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1. Uvod

8 RYRP UDGX SULND]DQD MH LJUDGD ' SODWIRUPQH LJUL
pod QD]JLYRPXAVK\ *ODYQL OLN WH LJUH MH GLQRVDXUXV NR
SODWIRUPDPD D X] WR JD SSRWIGGQOQDPRLY N LWIHNRYWIW BED O
REMHNWH NDNR EL SUXAaDOD aWR EROML GRALYOMDM NRULVQ
na Windows i Android operacijskim sustavima. Igra je napravljena u Wnitysve skripte su
pisane u C# progfpPVNRP MH]LNX G6NULSWH QDP RPRJXUXMX IXQN

ostvarivanje alokacije i dealokacije objekata.

2. Metode i tehnike rada

.DR a4WR MH YHU VSRPHQXWR X XUYmaRe egibdMEHO X NRUL
SURJUDPVNL MHILN 7DN\RRyHWX QJIDGKVWHUELWIUHX]HWL VD ,QW
IRQWRYL L VOLNH 8 QDVWDYNX UDGD ]D SRpHWDN REMDVQLW
NDVQLMH VWYDUL ELOH ODN&H ]D VKYDWLW

3. Unity

8QLW\ MH UD]YRMQR RNUXA&HQMH NRMH Q D®QLOX M H R N UXEG
NRULVQLPNL eQDXVOHRWYD MHHRG O\ RODNADYD QDP FMHORNXSQX
YLGLPR X VFHQDPD NRMH QDP RODN&DYDMX UDG

3.1. Osnovni dijelovi Unitya

8QLW\ NRULVWL PHWRGH Ndxir GWDRI VXQ G ROMXAEES L LFPXOVWH U S L
REMHNWH |]D NR hgy>QMLHN R QW HRUOMAH DXGLR REMHNWH VNUL
YLAH SONYdBISBODWIRUP L RVWDORNBRHWRVVX GRLDPERM L

Scena je osnovni prozorkojem radimo promjene i kad pokrenemo igru ona ima nalik sceni
NRMX XUHYyXMHPR 6YDND LJUD PRAaH LPDWL YL&H VFHQD WD

(eng.levels) onda koristimo za svaki nivo po jednu scenu kako bi projekt bio jednostavniji i lako



sePRAHPR VQDUL XNROLNR GRyH GR JUHANH 7DNRYHU X RYRF
GYLMH VFHQH MHGQD VF HéenD.ndri) §iek\yeai§asbenlgra] ERU QL N

6YDND VFHQD VH VDVWRML RG MHGQRJ LOL Y brhith@&EMHNDWL
AALHUDUFK\ L RQL VX QDP RVQRYQD NRPSRQHQWD ]D L]JUDGX
PRaH LPDWL NRPSRQHQWH NDR daWR VX VNULSWH GRJDyYDML
6NULSWH NRMH GRGDMHPR REMH N WILfimRciah@nost lihrijiiap 8dhD Y O M D (
PRIXUQRVW |]D XSUDYOMDQMH REMHNWLPD X WRNX LJUH 6NU
C#, JavaScrip{l1]

3.2. Komponente Unitya

.DR aWR MH YHU VSRPHQXWR REMHNWL LPDMX NRPSRQHQW}
seutH ELWL NRULAWHQH X RYRPH UDGX

Komponente:

1. Transform
Rigidbody 2D
Sprite Renderer
Animator
Script

Box, Circle Colider

N o o s~ DN

Audio Source

1. Komponenta transformt LPD MX VYDNL REMHNW L VOXAaL QDP NDNR E
poziciju po osi apsciseordinate jer se svaki objekt nalazi negdje u sceni, bio on vidljiv ili ne.

2. Komponenta rigidbody 2 GRGDMHPR JD REMHNWX NRMHP MH SRWUHI
glavnom liku u igri). Bez dodavanja ikakvog koda posjeduje svojsing.properties) kaca WR V X
maVD JUDY LW D FL Mamrdavanjal) izkelopilalfektdkako se on ne bi rotirao.



v~ Rigidbody 2D @ =

Body Type | Dynamic i)
Material *PlayerMat (o]
Simulated

Use Auto Mass L

Mass 342

Linear Drag 0

Angular Drag 0.05

Gravity Scale 4

Collision Detection | Discrete N
Sleeping Mode | Start Awake s}
Interpolate | None i

¥ Constraints
Freeze Position [ X []Y
Freeze Rotation z

» Info

Slika 1. Rigidbody 2D komponenta
3. Komponenta sprite rendere OX4L QDP NDNR EL QHNRP REMHNWX GRGD
AWR VX SRUHP@R VORMD L VOL
6SULWH MH MHGQRVWDYQD VOLND NRMD RELPpQR RSLVXMH N
Nekoliko SpriteRYD |DMHGQR pLQL DQLPDFLMX 6SULWH =t GHUHU
zaslonu. [2]

© Inspector | - =
a star icon [_]static «
Tag | Untagged ¢ | Layer | Default 3
¥ .~ Transform @ =,
Position X0 Yo Zo0
Rotation X0 Yo rAl]
Scale X1 Y1 2|1
v . ¥ sprite Renderer @ =
Sprite .- star icon (]
Color | P4
Flip Ox Oy
Material W Sprites-Default o}
Sorting Layer | Default 3]
Order in Layer 0
Add Component ]

Slika 2. Sprite renderer objekt [2]
SlikapULND]XMH VYRMVWYD VSULWH UH Qjéliti hopd,dedatiPiRetjd® R SRV W
L WLPH QDSUDYLWL GD QD4 REMHNW L]JOHGD NDNR JRG PL at
4. Komponenta animaterVO XaL QDP |D DQLPDFLMH NRMH VPR SUHWKRG
Animator SDQHO QDP VOXaL NDNR EL QDSUDYLOL YH]H L]JPHYX DQ
L] MHGQRJ VWDQMD DQLPDFLMH X GUXJR VWDQMH 9L&H R W

animacija.



