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IlepeJtik NPUHHATHX CKOPOYEHb

I — mTy4YyHU IHTENEKT;

SOLID — n’sth 6a30BUX NPUHLIUITIB 00’ €KTHO OPIEHTOBAHOTO
IpOrpaMyBaHHS;

2D — nBoBUMIpHHI POCTID;

3D — TpuBUMIpHUII IPOCTID;

API — Application Programming Interface, npukiagnuii mporpamMHuii
iHTEpdeiic;

PNG — Portable Network Graphics, ¢opmar rpadiutoro daiiny.



AHOTALIA

Pob6ora npucesiuena po3poOui 2D — mnatdopmHOi Ipu 3 BHUKOPUCTAHHSAM
pyuris Unity Ta cygacHUX TiIXOAIB J0 MporpamyBaHHs irop. ['pa MiCTUTH KiIbKa
MeXaHiK, 3ByKoBe Ta rpadiuyte opopmieHHs Ta iHTepdeiic kopuctyBaya.

Kurouoni ciosa: pymriit Unity, mmatgopmep, 2D, ckiHueHHUH aBTOMAT



BCTYII
Ha cporogHimHid J€Hb AakTyaJbHICTh ITPOBOI  IHAYCTPIi  CKJIAJHO
MEPEOLIHUTH, a IrpoBa po3poOKa — MONYJSPHUM HAOpsIM g PO3POOHUKIB
nporpaMHoro 3adesnedyeHds. CTBOPEHHS 1rop 3HAYHO CHPONIYIOTH IFPOBI pyIIii, a
pyuriit Unity € oqauM 3 HAWMOMYJISPHIMIUX Ta HAWJOCTYNHIMMX. Pymiiit 1o3Bosse
3aCTOCYBaTU THUIOBI IIA0JIOHU OO0’€KTHO - OpPIEHTOBAHOTO MpPOrpamMyBaHHS Ta
npunuunu SOLID s po3poOku JIOTiKK Ta NOBEAIHKHU JIJIsl TPU, BUKOPUCTOBYIOUH
moBy C#, mpu upoMy ayjioBi3yanbHe OQOpPMIEHHS Tpu Ta MOOYJOBY pIBHIB
BUKOHYBATH TPSAMO B pelakTopi pyiuris 3 rpadiunum intepdeiicom. Omxe, Unity e
Ha/I3BUYAHHO 3pYYHHM 3aCO00M, IO MPUIIBUAIIYE PO3POOKY iIrpOBUX MPOTYKTIB.
BpaxoBytoun akTyajgbpHICTH IrpOBOTO TMPOTPAMHOTO 3a0e3MeyYeHHs Ta
3pY4HICTh 1 monmyJsIipHiCTh pymris Unity, mera miei podotu — po3podutu 2D —
watGopMHy Tpy BHUKIIOYHO 3aco0aMu pylIisi, IpU LbOMY 3aCTOCYBAaTH I1a0J0H
cTaHiB g peamzanii 1 BoporiB Ta mnpuHIunu SOLID nans cTBopeHHs
OporpaMHOro Koay rpu. BinnoBigHo MeTa 3yMOBMIIa TaKy JOCIIAHUILIBKY Ta TBOPUY
TISUTBHICTB !
1) Busnaunt ocobnmBocTi pymis Unity, o3HallOMUTHCS 3 TPUHLIUIIAMHA
fioro po60TH Ta HABUUTHUCS BUKOHYBATU IPOEKTU B HHOMY.
2) Busnauute 0coOMMBOCTI kaHpy 2D — mmatdopMHHX Irop Ta OCHOBHI
I'pOB1 MEXaHIKM 1 CUCTEMH, K1 JOILILHO peai3yBaTu B IIPOCKTI.
3) PeanizyBaTk BIiAMOBigHI CUCTEMH 3aco0aMU pYIIis, HaMarar4uch
3HAXOJIUTH CYYacHI Ta ONTUMAJbHI PIlICHHS.
4) Odopmut Tpy Bi3yallbHO, IOCHIIUTH TeMH Tpadiku, aHiMamii Ta
3BYKOBOTO CYITPOBOJY.
5) Po3pobuTtH iHTEpdeiic KopucTyBaya.
6) CTBOpHUTH PiBEHB JUIS TPABIS, BUKOPUCTOBYIOYH MOKIUBOCTI PYIIIis JJIsI
NPULIBUALICHHS I[bOTO MPOLIECY.
PoGoty noaineno Ha Tpu posaunu. Ilepmwmii po3nun Hagae 06a30B1 BIIOMOCTI HPO
pyuriii Unity, onrcye akTyallbHICTb Ta IHCTPYMEHTH pyIiris. Takox B IbOMY PO3JILTi

MIPOAHaII30BaHO HOT0 HEAOJIKM Ta NepeBaru. Y IpyromMy po3auil MpOoaHali30BaHO
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3aauy cTBOpeHHs 2D rpu Ta OCHOBH1 MEXaHIKH Ta CUCTEMH, SIK1 Tpeba peani3yBaTH.
B octanHpOMY pO3/AUTI MOBHICTIO OMUCAHO MPOLEC PO3POOKU MPOEKTY, B HHOMY
PO3KPUTO TEMY TUIOBUX IFPOBUX MEXaHIK IJIAT(HOPMHHUX IrOp, TUIOBI MIAXOAH A0
opraxizauii 2D rpadiku, 3ByKy, CTBOpeHHS 1HTep(deiicy koprcTyBaya Ta J11aJ0roBoi

cuctemMu. Takox B IbOMY PO311JI1 OMUCY€ETHCS 1M1a0JI0H CTaHy Ta Il BOPOT1B.



OCHOBHA YACTHUHA
PO3AIJI 1: 3naiiomcTBo 3 pyuiem Unity
1.1 3aragpHuii onIAn

Pymriit Unity — oguH 3 HalnmonyaspHIIIKX pyIIiiB AJi1 CTBOPEHHS 1rOp Y CBITL.
Bin Hajae moTy>KHI MOXKJIMBOCTI AJi1 po3poOKH K 21, Tak 1 31 npoektiB. Unity —
MYJIBTH - IIaTHOPMHA CUCTEMA, Ky YacTO OOHPaOTh PO3POOHUKH -II0OUTENI 32 1i
oOmupHUM (PYHKIIOHAT, HU3KY JOCTYMHHUX PO3LIUPEHB, JTOJATKOBUX HABYAJIBHUX
MarepiajiB, 10 AONOMAaraioTh MNOJIMNUIUTH PIBEHb BOJOMIHHS pyIIieEM Ta (akT
npucyTHOCTI Oe3komToBHOI Bepcii. [IpubiM3HO TONOBMHA MOOUIBHUX 1rOp

chorofieHHs1 ctBopeHa Ha Unity, 1110 JOBOAUTH MOTO aKTyaldbHICTh Ta MOMYISPHICTD
[1].

1.2 Jlesiki HEAOMIKH PyIIis

OCHOBHHMM HEIOJIKOM pyIlisl € Te, mo Horo Bepcis “Professional Edition”
BHUMAarae 1jiaTuTy JIesiKy (iKCOBaHYy CyMy T'polliei pa3 Ha Micsib. [leski 3 QyHKITii,
10 HasBHI JIMIE B Iid Bepcii, HEOOX1AHI JIJIT PO3POOKH BEIMKHUX KOMEPIIHHUX
IIPOEKTIB, HANMPHUKIAA IOCTYyI A0 Oera Bepci Ta koMaHjaHa JineH3is [1]. Takoxk
pylIiii BUMarae 3HaHHs MOBU IporpaMmyBaHHsa C# Ta nepeadavae po3yMiHHS MEBHUX
IPUHIUITB poboTH irop. KpiMm mporo, Oiibiiia YacTUHA BUXITHOTO KOy T'PH, SKHM
ABTOMATUYHO TEHEPYE PYIIii, JIMIIAETHCS 3aKPUTOIO JUISI PO3pOOHHKA Ta Bimoma
mumie  imkeHepam Unity, a MOXJIMBOCTI 3 HH3BKOPIBHEBOTO PO3IIUPEHHS

MOKITUBOCTEH PYIIIisi JOCUTH OOMEXKEHI.
1.3 OcHoBHi ckiagoBi vactuau Unity

Pymriii mpononye HacTymHmii cmoci® 3amaHHS irpoBUX 00 €KTIB: y BiKHI
penaktopa npucyths ciena(Scene) (D), mo mictuth 00’extn Uy GameObject.
B3aeMomiss 1mx 00’€kTiB B paMKax CIEHH BIIJaJICHO Harajaye B3ae€MOJII0
€K3EMIUISIPIB KJIaciB B 00’ €KTHO OPIEHTOBAHIN MapagurMi NPOrpaMyBaHHS: KOXKEH

