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YBOa

Unity engine (mokpeTady) je momyJapHH MakeT ajaTa 3a Kperpame urapa Koju je pa3puiia
kommanuja Unity Technologies. IIpBo6utHO je nmancupan kao Mac OS X engine 3a urpe y jyHy
2005. TIporpamupame camux wurapa y Unity-y ce Bpmm y C# mporpaMcKoM je3WKy IITO
omoryhaBa jeIHOCTaBHO MPaBJbEHE UTapa 3a CKOPO CBAKY IIaTGopmy.

OnyBex caMm OMO 3aWHTEpECOBAaH W BOJIEO CaM Jla WIpaM padyHapCKe UTpe, a U3 Te
3aWHTEPECOBAHOCTH j€ HACTajla W JKeJba Ja HalpaBUM CBOjy Urpy. Urpa Kojy caM mpencTaBuo y
OBOM pajly caM Ha3Bao Yapobmwauxu uzazoe v oHa je T3B. Endless runner tum urpe mro 3Ha4yu
na ce urpa 0a3upa Ha KpeTamy TIJIaBHOT JinKa (4apoOmaka) Kpo3 OECKOHAaYHW HHUBO CBE JIOK
urpay He u3ryomu.

[Mopen Unity-a 3a oBaj npojexat cy kopuirhenu Adobe Illustrator u Adobe Photoshop 3a
uspany 2D mozena u Visual Studio 3a kyname koja.

KonTtpoie y urpu ce cacroje o1 Kperama JieBo (tactep A), KpeTama JaecHo (tactep D),
ckoka (tacrep W miu tactep SPACE), yop3anor criyinrama Kapaktepa (tacrep S) u kopurrheme
jeIHe O]l IBE YMHHM 3a TIOBHUIICH CKOK M OTKJbydaBame OpaBe (TacTepu | W 2 WM JIeBU U AECHU
KIMK MHIIa peaom). [J1aBHA TeMmMaThKa WIrpe je KpeTame uapoOmaka o IuaThopme 0
miatdopMme Koje ce momepajy. Mrpa ce 3aBpiiaBa kajga 4apoOmak HecTaHe ca ekpaHa (oje
MPEBHIIIE JICBO, MPEBHIIIEC JECHO WM IPEBHIIE 0JIe) WM MajHEe Ha IIHU/bKE KOjH Ce Haja3e Ha
nojeaquHuUM 1aropmama. Y urpu ce takolhe maMTi HajooJbU pe3ynTat urpava. M3a3oBu y TOKy
MPaBJbCHA CaMe UTPe, Ka0 U HAUYWH Ha KOju Cy pelieHHu, he OUTH KacHUje HaBEICHU.
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HUcTopuja pa3Boja pauyyHaAapCKUX urapa

2.1 IlocrTojehu pagoBu HA CIAUYHY TEMY

Pauynapcke urpe mocroje Beh neneHujama U cmaTpa ce Aa je€ MPBY WUIPY HaIlpaBUO
Awmepukanan Ctu Pacen (Spacewar!, 1962. roqune) anu meroBa Urpa HUje JOKHUBEJA BEIUKH
ycnex. [IpBa ycrnenrHa urpa (4ak ¥ JaHac urpa je BpJIo MomyjaapHa v mo3HaTa) Hocu HazuB Pong
u HanpaBuo Jy je Amepukanan Homan bymnen. Hakon oBe urpe modeo je pa3Boj urapa y BUAY
KaHPOBA, JeTajba, aHWMAalHja M KOMITATUOMIIHOCTH ca Tutardpopmama. Y JajbeM TEKCTY ce
HaBO/JIe KEbUT€ KOje TOBOPE O Pa3BOjy CAaMUX UTapa.

Masters of Doom: How Two Guys Created an Empire and Transformed Pop Culture je
KIbUTa KOjy je Hammcao Jejpun KymiHep u Kibura npatu npudy ocHuBaua koMmanuje id Software
U cTBapamy urapa kao mTo cy Doom u Quake koje cy mocraBujie TeMe/be MOJCPHUX MylladMHa
u3 npsor ymna (FPS urpe).

Replay: The History of Video Games je kmura kojy je Hamucao Tpucran JJoHOBaH U OHa
NpyXa Mperyie]] UCTOPHje BHICO Wrapa, IMOYEBIIM OJ IMOYETKA apKaJHWX Wrapa ma cBe [0
MoJiepHOT 1100a, ca (okycoM Ha KibydHe norahaje, wurpe W Jbyae KOju Cy OOJUKOBAIH
WHIYCTPH]Y.

Extra lives: Why Video Games Matter je kmura kojy je Hamucao Tom bucen u oHa aaje
3aHMMJBHB TIPETJIE]l KCTOPHjE KPO3 ayTOPOBE JINYHE TPHYE U HCKYCTBA.




