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PE®EPAT

IMosicHIOBa/IbHA 3amuUcKa: 52 CTOPIHOK, 28 pucyHKiB, 1 Tabnuis, 6 qomatku, 15 mkepen.
O0’€eKT HoCaixAKeHHs — apKaIHa KOMIT IOTepHa rpa, po3pobiena Ha irpoBiit muardopmi Unity.
Meta po6oTHn — po3poOka KOMIT IOTEPHOI I'pH kaHpy apkaga Ha matdopmi Unity 3 pearnizariiero
OCHOBHHX IrpOBUX MEXaHIK, YIIPaBIIiHHS IEPCOHAKEM, CUCTEMOIO IMiPaxyHKy OaiiB Ta
MIATPUMKOIO0 MyJIbTUILIaTGopMeHHOCTI. KBamidikariilina po6oTa MICTUTh pe3yJIbTaTH KOMIUIEKCHOT
po3poOKu irpoBoro mpoekty. [IpoBeneHo anani3 )aHpy apkaja, JOCTiKEHO Kpallli TPaKTHKU
po3po0KH irop, oorpyHToBaHo BuOip margopmu Unity Ta MoBH nporpamyBanHs C#. Po3po0OiieHo
CTPYKTYpY IrpOBOTO MPOEKTY, PEalli30BAHO JIOTIKY T'pH, aHIMaIlil, yIpaBIiHHS EPCOHAKEM 1
B3a€MO/III0 3 KopucTyBaueM. [IpoBeieHO TeCTyBaHHS IpU Ha PI3HUX MPUCTPOSX, BUSIBICHO Ta
YCYHEHO ITOMUJIKH, IPOAHATI30BAaHO BiIMIOBIIHICT PE3YJIbTATIB MOYATKOBUM BUMOraM. Omrcano
oprasizarlito irpoBux JJaHUX Ta CUCTeMY 30epekeHHs mporpecy. Po3pobiieHi nmporpaMHi MOy
cTBOpeHi B cepenoBuii Unity i3 3acTocyBanHsM MoBU C#, 110 3a0e3meuye kpocriaTGopMeHHICTh
MPOEKTY Ta MOKJIMBICTh MOJANIBIIOTO PO3MIMPEHHS (PYHKIIOHATY (I0JaBaHHs HOBUX PIBHIB,
TaOJIHUIb PEKOP/IiB, OHJIAWH-peXuMY ).PesynbraTti poOOTH MOKYTh OYyTH BIPOBAKEH1 /IS
HABYaHHSI, PO3BAr Ta MOJANbIIOT0 PO3BUTKY B cdepi po3poOKu irop.

Kurouosi cioBa: Unity, apkagna rpa, 2D-irpu, irpoBuit pyuiii, C#,
MYJIbTUIUTAT()OPMEHHICTD, ITPOBUH N3aiH, TPOrpaMyBaHHS.

ABSTRACT

Explanatory note: 52 pages, 28 figures, 1 table, 6 appendices, 15 sources.
The object of the study is an arcade-style computer game developed on the Unity game engine
platform.
The purpose of the work is to develop an arcade game using the Unity engine, implementing key
gameplay mechanics, character control, score tracking, and cross-platform support. The explanatory
note of the qualification work contains the results of the comprehensive development of a 2D
arcade game project. An analysis of existing arcade games and best development practices was
conducted, and the choice of Unity as the game engine and C# as the programming language was
substantiated. The game concept, gameplay mechanics, interface, and scenario were designed and
implemented. The structure of the project was developed in Unity, including logic, animations,
character control, and graphical integration. The game was tested on multiple devices, errors were
identified and fixed, and the final implementation was analyzed for compliance with the initial
requirements. The organization of game data and a system for saving player progress were
described. The software components were developed using Unity and the C# programming
language, ensuring cross-platform functionality and the potential for further feature expansion (new
levels, leaderboard, online mode). The results of the work can be applied in educational,
entertainment, and demonstration contexts, and can serve as a foundation for further development in
game design.

Keywords: Unity, arcade game, 2D games, game engine, C#, cross-platform, game design,
programming.
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CKOPOYEHHA TA YMOBHI IIO3HAYEHHSA

1. Al - Artificial Intelligence — mTy4HUN 1HTEJICKT;

2. API - Application Programming Interface — nporpamMHuii iHTepderic
MPUKJIATHOTO MPOTPaMyBaHHS;

C# — moBa niporpamyBanHs C-Sharp;

FPS — Frames Per Second — KIbKICTh KaJpiB 32 CEKYH/LY;

HP — Health Points — KiTbKICTh OYOK 3JIOPOB’ s IEPCOHAXKA;

AU

HUD — Heads-Up Display — rpadiunuii inTepdeiic, 1o Bi1oOpakaeTbes

MOBEPX IrPOBOTO MPOLIECY;

7. NPC — Non-Playable Character — HeIrpOBHil IEPCOHAXK, KEPOBAHUIA
CUCTEMOIO;

8. UI — User Interface — inTepdeiic kopucTyBaya;

9. UX — User Experience — KOpUCTyBallbKUM JIOCBII;

10.XP — Experience Points — 04ku JOCBiy, K1 HAOUpae MEPCOHAXK Y T'Pi.



BCTVYII

Y cydyacHOMY CBITI BII€OITpH CTaJIM OJHIEI0 3 HAWIWHAMIYHIIAX 1
HaWBIUTMBOBIIINX Taily3ed 1udpoBoi iHAycTpii. BOHM BUKOHYIOTH HE JuIle (PYHKIIIIO
po3Baru, a W CIyrylOTb TOTYXKHMM IHCTPYMEHTOM COIliaii3aiii, pO3BUTKY
KpEaTUBHOI'O MHCIICHHS, KOTHITUBHUX HaBUYOK 1 HaBITh HaBUaHHA. 30KpeMa, apKaHi
Irpy  3aBASKM TPOCTIM MexaHill Ta JAUHAMIYHOMY TeWMIUICI0 3aJIUIIAIOThCS
MOMYJISIPHUMU CEpPe] PI3HUX KaTeropiil KOpuCTyBaviB.

AKTYaJIbHICTh 3aBJIaHHSA. AKTYyaJIbHICTh TEMH 3YMOBJIEHA BUCOKUM MOMUTOM
Ha MPOCTI y peai3anii, ajle 3aXOIUIMBI apKaJHi 1IrpH, AKI MOXKYTh OyTH €(pEeKTUBHUM
TpPEHAXKEPOM AJIs1 po3poOHUKa-1ToYaTKIBIA. KpiM TOro, BUBUEHHS MpOIECy CTBOPEHHS
rpu B Unity 103BOJIsIE HA MPAKTHUIIl 3aCTOCYBATHU 3HAHHS 3 MIPOrpaMyBaHHS, rpadiki,
nu3aiiHy 1HTepdelicy Ta IITy4HOro iHTenekTy. lle Takox BiamoBijlae CydacHUM
TEHJICHI[ISIM 1HXKEHEpIi MporpaMHOro 3a0e3neueHHs Ta moTpedam reim-iHaycTpii.

Meta podotu. Po3poOutu apkagHy Ipy 3 €JI€MEHTaMU BUKUBAHHS HA IrPOBOMY
pyui Unity 3 BUKOPpUCTAaHHSM MOBHU IporpamyBaHHsl C#, sika MO€IHYE TUHAMIYHUAN
relMIuiel, MoCTynoBe YCKIaJHEHHS Ta B3a€MO/III0 IPaBLIsl 3 OTOYEHHIM (pyHHYBaHHS
00’€KTiB, 00pOTHOA 3 BOPOTaMH).
3aBaaHHsA podoTH

1. IIpoBectu aHami3 ®aHPy apKaaHUX ITOpP Ta IFPOBUX PYIIIiB.

OOrpyHTyBaTH BUOIp TEXHOJIOTIH Ta mporpaMuux 3aco0iB (Unity, C#).
Po3poOutu KOHIIEMIIIIO TPU, OMUCATH CIICHAPIN 1 MEXaHIKH.
PeanizyBaru B Unity oCHOBHI ()yHKIIIi IpH: pyX, aTaka, inTepdernc, aHiMaris.
CTBOpUTH BI3yalibHE 1 ay1100(OPMIICHHS TPH.
[TpoBectu TecTyBaHHs I'py, BUSBUTH OMUJIKM Ta ONTUMI3yBaTH.

OdopMUTH THCTPYKIIIIO KOPUCTYyBaya.

® N kWD

OmiHuTy pe3ysibTaT 1 HaJaTH PEKOMEHJAlli M[0JI0 TOJAJIbIIOr0 PO3BUTKY
MIPOEKTY.
O0’exT pocaimxkenns. [Ipouec po3poOKH 1THTEPAKTUBHUX KOMI IOTEPHHUX IM0p Y

cepenoBui Unity.



IIpenmer pocaixzkeHHsl. ApXiTeKTypa, irpoBa JOTiKa Ta TEXHIYHA peaii3aris
apKaJHOI IPH 3 )KaHPOM BIKHUBAHHSI.
MeToay DOCTiZKEeHHA

s AHAJI3 Ta y3araJIbHEHHS HAYKOBHX 1 TEXHIYHHUX JKEPEIT;

e TOPIBHSJIBHUM aHAMI3 PYIIIB 1 MiIXOAIB O PO3POOKH;

e METOIM MporpaMHoi peamzaii y C#;

e MOJICTIIOBAHHS W TECTYBaHHS ITPOBUX CUTYaIlii;

e EKCIIEpPUMEHTAJIbHA TIepEeBipKa MPaIe31aTHOCTI MPOTPAMHOTO TIPOAYKTY.

IIpakTH4yHe 3HAYEeHHs] OJep:KaHMX pe3yJbTaTiB. Po3pobiena rpa moxe Oytu
BUKOpHCTAaHa SIK HaBYAIbHUM mpukian Juisl cryaeHtiB  [T-cnemianbHOCTEH,
JeMOHCTpallist MoxkJimBoctel pytrist Unity abo sik 6a3oBa riaTdopma i MoJaabIIoro
pPO3IIMPEHHs] B paMKaX KOMEPIIMHOTO YH HaBYaIbHOTO MpoekTy. Kpim TOTO,
peamizaiisi rpu A03BoJsie CHOPMYBAaTH KOMIUIEKCHE PO3YMIHHSI MOBHOTO IUKITY

MPOEKTYBaHHS 1rpoBoro 13 — Bif 14€1 10 TOTOBOTO MPOAYKTY.



