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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.



IpakTuuna podora 1. CtBopenns rpu Space shooter ma Unity

Mera podoru: no3Haiiomutucs i3 nporpamoro Unity. HaBuurtucs crBoproBatu 2D-rpy 3a
JIONIOMOT'OI0 BXKE ICHYIOUHX aceTiB B mporpami Unity.

1. TeopeTnuHuii MarepiaJ

CTBOPHUMO TPy, BAKOPUCTOBYIOUH TaKi KPOKH:

1. CTBOpEHHS TOPOKHBOTO MPOEKTY JyIst Tpu 2D;

2. CTBOpEHHS HECKIHYEHHOTO TJIa;

3. lonaBaHHS irpoBOTO 00'€KTa;

4. lomaBaHHs BOPOTiB

Kpoxk 1. CTBOpeHHS TOPOKHBOTO MPOEKTY JIst TpH 2D.

3anyckaemo Unity Hub, B miBiii manenmi BikHa mepexomumo o Projects ta naruckaemo
kuorky New project

Projects
Projects

HAME MOFIED EDATOR VERSION

Uknity Huly 1.5.0

All templates

20 (URP)

Runingr Gama

SpaceShooted
30 Mobile

oLty S\ Polytex

2D Mobile
Core




Acet — 1ie ipeJCTaBIeHHs OyIb-SIKOTO MpeIMeTa, SKHii MO)KHAa BUKOPUCTOBYBATH Y TPl UM
npoekTi. Pecypc moxe Oytu orpumanuii 3 (aidmy, crBopenoro mosa Unity, Hanpukiazn, 3D-
Mozeni, ayniodaiiy, 300paxkeHHss abo iHmoro tumy danny, skui marpumye Unity. Y Unity
MOYKHa TaKOX CTBOPUTH JAEAKI THIHU pecypciB, Taki sk Animator Controller, Audio Mixer a6o
Render Texture.

Assets (aktuBu), ctBOpeHi mo3a Unity, maoTh OyTu mepeneceHi no Unity muisixom
30epexxeHHs (ailry O0e3mocepeIHbO Yy Mari «Assets) Balioro MpoeEKTY YU KOMIOBAaHHS J0 Ii€l
nanky. /i 6araThox momupeHnx GopmariB BU MOKeTe 30epertu BUXiJHHHA (aiis mpsmMo B mamnii
Assets Bamoro npoekty, i Unity 3Moske Horo npountatu. Unity TOMITHTh, KOJIM BH 30€peKeTe
HOBI 3MiHH Y (haiiyi, Ta TOBTOPHO IMIIOPTYE iX 3a MOTPeOH.

Skmo Bu neperaruere ¢ain y BikHO mpoekTy Unity 31 cBOro koMi'rotepa (Harmpukiazi, i3
npoBinauka y Windows), Bia Oyie ckomiiioBaHuii 0 anku Assets 1 3'SBUThCS y BIKHI IPOEKTY .

HaiinpocTimmii cocid 6e3reyHo nepeMicTuTH abo mepeiMeHyBaTH Ballll aKTUBHU 3aBXK]IH
pobutn ne 3 manku npoekty Unity. Takum umHOM, Unity aBTOMaTHYHO MEPEMICTHTH abo
nepeiMenye BiIMOBITHUI MeTadaii.

Unity Marasun (Asset Store) — e 0i0mioTeka, B siKiid 310paHi 0€3KOIITOBHI Ta KOMEPITiHHI
acertu, ctBopeHi sk Unity Technologies, Tak 1 uieHamMu crnibHOTH. JIOCTYIHUI BelIUKUNA BUOIp
aceTiB — TEKCTYp, MOJIeJICH Ta aHIMAIlill, MPUKJIa/iB MPOEKTIB, MIAPYYHUKIB T POIIUPEHD IS
penakTtopa. AceTu AOCTYIHI uepe3 mpocTuil intepdeiic, BOyaoBanuii y pegakrop Unity. Uepes
HBOT'O MOYKHA 3aBaHTAXXUTH Ta IMIIOPTYBATH OE3MOCEPEIHBO Y BAIIl IPOEKT.

Binkpuemo BikHO Asset Store, BuOpasiu B rooBHoMy MeHI0O Window — Asset Store. [Ipu
MepIIoMy BiJBiAyBaHHI BaM OyJe 3allpOIIOHOBAHO 3apeecTpyBaTH OE3KOMITOBHHMA OOIIKOBUI
3aIuC, SIKU Oy/1e BUKOPUCTOBYBATHUCH JIJISl IOCTYITY JIO Mara3uHy.

JlonaiiMo 110 IPOEKTY aKTUBH JIJIsl CTBOPIOBaHOI Hamu rpu. it mporo Budupaemo Window
— Asset Store Ta HatuckaeMo kHonky Search Online. ¥ Bikai Unity Asset Store, 110 Biakpuiocs
B Opay3epi, HeoOxinHo 3HalTH Space Shooter FREE. 3aiiTu B HhorO Ta HarucHyTH Ha Add to My
Assets. BuOGpanuii accer 3aBaHTaXyeTbcsl y JOOIpKY aceTiB Ha BalloMy OOJIIKOBOMY 3aIlHCi.

%UnilyAssetStore Q Search for assets & =0

3D 2D Add-Ons Audio Al Decentralization Essentials Templates Tools VFX Sell Assets

1:] Space Shooter FREE

& DinV Studio Tk kkk (28) | @

FREE

© 227 views in the past week

I

Q BrandyNova

* %% %% 5months ago

Very nice!

Very useful and nice looking VFX that enhanced my

class project. They were very easy use, and the
documentation was very helpful. Very helpful for ...

License agreement Standard Unity Asset Store E

ore EULA
= License type Extension Asset
NN =
Latest version 1.0

°

Latest release date Jan 16, 2018

Original Unity version 2017.2.0 or higher

verview Package Content Releases Reviews Publisher info @ Asset Quality Support

[lepernsiHyTH Ta BCTAHOBUTH MOTPIOHMI acceT MOxHa 3a gonomororo Window — Package
Manager.



Space Shooter FREE

Filters

Space Shooter FREE

Version 1.0 - January 17, 2018

Images & Videos
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Package Size
Size: 9,23 MB (Number of files: 104)

Purchased Date
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Release Details

Supported Unity Versions
2017.2.0 or higher

-Download

B pesynbTati iMnopty BubpaHoro acera B mamniii Assets 3'iBUThCsl HOBa namnka Space Shooter

Template FREE i3 Habopom acerTis:

Iepapxiss (Hierarchy) mictute Bci o0'ektu (GameObject) y morouniii creni. Unity
BUKOPHUCTOBYE KOHIIETIiI0 Tij Ha3Boto Parenting. Il[o6 3pobutu Oyap-skuii GameObject
JOYIpHIM JUIS 1HIIOTO, MEpeTATHITh OakaHWi Ao4ipHiM 00'ekT Ha OakaHui OaTbKIBCHKUII B
iepapxii. [{odipHiii 00'€KT ycCmagKoByBaTHUME TEPEMIIICHHsS Ta TOBOPOTH CBOTO OaThbka. Bu
MOYKET€ BUKOPHUCTOBYBATH CTPUIKY OaThKIBCHKOTO 00'€KTa, 10 PO3KPHUBAE, AJIS TOTO, 100 MpH
HEOOXITHOCTI TOKa3aTu abo MPUXOBATH HOTO TITEH.

[Ipu cTBOpenHi mpoekTy 2D-rpu B iepapxii cTBOpeHO 00'€KT CLIEHH, 1 10 HBOTO JOYIPHBO

CTBOPEHO Kamepy.



‘= Hierarchy

+ -

M SampleScene

1 Main Camera

Kamepu € mpuctposiMu, siKi 3aXOIUTIOIOTHh Ta BiAOOPaXKarOTh CBIT rpaBIfo. MoxXHA MaTH
HEOOMEKEHY KIJTBKICTh Kamep y clieHl. Bu MoxeTe HanmamTyBaTH peHACPUHT KaMepaMu B Oyib-
SKOMY MOPSIKY, Ha OyAb-KOMY MICIIi eKpaHa a0o JIMIIe B IEBHUX YaCTHHAX EKPaHy.

BcranoBumo kamepy BeptukanbHO. Ilepexommmo B pexum Game BHOUpaemo abo
cTBOproeMo 9:16 Aspect. Buainsemo Main Camera Ta y BIaCTHBOCTSIX Y OJTi SiZe BCTAHOBIIOEMO
3HauyeHHq 9,6.

Kpoxk 2. CTBOpeHHSsI HECKIHUEHHOTO (POHY

CtBopumo HoOBHI mopoxkHiid 00'ekT (Create Empty), HazBemo ioro Background. Y mpomy
CTBOPMMO Ie OJuH TMopoxHiii 00'ekt Background images 1 mnomictumo chopaiiTu 3
MiABaHTA)KEHOI'0 aceTa.

= Hierarchy

+1|r




Po3ramyemo ix Ha crieHi B Takuii crocio:

[IpoayOaroemMo HasBHI CIIPATH 1 PO3TANTYEMO BUIIE TOYATKOBUX :

CxpuntuHr — HeoOXi/1Ha CKJIajoBa A Beix irop. HaBite HalimpocTimi irpu notpedyroTh
CKPMIITIB JUIsl peakiii Ha JIii rpaBLs Ta opraizaiiii nojii reiimiuiero. KpiMm Toro, CKpunti MoxyTh
OyTH BHUKOPHCTaHI JUIsi CTBOpPEHHsS TpadidHuX e(eKTiB, YIpaBiiHHA (PI3UYHOIO IOBEIIHKOIO
00'exTiB a00 peamnizalii KOpucTyBalbHUIBKOI Al-cucTemMu ams mepcoHaxis rpu.




[ToBeninka irpoBuX 00'€KTIB KOHTPOJIOETHCS 3a JOMOMOTo0 KoMnoHeHTIB (Components),
K1 IPUETHYIOTHCS 10 HUX. He3Baxkaroun Ha Te, 110 BOyAoBaHi KomrnoHeHTH Unity MOXyTh OyTu
Jy’)Ke PI3HOOIYHMMH, YacTO HEOOXIAHO peai3yBaTH BiacHI ocoOymBocTi reimiuiero. Unity
JIO3BOJISIE CTBOPIOBATH CBOi KOMITOHCHTH, BHKOPHUCTOBYIOYM CKPHUNTH. BOHU J03BOJISIOTH
aKTHBYBATH ITPOB1 MOJIi, 3MIHIOBAaTH TapaMeTpU KOMIIOHEHTIB, 1 BIJINIOBIIaTH Ha BBEACHHS
KOpHUCTYyBaya B OyAb-KHiA CHIOCIO.

Ha BigMiHy Bij IHIIIUX acCeTiB, CKPUIITH 3a3BUYall CTBOPIOIOTHCS Oe3nocepennpo B Unity.
Bu MoxeTe CTBOPUTH CKPHIIT, BUKOPUCTOBYIOUM MeHIO Create y 1iBOMY BEpXHBOMY KyTi IaHei
Project a6o BubOpaBmu Assets — Create — C# Script y rOJIOBHOMY MEHIO.

CrtBopumo ckpunt. [[yist Iboro B JepeBi MpOoeKTy B mamii Assets CTBOPUMO HOBY TAmKy
Scripts

Y mammi Scripts ctBopuMo ckpunT. [IpaBor0 KHOIKOIO MHUIIN BCEPEAHMHI i€l TAKu
Bubupaemo Create — C# Script. Beogumo nassy BackgroundController.

Folder

C# Script

2D

Visual Scripting
Shader

Shader Variant Collection

Testing

Playables
Assembly Definition

Create Assembly Definition Reference

Show in Explorer Text >

Cpsy TextMeshPro »

Delete
Rename Scene

Copy Path Alt+Ctrl+C Scene Template

[TonBiiiHe KanaHHS MHUII 1O 1KOHIII CTBOPEHOTO CKpUITY BiakpuBae Visual Studio 1 B
HbOMY 11a0JIOH CTBOPEHOT'O CKPHUIITY:



” ®aiin  Mpaeka Bwa Git Mpoexr Otnagka Tect  Ananms  Cpeactea  Paclumpenus

H-e2BE P MpucoeanHerme., -

BackgroundController.cs & X
[ NMpoune daiins
em.Collections;
.Collections.Ge
yEngine;

er : MoncBehaviour

Start()

Update()

[lepesipte, mo6 y HamamrtyBanusx Unity crtosura Visual Studio: Edit—Preferences...
—External tools—External Script Editor — Bubpatu Visual Studio, 36epertu npoekT. 3akputu
Visual Studio ta nepesanyctutu Unity. [lonBiliHe KiIanaHHS MUIII N0 1KOHINI CKPHITA, 1 BiH
BimkpueThes y Visual Studio. [Tpu Bimkputti Visual Studio Moxke 3'sBUTHCS TOBIIOMIJICHHS, LIO
MOTPIOHO BCTAHOBHUTH JIOJIATKOBI KOMIIOHEHTH. BCTaHOBITIOEMO iX.

