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AHOTALS

KBanidikauiitna pobdora OakanaBpa Ha TeMy «Po3poOka KOMIT'IOTEpHOI I'pu Y
xKaHpl «kiikep» Ha 0a3l irpooro pymriss Unity» Hanucana Tumyak Muxainom
IropoBuueM, ctyaeHTOM TEepHOMUIBCHKOTO HAlIOHATBHOTO TEXHIYHOI'O YHIBEPCUTETY
imen1 IBana Ilymtos, Qaxynbrer KoMm'IOTEpHUX Ta I1H(OPMALIHHUX CHUCTEM Ta
OpOrpaMHOi 1HXeHepii, kadeapa nporpaMHoi 1HxkeHepii, rpyna CI1-43.

Binomocti npo o6csr: cTopiHOK — 93, pucyHKIB — 23, Tabnuib — 0, yacTuH — 4,
J0JIaTKiB — 2, mocuiianb — 12, popmyin — 0.

KimouoBi cnoBa: Unity, kiikep, C#, 00’€KTHO-OpIEHTOBaHE MpOrpamMyBaHHS,
anrpeuau.

MeToro HayKoBO1 poOOTH € CTBOPEHHSI KOMIT FOTEPHOI I'pU B JKaHP1 «KIIKEp» 3
BUKOPHCTaHHAM irpoBoro pymiis Unity.

Jnst mporo OyayTh BUKOPHCTaHI METOIM TMPOEKTYBaHHS IrPOBOi MEXaHIKH,
mporpaMHa peaizallis JIOTIKM B3aeMOAIi 00’€KTiB, a TakKoXX 3acobu TrpadigHOi
Bi3yastizallii Ta inTepdericy KopucryBaua.

Po3pobnena rpa MO3BOJIUTH AOCHIIUTH OCOOJHUBOCTI MOOYAOBH ITUKJIIYHOTO
I'pOBOTO TMpOIIECY Ta CHUCTEMH BHHArOpOJ, XapakTEPHOI IJIs KAHPY «KIIKEPY.
PesynpraTom Oyzae irpoBuil J0AaTOoK 3 0a30BUM IrpOBHM IPOIIECOM, CHCTEMOIO
HAKOIMWYEHHS PECYPCiB, MOKIIMBICTIO allTPEHIiB Ta 30€peKEHHS MIPOTpecy.

Y po3pobmi BukopuctoByeTbess C# sSK OCHOBHA MOBa TIpOrpaMyBaHHS,
cepenoBumie Unity Editor, miaxin A0 TpOeKTyBaHHS 3 BUKOPUCTAHHSM MPHHIIHITIB
00'€KTHO-OPIEHTOBAHOTO TMPOTpPaMyBaHHS, a TaKOX Cy4YacHI TPAKTHUKA THYYKOT

PO3pOOKH.



ABSTRACT

Bachelor's qualification work on the topic "Development of a computer game in
the “clicker" genre based on the Unity game engine" was written by Tymchak Mykhailo
Igorovych, a student of the Ivan Puluj Ternopil National Technical University, Faculty
of Computer and Information Systems and Software Engineering, Department of
Software Engineering, Group SP-43.

Information about the scope: pages — 53, figures — 23, tables -0 , sections — 4,
appendices — 2, literature — 12, formulas — 0.

Keywords: Unity, clicker, C#, object-oriented programming, upgrades.

The purpose of the scientific work is to create a computer game in the "“clicker"
genre using the Unity game engine.

For this, methods of designing game mechanics, software implementation of the
logic of object interaction, as well as graphic visualization and user interface tools will
be used.

The developed game will allow us to explore the features of building a cyclic
game process and a reward system typical of the "clicker” genre. The result will be a
game application with a basic gameplay, a resource accumulation system, the ability to
upgrade and save progress.

The development uses C# as the main programming language, the Unity Editor
environment, an object-oriented approach to programming, and modern Agile

development practices.



I[NEPEJIIK YMOBHUX TIO3HAYEHDL, CUMBOJIIB, CKOPOYEHbD I TEPMIHIB

[13 — nporpamue 3abe3reueHHs.

JSON (JavaScript Object Notation) — popmar 36epekeHHs CTPYKTYPOBAHUX
TaHHX.

OOII (O0’ekTHO-OpiEHTOBAHE MPOrPAMYBAaHHS ) — MAPAAUTMa MPOrPaMyBaHHs, B
SIKIA OCHOBOIO € KJIaCH Ta 00’ €KTH, K1 MK COOOIO B3a€EMOJIIIOTE.

UML (Unified Modeling Language) — ynidpikoBana MoBa rpadiqdHOTO
NpEeJCTaBICHHsI Ta OO0 €KTHOT'O MOJCIIOBaHHS B 00JacTi PO3pOOKH MPOTPaMHOTO
3a0e3MeYeHHs MapaJurMu 00’ €EKTHO-OPIEHTOBAHOTO MPOTPaMyBaHHS.

Anrpeii — TOKpaIieHHs XapaKTePUCTHKH.

AXTUBHUH anrpeii — TAMYACOBE MOKPAIICHHS 3 PyYHOIO aKTHBAIIIEIO.

[TacuBHUM anrpei] — MOKpaIIeHHs, 10 /i€ MOCTIHHO.

Cooldown — niepioz yacy o4iKyBaHHS JJIsl HACTYITHOI aKTHBAITII.
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BCTVII

CrpiMKHii PO3BUTOK IHAYCTpli po3Bar, 30KpeMa IrpoBoOi IHAYCTpIi, CIHpHUsiE
AKTUBHOMY BIPOBA/KEHHIO HOBITHIX 1H(POPMALIMHUX TEXHOJOrIA Yy CTBOPEHHS
KOMIT'FOTEPHUX Irop. Irpu € BaKJIMBUM 3acO00M HE JIMIIE JO3BULISA, @ 1 IHCTPYMEHTOM
MICUXOJIOTTYHOT PO3PSJIKH, PO3BUTKY PEaKIlii, JOT1IKK Ta HaBiTh HaB4YaHHA. OcoOIUBOL
NOMYJIIPHOCT1 HAOYJIU 1ITpHU y XKaHP1 «KIikep» (aHrI. clicker), siki BUPI3HSAIOTHCS MPOCTUM
reiMILIeEM, BUCOKOIO BTATYBAHICTIO Ta 3PYUHICTIO peaiizailii Ha pi3HUX Mmatdopmax.

AKTyaJbHICTh TEMH — BHUBYCHHS IPOIECY CTBOPCHHSI irop y KaHpi «KJIiKep» i3
BUKOPHUCTaHHAM irpoBoro pyiris Unity, 1110 € OJHAM 3 HAWITOMYJISPHIIIUX CEPEIOBHUIIL
PO3pOOKHU Irop, 3aBASIKM CBOIH THYYKOCTI, KPOCIIAT(OPMEHOCTI Ta IMIUPOKOMY HabOpy
dyHKIIOHATY.

Merta po6oTH — po3poOKa KOMIT IOTEPHOI TpH Y KaHP1 «KIIIKep» Ha 0a31 iIrpoBOTO
pymrist Unity 3 peasizaifielo OCHOBHUX MEXaHIK KaHPY: HAKOMUYCHHS PECYPCIB, allrpeiu
Ta 30€peKEeHHsI POTpecy.

3aBaaHHs TOJATAE Yy CTBOPEHHI JIOTIKM TpH, po3podIll rpadiuHoro iHTEpdericy,
iHTEerparii cucteMu 30€peKeHHS IPOrpecy Ta TECTYBaHHI 3aCTOCYHKY JIUIS 3a0€3MCUCHHS
cTabLTLHOT POOOTH.

OO0’ €eKTOM TOCHIIKEHHS € TIPOIEC PO3POOKK KOMIT I0TepHUX irop Ha 6a3i Unity.

[IpenmeToM mochimkeHHs € crenudika peamizaiii irpoBUX MEXaHIK KaHPY
KITIKEP» Ta MOOYI0Ba apXITEKTYPH TPHU 3 YpaXyBaHHSIM BHMOT 3PYYHOCTI, €(h)eKTHBHOCTI

Ta PO3MINPIOBAHOCTI.



1. AHAJII3 TIPEJIMETHOT OBJIACTI IOCJIJKEHHS TA TEXHIYHE
3ABJAHHS

1.1. Anani3 npeaMeTHOi 06J1acTi

Komm’torepHi irpy — 1e uu@poBi po3Bard, siKi MpaIIOIOTh Ha E€IEKTPOHHUX
IPUCTPOSX, 30KpeMa iIrpoBUX KOHCOJSIX, cMapTdoHax, rianmeTax, [IK abo rapaitypax
BIPTYaJIbHO1 peasibHOCTI. ['paBIll MOXKYTh B3aEMOJIISITH 3 TAKUMHU Irpamu uepe3 [HTepHer,
JIOKaJIbHY MEpexkKy a00 y MOBHICTIO aBTOHOMHOMY peKuMi. SIK 1 Tpaauiiitti Gpi3uyHi irpu,
mupoBl  IrpM  BIA3HAYAIOTHCA  BEJIIMKOI  PI3HOMAHITHICTIO:  BIJ  CKJIAJHUX
0araToKOpPHUCTYBAIlbKUX CBITIB IO MPOCTHX JIOTIYHUX 3a7ad Ui OJHOTO IpaBls. BoHu
PI3HATBCSA 3a KXAHPOM, TPHUBATICTIO MPOXOJKEHHS, PIBHEM CIOKETHOI TIIMOWHHU Ta
IrpoBOI0 MexaHikoro [1].

Po3pobka Bifgeoirop — 1ie TPOIEC CTBOPEHHS KOMIT FIOTEPHUX ITOp, SKUM
3aliMaeThCsl OJUH PO3POOHHUK a00 KOMaHJIa, 1[0 MOXKE MPAaLIOBaTH SK LIEHTPaIi30BaHO,
TakK 1 JUCTAHIINHO 3 Pi3HUX KyTOoukiB cBiTy. Komepuiitai npoextu mist 11K 1 koHcomein
3a3BHYai MIATPUMYIOTHCS BUAABISIMH W MOXYTh BUMAaratu KUIbKOX POKIB PO3pPOOKH.
HaroMicTh iHai-irpy YacTile CTBOPIOIOTHCS OKPEMUMHU €HTYy31acTaMu ab00 HEBEITUKUMU
CTYHISIMH, 11O 3MEHIIY€e YacoBi ¥ ()iHAHCOBI BUTpPATU. AKTUBHUMA PO3BUTOK IHIYCTPii
HE3aJeKHUX PO3POOHUKIB CTaB MOMKIMBUM 3aBJSKH JOCTYITHOCTI pyIIiiB, Takux sk Unity
ta Unreal Engine, nudpoBum miatdhopmam posnoscromxeHHs (Steam, Uplay) Ta
3pOCTaHHIO PUHKY MOOLTBHUX irop amst Android 110S [2].

VY 1980-x pokax, 3 MOSIBOIO JIOMAIIHIX KOMIT IOTEPIB 1 MEPIIUX KOHCOJICH, O/IHA
JIOJTMHA MOTJIa CAMOCTIHHO CTBOPUTH TPY BiJT MOYATKY 10 KiHI. ChOTOHI K CTBOPEHHS
irop BuMmarae ydvacti OaraThox (paxiBIliB 13 PI3HUMH KOMIIETEHIIIMH Ta MiATPUMKH

CIeIiaTi30BaH01 KOMaHIH J0 CKIIATy SIKUX 3a3BUYail BXOJSATh HACTYIHI MPECTAaBHUKH:
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1. [Ipoatocep (110 pojb TaKOX MOXHA OMUCATH AK TO3MUIII0 MEHEIKepa
MPOEKTY, KEPiBHUKA MPOCKTY UM TUPEKTOPA).

