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1 OO0mmue mooKeHus

Hacrosimuii jokyMeHT mpeactaBisieT co00l PYyKOBOJCTBO aJIMHHUCTpATOpa
nporpamMmmHoro obecneuenust «Surf GO» manee I10.

PykoBonctBo OompenensieT  MOPSAJOK  yCTaHOBKH, HACTPOWKH U
agmMuauctpupoBanus [10.

[lepen yCTaHOBKOW M 3KCIUTyaTallME€d CUCTEMbI PEKOMEHIYETCSl BHUMATEIbHO
O3HAKOMUTBCS C HACTOSIIUM PYKOBOJCTBOM.

JoxkymeHnt mnoarotoBieH B coorBerctBuu ¢ PJ[ 50-34.698-90 - B wyactu
CTPYKTYpPBI M COJAEpKaHUS NOKYMEHTOB, U B coorBerctBuM ¢ ['OCT 34.201-89 - B

YacTH HAaMMEHOBaHUS U 0003HAUCHUS JOKYMCHTOB.

1.1 HaumeHOBaHHe NPOrpamMMbl

HanmenoBaHue mporpaMMHOIo MPoAyKTa: MPOrpaMMHOE 0OecTieUeHUE AJIst

UTPOBOM pa3zBiekaTebHOU aAesTenbHOCTH «Surf GOy.

1.2 HaumeHoBaHus AOKYMEHTOB, Ha OCHOBAHUU KOTOPLIX BEACTCH
MNPOCKTHPOBAHUE CUCTECMBbI

Cozmanue 11O ocymectBisieTcss Ha OCHOBaHUU TPeOOBAHUN M MOJOKEHUHN
CIEAYIOIIUX TOKYMEHTOBR:

® 3aJaHuc.

1.3 IlepeueHb OpraHu3anmii, y4acTBYKOLIUX B Pa3padoTKe CHCTEMbI

Pazpabotuuku: ctyaent rpymmsl 9BTO-1 KoMcoMonasckoro-Ha-AMmype
roCyIapCTBEHHOT0 TeXHUYeCcKoro yuuBepcurera [[.A IlneTHEB.
3akazuuk: KoMcoMonbCkuii-Ha-AMype TOCyJapCTBEHHBIM YHUBEPCUTET,

CTYJI€HUYECKOE KOHCTPYKTOpPCKOe 010po «HTENIeKTyanbHble TEXHOJIOTUIY.



1.4 Cgenenusi 00 UCIOJIb30BAHHBIX NIPH IPOEKTHPOBAHUU HOPMATHUBHO-
TEXHUYECKHUX JOKYMEHTaxX

[Ipy mpOEKTUPOBAHUM HCIIOIB30BAHBI CIIEIYIONIME HOPMATUBHO-TEXHUUECKUE
JIOKYMEHTBI:

-T'OCT 19.101-77 — BuabI mporpaMm U MPOTPAMMHBIX TOKYMEHTOB;

- 'OCT 19.106-78 TpeboBaHus K IpOrpaMMHBIM JOKYMEHTaM, BBITTOJTHEHHBIM
NeYaTHbIM CIIOCOOOM

- TOCT 19.201-78 TexHuueckoe 3agaHue, TPeOOBAaHUS K COJECPKAHUIO U
0(pOpMIICHUIO;

- T'OCT 19.301-79 IlporpamMmma m MeToAuka HCHbITaHHi. TpeboBaHus K
COJIep>KaHUI0 U 0(OPMIICHUIO

- 'OCT 2.004-88. Enunas cucteMa KOHCTPYKTOPCKOM JAOKyMmeHTanuu. O0mme
TpeOOBaHUSI K BBINOJHEHUIO KOHCTPYKTOPCKUX TEXHOJOTUYECKUX JOKYMEHTOB Ha

nevyaTarnmx 1 rpaduueckux ycTporcTBax BeiBoga IBM.



2 Ha3zHayeHue ¥ NPUHIIMI A CTBUA

2.1 Ha3HadyeHue u3aeaus

[Iporpammuoe obOecneuenne «Surf GO» mnpenHazHayeHO AJiA pa3BICUYCHUS

4yeJioBeKa B UTpoBoi popme Ha yctpoiictBe Android.

2.2 O0JacTH HCIOJIL30BAaHUA U3AEJIUA

IIO moxer NPpUMCHATBCA B KAUCCTBC IPHIIOKCHHUA I CHATHUA CTPECCa H

TPEHUPOBKHU CKOPOCTH PEAKIIHUH.

2.3 IlpuHuun gecTBUA

BzaumopeiictBue ¢ uaTEpdECcOM MPOUCXOAUT MOCPEACTBAM HaXKaTHsI KHOTIOK
«HauaTp urpy» Be10Opa ypOBHS U NMEPEMENICHUS 10 YPOBHIO MOCPEICTBOM JIBHXKEHUS

MajbleM Mo SKpaHy cMapT@oHa.
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3 Onucanue MpOrpamMMHOro odecrnevYeHust

3.1 Onucanue JOrH4eCKOH CTPYKTYPHI

Jlns urpoBoro ceaHca HcmoJsib3yercs ycrpoiictBo Android, ¢ paGoumm apk
¢aiinom, coznanHbM Ipu nomoIu «Unity 3D».

B3aumoneiictBue  Mexay ~— KOMIOHEHTaMH  IPOUCXOJUT MO  CXEMe
MPEJICTABICHHON Ha pUCYHKe 3.1.

