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Beryn
Ocrandt 20 pokie iHOyCTpis BiOeoirop POIBHBACTECE CEMHMIITEHIMH

KPOKAMH, KOWKHOTO POKY 3 SBIAKTECH TA SHHKAIOTE (MPOBI CTVII, KOKEH MICALE
EHMYCKATRCA ACCATEM 1rop HafAPiZHOMaHITHIIMX #aHpie. [ Bce me crano
OOCTYNHHAM CaMe 3aBIAKH TOMY, Mo 3a ocraddl 20 pokie ece Gimpme moned
OTPHMANQ JOCTYI A0 NEPCOHATBHAX KOMII HITEpIB Ta robansHol Mepe#l IHTepHeT.
Came 3 MOAROI HOBHX TEXHONOTIH, 3'SBHECA NONAT HA HOBHI BHJ possar.
Biaeourps MOXKYTE HaTH BAM HOBMIL, He3aOVTHIA JOCBLI, T4 JOMOMOITH ETUIMTH
panime Henoca#xH Daxanns. Bu momere cnipoGyrath cede v poni depuepa, minota
Popmynu-1, abo maBITE ¥ poni BIIBAXHOND JIHUADPA YH MYIPOTO YapiBHAEA B
denrenitmomy cBimi, | Hag THM o6 JONOMOITH BaM BTUTHTH Bami Gaskamss,
NpamioTe AeCATKH [pOrpaMicTiB, MeHemkepis, aHzaiimepis. Bo macnpasmi
CTROPEHHA HABITH NMpOCTOl IPH MoMke 3aliHATH HC OOMH DECATOK TOIHH, & [0

CIPAEKHEOMY BENNK] NPOEKTH POIpOBIAITECE HE OIHH PIK,

AJe icTopia Bileoirop nowanacs sanoero o 2000x poxis. Tlepunmmt cTanm
APKAIHI ABTOMATH, HANpHETAX “Nimatron™ — eneKTpoMeXaHiqHHE KOMIT WTep 118
FpH 3 HEM, AKHI OyB cTROpeHHd B 1939-40x poxax. [Morim, B 1960-1970% pokax
CTBOPIMBATHCA MaNeHBK]l IIpH 1IN TPEHYEdHR Ta NPOCTO PO3IBAT CTYIEHTIE.
[lepimmy MacoBNMH 3ac00aMH I PO3BAT CTAMH IFPOB] NPHCTAEKH ML 8Ki, 9K i
M apeAfH] ABTOMATH MHCAnHeA irpH. ChHpaskHiM NowaTkoM IMpoRoi HIYCTpil
cramm 1980 pors. Space Invaders, Duck Hunt, Super Mario, Pac-Man Ta s irps
HA JIOBC POKH 3AJ40H TPEHI TOMY 9K MAIOTE BHITTANATH irpy. Hafinixasime te, mio
B Ti 9acH NiAHPYIONY MOIHIN0 M0 CTEOPEHHIO irop TPHMATM SOOHILI, 4 caMe
Nintendo. B 1ofl yac irpH nHCankch B ocHoBHOMY Ha AccamGnepi afo & Ha C. lle
OUHHM NEpenoMHHM MOMeHTOM cras BExin Wolfenstein 3D ta Doom. Tpeba
nogakyeatH [brony Kapmaxy, Twouy Pomepo Ta seii komasm id Software 3a
MONYIAPHIAUIKD [IVTEPIE BT NEpiory oOOMHY4A Ta POIMIHPEHHA KOPIOHIB
rpadigarx Texnonorii. Doom HaznearoTs nepmiuyM enpassciiyv 3D myrepoM, xoda

HACTIPAEA] BIH HHM He €, a nuie iMitye edexr 3D. Ha Tof 9ac ue Gyno npopHeom.
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Ale TeXHOMOI NOKPANIYBANHCA, 3aXOMISHICT BUICOIrpaMH pocaa |
TIOYMAMHCA 3 SRISTHCS IMPoBl ApMxKH kpiM Id Tech I, axuil me sinomuii ax Doom
Engine. Ha croroguimmuiii neds icHye gyxe Garato irpoBHX JBHAKIE HA AKHX
poOIATE HAHPIBHOMAHITHIN IFpH. Ta TaKOK cama pospodka irop cralza Ginem

noctynrow. OIHEM 3 HAANOMYAAPHIMHX IRKAKIE € Unily,

Poanin 1. Cepeaa pospoikn Unity
L1 Twanow irep Ta evanu ix pospodkn
1.1.1 Tuanu irop
Poapobra irop Le Joeruil Ta TPYAOMICTEHA NpoUec AkHi 3afiMae gk Gararo

Hacy, Tak 1 bararo HmHX pecypcie, BenHEi ¢yl pokaMH pospobuaTe ogHy rpy,
BHTPAYAOuH MLILHOHK Jonapie. Ane B Ham uac pospobka irop crana Gumem
OUCTYNIHA HABITH [V MANCHEKHX, HC3ANEKHHX po3podHHKiE. Tomy pospoburs
CROIO TPY MOKE HaBITh HeoOisHana B Wil cdepi momrHa, abo & THOIHHA bes BenMEo|
EUTBROCTI pecypeis. Bee mo sam TpeGa ne 9ac, Gamanna, sassaticts, Ta YouTube,
ANle JOMYCTHMO BH BCE ¥ BHPIIIIH po3poduTH rpy cBOEl Mpil, K3 NPEICTABHTE

IHILMM BAITY TYMEY B Takil dopmi. Ane ® 3 9oro novaTn?

Koun'oTepya rpa — e CKIaIHNH TPOIYKT, SKHH MICTHTE B coDi BETHIe3HY
klipKicTs merameil: irpoBa MexaHiga, Qizuka, Jorika, croweT, Ju3aii pisuis Ta
nepconaRkie, rpafika Ta aHIMAIL, ITYIHEE [HTENERT Ta nepeobaxi. B ocHosHoMY

IrpH AUIATSCH HA 3 THOM 33 PiBHEM CROET peaisanlii:

1. BucoroBriomaernl, abo x AAA DpockTH - e MacmTabHi MpockTH BiX
BUIOMHX CTVIH, Ha CTBOPEHHA HKMX BHTPAYAIOTECH POKH Ta JECATEH
MUILHOHIE monapie. Hag nponykroM npamomTs cOTHI YH HAaRITE THCSYI
PI3HHX  axiBuis: redM-1TH3aHHEPH, XYTOAHHEH, po3poDHMER,
TECTYBAILHHEM, MapckTOmorH, miapaukn. Bemnrl ey (taxl ax Electronic
Arts, Ubisoft, Nintendo) enmaiiMaTs 9uMane pospobHHKIB, HACTO MEKOTE
BIACHI CTEXYBAHHA Ta HABMAHHA, /¢ KOHEYPEHLUIA HANBHYAHHO BHCOKA —
MOTPAIMTH B KOMIAHIK MOTAN3HWTE He womHOMY. OCHORHHMH

XAPAKTEPUCTHEAMM TAKHX irop €



a, ['padika ta 3pvE: AAA IMPH BIIPISHAKTECA BHCOKOAKICHO KO
rpadikow, peamncTHYHOK aHIMAIEK Ta NpodeciiiHo 3amHcaHuMH
IBYKOBHMHE JOpiakaMy. ['padika TaKHX iFOp MOME BEIOYATH
JeTansHO Opopodied] TEKCTYPH, CIIATHI MOIeni nepecoHaxis Ta
OTOYEHHA, 8 TAKOK NEPEI0B] TEXHONOTI OCBITNEHHS | TiHEi.
Hanpuwran, “The Witcher 3: Wild Hunt” pHxopHCTOBYE BHCORDAKICHI
TEKCTYPH T4 CENAAHY CHCTEMY OCBITISHHA, WD JOIBOIAE CTBOPHTH
peamicTHUHH | MHBHIA CBIT. 3BYKOBI edexTH 1 MYy3IHKA TAKDM
RUTIMPAIOTE BAAMHBY POML, CTEOPIOIOMH aTMOCepy iIrpoBOTO CRITY.

b. Croer Ta refimnmeii: Boun dacto MaloTh rMRGOKWA crsker, aobpe
po3podaeHl NepcoHaki Ta Dararomwapoeui reiimmnei. [cropin taxmx
Irop MOMKE BIIHSATH CKIANHI CHGKCTHI TIHIT, YHCICHHI NEpooHa®i 3
BIACHHMH MOTHBALIAMH 1 ICTOPIAMH, @ Tako® BHOIp rpaeus, mo
BIUTHEBAE Ha Xia rpu. Hanpuknan, v “Red Dead Redemption 2" rpaseus
CTHEAETBCH 3 MOPATEHHMHE BHOODAMHE, SKI MOMYTE SMIHHTH POIBHTOK
CIOWKETY | BIVIMHYTH HA KIHUIBKY IPH.

c. Ilpmknamn; The Witcher 3;: Wild Hunt”, * The Elder Scrolls V:
Skyrnim”, “Metro Exodus™ Ll irpw sizomi cBoew MacmrabHICTHO,
BHCOKOAKICHOH Tpadikoio | CETAJHAAMH CENEETAMM, MO podure Ix

NOMYTAPHHEMH Cepef TPaBiiE | KpHTHELS.

2. Cepennpobiomreral, abo & AA NPOCKTH - TAKI NPOIYETH MAKTh MEHIIHG
DIOIEKET, 10 iX CTROPEHHA JOMY9aeThcA Merme monei. CepeannobiomeTni
IFPH MOMKYTE MATH MEHILE CHCTEMHHX BHMOT, OVTH DINEII JeleBHMH 11
KiHIEEOTO KOPHCTYBAYA Ta MEHIN PHIHKORAHHMH 1A apTopis. CTyail 3i
CTROPEHHS CEPEIHEODIDKETHHX ITOP TAKOXK RHHANMAKTE YHMAN0
PO3pOOHHKIE MOYATKOBOTO DIBHA, A0H Nepelari M HafinpocTin Ta pyTHHHi

saBganid. OCHOBHHMH XapaKTepUCTHEAMH TAKHX I0Op €

a. Ipadika azeyr AA irpH MAHOTE MEHII BpaRaAIOTY rpadixy NopisHsuo
3 AAA Irpamu, ane Bce OIHO NPONOHYIOTE TAPHY BI3YANLHY SKICTE.
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Born MOXYTE BUROPHCTOBYBATH MEHII JeTamizoBaHi TEKCTYPH Ta
MPOCTIIN MOENL, ATe FABIAKH KPeaTHBHOMY MiIX0Iy OO0 OH3aiHY, TaK
irpH MOEYTE GyTH Tye npueadaueimy. Hanpuknaa, rpa “Hellblade:
Senua's Sacrifice” BHEOPHCTOBYE MEPEAOEY TEXHOIOTH IEXOMTEHHS
PYXY O CTEOPCHHA PEATICTHYHOT aHiMalil.

b. Cromer ta refimmaeii: AA Irps yacTo MaOTs IHROBaNifnMi refiMmneit
T4 LKAl CIOMETH, NI BUIPI3HAKTE IX Bl CTAHJIAPTHHX OPOEKTIE.
Bon® MOMYTE EKCTICPHMEHTYBATH 3 HOBHMH MEXaNIKAMH Ta
MIXOJaMH, W0 podHTE IX NpHEAGIMBHMHE 118 rPaRUiE, 4K NIVEAIOTE
mwock Hose. Hanpuxnang, “A Plague Tale: Innocence™ npononye
VHIKATEHY KOMDIHALIK CTENCY Ta ICTOPMYHOIO KOHTCKCTY.

c. “Hellblade: 5Senua’s Sacnifice™, “A Plague Tale: Innocence”,
“GreedFall”, Lh irps geMoHCTPYIOTE, W0 HEBITE 3 ODMEMEHHM
DHHETOM MOKHA CTEOPHTH BHCOKOAKICHI TA IHHOBAUIHHI MPOSKTH,
AK] OTPHMYIOTE BHIHAHHS SK CEPEl IPABLIE, TAK | KPHTHKIE.

3. IHDi-irpH - Ue OpPOEKTH, AKi CTROPIIOTECA MPYIIOK EHTYIIACTIE abo HapiTh
cofo-pospodunkoM. ['omoBHA BUIMIHHICTE IHIAI-rOp — W€ BLICYTHICTE
JAMYYEHHA KOLITIE [HBECTOPIE YH BUAABHHITEA /N8 CTROPEHHS MPOIVETY.
Hespamawdn Ha (3a3sM4ail) HesHauswil Oluoxeri, iHII-IrpH 4acTo MAKTh
WIKABHH CHGKCT, ABTOPCEKY arMochepHy rpadiky Ta CKNAAHY irpoBy NOTIEY.
OcHOBHHME XaPAKTEPHCTHRAME TAKHX 1M0p €

a. buomxer: 3aspuuali MaoTe oOMewmeHHH BIOMMET, MO CTHMVIKNE
KPEATHEHICTE Ta excnepHMenTH. Po3pobHHKH 1HII Irop 9acTo IMYIIeH]
BHEOPHCTOBYBATH IHHOBAITRAT MIIXO0IH TA HECTAHIAPTHI PillleHHA 114
TNocATHEHHA cpoix wminei. Hanpmwnan, rpa "Hollow Knight" Gyna
CTBOpEHA HEBLIHKDR KOMAHIOK, ANc 3aBOAKH CBOIH KPeaTHEHOCTI Ta
BLULIAHOCT] POCKTY, BOHH 3MOTIIH CTEOPHTH I'PY 3 YHIELTLHHM CTHIEM
Ta atMocdepor.

b. Tefimmnedi: OpienToRani Ha VHIKANEHHE Ta (HHOBAIHME refiMmnei.

[HO1 IrpH 4ACT0 EKCIEPUMEHTYIOTE 3 HOBMMH ITPOBHMH MEXAHIKAMHM TA
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IIeAMH, AKI MOKYTE HE OYTH KOMEPUIHHO VCHUUHHMH ¥ BEJTHKHX
mpoekTax. Hampuxnan, "Celeste" npomonye rpamsm 3axormroremdi
MATGopMeEp 3 CKNIATHHMH DIBHAMK TA MOLIHHOW iCTOpIEwD.

c. "Hollow Knight", "Celeste", "Undertale”. Lli irps semoscTpyiors, mo
HABITH 3 OOMEHKEHHM DHUDKETOM MOKHA CTEOPHTH 3aXOTUTIOKMI (FpH,

AK] OTPHMYIOTE BH2HAHHA IPABIIE Ta KPHTHKIB,

Taxox nemonaeHo 3'AeHeca Tepmin AAAA rpr abo AAA+ el tepmin Oye
eeefneHHil komMnanicw Ubisoft ana rpr Skull and Bones, mo6 suainntice da dowi
IHINMX, MOKASABITH L0 IX rPa TATHE HA HANHOBHI PIBCHB OC v DIMKETY Ta SKOCTI
pamox Hemae. Xodga HACTIpap/li rpa 0yla NPOBANLHOI Ta AOCHTE HEAKICHOW, TOMY
nei TepMid Tpeda cnpuiiMaTi K PeKTAMHER Xil HIXK PEAnsHIA MOKAZHHE AKOCTI
IpH.
1.1.2 ETanu pospobikn irop

Pospobra rps, sk 1 pospobra Oyae-axoro npoaykry Moe ceoi etami. Eramm
poIpobEH ITOp € KIKWYOBHMH CEIAJOBHMH [pOLECY CTEOPEHHA AKICHOTO Ta
YEMITHOTO IrPOBOre NPOYETY. Po3yMIHFS HK eTaNie 103804 KPAle YCBII0MHTH
CEAAIHICTE 1 rHOHNY poDOTH, AKY BIRIATAHOTE pO3pODHMKH B KOKeH npoekT. Bin
CTEOPCHHS KOHIENTY 10 TMOTPHMEH IpH [HCNd pelily, KOMKeH eTan Mag ceol

JARAAHHA TA BHKTHEH, [0 BINHEAKTE HA KIHUEBHH pesynerar. Etam poapobm:

l. CTBOpeHHs KOHUENTY — L€ NO4aTok GVIE-AKOTO ITPOROTD MPOEKTY, TOMY LI0
CTRODHTH I'DY HE MaOMH 9ITKO] YABH 110 TH CTRODIEIN Hemosmieo, Le# eran
BEJTHOMAE B ce0e HACTYVITHI NPOLecH:

a. Teopgo-aHanmiTH49HAA npoucc: Ha usomy erani GepyTs ydacth reiim-
AHIAHHEPH Ta MpOSKTHI MEHeEEpH, SKI JaTREPIXKYIOTE EIIOHOBI
ACHEKTH MARDYTHEOT rpH. QOTOROPHITECA OCHOBHI MEXAHIKH TPH,
CHGKET, JH3AHE NePCOHARKIR, IFPOBKH CRIT | 1HUL BAMIMBI ENEMEHTH.
PeaynkraroM € KOHUENTYANRHHA NOKYMEHT, IKHA COyEHTL OCHOBOID

I7A HONANBLIOT po3pobin.
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b. Komepuiiina nmponoanuia: [Tiaroroska NOKYMEHTIE ANA 3amydcHHS
ipecTopie. Lle siironae onne rpu, 1l yHikaneHi ocobNHBOCTI, AHATIS
PHHKY, LUiMBOBY ayAHTOPID, DMIKET Ta Oporsozoeadi noxonn. Mera
UBOTO ETANY — MEPEROHATH IHBECTOPIR ¥ LIHHOCTI MPOSKTY.