2. Bunasenp — opranizailig, 1o 3aiiMaeTbcs MyOJIiKali€l0 / BUITYCKOM
KOMIT FOTEPHUX 1T0p.

3. KoManna po3poOHUKIB, 10 CKIaay sSIKOi BXOASATh HACTYIIHI MOCAH:

1)  [Juzaiinep rpu— oco0a, IO CTBOPIOE IPOBUI TMPOIEC, BUTATYIOYH 1
PO3pOOISI0YM MpaBuia Ta CTPYKTYpY TPH;

2)  XymoXXHUK — 0c00a, sSiKa BIIMOBIIA€ 3a Bi3yaJbHUI BUTIIS TPH;

3)  IrpoBumii mporpamict — iHXEHEP-IIPOrPaMiCT, OCHOBHA JiSUTBHICTh SIKOTO
noJIsirae 'y po3pooOIll KOMIT'IOTEPHUX 1rop ad0 MpOorpamMHOTo 3a0e3MedyeHHs 0 HHX
(HampuKIa, IHCTPYMEHTIB JJIsl CTBOPEHHS 1rop, IHCTPYMEHTIB Mg Moaudikaiii irop
TOIIO);

4)  JluzaiiHep piBHIB — 0c00a, sika po3po0Jisie piBHI, 3aBAaHHSA a00 Micil s
KOMIT'IOTEpPHUX  BiJIEOIrOp,  BUKOPUCTOBYIOYM  CIEIIaji30BaHE€  IMpOrpamHe
3a0€e3MeUeHHs;

5)  3ByKOpekuCepH — CIEIIaliCTH, SIKi BiAMOBIAaIOTh 3a 3BYKOBI €(hEKTH,
MY3UYHHI Ta 3ByKOBUU CYNPOBII y I'pi;

6)  TecTyBaJbHUK aHAII3y€e KOMII'IOTEPHY TIpy 1 (ikcye 3HaijeHi HUM
MIOMUJIKH, 0aru 1 Ae)eKTH, 0 € YACTUHOIO MpoIiecy 3a0e3neueHHs SIKOCTI [2].

[Tporiec po3poOKu Tpy 3a3BUYAl BKIIFOYAE HACTYITHI €TaIIN:

1 bazoBa koHrIenIis TpH;

2 Konnenitis rpu;

3. JlokyMeHTallisi nu3aiiHy rpu;

4 [IporoTum,;

) BupoOuunrso
Etanmm mMoXyTh BapiroBaTHCS 3aJI€KHO BiJ TepeBar KOMMaHIi Ta cremuQiku

MIPOCKTY.
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1.2. XKanp xiikep

Kuikep (Takox Bimomuii sik incremental abo idle game) — 1e xaHp Bigeoirop, y
AKUX B3a€EMOJISI KOpPUCTYBaya MIHIMaJibHA: MEPEBAXHO HATHUCKAaHHAM (KJIIK abo Tar).
OcHoBHa 1€ MOJsAra€ B TMPOCTOTI: KIIKAMU TE€HEPYETbCA pecypc, SKUM MOTIM
BUTPAYAETHCS HA alTpeiiin, aBTOMATH3aIit0 a00 TeHepallilo MacuBHOTO 10Xxoay. YacTo B
TaKuX Irpax TPUCYTHIA MEXaHI3M «IPECTUXKY» — OOHYJEHHS MpOrpecy 3apaiau
OTpUMaHHS OOHYCIB, 110 CTUMYJIFOE IPABIISI TIOBEPTATUCS 10 IPU 3 HOBOIO cujioto [3].

Opniero 3 mepiux Takux irop BBakanu Progress Quest , sunymeny B 2002 potii.

IIpoTe, 11e OYB CATUPUYHHI TIPOCKT.

Name [ l

Race | Class Stats
O Half orc O ur-paladin STR [17]
O Half Man O Voodoo Princess
O Half Halfiing O Robot Monk om ij‘

O Double Hobit O Mu-Fu Monk DEX [ 12]
O Hob-Hobbit O Mage Illusioner INT [ 9]
O Low B O shiv-Knight ws [
O Dung EIf O 1nner Mason i
OTalking Pony ® Fighter/Organist oA [ 6]
O Gyrognome O puma Burgular
O Lesser Dvaarf O Runeloremaster Total | 63|
O crested Dviarf O Hunter Strangler

| 8&! Man 8 Battle-Felon

Panda Man Tickle-Mimic

l (® Trans-Kobold O slow Poisoner
O Enchanted Matorcycle O Bastard Lunatic Ineol

i O will o' the Wisp O Loviding

| O Battle-Finch O Birdrider
O Double Wookiee O Vermineer Game Type-

| (@) Skraeling ® Single player
O pemicanadian O muitplayer

i O Land Squid

Pucynok 1.1 — Progress Quest

B 1i#f Tpi rpaBii CTBOPIOBAIM BIIACHOTO TMEPCOHAXKA, a MPOIEC TP BiIOyBaBCs
aBTOMATUYHO, Bim 30LIBIICHHS PIBHS JO OWTB 3 BOpOTaMH. 3arajom, TPaBIli pajiie
JAUBHIINCS ICTOPIIO CBOTO MEPCOHAXA, HIK T'Pajll HUM.

UYepes cBOIO MPOCTOTY Ta MiHIMAITI3M, T skaHp OyB irHOpoBaHul pokamu. [Ipote
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1ie 3minmtock B 2013 porii 3 yerixom rpu Cookie Clicker, pospo6iienoro Orteli.
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Pucynoxk 1.2 — Cookie Clicker

['pa m03BOJIsUIA TPaBIIO HATUCKATH Ha BEIIMKE IMEYMBO, BiqoOpakeHe Ha €KpaHi, Ta
oTpumaTy | ednBo B KIIK. 3a 3apo0iieHe eYrBO, TpaBellb KyyBaB OyiBil Ta anrpenu
JUTSL HUX, 1100 3apo0JIsiTH O1NIbIIe IeYrBa.

Xou ms Tpa BUIJILAAA MPOCTOI0, BOHA OTpMMaia 0araTo NPUXHIBHUKIB Ta

moKasaja IMoTeHIIiaa JaHoro xkaupy [3].

1.3. Ornsi irpoBUX pymIiiB

Unity — e yHiBepcanbHUI IrpOBHIA PYIIiH, SIKAH JTO3BOJISIE CTBOPIOBATH irpu B 2D
ta 3D dopmartax s Oyap-akoro >xaHpy. Moro mepeBaru mosisiratoTh y BEJHKIA 0asi
3HaHb, OOLIUPHIA KIIBKOCTI TOTOBUX pIlI€Hh 1 MIA0JIOHIB, AKTUBHINA CIUIBHOTI Ta

JIETKOCTI OCBOEHHH.



Pucynok 1.3 —Ilpukmnan po6otu B Unity

Mosgu nporpamysanss: C#, NoCode (Bolt).
[linoBa momituka: JIocTyIMHO OE3KOIITOBHO, a TAKOXK ICHYIOTh IUIATHI IUIAHU JJIS

BCJIINKHUX HpOGKTiB.

ITepeBaru Unity:

. aJanTABHUN Ta MOAYJbHHM IBUTYH. Bennka KUTbKICTh KOMITOHEHTIB

JIOCTYITHA BiIpa3y;

. OaraTcTBO IIA0JIOHIB Ta MPUKJIAIIB;
. BeInue3Ha 0a3a 3HaHb, BEJIMKa CHLJIbHOTA;
. YHCJICHH] YCHIITHI IPOEKTH;

Henoniku Unity:

. HEOOX1AHICTh IIMOOKOr0 3aHYpPEHHS B JeTalll JBUTYHA JUIsl ONTUMAJIbHOT
PpO3p0o0KH;

. IPUCYTHICTh HEAOPOOJIEHUX BEPCIi Ta TOMUIIOK;

. BIJICYTHICTh BIAKPUTOTO KOAY JUTsI MAIMX KOMaHJ PO3POOHHKIB;

. 3HAYHUN PO3MID;

. ¢dbokyc Ha po3poOlll OHOBIICHB PYLIiA JI1 MOOUTRHUX TIAThOPM;

. Opi€eHTAIlis MATPUMKHU Ha Oi3HeC [4].

Ham #ime UnrealEngine — irpoBuii ABUTYH 3 JOBIOIO ICTOPIEI0, KWW CHOTOJHI
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MPEICTAaBIIAE MEPEAOB] MOKIMBOCTI AJI1 CTBOPEHHSI MaclITaOHUX irop. Po3pobiserses

EpicGames.

© Limpot B SaveAll € 5 %5 Content » Bust b Textures »
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Pucynox 1.4 — Ilpukian po6oru B Unreal Engine

Mosgu nporpamysanus: C++, NoCode (Blueprints).
I{inoBa nojiTuka: be3komToBHO (32 yMOBaMH).
[Tmtocu UnrealEngine:
® TOTYXXHUU pelaKkTop A OyIb-SIKUX 3a7a4;
® THYy4YKa CTPYKTypa PYyIIis;
® OpiEHTOBaHWI Ha PO3POOHUKIB, a HE Ha O13HEC, HA BimMiHY Bix Unity.
® TOTOBHICTB JIO BEJIUKUX MPOEKTIB "3 KOPOOKH";
Henomiku UnrealEngine:
® BHCOKHI MOPIT BXOAY;
e MCHIN BIKpHTA Ta YUCJICHHA CITUIBHOTA,;
® aKIICHT Ha BEJIMKI IMPOEKTH;
e 00'eMHUI1 pymIiii Ta HOTO BUMOTIHUBICTSH [4].
Stride — me irpoBuii ABUTYH 3 BIIKPUTHUM Koja0M, cxoxkuid Ha Unity. Ilouan

po3poliiATHCs HEe Tak AaBHO (paHnimie OyB BinmoMuil sk Xenko), ane BKe MPONOHYE
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BIJIKPUTICTh KOJY Ta O€3KOIITOBHICTb.

Pucynok 1.5 — [puknax po6ortu B Stride

Moga niporpamyBannsi: C#.
[inoBa nomituka: beskomrosHo (OpenSource).
Ilepesaru Stride:
® BIAKPUTHUH KO,
® HIKYMI mopir BxoAy nopiBHsHO 3 UnrealEngine;
e cxoxicTb 3 Unity 3a apXiTeKTypolo Ta IHCTPYMEHTAMH,
® JIOCTYII JI0 HOBITHIX TE€XHOJIOTIH y mopiBHAHHI 3 Unity;
e migTpuMKa VR Ha BUCOKOMY piBHI.
Minycu Stride:
e pymIii Ta COUTHHOTA 1€ HA PAHHBOMY €TaIll PO3BHUTKY;,
e oOMexeHa KUTBKICTh MPUKJIAIIB Ta HaBYAJILHUX MaTepiaiis [4].
GameMakerStudio 2 — me oguH IHCTPYMEHT IS CTBOPEHHS irop, IO BKIIFOYAE

6e3mi4 (hyHKIIiH, 11a0I0HIB 1 MPUKIIATIB.
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Pucynoxk 1.6 — Ilpuknan po6otu B GameMakerStudio

MoBa nporpaMyBaHHs: He MOTPiOHA, ajIe MiATPUMYEThCS BUKOPUCTAHHS CKPHIITIB.
L{inoBa mosmiTuka: be3komToBHO (3 OOMEXCHHSIMH), TTOBHUI JOCTYI 3a MICSYHY
HiATUCKY.

