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PE®EPAT

Kamidikariitna pobora OakamaBpa «Po3pobka 2D mnardopmep rpu 3
BUKOPHUCTAaHHAM irpoBoro pyuiis Unity»: 47 c., 45 puc., 2 Tabi., 5 mxepen.

BIZJAEOT'PA, I'PA, KOMIT'IOTEPHA ['PA, [TATEPHU
[TPOI'PAMYBAHHAL, ITINTAT®OPMEP, UNITY, VISUAL CODE.

OO6’ekT AOCHIIKEHHS — TPOIEC CTBOPEHHS BIJCOTPH 3 BHUKOPUCTAHHSIM
irpoBoro pymrist Unity.

[Tpenmer nocmimkenns — Unity, Visual Code.

Mera pobot — po3poOKa MOBHOLIIHHOI I'pU 3 IHTEPAKTUBHUM 1HTEpPeiicom
KOpHUCTYyBaua 3a fonomoroto Unity.

Meron HOCHIKEHHS — aHami3 MIIXOJIB CYyYaCHOIO IrpoOBOrO JAW3aiHY,
MOJICTIOBaHHS IrPOBOT JIOTIKHM 3 BUKOpUCTaHHIM pyiis Unity.

VY pe3ynbTaTi po3po0JICHO ITPOBHIl 3aCTOCYHOK, MPOJAEMOHCTPOBAHO MPOIIEC
pO3pOOKM TPOTrpaMHOro 3a0Ee3MEUEeHHs, HABEICHO Jlarpamy MpeleaceHTIB,

CYTHOCTEH Ta 3B’ SI3KIB.



SUMMARY

Bachelor’s qualifying paper “Development of a 2D Platformer Game using
the Unity Game Engine”: 47 pages, 45 figures, 2 tables, 5 references.

COMPUTER GAME, GAME, OOP, PLATFORMER, PROGRAMMING
PATTERNS, UNITY, VIDEO GAME, VISUAL STUDIO CODE.

The object of the study is the process of creating a video game using the
Unity game engine.

The subject of research is Unity, Visual Code.

The goal of the work is to develop a full-fledged game with an interactive
user interface using Unity.

The method of research is an analysis of modern game design approaches,
modeling game logic using the Unity engine.

As a result, a game application is developed, the software development
process is demonstrated, and a diagram of precedents, entities, and relationships is

provided.
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BCTYII

Ha croronni iHIycTpist Bieoirop € oaHiero 3 HaumpuOyTKoBimux cdep B IT.
Bineoirpy — 1e KoMOiHAIisl TEXHOJNOTIM Ta KpeaTHMBHOCTI, 3aCHOBaHAa Ha
NpUHIMIAX KOMII IOTEpHUX Hayk [3]. He3Baxkarouum Ha Te IO Traily3b 3’ sBUJACA
BiJIHOCHO HEIIIOJaBHO, BOHA BXKE 3aiiMae OJHY 3 TOJIOBHHX Mo3uiliid. [{e Mae mpocte
MOSICHEHHS: PO3BUTOK TEXHOJIOTIH, SIKUW CTaBCS B PE3yJIbTaTl MOSBH IHTEPHETY.
3a3BuYail KOMI IOTEPH1 Irpy KIACU(]PIKYIOThCS K OJUH 13 BUJIB pO3Bar, aje BapTo
3a3HAYUTH, L0 1€ HE €IWHE iXHe 3acTtocyBaHHsA. CyyacHl HaBYalbHI peCypcHu
BUKOPUCTOBYIOTh ITPH Il CTBOPEHHS CUMYJIALIM JIJI1 HAaBYaHHS CIELIATICTIB Y
pi3HuX cdepax.

Mertoro kBamidikaiiitHoi podoTu € po3poOKa MOBHOILIHHOI I'pH. JlOCSITHEHHS
MOCTABJICHOI METH Mependavae peaiizailito TaKux 3aBIaHb:

— TpOoaHali3yBaTH MPEIMETHY 00JIacTh;

— BH3HAUYCHHS apXiTEKTYypH;

— chopMyJIIOBaTH BUMOTH JI0 CUCTEMU;

—  pO3pOOHUTHU CUCTEMY;

— TPOBECTU TECTYBaHHS CTBOPEHOTO MPOEKTY.

[Mpenmer nocmimkenns — Unity.

OO0’eKT HMOCHIIKEHHS — NpPOLEC CTBOPEHHS BIJEOTPH 3 BUKOPUCTAHHSIM
irpoBoro pyurist Unity.

Metoau HOCHIKEHHS — aHali3 MiAXOJIB Cy4acHOTO IrpOBOTO JAU3aiHY,
MOJIETIOBaHHS IrPOBOT JIOTIKHU 3 BUKOpUCTaHHIM pyiis Unity.

PoGora cknamaerbest 31 BCTyMy, TPbOX PO3JLIIB, BUCHOBKY Ta MEPENIKY
BUKOPUCTAHUX JIXKEPEIL.

[lepmmii  po3min  NPUCBSUEHUNM  aHANI3y MpeIMeTHoi o0JjacTi  Ta
BUKOPUCTAHOTO MPOTpaMHOro 3a0e3MeUeHHs, HaBEACHHIO BHUMOT, $IKI MOTPIOHO
BUKOHATHU JJI1 YCHIIIHOI peaji3amii NpoeKkTy. Y IpyromMy po3[iii — JAeTalbHUN

ONnuC NpoeKTyBaHHA. HaBeneHo niarpamMu Ta BUKOPUCTAHO MaTepHU. Y TPETHOMY
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po3auIl 0yJI0 OMUCAHO TIPOIIEC peatizallii, TECTyBaHHs Ta 30ipKu JoAaTka. Takox

HaBEJICHO TPYAHOII, SIKi BAHUKAIU Ha NUIAXY, Ta TE, SIK iX OyJI0 yCYHYTO.



1 BUBHAYEHHSA BUMOT 10 3ACTOCYHKY

1.1 Anaui3 npeameTHoi o6aacTi

[Tnardopmep — 1ie xaHp irop, y sSIKOMy OCHOBHA Jli 0OEPTAETHCS HABKOJIO
0iry ta crpu6kiB. Halikpamum npukiiagom € Super Mario Bros, ockiIbku came 11
rpa knacudikyBana «miatgopmep» sK >kaHp Bigeoirop. SMB wmama Takuit
MOHYMEHTAJIbHUM ycmix, 1o 2D-muiatgopMep cTaB JOMIHAHTHUM CTUJIEM
BIJICOITOP HA POKH 1 3aJUIIAETHCS AKTYyalIbHUM ChOTOJHI. DaKkTUYHO, KaHp CTaB
HACTUIbKHA PO3MOBCIOPKEHHUM, 110 YSBJIEHHS OaratboxX JIOAEH Mpo Te, IO TaKe
BijIeorpa, Mo CyTi, CXoxe Ha miargopmep [1].

Y rpi Takoro >kaHpPy TpaBellb PYXa€ThCs MO PYXOMHX ab0 HEPYXOMHX
mwiatpopmax. Y 2D-cTwiil mepcoHa)k 3a3BUYal pyxaeThcs 3i7iBa Hampaso. Ha
[UIAXY TPaBellb MOKE 3yCTPITH PI3HOMAHITHI MPEIMETH, TaKi sIK MaBep-amu, 30pos
ab0 mpeAMETH JJI BIAHOBIIEHHS 310pOB’°s. TakoX NpUCyTHI MEPEMIKON Y BUTIISAL
BOPOTiB, MACTOK 200 rOJIOBOJIOMOK.

[lepmii BiJieoirpyd TaKOro *aHpy MOYald BUITyCKaThcAd Ha modatky 1980-x.
Sckpasumu npukiagamu € Sonic the Hedgehog, Pitfall, Alex Kidd, Bonk, Donkey
Kong Country ta Kirby, i ne nume mesixi 3 Hux. IXHiif ycmix i JaB MOIITOBX 10
CTBOpPEHHs 1rop Takoi kareropii [2]. Uepe3 Taky pO3MOBCIOIKEHICTh MOSBa
nipkaHpiB  Oyna Jdmie NUTaHHSIM 4bacy. [[i mimpkaHpu MoXHaA BBaKaTH
Cy0’€KTUBHUMH, OCKIJIBKM KOKHA Tpa Ma€ CBOi YHIKaJbHI MEXaHIKM Ta MOXKE
KOMOIHyBaTu B co01 OGararto >xaHpiB. HailOutbln Bri3HaBaH1 MiPKaHPU HABEJEHO B

tabymmm 1.1.

Tabmuug 1.1 — Iipxanpu nnatdopmepis

Ne Hassa Hixxanp Onuc IIpeacraBHUKH

B 30cepe/KeHICTh Ha Hollow Knight,
. KIITH- . .. . .
1 MertpoinBanis JIOCHIIKEHHI CBITY Ta Nine Sols, Rain

maTdopmep

3100y TTi HOBUX HAaBUYOK World
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[Tponorxenns Tabdmui 1.1

Ne Hassa Iixzkanp Onuc IIpeacraBHUKH
IT ) .
HaTq)OIjMep Exmn- T"onoBHOIO Hdi€ro € TTOCTIiIHA Mega Man,
2 «birait 1 : .
. mwiatrgopmep CTpUISIHUHA Metroid.
CTPLISI»
[Tnardopme Ekmn X-Men: Mutant
3 , bMEp Bupinserscs 6nmokniM 6oem | Apocalypse, Astro
Beat’Em Up mwatgopmep
Boy: Omega Factor
Buyunwuii HecnpaBeninBi MexaHikH, Kazio, Mario
4 Masokop . .
maThopmep posirpamr y ¢hopmi rpu Maker
Donkey Kong,
: : : Spanky’s Quest,
Kowmiuna exmn- | ['osioBonomka- I'onoBosIOMKH, BIACYTHICTD P . y's Q
5 oa inarope Sitio Penguin Land, The
Hok .
p pMEp Lost Vikings,
Lemmings
Super Mario 64,
[3omeTpuuHmiA 3D- . . . P
6 nardopae nardopye TpuBUMIpHUI CBIT Spyro the Dragon,
PMEP PP Prince of Persia

Takum 4ynHOM, TIATPOPMEPH 3aMalOTh BAXKIIMBE MicIe B 1HAyCTpli. BoHn
3a0e31euyoTh po3Baru s Oaratbox rerimMepiB. HemoxinuBo ckas3aTu, Kyau B
MaiiOyTHbOMY OyJie pyxaTuCs KaHp, aje MOXKHA CKa3aTH, 10 BiH 3aJIMIIUTHCSA B

1HAYCTpli HAJOBIO.

1.2 AnaJji3 icHyloumx irpoBux pyuriiB

31 3poCTaHHAM MOMYJISPHOCTI cdepu BiEOIrop 3pociia 1 KUIbKICTh
nporpaMHoro 3a0esneyeHHs Uil iX po3poOku. Po3risHemMo  HalOLIbII
BUKOPHCTOBYBaHI BapiaHTH.

Unreal Engine — ne yHiBepcayibHUil irpoBuii pymrii. Ha mouaTky cBoro
ICHYBaHHS BiH OyB IpU3HAYEHUH 1JI pO3pOOKHU 1rop TIIIBKU BiJ Mepuioi ocoOu, aie
HACTYMH1 OHOBJICHHS JTO3BOJIWJIM PO3LIMPUTH KaTeropii cTBopeHHs. Bin nmiaTpumye
po3poOky He Tuibku s [1K, a i nns renedoniB, ToMy € 0araToQpyHKI1OHATbHIM.

