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PE®EPAT

Ksamnidixkariitna pob6ora 6akanaBpa «Po3poOka rpu Panep 3 BukopuctanHsIM
pyutist Unity»: 53 c., 34 puc., 10 mxepen.

I'PA, KPOCITJIAT®OPMHE CEPEJIOBMIIIE, PAHEP, CIIEHAPIU T'PH,
UNITY, C#

OO0’exT MOCTIKEHHS — TPOIEC PO3POOKH TpH, BKIIOYAIOYH KEPyBaHHS
IPOEKTOM, CTBOPEHHS [M3allHy IrPOBOTO CBITY, 3BYKOBOTO O(OpMIICHHS,
B3a€MO/I1i 3 TPABIISIMHU.

Mera po6otu: ctBopeHHs rpu Panep y kpocmiatrdopMHOMY cepeoBHII
PO3po0OKH mporpamMHoro 3abesmeucHas Unity.

Mertoa AOCIIIPKEHHS — aHali3, OITMCOBUMN, TTOPIBHSUIBHUH.

VY xBamdikamiiiHiii poboTi po3polieHo clieHapit Tpu B cTuiai Panep Ta
peanizoBaHo Tpy Yy KkpocmiargopmHoMmy cepenoBuii Unity: CTBOpeHO Ta
HAJIAIITOBAHO ITPOBUI MEPCOHAX, MEPEUIKOAM, OOHYCH Ta 1HIII IrpOBI €JIEMEHTH;
pO3pO0JEHO IrpOBY MEXaHIKy Ta IrpoBl piBHI. /[ KepyBaHHS MEpPCOHAXEM,
NepeniKoiaMu, OOHycaMu TOIIO, PO3POOJIEHO CKPHUNTH 13 3aCTOCYBAaHHS MOBH
nporpamyBaHHsi C#. Jlns cTBOpeHHS atMocepu Tpu HAIAMTOBAHO POOOTY 3

rpadikoro Ta aynioedekTamu.



SUMMARY

Bachelor's qualification theses "Development of the Runner game using the
Unity engine™: 53 pages, 34 pictures, 7 sources.

GAME, CROSS-PLATFORM ENVIRONMENT, RUNNER, GAME
SCENARIO, UNITY, C#

Object of the study — exploring the game development process, including
project management, game world design, sound design, and player interaction.

Aim of the study: Create a game in the Unity development environment for
all existing game platforms.

Method of research — analysis, descriptive, comparative.
In the qualifying work, a game script in the style of Runner was developed and the
game was implemented in the cross-platform Unity environment: the game
character, obstacles, bonuses and other game elements were created and
configured; developed game mechanics and game levels. To control the character,
obstacles, bonuses, etc., scripts have been developed using the C# programming
language. Work with graphics and audio effects has been adjusted to create the

atmosphere of the game.
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BCTYII

Po3poOka irpoBux AoAaTKiB BiAKpHBaE OE€3MEXHI MOKIUBOCTI JJis
TBOPUYOCTI Ta PO3BUTKY HABUYOK y cepi mporpamyBaHHS Ta AW3aWHY ITPOBHX
cBiTiB. Unity — 1le 0/1Ha 3 HAUMOMYJSIPHIMIKUX 1 HAUMOTYXHIMMX TIaTPOPM IS
PO3pOOKH irop.

Mertorw kBamidikaiiifHoi poOOTH € po3poOka Tpu y cTwii Panep Ha
miatopmi  Unity. Unity — 1e kpocmiaThopMHE CEpPEAOBHINE PO3POOKU
IPOrpamMHOro 3a0e3MeyeHHs, CHellali30BaHa Ha CTBOPEHHI Irop, BI3yaJbHUX
edeKTiB Ta iHTEPAKTUBHHUX JOJATKiB. 1Ioro BHKOPHCTOBYIOTH IUI PO3POOKH irop
Ha pi3HUX Iuargopmax, Brmodaroun I[IK, MoOUIbHI TpUCTPOi, KOHCONl Ta
BIpTyaliIbHY peasibHiCTh. Unity € ay’ke MOmyJsipHOIO CepeIoro i PO3pOOKHU 1rop,
3aBJISIKA CBOiM MPOCTOTI BUKOPUCTaHHSI Ta Oararomy HaOopy ¢yHKmii. Bin mae
BEJIMKY CIIUJIBHOTY PO3POOHMKIB, SIKA aKTUBHO JUIMTHCA 3HAHHAMH Ta JOIOMAarae
OJIMH OJHOMY BUPINIyBaTH NpoOiemMu mij yac po3poOku. Kpim po3poOku irop,
Unity Tako» BUKOPUCTOBYETHCS ISl CTBOPEHHSI Bi3yallbHUX €(eKTIB y (piibmax Ta
IHTEPaKTUBHUX JIOJIATKIB JJIS OCBITU Ta BUPOOHMUIITBA.

Panep — 1me oauMH 13 HAWMOMYJAPHINIKUX >KaHPIB 1rop, KU mependayae
Oe3nepepBHUIl pPyX TOJOBHOIO Te€pos BIEpeld, Ji€ HoMmMy MOTPIOHO YHHUKATH
nepemkoy; 1 30uparu pizHi OoHycu. lleli »kaHp 103BOJIIE PO3POOHHKAM Irop
CTBOPIOBATH JUHAMIYHI Ta 3aXOIUIIOIOY1 ITPHU 3 BUCOKUM PIBHEM CKJIAAHOCTI. Y M
KBaMQikaliitHii poOOTI OYayTh PO3IJSHYTI OCHOBHI KpOKH po3poOku rpu Panep
Ha miatdopmi Unity, BKITIOYAIOUM CTBOPEHHS ITPOBOTO CBITY, PO3POOKY MEXaHIKU
rpu, 00poOKy B3a€MOIIi 3 TpaBlIeM, A0JaBaHHS 3BYKOBOTO O(OpMIIEHHS Ta Oararo
iHIoro. Takox y po6oTi Oyae AOCTIHKEHO MUTAHHS ONMTUMI3AII] TPH IS PI3HUX
miatgopm, Takux sk [IK Tta moOGimpHI mpuctpoi, OTke, el MPOEKT HATACTh
MOXJIMBICTh JAETAIBHO 03HAHOMUTHCH 3 TIPOLIECOM PO3pOOKH I'pu B cTujl PaHep Ha
miatdopmi Unity, a TakoXX 3100yTH TPAKTUYHI HABUYKUA y MPOTPaMyBaHHI Ta

J3aiH1 1rop.



1 PEAJIIBAIIMA KOMIT'IOTEPHHUX IT'OP

1.1 IrpoBa iHgycTpifi B Cy4acHOMY CBiTi

Peasnizariiiss KOMIT'FOTEpHUX Irop — II€ IPOIEC CTBOPEHHS BIiJIEOIrOp, IO
BKIIIOYa€ B ce0e po3poOKy TreWMIUIeo, CTBOpPEHHS Trpadikd Ta 3BYKIB,
nporpamMyBaHHs Ta TecTyBaHHs. OCHOBHUMHU €TariaMu po3poOKH irop €:

— KOHIENTYyaTi3alis: CTBOPEHHS KOHLEMIi TPH, BU3HAUCHHS MEXaHIKU
reiMIUIeI0, XapaKTePUCTUK MEPCOHAXKIB Ta YMIB JJIs1 IEPEMOTH Y Tpi;

— TPOEKTYBAHHSA: PO3pOOKa CIEHApil0 Tpu, KapTH PIBHIB, W3ailH
MEPCOHAXKIB TA 1HIIUX 00'€KTIB, 10 3'ABIATUMYTHCA Y TPI;

— po3poOka: mporpamyBaHHsS TeiiMIUIeto, rpadiku, 3ByKiB, IHTEpdeicy Ta
IHIITUX ACTIEKTIB I'PH;

— TECTYBaHHS: IEpEBIpKa I'pU Ha HASIBHICTh IMOMWJIOK Ta HEAOJIKIB,
BUIIPABJICHHS TOMUJIOK;

— BHUITYCK: BUITYCK TPH HA PUHOK.

VY po3poOrii irop 3a3Buuai 3ajisiHI piI3HOMAHITHI CIEIIaTiCTH, TaKl K TelM-
TU3afHepH, XYAOKHUKH, TMPOTPaMICTH, TECTYBAJIBHUKMA Ta 1HIN. 3a3BUYaid
BUKOPUCTOBYIOTHCS PI3HOMAHITHI 1HCTPYMEHTU [JIsl PO3POOKM 1rop, Taki SIK
rpadiuHi penakTopu, iHTErpoBaHi cepenoBuiia po3podku (IDE), ¢peiimBopku Ta
010s10TeKH I po3poOku irop. KoMmn'toTepHi irpu CbOTOJHI BIAITPAIOTh BEIHKY
pOJIb y CYCHUILCTBI. IrpH cTay HEB1I'€EMHOIO YACTUHOIO KYJIbTYPH Ta pO3Bar, BOHU
BIUIMBAIOTh Ha 0araTo AacIeKkTIB >KUTTSA Jrojaei. Irpu HamaroTh MOXKIMBICTH
BIJIMOYMHKY, CHUIKYBaHHS, PO3BUTKY KpPEAaTMBHOCTI, BHPILIEHHS MpPOOJEM,
PO3BUTKY HAaBHYOK Ta yMiHb, & TAaKOX PO3Barv. Ba)uiMBO BiA3HAYWTH, IO ITPH
MOKYTh BUKOPHUCTOBYBATHCH Y PI3HHUX Tally3siX, TAKUX SIK OCBITa, HayKa, MEIULIMHA
Ta O13Hec. OJHaK, 5K 1 B OyIb—AKi{ 1HIIIN raiy3i, ICHYIOTh MPo0OJIeMH, MOB'sI3aH1 3
KOMITFOTEPHUMH IrpamMu, TaKi SK 3aJIeKHICTh, HACHJIBCTBO, arpecis Ta iHmi. Tomy

BKJIMBO CTABUTHUCS /10 irOp BIAMOBIATBLHO Ta BUKOPUCTOBYBATH iX 3 PO3yMOM.



[caye Oe3niy xaHpiB KOMIT'IOTEPHUX 1rop. JlesKki 3 HauMmommupeHImmXx:

— ekueH (Action): irpH, B SIKHX T'paBellb KepPye MEPCOHAXKEM, 10 BUKOHYE
pi3H1 i1, HaNpUKIaa, Oir, CTpUOKHU, CTPUISHUHY 1 T.1.;

— crparerii (Strategy): irpu, B SIKHX TpaBellb KEpye TPYMOI0 MEPCOHAXKIB,
PO3BHBAE CBOIO 0a3y, IJIAHY€E aTaku Ta 0OOPOHY;

— pouboBi irpu (RPG): irpu, B IKMX IpaBellb Kepye MePCOHAKEM, PO3BUBAE
H0ro, BUKOHY€E KBECTH, OOPETHCS 3 MOHCTPAMHU Ta 1HIIUMHU TPaBLSMU;

— ronoBosioMkd (Puzzle): irpm, B SKMX TpaBellb BHpINIyE pPi3HI
TOJIOBOJIOMKH, TOJIOBOJIOMKH UM 3aBJIaHHS;

— roHku (Racing): irpu, B IKUX TpaBelb KEPYE aBTOMOO11EM, MOTOITUKIIOM
ab0 1HIIMM TPAHCIOPTHUM 3aCO0OM, 3Maraluuch 3 IHIIUMHU TPaBISIMH a0o
KOMII'FOTEPOM;

— cumyistopu (Simulation): irpu, B SIKUX TpaBellb KEpPye IMITAIIE€I0
peanbHOro 00'€KTa, HAPUKIIA] aBla—CUMYJISTOPOM, CUMYJIATOPOM KUTTS 1 T.J1.;

— 1yrepu (Shooters): irpu, B SKUX TpaBellb KEPye MEPCOHAKEM, IO
cTpijsie 31 30poi, 1110 OOpPEThCs 3 BOPOraMu;

— apKajau: irpu, B SKUX TpaBellb 3Mara€Trbcsl 3 IHIIMMU TpaBUsIMUA a0o
KOMIT'FOTEPOM y BUKOHAHH1 P13HUX 3aBJIaHb;

— crnopTuBHI irpu (Sports): irpu, B SIKMX rpaBellb KEPye KOMaHJIIO ado
OKpPEMHUM CHOPTCMEHOM y CUMYJISILIT PI3HUX BUIB CIIOPTY.

Takox ICHYIOTH ITpH, SIKi CTBOPEH1 JIJIsi IFPOBUX KOHCOJIEH, MOOUIBHI 1TpH,
Opay3epHi irpu. MoOUIbHI IrpU CTAOTh BCE OUIBII NOMYISPHUMH Ta JOCTYITHUMH,
1 6araTo JIt0/Iel rparoTh Y HUX Y CBIM BUIBHUH 4ac.

Hapasi irpu po3poOsitoTbess B pi3HUX KpaiHax cBity, Bkimtouaroun CIIIA,
Kanany, Benuky bputanito, Himeuunny, ®@panuito, Kuraii, fnonito, Kopero Ta
iHmr. OcHoBHUMHU pymnisiMu st cTBopeHHst irop € Unity, Unreal Engine,
CryEngine Ta iami. Kpim Toro, 6arato kommaHiii BUKOPUCTOBYIOTh BJIACHI PyIIii
po3poOku irop. IrpoBuii pymidi — 1€ mnporpamMHe 3a0€3MEUeHHs, SKe
BUKOPHCTOBYETHCS JIJII CTBOPEHHSI Ta PO3pPOOKH KOoMM'toTepHUX irop. BiH Hamae

po3poOHMKaM Bce HEOOXIiAHE JJIsi CTBOPEHHS IpH: BiA rpadiku Ta 3BYKY 0
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(G13MYHOrO0 JBUTYHA Ta CUCTEMH IUTYYHOTO IHTENEKTYy. ICHye Oe3nmiu irpoBUX
pyUIiiB, SIKIi pO3POOHUKH MOXXYTh BHKOPHUCTOBYBATHMME CTBOpEHHA irop. Jlesxi 3
HaWOUIBII MTOMYJISIPHUX ITPOBUX PYIIIiB:

— Unity — tie onuH 13 HAUMOMYJSIPHIIIMX ITPOBUX CEPEIOBHII PO3POOKH,
SKUWA JT03BOJISIE CTBOPIOBATH ITPU ISl PI3HUX IIATHOPM, BKIIOYAIOYM MOOUIBHI
MIPUCTPOI, KOMITFOTEPH Ta IrpOB1 KOHCOTI;

— Unreal Engine — me irpoBe cepenoBuile, CTBOpeHE KommaHiero Epic
Games. BiH BUKOPUCTOBY€ThCS NJiIsi CTBOPEHHS 1r0p PI3HUX >KaHPIB, B IIyTEPiB
10 T1aTHopMeEpiB;

— CryEngine — mue cepenoBuie, crBopeHuii kommaHiero Crytek. Bin
HMIMPOKO BUKOPUCTOBYETHCS JIJIsl CTBOPEHHS 1MOp 3 BIAKPUTUM CBITOM, BKJIIOUAIOUU
taki irpu sik Far Cry 1 Crysis;

— GameMaker Studio — me IDE, sike m03BOJsie CTBOpIOBaTH irpu 0e3
3HaHHS IporpaMmyBaHHs. BiH 4acTo BUKOPUCTOBYETHCS JIJIsl CTBOpPEHHSI 2D-1rop.

L1 irpoBi cepenoBuIla HAJAIOTh pPI3HI IHCTPYMEHTHM Ta (QYyHKUIL, SKi
HOJIETIYIOTh MPOLEC PO3POOKU 1rop, J03BOJSAIOTH PO3POOHUMKAM CTBOPHOBATH
OUIBII PEeaICTUYHI Ta IHTEPAKTHBHI 1'POBI CBITH, NOKPAILYIOTh MPOJYKTUBHICTh

rpu Ta 3a0e3MeuyoTh BUCOKY AKICTh Tpaiky Ta 3BYKY.