OBo3pesaTent pelleHHid
3peBaTent perueHni — nowck (Ctrl+x)

B 33BMCHMOCTI OT PELIEHNA Bam
£T NOTReGOBaTECA YETAHOENTE
AOMOAHWTENEHEIE KOMMOHEHTEI 41A
ACCTYNa K NoAHomMy Habop:
BOZMOMHOCTENR Da3pnat
= Pewwenne "SpaceShooter” (0 npoexra 1)

b [[E Assembly-CSharp (HecoBmecTimMa)

Ckpunt B3aemojie i3 BHYTpilIHIMH MexaHi3Mamu Unity 3a paXyHOK CTBOpPEHHS KJjacy,
yCHaJKOBAHOTO BiJ BOYJI0OBaHOTO Kiacy, 3BaHoro MonoBehaviour. Bu moxere nymaTu npo kiac
SK TPO CBOTO POy IUIaH CTBOPEHHS HOBOT'O THITY KOMIIOHEHTA, IKUH MOKe OyTH MPUKPINICHUN
1o irposoro o0'exra. ll{opasy, konu BU NpueaHyETE CKPUITOBUN KOMIIOHEHT 0 IrpOBOI0O 00'€KTa,
CTBOPIOETHCS HOBUM eK3eMIUIsAp 00'eKTa, BU3HaYeHUH IIaHOM. IM's kimacy GepeTbes 3 IMeHi, sike
BU BKa3aJHM IiJl yac CTBOpPeHHs ¢ailny. IM'a kiacy Ta iM'st pailily moBUHHI OyTH OAHAKOBUMH IS
TOTO, 11100 CKPUIITOBHI KOMIIOHEHT MIr OyTH NpHEIHAHUHN 10 IrpoBOro 00'eKTa.

Oynkmis Update — e miciie 11t po3MilieHHs KOy, SKUi 00poOIsITHME OHOBJICHHS KaJIpy
Juis irpoBoro o6'ekta. Lle Moxxe OyTu pyx, CipalfoBaHHs il 1 peakilis Ha BBEIEHHS KOPUCTYyBaya,
B OCHOBHOMY BC€, IT[0 TIOBUHHO OyTH 00p0o0JeHo 3 yacoM B irpoBomy mporieci. [1lo6 mo3pomutu
¢ynkuii Update BHKOHYBaTH CBOIO pPOOOTY, uyacTo OyBae KOPHUCHO IHIIiaJli3yBaTH 3MiHHI,
paxyBaTH BJIACTHBOCTI Ta 3A1MCHUTHU 3B'A30K 3 1HIIUMHU ITPOBUMHU 00'€KTaMH J0 TOTO, K OyIAyTh
3MiiiCHeH1 Oy Ib-sKi M.

Oynkris Start 0yzae Bukimkana Unity 10 TO4YaTKy irpoBOro mpoiecy (ToOTO 0 MepIioro
BukiMKy ¢yskuii Update), 1 e izeanbHe Miciie /Ul BUKOHAHHS 1HiIiami3arii.

Debug.Log — 1ie komaH/1a, sika MPOCTO BUBOIUTH MOBIJOMIICHHS Ha KOHCOJIbHE BUBEICHHS
Unity.

Hanpuxknan, xox:



void Start()

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

Sxmo Bu HatucHere 3apa3 Play, B moGauuTe MOBIJOMIJICHHS BHHU3Y OCHOBHOT'O BiKHA
penakropa Unity y Bikai Console (menro: Window > Console).

B Console

Clear = Collapse Error FPause Editor~

[17:39: am alivel
UnityEngine.Debug:Log (object)

Ckpunt Unity He cX0kHii HA TPAAULIKHY 1/1€10 TPOTPaMu, A€ KOJ| PAIIO€ TIOCTIHHO B LUK,
MIOKH HE 3aBEpUIMTh CBOE 3aBJaHHsA. HaTtoMmicTh Unity nepioinyHO nepeaae KepyBaHHs CKPUNITY
IIPY BUKJIMKY MIEBHUX OTOJOMICHUX Y HbOMY QYHKIIN. SIK Tinbku QyHKIIisS 3aBepIIye BUKOHAHHS,
KepyBaHHsI moBepTaeThes Ha3an A0 Unity. Li ¢dyHKii BigoMi sk GyHKIT MOAiH, TOOTO TX aKTUBYE
Unity y BiamoBige Ha mofii, 1m0 BinOyBaioThCs y mpoueci rpu. Unity BUKOPHCTOBYE CXEMY
iIMEHyBaHHs, 1[00 BU3HAYMUTH, SKYy (PYHKIIIO BUKJIMKATH TMeBHOI moxii. Hampukman, mu Bxke
posrisays  GyHkmiro Update (BHKJIMKAaeTbes Teped 3MIHOIO Kaapy) Ta (QyHKIio Start
(BUKJIMKAETHCS Mepes nepimuM kaapom ob'ekta). Y Unity € HaGarato 6inbliine QpyHKIIH Moaiid.

JlomaeMo HaCTyHUM KOA!

public class BackgroundController: MonoBehaviour

{

[SerializeField]

private SpriteRenderer sprite;

private float speed = 2.5f;

private float positionMin;

private Vector2 positionRestart;

// Start is called before the first frame update

void Start()

{
positionRestart = transform.position;
positionMin = sprite.bounds.size.y * 2 - positionRestart.y;
//Debug.Log("I am alive!");

}

// Update is called once per frame

void Update()

{
transform.Translate(Vector3.down * speed * Time.deltaTime);
if (transform.position.y <= -positionMin)

transform.position = positionRestart;
}
}

Unity no3Bojisie 3MIHIOBaTM 3HAUY€HHS 3MIHHUX CKpUNTa y 3amyiueHid rpi. Lle myxe
KOpUCHO, 1100 moOaunTH epeKTH BiJ 3MiH BiIpa3y >, 0e3 3yHmHHKH Ta mepes3amycky. Komu



NPOTPaBaHHs 3aKIHYYETHCS, 3HAYCHHS 3MIHHHX CKHIAIOThCS JO CTaHy, SIKMH BOHH Malldl JI0
HATHCKaHHS KHOMIKU Play.

Atpubytu (Attributes) — me mapkepw, SKi MOXYTh OyTH PpO3MIIIEHI Iepes] KIacoM,
BJIACTUBOCTSAMHU a00 (YHKIISIMH B CKpHITI, 1100 BKa3zaTH ocoOnMBY mMoBeniHKy. Hampukian,
atpuoyt Hidelnlnspector moxxe OyTu 1momaHWil Tepe] OTOJOMICHHSM BJIACTUBOCTI IS
3armo0iraHHs BiJOOPaKEHHIO I1i€1 BIACTHBOCTI B 1IHCIIEKTOPIi, HABIThH SKIIO BOHA myOmiuHa. Y C#
BiH MICTUTBCS MK KBaJPaTHUMH Ty KKaMH.

VY C# B MOBUHHI OT'OJIOCUTH 3MiHHY 3arajlbHOJIOCTYITHOO, 100 MOOAYHTH ii B IHCHIEKTOPI.
Skmo Bu Takox xouere, mobd Unity cepianmizyBana private moss (mobauntu ix B [HcriekTopi), B
MOJKETe I0AATH J0 uX momiB arpuodyT SerializeField.

3acTocyeMo cTBOpeHHWi ckpunT Ha 00'ekT Background images nuisixom mepeTsryBaHHS
IKOHKHM CKpHUITA JI0 BIACTUBOCTEH 3a3HAYEHOr0 00'€KTa. 3aI0OBHUMO 3HAYECHHSM T0JIe Sprite.

O Inspector

Background images

* Layer Default

ﬂ + Background Controller (Script)

Sprite e Mebula_1_1_Tof

Add Component

3aHYCTI/IMO IIPOEKT I'pU. Tenep Ma€eMO HECKIHYEHHE TJIO.

Kpok 3. JlogaBanHs irpoBoro 06'ekty

Jlonamo Ha crieHy rpaBls K KOCMIUHUN KOpaOeb.

Cuctema Prefab Unity no3Bosisie cTBOproBaTH, HaJdaToByBaTu Ta 30epiratu GameObject y
KOMIUIEKT] 3 yciMa HOro KOMIIOHEHTaMM, 3HaYEHHSIMH BIIACTUBOCTEH Ta JOYIPHIMU IFPOBUMU
00'eKTaMM SIK TOBTOPHO BUKOPHUCTOBYBAaHHUH aKTHUB.

V¥ Hamomy npoekti Takuii Prefab mu Bi3bMeMo 13 BcTaHOBIIEHOTO aceTy. [l boro B maHesni
Project 3axoaumo no manku Space Shooter Template FREE — Prefabs ta neperaryemo Ha cueny
Prefab mig Hassoro Player.



mpleScene*
) Main Camera

ground
rer

Prefab mig na3zBoro Player Bke mMae psii KOMIOHEHTIB, sIKi JOAaB PO3POOHHK aceTa, IO
BHUKOPHCTOBYEThCS. 30KpeMa, Ha 00'exT Player HaBimeHo tpu ckpuntu.: Player, PlayerMoving ta
PlayerShooting.



Player
Player Layer Default
Open
Transform
Position

Rotation

L I o I o |

Player (Script)

M PlayerE

/ Player Moving (Script)

1.
1.5
1.5
1.

# Player Shooting (Script)

¢ Sprite Renderer
 Box Collider 2D
Rigidbody 2D

V ckpunri Player € mapametp Destruction FX - npe¢ab BigeoedekxTy, 1110 reHepyeThCs Micis
CMEpTI I'paBlLIs.

VY ckpunri PlayerMoving € napametp Borders, 1110 HanamroByeThCs - BIICTYH BiJl KOXKHOT
MEXi eKpaHa, sIKUi rpaBelb He MOXKE MPOXOIUTH.

V ckpunri PlayerShooting € mapamerpu Weapon Power — tun 36poi rpaBiis, 1110 BIUIUBAE Ha
CTPUISHUHY (3a 3aMoBuUyBaHHsM Bif 1 10 4) 1 Guns — rapMarty 1 MpoMeHeBl 00'€eKTH B i€papxii
TPaBIIiB.

Komnonent Sprite Renderer Bi3yanizye nBoBuMipHi rpadiuni o0'ekTu Sprite Ta Kepye IXHIM
Bi3yaJIbHUM B1100pa’keHHSIM Ha CIIEHI.

[Tpu crBopenHi cipaiity (GameObject — 2D Object — Sprite) Unity aBTOMaTH4HO CTBOPIOE
GameObject i3 mpukpimaeHuM KoMioHeHToM Sprite Renderer. Bu Takoxx MoxeTe momaTu
KOMITOHEHT J10 1CHyI04Oro irpoBoro 06'ekra uepe3 Kommnonentu (Mento Component — Rendering
— Sprite Renderer).

PosrisinemMo Bi1acTUBOCTI KOMIIOHEHTA.

BrnactuBicTb Onuc
Sprite Busnaure, siky TekcTypy Sprite Mae BijoOpakaTé KOMIIOHEHT. KitaiHiTh ManeHbKy
TOYKY NpaBoOpyd, 00 BIKPUTH BIKHO BHOOpPY O0'€KTiB, Ta BHOEpITH 31 CIHCKY
JOCTYITHUX PECYpciB CIPaMTiB.




Color Busnaure komip BepmmH chopaiity, skuii miggapboBye abo nepedapOoBye
300pakeHHsI. BUKOpHUCTOBYITE MAiTPy KOJNBOPIB, MO0 BCTAHOBUTH KOJIp BEPIIHH
TEKCTYPH, L0 BizyalizyeThcst Sprite.

