IeTaHHbIE 3a mapy JHEH

IPOAYKTBHI, C LEIbI0 COOPATh KAK MOYXKHO OOJIBIIIE JEHET Ha peKIaMe.

Hpoﬁﬂeﬂm: OYCHBb MAJIO IIO-HACTOAIICMY Ka4CCTBCHHbBIX HpI/IJ'IO)KeHI/Iﬁ Ha

MOOHMJIILHOM PBIHKC.

Iens: pazpabotats npunoxenue aig OS Android ¢ Hynst 1 mokaszaTh, KaK 3TO

JieJ1aeTcsl.
3aoauu:

1. BriOpaTh cpeny pa3paboTKH.

2. Pacckasathb mpo UTPOBYIO UHIYCTPHIO

3. Pacckazathb mpo onepanuonnyro cuctemy Android

4. Co3natb urpy

Oovexkm: poiHOK Android npunoxxeHuil.

IlIpeomem: niporiecc pazpadoTku Andorid nmpuoxeHus.

IIpooykm npoexma: rotoBas urpa/npuioxenue i OS Android.



1.Bb100p cpeabl pazpadboTku
1.1 Unity 3D

Unity — mexmutathopMeHHas cpea pa3paboTKi KOMIIBIOTEPHBIX HIP,
pa3paboTaHHas amepuKkaHckoi kommanuerr Unity Technologies. Unity
MO3BOJISIET CO3/]aBaTh MPUIIOKEHUSI, paboTaroiue Ha 0ojee yeMm 25
Pa3IUYHBIX TaTGOPMax, BKIFOYAIOIINX EPCOHATBHBIE KOMIBIOTEPHI, HTPOBBIC
KOHCOJIH, MOOHMJIBHBIE YCTPOMCTBA, HHTEPHET-TIPHIOKECHUS U ApyTrre. Brimyck

Unity cocrosicst B 2005 rogy u ¢ TOro BpeMEeHH UIIET TOCTOSHHOE Pa3BUTHE.

OcHoBHBIMM npenMyLiecTBaMu Unity SIBISIIOTCA HATMYUE BU3YaJIbHOM
cpenbl pazpaboTKU, MEXKIIIATPOPMEHHON NOIAEPHKKU U MOJIYIbHOU CUCTEMBI
KOMITOHEHTOB. K HeZjocTaTkaM OTHOCSAT MOSIBJIEHUE CIIOAKHOCTEN MpU padoTe C
MHOTOKOMITOHEHTHBIMHM CXEMaMH U 3aTPYIHEHUS IIPU TOAKIIOUYECHUN

BHEIITHUX OMOJINOTEK.

Ha Unity Hanricanbl THICSIYM UTD, IPUIIOKEHUHN, BU3YaTU3AINH
MaTeMaTUYECKUX MOJIeNIel, KOTOPhIE OXBATHIBAIOT MHOXKECTBO IIATPOPM U
xaHpoB. [Ipu aTom Unity ucnonb3yercs Kak KpyITHBIMH pa3pab0oTUUKaMu, TaK

N HC3aBUCUMBIMH CTYIHAMMU.

[Imrocsl 1 MuHYyCBhI: Kak npaBuio, ITpOBOM IBUKOK MPENOCTABIISAET
MHOECTBO (PYHKIIMOHAIBHBIX BO3MOKHOCTEN, MO3BOJISIOIINX HX
3a1€MCTBOBATH B Pa3JIMYHBIX UI'PaxX, B KOTOPbIE BXOAAT MOJAEIUPOBAHUE
du3nueckux cpei, KapTbl HopMasel, IMHaMUYeCKie TeHH U MHOToe Jpyroe. B
OTJIMYME OT MHOTUX UTPOBBIX ABMXKKOB, Y Unity UMeeTcst 1Ba OCHOBHBIX
IPEUMYLIECTBA: HATMYKME BU3YAJIBHOU CPEJIbI
pa3paboTku U MexXIuaTGopmenHas noaaepxka. [lepsoiit paktop BKItOYaET He
TOJIBKO MHCTPYMEHTAPUN BU3YaJIbHOI'O MOJEINPOBAHHUS, HO
U MHTETPUPOBAHHYIO CPEy, LIETIOYKY COOPKHU, YTO HAMIPABJICHO HA MOBBIIICHHUE