PO3J1J1 1. TEOPETUYHA YACTHUHA
1.1. AHaui3 iCHyIlOYHX irop kaHpy apkajaa

Kanp apkaJHUX 1TOp € OJHUM 13 HAMIaBHIIIIKX Y BIJICOITPOBIH 1HIYCTpii, a HoTo
€BOJIIOLIISI TICHO TIOB’sS3aHa 3 PO3BUTKOM SIK amapaTHOro 3abe3leueHHs, Tak 1
nporpaMHux 3aco0iB. [lounHaroun 3 1970-x pokiB, apkaau 3100yJId MOMYISPHICT
3aBJSIKM TIPOCTOMY KEpYBaHHIO, KOPOTKHM IIPOBHM CECISIM 1 BUCOKIM JMHAMIYHOCTI.
Bonu cramm ocHOBOIO i1t (pOpMyBaHHSI 3BHYOK TPAaBIB Ta 0a30BUM pIBHEM IS
BUBYCHHS ITPOBOT JIOT1KH.

OpHi€ro 3 mepmMx KOMEpPUIMHO YCHIIIHUX apKaJHUX Irop BBakaeTbcs Pong
(1972) — cuMyndaTOop HACTUIBHOIO TEHICY, IO 3alo4yaTKyBaB OKpeMy HIIIy
CIIOPTUBHUX apkaj. [HII010 3HaKOBOIO rpoto ctana Space Invaders (1978), sika ysena
y JKaHp €JEMEHTH LIyTepa Ta HapolllyBaja TEMI I'PU BIAMOBIIHO JI0 YCIIXIB IPaBL.

Cepen irop, 1m0 MaJld BU3HAYAJbHUNA BIUIUB HAa PO3BUTOK KaHPY, BapTo

BIJI3HAYUTH:

o Pac-Man (1980) — xnacuka xaHpy, A€ IpaBelb KEpPyE€ NEPCOHAXKEM, SIKUU
30upae mpeaMeTH B J1aOIpUHTI Ta YHUKAE BOPOTIB. Y TPl peanizoBaHO 0a30oBYy
HITYYHY MOBEIIHKY CYIIPOTUBHUKIB 1 JIOT1KY HpPOTpecii;

o Donkey Kong (1981) — oxna 3 mepmux irop, sika 3arodarKyBajia >KaHp
1aTGopMepiB, MOEAHYIOUN apKaIHy TUHAMIKY 3 €JIeMEHTaMU TOJIOBOJIOMKH;

o Tetris (1984) — erasioHHa apkajHa roJOBOJOMKA, 3aCHOBaHA HAa MPUHIMIIAX
MPOCTOTH Ta JIOTIYHOTO MHCIEHHA. ['pa 3aBoroBajia Ti00abHY ayAUTOPIIO Ta
ctana GyHIaMEHTOM XaHPY Ka3yalbHHX irop.

Y 2000-2020-x pokax 3’SIBWJIKMCS HOBI MNPEACTABHUKH apKaJHUX 1rop, SsKi

aJanTyBaJld KJIACUYH1 MEXaHIKHU MiJ1 MOOUIbHI matdopmu. o mpukmany:

o Angry Birds — noenHanHs Qi3UKH, CTPUILOU Ta CTPATETIYHOTO MUCIICHHS;

o Geometry Dash — purmiuHa apkaga 3 BHCOKOIO CKIIQTHICTIO 1 MHUTTEBOIO
peaKIiero;

o Super Mario Run — mMo0ii1pHa afanraiisi KJIaCMYHOTO Tuiatdopmepa 3 aBTo-
PYXOM 1 IPOCTUM KEPYyBaHHSM OJHUM JOTHUKOM.

XapakTepH1 pUCH JKaHPY, sIK1 30€eperyivcs 3 4aciB NepIInX apKajl, BKIIOYAOTh:
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o LIBuaKMii cTAPT I'PU — BIJICYTHICTH JOBTOTO HABUAHHS;

o UYiTkuii 3BOPOTHUIA 3B'A30K — MHUTTEBA PEaAKIIisd Ha Mii TpaBIls;

o Ilpocre ynpaBiiHHSI — Y4acTO JOCTAaTHBHO OJHIET UM JBOX KHOTIOK;

« Hapocrarwua ckiaagHicTh — rpa yCKIaIHIOETHCS BIAIOBIIHO 10 POTPECY;

o MinimajicTuuHuii 1u3aiiH — 30CepeHKEHICTh Ha TeUMILIET, a He rpadiuHuX
JeTasIX.

Jlnst peamizamii BmacHOro mpoekty — rpu «Jlicopyd» — Oyio BupimeHo
BUKOPUCTOBYBATH CaMe€ apKaJHy CTpyKTypy. BoHa BkIltouae 3HallOM1 MEXaHIKH: PYX,
aTaka, 30MpaHHS pecypciB, MPOTHUCTOSHHA XBWISM BoporiB. BonHodac y rpi
IHTETPOBaHO HOBI 1/1€1, 30KpeMa — CUMYJISIIIS BIDKUBAHHS Y BOPOKOMY CEpPEIOBHIIT
Ta CTpaTeriyHe YNpaBiiHHS BUTPUBATICTIO TIEPCOHAXKA.

TakuM 4YMHOM, apKagHUN >KaHP € IMealbHUM CEPEAOBHINEM IS CTBOPEHHS
JUHAMIYHOI TPHU 3 MIHIMAJIbHUM TOPOTOM BXOJy, aj€ MOTEHI[AJIOM JJisi TIUOOKOTro
3aHYpEHHS Ta BJOCKOHAJICHHS.

1.2. Kpami npakTuku po3po0Ku apKaJHUX irop

Po3pobka apkagHuX irop, He3Ba)KarOYM HA IXHIO 30BHINIHIO MPOCTOTY, BUMAarae
TOYHOT'O JOTPUMAHHSA PSAAY MPUHIUIIB, K1 3a0€3Meuy0Th KOM(MOPTHHMA, TUHAMIYHUN
Ta 3aXOIJIMBUIN IrPOBUH Mpo1iec. ApKaHi MPOEKTH OPIEHTOBAHI HA IIBUJIKE 3aHYPEHHS
rpaBIsl B ITPOBHM CBIT, TOMY BaXXJIMBO 3a0€3MEUUTH IHTYITUBHY B3a€EMO/IIIO,
MOCTYIIOBE YCKJIAQAHEHHS 1 MUTTEBUI 3BOPOTHHI 3B'SI30K.

Jlo HalKpamux IpPaKTUK PO3pOOKH apKaJHUX 1TOP HATIEKATh:

1. IIpocrora Ta IHTYITMBHiCTH. 3 TEpmIOl XBWIMHM TIPU KOPUCTYyBad Mae
3p0O3yMITH OCHOBHI TpaBWia Ta yIpaBiiHHA. I[HTepdelic moBuHEH OyTH
MIHIMQJIICTUYHUM 1 JioriuHMM. HaBuaHHs TpaBild TOBUHHO BiAOyBaTHUCS
MOCTYIIOBO, 32 JOIOMOTOI0 IHTEPAKTUBHUX IM1/IKa30K a00 uepe3 caM reimIuiei.

2. TlporpecuBHe 3pOCTaHHSl CKJIAJHOCTI. YCHIIIHI apKajHi irpu peami3yloTh
MOCTYNOBE MIJBUIICHHS CKIaAHOCTI. lle Moxe mposBisTUCS Yy 301IbIIEHHI
KUIBKOCTI BOpOTiB, MNPHUIIBUAIICHHI iX pyXy, YCKJIAJHEHHI pIiBHIB a0o0
oOMekeHH1 pecypciB. Taka MexaHika TpUMae TPaBIll y CTaHI HAMPY>KEHHS Ta

3aI[1KaBJIEHOCTI.
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IocTiiinnii 3B0poTHNI 3B’ 5130K. AHiMallii, 3ByKOB1 eeKTH, BiOparis, epexTu
YaCTOK — yCe I Ja€ TPaBIeBI PO3YMIHHS HACIIIKIB oro aiii. HaBiTe mpocTi
€JIEMEHTH, TaKl sIK MUTOTIHHS €KpaHa MpU OTPUMAHHI IIKOJIU ab0 3BYK IpH
300pi OOHYCa, CYyTTEBO BIUIMBAIOTH HA 3aJTy4C€HICTh KOPUCTYBava.
MiniMamicTuunuid irpoBuil au3aiin. Bi3yanbHl eJeMEHTH IOBHHHI OYyTH
MIPOCTUMHU ¥ KOHTPACTHUMH, a0U HE BIJIBOJIIKATH yBary BiJi OCHOBHUX 00’ €KTIB
B3aeMO/ii. 3ailBl AEKOpPATHBHI JIeTali BapTO YHUKATH, OCKIJIBKM BOHH MOXKYTh
3HMKYBATH MPOJTYKTUBHICT T'PH, OCOOJIMBO HA MOOUTBHUX MPUCTPOSIX.
Koporki mukiu rpu. OnMH ceaHC Tpu 3a3BUYail HE MEPEBUIIYE KIIbKOX
XBWIHH. L{e 103B0JIsI€ TpaB1IEBi JIETKO OBEPTATHUCS 0 IPU K1JIbKa pa3iB HA JIEHb,
HE BTpayvalouu iHTepecy. Y 0araThboX apkajax peajizoBaHa CUCTEMa PEKOP/IB,
10 MOTUBYE JI0 TIOBTOPHOTO MPOXO>KEHHSI.

MoruBaniiina cucrema. BukopuctanHs piBHIB, TOCSTHEHb, 0alliB, pEUTHUHTY
a00 BHYTPILIHBOITPOBO1 BAIIOTH 3a0€3I1euy€ JOBrOTPUBAITY MOTHUBAIIIIO TPABLIS.
Ile mo3Boiisie CTBOPUTH €(EKT 3aJEKHOCTI B MPOTPEeCcy, IO BaXKIMBO B

MOOUIBHHX ITpax.

Unity Ta C# 4K TEXHOJIOTIYHA OCHOBA J03BOJIAIOTh €(EKTHUBHO peani3yBaTh BCI

BUII€3a3HAYCH] TpUHIHUIH. 30Kpema, Unity Mae:

IMoTyxHuUii perakTop a”HiMauiii — 111 CTBOPEHHS IUIABHUX Ta JAHAMIYHHUX
e(eKTIB;

[MinTpuMKy KpocmiiaTt@opmMeHocTi — po3pobIieHy Ipy MOKHA 3aIlyCKaTH Ha
IIK, Android, 10S Tomio;

I'myuxmuii inTepgeiic kopucrysaya (UI Toolkit / Canvas) — mo no3Bosisie
CTBOPIOBATH SIK MPOCTIi, TaK 1 CKIaaHi iHTepdeiicu 6e3 moTpedr y 30BHINIHIX
01010TEKAX;

bioaiorexkn nas Qizukm, koJisiii Ta Bi3yajqbHux edekTiB — SKi 3HAYHO

CIIPOIIYIOTh IMIJIEMEHTAI[II0 KJIFOUOBHUX ITPOBUX MEXaHIK.

