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PE®EPAT
[TosicHroBanibHA 3anucka: 85 c., 32 puc., 3 104., 22 JKepel.

O0'exT po3poOKu: IrpoBUi 3acTOCYHOK B kaHpi 2D mnardopmep, y
Bi3yasibHOMY cTrli «Pixel Arty

Mera kBamiikaiiiHoi poOOTH: CTBOPEHHS IrPOBOTO 3aCTOCYHKY Ha
miatgopmi irpooro pyuris Unity.

Y BecTymi po3MNISIaEeThCA  aHali3 Ta Cy4yacHUM CTaH MpoOJemu,
KOHKPETH3YEThCS MeTa KBamidikalliifHoi poOOTH Ta raiay3b il 3aCTOCYBaHHS,
HaBEJCHO OOTPYHTYBaHHS aKTyaJlbHOCTI TEMH Ta YTOUYHIOETHCS IMOCTaHOBKA
3aBJIaHHS.

VY nepuiomy po3Aiuil MpoaHaNi30BaHO MPEIMETHY Tally3b, BHU3HAYEHO
aKTyaJlbHICTh  3aBJIaHHS Ta TMPU3HAYEHHA PO3pPOOKH, CHOPMYIHOBAHO
MIOCTAHOBKY 3aBJIaHHs, 3a3HAYEHO BHUMOI'M JIO MPOrpamMHOi peanizarii,
TEXHOJIOT1H Ta MPOTPaMHUX 3aC001B.

Y npyromy po3ziii mpoaHaTi30BaHI HasBHI pillieHHs, 00paHOo TUIaThopmy
JUTsL pO3pOOKH, BAKOHAHO MPOEKTYBAHHSA 1 po3po0Ka Mporpamu, ormrcana pobora
CUCTEMH, AITOPHUTM 1 CTPYKTypa Horo (DYHKIIIOHYBaHHS, a TAKOXK BUKIHUK Ta
3aBaHTa)XCHHS MPOTPaMH, BU3HAYEHO BXIJHI 1 BUXIJHI JIaHi, OXapaKTEPU30BAHO
CKJIaJl TTapaMeTpiB TEXHIYHUX 3aC001B.

B exoHOMIYHOMY pO3AUII BU3HAYEHO TPYIAOMICTKICTh pPO3pPOOJIEHHS
MpPOrpamMHOro 3a0e3MeyeHHs, MPOBEICHUN MIAPaXyHOK BapTOCTI POOOTH IO
CTBOPEHHIO IIPOIPaMH Ta PO3PAXOBAHO Yac HA HOTO CTBOPEHHS.

[IpakTHyHe 3HAYEHHS TMOJISITA€ y CTBOPEHHI ITPOBOTO 3aCTOCYHKY, SKHIi
OyJle BUKOHYBATU PO3BAXKAJIbHY (DYHKIIIO 1 TAKOK PO3BUBATH JIOT1YHE MUCITICHHS
y rpaBid. JloJaToKk Mae MEBHY KUIBKICTh ITPOBUX MEXAHIK, 3BYKOBHUX Ta
BI3yalIbHUX €(EKTIB.

AKTyanpHICTh JJAHOTO MPOTPAMHOTO MPOAYKTY ToJisAirae B momuti Ha 2D
maTopMepH, B SIKUX TPABIll MOKYTh OTPUMATH YHIKAIIbHUAN ITPOBHMA TOCBI.

Crmcok xmouoBux cmis: ITPOTPAMA, JIBOMIPHHUI, ITPOBUN
PVIIIN, UNITY, MEXAHIKA, I'POBUN JIOJJIATOK.



ABSTRACT
Explanatory note: 85 p., 32 figures, 3 appendices, 22 sources.

Object of development: game application in the genre of 2D platformer, in
the visual style of "Pixel Art"

The purpose of the qualification work: creation of a game application on
the Unity game engine platform.

In the introduction, the analysis and current state of the problem is
considered, the purpose of the qualification work and the field of its application
are specified, the justification of the relevance of the topic is given, and the
statement of the task is clarified.

In the first section, the subject area is analyzed, the relevance of the task
and the purpose of the development is determined, the task statement is
formulated, and the requirements for software implementation, technologies and
software tools are specified.

In the second section, available solutions are analyzed, a platform for
development is chosen, the design and development of the program is performed,
the operation of the system, the algorithm and the structure of its functioning are
described, as well as the call and download of the program, the input and output
data are determined, and the composition of the parameters of the technical means
IS characterized.

In the economic section, the labor intensity of software development is
determined, the cost of work on creating the program is calculated, and the time
for its creation is calculated.

The practical meaning is to create a game application that will perform an
entertaining function and also develop logical thinking in the player. The
application has a certain number of game mechanics, sound and visual effects.

The relevance of this software product lies in the demand for 2D
platformers in which players can get a unique gaming experience.

List of keywords: SOFTWARE, 2D, GAME ENGINE, UNITY,
MECHANICS, GAME APP.



IHEPEJIIK YMOBHHUX IIO3HAYEHD

[IK — nepcoHabHUI1 KOMIT FOTED;
[III — neHTpanpHU IPOLECOD;
O3II — onepatuBHA T1aM SITh;

OC — oneparriiiHa CHCTEMA,;

2D — nBomipHuMii IpocTip;

3D — TpuBUMIipHHUIi IPOCTIp;

AAA — tepMiH, 1110 TTO3HAYAE KJIAC BUCOKOOIOKETHUX KOMIT FOTEPHUX
irop;
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BCTYII

[HaYyCTPist KOMITIOTEPHUX 1TOP € OJIHIEI0 3 HAMOUIBIIT TUHAMIYHO
3pOCTalOYMX rajgy3el cydacHOi €KOHOMIKH, IO MO€EIHYE B cOO1 HOBITHI
TEXHOJIOT1i, KpeaTUBHICTh Ta IHHOBAII1. 32 OCTAaHHI POKH ITPU MPOUTILIH
BEJIMKUH IUISIX, B1J MPOCTUX PO3Bar, 70 JI0BOJII CEpHO3HUX IHCTPYMEHTIB
PO3BUTKY Ta HaBYaHHS. 3aBASKHA PO3BUHCHUM IHU(PPOBUM TEXHOJIOTISM,
30KkpemMa y cdepi rpadiku, MITyIHOTO IHTETIEKTY Ta MEPEKEeBUX KOMYHIKAIIii,
OyJIu CTBOPEHI CKJIAJIHI 1 0araTrorpaHHi irpoBi CBITH, 5IK1 IPUBaOIIOIOThH

MUIbMOHHU TPaBIIiB IO BCbOMY CBITY.

IrpoBi pyuIii BIAICPatOTh KIOUYOBY POJIb Y CTBOPEHHI LIMX BIPTYyaJIbHUX
CBITIB, 3a0e3meuyroun miathopmy st po3podku Ta TectyBanns. Cepen
BEJIMKOI KUJIBKOCTI IrPOBUX PYIIiB MOKHO BUAUIUTH Unity, SIKUii
3apeKOMEHIyBaB ceOe SK 1/1eaTbHUI IHCTPYMEHT JJIsl CTBOPEHHS SIK TIPOCTHX
1H/1-TIPOEKTIB, TaK 1 BEJIMKUX KOMEPIIIIHUX 1rop, 110 OXOILTIOITH Pi3H1
IaTOpPMH, BiJl MOOUTEHUX TIPUCTPOIB 10 kKoHcodei 1 [TK. Unity Bpaxkae cBoero
YHIBEPCATBHICTIO, aJIKE € MOTYXHUM, THYYKUM Ta JOCTYITHUM 1HCTPYMEHTOM

JUTSL pO3POOKH 1rop.

VY pamkax 1€l AMmIoMHOT po60TH OyJ1e PO3TIISIHYTO MPOIIEC PO3POOKHU
2D mnaTdopmepa, 0 CTBOPIOETHCS 3 METOIO PO3BAKUTH Ta BUMIPOOYBaTH
rpaBiiiB, BuKopuctoByoun Unity Ta MoBy nporpamysanns C#. 2D
w1aTGopMepu € OAHUM 3 HAUTTOMYJIIPHIIINX KaHPIB B IrPOBiil 1HAYCTPII,
3aBJISIKM CBOIM MPOCTOTI Ta 3aXOIUTIOI0YOMY TeiimIuieto. BoHn HanaoTh
TPaBISIM MOKITUBICTh 3aHYPUTHUCS y PI3HOMAHITHI CBITH, € BOHH MOXYTh

}IOCJ’IiJI}KYBaTI/I J'IOKaIIﬁ, BI/IpiHIYBaTI/I T'OJIOBOJIOMKHU Ta O0JIATHU IICPCIIKOAN.

[{s po6oTa po3moyHeThCs 3 aHaJI3y CYYaCHUX TEHJICHII B po3poOiri

KOMIT'FOTEPHHUX 1rop Ta 3HAYEHHS IrpOBUX pYLIIiB y 1iboMy mpoueci. [lami Oyzae



npezacrasieHo orisa Unity, HOro MOKIMBOCTEH Ta niepeBar [uis iH1i-
po3poOHukiB. OcobauBa yBara Oyje npuauieHa MoBi nporpamyBaHHs C# sk

OCHOBHOMY 1HCTPYMEHTY JIJIsi CTBOPEHHS irpoBoi yioriku B Unity.

VY npaktuyHiit vacTuHi Oyae po3rsIHYTO eTanu po3pooku 2D
maTdopMepa: BiJl KOHIENTyali3allii Ta IpOeKTyBaHH 10 peaiizarlii Ta

TCCTyBaHHA.

MeToro 1aHOi JUTIIIOMHOI POOOTH € HE JIUIIEe CTBOPEHHS (DYHKIIIOHATBHOT
rpu, ajne i reMoHcTpairis moxkauBocteit Unity Ta C# st po3poOku iH1i-
npoekTiB. KpiM Toro, B pamkax poOoTu OyJie mpoaHaai3oBaHoO, SIK
BUKOPUCTAaHHA CYYaCHUX IHCTPYMEHTIB Ta METOJIIB PO3POOKH MOKE BIIUHYTH
Ha KIHIIEBUH TIPOYKT, HOTO SKICTh Ta MPUBAOJIUBICTH JJIs TpaBIliB. Lle
J03BOJIUTh HE TUIBKH 3400yTH MPAKTUYHUNA TOCBIJ Y CTBOPEHHI 1rop, aje i
MIJIKPECIUTH BAXIUBICTh IHHOBAIIIHM Ta KPEaTUBHOTO MIJXOAY B Cy4YacHIH

ITpOBIii IHIYCTPIi.



PO3JILI 1

AHAJII3 IPEMETHOI I'AJTY3I TA IOCTAHOBKA 3AJIAUI

1.1. 3araabHi BizoMocTi 3 npeaMeTHol raaysi

1.1.1. IcTopist po3BUTKY irpoBoi inaycTpii

KoMm'toTepHi irpu € ofHI€I0 3 HAWIWMHAMIYHIIINX Ta HAUTIPUOYTKOBITITNX
rajry3ei iH1ycTpii po3Bar. BoHr 0XOIUTIOIOTH IIUPOKUH CIEKTP >KaHPIB, B
MPOCTUX apKaJHUX Irop 0 CKIATHUX CUMYJIATOPIB Ta MAaCOBHUX
0araToKOPHUCTYBAIBKUX OHJIAWH-ITOP. 3 MOSBOIO €JIEKTPOHHUX KOMIT IOTEPIB,
MOYMHAETHCS 1CTOPIst KOMIT'IOTepHUX irop 1940 - 1950 pokis. OgHiero 3
HalBitoMimuX irop Tux 4vacis € "Tennis for Two," po3pobaena B 1958 poui

¢i13uxom Binbsamom ['irin6oTamom.

e

Puc. 1.1. ®ororpadis rpu «Tennis for Two»
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VY 1962 poui CriB Paccen ctBopus "Spacewar!" mis komm'torepa I[TJ1I1-1.
Le oqna 3 mepuIMx KOMI'IOTEPHUX irOp, 7€ TPABIIO TOTPIOHO KepyBaTH
KOCMIYHUM KopabJieM Ta OpaTu y4acTh y KOCMIuyHUX 00sx. Xoya I1i irpu He
OyJIM KOMEPIIHHO JOCTYITHUMH, BOHHU 3aKJIaJIl OCHOBY JIJIsI MalOyTHIX

PO3pOOOK.

Puc. 1.2. ®ortorpadis rpu «Spacewar!»

1970-Ti poku 03HAMEHYBaJIM KOMEPITIHE HapOKEHHS Bimeoirop. Y 1972
poui Honan bymnenn 1 Ten Jabni ctBopuiu apkaany Bineorpy «IloHry, sika
CTaJla MaCOBHM XITOM 1 3aKpimmia Atari K TOJIOBHOTO TPABIlS B ITPOBIi
iHaycTpii. Kigerns 1970-x 1 mouatok 1980-x yacTo Ha3uBarOTh 30JI0THM
CTOJIITTSIM apKaaHux irop. Taki KynbTOBI irpy, sk «Space Invadersy, «Pac-

Man» 1 «Donkey Kong», noMinyBanu B apkajax i crajad GEHOMEHOM KYJIbTYpPH.

11
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Puc. 1.3. Ckpinmot rpu «Pac-Many

[HayCTpis KOMIT'IOTEPHUX ITOp OTpUMaa 3HaYHUM po3BUTOK 1990-Ti
POKH, 3 TIOSIBOIO TTOTY)KHUX BifeokapT. Taki mpoekTH, sik «Doomy 1 «Half-Lifey,
PO3MIMPUITH MEXI1 ITPOBOTO Au3aiiHy Ta TexHoyorii. ¥ 2000-x pokax 3’ sIBUIHCS
OaratokopucTyBaIbKi oHnaiH-irpy, sk «\World of Warcrafty, B siki rpanu

M1JIbHOHU JII0/IEH Y BCbOMY CBITI.