5. Komponenta script SNR daHOLPR GRGDWL QHNKPR @ NBEILEQIXOKNRNM B N
QDSLVDQD RG VWUDQH NRULYVQ L NDvdljoriaghasitiidd iPsRriptiHgestioeW L U D Q
GYLMH SUHGHILQLUDQH PHWRGH NRMH PRAHPR L QH PRUDPR
OHWRGD 6WDUW QDP XJODYQRP VOXaAWIBWQUFBERNOHIDHF
kada je objekt inicijaliziran.
OHWRGD 8SGDWH VH L]YUAGDYD NDR EHVNRQDpPQD SHWONM
NROLNR QDP UDpXQDOR PRA&H SULND]DWL VOLND X VHNXQ
7DNRYHU LPDPR )L[HG8SGDWH NRML ®H W]Q QD@D K ) DXSE5 DAV
SUHGHILQLUDQH PHWRGH VNULSWL REMDVQLW UHPR QD SULP
6. Komponenta box, circle colidetako smo napravili objekt i dodali mu sprite renderer to ne
]QDpL GD DNR WDM REMHNW VDG LPD WADNNIRP REBLH GV RO YXO K E
REMHNW 7RP REMHNWX PRUDPR GRGDWL QHNL FROLGHU ND

odnosno dva objekta mogu bit u dodiru samo ako imaju neki collider. Dakle to je komponenta koja

QDP VOXAL ]D HRNVNMRILKOD @ PihbKbbsSi.

v M ¥ Box Collider 2D g %
4% | Edit Collider
Material None (Physics Material 2D) @ v ® /circle Collider 2D @ &
Is Trigger - £ | Edit Collider
Used By Effect - . . .
=6 BV ERE or. il Material None (Physics Material 2D) (o]
Used By Composite | | .
Auto Tiling L Is Trigger lg
Offset ¥ /-1,159 ¥ [0.0510 Used By Effector (J
Size X|11.8793|Y|3.7696 Offset X10.02 YO0
Edge Radius 0 Radius 0.9039901
» Info » Info

Slika 3. Box, Circle Collider 2D komponente

Collider ima razna svojstva, a najzanimljivije svojgvP X MH7ALJJHU  MHU QDP RPRJ
SUHSR]QD GD OL MH GRaAaOR GR GRGLUD VD RVWDOL®BgREMHNW
dodira objekt sa postavljenim svojstvom neu¢ SRQDAE&D VH NDR RELpPpQD VOLND
ILILDPNRJ RIJUDQLpHQMD

7. Audio Source komponenta VO XAaL QDP ]D GRGDYDQMH JYXNRYD X LJL
*DPH2EMHFWX NRMHJ NDVQLMH Rripte HiPrifegs Rziriams RaBnpahenti L SR P

tipa AudioSource te ju kontroliramo jednostavnim metodama Play, Pause i Stop. [3]



3.3. Prednosti i nedostaci Unitya

8QLW\ NDR L VYDNL GUXJL SURJUDP LPD SUHGQRVWL L QH

nedostatke.

Predrosti

x

Unity je najbolja aplikacija za razvoj igara
XpLQNRYSWLND]LYDQMH ' VFHQD SRGUabDYD L
x PRIJXUH MH L]GDWL YHU]JLMX QD YL&H SODWIRUPL

nije kompliciran

x

X

Nedostaci

X dokumentacija jeastarjela
X GRVWD GRGDWDND UHQGHULUDQMD L VOLPQR NR&AWD SXQ
X DaxXULYDRMWHWPD PRaH GRYHVWL GR JUHADND

8QLW\ MH GREDU L MHGQRVWDYDQ DODW ]D L]JUDGX PDQMLK L
WUHEDOL EL VH RGOXpLWL PRAGD ]D 8QUHDO (QJLQH LOL /XP

3.4. Dodaci

Dodaci odnosno eng. Assets glavna je mapa NS&R&® SURMHNWX WH VDGUAaL VYH
NRMH koisBtRX SURMHNWX 3URMHNW UDGL MHGQRVWDYQRVWL
nekoliko osnovnih mapa. Mape koje su osnovne za izradu ove igrice su: Animations, Pictures,
Resources, Scenes, $ts, Standard Assets.

$QLPDWLRQV PDSD VDGUAL VYH DQLPDFLMH JODYQRJ OLNEL
SLFWXUHV PDSD VDGU&AL VYH VOLNH NRMH VX NRULAWHQH SU
RVWDOH UHVXUVH NRMLSRXDEGROQDAWHXONRNDR VAaOLRNHW XNRMH VX
REMHNDWD IRQW L VO 6FHQHV PDSD VDGUAL VYH VFHQH NR
JODYQL LIJERUQLN VFHQD ]D QLYR L VFHQD JODYQRJ OLND 6V
binaP RODN&aADR LJ]JUDGX SURMHNWD |]D UD]J]OLpLWH SODWIRUPH
PDSD vDGUaL VYH VNULSWH SURMHNWD 8 SURMHNWX VYL GR

Su preuzeti sa Interneta, a sva implementacija skripti, animasijalo napravljena je samostalno.



4. Implementacija

8 QDVWDYNX SULND]DWL UHPR LPSOHPHQWDFLMX VYDNH VFI
L QMLKRYLK NRPSRQHQWL VXUDGQMX VNULSWL L NRPSRQH:!
GLQDPLpNR i Dealeckdn|e DjEkatd, zapis rezultata igre i kreiranje postavki koje korisnik
PRAaH SRGHVLWL

4.1. Scene i njihovo povezivanje

AFHQH VDGUAH RNUX&HQMD L LJERUQLNH LJUH =DPLVOLW
jedinstvenu razinu. U svakoj sceni staljgH VYRMH RNUX3AHQMH SUHSUHNH
SURMHNWLUDWH L LJJUDYyXMHWH VYRMX LJUX X NRPDGLUH =~ >
=D SRpHWDN SULND]DW UHPR L]JUDGX MHGQRVW@QYeIWMH VFHQ
Otvaramo Unity i kreiramo novi projekt, odaberemo natifv projekta i putanju do direktorija
JGMH @4HOLPR GD QDP VH SURMHNW VSUHPL

 unity 2017.2.013

Ime novog projekta

C:\Users\root\Desktop\zavrsniRad_rev @ oFF ) Enable Unity Analytics (7)

[ o B

Slika 4. Unity kreiranje novog projekta



€ Unity 20172003 Personal (S4bit) - Untitled - Untitled - PC, Mac.
File Edit Assets GameObject Component Window Help

(O &[S [=fa] [scenter] SLoca | S [ coion - B Maccount - B zvers - Mievore <)
= Hierarchy |

& o= ) i Scene w=) O Inspector  [NEIEERRGIE Services e
Shaded =] 20 || -| @Al

Create = (o &
v & untitled
Main Cami

i,

—

Slika5. 3B RpHWQL ][DVORQ SURMHNWD

1D VOLFL MH SULND]DQ SRpHWQL |]DVORQ NUHLUDQRJ SURMHI
objekte koje smo kreirali, Unity je kreirao objekt Main Camera koji nam prikazuje scenu i igru.

