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AHoTalis

B poGorti KociuKyI0ThCS TEOPETHYHI OCHOBH CTBOPEHHS Ta MPOEKTYBAHHS irop,
aHAI3YIOThCS HEOOXiIHI BUMOTH 1 HABUYKY JUIS IHOT0. B mpakTianiit gacTumi
NPEICTABIEHO NPOCKTYBAHHS apXiTEKTYPH TPH, METOJIH 1 aITOPUTMH CTBOPEHHS

NIEBHUX ACIEKTIB I'PH.

PoGoTa Mae Ha MeTi OKa3aTH yHIKaIBHICT | BOAHOYAC CKIATHICTh CTBOPEHHS irop.
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BCTYII

Y cy4acHoMy CBITi iHZYCTpist BiZ€OIirop € oHI€I0 3 HAMOLIBII AHHAMIYHO
PO3BHUBAIOYHX rajy3e, sKa NPONOHY€ 3HAYHI MOX/IMBOCTI Il TBOPYOI peaisartii,
TEXHIYHUX IHHOBAII} Ta EKOHOMIYHOTO 3pocTanHs. Po3pobka BIZIEOITOp BUMAarae
NIOETHAHHS PI3HUX ACTIEKTIB, BKIIOYAIOYH IPOrpaMyBaHHs, rpadidauil qu3aiiy,
3BYKOBE O(QOPMIICHHS Ta yNpaBIiHHsA NpoekTamu. OIHUM i3 HaH IOy IApHIIHX
IHCTPYMEHTIB 171 CTBOpeHHs irop € Unity — kpocriarhopMeHHuit pyLuiit, skuit

HaJa€ MUPOKI MOXKIHBOCTI JUISl PO3POOHHUKIB yCiX piBHIB.

Mertoro nanoi aunIoMEOI po6oTH € po3pobka rpu Ha muatdopmi Unity. Bubip came
ui€el mIaTGopMu 3yMOBIEH!H 1T yHiBEpCATbHICTIO, TOTYKHIMU IHCTpYMEHTaMH ISt
CTBOPEHHS TPUBHMIPHOI Ta JBOBEMIPHOI Ipadikit, a TaK0X aKTUBHOKO TIiATPEMKOIO 3
6oy crminpHOTH Po3po6HUKiE. Unity 103BOIISE CTBOPIOBATH BUCOKOSKICHI irpu st
pisHuX 1u1arpopm, Brmodarods 1K, MOGLIBHI IPUCTpPOT Ta KOHCOII, 10 POGHTE HOro

ineanpHMM BHOOPOM ISt peattisanii Haipi3HOMAaHITHIIIHX ineil.

It munomua po6oTa Mae Ha MeTi He TiIBKU IIPOAEMOHCTPYBATH IIPAKTHYH] HABUUKHU
PO3pOOHUKA y CTBOPEHHI irop, ane i MiAKpeCcIuT! BaKIMBICTh iHTErparlii pisHux
TEXHIYHHX 1 TBOPYMX €TEMEHTIB [l CTBOPEHHS 3aXOILTIOI0YOr0 Ta SKICHOTO
KIHLIEBOTO IPOIYKTY. Pe3ynpTaTom poGOTH CTaHe roToBa Ipa, sKa MOoXe GyTH
MPE/ICTABICHA HA PO3IJIA] TPOMAJCHKOCTI Ta BUKOPHCTAHA K OCHOBA IS

NOIadBIIUX MMPOEKTIB.



PO3JIJI1 ApxiTekTypa npoekry

¥ mpoueci CTBOPEHHS Py IOCTIiHO BUHUKAIOTH JUIEMH 3 IPUBOLY peatisarii THx
YM IHIIMX acrekTiB rpu. CnocobiB peanisawii HaBiTH OJHOTO 3 Hail MPOCTIMIOro
€IEMEHTY IpH € 6e371i4. ToMy BaXIHBO IEpe HOYaTKOM CTBOPEHHAM TIPOEKTY
3HAWTH YiTKi BiJNOBIAI HA KOHKPETHI 3aMUTaHHA (B 3aJ€XKHOCTI BiJ CAMOTO IIPOEKTY)

HaIlpUKIanm:

1. Sxa 3a po3mipom Gyze rpa ?
Ha mio came Gyzae crmpartucs rpa ?
Ilo s xouy y Hiii 6aunty ?

[linsoBa ayauropist rpu ?

DR

I'T:n,

Ha Taki nuranns nosunHi GyTH BiAnOBiai HaBiTE AKIIO BY mpaoeTe oauH. Tomy
3aBXK/IM IIEpe]] MOYaTKOM poOOTH HaJ IPOK0 MOTPIOHO cTBOproBaTH “TexHiuHi
JOKYMEHTH” y SIKMX € He TIJBbKH BiAOBIl HA Il caMi MUTAHHS a i TeXHiYHa
iH(opMallis 3 POrpecoM AKMH y Bac BiKe €.

X049 1e npocTyit ane i BOAHOYAC HOTYKHUIHA IHCTPYMEHT SKHIl HE a3 JOIOMOKE

CIPOEKTYBaTH MaiOyTHIO TPy 1 He 3aryOUTHCS 110 JOPO3i.

TakoK Ba)KIMBO 3a3HAYHMTH IO [IPH CTBOPEHHI I'PH, AK i 6YIb IKOrO MOBHOI[IHHEOIO

IPOAYKTY, TpeOa pOo3yMITH i 3HATH TONOBHI IPHHIMIIM i IPABUIIA IIPOSKTYBAHHS.

* PosymiHHS, IO IPU CTBOPEHHI Oyb IKOT0 eIEMEHTY rpH Tpeba He IPOCTo
3pOOUTH Tak 100 BOHO MPAIfOBAJIO, a ¥ TaK mo CTBOPEHIH aCIIeKT Jerko 0yiIo
NIEPEHOCUTH Ta po3iuupioBaTy. I1oTpiOHO HE BUKOHYBATH KOHKDPETHI 3a/1a4i, a
CTBOPHUTH 3PYyYHUH 1 JIETKO PO3IIMPIOBAHU {HCTPYMEHTApil 3aBIAKH SKOMY
BXKE 1 CTBOPIOBATH MOTPiOHi BaM acniektu. ['pa Ha eTamni CTBOPEHHS IOBHHHA

OyTH JIETKO PO3NIMPIOBAHOIO i II€ 32011 IUTh BEMYE3HY KiJbKiCTh Jacy.



* CrBopenHs y mepury 4epry $hyHIaMeHTalIbHEX i OCHOBHMX €IEMEHTIB a OTiM

BXKC NOBEPX HMX J0JaBaTH IIOCHL HOBE.

B 3arani € 6arato npaBu aje s BUALIMB 2 HAMTOTOBHIIIMX 32 MOIM TOCBLIOM. Tomy
X0 1Tpa He BEJIHKa 38 PO3MIpOM yci MPOJEMOHCTPOBAHI y Hill MOKIUBOCTI Oy 1yTh
BIATIOBIIATH IPABHIIAM i PEaTi30BaHi GBI CKJIaTHUMH LITSIXAMH. Jns notpumanHs

TIEBHOI apXITEKTYPH I'PH.



PO3JIJI 2 CTeopenns 6a3oBux (pynkmiii rpu

CrBopenns 6a30BUX QYHKIIIH IPU € OHIM 3 HAMBAKTUBIIINX €TAIB y po3pooui

Oy 1p-sxoro irpoBoro mpoekty. et mporec BkIoyac B cebe pPO3pOOKY OCHOBHHX
MEXaHiK, Ki BU3HaYaTUMYTh, IK TPaBI[i B3aEMOIIIOTh 3 I'POBUM CBITOM, a TAKOXK
3a06e31e9y0Th QYHIAMEHT /ISl OJANBIIOT0 PO3BUTKY IrpOBUX (YHKIIOHAIBHOCTEH.
OcHoBHI QyHKIIT 'PU OXOIUTIOIOTH TaKi ACTIEKTH, SK KEPYBaHHsI IIEPCOHAIKEM,

B3a€EMOJIsI 3 00'ekTaMu, 00poOKa (i3uKH, a TAKOK 1HTEpdeEiic KopucTyBaya.
1. KepyBanHus nepcosaxem

OzHi€ro 3 mepiux 3a1a4 y po3po6iii TP € CTBOPEHHS CHCTEMHE KEepyBaHHS
nepconaxeM. Ile Bkmogae B cebe HamamTyBaHHS KOHTPOIEPIB IS PyXy, CTpUOKIB,
aTaK Ta IHUMX i, AKi MOXYTh BUKOHYBATHCS IpaBLeM. B Unity neit nporec
3a3BMYal NIOYMHAETHCA 3 HANAMITYBaHHs Input Manager, e BUSHAYAFOTHCS KIIABimIi

Ta KHOIIKY, SIKi BiTOBIZaTUMYTh 3a MEBHi il
2. B3zaemogis 3 00'ekramu

BasKMBHM acIeKTOM IrpOBOTO MPOIIECY € MOKIMBICTE B3a€MOIi] IIEPCOHAXA 3
pi3HAMH 06'ekTamu y cBiTi rpu. Lle MoxyTh GyTH IBEPI, AKI MOJKHA BiAKPUTH,
IPEAMETH, SIKi MOXKHA MiibpaTh, aG0 BOPOTH, 3 IKUMH [OTPIOHO oopotucs. s
peaizarii TakuX B3aEMOJIiN BUKOPUCTOBYIOTECS KOJIafiICPH Ta TPUTEPH, A TAKOK

CKPHIITH, 110 0OpOOIIAIOTE MOiT B3aeMOii.
3. O6pobka ¢izuku

Unity nagae moTyxuauit Gisuanmii pymii, sKui 103BOISE CTBOPIOBATH pealliCTUYHi
B3aeMOZIT Mix 00'extamu B rpi. Hanamrypanus hisuuaux BIacTHBOCTEI 00'eKTiB,
TaKKX K Maca, Cuja TEPTs Ta eNaCTHYHICTh, JO3BONSAE CTBOPIOBATH Pi3HOMAHITHI
e(eKTH, Bil IPOCTUX 3ITKHEHB 0 CKJIATHUX CUMYJIILIN pyxy. Bukopucranus

Rigidbody ta Physic Material € kTr090BHMH acmekTaMy 1[HOTO IIPOLIECY .