2.2 IIpo3op y Unity okpy:xemy

[Tpu otBapamy HOBOr npojekta y Unity-y otBoprhe ce nmpo30op HaIKK MPO30py Ha CIULH
UCIOJ:

# New Unity Project - Untitled - Windows, Mac, Linux - Unity 2022.3.12f1 <DX11>
file Edit Assets GameObject Component Services Window Help

-
= Packages

MosxeMo MpUMETUTH HapeIHUX HEKOJUKO 3HaUYajHUX JeJI0Ba Mpo3opa:

Ha camoj cpeaunu ce Hama3u SCene kaptuia. Y OBOM JIENIy CE IOCTaBJbajy JIMKOBH,
OKOJIMHAa W OCTalu eJieMeHTH urpe. Moryha je porammja objekata, HBHXOBO CKaIHpame W
oapehuBame BUXOBOT T0JI0XKAja Ak 0e3 HeKe oJipeheHe Mperu3HOCTH.

Ha nny mposopa ce namasu Project xapruia koja mpukasyje cBe (ajioBe KOju Cy
MOBE3aHM Ca MPOJEKTOM U MPEJCTaBJba IIABHU METO] MPOHAIAKEHA U HABUTAIIM]je CpeicTaBa
(Assets) u dajioBa y nmpojexry.

Ca neBe ctpaHe ce Haymasu Hierarchy kaptuia koja caapu cBe 00jeKTe y TPEHYTHO
npuKa3anoj cuenu (Hnp. Kamepa, riiaBHM JHK UTII.).

Ca necHe cTpane ce Hanasu Inspector kapTuia koja omoryhasa npenu3Ho (3a pa3iuky oj
Scene kapTuie) Mewame 0coOMHa 00jeKTa Kao IITO Cy: poTaluja, BEIMYUHA, MT0JI0Ka] HA CLIEHU
UT/I.
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Unity oxpy:xeme

Unity ¢dysknuonuine u 0a3upa CBOje MpojekTe Ha T3B. CTpykrypama Game objects
(o0jexTH urpe), KojuMa ce A0JeJbYy]y pa3IuuuTe KOMIOHEHTEe Koje he yunHuTH na ce oljexar
TOHAIIIa OHAKO Kako je To npeasuleHo. JeqHe o1 HajBaKHHUJUX KOMIIOHEHTH KOje C€ KOPHUCTE CY:

Sprite renderer koju omorohaBa jga o0jeKkaT KOPUCTU KeJbeHY rpaduky (LpTEeK,
doTorpaduja, cinuka HalpaBJbeHA MIOMONY ITporpaMa UT/I.).

Transform koju caapku cBe mojaTke 0 00jeKTy Ha CIIeHH U oMoTyhaBa HBHMXOBO MEHarbe
(BenuuuHa, MO3UIKja, poTalrja UTI.).

Rigid body o6jekar nmpetBapa y ¢pusudku o0jekar ca pasTuuuTUM HHU3HYKUM BETHIHMHAMA
(rpaBuTanuja, Bp3uHa UTI.).

Collider omoryhaBa 06jekTy ga MHTEeparyje U He IpoJia3d Kpo3 JApyre 00jeKTe ca MCTOM
OBOM KOMITOHEHTOM.

Script je KOMIIOHEHTa y K0joj ce THIlle KOJ 3a caMO IOHaIlame o0jekra (00jekaT MOoXKe
nMartu Buie ckpuntr). CBaka ckpunra he y cebu Beh numaTt 1e0 koja KOju je cTaHAapiaH U OH
mojapa3symMeBa JBa 3arjaBjba Moja uMeHnMa Start (mouerak) m Update (ocBekaBame) Koje
nokpehy CBOj KOJ NpU IMOYETKY WUTPE U y CBAKOM TPEHYTKY y WUIpU. Y CKpUNTH ce Takohe
nedunumry jasue (Public) npomensbuBe koje ce mocie y Unity-y moBe3yjy ca KOMIIOHEHTama
koje he ce kopuctutu y Koy (moBe3yjy ce Hajuenihe mpesiademeM). Te mIpoMeHIbHBE ce Takohe
HE MOpajy TOBE3MBATH Ca KOMIIOHEHTaMa, ajd 3aTO MOXEMO BHJIETH U MCHATH HUXOBE
Bpeanoctu y Unity-y. Ha ciunm ucnos ce Moske BUAETH Kako To usrieaa y Unity-y.

n v Wizard Moving (Script)
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Pa3Boj komnjyrepcke urpe y Unity-y

4.1 I'paduka

Kao mrro cam Beh panuje Hamomenyo rpaduka je ypahena y nporpamy Adobe Illustrator
u Adobe Photoshop, mporpamu crietiijain3oBanu 3a HpTame, AU3ajHUpamke U ypehuBame ciuka.

Mogenu koju Cy HampaB/b€HU W TOJaBJbY]y C€ Y UTPU CY MOJEIH dapoOmaka, Majie u
BEJMKE IIaTgopMe W Beluke MmiuaTdopme ca mubluma. CBaku O]l Mojena je HalpaBJbeH
nmoMohy BHIIIE pa3IUYUTHX 000JEHUX T€OMETPUJCKUX Teja KOje mporpam Hyau. Y TMPHUJIOTYy ce
Haja3ze MOJIeNn YapoOmaka 1 Maje miatdopme.