12
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Puc. 1.4. Ckpinwmot rpu «Half-Life»

V¥ 2010-x pokax, irpoBa 1HIYCTpIs EPEKUIA BEINYE3HY EBOIOLIIO 3
MIOTJISITY TeXHOJIOT1H Ta iHHOBaIlii. [TossBa HOBUX KOHCOJICH, IEPEIOBUX
rpad19yHUX TPOIIECOPIB 1 MITYYHOT'O 1HTEIEKTY BIUIMHYJIA HA PO3pPOOKyY Ta cdepy

3aCTOCYBaHHS KOMITFOTEPHUX 1T0Op.

[TosiBa TakMX IrpoOBUX MPHUCTABOK, ik PlayStation 4 ta Xbox One
BiJIoOpakasa 3HaYHUI CTPUOOK y rpadiyHUX MOKITHUBOCTSIX 1 TOTY>KHOCTI
HOBUX KOMIUICKTYIOUHX Ha ToW 4yac. [Ipu mboMy 0OMIBI MPUCTABKH, M
MO>KJIUBICTh XMapHUX OOYHMCIICHD Ta IHTETPaIlii 3 IHITUMHU MeJlia-CepBicaMu.

Y 2016 pori Ha cmaptdonu Bunyctuian rpy «Pokémon GOy». Po3poOHuKH
IHTErpyBajau y TPy TEXHOJIOTIIO JOMOBHEHOT PeagbHOCTI, JO3BOJISIIOYN TPaBIISIM
JIOBUTH BIPTyaJIbHUX TOKEMOHIB Yy peajJbHUX MICISX, 32 JIONIOMOTOI0 CBOiX
cmaptdoniB. ['eiimmieil nepenbauae, 1mo rpaseup Oyae (I3UYHO AKTUBHHUM

npoTsroM Beiel rpu. [loeqHaHHS TOMOBHEHOI peaibHOCTI, IrPOBOTO MPOLIECY Ha

13



OCHOBI BHM3HA4Y€HHsI MICIl PO3TAIllyBaHHS Ta COIiaJbHOI B3a€MOJIl 3pOOHUIIO

«Pokémon GO» HOBAaTOPCHKUM 1 KyJIbTYPHO 3HAUYLIUM SIBUIIEM Yy CBITI irop.

Puc. 1.5. Ckpiamoru rpu «Pokémon GO»

Bunuknenss miatdopm Ta Mara3uHiB irop, Taki sk Steam, Epic Games i
T.J., 3pOOUIIO PEBOJIIONIIO B PO3MOBCIOKEHHI ITOP Ta 1HA1-PO3pOOII 1Irop.
Steam OyB ofHIEIO 3 IEPIIMX BETUKHUX MIATHOPM, KA 3aMPOIIOHyBajIa
KoMIuieKcHuM mudpoBuii punok irop mis [1K. Ile mo36aBuno po3poOHUKIB
noTpedu npojaBatu (Hi3udH1 HOCIT Ta 3p0OMIIO 1IrpH OLIBII JOCTYITHUMHM TS
MOKYIKU. PO3MOBCIOKEHHS IrOp 03HAYaJI0, 1[0 HaBITh HEBEIMKI 1HT1-
PO3POOHUKH MOTJIM OXOIUTHU IJ100aNIbHY ayAUTOPIIO, SKIIO iXHI IFpU Maju
MOTMHUT CepeJl TPaBIIiB. Steam BKIIOYA€ Taki QyHKIII, SK aBTOMaTHYHI
OHOBJICHHSI, (DOPYMU CIIJILHOTHU Ta MiATPUMKA MOJIIB, 3aBJIIKA YOMY CTBOPHB

YCHIIIHY €KOCUCTEMY.

14
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Puc. 1.6. CkpiHIIIOT TOJIOBHOI CTOpiHKK Steam

Pamnime cTBOpeHHs rpy 03HAYAIIO [IEPETOBOPH 3 BUIABISIMHU, BUTOTOBIICHHS
(GI3UYHMX KOTH 1 3a0€3neYeHHs MICIIS Ha TOJIUIISX ISl TOPTiBIl (PiI3UYHUMU
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mwiatdopmu, sk Steam 1 Epic Games Store, 3a3Bu4aii OTpUMYIOTh BiJICOTOK BiJT
MPOJIaXiB, aje 3a3BUYA 11€ BUT1THIIIE TTOPIBHIHO 3 TPATUIIHHUMHU yTOJaMU

BHU/IaBI[IB.
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eavisno  Fallanl,  JRUBRAE™ Bl

NEW VEGAS
%)

e~
N

Puc. 1.7. CkpiHmot rojoBHOi cTopinku Epic Games

Taka gocTynHiCTh MpU3BeEIa J0 MOMIUPEHHS irop, Bia 01o0kbactepiB AAA 1o
HimeBux iHAi-irop. Lle cTBopuiio sickpaBuii 1 pI3HOMAaHITHUM 1IrpOBUI
nasamadT, 1€ TpaBill MarOTh MUPOKUA BHOiIp. KpiM TOTO, KOHKYPEHITIS M1k
iatrgopMaMu CIIOHYKAE /10 1X pO3BUTKY Ta BUHAMAeHHS HOBUX (QyHKIIH. Taki
Ha3sy, sk «Hollow Knighty i «Undertale», npoaemMoHcTpyBanu KpeaTHBHICTS 1

PI3HOMaHITHICTH 1HII-PO3POOHUKIB.
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Puc. 1.8. Inxgi-rpa «Undertale»

Hapasi irpoBa iHaycTpisi IpOJOBXKY€E PO3BUBATUCS Ta BUKOPUCTOBYBATH
HOBI1 TEXHOJIOT1i. Y Hallll JIH1 BIpTyaJibHAa PEAIBHICTh 1 JJOMIOBHEHA PEaIbHICTh,
CTalOTh BCE OLIBII MOMKUPEHUMH cepen Troaei. CepBicu XMapHUX 1rop, sIK
Google Stadia Ta Xbox Cloud Gaming, MatoTh Ha M€Ti 3pOOUTH BUCOKOSIKICHI
I'py JOCTYMHIIIUMU. 3 KOKHUM POKOM 3'SBJIIFOTHCSL HOBI TEXHOJIOTII 3
MO>KJIMBOCTSIMH 1HTETpAIlil IITYYHOTO 1HTEJIEKTY, MPOIIeTyPHOI TeHepallii 1 T.I.
OckiIbKH ITpU BCe OUIBINE IHTETPYIOTHCS B OCHOBHY KYJIBTYPY, IXHIH BIJIUB Ha

pPO3Baru, OCBITY Ta COLIAJIbHY B3a€EMOJIII0 MIPOJIOBKYE 3pOCTATH.

1.1.2. AHaJi3 Ta NOPiBHAHHSA ITPOBUX PYIUIiB

IrpoBwii pymriii € pyHAaMEHTaILHIM MIPOTPAMHHUM 3a0€3IIEUEHHSM, SIKe

3abe3reuye 6a30By (QYHKIIIOHAIBHICTH JJI1 pO3poOKHU irop. Bonu HamamTh
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HaO1p ITHCTPYMEHTIB 1 QYHKIIIH, K1 ONTUMI3YIOTh Pi3HI ACLIEKTH PO3POOKH irop,
JI03BOJISIIOYHM PO3POOHHUKAM 30CEPEKYBATHCS HA TBOPUUX 1 AU3aHHEPCHKHIX

CJICMCHTAxX I'pyU, a HEC CTBOPIOBATHU BCC 3 HYJIA.

Jlesiki po3pOoOHUKHU CTBOPIOIOTH BIIACHI ITPOBI PYIIIii /71T OCHOBH CBOiX
irop. Hanpuknan, nonbcbka irposa ctynist CD Projekt Red BukopuctoBye
BrnacHui pywiii REDengine. Ha upoMy pymiii Oyiau noOyaoBaHi Taki irpu, K
The Witcher ta Cyberpunk 2077. BukopucTtaHHs BJaCHOTO irpOBOTO PYIIis Ja€
3MOT'y CTBOPIOBATH YHIKaJIbHI IrPOBI MEXaHIKH 1 OLIBII THYYKI ITPOBI CBITH, SIK1
OyIyTh BIAIITOBYBAaTH pO3pOOHHKIB. Ha yanb Takuii miaxXia 10 CTBOPEHHS irop
Mae CBO1 HeJIoiKu. [rpoBuid pyiii CKJIaHO ONTUMI3yBaTH, Ta HAJAIITYBAaTH

Horo cTabuibHy poOoTY, Yepes 10 y Ipi Moxke OyTu 6arato OariB Ta MOMUIIOK.

Puc. 1.9. Ckpiamor rpu «The Witcher 3», 1o po3po0iena Ha 6a3i pyiis

REDengine
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Haii6inem Bigomi taki pymrii ssk CryEngine, Unreal Engine, Ta Unity.
Po3poOHuKH 00upatoTh pyiiid, Ha OCHOBI BUMOT 710 CBO€T Tpu [6]. Hampuxitan
Ha ocHOBI pymrito Unreal Engine cTBOPIOIOTH irpu 3 OUIBII PEaiCTHYHOIO

rpadikoro.

Puc. 1.10. Ckpinmort 3 ¢potopeanictuunoi rpu «Unrecord», CTBOpeHa Ha

pyurii Unreal Engine 5.

Unreal Engine — onuH 3 HAaUTOMYJIAPHIIIKX ITPOBUX PYIIIiB IS
po3pobku AAA-irop. Unreal Engine BukopuctoBye C++, Tak 1o npu
HaJIEKHOMY 3HaHHI 111€] MOBH, MOXHO pO3pOOUTH TPy Ha IIbOMY py1uito. B
Unreal BOy10BaHO TIPaKTUYHO BCE, IO MOXKE 3HATOOUTHCS pO3POOHUKY,
BKItouatoun 3D-monenroBaHHs Ta poOoTy 3 manamadToM. Yepes Take
PI3HOMAaHITTS IHCTPYMEHTIB, ocBoiTH Unreal Engine cknazHiiie, mpoTe MOXHO

CTBOPIOBATH TO-CIIPaBXHbOMY Bpaxkarodi irpu [12].
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Capture

Puc. 1.11. Iarepdeiic irpoBoro pymris Unreal Engine

Unity - 1ie ouH 3 HAWITOMYJIAPHIIINAX IrPOBHUX PYIIIIiB, SKHH 4acTo
BUKOPHUCTOBYETHCS 151 po3poOku sk 2D, tak 1 3D irop. Bin 6yB cTBopeHuii
kommnaniero Unity Technologies 1 Bnepiie Bunymienuid y 2005 pori. Unity
iaTpuUMye pi3Hi matdopmu, Brodatoun Windows, macOS, Android, 10S, Ta

1HIII1, IO € MEePEeBaroro ILOTO PYIIis.

Unity 4acTo BUKOPUCTOBYIOTHCS [Tl PO3pOOKH 1HI irop. Unity
MPOTIOHYE 1H/11-PO3POOHUKAM MOTY>KHHUI HAO0Ip IHCTPYMEHTIB Ta PECYPCIB, SIKI
JI03BOJISIFOTH CTBOPIOBATH BUCOKOSAKICHI ITPH 3 MIHIMaJIbHUMU BUTPATaMU Ta
sycusuisimu. Lle poouts Unity 11€anbHUM THCTPYMEHTOM PO3POOKHU 1rop IS
HOBAUKIB, a TAKOX JIJIs IOCBIAYEHUX PO3POOHUKIB, SIKI ITYKAIOTh THYYKICTh Ta

MPOTyKTUBHICTb.
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Puc. 1.12. Tutepdetic irpoBoro pyuis Unity

Unity Haziae 3py4Hi IHCTpPYMEHTH JiJis1 pOOOTH 3 ac€TaMu, 10 pOOUTH
npolec po3pooKu 3pydHuM 1 eeKTUBHUM. IMIOPT 1 excropt accetiB B Unity
Bi/I0yBa€ThCS MPAKTUYHO ABTOMATHYHO, 3aBJISKU JOOPO3UUIUBHUM iHTEpeiicam
1 MATPUMIII BEIHMKOI KinbKOCTi popmari. Daiiau 300pakeHb, MOACII, aHIMAIIii,
3BYKH 1 6araTo iHIIUX TUIIB JAHUX MOXKYTh OyTH JIETKO J0JIaH1 IO MPOEKTY.
[Ipu npoMy onTUMIzaLis AJs PI3HUX TUIATGOPM BIJIITPAE BAKIUBY POJb,
OCKIJTbKH KOKHA TIaTGhOopMa Ma€e CBOi BUMOTH JI0 PO3MIpPY 1 IKOCT1 aCCETIB.
Unity Ha/lae IHCTPYMEHTH JJIs ONITUMI3aIlll TEKCTYP, MOJICIICH Ta 1HIITNX

pecypciB, 11100 po3po0OJIeHUI 3aCTOCYHOK MPaIlOBaB MAKCUMAJIbHO €(DEKTUBHO
[3].

Unity 4yZ10BO B3a€EMO/II€ 3 PI3HUMHU CTOPOHHIMU THCTPYMEHTAMH 1
nporpamamu. Hanpukian, nin yac interpaii 3 Photoshop, Blender Ta inummu
mporpamMamu, po3poOHUKU MOXKYTh JIETKO eKCopTyBaTH rpadiuni ta 3D
pecypcu nipsimo B Unity 6e3 BTpaTH sSIKOCTi a00 J01aTKOBUX KOHBepTalii. Le
MIPUCKOPIOE MPOLIEC PO3POOKH 1 3a0e3neuye Oe310BHY CITIBIIPAII0 MK

nu3aiiHepamMu 1 po3pooHuKamu. 3 iHIIoro 6oxy, Unity Takok MpONoHye
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BUKOPHUCTAHHS XMapHHUX CEPBICIB JIs criibHOT poboTu. Taki cepsicu, sik Unity
Collaborate, naroTh 3MOry KOMaHJ1aM MPAIIOBATH HAJ OJTHUM IIPOEKTOM Y
peabHOMY Yaci, 3a0e3Meuyr04r CHHXPOHI3aIlII0 3MIH 1 3py4HE YIIPaBIiHHS

Bepcismu [2].