4. Intepdeiic kopucTyBaya



At Toro mwo6 rpaBui Moru eheKTHBHO B3aEMOIIATH 3 IPOX0, HEOOXIAHO CTBOPHUTH
3pY4HHIl Ta IHTYITHBHO 3po3yMinuii intepdeiic kopuctysaya (UI). Lle Bkmouae B
ce0e CTBOPEHHS MEHIO, iHhOpMaLiiHIX MaHe e, 1HIMKATOPIB 370POB's Ta iHIIMX
€JIEMEHTIB, 5IKi I0NIOMAraroTh I'PaBIIeBi OPi€HTYBaTHCA Y Tpi Ta NIPHIAMATH piLIEHHS.
B Unity nia creopents Ul BAKOPHCTOBY€ETBCS CHCTEMA Canvas, sixa 103BOJII€E

PO3MIIIyBaTH Pi3HOMAHITHI eneMeHTH inTepdeiicy y 2D IIPOCTOPI.

5. 30epexxeHHs Ta 3aBaHTAKEHHS JAHUX

IIle onHi€0 BOXKTHBOIO (YHKIIEK0 € MOXITUBICTD 36epeKeHHs IIporpecy rpaBms Ta
HOTO 3aBaHTAKEHH: y MailOyTHBOMY. Ile 3a6e3meuye MOKIUBICTE IIPOJIOBXKYBATH
TPY 3 TOTO MICLs, [I€ TPaBelhb 3yMUHUBCS. [ 1[bOTO BHKOPHCTOBYIOTHCS CHCTEMH
30epereHHs aHuX, Taki sk PlayerPrefs mms npocTux nanux, a6o Gibim ckIamsi

pIlIEHHs, K 30epe)xeHHs B haitam uu 6asu JaHuX.

Po3pobka GazoBux GyHKLii rpyu € GyHIAMEHTATEHIM eTaroM, SKHil 3aK/1a1ae
OCHOBY /IS IIOAANBIIOTO PO3BUTKY NPOEKTY. BUKOHAHHS IUX 3a/1a4 BUMArae
rMHOOKMX 3HaHb Y IPOTPaMyBaHH, PO3YMiHHS MPHHIMIIB POGOTH IrPOBUX PYLIIiB Ta
TBOPYOTO MAXOY 110 BUPIIICHHS TEXHIYHHX 3aBJaHb. 3 IPABHILHO peani30BaHUMU
0asoBuMM QyHKIiSMHU, 'pa OTPUMYE MilHUI QYHIAMEHT ISl OAATBIION0
PO3IIMPCHHS Ta BAOCKOHAICHHS, 10 JO3BOJISIE CTBOPHTH 3aXOIITIOI0YUH Ta SKICHUI

IrpOBHI JOCBIA AJIsi KOPUCTYBAYiB.

Ilpuxnan creopennst pyxy y 2D rpi skuif J1erko HaJaroquTH mix Oyab
AKi moTpedwn.
using System.Collections;

using System.Collections.Generic;

using UnityEngine;



public class PMovement : MonoBehaviour

{

private Rigidbody2D rb;
private BoxCollider2D bc;
private Animator animation;

private enum MS {idle, running, jumping, falling, doubleJumping, walllumping, wallSliding}

[Header("For Movement")]
[SerializeField] private float speed = 8f;
[SerializeField] private float airspeed = 9f;
private float inputHoririzontal;

private bool facingRight = true;

private bool isMoving;

[Header("For Jumping")]

[SerializeField] private float jumpForce = 16f;
[SerializeField] private int jumplim = 2;
[SerializeField] private LayerMask jg;

[SerializeField] private int jumpc = 0;

[Header("For Walllumping")]
[SerializeField] float wallJumpDirection = -1;

[SerializeField] Vector2 walllJumpAngle;

[Header("For Wall")]

[SerializeField] private LayerMask wallLayer;
[SerializeField] private Transform wallCheckPoint;
[SerializeField] private Vector2 wallCheckSize;
[SerializeField] private float wallSlideSpeed = -3;
private bool touchingwall;

private bool WallSliding;



void Start()

{
rb = gameObject.GetComponent<Rigidbody2D>();
bc = GetComponent<BoxCollider2D>();
wallJumpAngle.Normalize();

animation = GetComponent<Animator>();

void Update()
{
if(Time.time >= PCombat.nextAttackTime && PCombat.blockMoment == false)
{
move();
jump();
Walllump();
CheckWall();
Wallslide();

UpdateAnimation();

void move()

{

inputHoririzontal = Input.GetAxisRaw("Horizontal");
if (Grounded())
{
rb.velocity = new Vector2(inputHoririzontal * speed, rb.velocity.y);

}
else if(!Grounded() && !WallSliding && inputHoririzontal = 0)
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rb.AddForce(new Vector2(airspeed * inputHoririzontal, 0));
if (Mathf.Abs(rb.velocity.x)> speed)
{

rb.velocity = new Vector2(inputHoririzontal * speed, rb.velocity.y);

if (inputHoririzontal > 0 && !facingRight)
{
Flip();

if (inputHoririzontal < 0 && facingRight)
{
Flip();

void jump()

{

if (Input.GetButtonDown("Jump") && (Grounded() | | (++jumpc < jumplim)))

{

rb.velocity = new Vector3(rb.velocity.x, jumpForce);

if (Grounded() )
{

jumpc =0;
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void Flip()

{
if ('WallSliding )

{
walllumpDirection *=-1;
facingRight = IfacingRight;
transform.Rotate(0, 180, 0);

void Wallslide()
{

if (touchingwall && !Grounded() && rb.velocity.y < 0)
{
WallSliding = true;

else

WallSliding = false;

if (WallSliding)
{

rb.velocity = new Vector2(rb.velocity.x, wallSlideSpeed);

void Walllump()

12
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if((WallSliding | | touchingwall ) && (++umpc < jumplim) && Input.GetButtonDown("Jump"))
{

rb.AddForce(new Vector2(jumpForce * walllJumpDirection * walllumpAngle.x, jumpForce *

wallJumpAngle.y), ForceMode2D.Impulse);

if(WallSliding | | touchingwall)
{

jumpc=0;

private void UpdateAnimation()

{

MS state;

if (inputHoririzontal > Of | | inputHoririzontal < 0f)

{

state = MS.running;

}

else

{
state = MS.idle;

if (rb.velocity.y >.1f)
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state = MS.jumping;
}
else if(rb.velocity.y < -.1f)

{
state = MS.falling;

animation.Setinteger("state", (int)state);

private bool Grounded|()

{
return Physics2D.BoxCast(bc.bounds.center, bc.bounds.size, 0f, Vector2.down, 0.2f, jg);

void CheckWall()
{

touchingwall = Physics2D.OverlapBox(wallCheckPoint.position, wallCheckSize, 0, wallLayer);

}

private void OnDrawGizmosSelected()

{

Gizmos.color = Color.blue;

Gizmos.DrawCube(wallCheckPoint.position, wallCheckSize);

Ha npomy mpuknazi MoxxiuBo mo6aunty peamtizarito 2D PYXy CTpHUOKIB KOB3aHHS 10

CTIHaM i T.J1. 3 IPUB’s3aHUM a”imMaTopom Unity.



15

Ieit ckpunt B Unity BinmoBinae 3a pyx mepcoHaxa, HOro aHiMarii Ta B3aeMOIiio 3i

criHamu. OCh KOPOTKE MOSICHEHHS HOTO OCHOBHUX 9ACTHH:
Metoau:
- 'Start()": Inimianizamis KOMIIOHEHTIB.

- 'Update()': Buksuk MeTozis ajist pyxy, cTpuoKa, NIEPEBIPKH CTIH Ta OHOBJICHHS

aHiManii y KO)KHOMY KaJpi.
- ‘'move()': Pyx mepconaa, sk Ha 3eMJIi, TaK i B HOBITPI.
- jump()': CTpHOOK IepCcoHaXka 3 0GMEKEHHIM Ha KiTbKiCTb CTpHOKIB.

- 'Flip()": 3mina Hanpsimy 0671M94s mepcoHaxa.