YcTpoiicTBO [Tonb30Bartens.
Android
NuTepdeiic
[IpoBenenus pd
—
najbIlaMHu 1Mo
O06paboTka H
IKpaHy
MOJIb30BaTe
JBCKUX
JaHHBIX. < Haxarus 9KpaHV
yCTpoicTBa

Pucynok 3.1 —cxema pa6ots! 110.

B3aumoneiicTBue ¢ uHTEpdEicoM MPOUCXOIUT MOCPEACTBAM HAXKATUS KHOMKU
«Hauatp urpy» 115 Hayana urpoBoii ceccuu u llepemernieHus naableM Mo SKpaHy s
urpbl. YToOBI BBINTH HEOOXOMMO HaxKaTh KHONIKY «Back» Ha ycTpoiicTse.

Pe3ynbTaT paboThl IpOrpaMMBbl MIPEJCTABICH HA pUCYHKE 3.2.
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Pucynok 3.2 — urpoBoi ceanc

3.3 Ucnoab3yeMble TEXHHYECKHE CPEACTBA
Texnudeckoe obecreueHre HeOOX0AUMOE I PabOThI MPOTPAMMBI:

. ornepaTuBHas namMATh 512 MO u BhilIe;
. CYIIECTBOBAHUE JIOTUYECKUX W/UIU (U3UYECKUX JIUCKOB CO
CBOOOHBIM TUCKOBBIM MpocTpaHcTBOM 100 MO u Bhiiiie;

. ycTporctBo Android

3.4 Bb130B 1 3arpy3ka

Jnst GyHKIIMOHUPOBAHUS MPOrpaMMHOI0 obecrieueHus Ha yctporctBe Android
JI0JI>KEH OBbITh ycTaHOBIEH (aitn apk ¢ urpoit. st BbI30Ba TaHHOTO TPOTPAMMHOTO

npoaykTta «Surf GO» ocymiecTBisiercs 3amyck apk aitna yepes3 HaxaTus Ha HETO.
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3.5 BxoaHble JaHHbIE
[Tosnb30BaTenb BBOJUT AAHHBIE TOCPEACTBOM HaxkaTusi Ha. C MOMOIIBIO

B3aUMOJICHCTBUS ¢ MHTEp(deiicoM onpeniensseT Haualno U OKOHYaHUE UTPOBOTO

ccaHca.

3. 6 BeixoaHbIe JaHHDbIE
BeixoaHpiMu JaHHBIME TTporpaMMHOro obecrieueHus «Surf GO» sBisieTcs

OCYHICCTBJICHUC UTPOBOTO CCaHCA.



4. TEKCT ITPOI'PAMMBbI

Tekcr ¢aiina GameController.cs:

using UnityEngine;

using UnityEngine.SceneManagement;

public class GameController :

{

MonoBehaviour

public static GameController instance;

// Point where spawn player in start game
public GameObject SpawnPoint;
// Point where spawn player when bumps into an obstacle
public GameObject SaveSpawnPoint;

public Player Player;

public GameObject TrainingWindow;

// The window open when player win
public WinWindow WinWindow;

// The window open when player clicked pause button

public GameObject WindowPause;

public bool IsPause;

private void Awake()

instance.CurrentAttempsOnLevel = 1;

1;

SpawnPoint;

.position

SpawnPoint.transform.position;

if (!SaveController.instance.IsCompleteTraining)

TrainingWindow.SetActive(true);

TrainingWindow.SetActive(false);
SaveController.instance.IsCompleteTraining = true;

AdInterstitial.instance.ShowInterstitial();
SaveController.instance.CurrentAttempsOnLevel = 1;
SaveController.instance.SaveAllDatas();

{
instance = this;
}
private void Start()
{
IsPause = true;
SaveController.
Time.timeScale =
SaveSpawnPoint =
Player.transform
{
}
}
public void EndTraining()
{
}
public void BackInMenu()
{
SceneManager.LoadScene(0);
}

public void StartLevel()

{
¥

UnPause();



public void RestartLevel()

{

}

if (WinWindow.gameObject.activeSelf)

{
// If player is win, when atempts restart
SaveController.instance.CurrentAttempsOnLevel = 1;

}

AdInterstitial.instance.ShowInterstitial();

SaveController.instance.SaveAllDatas();
SceneManager.LoadScene(SaveController.instance.CurrentLevel);

// When player win level
public void PlayerWin()

{

}

WinWindow.gameObject.SetActive(true);
WinWindow.WinPlayer(SaveController.instance.CurrentAttempsOnLevel);
// Pause

IsPause = true;

Time.timeScale = 0;

public void Pause()

{

}

WindowPause.SetActive(true);
HudController.instance.ButtonStartLevel.SetActive(false);
IsPause = true;

Time.timeScale = 0;

public void UnPause()

{

}

}

WindowPause.SetActive(false);
IsPause = false;
Time.timeScale = 1;

Tekct ¢aitna HUDController.cs:

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

public class HudController : MonoBehaviour

{

public static HudController instance;

public GameObject BoostIcon;
public GameObject ButtonStartLevel;

public Animator AnimationStageComplete;
public Animator AnimationLoses;

public GameObject WindowWin;
public GameObject[] AllWindows;
public bool IsStart;

private void Awake()

{
¥

instance = this;

private void Start()

{



if (SaveController.instance.ValueIsMegaBoostModeActive == 1)

{

BoostIcon.SetActive(true);

} else
{
BoostIcon.SetActive(false);
}
}
private void Update()
{
if (Input.GetKeyDown(KeyCode.Escape))
{
for (int i = @; i < AllWindows.Length; i++)
{
if (AllWindows[i].activeSelf)
{
AllWindows[i].SetActive(false);
if (Time.timeScale == 0 && !WindowWin.activeSelf)
{
GameController.instance.UnPause();
} else if (WindowWin.activeSelf)
{
GameController.instance.BackInMenu();
}
return;
}
}
GameController.instance.Pause();
}
}