Flip [TepeBeprae TekcTypy Sprite B3IOBX 3a3HaueHOi oci. Lle He 3MiHIOE MO3HILIO
nepeTBopenas GameObject.

Material Busnaute Marepiai, SsKuif BHKOPHUCTOBYETHCS IS Bi3yauli3allii TEKCTYpH CIIPaiTy.

Draw Mode Busnaure, sx macmTaOyeTbcs CHpadT mpu 3MiHI po3MmipiB. Bubepits oamH 3

HACTYIHUX BapiaHTIB y CIUCKY, IO PO3KPHBAETHCA.

Simple — Bce 300pakeHHsT MaciTabyeThesi pU 3MiHI po3wmipis. Lle omirist 3a
3aMOBYYBAaHHSIM.

Sliced — BubepitTh meit pexum, skimo Sprite mae 9-sliced (BkmoYae mosmin
300pakeHHsI Ha JIeB'SITh YacTWH, 1100 MpH 3MiHI po3Mipy Sprite, pi3Hi YaCTHHU
MacIITadyIOThCS PISHUMHE CITOCOOaMH, 00 CIIPalT 3aTUIIABCS MPOTIOPIIHHUM).

Size (“Sliced’ or ‘Tiled’) — BBeniTh HOBY HIMPUHY Ta BHCOTY CIPaHTy, 100
MPaBUIIBHO MacIITa0yBaTH CHPAKT, IO CKIaJaeThes 3 9 pparMeHTis.

Tiled — 3a 3aMOBuUyBaHHAM y [BOMY pEXHMi CepeaMHa crpaity 3 9
¢parMeHTaMH CTa€ MO3AiYHOIO, a HE MACIITA0YEThCS 3a 3MIHHM HOTO PO3MIpIB.
BukopucroByiite Mo3aiuHMi peXuM, 00 KepyBaTH MO3aiYHOIO TOBEIIHKOIO
CIIpauTy.

Continuous — 11e pexxuM MO3aiKH 3a MPOMOBUYAHHAM. Y Oe3MepEepPBHOMY PEIKUMI
Cepe/IHs YaCTHHA BUPIBHIOETHCS MIPH 3MiH1 pO3MIpiB CIIPaUTYy.

Adaptive — B alaITUBHOMY PEKUMi TEKCTypa Sprite po3Tsry€eTbest Py 3MiHi 11
PO3MipiB, SK 1 pocToMy pexknMi. Ko MaciTad 3MiHEeHHX po3MipiB 30iraTUMEThCs
31 3HAUCHHSAM PO3TATYBaHHS, CEpeIHs YaCTHHA OYHE BUKIIQJIATHCS MO3aiKOI0.

Stretch Value — BukopucTOBYiiTe MOB3YyHOK, 11100 BCTAHOBUTH 3HaueHHS Big 0
mo 1. MakcuManbpHe 3HA4eHHS JTOPIBHIOE 1, IO BiAMOBigae MOABIHHOMY MaciiTady
BHXIJTHOTO CIIPaNTYy.

Mask BcranoBiTh moBeniHKy 3aco0y Bi3yamizamii chpalTiB mpu B3aeMOJii 3 MacKoOIO
Interaction CrpaiTy

None —3aci6 Bi3yaiizallii ClipaiiTiB He B3aEMOI€ 3 )KOAHUMH MAacKaMH CITPanTiB
y cueHi. Lle omris 3a 3aMOBYYBaHHSIM.

Visible Inside Mask — cripaiiT BUIHO TaMm, ¢ Ha HHOTO HAKJIAJTAETHCS MacKa
CIIpaiiTy, ajie He 3a ii MeKaMHu.

Visible Outside Mask — cripaiiT BiIHO 30BHI MacKH CIpaiTy, ajie He BCepeanHi
Hel. Macka cripaiiTy MpUXOBY€ YaCTHHU CIIPANTY, sIKi BOHA HAKJIAJIAE.

Sprite Sort Point | BubepiTh MiX HEHTPOM CIpalTy ab0 HOro TOYKOK OOEpTaHHS MPU PO3PAXYHKY
BiJICTaHi MiXK CIIpaiiTOM Ta KAMEPOI0.

Material Busnaure Marepiai, SsKuii BAKOPHCTOBY€ETHCS JIJIs Bizyaltizamii TEKCTYPH CIIpauTy.
Sorting Layer BcTaHoBITh 1Iap COPTYBaHHS CIPalTy, KWW Kepye WOTo MpPiOPUTETOM IIiJ| 4ac
peHaepuHry. BubepiTh icHyIOUMiA HIap COPTYBaHHS 31 CIMCKY a00 CTBOPITH HOBUHA
IIap COPTYBAHHSI.

Order In Layer | BcraHOBiTH MPiOPUTET PEHAEPUHTY CIpPAaiiTy B MeXax HOro Imapy COpTYBaHHS.
Criouatky Bi3yalli3yrOThCsl CIpAiTH 3 HIKYUMH HOMEPaMH, a CIIPalTH 3 BHUIIUMH
HOMEpPaMU MEPEKPUBAIOTHCS CITPAWTAMHU, PO3TAIOBAHUMH HUKYE.

Kommonent Box Collider 2D — e xonaiinep, sikuit B3aemoie 3 cucremoro 2D-¢izuku. Lle
MOPSIMOKYTHHUK Y (OpMi 3 TIEBHUM TOJOKEHHSM, IIIUPHUHOIO Ta BUCOTOIO B JTOKAIBHOMY TPOCTOP1
koopauHat Sprite. [IpsSMOKyTHUK BUPIBHSHUH 1O OCl, siKa nmapajenbHa ocsiM X 4i Y JIOKaJIbHOIO
poCTOopYy.

Konaiinep — HeBuanma (opma, M0 BUKOPUCTOBYETHCS I OOpOOKH (hI3MYHHUX 31TKHEHbD.
Komnaiinep He 000B's13k0BO Mae OyTH came Ti€l 3k popMH, 10 i ciTKa 00'eKTa.

BusiBieHHs 31TKHEHb — aBTOMaTUYHUH MpoIiec, U0 BUKOHYEThCs Unity, sIKuil BU3Havae, 4u
GameObject 3 Rigidbody, 1m0 pyxaetbes, 1 Konaiiep yBIMIIOB B KOHTAKT 3 OyIb-SKUM 1HIIUM
KOJIAIEpOM.

Cucrema clieHapiiB MOXKe BU3HAYATH BUHUKHEHHS KOJIi31i Ta iHIIil0BaTH Jii 32 JOMTOMOTO0
¢ynxkiii OnCollisionEnter. OgHak TakoX MOXHa MPOCTO BUSBUTH, KOJIH OAWH KOJIAlIEP BXOAUTh



y TMpOCTip IHIIOTO, HE CTBOPIOIOYM 3iTKHeHHs. Koumaiinep, HamamToBaHW SK TpUrep
(BuKOpHCTOBYIOUYM BracTuBicTh Is Trigger), He Bene ceOe sik TBepAMiA 00'€KT 1 MPOCTO MPOIYCKAE
iHmi komaaepu. Komm komaiiep BXOOUTh Y CBOE MiCIe, TPHUTep BHUKIWKAE (DYHKIIIIO
OnTriggerEnter anst o0'ekta Tpurepa scripts.

Composite Collider 2D kommnoHeHT — 1€ Kojaiaep, SKui B3aemojie i3 cucremor 2D-
¢izuku. Ha BigmiHy Bijg OUTBIIOCTI KONIaiiAepiB, BiH BU3HAUae BHYTpilHIO (hopmy. HatomicTs Bin
noeanye popmu Oy ab-sikoro Box Collider 2D a6o Polygon Collider 2D, sixi Bu HajamrtyBaiu AJis
Bukopuctannsa. Composite Collider 2D BukopuCTOBY€E BepIIMHU (F€OMETPiI0) OYAb-SIKOTO 3 IUX
KoJaiiiepiB Ta 00'eIHY€ iX pa3oM y HOBY reoMeTpiro, kepoBany camum Composite Collider 2D.

XKopertki Tina go3onstors BamuM GameObjects misitu mig koHTpoiem ¢izuku. Rigidbody
MOYKE CIPHIMATH CHUJIM Ta KPYTHHH MOMEHT, 100 BaIl 00'€KTH pyXalucsi pearicTu4Ho. byb-
sxkuii GameObject mosuneH mictutu Rigidbody, m06 Ha HBOrO BIUIMBaNaA rpaBiTalis, 00 BiH
JISIB T JTI€I0 TOAATKOBUX CHUI 32 JIOITIOMOTOIO CIIeHapiiB a00 B3a€MOJIiSB 3 IHITMMHU 00'€KTaMH.

Komnonent Rigidbody 2D nowmimiae 00'exT mia ynpasiaiHas Gpi3udHoro nsuryHa. 2D 00'exTn
MOXYTb PyXaTHCsI TUIBKH B IUTOMIMHI XY 1 MOKYTh 00€pTaTHCS HABKOJIO OC1, EPIIEHAUKYIISIPHOT
i TUIOLIMHI.

3a3Buyaii kommoHeHT Transform pemaktopa Unity Bu3Hauae, sik GameObject (i #ioro
nouipHi 00'ektm GameObject) MO3UIIOHYETHCS, 00EPTAETHCA Ta MACIITa0yeThCS YCepenuHi
Cuenu. Konu BiH 3MIHIOETBCS, BIH OHOBIIIOE 1HIII KOMIIOHEHTH, SIKI MOXYTh OHOBIIFOBAaTH TaKil
pedi, sIK e BOHU BioOpaxkatoThcst abo Je Koaiaepu.

Kpok 4. JlogaBanHs BOPOTiB

Hactynmaum kpokom Oyjie 101aBaHHS Ha CIIEHY BOPOTIB Ta 1HIIUX 00'€KTIB.

Y BcTaHoBneHoMy aceti B marii Prefab moxna 3naiiTi ctBOopenuii mpedad Bopora:

Enermy_...

m Enemy

Sxmo nei mpedad MPOCTO MEPETITHYTH Ha CIEHYy Ta 3alyCTUTH TPy, TO BOPOT
nepedyBaTume TaMm, A€ WOro moctaBuin. HaBiThk SIKIIO HammMcaTH JUIsl HBOTO CKPHUIIT, SIKHK HOTO
repecyBaTuMe, TO OJIMH BOPOT L€ MAJIO.



B ineani HaM moTpiOEH MOTIK TAKUX BOPOTiB, sIKi 3'ABISTUMYTHCS U€pe3 ACSKHIA 4ac y pi3HUX
KoopauHatax. [[is uporo cTBoproeThesi moposkHid 00'ekT GameObject 1 Ha HHOTO HABIITYETHCS
CKpHIIT, SIKHH TeHepyBaTUME MOSBY BOpOTiB. AOO cTBOpIO€ThCs MOposkHil 00'ekT GameObject i3
JIOYipHIMH 00'€KTaMH, 1 Ha 111 00'€EKTH J0JAI0ThCS BIATIOBIIHI CKPHUIITH.

Create Empty "\/

2D Object »
30 Object »
Effects >

Tak Ak y 1iif po60Ti MU BUKOPHCTOBYEMO BCTAHOBJIEHHH acceT, a BiH BXKe MICTUTh TaKUi
00'eKT, TO CTBOPIOBATH MOPOXKHIM 00'ekT He Oyaemo. [lepeTsiruemo Ha cueHy 3 nanku Prefab
o0'ext mig Ha3Boro Game Controller. ¥V Hamomy BHUNaAKy BiH MICTUTHME KUIbKa JIOUYIpHIX
00'€KTIB:

Boundary — 00'exT Bka3ye Ha 00'€KTH, [0 IEPETHHAIOTH JIHIIO ITPOBOTO TMOJIS, 3HUIILYE YU
JIEaKTUBYE IX.

Level_Controller — korTpostoe irpoBuii mporec bOro piBHS, 30KpeMa BUPOOIIsie€ BOPOTiB,
O6oHycHu Ta (HOHOBI 00'EKTH.

