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AHOTAILIIA

Yeeuko Al Pozpodbka 2D 1wiardopmepy 3 BuxkopucTammam  Unity.

JlmmoMHa podoTa Ha 300y TTS OCBITHBOTO CTYIEHS MariCTp 3a CIEIIaThHICTIO
122 «KomiIr'rorepri Haykuy». — YHIBepcureT MUTHOI clpaBu Ta ¢inancis, Jlminpo,
2024,

OO0’eKTOM  JIOCTUKEHHSI € TpoIlec po3poO0KH  1HTEPAKTHRHUX 1TPOBHUX
3aCTOCY HKIB y cepejIoBUII Unity.
Ilpeamer gocmkeHHS — cTBopeHHS 2D mmardopMepa 3 eleMeHTaMH B3aeMOJIII,
amiMalli ta ¢isukd Ha ocHoBl pymns Unity T1a MoBH lporpamyBanms C#.

MeTtoro pobotn € pozpodka moBHO(YHKIIOHaTRHOTO 21D Imatdopmepa, ITo
3abe3leuye JuHaMidHui 1I'POBUM IIpOIeC, ajallToBaHMi [0 PI3HUX [PUCTPOIB, 3
0ocoOIMBOIO YRATOIO 10 MOOITRHHAX IIAT(HOPM.

Hana poOora upucBsdeHa cTBOpeHHIO 2D 1ulardopmepa, MKWl J03BOILIE
TPaBITIO KEPYyBaTH TMepcoHakeM, B3aeMO/TISTH 3 eleMeHTaMu PiBHS, 30upaTu 00’ €KTH,
VHUKATH TIEPENTKO]] Ta JOCITaTH IiIed. Y mporieci JocTiKeHHS MpoaHali3oBaHO
cydacHl Iiaxoad g0 po3podku irop nHa Unity, oOrpyHTroBanHO BHOIp 1IpOBOi
apxiTeKTypH, CHCTEM KOHTPOTIO TEpPcOoHa)ka, KOM3IHM, aHIMaIli Ta ONTHMIzalli.

OcoOnuBy yBary nOpuaiIeHo ajanTtaili Tpa ST MOOUTBHHX TIPHCTPOIB,
BKIIIOYAIOUN VIPARIIHHI JOTHKOM, MaciiTaOyRaHHS 1HTepdelicy Ta 3HIKEHHS
HaBaHTaxxeHus Ha cuctemy. [Ipakrudna HIHHICTL POOOTH I1IOJEMIac y CTBOPEHHI
1TPOBOTO TIPOTOTHITY, IKHH MOske OyTH OCHOBOIO IS IOaNbITol KoMepItamizalii abo
BUKOPHCTAHHS B OCBITHLOMY IPOLIEC] 3 pO3POOKH 1I0P.

Kimowosi ciiosa: 2D 1wiardopmep, Unity, C#, MoOUIbHa rpa, 1IrpOBHHA Py,

(h13MKa, aHIMAaITIS, OTITHMI3AITIs.



ABSTRACT

Usenko A  Development of a 2D Platformer Using Unity.

Master’s thesis for obtaining the degree of Master in specialty 122 "Computer
Science". — University of Customs and Finance, Dmpro, 2024,
The object of the research 1s the process of developing interactive game applications
n the Unity environment.

The subject of the research 1s the creation of a 2D platformer with elements of
interaction, animation, and physics based on the Unity engine and the C# programming
language.

The aim of the thesis 1s to develop a fully functional 2D platformer that provides
a dynamic gameplay experience and 1s adapted for various devices, with a particular
focus on mobile platforms.

This work 1s dedicated to the creation of a 2D platformer that allows the player
to control a character, interact with level elements, collect items, avoid obstacles, and
achieve objectives. The research includes analysis of modern approaches to game
development in Unity, justification of the chosen game architecture, character control
systems, collisions, animations, and optimization techniques.

Special attention is given to adapting the game for mobile devices, including
touch control implementation, interface scaling, and system performance optimization.
The practical value of this work lies in the creation of a game prototype that can serve
as a basis for future commercialization or educational use in game development
courses.

Keywords: 2D platformer, Unity, C#, mobile game, game engine, physics,

animation, optimization.
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BCTVII

AKTYanbHICTh JOCHIKEHHS. Y CyYacHHMX YMOBax CTPIMKOTO PO3BHUTKY
1HhopMaIIAHKX TEXHOJONH Ta 3pOCTaHHd MOIYJIPHOCTI MOOLILHHX IIPUCTPOIB,
rajay3b po3poOKH BIIEOITOP 3aiiMae BayKIIHBe Miclie B ITU(poBiit ekoHOoMIIN. Bieoirpu
JaBHO Iepecrald OyTH BHKIIOUHO pPO3BaXKalbHUM 3aco00M — BOHH CTalld
1HCTPYMEHTOM HaBUYaHHS, TBOPUO! camopeanizalii, comaabHoi B3aeMoTii Ta O13Hecy.
OcobnuBy yBary npusepraroTh 2D 1wiaTdopMepr — jKaHp, SKUH HOEJHYE TIPOCTOTY
peamizalfii 3 IOMPOKMMHM MOXIMBOCTSIMH JUIS TeHMIUIEHHAX —pilleHb. IxHs
HOIY JBIPHICTD 3YMOBIICHA JOCTYIIHICTIO, JICTKICTIO OCBOEHHS, & TaKOX T'HYUKICTIO Y
JI3aiidl Ta MEXaHII.

Y OpoMYy KOHTEKCT1 OCOOIMBO akTyalbHOW € pospobka 2D mardopmepa 3
BUKOPHUCTAHHIM CyYacHHUX 1HCTPYMEHTIB, Takux HK pymnit Unity Ta MoBa
nporpamyBaHHs C#. 3aBIIKA HUM MOKIIMBO CTBOPUTH KpocIaTdopMeHU IPOIyKT
3 SKICHOIO I'padiKolo, a allToBaHUM 111 MOOUILHI IIPUCTPOT, IO BIAIIOBIJAac BUMOTIaM
CYJacHOTO PUHKY.

[nHoBanifnicTs gaHoi poGOTH loJErac vy IocjAHaHHl KIACHIHUX SICMCHTIB
KaHpy 2D 1mmaTgopMepiR 13 CYYaCHHMH IMJAXOJaMH 10 apXiTeKTypH ITPOBROTO
poTrpaMHOro 3ade3NedeHHsl, a TakoX y 3ale3ledeHHl ajantaiii rpd Imj MOOLTHHI
miaTdopMu. Po3pobka Bpaxopye ocoOIMBOCTI CEHCOPHOTO KEPYBaHHS, OOMEKEHHS
pecypciB IPHUCTPOIB Ta BUMOTH JI0 TIPOTY KTUBHOCTI, IO JIO3BOIISIE OTPUMATH SIKICHUI
KIHICBUH IIPOJYKT.

[IpakTiaHe 3HaYeHHS  pe3ynbTaTiB  poOOTH  MoJsiTae Yy CTBOPEHHI
HMOBHO(DY HKITIOHATLHOTO 1IPOBOrO 3aCTOCYHKY, IO MOKEe OYTH BUKOPHCTaHWH K
OCHOBA IS KOMEPIIHHOTO TPOAYKTY, IHCTPYMEHTY JUISI HaRUaHHS a00 MPUKIaIHOTO
IIPOCKTY B MEKax OCBITHBOTO IIPOLIECY .

OxpiM Toro, po3pobIeHHH TPOeKT Moke OYTH KOPUCHUM JITIS:

® JICMOHCTpALll HPHUHITUINB PO3POOKH KpOCILIaTGOPMEHUX 110P.
® I[PAKTHYHOI'O OCBOCHHM apXiTeKTypHUX natepuis y Unity.

¢ (JopMyBaHHSI HABUYIOK OITHUMI3AI] IPOAYKTHRHOCTI Ha MOOITFHUAX IIPHUCTPOSIX.



e pIpoRaKeHHs eneMeHTiR UI/UX mmu3aitiHy 3 ypaXyBaHHSIM CEHCOPHOTO

KEepYBaHHSL.

[Tudpopizalnist TO3BULI, 3pocTaHHI MOOITBHOTO CErMEHTY Ta moTpebda B
1IHHOBALAX v ¢depl po3podku irop GopMyIOTH BUCOKHH IIOIMT HAa HOBIL, €(hCKTHUBHI
TTXOH 10 cTRopeHHS 2D irpoBuX mpoaykTiB. Ile, B ¢BOIO uepry, cTaBUThL Tepes
PO3POOHUKAMHI HOBI BUKJIMKK, HCOOXIIHICTD 3a0S3IICUCHI THYUKOL apXITeKTYPH I'PH,
cTabUIhHOT pOOOTH Ha PI3HUX IMPHUCTPOSX, MPOCTOTO Ta 1HTYITUBHOTO KepYBRaHHS. Y
TaKUX YMOBax 3pOcCTae ITHHICTH TIHOOKOTO aHamizy TEXHOJNOTIH 1 PIITeHb, ITo
BUKOPHUCTOBYIOTHCA II1JT 9ac PO3poOKH.

Meta podotm — poz3podka morRHODYHKIIOHaIRHOTO 21D mmmatdopmepa 3
BukopucrtanmsiM Unity ta CH, sxufl marpuMmye JAUMHAMIYHUA 1'PpOBHH IIpoLiec Ta
aJanToBaHUM 10 MOOUTFHMX IMPHCTPOIR.

Metoad JOCHIDKCHHS — aHall3 CydacHUX TeXHOJIOIIH 1rpoBoi po3polKu,
MIPOEKTYBAHHS apXiTeKTYpHU MpoTrpaMHOTO 3abe3ledeHHs, MporpamMyBaHHs Ha C#,
METOH OLITUMI3AL Ta TeCTY BaHHI MOOUILHUX 3aCTOCY HKIB.

Y BLALOBIAHOCTI J0 HocraBieHoi MeTd v KBamdikamiimid  poloTi
BUPIIIYBAIUCL HACTYIIHI 3aBJaHsL:

1. IlpoBecTn anain3 po3BUTKY 1HAYCTPI BIACOIIOp Ta OCOOIMBOCTEH CTBOPCHIS
2D 1watdopmepis.

2. OOrpyHTYyBaTH BHOIP TEXHOJIOTIN Ta IHCTPYMEHTIB I peam3alii IIpoeKTy.

3. Po3poOurm apxXiTeKTypy IpH Ta OCHORHI ITPOBI KOMIIOHEHTH.

4. PeanizyBaTh OCHOBHMI (hyHKITOHAJ [PU 3 YpaxXyBaHHAM ajalrtarii 1y

MOOLTHHI IIPACTPOA.

5. IlpoBecTu TecTYBaHHS Ta OITHMIZAIIIO I'PH BLAIOBLAHO 10 (Y HKIIOHAILHUX

Ta He(py HKIIOHaATLHIX BUMOT.

OO0’ eKT JOCILKCHIS — HPOLESC PO3POOKH IHTCPAKTUBHUX 1IPOBHX 3aCTOCY HKIB
y cepeaonui Unity.

[Ipeamet gocmipkxeHHs — 2D mmatdopMep, pealizoBaHMii 3a TOTIOMOTOIO Py IS

Unity Ta Mmoru C# 3 ypaxyBaHHSIM OCOOTHROCTEH MOOIITBPHUX TIIAT(POPM.



[IpakTiaHe 3HAYEHHS  Pe3yibTaTiB  poOOTH  MoJsITae Yy CTBOPEHHI
HOBHO(DY HKITIOHATTLHOTO 1IPOBOIO 3aCTOCYHKY, IO MOKe OyTH BHUKOPHUCTaHWH 4K
OCHOBA JIIISI KOMEPIIHHOTO TPOAYKTY, ITHCTPYMEHTY JUISI HaRUaHHS a00 MPUKITaJHOTO
IIPOEKTY B ME¥kKaX OCBITHLOTO IPOIIECY.

PoGora ckmajaeThcss 31 BCTYIY, TPBOX PO3JAUIB, BHCHOBKIB, CIITHCKY
BUKOPHUCTAHUX JIKEpell Ta JoJarkiB. O0car podoTH cTaHOBUTH 60 CTOPIHOK OCHOBHOIO

TEKCTY, 38 PUCYHKIB Ta 1 TabIHITO.



PO3JIUI 1. JOCHIKEHHS ITPEJIMETHOI OBJIACTI.
TMOCTAHOBKA 3ABJIAHb JOCTIKEHHS

1.1 Po3BuTOK 1HAYCTPIi BIACOIrOp v LH(PPOBY CmOXy

[HAYCTPIS B1ICOITOP BT MOMEHTY CBOTO BUHHKHEHHS ITPOMITUIa 3HATHHUM ITUITX
PO3BUTKY, IIEPETBOPHUBIIKCH 13 HEBEIUMKHUX HAYKOBO-TCXHIUHMX CKCIIEPUMEHTIB Y
mMaciTabHy TrmolalbHY raly3b posBar. [leprm Bifeoirpu 3 SBIIMCSA B cepeuHl XX
CTOJITTA 4K IIPOCTI IPOIPAMHU I BEIUKUX KOMIL FOTEPIB, OJHAK BKe He3adapoM BOHU
HaOy ! MOy IIIPHOCTI cepe T IMAPOKOol ay AUTOPIi.

Y 1970-x poxkax 1HAYCTpiS 3polHNa BeTWUE3HUH CTpUOOK 3aBJIKHA IIOSB1
apKaJHUX aBTOMATIB, SK1 3aJIy UMM MAacoOBOTO rpaBlil. Irpu Ha kmrant Pong 1 Space
Invaders cTaay cUMBOIIAMH €MIOXH 1 TIOYJISIPU3YBAIIH 1TPOBY KyIBTYPY B CYCIIIITBCTBI
[1]. Bojnowac posnodaBcs pO3BHTOK JIOMAITHIX KOHCOJCH, K1 Jalld 3MOLY I'paTd
ymo0IIeHl irpy He THIE B apKajJHUX 3anax, a i y BIacHUX OcelsIX.

Y 1980-x 1 1990-x pokax 3aBIK{ IIBHIICHHIO MOTYKHOCTI alapaTHOIo
3a0e3TeueHHs 1 PO3BUTKY TpadiaHUX TeXHOIOTIH 1rpH movand HaGyBaTH HOBHX (hOpM
1 JKaHpiB. 3'IBHWIMCS CKIAAHI CIOKETH, PO3raIy:KCHI IrPOBl CBITH, & TAKOXK IICPIIl
crpoOu 1HTeTpaIli GpiI3uTHAX MoeIeH 1 aHIMaIli, o 3poOHIo ITPOBHIA mporiec OB
PEAMCTHIHAM 1 3aXOTLTIOIOTHM [2].

CroroJui BiACOIIPU — L& HE JIHIIC posBara, a ¥ cephoszHa 1HIYCTPIH, IO
oxormoe pi3Hi mnatdgopmu: 11K, koHcom, MOOITEHI IPUCTPOi Ta XMapH1 CEpPRICH.
Po3pobka irop crana KOMITICKCHHM IIPOIIECOM, IO BKIIIOUAE AW3alH, IIporpaMyBaHH,
aHIMaITo, (G13UUHe MOJISTIOBAHHS Ta ONTHMI3AINIO IS PI3HUX NPHCTPoiB. Ocolbinpe
Mmicue 3aiMaiorh 2D ta 3D 1mardopMu, o J03BOJSMIOTH CTBOPIOBATH OaraTorpaHHi
1TPORI CRITH 1 3a0e3MeUyIOTh MUPOKHUH CTIEKTP MOKIUBOCTEH JIISI TPaBIIiB.

Po3urox mupoBHUX TEXHOJIOIH HPOAOBKYE TpaHchOpMyBaTH 1HIYCTPILO:
BIPOBAUKYIOTECS TITYUHUH 1HTENEKT, MepeskeRl pIMeHHSI, a TaKoK MeXaHIKH,

ajanToBaHi I MOOUTBHHX 1 CEHCOPHHX MPHCTPOIR, IO PO3IIHPIOE ayTUTOPIIO



KOPUCTYBaulB. 3aBJSIKH ITbOMY IIPOB1 MPOAYKTH CTadld JOCTYIHIITAMH 1
PI3HOMAHITHIIIUMHE, & IHAYCTPISL HPOIOBKYE AMHAMIYHO 3pOCTaTH.

JloJlaTKORO BapTo 3a3HAYUTH, IO BiEOITPH Jiefall akTUBHIINIE TIPOHUKAIOTE Y
CYMIZKHI cepu — OCBITY, OXOPOHY 3JO0pOB’S, IICHXOJOIIIO Ta MAPKCTUHL.
['eiimidikarns, IK 1HCTPYMEHT 3ally YUeHHS Ta MOTHRAITli, BHKOPHUCTOBYETHCS B OCBITHIX
aTdopMax, TpeHaxkepax s IpodeciHHOl IAIOTOBKH Ta HaBITh Y TePalCBTHYHIX
nunX. Taxkuit MUKTACTTUIDTIHAPHAH TITX1] JeMOHCTPYE, IO CyvYacHa 1IrpoRa 1HAYCTPIS
Mae He JTHITE Po3BakalbHUN, a H TOTYKHUN NPHUKIIA/THHII TTOTEHITIa.