// Activate white window animation when player passed stage
public void ActivateWhiteWindow()

{
¥

AnimationStageComplete.Play("Animation Event");

// Activate white window animation when player loses
public void ActivateRedWindow()

{
AnimationLoses.Play("Animation Event");
}
private void OnApplicationFocus(bool focus)
{
if (!focus)
{
if (IsStart == true)
{
GameController.instance.Pause();
} else
{
IsStart = true;
}
}
}
private void OnApplicationPause(bool pause)
{
if (pause)
{

GameController.instance.Pause();

}



Tekcr ¢aiina MenuController:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuController : MonoBehaviour

{

public static MenuController instance;

public GameObject ReviewWindow;

public GameObject QuestionPlayServiciesWindow;
public GameObject WindowExit;

public GameObject[] AllWindows;

public GameObject UIButtons;

public GameObject UIGPS;

private void Awake()

{
¥

instance = this;

private void Start()
{

if (!SaveController.instance.IsGameReview &&
SaveController.instance.ValueStarsAllLevels >= 5)

{
ReviewWindow.SetActive(true);
}
}
private void Update()
{
if (Input.GetKeyDown(KeyCode.Escape))
{
for (int i = @; i < AllWindows.Length; i++)
if (AllWindows[i].activeSelf)
{
AllWindows[i].SetActive(false);
UIButtons.SetActive(true);
UIGPS.SetActive(true);
return;
}
}
WindowExit.SetActive(true);
}
}
public void StartGame(int level)
{
if (SaveController.instance.IsCompleteTraining)
AdInterstitial.instance.ShowInterstitial();
SaveController.instance.CurrentLevel = level;
SaveController.instance.CurrentAttempsOnLevel =
SaveController.instance.SaveAllDatas();
SceneManager.LoadScene(level);
}

Tekct ¢aitna SaveController:

using System;
using System.Collections;
using System.Collections.Generic;

B



using UnityEngine;

public class SaveController : MonoBehaviour

{

public static SaveController instance;

// Names Save datas

[Header("Names Save datas")]

public string NameSettingsSensetivity;
public string NameSettingsMusic;
public string NameSettingsSounds;

public string NameCurrentLevel;
public string NameCurrentAttempsOnlLevel;

public string NameCountAttempsFor5Stars;
public string NameCountAttempsFor4Stars;
public string NameCountAttempsFor3Stars;
public string NameCountAttempsFor2Stars;
public string NameCountAttempsForilStars;

public string NameIsCompleteTraining;
public string NameIsGameReview;
public string NameIslLogin;

public string NameIsUnlockLevels;
public string NameIsNotificationScheduled;

// Level Stars

public string NameStarsLevell;
public string NameStarsLevel2;
public string NameStarsLevel3;
public string NameStarsLevel4;
public string NameStarsLevel5;
public string NameStarsLevel6;
public string NameStarsLevel7;

public string NameAttemtsLevell;
public string NameAttemtsLevel2;
public string NameAttemtsLevel3;
public string NameAttemtsLevel4;
public string NameAttemtsLevel5;
public string NameAttemtsLevel6;
public string NameAttemtsLevel7;

// Mega boost mode

public string NameIsMegaBoostModeActive;
public string NameIsImmortalityModeActive;
public string NameIsGodModeActive;

public string NameValueMegaBoost;

// Values Save datas

[Header("Values Save datas")]
[HideInInspector]

public float ValueSettingsSensetivity;
public float ValueSettingsMusic;
public float ValueSettingsSounds;

public int CurrentlLevel;
public int CurrentAttempsOnLevel;

public int ValueCountEnergys;
public float ValueTimeExit;

public bool IsCompleteTraining;
public bool IsGameReview;
public bool IslLogin;



public int CountAttempsFor5Stars;
public int CountAttempsFor4Stars;
public int CountAttempsFor3Stars;
public int CountAttempsFor2Stars;
public int CountAttempsForilStars;

public int ValueStarslLevell;
public int ValueStarslLevel2;
public int ValueStarslLevel3;
public int ValueStarslLevel4;
public int ValueStarslLevel5;
public int ValueStarslLevel6;
public int ValueStarslLevel7;

public int ValueStarsAlllLevels;

public int ValueAttemptsLevell;
public int ValueAttemptsLevel2;
public int ValueAttemptsLevel3;
public int ValueAttemptsLevel4;
public int ValueAttemptsLevel5;
public int ValueAttemptsLevel6;
public int ValueAttemptsLevel7;

// Mega boost mode

public int ValueIsMegaBoostModeActive;
public int ValueIsImmortalityModeActive;
public int ValueIsGodModeActive;

public float ValueMegaBoost;

public bool IsUnlocklLevels;
public bool IsNotificationScheduled;

private void Awake()

{

instance = this;

InitializeDatasContinueGame();

}

// Initialize All data in start game if datas is null

public void InitializeDatasStartGame()

{
SaveSystem.SetFloat(NameSettingsSensetivity, 0.25f);
SaveSystem.SetFloat(NameSettingsMusic, 1);
SaveSystem.SetFloat(NameSettingsSounds, 1);

SaveSystem.SetInt(NameCurrentLevel, 0);
SaveSystem.SetInt(NameCurrentAttempsOnLevel, 0);

SaveSystem.SetBool(NameIsCompleteTraining, false);
SaveSystem.SetBool(NameIsGameReview, false);
SaveSystem.SetBool(NameIsLogin, false);

SaveSystem.SetBool(NameIsUnlockLevels, false);
SaveSystem.SetBool(NameIsNotificationScheduled, false);