ITepeBaru GameMakerStudio:

. HE BUMAarae 3HaHb y porpaMyBaHHI;

. MOTY>KHI IHCTPYMEHTH;

. BEJIMKA KUIbKICTh 11a0JIOHIB Ta MPHUKIIAIIB;
. aKTHMBHA CIUIBHOTA.

Minycu GameMakerStudio:
. HE HaWKpala ONTUMI3aIlis PYIIis;

. JIesIK1 aCTIeKTH MOTPeOYIOTh TOOMpaIfoBaHHs [4].
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2. TIPOEKTYBAHHS APXITEKTYPU TA CTPYKTYPU [IPOIPAMHOI'O
[TPOJIYKTY

2.1. AHani3 IHCTpYMEHTAJIbHUX 3aC001B pO3pOOKHU

[Ipy cTBOpeHHI TpH BaXKIMBO BHOpAaTH IrPOBUU JBMXKOK Ta MpPOrpaMHe
cepeloBulle, fAKI HagaayTb Bcl HeoOXigHl 1HCTpyMeHTH. llicna pocnimkeHHs
NOMYJISIPHUX ITPOBUX ABUXKKIB, sI BUPILIUB 3yMUHUTH CBiil BUOip Ha Unity, 1 och uomy:

e Bepcis 6e3 oriaTy;
® BCJIHMKHUI aCOPTUMEHT IHCTPYMEHTIB JIJIsl CTBOPCHHS,

Bubip mporpamMHOi MOBH Ta cepeOBHUIIA € BUPIIAIBHAM TSI PO3POOKH MTPOEKTY.
BiH BruiMBae Ha MPOIYKTHBHICTH Ta MIBHAKICTH PO3POOKH, a TAKOXK Ha CKIAIHICTH Ta
BUTpaTu. HeoOXigHO 3BEepHYTH yBary Ha no0pe mpoayMaHy apXiTeKTypy CHCTEMHU TpH
BuOOpi. OOpaHuii IrpoBHil pymriil miarpumye MoBy nporpamyBanus C#. Cepen nepeBar
BuOopy C# cmi BiA3HAYUTU BEJIMKY KUIBKICTh OHJAWH pecypciB 3 MpHKIagaMy Ta
016s1i0TeKaMH, a TaKOX i1 YHI(IKOBaHICTh Ta JOCTYITHICTb.

Jlns MmoBu miporpamyBanHs C# icHYI0Th Taki cepenoBuina, sk VS Code, JetBrains
Rider ta ixmi. Y ipoMy Bunaaky 0ysio oopano nporpamue cepenouiie VS Code. Bono
3a0e3neuye BeTUKY THYYKICTh HaJalllTyBaHb, MOXKJIMBOCTI Ui PO3IIMPEHHS Ta IPOIIOHYE
3pyunuii iHTepdeiic s kopuctyBaya. VSCode mocTtynmHMil aisi G€3KOIITOBHOTO

3aBaHTaKEHHs Ha O(DiiifHOMY CaWTI.

2.2 Tomryk akTOpiB Ta BapiaHTIB BUKOPUCTAHHS

[TpoBiBim aHami3 MpeIMeTHOT 00IaCTi, TPEACTABICHO aKTOPa I'PU — TPABEIIb.
Jliist 300pakeHHsT MOXJIMBOCTEH TPABIIS TIPH pOOOTI 3 MaOYTHBOIO TPOrO Oyia

po3po0JieHa iarpaMa BapiaHTIB BUKOpucTaHHs (puc. 2.1).
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Pucynok 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS

I'paBers Mae HACTYIHI MOKIJIMBOCTI
e 3apobiTOK OYOK;
e [lokymnka anrpeiis;
e [lepermnsa CTaTUCTHUKH;

e 3MiHa HaJAIITyBaHb.

2.3 Onmuc BapiaHTIB BUKOPHUCTAHHS
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JInst  Kpamoro po3yMiHHA TPEACTABICHOI paHillie JgiarpaMd BapiaHTIB

BUKopucTanHs (puc. 2.1), Oyne perenpHilie po3risHyTo KiouoBi BB:

e 3apo0iTOK OYOK — rpaBellb MUIIXOM 0araTopa3oBOro HATUCKAHHS HA aKTUBHY

obmacte  iHTEepdeiicy  TEeHepye  BHYTPIINIHBOITPOBI  OYKH,

BHUKOPHCTOBYIOTBCA 4K BaJIrOTaA.

K1

o [lokymka anrpeiiiiB — rpaBeIlb MA€ MOXKIJIUBICTh BUTPAYATH HAKOTTUICH] OUKU

Ha anrpeiau, ski 30UIbIIYIOTh €(EeKTUBHICTh TeHepalii O4YoK abo

BIJIKpUBAIOTh HOBI (PYHKIIi (ABTOMATUYH1 KJIIKH, MHOXKHUKH TOIILIO).
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e Ilepernsia cTaTUCTUKU TpaBellb MAa€ MOXKIIMBICTD Neperisay iHbopmallii mpo

Ipy: KUIBKICTh HAKOTIMYEHUX OYOK 32 BECh YaC, KUIBKICTh OYOK B KJIIK Ta 4ac
IrpoBOi cecli.

e 3MiHa HajalITyBaHb TIpPaBelb MOXKE 3MIHIOBATH HAJIAIUTYyBaHHS 3BYKY Ta

30epiratu nporpec rpu.

2.4 AGCTpakTHUH piBEHb CUCTEMU

VY Mexax po3poOku gaHoi rpu Oysno oOpaHo 00’ ekTHO-opieHTOBaHy (OOIT)
napajurMy sSK pPi3HOBHJ CTPYKTYpPHOTO MporpamyBaHHs. Lledl migXix BHPI3HAETHCS
BHUCOKHM PiBHEM MOAYJIBHOCTI, IKHIA 3a0€31eUy€eThCs 32 PaXyYHOK KIOYOBUX IPUHITHITIB
OOII: inKancymsii, ycnaakyBaHHs, ojiMopdizMy Ta abcTpakiiii.

Croroani OOII € ogni€ro 3 HAUTIOMIMPEHIIINX MMAPAIUTM Y CBITI po3poOku. BoHa
JI03BOJISIE CTBOPIOBATH THYYKY W MaciITaOOBaHy apXiTEKTypy MPOEKTY, IO JIETKO
HIATPUMYETBCS Ta PO3MIUPIOEThCA. Hiubkue HaBeeHO OCHOBHI PHUCH, SIKI CTaiu
BUPIIIATLHUMH MPU BUOOP1 caMme ITi€T TapaurMu:

» [Iakancynsmis (IIpuBatHicTh) — JlocTyn 10 BHYTPINIHIX IMOJIB Ta METOIB
KJIacy PEryJareThcsl uepe3 1HTepdeiicu Ta moamdikaTopu goctymy. lle
MIHIMI3y€e HMOBIPHICTh HemependadyBaHUX 3MiH Y JIOTili PoOOTH KIIACiB.
3akputi (MpUBaTHI) KOMIIOHEHTH HE MOXYTh OyTH BUKOPHCTaHI 3a MEXaMu
KJIacy, 1110 3aXHINA€ MUTICHICTh JAHUX Ta MOBEIIHKH 00’ €KTa.

» JlakoHiuHicTh Ta epekTuBHICT, — KOKeH 00’ €KT MICTHTH JIUIIIE HEOOXITHHI
MIHIMYM TIOJIiB 1 MeToaiB. Takui miaXim A03BONSE YHUKHYTH HaJIMIpHOCTI,
MOKpAIly€e YNATA0ETbHICTh KOAY Ta ONTUMI3YE€ BUKOPHUCTAHHS PECYpCIB
CUCTEMH.

» [loBTOpHE BUKOPUCTAHHS KOAY (MYJIbTU3aJaYHICTh) — 3aBAsIKM MEXaHI3MaM
ycHaJKyBaHHsS Ta MOJAIMOP(i3My BKE€ CTBOPEHI KOMIOHEHTH MOXHa JIETKO

aJanTyBaTH /10 HOBUX 3aBJIaHb 13 MIHIMAJILHUMH 3MiHaMu. Lle 3MeHInye gac
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PO3pOOKHU Ta NMIABUIIYE €(PEKTUBHICTH BUKOPUCTAHHS 1AM SITI.

Jlist Bizyauizauii apxiTekTypu cucteMu 0yae Bukopuctano UML-niarpamu.

UML (Unified Modeling Language) — me ynidikoBaHa MoBa Bi3yaJbHOTO
MOJICJIIOBaHHS, fKa HIMPOKO 3aCTOCOBYETHCS ISl OMHUCY CTPYKTYpHU Ta MOBEAIHKHU
nporpamMHux cucteM [5]. Bona 103BoiislE HAOYHO BIAOOPA3HTH BCI KIIFOYOBI
KOMITOHEHTH CHUCTEMH, iX B3a€MO3B’A3KU Ta (PYHKII0HAIBHICTB, 1110 OCOOJIMBO BaXKJIUBO
y KOHTEKCT1 00'eKTHO-OpieHTOBaHOro MpoekTyBaHHs. Cepen moxknauBocteit UML —
BUKOPUCTaHHS CHElIaji30BaHOi HOTAallli, CEMaHTUKH Ta MO3HAY€Hb JJIsi CTBOPEHHS
CXeM, SIKI MOJIETHIYIOTh aHami3, po3pooky Ta miaTpuMky I13. UML-niarpamu cranu
HEBIIUIBHOIO 4YacTUHOIO po3pobku OOIll-cuctem, OCKUIBKM BOHU JO3BOJISIIOTH
CTPYKTYPOBAHO 300pa3uTH KJIacH, iX aTpuOyTH, METOJIU Ta 3B’ SI3KH MK HUMHU.

[Tepmoro 1 Ga3oBoro miarpamoro € jmaiarpama kiaciB. Bona € ¢dyHmameHTOM
MOJIETIIOBAHHS, OCKUIBKH JIEMOHCTPYE aOCTPaKTHY CTPYKTYpPY CHUCTEMH: SK KJacu

B3aEMOJIIIOTH MK CO00F0, SIKI MAtOTh 3B’ S3KH Ta i€papxii.
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ClickerGame

ListMenuController

Setting ButtonClickSound
+AudioSource bgmToggle +AudioClip clickSound
+ Toggle musicToggle + Toggle soundToggle
+void Awake()
+yoid Start()

+Button exitButton

+void ExitGame()

+Button clickBution
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_>| RectTransform
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ActiveUpgrade

Save System

+ClickerGame clickerGame
+Upgradeltem[] upgrades
+Button pointButton
+Button muttiplierButton
+Button autoclickerButton

+ClickerGame clickerGame

+StatisticsUl statisticsUl
+Button manualSaveBution
-string saveFilePath

+PassiveUpgrade upgradePassive

+void Start()

+void PurchaseUpgrade(Upgradeltem)
+void OnPointButtonClick()

+void OnMultiplierButtonClick()

+void OnAutoclickerButtonClick()

+void SaveGame()
+void LoadGame()

Upgradeltem
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+string name

+int cost

+string description
+Button button
+Text costText
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+bool purchased

+ClickerGame clickerGame
+Text totalPointsText

/,r +Text currentPpcText
+Text playTimeText
-float timePlayed

!

+void Update()

Pucynok 2.2 Jliarpama kiacis
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Ha Bume BkazaHiii miarpami BigoOpaKeHO BCl KIIFOYOBI KJIAaCH IPOTPAMH.