"Wallslide()': ITepconask Moe KOB3aTH IO CTiHAX.

"WallJump()': Ctpu6ox Biz cTiHm.

‘UpdateAnimation()': OHOBIEHHS CTaHy aHiMAali] B 3a1€KHOCTI Bix pPyxy

IEpCOHaXA.
- "Grounded()': ITepeBipka, 9u nepcoHax Ha 3eMIIi.

- "CheckWall()': ITepeBipka, 4n iepcoHaX TOPKAETHCS CTIHH.
HonaTkoBi GyHKII:

- 'OnDrawGizmosSelected()': Bizo6paxeHHs Ti3mo st TNIEPEBIPKU KOHTAKTY 3i

CcTiHOX B pemaktopi Unity.

Kox mocrpinie rpasus

using UnityEngine;

public class PlayerAttack : MonoBehaviour

{

[SerializeField] private float attackCooldown;



[SerializeField] private Transform firePoint;
[SerializeField] private GameObject[] fireballs;
[SerializeField] private AudioClip fireballSound;

private Animator anim;
private PlayerMovement playerMovement;
private float cooldownTimer = Mathf.Infinity;

private void Awake()

{

anim = GetComponent<Animator>();
playerMovement = GetComponent<PlayerMovement>();

}

private void Update()

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

playerMovement.canAttack()

&& Time.timeScale > 0)
Attack();

cooldownTimer += Time.deltaTime;

}

private void Attack()

{

SoundManager.instance.PlaySound(fireballSound);
anim.SetTrigger("attack");
cooldownTimer = 0;

fireballs[FindFireball()].transform.position = firePoint.position;

16

fireballs[FindFireba!I()].GetComponent<ProjectiIe>().SetDirection(Mathf.Sign(tra nsform.localScale.

X));

}

}
private int FindFireball()

{

for (inti=0; i < fireballs.Length; i++)

{
if (!fireballs[i].activelnHierarchy)

return i;

}

return 0;

}

Meronmu :
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"Awake()’
Meton, siknii BUKIMKAETHCS NPH ininianizauii 06'exra:

Bin 3HaxoauTs i 30epirac nocunanua Ha KOMIOHeHTH Animator Ta PlayerMovement.

"Update()’
Metoa, AKHIi BUKIHKAETHCA KOMKEH Kajap:

Ileii MmeTox nepesipsie, un HATUCHYTA JiBA KHOMKA ML, YK MHHYB J0CTATHIH YaC 3 MOMEHTY
OCTaHHBOT ATAKH, YN MOXKe rPaBelk aATAKYBATH i Y He MOCTAB/IEHA rPa HA nay3y. fAkuo Bci

YMOBM BHKOHaHI, BHKIMKAETLCsA MeTox 'Attack()’. ITotim 36iabimyerses TaliMep KyJaaayHy.

"Attack()’

Meton, sikuii BUKOHYE aTaKy:
Lleii MmeTon BUKOHYE HACTYNHI Aii:
1. BiaTeBoproe 3Byk aTaku.

2. 3anyckae aHimMauio aTaku.

3. Ckupae Taiimep Kkyaaayny.

4. 3HaxoauTh BLILHY BOTHSHY KYJI0, BCTAHOBJIIOE i mo3uuiio ua “firePoint i 3axae HANPSAMOK

pyxy-.

"FindFireball()
MeTon ans nomyky HeakTHBHOI BOTHSIHOT Ky.JIi B MACHBI:

Ileii meTon nepedupae macus “fireballs® i noseprae ingexc nepumoi HeAKTHBHOI BOrHSHOI

Kyji. Sxumo Bei kyai akrueui, noseprae 0.
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@izuka Ta inwi acnexktu y Unity

‘Vci iH1i ocHOBHI QYHKIIIT rpy peanisytoTscs y camoMy pezakropi Unity. Ycim
esleMeHTaM i 00’ €KTaM MOXKITMBO MpUsHauuTH (Pi3uky, XiTOoKCe, Konmanaep, crpair,
1HIII CTBOPEHHI Ballli CKPHUIITH 1 T.1., Ta HaJaroAUTH iX Mif cBOI MOTpeOH.

@ Inspector o8 Tile Palette

ﬁ v PU

Tag PIGYE b L0 S B

Prafab & PL
Overrides i el i setactll]
i Transform i |
" Poaition %\ ~20,9323 1 111,331
Rotation A 0 Y. .0
|2 Seato &% 3,086504 ' 2091264
I& {8l v Sprite Renderar
& & & Rigidbody 20
£% [/ ) Box Bolildas 20

.g\u
a0 None (Phisic s Material 20)

| 00T 015
X 08343026, V11517217
0

info

¥ v Anlmator ;
'+ 3 v conlbo Character (Script)
l' EB v P Movament (Script)

% B state Machine {Script)

] o 4 vp Combat (Script)

Ha npuxiiani MOKIMBO MOOAYUTH IHCIIEKTOP Y SIKOMY ITOKa3aHl yCl KOMIIOHEHTH SIK]

HaJIe)KaTh NMEePCOHAXKY IpaBIst 1 IX IapaMeTpH SKi MOKHa 3MIHIOBATH.



PO3J1JI 3 Creopenns npocynyTux QpyHKuii

- Game Manager

Game Manager — ue tur ¢aitny y Unity SKMX J03BOJISIE KEPYBATH 1 CIIIAKYBATH 3a

rnoGanbHUMU NpouecaMu y rpi. Taki eJeMeHTH sIK: 3M0pOB’ s TpaBlis Ta BOPOTiB,
rao0anpHl MOMIT ISl SIKUX TPUIEPOM € SIKach YMOBA, 1HIILY 1HPOPMALIIO ITPO AesKi
00’ eKTH 10 SIKOT YaCcTO MOCUIIAIOTECS 1 T.1. Kpalle i 3py4Hillie TpUrepy LuX Mo i

PO3MIIITYBaTH came Y LIbOMY CKpPHUIITI. (CaMe TpUrepH a He peai3alliio)

Ipuknaz sx peajnizoBaHo 310pOB’ s TPaBIL | BOPOTIB:

Kycox xony 3 Game Manager siknii Biniosijae 3a 3110poB’s.

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

using UnityEngine;

public class GameManager : MonoBehaviour

d
public static GameManager gameManager { get; private sct; }
public UnitHealth playerHealth = new UnitHealth(100, 100);
public UnitHealth crowHealth = new UnitHealth(60,60);
public UnitHealth dogHealth = new UnitHealth(90, 90);

void Awake()

]
L
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public UnitHealth crowHealth = new UnitHealth(60,60);

public UnitHealth dogHealth = new UnitHealth(90, 90);

void Awake()
{

if (gameManager != null && gameManager != this)

{
Destroy(this);

}

else

{

gameManager = this;

IIponosxenHs peanisaii 310p0OB’s i HAHECEHHS MOLIKOUKEHD B CIELiaTbHOMY I

IIbOIO CKPHIITY.

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

using UnityEngine;

public class UnitHealth

{

int currentHealth;

int currentMaxHealth;

public int Health
{
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get

return currentHealth;

set

currentHealth = value;

public int MaxHealth

{
get

{

return currentMaxHealth;

set

currentMaxHealth = value;

public UnitHealth(int health, int maxHealth)
{

currentHealth = health;

currentMaxHealth = maxHealth;

public void DmgUnit(int dmgAmount)

{
if(currentHealth > 0)

{

currentHealth -= dmgAmount;
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Debug.Log(currentHealth);

public void HealUnit(int healAmount)
{

if (currentHealth < currentMaxHealth)

{

currentHealth += healAmount;

}

if(currentHealth > currentMaxHealth)

{

currentHealth = currentMaxHealth;

Hami 1yt KoXHOro OKpeMoro 06’ eKTa Bike MPU3HAYAETHCS HOTO BIACHA JIOTIiKa

II0B’sI3aHa 3 30POB’ M.

[Ipuxnan mis rpasus:

using UnityEngine.SceneManagement;

public class PlayerBehaviour : MonoBehaviour

{



[SerializeField] HP_Bar healthbar;

private Rigidbody2D rb;

private Animator animation;

void Start()

{
rb = GetComponent<Rigidbody2D>();

animation = GetComponent<Animator>();

void Update()

{
healthbar.SetHeaIth(GameManager.gameManager.pIayerHeaIth.HeaIth);

if (GameManager.gameManager.playerHealth.Health <= 0)

{
Die();

public void PlayerTakeDmg(int dmg)

{
GameManager.gameManager.playerHeaIth.DmgUnit(dmg);

private void PlayerHeal(int healing)
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GameManager.gameManager.playerHealth.HealUnit(healing);

healthbar.SetHealth(GameManager.gameManager.playerHealth.Health);

private void Die()

{
Debug.Log("PL died!");
rb.bodyType = RigidbodyType2D.Static;
animation.SetTrigger("death");

RestartGame();

Mopnean State Machine

Mopens State Machine (MamHa cTaHiB) — i€ KOHLEILIs B POrpaMyBaHHi, 1Ka
BUKOPHCTOBYETHCS [UIs YIPABIIiHHA IOBEJIHKOIO 00'€KTIB, [0 MOXKYTh I1€pedyBaTH B

PI3HMX CTaHaX 1 3MIHIOBATH I[i CTAHM Y BiIOBIb HA MEBHI MOI.