Jns 3amycky piBHS HeoOXigHo 3azmatu moist ob6'ekta Level Controller, a came Enemy
Waves. ¥ kareropii «Enemy Wavesy» ciij 3a3HaYUTH KUIBKICTh BOPOKHUX XBHIIb, SIK1 3'SIBIISTHCSA
Ha 1[bOMY piBHI. Tako MOTPiOHO BKa3zaTH TOYKY BUITIKY BiJf OYATKy I'PU, KOJH 3'SBISETHCS



KokHa XBWISI (y cekyHnaax). JlomaroThesl 3a3maeriap miAroToBNIeHI XBWiIl 3 manku Prefabs —
EnemyWaves.

v Lewvel Controller (Script)

Enemy Waves
Elemen
Time Tt T o
Wave oWave_1

Element 1

Element 4
Element 5

Elem

VY Time For New Powerup BcTaHOBITb, SIK 4acTO MOBUHEH 3'ABIsATUCS O0HYC Power up.
VY «Planets» Hanamryiite miaHeTH-BiAbMH, K1 BU 30MpaeTecs BAKOPUCTOBYBATH, 1 SIK 4aCTO
BOHU MArOTh 3'ABIISTHUCS.

¥ Level Controller (Script)

Enemy Waves

Element O
Element 1

Element 2

Time E n Planets

Planet ed

Enemy Waves mictuth ckpunt Wave, siKuil reHepye NeBHY KIJIbKICTh BOPOT'iB MPOTATOM
MIEBHOTO MEP10/ly Yacy 1 3alyCcKae iX 10 MeBHOMY LUISXY.

B ~ Wave (Seript)

[ons ckpunty «Wave»:

- «Enemy» — npedabd Bopora, sikuii 6yJie CTBOpEHMH M1 Yac i€l XBUIi;
- «Count» — KUIbKICTh BOPOTIB Y IIiil XBUIIL;

- «Speed» — MIBUAKICTD, 3 IKOI0 BOPOT MPOXOAMTH IILJISX;



- «Time Between» — mepio1 Mik IOSBOIO BOPOT'B;

- «Path Points» — To4kw, sIKi poiie BOPOT IiJ] 4ac MPOXO/DKECHHS HIISIXY;

- «Rotation Bypass» — un 06epTaTuMeThCs BOPOT IIi1 Yac MPOXOKEHHS IILIAXY.

- «Loop» — 4KImO UWKI aKTUBHHUM, TICHS 3aBepIIEHHS LUIAXY BOpor Oyze
MepereHepoOBaHNN y TIOYATKOBIHM TOYIIL;

- «Path Color» — kouip, sikum Oyze Bia3HaYeHu# nuisix y Penakropi;

- «Shooting»: «Shot chance» — WMOBIpHICT MOCTPiITy 0 MPOTHBHHUKY IIPU
POXO/KEHHI IUIIXY, a TAKOX MIHIMAJIbHHUNA 1 MAKCUMAJIbHHUNA Yac, KOJIU MPOTHBHUK
crpoOye BUCTPUINTH.

- «Test Mode» — sIKI110 TeCTOBUI PEXKUM aKTHBHHUI, XBHJISI TEHEPYBAaTHMEThCS TOCTIHHO
3 iHTEepBaJIOM y 3 ceKkyHau. Bu MoxeTe BHKOPUCTOBYBATH TECTOBUI PEXKHM JUISI
HaJIAIITyBaHHSA HOBOI XBHUIII.

Tenep, KoK Ha CIICHI MU PO3TaIlyBaJIl HECKIHUEHHE TJIO, TPaBIs Ta 00'€KT, 110 BiATOBIAAE

3a TeHEepaLlil0 BOPOTiB 1 IIIAHET MOXKEMO 3aIyCTHTH TPy HAa BUKOHAHHS:

M SampleScene
in era

2. 3aB1aHHA 10 NPAKTHYHOI podoTu 1
CtBOpUTH TPy, ONUCAHY B IPAKTHUYHINA POOOTI.



IIpakTuuna po6ora 2. 2D rpa. OcHoBHi 00'eKTH

Mera po6oTH: MO3HAHOMUTHCS 3 OCHOBHMMH 00’ekTamu Ha cueHi B Unity. HaBuutmcs
J0AaBaTH 00’ €KTHU Ta HAIAIITOBYBATH 1X (QYHKI[IOHAIBHICTH B IIporpami Unity.

1. TeopeTnuHuii MarepiaJ

Knac GameObject B Unity BHKOPHCTOBYETHbCS Ui MPEJACTABICHHS BCHOTO, IO MOXE
icayBatH y creni. Kosken 00'ext y Bamiii rpi — e GameQObject, Bix nepcoHaxiB Ta KOJEKIIHHUX
IPEMETIB J0 JKEpeII CBITIIA, KaMep Ta CrelialbHUX e(eKTiB.

I ot ey

Sprites > 2D Object >

Physics > 3D Object >

Tilemap > Effects >

Sprite Shape > Light >

Pixel Perfect Camera Audio >

Sprite Mask Video >
ul >
Ul Toolkit >
Camera

Visual Scripting Scene Variables

Pucynoxk 2.1 — ITpukag GameObject

IrpoBi 00'eKTH aKTHBHI 32 3aMOBUYBAHHSM, aJIe X MOXHA JICAKTHBYBATH, IO MPU3BEIE 10
BUMKHEHHSI BC1X KOMITOHEHTIB, TPUKPITIJICHUX 710 IrpOBUX 00'€KTiB. 3a3BUYal 1e 03HAYAE, 110 BiH
CTaHe HEBUIMMHM 1 HE OTPMMYBATUME 3BHYANHMUX 3BOPOTHHX BHKIHMKIB a00 MOJIH, TaKUX K
Update a6o FixedUpdate. Cratyc irpoBoro 00'€KTa aKTHBHHM, MPEACTABICHUI MparoprieM
J1BOPYY BiJl iMeH1 00'eKTa.

Ga v  Capsule Static ¥

h 4

Tag Untagged ¥ Layer Default =

Tez — 11€ TOBIIKOBE CJIOBO, SIKE MOKHA MPHUCBOITH OJHOMY abo nekinmbkoM GameObjects.
Hampuknan, Bu MOXeTe BUSHAYUTH TeT «['paBerpy s MepCOHaXiB, KOHTPOIHOBAHUX T'PABIIEM,
Ta Ter «Bopor» i mepcoHaxiB, sIKI HE KOHTPOJIOIOTHCS TIpaBlieM. Bu MokeTe BH3HAUYUTU
IpeIMeTH, sIK1 TpaBelb Moske 30uparu y Cueni 3 nmo3zHaukoro "Konexmiitauit".

Tern nomomararoTh iieHTU(IKyBaTH irpoBi 00'ekTH Ui cueHapiiB. Terum KopucHi Juis
TPUrepiB y KoJaliepi, 3a JOMOMOT 00 SIKHX MOKHA 3'CyBaTH, Y1 B3a€EMOJIIE I'paBellb, HAPUKJIIA,
3 BOPOTOM, PEKBI3UTOM ab0 MpPeIMETOM KOJIEKI[IOHYBaHHSI.

Cawmi o co6i GameObject Hivoro He poOIIATH, ajle AIF0Th SIK KOHTCHHEPH /151 KOMIIOHEHTIB,
Jie peastizoBaHa I PYHKILIOHAJIBHICTb.

[[To6 nomatu irpoBoMy 00'€KTY BJIaCTUBOCTI, HEOOXIJIHI JIJISt TOTO, 100 BIH CTaB JHKEPEIIOM
CBITJIa, IEPEBOM 200 KaMeporo, TOTPIOHO T01aTH 10 HHOTO KOMITOHEHTH. 3aJI€KHO BiJl TOTO, SIKUH
00'eXT BM X04eTe CTBOPUTH, BH fojaere 10 GameObject pi3ui koMOiHaIii KOMIOHEHTIB.

Jlo GameObject 3amxau npuenHaHo KOMIOHEHT Transform (s momaHHs MOJIOKEHHS Ta
opieHTaIii), 1 BUJAIATH HOTO HEMOXXJIWBO. [HINI KOMIIOHEHTH, SIKIi HAJaloTh 00'€KTy HOTO
(GYHKIIOHANBHICTh, MOXKYTh OYTH 10AaH1 3 MeHI0O KOMITOHEHT peakTopa abo CKpuITa.



0 Inspactor -
@ + [Cube || | 5tatic
- Tag Untagged | Layer Default -
v M Transform a8
Paosition X0 ¥ 0 £ 0
Rotation X 0 0 £ 0
Scale a1 ¥ L

CrtBopuMO HOBHH TpPOEKT 2D-rpu. Y HOBOMY MNpPOEKTI MEperMEHyeMO Ha3BYy CLEHH Ha
Scenel. CrBopumo Ha creni npoctuii GameObject y sursiai xona (2D Object — Sprites —
Circle) ta wnasBemo iioro, Hampukian, Ball. KonrtekctHe MmeHro, 1e MokHa oOpaTh BHI
GameObiject, 1110 cTBOPIOETHCS, MOYKHA BUKJIMKATH IIPAaBOK KHOIKOIO MuIli B maneni Hierarchy
abo B meHto GameObject.

Create Empty

2D C
3DC
Effec
Light
Audi
Vide:
Ul

Ul Te

9-Sliced

Capsule

Circle

Hexagon Flat-Top
Hexagon Pointed-Top
Isometric Diamond
Square

Triangle

Camera

Visual Scripting Scene Variables

Sprites == Hierarchy
Physics + - ar
Tilemap R Scenel

Sprite Shape @ Main Camera

Pixel Perfect Camera Ea Ball

Sprite Mask

Komnonent Rigidbody — e 0CHOBHUI KOMITOHEHT, IO BKJItOYa€ (pi3WYHY MOBEMIHKY IS
o0'exta. 3 mpukpimneHuM Rigidbody o0'exT HerailHO mouyHe pearyBaTH Ha TpaBiTalilo. SIKIIo
nolaHo ofauH abo kinbka KoMmmoHeHTiB Collider, To mpu komizisiX (3ITKHEHHSX) OO'€KT

NepeCyBaTUMETHCA.

& Rigidbody 2D

Body Type
Material
Simulated
Use Auto Mass
\ERS
Linear Drag
Angular Drag
Gravity Scale
Collision Detection
Sleeping Mode
Interpolate
Constraints
Freeze Position
Freeze Rotation

Layer Overrides
Info

Dynamic
None (Physics Material 2D)
v

1

0

0.05

1

Discrete
Start Awake
None

Pucynok 2.2 — Bikno xomnonenty Rigidbody

st Toro, mo6 o6’ext Ball craB diznynnm, nomaemo 10 Hporo kommoHeHT Rigidbody. s
1poro B maesni Inspector maruckaemo kaonky Add Component Ta o6upaemo Rigidbody 2D.



Add Component

a rig|

Search
& Rigidbody

& Rigidbody 2D
*k Event Trigger

New script

Pucynok 2.3 — ITomyk y BikHi komnoneHty Rigidbody

SIkuo 3apa3 3amyctuTh rpy, 00’ekt Ball mouHe majgatu BHU3 Ta Buiiie 3a MEKi KaMepH, TaK
SK Ha HbOTO BIUIMBA€E IpaBiTallisl.

Kommnonentu Collider Busnauatots Gpopmy GameObject mis wineit Gi3uuHUX 3iITKHEHB.
Kosnaiinep He 000B’s13k0BO Mae Oytu Takoi x (opmu, sik citka GameObject. TIpuGnusne
HAOJIMKSHHS CITKHM YacTo € OUThIN e()eKTUBHUM 1 HEPO3PI3HUM Y irpOBOMY TIPOIIEC.

Haiinpocrimi komnaiiziepu € TpUMITUBHMMM THUMaMu KoJutainepiB. Y 2D Bu mMoxere
sukopuctoByBatu Box Collider 2D, Circle Collider 2D tomo. Bu Moxere nomatu Oyab-sKy
KUIBKICTH 1X 10 ogHoro GameObject, 1106 cTBOpuTH CKJIaaeH] KOJUIaiiIepH.

st Toro, mo6 o6’ekt Ball mir B3aemonisTu 3 iHIIMMH 00’€KTaMH, JOAAEMO 10 HBHOTO
xommoneHt Collider. Ins uporo B maneni Inspector matuckaemo kaomnky Add Component ta
obupaemo Circle Collider 2D.