ClickerGame € 0OCHOBHUM KJIaCOM, SIKUW MICTUTD JIOTIKY T'PH:

e KepyBaHHs anrpenamu;

e OOJIK KIIKIB;

e QOuwnosnenus Ul;

Knacu PassiveUpgrade ta ActiveUpgrade € peani3alii€ro macMBHUX Ta aKTUBHHUX

anrpeiaiB BinmoBimHo. PassiveUpgrade MICTUTBH JIOTiIKY TOKYNKHA Ta HapaxyBaHHS

OoHycy 10 ocHOBHOTO KITiKy, ActiveUpgrade — noriky akTuBariii 00Hycy Ha 4ac.

Knacu Upgrade i Upgradeltem BimmoBinaroTh 3a CTPYKTYpy anrpeuiiB Jyis

PassiveUpgrade Tta ActiveUpgrade BianoBigHO.

Knac StatisticsUl BUBOIUTh CTAaTHCTUKY I'pH: 3arajibHy KUIbKICTh OYKIB, IIOTOYHY

KUIbKICTh OYOK 3a KJIIK, TPUBAIICTh aKTUBHOI CeCli TpH.
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Knac ListMenuController kepye nepeMukaHHsIM MiX BKJIaJKaMH MEHIO. MICTHTh
MacCHBH KHOIIOK 1 ITaHEeJeH, a TAKOXK MapaMeTpH aHiMalli NepeMIIeHHS .

Knac SaveSystem kepye 30epexeHHSIM 1 3aBaHTaXEHHSM Iporpecy rpu. JlaHni
oepytbes 3 kiaciB ClickerGame, PassiveUpgrade, ActiveUpgrade, StatisticsUI.

Knacu Setting, ButtonClickSound BiamoBizaroTh 3a HajamTyBaHHS 3BYKY,

ExitSystem — 3a J1oriky 3aBepIeHHs 3aCTOCYHKY.
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3. PO3POBKA TA TECTYBAHHAA [TPOT'PAMHOI'O ITPOAYKTY

3.1 Bulip MOBH IporpamMyBaHHs Ta TEXHOJIOT1H po3poOKU

[Ipu BuOOpi1 I1HCTPYMEHTapil0 [ CTBOPEHHS TPU KPUTHUYHO BAKIUBO
30CepeIUTHUCS Ha JOCTYNHUX 010110TeKax, Kl 3a0€3MeUyl0Th BUCOKY €(PEKTUBHICTh Y
poGoti 3 nanuMu. Crnoyarky MOTPIOHO BUPIMIKUTH, SIKI IHCTPYMEHTH ONTHUMAJIbHO
OiAIATYTh U1 KIIEHTChKOT 4YacTMHU TpoekTy. KirieHTchka dYacTHMHA Tmepeadadae
PO3pO0OKYy T0JATKY 3 MIATPUMKOIO PI3HUX IIIAT(HOPM.

Y nmpomeci TpoeKTyBaHHS Tpu OyJIO0 3aCTOCOBAaHO 00 €KTHO-OPIEHTOBAHY
METOJIOJIOTII0 Ta MOBY mporpamyBaHHs C#. AHai3yl0ud KIIOYOBI KJIacH Ta CYTHOCTI,
Oyn0 BUKOpHUCTAaHO crerudivHi pillleHHs Ta MOCTaBjeH1 3aBaaHHsA. Po3poOka Benacs
METOJIOM PEBEPC-IHXUHIPHHTY, IO JIO3BOJIMIO CTBOPUTH OCHOBHI KOMITOHEHTH Ta 1X
B3aemMoii, a gami - ckinactu UML-niarpamy kiaciB. Takuit Meton OyB oOpaHuit uepes
CKJIQJHOIIl OI[IHKU TMOBHOTO OOCSTY Ta CTPYKTYPH CHUCTEMHU Ha MOYATKOBHUX €Tarax
PO3pOOKH.

Bubip 3pydHOro cepemoBuia po3poOKH TaKOXK BIAIrpae KIHOYOBY POIb Y
CTBOPEHHI NOAATKy. 3 OTrJSAy Ha CTPIMKHI PO3BUTOK IHTErPOBAHUX CEPEIOBHUIIL
PO3pOOKHK BiJl PI3HOMAHITHUX KOMITaHIN y MUHYJ POKH, BHOIp Terep 3aJICKUTh BiJl
ocobucTux ymoao0aHb po3poOHuKaA. Cepen HANUOUIBII BIJOMHUX PEAAKTOPIB KOIY
croroaHi € JetBrains Rider, Visual Studio Ta Visual Studio Code. 3apasiku 10CBiqy
podotn B Visual Studio ta VSCode, a Takox BuOOpy MoBU mporpamyBanHs C#,
nepeBary Oyno HamaHo Visual Studio Code. Ha BimMiHy Bim IHIIUX 1HTErPOBAHUX
cepenoui po3pooku (IDE) ta 6arateox inmmx, VSCode miaTpumye BEIUKY KUIBKICTh
MoB niporpamyBanHs. Lle IDE € moxgynpHuM, 1110 03HA4Ya€E, 0 BOHO HAWKpaLe NPAIfO€
3 PpO3MIUPEHHSIMH, SKI CHOPONIYIOTh MPOIEC MPOTPAMyBaHHSA 3aBISKH TOTOBUM
CHITITIETaM, MOXJIMBOCTI iX CTBOPEHHS, MOKPAIICHIM MiACBITII TEKCTy Ta OaratboM
THITUM KOPUCHUM (QYHKIISIM [6].

Bci Bumiesramani texHosorii, moBu, IDE Ta iHmi enemenTtu Oynm oOpadi 3

ypaxyBaHHSIM BUMOI 3a/ladl Ta apXiTeKTypH, a Takox ocobuctux mnotped. lle
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3a0€3Me4nTh MOBHE BTUICHHS 3aIlJIAHOBAHOTO JOJATKY ISl 3pYYHOCT1 KOPUCTyBaya.

3.2. Po3poOka OCHOBHO{ iIrpoBOi JIOT1KK

B paniii rpi peanizoBaHO METOAM PI3HOT CKJIAJAHOCTI KOTP1 BIANOBIIAIOTH 3a
JIOTIKYy r'pH, OOHYCIB, 30epekeHHs nporpecy Ta iHmi. KopucryBaubkuil iHTEpPEC Ta
OCHOBHI mapameTpu Oynu 3agaHi B penaktopi Unity. [loBHUH JICTHHT KoOny
3HAXOJIUTHCS B 1OAATKY A.

OcHoBoto rpu € kinacu ClickerGame ta ListMenuController. Bonu BinmoBigaroTh
3a HacTymH1 QyHKIIIT:

e KepyBaHHs anrpeniamu;
e OO0JIK KIIKIB;

e QOmnosnenusa Ul;

e KoOHTpOIb MEHIO.

[lepm 3a Bce OyJio CTBOPEHO MpOLEC I'PU: HATUCKAHHSA Ha KHOIKY 30LIbIIYE
KUIBKICTh O4OK. Ha pHcyHKax Hmkue BimoOpakeHO JICTHHT MeToxiiB Start Ta

IncrementClick, sixi BigmoBimaroTh 3a JaHUi IPOIIEC.

start()

if (clickButton !=

clickButton.onClick.AddListener(IncrementClick);

Pucynok 3.1 Jlictuar meromy Start
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IncrementClick()

passiveBonus = 0;

i = 8; i < passiveUpgrade.upgrades.Length; i++

passiveBonus += passiveUpgrade.GetBonus(i);

total = basePointsPerClick + passiveBonus;

Pucynok 3.2 — Jlictunr metony IncrementClick

Hactynnum eramom Oyno CTBOpEHHSI METOJY, SIKa BIJMOBIJAE 3a OHOBJICHHS
KOpHUCTYyBalbkoro intepdeiicy. g ¢pynkiris moTpiOHa 11 KOPEKTHOTO BioOpaKeHHS
3MIHHMX 3Ha4€Hb (KUIbKICTh OUOK, PIBHI aNTpelIiB, iX 1iHa Tomo). Ha pucyHky Huxkue

BigoOpakeHo gictuHr metoay UpdateUl, sikuii BianoBinae 3a qaHuii mporec.

UpdateUT()
clickCountText 1=

clickCountText.text = "Points: " + clickCount.ToString();

i = @; 1 < passiveUpgrade.upgrades.Length; i++

if (upgradeCostText l= &% i < upgradeCostText.Length)

f
L

upgradeCostText[i].text = "Cost: " + passiveUpgrade.upgrades|[i].CurrentCost;
1
J
if (upgradeLevelText != && i < upgradelLevelText.Length)

upgradeLevelText[i].text = "L : " + passiveUpgrade.upgrades[i].level;

i = @; 1 < passiveUpgrade.upgrades.Length; i++

upgrade = passiveUpgrade.upgrades[i];
if (i < upgradeButton.Length)

upgradeButton[i].interactable = clickCount >= upgrade.CurrentCost;

Pucynok 3.3 — Jlictuar metoxy UpdateUl



3.3. Po3pobOka cuctemu anrpeiin
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Jns nanHoi rpu Oyno peani3oBaHO JBa TUIM AanrpeljiB: MacuBHI (Kjac

PassiveUpgrade) ta aktuBHi (ki1ac ActiveUpgrade).

[lacuBHi anrpeian 30UIBIIYIOTH KUIBKICTH 3apOOJIEHHX OYOK 3a KIIK. BoHwu

CKJIQJA0ThCS 3 HACTYITHUX MapaMeTpiB, 3anucaHux B kiaci Upgrade:

e Hasga;

e basosa miHa;

e MHOXHUK I[1HH,

e KinbkicTh O0HYCHUX OYOK;

e PiBeHb.

Ha pucyHky Huxue BimoOpaxxeHo iicTuHT Kiacy PassiveUpgrade ta meromy

TryUpgrade, sikuii BiMmoBigae 3a Mpoiiec MOKYIKH anrpeiy.

e : MonoBehaviour

rade[] upgrades;

TryUpgrade( iy points)

if (i < @ || 1 »= upgrades.Length

Debug.LogError(“Invalid upg
return g

Upgrade currentUpgrade = upgrades[i];
cost = currentUpgrade.CurrentCost;
if (points »>= cost

points -= cost;
currentupgrade.level++;

Debug.Log(currentUpgrade.upgradeName + " upg

return

else

Debug.Log(currentUpgrade.upgradeName + “ upg

return

" + currentUpgrade.level + " ( "+ cost + ")");

able: " + points);

Pucynox 3.4 — Jlictunr xnacy PassiveUpgrade

AKTHBHI anrpeiid JarTh TPaBI0 0JJHOPa30Bi ad0 THM4YacoBi OoHycH. B mgaHiit

rpi peani3oBaHO HACTYIHI OOHYCH:

e + 2500 ouok 3a aktuBailiro. Cooldown — 30 cexyHz;
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e x3 MHOXHHK JUIsl 040K 3a KiK. TpuBamicts — 15 cekyna. Cooldown — 45
CEKYyH],
e AsBro-kiikep. Tpusanicte — 10 cekyHn, iHTepBan MiDK kiikamu — 20
minicexynn. Cooldown — 90 cexyn.
Ha pucynky Hmkue BigoOpaxeHo micTUHT Metony PurchaseUpgrade kiacy

ActiveUpgrade, sikuii BiMOBiIa€ 3a MpoIiec MOKYIIKA anrpeiy.