IMPOU3BOAUTCIILHOCTH pa3pa6OT‘-II/IKOB, B 4aCTHOCTH, O3TAaIlOB CO3JaHUA



MPOTOTHUTIOB U TecTHpoBaHus. [lox MexmIaThopMeHHON MOAICPKKON
IPEAOCTABISAETCA HE TOJIBKO MECTA, HO U HAIMYNE HHCTPYMEHTApUS

pa3paboTKH.

TpeTbuM NpenMyIECTBOM Ha3bIBA€TCA MOAYJIbHAS CUCTEMA
kKoMoHeHTOB Unity, ¢ MOMOIIBI0 KOTOPOM MPOUCXOTUT KOHCTPYHPOBAHUE
UTPOBBIX OOBEKTOB, KOI'/1a IOCIEAHNUE IPECTABISIOT COO0H KOMOMHUPYEMbIE
nakeThl PYHKIMOHAIBHBIX JIEMEHTOB. B oTinuue ot
MEXaHM3MOB Hacjen0BaHus, 00beKThl B Unity co3natorcs
MOCPEACTBOM 00BEANHEHNS (DYHKIIMOHAJIBHBIX OJIOKOB, @ HE TOMELLEHUS B
Y371l iepeBa Hace10oBaHusl. Takod MoaxoA 00JeryaeT co31aHue IpOTOTUIIOB,
YTO aKTyaJIbHO NPH pa3paboTke urp. B kauecTBe HENOCTATKOB MPUBOJAATCS
OrpaHUYECHHE BU3YAIbHOTO pEJAKTOpa MpU paboTe C MHOTOKOMIIOHEHTHBIMU
CXE€MaMH, KOTJa B CJIOKHBIX CLIEHAX BU3yajibHas paboTa 3aTpyJHSIETCS.
BTtopbiM HetocTaTKOM Ha3bIBaeTCs OTCYyTCTBUE oaaep Kk Unity CChUTOK Ha
BHEIIHKE OMOJIMOTEKH, PabOTy C KOTOPBIMU MPOrpaMMUCTaM MPUXOAUTCS

HacTpauBaTh CAMOCTOSATEIIBHO, U 3TO TAKXKE 3aTPYIHICT KOMaHIHYIO paboTYy.

"




1.2 Unreal Engine

Unreal Engine — urpoBoii ABIKOK, pa3padaTbiBacMblil 1
noanepxxuBaeMblii komnanueit Epic Games. [lepBoit urpoit Ha 3ToM
ABMKKE ObLT 11yTep OT nepBoro nuia Unreal, BeimymenHsiit B 1998 rony. Xots
JBUKOK IEPBOHAYAIBHO OBUT MPEeIHAa3HAUEH AJIsl pa3padOTKH IIyTEPOB OT
IEPBOIO JIMIIA, €r0 MOCIEAYIONINE BEPCUU YCIEIIHO IPUMEHSIIUCH B UTpax
CaMbIX Pa3IUYHbBIX )KaHPOB, B TOM YHCIIE CTeNC-Urpax, (alTHHTrax U MacCOBBIX
MHOTOIT0JIB30BATEIbCKUX POJIEBBIX OHJIAWH-Urpax. B mpomnutom 1BMxok
pacnpoCTpaHsIICs Ha YCIOBHAX OIUIAThI €XeMecauHol noanucky; ¢ 2015 roga
Unreal Engine 6ecruiateH, HO pa3paOOTYMKK UCIIOJIb3YIOIIUX €r0 MPUIIOKEHUN