YV KOHTEKCTI cTBOpeHHS rpu «Jlicopy0», 111 MpUHIUMIIN TO3BOIWIN OOy 1yBaTHU TPy,

sIKa € MPOCTOXO JIJII OCBOEHHS, aJle BOJIHOYAC IMHAMIYHOIO Ta 3aX0IUIMBOI0. [loenHaHHS

e(eKTUBHUX ITPOBUX MEXaHIK, a/IallTOBaHOI0 1HTep(eiicy Ta MOCTyNnoOBOi CKIAAHOCTI
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CTBOPIOE BIIYYTTS MIOBHOTO 3aHYPEHHS Ta 320X0UY€ IPaBIsl TOBEPTATHUCS 10 TPHU 3HOBY
1 3HOBY.
1.3. Bubip miiargopmu Ta TexHoorii 1 po3pooku (Unity, C#)

OmauM 13 KJIIOYOBHX €TamiB  PO3POOKH TPOTPAMHOTO TPOIYKTY €
OOTpyHTYBaHHsS BHOOpY IIaTGOPMHU Ta TEXHOJOTIYHOTrO cTeky. s peamizarii rpu
KaHpy apkajaa oOpano pyuii Unity y noenHansi 3 MoBoto nporpamyBanns C#. Takuii
BUOIpP € 3yMOBIICHUH PAIOM TEXHIYHUX, MPAKTUYHUX 1 METOJUYHUX TIepeBar.

Unity — ne 6araroruiarpopMoBUil pyIIii, SKUH aKTUBHO BUKOPHCTOBYETHCS
115t ctBopeHHs 2D ta 3D irop, iHTEpaKTUBHUX CUMYJISILIIHN 1 HABYAJIBHUX 10JaTKIB. BiH
3a0e3neuye iHTerpaiito rpadiku, (pizuku, aHiMali, 3ByKOBUX €(EKTiB 1 JIOTIKA B
€JIMHOMY CEPEJIOBHII PO3POOKH.

OcHosHi nepesaru Unity:

1. HigTpumka 2D Tta 3D rpadgiku. Unity n1o3Bossie cTBOproBaTH K mpocTi 2D-
Irpy, TaK 1 CKJIAJIHI TPUBUMIpHI cuMmyisuli. Ile poOuth Horo yHiBepcaaibHUM
pIIEHHSAM JJIsl peaiizaiii apkal, y SKUX MO)KHa IMOE€JIHYBAaTHU OOWJBA BUIU
rpadiku.

2. MyabTuMeniiini MokaIMBOCTI. YOy10BaH1 3aco0U 1Jisi poOOTH 3 TEKCTYypaMH,
aHiMarli€ro, ayaiodaiiamu, meiaepamu Ta cuctemamu yacTtok (Particle System)
Jal0Th 3MOTY CTBOPUTH HaCHYEHE Bi3yaJibHE Ta 3BYKOBE O()OPMIICHHS T'PH.

3. Kpocmiargopmenictb. Unity miaTpuMye KOMIUIALIIO MPOEKTY ISl PI3HUX
miathopm — Windows, Android, 10S, macOS, WebGL, a Takox irpoBux
koHconeir (PS, Xbox). Lle mo3Boisisie y MailOyTHhOMY MaciiTaOyBaTH Tpy
«Jlicopy©» Ha iHIII TIPUCTPOi O€3 MepenucyBaHHsI OCHOBHOT JIOTIKH.

4. 3pyuHicTb cepenoBuiia po3podku. [nrepdeiic pegakropa Unity iHTYITUBHO
3pO3YyMUIMM 1 J03BOJII€E TIBUJKO CTBOPIOBATU CIIEHHM, HaJAIITOBYBATH
KOMIIOHEHTH, J0JaBaTu (i3uky Ta B3aeMOJil0 MK o0’exkTamu. Bemnnka
KUIBKICTh JOKYMEHTallli, (opyMiB 1 BiICOYpOKIB CHpPHUSIE CAMOCTIHHOMY

HAaBYaHHIO.
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Bu6ip moBu nporpamyBanus C#
Unity BukopuctoBye C# K OCHOBHY MOBY JUIsI peaii3artii crieHapiiB (scripts). Cepen
nepesar C#:

o 00'€eKTHO-OpIEHTOBaHA CTPYKTYpa;

e BHCOKA YATAOENBHICTh Ta JIETKICTh Y MIATPUMII KOAY;

e TIATPUMKA BEIUKUM CITIBTOBAPHUCTBOM;

e 1HTErparis 3 BisyaJbHUMH pefaKkTopamMu, Takumu gk Visual Studio.
MoBa Tako Hajla€ po3pOOHUKAM THY4Kl IHCTPYMEHTH JIJIs1 CTBOPEHHS irPpOBOI JIOTIKH,
KepyBaHH4A MoAisiMH, peanizaiii aHiMauiid, Al, UI Tomo.
Ipuxnan koay B Unity Ha moBi C#

Hagenennii Hrxk4e pparMeHT AEMOHCTpPY€E 0a30BY pealtizallito pyxy nepcoHaxa

3a JOMOMOTO0 KJIaBIII KEPyBaHHS:

void Update()
{

float move = Input.GetAxis("Horizontal");

transform.position += new Vector3(move, 0, 0) * speed * Time.deltaTime;

}

[leit koI NMIOCEKYHAM OHOBIIIOE TMO3UII0 TMEPCOHAXA, 3YUTYIOUU BBEIACHHS
KOPHUCTYyBaya 3 KJaBlaTypH Ta MEepeMilyroun 00’ €KT MO TOPU30HTAII 3 YpaXyBaHHIM
IIBUJIKOCTI Ta 4acy Kajapy.

BucnoBok. 3actocyBanns Unity ta C# € ONTUManbHUM PIIICHHSIM IS
po3poOku  apkaaHoi rpu  «JlicopyO», OCKUIbKM  3abe3nedye  THYYKICTb,
MacmTabOBaHICTh 1 MIATPUMKY BCIX HEOOX1THUX (GyHKLIA. Take MOe€IHAHHS A€
MO>KJIUBICTh CTBOPUTU SIKICHUH, KPOCIUIATGPOPMOBUN ITPOBUHM MPOAYKT 13 OaraTum
(YHKII10HAJIOM Ta BUCOKOIO MPOAYKTHUBHICTIO.

1.4 CTBopeHHs IpuU

Po3pobka rpu «Jlicopy®» BigOyBajacsi B JeKUIbKa €TamiB: MiATOTOBKA

rpadiyHUX peCcypcCiB, IMIOPT MOJEJeH, CTBOPEHHS 1MPOBOI CIICHHU, HaJAllITyBaHHS

KaMmepu, peaizailisi KepyBaHHS IEepPCOHaXeM, OOMOBOI MEXaHIKH, Bi3yasi3ailis
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00’exTiB Ta 00poOka B3aemomiil. KokeH eranm BuMaraB SK NpPOTpaMHOi, TakK 1
TU3aifHEPChKOi poOOTH.
ITinroToBKAa MoeJIeli i crieHn

Ha mouarkoBomy etami Oysio cTBOopeHO 4doTHpu 3D-Momeni mepcoHaxiB Ta
irpoBux 00’ekTiB 3a nonomoroto Blender. Lli moneni Oyno imnoproBano g0 Unity Ta

OpraHi30BaHO y BIAMOBIIHI MMAKU 3 YHIKAJIBHUMU MaTepiajgaMu JJIs KOKHOI YaCTHHU

Tija nepcoHaxis (puc. 1, 2).

Pucynoxk 1. Monens ciienu rpu

- 10
ssets » Materials > Enemy
®) Body
® Eyes

= Assets
[ Materials
e Ene

Bm Packages

Pucynok 2. Matepiain 111 KO)KHOT YaCTHHHM T1JIa
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Jlnsa peamnizariii renepariii 1epeB Ha CIieH1 0yJI0 BUKOPUCTaHO TOTOBHUIA CKPHUMT 13
BIIKPUTOrO NOCTymy mia Ha3Boio Enviro Spawn. Bin n03BonuB aBTOMaTH3yBaTH
IpoIiec PO3MIIIeHHS 00’ €KTIB JIepeB Y MeKaxX MEBHOI TEPUTOPIi, IKa HAJIAIIITOBY€EThCS

yepe3 iHcnekTop Unity. Bynio cTBopeHo mopoxHiit 00’ekT “environment spawn”, 110

SIKOTO TIPUKPITUICHO CKPUIIT, Ta BU3HAYEHO 30HY TeHeparlii (puc. 3).

Pucynok 3. Po31ipeHHs Mex criaBHEpa

Jlst nepeBa OyJ10 3aaHO MaTepiai, SKUi IMITy€ HATypaJibHy TEKCTYPY KOPH Ta JIUCTS

(puc. 4).

°

Pucynok 4. CtBopeHe 1epeBo

Kamepa Ta inTepdeiic
BaxxnnBoro CK1a0BOIO 3pyYHOCTI TPH € TIPABUJILHE HAJAIITYBaHHS KaMmepu. Y
MIPOEKTI BUKOPUCTOBYETHCS BUJ 3BepXy (top-down view), 110 J103BOJISIE T'paBLEBI

Kpale Opi€HTYBATHUCS B TPOCTOP1 Ta KOHTPOJTFOBATH CUTYAIIiIO Ha TOJIi TpH (pHC. 5).
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Pucynok 5. Kamepa 3 BUJ10M 3BEpXy

Cucrema KepyBaHHS IIePCOHAKEM

KirouoBmii ckpunT rpaBis pealizye 00poOKy TakuX i, sSIK pyX, TOBOPOT, aTaka Ta
oTpuMaHHs WKoau. Huxkde momgano cTpyKTypy OCHOBHUX 3MIHHUX:

o speed — MIBUAKICTh pyXy MEPCOHAXKA,;

« rotationSpeed — MIBUIKICTH TOBOPOTY;

o reloadTime — 3aTpuMka Mik aTaKkaMu;

 startHealth — nouaTtkoBwmii 3anac 310poB’s;

e Ul — mocuiaHHsg Ha 00’ exT Ul;

« hitPoint — Touka aTaku;

 hitRadius — paniyc aii araku;

o _rb, anim, canHit, health — ciyx060Bi 3minHi (Rigidbody, Animator, norika

yaapy, OTOYHE 37I0POB ).