PurchaseUpgrade (UpgradeItem upgrade)

if (upgrade.purchased || clickerGame.GetClickCount() < upgrade.cost
return;

clickerGame.SpendPoints(upgrade.cost);
upgrade.purchased = 2
upgrade.button.interactable = B
Debug.Log( "Purchased: " + upgrade.name);

switch (upgrade.name

"Point Cache":
ntButton.gameObject.SetActive( N

Gains":
ultiplierButton.gameObject.SetActive( N

)5

Pucynoxk 3.5 — Jlictunar metoay PurchaseUpgrade

3.4. Cuctema 306epeKeHHS IIPOrpecy

Krnac SaveSystem peamnizye cucremy 30epexxenHs rpu. Bin aBromaTiaHo 30epirae
nani rpu (KUTBKICTh KIIIKIB, 3arajibHUH 3ap00iTOK, PiBHI TAaCUBHUX IMOKPAIICHb Ta CTaH
KYITiBJIl aKTUBHUX IOKPAILEHb) KOXKHI 5 XBHJIMH, I03BOJISIE PYYHE 30€PEIKECHHS Yepes

KHOITIKY, a TaKOX 3aBaHTaXye 30€pekeH1 AaHl Ipu cTapTi rpu. [laHi ynmakoBYHOTbCS B
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kinac GameData i cepianizyrotecs B gopmar JSON, sikuit 30epira€TbCs B Mamill
30€peKEHb.
Ha pucynkax Hmx4e BigoOpaxeHo JicTuHr MetoAiB SaveGame ta LoadGame,

AK1 BIAMOBIAAIOTH 3a MpoLeC 30epeKeHHs JaHUX Ta 1X 3aBaHTaKCHHS.

saveGame()

GameData data = new ¢ Data();
data.clickcount = clickerGame.GetClickCount();
data.total = clickerGame.GetTotalEarned();

count = upgradePassive.upgrades.Length;
data.upgradeLevels = count ];
for i=9; i< count; i++

data.upgradelevels|[i| = upgradePassive.upgrades[i].level;

upgradeActive = && upgradeActive.upgrades l= && upgradeActive.upgrades.Length > @

activeCount = upgradeActive.upgrades.Length;

data.activePurchased = [activeCount];
purchasedStates = "";
i=0; i < activeCount; i++)

data.activePurchased[i] = upgradeActive.upgrades[i].purchased;
purchasedStates += ¢"[{upgradeActive.upgrades[i].name}: {data.activePurchased[i
1

}
Debug.Log("s + purchasedstates);

json = Jsonutility.ToJson(data, prettyPrint:
File.WriteAllText(saveFilePath, json);

Debug.Llog("G d to " + saveFilePath);

Pucynok 3.6 — Jlictuar metony SaveGame

LoadGame ()
if (File.Exists(saverilePath)

json = File.ReadAllText(saveFilePath);
GameData data = JsonUtility.FromJson<GameData>(json);

clickerGame.SetClickCount(data.clickCount);

for ( i = @; 1 < data.upgradeLevels.Length & i < upgradePassive.upgrades.Length; it++)
upgradePassive.upgrades[i].level = data.upgradelLevels[i];

&& upgradeActive !-= && upgradeActive.upgrades 1=

upgradeActive.HideAllActiveUpgradeButtons
( 9; i < data.activePurchased. th & i < upgradeActive.upgrades.Length; i++)

upgradeActive.upgrades[i].purchased = data.activePurchased[i];
if (upgradeActive.upgrades[i].button !I=
upgradeActive.upgrades[i].button.interactable = ldata.activePurchased[i];

upgradeActive.RefreshActiveUpgradeButtons

1
J

clickerGame.SetTotalEarned(data.total);

clickerGame.UpdateUI();

Debug. Log S d from " + saveFilePath);

Pucynoxk 3.7 — Jlictuar metony LoadGame
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3.5. CraTucTuka Ta HalallTyBaHHI

Knac StatisticsUI BianoBigae 3a BUBIJL CTaTUCTUKUA I'PU HA €KpaH: 3arajibHy
KUIBKICTh OYKIB, IOTOYHY KUIBKICTh OYOK 3a KIIIK, TPUBAIICTh MOTOYHOI cecii rpu. Ha

PUCYHKY HMKYE BiJOOpaKEHO JIICTUHT JAHOIO KIacy.

StatisticsUI : MonoBehaviour
ClickerGgame clickerGame;

totalPointsText;
currentPpcText;

playTimeText;

timePlayed = of;

hpdéte{}

if (clickerGame == return;
timePlayed += Time.deltaTime;

totalPoints = clickerGame.GetTotalEarned
baseClick = clickerGame.GetBaseClick();
bonusClick = clickerGame.GetPassiveBonus
ppc = baseClick + bonusClick;

totalPointsText.text = "Tc Points Ear " + totalPoints;
currentPpcText.text = iy F ck: " + ppc;
playTimeText.text = "Curre ion: + FormatTime(timePlayed);

1ce

FormatTime( seconds)

mins = Mathf.FloorToInt(seconds / 60);
secs = Mathf.FloorToInt(seconds % 60);
return .Format("{ }:{1:@0}", mins, secs);

Pucynoxk 3.8 — Jlictuar kinacy StatisticsUI

3a HamamTyBaHHS 3BYKY BIANOBIZAlOTH 2 Kiacu: Setting (mepeMukad s
my3uku) Ta ButtonClickSound (mepemukau mnst 3BykiB). Ha pucyHkax Hik4de

B17100pa)K€HO JIICTUHT METO/1iB JJAHUX KJIACIB.
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Awake ()

if (bgmSource ==
bgmSource = GetComponent<AudioSource>

if (musicToggle ==
Debug. LogWarning ("M n : in the In

Start()

bgmsource 1=

bgmsource. loop =

bgmSource.Play();

musicToggle l=

musicToggle.isOn = bgmSource != && !bgmSource.mute;

musicToggle.onvValueChanged.RemoveAllListeners();
musicToggle.onvalueChanged.AddListener(HandleTogglevalueChanged);

HandleToggleValueChanged(

it (bgmSource ==
bgmSource.mute = !ison;

Pucynoxk 3.9 Jlictunr MetosiB kiacy Setting

Start()

Button button = GetComponent<Button>();
if (button I= && clickSound !=

button.onClick.AddListener(PlayClickSound);

bléyclicksound

if (clickSound ==
return;

soundToggle = && !soundToggle.isOn
turn;

audioSource.PlayOneShot(clickSound);

Pucynoxk 3.10 Jlictuar metoxiB kiacy ButtonClickSound
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3.6. ImocTpartist poOOTH CTBOPEHOTO MPOTPAMHOTO 3a0e3MeUeHHS

B pe3ynbrarti npoBeaeHoi poOOTH Ha BUXOA1 OTPUMAHO 3aCTOCYHOK, 3 MPOCTUM
JUISL pO3YMIHHSI KOPUCTYBAIIbKUM 1HTEphErcoM.
[Ticns 3amycky rpu rpaBellb 3ITKHETbCS 3 ITPOBUM IIOJIEM, SIKE€ CKIAJAEThCS 3

HACTYITHUX YaCTHH:
» Bepxus manenb 3 KUIBKICTIO OYOK;
» IrpoBa kHOTIKA y BUTJISI/II claiiMa,

e HuxHs maHens 3 KHOIIKAaMU MCHIO.

Pucynok 3.11 — Irpose nosie

[Tpu HatuckaHHI Ha claitMa, MPOTPAETHCA KOPOTKUH 3BYK Ta JOJAETHCS OYKO y
BEpPXHIN MMaHETI.

[Tpu nHaTuCKaHH1 OyAb-IKOT KHOIIKH MEHIO, CIIaiiM Ta BEPXHsI MTAHEIb 3CyBAIOThHCS
BJiBO. 3 MIPaBOi CTOPOHHM 3’ SIBJISIETHCA MMaHETh MEHIO, BUOpaHa rpaBieM. Ha HacTymHIX

PUCYHKaX BiIOOpPaKEHO KOXKHY IMaHEIb MEHIO.



wratl =20 : ‘ Finger Level: Cost: 10
Points: 0

Adventurer Level: Cost: 100
Guild Level: Cost: 1000
Hunter Level: Cost: 10000

Mage Level: Cost: 100000

2 Cost:
Trader Level: 1000000

EN : - ) . Add 2500 points.
~ = e Point Cache Cooldown: 30 seconds

Poin

ts: 0 =2 y x3 point multiplier for
4 - Rich Gains 15 seconds.
p Cooldown: 45 seconds
Fast auto-clicker for 10
Auto-Click seconds. Cooldown:
90 seconds

Pucynok 3.13 — Ilanens menro “Active Upgrades”
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T/ NS 7
Points: 0 [ Total Points Earned: 0

Points per Click: 1

Current Session: 00:19

Music

™ sound

Pucynoxk 3.15 — [lanens mento “Settings”

Jlist tpu Oyno ctBopeHo 6 macuBHHUX anrpeiaiB. KoxkeH 3 HUX Mae BIIACHY IIHY

PiBHS, MHOKHUK I1i€1 IiHU Ta GOHYC OUYOK 10 KOKHOTO KIiKy. IX Tepenik HacTymHuiA:

Finger: mina - 10 o4ok, MHOKHUK - 1.1, 60HYC 10 KITiKYy - 1;
Adventurer: mina - 100 o4ok, MHOKHUK - 1.2, GOHYC JI0 KIIKY - 5;
Guild: mina - 1000 ouok, MHOXHHK - 1.3, 60HYC 110 KITIKY - 25;

Hunter: mina - 10000 o4ok, MHOXHUK - 1.4, 60HYC 10 KITiKY - 125;
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» Mage: uina - 100000 ouok, MHOXHUK - 1.5, 60HYC 710 KITiKY - 625;

 Trader: mina - 1000000 o4yok, MHOXHHMK - 1.6, 6oHYyC 10 KITiKy - 3125.

3.7 TectyBaHHs MPOrpaMHOTO 3a0€3MEeUEHHS Ta OI[IHKA SIKOCTI

He icaye mnporpam 6e3 nommiok. Jlama rpa mnorpebye TecTyBaHHS, 100
NEPEKOHATHCS, 10 peali3oBaHl PYHKIIT MPaIIOI0Th KOPEKTHO.

VY Mexax TecTyBaHHs OyJI0 TakoX MEpeBIPeHO POOOTY aKTHMBHUX 1 MACHUBHUX
anrpeiniB, 30€peKCHHS Ta 3aBaHTAXCHHS ITPOBUX JaHUX, CUCTEMY IMiIPaxyHKY OYOK,
TaliMepu OOHYCIB, B3a€EMOJII0 €JIEMEHTIB 1HTep(deiicy 3 JIOriKoKw TpH, a TaKOXK
OHOBJICHHSI CTATUCTHKH B pEaTbHOMY Yaci.

3 MeTOI0 IEPEBIPKH MPABHIIBHOCT1 POOOTH BHYTPIMIHIX aITOPUTMIB IPOBOIUIOCH
MOJIyJIbHE TECTYBaHHS, MiJ] Yac SKOrO0 OKPEMO MEepPEeBIPAIUCS KIIOYOBI METOAH, IO
BIJMOBIAAIOTh 3a KIIK, OJaBaHHS OYOK, HapaxXyBaHHs IMAacCHMBHOTO JOXOJy, 3aIlyCK
aBTOKJIiKepa Toupo. lle mo3BonuiIO mepeKkoHaTHCs, M0 KOXXKHA (YHKIS Mpaltoe
130JIbOBAHO Ta MepedadyBaHo.

OkpiM 1OTO, BUKOPHUCTOBYBAJIUCH IHTEPAKTUBHI (PY4H1) TECTH, IiJl Yac SKHUX Y
npolieci rpu mepeBipsiiacs podoTa 3BYKY, NEpeMHUKadiB, pearyBaHHs iHTepdeiicy Ha
3MiHY CTaHy, Ta MOBEIHKAa KHOIOK IiJ] 4aC PI3HUX CIIEHapiiB (HAMPUKIAJl, KOJIH OYOK
HEJIOCTATHBO ISl TIOKYTIKH).