OcoOnmuBy yBary CBOTOJHI IPHBEPTAIOTh I1HTEPAKTHBHI CHMYJLITOPH Ta
TpeHaKepH, K1 aKTHBHO BIPORAKYIOTHCS B PI3HOMaHITHI Tamy31:

e MeuIHa: BAKOPUCTOBYIOTHCS CUMYJISITOPH JIJI HABYAHHS X1PYPIIB,
TeparneBTIB 1 MeTUIHHUX cecTep. Hanpuknaa, BipTyalbHI oepaliiifiHi KIMHAaTH
JO3BOJSIOTH O3 PU3UKY IS HALICHTIB BLILPAbOBYBATH CKIIAIH1 MAHIITY JIIII1
Ta KJIHITHI ciieHapii. Jedax1 cucTeMu BUKOPUCTORYIOTh VR/AR st
PEANICTUYHOIO 3aHYPEHHS B IIPOIIEC JIKYBAHHS.

e ABialid: BXKe JaBHO € IPUKIAIOM BUKOPUCTAHHS 1'POBHUX TEXHOJIOIH Y
cepho3Hii mAroToBHl. [[UI0TH TPeHYIOTLCS Ha aBlacUMYJISTOpaX, SIKI TOUHO
MOJESIIOIOTH (PI3UKY HOJILOTY, IIOTOHI YMOBH, HECIIPABHOCTI Ta aBapliHi
CUTYalII.

¢ BilicbkoBa cimpaBa: apMii CBITY 3aCTOCOBYIOTH ITPOBI PYIIii (HAITPHKITA,
Unreal Engine abo Unity) 7151 cTBOpPEHHS TpeHaXepIB, IO MOAETIOITH OOMOB1
CUTYallli, YIPaBIIHHA TSXHIKOIO, B3acMOJIIIO B KoMan i Tomo. Ie 3abe3neuye
edekTHRHE HaBYaHHs Oe3 3HAUHMX MaTeplallbHUX BHTpaT.

e ABTOMOOLIbHA rajly3b: CUMYJISTOPH KEPYBAHHA aBTOMOOLIEM 3aCTOCOBYIOTHCSH
JUTSL MITOTORKH BOJIIIB, TECTYBAaHHS HOBHUX CHCTEM Oe3IeKH, ajanTartli
CIICKTPOHIKH JI0 PeaIbHUX JOPOKHIX YMOB. BOHH TaK0X KOPUCHI B
JOCIILKeHH] IIOBEIIHKH BOIIS B eKCTPEeMalIbHUX CUTYaIdX.

e (cpiTa: MU(POBI TpeHAKEPH JOTIOMATAIOTh VIHIM 1 CTY/IEHTaM 3aCBOIOBATH

MaTepial y Bl3yalbHO-HAOTHUH CIIOC1O, IO CIPHIE KpaIoMy pO3yMIHHIO



CKITaTHUX TeM, 30KpeMa B TEXHIUHUX, IH)KeHEPHUX 1 IPUPOTHIUIHAX
JIACTIHAILIIHAX.

e [[cmxororis Ta HelpopeaOdimiTaIlis: 3a TOIOMOTOIO ITPOBUX MporpaM
3IACHIOCTHCS BLIHOBJICHHS KOTHITUBHMX Py HKIIH e TpaBM ado XBopoO.
TpeHakepu BUKOPUCTOBYIOTHCS JITSI KOPEKITli TIOBETIHKH, TPEHYBaHHS
1aM’ 9 T1, YBAXKHOCT1, MOTOPHKH TOIIIO.
3aB/SIKM aKTUBHOMY BITPOBA/IKEHHIO ITPOBHX TEXHOJIOTIH v Il chepH, BIIEOITPH

BJKe JaBHO TepecTanu OYTH IUIE 1HCTPYMEHTOM /IS BIIMMOYHHKY. BoHW cTanmmu
eexTUBHMM 3aco00M HaBYaHHS, [OCIIKCHHS, TPEHYBAHHI Ta MOJEIIOBaHHA
CKIaHAX TIPOTIECIB, a camMa 1HAycTpis HaOyBae Jejanl OUIBIIOTO CYCIIBHOTO

SHAYCHITA.

1.2 THCTpyMEHTH pO3pOOKH BIICOITOpP: OTIIT MOKIHBOCTEH Unity

VY 1poneci CTBOPEHHS BiACOIIOP KIIOYOBY POIIL BLAIIpAc BUOIP HPOIPAMHOIO
3a0e3mnieueHHsI, ke 3ade3neuye po3poOHMKa BeiMa HeoOXiTHMMH 3acobaMu TS
peajmizamii  KpeaTUBHUX 1 TexHiynux pimenb (ausB. Tadia. 1.1). OgnuM 13
HaUTIONY JISIPHIIMINX cepeOBHUIN I po3podku sk 2D, Ttak 1 3D irop € Unity —
MYIIBTHIIIAT(HOPMEHHUH ITPOBHIT PYTITIH, SKHIT BII3HAYA€THCS THYUKICTIO, TIOTYKHOIO
(Y HKITIOHATHHICTIO Ta TOCTYIIHICTIO.

Unity m03BOIsSe CTROPIOBATH 1HTEPAKTHRHI IIPOEKTH 3aBJSKH 1HTerparni
rpadigaHOrO  pejJakTopa, CepeioBUIA Po3poOKM  Ta YHCICHHUX BOYIOBaHHX
1THCTPYMEHTIB. 3aBJJKH MATPHUMIT ToHaL ARaaisgTH 1mmatdopMm (Android, 108,
Windows, macOS, WebGL, PlayStation, Xbox, Nintendo Switch Ta 1) Unity
3a0e3Tetuye MOKIHMBICTE CTBOPEHHS KpocIiaTgpopMeHHNX 1rop Oe3 3HAYHHUX 3MiH Y
BUX1JIHOMY KOJIL.

Irpora norika B Unity cTBOPIOETHCS 3a JOTIOMOTOIO MOBH TIporpaMyBaHHS C#,
O HAJAc JOCTYII IO HOBHOIMHHOIO O0'€KTHO-OPICHTOBAHOIO ILIXOMY, Jelleraris,
noait, LINQ Ta 1HmIMX c¢cy4acHHX MOKIMBOCTEH. 3o0Kpema, CIPYKTIypa

MonoBehaviour g03Bolsie peam3yBaTH KUTTEBHM ITHKT ITPOBUX OO'€KTIB (METOH



Start(), Update(), FixedUpdate() Tormo), mo € QyHIaMEeHTATEHAM eIeMEHTOM
apxitexkrypu Unity.
Jns ctropennst 2D-irop Unity miporioHye HaOlp clieIliali3oBaHUX 1HCTPYMEHTIB,
30KpeMa:

e Sprite Renderer — jo3Bonsie BiioOpakaT rpadhiKy Y BUTTESIIL CIIPAHTIB, SK1 €

OCHOBHHUMH €JIEMEHTAMH B13YaJIbHOTO IIpecTaBlIeHHs 21)-00'eKTIB,;

¢ Tilemap Editor — MoayIk 119 CTROPEHHS ITPOBUX PIRHIB 3 TAMMRB, IO

J03BOIIsIE e(peKTHBHO KOMITOHYBATH BEJIHKI CIIEHH 3 TIOBTOPIOBaHNX

eJIEMEHTIB,

¢ Rigidbody2D ta Collider2]) — xoMmioHeHTH 7181 (PI3UUHOI CHMY IS,
B3acMo/ii 00'ekTiB, IpaBiTamii Ta 00pOOKH 31TKHEHD,

¢ Animator Ta Animation — cucTeMa aHIMaIllli, 1Mo /la€ 3MOTY CTBOPIOBATH

IUIAaBHI IEPEXOIU MK CTaHAMHU (HalIPHUKIIal, CTOSHHS, O1r, cTpHUOOK) 3a

JTOTIOMOTOIO state machine;

e Sorting Layers Ta Order in Layer — MexaHI3MH KSPYBAHHS HOPSIKOM

Bi13yaJIbHOIO BiaoOpakeHHs 00'€KTiB Ha CIICHI.

Takox Unity mae noryxnuit Ul-cucremy (Canvas, RectTransform, Button,
TextMeshPro Tomo), sxka A03BOISME peali3oByBaTH IHTYITHBHO — 3pO3YMUIMH
KOPHUCTYBaIbKUH iHTepdeiic HaBiTh Ha IPUCTPOIX 3 0OMEKSHHM PO3MIPOM eKpaHa,
aK-0T cMapThorr. [ MOOITLHIX 1Mop BaKIMBOIO € TAKOK IMATPUMKA CEHCOPHOTO
kepyBaHHS depe3 Input.touchCount, Touch.phase Ta Input.GetTouch(), mo mo3BomIsI€E
HaJIalITOBYBATH 1I'POBI MEXaHIKH BIAIIOBIIHO A0 0COOIMBOCTEH MOOLILHOT B3acMOIII.

OnHIeO 3 BaXXIMBHX Heperar Unity € 1HTErpas 3 cepeJIOBHINEM pPO3pOOKH
Visual Studio, sika 103B0JBIE PO3POOHUKY HPAIIOBATH 31 3PYIHUM aBTO3aIIOBHEHHSM,
HaJIaroKeHHSIM KOJY Ta CHCTeMOIO KOHTpomio Bepeii. KpiM Toro, Unity mae Asset
Store — mudpoBHil MapkeTIUICHC, ¢ MOXKHA 3HAWTH THcA4l OC3KOINITOBHUX Ta
IUIATHUX pecypeiB: rpadika, MOACHI, 3BYKH, CKPHITH, MAaldIOHH Ta IIOBHI 1IPOBI
CHUCTEMH, MO 3HAYHO TMPUITBHIITYIOTEH MPOITeC PO3POOKH.

Unity Hajlae MHUPOKI MOKIABOCTI I ONTHMIZAINT MOOITFHUX 3aCTOCYHKIB —

3MCHIIICHHY Baru 30IpKH, KOHTPOJIb HajJ SKICTIO TEKCTYD, BHKOPHCTAHHA



KOMIIpECOBAaHUX  ay/aiodopMariB, a TakoX MOKIHBICTh BHKOPHCTOBYBATH
npodaiinepu (Profiler, Memory Profiler, Frame Debugger) mis BiacTeKeHHS
POy KTUBHOCTI TPH [3].

BOyopani MexanizMu HajgamryBanms sxocti (Quality Settings), yrupapimioms
pecypcamu (Asset Bundles, Addressables), a Takok MITpAMKa acCHHXPOHHOTO
3apaHTakeHus creH (SceneManager. LoadSceneAsynce) JI03BOJSIOTH CTBOPIOBATH
MPOYKTHRHI, IUIaBHI ITPH, IO KOPEKTHO MPaIfioloTh Ha OUIBIMIOCTI MOOITHHHX
IPUCTPOIB.

OKpIM TOTYKHHX TEXHIYHHX 1HCTPYMEHTIB, Unily akKTHBHO IIIJATPHMYE
pO3pOOHHUKIB — SK HOBAUKIB, Tak 1 IpodecioHamB — depe3 PO3BHHEHY OCBITHIO
EKOCHCTEMY Ta CHUILHOTY, IO € OJHUM 13 KIHOYOBUX (PakTopiB ii IOIYJISPHOCTI Ta
MMTUPOKOTO  PO3MOBCIOKEHH. PO3po0HUKM MaloTh JOCTYI IO BeTHUKOro o0ciary
o(imiinol AoKyMeHTaIli, SKa IIOCTIHHO OHOBIIOCTLCH 1 MICTUTH YITKI HOSCHCHHS
o0 poOOTH 3 PI3HUMH KOMITOHeHTaMH py1mis, API, cucteMamu aHiMai, Gp13ukm,
UL, Al Tomio. ¥ joxkyMeHTaIlli TAKOK MICTITHCS [PAKTUYHI IPUKIIAH KOJLY, SK1 MOKHA
IHTCTPYBATH Y BIACHI [IPOCKTH.

OanuM 3 HadmipHimyx pecypeiB € Unity Learn — odimiina ocBiThs wiaTdopma Bij
Unity Technologies, sika 1poronye Oe3KOIITOBHI Ta IDIATHI KYPCH, 1HTEpaKTUBHI
HapyaibHi nupixu (learning paths), IpoekTbl Ul IPAKTHKKU Ta cepTUdhIKaIiiHi
nporpaMu. Unity Learn cTBopeHo 4K IS MOYATKIBINB, TaKk 1 I JOCBIAYCHIX
KOPHUCTYBavIB, 1 BOHa OXOIUTIOE TEMH B1Jl 0a30BOTO O3HAHOMIEHHS 3 1HTep(elicoMm
pegakTopa a0 po3pobku ckinaguux 2D/3D irop., VR/AR-pojzatkis, creHapiiB 3i
MITYYHAM 1HTeTIEKTOM TOITIO.
OcoiuBO BakJIMBO, IO 0Oararto KypciB CYIUPOBOJIKYIOTLCS 1HTCPAKTUBHUMU
TyTopiaJdaMi, B SIKUX KOPUCTYBad MOke Oe3IMocepeTHhO B cepeJOBUI Opayzepa Iu
Unity Editor BUKOHYBaTH 3aBAaHHd, CIAYIOUH IHCTPYKIiAM. Lle ctBopioe koMmdopTHe
CePEeIOBUINE I IIPAKTUIHOIO HABYaHHA Oe3 HeoOX1IHOCTI HAaJallTOBYBAaTH CKIIaHE
CepeIOBUITIE BPYUHY .

Takox Unity wnHajgae BOygoBaHy iHTerparmito 3 Unity Hub, mo go3Bomse

BCTAHOBJIIOBATH JEMOHCTPAINMHI IPOSKTH, MAadIOHHU, CTapToBl CUEHH Ta O(MIIiHI



TIPUKTIaTU, K1 MOKHA 0JIpa3y BUKOPHUCTATH K Oazy JUIsl BIacHOTO TpoekTy. Taki
mMadIOHH OXOIUIIOIOTE PI3HI JKaHPU — B IIATGOPMEPIB 1 TOHOK JIO IIyTSPIB, KBECTIB
Ta VR-gonatkiB. Tle ocoO0MMBO KOPHUCHO NI THX, XTO Kpallle HaBUAEThCS HUepes
HPaKTHKY — BOHH MOKYTD "p03106paru" BiKe IOTOBY I'PY Ta 3pO3yMITH, SK pea/li3oBaHi
OCHOBHI MEXaHIKH.

[Ile oauuM BaXIUBHUM elIeMeHToM € odimbmuit dopym Unily, sgxuil €
IaTGOopMOIO JUII OOTOBOpPEHHS TEXHITHHX NpodiaeM, oOMIHY JOCBIIOM, Topaf 1
MpakTHK MK KOPHCTYBauaMH PI3HOTO PiBHs. barato AocBIIUeHHX PO3POOHHUKIR Ta
HABITh IIPaIliBHAKIB KOMIIaH1i akTHBHO O€pYTh Y4acTh B OOTOBOPEHHSX, TOMOMAaradn
BUPIIATH CKJIafHl MTaHHd. KpiM Toro, € BenmnuesHa Oa3a THTaHb 1 BIATIOBIIel Ha
Unity Answers, IO J03BOJISIE MMBUJAKO 3HAXOAUTH PLIICHHS TONTUPEHUX TIPOOIIEM.

Unity Takok MATPAMYE CIIIBHOTY PO3POOHUKIB Uepe3 KOH(PEpeHITli, XaKaTOHH,
o(imiiinl cTpiMU, omIakn-3Maranms (Hanpukial, Unity Game Jam) 1 nporpamu
MATPUMKH 1HT-po3poOHUKIR. Yepes Il 3axoJH KOMIIaHISI He JHITNE JIATHCS
3HAHISIMH, alle i 3a0xodye OOMIH 1jeAMH, PO3BHUTOK IIPOEKTIB, CTBOPCHHSA HOBHX
1HHOBAIIHHUX [IPOJIY KTIB.

Takox Unity akTUBHO CIIBIIpAIO€ 3 HABYAILHUMHU 3aK/Ia[aMH Ta TeXHIYHUMHA
IIKOIAMU, HAJAI0UN aKaIeMidHl JIIeH31i, MeToANYHI MaTepiayik Ta cepTudikaT, 1o
JO3BOJISIE THTEIPYBATH HaBUAHHS 1IpOBOI po3poOKU B OGIIiHI HaBYaJILHI IPOIPaMHU.
Taka mATpAMKA Jae 3MOTY MOJOAUM PO3pOOHUKAM MOYHMHATH POOOTY B CEPENOBHIIIL
Unity mie 1 9ac HaBgaHHS Y TTKOJIax, TeXHIKyMax a0 YHIBEPCHTETax.

VY pesyibTari, 3aBJSMKH BEIUKIH KUIBKOCT] JOCTYIIHOIO KOHTCHTY, HaBYaIbHUX
MaTepiamp, IMaOIOHIB Ta aKTHBHIM cmiabHOTI, Unity CTBOpIOE MakCHMalbHO
CIIPUITIIMBl YMOBH JUIS CAMOCTIMHOIO HaBUaHHS Ta IpodeciiiHoro posBurky. Jlnt
MOYATKIBIIB Ie O3HAYae€ MOKIHMBICTH TIOUATH 3 HYJSI 1 JIOCUThH MBUJIKO MEpelTH 10
CTBOPCHHS BJIACHMX IIOBHOLIHHUX IIPOBHX IIPOCKTIB, HE IOTPEOYIOUM INIMOOKHX
HOIICPEHIX 3HaHL Y IIPOrpaMyBaHHl 94 rpadilii.

Unity Takox marpuMye cucteMy IrakeTiR (Package Manager), sika ga€e 3MOTY
BCTAHORIIOBATH, OHOBIIOBATH Ta KePYBaTH JOJATKOBUMH MOJAYJSIMH, TaKUMH K

Cinemachine (mpocynyra xamepa), ProBuilder (imctpyMentu it 100yIoBH



reomeTpii), Input System (Hora cucTeMa KepyBaHHS BREJEHHAM) Ta OaraTo 1HIIHX.
Takuli 1maxig jgae 3mory 30epiraTv SApo PyImsd KOMIAKTHHUM, a HEOOXI1JHI
PO3IMTUPEHHS 1IKITIOYATH 3a TOTpeboto, O CIIPUSIE 3pYIHIN CTPYKTY pU3allii IIpoeKTy
Ta eKOHOMII PecypeiB.