CKpunT BKJIIOYAE JUPEKTUBU TPOCTOPY IMEH:

using System;
using System.Collections;
using UnityEngine;

using UnityEngine.SceneManagement;




[SerializeField] speed;
[SerializeField] rotationSpeed;
[SerializeField] reloadTime;
[SerializeField] startHealth;
[
[
[

SerializeField] PlayerUI ui;
SerializeField] Transform hitPoint;
SerializeField] hitRadius;

Rigidbody _rb;

Animator _anim;
_canHit =
_health;

PucyHnok 6. JlupextuBu using

YV Metoai Start() BCTaHOBIIIOETHCS TOYATKOBHM CTaH TpaBIis (puc. 7).

Start()

_rb = GetComponent<Rigidbody>();

_anim = GetComponent<Animator>() ;]

_health = startHealth;

Pucynok 7. Meton Start
OcHoBHu# (yHKILI0OHAN peanizoBaHo B Meroal Update():
o 00poOKa BBOJY 3 KJIaBiaTypH;
o O0YMCIICHHS BEKTOPY PYXY;
o 3MiHa OpI€HTAIlli;
e 3aIlyCK aHIMAIIii;
o TIepeBipKa HATHCKAHHS KHOIIKU aTaKW;

e aKTHBalld TaiiMepa nepe3apsaku (puc. §).

void Update()
{

float move = Input.GetAxis("Horizontal");

transform.position += new Vector3(move, 0, 0) * speed * Time.deltaTime;

}
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Update()
Vector3 movelnput = Vector3(Input.GetAxis("Horizontal"), @, Input.GetAxis("Vertical™));

if (moveInput.magnitude > @.1f)
{
Quaternion rotation = Quaternion.LookRotation(moveInput);

transform.rotation = Quaternion.Lerp(transform.rotation, rotation, rotationSpeed * Time.deltaTime);

1
s
_anim.SetBool("isWalk"”, moveInput.magnitude > 0.1f);

_rb.velocity = moveInput * speed;

if (Input.GetMouseButton( & _canHit ==
{
_anim.SetTrigger(":
StartCoroutine(Relo

Pucynox 8. Meton Update

MeTton Reload() TuMmuacoBo BUMUKA€E MOKIIUBICTh aTaKyBaTH, 3aITyCKaIOUX 3aTPUMKY:

[Enumerator Reload()

{

_canHit = false;

yield return new WaitForSeconds(reloadTime);
_canHit = true;

}

IEnumerator Reload()
r
1

_canHit >

yield returr WaitForSeconds(reloadTime);
_canHit

Pucynok 9. ®ynkiis Reload
Meton GetDamage(int damage) BigmoBizae 3a 3MEHIIEHHS OYOK 3/I0pPOB’S Ta

Hiepe3aIycK CleHH y BUMIAJIKy CMEPTI MepCoHaxa:

public void GetDamage(int damage)

{
_health -= damage;

if (_health <= 0)

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

_health -= damage;
ui.SetHealth(_health);

if (_health <= @)

SceneManager.LoadScene(9);

Pucynok 10. ®ynkiis GetDamage
Araka peamizoBaHa y metoni Hit(), sskuii BUKOpUCTOBYE (Pi3UUHY MEPEBIPKY 30HU

ataku (Physics.OverlapSphere) 1 3acTocoBye J0TiKy ypaskeHHs jiepeBa abo Bopora:

void Hit()

{

Collider[] hitColliders = Physics.OverlapSphere(hitPoint.position, hitRadius);
foreach (var hitCollider in hitColliders)

{

if (hitCollider.CompareTag("Enemy")) Destroy(hitCollider.gameObject);
if (hitCollider.CompareTag("Tree")) Destroy(hitCollider.gameObject);

b
b

Hit()

Collider[] colliders = Physics.OverlapSphere(hitPoint.position, hitRadius);
for ( i =0; i < colliders.Length; i++)
{
if (colliders[i].TryGetComponent( Tree tree) && tree.isRespawned)
{
ui.TreeCount++;
tree.Destroy();

‘.
J

if (colliders[i].TryGetComponent<Enemy>
y P y

r

1

Destroy(colliders[i].gameObject);

3
J

Pucynok 11. ®ynkiis Hit
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3aBAsSKA peai3oBaHUM CKPHUIITAM, a TaKOXX TMPABUIBLHO HAJIAIITOBAHOMY
cepenoBunry Unity, Baasocss 3a0e3MeynTH IUIABHY aHIMAINIO, YITKAWA 3BOPOTHUU

3B’S130K 1 6a30BYy OOMOBY CHUCTEMY, LIIO0 € TUIIOBUMU €JIEMEHTAMHU apKaJHUX 1rop.
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PO3ALJI 2. TIPOEKTYBAHHSA TA PO3POBKA I'PH
2.1. Bumoru no intepgeiicy rpu "Jlicopyo"
[aTepdeiic Tpu € BaXXIMBUM €JIEMEHTOM, 110 3a0e3Ieuye 3pyIHICTh 3p03yMUIICTh TPH
Ui KopucTyBauiB. Y Hamnii rpi Jlicopyd inTepdeiic moBuHeH OyTH I1HTYiTUBHO
3pO3YMUIMM, MIHIMQIICTUYHUM, TMPU 1IbOMY BHUKOHYBAaTH POJIb OpraHi3allii irpoBHX
€JIEMEHTIB, TaKUX SIK BIJOOpaXeHHS 3I0POB’sl, BUTPHUBAJIOCTI, Yacy Ta MPOTPeECy
rpaBist. BaxmnuBo, mo0 iHTepdeiic He BIIBOIIKAB IPaBIIsd Bil OCHOBHOTO MPOLIECY TPH,
a JIMIle JOMOBHIOBAB MOTO.
OcHOBHI BUMOTH 0 1HTEpdEHCy:

1. Binoopaxenns 3aopoB's (HP): I'paBenr moBuHeH 6auuTH IMTOTOYHE 3HAYCHHS
310poB’s. [y bOro MO’KHa BUKOPUCTATU TOPU30HTANIBHY MTaHENb, 110 MOKa3ye
KUIBKICTh 3J0pOB’Sl BI3yaslbHO, B 3ajexHOCTI Bl KiibkocTi HP. Ilanens
MOBUHHA 3MIHIOBATU KOJIpP 3aJIEKHO BIJ PIBHA 3I0pPOB'Sl (HANIPUKJIIAJ, 3€JICHUM
Py BUCOKOMY PIBHI 3JI0pOB'S, )KOBTUW IMPHU CEPEAHBOMY 1 YEPBOHHUUI MpH
HU3BKOMY).

2. BinoOpaxkennsi BuTpuBaJocti (Stamina): ['paBens BUTpauaTuMe €HEpriio npu
BUKOHAHHI i (Hampukiajn, pyOui JepeB Ta OOpoThOI 3 MOHCTpPaAMM).
ButpuBanicte BimoOpaxaTUMEThCS Ha OKpPEeMid TIaHeNl, IO JO3BOJHUTH
KOPUCTYBau€Bl KOHTPOJIIOBATH PiBEeHb eHeprii. [lanenb BUTPUBAIOCTI TaKOX
MOBMHHA 3MIHIOBATH KOJIIP Y MIpy 3HUKEHHS P1BHS €HEprii.

3. Imgukarop xBWJi: ['paBellb MOBUHEH MAaTH MOXJIHMBICTh MOOAYUTH, CKUIBKU
XBWJIb MOHCTPIB III€ 3JIUIITMIOCH 10 3aBEPIIICHHS TOTOYHOTO eTamy. [HauKaTop
XBWJIl Mae OyTHM YITKUM 1 JIETKO 3pO3yMUIMM, 3 KUIBKICTIO XBWJb, IO
3aJUIIAINCh, a00 TMPOrpecoM BI3yallbHO BiOOpaXKEHUM uepe3 JHINKY YU
HIKaIy.

4. TlaHeab cTaTUCTHKU: BpaxoByioun jxaHp rpu, KOPUCHO MaTH B110OpaKEHHS
TaKuX €JIEMEHTIB, K KUIbKICTb BOMTHX MOHCTpPIB, 4ac, IO TPOMIIOB BiJ
MOYaTKy I'PH, @ TAKOXK 1HI1 JOCATHEHHS], HAIPUKJIA/, KIJIbKICTh 3pyOaHHX JIEpEB.
[li enemeHTH NOBHUHHI OyTH [IOCTYNHUMH Ui IIBHJIKOIO MEperjsay, He

3aBa)kar04yM rpaBLEBI Mij Yyac Ipu.
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5. IHTepakTHBHI ejieMeHTH: MEHIO I'pU, KHOIKH Uil Nay3W, HAJIAIITYyBaHb Ta

BUXOJy 3 TP MOBHUHHI OYTH YITKO BHJIMMHMH, aji¢ HE 3aBa)KaTH OCHOBHOMY
npouecy. Knonku MaroTh OyTH aJanToBaHi 10 pi3HUX MIaTGOpPM, 30Kpema 10
MOOUTBHHX TPUCTPOIB, ¢ BOHW MOBUHHI OyTH 3pYYHUMU JJIs1 HAaTUCKAHHS, 3
YITKMMHU 1KOHKaMH Ta TEKCTaMH.

Animanii Ta edextu: [HTEepdeiic Mae MICTUTH JTUHAMIYHI €JIEMEHTH, TakKi SK
a”iMaIlii 1yt 3MiHH CTaHy 3/I0pOB’sl, BATPUBAJIOCTI Ta 1HII Bi3yalibHI €EeKTH,
110 MiABUITYIOTh €MOIIHHUN TOCB1a rpaBist. Hampukian, aHiMarlis 3MEHIIEHHS
3JI0pPOB'sl ITPH aTailli MOHCTPIB 200 e€eKTH, 110 3’ IBJISAIOTHCS IT1]T 4ac JOCATHEHHS

BOKJIMBUX MOMEHTIB (HApPUKIIAJl, 3aBEPILICHHS XBUJII MOHCTPIB).

Ilpuknan crpykrypu inTtepdeiicy:

Bropi expany Oyne po3MmilieHa NaHelb 3I0pOB’S Ta BUTPUBAJIOCTI, 3 YITKUM
B1JIOOpaYKEHHSM iX PiBHSI.

3HU3y ekpaHy OyJe 3HAXOJUTHUCS 1HIUKATOP MPOrpecy, M0 NOKa3ye KIIbKICTh
XBWJIb MOHCTPIB, SIKI 3aJUIIMIUCA A0 KIHIS MOTOYHOIO €Taly, a TaKoX
JOJJATKOB1 €JIEMEHTH CTATUCTUKHU.

