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Kpamidikariitna po6ota nmpucBsdeHa po3poOIll iIrpOBOTO 3aCTOCYHKY B JKaHp1
mwiaropmepy Ha pyurii Unity.

O06’exToM KBanmidikaiitHOi poOOTH € MPOIEC CTBOPEHHS ITPOBOTO 3aCTOCYHKY
Ha 6a31 Unity.

[IpeameToM € iIHCTpYMEHTapIi po3pOOKU 1rPOBOTO 3aCTOCYHKY Ha 0a3i Unity.

Mertoro kBanmdikaliiiHoi poOOTH € CTBOPEHHS IrpoBOTO IaTdopMepa Ha 6asi
Unity 3 METOO TPUBEPHEHHS YBaru IPaBIliB Ta CTUMYJIIOBAHHS PO3BUTKY I[LOTO KaHPY
B IFPOBIiM 1HAYCTPII.

Jnst qoCsITHEHHS 111€1 METH HEOOX1THO BUPIIIUTH HACTYIHI 3aBIaHHS:

1) mocniauTh 0COOIMBOCTEH JKaHPY TIATGOPMEp Ta IPOBECTH aHAI3 Cy4aCHUX
1rOp IILOTO >KaHPY;

2) mpoaHai3yBaTH MOXJIMBOCTI pyimigs Unity s po3poOku irop Ta
BUKOPHCTaHHS HOT0 (DYHKIIIH JIJIs1 pealti3aliii 0COOJIMBOCTEH IpH B KaHp1 I1aTdhopmep;

3) crpoekyTBaTH Ipy B skaHpi u1ardopmep;

4) po3poOka Ju3aliHy TIpH, BKIIOYAIOYM TEHMIUICH, piBHI, MEPCOHAXIB Ta
aHIMalIii;

5) peanizaris rpu Ha pymrii Unity Ta TecTtyBaHHs 11 pyHKIIIH Ta €)EKTUBHOCTI.

Y nepmiomy po3aun Oyno MPOBEAEHO aHalli3 PI3HUX JKaHPIB ITPOBUX
3actocyHkiB. KoxkeH 3 HMX OyB MpOaHai30BaHUM OKPEMO, BH3HAYEHO iX OCHOBHI
pucu. Takox Oynu BUSIBIICHI [TepEBArd Ta HEJIOJIIKU KOKHOTO IrPOBOTO 3aCTOCYHKY. Y
3aBepmIabHIA YacTuHl po3auty 1 Oyna copmynboBana crenudikaiisis BUMOT s
MOO1JIBHOI TpH B *aHpi1 ruargopmep Ha miatdopmi Unity.

VY npyromy po3auii Oyio mpoBeIeHO CTBOPEHHS Ta aHaui3 aiarpam. OTpuMaHo
IIHHUA 1HCTPYMEHT IJIs aHaji3y Ta MOJETIOBaHHS B3a€MOIi MK CHCTEMOIO Ta ii
kopuctyBadamu. CTBOpeHO piarpamMu 1m0 Oyid MOTPIOHI i  MOJAJIBIIOro

IMPOCKTYBAHHA CUCTCMU.



Y TperboMy po3miii Oyno TPOBENEHO aHalli3 KIIYOBHX I1HCTPYMEHTIB Ta
TEXHOJIOT1H 11 po3poOku irop, Takux sk .NET (3okpema moBa nporpamyBaHHs C#),
Visual Studio ta Unity. Ha ocHOBI XapakTEepHCTHK Ta MepeBar KOKHOTO 3 IHCTPYMEHTIB
Oyno oOpaHO HaWOUIBII MIAXOMALIMN IS MPOEKTY, 3a0€3MeUylouuid yCIHIIIHY Ta
e(EeKTUBHY PO3POOKY TPH.

Y derBepromMy po3aun Oyno po3pobieHo 2D irpoBHii 3aCTOCYHOK KaHPY
Platform, 3 anamizoMm iCHylOUMX pillieHb, AW3aifHOM MPOTPAMHOTO 3a0e3NeyeHHs,
CTBOpPEHHSM 1HTep(eiicy KopucTyBaua, po3poOOKOI0 IrpOBHX €JIEMEHTIB, BHOOPOM
pyurisi Unity 3D, TecTyBaHHSIM IrpOBOi MEXaHIKH, IIO JIO3BOJIMIIO JOCSTTH METH
IIPOEKTY Ta CTBOPUTH (DYHKITIOHAJIbHY i PUBAOIUBY TPY.

KPb Buknagena Ha 92 cropiHku, BoHa MICTUTH 4 po3ainu, 64 imoctpaiiid, 3
Tabnuui, 20 mpKepen B nepesiKy NOCUIaHb

KirouoBi  crmoBa:  IrpoBU  3aCTOCYHOK, IuIaTdopmep, piBHI, 3BYKOBE

CYNPOBOKEHHS, IpaBLii, unity.



ABSTRACT
to the bachelor’s qualification work
«Development of a platformer game application on the Unity engine»
Student of group 408: Myadzelets Maksym Denysovych
Supervisor: PhD, senior lecturer Kandyba Igor Oleksandrovych

Work is devoted to the development of a game application in the genre of
platformer on the Unity engine.

The object of qualification work is the process of creating a game application
based on Unity.

The subject is the tools for developing a game application based on Unity.

The purpose of this qualification work is to create a platformer game based on
Unity in order to attract the attention of players and stimulate the development of this
genre in the gaming industry.

To achieve this goal, the following tasks need to be solved:

1) to study the features of the platformer genre and analyse modern games of
this genre;

2) to analyse the capabilities of the Unity engine for game development and the
use of its functions to implement the features of a platformer game;

3) to design a game in the platformer genre;

4) develop game design, including gameplay, levels, characters and animations;

5) implementing the game on the Unity engine and testing its functions and
efficiency.

The first section analysed different genres of gaming applications. Each of them
was analysed separately and their main features were identified. The advantages and
disadvantages of each game application were also identified. In the final part of Chapter
1, a specification of requirements for a mobile platformer game on the Unity platform
was formulated.

In second chapter, diagrams were created and analysed. We obtained a valuable
tool for analysing and modelling the interaction between the system and its users. The

diagrams that were needed for further system design were created.



In the third chapter, we analysed key tools and technologies for game
development, such as .NET (in particular, the C# programming language), Visual
Studio, and Unity. Based on the characteristics and advantages of each tool, the most
suitable for the project was chosen to ensure successful and efficient game
development.

In the fourth chapter, we developed a 2D Platform game application, including
analysis of existing solutions, software design, creation of the user interface,
development of game elements, selection of the Unity 3D engine, and testing of game
mechanics, which allowed us to achieve the project goal and create a functional and
attractive game.

The bachelor’s qualification work is set out on 92 pages, it contains 4 sections,
64 illustrations, 3 tables, 20 sources in the list of references

Keywords: game application, platformer, levels, sound, players, unity.
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BCTYII

AKTyaJIbHICTh 00paHOi TEMH IOJISTa€ B TOMY, III0 B CY4aCHOMY CBITI IrpoBa
IHAYCTpisl CTUKAETHCS 3 BUKIMKOM CTarHaiii, 1[0 BUHUKA€E Yepe3 MEepeHACHUYCHICTh
puHKY maTdopmepiB. Benuka KibKiCTh TOTOBUX MPOIYKTiB, B OCHOBHOMY pEMacTepH
Ta TPOJOBXKEHHS ICHYIOUHMX Irop, MPHU3BOJMWTH JO BTPATH IIKABOCTI T'PaBIiB Ta
3MEHIIEHHS IXHBOTO IHTEpPECY /A0 HOBHX MpOeKkTiB. Taka cuTyallisi HETaTUBHO
MO3HAYAETHCS HA PO3BUTKY rajysi, aJiKe aTGopMepH € OJJHUM 13 HAUTIOMYJISPHIIINX
KaHPIB, 1 HEOOXIHO IIYKAaTH CIIOCOOM JJI IXHHOTO OHOBJIEHHS Ta BJOCKOHAJICHHS.
Po3pobka HOBOro miargopmepa Ha 06a3i Unity HamacTb MOKIIMBICTh NMPUBEPHYTH
yBary rpaBIliB Ta CTUMYJIIOBATH PO3BUTOK 1HIYCTPIi.

2) OG’€eKT Ta mpeaMeT AOCIiHKCHHS

O06’exToM KBamidikaiiitHoi poOOTH € MPOIEC CTBOPEHHS ITPOBOTO 3aCTOCYHKY
Ha 6a3i Unity.

[TpenMeToM € iHCTpyMEHTapii po3poOKH IrpoBOTo 3aCTOCYHKY Ha 6a3i Unity.

Mertoro kBanmidikaiiifHoi poOOTH € CTBOPEHHS IrpoBOro miatdopmepa Ha 0asi
Unity 3 MeTOO IpUBEPHEHHS YBAr TPaBIliB Ta CTUMYIIIOBAHHS PO3BUTKY I[LOTO KAHPY
B IFPOBIiH 1HAYCTPII.

3aBaaHHSIM POOOTH €:

— [IpoBenenHs aHaizy MpeIMeTHOI raity3i, BKIIOUal0uu BUBYEHHS MOMYJISIPHUX
maTdopMepiB, IXHIX 0COOJUBOCTEN Ta HEJOJIKIB.

— Po3poOka koHIeniii Ta MNPOEKTYBaHHA IrpoBoro Imiarpopmepa 3
BukopuctanHsM Unity.

— Peamizartis  irpoBoro  3acTOCyHKy, BKJIIOYAKO4YH PO3pOOKy  Tpadikw,
MporpamMyBaHHs TEUMILICIO Ta 0OPOOKY 3BYKOBOTO CYITPOBO/TY.

— [IpoBenenHst TeCTyBaHHS PO3pOOJIECHOI TPH 3 METOIO BHUSBJICHHS 1 YCYHEHHS

IIOMUJIOK Ta HEJIOJIKIB.
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Kadenpa imkenepii nporpamHoro 3abe3rnedeHHs
Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

1 AHAJII3 ITPOBOI'O ’KAHPY IVIAT®OPMEPIB
1.1 IcTopist Ta eBoIONIA KAHPY NJIaTHopMepa

[Touatku 1 mepuri kpoku (1980-1 pokn)

XKaunp mnnarpopmep Oepe cBiif mouatok y 80-x pokax. Lleit mnepioa
XapaKTEepU3y€eThCs 3apPOJKEHHAM BIJEOITOpP Ta EKCIEPUMEHTAMU 3 TeHMIUICEM.
«Donkey Kong» Big Nintendo ta «Mario Bros» Bim Shigeru Miyamoto craim
MOHEPaMHU OO KaHPY, BCTAHOBUBILIM OCHOBHI MEXaHIKH, TaKl SIK CTPUOKH, PYyXH 11O
mnatgopMam Ta yHUKaHHS nepemkona (puc. 1.1). 11 irpm cramu cumBOJIaMu
TOrO4acHoOi 1HAYCTpIi BIACOIrOp 1 BIAICPAIX KIKOYOBY pOJib Y (OPMYyBaHHI >KaHPY
maTdopmepa.

Enoxa 16-0iTHUX KOHCOJ€EH Ta 30510Ta cepeauna (1990-1 pokn)

90-T1 poKH MPUHECIIH 3 COOOI0 HOBI MOKJIMBOCTI 3aB/ISIKU BBEJICHHIO 16-01THUX
koHconer. lleit mepiox Bia3HAUMBCS 30UIBIICHHAM JeTamizaiii Tpadiku Ta
po3umpeHHsaM reimMiniero. ['pa «Sonic the Hedgehog» Bin Sega crana iHHOBAIiHHOO
B JKaHPi, 30CEPESAUBIINCH Ha IIIBUIKOCTI Ta JUHAMIII, 110 BIAPI3HSUIH i1 B1J KITaCUIHUX
wiatdopmepis (puc. 1.2). Irpu sk «Super Mario World» Bix Nintendo npoaoikyBamnu
paayBaTH TPaBLIB 3aXOIUIIOIOYMMU MPUTOJaMH, 30epiraouu Mpu HbOMY KIAaCUYHHMA

CTWIb TEUMILIEIO.

suren

Pucynok 1.1 — Iatepdeiic Bimeorpu Super Mario World

2024p. Msnazeneus M. /1. 121 — KPb.1 —408.22010814



Kadenpa imkenepii nporpamHoro 3abe3rnedeHHs
Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity
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Pucynok 1.2 — [atepdeiic Bineorpu Sonic the Hedgehog

3D-peBomntortis (mouarok 2000-x)

3 nosiBoto 3D-rpadiku B kil 90-x pokiB, xaHp miatopmepa NepexkuB HOBY
epy. I'pa «Super Mario 64» Big Nintendo crtama KyJabTOBOIO, TIEpPeHECS reiMILIeH
Mapio y tpuBuMipauii cBiT (puc. 1.3). Lle Biakpmio HeoOMEKeHI MOKIUBOCTI IS
JOCITIKEHHS, TO3BOJISIOUN TPABISIM BIJTLHO PYXATHUCS Ta B3AEMOJIISATH 3 OTOUYIOUNM
ciToM. [HImi irpu, Taki sik «Banjo-Kazooie» Big Rare, Tako po3MIUpHIN MOXKIJIMBOCTI

YKaHPY, BBOJSYHN CKJIAJIHIII T'OJIOBOJIOMKH Ta 1HHOBAIIHI MEXaHIKA TeUMILICIO.

2024p. Msnazeneus M. /1. 121 — KPb.1 —408.22010814



Kadenpa imxenepii mporpaMmHOTro 3a0€3MedeHHS
Po3po0Oka irpoBoro 3acTocyHKy B ykaHpi miaardopmepa Ha pyuiii Unity

o xo

Pucynok 1.3 — IaTepdeiic Bimeorpu Super Mario 64

CyuacHhicTs 1 HOBI TeHAeHii (3 2010-x pokiB)

Y cywacHuit mnepioa, skaHp IMaTdopMepa MPOJOBXKYE PO3BUBATHCS Ta
aJlanTyBaTUCs 10 cydacHux peanii. Irpu sk «Celeste», «Hollow Knight» ta «Super
Meat Boy» cramu cUMBOJIaMU Cy4YacHOi 1HAI-CIIEHH, BBOJSIYM HOBI TeUMIUICHHI
MeXaHIKi Ta ecTeTuky (puc. 1.4), (puc. 1.5). 3 nosBoro MOOUIbHUX TIATHOPM Ta
BIpTyaJbHOI peasibHOCTI, kaHp TutaropMepa 3HOBY NEPEKUBAE TEPIOJ 1HHOBAIIIH.
Irpu, Taki sk «Moss» Ta «Astro Bot Rescue Mission», AeMOHCTPYIOTh, SK
maThopMepd  MOXYTh BUKOPHUCTOBYBATM HOBI TEXHOJOTII JJIi  CTBOPEHHSA
IMMEPCHBHOT'O Ta 3aXOIUIIOI0YOTO JOCBIY JJIsl TPaBIIiB.

Takum 4MHOM, 1CTOpIA Ta €BOJIOILIS KaHPY MaTGopmMepa CBITYUTH MPO HOTO
HETIePEPBHUIN PO3BUTOK Ta 3/IaTHICTh aaNTyBaTUCS J0 3MiH Y TEXHOJIOTIAX Ta CMaKax
rpaBiiB. KaHp NpoAOBXKY€E 3IUIIATUCS BAXJIUBOK CKJIAJ0BOIO 1HIYCTPIi BiEOITOp,

IIPOIMOHYIOYHM HOBI IHHOBAIII1 Ta 3aXOIUIIO0Y1 MPUTOIU IS FPaBLIiB YChOTO CBITY.
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Pucynok 1.5 — Iatepdeiic Bimeorpu Celeste

Taxkum 4MHOM, ICTOpIS Ta €BOJIOIIS KaHPY TUIaTGopmMepa CBITYUTH MPO HOTO
HEIMePEPBHUIN PO3BUTOK Ta 3/IaTHICTH aJJaliTyBaTUCS J0 3MiH Y TEXHOJIOTISAX Ta CMaKax
rpaBiiiB. JKaHp MPOIOBKYE 3aTUIIATUCS BaXKJIMBOIO CKJIAJIOBOIO 1HIYCTpIi Bieoirop,

MPOMOHYIOYM HOBI IHHOBAIIIT Ta 3aXOIUIIOK0Y1 IPUTOIH JIsl TPaBLIB YChOT'O CBITY.
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1.2 Orasig icHYl04HX irpOBHX 3aCTOCYHKIB Y KaHpi miargopmepa

Knacuuni miargopmepu:

Ils xaTeropis BKIItO4ae B ceOe irpu, SKi BIAA3EPKATIOIOTh KIACHYHUNA CTUIIh
wiatpopMmepa, Skuii OyB y mepmmx irpax cepii «Super Mario» ta «Sonic the
Hedgehog». Bonu 4YacTto BiIpi3HSIOTHCS SCKPaBOK, KOJILOPOBOIW TIpadikorio,
OpOCTUMH, ane  e(EeKTUBHUMHM  MEXaHIKaMHd TeiMIUIeI0 Ta  BECEIUMH,
3amnam’sITOBYBaHUMHU TepcoHakaMu. HallOib111 BioMi MPEACTaBHUKH IIi€1 KaTeropii -
e irpu «Super Mario Bros.», «Super Mario World», «Sonic the Hedgehog», a Takox

ocTaHHI Bepcii y cepisx, Taki sk «Super Mario Odyssey» ta «Sonic Mania» (puc. 1.6).

Pucynok 1.6 — Intepdeiic Bimeorpu Super Mario Odyssey

MeTtpoinBanii:

[{s migkaTeropis TO€aHYE e€JIEeMEHTH IaTdhopMepa 3 METpOiaBaHii (aHTII.
Metroidvania) - mimpkaHpOM MPUTOTHHUIIBKUX 1TOp, SIKI XapaKTePU3YIOThCS BEIUKHM
BIJIKPUTHM CBITOM JJIsl AOCII/KEHHS Ta HEOOX1THICTIO OTPUMAaHHS HOBUX HABUYOK JIJISI
npocyBaHHs B Tpl. BoHu 3a3Buyail MaroTh CKiaaHi JaOIpUHTH, TOJOBOJOMKH Ta
CEKPETH, 1[0 MOXKYTh OYTH PO3KPHUTI 3 pO3BUTKOM IrpaBlis. [Ipukiiagamu 1iei kateropii

e «Hollow Knight», ne rpaBenp mocmimkye BeIMKHII MICTUKYM, 30MparO4Ydl HOBI

2024p. Msmzenens M. 1. 121 - KPB.1 - 408.22010814
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HaBWYKHU Ta 30poro, abo «Ori and the Blind Forest», sika moennye kpacuBy rpadiky 3

E€MOIIIMHOI0 CIOKETHOIO JiHiero (puc. 1.12), (puc. 1.13).

Pucynok 1.7 — Intepdeiic Bineorpu Sundered

[npi-nnardopmepu:

Ingi-nnardopmepu - 1e irpu, po3poOiaeHi HEBEIUKUMU CTYIiIMU ab0 HaBITh
OJIHUM PO3POOHUKOM, SKI YacTO BIJI3HAYAIOTHCSA OPHUTIHAJLHUMH MEXaHIKaMH
reiMIUICIO, YHIKAIBbHOIO BI3yaJlbHOI €CTETUKOI0 Ta IIMOOKMMH ClokeTamu. Bonwu
MOXYTh BKJIOYaTH B ce0€ IHHOBAIIMHI MEXaHIKM, SKI 3MYIIYIOTh T'paBLiB
MIEPEOCMHUCIIUTH 3BUYHI acrekTu Iuiatdopmepa. Hampukman, «Celeste» - inmi-
matdopMep, SKUI HE JMILE MPONOHYE CKIAAHI PIBHI JJis NPOWACHHS, alie WU
JOTUKYETHCS 10 TEMH IICUXIYHOTO 370POB’Sl Ta 0COOMCTOI OOPOTHOU. [HIIIMM BiZOMUM
NpUKIaAoOM € «Fez», sKuil BiI3HAYa€ThCd BUKOPHUCTAHHSIM YHIKaIbHOI Tpadiku Ta

CKJIQJTHUX T0JIOBOJIOMOK (puc. 1.9).
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Pucynox 1.9 — Intepdetic Biz[eorpn Fez

3D mnardopmepu:

VY wmiii kaTeropii nmpeacTaBieHi aTGopMepu y TPUBUMIPHOMY MPOCTOPI, SKi
J03BOJISIIOTH TPABLSM pyXaTUCS B PI3HUX IUIOIIMHAX Ta BiIYyBAaTU TJIMOMHY Ta
MPOCTOPOBICTh TpuU. BOHM dacTo BiAPI3HAIOTHCS OUIBIIO CBOOOIOID PYyXy Ta
CKJIaJHIIIUMHU royioBojioMkamu. [lonmynsipHi NpeAcTaBHUKHU Iii€i Kareropii - 1e

«Ratchet & Clank», «Spyro the Dragon» ta «Super Mario 3D World» (puc. 1.10).