[Ipore HaWOLIBII YHIKAJIBHOIO SIKICTIO Ii€1 MporpaMu € Te, 1o Oyab-sSKul


https://www.kelleherbros.com/blog/2014/11/20/x-men-mutant-apocalypse-review
https://www.kelleherbros.com/blog/2014/11/20/x-men-mutant-apocalypse-review
https://www.kelleherbros.com/blog/tag/Prince%20of%20Persia

11

3aJlyMaHUN TPOEKT MOYKHA CTBOPUTH O€3 BUKOPHUCTAHHSA KOy 32 JOIOMOTOIO
Bi3yaJIbHOTO MporpaMmyBaHHs [5]. Benuka KinbKICTh JOKYMEHTAIIIT JO3BOJISIE JIETKO
O3HAMOMUTHUCS 3 TPOTPaMOI0 MOYATKIBISAM. TakoX HaWOUIBIIO MEpeBarolo €
BUTbHA JIIEH31S, SKa 03BOJIsiE OE3KOIMTOBHE BUKOPHUCTaHHS. Bizarami, pymriit
MO’KHa BUKOPHCTOBYBAaTH HE TUIBKH JIJIsl CTBOPEHHS irop, a W i Bi3yaJbHOTO
KOHTEHTY, Ju3aiiHy Ta rpadiku. 3BUYaiiHO, AK 1 BC1 pyIIii, BiH Ma€ CBOi HEJOMIKH.
st komdopTHOT poOOTH 3 peaakTOpOM KOMIT IOTEp TIOBHHEH BIAMOBINATH
CUCTEMHUM BHUMOTaM, TakKuM sK: He MeHmie HiK 8 ['b omeparuBHOiI mam’sTi,
HaitHoBIma Bepcis OC, HasABHICTh OJHIET 3 HAWHOBIMIMX BIIEOKAPT 1 MPOIECOPIB
Tomo. Yepe3 BenuKy KuUIbKICTh HajmamTyBaHb Unreal Engine miaxoauts ams
CTBOPEHHSI BEJIMKUX 1 KOMIUIEKCHUX MPOEKTIB y cTriil 3D.

Godot — 11e pymiit 3 BIZKpUTHM KOJIOM Ta JOCTyIoM. BiH He 3aiimae Garato
MICL, HA BIAMIHY BiJ TakuxX rpoMmi3akux pyuis, sk Unreal Engine. Godot Hagae
MO>KJIMBICTh CTBOpPEHHS irop sik y 2D-¢gopmari, Tak 1 y 3D [2]. IIpore 3D-
MO>KJIMBOCTI HE TakKl MPOCYHYTI, SIK y IHIIMX IPEACTABICHUX pyIIiiB. Pymniil mae
CBOIO MOBY MPOTrpaMyBaHHs, CX0XKY 3a NpuHIMNIamMu Ha Python.

Unity — e Haiimomy IapHimmii irpoBuii Ta KpocruaTdopMoBHit pymriii. Floro
NOMYJISIPHICTh BIJKPUBAE AOCTYI NI0 Jy>XKe OaraTboX MaTepiaiiB Jyisl BUBUYEHHS
noyatkiBusM. Ilporpama mnigTpumye Maibke Bcl 3arampHopoctynHl OC Ta
m1aTpopMHU, Ha AKUX MOKHA 3allyCTUTH IrpH, Taki sk: Windows, Linux, MacOS,
Android, 10S, PlayStation, Xbox, Nintendo Switch 1 1. a. [4]. Takox BaxJIHBO
3ayBaxuTH, 0 Unity Mae oAHy 3 HalKpallyMx ONTHUMI3allid cepel IHIIUX PYIIIiB,
10 MO3UTHUBHO MO3HAYAETHCA HA MIBUIAKOCTI Ta SKOCTI poOOTH HaJ npoektami. [1le
OJIHIEI0 3 TIEpeBar MOXHA Ha3BaTH Mara3uH maTepialliB, AKUW HAJa€ JTOCTYI 10
B)KE€ TOTOBUX PECYPCIB, TAKUX K CKPHUIITH, clipaiiTu Ta iHme. Unity mae 3 mineHsii:
JB1 3 SIKMX JJIsI KOMEPUIHHOTO BUKOPUCTAHHSI CTBOPEHOT'O MPOEKTY, a TPETS — AJIA
MEPCOHATILHOTO 00 HEKOMEPIIHHOTO BUKOPUCTAHHS.

Otmxe, 3Bakaloud Ha BCl IUIIOCM W MIHYCHM, MOKHAa CKa3zaTv, M0 3
MPEACTAaBICHUX Ta NPOAHATI30BAHMX IFPOBHUX PYIIIiB BUOIp OyB 3poOieHuit

PaBUIIBHO.
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1.3 ®opmyBaHHs PYHKIiIOHAJTBHUX BUMOT

dopMyBaHHA BUMOT — HAWBaXJIMBIIIA CTadisl PO3POOKHA IMPOTPAMHOTO
3a0e3neyeHHs. Bona nomomarae cTBopuTH OaueHHS (DyHKIIOHANA, SKUM Hajmami
Oyze peali3oBaHo.

Ha pucynky 1.1 HaBeneHo, 110 BXOAUTH 10 (PYHKIIOHATBHUX BUMOT.

BuBegeHHA
TEKCTY 3

MpubnpaHHa
TEKCTY

TonoBHWIA ekpaH
Bsaemogin 3 DyKuioHanbHi
& Cucrema ELE
BOpramu . BUMOTH
3A0POB'A
Buxig 3 rpu
B3aemopin 3 |,

nacTKkamm
\| HanaTwryea
HHS

[ LWeuaka navens(Hot Bar)

Cucrema Kart-
MepcoHax
cueH

Pyx
.

\
y ) Cuctema ®oHoBa my3uka (BGM)
iHBEHTapo Ayaio
FeHepauia cnoTip [€
3BykoBi edexru (SFX)
MepemiweHHa npegmeTie [ -]

‘ oD R

Pucynok 1.1 — ®yHKIiOHaNbHI BUMOTH 10 3aCTOCYHKY

Cucmema kam-cyeH:

— cucremMa 3a0e3nedye BiI0OpaKeHHS TEKCTY;

— KOpHUCTYBad Ma€ MOXJIMBICTh TPUOPATH TEKCT 3 €KpaHAa.

Cucmema 300po8 s

— KOpHUCTYBad Ma€ MOXJIMBICTh B3a€MOJISTH 3 MACTKaMH, SIKI 3aBJAIOTh
IIKOJIA a00 TOCHITIOIOTH CTPUOOK.

Cucmema ingenmapio:

— CHCTeMa MpH 3aMyCKy T'PU AUHAMIYHO CTBOPIOE CIIOTH, B SIKUX OYyIyTh
30epiraTucs IpeIMeTu;

— CHCTEMa HaJae€ MO>KJIUBICTD HepeMiH_IyBaTI/I MMPpEeAMCTH 110 CJI0TaXx,
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— CHCTE€Ma Jla€ MOXJIMBICTh IIBUAKO BHUKOPHUCTOBYBAaTH TMpPEAMETH 3a
JOTIOMOT'OI0 IIBUJIKOT ITaHEJII.

Ilepconaorc:

— CHCTEMa JI03BOJIIE KOPUCTYyBauy MepecyBaTH MEpcoHa)xa B MpaBuil abo
JiBUH O1K, T03BOJISIE€ CTPUOATH Ta aTaKyBaTH.

Menio:

— CHCTE€Ma MICTUTh T'OJIOBHE MEHIO, 3 SIKOTO KOPHUCTYBad MOKE 3aIlyCTUTH
rpy abo BUNUTH 3 HET;

— CHCTEMa HaJa€ MOXJIMBICTh KOPHCTyBady HAJAITOBYBATH TyYHICTh
(hoHOBOT My3HKH 200 €(EeKTiB.

Ayoio:

— CHCTeMa MOBWHHA MaTd (POHOBY MY3HMKY JIsl CTBOPEHHsSI atMochepu Ta
3aHYpEHHS Y TPY;

— CcHCTeMa MOBMHHA MaTu €(EeKTH MpHU OTPUMAaHHI EPCOHAXKEM IIKOAM Ta
OTpUMAaHHI MOCUJICHHSI.

OyHKI[IOHAIbHI BUMOTH € OCHOBHUMH, TOMY MarOTh HAWUBUIIUI MPIOPUTET

JJIsI BAKOHAHHA Ta 3aBCPHICHHA ITPOEKTY.

1.4 ®opmyBaHHs HeQPYHKIIOHAJIBLHUX BUMOT

OyHKIIIOHAIBPHI BUMOTH BHM3HA4YalOTh, IO MOBHMHHA poOWUTH cucTtema. Ha
BIJIMIHY BiJ] HUX, HE(QYHKI[IOHAJIbHI BUMOTH BU3HAYaAIOTh, SIKOIO MOBHHHA OyTH
cucTema AJig 3a0e3MeYeHHs] BUCOKOT SIKOCTI KIHI[EBOTO MPOJIYKTY.

Hetanbauii  onuc HEPYHKIIOHATHPHUX BHUMOT HAaBEACHO HUX4YE Ha
pucyHky 1.2.

3pyunicme  6uxkopucmanHs: 3aCTOCYHOK TIOBUHEH MaTH IHTYITHBHO
3po3yMiuil Ta Jierkuil inTepdetic. [nrepdeiic He MOBUHEH OyTH TIepeBaHTAKEHUIN
JIOAATKOBUMHU 1 HETIOTPIOHUMHU €JIEMEHTaMHU.

CymicHicmo: TIporpamMa TMOBUHHA Oe3mnepelbiiiHo mpaioBatd Ha OC

Windows 10 ta 11.
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[1lsuokicms: 3aCTOCYHOK MAa€ IIBHUJIKO 3aITyCKaTHUCS.

IIpooykmuenicms: MBUJIKI TIEPEXOJIU MK KIMHaTaMu 0€3 3aTPUMOK.

LLiBMAKKii 3anyck

LWBuakicTe

IHTYITUBHMA 3pyuHicTb
Kl BUKOPUCTaHHA

HedykuioHancHi BuMoru

windows 10/11 CymicTHicTb

MNpoAyKTUBHICTL %{ MnaBHicTh Nepexogis |

A MODELER

Pucynok 1.2 — HeyHk1ioHaIbH1 BUMOTH JI0 3aCTOCYHKY

Takum 4uHOM OyJO NpOaHATI30BaHO NpOrpamMHe 3a0e3MeYeHHd Ta

copmoBaHO BUMOTH. OTKE, MOKEMO MEPEXOUTH 10 peani3alii MPOeKTY.
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2 IIPOEKTYBAHHA ITPOEKTY

2.1 IIpoekTyBaHHS apXiTeKTypH

CrpykTypa po3po0OsiieHOro JojaTka 0a3yeTbcsi Ha  KOMIIOHEHTHO-
opienToBanii apxiTtektypi (CBA). [ns irpoBoro pymis Unity Taka apxiTeKTypa €
npupoaHor. CTPyKTypy TpH 3aMiCTh MOHOJITHOTO KOOy OyJi0 po30HUTO Ha OKpemi
JIOT14HI PiBHI.