4.2 YapoOmak — KpeTHha U MOHAIIAbe

YapoOmakoBO KpeTame je, Kao INTO caM Behi HaBeo, peryiaucaHo KOHTpoJiamMa Ha
tactarypu. YapoOmak mocenyje ase Collider kommnonenTe, jeaHa 3a cymapame ca APYruM
oOjekTrMa U Apyra Koja je momohHa 3a perynanujy ckoka. Y Update 3armaBsby CKpuIiTe ce TO
npoBepasa cienehum koaom:

if ((Input.GetKeyDown(KeyCode.Space) || Input.GetKeyDown(KeyCode.W)) && !Air)

WizardRigidBody.velocity = Vector2.up * JumpStrenght;
Sound.PlaySfx(Sound.Jump);
Animator.SetTrigger("InAir");

¥

OBaj me0 KoJa MpOBEpaBa Ja JIM je YHET jemaH oj Tactepa 3a Ckok. [IpomenspuBa Air
03HauaBa TPEHYTHO CTame yapoOmaka (J1a JM je CKOUMO WJIM HHUje) U oHemoryhaBa JBOCTpYKH
CKOK aKko je yapoOmak Beh ckourmo. Y ciy4ajy Aa je CKOK MOTyh M yHEeT je TacTep 3a CKOK,
yapoOmBaKoB BepTHKadHa Op3WHa ce Mema npeko mpomersbuBe WizardRigidBody (koja je
noBe3aHa ca kommoneHtoMm RigidBody) u mocraje mpowmsBoa jaumne ckoka (JumpStrenght) u
JIBOJTMMEH3HOHAITHOT BEKTOpa Koju je mpeaeduHucan u uma koopaunare (0,1) 1j. ycmepeH je ka
rope u uma jaunny 1. [locneame nBe NHMHM]E KOJa Cy BE3aHE 32 aHUMAIIHM]e y UTPH U 3BYKOBE U
BUX hy geTasbHUje 00jaCHUTH KacHH]E.

private void OnTriggerEnter2D(Collider2D collision)

Air = false;

¥

private void OnCollisionExit2D(Collision2D collision)

{

Alir = true;

¥

Osge 1Be (hyHKIH]jE MEHbajy BpeaHocT npoMensprBe Air. IIpBa (yHKIMja mpoBepaBa aa au
je xommonenta Collider (npyra ox panuje momeHyTHX), Koja je mojerieHa aa Oyae T3B. Trigger
(oxmmay), onuia y KOHTAKT ca JAPYruM o0jeKTUMa U aKO jeCTe MEHa BPEAHOCT MPOMEHJBHBO).
Jpyra ¢yHKIIMja TpaTi TPEHyTaK Kajaa yapoOmwak Hehe OUTH y KOJTU3UjU HU ca jeTHUM 00jeKTOM
U TaJila Mewa BpeIHOCT npomeHsbuBe. [IpBa ¢yHkuuja nparu npyry kommnonenty Collider 3aro
mTo OM y CympOTHOM 4apoOmaK MOrao Jia CKOYM M Kaja JOJUpHE IaTo(hOopMy CBOJOM TJIABOM
Hanpumep (y ciaydajy najgama).

if (Input.GetKey(KeyCode.A))
{

gameObiject.transform.eulerAngles = new Vector3(0, 180, 0);
gameObiject.transform.position += Vector3.left * Speed * Time.deltaTime;
if (Air)

Animator.SetBool("IsRunning", true);
else




Animator.SetBool("IsRunning", false);

}

else

Animator.SetBool("IsRunning", false);
if (Input.GetKey(KeyCode.D))
{

gameObiject.transform.eulerAngles = new Vector3(0, 0, 0);
gameObject.transform.position += Vector3.right * Speed * Time.deltaTime;
if(1Air)

Animator.SetBool("IsRunning", true);
else

Animator.SetBool("IsRunning", false);

}
if (Input.GetKeyDown(KeyCode.S))

WizardRigidBody.velocity = VVector2.down * DownStrenght;
}

VY3 nomoh oBHX ymHTa ce pesoM MpoBepaBa Jia JIM Cy YHETH TacTEepH 3a KpeTame JIEBO,
JIeCHO WK yOp3aHo crymTame. Ko 3a cnymrame (yHKIMOHHIIE TIONPUIMYHO CIIMYHO Kao U 32
ckok na ra Hehy nerasbHo o6jacHuTH. KoJ 3a Kperame J1eBo ImpoBepaBa Jia Jid je oarosapajyhu
TacTep MPUTHCHYT M aKO CE€ TO JIECH, U3BpIIaBa ce poTamuja oojexra 3a 180 cremenu (3aTto mTo
nounme na ce kpehe Ha apyry crtpany). Hakon tora ce TpeHyTHa mnosuiuja mnosehaBa 3a
MIPOU3BO/I TPOJANMEH3UOHAITHOT BEKTOPA KOjH je MpeaeHHNCAH 32 KpeTame HAIEBO (KOOpAUHATE
(-1,0,0)), tpenyrHe Op3mHEe uYapoOmaka (KOja ce BpeMEHOM Mema W TO he KacHHje OUTH
MOKpHBEHO) U mpomersbrBe Time.deltaTime koja ce cTapa o ToMe Ja Ce M3BpIIABamkbe MIPUIE
OJIBMja y MCTOM BPEMEHY Ha CBakoM padyHapy (0e3 me Ou ce Ha OOJbMM padyyHapuMa Hrpa
MHOTO Ope ofBHjaia U He Ou Omito Moryhe urparu je). Kpetame HaecHO je M3BEJCHO HA UCTH
HayuH Kao W HayeBo. [IoHOBO ce jaBJbajy NIENOBHU KOJa BE3aHU 3a aHMMaIMje na he u To outn
KacHH]e 00jalImeHo.

