MIHICTEPCTBO OCBITH I HAYKHM YKPATHA

OJECBKNH HAIIOHAJIbHUM MOPCBKUM YHIBEPCUTET

Kadenpa kidepOesnexu Ta 3axucry ingopmanii

Koncnekr nexiiit
3 OCBITHHOT'O KOMIIOHEHTY (JIUCIIMUILIIHHU)
PO3POBKA TA 3AXHUCT ITPOBUX 3ACTOCYHKIB
11t 3100yBayiB crienianbHOCTI F5 — KibepOesneka Ta 3axucT iHpopmaiii
raiy3i 3HaHb F — [Hpopmarttiiini TexHoIoT1i
apyroro (MaricTepchbKoro) piBHS OCBITH

JUISL IGHHOT Ta 3a04HO1 (hOpMHU HaBYAHHS

OHECA — 2025



KoHcmekT nekiriit 3 0CBITHLOTO KOMIOHEHTY «P03po0Ka Ta 3aXHUCT irpoBHX 3aCTOCYHKIB»
i 3100yBauiB crerianbHocTi FS — KibepbOesneka ta 3axuct ingopmarii ramysi 3Hanb F —
Indopmartiiini TexHoIOTIi APyroro (MaricTepchbKoro) piBHs OCBITH JUIs A€HHOT Ta 3a09HOT popMu
maBuans / YkiL.: Jlebenesa O.10. — Oneca, 2025. — 80 c.

Po3pobnuk: k.T.H., noneHt JlebeneBa Onena FOpiiBHa, noneHT kadeapu xibepdesneku Ta
3axucTy iHdopmarrii.

CxsaseHo Ha 3aciganHi kapeapu «Kidepoesneka ta 3axuct iHpopmanii» [IpoToko:n Big Ne2
Bix 06.10.2025.

Cxsasteno Ha 3acimanai HMK HHI ITIIT [Tpotokon Bix Ne2 Bix 14.10.2025

Penenzent — KobGo3eBa Ama AnarodmiiBHa, 1.T.H., mpodecop, 3aB. kadenapu «Kidepbe3neka ta
3axucT iHpopManii»

© K31, OHMY 2025 p.



270 1% | PP PP PP PPPPRP 4
Jlekuist 1. Tarepderic UNity. CHEHA. CKPUIITH .......oouviuirireieieiesiesie sttt 5
1. Unity HUb Ta pegakTOp UNILY ....ccooiiiiiciece ettt 5
O 1 =) <5 GO 9
B AACET L ..ttt 12
514014 - TP UP TR 13
JIektrist 2. 2D TPpa. OCHOBHT 00 EKTH ....uvvveiuivieiiiieiiieesieeessieesssteesssseesssseesssseesssseessssesssssesssssessnsseens 19
1. GAMEODJECT ...ttt bbb bbbt bbbt 19
2. DIBUTHII MATCPIAIT 1vtvvvteisteeessteeessteeessteesssseesssseesssseessssesssssesssssssssssesssssesssssessnssessnssesssssessnsees 24
Jlexirist 3. 2D rpa. AHIMAITIST CITPAMTIB ....vveuveeteeasreesueessteesteeasseesseesssessseesseessesassessssesnsesssnssnsesssneas 26
| 03110 1% 2 SO P PP TPPPPPTT 26
N & 11V ) £ 1 COUTRTTTTTT R 29
Jlekiisi 4. 2D Tpa. PYX MEPCOHAMKA ......veeiieiiiieiiiiiiesiie st ettt ettt e bt e be e ne e nnreaneennne s 38
1. OCHOBH PYXY TTEPCOHAMKA ....vvrnreerereasreessneasneessreassesssseasseessseassesasneesseeasnesasesanessnesaneessesanneeses 38
2. TTEPEMIIICHHS TIEPCOHAMKA «.vvveervveeesreesssrressssessssesssseessssessssesssssesssssesssssesssssesssssessnssessnssessnsees 38
R 570 a0 3 (I (o )i ;.Y SRR PPR PP 44
JIEKITIS 5. 2D TPA. BOPOTH ...vviiiiiiiiiie ittt et e e be e e s be e e anbea s 47
LR B 0] 100707 0204 =107 10 ) PRSPPI 47
2. JIDYTHI THIT BOPOT@ ..eeuveieuieeeistieaasseeaassesaassesassesaassseassesessseseasbe s e ssbe s e asne s s nbb e e s abneessnee e s bneeannnas 48
3. TPETIH THIT BOPOT@....c.veeutiauriiiesieeseesteebe e sse et eseesse ettt seesbe e et e s e b e e b e sse e nb e et e b e abe e nesnnenne s 50
Jlekuis 6. 2D rpa. Orouenns. HanamryBanHs KaMepH. [1apamakc.........ocovevveiieiiiinieciic e 54
1. JIOTABAHHS OTOUEHHS «...vvvveeeesrreresssssesessssnsessssssssessssssesesasssssesssnsssssssanssssssssssssesssnsssseessnssenes 54
2. CTBOPCHHS TIBICHOTO MICTY +..utveureetessueeateeasseassesasseessesssseessessssessssssssesssseasesssnssnsesssneansesns 54
3. CHICTEMA TACTIHOK ....uvvieutieesuteeesuteeessteeessseesssseessaseesssseeaasseeasseeasseeaasseeanbseeanbeeesnsneeannneeannnas 57
4. ITynbCyrOYa aHIMALIS TIPEIIMETY ...veeurivreireesrisieesseessesseesseeaessessressesseesbesnesseesreenesieesre e e aes 58
5. Kamepa, 010 pyXa€TBCS 38 TIEPCOHAMKEM .....vvrervrersiurersiiressisressssresssssesssnessssesssesssseesssesssnsnas 59
6. CTBOPEHHS (DOHY, IO PYXAETBCS ..vvvveurianriieeiriasresseesseastesseesbeesesseesbesnessessbeesnessessneesnessneseeas 60
Jlexuis 7. Ornsgn nonyisipHUX aTak Ha KOMI'IOTEPHI ITPU Ta METOAM X TMPOBEACHHS ........ce.n.... 63
1. OCHOBHI BHBHAUCHHSL ........veeuteeeuteestteasteesseeaseessseaseessseaaseessseasesssseasseeasseaabeeanseenseesnneesseeanneenes 63
2. IlomynsipH1 aTAKU HA KOMITFOTEPHI ITPH .vvvveereeseeesreesneessreessesssneesmeessneessesssneesnessneesnesanseenes 64
Jlexitist 8. METOMIN 3aXHCTY B 3TIOMY B ITPAX .veuveeureasreaseeanseesseessseesseessessseesseessssssesssnssnsesssneas 68
1. BAXHCT ITPOBHX JIAHIX ....uveeneeeesreessreasseessneaseessneasesssneaaseessseassesasneesseeasseaanesanneesnessnneessesanneenes 68
2. OOMYCKALTIM ..ttt bbb e b bbbt b e b r e nr e 76

] S o 1 ) o OO P PP PR PR 80



Beryn

OCBiTHit KOMITOHEHT (HaBYajbHA AUCIUILTIHA) «POo3po0Ka Ta 3aXMCT ITPOBHUX 3aCTOCYHKIBY
OpIEHTOBAaHUH Ha 3aCBOEHHS 3100yBadyaMy BHIIO1 OCBITH APYTOro (MaricTepcbKoro) piBHs METOIIB
pPO3pOOKM Ta 3aXHUCTy IrpOBUX 3acTOCyHKIB. [lii yac omaHyBaHHS OCBITHHOIO KOMIIOHEHTa
(HaBYAIBHOT AUCUUILIIHK) 3700yBadi BUBYATUMYTh OCHOBHI MTUTAHHSA, TIOB’513aH1 31 CTBOPEHHSIM
2D-irop Ta MeTo/IaM1 3aXHCTY BiJ] 3JI0MY B irpax.

Memoro OCBITHBOTO KOMIIOHEHTa (HAaBYAJNbHOI JUCHMIUTIHM) € 3a0e3MeUeHHs] PO3BUTKY
(haxoBHX KOMIIETCHTHOCTEH MaliOyTHIX MariCTpiB IIJISIXOM OBOJIOJIHHS CY9aCHUMH ITiIXOJaMH JI0
PO3POOKH Ta 3aXUCTY ITPOBUX 3aCTOCYHKIB.

3aBMaHHAMH, 10 MAKOTh OyTH BHpINIEHI Yy MPOIEC BUKIAJAaHHS OCBITHROTO KOMITOHEHTA
(HaBYAIBHOT TUCIUILIIHK), € HAOYTTA 3400yBa4¥aMu KOMIIETEHTHOCTEW 3a OCBITHBOIO IPOTPaMOIO.

Iumezpanvna komnemenmuicme.

3naTHICTE 0COOU PO3B’SI3yBATH 3314l TOCIHITHUIILKOTO Ta/a00 IHHOBAI[IHHOTO XapakTepy y
cepi iHpopmariiiHOi Oe3reku Ta/abo kibepOe3neKu.

3azanvni komnemenmuocmi (K3)

K3-1. 3naTHicTh 3aCTOCOBYBATH 3HAHHSA Y IPAKTUYHUX CUTYyaLisIX

Daxosi (cneyianvii) komnemenmuocmi (PK/CK):

K®1. 3parnicth 0OIpyHTOBAaHO  3aCTOCOBYBaTH, IHTETpyBaTH, pO3pOONSATH  Ta
YVIOCKOHATIOBATH CydacHl iH(OpMaIliliHi TEXHOIOTil, Gi3udHI Ta MaTeMaTHYHI MOJIEN, a TaKOXK
TEXHOJIOT1l CTBOPEHHS Ta BHUKOPHCTAHHS MPUKIAIHOTO 1 CHEMialli30BaHOTO MPOrpaMHOTrO
3a0e3neueHHs Ui BUpIMIEHHA npodeciiiHux 3amad y cdepi iHpopmariitHoi Oe3neku Ta/abo
KibepOe3eKu.

BuBueHHS OCBITHROTO KOMIIOHEHTA (HABYAIBHOI TUCITUILIIHN) Tiepenoavyae 3100y TTs TaKuX
pe3ynomamis Hasuanns (PH):

[TPH4. 3actocoByBaTH, iHTETpyBaTH, PO3pOOJSATH, BIPOBADKYBATH Ta YIOCKOHAIIOBATH
cydacHi iH¢popMauiiiHi TexHoiorii, ¢(i3uyHi Ta MaTeMaTH4yHi MeToau 1 Moneni B cdepi
1H(dopMaliiiHOT Oe3neku Ta/abo KibepOe3neKu.

[TPH13. [ocmimxyBaTH, po3poOysTH, BIPOBAKyBaTH Ta BUKOPUCTOBYBATH METOAM Ta
3aco0u KpunTorpadiyHOro Ta TEXHIYHOTO 3aXMCTy 1H(popMallii Oi3Hec/onepaliiiHiuX Mpolecis, a
TAKOK AHAJII3yBaTH 1 HAJaBaTH OLIHKY €(EeKTUBHOCTI iX BHUKOPHCTaHHS B iH(OpMaliiHuX
CUCTEMaXx, Ha 00’ ekTax 1HPOpMaIiiHOI AISUIBHOCTI Ta KPUTUYHOT IHPPACTPYKTYpH.



Jlekuisi 1. Intepdeiic Unity. Cuena. Ckpuntu

1. Unity Hub ta pegakrop Unity
2. Crena

3. Acetn

4. Cxpuntu

1. Unity Hub Ta pexakrop Unity

Unity Hub — e xopucHuii 1HCTpYMEHT JJIsl KEPyBaHHS MPOEKTAMH Ta BCTAHOBJICHUMH
Bepcismu Unity. BukopuctoByiite Hub mis po6otu 3 kinbkoma Bepcisimu pemaktopa Unity Ta
MOB'SI3aHUX 3 HUIMH KOMITOHEHTIB JIJIl CTBOPEHHS HOBUX 200 BIJIKPUTTSI CTBOPEHUX MPOEKTIB.

Unity Hub 3.5.2

EL

P I’O]eCTS Open b New project

Projects
Installs
NAME MODIFIED EDITOR VERSION

Learn

Community

No projects, yet.

Downloads

Pucynoxk 1.1 — Bikuno Unity Hub

Unity Hub — iie aeckTomnHa nporpama, ClpoeKToBaHa Ul 3py4HOl poOOTH KOPUCTYBadviB. 3
HBOTO BIiZOYBA€THCS JOCTYI J0 €KOCHCTeMH irpoBoro asuryHa Unity, po6orta 3 MeHemIKepoM
IPOEKTIB, CTBOpeHUX y Unity, ympaBmiHHS JilEH3isIMH Ta BCTQHOBJICHHS JIOJATKOBHX
KOMITOHEHTIB.

Unity Hub e cBoepigHOlO “TOYKOIO CcTapTy”’, B sIKii BiJOyBa€ThCsS CTBOPEHHS HOBHX
npoeKTiB (BKIanka Projects), BctanoBnenHs pisHux Bepciit Unity (Bkmazxka Installs) Toro.

VY nenTtpainpHiil YacTHHI Iporpamu BKazaHi npoekTH (Projects), 3 skuMu Bu npargoete. SKIo
BU BUKopHcTOBYyeTe Unity Briepiiie, TO 1€ BIKHO Ma€e OyTH MOPOXKHIM.

[Tpu HatuckaHHi Ha 3aknaaky Installs y niBoMy MeHIO BiIKpHETBCS BIKHO BHOOpY Bepciid
Unity mis BcTaHoBIIeHHS ab0 Oy/ie moKa3aHo Mepeltik yke BCTaHOBIeHUX Bepciid Unity.

SIknmo Hazmam BaM 3HaJ00JAThCS 1HIII Bepceii cepepoBuina po3pooku Unity (Hanpukiam, Bu
3HAIeTe 1 3aX04eTe MOJUBUTHCS TOTOBI MPOEKTH, 3p00JIEHI TIiJ TIOTIepeHI BepCii cepeoBUIla
po3po0OKH), — TO BU 3aBXIAu 3MoxkeTe Bigkputu Unity Hub, mepeiitm y Brumaaky Install i
3aBaHTaXuTH Bepcii Unity i momyi .

Jnist ctBOopeHHs nopokHboro 2D-npoekty 3aiinite y Unity Hub Ta HatucHiTh KHONIKY New
project.



Unity Hub 3.5.2

New project
Editor Version: 2022.3.8f1

All templates

Core
Sample

Learning

d for 2D apps.
— (]
Core

3D Mobile
Core
Project name
My project
2D Mobile

Core

3D (URP)

Core

s 3D (HDRP)

Core

Cancel Create project

Pucynok 1.2 — BikHo amns Bubopy 1ma0aoHy A7s TPH, 0 CTBOPIOETHCS

Bubupaemo kHonKy 2D, BKa3yeMO iM'st IIPOEKTY Ta HOTO MiCIIE3HAXOJKCHHS Ta HATHCKAEMO
kHoTKy Create project. Konu HOBuUIT IpoeKT iHiIiami3y€eThes, 3'IBUThCA penakTop Unity.

[Tpoext Unity — ne He enuuuii ¢aiin, a mamnka, 10 MICTUTh JAEAKY KUIBKICTH MAarokK.
PosristHeMO Tpy HalBaKIIMBIIII TT1AITAITKH:

— ASSets,

- ProjectSettings

- Library.

Assets
Library
Logs
obj

Packages

ProjectSettings

UserSettings

. -vsconfig
Assembly—CSha rp

[Tanka Assets micTuth yci ¢aitnu, siki BAKOPUCTOBYIOTHCS TPOIO: PiBHI, TEKCTYPH, 3BYKOBI
edextu Ta crienapii. [Tamka Library mictuts BHyTpinmHi gani as Unity, a manka ProjectSettings —
¢aiinu 3 HaNaTyBaHHIMU MPOEKTY. B 0CHOBHOMY He J0BeleThCsl TOpKaTHCs (aililiB y mankax
Library Ta ProjectSettings.

[aTepdeiic Unity BimoOpaxkaeTbes sik HaOip maHenei. KojkHa maHenb Mae BKIIAJIKy JIBOPYY
yTopi, 3a Ky MaHeJdb MOKHA MEPEMICTHTH 1 TUM CaMHUM 3MIHMTH MakeT mporpamu. Takox,
nepeMilllylour MaHeNnb 3a BKIAJAKY, il MOXHA MEepeTBOPUTH Ha camocTiiiHe BikHO. He Bci maneni
BUJUMI 32 3aMOBUYYBaHHSM, 1 B Mipy PO3pOOKH I'pU BU BIJIKpUBATUMETE HOBI MaHEN1 Yepe3 MEHIO

Window.



Inrepdetic Unity po3dutuii Ha Kigbka YacTHH: BKIaaka SCene, Bkiaaaka Game, maHesb
IHCTpyMeHTIB, BKiaka Hierarchy, nanens Inspector, Bxinaaxu Project ta Console. Koxxna yactuna
Ma€ BJIacHE MPU3HAYEHHS, IPU LIbOMY BC1 BOHU BIJIIMPalOTh BAXKIJIUBY POJIb Y LUK CTBOPEHHS I'PU.
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Pucynok 2.3 — BikHo penakropy Unity

Ianens Toolbar — naiiBuiia yactuna pepaktopa Unity. Ha miii maHeni MoxxHa KepyBaTu
o0'exTamMu (KHOTIKM 3I1iBa), a TAKOXX 3allyCKaTH Ta NMPU3YNUHATH TPy (LMEHTPaJbHI KHOIKH).
ITpaBopyu po3TamioBaHi KHONKHU cepsiciB UNity, mapu-macku Ta omiii MakeTiB.

Ha naneni Hierarchy BinmoOpa)karoThCsl BCi €IEMEHTH, sIKi 3apa3 3HaXOIATHCS Ha irpoBid
ClleHl. Y HOBOCTBOPEHOMY IPOEKTI € Kamepa Ta CIPsIMOBaHE JDKEpeNlo CBITia, alleé B Mipy
CTBOPEHHS TPH 11 TAaHEJh IIOYHE HATIOBHIOBATHCS 00'€KTaMH.

Ilaneni Game i Scene — HaliBi3yasbHIIII HA0YHI YaCTMHHU pefakTopa. Ilanens Scene — ue
poOoua OBepxHs, Ha SIKiif MOXHA po3MinryBaTu Ta nepeminryBatu 2D- ta 3D-06'extu. Ko Bu
HaTHckaeTe KHONKY Play, 3'sBisietses BikHo Game, B sikoMy Oyjie MOKa3aHa Ta cama CIeHa, aje
BXKE 3 pOOOYMMHU 3aIPOTPaMOBAHUMH B3aEMOJIISIMHU.

Pemakrop Unity 3aBxan 3HaXOMUTHCSA B OgHOMY 3 1BOX pekumis: Edit Mode (Pexum
penaryBanus) abo Play Mode (Pexxum BinTBOpeHHs). Y pekuMmi peiaryBaHHS, IIO Ji€ 3a
3aMOBYYBaHHSM, MO’KHA CTBOPIOBATH CLIEHH, HAJIAIITOBYBATH IrpOBi 00'€KTH Ta BUKOHYBATH 1HIII
Iii, TIOB'sI3aHi 31 CTBOPEHHSM TpH. Y PEXKUMi BIITBOPEHHS BH MOXETE I'paTH B CBOIO TPy i
B33a€MO/IISITH 31 CLIEHOIO.

[[{o6 nepeiiT B pe’KUM BIATBOPEHHS, KJIalHITh 1o KHoti Play (I'patn) y BepxHiii yacTHHI
BikHa peaktopa — Unity 3amyctuts rpy. 1100 3amuimmTi pexxum BiATBOPEHHS, HATUCHITh KHOIIKY
Play (I'patm) mie pa3. [lepeOyBatouu B pekumi BiATBOPEHHS, MOYKHA 3yITUHUTH TPy, KIAITHYBIINA
nikrorpamy Pause (ITay3a) B eHTpi naHesni KepyBaHHs PEKUMOM BiATBOPEHHSI.

ITpoextu B Unity moxineni Ha crienn. KokHa ciieHa MICTHTh KOJIEKIIIO irpOBHX 00'€KTIB.
CueHy MOXHa pO3IIISJIATH SIK OJIMH PiBEHb Y I'pi, ajle CLIEHH TaKOX JOMOMAaraioTh MOAUTUTH TPy
Ha KepoBaHl (pparmenTu. Hampukian, rojloBHE MEHIO TPU 3a3BHYAM peali3yeThCsl Y BUTIISIL
OKpeMoi CIIEHH, 5K 1 KOXKEH ii piBeHb.

Ilanenv Inspector — y3aragbHEHHH I1HCTPYMEHT JUIS TEperisay Ta pelaryBaHHS
BJIACTUBOCTEH Bamux 00'exTiB. Bubpasiu, Hanpukiaa, kommnoneHt Main Camera, Bu nmobauwure,
110 BiH Ma€ Kinbka yacTuH (B UNity BOHM Ha3MBalOTHCSA KOMIIOHECHTAMH) 1 BC1 BOHH 3HAXOASTHCS
came TyT.



V sixni Project npeacTaBieHi BCl peCypcH, siKi 3apa3 3HaXOAAThCs y BallIOMY MPOEKTI. Ko
npocTiiie, TO 11e BCi (aiiiu Ta nanku Bamoro npoekty. JlogaBati HOBI (haitny moTpiOHO 10 ManKu
Assets.

Ha naneni Console 3'aBnsiTbcs BUXi/IHI 1aHi, sIKi BABOJSTHCS CTBOPEHUMH CLICHAPISIMU.

[ToganHs cueHn Moke OyTH B OJTHOMY 3 I'SITH Pi3HHUX pexuMiB. [lepeMukad pesxumiB, 1o
3HAXOJHUTHCA Y BiKHI, KEPYE PEKUMOM B3a€MOJIIT 3 TOAAHHSM CIICHH.

Pexxum 3axorutenns (Grab mode) — y npomy pexumMi MOKHA HATUCHYTH JIiBY KHOIIKY MHIII
Ta 3pPYIIUTH YSBICHHS.

Pexxum niepemimnenns (Translation mode) — y mpomMy pexxumi MOKHA TIEpeMilaTH BUALUICH]
00'eKTH.

Pexxum obepranns (Rotation mode) — y 1iboMy peskiMi MOKHA TIOBEPTATH BUILICHI 00'€KTH.

Pexxum maciuraOyBanns (Scale mode) — B 1pbOMy peXMMi MOKHA 3MIHIOBATH PO3MipH
BUIJIEHUX O0'€KTIB.

Pexxum npsimokyTHuka (Rectangle mode) — y npomy pexkumi MOXHa mepemimaru BUOpaHi
00'eKTH Ta 3MIHIOBATH 1X PO3MIpH, BUKOPUCTOBYIOUU ABOBUMIipHI Mapkepu. Lle ocob0nuBo 3pyuHo
npu GopMyBaHHI IBOBUMIPHUX CIIeH a0o iHTepdericy KopucTyBaya.

[TepeMuKkaHHs MK peKUMaMU MPEICTaBICHHS CLIEHW MOXKHA 3JICHIOBATH 3a JI0IIOMOIOI0
nepemukada abo knasim Q, W, E, R ra T.

OO6upatu 00'eKTH MOXKHA B OyAb-IKOMY PEXHUMi, KPIM PEXKUMY 3aXOIUICHHS.

[TinTpuMy€eThCs KijbKa crioco0iB HaBiramii y mojaHHi ClieHH:

- Knannytn mo mikrorpami i3 300pakeHHSIM PyKH JIBOpYY yropi, o0 meperTu B
PEKUM 3aXOIJICHHS, MOTIM HATUCHYTHU JIIBY KHONKY MHIII Ta 3pYIIUTH CLEHY B
NOTPIOHOMY HAIIPSIMKY.

- YTpumytoun kiasimry Alt, HATUCHYTH JIBY KHONKY MHIII Ta MOBEPHYTH CLEHY Ha
noTpiOHUIM KyT.

- Bubpati 006'eKT y CIieHi, KIalHYBIIHU 10 HbOMY JIIBOIO KHOINKOIO a00 BUOPABIIN HOTO
B IaHeJNl i€papxii, MOMICTUTH BKa31BHUK MUII y MEXI MaHENl 3 MpPeICTaBICHHIM
CIieHH Ta HaTUCHYTHU F, 100 nepenat Gpokyc BBeIeHHS BUOpaHOMY 00'€KTY.

—  VYTpumylouM npaBy KHONKY, NMEPEMICTUTH MuIly, 100 o3upHyTHcs. [loku mpasa
KHOTIKA MUIII 3aJTUIIAETHCSI HATUCHYTO, MOYKHA BUKOPUCTOBYBaTH KiaBimii W, A, S
1 D, o6 3MicTUTH KaMepy Bepes, JiBopyd, Ha3zaj Ta npaBopyd. Knasimamu Q ta E
KaMepy MOJKHa 3MII[yBaTH Bropy Ta BHHU3. SIKIIO NMpH I[bOMY II€ HATUCHYTH Ta
yTpuMyBaTH kiaBinty Shift, mepemimieHHs BifOyBaTUMYThCS HIBH/IIIIE.

Ilanens Hierarchy (lepapxis) BimoOpakae CIHCOK yCiX OO0'€KTIB y CIIeHi, BIAKPHUTIH Ha
naHuid MoMmeHT. Ilparroroun 31 CKJIQAHUMHU CIEHAaMH, i€papXis J03BOJSE€ MIBUIKO 3HAXOJIUTH
noTpiOH1 00'€KTH 32 IMEHAMHU.

Iepapxisi, K BUIIJIMBAE 3 HA3BH, JO3BOJISIE TAKOK OAYUTH CTOCYHKHU OaThKiB-HAIAIKIB MIXK
ob'ektamu. Y Unity o6'ektu MoxyTh MmicTuTH iHII 00'ektr. [laHenb iepapxii m03BoJIsiE
JOCIIJIKYBATH Taki JepeBa 00'ekTiB. TakoX MiATPUMY€ETHCS MOXJIMBICTh MEPEYNOPSAKOBYBATH
00'€KTH CITUCKH, IEPETATYIOUH iX MUIICIO.

Incnexmop BimoOpakae iH(opMaIlito mpo 00'ekT, 0OpaHU B JaHW MOMEHT, 1 caMe TYT
Mo>kHa Oy/ie 3/11ICHIOBAaTH HaJallITyBaHHS CBOIX IrpOBUX 00'eKTiB. [HCIIEKTOP BigoOpakae CrucoK
yCiX KOMITOHEHTIB, MiJKII0UEHUX 10 BUOpaHoro o0'ekTa 4u pecypcy. st pi3HUX KOMIIOHEHTIB
BiJI0OpaXkaeThCs pi3Ha iHPOpMAIIis.



‘= Hierarchy 2 ¢ @ Inspector 2 i

v .
+ @ @ v Main Camera Static v
Q) Scene0 :

0 Main Camera : Tag MainCamer:v  Layer Default

P Transform o I+
Position X 0 Z-10
Rotation X 0 Z 0
Scale & X 1 Z

Bt v Camera

Clear Flags Skybox
Background
Culling Mask Everything

Projection Orthographic
Size 5
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X 0
W1

Depth -1
Rendering Path Use Graphics Settings»
Target Texture None (Render Texture ®
Occlusion Culling v
HDR Use Graphics Settings»
MSAA Use Graphics Settings~

Allow Dynamic Resol
Target Display Display 1

{3 v Audio Listener

Add Component

Pucynoxk 1.4 — [MTanens Hierarchy ta manens Inspector st 06’exty MainCamera

2. Cuenn

Cuenu MicTATh 00'ekTH rpu. BOHM MOXYTh BUKOPUCTOBYBATHUCS /1JIsl CTBOPEHHS TOJIOBHOTO
MEHI0, OKPEMHUX PIBHIB Ta iHIIMX I[ied. KoxkeH ¢aiin ciieHn Mo)KHa BBa)KaTH OKPEMHUM irpOBUM
piBHEM. Y KOXHIA CLIEHI MOYKHa PO3MICTUTU OO'€KTH OTOYEHHS, 3arOpOJKEHHS, JeKOopallii,
IIMaTOYKaMH CTBOPIOIOYH JTU3alH 1 camy Tpy.

Konu Bu ctBOproere HoBuif mpoekT Unity, y MoAaHHI CLIEHH Bi0Opa)kaTHMEThCS HOBA
cueHa. Lle ciena 6e3 Ha3Bu Ta 30epekeHHs. CleHa Oy/ie MOPOKHBOIO, 32 BUHATKOM O0'€KTIB —
KaMep Ta CIPSIMOBAHOTO CBITJNA (TUIBKH B 3D-mpoexTax).

BuxopucroByiite nianorose BikHO «HoBa clieHa» Ui CTBOpEHHS! HOBUX CLIEH 13 NMEBHHUX
mabJIOHIB CIIEH y BAllIOMy MPOEKTI. Bu Takok MOkeTe BUKOPUCTOBYBATH JliajioroBe BikHO «HoBa
CIIeHa» JUIs TMOIIYKY IIa0JIOHIB CLIEH Ta KepyBaHHS HUMH. 3a 3aMOBUYBAHHSIM J[1aJIOTOBE BIKHO
«Hoga crieHa» BIAKpUBAETHCS IT1]1 YaC CTBOPEHHSI HOBOI ciienn 3 MeHto (Paitn — Hosa criena).

Komnu Bu cTBOproeTe HOBY clieHy 3 MeHIo, Unity aBTOMaTUYHO KOIil0€ 06a30BUi 11a0JI0H
MIPOEKTY 1 I0JIa€ HOBY CIIEHY JI0 OY/b-sKOI IMaIKH, BIIKPUTOI HA JAHUH MOMEHT y BIKHI TTPOEKTY.
Hogy cueny notpioHo 36epertH.

[I106 BiIKpUTH ClIEHY, BAKOHAWTE OJIHY 3 TAKUX Miil:

— V BikHi «IIpo€exT» ABiYI KJIALHITh 00'€KT CIEHH.

— YV Mmenro BubOepite daitn — Hosa criena.

— Y mento Bubepite ®aitn — OcTaHHI ClIeHH — [Ha3Ba CIICHH |

SIkmo Bamra MOTOYHA ClieHa MICTHTh Hez0epeskeHi 3minm, Unity 3ampomonye 306epertu
CIIeHy a00 CKacyBaTH 3MiHH.

IcHye KinbKa crioco01B Mepexoay MiXk CLIEHaMH, a CaMe:

- 3MiHa CILIEH 3a Ha3BOIO;



- 3MiHa CIIeH 3a IHIEKCaMHu;

—  3MiHa CIIeH 3a JONOMOTOI0 ITapaMeTiB.

3miHa ciieH 3a Ha3Bow. llel cmoci® HalmpocCTimmMi, 1 3ycTpivaeThes yke 4acto. Bix
BUKOPUCTOBYETHCS TOMAI, KOJIM HaM MOTPIOHO MEpeHTH TOYHO Ha MeBHY cueHy. [lis 1mporo
ctBopuMo C# CKpUIT 3 HA3BOIO, HAIPUKJIA, Scenes. | mponuiiemMo B HbOMY HAaCTYITHUHN KO/

using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{
public void OpenMenu()

{

SceneManager.LoadScene("Menu");

public void OpenGamel()
{

SceneManager.LoadScene("Game");

3MiHa cIieH 3a iHaekcaMu. Jlanuii cocid aHaloriyHui MonepeaHbOMY, 32 BUHSITKOM TOTO,
10 MU 3aMiCTh Ha3B CIICH, BAKOPUCTOBYEMO iX iHIeKcH. L{el criocid KOprCHHMIA y THX BHUITAIKAX,
KOJIM HaM HEOOX1/THO MepeiTH Ha HACTYIHY a00 MOMEPETHIO CIIEHY.

using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{
public void OpenMenu()

{

SceneManager.LoadScene(0);

public void OpenGame()
{

SceneManager.LoadScene(1);

3aBasku QyHKLISAM BIAKPUBAIOTHCS TPOXH OUIbIIE MOKIMBOCTEN /ISl IEPEXOY Ha CILIEHU.
Hampuknan, My MOXEMO NEPEUTH HA HACTYIHY M MTOIEPEIHIO.



using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{
public void NextLevel()
{
var index = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(index + 1);
}
public void PreviousLevel()
{
var index = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(index - 1);
}
}

[Tepen TuM, sIK TIpaIFOBAaTH 31 CIICHAMM 3a X 1HJIEKCaMH, HaM HEOOX1THO JOJIaTH BCl CIIEHU
no Build Settings. [{ns nporo tucaemo Ha Bkiaaky File — Build Settings. [lani nepersiryemo Bci

CBOI cueHu B obmacts Scenes in Build i po3crasnsemo ix mo mopsiaky. Iliciast 1boro mpocro
3aKPHBAEMO TI€ BIKHO.

Build Settings

Scenes In Build
+ Scenes/SampleScene
v Scenes/Scene0

Add Open Scenes
Platform CJ windows, Mac, Linux

L_.___' Windows, Mac, Linux arget Platform Windows
Architecture Intel 64-bit
y PDB files

E Dedicated Server

HL

g WebGL

Default

Asset Import Overrides
No Override

VRS SinEE No Override Learn about Unity Build Automation

Player Settings... Build v Build And Run

Pucynok 1.5 — Bikno Build Settings

3MiHa CLIeH 3a I0IOMOroro napameTpiB. JlaHuii croci aHaIoTiYHUA TONepeIHbOMY, TIIBKH
TYT MU IIEPEXOIUMO Ha MEBHY CIICHY, BUXO/ISIYHU 3 TIEpEIaHOT0 apryMEHTY B Hamry (hyHKIIIfO.



using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{

public void GoTolLevel(int number)

{

SceneManager.LoadScene(number);

3. Acetn

AceTu — 11e KOMIIOHEHTH, SIKi SBISIOTH CO000 rpadiky, 3BYKOBUI CyHpOBiJ a00 CKPHUITH.
BoHU npHUKPITLTIOIOTECS 0 00'€KTIB 1 CTAHOBJISATH BaXIIUBY YaCTUHY TPH.