VY pamMrax po3poOku 2D-mmatdopMepiB 0COOIHBO KOPHUCHUMH € 1HCTPYMEHTH
HaJJalITYBaHHA (PI3UKH, 30KpeMa [apaMeTpH rpaBitallii, TepTs Ta Macu 00 ekTiB. Unity
HaJlae¢ MOKIHMBICTH TOYHO HANallTOBYBATH B3aeMOJIII0 MK KomaljepaMu (depes
Physics2D settings), Mo T03BOSE CTBOPUTH peallicTHIHY a00, HaRIaKH, CTHI130BaHy
({13HKY, BIIIIOBIIHO JO BEMOT I'pHd. Hallpukitaja, MUISIXoM KOPHUTYBaHHA Koe(iI€HTIB
TepTs ¥ CHUIM BIJCKOKY MOKHA OTpUMAaTH OaxkaHy JHHAMIKY pyXy MepcoHaxka IIo
aTdopMax pi3HOI HOBEPXHI

ITle oxHIEO BaKIHMBOIO OCOONMBICTIO € MATPHUMKa Bi3yallbHOTO CKPHIITHHTY
(Visual Scripting, panime Bolt), mo najgac 3Mory pospoOHukaM 0e3 riinOoKHUX 3HaHb
IpOoTpaMyBaHHS CTROPIOBATH JIOT1KY TPH 3a JOIOMOTOIO OJOKIB 1 BI3YaIbHUX JIlarpaM.
Xoua Ui CKIAJHHUX IIPOCKTIB TpajuiliiiHe mporpamyBaHHs Ha C# JHITaeThes
npiopurernuM, Visual Scripting Moxke OyTH KOPUCHHM IS IIPOTOTHITYBAHH,
TeCTYBaHHS 1 IBUAKOI 1100V IOBU II'POBUX MEXaHIK.

3aBIKK HASBHOCTI BElHMKOI KUIbKoCTI mabioHiB ipoektis (2D, 3D, URP,
HDRP) Unity a03B0J1s1€ 3 caMOro HOYaTKy HAJIAIITYBAaTU CePeIOBUILE BIALIOBIIHO J0
noTped po3podHUKA.

Unity Takox mATpUMYe TIONysIpHI O10moTeku i (pedMBOpKH, IO
BUKOPHUCTOBYIOTbCH B 1IPOBIH 1HAYCTpil, 30KpeMa Zenject Ul 3aleKHOCTCH,
DOTween pmma amimarii, Cinemachine mmga kamep, Firebase amsi amamThkm H
30epiraHus Janux, Ta 0araTo 1HImx.

Tadmmrg 1.1

[lopiBHsJIBHA XapaKTCPUCTUKA IIOILY JIIPHUX 1IPOBUX PYIIIIB



[lapameTp Unity Unreal Engine Godot
OcHoBHA MoBa npopaMyBanusy C# C++/Blueprints GDSeript, C#
[ligTpumka 2D-irop Bucoka O0MeKeHA Bucoka
[ligTpumka 3D-irop Bucoka Bucoka Cepenus
['padiuni MOAKITHBOCTI Xopormri Bigminmi [Tomipmi
Kpupa Hapuanus [Tomipma Bucoxka Huzbka

JocTymHicTh bezkomToBHa 3 beskomTorHa 3 yMoBd [[0BHICTIO OE3KOMITOR
YMOBAMH

Poamip cnuTbHOTH Jlyixe Benuka Benuka Menma, ajie akTHBHA

[ligTpumka MoOLTLHUX TUTaTd{ Tak Taxk Taxk

1.3 Kmacupikamis maatopMepiB Ta iX KIFOUOBI MEXAHIKH

[mathopmMeprn — 1€ IKaHP BIIEOITOP, /i€ OCHOBHA MeTa IIOJsrae B

HIEPEMIINICHH] [IepcoHaKa uepes pPIBHI, BUKOPHCTOBYIOUM CTpHOKH, OII Ta I1HIII

akpoOaTHIH1 i1 I HOJOTaHHS TIePETTKO T 1 BOPOTIR. 3 MOMEHTY CROTO BHHUKHEHHS

HKAHP BOJIOIOHYBAB, IIOPOIUBIIM PI3HOMAHITHI II1KAHPH Ta MEXaHIKH.

Krnacudikaris 3a BUMIPHICTIO

e 2D mnardopmepu: Kitacuunuii THIL jie pyX 0OMEKEHHH JIBOMa KOOPIHHATAMKI

— TOPHU3OHTAILTIO Ta BepTuRalmo. [Ipukinaau: Super Mario Bros., Celeste.

e 2.5D mnardopmepu: Lloeanyiors 3D-rpadiky 3 2ZD-refiMivieeM. BUNSIAAIOTH

TPUBHUMIPHO, alie ITpoBUH nporiec muiMHMN. [Ipukmamu: Trine, Little

Nightmares.



¢ 3D miatdopmepn: JI03ROISIOTH TIOBHOITIHHY HABITAINIO B TPHBAMIPHOMY
HPOCTOPL, HOTPEOYIOTH CKIIQIHIIIMX MeXaHlK KaMepH Ta Hapiraiii. 1puxiaiu:
Super Mario 64, Crash Bandicoot.[4]

Knacudikaris 3a criwieM re iMIuiero

o Knacuumi (arcade) mmmatdopMepu: AKIEHT Ha IMPOCTUX MeXaHIKaxX CTPHOKIR Ta
300py upeaMeTiB. 1 'pa 3a3BUYal JIiHIIHA, 3 HTOCTYIIOBHUM 3POCTAHHAM
CKJIATHOCTI.

o Mertpoiapanii: [LmardopmMepn 3 BIIKPUTHM CBITOM, e TpaBellb JOCTITKYE
KapTy, BLIKPHBAE HOB1 3J{10HOCT1 JJISI TOCTYIIY A0 PaHiIle HeJOCTYIIHHX 30H.
[Tpuxmaan: Hollow Knight, Or1 and the Blind Forest.

e Run-and-Gun (6ir 1 crpuin0a); KoMOinyoTs miatdopMep 1 CTpUBLIKY, 3
BEIHKOIO KiTbKIcTIO O0iB. [Ipukianm: Cuphead, Metal Slug.

o Oizpuni wiardopMepu: OplieHTYIOThCH Ha P13UKY pyXxy Ta 00 ekTiB. Mexanika
JacTo MOB’ S13aHa 3 TpaBliTaIlielo, TepTsaM, 1HepIeto. [Ipuknaan: LLimbo, Inside.

OCHOBHI I'eAMIUICHHI MeXaHIKH 1u1aThOopMepiB
[lnmardopmepu GazyloThes Ha IIEBHOMY HaOOPl MEXaHIK, SKI BH3HAYAIOTL XapakTep
rpu. Haltiommupeninm 3 Hux:

e Crpubku: OcHoBHa (opma HaBiralii, ska BU3HAYAC CKIIAHICTh PIBHIB.

o [loasiiinuii crpubok: Jlo3Bosse 3 ACHUTH APYTHH CTPUOOK Y TIOBITP1 —

I ABHIIYE TAHAMIKY.

o CTiHM I cTpUOKIR: MOKIMBICTH BIAIITOBXYBAHHS B1J] CTI1H, KOPUCHA JIJIS
BEPTUKAJILHKUX PIBHIB.

e [[mardopmu, Mo 3HUKAIOTH: THUMUIacoR! IIaTOPMH, K1 Y CKIIaHIOIOTh
TaMiHT PYXIB.

e Boporu Ta nactku: CTRBOPIOIOTE NMEPENIKOIN, 3MY MYIOTE TPaBITl IIIaHyBaTH
i.

e 30ip npeaMertiB: 1liaBuIye MOTUBAIIIIO JOCITIIKEHHS Ta PO3BUTKY IIepCcOHaka.

e [lepemukaui/MexaHI3MHI: CTBOPIOIOTE B3aEMOJTIIO 3 eTeMEeHTaMH OTOUEHHSL.

¢ PiBHI 31 3MIHOIO TpaBiTamnii: /lo1aroTh OPUTIHATIBHICTh Ta 3MI1HIOIOTH 3BHUHY

HAaBITAIIO.



[Tpukmaan yCminmHux miaThopMepiB
e Super Mario Bros.: Kitacuunuit 2D 1oiatdopMep, SKHi BCTAHOBUB CTaHJapTH

KAHPY .

e Celeste: Cyuacnuii 2D mwiaTdopMep 3 aKIEHTOM Ha TOYHICTL PYXIB Ta

EMOITIHHY 1CTOPIIO.

e Hollow Knight: MerpoiaBanist 3 riuOOKHM CBITOM Ta CKJIAIHUMHA OOSMMU.
¢ Cuphead: Run-and-Gun maTdopmMep 3 yHIKaTbHAM Bi3YaJIhbHUM CTHIEM Ta

BHUCOKOIO CKIATHICTIO.

e Limbo Ta Inside: ®izuuH1 mwmatgopmMepu 3 aTMocepHAM TH3aHHOM Ta

1HHOBAITIHHIMHA MeXaHIKaMH. [ 3]

Unity € IOTYKHUM IHCTPYMEHTOM JUJI cTBOopenns 2D iatdopmepis. Bin nagae
PO3pOOHUKaM MOKITMBOCTI IS peai3aili pi3HOMaHITHUX MEXaHIK, TAKUX K CTPUOKH,
HOABIAHI ¢TpuOKK, cTpubku Bij crin Ta inmi. Kpim toro, Unity marpumye
BUKOPHUCTaHHS (PI3UIHUX PYIIIR, IO JTO3BOISE CTROPIOBATH PEaTICTHUHI PYXH Ta

B3acMo 111 00 eKTIB.

1.4 CouianbHi Ta EKOHOMIYHI ACTIEKTH 1HAYCTPIi BIACOITOP

[HAyCTpIS  Bi€OIrOp CHOTOAHI € OJHICKD 3  HAWIWHAMIUHIIIHAX 1
HaWmpuOyTKORIMHX ¢dep po3BakaabHOI IHIYCTPII, IO Mae 3HAYHHH BIUTHE Ha CBITOBY
€KOHOMIKY Ta COITIalIbHY KyIbTYPY. B1IeoirpH cTaiu He MPOCTO cIiocoOoM Po3Bary, a
KOMIUICKCHHUM SIBHILEM, IO OXOINIOE PI3HOMAHITHI ACIICKTH YKUTTS MUIBIPIB JIOACH.

CRITOBHI PHHOK BIJIEOITOP JEMOHCTPYE cTaOllIbHE 3pOCTaHHA. 3a OCTaHHI POKH
OOCSIH IPOAAKIB 1T0p, 00IalHAHHS Ta CY Y THIX IIOCIIYT JOCIIIIM PEKOPAHUX 3HAYCHD,
a THYCTpId BIICOITOP 3a 00ciITOM MPHUOYTKIB BHIIEPEKaAe KIHEMaTorpad Ta My3HKY.
3r11HO 3 pI3HUMHU JpKepeliaMu, Y 2023 polll pUHOK 1rop caruys 1noHa 200 MUIbSp B
JIOTapiB.

Monteruszals 1rop €BOJIOLIOHYBala: KpIM TPaJUulIMHOI MOJSH HpoJaxKy KOIIH,

37 SIBUJIACS P13HI POpMaTh OTPUMAHHS AOXOIB, CEPel AKHX:



¢ MikpoTpaH3akIli — BHYTPINTTHBOITPOB] OKYIIKH KOCMETHIHUX TTPETMETIR,
pecypeiB ado IrpoBoi BaIIOTH.

e [[iAIMCKHA — TIOCTYTH, IO JalOTh A0CTy 1o 016m10Tek 1rop ado
SKCK/IIO3UBHOTO KOHTEeHTY (Hanpukiajg, Xbox Game Pass, Play Station Now).

¢ JlomorHeHHs (DL.C) Ta po3nApeHHs, K1 MOCTIHHO MITPUMYIOTE 1HTEpeC
IpaBLIiB.

¢ Pexmama — BOyIoBaHa B O€3KOITORHI 1TPH, IO MIATPUMYIOTHCS PEKITAMOIO.
et max1L CTBOPIOE MOCTIMHMH 1 CTIHKHIT 0 3M1H PHHKY TPOIIOBHI TOTIK, IO

CTAMYJIFO€ TIOJAJIbII 1HBECTHIN Ta pO3BUATOK rajIy3l.

[HAYCTPISI B1IEOITOP TaKOXK POPMYE BEITHUE3HAM PHHOK IIpalfi: Bl po3poOHUKIB
HPOIPaMHOro  3ade3lCUCHIs, XY I0KHHUKIB, CICHAPUCTIB 1 3BYKOPEKHCEPIB [0
MapKeTOIOTIB, MEHEKEPIB IPOEKTIB, TECTYBAaIbHUKIB 1 HaRITh IpodheciHHmX
crpiMepiB Ta KiGepcropreMeHis. B OaraTbox Kpainax 1rpoBa 1HAYCTpIS CTaja
BaKITMBOIO CKIIAIOBOIO HATIOHATKLHOT @KOHOMIKH.

KpiMm Toro, irpu ¢cTUMYJIOIOTH PO3BUTOK CYMIKHHUX Tally3¢il — BHpOOHMIITBA
KOMII' IOTEPHOro Ta irposoro oOnajnanHsd, akcecyapiB (reiimmajgu, VR-monomu), a
Takoxk mudposux 1wiatdopm (Steam, Epic Games Store, App Store, Google Play).

Bijgeoirpu Bxke J1aBHO epecTaiyd Oy TH JIUIIC AUTIINM 3ax0oIuieHHsIM. CLoro(Hl
refiMepy — 1€ JHOAM PI3HOTO BIKY, CTATl Ta COLIAJILHOIO ¢raTycy. IHTepakTUBHICTD
1Irop CTBOPIOE  VHIKATLHI MOMKIMBOCTL JUIS CoIllamizamii Ta KOMYHIKaIli, Imo
peam3yeThes uepes:

¢ OmalH-MyJILTHIUICED 1TPH, Je I'paBll 00 ¢IHYIOTLCS Y CILILHOTH, OSPYTh
y4acTh y KOMaHJHUX 3aX0/1ax, 1Mo GopMy€e BITIYTTS PHUHAISKHOCTI.
e DopyMHI CIILHOTH, HaTH Ta IWIATHOPME 11 OOrOBOPeHH, OOMIHY JOCBIAOM

1 CTpaTeriit.

e Crpiminrosi wiardopmu (Twitch, YouTube Gaming), ki A03BOJBIOTD

TPAHC/IOBATH IMPOBUH IpoLec, 00 €AHYIOUH MUILAOHH ITIsIaviB.

OJHAM 13 HaWOIIBII TMOMITHHX COINAIbHAX (PeHOMEHIB cTajla IIOIyISPHICTH

kidepcriopry — mpodeciiHIX 3MaraHb Yy Bileoirpu. KibGepcmopT Mae CBOIO



1H(PaACTPYKTYPY, CHOHCOPIB, TPAHCIAINT Ha TenmedavueHHl Ta BEIHKI TPOIIOB] IIPH3H.

Jrst GaraTboX MOJIOAMX JIOJASH B1H ¢TaB HE HPocTo X001, a Ipodeciclo.

Bijeoirpi Takoxk 3acTOCOBYIOTHCSI ¥ HARUaHHI Ta TPEHYBaAHHIX: OCBITHI ITPH

JOIIOMararoThb 3aCBOlOBATH MaTepiaH Hepe3 iHTepaKTI/IBHI/Iﬁ IIponec, CUMVILITOPH —

TpeHyBaTH NpodeciitHi HaBUIKHA (IIITOTH, METUKH, BIMCHKOB1), a KOTHITHBHI 1TpH —

PO3BHBATH H&M’HTB, YBary Ta JIOTTYHE MHUCIICHHSL.

1.5 INocranoska 3ama4l

Po3poluru nporpaMHuil IIpoy KT — IIPOBY LIporpaMy, SKa pealizye HacTyIIHl

by HKITIOHAILHT MOMKIHBOCTI:

1.
.

CTBOPEHHS 1IHTEPaKTHBHOIO 1IPOBOIO CePEIOBUINA 3 ABOBUMIPHOIO Ipadikolo.

Peasizaliis OCHOBHHX 1IIPOBHX MEXaHIK (PYyX, CTPUOKH, 31TKHCHIS, B3acMO 15 3
o0'eKTaMH).

3albeseueHs Bizyaisaliii Ta aniMarii o6'cKTiB y pealbHOMY dacl.

Pospobka cucremMu KepyBaHHS TEpCOHa)KeM 3a JIOTIOMOTOIO IIPUCTPOIB
BBC/ICHHSL.

[ToGy tora PIBHIB 3 MOKIHBICTIO MacITadyBaHHS a0 JI0/TaBaHHS HOBHX CITEH.

BigrBopenHs 3BYKOBHX edekTIB abo MYy3HYHOTO CYIIPOBROJY B ITPOBOMY
TIPOTIECI.

OnTuMizalfis OpoyKTHRHOCTI Ta cTablIbHOCTI poOOTH IporpaMu Ha PI3HHUX
HPUCTPOSX.

DopMyBaHHS YMOB 3aBepIIeHHSI TPH, IMApaxyHoK OamiB ado 1HIT €JIeMEeHTH

reimigikani.

1.6 BUCHOBOK A0 MEPIIOrO PO3ALTY

[leprmuii po3anT AOCHKEHHS OYB NPHCBIMEHHM KOMIUIEKCHOMY aHalizy

BIJICOITOP K KYIBTYPHOTO, COITIATLHOTO Ta €KOHOMIYHOTO (PEHOMEHY CydacHOCTI.