TakuMm YHMHOM, TECTyBaHHS IMATBEPAMIIO TPANE3IaTHICTh OCHOBHHMX (DYHKITIH

rpH.
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4 BE3IIEKA XUTTEAIAJIBHOCTI TA OCHOBU OXOPOHU ITPALI

4.1 Tomikapchka A0MOMOTra MpH MIOKY

3rigHo 3 IlopsakoM HagaHHS TOMEAUYHOI JOMOMOI'M MOCTPAXAAIUM MPHU Mi103p1
Ha 10K B Haka31 MiHicTepcTBa 0XOpoHU 370poB’st Ykpainu Big 09 6epesnst 2022 poxy Ne
441, moK — 11e HeBIAKJIAJHUM CTaH, CIPUYMHEHUN CUCTEMHUM MOPYIIEHHSIM OKCUT€HAIIT
TKaHWH OPraHi3My Ta, SIK HACJIIJIOK, PO3BUTKOM MOPYIICHHS (PYHKIiT )KUTTEBO BAYKIMBUX
OpraHiB Ta CUCTEM (IUXAJIBHOI, CEPIIEBO-CYUHHOT, HepBOBOT). O3HAKaMU IIOKY €: OJTi1a,
XOJIOJIHA 1 BOJIOra IIKIpa, 3arajibHa cilaOKICTh, HECIOKIM, pO3ApaToOBaHICTh, CYyXICTh B
pOTi, BIAYYTTSA cIpard, 4vacte abo0 TOBUIbHE JIUXaHHS, MOPYIICHHS CBIJOMOCTI,
HEMPUTOMHICTS [8].

HenanaHHs CBOEYACHOI JIONIOMOTH TPHU IIOKOBOMY CTaHI MOXE MPHU3BECTH JIO
CEepHO3HUX YCKIJIAJHEHb 1 HaBITh JIETAJLHOTO HACIIAKY. Y 3B’SI3KYy 3 LIMM OCOOJIMBOTO
3Ha4YeHHs HaOyBae 3/IaTHICTh 0Ci0, Kl MEPIIMMHU TPUOYIHW Ha Miclle MOJii, HaaaTu
NOCTPAXAAJIOMY HaJIekKHY JOJIKAPCHhKY TOMOMOrY. 3HaHHS aJIrOpUTMYy i y TaKUX
CUTYaIlisIX TO3BOJISIE BUTPATH JTOPOTOIIIHHUM Yac 10 MpUOYTTS METMYHOTO NIEPCOHATY Ta
CYTTEBO MiABUIIUTH IAHCH HA 30€PEKEHHS KUTTS IMOTEPIILIOTO.

JliarHOCTHKA IIOKY IPYHTYETHCS HA BU3HAUCHHI TTOKA3HUKIB, K1 XapaKTePHU3YIOTh
3arajlbHUK CTaH MoTepniioro. HalBaxuBimii MOKa3HUK PIBEHB apTEPIaJbHOTO THUCKY.
[Ilo HMXYUM BiH €, TO TIHOMUN po3iaa QYHKIIH opraHi3My, HOTO >KHTTETISITBHOCTI.
BenmunHa KpoBOBTpaTH — HAMOLTBI 00'€KTUBHIM MTOKa3HUK CTYIICHS BaKKOCTI MOKY [9].

[Ipn HagaHHI AOMEAWYHOI JOMOMOTH IOCTPAXAAIMM TPH III03pi Ha IIOK
CIOYaTKy MOTPIOHO MEPEeKOHATUCA Y BIACYTHOCTI HeOe3meku. SAkio HeOe3nekn Hemae,
MOTPIOHO TPOBECTH OTJISA TMOTEPIUIOrO, 3AIMCHATH BHUKIUK EKCTPEHOI MEIMYHOi
JIOTIOMOTH, YCYHYTH TPUYMHY BHUHUKHEHHS IIOKY Ta HAJaTH MOCTPAXKIAUIOMY
MPOTUIIIOKOBE TIOJIOKEHHSI: TIOKJIACTH MOCTPAXKIAJIOT0 Ha 3€MIII0, TIOKJIACTH TiJ] HOTH
SIIUK, BaJUK 3 OJATY TAaKUM YHMHOM, II00 CTYIHI HIT 3HAXOJMJIMCh Ha PIiBHI HOTO
MaA0OPIAas, MIAKIACTA I TOJIOBY OJAT YH TMOAYIIKY, BKPHUTH TOCTPa)XIaajaoro

nokpuaiiom [10].
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[1in yac mIOKy yCyBalOTh A0 TPaBMYIOUUX (DAKTOPIB 1 (AKTOPIB PO3BUTKY IIOKY:
3YNUHSAIOTH KPOBOTEUY, MEPEB'SI3yI0Th PaHU, yCYBalOTh 3arpo3y acgikcii; BBOIATh S-
noai0Hy TpyOKy (MOBITPONPOBiN); MpU MNOPYLIIEHH] 30BHIIIHBOIO JUXAaHHS OYHUIIYIOTh
MOPOKHUHU POTa 1 HOCOTJIOTKH, YCYBalOTh 3amlaJaHHs fA3UKa i1 BIJHOBJICHHS
NPOXIAHOCTI JAMXaJbHUX ULUISIXIB; MPU MHEBMOTOPAKCI HAKIAJA€ThCS IOB'A3KA;
MPOBOJUTHCS 1HTAJALIA KUCHEM, 3yIMHKA 30BHIIIHBOI KPOBOTEY1; BBOJATHCA CEPLIEBO-
CYIMHHI 1 aHaJENTU4HI 3aco0u (BUKOHY€ (enbauiep); 3A1MCHIOETbCA 1IMMOOLTIZAIs
KIHI[IBOK. BBIBIIM TOBTOPHO 3HEOOJIIOBAJIbHI 3acO0U, NAOTh rapsyuil yaid Ta 1HIII

Haroi [9].

4.2 Po3paxyHOK piBHS IIyMy. 3aXOAH II0A0 HWOTO 3HUKEHHS

[Iym € omaHuUM 13 HAWUMOMIMPEHIMUX (I3UYHUX YUHHUKIB, II0 HETaTHBHO
BIUIMBAIOTh HAa YMOBH Ipalll Ta 3[0pOB’s JIIOJIWHU. TpuBase mnepedyBaHHS B yMOBax
MiJIBUIIEHOTO0 IIYMOBOI'O HABAaHTAXKEHHS MOXKE MPHU3BECTU JO TOPYIICHHS CIyXYy,
IiBUIICHOT BTOMIIIOBAHOCTI, 3HW)KEHHS KOHIIGHTpAllll yBarv, MOpYyIIeHb HEPBOBOI
CHUCTEMH Ta PO3BUTKY MpodeciiiHnX 3aXBOproBaHb. CaMe TOMY KOHTPOJIb Ta OIlIHKA PIBHS
IIIyMY Ha poO0YOMY MICIIi € BAKJIMBUM aCIIEKTOM OXOPOHH IIparfi.

3rinno 3 CaHiTapHUMH HOPMaMH BUPOOHWUYOrO IIyMYy, YJIbTPa3BYKy Ta
iHbpassyky JCH 3.3.6.037-99, BumiproBaHHS HIyMy B OKTaBHHUX CMyrax abo piBHS
IIyMy TMPOBOJUTHCS 3a JIOIMIOMOTOIO IITyMOMIpa, KM BiAMOBiAa€e AiFOYMM BHUMOTaM
Hepxxcrangapty Ykpainu, nepeBipeHuii B opranax Jlep>kcTaHaapTy. 1 Ma€ OCBIAYCHHS
npo nepesipky [11].

BumiproBaHHsS Ha MOCTIHHUX poOOYMX MICIISIX — B 30HaX PO3TAIIyBaHHS OPraHiB
KepyBaHHSI TEXHOJIOTTYHMM YCTATKyBaHHSM BHUKOHYIOTh B Takui croci0o: Mikpodon
ITyMOMipa po3TalloByIOTh Ha BUCOTI 1,5 M, Ha BifcTani 0,5 — 1M Bix obmagHaHHs (MpH
JOCJIIJIPKEHH] piBHA IIyMYy B KaOiHax MIKPO(OH BCTAHOBIIOIOTH Yy il LEHTpP1), BUMIPU

BUKOHYIOTH 32 IIKaJlol A NIymMOMipa, y peXHuMl «moBUIbHO». [lpu nmociimxeHHi
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MOCTIMHOrO 1IyMy (PIKCYIOTh PiBHI 3ByKOBOT'O THUCKY B OKTaBHHX CMYrax Ha CEpeIHbO
reOMETPUYHMX YaCTOTaX, a PU HEMOCTIMHOMY — €KBIBaJI€HTHI1 piBHI 3BYKY [9].

VY pa3i nepeBUIICHHS JTOMYCTUMHUX 3HAYCHb POOOTOAABEIh 30008’ I3aHUIA BXKUTH
3aX0/1B IIOAO0 3HWXEHHA mymy. Lli 3axoau MONUIAIOTHCA HAa OpraHi3alliifHi, MeIUKO-
npodIaKTUYHI, apXITeKTypHO-TJIAHYBaJIbH1, TEXHIYHI.

Jlo oprasizainifHuX Ta apXITEeKTYpHO-IUIAHYBAJBHUX 3aXOMAIB BIIHOCSATHCA
yIPYNOBaHHS MPUMILIEHb 3 MIIBUIICHUM pIBHEM IIyMy B OJHIA 30HI OyAUHKY,
BIJIIJICHHS iX KOpUIOpaMHU, MICOOHUMHU, TOMOMIXHUMH, CKJIAJICBKUMU TPUMIILIISHHSIMU.

Menuko-npoiTaKTHYHUMH 3aX0JlaMH € TPOBEACHHS TMEPIOJUYHUX OTJISIIIB,
MPUIOM BITaMIHIB JJIs MiIBUIIICHHS! OMIIPHOCTI, CAHITAPHO-KYPOPTHE JIIKYBaHHS.

TexHiuHI 3aX01 MOAUISIOTHCSA HAa 3 HANPSIMKW: YCYHCHHS NMPUYMH BUHUKHCHHS
a00 3HWKCHHS PIBHS IIyMY B JDKEPEIi, 0CJIa0ICHHS MIyMy Ha MUISXY HOTO MOIIUPEHHS
Ta 1HIUBITYaTbHUM 3aXUCT MPAIIOIOUNX.

HaiiGinpmr  edeKTUBHMM NUISXOM 3HIDKEHHS IIyMYy € 3aMiHa TYYHUX
TEXHOJIOT1YHUX Omepallii Ha MajomyMHi. [IpoTe peamnizallis Takux METOIB 3aXUCTY HE
3aBXK/IM pealibHa Ta JIOIUIbHA 3 EKOHOMIYHOT TOYKU 30PY, TOMY 3aCTOCOBYIOTh 3HUKEHHS
IIyMy B JDKEpeJli: 3aCTOCYBaHHsS B MEXaHi3Max MarepialliB 13 3BYKOIOTJIMHAIOYHUMHU
BJIACTHBOCTSIMHU, CBOEYACHE TIPOBEJICHHS MPODIIAKTUKYU U TIAHOBO-TIOTIEPEHKYBAILHUX
peMoHTIB. OTHUM 3 HAHOLIBII MIPOCTUX PIIICHB MO0 3HIKCHHS IIyMY Ha MIJIAXY HOTO
MOIIMPEHHS € 3aCTOCYBaHHS 3BYKOI30JIIOIOUMX KOXKYXIB — 3BYKOBIIOMBarOYUX abo
3BYKOIIOTJIMHAIOYHX.

