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ДОДАТОК А 

Графічний матеріал кваліфікаційної роботи 
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ДОДАТОК Б 

Код застосунку 

 

 

Б.1 Скрипт ButtonController.cs 

 

using UnityEngine; 

using System.Collections.Generic; 

 

public class ButtonController : MonoBehaviour 

{ 

    public bool isPressed = false; 

    private bool isOpen = false; 

    private Animation anim; 

    private Renderer childRenderer; 

    private List<string> animations = new List<string>(); 

 

    private void Start() 

    { 

        Transform secondChild = transform.GetChild(1); 

        childRenderer = secondChild.GetComponent<Renderer>(); 

 

        UpdateColor(); 

 

        anim = GetComponent<Animation>(); 

        if (anim != null) 

        { 

            foreach (AnimationState animState in anim) 

            { 

                animations.Add(animState.name); 

            } 

        } 

    } 

 

    void Update() 

    { 

        if (RaycastController.Instance.isPressed && 

RaycastController.Instance.hit.collider.gameObject == 

gameObject) 

        { 

            if (!anim.isPlaying && animations.Count >= 2) 

            { 

                anim.Play(isOpen ? animations[1] : 

animations[0]); 

                isOpen = !isOpen; 

 

                if (isOpen) 

                    OnOpen(); 
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                else 

                    OnClose(); 

            } 

        } 

    } 

 

    public void OnOpen() 

    { 

        isPressed = true; 

        UpdateColor(); 

        ButtonPuzzleController.Instance.Check(); 

    } 

 

    public void OnClose() 

    { 

        isPressed = false; 

        UpdateColor(); 

        ButtonPuzzleController.Instance.Check(); 

    } 

 

    private void UpdateColor() 

    { 

        if (childRenderer != null) 

        { 

            Color color = isPressed ? Color.green : Color.red; 

            childRenderer.material.color = color; 

        } 

    } 

} 

 

Б.2 Скрипт ButtonPuzzleController.cs 

 

using UnityEngine; 

 

 

public class ButtonPuzzleController : MonoBehaviour, 

IItemHasClue 

{ 

    public ButtonController[] buttonControllers; 

    public GameObject exitKey; 

    public bool IsDone { get; set; } = false; 

    public static ButtonPuzzleController Instance; 

 

    void Awake() 

    { 

        Instance = this; 

    } 

    public void Check() 

    { 

        bool[] targetState = new bool[9] { true, false, false, 

false, true, false, true, true, false }; 
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        for (int i = 0; i < buttonControllers.Length; i++) 

        { 

            if (buttonControllers[i].isPressed != 

targetState[i]) 

                return; 

        } 

 

        exitKey.GetComponent<Rigidbody>().isKinematic = false; 

        IsDone = true; 

        for (int i = 0; i < 9; i++) 

        { 

            Destroy(buttonControllers[i]); 

        } 

    } 

} 

 

Б.3 Скрипт DoorController.cs 

 

using UnityEngine; 

 

public class DoorController : MonoBehaviour, IItemUsable 

{ 

    public AnimationController animationController; 

    public GameObject finishLevel; 

    public float animationDuration = 1f; 

 

    public void OnItemUsed() 

    { 

        animationController.PlayAnimation(0); 

        StartCoroutine(ShowPanelAfterAnimation()); 

    } 

 

    private System.Collections.IEnumerator 

ShowPanelAfterAnimation() 

    { 

        yield return new WaitForSeconds(animationDuration); 

        finishLevel.SetActive(true); 

    } 

} 

 

Б.4 Скрипт LampEmissionController.cs 

 

using UnityEngine; 

 

public class LampEmissionController : MonoBehaviour 

{ 

    public int id; 
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    public WardrobeController wardrobeController; 

 

    private Renderer rend; 

    private Material mat; 

 

    void Start() 

    { 

        rend = GetComponent<Renderer>(); 

        mat = rend.material; 

        DisableEmission(); 

    } 

 

    void Update() 

    { 

        if 

(RaycastController.Instance.inputContinueHoldingFirstObj && 

RaycastController.Instance.hit.collider.gameObject == 

gameObject) 

            EnableEmission(); 

        else 

            DisableEmission(); 

 

        if ((RaycastController.Instance.isReleased && 

RaycastController.Instance.hit.collider.gameObject == gameObject 

&& RaycastController.Instance.firstAfterSwitchHolding) 

        || (RaycastController.Instance.isEndHoldingFirstObj && 

RaycastController.Instance.lastHoldingObject == gameObject)) 

        { 

            wardrobeController.CheckPassword(id); 

            AudioManager.Instance.Play("LampaSFX"); 

        } 

 

 

        if (wardrobeController.isPasswordCorrect) 

        { 

            DisableEmission(); 

            Destroy(this); 

        } 

 

 

    } 

 

 

    void EnableEmission() 