Broj 2 prikazuje panel Project u kojem imamo mapu Assets | &ejoalaze sve datoteke koje su

nam potrebne. Broj 3 prikazuje nam scenu onako kako sad izgleda i tu radimo sve vizualne
promjene. Broj 4 nam prikazujdnspectod SDQHO NRMHJ UHPR NRULVWLWL SULC
prikazuje nam komponente objektgihova svojstva.

U mapu Assets GRGDMHPR SRWUHEQH GDWRWHNH SRVWRML QHNR
SULWLVNRP GHVQH WLSNH PL&AD L QDYLJLUDQMHP L RGDELUI
QDPLQ L SRYXUL L LVSXVWLWL GDWRWHNH X PDSX



0 Unity 2017.2.03 Personal (541t - Menuunity - Menu - PC, Mac & Linux Standalane <DX11 a =
File Edit Assets GameObject Component Window Help

(0 % | 5o B cener | @ oca ] > 1M [t o Recort - e - B ereee o]

= rchy wm| FScene | € Game «= © Inspector | []Consele Services. Aem
cry AT ) || shaded =|[ 20 || # | <) | &= mes = | (G Al o T P
v ~ @ & i Camers [ static
Tag [ MainCamera 4] Layer [Default :
v Canvas v Transform [FES
Start Pesition [0 ¥[0 2[10
Settings Rotation [0 ¥ 20
:wt o LOAD DEFAULTS Scale [t v [T
lovemnentSpee:
Jump v & ¥ camera ["E3
numberoflumps Clear Flags ET———
> movementSpeedsider Backaround I
» jumpForceslider " o Culling Mask Everything m
» numberoflumpsslider MOVEMENT SPEED =
BackToMenu JUMP FORCE ® :VDI];:G‘: Perspective - +
ApplySettings el fiew &0
LoadDefauits STARIMBER OF JUMPS - s @ s Clipping Planes Near (0.3
EventSystem Far 1000
MenuManager SETTINGS Vienport Rect X[ M0
QuIT - =
A erd; Depth -1
BACK Rendering Path Use Graphics Sattings N
Target Texture None (Render Texture) )
Ocelusion Culling
Allow HDR F]
Allow MSAA o
& Project | & .= TarestDisplay Display 1 5
Craate ~ T A% |* w ¥Flare Layer [VEN
¥ Favorites  Assets (0 ¥ Audio Listener [FES
L all Materia —_———
L1 all Models Add Component
CLAll Prefabs

Slika6. =DYU&4QL SULND] VFHQH PHQX
UVFHQX VPR GRGDORHWQXLNXOQMNX YDREXPHPR L LVSXVWLPR
YHOLPLQX VOLNH WDNR GD MH RQD QHAWR YHiUD LOL MHGQDI!
PRAHPR QDPMHVWLWL V YR RergpeRive.DPHUH 3URMHFEWLR

v&& ¥ camera @ %
Clear Flags | Skybox i)
Background I ¥
Culling Mask [ Everything 3]
Projection | Perspective ™
Field of View ) 60
Clipping Planes Near 0.3

Far 1000
Viewport Rect X0 Y0
w1 H{1
Depth -1
Rendering Path | Use Graphics Settings 4
Target Texture None (Render Texture) ]
Occlusion Culling
Allow HDR 4
Allow MSAA ™4
Target Display | Display 1 3]

Slika 7. Svojstva kamere
1D VOLFL NRMD SULND]XMH ]DYU aMicraghyt RR & F/AFRI QYH GPNHKDW L )R E

Canvas Ul €ng.user interface) objekti.



I copy
Paste
Rename
N Duplicate
1 Delete

Select Prefab

Create Empty
3D Object

2D Object
Effects

Light

Audio

¥ v v v v v v

Text

Camera Image
Raw Image
Button
Toggle
Shder
Scrollbar
Dropdown
Input Field
Canvas
Panel

Scroll View

Event System

Slika 8. Dodavanje Ul objekta
'"HVQLP NOLNRP PAiarBrch? ®Baf@iM@Ul objekte i napravimo scenu onakvom
NDNYRP @8HOLPR 'RGDMHPR 8 ARdediod pakeid nWehjgrbo BiKownaARQ L X
L NRPSRQHQWH 6YDNL 8, REMHNW WLSD EXWWRQ WDNRYyHU L
Glavna komponenta buRQD LPD LeGRHAIPHDM 2Q &OLFN 7DM GRJDyYDM
UDGQMX SULOLNRP NOLND QD QMHJD 'RGDMHPR PX VNULSW

metodu prilikom interakcije.

Slika 9. Svojstva komponente button



,VSXVWLPR VNU LSONK i ddaBereiid yriethtlu2 Kada smo dodali skriptu vidimo njen
QD]JLY L SRVWDYLPR PHWRGX NRMD UH VH L]JYU&ALWL X LQW
LoadLevel.

6DGD UHPR SULND]DWL VNULSWX |D PHQX RYD Vopuohka3adtvD UH EL
RVWDOH UH ELWL VDPR RSLVDQH

public class interactUl : MonoBehaviour
{

private GameObject txtStart;

private GameObject txtQuit;

private GameObject txtSettings;

private GameObject txtMovementSpeed;
private GameObject txtJump
private GameObject txtNumberOfJumps;

private GameObject movementSpeedSlider;
private GameObject jumpForceSlider;
private GameObject numberOfJumpssSlider;
private GameObject loadDefaults;

private Slider movementSpeed;
private Slider jumpForce;
private Slider numberOfJumps;

private GameObject backToMenu;
private GameObject applySettings;

void Start()

txtStart = GameObject.Find("Start");
txtSettings = GameObject.Find("Settitigs
txtQuit = GameObject.Find("Quit");

txtMovementSpeed = GameObject.Find("MovementSpeed");
txtJump = GameObiject.Find("Jump");
txtNumberOfJumps = GameObject.Find("numberOfJumps");

movementSpeedSlider = GameObjertd("movementSpeedSlider");
jumpForceSlider = GameObiject.Find("jumpForceSlider");
numberOfJumpsSlider = GameObject.Find("numberOfJumpsSlider");

backToMenu = GameObject.Find("BackToMenu");
applySettings = GameObject.FifldpplySettings");
loadDefaults = GameObject.Find("LoadDefaults");

movementSpeed = movementSpeedSlider.GetComponent<Slider>();
jumpForce = jumpForceSlider.GetComponent<Slider>();
numberOfJumps = numberOfJumpsSlider.GetComponent<Slider>();

movementSpeed.value = PlayerPrefs.GetFloat("movementSpeed”, 10);
jumpForce.value = PlayerPrefs.GetFloat("jumpForce", 18.28f);
numberOfJumps.value = PlayerPrefdlG&" numberOfJumps", 2);
GetSettings();
ApplySettings();
HideSettings();