1.2 TlousaTTH cueHapiio rpu

Cuenapit rpu B ctuii Panep (abo Endless Runner) Bu3Hauae OCHOBHI
XapaKTEPUCTUKU TPH, TaKl SK MEXaHIKa T'PH, IrpoBl 00'€KTH, iXHS TOBEIIHKA, a
TaKOX pI3HI YMOBH, 10 BIUIMBAIOTh HA 1rpoBUil mpouec. OCHOBHA MeXaHIKa I'pH B
ctwit Panep mossirae B ToMy, 10 TpaBellb KEPye MEPCOHAKEM, IKUN aBTOMATUYHO
ODLKHUTH ymepen, 1 TOBUHEH YHUKATU TEPEIIKO]] Ha CBOEMY NIIAXY. Y CIeHapii rpu
HEO0OX1THO BUBHAUUTH, SIK1 00'€KTH € MEPEIIKoaaMu, ikl 00'€eKTH MOXHa 30Upartu, a

TaKOX SIKi OOHYCH Ta HaropoJ¥ MOXKHA OTPUMATH 3a IOCSATHEHHSI MIEBHUX ITUICH.
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Cuenapiil TakoX BU3HAYa€, SIK TpaBelb KepyBaTUMeE MEPCOHAKEM. 3a3BUYail
e poOUTHCS 3a JOMOMOTOI0 CEHCOPHOTO €KpaHa MOOUIPHUX MPHUCTPOIB abo
KJIaBiaTypu Ha komm'torepi. CrieHapiii MoO)Ke TakoX BKJIIOYATH PIi3HI PIBHI
CKJIQIHOCTI Ta Pi3H1 peKUMH T'PH, TaKl K BIKUBAHHA a00 Yac BUKOHAHHS PIBHS.

I'padika Ta 3ByKOBi €PEKTH TaKOXK € BAKJIUBUMH €JIEMEHTAMH CIIEHApII0 TpU
y ctuni Panep. Cuenapiil moBHHEH BU3HauyaTH, AKi rpadidHi eIeMeHTU OyIyTb
BUKOPHCTOBYBATHCS JIJIsl TIEPCOHAXKA, TEPEIIKol Ta OOHYCIB, a TAKOX SIK1 3BYKOBI
e(deKTH BUKOPUCTOBYBATUMYThCA JIJIsl CTBOPEHHSI aTMOCc(hepu TpHu.

Taxox y cueHapii Tpu MOTPIOHO BU3HAYUTHU Pi3HI YMOBH, SIKi BIUIUBAIOTh Ha
ITpOBHIl Tpoliec, HAMPUKIA] MIBUIAKICTb PyXy IEpPCOHaXa, YacTOTy MOSBU
MEPEeIIKoJl, KUTbKICTh JKUTTIB, 4Yac, 3a SIKHA MOTPIOHO MPONTH piBEHb, Ta I1HIII
napaMeTpu, Kl MOXYTh 3MIHIOBATHUCH B 3aJIEKHOCTI BiJ] piBHS CKJIaqHOCTI rpu. Bei
111 MapaMeTpHu Ta YMOBH MOBUHHI OyTH HAJAIITOBaH1 TAKUM YMHOM, III0OO CTBOPUTHU
[IKaBUH Ta 3aXOIUTIOIOYMI ITPOBUM TpOILIEC, KN BUKJIMKATUME Oa)kaHHS TpaBIls
IPOJOBKYBATH IPaTH Ta MOKPAITYBAaTH CBOI pe3yIbTATH.

Kpim Ttoro, crenapiit rpu B ctuii PaHep mae BpaxoByBaTH MOKJIUBICTb
IPOrpeCyBaHHs y Tpl, 100 30epiraTd 3allKaBIEHICTh TIpaBLsd. 3a3BU4Yail Le
JIOCSITAETHCST 32 PAXYHOK TMOCTYMOBOTO 30UIBIIEHHS CKJIQJHOCTI TPH, JOJaBaHHS
HOBUX TIEPEIIKO]] Ta OOHYCIB, a TAKOX JIal0UYHd MOXKJIMBICTh TPABIEB1 MOKPAIyBaTH
CBOI PE3YyJIbTATH TA TOCATHEHHS.

3aranom cieHapiii Tpu B CTWI PaHep € BaXIUBUM €JIEMEHTOM PO3POOKHU
TpH.

Hwxue HaBeneno mnpukian cueHapiro rpu "Subway Surfers". Subway
Surfers — me mnomynspHa MOOUTBbHA Tpa B JKaHpi '"HeckiHueHHuiu Panep",
po3pobneHa kommanielo Kiloo ta Bunymena y 2012 poui. I'paBui rparoTh 3a
nepcoHaxka Ha iMm'st JKelk, sikuii Oirae Mo 3aJi3HUYHUX KOJISIX, YXWISIOUUCH BiJl
NOi3/1B 1 MEPEUIKO, 110 HAOIMKAIOTHCSA, 30Upaloyll MOHETH Ta 1HII OOHYCH Ha
CBOEMY MUIsAXy. I'pa goctynHa Ha Oaratbox miatdopmax, BriItoyarouu 108,
Android Ta Windows Phone.

[Ipuknan cuenapito rpu "Subway Surfers":
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— TpaBelb MOYMHAE TPy HA 3aJI3HUYHINA CTaHIi, € BiH KE€Py€ TOJIOBHUM
repoemM Ha iM'sa JIKelK, KUl O1KUTh peiikaMu;

— TpaBelb IIOBUHEH YyXWIITHCA BIA TMOI3M1B, L0 HaOIMKAIOTHCA,
nepecTpuOyBaTH Yepe3 MepenIkoau 1 30MpaTu MOHETH;

— TIpa TpUBAE JIOTH, JOKHU T'OJOBHUMN Irepoil HE 3ITKHEThCA 3 0i3/10M 200 He
HACTaHE Ha NEPELIKOY;

—  mopasy, KOJHU TpaBelb 30upae MOHETY, HOTO paxyHOK 301IBIIYETHCS;

— TIpaBellb MOXXE BHKOPUCTOBYBATH MOHETH Uil IIOKYIKH HOBHX
NEPCOHAXIB, PI3HUX TMOCWJIEHb Ta OHOBJCHb, SKI JOMOMOXYTb HOMY
POJIOBXKYBATH OIr;

— Ipa Mae pi3Hi MICIIEBOCTI, TakKl sIK MIChK1 BYJIMIIl, METPOIOIITEH 1 T. 1., 1
KOYKHa MICLEBICTh Ma€ CBOI BJIACHI MEPEIIKOAM Ta YHIKAJIIbHUN TU3AiiH;

— TpaBellb MOKE€ KOHKYpPYBaTH 3 1HILIMMHU T'paBLSMHU, 30MpaTH TOCSITHEHHS

Ta JAUPYBATH y PEUTHUHTaX.
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2 OCHOBHI HAJTAHLITYBAHHA ITPOEKTY

2.1 Ocobausocti pywisi Unity

Unity — e kpocriatrGopMHHI IrpOBUil PyIIIiii, po3po0JIeHH KOMITaHI€0
Unity Technologies. Bin no3Bosisie cTBOpIOBaTH Irpu ISl IIMPOKOTO CHEKTPY
maTopM, BKITIOYAIOUM KOMIT'FOTEPH, MOOUIbHI HMPUCTPOi, KOHCOJI1 Ta BIpTyaJbHY
peanpHIicTh. Cepen ocobmuBocTeit Unity MOXHA BUIIUIATH:

— mupoki MoxkiMBOCTL: Unity miATpUMye pi3HI THUIH 1rOp Ta IPOEKTIB,
Biimovaroun 2D ta 3D irpm, irpu 3 pisHUMH xKaHpamu, a Takok AR ta VR
MIPOEKTH,

— JerKicTh BUKopucTaHHs: Unity Mae iHTYITUBHO 3po3yMuInii iHTEepderc 1
0e3J114 IHCTPYMEHTIB, SIK1 CIPOIIYIOTh PO3POOKY 1rop;

— kpocmiatdopmuicTs: Unity 103BOJSIE CTBOPIOBATU ITPU JUISL PI3HUX
matdopM, Takux sk Windows, Mac, Linux, 10S, Android, Xbox, PlayStation Ta
1HIII;

— MATPUMKA pI3HUX MOB mnporpamyBanHs: Unity migTpumye KiJibka MOB
nporpamyBaHHs, Takux sik C#, C++, JavaScript Ta iHii;

— Benuka cnuibHOTa: Unity Mae BeIWYE3HY CHIIBHOTY PO3POOHUKIB, J1€
MOXKHA 3HAWTH BIAMOBIAI HA OaraTo MUTaHb Ta MiIKA3KH 1010 PO3POOKH irop;

— asset Store: Unity Asset Store mpomnoHye MUPOKUH BUOIP TOTOBUX
pecypciB, TaKUX K MOJIEl MEPCOHAXIB, aHIMallli, TEKCTYpH Ta 1HIII, K1 MOXYTh
OyTH BUKOPHCTaHI B MPOEKTI;

—  MOXJIMBOCTI po3mupeHHs: Unity 103BoJisiE CTBOPIOBaTH  BJIACHI
IHCTPYMEHTH Ta TJIaTiHM JIJIs OMITUMI3allii MPOoIIecy po3poOKH irop.

Yepes cBOT MIMPOKI MOXKIMBOCTI Ta JIETKICTh y BUKOpucTaHHi, Unity ctaB
OJIHAM 3 HalOLIbII MOMYJSPHUX ITPOBUX JBUXKKIB Yy CBITI. BiH Mae mpoctuii i
3po3yminuii iHTepdelnc, SKuid poOUTh HOTO ITOCHTH JIETKUM [l BHUBYCHHS

TBOPISIMU 1rOP, 1110 MOYMHAI0Th. OHA 3 OCHOBHUX NMpUYHMH, YoMy Unity € rapHum
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JUISL TIOYATKIBI[B, MOJIATA€ B TOMY, 11O BIH BHKOPHUCTOBYE MOBY NPOTpaMyBaHHS
C#[3]. C# BBakaeTbcs OMHIEIO 3 HAWIOCTYMHINIMX 1 HAWMPOCTIIIUX PO3YMiHHS
MOB TpOrpaMyBaHHs. 3aBISKH [bOMY HOBAYKH MOXYTb IIBUJIKO HABYUTHCS
ctBopioBatu irpu 3 BukopuctanHsMm Unity. Kpim Ttoro, Unity mae Benuky
CIIJILHOTY KOPHUCTYBauiB, sIKI HaJalOTh HaBYaJIbHI MaTepiaaud Ta PECypcH I
BUBYEHHS PI3HUX TOHKOIIIB CEpPEOBHUIA PO3POOKHU, cepell SKUX: BIJIEOYPOKH,
dopymu Ta 6noru. lle momomarae HOBaukam MIBUAKO HaBYATHUCSA Ta BUPIIIYBaTH
npo0JieMH, 1110 BUHUKAIOTh y TIPOIIECi CTBOPEHHS 1r0p.

Hapemti, Unity Mae Ge3KOIITOBHY BEpCii0, Ky MOXHA BHUKOPHUCTOBYBATH
JUIsl HABYaHHS Ta CTBOPEHHS 1rop. be3komToBHa Bepcist Mae BCl HEOOXI1THI (PYHKIIT
JUTsl CTBOPEHHS 0a30BUX 1rOp 1 € BIAMIHHUM 1HCTPYMEHTOM JJIsi TBOPIIB 1rOp, 1110
nounHaoTh. Cepeln HaWMOMyJSpHIIUX irop, cTBopeHmx Ha Unity, MoxHa
BUIJINTH:

— Among Us — po3paxoBaHa Ha 6araTo KOpPHCTYBauiB I'pa, B SIKiil Tpabiii
IPAIOTh 32 WICHIB KOMaHAX Ha KOCMIYHOMY KOpaOJIl, OJIMH 3 AKUX € 3paJHUKOM;

— Ori and the Blind Forest — me oaun iatdopmep 3 enementamu RPG, B
SKOMY T'paBellb Tpae 3a JicoBoro ayxy Opi, sikuit 60peThcsi 3 TEMHOIO CUJIOO, IO
OXOIIWJIA JIIC,

— Cuphead — myTep 3 60k0BOIO MPOKPYTKOIO, BUKOHAHMH y cTii 1930—x
POKIB, JIe TpaBellb TPa€ 3a yalllky Ta 00peThes 3 00caMu y HEJIETKOMY CBITI;

— Cities: Skylines — ctpateris cumyasTop MICTOOyayBaHHsS, B SKiid
rpaBelb Oyaye Ta Kepye CBOIM MICTOM, IMIKIYIOYUCh Mpo A00poOyT #oro
MEIIKAHIIIB.

[Ilo6 mouatu mpamtoBatd ©Ha Unity, moTpiOHO 3apeecTpyBaTHCs Ha
odimifiHoMy caiiTi po3poOHuKa, 3aBaHTakutd Unity Hub, i B Hpomy BuOpatn
Bepcito IDE, Ha sikiit mpuxoquTUMe CTBOPEHHS TPH.

VY miit kBamidikariitHii poboTi cTBopeHo rpy B ctuii Panep. Irpu B cTmmi
Panep, Takox BIJOMI SIK «HECKIHUEHHD» a00 «HeCKiH4YeHH1 PaHepwu, 1ie BUJ irop, B
SAKUX TpaBeIb KEpye TEPCOHAXKEM, SIKUNW ODKUTh HECKIHYCHHUM IIJISTXOM,

YHUKAIO4M TMEepemKosa, 30uparouyd OOHYCHM 1 HaMararmouuch MPOTPUMATHUCA
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sKHaioBIIe. Taki irpy 3a3BUYail MalOTh MPOCTUM TeAMIUICH Ta yHpaBIiHHSA, IO
poOUTH X AOCTYNMHHUMH JJIsi MIUPOKOI ayIuTOpli, BKIIOYAIOYM HOBAUKiB B irpax.
binburicTe panepiB MarOTh SCKpaBy Ta MPUBaOIUBY rpadiKy, a TAKOXK 3aXOILIIOITY
My3UKy, SKa JoIloMara€ CTBOpUTH aTtmocdepy Ta Hampyry y rpi. Cepen
nonyisipHux Panepis, po3pobienux Ha pymiito Unity, MOXKHA BUAIUTH:

— Subway Surfers — rpaBenp rpae 3a nepcoHaxa, o ODKUTh 3ali3HHIICIO,
YHHUKAIOUYH MEPEIIKO]T 1 30Mparoun MOHETH;

— Temple Run — rpaBenp rpae 3a apxeosora, 0 OLKHTH JaOipUHTOM
JOKYHTJIIB, YHUKAIOYH MEPEIIKO/] 1 30Mpatoyu MOHETH;

— Vector — rpaBellp rpa€ 3a NapKypuiyka, 1mo O1KUTh 10 MICBKOMY Jaxy,
YHUKAIOUH MEPENIKO Ta YXWISIOUHUCH BiJ] IEpeCiilyBaHHS;

— Jetpack Joyride — rpaBenp rpae 3a HayKOBOTO NpalliBHHKA, SIKUH Kepye
pPEaKTHUBHUM paHIIEM 1 JiiTae jabopaTopi€ro, YHUKAIOUU MEPenIkoj 1 30uparouu
MOHETH.

[Ilo6 mouatn mpamoBatn Ha Unity, mnorpiOHO 3apeecTpyBaTtHcs Ha
oimiiHOMy calTi po3poOHMKa, 3aBanTaxkutd Unity Hub, i B HbOMy BuOpaTH
Bepcito IDE, Ha sxiii npuxonutume crBopeHHs rpu. Ilicns moBHOI iHCTaMSMIT 1
MOYMHAETHCS TOBHA po0OTa HaJa CTBOpeHHsM Tpu. Y mnporpami Unity Hub

CTBOPIOEMO HOBUIA MPOEKT, ooupaemo 2D Burisn (Puc. 2.1).

Prucynox Ommoka! TexkeT yka3aHHOro CTHIISA B IOKYMEHTe oTcyTCcTBYyeT..1 —

CTBOpEHHS MTPOEKTY
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OTpuMaeMo BIKHO Yy BUIJISIAIL, MIpeacTaBiIeHOMYy Ha Puc. 2.2, Ta mounHaemo

MIrOTOBIIOBATH 0a3y AJiI CTBOPEHHS IIPOEKTY.