if ((Input.GetKey(KeyCode.Alphal) || Input.GetMouseButton(0)) && Timer > Cooldown && Air)
{

RechargeCircle.Used = true;

WizardRigidBody.velocity = Vector2.up * MagicStrenght;
Timer = 0;

Sound.PlaySfx(Sound.Magic);
Sound.PlaySfx(Sound.DoubleJump);
Animator.SetTrigger("InDoubleJump™);

}

else
Timer += Time.deltaTime;

[IpBa waponuja ce peanusyje momohy Koia W3Hag W OHa oMoryhaBa MOJaTHH CKOK.
Yaponuja ce He MOXe KOPHCTUTH J(Ba IyTa Y KpaTKOM BPEMEHCKOM INepuoay (MameM oa 3
CeKyHJIE) M 3a TO Ce cTapajy mpomensprBe Timer (6pojau Bpemena) u Cooldown (MuHHMATHO
Bpeme usMmely ase uapoinuje). Kaga ce yHece tacrep 3a kopumihewme MpBe yaposuje Takohe ce
IIpoOBEpaBa Jia JM je MPOLUIO JOBOJHGHO BpEMEHa OJI MpoIuIor Kopuiihewma McTe W Ja JU je
4apoOmbaKk CKOYHO Mpe Tora. Y cliydajy aa HHje MpOLLIO JOBOJEHO BpeMeHa Timer ce moBehasa
3a Time.deltaTime jep je To Bpeme mocie kor ce moroBo nokpehe 3arnasspe Update. Kana nmpohe




JIOBOJBHO BPEMEHA, YapoJivja ce M3BOJM MCTO Kao M KJIACHMYaH CKOK M TIMer ce mocrasiba Ha 0.
[ToueTna BpegHOCT Opojaua je CTaB/beHa Ha MHUHHMMAJIHO BpeMe 3a HM3BOleme yapoiuje na Ou
OJIMax IO CTapTOBamky UTpe uyapoiuja Owuia crnpemHa. Jlpyra daponuja je u3BeICHA y APYroM
o0jexTy u Ouhe objammena kacHuje. OBle ce mopes Koja 3a aHMMallije W 3BYKOBE T10jaBJbyje U
JICO KOJIa Be3aH 3a KpYr 1o KoMme ce npatu MoryhHoct kopurrhema daposmje u 1o he ucro outu
KacHHje HaBE/ICHO.

4.3 IlnaTdopme - KpeTHa U CTBapambe

Beh cam Harnmacmo na mocrtoje TpH pazMyUTE BPCTE IUIATPOPMHU, a KPETame CBAaKe O]
BUX je PEATU30BaHO jeTHOM HCTOM CKPHIITOM.

gameObject.transform.position += Vector3.left * Speed * Time.deltaTime;
if (gameObject.transform.position.x < DeleteZone)
Destroy(gameObject);

Kon u3nan ce namasu y Update 3arnasspy. [IpBu pen Koaa BpIu KpeTambe iaThopMu Ha
WCTH HAYWH Kao IITO j€ U3BPIICHO U KpeTame YapoOmaka, caMo 0e3 UKakBOT ycioBa. Y cienehoj
JUHUJA Ce€ BpIIM mpoBepa X KOOpAMHATE IUIaTPopMe, aKko jeé OHa Mama O]l MPOMEHJbUBE
DeleteZone, Tj. mnardopma ce Hama3u BaH eKkpaHa, o0jekaT miardopme ce Opuiie.

CrBapame MmiaTGopMu je peaau3oBaHO TMoOMohy jomr jegHOr oOjekTa MO HMEHY
PlatformSpawner koju xopucTH ImiemMe 3a cBaky oj miatGopMu U cTBapa ux u3Hosa. Illlema 3a
mwiatopMe ce jeAHOCTaBHO CTBapa MpeBiademeM objexta u3 Hierachy mposopa y Assets mposop
(nacraje T3B. Prefab). Hakom Ttora ce y ckpuntu 3a crBapame miarGopMu aehHHHIILY
npomersbrBe THITa GameODbject.

if (Timer >= SpawnRate)

{
SpawnPlatforms();
Timer = 0;

}

else

Timer += Time.deltaTime;

OBaj KOl ce Mo3uWBa CTAJIHO y UTrpu U momMohy Opojaua BpeMeHa cTBapa miardopme
HaKOH BpeMeHa Koje je oapeheno SpawnRate nmpomenssuBom. Kaga Opojau mpehe Ty BpeaHoct
no3uBa ce ciueaeha gyHkuuja:

void SpawnPlatforms()

{
Type = Random.Range(0, 3);
Lowest = transform.position.y - Offset;
Highest = transform.position.y + Offset;
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if (Type ==0)
Instantiate(Platform, new Vector3(transform.position.x, Random.Range(Lowest, Highest), 0),
transform.rotation);
else
if (Type==1)
Instantiate(LongPlatform, new  Vector3(transform.position.x,  Random.Range(Lowest,
Highest), 0), transform.rotation);
else
if (Type ==2)
Instantiate(LongPlatformSpikes, new Vector3(transform.position.x,
Random.Range(Lowest, Highest), 0), transform.rotation);