O v cCircle Collider 2D

Edit Collider Pr
o

Material None (Physics Material 2D)
Is Trigger

Used By Effector

Offset X -0.00051 Y O

Radius 0.5122914

Layer Overrides
Info

[IIo6 o0’ext Ball He neTiB y HECKIHUEHHICTh BHH3, JOJAEMO Ha CIEHI HOBUH 00’ €KT.
CrBopumo myctuii 00’ekt GameObject — Create Empty (mpaBoro KHOMKOIO MHUIIN B MaHEi
Hierarchy). Hassemo #ioro Wall. B HpoMy cTBOpHMO 111e oauH 06’ekt 2D Object — Sprites —
Square.

= Hierarchy

+v o
Set as Default Parent & Scenel*
Create Empty ® Main Camera
2D Object > @ Ball
3D Object > @ Wall

2 Square
Effects >
>

Light

JHonaemo 10 06’exta Wall kommonent Collider. J{ist mporo B manerni Inspector Haruckaemo
kHorky Add Component ta obupaemo Box Collider 2D.

3aminuMo kouip ctBopeHux o0’ektiB Ball ta Square. [Ins mporo B manemi Inspector
BIZIKpUBAEMO BiKe ICHYIOUMi KomMroHeHT Sprite Renderer ta y BmactuBocti Color 3minroemo kosip
Ha MOTPIOHUH.



2l v Sprite Renderer

Sprite [s[Circle
Color
Flip X Y
Draw Mode Simple
Mask Interaction None
Sprite Sort Point Center
VECIE] ® Sprites-Default
Additional Settings
Sorting Layer Default
Orderin Layer 0

3anyctumo rpy. Tenep 06’ekt Ball 3ynuanThes Ha BepxHii moBepxHi 00’ exta Wall.

Honaiimo 1o o6’exriB Ball Ta Wall moxmnuBicts ¢izndno B3aemomisitu. st 11boro B ixHix
KoJaiaepax HeoOXiqHO noaatH (Gi3MUHUNA MaTepia.

Physics Material 2D BUKOpHUCTOBYETBCS [UIsl HAJAIITYBaHHS TEPTS Ta BiJACKaKyBaHb, SIKi
BiZI0yBatoThcst Mixk 2D ¢iznyHrMuU 00'ekTamMu 1pH iX 31TKHEHH1. CTBopUTH 2D (i3uunuii matepian
MOXHa uepe3 MeHIo Assets (Assets — Create — Physics Material 2D).

CrtBopumo ¢isnunmii Matepian s o0’ektiB Ball Ta Wall. 3 mouarky B mammi ASSets
cTBoprMoO HOBY nanky Material. B wiii mamii ctBopumo nBa marepianu Ball Material 2D Ta Wall
Material 2D.

© Inspector - O Inspector

Friction

Bouncine

@di3u4HU MaTepiaia Mae Taki BIACTUBOCTI:

- Friction — koedinieHT TepTs AN JaHOTO Koaiinepa.

— Bounciness — cTymiHp BiJICKOKY 3iTKHEHb BiJ moBepxHi. 3HaueHHs () o3Hauae, 10
HEMae BIJICKOKY, y TOW Yac SIK 3HaueHHsS | O3Havae XOpoIly BiJICKaKyBaHICTh 0e3
MOJAJIBIIOI BTPATH €Heprii.

Jns Buxopuctanus 2D ¢disuyHOro matepiangy NMpOCTO MEPETATHITH MOro Ha KOMIIOHEHT

KoJIaiiziepa B IHCIIEKTOPI.
Skmro temep 3amyctuTH rpy, 00’ext Ball Oyne BijckakyBatu MepneHAUKYISPHO 00’ €KTY
Wall. Hecemo pizHomaniTHicTs. CTBOpHMO ckpunT 1uist 00’ exta Ball 3 Hazporo Ball.



void Start()

{
const float MinImpulse = 3f;

const float MaxImpulse = 15f;
float angle = Random.Range(@, 2*Mathf.PI);

Vector2 direction = new Vector2(Mathf.Cos(angle), Mathf.Sin(angle));
float magnitude = Random.Range(MinImpulse, MaxImpulse);

GetComponent<Rigidbody2D>().AddForce(direction* magnitude, ForceMode2D.Impulse);

Slkmo temnep 3amyctutu rpy, 00’exT Ball Oyne BinckakyBatu Bin 06’exta Wall 3 pizHoro
CHJIOIO Ta i PI3HUMHU KyTaMH.

11106 Ball micns BifickOKy HE BUJIITaB 3a JIiBY Ta [IPaBy I'PAHUII0 KaMEPH, HEOOX1THO 00’ €KT
Wall nonoBHuTH JIiBOPYY, IPaBOPYY Ta Haropi 06’ ekramu Square. KoxxuoMmy cTBOpeHOMY 00'€KTY
Square noxatu KoMroHeHT i ¢iznunuit marepian Wall Material 2D.

Honaiimo no rpu miardopmy, sika Oyae pyxaTHCs BJIIBO Ta BIPAaBO B HUXKHIN 4acTUHI
ekpany. CtBopumo 1ie oaun 06’ekt 2D Object — Sprites — Capsule ta naszsemo iioro Racket.
Honaiimo no Heoro kommoHeHT Capsule Collider 2D. 3miaumo kodip Ha iHmui. CTBOPUMO HOBHIH
marepian Racket Material 2D 3 Takumu  BIacTUBOCTSIMH, sIK 1 y nionepeaHix. JlomaiiMo MaTepian
JI0 KoJuiauaepa.




CTtBOpUMO HOBHIA CKpHIT IS 00’ ekTy Racket 3 Takoro % Ha3BOIO:

[SerializeField]
private float speed = 10f;

private float lastMouseX;

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

/// </summary>
void Start()

{
}

lastMouseX = Input.mousePosition.x;

/// <summary>

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

void Update()

{

var position = transform.position;
Vector2 direction = Vector2.zero;

if (Input.mousePosition.x > lastMouseX)
direction = Vector2.right * speed;

else if (Input.mousePosition.x < lastMouseX)
direction = Vector2.left * speed;

lastMouseX = Input.mousePosition.x;

position.x += direction.x * Time.deltaTime;
transform.position = position;

Banycrumo rpy. O6’ext Racket Oyxe pyxarucs B HanpsMKy Mokaxuuka mumi. Takum
YUHOM, KOPUCTYBa4 MOXKE YIPABISATH 00’ EKTOM.
JInst cKIIaIHOCTI TPU MOJKHA JI0IaTKOBO 0JaTH JeKinbka 00’ extiB Ball pisHoro posmipy.

2. 3aB/1aHHA 10 IPAKTHYHOI po6OTH 2
CrBoputn 2D-Tpy, mpocty Bepcito rpu «IliHr-nonr». PoziGparucs 3 HajmamTyBaHHSIMU
xommoneHTiB Rigidbody Ta Collider.



IIpakTuyna po6ora 3. 2D-rpa. Animanisi cnpaiiTis

Merta po6oTH: TO3HAKOMHUTHUCS 31 CTBOpEHHAM aHiMalii s 2D-rpu Ha Unity. HaBuuTucs
J0JIaBaTH TIEPCOHAXKIB Ta IHIII pPECypcH Ha CIEHY, CTBOPIOBATH aHIMAIlIO CHpalTIB Ta
MIEPCOHAXIB.

1. TeopeTnuHmii marepiaJ

Po6ounii ipoliec mpu CTBOPEHHI TBOBUMIPHOI Ta TpuBUMIipHOI rpadiku B Unity mpubInu3HO
OJTHAKOBHI 1 BKIIIOYA€ IMIOPT TpadiuHUX pecypciB, MEPETATYBaHHS iX y CLEHY 1 HamMCcaHHS
CIleHapiiB, sIKI TOTIM TPHEIHYIOTHCS A0 00'exkTiB. OCHOBHUN BHJ pecypciB, HEOOXITHHHN IS
CTBOPEHHS ABOBUMIPHOT rpadiku, HA3UBAETHCS CIIPANTOM.

Copaiitu (sprites) SBJISIOTH COOOK JIBOBHMIpHI 300pakKeHHS, IO BiJIOOPaKAIOThHCS
Oe3mnocepeIHbO HA €KpaHi, B TOW Yac K Taki kK 300pakeHHs, 10 BiJOOpaXaroThcs Ha MOBEPXHi
TPUBUMIPHHUX MOJIENEH, HA3UBAIOThCS TEKCTYPaMHU.

CtBOpuMO HOBHH TPOEKT 2D-rpu. Y HOBOMY NpPOEKTI MEpeMEHyeEMO HAa3BYy CLEHH Ha
Scenel. CtBopuMo nanky Sprits, 1e 6ynemo 30epiratu crpaiiTi repois rpu. Jlogamo 1o miei manku
300payKE€HHS 3 IEPCOHAKEM.

IHoni TekcTypa cmpaldTy MICTHTH JIUIIE OAWH €JIeMEHT rpadiku, aje 4yacTo Habararo
3py4Hime 00'€MHAaTH KiUTbKa 300pa)KeHb, IMOB'S3aHUX OIWH 3 OJHUM, B OJHE 300paKCHHS.
Hampuknan, 300pakeHHS MOXKE€ MICTHTH CKJIAJIOBI IMEpPCOHaXka, SK-OT KoJieca MalllHH, SKi
PYXaroThCs HE3AIEKHO BiJ KOPITYCY.

Y IBOMiIpHHX irpax MOBCIOJHO TOLIMPEHI aHIMOBaHI copalWTu. BoHU CTBOPIOIOTHCS
MAaJTFOBaHHSIM KOXKHOTO KaJIpy aHiMallii Ta moJajibIiuM BiATBOPEHHSM OTPHUMAHOI HOCIiJOBHOCTI
kazapiB y Unity.

AHimarist mepcoHaKy Moske 30epiraTicst B HaCTYITHHX BHIAX:

- Jluctu crpaiiris;

—  Koxuuii kagp cupaiity B okpemomy ¢aiini.

—  CrBopuTH aHiMallilO 3a JOIOMOI'O0 CKPHUIITY.

Kanpu moxkHa iMIOpPTYBaTH y BUTIISAII OKPEMUX 300paKeHb, ajle iX 3a3BUYail BUKIAAAIOTh Y
BUTJISAL OJIHIE] KapTUHKH, sKa Ha3UBA€ThCs ucmom cnpaumie (sprite sheet). Jluctu crpaiitis
MOKHa aBTOMaTWyHO reHepyBaTH B Unity. Ilpu immopti apkyma y cmucky Sprite Mode
HaJIAIITyBaHb COpalTy ciij BuOpatu BapianT Multiple.

Pucynok 3.1 — [Ipukiag nucty cnpaiTiB

Jis 3MiHM po3Mipy NepcoHa)xka BUAUISEMO B Marlli MPOeKTy ¢aiin cmpaiita, B Inspector
3MiHEMO 3Ha4YeHHs B 1ol Pixels per unit. 3MeHIIeHHs yncia — 30UIBIIYE CIIPAUT Ta HaBIAaKH.

Sxmio ¢aiin mocrayascs 6e3 daitny meta, To a1 Unity 11e mpocTo KapTHHKA, Ky MOTPIOHO
po3outn Ha kaapu. Ll{o6 1me 3pobuth, BuALIsIEMO B mamili BiamoBimHui (aitn ta B Inspector



Hatuckaemo kHomky Sprite Editor. Unity Sprite Editor mo3Bosise BHTITYBaTH €JIE€MEHTH
CKJIQJICHOTO 300paKCHHSIL.

[#} Sprite Editor
Sprite Editor v Slicev  Trim

Sprite

Name troll_attack_1
Position X 920
W 914

Border L O
R 0O

Pivot Center

Pivot Unit Mode Normalized

Pucynok 3.2 — Bikno Sprite Editor

Kpim ckimanenoro 300paskeHHsI, BH MOOAYUTE Pi3HI €JIEMEHTH KePyBaHHS y 3aT0JIOBKY BiKHA
penakropa. Cnaiiiep y nmpaBoMy BEpXHbOMY KyTi Kepye HaOIMIKEHHSM, TOMI SK KHOIKa 3
KOJIbOPOBUMHM CMY>KKaMH JIIBOPYY BiJl HbOI'O [IEPEMUKAE PEKUM B110OpaxKeHHs alb(a-KaHay Ta
3BUYAHUNA BUTIIA 300paKeHHS.

HaiiBaxxnuimumii eneMeHT KepyBaHHS — Lie MeHIo Slice y JIiIBOMy BEpXHbOMY KYTKY, SIKE
HaJla€ OMIIii JUIsi aBTOMAaTHYHOTO Hapi3yBaHHs €J€MEHTIB 300paKeHHS.