Pucynox Ommoka! TekcT yKa3aHHOIO CTHJISI B IOKYMEHTE OTCYTCTBYeT..2 —

[ToyaTkoBE BIKHO MPOEKTY

2.2 HanamryBaHHsl KOHpirypauiii npoexrty

HaiiroyiioBHile B acreKkTl HaJallTyBaHHS MPOEKTY, 1€ 3pO3YMITH, HA KU

oXoIuleHHs mojen Oyne ms rpa. Y Unity koxkHa miatdopma Mae CBOi BIAcHI

HaJalTyBaHHS CKJIAJHs, $KI BU3HAYAIOTh, SIK JOJATOK Oynae 30upatucs Ta

npaioBaTyi Ha neBHiM miargopmi. Ock OCHOBHI 0COOIMBOCTI KOXKHOI T1aThopMu

Build Setting y Unity:

a)

PC, Mac & Linux Standalone:

BuOip miarpopmu: Windows, Mac un Linux;

po3psaHicTh: 32-bit un 64-Dit;

tun ouga: Debug abo Release;

mapaMeTpu CKJIQIHS: OIIii CKIagHsg, SKI 3aJIeKaTh
1aTOpPMH, HaIPUKJIA], HaJIallTyBaHHS eKpaHa

YBIMKHEHHSI/BUMKHEHHSI (DYHKITIH;

BT

Ta



6)

1)
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Android:

apxiTeKTypa: BHOIp apXiTeKTypW IMporecopa, Ska BU3HAYae€, 5K
nporpama Oyje mpaiffoBaTi Ha pucTposx Android,

tun O6inna: Debug a6o Release;

MaHidecT: KoHpIrypamiiaui dais, skuid BU3HaYae 1HGOpPMAIliio
PO TIPUCTPIH, KU BUKOPUCTOBYBATUME TIPOTpamy;

mianuc: ceptudikaT, SKUA BUKOPUCTOBYETHCSA MJS MMiMUCAHHS

nmporpamu nepeq 3aBaHTaxkeHHsM Ha Google Play Store;

iI0S:

tun ouga: Debug abo Release;

cXema CKJIaJHs: HaJallTyBaHHs CKJIAIHS, Takl SIK BUOIp ILIIbOBOTO
MPUCTPOIO T4 YBIMKHEHHS/BUMKHEHHSI PYHKII1H;

provisioning Profile: ¢aiin, sKkuil BUKOPUCTOBYETHCA IS
11eHTUdIKAaIll Ta IEPEeBIPKU PO3POOHUKA Ta MPOTPaMu Mepe Horo
3aBaHTaXEHHSIM Ha npuctpoi 10S;

KJIIF04Ul Ta cepTU(IKATH: BUKOPUCTOBYIOTHCS JUISl MIAMUCAHHS Ta

CKJIQJHS IPOTPaMH;

WebGL:

tun 6ina: Debug abo Release;

po3mip Oydepa: po3Mmip Oydepa, SIKHU BUKOPUCTOBYETHCS IS
3aBaHTaXCHHS Ta BiATBOopeHHA BeO—cTopinku 3 WebGL—-
IPOrpamoro;

CTHCHEHHSI TEKCTYpP: YBIMKHEHHS/BUMKHCHHSI CTHCHEHHS TEKCTYD

JUTs1 3MEHIIIEHHS Po3Mipy (aiiiiiB, 10 3aBaHTAXKYIOTHCS;

Universal Windows Platform:

tun 6inna: Debug a6o Release;

THUII MTaKeTa: BUOIp THIY MmakeTa nporpamu, Hanpukiag APPX abo
MSIX;

po3Mmip Oydepa: posmip Oydepa, sikuii BUKOPUCTOBYETHCS IS

3aBaHTaXEHHS Ta BIATBOPEHHS MPOTPaMHu;
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— Manidect: KoHOIrypamiiiHuii Qaiin, KUl Bu3Hayae 1HPOpMAIIiIO
PO TPUCTPIH, KU BUKOPUCTOBYBATUME MPOTpamy.

Koxxna 3 mepepaxoBaHMX BHIIE BY3bKO CIpsSIMOBaHAa Ha IMEBHY cdepy
KOpHUCTyBaHHS mpucTposiMu. Haltnmomynsapuima 3uuaitno PC, Mac & Linux
Standalone, Tak sk OUIBLIICTH T'PalOTh B ITPU Ha MEPCOHAIBHUX KOMII'FOTEpax
yepe3 3pYUHICTh 1 MPOCTOTY BCTAHOBICHHS I'pH Ha miaTdopmi Unity, koau uiie
notpioHa oboonka Unity [4].

VY nanii kBamidikamiiHiii podoti Oyme po3riasHyTo miatdopmy WebGL,
TOMY HIO Ha I ruiaTdopmi Jierie peaiizyBaTH rpu B iHTepHeTi. Ll mnatdopma
CTBOpEHa Jyis myOJtikallii rpu y Opaysepi, a Opay3epHi Irpu 3aBXI1 MalOTh MOMUT B
1HTepHETI. J{7s HUX HE MOTPIOHO HIYOTO 3aBaHTAXKYBATH, JIMILIEC 3alTH HA CAWT Ta

mo4yaTu rpaTu.

2.3 CTBOpeHHs irpoBUX aKTHBIB

OauH 13 HAMTONOBHIMIMX ACHEKTIB IPH L€ ii Bi3yaJbHl 00'€KTH: TOJIOBHUMN
MEPCOHAX, TMepemKoaun, 3aaHii (pon Ta odopmiieHHs irpoBux HamuciB. [lpu
CTBOPEHHI TEKCTYp MJIsi TPU CIOYATKy MOTPIOHO BUTANATU 1CH0 ISl peaizarlii
BI3yaJIbHUX 00'€KTIB. TEKCTYpH B iIrpax BUKOPUCTOBYIOTHCS JIJISl HAJJaHHS 00'€eKTaM
Ha CIICHI BI3yaJbHOT'O BUTJISAY Ta CTBOPCHHS 11F0311 TPUBUMIPHOTO mpocTopy [7].

Texctypu MOXyTh OyTH 300pakeHHsIMH, (oTorpadismu, aHiMalisiMu abo
IHIIUMU TpapiyHUMHU €JIeMEHTaMU, K1 HaKJIaJeHl Ha noBepxHi 3D-moxeneilt ado
BUKOPUCTOBYIOThCA B 2D-irpax st CTBOpPEHHS OLIBIN PEATICTHYHOI KapTHHKHU.
KpiM TOro, TEeKCTypM MOXKYTb CIY>KUTU /Ji1 CTBOPEHHS €(EeKTiB, Takux sK
CBITIHHSI, BIJOOpaXeHHS Ta TiHI, SKI MOKPAIIyIOTh BI3yaJIbHHM JOCBIA TpU Ta
JOTIOMAarat0Th CTBOPUTH OUIBII PeaiCTUYHE OTOUYCHHS.

Haiinpocrimoro iaeero Oyna 3BUYaliHA JIOJMHA, 110 OLKUTH MO A0PO3i, 1
MallMHU HOMY Ha 3yCTpid, aje L€ 3aHaATO MPOCTO 1 HE LiKaBo. Y 3B'A3KYy 3

OCTaHHIMM TOJISIMU y CBiTi, OyB MOMEHT JKUTTA y BCiX, KOJU OyB OrOJIONIEHUI
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TOTANBHUN JIOKJAyH uepe3 KOopoHaBipyc. MeH1 cTano IiKaBo, SIK L€ MOXKHa
1HTEepIpeTyBaTu y rpy. Hailrikapimmm Ha MOIO TyMKY CTaB "JTITalO4Mii YOJIOBIK Y

mitaky y Burisil mmpuna” (Puc. 2.3), a Ha 3ycTpiu HoMmy JIeTSITh OakTepii BIpycCY.

Pucynox Ommobka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..3 —

["ost0BHI H1110B1 0cOOH

Pucynox Ommoka! TekeT yka3aHHOTO CTHJIS B IOKYMEHTe OTCYTCTBYeT..4 —

JlonoMi>kHI TEKCTYpH TpU

Jist  cTBOpeHHST 1UX O00'€KTIB  OyJi0 3alydeHO XYyIOXKHUKA, SKHMA
BUKOPUCTOBYBaB rpadiunuii mianmer mis peamizamii wmiel inei (Puc. 2.4). Bcei
KapTUHKA Oyiau ojpasy mnomimieHi B manky "Materials" mms 3pydHocTi iX

BUKOPHUCTAaHHA.
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3 CTBOPEHHSA I'PU PAHEP

CTBOpeHHs irop — 1€ 3aXOIUTIOIOYMM MpoIlec, KU TMOENHYE TBOPUICTS,
nporpaMyBaHHs Ta aAu3ailH. ChOrojHi, 3aBASKUA PO3BUTKY CYYaCHUX ITPOBHUX
JBUTYHIB, CTBOPEHHS IrOp JOCTyNHE KOXXHOMY oxodoMy. Unity — oauH 3
HANMOMYJIAPHIIINX ITPOBUX IBWXKKIB Ha PUHKY, SKUH J03BOJISIE CTBOPIOBATHU ITpU
1 6arathox IIaTdopM, BKIHOYAIOUM KOMI'IOTEpU, MOOLIBHI MPHUCTPOi, IrpoBI
KOHCOJII 1 HaBITh BIPTyaJIbHY PEATbHICTh. Y IBOMY PO3ILUII PO3TIISHYTO IMPOIIEC
cTtBOpeHHs rpu Ha Unity 3 HyJId.

Buxopuctano C# sik MOBY NporpamMyBaHHs, sIKa € OJIHIEI0 3 OCHOBHUX MOB
po3poOku B Unity.

VY nmporieci CTBOPEHHS I'pU PO3TISIHYTO:

— CTBOPEHHS ITPOBOTO CBITY Ta 00'€KTIB;

— TPU3HAYEHHS BIACTUBOCTEW T4 KOMIIOHEHTIB ITPOBUX 00'€KTIB;

— HamucaHHs cKpunTiB Ha C#;

— CTBOpEHHs 1HTep(elcy KOpUCTyBaya;

—  ONTUMI3AIlS TPOYKTUBHOCTI TPH;

—  eKCHOpPT I'pU Ha Pi3Hi MIaTHOPMH.

PesynbraToM kBamidikamiitHoi po6oTH € rpa Ha ocHoBi Unity, sky MoxxHa
nyOnikyBati y IHTepHETI AJig 3arajdbHOTO KOpucTyBaHHsS. OJHIE€I0 3 TOJOBHUX
nepeBar 3arajibHOTO JOCTYIY — MOXJIHMBICTh TpaTH Ha OyAb-SIKOMY IPHCTPOi, 110
Mae MIJKIIOYEHHS 10 [HTepHeTy, 1m0 103BOJsiE€ TpaTh B OyAb-AKHIl 4yac 1 B OyJib-
skoMy Micui. lle Takox o3Hayae, IO Irpy MOXYTh OYTH MIBHAKO Ta JIETKO
OHOBJICHI, JTO3BOJISIOYM TPABISIM OTPUMYBAaTH JOCTYN 10 HOBHX KOHTEHTIB Ta

MOKpAIIEeHOT TeHMIICHHOT MEXaHIKH.
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3.1 CTBOpeHHSs roJI0BHOI0 00'€KTY

B mepir uepry Oyna cTBopeHa manka “Scripts”, B ki OyayTh po3MillieHi BCi
CKpHUIH 1€l rpu. Halinepiuii CKpunt cTBOPEHHM JJIs TOJIOBHOTO MEPCOHAaXKa, BiH

HasuBaethes: “Player” (Puc. 3.1).

Elusing System.Collections;

iming System.Collections.Generic;

g UnityEngine;
=) 14 1o Playe : MonocBehaviour
3 ¢ = playerSpeed;
e Rigidbody20 rb;
Vector2 playerDircction;

Start()

rb = GetComponent<fRigidbody20>();:

Update()

loat directionyY = Input.GetAxisRaw( Vertical™);
playerDirection = « Vector2(®, directionY).normalized;
=2 3 FixedUpdate()

rb.velocity = Vector2(®, playerDirection.y " playerSpeed);

¥
Pucynok Ommoka! TekeT yka3aHHOr0 CTHJ/ISI B IOKYMEHTE OTCYTCTBYeT..D —

Ckpunrt Player

Public float playerSpeed — 3minna "playerSpeed" 30epiratume 3Ha4YeHHS
IIIBUJIKOCTI TPaBIA y Tpi.

Private Rigidbody2D rb — komnonent Rigidbody2D BukopucToBy€eThCs ist
imitamii pizuyHoi moBenaiHku 00'ekTiB y 2D-mpocTtopi. Bin mictuTh iHbOpMaIiito
npo macy o0'ekTa, MOro MBUAKICTh Ta 1HII (PI3UYHI MapaMeTpH, 1 JI03BOJISIE
o0'ekTaM pearyBaTu Ha (Pi3UYHI CUJIU, TaKl SIK TpaBiTallis a00 3ITKHEHHS 3 1HIIUMHU
00'eKTaMH.

Private Vector2 playerDirection — 3minna "playerDirection” 36epiratume
BEKTOp HampsiMy, B IKOMY pyXaeTbcs rpaBells y Tpi. Tunm "Vector2" € qomipHUM
BEKTOPOM y JBOMIPHOMY MpocTopi. Bekrop Moxke OyTw BUKOPUCTAHUN ISt
NPEJCTaBICHHS HANpsSMKy pyXy o00'€kTa, MOro IIBHJKOCTI, MO3ULii abo i1HIINX
BEJIUYMH, MMOB'sI3aHUX 13 PyXOM 00'€KTa y IPOCTOPI.

Merton Update ()

Lle#t MeTO ] BUKITUKAETHCS OJIMH Pa3 Ha KOXKEH KaJp 1 BAKOPUCTOBYETHCS IS

OHOBJICHHS JIOTiKM rpu. B nanomy Bunaaky meroa Update() BU3Hauae HampsiMOK
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pYXy TpaBIlsl B 3aJIe’KHOCTI BiJl BBEJICHHS rpaBlisl 3 KiaBiarypu. 3MiHHa directionY
BU3HAYAETHCS K 3HAYEHHS, OTpUMaHe 3 BUKJIUKY METOy
GetAxisRaw("Vertical"), sxuii moBepTae 3Ha4YeHHS B jAiama3oHi Big -1 go 1
3QJIEKHO BIJl TOr0, Y HATHCHYyTa Kiasima "Bropy" a6o "puuz". IloTiM 3Ha4YeHHS
directionY BHKOpPUCTOBYETHCS JIi CTBOPEHHsI HOBOTO BekTopa playerdirection 3a
nomoMororo  metomy new  Vector2(0, directionY). Merton normalized
BUKOPHUCTOBYETHCA, 11100 HOPMaTi3yBaTH BEKTOP 1 BCTAHOBUTH MOTO JOBXKHUHY 1,
TaKUM YHHOM, T'paBellb OyJie pyXaTuCs 3 OJHAKOBOIO IIBUIKICTIO B OyIb-SKOMY
HaIpsIMKY.

Merton void FixedUpdate()

Ile#i ™MeTOJ BHUKIMKAETHCA TMEBHY KUIBKICTh pa3iB Ha CEKyHAY 1
BUKOPUCTOBYETHCS JIJI1 BAUKOHAHHS (DI3UYHHUX PO3PAXYHKIB Ta OHOBJICHHS (I3UKU Y
rpi. B ganomy Bunagky meron FixedUpdate() BcTaHOBIIOE HIBHIAKICTH TpaBLs,
BUKOPUCTOBYIOUM MOCHUJIaHHA Ha komnoHeHT Rigidbody2. Becp wnel ckpunr

MPUKPITUTIOEMO A0 CTBOPEHOTro 2D 00'ekTy, HasKUi TaKk caMO HaKJIaJleHa TEKCTypa
(Puc. 2.1).

3.1.1 CrBopeHHs irpoBoi kKamepu

I'onoBHe B irpax y kaHpi Panep 1ie irpoBa kamepa, sika CIiaye 3a TPaBLEM.
[le poOutbea st TOoro, modO Bce OylnO CXOXK€ Ha Te, M0 TPaBelb PYyXaeThCs
BIIepe]. AJie HacpaB/ii IPaBellb MPOCTO CTOITh HA MICLI, & €AUHUM 00'€KTOM, IO
pyxaeTthcs, € kamepa. CTBOPIOEThCA HACTYNMHUW CKpHUNT Tij Ha3zBowo “Camera
Movement” (Puc. 3.2)

Public float cameraSpeed 115 3MiHHa BU3Ha4Yae MBHUAKICTH PYXy Kamepu
TOPU30HTAJIBHOMY HAIPSIMKY.

Transform.position += new Vector3(cameraSpeed * Time.deltaTime, 0, 0) —
Hel psaIoK KOAYy BHUKOPUCTOBYETbCS [UJIi 3MIHM To3ulii Kamepu. Bona
BUKOPHUCTOBYE BJIACTUBICTh transform.position, 1106 oTpuMaTH MOTOYHY MO3HULIIIO

KaMmepu, a MOTIM J0Ja€ 0 Hei HOBU BEKTOpP, CTBOPEHUH 3a JOTIOMOTOI) METOIY
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new Vector3. Ileii BekTop BU3HAua€, K CHWJIBHO TOBHHHA PyXaTHCS KaMepa B
KOXXHOMY HAmpsMKy. Y I[bOMY BUIAJKy Kamepa pyXaeTbCs JIMILE MPaBOPYY Ha
3Ha4YCHHS, 3aJaHe B 3MiHHIM cameraSpeed, momHoxkeHe Ha Time.deltaTime.
Time.deltaTime BUKOPUCTOBYETHCS JJIs1 BpaxXyBaHHS 3MiH 4acy MiX KaJpamH, 11100

MIBUJKICTh PyXy KaMepH 3aJIMIIANacs MOCTIMHOI0 HE3aleKHO BiJ] 4YaCTOTH KaJpiB

[6].

