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POSPOBKA 2D I'PWN 3
BUKOPUCTAHHAM P YVYIUI 4
UNITY TA C#

BukoHana: +

CTyaeHTKa 3 Kypcy cneuianbHOCTI
“‘IH)xeHepisa nporpaMHoro 3abesneyeHHsa”
Tyran AHacTtacia CepriiBHa
KepiBHuk:c.B.boposeHHnun C.O. ‘




BcTyn

e 2D irpun 3bepiraloTb BENNYE3HY ayaNTOpPIilO Ta € KNIOYOBUM
CerMeHToM,o0cobnnBo ans He3anexHux (iHai) po3pobHMKUKIB.

e Pyuwiiak Unity 3Ha4yHO 3HM3NNM Nopir BXoay B renMpaes,
HagaBLWM NOTYXHi iHCTpYyMeHTN ansa 2D po3pobkn HEBENUKUM
KOMaH4am Ta eHTy3iactam.

e IcHye cTabinbHMM nonnTHa sKicHi 2D irpun pisHnxxaHpis (RPG,
Adventure, Sim ulation).

Irpu/ [ BOBUMIPHWIA NPOCTIP

Hollow Knight Guns, Gore & Chuchel Barotrauma Rogue Legacy 2 Core Keeper Have a Nice Geometry Dash

Cannoli

Death
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AKTYyanbHI CTHb

HesBaxatouyun Ha gocTtynHictb Unity, anda novaTtkisy i sanulluaeTbcs
BUKINUKOM :

e I[IpaBuJIBHO CTPYKTYpYBaTH MPOEKT.

¢ FEbeKkTuBHO IHTETpyBATH YUCIECHHIMIACUCTEMHU P YIII 15
(amimanis, pizuka, UL Al).

e PecanizyBaTtu HUIICHY IrpOBY JIOTIKY Ta ap XiT€KTypy.

Buecok pobotu:lls kypcoBa po6oTa 6e3nmocepe1HbO BiANMOBITAE
i moTpeOi,cCHcTEeMaTU3yIO4YHU Mponec ctBopeHHs 2D top-down

rpu Ha Unity/C# Ta Hamawo4du A€ TaJbHUU OMUC pearizalii
KJIIOYOBUX CHCTEM.
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MeTa pgocni gOXeHHd

Me T a : Po3pobutu doyHKLioHanbHUn NpoToTun 2D rpy 3 BUKOPUCTAHHAM
Unity Engine Ta moBn C#, 0EMOHCTPYOYM MOXITMBOCTI pyLUia Ta pearnisauito
TUNOBUX IFPOBUX MEXAHIK.

OcHOBHi 3aBpaHHS:

1. Orngapg Ta aHania irposux pywiis gna 2D.

2. AHanis xaHpy top-down Ta Noro mexaHik.

3. [HocnigxeHHsa iHcTpymeHTiB Unity (Tilemaps, AHimauis, Prefabs, Ul, Input
System TOLL0).

4. TpoeKkTyBaHHS apXiTEKTYpu Ta CTPYKTYpU Koay.

5. Po3pobka kno4oBUX MexaHik (kepyBaHHs, gianoru, ataka, Al,
30epexXeHHs).

6. Peanisauis BisyanbHoI CKIlagoBol.
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Buobip

YoMy

TEeXHONOor

Unity?

MoTy>XHMN HabIip
iIHCTpyMeHTIB ansa 2D

(Tilem aps, Sprite Editor, 2D
Physics).

Benuka cminbHOTa Ta
HaBYaJIbHIPECYpCH.

Asset Store 114 NIPUCKOpPEHHSA
pO3poOOKH.
bararonnathpopMHICTB.

7

YoMy

Uni ty Ta

C#

C#?

CyyacHa 00'eKTHO-
OpIl€EHTOBaHA MOBA.

Ctpora tumizaiis, i HTerpamisa 3
NET.

JoOpe miAXoauTh A
CTPpYKTYp YBaAaHHS CKIaTHUX

P OEKTIB.

OcHOBHa MOBa CKPHUNTYBaHHS
B Unity.

¥



Konnmennogi o8 T pH Ta XaHD

Ka H p: lNoegHaHHA
Adventure (qocnigXeHH4,
B3aemogpis) Ta Life Sim ulation y
2D top-down mepcmeKTUBI.

rpoBuiun Ilpomec

e JlocmimkeHHS CBITY.

e Bzaemopgis 3 NPC (miamorm).

e 30ip pecypciB Ta
npeaMeTiB (BKJIOYAOUHN
CKpHHI).

e bopoTrsba3 MOHCTpamMu
(cnaimm).
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Knwo4yosBi | HCTpymMeHTHn Unity

R O O O O O O
O © 0O N oo o1 &~

w

CtBopeHHsA cBiTy: Tilemap System (manwoBaHHS pIBHIB,KOJaiagepn). i
Bisyanizamis: Sprite Renderer, Sprite Editor, Atlases.

Animanig: Animation Clips, Animator Controller (State Machine), Animator
Component.

dizuka:Rigidbody 2D, Collider 2D (Box, Circle,Polygon, Trigger).