CyTb Mozeni noarae y KOHTPOJIi CTaHiB 00 €KTa. 1€ MOAENb, IO
BUKOPHUCTOBYETHCS B IIPOrPaMyBaHHI1 I YIIPABIHHSA CTaHaMU 00'€KTa ab0 CHCTEMH.
Y State machine 06'ekT Moske nepeGyBaTu B OHOMY 3 IIEBHOrO HaOOPY CTaHiB,
NPUYOMY NEPEXIiT MK CTaHAMHU Bi0YBa€THCS BiAMOBIAHO IO IEBHUX YMOB a00
MO

State machine monomarae cTpyKTypyBaTH Ta yrpapisaTH CKIaIHUMH CHCTEMAaMH,

0COo0IMBO TaM, ie 00'€KT MOsKe IepefyBaTH B Pi3HUX CTAHAX Ta TIOBOJUTHCS T1O-

PI3HOMY B 3aJI€XKHOCTI Bijl CBOrO cTaHy. BoHa 03BOIIsE peatisyBaTh 3pydHy Ta

JIETKO 3MIHIOBaHY JIOTIKY NEPEXO0IiB MiJK CTaAHAMH.

w i

V rpi BoHa BiAMOBigac 3a:



e KouTposs craniB Al.
e KepyBaHHS KaMepoOIo.

e Biacre)xyBaHHSs MOPAIKY aTak.

Kona crarycis

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

public abstract class State

{
protected float time { get; set; }
protected float fixedtime { get; set; }
protected float latetime { get; set; }
public StateMachine stateMachine;

public virtual void OnEnter(StateMachine _stateMachine)
{

stateMachine = _stateMachine;

}

public virtual void OnUpdate()
{

time += Time.deltaTime;
fixedtime += Time.deltaTime;

}

public virtual void OnFixedUpdate()
{

fixedtime += Time.deltaTime;

}

public virtual void OnlLateUpdate()
{

latetime += Time.deltaTime;

}
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public virtual void OnExit()
{

}
#region Passthrought Methods

protected static void Destroy(UnityEngine.Object obj)

{
UnityEngine.Object.Destroy(obj);

}

protected T GetComponent<T>() where T : Component { return
stateMachine.GetComponent<T>(); }

protected Component GetComponent(System.Type type) { return
stateMachine.GetComponent(type); }

protected Component GetComponent(string type) { return stateMachine.GetComponent(type);

Hanwii ko1 npencTaBisie abCTpakTHHI Kiac 'State’, sKuil € oqHUM i3 cTaHiB y State
machine. /laBaiiTe po3risiHEMO HesAKi €IeMEHTH OO KOAY Ha MPHUKIAIi METOLY

‘OnEnter":

public virtual void OnEnter(StateMachine _stateMachine)

{

stateMachine = _stateMachine;

Y neomy Metoni ‘OnEnter’ BinOyBaeTscs BXin y manuii cTaH. [lapamerp
"_stateMachine’ npezncraBiie nocunanss Ha 00'exT *StateMachine’, skuit ynpasise
State machine. Ilpu Bukiuky mporo Metony o6'ekr ‘stateMachine’ orpumye
nocunanHs Ha 00'ext “StateMachine’, 110 103B0JISIE B3aEMOIIATH 3 IHIIUMHU CTaHAMH

Ta KOHTPOJIXOBATH IporecH B State machine.
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Hanpukna, SKio noTpibHo 3AiHCHUTH IepeXia A0 1HIIOTO CTaHy 3 METOLY
"OnEnter’, moxxHa ckopuctatucs metonom "SetNextState' 3 06'exTa “stateMachine”,

sKuil Oy/le BCTAHOBIIOBATH HACTYITHMIA cTaH s State machine:

public virtual void OnEnter(StateMachine _stateMachine)

stateMachine = _stateMachine;

stateMachine.SetNextState(new NextState());

Ile mue oauH i3 cnoco6iB BUKOpHCTaHHS State machine 1 ynpaBaiHHS cTaHAMH
Ta 1X B3aemoiero. Koz 103B0IsI€ peani3yBaTH JIOTIKy CTaHiB Ta iX mepexois

BIJTOBIIHO 10 CHIENM(IKU KOHKPETHOI rp¥ ab0 MPOrpaMH.
Mertox OnExit moTpiGeH 1t BUXOY 3 CTaHy i 3HEMIKOIKEHHS HOTr0 3aJIHMIIKIB.

Kon y region notpiGen st B3aeMozii 3 BHYTPilIHIMEU METOJAMH | KOMIIOHEHTAMH Y

cepenoBui Unity.
Kona camoi Mmammuan

using UnityEngine;

public class StateMachine : MonoBehaviour

{

public string customName;
private State mainStateType;
public State CurrentState { get; private set; }

private State nextState;

void Update()
{



}

if (nextState != null)

{
SetState(nextState);

nextState = null;

}

if(CurrentState != null)
CurrentState.OnUpdate();

}

private void SetState(State _newState)

{

if(CurrentState != null)

{
CurrentState.OnExit();

}

CurrentState = _newState;
CurrentState.OnEnter(this);

}
public void SetNextState(State _newState)

{

if(_newsState != null)

{

nextState = _newState;

}

}
public void SetNextStateToMain()

{

nextState = mainStateType;

}

private void Awake()

{
SetNextStateToMain();

}

private void OnValidate()
{
if (mainStateType == null)
{
if(customName == "Combat")
{
mainStateType = new IdleCombatState();
}
}
}
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Januit xox peanizye npocty State machine mus aBJIIHHS cTaHaMu 00'exTa i
p pocTy ynp yIp

1. Kinac StateMachine: Lle#t knac BianoBinae 3a ynpapaiHasm cTaHaMu 00'exTa. Bin
mae mouist ‘customName' (1711 BKa3iBKH CIIENiaIbHOro iMeHi CTaHy) Ta

‘mainStateType" (ocHOBHMIA cTaH).

2. Meron Update: Lleit MeTox BUKIUKAETHCS KOJKEH Kap TPH i IIepeBipse, un He
0yJ10 BCTAHOBJIEHO HOBOTO CTaHy. SIkmio 6y10, TO BiH BUKIMKAE MeTo SetState’ ms

3MIHU IOTOYHOTO CTaHYy.

3. Merogn SetState: I{ei MmeTon BcTaHOBIIIOE HOBUM cTaH [uis State machine. Bin
BUKIKKa€E MeToau  OnExit’ MOTOYHOTrO CTaHy, MOTIM BCTAHOBIIIOE HOBHIA CTaH i

BUKJIMKa€E Moro metox 'OnEnter’.

4. Meron SetNextState: Llelt MeTo1 BCTAHOBIIIOE HACTYIHUI cTaH g State machine.

BiH BUKOPHCTOBYETECS 114 IITAHYBAHHS 3MiHU CTaHy Ha HACTYITHOMY KaJpi IpH.

5. Meroz SetNextStateToMain: Ieif MeTo BCTaHOBIIOE OCHOBHUI CTaH SK

HACTYITHUM CTaH 11g State machine.

6. Meton Awake: Ile#i MeTON BHKIIMKAETHCS IIPU CTBOPEHH] 00'ekTa. Y HBOMY
BUKIHMKA€ETECS MeTo SetNextStateToMain', 100 BCTAHOBUTHA OCHOBHHI CTaH 3a

3aMOBYYBaHHAM.

7. Meron OnValidate: Ileit meTox BukimKkaerses B penakropi Unity, KoM 3HAYEHHS
Y CKpHUIITa HATAlITOBYIOTHCS 200 3MIHIOIOTECS. Y IEOMY BHUIIAJIKY, SKIIO
‘mainStateType" He BCTAaHOBJIEHO, TO BiH BCTAHOBIIIOETHCS B 3a7I€XKHOCTI Bil

3Ha4yeHHs customName'.

Kon nemoncTpye 6a3oBy peanizamniro State machine, sika Moske 6yTH po3mIUpeHa Ta
aJlaniToBaHa 71 KOHKPETHHUX 10Tped rpu. BiH H03BOJISIE IETKO KEpYBaTH CTAHAMHU

00'eKTa Ta 3/iHCHIOBATH IEPEXOIH MK HUMH BiAMOBITHO 0 JOTiKH IPH.
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Ii 2 cxkpunTa € OCHOBHUMH KOMIIOHEHTAMH 5K BUKOPHCTOBYIOTBCS IS 3a3HAYEHUX
BuIe QyHkuiii. Cama norika i peanisanis CTaHiB 3HAXOIUTELCS BKe 0€3M0CEPETHEO ¥

CKpUITaX caMuX 00’ €KTIB.

Cxpunru aas Al

He Bapto 3a0yBaTy 1110 Maiike y KOXKHil Ipi € BOPOTH 3i CBOIM BIACHUM iHTETIEKTOM.
Y Ipl IpOAEMOHCTPOBAHO [EKiNbKA BUIB BOPOTiB 1 mpocTuii i inmi 2 Giem

YCKIIaTHCHUX.