SaveSystem.SetInt(NameCountAttempsForlStars, 0);
SaveSystem.SetInt(NameCountAttempsFor2Stars, 0);
SaveSystem.SetInt(NameCountAttempsFor3Stars, 0);
SaveSystem.SetInt(NameCountAttempsFor4Stars, 0);
SaveSystem.SetInt(NameCountAttempsFor5Stars, 0);

SaveSystem.SetInt(NameStarsLevell, 0);
SaveSystem.SetInt(NameStarsLevel2, 0);



}

SaveSystem.SetInt(NameStarsLevel3, 0);
SaveSystem.SetInt(NameStarsLevel4, 0);
SaveSystem.SetInt(NameStarsLevel5, 0);
SaveSystem.SetInt(NameStarsLevel6, 0);
SaveSystem.SetInt(NameStarsLevel7, 0);

SaveSystem.SetInt(NameAttemtsLevell, 0);
SaveSystem.SetInt(NameAttemtsLevel2, 0);
SaveSystem.SetInt(NameAttemtsLevel3, 0);
SaveSystem.SetInt(NameAttemtsLeveld, 0);
SaveSystem.SetInt(NameAttemtsLevel5, 0);
SaveSystem.SetInt(NameAttemtsLevel6, 0);
SaveSystem.SetInt(NameAttemtsLevel7, 0);

SaveSystem.SetInt(NameIsMegaBoostModeActive, 0);
SaveSystem.SetInt(NameIsImmortalityModeActive, 0);
SaveSystem.SetInt(NameIsGodModeActive, 0);
SaveSystem.SetFloat(NameValueMegaBoost, 1);

SaveSystem.SaveToDisk();

public void InitializeDatasContinueGame()

{

// If datas is null, then initialize their
if (!SaveSystem.HasKey(NameSettingsSensetivity))

{
InitializeDatasStartGame();

}

if (!SaveSystem.HasKey(NameIsMegaBoostModeActive))

{
SaveSystem.SetInt(NameIsMegaBoostModeActive, 0);
SaveSystem.SetInt(NameIsImmortalityModeActive, 0);
SaveSystem.SetInt(NameIsGodModeActive, 0);
SaveSystem.SetFloat(NameValueMegaBoost, 1);

}

ValueSettingsSensetivity = SaveSystem.GetFloat(NameSettingsSensetivity);
ValueSettingsMusic = SaveSystem.GetFloat(NameSettingsMusic);
ValueSettingsSounds = SaveSystem.GetFloat(NameSettingsSounds);

CurrentLevel = SaveSystem.GetInt(NameCurrentLevel);
CurrentAttempsOnLevel = SaveSystem.GetInt(NameCurrentAttempsOnLevel);

IsCompleteTraining = SaveSystem.GetBool(NameIsCompleteTraining);
IsGameReview = SaveSystem.GetBool(NameIsGameReview);
IsLogin = SaveSystem.GetBool(NameIsLogin);

IsUnlockLevels = SaveSystem.GetBool(NameIsUnlockLevels);
IsNotificationScheduled = SaveSystem.GetBool(NameIsNotificationScheduled);

CountAttempsForilStars
CountAttempsFor2Stars
CountAttempsFor3Stars
CountAttempsFor4Stars
CountAttempsFor5Stars

SaveSystem.GetInt(NameCountAttempsForlStars);
SaveSystem.GetInt(NameCountAttempsFor2Stars);
SaveSystem.GetInt(NameCountAttempsFor3Stars);
SaveSystem.GetInt(NameCountAttempsFor4Stars);
SaveSystem.GetInt(NameCountAttempsFor5Stars);

ValueStarsLevell = SaveSystem.GetInt(NameStarsLevell);
ValueStarsLevel2 = SaveSystem.GetInt(NameStarsLevel2);
ValueStarsLevel3 = SaveSystem.GetInt(NameStarsLevel3);
ValueStarsLevel4 = SaveSystem.GetInt(NameStarsLevel4d);
ValueStarsLevel5 = SaveSystem.GetInt(NameStarsLevel5);
ValueStarsLevel6 = SaveSystem.GetInt(NameStarsLevel6);
ValueStarsLevel7 = SaveSystem.GetInt(NameStarsLevel7);

ValueAttemptsLevell
ValueAttemptsLevel2

SaveSystem.GetInt(NameAttemtsLevell);
SaveSystem.GetInt(NameAttemtsLevel2);



ValueAttemptsLevel3 = SaveSystem.GetInt(NameAttemtsLevel3);
ValueAttemptsLeveld4 = SaveSystem.GetInt(NameAttemtsLeveld);
ValueAttemptsLevel5 = SaveSystem.GetInt(NameAttemtsLevel5);
ValueAttemptsLevel6 = SaveSystem.GetInt(NameAttemtsLevel6);
ValueAttemptsLevel7 = SaveSystem.GetInt(NameAttemtsLevel7);

ValueIsMegaBoostModeActive = SaveSystem.GetInt(NameIsMegaBoostModeActive);
ValueIsImmortalityModeActive = SaveSystem.GetInt(NameIsImmortalityModeActive);
ValueIsGodModeActive = SaveSystem.GetInt(NameIsGodModeActive);

ValueMegaBoost = SaveSystem.GetFloat(NameValueMegaBoost);

ValueStarsAllLevels = ValueStarsLevell + ValueStarsLevel2 + ValueStarsLevel3 +
ValueStarsLeveld4 + ValueStarsLevel5 +
ValueStarsLevel6 + ValueStarslLevel7;

}

public void SaveAllDatas()