3niBa OyJe 3HAXOJUTHUCS KHOMKA JJIs May3d Ta JOCTYH JO HaJalTyBaHb.
BaxxnuBo, mo6 111 e1eMeHTH He TIEPeKPUBAIN OCHOBHUI ITPOBHM MPOIIEC 1 HE
3aBayKaJM OTJISYy CLEHHU.

Bcei 1Hmn enemenTu iHTepdeiicy MarTh OyTH MIHIMAIICTUYHUMH, 00 HE
3a0upaTH 3aiiBOTO MPOCTOPY Ha €KpaHi, ajie 3aJMIIATH JOCTATHbO MICIS IS

B1JI00payKEHHS OCHOBHOI I'pH.

[aTepdeiic rpu Oyne aganToBaHU IS pi3HUX MIATHOPM, 30KpeMa I MOOTBHUX

MPUCTPOIB, 7€ eIEeMEHTH iHTep(deiicy TOBUHHI OyTH 3pyYHUMH JJisi HaTUCKaHHS. Ha

MOOUIBHHUX MPUCTPOSIX 1HTEpPeiic Moke OyTH KOMIAKTHIIIUM, & KHOIKY — OUIbIIUMHU

Ta 3pYYHINIAUMH JJIs1 YIIPABIIIHHS OJHIEIO PYKOIO.

2.2. Po3poOka koHuenuii Ta ClieHapio rpu

Konuenuist rpu Jlicopyd nossirae B ToMy, 1100 CTBOPUTH JUHAMIYHY ITPOBY

aTMocdepy 3 eleMeHTaMH BIDKMBaHHsS. [ 'paBellb BUCTyMae B PoJil JiicopyOa, SKHiA

OOpeThCs 3a CBOE JKUTTS B HEOE3MEUHOMY JIIC, /e HA HbOT'O YE€KaI0Th MOHCTPH Ta 1HIII
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3arpo3u. ['0JI0BHOIO METOIO € BIDKUTHU, pyOarouu JiepeBa Ajisi OTPUMaHHS PECypciB i

3aXUIIAI0YMCh BiJl XBUIb MOHCTPIB, IO 3’ SIBISIFOTHCS 3 KO)KHUM PIBHEM.

Croxer:

['paBentp moTpamiisie B JiC, € HABKOJO IMOBHO MaridyHUX 4ynoBUCBHK. Jlic

NEepIOIMYHO aTaKye XBWISIMU MOHCTPIB, 1 TpaBellb MAa€ BUTHATH iX, BUKOPUCTOBYIOUH

COKHUPY Ta 1HIIIl PECYPCH, MPU I[OMY 3a0€3MeUyI0uH CBOE BUKUBAHHS 70 MOSIBU HOBOL

XBWJII MOHCTpiB. PyGatoun nepeBa i1 OTpUMaHHs MaTepialiiB, TpaBelb TAKOXK 301pae

pecypcu Jisl 3MILIHEHHSI CBOE€T 00OPOHU Ta MIATOTOBKHU J0 HACTYITHUX aTaK.

OcHOBHI eTanu rpu:

1. lMouaTkoBuii piBeHb: [paBenr MoynMHae r1py 3 0a30BUM HaOOPOM

MO>KJIMBOCTEH: cOkMpa s pyOku aepeB 1 0azoBe 3a0poB’s. Ilepmri xBuii
MOHCTPIB OyAyTh JETKMMH, 100 JO3BOJUTH TPaBIEBI OCBOITU OCHOBHI
MEXaHIKU TPH, K BUKOPUCTAHHS COKUPH JIsl 300py pecypciB Ta 60poThOy 3
MMOYaTKOBUMHU MOHCTpaMHu. Y Ied TepioJl BaKIIMBO HABYUTHCS IPABUILHO
OaylaHCyBaTH MIXK pyOKOIO JIEpEB 1 3aXUCTOM BiJl BOPOTiB.

CepenHi piBHi: 3 KO)XHOIO HOBOIO XBUJICIO MOHCTPH CTAalOTh CUJIBHIIIMMH, a
KUIBKICTB 1X TUIIB 30UIbIIY€ThCA. BOHM MOXKYTh MaTH 0COOJIMBI 3JaTHOCTI, TaKi
K JaJbHOOIMHI aTaku abo MIBUAKICTb, IO 3MYIIY€ TPaBIsl BUKOPUCTOBYBATH
pi3Hi cTpaterii. KpiM Toro, Ha 1TUX eTanax BayKJIMBO YBaKHO CTEKHUTH 32 CTAHOM
3I0POB’Sl Ta BUTPUBAJIOCTI, 1100 BUACHO BIHOBIIIOBATH CUJIU. PyOaHHs nepeB
CTa€ TAKOXX BAXKJIMBUM JUIsl 3a0€3MEUEHHST pecypcaMu JJii CTBOPEHHS HOBHUX
1HCTPYMEHTIB a00 3aXUCTY.

@®inanbui  piBHi: Ha (¢iHanbHUX  pIBHSAX TIpaBellb CTUKAETbCA 3
HAWCKJIAMHIUMU ~ XBHJIAMH ~ MOHCTPIB, $IKI BHUMAaraTUMyTh IIOBHOTO
BUKOPUCTAHHS BCiX pecypciB, HAKONMWYEHUX TPOTATOM TpPH, a TaKOXK
CTpATETIYHOTO MiIX0y. BaxKIIMBO MpaBUIILHO YIIPABJISATH 3aMacaMu €HEprii Ta
3I0POB’Sl, a TaKOX CBOEYACHO 3aCTOCOBYBAaTHM BCl1 3700yTI HABUYKH IS

TIePEMOT .

CroxxeTHHH PO3BUTOK:
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VY Xxo#di rpu Jic cTaHe PI3HOMAHITHIIIUM: 3’ SBISATUMYTHCS HOBI JIOKAIll, SIKI
JI0JTAf0Th HE JIUIIE €CTETUYHOT MPUBAOIMBOCTI, ajie i HOB1 MOXKJIMBOCTI Ta 3arpo3u s
rpaBis. Y rpi Oyne psa NPC (HeirpoBux MepcoHaxiB), 3 SKUMHU TpaBellb MOXKE
B3a€EMOIISITH. BOHM MOKYTb TaTh KOPUCHI TIOPAIH, TTOAUIUTHACS 3HAHHSIMH 9H TIPOJATH
pecypcu, 10 J0MOMararTh NporTH Baxkki etanu rpu. L{i NPC MoxyTh MaTth CBOIO
ICTOpit0 1 Jomomaratd abo CTaBaTH MEPENOHOI0 ISl MOJAJBIIOr0 MPOCYBaHHS B
CIOXKETI.

2.3. Po3poOka aaropurmy po00oTH rpu (MexaHika, JOriKa rpm)
Anroput™ rpu Mae 0yTu moOyAOBaHUN TaKUM YHHOM, 1100 rpa Oyja JMHAMIYHOIO Ta
HE TmepeadadyBaHOO Il rpaBisd. MexaHika TpU TIPYHTYETbCS Ha HACTYITHUX
MPUHITUIAX:

1. PyOka nepes:

['paBerib BUKOPUCTOBYE COKUpY Al pyOku nepeB. KokeH yaap mo nepeBy
3MEHITy€e Koro 3a0poB’s. Ilicms Toro, sik AepeBO 3pyOaeThesi, TpaBellb OTPUMYE
pecypcH, sSKi MOXKHa BUKOPHUCTATH IS YKPIIJICHHS OOOpPOHW ab0 BiIHOBICHHS

3710pOB's.

Pucynoxk 1. IIpouec pyoxu nepena

2. boporbba 3 MOHCTPpaMHu:
MoOHCTpH 3’ IBJISIFOTHCS HA IEBHUX €Tanax rpu. [ paBelb MOBUHEH 32 JONIOMOT010
cokupu abo 1HmMX 3aco0iB 00poThOM 3HUIIUTH iX. KoXeH 3HHIIEHH MOHCTp

MIPUHOCHUTD JIOCBIJI 1 A€ pECypcH.
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3. BurpuBaJicTh:

Bukonanns niid, Takux sk pyOka nepeB 1 00poThOa 3 MOHCTpamu, 3abupae
BUTpHUBaTiCTh. KONM BUTPUBATICTH BUYEPIYETHCSA, TpPaBellb HE MOXKE AaKTHBHO
aTaKyBaTH 1 3MYIIIEHU YEKaTH Ha BITHOBJICHHS €HEPTIi.

4. PiBeHb CKJIATHOCTI:

3 KOYKHOIO HOBOIO XBHJICIO MOHCTPIB CKIIQIHICTh TPy 301IbITy€eThCS. J[71s1 iboTro
OyZie BUKOPHCTAHO AJITOPUTM, SIKUW BH3HAYA€ KUIBKICTh MOHCTPIB Ha KOKHOMY PiBHI
B 3QJIC)KHOCTI BIJI IIPOTPECy I'PaBIIS.

2.4. Animaunis B Unity
Amnimariisi B Unity — 1ie mpoiiec CTBOPEHHS 1 HAJIAIITYBaHHS PyXy Ta MOBEAIHKU
00'exTiB y rpi. Unity Haja€e pi3H1 IHCTPYMEHTH Ta CUCTEMU ISl pOOOTH 3 aHIMaIlisIMHU,
10 JI03BOJISIE pO3POOHMKAM CTBOPIOBATH PEATICTUYHI Ta CKJIaJHI aHIMAIlIHI €PEeKTH.
1. Animator ta Animator Controller:
o Animator — KOMIIOHEHT, SIKMI JOJA€ThCs 10 00'€kTa 1 Kepye Horo
aHIMAaIIsIMU.
o Animator Controller — ¢aiin, sxuii BU3Hayae, sKi aHIMaIlli TOBUHHI

BHKOHYBAaTHCb 1 3a IKUX YMOB.

e Project
+ - Q :‘ 4
% Favorites Assets > Animations

O A Y F e -
A All Materia ™ New Folder

Q. All Models -
\ll Model A Idle

Q, All Prefabs
X eiaps .L-.| pld‘)“f‘.‘f

(@@ Assets

Pucynok 2. Ilanka 3 animanismu B Unity
2. Animation Clips:
3. Lle okpemi daitnu, siKi MICTATH JaH1 po aHiMalii. Boun MoxxyTh OyTy CTBOpEHi
B Unity a0 iIMIIOPTOBAHI 3 30BHIIIHIX TPOrPaAM.
4. Animation Window:
5. Iurepdeiic mist cTBOpeHHs Ta pemaryBaHHs aHiMmariil. TyT MokHa momaBaTH
KJIFOUOBI KaJIpH ISl PI3HUX MapaMeTpiB.