IIpocTuii:

using UnityEngine;

public class RangedEnemy : MonoBehaviour



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

[SerializeField] private int damage;

[Header("Ranged Attack")]
[SerializeField] private Transform firepoint;

[SerializeField] private GameObject[] fireballs;

[Header("Collider Parameters")]
[SerializeField] private float colliderDistance;

[SerializeField] private BoxCollider2D boxCollider;

[Header("Player Layer")]
[SerializeField] private LayerMask playerlLayer;

private float cooldownTimer = Mathf.Infinity;

[Header("Fireball Sound")]

[SerializeField] private AudioClip fireballSound;

//References
private Animator anim;

private EnemyPatrol enemyPatrol;

private void Awake()

{

anim = GetComponent<Animator>();

enemyPatrol = GetComponentinParent<EnemyPatrol>();

private void Update()
{
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cooldownTimer += Time.deltaTime;

//Attack only when player in sight?
if (PlayerinSight())
{
if (cooldownTimer >= attackCooldown)
{
cooldownTimer = 0;

anim.SetTrigger("rangedAttack");

if (enemyPatrol != null)

enemyPatrol.enabled = IPlayerInSight();

private void RangedAttack()
{
SoundManager.instance.PlaySound(fireballSound);
cooldownTimer = 0;
fireballs[FindFireball()].transform.position = firepoint.position;
fireballs[FindFireball()].GetComponent<EnemyProjectile>().ActivateProjectile();

}
private int FindFireball()

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

}

return O;
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private bool PlayerinSight()
{
RaycastHit2D hit =
Physics2D.BoxCast(boxCollider.bounds.center + transform.right * range *
transform.localScale.x * colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y,
boxCollider.bounds.size.z),

0, Vector2.left, 0, playerlLayer);

return hit.collider != null;

}

private void OnDrawGizmos()

{
Gizmos.color = Color.red;
Gizmos.DrawWireCube(boxCollider.bounds.center + transform.right * range *
transform.localScale.x * colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y,

boxCollider.bounds.size.z));

}

CyTb IBOr0 CyNIPOTUBHHUKA Yy TOMY, III0 KOJIU IPaBellb MIAXOAUTh y IIEBHUAN padlyc il

BOpOTa TO BiH ITIOYMHAE 10 HBOMY CTPLIATH.

e noka3aHuil HAMMPOCTIIIUHI CTIOCIO CTBOPEHHS 3arajlbHOrO CKPUIITY ISl BOPOXKOTO

Al

Craaaauu:

It cnoci6 nepenbavae BukopucTanus State Machine 1 Pathfinding
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Bukopurctanus 1 3yMOBIEHO THM IO Yepe3 [el MeTojl 3pydHO HepeKIIYaTy iHii
noBefiHky Al B 3a1€XKHOCTI BiZl yMOBH @ BUKOPUCTaHHS 2 HaM IIOTPIOHO 106

3HAXOJUTH I'PaBIIsL TA BUCTPOKOBATH MapLIpyTH 10 rpaBiist aus Al.

bitimecs lo2o siH He minsKku aimamu emie mail we Kopobramu cmpinamu

Kycox xony sikuii moka3ye BUKOPUCTAHHS CKPHOTY AJIs 3HAXOKEHHS

LLISAXY.

public Transform target;

public float speed = 400f;
public float nextWaypointDistance = 3f;
public float minimumDistance = 10;

public float RetreatDistance = 7;

[SerializeField] public GameObject projectile;

[SerializeField] public GameObject projectile4;

public float timeBetweenShots = 2;
private float nextShootTime = 1;

private int shootRange = 12;



[SerializeField] private int attackCountCurent = 0;

Path path;
int currentWaypoint = 0;

bool reachedEndOfPath = false;

Seeker seeker;

Rigidbody2D rb;

void Start()
{

seeker = GetComponent<Seeker>();

rb = GetComponent<Rigidbody2D>();

InvokeRepeating("UpdatePath", Of, .5f);

void UpdatePath()
{

if (seeker.IsDone())

{
seeker.StartPath(rb.position, target.position, OnPathComplete);

void OnPathComplete(Path p)
{

if (!p.error)

{
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path = p;

currentWaypoint = 0;

I'onoBHa aorika Al

if (attackCountCurent == 4)
{

attackCountCurent = 1;

if (Time.time > nextShootTime && shootRange > Vector2.Distance(rb.position, target.position))
{
if (attackCountCurent == 3)
{
Instantiate(projectile4, transform.position, Quaternion.identity);
nextShootTime = Time.time + timeBetweenShots;
attackCountCurent++;

}

else

{
Instantiate(projectile, transform.position, Quaternion.identity);
nextShootTime = Time.time + timeBetweenShots;

attackCountCurent++;
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if (Vector2.Distance(rb.position, target.position) > minimumDistance)
{
if (path == null)

return;

if (currentWaypoint >= path.vectorPath.Count)

{
reachedEndOfPath = true;

return;

}

else

{
reachedEndOfPath = false;

Vector2 direction = ((Vector2)path.vectorPath[currentWaypoint] - rb.position).normalized:

Vector2 force = direction * speed * Time.deltaTime;

rb.AddForce(force);

float distance = Vector2.Distance(rb.position, path.vectorPath[currentWaypoint]);

if (distance < nextWaypointDistance)

{

currentWaypoint++;

}

else if(Vector2.Distance(transform.position, target.position) < RetreatDistance)

{

transform.position = Vector2.MoveTowards(rb.position, target.position, (-speed/100) *
Time.deltaTime);

}
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FoNnoBHWMIA CKPUNT ANA 3HAXOAKEHHA WAAXY

using UnityEngine;

using System.Collections.Generic;
#f UNITY_5_5_OR_NEWER

using UnityEngine.Profiling;

#endif
namespace Pathfinding {
[AddComponentMenu("Pathfinding/Seeker")]
[HelpURL("http://arongra nberg.com/astar/docs/class_pathfinding_1_1_seeker.php")]

public class Seeker : VersionedMonoBehaviour {

public bool drawGizmos = true;

public bool detailedGizmos;

[HidelnInspector]
public StartEndModifier startEndModifier = new StartEndModifier();

[HidelnInspector]

public int traversableTags = -1;

[HidelnInspector]

public int[] tagPenalties = new int[32];

[HidelnInspector]
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public GraphMask graphMask = GraphMask.everything;

[UnityEngine.Serialization.FormerlySerializedAs("graphMask")]

int graphMaskCompatibility = -1;

public OnPathDelegate pathCallback;

public OnPathDelegate preProcessPath;

public OnPathDelegate postProcessPath;

[System.NonSerialized]

List<Vector3> lastCompletedVectorPath;

[System.NonSerialized]

List<GraphNode> lastCompletedNodePath;

[System.NonSerialized]

protected Path path;

[System.NonSerialized]

private Path prevPath;

private readonly OnPathDelegate onPathDelegate;



private OnPathDelegate tmpPathCallback;

protected uint lastPathlID;

readonly List<IPathModifier> modifiers = new List<IPathModifier>();

public enum ModifierPass {

PreProcess,

PostProcess = 2,

public Seeker () {
onPathDelegate = OnPathComplete;

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

startEndModifier.Awake(this);

public Path GetCurrentPath () {

return path;
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/] <param name="pool">If true then the path will be pooled when the pathfinding
system is done with it.</param>
public void CancelCurrentPathRequest (bool pool = true) {
if (!lsDone()) {
path.FailWithError("Canceled by script

(Seeker.CancelCurrentPathRequest)");

if (pool) {

path.Claim(path);
path.Release(path);

/// See: <see cref="ReleaseClaimedPath"/>

/// See: <see cref="startEndModifier" />

public void OnDestroy () {
ReleaseClaimedPath();

startEndModifier.OnDestroy(this);

void ReleaseClaimedPath () {
if (prevPath !=null) {
prevPath.Release(this, true);

prevPath = null;

public void RegisterModifier (IPathModifier modifier) {
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modifiers.Add(modifier);

modifiers.Sort((a, b) => a.Order.CompareTo(b.Order));

public void DeregisterModifier (IPathModifier modifier) {

modifiers.Remove(modifier);

public void PostProcess (Path path) {

RunModifiers(ModifierPass.PostProcess, path);

public void RunModifiers (ModifierPass pass, Path path) {
if (pass == ModifierPass.PreProcess) {

if (preProcessPath != null) preProcessPath(path);

for (inti = 0; i < modifiers.Count; i++) modifiers[i].PreProcess(path);

} else if (pass == ModifierPass.PostProcess) {

Profiler.BeginSample("Running Path Modifiers");

if (postProcessPath != null) postProcessPath(path);

for (int i = 0; i < modifiers.Count; i++) modifiers[i].Apply(path);

Profiler.EndSample();
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public bool IsDone () {

return path == null || path.PipelineState >= PathState.Returned;

void OnPathComplete (Path path) {

OnPathComplete(path, true, true);

void OnPathComplete (Path p, bool runModifiers, bool sendCallbacks) {
if (p != null && p != path && sendCallbacks) {

return;

if (this ==null || p==null || p = path)

return;

if (!path.error && runModifiers) {

RunModifiers(ModifierPass.PostProcess, path);

if (sendCallbacks) {

p.Claim(this);

lastCompletedNodePath = p.path;

lastCompletedVectorPath = p.vectorPath;

if (tmpPathCallback != null) {
tmpPathCallback(p);



if (pathCallback != null) {
pathCallback(p);

prevPath.Release(this, true);

prevPath = p;