[Tanka AsSets — rojoBHa namnka, B sIKiii MiCTATHCS BC1 aC€TH, SKI MOXKYTh OyTH BUKOPUCTaH1
npoektom y Unity. Bmict Project view Biamnosinae Bmicty nanku Assets. binbiricts ¢ynkiii API
NPUITYCKAIOTh, 1110 BCE MICTHTHCS B marili ASSEtS i He BUMAararoTh sIBHOT BKa3iBKHM PO3TalllyBaHHS.
PexoMeHyeThCs i1 KOXKEH BUJI ACETiB CTBOPIOBATH CBOIO OKpeMy Tarnky B ASSets.

Huxue HaBeneHo AesKi 3 HAHOUIBII MOIIMPEHHUX TUIIIB aCETiB, sIKI MOXKHA BUKOPHCTOBYBATH
npu po6oTi 3 Unity.

daitnmu 3D-moneneii — Unity miarpumye dopmar daiinis FBX, mo o3navae, mo Bu
MOJKETe IMIOPTYBaTH JaHi 3 OyIb-sIKOTO MporpamHOro 3abesmeueHHs it 3D-
MojientoBaHHs, o miarpumye FBX. daiinu 3D-moneneir MOXyTbh MICTUTH Oarato
THUIIIB aKTUBIB, TAKUX 5K CITKH, aHIMAIlls, MaTepiaal Ta TEKCTYpH.

¢aitnu 306paxkens — Unity iMnopTye (aitnu 300paxkeHb y BUMIIAAl TekcTyp. Unity
HIATPUMY€E HalnomumpeHin Tunu ¢ainis 300paxens, Taki sk BMP, TIF, TGA, JPG
ta PSD. fIkmo Bu 30epiraere 6ararommaposi ¢aiinu Photoshop (.psd) y mammi, Unity
IMITOPTYE iX SIK 3BEJIeH1 300paKeHHS.

ayniodaiinn — Unity migrpumye Oe3niu ¢opmatiB ayaiogaiinis, Hanpukiag, mp3,
wav, flac Ta 1gmI1.

tekcT, HTML, XML, JSON — Unity Mo>xe iMIOpTYBaTH JIOBUIbHI AaHi 13 (hailniB, 110
J103BOJIsA€ 30€piraT Ta BUKOPUCTOBYBATH JIaH1 13 30BHILIHIX JKEPE.

Texture — TekcTypa. 3a3BHyail TEKCTypaMH Ha3MBAIOTh JIBOBHUMIpHI 300pakeHHS, SKi
HAKJIa/1al0Th Ha TPUBUMIPHI MOJIEI.

Background — 0. Tak Ha3uBa€eThCs 300paskeHHS, 3a3BUYail BiIMOBIIHE PO3MipaM irpOBOTO
1oJisl, sIKe € POHOM J1JIsl 1HIIKX 300pakeHb. DPOH Moke OYyTH HEPYXOMHUM Ta PYXOMHUM.

Xoua eauHOoro cmocoOy opranizanii mnpoekry Unity He IiCHye, Kidbka KIFOYOBHUX
PEKOMEH/Talii:

3a0KyMEHTYITe Yroau npo iMeHa Ta CTpyKTypy namnok. ITocibHuk i3 ctuio Ta/abo
m1abJI0H TPOEKTY CIPOIYIOTH MOITYK Ta OpTaHi3aIliio Ganiis.

He BukopuctoByiiTe mnpobiniu B iMeHax (ailiB Ta mnamok. Y IHCTpyMEHTax
KOMaHJIHOTO psnka Unity BUHHUKAIOTH MPOOJIEMH 3 IMEHAMHU MUISAXIB, MO MICTATH
npo6inu. Bukopucroyiite CamelCase ik anbTepHaTUBY MpoOiiam.

Oxpemi 30HH TecTyBaHHs 4u MmicoyHHIl. CTBOPITH OKpEMY MaMKy s HEBUPOOHUUUX
CIIeH Ta ekcriepuMeHTiB. [liananku 3 iMeHaMu KOPUCTYBayiB MOXKYTh PO3IUTUTH Bally
po6ody 00s1acTh Ha YYaCHUKIB KOMaH/IH.

Tpumaiite cBO1 BHYTPIILIHI pecypcH OKPEMO Bijl CTOPOHHIX. SIKIII0 BM BUKOPUCTOBY€ETE
pecypeu 3 Asset Store abo 1HIIMX TUIAriHIB, MBHUJIIE 3a BCE, BOHM MAalOTh BIIACHY
CTPYKTYpy HpoeKkTy. Tpumaiite cBOi aKTUBU OKPEMO.



Xouva 3aJaHOi CTPYKTypH NAaloK HeMae, PO3IIITHEMO IPHKIA TOTrO, SIK BH MOJXKETE
HaJIaITyBaTu CBii poekT Unity.

I Project g
+~ - Z e ¢ 0
[aw Assets

(aw Art
3 Materials
[ Models
3 Textures

[ AssetsStore

(& Audio
3 Music
[ Sound

[a@ Code
[ Scripts
[0 Shaders

g Docs

(& Level
[ Prefabs
e Scenes
o ul

I Packages

Unity renepye merta-gaitn mis KoxHOro (aiiny ycepenuHi mpoekty. Xoda merta-gaitn
CTBOPIOETHCS aBTOMATUYHO, BiH MICTHTh Oarato iHdopmartii nmpo ¢aiis, 3 SKUM BiH IOB'S3aHUH.
Komu Unity cTBoproe daiin .meta mist 06'ekta, Bin 3anucye inentrdikarop o0'exra y daiin .meta
1 30epirae ¢aiin .meta y Tomy Mici, 1m0 i ¢aiin pecypcey.

Merta-daiinm MiCTATh BXIUBY 1H(POPMAIIIIO PO TE, SIK AKTUB BUKOPHUCTOBYETHCS B IIPOEKTI,
1 BOHU MOBUHHI 3anumiatucs y (aiiii akTuBy, 10 SKOTO BOHU HajleXaTh. SIKIIO BU MepeMillyeTe
abo mepeliMeHOBY€ETE pecypc y BiacHomy BikHI mpoekty Unity, Unity Takok aBTOMaTHYHO
nepeMilrye abo nepeiMeHoBYe BiIMOBIAHMM (aiin .meta.

OnHak SIKIIO BM mepemimiyere abo mepeiiMenyere pecype 3a mexkamu Unity, Bu moBUHHI
nepeMicTuTu abo nepeiimenyBatu (aiin .meta, mob BiH BiAMNOBIAAB.

SAxmo pecypc BTpauyae cBi Mera-(aiin (HampuKiIaj, SKIIO BU IepemimiyeTe ado
nepeiiMeHOByeTe pecypc 3a Mexxamu Unity, ame He mnepemimaere abo mHepeliMEHOBYETE
BIMOBITHMI (haiir .meta), Oyab-sKe MOCKUIIaHHS Ha el pecype y BallloMy MPOEKTI HE MPAITIOE.

VY wiit curyanii Unity 3ayBaxye, o pecypc He Mae BiIIOBIIHOTO MeTa-(ailily, CTBOPIOE
HOBUU JIJIs1 TIEPEMIIIIEHOTO/TIEPEHMEHOBAHOTO pecypcy, HiOU 11e OyB aOCOIOTHO HOBUHM pecypc, 1
BUAJISE cTapuil «Oe3xazaiHuil» daitn .meta.

Leit mporiec Moke CIPUIMHUTH CEPHO3HI MpoOieMH y Baliomy npoekTi. Hampukia:

—  JSIkmo pecypc TEKCTypu BTpadae CBil (aiin .meta, Oyab-fKi MaTepianu, IO
BUKOPHCTOBYIOTh III0 TEKCTYpY, BTPa4yaloTh MOCHJIAHHS Ha M0 TekcTypy. L{o6 e
BUIIPABUTH, BaM IMOTPIOHO OyJe BpY4YHY MEPENpHU3HAYUTH II0 TEKCTYpY BCIM
MaTepiajam, JUIsl SKUX BOHA MOTpiOHa.

—  SIxmo pecypc cueHapito BTpauae cBiif ¢aiin. 1l{o6 BunpaButu 1e, Bam notpioHo 0yae
BPYUHY MNEPENpU3HAUUTH 1€l CKpUINT it OyAb-SKUX ITPOBUX OO'€KTIB, SKUM BIH
MOTpiOeH.

4. Cxkpuntu

Ckpunmune — HeoOXiJHa CKJaoBa Ui BCiX irop. HaBith Haiimpocrim irpu moTpedyoTh
CKPHUITIB AJIs peakIlii Ha Jii TpaBlis Ta OpraHizaiii noaii reimruiero.

Kpim TOrO, CKpUNTH MOXYTh OYTH BHKOPHCTaHi JIsi CTBOPEHHS TIpadidHUX e]eKTiB,
yOpaBiiHHA (I3UYHOI0 MOBEIIHKOI 00'eKTIB ab0 peainizallii KOpUCTyBaJIbHUIBKOT Al-cucremu
JUIS IEPCOHAXKIB T'PH.



Ha BigMiHy Bij IHIIUX acCeTiB, CKPUIITH 3a3BUYail CTBOPIOIOThCS Oe3nocepenupo B Unity.
Bu MoxeTe CTBOPUTH CKPHIIT, BUKOPUCTOBYIOUM MeHIO Create y 1iBOMY BEpXHBOMY KyTi IaHei
Project a6o BubOpaBmu Assets — Create — C# Script y roJIOBHOMY MEHIO.

Ckpunt B3aemoie i3 BHYTpilIHIMH MexaHi3Mamu Unity 3a paXyHOK CTBOPEHHS KIacy,
yCIaJKOBaHOTO BiJl BOYIOBaHOTO Kiacy, 38aHoro MonoBehaviour. Kitac MonoBehaviour B Unity
- 11e 6a30BHIA KJIac, BiJl IKOTO yCIIAJAKOBYIOTHCS BC1 CKPUIITH KOpUCTYyBada. BiH Hajae goctyn 10
ocHoBHUX ¢yHKIIH Unity, TakuX sIK KEpyBaHHS IrpOBUMH 00'€eKTamMu, 00poOKa o1, B3aEMO/Iis
3 (pi3UKOI0, a TAKOK KEPYBAHHS KUTTEBUM IIUKIOM 00'€KTiB.

Bu moxere nymaru mpo Kjac SK MPO CBOrO pOAY IUIAH CTBOPEHHS HOBOTO THUITY
KOMITOHEHTA, SIKU MOke OyTH MPUKPITUIEHUH 10 irpOBOTo 00'€KTa.

[lopasy, Koau BH MPHEAHYETS CKPUITTOBHI KOMIIOHEHT J10 irpoBoro 00'ekra GameObject,
CTBOPIOETHCS HOBUH €K3eMIUISIp 00'€KTa, BUBHAYEHUH IIJITAaHOM.

Im'st kimacy GepeThest 3 iMeHi, SIKe BH BKa3aJIM i 9ac CTBOpeHHs ¢aiiny. IM's kiacy ta im's
¢aiiny noBuHHI OyTH OAHAKOBUMH ISl TOTO, II0O CKPUIITOBUN KOMITOHEHT MIT OYTH MpHEIHAHUI
JI0 IrpoBOTO 00'€KTA.

[Ipu ctBopenHi HOBoro ckpunty Ha C#, Unity cTBOproe Qaiinm 3 po3mupeHHsIM CS Ta
HACTYITHUM BMICTOM:

using UnityEngine;

sipublic class MyScript : MonoBehaviour

{

// Start is called before the first frame update
= void Start()

{

}

// Update is called once per frame
E void Update()

{

}

@akTUYHO MOXHA 3MIHUTH IIa0JIOH cleHapito, skuii Unity BHKOpHUCTOBYE Mix wyac
CTBOpPEHHs1 HOBOro cueHapito C#. @aiin mabioHy cueHapilo, sIKHH MU 30MpaeMocsl 3MIHUTH,
HasuBaethess  81-C#  Script-NewBehaviourScript.cs.txt; BiH  3HaXOmUTbCS B MAami
C:\ProgramFiles\Unity\Hub\Editor\ 2022.2.1f1\Editor\Data\Resources\ScriptTemplates.

106 3minuTH mabnox, 3amycrtite Visual Studio Community 2022 sk aaminicTparop i
BiIKpuiTe el ¢ain. s nporo 3amyctite Visual Studio ta BuGepits Continue without code
(ITponosxutu 6e3 koy) BHU3Y mpaBopyd. [licns 3amycky Bubepits File — Open — File («®aiim»
— «Bigkputn» — «®Painy), nepeiaits 10 dailny, skuil HoTpiOHO penaryBarty, 1 IBi4l KJIAHITh
Ha3By (aiiny.

1106 36epertu 3minu, BubOHpaemo File — Save 81-C# Script-NewBehaviourScript.cs.txt As
.... Y BiKkHI JuIg 30epekeHHsI KJIalHITh CTPIIKY BHU3 MPAaBOPYY BiJl KHONKHU Save («30epertu») y
HUKHBOMY IIpaBOMy KyTi Ta BUOepith Save with Encoding ... («30epertu 3 koyBaHHSM ... ») Y
nianoroBomy BikHI Advanced Save Options («/{onaTkoBi mapamerpu 30epexeHHs») 3MiHITh Line
Endings na Windows (CR LF) 1 HatucHitTh kHOnKy «OK».

Cxpunt Unity He cX0XUii Ha TPaAULIHHY 171€10 TPOTrpaMu, A€ KOJ] MPAIO€ MOCTIHHO B LUK,
MIOKH HE 3aBEPIINTH CBOE 3aBIaHHsA. HaTtoMmicTs Unity mepioindHO mepenae KepyBaHHS CKPUNITY
IPY BUKJIMKY MIEBHUX OrOJOMIEHUX Y HbOMY (YHKILIN. SIK Tinbku (QyHKIsS 3aBepIllye BUKOHAHHS,
KepyBaHHS IMOBEPTAEThCs Hazan A0 Unity.



i gynxmii Bigomi sk QyHKINT mofii, ToOTO iX aktuBye Unity y BIANMOBIAL HA MOII, IO
BifOyBatoThcs y mporeci rpu. Unity BUKOPUCTOBY€E CXeMy iMEHYBaHHs, 1100 BU3HAYMTH, SKY
(GYHKIIFO BUKJIMKATH TIEBHOI MTOII.

@ynukyisn Update — 1ie Micue Ui po3MIIIEHHS KOAY, KU 00poOJIATUME OHOBIICHHS KaJIpy
It irpoBoro 00'exta. Lle moske OyTH pyX, CripalffoBaHHs il 1 peakilis Ha BBEICHHs KOPUCTyBaya,
B OCHOBHOMY BCg, 1110 IIOBHHHO OYyTH 00pOOJIEHO 3 4aCOM B iIrpOBOMY IPOIIECI.

[[To6 mo3Bommtu ¢yskiii Update BukOHyBaTH CBOIO po0OOTy, yacTo OyBa€ KOPHUCHO
iHiIiami3yBaTl 3MiHHI, PaxyBaTH BJIACTHUBOCTI Ta 3JIMCHUTH 3B'A30K 3 I1HIIMMH IrPOBUMH
00'eKkTaMu 70 TOTO, SIK OyyTh 3/IHCHEH] Oyab-sAKi Jii.

@ynukyis Start Oyne Bukiaukana Unity 10 OYaTKy irpoBOTo mporecy (ToOTO J0 MepIioro
BuKiMKy ¢yHkiii Update) i e ieanbHe Miciie 11 BUKOHAHHS 1HiIiasi3amii.

Posrnsinemo inmi ¢pynkunii B Unity.

DyHKIIT Ormc
Update BHKJIMKA€ETHCS TIepe]] MaTlOBaHHIM KaJpy Ta mepejl po3paxyHKoOM
agiMaril
BUKJITHUKAETHCS TIepe]] KOKHAM OHOBICHHAM (Di3HYHHX JafuXx. T.K.
OHOBICHHS (i3MKH Ta Kamapy BigOyBaeThcs He 3 OJHAKOBOIO
YacTOTOIO, TO BH OTPHMAa€ETe OLTBIN TOYHI PE3yNbTAaTH Bil KOIy
Gbi3HKI
MOKJIHBICTh BHECTH JOJATKOBI 3MiHH y MOMEHT, KOJH Y BCiX
o0'exTiB y crieni BignparoBamu ¢pynxiii Update Ta FixedUpdate
Ta po3paxyBaaHcs BCi aHIMAIIil.
Start BHUKJIHKA€THCS 10 OHOBIEHHS MEPIIOTO Kaapy 9u (pi3HKHU 00'€KTy.
Awake BHKJIHKAEThCd IS KOXKHOTO 00'€kTa B CIEHI I dac
3aBaHTaKeHHS cIleHd. J[asg pisHMX 00'ekTiB QyHKIIi Start Ta
Awake 1 BUKIIHKarOThCS B pi3HOMY TIOPSAKY, Bci Awake OyIyTh
BHKOHaHI JI0 IepIIOoro BHKJIHKY Start.
OnGUI V Unity € cuctema a8 BiITBOPeHHS eneMeHTiB kepyBaHHSI GUI
MOBEPX TOTO, IO BiIOYBAETHCS B CIICHI, 1 pearyBaHHS Ha KJIiKH 110
mux eneMeHTtax. lleii xoj oOpoOnseThcs Aemo iHAKINE, HiX
3BHYaiHE OHOBJICHHA Ka/Ipy, TOMY BiH IIOBHHEH OYTH TTOMIIIEHHI
y ¢ynkrito OnGUI, sixa 6y/ie mepioiyHo BUKITHKATHACS.

FixedUpdate

LateUpdate

OnMouseOver, JIO3BOJIA€ CKPUITY pearyBaTH Ha Jii 3 MHIIEH KOpPHUCTYBayua
OnMouseDown

OnCollisionEnter, OyIoyTh BHUKIMKaHI Ha IOYATOK, TPOJOBKCHHS Ta 3aBEpIICHHS
OnCollisionStay KOHTaKTY (3ITKHCHHSX) 3 00'€KTOM

OnCollisionExit

OnTriggerEnter,
OnTriggerStay
OnTrigeerExit

OyIyTh BUKIWKaHI, KOTH KOJaiep 00'€KTa HANalTOBAHWH SK
Trigger (ToOTo Te# Kojaiijep MPOCTO BH3HAYAE, MO IIOCH
nepeTHHae 1 He pearye ¢izuuno). i ¢yHKIT MOXYTE OyTH
BUKJIMKaHI Kilbka pa3iB MOCTIiITh, SKIIO BUSABIECHO OUTBITIE OTHOTO
KOHTAaKTy TIiJi dac OHOBIEHHS (i3UKW, ToMy B (yHKIiO
nepefacThes mapaMeTp, Mo HaJae NOJATKOBY iH(OpMAIIo IIpo
3iTKHEeHHS (KOOpAUHATH, "0co0uCTicTh" BXigHOro 00'eKTa i T.JL.).

Unity 103BoJIsI€ 3MIHUTH 3HaYE€HHSI 3MIHHUX CKPHUIITIB Yy 3amymieHii rpi. Lle nyxe kopucHo,
11100 moGaunTH ePeKTH BiJ 3MIH 0Jpa3y K, 0e3 BCTaHOBJIEHHS Ta repe3anycky. Ko nporpaBanHs
3aKIHUY€ThCS, 3HAUEHHS 3MIHHUX 3MIHIOIOTHCS B I[bOMY CTaHi, sIK€ BOHM MaJld JI0 HATHCKaHHS
KHOTKH Play.

Ampubymu (Attributes) — e mapkepu, sKi MOXYTh OyTH pO3MILIEHI Hepen KIacom,
BJIACTUBOCTSIMU a00 QYHKIISIMU B CKPHUITI, 100 3a0€31e4YnTr 0COOJIMBY OBEIIHKY.



Hamnpuknan, ampubym Hidelnlnspector moxe OyTH IOAaHWI Tiepes] OTOJIOIICHHSIM
BJIACTHBOCTEH ISl MONIEPEIHBOTO BiOOpPaKeHHS IIUX BIACTUBOCTEH B IHCIIEKTOPI, HABITH SKIIO
BiH myOmiunmii. B C# BiH mOMIIIA€ThCS MK KBaJIpaTHUMU JTy>KKaMHU.

Y C# BHM MOBUHHI OT'OJIOCUTH 3MiHHY 3arajlbHOJIOCTYITHOO, 00 MOOAYHTH ii B IHCHIEKTOPI.
Skmo Bu Takox xouere, mobd Unity cepianmizyBana private moss (mobauntu ix B [HcriekTopi), B
MOJKETE JIOAATH JI0 WX MoMiB ampubym SerializeField.

Unity cTBOproe MITKY y BiKHI Inspector muisxom romaBaHHs MpoOiTy CKpis3b, A€ B IMEHI
3MIHHOI 3ycTpidyaeThCcsl Benuka Jitepa. OMHaK 1€ BUKIIOYHO ISl BiMOOpa)KEHHS, 1 BH TOBHUHHI
3aBX/IM B KOJII BAKOPUCTOBYBATH iM'sl 3MIHHO].

ATpubyt Header, konu nipuennyetbes 10 moiist, 3myirye Unity BHBOJUTH HAIKAC HAJT TTOJIEM
B IHCIIEKTOPI.

ATpubyT Space i€ aHAIOTI4HO, ajie A0Jae MOPOXKHii mpocTip. ObuaBa aTpudyTH 3pyIHO
BUKOPHUCTOBYBATH JJIS BI3yaJbHO1 OpraHi3ailii BMICTy 1HCIIEKTOpa.

Hanpukian:

public class Spaceship: MonoBehaviour
{

[Header ("Spaceship Info")]

public string name;

public Color color;

[Space]

public int missileCount;

}

v ¢ Spaceship (Script) %,
Script | . Spaceship (o]
Spaceship Info
Name | |
Color e e
Missile Count |0 |

Debug.Log — e koman1a, sika MPOCTO BUBOAUTH MOBITOMIICHHS Ha KOHCOJbHE BUBEICHHS
Unity. Hanpuktaz, Koz

void Start ()

{
Debug.Log ("I am alive!");

Sxmo Bu HatucHere 3apa3 Play, Bu moOaunTe MOBIIOMJIEHHS BHU3Y OCHOBHOTO BiKHA
penakropa Unity y BikHi Console (Mento: Window — Console).

nse  Error Pause Editor =

| am alive!

UnityEngine.Debug:Log (object)

HaiinpocrimmM 1 HalMOMUPEHINM € BUMAI0K, KOJIU CKPUNTY HEOOXITHO 3BEPHYTHUCS 10
IHIIIMX KOMITOHEHTIB, IpUeIHaHUX 70 Toro sk GameObject. KommoHeHT HacmpaB/Ii € eK3eMILIIPOM
KJIacy, TOMy MEpUIMM KPOKOM OyJie OTpUMAaHHS MOCHJIAHHS Ha €K3eMIUISp KOMIIOHEHTA, 3 SIKUM



BHM XoueTe mpamoBatd. Lle pobuthes 3a momomororo ¢yukmii GetComponent. TumoBo, 00'ekT
KOMITOHEHTa 30epiratoTh B 3MiHHY, 11€ poouThcsi C# 3a JOOMOT0I0 HACTYITHOTO CHHTAKCHUCY':

void Start ()

{
Rigidbody rb = GetComponent<Rigidbody> () ;

SIK TUIBKM BM Ma€Te MOCUJIAHHS HAa €K3eMIUIIp KOMIIOHEHTA, BU MOXKETE€ BCTAHOBIIOBATH
3HAYeHHS HOTO BIACTUBOCTEH, THX e, sIKI BU MOXKETEe 3MIHUTHU Yy BikHi Inspector.

Hemae mpuuunM, uepe3 sIKy BM HE MOXET€ MaTH OlIbllIe OJAHOTO CKpHUITa KOpHUCTyBaua,
NPUETHAHOTO J0 OJJHOTO 1 TOTO X 00'€KTa.

Skmo BaM NOTPIOHO 3BEPHYTUCS [JIO OJHOTO CKPUNTY 3 IHIIOIO, BH MOXETE
BUKOPUCTOBYBATH, K 3aBxau, GetComponent, BAKOPUCTOBYIOUHM IPU LIbOMY iM'sSI KJIaCy CKpUNTY
(abo iM's (aitry), 006 BKa3aTH, SIKUW THIT KOMIIOHEHTA BaM MOTPiOEH.

Sxmo Bu cnpoOyere BUOpaTH KOMIIOHEHT, SIKMH He OyB IOJaHUWI O irpoBOro 00'eKTa,
GetComponent nosepHe null; BUHUKHE MOMUJIKA HOPOXKHBOIO MOCHUJIAHHS MiJl YaC BUKOHAHHS
(null reference error at runtime), sIKIIO cripoOyeTe 3MIHUTH OyAb-AKi 3HAYCHHS Y TTOPOKHBOMY
00'€eKTi.

CKpuIITH MOXYTh BiJICTeXKyBaTh iHII 00'ektn. Hampukinam, Bopor, IO Mepeciiaye,
MOBUHEH 3HATH MO3uIlito rpaBls. Unity Hafae KiIbKa NUIAX1B OTPUMAHHS 1HIINUX O0'€KTIB.

Haiinpocrimmii crioci® 3HalTH NMOTPiOHUI irpoBUil 00'€KT — JOJATH MO CKPUNTY 3MiHHY
tuny GameObject 3 piBHeM focTyity public. 3MiHHY Oyze BuaHoO y BikH1 Inspector. Tenep moxxHa
nepeTarHyTy 00'ekT 3i ciieHu abo 3 maneni Hierarchy B 1110 3MiHHY, 1100 TPU3HAYUTH HOTO.

Hanpuknan:

public class Enemy : MonoBehaviour

{
public GameObject player;

void Start ()
{
// Start the enemy ten units behind the player character.
transform.position = player.transform.position - Vector3.forward *
10f;

YacTo 3pyuHO 3HaX0AUTH 00'€KTH i yac BUKOHaHHS, 1 Unity Hajae aBa OCHOBHI ClIOCOOU
3poduTH 1I€.

[Tomryx nouipHix GameObjects. IHoni irpoBa clieHa BUKOPHCTOBYE JAEKUIbKA ITPOBUX
00’€KTiB OHOTO THITy, TAKMX SK BOPOTH, IIUIAXOBi TOUKHU Ta TEPEIIKOU. IX MOsKe 3Ha00UTHCS
BIZICTeXKYBaTH 3a JIOTIOMOTOI0 IIEBHOTO CIICHApil0, SIKUH KOHTPOJIOE abo pearye Ha HHX
(HampuKJIaJ, yci HIIIXO0B1 TOYKH MOXKYTh OyTH JOCTYITHI AJIs CLIEHAPI0 MOUIYKY LUIAXY).

BuxopucTtanss 3MiHHHX JUIs 3B’ s13yBaHHs 1UX 00’ e€kTiB GameObject € MOXKITUBICTIO, aJie 11e
pOOHTH TpOIeC MPOEKTYBAHHS CTOMIIIOIOYMM, SIKIIO KOXXHY HOBY TOUKY MapLIpyTy HOTpPiOHO
nepeTsAryBaTi 70 3MiHHOI B creHapii. Tak camo, SKIIO HIISXOBY TOYKY BHIAJICHO, BUIAISTH
MOCUJIaHHS 3MIHHOI Ha BiACYTHiH 00’ ekT GameObject — 11e HE3pYy4HICTb.

VY nonibHuX BUMaJKax yacTo Kpaile kepyBatu Habopom GameObjects, pobisiuun iX ycima
HaIlaKaMUi OJTHOTO O6aTbkiBCchkoro GameObject.

Houipui GameObjects MO)XHa OTpUMaTH 3a JOMOMOTOI0 OaThKIBCHKOTO KOMITOHEHTA
Transform (ockinbku Bci GameObjects HesiBHO MatoTh Transform)

Hampukian:



using UnityEngine;

public class WaypointManager : MonoBehaviour {
public Transform[] waypoints;

void Start() {
waypoints = new Transform[transform.childCount];
int 1 = 9;

foreach (Transform t in transform) {
waypoints[i++] = t;

Bu Takoxx MokeTe 3HaWTH 3aJaHUl TOUipHiN 00'€KT 3a IM'AM, BUKOPUCTOBYIOUU (PYHKIIIIO
Transform.Find.:

transform.Find ("Gun") ;

O06'exT 200 KONEKIis 00'€KTIB MOXKe OyTH 3HaWIeHA 32 ii TeroM, BUKOPUCTOBYIOUM (YHKIII{
GameObject.FindWithTag 1 GameObject.FindGameObjectsWithTag.

void Start() {
player = GameObject.FindWithTag("Player");
enemies = GameObject.FindGameObjectsWithTag("Enemy");

Jlesiki irpy MaroTh MOCTIMHY KUIBKICTh OO'€KTIB Ha CIIEH1, IpOTe 3a3BUYail MEPCOHAXI,
ckapOu Ta iHII 00'€KTH CTBOPIOIOTHCS Ta BUAAISIOTHCA I Yac IpH.

V¥ Unity irpoBuii 00'ekt (GameObject) Moxxe OyTH CTBOPEHUI, BUKOPUCTOBYIOUYH (PYHKIIIIO
Instantiate, sixka poOHUTH KOO iCHYIOYOr0 00'€KTA.

O0'exT, 3 sikOro OepeTbes Kollis, He TOBUHEH OyTH NpUCYTHIM Ha cueHi. Habararo vacriie
BUKOPUCTOBYEThCS npedald, skuil OyB MepeTArHyTHH Ha BIIKpHUTY 3MiHHY (public variable) i3
¢aiiniB npoekTy Ha naHeni Project.

Takox € ¢ynkuis Destroy, sika 3HUIIUTG 00'€KT MICIIs 3aBEPLICHHS 3aBAHTAXXEHHS Kaapy
a00 OMIIIOHAIBHO MICIHIS KOPOTKOI May3H.

KoHnTpoabHi nuTanus
. IITo Take Unity Hub Ta asst 4oro BiH BUKOPUCTOBY€ETHCS?
. JIsst 90r0 BUKOPHUCTOBYEThCS marka ASsets?
. JIns goro BukopucToByeThes BKiaaka Hierarchy?
. JI7151 90TO BUKOPUCTOBYETHCS TTaHe b INSpector?
. B sikux pexxumax Moxe OyTH MOAAaHHS CLIEHU?
. lITo Take ciieHa Ta /15l 4OTO BOHA IMpU3HAUYeHa?
. 3 IKHMX acCeTiB CKJIaJaeThes namnka Assets?
. Big sixoro kimacy craakyrotbest ckpunti B Unity?
. Konu Buxonyetncst meron Start()?
10. o poouTts koManaa Debug.Log()?
11. Konu Bukonyethcs meron Update()?
12. SIk y ckpunTi 3BEpHYTUCH JI0 MO3MIII1 TOTOYHOTO 00'€KTa?
13. SIk y ckpunTi 3BepHYTHUCS 10 MIBUIKOCTI 00'ekTa?

OO ~NO Ul WM -



Jlekuisi 2. 2D rpa. OcHoBHi 00'ekTH

1. GameObject
2. ®i3uyHM MaTepial

1. GameObject

Kmac Unity GameObject BUKOPHCTOBYEThCS JJIsi TMPEACTABICHHS BCHOTO, IO MOXKE
ICHYBaTH y CIIEHI.

Koxen o6'ext y Baiiit rpi — e GameODbject, Bix nmepcoHaxxiB Ta KOJCKI[IHHUX MTPEIMETIB
JIO JDKEPEJT CBITJIa, KaMep Ta CIelialbHUX e(eKTiB.

ul
Ul Toolkit

Camera

Create Empty

Sprites 2D Object >
Physics 3D Object >
Tilemap Effects >
Sprite Shape Light >
Pixel Perfect Camera Audio >
Sprite Mask Video >

>

>

Visual Scripting Scene Variables

Pucynoxk 2.1 — ITpuknag GameObject

Buau 2D npumitusiB GameObjects:

—  Triangle

- Square

—  Circle

—  Capsule

—  Isometric Diamond

- Hexagon Flat-Top

- Hexagon Point-Top

—  9-Sliced

IMpumitue Triangle 2D — ne Oinuii piBHOOEAPEHUI TPUKYTHHK 13 OCHOBOIO, PO3MIp SKOT
CTaHOBUTb OJJHY OJMHMIIO. BU MoXeTe BUKOPHUCTOBYBAaTH HOro sIK 3allOBHIOBAY JJIsl PI3HUX
€JIEMEHTIB Ballloi CLEHHU, TaKUX SK MEepelmKoau abo 4acTuHU iHTepdeiicy kopuctyBaua. Bu
moxete noaatu 2D-kommnoneHT Polygon Collider 1o npuMiTuBy, 1100 BiH B3a€MOISB 3 IHIIMMU
00’€KTaMH I'pH Ta JBOBUMIPHOIO CUCTEMOIO (DI3UKHU.

[TpumituB Square 2D — ne Oumii kBaapaT po3MipoMm 1x1 ogununi. Bu moxere
BUKOPUCTOBYBaTH HOTO SK 3allOBHIOBAY JJIS PI3HUX €JIEMEHTIB, HANpPUKIaJA, Mepemko] ado
mnatdopm. Bu moxere nomatu 2D-kommonent Box Collider 1o mpumiTuBy, 100 BiH B3a€MOJISB
3 IHIIMMHU 00’ €KTaMU I'pU Ta JBOBUMIPHOIO CUCTEMOIO (Pi3UKH.



[Tpumitus Circle 2D — 1e 6i51e K010, IlaMeTp SIKOTO CTAaHOBUTH OJHY oauHuIt0 Unity. Bu
MOJKETE BUKOPHCTOBYBATH WMOTO SIK 3allOBHIOBAY I PI3HUX EIIEMEHTIB CIICHH, HANPHUKIA,
nepemkoa abo peksisuty. Bu moxkere momatm Circle Collider 2D no mpumituBy, mo0 BiH
B3aemoisB 3 iHmuMu GameObject i cucremoro 2D-}i3uku.