}




public void LoadLevel()
{
SceneManager.LoadScene("demonstracijski");

}
public void LoadSettings()

HideMenuUI();
SettingsTab();

}

public void ApplySettings()

{
PlayerPrefs.SetFloat("movementSpeed”, movementSpeed.value);
PlayerPrefs.SetFloat("jumpForce”, jumpForce.value);
PlayerPrefs.SetInt("numberOfJumps", (int) numberOfJumps.value);

}

public void SettingsTab()

{
movementSpeed.value = PlayerPrefs.GetFloat("movementSpeed");
jumpForce.value = PlayerPrefs.GetFloat("jumpForce");
numberOfJumps.value = PlayerPrefs.GetInt("numberOfJumps");

txtMovementSpeed.active = true;
txtJump.active = true;
txtNumberOfJumps.active = true;
movementSpeedSlider.active = true;
jumpForceSlider.active = true;
numberOfJumpsSlider.active = true;
backToMenu.active = true;
applySettings.active = true;
loadDefaults.active = true;

}

public void HideSettings()

{
txtMovementSpeed.active = false;
txtJump.active = false;
txtNumberOfJumps.active = false;
movementSpeedSlider.active = false;
jumpForceSlider.active = false;
numberOfJumpssSlider.active = false;
backToMenu.active = false;
applySetting.active = false;
loadDefaults.active = false;

}

public void LoadDefaults()

{
PlayerPrefs.SetFloat("movementSpeed”, 10);
PlayerPrefs.SetFloat("jumpForce", 18.28f);
PlayerPrefs.SetInt("numberOfJumps”, 2);

movementSpeed.value = PlayerPrefs.GetFloat("movementSpeed");
jumpForce.value = PlayerPrefs.GetFloat("jumpForce");
numberOfJumps.value = PlayerPrefs.GetInt("numberOfJumps");
HideSettings();
ShowMenuUl();

}




public void HideMenuUI()

{
txtStart.active = false;
txtSettings.active = false;
txtQuit.active = false;

}

public void ShowMenuUl()
{
HideSettings();
txtStart.active = true;
txtSettings.active = true;
txtQuit.active = true;

}

public void CloseGame()

{
Application.Quit();

.DR aWR VPR VSRPHQXOL 8QLW\ QDP NUHLUD PHWRGH 6WDUW
jer ne trebamdod koji se uporno izvodi. Na vrhu skripte vidimo atribuéad. fields). Svaki

objekt koji se nalazi uldierarchy®panelu je tipa GameObject klase. Vidljivost atributa je private

aAaWR 1QDpL GD RVWDOH VNULSWH QH YL GrhoReYattiblté\taka &&X WH 8
PRaAHPR UDGLW V QMLPD 7DNRYHU YLGLPR VWDWLPNX NODVX
LOL SRVWDYOMDQMH QHNH YULMHGQRVWL X SURJUDPX L X R
SRVWDYOMDQMH YULMHGEARYQYDL RLEDQMINDRDAWOR MOLND L V
SRVWDYNH UDGLOL QRYX VNULSWX GRKYDUDPR falseRAECM HNW H L
korisnik klikne na Settings pozivaju se metode HideMenuUI i SettingsTab. HideMenuUI skriva
trenutni izbonik, a SettingsTab postavlja vidljivost Ul elemenata na true.

OHWRGD &ORVH*DPH |DWYDUD DSOLNDFLMX GRN PHWRGD /R
njezine metode LoadScene koja prima parametar naziva scersrii@@gSRNUHUOH GUXJX VF

koju prije izvoza postavljamo build settingama.

4.2. Objekti i komponente

*DPH2EMHEW MH QDM Y D& Suak objskR QifrHjS BaméeOsject ka \primjer
JODYQL OLN VYMHWOD NDPHUD L VOLpPQR *DPH2EMHFW QH
postaviti VYRMVWYD SULMH QHJR 4WR SRVWDQH JODYQL OLN RNL



GameObje¢tX PRAHPR GRGDWL NRPSRQHQWH RYLVQR R RQRPH awr
OLN VWDEOR ]JYXN VYMHWOR L VOLPpQR > @

4.2.1. Povezivanje objekta, komponenti i C# skripti

SaGD UHPR SULND]DWL NDNR PRAHPR NUHLUDWL REMHNW GF
GRGDMPR VOLNX X QD&ax $VVHWYVY PDSX QDNRQ WRJD SRYXpHI

Slika 10. Stvaranje objekta
$NR VPR QD RYDM QDpLQ GRGD @alaRkempdriéma ShriteaReRdereGiRaP X V H
sliku (Sprite) je postavljenasi® NRMX VPR SRNXNMDML XMYDODUL UH SUHGVWD
VNXSOMDQMH 3RaAWR PRUDPR J]QDWL MH OL JODYQL OLN GRaAl
komponentu, a to je @ile collider. Da bi dodali komponentu kliknemo na Add Component i
LIDEHUHPR NRPSRQHQWX NRMX aHOLPR GRGDWL

Slika 11.Dodavanje komponente circle collider
KDR a8WR YLGLPR7WDNRYHWARMVWYR VPR SRVWDYLOL QD WUX
i to svojstvo postavljenoteue WD NRPSRQHQWD VH SRQD&D GUXNpPLMH YL



GUXJRJ REMHNWD GD SURYH NUR] QMHJD QHJR QDP VOXaL
komponentu collider u doticaju s tom komponentom. Tu provjerédidd® R L]YUALWL SXWHP
'"HVQRP WLSNRP PLAD NOLNQHPR X SURM HMW® SHptIN2LQ&iO X X PI
UHPR MEAROOHFWHG L SRYXpPHPR WX VNULSWX X ,QVSHFWRU

public class OrbCollected : MonoBehawid
public AudioSource pickUpSound;

void OnTriggerEnter2D(Collider2D other){
if (other.gameObject.tag == "Player" && gameObject.tag.Equals(“orb")) {
Color orbColor = gameObject.GetComponent<Renderer>().material.color;
if (orbColor == Color.magenta)
ScoreChange.scoreValue += 2;
else if (gameObject.GetComponent<SpriteRenderer>().sprite.name.Equals(“triangle™))
ScoreChange.scoreValue += 20;

else if(orbColor == Color.white)

ScoreChange.scoreValue +=5;

}

gameObject.SetActive (false);

}
pickUpSound.Play ();