Sk iHIUBIAyaTbHI 3aCO0M 3aXHUCTY BiJI IIIyMY 3aCTOCOBYIOTH CIIEIiajIbHI BKJIAIHIII
y BYIIHY PakoBUHY MpH BenuuuHi mymy 10 100 b, nrymo3axucHi HaBYIIHUKHU TIPU
BennuuHi mymy Bixg 100 n1b no 120 nb a Takox monaoM 3 HaByIIHWUKAMU TPH BEJIWMYHUHI

mrymy 6inbme 120 nb [9].
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BHUCHOBKH

VY pe3ynbTaTi BUKOHaHHS KBaliikaiiiiHoi podotu OakanaBpa O0yno po3po0iaeHo
KOMIT'IOTEPHY TPy Yy KaHpl KIIKEp 3 peani3alicl0 KaCTOMHOI'O IMPOBOIO MpOLECy Ta
NIATPUMKOI0 AaKTUBHMX 1 MAacCUBHMX TNOKpamieHb. J[i1 mnoOyAoBH apXITEKTypu
3aCTOCOBAaHO 00 €KTHO-OPIEHTOBAHWMW  MIAXiJA, 1[0  JIO3BOJUB  3a0e3MEUYUTH
MacIITabo0BaHICTh, MOAYJIBHICTH Ta PO3IIUPIOBAHICTh KOJTY.

VY rpi peanizoBaHo 0a30By MeXaHIKy KIIKIB, a TaKOXX CHCTEMY MOJEpHi3allii:
OJTHOPA30Bi aKTHBHI MOKpANICHHS 3 TUMYacOBHM €(EKTOM, MAaCHBHI MOKPAIICHHS 3
NPOTPECUBHUM 3pOCTaHHSM BaptocTi. KpiM Toro, Oyno BHPOBaIKEHO CHUCTEMY
30€peKECHHS Ta 3aBaHTAXXEHHS MPOTpPecy, sika J03BOJIs€ 30epiratu JaHi BPy4dyHY abo
aBTOMAaTHUYHO 3 TICBHUM iHTEPBaJIOM.

Takoxx peani3oBaHO CTaTUCTUYHMM MOAYJIbh, SKUN BiloOpakae 3arajibHy
KUIBKICTh 3apOOJICHNX OYOK, TPUBAIICTh CECIi IpU Ta MOTOYHY €(PEKTUBHICTH OJTHOTO
KJIIKy. BaxkinBor ckiiaioBoi0 cTajia cuctema iHTepdeicy: KHONKH pearyroTh Ha
MOKJTUBICTh MTOKYIIKH, 3BYK KIIIKY KEPYETHCS OKPEMUM NEpeMHUKayeM, 110 3abe3neuye
IepPCOHAITI3AIIII0 JOCBITY KOPUCTyBaya.

['pa € mpukiagoM IHTEPAKTHBHOTO 3aCTOCYHKY 3 PO3BHHEHOIO JIOTIKOIO Ta
MIMPOKMMU MOKJIUBOCTSIMHU [IJISl MOAANIBIIOTO PO3BUTKY: BIPOBAKEHHS JIOCATHEHD,
J0JJaBaHHS HOBUX CUCTeM Touo. OTpuMaH1 pe3ynbTaTd JIEMOHCTPYIOTb MOKJIMBICTh
CTBOPEHHS MOBHOIIHHOI I'pu y cepenoBuili Unity i3 3aCTOCYBaHHSIM Cy4acHHUX MiAXOIIB

JI0 IPOTPAMyBaHHS Ta IMPOEKTYBAaHHS.
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JOIATOK A — JlictuHr koay iH(pOpMaLiiHOT CUCTEMU

Jlictunr koxay 1 — ActiveUpgrade.cs
using UnityEngine;

using UnityEngine.UI;

using System.Collections;

public class ActiveUpgrade : MonoBehaviour
{
[System.Serializable]
public class Upgradeltem
{
public string name;
public int cost;
public string description;
public Button button;
public Text costText;
public Text descriptionText;
public bool purchased;
}

public ClickerGame clickerGame;
public Upgradeltem[] upgrades;

// Buttons for active upgrades
public Button pointButton;
public Button multiplierButton;
public Button autoclickerButton;

private bool pointCooldown = false;
private bool multiplierCooldown = false;
private bool autoclickerCooldown = false;

// Call this to hide all special upgrade buttons
public void HideAllActiveUpgradeButtons ()

{

if (pointButton != null) pointButton.gameObject.SetActive (false);

if (multiplierButton != null)
multiplierButton.gameObject.SetActive (false);

if (autoclickerButton != null)

autoclickerButton.gameObject.SetActive (false);

}

void Start ()
{

foreach (var upgrade in upgrades)

{

if (upgrade.button != null)

{
upgrade.costText.text = "Cost: " + upgrade.cost;
upgrade.descriptionText.text = upgrade.description;
upgrade.button.onClick.AddListener (() =>

PurchaseUpgrade (upgrade) ) ;
}
}

// Always hide all special buttons at start
HideAllActiveUpgradeButtons () ;

if (pointButton != null)
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pointButton.onClick.AddListener (OnPointButtonClick) ;

if (multiplierButton != null)
multiplierButton.onClick.AddListener (OnMultiplierButtonClick) ;
if (autoclickerButton != null)

autoclickerButton.onClick.AddListener (OnAutoclickerButtonClick) ;
}

void PurchaseUpgrade (Upgradeltem upgrade)
{
if (upgrade.purchased || clickerGame.GetClickCount () < upgrade.cost)
return;

clickerGame.SpendPoints (upgrade.cost) ;
upgrade.purchased = true;
upgrade.button.interactable = false;

Debug.Log ("Purchased: " + upgrade.name);

switch (upgrade.name)
{
case "Point Cache":
pointButton.gameObject.SetActive (true);
break;
case "Rich Gains":
multiplierButton.gameObject.SetActive (true);
break;
case "Auto-Click":
autoclickerButton.gameObject.SetActive (true) ;
break;

}

void OnPointButtonClick ()
{

if (pointCooldown) return;

clickerGame.AddPoints (2500) ;
StartCoroutine (PointCooldownRoutine ()) ;

}

IEnumerator PointCooldownRoutine ()

{

pointCooldown = true;

pointButton.interactable = false;
yield return new WaitForSeconds (30f);
pointButton.interactable = true;
pointCooldown = false;

}

void OnMultiplierButtonClick()
{

if (multiplierCooldown) return;

clickerGame.ActivateMultiplier (15f, 3); // 3x multiplier for 15s
StartCoroutine (MultiplierCooldownRoutine()) ;

}

IEnumerator MultiplierCooldownRoutine ()

{
multiplierCooldown = true;
multiplierButton.interactable = false;
yield return new WaitForSeconds (45f);
multiplierButton.interactable = true;
multiplierCooldown = false;
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}

void OnAutoclickerButtonClick ()
{

if (autoclickerCooldown) return;

clickerGame.ActivateAutoclicker (10£f, 0.02f); // 10s duration, 20ms
click interval
StartCoroutine (AutoclickerCooldownRoutine()) ;

}

IEnumerator AutoclickerCooldownRoutine ()
{
autoclickerCooldown = true;
autoclickerButton.interactable = false;
yield return new WaitForSeconds (90f);
autoclickerButton.interactable = true;
autoclickerCooldown = false;

}

// Call this after loading to update button visibility for purchased

upgrades
public void RefreshActiveUpgradeButtons ()

{

if (pointButton !'= null) pointButton.gameObject.SetActive (false);

if (multiplierButton != null)
multiplierButton.gameObject.SetActive (false);

if (autoclickerButton != null)

autoclickerButton.gameObject.SetActive (false);

foreach (var upgrade in upgrades)
{
if (upgrade.purchased)
{
switch (upgrade.name)
{
case "Point Cache":
if (pointButton != null)
pointButton.gameObject.SetActive (true) ;
break;
case "Rich Gains":
if (multiplierButton != null)
multiplierButton.gameObject.SetActive (true);
break;
case "Auto-Click":
if (autoclickerButton != null)
autoclickerButton.gameObject.SetActive (true);
break;

}

}
Jlictuar koxy 2 — ButtonClickSound.cs

using UnityEngine;
using UnityEngine.UI;

public class ButtonClickSound : MonoBehaviour
{

public AudioClip clickSound;

public AudioSource audioSource;

public Toggle soundToggle;



}
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private void Start ()
{
Button button = GetComponent<Button>();
if (button != null && clickSound != null)
{
button.onClick.AddListener (PlayClickSound) ;
}
}

void PlayClickSound ()
{

if (clickSound == null)
return;

if (soundToggle != null && !soundToggle.isOn)
return;

audioSource.PlayOneShot (clickSound) ;

}

Jlictunr xony 3 — ClickerGame.cs
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class ClickerGame : MonoBehaviour

{

// Elements for the clicker game.
public Button clickButton;
public Text clickCountText;

//Arrays for upgrade buttons and their text.
public Button[] upgradeButton;

public Text[] upgradeCostText;

public Text[] upgradelevelText;

public PassiveUpgrade passiveUpgrade;

private int totalEarned = 0; // Total points
private int basePointsPerClick = 1; //Starting point

private int clickCount = 0; // Current points
private bool multiplierActive = false;
private int multiplierValue = 1;

private bool autoclickerActive = false;

void Start ()

{
if (clickButton != null)

{
clickButton.onClick.AddListener (IncrementClick);

}

for (int 1 = 0; i < upgradeButton.Length; i++)
{

int index = 1i;
if (upgradeButton[index] != null)
{
upgradeButton[index] .onClick.AddListener (() =>

BuyUpgrade (index) ) ;
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}

UpdateUI () ;
}

void IncrementClick ()

{

int passiveBonus = 0;

for (int 1 = 0; 1 < passiveUpgrade.upgrades.Length; i++)
{
passiveBonus += passiveUpgrade.GetBonus (i) ;

}

int total = basePointsPerClick + passiveBonus;

if (multiplierActive)
{
clickCount += total * multiplierValue;
totalEarned += total * multiplierValue;
}
else
{
clickCount += total;
totalEarned += total;
}

UpdateUI () ;
}

void BuyUpgrade (int index)

{
if (passiveUpgrade != null)
{

bool purchased = passiveUpgrade.TryUpgrade (index, ref
clickCount) ;

if (purchased)
{
Debug.Log ("Upgrade purchased for index " + index);
}
}
UpdateUI () ;
}

public void UpdateUI ()

{
if (clickCountText != null)
{

clickCountText.text = "Points: " + clickCount.ToString();
}

for (int i = 0; i < passiveUpgrade.upgrades.Length; i++)
{
if (upgradeCostText != null && i < upgradeCostText.Length)
{
upgradeCostText[i].text = "Cost: " +
passiveUpgrade.upgrades[i] .CurrentCost;
}
if (upgradelevelText != null && i < upgradelevelText.Length)
{
upgradelevelText[i].text = "Level: " +
passiveUpgrade.upgrades[i].level;

}



}
for (int i = 0; i < passiveUpgrade.upgrades.Length; i++)
{
var upgrade = passiveUpgrade.upgrades[i];
if (i < upgradeButton.Length)
{
upgradeButton[i] .interactable = clickCount >=
upgrade.CurrentCost;
}
}
}

public int GetClickCount () => clickCount;
public void SetClickCount (int value)
{
clickCount = value;
UpdateUI () ;
}

public void SpendPoints (int amount)
{
clickCount -= amount;
UpdateUI () ;
}

public void AddPoints (int amount)

{
clickCount += amount;
totalEarned += amount;
UpdateUI () ;