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

Bpublic class CameraMovement : MonoBehaviour

st cameraSpeed;

B oid Update()

transform.position += new Vector3(cameraSpeed * Time.deltaTime, ©, ©);

[}
I
Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..0 —

CkazioB1 CKpUMnTa JJid KaMepu

CrBoproeThbes 00'ekT “Main Camera”, skuii MoMillleHHi B TOJIOBHUN 00'€KT
rpu “Game Manager”. CKpunt Kl MOBS3aHUN 3 PYXOM KaMepHu HakJIaJaeMo Ha

cTBOpeHuii panirre 00'ext “Main Camera”.

3.1.2 CTBOpeHHs UKJIYHOTrO0 3aJHBOTO0 GOHY

HactynmauMm KpokoM y HanamrTyBaHHI Kamepu OyJe MiJCTaHOBKa 3aJHBOTO
dboHy Ta MOro HecKiHYeHHa reHepailisi. TakoX CTBOPIOETHCS MOPOKHIM 00'€KT,
skuii HasuBae “Background”. V mammi ge 3HaXOASMThCS BCI TEKCTYpH, TPETS
TekcTypa € oM rpu (Puc.3.2). ¥V #ioro HamamryBaHHsX moTpioHo 3miauTH Wrap
Mode. 3MiHATH Ha TakHii IK BKa3aHo Ha Puc. 3.3.

[licns HaknagaHHS TEKCTYpH Ha O0'eKT ii TeX MOTPIOHO HaNAIITYBaTH.
3MiHIO€ThCS 3HaUYeHHs B KiaiTuHII Shader 3 Standart ma Unity/Texture. [leitnepu B

Unity — te nporpamMu, iKi BU3HAYAKOTh, K BimoOpaxkaroTbca rpadidydi 00'ekTu B
porp ) ) A00p P
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rpi. BOHU [03BOJISIFOTH CTBOPIOBATH PI3HOMAHITHI €(PEeKTH Ta MOKpallyBaTh
Bi3yanbHy skicTh rpu. lllelimepu mpairoroTe Ha piBHI TpadiyHOI KapTH, IO
J03BOJIAE iM OyTW IIBHAIIE Ta e(EeKTUBHINIE, HIK BUKOPHUCTAHHS OUIBII
TPaIUIIMHUX METOMIIB Bi0OpakeHHs rpadiki. BoHM MOXYTh BUKOPHCTOBYBATHUCS
SK 711 CTBOPEHHSI MPOCTUX €(PEKTIB, TaK 1 JUIsi CTBOPEHHS CKIAJAHUX €(EKTiB, SKi
noTpeOyIOTh BUCOKOTO CTYINEHS AeTani3alii Ta peanictuaHocTi. leiinepu MOXyTh
OyTH CTBOpEHI SK MOBOIO MpOrpaMyBaHHS, 1 3 BHUKOPUCTaHHAM TpadiuHUX

1HTEpdeiiciB.

Pucynox Ommoka! TekcT yKa3aHHOIO CTHJISI B IOKYMEHTE OTCYTCTBYeT../ —

HanamtyBanns 3aiHp0ro GoHY

B uutomy, meiiaepu J03BOJISIIOTH CTBOPIOBATH PI3HOMAHITHI Bi3yallbHI
edeKTH, IKi poOJsATh Ipy OLIBII KpacHBOO Ta mikaBoto [1]. Tak camo migraHsemo
po3Mip GOHY i pO3Mip Kamepu Ta TpaBils, MO0 BCE BUTIISAAATIO MPaBUIIBHO.

[MTomimraemo 06'ext “Background” y texy “Game Manager” (Puc. 3.4).
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Pucynox Ommoka! TekcT yka3aHHOIO CTHJISI B JOKYMEHTe OTCYTCTBYeT..8 —
OcraTounuii BUTIs GOHY

Hami ctBoproemo ckpurt “Looping Backround” (Puc. 3.5).

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

lass LoopingBackground : MonoBehaviour

float backgroundSpeed;
wublic Renderer backgroundRenderer;

8 void Update()

backgroundRenderer.material.mainTextureOffset += new Vector2(backgroundSpeed * Time.deltaTime, ©f);
}
l)

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe 0TCyTCTBYeT..9 —

Hosuli ckpunr s rpu

Le#i ckpunr "Looping Background" siamoBimae 3a aHIMAIilO 3aIHBOTO
¢GoHy, IO HECKIHYCHHO TMOBTOPIOEThCs B rpi. 3minHa "backgroundSpeed”
BIJIMIOBIIa€ 3a IMIBUIKICTH pyXy 3aaHboro ¢ony. 3minHa "backgroundRenderer" e
MOCHJTaHHAM Ha KomroHeHT Renderer, skuii BimoOpaskae 3aaiii ¢hoH Ha ekpaHi [2].

Y wmetoxi "Update" kokeH Kaap BiOyBa€TbCcs OHOBJICHHS Ta YCYHCHHS
TEeKCTypu 3a1Hboro (oHy. Lle BinOyBaeThcs HUISIXOM JOAABaHHS A0 MOTOYHOTO

yCyHeHHs HoBoro Bekrtopa "Vector2", me "backgroundSpeed" wmHOXHTBCS Ha
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"Time.deltaTime", a me mo3Bonsie poOWTH pPyX 3aaHBOTO (OHY IUIABHUM 1
3aJeKHUM Bil dYacy. TakuM UYHMHOM, CKPHUINT JO3BOJIIE CTBOPUTH €(EKT
HECKIHYEHHOI aHiMallii 3aqHboro GoHy Yy Ipl, SKUH PyXaTUMETHCS 31 MIBUAKICTIO,

3ajaHor0 y 3MiHHIK "backgroundSpeed".

3.1.3 CrTBopeHHs HeOe3meUHUX 00'€KTIB 1151 TpaBUsA

[Iporpam y Panepax BigOyBaeThCsi, KOJIM TpaBellb HE MOXE IOJ0JIATH
MEeBHUM pIBEHb, MepeOyBae y 31TKHEHHI 3 MEPEIIKOA00 abo HE BCTUTAE 3pOOUTH
HEOOX1JHY 110 BYacCHO. Y paHepax 3a3BUYAl Jy>Ke MIBUAKUN TEMI TPH, 1 TPaBellb
MOBMHEH IIBHJIKO pearyBaTH Ha Te, IO B1IOyBaeThCcs Ha ekpaHi. HeBgaua moske
CTaTUCA, SIKIIO IpaBellb HE BCTUT CTPUOHYTH, HE IOMITUB NEPELIKOAN abo 3poOuB
HEeMpaBWIbHUN BUOIp Al y KPUTHYHUM MOMEHT. KpiM I1p0oro, mporpair Moxe
BIIOyBaTUCS Yepe3 TEXHIUHI MpoOJieMH, Takl SIK 3aBUCAHHA Trpu abo 301 B
ynpasiidHi. [{e Moxke OyT moB'sA3aHO 3 HEMPABUIBHOIO POOOTOIO anmapaTHoro abo
nporpaMHoro 3a0e3NevyeHHs Ha MNPUCTPOi, Ha SKOMY TIpa mpaiue. B migomy,
mporpaml y paHepax MokKe OyTH BUKIMKAHUW PIZHUMHU TNPUYUHAMHU, aje, SK
MpaBujo, BiH BiJOYBa€TbCs dYepe3 Te, IO TpaBellb HE 3MIT MBHUJIKO 1 TOYHO
pearyBaTH Ha Te, III0 Bi0OyBaeThcsA Ha ekpaHi[8]. ¥ mpoMy moaaTky kopucTyBau
MPOXOUTUME 00'EKTH 3a JJOTIOMOTOI0 CTPLJIOK Ha KJlaBiaTypi.

Jlnst movaTtka moTpiOHO CTBOPUTH MOPOXKHIH irpoBuid o0'ekt “Obstacle”, B
skuii  Oyne TmoMimleHa TeKCTypa y BiamoBigHomy Bursini (Puc. 2.1), sxa
3HAXOAMWTHCSA TpaBopyd, mig Hassoro “Obstacle Sprite”. Bech 1eit 00'ekr
nepenocumo y Prefab.

Unity Prefab - me mnomepenubo 3i0panmii 00'€KT, SKHH MOXKHA
BUKOPUCTOBYBATH y TPl KuIbKa pa3ziB. e o3Havae, 1m0 MokHa CTBOPUTH OO'€KT 3
NCBHUMH BJIACTHBOCTSIMM Ta KOMITOHGHTamH, 30epertu #oro sik Prefab Ta
BUKOPHCTOBYBAaTH WOTO y PI3HHX cClieHax Bamoi rpu. lIpedgabu m03BONSIOTH

CKOPOTUTH 4Yac, HEOOXITHUW /Ji1 CTBOPEHHS Ta HaJAIITYBaHHS OO0'€KTIB y Ipi.
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3aBAsSKHA IIbOMY €JIEMEHTY MO’KHAa CTBOPIOBATU Ta HACTPOIOBATH 00'€KTH B OIHIN
CIIEHI, a TTOTIM BUKOPUCTOBYBATH iX B I1HIIUX CIIEHaX 0e3 HEOOXiMHOCTI TOBTOPHO
CTBOPIOBATH Ta HAJAIITOBYBAaTH iX. KpiM TOro, MO’KHO BUKOPUCTOBYBATH Ipedadu
JUISL CTBOPEHHS €K3eMIUISIPIB 00'€KTIB y pealbHOMY Yaci, HAMpUKJIIaa, CTBOPIOBATU
HOBHX BOPOTiB 200 JIeKOopallii Ha JHOTY, 1[0 MOKe OyTH KOPUCHUM ISl TMHAMIYHO1
3MIHHU PIBHS Ta YMPaBIiHHSA HOTO CKJIAIHICTIO. SIK B HAIlIOMy BHUIIAJKY, KOJU Oyje
BiOyBaTHCs reHepallis HOBUX 00'€KTiB, siIKi OyAyTh €JIEMEHTOM MpOorpamly B Ipi.
[Ipedabu Takox TO3BOJISAIOTH BaM JIETKO BHOCHUTH 3MIHHM JI0 00'€KTIB, 3MIHIOIOUU
aumie oauH Tpedad, a BCl €K3EMIUIIPH, CTBOPEHI Ha WOTO OCHOBI, aBTOMAaTHYHO
YCHaJIKOBYIOTH 111 3MiHU. [le 3pyuHO i1 poOOTH 3 BETUKOIO KUIBKICTIO 00'€KTIB y
Ipi Ta MOJIETIIYE TPOLIeC PO3POOKH Ta TECTyBaHHS ITPOBUX 00'€KTIB.

JUist oTpuMaHHs reHepallii 00'€KTIB MOTPIOHO CTBOPUTH HACTYIHUN CKPHUIIT
mig Ha3Boro “Spawn Obstacle” (Puc. 3.6). Y HboMy Oyae MexaHi3M BHUIIaKOBOT
MOSIBU MPOTUBHUKIB TPaBIIf, @ TAK CAMO B HAJAIITYBAHHIX I[bOTO CKPUITY MOKHA

3MIHIOBaTH MEXI1 €KpaHa, 1€ 3'ABISITUMYThCSI HOB1 00'€KTH.

Syntem.Colluctions;
syatem. Collections Oeneric;
Unitytngines

Vector3(randamX, randomY, 9), transform.rotation);

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMeHTe oTcyTcTByeT..10 —

Cxkpurnt 115 TeHepaiiii 00’ €KTiB

BcepenuHi ckpunTa 3aar0ThCA TMapaMeTpH PO3TallyBaHHS Ta 4Yacy Mix
CIlayHaMH TIEPEeIKOJ, a TaKOXX caMa Mepemikona, ska Oyae cTBoproBaTHCh. Lleit
CKPHUITIT BIJMOBITAE 3a CTBOPEHHSI ITPOBUX O00'€KTIB—TIEPEIIKO] Y BHUIAIKOBUX
MICISIX Ha cIHeHl. Y 3MiHHMX maxX, minX, maxY Ta minY 3aJaloThCs

MaKCHUMaJIbHI Ta MiHIMaJbHI 3HaUYE€HHS KOOpAWMHAT X Ta Y BIJMOBITHO, y SKUX
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MOXYTh OyTH CTBOpeH1 nepemkoan. CKpUMT BIANOBIIA€ 3a TEHEPALII0 MEPEIIKO/T
y TEBHUX MICHAX Ha CIEHI. Y 3MIHHHUX 3a/1al0ThCS TapaMeTpH MICIS TOSBU
(MiHIMaNBHI Ta MaKCHMaJIbHI 3Ha4YeHHs 3a X Ta Y KoopJauHatamu), mpedad
MEpPemKoad Ta dYac MDK TosiBaMd HOBHX mnepemkon. Y ¢ynakmii Update()
NEePEeBIPSAETHCSA, YU MPOUIIIO JOCTATHBO 4Yacy JJIsl TeHepallii HOBOI MEPEIIKOIu.
Ao MUHYIO, TO BHUKIHMKAeThCA (yHKIs Spawn(), sika TeHEpye BHUMIAIAKOBI
koopauHath X 1 Y 'y 3aJaHuX Jiafa3oHaX, BHUKOPUCTOBYIOUHM (DYHKIIIIO
Random.Range(). I1oTiM CTBOPIOETBCS EK3EMIUISP MEPEHIKOAN 3a JIOMOMOTOI0
dbynkmii Instantiate(), ska BUKOpPHCTOBYe 3amaHuii mpedad mepemkonu i Jo1ae
BUIMAJKOBI KOOPJIMHATH J0 KOOPJMHAT MO3UIlli HAMoro ob'ekra, mobd po3MICTUTH
HOro y BHUITaJIKOBOMY MICIIl Ha cleHl. Y 3MiHHIA spawnTime 30epiraeTbcsi yac
OCTaHHBOI TeHepallii mepenKoau, mo0 3HaTH, KOJM HACTYMHA MEepenIKoia Mae
Oytu 3reHepoBaHa. Y 3MiHHIM obstacle Bkasyerbcs mpedald irpoBoro 00'ekra—
NEepelikoid, SAKui Mae OyTH HajamrToBaHui 3asnanerinb. lle mo3Bosie
CTBOPIOBATH Pi3HI THUIU MEPEIIKO/I, 3aIeXKHO Bia BuMor rpu [10].

VY 3minHii timeBetweenSpawn 3amaerbcs 1HTEpBall dYacy, dYepe3 SKHii
CTBOpPIOEThCS HOBa mepemkoga. Komum uwac Time.time nepesuiiye spawnTime,
BUKJIMKAETHCS (yHKIIS Spawn(), sKa CTBOPIOE HOBY MEPEUIKOIY 3a JTIOTIOMOTOIO
¢bynkuii Instantiate(). VY  ¢yskmii  Spawn() BHUKOPHUCTOBYETHbCS — (DYHKITiS
Random.Range() nns oTpumaHHS BHMNAAKOBUX 3HayeHb KoopauHart X Ta Y Yy
3amaHux jgianazonax. [lotim koopauHatu nepenarotbest GyHKii Instantiate() sk
napametp position [6]. CTBOpeHMIT 00'€eKT-TIepeIIKOa MaTUME Ty camy
Opl€HTalll0 1 MacwTad, mo Horo npedad. Takum YUHOM, MPU KOKHOMY CHayHI
CTBOPIOETHCS HOBA TEPEIIKOJa 13 BUMAJAKOBHM pPO3TAIyBaHHSIM Ha CIeHI. Yci
napaMeTpu MEpPelIKOAN Ta YacToTa MOro reHepallli 3aJaloThCsi B 1HCIIEKTOPI
00'e€KTa, 10 SIKOTO MPUKPITUICHO T1eH CKPUTIT.

Hactymaum kpokoM y peamizaiii 1mbOro CKpUNTy Oyae CTBOPEHHS
MOPOKHBOTO 00'ekTa MmiJ Ha3Boro “‘Spawn Point”. Ileit 00'ekT cTBOpeHO IS
peaizallii a1 CKpunTa, y BUKOHAHHI 3aBJIaHHS TeHeparlii 00'€KTiB MaKCUMaJIbHOI

BUCOTH X 1 Y.
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n < Spawn Obstacles (Script)

Add Camporent

Pucynox Ommoka! TekeT yka3aHHOrO CTHJISI B IOKYMeHTe oTcyTcTByeT.. 11 —

HanamryBanns ckpunta Spawn Obstacles

Cam BHJI HAJNAIITYBaHHS BUIJISIIAE TyXkKE MPOCTO, MOTPIOHO J0/IaTH 3 MAIKU
npedabd TekcTypy “Bipycy’’ 1 10JaTH ii B OCHOBHY MAIKy /i€ 3HAXOASTHCS BC1 ITpH,
o ckianaroTh. Ilicns Horo gonaBaHHs MOTPIOHO y BKJIAAI CIIEHA 3a JOTIOMOTOIO
pY4HOro Mmig00py BHCOTH 3amKcaTd iX y BignoBigHi ocepenku (Puc. 3.7). Takox
BHUCTABUTH YacCTOTY MOSIBU OO'€KTIB, YUM MeHUIE Oy/le 3HAYEHHs, TUM IPOCTIIIE
Oyze rpa 1 BIAMOBIHO YMM OUIbIlI€ 3HAUEHHS TUM CKJIaJHIIIe OyJie rpa.