U skripti vidimo da imamo atribut AudioSource vidljivosti public radi jednostavnosti jer sad na tu
VNULSWX PRAHPR SRYXUL *DPH2EMHFW NRML LPD NRPSRQHQW
Vidimo metodu2Q7ULJJHU(QWHU ' L LPD SDUDPHWDU WLSD &ROOLC
provjeru dodira dva objekta, parametdRMHJ SULPD PL \RPRKHU QR H BODNL GUX
koji ima neki collider na sebi. Obavljamo provjeru da li je oznakag(tag) drugg objekta
ABOD\HU L NDVQLMH XSUDYOMDPR U8 PROUW R WR® JIHJ UHR $1DP IRRI X
DWULEXW VFRUH9DOXH WH JD XYHUDYDPR VYDNL SXW NDGD
EXGXiUL GD MH VNULSWD VW D YRPMRHI @ DG @@t ¢4. BLQRivEIfBIséy;E M HN W
orb nestane kako nebi korisnik mogao isti skupiti nekoliko puta. @ad¥JpSound.Play()Jsamo

SXVWL JYXN NDGD MH GRaOR GR WRJ GRWLFDMD

4.3. Kreiranje L J U DligaH J

ZakreiranjeLJUD@QHND SRWUHEQR MH NUHLUDWL VNULSWX NRMD (

(box colider i circle colider) i niz slika odnosno spriteova kako bi kreirali animaciju.



4.3.1. Kreiranje animacije

BRWUHEQR MH GRGDWL QL] VOLND Xrditdhje gnxnaeie 8/i NRMH
slika xy).

Slika 12.Slike potrebne za kreiranje animacija
1D VOLFL YLGLPR GD VH X PDSL A6OLNH3 QDOD]H VYH VOLNH |
animacija. Prva @ LPDFLMD QDP MH pAka@ufeH 3 WHRKWHE YODVWD MDUHP SROR:
SRWUHEQR MH R]QDpPLWL VYH A,GOH3 VOLNH L SRYXiUL LK X GI
SLWDW JGMH MX @8HOLPR VSUHPLW RGDEHUHPR PDSX X RYRP

datoteke, kontroler animacijalika 13 lijevo) i animaciju élika 13 desno).

Slika 13.Kontroler animacija i animacija



Pritiskom QD JXPE SOD\ YLGLPR GD MH DQLPDFLMD XVSMH&QR QT
RPRJXUDYD SURPMHQX VWDQMD DQLPDFLMD

6DGD GRGDMHPR GUXJX DQLPDFLMX QD QdvariaosHQR POMpILR®: X
SDQHO L SULWLV QH P RdédgslintbBna/ iHiofljern otn@ In&ziy4]?

Slika 14. Animator panel

1D VOLFL X SDQHOX A$QLPDWRHCGHRGH PR D UGN H I/V WD NLYPIDGWRI
LQLFLMDOL]DFLMX D VYDNL NRML MH QDUDQpDVWL MH VWDQ
VDGD SRYODPpLPR QRYH VOLNH J]D GUXJX DQLPDFLMX X DQLPD)
puta koliko staMD a8HOLPR GD QD& LJUDpL OLN LPD 1RYRNUHLUDQCL
VLYH ERMH aWR ]QDpL GD QLMH DNWLYQD D NRULVQLNRYD D
PLMHQMDWL VWDQMD L]PHYyX DQLPDFLM bDmpRiskatighe @iendH QDS U
DQLPDFLMX X RQX NRMX aHOLPR

4.3.2. Kreiranje skripte za kretanje i promjenu animacije

3ULMH QHJR 4WR NUHQHPR VD SLVDQMHP VNULSWH PRUDI
VOXaH ]|D SURPMHQX VWDQMD DQLPDMMMMDMVRGMHR \PRR XIIBIL 8 B A
VWDQMH X PRMHP VOXpDMX WR L]JOHGD RYDNR



Slika 15.Promjena stanja animacije
8 DQLPDWRU SDQHOX X NDUWLFL A3DUDPHWHUV3 GRGDWL i
postavimo ju na neku vrijednost. Sada svakoj vezi dodajernjet, u nakon klika na pojedinu vezu
X LQVSHFWRU SDQHOX SRG NDWHJRULMRP A&RQGLWLRQV3 C
dajemo jojuviet 8 RYRP VOXpDMX XdaSiRWatijphly pdidka inekBrR broju. Ako
promijenimobroj varijable mij@ja nam se i animacija JUD@QHND 9ULMHGQRVW YDULI
]D VWDQMH PLURYDQMD ,GOH$QLPDWLRQ RGDEUDR VDP EUR
smrt tri.
8 QDVWDYNX VOLMHGL LPSOHPHQWDFLMD VNUangnacije NRMD 0F
NUHWDQMD LJUDpD

4.3.3. Skripte za L J U DlilkaH J

B3UYR QD REMHNW LJUDdnD. \& RBapévPH R RVWR]® NS UDYLPR VN
PDSL VNULSWH PDSD X NRMX UHPR VS UAthpebManagedy Ho N N UL WW H
provjerava korisnikovlsS ULWLVND RGUHYHQH WLSNH NDNR EL PRJOL SUI
1D REMHNW LJUDpD GRGDMHPR VNULSWX QD QDpLQ GD JD R]C
PRAHPR MX SRYXUL L LVSAXY@ompgoner®L SUHNR JXPED A
,JUDpX GRGDMHPR LLNFEFRYHQBPWNRMRM UHPR SULVWXSDWL
MHGQRVWDYQRVWL GRGDWL UGUHPR MR& MHGQX VNULSWX

RlayerMovement



Da ne prikazujemo cijeli kadkod skriptePlayerManagerimamo jedan atribut tipa Animator i

njegainicijaliziramo u Start metodi jednostavnom linijjom kadatComponent<Animator>()er

objekt glavnog lika ima komponentu tipa Animator i program zna da se radi o toj komponenti.