[System.Obsolete("Use ABPath.Construct(start, end, null) instead")]
public ABPath GetNewPath (Vector3 start, Vector3 end) {
// Construct a path with start and end points

return ABPath.Construct(start, end, null);

/// <param name="start">The start point of the path</param>
/// <param name="end">The end point of the path</param>
public Path StartPath (Vector3 start, Vector3 end) {

return StartPath(start, end, null);

/// <param name="start">The start point of the path</param>

/// <param name="end">The end point of the path</param>
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/// <param name="callback">The function to call when the path has been
calculated</param>
public Path StartPath (Vector3 start, Vector3 end, OnPathDelegate callback) {

return StartPath(ABPath.Construct(start, end, null), callback);

/

/// <param name="start">The start point of the path</param>

/// <param name="end">The end point of the path</param>

/// <param name="callback">The function to call when the path has been
calculated</param>

//] <param name="graphMask">Mask used to specify which graphs should be
searched for close nodes. See #Pathfinding.NNConstraint.graphMask. This will override
#graphMask for this path request.</param>

public Path StartPath (Vector3 start, Vector3 end, OnPathDelegate callback,
'GraphMask graphMask) {

return StartPath(ABPath.Construct(start, end, null), callback, graphMask);

/// <param name="p">The path to start calculating</param>
/// <param name="callback">The function to call when the path has been

calculated</param>

public Path StartPath (Path p, OnPathDelegate callback = null) {
if (p.nnConstraint.graphMask == -1) p.nnConstraint.graphMask = graphMask;

StartPathinternal(p, callback);

return p;

/// <param name="p">The path to start calculating</param>
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/1] <param name="callback">The function to call when the path has been
calculated</param>
/// <param name="graphMask">Mask used to specify which graphs should be
searched for close nodes. See #Pathfinding.GraphMask. This will override #graphMask for this
path request.</param>
public Path StartPath (Path p, OnPathDelegate callback, GraphMask graphMask) {
p.nnConstraint.graphMask = graphMask;
StartPathInternal(p, callback);

return p;

p.callback += onPathDelegate;

p.enabledTags = traversableTags;

p.tagPenalties = tagPenalties;

if (path != null && path.PipelineState <= PathState.Processing &&
path.CompleteState != PathCompleteState.Error && lastPathID == path.pathID) {
path.FailWithError("Canceled path because a new one was

requested.\n"+

"This happens when a new path is requested from the seeker
when one was already being calculated.\n" +

"For example if a unit got a new order, you might request a
new path directly instead of waiting for the now" +

" invalid path to be calculated. Which is probably what you

want.\n" +

"If you are getting this a lot, you might want to consider how

you are scheduling path requests.");



path = p;
tmpPathCallback = callback;

lastPathID = path.pathlD;

RunModifiers(ModifierPass.PreProcess, path);

AstarPath.StartPath(path);

public void OnDrawGizmos () {
if (lastCompletedNodePath == null | | |drawGizmos) {

return;

if (detailedGizmos) {
Gizmos.color = new Color(0.7F, 0.5F, 0.1F, 0.5F);

if (lastCompletedNodePath != null) {
for (inti=0; i < lastCompletedNodePath.Count-1; i++) {

Gizmos.DrawLine((Vector3)lastCompletedNodePath[i].position,
(Vector3)lastCompletedNodePath[i+1].position);
}
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Gizmos.color = new Color(0, 1F, 0, 1F);

if (lastCompletedVectorPath != null) {
for (inti=0; i < lastCompletedVectorPath.Count-1; i++) {
Gizmos.Drawline(lastCompletedVectorPath([i],
lastCompletedVectorPath[i+1]);
}

protected override int OnUpgradeSerializedData (int version, bool unityThread) {
if (graphMaskCompatibility I=-1) {
Debug.Log("Loaded " + graphMaskCompatibility + " " +
graphMask.value);
graphMask = graphMaskCompatibility;
graphMaskCompatibility = -1;
}

return base.OnUpgradeSerializedData(version, unityThread);

[eii kox mpencraise co6oro kinac Seeker’, SKuif € YACTHHOK CHCTEMH [OIIYKY
IIX1B [Uis irpoBoro pymmist Unity. 'Seeker' BifmoBifae 3a HOIMIYK ONTHMATBHIX
LUISXIB 11 TIEPCOHaXIB a60 06'ekTiB y rpi. OCch KOPOTKHMIA OIHAC POGOTH KITIOUOBHX

JACTHH KOMY:

OcHoBHI yacTHHE KOOY:

1. Knacu i mpocropu imeH:
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- Kinac “Seeker” nanexwuts 10 mpoctopy imen "Pathfinding’ i BuxoprcToByE Unity-

crrenudivni IpocTopH iMeH, Taxi sk 'UnityEngine'.
2. ITons 1 BIaCTHBOCTI:

- "drawGizmos’ i "detailedGizmos': ByneBi 3MiHHi 17151 KOHTPOITIO BiZOGpaYkeHHS

Gizmos y penaktopi Unity.

- ‘startEndModifier"; Monudikatop A7 HaTAIITYBAHHS MOYATKOBOT i KiHIEBOT

TOYOK IIJIAXY.

- ‘traversableTags’, "tagPenalties’, "graphMask': ITapameTpu, 10 BU3HAYAOTS, SKi

Teru 1 rpau OyayTh BPaXOBYBATHCH NPH HOIIYKY LITSIXY.

- ‘pathCallback’, preProcessPath’, ‘postProcessPath': Jleneratu mns BUKJIHKY

dyHKLUiH micns 3aBepmeHHs a0 1 9ac 06POOKH MUIAXY.

- 'lastCompletedVectorPath', ‘lastCompletedNodePath': 36epiraroTs ocramHiif

3aBEpPUIEHUN IUIAX Y BUIIILII BEKTOpIB 1 BY3IIiB.
- ‘path’, ‘prevPath’: I[Torounwuii i HONEPENHIN IUIAXH, SIKi 00pOOIAIOTECS.
- ‘onPathDelegate": Jlenerar 1t 06po6KU 3aBEPIIEHOTO LIISXY.
- ‘modifiers’: Criucox moaudixaropis s 06po6KH MIIXY.

3. Metoau:

"Awake()': Iniriamizaris ‘Seeker' mpu 3amycky.

"GetCurrentPath()': IToseprae noTouHmit HITAX.

"CancelCurrentPathRequest()': CkacoBye OTOYHMIA 3amUT Ha HOIIYK XY .

"OnDestroy()": BukoHy€eThCs pH 3HHILEHH] 00'€KTa, 3BiIBHIE DECYDCH.
3 p yp

"RegisterModifier()', "DeregisterModifier()': lonarots a60 BUAANIIOTH

MOIM(IKATOPH 31 CITUCKY .
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- "PostProcess()’, 'RunModifiers()": BukoryroTs 06p0o6Ky ILIIXY 32 TOIIOMOTOK)

MOAU(DIKATOPIB.

‘IsDone()": Ilepesipsie, un 3aBepieHo 06pOOKY ITOTOYHOIO IUIAXY.

'OnPathComplete()": O6po6iisie 3aBepIueHHs MIIXY.

"GetNewPath()", *StartPath()': CTBOpPIOIOTS i 3aITyCKaIOTh HOBHIl IILISIX.

"OnDrawGizmos()': Mamoe Gizmos uist BioOpaxkeHHs ILIAXY Y PeAAKTOPi

Unity.

OcHoBHUI npouec po6oTu:

1. Tnimianisauis: Tlpu cTBopenni 06'exra "Seeker', Bi inimianizyeTses i

HAJIAIITOBYETHCS ISl 0OPOOKHM IIIISXiB.

2. 3anuT Ha nonryk nuwsixy: Komu notpi6HO 3HANTH IUIAX, BUKIMKAETHCS METOT

‘StartPath()’, skuit cTBOPIOE HOBWMIA IIISIX 1 3aITycKae #oro 06po6Ky.

3. O6pobka muiaxy: ITix yac 06pOOKH NLIAXY BUKOPHCTOBYIOTHCS MonuGiKaTopH i

AeNeraTy AJI HalallTyBaHHA 1 KOPEKIil HUIsIxy.

4. 3aBepuenns muraxy: ITicis 3aBepuieHHs 06pOOKH NIIAXY BUKITHKAETHCS
"OnPathComplete()’, 1o BukoHye HeOOXiHI Iii, TaKi K BUKIHK KOJOEKIB i

3BLIIBHEHHS PECYPCIB.

5. Bixobpaxenns maaxy: Skmo yBiMkaeHo ‘drawGizmos', nuisx Bizo6pakaeTses y

penakropi Unity 3a goromororo *OnDrawGizmos() .
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Lleli x1ac € 9aCTUHOKO OiNBIIOT CHCTEMH IS POOOTH 3 MONIYKOM IISAXIB 1
3abesredye OCHOBHI (DyHKIIIOHAIbHI MOXKIHBOCTI ISl KEPyBaHHS i 00pOOKH HUIAXIB

y irpoBoMy cepezosumii Unity.