00s13aHbI IEPEYUCIIATE 5% POSUITH OT OOLIEMUPOBOTO 10X0/A ¢ HEKOTOPBIMHU

1.3 Game Maker: Studio

GameMaker: Studio — oauH U3 caMbIX TOMYJISIPHBIX UTPOBBIX JIBUXKKOB,
MO3BOJIAIOIINN Pa3padaThIBaTh MPHUIOKEHHUS MTOJT MHOKECTBO MIaThOpM.
GameMaker: Studio siBisieTCst CEphEZHBIM Pa3BUTHEM €TI0 MPEANICCTBEHHUKA
GameMaker v riaBHBIM OTIIMYMEM SBJIAETCA 100ABIICHUE
KpoccraThopMeHHOCTH, OJaroaapsi KOTOPOM, a TAKKe JPYTUM CYIIECTBEHHBIM
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nopabotkam, GameMaker: Studio cTan MOIIHBIM HHCTPYMEHTOM JIISI

npodeccHoHaTBHOMN pa3paboTKH.

becnnatnas Bepcus orpannyeHa komnuisiuei nox Windows. Io
CpaBHEHHUIO ¢ Hel, Professional Bepcust iMeeT MHOKECTBO MPEUMYIIECTB,
BKJTIOYasl yIIpaBJIeHUE pecypcamu, Kommwisnuto 1t macOS, Ubuntu u 3amyck
Ha Android. Takke, B mpodecCHOHATIbEHON BEPCUU MOKHO TOKYNAaTh OTACIbHbIC
MOJIYJIH, paciupsromue GyHKIMOHATIFHOCTD porpaMmMbl. Bepcus Master
Collection coepkuT Bce TEKYyILUE MOIYJIU U OyAyIIHUe JOTIOIHEHUS BEPCUU
1.X. GameMaker: Studio coep>KUT MHOKECTBO MaTEMaTHUCCKUX (DYHKITUH TSt
paboThI CO CKAAPHBIMU U BEKTOPHBIMH BEIMYMHAMH, BKITIOUAsI
TPUTOHOMETPUUECKHUE BBIUUCICHUS, HAXOXKICHUE CTETIeHEH, TorapuMoB,
MHTEPIOIALNNA, HOPMAJIEH BEKTOPOB, CKAJSIPHBIX Npou3BeaeHn. imeercs
BCTPOCHHBIN (puzndeckuit 1Buxkok Box2D, HaGop dyHKuMit 17151 pabOThI ¢ HUM,

neMoHcTpalnoHHbIe TpoekThl Angry Cats u Angry Cats Space.

- 1 ol ,

o Matsahka *
S
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2.ArpoBas Unaycrpus
2.1. O60011eHNE

WNuaycTpust KOMIIBIOTEPHBIX UTp 3apoamniack B cepeaune 1970-x rogos
KaK JBUYKEHHE YHTY3UACTOB U 32 HECKOJIBKO JIECSTUIIETUN BBIPOCIIA U3
HEOOJIBIIOTO PHIHKA B OJJTHO U3 KPYNHEUIINX HAIPABJICHHUH C TOI0BOM
npuObLIBIO B 9,5 MusumnapoB nosuiapoB B CIIA B 2007 roxy u 11,7
musunapaoB B 2008 roy Ha peIHKE pab0TalOT Kak KPYyIHbIE UTPOKH, TaK U
HeOobIIMe (PUPMBI U CTApTAallbl, a TAK)KE HE3aBUCUMBIE Pa3padOTUUKU U

coo0I1ecTBa

CoBpeMeHHbIE IEPCOHATIbHBIE KOMIIBIOTEPHI MHOXKECTBOM HOBILIECTB
00s3aHbl UTPOBOW MHAYCTPUU. K YUCITy CaMbIX 3HAUUMBIX
OTHOCAT 3BYKOBBbIE U rpaduyeckue kaptel, CD- u DVD-npuBobl,

Y LICHTPaJIbHbBIC MPOLIECCOPHI.