3aBIsSKM TAKOMY pIIICHHIO OyJl0 CHPOIIECHO MPOIEC HaJIaroJKEHHs Ta
BUIIPABIICHHS MOMUWIOK. CTPYKTYPHO JTOJATOK MOYXHA PO3JUIATH Ha TaKl PiBHI:

— (b13UYHUI pIBEHB;

— pPIBEHb KOPUCTYBALLKOIO IHTEP(ENCY;

— PIBEHb NI00ATBHUX CEPBICIB;

— PIBEHb CLIEHAPHOI JIOTIKH.

@®i3uyHUi pIBEHb BiJANOBiJIA€ 3a 0a30BY IrpoBy Joriky. Jlo 06a30Boi JOriku
BXOJSTh. KOHTPOJb rpaBls (pyX, araka, 3J0pOB’s), IHTEJIEKT BOpOTa, i€papxis
00’ €KTIB.

PiBeHp kopucTyBanbkoro iHrepgency BIANOBIAAE 32 3BOPOTHHUM 3B 30K 13
rpasiem. J{o mapy BXoIaTh: MiicKcTeMa IHBEHTapIo, JMHAMIYHA KapTa Ta CUCTEMA
Bi3yaJIbHUX CIIOBIIICHb.

PiBeHp r100anbHUX CEpBICIB BIAMNOBIAAE€ 32 CHUCTEMH, SIKI ICHYIOTh B
€IMHOMY €K3EMIUIApi, aje MalTh TIIOOAIbHUH JOCTYN i3 Oyab-AKol Touku
nporpamu. JIo Takux CHCTEM BXOJSTh ayAlOCHCTEMa Ta CHCTEMa MEPEXOIIB MK
KiMHaTaMHu.

OcranHili piBEHb CLEHApPHOI JIOTIKM MOOYAOBaHMM Ha yCHaJKyBaHHI Ta
abctpakuii. lledt map mo3Bosisie OyIyBaTH CKJIaHI MMOCTAaHOBKHM a00 BUBOJUTH
TEKCT JIJIsl JOTIOMOTH UM TIOSICHEHHSI MEXaHIK IPaBIIEBI.

Ha pucynky 2.1 300paxeno UML-mgiarpamy mpelieieHTiB, sKa IOKa3ye

MOXJIMBOCTI KOpPHUCTyBaua B pO3pOOJICHOMY J0JaTKy. [OJOBHUM 1 €AUHUM
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aktopoM y cuctemi € Kopucrysau (I'paBerp), skuit € 1HIIIATOPOM YCiX MPOIIECIB.

ToOTo maiike Bce, 10 MOKe POOUTH TpaBellb, TC 1 MOBUHEH POOUTH TTEPCOHAK.

pa

Mepecysatnen B
\"\ ABOX Hanpamkax

Artaka Boporis

MigiAnmaTy
npeaMmeTy

L=

KopwucryBau

Hanawrysanun
ayaio KOMMNOHEHTIB

MODFEI FR

Pucynok 2.1 — Jliarpama BapiaHTIB BUKOPUCTaHHS

[Ticns 3amycky rpu aktop «KopuctyBauy» MOKe B3a€EMOJISTH 13 CUCTEMOIO.
[lepuie, 1m0 Mob6aYnTh KOPUCTYBAY, 3MIMCHUBIIN BX1J] Y CUCTEMY, — II€ TOJOBHUMN
€KpaH, Ha SIKOMY 3MO€ MEePEeUTH A0 NMEePIIOro piBHS a0 BUNTHU 3 TPH.

Axkmo kopuctyBau obdepe «Iloyatu rpy», To mepeiiie Ha HACTYITHHUUN €KpaH
Ta OTpUMAE JOCTYM J0 KEPyBaHHS MEPCOHa)KeM, TOOTO MepecyBaHHS, CTPUOKIB 1
T. 1H.

[Ticns uporo akrop «KopuctyBau» Mae MOXIMBICTh B3AEMOMISTH 3
iHBeHTapeM. Lle nepenbavyae BUKOPUCTAHHS BXKE MiIOpaHUX MPEIMETIB, IEPErsi
KapTu (TOOTO CBOTO MICIHE3HAXO/KEHHSI) Ta HaJalTyBaHHS ayJ10KOMIIOHEHTIB,
10 03HAYa€ MOKJIMBICTh KOPUTYBAHHS T'YYHOCTI ay[Iio.

OTxe, micas 3aBEPUICHHS KOHIIENTYaJbHOTO PIBHS MOXHA MEPEXOJUTH 10

MpOTpaMHOI peaizarlii.
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2.2 BukopuCTaHHS ATEPHIB

VY mexax po3poOJeHOr0 MPOTPaMHOTO MPOAYKTY OyJI0 BUKOPHUCTAHO TaKi
apXiTEeKTypHI MaTepHU:

— OJIMHAK;

— crocTepirady;

— Ia0JOHHUN METO Ta MoJIMOP(Pi3M;

— KOMaHJa.

[latepn «OauHaK» BUKOPHUCTAHO JIsi CTBOPEHHSA TJI00ANbHUX CEPBICIB,
TaKuxX SIK MEHEIKepU 3BYKOBOro cymnpoBoay (SoundManager, MusicManager),
koHTposiep cnoBimenb (ItemPickUpUi) Ta wMeHemkep auHaAMIYHOI KapTH
(MapController Dynamic). Ilarepn 3abe3rneuye Te, 0 11 KPUTUYHO BaKIJIMBI
MIJCUCTEMHU ICHYIOTh Y CTPOTO €IMHOMY €K3EMILIApPl IPOTATOM YChOTO IrpPOBOTO
ceancy. lle Hamae iHIIMM MoAydsIM Oe€3NeyHy TJI00ATbHY TOYKY AOCTymy Oe€3
HEOOX1THOCTI BUKOHYBaTH PECYPCOMICTKMM MOUIYK 00’ €KTIB Ha CLEHI.

[Mabnon «CrnocTepiray» 3acTOCOBAHO JUIsl IHTErpalii KOPUCTYBALbKOTO
iHTepdeiicy 3 irpoBoro Jorikow. Hampukinaa, B3aemopiss 3 HaJallTyBaHHSIM
T'YYHOCTI peajizoBaHa 4epe3 jeneraTd Ta mianucku Ha moxii (AddListener). Ile
JI03BOJISIE CHCTEM1 pearyBaTH Ha [ii KOpUCTyBada BHUKIIOYHO B MOMEHT iX
BUHHUKHEHHS1, TOBHICTIO YHUKAIOUM HEE(PEKTUBHOI MEPEBIPKHU CTAHIB.

[HabnonHuit MeTox Ta MOMIMOP(I3M  BHUCTYNAOTh  (PYyHIAAMEHTOM
NIJCUCTEMU KATCUEH Ta lepapxii irpoBUX MpeAameTiB. ba3oBi aOCTpakTHI Kiacu
CutsceneBase Ta Item Bu3HauyarOTh 3arajdbHy OCHOBY 4epe3 BipTyalbHI METOIH
Execute Ta Useltem, no3Bomstoun Hamagkam (Hanpukian, Cutscene Text)
NEepeBM3HAYATH KOHKPETHY MNOBEAIHKY. Takuil miaxiAg rapaHTye ITOTPUMAHHS
npuHIMny BigkpuTocti/3akputocti (Open/Closed Principle) — cuctema Bigkpura
JUISL I0JIaBaHHS HOBUX MPEIMETIB UM CLICH, ajie 3aKpuTa Jjis Moaudikaliii 6a30Boro
sapa.

KoMnoHeHTHUI TaTepH JO3BOJMB YHUKHYTH NPOOJIEMH YCIaJIKyBaHHS.

IrpoBi cyTHOCTI (TOJIOBHUH MEPCOHAXK, BOPOTH) (POPMYIOTHCS HUIIXOM KOMIO3UIIT
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HEBEJIMKUX HE3aIeKHUX CKPUNTIB-KOMIIOHEHTIB. Lle 3abe3neuye makcumaibHy
130JIS1I110 JIOTIKH (BIAOKpEeMJICHHS (PI3UKH MEPECYBAHHA BiJ] YIIPABIiHHS 3710pPOB M
abo 1HBEHTapeM) Ta BUCOKUN PiBEHb MOBTOPHOTO BUKOPUCTAHHS KOY.

[Tatepn «Komanma» Oyi0 BHUKOPHCTaHO I peamizailii pyxy TpaBIlsl.
3aMicTh XapJKOAy, CHCTEMa TeHepye BHKJIMK METOJy. Take po3MexKyBaHHS
JI03BOJISIE  peaji3yBaTH MIATPUMKY pI3HUX MPHUCTPOIB BBeAeHHs. JleTanpHy

CTPYKTYpY MaT€pHY MOYKHA NEPETISTHYTH Ha PUCYHKY 2.2.

nvoker Command
Unity Component: Player I"r:: Struct: CallbackContext
Input
Target Reciever
Rigidbody2D -
Transfarm '::]————— + Mave ()
lump {)
velocity | p )
Y e b 1
LocalScale + |r-l*:'|1:-:1,

Pucynok 2.2 — UML-niarpama BukopucTtatoro narepny Komanaa

BuxopucranHs 3a3Ha4eHHX MAaTEPHIB MPOEKTYBAHHS JO3BOJIMIIO CTBOPHUTU
YUCTY apxXITEeKTypy J[ojaarka. Takuil mMmiaxiy MiHIMIZye€ PU3UK BUHUKHEHHS
MOMWIOK Ta CTBOPIOE MOMJIMBICTh JJI PO3IIUPEHHS (PYHKIIOHATY TpHU Yy

MaliOyTHHOMY.
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3 IIPOI'PAMHA PEAJII3BALIA 3ACTOCYHKY

3.1 IIporpamua peaJiizauisi nepcoHaxa

[Tepmmm etanom peanizaiii Oyae nogaBanus Rigidbody2D. Ileit kommoHeHT
NPUETHYETHCA 70 OyIb-SKOro IirpoBOro o00’e€kTa, gonae Gi3UKy 1 JT03BOJISIE
pyxatucs Tibku 1Mo ocsax XY [4]. 3 6araTh0X HajamTyBaHb IIBOTO €JIEMEHTA B
Unity omaum i3 ronoBHux € tumn Tina Rigidbody2D, sikuii BU3Ha4Yae MOBEIIHKY
pPYXy Ta B3a€EMOJIIO 3 KOJIAHJEPOM.

JluHaMIYHUHM THUI € HaWOLIbII IHTEPAKTUBHUM cepell IHIIuX. KinemMaTuaHuii
TUII IIepedavae BUKIOYHO YITKE KepyBaHHA 3 00Ky KopucTyBada. Ha BigMiHy BiJ
JVHAMIYHOTO TUIa, KiHEMaTU4YHE HE MIAAA€ThCA 3BUYAMHIN (Pi3uill, Takid sk
TsDKIHHS. BOHO Bce 1€ pyXaeThes 31 CBOEIO MIBUAKICTIO, aJI€ Ha 1I€ HE BIUIMBAIOThH
iHOo cwid. CTaTUYHMA THUII HE PyXaeTbCsd IMiJ Yac CUMYJEALII. 3arajioM BiH
BUKOPUCTOBYETHCS TUIBKH ISl HEPYXOMHUX 00’ €KTIB.

[IpoanamizyBaBmM BCl TUIM, BUOIp Oyno 3po0JICHO Ha KOPHUCTH
JUHAMIYHOTO, OCKUIBKM y BUMOTax OyJ0 3a3HAYEHO MOXJIMBICTH B3a€MOIIi MIXK
o0’extamu. 3a3zBuuaii komnoHeHT Rigidbody2D mnoeanyrots 3 Collider2D, sikwuii
BU3HAYae (popMmy NSl 3ITKHEHB 00 €KTIB 1 IXHBOI B3a€MOI1i MIXK CO0O0I0.