O

[TpumituB Capsule 2D — me Oima kamcyna posmipoM 1X2 opuHuii. Bu wmoxere
BUKOPUCTOBYBaTH HOTO SIK 3allOBHIOBAY JUIA PI3HUX €JEMEHTIB Yy Ballliii CIIEHi, HAaIpPUKIAJ,
MepeNKoau, onopu abo 3aMmiHM s nepcoHaxa. Bu moxere momatu Capsule Collider 2D no
NpUMITHBY, 1100 BiH B3aemoisB 3 iHmmMu GameObjects i cuctemoro 2D-¢hizuku.

-

[Mpumitur Isometric Diamond 2D — me Oumii cnpaidt y ¢opmi pomba posmipom 1%0,5
omuauLi. Llel cnpaiiT yacTo BUKOPHUCTOBYETHCS SK 3alOBHIOBAY ISl TUIMTOK, PO3MIIIEHUX Ha
130MEeTpUYHUX KapTax IUMTOK. [likceni Bropi Ta BHH3Y IIbOT'O CIIPATy 37erka oOpi3aHi, Mmoo
HOKPAIUTH MO3AIKYy.

[TpumituB Hexagon Flat-Top 2D — ne nmpaBWibHUM IIECTHMKYTHUK HIMPUHOIO B OJHY
OJIMHMINIO; HWOTO TUIOCKI CTOPOHM OpIEHTOBaHI Bropy Ta BHHU3. lleit cmpaiit dyacTo
BUKOPUCTOBYETHCS SIK 3aTIOBHIOBAY JUIS IUIMTOK, PO3MILIEHUX HA MIECTUKYTHUX KapTax IUIMTOK 13
IocKUM BepxoM. Ilikceni niBopyd 1 mpaBopyd BiJl LBOTO CIpalTy 3J7erka ooOpizaHi ams
MOKpAIIEHHS MO3aiKH.

o

[Mpumitus 9-Sliced 2D — e Oinuit KBagpaT i3 320KPyTICHUME KyTamu po3mipom 1x1. [1eit
cnpaiiT Oyno po3aUIeHO Ha 9 YacTHH i3 MexaMu po3MipoMm 64 mikceni 3 koxHoro Ooky. Llei
CIIpaiiT B OCHOBHOMY BHKOPHCTOBYETHCS 3 pekmMmamu MamtoBaHHs Sliced 1 Tiled kommonenTa
Sprite Renderer. Bu Moxere BHKOPHUCTOBYBAaTH cHpalT i3 9 ¢QparmMeHTamMu sK THYYKHI
3arMoOBHIOBAY JIJIsl PI3HUX €JIEMEHTIB y Ballliid CiieHl Ta mpoekTi. Bu moxkere nogatu Box Collider
2D i3 yBIMKHEHOIO aBTOMO3AiKO0I0, 100 CHpalT B3a€MOJIISAB 3 IHIIUMH 00’ €KTaMHU Ta CUCTEMOIO
2D-dizukn.

Meron GameObject.CreatePrimitive() crBoproe 3D-irpoBuii 00’€KT i3 NPUMITHBHUM
pPEHIEPEPOM CITKH Ta BiJIMOBITHIM KOJUTAWIEPOM.



Hanpuxnan:

GameObject cube = GameObject.CreatePrimitive (PrimitiveType.Cube) ;
cube.transform.position = new Vector3(0, 0.5f, 0);

IrpoBi 00'ekTH aKTUBHI 3a 3aMOBYYBaHHSIM, aje X MOKHA JCaKTUBYBATH, IO MPHU3BEIE JI0
BUMKHCHHSI BCIX KOMITOHEHTIB, IPUKPITUICHUX JI0 irpoBUX 00'€KTiB. 3a3BUYAii 11 O3HAYAE, 110 BiH
CTaHe HEBUIMMHM 1 HE OTPUMYBATUME 3BHUYAHHUX 3BOPOTHHX BHKIMKIB a00 MOJIH, TaKUX SIK
Update a6o FixedUpdate.

Craryc irpoBoro o0'ekTa aKTHBHHUH, SKIIO BiH MPEICTABICHUN IMpamopleM JiBOpyd Bijl
iMeHi 00'ekta. Bu MmoxxeTe kepyBaru num 3a gonomororo GameObject.SetActive.

O Inspector =0

ﬁj Directional Light Static ™

i Tag Untagged v | Layer Default -

Ter — e TOBIAKOBE CIOBO, SIKE MOKHA MPHUCBOITH oHOMY abo Aekinbkom GameObjects.
Hampuknan, Bu MOXeTe BUSHAYUTH TeT «['paBerpy s MepCOHaXiB, KOHTPOIHOBAHUX I'PABIIEM,
ta Ter «Bopor» Is MepcoHaxiB, SIKI HE KOHTPOJIIOIOTHCS I'paBlieM. Bu MokeTe BH3HAYHMTH
IpeIMETH, sIKi TpaBenb Moxe 30uparu y Cueni 3 nmo3Haukoro "Konekuinamii".

Teru pomomararoTh iAeHTU(]IKYyBaTH irpoBi 00'€KTH Ans cueHapiiB. Term KopucHi st
TPUTEPIB Y KOJIAKEpi, 3a TOTIOMOTOFO SIKHX MOKHA 3'ICyBaTH, UM B3aEMOJIIE TPaBellb, HAIPUKIIAI,
3 BOPOTOM, PEKBI3UTOM 200 MPEIMETOM KOJICKI[IOHYBaHHSI.

Bu wmoxere BukopuctoByBatn (yHkiiro GameObject.FindWithTag(), mo6 3Haiitu
GameObject, nanamtyBasiiy i Ha MOMIYK Oyab-SKOr0 00'€KTa, 1110 MICTHTh MTOTPIOHUIT BaM Ter.

Hanpukian:

GameObject respawn = GameObject.FindWithTag ("Respawn");

Cawmi o co6i GameObject Hiuoro He poOISTh, alle AiFOTh K KOHTCHHEPH sl KOMIIOHCHTIB,
Jie peasizoBaHa 1151 GyHKIIOHATBHICTD.

o6 monatu irpoBoMy 00'€KTy BIACTUBOCTI, HEOOXIAHI ATl TOTO, 00 BiH CTaB JXKEPETIOM
CBITJIa, IepeBOM ab0 KaMeporo, MOTPIOHO J01aTH 10 HhOTO KOMIIOHEHTH. 3aJIe)KHO BiJI TOTO, IKUN
00'eKT BU X04eTe CTBOPHUTH, BU noaaete 10 GameObject pizHi koMOiHAIlT KOMITOHEHTIB.

Jlo GameObject 3apxau npueaHano komnonenm Transform (ams momaHHsS MOJIOKEHHS Ta
opieHTaIli), 1 BUIAIUTH HOTO HEMOXJIHMBO. [HII KOMIIOHEHTH, SKi HalaloTh 00'€KTy HOTO
(GYHKIIOHATIBHICTh, MOXKYTh OYTH 10AaH1 3 MeHI0O KOMITIOHEHT peakTopa abo CKpuITa.

@ Inspector a:
Q1 - [cube || stanc
y Tag Untagged * | Layer Default i
v ). Transform o
Position X0 ¥ 0 Z0
Rotation X 0 ¥ 0 Z0
Scale X ¥ £l

Pucynok 2.2 — Kommonent Transform

Komnonenm Rigidbody — 1ie 0OCHOBHHUIT KOMITIOHEHT, 110 BKJIFOYA€ (Di3MYHY MOBEMIHKY IS
o0'exta. 3 npukpimienum Rigidbody o6'ekt HeraitHO movHe pearyBaTd Ha TpaBiTaiitoo. SIKIo
noxaaHo oauH abo kimbka kommoneHTiB Collider, To mpu Kkomizisx (3ITKHEHHSX) O00'€KT
HepecyBaTUMETHCSL.


https://docs.unity3d.com/ScriptReference/GameObject.html
https://docs.unity3d.com/ScriptReference/GameObject.CreatePrimitive.html
https://docs.unity3d.com/ScriptReference/PrimitiveType.Cube.html
https://docs.unity3d.com/ScriptReference/Vector3.html

Ockinbkn  kommoneHT Rigidbody kepye mepemimnenHsM o00'ekTa, 10 SIKOTO BiH
MPUKPITUICHUH, BaM HE CJTiJ{ HAMAaraTUcs BIUIMBATH HA 00'€KT 13 KOy 3a JJONOMOT'O0 3MIHH TaKHX
BiactuBocreil Transform, sk position ta rotation. HaromicTs BaM Citifi 3aCTOCOBYBATH CHJIH IS
TOTO, 1100 MITOBXATH 00'€KT 1 T03BOIUTH (DI3MUHOMY JBMXKKY PO3paxXyBaTH pe3yJIbTaTH.

¥~  Rigidbody 2D i %,
Body Type | Dynamic =
Material Mone (Physics Material 200 @
Simulated -
Use Auto Mass ]
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection | Discrete $ |
Sleeping Mode | Start Awake 4]
Interpolate [ None $ |
b Constraints
b Info

Pucynok 2.3 — [pukian komnonentu Rigidbody 2D

VY kommnonenTi Rigidbody 2D Bropi € nanamryBanns Body Type. BuOpanuii BapianT
BIUTMBA€E Ha iHII TTApaMeTpH, JOCTYIHI B KOMIIOHEHTI. IcHye Tpu Bapiantu Body Type, koxeH
BU3HAYa€ 3arajbHy Ta (DiIKCOBaHY MOBEHIHKY.

- Dynamic

—  Kinematic

—  Static

Dynamic Rigidbody 2D npusHaueHuii 1j1si HepeMillieHHs il 9Yac MOJENoBaHHs. Bin Mae
NOBHHUI Ha0ip JOCTYNMHUX HOMY BIIACTMBOCTEH, TAKUX SK KiHIIEBA Maca 1 TI0OOBHIA o1ip, 1 HA HBOTO
BILJIMBAIOTh I'paBiTallis Ta CWIM. /IHHaAMIYHE TIJI0 CTUKAETHCSA 3 OyAb-SIKUM THIIMM THUIIOM TUIa 1 €
HaOLIbII IHTEPaKTUBHUM 3 THIIIB Tija.

3mina nososkeHdst Dynamic Rigidbody 2D BinOyBaeThest BiAMOBIAHO 10 HOTO MIBHAKOCTI.
MoxHa 3MiHUTH 11e Oe3MmocepeIHbO 3a JOMOMOTOI0 CHJI, TPUKJIAJAEHUX J0 HBOTO 32 JOMOMOTOI0
CKpHUNTIB 200 OMOCepeIKOBAaHO Yepe3 3ITKHEHHS Ta IPaBITaLlio.

Kinemamuune 2D meepoe mino npusHavyeHe U NMEPEMILICHHS B YMOBaX MOJICITIOBAHHS,
aJle TUTBKY MiJ TyXe sIBHUM KOHTpPOJIEeM KOpHCTyBada. Y Toii yac sik Ha Dynamic Rigidbody 2D
niroTh rpasiTaiis Ta cud, Ha Kinematic Rigidbody 2D ix nemae. ToMy BiH MIBHIKHI i BUMarae
MEHIIIe CHCTeMHUX pecypcis, Hixk Dynamic Rigidbody 2D.

Kinemarnuna Rigidbody 2D npusnadena aias sSBHOI 3MiHH TIOJIOKEHHS 3a JTOTIOMOTOO
Rigidbody2D.MovePosition a6o Rigidbody2D.MoveRotation

V neskux BHIaaKax BaM Moxke 3HamoOumTHcs, mo0 GameObject mas Rigidbody 6e3
KOHTPOJIIO Horo pyxy Gi3uyHUM MexaHi3MoM. Hampukian, BH MOXKETe KepyBaTH CBOIM
nepcoHaxeM 0e3MmocepeIHbO 3 KOy CLEHapito, ajie JO3BOJIUTH HOMY BUSIBIISITUCS 33 TPUTEpaMH.
Takwuii He13UIHUN PyX, CTBOPEHHH 3a JTOTIOMOTOIO CIIEHAPII0, BIAOMHM SIK KIHEMATHIHHUH PyX.

Static Rigidbody 2D cnpoekToBaHHMII TaKMM YMHOM, IIOO B3araji He pyxaTuCs IIiJ 4ac
MOJICITIOBAHHS; SKIIO 3 HUM IIOCh CTHKA€ThCS, CTaTHUHE TBepae Tino 2D moBoauThes sk
HEpPYXOMHUH 00'ekT (SkOM BiH MaB HecKiHYeHHY Macy). CTaTHuYHE TiI0 CTHUKAEThCS TIIBKU 3
nuHaMidHUM TBepauM TimtoMm 2D. 3itkHenHs asox Static Rigidbody 2D we miarpumyerscs,
OCKUTbKM BOHH HE TIPU3HAUCH1 JJIs IEPEeMIllICHHSI.

Komu TBepae Ti10 mepeMimaeThes 31 MBUAKICTIO, MEHIIIOKO 32 MEBHUN MIHIMAJIbLHUM MOPIT,
(bi3UYHMI IBUTYH MPUITYCKAE, 10 BOHO 3yNMUHMIIOCA 1 mepeOyBae B ciokoi. [Ipu ibomMy 00'eKkT He



Oyzie 3HOBY pyXaTHCs 0 TUX Tip, MOKH 3 HUM HE BIAOYIEThCsA 3ITKHEHHS a00 10 HHOTO HE
3aCTOCYIOTh CUITY, TaK IO BiH K/e B "CIITUUN" PEKUM.
L{s onrrumi3aliisi 03Havae, 10 Ha 00'eKT He OymyTh BuTpadaTucs pecypcu CPU, moku #oro
3HOBY HE po30yasaTh (TOOTO KOJIM 3HOBY HE IPUBEAYTH B PyX).
Posrasinemo aesiki BnactuBocti komnonenTa Rigidbody 2D:
- Use Auto Mass — BCTaHOBITh Tpamopellb, sSKimo Bu xouete, mob Rigidbody 2D
aBTOMaTU4YHO BU3HauaB Macy GameObject 3a Hioro 2D-komnaitaepom.
- Mass — 3amaiite Mmacy Rigidbody 2D. Ile HemocTymHO, SKIIO BH BHOpamu
«BUKOpPHUCTOBYBATH aBTOMACY».
- Collision Detection — Bu3nauae, sk BUSBIsAIOTECS 3iTkHeHHs Mixk Collider 2D.
o Discrete — irpoBi 00'ektu 3 2D-o00'ektamu Rigidbody Ta 2D-komaiizepamu
MOXYTb TIEPEKPUBATUCS 200 MPOXOUTH KPi3b OJMH OJHOTO ITiJ] YaC OHOBJICHHS
GI3UKH, SKIIO BOHHM PYXalOThCS JOCHTH IMBUAKO. KOHTaKTH 3iTKHEHHS
TE€HEPYIOTHCS JIMIIE Y HOBIM MO3MILi.
o Continuous — irposi 06'ektu 3 2D-06'extamu Rigidbody Ta 2D-komnaiinepamu He
MIPOXO/ATH OJMH Yepe3 OJHOTO Mij] yac oHoBNeHHA. HaTtomicTs Unity o6uuciioe
MepIry TOYKY 31TKHEHHsI OyAb-sikoro 3 1BoMipHux 00'ekTiB Collider i mepemiriae
tynu GameObject. Lle moTpebye Oinbine mporecopHoro yacy, Hixk Discrete.
- Freeze Position — BuGipkoBo 3ynuHsie nepeminieHHs Rigidbody 2D ciToBumMu ocsimu
XTa.
— Freeze Rotation — BubipkoBo 3ynunsie obeprants Rigidbody 2D HaBkoso oci Z.
Komnonenmu Collider Buznauarots hopmy GameObject mis mineit ¢isudHUX 3iTKHEHb.
Komnaiinep He 000B’s3k0BO Mae OyTu Takoi k Qopmu, sk citka GameObject. TIpuGnuzne
HAOJIMKEHHS CITKHM 4acTo € OUTbI epeKTUBHUM 1 HEPO3PI3HUM Y iIrpOBOMY MPOIIEC.
Haiinpocrimi konaiiiepy € NOPUMITUBHUMH TuUnamu KojaizepiB. Y 2D Bu Moxere
sukopucroByBaru Box Collider 2D i Circle Collider 2D. Bu moxere nogaatu Oyb-sKy KiJbKiCTh
ix 10 ogroro GameObject, 06 CTBOPUTH CKJIaICHI KOJaiIepH.

< v Edge Collider 2D

Edit Collider as

Material 3 ScreenEdgeMaterial
Is Trigger

Used By Effector

Offset

Edge Radius

Points

Use Adjacent Start Po

Use Adjacent End Poir

Layer Overrides
Info

Pucynok 2.4 — INpuknan komnonentu Edge Collider 2D

Cknaneni xonaiaepu HaOmmwkaoTh popmy GameObject, 30epiratoun npu 11bOMY HHU3BKI
BUTpaTH Tpomecopa. {06 oTpuMaTh MOMAaTKOBY THYYKICTh, BH MOXKETE IOJATH JOJATKOBI
kouaiiepu o godipHix GameObjects. Komu Bu cTBOpro€Te Takuii CKIIaIHUHN KoJaiiep, BaM CIIijl
BHUKOPHCTOBYBaTH Jiniie oauH kommoneHt Rigidbody, po3mimenwuii y kopeneBomy GameObject B
iepapxii.

Konu konaiinepu B3aeMOAIOTh, IXHI MOBEPXHI MOTPIOHO IMITYBaTH BJIAaCTUBOCTI MaTepiaiy,
3 SIKOTO BOHU TEOPETUYHO MOBUHHI cKianaTuca. Hanpukian, map npoay Oyae OUTbII CIM3bKUM,
y TOM Yac sIKk pe3MHOBUHN M's4 Oy 1€ MPOTOHYBATH O1IbIIIE TPEHYBaHb 1 0yie Ay*kKe MpyKHUM. Xoua



dbopma kosmaiiepiB 1 He neopMy€eThCsS T Yac 3ITKHEHHS, 1X TPEHYBaHHA 1 MPYXKHICTh MOXHA
HaJIAIITYBATH 3a JonoMoror (izmunux marepianis (Physics Materials).

VY pa3si 3iITKHEHHs CHCTEeMa CKPUIITUHTY MOYKE BUSBUTH 1 BAKOHATH i1, 3a3HaueH1 y QyHKITIi
OnCollisionEnter. OxHak BU TaKOXX MOXETE BHKOPHCTOBYBATH (DI3MUHHIA JBUTYH MPOCTO IS
BUSIBJICHHS TOTO, 110 OJIMH KOJaiaep BXOAUTH Y MPOCTIp 1HIIOTO, 6€3 CTBOPEHHS KOJI3ii.

Komnaiinep, HanamroBanuii sik Tpurep (3a gornoMororo BiactuBocTi Is Trigger), He Beae cebde
SIK TBEpAMH 00'€KT, a MPOCTO MPOMYyCKAaTUME 1HII KoJlaiaepu Kpi3b cebe. Konu iHmumi konanaep
yBiiiie «Ha TEPUTOPIIO» LBOTO KoJaiinepa, Tpurep Bukiinde Gpynkuito OnTriggerEnter y ckpunrax
00'exTa, 0 IKOTO MPUETHAHO TPUTEP.

2. @iznuyHMii MaTepiau

Komnu Bu rpaete y Bizeorpy, BU He IPOCTO B3a€MOI€TE 3 MIKCEISIMH Ha €KpaHi; BU BXOIUTE
B JMHAMIYHUH CBIT, KEPOBaHW NpaBUIAMU Ta 3aKOHAMH, SIKI IMITYIOTh 3aKOHU (i3UYHOTO
BcecBiTy. Bif rpamiiiHoi Ayru cTpuOKa nepcoHaxa a0 BHOYXOBOTO 31TKHEHHS 00'€KTiB, KOKEH PyX
1 B3a€EMOZIisl B Ipi OpraHi3oBaHi 3aKyJIiCHUM Xopeorpadom, BiJOMUM sIK (i3uka.

@i3uyHi py1ii CUMYITIOITh PyX 00'€KTIB y BIIMOBIAL HA CUJIM, TaKi K IpaBiTallisi, TEPTA Ta
BBEJICHHSI KopucTyBaya. lle 1n03Bojsie po3poOHHMKAM CTBOPIOBATH pealliCTHYHI aHiMallii Ta
MPaBJONOII0H1 B3aEMO/II MIJK €JIEMEHTAaMH TPH.

@i3uyHi pymrii BUSBISAIOTh, KOJIM 00'€KTH 3IMITOBXYIOTHCS OAMH 3 OJHUM, 1 OOYUCIIOIOTH
pe3ynbTytodi cuim Ta peakuii. Lle n03Bosisie CTBOpIOBaTH AWHAMIYHI CEpPEOBHUINA, € O0'€KTH
MOXYTh BiJICKAKYBaTH, KOTUTHCS a00 po30MBaTHCS IPH yIapi.

@i3uka B irpax He 0OMEXY€ThCS JIMILE B3a€EMOJIE€I0 00'€KTIB OJIMH 3 OJHHUM; BOHA TaKOX
OXOTUTIOE €PEKTH HABKOJHUIIHHOI'O CEPEJOBHINA, TaKi SK BITEp, BOJA Ta BOTOHB. Lli ememeHTH
MO’KYTh BIUIMBATH Ha IrPOBHI MpoLIeC 1 10AaBaTH MIMOWHU Y CBIT TPH.

Disuka 6 Unity — ue BOynOBaHa CHUCTEMa CUMYJIAIMIl peanbHUX (I3UYHUX 3aKOHIB Y
BIpTyaJIbHOMY IrpOBOMY CBiTi. BoHa 103BOsIsI€ 06'€KTaM B3a€MOJIISATH OJIUH 3 OJAHUM, HMIAKOPSATUCS
rpaBiTallii, CTHKATUCS Ta pyXaTUcs Tak, sK 1€ Bi10yBasocs 0 y peaJbHOMY JKUTTI, 1110 pOOUTH Py
OLITBIIT 3aXOITIOI0YOI0 Ta MPABAOIOIOHOIO.

OcHoBHi komroHeHTH ¢i3uku B UNity:

- Rigidbody (TBepae Tiiio) — KOMIOHEHT, SIKUil 3MyIITye 00'€KT MiIKOPATUCS Hi3UIHOMY

pyurito. 3 HUM 00'eKT HabyBae MacH, IpaBiTallii Ta MOXKe pearyBaTH Ha CHIIH.

—  Colliders (xomaitnepu/3itkaenHs) — popmu (ky0, chepa, Kancyna), siki BU3HAYAIOThH

¢bi3nuHI Mexi 00'ekTa J1st 0OPOOKH 3ITKHEHbD.

- Forces (cunm) — M03BOJISIFOTH J0aBaTH 00'€KTaM MPUCKOPEHHSI, iHEpIlif0, BUOYXOBi

XBUJII TOILIO.
- Joints (3'enHaHHs) — KOMIIOHEHTH JUIs 3'€IHAHHS 00'€KTIB MiXK CO0OI0 (HATPUKIIA,
HIapHIpH, MOTY3KH).

I[Io pobuts ¢izuka B Unity:

Cumyitroe TpaBiTailito — 00'eKTH Taar0Th BHU3, AKIIO Ha HUX Aie Rigidbody;

- O06po0Oisie xomi3ii (3ITKHEHHS) — BU3HAYa€, KOJU JBa OO'€KTH TOPKAIOTHCS, IMI00

3YNUHHUTHU PyX, CIPUUYUHHUTH BIZICKOK a00 pyiHYyBaHHS;

- ImiTye wMarepiaqm — MOXKHa HalalmITyBaTH TepTs ab0 NPYKHICTh MOBEPXHI

(mampukam, i Oyae KoB3aTH, a TymMa — CTpUOaTH);
—  Ilpamroe B 2D ta 3D — y Unity € okpemi ¢izuuni pymii mis 2D (Rigidbody2D,
Collider2D) Ta 3D, 1o 103BoJIsi€ MPAIIOBATH 3 PI3HUMHU THIIAMH iTOP.

Physics Material 2D B Unity — 1ie accet, mo HayiamToBye Tepts (friction) Ta mpy>KHICT
(bounciness) npu 3iTkHeHHI 2D-00'ekTiB. CTBOprO€ThCs Uepe3 Assets — Create — 2D — Physics
Material 2D 1 nepetsryerbcs Ha KOMIIOHEHT KoJaiinepa (Hanpukiaa, BoxCollider2D). 3nauenns
BapitotoTbes Bz 0 1o 1, ne 0 — BiacyTHICTH TepTs (1i1), a 1 — MakcuMaibHe BiJICKaKyBaHHS.
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Pucynok 2.5 — [Ipukiiag ctBopeHHS (hi3MYHOTO MaTepiamy

Ocuoni mapamerpu Physics Material 2D:
- Friction (teptst) — BU3HAYa€, HACKLIBKH JICTKO 00'€KT KOB3a€ IO MOBEPXHI;
Bounciness (npy»kHicTh) — BU3HAYA€, HACKIIBKH BUCOKO 00'€KT MiaCTpHOyeE M yac

yAapy.

KonTpoJbHi nuTtanus
1. 1o Take GameObject?
2. J17151 4Oro BUKOPUCTOBY€ETHCS KOMITIOHEHTH?
3. Mo pobuts kommoHeHT Rigidbody?
4. 1o pobuts kommoneHt Collider?
5. Yum Biapi3HsAeThCs nuHamiyHe Tijo (Dynamic) Big kinemaTtuuHoro (Kinematic)?
6. J171s1 4Oro BUKOPUCTOBYETHCS MaTepia?
7. SIki ocHoBHI mapametpu Mae Physics Material 2D?



Jlekuis 3. 2D rpa. Animauisi cnpairis

1. Cnpaiitu
2. AH”iMaris

1. Cnpaiitu

Cuenu Unity ckinagaroTees 3 irpoBux 00'ekTiB. Cami 1mo ¢o0i 111 00'€KTH HEBUIUMI 1 MAlOTh
HiYOTO, KpiM iMeHi. [XHS mOBe/liHKA BU3HAYAETHCA KOMIIOHEHTAMH.

Komnonenmu — 1ne OynmiBenbHI OJOKW T'pH, 1 BCE, IO BU OavyWTe B 1HCIEKTOPI, I 1 €
KOMIIOHEHTU. Pi3HI KOMIIOHEHTH BIAMOBIJAIOTH PI3HUM AacleKTaM; HAIPHUKIAJ, Bi3yaizaTropu
MmimiB (Mesh Renderers) BimoOpakaroTh TpuUBHMIipHI Mimmi (CiTkH), a mkepena 3ByKy (Audio
Sources) BinTBOPIOIOTH 3ByKHU. ClieHapii (CKPHUIITH) TaKOXK € KOMIIOHEHTAMH.

Accem — 1ie ipesicTaBlI€HHS Oy/1b-SIKOTO IPEAMETa, SKUA MOXKHA BUKOPUCTOBYBATH y I'pi Un
npoekTi. Pecypc moxe Oyt orpumanuii 3 ¢ailmy, crBopeHoro mo3a Unity, Hanpuknaza, 3D-
Mojeni, ayniodaiiny, 300paxeHHs abo iHmoro tuny gainy, skuil niarpumye Unity. ¥V Unity
MOYKHA TaKOX CTBOPUTH JAEAKI THIU pecypciB, Taki sk Animator Controller, Audio Mixer a6o
Render Texture.

Po6ounii mporiec npu cTBOPEHHI ABOBUMIPHOI Ta TpUBUMIipHO] rpadiku B Unity mpuGim3HO
OJIHAKOBUH 1 BKJIIOYAE IMIOPT rpadiyHUX pecypciB, MEpeTSIryBaHHS iX y CIEHY 1 HAIUCaHHS
CIICHapiiB, SIKI MOTIM NPUEAHYIOTbCA 0 00'ekTiB. OCHOBHUI BHJ pecypciB, HEOOXiTHUH IS
CTBOPEHHS ABOBUMIPHOI rpa)iky, HA3UBAETHCS CIIPANTOM.

Cnpaiimu  (sprites) SBJISIOTH COOOIO JBOBHMIpPHI 300pa)KC€HHS, IO BiJOOPaKaIOTHCS
Oe3rocepeIHhO Ha €KpaHi, B TOM 4ac sIK Taki ) 300pakKeHHS, 110 Bi0OpakaroThCs Ha MOBEPXHI
TPUBHMIPHHUX MOJEJICH, HA3UBAIOTHCS TEKCTYPAMHU.

Crpaiitu MaroTh NPSMOKYTHY (OpMY, OJHAK Y KOMI'IOTEPHHUX irpax 4acTo TPAILISIOTHCA
HenpsAMOKYTHI 00'exTH. Lle mocaraeTscs 3a paxyHOK 33JaHHS TPO30PUX 00JIACTEH MPU MAITIOBaHH1
CIIpauT.

Unity miatpumye Oe3miu pizaux (opmartie, takux sk PNG, JPEG rtomo, ans Hamumx
rpadi4HUX 300paxKeHb.

€ xuTbka crocoOiB J0JaTH CHOpaMT A0 CBOTrO mpoekty. OmuH 13 cmocoOiB — MPOCTO
ckomitoBatd PNG y nanky 31 cnpaiiTamu 3a JOIOMOTOIO OIEpaliifHoi CUCTEMH, 1 TO/II BiH CTaHe
YaCTUHOIO MpOeKTy. [HImmMi cnocid 3podutu 1e — nepeTsarnytu cupait-¢aiin 3 File Explorer B
npoekT. MoHa cTBOpUTH cripaidT 3acobamu Unity (GameObject — 2D Object — Sprite).

[Ilo6 mepeTBOpUTH CHpPAWUT Ha IrPOBUN OO0'€KT, HEOOXIAHO MEPETATHYTH CIPANT y BIKHO
lepapxii, 1 Tenep BiH 10JJaHUH 70 CLIEHH.

Sx1o Bubpatu irpoBuil 00'eKT y BUTIISAI CIIPATy Ha CLIEH1, MOKHA TOOAYUTH KOMIIOHEHTH,
K1 32 3aMOBYYBaHHSM MPUKPIIJIEH] J0 HOBUX IrPOBUX 00'€KTIB, TOJAaHUX JIO0 CLIEHU. MU MaeMo
3aci0 Bi3yaumisaiii cipaiiti Sprite Renderer, 1o 103Bodsie Bi3yanizyBaTu ab0o MallOBaTh CIpaiTy,
NOB'sA3aHi 3 UM irpoBUM 00'ekToM. SIKI0 KoMmoHeHT Sprite Renderer e momaecs, Bu moxete
JI0JIaTH KOMIIOHEHT /0 iICHYyI0uoro irpooro o6'ekta uepe3 Kommnonentu (meHro Component —
Rendering — Sprite Renderer).

2] v Sprite Renderer

Sprite [e]frame-1
Color
Flip
Draw Mode Simple
Mask Interaction None

A Transform b : Sprite Sort Point Center

i ® Sprites-
Position X 03773 Y 22167: Z 0 Matertal e,
Additional Settings

Rotation X 0 Y O Z 0 el ey Default
Scale R X1 Y1 il Order in Layer 0

Pucynok 3.1 — [puknaa cpaiiTy Ha ciieHi Ta fioro kommonentu Transform ta Sprite Renderer



Posrisinemo BiactuBocti Sprite Renderer.

BaacruBicTh

DyHKIis

Sprite

Cropaiit, skuii Tpeba penzepyBatn. CopaldlTH MOXKHAa CTBOPHTH 3 TEKCTYp,
BUKOPHCTOBYIOUN HAJAMITYBaHHS Sprite B IMIIOpTepi TEKCTYpP.

Color

Komip memnra, mo peHaepuThCSL.

Flip

IlepeBeprae crpaiit y miommHi X a60 Y.

Material

Marepiad, 110 BUKOPHUCTOBYETHCS U PEHIIEPY CIIPAKTY.

Draw Mode

Busnavae, sk MacmtaOyeTbcsi COpalT Hpu 3MiHI po3MipiB. Bubepitb omuH 3
HACTYITHUX BapiaHTIB y CIIUCKY, IO PO3KPHUBAETHCS.

Simple — Bci 300pakeHHs MacIITaOyrOTbcs mpu 3MiHI po3mipiB. Lle ommis 3a
3aMOBYYBaHHIM

Sliced — Bubepits 1elt pesxnm, ko Sprite Mae 9-sliced (BKIItOUae MOMII 300paKEHHS
Ha JEB'SITh YaCTHH, II00 TIPH 3MiHI po3Mipy Sprite pi3HI YaCTHHH MAacIITa0yBaJUCs
Pi3HUMU crIoco0aMHu, 100 CIIPAMT 3aTUINABCs IPOHOPIIIHHIM).

Size (‘Sliced’ or ‘Tiled’) — BBeniTh HOBY IIMPUHY Ta BUCOTY CIPAUTY, 00 MPaBUIEHO
MacITadyBaTH CIPaNT, IO CKIAJAEThes 3 9 pparMeHTis.

Tiled — 3a 3aMOBUYBaHHSIM Y IEOMY PEXHMMI CEPeIUHA CIIPANUTY 3 9 (hparMeHTaMu CTa€e
MO3aiyHOI0, a He MaclTabyeTbesi 3a 3MiHM Horo posmipiB. BukopucroByiite
MO3aTYHUH PEKUM, 1100 KepyBaTH MO3aTYHOIO TIOBEJIHKOIO CIIPANTY.

Continuous — 1e peXuM MO3aikd 3a TMPOMOBYAHHAM. Y O€3MEpepBHOMY PEIKHMI
Cepe/IHs YaCTHHA BUPIBHIOETHCS MIPH 3MiH1 pO3MIpiB CIIPaUTYy.