[Tpomixkauit BUA rpu 3 TeHepallieto 00'exTiB Burisgae tak (Puc. 3.8):

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMeHTe OTCyTCTBYyeT..12 —

[TpomixkHMIT BUTIIA TpU
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3.1.4 CrtBopeHHs KoJIi3ii Ta pyiliHyBaHHSsI 00'€KTiB

Komizia (Bim anri. collision) — 11e 31TKHEHHS JABOX a0o0 Ouibiie 00'€KTIB y
npoctopi. B irpax Ta komm'torepHiil rpadimi Komi3ii BUKOPHUCTOBYIOTHCS JIst
BU3HAYCHHS, KOJMU OO'€KTH CTUKAIOThCS OJWH 3 OJIHUM, 1 I CHUMYJISIIT
peanictuuHoi (i3uku Ta moBeMiHKM 00'ekTiB. Y Unity Komizisi — 1€ MpoIiec
BU3HAUEHHS TEPETHHY T'eOMETpHYHUX (opM (KomaiinepiB) aBox abo Oiibiie
00'exTiB y npocrtopi. Konaligepu — 116 KOMIIOHEHTH, SIKi MOKYTh OYTH JOJIaHi J10
irpoBux 00'ekTiB y Unity, 1100 BU3HAUNTH IXHIO TEOMETPUUHY (HOPMY Ta BUSBISATH
31ITKHEHHS 3 1HImUMHU 00'ektamu. Konaiinepu B Unity MOXyTh MaTu pi3Hi Ghopmu:
1€ MOXKYTh OyTH TIPOCTI TeoMeTpuyHi HopMHU, Taki K Kyou, cepu, Karcynu ado
CKIaAHim GopMu, cTBOpeHl 3 0e3niyul npuMiTUBHUX (popm. Konaligepn MOXYyTbh
OyTH MPUKPIMIIEHI 10 00'€KTIB, SIKI MOBUHHI BUSBIATU 3ITKHEHHS, TaKl SIK 1rPOBI
nepcoHaxi, 00'€eKTH OToYeHHs, mepemkoau 1 T.a0. Komu na abo Oinmblie
KOJIalJIepiB MepeTuHaloThesa y npoctopi, Unity reHepye nofito komisii. Lls moxis
MOke OyTH BUKOPHCTAaHA JIJIi BUKOHAHHS PI3HMUX Jii, HANPUKIAM, 11 0OpOOKH
IIKO/M, IEPEMIIIEHHS IEPCOHAXka, BIACKOKY O0'€KTIB, 3MIHM MOBEAIHKU TPH 1 T.JI.
Konizis B Unity Takox MOXKe€ BHUKOPHUCTOBYBATHCS I peanizarfii ¢izuuHol
B3a€MOJIII MK OO'€KTamMH, TaKMMH SIK TpaBiTailisi, TepTs, THYYKICTb 1 T.1. Jms
uporo B Unity BUKOpUCTOBY€EThCS (DI3MYHUI JBUTYH, SIKM BU3HAYA€E, SIK 00'€KTH
MMOBUHHI IOBOJUTHCS NPU 31TKHEHHI Ta SK BOHHM IOBHHHI B3a€EMOJISTH OJWH 3
onuuM. Komizii y Unity BiirpatoTh BaXKJIMBY pOJib Y CTBOPEHHI PEANICTUYHUX Ta
IHTEPAKTUBHUX ITPOBUX CBITIB. 3aBASKM KOJI31SIM MOXHA CTBOPIOBATH CKJIaJHI
CIIEHH 3 OC3JIY4i0 00'€KTIB Ta MEPCOHAXIB, AKI B3aEMOJIIOTH OJWH 3 OJHHM Ta
B3a€EMOJIIIOTh 13 HaBKOMUIIHIM cepenoBuliieM. Komizii y Unity Takox 103BOJISIIOThH
CTBOPIOBATH Pi3HI IFPOB1 MEXAHIKH, TaKl K MACTKH, IEPETIOHN, OUTBHU TOIIIO.

Jlist  cTBOpeHHST KOi3li TOTPIOHO JTOAATH TOPOXKHIA O0O0'€KT, SKHA
30epiraTuMe paMKH irpoBoi 3oHM. Bin HasuBaTuMmeThcs “‘Borders”, a iioro
ckmagoBi “Top Border” i Border”, sixi BiAMOBiZHO 10 CBOiX Ha3B CTBOPIOIOTH

KOJI31I0 IFPOBOro TMOJiA. Y IUX JABOX KOMIUIEKTYIOUMX THOTPIOHO J0JaTH
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KOMIIOHCHT, 3aBISKU sIKOMY Oyzae cTBoproBatwcs komisis mons (Puc. 3.9). Bin
HasuBaetbes “Box Collider 2D”. Ilicas #ioro momaBaHHS MOTPIOHO BH3HAYUTHCS 3
HOro po3MipoM 1 MOCTaBUTH MOro Ha KopJoH1 3 3aaHiM ¢oHOM. II[06 crnpocTuTn
JOJaBaHHs KOJI3il MeX I'pu, poOuThes Komist TOp Border'a, Timbku 3MiHIOETHCS

Ha3Ba Ha Bottom.

Pucynox Ommoka! TekcT yka3aHHOIO CTHJISI B IOKYyMEHTe 0OTCyTCTBYeT..13 —

[Tanens HanamryBanuga HwxHaboro tTa BepxHboro kop/ioHy rpu

Ochb Takuii BUJ TPU OTPHUMYEMO, ITIiCIS JOJaBaHHS BEPXHBOI Ta HIKHBOI
mexi rpu (Puc. 3.10).

Taxuii camuii iporiec JoAaBaHHsS MOTPIOHO 3acTocyBatH i 10 Mojaem Player.
Takoxx motpibno momatu kommoHeHTt “Box Collider 2D”, i naiiromosHiiie

BUJIIJTUTH MEXI1 IpaBLs Bpy4HY, TOOTO 0OBECTH HOTO TEKCTYPY.

Pucynox Ommoka! TekeT yka3aHHOTO CTHJIS B IOKYMeHTe OTCyTCcTBYyeT..14 —

Burnsan mex rpu
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Ha Puc. 3.11 komi3ist rpaBis 3po0JieHa 4epBOHOIO JTiHi€k0, aine B Unity BoHa
Mae 1HIMA Komip. Yepe3 HOro KoJbopu OYyJI0 NMPUHHATO PIllIEHHS, IO Kpale

BUJIUTMTDH KOJMI3110 TPABISI YEPBOHUM KOJIBOPOM.

Pucynox Ommobka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCyTCTBYeT..15 —

Komizis moneni Player

BaxxnuBuM y TakuX Irpax € onTUMI3alis irpoBoro mnpoiecy. Ontumizaris y
rpi Ha Unity — 11e mpoiiec MoKpamieHHs: TPOyKTUBHOCTI TPU IUISIXOM 3MEHIIICHHS
HABAHTAKEHHA Ha KOMITIOTEp a00 MOOUIBHHUI MPUCTPIid, HA IKOMY 3aITyCKA€ThHCS
rpa. [Ipu po3po6iii irop Ha Unity po3pOoOHUKHN CTUKAIOTHCS 3 HU3KOIO MTPo0JieM, SIKi
MOXXYTh 3HIKYBAaTH TMPOAYKTHUBHICTb Ta TMOTIPIIyBAaTH JIOCBI TpU IS
KopucTtyBada. Jleski 3 mux mpoOjeM MOXyTh OyTH TOB'Si3aHl 13 3arajlbHUMHU
npoOJjieMaMu MPOAYKTUBHOCTI, TAKUMH SIK HU3bKa 4acTOTa KaJpiB abo TpUBaIui
yac 3aBaHTAXKEHHs. [HINI mnpoOJeMHu MOXKYTh BUHUKATH uepe3 crerudiyHi
npo0sieMu, TIOB'sI3aH1 3 IEBHUMHU THIIAMH KOHTEHTY, TAKUMU SIK BETHKI TEKCTYpH,
CKJIaJTH1 MOJIeJl 200 epeKTH YaCTUHOK.

OnTumMizartis B rpi Ha Unity MOke BKJIFOYATH TaKi METOJIU:

— 3MEHUICHHS! KUIbKOCTI MOJITOHIB 00'€kTiB. UMM MEHIIE MONIrOHIB Y
00'€KTa, THM MEHIII BUTpPATH HA MOTO MAJIOBaHHS 1 TUM O1JIbIIa TTPOYKTUBHICTh
TpH;

— BHUKOPHMCTAHHS OINTUMI30BaHUX TeKCTyp. ONTUMI30BaHI TEKCTypH
3aliMalOTh MEHIIE MiClii Ha JAWUCKY 1 CIIOKHMBAIOTh MEHIIE pPEecypciB MiJa 4ac

3aBAHTAKCHHS Ta MAJIFOBAHHA,
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— ONTHUMI3allsl OCBITJICHHA. BUCBITIIEHHS MOXe 3aliMaTh 3HAYHY KIJIbKICTh
pecypciB, TOMy MOro MOKHa HAJIAIITOBYBATH TAKUM YMHOM, III00 BOHO CIIOYKUBAJIO
MEHIIIE PeCypCiB;

— ontumizamis ckpunrtiB. CKPUOTH MOXYTh CYTTEBO BIUIMBATH Ha
MPOAYKTUBHICT, TPH, TOMY iX MOTPIOHO OINTHUMI3YBaTH, BHUAAJISIOYM 3 HUX
HEeToTpi0H1 omeparrii Ta MOeAHYIOYH X y OUTbII KOMIAKTHI Ta €()eKTHUBHI;

— Bukopuctans LOD (Level of Detail). LOD no3Bonsie 3amiHioBatu
JeTai30BaHl 00'€KTH MEHIN JeTadi30BaHl NPH BHUIAJICHHI BiJi HUX T'paBls, IO
JI03BOJISI€ 3HU3UTH HABAaHTA)XCHHS Ha TPOIECOD;

— ontuMizamisa komzid. Komisii — 1e mporec BU3HAUEHHS 31TKHEHb MK
o0'ektramu. OnTuUMizalliss KOJI31H JOMOMOXE MPUCKOPUTH TIpoliec OOpOOKH
31TKHEHb 1 3MEHIIIUTH HABAaHTaXEHHS Ha MPOLECOp;

— Bukopuctans 00'extiB Unity Pooling. Unity Pooling — 11e TexHika, sika
JI03BOJISIE BUKOPUCTOBYBATU MOBTOPHO O0'€KTU 3aMICTh CTBOPEHHS HOBUX LIOpPa3y
mig dac iX BUKOpucTaHHS. lle 103Bosie 3MEHIIMTH BUTPATH HA CTBOPCHHS Ta
3HUIICHHS 00'€KTIB Ta IPUCKOPUTH POOOTY T'PH.

Ontumizaris rpu Ha Unity BakjuBa, TOMY III0 BOHA J03BOJISIE CTBOPIOBATH
SKICHIII 1ITpU 3 KpallUMH Bi3yaJdbHUMHU €(EeKTaMu Ta BHUIIOK YaCTOTOIO KaJpiB
IPY BUKOPUCTaHH1 MEHIIIO1 KUTBKOCT1 pecypciB KOMIT'IOTepa.

OnTumMizaliiss Tpu — 1€ MNPOUEC MOKPAIIEHHS MNPOAYKTUBHOCTI I'pH, MO0
BOHA TpaifoBana Outkll €(eKTHBHO Ha IIIHOBIMA TutaTgopMi (HampuKiIaa, Ha
KOMIT'IOTEp1 @00 MOOLIBHOMY HpUCTPOi). ONTUMI3ALIS TP € BAXKIUBUM IPOLIECOM
y po3po0iii irop, OCKUIbKU 103BOJISIE 3pOOUTH TPY JTOCTYIHOIO JJisi OUIBII MIUPOKOI
ayuTOpii Ta 3a0e3MeunTH HaMKpaIuii iIrpoBHI JOCBiA JUIsl KOpuUCTyBauiB. BoHa
BKJIFOYA€ YCYHEHHS 3aTPUMOK, 3HIDKCHHS BHUKOPHUCTAHHS PECypCiB, TaKHX SIK
mpoiiecop, mam'sate Ta rpadika, Ta 3a0e3MeUeHHs] OUIBII IUIABHOI Ta CTaOUTBHOT
pobGoTtu rpu B 1ioMy. | mms omrumiszariii i€l Tpu, CTBOPEHO CKPUNT SKUN 3a
(GyHKIIOHATIOM 3HMILYBaTUME MPOWJEHI O0'€KTH TpaBlieM, MICIS 3ITKHEHHS 13

3aJIHIM KOPJIOHOM TpH, SIKa CTBOPEHA 3a MPUHIIUIIOM BEPXHBOI Ta HUKHBOT MEXK.
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Pucynox Ommoka! TekeT yka3aHHOIO CTHJISI B IOKYyMEHTe OTCYTCTBYeT..16 —

HaJ'IaIIITYBaHHH TCra IJIsiI MCXK I'PHU

VY po3aini “Borders”, ne 3HaX0ASATbCS paHillle CTBOPEHHI MEXIi, CTBOPIOETHCS
1€ OJIHE Taka cama, TUIbKH po3ropHyTa Ha 90 rpanyci. HoBa Mexxa Matume Ha3By
“Side Border”. Bci maTepianu, mo 3HaXOAATHCS B I TAamIli, JUIS 3PYYHOCTI iX
BUKOPUCTAaHHs, MOTPiOHO momaTk 1o ix ommcy Tter Border. Takox mo6 1e
IpamoBaio moTpioHo momatu komiziro 00'ekty (Puc 3.12). Ile Oyme Tak camo
BXKJIMBO, J0JIABaHHS B TPy I[LOTO €JIEMEHTY, 00 oTpuMaTH (QYHKIIIT porpairy B
rpi.

Panimre Bxe Oyno qonaBaHHs KOJi311 sl 00'€KTIB, ajie TYT PI3HULSA B TOMY,
[0 MHUHYJIOr0 pa3y 00'eKT OyB NPSMOKYTHHH, a 3apa3 Ie KOJO. 3aBIsKd
mrpokomy ynkmionany Unity, B ioro cepenoBuili € GyHKIIIS T0AaBaHHS KOJi3il
y BUIIAal koja, BoHa HasuBaeThes “Circle Collider 2D” (Puc. 3.13).
HanamryBanHst KoJi3ii TakoXX BHUCTaBISETHCS B Py4YHY, TOOTO KOJIO 3aiTa€ThCs
CaMOCTIiTHO, mia0uparouu aiaMeTp mi HamanboBaHy TekcTypy. Circle Collider 2D
— 11e KoMIoHeHT (izuyHoro apuryHa Unity, skuii qomae no irpoBoro o0'ekta 2D
KoJjaiiep y ¢dopmi kona. BiH BUKOPUCTOBYETHCS [JIi BU3HAYCHHS 3ITKHEHb 3

IHIIUMH 00'€eKTaMU y CIIeHI Ha ocHOBI (hopmu koia (Puc. 3.14).
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Pucynox Ommoka! TekeT yka3aHHOIO CTHJISI B IOKYMeHTe OTCyTCcTByeT..17 —

®ynkiis Circle Collider 2D

Pucynox Ommoka! TekcT yka3aHHOIO CTHJISI B IOKYyMEHTe OTCyTCTBYeT..18 —

Komizisa y Burisai komna

VY nomaHoMy KOMITOHEHTI Iiie oTpioHo BKitounTH dyHkitio “Is Trigger”. Is
Trigger — 1ie omist B Unity, sika MOXke OyTH BKJIFOYEHA JUISl KOJIaiIepiB 00'€KTiB.
Konu us onuis yBIMKHEHa, KOJali[ilep HE BUKOPUCTOBYBATUMETHCS A1 OOpOOKHU
3ITKHEHb Y (PI3UMYHOMY JIBUKKY, & BUKOPUCTOBYBATUMETHCS JIMIIE VISl BUSIBICHHS
3iTKHEHb. Lle Moxe OyTH KOPHUCHUM Yy psilii CLIEHApliB, HANPUKIAJ, KOJIM BaM
NOTPIOHO BHSIBUTH, IO TpaBelb IMEPETHYB MEBHY 00JacTh y Tpi, abo 100
B3aeEMOIATH 3 o0O0'ektamu 0Oe3 ixHboi ¢i3uuHoi B3aemonii. Komm Is Trigger
BKJIFOUEHHUM I Kojaiiaepa o0'ekta, BiH reHepyBarume nojaii OnCollisionEnter,
OnCollisionStay ta OnCollisionExit, siki MOBIZOMIISIFOTH, KOJU 00'€KT BXOJIUTH Y