BigeoirpoBa 1HIyCTpis 3a OCTAHHI JCCATHITTA IPOHINUIA NUIMX BiJ HIIIOBOLO



3aXOIUIEHHS IO OJJHOTO 3 HAUTOTYKHIMIMX 1 HaWJIHHAMIYHITITAX CEKTOPIR IHPPOBOi
CKOHOMIKH. [i CIpIMKMH PpO3BHIOK CYLPOBOJKYETbCS INIMOOKMMH 3MiHaMH B
CYCIIIBCTBI, KYJIBTYP1 CHOKHBAaHHS, ()OPMYBaHHI HORHX TIpo(ecii 1 CTHUIIB KUTTS, a
TaKOK BIAKPHUBAC HOBI TOPU30OHTH Y ¢hepl TEXHOIOITIHOTO IIPOrpecy.

Y xom po3rsIay OyIo 3 ICOBaHO, IO BIJIEOITPH BIITPAIOTh AeAall BaKITHBIIITY
poJIb Vv riodaibHoMy 1HGOPMAIIHHOMY CEPeAOBHILI, He JIMIIE MK 3acid po3Baru, a i
K IHCTPYMEHT OCBITH, COITiai3aliii, KyJIbTYPHOTO caMOBHpaKeHHS Ta KOMYHiKati. 3
OTIBIY Ha Bce OUTBINMY 1HTErpariio MUGPOBUX TEXHONIOTIM Y IOBCIKIEHHE JKUTTS,
BiJICOITPH IIEPETBOPIOIOTECSA Ha ITOTYKHHM 3aci0 BIUIMBY Ha MAacOBY CBIJIOMICTD,
€CTeTHIHI Yo {00aHHs Ta HARITh MOMITHYHI TOTTISTH MOJIOIOTO TIOKOTIHHS.

Oxpemy ypary OYII0 HPHAUICHO aHAM3Y TEeXHOJIOMTYHHUX OCHOB CYYaCHOI'O
ITPOBOTO BHPOOHHITTRA. ¥ ITHOMY KOHTEKCT1 3Ha9HY PONE BITITPaIOTh yHIBEpCcalbHI
IHCTPYMEHTH PO3pOOKH, SIKI JAIOTh 3MOTY CTBOPIOBATH IHTEPaAKTHBHI CEPEIOBHUINA,
OTNITUMI30BaH1 JUISl PI3HOMaHITHHX Iatdop™ 1 ImpHcTpoiB. Came 3aBIIKHA TaKuM
IHCTpYMEHTaM po3podKa 1rop crajia AOCTYIHOK I IIHPOKOro Koja eHTY31acTiB,
1IHAI-KOMaH) 1 crapramiB, sSKI MOXKYTh KOHKYPYBaTH 3 BCIMKHMHU CTYIISMHU,
HPOIIOHYIOUH THHOBAIIHAHT KOHIICIII Ta CBIKUMA IrpOBUHA JTOCBIL

KpiMm TOro, commaibHO-€KOHOMIYHI AaCHCKTH I1HAYCTpIH JeMOHCTPYIOTL i
DMOOKUE BIUIMB Ha INIoOAIbHY €KOHOMIKY. 3pOCTaHHS PUHKY Iipalll, HoBl (hopMHU
3afHATOCT], BKIDOYEHI A0 €KOHOMIKH KPeaTHBHHX 1HAYCTPiH, POpMyBaHId HOBHX
O13HEC-MOoJIeNIe — yce e CBIIMUTH PO CTpaTeriuHy BaKIHUBICTH ITPOBOTO CEKTOpa.
He menmn 3nagynmM ¢ @ BIUIMB BiACOITOp Ha COIaIbHl CTPYKTYPH — (hopMyBaHHI
OHJIaMH-CIIIIILHOT, PO3BHUTOK KidepcHopTy, HOB1I GOpMH coIfiadbHOi 1HTEepakiii Ta
KOJICKTHBHOI TBOPUOCTI.

Y pes3ynnTaTi ONpaIfoBaHHS MaTepialiB MEPINoro Po3aily MOKHA 3pOOHTH
BUCHOBOK, IO BiJACOIIPH CLOIOJAHI — II¢ OaraTorpaHHe SIBUINE, IO IIOCAHYE B coO1
TEeXHOJIOTT, MUCTEIITBO, O13HEC 1 COIaIbHI IPAKTHKH. Y CBLAOMIICHHS IILOTO JIO3BOISE
Kpalre 3po3yMITH He JHINe TeXHITHY CTOPOHY CTBOPEHHS 1rop, ane U Ti TIHOHHHI

3MIHH, K1 BIIOYBAaIOTRCSA YV CRITI MMiJ BINIMBOM ITH(PPOBOI KyIbTYpH. Ili acmekTn



CTaHYTh OCHOBOIO JUIS TOJANBINOTO MPAKTHUIHOTO PO3MTISY cHelM(piKu po3poOKu

1rPOBOIO IIPOCKTY, IO Oy 1¢ 3 1HCHEHO B HACTYIIHUX PO3/lIax.



PO3IJ1 2. AHAJI3 IHCTPYMEHTIB TA TEXHOJOI'TH JIIA
PEAJII3ALILL ITPOBOIO ITPOEKTY

2.1 BuOip nporpamuux 3aco01B Ay peanizanii IpoeKTy

Bubip mporpamMuoro 3zale3rnieveHHS I CTBOPEHHS BIJIEOTPH € OJHHAM 13
KIIOYOBHX €TalliB, IO BILIMBAc Ha ¢(pEeKTHUBHICTL PO3POOKHU, 3PYUHICTDL IHATPUMKH
KOAy, a TaKoXX MOKIHBICTL MacIITaOyBaHHA IIPOEKTy. Y CydacHIH MpaKTHIl
refdMu3ainy Ta IporpaMHol IIKeHepll aKTHBHO 3acTOCOBYIOTBHCH ClICHIaIi3OBaHI
1HCTPYMEHTH, $IK1 3HATHO CIIPOITYIOTH peamz3ariifo Sk 2D, tak 1 3D irop.

[DratpopMu 11 CTBOpPEHHS 1rop (IrpoBl pyImmi) HajJalOTh 3acoO0W A
yIipasiiHas Ipadikolo, Gi3uKoIo, aHMaIiaMy, ayaio Ta JIOIKOK HOBSIIHKU 00 €KTiB.
Cepel HAUTIOY ITPHIITHX PYIIIIB, K1 BUKOPHUCTORYIOTHCS B PO3pOOIN 1Top, MOKHA
BuaimTH Taxi sk Unity, Unreal Engine, Godot, GameMaker Studio, Defold Ta immmi.
KokeH 13 HUX Mae cBoi 0cOOIMBOCTI, TIepeBaru Ta 0OMeKeHHS 3aJIeKHO Bl THITY TPH,
HUILOBOIL IIATGOPMH Ta JOCBLAY PO3pOOHUKA.

Hampuxman, pymii Unity, sgxkwii marpumye C# SIK  OCHOBHY MOBY
MPOrPAMYBAaHHS, IMHUPOKO BHKOPUCTOBYETLCS U1 CTBOPCHHS MOOUILHMX, 1HJAL Ta
VR/AR irop. Horo ocHOBHI mepeparn — Iie GaraToITaT)OpPMEHICTh, TOTYKHHUI
pelakTop CIleH, M ATPUMKa JBOBUMIPHOL Ta TPHUBUMIPHOI Ipadiky, BelHKa CIIILHOTa
PO3POOHUKIB Ta JOCTYII A0 THCSY OC3KOIITOBHUX 1 IUIATHUX IUArigiB depes Unity
Asset Store. Inmmit pymmit — Godot — € MOBHICTIO O€3KOIMITORHHAM 1 B1JIKPHTHM,
mATpUMY € MOBH TiporpamyBanist GDScript, C# ta C++ 1 3 KOKHOIO Bepeicio HadyBae
Bce OUTBIIOIT TONyISIPHOCTL cepeT 1HI1-po3poOHUKIB. BHOIp MK PYIIISIMH 3aJI€KHTH
BiJl KOHKpeTHUX 11oTped: i 2D 1wiatdopMepiB gacTo IepeBara HagacThed PYIIisM,
K1 MalOTh 3pYUHY 1HTETPaIlio 31 crpaTaMu, TalMaraMi, KOM31IMH Ta aHIMAITIElO.

Bubilp pymis IDOBHHEH BpaxoBYBATH TaKOK TEXHIYHI BHUMOIHM IIPOCKTY,
HaIpHUKIaI, MATPUMKY MOOUTRHHX IaTtdgopM (Android, 108), 1HTErpaIiio 3 dazaMu
JaHUX, MITPUMKY MepekeBol B3aeMo[ii, 3pYUHICTH PO3TOPTAHHS TIPOEKTY Ha

MapkeTax, Takux gk Google Play un App Store. KpiM Toro, BaKITHBAM KPHUTEPIEM €



HasIBHICTh aKTyaJdhbHOI MOKYMEHTallli Ta akTHBHOI CIUIFHOTH KOPUCTYBAUIBR, IO
3HAYHO IIOJIETTIYE IIPOIEC HABYAHHS Ta BUPIIICHHS TEXHIYHUX 1IpodieM [6].

Jms poGoTH 3 BI3yaJIbHUMH pecypcaMu (cIipaitamMi, (poHaMH, aHIMATISIMH)
3a3BUYall BUKOPUCTOBYIOTLCH 1HCTpYMenTH Ha kirrainr Adobe Photoshop, Aseprite,
Krita, sIx1 7af0Th 3MOTY CTBOPIORBATH Ta pearyBaTH IMKCEITbHY Ta BEKTOPHY Ipadiky.
Jrst crBopeHHs 3BYKOBUX €(heKTIiB 1 MY3HKH MOKYTh 3acTocoByBaTuch Audacity, FL
Studio abo 1amm DAW-3acTocyHKkH. /19 HanmMcaHHS KOJY YacTO BHKOPHCTORYIOTH
cepetorHIma po3poOku Visual Studio, Visual Studio Code, JetBrains Rider Tomo.

VY cydacHOMY IIporieci po3poOKH 1rop TaKoXK BaKIMBOIO € CHCTEMa KOHTPOIIO
Bepciil. Halimommpenimoro TexHodoTiero € Git, sSKa Jae 3MOTY BeCTH KOJIEKTHBHY
po3poOKy, (ikcyBaTH 3MIHU, BIIHOBIIOBATU IONEPESHI Bepcli KOAY Ta BUPIIIyBaTH
koHpmkTH. [lmardopmu GitHub, GitlLab ado Bitbucket pmo3Romsors 3pydHO
VIIPABISITH PEHIO3UTOPISAMHE, CTBOPIOBATH 3aJladl Ta JOKYMEHTH, 3/1HCHIOBATH PEB IO
KOJTY TOTITO.

Taxkum urHOM, I peaiizalii cydacHoro 2D-1poeKTy, 30KkpeMa 1uiardopmepa,
JOIIUILHO BUKOPHUCTOBYBATH 1rpoBHH pylnHd, gxkuili Mae 3pyundit inrepdeiic,
MATPUMYE aKTyallbHl CTaHJapTH, Mac BelUKUHA BUOIp AOJATKOBHUX O10MOTEK 1

HATPUMKY 3 OOKY CILILHOTH.

2.2 BUMOTH 0 POTPAMHOTO 3a0¢3NCUCHHS

JLtst peaizariii irpoBoro mpoekry Oy /10 BUCY HyTO HU3KY BUMOT IO HPOIPaMHOTO
3a0e3TeUeHHsI, SIK1 OXOILTIOIOTE K (DYHKITIOHANBHI, Tak 1 He()yHKITIOHAIBHI aclleKTH.
OcHOBHOIO MeTOIO OyJ10 3a0e31eduTH cTablIbHe CePEIOBHIIE PO3POOKH, IO JO3BOIIIE
CTBOPIOBATH 1HTEPaKTHBHY 2D-Tpy 3 MOKIHBICTIO MOJATLIIOT0 MacmTalyBaHHSI Ta
ajarrranii mj1 MoOUIbHI IaThOPMU.

DyYHKIIOHATBHI BUMOTH:

o MoXIUBICTD HOOYIOBH 1IIPOBOI CIICHHU 3 IBOBUMIPHUMHU 00'€KTaAMU,

e [lixrpuMKka (hi3UKH, aHIMAIld Ta CUCTCMH YaCTUHOK,



e Peaizailisi CHCTEMU KEPYBaHHS MEPCOHAXKEM, 00POOKH 31TKHEHD Ta JIOTIKH
FeAMILICIO,
e 3pyuHa iHTerpailis rpaiuHUX Ta 3BYKOBUX PECYPCIB;
o [liaTpumka pizHux tumnis mwiargopm (Android, Windows).
HedyHkiionanbHi BUMOTH:
e 3pyuHuii i cTabLIbHMIA IHTEPPEHC cepenoBulia po3pooKu
e [llupoka cnibHOTA KOPUCTYBAUIB Ta AOCTYIHICTh JOKYMEHTALli
e [liaTprMKa PO3LIMPEHb Ta TUIATIHIB AJIS PO3LIMPEHHS (PyHKIIIOHATBHOCTI
e HasBHICTh IHTETPOBAHOTO BIAJIArO/PKyBaya Ta 3aC001B st Ipod1IOBaHHS
MPOYKTUBHOCTI
Jlns peanizaiii npoekty Oyno obopaHo Unity — oauH 3 HAUMOMIMPEHIITUX
IrPOBUX PYIIIB, SIKUI Ma€ MOTY>KHI 3ac00U 715t po3podku 2D irop, miaTpumye C# sk
OCHOBHY MOBY CKPHIITIB Ta JIO3BOJISIE IITBUKO CTBOPIOBATH MPOTOTHUITM 1 MOBHOIIHHI
irpoBi npomykTH. Moro nepeparst BKIIIOYAIOTh Bi3yalbHHil PEAKTOP CIIEH, CHCTEMY
KOMITOHEHTIB Ta BEJIMKY KUIbKICTh HaBUAJIbHUX MaTepiais [7].
Ha puc. 2.1 300paxeno iHtep(elic pemaktopa Unity, sikuii aKTHUBHO
BUKOPHUCTOBYBABCS Mij] yac po3podku rpu. Unity Hajae iIHCTPYMEHTH AJis pOOOTH 31
cnpaiitamu, konadaepamu, rigidbody-koMnoOHEHTaMu, a TaKOXK MIATPUMKY MOAIA Ta

CUCTEM aHIMAILIl].

@ Platform - Level3 - Android - Unity 2022.3.4f1 <DK11> - 8 x

GameObject Component _Services

Pucynok 2.1 — Iarepdeiic penakropa Unity



JIONOMI>KHUM IHCTPYMEHTOM JJIsl HAMCaHHS CKpUNTiB BUcTynae Visual Studio,
sKa iHTerpyetocs 3 Unity uepes miarinu. Lle cepenoBuine 103BoJsie mUCaTH, TECTYBATH
Ta BIAJATOKYyBaTH KOJ Ha C# 3 aBTO3AMOBHEHHSIM, MiJICBIYyBAaHHSIM CHHTAKCHUCY Ta
marpumkoro Git. Ha puc. 2.2 3006pakeno iHrepderic Visual Studio 3 mpukiagom

peastizaiii JJOT1KA KEpyBaHHS EPCOHAKEM.

® - o x
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se, Forcetode2n. Inpulse);

Developer Powershell  Error List  Output Solution Explorer | Git Changes

Pucynok 2.2 — Intepdetic Visual Studio

Kpim Toro, amst 30epekeHHs MPOEKTY Ta Opradizaiili KOMaHaHOI podoTH OyJI0
BUKOPHCTAHO CUCTEMY KOHTPOJIO Bepciit Git pazom 3 minatdopmoro GitHub, mio
J03BOJIAJIO:

® BECTH ICTOPIKO 3MiH (paiiniB;

® TIOBEPTATUCS 10 MOMEPEAHIX BEPCIA MPOEKTY y pa3i moTpedu;

® 3a0€3MEUYNTH PE3EPBHE KOMIOBAHHS KOY,

® BHUKOPUCTOBYBATH I'JIKM JUJISl PO3POOKM OKPEMHUX MOJYJIIB I'pu O0€3 PU3UKY
BIJIMHYTH HA OCHOBHY BEPCIIO.
GitHub craB 3pyuHum cepeoBHILIEM AJisi KEPYBAHHS BEPCISIMU, OCOOTUBO i

4ac akTUBHOI (pa3u po3poOKH, KO 3MIHA BHOCHJIUCS LIIOTHSI.



Taxum umHOM, 0OpaHa 3B's13Ka 1HCTpyMeHTIB — Unity + Visual Studio +
GitHub — IOBHICTIO 3a8/10BOJIBHAE BUMOTH IIPOEKTY Ta JO3BOJE peali3yBaTu

3aJyMaHy TPy BIJMOBITHO JO CYYaCHHX CTaHAAPTIB ITPOBOI 1HYCTPII.

2.3 3aco0u a1 peamizanii KNEHTCHKOT YACTHHHU TPH

Kmenrcrka gacTuHa Tpu € 1HTEpPeiicoM MIK KOPHUCTYBadeM 1 BHYTPIITHBOIO
JOTIKOIO 3acTOCYHKY. BoHa oxoIunoe Bi3yalbHI KOMIIOHCHTH, 3acO0H B3acMOJIi
(UI/UX), cucTeMHd BBEJICHHS, aHIMallli, ay1OBIATBOPEHHS. Ta 1HIN €IIEMEHTH, IO
3a0€31IeUYIOTh 1HTePaKTUBHICTL 1 CHPUHHNTTS I'py. Peamizaiis Iiei 4acTHUHH Mac
BUPIIIAILHE 3HAYCHHS /11 KOPUCTYBAIILKOTO JIOCBLILY .

OJHMM 13 KIIOYOBUX 3ac001B 111 HOO0Y JOBH KINEHTCLKOT yacTHHY B 2D-1rpax ¢
Canvas-cucreMa B Unily, ska J03BOIII€ CTBOPIOBATH aJallTUBHI 1HTepdelicH, o
IMTAIMTORYIOTRCS 1T P13HI PO3IIbHI 3/[aTHOCTI MPUCTPOIR [8].