1.1.3. AnaJi3 irop po3pooaenunx Ha Unity

Hollow Knight — 1ie 2D meTpoinBaHis, y sikiii € 6arato MOKJIMBOCTEH
JUTSL BIIKPHUTTS Ta AocipKeHHs. ['pa Bunymena y 2017 porri, i XBansaTs 3a
MPEKPACHUM XY0KHIN CTHIIb, CKJIQTHUN TeUMIUIeH 1 HACHYEHUH 3aXOIUTIOI0UNH
CBIT. Maria rpu Mae 6arato CeKpeTiB Ta posranyxeHux nnisixis [1]. ['pa mae
BpaXkarouy MaIry 3 BEJIMKOI KIJIbKICTIO CEKPETIB, sIKI MOTP1OHO 3HAUTH. I'paBIlh

TaKoX Oyjie OMTUCH 3 BEJIUKOKO KUIBKICTIO PI3HOMAHITHUX Ta CKJIQTHUX BOPOTIB.
KitouoBi 0COOIUBOCTI IrpOBOTO TIPOLIECY:

e ['paBIii NOIOPOKYIOTH CBITOM T'PH, 3HAXOSIUYU MIPEAMETH
KOJIEKL1IOHYBaHHS Ta B1IKpUBaO4Yu HOB1 Teputopii. Kapra € HeniHiliHO!O,
1110 320X0UY€ TPaBIIiB IOCTIIKYBATH Ta BIJBIlyBaTH TEPUTOPIi 3 HOBUMHU

3110HOCTSIMU.

¢ biit mBuaKuii 1 3aCHOBaHMI Ha HABHYKAX, K1 TPaBellb OTPUMYE
npoTAroM rpu. Jiuuap Bosiozie uBsixoM (MedyeM), o0 aTakyBaTH

BOPOTIB.

e ['paBiii MOXXYTh BUKOPHUCTOBYBATH apTe(akTH, 1100 MPOXOAUTH PiBHI Ta
nepemMoraTy Boporis. TakuM YHHOM KOKEH rpaBellb MOXKe 00paTH CB1i

BJIACHHMH CTHJIb POXOJKEHHS, Ta CTBOPUTH CBiit "Oun" [4].

22



Puc. 1.13. Ckpinmor 3 rpu «Hollow Knight»

Cuphead - koMIT'FOTepHA Tpa, SKa MOETHYE B COO1 )KaHPH «O1KH Ta
CTpinAil» i3 HANpyKeHUMH OUTBAMHU 3 6OcaMu. [i FOJOBHOIO OCOBIHUBICTIO €
Bi3yasnbHa ckiianosa. [Ipairoroun Haa crunictukoro Cuphead, kaHaaceki 1H1I1-
PO3pOOHUKH Haauxanucs podotamu animaropis 1930-x pokis [5]. Cuphead
aHIMOBaHa MOBHICTIO HA Marepi K CIpaBkHii MyIbTH1IbM TUX YaciB. OHaK
Cuphead cioytobanacs rpaBIsIM He JIMIIE 3aB/ISKHA MaJlbOBaHil aHiMarlii. 3a
MYJIBTSAIIHOIO €CTETUKO XOBAETHCS IANeHUN XapaKop. HeBenuka KinbKiCTh

KUTTIB Ta PI3HOMaHITHICTh BUIIPOOYBaHb POOUTH TPy JIyKE CKIIATHOIO.
['erimrutent rpu CKIaIa€eTHCA 3:

e CxianHux Ta 6aratodaznux Oute 3 6ocamu. Koxken 60c Mae yHiKaIbH1
mabJI0HM, aTaku Ta Tpanchopmariii, ki rpaBIll TOBUHHI BUBUUTH Ta

aJ1allITyBAaTUCA OO0 HUX.
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o PiBHiB «bixu Ta cTpiygin»: OKpiM OUTB 13 O0camHu, Jie TPaBIli MalOTh

JI0JIATH MEPEIIKOIH, TIepeMaraTi BOPOriB 1 30upaTu MOHETH.

e ['paBiii MOXYTh BUKOPUCTOBYBATHU Pi3HY 30p0I0, KOXKHA 3 SIKOT Ma€e
YHIKaJIbH1 BIIACTUBOCTI Ta CTUJI1 aTaku. [lomyk npaBuiabHOT KOMOiIHAITIT

30pOi € KITFOYOBUM JJIs1 TTO/I0JIAHHSI KOHKPETHUX BUKJIUKIB 1 OOCIB.

e ['pa miaTpuMye€ JOKaNIbHY KOONIEPATUBHY T'PY, JO3BOJISIIOUYH JIBOM

IpaBIsIM 00’ €AHATUCS VIS CITIBIIpAIll Ta CIILJILHUX 3aBJIaHb.

Puc. 1.14. Ckpinmot 3 rpu «Cuphead»

Ori and the Blind Forest — 1ie qBOBHMipHA IPUTOIHUIIbKA IPa, KA
MO€HY€ AOCTITHULIBKY POOOTY 3 TSDKKHUMH BUIIPOOYyBaHHAMU. ['paBels Mae

BIIKPUBATH HOBI 3/110HOCTI, SIK1 BIIKPHUBAIOTh paHillle HEAOCTYIHI TEPUTOPIi.

Ori mae HACTyITHI reiMILICiHI 0COOIUBOCTI:
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o [‘onoBHUI MEpPCOHAXK PYXAETHCS 3 HEHMOBIPHOIO CIIPUTHICTIO,

YIIUISIIOYMCH 32 CTIHU T4 BUKOHYIOUHU MOBITPSHI MAHEBPHU.

e [IpuxoBaHi cekpeTu: KapTa rpd HAlTOBHEHA KOJEKIIHHUMU MpeIMETaMU
Ta CeKpeTaMu, sIKi OKPaIyOTh 310HOCTI IepCOHaXka.

e B3saemonis 3 rpaBleM: HEMOBIPHUI CBIT TPU PO3KPUBAE CBOIO 1CTOPIIO
4yepe3 HAaBKOJIUIITHE CEPEIOBHINE Ta Bpaxkarodi Bi3yallbHi ePeKTH, Ta

BCUISIKI JteTalti Ha (oHi.

Puc. 1.15. Ckpinmor 3 rpu «Ori and the Blind Foresty»

MerToro 11,0T0 AOCTIIKEHHS € po3po0Ka rpu B kanpi 2D mnardopmepy,

3aMO3UYCHHS HAMKpAIUX MEXaHIK Ta BIOCKOHAJICHHS IrPOBOTO JOCBiTY TPaBIIs:

e [linTpumKka iHTEepecy rpaBliB: 3aBAsKu OararboM (hakTopam 3arpo3u
IPaBIlI0, Ta TAPHOMY OAJIaHCY CKJIAJHOCTI, Ipa 3aBX AU OyJie TpUMaTu

I'paBIls HA 110 TOTOBI 1 HE HAOPUIHE.
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o [IpuBaGnuBa atmMocdepa Ta qu3aitH: BaxinuBo 3poOuTH rpy BizyaiabHO
MPUBAOIMBOIO IS TPABIA. 3aB/ISIKM Bi3yaJIbHOMY Ta 3BYKOBOMY
0 OPMIICHHIO MOKHA CTBOPUTH aTMOCdepy, 10 3amam’ ITOBYEThCS Ta
BUJIUIAETHCS Ha (DOHI 1HIIHMX MPOEKTIB.

¢ VHIKaJIbHICTh TeiiMIIIeto: Po3poOieHuit irpoBuil 101aTOK Mae
BUJIUISATUCH Ha (DOHI yCiX ICHyIouMX mnatdopmepis. [lnanyerbcs
noeaHaTH 0coOMMBOCTI TakuXx irop, sik Hollow Knight i Cuphead. A came
MOBHICTIO JIIHIHE MPOXO>KEHHS Ta BIIHOCHO BIIKPUTHUH CBIT. S mianyto
MOETHATH JIHIAHICTD PiBHIB, Ta BHOIp NUIAXY iX MPOXOMKEeHHs. [ paBIfio
NOTPiOHO 0OpaTH ONTUMATBLHUN Ta MAKCUMAIBHO €(pEKTUBHUM BapiaHT

MIPOXOJIPKEHHS PIBHSL.

1.2 IIpu3HadyeHHs pO3POOKH Ta rajy3b 3aCTOCYBaHHA

OcHoBHe pu3HaYeHHs po3poOku 2D mnardopmepy mossrae y CTBOpeHH1
3aXOILTIOI0YOTO Ta PO3BAXKAIBLHOTO TOCBIAY /AJIs TpaBiiiB. METOI0 € 3aHypeHHs
KOPHUCTYyBaya B IIKaBUI IrPOBUH CBIT, /1€ BIH MOYKE B3aEMOIISITH 3 OTOUYCHHSIM,
BUPIIITYBAaTH T'OJIOBOJIOMKH, JIOJIATH ITEPEITKOIN Ta HACOIO[KYBATUCS

reiimruieeM. B nporieci rpu KopucTyBadi OTPUMYIOTh MOKJIUBICTD:

e PoszBaxxarucs: ['0l0BHE 3aBIaHHSA I'PH - PO3BAKUTH T'paBLs. [rpoBuii
nporec Mae OyTH IIKaBUM Ta 3aXOILTIOI0YUM, 3a0€3Meuy0dH rPaBIsiM
3aJI0BOJICHHS B1J IIPOBEJIEHOTO Yacy.

e 3anyputucd B irpoBuii cBiT: CTBOpEHHS aTMOC(HEPHOTO IrpOBOTO
CEpEelIOBHUILA, SIKE MOKE BKJIIOUYATH YHIKAJIbHUMN BI3yaJIbHUN CTUJIb, TA

PUBAOIUBHUX MTEPCOHAXKIB.
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e PosBuBaru naBuuku: [lnmargopmepu yacto BUMararoTh Bij rpaBIliB
TOYHOCTI, KOOpJMHALIT Ta IBUAKOT pEeaKIii, 110 CIPUSIE PO3BUTKY LIMX

HaBH4YOK.

2D nnardopmepu, K KaHp KOMITIOTEPHUX 1MOp, 3HAXOIATh IIUPOKE

3aCTOCYBAHHS B PI3HUX Tally3sX, BUXO/SUU 32 MEXK1 CYTO PO3BAKaJIbHOI chepu:

e QOcsiTtHi irpu: [InaTdhopmepu MOKYTh BUKOPUCTOBYBATUCS JIJISI
CTBOPEHHS HaBYAIBHUX 1TOp, SK1 JOIMOMAararTh JITSAM Ta JOPOCIUM
3aCBOIOBATH HOBI 3HAHHS Y€pe3 IHTEPAKTUBHUMN JTOCBI/I.

e KornituBHa tepanis: Irpu MOXKyTbh BUKOPUCTOBYBATHUCS B KOTHITUBHIN
Tepariii 1Jis Nali€eHTIB 3 pI3HUMH PO3JIaJIaMH, I0TIOMaralouu im
MOKpaIlyBaTH Mam'siTh, yBary Ta iHII KOTHITUBHI (YHKITII.

e CormanpHi Meceki: Irpu MOXKYTh OYTH IHCTPYMEHTOM JJISI IIOIIUPEHHSI
BAXKJIMBUX COLIIAJIbHUX MOBIJOMJIEHB Ta MIJIBUIICHHS 0013HAHOCTI PO
NEBHI MPoOIeMHu.

e [Ipomo-irpu: Komnanii MOXyTh BUKOPUCTOBYBATH TIATPOPMEPH SIK
YaCTHHY CBOiX MapKETUHTOBHUX KaMIaHi{, CTBOPIOIOYH iTPH JJIS

IPOCYBaHHS MPOIYKTiB a00 OpeH/IiB.

1.3. ITincTaBa aist po3podoku

Po3pobka irpoBoro 3acTocyHky Ha 6a3i pymrist Unity Ta MOBH
nporpamyBaHHsi C# € 4aCTUHOIO MO€1 IUTIIOMHOI pOOOTH, AKY sI BUKOHYIO Ha
3aBepIIAIbHOMY €Tari HaBUaHHS B yHIBepcuTeTi. Jlumiomua pobora €

BAYKJIMBUM €JIEMEHTOM OCBITHHOT'O MPOLECY, IO TO3BOJISE CTYIEHTaM

27



IIPOJIEMOHCTPYBATH 3/100yT1 3HAHHSI, HABUYKH Ta 3JIaTHICTh JI0 CAMOCTIMHOT

HAYKOBOi 00 MPAKTHYHOT IiSITBHOCTI.

OCHOBHOO MIJICTABOIO JIJII PO3POOKHU IILOTO MPOEKTY € HEOOX1THICTh
BUKOHAHHS BUMOT HaBYAJILHOTO IJIaHY Ta JOCATHEHHS TOCTABJIEHUX OCBITHIX
nuted. JunaomHa po6oTa Hajlae MOKIIMBICTh y3aralbHUTH Ta 3aCTOCYBaTH
TEOPETUYHI 3HAHHS, OTPUMaHI1 1]l 4YaCc HaBYaHHS, Ha IPaKTUL, BUPIIIYIOYH

KOHKPETHI 3aBJaHHS Ta MPOOJIEMH.