{
SaveSystem.SetFloat(NameSettingsSensetivity, ValueSettingsSensetivity);
SaveSystem.SetFloat(NameSettingsMusic, ValueSettingsMusic);
SaveSystem.SetFloat(NameSettingsSounds, ValueSettingsSounds);

SaveSystem.SetInt(NameCurrentLevel, CurrentLevel);
SaveSystem.SetInt(NameCurrentAttempsOnLevel, 0);

SaveSystem.SetBool(NameIsCompleteTraining, IsCompleteTraining);
SaveSystem.SetBool(NameIsGameReview, IsGameReview);
SaveSystem.SetBool(NameIsLogin, IslLogin);

SaveSystem.SetBool(NameIsUnlockLevels, IsUnlockLevels);
SaveSystem.SetBool(NameIsNotificationScheduled, IsNotificationScheduled);

SaveSystem.SetInt(NameCountAttempsForlStars, CountAttempsForilStars);
SaveSystem.SetInt(NameCountAttempsFor2Stars, CountAttempsFor2Stars);
SaveSystem.SetInt(NameCountAttempsFor3Stars, CountAttempsFor3Stars);
SaveSystem.SetInt(NameCountAttempsFor4Stars, CountAttempsFor4Stars);
SaveSystem.SetInt(NameCountAttempsFor5Stars, CountAttempsFor5Stars);

SaveSystem.SetInt(NameStarsLevell, ValueStarsLevell);
SaveSystem.SetInt(NameStarsLevel2, ValueStarsLevel2);
SaveSystem.SetInt(NameStarsLevel3, ValueStarsLevel3);
SaveSystem.SetInt(NameStarsLevel4, ValueStarsLeveld);
SaveSystem.SetInt(NameStarsLevel5, ValueStarsLevel5);
SaveSystem.SetInt(NameStarsLevel6, ValueStarsLevel6);
SaveSystem.SetInt(NameStarsLevel7, ValueStarsLevel7);

SaveSystem.SetInt(NameAttemtsLevell, ValueAttemptsLevell);
SaveSystem.SetInt(NameAttemtsLevel2, ValueAttemptsLevel2);
SaveSystem.SetInt(NameAttemtsLevel3, ValueAttemptsLevel3);
SaveSystem.SetInt(NameAttemtsLeveld, ValueAttemptsLeveld);
SaveSystem.SetInt(NameAttemtsLevel5, ValueAttemptsLevel5);
SaveSystem.SetInt(NameAttemtsLevel6, ValueAttemptsLevel6);
SaveSystem.SetInt(NameAttemtsLevel7, ValueAttemptsLevel7);

SaveSystem.SetInt(NameIsMegaBoostModeActive, ValueIsMegaBoostModeActive);
SaveSystem.SetInt(NameIsImmortalityModeActive, ValueIsImmortalityModeActive);
SaveSystem.SetInt(NameIsGodModeActive, ValueIsGodModeActive);
SaveSystem.SetFloat(NameValueMegaBoost, ValueMegaBoost);

SaveSystem.SaveToDisk();
}

private void OnApplicationFocus(bool focus)
{
if (!focus)

{
SaveAllDatas();



¥
¥

}

}

private void OnApplicationPause(bool pause)

{

}

if (pause)

SaveAllDatas();

private void OnApplicationQuit()

{
}

SaveAllDatas();

Tekcr daiina SettingsController:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class SettingsController : MonoBehaviour

{

public List<AudioSource> Musics;
public List<AudioSource> Audios;

private void Start()

{

}

// Find all sounds in scene
AudioSource[] FindAudios = FindObjectsOfType<AudioSource>();
for (int i = @; i < FindAudios.Length; i++)

{
if (FindAudios[i].gameObject.tag == "Sound")
{
Audios.Add(FindAudios[i]);
}
else
{
Musics.Add(FindAudios[i]);
}
}
for (int i = @; i < Musics.Count; i++)
{
Musics[i].volume = SaveController.instance.ValueSettingsMusic;
}

for (int i = @; i < Audios.Count; i++)

Audios[i].volume = SaveController.instance.ValueSettingsSounds;

}

gameObject.SetActive(false);

// Functions that change settings values;
public void ChangeSensetivity(Slider Slider)

{
¥

SaveController.instance.ValueSettingsSensetivity = Slider.value;

public void ChangeMusicVolume(Slider Slider)

{

SaveController.instance.ValueSettingsMusic = Slider.value;



for(int i = @; i < Musics.Count; i++)

{
Musics[i].volume = Slider.value;
}
}
public void ChangeSoundsVolume(Slider Slider)
{
SaveController.instance.ValueSettingsSounds = Slider.value;
for (int i = @; i < Audios.Count; i++)
{
Audios[i].volume = Slider.value;
}
}

}

Tekct daitna WindowExitGameController:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class WindowExitGameController : MonoBehaviour

{
public void Exit()

{
¥

Application.Quit();
}

Tekcr ¢aiina LevelControl:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class LevelControl : MonoBehaviour
{

public int VallLevel;

public int VallLevelAttempts;

public int CountReceivedStars;

public int NeedStars;
public GameObject LockBlock;
public TMPro.TextMeshProUGUI TextLockStars;

public Image[] Stars;

public Sprite IconEnableStar;
public Sprite IconDisableStar;

public TMPro.TextMeshProUGUI TextlLevelAttempts;
public TMPro.TextMeshProUGUI[] TextMinAttempts;
public Animator[] AnimatorsStar;

public int CountAttempsFor5Stars;
public int CountAttempsFor4Stars;
public int CountAttempsFor3Stars;
public int CountAttempsFor2Stars;
public int CountAttempsForilStars;

public GameObject WindowUnlockLevels;
public GameObject WindowSelectlLevels;

public void Start()
{



ActivatelLevel();
}

public void ActivatelLevel()
{
if (SaveController.instance.ValueStarsAllLevels < NeedStars &&
ISaveController.instance.IsUnlockLevels)
{
LockBlock.SetActive(true);
TextLockStars.text = "<#FF1100>" +
SaveController.instance.ValueStarsAllLevels + "</color>"
+ "<#FFFFFF>" + " / " + "</color>"
+ NeedStars;