2. BHroToRNEHHS MPOTOTHIY — L€ HACTYNHWH BAMIMEWI €TAIl SKHI JI03BONSE
NEPERIPHTH OCHOBHI MEXaHIKH I'PpH Ha npakTHul. TyT NpHAMAIOTE YYaCTh
NPOrPaMICTH, XymomHHEH, Ta rpadivdl amsaimepd, OcHosHI 3a1a4i Ha
HEOMY eTam:

a. Creopenns npotoTHny: YepHeTka IpH 3 OCHOBHHMH MEXAHIKAMI.
TpoToTun 2a2euuail Mae npocty rpadiky 1 Gazoeni GyHKIionan, ane
NOBHHCH JAEMOHCTPYBaTH KmioyoBi acnekTd rpu. Lle momomarae
KOMAHII 3POSYMITH, AK Oyle NpalroBary irposa MEXaHIKa | ¥4 BapTO
MPOJOEKYBATH POIPODKY B OOTOYHOMY HAIPAMEY.

b. Tecrypanna weil; OmHKa HHTTEIAATHOCT] KOHOENOIH T2 BHARTCHHA
cnafrux Micue. [IpoToTHN TECTYETRCA AK BCEPEHH] KOMAHIH, Tk 1 3a
YUACTIO POKYC-IPYN. 3BOPOTHHI TR'A30K B TECTYBAHHS MOMOMATAE
BHABHTH NPOOJEMH HA DPAHHBOMY €T | BHECTH HeoDXLIHI 3MiHK.

3. Bepruxanesmii 3pis — uei eran fge nicna ouinks npototHny. B Heomy
KOMAaHTA CTROPIOE 1-2 MOBHOWIHHKMX PIBHA 3 AOCTATHROIO IETATIZAICI) AT
TecTyBaHHi. lle fonomarac koMaHal MOOITHTH, AK NPaloTh JeAK] ACIEKTH
IPH I K MOJKCHA 3 HEH BR33EMOIIATH.

4. BHpOOHHUTRO KOHTEHTY — O Halinoemuii etan cepen yeix, HA HEOMY YCi
KOMAHIH 3A018H] B pospodui rpH NOYHHAIOTE TPAORATH HA MORAY:

a. I'padika: Creopenns wsopenedt, Texcryvp, aHiMauid. [padiumi
OH3AHHEPH CTROPIOITE BI3YANbHI CICMEHTH [PH, TAK] AK CPCOHAWKI,
OTOUEHHA, iHTepdeiic wopuctTyeaua. Basumso sabesmeuntn, wmod
rpadika BIINOBIEAAS CTHAK TP TA Dyna npuBabnMBOIO 114 UINLOROT
AYIHTOPIL.

b. TNporpamysanna; HanMcakHA KOXy AUIA irpOBOT NOTIKH TA MEXAHIK.
[IporpamicTa peanisyioTs WpoBy noriky, obpodky nogiit, pizAxy 18



5

i acnektd rpH. Hanpeenan, BoHM mMomyTs HANMCaTH KO AnA
YIPABTHHA NEPCOHaeM, B3aeMomil 3 08'exTaMu Ta 0dpobKH Komizii.

€. 3BYKH: 3anMc Ta IHTErpalii MY3HEH, 3BVKOBHX edexTis. 3Byxosi
AHZAHHEPH CTBOPIOTE IBYKORI eDerTH Ta MY3IMYHI KOMIOZHUIL, w0
AOMOBHIOWTE ITpoBRi noceil. Bawomeo zabeinewwrn, mo amykw
BUINOBIAANH arMocdiepl IPH TA MAKPECTIOBATH KIIOYOBI MOMEHTH
refmnneo.

3. Tecrysanns — uei eTan HACTYTIAC KOAH DLTBIIA YaCTHHA TpH e spodnena |
CAME Yac NepesIPpHTH 11 HA HASBHICTE DAriE, KPHTHYHNX NOMHIOK T4 tpodnem
IMPOROT TOTIEH:

a. Howyx OGarie: [lponec BHARIEHHA Ta RHOPABNEHHA MOMIIOK.
TecTyBanBHHEN IPaloTh ¥ TPY, WYKaKTh Dard Ta NOBLIOMIAKTE OpO
HHX po3poDHHEAM,

b. Omramizama: [hapumenss opogykruenocti rpu.  [lporpamicTi
Npalo0Te HAL ONTHMIZAMEID KEOOY, FPpaiky Ta IHIIHX eNeMeHTIs,
wod saleineywTH nnaeHy po0oTY IPH HA PISHHX [IPHCTPOAX.
Hanpuenan, BoHH MOMYTE IMEHIUHTH BHKOPHMCTAHHA Oam'sti abo
nokpamaTH obpody rpadikm.

¢. bera-tecryBanuA: 3amyck rpm ana obmemcHol aymHTOpIl A sbopy
BIAryKis. bera-recTep rpaloTE ¥ TPY, HATAOTE BUITYKH T4 NPONOSHUI
00 NokpaiieHHs rpy. Lie nonoMarae BUSBHTH OpoGNeMy, AKI MOTTH
OyTH NMpONYMEeHi i1 9ac BHYTPILIHEOrD TECTYBAHHA.

6, CofT-noHY — ue BHNYCK IPH B 0OMERENOMY PerioHi Jng TECTYRAHHA i B
YMOBAX PHHEY:

a. Buasmewna mpobaes: Buasmaiorecs noMunxu ta darm ikl He Gynm
NoMiYeH! HA DUIBII PAHHIX eTamax.

b. Awama MOBENIHKH KOPHCTYRAMIE: 301 T4 AHATIS TaHHX PO MOBENIHKY

KOPHOCTYEAYIE 1719 ONTHMIZANI NPoUecis rpH.
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7. Pemia - e npejeHTallA NpoIVETY yoiM oxoaum. Ha upomy eram rpa sme
NOYHHAE NPHHOCHTH J0X11 IHBecTOpaM 300 BHIABIID, 3 KOMAHIA NORHICTIO
npaioe Ha mATpHMEy. [T 9ac HkOTo eTany CTAThCH TAK] NPOLeCH:

a. MapreTHaTosa kamnadin: CTROPEHHS peRIaMHMX KAMIAHIA 1w
NPpHBEPHEHHA yBarw rpasuis. MapreTHHrosa KoMaHIa Npatkoe Hal
NPOCYBAHHAM [PH 4EPe3 COLUIANBHI MEpEXKl, peiiaMHl KaMmaHii,
TpelnepH Ta 1MW 3acoDH.

b. FoznosciomkenHs: BHOyek rpu Ha pisHEX muardopmax (Steam, App
Store, Google Play). Po2podHHEN NpaliooTs HAM THM, wod rpa Gyna

JOCTYITHA JUIA 3ABAHTAXREHHA TA MOKYTIKH Ha p3HHX maatdopMax,

Tarow qo 8 eTamy MOKHA EHECTH NITTpUMKY Ta onoRnenns rpu. Ha oromy etami
KOMAHAA pO3poDHHKIB BHIYCKAC NAT4i VIR BHOpABIeHHA NOMHIOK Ta Darie, i
NOKPAINYE TPOAYKTHEHICTE TPy MICTA pemisy. Takos 3aiiMacTbCid CTBOPCHHAM
HOBOTO KOMTEHTY JIA PH Y BHIJLAAI HOBHX IBCHTIB, NCPCOHAXKIB, PIBHIB, abo *
PesKHMHE Ta MiICiL | HARTONOEHINOK TACTHHOK LLOID ETANY € 3BOPOTHIH 38 I30K 10
KOPHOTYRAYIB, J¢ po3pobHHKH CIYXAIOTE BIIryKH Ta nmodakanud. AJe Tak gk uei
eTall HE BIHOCHTRCA 0 POIPOOKH TPH, 3 HACTYNAEC MICNA penisy, BiH IHAXOIHTHCA
ORPEMO.
1.2  ®yuxugiowan Unity

| ock sxmo BH TRepIO BHPIIAIH CTBOPIBATH CBOK IpY, 03HAHOMHAHCA 3
CTAIAMH PO3IPO0KH, a TaKHK Mo DAMAHHK IHARIUTH KOMAHIY, MOKHE NOYHHATH
BHOHpaTH pyuii 1ma pospobes. Halinonvnapuimmmn pyunsmu € Unity, Unreal
Engine, Godot, Ta GameMaker, V koskHOro pymis € cBol IOCH T4 MIHYCH, SKi MH

pOTISHEMO NIsHime. 3apat nponoHyl IYMHHATHCE Ha Unity, Ta ormauyTH foro

drvHEmIORAN.

Unity —_ DararonIaThopMopHii IHCTPYMEHT kL]
po3pobNeHHA BUICOITOP | 3ACTOCYHEIB, 1 pyuid, Ha AKOMY BOHH NPALEOKTE.
Creopeni 3a gonomororo Unity nporpamu npatEooTs Ha HACTLIBHHX KOMITTOTEPHHX

CHCTEMAX, MODUIBHHX IPHCTPOAX T4 IPansHHX KOHCOUAX Y ABO- T4 TPHBHMIPHIN



11

rpadiul, Ta Ha OPHCTPOAX BIPTYAIBHOI 9H JOMOBHCHO! PCaNbHOCT. 3aCTOCYHEH,

CTROpeHi 3a fqomomoro Unity, migrpasyiors DirectX Ta OpenGL.

1.2.1 Ocuoeni kommonentn inTepdeicy
Ocuopri komnonenTH inTepdeiicy — iHrepdeiic Unity CKIajacrbed 3 KUTBKOX

OCHOBHHX BIKOH, IO JHAYHO MONErye pospodKy MPH.

1. Bikno npoexty(The Project Window): Lle BikHO MICTHTE BC1 pECYPCH BAILIOID
MPOEKTY, Taki SK MOIETi, TEKCTYPH, CKPMOTHM, 3BYEM Ta iHIN AKTHEH.
OpranisygaTi aKTHEM MOKHA 33 JONOMOIOK TANOK, MO JOIBONRE NErED
3HAXOOMTH Ta xepysard dafinamu. Hanpuenam: Y sikHi npoexty momua
CTEOPHTH [amkH IM4 MOJeNeH, TEKCTYD Td CKPHNTIE, WO JOMOMOKE
MATPHMYBATH NOPALOK ¥ POCKTL.

2, Bikno cuenn(The Scene View): lonoene pofioue mone, g BH MOKETE GATHTH
| MaHinymoBaTH BeiMa of'ekTaMu, M0 BXOOATE A0 rpH. CueHa I03BOME
POSTAIIOBYBATH O0'€KTH, HANAINTOBYBATH 1X MOZMLUIL, poragil, Macurabu ta
IHIUI BIACTHBOCTI.

Hampuxman: YaBiTe cueHy K DONOTHO, HA AKOMY BH MATIOETE CEIH irpoBHil
cBIT. HKIIO BH CTBOPHETE MNaTGOpPMEp, TO HA CUEHI BH pOIMINIYETE
NEPCOHAMA, MIATHOPMH, BOPOTIE Ta HII 00 CKTH.

3. Bikno iepapxii{The Hierarchy Window): ¥ meomy siksi sinofpamactics
CNHCOK BeiX 0D'ekTiB HA cueHi. BoHM OpraniioBaHi y BHTIEAI JAepesa, 1o
AO3BOINE NIEMAKD 3HAXOOHTH | BHOHpaTH HeobXinHi enementn. Hanpuinan:
B iepapxii BH MOMKETE CTBOPHTH CTPYETYPY 3 OAIbKIBCHKHMM T4 10MIPHIME
oD'CKTaMH,

Hanprrnan: nepeonas mosse Oy fareriscekum ob'exrom, a fioro 20pos abo
IHBEHTAP — NOUIPHIMKL

4. Bikxo incnexropa(The Inspector Window): Momyme fns nepernamy i 3MiHu
BracTHBOCTEH  BuDpaHoro o0'ekTa.  [HCMEKTOD A03BOMIRE  3MIHIOBATH
MaTepiatH, AoNaBaTH ab0 BHOANATH KOMIIOHCHTH, HANAWTOBYEATH (QisHaHI

BIACTHEOCT] Ta 1L napaMeTps ob'exra.
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Hampuxnan: fAxmo subpaduii ob'ekt — ue nepconam, B [HCmexTopl BH
MOSKETE SMIHHTH HOT0 MaTepian, ToJaTH KOMIOHeHTH, Taki gk Rigidbody mna
pizuunol  ezacmonll, abo aHIMAUIAHAE KOHTpONEp ANE  VIPABHIMHA
AHIMALIAMH.

5. [Namens iHerpymentis(The Toolbar): [Mamenn, sxka MICTHTE KHONKH 1718
OCHOBHHX GVHELIH, TAKHX SK 3a0VCE Ta 3VIHHKA TPH, 30SPEKEHHR CLCHM,
NEPECMHKAHAA MUK PEXHMAMH PEIATYBAHHA TA IHIII KOPHCHT KOMAHIH.
Hampuknan: BHEOPHCTOBVIOUH [AHEIE IHCTPYMCHTIB, BH MOMKETE MIBHIKO
SAMYCKATH TA 3VITHHATH IPY M4 TECTYRAHHA, NEPEMHKATHCE MUK PeXHMaMH
MEPErNAY T4 pelaryeaHHs o0 'eKTIR Ha cileHl.

SEEE R Toolbar . i 3 e e

R & s s o il
& bima =

" kit | H
AT ] Ik

Inspector

. 1
Hierarchy b

a

Window
e |l g A
o | el
e, il

T

gl Loha,

e &% 2l [ adws e

© I aw=EE i+ dA . _Tphs s Moy Tomaes Sl ey

S Arwla

o B = i

i Project Window

Prcyrok 1.1 — OcnosHl komnoreHTH iHTepdeiicy Unity

1.2.2 Podora 3 2D vta 3D rpadikorw

Unity miarpumye gk 2D, 1ak 1 3D rpadixy, mo 1038015€ CTEOPIOBATH PIIHOMAHITHL
irpu. 2D rpadika: Unity Hanae iHCTPYMEHTH 414 poboTH 31 cnpaiTaMy,
AHIMALTAHEMH Tailnasmn, 2D disnkoio Ta inmsn acnextasi 2D rpadisn. e
BIIHOHMAE BMEOPHCTANHA KOMIIOHEHTIR Sprite Renderer nux pinobpaseHss
copaiTis, Tilemap ma creoperna tainosnx kapr, Collider 2D anas ofpobxn

komizii y 2D npoctopl Ta 1Hmmx.
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[lpaxnagu: Ipn creopenni 2D nnardopumepa BH MOMETe BHEOPHCTOBYBATH Sprite
Renderer nns sigodpakeHHa NepeoHaxa 1a orodenHa, Tilemap gis creopenns

piedie 3 Tajinie, Ta Collider 2D ana o6pobxu 3iTKHEHE NMEPCOHANKA 3

naargopsmamu. [HeTpyments g 2D rpadixn:

1. Pennepuur cnpaiitie( Sprite Renderer): BuxopuctosyeTeca 14
BLAODPEKEHHA CIPadTiE Ba cueni. g ocHOBHMIT KOMIOHERT 1 poboTh 31
cripaiitami B Unity.

Hampurnan: Jlonajite xommonent Sprite Renderer go ob'exra 1 snbepits
30DPAMKEHHA CHPARTA 118 HOro Bigodpamkenns.

2, Tilemap: [ncTpyMenT 1718 cTROPEHHS TainoeRx kapT. Lle aozponse nerxo
CTROPIOBATH RENHKI PiBAI 2 MOBTOPHBAHKX C/IEMEHTIE.

Hanpuxnan: Creopire Taiinosy kapry a1a pisus nardopmepa,
BHEOPHCTOBYHOMH PI3HI TARIH I08 3eMIT1, Mepemkon Ta (HIIHX eTeMeHTIR.

3. Romaigep 2DNCollider 2D); KommorenT ana obpobiw somsid v 2D
npocTopl. Bin aossonge 0b'ckraM BIACMOMIATH OIHH 3 OXHHM Hepes
ITKHEHHA,

Hanpuxnan: Josawoan Collider 2D go nmepconaxka ta MTATOPM,
HANAITYHTE 3ITKHCHHSA, 0D NMEPCOHAK MIT XOIHTH 10 NNardopMan i

BIACMOIIATH 3 IHOTHMH 00 EKTAMM.