Knonku Apply Ta Revert 103Bossit0Th 36epert abo ckacyBaTH 3pO0JIEHI 3MIHH.

Haiibinpmr mpssMUM CcHOCOOOM BHKOPUCTAHHS peJakTopa € iAeHTUdIKaIs eleMeHTIB
BpYUHY. SIKII0 HATUCHYTH Ha 300pa’k€HHS, TO 3'SIBUTHCS MPSMOKYTHa O0JIaCTh BUAUIEHHS 3
MapKepaMmH o KyTax. Bu Moxere nepeTsrnyTu Mapkepu abo Kpai NpsIMOKYTHHKA, 1100 3MIHUTH
HOro po3Mip HaBKOJIO MIEBHOTO €JIEMEHTA.

BuninuBum enemMeHT, MOXHA JOJATH 1€ OJHMH, NEPeTATHYBIIW HOBUHA MPSIMOKYTHUK B
OKpeMy 4YacTHHY 300pakeHHs. Bu momituTe, 110 KOJU BU BUAUTUTE NPSIMOKYTHUK, Y HUKHBOMY
NPaBOMY KyTi BiKHA 3'SBUTHCS TAHENb:

S ol

Sprite

Name 'sprite2_0
Position X 158 'Y 135 |

w73 H71
Border LO 'TO i

RO 80
Pivot | Center s |
Custom Pivot X 05 Y 05

Pucynok 3.3 — [lanens amst py4HOTO HAJIAITYBAHHS PO3MIpPY Kaapy



EnemenTn kepyBaHHsS Ha IMaHeNi JO3BOJISIIOTH BUOpATH Ha3BY Ul rpadiku CHpaiTiB Ta
BCTAHOBHUTH TIOJIOKEHHS Ta PO3MIp MPSIMOKYTHHKA 32 Horo koopanHatamu. LllupruHa KkopoHy st
JIBOTO, BEPXHBOTO, MPABOIO Ta HWKHBOIO Kpal MOke OyTHM BKa3aHa B MIKCeIsX. Takox €
HaJIAIITYBaHHS Ui 3BOPOTY cmpaiity, skuii Unity BHKOPHUCTOBYE SK KOOPAMHATY IOYATKy
KOOPJMHAT 1 TOJIOBHY «OMOpHY TOuKy» (Pivot) rpagiku.

Komnu nepetsiryemo cripaidiT 3 aHiMarli€io Buepiue Ha cueHy, To Unity 3anpomnonye 30epertu
a”imaniro. 3poOUMO 1ie B CTBOpEeHiii mamnmi Animations. Ha3By ¢aitny naemo sk:

Ha3Ballepconaxa TumAHiIMaIii.anim

Hanpuknan: troll walk.anim.

AHaJIOTIYHO CTBOPUMO BCi HEOOX1H1 aHIMaIlii mepcoHaxa.

Posrnsitnemo nmpyruit croci6 aHimarii, Komu Kaapu aHiMalli po3TalloBYIOTHCS KOXHHUU B
OKpeMoMy (aiii.

Hanpuknan maemo taxi ¢aitm:

Assets > Sprites > Male > 1_idle

©

[Tepmuit kanp gogaemo Ha cueHy. BimkpuBaemo BikHO Animation (Window — Animation
— Animation).

Jobs Window Help
Panels
Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts
Unity Version Control
Search
Asset Store
Package Manager
Text
TextMeshPro
General
Rendering
Animation Animation Ctrl+6
Audio Animator

Sequencing Animator Parameter

Analysis

Asset Management
2D

Ul Toolkit

Visual Scripting

BikHO Animation Ma€ HaCTYITHUI BUTIIAL;



© Animation

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

Create

V BikHI Animation HaTickaemo kHonKy Create. Unity 3ampornonye gatu Ha3By Ta 30€perTu
daiin animamii. Jlami BuAULIIEMO BCi CIpalTH, SKI € KaJpaMy aHiMallii, 10 CTBOPIOETHCS, Ta
nepeHocuMo ix Ha mkaiy timeline. KoxHuit Kaip Mo3HAYUTHCSI TaM OKPEMHUM MapKepOM.

Hanpuxna:

B Console © Animation
Preview @ e |14 > Pl MM
knight_igle v s

[8Knight : Sprite

Add Property

Dopesheet Curves

3a 3aMOBYYBaHHIM KUIBKICTh KaJpiB B CEKyHJy IOKa3zyeTbcs B moiii Samples. MoxHa
3alyCTUTH aHIMallil0, HATUCHYBIIM KHONKY Play B okH1 Animation.

© Animation
Preview @ K4 14 > Pl 0
bird_fly v Samples 60 SO

[g} frame-1 : Sprite

Add Property

Sxuro aHiMaris pyXaeTbcsl HAATO IIBUIKO, il MOXKHA YHOBUIBHUTH, 3MIHUBIIM KiJTbKICTh
KaJIpiB Ha CEKYHJy, a caMe€ 3MEHIIUBIIMU e YUCI0. MeToaoM mia0opy 3HAXOIUMO HEOOXiIHY
94acTOTY KaJpiB, 3a sIKOT aHIMallisl BUTTISAA€ TPUPOTHOTO.

Hanpuknan maemo Taxi daiinu:




st ibOTO TIepcOoHa)ka CTBOPEHA €/IMHA aHIMAIlisl MOJBOTY Y BHUIJISAAI OKPEMHUX CIPANTIB.
Toxi MOXeMO CKOpHCTaTHCS L€ OJHUM CIIOCOOOM Ta CTBOPUTH aHIMAII0 3 BUKOPUCTAHHSAM
CKpHIITA.

{00 mepeTBOpUTH CHpalT Ha irpoBHi 00'€KT, HEOOXITHO MEPETATHYTH MEPUINHA CIIpaiT
aHiMaIlii y BIKHO iepapxii, 1 Termep BiH qomaHuii A0 crieHu. CTBOPUMO JJIi HHOTO CKPHIIT 3
HACTYITHUM KOJIOM:

public class Bird : MonoBehaviour

{
[SerializeField]
private Sprite[] sprites;
private SpriteRenderer spriteRenderer;
private int spriteIndex;
private void Awake()
{
spriteRenderer = GetComponent<SpriteRenderer>();
}
void Start()
{
InvokeRepeating(nameof(AnimateSprite), @.15f, ©.15f);
}
void Update()
{
}
private void AnimateSprite()
{
spriteIndex++;
if (spriteIndex >= sprites.Length)
{
spriteIndex = ©;
}
if (spritelIndex < sprites.Length && spriteIndex >= @)
{
spriteRenderer.sprite = sprites[spriteIndex];
¥
}
}

[Ipukpinumo 1ei CKPUNT OO JOJAHOTO 00’€KTa Ta 3allOBHUMO MAacHUB Sprites Kaapamu
aHiMaIii. SIKIo 3amyCcTUTH MPOEKT, TO Oy/ie MPOrpaBaTUCs aHIMAallis B TOMY MOPSAKY, K Kaapu
CTOSATh B MacHBI sprites.

Merton InvokeRepeating Bukimukae meron methodName micns 3akiHYeHHS dYacy time

CEeKYH/I, [TOTIM MOBTOPIOE BUKJIMK KOXKHI repeatRate cexyH:

public void InvokeRepeating(string methodName, float time, float repeatRate);

[Tpu cTBOpeHH1 aHIMallli CTBOPUIIHCS (Pailyin KOHTPOJIEPH.



troll attack

troll_die
troll_walk
troll_attack 0
troll die 0
troll walk 0

anim
anim
anim
controller
controller
controller

troll_attack.anim meta
troll_attack_0O.controller meta
troll_die.anim meta
troll die O.controller meta
troll walk.anim meta

troll_walk_0O.controller meta

Pucynoxk 3.4 — Ipuknan nepeniky ¢aiiiB aHiMaIlii IepcoHaxy

3anunieMo oJIMH TOJIOBHHUM, a iHII BuaaniMo. Halfyacrime roinoBHUM OyJie KOHTpOIep s
animanii Idle (Crosarn). Ilepelimenyemo ioro Ha troll.controller. Binkpuemo #oro B pemakropi
a”iMarii.

# Scene o Game = Animator =)

Layers Param ® Base Layer Auto Live Link

e
Base Layer el

Any State

Entry

Pucynok 3.5 — BikHo Animator

B BikHI pejakTOpy aHIMallil — pyX I10 MOJIF0: HATUCKAEMO KOJIECO MHUIIII Ta pyXaeMO BIIPABO,
BJIIBO, BFOpY, BHU3.

Pecypc Animator Controller crBoproerbcss B Unity 1 103BOJII€ BIOPSAIKOBYBAaTH Ta
HiATpUMYBaTH HaOIp aHIMaliil a8 nepcoHaka yu o0’ekTa. Y OUIBIIOCTI CUTYaIllll HOPMaJIbHO
MaTH KiJIbKa aHIMallii 1 TepeMUKaTUCs MK HUMH, KOJIM BUHUKAIOTh IEBHI YMOBH T'PH.

3a3Buyail nepcoHaxk Ma€ KijibKa aHIMallli, sIKi BIATIOBIJAIOTh PI3HUM JIiIM, SIKI MOXKYTb OyTH
y rpi. Hampukiiaza, BiH MOXXe IPOCTO JUXATH 1 MOXUTYBATUCS B CIIOKOI, HTH 110 KOMaH/1 1 CKMJIaTH
PYKH B MaHill MpH MaJiHHI 3 IiaTGopmu. Y aBepel MOXKyTh OyTH aHIMaIlli BIAKPUTTS, 3aKPUTTS,
3aKJIMHIOBAHHS Ta 3J1aMy.

Onnak, HaBITH SKIIO y Bac € JIMINIE OJWH aHIMAIIWHUMA KJIT, BaM BCE OJIHO IMOTPIOHO
PO3MICTUTH HOTO B KOHTPOJIEpi aHiMaTopa, 100 BUKOPUCTOBYBATH HOT0 Ha IrpOBOMY 00’ €KTI.

KoHTposnep Mae mocusiaHHs Ha aHIMAIliiH1 KJIIIH, III0 BAKOPUCTOBYIOTHCSI B HBOMY, 1 KEPYE
pI3HUMM CTaHaMH aHiMalii Ta mepexojaMu MiX HUMH 3a JIOTIOMOTOI0 TaK 3BaHOTO KiHIIEBOTO
aBTOMAaTa, KM MOYKHA PO3TJISIATH SIK MEBHY OJIOK-cxeMy abo MpOoCTy Mporpamy, HarmcaHy
MOBOIO Bi3yaJIbHOTO IporpamyBaHHs B Unity.

OcHOBHa ifiesl TIOJISITae B TOMY, IO TIEPCOHAX Oepe ydacTh y SKOMYCh KOHKPETHOMY BHII
niit y Oyap-saxuil yac. TUNOBI [ii BKIIOYATUMYTh Taki pedi, sk cTiiika Ha Micti (idling), xons6a



(walking), 6ir (running), ctpu6ok (jumping) tomio. L{i 1ii Ha3uBarOTH states, y TOMy CEHCI, 110
nepcoHax nepedyBae y «cTaHi», J1e BiH i11e, CTOITh Y POOUTH 111 IOCh.

HanamtyBanHs 111 HACTYIIHOTO CTaHy, B SIKUI IpaBellb 3MOK€E MEPENTH 3 IOTOYHOTO CTaHy,
Ha3UBAIOThC state transitions. Paszom B3sTi Habopu cTaHiB, HAOOPH 3MIHHHUX Ta 3MiHHI TaM'ATAIOTh
noTouny ¢opmy crany state machine.

Cranu Ta mepexoand MeXaHi3My CTaHiB MOXKHA YSBUTH 3a JIOTIOMOTOI0 rpadika, e By3Iu
OyIlyTh SIBIIATHA COOOO CTaHM Ta IyTH (CTPUIKU MIX By3JaMH), IO TPEICTABIISIOTH IEPEXOIH.

BikHo Animator cKJ1agaeThCst 3 TBOX OCHOBHHX PO3JILIIB: OCHOBHOI 00JIACTI MaKeTa 3 CITKOIO
ta jiBoi maneni «Layers & Parametersy.