OyHKIMja y 1eN00pOjHY TpPOMEsbUBY TYpPe cMmemmTa HacymuuaH Opoj msmehy 0 u 3
(yxspyuyjyhu 0, a e 3). Tume ce oapehyje Bpcra miardopme koja he ce crBoputu. [IpomensbrBe
Lowest u Highest oapelyyjy untepBan y koM je moryhe ma ce HoBa miardopma ctBopu. Taj
uHTEpBal ce oapelyje momohy Y koopauHaTe meMe U caOupameM, OJHOCHO OJy3UMAameM, ca
npomensbrBoM Offset. Hakon onpehuBama rpanuna m Bpcre miatdopme cied HHU3 yIuTa y
KOjiMa ce CBakoM Opojy Io/esbyje cTBapame jeaHe o miargopmu momohy Instantiate gpymkimje
Koja je mpeneduHucaHa (yHKIM]a 3a CTBapame oOjexara. 3a mapameTpe (yHKIMja Tpaxu
o0jekar Koju ce KOIMpa, TO3UIHjy KOTHje U IheHy poTtarujy. Y Start 3armaBipy ce Takohe cTBapa
UJEHTUYHA KOMHja BeNuKe Iiargopme, Ha HOj he ce Hajlla3uTH Wrpad Ha caMOM IOYETKy, a
no3uBa ce u ¢ynkiuja SpawnPlatforms ma 6m nocrojana miaargopMa Ha KOjy Mrpad MOXeE Ja
CKOYH.

4.4 bBpaBe — KpeTHha, CTBApamkbe U OTK/bYYaBamhe

Kperame OpaBa je peann3oBaHO Ha MOTIIYHO UCTH HAUMH Kao U KpeTame IIaTGopMu ma
To Hehy HaBecTu oBje. IbHXOBO CTBapame je CIIMUHO M3BEACHO Kao KOJ IU1aT(opMu, camo ILITO
ce OpaBe He cTBapajy NEPUOJUYHO, HETO Y HEKOM MHTEpBay.

if (Timer >= Spawn)

Instantiate(Lock);
Spawn = Random.Range(MinSpawnRate, MaxSpawnRate);
Timer = 0;

}

else

Timer += Time.deltaTime;

VY 3armaBmpy Start mpomensbMBa Spawn no0Hja HaCyMHUYHY BpPEIHOCT Yy HHTEpBaILy
MUHHUMAJHOT BpeMeHa u3Mel)y cTBapama U MakCUMaJIHOT BpeMeHa n3Mely crBapama. bpojau ce
nosehaBa 70K TOCTUTHE Ty BPEJHOCT U OHJIAa C€ CTBapa HOBa OpaBa Mo MIEMHU (CIMYHO Kao U
wiargopme), a SPAWN rmocraje HoBa HACYMUYHA BPETHOCT.
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OTtkipydaBame OpaBe, WM Jpyra 4apoJiuja, je jeIHOCTaBHO HMILIEMEHTHpPaHA KOJOM
UCTION:

if (Input.GetMouseButton(1) || Input.GetKey(KeyCode.Alpha2))

LockBoxCollider.enabled = false;
Sound.PlaySfx(Sound.Magic);
Sound.PlaySfx(Sound.Unlock);
Animator.SetBool("IsUnlocked", true);

¥

Kana ce perucrpyje Tactep 3a u3Boheme 4aposuje (wim jgecuu kiauk muma) Collider
KOMIIOHEHTa OpaBe ce HCKJbydyje U OHJa Je OMOTyheH mpoJja3 Kpo3 mbYy. JOII jelHOM, CBE JIMHH]E
KOJIa B€3aHe 3a aHuMallje 1 3BykoBe he Outu oOpalhene.

4.5 KonrpoJa Op3uHe

HUrpa je uciporpamupana aa Kako BpeMe IpoJia3u 1ocTaje cBe Opka U caMHM THUM U Texka
3a urpauva. 3a perynaiujy ops3une je uckopumihen objekar SpeedController koju mMema Op3uHe
KpeTama 1aTdopmu, OpaBa M yapoOmaka aau Mema M BpeMe u3Mel)y cTBapama ImiaaThopMu.
[Touehemo o Op3uHe MomMepama Opase u mIaTGopme:

if (PlatformMoving.Speed < 10)

PlatformTimer += Time.deltaTime;
PlatformMoving.Speed = 3 + SpeedFactor * PlatformTimer * PlatformTimer;
LockMoving.Speed = 3 + SpeedFactor * PlatformTimer * PlatformTimer;

Ynut Ha moueTky oHeMoryhasa ga Op3uHa rmatdopme (yjeaHo u Opase) Oyae Beha on
10. la 6ucmo mpuCTynuian Op3uHU TutatgopMe U OpaBe HEOIMXOJHO HaM je J1a T€ IPOMECHIbUBE
Oyny static Tuma. Hakon ymuTa, TpeHyTHE Op3uHE ce Memajy U pacty (y Start sarmaBipy ce
CTaBJba BPEHOCT Ha 3) M TO y KBAJAPaTHO] 3aBUCHOTH 0] BpeMeHa (Y =3+k*X?),

if (WizardStationarySpeed<10)