Unity Hagac wmpoki MORIHEOCT] A poboty 3 3D rpadiko, BxmoMacas iMmopT
3D moneneil, HANAIITYBAHHA MATCPIATIB, OCBITNEHHA, TIHEA, WIEHIepIE Ta iHIMX

ENEMEHTIB:

1. Pennepunr citen{Mesh Renderer): BurkoprcToRyeThea A4 BiIoOpasmeHHs
3D moxenen na cuent. Le ocnoerni koMnorenT 144 poboti 3 3D rpadikos
B Linity.
Hanpwiman: Honafite kommonenT Mesh Renderer a0 ob'ekcra i subepite 3D

MONENs 0N HOro BLIo0pamcHHA.
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2. Marepiaan ta rercrypui{Materials and Textures): Hanamwrysanna MaTepianis
| TERCTYP [NO3BGIAE CTBOPIOBATH peamicTwani mopepxHi ana 3D of'exrie. Bu
MOMETE HANAMTORYBATH EONIp, DAMCK, [PO30PICT: T4 IHII NApAMETPH
MATEPIATY.

Hanpuknan: Creopite marepian ans 3D momeni Gyminmi, Hanammopyiaw
TEKCTYPY 1 HApaMETPH [LTA AOCATHEHHS PEANICTHYHOTO BHITIAIY.

3. Oceimnenns ta Tini(Lighting and Shadows): Ocsitnenns 1 Tinl noganoTs
mMHOMER | peamiaMy X0 3D cueHn. Bu moskeTe HANAINTYBATH PI3HI THIH
OCRITAEHHA, Taki 4K TOUKOBL, HANPARTeH] T2 CBITHILHHKH, a2 TAKOM
MAapaMeTPH TIHEH A4 CTROPEHHS aTMOChepH.

Hanpuxnan: Honaiite HanpaeieHe CBITN0 00 COSHH, W00 IMITVEATH COHIUHE
CBITNO, | HANAWTYHTE NAapaMeTpH TiHEH 114 CTEOPCHHN PCATICTHYHNX TiHeH
Bl 0B'exTiE,

4, Wlefinep(Shaders): Ulefinepsn 103B0NAM0TE CTROPIOBATH CHEANBHI edekTH
mnst 30D ob'exTin, Takl AK BIIGAHCKH, TPOI0OPICTE, BUIPOMIHEOBAHH TA IHIOI.
Hampuknan: 3actocyfite weiinep nna creopenns edexry Biabauckia va gogmi

a00 CRITIHHA [UIA Mari9Hux ob'ekTiB.

1.2.3 Amimanis

Unity MICTHTE SOCTATHBO HEMOrAH] IHCTPYMEHTH [ CTROPEHHS PI3HWX aHiManii:

1. Aximawiiisni penakrop{Animation Editor): [HcTpyMenT Ans cTROpeHHS
AHIMALIHKX WIINIE Td HANEIITYBAHHA AHIMAITHHAX NEPEXOIIR.
AHIMATIHHAR peJakTop I03BONSE CTEOPHBATH aHiMall] 118 nepcoHaKiE Ta
0D'CKTIB, IMIHIOBATH KNHHOB! KAAPH Td HANAIITOBYBATH IUTABHI IIEPEXOIH
MUK aHiMamiave, Hanpuknaa: By MoxeTe cTBOPHTH aniMaming ana
MEPCOHAE, WO XOIHTE, Dirac abo cTpudac. BurkopucToryoun Animation
Editor, Bi MosKeTe HANANITYBATH KIIOWORI KAIPH N4 [HX AHIMATIIH Ta
5a0C3NEYHTH MIABHT DEPEXOIH MUK HHMHM.

2, Mexanism apiMamiiaux nepexonis( Animator Controller): Crctema, mo

JO3EQNAE KCPYBATH aHIMAUIHHHMH CTAHAMH | NEPEXOIAMH M1 HHMH Ha
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OCHOBI pizHHX yMok. Hanpuinaa, MomHa HANAWITYBATH aHiMauil xonsbu,
DIr'y T4 CTPHOKIE 114 [IePCOHAMKA,

Hanpaxnaz: Buxoprcropyroan Animator Controller, B MOMeTe CTROPHTH
TOTIKY NepexodiB MK aHIMAlAMH NEPCOHAKA 3ANEHHO BLY [EBHAKOCTI

PYXY, HATHCEAHHA KNasim abo HIKHX yMOB.

1.2.4 Crpunruur
Crpunrusr s#a Unity snificHioeTscs Ha moei nporpamyeanns C#. OcHosui

MORUIHBOCT] BEIFMAKTE:

1. Kepysanua obd'exramu: CTEOPEHHS Ta MaHIMYTIALIA 00 €KTAMH Ha clleHl. 3a
nonomMorol CF cepHOTIE pospo0HHER MOEYTE CTBOPHIBATH HOB1 00'€KTH,
IMIHIOBATH IX BIACTHBOCTL, NEPEMILIYBATH IX HAa CLEHI TA B3AEMOIIATH 3
IHIWHMH 0D'eRTaM.

Hanpuxnaa: 3a onoMoroi CEPHITA BH MOXEeTe CTROPHTH NOTIEY PYXY
nepconmkd. Hanpuknan, ckpunt Moxe 00pofATH BRENEHHA KOPHCTYRAYA |
IMIHKOBATH NOIHLIKD NEPCOHAMKA HA CLEH].

2. O6pobra moaiit: Peakuin Ha B3aeMOIl] KOPHCTYBAYA, TAK] AK HATHCEAHHA
Knasim abo 31TEHeHHA 0b'exTiB, CEPHOTH A03B0NA10TE 00podaaTH pisHI
nogii, Mo BHARKAKTE M1 9a¢ TPH, | BHKOHYBATH BUINOBLIH] Qi1
Hanpuwnan: Bu momere CTROPHTH CEPHIT, AEHI PEarye Ha HATHCKAHHA
kHOIEH "CTpubok"” i sMyinye nepeonasica crpubary. Taxook MOMHA

ODPODNATH JITKHEHHS NEPCOHAKA 3 IHIIHMH 00'EKTaMu.

Bume Oye npencrasieHuii ocHoBHKE dyHKLioHan irpogoro pymia Unity. 3eicuo
TaM DyNo NpencTasneHo He pee, Ho mod Ipo3yMITH Y¥Ci TOHKOI IFPOROTO PYIIIA,
Aoro Tpeda cuodaTky BHNpOOYBaTH caMomy. Ane ocobuoero wam cebe Ha ucit pas =
obpar Unity, came 9epes fioro gyHEWIOHAD Ta OpocToTy. Ane gam 8 crupodyro
nopieHATH Unity 3 iHIHME HARDOMYISPHILLAME PYIIAME, W00 3po3yMITH. A

AKHE Pyl Bee s Taky Hafkpami?
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1.3 Mopienanua Unity Ta inunx irpoesx pywiies

YOpogoex OCTaHHIX PORIE cepel BENHKHX IFPOBHX CTYALR MOMITHA
TeHIEHUIR A0 BUIMOBH Bil PYWIiiB RIacHOTO BHpoODHHUTEA. o npurnagn nanexo
iitm  He mopepethed.  CD Projekt RED  einnpaeuna B apxiem  REDengine,
a Cyberpunk 2077: Phantom Liberty crana ocTasuiM NpOEKTOM i3 3aCTOCYBAHAAM
wiel Texsonorii. Respawn Entertainment supimmia we sukopucroeyeati Frostbite
ma vac cTeopenHa Apex Legends ta munonii Star Wars Jedi. Bogunouac
5. T.ALKER. 2 ovoyersca Oe3 ymopaoro nocmaosunea X-Ray Engine.
Kosen 3 mux npuenanis ob eapye nepexia #a Unreal Engine. | nacnpasni ciucok
MOckHE mpogoxyrate: BioWare wafimana daxipmie, 3HafoMHX 2 IHM PYIIiEM,
Konami sacnymama cryniro ans poborn wan Silent Hill 3 euxopuctansam UE,
| HapiThk BaxiAni 3 Blizzard Entertainment, skl ob eqsanucs v Frost Giant Studios,
BHPIHAKM CTBOPHBATH AVX0BHOTO HacTynHmika StarCraft wa texmonorii Epic
Games.
30acTRCA, HIDH IMIYCTpIA MOCTYTIOBO PYMACTECA A0 COUTEHOTO IHAMEHHNEA B LM
kareropii. TlpoTe no iR Gik Sapukan nepebyeae Unity. | xoua ocinHill ckangan
3 MOHETH3ALIEK  JIACYBAR  PEHYTALIK  KOMOAHI-poIpoOHMEA,  HE MOXKHA
BAMEPEMYBATH, M0 KOMHOIO pPOKY BHXOASTE JECcATKM MNpeKpacHHy irop,

noDYI0BAHKX HA UBOMY PYIIIL

[leperarn Unity:

[lownemo 3 ocHOBHOI — mpocTOTH B onadveanHl Ha mporusary Unreal Engine,

e Ind  OOCArHEHHA BUCOKOTO PIBHA  MaHACTEpHOCTI NoTpiDHe pobpaTHcs

3 DaraTema mioancanmi, B Lnity wusskmil mopir exony.

1 Pospolumin  mondand npo  BENHKY KUIBKICTE  TOKYMEHTAUl s
IHCTPYMEHTIB, PEali30BaHHX ¥ PYLIIEBL.

2 Hagwono Umity chopyysanacs Benmka Ta cHIBHa cninbHOTa. TBOPII 3aBKIH
MOMCYTE 3HAHTH MATEPIAMH J718 HABYAHNA, TOCIOHHKH, TPHCRAYSHH] OKPEMEM

MOMCTHBOCTAM, TIOKPOKOEI TAFIH TOMIO.
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3 Moga nporpamysanna C# nerma y suederHi, Hix C++. Le pinirpae sasmnusy
POME  HA MOYSTEOBOMY €Tall, & OT WLOA0 [OJANBIIOND BIUIMBY JAYMEH
pospobuukie poagimumicy. Jexto ssaxcac, mo Ha nosuwiax Middle ra Senior
draxisiam y Gyne-sxomy nanpami [T Gaiimyse, Ha YoMy MHCATH. A HA IVMEY
mmax, Senior-pozpodaHk Ha Unity mae mudime pos0HpaTHCS B TOHKOMIAX

C#, Him fioro konera, sxui cnemamsyersea Ha Unreal Engine, v C++.

Unity cTeoprBans Ak Npoaykr maas wmupoxol ayaowtopil. PospobHuen pyuris
noadanH He AHINE [P0 OpOCTOTY HOMO BHEOPHCTAHNA, & il Mpo YHIBEPCATLHICTE.
KoseH 3 ONHTAHHX HaMe Qaxipilie Iragan, M0 PYIIH J0IBONAC BHMYCKATH ICPH
T4 JOOATKH PUIIHHX (QopMaTie i MaHpie A4 OiNBINOCTI JOCTYIHHX miaTdopM.
Ha Unity Mmossa yorimHo peanisyeari 9x opoctrit 2D-npoekT, Tak i macmradumii
pems. | BogHouac sarpatd wowWTiE GyAVIE MEMIIHMH, SKUIO [OPIBHEOBATH
3 KOHEYPCHTAMEL.

Lnity npogosxyioTh Iy#e akTHBHO pozpHeaTd. PospobHMEM pyuns peryaapHo
BNPOBADKYIOTE PITHOMAHITHI HOBAUI, OPHCIYXAIOUHCE 10 NoTped KOpHCTYBATIE.
Xo4a EOMVHIKALIN HE 39EMIH  BiZOVESE€TECE MEMAKO §H KOMOAHIT  MOMKe
BUIPEATYBATH 3 3AMIZHEHHAM, POIBHTOK — L€ BCE-TAKH TUTIOC.

Y pcaakTop pynns MOWHa O0JABaTH HOBME (QyHKOIOHAN, 1Ue NeruHil npouec
¥ MOPIBHARHI 3 ROHKYpeHTaMA. HagpHAX IHCTpYMEHTIB Tako® YOOCTANb [N
PO3POOKH CKIANHHMX MOOu@IKami uM BnacHex puueHs ang Unity. Le saxamnso,
KO/IH BHHHKAKOTE COSHHGIMH] 3aRIaHHA,

Ha Unity nerxo  iterpypati mpoesT, MokHa mBHOKO peanizyeaTH  ijew
TA NOJHEHTHCA, YH npalioe BoHA. Lle cnpomye npougc dopMyBadHa uEATEHOL
KOHLEMULIT Mpi.

3 aktBHOT  cnuisHoTH, copmosasoi  Haekono Unity, BwTIKaE e omHa
nepepara — gywe baratHit Maprerniefic. PospoOHHEHN CTBOPIOWTE ey aceTis,
IArIHIE T4 PIIIeHL, AKI MOEYTE COPOCTHTH CTBOPEHHA npoekry. “Yacruna
Marepiamip  pONOBCIOIKYETLCR ODesrnarno, xoua  OLIBIMICTE  BHCTARIEHA

Ha npojak. HaseHICT: TakDi KiNEKOCT] NMpomo3niii Ha MapreTnaeiici Jomomarae
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3A0MMAANTH 9Jac | npocTo npuadary norpidbHl pecypen. Ha peomy maromocwmw
JOEKUTERA POIPODHHKIE, 3 AKHMH MH OCOUIKYBATHCA.

Unity mae 3pyaeil KOPHCTYBaUEBEHil iHTepdeitc. Yo oorpibm mctpyMenTH
Ta PyHEUIl — Ha ceoeMy Micui. A curyauii, komM HeodMNIOHO WYKATH,
ne 1 M0 BHMEHYTH, Heé BHHHKAOTE. 32 CI0BAMH OJHOTO 3 po3pobHHKIE, [e JokKa:
OpIEHTANIT PYIIA HA [MPOKY ayAHTOPIKO.

fr1ysunanky 3 Unreal Engine, Unity niaTpumMye IHTErpaminy 3a CropoHHiM#
punennaMy naptHepie. Halimpoctimi npuknann — Blender ta Maya, sx1 axtusno
FACTOCORYIOTE [AA Peamizamil MOJene, aniMaumifi, BI3yaneHHX edekTiE Touo.
IMnopr daiinie 3 ApOX 3IraJanHX NporpaM VTUIEHO Ha pieHI PYHKOIOHATY, | 104
UbOTO Tpeba BUdpaTH MHINE JeKiNbKA MYHKTIB ¥ MEHIO.

Monetuzaniio Unity, monpH Ha BepecHEBHH CRAHIAN, YACTHHA PO3pobHHKIE BCe
me 3apaxoeye Ak nepepary. Mo amie  y dimadcoBi  noniTHml  pywid Oye
HAHBHTIAHIIHM 104 pospobukis. Daxisul BIILIABATH NepeBary KYMIBIL TineHsii
3a (ECOBAHY BAPTICTE HA MPOTHBATY BilpaxyBaHHAM, fK Y BHnagky 3 Unreal
Engine. Ilpote # 3apaz moHeTHsamis Unity — ue nepesara, ocofuuso ams
HEBENHKHX THII-KOMaHT.

Tem mauwe, mo COUIBHOTI BIANOCH CEOEK KPHTHKON) JIOMOTTHCE NOIHTHEHHX
pimenb. Hanpuknan, rapud Unity Personal numaetscs Gesmumartamm, i miataTH
34 Unity Runtime na snomy nenotpifno. Irpa 3 moxomoM serme ax $1 minsfion
3a 12 micanie, mouHHARYH 3 Bepechd 2022 poky, ve OvayTe 0DKNanaTH KOMICIAMH,
A micnd BReeHHA HOBHX [PARKI PO3polHHKN IMOMKYTE BHOHPATH MK GIKCOBAHOID
MNATOM T3 JHHAMIYHOK Ha OCHOB] KUTBKOCTI 3aBAHTAMEHE NPOEKTY,

Ha Umnity € Heamy moxkaupocTeil nis pobori 2 2D, [ToMiTHO, 00 nig 4ac poapodki
TEXHONOTI UBOMY HANPAMY OpuaUtaas oxpemy veary. Le ninreepmsyiors
| ABOMIPHI IFPH HA PYIIIEBL, 4K CTammM cnpassHiME Xitamn: aunoris Ori, Cuphead,
Hollow Kmight, Dave the Diver ta 1.

Unity npamoe  ua Oyae-gxiit  cygacHii  cmereMi. OCHOBHI BHMOTH  pyluis —

e Onepamiina cHcTeMa  He Hiogde Ak Windows 7, npouecop 3 migTpHMEOIO
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apxiTekTypr x64 ta DirectX 10-1 gepeil ax minimym. Tobto duarManceke sanizo

s Unity me motpibne.

Hemgomrn Unity:

A i y eunagaky 3 Unreal Engine, pospobHHkK HABEIH SHAYHWI nepetik HEAOMIKIE
Unity. Tonoeei 3 HHX moB’a3aHi 3 rooDATBHOK) CTPATErIEK) POSBHTEY PYIIL.
[lprgoMy HeBAOBONCHHA (aXIBIl BHPAKAIOTE AKTHBNIWE, HIA ¥ Bananky 3 UE.