Jliea manens Parameters 103BOJIsiE CTBOPIOBATH, MEPErIAAaT Ta peaaryBatd 3miHHI. Lli
3MiHHI, SIKI BU BH3HAYa€eTe, AIIOTh K BX1JHI JaHl B KiHIeBuld aBTomart. Lllo6 momatu mapamerp,
KJIAIHITh 3HAYOK «+» 1 BUOEpITh THUIl mapameTpa 3i crumBarodoro menwo. 106 Bumamutu
napameTp, BUOEpITh IapaMeTp Yy CIMCKaX 1 HATUCHITH KJIaBIlTy BUIAJICHHS.

ABTOMAaTH CTaHy CKJIQJAIOThCS 31 CTaHIB, IEPEXOiB 1 MO/, a MEHIII aBTOMATH MiJCTaHIB
MO>KHa BUKOPHCTOBYBATH SIK KOMIIOHEHTH Y BEJIMKUX MallHAaX.

Byson Any State — e ocoOnuBHii CTaH, SKHii iICHY€ 3aBKI1. BOHO MiIXOAUTh A7 CUTYAaIliH,
KOJIM BH XOUeTe MePETH Ha IEBHUM CTaH, HE3aJIEeKHO BiJl MOTOYHOTO CTaHY.

Byson Entry BUKOPUCTOBYETHCS MPH TMEPEXOl B KiHIEBUI aBToMaT. By3onm Bxomy Oyne
OI[IHEHO Ta PO3TANTYXEHO /10 CTaHy MPHU3HAYECHHS BIJMOBIAHO /10 BCTAHOBJICHUX YMOB. Takum
YHHOM, By30J1 Entry Moke KOHTPONIOBAaTH, B SIKOMY CTaHI MOYMHAETHCA KiHICBHI aBTOMAT,
OILIIHIOIOYH CTaH BalllMX MapaMeTpiB, KOJIU MOYNHAETHCS KIHIIEBUI aBTOMAT.

By3on Exit BAKOPHCTOBYETBCS JUTsl BKA31BKH, 1110 KIHI[EBHI aBTOMAT Ma€ 3aBEPIIUTH pOOOTY.

[TepeTsaraemo 10 BikHa Animator aHiMmarlii nmepcoHaxka, mo Maemo. JlomaiiMo 3MiHHI, SKi
JIOTIOMOKYTh IIEPEHTH 3 OHOTO CTaHY B 1HIIIHIA.

- Float speed;

—  Trigger attack;

- Bool jump;

[[{o6 momaTtu mepexia Ha HOBUM CTaH, MPABOIO KHOIKOK MHIII MO MOTOYHOMY CTaH1 Ta
oOparu Make Transition Ta ZOTATHYTH JIiHIIO 0 HOBOro cTaHy. [lani moTpiOGHO BKa3aTu yMOBY
nepexomy. st iboro HaTHCKaeMO Ha JIiHII0 TIepexody 1 B Inspector 3’sIBUThCS HACTYITHE BIKHO:

3nimMaemo mnpanopeus 3 Has Exit Time, xonu He moTpiOHO, 100 mMmomepenHs aHiMalis
CIIOYATKY Mporpaiacs ycs, a IoTIM BUKOHABCS Mepexi/l Ha HacTynHy aHimarlito. Komu npanopens
3HATO, TO TONEPEAHs aHIMAIlisl MPOrpaeThCsl HE MO KIiHI, a SK TUIbKM BUKOHYETbCS YMOBA,
nepexoauTh A0 iHmoi aHimailii. Haruckaemo + B Conditions Ta 101a€MO yMOBY ISl TIEPEXOTY.

troll_idle -> troll_walk

List is Empty

Preview
»

Conditions

speed

0:42 (084.1%) Frame 42

Pucynok 3.6 — HanamryBanHs iepexo/1y 3 OJHOTO CTaHy A0 1HIIIOTO



Konu nepconax 3akiHYUTh iTH, MOTpiOHO moBepHyTHCs B cTaH Idle. Toai pobumo HOBHIA
nepexiJi aHaJoTIYHUM YMHOM J10 cTany Idle.
B pesynbTari HanmamTyBaHp BIKHO Animator MO)Ke MaTH HaCTYITHUI BUTIIS;

A

jump
male_die

male_attack
A

Any State

v male_idle

male_jump

male_walk

Pucynok 3.7 — Ilpuknaza BikHa Animator /i aHIMaIiid IepCoOHaKy

2. 3aB/1aHHA 10 IPAKTHYHOI podoTH 3

CrBoputu 2D-rpy, nomatu mepcoHaka Ta BOPOTIB JIO CIICHH, CTBOPUTH aHIMAIIIO JUIS
JI0ZIaHOTO TIEpCOHaXKa Ta BOPOTiB, HaMAMTyBaTH B Animator mepexia Mixk cTaHaAMH aHIMAIii 1
MepPCOHaXKa Ta BOPOTIB.



IIpakTuuna po6ora 4. 2D-rpa. Pyx nepcoHa:xxy

Mera po6oTH: O3HAHOMUTHCS 31 CTBOPEHHSAM pyXy mepcoHaxka it 2D-rpu Ha Unity.
HaBuuTucs migkimovyaTy aHiMaIiio NepcoHa)xka Ta BUKOHYBATH HOTO pyXHu.

1. TeopeTnuHuii MarepiaJ

Pecypc Animator Controller crtBoproerscss B Unity 1 J03BOJsSl€ BIOPSIKOBYBAaTH Ta
MiATPUMYBATH HAOIp aHIMAIlIKA JJIs MepCOHaKa 4r 00’e€KkTa. Y OUIBIIOCTI CHUTyaIlii HOPMaJIbHO
MaTH KiJTbKa aHIMaIlii 1 MepeMHUKaTUCS MK HUMH, KOJIM BUHUKAIOTh MIEBHI YMOBH TPH.

3a3BHyaii IEPCOHAX MA€ KiJIbKa aHIMAaIlii, K1 BIAMOBIIAIOTh PI3HUM JIiSIM, K1 MOXKYTb OyTH
y rpi. Hampukiiaza, BiH MOXKe IPOCTO JUXATH 1 TOXUTYBATUCS B CIIOKOI, HTH 110 KOMaH/1 1 CKHJIATH
PYKH B IaHII MpH NMajiHHI 3 TuatGopMu. Y naBepei MOXyTh OyTH aHIMAIlil BIAKPUTTS, 3aKPUTTS,
3aKJIMHIOBAHHS Ta 3J1aMy.

OpHak HaBiTH SKIIO y Bac € JIMIIE OJWH aHIMAIIMHWIA KJIiN, BaM BCE OJHO MOTPiOHO
PO3MICTUTH HOTO B KOHTPOJIEpi aHiMaTopa, 00 BUKOPHCTOBYBATH HOTO HA iIrpOBOMY 00’ €KTI.

KonTponep mae nmocuiianHs Ha aHIMaIiiHI KIINH, 110 BUKOPUCTOBYIOTHCSI B HHOMY, 1 KEpY€
PI3HUMH CTaHaMH aHIMaIllil Ta MepexoJaMy MK HUMH 3a JIOTIOMOTOI0 TaK 3BaHOTO KiHIIEBOTO
aBTOMAaTa, SIKMH MOKHA pO3IJIIAaTH SIK MEBHY OJI0OK-cxeMmy a0o MpocCTy Mporpamy, HalucaHy
MOBOIO Bi3yaJIbHOTO IIporpamyBaHHs B Unity.

OcHOBHa i/1es1 IOJISATae B TOMY, 1110 MIEPCOHAX Oepe ydacTb y SKOMYCh KOHKPETHOMY BH/II
niil y Oyab-sxuii yac. TUMOBI /i BKIIOYaTUMYTh Taki pedi, sk criiika Ha Mmichi (idling), xonp0a
(walking), 6ir (running), crpubok (jumping) tomo. Lli nii Ha3uBarOTH states, y ToMy CeHci, 110
nepcoHax rnepedyBae y «CTaHi», J1e BiH i11e, CTOITh 4 POOUTH III€ IIOCh.

HanamryBaHHs U1l HACTYITHOTO CTaHY, B SIKM IpaBelb 3MOXKe IEPEUTH 3 TIOTOUYHOT'O CTaHy,
Ha3WBAIOTHCS state transitions. Pazom B3sTi Habopu cTaHiB, HAOOPHW 3MIHHHX Ta 3MiHHI TaM'ATAIOTh
notouHy (hopMmy ctaHy state machine.

CraHu Ta mepexoau MeXaHI3My CTaHIB MO)KHA YSIBUTH 3a JOIIOMOTroro rpadika, e By3iIH
OyAyTh SIBIATH COOOIO CTaHU Ta AYTHU (CTPUIKU MK By3J1aMH), 110 NMPEACTABISIOTh NEPEXOIH.

Bikao Animator ckJ1agaeThes 3 ABOX OCHOBHUX PO3LTIB: OCHOBHOT 00J1aCTI MaKeTa 3 CITKOIO
Ta niBoi naneni «Layers & Parametersy.

JliBa manens Parameters 103BoJisle CTBOPIOBATH, MEPErsSAaTH Ta peaaryBaTtu 3MiHHI. L1
3MiHHI, SIKi BU BU3HA4Ya€Te, AIIOTh K BXiAHI JaHi B KiHIeBui aBToMat. [1{o6 nomatu mapamerp,
KJIAIHITh 3HAYOK «+» 1 BHOEpITh TUN MapameTpa 31 ciumBarodoro MeHwoo. Il[o6 Bumanutu
napameTp, BUOEpIiTh MapaMeTp y CIIUCKaX 1 HATUCHITH KJIABIITy BUIAJICHHS.

Ilapamempu animayii — 11e 3M1HH1, BA3HAUYEHI B KOHTPOJIEp1 aHIMAIlll, 10 SIKHX MOXKHA
OTPUMATH JIOCTYI Ta MPUCBOITH 3HAUEHHs 31 CKpUNTU. OCh 5K CIIEHapiil MOKe KOHTPOIIOBATH
YK BITMBATH Ha MOTIK MAIlIMHU CTaHiB/

[TapameTpu aHiMarii MOXyTb OyTH YOTUPHOX OCHOBHUX THIMIB:

— Int — wine unco;

- Float — yncio 3 1poOoBOIO YAaCTHHOIO;

- Bool — cipaBskHe un XxuOHE 3HaYECHHS (IPEACTABICHO MPAMIOPIIEM);

- Tpurep — noriuHui mapamerp, KM CKUIAETbCS KOHTPOJIEPOM IIiJT Yac MEPexoay

(Mo3HAYAETHCA KPYTJIOK KHOIKOIO).

[TapameTpam MO’XHAa HaJaBaTH 3HAYEHHS 31 CKPUIITY 3a JOMOMOTOK0 (YHKIIN Kiacy
Animator: SetFloat, Setinteger, SetBool, SetTrigger ta ResetTrigger.

Bukopucrosyiite SetFloat() y crienapii 1yist HaJcHIIaHHS TIHCHUX 3HAYEHb JI0 aHIMaTopa Juist
aKTHUBAIli]l IepEeXO/IiB.

SetFloat (string name, float wvalue);



BukopucroByiite SetInteger() y cuenapii s HaJCHIaHHS MUIKMX 3HAYCHB J0 aHIMaTopa JIst
AKTHUBAIIIl IEPEXOIiB.

SetInteger (string name, int wvalue);

Bukopucrosyiite SetBool() y cuienapii muist HaacuaanHs OyJaeBUX 3HAYCHB 10 aHIMATOPa ISt
AKTHBAIIIl TEPEXOIiB.

SetBool (string name, bool value);

Meron SetTrigger() mo3Bosisse BCTaHOBHTH (TOOTO aKTHBYBAaTH) TPHUrep aHimarlii, oo
BUKJIMKATH 3MiHYy ITOTOKY B KiHIIEBOMY aBTOMaTi aHiMaTopa KOHTpoJepa.

SetTrigger (int id)

Hanpuxian:

[SerializeField]
private Animator animator;

animator.SetBool ("jump", false);

[Tepersruemo mo BikHa Animator aHiMmaii mepcoHaxka, mo Maemo. [lomaiiMo 3MiHHI, SKi
JIOTIOMOXKYTh TIEPEUTH 3 OJHOTO CTaHy B 1HIIUH.