1.4. IlocTaHOBKA 3aBJ1aHHA

OCHOBHUM 3aBJaHHSM I[I€T AUIIIOMHOT poOOTH € po3podka 2D
matdopmepy Ha 6asi pymris Unity 3 BUKOpUCTaHHSM MOBH TiporpamyBaHHs CH#.
Lle#t mpoekT Mae Ha MET1 CTBOPEHHSI IHTEPAKTUBHOTO, 3aXOITIIOI0UOT0 Ta
BI3yaJIbHO IPUBAOJIMBOTO IrPOBOT'O 3aCTOCYHKY, SIKMI 3a0€311€YUTh I'PaBIISIM

IIIKaBHH Ta pO3BaXKaJIbHUM JIOCBIJI.

[Tepmmm KpOKOM y BUKOHAHHI 3aBJaHHS € pO3pOOKa KOHIIEIIIT TPy, SKa
BKJIFOYA€ BU3HAYCHHS JKaHPY, OCHOBHUX MEXaHIK TeHMMIUICIO Ta Bi3yaJIbHOTO

CTHIIIO.

[Ticns 3aBepieHHs eTany NPOEKTYBaHHS PO3MOYMHAETHCS Oe3nocepeaHs
po3poOka rpu Ha 6a3i pymris Unity. Lle Bkirrouae Harmcannst koay Ha MoBi C#
JUIsL peaizallii irpoBoi JIOT1KH, aHiMallli, (13UKH, B3aEMO/IIT 3 KOPUCTYBAaYEM Ta

IHIIIUX aCMEeKTIB IPH.
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BukoHaHHS 11bOTO 3aBJaHHS BUMAarae BCEOIYHOTO MiX0Ty, MOE€THAHHS
TEOPETUYHUX 3HAHb Ta MPAKTUYHUX HABUYOK, a TAKOK €(h)eKTUBHOTO

YIPaBIIHHS 9acOM Ta pecypcamu.

1.5. Bumoru 1o nporpamu ado nporpaMHoro BUpooy

1.5.1. Bumoru 10 pyHKIiOHATBHUX XapPAKTEPUCTUK

Jlns peastizaliii mOCTaBICHOTO 3aBJaHHS MOTPIOHO peari3yBaTH:

e Pyx mepconaxa: ['paBelib MOBUHEH MaTH MOXJIMBICTh KEPyBaTH
MIEPCOHAXKEM 32 JIOTIOMOTOF0 KJIaBiaTypH a00 KOHTpoJepa, 3a0e3neuyoun
IJIaBHI PyXH, CTPUOKH Ta 1HIII Aii.

o ®dizpka: Peamizaris ¢pi3MIHUX BIACTUBOCTEH, TAKUX SK rpaBiTallis,
1HEepIIis Ta 3ITKHEHHS, 110 I0Ja€ PEaTiCTUYHOCTI TeHMIUICIO.

e Bizyanbnauii ctuib: Bucokosikichi 2D rpadiuni enemenTu, siki
CTBOPIOIOTH aTMOC(epy TpH.

o ®doHoBUII cayHATpeK: ATMOC(hepHa My3UKa, Ka MIATPUMY€E HACTPIH TPH.

e Aymio eexTu: 3ByKH € BaXIJIMBOIO CKJIaJ0BOIO OLIBIIOCTI irop, 11e
NOTPI1OHO JIs TOTO, 11100 1HPOPMYBATH I'PABII PO MOJII Y TpI.

e AmniMaiii: AHimarii HeOOX1H1 JUIsl MATPUMKH 3all1KaBJICHOCT1 IPaBIIiB,
MOKPAIIEHHS BI3yalbHOTO CTHIIIO Ta 3aTalibHOTO BUTIISAY TpU. Takoxk 11e

BaXKJIMBO JIJIs1 iH(OpMYBaHHS T'PaBILIB PO aTaKh BOPOTIB.
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3pyunnii iHTepdeiic: [HTyiTUBHO 3po3yminuii iHTepdeiic kopucTyBaya,
10 BKJIFOYA€E MEHIO, MOKa3HUKHU 3/I0POB'sS, OYOK Ta 1HII €JIEMEHTH,
HEOOXIJIH1 ISl TEUMILIECIO.

HanmamryBanas rpu: MOKIMBICTS HaJAITyBaHHS OCHOBHHUX IapaMeTpPiB

I'pU, TAKUX SIK TYYHICTb 3BYKY, Ta 1HILI OMIIIi.

1.5.2. Bumoru o ingopmaiiiinoi 6e3nexku

OcHoBHI BUMOTH 110 iH(MOpMaIliitHOT 0€3NEeKH BKITIOYAIOTh:

Koudinenmiitaicts: Minimizairis 300py ocoducToi iHdopmarii Ta
3a0e3reueHHs 11 KOH(IAEHIIIMHOCT1 BIMIOBIIHO IO 3aKOHO/IaBCTBA PO
3aXUCT JaHUX.

Perynsapni oHoBneHHs: BripoBa/pKeHHS peryJIIpHIX OHOBJICHD Ta IaTUiB

AJIA YCYHCHHA BpaBHI/IBOCTeﬁ Ta IOJIIIIEHHS 0€3IeKn Irpu.

1.5.3. Bumoru 10 ckjaay Ta napaMeTpiB TeXHIiYHMX 3ac00iB

MiHiMalTbHI BUMOTH JJIS 3aITyCKY TPH:

MEPCOHAIBHUN KOMII I0TEP
MHUIIa

KJIaBiaTypa

npouecop Intel Core 13
Bimeokapta GeForce GTX 560
4 0 onepaliiHoi mam’sITi

1 10 BIILHOTO MICIIS HA JUCKY

SU



1.5.4. Bumoru 10 ingopMauiiiHoi Ta MPOrpaMHOi CyMiCHOCTI

['pa 6yne cymicHa 3 Windows 8, 10 ta 11.

['pa 6yne po3pobiieHa 3a TOOMOIror0 MOBH HporpamyBanHs C#.
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PO31T 2

INPOEKTYBAHHS TA PO3POBKA ITPOI'PAMHOI'O ITPOAYKTY

2.1 ®dyHKUioOHAJIbHE NPU3HAYECHHS IPOIPaAMH

Meroro ctBopenHs ganoi 2D rpu-mnatdopmepa Ha 6a3i pyurito Unity €
PO3p00Ka IHTEPAKTUBHOTO PO3BAYKAIBLHOI'O IMMPOAYKTY, 110 IMTOETHYE B COO1
€JIEMEHTH KJIACUYHUX IU1aTgopMepiB Ta 1IKaBl 1 CKIaAH1 piBHI. ['pa npu3HaueHa
JUTS IIIAPOKOT ayIUTOPii TPaBIIiB, SIKI MIHYIOTh TWHAMIYHI Ta CKJIaJIHI IrpOBI
IIPOIIECH, K1 MOTPEOYIOTh B TPaBIl IIBUJIKOT peaKIlii, TOYHOCTI Ta

CTpaTEriYHOTO MUCIICHHS.

OcHOBHUM (DYHKITIOHATEHUM TIPU3HAYEHHSM I1i€1 TPH € 3a0€3T1CUCHHS
IPaBIIS 3aXOILTIOIOYMM ITPOBUM JOCBIIOM, KM CKJIaa€ThCs 3 HACTYITHUX

KJIFOUOBHMX E€JIEMEHTIB:

e IIpoxomxeHHsI CKJIAAHUX PiBHIB: ['pa CKIIa1aeThCs 3 YUCICHHUX
PIBHIB, KOXKEH 3 SIKMX Ma€ YHIKaJIbHUM TU3alH Ta MiIBUIIECHY
CKJIQJIHICTh. ['paBellb MOBUHEH MOJI0JIaTH P13HOMAaHITHI
MIEePEITKOIU, TaKl sIK IIWTIH, TTHJIA Ta BOTHSHI KanmkaHu. Li
€JIEMCHTH CTBOPIOIOTH CKJIAJHE irpOBE CEPEIOBHUIIE, 110 BUMAarae
B1JI IpaBIsl MAKCHUMAaJIbHOI 30CEPEIKEHOCTI Ta TOYHOCTI Y JIisIX.

e B3aemogis 3 Boporamu: Ha ko:xHOMY piBHI I'paBells 3ycTpidae
PI3HUX BOPOTiB, AKUX HEOOX1THO 3HUIIUTH a0o o01iTu. Lle nomgae
I'pl €IEMEHTH €KIIEHY Ta IMiJIBUILYE IHTEHCUBHICTbH IFPOBOTO
nporecy. KoxxeH Tun Bopora Mae ¢cBoi 0COOIMBOCTI Ta ITOBEIIHKOBI
MaTepHHU, 110 BUMArae Bij rpaBlUs PO3POOKU PIZHUX CTPATETIN IS

1X MOIO0JIaHHS.
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e Bisyanbumuii Ta 3ByKkoBuii 1u3aiin: ['pa Mmae npuBaOIuBHii
BI3yaJIbHUW CTUJIb, SIKUW CTBOPIOE aTMOC(EPY CEpPeTHbOBIUHHUX
npurof. CynpoBiIHUNA 3ByKOBUH AU3alH MIJKPECIIOE HAIPYTy Ta

JAMHAMIKY irpoBoro mpoiecy [8].

Hana 2D rpa-mnatdopmep € 3aXOTUTIOI0YUM TPOIYKTOM, SKUH
IIPOTIOHYE TPABIIEBI IIKaBU IrpoBUI JOCBi. BoHA miaXxoauTs mis
IITUPOKOTO KOJIa TPABIIIB 1 MOKE BUKOPHUCTOBYBATHUCS SIK JIJIST PO3Baru, TaK

1 IAJIA PO3BUTKY IICBHHUX HABUYOK Ta SIKOCTEH.

2.2 Onuc 3acTOCOBAHUX MATEMATHYHHUX METOAIB

[Tpu po3po06ui 2D rpu-nmnatdopmepa Ha 6a3i pywito Unity
BUKOPUCTOBYETHCS HU3KA MATEMAaTHYHUX METO/IB, sIKi 3a0€3MeUyI0Th
KOpeKTHE (PYHKIIIOHYBaHHS ITPOBUX MEXaHIK, (PI3UKH, Ta aHIMAIIiil.
3acToCyBaHHS IIUX METO/IIB J03BOJISIE CTBOPUTH IIKaBUM 1IrPOBUIA MpoIiec,

110 BiJIMOBIJIa€ BUMOTaM JI0 Cy4acHUX 1rop:

BekropHa maremaTtuka: BekTopu € 0CHOBOIO /1Jis1 0araTbox
acniekTiB 2D rpu. BoHr BUKOpUCTOBYIOTHCS JIJ1s1 BU3HAUYEHHS TOJI0KEHHS
00'eKTIB Ha IrPOBOMY I0J1, HAMPAMKY iX PyXy Ta IBUIKOCTI.
Hampuknaz, nist o0uucieHHs TpaekTopii cTpuOKa mepcoHaxa
BPAaXOBY€ETHCS BEKTOP MOYATKOBOT IIBHUIKOCTI Ta BILTUB TpaBiTallii.

Komiziitai anroputMu: BaxkiMBUM acTieKTOM € BUSIBJICHHS 31TKHEHb
M1k 00'€KTaMH, TAKMMHU SIK TIEPCOHAXK, BOPOTH Ta MacTKu. J{Jis 11boro
BUKOPUCTOBYIOTHCS aJTOPUTMH KOJI31i, iK1 0a3yIOThCS HA TEOMETPUYHHUX
MeToaX. 30KpeMa, ISl MPOCTUX 00'€KTIB MOKYTh BUKOPUCTOBYBATHCS

NEPEBIPKHU 31TKHEHB 3a IOMOMOTOI0 MPSIMOKYTHHX 200 KPYTJIUX
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KOJ31iHUX obnactei. binbin ckinaaHi GopMu MOKYTh BUMaraTu
3aCTOCYBaHHS aJITOPUTMIB BUSIBJICHHSI KOJII31i [ 0araTOKyTHUKIB.

[aTeprionsis Ta animaritis: J[s roraBHOTO epexony Mixk pisHUMU
MOJIO)KEHHSIMU Ta CTaHaMH 00'€KTIB BUKOPUCTOBYETHCS 1HTEPITOJISIIIS.
Hanpuknan, niHiiiHa 1HTEPIIONALIS IONTOMArae IiaBHO 3MIHIOBATH
KOOpArHATH 00'€KTa BiJl OAHIET TOUKHM J0 1HIIOT 3a IeBHUH Jac. [lei
METO/]1 3aCTOCOBYETHCS JJIsl aHIMallli pyXy NepCOHa)a, 3MIHU MOT0 CTaHy,
a TaKOX JIJIsl CTBOPEHHS €(PEKTIB, TAKUX K MOCTYMOBE 3HUKHEHHS 200
3'siBJICHHS 00'€KTIB.

3aranaom, 3aCTOCYBaHHS LINX MaTEMAaTUYHUX METOIB JJO3BOJISIE
cTBOpuUTH (Pi3UKY Ta TOUYHI aHiMaIlii. BukopuctanHs BeKTOpHOI
MaTeMaTUKH, (PI3UYHUX MOJENeH, KONMI31HHUX aNrOpUTMIB, IHTEPIOJIALIL
€ HEB1J'€MHOIO YaCTUHOIO po3po0ku 2D rpu-mnatdopmepa Ha pyLIio

Unity.

2.3 Onuc BUKOPUCTAHOI aPXiTEKTYPH Ta MIA0JI0HIB MPOEKTYBAHHSA

ApxiTekTypa rpu 0a3yeTbCs Ha MPUHIIMIIAX KOMIIOHEHTHO-OPIEHTOBAHOTO
porpamyBaHHS, 1110 € OCHOBOIO utst py1rito Unity. OCHOBHMIA eTeMEHT
apxitektypu Unity — e GameObject, 70 SKOT0 MOXKYTh OyTH IPHUKPIIUICHI

pi3HI KOMIIOHEHTH, 10 HAJAI0Th 00'€KTY MEBHY (PYHKI[IOHATHHICTb.