Hactynaum etanom € nqomaBanHs kommnoHeHTa Player Input. 3a monomororo
OO KOMIIOHEHTa OyJI0 BHM3HAYEHO HAJAIITYyBaHHS TOTO, SIK il BIAMNOBIIAIOTH
BUKJIMKaM y Kojl. [licis nosaBaHHsT KOMIIOHEHTA B CKPUIITI TETEP € MOXKJIUBICTh
BUKOpHUcCTaHHA BOynoBaHoi (yHkuii InputAction.CallbackContext, sika mo3BoJisie
CTEXHUTH 32 CTAHOM [I1i T4 3BOPOTHUM BUKIIUKOM.

ITicna momaBaHHS BCIX HEOOXIJHUX €JIEMEHTIB MO>KHA IOYATH HAIIHMCAHHS
koxy. Jlns peanizaiii nepecyBaHHs MepcoHaxka 0yJI0 BUKOPUCTAHO MOBEIHKOBUI
narepH «KomaHga» s onmTuMizallii Ta MIiABUILECHHS MNPOAYKTUBHOCTI KOIY.
Takuii BUOIp [103BOJSIE TEPETBOPUTU 3alUTH Ha OO’ €KTH, IO 3PYYHO JIA

CKJIaZaHHs KoMaHJ B uepry. Inimiatopom € Player Input, sxkuii crexuTh 3a
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HATUCKAHHSIM KHOMOK 1 IMCJIS IbOro CTBOPIOE€ 00°ekT. OOG’€KTOM BHCTYIIA€
dbynkmis  InputAction.CallbackContext. Ha pucynky 3.1 HaBeaeHO mpHUKIaa

BUKOPHUCTAHHA MCTOY.

public void Move(InputAction.CallbackContext context)

{
if (PauseController.IsGamePaused)
{
horizontalMovement = 0;
return;
¥

horizontalMovement = context.ReadValue<Vector2>().x;

Pucynok 3.1 — Ilpuknan Bukopucranusa pyskiii InputAction.CallbackContext

VYV komi meron OyB 3acCTOCOBAaHUW [IJIsl MEPEBIPKM HATUCKAHHA KHOIKU

kopucTtyBaueM. [1oTik BUKOHaHHS Oy/Je HaBeeHO HIKYe y Tabnuii 3.1.

Tabmuis 3.1 — IoTik Bukonanusa ¢GyHkiii Move

No Onuc

['paBelib THCHE HAa KHOTIKY Ha KJIaBlaTypy

Player Input ¢ikcye Ta cTBOprO€ 00’ €KT

CrBoproetbes komanga Callback context

Komanpga nepenaerscst y merog Move

gl B~ W N

Ckpunt PlayerMovement BUKOHy€ TiepecyBaHHsI B IOTPIOHUIT O1K

Takuii MeTOZ] BUKOPUCTOBYBABCS ISl CTBOPEHHS 1HIIUX (YHKITIA CTOCOBHUX
0 MOXJIMBOCTEW KopucTyBada. Hampuknan, ¢yskmis Dash, sxa mo3Boise
KOPUCTYBady pOOWTH PHUBOK, IO mepeminrye Tpasis Broepen. dyukmito Dash

MOYHA MMOAUBUTHCS HA PUCYHKY 3.2.
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public void Dash(InputAction.CallbackContext context)
if (context.performed && canDash)

{
StartCoroutine(DashCoroutine());

3

Pucynok 3.2 — @ynkiis Dash

OcHoBHU# (GyHKIIOHAT pUBKY peanizoBaHo y (GyHkiii DashCoroutine (muB.

puc. 3.3).

public IEnumerator DashCoroutine()

{
Physics2D.IgnoreLayerCollision(7, 8, true);
canDash = false;
isDashing = true;
float dashDirection = isFacingRight ? 1f : -1f;
rb.linearVelocity = new Vector2(dashDirection * dashSpeed, rb.linearVelocity.y);
yield return new WaitForSeconds(dashDuration);
rb.linearVelocity = new Vector2(0f, rb.linearVelocity.y);
isDashing = false;
Physics2D.IgnoreLayerCollision(7, 8, false);
yield return new WaitForSeconds(dashCooldown);
canDash = true;

Pucynox 3.3 — ®ynkiis DashCouroutine

VY peanizariii 0ysno Bukopuctano Mmetoj Coroutine, SIKMil MOKe MPU3YTTUHITH
Ta BIJIHOBJIIOBATHM BHKOHAHHS, KOJIM NOTPiIOHO. Y Bumaiaky pyms Unity, Takui
METO/I MOX€E TTOYMHATH BUKOHYBATHCS B OJTHOMY KaJpi, a MOTIM BITHOBJIIOBATUCS B
IHIIOMY, IO JO03BOJISIE PO3MOJUIATH 3aBIJaHHS Ha KUIbKUA KaJpiB [4]. YV Mexax
3aCTOCYHKY BUKOpHUcTaHHs Coroutine € ONTUMAaJIbHUM apXITEKTYPHUM PILICHHSM,
OCKUIbKU y (DYHKIIIOHAJ NOTPIOHI TaiiMepu AJii BUKOPUCTAHHS MOKIIMBOCTEN 0O€3
0JIOKyBaHHSI OCHOBHOT'O BUKOHAHHS TPH.

VY ¢ynkmii DashCouroutine € Bukiuk merony IgnoreLayerCollision, sikuii
TUMYacoOBO BUMHKAaE (I3MYHI 3ITKHEHHS MDK rpaBueM Ta BoporoM. lle Hanmae

MEePCOHAXY CTaH HEBPA3IMBOCTI 1 JI03BOJISIE TMPOXOAWTH Kpi3h BOPOTIB, HE



22

BTpayarO4M 3JI0pPOB’S 1]l Yac puBKa. TakoX IMiJ Yac akTWBalii puBKa (DYHKIIIS
BMHKae Bi3yasibHUH edekT trailRenderer, 1o gae rpaBiio 3HaTH, IO PUBOK OYyJI0
BUKOHAHO YCIHIIIIHO.

HactymHuM KpokoM € jofaBaHHS cucTeMu 310poB’s. Came cucrtema
3I0pOB’Sl — OAMH 13 TOJOBHMX KIIOYIB JUIS B3a€MOJIIi 3 BOporamu. Y Mporpami
KopucTyBad. KirouoBuM KommoHeHTOM Yy peanmizamii OyB PlayerHealth, mo
BIJIMIOBiTa€ 3a YNpaBIiHHSA BCi€l0 cucTeMoro. Jlo OCHOBHUX 3aBIaHb CHCTEMHU
BXOJISITh OTPUMAHHSI IITKO/IM TTICJISl 3ITKHEHHS 3 BOPOTOM Ta BiTHOBJICHHS 370POB’ S
TICIIS CMEPTI.

Jns  peamizaiii  OTpUMaHHS IIKOAWM OyJO0 BUKOPUCTAHO (DYHKIIIIO

OnTriggerEnter2D (nuB. puc. 3.4).

private void OnTriggerEnter2D(Collider2D collision)
{
Enemy enemy = collision.GetComponent<Enemy>();
if(enemy)
{
TakeDamage(enemy.damage);
¥
Trap trap = collision.GetComponent<Trap>();
if(trap && trap.damage > 0)
{
TakeDamage(trap.damage);

s

Pucynok 3.4 — ®ynkuis OnTriggerEnter2D

s ¢ynkmis 0a3yeTbcs Ha TOMIMHO-Opi€HTOBaHIM Moxenm pymris Unity.
Konmu mexi komaijepiB rpaBlii Ta BOpOra IEPETUHAIOTHCS, PYIIIA TeHEpye
nporpamHy moxaito [4]. Y mporpami BigOyBaeThCsl TMepeBipka Ha 3ITKHEHHS 3
BOpPOroM abo 3 Mackoro, 1 micis 1boro BUKIMKAEThCs (PyHKiiss TakeDamage, sika
BiJIHIMA€ 3J10POB’sl.

AHQJIOTIYHO J10 puUBKa OyJI0 3pO0JICHO Bi3yallbHUM 1HIUKATOp, SIKUH
1H(pOpPMY€e KOpUCTYBaya Npo HAAXOIKEHH KoAU. Metoa He OyB yKe CKIaJIHUM
y peanizaiii. B HboMy BiJI0yBa€TbCsl 3MiHA CTaHy: 3MIHIOEThCSI KOJIIp CIpaiiTa Ha

4yepBOHUM (AUB. puc. 3.5).
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private IEnumerator FlashRed()

{
spriteRenderer.color = Color.red;
yield return new WaitForseconds(@.2f);
spriteRenderer.color = Color.white;

|
5

Pucynok 3.5 — ®ynkiis FlashRed

[TotiMm MeTOn poOHTH 3aTpUMKY, sika TpuBae 0,2 cekyHaM irpoBoro yacy. I
TIIBKKA TICHSI IBOTO TpaBellb BiHOBIIOE IMOYATKOBHU CTaH, KOJIp CHpalTy
MOBEPTAETHCS 10 OPUTIHATIBLHOTO .

O4eBUHO, HACTYIIHUM €TarioM MICJsl JIOTIKA MpO OTPUMAHHS IIKOAW Oy[e
CTBOPEHHsI JIOTIKM [UJIi cMepTi. Y peamizamii OyJo BUKOPUCTAaHO TMaTEpH
Cnocrepirau. Ilatepn OyJi0 BHKOPUCTAaHO JUIsi CTBOPEHHSI JIOTIKM CMEPTI
nepconaxka. Ponp mignucHuka BukonyBaia ¢yHkiis Start(), sika mianucyBagacs Ha

noxii GameController.OnReset Ta HealthItem.OnHealthCollect (nuB. puc. 3.6).

void Start()

{

ResetHealth();

spriteRenderer = GetComponent<SpriteRenderer>();
GameController.OnReset += ResetHealth;
HealthItem.OnHealthCollect += Heal;

1
+

Pucynok 3.6 — IIpuknaz 3actocyBanHs narepny «Crocrepirau»

Meron ResetHealth aBTomaTHuHO BITHOBIIOE 3I0POB’SI KOPUCTYBAUy MICIS
cMepTi. Y 1bOMY BUIMAAKY Oyjio BuUKOpucTaHO cuHxpoHizaiito 3 Ul Ckpunt
rpaBis B3aemomie 3 iHTepdeiicom o0’exkra HealthUI. Takum uymHOM, KOIH
KOPUCTYBau I[OMHUpaEe 1 Xoue CcnpoOyBaTH 3HOBY, BHKJIMKAETbCA (DYHKIIIS
SetMaxHeart, sxa mnoBepTae 3M0pOB’S A0 MAKCHUMAJbHOTO BCTAHOBJIEHOTO

3Ha4YeHHs (AuB. puc. 3.7).

void ResetHealth()