6. Mecanim:
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[ToTy>xHa cucTema aHimarlii, sika I03BOJISiE CTBOPIOBATH aHIMAIIIHI AepeBa s
TIEPCOHAXIB 1 ITABHO 3MINTYBAaTH aHIMaIlii.
7. Root Motion:
Texnika, 1Mo A03BOJISIE aHIMAIlISIM TIEPCOHAXIB KOHTPOJIOBATH iX TIepECyBaHHS
y TIPOCTOPI.
2.5. Pyx nepcoHaka Ta HAJIAIITYBAHHSA aHIMAaLil
[Ticnst HamamTYBaHHS CKPUIITIB PyXY IMEPCOHAXKa MOTPIOHO CTBOPUTH aHIMAIIIIO PYXiB.
1. CrBopenns animauii crosnus (Idle):

2. Jlns Toro, mo6 mepcoHaXk CTOSB PEATICTUYHO, HATAMITYBAIH MO3HINIO PYK.

Current State

Pucynok 3. HanamryBanus animanii "idle"
3. HanamryBaHnHsa a”HiMauii Xoab0u:

4. Jlns aniMmanii Xop0M MOTPiOHO HAJAIITYBAaTH PyXH HIT, PYK, CIIMHU Ta TyJy0a.




Pucynok 4. HasamryBanHs a”iMaunii Xoab0m
5. HamamryBanHs a”HiMauii yiapy cCOKMpoOIO:

6. 3MiHa HanpsIMKY PYKH JJIs IMITaIliil yaapy.

B Console

® e 14 > Pl oW

Pucynok 5. HanamryBanHs aHiMauii yiapy COKUporo

27
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Pucynok 5.1. HaamryBanus a”HiManii yiapy cOKMpoIo

2.6. InTerpaunis rpajgiku Ta animanin

[aTerpamisa rpadiku Ta aHiMaliil € BaXXJIMBOI YAaCTHHOI CTBOPEHHS Bi3yaJIbHO

HpI/IBa6JII/IBOI I'pHu. I[J'ISI ObOI'0O BUKOPHUCTOBYIOTHCA TaKl €JIEMEHTH:

l.
2.

2D rpadika:

I'pa Gyne po3pobinena B 2D ctuii, 10 € TUTIOBUM IS apKagHuX irop. OCHOBHI
CJIEMEHTH — TIepCOHaX1 (J1icopy0d Ta MOHCTpH), AepeBa, PoH 1 edhexTH.
AHimamii:

AHimarlii mepcoHaka OyayTh BKJIIOYATH pPyXH TpH pyoOIl aepeB, aTaku

MOHCTpIB, a TAKOX 1HIII Aii.

. InTerpauis B Unity:

Bei rpadiuni enementn OyayTh immopToBaHi sk copaidta B Unity.
BuxopucroBytoun aniMmaiiiiHy cucremy Unity, 111 cipaliTu Oy1yTh aHIMOBaHI

JUISL CTBOPEHHS JUHAMIUYHUX PYX1B MEPCOHAXKA.
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PO311J1 3. EKCHEPUMEHTAJIbHA YACTHUHA

3.1. TecryBanns rpu Ha pisHux miaargopmax (IIK, mooiinbHI mpucTpoi)

TecTyBaHHS I'pU € BAXKIUBUM €TaiOM pO3pOOKH, OCKIIBKH J03BOJISIE OLIHUTH 11

NPOAYKTUBHICTh, CTAOUIbHICTh Ta BIAMOBIIHICT MOCTaBICHUM BUMoOram. ['pa

Jlicopy6 Gyina nmpoTecTOBaHa Ha JIBOX OCHOBHHUX IIJIaT(GopMax: MmepcoHaIbHI

komit totepu (Windows) Ta MoOipHI iprcTpoi (Android).

TecTyBaHHS TPOBOIMIIOCH Y KIJIbKA €TAITIB:

o OyHKIiOHAJbHE TECTYBAHHSI — TEPEBIPKa OCHOBHUX MEXaHIK Ipu (pyX,

aTaka, B3a€MO/IisI 3 00'€KTaMM).

o TecryBanHs mnpoaykTuBHocTi — ominka FPS (xagpiB 3a cexyHmy), dacy

3aBAaHTAa)KCHHS PIBHIB Ta 3arajbHOi CTa0LIbHOCTI.

o HO3afijiTi-recTyBaHHsI — OLIHKA 3pYYHOCTI KEpPYBaHHS Ta B3a€EMOJli 3

iHTEepdercom.

Pe3yJILTaTI/I TECTYBAHHS:

1. TecryBanus na IIK:

(o]

['pa cTabunbHO mpattoe npu po3auibHii 3qaTHOCTI Full HD (1920x1080).
Yacrora kaapiB (FPS) 3anumaerscs Ha piBHI 60+ HaBITH MPU BEJIUKIN
KUTBKOCTI 00'€KTIB Ha €KpaHi.

BincyTHl KpuTHuHI Oard, 3a BHUHSATKOM pIOKICHUX HpoOieM 13

BIJIOOpa)KEHHSAM aHiIMaIliil IEPCOHAXKIB.

2. TectyBaHHSI HA MOOIJILHUX IPUCTPOSX:

(o]

Ha notyxxnHux cmaptdonax (Snapdragon 865+) rpa npaiiroe 6e3 jaris i3
FPS ~50-60.

Ha cnabmux mnpuctposix (Snapdragon 450) mnomiTHE 3HIKEHHS
npoayktuBHOCTI (~30 FPS) npu Benukiil KITbKOCTI MOHCTPIB.

JloBmwmii yac 3aBaHTaXeHHS piBHIB (~5-7 cexyHn) y nopiBHsHHI 3 [TK.
BusiBnieni npoOieMu 3 ajanTaiii€ro yrupaBiiHHS T1JT CCHCOPHUM €KpaH

(HEAOCTaTHHO YYTIUBHM IKOUCTHUK).
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BucHoBknu:
TectyBanHs mokaszayo, mo Trpa go6pe mpamroe Ha [IK Ta moTyXHMX MOOUTBHHX
npuctposix. OHak I onTUMI3allli MOOUTbHOI BepcCii HEOOX1HO:
o 3MEHIIUTH KUTBKICTh aHIMAIIHHUX e€(EeKTiB Ha CIIA0KUX MPUCTPOSIX.
o OnTumizyBaTy 3aBaHTaXEHHS PECYPCIB IPU.
« JloompairtoBaTi CEHCOpHE yNpPaBIIiHHS.
3.2. AHaJ1i3 NOMWIOK Ta iX YCYHeHHS
OCHOBHI MOMMJIKH Ta CNIOCO0OH IX BUNIPABJICHHA:
1. Jlaru npm BeJIMKiH KIJIBKOCTI MOHCTPIB

o Ilpu4yuMHA: HagMIpHE BUKOPUCTAHHA pecypciB (BeJlUMKa KUIbKICTh
00’€KTIB OJJHOYACHO Ha CIICHI).

o Bupimennsi: 3acrocyBanHs 00’ekTHoro nymHry (Object Pooling) mis
3MEHILIEHHS HaBaHTaXeHHs. OO’ €KTHUH IyJNIHT JO3BOJISIE IOBTOPHO
BUKOPUCTOBYBATH BKE€ ICHYIOUYl 00 €KTH 3aMICTh iXHbOTO CTBOPEHHS Ta
3HMILEHHS, 0 CYTTEBO 3MEHILYE BUTPATU PECYPCIB.

2. HexopekTHe BinoOpa:keHHs iHTepdeiicy HA MOOIJIBHUX MPUCTPOSX

o Ilpuuuna: HeBipHe MacmTaOyBanHa Ul-enemenTiB y Canvas Unity.

o BupileHHs: BUKOPUCTAHHS aIalITUBHOTO IN3aliHy 3 HaJIalITyBaHHAM Ul
Scale Mode na "Scale with Screen Size", mo 103BoJIg€ eJIeMEHTaM
1HTEpPENCy KOPEKTHO MacCIITAOYETHCS 3aJIEKHO BIJ PO3MIPY EKpaHy
PI3HUX TIPUCTPOIB.

3. 3aBuCaHHS I'DU NIPH NePexoi MK pIBHAMH

o Ilpu4MHA: 3aBaHTAXKEHHSI BCIX PECYpPCiB OJTHOYACHO.

o BupilleHHsI: BUKOPUCTaHHA ACHHXPOHHOTIO 3aBAHTAXEHHS CILEH 3a
JIOTTIOMOT OO SceneManager.LoadSceneAsync, 101(0) TO3BOJISIE
3aBaHTAXYyBaTH  PECYpCH  MOCTYNOBO, MOKPALIYIOYH  3arajbHy
CTaOUIBHICTh T'PU Ta CKOPOUYIOUH YaC 3aBAHTAKEHHS.

4. IIpoOsemMHu 3 CCHCOPHUM YIPABJIIHHAM HA MOOIJIbHUX IPUCTPOSX

o IlpmuymMHa: mora”a 4yyTIUBICTh BIPTYaJIbHOIO JPKOHCTHKA.
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o BupimenHsi: HamamTyBaHHS 00JIacTI TOPKAaHHA Ta MIABUIICHHS
Yy TIMBOCTI BIpTyaJIbHOTO JPKOMCTHKA. Lle 703BOIsI€ MOMIMIIINTHA TOYHICTD
1 KOMQOpT yIpaBiiHHs, 0OCOOJIMBO HAa MOOUIBHUX MPUCTPOSX 3 PI3HUMH
po3MipaMu eKpaHy.

i BumIpaBiIeHHsI TOMTOMOIJIM 3HAYHO MOKPAIIUTH CTA01IBHICTD 1 3pDYUHICTh TPH,
0COOJIMBO Ha MOOUIBHUX TMPHUCTPOSX, J€ ONTHUMI3allsl € KPUTHYHO BaXKIUBOKO JIS
3a0€3MEeUYCHHSI XOPOIIOT0 KOPUCTYBAIIBKOTO JTOCBIY.