Pucynok 1.10 — Intepdeiic Bineorpu Spyro the Dragon

2024p. Msmzenens M. 1. 121 - KPB.1 - 408.22010814



12
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ExcnepumenTanbHi miatgopmepu:

[{s xareropis BKiIOYae B ceOe IrpH, siKi €eKCIIEPUMEHTYIOTh 31 CTaHJIapTHUMH
MexaHiKaMHu TIaTdopMepa Ta BOPOBAKYIOTh HOBI /1€l Ta KoHIenIlli. BoHU MOXYTh
BKJIIOUATH B ceOe HEeCTaHIapTHI MEXaHIKM TeMMILICIO, YHIKaIbHI KOHTPOJIi a00 HaBiTh
He3BHYaiiHi xkaHpoBi riopuau. Hanpuknazn, «Limbo» Bix Playdead - ne miatdopmep,
SIKHIA BIAPI3HAETHCSI CBOEI0 TEMHOIO aTMOC(eporo Ta roioBoioMKamu, a «Braid» Bix

Number None, Inc. nponoHye iHHOBaIIiliHI MEXaHIKH Yacy Ta mnpocTtopy (puc. 1.11).

Pucynok 1.11 — Iarepdetic Bizeorpu Limbo

2024p. Msnazeneus M. /1. 121 — KPb.1 —408.22010814
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Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

Hollow Knight
Tabmums 1.1 — Xapakrepuctuka rpu Hollow Knight[19]
HasBa xapakrepuctuku Onuc
Ha3sa Hollow Knight
Po3poOHuK Team Cherry
ApxiTekTypa ['pa € IBOMIpHOIO TPOIO 3 BUIOM 300KY.
Moga pearnizarii C#

Irposuii npouec

Hollow Knight - 1me rpa mpo
JOCHTI)KEHHSI BEJIMKOTO Ta 3arajkoBOro
CBITY, 0OO0OpoTHOy 3 BOporamMu Ta
po3rajgyBaHHs ~ CceKpeTiB. [ oJloBHMIA
repoil BUKOPUCTOBYE Med i 0010,
HAKOIMUYYIOYM YTy 3 KOKHUM YJIapOM.
VY pasi cMepTi BTpavyaeThCcsi BCS BaJIOTa,
ajle MOJXHA BIJHOBHTH 1i, IOJOJIABIIN
BlIacHy TiHb. Ko)kHa 30Ha IMOB’s3aHa 3
IHIIMMHA TUISIXaMU, 100 JIa€ TPaBIsIM

BITYYTTsI CBOOOH.

AHai3 nepesar

—  3axOIUTIUYMii  CBIT 31 CBOIMH

TAEMHHUILSIMUY,

—  IIIHOOKHUH remimInie 31
CKJIQJHUMU 0osMHU Ta
TOJI0OBOJIOMKAMH,

—  YHIKaJbHUW aTMOC(epHUil qU3aliH

MIEPCOHAXIB Ta JIOKAITIH;

2024p.

Msmzenens M. 1. 121 - KPB.1 - 408.22010814



14

Kadenpa imkenepii nporpamHoro 3abe3rnedeHHs
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3akinuenHs tabmumii 1.1 — Xapakrepuctuka rpu Hollow Knight

AmHaii3 HeqoIKIB —  BHCOKAa CKJIAIHICTh TPH, [0 MOXKE
BIJVISIKATH JISIKUX TPaBIIiB;

—  MOXIJIMBICTB 3aryouTHcs B
CKJIQJHOMY CBITI 0€3 HaJICKHOTO
HaBITaIlIHHOTO IMi/IKa3Y;

— BeJIMKa KUIBKICTh BHIAJKOBHUX
NOMWJIOK Ta 0ariB, IO MOXYTh

BIUIMHYTH HA TE€UMILIEH.

e XXX

- "% 278

Pucynox 1.12 — Iarepdetic Bineorpu Hollow Knight
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Ori and the Blind Forest
Tabmuus 1.2 — Xapakrepuctuka rpu Ori and the Blind Forest[20]

Haz3Ba xapakrepuctuku Omnuc

Ha3Ba Ori and the Blind Forest

Po3poOuuk Moon Studios

ApxiTeKkTypa ['pa € IBOMIpHOIO TPOIO 3 BUIOM 300KY.

Moga peami3arii C#

IrpoBwuii mporec Ori and the Blind Forest - e
JIBOBUMIPHUIA maTdopmep 3

€JIEeMEHTaMH  TPUBHMIPHOTO  CBITY.
I'paBens ympaBnsie Opi - Ka3KOBOIO
ICTOTOI0, fIKa IIYKa€ BUXIA 3 KOYKHOTO
piBHSI, 30WMparoud YapiBHI KaMeHl IS
BIIKpUTTS Opam Ta 3HUILEHHS BOPOTIB.
Opi Mae 3amac XUTTS Ta €Heprii, sKi
MOKYTh OYyTH BUKOPHCTaHI Ha TIOCHJICHI
aTakd Ta  CTBOPEHHS  «TyXOBHHX
3B’SI3KIB» - TOYOK 30epekeHHs rpu. Bin
HABYAETHCS PI3HUM HABHUYKaM, TAKUM SIK
Ja31HHS 10 CTIHAX, MIPHAHHS 1]l BOAY Ta
BIJINITOBXYBAHHS BiJI BOPOXHUX aTak.
PiBHI1 y Ipi npsiMO NOB’s13aH1 MiXK CO0010,
0  JIO3BOJISIE  TPABIEBI  BUIHHO
MepeMIIaTUCs B CBITI Ta TOBEPTATHUCS HA
BXK€ TPOWJEHI PIiBHI Uil TOUIYKY

MPUXOBAHUX MIPEIMETIB.
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3akinuenHs tabmuis 1.2 — Xapakrepuctuka rpu Ori and the Blind Forest

AHari3 nepeBar — JluBOBW)XHaA MHMCTEIbKa Tpadika
Ta YyTJINBA MY3HUKa;

—  eMoIliiiHa icTopis, 110 MPUBEPTAE
yBary rpasBlliB;

— 4YyJioBa aHIMaIlisl TEPCOHAXIB Ta
pYXiB;

AHai3 HeJIOIKIB —  MOXIMBICTh JESKHM  TPABIIM
3HAWTH TPy 3aHAATO CYMIPHOIO;
—  JIesiKi TOJIOBOJIOMKH MOXKYTh OYyTH

3aHaJTO CKIaJHUMH OJId ACAKUX

I'PaBIIIB;
—  TepioauyHi npoOiaemMu 3
OIITHMI3AIIIEIO, 10 MOXYTb

BIUIMHYTH Ha MPOAYKTHUBHICTb

IpH.

Pucynok 1.13 — Iarepdetic Bineorpu Ori and the Blind Forest
2024p. Msnazeneus M. /1. 121 — KPb.1 —408.22010814
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Rayman Origins

Tabmuns 1.3 — Xapakrepuctuka rpu Rayman Origins[14]

Ha3Ba xapaktepuctuku

Onuc

Hazpa Rayman Origins

Po3pobHuK Ubisoft

ApxiTeKkTypa ['pa € TBOMIpHOIO TPOIO 3 BUIOM 300KY.
Moga peanizarii C#

IrpoBnii mpornec

[nsax Peliman mpossirae yepe3 Oe3niy
KpacMBHX 1 IIIKaBUX PIBHIB: uepe3
Tapabapcrki JUKYHIII, ITyCTEII0
Himkipiny, Jlacy 3emmo, Mope
MpO30OpPIAMBOCTI 1 XMypHI  XMapw.
['on0BHUM 3aBOaHHSM reposi B NEPILii
MOJIOBUHI € 3HAXO/KEHHS 1 3BIIbHEHHS
deii, a B Ipyriii — KOPOJIIB IIUX 3€MEJIb.
Ha piBHI repoit Moxke migiopaTu 6e3niy
OOHYCiB: MOHETKH, €JIEKTYHHU 1 MAJICHbKI

CBITJITYKH — JIFOMU.

AHaJi3 nepesar

—  Becenuii Ta JTUHAMIYHUT
reMILIEH,

— Oararo pi3HOMaHITHUX PIBHIB Ta
BUKJIHKIB,

—  BEJMKa KUIbKICTh PI3HOMAaHITHHX
NEPCOHAXIB 3  YHIKAJIbHUMU

BJIACTUBOCTSIMU,

2024p.

Msmzenens M. 1.

121 - KPB.1 — 408.22010814




18
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3akinueHHs Tabmuii 1.3 — Xapakrepuctuka rpu Rayman Origins

AHnaii3 Hel0MiKIB —  BIJCYTHICTb IJIMOOKOi CIOKETHOI
JIHIT, 1[0 MOXE POOUTH TPy MEHIII
MIPUBAOIMBOO TUIA TEIKUX
TPaBIIiB;

—  MOXIIMBICTh BIJUyBaTH TEBHY
MOHOTOHHICTb yepes
MMOBTOPIOBAHICTH Ji;

—  HEPIAKO 3yCTPIYarOThCS MTOMUIIKU
y TMOBEIIHII MITY9HOTO 1HTEJIEKTY

MIEPCOHAXIB.

Pucynok 1.13 — Inatepdetic Bigeorpu Rayman Origins

Rayman Origins npornonye Becenuit 1 Jerkuil miatGOpMiHT 3 aKIEHTOM Ha
kooneparuBHui reimiieit, Ori and the Blind Forest 3auapoBye cBo€r0 €MOITIHHOIO
1ICTOpi€I0 Ta Bi3yaibHOIO Kpacoro, B Tod yac sk Hollow Knight namae rmuGoxkwii,

CKJIQHUN 1 JOeTalbHO NPOAYMAaHWM MOCBI mochikeHHs. KokHa 3 1uxX irop

2024p. Msmzenens M. 1. 121 - KPB.1 - 408.22010814
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Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

BUJUTSIETbCS CBOIMM YHIKQJIBHUMHU PUCaMH, IO POOJSATH X BUAATHUMU Y CBOEMY

YKaHpl1 1 MPUBaOIIIOIOTh P13H1 KaTeropii rpasIliB.
1.3 IlepeBaru 2D irop

2D rpadika Mae cBOi BIIacHI TIEpEeBar, siki BAPTO BpaxyBaTH MPHU po3poOili irop.
ITepm 3a Bce, BoHa 3abesleuye 4iTKI Ta JeTali30BaHi rpadiuHi €JIEeMEHTH, IO
MOJIETIIYE CIOPUUHATTA 1HTepdeiicy aisd KOpHCcTyBauiB. barato rpaBIiB Takox
BIJUYBalOTh OCOOJMBE 3B’SI30K 3 KJIacMYHUM cTwieMm 2D irop, mo crnonykae ix
HACOJIO)KYBATHCh TPOIO0 YEPE3 BIAUYTTSI HOCTAJIBII.

[Ipote icHye pHU3MK, MO L€ NOYYTTS MOXKe OyTH NepeOUIbIIEHUM, aj[Ke
HOCTaJIbI1sl MOXKE CIIOTBOPIOBATH CIPUMHATTS MUHYI0r0. [loni6HO 10 cutyariii, Kkojau
JI0IMHA BIYYBa€ MPUEMHY TYTY 3a YacaMu, KOJU BOHA He OyJia MpUCYyTHBOIO. Taka
POMaHTHU3alllsl MMHYJIOIO MOKE MPHU3BECTH JI0 TEPEOLIHKH MPOCTOTH Ta
6e3rypboTHOCTI 2D irop, 110, y CBOIO 4€pry, MOXKe MPU3BECTH J0 TIEBHUX OYIKYBaHb
10/I0 CY4YacCHUX 1rop.

Bapro Takox 3a3HaunTH, 1110 2D irpu MaroTh CBiif 0COOJIMBU IIap KYyIbTYPHOTO
3Ha4YeHHS, K1 BOHU 3700yK 3 yacoM. BoHU cTany KyJbTOBUMH CHMBOJIAMU TEUMIHTY
i 3aMMIIarOTHECA TAKUMH ¥ 7oci. IX MpocToTa Ta HEBUMYIIIEHICTh IPUBEPTAIOTH 10 cebe
HOBUX I'PaBI[IB HaBITh Y Cy4acHi#l epi iIrpoBOi 1HIYCTPIi.

[le onna nmepesara 2D irop moJisira€e B ix MpOCTOTI ynpaBiiHHA. OCKUIbKH rpa
Ipairoe B JIBOBUMIPHOMY MPOCTOpPi, BOHA 3a3BMYail MPOMOHYE MEHIIE BapiaHTIB
NEePEeMIIICHHS, 1[0 POOUTH YMPABIIHHS TePOSMU OUIBIIT TPOCTUM Ta 3PO3YMUIUM IS
IPaBIIiB.

Takox BayKJIMBO BIA3HAYUTH, IO JJIs 3a1ycKy 2D irop He moTpiOHO MaTH JIyKe
NOTYXHUN KOMIT 10Tep a0o irpoBy KOHCOJIb. Lle 3abe3mneuye O1IbITy JOCTYMHICTD AJIs
TPABIIIB 3 MEHIII TTOTY>KHUM 00JIaTHAHHSIM.

Hapemri, 2D irpu MoxyTh OyTH criocoOOM BTeUi Bij arpecii Ta »)OpCTOKOCTI,

aK1 yacto npucyTH1 y 3D irpax. BoHu cTBOpIOIOTH O€3MeUHe cepeioBHUILIE, /1€ BIICYTHI
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Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

HACWJIBCTBO Ta >KOPCTOKI CIIEHH, IO POOUTH iX OULIBII MPUBAOTMBUMHU ISl IIUPOKOL

ayJaUTOpPIi.
1.4 Cnenmndikanisa Bumor 10 rpu B :kaHpi 2D niaardopmep

[Tpu3HaueHHs CUCTEMH: CTBOPEHHS 3aXOILTIOIOUOTO ITPOBOTO CEPENOBUINA, B
SAKOMY I'paBLl MOKYTb HACOJIOJIXKYBATHCS 3aXOIUIIOIOYUMHU ITPUT0/IaMHU, CTPUOKaMU Ta
BUPIIICHHSAM T'OJIOBOJIOMOK y TBOBUMIPHOMY CBITI.

Cdepa 3acTrocyBaHHs: pO3Barv, BIJIMOYMHOK, PO3BUTOK peakuii Ta
MIPOCTOPOBOT'O MHCIICHHS.

XapaKkTepuCTUKH KOPHUCTYBauiB: KOPUCTYBaul Oylb-IKOTO BIKY, Kl MAarOTh
cMapT¢oH ad0 IUIAHIIET 13 MIATPUMKOI0 CEHCOPHOT'O BBEACHHS.

DyHKIIT CUCTEMU:

— CucreMa TOJOBHOTO MEHIO, [0 MICTUTh CHUCOK PIBHIB, HaJAIITyBaHHS Ta
NOCSITHEHHS

— CcUCTEeMa yIpaBJIiHHS IEPCOHAXKEM, SIKA pearye Ha TOPKaHHs eKpaHy Ul pyXy,
CTpUOKIB Ta B3aEMOJII 3 00’ €KTaMH,

— cUCTeMa pIBHIB 3 PI3BHOMaHITHUMH [jaTdGopMamMu, MepeuKkogaMu Ta
BOpPOTaMU;

— cuctema 300py NMpeaMeTiB Ta OOHYCIB;

— cucrtema 30epeKeHHsI Ta 3aBaHTaKEHHS MPOrpecy I'py;

— CHCTEMa aHIMallil Ta Bi3yaJlbHUX €(EKTIB;

— CHCTEMa JIOCSTHEHb Ta J1AepOop/IiB,;

— CHUCTeMa MarasuHy s Npua0aHHs JOJIaTKOBUX MPEIMETIB Ta MOKPALICHb;

— CHCTEMA 3BYKY Ta MY3UYHOI'O CYIIPOBOJY.
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Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

CHUCTEMHI BUMOTI A
Windows
MIHIMANEHI: PEKCMEHOOBAHI:
Window (64 bit) Window

Intel

GeF

Bepcil 11

31 ciynA 2024 p KnieHT Steam Dyne nigrpumyeatd nyise Windows 10 uw Hogiwi eepcil wiei OC.

Pucynoxk 1.14 — Ilpuknan sBumor st rpu Hollow Knight
Bumoru 10 TeXHIYHOTO 3a0€3M1eUEeHHS:
— Omnepariiina cucrema: Android a6o 10S;
— MpoIecop: MIATPUMKA CEHCOPHHX ormepaliid, 0e3 O0COOJIMBUX BHMOT [0
XapaKTEePHUCTHK;
— BUIbHE Mic1ie Ha npuctpoi: Big 100 Mb;
— orepatuBHa 1am’sTh: Big 1 I'B;

— mi"imanbHa Bepcis OC: Android 4.4 a6o 10S 9.0.
BucHoBku 10 posainy 1

VY po3aini 1 Oyno mpoBeaeHO aHami3 PI3HUX KAHPIB ITPOBUX 3aCTOCYHKIB, €
OyJIM BUOKPEMJICHI TPU aHAJIOTH I'pU-3acTOCYHKY. KokeH 3 Hux OyB nmpoaHaai30BaHUN
OKpEeMO, BU3HAYCHO iX OCHOBHI PUCH, TaKl sIK pO3pPOOHHK, BUJTABHUK, MOBA BUITYCKY,
nepemk ¢GyHKiii 1 1. A. Takoxk Oynu BHSBJICHI MepeBard Ta HEIONIKH KOXKHOTO
IrPOBOT0 3aCTOCYHKY. Y 3aBepliayibHIA YacTuHi po3ainy 1 Oyna chopmyrnboBaHa

crnienr(ikariiss BUMOT JIJIsl MOOLTBLHOI IpH B yaHpi tutatdopmep Ha miatdopmi Unity.
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2 MOJAEJIIOBAHHS TA TIPOEKTYBAHHA I'PU B ’KAHPI
ININIAT®OPMEP

2.1 CrBopenns Usecase

Bukopuctanus cuctemMu Moke OyTH ONHMCAaHE 3a JOMOMOTOI0 TEKCTOBHX
CLICHApIiB, K1 BKa3yIOTh Ha MOKJIMBI PE3yJIbTaTH B3a€MO/I1i KOPUCTYBaya 3 CUCTEMOIO
JUIA JOCSTHEHHA NeBHUX MeT Iiei. CreHapii - 1€ TOCHiAOBHICTh KPOKIB, SIKi
KOpPUCTYBau BHUKOHYE B CHUCTEMI JUJIsl BUKOHAHHA NEeBHUX omnepauiid. Hanucanus
BApIaHTIB BUKOPUCTAHHS JO3BOJISIE YITKO BU3HAYUTHU POJII KOPUCTYBauiB, iXHI J1i Ta
L1J1 BUKOPHUCTAHHS CUCTEMU. BOHM BU3HA4alOTh (DYHKIIOHAJIBHI Ta MOBEAIHKOBI
BUMOTH J0 CUCTEMH, ITOKA3yI04H, III0 caMe BOHA Mae pooutu. € tpu popMu onucy:

— Koportkuii - e 38u4aifHo ofuH ab3all, 110 ON1Ucy€e KOPOTKO OJIMH 13 CIIEHApIiB,
KU, K MPaBUJIO, TPUBOAUTH IO YCHIIIHOTO PE3ybTaTy.

— IloBepxHeBuil - 1€ 3arajJlbHUi OIS YCIX CHEHapliB y BUIbHIN (opmi
(OCHOBHUIA Ta aJTbTEPHATUBHUIN) OJTHOTO 3 BapiaHTIB BUKOPUCTAHHSI.

— IToBHMIT - ETANBHO OMUCYIOTHCS BC1 KPOKH Ta JIii, BKIIFOYAIOYH MOMEpPEeH] Ta
MICIASyMOBH, HEOOXIJHI I BUKOHAHHS CIIEHapil0. BapiaHTu BHUKOpUCTaHHS
BUOMPAIOTHCA 3 IOBHOTO CIKMCKY Ha €Talll aHalli3y, 30KpeMa KOPOTKUX Ta MOBEPXHEBUX
OMMKCIB, JJI1 BHUPIMIEHHS KOHKPETHUX MPOOJIeM, KPUTUYHUX ISl (PYHKLUIOHYBaHHS
CUCTEMM, HaIPUKJIaJ], BAKOPUCTAHHS KaCOBUX arapaTiB.