{
WizardTimer += Time.deltaTime;
WizardStationarySpeed = 3 + SpeedFactor * WizardTimer * WizardTimer;
WizardMoving.Speed = 5 + SpeedFactor * WizardTimer * WizardTimer;
}

YapoOmakoBa Op3uHa je peryiucaHa MCTOM jeJHAUMHOM caMoO ce ymecto 3 ponaje 5.
YapoOmak Takohe nma M T3B. CTAllMOHApHY Op3MHY KOja MOCTOjU Ja OH He OM CTajao y MeCTy
oK ce miatpopme wucron mera kpehy. Camy BpegHocT Op3uHe uyBa IPOMEHJbUBA
WizardStationarySpeed koja he memarn mnpoMeHJBHBY Koja je je moBe3aHa ca [ransform
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KOMIIOHEHTOM CKPHIITE YapoOmaka. Jla OMcMo MPHUCTYIIIN HBOj HE MOKEMO CaMo Jia IPEeBy4EeMO
KOMIIOHEHTY 4apoOmaka y MPOMEHJbHBY, HEOIMXOIHO je Jla CaMOM 4apoOmaKy IoJeIuMo Tag
(o3Haky) u nma y Start 3armaBspy moTpakumo o0jexat koju uma ojapeheny o3naky. Ta o3Haka ce
noxespyje 'y Unity mposopy y Inspector kapruuu ucmon umena oOjexkta. Kon koju he
MIPOMEHJBUBY Y CKPHIITH ITOBE3aTH Ca KOMIIOHEHTOM Y ApYyToj je cineachu:

WizardStationary = GameObject.FindGameObjectWithTag(""Player").GetComponent<Transform>();

Kox m3Ham moBesyje MPOMEHJbUBY Ca KOMIIOHEHTOM 4apoOmaka Mpeko o3Hake. [Ipeko
WizardStationary hemo caga Mematu no3uiujy 4apoOmaka cienehuM KogaoMm:

WizardStationary.transform.position += Vector3.left * WizardStationarySpeed * Time.deltaTime;

CranmonapHa Op3uHa je peryjucaHa Ha OBa] HauMH 300T HauMHA Ha KOJU CE€ HUTpa
3aBpiiaBa. Y camMoM KOJAy ce 4apoOmakoBa 4apoOHmaKkoBa CKpHUIITA HCKJbydyje W OHAa Ou
gapoOmaK MPOKIN3a0 MO TUIaTGopMHU jep HeMa CTalMoHapHy Op3uHy Bumie. Ha oBaj HaumH oH
he je uMaTu 1 HaKOH Kpaja urpe u HecTahe ca ekpaHa 3ajeIHO ca raThopMama.

if (PlatformSpawn.SpawnRate>1)
{

SpawnerTimer += Time.deltaTime;
PlatformSpawn.SpawnRate = 4 - SpawnFactor * SpawnerTimer * SpawnerTimer;

}

[Tocnenmu ynmuT y OBOj CKPUIITH pETyiHIne Op3uHYy cTBapama miatdopme. 3060 Opxer
KpeTama IIeJie UTpe HEONmXOJHO je Aa ce ruiardgopme dyemrhe crBapajy. Ilotpe6HO je ma ce
MPUOIMKHO Y HMCTO BPEME 3aBpIIN MEHame Op3MHE CTBapama M KpeTama IiarGopMu u aa
BUXOB OJTHOC OCTaHe MPUOIMKHO UCTU. 3a TO Cy 3aay)KeHe MpOMEHJbHBE SpawnFactor u rope
nasegenu SpeedFactor, To cy O6pojeBu oapelienu ma ce oBe JaBe KBaapaTHE (YHKIHjE MEbajy
MPUOJIMIKHO UCTO.

4.6 Jlormuxku MeHalep

Jlornuku MCHAIICP je CKpHIITa KOja ce 0aBU HMCIHCUBAm-EM pe3yirarta 'y ropmpeM JICBOM
yriy, namhemeM Haj60.]'bel" pe3yirara, IpUuKa3suBambEM CKpaHa 3a Kpa] HUI'pE€ Ka0 U PETYIIHCALC
KOMIIOHCHTHU HCTOT CKpaHa.

[Touehemo ca Gpojauem pesynrara U lETOBUM MPUKA3UBAHEM.
if (Timer >= ScoreDelay && !GameOverActive)

AddScore();
Timer = 0;
}
else
Timer += Time.deltaTime
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Ogaj ymut ce Hana3u y Update 3arnaBspy u nmo3usa ¢pyaknujy AddScore koja noaajy 1 Ha
pe3ynTat kaaa rox je 6pojau Behu ox ScoreDelay (HakoH 2 cekyHI€) U Kaja je urpa joil akTUBHA
Tj. HHje JOILIO J0 Kpaja urpe.

public void AddScore()

PlayerScore++;
ScoreText.text = PlayerScore. ToString();