Updatemetoda nam provjerava pritisak tipke korisnika, i provjeravamo zaigyau je li stisnuta

linijom koda na primjerinput.GetKeyDown(KeyCode.UpArrowprovjerava da li je pritisnuta

strelica za gore, aktlH SRVWDYOM®OWBWH UNLRIMDEOPR SULMH VSRPHQXC
NDNR EL GRAOR GR SURPMBQINRW RGWB ®IQAIPYPRMEHURM SD

DQLPDWRU 6HW,QWHIMR REWDWGRLN SULWLVQH WLSNX ]D JRUH

VNRND WDNR QDSUDYLPR ]JD RVWDOD VWDQMD 8 VOXpDMX G|

SkriptaPlayerMovementQDP VOXaL NDNR EL SRNUHWDOL LJUDpD SR RV

void Update()

float horizontal = Input.GetAxis("Horizontal");
HandleJump();
HandleMovement(horizontal);
Flip(horizontal);

}

private void HandleMovement(float horizontal)

{

rigidbody.velocity = new Vector2(horizontal * movementSpeed, rigidbody.velocity.y);

,QSXW *HWS[LV 3jeRdstay}IRQA Ditak ljeve HVQH WLSNH LOLISULWLVI
A~ YULMHGQRVW BRM YINRLSDIRMGVQHPR WLSNX SR]LYD VH P
apscisi brzinom vrijednosthovementSpeed

void OnCollisionEnter2D(Collision2D other)
if (other.gameObject.tag.Equals("Ground"))
{
isGrounded = true;
numberOfJumps = prefabNumberOfJumps;

}
}

public void HandleJump()
{
if (Input.GetKeyDown(KeyCode.UpArrow) || Input.GetKeyDown(KeyCode.W) || Input.GetKeyDown(KeyCode.Space))

Jump();




public void Jump()
if (numberOfJumps > 0 || isGrounded)

isGrounded = false;

rigidbody.velocity = new Vector2(rigidbody.velocity.x, jumpForce);
numberOfJumps;

jumpAudioSource.Play();

MetodaJumpV O XaL ]D SRPLFDQMH LJUDUHJ OLND SUHPD JRUH SUR
LOL MH EURM VNRNRYD YHUL RG DNR MH RQGD LJUDpPL OLN V
Zadnja metoda koju imamo je metoBip NRMD QDP VOXaL GD VH LJUDuUL OL
VXSURWQRP VPMHUX D LPSOHPHQWDFLMD MH SULOLPQR MHG
true, i samo mijenjamo vrijednost te varijable, a transform kompor¢@P R SR [ RVL SRPQRA

sa f.

private void Flip(float horizontal)
if (horizontal > 0 && !'facingRight || horizontal < 0 && facingRight)
facingRight = 'facingRight;

Vector2 direction = transform.localScale;
direction.x *=-1;

transform.localScale = direction;

}
}

44. PSOHPHQWDFLMD SRQDYOMDMXUH SR]DGL(

.DNR MH RYD LJULFD GLQDPLpPpND L QLséRp&@rodhenNr&RdWeN U XL U I
PRAHPR ]QDWL NROLNR UH NRULVQLN LJUDWL RYX LJULFX EH"
X VYDNRP VOXpDMX SRPLpH OLMHYR LOL GHVQR L LPDPR SR]D
L] SRIDGLQH L SR]DIGLQH YL&H QHUH ELW
.DPHUX VPR LPSOHPHQWLUDOL WDNR GD VH NDPHUD SRPLpt
]DVOXaQD VO MlaGerhiCbntkoe)) L S W D



public class CameraController : MonoBehaviour

{
public float panSpeed;

public Vector3 cameraPossition;
private bool speedlsChanged;
private float score;

void Update()
score = ScoreChange.scoreValue;

if (score > 0 && score < 40 && score % 10 == 0 && !speedIsChanged)

{
panSpeed = panSpeed + (panSpeed * 0.221f);

speedisChanged = true;
else if (score % 10 = 0)

speedisChanged = false;
}
cameraPossition = transform.position;
cameraPosBon.x += panSpeed * Time.deltaTime;
transform.position = cameraPossition;

2YD VNULSWD SRPLpH NDPHUX SUHPD GHVQR V WLPH GD QMF
WHVWLUDQMD RGUHGLOL VPR SURL]YROMQH EURMHYH SRPLF
SUHODJDQD *ODYQL GLR NRGD N R MianMdin]daitiorkofi podtaya PLFD Q M
poziciju kamere na novu vrijednost u metbigidate

6DGD DNR SRNUHQHPR LJUX VDPR VD MHGQRP SRIDGLQRP SU
SRIDGLQD QHVWDMH WR MH |DWR @8WR MH NDPHUD L]D&aOD L]

.DNR EL ULMHAIGDL BIJRE¥EB SR]DGLQD VWDOQR SULND]XMH PEF

QDpPLQ D WDM QDpLQ MH GD WX LVWX SR]DGLQX NRSLUDPR |
UXERYH JODYQH SR]DGLQH WR PR&HWH YLGMHWL QD VOMHGH

Slika 16.Prikaz iste pzadine zrcaljene dva puta



$NR SRQRYQR SRNUHQHPR VFHQX SR]DGLQD uH PDOR YL&H S
YLAH DOL RYDNDY QDpLQ QDP GDMH PRJIJXUQRVW é&@ L]PMHC
Layer) pozadina (1, 2, 3). Kreirajmo jedan dbjekao djecu tog objekta stavimo te tri pozadine

NDR aWR MH SULND]DQR QD VOMHGHURM VOLFL

Slika 17.0bjekt imena FullBackground sa tri pozadine poredane jedna do druge
KadD VPR WR QDSUDYLOL YULMHPH MH GD QDSUDYLPR VNULS
pozadinu. Pogledajmo skripg&crollingBackground[5]

public class ScrollingBackground : MonoBehaviour
public float paralaxSpeed,;
public float backgroundSize;

private Transform cameraTransform;
private Transform[] layers;

private float viewZone = 10;
private int leftindex;
private int rightindex;

private float lastCameraX;

private void Start()

{
cameraTransform = Camera.main.transform;
lastCameraX = cameraTransform.position.x;
layers = new Transform[transform.childCount];
for (int i = 0; i < transform.childCount; i++)

layers][i] = transfom.GetChild(i);

}

leftindex = O;

rightindex = layers.Length1,
}

private void Update()
{
float deltaX = cameraTransform.position.lastCameraX;
transform.position += Vector3.right * (deltaX * parapeed);
lastCameraX = cameraTransform.position.x;
if (cameraTransform.position.x > (layers[rightindex].transform.positierigwZone))

ScrollRight();

private void ScrollRight()
{
layers[leftindex].position = Vector3.right * (layers[rightindex].position.x + backgroundSize);
rightindex = leftindex;
leftindex++;
if (leftindex == layers.Length)

leftindex = 0O;
}
}
}




UStat PHWRGL LQLFLMDOL]JLUDPR VOMHGHUH

x

Pozicija kameretcameraTransform

x

Slojevi pozadinetayers
X Indeks lijevepozadinetleftindex
X Indeks desne pozadingightindex
MetodaScrollRight QDP VOXaL NDNR EL SUHEDFLYDOL VORMHYH SR]D(

layers|leftindex].position = Vector3.right * (layers[rightindex].position.x + backgroundSi:

OLMHQMDPR SR]JLFLMX VORMD SRIDGLQH NRML MH VNUR] OLN
pozadine koja se nalazi skroz desno dodajemo duljinu jedne pozadine. Sageosmjenili

poziciju skroz lijeve pozadine na skroz desnu pozadinu. Nakon togasimtsko jednak je
LQGHNVX OLMHYR MHU MH VORM SR]IDGLQH SUH&ADR GHVQR
napravimo provjeru ako je lijevi indeks jednak broju pozadina tada je lijevi indeks jednak 0.