Takwuit miaxig T03BOJISIE JIETKO PO3IIUPIOBATA MOYKIUBOCTI 00'€KTIB

[UTIXOM JIOJaBaHHs 200 BUIAJIEHHS KOMIIOHEHTIB.
OCHOBHi KOMIIOHEHTH apXiTeKTypH:

e GameObjects Ta komrmoHeHTu: Bci 00'ekTu B rpi mpeicTaBiIeH1 K
GameObjects. Jlo HUX NPUKPITIIEHI KOMIIOHEHTH, SIKI BU3HAYAIOTh

iXHIO TOBE/IIHKY, 30BHIIIHIN BUTJISI TA 1HIII BJACTUBOCTI.
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Hanpuknaz, 1is nepcoHaxa rpaslisi MOXKYTh OyTH J101aH1
KOMITOHEHTH JJI PyXy, CTPUOKIB, B3a€MOJI11 3 OTOYEHHSIM Ta
agimari.

e Cruenu: I'pa ckiagaeTbes 3 KUTbKOX CIIEH, KOXKHA 3 SIKUX BIJIIIOBIA€
neBHoMY piBHIO Irpu. Crienn MicTaTh GameObjects Ta ixHi
KOMITOHEHTH, a TAKOK HaJAIITYBaHHsI OCBITIICHHS, KAMEPH Ta 1HIIT
napameTpHu.

e Ckpuntu: Jlorika rpu peagizoBaHa 3a JIOIIOMOI'OK CKPHUIITIB Ha
MoBi C#. Ckpuntu npukpiruioroThes 10 GameObjects sk
KOMITOHEHTH, 1110 JI03BOJISIE JIETKO OpraHi3yBaTH Ta KEpyBaTu

MOBEIIHKO 00'€KTIB.

VY nporieci po3poOKU Ipr BUKOPHUCTOBYIOTHCS Pi3HI M1a0JIOHU

MPOEKTYBAaHHS, SIK1 JOMOMArarTh MOKPAILIUTUA CTPYKTYPY Ta MIATPUMKY KOJY:
Ia6u0u Observer Ta State

V wiit poboTi npucyTHI enemeHTH maodnony Observer Ta State. AHiMarop
(anim) MO’KHA PO3TIIANIATH SIK CIIOCTEpirayua, KM pearye Ha 3MiHU CTaHy
o0'ekTa, BCTaHOBJIEH1 3a JonoMoror MeToiB SetBool ta SetTrigger. Lle
JI03BOJISIE JIETKO KEPYBATH PI3HUMH CTaHAMU MEPCOHAXKa, TAKUMU SIK Oir,

CTpUOOK Ta mepeOyBaHHs Ha 3eMJI1.
Inkancynasiuis

[HKancymsis — 1e OJIMH 3 KIF0YOBUX MPUHIUIIB 00'€KTHO-
opienToBanoro nporpamyBanss (OOII), axuit nependayae 0OMEKEHHS TOCTYIY
710 IEBHUX YaCTHH 00'€KTa, 30KpeMa J10 MOro BHYTPILIHIX JaHUX, 1 HAJaHHS
AOCTYIy A0 IIUX JaHMX JIUIIE Yepe3 BU3HAYCHI MeTOAH. [HKancymsiis 103BoIsE

3aXMCTUTH BHYTPIIIHINA cTaH 00'e€KTa BiJ] HEOAXKaHOTO BTPYYaHHS Ta
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moaudikalii 330BHi. [HKancymiis crpuse po3podili MOAYJILHOTO KOIY, 1€
KOXEH KJIaC BUKOHYE OKPEMY POJIb 1 MA€ YITKO BU3HAYEHY BIJNOBIAAIBHICTD.
3MiHM y BHYTpIIIHIN peamizaiii 00'€kTa He BIUTMBAIOThH Ha KO, SKUH

BUKOPHUCTOBYE I1Iei 00'€KT, 1110 MOJIETIIYE MIATPUMKY 1 PO3IIUPEHHS KOMY.

VY Mmoiii rpi € knac PlayerMovement, sikuif KOHTPOJIIOE pyXH TIEPCOHAXKA.
[HKancynsmis qonomarae MpUXoBaTH BHYTPIIIHI AeTall peati3allii, Taki sk
3MiHHI JJI yOPaBIIHHS CTAaHAMU aHIMallii, 1 HaJla€e JuIIe HeOOXiIH1 METOIU

IUTSL B3aeMoIii.

2.4 Onuc BUKOPUCTAHMX TEXHOJIOTIH Ta MOB IPOrPaMYBAaHHS

OCHOBHI TE€XHOJIOT1i Ta MOBU IIPOrpamMyBaHHS, sIK1 3aCTOCOBYIOTHCSI B
IIbOMY MPOEKTI, BKIoYatoTh UNity, C#, a Takox iHCTpyMeHTH Ta 0i0JIiOTEeKH,
iHTerpoBani B Unity as podoTu 3 aHiMarlisiMu, (pi3UKOI0 1 yIpaBIiHHIM IPOFO.
Unity € ogHUM 3 HAUMOMYJISIPHIIIAX IFPOBUX PYIIIiB, 10 HAJIA€ TUPOKUIT HAOIP
THCTpYMEHTIB Jist cTBOpeHHs sk 2D, Tak 1 3D irop. 3aBasku Unity MoxxHa
IIBUIKO PO3POOJISTH MPOTOTHUITHA Ta CTBOPIOBATU IMOBHOIIIHHI ITPOB1 MIPOEKTH.
OcHoBH1I MoxJBOCTI Unity, sikKli BAKOPUCTOBYIOTBCA Y MOEMY IIPOEKTI,

BKIIKOYAaIlOTh:

e PepaxTop cieH: 3 oro J0MoMorow MoXHa po3MILTyBaTH 00'€KTH,
HaJallITOBYBaTH PiBHI, JOJABATH KOJI31l Ta TPUTEPHU JUIsl B3AEMOAIT
00'€KTIB.

o ®i3uunwmii pymriit: Unity BukopuctoBye (izuunuit pyurit Box2D mis 2D
irop, sikuii 3a0e3neuye peasicTUYH1 B3aeEMO/III MK 00'€KTaMu, Takl K

rpaBiTallisi, 3ITKHEHHS Ta BIJICKOKHU.
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e AmHimariitHu#t incTpymentapiii: Unity Hajae MOXIMBOCTI JIJIsl CTBOPEHHS
Ta HaJAIITyBaHHs aHIMallli 3a JomoMorow Animator Ta aHiMaIlIHHUX
KJIIMIB, 110 JI03BOJISIE OKUBUTHU NIEPCOHAXKIB Ta BOPOTiB I'PH.

o [lakerni menemkepu Ta acetu: Unity Asset Store Ta BOy/10BaHi MaKeTHI
MEHEDKEepU JO3BOJISIIOTH JIETKO IHTETPYBAaTH 10AATKOBI IHCTPYMEHTH Ta
pecypceu, Takl K mWpudTH, 3BYKH, rpadika Ta CKPUITH, IO MPUCKOPIOE

polLeC PO3POOKH.

C# € OCHOBHOIO MOBOIO ITPOTpaMyBaHHS JJIsl CTBOPEHHS IPOBOT JIOTIKH B
Unity. 3aBasku CBOTl CTpOro TUII30BaHIi MPUPO/IL Ta MIATPUMII 00'€KTHO-
OpIEHTOBAHOTO IporpamyBanHs, C# 103BoJIsiE€ po3po0IATH e(DEKTUBHUMA,
OpraHi30BaHMI Ta JETKUM JJIs MIATPUMKHU KOJI.

Unity Haiae MOTY>KHI IHCTPYMEHTH JIJIsl TECTYBaHHS Ta HAJIar0XKEHHS,
BKJIIOUYAIOYM BOYIOBaHUM Aedarrep, 10 J03BOJISE BiACTIIKOBYBATH 3HAYEHHS
3MIHHHX Y peajbHOMY 4aci, a Takox Unity Test Runner nyst aBTomaTH30BaHOTO
TECTyBaHHS KOMITIOHEHTIB rpH. Lle 103BosIsi€ MIBUAKO BUSBIISTH Ta BUIIPABIISATH
MMOMUJIKH, 3a0€3MeUY0UYN BUCOKY AKICTh KIHIIEBOTO MPOIYKTY.

Buxopucrannas Unity Ta MmoBu niporpamyBanns C# y po3po6tii 2D
iatr@opMepHoi rpu 3a0e3neuye MUpPoKui Hadlp IHCTPYMEHTIB Ta
MO>KJIMBOCTEM ISl CTBOPEHHS CKJIAJIHUX, LIIKABUX Ta IHTEPAKTUBHUX ITPOBUX
CBITIB. 3aB/ISIKM 1HKAICYJISAIII1, I1a0JI0HAM MPOEKTYBAaHHSA Ta MOTYKHUM
THCTpyMEHTaM JUIsl TECTYBAaHHSI Ta HAJIArOJKEHHSI, MOYKHA CTBOPIOBATH

BHUCOKOSIKICHI ITPOBI1 MMPOEKTH, SKi JIETKO MIATPUMYBATH Ta PO3IMIUPIOBATH.

2.5 Onuc cTpyKTYpH NPOrpaMu Ta AJITOPUTMIB 1i (PYHKIIOHYBAHHA

HI/IKJ'I I'PY BUITI1 A€ HACTYIIHUM YHMHOM:
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. [TpoxomxenHs
A Tomoeue menro [——W [papeur Ha crapri ——W

TYTOpiamy
_ JocArHeHHA IpoxomxeHHs IIpoxomKeHHs
——— o A—
KIHI[EBOT I[1/11 Apyroi KIMHATH [eploi KiMHATH

Puc. 2.1. Ilukn pobotu noaaTka

CrpykTypa Ta npaBuiibHa OpPraHi3alis Mamnok 31 CKpUNTaMu, CIpaiTamMu
Ta 3Bykamu B UNity, € BaXJIMBOFO JIJIs1 ONITUMI3AIII ITpoIiecy po3poOKy Ta
3pyuHoi HaBiraiii. Takum YnHOM marnka SCriptS MiCTUTh yCi HAalTUCaHi CKPHIITH,
narmka Sprites MicTuTh yci 300pa)XeHHs, 10 BHKOPUCTOBYBAJIMCH Il CTBOPCHHS
rpadiku Ta Bizyany. Y mamii Animation 3HaxoaaThCs yci CTBOPEHI aHiMallii, 3a

nonomMororo aniMatopa Unity [7].

Project = Animator © Animation B Console

Puc. 2.2. CtpykTypa mamnok 3 daiiaamu B Unity
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= Animator “ Animation

# Favorites ts » Animations > Player

[ Assets
&= Animations :‘ :‘

Die
Im Fonts
I Player

Im Collectibles
m Enemy

[ ] 2]

m Enemy

Puc. 2.3. Hab6ip animMariiif TOJIOBHOTO IEepCOHAXKa
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= Animator © Animation B Console

Scripts

ny
Im Health

mainmeanu MainMeanu...

Puc. 2.4. Tlaka 1m0 MiCTHTh yC1 CKPUIITH

Po3po06aenuii irpoBuii 10AaTOK CKIIAIA€ThCS 3 JEKUIBKOX CIIEH, 1110
TaKO0X BAXJIMBO JJISI CTPYKTYPH IIPOTPAMH.

= Animator © Animation B Console

& Favorites

[ Assets

B Animations

Il Audio

Im Erackeys

mLevels _MainMenu

Puc. 2.5. Tlanka 1m0 MiCTUTBh yCi CIIeHU

B Unity iepapxist irpoBux 00’€KTiB Ma€e BUPIIIATIbHE 3HAYCHHS JIsI
oprasizairii Ta KEpyBaHHSI CTPYKTYpPOIO TPH, TO3BOJISIOYN PO3POOHUKAM
BCTAHOBJIFOBATH YiTKI B3a€MO3B’s13KU MK 00’ ektamu. Cucrema iepapxii
JI03BOJIsIE CTBOPUTHU 0ATHKIBChKI 200 JOUipHI 3B’SI3KH, SIKI BU3HAYAIOTh, SIK

00’ €KTH B3aEMOJIIIOTH 1 TOBOJATHCS. baThbKIBChKI 00’ €KTH CITyKaTh
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KOHTEMHepamMu a00 KOHTPOJIEpaMH JIJIsl JOUIPHIX 00’ €KTIB, TOOTO OyIb-sKe
MepeTBOPEHHS (MTOJIOXKEHHS, 00epTaHHs, MacTad), 3aCTOCOBaHE /10
0aThKIBCHKOTO 00’ €KTa, aBTOMATUYHO MONTUPIOBATUMETHCS HAa HOTO JOUIpHi
00’exTH. lepapxiuHe po3TallyBaHHS Ma€ BAXJIMBE 3HAUCHHS IS
CTPYKTYpYBaHHS CKJIAIHUX CIICH, CIIPOIIEHHS KEpyBaHHS 00’ €KTaMu Ta

OINTHUMI3amii mpoayKTuBHOCTI [14].

Hierarchy

Puc. 2.6. Iepapxist irpoBux 00’ €KTiB

[Ile omrH KOPUCHUI IHCTPYMEHT JIJIsl OpraHizaiii Ta OonTuMizarlii
CTPYKTYpH Hpo€eKTy - GyHkiis Prefab. PospoOuuku BukopuctoBytots Prefab
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JUTSL CTBOPEHHS 0araTopa3oBUX IIA0JIOHIB IS ITPOBUX 00’ €KTIB, CIIPOIIYHOYH
npoiiec po3pooku. [Ipedadu n03BONIAIOTE MOAK(IKYBATH ITPOBHIT 00’ EKT 3
yciMa HOro KOMIIOHCHTaMH, BJIACTUBOCTSIMH Ta JOUYIpHIMHU 00’ €KTaMHu, SKi
MOTIM MOXYTh OyTH CTBOPEHI KIJIbKa Pa3iB MPOTATOM I'pH. Y Cl 3MIHU BHECEHI
1o npedady, aBTOMaTUYHO MOILIUPIOIOTHCS HAa BC1 HOTO €K3EMIUISIPH,
CIIPOIIYIOYH OHOBJICHHS Ta Moaudikallii. Bukopucranns npedabiB BaKInuBe

JUISL TIITPUMKH OPTaHi30BaHOCTI Ta €(PEKTUBHOCTI PO3POOKH.