Cxpuntu inTepdeiicy i inumx 38°s13amx GyHKLii

CKpunT /151 MeHI0 may3bl

using UnityEngine;
using UnityEngine.SceneManagement;

public class UIManager : MonoBehaviour

{

[Header ("Game Over")]
[SerializeField] private GameObject gameOverScreen;
[SerializeField] private AudioClip gameOverSound;

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

private void Awake()

{

gameOverScreen.SetActive(false);
pauseScreen.SetActive(false);

}
private void Update()

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

{

PauseGame(!pauseScreen.activelnHierarchy);

}
}

#region Game Over

public void GameOver()

{

gameOverScreen.SetActive(true);
SoundManager.instance.PlaySound(gameOverSound);

}

public void Restart()
{
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SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);

}

public void MainMenu()
{

SceneManager.LoadScene(0);

}

public void Quit()

{
Application.Quit();

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

#Hendregion

#region Pause
public void PauseGame(bool status)

{

pauseScreen.SetActive(status);

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

}

public void SoundVolume()

{

SoundManager.instance.ChangeSoundVolume(0.2f);

}

public void MusicVolume()

{

SoundManager.instance.ChangeMusicVolume(0.2f);

}

#endregion

Ileii ckpunt "UlManager' xepye intepdeiicom KopucTyBada B pi, 30Kpema

€KpaHaMH 3aBEpLICHHs I'PH Ta Ay3H, a TAKOXK 00pOOJIse 3BYKH.
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OcHoBHul npouec po6orn:

1. Tniniamisamia: B metoni *Awake()' expanu 3aBeplIeHHs IpH Ta TIay3u

A€aKTUBYIOTHCH, 100 BOHU He OyaM BUAUMUMH [PH 3aMyCKy IPH.

2. Ilepesipka naysu: B metoni ‘Update()' nepesipseTscs HATUCKAHHS KIaBinmi

Escape, 11106 nepeMuxaty cTaH naysm.

3. 3aBepurenss rpu: Bukmuk metony ‘GameOver()' akTuBye ekpaH 3aBepLICHHS IPH

Ta BIATBOPIOE BiAMOBITHUI 3BYK.
4. Ilepesanyck rpu: Meron "Restart()’ mepe3aBanTaxye HOTOUHY CIIEHY.

5. Ilepexin no romoHOro MeHro: Meton ‘MainMenu()' 3aBaHTaKye€ CIIEHY 3

1HAeKkcoM 0, Ka € TOJIOBHUM MEHIO.

6. Buxin 3 rpu: Metox *Quit()' 3aBepiirye 100aT0K a60 BUXOZUTE 3 PEKHIMY

BIATBOpEHHS B pexaktopi Unity.

7. Ynpapniaasg nay3or: Merton 'PauseGame()' aktuBye ab0 I€aKTHBY€E €KpaH Iay3H

Ta 3ynuHs€e ad0 BiIHOBIIOE Yac y rpi 3a monomororo Time.timeScale'.

8. 3mina ryunocti: Metonu ‘SoundVolume()' i "MusicVolume()' BHKOPHCTOBYIOTE

"SoundManager’ [u1st 3MiHU I'y9HOCTI 3BYKOBUX €(DEKTIB Ta My3HKH.

HamamrysanHus 3ByKy

using UnityEngine;
using UnityEngine.Ul;

public class VolumeText : MonoBehaviour

{

[SerializeField] private string volumeName;
[SerializeField] private string textIntro; //Sound: or Music:
private Text txt;

private void Awake()

{
txt = GetComponent<Text>();



}

}
private void Update()

{
UpdateVolume();

}

private void UpdateVolume()

{

float volumeValue = PlayerPrefs.GetFloat(volumeName) * 100;

txt.text = textintro + volumeValue.ToString();

}

I'pagiunnii kypcop y Meno

using UnityEngine;
using UnityEngine.Ul;

public class SelectionArrow : MonoBehaviour

{

[SerializeField] private RectTransform[] buttons;
[SerializeField] private AudioClip changeSound;

[SerializeField] private AudioClip interactSound;
private RectTransform arrow;

private int currentPosition;

private void Awake()

{

arrow = GetComponent<RectTransform>();
}
private void OnEnable()
{
currentPosition = 0;
ChangePosition(0);
}
private void Update()
{

’

if (Input.GetKeyDown(KeyCode.UpArrow) | | Input.GetKeyDown(KeyCode.W))

ChangePosition(-1);

if (Input.GetKeyDown(KeyCode.DownArrow) | | Input.GetKeyDown(KeyCode.S))

ChangePosition(1);

if (Input.GetKeyDown(KeyCode.KeypadEnter) | | Input.GetKeyDown(KeyCode.E))

Interact();
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private void ChangePosition(int _change)

{

currentPosition += _change;

if (_change !'=0)
SoundManager.instance.PlaySound(changeSound);

if (currentPosition < 0)
currentPosition = buttons.Length - 1;

else if (currentPosition > buttons.Length - 1)
currentPosition = 0;

AssignPosition();

}

private void AssignPosition()

{

arrow.position = new Vector3(arrow.position.x, buttons[currentPosition].position.y);

}

private void Interact()

{

SoundManager.instance.PlaySound(interactSound);

buttons[currentPosition].GetComponent<Button>().onClick.Invoke();

}
}

OcHoBHUI npouec podoTu:

1. Inimiamizauis: B metoni ‘Awake()" ininiamisyerscsa kommnonesT "RectTransform',

IO IIPEJCTABIISE CTPLIKY.

2. Axtusauis: B metozi "OnEnable()' cTpisika BCTAHOBIIIOETHCS HA TIOYATKOBY

ITO3UIIIO.

3. Onosnenns: B metoni ‘Update()' 06po6asroThCs HATHCKAHHS KJIABIII TS

NEPEMILIEHHS CTPLIKK Ta B3a€MOJIII 3 KHOIIKOIO.

4. 3mina no3unii: Merox ‘ChangePosition()" 3MiHIO€ MIOTOYHY NO3HILII0 CTPLIKH,

BIATBOPIOE 3BYK 3MiHHU IO3MIIii Ta OHOBIIKOE il HA €KpaHi.

5. Bzaemonis: Metop ‘Interact()' BinTBOprO€ 3ByK B3a€MOJIii T2 BUKIMKAE METON

‘onClick’ BHOpaHOT KHOIIKH.
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e ckpunT 3a6e3nedye ynpaBIiHHSI CTPIIKOK BUOOPY B MEHIO, TO3BOISIOUH
I'PaBLIEB] IIEPEMIIIATHCS MK KHOIIKAMH Ta B3a€MOIATH 3 HUMHU 32 JOTOMOTOFO

KIIaBiaTypH.

PO3 LI 4 Animanii

AHiMaLiii € HeBiA'EMHOI0 YaCTUHOI PO3POBKM iIrop, OCKINIbKM BOHU A0AaI0Th
AVHAMIKVM Ta KBaBOCTi NepcoHa)kam i 06'ektam. Unity NponoHye noTy,Hi
IHCTPYMEHTM 414 CTBOPEHHSA Ta KOHTPOJIIO aHiMallil, Lo A03BO/IAE PO3POBHMKaM
peani3yBaTu CBOI i4ei 3 MaKCMMa/ibHOI TOUHICTIO.

OcHoBHi KomnoHeHTn AHimau,in y Unity

1. Animator Controller: e 0oCHOBHMIA KOMMOHEHT ANA YNPaBAiHHA aHiMaLLiaMK B
Unity. BiH 1,03BONAE CTBOPIOBATM CTaH MaLLUHK A0S aHIMaLLii, BU3HAYaTU nepexoam
Mi}K aHimaLiamMM Ta BCTAaHOB/IOBATU YMOBM A8 LMX NEPEXO/iB.

2. Animation Clips: Lie okpemi aHimaLii, AKi MOXHa BUKOpUCTOBYBaTK B Animator
Controller. KoxeH knin npeacTasase coboto Habip KAYOBUX Kaapis, AKi
BM3HAYalOTb 3MiHY napameTpiB 06'ekTa y yaci (nosuuia, poTauia, maclTab, iHLwi
B/1IACTUBOCTI).



© Animation

Run

Dopesheet Curves

3. Animator: KOMNOHeHT, AKWiA foAaeTbea Ao 06'ekTa i Bignosisae 3a BIATBOPEHHSA
aHimauin, Bu3HayeHux y Animator Controller. Animator NpuB'A3YETbCA A0
KoHkpeTHoro Animator Controller i no3sonifie KepyBaT aHimaLiaMU Yepes cKpUMTU.

AHiMawii a7s rpu 6y1H 5K i CTBOpEHi BIaCHOPYY TaK i 3a03MYeHH] 3 G€3KOIMTOBHIX

KOMIUIEKTIB a OTiM 3aBAKH KOy i iHcTpymerTam Unity Gyimm 3anpoBapkeni y Ipy.