Adaptive — B aganTHBHOMY pPEXKHMi TEKCTypa Sprite po3TATYeThCS MpPU 3MiHI 1l
po3MipiB, 5K 1 y mpocTtoMy pexumi. Komn macmrtad 3MiHEHHX po3MipiB 30iraTUMeThCs
31 3HAYCHHSM PO3TATYBaHHS, CEPEHS YaCTHHA TIOYHE BUKIIAJAAaTUCI MO3aiKOIO.
Stretch Value — BukopucTOBYyiiTe MOB3YHOK, 11100 BCTAHOBUTH 3HaueHHs Bix 0 g0 1.
MakcuManbpHe 3HaueHHS JOpIBHIOE 1, IO BiJNOBiNae MOJBIHHOMY MaciiTady
BHXIJIHOTO CIIpauTy.

Mask
Interaction

BcraHoBiTh MOBEiHKY 3aco0y Bizyauizalii CHpauTiB TpU B3aEMOJii 3 MAacKolO
crpailty:

None — 3aci0 Bizyamizalii cpaifTiB He B3aEMOJII€ 3 KOJIHUMHU MacKaMHu CIPalTIB y
creni. Lle omis 3a 3aMOBUyBaHHSIM.

Visible Inside Mask — cripaiiT BuHO Tam, Jie Ha HbOTO HAKJIJAETHCSI MacKa CIIPanTy,
aje He 3a 11 MeXKaMH.

Visible Outside Mask — cripaiiT BUIHO 30BHI MacKu CIIpauTy, aje He BCEpEAMHi Hel.
Macka crpaiiTy NIpuxOBY€ YaCTHHH CIIPANTY, SIKi BOHA HAKJIaJIae

Sprite Sort
Point

Bubepith Mik mEHTpOM crpaiiTy abo HOTr0 TOYKOK OOEpTaHHS MPU PO3PAXYHKY
BiJICTaHi MIX CIIPATOM Ta KaMepOko

Sorting Layer

lap, 1moO BHUKOPUCTOBYETHbCS Ui 3aBAaHHS MPIOPUTETY HAKIAJaHHsS IIijJ] Yac
PEHIEPUHTY.

Order In
Layer

[piopuret HaKIanaHHS CIPAUTY Y MeXkax Horo mapy. Yum HibKYe YicIio, THM paHilie
PEeHIepyBaTUMETHCS CIIPANT, a CIIPATH 3 YHCIaMU BUllle OyIyTh MATIOBATUCH TIOBEPX
THX, 1[0 HIKYE.

Jnis 3MiHM po3Mipy BUAUISEMO B Mallli MPOEKTy (aiin copaiiTy, B INSpector 3smiHuMO
3HavyeHHs B mouti Pixels per unit. 3menrents yncia — 301IbIIye cripaidiT Ta HaBmaku. Kpim toro, €
incTpyment Transform. Komnonent Transform Bkasye mososxeHHs irpoBoro 00'ekra B CIIeHi, HOT0
MMOBOPOT HABKOJIO OCEH X, Y 1 Z, @ TAKOK MacITad irpoBoro o0'ekTa.

VY JBOMIpHHMX irpax MOBCIOJHO TIOUIMPEHI aHIMOBaHi crpaiitu. BoHH CTBOPIOIOTHCA
MaJIOBaHHSIM KOKHOTO KaJpy aHIMaIlli Ta MOJaIbIINM BiITBOPEHHSIM OTPUMAHOI MOCTITOBHOCTI
kaapiB y Unity. Kagpu MokHa iIMOOPTYBaTH y BHUIVIAJI OKpeMHUX 300paXkeHb, aje iX 3a3BHYail
BUKJIQIAIOTh Y BUTJISII OJIHIET KAPTHHKH, SIKa HA3UBAETHLCS iucmom cnpatimie (Sprite sheet).




st poboTH 31 cripaiiToM 3 KilbkoMa 300pakeHHssMH B Unity HEOOX1JHO BUKOPHCTOBYBATH
penakrtop cmopaitie (Sprite Editor). Ilepexonaiitecs, mo st mapamerpa Texture Type
BCcTaHOBJIeHO 3HadyeHHs Sprite (2D and Ul) mms 300paxkeHHs, ke MOTPiOHO BiapemaryBaTH.
Bcranosite s mapamerpa Sprite Mode 3nagenns Multiple B Inspector iMmnopTy TekcTyp, SKIIO
300paXCHHS CKJIAJIAa€ThCA 3 JEeKUTbKOX eneMmeHTiB. [1lo0 BigpenmaryBaTu crpalT, BHOEpITh
300paxkeHHs y BKiaani Project, HatucHiTh kHomky Sprite Editor B Inspector.

Mons all (Texture 2D) Import Setting @ 3 i

Open

Texture Type Sprite (2D and Ul)

Sprite Mode Multiple
Pixels Per Unit 200
Mesh Type Tight
Extrude Edges
Generate Physics ! v
Sprite Editor

Advanced

Binkpuerscs Bikno Sprite Editor. Pasom i3 ckimageHuM 300pakeHHSAM BH [0OAYHTE PSJI
€JIEMEHTIB KepYBaHHS Ha MaHeJ Yy BEpXHii YacTUHI BIKHA.

. 174' Sprite Editor
Sprite Editor v Slice v Trim

[ToB3yHOK y mpaBOMYy BEpXHbOMY KyTi Ke€pye MacIITa0yBaHHSIM, a KHONKa KOJIbOPOBOI
CMYTH 3J1iBa BiJl HbOTO BHOMpaAe, UM BU MEperiiagacTe came 300paxkeHHs abo ioro anbda-piBHi.
Kpaiiniii mpaBuif MOB3YHOK YyIpaBiise THikcenizauiero (mipmap) Tekctypu. IlepemimenHs
MOB3yHKA BJIIBO 3MEHIIIYE PO3AUIbHY 3[aTHICTh TEKCTYypH crpaiiTy. HaliBaXIuBIIIMM €1€eMEHTOM
KepyBaHHs € MeHI0 Slice y JiBOMy BEpXHbOMY KYTKY, SK€ JIa€ MOXKJIUBICTb aBTOMATUYHO
PO3IUIATH eneMeHTH 300pakenHs. Haperiri, kaonku Apply Ta Revert no3BousitoTh 30eperta abo
cKacyBaTH Oy/ib-sIKi BHECEHI 3MIHHU.

Haiinpocrimmii cnocid BUKOPUCTaHHS pefakTopa — 1€ 11eHTU(]IKYBaTH eIEMEHTH BPYUHY.
SIKo KiIanHyTH 300paXkeHHs, 3'ABUTHCS 00NacTh BUOOPY 3 pyuykamMHu MO KyTax. Bu Moxere
NepeTAryBaTi pyyku abo Kpai NpSMOKYTHHKA, 11100 3MIHUTH PO3Mip HABKOJIO IIEBHOTO €JI€MEHTA.
BuninuBum enemMeHT, MOXHA JOJaTH IHIIMHA, NEepeTSITHYBIIM HOBUM MPSMOKYTHHK B OKpeMYy
4yacTUHY 300pakeHHs. Bu momitute, 1m0 npu BUOOp1 MPSIMOKYTHHKA B HUKHBOMY MIPaBOMY KYTI
BIKHA 3'ABIISIETHCS TAHENb:



EnemeHTn KepyBaHHS Ha MaHesi JO3BOJSIOTH BUOpATH iM'S A 300paskeHHsI CIIpaiTy Ta
BKa3aTH TIOJOXKEHHS Ta PO3Mip MPSIMOKYTHHKA 3a Horo xoopauHaramu. LllupuHa mexi 3miBa,
3BEpXY, IpaBopyu 1 3HU3Y MOKe OyTH BKa3zaHa y MiKcesX. Tako € HalamTyBaHHs JJ1s oci Sprite,
sky Unity BUKOPUCTOBYE SIK TIOYaTOK KOOPIUHAT () Ta OCHOBHY «TOYKY IPHB'SI3KM» rpadiku. Bu
MoOJKeTe BUOpaTh OJHY 3 MO3ULIN LI0J0 MPSAMOKYTHHMKA 3a IPOMOBYAHHSAM (HAaIpUKIaA, 110
[IEHTPY, 3BEPXY MPaBOPYU TOII0) a00 BUKOPHCTOBYBATH BJIACHI KOOPAMHATH.

Apkyl crpaifTiB 3'ABIsS€TbcA Ha BKIaAUl Project sik oaumH pecypc, ane KiallaHHs Ha
po3TamroBaHiii 300Ky CTPUII PO3KPHUBAE HOTO 1 TA€ MOXKIIMBICTh MMOOAYUTH OKPEMIi CIIpANTH.

2 Mons all
[®] Mons all_0
[®] Mons all_1
[®] Mons all_2
[®] Mons all_3
[®] Mons all_4

[®] Mons all_5
[®] Mons all_6
[®] Mons all_7
[®] Mons all_8
[®] Mons all_9
[®] Mons all_10
[®] Mons all_11

2. Animanis

AHimallist mepcoHa)Ky Mo>ke 30epiraTicst B HaCTyITHUX BHJIAX:
—  JlucTu cripaiTis,

—  KoxHuit kazp cripaidiTy B okpeMoMy (paidii.



Assets > Sprites > Male

£ 0 ¥ O

Pucynok 3.3 — [Ipuxiaz animarii B okpeMux (aiimax

Jluctu crpaiiTiB MOKHA aBTOMAaTU4YHO TeHepyBatu B Unity. [Ipu iMmopTi apkyIma y Cucky
Sprite Mode HanamTyBaHb cripaifty ciia BubpaTtu Bapiant Multiple.

O Inspector 2 i
Troll_walk (Texture 2D) Imj @ =* @

Open

Texture Type Sprite (2D and Ul) ~

Sprite Mode Multiple

Pixels Per Unit 230
Mesh Type Tight
Extrude Edges

Generate Physics | v

Sprite Editor

Pucynok 3.4 — HanamrryBanHs JucTy cripaidtis B Inspector

Penaxtop Sprite Editor n1o3Bosisie BUTATYBaTH €lI€MEHTH CKJaJeHoro 3o0paxenHs. 11106
BUKIJIMKATU penaktop Sprite Editor, Buainsemo B Project cipaiiT, ikuii cki1agaeThes 3 KaApiB pyxy
nepcoHaxa, Ta B Inspector Hatuckaemo Ha KHOTKy Sprite Editor.



[#; Sprite Editor
Sprite Editor v Slicev  Trim

troll_attack_1
X 920
W 914
i 0
R O
Pivot Center

Pivot Unit Mode Normalized

Pucynoxk 3.5 — Bikno penakropy Sprite Editor

Kpim ckmnanenoro 300pakeHHs, BU oOa4nTe Pi3Hi €IeMEHTH KEpyBaHHS Y 3ar0JI0BKY BiKHA
penakropa.

Craiinep y npaBoMy BEpXHbOMY KyTi Kepye HAOIMKEHHSM, TOJ1 K KHOIKA 3 KOJIbOPOBUMHU
CMYXKaMH JIIBOPYY BiJl HOTO NEPEMHUKAE PEKUM BiTOOpaKeHHS aib(a-KaHaTy Ta 3BUYAHHUMA
BUTJIS 300pakeHHS.

HaiiBaxxnuimumii eneMeHT KepyBaHHS — Lie MeHI0 Slice y JIiIBOMYy BEpXHbOMY KYTKY, SIKE
HaJla€ OMIIii /11 aBTOMATHYHOTO Hapi3yBaHHs ejeMeHTiB 300paxenns. Kuonku Apply Ta Revert
JI03BOJIAIOTH 30€epertu abo ckacyBaTH 3p00JieH] 3MIHU.

Haiibinpm mpssMuM CcHocoOOM BUKOPUCTaHHS pPeJakTopa € iAeHTUdIKaIis eleMeHTIB
BpYUHY. SIKII0 HATUCHYTHM Ha 300pa’k€HHS, TO 3'IBUTHCS MPSAMOKYTHa 00JIaCTh BUAUIEHHS 3
MapKepaMmH o KyTax. Bu Moxere nepeTsarnyTu Mapkepu abo Kpai NpsIMOKYTHHKA, 1100 3MIHUTH
HOro po3Mip HaBKOJIO TIEBHOTO €JIEMEHTA.

BuninuBumm enemMeHT, MOXHA JOJATH 1€ OJMH, NEPeTATHYBIIW HOBUH NMPSIMOKYTHUK B
OKpeMy YacCTHHY 300paskeHHs. By moMiTHTe, M0 KO BH BUAUIUTE MPSIMOKYTHHK, Y HIKHBOMY
IPaBOMY KyTi BIKHA 3'SBUTHCS TaHENb:

Sprite

Name isprite2_ 0
Position X 158 Y 135

W73 |H71
Border LO TO |

RO B0
Pivot  Center sl
Custom Pivot X 0.5 Y 05

EnemeHTn xepyBaHHsS Ha MaHeNi J03BOJISIIOTH BUOpATH HasBy JUIs rpadiku CHOpailTiB Ta
BCTAaHOBUTH TIOJIOKEHHS Ta PO3Mip MPSIMOKYTHHKA 3a Horo koopanHaTamu. LllnprHa KOpIoHy 115t
JBOT0, BEPXHBOTO, TPABOT'0 Ta HIXKHBOTO Kparo MOXKe OyTH BKa3aHa B MIKCEIsX.

Takox € HalamTyBaHHA JUJIs 3BOPOTY CIIpaiTy, sikuil Unity BUKOPUCTOBYE SIK KOOPAUHATY
NOYaTKy KOOPJIUHAT 1 TOJIOBHY «OMOPHY To4Ky» (Pivot) rpadikm.

Posrnsinemo npyruit cnoci® aHimanii, Koy KaJpu aHiMallii po3TalloBYIOTbCS KOXKHHUN B
okpemomy (aiini. Hampuknag maemo Taki daitm:



[epmmii xaap gogaemo Ha cueHy. Binkpuaemo BikHO Animation (Window — Animation
— Animation).

© Animation

To begin animating frame-1, create an Animator and an Animation Clip.

Create

Pucynoxk 3.5 — Bikao Animation

Bikao Animation go3Bosisie CTBOPUTH Ta MoaudikyBaTH Kiinu aniMariii (Animation Clips)
npsimo Beepeauni Unity. V Bikai Animation 3uaxoauthbest BikHo Timeline (mkanu dvacy), mio
JI03BOJISIE CTBOPIOBATH KiHeMaTorpadiuHUi BMICT, irpOBi MOCIiJOBHOCTI, ayA1OpSAN Ta CKIaIHI
edexTr yacTUHOK. Bu MokeTe aHiMyBaTu 0arato pi3HUX IrpoBUX 00’ €KTIB B OJIH1/ ITOCI1JOBHOCTI.

V Bikni Animation Hatuckaemo kuomnky Create. Unity 3amnpononye natu Ha3By Ta 30epertu
¢aiin animamii. [lam BuainsiemMo BCl cHpalTH, SKI € KaJpamH aHimallii, 110 CTBOPIOETHCSH, Ta
nepeHocuMo ix Ha mmkany timeline. KoxxHuii kaap mMo3HAYUTHCS TaM OKPEMUM MapKepoM (CHHIM
pomOoMm).

© Animation
Preview @ K4 14 P Pl MM 0 0:00
bird_fly v Samples 60 5 o b

[g frame-1 : Sprite

Add Property

Dopesheet Curves

Pucynok 3.6 — Pe3ynbraT no1aBaHHs KaIpiB aHiMaIlii

3a 3aMOBYYBaHHSAM KUIbKICTh KapiB B CEKyH/Ay IOKa3yeTbcs B moii Samples. MoxHa
3aIyCTHTH aHIMallilo, HATUCHYBIIM KHOMKY Play B oxHi Animation. SIkio aHimarlis pyXaeThest
HAATO IIBUIKO, ii MOYXHA YHOBUIBHUTH, 3MIHUBIIM KUTBKICTh KaJpiB Ha CEKYHIy, a came
3MEHIMBIIM ii. MeTogoM migdopy 3HAXOAMMO HEOOXiTHY YacTOTy KaJpiB, 3a SKOI aHIMaIlis
BUTJISAJIA€ TIPUPOTHOIO.



Komu nmepetsryeMo cipaiiT 3 aHiMaIli€ro BIiepiie Ha cieHy, To Unity 3anmpomnonye 306eperta
a”iMariiro. 3poouMo 1ie B cTBOpeHii namii Animations. Ha3sy ¢aiiny naemo sk:

Ha3Ballepconaxka TUMAHIMaIii.anim

Hanpuknan: troll_walk.anim.
AHAJIOTIYHO CTBOPHMO BC1 HEOOX1aH1 aHIMAITii.
[Ipu cTBOpenHi aHiManii cTBOpHIIUCS (DAl KOHTPOJIEPH.

Uma +Tun

troll_attack anim
troll_idle anim
troll_walk anim

[aw Assets
[= Animation
A troll_attack
s troll_attack_0

troll_attack 0 controller
troll_idle 0 controller

troll_ walk 0 controller

troll_attack.anim meta

troll_attack_0.controller meta i
zA troll_idle

s troll_idle_0
A troll_walk
ta troll_walk_0

troll_idle_anim meta
troll_idle_0.controller meta
troll_walk.anim meta

troll_walk 0O.controller meta

Pucynok 3.7 — ®aiinu aniMarii Ta ¢aitin KOHTposiepu

3auMMo OJIMH TOJIOBHHIA, a iHIi BuaaniMmo. Hexaii ronosaum Oye troll_idle_0O.controller.
[Mepeiimenyemo itoro Ha troll.controller. Binkpuemo #ioro B pepaktopi animanii (oaBidHUNA KITiK
muimi Ha troll.controller).

# Scene a® Game » Animator a i
Layers Parameters <® Base Layer Auto Live Link

4
Base Layer o] Any State

trollidle

Pucynok 3.8 — Bikauo Animator

Pecypc Animator Controller crBoproerscst B Unity i mo3Bosisie BHOOPSIKOBYBaTH Ta
HiATpUMYBaTH HaOip aHIMalil A mepcoHa)xa 4u 00’€kTa. Y OUIBIIOCTI CUTyaliil HOpMalIbHO
MaTH KiJIbKa aHIMalliil 1 mepeMHKaTHCs MK HUMH, KOJIM BUHUKAIOTh [I€BHI YMOBH T'PH.

3a3BuYail IepcoHaX Ma€ KijbKa aHiIMallii, sIKi BIAMOBIAIOTh PI3HUM JisIM, SIKI MOXKYTb OyTH
y rpi. Hampukuaza, BiH MO>Xe IPOCTO JUXATH 1 MOXUTYBATHUCS B CIIOKO1, HTH 110 KOMaH/I1 1 CKUAAaTH
PYKHM B IaHilll U NajiHHI 3 IaThopmu. Y aBepeit MOXKyTh OyTH aHiMallii BIAKPUTTS, 3aKPUTTH,
3aKITMHIOBAHHS Ta 3JIaMy.

OpnHak HaBiTH SKIIO y Bac € JIMIIE OJWH aHIMAIIMHWIA KJIiN, BaM BCE OJHO MOTPiOHO
PO3MICTUTH HOTO B KOHTPOJIEP1 aHIMATOpa, 11100 BUKOPUCTOBYBATH HOTO Ha iIrpOBOMY 00’ €KTI.

KonTponep Mae nmocunanHs Ha aHIMAIiHI KIIIIH, 10 BAKOPHUCTOBYIOTHCS B HBOMY, 1 KEpY€
PI3HUMH CTaHAMH aHIMaIlli Ta MepexoJaMyd MK HHMH 3a JIOTIOMOTOI0 TaK 3BaHOTO KIHIIEBOTO
aBTOMAaTa, SKMA MOXKHA PO3IJIIAaTH SIK MEBHY OJIOK-cxemy a0o MpoCTy Mporpamy, HamucaHy
MOBOIO Bi3yaJIbHOTO MporpaMmyBaHHs B Unity.



OcHOBHA i7ies1 TIOJISATAE B TOMY, IO MTEPCOHAXK OEpe ydacTh y SKOMYCh KOHKPETHOMY BH/II
niil y Oyab-axuii yac. TuUmosi Aii BKIIOYaTUMYTh Taki pedi, sk criiika Ha Micui (idling), xoap06a
(walking), 6ir (running), ctpu6ok (jumping) tomo. L{i aii Ha3uBaroTH States, y ToMy ceHci, 110
nepcoHax nepedyBae y «cTaHi», J1e BiH i11e, CTOITh Y POOUTH 111 IOCh.

HanamryBaHHs Uit HACTYITHOTO CTaHY, B SIKHiA IPaBelb 3MOXKE IIEPEUTH 3 TIOTOYHOTO CTaHy,
Ha3uBawThCs State transitions. Pazom B3sTi HaOopu cTaHiB, HaOOpH 3MIHHUX Ta 3MiHHI
nam'ssTaloTh IOTOYHY opmy crany State machine.

Cranu Ta mepexoand MeXaHi3My CTaHiB MOXKHA YSBUTH 3a JIOTIOMOTOI0 rpadika, e By3/Iu
OyIlyTh SIBJIATH COOOO CTaHM Ta MyTH (CTPUIKK MIXK By3JaMH), 110 TPEICTABIAIOTH Iepexoau. Bu
MOYKETe JyMaTH Ipo MOTOYHUH CTaH SK PO MapKep ad0 BUALICHHS, IOMIIllEHe HA OJMH 3 BY3JIiB,
SIK€ MOJKE MEePECTPUOHYTH Ha IHIIUK BY30J1 MO OAHIHN 3 IUX CTPIJIOK.

Standing Jump ’ Running Jump ]

A A

[ Fal
e L A

Walk

Pucynok 3.9 — IIpuknaz cTaHiB Ta mepexoiiB

Bixkzo Animator ckiagaeTbes 3 1BOX OCHOBHHX PO3/IiIiB: OCHOBHOI 00J1aCTi MaKeTa 3 CITKOIO
Ta JiBoi manem «Layers & Parameters».

JliBa manens Parameters mo3Bosisie CTBOPIOBATH, MEPErsAaTH Ta peaaryBat 3MiHHi. L1
3MiHHI, SIKi BH BU3HAYA€ETE, JIFOTh SK BXiJTHI JaHi B KiHIeBUd aBToMmar. 1I[o6 nomatu mapamerp,
KJIAlHITh 3HA4YOK «+» 1 BUOEpITh THUIl MapameTpa 31 crumBarodoro meHrwo. 1106 Bupanutu
napaMmerp, BUOEpiTh MapaMeTp y CIUCKAX 1 HATUCHITh KJIaBIIIy BUJAJICHHS.

Ilapamempu animayii — 1€ 3MiHHI, BU3HAUY€HI B KOHTpOJepi aHiMallii, 10 SKUX MOKHA
OTPUMATH JIOCTYII Ta MPUCBOITH 3HAYCHHS 31 cKpunTa. OCh K CIieHapiii MOKEe KOHTPOJIIOBATH Y1
BIUTMBATH Ha TOTIK MAaIIMHHU CTaHiB/

[TapameTrpu aHiMaiii MOXyTb OYTH YOTHPHbOX OCHOBHUX THIIIB:

- Int — uine unco;

- Float — umcio 3 1po6OBOIO YACTHHOIO;

— Bool — cipaBskHe un XxuOHe 3HaYEHHS (MPEICTABICHO MPAMIOPIIEM);

— Tpurep — JNOTIYHUN MapameTp, KU CKUIAETbCS KOHTPOJIEPOM IIiJl Yac Mepexoy

(O3HAYAETHCS KPYTIIOK KHOMKOIO).

[TapameTpam MOXKHa Ha/JaBaTH 3HAYEHHsS 31 CKPUNOTY 3a JIOMOMOTOI0 (YHKIIH Kiacy
Animator: SetFloat, Setinteger, SetBool, SetTrigger Ta ResetTrigger.

Hanpukian:

[SerializeField]
private Animator animator;

animator.SetBool ("jump", false);

ABTOMAaTH CTaHy CKJIQJAOThCS 31 CTaHIB, IEPEXOIiB 1 MOii, a MEHIII aBTOMATH MiJCTaHIB
MO>KHA BUKOPHCTOBYBATH SIK KOMIIOHEHTH Y BEJTMKUX MaIlTMHAX.

Any State — 1ie ocoOnuBHii cTaH, KWl ICHYE 3aBXIU. BOHO MiTAXOIUTh sl CUTYAIlid, KON
BU XO4YeTe MepenTH Ha MEeBHUI CTaH, HE3AJIEKHO B1Jl IOTOYHOIO CTaHY.

Byson Entry BUKOpUCTOBYETHCS MpH Mepexoji B KiHIEBUH aBToMaT. Bysom Bxomay Oyne
OILIIHEHO Ta PO3Taly’KEeHO /10 CTaHy MPHU3HAUYECHHS BIANOBIJAHO 10 BCTAHOBJIICHUX YMOB. Takum



YMHOM, BYy30J1 Entry Mo)ke KOHTPOIIOBATH, B SIKOMY CTaHI NOYHMHAETHCS KIHIIEBHH aBTOMAT,
OLIIHIOIOYH CTaH BAIIMX MapaMeTpiB, KOJIHM MOYUHAETHCS KiHIIEBUN aBTOMAT.

Byson Exit BUKOpHCTOBYETHCS Ul BKA3iBKH, IO KiHIIEBUII aBTOMAaT Ma€ 3aBEPIIUTH
pobory.

MoskHa 3MinTyBaTH MEpexXoAM KiHIIEBOTO aBTOMAara 31 3BHYAHUMH IEPEXOJaMHU CTaHiB,
TOMY MOJKHA TIEPEXOJUTH BiJ CTaHy J0 CTaHy, BiJl CTaHy JI0 KiHIIEBOIO aBTOMaTa Ta Bifl OJJHOTO
KIHIIEBOTO aBTOMAaTa 0e3I10CepeIHhO JI0 1HIIIOTO KiHI[EBOT'O aBTOMATa.

[lepersirnemo 10 BikHa Animator aHimarlii nepcoHaxa, o MaeMo.

Any State

troll_idle

troll_walk troll_attack

Jonaiitmo 3MiHHI, SIKi JONOMOXYTh IEPEUTH 3 OJTHOTO CTaHy B 1HILIHUH.

- Float speed;

—  Trigger attack;

- Bool jump;

[Mepexoau animartii (Animation Transitions) Bu3HauarTh, 1110 caMe Bi0yBa€ThCs, KOJIH BU
nepeMUKaeTe OJUH cTaH aHiMalli (Animation State) Ha iHmMHA. Y Oynp-sSkui yac Moxe OyTu
AKTUBHUM JMIIIE OJUH Tepexil.

[Iepexin Moxe MaTu OIHY YMOBY, KiJIbka yMOB a00 B3araji He MaTl yMOB. SIKIIIO y Balioro
Hepexoy Hemae yMoB, peaaktop Unity BpaxoBye JTiiiie 4ac BUXOY, i epexi BiI0yBaeThCs micis
JOCATHEHHS Yacy BHXOAy. SIKIo Bail mepexia Mae oJHy a0o KiJibka YMOB, BCl YMOBH IOBHUHHI
OyTH TOTpHMaHi, epIl HiK nepexiJ Oy1e akTHBOBAaHUIA.

[Ilo6 nonatu mepexisy Ha HOBUM CTaH, MPaBOI KHOINKOK MHIII MO MOTOYHOMY CTaHI Ta
obparu Make Transition Ta 1OoTSTHYTH JIiHIFO 0 HOBOTO CTaHYy.

Jani motpiOHO BKazaTu yMOBY mepexojy. s 1iporo HaTHCKAaeEMO Ha JIIHII0 Tepexoay 1 B
Inspector 3’BUTHCS HACTYITHE BIKHO:



© Inspector

oy troll_idle ->

B8 1 Animator

Transitions Solo Mute

troll_idle -> troll_walk

L
ot
troll_idle -> troll_walk

it Time

Conditions
List is Empty
Preview

>

0:42 (084.1%) Frame 42

3uimaemMo npanopeirs 3 Has Exit Time. Haruckaemo + B Conditions ta mogaemMo yMOBY uist
HepEXOy.

Conditions

speed

Has Exit Time — Bu3Havae, 41 MOXKE yMOBa MEPEX0y HaO0yTH YHHHOCTI y OyAb-sKHid Yac
abo Juiie miJ yac BUXOAY 31 cTaHy. BcTaHOBITH L€l mparmopelp, mo0 nepexia Bii0yBaBcs y
neBHU yac, Bkazanuil y Exit Time.

Kounn nmepconaxx 3aKiHUUTh WTH, TOTPiOHO moBepHyTHCcs B ctan ldle. Toni po6umo HOBHMi
Hepexi/J aHaJOTIYHUM YHHOM J10 cTany ldle.

SIko 00’ €eXT Ma€ aHiMalliro, TO aBTOMaTUYHO JOJA€ThCS KOMIOHEHT Animator.

KommonenT Animator BUKOpUCTOBYETBCS ISl IPU3HAUCHHS aHIMallii 00'€KTa Tpy y Bariif
cueni. KomnoneHT Animator BUMarae mocujIaHHs Ha KOHTPOJIEp aHIMaTopa, KU BU3HAYaE, K1
aHIMaliiH1 K1 BUKOPUCTOBYBATH, 1 KEpY€, KOJH 1 K 3MILITYBaTH Ta MEPEXOUTH MK HUMHU.


https://docs.unity3d.com/ru/530/Manual/class-AnimatorController.html

= v Animator

Controller L troll_idle_0
Avatar None (Avatar)
Apply Root Motion

Update Mode Normal

Culling Mode Always Animate

: 0 Quat: 0 Euler: O Scale: 0
s: O Generic: 0 PPtr

%) Dense: 0

Pucynok 3.10 — IIpuknan komnonenty Animator

VY BikHI Animator MO)KHa HAJIAIITYBAaTH MIBUAKICTh IPOTPABaHHS aHIMAIlil IEBHOTO CTaHY
(Animation State) y BalioMy KOHTPOJIEPi:
1.  Biakpuiire BikHo Animator (Window — Animation — Animator).
2. Bubepith 00'eXT, KM Ma€ aHIMaIlitO.
3. HarucHiTs Ha cTaH (State) aHiMaIlii, IIBUAKICTD SKOT MOTPIOHO 3MIHHUTH.
4. B incnekropi (Inspector) suaiiaite mapamerp Speed Ta 3MiHITh 3HAYCHHS:
— 1 — cranmapTHA MWIBUIKICTb.
— 0.5 — y aBa pa3u noBuIbHIILIE.
— 2 — y JBa pa3u MIBULIE.
— -1 — animariis Oyze mporpaBatucs Ha3a.

KoHTpoabHi nuTanHs
1. Il{o Take cripaiiT Ta Iy 4OTO BOHA MPU3HAYEHA?
2. SIxi 6yBaroTh cripaiitu?
3. Ilo pobuts KOMIOHEHT Sprite Renderer?
4. 11lo no3Bossie pooutu penaktop Sprite Editor?
5. Illo pobuts KoMmoneHt Animator?
6. I1lo pobuts KommorenT Animation?
7. Sk cTBOpHUTH aHIMaIif0?
8. o Take aHiMOBaHi CripalTH?
9. I1lo MoxHa 3po0UTH 32 JOOMOT'OI0 PEIaKTOpa aHIMallii?



Jlekuis 4. 2D rpa. Pyx nepconazka

1. OcHOBH PyXy IEpCOHAXKA
2. IlepemimieHHs MepcoHaXxKa
3. Pyx mo cxomam

1. OcHoBH pyXy nepcoHaxa

Unity-aBMKOK € OJHHM 3 HANMOMyJISAPHIIIMX 1HCTPYMEHTIB Uil CTBOPEHHS Bimeoirop.
3okpema, B Unity 2D BH MoO)KeTe CTBOPIOBATH IrPH 3 YHIKAJbHUM CIOXKETOM, LIKaBUMHU
IEPCOHAXKaMHU Ta 3aXOIUTIOIOYMMHU piBHAMU. Koa pyxy mepcoHa)xa — BaXKJIMBa YacTHHA IrPOBOI
MEXaHiK{, 1 BMIHHA HOTO peaji3oByBaTH J03BOJHMTH BaM CTBOPIOBATU PEANiCTHUHY MOBEHIHKY
MIEPCOHAXKIB.

CriouaTKy HEOOXiTHO BH3HAYUTH, SIKHM YHMHOM OyJe ympaBiATHCS nepcoHax. Lle moxe
OyTH KjaBiaTypa, MUILA, Tau-CKpiH abo koHTposep. Y Unity 2D BOyoBaHi 3ac00M 103BOJIAIOTH
JeTKO OoOpoOISATH BBEICHHA Ta OTPUMYBATH iH(GOpPMAILII0 MPO MOTOYHHH CTaH MPHUCTPOIB
BBEJICHHS.

Jani HeoOXiMHO BHU3HAYMTH, SK MEpPCOHaXX Oyne pyxaTucs y BiANOBiIb Ha BBeIeHHsS. B
OCHOBHOMY, TiepeMillieHHs nepcoHaxka B Unity 2D 311ilCHIOETHCS IIISXOM 3MIHUA HOTO MO3UIIHI.
Lle moxe OyTu 3po0ieHo 3a gornomororo kommoneHTa Rigidbody2D abo mmisixom nmpsMoi 3MiHK
KOOp/MHAT 00'eKTa.

[Ile omHMM BaXJIMBHM acleKToM pyxy mnepcoHaxka B Unity 2D € KOHTpOJIb 3iTKHEHb.
[Tepconaxk MoOXe nepeMilaTUCs Mo CLEHI 1 B3aEMOJISATH 3 IHIIMMHU 00'€KTaMu, TOMY HEOOX1JHO
nepeadaunT MEePeBipKy 3ITKHEHb 1 MOXKIIUBICTH YIPABIIiHHS IOBEAIHKOIO MEpCOHaXKa y pasi
31TKHEHHS.

Kpim TOro, BaxmBO BpaxoByBaTH (hi3MUYHI BIACTUBOCTI NMEPCOHAXA, TAKi SIK TpaBiTalis Ta
tepts. Unity 2D Hagae MexaHi3Mu A poOoTH 3 (i3MYHMMH epeKTaMu, sSKi MOXKYTb OyTu
3aCTOCOBAHI IO IEPCOHAXa 1 BIUIMBATH HA HOTO PyX.