00’€KT MOXKE€ MICTUTH JiTell — IrpoBl 00’€KTH, 110 MiINOPSIKOBYIOThCA oMYy, a



TaKo)X Hallp KOMIIOHEHTIB, IO BIANOBIJAIOTH 3a PI3HI CKJIaJ0BI YaCTUHU Ta
BJIACTUBOCTI IrpOBHX 00’€KkTiB. HallBaXXJIMBIIIMMU KOMIIOHEHTaMH € CKpUIITH, a
came C# kiacu, 110 yCnaJkoBYIOThCS BiJ 06a30Boro kinacy MonoBehaviour. Takox
po3poOHUK Mae goctyn 10 daiimoBoro agepeBa npoekTy(G), e MOXKHa
BIIOPSIIKYBATH Ta BiapeAaryBaTd yci (ailiy mpoekTy, I0 BKIIOYalOTh: rpadiyHi
¢aiinu, ayniodaiinu, C# ckpunt, a Takox rnpedadu(Prefabs). L1 cucrema € onniero
3 Hai3pyuHimux @yHkaid Unity Ta Hagae MOXIMBOCTI 0aratopa3oBOro
BUKOpPUCTaHHsI irpoBux o00’ekriB. Prefab y Unity no3Bosse mOBTOpHO
BUKOPUCTOBYBAaTH IrpOBUI 00'€KT, BKJIFOUAIOYHM BCi HOTO KOMITOHEHTH, 3HAYCHHSI
BJIACTUBOCTEH Ta A0UipHI iIrpoBi 00'exTu(iteii). Prefab BucTymae six ma6ioH, skuii
MOXKHa KUJIbKa pa3iB PO3MICTUTH B MEXaX OAHIET abo KibkoxX ciieH. Ile nHabGarato
Kpaile Ta 3py4Hillie, H>XX MPOCTO KOIIIOBATH Ta BCTABISITH IrPOBHUIl 00'€KT, TOMY 1110
cucrtema Prefab no3Bonsie apromMmaTH4HO CHHXpPOHI3yBaTH Bci komii [2]. Jlo iHmmx
eJIeMeHTIB 1HTep(deicy HaleKaTh: BIKHO i€papXii, 10 MOKa3ye iepapXito 00’ €KTIB B
Mexax TMeBHOi cieHu(B), BikHO IrpoBoi CHUMYISINi, IO JEMOHCTPYE, SIK Oye
BUursanatu (iHanbHUi irpoBuit gocBig TpaBisg(C), OCHOBHI IHCTPYMEHTH ISt
penaryBaHHs BIKHA CIIeHM Ta irpoBux 00'ekTiB BcepenuHi Hei(E), BikHO ycix
KOMIIOHEHTIB oOpaHoro irpoBoro o0’ekty(F), mo Mmoxe Oytu mpedadbom abdo
3HAXOJUTHUCS B MEXKaX CIIEHH, 010JI1I0TEKY JOCTYITHUX PECYPCIB JJIsI BUKOPUCTAHHS
B Mekax MpoekTy(QG), TaKOK € MOXJIMBICTH IMIIOPTYBaTH HOB1 PECYPCH, PAIOK CTaHY
HaJIa€ TMOBIIOMIICHHS o pi3HoMaHITHI iporiecu Unity(H) Ta manens iHCTpyMEHTIB

HAJa€ TOCTyM 10 o0mikoBoro 3anucy Unity Ta xmapHuX cepBiciB(A) [2].



Maui. 1.1 Iarepdeiic penakropy Unity
1.4 TlonsiTTst ckpuntiB Ta MonoBehaviour

Came y C# ckpurirax MICTHTBCS OCHOBHA JIOTika poOOTH I'pH, CTBOPEHOI Ha
pymrii. CKpUNTH NPUKPITUTIOIOTECS 10 IrPOBHUX 00’ €KTIB Ta JO3BOJISIIOTh OTPUMYBATH
JIOCTYTI JI0 PI3HUX KOMIIOHEHTIB 00’ €KTY, TAaKHMX SIK rpadiuHi 300pakeHHs, TEKCTYPH,
1HII CKpUINTH, (PI3UYHE TLIO 00’€KTa, 3BYKOBI KOMITO3MIlI. 3a 3aMOBUYYBaHHSM
KokeH ckpunt MictTuTh Meromu Start() Ta Update(). Meton Start aBromarudHo
BUKJIMKAEThCS TIPHM aKTUBalii ckpunra, a metoq Update BHUKIMKAETHhCS I 4ac
KOXKHOTO Kaapy po6otu rpu. KinbKicTh KaJpiB HA CEKYHAY — KUJIbKICTh 300paKeHb,
K1 TTOKa3ye I'pa 3a OAHY CEKyHay. Takox iCHYI0Th 1HII1 pi3HoBUuau MeTony Update(),
Hanpuknan FixedUpdate() BUKOpUCTOBYEThCS NSt B3aeMOli 3 (i3MKOIO0 TpH, 00
JacToTa OHOBJICHHS 300pakeHHs Ha ekpaHi Ta poOotu yactuHM Unity, 1m0
BIZIMOBIZA€ 32 QI3UKY, HE 30IraloThCA Ta MOXKYTh BIAPI3HATUCA Y KiJbKa pa3iB [4].
Po3yMiHHS MPUHIUIIIB POOOTH CKPHUIITIB Ty>KE€ BAXKIJIMBE JUIsI PO3POOKH Ha pPyIIii
Unity, 60 BOHH BiIPI3HSIOTHCS BiJl HAMCAHHS TUIOBUX MporpaM Ha C# 3a paxyHOK
0COOJTMBHX THUIIIB JIAHWX, METOJIIB Ta B3a€EMOJii 3 KOMIIOHEHTaMU, 110 Hajgae Unity

Scripting Api.

PO3I1JI 2: Koporkuii ornisig Micus 2D-miiargopmHux irop B iHaycrpii

po3Bar
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2.1 Kopotka icTopu4Ha J10BiJIKa

2D — nuiatpopMHI iIrpu — pi3HOBU, KaHP KOMII IOTEPHUX ITOp, 1110 OYB 1yKe
nonynsapHuid B enoxy 2D, a BUHUK Jech Ha nodatky 1980 - X pokiB. 3rogoM >kaHp
3a1McHUB niepexia Ao 3D, ane 2D irpu TUIIatOThCS NOMYAApHUMU U 1oci. OgHUMU 3
HalMepInXx NpeACTaBHUKIB LIbOTO KaHpY € irpu cepii “Super Mario Bros”, “Donkey
Kong Country” Ta “Castlevania”. B 1mux irpax rpaBellb JUBHUBCS Ha IMEpPCOHAXa
300Ky, a 10 TUMOBOTO HA0Opy IrPOBUX MEXaHIK 3a3BHYail BXOIWIM MOXKJIHUBOCTI
cTpu0aTH, 101aTy PI3HI NEPEIIKOIU, BCTYNaTH Y OUTBU 3 BOporamu. Tpoxu 3rofom
y TaKi iIrpy J0JIaBaJIUCS JI€SIKI pOIbOBI €JIEMEHTH, HAPUKIIA/ TIITHATTS PIBHS TPABIIs,

MO>KJIMBICTb MIJOMPATH peyl, CIUIKYBAaTUCA 3 IHIIUMHU NEepCOHaKaMu [4].

SO
o B QYL ARRRRRRRRRnaas
NE-MmY [

Pracula

Hmmm. . .

VYOoUu have done well
come sSo-far,

Man. 2.1 Ilpuknanu cepii “Castlevania”

VYci i MexaHIKM rapHO BiJOMi CY4aCHHMM TpaBIsIM, a JIaHWW KaHp BCE I
JOCUTH TIOMYJISIPHUMA, 0COOIMBO CEPel HEBEIMKUX TPYI PO3POOHHKIB 3 00MEKECHUM
¢dinancyBanHsaM. OgHUMH 3 HalmomymspHImuUX cydacHux 2D - miardopmepis €
“Hollow Knight” ta “Ori and the Blind Forest”. I{i mpoexTu BIOCKOHAIWIHN Ti
MEXaHIKH, SIK1 TIpIle IEMOHCTPYIOTh 1XHI MOMEPETHUKH, a TAKOXK 3pOOUIIA aKIEHT
Ha 300paK€HH1 BUCOKO1 SIKOCT1 Ta €CTETUYHII HACOJIO/A1 IpaBIIsl.