} else
{
LockBlock.SetActive(false);
}
if (valLevel == 1)
{
VallLevelAttempts = SaveController.instance.ValueAttemptsLevell;
}
else if (ValLevel == 2)
{
VallLevelAttempts = SaveController.instance.ValueAttemptsLevel2;
}
else if (ValLevel == 3)
{

VallLevelAttempts = SaveController.instance.ValueAttemptsLevel3;

else if (ValLevel == 4)

{
VallLevelAttempts = SaveController.instance.ValueAttemptsLevel4;

else if (ValLevel == 5)
{
VallLevelAttempts = SaveController.instance.ValueAttemptsLevel5;

else if (ValLevel == 6)

{

VallLevelAttempts = SaveController.instance.ValueAttemptsLevel6;
}
else if (ValLevel == 7)
{

VallLevelAttempts = SaveController.instance.ValueAttemptsLevel7;
}

TextMinAttempts[0].text
TextMinAttempts[1].text
TextMinAttempts[2].text
TextMinAttempts[3].text
TextMinAttempts[4].text

CountAttempsForilStars.ToString();
CountAttempsFor2Stars.ToString();
CountAttempsFor3Stars.ToString();
CountAttempsFor4Stars.ToString();
CountAttempsFor5Stars.ToString();

// Determinate count stars which received player

if (ValLevelAttempts != @ & VallLevelAttempts <= CountAttempsFor5Stars)

{
CountReceivedStars = 5;
TextLevelAttempts.color = Color.yellow;
TextMinAttempts[@].color = Color.yellow;
TextMinAttempts[1].color = Color.yellow;
TextMinAttempts[2].color = Color.yellow;
TextMinAttempts[3].color = Color.yellow;
TextMinAttempts[4].color = Color.yellow;
AnimatorsStar[@].Play("Animation Star");
AnimatorsStar[1].Play("Animation Star");
AnimatorsStar[2].Play("Animation Star");
AnimatorsStar[3].Play("Animation Star");



AnimatorsStar[4].Play("Animation Star");

else if (ValLevelAttempts != @ && VallLevelAttempts <= CountAttempsFor4Stars)

}

{
CountReceivedStars = 4;
TextMinAttempts[@].color = Color
TextMinAttempts[1].color = Color
TextMinAttempts[2].color = Color
TextMinAttempts[3].color = Color
TextMinAttempts[4].color = Color.
AnimatorsStar[@].Play("Animation
AnimatorsStar[1].Play("Animation
AnimatorsStar[2].Play("Animation
AnimatorsStar[3].Play("Animation

}

else if (ValLevelAttempts !=

{
CountReceivedStars = 3;
TextMinAttempts[@].color
TextMinAttempts[1].color
TextMinAttempts[2].color
TextMinAttempts[3].color
TextMinAttempts[4].color =

.yellow;
.yellow;
.yellow;
.yellow;

red;

Star");
Star");
Star");
Star");

&& VallLevelAttempts <= CountAttempsFor3Stars)

Color
Color
Color

AnimatorsStar[@].Play("Animation
AnimatorsStar[1].Play("Animation
AnimatorsStar[2].Play("Animation

.yellow;
.yellow;
.yellow;
Color.
Color.

red;
red;
Star");
Star");
Star");

else if (ValLevelAttempts != @ && VallLevelAttempts <= CountAttempsFor2Stars)

{

CountReceivedStars = 2;

TextMinAttempts[@].color
TextMinAttempts[1].color
TextMinAttempts[2].color
TextMinAttempts[3].color
TextMinAttempts[4].color

Color
Color

AnimatorsStar[@].Play("Animation
AnimatorsStar[1].Play("Animation

else if (ValLevelAttempts !=

{
CountReceivedStars = 1;
TextMinAttempts[@].color
TextMinAttempts[1].color
TextMinAttempts[2].color
TextMinAttempts[3].color
TextMinAttempts[4].color

0

&& VallevelAttempts <=

Color

AnimatorsStar[@].Play("Animation

else

CountReceivedStars = 0;

TextLevelAttempts.color =
TextMinAttempts[@].color
TextMinAttempts[1].color
TextMinAttempts[2].color
TextMinAttempts[3].color
TextMinAttempts[4].color

if (ValLevelAttempts == 0)
{

}
else

{
}

TextLevelAttempts.text

TextLevelAttempts.text =

.yellow;
.yellow;
Color.
Color.
Color.

red;
red;
red;
Star");
Star");

.yellow;
Color.
Color.
Color.
Color.

red;
red;
red;
red;
Star");

Color.red;
Color.
Color.
Color.
Color.
Color.

red;
red;
red;
red;
red;

CountAttempsForilStars)

VallLevelAttempts.ToString();



// Set Up stars
for (int i = @;

in win window
i < CountReceivedStars; i++)

rite = IconEnableStar;

instance.CountAttempsForilStars

{
Stars[i].sp

}
¥
public void StartLevel()
{

SaveController.

SaveController.