B ninomy, pyx nepconaxa B Unity 2D rpyHTyeTbcs Ha 0OpoOIi BBeICHHS, 3MiH1 TO3HUIIT
00'eKkTa, KOHTPOJI1 3ITKHEHb 1 00JiKYy (13MUHUX e(eKTiB. 3HAHHS OCHOBHMX IMPHUHIMIIB PyXy
JIOTIOMO>K€ BaM CTBOPUTH pealiCTUYHY Ta KEPOBaHY MOBEIIHKY IEPCOHAXIB y BalllUX irpax.

2. IlepemimenHsi mepcoHaxa

Jnst moyaTtky HEOOX1HO 3a/JaTH IMIBHAKICTH MepeMilieHHs nepcoHaxa. [IIBuakicTs Mmoxe
OyTH IpeJICTaBlIeHa YUCIIOM, SIKe BU3Ha4Ya€, HACKIJIBKHU IBUAKO NepcoHax Oyze pyxarucs. [lotim
HEOOX1IHO OTpUMATH BBEJCHHS TpaBIls JUIs MEpeMillleHHs nepcoHaxa. Bei mi aii Mu Oyaemo
00pOOIIATH B CKPHIITI, SIKUI CTBOPUMO Ta MPUKPITUMO /10 IIEPCOHAXKA.

Knac Input y Unity Hamae gocTym 10 BBEJACHHS Ha MOOUIBHUX TPUCTPOSIX, TAKUX SIK
HATHCKAaHHS Ha €KpaH, akcelepoMeTp Ta reorpadidsi/nokamiini qani. Jloctym 10 kiaBiaTypu Ha
MOOUTPHHX TpUCTpOsiX 3abe3neuyerbess yepe3 Keyboard 10S. Kmac Input  takox
BUKOPUCTOBYETHCS JUIsI BU3HAUEHHS OCEl BBEIEHHS Ta MOB'sI3aHUX 3 HUMH /il y BallIOMY IPOEKTI.

Input Manager B Unity BiamoBigae 3a HajgamTyBaHHS BiAIOBIIHOCTI M’k HATHCKAMH KHOITOK
Ta PI3HUMH JAiIMU B Tpi. BiH 103BOJIsIE BUKOPUCTOBYBATH Pi3HI KOHTPOJIEPU Ta MPHUCTPOI, L0
POOUTH yIpaBIIiHHS TPOIO OUTBII THYYKUM Ta QIaTHBHUM. /{7151 TOCTYITy 10 MEHEe [ Kepa BBEICHHS
nepeiaiTe 10 rojgosHoro MeHro Unity, morim Bubepith Edit — Project Settings — Input Manager.

VY Input Manager Bu Bu3Ha4yaeTe BC1 Pi3HI OCI BXIJHUX JAaHUX Ta IrPOB1 i JJIsS BaIloro
npoekTy. Oci (AXES) MaloTh BIACTUBOCTI. PO3riisiHEMO /esKi 3 HUX.

— Name — Ha3Ba oci y BIKHI JJayHUepa I'py Ta CKPUIITax;

- Negative Button — kHorKa, sika BioOpakaTUMe HEraTUBHI 3HAYEHHS Ha OCi;

- Positive Button — kHomka, sika BitoOpakaTMe MO3UTHBHI 3HAYCHHS Ha OCI;



- Alt Negative Button — momatkoBa KHOTKa, sika BijoOpakaTMe HEraTHBHI 3HAYEHHS
Ha OCI;

- Alt Positive Button — qogaTtkoBa KHOIIKa, sIKa BioOpaykaTMe MO3UTHBHI 3HAYEHHS Ha
oci;

— Sensitivity — y pasi BBeJicHHS 3 Ki1aBiaTypu Oibliie 3Ha4eHHs (Ha OCi) BiAmoBigaTume
MBUAIIIN peakilii. HaiiMeHIe 3Ha4eHHs BIAMOBIJaTHME O1TBIII 3Ta/KeHOMY. Y pasi
MHUIII 3Ha4YCHHs Oyze 301UIbIyBaTH (PaKTUYHE 3MILIEHHS MHUIIII.

& UnityEngine.InpL

left ctrl

Key or Mouse Button

X axis
Get Motion from all Joysticks

Pucynok 4.1 — Menemxep Bezienns (Input Manager)

VYeci oci, siki BU HanamtyBaiu B Input Manager, ciay’kaTh ABOM LUISIM:

— [Tpu cxkpunTyBaHHI 1ie JO3BOJIMUTH BaM 3UMTYBAaTH 3HAYEHHS 3 OCl 3a JOMOMOIOM0 ii
1IMEHI;

— Ile 103BOIMTH I'PaBIIM BallOi I'PU HAJAIITYBATH YIPABIiHHS Ha BIACHUN CMakK.

BikHO BBeieHHS TayHUYepa I'pu BIIOOPAXKAETHCS i1 Yac 3alycKy Tpu:

Graphics Input

Control Primary Secondary

Horizontal (+) right d I
Horizontal (-) left a

Vertical (+) up w

Vertical (-) down s

Firel left ctrl Left Mouse

Double-click an entry to change it

Pucynok 4.2 — [lpuxiaz BikHa BBEJICHHS JJayHYepa Ipu

KoxeH mnpoekT, SKUil BU CTBOPIOETE, Ma€ HHU3KY BXIJHUX OcCel, CTBOPEHHX 3a
3aMoBUyBaHHAM. Lli 0Ci 1O3BOJISAIOTH BiJIpa3y BUKOPHCTOBYBATH BBEJICHHS 3 KJIaBiaTypH, MHILI Ta
JOKOMCTUKA Y TIPOEKTI.



VY Unity e moxHa 3po6uTH 3a gomomororo ¢pyukiii Input. GetAXis, sika 103B0JIsIE OTPUMATH
3Ha4YeHHA Oci BBeJeHHs. Hanpukinan, HaM mOTpiOHO OTpUMATH 3HAUEHHS OC1 X JIJIs IePEMILIICHHS
BJIIBO 1 BIIPaBO:

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

Otpumane 3HaueHHs Oyne B aiamas3oHi Bix -1 no 1, e -1 BiamoBigae pyxy BiiBo, 1 — pyxy
BIIPaBo, a 0 — BIZICYTHOCTI PyXYy.

HeoOxigno nonatn kommnoneHT Rigidbody2D ta xonaiinepu no mepconaxa. KoMmmoHeHT
Rigidbody2D BiamnoBigae 3a gizuuHy MoBemiHKY 00'€KTa — rpaBiTalliro, KOJIi3ii 1 pyX ITiJl BILTHBOM
CHIIN.

Tenep, mo6 mepemMicTUTH HEepCOHaXka BIIBO 1 BIPaBO, MM MOXEMO BHKOPHCTOBYBAaTH
kommoneHT Rigidbody2D i #oro Bnactusicts velocity

Vector2 velocity = rigidbody.velocity;
velocity.x = Input.GetAxis("Horizontal") * speed;
rigidbody.velocity = velocity;

Bractusicts velocity kommonenta Rigidbody B Unity BUKOPHCTOBY€EThCS [UIs yIIpaBIIiHHS
HMIBHIKICTIO 00'ekTa. Lle BeKkTOp, 1110 BU3HAYA€E HAMPSIMOK 1 BEIMYMHY MIBUAKOCTI pyxy Rigidbody
B CBITOBUX KOOpJHMHATAX.

Bukopucranus Vvelocity no3Bosisie HampsiMy 3MmiHoBaTH (isuyHHE pyx 00'€kTa, HE
BUKOPUCTOBYIOUM CWiId abo iHmi mnapamerpu. lLle 0co0iIMBO KOPUCHO it CTBOPEHHS
KOHTPOJILOBAHOTO PYXY, TAKOTO SIK IOJIbOTH, TUIABAaHHS a00 MPOCTUH TIaTGopmep.

ITix gac 3minu BracTuBocTi Velocity BaskIMBO BpaxoByBaTH, 1110 1€ O€3M0CEPEHBO 3MIHIOE
po3paxoBaHi 3HaueHHsS (i3MUHOrO pymris. TakuM YMHOM, BOHO HE BPaxoOBY€ 3ITKHEHHS, OIIIp
MOBITPs 200 1HII (DI3UYHI CHITH, IO BIUTMBAIOTH HA 00'€KT.

Muoxuuk Speed — 1ie 3MiHHa, SIKy TpeOa OroJIOCUTH y KJaci Ta BUBECTH B iHCIIEKTOP.
3MIHIOIOYH 11, KOHTPOIIOEMO HMIBUAKICTh MEPEMIIIICHHS MTePCOHAXKA.

[SerializeField]
private float speed = 2.0f;

[[Io6 mpu mepecyBaHHI MepcoHa)ka MporpaBaiacs BIJIMOBIIHA aHIMAIlS, CKOPUCTAEMOCS
napaMeTpamH, siki cTBopuid B Animator, a came:

- Float speed;

—  Trigger attack;

- Bool jump;

[TapameTpam MOXKHAa Ha/JaBaTW 3HAYCHHsI 31 CKPUNOTY 3a JIOMOMOTOI0 (YHKIIH Kiacy
Animator: SetFloat, SetInteger, SetBool, SetTrigger Ta ResetTrigger.

Buxopucrosyiite SetFloat() y cuienapii ans HajacuianHs JiHCHUX 3HA4YEHb JI0 aHIMaTopa s
aKTHBAIli TePEeXO/IiB.

SetFloat (string name, float wvalue);

Buxopuctosyiite Setlnteger() y cuenapii Ay HaicUIaHHS HUIMX 3HAUYEHb JI0 aHIMaTopa JUis
aKTHUBAIlil EPEeXO/IiB.

SetInteger (string name, int value);



BukopucroByiite SetBool() y crienapii muist HaacuaanHs OyaeBHX 3HAYCHD 10 aHIMATOPa ISt
AKTHUBAIIIl IEPEXOIiB.

SetBool (string name, bool value);

Merton SetTrigger() mo3Bosisse BCTaHOBHTH (TOOTO aKTHBYBaTH) TPUIep aHiMmarlii, oo
BUKJIMKATH 3MiHYy ITOTOKY B KiHIIEBOMY aBTOMarTi aHIMaTopa KOHTpOJIepa.

SetTrigger (int id)

Hanpuknan:

[SerializeField]
private Animator animator;

animator.SetBool ("jump", false);
Oronocumo 3miHHY TUIy Animator i e oxy tumy Rigidbody2D.

[SerializeField]
private Animator animator;

[SerializeField]
private Rigidbody2D rigidbody;

AHIMaTOp HAJIAIMTOBAaHWU TakK, 1100 BKJIOYATH aHIMAIlI0 XOAbOW TOJI, KOJU IIBUIKICTH
OinpIa 3a HyJb. SIKIIO IBUAKICTH MEHIIA 32 HYJIb, IEPCOHAX CTOITh Ha Micii. [lepegaBatumemo
HE MIBUJIKICTh O€3MOCEepeHbO, & MOAYJb MIBUIKOCTI — ii aOCONIOTHE 3HAYEHHS, HE3aJIEKHO BiJ
3HAKY:

animator.SetFloat("speed", Mathf.Abs(Input.GetAxis("Horizontal")));

SIKmio 3amycTUTH TPy, TO TEPCOHAX MOBHHEH XOAWTH BIIBO-BIIPaBO, NpPU ILHOMY
3aTMILAI0YUCh OOJIUYYSAM y OJIUH 1 ToM ke Oik. I1l06 nepconax nmoBepTraBcs 00JUYYSAM y HOTPiOHY
CTOPOHY, TOAANMO HACTYITHUM KOJI:

if (transform.localScale.x < 9)

{
if (Input.GetAxis("Horizontal") > @)
transform.localScale = Vector3.one;
}
else
{
if (Input.GetAxis("Horizontal") < @)
transform.localScale = new Vector3(-1, 1, 1);
}

O6’ennaemo yBech 1ed kon y meron Walk(), a meron OymeMo BUKIMKATH 3 METOILY
Update():



private void Walk()

{
animator.SetFloat("speed", Mathf.Abs(Input.GetAxis("Horizontal")));

Vector2 velocity = rigidbody.velocity;
velocity.x = Input.GetAxis("Horizontal") * speed;
rigidbody.velocity = velocity;

if (transform.localScale.x < @)

{
if (Input.GetAxis("Horizontal™) > @)
transform.localScale = Vector3.one;

}

else

{
if (Input.GetAxis("Horizontal™) < 9)
transform.localScale = new Vector3(-1, 1, 1);

Tenep MaemMo OBHY (DYHKIIOHAIBHICTE IS PYXY NEPCOHAXKA BIIiBO-BIPABO.
Jonaitmo QyHKIIOHATBHICTh BUKOHYBAaTH aTaky y BHUIJIsiAI meroaa Attack(), sikuif Takox
Oynemo Bukimkatu 3 meroay Update():

private void Attack()

{
if (Input.GetButtonDown("Firel"))

animator.SetTrigger("attack");

{06 peanizyBatu cTpuOOK, HEOOX1THO BCTAHOBUTH 3HAYEHHS JJISl CHIIM CTPUOKA B CKPHUITI
yIpaBiiHHs epcoHaxkeM. Lle MoxkHa 3poOUTH 3a TIOTTOMOTOI0 3MIHHOI:

[SerializeField]
private float jumpForce = 100.0f;

[[{o6 mepconax ctpubaB, 70 HHOrO Tpeda MPUKIATATH CUIY 3a JOTOMOTOH BUKIIUKY
AddForce. Komu mu Buknukaemo meroa AddForce(), Mu mepegaemMo BEKTOp CHIIH, IO BKa3ye
HaNpSIMOK 1 cuity cTpubka. [lpu oMy noTpiOHO BU3HAYATH, UM NepedyBae MEPCOHAXK Ha 3E€MIIL.

Y Unity ans xommnoHeHta Rigidbody2D mnpu Bukopucranni wmeroay AddForce
nepepaxyBanHsi ForceMode2D mae nBa OCHOBHI 3Ha4yeHHs, sIKI BU3HA4YalOTh, SIK caMe CHJIa
BIUIMBA€ HA 00'€KT:

1. ForceMode2D.Force (Cuna)

2. ForceMode2D.Impulse (Imnyssc)

ForceMode2D.Force nmomae mocTiiiHy cmiy a0 o0'€kTa 3 OISy Ha HWOTro Macy.
BukxopucroByeTbecs ans Oe3nepepBHOI i, Hampukial, rpasiTalii, BIiTpy ab0 MOCTIHHOTO
npuckopeHHs. Cuila 3aCTOCOBY€EThCS Y KOXKHOMY KaJipl Pi3uku (Ha CEKyHAY), TOMY ii 3HaU€HHS
3aJISKUTh BiJ Yacy.

[Tpukian:

rb.AddForce (transform.up * speed, ForceMode2D.Force);



ForceMode2D.Impulse no1a€ MUTTEBHI IMITYJILC CHITH J10 00'€KTa, BpaXOBYIOUYH HOTO Macy.
BukopucToByeThCs 111 OAHOPA30BUX, PI3KUX BIUIMBIB, HAPHUKIIAJ], CTPUOKA IEPCOHAXKa, BUOYXY
abo ynmapy M'siga. [lie MEUTTEBO 3a OJTUH BUKJIHK.

[Tpuxian:

rb.AddForce (Vector2.up * jumpForce, ForceMode2D.Impulse);

CrtBopumo OyneBy 3miHHY onGround i Hagamo i 3HaYeHHS true.

private bool onGround = true;

106 3HaTH, YM € i IePCOHAKEM 3eMJIs, MU IIEPEBIPATUMEMO, Y1 € BIAMOBIIHUIA KOoJIaiaep
Ha JiHIT MDK aBoMa Toukamu. OpnHiero Oyne meHTp mnepconaxa. L1060 BcTaHOBUTH iHIIY —
ctBopuMo TniopoxkHii GameObject, HazBemo #oro GroundCheck, 3poOumo iioro nodipHiM
00'exToM nepconaxa Knight. Po3micTumo 11t 00'€KT TpOXHM HMXKYE HIT TIEPCOHAXKA.

CtBopumo 3miaHy groundCheck Tumy Transform i Hagaiimo il mocuIaHHS Ha 1IeH 00'€KT B
1HCIIEKTOPI.

[SerializeField]
private Transform groundCheck;

Homnaiimo meton CheckGround(), sikuit moBepTaTume OyJieBe 3HaYEHHS, 3aJIEKHO BiJI TOTO,
€ 3eMJISI ITi]T IEPCOHAKEM UM Hi:

private bool CheckGround()

{
RaycastHit2D[] hits = Physics2D.LinecastAll(transform.position, groundCheck.position);
for(int i=@; i<hits.Length; i++)
{
if (! .Equals(hits[i].collider.gameObject, gameObject))
{
return true;
}
}
return false;
¥

JonaitmMo GpyHKI[IOHATBHICTh BUKOHYBATH CTPUOOK y BUTIIAAl MeTosa Jump(), sSIKUH TaKoxK
Oynemo Bukiinkatu 3 merony Update():



private void Jump()

{
animator.SetBool("jump", false);
if (Input.GetButtonDown("Jump"”) && onGround)
{
animator.SetBool("jump", onGround);
rigidbody.AddForce(Vector2.up * jumpForce);
}
}

Tenep meton Update() Mae HaCTyHHUIA BUTIISA:

void Update()

{
onGround = CheckGround();
Walk();
Jump () 5
Attack();
}

3. Pyx mo cxogam

B Unity 2D komisii i 3iTKHeHHs1 00po0IsitoThes 3a nornomoro komnoneHta Collider2D,
kUil gogaetbest A0 irpoBux 00'ektiB. Collider2D Bu3zHauae Mexi 00'ekta Ta ¥oro ¢gopmy, sKi
BUKOPHUCTOBYIOTHCS JJ11 OOUMCIIEHHS 31TKHEHb.

Konu nBa komaiinepn nepetnnarotbesi, Unity 2D reHepye moaito 3iTKHEHHs, SIKY MOXHA
00poOuTH B KOJI /U1 BU3HAUYEHHS MOoAanblIMX Aii. Hanpukiaza, Komum mepcoHaXk CTUKAeTbes 3
HEPEIIKOI0I0, MOXKHA 3yIUHUTH HOTO pyX a00 3MIHUTH HOT0 HAIPSMOK.

[Ipu poOOTI 31 3ITKHEHHSMHU BaXKJIMBO BPAaXOBYBAaTH PO3Mip 1 GopMy KoJulaiaepis, 1100
00'€eKTH MPABUIIBLHO B3AEMOJISIN OJUH 3 OJHUM. TakoX BapTo Mam'sTaTu Mpo MPOAYKTUBHICTD,
TaK K MepeBipKa 31TKHEHb MOXeE OyTH pPecypcoOM-€MHOIO ONepali€lo, 0COOIMBO MPH BETUKIN
KUJIBKOCTI 00'€KTIB.

Jns o6pobku 3iTkHeHb B Unity 2D BHKOpPHCTOBYeTbCS (PI3MYHHUI ABMKOK. B OcHOBI
(bi3n4HOTO ABMKKA JISKUTH CHCcTeMa KoJaiznepiB 1 pukinooni. Konaiinepu BU3HAYaIOTh MeEXi
00'eKTiB, a pUK1A00/1 BIANOBIAAE 32 iXHIO (Q13UYHY [TOBEAIHKY.

[Ticnst Toro, sik KoJUIalaep AOJAaHUM 1 HANAITOBaHUN, HEOOXITHO OOPOOUTH 3ITKHEHHS 3a
nornomoror ckpunra. s nporo moxHa BukopuctoByBatu Metosl OnCollisionEnter2D() a6o
OnTriggerEnter2D(). Ilepmnii MeTol BUKIMKAETHCS MPH 3ITKHEHHI 3 1HIIUM 00'€KTOM, 110 Mae
KOJauaep 1 puK1I00/11, B TOM Yac K IPYTUH METOJT BUKJIMKAETHCS P 31ITKHEHHI 3 00'€KTOM, 1110
Mae TUTBbKU Kosaiep. Y cepelnHi MeToay MO>KHA BKa3aTu HeoOXi11Hi i1, Taki SIK 3MiHa IIBUIKOCTI
MePCOHAXKa, BIITBOPEHHS 3BYKY a00 aKTHBAIlisl aHIMAIIi].

Peaxitist Ha 3ITKHEHHS — BaJIMBUI MOMEHT IpH po3pobiii irop B Unity 2D. Bona no3Boisie
CTBOPUTH PEATICTUUHY 1 IHTEPAKTUBHY MOBEIHKY ITEPCOHaXa 1 00'€KTIB B IrPOBOMY CBITI.

CriouaTKy CTBOPHMO CXOJIM Ha CIIEHI.

Skmo HeoOXiTHO OTPUMATH CXOM MOTPIOHOT TOBXKUHHU, TO cTBOpUMO HoBH GameObject,
Ha3BeMo ioro Stair, 1 1ogaiiMo Ak TiAJeriauid 00'eKT crpaiT cxoiB. 3a MOTpedu crpailT cxo/iB
PO3MHOXKMMO CTUIBKM pa3iB, CKIJIbKM MOTPIOHO, MO0 OTpUMATH CXOJU MOTPIOHOI TOBXKHUHHU.
Honaiimo 1o ob'exta Stair BoxCollider2D. Hanamryemo po3Mipu Ta MOJOXKEHHs Kojaiaepa i
MocTaBUMO Tanouky Is Trigger.



[TotpibHO, MO0 KOIM MEPCOHAX BXOJHUTH J0 30HH TPUTEpa CXOMAIB, Y HHOTO BKIIFOYABCS
PEXHM «Ha CXOJax», a KOJIM BUXOAUTH 13 30HH — BUMHUKaBcA. /|1 BOTO € 1B CTaHAAPTHI METOIU
MonoBehaviour: OnTriggerEnter2D Ta OnTriggerExit2D. Slk aprymMeHT y HHX aBTOMAaTHYHO
HepeaeThCsl MOCKUIIaHHS Ha KoJlaiiiep, sIkiid yBiHIIOB/BUIIIIOB y/3 30HU TPUTEPA.

VY ckpunrt mepcoHaxka nojaiimMo OyieBy 3MiHHY onStair, i cTBopuMoO aisi Hei public
BJIACTUBICTb:

private bool onStair = false;

public bool OnStair

{
get
{
return onStair;
}
set
{
if (value == true)
rigidbody.gravityScale = @;
else
rigidbody.gravityScale = 1;
onStair = value;
}
}

[Io6 mepcoHax He CIOB3aB 31 CXO/IIB MiJ Ai€l0 rpaBiTailii, y BinactuBocti OnStair noganu
KOJI BKJIFOUCHHS/BUMKHEHHS TpaBiTaIlii.

CTBOpHMO HOBHI CKpUMT Stair Ta mpregHaEMO Horo 10 06’ ekrta Stair. JfonaitMo 10 boro
ckpunty Metoau OnTriggerEnter2D Ta OnTriggerExit2D 3 HacTynHUM KOZOM:



-lpublic class Stair : MonoBehaviour

{
= private void OnTriggerEnter2D(Collider2D collision)
{
Hero knight = collision.gameObject.GetComponent<Hero>();
if (knight != null )
knight.OnStair = true;
}
- private void OnTriggerExit2D(Collider2D collision)
{
Hero knight = collision.gameObject.GetComponent<Hero>();
if (knight != null)
knight.OnStair = false;
}
}

VY ckpunt mepcoHaxka JojaiMo 3MiHHY stairSpeed, sika BH3HAYaTHME MIBUIKICTH PyXy
CXOJaMH.

I[J'IH TOro, H_[O6 IEPCOHAXK Mir IepeCyBaTUCA BIrOpYy-BHU3, 3Ha,I[O6I/ITI>C$I HaCTyrIHI/Iﬁ KOI:

Vector2 velocity = rigidbody.velocity;
velocity.y = Input.GetAxis("Vertical") * stairSpeed;
rigidbody.velocity = velocity;

CrBopumo Metop Stairs(), B SKOMy, SKIIO MEPCOHAX IEPETHYB TPUTEp CXOIiB, Oyxae
BUKOHYBAaTHCsI KO [I€peCyBaHHs Bropy-BHM3. Bukiuk 1iporo meroay 3podumo B Update().

private void Stairs()

{
if (OnStair)
{
Vector2 velocity = rigidbody.velocity;
velocity.y = Input.GetAxis("Vertical") * stairSpeed;
rigidbody.velocity = velocity;
}
}

KonTpoJbHi nuTtanns
1. JIns goro BukopuctoByeThes Input Manager?
2. 1o Take Bick B Input Manager?
3. SIk1 BIacTUBOCTI Ma€ KOXHa BiCh?
4. SIki KOMIIOHEHTH MOTPIOHO JT0JIATH 10 MIEPCOHAXKY, 100 BIiH MII KEpyBaTUCS KJIaBillIaMu?
5. Jlyis woro BukopucToBYOThCs MeTou OnTriggerEnter2D ta OnTriggerExit2D?
6. 3 4Oro CKJIaA€THCSI CKPUNT VIS YIIPABIIiHHS EPCOHAKEM?



Jlekuisi 5. 2D rpa. Boporu

1. Ilepmmii Tvim Bopora
2. lpyruii Tan Bopora
3. Tpertiit THI Bopora

1. Ilepmmii Tun Bopora

Pyx BoporiB He 3a5exuTh BiJ Aiil KopucTyBauda. Po3risnemMo Tpu ciocoOu 3a1aTu pyx AJs
BOPOTiB.

[lepumuit cocid — 1e BOpoOr, KU pyxaeTbcsa MK JBoMa Mexamu. [lonaiimo o cueHu
mwiaropmy, Ae mei Bopor Oyae xomutu. Jomatu mo miatdhopMu TPH KoJaWaepu, OTUH s
BU3HAYeHHs Gopmu 1aThOpMH, JBa ISk CTBOPSHHS Mek (3 rajmoukoro IS Trigger).

Pucynok 5.1 — [Ipuxiag mnargopmu 3 KoJaiiepamu

Jonamo Ha creHy Bopora, sikuii Oyne pyxatucs mo muatdopmi. [lepconaxy momatu
KOJTalIepu JUTsl BU3HAUYCHHS (DOpMH BOpOTa Ta KOJIAWIEp B PEKUMI TpHUTepa Ha 30poro.

CrtBopuMoO HOBHI cKpuniT Enemy, B sikuit 1o1aMo HacCTynHY (YHKIIOHAJIBHICTb.

private Animator animator;
private Rigidbody2D rigidbody;

[SerializeField]
private float speed = 2.0f;



private void Awake()

{
animator = gameObject.GetComponent<Animator>();
rigidbody = gameObject.GetComponent<Rigidbody2D>();
}
void Update()
{
Vector2 velocity = rigidbody.velocity;
velocity.x = transform.localScale.x * speed;
rigidbody.velocity = velocity;
}
private void OnTriggerEnter2D(Collider2D collision)
{
Knight knight = collision.gameObject.GetComponent<Knight>();
if (knight != null)
{
animator.SetTrigger("attack");
Attack();
}
else
{
ChangeDirection();
}
¥
private void ChangeDirection()
{
if (transform.localScale.x < 9)
transform.localScale = Vector3.one;
else
transform.localScale = new Vector3(-1, 1, 1);
}
public void Attack()
{
}

Honaiimo ckpunt Enemy no Bopora. Tenep Bopor xoauTh 1o miaTdopMi TyAH-CIOJH, Ta
IpY KOJIi3ii KOaiiIepoB epcoHa)xka Ta BOpora y BOpora mporpaeThesi aHiMallisi aTaku.

2. Ipyruii Tunn Bopora

Posrnsinemo apyruii croci6, e Bopor Oyze WTH 3a FOJOBHUM IEPCOHAKEM.

JomaiiMo 10 ciieHH BOpora Ta Kojaiaepu sl BU3HaueHHs (JOPMHU BOpOTa Ta KOJIAWIEp y
pexumi Tpurepa Ha 30poro.



Binpenaryemo ckpunt Enemy nmns ¢yskuionyBaHHs Apyroro THIy Bopora. Jlomamo
MOXJIMBICTB BIAPI3HATH BOPOTa, KU XOJUTh TYAMU-CIO/HU, Ta KU XOIUTH 3a epcoHaxeM. [l
[IbOTO OTOJIOCUMO ABi 3MiHHI. O/HA TSI BU3HAYEHHS THITy BOPOTra, iHIIA JJIS BKA3iBKH METH
nepeciiyBaHHs:

[SerializeField]
private bool onToHero = false;

[SerializeField]
private Transform target;

Bigpenaryemo metoau Update Ta OnTriggerEnter2D:

void Update()

{
if (onToHero)
{
if (target == null)
return;
Vector2 vectorToPlayer = target.transform.position - transform.position;
vectorToPlayer.y = 8;
transform.rotation = Quaternion.FromToRotation(Vector2.right, vectorToPlayer);
rigidbody.velocity = transform.right * speed;
¥
else
{
Vector2 velocity = rigidbody.velocity;
velocity.x = transform.localScale.x * speed;
rigidbody.velocity = velocity;
¥



private void OnTriggerEnter2D(Collider2D collision)

{
Knight knight = collision.gameObject.GetComponent<Knight>();
if (knight != null)
{
animator.SetTrigger("attack");
Attack();
)i
else
{
if (!onToHero)
ChangeDirection();
¥
¥

Honaitmo ckpunt Enemy no HoBoro Bopora. He 3a0yBaeMo 3aniOBHUTH HOBI TOJIS:

On To Hero v

Target A Knight (Transform ®

Tenep BOPOTI' XOAUTDH 3a IICPCOHAKCM.

3. Tperiii THII BOpora

Posrisinemo TpeTiit THI Bopora, KUl pH CTapTi IpU HE 3HAXOTUTHCS Ha CLIeH1, aje Oye
3 SIBJIATHCS B TIEBHIN TOYIll CIICHH Yepe3 MEBHUM iIHTEPBAJI Yacy.

Ha nouatky ctBopuMo mycTHii 06’ekT Ha cueni (Create Empty). Lle Oyae Hamia Touka nosisu
HOBHX BOpOTiB Ha ciieHi. /lamo Ha3By, Hanpukiasn, PlaceStart. I[Tepenecemo #oro Ha Te miciie, e
MOBUHHI 3’ SIBJISITHCS HOBI BOPOTH.

MokHa BCTAaHOBHUTH 1KOHKH JJIsl 00'€KTIB y CIeHI Ta iHCHeKTopi. JJist 3MiHM 1KOHOK ISt
00'exTa rpy MPOCTO HATUCHITH Ha HOTO IKOHKY B IHCIIEKTOPI.

@ Inspector 3 i

v PlaceStart Static ¥

~ Layer Default
Select Icon None
prage— X o
& @& T @™y 414 7 -0.066
c et Y 0 Z0
Y 1 Z 1

VY cenekTopi iKOH € crielianbHIi COpT iKOHOK, 3BaHuX Mitka (Label Icon). Le#t Tum ikoHOK
B1JIOOpaKAETHCA y CIIEHI K TEKCTOBA MO3HAYKA, BUKOPHUCTOBYIOUH 1M'st 00'€KTa.

© Inspector =]

_— v PlaceStart Static ¥

v
Tag Untagged ¥ Layer Default ~

CrBopumo aBa HOBI ckpunTH. [leprmii TIMer 3 HaCTYITHUM KOIOM:



float totalSeconds = ©;
float elapsedSeconds = 9;
bool running = false;
bool started = false;

public float Duration

{
set
{
if (!running)
totalSeconds = value;
¥
}
public bool Finished
{
get
{l
return started && !running;
¥
}
public bool Running
{
get
{
return running;
¥
}

void Update()

{
if (running)
{
elapsedSeconds += Time.deltaTime;
if (elapsedSeconds »= totalSeconds)
running = false;
¥
}
public void Run()
{
if (totalSeconds > 8)
{
running = true;
elapsedSeconds = ©;
started = true;
¥
}

Jpyruii ckpunt Spawner, sikuii HaBimaeMo Ha cTBOpeHuit 00’ ekt PlaceStart.



[SerializeField]
GameObject prefabEnemy;

Timer spawnTimer;

const float MinSpawnDelay =
const float MaxSpawnDelay

|
=
-

10;

void Start()

{
spawnTimer = gameObject.AddComponent<Timer>();
spawnTimer.Duration = Random.Range(MinSpawnDelay, MaxSpawnDelay);
spawnTimer.Run();
¥
void Update()
{
if (spawnTimer.Finished)
{
SpawnEnemy () ;
spawnTimer.Duration = Random.Range(MinSpawnDelay, MaxSpawnDelay);
spawnTimer.Run();
}
¥
private void SpawnEnemy()
{
GameObject enemy = Instantiate(prefabEnemy) 3
enemy.transform.position = transform.position;
}

CtBopiTh npedad Bopora, sikuil Oy/e 3’ IBISITUCS Yepe3 JIesKl IPOMIKKHU 4acy y BKa3aHOMY
micii PlaceStart. 1I{o6 3poduTn mpedab, nmepeTsrHiTh 00’€KT Bopora 3 Bkiaaku Hierarchy ua
BKJIaKy Project y manky Prefabs.

[TepetsruiTe cTBOpeHuil npedad B mose ckpunra Spawner B Inspector. Hampuxiaz:

© Inspector g i

4 -~ PlaceStart Static ¥

- Tag Untagged ~ Layer Default ~

-~ Transform o It

Position X 7.79 Y -414 Z -0.066
Rotation X0 Y O Z 0
Scale ® X 1 Y 1 1

v Spawner (Script)

Prefab Enemy W Predator

Tenep yepe3 mpomikku uacy Bigx MinSpawnDelay no MaxSpawnDelay (koHcTanTH B
CKpHUIITI Spawner) OyayTb 3’ SIBJISTUCS HOBI BOPOTH.



