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SAŽETAK 

Tijekom izrade ovoga rada korišten je Unity3D. Zadatak je bio izrada igre koja koristi senzor 

pokreta uređaja za upravljanje avatarom unutar igre. Nakon završene razine igrač mora unijeti 

svoje ime, koje se na kraju nalazi u tablici postignuća. Zadatak je bio ujedno kreirati više mapa, 

odnosno razina za igrača. Ovisno o postignuću igrača dostupne su određene razine igre. Prilikom 

izrade je također korišten MonoDevelop, Paint.Net i skripni jezik JavaScript. Prije samog 

početka izrade rada, potrebno je pomno razraditi sve opcije i prepreke koje se mogu pojaviti.  

Ključne riječi: Unity3D, MonoDevelop, Pain.Net, JavaScript, android, akcelerometar 

ABSTRACT 

Unity3D was used during the development of this work. The assignment was the making of the 

game which uses movement sensor of the device to control the avatar during the game. After the 

player passes one level, he has to enter his name, which in the end finds its place at the 

achievement table. The assignment was to create a number of levels for one player. Depending 

on the accomplishments of the player, only specific levels are available. MonoDevelop, 

Paint.Net and a scripting language JavaScript were used during the making. Before even starting 

to make this work, it was necessary to closely observe all the options that can be taken into 

consideration and all the obstacles that can occur. 
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