Tabmuus 2.1 — IHoBHa ¢popma «CTBOpEHHS PIBHSI»

Usecase section Comment
Use Case 1: CrBopenns HoBoro PiBHst
Scope: Cucrema po3poOku rpu Ha Unity
Level: User-goal
Primary Actor: Po3poOHuK rpu
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3akinuenHs tabmuii 2.1 — [NoBHa popma «CTBOpEHHS PiBHSI»

Stakeholders and Interests:

Po3pobnuk rpu: 3amikaBieHH Yy
CTBOPEHHI HOBOT'O piBHS 3
BU3HAYCHUMH XapaKTEPUCTUKAMHU Ta
00’ eKkTamu.

Komannma po3poOHukiB: Moke matu
1HTEpeC y CIUTFHOMY pelaryBaHHI Ta
peleH3yBaHHI HOBOTO PiBHS.
Preconditions: KopucrtyBau BBIHWILIOB
y CHCTEMYy PO3pOOKH Tpu Ta 0OpaB

omilito «CTBOPUTH HOBHI PIBEHB.

Success Guarantee:

HoBuii piBeHb ycHiIIHO JOJAaHUNA 110
MIPOEKTY Ta MOXe€E OoyTH

BIJIpe1arOBaHUM.

Main Success Scenario:

— Po3pobuuk  BUOMpae  OMIiIO
«CTBOPHUTH HOBUI PIBEHDBY;

— obupae po3Mip Ta (HoHOBHI
MAaJIFOHOK JIJIs HOBOTO PIBHS,

— po3Milllye 00’ €KTH, IEPEIIKOIU

Ta MEePCOHAXIB Ha CIIEHI,

— HaJIaIlITOBYE napameTpu
00’€KTIB (po3wmip, MIBUJKICTD,
MTOBEJIIHKA);

— 30epirae HOBHUIl piBEHb Yy

MPOEKTI.

Extensions:

Po3pobuuk Bupimye He 30epiratu
CTBOPEHHUM pIBEHb Ta BHUXOIUTH 13

pEeXKUMY peaaryBaHHS.

Msmzenens M. 1. 121 - KPB.1 - 408.22010814
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2.2 JliarpamMu BapiaHTiB BUKOPUCTAHHS

Jliarpama BUKOpPUCTaHHS — I1e rpadiuHe 300pakeHHS B3a€MO/IIl MK CHCTEMOIO
Ta ii kopuctyBauamu. BoHa BigoOpakae pi3HI BapiaHTH BHKOPUCTAHHS CHCTEMHU
(ro3ketich) Ta akTOpiB (KOPUCTYBadiB a00 1HII CHCTEMH ), SIKi 3/IIHCHIOIOTS Il BapiaHTH
BUKOpUCTaHHsA.  Jliarpama  BUKOpPUCTaHHS  HAJa€  BUCOKOPIBHEBUM OIS
(YHKITIOHaJTBHOCTI CHCTEMH, il MOXKJIMBOCTEH Ta B3a€MO/IIi 3 KOpUCTyBadyamu (pHC.
2.1).

OCHOBH1 KOMITOHEHTH JilarpaMu BUKOPUCTAHHS:

— IO3keiicu (Use Cases): lle dyHKIIOHAIBHI MOMJIHMBOCTI CHCTEMH, SKi
BUKOPHUCTOBYIOTBCS JUIsl JIOCATHEHHS KOHKPETHUX L€ KOpUCTyBauiB ab0 IHIIMX
cucteM. KoxkeH 1o3keiic mpeacTaBiisie cOO00 KOHKPETHHM clieHapii BUKOPUCTAHHS
CHUCTEMH.

— Axtopu (Actors): Ile cyTHOCTI, skl B3a€EMOMIIOTH 3 CHUCTEMOI. AKTOPH
MOXXYTh OyTH KOpPUCTYBayaMH, 30BHIIIHIMH CHCTEMaMu a00 1HIIMMU YNHHUKAMHU, SIKi
BUKJIMKAIOTh a00 CIPUKUMAIOTh /11l B CUCTEMI.

— BigHomieHHs MDK O3KeHcaMu Ta akTopaMu: BkasylooTh, SKI aKTOpHU
B3aEMOJIIIOTH 3 IKUMH t03Kekcamu. Lle qonmomarae BU3HAYMTH, XTO BUKOHYE TEBHI JIii
B CUCTEMI.

JliarpaMu BUKOPUCTaHHS! BUKOPUCTOBYIOTHCS JIJIsl HACTYITHUX I[ICH:

- YTouHEeHHS BUMOT 70 cucTeMu: BoHM qomomararoTh B iIeHTHdIKAIlT Ta
YTOYHEHH] (DYHKIIOHAIBHUX BUMOT JI0 CHUCTEMH IUISIXOM BH3HAYEHHS MOKIMBHUX
BapiaHTIB BUKOPUCTAHHS.

— BusnauenHs 0651acTi BILTUBY cCTeMU: BOHM 103BOMISIIOTH BUSHAUUTH, SIKI
aKTOPHU B3a€EMOJIIIOTH 3 CUCTEMOIO Ta Kl (PYHKIIOHAIbHI MOXJIMBOCTI BOHU MalOTh
JOCTYTI JI0.

— KomyHikariss 3 3ailikaBJIeHUMH CTOpoHamu: JliarpaMu BHKOPUCTAHHS
MOXXYTh BHKOPHUCTOBYBATHCS I CIIJKyBaHHS 3 3alliKaBICHUMH CTOPOHAMH Ta

KOMaH/IOI0 PO3POOHUKIB JJIsI PO3YMIHHS Ta Y3TOPKEHHS BUMOT JIO CUCTEMH.
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Player testing

/ “+Extend +Extend
+Include. \

/ +Extend
+Include
—_—
Identifying and Documenting Bugs
+Include
Checking and Confirming Fixed Bugs
Fix Bugs Found by Players

+Include Game developer

£Finclude

=l
Bxtend Creating a New Level

Creation of Statistics

Starting the game

- nc,lude/

\ \ clude
+Include. ]
Report a Bug \ % /

Player

View game statistics

Pucynox 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS

s miarpama mpeacTaBisie B3a€EMOJII0 MDK TpeMa OCHOBHUMH aKTOpaMH y
npoiieci po3poOKH Ta TECTYBAaHHA IPHU: pO3POOHUKOM, TECTEPOM Ta I'PABLIEM.

— Po3poOHUMK BIiJMOBIIa€ 32 CTBOPEHHS OCHOBHUX EJIEMEHTIB I'pH, TaKUX SIK
Pi1BHI, BOPOTH, TpaBellb Ta 301p CTATUCTHKHU.

— Tectep nepeBipsic TOTOBHICTh TPU, TECTYIOUH 11 (PYHKIIIOHAT, TOKYMEHTYIOUH
3HakIeH1 Oaru 1 TepeBipsoYd BUIIpaBIeH! MpoOiemMu. BiH TakoX BiJMOBigae 3a
dikcarrito Ta nepeBipKy 0ariB, Ki 3HaXOSTh TPABIII.

— I'paBens 3amyckae rpy, Tpa€ B Hel, a MOTIM IMBUTHCS HA CTATUCTUKY CBOET TPH.
Skmo rpaBelb 3HAXOAUTh Oark abo MpoOJIeMH TMiJl 4Yac TPH, BIH TOBIIOMIISE

PO3pOOHUKAM TIPO TIC.
2.3 Jliarpama kiaciB

Jliarpama KjaciB - 11e CTPYKTypHa jJiarpama, 1o BiloOpakae KJIacu CUCTEMHU

MPOTPAMHOTO 3a0e3MeUeHHs, X aTpuOyTH Ta METOJIU, @ TaKOX B3a€EMO3B’SI3KH MIXK
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HuMU (pHc. 2.2). BoHa € BaXXJTMBUM 1HCTPYMEHTOM IPH MPOEKTYBaHHI MPOTPAMHOTO
3a0€e3Me4YeHHs], OCKIJIBKH J03BOJISIE MOJIEITIOBATH apXITEKTYypy CUCTEMHU Ta BUSHAUUTH
crocoou B3aeMO/IiT Mk 1l KOMITOHEHTaMH.

OcHOBHa MeTa jailarpaMH KjaciB - II€ Bi3yami3allisi CTPYKTypH HporpamMu Ta
B3a€MO3B’SI3KIB MK ii CKJIaJOBUMU 4YacTMHaMu. BoHa nomomarae po3poOHHKaM
OTpPUMATH 3arajibHe YSABICHHS IPO CHUCTEMY, il KJIACH Ta IX B3a€MO3B S3KH, LIO
MOJIETIIYE PO3YMIHHS KO/, CIIPUSIE aHAJI3y Ta BUSBICHHIO MOKJIUBUX MPOOIIEM.

HMiarpama knaciB (puc. 2.2) TakoXX BHUKOPUCTOBYETHCA JUJII KOMYHIKAI[ll MIXK
YJieHaMd PO3POOHUIIBKOTO KOJIEKTHBY, OCKUIBKM BOHA HAJa€ 3pYyYHHUU CIOCiO
Bi3yaumi3ailii apXiTeKTYpHUX KOHIICHIIA Ta OOMIHY i1AesSIMM IIOJ0 OpraHi3arii
MPOTPAMHOTO 3a0€3MEYEHHS.

OTxe, larpama KjaciB € OTYKHUM 1HCTPYMEHTOM TP aHaTi31, TPOESKTYBaHH1
Ta PoO3poOLIl MPOrpamMHOro 3a0e3MeueHHs, OCKUIbKU J03BOJISIE CUCTEMAaTHU3yBaTH

1H(OpMaIIO PO CTPYKTYPY CUCTEMH Ta 3pYUHO Bi3yasi3yBaTH ii CKJIaJJOBl YACTHHH.

System
+name: string

+version: string

+type: string GameWorld
+confirm_|evel_creation{): None +size: int
+confirm_character_creation(): None +terain: string

+allow_editing(): None +weather: string

+confirm_statistics_creation(): None +day_night_cycle: string

+canfim_version_change{): Nane

one
GameTester +add_character(character: MainCharacter): None
J', *remave_tharacter{character: MainCharacter): None

+name: siing
+experience: integer Game

+tesi_character(): Nane +1itle: string / \

+detect_and_document_bugs(): None +genre: string

~+confirm_bug_{ one | +platform: string 4 ‘ﬁ
+fix_bugs(plays J: None 3 treleaza_date’ date £
+rate_experience(): intager +devsloper: Game Enemy MainCharacter
+initialize_gama(): None +name: string *name: sting
+level: int +evel. int
. on +health int +health: int
ot +add_expansion(): None +damage: int +stamina: int
Player - +get_developer(): Game +agility: int +experience: int
pr—— “mave(cint v img: Nora smavfs: ity None
+enperience. level: integar +attack{target. MainCharacter): Nane +atackjtarget Enemy): Nane
+take_damage(damage: int): None +use_tem(jtem: Item): None
+stan_gama(): Nane SameDeren +fiea(): None +evel_up(): Nane
+play_game(): None ameleveloper +drop_loot(): Loot +gain_experience{amount: int): None
+view_statistics{): Statistics +name: string
+repor_bugs(): N +version: string
+increase_swperiencel): None +3y0e: sting

+creation_date: date
+author: string

+create_new_lavel(): Leve
+create_character(): Character
+dit_players_and_enemies(): None
+create_players_statistics(): Statistics
+change_version{new_version: string): None

Pucynok 2.2 — [liarpama knaciB
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2.4 Jliarpamu cTaHiB Ta nepexojin

27

Jiarpama ctaHiB Ta Iepexo/iB - 1€ TpadiuHe 300paKeHHsI KOHKPETHOTO 00’ EKTY

abo cUCTeMH Ta BCIX MOKJIMBHUX CTaHIB, B IKMX BiH MO)e IepedyBaTH, pa3oM 3 ycima

MOKJIMBUMH TEPEX0IaMU MK ITMMHU cTaHamu (puc. 2.3). BoHa BUKOPHUCTOBY€ETHCS JISI

MOACIIOBAHHA HOBC,IIiHKI/I cucTtemMu abo 06’€KTy, SIKHH MOXKE MNEePCXOaUTH 3 OAHOI'O

CTaHy B 1HIIMIA B 3aJIEXKHOCTI BiJ] BHYTPIIIHIX 200 30BHIMIHIX TOIIH.

Jiarpama cTaHiB Ta NEpPeXoJiB BigoOpaxkaeTbCs y BUIIAL rpada, e BY3JIU

MPEACTABISIIOTh CTaHU, @ CTPUIKUA - MOKJIMBI MEpexonu MixX HUMU (puc. 2.3), (puc.

2.4). KokeH cTaH MOKE MaTH BJIACHI BIACTUBOCTI 200 i, sIKi BiI0YBAIOTHCS B I[bOMY

ctani. [lepexoan Mixk cTaHaMu BiJIOyBalOTbCS MPU BUHUKHEHH! MEBHUX MOJINA abo

YMOB, SIKI BU3HAYaI0ThCS MOJEIIIO.

GameStart

GameStart

gameSystem.Login
GetRegDat;

gameSystem.Login

B ik

Exit

gameSystem Exit

Exit to the main menu

Bug or crush

GameSta

Registration

pameSystem Registration
gameSystem.Login

Login |

T
gameSystem.ExitToTheMainMenu

Getl odinData
gameSystem.BUgOrCTUsN 5ame session

Incorrect login data Authorisation

gamaSystem.IncorractLoginData

game3ystem MainMenu

gamaSystem SetStartlvi

I
gameSystem Autharisation

=]

ame System.GE}meSes& ion

Start
gameSystem. BugOrCrush,

gamaSystem. Starrﬁ

MainMenu

gamsSystem Sethams
gamesystem. Gethlame

gameSystem GetStartlvl

Selecting the start level

Enter name of character

Pucynok 2.3 — Jliarpama ctany
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Jliarpamu cTaHiB Ta MEPEXOAiB MIUPOKO BUKOPUCTOBYIOTHCS B PI3HUX Tally3siX,
TaKUX SIK PO3po0OKa MPOTrpaMHOTO 3a0€3MEUCHHS, CUCTEMH KepyBaHHS, aBTOMAaTH3aIlis
BUPOOHUIITBA TOIIO. BOHM [03BOMNSAIOTH pO3pOOHMKAM aHaMI3yBaTH Ta BHU3HAYATU
MOBEIHKY CUCTEMH, BUSIBIISITA MOYJIMBI MMPOOJIEMH Ta ONITUMI3yBaTH ii podoTy. Takox
Il JlarpaMd € TOTY)KHMM 1HCTPYMEHTOM JUIsI KOMYHIKAIlli MK YJeHaMH
PO3POOHUIIBKOTO KOJIEKTUBY, OCKIJIBKM BOHU HAJAIOTh 3pYYHUN CTOCIO Bizyami3arii i

B33€M0pOBYMiHHH HOBGI[iHKI/I CHUCTCMMU.

StartSystem

System Start Starting the selected level with the character's name Level drawing

RenderLevel

RenderLevel

Ge[User.&.L‘l}(IwmlcatlonData ‘Q@?WEB
CreateEnemie - :
Retrieving user data 5‘[ Creating enemies
CreateAddibQnalLevelResources

StartingGamelvl
StartLevel CreateAdditionalLevelResources

Level start

T
Ope%Main‘v‘enu

Creation of additional level resources

Opening the main menu

Level lost

LevelComplated
P Level lost

Level passed

GetCharacterNamé '

OpenMainMenu

Setsg ectedLevel GetSelectedLevel
SetCharacterName

Continue ‘Continue

- Obtaining the selected level xitToMainMenu ExitToMainMenu Continue
Getting a character name

Exit to the main menu

Pucynok 2.4 — Jlirpama nepexoiB
2.5 CueHapiii BUKOPUCTaHHS

Cuenapiii BHUKOpUCTaHHS (use case) — I OMHC B3aEMOJIl KOpPHUCTyBaua 3
CUCTEMOIO JUIsl JOCATHEHHs MeBHOi Meth (puc. 2.5). CueHapii BHKOPUCTaHHS
J0TIOMararoTh po3poOHUKAM 3PO3YMITH, SIK KOPUCTYBaul B3aEMOAIIOTH 13 MPOTYKTOM

a00 CHUCTEMOIO.
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I'paEeyp 3anyckae rpy lpaeeut B6MEAE BOPOTIE | MUHAE NACTKW IpaEels NpoOXoAWTE PiEEHE

Player

Pucynok 2.5 — Cuenapiii BUKOpUCTaHHS

Ileit cueHapiii BUKOPUCTAHHS OINHUCYE KOHKPETHHM MpOIEC BiJ MOYATKY 0
KIHIA, IO Jormomarae po3poOHHMKaM CTBOPIOBATU (DYHKIIOHAJ, SIKUM BiAMOBIIAE

notpe6aM KOpUCTYBayiB.
BucHoBku 10 po3aiiy 2

Y po3aim 2 Oyiio IpoBEACHO CTBOPEHHS Ta aHaji3 aiarpaM. OTpuMaHO IIHHUH
IHCTpYMEHT JJI1 aHaji3y Ta MOJEIIOBAaHHA B3aEMOJII MK CHCTEMOIO Ta ii
KOpucTyBadaMmH. JliarpamMu BUKOPUCTaHHS JOIOMAaralOTb YTOYHHTH BHMOTH JO
CUCTEMH, BU3HAYUTHU POJII aKTOPIB Ta 1eHTU(IKYBATH (DYHKIIIOHAIBHI MOXKJIUBOCTI
cucteMd. BoHU CTBOpIOIOTH 0a3zy uisi MOAANBUIOTO MPOEKTYBAHHS CUCTEMHU Ta
COPUSIOTh 3pPO3YMIHHIO i1 (DYHKI[IOHAJIBHOCTI SIK sl pO3pOOHMKIB, Tak 1 MAJis

3aIliKaBJIEHUX CTOPIH.
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SIHCTPYMEHTAJIBHI 3ACOBM PO3POBKH ITPOI'PAMHOI'O
3ABE3IIEYEHHA

3.1 Ilnardopma .NET Ta moBa nporpamyBanns C#

[Tnarpopma .NET Ta moBa mporpamyBanHs C# € Haa3BHYalHO MOTY>KHUMHU
IHCTpYMEHTAMH JIJIi CTBOPEHHS PI3HOMAHITHUX MporpaM, BKiIoudarouu 2D irpu.
[Tnarpopma .NET mmpoxo BHKOPHUCTOBYETHCS CEpe]] MPOTPAMICTIB 3aBISKH CBOIM
nepeBaraM. OcHOBOW MmiaTdopMu € cepenosuile BukoHaHHs Common Language
Runtime (CLR), sike 3a0e3neuye BUKOHAHHS KOy, HAaIlMCAHOTO Ha PI3HUX MOBax
nporpamyBaHHs, Bkatoyatoun C#. CLR BiAnoBigae 3a ynpasiiHHA aM ATTIO, 301pKy
CMITT#, O€3IeKy Ta 1HII aCMIEKTH BUKOHAHHS TIPOTPaM.

MogBa mnporpamyBanHHsi C# € OJHIEI0 3 HaWNONMYJSAPHIIIUX I PO3pOOKH
OpOrpaMHOro 3a0e3NedyeHHs, BKIYarouu irpu. BoHa moenHye B coOi mpocToTy
BUKOPHUCTAHHS 3 HOTY>KHUMHU MOXJIMBOCTSIMU 1 € CTATUUHO TUITI30BaHOI0, 110 I03BOJISIE
BUSBIIATH TOMWJIKMA Ha €Tall KOMIIALII, 110 MOJETrNIy€e BIJIaroKEeHHs Mporpam.
Takox BoHa MiATPUMYE 00’€KTHO-OPIEHTOBAHMM MIAXiA A0 MPOrpaMyBaHHS, IO
CIpHsi€ OpraHi3alli Koy y JIOriyH1 OJIOKH.

[Tnatpopma .NET mae mupoxky miATPUMKY Ta BEJIHKY 0a3y po3pOOHHMKIB, IO
aKTUBHO BUKOPHUCTOBYIOTH ITf0 matopmy 1 MOBU mporpamyBaHHs, Taki sk C#. Lle
3a0e3nedye MBHJIKUN PO3BUTOK HABHMUOK MPOrPAMYBAHHS Ta MOXKIMBICTH OOMIHY
JIOCBIJIOM Y CH1JIBHOTI.

Opniero 3 HaiBaxxuBimux nepesar mwiatgopmu NET e 11 macuitaboBaHiCTh,
gKa J03BOJISIE BUKOPUCTOBYBATU ii JJiIsi PO3POOKU SK HEBEIUKHX, TaK 1 BEJIMKHUX
MPOEKTIB, BKIFOYarouu 2D irpu pi3Hoi ckiagHocTi. TyT MOkKHA BUKOPHUCTOBYBATH Pi3HI
610moTekn Ta PperimBopkH, Taki sk MonoGame a6o Unity, siki HaAalOTh MIUPOKI
MOKJIUBOCTI /7151 poOOTH 3 Tpadikoro, aHIMAIli€10, (P13UKOIO0 Ta IHIIIUMH aCTICKTaMU TPH.