{

currentHealth = maxHealth;
healthUI.SetMaxHearts(maxHealth);

|
J

Pucynox 3.7 — ®ynkinis ResetHealth
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3aBepIaibHUM €TalioM po3pOOKH TpaBIlst OyJI0 CTBOPEHHS MEXaHIKU aTaky.
Jlns 3a0e3mederHHs] YUCTOTH KOAY apXiTeKTypy OyJIo pPO3IiICHO Ha JIBa CKPHUIITH:
PlayerAttack Ta AttackArea. PlayerAttack € koHTponepom aTaku, 110 BU3HAYAE il
TPUBAIICTh Ta BIJAIMOBIJAE 3a YNpaBiiHHSA a”iMaiiero (nuB. puc. 3.8 — 3.9). Ha
BIIMIHY BiJ TMOMEPEAHBOI MOJIHHO-OPIEHTOBAHOI CHCTEMH, TYT 3aCTOCOBYETHCS
CHUHXpOHI3alis 3 KiaBiaTyporo. Takuii BuOip OyB 3yMOBJIECHHN MiHIMAJIBHOIO

3aTPUMKOIO Ta MIBUAKICTIO BIAMOBII TpOrpaMy Ha HATUCKAHHS KJIaBiIIIi.

void Start()

{
attackArea = transform.GetChild(0).gameObject;

}

Pucynok 3.8 — ®parmenT koay 3 ckpunty PlayerAttack

void Update()

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

{
Attack();

}

if (attacking)
{

timer += Time.deltaTime;

if (timer > timeAttack)

{
timer = Of;
attacking = false;
attackArea.SetActive(attacking);

¥
¥
¥

Pucynok 3.9 — ®parment xoay 3 ckpunry PlayerAttack

Knac AttackArea BUKOpHUCTOBY€THCS ISl Bi3yaJbHOI BIAMOBIAI B MOMEHT
yaapy. Skmo Bopora 3HaiiieHO, TO Kiac Bukiaukae meton TakeDamage nms

Bopora (auB. puc. 3.10).
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using UnityEngine;

public class AtackArea : MonoBehaviour
I
L

private int damage = 1;

private void OnTriggerkEnter2D(Collider2D collider)

{
Enemy enemy = collider.GetComponent<Enemy>();
if (enemy)
{
enemy . TakeDamage (damage) ;
}
¥

[

Pucynok 3.10 — Knac AttackArea

Y pesynabTari po3poOKu OyJO0 OTPUMAHO IrPOBOrO MEPCOHAXKA, SIKUN
BIIMOBIZJA€ CyYaCHUM CTaHJIapTaM Ta TMPUHIMIAM 00’ €KTHO-OPIEHTOBAHOIO
nporpamyBaHHs (OOII). 3amicTh HamMcaHHS BCiX MEXaHIK KOy B OJHOMY (aiini,
110 € aHTUIATEpPHOM, iX Oyno po3aiieHo. Taka apXiTeKTypa CTBOpPEHa Ha OCHOBI
KOMIOHEHTHOTO Miaxoay. [IoBHUMII CIUCOK yCIX MOJAaHUX €JIEMEHTIB /10 00’ €KTa

rpaBIlsl HABEJICHUIN HU)KYE HA pUCYHKY 3.11.
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Pucynok 3.11 — Cnicok eJIeMEHTIB TOJI0BHOT'O repos
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IlincymoBy0uYHM, MOXHa CKa3aTH, IO TEPCOHAXK BiAMOBIIA€ BU3HAYCHUM
BUMOTAaM, BIJ3HAYAEThCA UYTIWBICTIO JIO B3aEMOJII 3 KOPHUCTyBaueM Ta

cTabUTBHOI0 POOOTOTO.

3.2 Ilporpamua peaJiizanisi iIHBeHTapIo, NPpeAMeETIB Ta KapTH

OcHOBHUM 3aco00M B3aeMOAli KOpHUCTyBaya 3 IPOrpaMoOI0 € CHUCTEMa
iHBeHTapro. B HpoMy nepenbadeHo Oarato (yHKIIH, TaKMX SK T€HEpallis CIOTIB,
CTBOPEHHSI AMHAMIYHOI KAapTW Ta HaJAIITyBaHHSA ayJlIOKOMIIOHEHTIB. lepapxiro

00’€ekTiB iIHTEpPeiicy HaBelleHO HuKue (AuB. puc. 3.12).

Pucynox 3.12 — lepapxist cuctemu iHBEHTapIo

JIisi BUKOHAaHHS BU3HAYEHHUX BHUMOT OYyJI0 CTBOPEHO 4 CTOpIHKH, SKi
BUKOHYIOTh BiAmoBimHI 3aBaaHHs. PlayerPage cdokycoBana ©Ha HagaHHI
KOPHUCTYBauy J0JaTKOBY iH(OpMAIIio PO MEXaHIKM (IuB. puc. 3.13).

InventoryPage BinmoBizae 3a TeHepallilo CIOTIB, Ae¢ OyayTh 30epiratucs
npeameT. Lleit 06’ €KT € oMHUM 13 HAUOUIBII BXXUBAHUX y TIPOEKTI, TOMY Bij HOTO
poGoTu Oyne 3amexaTd TPHEMHICTH IrpoBOro Tmpormecy. Ha el ememeHT
npu3HauyeHo kommnoHeHT kommonyBaHHS Grid Layout Group, sxuii po3mojiisie
CJIOTH Ta BUPIBHIOE KOMIpKH. CTBOPEHHS CJIOTIB BiZIOYBAa€ThCS TUHAMIYHO 1 TUTBKH

1] 9ac 3amycky rpu. @parMeHT Koy HaBeJeHO Ha PUCYHKY 3.14.
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Button & Actions

Jump. Press Z

Dash: Press C

Attack: Press X
Open&Close Inv: Press /

Pucynox 3.13 — Burmnsig 10momixkHOT CTOPIHKA KOPUCTyBava

void Start()
{
for (inti =0; i <slotCount; i++)
{
Slot slot = Instantiate(slotPrefab, inventoryPanel.transform).GetComponent<Slot>();
if (i <itemPrefab.Length && itemPrefab[i] != null)
{
GameObiject item = Instantiate(itemPrefab[i], slot.transform);
item.GetComponent<RectTransform>().anchoredPosition = Vector2.zero;
slot.currentltem = item;

it (item.GetComponent<ltemHandler>() == null)
item.AddComponent<itemHandler>();
if (item.GetComponent<CanvasGroup>() == null)
item.AddComponent<CanvasGroup>();
¥
¥
¥

Pucynok 3.14 — ®parmenT kony 3 ckpunty InventoryController

Sk TIIBKK KOpUCTYBad MigOMpaE MpeAMET, CUCTEMa aBTOMATHUYHO IMOYHHAE
MOIIYK BUTIBHOTO MICIS ISl po3MileHHs 00’ ekta. HacTynmHUM KpOKOM cHUCTEMH €
CTBOPEHHS KJIOHY MIJIOpaHOr0 eJIeMEHTa, SIKUU MEepeTBOPIOETHCS 3 (PI3UYHOTO Ha
iHTepdeiicunii. Taka MexaHika NOTpIOHA I BUKOPHUCTAHHS MpeIMeTa SK B

1HBEHTAap1, TaK 1 M03a HOro MeXaMHu.
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OCKUTbKM 3aKpUBAIOYM 1HBEHTAp, KOPUCTYyBau HE OAUYUTH CBOIX MPEIMETIB 1
HE MOXE€ 1X IIBUIKO BUKOPUCTOBYBATH, OyJIO MPUIHATO PIllIEHHSI CTBOPUTH IMAHETh
mBHUAKOro Joctymy. KopucTtyBau Mae 3MOry MEpeTSITHYTH MpeaAMeT 13 cjoTa
1HBEHTapIo B KOMIipKy maneni. [licas mporo rpaBels Npu HATUCKaHHI KHOMKH, IO
BIJIMIOBIIa€ HOMEPY CJOTa, 3MOXKE BUKOPHCTOBYBATH IpeaMeT. Taka MOKIUBICTh

3amporpamoBana y ¢yskitii UseltemInSlot (muB. puc. 3.15).

void UseItemInSlot(int index)
{
slot slot = hotBarPanel.transform.GetChild(index).GetComponent<Slot>();

if(slot !I= null && slot.currentItem != null)

I
L

Item item = slot.currentItem.GetComponent<Item>();

if (item != null)
{

bool isConsumed = item.UseItem();

if (isConsumed)

{
Destroy(slot.currentItem);
slot.currentItem = null;

[——
[a—
[——

[—

Pucynok 3.15 — @ynkuis UseltemInSlot

[lepmmm AiIoM METOJ OTPUMAE JOCTYI 1O KOMIpKHA B cuctemi. | Tiiabku
MICTIS MiATBEPHKEHHS HAIBHOCTI MPEIMETY Y TOMY MICIIl CKPUIIT OTPUMYE JOCTYT
10 komrnonenTa Item 1 ioro gynkiii Useltem, sika 103B0JIsIE BUKOPUCTATH 00 €KT.

Y rpi mepenbadeHO BUKOPUCTaHHS JIBOX TMpEAMETIB abo TMaBep-ariB:
Healthltem, sxuit BimHOBIIOE 31M0pOB’s, Ta Speedltem, o Hagae KOpUCTyBady
THUMYAacOBE 30UIBbIICHHS IMBHUAKOCTI. Jliarpama 3B’s3KiB MiXK TOJIOBHHM Ta
3aJICKHMMU KJIacaMU HaBeJieHa HIbK4Ye (IUB. puc. 3.16).

VY niarpami MOkHa mo0OayuTH, MO0 0OHMIBa 00’ €KTH 3I0POB’S Ta MIBHIKOCTI
noB’s3aHl 3 Item 3B’s13koM HachigyBanHa. Meron Useltem B 00’ekTax HEBEeIEHO

HIwK4e (auB. puc. 3.17 — 3.18).
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Item

+ virtual void Cellect()

+ virtual bool Useltem {) O

ICollectable

Health_Item Speed_ltem

+ averride bool Useltem (): {) + override bool Useltem () ()

Pucynok 3.16 — 3B 30K Mix KJlacaMH MPEAMETIB

using UnityEngine;
using System;

public class HealthItem : Item

I
L
public int healamount = 1;
public static event Action<int> OnHealthCollect;

public override bool UseItem()

{
base.UseItem();
OnHealthCollect?.Invoke(healAmount);
return true;

[—

1
J

Pucynok 3.17 — Bukopucranns ¢pynkuii y Healthltem

public class SpeedItem : Item

I

L
public static event Action<float> OnSpeedCollected;
public float speedMultiplier = 1.5f;

public override bool UseItem()

{
base.UseItem();
OnSpeedCollected?. Invoke(speedMultiplier);
return true;

[—

1
J

Pucynoxk 3.18 — Bukopucranns ¢yHkiii y Speedltem

[Tpeamet Healthltem nomae 1 onunuMIIO 310pOB’ ST, MAKCUMaTbHA KUTBKICTh —

5. Ilpenmer Speedltem npumBuIIye KOpUcTyBaya Ha 1.5.
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Hactynna cropinka — MapPage, sika ¢okycyeTbes Ha Bi3yamizaiii KapTH.
Kapra — BaxknuBui eJeMEHT HaBiramii y rpi 3 BIIKPUTHUM CBITOM. 3aMICTh
CTaTUYHOTO 300pa)KEHHS, SIK 1 y KOMIPKax, peaii3oBaHO T'€HEpalliio AMHAMIYHOI
Many TijJ 4Yac 3alyCcKy TpH, 3aJeKHO BiJl PO3TalIyBaHHS Ta PO3MIpiB KIMHAT y
CaMOMY 3aCTOCYHKY.