3a cnosamu pospoduHkin, Unity 9acTo BANYCKAE HOBI HCTPYMEHTH B HAMOITOBHHY
rOTOBOMY CTaHl. A TOTIM BOHH MOMKYTE JOBMHH 9aC 3aMMIMATHCR B YMOBHOMY
PAHHBOMY TOCTYIL Bararo pilicHe A0CI BITYYBAKTECA cHpHMH. K BHCTORHMBCH
OOHH 3 ONHTAHEX Qaxisie, pospolHHKE pyVIIA CTROPHIM copasxHil Dapiak
3 HOBHMH MOGEIHBEOCTAMH.

B Unity Hagro Gararo Oaris. 3a octaHHl n'ATh POKIB KUILKICTE MOMWIOK 3HAYHO
apocna. HanpHenan, pefakTop MOMe SAKPHTHCH 3 KPHTHYHOK NOMHIKOI, KOTH
BHOANSEm  ob'ekTH 31 cuens  Kombimamicko Cul+Z. A me cmocTepiraiTecs
podiremMi 3 BMEOPHCTAHESM nam ' aTi Ha [TK, Hori pasiHei NNaridy Tes BUX0IaTE
3 DaraMM, 1O CTBOPIOE JONATEOBI TPYAHOIL [N pO3pOOHHEIE. A caMoCTifiHO
BHYHCTHTH IHCTPYMEHTH BLI MOMMIOK JVHC CEIAIHO.

Onornenna Unity MockyTe nogamats pobory sassmenx ¢yvekuii. IMicas usoro
AOBOMNTLCA OOBIO BHNPARNATH npobnemH il BHTpavYaTH Ha e NOJATKOBHI 9ac.
A HaNTIpUIE, [0 Y CBDKHX MNaTdaxX MOoe He OYTH Hiuoro KOpHCHOrG [Ans
KOHKpeTHHX Qaxipiie. [ T00i HIMBHICTE NOMAMOK HIYHM HE KOMIEHCYETECH.
Komanna Unily Hamaraetecs mocTifino 30IBIIHTH  KITEKICTE  JOCTYIHHX
iHcTpyMeHTIB. [TpoTe 9acTHHA pilleHb, AKI IHTETPYHITHCA B pYIIiH, BHABINKITHCH
mikomy HenoTpiGunmu. Ak npurnan pospofHHEH HABEIH CHCTEMY KOHTPOMIO
BEPCIA,

CreopedHs DaraTokopHeTyBaubicnx irop Ha Unity cinaguime, AKIO TOPIBHIOBATH

3 Unreal Engine. Pymwiit anpiopi nesmae iHCTpyMeHTapio Ana pozpolkm oHTaiiH-
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npoektis. HYepes ue nopir Bxoay BHINHI, X04a peanizamis MyIETHILTECPA IILTKOM
MOEITHEA.

B Unity € onHogacHo Tpu cucremu pengepunry. lle mossonse pibpatn Ty, Axa
Halkpamie MUOXOOHTE N1 SANMAHOBAMMEA NPOAVET Y NMTaHHAX rpadikH
Ta npoayetHBHOCTL. [IpobGnema B ToMY, IO LI CHCTEMH MAKCHMANEHO Pi3HL, TODTO
He yHIIKOBaHI.

Unity — 1e pymii 13 sakpiTeM BHX1OHEM Kogos. Yepes ue nosGytucs npobnem,
AK]L BHHAKATL Ha Dowl pyuns, 6ysac CKIagHO, a Mpouec 3afiMac OLTbINE Jacy, HiK
¥ BHNAaky 3 Unreal.

Penyramfinuii  yaap 9epes  5SMIHY [OTITHER Moderrzami  Umty Typbye
pospobHHKiE. Haragaemo, Mo v BEpecH] KOMNAHIN BHPIUHTA [EperigHyTH
ipiHaHcORY MOMITHKY cBOro pymigs. Boxa xorina secTn moMicil 33 BHKOPHCTAHHS
Runtime #a 0CHOBI KiNBKOCTI BCTaHOBAEHE TPH. CHITBHOTA BHCTYITHIIA 3 aKTHBHOK
KpHTHEO, 1 Unity nprcnyxanaca no xopictyeadis. [lpote cepen pospobrukie yoe
e BUTYYBAETHCA 0Ca,

POZpOOHIKH 3Aranos MIKpecHiomTh, MO HAKOTHYHIOCH Jy#e DaraTo 3anmHTaHB
a0 Unity Ta KepiBHHITES KOMOaHIL Yepe: ue BOHH He BOEBHEHI B NOJATEIIOMY

NO3HTHEHOMY PO3BHTEY PYIIiA.

3apa3 napafiTe posrAHeMO MWmocH Ta smipycem pymis Unreal Engine, Ta

BHPILHMO [€ BCE ¥ TAKH Kpalle pospodnaTH irpH,
[lepesarn Unreal Engine:

Haiidinsmmm mmocoM usoro pymia € nassmicts Blueprints Visual Scripting, afo
npocto GnynpuaTie. AKUI0 KOPOTKO, TO (€ BI3yANkHa MOBA HANMHCAHHA CKPHIITIB,
AKA J03BONAE CHOPMYBATH TIOTIKY TpH §€3 3acTOCYBAHHA nporpamyeamus, Jlna

pO3pO0HAKIE 18 BAKITHREO 3 JIEKUTEROX TPHYHH:

Mo THBICTE IIBHAROTO CTBOPCHHA ﬂﬂﬂTﬁTHl’liB T4 TECTYBAHHA MEXAHIK,
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3pyHMHICTE M0 Yac NPOBCACHHA EKCHEPHMENTIE, KOJIM BHWHHKAE HeoOXiIHICTE
MEPeBipHTH NEBHY 102K, NMpOTe He X09eThCA BHTPAYATH 4Hac Ha 1 HAIHCAHHA

3 BHKOPHCTAHHAM C++,

EdekTHBHICTE 32 moTpedH WEBMAKO pCam3yBATH T4 OUIHHTH 3aayM Y mapi

3 reHMAHZAHHEPOM.

Ha pisri 3 Bluepnints daxisgl  BLI3HAYAIOTE MOTOB]  PIUEHHA  «3 KOpoOKH» 118
PISHOMAHITHHX  MPOCKTIE — 8K CHOYKETHHX, Tagk 1 DaraToROpHCTYRALEKHX.
Ho OarateoX 3 UHX IHCTPYMEHTIB € BIAMOBIAHA JOKYMEHTAUId. A 3a noTpedH
pPOSpOOHHEN MOKYTE NOKPANIHTH Ta MacwradyeaTd iX. 3apnded Uil nepesasi
HPHINBHIINYETRCA | COPOLWYETHCE CTBOPEHHA BEMHEHX NPOEKTIE. Y OIACYMKY

Ha BHPOOHHOTEO fE MEHILE KOUITIE.

Unreal Engine exoguts vy TexHonoridyauil asadrapn. PospoOHHEM BHALIAIOTE
BEMHKHH CTIEKTP rpadigaHy Ta CHCTEMHHEX MOWMIHBOCTEH, AKI CTEOPHIIOTE EPEBATy
wan mmHsMH pyirigMe, Epic Games nocTiiino enpoeaxye HORl iHCTpyMeHTH B UE
TA POIMHPIE  CROK  TexHoNoruHy indpactpysrypy. Ocobauso  pospobunxn

BLAIHAMAIOTE JBS PIlLeHHA:
Lumen — JHHAMIMHY CHCTEMY IMODANEHOTO OCBITISHHS T BI0DpAKEHE.

Nanite — TeXHOIOMK ABTOMATHYHOIO MaciuTabyBaHug reoMeTpHuHoi mneramszanii

OTOMEHHA B PEXHMIL PealkHOM Yacy 3aneXHo BLI BIACTaHI J0 o0 cKTa.

Po3pobHHKH HABENH NPHENAAH H IHITHX IMINEMEHTOBAHHX Y PYINIH TEXHOTOTIH,
aki wagawTe nepeparn: Chaos, MetaSounds, oHoenena cHeTema Animation
Blueprints, Control Rig, Niagara. A me Epic Games nomae B iHCTpyMeHTapiii

Unreal Engine wikasi pllueHss 3 MApKETILICHCY.

Unreal Engine rotoewii mna poDoTH 3 KOHCONAMM JEB ATONO [OKONIHHS —
PlayStation 5 ra Xbox Series X/S. [Morpumia peanizosada Ha GazosoMy pieHi,
TOMY JANA pospoDHHKIB, #AKlI XOMYTh BHIOYCK3TH IMPH Ha BCIX AaKTYVANBHHX

IarfopMax, e BARTHEHH (aKTop.
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Unreal Engine — we pymiii 3 sigkpemm euxignnm kogoM, ToGro pospoOHHEH
MOMYTh GYIL-AKOI MHTI BHOCHTH B HBEOTO NPaBkH BIANOBLOHO 00 notped rpi
A e e IHAYHO COpOILYE JOKANIIAUIKD TA BHNPAENCHHA NOMHIOK, Do daxipuam
AOCTYNMHHE MOHITOPHHI BHEOHAHHS npouecis Ha Goul pymwia. do Toro # BUIKPHTHIE
KO ¥ Mapi 3 FOTOBHMH PHIIEHHAMH J03BOISE 3EKOHOMHTH HA KUTBKOCT COSLIATICTiR

V KOMAHIL

Epic Games npononye BHTIHY Momeds MoseTHzaumii Unreal Engine mwis
pospobnukis. Crymil naarate 5% BiapaxyeaHb 3 komH0T nponasol womi Tlpote
KOMICHT MOYHHAKTD AIHTH, JIHILEG KOXH J0XLT Big opoexTy nepesnmye $1 minsiion.
[le ocobnHBO BHIIOHO HE3AMCHKHAM KOMAHAAM 1 J03BONAE BHILIHTHCA Ha doHi
KOHEYPEHTIE. X04a POIpo0OHHEN 3a3HAYAKTE, W0 ANd AAA-NPOEKTIE TAKA LIHOBA

MOMITHED MIXOMHTE He IaBEITH.

Maapul, axi spopann Unreal Enging, MamwTs 3Mory Hanpamy montaxrysatH 3 Epic
Crames. [lns usoro cTeopeHo cnenianizosanuil dopym Unreal Developer Network,
AKHH JOCTYIHHA NUEHZ0RAHUM pospofuukaM. SAxno BHHHKHYTE creigdiyni

npodAeMH, MOMHA IBCPHYTHCA N0 PILISHES TA TOPANY 10 TEOPIE PYIIis.

Unreal Engine mae wwpoxy imgycrpiansuy migrpumey. Tobmo pymii cymicamii
31 CTOPOHHIMHM PIIICHHAMH, WIATPHMKY AKHX peanizyrana Epic Games. Hanpurma,
PO3POOHHKH MOWKYTE AogasaTd aceTd 3 Blender mpocto mig 9ac ceancy 8 UE. na

MEOTO HEQDNUTHO CROPHCTATHEA ABOMA JOJATKOEHMH HaA0VI0BaMH.

[TomynapricTts Unreal Engine morneye daxisuie susuar pymii. Jagnakn oMy
Ha PHHKY 3 4BASETLCA DArato po3poDHHKIE, IHAROMHX 3 Texnonoricio, | B miacymey

CTYIAM Jeriie 3HafTH axienie ana creopenys rpu Ha UE,

BHXOOHTE Take cobl 3aMEHYTE KOIO, Y SKOMY Neperyenucd BIAOMI NPOCKTH
Ha Unreal Engine Ta xeamiicopaHi coemiamicTd, Mo 3HAKTECA HA pYLLIERI,
KUILKICTE nepmmx i ApyTHX BIacMONoR’A3aHa, 00 3pocTae nponopuifino. Came
TOMY Japa3 HeMae npodieM 3 nowykoM po3podHuEiE ana npoexty wa UE. Ins

Dararsox CTYIIH e CTAE JONATKOBHM MOSHTHBHHM (DaKTOpOM,



Henonikn Unreal Engine:

Ha nes’sts nepesar Unreal Engine 3nafimnocs maiixe crinbkw & npodneM. Jesk
3 HHX CTOCYHOITRCH JOKATBEHHX ACTIEKTIE, LIPOTE € H BArOMI HEAOMIKH, 5K MOXKYTE
BOHHYTH Ha pllicHHA woao sebopy pymis. 3 ocTaHmix i moYHEeMo, MOCTYIIOBO

NepexoIadH J0 MEHII SHAMYILHX MIHYCIE,

Bemky EUIBKICTE plUCHB «3 KOPOOKH» Ta OEPEJOBHX TEXHOIOTIH poIpoOHHEN
sanHcann  go nepesar.  [lpoTe B ObOMY %  AcmeKTl npHxosaHi i ommi

3 HAHBLTIVTHIITAX TPoDIeM.

Epic Games paMaracTeCAd CTBOPHMTH  VHIBCPCAJIBHMI Py, AEHl  3IMOME
JANOBONEHATH DYIB-Aki MorTpedn. B okpeMux BHOagkax me cTac TpodNeMo,
00 faxiBlaM J0BOINTECE MHPHTHCE 3 Geamigdio HenoTPiGHMX KOHEPETHO IIA iXHIX
3ABJAHE IHCTPYMeHTIE. BOHM 37aTHI BIUTHEATH Ha penfep abo 3aliMatH 3aiipmii
obcar. Axmo & copolyRaTi MBOTO DO3OYVTHCA, MOKHA CTEOPHTH coOl J0JATKOBHEH

1 JOBOT CHIEHHA MONoBHHA OIS,

[otoBi plmeHHa «3 KOpoOKH» 3aBANH MaTh HeaonikH. [x norpifro camocTiiino
BHOPABAATH T4 HANAIWTOBYBaTH M cebe. MomugicTs 3pobuTh e — ooHO3HAYHHI

MRS, A OT HEOBX1AHICTL BHTPAYATH A0NATHOBHA Hac — noMiTHAa npobnema.

Unmano  merpysentis Unreal Engine  noTpiDHO BMITH — NpaBRIBHO
BHROPHCTOBYBATH. OcODIHMBO L2 CTOCYCTHCA HOBMX TeXHomorid, sxk-or Lumen
ta Nanite. ¥ 2023 poui eriimno dararo npoexris #a UES 3 pisnenm rpadiku, axoro
MOEHA OyIo MocArHYTH i Ha UE4, npore 3 Hanmpouyn MOCAHON ONTHMIZANNCD,
Cepen Hux, nanpusnan, Immortals of Aveum Ta Remnant 11, A 8 RoboCop: Rogue
City rexmiuaMi CTaH X049 | HEMOTAHAI, MPOTE BIIVANBHA CKIANOBA BIIMYBAETHCH

34CTAPLTON.

Taki npobnemH BHHHEAIOTE CaMe 4Yepe3 HOBI (HCTPYMEHTH, #Ki pospobHmm

He BCTHITIH — JOCTATHED BHEMHTH H [POAHATISYBATH, mod  JoULILHO
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BHKOPHCTOBYBATH. TeXHIMHOT JOKYMEHTaNl AIA [IHX pllleHs MOKM o Opakye,
8 TOMY [CPEBAKHO AOBOJHTBCA HA MPAKTHIUI [MYKATH NPaBRABHHH OUIXIL 08
KOWRHOMD  BHOAOKY. | Ha moTodHOMY  eTaml Ue NPHIROOHTE A0 npobiem

3 OMTHMIZAMICIO HABITE 338 BIACYTHOCTI Mepenoroi rpadikm.

Epic Games mamaracTeca peryiapio nokpanryeatd Unreal Engine, omHax HoBi
pepcii 2a3BHYAl HecTaDUIBHI H MAKOTE PI3HOMAHITHI Oard. BulsmicTs NOMHMOK

POPOOHHEM MEHAKO BHOPABILIOTE, POTE Neskl MHIIAKTECE HAN0ET0,

Unreal Engine 5 cHnbHO 2ap a2aHiil Ha BHEOPHCTAHHI OJHOIO IOTOKY MpoLecopa
s wpoeol norikn.  PymiE  mae  HTepdelic Ong BHKOHAHHE  33BIAHE
i B DararonoTokoBOMY  Ta acHHXpoHHOMY pesmmi, [lpote penmka KITBKICTB
oD9McneHs BiIOYBACTHCA CAME Ha OfHOMY roToul Hepes ue 3pocrae CENanHICTs

1A POSPODHHMKLE, AKI (MaHYHTE npaurosary 3 UES.