¥

VYV AddScore ¢hyHkuuju ce, Kao MTO caM peKao, Urpady jaojaje 1 Ha pe3ynrar, ajau ce U
TEKCT pe3yiTaTta Mema. 10 ce nmemaBa nmoMmohy mpomensbuBe ScoreText koja je moBe3zaHa ca
00jeKTOM Urpe KOJu MPeICTaBba TEKCT.

public void GameOver()

{
Wizard.GetComponent<WizardMoving>().enabled = false;
PlatformSpawner.GetComponent<PlatformSpawn>().enabled = false;
LockSpawner.GetComponent<LockSpawn>().enabled = false;
GameOverActive = true;
GameOverScreen.SetActive(true);
if (PlayerScore > PlayerPrefs.GetInt("HighScore"))
PlayerPrefs.SetInt("HighScore", PlayerScore);
HighScoreText.text = "High Score: " + PlayerPrefs.GetInt("HighScore"). ToString();

VY ¢dyskumju u3HaI ce TMpUKa3yje eKpaH 3a Kpaj Urpe aju ce U caMO CHUMYJIUpPame UIpe
3ayctaBiba. [IpBe Tpu nuHHUje KoJa oHeMOryhyjy ckpumrTe Be3aHe 3a Iutardgopme, OpaBe u
Kperame yapoOmaka. [Ipomensbuse Wizard, PlatformSpawner u LockSpawner cy mose3ane ca
KOMIIOHEHTaMa o0jekara Ha WMCTH HA4YMH Kako je W dapoOmakoBa Transform kommoneHTa
nmoBe3aHa y KoHTposiepy Op3uHe. IIpomenssuBa GameQOverScreen je objekaT Koju je 3ampaBo
€KpaH Ha Kpajy Wrpe, M IMOCTaje aKTUBaH TajJa Kaja je JIONUIO JIO 3aBpIICTKA. Y TOCICAHBUM
peIoBHMMa ce MpoBEpaBa Ja JIM je TPEHYTHHU pe3ynTar 00JbH 01 Hajoosber pesynrara. Hajoosbu
pesynrara y Unity-y Ha mojequHadHOM pauyHapy ce mamtu mpeko PlayerPrefs, to cy momamum
Urpe KOju 0CTajy ynamheHH Ha pauyHapy U HAKOH EECHOT raimiema. Takole HakoH Te mpoBepe ce
Ha eKpaHy UCIUCYje TPEHYTHHU HajOOJbH pe3y/TarT.

Ha camom ekpany Ha Kpajy urpe ce Hajiase tpu ayrmera: Play Again, Home, Exit.

Penom umajy QyHKuMje MOHOBHOT 3amouylmbama Urpe, Bpahama Ha ,,KyhHH ekpaH H
U3JIaXKEHa U3 Urpe.

public void Restart()
{ SceneManager.LoadScene("Game");
;})ublic void Quit()

Application.Quit();

}
public void Home()
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{

SceneManager.LoadScene("StartScene");

}

I'ope cy HaBeneHe GyHKIHje 3a cBako AyrMe. SceneManager je 3aciykaH 3a aKTHBUPAE
T3B. ,,clieHe* y urpu. OBa urpa uma 2 cleHe: ClieHy Urpe u KyhHy cueHy (CTapTHY CLEHY).

4.7 Kpaj urpe

Kpaj urpe je perynucan y ckpuntama yapoOmaka U IIHJbaka.

if ((gameObject.transform.position.x<-10 || gameObject.transform.position.x>10 || gameObject.transform.position.y<-6))
Logic.GameOver();

Kon ywapoOmaka ce mocmaTpa HEroBa MoO3WIMja W y Clydajy na npehe HEKy o rope
HaBEJIEHUX BPEIHOCTH, MpoMeHsbHBa LOQIC , Koja je moBe3aHa ca CKPUIITOM JIOTHYKOT MeHarepa,
nmo3uBa (QPyHKIM]y 3a Kpaj urpe.

private void OnTriggerEnter2D(Collider2D collision)

{
Logic.GameOver();

}

Kox muspaka je To perynucano Collider kommoHeHTOM Koja IETEKTYje KaJ HEKH 00jekaT
nohe y KOHTaKkT ca musbliuMa. ¥ TOM TPEHYTKY C€ Kao M KOJ 4apoOmaka rmo3uBa (QyHKIIHja 3a
Kpaj urpe mpeko npoMenspree Logic.
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5

3BYKOBM, aHUMAIA]e U CTAPTHU €KPaAH

5.1 3BykoBHu

3BYKOBH KOJH C€ M0jaBJby]y Yy UTPHU CY MPEY3ETH ca HHTEPHETA, a Y 32 I(bUXOBO MYIITAHE
y Unity-y je 3aayxen o0jekat kor cam HazBao AudioManager. O0jekar moceyje CBOjy CKpUITY
Koja uma npomenbuBe Tuna AudioSource (u3Bop 3Byka), AudioClip (cam 3ByK koju ce mymiTa) u
jenny float mpomeHJbMBY KOja y3MMa BPETHOCT KIM3aya ca CTApTHOT €KpaHa U TPE/ICTaBIba
jaunny 3Byka. Y Start zarmaBiby ce mpeko PlayerPrefs ysuma BpeaHOCT Kim3aya W MymiTa ce
Mo3aIMHCKA MY3WKa TPEKO M3BOpa 3BYKa KOjU je HaMEHCH 3a MO3aJNHCKY MY3HUKY. To y KoIy
U3IJIe/Ia OBAKO:

Volume = PlayerPrefs.GetFloat("Volume");
Background.volume= Volume;

Sfx.volume = Volume;

Background.clip = Music;
Background.Play();

[lto ce Tue 3ByyHHX edekara (HIp. CKok), Beh cMo Buhanu y Koay aa ce MPUIUKOM
n3Bohemwa oapeheHe panme mo3mBa (yHKIMja Koja je 3amykeHa 3a mymTame edekara. To je
cneneha pynkiwuja, npu yemy je SfX uzBop 3Byka:

public void PlaySfx(AudioClip Audio)

Sfx.PlayOneShot(Audio);
}

5.2 Auumanuje

CBaku 00jeKaT KOjH JKeIMMO J1a aHUMHpaMo MOpa Jla iMa KOMIOHEeHTy Animator koja ce
MOBE3yje ca CKPUITOM, U caMy aHUMaIjy Kojy kpeupamo y Unity-y. Jla 6u Animator oapeauo
Kako aa npehe u3 jeHe aHMMalMje Y APYry HEOINXOHO je Ja mocMmarpa MpPOMEHJbHBE KOje MY
KOPUCHUK JIOJeTM M Jla Ha OCHOBY HMXOBE INPOMEHE HCKJbYUH JeAHY U YKIbYUH JPYTy
anuManyjy. Takohe Tpeba 1 HanmpaBUTH Be3y u3Mel)y JABe aHMMAIMje U OCTaBUTH TPOMEHIBUBY
[0 KOjO] ce Mema aHuMauuja. Y Mpo3opy 3a aHUMalMje ce OCHM aHUMalldja Haja3e H
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MIPaBOYraoOHUIM KOjU TOBOpe Kama he ce Heka aHuMmaiuja ogurpard. Ha npumep Entry
MpaBoyraoHWK he oaMax Mpu MOYETKY WUrpe MOKpeHyTH onapeheny anumanmjy, a AnyState he
aHMMAIIMjy TIOKPEHYTH W3 OWJIO KOT CTama 00jeKTa aKo ce MCIYHE YCIOBU INPOMCHJbHBHX.
Hcnon je cnuka mpo3opa 3a aHUMaIuje.

IsRunning

InAir WizardUnlock

InDoubleJum

WizardRun
WizardJump

Any State

4

WizardMagicJump

Wizardldle
Entry

Memame BpeaHOCTH mpoMeHsprBHX ISRUNNing, INAIr, uTa. cMo MOTJIHM Ja BHIMMO y Ha
puMep 4apoOHAKOBOM KOY.
if (1Air)
Animator.SetBool("IsRunning”, true);

else
Animator.SetBool("IsRunning", false);

Ha oBaj HaumH cy peanu3oBaHe CBE aHMMAIMje y WIpH, na Hehy cBaky aHMMAIUjy
MOKPUTH TI0jSTHHAYHO.

5.3 CrapTHu eKpaH

Cam cTapTHHU €KpaH je BpJIO jeTHOCTaBaH, CAaulb-EH je 0J1 ABa JyIMeTa, jeJJHOT KJIn3aya 3a
3BYK, HacjioBa urpe u nozaaunHe. OH Takole nMa cBOjy M033AMHCKY MY3UKY KOja ce MyIITa Kao u
y camoj urpu. CTapTHH €KpaH je HallpaBJbeH y HOBOj T3B. CILIEHU U JOK j€ OH aKTHBaH cama Urpa
Huje u o0pHyTo. OQjeKTH KOjU YMHE CTApTHU €KpaH U BUXOB Ha4MH (yHKIMOHHUCama cy Beh
o0jalmeHH paHuje na ux Hehy o6jammbaBaTi OBJIE.
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6

3ak/byuak

3a caM Kkpaj OMX Kelleo Ja KaKeM Ja je OWJIO BPJIO MHTEPECAHTHO M 3a0aBHO PATUTH Ha
OBOj UTPH M Jla caM 3aJ0BOJbaH KakKo cama urpa usriena. [lusb oBor paga je 6o na mpukaxem
MpoIleC pajia U J1a MOKJa 3aUHTEPECYjeM joIl HEKOT Jia TOKYIIa JIa HAIpaBu CBOjY UTPY, MOIITO
TEXHOJIOTH]ja CBe Op)ke Hampeayje W TMpaBJbEHE HE CaMO Wrapa, HEro W pasHUX JIPYrux
aruIMKaluja, ocTaje CBe JIaKIIe.

Urpa ce Moxe yHampeIWTH BeoMa JIAKO JIOJaBambEM HOBE Yapojifje Ha TpUMEp WIIH
JI0/TaBamkEM JIparyJsba Koju moBehaBajy pe3ynrar kaja ce mokyrmne. ['paHulie He mocToje, BaKHO je
caMo0 MMaTH J00py HIejy W BOJbY 3a pamoM. [IpemopydyjeM cBakoMe KO je 3aMHTEPECOBaH y
BHJICO UTPE Jia TIOKYIIa U HAIPaBH CBOJY MPBY UTPY.
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