Update metoda provjerava je li potrebna zamjenajeva pozadina. Linija koda koja nam
SURYMHUDYD MH OL SRWUHEQD |[DPMHQD MH VOMHGHUD

if (cameraTransform.position.x > (layers[rightindex].transform.positicrviewZone))

ScrollRight():
}

$NR MH WUHQXWQD SR]LFLMD NZadmd kbfh ¢ Hald2i deshoS&rddukdtdvhH V O F
SURL]YROMQRP YULMH enQ.Riawi2on8id okhGi Kej& se nalazi skroz lijevo

postavi na poziciju sloja pozadine koji se nalazi skroz desno zbrojenahiHsa L pddQoRB §loja

pozadine.

7 D N R ydiind dd uUpdate PHWRGL LPDPR L VOMHGHUH WUL OLQLMH NR(

float deltaX = cameraTransform.position.jastCamerax;
transform.position += Vector3.right * (deltaX * paralaxSpeed);
lastCameraX = cameraTransform.position.x;

2YH OLQLMH QD P napéaxla éfekN paniRksBellg. SDUDOOD][ HIIHFW W M
SR]IDGLQX JODYQX URGLWHOMD X VPMHUX NUHWDQMD NDPH!I
transform.position += Vector3.right * (deltaX * paralaxSpeed);



4.5. Alokacija i dealokacija objekata

KaoizaVYDNX LJUX SD WDNR L ]D RYX SRWUHEQR MH YRGLWL
NDNR EL LJUD LPDOD EROMH SHUIRUPDQVH L QH EL GR&AOR GF
GD QDP MH SR]IDGLQD GLQDPLpPpND SRWHEQR QG DPIRPNRIONIN B G
LJUDWL RYX LJUX SRaAWR MH EHVNRQDDpPQD

=D SRpHWDN NDR GMHFX JODYQRM NDPHUL Gé&e&aiwmL UHPR
Point, drugi PlayerRange Generation POIntEULQXWL UH R WRPH JGMH UH VH F
alocirati, bk PlayerRangeQDP VOXaL ]|D SURYMHUX SR]JLFLMH LJUDUHJ C
VWUDQH L]DADR L] LJUH LJUD |]DYUADYD

Slika 18.Prikaz objekata koji su djeca objektu Main Camera

7DNRYHU GRGDMPR MR MaheddaroRed dbsahnamSdijd CHbRYiKte kao
QD VOMHGHURM VOLFL



Slika 19. GameController objekt sa dvije C# skripte
2SLVDWL UHmMA&foMINGeheBdiXoja generira platforme koje smo prethodno kreirali i
XSUDYOMD ]DY U aBambofrrdlddinipteS|6] HN R

pubic class PlatformGenerator : MonoBehaviour {

public GameObiject platform;
public GameObject platformNoOrb;
public GameObject longPlatform;
public GameObject spikyPlatform;
public GameObject player;

public Transform generatorTrashold;
public Transform playerRange;

public float maxHeight;
public float minHeight;
public float distanceBetween;

private GameObiject platformClone;

public List<GameObject> platformClonelList;
private int randomNumber;

private float score;

public static Sprite mySprite;

void Start()

transform.position = new Vector3(transform.position.x + distanceBetween, transform.position.y, transform.position.z);
mySprite= Resources.Load<Sprite> (“triangle") as Sprite;

}
void Update()
{

this.score = ScoreChange.scoreValue;
AddPlatformAndMoveTrashHold();
ChangeOrbTagAndRender();
KillPlayer();

DestroyPlatform();




public void AddPlatformAndMoveTrashHold()
if (transform.position.x < generatorTrashold.position.x)
distanceBetween = Random.Range(7, 8);
randomNumber = Random.Range(1, 11);
if (score == 0)
randomNumber = 7;
if (randomNumber > 6)
platformClone = Instantiate(platform,
new Vector3(transform.position.x, Random.Range(minHeight, maxHeight)),
transform.rotation);
else if (randomNumber == 3)
platformClone = Instantiate(platformNoOrb,
new Vector3(transform.position.x, Random.Range(minHeight, maxHeight)),
transform.rotation);

else if (randomNumber <= 2 && score > 100)

platformClone = Instardite(spikyPlatform, new Vector3(transform.position0y 1f),
transform.rotation);
}

else

platformClone = Instantiate(longPlatform,
new Vector3(transform.posith.x, Random.Range(minHeight, maxHeight)),
transform.rotation);

}

platformCloneList.Add(platformClone);
transform.position = new Vector3(transform.position.x + distanceBetween, transform.paositemsjorm.position.z);
}
}

public void ChangeOrbTagAndRender()
{ Transform platformGeneratedOrb = platformClone.transform.Find("orb");
platformGeneratedOrb.tag = "orb";
if (score < 30)
platformGeneratedOrb.GetComponent<Renderer>().material.color = Color.magenta;
else if (score >= 30 && score <= 50)
platformGeneratedOrb.GetComponent<Renderer>().material.color = Color.white;
else if (score > 100)
platformGeneratedOrb.GetComponent<SpriteRenderer>().sprite = mySprite;
} }
public void KillPlayer()

if (player.transform.position.x < playerRange.transform.position.x)

GameController.instance.NotAlive();
}
}




public void DestroyPlatform()
if (platformCloneList != null && platformCloneList[0].transform.position.x < playerRange.transform.position.x)

Destroy(platformCloneList[0]);
platformCloneList. RemoveAt(0);
}
}
}

Imamo atribute za platforme, objelgeneratorTrashold playerRangekoje smo prije prikazali,

maxHeight i minHeight vrijednosti koje brinu o pozicigeneriranih platformi vertikalno,
GLVWDQFH%HWZHHQ |]D KRUL]JRQWDOQR WDNRVYHU LPDPR S
*DPH2EMHFWD L UDQGRP1XPEHU NRML QDP VOXaL NDNR EL L
tom broju.