KoHTpoJibHi nuTaHHS
1. YV 9oMy BIZMIHHICTH pOOOTH 3 BOPOTaMH ?
2. SIxi THIIM BOpOTiB BU 3Ha€Te?
3. SIx 3poOuTH, 1106 BOPOT XOIMB IO ACIKOMY MapmpyTy?
4. Illo moTpiOHO poNUCaTH B CKPHUIITI, 100 BOPOT HIIIOB 3a MEePCOHAKEM?
5. [Ilo moTpiOHO MpONKCaTH B CKPHUIITI, IIIO0 BOPOT 3’ SBJISBCS Yepe3 MEBHUH Yac 3 BKa3aHOTO

micus?



Jlekuis 6. 2D rpa. Otouenns. HanamryBanus kamepu. [lapamakc

1. lonaBaHHS OTOYCHHS

2. CTBOpEeHHS MiABICHOTO MICTY

3. Cucrema 4aCTHHOK

4. ITynpcyroya aHiMaIlisl IPeIMETY

5. Kamepa, 1o pyxaeTncst 32 HepcoOHaXKeM
6. CtBOopeHHs (hOHY, 110 PYXAETHCA

1. lonaBaHHS OTOYEHHSI

Tile — HeBenuke 300paXKeHHs, SIKE BUKOPUCTOBYETHCS Il KOHCTPYIOBAaHHS PIBHIB Y irpax.
Tile MoskHa MEpPEKIIACTH K «MO3aiKa» ab0 «Uepernurs.

Honaemo Ha cueHy eneMeHTH cueHu. Hanpukiias:

PEFREEF
r

v

i — T AT
PRIABERT A EJdR wi I FRT AR JEE
ErEFERJE EOEL RPER ETOE EPERE EPER BE LR REEE

Pucynok 6.1 — IIpuknan cuieHu

[Ilo0 eneMeHTH OTOYEHHS WIUIBHO NPHUTHUCKAIMCA OJWH A0 OJHOIr0, HAaTHUCKaeEMO Ha
KJIaBiaTypi KHOIKY V Ta TATHEMO €JIEMEHT JIO BiJIMOBITHOTO KyTa.

2. CTBOpeHHA miABiCHOI0 MicTy

JlonaiiMo 10 CIICHU ITiABICHHUM MICT.

CrBopuMo Ha crueni myctuii GameObject ta mamo iomy HasBy Bridge. ITomictumo
BCEPEANHY HHOTO CITPAMT JIISTHKA MOCTY.

Jo crpaiiry miasaku mocty moaatu Rigidbody2D ta BoxCollider2D.



2D mxoiHTH ABISAIOTH COOOI0 3BHYAMHI (i3UYHI 00’ €KTH, IKUM MOXHA TPHUIABaTH CHIIY,
NepeMilaTH, KUJIaTH, 3TUCHYTH TOIIO, 3arajJoM — pOOWTH BCE T, IO MU 3a3BUYail pPOOMMO 3
¢iznuanmMu 06’ektamu B Unity.

Oco06MBICT K€ JUKOIHTIB B TOMY, 110 3 X JONOMOTOI0 MOKHA CTBOPUTH 3B'SI30K 3 IHIIUMHU
Gi3uYHMMHE 00'€eKTaMU Ha ClieHi. B 1boMy BUIanmky BCi fii, SKi MU 3A1MCHIOEMO HaJ OJHHM
00’exTOM, OYIyTh TAKOX BIUIMBATH HA 1HIII — ITOB’s13aHi 3 HUM 00’ €KTH.

IcnyroTh pi3Hi U Joint 2D:

Distance Joint 2D — 3'enye iBa irpoBi 00'€KTH, KepoBaHi (Pi3UKOIO TBEPAOIO TiJIA, | yTPUMYE
iX Ha I[IeBHIM BiJACTaHl OJWH BiJ OIHOIO.

Fixed Joint 2D — yTpumye /1Ba 00'€KTH B MOJIOKEHHI OJUH OJTHOTO, TOMY O0'€KTH 3aBXKIU
3MIIIEH] B 33JJaHOMY TIOJIOXKCHHI 1 i 3a1aHuM KyToM. Hanpukiana, 00'ekTH, sIKi MalOTh pearyBaTh
TaK, HiOW BOHHU YKOPCTKO TOB'SI3aHI: BOHU HE MOXYTh BIIIAISITHCS OJUH BiJl OJHOTO, HE MOXYTh
30JIMKYBATHUCS 1 HE MOXKYTh 00EpTaTHCS OJMH JI0 OJHOTO. B TakoX MOKETe BUKOPUCTOBYBATH
11 3'€JTHAHHS, 00 CTBOPUTH MEHIII JKOPCTKE 3'€THAHHSI, SIKE 3TMHAETHCSI.

Friction Joint 2D — 3meHIIye sK JiHIAHY, TaKk i KyTOBY IIBUAKICT MK JBOMa irpOBUMH
00'exTamMu, KepOBaHUMH (Di3HKOIO TBEPIOTO Tijia, A0 HyJs (TOOTO YMOBUIBHIOE Ta 3YNUHSE iX).
Hanpuknan; miatdopma, sika 00epTaeThes, ajie YUHUTH OIIpP bOMY PYXY.

Hinge Joint 2D — no3BoJsie IPUKPINUTH irpOBUii 00'€KT, KepoBaHHH (Hi3UKOIO TBEPIOTO TiJia,
JI0 TOYKH Y TIPOCTOPI, HABKOJIO SIKOT BiH MOe oOepTarucs. Hanpukianm; Bich Ha HOXKHIISIX.

Relative Joint 2D — 103BoJisie 1BOM irpoBUM 00'€KTaM, KEpOBaHUM (Pi3UKOIO TBEPIOTO Tija,
30epiraT MO3MINI0 3AJICKHO Bijl pO3TAllyBaHHS OJMH OJHOT0. BUKOpUCTOBYiiTE 1€ 3'€IHAHHS,
100 epeMiCTUTH JBa 00'€KTH BIIHOCHO OJHMH OAHOTO. Hampukiaa, KOCMIYHHM IIyTep, B SKOMY
rpaBellb Mae 10AaTKOB1 OaTapei, ki WIyTh 32 HUM.

Slider Joint 2D — no3Bouisie irpoBoMy 00'€KTY, KepOBaHOMY (Pi3MKOIO TBEPAOTO Tijia, KOB3aTH
B3JIOBX JIiHII y IPOCTOPI, HAIIPUKIIA, K PO3CYBHI JBEPi.

Spring Joint 2D — no3Bosisie 3'eqHyBaTH JBa irpoBi 00'€KTH, KepoBaHi (i3UKOI TBEPIAOTrO
Tija, HA4YeO0TO 32 IOTIOMOTOI0 TIPYKUHH.

Target Joint 2D — 3'eiHy€eThCS 13 3a3HAYEHOIO METOIO, @ HE 3 IHIITMM TBEPAUM 00'€KTOM, 5K
e poOnsaTh i 3'enHanHHA. Lle 3'eqHaHHS MPYKUHHOTO THUIY, SIKE MOXXHA BHKOPHUCTOBYBATH,
HANpPUKIIAJ, JUIs MiAHROMY Ta MepeMilieHHs 00'eKTa, 10 1€ MiJ] A1€10 CUIIH TSXKIHHS.

Wheel Joint 2D — mozemnioe Kosieca Ta mijIBiCKY.

Bci kOMIOHEHTH KOIHTIB MOXKHA 3HaiTH y BKiIaai Component — Physics 2D.

Add Component
Qjoint

Search

% Configurable Joint
% Distance Joint 2D
rQ,\Fixed Joint

11 Fixed Joint 2D

O Friction Joint 2D

Bli Hinge Joint
BlBHinge Joint 2D
%Relative Joint 2D
[ Slider Joint 2D
2 Spring Joint

% Spring Joint 2D
3 Target Joint 2D
= Wheel Joint 2D

Hinge Joint 2D (abo mapHipHa NETs) — 1€ KOMIIOHEHT, 10 KOHTPOJIOETHCS (PI3UKOI0
Rigidbody, sikuii 1o3BosIsIE TpHEAHATH SPrite 10 TOYKH B POCTOPI, HABKOJIO SKOT 11ei 00'€KT MOXKe
obeprarucsa. OOepranHs Moke OyTH MAcUBHUM (HAMpHKIAA, y BIAMOBiIb Ha 3ITKHEHHS) a0o0



AKTUBHHUM, KOJIM JBUTYH NPUBOAUTH MOr0o B pyX. Lleli KOMIIOHEHT KOpPUCHUMW, HAIPUKIIA, IJIA
CTBOPEHHSI IBEPHUX I1E€TENb, KOJIiC, MAATHUKIB Ta IHIINX 00'€KTIB, IKi MAIOTh 00EPTATHCS HABKOJIO
IIEBHOI TOYKH.

Bu MoxeTe BUKOPUCTOBYBATH II€ 3’ €THAHHS, 100 IBI Touku nepekpuBanucs. L1i aBi Touku
MOXYTh OyTu naBoma kommoHeHtamu Rigidbody 2D a6o kommonentom Rigidbody2D i
(ikcoBaHUM TMOJIOKEHHSAM Y CBIiTi. 3’eaHaiiTe mapHipHe 3’ eananus 2D i3 ¢ikcoBaHoO MO3HUILIIEIO
B CBiTi, BcraHoBHMBIIK s mapamerpa Connected RigidBody smauennss None. 3’exHaHHs
3aCTOCOBYE JIiHIIHY crity 10 000X 3’eqHanux 2D-irpoBux 00’ekrtiB Rigidbody.

Bl v Hinge Joint 2D

o
. Edit Joint Angular Limits

Enable Collision

Connected Rigid Body None (Rigidbody 2D)

Auto Configure Connected Ancho v

Anchor X -0.380784 Y 0.1762891
Connected Anchor X 14.87406 Y -1.374932
Use Motor

Motor

Use Limits

Angle Limits

Break Action Destroy

Break Force Infinity

Break Torque Infinity

Pucynok 6.2 — Ipukian komnonentr Hinge Joint 2D

HamamryBanHs KOMIIOHEHTA:
—  Tlone Connected Rigid Body — B oMy 110J1i MOKHA TOMICTHTH OY/b-KUH Qi3MaHUI
00'€KT, 3 IKUM HEOOXiJHO BCTAHOBHUTH 3B'SI30K.
- ITone Enable Collision, ske Bkmroyae Ta Binkmroyae 3iTKHEHHS MiXK JDKOIHTOM i
MpUETHAHUM 00’ €KTOM.
- [Tone Break Force Bkasye cuiy, mpu MHEpeBHUILNCHHI KO BiIOYBa€ThCS PO3PHB
3'€IHaHHS MDX JDKOIHTOM 1 00'€KTOM. 32 yMOBYaHHSIM CTOiTh 3HaueHHs Infinity, mpu
SKOMY PO3pHBa 3'€JHaHb HE B1JI0YBAETHCA.
- ITone Break Torque, ne MoskHa BKa3aTu CHILY, IPH SIKili BiI0OYBA€ThCs PO3PUB 3'€JHAHD
npu noBopori. Takox sik 1 mose Break Force — 3a ymoBuanusam mae 3Hauenns Infinity.
Hinge Joint 2D no3Bouisie 3acTOCYBaTH CUITY JUTsl BIOCKOHAJICHHS TOBOPOTY 00'€KTa, 8 TAKOK
BBECTH OOMEKEHHS Ha KyT MOBOPOTY. st 1iboro B kommoHeHTi € mosie Motor, ne BkaszaHi 1Bi
3minHi — Motor Speed ta Maximum Motor Force, mjist IBHAKOCTI 00epTaHHs Ta MaKCUMATIbHOT
CHUIH, 110 3aCTOCOBYIOTHCS JUTSl BIIOCKOHAJIEHHS 00EpPTaHHSI.
OOMexyBaTH KyT TIOBOPOTY MOKHA 3a1aTH B o Angle Limits, ae ams nporo BBeeHi aBi
3MiHHi — Lower i Upper Angle — HikHs 1 BepXHS Meka KyTa MOBOPOTY.
[Micns nonaBanHs kommoreHTy Hinge Joint 2D Ha cnipaiiTi 3’ IBUTHCS MiTKa y BUIIISII KOJIa.
LleHTp 11i€T MITKH IEPEHOCUMO JI0 MICIIA JIe AeTaJIb Oy/1€ MPUMUKATH JI0 1HIIOT 1eTal.

CTBOpHUMO KOMIIO CHOpPaWTy IISSHKKM MOCTY 31 BCiMa KOMIOHeHTamMu. B komii B modi
Connected Rigid Body nomaiimo nmocunanus Ha Rigidbody2D nmonepenuroi ninstaku mocty. Tak
MIPOJIOBXKYEMO TTOKH HE Oy/1IeMO MaTH HEOOXITHY JTOBKHUHY MOCTY.



B ocTanHiii cipaiiT TUISHKK MOCTY JiojaiimMo e oauH kommoHeHT Hinge Joint 2D Ta B moui
Connected Rigid Body nigoro He momaemo.

Pucynok 6.3 — Ipukian micty, cTBOpeHoro 3a gqornomororo Hinge Joint 2D

3. CucreMa 4aCTMHOK
Kommnonenr Particle System (Cuctema 4acTHHOK) iMITy€ MMOTOYHI 00'€KTH, TaKi K piAnHa,
XMapa Ta 1iamsi, CTBOPIOIOYH Ta aHIMYIOYH BEIIMKY KiJIbKICTh HEBENMUKUX 2D-00pa3iB y CieHi.

Particle System Effects >
Particle System Force Field Light >
Trail Audio >
Line Video >

[Tanens Edext uactuHok y CiieHi MICTUTB JIesiKi 10IaTKOBI MapaMeTpu IJis MONEePeTHHOTO
MEPerJIsiTy YaCTHHOK CHCTEMHU.

Play Restart Stop

Playback Speed 1.00
Playback Time 0.00
Particles 0

Speed Range 0.0-0.0
Simulate Layers Nothing
v Resimulate

Show Bounds
Show Only Selected




Baactusicts | @ynkmii

Simulate J{03BoIIsI€ TIOTIepeIHBO TIEPETITHYTH YacTKHA CHCTEMH, SKi He BUOpaHi. 3a
Layers 3aMOBUYBAaHHSM Y TIpeICTaBICHIH ClleHi CTBOPIOIOThCA TiNHKH BUOpaHi CHCTEMHU
yacTHHOK. OIHaK, SKIIO [y apamerpa «IMiTyBaTH 11ap» 3aJjaHO0 3HAYCHHS,
BiaMiHHe Bia Hivoro, edexTH, BiAMOBIAHI MacKu 1mapy BiATBOPIOETHCS
aBTOMAaTHYHO, Oe3 HeoOXimHoCTi iX BHOOpPY. Ile 0coOIMBO KOpUCHO IS
MOMEPETHHOTO MEPETIAAY e(eKTiB HAaBKOTUIITHROTO CepeIOBUIIA.

Resimulate Konu 11e B1acTHBiCTH BKIFOUCHO, CHCTEMa TaCTHHOK HeTaitHO 3acTOCOBYE 3MiHH
BJIACTHBOCTI JIO BKE CTBOPEHUX YaCTHHOK. IIpH BIKIIOUESHHI CHCTEMH YacTKH
3aUIIAI0Th ICHYIOYi YacTKH TaKMMH, SK1 BOHH €, 1 3aCTOCOBYE 3MiHH BIACTHBOCTI
TUIBKH IO HOBHX YaCTHHOK.

Show Bounds |Komu 11e BractuBicTh BKIoUeHO, Unity moka3ye oOMexyBalbHIHN 00csT
iHbopMarlii po gacTku BUOpaHUX cucteM. [li Mexki BU3HAYAIOTh, UM 3HAXOAITHCS
YaCTKH CUCTCMH B JAHWH MOMEHT Ha €KPaHi 4 Hi.

Show Only Konu 111 BacTuBicTh BKIItoueHa, Unity BiJIkpHBa€e BCi HEBHOpaHi CHCTEMH YacToK,
Selected IO JIO3BOJISIE€ BaM COCPE/IOTOYHTHCS Ha CTBOPEHHI OJHOTO e(peKTy.

4. Ilyabcyroua a”HiManis npeamery

Oo6upaeMo 00’€ekT, KU OakaeMoO 3pOOMTH MyJbCyrouuM. /lo1aeMO 10 HBOTO KOMIIOHEHT
Collider2D. Buknukaemo BikHO Animation s 1iboro 00’ ekra.

JUis CTBOpPEHHSI HOBOT'O KJIIITy HaTUCcKaeMo KHoIKy Create Ta Bka3yeMo Ha3BYy aHiMallli, 1110

CTBOPIOETHCS. J[iist 3anucy aHiMallii HATHCKAEMO KHOTIKY
Y BikHi Animation aogaeMo BIACTHUBOCTI, M0 OyayTh 3MiHIOBaTHcsA. Hampukiarn,
MicIenonaokeHHs1, Maciutab rTomio. J{is 1poro Hatrckaemo KHonky Add property.
BcranoBmoemo MoMeHTH yacy Ha timeline. Y kokHOMY MOMEHTY 4yacy 3MiHIOEMO OOpaHi
BJIACTUBOCTI.

@ a4 > Pl M

les 60

Add Property

Add Property

Mo>kHa Ha 00’ €KTH /101aTH MOXKIIUBICTb iX MEPEHOCUTH T10 CILIEHI.
Jns uporo crBopumo HoBul ckpunt DragDrop. JlogaiiMo 10 HbOTO HACTYTTHUN KOJ:



private Vector3 offset;

private void OnMouseDown()

{
offset = gameObject.transform.position -
Camera.main.ScreenToWorldPoint(new Vector3(Input.mousePosition.x, Input.mousePosition.y, 10.0f));
¥
private void OnMouseDrag()
{
Vector3 newPosition = new Vector3(Input.mousePosition.x, Input.mousePosition.y, 10.0f);
transform.position = Camera.main.ScreenToWorldPoint(newPosition) + offset;
¥

5. Kamepa, mo pyxaerncs 3a nepcoHaskem

MoxHa TonaTH KaMepy SIK AOYipHiil 00’€KT 10 mepcoHaka. TuM caMuM 3poOMBIIH, 100
Kamepa pyxanacs 3a nepconaxem. Ho 1ie He ayxe rapHe pilieHHS.

Honmaiimo no mpoekty Cinemachine (Window > Package Manager). Buoparu Unity
Registry.

& Package Manager
4 ~ Packages: Unity Registry ¥ Sort: Name (asc) v Filters v Cle

¥ v Unity Registry
In Project
My Assets
Built-in

Cinemachine

2.9.7 - May 08, 2023
Packages From Unity Registry by Unity Tect

Cinemachine

Description  Version History Dependencies Samples

ate creators.

Are you looking for the Cinemachine menu? It has

Jaxi ctBoproemo Ha crieHi HoBuit 00’ ekt Tumy Virtual Camera:
2D Camera Cinemachine >
Blend List Camera Visual Scripting Scene Variables
ClearShot Camera Noise
Dolly Camera with Track
Dolly Track with Cart
FreeLook Camera

Extensions
Add Extension

Mixing Camera
State-Driven Camera
Target Group Camera

Virtual Camera




3poOKMMO HAJIAIITYBAHHS KaMEPH, IO J01aIacs:

- B noni Follow nopaemo mepcoHaska 3a KUM CJTityBaTu

— B rpyni noxnie Body (nons Follow Offset: X, Y) HanamroByemo, mo6 Mexi kamepu
HE BUXOJIAJIN 3a MEXI CLIEHH.

v CinemachineVirtualCamera (2]

Status: Live Solo
Game Window Guide: v
Save During Play
Priority 10
Follow A Knight (Transfc ©
Look At None (Transform) ©@
Standby Update Round Robin
Lens Ortho Size 6
Transitions
Body Transposer
Binding Mode World Space
Follow Offset
X -0.43 Y 4.09

X Damping @

Y Damping @

Astomatnuno no Main Camera mopascst kommonenT CinemachineBrain. Sxmo BiH
ABTOMATHYHO HE J0/aBCs, TO HOTPiOHO HOTrO J0JaTH BPYUHY.
Tenep kamepa citijiye 3a TOJIOBHHM TIEPCOHAKEM.

6. CtBopenHs ¢oHY, 1110 PYXa€ThCS

[Tapanakc — 1e edekr, IKUi CTBOPIOETHCS 32 3MIHU KyTa 30py Ha ONM3bKHMHA 00'€KT 11010
JaeKkoro. 3aBAsSKU IbOMY €(peKTy MU 0auuMo MpeAMETH OOCSATroM, CHpUHMAEMO TIHOUHY 1
PO3YMi€MO, 110 3HAXOAUTHCS ONIMXKYE, a IO JAi.

B irpax mapanakc Moxe BUKOPUCTOBYBATHUChH Il CTBOPEHHS 1110311 00'eMy y IBOBUMIpHIN
rpi.

OcHoBHa 1/1es1 TapajlakCcy MOJSTa€e y MOXIJIMBOCTI BiI0OpaXkeHHs Oe3miil 1apiB 3 pi3HUMHU
INIMOMHAMU Ha OTHOMY eKpaHi. Pi3Hi mapu pyXarThcs 3 Pi3HOIO IIBUKICTIO, CTBOPIOIOYH €(eKT
rbuHn Ta o0'eMHocTi. lle mo3Bonsie 3poOMTH IrpoBUM CBIT OUIBII pEATICTUUHUM Ta
3aHYPIOIOYUM, a TAKOXK JI0JJa€ HOB1 MOXKJIMBOCTI JUIsl TU3aiiHEPiB Ta pO3pOOHUKIB irop.

Oco06MBOCTI Bi3yalbHOTO €EKTY MapajiakCy B irpax:

- [apogicTs: BizyanbHuii edekT napagakcy BKIOYA€ BUKOPUCTAHHS JEKIJIbKOX LIapiB
GboHY, KOXKEH 3 AKHX PYyXa€ThCsl 3 Pi3HOIO MBUAKICTIO. Lle cTBOprOE 11103110 TTMOUHU
Ta JI0JIa€ y TPy JESAKY PEaTiCTUUHICTb.

—  Pi3ni mBuakocti pyxy: Koxen map ¢oHy pyxaerbes 13 pi3HOIO IIBHJKICTIO, 100
CTBOPHTH Ut03110 pyxy. Lllapu, gKi 3HaX0oAaThCs ONIMKUE A0 CroCTepiraya, pyXarThCs
IIBU/IIIE, a Ti, IO 3HAXOAATHCS J1ajll, pyXaloThcs moBuibHIMIE. e qomae rmubuny Ta
pEaiCTUYHICTb IrPOBOTO CBITY.

—  Edext nnaBHocti: [Tapanakc-eexT TakoX MOKe CTBOPUTH BpasK€HH:I IJIABHOTO PYXY,
0COOJIMBO MiJ1 Yac BUKOPUCTAHHS PI3HUX MEPEXOoiB Mk Imapamu ¢ony. Lle no3Bossie
3pOOUTH ITPOBUH CBIT OLIBII )KUBUM Ta MPUBAOIUBHUM JIJISl TPABIIS.

CrBopumo mapu ¢ony. {71t boro A0AalMo 10 CLIEHH CIPaiTH 3 300paskeHHIM QOHY, 03epa

Ta KYIIiB.



B e

Pucynok 6.4 — IIpuxmnaz cripaidTiB 3 300paskeHHSIM (poHY

Hanexum ponom Oyzae OIaKUTHHMA eKpaH, Kyl Oy1yTh epeaHi, Ta Mi>K HUIMHU 03€poO.

JJIst KO’)KHOTO CTpaiTy, mepes TUM, K JOJaTH Ha CIeHY, POOMMO TaKi HaJalITyBaHHS. Y
nonti Texture Type Bubupaemo tum Sprite (2D and Ul), y momi Wrap Mode Binznauaemo Repeat,
y nmoji Mesh Type — Full Rect. ¥V moai Pixels per unit BCTaHOBIIIOEMO Take 3HA4YCHHsI, OO CIIpanT
3aKpUBaB YBECh €KpaH.

CrtBopumo HOBHIA ckpurT SimpleMove:

public class SimpleMove : MonoBehaviour

{
private float speed = 3.0f;
/// <summary>
/// Update is called once per frame
/// </summary>
void Update()
{
if (Input.GetAxis("Horizontal") != of)
{
transform.Translate(new Vector2(Input.GetAxis("Horizontal™) *
Time.deltaTime * speed, 0f));
¥
}
}

[Mpuennyemo ueit ckpunt xo Main Camera.

HonaiiMo sik movipi 00’ext g0 Main Camera cmpaiitu 3 ¢onom. Jami s KOXKHOTO
JOYIpHBOTO 00’€KTa MOTPIOHO CTBOPUTHU CBIM Marepiay. Y CTBOPEHOro Marepiaiay 3MIHUTH
3HaueHHs B noni Shader na Unlit — Transparent. Ta Bka3artu crpaiit B oi Select.

O Inspector

y b2 (Material)
& Edit..

Shader Unlit/Transpare v
Base (RGB) Trans (A)
Tiling X 1

Offset

Render Queue From Shader » 3000

Double Sided Global lllumination

B nmouipHix 00’ekrax B komnoneHTi Sprite Renderer, B moni Material Bka3aTtu BinmoBinHuiz
marepian. Kpim toro, B mosi Order in Layer mocraButu 3HadeHHs -1, -5 tomo. Yum aaii 06’ exr,
TUM O1JIBIIIE IO MOJTYIIFO OY/I€ YMCIIO.

CrBOopuMO Mapajiakc 3a paxyHoK 3mimieHHs Offsets ma marepiami. 3miHa 3MileHHS IS
PI3HHX CIpaiTiB OHY 3aJeKUTh B mapamerpa scale. Uum Onmxue cipaiit GpoHy, THM apaMeTp
MaTHUMe HaliMEHIIIe 3HAYCeHHS, HAaNpuKIIad, 1, a Halaaminmi, HampuKiaz, 8.

CrBopumo HoBui ckpunt Parallax:



public class Parallax : MonoBehaviour

{

[SerializeField]
float scale = 1.0f;

Transform target;
Material material;
Vector2 offset = Vector2.zero;

/// <summary>
/// Start is called before the first frame update

/// </summary>
void Start()

{

target = transform.root;
material = GetComponent<SpriteRenderer>().material;

¥

/// <summary>

/// Update 1is called once per frame
/// </summary>

void Update()

{
offset = new Vector2(target.position.x/100f/scale, 0f);

material.mainTextureOffset = offset;

[Ipueanyemo meil CKpHUIIT O KOXHOTO CHpaiiTy (OHY Ta BCTAaHOBIIOEMO BiJIOBiTHE
3Ha4YCHHs apaMerpa scale.

KoHnTpoabHi nuTanus

1. 1o Take oTOYEHHS B Ipi?

2. o Taxke Tile?

3. SIky QyHKIIOHATBHICTh MOTPIOHO 01aTH MEPCOHAXKY, 1100 BiH MIT' XOJUTU CXOJaMH?

4. Slkuii KOMIOHEHTH MOTPIOHO J01aTH 00’ €KTIi, 0O BiH BUKOHYBaB (PYHKIIi MiIBICHOTO
MoCTy?

5. Jlns 40ro BUKOPUCTOBYIOTHCS KOMIIOHEHTH Joint 2D?

6. I1lo Take cucrema 4acTUHOK? J[J1s1 4OrO BOHU BUKOPUCTOBYIOTHCS ?

7. 17151 40TO BUKOPUCTOBYETHCS KOMITIOHEHT Particle System?

8. SIk cTBOpUTH MyJIbCYIOUY aHIMaLlito /i 00’ ekTa?

9. ki € crtocoOm, O KaMepa CIiAKyBaIa 3a MepCoOHaXeM?

10. Ho Take mapanakc-epext?



Jlekuist 7. Oryisa nonyJasipHUX aTaK HA KOMI'IOTePHi irpu Ta MeTOM iX MpoBeAeHHS

1. OcHOBHI BU3HAYEHHS
2. IlonynsipHi aTakv HA KOMI'TOTEPHI irpu

1. OcHoBHi BU3HAYeHHS

Kibepamaxa — e HaBMuCHA cripoba OKpeMoi 0co0u abo rpymnu ocid 31aMaTH, MOMKOIUTH
a00 MopyIUTH poOOTY KOMI'FOTEPHUX CUCTEM, MEpex a00 [UPPOBUX MPUCTPOIB, HACTO 3 METOIO
3JI0BMHCHOTO BUKOPUCTAHHSA, TaKHX SIK KpaJaiKKa JaHUX, IIIMHUTYHCTBO, (hiHAHCOBE IIaXpaiCTBO
abo0 caboTax CUCTEMHU.

VY nepion 3 2019 no 2025 poku excnepTH 3 KibepOe3neku BUSBUWIN TPUBOKHE 3POCTAHHS
KUIBKOCT1 cmpo0 kibeparak, TOB'i3aHMX 13 Bigeoirpamu. Ll TeHHAEHIs BIUIMBAaE sIK Ha
HAMMOMyJISIpHIIII iIrpH, TaK 1 Ha 3BUYKH irpOBOI CHUIBHOTH MO0 3aBaHTaXEHb, 0COOIMBO cepen
mMononi. Y 1meid mepion Oyno 3adikcoBaHo moHan 2025 MinbiioHIB crpo0 KkiGeparak i3
BUKOPUCTAHHAM (haiiiliB, 3aMacKOBaHUX i1 BiICOIrpH.

3MOBMUCHUKH KOPHUCTYIOTHCS JOBIPOIO Ta MIKABICTIO TeiWMepiB, fKI YacTO IIyKalOTh
Heo(iniiHI MOH, YiTH 4 Bepcii Ha Heo(imiHuX caiftax. Hacmigku mux aTtak He 0OMEXYIOThCs
3apakeHHAM NPUCTPOoiB. OAMH 13 HallcepHO3HIMIMX HACHIIKIB — KpaAiKKa OOJIKOBOTO 3amlHCy
BiZeoirpu. barato 3 mux OOJIKOBUX 3amuCiB, SKIi MOXYTh MICTHTH CKiHH, IPOTpeC Ta MLiHHI
IpPEIMETH, 3PELITO0, IEPENPOAAIOThCS Ha MiIUIBHUX PUHKAX.

— CydJacHi KOMIT'IOTEPHI irpH — 1€ CKJIaIHI IPOTpaMHi CHCTEMH, 1110 BKIFOYAIOTh:

—  Kuienrcbky uactuny — rpa Ha [1K, koHCOMISX, MOOIIBHUX NPUCTPOSX;

— CepBepHy 4acTUHY — OHJIAH-JIOTiKA, 0a3u JaHUX, aBTOPU3AILis;

— MeperxeBi IPOTOKOIU OOMIHY TaHUMU;

— ExoHOMIKY — BHYTPIIIIHBOITpOBa BaJIFOTA, IPEIMETH, JOHAT.

Irpu € npuBaOIMBOIO METOIO aTaK 3 HACTYIHUX MPUYHH:

— ®diHaHCOBAa MOTHUBAILIIS — MTPOJIAXK YUTIB, OOTIB, 3TAMAaHUX aKAYHTIB,;

—  3maraneHuil GpaxkTop — GakaHHS OTpUMATH NepeBary;

— Hu3sbkuii piBeHb 3aXUCTY KIIIEHTCHKOI JIOTIKHY,

— Benuka aynuTopis Ta cnabka nuu¢ppoBa rpaMOTHICTh KOPUCTYBauiB.

BaxxiuBo po3ymiTH, 110 ITPOB1 aTaKu HE BIIPI3HAIOTHCS MPUHIIMIIOBO BiJl aTak Ha 3BHYaliHI
IpOTpaMH, ajie BAKOPHCTOBYIOTh OCOOIMBOCTI IFPOBOT JIOTIKH.

Craructuka kibepaTak, IOB'sI3aHUX 3 B1JI€0IrpamHu, MOKa3ye, 10 L€ ABUILE 3a4YiNae HE TUIbKU
MOJIOJIb, ajie W OyJb-SKHi IpaBelb, [0 B3a€EMOJIIE 3 IHIIUMH IPaBLUSIMHU 32 MEKaMHU O(DiLIHHIX
KaHaJIiB, MOKE€ HapaXaTHUCS HA PU3MK BTPATH [NaHUX ab0 MOCTAaBUTH IIiJl 3arpo3y CBOIO
KOH(QineHIiHicTh. HalkpamyM 3aXMCTOM  3alUINAIOTBCS  OOEPEeXHICTh Ta IpaBUIIbHE
BUKOPUCTaHHS 3ac001B O6e3meku, o0 HACOIOHKYBATHCS TPOIO O€3 TOOOIOBAHb.

Po3rnsiHeMo nesiki cennivHi TEPMiHH, K BAKOPUCTOBYIOTHCS B reiiMIiiei.

[Tepiri unT-KOAM y Irpax J0AaBajiu cami po3poOHHUKY i TecTyBambHUKU. CriouaTKy 11e Oyau
BOY/ZIOBaH1 IHCTPYMEHTH, SIKi JIeBEJIONIepH BUKOPHCTOBYBAIH, 11100 Jierie 3HalTu 0aru. Yut-koau
JTO3BOJISIIU TECTYyBaTH (PYHKIII1, IIBUIKO MEPEBIPSATH PIBHI Ta HAJAIITOBYBATH ITapaMeTpH.

3 yacoM po3pOOHUKM BHUSIBHIIM, III0 YUT-KOJW MOXYTh 3alliKaBUTHU TpaBIiB. Tak, irposi
CTY[li MOoYany 3ajJuIIaTy JIesKl YUT-KOAW B irpax. YuT-koau OyiM MpUXOBaHi BiA reiMepis, a
Jesiki MokHa OyJIo pO3KpHUTH depe3 MociiioBHOCTI Aiid. Cepen ICKpaBUX NPUKIIAAiB — BiJeorpa
Doom (1993), ne MokHa 3HaWTH YUT-KOJ Miciisi BUOOPY MIcCli Ta BBEACHHS KOJY.