}

public void ActivateMultiplier (float duration, int multiplier)
{
if (!multiplierActive)
StartCoroutine (MultiplierRoutine (duration, multiplier));

}

private IEnumerator MultiplierRoutine (float duration, int multiplier)

{
multiplierActive = true;
multiplierValue = multiplier;

yield return new WaitForSeconds (duration);

multiplierActive = false;
multiplierValue = 1;

}

public void ActivateAutoclicker (float duration, float interval)
{
if (lautoclickerActive)
StartCoroutine (AutoclickerRoutine (duration, interval));

}

private IEnumerator AutoclickerRoutine (float duration, float interval)

{

autoclickerActive = true;

float elapsed = 0f;

while (elapsed < duration)

{
IncrementClick () ;
yield return new WaitForSeconds (interval);
elapsed += interval;
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}

autoclickerActive = false;

}

public int GetTotalEarned() => totalEarned;

public void SetTotalEarned (int amount)
{

totalEarned = amount;

UpdateUI () ;
}

public int GetBaseClick() => basePointsPerClick;

public int GetPassiveBonus ()

{
int bonus = 0;
for (int 1 = 0; 1 < passiveUpgrade.upgrades.Length;

bonus += passiveUpgrade.GetBonus (i) ;

return bonus;

}

}

Jlictunr xony 4 — ExitSystem.cs
using UnityEngine;
using UnityEngine.UI;

public class ExitSystem : MonoBehaviour

{
public Button exitButton;

void Start ()
{
if (exitButton != null)
{
exitButton.onClick.AddListener (ExitGame) ;
}
}

void Update ()
{
// Listen for Escape
if (Input.GetKeyDown (KeyCode.Escape))
{
ExitGame () ;
}
}

// Exits the game or stops play in the Editor.
public void ExitGame ()

{
Debug.Log ("Exiting game...");

//Unity Editor stop.
#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#else
//Build stop.
Application.Quit () ;
#endif
}
}

Jlictuar koxy 5 — ListMenuController.cs

it++)
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class ListMenuController : MonoBehaviour
{
// Arrays for menu buttons and their panels.
public Button[] menuButtons;
public GameObject[] menuPanels;

// UI elements that will move when a menu is opened.
public RectTransform moveButton;

public RectTransform moveText;

public RectTransform movelmage;

// Movement parameters.
public float moveDistance = 100f;

public float moveDuration = 0.5f;
// Track currently open menu (-1 = none).
private int currentMenulndex = -1;

// Store the original positions of the moving UI elements.
private Vector2 originalPosButton;

private Vector?2 originalPosText;

private Vector2 originalPosImage;

// Flag to track if the UI elements have been moved left.

private bool elementsMovedLeft = false;
void Start ()
{
if (menuButtons.Length !'= menuPanels.Length)

{

Debug.LogError ("Buttons not equal to panels.");
return;

}

// Click events for each button.
for (int i = 0; i < menuButtons.Length; i++)
{
int index = 1i;
menuButtons[i] .onClick.AddListener (() =>
OpenOrToggleMenu (index)) ;
}

HideAllMenus () ;

// Store the original positions for the UI elements.
if (moveButton != null)
originalPosButton = moveButton.anchoredPosition;

if (moveText != null)
originalPosText = moveText.anchoredPosition;

if (moveImage != null)
originalPosImage = movelmage.anchoredPosition;

}

// Method to open a menu or close it if it's already open.
void OpenOrToggleMenu (int index)
{

if (currentMenulIndex == index)
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HideAllMenus () ;
currentMenulndex = -1;

// Move UI elements to original positions, if they had been
moved.
if (elementsMovedLeft)
{
if (moveButton != null)
StartCoroutine (MoveToPosition (moveButton,
originalPosButton, moveDuration));
if (moveText != null)
StartCoroutine (MoveToPosition (moveText, originalPosText,
moveDuration)) ;
if (moveImage != null)
StartCoroutine (MoveToPosition (moveImage,
originalPosImage, moveDuration));

elementsMovedLeft = false;
}
Debug.Log ("Closed menu at index: " + index);
}
else
{
HideAllMenus () ;

if (index >= 0 && index < menuPanels.Length)
{
menuPanels[index] .SetActive (true);
Debug.Log ("Opened menu at index: " + index);

//Animate UI, if not moved.
if (!elementsMovedLeft)
{

if (moveButton != null)
StartCoroutine (MovelLeft (moveButton, moveDistance,
moveDuration)) ;
if (moveText != null)
StartCoroutine (MovelLeft (moveText, moveDistance,
moveDuration)) ;
if (moveImage != null)
StartCoroutine (MoveLeft (movelImage, moveDistance,
moveDuration)) ;
elementsMovedLeft = true;
}
}
currentMenulndex = index;

}

// Method to hide all menu panels.
void HideAllMenus ()
{ foreach (GameObject panel in menuPanels)
{ if (panel != null)
{ panel.SetActive (false);

}

// Coroutine to move UI elements to the left.
IEnumerator MoveLeft (RectTransform uiElement, float distance, float
duration)



Vector?2 startPos = uiElement.anchoredPosition;

Vector2 targetPos = startPos + new Vector2 (-distance, 0); // move

left
float elapsed = 0f;
while (elapsed < duration)
{
uiElement.anchoredPosition = Vector2.Lerp(startPos,
elapsed / duration);
elapsed += Time.deltaTime;
yield return null;
}
uiElement.anchoredPosition = targetPos;

}

// Coroutine to move UI elements back to a target position.
IEnumerator MoveToPosition (RectTransform uiElement, Vector2
float duration)
{
Vector2 startPos = uiElement.anchoredPosition;
float elapsed = 0f;
while (elapsed < duration)
{
uiElement.anchoredPosition = Vector2.Lerp (startPos,
elapsed / duration);
elapsed += Time.deltaTime;
yield return null;
}
uiElement.anchoredPosition = targetPos;
}
}

Jlictunr koxy 6 — PassiveUpgrade.cs
JlictuHr xoxy 7 — SaveSystem.cs

using System.Collections;
using UnityEngine;

using UnityEngine.UI;
using System.IO;

public class SaveSystem : MonoBehaviour

{
public ClickerGame clickerGame;
public PassiveUpgrade upgradePassive;
public ActiveUpgrade upgradeActive;

public StatisticsUI statisticsUI;
public Button manualSaveButton;
private string saveFilePath;

void Awake ()

{

targetPos,

targetPos,

targetPos,

saveFilePath = Path.Combine (Application.persistentDataPath,

"savegame.json") ;

}

void Start ()
{
// Manual save
if (manualSaveButton != null)
manualSaveButton.onClick.AddListener (SaveGame) ;

// Start auto-save loop
StartCoroutine (AutoSaveRoutine () ) ;
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// Load existing save data if present
LoadGame () ;
}

private IEnumerator AutoSaveRoutine ()
{
while (true)
{
yield return new WaitForSeconds (300f); // 5 minutes
SaveGame () ;

}

private class GameData

{
public int clickCount;
public int[] upgradelevels;
public bool[] activePurchased;
public int total;

}

/// Saves game data to a JSON file, overwriting previous save.

public void SaveGame ()

{
GameData data = new GameDatal() ;
data.clickCount = clickerGame.GetClickCount () ;
data.total = clickerGame.GetTotalEarned()

int count = upgradePassive.upgrades.Length;

data.upgradelLevels = new int[count];
for (int i = 0; 1 < count; i++)
data.upgradelLevels[i] = upgradePassive.upgrades[i].level;

// Save active upgrades purchased state
if (upgradeActive == null)
{
Debug.LogWarning ("SaveSystem: upgradeActive is null!");
}
else if (upgradeActive.upgrades == null)

{
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Debug.LogWarning ("SaveSystem: upgradeActive.upgrades is null!");

}
else if (upgradeActive.upgrades.Length == 0)
{
Debug.LogWarning ("SaveSystem: upgradeActive.upgrades 1is
empty!") ;
}
else
{
int activeCount = upgradeActive.upgrades.Length;
data.activePurchased = new bool[activeCount];
string purchasedStates = "";
for (int i = 0; i < activeCount; i++)
{
data.activePurchased[i] =
upgradeActive.upgrades[i] .purchased;
purchasedStates += $"[{upgradeActive.upgrades[i] .name}:
{data.activePurchased[i]}] "
}
Debug.Log ("Saving active upgrades: " + purchasedStates);

}

string json = JsonUtility.ToJson (data, prettyPrint: true);
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File.WriteAllText (saveFilePath, json);
Debug.Log ("Game saved to " + saveFilePath);

}

/// Loads game data from the save file, if it exists.
public void LoadGame ()
{

if (File.Exists (saveFilePath))

{
string json = File.ReadAllText (saveFilePath);

GameData data = JsonUtility.FromJson<GameData> (json);
clickerGame.SetClickCount (data.clickCount) ;

for (int 1 = 0; 1 < data.upgradelevels.Length && i <

upgradePassive.upgrades.Length; i++)
upgradePassive.upgrades[i].level = data.upgradelevels[i];

if (data.activePurchased != null && upgradeActive != null &&
upgradeActive.upgrades != null)

{
// Hide all first, then show purchased

upgradeActive.HideAllActiveUpgradeButtons () ;

for (int 1 = 0; 1 < data.activePurchased.Length && i <
upgradeActive.upgrades.Length; i++)

{

upgradeActive.upgrades|[i] .purchased =

data.activePurchased[i];
if (upgradeActive.upgrades[i].button !'= null)

upgradeActive.upgrades[i] .button.interactable =

!data.activePurchased[i];

}

// Ensure buttons are shown for purchased upgrades
upgradeActive.RefreshActiveUpgradeButtons () ;

}

clickerGame.SetTotalEarned (data.total);

clickerGame.UpdateUI () ;

Debug.Log ("Game loaded from " + saveFilePath);

}

Jlictunr koy 8 — Setting.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Setting : MonoBehaviour
{
public AudioSource bgmSource;
public Toggle musicToggle;

void Awake ()

{
if (bgmSource == null)
bgmSource = GetComponent<AudioSource> () ;

if (musicToggle == null)
Debug.LogWarning ("MusicManager: musicToggle is not assigned in

the Inspector.");



}

void Start ()
{
if (bgmSource != null)
{
bgmSource.loop = true;

bgmSource.Play () ;
}

if (musicToggle != null)
{

musicToggle.isOn = bgmSource != null && !bgmSource.mute;
musicToggle.onValueChanged.RemoveAllListeners() ;

musicToggle.onValueChanged.AddListener (HandleToggleValueChanged) ;

}
}

private void HandleToggleValueChanged (bool isOn)
{
if (bgmSource == null) return;
bgmSource.mute = !isOn;
}
}
Jlictunr xoxy 9 — StatisticsUl.cs
using UnityEngine;
using UnityEngine.UI;

public class StatisticsUI : MonoBehaviour

{

public ClickerGame clickerGame;

public Text totalPointsText;
public Text currentPpcText;
public Text playTimeText;

private float timePlayed = 0f;

void Update ()
{

if (clickerGame == null) return;
timePlayed += Time.deltaTime;

int totalPoints = clickerGame.GetTotalEarned() ;
int baseClick = clickerGame.GetBaseClick();

int bonusClick = clickerGame.GetPassiveBonus() ;
int ppc = baseClick + bonusClick;

totalPointsText.text = "Total Points Earned: " + totalPoints;
currentPpcText.text = "Points per Click: " + ppc;
playTimeText.text = "Current Session: " + FormatTime (timePlayed);

}

string FormatTime (float seconds)
{
int mins = Mathf.FloorToInt (seconds / 60);
int secs Mathf.FloorTolInt (seconds % 60);
return string.Format ("{0:00}:{1:00}", mins, secs);
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