Kpoc-mardpopmenicts mnarpopmu NET no3Bomnsie pospobsstu 2D irpu Ta

3alyCKaTH iX Ha PI3HUX OMepallifHuX cucteMax, Takux K Windows, macOS Ta Linux,
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[0 PO3IIMPIOE AyAUTOPII0 ITPOBUX KOPUCTYBAUIB Ta CHpHUSAE MOIIUPEHHIO T'pU Ha
pi3HUX TUIaThopmMax.

[Tnardpopma .NET takoxx mae Garato iIHCTPYMEHTIB ISl MIATPUMKH PO3POOKU
irop, Takux sk Visual Studio[l], sike Hagae MOTYXHI MOXKIIMBOCTI ISl CTBOPEHHS,
BIJIJTar0JDKCHHS Ta TecTyBaHHs nporpam Ha 6a3i .NET. KpiM Toro, iCHyIOTh YHCIICHHI
CTOpPOHHI 010JIIOTEKHM Ta pecypcH, SKi MOJIETHIYIOTH MpOLec pPOo3poOKU irop Ha
miatdopmi NET (puc. 3.1).

V3araneHtoroun, argopma .NET Ta moBa nporpamyBanss C# € BIIMIHHUMU
BHOOpaMu Jij1s1 po3poOku 2D irop, OCKIJIbKM BOHU HAJal0Th MOTYXHICTh, IIBUAKICTh
pO3po0KM, MacmTabOBaHICTh Ta Kpoc-miiaTrGopMeHy MATPUMKY. 3  IXHBOIO
JOTIOMOT'OK0 MOKHA CTBOPIOBaTH Bpakarodl IMpH, BUKOPHCTOBYIOUM PI3HOMAHITHI

IHCTPYMEHTH Ta pecypcu, JOCTYIIHI B bOMY CepEeIOBUILL.

Microsoft®

NET

Pucynox 3.1 — Jlorotun .NET

Moga nporpamyBanns C# € OJHI€I0 3 HAUTOMYJISIPHIIIUX MOB I PO3POOKHU
MPOTPaMHUX MPOJYKTIB, y TOMY YuCl irop. Bona mae 6e3mi4 nepesar, siki poOJsTh ii
MpUBa0IMBUM BUOOpOM aiisi cTBOpeHHs 2D irop. OnHiero 3 kimtouoBux nepesar C# e ii
mpoctota 1 3po3ymunictb. Cuntakcuc C# JOTIUHMN 1 CXOXHUW Ha 1HIN MOBHU
MporpaMmyBaHHs, IO POOUTH 1i JIETKO 3aCBOKOBAHOIO, OCOOJMBO ISl TIOYATKIBIIIB y
rajy3i po3poOKH irop.

[lle onna mepeBara C# - 1e oro MacmraOOBaHICTh Ta MIATPUMKA 00’ €KTHO-
opieHToBaHoro nporpamyBaHHs (OOII). Lle n03BoJsi€ CTBOPIOBATH CTPYKTYPOBAHUM

Ta MOAYJILHUM KOJI, 10 MOJETTIYE PO3pO0KY Ta MATPUMKY TPH.
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Kpim toro, C# mae mOTy)XHYy CHCTEMYy THUIIB 1 aBTOMaTHYHE YIPABIIHHSA
nam’siTIo, 10 CHOpPUS€ YHUKHEHHIO 0aratbox THUIIOBUX TIOMUJIOK, IOB’SI3aHUX 3
VOPABITIHHAM TIaM’SITIO, 1 3HIKYE pPU3UK BUHUKHECHHS IIOMUJIOK Y BEJTUKHUX MTPOEKTAX.

Jns po3poOku 2D irop moBa C# mae posmupeni (yHKIIi 1HTErpoBaHHX
po3poOunuux cepepopuil (IDE) ta incrpymentiB, takux gk Visual Studio, mio
HAJAI0Th PO3MIMPEHU HAOlp 1HCTPYMEHTIB IJIsi aHANI3y KOMy, HAJIAroJKCHHS Ta
aBTOMATU30BAHOTO TeCTyBaHHA. lle crpuse BIOCKOHAJIEHHIO MPOAYKTHBHOCTI Ta
onTuMmi3alii poOOTH TpH.

Kpim Toro, moBa C# Mae posmmpeHi (ppediMBOpkH Ta O10J10TEKH, Taki K
Unity[2], sixi criertianbHO po3po0iieHi A1 poOoTH 3 rpadikoro, aHiMaIliero Ta Gpi3uKoro,
II0 TOJIETTITY€E MTPOLIEC CTBOPEHHS TPH.

IaTerpamis MmoBu C# 3 IHIIUMHU 1HCTPYMEHTAMH Ta TeXHOJOTisIMU Microsoft,
takuMu sk Windows Forms, WPF 1 UWP, no3Bonsie crBoproBatu iHTEepdeiic
KOpPHUCTYBaya JUisl TPH, BUKOPUCTOBYIOUM IIMPOKUN HAOIp €JIEMEHTIB KEpYBaHHS Ta
CTHJIbOBUX MOYJIMBOCTEM.

3arasioM, MmoBa C# € MOTY>KHOI Ta THYYKOIO MOBOIO MPOrpaMyBaHHs, IKa Ma€
Oe3miu mepeBar s po3poOku 2D irop. BoHa moeaHye MpPOCTOTY CHUHTAKCHUCY,
niaTpumMky OOIIL, po3mupeni GyHKITIOHAIBHI MOXKIMBOCTI pO3POOHUYNX CEPETOBHIIL
Ta 0araTto 1HILOTO, 1110 J03BOJIsA€ €()EKTUBHO MPALFOBATH HAJ| TPOEKTAMHU Ta 3a0e3meuye

SKICTh Ta THYYKICTb y PO3pOOIII.
3.2 CepenoBuie po3pooku Visual Studio

Cepenosuiiie po3pooku Visual Studio BBaKaeTbCsi OTHUM 3 HAUMOMYISPHIIITUX
1 IOTYKHUX 1IHCTPYMEHTIB ISl CTBOPEHHS ITPOTPAMHOTO 3a0€3MeUeHHs, BKIIOYA0UU
2D irpu (puc. 3.2). BoHo nponoHye mupokuii ciekTp PyHKIIIOHATBHUX MOKIUBOCTEH
Ta I1HCTPYMEHTIB, M0 POOWUTH HOr0 TEPEeBarol0 Mepen IHIIMMH CepeIOBHUIIAMHU
PO3POOKH.

[To-nepmie, Visual Studio Hagae noTyxHY MIATPUMKY MOBH TiporpamyBaHHs CH#,

gKa € OJHIEI0 3 HAMOUIbII MOIIMPEHUX MOB JJIi PO3poOKu irop. IHTerpoBana

2024p. Msnazeneus M. /1. 121 — KPb.1 —408.22010814



33
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migtpumka C# B Visual Studio 1o3Bodsie JIETKO CTBOPIOBATH, peIaryBaTH,
HaJIaro/KyBaTH Ta BIJIar0/KyBaTH KOJI 'pH, BUKOPUCTOBYIOYH OaraTi pyHKIIIOHAJIbHI
MOKJIMBOCTI MOBH, TaKi SIK 00’ €KTHO-OpI€EHTOBAHE MPOTpaMyBaHHs, IeJIeraTH, Ol Ta
1HIITI.

Visual Studio Hamae moTyXHI THCTPYMEHTH MJisi YIOpPaBIIHHS IMPOEKTOM Ta
301pKH, JO3BOJISIIOYM CTBOPIOBATH PI3HOMAHITHI THUIHU MPOEKTIB, Taki sK 010J10TEKH
KJIaciB, MOJTYJIi, KOMIIOHEHTH Ta 1HIII, IO CIIPUsE OpraHi3allii mpoeKTy po3pooku 2D
TPH.

Opnum 3 BaxiuBux nepeBar Visual Studio € #oro mnortyxkHa cucrema
HAJAaro/KeHHsI, fKa J103BOJisi€ €(EKTHUBHO BIJIArOJKYBaTH TPy, BUSIBISATH Ta
BUITPABIIATH TTOMUJIKH, TIEPEBIPATH 3HAYEHHS 3MIHHUX TOIIIO.

Kpim Toro, Visual Studio mae inTerpartito 3 pi3HoMaHITHUMHU (HpeMBOpPKaMU Ta
0101110TEeKaMH, SIKI IIMPOKO BUKOPUCTOBYIOTHCS B Tally3l pO3pOOKH 1rop, TAKUMHU SIK
Unity. [{e nae MOXIMBICTh BUKOPUCTOBYBATH MOTY>KHI QYHKLIT UX (PPEAMBOPKIB JIS
ctBopeHHs 2D irop.

TakoX BaKJIMBO BIA3HAYMTH aKTHUBHY CHIJIBHOTY PO3POOHHMKIB, sIKa MIATPUMYE
Visual Studio 1 Hamae Oe3miu pecypciB, (GOpyMiB, MIIAPYYHHUKIB, OJOrIB Ta 1HIIUX
JOKEpeNn JUIS OTpUMAaHHS JIOTIOMOTH, BIJMOBIACH Ha 3alUTaHHSA Ta TOpaj Bif
JOCBIAYEHUX PO3POOHUKIB.

3aranom, BukopuctanHs Visual Studio mis po3pobku 2D irop mae Gesniy
nepeBar, BiJl IUPOKOT0 HA00py (PYHKITIOHAIIBHUX MOKIUBOCTEH Ta IHCTPYMEHTIB 0
MOTY>KHOT CUCTEMH HaJaro/KEHHs Ta IHTErpaiii 3 pi3HOMaHITHUMU (PpeiMBOpPKAMH.
Ile cepemoBuie po3poOKM Hagae BCl HEOOXIMHI 1HCTPYMEHTH [IJIi CTBOPCHHSI

BUCOKOsIKiCHUX 2D irop.
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Pucynok 3.2 — Intepdetic Visual Studio

3.3 Pymiiii 17151 po3po0xu Bigeoirop Unity

Unity BBaXa€eThCS OJTHUM 3 HAMMOMYJISIPHIIIKUX PYLIiB JUIsl pO3pOOKH 1rop 1 Mae
6e3m14 mepear, ocoouBo y chepi ctBopeHHs irop. Ock KiIbKa KIIOUOBUX TEpeBar
Unity (puc. 3.3):

Kpoc-mardopmenicts: Unity 103BoJsie po3poOsiTH 1rpH, SIKI MPALIO0Th Ha
pi3HuX miatdopmax, Bkimodaroun Windows, macOS, Linux, 10S, Android Ta iamii. e
3a0e3neuye MIUPOKE OXOIUICHHSI ayAMTOpli 1 JI03BOJISIE PO3MOBCIODKYBATH TPy Ha
PI3HHX MPUCTPOSIX 0€3 HEOOX1THOCTI TTePENUCyBaHHS KOY.

['otoBi kOoMIOHEeHTH Ta pecypcu: Unity Hajgae BENMKY KUIBKICTb TOTOBUX
KOMITOHEHTIB, PECYpCiB Ta 1THCTPYMEHTIB, SIK1 MOJIETHIIYIOTh MPOIEC CTBOPEHHS T'PH.
Hampuknan, Bu MOkeTe BUKOPUCTOBYBaTH TOTOBI 2D ¢izuuni pymii, cuctemu
aHiMallii, CHCTEMU YAaCTMHOK, CUCTEMHU KOJNI31i Ta 1HII, IO J03BOJIIE MPUCKOPUTU
MpoI1iec po3poOKH Ta CTBOPUTH mpodeciitai rpadiuHi eheKTH.

Jlerkicte Bukopucrtanus: Unity mae IpykHii iHTepderic KOpUCTyBada, KU
JI03BOJISE JIETKO PO3YMiTH Ta TPAIIOBATH 3 yciMa acmeKkTaMu po3poOku rpH. Horo

iHTepdenc CKIanaeThesa 31 3pYyYHUX MaHeed, BIKOH Ta pPeJakTOpiB, IO JTO3BOJIE
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Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

Bi3yaJbHO HAJAIITOBYBATHU rpadiduHi 00’ €KTH, HANAIITOBYBaTH (Pi3UKY, CTBOPIOBATU
CKPHITH, YIIPABJIATH CIICHaMHU Ta 0arato iHIIoro.

MoBu mnporpamyBanus: Unity miaTpuMmye Kilbka MOB NpPOTpaMyBaHHS,
Broyaroun C#, ska € OJHI€I0 3 HAWUIOMIMPEHINNX MOB y Taily3l po3poOKH irop.
Buxopuctanass C# 103BoJisie BaM BUKOPUCTOBYBATH BCl MOTY)KHI MOXKJIMBOCTI LI€i
MOBHU JIJIsl CTBOPEHHSI CKJIATHOT JIOT1KM I'pU Ta B3a€MO/IIi 3 iHIUMU cucteMamu Unity.

Benuka cninsHOTa po3poOHUKiB: Unity Mae MIMPOKY Ta aKTUBHY CIUIBHOTY
PO3pOOHUKIB, sIKa HAJA€ MOPad, PO3B’A3y€ MPOOJIEMU Ta HAJA€ BEJIUKY KIJIbKICTb

pecypciB 71l PO3BUTKY HABUYOK B PO3POOIII IPH.

Unity

Pucynok 3.3 — Jlorotun Unity

Unity € TOTYXHUM Ta THyYKUM IHCTPYMEHTOM JIJIsl PO3POOKHU 1rop, SIKUW HaJlae
BC1 HEOOXITHI pPecypcH I peanizallii TBopuux iaeu. Biaminui rpadiuni MOXKIMBOCTI,
MIATPUMKa Oaratbox IUIATGPOpPM, PI3ZHOMAHITHICTh IHCTPYMEHTIB ISl poOOTH 3
aHIMallisIMH, 3BYKOM Ta 1HTepdencoM, a TaKOX BEJIMKa CHUIBHOTA PO3POOHHKIB
poosisite Unity dynoBUM BHOOpPOM SK JIJIsi MOYATKIBIIB, TaK 1 JJIsl JOCBIIUEHUX

PO3pPOOHUKIB.
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Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

[Ticns BctanoBnenHss Unity mocTtae HEOOXIAHICTH BCTAHOBUTH OJHY 13

3aMpONOHOBAHUX MOTO BEPCiH, a MiCIisd IbOIO CTBOPUTH HOBHUM MPOEKT.

Unity Hub 3.8.0

New project
Editor Version: 2022.3.30f1 |urs

All templates

Core
2D (Built-In Render Pipeline)
Sample Core
Learning
3D (Built-In Render Pipeline)
Core

Universal 2D
Core

2D Mobile
Core

Universal 3D

Read more

Project name

My project

Create project

Pucynox 3.4 — BikHO CTBOpPEHHS IOPOKHBOTO 3aCTOCYHKY 1Sl pymrist Unity

= Hirarchy
+
=] SampleScens

Pucynok 3.5 — Bikno pymris Unity

CnovaTky BHOMpaeMoO MIA0JIOH TpH, Ta MPUAYMAEMO Ha3BY MJIs MPOEKTY (HE
caMoTo JI0JaTKy) 1 00patu narky, ae Oyxae 36epiratucs rpy (puc. 3.4). Ilicns uporo, y
B Unity BIIKpUTOMY MpOEKTi, O0a4yMMO KiJIbKa OCHOBHHX BIKOH, MIKTOrpam Ta

napameTpiB (puc. 3.5).
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— Hierarchy: 3a3Buuvail TyT BigoOpakaeTbCsl JTOBFUMH CHHCOK YCIX IpOBUX
00’ekTiB y cueHi. lle monermiye momryk KOHKPETHOTO OO0’€KTa JJisi 3MIHH HOTo
BJIACTUBOCTEHN ab0 J0/JaBaHHSI KOMIIOHEHTIB.

— Scene: 1le Haitb1IbIIIe BIKHO, 3a3BUYail pO3TalllOBaHE MTOCEPEAMHI, /I MOKHA
NeperisiiaTd MOTOYHUN piBeHb I'pu ab0o MeHo. TyT MOKHa BUIBHO MEpeMIIIaTH,
MaciTadyBaTH Ta 3MIHIOBATH pO3MipHu 00’ €KTIB 3 i€papxii.

— Game: Y 1boMy BiKHI 0auuMO TPy 3 TOYKH 30py KaMepH, 1 HE MOXKEMO
MepeMIITyBaTH 00’ €KTH.

— Asset Store: Lle BIKHO MICTUTbh MarasuH akTUBIB JJI1 PO3POOHUKIB.

— Inspector: [Ticns BuGopy 00’ €kTa 3 i€papxii, B IbOMY BIKHI MOXKHA 3MIHIOBAaTH
HOro BJIACTHBOCTI, JOJABATH CKPUITH, 3MIHIOBaTH pO3MIp, MEpEMILIyBaTH Ta
J10J1aBaTH TOTOB1 KOMIIOHEHTH.

— Project: Lle BikHO 3a3BM4aiil pO3TalllOBaHE BHU3Y Ta MICTUTh BC1 HasIBHI CLIEHH,
3BYKH, NANlKH, 300pakeHHs, aHiMalii Touo. TyT MOXHa CTBOPIOBATH HOBI CLIEHApIi
CH#.

— Console: TyT moka3yoThbCsi TOMUJIKH, MOTEPEPKEHHS Ta 1HIII MOB1IOMJICHHS

BIJl peIaKTopa.
3.4 CTBOpeHH clleH, cKpunTiB Ta 00’ekTiB B Unity

I[Mporiec cTBopeHHst HOBOI ciieHH B Unity mosisirae y mepexoi 10 MeHio «File,
ne xopuctyBau BuOupae «New Scene» (puc. 3.6). CiieHa € OCHOBOO JJIT PO3POOKH
irop B Unity 1 Moxxe MICTHUTH pi3HI 00’ €KTH, Takl SIK repoi, BOPOTH, AEKOpaIlii,
OCBITJICHHSI, 3BYKM Ta IHIII €JIEMEHTH, HEOOXIJHI JUIsi CTBOPEHHS 1rpOBOIO
CepeIOBHUIIIA.

JlonaBaHHs 00’€KTIB JI0 CIICHHU € BOKJIUBUM aCTEKTOM PO3POOKH irOp y IIbOMY
pyurii. O0’€KTH MOXKHa CTBOPIOBATH BPYYHY, IMIIOPTYBATH 3 30BHIMIHIX JHKepen ado
Opatu 3 BOymoBaHoro MmarasunHy «Asset Store». Jlns cTBOpeHHsS HOBOTO 00’€KTa

notpidHo meperitu B MeHio «GameObject» 1 BuOpaTu THI 00’ €KTa.
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_MainMenu

Pucynok 3.6 — Cuenu Unity

O6’extu B Unity MarTh pi3HI BJIACTUBOCTI, SIKI MOXXHa HaJaIlITOBYBAaTU 3a
JIOTIOMOT'OI0  1HCIIeKTOpa. BilacTUBOCTI BKIIIOYAIOTH IMapaMeTpH, Taki SK MO3UIIis,
pO3MiIp, KOJIp, TEKCTypa, MaTepiai, (pi3uyH1 BIACTUBOCTI Ta 1HIII.

VYcmiHa po3poOKa rpu BUMarae He JUIIe CTBOPEHHS Ta PO3MIIIEHHS 00’ €KTIB,
ajyie ¥ KOHTPOJIIO 32 IXHBOIO MOBEIHKO0. /ISl 1bOro MOTPIOHO MUCATH CKPUIITH, SIKI
BU3HAYAIOTh, IK 00’ €KTH B3a€EMO/IIFOTh OJWH 3 OJHUM Ta 3 I'POBUM CEPEIOBUIIIEM.

Opniero 3 GyHIaMEHTAIBHUX 4YacTUH po3podku B Unity € mporpamyBaHHS.
Unity BHKOpPUCTOBYE MOBY TmporpamyBaHHsi C# nJis CTBOPEHHS CKpPUMTIB, IO

KOHTPOJIIOIOTh MOBEIIHKY 00’ €KTIB B IrPOBOMY CEPEOBHIIII.

Scripts » Player

PlayarAtta... PlayarMov...

Pucynok 3.7 — C# ckpuntu

C# € 00’€KTHO-OpPIEHTOBAHOKO MOBOIO MPOTpaMyBaHHS, sIKa € MOMYJSPHOIO B
1HIYCTpli pO3pOOKHU 1rop 3aBISKH CBOiM I'HYYKOCTI, OTY>KHOCTI Ta 3pO3yMIJIOCTI. 3a
JOTIOMOT'OI0 111€1 MOBH PO3POOHUKH MOKYTh CTBOPIOBATH BUCOKOSAKICHI CKPUITH IS
B3a€MO/IIT 3 pI3HUMU KOMITOHEHTAMH TPH.