IlepeBaru Canvas-CHCTEMU:
e [ligTprMKka MacTTaOyBaHHS IS PI3HUX €KPaHIB
e [urerpaind 3 inmumMy Ul-KoMIIOHEHTaMH
o MOKIHBICTh CTROPEHHS CKIIaHOI 1€papxii elTeMeHTIR

Kmouoni enementu: Canvas, RectTransform, Ul erementn (Button, Image,
Text). Kpim mmboro, Unity Ul Toolkit — Hopilma cucTeMa, 1Mo ToeIHY € TeKIapaTUBHIH
maxi1 1o nooyaoBu Ul (Ha ocHoBl UXML 1 USS) Ta 3HaTHO PO3MAPIOE MOKIHBOCTI
KacToMI3alli H MOBTOPHOI'O BUKOPUCTAHHS eJIeMeHTIB | 9].

ITeperaru UI Toolkit:
e Crpopenns Ul uepe3 po3MITKY
e [lomiT TOTIKA 1 CTHIIB
e [[irTpuMKa KACTOMHUX KOMIIOHCHTIB

JImst kepyBaHHS B 1rpax Bce YacTIIme 3acTocoByeThes Unity Input System, sxa
J03BOJIE adcTparyBaTh IIPUCTPOl BBEICHHA (KllaBiaTypa, MUINA, JHKOHCTHK, TAUCKPIH
TOMIO) Uepes eauny Koudiryparo [10].

ITeperaru Input System:



¢ KpocmiaTdopMeHHICTE
o [liaTpuMKa KIJIBKOX CXEM KepYBaHHs
e 3pyuHe peaaryBaHHs yepes Ul
[IpHcTpoi, MO M ITPUMYOTHCS:
e KnamiaTypa
e |eitMmiiaj
e TauckpiH
e Mura
AHIMAaIA TakKoXK € BaKIHBOIO YACTHHOIO KIEHTCHKOI CKIagoBoi. Animator
Controller Ta cucrema State Machines 103BOISIOTH peani3oBYBaTH IDIaBHI TIEPeXOIH
M1 CTaHaMU IepcoHaxiB ado o0 ekriB. Unity marpumye 2D Animation Package, mo
BKITIOYAE 1HCTPYMEHTH JIIS cKelleTHoI aHiMaIni Ta Sprite Rigging [11].
KoMiionenTu amiMari:
¢ Animator
e Animation Clip
e State Machine
ITepeBaru 2D Animation Package BKIIIO9aOTh CKeJISTHY aHIMAlliIo, IPUB 3Ky
Jo Kictok (bone rigging) Ta JMHAMIYHEC KCPYBaHHs 1103aMHU.
Jrst o3BydeHHS OA1H Ta arMocdepr BUKOPUCTOBYIOTHCS 3acodu AudioSource
Ta AudioMixer, K1 TO3BOJIIOTE A€TaIbHO HANIAIITOBYBATH 3BYKOBI € PEKTH, TYUHICTD

1 MpOCTOpOBe 3BYUaHHs (TuB. Tadm. 2.1).

Tabmur 2.1

OcHOBHI KOMIIOHCHTH 3BYKY B Unity

Komitonenr [Ipu3Havenus




AudioSource KoMmmoHeHT, kWi JomaeThesl 0 00'€KTa CIIeHH Ta BIATIOBIAAE 3a
BiATBOpeHHS ayai0. Moke HalaIlToBYBaTHUCH JUIS IIPOCTOPOBOTO
3BYYAHHS, PErYIIOBaHHS [YYHOCTI, IMKIYHOIO IIPOIpaBaHis

TOIIIO.

AudioClip IIpencrarise oxpemuit ayaiodaitn (Hampukiam, .wav abo .mp3),

SAKUH BUKOPUCTOBYEThCS B AudioSource Juist IporpaBaHHs.

AudioMixer [lenTpanpHIit 1IHCTPYMEHT [JI MIKIITYBaHHSI ayaio, IO J03BOJIIE
TPYIyBaTH KIiMBKa JUKepel 3BYKY, 3aCTOCOBYBaTH e(eKTH,
PEIYIIIOBATH I'YUHICTL OKPEMMX KaHAIIB 1 CTBOPIOBATH JUHAMIYHI

3MIHH 3BYYaHHS I11]T 9ac TPH.

2.4 3aco0u a1 peam3ali BHy TPIIIHBOL JIOT1KH TPH

Peaiizamis BHYTPIIHLOI JIOTKH € KIOOYOBHM €TalloM Yy CcrBopenHi 2D
mmaTdopMepa, aJlzke caMe BOHA BU3HAUaE MOBEMIHKY 00 €KTIB, B3aEMO/IIIO MK HUMH,
a Takok 3a0e3Iedye KOHTPOIb 3a IrPOBUM IIporiecoM. Y cepenopuri Unity 0CHOBOIO
o0y 10BH JIOTKH € koMmnonentd MonoBehaviour, skl J03BOJBIOTH CTBOPIOBATH
CKPHIITH JUII PI3HOMaHITHHX O0'€KTIB CIleHH. 1[I CKpHITH MOXKYTH KOHTPOIIOBATH
HIepeCyBaHHA 1IEPCOHAXKIB, 0OpOoOKY B3acMOMIH, 3MIHKM CTAHIB, OHOBJICHHS 1IPOBHX
IapaMeTpiB Y pealbHOMY dacl.

Unity Takox Hajac po3BHHeHY Bi3HUHY cHUcTeMy Ha Oasi pymnd Box2D, ska
JIO3BOJISIE PeaTi3oBYBaTH pealicTHIHY MOBEIIHKY 00 €KTIB Ha CIeHI. 3a JOIMOMOTOI
Takux KoMIoHeHTiB, K Rigidbody2D ta Collider2D, MoKHa MOA€IIOBATH I'paBiTalLIlIO,
31ITKHEHHS, 1HepIo Tomo. Ile ocoOmMBo BakIMBO vy IDIaTdopMepax, T& TOUHICTH
B3aeMOJIIi 3 TATGOPMaMH, IEPEHIKOJAaMH Ta BOPOraMHU Mae€ BHpPIIIAIbHE 3HAYCHHA
JUBSL IrpOBOro jrocBiay [12].

BaxmmBoo CKIAJ0BOI BHYTPIIIHLOI JIONKH € KOPUCTYBaIlbKl (KAaCTOMHI)

KOMIIOHEHTH. BoHU po3polisioThesd A okpeMux (yHKIIOHATEHOCTEH, TaKUX SIK



KepPYBaHHS PYyXOM TIepcOoHa)ka, IMTYIHHM 1HTeNeKT BopoTiR abo oOpoOka cHCTeMH
310poB . KOXKeH KOMIIOHEHT BHKOHYE YITKO BH3HAYCHY POJIb 1 BUINOBiJAE 3a
OKpeMHUM acmieKT NOoTiKK. Hampukiaja, oJuH CKPUIT MOKe BIIOBIIATH THIE 3a
[IepecyBaHHs [IEPCOHAKA, THIHI — 3a HOro 3J@THICTh 3aBJaBaTh KO IH, ¢ 1HITHHA
— 3a JIOTIKY BOPOKHX 00’ €KTIB.

Takok 4HacTo BHKOPHCTOBYIOTBHCH CEPBICHI KIAcH — OKpeMi OO0 €KTH, SKi
3a0e3euyIOTh CIIBHUN (PyHKITIOHAN (HaIIpHUKIa, KEpYBaHHS 1HBEHTapeM, oO0poOKy
JAaHUX KOopHcTyBaua, abo MOTiky 30epekeHh TPH). BOHM MOKYTH BIIPOBa/IKYBaTHCH
yepez malbmoH Singleton ado KepyBaTHCh CHCTeMOKO 3ajiexkHocTel (Dependency
Injection), MO MABUITY € THYYKICTh apXITeKTy PH.

BHyTpiliHg JoI1Ka [PH TAKOXK OXOILIIOE KEPYBAHH aHIMAaIICIO IIEPCOHAKIB, SKa
B Unity peamizyeThes 3a JOMTOMOroo cucteMu Animator Ta Animation Controller. 11
1HCTPYMEHTH JIO3BOJBIIOTH CTBOPIOBATH IUIABHI IIEPEXOJAM MUK PI3HHUMU CTaHAMU —
HaIpHUKIIaI, XoAs0010, CTPHOKOM, aTakow abo cMepTIO epcoHaska. JIorika mepexo/IiB
MUK aHIMAIAHUMHA CTAHAMM HacTo 3aJIeiKUTh BIJ HapaMeTpiB, K1 3MIHIOIOTLCS 1111
yac Py, IO JO3BOILIE JUHAMIYHO pearyBaTi Ha J1i IpaBId.

Oxpemy yBary ciij IPUALIMTH 3BYKOBOMY cyIipoBojay. Unitly Mae BOy joBaHy
CHUCTEMY JUIS BLATBOPCHHS 3BYKOBHUX e€(EKTIB Ta MY3HKH, 10 BHUKOPHUCTOBYE
komionenTy AudioSource ta AudioClip. BoHM J03BOJBIOTL KEPYBATH 3BYKAMH Y
BIATIOBIAL Ha MOMIT B Ipl, 30KpeMa BIATBOPEHHSM 3BYKIB CTPHOKa, MHOIIKOIKEHD,
nepemMor abo ¢oHoBOI My3ukH. Ile maBHUITye eMOIliiHe 3aHYpeHHsS TpaBIlsl Ta
HOKpaniye 3arajlbHe Bpa)KeHHS B1Jl TPU.

Jg moGy/IoBH BI3yallbHOTO CEPEJIOBHINA TPH aKTUBHO BUKOPHUCTOBRYETHCS
cucreMa Tilemap, sika J03BOJISC MIBUIKO CTBOPIOBATH PIBHI HA OCHOBI HA0OPY TAMUIIB.
Bona miaTpuMye sSIK TIPIMOKYTHI, TaK 1 130METPHYHI CITKH, a TaKOK 1HTETPYETHCS 3
CHCTEMOIO KO3, Takul miaxiJ He TUIbKH MPUCKOPIOE 1IPOoILeC po3podku, aine H
3abe3Ieuye BHCOKY IHPOAYKTUBHICTL HABITL Ha MOOUILHHUX IMPUCTPOSX, IO €
BaKTUBUM KpHUTepieM I 2D-TIpOeKTIR.

KpiM 11b0T0, BaKIIHMBY POIb Y pO3pOOITi BHY TPIIITHKOI TOTIKH BIIITPae CTPYKTypa

KOJy. Y cydacHi#l HpaKTHIN PEKOMEHIY €ThCs JOTpUMYBaTHCh IpuHIMInB SOLID, mo



JIO3BOIISIE 3pOOUTH KOJI THYYKHM, PO3MMUPIOBAHUM Ta CTIMKHM 10 3M1H. OcoOIHURO
aKTyaJIbHUM € IIPUHLMI po3auicHus o0oB da3kiB (Single Responsibility Principle),
axkuit mepeadadae, MO KOKEH KJac Mae BIANOBLIaTH JHINIE 3a OJHY YacTHHY
dbyukmonaibaocti [13].

VYei 1l 1THCTpYMEHTH 00'e THYIOTHCS B ITUTICHY apXITeKTYPHY CHCTEMY, Jie Pi3Hl
KOMIIOHCHTH B3a€MOIIIOTL MK COOO0I0 Yepe3 4YITKO BH3HAYCHI 3B'S3KH. Y IIPOCKTI
3aCTOCOBYETRCS MAadIoH pO3INIeHHS BIATIORITaTkHOCTe (Separation of Concerns),
IO TO3BOJISIE TIITPUMYBaTH HOPSTOK Y KOMOB1H 0a31, Terko MacImTaOyBaTH IIPOEKT Ta
€(eKTHBHO TeCTYBaTH OKPEMi MOJYIIL.

J1o KIMOYOBHX elleMeHTIB BHYTPIITHLOI Toriku 21D mmatdopmepa MoKHa Bl THECTH:
® KOHTPOJIL (DI3UKH 00 €KTIB (IpaBiTalis, Koy3ii);
¢ 00poOKY KOPHCTYBAIIBKHX /1 (pyX, aTaka, CTPHOKH);,
® B3acMOJIIIO 3 BOPOTaMU Ta OTOUCHHSIM;
® aHIMaITO Ta 3BYKOBHH CYIIPOBI;
® [ICHEPAIIO Ta OHOBICHHS PIBHIB 3a Joiiomororo Tilemap:;

® I[iITPUMKY YUCTOA Ta MOJIY JIbHOT apXITEeKTy pr KOJIY.

2.5 BUCHOBKH J0 APYTOTO PO3ILIY

VY panomy pozjun Oyio HPoBeJeHO aHalll3 1HCTPYMEHTIB Ta TeXHOJIOIH,
K1 JOIUILHO 3aCTOCOBYBATH I peaiizalii 2D irpoBoro Ipoekry, 30Kpema
miatdopMepa. Po3rHYTO HI3KY TOMYIBIPHUAX ITPOBUX PYIIB, cepes| SIKUX
oOrpyrosano Oyi1o obpano Unity sk HaROLILIN HPUAATHHR UL IIOCTaBICHUX
nutet. Jlo OCHOBHHX NpHYHMH BHOOPY HajlekaTh: INITPUMKa JTBOBHMIPHOI
rpadiky, MHUPOKHA CHEKTP IHCTPYMEHTIB JUIS CTBOPCHHS Ta pejaryBaiHs
ITPOBHUX CIIeH, THyYKa CHCTEMa KOMIIOHYBaHHsS o0 €KTIB, OaraTa eKocHcTeMa
ILIAriHIB T4 aKTHBHA CIILILHOTA PO3POOHUKIB.

Ha ocnoBi ananizy Oyio chopMmylboBaHO KIOYoBI (PYHKIOHAILHI Ta
He(y HKITIOHAIbHI BUMOTH JIO HIPOTPAMHOTO 3a0e31iede HHS. BOHM ¢Tainy 0OCHOBOKO

JUIST TIOIANIBITIOTO BHOOPY 1HCTPYMEHTIB, IO OXOIUTIOIOTHL HE JHIIE PYImii, a i



cepeloRHITe I HammcaHHa kKoay (Visual Studio), cucteMy KOHTpoIo Bepciit
(Git + GitHub), a rtakox A0JaTKOBI KOMIIOHCHTH I POOOTH 31 3BYKOM,
rpadikoro Ta Ul

Oxpemy yBary Ovio mnpujauieHo zacofaM UM peamsanii KIIeHTCLKOT
YaCTHHU TPH, IO BU3HATAE B3aeMO/III0 KOPHUCTYBava 3 mporpamoro. byno o6pano
CYUacHI Ta TCHYYKl TexHoJori, BOHH J03BOJSIOTH CTBOPUTH ajallTHBHUIA,
3pyuHHui Ta QYyHKIIOHAIRHHI 1HTEepdeiic KoprcTyBada, SKAM MoKe TIparfoBaTH
Ha PI3HAX MPHUCTPOSX 1 PO3TIITHHUX 3JaTHOCTSIX.

3arajioM, Ha OCHOBl aHAII3y IHCTPYMEHTIB Ta TEXHOIOIIH, 3poOIeHO
OoOTpYHTOBaHUH BUOIP MpOrpaMHOTO 3ade3ledeHHsI, SKHH TTORHICTIO BIIIIOBITae
norpebam peamsanii 2D mmatdopmepa Ta 3ade3medye MOKIUBICTL ¢eKTUBHOT

pO3po0KH, MacITaOyBaHHS Ta MOJANBIION IATPUMKH 1ITPOBOTO TIPOEKTY.



PO31J1 3. PO3POBKA 2D ITNTATOOPMEPA HA UNITY

3.1 AKTYaJIbHICTh PO3POOKH

Y cydacHOMY CBITI 1rpoBa IHAYCTPIS HPOAOBKYE JIEMOHCTPYBATH
CTPIMKHII PO3BHUTOK Ta 3POCTAHHS, OXOIUIOIOUM ACjall IMHPIIY ay JHTOPIIO
KOPHUCTYBAUIB P13HOTO BIKY. OJHHAM 13 HAUTIOMY JISIPHIIIHX *KaHPIBR ITUPPOBHUX 1TOP
3THMAIOTHCS TIAaThOPMEpPH — JIBOBUMIPHI apkKaJiHl 1Py, V SIKHUX KOPUCTYBay
Kepye TepcoHakeM, IO TEPEeMINYEThCS PIBHIMH 3 IePeITKojiaMu, 30upae
00'ekTH Ta Jonae BoporiB. llepeBaru xaHpy LOISMTAIOTh Y IIPOCTOTI OCBOCHHS
redMIDIel0, JUHAMITHOCTI JIH Ta MOKIHBOCTI OXOIIUTH IMHPOKY INIHOBY
ay JUTOPIIO.

Oco0nuBoi akTyambHOCTI skaHp HaOyBae y cdepl MOOITREHOT po3podKH, e
BaKIIUBO 3a0e31ICUUTH KOPOTKI Ta 3aXOIUIHBI 1IrPOB1 ¢ecii. 3rIHO 3 aHAIITHYHUMUA
3BITaMH, ITIAT(OPMEpPH BXOITH 0 UHCIa HAMIONYJBSIPHINNAX KaHPIB CepeT
MOOUTHRHUX Ta 1HMI-1rop. 3a JaHuMH IuiatdopMu  GameAnalytics, cepen
HaiOUIbII 3aBaHTaKyBaHUX MOOUILHUX 1rop 2023 poky wiardgopMepH cTadlIbHO
MOCIIAfOTh TIPOBIJHI TIO3MITIT, JEMOHCTPYIOUM BHUCOKI TOKa3HWUKH YTPHUMaHHS
rpaBITiB Ta MoHeTH3aIli [14]. barato mpoBIIHUX KoMITaH1H, 30kpema Nintendo,
King ta Voodoo, BUIyCTHIN HHU3KY YCIIIMHUX 2D-1utaTtdopMepiB, o 3100V IH
BEIIMKY IIOYJSpHICTL cepel rpasiiB. Ha pucynkax 3.1 1 3.2 300paxkeHo
MPUKIATHA MO MIOHHX 1rop, K1 JeMOHCTPYIOTh THIIOBI Bl3yallbHI Ta TeHMILICITHI
OCODIIMBOCTI KaHPy.