[Tpu HanmcanHi ckpunTy OyJI0 BUKOPUCTAHO naTepH «OAnHAaK», KU Ha/lae

IHIITMM MEXaHiKaM JIOCTYII 10 OHOBJICHHS KapTH (auB. puc. 3.19).

private void CreateAreaUl(PolygonCollider2D area, bool isCurrent)
{
GameObject arealmage = Instantiate(areaPrefab, mapParent);
RectTransform rectTransform = arealmage.GetComponent<RectTransform>();
Bounds bounds = area.bounds;
rectTransform.sizeDelta = new Vector2(bounds.size.x * mapScale, bounds.size.y *
mapScale);
rectTransform.anchoredPosition = bounds.center * mapScale;
arealmage.GetComponent<image>().color = isCurrent ? currentAreaColor :
defaultColour;
uiAreas[area.name] = rectTransform;

Pucynok 3.19 — ®parmenT koxay 3 ckpunty MapController

Crepiry CKpUIT 3HAXOJUTh 1 aHANI3Y€E€ 00’ €KTH, 3 SIKUX OyJe CTBOPIOBATH
Mary, To0TO KiMHaTd. ['0JIOBHOIO TpoOsemMoro y peanizaiii Oyl TepeHEeCeHHs
MEX1 KIMHAT Ta iX po3Mip. 3acTtocoByrounm MacmrabyBaHHs (mapScale), meTon
MEPETBOPIOE ITPOBI METPUKM Ha TiKcell y Mamy. Takox y mporpami Oyio
3aJlyMaHO TIEPEXOAHM MK KIMHATaMU, SIKl 3yMUHSAIOTh PYX T'PaBIls Ha JIEAKUN Yac
3]s YHUKHEHHs1 OariB. Y irpax xaHpy Iuiatropmep mnepexim i3 KiMHATH B
KIMHATy — 3BUYaiiHA MPAaKTUKA. SIK TUIBKU KOJIai/iep TpaBIlsd 1 OJIMH 3 KOJaiaepiB
KIMHAT CTHUKAIOThCSA, CKPUNT 3BepTacThes A0 Instance y MapController gepe3
natepH OIMHAK 1 IEpEeHOCUTH rpaBild. KopucTyBau BTpayae MOXKIUBICTh PyXy Ha
JIEKUJIbKa CEKYH], MOKH TEePCOHAX TMEPEHOCUTHCS HAa BKa3aHy BIJACTaHb, HA SIKIA

KOPHUCTYBa4 3MOKe MiTu fgam (quB. puc. 3.20).
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private void UpdatePlayerPosition(GameObject player)
{

Vector3 newPos = player.transform.position;

switch(direction)
{
case Direction.Up:
newPos.y += additivePos;

break;

case Direction.Down:
newPos.y -= additivePos;
break;

case Direction.Right:
newPos.x += additivePos;

break;

case Direction.Left:
newPos.x -= additivePos;
break;

1
J

player.transform.position = newPos;
;

i)

Pucynok 3.20 — @ynxkuis UpdatePlayerPosition

KopucryBaua MoxHa 3MilryBaTH sik 1o oci X, Tak 1 1mo oci Y. Takuit MeTos
JI03BOJISIE CTBOPIOBATH IMEpPEXOAW 3JiBa HampaBo Ta 3Bepxy BHHU3. Came 1e
J03BOJISIE CTBOPEHHS LIKaBUX 1 pI3HOMAaHITHUX PIBHIB.

[licns ycmimHOro mepexoay MDK KIMHATamu, SIKIIO KOPUCTYBad BIAKPHE
KapTy IIe pa3, BIH Mo0auyuTh, 1O Tepoi mepemictuBcs. Komip momnepeaHbol
KIMHaTH 3MIHUTbCS Ha CIpHil, a MOTOYHOI — HA 3€JICHUW, 1 1KOHKa NEepCcOHa)a
nepeHecetbcsi aBroMatnuHo. UpdateCurrentArea: ¢yHKIis, 10 peanizye

OHOBJIEHH MMOTOYHOT 00JacTi (1uB. puc. 3.21).

public void UpdateCurrentArea(string newCurrentarea)
{
foreach(KeyvaluePair<string, RectTransform> area in uiAreas)
{
area.Value.GetComponent<Image>().color = area.Key == newCurrentArea ? currentAreaColor : defaultColour;
\
J

MovePlayerIcon(newCurrentArea);

——

Pucynok 3.21 — Peamnizamis ¢pyunkiiit UpdateCurrentArea

Hukn foreach mnepebupae cIOBHUK 3a mMapaMu Kito4Y-3HaueHHA. [loTim

3aMICTh BHKOPUCTAaHHS KOHCTpPYKIi if-else kox OyB HamucaHuil B OJIUH PAJIOK.
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CucrtemMa MOPIBHIOE KJIIOY 13 HA3BOKO MOTOYHOI KIMHATHU: SKIINO BIAOYBCS 30IT, TO
3aCTOCOBYETHCS KOJNip akTUBHOI 30HH. Metog MovePlayerlcon nepemintye ikoHKY
TpaBlsl Ha Mami. 3aMiCTh 3BEPHEHHsI 1O CIIOBHUKA II€ pa3, AN CKOPOYEHHS
omepaiiii Oynmo BukopuctaHo weton IryGetValue. V pasi mnepemaBaHHS
HEICHYI0UO1 KIMHATH METOJA MoBepHe false, 1 momanmpIimii KOJ TMEPEBIPKU HE
BUKJIMKATUMETHCS.

diHalbHUM KPOKOM ISl pO3POOKM CHUCTEMH 1HBEHTApIO CTAJNO JOAABaHHS
ayJIioCylpoBOAYy Ta MOXIMBICTh HOro HajamtyBaHHS. My3uka IyKe CHIIBHO
BITMBAE HA 3aHYPEHHS TpaBIlsd B irpoBuii mporiec. Jlyis 6e3nepediiftHol Ta MBUIKOT
pOoOOTH CUCTEMH apXITEKTYpy OyJI0 PO3/1JICHO HA TPU KOMIIOHEHTH: 010J110TEKa, B
AKkii 30epiratotecsi epexktn SoundLibrary, MeHemxep mnporpaBaHHs e(eKTiB
SoundManager Ta menemxep hoHoBo1 My3uku MusicManager.

Soundlibrary 3a Bumady Ta 30epiranHs ycix BUKOPUCTAHUX ayi0-€(eKTiB B
MacuBax. Y Oi0mioteri Oyno peanizoBaHo Meton GetRandom, sikmit 3amicThb
BIJITBOPEHHSI OJJHOTO ¥ TOro camoro epekty BUOHpae 3 010J1I0TEKH BUITAIKOBHI

aynmiokiin (auB. puc. 3.22).

public AudioClip GetRandom(string name)

{

if(soundDictionary.ContainsKey(name))

I

L
List<AudioClip> audioClips = soundDictionary[name];
if(audioClips.Count > 0)

{

return audieClips[UnityEngine.Random.Range(@,audioClips.Count)];

1
s
1
J
return null;

[—

Pucynok 3.22 — Peanizauis metony GetRandom

SoundManager BifmoBizae 3a BiATBOpeHHs edeKTiB, Oepyyu ix 3 MacuBy. Y
meronai Play BukopuctoByerbes ¢dynkiis PlayOneShot, sika mo3Bossie HakiiagaTi
3BYKH OJIMH Ha oAHOro (AuB. puc. 3.23).

Burnsig ctBopeHnx edekTiB HaBeeHO HIDKYE HA PUCYHKY 3.24.
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public static woid Play(string soundName)
{

AudioClip audioClip = soundLibrary.GetRandom(soundName);
if(audioClip !'= null)

I

L

audioSource.Playoneshot(audioClip);
}

Pucynox 3.23 — Peanizaris metony Play

id ~ Sound Library (Script)

temPickUp

PlayerHit

Bounce

Pucynok 3.24 — Ilepenik eexTiB

Ha BigMiny Big edexTiB, (POHOBA My3HKa JIOBIIA Ta HE BUKOPUCTOBYETHCS 3
TaKOI BEJIUKOIO KUIbKICTHO. 117 yac irpoBoro npoiecy Oyjae nporpaBaTucs TUIbKA

OJIHA My3WYHa JOpIXKKa, sfika OyJe MporpaBaTHCs HECKIHYEHHO. TaKy MexaHiKy
3abesmneuye metoa PlayBackgroundMusic (nuB. puc. 3.25).

public static void PlayBackgroundMusic(bool resetSong, AudioClip audioClip = null)
{

if(audioClip != null){
Instance.audioSource.clip = audioClip;

}

if(Instance.audioSource.clip != null)

{
if(resetSong)
{

Instance.audioSource.Stop();}
Instance.audioSource.Play();}}

Pucynok 3.25 — Meton PlayBackgroundMusic
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SIKIIO TpW 3alycKy METOJl OTPUMY€ KOMaHIy Iepe3amycKy, TO My3HKa
IPOJIOBXKYE MPOTPaBATHUCS.

KopuctyBady y CBOIO dYepry HAJA€TbCs MOKIIUBICT HAJIAIITOBYBAaTH
I'YYHICTh [0 BJAaCHUX OakaHb. ['paBellb MOXe HAJIAMITOBYBATH Ty4YHICTH 3a
JIOTIOMOTOTO0 TIOB3YHKIB.

[TinbuBaroun MmiJACYMKH, MOKHA CKa3aTH, IO CTBOPEHA CHUCTEMa YCIIITHO
BUKOHY€ BU3HA4YeHi BUMOTU. Po3pobiieHa crucrema He BUKOPUCTOBY€E aHTUIIATEPHU
Ta Ma€ CTIHKY apxiTekTypy. Taka apxiTekTypa J03BOJsIE€ PO3MUPUTH (DYyHKIIIOHAI

pHu TOTPeOI.

3.3 Boporu Ta nacTku

Bopor He BUKOpHUCTOBY€ CKIAQAHHX AITOPUTMIB ISl TOUIYKY HUIAXY [0
rpaBis. Takuit BuOip OyB 3poOJjeHUM, OCKUIbKH Il 1UiaTGopmepa OuIbII
e(pEeKTUBHUM Ta ONTUMI30BAaHUM pIMIEHHAM Oy/ne BHUKOPUCTAHHA JIOTIKH
naTpyioBaHHSA. Bopor mepecrnigye rpaBus, J0jda€ MEPEHIKOIM Ta MICHs CMEpTI
3aUIIae IpeMeT.