SaveController.
SaveController.
SaveController.

if (SaveController.instance.ValueStarsAllLevels

SaveController.instance

{

MenuController.instance.StartGame(ValLevel);

} else

{

instance.CountAttempsFor2Stars
instance.CountAttempsFor3Stars
instance.CountAttempsFor4Stars
instance.CountAttempsFor5Stars

.IsUnlockLevels)

// block level

WindowUnloc

kLevels.SetActive(true);

WindowSelectLevels.SetActive(false);

}

SaveController.

¥
¥

instance.SaveAllDatas();

Tekct ¢aiina Transition:

using System.Collection
using System.Collection
using UnityEngine;

public class Transition :

{
public GameObject C

S5
s.Generic;

MonoBehaviour

urrentStage;

public GameObject NextStage;
public GameObject PointTransition;

// Set new max spee

d on next stage

public float NewMaxSpeedForPlayer;

// if this transiti
public bool IsFinis

public void Transit

{
if (NewMaxSpeed

on is finish
h;

O

ForPlayer != 9)

CountAttempsForlStars;
CountAttempsFor2Stars;
CountAttempsFor3Stars;
CountAttempsFor4Stars;
CountAttempsFor5Stars;

>= NeedStars ||

{
GameController.instance.Player.MaxSpeed = NewMaxSpeedForPlayer;
if (SaveController.instance.ValueIsMegaBoostModeActive == 1)
{

GameController.instance.Player.MaxSpeed *=
SaveController.instance.ValueMegaBoost;

}
}

HudController.i

nstance.ActivateWhiteWindow();

CurrentStage.SetActive(false);

NextStage.SetAc

public void Finish(

{

tive(true);

)

HudController.instance.ActivateWhiteWindow();

GameController.

instance.PlayerWin();



Tekcr daiina Player:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Player : MonoBehaviour
{
public float MaxSpeed;
private float CurrentSpeed;
public float StepUpSpeed;

public AudioSource SoundDeath;
public AudioSource SoundKnock;
public AudioSource SoundTeleport;
public AudioSource SoundWin;

public float Gravity;

public float PermissibleGravity;

// Player should be on the platform and not fly into the air
private bool IsOnPlatform;

private bool IsHeadOnPlatform;

private bool IsTransit;

[HideInInspector]
public float CurrentMagnitudeSpeed;
private Vector3 CurrentPlatformOnView;

public Camera Camera;
private Rigidbody Rigidbody;

private void Awake()

{
Rigidbody = GetComponent<Rigidbody>();
}
private void Start()
{
if (SaveController.instance.ValueIsMegaBoostModeActive == 1)
{
StepUpSpeed *= SaveController.instance.ValueMegaBoost;
MaxSpeed *= SaveController.instance.ValueMegaBoost;
}
}
private void FixedUpdate()
{
if (!GameController.instance.IsPause)
ChangeSpeedPlayer();
}
/*public void CheckViewOnPlatform()
{

RaycastHit hit;
Ray ray = Camera.ViewportPointToRay(new Vector3(0.5f, 0.5f, 0f));

if (Physics.Raycast(ray, out hit))
{

CurrentPlatformOnView = hit.point;

// Player looks at the surface
if (hit.transform.CompareTag("Untagged"))

{



}
o/
private void ChangeSpeedPlayer()
{
if (IsTransit)
{
IsTransit = false;
IsOnPlatform = false;
IsHeadOnPlatform = false;
}
if (SaveController.instance.ValueIsMegaBoostModeActive == 1 &&
SaveController.instance.ValueIsGodModeActive == 1)
{
// Gradual speed increase
if (CurrentSpeed < MaxSpeed)
{
CurrentSpeed += StepUpSpeed * 1.15f;
}
else
{
CurrentSpeed = MaxSpeed;
}
}
if (SaveController.instance.ValueIsImmortalityModeActive == 1)
{
IsHeadOnPlatform = false;
}

if (IsHeadOnPlatform)
IsOnPlatform = false;

// Player move in direction camera
if ((IsOnPlatform || (!IsOnPlatform &% Camera.transform.forward.y * CurrentSpeed
< Rigidbody.velocity.y) && !IsHeadOnPlatform)
|| (saveController.instance.ValueIsMegaBoostModeActive == 1 &&
SaveController.instance.ValueIsGodModeActive == 1))
{
Rigidbody.velocity = new Vector3(Camera.transform.forward.x * CurrentSpeed,
Camera.transform.forward.y * CurrentSpeed, Camera.transform.forward.z * CurrentSpeed);

// Gradual speed increase
if (CurrentSpeed < MaxSpeed)

{
CurrentSpeed += StepUpSpeed;
}
else
{
CurrentSpeed = MaxSpeed;
}

}

else if (!IsOnPlatform && Camera.transform.forward.y * CurrentSpeed >
Rigidbody.velocity.y && !IsHeadOnPlatform)

{
// Gravity gradually pulls the player down, if he does not fall to the bottom

Rigidbody.velocity = new Vector3(Camera.transform.forward.x * CurrentSpeed,
Rigidbody.velocity.y, Camera.transform.forward.z * CurrentSpeed);
}
else if (!IsOnPlatform && Camera.transform.forward.y * CurrentSpeed <
Rigidbody.velocity.y)
{

// Gradual speed decrease



if (CurrentSpeed > MaxSpeed / 3)

{
CurrentSpeed -= StepUpSpeed;
}
}
if (SaveController.instance.ValueIsGodModeActive != 1 ||
(SaveController.instance.ValueIsGodModeActive == 1 &&
SaveController.instance.ValueIsMegaBoostModeActive == 0))
{
if (Rigidbody.velocity.y > PermissibleGravity)
Rigidbody.AddForce(new Vector3(9, -Gravity, 0));
if (IsHeadOnPlatform)
Rigidbody.AddForce(new Vector3(®, -Gravity * 10, 0));
}

private void OnCollisionEnter(Collision collision)