YuT-KOIU CTaNM MOIMYJISPHUMHU €JIeMEHTaMH y reiiMieB-KyabTypi. ['paBii oOMiHIOBaIHCS
BIJOMMMH KOJAaMHM, a IrPOBI >KypHAJIU MyOJIKyBajdM iX JUIsl 3allikaBieHHs 4yuTayiB. CHUIBHOTH
IPaBIiB J0CI aKTUBHO BMBYAIOTh IrPH, IIyKAIOUYW HOBI YUT-KOAU a00 HEOUiKyBaH1 MOKIHMBOCTI,
100 PO3IIMPUTH CBiM redMILIeH.

[I100 reiiMepu He BUKOPUCTOBYBAJIM YUT-KOAH, PO3POOHUKHU BIAIOTHCS 10 AHTUYUT-CHCTEM.
Bonu BUABIIAIOTH HAIMIpHE BUKOPUCTAHHS IEBHUX (YHKII1H (11€ 4aCTO BKA3YE, 110 TYT OyJIU YUTH)



Ta B)KMUBAIOTh 3aXO0/IiB ISl IXHBOTO MpUNHHEHHs. Cepell METO/IiB, IKUMHU PO3POOHUKH KaparoTh 3a
YUTEPCTBO, — KapaHTHH, OJJOKYBaHHS IPaBIIiB 1 TAMYACOBI BUKIIOUEHHS.

UuT-KOIM CTBOPIOIOTH 3a3Jajerilb, 1 iXHIM (QyHKIIOHAT CHEiaJbHO 3aKJIalld B TPy
PO3POOHUKH. A YUT — 11€ CTOPOHHIN COPT, SIKMI 3HAXOAUTH BPA3JIUBICTh y BiJIEOTpi Ta T03BOJISE
«3MaxJIIOBATI.

Mopn (Bix anrmiicekoro "modification" — Mmoaudikailis) — 1€ JOMOBHEHHSI TPH, SIKE 3MIHIOE
il 3micT, redmIuiedd, rpadiky, aymio, abo iHmI acmektd. Moaudikarii 103BOJSIOTH T'PABISM
CTBOPIOBATH BJIACHI BapiaHTH TPH, 3MIHIOOYH 11 ITi]] CBOT BIIOJ00aHHS a00 T0Aar04H HOB1 (DYHKITIT.

Moau MOXyTh OyTH CTBOPEHI CIUIBHOTOO T'PABIliB 200 po3poOHMKaMU Irpr. BoHN MOXYTh
OyTH IOCUTh NPOCTUMH, TaKUMH SK 3MiHa BUIJSAY MEPCOHaXIB abo 00'ekTiB y Tpi, abo
CKJIAJTHUMH, TAKUMHU SIK JT0JIaBaHHS IOBHOIIIHHKUX 1CTOPiH, MiCii, HOBHX MEPCOHAXKIB, PEXKUMIB TPH
a0o0 HaBiTh CTBOPEHHS 30BCIM HOBUX CBITIB irpOBOTO IMpOIECY. 3aBIsKH MOJAaM I'paBIli MOXKYTh
HACOJIO/DKYBATHCS O1IBIN PI3HOMAHITHUM TeHMILICEM 1 MPOJAOBKHUTH ITPOBUI JTOCBIJ ITICJISI TOTO,
SIK TIPOUIILIIN OPHUTIHATBHY TPY.

Moazepu — 1ie Ti, XTO CTBOPIOE MOAU. BOHM MOXXyTh OpaTu 3a OCHOBY KOJ| TPH Ta iHIII
pecypcH, 1o HATAITHCS PO3POOHUKAMH, 1 3MIHIOBATH iX 3T1IHO 31 CBOIMH iJIeIMU Ta BMIHHSIMH.

BaxxnuBo 3a3HayuTH, 0 HE BCl IrpU A03BOJSIOTH MoAudikalii abo BOHU MOXYTh OyTH
oOMexxeHl mpaBaMu ab0 3a00pOHEHI TMONITHKOK pPO3pOOHMKA 4 BHAABUsA Tpu. Kpim Toro,
BCTaHOBJICHHS MO/JIIB MOKe OyTH MOB'sI3aHE 3 pU3UKOM, TaK K HEMPaBHIbHI MOIU(IKAIl MOXYTh
HNOPYUINTH CTaOUIBHICTh Tpy 200 CIPHYUHHUTH TPOOIIEMH 3 11 PYHKIIOHYBaHHSM.

2. llomyasipHi aTaku HA KOMII'IOTePHI irpu

['efiMiHT — 11e MITTBSIPIHHI PUHOK, JIe 00epTal0ThCs BEJIHKI IPOIi, i caMe TOMy TeiiMepu €
OaxaHOI MULTIO [ KiOep3NMouuHIIB. AJ/KE HaBiTh y Ipi KOPHUCTyBad MOKE BTPATUTHU
NepCOHANBHI J]aHi, TPoIIi a00 JOCTYH /10 aKayHTIB.

VYci araku yMOBHO HOJUIAIOTHCS HA KIJIbKA TPYI:

— ATaky Ha KJIIEHTChKY YaCTHHY — Mo (IKallisl aM'sTi, MMiIMIHa JIOT1KH, 1H'€KLIT KOAY;

— ATaku Ha IrpoBi JaHi — miaMiHa 30epexeHb, 3MiHa KOHDIrypauiiHux (ainis;

- MepexeBi aTak — MePEXOIJICHHS MTaKeTiB, 3aMiHa 3aIUTIB;

— ATtaku Ha cepBepHy yacTuHy — SQL-iH'ek1ii, TOTr1YH1 ypa3auBOCTI;

ATaky Ha IrpOBY €KOHOMIKY Ta akayHTH — O0TH, piluHT, nepedip napomB

Memory Hack (amaku na nam ’ams) — 11€ 3MiHa 3Ha4€Hb ONIEPATUBHOI NaM’SATi T'PH Mij yac
11 BUKOHAHHS.

SIK IpOBOJUTHCS aTaKa:

— I'pa 3aBaHTaxxyeThcs Ha naM'atb (RAM);

— 3noBMucHUK BuKOpHcTOBYE iHCcTpyMeHTH: Cheat Engine, ArtMoney, Process Hacker;

— BukoHyeThCs MONTYK 3Hau€Hb (HaNpUKIaa, KUIbKICTh 310poB'a = 100);

— 3HaueHHs 3MIHIOEThCA (Hanpukiaa, 9999);

— ['pa npooBKYy€E BUKOPUCTOBYBATH IMiIMIHEHE 3HAYECHHS.

Cheat Engine, ArtMoney Ta Process Hacker — yci 1i nporpamMu BUKOPUCTOBYIOTHCS IS
Monupikamii mam'saTi irop, JO3BOJISIIOYM 3MIHIOBAaTH PI3HOMAaHITHI IrpOBI MapaMeTpH, Taki K
rpotii, 310poB's, boenpunacu Touo. [Ipore ix pyHKIIOHAT OOMEKEHU.

Cheat Engine ta ArtMoney BuMararTh MEBHUX HABUYOK Ta 3HAHb JJIs1 €()EKTUBHOTO
BUKOPUCTAHHS, HA BIIMIHY BiJ MJATHUX YHWTIB, SKI YacTO IMPOIOHYIOTh OUIBII PO3MIMPEHUIN
¢dbyskmionan. ArtMoney Mae 1HTYITUBHO 3p03yMiuii iHTepdeiic, SKHUil JIErk0o BUKOPHUCTOBYIOTh
HaBiTh HOBAUKH, aJleé BUKOPUCTAHHS MPOTrPaMu MOXKe MPHU3BECTU 10 6aHa 00JIIKOBOTrO 3anucy abo
IHIIMX HaCNIJKIB y pOo3paxoBaHUX Ha Oarato KopucTyBauiB abo onmnaiiH-irpax. Cheat Engine, y
CBOIO 4epry, JO3BOJISIE 3MIHIOBATU Oy/b-sKi MapaMeTpH, ajle Mae CKIagHuil iHTepdeiic, skui
MoO3Ke OyTH HEMPUIATHUM JUIS HOBAUKiB.

Amaxa wKionuei Moou ma «be3niamui yimuy — YUMao TPaBILiB NParHyTh MOAU(IKyBaTH
ITpOBUI JTOCBiJ: BCTAHOBIIOIOTH HOBI KapTH, Bi3yalbHI MOKpaimleHHs, 4iTH. Came Ha LboMy U



rparoTh KIOEP3JIOUMHII: BOHU CTBOPIOIOTH MOJIH, SIKI MICTATHh TPOSIHCHKI NPOTpaMH, MaHEPH 4d
Keimorepu. ['paBenp 3amyckae MOJ, a pa3oM i3 HUM aKTHBYETbCA WIKIIJTMBHHA MpOIEC, II0
BUKpajae napoJi abo BukopucroBye pecypeu [1K.

Keiinorepu (keyloggers) — 1ie mporpamu, siki Mpu3HAYCHI 7S 3alMUCyBaHHS Ta 30€peKCHHS
BCIX HATHCKaHb KJABIII Ha KjaBiaTypi Komir'torepa abo cmaprtdona. Kedmorepu MoxyTh
BUKOPUCTOBYBATHCS ISl 3J0YMHHUX LIJEH, TaKUX SK 37aM OaHKIBCBKUX PaxyHKIB, KpaaiKKa
MapoJiiB Ta IHIWX KOH(DIACHIIHHUX AaHUX, IIMMUTYHCTBO 32 KOPUCTYBauaMH, BIJICTEKCHHS N
MPAIiBHUKIB Ta 1HIIIE.

Maiinepu — 1e mporpaMmu, 10 BUKOPUCTOBYIOTH MOTYKHICTh BAlllOTO KOMIIOTepa s
BUAOOYTKY KPHITOBAJIIOT O€3 Bamoro Bioma. Y KOHTEKCTI irop me ocoOJMBO HebOe3neyHe,
OCKUTbKM BOHU MOYTh: 3HAUHO HAaBaHTa)XXyBaTU IpoLecop Ta rpadiyHy KapTy, CIOBUILHIOIOUN
pobOTy irop 1 CHUCTeMHM; BHUKIMKATH IEPErpiB KOMIOHEHTIB Ta 3HOIIYBaHHS OOJATHAHHSA,
BCTAHOBJIIOBATHUCS MPUXOBAHO, HAMPUKIAMA, yepe3 MoaudikoBaHi irpoBi (aitnm abo IIKiIIUBI
3aBaHTaXeHHs. KopucTyBau Moxe HaBiTh HE NOMITHUTH BCTaHOBIJIEHHS MaifHepa, OCKIJIbKM BiH
npaioe y GOHOBOMY PEKUMI, CIIOKUBAIOYHU pecypcu 0e3 MpsSMOro BTPyYaHHS.

Amaxu na 30epesicenns (Save Game Hack) — penaryBanns ¢aitnis 30epexers (JSON, XML,
Binary).

Sk mpoBoAMTHCS:

— [Touryk manku 30epeKeHb;

— Binkpurtsa ¢aitury B TekcTOBOMY UM hex-penakropi,

— 3MiHa 3HaueHb (Tpolli, piBHI, TPEIMETH).

[TpuyrHM Bpa3IMBOCTI — BiACYTHICTh MIM(PYBaHHS Ta BIICYTHICTD MiANUCY HiTICHOCTI.

Speed Hack (amaxu na sikutice wac) — 3MiHa MIBUIKOCTI Mepediry irpoBoro vacy.

MexaHi3M aTaku:

— MEePEeXOIICHHS CUCTeMHUX BUKJIMKIB yacy (Time.time, deltaTime);

—  YNOBUIBHEHHS YW MPUCKOPEHHS TaiiMepa Ipu;

- i MiHa YaCOBUX KOE(IIli€HTIB.

Edexrtu:

— HPUCKOPEHHS EPCOHAXKA,;

— IPUCKOPEHUH BUI00YTOK pecypciB;

— IIBUJIKE POKauyBaHHS.

[TprunHU MOXJIMBOCTI aTaKy — MPUB'A3Ka JIOTIKH JI0 JIOKAJIbHOTO Yacy KJII€HTA; BIACYTHICTh
CepBEPHOT CUHXPOHI3allii.

Diwuneosi amaxky — HaliMacoOBIIIUHI TUN IIaXpaicTBa B reMMiHTy. XakepH CTBOPIOIOTh KOMIi
Bimomux caiiTiB (Steam, Battle.net, Xbox Live Tomio), HaacuiawoTh rpaBleBl MOCUIAHHS Yepe3
yaT, email abo Discord, mpononytoun 6e3riaTHi ckinu, O0HyCcH a0o0 y4acTh y posirpari. [Ticis
nepexoay Ha (pelKoBuil caliT rpaBellb BBOAUTH JIOTIH 1 MAPOJIb — 1 33 CEKYHM BTpavyae KOHTPOJIb
Haj akayHTOM. Yacto OOJIKOBI 3amucu 3 MIHHUMH ITPOBUMH TMPEAMETaMHU  OJIpa3y
NEePenpoIaloThCSl HA YOPHOMY PUHKY.

Mepeosicesa amaxka B KOMITIOTEPHUX Irpax — II€ CHOemiajbHa isl, COpsSMOBaHa Ha
HECaHKIII0HOBAHUH JJOCTYII, CIOTBOPEHHS a00 OJI0KyBaHHs POOOTH iIrpoBOro cepBicy abo KilieHTa
rpu. Mera Takux atak 3a3BU4ail MOJsrae y KOHTPOJI1 HaJl TPOl0, OTPUMaHHI1 IepeBary HaJl IHIUMU
IpaBIsIMHU, BUMKHEHHI cepBepiB UM NepexoruieHH1 KOH(DIIeHIIHHUX JaHUX.

Mepexesi araku Ta Packet Manipulation — nepexoruieHHst MepexeBoro Tpadiky, 3amiHa
nakeTiB, moBTop 3anuTiB (Replay Attack) Toro.

Incrpymentu: Wireshark; Fiddler; Burp Suite.

Tunosi mifi:

- i IMIHA Haropo;

— (basbIIMBI 3aNIUTH HA KYTIBIIIO;

— MiMIHa KOOPJAWHAT.



Wireshark BUKOpHUCTOBYETBCS I 3aXOIUICHHS Ta aHalI3y MeEpekeBoro Tpadiky,
JOTIOMArarydy po3yMiTH POOOTYy Mepexi 1 IIarHOCTYBaTH MPOOIeMH 3 MiAKIIOYEHHSM Ta
0e31eKoIo.

OcuoBHi ¢ynkuii Wireshark:

— 3axorieHHsT MepexkeBoro Tpadiky — Wireshark no3Bossie mepexorumroBaTy MmakeTH

JAHUX, 110 MEPEIAI0ThCA Yepe3 KOMIT I0TEPHY MEPEXY, Y PeKUMI peasbHoro yacy. Le
Mosxe Oyt Tpadik Ethernet, Wi-Fi, Bluetooth, TCP/IP Ta iHImImx npoToKoJIiB.
— AHaJti3 IpOTOKOJIiB — MpOorpaMa po3Ii3HA€ COTHI MEPEKEBUX MPOTOKOIIIB 1 103BOJISIE

HeperisiiaTd JIeTalli KOXKHOTO TaKeTa — aJpecy BiANpaBHHKA Ta OJIEp)KyBauya,
3aroJIOBKH MPOTOKOJIIB 1 BMICT NiepeaHuX qaHuX. Lle KopucHO 1yisi HamaroKeHHs Ta
HaBYaHHSI.

— Bussnennst npo6iiem i momminok — Wireshark nomomarae 3maxonutu mpobGiiemu 3
MEpeXer0, HalpHUKIaJ, BTPadeHl MAaKeTH, 3aTPUMKH y 3’€/lHaHHI a0 HEeNpaBUIIbHY
KOH(}ITypaIito MapmpyTH3aTOPiB Ta CEpBEPIB.

— besneka Ta aynuT Mepexi — 3aBISKU aHaNi3y Tpadiky MOKHA BHUSBIATH IiI03pLILY
AKTHUBHICTb, CIIPOOM HECAHKI[IOHOBAHOTO JOCTYyIy abo0 aTtaku Ha Mepexy. Wireshark
3aCTOCOBYIOTh Y TECTYBaHHI MEPEX Ta ayAUTI OE3MEKH.

— OinbTpU Ta 3BITHICTH — Mporpama J03BOJISE€ 3aCTOCOBYBATH (DUIBTPH ISl BiIOOpY
KOHKPETHUX ITPOTOKOIIB, [IP-aipec uu nopTiB, 1110 3HAYHO CIPOIILY€E pOOOTY 3 BETUKUM
00csiToM AaHWX. 3aXOIUIeH! MaKeTH MOKHA 30epiratu JUis MOAAIbIIOrO aHaji3y Ta
CTBOPCHHS 3BITiB.

Fiddler — nie incTpy™MeHT as mepexoruieHHs, aHaiizy ta moaudikamii HTTP- i HTTPS-
Tpadiky, SKUH gonomarae po3poOHHKaM Ta TECTyBaJIbHHUKAM BIJCTEKYBAaTH Ta HAJIaro/pKyBaTH
3anuTH 10 cepBepiB. Bin no3Bomse 6auntu Bci HT TP- Ta HTTPS-3anutu Ta BinnoBiai, BKIOYHO
13 3arojJoBKaMu, TIJIOM 3alMTIB, IapameTpaMu Ta Kyki. lle normomarae BUSBISTH HOMHIIKH,
BPa3JIMBOCTI Ta MPOOJIEMH 31 MIBUIKICTIO 3aBaHTAXKCHHS BEO-peCypcCiB.

Burp Suite — me inTerpoBana rmiartdopma Ui TECTyBaHHS Oe3leKkd BeO-I0JaTKiB, sSKa
JI03BOJISIE IEPEXOILTIOBATH, aHaNi3yBatu Ta Moaudikysatu HT TP/HTTPS-tpadik, aBTOMaTH4HO i
BPYUHY BUSBJISTH BPA3JIMBOCTI, @ TAKOXK MPOBOJAUTH PI3HOMAHITHI aTakM JUIsl OLIHKU Oe31eKH BeO-
caiitiB un APL

Burp Suite BuUKOpHUCTOBY€TbCS JUIsl TECTyBaHHA Ha IPOHMKHEHHs BeOqonaTkiB. BoHa
BCTAHOBITIOETHCS MK Opay3epoM KOPHUCTyBayda i CEpBEPOM Tak, 1100 MEepeXoruItoBaTH BCl 3aITUTH
1 BIIOB1/11, JO3BOJIAIOUYH AOCIIPKYBaTH BeO-Tpadik, ITyKaTH ypa3IMBOCTi, MOAN(DIKYBaTH 3alIUTH
a00 BBOJIUTH aBTOMATHU30BaH1 CIIeHapii aTak.

DDoS-amaku cupssMoBaHi Ha TIepeBaHTaXXEHHS IrPOBUX CEPBEPIB, 100 BUBECTH iX 3 Jafy.
Lle He TITBKU MIKOAUTH PO3POOHUKAM, aJle i TPABISIM — y PEUTHHTOBUX MaT4yax BTpaTa 3’ €THaHHS
MOY€e MPU3BECTU 10 OaHy UM BTPATHU JOCSITHEHD.

IP-cnyghine 1 mepexorieHHs MaKeTiB — 3T0BMUCHUK MiAMiHIOE BiiacHy IP-anpecy Ha anpecy
JETITUMHOTO KopucTyBaua. [lepexoruieHHss ab0 MaHIMyJsMis irpOBUMH MNaKeTaMH JI03BOJISE
3MIHIOBaTH CTaH I'pu a00 OTpUMYBATH KOH(IEHI[IITHI 1aH1 TPaBLiB.

Tposanu ma mepedicesi xpobaku — IPOTPaMH, 110 3apaXKar0Th KOMIT IOTEPU KOPUCTYBAUiB 1
aBTOMATUYHO NEpPEeNaloTh YIpPaBIIHHS aTaKkyrodoMy. MoXyTb BUKpadaTh OOJIKOBI JaHl 4u
3MIHIOBAaTH TIOBEIHKY KIIIEHTA TPH.

Sniffing i mepexomienns tpadiky LAN — y JOKaJdbHHX Mepekax 3J0BMHUCHHUK MOXKE
OTPUMATH JIOCTYN O BChOro OOMiHY JaHMMH MK Komi totepamu. Lle no3Bossie yutatu abo
3MIHIOBATH MAKETH TpU Oe3MOcepeTHO Ha MapIIpyTax mepeaadi.

MepexeBa araka B irpax — 1e (opma BifJaJieHOTOo BTPYYaHHs, SIKa MOXKE MOPYIIUTH
KOH(D1EHIIIHICTb, IJIICHICTh a00 TOCTYIHICTh IFPOBUX pecypciB. BiaMiHHOIO 0cOOIUBICTIO came
ITPOBHUX aTaK € iX Opi€HTallis Ha irpoBY JIOTIKY, latency Ta B3aeMoir0 MiX KIIIEHTOM i CEpBEPOM,
110 BiApi3HsS€E X BiA 3arajJbHONPUHHATUX KIOEPHETHYHMX aTaK Ha KOPIOPATUBHI CUCTEMH.
[IpaBuibHa opraHizallisi 3aXMCTy Ta BUKOPUCTaHHS Cy4aCHHUX METOJIB IIM(PYBaHHS 1 aHANI3y
Tpadiky 103BOJISE MIHIMI3yBaTH PU3UK TaKUX aTak.



He Bci kibepataku — 11e TexHiuHi Tproku. ColliajibHa 1HKeHepis nepeadadae MaHIMyJIAIIii,
KOJIM 3JIOBMHCHUK HAJIaro/HKye€ «IOBIPJIMBI» CTOCYHKH 3 IpaBleM abo HaBiTh CHIBPOOITHUKOM

CTymii.

KiGep3arpo3u B reiimiHry — me peaibHIiCTh, 3 SIKOI CTHUKAIOTHCS SIK PO3POOHMKH, TaK 1
rpaeii. [1{o6 yO6e3neunTtu cede, TOTPUMYHTECh KITbKOX TIPABHII:

Bukopucroyiite 1BoOpaKTOpHY aBTeHTH]IKAIIIO.

He mnepexonpre 3a NiIO3pUIMMHU IOCUJIAHHSIMU Ta HE BBOAbTE CBOI JaHI Ha
HE3HAaNOMMX CalTax.

PerynspHo OHOBIIIOWTE aHTHBIpyCHE HIporpaMHe 3a0e3leueHHs Ta olepaliiiHy
CHCTEMY.

Bynpre oGepexHi 3 MOlaMH Ta CTOPOHHIMU IIPOrpaMaMu — 3aBaHTaKyWTe ixX juiie 3
HEepEeBIPEHUX HKEpEd.

[{ikaBi pakTy mpo KibepOe3neKy B irpax:

3a manumu pociimkeHHs, moHax 50% rpaBLiB CTUKaIHUCS 31 cpoOaMu 371aMy CBOiX
aKayHTIB.

YV 2020 pomi KinbKicTh aTak Ha irposi muardopmu 30utbmmmacs Ha 300% nopiBHSHO
3 IONEPETHIMHU POKAMHU.

3rigHo 31 cratrcTukor0, 80% KOpUCTYBadiB BUKOPHCTOBYIOTH OJMH 1 TOH YK€ Mapoib
U KUIBKOX OOJIIKOBUX 3aIIKCIB.

JIBodakTopHa aBTeHTHU(IKALISA MOXKE 3HHU3UTH PU3UK 3J1aMy OOJIIKOBOTO 3aIHCy Ha
99,9%.

Jlesiki irpu BHKOPHCTOBYIOTH cHUCTeMy OyiokyBaHHs IP-ampec st 3amoOiranHs
LIaXPANCTBY.

HIkigmuBi mporpaMu MOXYTh XOBaTHCS IIiJl BHTIIAZAOM MOMYJSAPHHX Irop YU
MoaudiKaIlii.

ComianpHa iHXEHEpIs € OJIHIEI0 3 HAWMOIIMPEHIMMX TAaKTUK MIaxpaiB y irpoBii
1HIYyCTpil.

barato BenukuX IrpoBUX KOMIIAHINA 1HBECTYIOTh MUIBMOHHU JIOJIApIB Y KiOepOe3mneKy
JUIS 3aXHMCTY CBOIX KOPUCTYBAUiB.

KoHnTpoJibHi nuTanus

1. Ilo po3ymieThCs i TEPMIHOM KibepaTaka?

2. SIxi mpuyrHA TPUBAOIMBOCTI irop JUIst aTak?

3. 1o Take yiT-koau B irpax? Jji1 40ro BUKOPUCTOBYIOThCS?

4. o Take momu?

5. SIx mpoBOAUTHCS aTaka Ha MaM’ siTh?

6. SIK TPOBOJUTHCS aTaka IIKIIJTUBI MOIM Ta «OE3IJIaTHI YiTH»?
7. Y 4omy cyTh aTtaku Ha (hailnu 30epexeHHs?

8. SIk mpoBOAMTHCA aTaka Ha IrpoBUi yac?

9. Ilo Take ¢imMHrOBI araku?

10. ¥V yomy cytb DDoS-arak?



Jlekuist 8. MeToau 3aXuCTy Bix 3Ji0My B irpax

1. 3axucT IrpoBHX JaHUX
2. O0¢yckais

1. 3axucT irpoBux qaHuX

Sxmo Bam motpiOHa crpamxHs Oe3neka, TO HaWKpalmiuii BapiaHT — 30epiraTté jaaHi Ha
cepBepi, /16 KOPUCTyBadl He MOXYTh iX 3MiHMTU. [1]06 e mpairoBano, mporpamMa He MOBHHHA
HaJCWIIaTH JaHi Oe3rmocepeHhO Ha CEpBEp, OCKUIBKM KOPUCTYBadi BCE OJHO MOXYTh
MaHIIyJII0BaTl HUMHU. 3aMICTh L[bOTO IpOrpamMa MOXe JIMILIE HaJCUIaTH KOMaHIU Ha cepBep,
JIO3BOJISITH CEpBEPY 3MIHIOBATH JjaHi, a MOTIM HAJACUJIATH PE3yJIbTaTH Ha3a]] 10 IPOrPaMH.

PosrasineMo mpocTtuii crnocid 30epekeHHs TaHUX, TOOTO JOKAJIBHO, Ta MOXJIMBI METOIH
3aXHCTY.

Buxopucranns npoctux JSON-¢aiinis y mamiii 30epekeHs J03BOJIsI€ KOPUCTYBaYaM JIETKO
MaHIIyJIIOBaTH XapaKTEPUCTHKAMH TEPCOHAKA. 3JIOBMHCHUK MOXKE 3 JIETKICTIO MaHIMyJIIOBaTH
JTAHMMU CBOT'O aKayHTY, BAKOPHCTOBYIOUM BHYTPIIIIHI 1aH1, 3aBaHTa)XeH1 Ha npucTpii. Lle nepma
1 OCHOBHA TIpo0JIeMa, SIKy MOTPIOHO BUPIIINTH.

[udpyBanHs BHYTPIIMIHBOITPOBUX JAaHUX BaXJIMBE JUIsi 3a0e3meueHHs Oe3leKku Ta
YHEMOXJIMBIICHHSI HECAHKI[IOHOBAHOTO JIOCTYITy 10 KOH(]iAeHMiiHO1 iHpopmarii. Llei mporec
3a0e3reuye 3aXMUCT BiJl MOJKJIMBUX aTaK Ta BUTOKIB IaHUX, a TAKOXK J03BOJIS€ 30epiratu BasKIUBY
iHpopMarlio, Taky sK mapoii abo irpoBwii mporpec, y Oesmeunomy crani. ludpysBannas
BHYTPIIIHBOITPOBUX JAaHUX BKJIIOYa€ B ceO€ 3aCTOCYBaHHS PI3HOMAHITHUX MH(PPYyBaIbHUX
QITOPUTMIB Ta MPAKTHK, 100 3a0e3MmeunTH KOH(IACHIIIHHICTD Ta HUTICHICT 1HPOpMAIIii B MeXax
Ipu.

OcnoBHi Meronu 3axucty JSON B irpax:

- HIudpysanus (Encryption) — neperBopenns JSON-TekcTy B HeUnTaOeIbHUNA BUTIISAL

nepes1 3arMcoM Ha JTUCK;
- binapHa cepiamizamiss — 30epekeHHs AaHUX Yy OiHapHOMY Qopmati (Hampukiaj,
MessagePack, Protobuf), mo ycknanHioe npsime peaaryBaHHs;

- Kontponsni cymu (Checksums/Hashing) — ctBopeHHs yHikanbHOro Xeuty dainy. [lpu
3aBaHTa)KEHHI Ipa nepesipsie, un He OyB ¢aiin 3mineHui (hash mismatch), 1 Bigxumnse
Horo,

- OOdyckarriss — 3aruTyTyBaHHs KIItO4iB Ta 3HadeHb Yy JSON, mo6 3po0utu ix mMeHIr

3pO3YMITTMMH JJIS1 JIFOJTUHH;

- CepBepHe 30epiranHs — HalOUIbII HAAIMHUN METOJ 30epiraHHs KPUTUYHUX JAHUX

(piBeHb, BaIOTA) HA CEPBEPI, a HE HA MPUCTPOi KOPUCTYBaAYA.

Base64-niepeTBOpeHHs B irpax BUKOPUCTOBYETHCS I O€3MeUHOT ITepeadi OiHapHUX JaHHX
(300paxeHb, 30epekeHb, MEPEKEBUX MAKETIB) Yepe3 TEKCTOBI MPOTOKOJIM, NEPETBOPIOIOYH iX Ha
Haoip 13 64 ASCII-cumBomis. Ile 3a0e3neuye MITICHICTD JaHUX MMiJ 9ac OOMiHY, 3aXHINAI0YH BiJ
MOLIKOJKEHb, alle 301IbIye po3Mip (aiiniB npubdiausHo Ha 33%.

Base64 — e meron xomyBaHHs ABiiiKoBHX (binary) manux y tekcrouid ¢popmar (ASCII),
KM BUKOPUCTOBYE Juie 64 Ge3neuni ApykoBaHi cumBosd (A-Z, a-z, 0-9, +, /). CyTb nossirae y
nepeTBopeHHi 3 OaiTiB (24 6iTH) naHUX y 4 CHMBOJIM, IO JI03BOJISIE MepenaBaTd Qaitnu abo
300pakeHHs yepe3 TekcToBi mpotokonu (email, JSON, HTTP) 6e3 momkokeHHs JaHUX.

KirouoBsi acniektu Base64 B irpoBiit iHIyCTpii:

- KonyBanns 30epexeHb — psaJIku 30epexeHsb (save strings) yacto KoaytoTbcs B Base64

JUIsl BUKOPUCTAHHSI y XMapHUX CXOBHILAX a0o 0OMiIHY MiX TIpaBLSMH, IO TAaKOXK €
eJIEMEHTapHOI0 (opMOI0 «00dycKarii» (YTpyAHEHHS YUTAHHS) TaHUX.

- MepesxeBuit 00MiH — JT03BOJISIE TIEpeIaBaTi O1HAPHI JJaH1, TaKl SK aBaTapy TPaBIIiB a0o

irpoBi 00'€KTH, Yepe3 CUCTEMH, SIKi MIATPUMYIOTh JIUIIIE TEKCT.



- BnpoBamxkenHs pecypciB — MajeHbKi 300pa)keHHS a00 TEKCTYpH MOXYTh OyTH
BOymoBaHi mpsMo B koa abo JSON-gaitmm 3a nomomororo Base64, mo 3MmeHIye
KUIBKICTB 3aIUTIB 70 cepBepa.

- besneka (URL-safe) — y Opaysepuux abo OHJIalH-Irpax BHKOPUCTOBYETHCS
Base64URL (i3 3aminoo cuMBOJIiB + Ta / Ha - Ta ), 10 3amo0irae MOMWIKaM IMpH
nepenayi nannx B URL-aapecax.

Anroput™m KoyBaHHs Base64 (MOKpoKoBo):

- Po36utTs Ha GaiiTy — BUXIiHI 1aHi AUIAThCs Ha rpynH 1o 3 Oaiitu (3 x 8 = 24 GiTh).

- [TeperpynyBanus B 6 0iTiB — KOKeH 24-01THHI OJIOK po30MBaeThCs Ha 4 OJIOKH 110 6
0iTiB (4 x 6 = 24 OiTa).

- Inpexcaris — orpumani 6-0iToBi 3HaueHHs (0-63) MEepeTBOPIOIOTHCS Ha BiAMOBIAHI
cumBosr ASCII-rabmuni (A-Z, a-z, 0-9, +, /).

- HonoBHenns (Padding) — skmo BuxigHuii OJOK MICTHTh MeEHIIE 3 OaiTiB,
BUKOPUCTOBYETHCSI CAMBOJI = IS 3aIIOBHEHHS, 11100 M1ICYMKOBHH PSAAOK OyB KpaTHHIMA
4 cumBONaMm.

Hanpuknan, maemo cioBo "Man" (3 6aiita). 3anuiiemo cioBo B Gitax: M (77), a (97), n
(112) — 01001101 01100001 01101110 (24 6itu). Po3buska mo 6 Gitis: 010011 (19), 010110
(22), 000101 (5), 101110 (46). PesynbraT: TWFU.