0O Inspector ® Lighting

N v  Player
W !

Tag Player

Prefab & Flayer

Overrides

Puc. 2.7. Irpouii 00’ekt y popmi Prefab

2.6 O0rpyHTYBaHHS Ta OpPraHi3anisg BXiTHMX Ta BUXIIHUX JAHUX POTrPaAMH

BxigH1 gaHi y MOEMY MPOEKTI 1€ HATUCHYTI KOPUCTYyBa4yeM KJIaBillli Ha
KJIaBlaTypl 1 HATUCHYTA KHOMKa Muli. Takox BX1JHI JaH1 3a0€3MeuyoThCs 3a
JIOTIOMOTOI0 IHTEPAKTHBHUX €JIEMEHTIB B TP, 3 SKIMH TpaBelb Oy e

B3aemoisATU. [lepudepiitni npucTpoi BUKOHYIOTh HACTYIHI (DYHKIIII:

e KIiaBiaTypa BiAMoBigae 3a pyx nepconaxa. Knomka A’ - pyx JiBopyH,
"D’- pyx mpaBopy4, SPACE’ - ctpubok

® BUKOPHCTAHHS MUIIKU HEOOXIiHE A7 31HCHeHHS aTaku. J{Jis Iboro
NOTPIOHO HATHCHYTH JIIBY KHOIIKY MHIIIKH.
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Buxigaumu naHuMH € BizyalibHa Ta ayjio iHpopMmaiis, Ky rpaBellb

OTPUMYE MiJl YaC IPOXOKEHHS IPH:

e aHIMAallil NEPCOHAXKIB Ta PI3HUX ITPOBUX 00’ €KTIB, Kl AKTUBYIOTHCS IIPH
HATHCKaHHI Ha KHOIIKM KJIaB1aTypy ab0 MUIIIKH
® 3BYKOBI €()eKTH, IO CIIPAILOBYIOTH IMPU OTPUMaHHI MOIIKO)KEHb,

CTpUOKax, CMEPTI IMepCOHaXka Ta akTHUBaIii iHmuX Tpurepis [9].

2.7 Onuc pod0oTH NPOrpaMHOI0 MPOAYKTY

2.7.1 BukopucraHni TexHi4Hi 3aco0u

[Iporpama po3po0biisnack Ha IEPCOHATLHOMY KOMIT FOTEP1 3 TAKUMHU
XapaKTEePUCTHKAMU:

— LIT AMD Ryzen 5 2400G 3.6GHz;

— NVIDIA Geforce GTX 1660 Super 6Gb;

— O3II 32I'6;

— SSD Patriot 1Th;

— muctedt FullHD (1920x1080) 1701 1;

— MexaHIYHa KJiaBiaTtypa

— MHUIIa

— Windows 10 64 pa3psaaa

2.7.2 BukopucraHi nporpamsi 3acoou

J171s1 po3pOo0KH TPy 3aCTOCOBYBAIUCH HACTYIIHI MPOrPaMH1 3aCO0U
— Unity editor;
- Visual Studio;
- Adobe After Effects;
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Penakrop Unity - penakrop npu3HauyeHuM JUisi CTBOPEHHS IHTEPAKTUBHUX
2D 1 3D nopaTkiB Ta KepyBaHHS HHMMH, IMOYMHAIOYM BiJ 1rop 1 3aKIHUYIOUH
CUMYIIAIISMU Ta BIPTYaJbHOIO peajbHICTIO. I BUKOPUCTOBYBAB IIeH PEIaKTOP
IUIsL pO3pOOKH Ta MOOYI0BU ITPOBUX PIBHIB 1 KEPYBAHHS HUMH.

Visual Studio - me cepenoBuie po3poOKH, IS ONTUMI3AIli pO3POOKH
PI3HUX THIIB MPOrpaMHUX JOJATKIB. BiH MiATpUMy€e IIUPOKUN CIEKTP MOB
nporpamyBaHnHs, Bkitouatoun C#, C++, Python, JavaScript toimo, 1mo poOutsb
HOTO YHIBEpPCAIIbHUM IHCTPYMEHTOM ISl PO3POOHHKIB y PI3HUX Tamy3six. S
BUKOPHCTOBYBAB 1I€¥ 3aCTOCYHOK JUIsl HAITMCAHHS Ta pelaryBaHHs KOy MOBOIO
C#.

Adobe After Effects - mporpama mist udpoBux BizyanbHHX e(eKTiB Ta
aHiMauid. I BUKOpHCTaB 1[I0 Mporpamy Ajisi CTBOPEHHS Au3aiiHy OaHepiB, 3

KHOIIKaMH Ke€pYyBaHHS, SIK1 rpaBelb T0O0AYNTh HA TOYATKY I'PH.

2.7.3 BUKJIMK Ta 3aBAHTAKEHHSI IPOrpPaMHu

Jliis 3amycKy mporpaMu notpiono Bukonatu ¢aiin KnightSlayer.exe, sikuii
3HAXOAMTHCS B Mallll 3 yciMa IHIIMMHU HOporpamMmHuMu (aitnamu. Ilporpamy

MOJKHA 3aIyCTHTH TUTbKU Ha mpucTposix 3 OC Windows.

2.7.4 Onuc inTepdeiicy kopuctyBaya

Y rosoBHOMY MEHIO KOPUCTYyBa4 MOKe MoOauuTh Ha3By rpu — Knight
Slayer. Takox KOpUCTyBad Ma€ MOXIUBICTh O/ipa3y O3HAHOMUTHCH 3
KEepyBaHHSAM Y TPI.

Play: 1st omiist 3armycTUTh irpOBHUI PiBeHb, Ta KOPUCTYBAY 3MOXKE [TOYATH TPY.
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Quit: s omirist 3AIHCHUTH BUXIJ 3 IPOBOr0O J01aTKA.

[®) MovE RiIGHT KNIGHT SL AYER

[\ MOVE LEFT PLAY
SPACERINY =
CUIT

a ATTACK

Puc. 2.8. T'onoBHe MEHIO irpoBOro J0aTKa

Ha moyatky rpu, KopucTyBad MO>K€ MMOMITHTH TaKUN €JIEMEHT
1HTEep(delicy, K TPU YEPBOHUX CEPILS, 1110 3HAXOAATHCS Y JIIBOMY BEPXHBOMY
KyTy eKkpany. Lle moka3HMK 310pOB’s IEPCOHAXKA, IKUH MOXKE
3MIHIOBaTHUCh 3AJIEKHO BiJl TOTO, OTPUMYE MEPCOHAXK MOIIKOKEHHS a00
BIIHOBJIIOE 3JIOPOB's. Y BUITQJIKy BTPATH yCiX TPhOX CEpACIlh, I'pa 3aKIHUUTHCS.
Takox KOpUCTyBay Ma€ MOKJIMBICTD LIE pa3 O3HAHOMUTHUCH 3 KHOIIKAMU

KEpYBaHHS [IEPCOHAXKEM.
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[®) MOVE RIGHT SPACEN
SPACEL JALel3]

[\ MOVE LEFT

—

I &
/\Jﬁ/
EsUE

Puc. 2.9. CkpiHIIIOT 3 TOYATKY T'pH

Bornsna mactka. SIKIo rpaBers HaCTYIMUTh Ha BOTHSHY TACTKY, TO
yepes 0,3 cekyH/1M BOHA aKTUBY€ETHCS 1 BUITYCTUTh BOTOHb. Y TOMY pasi,
SIKIIIO TPaBeIlb HE BCTUTHE BIAINTH 1 3AJIMIIUTHCS HA TOMY K MiCIll, HOMY

OyJie HaHeceHe MOUIKOIKEHHS BOTHEM 1 BiJHIME OJHE OUKO 3/I0pOB’Sl.

Puc. 2.10. Borasgua nactka
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[y, T'octpi munu MOXyTh OYTH pO3TallIOBaH1 Ha 3eMJIi 200
wiatdopwmi. SKIIo rpaBels HaCTYUTh Ha IIUIH, TO Y HbOTO BIIHIMYTh

OJIHE OYKO 3/I0POB’sl.

Rk Tk

Puc. 2.11. Toctpi munu

[Muna. OmHa 3 macTok B po3poOJeHi Tpi — muIIa, IO MBHIKO
o0epTaeThCs Ta HAHOCUTH MONTKOJKEHHSI TIEPCOHAXKY, BIIHIMAIOUH OJTHE
OUKO 3/10pOB’sl. TaKOXK MUJIM PyXarOThCs IO TOPU3OHTAIIL 3 PI3HOIO

MIBUIKICTIO Ta BIACTAHHIO.

Puc. 2.12. [Tuna
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Jlunapi-meunuku. Jlunapi o1 3 HAUCHIIBHIIIIUX CYIPOTHBHUKIB B
po3pobieHoMy AoaaTKy. Jleski Tumapi maTpyrorTh 3aIaHUi IEPUMETD,
MOKU 1HIIII CTOSATh HE PyXalO4uCh, B OUIKyBaH1 IpaBLs. JIuiapi MOXyThb
aTaKyBaTH I'PaBIls CBOIM MedeM. Taka aTaka BiHIMe 2 ouka 3/I0pOB’s,
10 CTAHOBUTH BEJIHKY 3arpo3y Ui rpaBid. [ paBels MoKe YHUKHYTH
JIAHO1 aTaku, SIKIIO JIATH aKypaTHO Ta MPaBUILHO BUOPATH Yac, 1100
caMoMy aTakyBaTu Bopora. llle oauH 31 crmoco6iB epeMorTH JIUIaps —
nepecTpuOHyTH oro. HaBiTh mij yac BOpoxoi aTaku, TpaBellb He
OTpUMAE TOIIKOJKEHHS y MOBITP1, T 3MOXKE YCIIIIHO NEPEMICTUTHCH 32
cnuHy Bopora. [IpoTte Tpeba Takoxk BpaxoByBaTH, 110 MPOCTO MPHU
31ITKHEHHI 3 MOJIEJIbKOIO JIUIaps, Yy FPaBLsl BIAHIMYTh OJJTHE OYKO
3n0poB’s. Lle 3po6ieHo asis Toro, oo rpaBeis Ha MaB 3MOT'y TIPOCTO

npo0iraty 1ei TUI BOPOTiB.

Puc. 2.13. Jlunap atakye rpaBis

UYekmnoint. Y po3po0bIieHiil Ipi MPUCYTHI MICIS, B IKHUX TPaBEIlb MOXKE
3aKpINUTH CBi mporpec. JIHoBIM 10 TaKOro MICIis, 10 Ma€e
XapaKTEepHUM BUIJISI, TPaBElb aKTUBYE Mpanopellb. Y BUMAAKY CMEpPTI,

IS AO3BOJIMTL NIOYHMHATH I'PYy 3 OO0 IMPAIopIo, a HC ITPOXOANTH YBCCh
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piBEHb 3 CaMOro MoYaTKy. be3yMOBHO Ii€ € MOJIEeTEeHHIM I'PH, IPOTE
BaYKJINBO JJIs TPABUIIBHOTO OajaHCy, BPAXOBYIOUM CKJIAJHICTD

m1aThOPMEHTy B pO3pOOIICHI Tpi.

Puc. 2.14. Micue 30epexeHHs TPOrpecy rpaBIlst

[IImaTtox M’sica. ['paBenib Ma€ MOXKJIMBICTh BIJHOBUTU YACTUHY 3J0POB’s
nepcoHaxy. J[s 1iporo moTpiOHO 3HANTH MIMATOK M sica Ta 3’iCTH HOTO.

L[e A04aCTh MEPCOHAXKY OAHEC OUYKO 3I[OpOB,$I.

Puc. 2.15. M’sco 1151 BiTHOBIICHHS 3JI0POB’ S
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['paBerp MOKe BUKIIMKATH MEHIO Tay3H, HATUCHYBIIU KHONKY Escape.
Resume: 151 omiist IPOIOBXUTH TPy, Ta BUKE 3 MEHIO MAY3H.

Sounds: 15 omiIist peryJIro€e TyYHICTh 3BYKOBUX €()EKTIB.

MUSIC: 1151 OIIIIiSI PETYJIIOE TYYHICTh POHOBOT MY3HKH Y TPi.

GO to menu: 14 oM J03BOJIsIE€ KOPUCTYBAaUy MEPEHTH 10 TOIOBHOTO
MEHIO.

EXit: 151 omiist 3MIHCHUATD BUXIJ 3 TPH.

RESUME

SOUNDS 20

MUSTC 20 4=
GO-T0O ‘MENU
EXTIT

Puc. 2.16. MeHro nay3u rpu

VY Bumagky cMepTi NepCOHaXy, rpaBelb NOOAYUTh 1€ MEHIO.

Restart: 1151 omiist 703BOJIsiE€ TOYATH TPy 31 CTApTY.

Main menu: 1is omiist 103BOJIIE KOPUCTYBaUy HEPEHUTH 10 TOJOBHOTO
MEHIO.