3BYKOBBIE KapThl M3HAYAILHO OBUTH pa3paOOTaHbl sl HHTETPUPOBAHMUS
Ka4eCTBEHHOTO IIU(POBOTO 3ByKa B KOMITbIOTEPHBIE UTPbI, U TOJIBKO TOTOM

3BYKOBO€ 000pYyIOBaHHE ObLIO YCOBEPIIEHCTBOBAHO MO/ HYXK/bl MEIOMAHOB.

['paduyeckue KapThl, KOTOPHIE HA 3ape KOMIILIOTEPHOM MOXHU
ABOJTFOIMOHUPOBAJIM B HAIIPABJICHUH YBEIIMUYEHUS KOJTMICCTBA
MO/I/ICP)KMBAEMBIX IIBETOB, ITO3)KE CTAIM PAa3BUBATHCS VIS almapaTHON
MOACPKKHU Tpadruueckux HHTEpdericoB moap3opaTeis u urp. s GUI
TpeOOBAJIOCH YBEIMUCHUE Pa3pEIICHUsI KpaHa, a I UTP — YCKOpPEHHe

TpEXMEpPHO rpaduKH.

Nznavansno CD u DVD 6butn pazpaboTaHbl Kak HEIOPOTOH U
JOCTaTOYHO HAJICKHBIA CITOCO0 XpaHCHUS M PAacIIPOCTPAHCHHUS JTFOOBIX JTaHHBIX.
BriocneacTBum, Koria ’TH TEXHOJIOTHH CTAJIA TPUMEHSATHCS B KOMITBIOTEPHBIX
UTpax, HAYAJIOCh UX PA3BUTHE B CTOPOHY YBEIMYCHHS CKOPOCTH YTCHHUSI

JaHHBIX.



CoBpeMeHHbIE UTPBl — OJTHU U3 CaMbIX TPEOOBATEIbHBIX MPHIIOKECHUN
Ha [IK. MHorue mMolHble KOMIBIOTEPHI MOKYIIAOTCA TeMEPaMH, KOTOPbIE
TpeOYIOTCS 17151 3aIyCKa HOBEMILIUX UTP, B KOTOPBIX UCIIOJIB3YIOTCS CaMble
NepeaoBbIe TEXHOJIOrnU. TakuM 00pa3oM, UTPOBAst HHIYCTPHS TECHO CBSI3aHA C
VHJIYCTPUEN ITPOU3BOICTBA LEHTPAIBHBIX POLIECCOPOB U APYTUX KOMIIOHEHTOB
1K, Tak Kak Urpbl 3a4acTyio TpeOyIOT 00Jiee BHICOKHUX amlmapaTHBIX

MOIIHOCTEH, YeM OU3HEeC-TIPUII0KEHUSI.

3. Onepaunonnas cucrema Android m Google play
3.1 OnpenesieHue

Android — omeparronHas
cucTeMa JJis cMapT(HOHOB, TUTAHIIIETOB, JIEKTPOHHBIX KHUT, ITU(POBBIX
IpOUTphIBaTENCH, HAPYYHBIX YacOB, (PUTHEC-OPACIeTOB, UTPOBBIX
IPUCTABOK, HOYTOYKOB, HETOYKOB, CMapTOYKOB, T€JIEBU30POB, POESKTOPOB U

OPYTUX YCTPOUCTB

N3navanbHO pa3pabaTeiBanack komnanued Android, Inc., koTopyto 3arem
npuobpena Google. OcnoBana Ha sigpe Linux u coOCTBEHHOM

peanu3aiy BUPTyaibHOM MarmHel Java ot Google.