3.3. OuiHka BiAnmOBiAHOCTI PyHKIIOHATY MOCTABJIECHUM 3aBIAHHAM

DyHKIiOHAJIBbHI BUMOI'M Ta IX peaJsi3anis:

Bumora Buxkonauns

PyOka nepesn PeanizoBano, MexaHika Ipamre cTadiIbHO

PeanizoBaHo, aHIMallli aTak BITOOpaX)arOThCs
ATaka MOHCTPIB
IPaBUIBHO

BinoOpaskenns 310poB’s T2 .
[Tanens HP Ta Stamina npaitoe KOpeKTHO
BHTPHUBAJIOCTI

MOHCTpHU CIIaBHATHLCS 3T1THO 3 PIBHSAMU
Cucrema XBHJIb MOHCTPIB .
CKJIaIHOCTI

Onrtumizanis 1 MmobiabHuX |[loTpeOye mokpaiieHHs MPoIyKTUBHOCTI Ha

NPUCTPOIB c1a0KUX MOOUIBHUX MPUCTPOSIX

BucnoBok. ['pa Jlicopy0 ycmimHo peasnizye OCHOBHI 3asBJIeH] (PYHKIII1, TaKi K
MexaHika pyOKH JiepeB, aTaka MOHCTPIB, BIIOOpaKE€HHs 310pOB'sl Ta BATPUBAJIOCTI, &
TaKOXX CHCTeMa XBWJIb MOHCTPIB. OJIHaK, /Ui JOCATHEHHS ONTUMAIBHOTO
KOPHUCTYBAIbKOTO JJOCBIy Ha MOOUTBHUX MPUCTPOSAX, HEOOXIAHO MOKPAIIUTH
MPOAYKTUBHICTh, OCOOJUBO JJIsl CIA0IIMX MPUCTPOIB, HIISTXOM JI0JaTKOBOT
onTHUMi3allii pecypciB Ta yIpaBJIiHHS.

3.4. Incrpykuis qis kopucrysadis rpu "'Jlicopyo"
1. 3amyck rpm:
o Ha IIK: 3amycrits (aiin Lisorub.exe.

« Ha mo0innbHOMY npucTpoi: Binkpuiite nonarok Lisorub miciis BcTaHOBIEHHS.



OcHOBHe ynpaBJIiHHA:
Ilepemimenns:

o IIK: BukopucToByiTe CTPUIKK Ha KJIaBiaTypi.

o Moo6inbHi npucTpoi: BukopucTtoByiiTe BipTyallbHUN JKONCTHK.

ATaka:
o HK: JliBa KHOIIKa MHUIIII.
o MoOuIbHI mpuctpoi: KHomnka «Atakay.
PyOka nepes: HaBeniTe nepcoHaka Ha 1epeBO 1 HATUCHITh «ATaKa».
OcHOBHI wiJji rpu:
Buxuth, 3aXuiarounch Bijl XBUJIb MOHCTPIB.
Pybatu nepeBa 111 OTpuMaHHS peCypcCiB.

BizncrexxyBaTu cTaH 310pOB'sl Ta BUTPUBAJIOCTI.

3.5. Pexomenaanii moao onruMisaiii NpOAYKTHBHOCTI Ta 103a0i/IiTi

Onrumizanisg NpoOAYKTHBHOCTI:

1.

Bukopucranus Object Pooling:

o Jlist mokpalieHHs MpOIyKTUBHOCTI Oyia peanizoBaHa cucremMa Object
Pooling ang ynpasiiHHS BOporamu Ta IHIIMMH 00'ekTamu Ha cieHi. Lle
7103BOJIsIE €(PEKTUBHO MOBTOPHO BUKOPHUCTOBYBAaTH 00'€KTH, 3aMICTh iX

ITOCTIAHOTO CTBOPCHHA 1 SHUIOCHH:A, IO 3MCHINYE€ HABAHTAXXCHHA Ha

CUCTEMY.

2. 3MeHIIeHH KiJILKOCTI YACTHHOK;

3.

o 3MEHIIEHHS! KUIbKOCTI YaCTMHOK B e()eKTaxX BOTHIO, yJIapiB Ta BUOYXIB
JIO3BOJIMJIO 3HAYHO ONTHMI3YBAaTH MPOIYKTUBHICTH I'pH, OCOOJIMBO Ha

MOOUIBHMX TIPUCTPOSX 13 OOMEXKEHHUMH pecypcamu. Bubip wmeHn

CKJIaJIHUX €(PEKTIB TAaKOXK MOKPAIIUB CTAOUIBHICTD.

Buxopucranns Sprite Atlas:

o Bci cnpaiitu Oynu 3rpynoBani B oJuH abo Kiibka Sprite Atlas, 1o

JTIO3BOJIMIIO 3HU3UTHU KUIBKICTh TEKCTYP, SIKI 3aBAHTAXKYIOThCS OKPEMO, 1

3MEHIIUTH HaBAaHTAKCHHS Ha ITaM'sITh IMpUCTPOIO.

IHoxpamenns w03adimiri:
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1. Onrumizauis inTepgeiicy rpu AJsi MOOLIbHUX IPUCTPOIB:

o Kuomku Ta iHII iHTEepdEiicH] eneMeHTH Oyau 301IblIeH], 00 3poouTH
iX OUIBIN 3pyYHUMH [JI1 HATUCKAHHS Ha MOOUIBHUX IIPUCTPOSIX,
3a0e3neuyyourn KoM(OpTHE yIpaBliHHA HaBiTh IS KOPHUCTYBadiB 3
BEJIMKUMU NAJIBLISMU.

2. IlokpamieHHs CCHCOPHOI0 KePYBaHHSL:

o BHeceHl KOpEeKTUBH B PO3MIIICHHS €JIEMEHTIB 1HTepdeiCy A pi3HUX
PO3AUIBHUX 3AaTHOCTEN €KpaHiB, 110 NOKPALIWIO BIAYYTTSI KOHTPOJIIO Ta
3pY4YHICTh BUKOPUCTAHHS Ha PI3HUX MOOIIBHUX MPUCTPOSIX.

3. BidyaabHa iHAUKALIA BTOMH IIEPCOHAMKA:

o JlomaHo eeKT 3MiHU KOJIbOPY €KpaHy MPU HU3bKOMY P1BHI BUTPUBAJIOCTI
MepcoHa)xa, IO JO03BOJISIE TPaBII0 HAOYHO BIJCTIJKOBYBaTH CTaH
NEPCOHAXa, HE 3BaXKaI0UM Ha BIJCYTHICTh IBHOTO YUCIIOBOTO 1HAMKATOPA.

{1 onTuMi3aLii HE TUIBKK MOKPAIYIOTh IPOAYKTUBHICTh IPH, ajie i poOATS ii OLIbII

3pYYHOIO Ta JOCTYITHOIO JUIsl KOPUCTYBaylB Ha PI3HUX MPUCTPOSIX.



34

BUCHOBKH

VY mporeci BUKOHAHHS IUIIJIOMHOTO TPOEKTY OYyJI0O CTBOPEHO apKaaHy Tpy

«Jlicopyo»,

AKa II0O€JHYE€ CICMCHTHU BHWIKHBAHHA, I[I/IHaMi‘-IHOI‘O CKIICHY Ta

CTpaTeriuHoro rianyBaHHsA. [IpoTsrom po6Gotu Oyino MpoBeAEHO NETAIBHUN aHANI3

ICHYIOUHX 1TOp KaHpPY, BU3HAUCHO Kpallll TPaKTUKH PO3POOKHU Ta OOTPYHTOBAHO BUOIP

TEXHOJIOT1H JIJIsi CTBOpEHHsI TpH, TakuX sik Unity Ta C#.

OcHoBHI JOCATHCHHS BKIOYAaKOTh:

1. Po3poOka KoHIeNLii Ta CHEeHAPiI0 TPu:

(o]

Bu3HayeHo 1rpoBy MEXaHIKY, TOJIOBHI LI1JI1 Ta 3aBJaHH, 1110 3a0€3MEeYNIH
YiTKE CIPSMYBaHHS PO3BUTKY ITPOEKTY.
CrtBopeHa cucTeMa XBWJIb MOHCTPIB, LIO J0AA€ JMHAMIYHOCTI Ta

MOCTIMHUI BUKJIMK JJISl TPABIIAL.

2. Peaunizanisi 0OCHOBHOI MeXaHIKH I'pH:

(o]

3abe3neueHo MeXaHlKy pyOKd JepeB 1 OTpUMaHHs pecypciB, IO €
KITFOYOBOIO YACTHHOIO ITPOBOTO MPOIIECY.
PeanizoBaHo 3axHCT BiJl XBWJIb MOHCTPIB 13 BUKOPUCTAHHSIM 30pOi, 110
PO3IIHUPIOE MOKIIMBOCTI TPaBIlsl B OUTBAX.
BinoOpakeHHS TOKa3HUKIB 3J0pPOB’Sl Ta BUTPUBAJIOCTI JO3BOJISIE

IpaBIIeBl KOHTPOJIIOBATH CTaH MEPCOHAXKA.

3. Po3po0Oka rpagiku Ta aHiMaLin:

O

[HTerparisa BizyanbHUX e()EKTIB 103BOJIMIIA TOKPAIIUTH aTMOC(EpPY TPH,
3pOOUBIIH i1 O1JIBIIT 3aXOTUIFOIOUOIO.
HanamroBani miaBHi aHIMAaIliil JIJIsl IEPCOHAXKIB Ta BOPOTIB, 1110 CIIPUSLIIO

IPUPOTHOMY PYXY Ta O0HOBHM B3a€EMO/IISIM.

4. Onrumizanis rpu s IIK ta moOuibHuX muiiargopm:

o

Bukopucrano meron Object Pooling mist edekTuBHOrO ympaBiliHHA
00'eKTaMH B T'pi, IO TOKpAIY€ MTPOAYKTUBHICTD.

Bheceni 3MiHM 11 TMIABUIIEHHS MNPOAYKTUBHOCTI Ha ClaOImImMx
MPUCTPOSX, 30KpeMa onTuMmizailis rpadidyHuX e(eKTiB Ta BUKOPUCTAHHS

Sprite Atlas.
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5. TectyBaHHSI Ta BUIIPABJICHHSI OCHOBHHMX IOMMJIOK:

o Bussneni mpobaemu 3 FPS Ha MOOUTBHMX MPUCTPOSX Oy YaCTKOBO
ONTUMI30BaHI, 1110 JIO3BOJIMIIO JIOCATTH CTabUIBbHOI poOOTH Ha O1IBIIOCTI
IIPUCTPOIB.

o BumpapieHo TMNOMHIKH B BIIOOpakeHHI 1HTepdeiicy Ha pi3HUX
PO3IUTBHUX 3AaTHOCTSAX €KpaHy.

o IlomimimeHo dYyTIMBICTH CEHCOPHOTO YMPAaBIIHHS [ MOOLIBHUX

MPUCTPOIB, IO MOKPAIIIIO B3aEMO/III0 3 TPOIO.

IlepcnieKTHBY PO3BUTKY MPOEKTY

I'pa «Jlicopy®» mMae 3HayHUM MOTEHIAN JJIs MOJAIBIIOT0 PO3BUTKY Ta MOKPAIICHHS.