Yo mepeparn Unreal Engine crocyiorsca 3D-npoexris. ko %  Heodxigno
creoputd 2D-rpy, To pyui 3nacTeca npocto Hespyunum. [Torpidmi ams ueoro
IHCTpyMeHTI £, npoTte Epic Games He goxyoyeanacs Ha JpoMipHil rpadam. OoHasM
3 BaplanTie Mome OyvTH o0 eaHanHa 3D ta 2D, ogHak creoperHs npoctHx 2D-
npoekTie Ha Unreal Engine pusnkye BHABHTHCH CEIANHIIHM TA JOPOMYHM, HDK

3 BHEKOPHCTAHHAM [HIIHX PYIIIE.

Ha samomy dopyMi Opo ue BIAND BHCIOBHIACH PO3POOHMLN 111 NCCENOHIMOM
Mary BE. Bona noammnaca goceigom nepexony Ha Unreal Engine micna Unity

il IBHAKD MOMITHIA OMHCAHY NPOOIEMY.

Ha mobumenux nmargopmax mpa #a Unreal Engine marteme posmip nprbaniHo
Ha 70-100 MO Dinpwsit vox npn creoperm Ha Umty. B oxkpemux eHmagxax raxai

ODCAr MOME CTATH HETATHBHHM (aKTOPOM JJIA IPOCKTY.

Hna Unreal Engine 5 norpidHo MaTH NOTYHHME NEPCOHANBHHN KOMI HTED.
CHCTEMHL BHMOTH PYLILE — U@ MOTHPHAZCPHHH MPOLECOP 3 TAKTOBOK “ACTOTO
Bl 250ITu, 8010 oneparwsrOl nam’sTt Ta Bigeokapra NVIDIA GeForce
RTX 2000-1 cepii afo AMD Radeon 6000-1 cepil. 1 ue name neoGxUTHHE MIEiMyM,
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Do womanga Epic pospobase pymiii Ha spauso norTvssHimux [TK 3 AMD Ryzen
Threadripper Pro 3975WX (32 aapa / 64 notoxn), RTX 3080 i 128 I'6 DDR4-3200,

Komninania C++ ta poaropranna npoekTy Ha Unreal Engine safiMarnThs nesHHI 9ac.
PoapoOHHEH He BBOKAKTE  Ue OpodNeMol) TEXHONOML, ane 3a3HA4arTs,

I DoeedeThCd SBHEHYTH.

¢k 8§ MPOBIR NOPIBHANEHY XAPAKTEPHCTHEY | BH MOMETE CIMTATH TaK SKUi pyiuii
Kpame?

[IpaBHIBHOT BLANOBLAI HA 33ANHTAHHA, AKHH 3 UHX PYINIE Kpamui, HeMae. JaEsan
noTpibHo obHpaTH BiAmOBLIHO 10 3agnadt Ha npoekT. Hx Unity, Tak i Unreal
Engine OyayTe no cBOEMY BHIAHIUHMHE B KOHKPCTHHX BHIIAIKAX.

Ta axmo xonkpeTH3yeaT, TO BusdeHNA Unity — ue npocTUHi WNax ¥y redMaes.
Hespxmit nopir BXOAY # BeTHEA CUTEHOTA JAK0TE IMOTY BUTHOCHO WIBH/IKO 3000y TH
HeoDXITHI BMIHHA TA MOYATH NPAMIOBATH HAl NpoekTaMd. BenWea EinekicTe
FOTORHX MATEPIANIE HA MAPKETILIEHCI [0IBONSE 3A0MAIKYBATH uac. A num
creoperis  2D-npoekTis  ue wadikpammit  sAdIp  3ABISKH  LIHPOKOMY
IHCTPYMEHTAPII.

Tobro Unity mobnarts 3a mpocToTy, YHIBEpPCATBHICTR | MIETKICTE B ONAHYBaHHI,
[Ilpore mpymia ¢ nopodneMH 3 peNyTalicld T4 MOJANBIIHM  POIBHTKOM.
Y po3po0HHKIE CRIAJACTECH BPAXEHHN, HIOH KOMSHIA XANAcTRCA 34 BCE opa3y:
HAMATAETHCH POSIIHPHTH QYHKINIOHAT Ta BROJIHTE HEMOTPIOHI PIIEHHS, TaMaryl
COPAEN] BAANHBL A HEMONABHIA cKaHaan 3 QiHAHCOBOK NOMITHKOK TUIBKH
noripmue carTyauuo. Ta i amm AAA-UPOEKTIE Pyl He OyMe [LIXOAHTE,
| POSPODHMKH LS OKPEMO TLIKPCCIEOHTE,

Haromiere Unreal Engine mamaracTecs crati ranyiesus crangaproM. Epic Games
X04e CTEOPHTH NOTYKHHA DPYWIH 3 1y:ke OaraTiM (QYHEINIOHATOM Ta BHCOKOHD
3pyanicTio 3aaskH Blueprints i sinkpuToMy komy. KoMmadis NocTIHHO peanizoRye
TEXHOIOTIHHI PUNEHHA, K1 MAKTE COPOCTHTH T4 3AeesHTH pozpobiy. A we —

MATPHMYE 36" 830K 31 CEOIMH KTIEHTAMH.
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Bognoyac 8 Unreal Engine eucraqae ceoix npodaes. Mana kuibkicTs foxkyMeHTaLi
1A HOBHX TeXHOAOIIH [OPOIAYE X HeNpPaBHIBHE 3ACTOCYBAHHA, Yepes
W0 KYNLrac onTHMania. [oToRl plueHHA NOTPIOHO HANAIITORYEATH Mg cebe
H JOTHCYBATH, 4 CBIKI [HCTPYMEHTH He Té o0 3aBkIH € KOPHCHHMH IS
pozpobHukie. Ta i 1a4 peanisauii oesnux irpoeux wounuenuii Unreal Engine

NpoCTo HE MUIXOIHTE.

Pozain 2. Pospobka rpun na pywmii Unity

2.1 Ilinrovoska Unity Hub no podorn
[lepea nouarwom pospobkm rpu TpeDa BCTAHOBHTH PYIDIH Ha SKOMY BH

BHPITHTH pozpobastd rpy. BizeMeno 3a mpuknan Unity Ha ArOMY po3podIanacs
rpa fKa Oyme npeacTasieda Jam. AKTyaleHy eepeio Unity BH 3MomeTe 3HAHTH T4

TARAHTAKHUTH HA ofiiiddoMy caim Umty: hitps://unity.com. [Ticna zagadTaxeHnHs

Td BCTAHOBICHHA HOMO Ha Bain komn 'worep, 3aiaime B Unity Hub ta npoeenits vei
noTpion sam HanamTysanA: Kpok | = HAxmo v sac semae akayuty Unity, cTeopiTe
oro Ha caimi Unity, alo x gepes cam Unity Hub, Bee mwo sam Oyue norpidbuo oyae

IHAXOAHTHCE HA OCHOBHIN NaHen] 3TIBa;

Pucynor 2.1 — [lanens incrpymenTie Unity Hub
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Kpok 2: AkTHEaIA ninedsii - Y menio “Preferences” nepeiinits ao posniny "License
Management”. Bubepire Tan muesnsii (dezxowrossa Personal abo nnatva Pro/Plus)
Ta akTHByiTe il Memo Preferences BHrnaaac Sx WecTepHA HA MAHEI IHCTPYMEHTIB
V MpapoMy eepxHEoMY KyTEY. Ilepen THM sx BrOpatH Bepcliio ana samors Uniby,

oznafoMrecs 3 iHbopmauies Ha odiuifisii cropinl Unity,

Kpor 3: Beranornenns Unity Editor — Obepite Oaxkany sepcio Unity mans mac,
pexoMeHIyio obHpaTd ocTanHw. [ng usoro ¥ Unity Hub nepeiinite pa mxmamey
"Installs”. Harucuite wxonky "Add" 1 ewDepits Daxany eepciwr Unity Editor
BubepiTs nomatkori somymi Ta nnardopMH, K1 BaM poTplbHi (HanpHEDa,
niarpemka Android abo 105). Harwmcrme "MNext" 1 godexaiiteca 3aBepiuicHHA

3ABAHTHNCHHA T4 BCTAHOBICHHA 00panol sepeil Unity Editor.

Kpox 4: Creopenss Hosoro npoexry - [lepefiaime sa srnagky “Projects” y Unity
Hub. Ila srnagxa 3sHAXOAHTECA COPAaBA BN [HAHEN IHCTPYMEHTIE | € HARDUILIIOH

sEnagrowe B Unity Hub.

vailable snd will install atter restariing.

REes1art now Dismiss.

Projects

HAME CLOUD MODIRED EDITOR VERSION

HORPG

3 TEW SECEAOE 35
M yPrjecn ZDIRAG

Praject : s 3
| MOT SOMHESTED 1 s 53 i g

B ConingSTED

3 CONMECTED

RanProject 1
[ s CriieED H MErENE an0
Gy yProjectiRaniRasfr.. R =
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Pucynok 2.2 — Bknaaka Projects

Ham saTicHITe KHONKY "New Project”. Bubepits wadnod npoexty (HanpHema,
2D, 3D, HDRP, URP). Brasits iM'S npoekTy Ta munsax aas ibepexenns. HatueHiTe
"Create" ana cTeopeHHA HOBROTO MpoekTy. [JodekaliTecs aBeplIeHHA CTEOPCHHA T4

BLAKPATTA npoekTy B Unity Editor,

Al e pliiles

20 Buit-in Aonoer Pieting
Coes

w30 iBuH-in Aender Pipoling)

Rgwd Mo

Puc 2.3 — Brnanka cTEOpCHHA NPOEKTY

Ha manomy etami ocHopHe HamamrtyearHAa Umty Hub ta creopenHa samoro
MPOERTY 0YyNo 3aBepUIcHO, Jam MOKETE NPHCTYTIATH J0 OCHOBHO] poboTH.
2.2 Pospolka rpn

Komx npoekr OvE cTBOpEeHHI Ta 3aBaHTaMEHHH ¥ Bac BuakpueThen Unity
Editor, asTanedimwe npo inrepdeiic Unity Editor 6vno sanucano s Posaini 1.
Crouarky Mome OyTH HIYOTO He 3po3vyMuTe, ToMy mo Unity He cnaenThcs
HARNPOCTINHM IHTEpdeAcoM, 1 Ha MO TYMEY BIH € TPOUIKH 3acCTAPUIHM, ane
Hacnipasji posidparuch Oyne myske merko. Komm 3 ocHOBHMM iHTepdeficoM Boe

CTAHS IpO3YMLUIO, BH MOKCTC I'IE:PEETH OO0 HATAIITYBAHHA CAMMOID ITPOERTY.

¥ meno “Edit” enbepite “Project Settings™.
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1. Graphics: Hanammyeassa rpadiMHHX DapaMeTpis, BEIFO9AKMM AKICTE TA
PEHICPHHT

2. Physics: Hanammyeauas GisHIHEX DapaMeTpis, TAKHX AK MPABITALIA Ta
obpobka KoMIZIH,

3. Input: Hamamryeansa seoay/BHBOAY, BEIIOYAIONH HATAMITYBAHHA KIABIN Ta

KOHTPONEPIE.

AJIe HA CAMOMY NOYATEY HE PAjEKY 3MIHIOBATH DVIE-AK] HANAIITYBAHHS AKI0 BH

HE O3HAROMHIHCE YBAXHO 3 IHCTPYKIIICID.

w g - v iy S, e W T

FEEN =y s &G L SR

Prucynox 2.4 — Project Settings

Kons ocHOBHI HATAIITYBaHHA OyIH 3pobaeHi, caMe 9ac nepeiiThH Desnocepentpo a0
CTBOPEHHSA TPH.
1.2.1 HinroTopra rpadiiumy accerie.

Pospobka rpe po3mouHHACTECA 3 DOWIVKY T3 MUIMOTORKH MOTPIOHEX BamM
ACCETIE. Ane mo Take accetH? [rpoBHA accet (BRI anrm. game asset) - ne OYIE-aKHH
EMEMENT, 100 BHEKOPHCTOBYEThCA B TNPOIEC] CTBOPEHHA IFPOBOIO NpoekTy. Irposi

ACCETH BRITHMIANTE:

1. I'paduuni enementi: 2D copaitty, 3D mogent, TekcTypH, aHIMAaLii.



2. Aymio KOMIOHEHTH: 3BYKORI eIEKTH, MYIHKA, TONOCOR] 0D KK,

»
ota

CKpPHOTH Ta KOIH: OPOrPaMHL KOOHM JUIA YIPABIIHHA IMPOBOH JOTIKOH),

[MOBENIHEOK 00'EKT1B.

4. Inun pecypcn: meRgepH, KApTH PIEHIE, HANAINTYERAHHA PIIHKH.

[rposl acceTH € basosuMH DYAIBENEHEMH DIOKAMH, AK] BHKOPHCTOBYIOTECSE I8

CTROPEHHA i]'_l:‘.IﬂEHI'{ ClI2H, MepcoH Wi, cepenopHIEa Ta BCIX IHIHX ACTIEKTIR I'pH.

AJie Ha JaHOMY eTaml JagaHTe JOJaMo TpadiyHl eneMeHTH, a CaMe TeRCTYpH. A

Opap OeswowrmoBHii Tewcryp nak 3 caitry hipsichio’. Ane gns nowarxy

pamKy BIATH TCKCTYP NakH 3 camoro caity Unity, 3apas nokaxy sk ue pobuTh:

l. 3a gponmomorow HTepdedcy Unity, nepexogdsMo v BEIAZKY BiKHA, Y IH

]

BETA/III HATHCKacMO Ha Asset store.

o Garalhan Cangery w ey
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Prcynox 2.5 — Brnagka Bikna
Hani mu pigguHAcsMo Opaysep Ta MEHeLKep MAKETIE HATHCKAKYH N0 9ep3i Ha

JBi CHHI ENABiNI ¥ BiTUMHEHOMY BIKHI.
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PucyHok 2.6 — MeHegsep nakeTis

3. Ham szwaxogmmo ta obupaemo HeoOXILIHHI acer, BCTAHOENEMO HOTO 3
Dpaysepa 1 sarnckaemo download v MeHeDKEp! NAKETIE.

4, BcranopHBIIH acceT, IMIOOPTYEMO HOTO B MPOCKT, HATHCKAKYH KIapimoy
IMITOPT

5. [Micnd HeNOBro OWIKYBAHHSA, 32XOAHMO B MAMKY SKA JHANONUTECA cepen
acceTis. Biounasemo 11 1 poInoYHHacMo peTensHRE Ormaa Gainis.

6. Tlin wac ormaay BganacMoe Gailad 9Kl HaM He TOTPIOHI, a TaKO®
nepeMillyeMo IX B 0CHOBHY MANKY MPOEKTY.

2.2.2 [Imzaiin ob’exrin

Ob'exrnn 8 Unity - me OCHOBHI eNeMEHTH, SKl CETAJANTE CLEHH LIPOBOre CBITY.

Bomy BRMIOUAIOTE B cehe!

1. GameObjects: Ocropni OymieensH1 GmokH B Unity, K1 MOEYTE NPeIcTARIATH
MePCOHAMKIR, PEKBIIHT, KAMEPH, CRITIA Tomo. BOHH MOMNTE MICTHTH pi2HI
KOMIOOHEHTH, TAK] 9K G341 BIACTHBOCT] 400 CEPHITTIL

2. Components: Cxmagosi  gacTm®  GameObjects, ax1  nomaoTk
QyHEIIOHATEHICTE. HanpHemam, xoMmoHeHTH GI3HEH, PEHISPHHTY, aymio
TOILO.

3. Assets: PecypcH, Akl BHEOPHCTOBYIOTECA JMA CTBOPSHHA OD'CKTIE, TAKI AK
MOfEN], TeKCTYPH, 3BYEH 1 CKPHITTH.

Of'erTd MOEYTE OVTH CTBOpPEHL, HARAIWITOBaHI 1 keposaml B Unity Editor, mo
JO3BOIAE pOSPODHIEAM CTRODIOBATH CRILAJIHI IIPOBL CBITH.
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[Ticna Toro K acceTd 0yIA BCTAHORBRNEH] TA J00AHT ¥V NANKY, MH CTROPHEMO 06 €KTH.
Hna usoro Tpeba obpatd HeodXLIHMIA copaiT 00 CTBOPEHHA AKOIOCH CICMCHTY,
HAnpHELAN ronosaoro repoa. Jam cTeopioeMo HeoDXIUTHHHA INposHA o0 €KT B Mol
HpeerTy. 8 usoro HATHCKACMO TTPaBoio KIARINE B Kodonm icpapxil. Obupacso

THI 00 €KTY, 4 Takok Damanuii mabaoH.

online | Bbvin= oown In Browser fram maeno

40 vaur assets from the Package Manager

sad or wiew your purchased meses go in Window = F
and selact My Assets or fick O Opan Package Ma

==irH Doy
TH i

1D ezt
¥

oW o WO W e W

Puecvrok 2.7 — [lone npoexty

CTBOPHBIIH 00 €KT, MOYHHAEMO TONABATH 10 HEOMO HEODXIAHI KOMIOHEHTH ¥ BIKHI

tHemexTopa. Taki Ax copaiiT, CkpHOT, Konafinepn Ta ML
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Pucywnok 2.9 — Bikno mcnexTopa

BuxoHagmm Bel 11 4il, qogaeMo enement 40 npedabdis 1 axwmo norpibHo 0MIKyEMo
peanizaili BHECEHHX KOMMOHEHTIE, (HAMHCANHS CEPHNTY, IHAXOMXMEHHA ayIio
TPeKY, CTROPEHHA aHIMALLIT).
2.2.3 Jlegen [Inzain

Jesen-au3aiy - e MpoLEC CTROPEHHSA PIBHIE (ClueH) 1ns syieoirop. Bin srmogae
B ceDe MIaHyBaHHA, MAKETYBAHHA Ta po3polKy INPOBKX CEPENOBMI, ¥ AKHX IPABILL

OvayTh B3acMOonIATH, OCHOBHI ACNICKTH IeBen-IHsalHY BEINYAIOTE;

1. Creopenna makerie: Pospobka cxeMm Ta NNaHis piBHIB, BHIHAYCHHA
POSTALLYVBAHHA 00'€KTIB, MAPLIPYTIE IPABLIE T4 30H B3aEMOIIL
2. BanaucysanHa redmnnero; 3abesnedcHHA PIBHOMIPHOIO PIBHA CKIANHOCTI,

POINGIU BHIKITHEIR | HAMOPOI.
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3. Amvmocdiepa 1 ecTeTHrka: BuiHaueHHA RIIYANBHOIO CTHAK Ta aTMOCqepH
PIBHA, HANAIITYBAHHA OCBITICHHA, 3BYKOBHX ¢(CKTIB Ta IHIIHX CIEMCHTIB,

W CTEOPIOHTE HACTPIA.