2.2 2D - nnargopMHa rpa 3 TOUKHU 30py pO3pOOHUKA
11



Po3poOka rpu, 1O 3aJ0BOJIBHUTH CYYaCHUW PHUHOK KIIIE€HTIB, 3a3BUYail
noTpedye BEIMKOIO 4acOBOIO Ta JIIOACBKOIO PECYpCy, a TaKOX KUIbKA KOMAaH[
NOCBIAYEHHUX (haxiBLIB, MPOTE€ CTBOPEHHS BIAHOCHO MPOCTHX IrOP 3 OOMEXEHUM
YUCIIOM MEXaHIK MiJ CUIy W OJHOMY pPO3pOOHMKY, BPaXOBYIOUHM MOXKJIUBICTh
CKOHLIGHTPYBAaTHCsl Ha MPOrpaMyBaHHI MOBEAIHKM TP Ta CTBOPEHHIO CKPHUIITIB,
BUKOPHMCTOBYIOUM TOTOBUM TpadiuHMil Ta MY3UKaJbHUN CYNpOBiJ. 3 OCHOBHHUX
eTaniB CTBOpEHHs TUNOBOTo 2D — mardopmepa MoxkHA BUAUIUTU: PyX IEPCOHAKA,
HaJallITyBaHHS KaMEepH, JIOTIKY CTpUOKa, CUCTEMY 3[I0POB’s, CUCTEMY CTPUILOU Ta
araKk Ha MaJlii JAMCTaHIlli, HAHECEHHS MOIIKOKECHb, IUTYYHUN 1HTEIEKT BOPOTiB,
CTBOpPEHHS rpadiyHOTO MPEACTaBICHHS yCiX eIEMEHTIB I'pH, Irpadiunuii iHTepdeiic
KOPUCTYBaya, HAJAIITyBaHHS PIBHS, My3UKaJIbHUM CynpoBiJ. BUKOHaHHS KOXKHOTO
3 JJaHWX MYHKTIB Ha pyunii norpebye 3HaHHs C# Ta pO3yMiHHS PI3HUX THUIIOBHUX

M1XO/AIB 0 IrPOBOTO MPOTpaMyBaHHS.
PO3/1JI 3: Po3podka BiaacHoi 2D — miiar¢gopmHoi rpu
3.1 I1nan po3poOku rpu

3a3Buyail po3poOKy T'pH TOMAUIAIOTH, Ha KiUTbKa MOCHTIIOBHUX €TalliB, IO
JIOTIOBHIOIOTH OJTHE OTHOTO. B pamkax maHoi po6oTu cTBopeHHs mardopmepa O0yio

[IOIUJIEHO HA BIAIIOBIIHI YACTHHU:

1) CtBopeHHs 0a30BMX MEXaHIK PyXy IEpCOHa)a, CTPUIHOM, YHIBEpPCAIbHOTO
CKpHIITA 37I0POB’ s, KEPYBAHHS MMEPCOHAKEM.

2) Po3pobxka mpocToi CUCTEMHU MITYYHOTO 1HTEJIEKTY BOPOTIB Ha OCHOBI TeOpii
CKIHYCHHUX aBTOMATIB.

3) [ix6ip rpadiuamx Ta aymiomarepianiB B marazuni Unity Asset Store. Lleii
MarasuH MICTUTh BEIHMKY KUIBKICTh HaBYAJIbHHX Ta OE3KOIITOBHHX
MaTepiaiiB, Mo JI03BOJISIE€ 36KOHOMHUTH Yac Ha CTBOPEHHI BIIACHOT Ipadikw, 10
norpelye cnenudiyHMX HaBHYKIB. B MaraswHi JOCTYITHI Marepiaiu, sKi

CTBOPIOIOTh YUYACHUKH CIUIBHOTU KOpuUcTyBauiB Unity [2].
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4) CTBOpeHHA aHIMalliili 3 BUKOpPUCTaHHSAM Animator Ta  e(QeKTiB
PI3HOMaHITHUMU CIIOCOOAMM, a TAKOXX HAJIAIITYBAaHHS 3BYKY.

5) CtBopenHst iHTep(deiicy KOpUCTyBaua, MOYATKOBOIO IMPOBOrO0 MEHIO, MEHIO
CMEPTI NEePCOHAXA.

6) CTBOpEHHS [11aJIOrOBO1 CUCTEMHU, 110 3a0e3Meuye MOXKIMBICTh CHUIKYBaHHS
EPCOHAXKIB.

7) ®inanpHa MoOyg0Ba IrpoBOTo piBHsA 3acobamu Unity Ta onTUMI3allis iIrpOBOr0

JOCBIY TpaBIIs.

3.2 OCHOBHI MEXaHIKHA Ta CUCTEMU
3.2.1 Pyx nepcoHaxa

[cHye KiTbKa TUITOBHX MIAXO/IB JI0 peatizallii mepeMiIieHHs irpoBoro o0’ ekra
Ha creHi. Koxken 06’ ekt mae komnoHeHT Transform 3 koopauHaTtamu X, y, zZ, IpoTe
TpeTs koopauHarta mix 4dac 2D po3poOku He OepeTbesl 0 yBaru, Tox poboTa
NEePEBAXKHO BIIOYBAETHCS 3 KOOPIAMHATAMU X Ta y. HallOUIbII OYEBUIHUM T1AXO/IOM
710 peaJizallii € 3MiHa BIIMOBIIHUX KOOPAWHAT 00’ €KTa HA CIICHI, IPOTE e METO
HE € ONTHMaJbHUM, 00 PYIIiH Hajga€e CBOi IHCTPYMEHTH Il PoOOTH 3 (Pi3UUHUMHU
o0’ektamu. Bukopuctaemo kommoHeHT Rigidbody2D, mo cumymioe ¢izuyni
BJIACTUBOCTI NIEBHOTO 00’ €kTa. Y BUNaaKy 3 2D 00’€KTOM Ha HOTO CIPAaMT 3aBISKA
Rigidbody2D OymyTh BrutBaTH 3aKOHHU TpaBiTallii Ta MPUCKOPEHHS, IMITYJIbCH, Bara
touo [3]. BigmoBimHo mna pyxy o0’ekta OymemMo BiJICTEXKYBaTW, Y HATUCKAE
KOPUCTYBa4 KJIABINI Ha KjaBiaTypi, IO BIATOBINAIOTH 32 PYX, Ta MPUCKOPIOBATH
00’€KT Ha 3aJ]aHWK TMapameTp MBUAKOCTI. TakuM YMHOM, HE Tpeba 3MIHIOBATH
koopauHati GameObject BpydHy. BiamoBigHi KOMIIOHEHTH MOYKHA JOJATH JI0

00’exty Wizard, 0CHOBHOTO MEpCOHAXY Y Tpi.
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Rigidbody 2D

Dynamic

& ZeroFriction

Mai. 3.1 Komnonentu Rigidbody2D ta CharacterMovement

@di3uyHe TUIO J03BOJISE€ TAKOXK IMILUIEMEHTYBaTH CTPUOOK Bropy, MpoTe Mpu
IPUCKOPEHHI BxKe Oyzie 3MiHIOBaTUCS KoopauHarta y. I1ix yac peamizamii miei GyHkiii
BUHHMKA€ OJHA 3 THUIOBHX IpoOJeM — MEepCOHaX HE Mae cTpubaTu y MOBITPI
HECKIHUEHHO, TOX Tepe] CTPUOKOM CJIiJ] TIEPEBIPUTH, 1110 BiH 3HAXOAUTHCS Ha 3€MIJII.
Jl7ist bOTO 3pY4YHO BUKOPUCTOBYBAaTH MexaHi3Mm mapiB Unity Layers, mo no3Bosse
HaJaBaTH PI3HUM IrpOBUM 00’€KTaM y cIeHl pi3Hi mapu. Hampuxmanm, mis
MepeBIpKU Ha CTPUOOK MOYKHA TIEPECBITUNTHCS, IO MepcoHaXk Wizard 3HaXOMUThCS
Ha 00’ekti 3 mapy Surface, BukopuctoByrouu Physics2D.OverlapCircle() o
HagaeTbest Scripting Api [3]. Ilim wac irpoBoi po3poOKH IyXe BaKIUBO
BUKOPHCTOBYBATH CaM€ TaKi ONTHMAJIbHI PillIeHHS, 00 BOHU CHJIBHO TMOJICTIIYIOTh
Monmu(ikaiifo Ta PO3MMUPEHHS CKpUNTIiB. Pymiiii Takok Hajgae BOyIOBaHY
komnoHeHTy CharacterController, mo Mae MeToau 111 KEpyBaHHS TpaBIEM, TIPOTE
BUKOPUCTAHHS TaKOro (DYHKI[IOHATY 3MEHIIYE PIBEHb KOHTPOJIIO PO3POOHUKOM TOTO,

SIK caMe 00poOIsIeThCs pyX [6].

3.2.2 CninyBaHHS KaMepH 3a IEPCOHAKEM
14



BaxxnmBol0 4YacTHHOI CLIEHH € Kamepa, L0 Mae€ CIiIyBaTH 3a pyXamu
nepcoHaxka. B Unity icHye Kuibka THUIIOBHUX CHOCOOIB peanizallii Takoi (yHKIIII.
HailioueBuHilme pimieHHss — 3pOOUTH 00’ €KT KaMepu MiANOPSIKOBAHUM 00’ €KTY
rpaBlis, Ta TOAl KOOpAMHATH y MpocTopl ii komnoHeHTH Transfrom OynyTh
3MIHIOBATHUCS MapayieIbHO 3 PYXOM T'paBIld, MPOTE 1€ PIllICHHS HE € ONMTHMAJIbHUM.
Kpamie ckopucratucs BOygoBaHoio kommoHeHToro Cinemachine st CTBOpEHHS
HU3KHU PI3HUX BUAIB KaMep, a00 CTBOPUTU CKPUIIT, IO Oyae mpuilMatu irpoBHi
00’eKT, 3a SKMM Oyle CIiayBaTH KamMepa, a TaKOXK JIOJaTh JesKl J0JaTKOBI
napameTpH, Takl siK 3CyB, 110 OyJe MepeMilllyBaTh KaMepy Ha MEeBHY B1JICTaHb Bij
nepcoHaka, abu BiH He 3HaXOIMBCA B LIEHTP1 €KpaHy mix yac rpu. i Takux 3a1a4d
4acTO BHUKOPUCTOBYIOTH MeETONMU, siki Hamae Vector3 kmac Unity [7]. Merton
SmoothDamp m03Bosisie kKamepi MOCTYNOBO PyXaTHCh 3a MEPCOHAXXKEM 3 TMEBHOIO
3arpumKoro [3]. Takuit miaxij CTBOPIOE MPUEMHUN BI3yalbHUN €PEKT CIiTyBaHHS.
Ckpunt 11 CliTyBaHHS JOAA€THCS B KOCTI KOMIIOHEHTHU J10 OCHOBHOI KaMepHu Ha
cueni. Ilapamerep smooth time BiAmoBizae 3a Te, HACKUIbKU IUIABHO Kamepa

“HaznoraHse”’ MepcoHaxka.