Android no3BosisieT co3aBath Java-mpuaoKeHus1, yIpaBistolIne
yCTpoicTBOM Yepe3 paspadotanubsie Google 6ubmmorexkn. Android Native
Development Kit mo3BossieT mopTupoBaTh OMOTUOTEKH U KOMITOHEHTHI

MPUJIOKEHUH, HanMcaHnHble Ha CU U IPYTUX SA3bIKaX.

B 86 % cmapToHOB, MpOJIaHHBIX BO BCEM MHUpE BO BTOPOM KBapTaje
2014 roma, 6pu1a ycTaHoOBIIEHA oniepannonHas cucremMa Android. Ha
kKoH(pepeHuuu pazpadorunkoB B Mae 2017 roga Google 00bsiBUIA, UTO 32 BCIO

ucroputo Android 6su10 akTHBHpPOBaHO OoJiee 2 muipa Android-ycTpoicTs.



3.2 Google play

Google Play Store — mara3us NpHUIOKEHH, & TAKXKE UTP, KHUT, MY3bIKH
¥ (QHIBMOB OT KOMIIAHWH, TIO3BOJISIOIINI CTOPOHHUM KOMITAaHHUSIM IIpeijiaraTh
BJIQJICITIbIIAM YCTPOMCTB C olepanoHHoN cuctemoir Android ycraHaBIuBaTh

U IPUOOPETATh Pa3INYHBIEC MPUIIOKEHUS.

VYuéTtHas 3anuch pa3paboTunka, KoTopasi 1aéT BO3MOKHOCTh
MyOJIMKOBATh NPUIIOKEHUS, CTOUT $25. IInaTHble NPUIIOKEHNS MOTYT

MyOJIMKOBATh pa3pabOTYMKHU HE U3 BCEX CTPaH.
4. Ilpouecc Pazpadorku urpst Ha Android
4.1. ®opmupoBaHue uaen

MHo¥i ObLTO IPUHATO PEIISHHUE CO3/1aBaTh UTPY HA ABIKKe UNity ¢
ucnoiab3oBaHueM s3bika C#. [IpoekT st Hayan BBINOAHATH B 2D. D10 ynpocTut
npouecc. Ha aTom 3tamne g y>xe mOHUMaJl, 4TO CIOXHYIO UTPY MHE HE CHIENaTh,
BCE-TaKU 3TO MOU MEPBBIM OMBIT B pa3pabOTKe MOA00HBIX pHIIoKeHUH. M es
ObLJ1a COBEPILEHHO MPOCTA - IEPCOHAXK JOJIKEH YKIOHITHCS OT JIETSIIUX B HETO
“OoMO0ueK™. 31ech BCE MPOCTO, U3 CIIPANUTOB (CIpalT-KApTUHKA,

WCTIONB3YIONIAsICA B UTPE) MHE MOHAI00UTCS MEPCOHAXK, (POH 1 OOMOOUKH
4.2 Co3nanue cipaiToB

MHe noHpaBWiIach Ues ¢ KOCMHUYECKUM KOPaOIéM, H30eraromum

CTOJIKHOBEHMI C OTHEHHBIMU METEOpUTaMU. (pUC.4 U pUc.d)
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4.3. 3nakomctBo ¢ Unity

B Unity Ham mipeicTonT BEIOpaTh HACTPOUKH 1O pa3padoTky android

UTPBI, TaK K€ BbIOEPEM aJIbOOMHYIO OPUEHTALIMIO SKpaHa ¢ pa3perieHueM

480x800 Touek, MBI K€ JeIaeM Urpy Mmoja CMapTQOH.

puc.6

Janbiie nepemMemiaeM GpoH Ha Harle paboyee MPOCTPAHCTBO, HA ITOM (OHE U

Oyner paboTaTh Urpa
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4.4 JIBH:KeHHE MEPCOHAKA

JIaHHBIN KOJ SIBJISIETCS CaMBbIM IIEPBBIM CKPUIITOM B MOEW UI'pe, KOTOPBIN
IIO3BOJIUT MEPEBUTATh IIEPCOHAXkA T10 SKPaHy C UCIOJIb30BAHUEM MBI UIH