58

PO3JIIJI S Ananis ckraxnHocTi cTBOpeHHs irop i

0CO0IMBOCTI HHOT0 HANPSIMKY

IrpoBa iHAYyCTpIs € OMHIEIO 3 HAWCKIANHIIIHMX T Hail HalJUHAMIYHIIINX, IKa BUMArae
BiJl PO3POOHHKIB INMPOKOIO CIEKTPY 3HAHb, HABUYOK T4 pecypcis. CTBOpeHHs rpu €
bararorpaHHUM IPOLECOM, IO BKIIOYAE B cebe TexHiuHi, XYI0KHI Ta YIPaBIIHCHKI
aCIEKTU. AHAM3 CKIaMHOCTI CTBOPEHHS irop Ta 0COGIMBOCTEH MBOr0 HAPAMKY
JloIoMarae Kpare 3po3yMiTH BUKIMKH, 3 IKHMH CTHKAFOTHCS PO3POOHUKH, 8 TAKOK

BU3HAYHUTH KJIFOYOBI (haKTOpHU ycmixy B 1il cdepi.
Texniuni acnexTn

OnHiero 3 HalOLTBIIEX CKIIHOIIIB Y CTBOPEHHI irop € TeXHi9Ha CTOPOHA IPOLIECY.
P03poGHIKM MOBUHHI BONOAITH 3HAHHAMM B TAKHX Taly3sx, Sk [IPOTpaMyBaHHS,
MaTeMaTHKa, (isrka Ta KoMI'roTepHa rpadika. BUKOPUCTaHHS irpOBHX pyLIiiB,
Takux Ak Unity abo Unreal Engine, Bumarae rim60koro po3yMiHHs iXHix

MOYKJIMBOCTEH Ta 0OMEKEHD.
IlporpamyBanns

IIporpamyBanns € ocHOBOKO Gy b-s1koi rpu. Po3poOHuKH BHKOPHCTOBYIOTh Pi3Hi
MOBH NporpamyBaHHs, Taki sk C#, C++ a6o Python, nus cTeopenns irposux
MeXaHiK, 00poOKU BBOMTY IpaBIis, yIPaBIiHHES 06'€KTAMH Ta peaizarii LITY9HOTO
IHTENEKTY. BaxKIMBOIO YaCTHHOIO € TAKOMK ONTUMI3aIlis KOOy I 3a0e3redeHHs

IJTABHOT'O IFPOBOTO MPOLIECY HA Pi3HUX MuaThopMax.
Komn'rorepHa rpagixa

Komn'rotepHa rpadika Bizirpae ki1040By posis y CTBOPEHHI Bi3yaisHOTO JOCBITY
rpu. Ile Briroyae B cebe momemoBanss 3D 06'ekTiB, CTBOPEHHS TEKCTYp, aHIMAIIi0
NEPCOHAXIB Ta ePeKTiB. PO3pOOHIKN BUKOPHCTOBYIOTH ClIeliai30BaHi IHCTPYMEHTH,

Taki sk Blender, Maya a6o Substance Painter, 1s CTBOPEHHS BUCOKOSKICHHX

rpadigHUX pecypciB.
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XynoxHi acnexTH

XynoxHii Oik rpy € He MEHII BXKIMBUM, HiK TeXHiuHMiL. Bin BKIogace B cebe
PO3pOOKY KOHLIENTYalbHOr0 MECTENTBA, AU3aiiHy EPCOHAXKIB, CTBOPEHHS

arMocdepu rpu Ta 3ByKOBOTr0 0)OPMIIECHHS.
Jn3aiin

Juzaiid rpu BusHaYae i BUIIS, CTHIB Ta BimayTTs. Lle Bkiouae B cebe poboty Hasx
KOHLETITYaIbHIM MHCTEIITBOM, CTBOPEHHSAM irPOBHX JIOKAILil, pO3pOOKOI0
NEPCOHAXIB Ta iX KOCTIOMIB. JIu3aiiHepH TaKoX MPAIIOKTE Ha iHTEpdeHcoM

KOpHCTYBaya, 100 3a0€31eYnTH 3pydHE Ta IHTYiTHBHE KEPYBaHHS I'POI0.
3ByKoBe 0(opMIIeHHS

3BYK € B&XKJIMBOIO CKJIaZOBOIO IPH, IO CTBOPIOE aTMOC(hEPY Ta MiACHIIOE eMOIiiHe
CHpHHHATTA. Lle BKiIr0Yae B cebe CTBOPEHHS My3HKH, 3BYKOBHX €(DEKTIB Ta rOI0COBOI
03BYYKH. PO3pOOHMKH CIIBIPALIOIOTH 3 KOMIIO3UTOPAMH Ta 3BYKOBUMH

Ju3aiiHepamMy Ui CTBOPEHHS AKiCHOTO 3ByKOBOTO 0OPMICHHSL.
YnpagpaiHnceki acnexTu

YTIpaBIiHHS IPOEKTOM € KIIIOYOBUM €JIEMEHTOM YCIIXY B PO3poOLi irop. Ie
BKIIIOYAE B ceOe IIaHyBaHHs, PO3HO/ILT PECYpCiB, KOOPIUHALII0 KOMAHIN TA

KOHTPOJIb KOCTI.
IlnanyBaHHs

EdexTuBHe r1anyBaHHs 103BOJISE PO3NOJITUTH 3aBIAHHS MK QWICHAMH KOMAHIH Ta
3a0€3NeYnTH CBOEYaCHEe BHKOHAHHS MPOEKTY. BHKOPHCTAHHS METOOIO it
YTpaB/IiHHS POEKTaMH, TakuX K Agile aGo Scrum, fomoMarae CTpyKTypyBaTi

IIpoIec po3po0KU Ta aJanTyBaTUC 1O 3MiH.
KoHnTpoas sikocTi

3abesrneyenHs BUCOKOI AIKOCTI 'PH € BaX/THBUM acnektoM. e Bkiouae B cebe

TECTYBaHHs I'PHA HaA pi3HHX cranax p03pO6KH, BUABIEHHA Ta BUIIPABIICHHS IIOMHJIIOK,
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a TaKOX ONTUMI3aIli0 MPOAYKTUBHOCTI. TecTyBaHH MOXKE BKIIOYATH

aBTOMAaTU30BaHI TECTH, a TAKOXK PyYHE TECTYyBaHHS HA Pi3HUX MPUCTPOSX.

CTBOpEHHS Irop € CKIafHUM Ta 6araTorpaHHUM MPOIIECOM, SKHif BUMArae Bis
PO3POOHUKIB BUCOKOTO PiBHS 3HAHb Ta HABUYOK y Pi3HHUX ramy3sx. TexHiumi,
XY/I0XKHI Ta YIPaBIiHCHKi aCIIEKTH NPOEKTY € B3a€MOIOB'SI3aHIMHU TA BUMArarOTh
KOMILIEKCHOT'O MIAXOAY A/ AOCSATHEHHS yCmixy. PosyMiHHS CKIagHONTIB Ta
0COOJIMBOCTEH ILOTO HANPSIMKY JO3BOJISE KpaIle MiAr0TYBaTHCS O BUKIIUKIB, 10
TOCTAIOTh IIepe] pO3pOOHHUKAMM, Ta CTBOPUTH AKICHHH NPOLYKT, sIKUii Oy e

3aZI0BOJIBHATH IIOTPEOU IPABIIiB Td PUHKY.
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BUCHOBKMU

BucHOBKOM € cTBOpeHa rpa sika JeMOHCTPYE y CO6I 3HAHHS i HABMYKH TOrO 9OI0 10
51 HaBYIUBCA 3 BECh IIEPIOA 1 Mill IOCBiM KMl 51 OTpUMAB y pe3yisraTi. HasiTh 1Ko
cama 110 co0i rpa He BHIVISIA€ BETUKOIO 32 06CIIOM KiTbKiCTh poboTH Ha Te 1106

CTBOPUTH 1IOCK 3 0 IIPH BiACYTHOCTI IOCBIMY y LBOMY HANPAMKY GYiIa 3HAYHOIO.

IIpu cTBOpEHHI I'PH BU HE TiNbKH MPOrpaMyeTe a i e IIPOEKTYBATH CBIi BIACHUIA
npoayKT. Ilnanysanns ne came Oyie BOPOT, SKUii TOBUHEH OyTu piBeHs 1100
TPaBILIM HE OYJI0 HYAHO 260 TUCKOM(OPTHO, My3HKa, rpadika, aHimarii, icropis —

BCE 1€ € HEB1/' EMHUMM KOMIIOHEHTaMu Oy1b KOI TPH.

[ xo4 e ckazui npouecu, 0co61MBO KOMM POGHIN IPY y HEBEMUKii KOMAH 460
CaMOTYKKH, HEMOXK/IMBO HE 3a3HAYUTH IO IIe TyXKe YHIKaIbHe i TBOpye

HAIPaBJIEHH 1 51 He IPOTHU MPOIOBKHATH CBiif PyX 1O TaHOMY BEKTOPY.
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Kanpu 3 rpu
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CIIMCOK INOCUJIAHB

- xosed Anbaxapi, ben Anbaxapi — «oBigauk C#. Onuc MmoBu
nporpamysanHs» / Jikosed AnbGaxapi, ben Anbaxapi — CIIIA, 2020 p. — 1024

C.

. Texuiunmi noci6uuk Unity https://docs.unity.com

Dev. Log pizHux po3po6HuKiB https://www.gamedev.net/tag/dev/
Kanan mna mmargopmi  YouTube 1ams  3araibHOrO  BUBYEHHS Unity

https://www.youtube.com/@Dani Krossing