Bopor camocTtiiiHo Moke nmnpuiimMaTud pimieHHs, Yy Mertoal Update
IIOCEKYHJIHO BiIOyBa€ThCs MepeBipka Ha 3iTKHEHHs. [lepeBipka BigOyBaeThcs Ha
3HAXO/KEHHSI Ha 3eMJIl, MEpPUIKOJ Mepell HUM TakuxX SIK cTiHa abo mpipBa. Pyx
MPOTUBHUKA CHpsSMOBaHUWA y Oik rpaBigd. g  oOYMCIIEHHA — HUISAXY
BUKOpUCTOBY€EThCS (yHKIis Mathf.Sign, sika moBeprae 1 abo -1 Bim pi3HuUIl

KOOPJIMHAT MIXK TPaBLIEM 1 BOpOroM (auB. puc. 3.26).

void Update()
{

isGrounded = Physics2D.Raycast(transform.position, Vector2.down, 1f, groundLayer);

float direction = Mathf.Sign(player.position.x - transform.position.x);

bool isPlayerAbove = Physics2D.Raycast(transform.position, Vector2.up, 5f, 1 <<
player.gameObject.layer);
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if(isGrounded)
{

rb.linearVelocity = new Vector2 (direction * chaseSpeed, rb.linearVelocity.y);

RaycastHit2D groundInFront = Physics2D.Raycast(transform.position, new
Vector2(direction, 0), 2f, groundLayer);

RaycastHit2D gapAhead = Physics2D.Raycast(transform.position + new
Vector3(direction, 0, 0), Vector2.down, 2f, groundLayer);

RaycastHit2D platformAbove = Physics2D.Raycast(transform.position, Vector2.up, 5f,
groundLayer);

if('groundinFront.collider && !gapAhead.collider)
{

shouldJump = true;

¥
else if (isPlayerAbove && platformAbove.collider)

{
shouldJump = true;
}
}
}

Pucynox 3.26 — Peanizartist nepeciilyBaHHs KOPUCTyBada

Cucrtema cmepTti Oyjia peasizoBaHa CXO0XKMM YHMHOM Ha TpaBils. PizHuirs
MOJIATa€e B TOMY, IO MICJsI CBOEI cMepPTI 00’€KT BOpora BUIANSETHCS Ta BOPOT

3ajMuIaE micis ce0e mpeMer.

3.4 Cucrema Kar-cueH

Y  po3poOsieHOMYy TIPOEKTI KaT-CIIEHHW CIAYTYIOTh TOMIYHHUKOM  JIJIst
KOpPUCTyBada, 100 COPOCTUTH HAaBITamil0o Ta HajgaTd 1HGOpPMAIIO TIPO
MoskauBocTi. LlenTtpom B 1iit cuctemi Oyzae o6’ekt CutsceneBase, sikuit MoxxkHa
Oyne myOmtoBaTH TPU HEOOXITHOCTI Ie OJHIET KaT-CIieHHW. BiH Mae KiIH04oB1
€JIEeMEHTH, HeoOXimHl st #oro poOoTtu. [letanbHy pgiarpamy 3B S3KIB MIXK

KOMIIOHEHTaMU MOYKHA PO3IJISTHYTH Ha MatoHKy 3.27.



CutsceneBase

Cutscene_Text

+ virtual void Excute {)

+ Excute ()

CutsceneHandler

CutsceneBase [7] cutsceneBase:

Cutscenelnotiator

+ void PlayNextElement [}

OnTnagerEnter2D{)

Pucynok 3.27 — UML Jliarpama 3B’s13KiB M1’K KOMIIOHEHTaMH KaT-CLIEHU
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bazouii kiac CutsceneBase mictuth BipryansHuit metonr Excute, sikuii Oyze

3MIHIOBAaTHCS 3ajie’KHO BIiJ moTped creHu. Big mporo kimacy uepes 3B SI30K

yCIaaKyBaHHS TPoXOoAuTh peamizaiig y kimaci Cutscene Text. Cutscene Text

IIepCBU3HaAYa€ MCTOA IJII BUBCACHHA TCKCTY.

3a yapasiiHHsA cueHoro BianoBinae kirac CutsceneHandler, sskuii moB’ a3anumii
yop ,

3 0a30BUM KJIaCOM arperaii€ro, Tak sk 30epirae BCEpeIuHI MacHUBH 00’ €KTIB

6a3oBoro kiacy Ta 3a gomnomororo ¢yHkiii PlayNextElement nepebupae ix. Ilei

KJ1ac 0OpoOKHM € He3aJIeKHUM BiJ peami3allii TITbKU OJHOTO TUITY KaT-CIIeH, IO

JI03BOJISIE TOJIaBaTH HOBI TUIIM MOJIH 3a MOTpeOu. 3amyCK BUKOHAHHS BUKOHY€ThCS

koMrioHeHTOM Cutscenelnitiator, sikuil CIAKY€E 3a 3ITKHEHHSIM TPaBIIs 3 TPUTEPOM,

MarO4H 3B’SI30K 3aJICKHOCTI 10 00pOOHHUKA.
KoxHa kaT-clieHa Ma€ Taki napameTpu:
— JIOBXKHHY (BKa3y€TbCs B pyLIil Y CEKYH/IaX);

— TEKCT;

— TI03ULIS TeKCTY (TocepeaunHi, 3BepXy, 3HU3Y);

— a”IMaIio.

Burnsg kaT-clieHu HaBe€HO Ha PUCYHKY 3.28

TakuMm 4YMHOM OyJIO CTBOPEHO THYUYKY Ta CTIMKY O MOMMJIOK CUCTEMY Kart-

cueH. L cuctema 103BoJIsIE KOHCTPYIOBATH CKJIAJIHI PIBHI Ta 3a NOTPEON HaaBaTH

KOPHUCTYBauy MiKa3KH.



Follow the arrows to reach the next room!

Pucynok 3.28 — Burisaa kar-ciieHu

3.5 OyHKIiOHAJIbHE TECTYBAHHA

TecTyBaHHS € OTHUM 3 HAWBAKIIUBIIIUX €IEMEHTIB OYy/Ib-sIKOTO 3aCTOCYHKY
JUIsS. BUSIBIICHHS Je(EKTIB Ta iX yCyHEHHsA. A B BHUIAJKY BIICOTPHU II€ OCTaHHIN
eTan TIATOTOBKM Tpu Tmepen BumyckoM. KopuctyBau Mae pmyxe ©Oarato
MO>KJIMBOCTEH, 1 BCl IPOpaxyBaTH HEMOXIJIMBO. TOMY T€CTyBaHHS 371HCHIOBAIOCS
Ha KOXXHOMY eTarti po3poOku. [Iporec TecTyBaHHS BiIeOrpy MPOBOJUBCS BPYUYHY
0e3 3acTOoCyBaHHSI CTOPOHHIX MPOAYKTIB. CepeaoBHUINEM ISl TPOBEACHHS TECTIB
oyB Play Mode, noctynuuii y pymii Unity. Takuii MmeTon TecTyBaHHS J103BOJISIB
BIJICTeXKYBaTH yCl 3MIHHW, aHAJI3yBaTH iX IIBHUJIIE Ta BHUPINIYBATH TOMUIKU
SIKHAWIIBHU/IIIIE.

OcHOBHMMH 00’€KTaMHM TECTyBaHHS CTald (PYHKIIOHAIbHI KOMIIOHEHTH
TpU: MEXaHIKM TiepecyBaHHS Ta 000 TIEpcoHa)ka, CHUCTEMa I1HBEHTapIo,
ayJlioCyTpoOBiJl, CUCTeMa KaT-ClIeH Ta 3arajibHuil iHtepdeiic. [liq yac BUKoHaHHS
TECTIB OYyJIO BUSBIJICHO Psi/I IOMUJIOK, sIKi OYyJIO YCIIIIHO YCYHEHO.

[lepmiuM TecTyBaHHSM OyJaM MOXJIMBOCTI TepcoHaxka. Illomuiok 3

OCHOBHUM (PyHKIIOHAJIOM BUsIBIeHO He Oyino. IlepecyBanHs Oyjo miIaBHUM,
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CTPUOKU BiJHOBJIIOBAIMCS TUIBKK TMPHU MPU3EMJICHHI, PUBOK OYB 3pO3YyMUIMM Ta
Ha/aBaB MOXJIMBICTh TPaBLIO MPOXOJUTH Kpi3b BoporiB. [loMuika BUHHUKIIA Mif
yac BUKOpUCTaHHs aTtaku. [1i gac yaapy mo BOpory IIKoja 3aBaaBajiacs He TIIbKU
BoporaMm, a u camomy TrpaBiio. [licms anamizy Oyno BHSABIEHO, IO PYIIii
nepeaBaB MOMAII0 3ITKHEHHS 3 KOJaiaepy A0 OCHOBHOTO KOMIIOHEHTY TpaBLis
Rigidbody2D. Jlns Bupimensst nmpobiemu (i3uky camoi aTaku OyIJio BiIIIJICHO Bif

Tija TpaBisd. Buris BupimeHHs HaBeJAEeHO Ha PUCYHKY 3.29.

AttackArea
-
Tag Player ayer PlayerAttack

~ Transform

£ v Polygon Collider 2D
5 v Sprite Renderer
4>  Rigidbody 2D

Kinematic

Discrete
Sleeping Mode Start Awake
nterpolate None

nstraints

Pucynok 3.29 — OcHoBHI KOoMIIOHEHTH 00’ ekTy AttackArea

HactynHoto mnpoOGseMoro Oyj0 BUSIBIEHO HEMOXJIMBICTH B3a€MOAIl 3
NiI0MpaHUMH TIPEAMETaMH y CJOTax B 1HBeHTapi. [licis mosiBU TpenMeTiB y
CJIOTaX KOPHUCTYBad HE MaB 3MOTHU MEPEMILIATH iX 32 JOIMOMOIOI MHIII, IK OYJI0
3anymaHo. BucHoBok: mexanika Drag & Drop He npamroBana xopektHo. s
BUPIIIIEHHST TPOOJEMHU TpeaAMeTaM, sIKi MmaOupanucs 31 CIeHH, OyJIo J0JIaHO
00poOKky iHTepdeiicHux moxid. Jlo Kooy, sIKMi BiANOBiIaB 3a IHBEHTap, OYJIO
JI0JIaHO JIOTIKY, SIKa B MOMEHT KJIOHYBaHHS MpEAMETY J10/1aBajia HoMy KOMIIOHEHT
ItemHandler s 06po6ku KITiKiB.

[Tomunka Takoxx Oyna BHsIBJIEHAa y poOOTI ayJiOCUCTEMH. 3BYKH KPOKIB

MPOJIOBKYBAIM BIATBOPIOBATUCS HABITH MMiJ 4yac mepeOyBaHHs TpaBlsd y TOBITPI
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HAIIKPUKJIA, MMl Yac CTprOKa. 3 METOI0 YCYHEHHS IOMUJIKU OyJIO OJaHO YMOBH,
Tak SIK BUKJIMK MeToay PlayFootstep Oyio TicHO moB’s13aHO 3 mepeBIpKO0 (PyHKIIIT
GroundCheck(), a B pa3i 3ynuHkH 4yacy ab0 BUKJIMKY MEHIO TAy3H 3aITyCKaBCs
meton StopFootsteps(), skuii ckacoByBaB ycCi 3aIUlaHOBaHI ayaio-TOAIl depes
Cancellnvoke().

[Ipn mouyaTKOBOMY 3aIlyCKy TEKCTOBOi KAaT-CLIEHM KOpPUCTyBau HE MaB
MOJKJIMBOCTI B3a€MOJISATH 3 I1HBEHTapeM, HATUCKAaTH Ha KHOMKU. 3 METOI0
BUPIIIIEHHS B IHCIIEKTOP1 OyJI0 BUMKHEHO mapameTp Raycast Target, 1o BimHOBHIIO
poOoTy iHTEepdelicy 1 B3aEMOJIII0 3 HAM.

[Ticast mpoBeAeHHS PYyYHOTO TECTyBaHHS OYJIO BHSIBICHO HHU3KY MpOOIieM,
K1 BIUIMBAJIM Ha OCHOBHI (PyHKIIli KopucTyBaya 1 He TUlbKHU. [licig 3aBepiueHHs
TECTYBaHHA Ta (iHATBHUX BHUIPABICHb, MOXKHA MEPEXOAUTH IO OCTAHHBOTO €TaIy

IIPOEKTY.