BHEKOPHCTOBYHOMH ACCCTH AKI MM 3aBaHTamuam, Ta imcrpymemTapiii Unity, mu

MOMHEMO CTBOPEHHA ITPOBOTO PIBHA!

1. Ilepme mo Tpeba spodbuTH ue obpart mone, poIMIp KapTH An8 MafbyTHEOTO
pieag. Jina ueoro Tpeba 3afTH B BETAAKY CLEHZ | BULTAMHTH KAMEpY IMIA

HAHGLIEII 3PYYHOTO POITAIUYBAHHA.

Pucynok 2.10 — Benanga Scene

2. HactrynHum KpokoM GvIe cTROPEHHA HeoOXiTHHX efeMeHTIR 1A OTATBIIoTo
creopednn piena. Hanpuxnman Tilemap (background). Jna ueoro tpeba
HATHCHYTH NpaBoly KIABLIICK B MOPOMHBOMY nom lepapxil, Ta obparn

o6 exT tilemap.
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Pucyrok 2.11 - Tailemap

[lepexoammo 10 DUINOTOBKH CIPaiiTIB.

Cepen cripaiitis oDipacMo HeoDXIIHI 118 PIBHA, HANPHEIAD tEITaln.
Bigumugemo copafiT | oapazy oDHpaeMo MO CIPAHTIR | KUTRKICTE MIKCETIR.
Hactynuum kporom OyIme nepexin B sprite editor. ani pikemo cnopaiit Ha
HeDDXLIH] KBAIpaTH, KOMOOHeHTH pieHA. B sprite editor saTHckacmo Ha Grid
by sells size. Obupaemo posmip ksaaparuris Ha Akl Oyae pospisasuil copair,

Jam HATHCKAEMO Kiaslury shice 1 apply.

. Tenep momHa NepeHOCHTH TOTOBHIE CIpaiT Ha HeoOXinHe none tilemap.

[Micoa 30epesennd, MOWKHA NEPEMILLYBATH COPaiiTH HA CLEHY, CTBOPIOHHMH
PiBEHE.
IIpy cTROpEHH] PIBHS BHEOPHCTOBYEMO RXe roToBl npedialn, nepeMimyods

IX B MICHA K1 € HaROUIBID AKTYANBHHMH A0A HBOTO.
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Prcynok 2.12 — CreopenHii pieeHs

CrpopeHHA PIBHA € ONHIEK 3 HAHBaMIHBIIIHNY 3a0a49 pH cTeEOpeH] rpH. Tomy A
PAMKY K WBMANIE CTBOPHTH MepWiHf TECTOBHH pIBeHE Ats Toro wmob sam Oyio

MpOCTILE TECTYBATH IHINI ACTISKTH TPH.

2.2.4 [lporpaMyBanus cCKPHOTIE
Janm xoiu ¥ Bac € Nepiidi TecTOBHH piBeHE, T4 MOOEAEKS NepcoHaka, abo

IHITHX ICTOT, CAME MaC “OMHBHTH ™ BALLY PV, 4 CaMe — 3afHATHCA (POrpaMyBaHHIM

CEPHITTIE.

CkpHOT Y OpOrpaMyBaHHl - e Habilp IHCTPYEUIA, HANHCAHHX MOBOK
MpoTpaMyBaHHA, 110 BHKOHYETHCA 1714 AETOMATH3ALU 3aBNaHL, CTROPEHHA ITPOBOT
norikd, abo kepveaHHA ob'ekraMH. Y wkoHTercTi Unity ckpHOTH HaigacTime

MHITYTLEA MOBOK TporpaMysantg .

I. Kepyeanua ob'exrams: 3mina BnacTHBocTeH ODEKTIB, TAKHX AK MO3IMILA,
poTaiin, Macurrab.

2. Peaxmin #a nomil: Baacmosls 3 rpaeneM, KoMzii, TPHIepH.

3. Irpoea norika: Peanmizania Mexawix TpH, IOTYYHOTO IHTENEKTY, KEPYBAHHA

PIBHAMH.

CreopeHHA CKpHOTIE e Iyake Bakkwi Ta poprull npouec, ame B ceoii

MOCALIOBHOCTI OyHe NpocTHH. ¥ Bac € 3aBJaHHA Hanpuenan spobutH mob
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NEPCOHAK MIT PYXaTHCH, | BH BHKOPHCTORYIONH cROl 3Hanuda 3 C# Ta Unity, nrimere

V1A HBOTO CKPHOT BHEOPHGTOBYIOYH JOTIKY:

1. Cnovarky tpefa BHZHAYMTH SKMH CKPHOT Bam MoTpideH, JaBAiTC BI3EMEMO

BazoBHA CKPHIT ON8 PYXY MePCOHAMKY.

2. CreopreMo CEPHIT T4 BLIMHHAEMO HOTO ¥V 3PVIHOMY [ON8 BAaC CCPCAOBHILI

pozpobrn. Hanpukaan siaemeno Visual Studio Code,

Pucynox 2.13 — Cepenosniie po3pobru

3. Creoproemo HeoOXIIHI PYHEILNT Ta €IEMEHTH.

Pucyrok 2.14 — [Ipunan ckpuory

4, Hanmi mens HaANHCAHHA CKPHOTY NOTPIOHO MepedTH A0 TeCTYBAHHA
HAMHCAHOTD TA BHNPARMTEHHA nmoMmunok. J[Mlaa meoro MEPEXDIHMD Ha

HEOOXIIHY CHEHY 3 PIBHEM & € KHOMEA. ADO 3 3aX00HMO HA TECTORY CHEHY
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AKY MH CTBODHIH PaHilie 1 JONAEMO eNEMEHT KHOMKH Bpyqsy s usoro
MEPEXOINMO B Npedabi Ta odHpacMo eNeEMENT, a MOTIM NEPeHOCHMD HOTO HA

cueny(puc 2.15).

Pucynok 2.15 - [oToBa cuena rpu

5. 3aMyCcKAEMO TPY 1 PO3NMOYHHAK TecTyeaHHA. [na mporo tpefia HaTHCHYTH

CTPINOYKY B BEPXHIH YACTHHI CKpaHy

Ock | Bee, AKX GYI0 CEAZAHO BHINE — CTROPEHHA CKPHNTIR JYAE MPOCTA 1id B CBOTH
NOCTIIOBHOCTI, 816 BAKKS B PEanizanii
2.12.5 PodoTa 3a daitnamu

| ock KOMH BH OMAHYEBAMH Malbke Yol KpOEH noTpibHi B po3pobL rps,
NEPEIOCTAHHIM KPOKOM DyIe YIOPALKYBAHHA BAmOT poDOTH 3814 KOM(OPTY Ta
orruMizam samol opam. ToMmy mo HabAraro NpHEMHINE KOMH BOE YIOPAIKOBAHO
No MAnKaM, a HUK KONH BCe IHANOOHTRECA B KYTIL. barato XTo BEaXac el Kpox

HenoTpIOHAM, ane 3aREAH Tpeda nicns cele 3aMHmIaTH YHCTOTY.

. TMounivo 3 BIAKPATTH BIKHA NPOEKTY, 478 HEOMD 32iIeM0 ¥ BEIAIKY BIKHA, |

obepemo NpoekT. ADo HAaTHCHITE Cirl+3.
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2. Ham nepesilpHMoO CUEHA HA TOPAADK €NEMERTIE. 3a3BHYaH BCl EIEMEHTH
IHAXOOATBECA HAropi i TOMY 329HHAKTL MPAKTHIHO BCE BHIAME MicLe

iepapxii{puc 2.16).

Hiararehy

—|--|-

Pucynok 2.16 — YnopaakyBaHHA CICMEHTIE

3. Creopumo DaTBKIBCHK] CNEMEHTH 38 AKHMM MOAKHA 0yle pO3COPTYBATH [PY
GreMeHTH rpu. HanpHknan: KHONKH, IHCTPYMEHTH, pedl, soporie. Cteopu!
1% MOGKHA HATHCKAKYH MIPaBOR KIABUIEK HA MOPREHROMY TIOM] lE€papXil 1

obHpaaH nopoaHii of ekT{puc 2.17).

Creat= Emptly

a0 Dhject ¥
30 Object .
Effects »

Pucynok 2.17 — Creopenns nycroro of ekTy
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4. Poaminiyemo croUibHI eIeMEHTH B HOBME 00 €KT Ta IMIHIOEMO HOT0 HATBY.

3. B inm nepesipsemo mob Bei of exTH iepapxil OyIH HA CBOTN MICILAX | He
NepemkNEATH OOHe oaHoMY. ToDTo wob enementi Oy B HEODXLIHHX
DaTbKIBCBEHA €ISMEHTAX 1 IPH NporpasaHH] GYHKLIH TAKHX AK YBIMKHCHHSA,
BHMEHEHHA YH 3HHINEHHA, He DYIH BHIAIKORO 34719H]1 eNeMeHTH AKI He
MAFOTE OyTH 3a7ia8l B uuX QyHmax. Jam moxemo ckpHTH Bl ob ' €kTH
HATHCHYBIIH HA MANeHRKY CTPLNOYKY AKA BKAIVE 10 HH3Y

6. Y BLIMHHEHOMY RIKHI NPOEKTY MAEMO OIIAHYTH | TAK caMO TpobTH
COPTYBAHHA BC1X (pafnis 3 NCpeEIpEDiD 1X posmupennHs. fAxuio gainn MaThs
HE NPHARATE /I8 HAC POINIHPEHNAA (TODTO MOEYTE MATH OINBIIY BarTy, abo

ripmy AKICTE) TO Tpeha iX JaMIHHTH.

[licna ynopagxkyeanHA eNeMEHTIR | 3aKiH9eHHA Bamol poboTH, rpy Tpeba
MPOTECTYBATH 3A0MA JHANOIKEHHA NOMILIOK, TeeTYBAHHA NPOXOIHTE AOCTATHED
nerxo. Bam tpeda sanyetumy npoext. [TouniTs 3 nepmoro pisus, i 3 HLOTO
MOMCHTY BH MAETC HATHCKATH PI3HI KIaBIIL, OTTIEI3I04H 9K EORH TPANOTE | UM
HE MPHEBOAATE 110 300iR. PobiTe Ti il 251 OyiH 3agymasi 8 rpi | copodyiiTe
3poDHTH Ti AK1 He OyIH 3amyManl. Janam ATaifTe 10 KOPHCTYBa] HE MAKTE
IHCTPYKLIT i DadeHHA TOro AK Tpeda NPoXOaMTH IrpH ¥ BeIX pizse. Xoaims B oaHe
Ta B iHme sicie. 30upaiiTe pisHi npegMerH, HaMaraftecs pOHTH Mepconaka
JHEMAYHCE € BiH 3 ABHTECH, 4 TAKOK NMepeBipAiTe HACKINBEEH BAXKKO MPOHTH
pireHE. Hxmo ece qo0pe, TO NEpeRipKa JAKIHYEHA | pIBEHE NOMIYACTHCA HK

MOBHICTHO 3ABCPIICHH. 3 UBOr0 MOMEHTY pODOTA HAZ PIBHEM IAKIHUVETECH.

Ha upomMy Tani Mu 3HAEMO JOCTATHRO 10O COPODYEATH CTEOPUTH HEPLIY IPY.
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Poanin 3. loTosa rpa
Moim zapgannam Oyno creopuTH ceoio rpy ma pyuni Umty A obpas

creoputH 2D Roguelike RPG:

1. Ponrosa rpa (RPG) — ue manp slaecirop, B AKHX rpasiml DepyTe HA cebe poal
nepcoHamie v BHramadoMy ceiti. OchHoBHi enmementH RPG ermotaoTe
PO3BHTOK NEPCOHAKE, BUKOHAHHA 33B1aHb, 30HPAHHA NPEIMETIB, BIaEMOTi0
5 IHIUHMM NEPCOHARAMHE Ta cBIToM. CromeT 1 BHDIp rpasls 4acTo MATh
senuke dHavenHs Ans rpH. [Ipuknaow: "The Witcher”, "Final Fantasy®,
"skyrim".

2. Roguelike — we muawanp RPG, mo xapaxrepHayerscd MNpoUSIypHOO
FEHEPALIER PIEHIB, NOCTIHHOW CMEPTIO NEPCOHANA (MepMAHEHTHA CMEPTE),
| NOKPOKDBHM TeRMneeM. [TpH OEOTO MAHPY YACTD MAKTE BHCOKY
CENAIHICTE | 3HA9HY 9acTky BunankoeocTi. [purnaps: "Rogue”, "NetHack”,
"The Binding of Isaac”.

Tomy 3anns nsoTo A CTBOPHB JeKiIbKA TECTOBHX PIBHIB 3 PISHHMH BOporaMu. Taka,
AK 31AETHCA, MANCHBKA IPa, MICTHTE B cob1 Oimseno 40 crpunis, Ta Sararo roguq
mILIHel npaul Ane gasadTe posbcpeMo OCHOBI MCXAHIKH SKI MPHCYTHI B JaHIA
poboTi
3.1 Hepconas

B namit rp1 M# rpaemo 3a DesMeHHOr0 ronosHoTO repos(pucynor 3.1) axuR
ONHHHBCE OHH B TACMHHYOMY Tic] MOBHOMY MOHCTPIE 1 JUIS TOTO IOD repol IMIr
pyxarHcs Tpeba nponmcarH oMy ckpunT pyxy. Hacmpaemi & Unity icuye “Input
Action Assets”. Inpul Action Assets — ¢ KOMIOHCHT CHCTEMHM BeelcHHA B Unity,
AKHI BHEOPHCTOBYETBCA A8 BHIHAYMCHHA T4 KCPYBAHHA BEIIHHMH Alamu rpi. Bonw
AO3BONAIOTE POIPODHHEAM 3IPYYHO HANANITOBYBATH Ta oDpoDNATH P3Nl THOH
BEEACHHA (ENaBlaTypa, MHIE, KOHTpOZepH) 33 [JONMOMOTON CHSLIATEHOIO
iHTepdeiicy. 3a pnomoMorom Input Action Assels MOXHA JIETKO CTROPHOBATH
ROMILICKCHI CXEMH BESISHHA, AK] ATANTYIOTRCA M1 PI3H] MIaTQopMi T2 NpHCTpol,

3abe3IedyI0YH THYUKICTE | KOHTPOAE HAJ BEIIHHME nogisse B rpl. I sasenyai sci
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111 # DPONKHCYHD B PISHHX CKPHITTAX 1718 Nertiol HARIrauil MK HHMA, ane po3podHAK
rop Mac onaHysaTH rpoBmi pymii. Came Tomy B Uell pas A puxoprctae Input
Action Assets. [lepeHiioBimn 30 UMM NOCHIEHHAM BH 3MOKETE HABYHTHCE LIHM
ROMIOHEHTOM

https://docs. unity3d.com/Packaces/c

ets. html. BukoprcToRyiouH 1eil KOMIOHEHT # IMIT 3PO0DHTH CKPHINT I pyxy, OUTRH
Ta HBeHTapAa repod. fam Oye HanuCaHWE CEPMOT AN BUIHOBICHHA 300POB A,
HAHECCHHA NOWKENIACHHA BOPOTEM, EBMTPHBAMOCT] Ta puBEy. | mle aexutska
HEIHAMHHX SE AHIMALLA VIApY T4 NepeMHKanHs MUK 30pocio. Yol ckpHnTH OyIvTE
NpeAcTARTEH] B JOJaTEY.
3.2 Boporn