* Layer Default

Select Overrides

Audio Listener

~ Camera Follow (Script)

A Wizard (Transform)
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Man. 3.2 Ckpunt CameraFollow — koMIOHEHT Kamepu
3.2.3 310pOB’sl Ta NOWIKOIKEHHS, CMEPTh

310pOB’sl € OJHIEIO 3 HAMBAXKIIMBILIKUX CUCTEM B Irpax, 60 CMEPTh MOTUBYE
rpaBisl cripoOyBaTH MPOUTH PIBEHB 1€ pa3 Ta BUUTHUCA HA CBOIX MOMMIIKAaX. Xo4a 1
MEePCOHAX TPaBIl, 1 BOPOTH MOTPEOYIOTH II0 CUCTEMY, ii JOILIIBHO CTBOPUTH Y
BUIVISIZII YHIBEPCAJTBLHOTO CKPUITY, KU MOXHa BHKOPHUCTOBYBATH JUIsI Oararhbox
PI3HHUX ITPOBUX 00’€KTIB, HABITh JIJIl CTATUYHUX IMEPEUIKOA. Y CKPHUMTI B SKOCTI
napamMeTpiB ciijg 30epiraTd MakCUMaJIbHUM Ta MIHIMaJIbHUM TMOKAa3HUKH 3710POB’s
00’€KTa, a TaKOX B SIKOCTI 3MIHHOi ILUJIOYMCENIBHOTO THUIY — MOTOYHUN pIBEHB
310poB’si. CKpUINT 37I0pPOB’Sl HE BIACTEXKYE, 5IKI 00’ €KTU Ta SIKUM YHHOM MOXYTh
HAHECTH TIOIIKODKCHHSI TOMY 00’ €KTy, O SIKOTO KOMITOHEHTY 3JI0pOB’Sl J0JaHO,
NpoTe HAJa€ BITKPUTHI METOA OTpuMaHHs ypoHy takeDamage, mo mo3Boisie
OTpUMATH JOCTYN A0 Il€i KOMIOHEHTH 3 iHmoro C# CKpunty, a 3J0pOB’I0
JUIIAETBCA TUIBKA OOPOOUTH HAHECEH1 TMOIIKO/KeHHS. Takuil Miaxia dYacTo
3acTOCOBYeThC B Unity /sl 3MEHIIIEHHST KUTBKOCTI 3B’ S3KIB MK KOMIIOHEHTaMHU.
KomoHeHT 310poB’s TaKoXk BIAIOBIZAE 32 CMEPTh MEPCOHAXKA Ta Mae 00OpoOIATH Ta
PO3PI3HATH CMEPTh BOPOTa Ta CMEPTh IrpaBllsid. BUHMKae MUTAHHA: K CKPUIIT MOXKE
BU3HAYUTH, JI0 SKOTO KJIACy HAJEKHUTh HOTO IrpoBHil 00’ €KT — 6aThko. [y Takux
3a/1a4 pyIIii Hajae cucreMy TeriB Tag, a abu BUKOHYBATH NIEBHHUM MPOrpaMHUN KOJT
TUIBKM 32 YMOBH, IO ITPOBHH 00’€KT Ma€e IMEBHUHM Ter, IOCTaTHbO BHKOPHUCTATH
meton CompareTag, 110 MOpiBHIOE TeT 00 €KTY 3 3aJIaHUM PSAKOBUM IMapaMeTpoM
[3]. OTxe, Tpa 3aBEpUIYETHCS, SIKIO 370POB’S TPaBIA NaJae HIHKYE MIHIMAIBHOTO
piBHS, a SKIIIO TOMHUPAE BOPOT, TO HOTO IrpOBHM 00’ €KT 3HUIIYETHCS 32 JOTIOMOTOIO
metony Destroy. Destroy mpubupae 31 crieHH 3amaHuii 00’€KT MUTTEBO abo 3
3aJIaHOI0 3aTPUMKOI0. BiH € TUITOBUM Ta BUKOPUCTOBYETHCS JJISI BUPIIMICHHS HU3KH
mpoOiem mporpamyBaHHs irop Ha pymii Unity [3]. OmgHaKoBi CKpUNITH 370pOB’ S
JIOJIAI0ThCS SIK J10 TMEepCcoHa)a, Tak 1 10 BoporiB. [Tapamerep fallBorder BignmoBinae

3a KOOPAMHATY Y, /i€ 3aKIHUY€EThCS IOCTYIHUN IrpOBUNA MPOCTip, TOOTO 3a0e3mneuye
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CMEpPTh BiA MaAIHHS 3a MeXI1 irpoBoro npocropy. Takuil nmapameTrep NOLUIBHUMN y

mIaTpOpMHUX Irpax, e rpaBellb Ma€ JA0JaTH NEPEIIKOAM 3a JOIOMOTOK CTPUOKIB.

« Health (Script)

Max Health
hin Health

Fall Border

Man. 3.3 Ckpunt Health 3 napamerpamu
3.2.4 Araka, HaHECCHHS MOIIKOKCHb

MexaHika HaHECEHHsI TIOIIKOKEHb € OHIEI0 3 0A30BUX IS PI3HUX ITPOBUX
XKaHpiB. 3 TOYKH 30py PO3pOOHHUKA ICHYE KUJIbKA MIAXO/IB 10 ii peanizaitii. OnHUM
3 HA3pYy4YHINIKUX Ta MOMYJIIPHUX METO/IIB € BUKOpUCTaHHs Raycast, BOymoBaHOTo B
pyuriit Unity. BpaxoByroun 2D nipupoay nmpoexTy, BUKOPUCTOBY€eTbCs came 2D
Physics2D.Raycast, 110 npaiiroe 3 KOopauHaTaMu X Ta Y y POCTOPI.
KonrnenryansHo 1ie#t GyHKITIOHAT PYIIiio 3aycKae MPOMIHb 3 BEKTOPY 3
OYaTKOBUMHU KOOpAMHATAMHM Yy 3aJIaHOMY HAIpsiMi Ta 3 3aJ]aHO0 AMCTaHIIi€eo [3].
S0 irpoBHii 00’ €KT, IKOTO TOPKHYCS MPOMiHb, Mae komnoHeHT Collider, To 31
sminHO1 THITY RaycastHit2D moxHa oTpuMaTi 10 HBOTO JIOCTYII Ta MEPEBIPUTH, YU
MICTHTH BiH koMmioHeHT Health, peanizaiist sikoro po3risiganacs pasimie. Ko
TakK, 3a J10MOMorow metony takeDamage 11i€i KOMITOHEHTH MOXKHA HAHECTH YPOH
BOporoBi. Tak camo BOPOT MOKE 3HIMATH 37]0pOB’ s TPaBIls. BUKOPHUCTOBY€ETHCSA

TaKOK BUIIAJIKOBA T€HEpaIlisl HapsIMy CTPLIBOH, 100 rpaBelb HE 3aBKIN CTPUISB
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B OJIHE i T€ caMe MICIIE.

hotDirection));

impactEffects

%, hit.po

2.right * _weaponData.knockback, Fo 2D. Impulse);

shotDirection * _y

ponData.range);

Mai. 3.4 Peanizamist metony DoShot() 3 Raycast

[adopmartis npo 30poro 30epiraeTbes y ScriptableObject — kKoHTeMHEP1 AT TAHUX,
110 J03BOJISIE HE3aJIeKHO 30epiraTh BEJIMKY KUIBKICTh PI3HUX JaHuX. Ha BiAMIHY Bij
MonoBehaviour, Taki 00’ €KTH HE MICTATh CKPHIITIB Ta BUKOPUCTOBYIOTHCS 3a3BUYal
UL OUTBIN 3pYYHOTO 30€peKECHHS TaHHX, MapaMeTpiB, XapaKTEPUCTHK TOIIO [2].
Takuii migxia 703BOJISIE CTBOPIOBATH KUIbKA Pi3HUX KOH(Iryparliid 30poi 3 pi3HUMH
napaMeTpamu, Ipy bOMY B IapaMmeTpax CKPHUITa 30poi 3MIHIOETHCS JIUIIE OIHE

T10JI€C.