[Tporec mporpamyBanHs B Unity MOYMHAETHCS 31 CTBOPEHHSI HOBOTO CKPHUITY

gyepe3 MeHIo «Assets», «Create», a motim «C# Script» (puc. 3.7). HoBuit ckpunt MoxHa
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MpHUeTHATH 10 00’ €KTa B IrpOBIiH CIIEH], IEPETATHYBIIY HOTo Ha 00’ €KT y BikHI1 lepapxii
a6o yepe3 [HcnekTop.

YcepenuHi CKpuNTa BU3HAYAIOTHCS METOMAM, SIKI MPEACTABIAIOTH Mii, L0
BUKOHYIOThCS ~ 00’ektoM.  Hampmkmanm, wmetomm — «Start» T1a  «Update»
BUKOPHCTOBYIOTHCS JIIsl BAKOHAHHS KOJly Ha eTarnax Mo4yaTKy IpH Ta IiJl 4ac KOXKHOTO
KaJIpy BIAMOBIIHO.

3.5 MeToauka TecTyBaHHsI irop

TectyBanHs irop - 1e mpouec MepeBipkd (YHKIIOHATBHOCTI, TEHMILIEIO,
rpadiku Ta IHIIUX aCTIEKTiB TPH 3 METOIO BUABIICHHS IIOMUJIOK, YIOCKOHAJICHHS TPH Ta
3a0e3MeyeHHs] BUCOKOI SIKOCTI MPOAYKTY. TecTyBaHHS TaKoXK MOAUISETHCA Ha Pi3HI

MPUHIUIIN TeCTyBaHHs (puc. 3.8).

SOFTWARE <
TESTING Tl * TEsTiNG
PRINCIPLES

dependent

Pesticide Defect
paradox clustering

Pucynox 3.8 — [IpuHnumm tectyBaHHS
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1. ®dyHKIIIOHAIBHE TECTYBAHHS:

- IlepeBipka OCHOBHUX (DYHKIIIM I'pH, TAKUX SIK KEPYBaHHSI IEPCOHAKEM,
3110HICTh B3a€MO/I11 3 OTOYEHHSIM, BUKOHAHHS 3aBJaHb TOIIIO.

- TectyBanHs (yHKIIIOHATFHOCTI MOKE BKIIIOUATH MEPEBIPKY MEHIO,
HaJallTyBaHb, IHBEHTAPS, CUCTEMH 3JI0POB’S TOIIO.

2. TecTyBaHHS TeUMILICIO:

- OniHKa 3araJibHOro Bpa)X€HHs BiJl TpU, OaJIaHCy M1k PiIBHEM CKJIQJHOCTI Ta
3aJI0BOJICHHSIM, €MOLIIHOT 3aJIy4€HOCTI1 TPaBIIsl.

- IlepeBipka piBHIB, CLIEHAPIiB, KBECTIB Ta IHIIUX €JIEMEHTIB, SIKl BIUTMBAIOTH Ha
TEHMILIEH.

3. TectyBaHHS CyMiCHOCTI:

- BunpoOyBaHHs rpy Ha pI3HUX MPUCTPOAX (KOMII 10TE€paxX, KOHCOJSIX,
MOOUIBHUX TIPUCTPOSIX) TA OTMEPALIMHUX CUCTEMAX.

- IlepeBipka B3aemoiii rpH 3 pi3HUMHU KOH(DIrypauisiMu o0JaHaHHS Ta
JIpariBEpaMH.

4. TecTyBaHHS MEPEXKIi:

- [lepeBipka cTaOUTLHOCTI MEPEIKEBOTO 3’ €THAHHS Ta 3aTPUMOK TP OHJIAMH-
rpi.

- TectyBanHs1 0OOMIHY JaHUMU M1X I'paBLSIMH, CHHXPOHI3aLlli MOA1N TOLIO.

5. TecTyBaHHS Ha BIJIMOBIIHICTb BUMOTaM:

- IlepeBipka TOro0, UM Bi/IMOBIJIa€ TPpa BCTAHOBJICHUM BUMOTaM JI0
(YHKI10HATBHOCTI, MPOAYKTUBHOCT1, CYMICHOCTI TOILO.

- BukoHaHHs TECTyBaHHS Ha PI3HUX €Tarax po3poOKu s 3a0e3neueHHs
BIJIMOBIAHOCTI BUMOTaM 3aMOBHHUKA Ta CTaHJapTaM raiy3i.

6. TecTtyBaHHs Oe3MeKH:

- BusiBneHHs Ta BUNpaBiICHHS MOTEHLIMHUX BPA3JIMBOCTEH, K1 MOXKYTh OyTH
BUKOPHUCTaHI1 JJIsl 3JI0MYy I'py 200 MOPYUIEHHS! TPUBATHOCTI IPaBLIiB.

- TectyBaHHS Ha HasABHICTh Bpa3IUBOCTEN y BOY/IOBaHUX CUCTEMaX 3aXHUCTY,

TaKHX K aHTUBIPYCHU Ta (HhaepBOIIH.
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7. TectyBaHHs JOKaJi3allii:

- [lepeBipka KOpEKTHOCTI IIEpEKJIA/IIB TPY HA PI3HI MOBHU Ta aJarnTarlii
iHTep(elicy 10 MiCIEBUX KyJIbTYPHUX OCOOTUBOCTEH.

— OriHKa 3p03yMIJIOCTI Ta MPUHHATHOCTI MIEPEKIAIB I MICIEBUX ayIUTOPIM.

8. TectyBaHHS NMPOAYKTUBHOCTI:

- BuMiptoBaHHsI POAYKTUBHOCTI TPU HA PI3HUX MPUCTPOSX Ta KOHPITyparisx
oOJ1aTHaHHS.

- BusiBnenns npo6iieM 3 BUTPATOIO pecypciB (I1aM’4Ti, mporecopa, rpadiku) Ta
ONTHUMI3allisl IS T1ABULIEHHS TPOYKTUBHOCTI.

9. TecTyBaHHS CTaOLIBHOCTI:

- [lepeBipka CcTIMKOCTI I'pH 110 300iB, BATOKY IaM ’ATi, MaJiHb YU THIITUX
npo0JieM, 1110 MOXKYTb BIUIMHYTH Ha JIOCBIJ TPABIIS.

- BusiBneHHs Ta BUNpaBiIeHHsI IPOTPAMHUX IIOMUJIOK Ta BPa3IMBOCTEH, K1
MOKYTh MIPU3BECTU O HEKOPEKTHOI pOOOTH TPH.

[{i METOAMKN MOXKYTh BUKOPHCTOBYBATHCSI OKPEMO a00 B MO€AHAHHI 3aJI€KHO
BiJl KOHKPETHHX BHUMOT Ta OcCOOIMBOCTeH Tpu. BaxmuBo, mo0 TecTyBaHHS Oyio
CUCTEMaTUYHUM, 1 POBOAMIIOCS HA PI3HUX €Tanax po3poOKH, 1100 BUSBISATH NOMUIIKH

Ha PaHHIX CTaisfX Ta 3aM00IrTH 1X MONIUPEHHIO B KIHIIEBIH BepCii IpU.
BucHoBKkH 10 po3ainy 3

VY po3naini 3 6ys10 mpoBeIeHO aHaI3 KITFOYOBHUX IHCTPYMEHTIB Ta TEXHOJIOTIH 17151
po3poOku irop, Takux sik .NET (30xkpema moBa nporpamysanusi C#), Visual Studio Ta
Unity. MoBa nporpamyBannst C#, 3a0e31euytou MpOCTOTY CHHTAKCUCY Ta MIATPUMKY
00’€KTHO-OpPIEHTOBAHOTO TMPOTpaMyBaHHS, € KIIOYOBOIO JUISI PO3POOKH 1rop y
cepenoBuii .NET. Visual Studio, sik moryxhHe cepenoBuile po3poOKH, CIpHUse
3pYYHOCTI Ta TMPOAYKTHUBHOCTI 3aBASKUA IHTETpoBaHid miarpumili MmoBu CH#,
IHCTPYMEHTaM YIIPaBIIHHS IPOEKTOM Ta CUCTEMI HalarokeHHs. Y Toit ke yac Unity
BUPIZHIETHCS CBOEK  KPOC-IIIAT(MOPMEHICTIO, TOTOBUMHM KOMIIOHEHTAMH Ta

pecypcaMu, JETKICTIO BAKOPUCTAHHSI Ta MIUPOKOIO CIUTHBHOTOK PO3POOHUKIB.
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PosrisHyBImmM 1i TpW KJIIOYOBI KOMIIOHEHTH, MOXXHA BHU3HAYWTH, IO BUOIp
3aNIeXKuTh Bl noTped Ta crnenudiku npoekty. Bukopuctanus .NET 3 moBoio C# B
Visual Studio Mmoke OyTH i1eaTbHUM JJIs1 OUTBIN TPATUIIIHHUX, CKIIATHUX ITPOEKTIB, 1€
BKJIMBA MPOAYKTUBHICTh Ta MacIITaboOBaHICTh. 3 iHImoro 0oky, Unity 3abe3meuye
IIBUJIKICTh TTOYaTKy POOOTH, 3pYUHICTh Y BUKOPUCTAHHI Ta TOTOB1 KOMITIOHEHTH, IO
pOOUTH HOTO TPUBAOIIMBUM IS MIBUIKOTO MPOTOTUITYBAHHS Ta PO3POOKH irop.

OTxe, Ha OCHOBI XapaKTEPUCTHK Ta MepeBar KOXKHOTO 3 IHCTPYMEHTIB MOXKHA
e(peKTUBHO BHOpAaTH HAWOLIBII MIAXOASAIIMM 17 KOHKPETHOIO  IPOEKTY,

3a0e3neuyroun yCHilHy Ta €(eKTUBHY pO3pOOKY I'pH.
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4 ITIPOI'PAMHA PEAJII3BALIA ITPOBOI'O 3ACTOCYHKY

4.1 PeaJrizanis roJIOBHOI0 MEHIO

JI1si CTBOpEHHSI TOJIOBHOTO MEHIO 3 JIBOMa KHomkamu «I'patm» Ta «Buxim»,
J0J1aBaHHs OEKrpayHAy Ta TEKCTY 3 Ha3Bowo Ipu B Unity, BUKOHYEMO HACTYITHI KPOKU
(puc. 4.1).

Creprry CTBOPIOEMO HOBY CIIEHY JUTsl TOJIOBHOTO MEHIO. 30epiraeMo Io CIieHy
B mammi «Scenes» i HasmBaemo 1i «MainMenu». Ilicaa mporo momaemo Canvas,
HaTHUCKa4M NpaBoro kHomKo mutli B Hierarchy 1 Bubuparoun Ul > Canvas. Canvas
€ KOHTeHHEPOM JIJIsl BCI1X €JIEMEHTIB 1IHTepdeiicy.

Honaemo OekrpayHpa Juisi rosioBHOro MeHio. B Canvas HaTHCKaeMO TMPaBOO
KHOTKO Muti, Buoupaemo Ul > Image i HazuBaemo 1ieit enement «Background». V
BikHI Inspector mms Background BuOupaemMo 300paykeHHs, SKE XOYEMO
BUKOPUCTOBYBAaTU $K (POH, 1 HAJAIITOBYEMO pO3MIp 300pa)KeHHs, 1100 BOHO
3aIMOBHIOBAJIO BECh €KPaH.

Honaemo Tekct 3 Ha3Boro rpu. B Canvas HaTHCKaeMO TIPaBOO KHOIMKOKO MHUIII,
BuOupaemo Ul > Text i HazuBaemo 1ieit enement «GameTitle». V Bikni Inspector
BBOJIUMO TEKCT, SIKUH Oyne BijoOpakaTH Ha3By I'pH, Ta HAJIAIITOBYEMO HOTO MIPUPT,
po3Mip 1 Kouip. Po3MmilryeMo TEKCT y BEpXHiil YaCTHHI EKpaHy.

Honaemo kHomky «['patu». B Canvas HaTHCKaeMO TPaBOIO KHOIMKOK MHUIIIL,
BuOupaemo Ul > Button i HasuBaemo 1ieit enement «PlayButton». ¥ Bikui Inspector
3MIHIOEMO TEKCT KHOmkM Ha «I'patu». [ng uporo posropraemo PlayButton,
BuOHpaemo Text 1 3MiHIOEMO TEKCT y BikHI Inspector. Po3minyemMo KHONKY B IIEHTp1

€KpaHy.
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Pucynox 4.1 — I'ojioBHE MEHIO

Jlomaemo xkHoOmKy «Buxim». Komitoemo PlayButton, BcTaBmsemo #oro i
Ha3uBaeMo HoBwii eneMmeHT «EXxitButton» (puc. 4.2). 3MiHIOEMO TEKCT KHOMKH Ha
«Buxin» aHajoOriyHO MONEPeTHHOMY KpOKy. Po3MillyeMO KHONKY i KHOIKOIO
«I'patm».

CrBoproemo C# CKpUNT JJIsl KEPyBaHHS T'OJOBHMM MEHIO 1 Ha3MBAaEMO HOTO

«MainMenu» (puc. 4.3).

rTint

n {Image)

Automatic

Visualize

MenuManager.PlayGame

Pucynox 4.2 — Knomka mouatky rpu
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PlayGame()

Application.LoadlLevel("Levell”);

Exit()

Application.Quit();

Pucynok 4.3 — MenuManager ckpurt

Konu rosoBHEe MEHIO I'pu rOTOBO, MOYKHO MEPEXOJUTH 0 CTBOPEHHS PIBHIB,

reposi, Ta BOPOTIB.
4.2 Peajnizanisi KepyBaHHSI T€POEM

Jlnst cTBOpeHHST MoJieni TpaBlsg MOTPiOHO cTBOopuTH 2D Mojenb rpaBis 4d
iMmnopryBaTs ii B ipoekT Unity 3 3aBanTakeHux 0Oi0miorex (puc. 4.4). Ilicis nporo
MEePETATHITH MOJIEh Ha clieHy. Ko Moaenb 3HaXOAUThCS Ha CIICHI, CTBOPITH HOBY
nanky B MpOeKTi, Hanpukiaa, «Prefabs», i mepeTsaraiTe Moieb 31 CIIEHH B IO MAIKY,
100 cTBOpUTH Tpedad.

.08 .
e Dragon Warrior (Free) Impart  Re-Download

1.0 - September 07, 201

Overview

Font and 1018

Sunny Land 11 B3 Supported Unity Ver

Pucynok 4.4 — 3aBanTa)keHi aceTu

Acetu B Unity - 11€ pecypcu, sSiKki BUKOPUCTOBYIOThCS JIJIsI CTBOPEHHS Tpu. BoHu

MOXKYTb BKJIFOUATH 300pakeHHs, 3BYKH, Bizieo, 3D-Moxeni, Tekctu, mpudtu, aHiMaiii
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Ta iHIIe. ACETH BaKJINBI, OCKIJTLKA BOHHU JO3BOJISIOTH PO3POOHHKAM CTBOPIOBATH Ta
penaryBaTy pi3HOMaHITHI 00’ €KTH Ta epeKTH y Tpi 6€3 HEOOX1JHOCTI HAITMCAHHS KOTY
3 HyJIs1 @00 CTBOPEHHS PECYpPCIB BPYUHY.

Bukopucranas aceTiB A03BOJISIE PO3POOHUKAM IIBUAKO MPOTOTUITYBATH 17€i,
IIBUJIKO 3MIHIOBaTH BUTJISAA Ta (DYHKIIOHAIBHICTh TPH, a TAKOXK IOJIETIIYE CIUIBHY
poOoTy po3poOHHKIB Ta Au3aitHepiB. KpiMm TOro, aceTu MOKyTh OyTH BUKOPUCTAH1 JJIsI
CTBOpEHHS 0aratbox e(eKTiB, TAKUX SK aHIMaIlis, OCBITJICHHS Ta 3BYKOB1 e(DEeKTH, 110

J0JIa€ TPl peai3M Ta IMMEPCIIo.

T

N 4

Pucynok 4.5 — Prefab rpaBus

JlonaeMo HeOOX1JHI KOMIIOHEHTH 10 npedady rpasus (puc. 4.5). Bubupaemo
npedad rpaBis y BikHI ciieHd. Y Bkiaami Inspector Hatuckaemo Add Component i
nonaemo kommnoHeHT Rigidbody, sikuii Biamosinae 3a pizuky 06’ exTa.

HanamroByemo mapaMeTpu KOMIIOHEHTa, Takli $SK Maca 1 rpasiTaulis, 3a
notpeboro. Jlami nmomaemo kommoHeHT Collider, nanpuxmnan, Capsule Collider, mis
00poOkwu 31TKHEeHb. HanamroByemo po3Mip 1 hopmy Komaitaepa BiAMOBITHO O MO
rpaBug. s a"imarnii goaeMo KOMIIOHEHT Animator Ta MpU3HAYaeEMO KOHTPOJIEP

aHIMaIlii, SKui BIAMOBIAE 3a aHIMAIIIMHI IEPEXO0/IU 1 CTaHy.

2024p. Msnazeneus M. /1. 121 — KPb.1 —408.22010814



47

Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

ate ()
horizontalInput = Input.GetAxis("Horizontal");
if (horizontalInput > ©.81f)
transform.localScale fector3.one;

else if (horizentallnput - 01f)
transform.localScale = Veetor3(-1, 1, 1);

anim.SetBool(" horizontalInput != 8);
anim.SetBool("grounded", isGrounded());

if (Input.GetKeyDown(KeyCode.Space))
Jump();

if (Input.GetKeyUp(KeyCode.Space) && body.velocity.y > 8)

body . velocity = 2(body .velocity.x, body.velocity.y / 2);
if (onWall())
i

body .gravityScale = 8;

body.velocity = Vectorl.zero;

}

body .gravityScale = 7;
body.velocity = Vector2(horizontalInput * speed, body.velocity.y);

if (isGrounded())
f

coyoteCounter = coyoteTime;
jumpCounter = extralumps;

coyoteCounter —= Time.deltaTime;

Pucynok 4.6 — PlayerMovement ckpunt

o6 nomaTH JIOTIKY pyXy, aTaKu Ta YIPaBIiHHSA 310pPOB’sIM, CTBOPIOEMO HOBUI
C# cxpunr i Ha3uBaemo ioro PlayerMovement (puc. 4.6). Y boMy CKpHIITI CITOYATKY
CTBOPIOEMO JIOTIKY 1t pyxy. [ns mporo oO6poOsieMo BBEIEHHS 3 KjaBlaTypu Ta
3MIHIOEMO IIBHJIKICTh 1 HalpsIMOK PyXYy TpaBiisi, BUKOPUCTOBYIOYM KOMIIOHEHT

Rigidbody. /lomaemo moBOpOT TpaBiis y HAPSIMKY PyXYy.
4.3 Peantizanisa aTaku rpaBus

Jam peanizyemo Joriky araku. [lomaemo meronm juisi oOpoOKM BBEACHHS 3
KJaBiaTypu abo MMl JJsi aTaku. BukopuctoByemo mnpedad cHapsay abo 1HIIOro
00’ekTa aTaku, 100 CTBOPIOBATH MOr0 €K3EMIUIApU IMiJi Yac aTakd, 1 3a7JaEMO

MOYATKOBY MIBUIKICTH I CHapsay (puc. 4.7).
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_—

Pucynok 4.7 — Prefab cuapsimy

Crnepiry ctBoproemo mnpedad cHapsgay. CTtBoproemMo HOBHHM 2D 00’€KT, KUt

Oyle HallMM CHapsaoM, Hampukiaz, chepy. HamamroByeMo po3mip 1 30BHILIHIN

BUTJISITT CHApsTy BiAnoBiaHO A0 nmotpeld. lomaemo kommoneHT Rigidbody go cHapsay

st 3a0e3rneueHHst Qi3uuHOi B3aemonii. HamamroByemo mapametpu Rigidbody,

30KpeMa BHMHMKAa€EMO BHKOPHCTAHHS TIpaBiTalii, KO Le HeoOxigHo. JlomaeMo

Animator ta Box Collider 2D.

2024p.

ake()

anim = GetComponent<Anin
boxCollider = GetCompon

b

if (hit) return;

t movementSpeed = speed * Time.deltaTime * direction;

transform. Translate(movementSpeed, 8, 8);

lifetime += Time.deltaTime;
if (lifetime > 5) gameObject.SetActive(false);

) collision)

hit = true;
bexCollider.enable
anim.SetTrigger(

if (collision.tag == "Enem
collision.GetComponent Lth>().TakeDamage(1) ;

id SetDirection(fleat _direction)

lifetime = @;

direction = _direction;
gameObject . SetActive(true);
hit = false;
boxCollider.enabled = true;

float localScaleX = transform.localScale.x;
if (Mathf.Sign(localScaleX) != _direction)
localScaleX = -localScaleX

transform.localScale = new V 3(localScaleX, transform.localScale.y, transform.localScale.z);

gameObject . SetActive(false);

Pucynok 4.8 — Progectile ckpunt
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Y meromai Update momaemo niepeBipKy Juisl BBEISHHS 3 KJIaBiaTypu a00 MUTII JIs
ataku (puc. 4.8). lonaemo HoBwmii Metoa Attack, sikuii Oyie CTBOPIOBATH €K3EMILISAP
CHapsALy 1 3a/laBaTd WOMY MOYATKOBY IIBUIKICTb. BUKOPHCTOBYEMO KJIABIIy MHIII
JUIS aTaKH.

