AETOLW TA INMPOTIPAMHI
SACOBU BISYATNI3ALII NMPU
SUKITAODAHHI OUCUUNITIHA
«<'MPOTPAMYBAHHA»



AKTYarbHICTb Npobnemu

1 BUKJIQJ@HHS JUCITUILIIHU

ar0Th TPYAHOII Y COPUHHSTTI
1 1 HOBUX MOHSTH 1 TEXHOJIOTIN. BHACIIIOK
VJI0 TIPOBECHO AHAMI3 CYYaCHUX METOIUK
HHSI IPOrpaMyBaHHS JIJIs1 3HAXOIKCHHS

51 10 MpoOsIeMu. [[J1s1 TIOSICHEHHS HOBOT'O
OBHU IIpOrpaMyBaHHs MOLMIMPEHHS 3/100Y110
BUKOPUCTAHHS HACTYITHUX METOJIB:

~N
| U

‘® MeTton aHajgoriu;

E MeTod pO3KPUTTS BHYTPIIIHLOI CTPYKTYPH IIOHSITh.



SYHacHI MeToam BUKIagaHHA
nporpamMyBaHHA

ACTYIIHUX CYYaCHMX METOJIIB



eToanka KacnepceHa

30BaHa HA MPHUHIIMII KOTHITUBHOTO
OHa Ma€ TPH CKJIaJI0BI:

aBaHTa)xeHHSA (E) —

Ta)KEHHS, sIKE 3aBakac HaBYaHHIO;

HE KOTHITUBHE HaBaHTaXeHHs (G) —
TAXKCHHS, SIKC CIIPUSE€ HAaBYaAHHIO, HIK
€, JoIoMarar4um 3000yBaTH 3HAHHS;

E BHYTPIIIHE KOTHITUBHE HaBaHTaxkeHHS (1) —
- HaBaHTaXE€HH:A, 3MEHIIIEHHS AKOTO MTPU3BOAUTH 10
3HU>KCHHS PO3YMIHHS.



@p,MKa CopBu

30BaHa Ha BI13yaJIbH1M IMITALIll



eToaMKa [ pyoHr

HI" 0a3y€ThCsl HA BUKOPHUCTAHH1 BEO-
MHOI'O CEpPEIOBHINA. 3a IIEI0
MHUKAIOTh TPYAHOIIII B
OBHII[AMH

BaHHA. | 00 iX YHUKHYTH TpeOa HaBYaTH

/ BE0-Op1€EHTOBAaHUX CEPEAOBUINAX



oauka lira

OCHOBaHA Ha KOHIIEMIII HapHOIO
[IOJIATAE Y TOMY, IO 2 CTYJICHTH
OJTHUM KOMIT roTepoM. OnuH
MU 3 TAKTUYHOI TOUYKHU
IKY 1 337a€ TUTaHHSL.



MpoosiemMm poooTu

€TOAY HE JOCTAaTHHO 3pY4YHI CaMme
| IpOrpaMyBaHHA Ta IEBHUX HOTO
| Ha TaKl METOIH

THS IIPOTPAMYBE

‘aHAJIOT'1H;

DO3KPUTTS BHYTPIIIHBOI CTPYKTYPH ITIOHATb.



O aHanoriu

BOJISE 3 TIEO YU 1HIIIOK TOYHICTIO
1HKY JIaHOT'O MOHSTTS Ha OCHOBI



VIETOZ] PO3KPUTTSA BHYTPILLIHEOT
TRYKTYPW NMNOHATH
3HYTPIIIHLOI CTPYKTYPHU MOHSTh,

1 HapaMeTpu OyI0BH Ta
81 KIOTO OyIOBH.



IHTEphenc nporpamHoOro

3a0e3rneyYeHHs

R TR

||| 3aBaHTaxXUTH pparmeHT xonyJ Bino6paautu ananorio J[ Binobpaantu cyTHIiCTL I

using System.Windows.Forms;

using UnityEngine;
using UnityEngine.Ul;

using UnityEngine.Events;

public class Load_Code : MonoBehaviour {

/I Use this for initialization
void Start () {

UnityEngine.Ul.Button Load_Code1 = GetComponent<UnityEngine.Ul.Button>();
Load_Code1.onClick.AddListener(GameObject.Find("Code_Area").GetComponent<Code_Loaded>().CLick);

}
public OpenFileDialog FileDialog = new OpenFileDialog();



FESYIIETAT BUKOHAHHSA MporpamMm

o5 AHanoris ogHOMIpHOT TabaMLL -|E|-|u

~ |inttab[10];