Maui. 3.5 WeaponData SriptableObject 3 mapameTpamu
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3.3 ITy4yHuii IHTEIEKT BOPOT'iB
3.3.1 [IoHATTS CKIHUEHHOTO aBTOMATy

CkiHYeHHMII aBromMar — JyK€ BaXJuBa Ta 0a3oBa MoOjelb 0OaraTbox
MpOrpaMHMX Ta anapaTrHuUX MpoaykTiB. KoHllenTyanabHO i/iess aBTOMATy MOJISITaEe B
TOMY, 110 BIH TOCTIHHO 3HAXOAUTHCS B OJHOMY 3 3aJIaHUX 3a3/ajieri/ib CTaHiB,
BIJIMOBIIHO KIUIBKICTh CTaHIB OOMEXEHA Ta BHU3HAUEHA, 110 CIPOIIYE CTBOPEHHS
mojeni Ta i oociyroByBaHHs. OIHMM 3 HAaUNPOCTIIIMX MPUKIAIIB CKIHYEHHOTO
aBTOMATY € MIepeMUKay 3 TOJIOKEHHSIMU YBIMKHEHO Ta BAMKHEHO. Taka cucteMa mae
JIBa CTaHM Ta J[Ba MEPEXOU, Ta BIATOBIIHO B KOXKHOMY 31 CTaHIB MOYKJIMBHUH JIUIIIC
OJIMH TIePEX1J1, 30BHIITHBOIO YMOBOIO ISl TIEPEXOY € HATUCKAHHS Ha MepeMuKay |8,
c. 17 - 18]. Cnin 3a3HaunTH, 1m0 4acto iHdoOpMaIlis, 1o 30epiracTbCsi B CTaHaX,
JIOCUTh HETpHBiaJIbHA Ta CKIHYCHHUN aBTOMAT BUKOPHCTOBYEThCS Il OaraThox

3a/1a4, B TOMY YHUCJI1 1 ISl MOJICITIOBAHHS JISIKUX MIPOIIECIB B irpax.

Push

@) ()

Push

Man. 3.6 CkiHueHHUI aBTOMAT - IIEpEMUKaY
3.3.2 Micrie CKiHYeHHOTO aBTOMara B IrpoBiil po3po0iri

B irpoBiii po3po0i11i CKHIY€HHU aBTOMAT SIK MOJIEJIh YaCTO BUKOPUCTOBYETHCS
JUTSI BIZICTE)KCHHS Ta 3MIHH CTaHy TIepcoHa)xka abo 00’ ekty Ha irpoBiii crieni [9]. Cami
po3pobrukn Unity y CBOiX peKOMEHIAIlIX IOA0 BHKOPHUCTAHHS IaOJIOHIB
MPOEKTYBaHHS B IrpaxX Ha3WBalOTh Takui madmoH State Pattern (mraGmoH craHiB).
CxemarnyHO JiarpaMa CTaHiB, B SKUX MOXE 3HAXOJUTHUCS TEPCOHAX, BUTIISLIAE

HAaCTyITHUM YMHOM(3a YMOBH, 1110 IEPCOHAX HE MAE IHIIUX CTAHIB):
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Mau. 3.7 Ctanu nepcoHaxa

Takuii migxiag € HaA3BUYAMHO KOPUCHHM, 00 B JWHAMIYHHMX irpax cucTema
MOCTIHHO OTPUMY€E€ KOMaHAW BIJ TpaBIsl Ta CTaH IrPOBOI CIIEHU 3MIHIOETHCS.
Hampukian, y mpoexTi, 1o po3nIsSIa€Thes B i poOOTI, OCHOBHHH MEPCOHAXK Mae
npuHaliMHI 4 CTaHW: CTaH HEPYXOMOCTI, CTaH pyXy, CTaH arakd Ta CTaH
3HaXO/DKEHHS B TOBITpi(cTpuOKa Bropy Ta mnajiHHA BHHU3). BiH He Moxe
3HAXOJIUTHUCS B JIBOX CTaHAX OJHOYACHO, a TaKOXXK MAarOTh OyTH BHU3HAYCHI YMOBH
nepexomiB Mixk craHamu. IIpore depe3 Te, IO NEPCOHAXKEM Kepye TpaBellb,
BUKOPHUCTAHHS 11a0JI0OHY CTaHIB I peasizarlii Horo MoBeAiHKY € HaUIMIIKOBUM Ta
JIOCTaTHbO BUKOPHUCTOBYBATM YMOBHI BHpa3d Ta 3MIHHI OyJI€BOTO THITY IS
KOHTpOIIO cTaHiB. Komu % MoBa #iie Ipo BOPOTiB, IIJIKOM JOIUIBHO IS 3pYYHOCTI
CKOPHUCTATHCS MA0JIOHOM CTaHY JJIi CTBOPEHHS IITYYHOTO 1HTEJIEKTY. Bopor Tex
Ma€ TaKl CTaHM SK TpaBellb, IPOTE HE CTpHOAE, a TAKOXK MOYKEMO BU3HAYUTH TIEBHI

YMOBH MEPEXOAIB MK HUMHU.

3.3.3 CTBOpEHHSI BJAaCHOTO CKIHUEHHOT'O aBTOMATY JUISl IITYYHOTO 1HTEIEKTY

BOPOT'iB
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AOU CTBOpUTHM TaKy CHUCTEMY, JAOLUIBHO CKOPUCTAaTHCS aOCTpPaKTHUMHU
KJIacamu, 1110 OyAyTh HaJaBatu 1HTEepdEc i1 KOHKPETHUX CTaHIB Ta MEPEXOJIB Y
aBTomari. Takox IOUUILHO BUKOpuUcTaTH 00’ekTu THUMy Scriptable Object, 1o
3rajJlyBaBcCs paHilie, abu JUIsl 3MIHU JI€IKUX [MapaMeTpiB 111 BOPOriB OyJI0 10CTaTHHO
3MIHUTH came exk3meruisip Scriptable Object [10]. CxemaTtnyHO Hamia Mozaelb Oyae
MaTH Takuil BUIsiA, npote ctad Chase nepen0davae TakoXX arakyBaTH IPaBIs, KOJIU

BOPOT Ha JOCTATHIN JJIsl 1bOTO BiJICTaHI.

/—Countdown finished < event >

Patroliing
< state >

Patrol waypoint reached < event >

Waiting
Player detected < event » < state »

Player lost < event =

Player detected < event >

e

Chasing ]

< state >

Mai. 3.8 Cxema CKIHUEHHOTO aBTOMATY JIJIsl BOPOTiB

Maemo KibKa CTaHIB Ta MOJIi — YMOBH NEPEXOiB Mk HUMH. Bopor XoauTh
MDK KUJIBKOMa MICIIMU Ha IrpoBiil KapTi, moku He OaunTh rpaBisg. Komu Bopor
JIOXONIUTH J0 3aJ]aHOT TOYKH, BIH YEKA€E JESKHUM 9ac Ta iae 0 IHII01 TOYKHU 31 CTUCKY
3a1aHuX. SIKI0 BOpor 0aunTh TpaBIlsl, BiH TOYMHAE CIITyBaTH 32 HUM Ta aTaKyBaTH
Horo, SKIO mepectae 0AaYUTH TPABIS — 3HOBY MEPEXOIUTh Y CTaH MaTPYIIOBAHHS
[10]. O1xe, MaEMO CKIHUCHHUH aBTOMAT IOBEIIHKH BOPOTa Ta MOXKEMO 3aJ1aBaTh
TOUKM MaTpyatoBaHHs. [[s peanizalii cTaHy 3a3BU4Yail BAKOPUCTOBYETHCS Oa30BHi

111a0JI0H HACTYITHOTO BUTIISIY:
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Transition from
previous state

Evaluate
each frame

Transition to
nextstate

Man. 3.9 CtpykTypa cTany

VY BuUnaaKy BUKOPHCTAHHS TAakoro iHTepdeicy KOKeH CTaH Ma€ BU3HAYaTH

HaCTyrIHi MCTOAM:

1) Enter — BUKOHY€ETBCS PU BXOKCHHI Y CTaH.
2) Execute — BUKOHY€ETBCS KOKHOTO KaJipy B Metosi Update 3 Unity.
3) Exit — BUKOHYETBCS TIPU BUXO/1 31 CTaHy Ta BIAMOBIIHO MEPEX0/i B 1HIITUH

CTaH.
OT1xe, BCi cTaHW OyIyTh IPAIIOBATH 3a TaKOK cxemMoro [9].
3arajoM MOKEMO MMOAUIUTH aBTOMAT Ha TaKi YaCTUHU

1) Cranu — 06’extu Scriptable Object, o peanizyroTs 6a30BHil Ma0IOH, 1110
BU3Ha4YeHUH BuIle. KoXKeH cTaH MICTHTh CIMCOK JIii, SIKi Ma€ BUKOHYBAaTH
BOPOT B I[bOMY CTaHi Ta CIUCOK TMEPEXOAiB, AKI MOXE 3IIHCHUTH BOPOT.
Knac BaseStateMachine 3amyckae Ta BUKOHYE aBTOMAT, TAaKOXK BHU3HAYAE
MOYATKOBUM CTaH MAaIWHHU.