EXxit: 11 omist 3MiHCHATE BUXI1T 3 TPH.
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REST ART 4=

MAIN MENU
EXIT

Puc. 2.17. MeHto cmepTi nepcoHaxa
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PO3/11 3
EKOHOMIYHUIA PO3/ILI

3.1. BuzHa4eHHs1 TPYJAOMICTKOCTI Ta BAPTOCTi PpO3PO0KHU NPOrPAMHOI0
NPOAYKTY

[TouaTkoBi maHi:

1. mepenbadyBaHe yucio oneparopiB nporpamu - 1200;

2. Koe(IMmieEHT CKIAIHOCTI ITporpamu - 1,3;

3. Koe(imieHT KOPEKIIii mporpaMu B Xo/i ii po3podku - 0,1;

4. ronpwHHA 3apo0iTHA TUTaTa mporpamicra - 221,42 rpu/rox;
3rigHo 3 iHdopmariero 3 caity Work.ua
(https://www.work.ua/salary-unity+developer/), 3apo6iTHa
no3wutiii Unity Developer, cranom Ha 2024 pik, CTAHOBUTH
31000 rpH [13]. Cepentst KiIbKICTh POOOYHMX TOAUH B MiCSIIb
cranoBuTh 140 rogun [11]. Takum 4MHOM MOKHA BU3HAYUTH
TOJIMHHY 3apO0iTHY TUIATY.

5. koedimieHT 301TBIISHHS] BUTPAT IIpalli BHACIIIOK
HEJI0CTaTHBOTO OMHUCY 3aaadi - 1,3;

6. xoedimienT kBamiikaiii mporpamicra, 00yMOBICHHH BiJ] CTAXKY
pobotu 3 gaHoi cnerianbHocTi - 0,8;

7. BapticTh MammHO-roauHU EOM — 17,64 rpu/ron(2,64 rpH —
kBt1/ron [10], 10 rpu — I13, 5 rpH - amopTu3aitis).
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HopmyBansns npaitii B nporieci ctBopeHHs [13 1cTOTHO yCKIagHEHO B CUITY
TBOPYOI'O XapakTepy mpaill nporpamicta. Tomy TpyIoMICTKICTb po3poOku 113
MOke OyTH po3paxoBaHa Ha OCHOBI CUCTEMHU MOJIEIICH 3 PI3HOIO TOYHICTIO

OLIIHKHU.

TpynomictkicTh po3poOku [13 MoxkHa po3paxyBaTu 3a GOPMYJIOO:
t = to + tu + ta + tn + tomﬂ + t() , JIOAUHO-TOAWH, 3.1)

ne lo- BUTpaTH mparli Ha MiArOTOBKY ¥ OIMKC MOCTABJICHOT 3a/1a4i

(mpuiimaetbest 50 THOAMHO-TOIMH);
t, - BUTpaTH mparli Ha JOCJIDKCHHS alrOpUTMY PIllICHHS 3a/1adi;
t. - BUTpaTH mpaiii Ha po3poOKy OJIOK-CXEMH aJITOPUTMY;
t, - BUTpaTH Mpall Ha IpOrpaMyBaHHs 110 FOTOBIN OJI0K-CXeMi;
toms - BUTpATH Tpalli Ha HajaroKeHHs nporpamu Ha EOM;
to - BUTpaTu mpaill Ha MiATOTOBKY JOKYMEHTAII]i.

CkI1aioBi BUTpATH Ipalli BUBHAYAIOTHCS Y€PE3 YMOBHE YHUCIIO
OTIepaTopiB y MporpaMHOMY 3a0€3MEUeHH], SIKEe PO3pOOIISETHCSI. Y MOBHE

YHUCJI0 orepaTopiB (MiAMPOTrpam):

(3.2)
Q=q-C-(1+p),
ne ( - nepeadauyBane unciio onepatopis (1200);
C - koedimient ckiaaanocTi mporpamu (1,3);

P - KoedILIeHT KOpeKLii mporpamMu B xo/i ii po3pooku (0,1).
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3BiJICH YMOBHE YHCJIO OTIEPATOPIB B IIPOrpami:
Q=1,3-1200-(1+0,1)=1716

Butpatu npaiii Ha BABYEHHS ONKCY 3a/aul t, BU3HAYA€ETHCA 3

ypaxyBaHHSAM YTOUHEHHsI ONUCY 1 KBai(ikauii mporpamicra:

Q-B
t, = (75..85) Kk » ‘noAuHo-ronu, (3.3)

ne B - koedimieHT 301IbIIIEHHS BUTPAT Mpalll BHACIIIOK HEJ0CTATHHOTO

ornucy 3amauvi(l,3);

K - koedimienT kBamidikarii mporpamicra, 0OyMOBICHHIA BiJ] CTaXKy

poboTu 3 gaHoi cremianbHOCTI. [Ipu ctaxki podoTu 10 2 pokiB BiH ckiagae 0,8.
tu= (1716 - 1.3) / (85 - 0,8) = 32,8 moauHo-roauH

Butpatu npaiii Ha po3poOKy anropuTMy pillIEHHS 3a/1ayl BU3HAYAIOThCS 32

dhopmyIioro:

t, = (20...25) , JIIOJIMHO-TO/INH, (3.4)

ne Q — yMOBHE YHCIIO OTIepaTOpiB MPOTPaMU;
k — koedirient kBamidikarii mporpamicra.
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[TizcraBuBIIM BiANMOBIIHI 3HAYEHHS B opmyiy (3.4), OTpUMAEMO:

ta=1716 /(20 - 0,8) = 107,25 10 AHO-TOMH.

Burtpartu Ha ckiagaHHs IpOrpaMu Mo roToBId OJI0K-CXeMi:

C__Q
" (20...25) -k

, JIIOIIMHO-TO/IUH, (3.5)

th=1716/ (25 - 0,8) = 85,8 MroaMHO-TOAMH.

Butparu nparii Ha HanaromkeHHs nporpamu Ha EOM:

- 3a YMOBHU aBTOHOMHOTI'O HAJIAIOJKCHHA OAHOI'O 3aBIaHHA:

Q

t =———— 3
™= (4.5) K’ JFOIUHO-TO/IUH, (3.6)
tom: = 1716 / (5 - 0,8) = 429 nroguHO-TOIHH.

— 3a YMOBH KOMIINICKCHOT'O HAJAroA>XCHHS 3aBAaHHA:
k
t,.. =151, mogunro-rogumn, (3.7)

tKome = 1,5 - 429 = 643,5 qr0IMHO-TOIUH.
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Butpatu nparii Ha miAroTOBKY JOKYMEHTAIlll BU3HAYAIOTHCS 32

dhopmyiioro:

t, =1t,, +1,,, TOANHO-TOIMH, (3.8)

ne to, - TPy IOMICTKICTh MIATOTOBKU MaTepiajliB 1 pyKOIHCY:

Q
tap = m , JIIOMUHO-TOIUH, (3.9)

too - TPYZIOMICTKICTD pefaryBaHHsl, e4yaTKu i 0OpMIICHHS JOKYMEHTAIll:

t, =0,75-t op » JTHOJIMHO-TOJIHH, (3.10)

[TixcraBnstoun BiANOBIIHI 3HAYSHHS, OTPUMAEMO:

ty, = 1716 /(20 - 0,8) = 107,25 mroauHO-TOIMH.
too = 0,75 - 107,25 = 80,43 nroguHO-TOAVH.
ty = 107,25 + 80,43 = 187,68 mroauHO-TOqMH.

[Toseprarouuce 10 popmynu (3.1), oTpuMaemMo MOBHY OLIHKY

TPYJAOMICTKOCTI PO3pOOKH MPOTPAMHOTO 3a0€3MEUCHHS:
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t=50+ 32,8 + 107,25 + 85,8 + 429 + 187,68 = 806,73 mr0quHO-TOIHH.

3.2. Po3paxyHOK BUTPAT Ha CTBOPEHHS NMPOrpamMu

Burpatu Ha ctBopenns [13 Ko BKIIIOUaOTh BUTPATH HA 3apO0ITHY IUIATY
BHUKOHABIIS TPOrpamMu 337 1 BUTPAT MAIIMHHOTO Yacy, HEOOX1IHOTO Ha

HaJaro/KeHHs nporpamu Ha EOM:

KHO :33n+3MB,FPH, (3.11)

3apo0iTHA I1aTa BUKOHABI(IB BUSHAYAETHCS 32 (POPMYJIIOO:

3317 :t'CHP,FPH, (3.12)

ne: t - 3aragbHa TPYAOMICTKICTB, JIFOJJUHO-TO/IUH;

Crp - cepenHs rOAMHHA 3apo0iTHA TUIaTa Mporpamicra, IpH/ToIMHA

331 =806,73 - 221,42 = 178 626,156 rpH.

Bapricte MamuHHOTO Yacy, HE0OX1THOTO JIJIsl HAIAroKeHHSI TIPOTpaMu Ha

EOM:

3./1/[6 - tOmJZ : CM'-I o rpH) (3'13)
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ne  lom: - TPYJOMICTKICTS HaJIaro pKeHHs porpamu Ha EOM, rog;

C,w - BapTicTh MammHo-roauan EOM, rpu/rox (0,68).

3ue=429 - 17,64 =7 567,56 rpH.

3BiJICH BUTPATH Ha CTBOPEHHS IPOTPAMHOIO MPOAYKTY:

Ko =7 567,56 + 178 626,156 = 1 351 764 153,09936 rpH.

OuikyBanuii nepioa cropenns I13:

T = ——, wic., (3.14)

ne Bk - unciio BukoHaBIiB (q0piBHIOE 1);

Fp - Micstunnii ponn pododoro yacy (npu 40 roamHHOMY pOOOYOMY THIKHI

Fo=176 roaun);

t — 3arasibHa TPYIOMICTKICTb, JIFOIUHO TOIUH()

3BiJICH BUTPATH HA CTBOPEHHS IPOTPAMHOTO MPOAYKTY:

T=2806,73/1-176 ~ 4,58 mic.

BHCHOBOK: 4ac 3aTpadeHUll Ha po3pOOKY JaHOTO IrpOBOrO JOJATKY

ckianae 806,73 moauHo-roauH. [Tpubnu3nuii yac po3pooku cknajae 4,58
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MmicsiiB npu 40 roguHHOMY poOodoMy THKHI. Ha po3poOKy irpoBOro 101aTKy

cymapso Oyze Butpaudeno 1 351 764 153,09936 rpH.
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BUCHOBKH

Mos kBamidikariitHa poOoTa OMUCYy€e TOW NUIAX, 110 TPOMIILIA IrpoBa
1HAYCTpIs 3a 4ac CBOTO ICHYBaHHA. 3aBISKH CTPIMKOMY PO3BUTKY
TEXHOJIOT1i, PO3POOHUKH MAIOTh O€31119 MOXKIIMBOCTEH IS
CTBOPEHHSI IMBOBI>KHMX ITPOBHX CBITIB. IrpH BXKe TABHO € HE MPOCTO
PO3Barolo, a MOTY>KHUM THCTPYMEHTOM JIJIsl HAaBYaHHS, PO3BUTKY Ta
JIOHECEHHS BAXJIMBUX 171el 10 cycIiyibcTBa. Bigeoirpu
€ HEBIJEMHOIO YaCTUHOIO CY4YacHOI KyJbTYypU Ta MalOTh BEIMKUHM onut. Le
o3Hayae, 1o cepa po3poOKH Irop Mae BeJIMKe MalOyTHE 1 IEPCICKTHUBU
PO3BUTKY. Y CydacHi AH1 po3poOKa irpoBHUX JOAATKIB € OUIBIII MPOCTOIO Ta
JOCTYITHOIO, Y MOPIBHSAHHI 3 MUHYJUMHU AeCATUWIITTAMU. Toxk Oyib-
sIKa JII0JIMHA MOYKe BUIIPOOYBaTH cebe y poiii po3poOHUKA Ta CTBOPUTH
BJIACHUH 1HAI-NPOEKT. BpaxoByroun Macmtabu irpoBoi iHAYCTpii, TaKi
CHEIIaICTH 32BN MalOTh MOMHT 1 3MOXYTh 3HAWTH pOOOTY y cepi
PO3pO0OKHU Bifcoirop.

VY kBamdikauiitHiii po6oTi O0yJI0 pO3rASHYTO IFPOBI Py, iX
npu3HaYeHHs Ta cepu 3acTocyBaHHs. bynw 3ramani Taki pymrii, ssk CyEngine,
Unreal Engine, Unity i REDengine. [IpoTte 3 ycix nepepaxoBaHUX CEpeIOBHII]
PO3pOOKH, /ISl HOBAUKIB Ta 1HA1-po3poOHMKIB, Unity Hailkpamiuii BapiaHT.
Unity Engine Hazmae mmpokuit Habip IHCTPYMEHTIB, SIKi I03BOJISIOThH
CTBOPIOBATH BUCOKOSIKICHI I'py 3 MiHIMaJIbHUMU BUTpaTamu. Lle € mpexpacHoro

MOXJIMBICTIO TTOYATH CBIM HIJISX B po3poOIli BiOITOP.

Kanp mrardopmepa 3’siBUBCS Bigpa3y 3 MOSIBOIO TIEPIINUX BIAEOITOP 1
3aBX/1 OyB aKkTyallbHUM cepell TpaBiiiB. HaBiTh BpaxoByrouM cyvacHi rpadiuHi
MO>KJIMBOCTI Ta BEJUKY KUIBKICTh 1rOp 3 peasliCTUYHOIO I'padikoro, Bi3yalbHH
CTHJIb 111 Ha3Boto «Pixel Arty moci Mae monyssipHicThb. Po3risHyTi irpu B

*anpi wiardopmep, Taki sik Hollow Knight i Cuphead marots moBHICTIO
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JHIMHE TPOXOKEHHS a00 BITHOCHO BIJIKPUTHH CBIT. B CBOil po3po0ii s
IIO€/IHAB JIIHIMHICTH PIBHIB, Ta BUOIP HUIIXY IX MPOXOKEeHHS. [ paBIto
noTpiOHO OOpaTH ONTUMATBFHUN Ta MAKCUMAIIBHO €(heKTUBHUIN BapiaHT

MIPOXOJKEHHS PIBHS.