Po3poOka Binacuoi rpu y xaupi 2D-mwiardopmepa T03BOISE 3100yTH
HPaKTHYHI HABUYKKU pOOOTH 3 CydacCHUMH IIPOBHUMHM pyIIisMu, 30kpeMa Unity,
IO € OJHUM 3 HaMTIONMMPEHIIMUX 1HCTPYMEHTIB JIVII CTBOPEHHS K 1H/1, Tak 1
KOMEPINMHUX mpoekTiB. [l dWac peamsarii JaHOTO MPOEKTY OCHOBHUMH
3aBAaHHIMHU Oy JI: O3HAHOMIICHHS 3 0a30BUMHU Ta IIPOCY HY TAMH MOKIHBOCTSIMH

Unity, IpOEKTYBaHHS BHYTPINIHLOI JIOTIKH I'PH, pealizamis OCHOBHHX 1I'POBHX



MeXaHIK, ajJarnraiis iHTepdieHcy A0 MOOLIBHHX MPHCTPOIB, 4 TAKO0K IMPaKTHYHE
3AKPITUTEHHA 3HAHb 13 IPOTPaMyBaHHA B cepeJoRHII C#.

TakuM HHHOM, 00paHa TeMa € He JIHIIe [IKaBOK 3 TOUKH 30pY pearizaliii
ITPOROTO 33A¥YMY, a H CIpHsie HaOyTITIO KOMIeTeHTHOCTeH, HeoOXiJHHX A
MOAANBIIOT O TIpodieci HHOTO po3BHTKY B I'T-cdepi, 30KpeMa B HarlpsamMi po3poldKH

irop.

PrcyHoK 3.2 — IIpHKnaa mobinkHoro mnarhopmepa Super Mario Bros

3.2 CTpyKIypa MpPoeKTy



Opranizalist CTpYKTYPH POEKTY € Ha3BUUaiHO BaKIUBOIO I Uac

CTBOPEeHHS OV [b-51KO01 I'pH, 30KpeMa 2D 1uiardopmepa. ['pamorHo 1100Y JoBaHa

CTPYKTYpa J03BoIse epeKTUBHIIIE MacTalyBaTh MPOEKT, ToIerntye podoTy Hajl

PO3MUPEHISIM (DY HKIIOHAILHOCTI, IIOKpaIy e YuTadelIbHICTD KOAY Ta IPUIIBHIIILY €

Hapiraiimo cepel daiims. I{e ocoOIHUBO akTyanbHO IIPH KOMaH (Hiit podoTi abo B

JOBIOCTPOKOBHX IIPOCKTaX, ¢ KUILKICTD PECYPCIB 1 CKPUIITIB HOCTIHHO 3pocTac. Sk

3a3HavueHo B [15], BHOpsiKOBaHa MTPOEKTHA CTPYKTYPa 3MEHITY € PU3UK BUHUKHEHHSI

TIOMHJIOK Ta MMPUCKOPIOE TIPOTIEC PO3POOKH.

VY IIpO€KTI, peaTizoBaHOMY B cepeaoBhI Unity, CTpYKTypa opraHizoBaHa 3

ypaxyBaHHIM JIOT1KH TIO/IITY BIITIOBITaTFHOCTEH Ta TOAIBITIO MacITabOBaHOCTI.

OCHOBHI HAIIKH BUI'EIAAOTE HACTYIIHHAM YHHOM !

Animations, Coin, Doors, Hero, WalkingMonster, Worm — po3MIImyoTh
rpadiky, aHiMalii Ta OB’ si3aHl PeCYPCH I OKpeMHUX 00’ €KTIB IPH.

Level Design — npu3HaueHa s 30epeKeHHS e1eMeHTIR TToOYIOBH PIBHIB.
Music — 3BYKOBE OOPMIICHHS.

Scenes — CUCHU I'PU: MCHIO, PIBHI TOIIIQ.

Prefabs — mationu o0'cKTiB, K1 BUKOPUCTOBYIOTLCS 0aratopasoBo.

Ul — rpadiumi inTepdheiic kopucTyBada.

Scripts — oJiHa 3 KIIFOUOBUX TIAIIOK, IO MICTUTh CKPUIITH 3 JIOTTKOK) TPH.

[Tamka Scripts Biairpac KpUTHIHY POJIb, OCKUILKH CaMe B Hilf pO3MIITYIOTHCS BCl

OCHOBHI cIieHapii. Y HIH MOKHa BUILUIMTH KUTbKa TPYII 3a PyHKITIOHATHHICTIO:

Cxpurrru nepconasxa: Hero, Mobilelnput, Camera_controller.
CxpunTi 00’ ekTiB 1 Iorik# piBHI: MovingPlatform, Obstacle, Entity,
FinishChecker, ButtonActivation.

Memnto Ta yrpaBmHHS crieHaMi: PauseMenu, SceneMenegerScript,
SettingsMenu, VolumeSettings.

Ay o Ta inrepdeiic: AudioManager, Bars, Virtuallnput.

Yei Ha3BaHI KOMITIOHEHTH € YacTHHAMM OUIRIOI apXITeKTypH, SKa JTO3BOISIE

JIETKO PO3MIAPIOBATH (PYHKITIOHAIBHICT, O€3 MOPYITIEHHS 1ICHYIOUOTo Koay. Takui



MOxig £ Oo6pHM TpHETAg0M O0TRHMAHHA TpHEMHDy Single Responsihility, xomm
KOKEH CEPHIIT BIOIOELAE JHIIE 33 0OHY OYHEI1,

B Console

& Favorites

LAl Materials

.En ity

. bd FinishChecker

% Relaxing Game hMu
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B TextMesh Pro
L
im Packages

Worm

Pucynor 3.3 — Saramua dafinoea cTPpVETYD A IPOEKTY Ta MamEH & oripts

3.3 Peamszama rpoeoi TorKH

Fospobka iTpoB0i NOMKH & HEHTPANBHOK YacTHHOE BYOL-AKOC0 ITROEOTD
ONOEKTY, OCKIMBEKH CAME EOHA BEHSHAYAE MOEEMIHEY BEGX ENEMEHTIE THH, BS26 MR
MiE HHMH Ta 3a0esIedye {HTEpaKTHEHICTR, 1[0 £ OCHOEOK ITPOEOCO TPOLECY. o
MEEAY NaHoro IpoeKTy CTEOpeHHA 2D-mmatdopmepa Ha Gasx Unity cTano 9ygoeoo
MOEIHEICTH: SacTOCYEATH 3006YT SHAHHA OTPHMATH HOBHH OpaKTHYHHH [O0CELT 1
CNHEIIE 0%H 37 OMETHCA 3 0C0 GIHE OCTAME fospoBkH 1T0p ¥ CYHacHO MY Cepell0E I
Hu®4e IETATRHO ONHCAHO STAH {eamsaii Kk Y0EHE acIeKTiE [PH.

WIPARIHE A TepCOoH aKeM

["OMOBHHA DepcoHa® — Ie NEHTPANEHA Qirypa IpH, 1 camMe H0ro BESacMOIia @

OOBKAINAM GOpMYE 0CHOEHY YACTHHY Cefnmnes:. Jna peamszami yOpaRmHEA GVI0



CTBOPEHO OKpeMHIl CKPUIIT, yV SIKOMY OOpoOISIOThCS HaTHckaHHS kiarim (y TIK-
Bepeii) abo cUrHaIM 3 BIPTYaIbHUX KHOIOK (Y MOOUIBbHIH Bepceil). OOpoOKa BBeASHH
peamizoBaHa 3 BHKOPHCTaHHAM cTaHjgapTHHUX 3aco0iB  Unity (Input.GetKey,
Input.GetButtonDown ToIo), a pyxX HepcoOHakKa — 3a AOHOMOIOI (PI3HKH uepes
koMmItoHeHT Rigidbody2D, sxuif 103R0MISE NOCITTH INTABHOCT1 Ta IPUPOTHOCTI PYXIB.
Sk BUJHO Ha PUCYHKY 3.4, CTPYKTYpa CKpUIITa Nepedadae YiTKe po3/IIICHHS JOTIKH
Ha YaCTHHU: TIepeMiITeHHsI, CTPUOKH, TIepeRipKa Ha 3eMITIO TOTIIO.

Bapro 3azHauuTH, Mo OpaBUIIbHA pealizallisl YIpaBIiHHS EPCOHakeM 3HAUHO
BILUIMBAE Ha BIAYYTTA BiJ I'pH. 3a JaHuMH Unity Learn [16], maBHICTE YIIpaBIIHHS Ta
MMBUAKUK BIATYK — OJHI 3 TOJOBHUX (DAKTOPIB, IO BIUIMBAIOTH Ha KOPHUCTYBRallbKe
BpaxKCHHS y I1aTgopmepax.

T Mobilkinpit.cs T B S

57 Assemkly-Lsham - “ZHero - @5 hixedUpdatz0
3 sprite = GetConponertInChilcren<SpriteRenderer={);

532n0¢ €160

arlaplircleslL(translorm. sosition, 0.31);

private vole FixedUpdateQ
{
if (H

Run();

it (isgrounced && Virtuallnput JumpFressed)
{

Junp(d;
i rtual Tn,

Isgrounved - false;
6 :
654/ 3

Pucynok 3.4 — Crpykrypa ckpunra Hero.cs

O0podKa KoI3ik Ta cTpuOKu

VY mnatdopMepax KpUTHIHO BaKIHBOIO € TOYHA M HaMilHa cHcTeMa KOI131H.
{06 3a1o6irTH HOMIIKOBUM CTpPUOKaM abo "3a)MIaHHio" Ha HOBEPXHSX, Y Ipi
peaIizoBaHo HepeBIpKY HAABHOCTI 3eMJIl 3a gonomorowo Physics2D.OverlapCircle. Le
JIO3BOJISIE TIEPEKOHATHUCH, O TepcoHak TOPKAeThes IJIOTH, TIEPIT Hi3K JTIO3BOINUTH

cTpubok. CHUcTeMa TeTiB JIO3BOJISE BIAPI3HITH OO €KTH Cepe/IoBHINA: TUIaT(hOPMH,



HeOesnexn, MUt Tormo. Hanpukinaa, KOHTaKT 13 MTUIaMu abo BOpOraMu IPU3BOUTH JI0
TIepe3anycKy CIleHH IH cMepTI IIepcoHasKa.

Ha pucynky 3.5 mpeicTaBieHO JOTIKY, fKa BIANORIaE 3a oOpoOKy Takmx
B3aeMOIH. 3rigHo 3 gokymeHTarnero Unity Manual [17] , npaBiiibHe BUKOPUCTaHHS

KolafieplB JO3BOJISIE CYTTEBO IOKPAIUTA IPOIYKTHUBHICTH 1 TOHUHICTH ITPOBOI

o y " e e e e e i
& B9 Assembly-CSharp - %ig WalkingMonster - @y direction
2

@ 5 v public class WalkingHonscer : Entity

direction;
erer sprite;
sk coinLayer;

sprite
coinLayer =

¥
~ private void Start()
{
direction = transform.right;

+ transform.up # 8.1f + transform.right * direction.x * 8.7f 8.1, ~coinLayer);

if (colliders.Length > @) direction s= —1f;
transform.pesition = Vectors.MoveTonards(transforn.pesition, transforn.position + directien, Time.deltaTime);
sprite. flip = direction.x > 0.8F;

3

wi|  private ot Updetac)
i
Mowe();
i
+  private void OnCollisienEnter20(CollisiondD collisien)
{
2 " if (collision.gamebject == Hero.Instance.gamedbject)

{
{ero. Instance.GetDamage();

i

Pucynox 3.5 — Ctpykrypa ckpurrra WalkingMonster.cs

AHIMaIII nepcoHaxa

[To6 3abe3meynTH IIaRHI TepeXo U MK CTaHAMU TlepcoHa)a (Hallpukiaz, Oir,
cTpuOOK, MajiHHA), BUKOPHCTAHO Animator — MOTYXHHUU 1HcTpyMeHT Unity 11
KepyBaHHS aHIMaIiAMU. Y MPOEKTI CTBOPEHO OKpeMY CTaHOBY MAIIHUHY, SKa MICTHTD
yC1 OCHOBHI CTaHM IlepcoHaxa. [lepexoan MK HUIMH 3aJIeKaTh Bl 3MIH [TapaMeTpiB,
K1 3aaI0ThCA CKPHIITAMH 3aJ1eKHO BiJ M1 TpaBIid.

Ha pucynky 3.6 300paskeHO 3aralbHY CTPYKTYPY aHIMAIIHHOI MamTuHH.
3aBJIKH TIPaBWIBHO HAJATIITOBAHHUM YMOBaM Iepexojy, aHIMarii BiJIOYBarOThCS
IUIABHO Ta BLIIOBIIAIOTH JiiicHOCTI. YITKO OopraHizoBaHa cUCTEMa CTaHIB JoMoMarae

VHUKHYTH KOH(IIKTIB MIJK aHIMAITISIMU Ta 3a0eRevy e HaJIHHICTh JIOT1KH.



v

Default

Pucynok 3.6 — Burnsaa mamuau nepexoais amiMarui y Unity

Boporu ta NPC

CTBOpeHHS BOPOKHX TIEPCOHAXKIB OVJIO peani3oBaHE MUIAXOM CTBOPEHHA
CKPHIITIB I11 KOKHOTO THIY Bopora. Hampuxrman, omun 3 Boporie — "Walking
Monster" — mnepecyBacThCa MO 3aJaHIH TPACKTOPIl, 3MIHIOKYH HAMPSMOK IIPH
31TKHCHHI 3 KojlanacpoM. KoskeH 3 BOpOriB Mae CBOi aHIMAIIli Ta BJIACHY JOTIKY CMEPTI.

Ak BUAHO HA PUCYHKY 3.7, MOHCTP Ma€ MEKI PyXy Ta BUKOPHUCTOBY € KOJIAHAC PH
J7IsT KOPSKTHOTO BIATIPALFOBAHHS CBoe€i Joriku. fAkicHa peamauis NPC goseonse
CTBOPIOBATH BHKJIWK A4 TPaBLyl, WO cropusie 3anyucHHO. Biamosiano ao GDC-

TpeH/IiB [ 18], THYYKICTh BOPOTIB 3HAYHO MIABHILY € PeirpadenbHICTb TPH.



PucyHnok 3.7 — Ipukiaa 0AHOTO 3 MOHCTPIB SIKUH OXOPOHSIE HATOPOTY

[Tepexin Mixk CLIEHAMU

VY rpi nepeadayeHo mepexij MiXK PIBHSAMHM, MEHIO Ta 1HIIMMHU clieHamu. Lle
peanizoBaHo 3a nonoMorow crangaptHoro API Unity — SceneManager.L.oadScene.
VY MicLsIX 3aBEPLIEHHS PIBHS PO3TALIOBAHO 00'€KT-TPUTEP, B3AEMOIIS 3 SIKUM aKTHBY€
Nepexija 10 HOBOI ciieHu. [leli 00'ekT Hao4YHO MoKa3aHO Ha PUCYHKY 3.8.

L{s1 peam3arisi BiAMOBIIA€ CyYaCHUM CTaHAAPTAM 1 JO3BOJISIE JIETKO 3MIHIOBATH
ad0 JojaBaTM HOBI PIBHI A0 Tpu. 3rigHO 3 odimiiinum nociOuukoMm Unity,

SceneManager € 6a30BUM criocoOOM Hapirauii B 6araToCLieHOBUX MPOCKTAaX.

PucyHnok 3.8 — Burnsag nepexoay Ha iHIINN PiBEHb Ta HOro JIOTIKK poOOTH

[Tpedadu B Unity — onuH 13 HalePEKTUBHILIKNX IHCTPYMEHTIB JJIs1 IOBTOPHOIO

BUKOPHUCTaHHsI 00’ €KTIB. Y TIPOEKTI OyJI0 CTBOPEHO HU3KY ITpedaliB: MOHETH, BOPOTH,



naaThOPMH, KHOTKK KepyBaHHs TOWIO. Lle m03BoJisiE CTBOPUTH OO0’ E€KT OIMH pa3 i
MOTIM BUKOPUCTOBYBATH HOr0 Ha BCIX PIBHSAX I'pu 0€3 HEOOXITHOCTI MOBTOPHOIO
HaJIalITyBaHHSI.

Ha pucynky 3.9 npencraBneno npuknaa npedaly mMoHeTu. YCi mapameTpu
uporo o0’exkrta (Kojaiaep, aHiMallis, CKpUNT Mia00py) 30€pekeHO Ta JErKo
maciTaOyroThesi.  [IpaBuiibHe BHKOpUCTaHHS TpedaldiB He JMIlIe MOKpallye

ONTUMI3ALIIO, aJIe i 3HAYHO TPUCKOPIOE PO3POOKY.

Pucynok 3.9 — Burnsa npedgaly moneTn

Ul Ta MeHto

KopuctyBaupkuii iHTEpQEC BiaIrpac BaKIMBY POJb y B3AEMOJII rpaBUs 3
rpoto. Mento, HUD, KHOMNKK KepyBaHHS — yce L€ Ma€ OyTH IHTYITUBHO 3p0O3yM1UIUM
1 JOCTYNmHMM. Y Tpl peandi30BaHO TOJIOBHE MEHIO, MEHK May3d, a TaKOX
BHYTpituHbOIrpoBrii HUD, sikuii BinoOpaxae, HanpuKIa, KUIbKICTh 310paHUX MOHET.