{
if (collision.gameObject.CompareTag("Platform"))

{
if (!IsHeadOnPlatform)

{
IsOnPlatform = true;
SoundKnock.PlayOneShot (SoundKnock.clip);

}

else if (collision.gameObject.CompareTag("Obstacle") &&
(SaveController.instance.ValueIsImmortalityModeActive != 1
|| (SaveController.instance.ValueIsImmortalityModeActive == 1 &&
SaveController.instance.ValueIsMegaBoostModeActive == 0)))

{

SaveController.instance.CurrentAttempsOnLevel++;

// Show ad interstitial
if (SaveController.instance.CurrentAttempsOnLevel % 3 == 0 &&
AdInterstitial.instance.IsLoaded())
AdInterstitial.instance.ShowInterstitial();
else
HudController.instance.ActivateRedWindow();

// Unlock achivement
if (Application.isMobilePlatform)

PlayGamesController.instance.UnlockStepsAchivement (GPGSIds.achievement_experience_with_pa
in, 1);

// Player lose
SoundDeath.PlayOneShot(SoundDeath.clip);

IsOnPlatform = false;

CurrentSpeed = 0;

Camera.transform.localRotation =
GameController.instance.SaveSpawnPoint.transform.localRotation;

transform.position =
GameController.instance.SaveSpawnPoint.transform.position;

else if (collision.gameObject.CompareTag("Transition"))

{
IsOnPlatform = false;

IsHeadOnPlatform = false;
IsTransit = true;

Transition Transition = collision.gameObject.GetComponent<Transition>();

if (Transition.IsFinish)



SoundWin.PlayOneShot (SoundWin.clip);
Transition.Finish();

}

else

{
SoundTeleport.PlayOneShot(SoundTeleport.clip);
// When player to go over in next zone, speed reset to zero
CurrentSpeed = 0;
Transition.Transit();
// Player Teleported in next zone
transform.position = Transition.PointTransition.transform.position;
Camera.transform.localRotation =

Transition.PointTransition.transform.localRotation;

GameController.instance.SaveSpawnPoint = Transition.PointTransition;

}
}
}
private void OnCollisionStay(Collision collision)
{
if (!IsHeadOnPlatform && collision.gameObject.CompareTag("Platform"))
// Player should be on the platform and not fly into the air
IsOnPlatform = true;
}
}
private void OnCollisionExit(Collision collision)
{
if (collision.gameObject.CompareTag("Platform"))
{
// Player should be on the platform and not fly into the air
IsOnPlatform = false;
}
}
private void OnTriggerEnter(Collider other)
{
if (other.CompareTag("Platform"))
{
// Player do not should touch head on platform
IsHeadOnPlatform = true;
IsOnPlatform = false;
}
}
private void OnTriggerStay(Collider other)
{
if (other.CompareTag("Platform"))
// Player do not should touch head on platform
IsHeadOnPlatform = true;
IsOnPlatform = false;
else if (other.CompareTag("wWall"))
{
if (SaveController.instance.ValueIsGodModeActive != 1 ||
(SaveController.instance.ValueIsGodModeActive == 1 &&
SaveController.instance.ValueIsMegaBoostModeActive == 0))
{
Rigidbody.AddForce(new Vector3(®, -Gravity * 5, 0));
}
}



private void OnTriggerExit(Collider other)

{
if (other.CompareTag("Platform"))
{
// Player do not should touch head on platform
IsHeadOnPlatform = false;
}
}

Tekcr ¢aiina TouchControl:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class TouchControl : MonoBehaviour
{
public GameObject Player;

private float rotSpeedMouse;
private bool IsDownMouse;

private float rotSpeedTouch;
private float xAngle;
private float yAngle;
private Vector2 TouchDist;
private Vector2 Pointer0ld;

private bool IsStartTouch;

void Start()

{
xAngle = 0;
yAngle = 0;
IsStartTouch = false;
}
void Update()
{

// Set settings values
rotSpeedMouse = SaveController.instance.ValueSettingsSensetivity;
rotSpeedTouch = SaveController.instance.ValueSettingsSensetivity;

if (!GameController.instance.IsPause && Input.touchCount > @)
{

TouchPhase phase = Input.GetTouch(®).phase;

// Whether the finger that turns the camera

if (phase == TouchPhase.Began)

{

Pointer0ld = Input.GetTouch(®@).position;

IsStartTouch = true;

else if (phase == TouchPhase.Moved && IsStartTouch)
{

TouchDist = (Input.GetTouch(®).position - Pointer0ld);
Pointer0ld = Input.GetTouch(®@).position;

//Rotate player and camera
transform.Rotate(-TouchDist.y * rotSpeedTouch, TouchDist.x *
rotSpeedTouch, 0);



xAngle = transform.rotation.eulerAngles.x;
yAngle = transform.rotation.eulerAngles.y;
transform.rotation = Quaternion.Euler(xAngle, yAngle, 9);
}
else if (phase == TouchPhase.Ended)
{
TouchDist = new Vector2();
IsStartTouch = false;
}

}

if (!GameController.instance.IsPause && !Application.isMobilePlatform &&
Input.GetMouseButton(9))

{
transform.Rotate(new Vector3(Input.GetAxis("Mouse Y") * rotSpeedMouse, -
Input.GetAxis("Mouse X") * rotSpeedMouse, ©0));
xAngle = transform.rotation.eulerAngles.x;
yAngle = transform.rotation.eulerAngles.y;
transform.rotation = Quaternion.Euler(xAngle, yAngle, 9);
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