AHoana rpa He mome 0DIATHCE Oe3 BHEIHKY rparussm | B RPG irpax Takum
EHKAHKOM CTaOTE BROpOTH. Boporw — e 3aiedgall meirpori mepcodaxki axi
KEPYIOTBCH IITYHHHM IHTeRekrom. I ceoel Hepennukoi rpy 8 o0par 3a soporis 2
THIH C/TH31: CHEA Ta dionerosa. [X prsupng Gyac CEAamaTH HE THING B KOMLOPI 4 nic
H B THOAX aT4K, CHHI ATAKYHOTE B DIIMEHEOMY D0 KOMH (IONETOR] CTPLISIOTH
sHHOrpasusamu. [ns Toro mob Bopord MormH GYRKMIOHYBATH IM TpeDa NponHcaTH
JAranLHAH CKPHNT, AKHi Oyae BlUOnoeinard sa pyx. [Jdam Oye HamdcaHmil ckpunt
JNOPOR™ 4, CILIYBAHHA 33 MEPCOHAMNEM, aTAKH. Yei ckpuoTe OyayTe NpeicTarneHi B
TOIATKY
3.3 Mepexia mixk cueHamu

ITix cTBOpEHHAM KUIBKOX PIBHIE MAETHCH HA YBA31 CTEOPCHHA KUILKOX CLCH.
Tomy 110, HacHpaBal IPOBKIT PIECHE 1IC | € ITPOBA CLUEHA, TOMY AKUIO MH XOUEMO
nepelity 3 ToukH A g0 Toukn b Tpeba cTRODHTH APYTY CLEHY, HANAIITYEATH il |
NOTIM CTROPHTH CEPHNT Nepexony. Takuy cKpUrTie DyIe Nekiibka, CKPHIT NoYaTey
PIEHS, CKPHOT NEPEXOIY HA iHIIHI piBEHE.
3.4 ¥ei imurd ckpunTi

Iha yeiMa IHIDHMHE CKPHIITAMH MAC€TRCH Ha YRAa3l CKPHNOT KaMepH Ta piadi

cepanTH Ul axi ayse Heobxinal and Toro wobd rpa Oyna noBHOLIHHOK.
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Bucnoskn

Pozpolka 1wrop € OOHICH 3 HANNCPCOCKTHBHILIMX TAIY3CH ¥ CYMaCHOMY CBITL
TEXHONOTE. Le He TINEKH MOBIHEICTE DPOABHTH CBOK TBOPYICTE 1 CTROPHTH IOCE
VHIKATEHE, ane H WaHc AONYY4HTHCA A0 IHIYCTPIL, AKa CTPIMKD POIBHBACTECH Ta
MPUHOCHTE 3HAYHI MpHOYTEH. OOHAK, WAx po3po0HMEA ITOP He € MPOCTHM.
[lpouec cTEOPEHHA IPH BHMATaE SHAMHKX 3VCHIIb, YACY, 3HAHE TA HABHYOK Y PI3HHX
chepax, BEIOMAKNH NPOrPAMYBAHHA, IH3aHH, AHIMAIIK, 3BYROPEEHCYPY Ta

VIIPABTIHHA TPOSKTAMH.

Pospobka rpr 9acTo cynpoBOmKYETHCA DE3mY9l) BHEIHKIE! TEXHIYH]I TPYIHOIII,
HeoDXIIHICTE BHPIIEHHA KPEeaTHBHHX 3aBJaHb, DararesaJaqHicTs Ta HeoOXiaHICTE
NOCTIAHONO HABYAHHA. Helpawaroum Ha 1] TPVIHOWL, KOMEH STan npouecy - Big
NOYATEOBOIO  3A0yMY 10 OCTATOYMHOMO pemsy - Moxe O0yTH HALIBHYAAHO
FATOBONEHAKYHM. YCNIIIHA po3podKa IPH AeMOHCTPYE, M0 CTAPaHHA Ta RIINAHICTE

MOKY T IEPEMOTTH BCT MEPEIIKOTH.

Y uBOMY KOHTEKCT] Ba#CTHBO TIIKPECTHTH, 010 KOMEH, XT0 Mat DakadHa Ta
HATXHEHHA, MOMe JOCATTH vomixy B uif ramysi. Hesanemuo sin Toro, 4 BM
HOBAYOK, YH BC MAETE NEBHHA TOCBLI, NOMATH CTBOPIOBATH CBOK IPY MOMKHA B
DVIE-AKHHE MOMCHT. BaiMBEO IHIIE MATH OPHCTPACTE J0 HBOTO [pOLEcy 1

MOTOBHICTE HABYATHCA TA BAOCKOHATIOBATHCA.

3aITHKAI) BCIX, XTO BUIYYBAC BHYTPIUHIA TIOKIHK [0 CTBOPEHHA ITOp, He
BIAKTANATH U Mpile Ha moriv, [losHiTeE 2 Mamore - HaBYITECH OCHOR
MpOTPaMYVEAHHA, OOCHiT#yiiTe pi3fHi IHCTPYMEHTH Ans po3pobiM, 3HafioMrecs 3
ADCELIOM IHINHX po3pobHiKIE. Kpok 33 KpokoM BH 3IMOKETE NEPETEOPUTH CBOT 111
Ha peanbHIcTe, [laM'ATaiTe, MO HABITE HAKBLIOMITI Ta HAHVCOIMIIHIIL IFPH
MOYHHATHCA 3 MATSHBKDID 3ATYMY, AKHI OYB BTUICHHH ¥ EHTTA 3aBIAKH CTADAHHIO
TA HAOOMETMHBOCTI iX TBOopme. Tomy He DiHTECH NOYATH CBOK MOJOPOE Y CBIT

pospobEH 1O - PE3yIETATH MOKYTE NEPEBSPLINTH BC1 BAIN OUIKYBAHHA.
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Jiteparypa

. Odnumiina goxymentams Unity [Enexrponnit pecype] — Pexum gocrvny mo

pecypey: hitps://docs unity.comy/

Opiiianid dopym Unity [Enexrponuii pecype] - Pemum gocryny no
pecypey: hitps:/formum. unity.com/

Learning C# by Developing Games with Unity 2021 / Harrison Ferrone
Mastering Unity 22 Game Development / Simon Jackson

Unity i Action: Multiplatform Game Development in C# / Joe Hocking
Youlube waman 3 rafinom [Enexrponmii pecype| — Pemum gocrynmy go

pecypey: https/fwww youtube. comfa Abdelmoumenel nity,

YouTube kaman Brackeys [Emexrponmii pecypc] - Pexum goctymy no
pecypey: https:/fwww. youtube.com/{@Brackeys
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Honatok A
CxpunTa nepconamka
OcHOBHHHA CKPHIT:
using System;
using System.Collections;
using System. Collections. Generic;
using UnityEngine. InputSystem;

using UnityEngine. InputSystem. Utilities;

public partial class @PlayerControls: lInputActionCaollection2, [Disposable

4
public InputActionAsset asset | get; }
public @PlayerControls()

i
asset = InputActionAsset. FromJson{@"{

""name"": ""Player Controls™",
i "IT!E.[.'!SH Il.: [
|

name"": ""Movement

(LIS 1FH

T

"id"": ""03b13461-fe52-4aae-a953-3 lebbl6269bd"",

(L1L) LLILH

actions™": |
|
name™": ""Mowve"",
"rype"™: ""PassThrough"",
"d™: "4 188624a-1332-4844-Ycd 1 ca553dfd590e,
"expectedControl Type™"': ""Vector2"",

e

in i, arErn

processors""; """,

interactions""; .

"initialStateCheck"": false



!
1
“hindings™ |

{

Ll H‘m ":]'EH": illiz:[] vectﬂr.“..
"id"": "549480a3-6195-416c-9d0c-01185960%2"",

Hllpath“” : Iilllnva:tﬂrllil'

e, v

"Minteractions"": !

LLLA P LIER L]

LI}
processors L 4

mrnm m, rnmen

groups™: """,

=] AHE, W HiF
action""; ""Mowve"",

(ELL M

isComposite""”; true,
"sPantOfComposite™™: false

s
I

e ME. TR LS L]

up-
"Mid"": ""015a2d7f- 1 9d3-4af2-90bf-4083b%a6Tc 14,
Irrlpa-L'hl'l": HF{KEF'hEEId}wa"“,

L LI e, wEnn

interactions"": .

nanic

Ir"Pr: : Esnmllﬂ: |lﬂlrll1

URL] Ial, IPFIEH

groups- . ,
"Maction"": ""Move"",
"sComposite™": false,
"5 PartOfComposite™": true
1
]

i :IEHII, lllldﬂwﬂﬂll

iri

"d"": ""Bfd9c | 4£-3180a-4cbf-9302-9ce2 £754555e™",
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L ﬂpat'hrl'" - L] Il{ﬁ:ﬂ-}"hﬂﬂl’d:—".l'l.'i" II1‘

mteractions™™: """,

qiis, diIFEiiS

"processors™"; ;

“teroups” 3

action"": ""Mowve™",
"isComposite™: false,

"isPartOfComposite™”: true
}s
h

AITE, TH LR L]
name"": ""left""

"id"": ""4db10dd8-4d4b-411c-8514-91455dbo244e™",
""path"": ""<Keyboard=/a"",

ez

lntem::tiﬂmlln: mEiirm .

ELEL LEETI LR ELT ]

processors™': s

LIRL RN, IWHEn

groups"": 4

rin

action™: ""Mowve"",

mwg

sComposite™”: false,
"z PartOfComposite™": true

s
{
"hame"": ""!'igh.t""',
"id""; ""5b73001-4a90-47b0-a161-7Tba00cab50d1™,
"path™"; ""<Keyboard>/d"",
""mteractions"": m"m.,.

LU IR R ]

""processors""; :

-'IE[{'!IUPE““I e |r-11
L i

action™'; ""Move"",

""sComposite™": false,



""sPantOfComposite”": true

}
]
b
d

""name"": ""Combat"",
"id™: "Mef857ad 1-2eal-4c63-889e-8505127b2d6a"",
"actions™": [
i
"oame"": " Aack"",
""type"": ""Button"",
"d™ "M3TIT09e8-1846-4d8b-91c9-34760de 1 {766,
""expectedControl Type"": ""Button™",
""processors™: """,
""interactions™"; """,
"initialStateCheck™": false
s

{

"name"": “"Dﬂﬁh.m,
""type™: ""Button"",
"id"" ""4e34d03 1-b49c-4489-adaf-bad Tdcba30Th™",
"expectedControl Type"": ""Button"”,

"processors™": :

""nteractions™: """,

arogantni pavouk, [20.05.2024 19:04]
"MinitialStateCheck"": false

)



1

"“h'i.n.di.n.gsﬂl.: [
d
thmrrlEHH: “Hll“,

d"": "9 769d740-ba 8 f-deb5-be65-0d8 5c0cded02™,
path"": ""<Mouse>=/leftButton"",

interactions™": """,

R, EHIETE

processors” i

E i Hib, mivEiE
'

groups
"action"": ""Attack™",
""isComposite"": false,

"isPartOfComposite™: false

i

{

e FIIE, RTIEFLIF

name"": :
"d"" ""2090d226-T8b6-4c6f-B6e5-Tdlefe TR 205",
""path"": ""<Keyboard=/space™,

L] 5 s [LETRSa L LIRTL]]

interactions™": ,

Fap, FEiiaE

"processors™": """,

(L] ny, AR

groups"": """,
mtiﬂnvlﬂ‘,‘ r‘ll'lDaahIIHT

(LL]

1sComposite"": false,
"MisPartOfComposite™"": false
i
]
h
i

""name"": ""Inventory"",

49
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id™™: ""al662874e-b22c-4ed9-ba26-505cb32adaic™,

actions™; [
{
""name"™"': ""Keyboard"",
""type"": ""Value"",
"id"": ""f9b92a7-db3 5-4060-adad-938ch46deTet"",
""expectedControl Type"™: """,

(LR} qPTE, FPTEFINE

processors - 5

mteractions™": """,

""inihalStateCheck"": true

i

!
"bindings"" [
i
|I1f.l.13meﬂ 'F.. LLILL AL

"Mid™": " 79670d46-7d7E-467a-be3b-b3e965 TREFI 2™,
""path"": ""<Keyboard>/1"",

LLLE B, M Ea

interactions™": P

L]

processors"": ""Scale™",

s FIF, HIHE

groups"™": :
"action""; ""Keyboard"",
""isComposite"": false,
""isPartOfComposite™": false
1s

1

TIRITHE

mip, dbieeie
: L]

""id"": "™ 1c5b0249-] bd9-4§55-8eeb-3aT7th53092cd"",
Iulpath"-: '""‘:ﬂﬂ}?hﬂ&[{i}&“",



LT FIiF, FHFMIR

interactions™": .

me m"m

processors"": ""Scale{factor=2)"",
"“groups™"; """,
""action™": ""Keyboard"",
"isComposite™": false,

"isPartOfComposite™": false

s
{
TnameT" T
"d"": "ellccd4d-aT0b-4f42-a2al -e352faalelbd"™",
""path™: ""<Keyboard=/3"",

LA L 1EFL . 1ELIER

interactions"":

T

""processors™: ""Scale(factor=3)"",

(L] i, 1Ermn

groups
""action™": ""Keyboard"",
""ieComposite": false,
"isPartOfComposite™: false
b
t

Eidi ifip, FiFFiE

name""; .

S

"id"™": ""86d4Te2b-5ed2-42b0-a521-983d232d13eR"",
Hllpath‘ll‘H; “H'::K_E}rbﬂﬂrd:hfq‘“.,
""IIIIlﬁ'I'H.E-llI.ﬂIIE"": I-||l'llrl'|!I

IIIII:“.“.":::IEEE‘:'rE (L] c LEL]] SEH'EEI:: I.'acml.:d_}ll Il:

i (LRI LETRERT]

groups"": y
"action™: ""Keyboard™",
"isComposite"": false,

"isPartOfComposite™': false
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by
d

""mmﬁ""; I'"lll!,
""1d"": ""bab3 1437 -cHed-430d-ael0-e7d2ebeeR 52",
|inamH|r: 'IH":KE}I’Wﬂl'd}.-'IS"H,

L e

""nteractions”™: 3

LU L

PFDCESS'D‘ISH |l|: "“SﬂaiﬂlfﬂﬂtﬂFS}““ y

B, miiHd

"groups™": ;
"action"": ""Keyboard"",
""isComposite"": false,
"MisPartOfComposite”": false
i
1
}
I
"eontrolSchemes"™": []
(5
{{ Movement

m_Movement = asset. FindActionMap("Movement”, throwlfiNotFound: true);

aroganini pavouk, [20.03.2024 19:04]

m_Movement Move = m Movement.FindAction{"Move", throwlfNotFound:
true);

M Combat
m_Combat = asset. Find ActionMap("Combat", throwIfNotFound: true);

m_Combat_Attack = m Combat. Find Action(" Attack”, throwlfNotFound:
true};

m_Combat_Dash = m_Combat. FindAction{"Dash", throwlfNotFound: trug);
i Inventory
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m_Inventory = asset Find ActionMap("Inventory”, throwIfNotFound: true);

m_Inventory Keyboard = m_ Inventory.FindAction("Keyboard",
throwIfNotFound: true);

j

public void Dispose()

{
UnityEngine Object. Destroy(asset);

i

public InputBinding? bindingMask

{
get == asget. bindingMask;

set == asset.bindingMask = value;

!

public ReadOnly Ammay<InputDevice>? devices
{

gel == asgel.devices,
set == asset.devices = value;

public ReadOnlyArray<InputControlScheme> controlSchemes =>
asset.controlSchemes;

public bool Contains{InputAction action)
i

return asset. Contains(action);

}



public IEnumerator<InputAction= GetEnumerator{)
\

return assel. GetEnumerator();

}

[Enumerator [Enumerable GGetEnumerator)

|

return GetEnumerator( );

)

public void Enable()

i
asset. Enable();

}

public void Disable()
i

asset.Disable();

)

public |[Enumerable<InputBinding> bindings => asset.bindings;

public InputAction FindAction(string actionMNameOrld, bool throw![fNotFound =
false)

i
return asset. Find Action(actionNameOrld, throw[iNotFound);

i
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public int FindBmnding{ InputBinding bindingMask, out InputAction action)
{

return asset. Find Binding(bindingMask, out action);

)

i Movement

private readonly InputActionMap m_Movement;

private List<[MovementActions= m_Movement ActionsCallbackInterfaces =
new List<IMovementActions=();

private readonly InputAction m Movement Move;
public struct MovementActions
{
private (@PlayerControls m_Wrapper;

public MovementActions({@PlayerControls wrapper) { m_Wrapper =
wrapper; }

public InputAction @Move => m_Wrapper.m_ Movement Move;
public InputActionMap Getl) { return m_Wrapper.m_Movement; }
public voud Enable() { Get().Enable(); }
public void Disable() { Get(). Disable(); }
public bool enabled == Get{).enabled;
public static imphcit operator InputActionMapi{MovementActions set) {
return set. Get(); )
public void AddCallbacks(IMovementActions instance)
1

arogantni pavouk, [20.05.2024 19:04]

if (mstance == null
m_Wrapper.m MovementActionsCallbackInterfaces. Contains(instance) ) return;

m Wrapper.m MovementActionsCallbackInterfaces. Add(instance);
@Move, started += instance. OnMove;