CCHCOpa

using UnityEngine;

public class moveplayer : MonoBehaviour

{

public Transform player;

void OnMouseDrag () {

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

player.position = new Vector2 (mousePos.x, player.position.y);

Bech axpan MbI ipeBpaiiiaeM B ouH 6osbinoit Box Collider — sto Takoe
IPOCTPAHCTBO, B KOTOPOM HAIllK IBMXKCHHS OYAyT OTCIICKUBAThCA. KoHeuHO,
M3HAYaJIbHO 3TO MPOCTO OOBEKT, HO MOCJIC ITOTO KOJIa, OH MPEBPAIIIaeTCs B TaK
Ha3bIBAEMbIN CEHCOP.

Cpasy ke CTaJIKUBaIOCh ¢ MPoOJIeMOl U TIEpBBIM 0aroM B CBOEH UTpe-
MIEpPCOHAXK BBUIETAET 3a Mpeelibl dkpaHa. Hamo ucnpaisTs.

13



using UnityEngine;
public class MovePlayer : MonoBehaviour
{
public Transform player;
[SerializeField]
private float speed = 10f;
void OnMouseDrag()

{

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

mouseP0s.X = mousePos.x > 2.3f ? 2.3f : mousePos.x;

mouseP0s.x = mousePos.x < -2.3f ? -2.3f : mousePos.x;

player.position = Vector2.MoveTowards(player.position,
new Vector2(mousePos.x, player.position.y),

speed * Time.deltaTime):

S noGaBmsito MPOBEPKY MO3UITUH HAIIIETO MEPCOHAXKa Ha dKpaHe, KaK
BUJIUTE s 3a]1aJ1 3TO paccTosiHue ot -2.3 110 2.3 o ocu adcuucc. Teneps, koraa
MEPCOHAX JOCTUTAET STOU I'PAHMIILI OH OCTAaHABJIMBACTCS U HE ABUXKETCS
JTaJIBIIIE.

14




4.5 Bparu

Bparu Oyayt nipencraBisTh cOOOM MaJlatoiie OTHU, JIJIsl Hayajaa BO3bMEM
CHpaiT OTHsA M 3aHecéM B ero B kareroputo prefabs. Teneps co3mamum ckpunr,
KOTOPBIN OyJIeT reHepUpOBaTh UX 3a MpeeIaMu dKpaHa.

using System.Collections;
using UnityEngine;
public class SpawnBombs : MonoBehaviour

{
public GameObject bomb;

void Start()

{
StartCoroutine(Spawn());

IEnumerator Spawn()

{

while ('Player.lose)

{

Instantiate(bomb, new Vector2(Random.Range(-2.3f, 2.3f), 5.6f),
Quaternion.identity);

yield return new WaitForSeconds(0.6f);

Kak Bugute s 3a1a10 ONpEeICHHYIO BBICOTY, a TAK)XKE JUAMa30H B
KOTOPOM y Hac OyayT MOSIBISATHCS OTOHBKH. OOS3aTENHHO YKa3bIBAIO BPEMS,

15



gyepe3 KOTopoe OyAyT TeHEpUPOBATLCS 00BEKTHI, PETYJIUPYS 3TOT apamMeTp
MOYKHO MEHSATh KOJIMYECTBO orHel. OOpaTuTe BHUMAHUE, YTO KaXKIbIH Pa3 MbI
BBOJIUM pasiuuHbie OubmmoTeku Unity. bes atoro ckpunt Obl He paboTall.