3.6 30ipka 3aCTOCYHKY

36ipka mpoekty B Unity mependavae KOMMOUISIIIO KOAY, CTUCHEHHS BCIX
BUKOPUCTAHUX PECYPCIB, a TaKOX MAaKyBaHHsS 3aJieXKHOCTE B oauH (Qaitn. Lleit
npolec MNoTpedye pETENbHOr0 3BaXKyBaHHS, TaK SK HalalITyBaHHA OyIyTh
BIUIMBATH HA MNPOAYKTUBHICTb Ta pO3MIp KIHIIEBOTO 3acCTOCYHKY. BuOip
matdopmu OyB 3poOsieHuit Ha Windows, Tak sk 1€ epeadavaiocs y BUMOrax.

IrpoBuit pymiii Unity mae nBi Bapiamii 30ipku: development Ta release.
Pi3HuIlsT MI’)K HUMH TOJIATa€ B TOTOBHOCTI MPOAYKTY. SIKiio oOpatu 30ipKy Jist
po3poOKu, TO OyJae MOMUIIMBICTh TEPEBIPKU CIOKUBAHHS TaM’ STI Ta 1HIIAX
napameTpiB. [IpoayKTUBHICTh Takoi 30IpKH € Ay»e€ HU3BKOIO Ta po30ip 3HAYHO
OlMpIIMM HDK y 3BUYaiHOI. PenizHa 30ipka 1€ ¢iHaJIbHUI BapiaHT MPOIYKTY.
Pymiiii aBTOMaTH4YHO BHAAJSA€ HEBUKOPUCTAHI CKpPUNTH abo Ko Ta 30upae
3aCTOCYHOK 0€3 MOXJIMBOCTI aHamizy. Taka 30ipka rapaHTye BHCOKY

MPOIYKTUBHICTh Ta MiHIMaJIbHUHN po3Mmip daitiy.
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VY HanamTyBaHHSX HeHTpasibHOro mporecopa (CPU) 6yno obpano Intel 64,
Tak sk 1e cyqacanit crannapt mis [1K na 6a31 Windows. Ha Bigminy Bix 32-6iTHOT
apxiTeKTypH, 64-0iTHa TO3BOJIIE CTBOPEHOMY J0JIaTKy BUKOPHCTOBYBATH O1JIbIIe
4 I'b omepaTUBHOI MaM’ATi, 110 BaXKJIMBO JJIs TUIaBHOI pOOOTH 3aCTOCYHKY. Bubip

HaJIAIITyBaHb JIETAIBHIIIE MOYKHA TIEPETIITHYTH Ha pucyHKY 3.30.

Build Profiles

Add Build Profile

Add Build Profile

Open Scene List

Platform Sett
>hit Intel 64-bit
Local Machine

ion Method Default

Build And Run

Pucynox 3.30 — OGpani HayamTyBaHHs U1l 301pKU TIPOEKTY

B pesynprari BUKOHAaHHS TPAKTUYHOTO 3aBAaHHS OYyJI0 PO3POOJIICHO
MOBHOITIHHUHN ITPOBUI TOMATOK, BI3yallbHUU 1HTEp(]EiC, SKOTO0 CIPOEKTOBAHO 3
ypaxyBaHHSM CTaHJIapTiB.

['onoBHUY ekpaH TpU € MIHIMATICTUYHHM Ta HE MEPEHABAHTAXY€E TPABILT

HernoTpiOHoIo 1H(opMmartieto (quB. puc. 3.31).
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A 4

Pucynok 3.31 — ['onoBHu# ekpan

[licns HaTUCKy Ha KHOIKY I[OYaTKy TpU KOPUCTYBad 3MOXKE KEpyBaTH
IEPCOHAXEM Ta Oe3M0CepPEeIHbO B3aEMOJIATH 3 CHCTEMOIO. 3BEpXy €KpaHa

KOPHUCTYBau MOOAYUTh CBOE 3JI0POB’S Ta MaHEb MBUAKOTO A0cTyIy (puc. 3.32).

Pucynok 3.32 — Burisig micist TOJIOBHOTO €KpaHy

[licns BXomy B TIpy TpaBelb O€3MOCEPEIHbO 3MOXKE B3AEMOMISATH 3
cucteMoro. OAHIEIO 3 HAMBAXKIIUBIIIMX B3a€EMO/IIN € aTaka. BoHa BinoOpakaeTbes y
BUTJIAJII TMIBKOJIA TSI PO3YMIHHSI TPaBIs, SIK JAJIEKO MOXJIMBO BJApUTH BOpOTa

(puc. 3.33).
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Pucynok 3.33 — Burusig ataku rpaBus

HacrynHoro B3aemoji€to € puBoK. PuBOK BijmoOpa)kaeThCcsi y BUIIISAL JIHIT

MepeMIIIeHHS 3 TOYaTKOBOI TOYKH J0 TOYKH 3aBepIIeHHS puBKa (puc. 3.34).

Pucynok 3.34 — Bursnisaa puBKy nepcoHaxa

3BUYafHO, 3a ONUCAHUMH YMOBAaMH KOPUCTyBau Ma€ MOKJIUBICTh
nig0upaHHs NpeaMeTiB. [ MOBIIOMJIEHHSI TPaBLIO MPO MITHSATTS BUIAETHCS
e(eKT Ta 3 HIHKHBOTO JIIBOTO OOKY BUBOJUTHLCS Ha3Ba Ta KAPTUHKA MPEIMETY, KOTO

oyJo migHsATo (puc. 3.35).
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Speed_Item

Heart_ltem

Pucynok 3.35 — Bursin miaHATTS NpeaIMeTiB

3BUYANHO MICHS MITHATTS NMPEIMETIB KOPUCTYyBad MOKE BHUKOPHUCTOBYBATU
ix. Jlns BipTyaunizaiii BUKOpUCTaHOTO TipeaMeTy Oyio BukopucTtaHo TrailRenderer

(muB. puc. 3.36).

Pucynox 3.36 — Burmsig micist BUKOPUCTaHHS TIPEIMETY IIBUIKOCTI

OpuuM 13 BapiaHTIB B3a€MOJIl € 1HBEHTap, y SKOMY KOPHUCTYyBad MOXKe
nepecyBaTUCs BKJIAJKaMd. BUIIsn BKIaJKM 1HBEHTapi0 HAaBEACHO HUXKYE Ha

pucynkax 3.37 — 3.38.



44

Inventory

Pucynox 3.37 — Burnsig myctoro iHBeHTaplo

Inventory

Pucynok 3.38 — Burmsan npeameTiB B iHBeHTapi

HactynHowo BkJIajkow € KapTa, sika JoNoMarae TpaBIl0 B HaBiraiii Ta

3MIHIOETHCSI 3AJISKHO BiJl IepeMitieHHs rpasus (auB. puc. 3.39 — 3.40).

Pucynox 3.39 — Burnsag kapTu Ha Mo4aTKy rpu



45

Pucynox 3.40 — Burssin kapTu miciis mepeMillieHHs KOpUcTyBaya

HaCTynHa BKIIaJIKa — 0OC HaAJTAIITyBaHH:A, 1AC KOPHUCTyBa4 MaA€ 3MOTI'Y

B3aEMOIISITH 3 CHCTEMOIO ayJdiOKOMITOHEHTiB. Bkiaaka mae 1Ba MOB3YHKH [IJIS

HaJTAITYBaHHA (POHOBOI My3WKH Ta €(EeKTiB BIAMOBIIHO Ta KHOMKY BHXOIY (IUB.

puc. 3.41).

Settings

Music Volume

SFX Volume

Pucynok 3.41 — Burnsg HanamryBaHb

Takum ywuHOM, OyIiO

KkBasi(ikaiiitHo1 poOOTH.

34aBCPIICHO IMPAKTHYHY YaCTHUHY BHUKOHAHHA
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BUCHOBKHU

Y xomi BUKOHaHHA KBali(ikamiifHOi poOOTH OyJI0 TPOBEACHO aHai3
npeaMeTHoi 00JacTi Ta HAWNOMyNSPHIIMX IrpOBUX pYUIiB. Y pe3ynbraTi
CTBOPEHO TMOBHOILIIHHY Bifeorpy B >kaHpi tuiatdgopmep. ['0IOBHOIO METOIO
po3po0Kkmu Oyso TAMOOKE 3aCTOCYBAaHHS TMPHUHIUIIB 00’ €KTHO-OPIEHTOBAHOTO
nporpamyBanHs (OOII) Ta apXiTeKTypHMX NaTepHIB Yy CEPEIOBHINl IrpOBOTO
pyurist Unity.

[1ix yac BUKOHaHHS poOOTH OYyJIO BUPILIEHO 0arato 3aBAaHb Ta JOCATHYTO
BarOMUX MPAKTUYHUX pe3yJbTariB. Po3pobiieHa mporpaMHa apXiTekTypa
0asyerbes Ha mpuHnunax SOLID, mo 3a0e3nedyusino 4iTke pO3/IICHHS JIOTIKU Ta
c1a0Ky 3B’A3HICTh MiICUCTEM. BUKOpUCTaHHS KIACUYHHX MMATEPHIB MPOEKTYBAHHS
(takux sax «Omunak», «Crooctepirau», «Komannma» ta «lllabmoHHUN METOI»)
CTBOPWJIO HAIIMHUNA (PyHIAMEHT JJis MOJAJIbIIOro MaciuTa0yBaHHS HpoekTy. Lld
apxITeKTypHa 0a3a JO3BOJMIIA YCHIIIHO peani3yBaTh CKIIAJHI MEXaHIKH: CUCTEMY
3I0pOB’s, 1HBEHTAp 3 MEXaHiIKOI nepersryBaHHs mnpeameTiB (Drag & Drop),
JMHAMIYHY KapTy, CACTEMY KaT-CII€H, a TAKOXK IITYYHUIN 1HTEJIEKT BOPOTIB.

OcobmmBy yBary OyJo MPUIIIEHO KOPHUCTYBAllbKOMY 1HTEpdecy.
CrtBopeHull KopucCTyBalbkuil iHTep(deiic € 1HTYiTUBHO 3po3ymuinMm. Cucrema
B3a€EMOJII€ 3 TPABIIEM 3a JIOMIOMOTOI0 ay10CYyPOBOJIY Ta Bi3yallbHUX CKIAJOBUX —
BIJI CIUIMBAIOYUX CHOBILIEHb PO MIAHATTS MPEAMETIB A0 €(EeKTIB IpH OTPUMAHHI
mIKOAW. BUKOpUCTaHHS CydyacHMX METOJAIB NMporpamMyBaHHs 3a0e3Me4mio IUIaBHI
nepexoau MiX JIOKalisiMU 0e3 OJIOKyBaHHS OCHOBHOTO IOTOKY BUKOHAHHSI TPH.

KinneBuii pe3ynbTaT — TMOBHICTIO TOTOBHM IMPOBHUM 3aCTOCYHOK, IIIO
BIJIMOBIJIa€ BCIM  copmMoBaHUM  (YHKILIOHAJBHUM Ta HEPYHKUIOHATBHUM
BUMOraM. 3aBJIIKM MPaBWIbHIM KOHQIrypali peni3Hoi 301pKH 3 BUKOPUCTAHHIM
komnuiatopa IL2CPP, mnpoaykT mpaioe IUIaBHO, BUCOKOMPOIAYKTUBHO Ta
oesnepediitHo Ha OC Windows, BojgHodac 3a0e3medyroud HaIIAHUM 3axuUCT

BUX1JIHOTO KOAY BiJ IEKOMITLJISIIII.
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