2) Mii — Te, mo BOpOT BUKOHYE B MEXaX NMEBHOTO CTaHy. B Hamomy BUMaaKy
KO>KHOMY CTaHy BIJTNOBIa€e meBHa aist. KoxxHa mis MicTuTh MeToau Enter,

Execute Ta ExXxit BigmoBigHO MmIabJIOHYy CTaHy Ta B IIUX METOJIAX
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3)

4)

BU3HAYAEThCS MOBe/iHKa Bopora. KonkperHi aii € 00’ ekramu Scriptable
Object, sk 1 ctanu. I1ix yac 0qHOTO CTaHy MOYX€E BUKOHYBaTHCh KUIbKA JTIH.
PimenHs1 — koxxHe pimeHHs peanizye Meton Decide Ta Mae BUPIIIUTH, B
KU CTaH MEePEXOIUTh aBTOMAT B 3aJIEKHOCTI BiJl PE3yNbTaTIB BUKOHAHHS
BOro MeToay. B HamoMmy BUMaaKy HEOOX1HI PIIEHHS: YA MOXKE BOPOT
0ayuTH IpaBIs, YU HAATO JIAJIEKO T'paBellb B1Jl BOPOTra, YU JOCTATHHO BOPOT
OYIKY€ Ha MICIlI MaTPYyIIOBaHHS Ta UM JIIAIIOB BOPOT JIO BIAMOBIIHOTO
MICLIS.

[lepexoqu — BU3HAUYEHHS NEPEXOAIB 3 ONHOrO craHy B iHmMH. Koxen
okpemHil mepexin Takox € SriptableObject Ta MiCTUTBH pillIeHHS Ta /B
CTaHU — CTaH, B KU Mae TMEepelTH aBTOMAaT, AKIIO Oylno NpuHHATE
MO3UTUBHE PIIIEHHS, Ta BIANOBIIHO CTaH — HACHIJIOK MPUUHITTI
HEraTMBHOTO pilieHHs. [HKomu cTaH He Tpeba 3MIHIOBAaTH IIPU OTPUMAaHHI
HEeraTuBHOTO pe3ynbTary Metony Decide, Tol aBToMaT JTUIIA€THCS B TOMY

CTaHi, B SIKOMY OYB.

OT)KG, AJIA BUKOPUCTAaHHA aBTOMATy JOCTATHBO CTBOPUTH 00’ eKTH JJIs1 CTaHiB,

pilliecHb, TMEpPeXOAiB Ta i BIAMOBIMIHO JI0 CXEMH IIIi BOpOra, a TaKoX

3aporpamMmyBary BCIO HEOOXiaHy Joriky. HaBemnemo npukiiaau 00’ €KTiB:
y y Y.

EnemyBehaviour » StateMachine » ActivitiesSc

BasicChase BasicPatro

Mair. 3.10 Enementu ScriptableObject mst miit

EnemyBehaviour » StateMachine » DecisionsSc

NGRNGNNGIN

CanSeeDac.. DistanceD.. ReachedPl... Wait TimaD...

Man. 3.11 Enementu ScriptableObject gis pimmeHb
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Activities

Element O BasicPatrol (Patrol)

Transitions

Element O Rest (Transition)

Element 1 FoundEnemy (Transition)

Mau. 3.13 Ilepexin “Bopora 3HaligeHo”

HacTymHi erleMeHTH aBTOMaTy BH3HAYAOThCS aHAJIOTIYHO. [Ticist 3akiHUeHHS
Moaudikallii aBToMary AOCTaTHBO 1O IFPOBOro 00’€KTy BOpOra JIOAATH CKPHIIT

BaseStateMachine Ta BUBHaYUTH TOUKHU NATPYITIOBAHHS 1 TIOYaTKOBUHM CTaH BOpPOTa.
3.4 TI’padiune Ta 3ByKOBE OOPMIICHHS TpU
3.4.1 3BykoBe 0pOpMIICHHS TPU

Unity Haiae HU3KY MOXKIIMBOCTEH 00poOKHU aymiodaiisiB Ta BUKOPUCTAHHS 1X
y rpi. Pymi#i miatpumye Hu3Ky ¢dopmaris, a s poOOTH 31 3BYKOM
BUKOpHUCTOBYeThCcs  AudioSource koMmmoHeHT. BiH Hamae HH3KY METOAIB Ta
mapameTpiB JJisi KOPEKTHOTO BIATBOPEHHS 3BYKY, HAMpPHUKIAQA, YW MPOTPaBaTH
MEJIOZIF0 Of[pa3y Micis 1HIMIaMi3iIii KOMIIOHEHTA Ta YM MOYWHATH MPOTpaBaTH il
CrovyarKy micis 3aBeprieHHs. lleli KOMMOHEHT 3pyYHO BUKOPUCTOBYBATH IS
nporpaBaHHs (POHOBOI MY3HUKH, a JJIsl IPOTPABaHHS 3BYKIB y I'pi, HAIPUKJIIA]l BUOYXIB,
yacTo BHUKOpUCTOBYeTbCsi MeTon AudioSource PlayClipAtPoint, mo mporpae
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MEJIONIIF0 B 3aJJaHUX KOOPJMHATaX Ha IrPOBIM CIIEHI, BUKOPUCTOBYIOUM Vector3.
Yacto CTBOPIOETBCA AOAATKOBUM CKPUNT MY3HMKaJIbHOrO IporpaBaya, alu
po3muputu  6azoBuii  ¢yHkmionan Audio Source. Hampukman, y rpi
BUKOPHCTOBYETHCS MTOCTYNOBA 3aMiHA OJIHIET KOMITO3HUIII1 Ha 1HIILY 3 3aTPUMKOIO, SIKY

JOIUTFHO peati3yBaTH B OKPEMOMY KJIacCl.

ic IEnumerator FadeOut(AudioSource audioSource, Tloat fadeTime)

- startVolume = audioSource.wvolume;

while (audioSource.volume > @)
I
L
audioSource.volume -= startVolume * Time.deltaTime / fadeTime;

yield return null;

audioSource.volume = startVolume;

Mai. 3.14 MeTtog noCTyOBOTO 3MEHIIEHHS TYYHOCT1 MY3UKHU

FadeOut mocTynoBo 3MeHIIIye T'y9HICTh KOMITO3HITii @ 3r0I0M ITOBHICTIO 3yITHHSE ii.
BukopucrtoByerbess MexnHi3M Unity Coroutines. BiH 103BOJIsIE CTBOPHUTH TIEBHY
3aTPUMKY Ta YacTO BUKOPUCTOBYETHCS IJIsi CTBOPEHHS (YHKIIIH, IO MAaroTh
MpaIoBaTH IOCTYIIOBO, a HE B peaidbHOMY 4daci. Yield mo3Boisie 3ynmuHUTH
BUKOHAHHSI MPOTPAMHOTO KOAY Ta TOBEPHYTHCS TYIW, ¢ Horo Oylo 3yIMHHEHO.
Baxxnuo po3ymitu, mo Coroutines He € MOTOKAMH Ta BUKOHYIOTHCSI B OCHOBHOMY

MIOTOII1, X092 YMMOCH 1 CXOK1 Ha TIOTOKH 3a MPUHIIUIIOM poboTH [2].
3.4.2 I'padiure ohopmIiieHHS TpH

Hnst ctBopenHss 24 Tpadiku 3a3BUYall  BHUKOPUCTOBYIOTHCS CIIPAWTH.
Od4eBUAHO, MO CMPANUT — NBOBUMIpHHNA TpadiuHmii 00’ €KT, STKUN 3a3BUYAN SBIISE
co000 KapTHHKY a0 cepiro KapTUHOK, 3 SKUX MOXXHA CTBOPUTH MOKAAPOBY
animarriro. Came 3py4HICTh CTBOPECHHS aHIMallii € HAOUTBIIOI0 TEPEBAror0 CIIPANTIB.
[x Mo’kHa 0OepTaTH Ta BCUIAKO 3MIHIOBATH B MEKaX irPOBOT CLIEHH, a TAKOXK iX 4acTo
BUKOPHMCTOBYIOTh JUISI aHIMyBaHHS i, 110 BIAMOBIJAaIOTh CTaHaM IEPCOHAXIB,

HaIlpUKJIaJl CTaHy HEPYXOMOCTI, CTpUOKY, aTtaui yu xoap01, Oiry [11]. AnimyBatu
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TaKO’X MOJKHA 1 IPOBE OTOYEHHS, HAMPUKJIIA] JIAMITY, 3alajieHui (pakea yu mpamnop
nig aiero Birpy. Y pyuaii Unity ams poOoTH 31 cipaiiTaMi BUKOPUCTOBYETHCS 3pyyHa
koMmnoHeHTa SpriteRenderer, mo mnpuiiMae crpallT y ¢opmari KapTUHKH SIK
napametrep. Hampukian, po3misiHeMO sK 30epiraeTbCs aHiMarlisi HEpPyXOMOCTI

TOJIOBHOTO Tepos MpoekTy. Maemo oauH png ailn 3 Kaapamu aHiMalii, KN

PO3UIEHO aBTOMAaTUYHO 3aCO0aMHU PYIIIIO.