MpbI BUAMM, UTO OTOHBKU TMOSBISIOTCA 32 SKPaHOM, HO HE MaJaroT.
Hy»xHo HanucaTe CKpUIIT NaicHUs OTHEM.

sing UnityEngine;
public class FallDown : MonoBehaviour

{
[SerializeField]

private float fallSpeed = 3f;
void Update()

{

if (transform.position.y < -6f)

Destroy (gameObject);

transform.position -= new Vector3 (0, fallSpeed * Time.deltaTime, 0);

Ternepp HalIK Bparu 1ajgaroT BHU3, I MOTY

Teneps nepcoHax MOKET JBUTaThCS BIEBO-
BIIPABO, a CBEPXY Maal0T OTHU, HO OHU HE

perynupoBaTh ckopocTh najgenus Menss fallspeed

16



HAHOCSIT HUKAKOTO BpeJla HallleMy Irepolo, JIaBaiTe cliejaeM, 4To0bl pu
KacaHWU C HUMU MbI IPOUTPBIBAIH. J[Ji 3TOr0 MPUCBOUM OTHIO U KOCMOJIETY
TaK Ha3bIBa€MbIH “XUT OOKC” DTO 0003HAYUT TPaHUIIBI IEPCOHAXKA U Bpara

puc.9

VY oroHbKa s cienan Kpyriblid XUTOOKC, a y IepCOHa)ka KBaipaTHbIN. Tak
Oynet ontuMmalibHee. Tenepb 0CcTanoch TOJIbKO J00AaBUTh CKPUIIT, KOTOPBIN
3aBepIAeT UTPY MPH BCTPEUE ITHX JBYX OOHEKTOB.

17



using UnityEngine;
public class Player : MonoBehaviour {
public GameObiject restart;

public static bool lose = false;

void Awake ()
{

lose = false;
by
void OnTriggerEnter2D(Collider2D other) {
if (other.gameObject.tag == "Bomb") {
lose = true;

restart.SetActive(true);

UT0oOBI 3TOT CKpUNT paboTall HAJ0 JOOABUTH TAT K OTOHBKY. S Ha3Baj ero

"Bomb". Tenepsb eciu UTPOK KacaeTcsi 00bEKTa C TAKUM TITOM, TO UIPa

3aBCPIIACTCA.

18




4.6 Ilepe3anmyck uMrpbl

[Tocne BcTpeuu ¢ BparoM urpa 3aBepIlaeTcs, HO HyKHO CIIeJaTh KHOIKY,

KoTOpas OyneT nepe3anyckarh e€. Sl HapucoBaj TaKOW BapHaHT KHOTIKU

puc.11

Takoke 3a7a et XUTOOKC, HO yxe /Uil HaxaTusa Hamu. Co3naém
MPOCTEHBKUN CKPUIIT JIJI1 KHOIIKH

using UnityEngine;
using UnityEngine.SceneManagement;

public class Restart : MonoBehaviour

{

void OnMouseDown()

{

SceneManager.LoadScene("main");

19




4.7 Build urpsr

Build Settings

Scenes In Build

v Scenes/main

Platform

@ PC, Mac & Linux Standalone

=
|'| Android

== Universal Windows Platform

tvOS

sy 10S
Xbox One

WebGL

Player Settings...