Tenep npu HaTHUCKaHHI KHOMKHU MU (200 I1HILIOTO 3a/IaHOTO BBOJY) TPaBellb
Oyae CTpUIATH CHApsAAOM, SIKHH pyXaTUMEThCS B HAIpPsIMKY CIIABHY 3 3a/1aHOI0
mBuakictio. lle 3abe3nedyye 06a30By (PYHKIIOHANBHICTh aTakKu, SIKy MOXHa Jali

HAJTAIITOBYBATH 1 pO3UIMPIOBATH BIAMOBITHO 0 MOTPEO TpH.
4.4 Peanizauisi irpoBoro piBHst

CroyaTKy CTBOPIOEMO MOjedi OJIOKIB y Mporpami JJis MOJIETIOBaHHS a0o
BUKOPHUCTOBYEMO BOy0BaH1 iHCTpyMeHTH B Unity m1st iiporo. Lli Mmoiesni MoXyTh MaTH

pi3Hi popMH Ta pO3MIpHU B 3aJICKHOCTI BiJl KOHIIETIIT Hamoi rpu (puc. 4.9).

Pucynok 4.9 — Tekctypa 3emii

[Ticnst cTBOpeHHsT MoAenel iMnopTyeMo ix y mpoekT Unity 1 mepetsryemo Ha
cueny. Po3mingyemo 6:10ku Tak, o0 BOHU YTBOPIOBAIM 0a)xkaHy CTPYKTYpPY ITPOBOTO
piBHSI, BUKOPHUCTOBYIOUM Pi3HI po3Mipu Ta (OpMHU AJii CTBOPEHHS IIIKABOTO Ta

pizHOMaHiTHOTO JanamadTy (puc. 4.10).

Pucynox 4.10 — CtpyTypa irpoBoro piBHs
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[Ticnst po3mitieHHsT OJIOKIB Ha CIIEHI JOJAEMO KOJIAWIEPH 0 KOXKHOTO OJIOKY,
mo6 3a0e3neunTH B3aeMOJil0 TpaBls 3 HUMU. Komalizepu BH3HaualoTh 00JacThb, 3
KOO MOYKE B3a€EMOJISITH TpaBellb, TOMY HAJIAIITOBYEMO iX TakK, 1100 BOHH BiAMOB1 1AM

dbopmi OJIOKYy.

Pucynok 4.11 — IlepeBipka B3aeMoii irpoka 3 610kamu

[Ticnst nopaBaHHS KojaiepiB nepeBipsieMO, YU MPaBUIIBHO B3a€EMOJIIE TPaBELb
3 OJIOKaMHM ITiJT 9ac TeCTyBaHHs irpoBoro piBHs (puc. 4.11). 3amyckaeMo CleHY Y
pEeXHUMI IPH Ta MEPEBIPAEMO, YU IPABELb MOKE B3a€EMOAISITH 3 OJIOKaMH BiAMOBIIHO JI0

OUiKyBaHb.
4.5 HanamryBaHHS KaMepH

s 3pydHoro remiviero TpeOa mpuB’sizath kamepy A0 rpasusd. Crnodarky
BHOUpaemo kamepy y BikH1 Hierarchy abo cTBoproeMo HOBY KaMepy, SIKIIO ii 111e HEMae
Ha ciieHl. BieBHIOEMOCS, [0 KaMepa 3HAXOJUThCSl Ha CIICHI pa3oM 3 TpaBlieM (puc.
4.12).

[Ticns uporo crBoproeMo HoOBUM C# CKpUNT, HANPUKIAJA, HA3UBAEMO MHOTO
CameraController, 1 BinkpuBaemMo Horo y perakTopi Koay. ¥ IIbOMy CKpPUITI OyaemMo

MUCATH JIOTIKY JJIsl PUB’SI3KK Kamepu 10 rpasis (puc. 4.13).
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ﬁzj +  Main Camera
= -
Tag MainCamera

++  Rect Transform

Camera
Audio Listener

v Camera Controller (Script)

rer (Transform)

Canvas Renderer

Add Component

speed;

ector3.zero;

Transform player;
aheadDistance;
cameraSpeed;

lookAhead;

te()

transform.position = Vector3(player.position.x + lookAhead, transform.position.y, transform.position.z);
lookAhead = Mathf.Lerp(lookAhead, (aheadDistance * player.localScale.x), Time.deltaTime * cameraSpeed);

MoveToNewRoom(Transform _newRoom)

currentPosX = _newRoom.position.x;

Pucynox 4.13 — CameraController ckpunt

[Ticns uporo 30epiraemMo 3MiHM 1 3amyckaemo Tpy B pexumi Play, mo6
MEepPEBIPUTH, YK KaMmepa MPaBWIBLHO Ciaye 3a TpaBieM. Kamepa MOBHHHA TUIaBHO
CJIITyBaTH 3a rpaslieM, 30epirarouu 3aganuii odcet 1 3a0e3neuyroun cTabuTbHAN OTJISIT

IT1]T Yac TpH.
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4.6 Peastizanis Boporis

Cnouatky ctBOproeMo 2D mozens Bopora Ta iMnoptyemo ii B mpoekt Unity
(puc. 4.14). Ilicnsg iMOOpPTYBaHHS MEPETATYEMO MOJEIH Ha CIIEHY 1 po3MilIyeMo ii B
OaxaHiii mouaTkoBii mo3uilii. CTBOPIOEMO HOBY IManKy B MPOEKTI, HANPHUKIAI,
«Prefabs», i mepersryemo Mozenb 3i CIIEHH B If0 Mamnky, mo0 cTBOpUTH mpedad

BOpOTa.

QL/ -

i

Pucynox 4.14 — Prefab Bopora

[ToTiMm momaemMo HEOOXiJHI KOMIIOHEHTH a0 Tpedady Bopora. Bubupaemo
npedabd Bopora y BikHi Hierarchy. ¥V BikHi Inspector nHatuckaemo Add Component 1
nopaemo kommnoneHT Rigidbody, sikuit Binmosigae 3a ¢izuky 06’ekta. HamamroByemo
napamMeTpu KOMIIOHEHTa, Takl sIK Maca 1 TrpaBiTailis, 3a morpeboro. Jlam momaemo
komrioHeHT Collider, wampukian, Capsule Collider, mms 00poOKM 3iTKHEHB.
HanamroByemo po3mip i popmy Komaiiaepa BiAMOBIIHO 10 MOJIENI BOpOra.

Jlnst maTpyiroBaHHS MICIIEBOCTI JTOJA€EMO JIBI TOYKH, SIKI BU3HAYATUMYTh
HaNpsSMKU NaTpyatoBaHHs Bopora. CTBoproeMo Bi mopoxkHi GameObject 1 Ha3UBaeEMoO
ix, Hanpukian, PatrolPointl 1 PatrolPoint2. Po3mimyemo 11 06’€kTH y BiKHI CIIEHU B
MICIISIX, JI€ BOPOT MMOBUHEH 3MIHIOBAaTH HAMPSIMOK PyXY.

Haii ctBoproemo C# CKpHUIT 1 T0JaEMO JIOTIKY maTpyioBaHHs (puc. 4.15). V
[OMY CKpPHIITI BU3HAYa€MO 3MiHHI JJI IIBUJIKOCTI PyXy, TOUOK MATPYJIIOBAHHS Ta

CTaHy BOpOTa.
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0

cooldownTimer += Time.deltaTime;

if (PlayerInSight())
{

if (cooldownTimer >= attackCooldown)
i
cooldownTimer = @;
anim.SetTrigger("meleeAttack");

if (enemyPatrol != )
enemyPatrol.enabled = !PlayerInsight();

PlayerInSight()

hit =

.BoxCast(boxCollider.bounds.center + transform.right * range * transform.localScale.x * colliderDistance,
boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z),
eft, @, playerLayer);

if (hit.collider != )
playerHealth = hit.transform.GetComponent<Health=();

collider !=

r.red;
(boxCollider.bounds.center + transform.right * range * transform.localScale.x * colliderDistance,
boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z));

if (PlayerInSight())
playerHealth. TakeDamage(damage);

Pucynok 4.15 — MeleeEnemy ckpurnt

J1y1st aTaku TpaBLIs 10JJa€MO TIEPEBIPKY HA HASIBHICTD IPaBIls B MEXKaX BUTUMOCTI
BOpora. SIKio rpaBellb 3HaXOAUTHCS B MOJI 30py BOpPOTra, 3MIHIOEMO CTaH BOpOTa Ha
aTaky Ta peajizyeMo pyX BOpora B HalpsiMKy rpasiis. Jlogaemo nepeBipky Ha BiJICTaHb
M1 BOPOTOM Ta TpaBlieM, 11100 BU3HAYNTH, KOJIM BOPOT TOBUHEH MOYATH aTaKy.

Jaii peanizyemo cucteMy 3710poB’st Bopora (puc. 4.16). V ckpunti no1aemo
3MIHHI JJI1 MAaKCUMaJIbHOTO Ta MOTOYHOTO 3/I0pOB’sl Bopora. Peanizyemo meton juist
3MEHIIEHHS 3J0pOB’S MPU OTPUMAHHI YIIKO/JKEHb 1 MEPEBIPKY, YU 3JI0pPOB’Sl HE
3MEHIIWIOCS J0 HyJd. SIKIIO 3I0pOB’S BOpOra BUUEPHAHO, BUKIMKAEMO METOJ, IO
00po0Jisie cMEpTh BOpPOTa, HAMPUKIIA, BIOOpaKeHHs aHIMaIlli cMepTi a00 BUIAJICHHS

BOpOra 31 CLEHHU.
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Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

TakeDamage( _damage)

if (invulnerable) return;
currentdealth = Mathf.Clamp(currentiealth - _damage, 6, startingHealth);

if (currentHealth > 8)

{
anim.SetTrigger(“hurt");
StartCoroutine(Invunerability());

r.instance.PlaySound(hurtSound);

h (Behaviour component in components)
onent .enabled

anim.SetBool( "grounded”,
anim_SetTrigger(

dead 3
( wger . instance . PlaySound(deathSound) ;

Pucynok 4.16 — Health ckpunt

Jli1s mogaBaHHS aHIMaIlii 10 Bopora ctBoproemo Animator Controller i momaemo
aHiMamii JUis Pi3HUX CTaHIB BOpOra, TaKUX SIK MATPYJIOBaHHS, aTaka, OTPUMAaHHS
YIIKOJKEHb Ta cMepTh (puc. 4.17). Ilpus’s3yemo Animator Controller 1o Bopora,
JOJIA€EMO BIJIMOBIJIHI MapaMeTpu Ta HaJAIITOBYEMO TMEPEXOJUd MIX aHIMaIlisiMA B

3aJIeKHOCTI BiJ] CTaHy BOpOra.

Pucynox 4.18— Animartist cMepTi Bopora
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Kadenpa imkenepii nporpamHoro 3abe3rnedeHHs
Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

[Ticns wamwcaHHA Ta HaJAIITYBaHHS BCIX KOMIIOHEHTIB 1 JIOTIKM BOpora
30epiraeMo 3MiHH 1 TECTyEMO TPy, MO0 MEPEKOHATHUCS, IO BOPOT MPABUIBLHO
MaTPYJIIOE MICIIEBICTh, aTAKy€ TPABIs, pearye Ha YIIKOJKEHHS Ta BMUPAE, KOJIU HOTro
3m10poB’st BuuepmyetThes. Lli mii 3a0e3neuyroTh (DyHKIIOHANBHICTH BOpPOTa, SKa
BKJIIOYA€ MATPYJIIOBAHHS, aTaKy IPaBIsd, YIPABIiHHS 3J0POB’SIM Ta aHIMallisiMH, IO

ITOKpAIIy€ TeUMIUIEN BaIlOl IPH.
4.7 Peajizanisi macTok Ha piBHi

Crmouatky ctBOproeMo abo iMmoptyeMo 2D moneni mactok. Lle MoxyTh OyTH,
HaInpuKiIaj, UM, [aJ1alodyl KaMeHi, BOTHSIHI TAaCTKU a00 Oyab-sKi 1HII 00’ €KTH, K1
BiAMOBiAal0Th KoHIEmNmii rpu. Ilicmsa cTrBopeHHs abo0 IMIOPTYBaHHS MOJICIICH

IIEPETATYEMO 1X Ha CLICHY.

Pucynox 4.19 — Prefab mactku minm

Pucynox 4.20 — Prefab mactkwu 3i crpinamu
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Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

Pucynok 4.22 — Prefab nepecuninyrouoi mactku

2 i i i

Pucynok 4.23 — Prefab mactku 3 munamu

s xoxHOi mactku gomaemo kommnonent Collider, sxuii Bimmosimae 3a

BUSBJICHHS 3ITKHEHb 3 rpaBiieM. BuOupaemo mozaens mactku y BikHi Hierarchy i
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Kadenpa imkenepii nporpamHoro 3abe3rnedeHHs
Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

nomaemo BimmoBigawi Collider (manpukman, Box Collider a6o Sphere Collider).
Bcranosmtoemo mpamnopens 1S Trigger, mo0 kosaiiaep pearyBaB Ha HPOXOJKCHHS
Yyepe3 HbOTO TPaBIld, ajie He CTBOPIOBAB (DI3MUHUX B3aEMO/IIH.

Jami ctBoproemo C# ckpunt, skuii OyJe BiIIOBIIATH 32 B3aEMOJIIO MACTKH 3
rpasiieM (puc. 4.24). Y upomy ckpunri BuzHauaemo Metoq OnTriggerEnter, sikuii Oyme
BUKJIMKATHUCA, KOJIU TPaBellb BXOJUTh y KOJNAWep MacTku. B boMy MeTo1 10/1a€MO
JIOTiKY, SIKa BU3HAYAE, [0 CTAHETHLCS 3 TPABIEM, KOJIM BiH aKTUBYE IMACTKY (HAITPHUKIIA/,

3MEHIIEHHS 3[J0pOB’s TPaBIIs, rpa 3BYKOBOI0 €(peKkTy, a00 aHiMaIlisi HaCTKH).

damage ;

Collider?D collision)

if (collision.tag = "Pl;
collision.GetCompone 2alth=(). TakeDamage(damage] ;

Pucynok 4.24 — EnemyDamage ckpunt

Takox 1ogaeMo 3BYKOBI Ta Bi3yalibHI €(DEKTH AJid MacToK, o0 3poOUTH ix
OUTBIII TOMITHUMH 1 1HTYITUBHO 3pO3YMUIMMHU I TpaBis. JIJig 1[bOTO IMIIOPTYEMO
BIJIMOBIJIHI ay/110 (aiiIn Ta aHIMAallii 1 HAJallTOBYEMO iX Y KoMoHeHTax AudioSource

Ta Animator, sIKi JI0JJaEMO JIO ITaCTOK.

Pucynox 4.25 — Po3ramryBanHs acToK Ha PiBHI
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Kadenpa imkenepii nporpamHoro 3abe3rnedeHHs
Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

Po3minryemo macTku Ha piBHI Tak, 100 BOHU CTBOPIOBAJIA BUKIIMKH JIJIsI TPABIIA,
ajie mpyu LbOMY He OyJIM 3aHaATO CKIaJHUMH 200 HEMOXKJIMBUMH JIJ1s1 YHUKHEHHS (pUC.
4.25). Tectyemo piBeHb, 1100 MEPEKOHATHCS, MO IMACTKU MPAIIOIOTh HAICKHUM
YUHOM, B3a€MOJIIIOTH 3 TPABIEM Ta JOJAIOTH IIKABOCTI JI0 iIrPOBOTO MPOIIECY.

HapemTi, ontumizyeMo po3TallyBaHHS Ta TOBEAIHKY IIaCTOK Ha pIBHI
BIJIMOBITHO J0 PE3YJIbTATIB TECTyBaHHS, 00 3a0e3neuntu OamaHC MiX BHUKIUKOM i
3aJI0BOJICHHSM BiA Tpu. lle BKiIIOYae HanamITyBaHHS YacTOTH CHPallbOBYBAaHHS
MACTOK, IX KUIBKICTh 1 PO3TAllyBaHHSA, a TaKOX Oyab-sIKI JOJIATKOBI epeKTH, sKi

MOXYTb OKPALIUTHU 3arAJIbHUN TEUMILIEN.
4.8 PeaJstizalisi cHcTeMH YeKIOIiHTIB

Cnouatky cTBOproemo abo immnoptyemo 3D Moaens abo mpocTuid 00’ €KT st
yeknoinTa (puc. 4.26). Ile Moxke OyTH mparmopelb, CTOBIMUUK a00 Oy/Ib-SKUAN 1HIIUI
00’exT, sSIKMM OyJ]ie JIETKO MOMITHTH Ha piBHI. [licis IMIIOPTYBaHHS TEPETITYEMO
MOJIEJb Ha CIIEHY 1 PO3MIIIYEMO i1 B MOTPIOHOMY MICII1, i€ FpaBellb MIOBUHEH 30€PErTH

nporpec.

Pucynox 4.26 — Prefab yeknointy
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

Bubupaemo 06’ ekt yeknoinTa y BikHi Hierarchy. ¥ Bikni Inspector HaTuckaemo
Add Component 1 mogaemo kommnoHeHT Collider, nanpukmnan, Box Collider, mo6
BU3HAUUTH 00JIACTh, B AKY TpaBellb MOBUHEH MOTPANUTH AJII aKTHBAIlll YEKIIOIHTA.
BceranoBmoemo mpamnopens Is Trigger, mo6 komnaiiep pearyBaB Ha MpPOXOKEHHS

4yepe3 HbOTo IpaBlid, ajie He CTBOPIOBAB (DI3UYHUX B3a€MOIIM.

Respawn()

AddHealth(startingHealth);
anim.ResetTrigger("dia"]):
anim.Play("Idle"];

StartCoroutine (Invunerability()];

n

dead =

'
L]

foreach (Behaviour component in components)
component.enabled =

r

Pucynok 4.27 — Health ckpunt

CrBoproemo HoBul C# ckpunt (puc. 4.27). Y IbOMY CKPHUIITI BA3BHAYAEMO METO/T
OnTriggerEnter, skuii Oyne BUKIWUKATHUCS, KOJMU TpaBellb BXOIUTh Y KoJauaep
yeknoinTa. JlogaemMo Joriky mjisi 30epiraHHsi TO3HUINT YEKIOIHTa $SK OCTaHHBOI
30epexKeHOT TOUKHU T'paBIIs:

Po3mMimryemo Kijgbka YEKIIOIHTIB Ha PiBHI B KIIFOYOBHX MICIAX, J€ T'paBellb
MOBUHEH 30epertu nporpec (puc. 4.28). BaximBo po3TamryBaTH ixX Tak, 100 BOHH

OyJIu JIETKO TTOMITHI Ta TOCSDKHI JJISI TPABIIS 1] 4ac MPOXOIKEHHSI PiBHSI.

Pucynok 4.28 — YeknoiHT Ha piBHI
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Kadenpa imxenepii mporpaMmHOTro 3a0€3MedeHHS
Po3po0Oka irpoBoro 3acTocyHKy B ykaHpi miaardopmepa Ha pyuiii Unity

3amyckaeMo rpy 1 TecTyeMo poOOTy 4eKmoiHTiB. [lepeBipseMo, 4i MpaBUIBHO
30epira€eThCs MO3HUIIIS TPABIIS PU MPOXOHKEHHI YEPE3 YEKITOIHT Ta YK B1THOBIIOETHCS

rpaBellb 3 OCTAHHBO1 30€pe’KEHOT TOUKH MICIs CMepTi ab0 Mmepe3aInycKy piBHI.
4.9 Peanizanisi 101aTKOBHX eJIeMEHTIB 0TOYEHHS

JlonaBaeMo J10/1aTKOBI €JIEMEHTIB OTOUCHHS, TaK1 K JAepeBa, TpaBa, BKa31BHUKHU
Ta 1HI11 00’ €KTH, JUTsl OUTBIIT IPUEMHOTO JTOCBITY Y TPI.

CnoyaTky cTBOproeMo abo iMmopTyeMo 2D moneni eneMmeHTiB oToueHHd. Lle
MOXXYTh OyTH MOJIEIIi AepeB, TPaBU, BKa3iBHUKIB, KAMEHIB, KBITIB Ta 1HIIUX 00’ €KTIB.