Mau. 3.15 Capaiitu ajia a"iMarii roToBHOTO Tepost

AOu mepeTBOopuTH I1Ied HaAOlp 300pakeHb Ha aHIMAIlll0, BUKOPUCTOBYIOThH
KOMITIOHEHTY Animation, a, abu HaJaIITYyBaTy Pi3H1 aHIMAII JIJIs1 IrPOBOTO 00’ EKTY,
BUKOPUCTOBYIOTH AnimationController. Ileli KoMmoHEHT 103Bojisie O(DOPMUTH
nepexod MK aHIMaIlIsIMU Y BUIJISIAL JlarpaMu, a Tako)kK BCTAHOBHUTH TIEBH1 YMOBH,
npu SKUX aHiMmailii OymyTh 3MiHIOBaTHCA. Taki yMOBH MOXKHa BUKOPUCTATH B KOJ1
IHITUX CKPHUNTIB 3a gomomoror Mmerony SetTrigger(). Hampuxman, nns Buiie
PO3IVISIHYTOTO IITi BOPOT1B MOYKHA, KOJIM BOPOT 3HAXOAUTHLCS Y CTaH1 MaTpyItOBaHHSA,
BCTAaHOBUTH HOTO aHIMAIlll0 dYepe3 KOMIIOHEHTY Animator, BHUKOPHCTaBIIU
SetTrigger(“Run”), o BinnoBigae crany xoap0u Bopora. 3arajiom jJiarpama CTaHiB

aHIMaIIii BOpora BUIIISIA€ TAKUM YHHOM
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Any State

\/

Attack

Mai. 3.16 liarpama cTaHiB Bopora Jjis aHiMarii

HanamryBaHHs OKpeMOT0O MIEPEeXo1y 3 BU3HAUCHHSM YMOBH TIEPEXOAY JTOCTYITHO JIJIS
PO3pOOHHKA B OKPEMOMY BiKHI:

rTransitionBase

ldle -= Run

urce  Naone

Conditions

Run

Maui. 3.17 Ilepexin 3 animaitii Idle no animanii Run
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Hampukinan, nepexig Bopora 3 HEpyXOMOTO CTaHy y CTaH XOAbOM BiIOyBa€ThCA MpU
BCTAHOBJIEHHI BIATOBIAHOI 3a3/1aJIeTiAb CTBOPEHOT YMOBU Run, mo 30epiraerses y
BUIIISA1 PAAKY cuMBOMIB “Run”. TakuM 4YMHOM MOXHA HalallITyBaTH HU3KY

aHIMaIlii 17 pi3HUX 00’ €KTIB, K I'POBOTO MEPCOHAXkA, TaK 1 BOPOTIB.
3.4.3 Edextu

OxpeMuM acnekToM Bi3yalbHOTO odopmiieHHS Tpu € edextu. Yacrto
CTBOPIOIOTH €(DEeKTH CTpUIbOM, BUOYXIB, yaapiB A TOro, 00 IpaBellb Kpaile Ta
NpUEMHIIIE BIIUYBaB CBOi Aii mij yac rpu. Ha BiaMiHy BiA aHiMalii, e(hekTu yacTo
BUKOPUCTOBYIOThCSl Y BUIVISIAI ToToBUX 00’ekTiB Tumy Prefab, Ta ix mocraTHbo
CTBOPUTH Yy 3aJaHOMYy MICIll y pa3i MoTpeOu Ta BUIATUTH uyepe3 JEesKHil uac,
BUKOPUCTOBYIOUM MeTon Destroy. Y mpoekTi npucyTHid edekT BHOYyXy mia dac
araku TOJOBHOTO reposi. Takuil edekT mae mporpaBaTHcs y MICII MOMAJaHHS Y
BOpOTa, OTXKE BUKOPUCTATH MOr0 AOLUIBHO y ckpunTi Weapon y pa3i HO3UTUBHOTO
BiAnpaioBaiHd Raycast. Takok 4acTo IeHEpYyIOTh OAMH 3 KUIBKOX JIOCTYIHHUX
e(eKTIB BUMAJKOBUM YHMHOM, K 1 B HAllOMY IpPOEKTI, /¢ '€HEPYEThCS OIUH 3

€JIEMEHTIB CIIUCKY irpoBuX 00’ ekTiB impactEffects:

if (hit 8& !hit.collider.CompareTag("MainCharacter"))
I
L

shotTrailScript.SetTarget(hit. point);

impactEffect = Instantiate(impactEffects[Random.Range(®, impactEffects.Length - 1}], hit.point, Quaternion.identity);
roy(impactEffect, _effectDestructDelay);

Man. 3.18 CrBopeHHs e(pekTy B MicIli TONa aHHs

Cam edexr BuxopuctoBye ParticleSystem 3 Unity. Ile xommoneHT, 110
BUKOPHUCTOBYETHCS JUIsl HU3KU €()EKTiB, TAKUX SIK KPOB, JOIIl, Y1 BUOYXH, SIK B IILOMY
npukiasi. Pobora 3 TakuMu cucTeMaMH JOCUTH CKJIaJHa, TOMY 9acTO PO3POOHUKH

- TIOYATKIBI[I BUKOPUCTOBYIOTH O€3KOIITOBHI MIAa0JI0HM 7151 BioOpakeHHsI €(eKTiB.
3.5 Enementu intepdeiicy KopuctyBada
3.5.1 OcHOBHE MEHIO

Jlns cTBOpeHHs eneMmeHTIB 1HTepdeiicy B Unity npucyTHiI oOkpemuit

¢ynkuionan, a came komnoHeHT Canvas. Ha 1poMy KOMIOHEHTI MOXHa
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pO3MIilllyBaTh KapTUHKU, TEKCTOBI MO, PI3HOMAHITHI Claijiepyd, KHOMKHU. 3a
JOTIOMOT010 I[bOTO KOMIIOHEHTY JIETKO CTBOPHUTH €1EMEHTH OCHOBHOIO MeHI0. BoHO
CKJIQJA€ThCS 3 KAPTUHKU 3aAHBOTO (POHY, IBOX KHOMOK — BUUTH Ta MOYaTH Ipy, a
Takox 3 oopmiieHoi Ha3Bu rpu: “Elderly Wizard Routine”. {151 cTBOpEHHSI KHOTIOK,
TEKCTYy Ta KAPTUHOK BUKOPHUCTOBYIOTH BOynoBaHi koMrnoHeHTH Unity Button, Text ta
Image. Unity mae pi3HOMaHITHI HaJlallITyBaHHS KHOIOK, a MPH HATUCKAaHHI Ha
KHOIIKY 3a3BHYail BUKOHYETHCS CKPUIT a00 sIKach (DYHKIIIsS IEBHOIO KOMIIOHEHTY Ha
cueHi. Pymiii Takoxx Hajae pi3H1 HAJIAIITYBaHHS: OQOPMIICHHS, KOIIp, MPO30PICTh
nofiB, mpudTu. Takok MNPUCYTHIA 3pydHHMM CIOCIO IMIOPTYBAHHS CTOPOHHIX

mpudtiB popmary TrueType.

ELDERLY WIZARD ROUTINE

Start Gane

Maut. 3.19 30BHIIIHII BATIISL OCHOBHOTO MEHIO

Hanpuknasn, Tak BUIIsSa€ HalaTyBaHHSI KOMIIOHEHTH KHOMKHU ““Start Game™:
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Color Tint

Marmal

Highlighted

Automatic

Visualize

= Only = AudioSource.Play
W Canvas
Runtime Only = MenuButtons. StartGame

A Canvas |

Main. 3.20 Kommonent Button

Knomka 3MiHIO€ KOMTIp B 3aJIEKHOCTI BiJI MO3UIIIT KypcOpy I'paBIisl, a TAKOXK MPOTpae

3BYK HATHCKaHHS Ta BUKOHYE CKPHIIT, IO BiJIKPHBA€ OCHOBHY irPOBY CIICHY.
3.5.2 Mento cmepTi

AHAJIOT1YHO /10 MOYAaTKOBOTO MEHIO JIETKO CTBOPHTH MeHI0 cmepTi. Ilicis
CMEPTi TpaBIl0 MPOMOHYETHCA CHpoOyBarH Ie pa3 abo 3aBepmutd Tpy. K 1y
BUIIAJIKYy 3 TOJIOBHUM MEHIO, BUKOPUCTOBYEThCS Canvas Ta 1Bl KHOIIKH. 3arajiom,

Unity mae 3py4Hy CUCTEMY JJI CTBOPEHHS 00’ €KTiB iHTEp(Deiicy.
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P

YOU DIED. OLD CLLZLR!