SBR]JLFLMX NDPHUH G RBrisformip&sRios, B pdRtéetvdilivatamo trenutni rezultat,
GRGDMHPR SODWIRUPX PLMHQMDPR L]JJOHG RUERYD XELI
(dealociramo ih).

AddPlatformAndMoveTrasholthetoda nam generira platforme tako da provjeravamo ako je
pozicija kamere na apscisi manja od pozicije generatorTrasholda na x osi.

Instantiate(platform, new Vector3(transform.position.x, Random.Range(minHeight
maxHeight)), transform.rotation);

Instantiateklonira objekt, ako ovako zadamo uzimamo trenutnu poziciju generatorTrasholda i

alociramo platformu na koordinati koja je zadana.

.ORQRYH SODWIRUPH VSUHPDPR X OLVWX NDNR EL NDVQLMH

SRPLUHPR JHQHU D éhteBehweerKra 0sGagddis€ L

ChangeOrbTagAndRende¥ O X4aL QDP ]D SURPMHQX DO RiehagiijgtetaSOD W I F
RUE QD RWWQEDNXPMHQMDPR QMH]LQ 5HQGHUHU LOL 6SULWHS5I

KillPlayer PHWRGD SURYMHUDYD GD OL M HnjaBd pl&/kiange dhjeRtp.D QD R

Ako je pozivamo metodiNotAlive iz klase GameControllerpreNR QMH]LQRJ VWDWLPNR

Anstance

DestroyPlatftorm PHWRGD VOXAaL ]D GHDORNDFLMX SODWIRUPH L] C

pozivom metode koju UnityaDestroy kojoj predajemo parametar tipa GameObiject.



4.6. Zapis rezultata igre i postavki

Kako VPR GR VDGD YLGNNEKQOO INDQR] Y ABRHE KajuAsRUpljavn¥ donosi
QHNH ERGRYH RYLVQR R WUHQXWQRP UH]JXOWDWX &QDSUDYL
SURPMHQX WUHQXWQRJ UH]XOWDWD NDR L |DSLVY QDMYHUHJ L
I postavimo ih u scenu kao na slieng. 6FRUH +LJK6FRUH 7TDNRYHU QDSUD)
objekt i nazovimo g&core Managemjemu predamo skriptu kil RPSRQHQWX L ]DVOXATL

upravljanje skriptom.

Slika 20.UI tekstualni elementi u sceni
Kada smo to napravili, napravimo klasu po imeéseoreChange 6DGD UHPR REMDVQLW
SRPRUX WH NODVH PLMHQMDPR L VSUHPDPR UH]XOWDW

public class ScoreChange oMoBehaviour

{

public static float scoreValue;
public Text txtScore;
public Text txtHighScore;

void Start()

scoreValue = 0;
txtHighScore.text = "HIGH SCORE: " + PlayerPrefs.GetFloat("HighScore", 0);

}
void Update()
{

ChangeHighScore();
txtScore.text = "SCORE: " + scoreValue;

}
public void ChangeHighScore()

if (scoreValue > PlayerPrefs.GetFloat("HighScore"))

PlayerPrefs.SetFloat("HighScore", scoreValue);
txtHighScore.color = Color.green;
txtHighScore.text = "HIGH SCORE: " + PlayerPrefs.GetFloat("HighScore");
}
}
}

.UHLUDQD N O D \ldat kd&iablv S¢ddeVdlueNpestavili smo ju na static jer time
RPRIJXUDYDPR GUXJLP NODVDPD LOL PHWRGDPD GD SULVWXS
alocirati objekt tipaScoreChangeY HiT SULV W X S BéoRClahdgéldddneMAIB®W DNRYHU X
klasi imamo dva tl VW XDOQD REMHNWD NRMD VDPR SRYXpHPR L LV



vidljivosti public. U Start LQLFLMDOL]J]LUDPR YULMHGQRVW UH]XOWDWI
YULMHGQRVW Q Davigy HighSdore) g X1@edhDstVHayerPrefalodnosno ako nije
postavljena kao inicijalna vrijednost je Opdatemetoda poziva metod0hangeHighScor&oja
SURYMHUDYD WUHQXWQX YULMHGQRVW UH]XOWDWD L XVSRU
WUHQXWQD YULMHGQRVW UH]XOW D \8dre), tddaDse RPye@Ppefaty HU H Y
YDULMOB&BFRUH SRVWDYOMD QD WUHQXWQX YULMHGQRVW
SUHADR VYRM RVREQL Uighteotesho) DAdlBwibHdju.VH WHNVW

5. =DNOMXpDN

8QLW\ MH RGOLpDQ DODWOBNFUFLOMNHGIQEBEOMLQRUD $I
]QDQMH R SURJUDPLUDQMX L SRJOHGDPR GRNXPHQWDFLMX (
ODJDQ QDpLQ NUHLUDWL UD]QH VWYDUL 8QLW\ WDNRYHU QL
lagano je kreiranje dealokhdMH L RVWDOLK VWYDUL NDR @aWR VX REMHNV
napraviti kreativne igre u relativno kratkom vremeburaduje prikazana izrada 2D platformne
igre. Sve skripte vezane uz igricu pisane su u programskom jeziku C#, spriteovi i aotb&elat
preuzete su s InternetaJUD VH VDVWRML RG GYLMH VFHQH MHGQD VFHC(
REMHNWH ]D LOQWHUDNFLMX NRULVQLND NRMLLPREdge.]DSRpHW
SULND]DOL VPR NDNR VH LJUDyXMX DQLPDFLMH L NDNR RGUH}
YDULMDEOH NRMD PLMHQMD VGlarmipagasakigiiQjefadembnidiaciu UD i H J
UMHAEDSYWREMMH PD AEHVNRQD h@HFdz§RGIRGradnd i napravimo tri sloja
pozadineL SUHEDFXMHPR SRpHWQLNINGHHEY RO DN P Rde) o Q QR H NN
NDNR PRAHPR DORFLUDWL L GHDORFLUDWL REMHNWH SULO!
prilikom dealokacije objekv D GD QH EL GRAOR GR SUHSXQMDYDQMD UDG
LJUX NRbbtijgdiytHHUH SHUIRUPDQVH UD p,x&d|® potrdbRoNvEd®ti YUHPH
SRVHEQX SDaQMX SULOLNRP GHDORNDFLMH REMHN&WD GD WF
kako seUMH&MHYDIDO RNDFLMD NXeifroyvtihietodu RdtisiRs@o<pravovremeno (
trenutku kadQDP MH SODWIRUPD V RUERP L]d@kPlhjeRanfaidd aWR NR
slika 18) na svome zaslonu odmah smo dealocirali te plattdrr M HU QDP YL&H QLVX SRW
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