Ha pucynky 3.10 moka3zaHO CTPYKTYpPy MEHIO, PEaIi30BAHOTO 34 JOMOMOTORO
Canvas. YC1 KHONIKM MarOTh TIPHUB’S13aHI METOAM, SIKI BUKJIMKAOTh MOTPIOHI (yHKLIT
(BUXI1Z 3 TPH, 3MIHA T'YYHOCTI, iepexia A0 iHwoi cueHn). Ak 3azHaueHo y Ul Toolkit
Unity, npaBwibHe mnpoekTyBaHHs Ul miaBMILye SKICTh B3a€EMOJIi Ta CIpHSE

3aHYPEHHIO B TPy.
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Pucynok 3.10 — Burnsn npedaly MeHro

3BYKOBUH CYNpPOBIJ

JUis CTBOPEHHS! MPUEMHOI 1rpoBOi atMocdepu y MPOEKTI BUKOPUCTAHO OJUH
(oHOBHIT cayHATpek, sKHil Ge3mepepBHO MOBTOPIOEThCA Mg uyac Tpu. Horo
BIITBOPEHHS  3a0€3MeYyeThCcsi 3a  JOMOMOIOK  LEHTPAIi30BAHOIO  CKpHUITa
AudioManager, 1m0 A03BOJISE 3PYYHO KEpPyBaTH TYUYHICTIO 3BYKYy. ['paBenb Mae
MO>KJIMBICTh 3MIHIOBATH PIBEHb I'YYHOCTI (POHOBOT MY3MKH YE€PE3 MEHIO HANAIITYBAHb,
a oOpaHe 3HaUCHHSI 30€PIraeThest MIXK I'POBUMHU PiBHSAMU. SIKICHHI 3BYKOBHIA CYyPOBI
CIpUsi€ CTBOPEHHIO IPUEMHOTO IFPOBOT0 IOCBIAY Ta MO3UTHBHO BIUIMBAE HA 3araJIbHE
BP)KEHHS BIJI TPU.

3 ornsay HaA Te, IO rpa OPIEHTOBAaHA HAa MOOLIBHI MPHUCTPOI, peai3amis
3pYyYHOr0 CEHCOPHOIO KepyBaHHs Oyja KIKYOBOK. byllo CTBOpEHO BipTyalbHI
KHOITIKH MEPEMIILEHHS Ta CTPUOKA, K1 BUKIIMKAKOTh BiAMOBIIHI METOIU Y KOHTPOJIEPI
nepcoHaxka. Take pimeHHs 3a0e3neuye KOMQPOpPTHY Tpy Ha cMapTPoHax 3 Pi3HUM
po3MipoM ekpaHy. Lle BiAMOBifae 3arajibHUM TPHUHIMIAM MOOIIBHOT ONTUMI3aIli
11010 BXKJIMBOCTI aJanTanli KepyBaHHS JUIsl CCHCOPHUX MPUCTPOIB.

Jlst 3a0e3neyeHHst NOPAAKY Ta €(PEKTUBHOCTI B KOA1 MPOEKTY OyJI0 CTBOPEHO

okpemi MmeHemkepu: SceneManagerScript, VolumeSettings, UIManager Touto. Bouun



BIIIIOBIIAIOTH 3a KOHKPETHI (DYHKITI, IO TO3BOJIE YHAKHYTH Ty OIOBaHHSI KOy Ta
3a0€3ICUUTH THYUKICTD Y OJAILIIH po3poOIi.

Ha pucynky 3.11 MokHa moOaddTH NPUKIaAL JOTIKA MeHeKepa CIleH, SKHM
LHEHTPAII30BaHO BLAIOBIIAEC 3a HABICALIIO MiXK ycIMa HaCTHUHAMM I'PH. YC1 CKPUIITH
pO3MIINEeH1 B JupekTopii Scripts, Sk 3azHavueHo y Unity Architecture Guidelines [19],
MATPUMKA YHCTOI CTPYKTYPH — 3alopyka e(eKTHBHOI KOMaHAHOI podOTH Ta
MaciTabyBaHHS TIPOEKTY .

WalkingMonster.cs Entity.cs™ SceneMenegerSariptes + X [ At Vrtualinput cs PauseMenu.cs SettingsMenu.cs Hero.cs

&
g | JAssembly-CSharp - g SceneMznegerScriot - Gy Start()
]

« using UnityEngine;
E] using UnityEngine.S5ceneManagement;
4 || using UnityEngine.UI;

wr « public class Sceneflenegerscript : MonoBehaviour
7 {

v void Start()

J;

uildLayoutImmedia n =0));
~ public static void LoadScene(string sceneName)
Tine.timeScale = 1f;
SceneManager. LaadScene(sceneName) ;
1
v public static void Loadlastlevel()
i
Tine.timeScale = 1f;
ScenuManayer, LoadScene("Level”+ BullonAclivaslon. nunberofuilockedlovels);

1

w public void Quitgame()

Pucynok 3.11 — Burmsa ckpunra SceneMeneger Script.cs

Y pesylbrari BIAloCs CTBOPUTH THYYKY, CTaOUIBHY apXITEKTYpy IPH, sKa
BLALIOBLIAC CYYAaCHUM BHMOTaM 10 MOOUILHHUX INATGOPMEpIB, JICIKO IIAAcTLCH
PO3MIUPEHHIO W IIATPHMII, & TAaKOX JISMOHCTPYE BHCOKHI PIBEHb TCXHIYHOIO Ta

Bi?JyaJIBHOI‘O BHKOHaHHSI.

3.4 TecTyBaHHsA T HAJATOHKCHHA TPU

TecTyBaHHS € HEBIJ €MHOIO YacTHHOIO TIpoliecy Ppo3poOKH TPOTPaMHOTO
3abe31eue s, 30KkpeMa — irop. CaMe Ha IIbOMY €Talll 1IIePeBIPCThC Ipale31aTHICTh
VCIX peali3oBaHUX (PYHKINH, BHSIBISIOTHCS TIOMHIKH, a TakKoXK 3a0e3ledyeThes

cralllbHa Ta 1epeadadyBaHa [OBe/IIHKa HPOrpaMu JIJII KOpUCTYBada. bes perellbHoro



TECTYBaHHA HaRiTh SKICHO HaIlMcaHa JIOTIKa MoOKe [IpaioBaTl HCKOPCKTHO B

peaJIbHUX YMOBAX.

[Ticas 3aBepmieHHST peanizailli OCHOBHOI I1TpOBOI IIOTIKH OyIIO TPOBEAEHO eTarl

TCCTYBAaHHA Ta HaIal'OJMKCHIHA I'PH 3 MCTOK BHABJICHHA IIOMHJIOK Ta HiI[BI/H_T_[eHHH

cTaOlIFHOCTI POOOTH BC1X KOMIIOHEHTIB IIPOEKTY.

Pyune TecTyBaHHS

Bynmo BUKOHaHO pydHE TeCTYBaHHS ITPOBOTO Tpollecy Oe3nocepeHhO B pefakTopl

Unity. ITeperipsinacst KOpeKTHICTB:

PYXY epcOoHaXka;

aHIMAaInif,

KOJI131H 3 IrpOBUMU 00'€KTAMU;
30HpaHHs TIPETMETIB,
HICPEMUKaHb MK CIICHAMM,

poOotu Ul-eneMeHTIB.

VY pesyibrari TecTyBaHH OyJIO BUSBIICHO TaKl IIOMIJIKH:

Ilepconak 3acTpsras y cTiHax i 4yac cTpubdKa IIpU JOTHKY A0 Kpaio
1I1aTHOPMHU.

KouexTiOnu (30upaibil HpeMeTH) He 3HUKAIM IICIIH B3acMOJII1 3 HUMH.
UI-14uibHUK HE OHOBIIOBABCS IPY 30MPpaHHl IIPEAMETIB.

AmiMarii B JesSKUX CHUTYaIlisax BioOpakaauch HEKOPEKTHO (HampuKIaf, Oir

BHKOHYBaBCH 11T Yac cTpHOKA).

BusBiieHI HOMHAIKH 6}/.]10 BHIIPABIICHO IIJIAXOM.

BJIOCKOHAIIEHHS KOTI31HHOI TOT1KH Ta 3M1HH TtapameTpiB Rigidbody2D;
JO/laBaHHd  3HUKHeHHA o0'ekra 1ciad  30MpaHHS 332 JOLIOMOIOIO
Destroy(gameObject),

HaJlamTyBaHHd oHOBJICHHS Ul 3a 10HOMOIOI0 IO,

KOpeKIi apaMeTpiB Animator Ta Iepexo/IiB MikK cTaHaMHU.

BukopucTanHs 1HCTPYMEHTIBR HaJlaro [KeHHS

I[J'IH CIIPOIICHHA BHABIICHHA HpO6J'IeM 6YJ'IO dKTHUBHO BUKOPHUCTAHO!

Debug.Log u1st BUBEICHHS BHY TPIIITHIX 3HAYCHD 3MIHHKMX Y KOHCOJID,



e (izmos mas Bigyamizamii 30H mii 00 e€kTiB (HampwKIax, paglyc B3aeMozll 3
KOJICKTIOIaMu)

e Profiler — 14 nepeBipKH MPOAYKTHBHOCTI M1J Yac IPH, 30KPeMa BUKOPHUCTAHHS
CPU Ta mam i,

e Console — ang meperniny MOMHIOK 1 MONCPEIKECHb Y PECATbHOMY 4acl.

Ha pucynky 3.9 moskHa noGauutH NpUKIai BUBOAY MOBIAOMIICHB V KOHCOMb 3a
noromororo Debug. Log, skuii BUKOPHCTOBYBABCH T BIACTSKEHHS CTaHY 3MIHHHX Ta

MCPEBIPKY MPABUIBHOCT] BUKOHAHHS MOJ1H.

PucyHok 3.12 - Burisin KoHCOM1 3 TTOBLAOMICHHSIMH PO MOAIi

Pesyabratn
[Ticns yCYHEHHA TOMHJIOK Ta TOBTOPHOTO TECTYBAHHA OVIIO MOCATHYTO CTAOIIBHOI
poGotu mpockty. ['pa kopekTHO pearve Ha aii kopuctyBada, Ul oHOBMIOETBCS B
peaTbHOMY Yacl, IEPEXOIH MIXK CIICHAMH BHKOHYIOThCH O€3 3aTPUMOK, a BCl ITPOBI

00’ €KTH B3a€MOJIIOTh 3T1IHO 3 OUIKYBAHOK JIOTKOIO.

3.5 301pka npoeKkTy

3aBepIIATBHAM €TANOM PO3POOKH € CTBOPSCHHS 30IPKH MPOEKTY, SIKA JA03BOJISIE

3aIyCKaTH TPY K OKpeMuit roaarok. s mporo v cepeaosuim Unity nepeadbadeHO



1HCTpYyMeHT Build Settings (mum.puc. 3.13), mo 3abe3nedye 301pKy TpH T PI3HI
11aTHOPMHU.
(OCHOBHI HaJaITYyBaHHSA Mepe 301PKOO
Ilepen cTBOpEeHIIM 301pKH 3A1HCHIOCTLCS HAJIAIITY BaHHS IIapaMeTpiB y po3aui Player
Settings, 30kpeMa:
® 3aJlacThes YHIKaIbHUH 1ienTudikarop rakera (Package Name),
® BH3HAYaeThHCS Ha3Ba IPH, Bepcis Ta HoMep Oy,
® oOupaeThes opieHTarlis ekpana (Portrait),
® KOH(]IrypyeThed MacTaOyBaHHA 1HTEPPEHCY 3a TOIIOMOTOIO KOMIIOHEHTA
Canvas Scaler;
® BCTAHOBIIOIOTLCH IKOHKH Ta 1HII PECYPCH.
Jlns 3abesnieueHHST MOKITHBOCTI 301pku ma Android cepemorume Unity mae OyTH
HaJJAlITOBAHE 3 BHKOPUCTAHHSIM BLANOBIAHUX iHCTpyMeHTiB Android SDK, JDK 1
NDK, ski1 1HTeTpyIOThCS uepe3 Unity Hub.
CrBOpeHHS 1HCTAIBIIHAIOrO daiiny
[licis 3aBepleHHs HaNaIITyBalb BUKOHY €TLCH (hOpMYBaHH 1HCTAIAMIAHOrO dhaiiry
nUBIXoM HaThcekanus kaonku Build. VY pesyibrari renepyerbes .apk dain, akui Moxe
Oyt BeranoBieHuil Ha Android-npucTpiit s HEPEBIPKHU IIPAlC3JaTHOCTI IPU B
peabHUX YMOBaX.
111 gac 301pky MOKE BUHUKATH HU3KA THIIOBHUX IMPOOIIEM, 30KpeMa:
e ricyTHICTE Android SDK ado JDK y cucremt;
® IIOMUJIKH, [IOB’S3aH1 3 He3apeecTPOBAaHUMU CIICHAMU,
® Ha/IMipHE BUKOPUCTAHHS PECYPCIB (HAIPUKIIA]], BEJTHKI TEKCTYPH, 110
BILUIMBAIOTDL Ha PO3MIp daiiiny).
IT1 TpyJHOI YCYBAIOTHCS NMUBIXOM TIEPERIPKH HaJalllTyBaHb, ONTHMI3AITi pecypeiB 1

KOPEKTHOI'O BKJIIOUCHIS BCIX CICH Y OLILL



Platform W Android

@ Windows, Mac, Linux
E Dedicated Server

|ﬁ| Android

Disabled i
Default device Refresh

Asset Import Overrides

PucyHok 3.13 - urnga iHCTpyMeHTY Build Settings

3.5 BUCHOBKH 710 TPETHOTO PO3IILITY

Y npoMy posaim Oymo 3/icHeHO TOBHOIMHHY peamsaliito 2D mnatdopmMepa Ha
Haz pymnga Unity, 1Mo OXOMIIOE BCl KIIOUOBL e€TalM CTBOPEHHI TPH — BIJ
MPOSKTYBaHHA CTPYKTYPH IO PO3pOOKH OCHOBHOI 1rpoBoi noriku. PospoOka
OXOIUIIOBalla YIPaBMHHA TOTOBHHM TISPCOHAXKEM, pealizallilo CHCTEMH KOMi3ii,

06pobKy B3aeMo 1l 3 06’ €KTaMH, CTBOPEHHSA BOPOTIB, aHIMalllio Ta 1HTepdeiic, 1o

JO3BOIHITO 3a0e3MeYHTH IIITICHICTh TeHMITISHHOr O TOCBIAY.

[lim wac TPOeKTYBaHHA BHKOPHCTOBYBAHCI IIPHHI[HITH MOIYITHHOCTI,
PO3IINEHHS BIMOBITATEHOCTEH Ta TTOBTOPHOTO BHKOPHCTAHHI KOMY 3a JOTIOMOTOIO
npedadip 1 madaoHHMX cKpunTie. lle mamo smory moOyayBaTH MacIITaGoBaHy
apXITEeKTYpPY TPH, 3PYYHO afalToBaHy IK AN TOAAIbIIOr0 PO3BHTKY, TaK 1 A

nmyGmKarii Ha MOGITbHHX TiIaTdhopMax.



OcoOnuBy yBary OyIo NPUALUIEHO 3pYUYHOCTI KepyBaHHS, cTaOlIBHOCTI PoOOTH
CKPUIITIB Ta YITKOCTI aHiMaliii — ycl Il acleKTH € KPUTHYHO BAXMKIUBUMU IS
KOM(POPTHOTO KOPUCTYRAITLKOTO TOCRITY. Takok pean3oBaHo ajanTaliio YIparIiHHS
UL MOOUILHUX IIPUCTPOIB, IO BLAIOBLAAC BUMOrAM CYYacHOI'O PHUHKY MOOLIBHHX
1rop.

OTpuMaH1 pe3yJIbTaTh ACMOHCTPYIOTH PAKTHIHY €(EeKTUBHICTD 3aCTOCOBAHMX
MJIXOMIB Ta IATBEPKYIOTH JOIIIBHICTH BHKOpHUcTaHHA Unity K OCHOBHOTO
IHCTpYMEHTY 1 cTBopeHHsT 2D irop. PospoOka crama BakINBUM e€TalioM Y
¢opMyBaHHI KOMIIETEHTHOCTECH 3 MporpaMyBaHHs, IM3aliHY IMPOBOi JIOTIKH Ta

opraHizai IpoekTIB v cdepi reiiM I3aifHy .



BHMCHOBOK

Y wMexkax BHKOHaHHS kBamdikamiiaoi podotm Oyno  po3poOiaeHo

nopHo¢yHKIionanpuuit 2D 1ardopmep 3 Bukopuctammsam pymns Unily Ta MOBH

nporpamyBanHgd C#, ajanToBaHHM AT MOOUIBHMX HPHUCTpoiR. PoboTa oxommia

IMOBHUHA UKJI CTBOPEHHS 1IPOBOIO 3aCTOCYHKY — B aHAII3Y 1IpeAMETHOI 001acTi Ta

BHOOPY 1HCTPYMEHTIRB JI0 peanizaiii (yHKIIOHATLHOCTL, TECTYBAHHS Ta OIITHMI3aIii.

i wac peamizamii poekTy OYIIO AOCIIHYTO HACTY IIHUX PE3Y/ILTATIB:
[IpoBejieHO aHall3 CTaHY Ta TEHJCHIIIH PO3BUTKY 1TPOBOI IHYCTPIi, 3
akienToM Ha xkanp 2D 1ardopmepis 1 HoTpebu MOOLILHOIO CCIMEHTY .
OO0rpynToBano BUOIp TeXHOJIONH, 30kpeMa pyiid Unity, mo 3adesneuye
CHYYKICTD, OaraTodyHKIIOHAILHICTE Ta KPOoCIUIaThOPMEHICTD.
CHpOEKTOBaHO MOJIYIIBLHY apXiTeKTYPy I'PH, SKa JO3BOISE JIETKO
MacImTadyBaTH IIPOEKT, JTOIaBaTH HOB1 PIBHI Ta PYHKITII.