Intep peiic: UGUI (Canvas, RectTransform), TextMeshPro.

Beenenus:Input System (Input Actions Asset,Playerinput).

Hawui: Scriptable Objects (koudirypaiis BoporiB, 1iajioTn). *
3syk: AudioSource, AudioClip.

AlHagiranis: NavMesh, NavMeshAgent (nas Boporis).

Kamepa:Cinemachine (Virtual Cameras, Brain,Confiner).




3acToOCOBAaAHI nNnaTepHWU NPOEKTYBAHHSA

*

e KomnoHeHTHUM nigxia: OcHoBa Unity (MonoBehaviour).

* e Singleton:Ona rnobanbHux meHeaxepis (Gam elnput,

InventoryController).
e State Machine: Anim ator Controller (animanii), Enem yAl

(moBeAiHKAa BOP OTIB).

e Scriptable Objects: [nst BITOKpEeMIEHHS JaHUX BiJ JOTIKH
(mapaMeTpu BOPOTIB, J1aJIOTH ).

e Observer (IToxii):Input System (moniixiit rpaBis), C# Events
(OnTakeHit,OnDeath).

e Iutepdeiicu:llnteractable nus ynHiBepcanbHOiB3a€eMO AIi.
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CTpyKTYypa

NPOEKTY

MeTa:HyuYKicTb, MacwTaboBaHICTb, IETKICTb NIATPUMKN.

r [ Assets

» @ Animations
» Im Fonts
» Bm KentinputAction

» Im NavMeshComponents

» Im NPC
» Im Prefabs
» Im Scenes

» Im ScriptableObjects

> Im Scripts

» Im Settings

» Im Sounds

» Im Sprites

> Im TextMesh Pro
> Dm Tilesets

R SampleScene*
@ NavMeshSurface
@ Main Camera
@ CmCam

» (0 MapBounds

» (@ GameController

» @ UI

» & Grid
0 Global Light 2D
@ Gamelnput

» (0 Kent
D EventSystem

» @ Environment

» () Chests

» (0 Enemies

» @ NPCs




INVENTORY




| HTepakKTUMBHUMUN eneMeHT - pOianor
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I 1
Script
Npc Name
Npc Portrait
Dialogue Lines
Element 0
Element 1
Element 2
Element 3
Element 4
Element 5
Element 6
Element 7
Element 8
Element 9

Auto Progress Lines
End Dialogue Lines
Auto Progress Delay
Typing Speed
Voice Sound
Voice Pitch
Choices
v Element 0
Dialogue Index
¥ Choices
Element O
Element 1
Element 2

Armmat | alala

B NPCDialogue

O]

Pig Andrew Smooth
[s] Faceset O]
10
Halt! Who goes there? Trespassing near the
Oh, it's just you. Didn't recognize you for am
Planning to head into the woods, are you? B
My main concern these days are the Hollow
They seem drawn to... well, never mind. Jusi
The Hollow Slimes? They look... vacant, shin
It's my sworn duty to prevent them from rea
The Whisperwood? It's as old as the mounta
Very well. Keep your wits about you, and doi
Good luck, and remember: the forest is beat

+ =
10
10
1.07
01
51 andrew ®
0.92
1
4
3

Tell me mare about these Hollow Slimes.
What's the forest like?
| should get going.

OJi anor u




.

F::
b

¥ 2 =8 e ]
w-‘-mu-‘i\‘u_—;u_—:u_—_u_—;“.—_u—;u_

h

.._.._.. :1"'"

B

ol Yo

c
n
)
=
>
©
Z

-




Hanpamkn Tloganbworo Po3BUTKY

Po3mupeHHs iIrpoBOTO CBITy Ta KOHTE HTY.
JlogaBaHHS CHCTEMU KBECTIB.

[TornnOMeHHST MEeXaHIK B3a€MO I1i.
Bnockonanenns Al (0inbmr ckragHa mMoBe IIHKA
NPC).

5. OntuMizanis npoayKTUBHOCTI.

BN
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BucHoOBKMW Ta pes3ynbTarTwu

down rpu ycniwHO po3pobneHo.

2. BukoHaHi 3aBgaHHA: [1poBeaeHoO aHani3, 4ocnigxXeHi
iIHCTpyMeHTU Unity,cnpoekToBaHO ap XiTekTypy,
peani3oBaHoO KJIIOYOBI MexaHikn (kepyBaHHS, iHBEHTap,
B3aemopid, gianorun, ataka,6asosun Al,
3bepexeHHA/3aBaHTaXXeHHA, naysa).

3. lMpakTnyHa sHauywictb:PoboTta geMoHCTpy€e Nnpouec
CTBOPEHHA FpU,MOXe cnyrysatu 4OBIAKOBUM MaTepianom.

4. HaykoBa HoBu3Ha:CuctemaTtmsauyia nigxonis 4o po3pobku

* B Unity, JoKyMeHTyBaHHA npouecy iHTerpauii nigcucrem.

1 [JocArHeHHs meTu: dyHKUiOHanbHMN npoToTnn 2D top- l
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