[TpakTHyHOIO YaCTUHOIO KBaji(iKaliiHOT pOOOTH € CTBOPEHHS ITPOBOTO
nonarka B xkanpi 2D mnardopmepa 1 BizyansHoro ctuiito Pixel Art. I'paBennb
Ma€ MOXKJIMBICTh KEPYBaTH PyXOM II€pCOHa)xa, BOMBATH BOPOTiB, OMUHATU
MACTKH Ta MPOXOJAUTH PIBEHb 0OpaHUM HUIIXOM. [ paBelb Moke OpiEHTYBaTUCH
Ha aHiMallii BOPOTiB Ta MaCTOK, 00 YHUKATH MOIIKOKEHb Ta YCHIITHO

IPOXOUTH PIBHI.

ExoHOMIYHMI pO3/11J1 ONUCYE BUTPATH HA CTBOPEHHS IMPOBOI0 J0/1aTKa,
mo cranoBuTh 1 351 764 153,09936 rpu. Yac 3aTpadeHuii Ha po3poOKy Oye

craHoBuTH 4,58 Mmicsus.

Po3pobnenuii irpoBuii 101aTOK Ma€ BETUKHIA MMOTEHITIAT IJIsT PO3BUTKY Ta

MOKpAaIIeHb, TAKMX K HOBI PiBHI, MACTKX Ta HOB1 THUIH BOPOTIB.
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JTOJATOK A
JICTAHT TIPOTPAMU

CameraController.cs

using UnityEngine;

public class CameraController : MonoBehaviour

{

/IRoom camera
[SerializeField] private float speed,;
private float currentPosX;

private Vector3 velocity = Vector3.zero;

/[Follow player

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

private void Update()
{

/[Follow player

transform.position = new Vector3(player.position.x + lookAhead, transform.position.y,
transform.position.z);

lookAhead = Mathf.Lerp(lookAhead, (aheadDistance * player.localScale.x), Time.deltaTime *
cameraSpeed);

public void MoveToNewRoom(Transform _newRoom)

{

currentPosX = _newRoom.position.x;

SoundManager.cs
using UnityEngine;
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public class SoundManager : MonoBehaviour

{

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

private AudioSource musicSource;

private void Awake()

{

soundSource = GetComponent<AudioSource>();

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

if (instance == null)

{
instance = this;

DontDestroyOnLoad(gameObject);

else if (instance != null && instance != this)

Destroy(gameObject);

ChangeMusicVolume(0);
ChangeSoundVolume(0);

}
public void PlaySound(AudioClip _sound)

{
soundSource.PlayOneShot(_sound);

public void ChangeSoundVolume(float _change)
{

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

public void ChangeMusicVolume(float _change)

{

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

64



private void ChangeSourceVolume(float baseVVolume, string volumeName, float change, AudioSource

source)

{

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

currentVolume += change;

if (currentVolume > 1)
currentVolume = 0;
else if (currentVolume < 0)

currentVolume = 1;

/IAssign final value
float finalVVolume = currentVolume * baseVolume;

source.volume = finalVVolume;

PlayerPrefs.SetFloat(volumeName, currentVVolume);

PlayerMovement.cs

using UnityEngine;

public class PlayerMovement : MonoBehaviour

{

[SerializeField] private float speed,;

[SerializeField] private float jumpPower;

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

private float coyoteCounter;

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

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

[SerializeField] private float wallJumpY;

[SerializeField] private LayerMask groundLayer;
[SerializeField] private LayerMask wallLayer;

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

private Rigidbody2D body;

private Animator anim;

private BoxCollider2D boxCollider;
private float wallJumpCooldown;

private float horizontallnput;

private void Awake()
{
body = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();
boxCollider = GetComponent<BoxCollider2D>();

private void Update()
{

horizontallnput = Input.GetAxis("Horizontal");

[[Flip player when facing left/right.

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

else if (horizontallnput < -0.01f)

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

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

anim.SetBool("grounded”, isGrounded() );

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

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

if (onWall())

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

}

else

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

if (isGrounded())
{

coyoteCounter = coyoteTime;

jumpCounter = extraJumps;

}

else

coyoteCounter -= Time.deltaTime;

private void Jump()

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

SoundManager.instance.PlaySound(jumpSound);

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

else
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if(coyoteCounter > 0)

body.velocity = new Vector2(body.velocity.x, jumpPower);

else
{
if(jJumpCounter > 0)
{
body.velocity = new Vector2(body.velocity.x, jumpPower);
jumpCounter--;
¥
}
}

coyoteCounter = 0;

private void WallJump()

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

private bool isGrounded()
{
RaycastHit2D raycastHit = Physics2D.BoxCast(boxCollider.bounds.center, boxCollider.bounds.size, 0O,
Vector2.down, 0.1f, groundLayer);

return raycastHit.collider != null;

private bool onWall()
{
RaycastHit2D raycastHit = Physics2D.BoxCast(boxCollider.bounds.center, boxCollider.bounds.size, 0O,
new Vector2(transform.localScale.x, 0), 0.1f, wallLayer);

return raycastHit.collider != null;

}
public bool canAttack()

{
return horizontallnput == 0 && isGrounded() && 'onWall();
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PlayerAttack.cs

using UnityEngine;

public class PlayerAttack : MonoBehaviour

{
[SerializeField] private float attackCooldown;
[SerializeField] private Transform firePoint;
[SerializeField] private GameObiject[] fireballs;
[SerializeField] private AudioClip fireballSound;

private Animator anim;
private PlayerMovement playerMovement;

private float cooldownTimer = Mathf.Infinity;

private void Awake()

{

anim = GetComponent<Animator>();

playerMovement = GetComponent<PlayerMovement>();

private void Update()

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

Attack();

cooldownTimer += Time.deltaTime;

private void Attack()

{
SoundManager.instance.PlaySound(fireballSound);
anim.SetTrigger("attack™);

cooldownTimer = 0;

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

{
for (int i =0; i < fireballs.Length; i++)
{
if ('fireballs[i].activelnHierarchy)
return i;

}

return O;

Projectile.cs

using UnityEngine;

public class Projectile : MonoBehaviour
{
[SerializeField] private float speed,;
private float direction;
private bool hit;

private float lifetime;

private Animator anim;

private BoxCollider2D boxCollider;

private void Awake()
{
anim = GetComponent<Animator>();
boxCollider = GetComponent<BoxCollider2D>();
}
private void Update()
{
if (hit) return;
float movementSpeed = speed * Time.deltaTime * direction;

transform. Translate(movementSpeed, 0, 0);

lifetime += Time.deltaTime;

if (lifetime > 5) gameObject.SetActive(false);
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private void OnTriggerEnter2D(Collider2D collision)
{

hit = true;

boxCollider.enabled = false;

anim.SetTrigger("explode™);

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

¥

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

boxCollider.enabled = true;

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

localScaleX = -localScaleX;

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

}

private void Deactivate()

{
gameObject.SetActive(false);

Health.cs

using UnityEngine;
using System.Collections;

public class Health : MonoBehaviour

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

private bool dead;

[Header("iFrames")]
[SerializeField] private float iFramesDuration;
[SerializeField] private int numberOfFlashes;

private SpriteRenderer spriteRend;

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

private bool invulnerable;

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

private void Awake()

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

}

public void TakeDamage(float _damage)
{
if (invulnerable) return;

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

if (currentHealth > 0)

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

}

else

{
if (!dead)

{

/[Player

if(GetComponent<PlayerMovement>() != null)
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GetComponent<PlayerMovement>().enabled = false;

/[Enemy
if(GetComponentinParent<EnemyPatrol>() != null)

GetComponentInParent<EnemyPatrol>().enabled = false;

if(GetComponent<MeleeEnemy>() != null)

GetComponent<MeleeEnemy>().enabled = false;

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

dead = true;

SoundManager.instance.PlaySound(deathSound);

}
public void AddHealth(float _value)

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

public void Respawn()

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

[/[Player
if (GetComponent<PlayerMovement>() != null)

GetComponent<PlayerMovement>().enabled = true;

/[Enemy
if (GetComponentinParent<EnemyPatrol>() != null)

GetComponentinParent<EnemyPatrol>().enabled = true;

if (GetComponent<MeleeEnemy=>() != null)

GetComponent<MeleeEnemy>().enabled = true;
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foreach (Behaviour component in components)

component.enabled = true;

private IEnumerator Invunerability()
{
invulnerable = true;
Physics2D.IgnoreLayerCollision(10, 11, true);
for (int i = 0; i < numberOfFlashes; i++)
{
spriteRend.color = new Color(1, 0, 0, 0.5f);
yield return new WaitForSeconds(iFramesDuration / (numberOfFlashes * 2));
spriteRend.color = Color.white;
yield return new WaitForSeconds(iFramesDuration / (numberOfFlashes * 2));
¥
Physics2D.IgnoreLayerCollision(10, 11, false);
invulnerable = false;

private void Deactivate()

{
gameObject.SetActive(false);

MeleeEnemy.cs

using UnityEngine;

public class MeleeEnemy : MonoBehaviour

{
[Header("Attack Parameters™)]
[SerializeField] private float attackCooldown;
[SerializeField] private float range;

[SerializeField] private int damage;

[Header("Collider Parameters™)]
[SerializeField] private float colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;
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[Header("Player Layer™)]
[SerializeField] private LayerMask playerLayer;

private float cooldownTimer = Mathf.Infinity;

[Header("Attack Sound")]
[SerializeField] private AudioClip attackSound;

/IReferences
private Animator anim;
private Health playerHealth;

private EnemyPatrol enemyPatrol;

private void Awake()

{

anim = GetComponent<Animator>();

enemyPatrol = GetComponentinParent<EnemyPatrol>();

private void Update()
{

cooldownTimer += Time.deltaTime;

if (PlayerInSight())
{

if (cooldownTimer >= attackCooldown && playerHealth.currentHealth > 0)

{

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

SoundManager.instance.PlaySound(attackSound);

if (enemyPatrol = null)

enemyPatrol.enabled = !'PlayerInSight();

private bool PlayerInSight()

{
RaycastHit2D hit =

75



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

0, Vector2.left, 0, playerLayer);

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

return hit.collider != null;
}
private void OnDrawGizmos()
{

Gizmos.color = Color.red,;

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

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

private void DamagePlayer()

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

Firetrap.cs

using UnityEngine;

using System.Collections;

public class Firetrap : MonoBehaviour

{

[SerializeField] private float damage;

[Header("Firetrap Timers™)]

[SerializeField] private float activationDelay;
[SerializeField] private float activeTime;
private Animator anim;

private SpriteRenderer spriteRend;
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[Header("SFX™)]
[SerializeField] private AudioClip firetrapSound;

private bool triggered,;

private bool active;

private Health playerHealth;

private void Awake()

{

anim = GetComponent<Animator>();

spriteRend = GetComponent<SpriteRenderer>();

private void Update()

{
if(playerHealth !'= null && active)

playerHealth. TakeDamage(damage);

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.tag == "Player")

{

playerHealth = collision.GetComponent<Health>();

if (Itriggered)
StartCoroutine(ActivateFiretrap());

if (active)

collision.GetComponent<Health>(). TakeDamage(damage);

}
private void OnTriggerExit2D(Collider2D collision)

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

playerHealth = null;

private IEnumerator ActivateFiretrap()
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triggered = true;

spriteRend.color = Color.red;

SoundManager.instance.PlaySound(firetrapSound);
spriteRend.color = Color.white;
active = true;

anim.SetBool("activated", true);

yield return new WaitForSeconds(activeTime);
active = false;
triggered = false;

anim.SetBool("activated", false);

UlManager.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class UIManager : MonoBehaviour

{
[Header("Game Over")]

[SerializeField] private GameObject gameOverScreen;

[SerializeField] private AudioClip gameOverSound;

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

private void Awake()

{

gameOverScreen.SetActive(false);

pauseScreen.SetActive(false);

}
private void Update()

{
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if (Input.GetKeyDown(KeyCode.Escape))
{
if(pauseScreen.activelnHierarchy)
PauseGame(false);
else

PauseGame(true);

#region Game Over

public void GameOver()

{

gameOverScreen.SetActive(true);

SoundManager.instance.PlaySound(gameOverSound);

/IRestart level
public void Restart()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex);

/[Activate game over screen

public void MainMenu()
{

SceneManager.LoadScene(0);

/IQuit game/exit play mode if in Editor
public void Quit()

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

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

}

#endregion

#region Pause
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public void PauseGame(bool status)

{

pauseScreen.SetActive(status);

if (status)
Time.timeScale = 0;
else
Time.timeScale = 1;

¥

public void SoundVolume()

{

SoundManager.instance.ChangeSoundVolume(0.2f);

}

public void MusicVVolume()

{

SoundManager.instance.ChangeMusicVVolume(0.2f);

#endregion
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TOJATOK B

BIAI'YK
KepiBHHKa eKOHOMIYHOI0 PO3ai1y
Ha KBaJidikauiiiny podory 0akajiaBpa Ha TeMy:
«Po3po0Oka irpoBoro goxarky Ha pyuii Unity 3 BAKOPHCTAHHSIM MOBH
nporpamyBaHus C#»

Cryaenrta rpynu 122-20-4 JlicoBust Sfina Iroposuua

KepiBHMK €KOHOMIYHOI0 PO3al1y

nou. kag. IIEII ta I1Y, k.e.H JI.B. KacbsiHeHKO
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MEPEJIIK ®AWJIIB HA JINCKY

Im’s1 paiina Omnuc

[TosicHIOBaJIBHI JOKYMEHTH

Jumaom.doc [TosicHIOBaJIbHA 3aITMCKa 0 KBaTi(iKaIiiHO1
po6otu. okyment Word.

Jurtom.pdf [TosicHrOBasIbHA 3aIUCKa 0 KBaTi(iKaIliiHO1
po6otu B hopmari PDF

[Iporpama
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