Posrisiremo po6oty 3 Base64 na C#:

static void CodeToBase64(string fileName)

{
byte[] bytes = File.ReadAllBytes(fileName);
string base64 = Convert.ToBase64String(bytes);
File.WriteAllText("data_b64.txt", base64d);

}

static void DecodeFromBase64(string fileName)

{
string base64 = File.ReadAllText(fileName);
byte[] bytes = Convert.FromBase64String(base64);
File.WriteAllBytes("settingsBase64.json", bytes);

¥

string fileName = "settingsSer.json";

CodeToBase64(fileName);

fileName = "data_bé64.txt";
DecodeFromBase64(fileName);

daiin settingsSer.json:



File Edit View

[

{
"Name": "Olena",
"Life": 100,
"Money": 250,

"ArtifactsCsv": "Ring, Amulet, Key",
"Artifacts": [

"Ring",
"Amulet",
"Key"
1,
“Num®: 3
1
{
“Name": "Ivan",
"Life": 80,
"Money": 120,

"ArtifactsCsv": "Map, Potion",
"Artifacts": [
"Map",
"Potion"
s
“Num": 2
}
1

®aiin data_b64.txt:

File  Edit  View bl

IWweKTCB7DQog TCAGTKShbWUi01Ai T2x1bmE i LAGKTCAGTCIMaWZ1TjogMTAWLABKTCAETCIND251eST6TDT1IMCWNCiAgTCAIQXIBaNZhY3R2zQ3N2TjogT1IpbmesTEFt
dWx1dCwg52V5TiwNCiAgICAIQXIBaWZhY3RzIjoghweKICAICAET1 Ipbmeil ABKICAEICAETKFtdWx1dCTsDQogICAgICAIS2V5TgBKICAETF@sDQogICAETIK51bSI6
IDMNCiAgFSWNCiAgewdKICAGICIOYW11I jogTk12YWAiLAGKICAEICIMaWZ1IjogODAsDQogICAgTklvbmV5IjogMTIwLABKICAEICIBCNRpZmF jAHNDC3Yi0iALI TWFw
LCBQb3Rpb241LABKICAEICIBcnRpZF jdHMi01iBbDQogICAEICAL TWFWIiwNCiAgICAgICIQb3Rpb241iDQogICAEXSHNCIAgICALITNVEI jogMg@KICBIDQpd

daiin settingsBase64.json:

File Edit View

[

{
"Name": "Olena",
"Life": 100,
"Money": 250,

"ArtifactsCsv": "Ring, Amulet, Key",
"Artifacts": [

"Ring",
"Amulet",
"Key"
1,
"Num": 3
}s
{
“Name": "Ivan",
“"Life": 80,
"Money": 120,

"ArtifactsCsv": "Map, Potion",
"Artifacts": [
“Map",
"Potion"
1,
“Num": 2
}
]

Xoua Base64 3pyuHuil, BiH HE MIAXOAUTH JJI BETUKUX JaHUX Y€pe3 3pOCTaHHS PO3MIpY
daity.

Jani, 3akonoBani B Base64, nerko nekoayBatu Ha3aja, TOMY IO 1€ MPOCTO 1HIINI (popmar
MOJIaHHs, a HE NpPUXOBYBaHHA 1H@opmarii. s npuxoByBaHHsS iHGOpMaIli BUKOPUCTOBYIOTh
mudpyBaHHs TaHUX.

CyuacHi MeToii MHU(PPyBaHHS NOAUISIFOTHCS Ha MOTOKOBI Ta OJIOYHI.

XapakTepHOIO OCOOJIMBICTIO OJIOKOBMX KPUOTOAITOPUTMIB € TOM (DaKT, IO B XOJi CBOET
poOOTH BOHM pPOOJSATH NEepeTBOpeHHs OJoKy BXinHOI iH(opmamii (IKCOBaHOI IOBXHHU 1
OTPUMYIOTh PE3YJIbTYIOUUil OJIOK TOTrO X 00CATY, ajie HeIOCTYIHUI Ul MPOYUTAHHS CTOPOHHIM
ocobaM, K1 He MaloTh KJIro4a.



Takum urnHOM, cXeMy poOOTy 0J0KOBOTO MHUGPY MOKHA ONMUCATH (PYHKITISIMH
Z = EnCrypt(X, Key)
Ta
X = DeCrypt(Z, Key)

Kirou (Key) € mapamMeTpoMm GJ0KOBOr0 KPHUITOAITOPHTMY 1 € JCSIKUM OJIOKOM JIBIHKOBOI
iHdopmarii dikcoBanoro posmipy. Bximumii (X) Ta 3ammdpoBanuii (Z) OJIOKH TaHUX TaKOXK
MaroTh (P1KCOBaHY PO3PSAAHICTH, PIBHY MK CO00I0, ajie HEOOOB'SI3KOBO PIBHY JOBKHHI KITIOUa.

OCHOBHHM TIPUHIIUIIOM MMOOYA0BH Cy4acHHUX OJOKOBHX MU(PIB € yMOBa IXHBOT TPAKTHIHOT
CTIMKOCTI /IO YCIX BIJIOMHX aTak TOPSAJ 3 MOXIMBICTIO €(PEKTHBHOI peanizailii aaropuTMmiB
mmdpyBaHHS HA Pi3HUX MIaTGopmax.

CriiikicTs 610K0BOr0 MHU(GPY BU3HAYAETHCS BIACTHBOCTSAMHU HOTO PayHAOBUX (YHKIIIH,
TUIIOM KJIFOYOBOTO CyMaropa, JTOBKHWHOIO OJOKYy, TOBXKMHOIO KIF0Ya Ta KUIBKICTIO PayHIIB
i pyBaHHS;

Crangapt AES (Advanced Encryption Standard) e cranmaprom mudpyBanas CrioydeHnx
[ITariB AMepukH Ta BKJItodae B cebe anmropurm Rijndael.

Aunroputm Rijndael po3pobienuit qBoma daxiBusmu 3 kpuntorpadii 3 bensrii Rijmen ta
Daemen, BUMOBIISIETBbCS K «pelHAa». BiH € HeTpaguIiiHuM OJJOKOBUM IIM(POM, OCKLITBKH HE
BUKOPUCTOBYE Mepexy Dertnresst ist KpUITOIEPETBOPEHb.

Rijndael € 6mokoBuM mudpoM 3 JOBKUHOIO GJIOKY N Ta TOBKUHOIO KJIt04a Nk, sIKI MOXKYTh
NpUIMATH OJHE 3 TPhOX 3Ha4YeHb: 128, 192, 256 OiTiB. AJTOPUTM CKIAIAETHCS 3 Ny PAYHIIB, 1€
napaMmeTp Nr BUBHAYA€ThCA 3a YUcliaMu N Ta Nk 3rigHo 3 Tabmuiero 8.1.

Tabmuus 8.1. KinbkicTs payHaiB B anroputMi mudpysanHs Rijndael

n, n=128 n=192 n=256
n, =128 10 12 14
n, =192 12 12 14
n, =256 14 14 14

B Rijndael BukopucTOBYIOTECS YOTHPU 0a30B1 MEPETBOPEHHS, O3HAUEHHS SKMX HaBEIECHO
HIDKYE:

1) K (AddRoundKey) — nogaBanHs 10 BXiJJHOTO MOBiJJOMJICHHS PayHJI0 BOTO KITIOYa;

2) S (ByteSub) — 3acTrocyBaHHS HEJiHIHHUX BY3JIiB 3aMiHHU;

3) R (ShiftRow) — nuktiyamii 3CyB psaKiB;

4) M (MixColumn) — epemiiryBaHHsI CTOBIIIIIB.

3amupyBaHHs BIAKPUTOTO TEKCTY MOJSATAa€ y BUKOHAHHI TaKUX JIH:

1) oGuncenHi (3a 1OMOMOI0I0 OKpeMOoi MPoLeypy — PO3KIaay KirodiB) Nr + 1 paynaoBux
KJIIOYiB 32 KJItoueM mudpyBaHHs;

2) nofaBaHH1 MEPILOTo PayHA0BOrO KIIH0Ya J0 BIAKPUTOTO TEKCTY;

3) BuKoHaHHI Nr — 1 NPOMIKHUX payH/IB;

4) BUKOHAaHHI OCTaHHBOTO PayH]y.

KoxxeH mnpoMDKHUN payHJ TMOJsATaE B TOCHIJIOBHOMY 3aCTOCYBaHHI 10 BXIJIHOTO
noBiIoMJIeHHS nepeTBopeHb S, R, M, K; B ocTaHHbOMY payH/il 311HCHIOIOTECS IEPETBOPEHHS S,
R, K.



Hns  peamizamii  mmudpyBanas AES y C# BHUKOPUCTOBYETHCS TPOCTIp IMEH
System.Security.Cryptography Ta kinac Aes. OCHOBHHUE MiX1J1 MMOJIATae y CTBOPCHHI €K3EMILIAPA
Aes, BukopuctanHi kiaoua (Key) Ta Bekropa inimiamizanii (IV) mus ctBopenns ICryptoTransform
yepe3 CreateEncryptor abo CreateDecryptor, a moTiMm o00poOii JaHUX 3a JIOTIOMOTOIO
CryptoStream.

Bexmop iniyianizayii (Initialization Vector, 1V) — ne BunankoBa abo ICEBIOBUIIAIKOBA
MOCIIJOBHICTh OATIB, 5IKa BUKOPUCTOBYETHCS Pa30M 13 CEKPETHHM KIIOYEM y CUMETPUYHOMY
mmdpyBaHHI s TapaHTYBaHHS YHIKaJIBHOCTI KOXKHOTO 3amm@poBanoro 050Ky aaHux. Bix
3armo0irae MmosiBi OJTHAKOBHX IIa0JIOHIB y 3ammM(ppPOBaHOMY TEKCTi, poOssun mudp CTIHKUM 10
aTax.

be3s IV omnakoBuii TekCT, 3amu@poOBaHUN OJHMM 1 THM CaMUM KIIOYEM, 3aBXKIH
BUTJISIAATUME OAHAKOBO. Lle m03Bonse Xakepam 3HAXOMUTH 3aKOHOMIPHOCTI (HANpUKIA,
PO3ITi3HATH CTaHAAPTHI 3ar0JIOBKU MTOBIIOMJICHB ).

Bekrop ininianizamii IV 3mimryeTscs 3 nepmuM 0J0KOM JaHUX (3a3BHYail uepes orneparito
XOR) mnepen mouaTkoM wmMppyBaHHA. Y cyuyacHMX pexxkumax (Hanpukian, CBC) pesynbrar
mmdpyBaHHS EPIIOTO OJIOKY BIUIMBAE HA HACTYITHHH, CTBOPIOIOYHN <«JTAHITFOIKOKY.

IV He 000B’S3K0BO TpUMATH B CEKPETI — MO0 4acTo MepefaroTh pa3oM i3 3au@poBaHUM
MOBIIOMJICHHSIM Y BiIKpuTOMy BHDJIsImi. [l KOXKHOT HOBOi cecii mm@pyBaHHS MOTPIOHO
reHepyBati HoBUIl IV. [loBTOpHE BHUKOpUCTaHHA OfHIET U Tiel )k KoMmOiHamii «kimoy + [V»
KPUTUYHO 3HUXKYE O€3MEKYy.

B anroputmax AES Bukopucransus IV 3anexuTs BiJl KOHKPETHOTO pPEXHMY pPOOOTH.
BuKOpHCTOBYIOTBCS TakKi peKUMH POOOTH:

- AES-CBC (Cipher Block Chaining) — y npoMy pexumi KOXKeH OJIOK AaHUX Mepes
mpyBaHHAM «3MIIIYETHCS 3 MOMEepeaHIM 3amm(poBaHuM 0510KoM. OCKITBKH s
nepuioro OJIOKy Iie HEMae «IOIepeaHboroy, IV BHucTymae B poili IOIO MEPIIOro
BipTyasibHOTO O)IOKY. [lepmmii 610k TekcTy npoxoauTs oneparito XOR 3 IV, i nume
HicJis OO pe3ynbTaT mHudpyerhes kmouem AES.

- AES-CTR (Counter Mode) — tieit pesxum niepetBoproe AES Ha motokoBuii mmdp. Tyt
IV — 4ucno, 1mo BUKOPUCTOBYETHCS OJMH pa3 1 € YACTHHOIO «IiumibHUKa». AES
mudpye He caMm TEeKCT, a koMOiHauio «IV + mi4uiIbHUK» (KU 301TBLIY€ETHCS IS
KOXKHOT0 0J10KY). OTpUMaHHUI «BUIAJKOBHIT» MOTIK JaHUX MOTIM 3MimryeThest (XOR)
3 TEKCTOM.

- AES-GCM (Galois/Counter Mode) — Haiicy4yacHImmMii pexuM, SKUH HE TIUTBKA
mudpye, a i nepesipse HiTicHICTh faHuX. [paitoe cxoxe Ha CTR, ane BUKOpUCTOBYE
IV (3a3Buyaii 96 OiTiB) [UIs CTBOPEHHS YHIKQJIBHOIO KiIIoYa JUI KOXKHOTO
NOBIAOMJIEHHS. SIKIO AaHi OyyTh 3MIHEHI MiJ Yac Iepeaadl, alrOpUTM 1€ BUSBUTD
3aBIIIKU «TETy ayTeHTU(iKallii», SKUi TeHepyeThes pa3om 3 [V.

Aes — 11e abCTpakTHUH KJIac, BiJl IKOTO YCIAIKOBYIOThCS BCl peanmisaiii anroputmy AES. V
CBOIO Yepry, Kiac Aes caM € CIaJKOEMIIEM iHIIIOr0 abCcTpakTHOTO Kitacy — SymmetricAlgorithm,
KWW €, SIK BUIUIMBAE 3 Ha3BHW, cCUMETpuyHUM anroputmom mudpysannas. ¥ NET Bci kmacu,
NoXiaHI Bix kimacy SymmetricAlgorithm, BUKOPUCTOBYIOTh PEXHUM 3YEIUIEHHS OJIOKIB TEKCTY
(anrn. Cipher Block Chaining, CBC). Pexxum CBC BuKOprCTOBY€TBHCS 32 3aMOBUYBaHHSM, ajie 3a
Oa’kaHHSIM HOTO MOXHA 3MIHUTH.

[[To6 oTpumaTu 00'exT s mMGPYBaHHS 32 3aJaHUM aJTOPUTMOM, TOCTATHHO BUKJIHKATH
metox Create(). Hanmpuxaz, ckopuctaeMocst IUM METOAOM 1 CTBOPUMO 00'€KT i MM(pyBaHHSA
naHux 3 BUKOpuCTaHHSAM AES Ta momuBuMoOcs Ha HOTO HalANITyBaHHS 32 3aMOBUYBAHHSM Ta
JIesIK] 1HII BJIACTUBOCTI:



Aes aes = Aes.Create();

Console.WriteLine($"{aes.GetType()}");

Console.WriteLine($"Pasmip knwua: {aes.KeySize}");

Console.WritelLine($"Pasmip 6noky: {aes.BlockSize}");

Console.WriteLine($"Pemum po6oTn: {aes.Mode}");

Console.WriteLine("Po3mipu Knw4YiB, WO NiATPMMYNTbLCH CUMETPUYHMUM anropuTmMom:");
foreach (var KeySize in aes.lLegalKeySizes)

{
}

Console.WriteLine($"{keySize.MinSize} - {keySize.MaxSize} 6ut (c warom {keySize.SkipSize})");

Console.WriteLine("Po3mipu 6nokiB, wWo NiATPUMYHTbHCH CUMETPUYHUM anropuTMom:");
foreach (var blockSize in aes.LegalBlockSizes)

{
}

Console.WriteLine($"{blockSize.MinSize} - {blockSize.MaxSize} 6ut");

Console.WriteLine($"BekTop iHiuianizauyii: {Convert.ToHexString(aes.IV)}");
Console.WriteLine($"Knwu: {Convert.ToHexString(aes.Key)}");

System.Security.Cryptography.AesImplementation

Pasm?p knwya: 256

Pazm?p 6noky: 128

Pemum po6oTu: CBC

Posm?pu knwy?B, Wo N?ATPUMYIOTbCA CUMETPUYHUM aNrOpPUTMOM:

128 - 256 6ut (c warom 64)

Po3m?pu 6noK?B, Wo N?ATPUMYHTbCA CUMETPUYHUM aNrOPUTMOM:

128 - 128 é6uT

BekTop ?H?u?an?3au?i: UD7AE66U4F78D13C1548E61FC303BA2BD

Knioy: A43EB1OAGOFEGAUD7FO88AEU99F3U57669A5066946DBO61CIFAELUB65EECA1656

Sk BUIHO 3 BUBEJEHHS KOHCOMI, 1151 AES Mu Mo’keMo BUKOPHUCTOBYBATH KJIFOYi PO3MIPOM
128 6itiB, 192 6itu Ta 256 6iTiB. 32 3aMOBUYBaHHSAM, B OTPUMaHOMY 00'€KTi B)KE€ CTBOPEHO KITFOY
po3mipomM 256 6iTiB i BekTOop iHimiani3aiii B 128 6iTiB. Ase 3a OakaHHSIM MU MOXKEMO 3MIHUTH 111
3Ha4YeHHs. 3a3BHUail OepyTh Kirou 32 Oaiita nmpu Bukopucranni AES-256, 16 6aiit — AES-128.

Knacu cumerpuunoro nmmdpysanns (Aes, Des ToI110) BUKOPUCTOBYIOTHCS 31 CHELIaAIbHUM
kjacoM notoky — CryptoStream, sikuii mmdpye aasi, paxoBani B noTik. Kmac CryptoStream
1HIIIaTI3yeThCa 3a JIOMOMOTOI0 KJIacy KepOBaHOTO MOTOKY Ta Kiacy, 0 peamidye iHTepdeiic
ICryptoTransform, a Takox 13 3a3HaueHHsIM 3HadeHHs nepepaxyBanHsi CryptoStreamMode, sike
BKa3ye TUI JIOCTYIY, 103BojeHoro Juist CryptoStream.

Knac CryptoStream mokHa iHIIIamI3yBaTH 3a JOTIOMOTOI0 OyIb-sIKOTO KJacy, SIKHH €
MOXITHUM Bij kiacy Stream, Bkiatodaroun FileStream, MemoryStream To1ro.

Hampuxnan, mo6 crBoputu 06'ekt Tumy CryptoStream ans mudpyBaHHS JaHUX, MOXKHA
BUKOPUCTOBYBATH TaKUil KOHCTPYKTOD:

Aes aes = Aes.Create();

string sourceFileName = "settingsSer.json";
string outputFileName = "settingsjson.enc";

FileStream inStream = new FileStream(sourceFileName, FileMode.Open);
FileStream outStream = new FileStream(outputFileName, FileMode.Create);

CryptoStream encStream = new CryptoStream(outStream,
aes.CreateEncryptor(aes.Key, aes.IV),
CryptoStreamMode.Write);

Ocp sIK MO’Ke BUTTISAATH Ipolec mudpyBaHHs Ta AemudpyBaHHs (ailiry 3 BAKOPUCTaHHAM
anroputmy AES:



//BUKIUK (YHKLIN

string sourceFileName = "settingsSer.json";
string outputFileName = "settingsjson.enc";
string destFile = "settings.json";

string key = "secret key";

string ivSecret = "vector";

EcryptFile(sourceFileName, outputFileName, key, ivSecret);
DecryptFile(outputFileName, destFile, key, ivSecret);

//iepeTBOpEHHS KJII0Ya Ta BEKTOPY
private static byte[] GetIV(string ivSecret)

{
MD5 md5 = MD5.Create();
return md5.ComputeHash(Encoding.UTF8.GetBytes(ivSecret));
}
private static byte[] GetKey(string key)
{
SHA256 sha256 = SHA256.Create();
return sha256.ComputeHash(Encoding.UTF8.GetBytes(key));
}

//mudpyBaHHS TaHUX
static void EcryptFile(string sourceFileName, string outputFileName,
string key, string ivSecret)
{

Aes aes = Aes.Create();

aes.IV = GetIV(ivSecret);
aes.Key = GetKey(key);

FileStream inStream = new FileStream(sourceFileName, FileMode.Open);
FileStream outStream = new FileStream(outputFileName, FileMode.Create);

CryptoStream encStream = new CryptoStream(outStream,
aes.CreateEncryptor(aes.Key, aes.IV),
CryptoStreamMode.Write);

long readTotal = 0;

int len;
int tempSize = 100; //po3mMip TMMYAcCOBOro CXoBUUA
byte[] bin = new byte[tempSize]; //Tumyacoee CxoBume Ana sawudpoBaHoi iHdopmauii



while (readTotal < inStream.Length)

{
len = inStream.Read(bin, 0, tempSize);
encStream.Write(bin, @, len);
readTotal = readTotal + len;
Console.WriteLine($"{readTotal} GaiiT o6po6neHo");
}

encStream.Close();
outStream.Close();
inStream.Close();

//memmpyBaHHS JaHUX
private static void DecryptFile(string sourceFile, string destFile,
string key, string ivSecret)

{
using FileStream fileStream = new(sourceFile, FilelMode.Open);
using Aes aes = Aes.Create();
aes.IV = GetIV(ivSecret);
aes.Key = GetKey(key);
using CryptoStream cryptoStream = new(fileStrean,
aes.CreateDecryptor(aes.Key, aes.IV),
CryptoStreamMode .Read);

using FileStream outStream = new FileStream(destFile, Filelode.Create);
using BinaryReader decryptReader = new(cryptoStream);
int tempSize = 10;
byte[] data;
while (true)
{

data = decryptReader.ReadBytes(tempSize);

if (data.Length == @)

break;

outStream.Write(data, 0, data.Length);

}
}

Pesynprart:
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2. O0dyckanis
Ckanysanms 3uauens — 11e MPOIIeC MONTYKY BIAMOBITHUX 3HAYCHD Y BUAUICHIN MamM'saTi rpu
Ta IMepe3anucy iX IHIIMMHU 3HaueHHsAMH. HaifuacTtiime BHKOPHCTOBYETbCA Ui 30UIbLICHHS
3JI0pOB's TpaBIld, Ooe3amacy 30poi 4u Oyab-sKOI 1HINOI IIHHOCTI, sIKa MOTJa O JaTh Xakepy
HeclpaBeUIMBY IepeBary y rpi.
SIK mpaBmII0, XaKePHU-MIOYATKIBIlI HAIILTIOIOTHCS JIIIIE HAa 3HAUSHHS, SIKI B1I0Opa’karoThCs Ha
€KpaHi, Ta 3HAIOTh, JJs 4YOr0 BOHM BHMKOPHUCTOBYIOTHCS (HAIpUKIAA, 310pOB’S TIpaBL,
OoernpuIacy ToIo).
Ob6gyckayia — 1e Tpolec yCKJIaAHEHHs KOy IporpaMu abo JaHUX 3 METOI YTPYAHEHHS
peBepC-1HKUHIPUHTY, TOOTO 3a0€3MeueHHs TPYIHOIIB Y pO3yMiHHI a00 BIATBOPEHHI BUX1JHOTO
koay. lle cranpmaptHa mnpakTMka y c¢epi NporpaMyBaHHS Ta pO3POOKH IMPOrpaMHOIo
3a0e3meueHHs A MiABUILEHHS Oe3MeKH Ta YHEMOKJIMBIICHHS HECAaHKL[IOHOBAHOT'O JOCTYIYy YU
Mo diKallii IpOrpaMHOro KOay.
OcHOBHI acniekTH 00QycKallii BKIH0Yal0Th:
- [TepeiimenyBaHHs — 3MiHa IMEH 3MIHHUX, (YHKIIH 1 K1aciB Ha OUIbII HEOYEBUIHI Ta
CKJIa/IH1 JUIsl PO3yMIHHS,

- 3aMiHa KOHCTAHT — 3aMiHa YHUCJIOBUX Ta PSJIKOBUX KOHCTAHT Ha IHIII 3HAYEHHS JUIS
YTPYAHEHHS PO3YMIHHS JIOT1KH IpOTrpamy,

- BcraBieHHst HEMOTPIOHOTO KOy — A0JaBaHHS HEMOTPIOHOTO KOAY, SIKHI HE BIUIUBAE
Ha (YHKIIOHAJIBHICTb, ajle 30UIbIIy€e OOCAT Ta YCKIIaJHIOE aHall3;

- AOGcTpakiiisi yMOB — 3aMiHa 3p03yMIUJIMX YMOB Ta JIOTIYHUX BHUPa3iB OLIbII CKIIQIHUMHU

a0o BUTraJaHuMHU;
- HIudpyBaHHs psakiB — MHU(PYBaHHSA TEKCTOBUX PAAKIB, TAKUX K PAJIKH, 10 MICTATh
MOBITOMJICHHS TIPO TTIOMIJIKH 9H KJTFOYI;

- Bunanenns 3aiiBoi Meta-iHpopmallii — BUITy4eHHs 3aiiBOi MeTa-iH(opMarlii, sika Moke
OyTH KOPHCHOIO JIJIsl peBepC-1HKUHIPUHTY, HATIPUKJIA, BUIAJICHHS IMEH METO/IB Y1
KJIaCiB.

OO06dyckaris He 3a0e3nedye abCOTIOTHOI O€3MeKH, 1 BenuKi 00 yCKOBaHI MporpaMu BCe I
MOXYTbh OyTH po3iOpani. OlHaK BOHA CTBOPIOE JOJATKOBI TPYIHOLII JUIS TUX, XTO HAMaraeThCs
aHai3yBaTu a00 MoK (DiIKyBaTH BUXITHUHA KOJI.

Metoau 00¢yckarlii MO>KHA 3aCTOCOBYBATH JJIsl 3aXUCTY MaM'sITi IPOrpaMH.

€ pi3HI METOAW 3aMiHU 3HAY€Hb 3MIHHHUX. PO3TIsiHEMO OAWH i3 HUX 3 BUKOPHUCTAHHSIM
BUMA/IKOBUX 3HAYCHb.



BunaakoBe 3HaueHHs TEHEPYEThCA HA IOYATKY, MOTIM 3 HBOTO BIJHIMAETHCS peajbHE
3HAueHHS (3roJlOM BOHO MPHUXOBYETHCS), a MOTIM, KOJM HEOOXITHO, MPHUXOBaHE 3HAYCHHS
BIJTHIMAETHCS 31 3TreHEPOBAHOTO BUIIAIKOBOTO 3HAYEHHSI, TPU I[bOMY PI3HHULIS € BUX1THUM YHCIIOM.
Kirou monsirae B Tomy, 100 3HAUCHHS, SIKE€ BIMOOPAXKAETHCS HA €KpaHi, Mall0 3HAYCHHS, SKE
MOBHICTIO BIJAPI3HAETbCS BiJ 3HAYCHHS 3MIHHOI, IO MPHU3BEAC XaKepiB JO aOCOJIOTHO
HENPABWJILHOTO IIISAXY i1 Yac CKaHyBaHHS.

Hanpukian, B momepennix nekiisx B ckpunte GameController 36epiraemo HakomuueHy
KIIBKICTB 0ajiB Bij 00’ €KTiB, IO IiIHIMAEMO, TOOTO:

private int score;
private int Score { get { return score; } set { score = value; } }

private void Awake()

{
_instance = this;

}

private void Start()

{
Score = 9;
HUD.Instance.SetScore(Score.ToString());

}

public void SetScore(int add)

{
Score += add;
HUD.Instance.SetScore(Score.ToString());
if (Score >= 10)

HUD.Instance.ShowlLevelWonWindow();
}

JIopoOMUMO HAIll CKPHUINT [UIs BUKOPUCTAHHS 3aMiHM 3HAYCHb 3MIHHHUX 3 BUKOPHUCTAHHSIM
BUIIAIKOBUX 3Ha4YeHb. J[71st boro ctBopuMo HoBuii ckpunt ObfuscateSettings.

public class ObfuscateSettings : MonoBehaviour

{
static int random;
public static void Initialize()
{
random = UnityEngine.Random.Range(10000, 99999);
}
public static int Obfuscate(int originalvalue)
{
return random - originalValue;
}
public static int Deobfuscate(int obfuscatedValue)
{
return random - obfuscatedValue;
}
}

3po6umo 3minuB B ckpunti GameController:



private void Awake()

{

_instance = this;

ObfuscateSettings.Initialize();
Score = ObfuscateSettings.0Obfuscate(@);

private void Start()

{

//Score = 8;
//HUD.Instance.SetScore(Score.ToString());

HUD.Instance.SetScore(ObfuscateSettings.Deobfuscate(Score).ToString());

}

public void SetScore(int add)

{

//Score += add;
//HUD.Instance.SetScore(Score.ToString());

Score = ObfuscateSettings.Obfuscate(ObfuscateSettings.Deobfuscate(Score) + add);
HUD.Instance.SetScore(0ObfuscateSettings.Deobfuscate(Score).ToString());

//if (Score »= 10)
if (ObfuscateSettings.Deobfuscate(Score) >= 10)

HUD.Instance.ShowLevelWonWindow();

3amicTh Oe3nocepeHbOl 1H1IiaNi3a1lii 3MIHHOT 040K MM 1HII1aNi3y€eMO i Ha moyaTky B void
Awake(). [lepm1 HiX mpu3HauaTtu 3HaueHHs 3a gomnomororo Obfuscate(value), 000B’s3k0BO
Bukiukaiite Initialize().

Toni mix vac BigoOpa’keHHs 3HAa4eHb MU J1€00(YCKyeMO iX Ha JIbOTY, BUKIMKABLIN
Deobfuscate(value), Takum umHOM, BimoOpakaroud CIpaBkKHI 3HaueHHs. Xakep CrpoOyBaB Ou
3HaiTi 0 a6o 10 a6o 20 To1110, aje He 3MIr OU X 3HANTH, OCKUTBKH peaibH1 3HAYSHHS 30BCIM 1HIIII.

Honeypot — e By kibepOe3neky, 1o npeacTapise codoro (hambImBHii 00'€KT YU CUCTEMY,
NpU3HAUYEHUH AJIs1 BUSBIICHHS, BUBUEHHS UM B1JICTEKEHH Ki0ep3nouuHIiB. Honeypot Moxe OyTu
SK IPOTPaMHUM, TaK 1 amapaTHUM 3acO0OM, PO3TalllOBAaHUM B MEpEeXi 3 METOK NpHUBEPTaHHS
yBaru NOTEHIIHHUX 3JJI0BMUCHUKIB.

OCHOBHI XapaKTepUCTUKU honeypot BKIIIOYAIOTh:

@anpmuBi gaHi — honeypot HamaraeTbcsi BuAaBaTH ceO€ 3a peayibHy CHUCTEMY UM
pecypc, 130J110I04YH HOTo BiJ] PEIITH pealbHUX aKTUBIB MEPEXI;

3axormieHHsl 1aHuX — honeypot Mo’ke 3amucyBaTH Ta aHaNi3yBaTH BCIO B3a€MOJIIIO
3JI0BMHUCHUKIB, 30KpeMa, iXHi ClipoOU aTak Ta METO/IH;

BusiBnenns 3arpo3 — 3a gomomMoror honeypot MoXKHa BHSBISATA HOBI Ta
€BOJIIOI[IOHYI0Y] 3arpo3u, aJl’ke BOHH NMPUBEPTAIOTh aTakH, SKi MOXKYTh BKa3yBaTH Ha
HOBI Ta HEBIIOMI1 BUIM aTakx.

HaBuanHs Ta aHasi3 — BUKOpUCTaHHS honeypot 103BOJIsie BUBYATH METO/IU Ta TAKTUKY
3JI0BMHUCHHKIB, @ TAKOK MMOKpAIlyBaTH CTpaTerii Kibep3axucTy Ha OCHOBI OTPUMaHUX
JaHUX;

[TonepemxenHs nepes atakor — honeypot Moxe CIyryBaTu MOIMEPEKEHHSIM Mepes
peaJbHUMHU aTaKaMH, JI03BOJISIIOYM BYACHO pearyBaTu Ta 3aXHILATH peajbHI CUCTEMHU.

Gameplay-honeypot (irpoBi macTku) — 1e BOy10BaHi y TeAMILICH €IEMEHTH, K1 HEIOCTYITHI
3BUYAHOMY TPaBIIIO Ta AOCTYIIHI JIWIIIE Yepe3 YNTH/Xaku. Hampukiaa, mpeaMeT 3a cTiHoto (oro
«6auatey» e WallHack) abo ckpuHs 3 HyJIbOBOIO HAaropoJI0k0, SIKy «BIIKPHUBAIOThY JIUIIE OOTH



a6o weumumuii NPC, 3 SkuM B3a€MOMIIOTH JIMIE CKpuUNTH. JleraapbHUN TpaBellb HIKOJIU HE
akTUBYe honeypot.

Data-honeypot (rmactku y gaHuWX) — HaBMHCHO CTBOpeHI (peiikoBi a0 KOHTpOJBHI AaHi.
Hanpuknan, nmone B JSON/XML-aiini, 30epekeHHi AaHi, sske HE BUKOPUCTOBYETHCS T'POIO, aje
3MIHIOEThCS uMTepamu. Hampukian, crBopeHHs «deiikoBux» 3minnux (player_gold shadow,
debug_speed_value): sixito 3HaueHHs 3MiHeHe, 11e ToBOpUTH po 100% iHIUKATOD 3710MYy.

Al / Behavior honeypot — mactku Ha OCHOBI moBeAiHKK. Hanpukitaz, pecypc y 30Hi, 10 SKOI
HEMOXJIMBO Jictatucs 6e3 teleport hack abo minb, mo moTpedye HEMOACHKOT TOYHOCTI peaKiii
abo (eiikosi nmozii, ski 6ayats sume ESP-unTy.

Honeypot y irpax — 1e iHTeleKTyalbHa MacTKa, SKa 03BOJSE HE OOPOTUCS 3 YHUTEpaMH
HarnpsMy, a 3SMYCHUTH iX BUJIATH ceOe CaMuX.

KoHTpoabHi nUTAaHHSA
1. SIk 3aXUCTUTH ITPOBI JaH1?
2. J171st 4O0r0 BUKOPUCTOBYETHCS MUPPYBAHHS?
3. Illo pobuts Base64-niepeTBopeHHs?
4. SIkwii cyyacHu# cranaapt mm@pyBaHHs?
5. SIkuii anroOpuTM JISKUTH B OCHOBI Cy4acHOTO CTaHAApTy UG pyBaHHS?
6. l{o Take pexxumu podotu AES? I 90r0 BUKOPHCTOBYIOTHCS?
7. 30 Take o06dyckarisa?
8. ki metoau oOdycKamii i 3aXHUCTy irop BU 3HAa€TE?
9. Ilo Take honeypot?
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