    { 

        mat.EnableKeyword("_EMISSION"); 

    } 

 

    void DisableEmission() 

    { 

        mat.DisableKeyword("_EMISSION"); 

    } 

} 
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Б.5 Скрипт TorchColorChanger.cs 

 

using UnityEngine; 

 

public class TorchColorChanger : MonoBehaviour 

{ 

    private ParticleSystem particleSys; 

 

    [SerializeField] public int currentColorIndex = 0; 

    [SerializeField] 

    private Color[] colorSequence; 

 

    private void Start() 

    { 

        particleSys = GetComponent<ParticleSystem>(); 

        ApplyColor(colorSequence[currentColorIndex], 6f); 

    } 

 

 

 

    private void Update() 

    { 

        if (RaycastController.Instance.isPressed && 

RaycastController.Instance.hit.collider != null && 

RaycastController.Instance.hit.collider.gameObject == 

gameObject) 

        { 

            currentColorIndex = (currentColorIndex + 1) % 

colorSequence.Length; 

            ApplyColor(colorSequence[currentColorIndex], 8f); 

            TorchesController.Instance?.CheckPassword(); 

        } 

    } 

 

 

 

    void ApplyColor(Color baseColor, float intensity) 

    { 

        var psRenderer = 

particleSys.GetComponent<ParticleSystemRenderer>(); 

 

        MaterialPropertyBlock block = new 

MaterialPropertyBlock(); 

        psRenderer.GetPropertyBlock(block); 

 

        block.SetColor("_EmissionColor", baseColor * intensity); 

 

        psRenderer.SetPropertyBlock(block); 

    } 

} 
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Б.7 Скрипт TorchesController.cs 

 

using UnityEngine; 

 

public class TorchesController : MonoBehaviour, IItemHasClue 

{ 

    public static TorchesController Instance { get; private set; 

} 

    public GameObject passworQuad; 

    public bool IsDone { get; set; } = false; 

 

    public TorchColorChanger[] torchColorChangers = new 

TorchColorChanger[5]; 

    private readonly int[] correctPassword = new int[5] { 1, 0, 

0, 1, 2 }; 

 

 

    private void Awake() 

    { 

        if (Instance != null && Instance != this) 

        { 

            Destroy(this); 

            return; 

        } 

        Instance = this; 

    } 

 

 

 

 

    public void CheckPassword() 

    { 

        for (int i = 0; i < torchColorChangers.Length; i++) 

        { 

            if (torchColorChangers[i].currentColorIndex != 

correctPassword[i]) 

            { 

                return; 

            } 

        } 

        IsDone = true; 

         

 

passworQuad.GetComponent<AnimationController>().PlayAnimation(0)

; 

        for (int i = 0; i < torchColorChangers.Length; i++) 

        { 

            Destroy(torchColorChangers[i]); 

        } 

    } 

} 
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Б.8 Скрипт TVcontroller.cs 

 

using UnityEngine; 

 

public class TVcontroller : MonoBehaviour, IItemUsable 

{ 

 

    public VideoPlayerController videoPlayerController; 

    public GameObject TVvideo; 

 

    public void OnItemUsed() 

    { 

        videoPlayerController.PlayNextVideo(); 

    } 

} 

 

Б.9 Скрипт WardrobeController.cs 

 

using UnityEngine; 

 

public class WardrobeController : MonoBehaviour, IItemHasClue 

{ 

    public AnimationController animationControllerSingle; 

    public int[] correctPassword = { 0, 1, 1, 0 }; 

    public int[] userPassword = { 2, 2, 2, 2, }; 

    public bool isPasswordCorrect = false; 

    public GameObject password; 

    public bool IsDone { get; set; } = false; 

    private bool hasStartedAnimation = false; 

 

    void Start() 

    { 

        animationControllerSingle = 

GetComponent<AnimationController>(); 

    } 

 

    public void CheckPassword(int newNumber) 

    { 

        for (int i = 0; i < userPassword.Length - 1; i++) 

        { 

            userPassword[i] = userPassword[i + 1]; 

        } 

 

        userPassword[userPassword.Length - 1] = newNumber; 

 

        for (int i = 0; i < correctPassword.Length; i++) 

        { 

            if (userPassword[i] != correctPassword[i]) 

                return; 
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        } 

        isPasswordCorrect = true; 

    } 

 

    void Update() 

    { 

        if (isPasswordCorrect && 

!animationControllerSingle.isPlaying) 

        { 

            if (!hasStartedAnimation) 

            { 

                password.SetActive(true); 

                

animationControllerSingle.animat.Play(animationControllerSingle.

animations[1]); 

                hasStartedAnimation = true; 

                return; 

            } 

 

            if (!animationControllerSingle.isPlaying) 

            { 

                Destroy(animationControllerSingle); 

                IsDone = true; 

            } 

        } 

    } 

} 