Pexomennyernes:

Jloaty HOBI piBHI Ta MPOTUBHUKIB ISl 30UIBIIEHHS PI3HOMAHITHOCTI IrPOBOTO
IpoLECy.

Posmmputu cucteMy pecypciB, 30KpeMa JI0JaBIId MOXJIMBICTh OYJIIBHUIITBA
YKpIIJIEHb @00 CTBOPEHHSI HOBUX 1HCTPYMEHTIB.

OnTuMizyBaTi MOOUTBHY BEPCIIO JJI Kpamioi MPOyKTUBHOCTI Ha OIOJIKETHUX
MPUCTPOSIX.

PeanizyBaTi  MyJNbTUIUICEPHUN  peXUM  JUII  MOXIIMBOCTI  TpaBIsIM

CIIBIIPAIIOBATH Ta BUKUBATH PA30M.

BucnoBok. Po3pobka r1pu «Jlicopyd» crTana yCHIIIHUM 3aCTOCYBaHHSIM

TEOPETUYHUX 3HAHb Ta MPAKTHUYHUX HABUYOK Yy Tally3l pO3pOOKH irop. 3aBIsKu

e¢(heKTUBHOMY BUKOPHUCTaHHIO OOpaHMX TEXHOJIOT1H OyJI0 AOCITHYTO MOCTAaBJICHUX

e, irpa 3ade3nedye 3axOIUTIOIUMA Ta cTaOlIbHUM irpoBuil nocsia. [lompu Bxke

JOCSITHYTI  Pe3yJNbTaTH, TMPOCKT Ma€ BEIMKANA TMOTEHINAN JJI  TOJAJBIIOrO

BJIOCKOHAJICHHSI, 1110 J03BOJIUTH PO3IIMPUTH HOTO MOKIIMUBOCTI Ta MiJABUIIUTH SKICTh

IpH.
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JTOJATKH

A. CKpUHIIOTH iCHYIOYMX AaPKaJHHUX irop
1. Pac-Man

3. Donkey Kong
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DONKEY
& KONG

* PLAYER GAME
PLAYER GAME
PLAYER GAME
PLAYER GAME

NHINTENDO CO«LTD.

4. Jetpack Joyride

6. Geometry Dash



40



41

b. Ckpunmoru inTepgeiicy po3podseHoi rpu

Pucynok 1. I'osioBHE MEHIO

Pucynok 2. [Iponec pyOku aepen
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Pucynok 3. Pe3ynbrar pyOku nepes (B J11BOMY HHKHbOMY €KpaHi)

PI/ICYHOI( 4, BOpOF l'[iI[XOI[I/ITL A0 I'OJIOBHOI'O IICPCOHAXKa
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Pucynok 5. Bopor 6’€ rojioBHOro iepcoHaka

Pucynok 6. BouBctBO BOopora
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Pucynok 8. [louaTtkoBuil ekpan
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B. IOAATOK A — Jlictunr ckpunty Enemy.cs

using System,;

using System.Collections;
using UnityEngine;

using UnityEngine.Al;

namespace Tutorial

{

public class Enemy : MonoBehaviour

{
[SerializeField] private Transform hitPoint;
[SerializeField] private float radius;
[SerializeField] private float reloadTime;
[SerializeField] private int damage;

private NavMeshAgent agent;
private Transform _target;
private Animator _anim;
private bool _canHit;

private bool isReloaded = true;

private void Start()

{
_anim = GetComponent<Animator>();
_agent = GetComponent<NavMeshAgent>();
_target = FindObjectOfType<Player>().transform;
b
private void Update()
{

_agent.SetDestination(_target.position);
_anim.SetBool("isWalk", agent.velocity.magnitude > 0.1f);

bool isDistance = Vector3.Distance(transform.position, _target.position) <
_agent.stoppingDistance;
_canHit = isDistance;

if (_canHit && _isReloaded)

{
Collider[] colliders = Physics.OverlapSphere(hitPoint.position, radius);

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

{




if (colliders[i]. TryGetComponent(out Player player))
{
_anim.SetTrigger("hit");
player.GetDamage(damage);

b
b

StartCoroutine(Reload());

}
;

[Enumerator Reload()

{
_isReloaded = false;
yield return new WaitForSeconds(reloadTime);
_isReloaded = true;

}
}
}
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I'. IOJATOK B — Jlictunr ckpunry Player.cs

using System;

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace Tutorial

{

public class Player : MonoBehaviour

{
[SerializeField] private float speed;
[SerializeField] private float rotationSpeed;
[SerializeField] private float reloadTime;
[SerializeField] private int startHealth;
[SerializeField] private PlayerUI ui;
[SerializeField] private Transform hitPoint;
[SerializeField] private float hitRadius;

private Rigidbody rb;
private Animator _anim;
private bool _canHit = true;
private int _health;




47

private void Start()

{
_rb = GetComponent<Rigidbody>();
_anim = GetComponent<Animator>();

_health = startHealth;
b

private void Update()
{
Vector3 movelnput = new Vector3(Input.GetAxis("Horizontal"), O,
Input.GetAxis("Vertical"));

if (movelnput.magnitude > 0.1f)
{
Quaternion rotation = Quaternion.LookRotation(movelnput);
rotation.x = 0;
rotation.z = 0;
transform.rotation = =  Quaternion.Lerp(transform.rotation,  rotation,
rotationSpeed * Time.deltaTime);

}

_anim.SetBool("isWalk", movelnput.magnitude > 0.1f);

_rb.velocity = movelnput * speed;

if (Input.GetMouseButton(0) && canHit == true)
{
_anim.SetTrigger("axeHit");
StartCoroutine(Reload());

b
b

IEnumerator Reload()

{

_canHit = false;
yield return new WaitForSeconds(reloadTime);
_canHit = true;

}

public void GetDamage(int damage)
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{
_health -= damage; / health = health - damage

ui.SetHealth(_health);

if (_health <= 0)

{
SceneManager.L.oadScene(0);

b
;

private void Hit()

{
Collider[] colliders = Physics.OverlapSphere(hitPoint.position, hitRadius);

for (int 1 = 0; 1 < colliders.Length; i++)
{
if (colliders[1]. TryGetComponent(out Tree tree) && tree.isRespawned)

{

ui. TreeCount++;
tree.Destroy();

}

if (colliders[i1]. TryGetComponent<Enemy>(out ))

{
Destroy(colliders[i].gameObject);

M. JOJATOK C — Jlicrunr ckpunty EnemySpawner.cs

using System;

using System.Collections;

using UnityEngine;

using Random = UnityEngine.Random;

namespace Tutorial

{

public class EnemySpawner : MonoBehaviour

{

[SerializeField] private Transform[] spawnPoints;
[SerializeField] private GameObject enemyPrefab;
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[SerializeField] private float timeToSpawn;

private void Start()

{

StartCoroutine(Spawner());

}

private void Spawn()
{
GameObject enemy = Instantiate(enemyPrefab);

enemy.transform.position = spawnPoints|[Random.Range(0,
spawnPoints.Length)].position;

}

IEnumerator Spawner()
{
while (true)
{
yield return new WaitForSeconds(timeToSpawn);
Spawn();
}
§
§
§
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€. IncTpyKuii 1JIA TEXHIYHOr0 MEPCOHAJY TA KOPUCTYBaviB
JUisi  KOpHUCTYBaHHSI JaHMM TPOTPaMHHUM  3a0€3MEeUeHHSIM HEOOX1AHO
BCTAHOBUTU YyHiBepcainbHUM 1HCTansTop Unity 1 _mporpamHe 3a0e3nedeHHs s
KepyBaHHsI MpoeKTaMH i Ha3Boto “Unity hub”.
[Ticnsa Bimkputts Unity Hub moTpiOHO BBiHTH 3a 10MOMOror OOJIIKOBOTO

3anucy Unity. fkio y Bac Hemae 00JI1KOBOTO 3aIUCY, BU MOKETE CTBOPUTH MOTO TYT

(puc. 1).

a O

Unity ID
My Account

Help

Troubleshooting b

3]  signin

Pucynok 1. O6xikoBuii 3anuc Unity

¥ Unity Hub notpibno crnouatky HatucHyTH KHONKY 'Installs', a motim 'ADD' (puc.2).

Add Unity Version

o Select a version of Unity

Can't find the version you're looking for? Visit our download archive for access to long-term
support and patch releases, o join our Open Beta program releases.

Recommended Release
(@ unity2020.3.5f1 (LTS)

Official Releases

O unity2021.1.411

O Uunity2019.4.2501 ATS)

O

Pre-Releases

CANCEL

Pucynok 2. Bubip Bepcii nporpamu “unity hub”
Bam Oype 3anpornonoBaHo BUOip MOy iB. MoayJsii — 11€ JOTIOBHEHHS, HEOOX1TH1

JUIsL CTBOpPEHHS TpW uisl NeBHOi muargopmu. Hampukinan, gKmo BU IUIAHYETE


https://uk.sharpcoderblog.com/blog/install-unity-and-create-new-project
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ctBoproBartu irpu st Android ta 10S, Bubepits 'Android Build Support' Ta/a6o '1OS

Build Support'. Bu moxeTe BuOpatu CKUTbKH 3aBIOJAHO MOYIIB (puc.3).

Add Unity Version

& select 3 version of Unity © ~dd modules to your install

Add modules to Unity 2020.3.5f1 total space availabe 72 7GR - 1o

Piatforms
v [} Android Build Support 252.4 MB

[ Android SDK & NDK Tools 1068

B opensok 153.0 MB

(] i0s Build Support
[J tvos Build Support

[J wuinux Build Support (IL2CPP)

CANCEL

Pucynok 3. JlonaBanus moay:miB B “Unity hub”

B Unity Hub natuchite 'Projects', a motim HaTucHiTs 'NEW'. 3’sBUTBCS HOBE
BIKHO, JI¢ BM 3MO’KE€T€ BKa3aTH Ha3BYy MPOEKTY, BUOpaTH IIa0JOH MPOEKTYy Ta

BUOpaTH MicIle, 1e Oy/1e CTBOPEHO MAaIKy MPOeKTy (puc.4).

Templates Settings

Praject Name
SomeProject

Location

F\

3D With Extras High Definition RP

oo

Pucynok 4. Mento “Unity hub”
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[Ticast cTBOpeHHSI MPOEKTY aBTOMATUYHO BIAKPUETHCS PENAKTOP 1 3 SBUTHCA

MOJKJIMBICTh CTBOPIOBATH BIACHUM MPOEKT. [2]