KOHTAKT 3 IHIIUM 00'€KTOM, NiepeOyBa€e B KOHTAKTI 3 HUM 1 BUXOJUTH 13 KOHTAKTy
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BinnmoBinHo. 3amicte OnCollision mofiii TakoX MOKHA BUKOPHUCTOBYBATH TOIi1
OnTriggerEnter, OnTriggerStay ta OnTriggerExit mms oOpoOku mepeTHHiB
o0'extiB, koyu Is Trigger yBimkHeHa. Kpim Toro, Bukopuctanus Is Trigger moxe
JIOTIOMOTTH  ONTHUMI3YBAaTH TPOJYKTUBHICTH Balloi TPH, OCKUIBKHM BIH HE
BUTpavyaTUME OOYMCIIIOBAJIbHI PECypCcH Ha PO3PaxyHOK (HI3WYHOTO 3ITKHEHHs, a
JIMIIIE HA BUSBJCHHS 3ITKHEHHS [4].
Jlaimi HaM 3HaOoOUTRCS CKpHUMNT ITij Ha3Boro “Obstacle” (Puc. 3.15). Y Hpomy

1 OyJie MPONMCAaHO CUCTEMY 3HUIIIEHHS 00'€KTIB K1 3aJIMIIUINCH MM03ady IpaBIIs.

Busing System.Collections;

‘ s System.Collections.Generic;

| using UnityEngine;

Bpubli 1a Obstacle : MonoBehaviour
ste GameObject player;

S 1 Start()

2 f pte OnTriggerEnter20(Collider2D collision)

-~

if(collision.tag == “Sorder™)

{
}

Destroy(this.gameObject);

}

}

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMeHTe OTCyTCTByeT..19 —

Ckpunt Obstacle

Lle¥i ckpumnt BiANOBiJA€ 3a MOBEIIHKY Tepernikoa y rpi. Koiaun 06'ext 3 mum
CKPUIITOM CTHKA€THCA 3 I1HIIMM OO'€KTOM, y SIKOTO BCTAHOBJIEHO KOMITOHEHT
Collider2D 1 Ter "Border", 00'€KT 3 IIuM CKPHUITOM 3HHUILYETHCSA 3a JIONMIOMOTOIO
¢bynkuii Destroy (). ¥ 11poMy CKpHUIITI TaKOX OrOJOIIEHO 3MiHHY player tumy
GameObject, ane 151 3MiHHA HE BUKOPUCTOBYETHCH.

private GameObject player; — oronomye npuBartHe moyie player, sKke
BUKOPHCTOBYBATUMETHCS JIJIs1 30€piraHHsl MOCUJIaHHS Ha 00'€KT rpaBIlsl.

private void OnTriggerEnter2D (Collider2D collision) — wmeron, sxkwii
BUKJIMKAEThCS TIPU 3ITKHEHHI O00'€KTa 3 KojaijepoM. VY T1bOMY BHUIAIKY

BUKOpPUCTOBY€EThCs 2D komnaiaep. [lpu 3iTkHEHH1 BigOyBaeTbcs MEpeBipKa Ha Te,
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gy € Ter o0'exkra "Border", mo 3iTkHYBCS. SIKIIO Tak, OO'€KT 3HUIIYETHCS 3a
nomnoMoror metony Destroy(this.gameObject). Lle motpi6HO 17151 TOTO, 11106 00'€EKT
HE BUXOJUB 3a MEXI €KpaHa Ta HE HAaBaHTa)XyBaB MaM'siThb, SIKIIO BIH OUIbLIE HE
noTpiOHMIA. 3arajaoM el CKPUNT BUKOPUCTOBYETHCS ISl BUJAICHHA 00'€KTa, KOJIH
BIH CTHUKAETHCS 3 MEXKEIO I'POBOTO TOJIS.

Le#i ckpunt motpiOHO AogaTh Ha 00'ekt Obstacle. A takoxx Tpeba momatu

¢ynkiro “Rigidbody 2D” (Puc. 3.16).

&  Rigidboay 20

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMeHTe oTcyTcTByeT..20 —

®yukuisa Rigidbody 2D

Rigidbody 2D — 1ie xommonent Unity, sikuii nogae ¢isuuHy MOBEMIHKY 10
IrpoBOro 00'ekTa y JBOBUMIpHOMY MpocTopi. BiH m03Bossie 00'ekTaM pyxaTucs,
31IITOBXYBATUCS, OOEPTATHUCS Ta B3AEMOISATH 3 1HIIMMH 00'ekTamu y ciieHi. Konu
o0'exty nomaetbest Rigidbody 2D, BiH crae ¢izmynum 00'€eKTOM 1 MOYHHAE
B3aEMOIIATH 3 iHIMMHK 00'ektamu y ciieHi. Rigidbody 2D BukopucroBye ¢iznusi
3aKOHM, TakKl sIK 3aKOHU HbIOoTOHA [71s1 BU3HAYEHHS pyXy 00'€KTa Ta MOro 31TKHEHb
3 IHIIIUMHU 00'€KTaMH.

Jeski 3 BnactuBoctei Rigidbody 2D BxitouaroTh:

— Mass: BU3Hayae, HACKIJIbKHA BaKKO a00 JIETKO pyXaTH 00'€KT;

— QGravity Scale (MamTab rpaBiTariii): BU3Ha4a€e CUITy TSDKIHHS, 11O M€ Ha

00'eKT;
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— Linear Drag (miuiiiHu{ omip): BU3HA4Ya€, SK MIBHAKO O0'€KT BTpadae
CBOIO IIBUJIKICTD,

— Angular Drag (kyToBuii omip): BU3Hauae, K IIBUIKO O0'€KT IepecTae
obepTaTucs,

— Is Kinematic (kiHeMaTHYHHIA): SKIIO 1€l MMapaMeTp BCTAHOBJICHUH Y
true, 00'exT He OyAe B3aEMOMISATHU 3 IHIIMMH OO'€eKTaMHu, ajie MOro MokHa Oyne
nepeMilaTi MPOTrPamMHo;

— Constraints (oOMeXXeHHs): BHU3Hauyae, SKI pyxu o0'ekta OYIyTh
OOMEe:KeHi.

Rigidbody 2D wmosxe BUKOPUCTOBYBATHCS MJIsi CTBOPSHHS PEalliCTHYHOI
Gbi3uku y Tpi, Takoi SK MaaiHHSA OO0'€KTIB IiJi BIUIMBOM TpaBiTallii, B3aeMoJis

00'eKTIB MpHU 31TKHEHH1 TOIIO.

3.1.5 Cucrema nporpauy

[Ilo6 cTBOpUTH 110 (YHKIIIO, MOTPIOHO CKOPUCTATUCS KOMIIOHEHTOM
“Canvas”. Canvas B Unity — 1ie OCHOBHHI KOMIIOHEHT iHTepdelcy KOpUCTyBaya
(Ul) B Unity, skuii BUKOPHUCTOBYETHCS JUIS CTBOPEHHS 1 BimoOpakeHHs 2D-—
€JIEMEHTIB 1HTepPeiCy, TaKuX SIK KHOIKH, TEKCTOBI MOJI, CMyTd NPOKPY4YyBaHHS,
300pakenHss 1 T.4. Canvas MoXHa TMOPIBHATH 3 TMOJIOTHOM, Ha SKOMY MOXHa
CTBOPIOBATU Ta pO3MIILyBaTU 00'eKkTH iHTEep(eiicy kopuctyBadya. Bin moxe OyTu
HaJIAIITOBaHW Ha poOoTy B pexumax Screen Space — Overlay, Screen Space —
Camera Ta World Space 3anexHo BijJ TOTO, K MOTPIOHO PO3MICTUTH CIIEMEHTH Ha
eKpaHi.

OcuosHi BiactuBocti Canvas B Unity:

— Render Mode (pexxum  BigoOpakeHHS) —  BHU3HA4Yae,  SK
BimoOpaxkatuMethcsi Canvas. Pexumu BigoOpaxkeHHs BkiatouaoTh Overlay,

Camera ta World Space;
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— Pixel Perfect — nosBonsie HamamryBat po3mipu Canvas i eIeMEHTIB
iHTepdelicy KopucTyBaua JJisi OTPUMaHHS 1/1€aIbHUX, MIKCEIbHUX CITiBBITHOIICHB;

— Sorting Order — Bu3Hauae nmopsiaok Bimoopakenns Canvas y CIieHi, SIKIIO
€ KiJIbKa eJIEMEHTIB iIHTep(ericy, 1Mo 3HaXOAAThCS Ha OJHOMY PiBHI;

— Reference Resolution — Bu3Hauae 103BiJ, SKHii BAKOPUCTOBYBATUMETHCS
po3pobku iHTepdeiicy. Ilpu mpomy emementu Ul aBTOMaTHYHO MacmITaOyHOTHCS
JUTS BIIMIOBIAHOCTI P13HUM €KpaHaM Ta MPUCTPOSIM;

— Scale With Screen Size - npo3Bonsge MacmTaOyBaTH €JIEMEHTH
iHTep(delicy KopucTyBaya BIAMOBIIHO IO PI3HUX PO3IUIBHUX 3JaTHOCTEH €KpaHiB,;

— Canvas Scaler — KOMITOHEHT, SIKMH JO3BOJISIE HAaJAIITYBaTH pi3HI
napamMeTpu MacuITadyBaHHS €JIEMEHTIB iHTepdeicy KopucTyBaya.

B uinomy, Bukopucranas Canvas B Unity mo3Boiisie JIeTKO CTBOPIOBATH i
HaJalITOBYBaTH 1HTepdelic KopucTyBadya HJisi Bamioi Tpu abo mporpamu, 6e3
HEOOXITHOCTI BUKOPHUCTOBYBaTH CTOPOHHI 0i0mioteku abo miariau[10]. Canvas
JIO3BOJIIE PO3MIIIYBATU 300pakK€HHs, TEKCT, KHOIKH, IOJs BBEICHHS Ta 1HIII
eJIeMEeHTH 1HTepdelicy KOpUcTyBaya B iIrpOBOMY CBITI 1 3MIHIOBATH 1X MOJIOKEHHS,
pO3MIp, KOJIp Ta 1HIII BIACTUBOCTI B peasibHOMY 4aci. ¥ 1ii QyHKIi1 BiiOyBa€eThCs
HaJAlITyBaHHS BIKHA TMICIs YpaKeHHS TpaBllsi, MOTO PO3MIpH BU3HAYAIOTHCS

camuM po3pobHukoM. [laHi BkasyroThes y posaiii “Canvas Scaler” (Puc. 3.17).
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Pucynox Ommoka! TekcT yka3aHHOIO CTHJISI B IOKYMEHTe OTCyTCTBYeT..21 —

®ynkuisa Canvas

JUist gonaBaHHs 1WX (YHKIIA MOTPIOHO CTBOPUTH JOJATKOBHM ITPOBHIA
marepiai i Ha3zBoro “Game Over Panel”. Lieit enemeHT rpu moTpiOHO MOMICTUTH
B manky ‘“Canvas”. HairomoBHimuM eneMeHTOM IIi€i (PYyHKIT € BIKHO, IO
3'SIBJIIETHCS, TMICHS 3ITKHEHHS TpaBIld 3 neperikooto. Lle 300paxenns (Puc. 1.6)
notpioHo momictutH y “Game Over Panel”, i 3minuTu Ha3By Ha “Wooden Panel”. |
TaK camMO BUOpaTH po3Mip MaHedl mporpamry. Y KOXHiM rpl HOBUHEH OyTH TEKCT,
JUISL CIIPOLLEHHS pO3yMiHHA Tpu. | B Wil rpl HE BUHATOK, HA LIIO MaHENIb Oyne
nogaHo tekct “Game Over”.

[leit TekcT TakoXX NOTPIOHO BiApenaryBaTh: BHOpaTH Oa)KaHWM KoJIip,
BCTAHOBUTHU THUII MIPpU(PTY, po3TallyBaHHS Ha MaHETI.

OnuH 13 BaXJIMBUX MOMEHTIB TPH IIe modatu ii 3aHoBO. OTke, MOTpiOHO
JI0JaTH KHONKY pectapty. 3 [lomomora dynkmionamry Unity, mogaemMo eaeMeHT
“Button”. Button (kxomka) B Unity — 1ie of1H 3 OCHOBHHUX €JIeMEHTIB iHTepdericy
KOpPHCTYBaua, 110 J03BOJISIE KOPUCTYBAaUEBl B3aEMOJISTH 3 TPOI0 a00 MPOrpamoro,
KJIAI[HYBIIK 110 HhOMY. Button € omuuM i3 BuaiB kommonenTis Ul B Unity. Button

MOXHA JIOJIATH Ha €KpaH 3a JIONOMOTOI0 KoMITOHeHTa Button na manemi Inspector.
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[Ticnss nmonaBaHHA KHONKM Ha €KpaH MOKHA HaJamITyBaTH I TEKCT, KOIIp,
300paKCHHSI Ta 1HII BJIACTHBOCTI, IOO BOHA BigoOpaxkamacs Ta TpaIroBaja
BIAMOBIAHO J10 TOoTpe® mpoekty. Button Mae kigbka mMOJIA, SKI MOXHA
BUKOpHCTOBYBaTH Juisa B3aemomii 3 HuM: OnClick, OnEnter, OnExit i t.1. Ioxmis
OnClick BuHuKae mpu HATHUCKAHHI HAa KHOIKY, IO J03BOJISE BUKIMKATH II€BHI
MeToau Ta (PYHKI, K1 BUKOHYIOTH J1i, HEOOX1IH1 JIs MpoeKTy. KHOMKHU MIHUPOKO
BUKOPHUCTOBYIOTBCS B ITPOBUX TIPOEKTaX 1 TMporpamMax HJjisi CTBOPCHHS
IHTepaKTUBHUX €JIEMEHTIB 1HTepdelicy KopHuCcTyBada, TaKMX SK MEHIO, BIKHA,
Jiajory, mepeMuKadi i T.1.
JUtst 1€ KHONKM CTBOPIOEThCS OKpeMui enemeHT rpu “Restart Button”

(Puc. 3.18).