2

{@Move performed += instance.OnMove;

@Move canceled += instance. OnMove;

I'

private void UnregisterCallbacks(IMovementActions instance)

|
@Move started -= instance. OnMove;

{@Move performed — instance, OnMove,
{@Move.canceled = instance OnMove;

public void RemoveCallbacks(IMovementActions instance)

{

if (m Wrapper.m MovementActionsCallbackInterfaces. Remove(instance))
UnregisterCallbacks{instance),
i

public void SetCallbacks{IMovementActions instance )
i
foreach (var item in m_Wrapper.m_MovementActionsCallbackInterfaces)
UnregisterCallbacks(item);
m_Wrapper.m_MovementActionsCallbackInterfaces. Clear();

AddCallbacks(instance);

1

:

public Movement Actions (@Movement => new MovementActions(this);

{f Combat
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private readonly InputActionMap m_Combat;

pnvate List<ICombatActions= m_CombatActionsCallbackInterfaces = new
List<ICombatActions>();

private readonly InputAction m Combat Attack:
private readonly InputAction m Combat Dash;
public struct CombatActions
]
private @ PlayerControls m_Wrapper;
public CombatActions(i@PlayerControls wrapper) { m_Wrapper = wrapper; }
public InputAction @Attack == m_Wrapper.m_Combat_Attack;
public [nputAction @Dash == m_Wrapperm_ Combat_Dash;
public InputActionMap Get() { return m_Wrapperm_Combat; }
public void Enable() { Get().Enable(); }
public void Disable() { Get().Disable(); }
public bool enabled == Get().enabled;

public static implicit operator InputActionMap(CombatActions set) { return
set. Get(); }

public void AddCallbacks(ICombatActions instance)
{

if (instance == null
m_Wrapper.m CombatActionsCallbacklnterfaces.Contains{instance)) return;

m_Wrapper.m CombatActionsCallbackInterfaces. Add{instance);
(@Artack started += instance. OnAttack;
@Atack.performed += instance. OnAttack:
(wAttack canceled += instance OnAttack;
(@ Dash.started += instance.OnDash;
(@Dash. performed += instance OnDash;
(@ Dash.canceled += instance OnDash;

H
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private void UnregisterCallbacks(ICombatActions instance)
!

fAttack started -= mmstance. OnAttack;
{@Atack. performed = instance.OnAttack;
(@Atack canceled -= instance. OnAftack;

({@Dash started = instance. OnDash;
{@Dash.performed -= instance.OnDash;
(@Dash canceled -= instance.OnDash;

j

public void RemoveCallbacks{ICombatActions instance)

1
[

it {m Wrapperm CombatActionsCallbackInterfaces. Remove(instance))
UnregisterCallbacks(instance);

i

public void SetCallbacks(1CombatActions instance)
!
foreach (var item in m_ Wrapper.m_CombatActionsCallbackInterfaces)
UnregisterCallbacks(item);
m_Wrapper.m_CombatActionsCallbackinterfaces Clear();
AddCallbacks(instance);

j

i
public CombatActions @Combat == new CombatActions(this);

arogantni pavouk, [20.05.2024 19:04]
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/! Inventory
private readonly InputActionMap m_Inventory;

private List<IInventoryActions> m_Inventory ActionsCallbackInterfaces = new
List<IInventory Actions=>();

private readonly InputAction m_Inventory Keyboard;
public struct InventoryActions
]
private {@PlayerControls m_Wrapper;

public Inventory Actions(@PlayerControls wrapper) { m_Wrapper = wrapper;
i

public InputAction {@Kevboard == m Wrapperm Inventory Kevboard;
public InputActionMap Get() { return m_Wrapper.m_Inventory; }
public void Enable() { Get().Enable(); }
public void Disable() { Get().Disable(); }
public bool enabled == Get().enabled;

public static implicit operator InputActionMap(InventoryActions set) { return

set. Get(); }
public void AddCallbacks{IInventoryActions instance)

d

if (instance == null ||
m_Wrapper.m [nventorvActionsCallbackInterfaces.Contains{instance)) return;

m_Wrapper.m_InventoryActionsCallbacklnterfaces. Add{instance);
@ keyboard. started += instance. OnKeyboard;
{@Keyboard.performed += instance. OnKeyboard,
{@Keyboard.canceled += instance OnKevboard;
i

private void UnregisterCallbacks(IInventoryActions instance)

i
(@Kevboard.started —= instance OnKeyboard;
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@Keyboard.performed —= instance OnKeyboard;
(@Keyboard canceled = instance.OnKeyboard;
]

public void RemoveCallbacks(IInventoryActions instance)
i
if (m_Wrapper.m_Inventory ActionsCallbackInterfaces. Remove( instance))

UnregisterCallbacks{instance);

public void SetCallbacks(IInventoryActions instance)
i
foreach (var item in m Wrapperm_InventoryActionsCallbackInterfaces)
UnregisterCallbacks(item);
m_Wrapper.m_[nventoryActionsCallbackInterfaces.Clear();
AddCallbacks(instance};

i
i
public InventoryActions (@Inventory == new InventoryActions(this);
public mterface IMovementActions

|
void OnMove(InputAction.CallbackContext context);

1
public interface ICombatActions

{
void OnAttack({InputAction. CallbackContext context);
void OnDash{ InputAction.CallbackContext context);

}



b1

public interface [InventoryActions

i
vond OnKeyboard{InputAction.CallbackContext context);
i
i
CEPHITT 3/0poE "8
using System.Collections;
using System.Collections Generic;
using UnityEngine,
using UnityEngine. UL

using UnityEngine. SceneManagement;

public class PlayerHealth : Singleton<PlayerHealth>

{
public bool 1sDead | get; private set; |

[SenalizeField] private int maxHealth = 3;
[SenalizeField] private float knockBackThrustAmount = 10f
[SerializeField] private float damageRecoveryTime = 1£;

private Shider healthShder;
private int currentHealth;
private bool canTakeDamage = true;
private Knockback knockback;
private Flash flash;

const string HEALTH _SLIDER_TEXT = "Health Slider”;
const string TOWN_TEXT ="Scenel";



readonly int DEATH_HASH = Animator.String ToHash( "Death"™);

protected override void Awake() {
base. Awake();

flash = GetComponent<Flash=();
knockback = GetComponent<Knockback=>();
]

private void Start() {

1sDead = false;

currentHealth = maxHealth,

UpdateHealthSlider{);
i

private void OnCollistonStay2 DM Collision2D other) {

EnemyAl enemy = other. gameObject. GetComponent<Enemy Al=();

if (enemy) {
TakeDamage( |, other.transform);
}
i

public void HealPlaver() {
if (currentHealth < maxHealth) {
currentHealth += 1;
UpdateHealthSlider();

62



public void TakeDamage(int damageAmount, Transform hitTransform) |
if (‘canTakeDamage) | retum; |

ScreenShakeManager. Instance. ShakeScreen();
knockback. GetknockedBack{ hitTransform, knockBack ThrustAmount);
StartCoroutine({{lash. FlashRoutine() );
canTakeDamage = false;
currentHealth = damage Amount;
startCoroutine{ DamageRecoveryRoutine()});
UpdateHealthSlider();
CheckIfPlayerDeath();

)

private void CheckIfPlayerDeath() {
if (currentHealth <= 0 £& 'isDead) {
1sDead = true;
Destroy({ ActiveWeapon. Instance. gameObject);

currentHealth = 0;
GetComponent<Animator=().SetTrigeer{ DEATH HASH);
StartCoroutine(DeathLoadScensRoutine) );

}
i

private IEnumerator DeathLoadSceneRoutine() {

vield return new WaitForSeconds(21);



Destroy({ gameObject);
SceneManager. LoadScene(TOWN _TEXT);
i

private [Enumerator DamageRecoveryRoutine() {
yield returmn new WaitForSeconds{damageRecoveryTime);

canTakeDamage = true;

i

private void UpdateHealthShder() {
if (healthSlider == null) {

healthSlider =
GameObject. Find(HEALTH _SLIDER_TEXT).GetComponent<Slider=();

i

healthSlider. maxValue = maxHealth:

healthSlider. value = currentHealth;

|
)

CEPHIT HAHECEHHN MOILIKO/RCHHA .
using System.Collections;
using System.Collections. Genenc;

using UnityEngine;

public class DamageSource : MonoBehaviour

{
private int damageA mount;



private void Start() {

MonoBehaviour currenActiveWeapon =
ActiveWeapon. Instance. Current Active Weapon;

damageAmount = (currenActiveWeapon as
[Weapon). GetWeaponlnfo(). weaponDamage:

|

private void OnTriggerEnter2DN Colhder2D other) §

EnemyHealth enemyHealth =
other. gameObject. GetComponent=EnemyHealth>{);

enemyHealth? TakeDamage(damage Amount);
H
f

CEPHIIT STaKn:
using system. Collections;
using System.Collections.Generic;

using UnityEngine;
public class ActiveWeapon : Singleton=ActiveWeapon>
d

public MonoBehaviour CurrentActiveWeapon { get; private set; |

private PlayerControls playerControls;
private float timeBetweenAttacks;

private bool attack ButtonDown, isAttacking = false;

protected override void Awake() {
base. Awake();



G

plaverControls = new PlayerControls();
i

private void OnEnable()

]
playerControls. Enable();

i

private void Start()

i
playerControls. Combat. Attack started += _ => Start Attacking();

playerControls.Combat. Attack canceled += _ => StopAttacking();

AttackCooldown();
!

private void Update() {
Arttack();

i

public void New Weapon(MonoBehaviour newWeapon) |
CurrentActive Weapon = newWeapon,

AttackCooldown();

tmeBetweenAttacks = (CurrentActiveWeapon as
[Weapon).GetWeaponlnfo(). weaponCooldown;

i
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public void WeaponNull() {

Current Active Weapon = null;

i

private void AttackCooldown() |
sAttacking = true;
StopAllCoroutines();
StartCoroutine( TimeBetweenAttacksRoutine());

'

private [Enumerator TimeBetweenAttacksRoutine() |
yield return new WaitForSeconds(timeBetweenAttacks);
isAttacking = false;
i

private void StartAttacking()
i
attackButtonDown = true;

i

private void StopAttacking()
i
attackButtonDown = false;
h

private void Attack() {
if (artackButtonDown && lisAttacking && CurrentActiveWeapon) {
AttackCooldown{);



{CurrentActiveWeapon as [Weapon). Attack();
'
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Nonarox B
CxpunTH BOporis
LIl sopora:
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class EnemyAl : MonoBehaviour

i
[SenalizeField] private float roamChangeDirFloat = 2f;

[SerializeField] private float attackRange = Of;
[SenalizeField] private MonoBehaviour enemyType;
[SerializeField] private float attackCooldown = 2f;
[SerializeField] private bool stopMovingWhileAttacking = false;

private bool canAttack = true;

private enum State §
Roaming,
Attacking
i

prvate Vector2 roamPosition;

private float timeRoaming = 0f;

private State state;

private EnemyPathfinding enemyPathfinding;
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private void Awake() {
enemyPathfinding = GetComponent<EnemyPathfinding=();

state = State. Roarming;

]

private void Start() {

roamPosition = GetRoamingPosition();

i

private void Update() |

MovementStateControl();

)

private void MovementStateControl() |
switch (state)
i
default:
case State. Roaming:
Roaming();
break:

case State. Attacking:
Attacking();
break;
i
!

private void Roaming() {
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timeRoaming += Time.deltaTime;

enemyPathfinding MoveTo{roamPosition);

if {Vector2 . Dhstance(transform_position,
PlayerController. Instance. transform. position) < attackRange) {

state = State. Attacking;
i

if (timeRoaming > roamChangeDirFloat) §
roamPosition = GetRoamingPosition(),
E
:

private void Attacking() {

if (Vector2. Distance(transform. position,
PlayerController. Instance. trans form. position) = attackRange)

{

state = State Roaming;

!

if (attackRange != () && canAttack) {

canAttack = false;

{enemy Type as [Enemy). Attack();

if (stopMovingWhile Attacking) {
enemyPathfinding. StopMoving();
} else {



T2

enemyPathfinding. MoveTo{roamPosition);
h

StartCoroutine{ AttackCooldownRoutine());

;
}

private IEnumerator AttackCooldownRoutine() {
vield return new WaitForSeconds{attackCooldown);

canAttack = true;
i

private Vector2 GetRoamingPosition() |
tmeRoaming = Of;

retfurn new Vector2{Random.Range(-11f, 11), Random Range(-11L,
1 f)).normalized;

}
)

CrpanT #eTTA:
using System. Collections;
using System.Collections. Generic;

using UnityEngine;

public class EnemyHealth : MonoBehaviour

t

[SenalizeField] private int staringHealth = 3;
[SerializeField] private GameObject deathVEFXPrefab;
[SerializeField] private float knockBack Thrust = 15f;



e

private int currentHealth;
private Knockback knockback;
private Flash flash;

private void Awake() {
flash = GetComponent<Flash=();
knockback = GetComponent<Knockback=();

i

private void Start() {

currentHealth = startingHealth;

i

public void TakeDamage(int damage) {
currentHealth -= damage;

knockback. GetKnockedBack({PlayerController. Instance. transform,
knockBackThrust);

StartCoroutine( flash. FlashRoutine());
StartCoroutine{CheckDetectDeathR outine());

'

private [Enumerator CheckDetectDeathRoutine() {
vield return new WaitForSeconds(flash. GetRestoreMat Time());
DetectDeath();

}

public void DetectDeath() {
if (currentHealth <=0) {



Instantiate(deathV FXPrefab, transform. position, Quaternion. identity);
GetComponent=PickUpSpawner>(). Dropltems();
Destroy({gameObject);

}
h
'

CrpHOT JHCTAHIWIHAHOT ATAKH:
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class EnemyPathfinding : MonoBehaviour
{

| SerializeField] private float moveSpeed = 2f;

private Rigidbody2D rb;
private Vector2 moveDir,
private Knockback knockback;

private SpriteRenderer spriteRenderer,

private void Awake() {
spriteRenderer = GetComponent<SpriteRenderer=>();
knockback = GetComponent<Knockback>();
th = GetComponent<Rigidbody2D=();
|

private void FixedUpdate() {
if (knockback GettingKnockedBack) { retum; |



rb.MovePosition(rb. position + movelir * (moveSpeed *
Time. fixedDeltaTime));

if (moveDir.x < 0} §
spriteRenderer. flipX = true;
} else if (moveDir.x > 0) {
spriteRenderer.flipX = false:
|
'

public void MoveTo{Vector2 targetPosition) {
moveDir = targetPosition;

}

public void StopMoving() {
moveDir = Vector3.zero;
h
}

75
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Honatox B
Crpunt 3MiHH cuel
CEpHIT NoYaTKy cHeHH:
using System. Collections;
using System. Collections. Genenic;

using UnitvEngine,;

public class AreaEntrance : MonoBehaviour
!

[SenahizeField] private string transitionName;

private void Start() {
if (transitionName == SceneManagement.Instance. Scene TransitionName) {
PlayerController Instance. transform _position = this. transform. position;
CameraController Instance SetPlayerCameraFollow();
LITFade.Instance. FadeToClear();
i
H
i

CHPHOT NEpexony Ha HITY CLEHY:
using System.Collections;
using System.Collections. Generic;
using UnityEngine;

using UnityEngine. SceneManagement;

public class Areabxit : MonoBehaviour

d
[SerializeField] private string sceneToLoad;
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[SerializeField] private string scene TransitionName;

private float waitToLoadTime = If;

private void OnTriggerEnter2Di{Collider2D other) |
if (other. gameObject. GetComponent<PlayerController=(}) {
sceneManagement. Instance. Set TransitionName(scene TransitionName):
UlFade. Instance. FadeToBlack();
StartCoroutine( LoadScensRoutine());
i
!

private [Enumerator LoadSceneRoutine() |
while (waitToLoad Time >= ()
i
waitToLoadTime -= Time.deltaTime;

vield return null;

i

SceneManager. LoadScene(scene ToLoad);

i
i

CEPHOT KOHTPOMK KAMEPH:
using System.Collections;
using System.Collections. Generic;
using UnityEngine;

using Cinemachine;



public class CameraController : Singleton<CameraController=
i

private CinemachineVirtualCamera cinemachineVirtualCamera;

private void Start() |
SetPlayerCameraFollow();

|

public void SetPlayerCameraFollow() {

cinemachineVirtualCamera =
FindObjectOfType<Cinemachine VirtualCamera=>();

cinemachineVirtualCamera. Follow = PlayverController. Instance._transform;

]
!