[Ticns iMonopTtyBanHs Mojenel y mpoekT Unity, nmepeTsaryemo ix Ha cieny. s
KOXHOI'O THUITy €JIEMEHTIB OTOYEHHS CTBOPIOEMO OKpEMY MamKy B IMPOEKTI, 1100
30epiratu iX y BIOPSAKOBAHOMY BHTJISIIL.

Po3mimenns nepes: BukopucroByemo iHcTpyMeHT Terrain A po3MilIeHHS
nepeB (puc. 4.30). Bubupaemo 06’ext Terrain y Bikui Hierarchy i BigkpuBaemo
BKianky Paint Trees y BikHi Inspector. Hatuckaemo knonky Edit Trees 1 mogaemMo HOBY
JiepeB’siHy MOJIeTb y crucoK. [licis boro 3a J0moMororo neH3Is po3MILLyeMO JepeBa
Ha TEPUTOPIi, HATAIITOBYIOYH IIUIBHICTH 1 PO3MIpP JAEPEB.

Po3mimienns tpaBu: [[is po3MilieHHs TpaBU BUKOPUCTOBYEMO BKJIaaKy Paint
Details y BikHi Inspector (puc. 4.29). JlogaeMo HOBY MOJENb TpaBu ab0 TEKCTYPY Y
CIUCOK JieTajedl. 3a JOMOMOIOK TEH3Js pO3MIIIYEMO TpaBy Ha TEpUTOPIi,

HaJAIITOBYIOYH HIUIBHICTh, PO3MIP Ta PI3HOMAHITHICTh TPaB’ THOTO TTOKPUTTSL.

Pucynox 4.29 — JlonaTkoBHii €IEMEHT KYIIT
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Pucynox 4.31 — JlonaTkoBHii €IEMEHT BKa31BHUK

JlonaBaHHs BKa3iBHUKIB 1 iHmHUX eneMmeHTiB (puc. 4.31). PosmimieHHs
BKa31BHUKIB: BubOupaemo Mojeni BKa3iBHUKIB 1 THEPETATYEMO iX Ha CIEHY.
Po3minmyemo BKa3iBHUKHA Y BIAMOBIIHUX MICISIX, /1€ BOHU MOXYTh JOIOMOTITH
IpaBIEBl OpIEHTYBAaTHCS y Tpoctopi. HamamroByemo iX mosjokeHHs, macmrTad i
opieHTanio. JlogaBaHHS IHIIUX EJIEMEHTIB OTOYeHHS: BuOmpaemMo momeni 1HIIHX
€JIEMEHTIB, TaKMX K KaMEHi, KBITH, JIaBKM TOINO, 1 MEPETATYeEMO iX Ha CIEHY.
Po3minnyemo 111 e1eMeHTH y BIAMOBIIHUX MICISX IS TOJaHHS PI3HOMAHITHOCTI Ta

netamnizanii nanamadTy. HamamroByemo ix monoxeHHs, MacmTad i opi€HTAIliTo.

Pucynox 4.32 — JlonaTkoBHi €JIEMEHT ITOJTIHO
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f

1 13
\.__Prefab

Pucynok 4.33 — JlonaTkoBuii e1eMeHT CX0I1

| |
|
Pucynox 4.34 — JlonaTkoBHil €IIEMEHT JTI’KKa
Jlns Benmukux 00’€KTIB, TaKUX SK JepeBa, KaMeHI a00 BKa31BHUKH, JIOJAEMO
kommonentr Collider, mo6 rpaBenp Mir 3 HUMHU B3aeMoIiATH. BrOnupaemo 00’ ekt Ha
cueni, y BikHi Inspector matuckaemo Add Component i momaemMo BiAMOBITHHIA

komaiimep (mampukiman, Box Collider, Capsule Collider abo Mesh Collider).

HanamroByemo po3mip i popmy komaiiaepa BiiMOBIAHO A0 00’ €KTA.

Pucynox 4.35 — TecTtyBaHHS JOIaTKOBUX €JIEMEHTIB
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Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

[Ticns po3mimmeHHsT BCIX €JIEMEHTIB OTOYEHHS TECTyEMO Tpy, 100
MePEKOHATHCS, 1110 BOHU IIPAaBUIIbHO B3a€MOJIIIOTH 3 IHIIIMMHU 00’ €KTaMH Ha CIIEHI 1 He
BUKITUKAIOTh MPOOJIEM 3 POAYKTUBHICTIO (puc. 4.35). OnTHMIi3yeMO pO3TalryBaHHS

Ta KUIBKICTh €JIEMEHTIB JUIsl 3a0€3MeUeHHS TJIaBHOT pOOOTH TPH.
4.10 Peanizanisa aniMmauii

[lepeiineMo 10 BHUKOpPHUCTAaHHS TIKCEIb apTy Oe3mocepeqHr0 B Mporieci
po3po0KH Bijeoirop. Y Oyab-sKii KOMITIOTEpHIN I'pi irpoBi 00’€KTH MaroTh OyTH
IHTEPaKTUBHUMM: IIEPCOHAXKI TOBUHHI PyXaTHUCh, BOPOT'H — HAIIaJ|aTH, 1 B LILIOMY I10Ch

MMOBMHHO BIIOYBAaTHCh Ha ekpaHi. Bce 1ie 3a0e3neuyerbest 3a JOMOMOTO0 aHIMaIlii.

Asimawn
Knacwisa Cron-xagposa Komn'ioepwa
Noswa O6memena Asocamumipka Tpummsmipsa
Nepexnasxa Nansxosa
Mnacruninosa L Mogensia
Micousa

Pucynok 2.6 — Bunu animariii

Amnimarris BuHuKIa e y XIX cTomiTTi y BUTIIAII CTPOOOCKOMIYHOTO AUCKY, Ha
SKOMY 300paXeHHS IMiJ 4ac MIBUIKOTO OOEpTaHHS CTBOPIOBAIU €dEeKT pyxy, IO 1
3aKJaJI0 OCHOBY cydacHoi aHiMaii (puc. 2.6). Bxke Ha mouatky XX CTOMITTS moYaiu
3’ABIATHCH Tepurl (GUIbMU Ta MYJbTQLIBMHU, SKI BHUKOPUCTOBYBAJIM IUIIBKY Ta
MIPOEKTOPH; Y BUNIAAKY MYyJIbT(HIIbMIB TUTIBKA CKJIa1anack 3 (hororpadiii MarOHKIB.

OcHOBHMI TpuUHIMI POOOTHM aHiMalii abo BiJeoMaTepialliB TMOJSATaE B
IIBUJIKOMY 3aMIIIEHHI OJHOTO 300pa)KeHHS 1HIIUM, K€ TPOXHU BIJIPIZHSAETHCS Bl

nonepeaaboro. 1li 300pakeHHs] Ha3WBAIOTHCSA KaJpaMH, 1 YUM iX OiIbIIE Ta MEHII
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Po3pobxa irpoBoro 3acTOCYHKY B *xaHpi miatdopmepa Ha pymii Unity

MOMITHI 3MIHA MK HUMH, TUM YITKIIIOKO 1 TUIABHIIMIOW Oyae aHiMmaris. Baxxmuum
(akTopoM € yacToTa MPOKPYTKHU KaJpiB, sika Ma€ OyTH JTOCTATHbO BUCOKOIO, LI00
JIOZIChKE OKO HE pOo3Mi3HaBaso nepexia Mix HuMmu. Kagpu nmoBuHHI OyTH po3paxoBaHi
HAa JEMOHCTpAallil0 3 KOHKPETHOIO 4YacTOTOI0, I00 HE BHUHHUKAIO €(EeKTy
OPUIIBU/IICHHS YU CIOBUIBHEHHS aHiMamii. 3araJbHONPUUHATUM CTaHAapTOM
YacTOTH KaJpiB, MPU SIKOMY JIIOJICBKE OKO HE PO3Mi3HAE Mepexiq MK Kaapamu, € 24
KaJpH B CEKYHAY.

3 yacy BUHMKHEHHS aHIMAIlli TEXHOJIOT1I Ta TEXHIKA 3HAYHO PO3BHHYJMCH, 1
ChOTOJHI y JBOBHUMIpHIM Tpadili 3aCTOCOBYIOTHCS JBa OCHOBHHUX THIIM aHIMAallli:
aHiManist 3 kimodoBuMu Kajapamu (Keyframe) Ta aHimarlisi 3a METOJOM «IIPSIMO
Briepen» (Straight Ahead), 3anmouaTtkoBana animartopamu ctyaii Disney 1 Boepiie

3rajana B kHu31 1981 poky «12 06a30BUX MPUHIUIIIB aHIMAIII1».

Pucynoxk 2.7 — IIpocta 2D animartis
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
Po3pobka irpoBoro 3acTocyHKy B jkaHpi muiaTdopmMepa Ha pymrii Unity

OcHOBHA PI3HUILI MK IUMHA METOIAMH TTOJIATAE B HASIBHOCTI KIIFOYOBHX KaJIPiB.
VY Bunaaky aHiMarlii 3 KIFOYOBUMH KaJ[paMu IMPOIIEC MOJIATaE B CTBOPEHHI KIIOYOBUX
MOJIOKEHb O00’€KTIB, MK SKHMH 3TOJAOM MATIOIOTHCS TPOMDKHI Kaapu IS
3TJIQJKYBAHHS MEPEXOAy. Y METOl «IpsSMO BIEpEa» € JHIIE MepIIui KII0YOBHMA
KaJIip, MICJs SKOT0 aHIMaTOp MAaJIO€ KOXKEH KaJp OKPEMO, HE 3HAIOYU TOYHO, KY/IH 1€
roro mpusene. Lle Hamae neBHy TBOpUY CBOOOTY, ajie TAKOXK HECE PU3UKHU, OCKUITBKU
BIJICYTHI KJTFOUOBI KaJIpH, K1 JOTIOMAararTh MIITPUMYBaTH 300payKeHHS OJJTHAKOBUMH,
HaIpUKJIa, y po3mipi a0o ¢popmi 00’ €KTa.

KirouoBl  Kazpu  A03BOJIAIOTH  OPOCTINIE — CIUIAHYBAaTH  aHIMAIilO 1
BIJICTIIKOBYBATH i1 cTBOpeHHS. Lle Takox /lae MOXKJIMBICTh HE CTBOPIOBATH 171€aIbHO
OJIHAKOBI1 MPOMIXKHI KaJpH, HAMPUKIIaJ, 1]l YaC aKTUBHUX CIIEH, JIe 00’ €KT MOXKe OyTH
PO3TATHYTUI a00 PO3MUTHUIA JIJIsl TUIABHOTO MEPEX01y MK KIIOYOBUMH KaJpaMu, ado
K HaBMakh, pOOMTH Tepexia OUIbII Pi3KUM 1 AMHAMIYHUM. Takui MiaxiJ ITHPOKO
BUKOPHUCTOBYETHCS B SIMOHCHKIN aHIMAaIlil, BIIOMIN SIK aHIME, Jie 0araTo TUHAMIYHUX
CIEH 1 mepexoiiB. AHIME YacTO CTBOPIOETHCS 3a MOTHMBAMH MaHTH (SMOHCHKHUX
KOMIKCIB) 1 HaMaraeTbCs 30€perTd OpUTiHAIBHUN CTWUJIb, MPUILBUAIIYIOUH TPOIIEC
aHiMallli, BUKOPUCTOBYIOYH KIIFOUOB1 KaJIpH 3 KOMIKCIB 1 3’ €IHYIOUH 1X TPOMIKHUMH
kanpamu. lle monermrye poOOTy Ta ToOKpallye IJIaBHICTH a00 JAMHAMIKY aHIMarlii,
OCKIJIbKHM MPOMIXKHI KaJipyu MOXYTh He 30epiraTi TouH1 (OpMHU KIFOUOBHUX KaApiB 1 iX
KUTBKICTh MOXKe OyTH 3MeHIIIeHa abo B3araji BiJICyTHS.

AHIME 3HAYHO BIUIMHYJIO Ha PO3BUTOK aHiMalli Ta KiHeMmarorpady,
3ampOBAJAMBIIM BJIACHI CTWJII, PAKypCH, CIIOCOOM 300pa)K€HHS €MOIIid, TUHAMIYHUX
cieH Ta (haHTaCTUYHUX CIOKETIB, fKI TONIMPHWIMCA B 1HIN KyJabTypu. barato
OpUIOMIB, 110 BUHHUKIW B MpPOILECI PO3BUTKY aHIME, 3apa3 BUKOPUCTOBYIOTHCS B
¢inpMax Ta MynbT(LIbBMax MO BCbOMY CBITY.

B cyuacniit 2D animanii BUKOPUCTOBYIOTBCS 00MJIBa METOAM, SKi 3aTy4aroTh
KJI040B1 Kajapu. [lepmumii MeTo, moxigHUM Bij cTaporo Meroay cryiaii Disney, Tenep
BKJIFOYA€ KIIFOUOB1 KaJpH, aje BUMAarae JeTajbHOI MPOMaIbOBKH KOXXHOTO Kaapy 1

Olnbllie XapakTEepHUH AJis 3aXiIHUX CTynaid. [pyruii Meron, skuil 3aCTOCOBYETHCS B
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AMOHCHKIN aHiMallli, BUKOPUCTOBYE B OCHOBHOMY JIMIIIE KJIFOUOBI KaJpH, a MPOMIXKHI
KaJIp¥ MOXYTh OYTH MEHIII ICTAII30BaHMMU a00 B3araji BiJICYTHI.

Y po3pobiti 2D irop 9acTo 3aCTOCOBYETHCS METOJ 3 aHIME, OCKUTBKHU BiH J0Ja€
KapTUHII AWHAMIKH 1 crpolye npoiiec aHiMmaiii. Hanpuknan, ayia aniMarii pizkoro
ylapy Me4eM MOXHa BHKOPHCTATH KIIOUOBI KaapH IOYATKOBOTO Ta KIiHIICBOTO
MOJIOKEHHST MeYa, a MK HUMH — OJIUH KaJIp, 10 300paxkae JiHito ymapy. e moxHa
3aCTOCYBaTH W JI0 IHIIMX MOMEHTIB y I'pl, TaKMX SIK PI3KMM BUIQa BIepes abo
nepeminieHHs. Takuil npuiiom, Bigomuil ik Dash (puBoK), BXke JaBHO CTaB OKPEMOIO

MEXaHIKOIO B BIJICOIrpax, 1 B JESKUX 3 HUX € KJIIOUOBUM €JIEMEHTOM ITPOBOTO MPOIIECY.
BucHoBkmu 10 po3airy 4

VY nporueci po3podku rpu B Unity MOCHIZOBHO BHUKOHAHO KiJbKa BaXKJIMBUX
KPOKIB, SIKl 3HAYHO BIUIMHYJU HA CTBOPEHHSI 3aXOILTIOIOYOI0 IrPOBOTO CEPEOBHIIIA.
Crnepiry ctBopeHo mpedad rpaBiisd, 10/1aHO KOMIIOHCHTH I (13UKH, Ta 31TKHCHD,
aHIMallli, a TAKOX HAIlMCaHO CKPHIITH, IKUH 3a0€3MeUyI0Th PyX, aTaKH Ta yIPaBIIIHHS
310poB’ M. Jlai po3po0sIeHO TOJIOBHE MEHIO 3 KHOTIKaMu «I'paTu» 1 «Buxing», nomaHo
(OH 1 TEKCT 3 HAa3BOIO I'PH, IO HAJA€E MPOQECIHHUN BUTIISA Ta MOJIETIIYE HABITALIIIO.
Ha irpoBoMy piBHI pO3MIllIEHO OJIOKU, MO SIKUX T'paBellb MOXKE IEepecyBaTHCH, 1
IPUB’A3aHO KaMepy JI0 TpaBIlsd, 00 3a0e3MeYUTH IIJIaBHUM Ta CTAOLILHUM OTJIS.
CTBOpEHO BOpOTriB, Kl MaTPYNIOIOTh MK 3aJaHUMU TOYKaMH, aTaKylOTh TpaBL,
MaloTh CHCTEMY 3JI0POB’sl Ta aHiMaIlli, 1 MOXyTb OyTH BOWTI, 110 JA0Ja€ AUHAMIKHA 1
BUKJIMKIB y Tpy. JlogaHo macTku, sKi B3a€MOJIIOTH 3 TPaBIIEM 1 3aBJAIOTh IITKOIH,
PO3MIIIEHO €JIEMEHTH OTOUYEHHS, TaKl1 SIK JIEpeBa, TPaBa 1 BKa31BHUKH, 11100 MOKPAIIUTH
Bi3yalibHYy MPUBAOIMBICTH Ta aTMOcdepy piBHA. HaperTi, peaizoBaHO YEKITOTHTH, 1O
JO3BOJIAIOTh 30epiraTd Mporpec TpaBlsl Ta BIJHOBIIOBATHCS 3 TEBHOI TOYKH,
3a0e3neuyroun Oe3MepepBHICTh TPpU Ta MiABUINYIOUM KoMmdopT Tpabis. Lli kpoku
CIUIBHO CTBOPIOIOTH OCHOBY Ui (DYHKIIIOHAJIBHOI Ta MPUBAOIMBOI I'pH, Ky MOXKHA

Jaji pO3IIMPIOBATH Ta BJOCKOHATIOBATH.
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BUCHOBKHA

VY pamkax peanizaiiii kBanmidikariitHoi podotu 6akanaBpy 0yio po3pobdiieno 2D
irpoBuii 3actocyHok >xkaHpy Platform. B mepmy uwepry Oymo mpoBeneHo aHami3
ICHYyIOUMX pileHb y cdepi MOOUTHPHUX IrOp IBOTO XKaHPY. bysio BHBUEHO KilTbKa
MONYJISPHUX ITPOBUX 3aCTOCYHKIB, 3 SIKMX B35TO HaMKpallll i71ei Ta MeXaHIKH, 1100
chopMyBaTH OCHOBHY KOHIICTIIIIIO Ta F€HMILICH AJIs1 BJACHOI IpH.

OxpeMuii po3ain  poOOTH OyJ0 NPHUCBAYEHO JAM3aWHY POrPAMHOTO
3a0€e3Me4eHHs], OCKUIbKM 1I€ OAWH 13 HaWBaXKJIMBIIIMX ACHEKTIB po3poOku. Jluzaiin
J03BOJISIE YSIBUTH, SIK BUIJIJATUME KIHLEBHM MPOIYKT, 1 3a0e3nedye OCHOBY IS
MOJANBIIOl  pO3pOOKU. Y I1OMY pO3IUII OYyJ0 CTBOPEHO MaKeT MalOyTHHOTO
iHTEepQeicy KOopHuCcTyBaya, SKHM BKIIOYAB JIETAJbHUH OMNHC YCIX €JEMEHTIB
iHTepdeicy Ta B3aeMO/Iii KOpUCTyBaya 3 TpoIo.

HactynHum eTamom cTajio CTBOPEHHSI OCHOBHHMX ITPOBHX €JieMEHTIB. byio
pPO3p00JICHO BOPOTiB, MpeAMETH Ta 3A10HOCTI TpaBls, SKI JOJAIOTh JUHAMIKU Ta
BUKJIMKIB y Tpy. Takoxk OyJI0 OMMCaHO OCHOBHI MOXJIMBOCTI TpaBlis, Taki K pyX,
CTpUOKHU, aTaKu Ta B3a€EMO/IISI 3 IPEAMETAMHU, 1[0 JONIOMArae CTBOPUTH 3aXOTLTFOIOUNMA
1rpOBUI TOCBI.

BaxxnuBy yacTuHy poOOTH CTaHOBMJIO MPOEKTYBAHHS ITPOBOTO 3aCTOCYHKY Ta
BUOIp cepenoBuIa po3poodku. Cepesl YOTUPHOX MPETEHICHTIB OYyJI0 0OpaHO IrpOBUiA
pymtiii Unity 3D, OCKUJIbKH BiH TOEAHYE B COO1 JIETKICTh BUKOPUCTAHHS Ta BEJMKHIA
¢dynkiionan. B mporeci po6otu 3 Unity 3D Oyno 3700yTO 3HAYHHI JTOCBIM, SIKAN
BKJIIOYa€ poOOoTy 3 (I3UKOI0, aHIMAlliSIMU, CKPUINTHHIOM Ta IHIIUMH aCIEKTaMU
PO3pOOKH 1rop.