Pucynox Ommoka! TekcT yka3aHHOIO CTHJISI B IOKYyMEHTEe OTCYTCTBYeT..22 —

HanamryBanns knaBimni Restart

Tak sx panime Oyno Bke 3aroTOBJIEHA TEKCTypa Ili€l KHOIMOK, TO il BChOTO
auiie moTpioHo mepemictut Ha “Source Image”. Takox ngomgaTu eJeMEHT
“TEXT”, 3 mamacom “Restart”, a Takok #Horo BigpemaryBaTH K 1 TEKCT Ha
“Wooden Panel”. [Ilo6 1me Bce 3ampairoBajgo MOTPiOHO, y paHiIle CTBOPECHOMY

ckpunti “Obstacle” (Puc. 3.19) nonatu aesiki HOBI QYHKITIT.
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Elusing System.Collections;
ing System.Collections.Generic;
g UnityEngine;
stacle : MonoBehaviour
ste GameObject player;
=] id start()

player = GameObject.FindGameObjectWithTag("Player™);

id OnTriggerEnter2D0(Collider2D collision)

= if(collizion.tag == “Border™)

{
}

Destroy(this.gameObject);

= else if(collision.tag == "Player")

{
}

Destroy(player.gameObject);

[}
0

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..23 —

Omnognenuii ckpunt Obstacle

Jlanuii CKpUNT pealizye B3a€MOJIII0 MEepelKkoau Ta rpaBusg y 2D-rpi Ha
Unity. Ilepme, mo poOUTh CKPUNT — 3HAXOAuTh TpaBis Ha cueni Unity 3a
nonomororo meroay GameObject.FindGameObjectWithTag("Player") 1 30epirae
Horo y 3MIHHY player. [ToTim CKPHIIT MICTUTh METOL
OnTriggerEnter2D(Collider2D collision), sikuii BUKJIMKAETHCS, KOJA 00'€KT 13 M
CKPUIITOM CTHUKA€ETHCS 3 IHIIMM KOJaijepoMm y rpi. 3aJie)XHO Bij Tera o00'ekta, 3
SKUM CTaJoCs 31TKHEHHS, CKpUNT abo BUaaise caMm o0'eKkT, ab0 BHUAAJsL€ TPABIISL.
Skmo o0'ekT cTHKaeThbesl 3 KousainepoM 3 Terom Border, To 00'ekT, Ha AKOMY
JAHUW CKPUNIT 3HAXOAUTHCS, Oy/le BHUAAJIEHUW 3 TPU 3a JIOMOMOTOI METOMY
Destroy(this.gameObject). ko 00'€KT CTHUKAETbCA 3 KOJIAMAEPOM 13 TEroM
"Player", To rpaBeup, 30epexxeHuidl y 3MmiHHIMN player, Oyae BugameHo 3a
nornoMmororo metony Destroy(player.gameObject). Mu BHUKOPUCTOBYEMO METOJ
Destroy s BunaneHHst o0'extiB. Ilepematoun this.gameObject, Mmu Bumgansemo
MEepemKoay, SKy BIUIMHYJA KoJi3is, a mnepematoun player.gameObject, mu
Bugansemo rpaBug[5]. TakuM uuHOM, M€ CKpUNT peanizye (GyHKIIIOHAT
BUJIAJICHHS 00'€KTa 1] Yac 31TKHEHHS 3 MEXKEI0 IrPOBOTO TOJIS YM TpaBiieM. Takox
CTBOPIOETHC HOBHIA ckpuniT “Game Over” (Puc. 3.20) , B skoMy Oy/e peati3oBaHO

IpOrpalri.
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Blusing System.Collections;

:ing System.Collections.Generic;
ing UnityEngine;

ing UnityEngine.SceneManagement;

Elpublic class GameOver : MonoBehaviour

blic GameObject gameOverPanel;

=] id Update()

-~

=] if(GameObject.FindGameObjectWithTag("Player™) == null)

gameOverPanel.SetActive(trus);

B public id Restart()

SceneManager . LoadScene(SceneManager.GetActiveScene().name);

1

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..24 —

Hosuit ckpunt Game Over

Leii ckpunt y Unity BiAmnoBigae 3a BiAOOpa)K€HHs IMaHENl MpOrpamry Ta
nepe3aIryck CICHW INCIs ypakeHHS TpaBIil. [lodnmHAEThCS BiH 3 OTOJIOMICHHS
smiHHOi "gameOverPanel" tuny GameObject, ska BHUKOPUCTOBYETbCS ISt
B110OpakeHHsa naHem nporpamry. Jdam, y ¢pynkuii "Update()" ckpunt nepesipsie
HasBHICTh 00'exkta 3 Terom '"Player" Ha cueni. SIkmo Takoro o0'ekTa HeMae,
3HAYWTh TPaBEIb MPOTpaB, 1 MaHENb MpOrpanry Mae OyTH aKTHBOBaHA METOIOM
SetActive (true). @ynxuig "Restart()" BHKOpPHUCTOBYEThCS UIsl TMEpPE3anycKy
MOTOYHOI CIIeHHW, HAaTHUCHYBIIM KHOMKY "Restart". Meron Restart() BukimkaeThes,
KOJM TpaBellb HAaTUCKAE KHONKY Imepe3amycky Ha mnaHeni gameOverPanel.
3aBaHTaXXY€ETHCS TTOTOYHA CIICHA 3aHOBY, BUKOPHCTOBYIOUM MeToa LoadScene(), i3
kiacy SceneManager][5].

TakuMm 9MHOM pIBEHBb MEPE3aBAHTAXYETHCS 1 TpaBellb MOXKE IMOYATH TPY
3aHoBO. Hanpuknaz, skimo mu maemo cueny "Level 1", 1 Mu 3Haxoaumocs Ha Iii
cueni, To meton GetActiveScene().name mnoBeptae psagok "Level 1". Ckpunt
nepenae et psagok meron LoadScene(), skuii 3aBaHTaXye II0 K CILIEHY 3aHOBO,
MOYMHAKOYH 3 1i MovaTKy. Takum unHOM, ckpunT GameOver BIACTEXKY€E KIHEIb TPU
Ta JI03BOJISE IPABLICB] IEPE3aMyCTUTH PIBEHD 3a JOTIOMOTOI0 OJHI€T KHOTIKH.

Bona 3aBaHTaxxye TOTOYHY CIIEHY 3a JOIOMOTO METOAy Scene

Manager.LoadScene(SceneManager.GetActiveScene().name.
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B minomy, nei ckpunT € mpocTum, aje e€(peKTUBHUM CIIOCOOOM 0O0pOoOKH
MOJII Mporpaimry y Tpl Ta JT03BOJISIE TPABIUEBI MIBUIKO MEPE3aNyCTUTH TPy MICISA
ypakeHHs1. CTBOpPEHMI CKPHUNT MOTPIOHO MOMICTUTH Ha TOJOBHUI €JIEMEHT TpH
“Game Manager”, i mOMICTUTH B CTBOPEHY KOMIPKY MOKJIACTH, CTBOPEHUH paHillIe

eement “Game Over Panel” (Puc. 3.21).

© Inspector
@ v Game Manager
v

Tag Untagged v Layer Default

- Transform

Camera Sy

B v Game Over (Script)

Game Over Panel Game Over Panel

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHT€e OTCYTCTBYeT..25 —

HanamryBanns maneni

VY manem namamrtyBanb “Restart Button”, y po3zaun “OnClick™ momicTuTtu B
nopoxHI0 Komipky “Game Manager”, ta nogatu Qynkiito “GameOver.Restart”.
Oyukuis GameOver.Restart — e ¢yHKuisE KOpUcTyBaya, siKa BUKIMKAETHCS MPHU
3aBepuieHHi rpu (Game Over) 1 J03BOJISIE TMEPE3ANMyCTUTH TPy. 3a3BUYaM, 1A
GbyHKIIIST BUKIMKAETHCS TIPU HATUCKaHHI Ha KHOMKY "Restart" abo moaiony m0 Hel,
siKa 3'SIBIISIETbCS Ha eKpaHi micis 3akiHueHHs rpu (Puc. 3.22). [Ipu HaTUCKaHHI Ha

1o kHomKy, pyHkiiss GameOver.Restart mepe3anyckatume rpy 3aHOBO 3 MOYATKY.
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Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..26 —

DiHanbHUN BUTIIA TTAHEI]

A B ememenTi “Player”, sminutu ter 3 “Untagged” na “Player”. Jlns toro,

100 CKPUIT Ta HOTO (PYHKIIIT TOBHICTIO TpaIroBau [7].

3.1.6 Cucrema Ha0Opy 040K i BHYTPIilIHHOIIPOBi epeKTH

Cuctema Habopy o4ok B irpax Panepax — 1e cnoci0 BiCTEKEHHS yCHIXiB
TpaBlsl y Tpl Ta HaJaHHSI HOMY MOKIIMBOCTI MOPIBHATA CBOi pE3yJbTaTd 3
pe3yJibTaTaMu IHIIMX TpaBIiB. 3a3BUYall OYKU HAPAXOBYIOThCA 3a TMEBHI ii,
HAMpPUKJIAJ, 3a TMOAOJAHHS TEPEIIKOJ, 30MpaHHS MOHET Ta IHIMX OOHYCIB,
BUKOHAHHS 3aBJlaHb Ta JOCSITHEHb y Tpl. 3a KOXKHY BHUKOHAHY IO TpaBellb
OTPUMYE TIEBHY KUIBKICTh OYOK, SIKi HAKOMMUYYIOTHCS Y HOTO 3aralLHOMY PaxyHKY.
Kpim toro, B irpax Panep 4acTo BUKOPHCTOBYEThLCSI CUCTEMa MHOKHUKIB 04OK. [le
O3HayYae, 110 NMPU BUKOHAHHI KIJIBKOX J1M MOCHLIb IPaBelb OTPUMYE BCE OLIbIIE
OYOK 3a KOXKHY HACTYIHY [Ii10, IO JI0O3BOJISIE MOMY IIBHJIIE HAOMUpPATH OYKH.
HabGpani okymnsipu MOXKyTh OyTH BUKOPHUCTaH1 JJI PI3HUX LUICH, HATPUKIIAI, TS
MOKYIIKM HOBUX TMEPCOHaXIB, MOKpaIIEeHHs 3A10HOCTEN nepcoHaka abo BiIKPUTTS
HOBUX piBHIB. Cuctema Habopy o4uok B irpax Panepax € omHuMm i3 crocoOiB
MOTHBAIlli TPaBIlIB Ta CIHOHYKAaHHS iX J0 TMOJAJBIIOr0 MOKpAIIeHHS CBOiX
pe3ynbTaTiB.

Jlist Toro, mo6 peanizyBaTd paxyHOK y Tpi, MOTPIOHO J0/AaTH TEKCTOBHIA

elleMeHT miJ Ha3Borwo “Score Text”. IloTpiOHo mimiOpaTe BHUCOTY 3HAXOMKEHHS
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TEeKCTy 1 BuOpatu Koiip, mob6 Oyno mo0pe HWOro BUAHO HA 3aAHHOMY TIII.
HaiionTuManpHIIIMM 3HAXOKEHHSM OYOK II€ MO IICHTPY €KpaHy, a Kojip OyB
BUOpaHuii 3esieHuil. Takok MOTp1IOHO CTBOPUTH HOBUHM CKPHIT ITi] HAa3BOIO “Score
Manager”. Hammii ckpunt "ScoreManager" (Puc. 3.23) BiamoBigae 3a
B1JIOOpa)KEHHS OTOYHOTO PaxyHKY I'paBlis y peanbHoMy 4aci y rpi Ha Unity. Bin
BUKOPHUCTOBYETHCS ISl TOTO, MO0 TpaBelb MIr OAYWTH CBii paXyHOK, a TaKOX

BiZICTeXKYBaTH CBiii mporpec [9].

Elsing System.Collections;

sing System.Collections.Generic;
ing UnityEngine;
l. ing UnityEngine.UI;

Bpubli lass ScoreManager : MonoBehaviour
lic Text scoreText;

t score;

=) oid Update()
(=) if(GameObject.FindGameObjectWithTag( " "Player”) !=null)

score += 1 * Time.deltaTime;
scoreText.text = ((int)score).ToString();

[y
Pucynok Ommoka! TekeT yka3aHHOIo CTWIA B JOKYMEHTe OTCYTCTBYeT..27 —

HoBui1 ckpunt 1151 paxyHKy O4OK

Cnouatrky Mu orosjoimryemMo 1Bi 3MmiHHI: "scoreText" Ta "score". 3MmiHHa
"scoreText" BUKOPHUCTOBYEThCS Il 30€peKEHHS TOCWIAHHS Ha TEKCTOBHM
enemedT Ul, sikuii BijoOpakaTMe MOTOYHHUM paxyHOK T'paBIlsi HA €KpaHl. 3MiHHA
"score" BUKOPUCTOBYEThCS MJisi 30€pEXKEHHS MOTOYHOIO 3HAYEHHS PaxyHKy. Y
meroni Update() ckpunrta BinOyBaeThCs OHOBJICHHS 3HAYCHHS ScCOre Ta MHOTO
BiI0OpaxkeHHs y scoreText. SKiio rpaBelb icHye (MOro 00'eKT MOXHA 3HAUTH 3a
nornoMoroto Tera "Player"), To 3HaueHHs score 30UIbIIYETHCS Ha 1 3a KOXKEH Kaap,
nomHoxkeHnit Ha Time.deltaTime — 11e 703BOJISIE 3pOOUTH ITPOBHIA MPOIIEC OLIBII
IJJaBHUM Ta HE3JICKHUM BiJl MIBUAKOCTI OHOBJIEHHs KazapiB. ITotim scoreText
OHOBITIOETHCSI 32 JOMOMOTOI0 METONy text, sIKWi MpuiiMae SK apryMEHT PSIOK,

AKUU B1IOOpakaTUMETbCs Ha eKkpaHl. B ngaHoOMy BHMAiKy BUKOPHCTOBYETHCS
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((int)score).ToString(), mo0 mpuBeCTH 3HAYEHHS SCOre JO0 IUJIOTO YHWcha 1
HIepEBECTH HOTO B PSIIIOK [6].

Hami, y merom "Update()" mnepeBipsieTbcsi, UM € TpaBellb Ha CIEHI 3a
nornomororo  Mmerony "GameObject.FindGameObjectWithTag("Player")". Sxrmio
rpaBellb € Ha CIIEHI, TO JIO MOTOYHOTO 3HA4YeHHs paxyHKy "score" momaerbes 1
noMHoxeHuid Ha "Time.deltaTime". "Time.deltaTime" — 1e yac, 10 MUHYB MIXK
MOTOYHHUM Ta MOMEPETHIM KaJpaMu, 1 BUKOPUCTOBYETHCS ISl TOTO, 00 paxyHOK
He 30uUTblIyBaBCS HAATO IBUAKO. [lOTIM MOTOYHE 3HAYEHHS pPaxXyHKY
MEPETBOPIOETHCST Ha IIJIE YMCIO 1 HajmaeThes 3MiHHOI0O "scoreText.text", sika
B1JI0OpaXka€e MOTOYHHUIA PaxXyHOK Ha €KpaHi. TakuM 4YMHOM, IPHU KOXHOMY KaJpi,
KOJIM TpaBellb 3HAXOJIUTHCA Ha CIIEHI, WOTO PaxXyHOK 30LIbIITYBATUMETHCS Ha
OJIMHUITIO 32 TIEBHUM 4ac 1 BIOOpaKaTUMEThCA Ha €KpaHi y BUIJIAI TekcTy. Lle
JI03BOJISIE TPABLIEB] BIICTEXKYBATH CBiil MOTOYHMIA MPOTPEC Y TPi.

Lle#i ckpunt MoTpiOHO MOMICTUTH B eleMeHT “Score Text”, i Tak camo
CTBOPEHHI €JIEMEHT TEKCTY, IKUU BEAE PaXyHOK, IOMICTUTH B KOMIPKY Yy CKPHIITI

(Puc. 3.24).

v Score Manager (Script)

Score Text H Score Text (Text)

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYyMEHTe OTCYTCTBYeT..28 —

Burnan ckpurnra Ha 00'eKkT1
p

1106 3pobuTH rapHy rpy moxkna gonartu aeski epextu. Edextu B Unity 1e
Bi3yaJibHI Ta 3BYKOBI €JIE€MEHTHU, K1 JOAAI0Th JTOJATKOBI €MOIlIHI Ta Bi3yaslbH1
acmeKkTd [0 Irop Ta IHIIMX BI3yallbHUX Tmporpam. Edexktn MoxyTh OyTH
BUKOPHWCTaHI I CTBOPEHHS PEATICTUYHUX aTMoc]ep, MOKpAIIeHHs Bi3yallbHOI
PUBAOJIMBOCTI, BUJIIJIEHHSI IEBHUX OO'€KTIB Ta MOAIM, a TAKOXK AJIsi TPUBEPHEHHS
yBaru kopuctyBada. ¥ Unity icHye Oe3nid pi3HUX €(eKTiB, sIKI MOXYTb OyTH

J0JaHi 10 irpoBHX 00'ekTiB [7].
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Jlesiki 3 HalnoIUpPeHIuX e(eKTiB BKIOYAIOTh:

— Particle System — no3Bosisie cTBOpIOBaTH Ta aHIMyBaTH YaCTHUHKH, TaKi
SIK TMM, BOTOHb, CHIT, JIOII[ TOIIO;

— Lighting — ocBiTJIICHHS, BKJIFOYAOYM TOYKOBI Ta CIPSAMOBaHI JpKepelna
CBITJIa, a TAKOXK IJIABHE OCBITJICHHS Ta IrJ100aJIbHY LTIOMIHAIIIIO;

— Camera Effects — n03BoJsAt0Th CTBOpIOBATH Pi3HI eDEKTH I KaMEpH,
Taki K pO3MUTTS, CIIOTBOPEHHS, KOPEKIIIIO KOJIBOPIB Ta 1HIII Bi3yaibHi €eKTH;

— Audio Effects — 103B0JIsII0Th CTBOPIOBATH Pi3HI 3BYKOBI €()EKTH, TaKi SIK
JyHa, peBepOepallis, 3racanHsl Ta 1HIII;

— Ul Effects — n03BoisifoTh CTBOpIOBaTH pi3HI Bi3yaslbHI €QEeKTH s
1HTepdency KopucTyBaya, Takl sSIK aHiMallli, TUlaBHa MOosBa 1 3HUKHEHHS 1 T.1I.;

— Physics Effects — nosponsitore cTBOproBatH eekTH (Hi3MYHOTO Ha
00'eKTH, TakKi IK BUOYXHU, KOJIMBAHHS Ta 1HIIII.