puc.12

Add Open Scenes

[;] PC, Mac & Linux Standalone

Target Platform
Architecture
Server Build

PDB f

Development Build

Compression Method

Windows
x86

Default

~loud Bulle

Build And Run

Korna Hamia urpa co3gana, HaM HY»KHO TIPEBPATUTh €€ B IPUIIOKCHHUE,
MBI pa3padaTbiBasid UTpy Tt cucTembl android. 3HauuT HaM HYKHO
CKOMITMJIMPOBATH MPOEKT IOJT HETO, OJTHAKO TECTHUPOBAThH UTPY Ha Tee(OoHE He
y1o0HO, 6s1aro B Unity mpocTeHimm crocod MOKHO CMEHUTD HTOTOBYIO
matdopmy. B cBsi3u ¢ 3TUM s pernn Be€ ke BoiBecTH urpy Ha I1K.
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Tenepp y Hac NOJHOLIEHHAS UTPa, B KOTOPOH MOYKHO IPOUTPATh U HAYaTh
3aHOBO. [la, 3TO caMblif MPOCTO MPUMEP TOTO, HA UTO CIIOCOOEH UTPOBOM
asmkok Unity. Ho co cBouMH 3HaHHSIMU s HE CTall 3aMaXHBaThCSI HA YTO-TO
oonpmee. Keratu xanp Takoit urpbl HasbiBaetes bullet hell
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3akntouenue: B X0¢ HaTMCaAHUE STOW MPOCSKTHON pabOTHI MHOIO OBLITH
PacCMOTPEHBI pa3InIHBIC CpeIbl pa3paboTKu urp mox cucremy Android, a
TaKke ObLIa MpoaHaTM3UpoBaHa urposas HHAyCTpus. [Toa koHel paboThl MHE
yJQJIOCh CO3/1aTh COOCTBEHHYIO MTPY M MOJICIIUTCS 3TUM IPOLIECCOM C IPYTHMHU.

Yemonuueocmov u pacnpocmpanenue: Mot IpOEKT TOIKEH TIOMOYb
JOJISIM, TOJIBKO HAYMHAOIIKUM pa30upaThCsi B IPOrpaMMUPOBAHUH U
KENAIoNIUX co37aTh COOCTBEHHOE mpriiokeHue Ha android. Ha mpumepe moeii
paboThl OHM CMOTYT Y3HaTh HEKOTOPBIE HIOAHCHI U HE IOIYCTUTh OLIMOKH B
caMOM Hauajie myTH. Tak ke MOl MPOEeKT OyJIeT MHTEPECEH JIFOOOMY UETIOBEKY,
KOTOPBIN XOYET y3HaTh, KaKk BOOOIEe paboTaeT MPUIOKEHHUE Y HETO Ha
TenedoHe, BeIb ceifyac y Ka/10ro eCTb CMapT(HOH U aOCONIOTHO Kaxabli

MOJIb3YeTCS TOM WJIM UHOW TTPOrPaMMOM/TIPUITIOKEHUEM.
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[Tpunoxenue 1

using UnityEngine;

public class MovePlayer : MonoBehaviour
{
public Transform player;
[SerializeField]
private float speed = 1of;

void OnMouseDrag()

{

if (!Player.lose)
{

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

mousePos.x = mousePos.x > 2.3f ?
2.3f : mousePos.x;

mousePos.x = mousePos.x < -2.3f ?
-2.3f : mousePos.x;

player.position =
Vector2.MoveTowards(player.position,

new Vector2(mousePos.X,
player.position.y),
speed * Time.deltaTime);

}
}

using UnityEngine;

public class Player : MonoBehaviour {
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public GameObject restart;
public static bool lose = false;

void Awake ()

{
lose = false;
}
void OnTriggerEnter2D(Collider2D other) {
if (other.gameObject.tag == "Bomb") {
lose = true;
restart.SetActive(true);
}
}

}

using System.Collections;
using UnityEngine;

public class SpawnBombs : MonoBehaviour

{

public GameObject bomb;

void Start()
{

}

StartCoroutine(Spawn());

IEnumerator Spawn()

{
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while (!Player.lose)

{

Instantiate(bomb, new
Vector2(Random.Range(-2.3f, 2.3f), 5.6f),
Quaternion.identity);

yield return new
WaitForSeconds(0.6f);

}
}

}

using UnityEngine;

public class FallDown : MonoBehaviour

{

[SerializeField]
private float fallSpeed = 3f;

void Update()

{
if (transform.position.y < -6f)
Destroy (gameObject);
transform.position -= new Vector3 (9,
fallSpeed * Time.deltaTime, 0);
}

}
using UnityEngine;
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using UnityEngine.SceneManagement;

public class Restart : MonoBehaviour

{

void OnMouseDown()

{

SceneManager.LoadScene("main");
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