VY miacyMKy, mocTaBiieHi 3aa4i OyJiu BUKOHAHI, 1 MeTa KBaji(dikaiiHoi poOoTu
Oyna nocsirayTa. Po3po6iennii 2D irpoBuHii 3aCTOCYHOK € pe3yJIbTaTOM KOMIUIEKCHOTO
MIIXO0Ty 10 aHaJi3y, JU3aiiHy, PO3POOKM Ta TECTyBaHHS, 10 3a0€3MeUnII0 CTBOPECHHS

(yHKI10HATBHOI Ta MPUBAOIUBOT TPH.
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Koa nporpamuoro 3a6e3ne4eHHst

CameraController.cs

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

public class CameraController : MonoBehaviour

{

[SerializeField] private float speed;
private float currentPosX;
private Vector3 velocity = Vector3.zero;

[SerializeField] private Transform player;
[SerializeField] private float aheadDistance;
[SerializeField] private float cameraSpeed;
private float lookAhead;

private void Update()
{

JTOJATOK A

transform.position = new Vector3(player.position.x + lookAhead, transform.position.y, transform.position.z);
lookAhead = Mathf.Lerp(lookAhead, (aheadDistance * player.localScale.x), Time.deltaTime * cameraSpeed);

}
public void MoveToNewRoom(Transform newRoom)
{
currentPosX = newRoom.position.x;
}

}
SelectionArrow.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine. U,

public class SelectionArrow : MonoBehaviour

{

[SerializeField] private RectTransform[] buttons;

[SerializeField] private AudioClip changeSound;
[SerializeField] private AudioClip interactSound
private RectTransform arrow;

private int currentPosition;

private void Awake()

{

arrow = GetComponent<RectTransform>();

}
private void OnEnable()

{

currentPosition = 0;
ChangePosition(0);
}
private void Update()

{

if (Input.GetKeyDown(KeyCode.UpArrow) || Input.GetKeyDown(KeyCode.W))

2024p.
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ChangePosition(-1);
if (Input.GetKeyDown(KeyCode.DownArrow) || Input.GetKeyDown(KeyCode.S))
ChangePosition(1);

if (Input.GetKeyDown(KeyCode.KeypadEnter) || Input.GetKeyDown(KeyCode.E))
Interact();

}

private void ChangePosition(int _change)

{

currentPosition += _change;

if (_change !=0)
SoundManager.instance.PlaySound(changeSound);

if (currentPosition < 0)
currentPosition = buttons.Length - 1;

else if (currentPosition > buttons.Length - 1)
currentPosition = 0;

AssignPosition();

}

private void AssignPosition()

{

arrow.position = new Vector3(arrow.position.x, buttons[currentPosition].position.y);

}

private void Interact()

{

SoundManager.instance.PlaySound(interactSound);

buttons[currentPosition]. GetComponent<Button>().onClick.Invoke();

}
}

SoundManager.cs

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

public class SoundManager : MonoBehaviour

{

public static SoundManager instance { get; private set; }
private AudioSource soundSource;
private AudioSource musicSource;

private void Awake()

{

soundSource = GetComponent<AudioSource>();
musicSource = transform.GetChild(0).GetComponent<AudioSource>();

if (instance == null)

{
instance = this;
DontDestroyOnLoad(gameObject);

}

else if (instance != null && instance != this)
Destroy(gameObject);

ChangeMusicVolume(0);
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ChangeSoundVolume(0);

b
public void PlaySound(AudioClip _sound)
{

soundSource.PlayOneShot(_sound);

}

public void ChangeSoundVolume(float _change)
{

ChangeSourceVolume(1, "soundVolume", change, soundSource);

public void ChangeMusicVolume(float _change)
{

ChangeSourceVolume(0.3f, "musicVolume", _change, musicSource);

}

private void ChangeSourceVolume(float baseVolume, string volumeName, float change, AudioSource source)

{

float currentVolume = PlayerPrefs.GetFloat(volumeName, 1);
currentVolume += change;

if (currentVolume > 1)
currentVolume = 0;

else if (currentVolume < 0)
currentVolume = 1;

float finalVolume = currentVolume * baseVolume;
source.volume = finalVolume;

PlayerPrefs.SetFloat(volumeName, currentVolume);

}
}
EnemyFiballHolder.cs

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

public class EnemyFireballHolder : MonoBehaviour

[SerializeField] private Transform enemy;

private void Update()
{

transform.localScale = enemy.localScale;

}

EnemyPatrol.cs

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

public class EnemyPatrol : MonoBehaviour

[Header("Patrol Points")]
[SerializeField] private Transform leftEdge;
[SerializeField] private Transform rightEdge;

[Header("Enemy")]

72
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[SerializeField] private Transform enemy;

[Header("Movement parameters")]
[SerializeField] private float speed;
private Vector3 initScale;
private bool movingLeft;

[Header("Idle Behaviour")]
[SerializeField] private float idleDuration;
private float idleTimer;

[Header("Enemy Animator")]
[SerializeField] private Animator anim;

private void Awake()

{

initScale = enemy.localScale;

}
private void OnDisable()

{

anim.SetBool("moving", false);

}

private void Update()
if (movingLeft)

if (enemy.position.x >= leftEdge.position.x)
MovelnDirection(-1);
else
DirectionChange();
H

else

‘
1

if (enemy.position.x <= rightEdge.position.x)
MovelnDirection(1);
else
DirectionChange();
H

}

private void DirectionChange()

{

anim.SetBool("moving", false);
idleTimer += Time.deltaTime;

if (idleTimer > idleDuration)
movingLeft = ImovingLeft;
}

private void MovelnDirection(int _direction)

{
idleTimer = 0;
anim.SetBool("moving", true);

enemy.localScale = new Vector3(Mathf.Abs(initScale.x) * _direction,
initScale.y, initScale.z);

enemy.position = new Vector3(enemy.position.x + Time.deltaTime * _direction * speed,
enemy.position.y, enemy.position.z);
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MeleeEnemy.cs

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

public class MeleecEnemy : MonoBehaviour

{

2024p.

[Header("Attack Parameters")]
[SerializeField] private float attackCooldown;
[SerializeField] private float range;
[SerializeField] private int damage;

[Header("Collider Parameters")]
[SerializeField] private float colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;

[Header("Player Layer")]
[SerializeField] private LayerMask playerLayer;
private float cooldownTimer = Mathf.Infinity;

private Animator anim;
private Health playerHealth;
private EnemyPatrol enemyPatrol;

private void Awake()
{
anim = GetComponent<Animator>();
enemyPatrol = GetComponentInParent<EnemyPatrol>();

}

private void Update()
{

cooldownTimer += Time.deltaTime;

if (PlayerInSight())
(

i
if (cooldownTimer >= attackCooldown)

P
1

cooldownTimer = 0;
anim.SetTrigger("meleeAttack");
H
H

if (enemyPatrol != null)
enemyPatrol.enabled = !PlayerInSight();

}

private bool PlayerInSight()

{
RaycastHit2D hit =

Physics2D.BoxCast(boxCollider.bounds.center + transform.right * range * transform.localScale.x * colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z),

0, Vector2.left, 0, playerLayer);

if (hit.collider != null)

playerHealth = hit.transform.GetComponent<Health>()

return hit.collider != null;

}

private void OnDrawGizmos()

{
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Gizmos.color = Color.red;

Gizmos.DrawWireCube(boxCollider.bounds.center + transform.right * range * transform.localScale.x *

colliderDistance,

new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z));

}

private void DamagePlayer()

if (PlayerInSight())
playerHealth. TakeDamage(damage);

}
}

RangedEnemy.cs

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

public class RangedEnemy : MonoBehaviour

{

[Header("Attack Parameters")]
[SerializeField] private float attackCooldown;
[SerializeField] private float range;
[SerializeField] private int damage;

[Header("Ranged Attack")]
[SerializeField] private Transform firepoint;
[SerializeField] private GameObject[] fireballs;

[Header("Collider Parameters")]
[SerializeField] private float colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;

[Header("Player Layer")]
[SerializeField] private LayerMask playerLayer;
private float cooldownTimer = Mathf.Infinity;

[Header("Fireball Sound")]
[SerializeField] private AudioClip fireballSound;

private Animator anim;
private EnemyPatrol enemyPatrol;

private void Awake()

{

anim = GetComponent<Animator>();
enemyPatrol = GetComponentInParent<EnemyPatrol>();

}

private void Update()
{

cooldownTimer += Time.deltaTime;

if (PlayerInSight())
{

if (cooldownTimer >= attackCooldown)

cooldownTimer = 0;
anim.SetTrigger("rangedAttack");

}
}
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if (enemyPatrol != null)
enemyPatrol.enabled = !PlayerInSight();

}

private void RangedAttack()
{
SoundManager.instance.PlaySound(fireballSound);
cooldownTimer = 0;
fireballs[FindFireball()].transform.position = firepoint.position;
fireballs[FindFireball()].GetComponent<EnemyProjectile>(). ActivateProjectile();

}
private int FindFireball()

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

if (fireballs[i].activeInHierarchy)
return i;
H

return 0;

}

private bool PlayerInSight()
{
RaycastHit2D hit =
Physics2D.BoxCast(boxCollider.bounds.center + transform.right * range * transform.localScale.x * colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z),
0, Vector2.left, 0, playerLayer);

return hit.collider != null;

}

private void OnDrawGizmos()
{
Gizmos.color = Color.red;
Gizmos.DrawWireCube(boxCollider.bounds.center + transform.right * range * transform.localScale.x *
colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z));

}
}
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Health.cs

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

public class Health : MonoBehaviour

{
[Header("Health")]
[SerializeField] private float startingHealth;
public float currentHealth { get; private set; }
private Animator anim;
private bool dead,

[Header("iFrames")]

[SerializeField] private float iFramesDuration;
[SerializeField] private int numberOfFlashes;
private SpriteRenderer spriteRend;

[Header("Components")]
[SerializeField] private Behaviour[] components;
private bool invulnerable;

[Header("Death Sound")]
[SerializeField] private AudioClip deathSound;
[SerializeField] private AudioClip hurtSound;

private void Awake()

{

currentHealth = startingHealth;
anim = GetComponent<Animator>();
spriteRend = GetComponent<SpriteRenderer>();

public void TakeDamage(float damage)

if (invulnerable) return;
currentHealth = Mathf.Clamp(currentHealth - _damage, 0, startingHealth);

if (currentHealth > 0)

{
anim.SetTrigger("hurt");
StartCoroutine(Invunerability());
SoundManager.instance.PlaySound(hurtSound);

}

else
(

i
if (!dead)
(
i

foreach (Behaviour component in components)
component.enabled = false;

anim.SetBool("grounded", true);
anim.SetTrigger("die");

dead = true;
SoundManager.instance.PlaySound(deathSound);

}
}

}
public void AddHealth(float value)
{

currentHealth = Mathf.Clamp(currentHealth + value, 0, startingHealth);

}
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/8

private I[Enumerator Invunerability()

{
invulnerable = true;
Physics2D.IgnoreLayerCollision(10, 11, true);
for (int i = 0; i < numberOfFlashes; i++)

{
spriteRend.color = new Color(1, 0, 0, 0.5f);

yield return new WaitForSeconds(iFramesDuration / (numberOfFlashes * 2));

spriteRend.color = Color.white;

yield return new WaitForSeconds(iFramesDuration / (numberOfFlashes * 2));

i
Physics2D.IgnoreLayerCollision(10, 11, false);

invulnerable = false;

}

private void Deactivate()

{
gameObject.SetActive(false);

}

public void Respawn()

{
AddHealth(startingHealth);
anim.ResetTrigger("die");
anim.Play("Idle");
StartCoroutine(Invunerability());
dead = false;

foreach (Behaviour component in components)
component.enabled = true;

}
}
Healthbar.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT,;

public class Healthbar : MonoBehaviour

{
[SerializeField] private Health playerHealth;

[SerializeField] private Image totalhealthBar;
[SerializeField] private Image currenthealthBar;

private void Start()

totalhealthBar.fillAmount = playerHealth.currentHealth / 10;

}
private void Update()

{
currenthealthBar.fillAmount = playerHealth.currentHealth / 10;

}
}
HealthCollectible.cs

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

public class HealthCollectible : MonoBehaviour

{
[SerializeField] private float healthValue;

[SerializeField] private AudioClip pickupSound,;
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private void OnTriggerEnter2D(Collider2D collision)

if (collision.tag == "Player")
{
SoundManager.instance.PlaySound(pickupSound);
collision.GetComponent<Health>(). AddHealth(healthValue);
gameObject.SetActive(false);
H
b

}
PlayerAttack.cs
using UnityEngine;

public class PlayerAttack : MonoBehaviour
{
[SerializeField
[SerializeField
[SerializeField
[SerializeField

private float attackCooldown,;
private Transform firePoint;
private GameODbject[] fireballs;
private AudioClip fireballSound;

e e e —

private Animator anim;
private PlayerMovement playerMovement;
private float cooldownTimer = Mathf.Infinity;

private void Awake()

{

anim = GetComponent<Animator>();
playerMovement = GetComponent<PlayerMovement>();

}

private void Update()

{
if (Input.GetMouseButton(0) && cooldownTimer > attackCooldown && playerMovement.canAttack())

Attack();

cooldownTimer += Time.deltaTime;

}

private void Attack()
{

SoundManager.instance.PlaySound(fireballSound);

anim.SetTrigger("attack");
cooldownTimer = 0;

fireballs[FindFireball()].transform.position = firePoint.position;
fireballs[FindFireball()].GetComponent<Projectile>().SetDirection(Mathf.Sign(transform.localScale.x));

}

private int FindFireball()

{

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

if (!fireballs[i].activeInHierarchy)
return i,

}

return 0;

}
}

PlayerMovement.cs
using UnityEngine;
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public class PlayerMovement : MonoBehaviour

{

[Header("Movement Parameters")]
[SerializeField] private float speed;
[SerializeField] private float jumpPower;

[Header("Coyote Time")]
[SerializeField] private float coyoteTime;
private float coyoteCounter;

[Header("Multiple Jumps")]
[SerializeField] private int extraJumps;
private int jumpCounter;

[Header("Wall Jumping")]
[SerializeField] private float wallJumpX;
[SerializeField] private float walllJumpY;

[Header("Layers")]
[SerializeField] private LayerMask groundLayer;
[SerializeField] private LayerMask wallLayer;

[Header("Sounds")]
[SerializeField] private AudioClip jumpSound;

private Rigidbody2D body;

private Animator anim;

private BoxCollider2D boxCollider;
private float walllJumpCooldown;
private float horizontallnput;

private void Awake()

{

body = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

boxCollider = GetComponent<BoxCollider2D>();

}

private void Update()
{

horizontallnput = Input.GetAxis("Horizontal");

if (horizontallnput > 0.01f)
transform.localScale = Vector3.one;
else if (horizontallnput < -0.01f)

transform.localScale = new Vector3(-1, 1, 1);

anim.SetBool("run", horizontallnput != 0);
anim.SetBool("grounded", isGrounded());

if (Input.GetKeyDown(KeyCode.Space))
Jump();

if (Input.GetKeyUp(KeyCode.Space) && body.velocity.y > 0)
body.velocity = new Vector2(body.velocity.x, body.velocity.y / 2);

if (onWall())
{

body.gravityScale = 0;
body.velocity = Vector2.zero;

}

else

{

2024p.
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body.gravityScale = 7;
body.velocity = new Vector2(horizontallnput * speed, body.velocity.y);

if (isGrounded())
{

coyoteCounter = coyoteTime;
jumpCounter = extraJumps;

}

else
coyoteCounter -= Time.deltaTime;
H

}

private void Jump()

{
if (coyoteCounter <= 0 && !onWall() && jumpCounter <= 0) return;

SoundManager.instance.PlaySound(jumpSound);

if (onWall())
WallJump();
else
{
if (isGrounded())
body.velocity = new Vector2(body.velocity.x, jumpPower);
else

{

if (coyoteCounter > 0)
body.velocity = new Vector2(body.velocity.x, jumpPower);

else
if GumpCounter > 0)
(
i
body.velocity = new Vector2(body.velocity.x, jumpPower);
jumpCounter--;
H
b
H
coyoteCounter = 0;

H
b

private void WallJump()

body.AddForce(new Vector2(-Mathf.Sign(transform.localScale.x) * wallJumpX, wallJumpY));
wallJumpCooldown = 0;

}

private bool isGrounded()

{

81

RaycastHit2D raycastHit = Physics2D.BoxCast(boxCollider.bounds.center, boxCollider.bounds.size, 0, Vector2.down,

0.1f, groundLayer);
return raycastHit.collider != null;

}
private bool onWall()

{

RaycastHit2D raycastHit = Physics2D.BoxCast(boxCollider.bounds.center, boxCollider.bounds.size, 0, new

Vector2(transform.localScale.x, 0), 0.1f, wallLayer);
return raycastHit.collider != null;

public bool canAttack()

{
return horizontallnput == 0 && isGrounded() && !onWall();
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}

PlayerRespawn.cs

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

public class PlayerRespawn : MonoBehaviour

{

}

[SerializeField] private AudioClip checkpoint;
private Transform currentCheckpoint;

private Health playerHealth;

private UIManager uiManager;

private void Awake()

{
playerHealth = GetComponent<Health>();

uiManager = FindObjectOfType<UIManager>();
}

public void RespawnCheck()

{
if (currentCheckpoint == null)
{
uiManager.GameOver();
return;
¥

playerHealth.Respawn();
transform.position = currentCheckpoint.position;

Camera.main.GetComponent<CameraController>().MoveToNewRoom(currentCheckpoint.parent);

}

private void OnTriggerEnter2D(Collider2D collision)

if (collision.gameObject.tag == "Checkpoint")
{

currentCheckpoint = collision.transform,;

SoundManager.instance.PlaySound(checkpoint);
collision.GetComponent<Collider2D>().enabled = false;
collision.GetComponent<Animator>().SetTrigger("appear");

H
b

Projectile.cs

using UnityEngine;

public class Projectile : MonoBehaviour

{

[SerializeField] private float speed;
private float direction;

private bool hit;

private float lifetime;

private Animator anim;
private BoxCollider2D boxCollider;

private void Awake()

{

anim = GetComponent<Animator>();

boxCollider = GetComponent<BoxCollider2D>();
2024p.
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}
private void Update()

{
if (hit) return;
float movementSpeed = speed * Time.deltaTime * direction;
transform. Translate(movementSpeed, 0, 0);

lifetime += Time.deltaTime;
if (lifetime > 5) gameObject.SetActive(false);

b
private void OnTriggerEnter2D(Collider2D collision)
{

hit = true;

boxCollider.enabled = false;
anim.SetTrigger("explode");

if (collision.tag == "Enemy")
collision.GetComponent<Health>(). TakeDamage(1);

public void SetDirection(float _direction)
{
lifetime = 0;
direction = _direction;
gameObject.SetActive(true);
hit = false;
boxCollider.enabled = true;

float localScaleX = transform.localScale.x;
if (Mathf.Sign(localScaleX) !=_direction)
localScaleX = -localScaleX;

transform.localScale = new Vector3(localScaleX, transform.localScale.y, transform.localScale.z);

}

private void Deactivate()

{
gameObject.SetActive(false);
}
}

MenuManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuManager : MonoBehaviour

{
public void PlayGame()

{
Application.LoadLevel("Level1");

public void Exit()
{
Application.Quit();
}
}

UlManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
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public class UlManager : MonoBehaviour

{

[Header("Game Over")]
[SerializeField] private GameObject gameOverScreen;
[SerializeField] private AudioClip gameOverSound;

[Header("Pause")]
[SerializeField] private GameObject pauseScreen;

private void Awake()

{

gameOverScreen.SetActive(false);
pauseScreen.SetActive(false);

}
private void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))

PauseGame(!pauseScreen.activelnHierarchy);

H
b

#region Game Over
public void GameOver()

{

gameOverScreen.SetActive(true);
SoundManager.instance.PlaySound(gameOverSound);

}

public void Restart()
{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);

}

public void MainMenu()

{
SceneManager.LoadScene(0);

}
public void Quit()

{
Application.Quit(); //Quits the game (only works in build)

#1f UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying = false; //Exits play mode (will only be executed in the editor)
#endif

}

#endregion

#region Pause

public void PauseGame(bool status)

{
//1f status == true pause | if status == false unpause
pauseScreen.SetActive(status);

//When pause status is true change timescale to 0 (time stops)
//when it's false change it back to 1 (time goes by normally)
if (status)

Time.timeScale = 0;
else

Time.timeScale = 1;

}
public void SoundVolume()

{
SoundManager.instance.ChangeSoundVolume(0.2f);
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}

public void MusicVolume()

{

SoundManager.instance.ChangeMusicVolume(0.2f);
}

#endregion

VolumeText.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI,

using TMPro;

public class VolumeText : MonoBehaviour

{

}

2024p.

[SerializeField] private string volumeName;
[SerializeField] private string textIntro;,
private TextMeshProUGUI txt;

private void Awake()

{
txt = GetComponent<TextMeshProUGUI>();

}
private void Update()

UpdateVolume();
}

private void UpdateVolume()

{

float volumeValue = PlayerPrefs.GetFloat(volumeName) * 100;
txt.text = textIntro + volumeValue. ToString();

}
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