V¥ Unity TakoX € MOXJIMBICTh CTBOPEHHS BJIACHUX €(EKTIB 3a JOMOMOIOI0
CKPUIITYBaHHS Ta BHUKOPUCTAHHA CTOPOHHIX IIAKETIB, SKI PO3IIUPIOIOTH
MOJIMBOCTI edekTiB. [lepiie, o BapTo H0AaTH e My3UYHHMI CYIpOBiA B irpu.
My3uka B irpax — 1€ BaXJIUBHI eJleMeHT I'pyu. My3uka B Irpax BiAirpa€e BaXXJIUBY
pOJIb, OCKIIBKM BOHAa CTBOPIOE arMmoc(epy, MOCHIIOE eMOIIWHUIA e(eKT Ta
JIOTIOMAarae MATPUMyBaTH TpaBld y 30H1 KomMpopty. My3uuHi eheKTH MOXKYThb
OyTHM BUKOPHUCTaHI JUISl MIJKPECIEHHS MEBHUX MOMEHTIB y Ipi. Hanmpukinan, 3ByK,
SKUW TPOTPAETHCS, KOJIM TpaBellb MPOXOJUTHh PIBEHb, MOXE CTBOPUTH IMOYYTTA
3aJOBOJICHHS Ta JOCSTHEHHS METH. 3BYK, KM TPOTPAETHCS i Yac Mmopa3ku abo
mporpamnry, MOXE BUKIUKATH TOYYTTSA pO3YapyBaHHS Ta HAIUXHYTH TpaBIlsl
3poOUTH 1€ OAHY cmpoOy. My3uka TakoX MOXE BHUKOPHCTOBYBATHCH ISt
CTBOpPEHHS TIEBHOTO HacTporo y rpi. Hampuknan, moxmypa Ta 370BiCHa My3HKa
MOJK€ JIONIOMOITH CTBOPUTH aTMoc(epy CTpaxy Ta HAmpyru, TOIl sIK Jierka Ta
MEJIOMIIfHA MYy3MKa MOXKE€ CTBOPUTH OUIBII pO3Cia0iiody Ta KOoMGpOpPTHY
atmocepy. Kpim Toro, mysmka B irpax MoOK€ JOMOMOITH CTBOPUTH CHIJIBHUMN
3B'SI30K MIXK TpaBLEM Ta rporo. BiamoBigHa My3uka MOK€ BUKIMKATH y TpaBId

EMOILIIITHY peakIlito, 110 JOIOMarae yTpuMaTu Moro y rpi Ta 3MylIllye rpaBls rpaTH
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noBiie. B mimomy, My3uka € BaXIJIMBUM €JIEMEHTOM B irpax, OCKUIBKH BOHA
JI0TIOMara€e CTBOPIOBATH MEBHY aTMocdepy Ta eMOLIWHUHN 3B'130K MK T'paBlieM Ta
I'POIO0, IO CIPHSIE OLIBIII TOBHOMY 3aHYPEHHIO B irpoBuii cBIT[1].

o0 momatu My3HWKYy A0 TpH, MOTPIOHO CTBOPUTH YEPTOBUM CKPUNT TMif
nasporo “Background Music” (Puc. 3.25). JlaHuii CKpUIT peaaizye My3udHHA (OH
JUIL  TpH, SKe 30epiraeTbCsd MNPOTATOM YCI€i TpH, HaBITh SAKIO CIEHU

MNCPEMUKAOTHCA.

System. Collectlons;
System.Collections . Generic)

Unityfngine;
: MonoBehaviour
backgroundmusic;
Avambew ()

Lf(backgroundMusic ' )

{
backgroundMusic 3
DontDestroyOnLoad(backgrountMusic)

Destroy(geseObiect);

H
Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMeHTe OTCYTCTBYeT..29 —

Cxpunt n0/1aBaHHS My3UKH

JI7is moyaTKy BUBHAYMMOCS 31 3SMIHHUMH Ta TUTIAMH JTaHUX.

private static BackgroundMusic backgroundMusic — e cratnyHa 3MmiHHA
tuny BackgroundMusic, sika 30epirae mocuiaaHHs Ha 00'€KT MYy3HMYHOTO (OHY.
MonaudikaTop Static rapanTye, 1o 3MiHHa Oy1e JOCTYITHA BCIM €K3EMILISPIB KJIACy
1 ICHY€E JUIIE Y €IMHOMY €K3eMIUTSPI.

void Awake() — me Meron, SKMi BHUKIHMKA€THCS HA MOMEHT aKTHBAIlil
o0'ekTa. Y 1bOMY BHUIIQAKy BIH BUKOPUCTOBYETHCS [JIsl MEPEBIPKU HASIBHOCTI
00'ekTa My3U4HOTO (DOHY Ha CIICHI Ta HOTO 30epeKEeHHS y pa3i HOTro BiICYTHOCTI.

if(backgroundMusic == null) — nepeBipka, 4u icHye 00'eKT My3udHOTO (HOHY
Ha CIICHI.

backgroundMusic = this; — skmo o00'ekT My3u4yHOrO (HOHY BIICYTHIH,

30epiraeMo MOCHJIAHHS Ha MOTOYHUM 00'€KT MY3UYHOTO (POHY.



50

DontDestroyOnLoad(backgroundMusic); — 36epiraemo 00'€éKT My3WIHOTO
(dboHy POTATOM YCi€i TpH, HE 3HUILYIOUYH HOTO MPU NEPEMUKAHHI CILIEH.

else — skio 00'eKT My3HMYHOTO (POHY BIXKE ICHYE Ha CIICHI, IIOTOYHUN 00'€KT
MY3UYHOTO (POHY 3HUIIYETHCS, OO HE CTBOPIOBATH JAYOJIIKATH.

Destroy(gameObject); — 3uuiieHHs TOTOYHOTO 00'€KTa My3UYIHOTO (HOHY.

Takum 4yuHOM, IIeH CKpUIT 3a0e3neuye MOCTIHHMK (POHOBHI 3BYK y TIpi,
KU TPOJOBXKY€E TPaTH YMPOJOBXK YCIX ClIeH 0e3 mepepuBaHb Ta AyOJIOBAHHS.
CtBoproeThcst HOBUiT enemeHT rpu “‘Background Music” (Puc. 3.26), i B HbOTO

PO3MIIITYEMO CTBOPEHHM PaHIIIE CKPHUIIT.

Pucynox Ommoka! TekcT yka3aHHOTO CTHJISI B IOKyMeHTe oTcyTcTByeT..30 —

®diHanbHa BEPCist My3UYHOTO CKPUITA

1106 momaTu MmicHIO, pEryJtOBaTH i TYYHICTh Ta epeKTH IS Hel, MOTPiIOHO
nonatu kommnoneHt “Audio Source”. Audio Source — e kommoHeHT Unity, skwuit
JI03BOJISIE MIPOTPaBaTh 3BYKOBI e(eKTH, My3UKYy Ta MOBJIEHHS y Bamiiil rpi. Bin
MoOXe OyTH JnojaHui 10 OyIp—aKOoro O00'€KTa B CIIEHI Ta HAJIAIITOBAHWHN JIJIst
BITBOpPEeHHs 3BYyKOBUX (aitniB y 2D Ta 3D mpoctopi. Audio Source mae Gararo
napaMeTpiB, sKI MOXYTb OyTH HaJaIITOBaHI [UIsl KOHTPOJIO HaJa 3BYKOM,

BKJIFOUAIO4H:

— AudioClip: 3BykoBuii (aiin, sskuii mporpaBaTUMETHCH;
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— Volume: ryunicTs 3ByKy Big 0 1o 1;

— Pitch: Bucora 3Byky Big —3 110 3;

— Loop: moBTOpEHHS 3BYKY MiCIIsl BIATBOPEHHS;

— Spatial Blend: nanamryBanHs npoctopy 3ByKy B miama3oni Big 0 (2D) no
1 (3D).

Min Distance ta Max Distance: Bimcranb, npu sKiii 3ByK Oyje HaWOiIbII
T'YYHUM 1 BIJICTaHb, MPU SIKIA 3BYK CTA€ TUXIIINM.

Audio Source mMoxxe OyTH 3alyIIeHUI TPOrPaMHO 3a JOIOMOTOK CKPHIITY,
0 pOOUTh MOro KOPHCHUM JUIsi CTBOPEHHS ayAioe(eKTiB, MY3UYHUX TEM,
rojocoBux e(exTiB Ta OaraTo iHIIOro. BiH Takox Moke OyTH HaJlalITOBaHUM Ha
BIJITBOPEHHS 3BYKY M1/l Yac 31TKHEHHS 3 IHIIUM O0'€KTOM Y CIEHI, 10 MOXe OyTH
BUKOPHUCTaHE I CTBOPEHHS 3BYKOBHX €(EKTIB 3ITKHEHb, MOCTPLIIB Ta Oararo
iHIoro. I Bxke moTiM MO>KHA JI0JIaTH J0 TPU CBOI IMICHI YX 3BUYANHI MEJO/I1.

Takox BapTo nomatu BizyanbHi edekTu. BidyaneHi epextu B Unity — 1e
rpadiudi  eeKxTH, SKi BUKOPUCTOBYIOTHCS JJIsi TOKPAIICHHS BI3yaJbHOTO
cupuiHATTS Tpu. LI eexTn MOXKYyTh CTBOPIOBATH Pi3HI Bi3yaslbHI 3MIHH, TaKl K
3MiHa KOJbOPY, 3MIHAa TEKCTypH, 3MiHa (opMH, pyX O0'€KTIB Ta OaraTo 1HIIMX.
Unity Hamae Oe3niu Bi3yaldbHUX €(EKTIB, sIKI MOXHAa BHKOPUCTOBYBATH IS
CTBOPEHHS T'apHOI Ta 1ikaBoi irpoBoi rpadikwu [7].

Jlesiki 3 X e(peKTiB BKIIFOYAIOTh:

— YaCTUHKH: 1Ie €(eKT, IKUIl CTBOPIOE pi3HI BUOYXH, UM, BOTOHb Ta 1HIII
€JIEMEHTH, BUKOPUCTOBYIOUM O€31i4 JpIOHUX YACTHHOK, SKI PyXarOThCi B
3aJJaHOMY HampsIMKY;

— o0'emHe CBITJO: 1€ €(EeKT, 0 CTBOPIOE BpaKEHHSI 00'eéMHOCTI 00'€KTIB,
3MIHIOIOYH KOJIIP CBITJIA B 3aJIEKHOCTI BiJl KyTa OTJISIAY TPaBIIs;

— mocTtobpobKa: 1me edeKT, TKHl 3aCTOCOBYETHCS IO OCTATOYHOI KAPTUHKH
Ta J03BOJISIE 3MIHIOBaTH 11 KOJIpHMI OanaHC, KOHTPACT, SICKpaBiCTh Ta OaraTo

IHIIOTO;
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— penvedHuii edexT: 1me e(exT, MO CTBOPIOE BPaKCHHS HASIBHOCTI
penbedy Ha 00'exTax. el edexT MokHA BUKOPUCTOBYBATH ISl CTBOPEHHS LTHO311
TPUBUMIPHOTO IIPOCTOPY Ha 2D—irpoBoMy 1o,

— 3CpHHUCTICTH: e e(eKT, SKU CTBOPIOE 3EPHUCTICTh HA €KpaHi, 1100
CTBOPHUTH BpaKeHHsI (17IbMY a00 cTaporo GpiabMy;

— r1iubuHa PI3KOCTL: 1ie €deKT, SKUM CTBOPIOE BPAXEHHsI TIIMOMHU Ta
PO3MHTOCTI Ha €KpaHi.

Bci 11 BizyansHi eextu B Unity MOKyTh OyTH BUKOPHUCTaHI JJI CTBOPEHHS
rapHoi kKapTuHku [9].

[To-nepmie MOTPIOHO CTBOPUTH HE TOPOXKHIM €JIEMEHT TpH, a Biapasy
BuOpatn posmin “Effects”, a B nmpbomy “Particle System”. 1 Bxe B HbOMY
HAJIAIITOBYBAaTH BJacHiI edekTu 3a cBoiMu OakaHHsMu. Y posaim “Render”, y
Bkiaani “Materials’, y miit rpi oopanuit Bux “Sprite Default” (Puc. 3.27). Sprite
Default B Unity — 11e HanamTyBaHHs JIJisi COPANTY, sSIke BU3HAYAE€ WOTO MOBEHAIHKY
Ta BJIACTUBOCTI, TaKl K pO3Mip, KOJIp, MPO30PICTh TOWIO. Y HaJAIITyBaHHAX
Sprite Default MmokHa 3MIHUTH CTaHIAPTHUM CIPANUT JIJISl BCIX HOBUX CITPAMTIB, IO
CTBOPIOIOTHCSI B TPOEKTI. IX BeNMKMl IUIIOC y TOMy, IO BOHH HE CHJILHO

HaBaHTAXYyIOTh KOMII IOTEpa.

Pucynok Ommoka! TekeT yka3aHHOr0 CTHJIAA B IOKYMEHTE OTCYTCTBYeT..31 —

Mento Bubopy Matepiany

VY pozaini “Texture Sheet Animation”, B mepiuiii Bkjaaami oopatu “Sprite”.

Texture Sheet Animation — me 3pyuHwmii croci® CTBOpPEHHS aHIMAIlii 3 OJHOTO
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300paxKeHHsI, Ta HOr0 BUKOPUCTAHHSA MOX€E 3HAYHO CKOPOTUTH KIJIbKICTh PECYPCIB,

HEoOX1THUX JUIsl cTBOpeHHs aHimarii [8]. YV HactymHii komipii oopatu “Particle”

(Puc. 3.28).

Sprites

Pucynox Ommoka! TekeT yka3aHHOIO CTHJISI B IOKYyMEHTe OTCYTCTBYeT..32 —

HanamryBanns animartii

[Ile moTpiOHO HajaMTyBaTH KOJIP KYJbOK, 110 BHJIITAlOTh, TaK SK iX JBa
Buau (Puc. 3.29), i 1m0 6 11¢ BUI/IA1a10 KpACHBIIlIe MOTPIOHO X 3pOOUTH PI3HUMH.

I mie BU3HAYUTHCA 3 iX pO3MIPOM, 1100 BOHU HE 3aliMajii BECh EKpaH.

. Particie System

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..33 —

HanamryBanHs BiyadbHUX €PEKTIB

Lle 1 6yno ¢iHasbHEe HanamITyBaHHA T'pu B cTuii Panep, 1 BoHa rotosa 10

nyouikarii B intepueri (Puc. 3.30).



54

P o
© Ir'.-
- o
°
VP W >
4| o
°
e
°
o>
©
o
a - & .

Pucynox Ommoka! TekeT yka3aHHOTO CTHJISI B IOKYMEHTe OTCYTCTBYeT..34 —

diHampHIN BUTIISI TPH



55
BUCHOBKHA

VY kBamdikamiitHiit po6oTi 0yJI0 PO3pOOJICHO CIIeHAPii Ta peaTi30BaHo TPy Yy
ctu “Panep” Ha Unity. Y nporieci po3poOku Oyiiu po3risiHyTI OCHOBHI KOHIIETIIIi1
Ta IHCTPYMEHTH, 1110 BUKOPUCTOBYIOTHCS IMiJ] 4ac cTBOpeHHs irop Ha Unity, Taki siK
CTBOpPEHHS IrpoBOr0 00'€KTa, /TOJaBaHHS KOMIIOHEHTIB, HANAIITYBaHHA (Di3UKH,
BUKOPHUCTAHHS aHIMalliil, 3ByKOBUX e(eKTiB, e(EeKTIB Bizyali3allii, BUKOPUCTaAHHS
CKpHuNTiB Ha MOBI C# Ta 6araro iHIIUX.

Jlnst po3poOku rpu Oynia ctBopeHa 2D ciieHa 3 BUKOPUCTAHHSIM CITPalTIB Ta
KOJIaiiiepiB, HajamToBaHi (i3U4HI BIACTUBOCTI 00'€KTIB, H0JaHO CKPHUIITH MOBOIO
C#, oOpoOH1 i1 KOpUCTyBaya Ta aBTOMATU4HI Jii 00'€KTIB, a TaKOXk OyJI0 0JaHO
3BYKOBI Ta Bi3yaJbH1 €EKTH JJIsl MOKpaIEHHs IrpoBOro cepenopuina. [Iposeneno
TECTyBaHHS Ta HAJIArOXKCHHSI TIPOEKTY.

Po3rasHyTO nesiki KoHUenli, 1o BUKOPUCTOBYIOThCS B irpax Panep, Taki sik
re’epailisi piBHiB, HaOip ouok. CtBopenHsa rpu Panep nHa Unity — me mikaBuii i
3aXOIUTIOIOYMH TPOIEC, KU JO3BOJISIE OTPUMATU JIOCBIJI Y pOOOTI 3 IrPOBUMHU
KOHIICTIIIISIMM Ta IHCTPYMEHTaMH, a TaKOX HABUYMUTHUCS BUKOPHUCTOBYBATHU PIi3HI
acCmeKTh pPO3poOKM 1rop, Takl sIK aHiMallli, 3BYKOBI Ta Bi3yalibHi e(]eKTH,

YIOPABIIHHS ITPOBUMHU 00'€eKTaMu Ta 0araTo 1HIIII.
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