PeaizoBano 0CHOBHI MEXaHIKH I'eUMILICIO: IICPEMIIICHHS [IepCOHaka,
CTPHUOKH, KOM31{, B3aeMO/I1I0 3 00'ekTaMu, 00K OallB, 3aBePITIEHHS TPH TOIIIO.
3albesieueHo BLATBOPeHHS Ipadiky, aHiMalli Ta 3By KOBOI'O CYIIPOBOAY B
pekuMI1 peasibHOTO Yacy.

Pozpobneno 3pyuHy cUCTeMY KepyBaHHS 3 YpaxyBaHHIM 0coOTHBOCTe
CEHCOPHUX €KpaHIB.

[TpoBeieHO TECTYBaHHS MTPOEKTY Ta ONMTUMI3AITO HOTO TIPO Y KTUBHOCTI, IO
3a0e31eUIo cTablIbHy podoTY Ha PI3HUX MOOUILHMX IIPHUCTPOIX.

PesynpraTomM BHKOHaHOI poOOTH € cTabinbHHM, (YyHKIOHAIRHHI 1TPOBHM

HPOAYKT, SKKH MokKe Oy TH BUKOPHUCTAHWIA:

® K OCHOBa JUUIS TIOJIANBITION KOMePITiiHOT po3polky,

® K HaBYAJILHMNA IPUKIAJ IIPU BUBYCHHI TexHoJIoI1# Unity Ta C#,

® K JEMOHCTpPAITIMHUAN 3pa3okK Ayl TopTdomio po3podHHKa.

IIpoexT miarBepxye ¢(peKTUBHICTD BUKOPUCTAHHS CYHYACHUX apXiTEKTYpPHUX

H1AXO/1B, IHCTPYMEHTIB Ta OITHMIZAIIHHUX TEXHIK [IPpH cTBOpeHHI 2D irop, ocoOIIMBO



y cdepl MOOITBHIX 3aCTOCYHKIB. YcCl1 TIOCTarIeHl B poOOoT1 3aBaHHsl OyIH YCINITHO
BUKOHAHI, a ME€Ta — JOCATHYTA.
[Tpomo3uItii mo10 BAOCKOHAIEHHS:
e Posmupennd ¢yHKIIOHAILY IPH:
O JIofaBaHHS HOBHX PIRHIB, JIOKAITIH Ta CIO’KETHHUX eJIEMEHTIB;
O BIHPOBAJKCHHS HOBHUX THIIB BOPOLiB, Iepemkox adbo OOHY ClB,
© peamizalis CUCTeMH 30epeKeHHS IIpoTpecy TPapIlsl.
e [loxpalneHHs BizyalhbHOI YaCTUHH:
© BHKOPHCTAHHS IIOKPAITCHO aHIMAaITi.
e Po3polka cucTeMHU JIOCSITHEHD Ta PEUTHUHTY:
O MOTHBAIH I'PaBIs 4epe3 CUCTEMY HAropo, 0als, riodalibHux TadIUllb
T1IEPIB.
e IlyOmxkamis Irpyu y HUQpoBUX Marasuiax:
© ImMATOTOBKa Ta po3ropTaHHs rpy Ha minaTdhopMax Google Play, App
Store To1o.
e |lokpamenns UI/UX:
O ajanTauis iHTepdeicy 1o pi3HUX PO3MIPIB CKpaHiB;
O BHPOBAJKEHHs OUIBLII IHTYITHBHOIO Ta aJallTUBHOIO MEHIO.
e BukopucTaHHs CepBICIB aHAITUKU:
o 1inrerpaing Google Firebase abo anamoris 1y 300py CTaTHCTUKH IIPO Jii
KOPUCTYBAUIR 3 METOIO MMOATBIIOTO BIOCKOHAICHHS TeHMIIIEIO.
Pozmupenns ¢yHKIIOHAILHOCT, BIOCKOHAICHHS Bl3yaIlbHOI CKIAJ0OBOI Ta
3aTy4eHHS CYUYaCHUX 1HCTPYMEHTIB JIO3BOIUTE TIEPETBOPUTH TIeH TIPOEKT y

KOHKY PEHTOCIIPOMOYKHUI TIPOJIYy KT Ha PUHKY MOOUIBHHUX 110P.
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JIOJIATOK A

% Kon ckpunira Audio Manager:

using UnityEngine;

public class AudioManager : MonoBehaviour
{
[SerializeField] AudioSource musicSource;
public AudioClip Background;

private bool isPaused=true;

private void Start()

{
musicSource.clip = Background,
musicSource.Play();

1sPaused = PauseMenu. gameispaused;

private void Update()

{
if (PauseMenu. gameispaused && !isPaused)

{

musicSource.Pause(),
isPaused = true;

3

clse if (PauseMenu.gameispaused && isPaused)

{

musicSource.Play();

1sPaused = false;

*#%Kox ckpunra Bars:

using System.Data.SqlTypes;
using UnityEngine;



using UnityEngine. Audio;
using UnityEngine. Ul

public class Bars : MonoBehaviour

{
[SerializeField] private Slider Healthbarslider;
[SerializeField] private Slider Moneybarslider;

private Entity money;
private Hero hhhrrr,
private void Start()
{
money = FindObjectOf Type<Hero>();
hhhrrr = FindObjectOf Type<Hero=();
3
private void Update()
{
Healthbarslider.value = hhhrrr.lives;

Moneybarslider.value = money.coinnumber;

*#%Kox ckpunra ButtonActivasion:

using TMPro;
using UnityEngine;
using UnityEngine. Ul

public class ButtonActivasion : MonoBehaviour

{
public Button[] buttons;

public Color dimmedTextColor = Color.gray;
public Color normalTextColor = Color.white;
public static int numberofunlockedlevels = 1;
public void Awake()

{
for(int i = 0; 1 < buttons.Length; i++)



buttons[i].interactable = false;

}

for (int i = 0; 1 < numberofunlockedlevels; i++)

{

buttons|i].interactable = true;

H
private void Update()

{
for (int 1 = 0; 1 < buttons.Length; i++)

{
TextMeshPro buttonText = buttons[i]. GetComponentInChildren=TextMeshPro=();

if (buttonText != null)
{

buttonText.color = buttons[i].interactable ? normal TextColor : dimmedTextColor,

4% Kox ckpunira Camera_controller:

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Camera_controller : MonoBehaviour
{
[SerializeField] private Transform player;

private Vector3 pos;

private void Awake()

{
Hero foundHero = FindObjectOf I'ype<Hero=>();
if (foundHero != null)



player = foundHero.transform;

H
H
private void Update()
{
if (player !'= null)
{
pos = player.position;
pos.z = -10f;
transform.position = Vector3.Lerp(transtorm.position, pos, Time.deltaTime);
H
H

*E*Kopn ckpurrra Entity

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Entity : MonoBehaviour
{
public int coinnumber;
public int lives;
public virtual void GetDamage()
{
lives--;
Debug.Log(lives);
if (lives < 1)
Die();
if (lives <= 0)
{
Die();



public virtual void Die()

{
Destroy(this. gameObject);

*#%Kop ckpunira FinishChecker :

using System.Collections;

using UnityEngine;

using UnityEngine.Events;

using UnityEngine. SceneManagement;

using UnityEngine. Ul

public class FinishChecker : MonoBehaviour
{
public GameObject player;
private float startAlpha = Of;
private float endAlpha = 1f;
private float time = 3/2;
public UnityEvent Myevents;
[SerializeField] public string scene;,
[SerializeField] private Animator anim;
public Image dimPanel;
public float fadeDuration = 1f;

mt levelnumber;

private void Start()
{
levelnumber = int.Parse(SceneManager. Get ActiveScene().name.Substring(5));
if (dimPanel != null)
{
dimPanel.enabled = false;
SetAlpha(0);

H
private void OnTriggerEnter2D(Collider2D other2DD)



if (other2D.CompareTag("Player'))

1
dimPanel.enabled = true;

StartCoroutine(LoadSceneWithDelay());
if (Button Activasion.numberofunlockedlevels == levelnumber)

{

Button Activasion.numberofunlockedlevels = levelnumber + 1 ;

private IEnumerator LoadSceneWithDelay()
{
Myevents.Invoke();
yield return new WaitForSeconds(time);
float elapsed Time = Of;
while (elapsed Time < fadeDuration)
{
elapsedTime += Time.deltaTime;
float new Alpha = Mathf. Lerp(startAlpha, end Alpha, clapsedTime / fadeDuration);
SetAlpha(newAlpha);

yield return null;

b
SetAlpha(end Alpha);
ScenecManager.LoadScene(scene),

3
private void SctAlpha(float alpha)

{

Color color = dimPanel.color;
color.a = alpha;

dimPanel.color = color;

*#*Kon ckpunra Hero:



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UIElements;

public class Hero : Entity

{
public float fallThreshold = -10f;
[SerializeField] private float speed = 5t}
[SerializeField] private float jumpForse = 151,
[SerializeField] private LayerMask groundLayerMaslk;
public static Hero Instance { get:set; }
private Rigidbody2D rb;
private SpriteRenderer sprite;
private Animator anim;

private bool isgrounded = false;

private void Start()

{
lives = 3;
h
public void Awake()
{

Instance = this;

rb = GetComponent<Rigidbody2D>();

anim = GetComponent<Animator>();

sprite = GetComponentInChildren<SpriteRenderer=();
3

private void Run()
{
if (isgrounded) state = States.run animation;
Vector3 dir = transform.right * Virtuallnput.Horizontal,
transform.position=Vector3. MoveTowards(transform.position, transform.position-+dir,
speed* Time.deltaTime);
sprite.flipX = dir.x < 0.0f;



private void Jump ()

{
rb.AddForce(transform.up * jumpForse, ForceMode2D.Impulse);,

}

private void checkground()

{
if (tisgrounded) state = States.jump;
Collider2D[] collider = Physics2D.OverlapCircleAll(transform. position, 0.31);
isgrounded=collider.Length > 1;

b

private void FixedUpdate()

{

if (HeroInstance.lives > 0)

{
checkground();

H
if (PauseMenu. gameispaused) return;
if (isgrounded) state = States.Default;
if (Virtuallnput.Horizontal != 0)
{

Run();
b
if (isgrounded && Virtuallnput. JumpPressed)
{

Jump();

Virtuallnput. JumpPressed = false;

isgrounded = false;

public enum States
{

Default,

run animation,

jump



private States state

{
get { return (States)anim.Getlnteger("state™); }
set { anim. SetInteger("state", (int)value); }

H
private void OnTriggerEnter2D(Collider2D other)

{
if (tother.CompareTag("Coin")) return;

{
coinnumber-++;
Debug.Log("MowneT Ha paxyHky " + coinnumber);

Destroy(other.gameObject),

*#*Kopn ckpurrra Mobilelnput:

using UnityEngine;

public class Mobilelnput : MonoBehaviour

{
public void Movel.eftStart() == Virtuallnput. Horizontal = - 1f;
public void MoveRightStart() => Virtuallnput.Horizontal = 1f;
public void StopMoving() => Virtuallnput.Horizontal = 0f;
public void Jump() == Virtuallnput. JumpPressed = true;

b

Kon ckpunta MovingPlatform:

using System.Collections;

using System.Collections.Generic;

using System.Security.Cryptography;

using UnityEngine;

public class MovingPlatform : MonoBehaviour

{
[SerializeFicld] float speed;

Vector3 targetpos;
public GameObject ways;



public Transform[]| waypoints;
int pointindex;
int pointcount;

int direction;

private SpriteRenderer sprite;
private void Awake()
{
waypoints = new Transform|ways.transform.childCount];
for (int i = 0; 1 < ways.gameObject.transform.childCount; i++)

{
waypoints[i|=ways.transform. GetChild(i). gameObject. transform;

H
private void Start()

{
pointcount= waypoints.Length;
pointindex = 0
targetpos = waypoints[pointindex ].transform.position;

H
private void Update()

{

var step = speed® Time.deltaTime;
transform. position=Vector3.MoveTowards(transform.position, targetpos, step);
if (transform.position == targetpos)

{
Nextpomt();

b
void Nextpoint()

{

if (pointindex == pointcount - 1)
{
direction = -1;
3
if (pointindex == 0)
{

direction=1;



3

pointindex += direction;

targetpos = waypoints[pointindex ].transform.position;

3
private void OnCollisionEnter2D(Collision2D collision)

{
if (collision.collider. CompareTag("Player"))

{

collision.collider.transform. SetParent(transform);

b
private void OnCollisionExit2D(Collision2D collision)

{
if (collision.collider. ComparcTag("'Player™))

{
if (collision.collider != null && collision.collider.gameObject.activelnHierarchy)

{

collision.collider.transform. SetParent(null);

*#%Kon ckpurra Obstacle :

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Obstacle : MonoBehaviour

{
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject == Hero.Instance. gameObject)
{

Hero.Instance. GetDamage();



*E*Kopn ckpurrra PauseMenu :

using UnityEngine;

using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour
{
public static bool gameispaused = false;
public GameObject pauseMenuUI,
public GameObject RestartMenuUT;
public Transform player;

private float fallThreshold = -30f;

private void Start()

{
pauseMenuUI SetActive(false),

RestartMenuUL Set Active(false);

void Update()

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

{
if (gameispaused)

{

Resume();

3

else

{
Pause();

}
if (Hero.Instance.lives <= 0 || player.position.y < fallThreshold)

{



Gameover();

3

public void Gamecover()

{
RestartMenuUL Set Active(true);

3
public void RestartlLevel()

{

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

3

public void Resume()

{
if (pauseMenuUI != null)

{
pauseMenuUL Set Active(false);
Time.timeScale = 1f}

gameispaused = false;

public void Pause()

{
if (RestartMenuUl activeSelf)

{

return;

3
if (pavseMenuUI != null)

{
pauseMenuULSetActive(true);
Time.timeScale = Of;

gameispaused = true;



*#%Kox ckpunra SceneMenegerScript :

using UnityEngine;
using UnityEngine. SceneManagement;

using UnityEngine. Ul

public class SceneMenegerScript : MonoBehaviour

{
void Start()

{

Canvas.ForceUpdateCanvases();

LayoutRebuilder. ForceRebuildLayoutlmmediate( GetComponent<Rect Transtorm=>());
3

public static void LoadScene(string sceneName)
{
Time.timeScale = 1f;
SceneManager.LoadScene(sceneName);

3
public static void Loadlastlevel()

{

Time.timeScale = 1f;

SceneManager.LoadScene("Level"+ Button Activasion.numberofunlockedlevels),

3
public void Quitgame()

{
Application.Quit();

*ExKoa ckpurrra SettingsMenu :

using System.Collections;

using System.Collections.Generic;
using Unity. VisualScripting;,
using UnityEngine;

public class SettingsMenu : MonoBehaviour



public GameObject settingsMenulUI,
void Start()

{
settingsMenuUL Set Active(false);

b
void Update()

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

{
if(settingsMenuUI != null)

settingsMenuUIL SetActive(false);

}
public void settingsbuttonpressed()

{
settingsMenuUI Set Active(true);

H
public void exitsettingsbuttonpressed()

{
settingsMenuUI Set Active(false);

*ExKopn ckpurrra Virtuallnput :

using System.Collections;
using System.Collections.Generic;

using UnityEngine;
public static class Virtuallnput

public static float Horizontal = Of;,

public static bool JumpPressed = false;



4% Konx ckpunira VolumeSettings:

using UnityEngine;
using UnityEngine. Audio;
using UnityEngine. Ul

public class VolumeSettings : MonoBehaviour
{
[SerializeField] private AudioMixer audioMixer;
[SerializeField] private Slider musicVolumeShder;
private const string MusicVolumeKey = "MusicVolume";
private void Start()
{
float savedVolume = PlayerPrefs. GetFloat(MusicVolumeKey, 0.751);
musicVolumeSlider.value = savedVolume;
SetMusicVolume(savedVolume),

3
public void SetMusicVolume()

{

float volume = musicVolumeSlider.value;

SetMusicVolume(volume),

3

private void SetMusicVolume(float volume)

{
audioMixer.SetFloat("music", Mathf.L.og10(volume) * 20);

PlayerPrefs. SetFloat(MusicVolumeKey, volume);

*ExKopn ckpurrra WalkingMonster:;

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class WalkingMonster : Entity
{



private Vector3 direction;

private SpriteRenderer sprite;

private LayerMask coinLayer;

private void Awake()

{
sprite = GetComponentlnChildren<SpriteRenderer=>();
coinLayer = LayerMask.GetMask("Coin");

3
private void Start()
{
direction = transform.right;
b
private void Move()
{

Collider2D[] colliders = Physics2D.OverlapCircleAll{transform.position + transtform.up * 0.1f +
transform.right * direction.x * 0.7f, 0.1f, ~coinLayer);

if (colliders.Length > 0) direction *= -1f;
transform.position = Vector3.MoveTowards(transform.position, transform.position + direction,
Time.deltaTime),

sprite.flipX = direction.x > 0.0f;

}
private void Update()

{
Move(),

3
private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject == Hero.Instance. gameObject)

{
Hero.Instance. GetDamage();

*ExKoa ckputrra Worm:



using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Worm : Entity

{
private void Start()
{
lives = 3;
¥

private void OnCollisionEnter2D(Collision2D collision)
{

if (collision.gameObject == Hero.Instance. gameObject)

{
Vector2 contactPoint = collision.GetContact(0).point;
Vector2 enemyPosition = transform.position;
float playerBottom = Hero.Instance.transform.position.y

Hero.Instance. GetComponent<Collider2D>().bounds.extents. y;

if (playerBottom > enemyPosition.y + 0.2f)
{

lives--;

Debug Log("V uepp'aka samuimmiocs sUTTIB: " + lives);

if (lives < 1)
Die();
H

else

{
Hero.Instance.GetDamage();