Try Again

L Hao Enough

Man. 3.21 30BHIIIHINA BUIIIAL €KpaHy CMEPTI
3.5.3 Bizyamizariist 30poB’si

Canvas JTI03BOJISIE CTBOPUTH IITKAJTy 37I0POB’s 32 JOITOMOT0r0 efieMeHTy Slider.
Ile#t KOMIIOHEHT MOJKHA HaJaIlITyBaTU TaKUM YMHOM, IO BiH Oyne BimoOpaxkaru
NoToYyHE 310poB’s rpaBis. [licnms 1bOro JOCTaTHbO CTBOPUTH — CKPHUIT
HealthVisualizer qis BimcTexkeHHsI 370poB’sl TiepcoHaka depe3 ckpunt Health.
SKIIo 4Yncio 3710pOB’S 3MIHIOETHCS, OHOBIIIOETHCS BIAIIOBIIHE 3HAUCHHS KM
310poB’s. OTxe, OTPUMYEMO IHTEPAKTUBHUHN Ciaiiiep 340pOB’ sl IEPCOHAXKA, SIKUN
BUKOPUCTOBYE CTBOpPEHUM panime ckpunt Health romoBHOro mepcoHaxa.
KopuryBanns mapametpy value craiimepa 3amoBHIOE IIKajdy 310pOB’S Ha 3ajJaHe

YHCJIO0, JAK IIOKAa3aHO Ha MaJIFOHKaX HHXKYC.

Mai. 3.22 3nopoB’si, 3HaYeHHs chanaepy value 0

Mamn. 3.23 310poB’s, 4aCTKOBO 3allOBHEHA IIKaja
3.6 iamoroma cucteMa
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Jl1s mepenayi 1esIKUX CIOKETHUX ACTIEKTIB I'PU Ta MOSICHEHHS I'PABIEB1 OCHOB
YIPABIIHHS MEPCOHAXEM BUKOPUCTOBYETHCS MPOCTa JlajioroBa cucrema. Bona
TaKO € KoMIoHeHToM Canvas, a peruIiku repois 30€pIiraroThCsl y CHUCKY PSAIKIB.
Takoxx BUKOpUCTOBYeThCs IIpU(T, iMnoproBanuil 3 ¢gopmary TrueType. AdOu
KUJIbKa repoiB MOIJIM PO3MOBIISITH MK COO0I0, JIJIs1 KO’KHOT PETUTIKM BU3HAYAETHCS
IM’s1 Ta 300pa’keHHs TOT0, XTO ii roBOpuTh. OCHOBHA JIOTIKa OOPOOKU J1ajory
BinOyBaeThcss 'y ckpunti DialogManager, a ckpunt DialogueTrigger
BUKOPHUCTOBYE MEHEKep, abu 3allycKaTH JOBUIbHI JlaJloTH 3a YMOBHU
JOTPUMAHHS NIEBHUX 3alPOrpaMOBaHUX 1, BUKOPUCTOBYIOUH BIAKPUTHI METO/T
StartDialogue. Hanmpukian, oquH Aiajor 3amyCcKaeThCs Ha MOYaTKy TpU, HITANA —

KOJIM I'paBellb HATPAIUISIE HA HOBY, HEBIIOMY JJIsl ce€0€ MEPEILKOIY.

ﬂ Dialogue Trigger (Script)

Speakers

Wizard
ETE Wizard
Portrait « wizard_old-remov
Granddaughter
Mame Granddaughter
Portrait « girl_wizard-removebg-preview &
+ -
Messages
Element O
Speaker |d 0
axt And what do we have here? | guess |
Element 1
Speaker Id 0

Well, | don't know what to do at all...

1

Hello, old geezer! Missed mea?

Mair. 3.24 Ilpuknan Bukopructanas komnoHeHTa DialogueTrigger

BizyansHo mianor oGpopmMIiIiOOTh pI3HUMH crioco0aMu. Y BHUMAAKY MPOEKTY
JiTepH 3’ ABISIOTHCS TTOCTYIIOBO 3 TPOTPABAHHAIM XapaKTEPHOTO 3BYKY, TSI IHOTO

BUKOpUCTOBYIOThCA Coroutines.
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g Qizape

t{g Alright, my grandchild needs saving!

Maui. 3.25 BizyanbHe opopMIIEHHS A1aJ0r0OBOTO BiKHA

OTxe, MaeMO 3pydHY J1aJIOTOBY CUCTEMY, 1110 BUKOPUCTOBYETHCS JJIs1 O€31iu1
PI3HHUX CUTYalllld Ta € yHIBEpCAIbHUM CIIOCOOOM JIOHECTHU MEBHY 1H(OPMALLiIO 10

TpaBIIsl.
3.7 TloOynoBa irpoBOro piBHs

@diHanbHUI eTan po3poOKK — MoOya0Ba IrpoBOrO PIiBHS JJI TECTYBaHHS yCiX

po3pobneHux HapoOoK. J[Jiss CTBOpEHHSI PiBHSA:

1) BuninuMo neBHY KUIbKICTh 00’ €kTiB Prefab, siki MoxkHa 3pydHO po3MillyBaTu
Ha creHi. Ciig HamaraTucss MakCHUMAaJjbHO MEPEBUKOPUCTOBYBATH IrPOBI
00’€KTH Ta CTBOPIOBATHU IIa0JOHU. TaKUM YMHOM, CTBOPEHHS PiBHA Harajaye

Ipy 3 KOHCTPYKTOPOM.

~"

&P &

~"

INF \F

Man. 3.26 CrBopenns Prefab

TakuMm 4WHOM NIl CTBOPEHHS PIBHS MAEMO: KUIbKa THITIB BOPOTiIB, KilIbKa
THUIIIB TTOBEPXHI, IEPEIIKOY, OJIOK, SIKHI MOXKE PyXaTUCh, Ta Pi3HI JOTOMDKHI

JIeKOpaIlii 1 TSCTOB1 €JIEMECHTH.

2) Ilicns cTBOpEHHS 3ar0TOBOK CIIIJl MPOAYMAaTH JU3alH PiBHSA, MTOyMaTH PO
CKIIQJHICTh TPOXOKSHHS IS TPABILI Ta TIPO T€, HA SIKUX €Tarax piBHSI

Tpeba MiAKIoYaTH NEeBH1 peani3oBaHi MexaHiku. Hanpukian, HeTouiisHO
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oJIpa3y 3allyCKaTHh Ha rpaBliisl Oarato BOPOriB, MOKHU BIH HE 3BUK PyXaTUCh Ta
KepyBaTu 0a30BUMU JIIMU [IEPCOHAKA.

3) Ilicist miATOTOBYMX €TalliB MOXKHA MPUCTYIUTH 10 6a30BOr0 0hOpMIICHHS
piBHs. [Ipu BuKoprCTaHHI 3aTOTOBOK LI€W MPOILIEC € TIOCUTH TBOpUUM. B
IrpOBii PO3POOIII CIT1/T BpaxOBYBaTH, 10 HABITH 3 0OMEKEHOI0 KIJIBKICTIO

rpadiuHUX €JIeMEHTIB MOKHA CTBOPIOBATH P13HI PIBHI, PO3MIIIYIOUH II1

rpadiuHi e1eMEHTH 10 — PIZHOMY.

Mai. 3.27 PiBens. [lodarok rpu

Man. 3.28 PiBens. Ilepemkona
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Mai. 3.29 PiBensb. 3ycTpiu 3 BOporoMm
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BUCHOBOK

OTtxe, Oyno peanizoBaHo npocTy 2D — nmnaTdopMHy Ipy 3 BUKOPUCTAHHSAM
pywist Unity. I'pa MICTUTB KiJIbKa OCHOBHUX MEXaHIK, IPOCTUI 1HTEp(eic
KOpUCTYyBaya, BOPOTiB, rpadiky Ta 3ByKOBUH CylpoBij. IrpoBa po3pobka ayxe
PI3HOIUIAHOBA Ta MOTPeOy€e po3yMiHHS 0araThoX raiay3eH, TOX JJisl peanizamii
MPOEKTY OyJI0 MPOBEAECHO MEBHY JOCIITHULIBKY TISJIBHICTD 3 Pi3HUX TeM. [
peaizaitii 1 BOporiB OyJ0 BUKOPUCTAHO MIA0JIOH CTaHy Ta CKIHYEHHUN aBTOMAT.

Byno BukoHaHO mocTaBiieHi 6a30B1 3aBJjaHHS Ta TUIaH PO3POOKH.

Po3pobxka irpoBuX MPOAYKTIB € Jy>Ke KPOIITKOK Ta MOCTYTOBOIO
JISUTBHICTIO, TPOTE J03BOJISIE€ POIIMPUTH 3HAHHS 3 HU3KH raity3ei 1HhOpMaTUKH Ta
HOJIMIIUTH PO3YMIHHSL POOOTH MPOTPaMHUX MPOAYKTIB, 110 MPALIOIOThH B
peaTbHOMY Yaci Ta MOCTIMHO OHOBIIOIOTH €KpaH. Takox Irpu 4acTo
BUKOPUCTOBYIOTH MOHATTS Ta aJTOPUTMH, IIAOJIOHU 3 TEOPIi 1111, TOMY IpU

po3po0i11i Takok Tpeba OyI0 JOCIIKYBATH 1 10 BAXKJIUBY TEMY.
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