- Float speed;

—  Trigger attack;

- Bool jump;

B nepexonax Ha HOBUI CTaH I0JIa€MO YMOBH, B IKMX BUKOPHCTOBYIOTHCSI CTBOPEH1 3MiHHI.
Hanpuknan, mst mepexo/iB Mixk ctanom idle ta walk:

Conditions Conditions

speed v Greater v 0.1

speed
+ -

Hanpuknan qist ctpu6ky:

Conditions

male_jump jump
Any State

male_idle

Conditions

jump

male_jump




Hanpuknan pis ataku:

Conditions

male_attack male_idle attack

JlonaiiMo ynpaBiIiHHS IO HAIIOro rnepcoHaxa. i Hporo CTBOPUMO CKPUNT, HATIPUKJIA,
Hero, Ta npukpinuMo Horo 10 roJ0BHOTO MEPCOHAXKA.

Knac Input y Unity mamae mgocTym 10 BBEACHHS Ha MOOUIBHHX IPUCTPOSIX, TaKUX SK
HATHCKAHHS Ha eKpaH, aKkcelepoMeTp Ta reorpadidni/mokamiiini qani. JlocTym 10 kiaBiaTypu Ha
MOOLTBHHUX HPUCTpOsIX  3abesmeuyerhcss  depe3 keyboard i0S. Kmac Input  takox
BUKOPUCTOBYETHCS JUISI BU3HAUECHHS OCEW BBEICHHS Ta MOB'SI3aHUX 3 HUMH /il Y BallIOMY MTPOEKTI.

Jns mocTymy 0 MEHeDKepa BBEICHHS IEepeliTh a0 rojoBHoro Mexmo Unity, mortim
BubOepiTh Edit > Project Settings > Input Manager.

left ctrl

Key or Mouse Button
X axis

Get Mation from all Joysticks

Pucynok 4.1 — Menemxkep BBezieHHs (Input Manager)

KoxxeH mpoekT, [KUil BHM CTBOPIOETE, Ma€ HM3KY BXIJHHUX OCEH, CTBOpEHHMX 3a
3amMoBuYyBaHHsM. L1 oci 103BOJIAIOTH Biipa3y BUKOPUCTOBYBATH BBEJCHHS 3 KJIaBlaTypH, MUIIII Ta
JOKOWCTHUKA y TIPOEKTI.

Hanpuknan, mo0 3ampocuT MOTOYHE 3HAUYEHHsS TOPU3OHTAIBHOI OCi Ta 30epertu ioro y
3MiHHIHM, MO>KHa BUKOpHCTOBYBaTH Input.GetAxis och Tak:

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

Jns oceil, siki ONMMCYIOTHh MMOJNII0, a HE pyX (HAampUKIaA, CTpUIsHUHA 31 30poi y rpi),
BuKkopucToByiite Input.GetButtonDown 3amicTs 1160T0.

Hepez[ TUM SAK JOAAaTU KO A0 CTBOPCHOI'O0 CKPHIITY HeO6XiI[HO NnepCoHaxaM J0AaTu TaKi
KOMIIOHCHTH!

- Rigidbody2D

- Komnaiigep (CircleCollider2D, BoxCollider2D)

Honaemo no nepconaxa kommnoHeHT Rigidbody 2D Ta 2 xonaiinepu. Hanamryiite po3mipu
Ta MICLIEMIOJIOXKECHHS KoJaiaepis 3a nonomorotro kaonku EditCollider.



~  Knight

-
Tag Untagged ~

Transform

&  Rigidbody 2D
0O - Box Collider 2D
O ~ circle Collider 2D

B v He

Add Component

Pucynok 4.2 — INpuknax nepconaxy ¢ Rigidbody 2D Tta xonainepamu

V¥ Rigidbody2D mnocraBre ramouky Constraints -> Freeze Rotation -> Z. Bigkpwuiite
CTBOPEHUH CKPHUIIT JIJIs IEPCOHAXKA.
Orosiocumo 3MiHHY TUITy Animator (Ha3BiTh ii animator) 1 e oany tumy Rigidbody2D.

[SerializeField]
private Animator animator;

[SerializeField]
private Rigidbody2D rigidbody;

AHIMaTOp HAJIAIMTOBAHWU TakK, 1100 BKJIOYATH aHIMAII0 XOAbOW TOJI, KOJU IIBUIKICTH
OinpIa 3a Hysb. SIKIIO NIBUAKICTH MEHIIA 32 HYJIb, IEPCOHAX CTOITh Ha Mici. [lepexaBarumemo
HE MIBUJIKICTh 0E3MOCEPEHBO, & MOAYJIb IMIBUIKOCTI — i1 aOCOJIIOTHE 3HAUCHHSI, HE3AJIC)KHO BiJI
3HAKa:

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

Hami nogaitmo Ko, SIKHil pyXaTuMe repcoHaXka 1o ropuszontaii. Pooutumemo 11e, 3agaroumn
3HaueHHs mBHAKoCTI Rigidbody2D Bpyuny.

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

MHoxHHK speed — 1€ 3MiHHA, Ky TpeOa OroJIOCHTH Y Kjaci, Ta BUBECTH B IHCHEKTOP.
3MIHIOIOYH 11, KOHTPOIKEMO HMIBUAKICTh MEPEMIIICHHS [TEPCOHAXKA.

[SerializeField]
private float speed = 2.0f;

SIKmo 3amycTUTH TPy, TO TEPCOHAX IMOBHMHEH XOJWTH BIIIBO-BIIPaBO, NpPU IHOMY
3aJUIIAI0YUCh OOJIMYYSAM B OIMH 1 ToM ke Oik. [1{o6 mepconaxk moBepTaBcst 00IUYYSAM y OTPIOHY
CTOPOHY, TOAANMO HACTYITHUHN KOJI:



if (transform.localScale.x < 0)

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

O06’ennaemo yBech meit kox y merox Walk(), a meronx OyaeMo BHKJIMKATH 3 METOIY
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") < 0)

transform.localScale = new Vector3(-1, 1, 1);

Tenep MaemMo NOBHY (PYHKILIOHAJIBHICTB IIOJI0 PYXY NEPCOHAXKA BIIiBO-BIPABO.
JlonaiimMo (GyHKITIOHATBHICT, BUKOHYBATH aTaky y BUsiai metona Attack(), sikuit takox
Oynemo BukimkaTu 3 meroxy Update():

private void Attack()

{
if (Input.GetButtonDown("Firel"))
animator.SetTrigger("attack");

3anuIaeTbes 104aTH PYHKIIOHAIBHICTD JJIs1 BAKOHAHHS CTPUOKA.

[[{o6 mepconax ctpubaB, 7O HHOTO Tpeda MPHUKIIATATH CHUIY 3a JOTIOMOTOK BUKIIUKY
AddForce. [Ipu ipoMy noTpiOHO BU3HAUATH, Y NIepeOyBa€ MEPCOHAXK HA 3eMIII.

CtBopumo OyneBy 3miHHY onGround 1 Hagamo i 3HadeHHs true. TakoX CTBOpUMO 1
BUBEIEMO B IHCIIEKTOP 3MiHHY jumpForce — cuna ctpubka. [ToTpiOHO minibpaTu il 3HaUESHHS U1
BaIIIOTO MEePCOHAXA.



[SerializeField]
private float jumpForce = 100.0f;

bool onGround = true;

JlonaiiMo GyHKIIOHATBHICTh BUKOHYBATH CTPHOOK Y BUIIIAAI MeToaa Jump(), sIKuil Takox
Oyznemo Bukiinkaru 3 meroay Update():

private void Jump()

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

3anuIaeTbesl HAIMCATH KO, AKHid Oyjie BU3HAUATH NepeOyBae MepcoOHaK Ha 3e€MIIi YU Hi.
o0 3HaTH, YM € Mix MePCOHAKEM 3eMIISI, MH TIEPEBIPATUMEMO, YH € BIAOBIIHUN KoJaiaep Ha
JiHiT Mk ABoMa Toukamu. OnHiero Oynae neHTp nepconaxa. 11106 BCTaHOBUTH 1HIILY — CTBOPUMO
nopoxHiii GameObject, HazBemo ioro GroundCheck, 3pobumo #Horo modipHiM 00'€KTOM
nepconaxa Knight. PosmictrMo 1eii 00'€KT TpOXH HIDKYE HIT IEPCOHAXKA.

D Knight
& groundCheck

Pucynok 4.3 — PecTpykTypH3allist IepcoHaxy

CrtBopumo 3MinHy groundCheck tumy Transform i Hagamo iif mocunanHs Ha el 00'€KT B
IHCIIEKTOPI.

[SerializeField]
private Transform groundCheck;

B v Hero (Script)

Speed 5

Jump Force 250
Ground Check A GroundCheck (Tra @

Honaitmo metox CheckGround(), sikuit moBepTaTume OyiieBe 3HAUECHHS, 3aJI€XKHO BiJ TOTO,
€ 3eMJISI IT1]] 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;
¥

Tenep meton Update() mae HaCTyITHMIA BUTIIS:

void Update()

{
onGround = CheckGround();
Walk();
Jump () ;
Attack();
¥

SIKI0 mepcoHax y CTpUOKY NMPUTHUCHETHCS 10 CTiHHU, BiH 3yIMUHHUTHCS 1 BUCITUME Ha MiCIi
JOTH, JOKH IpaBellb HEe BiAmyckae KHOMKY Xoab0u. [1[o6 1iporo e 6ymno, ctBopiTh HOBHIt Physics
Material 2D, Ha3BiTh Hioro ZeroFriction, 3amaiite iomy 3HaueHHs Friction (TepTs) piBHUM HYIIIO,
1 Ipu3HauTe el Marepiai K Gi3MYHUN MaTepial Kojaiiepa nepcoHaxa.

0 v Box Collider 2D

Edit Collider

Material S ZiroFriction O]

Is Trigger

Used By Effector

PosrnsHemo pyx no cxoaam.

CriouaTKy MOTpPiIOHO CTBOPUTH CXOOU HA CIEHi. SKII0 HEeoOXiAHO OTPHUMATH CXOJIH
noTpiOHOI JOBXHHH, TO cTBopuMoO HOBuM (GameObject, HazBemo #oro Stair, gomaiMo SK
HiANeranii 00'eKT cripaiiT cxoAiB. 3a MOTpedU CIIpalT CXOA1B PO3MHOXKUMO CTLUIBKH Pa3iB, CKUIBKH
noTpiOHO, 11100 OTPUMATH CXOu MOTPiOHOT qoBKuHH. Jlomaiimo 10 06'exta Stair BoxCollider2D.
Hanamryemo po3mipu Ta noJjioxeHHs Kosaiiiepa, 1 mocTaBuMo rajnouky Is Trigger.



[ToTpi6GHO, m00, KOIU MEPCOHAK BXOAMUTH JIO 30HHU TPHUTEpa CXOMIB, Y HHOT'O BKIFOYABCS
PEXHM «Ha CXOJax», a KOJIU BUXOAUTH i3 30HH — BUMHUKaBCA. /11 OTO € J1Ba CTaHAAPTHI METOIU
MonoBehaviour: OnTriggerEnter2D Ta OnTriggerExit2D. Slk aprymMeHT y HHX aBTOMAaTHYHO
HepeaeThCsl MOCUIIaHHS Ha KoJaiiiep, sIKiid yBiHIIOB/BUIIIIOB y/3 30HU TPUTEPA.

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

private bool onStair = false;

public bool OnStair

{
get
{
return onStair;
}
set
{
if (value == true)
rigidbody.gravityScale = 0;
else
rigidbody.gravityScale = 1;
onStair = value;
}
}

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

CTBOpHMO HOBHI CKpUNT Stair Ta mpregHAEMO Horo 10 00’ ekta Stair. JlomgaiiMo 10 1OTo
ckpunty Metoau OnTriggerEnter2D Ta OnTriggerExit2D 3 HacTynHUM KOZOM:



-ipublic 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 mepcoHaka IoAaiiMo 3MiHHY stairSpeed, sika BH3HauaTHME MIBHJAKICTH PYyXY
CXOJIaMH.

Jlyist Toro, o0 mepcoHaX MIr IepecyBaTUCS Bropy-BHHU3, 3HATOOUTHCS HACTYITHHIA KOJI:
Vector2 velocity = rigidbody.velocity;

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

CtBopumo Meton Stairs(), B SKOMY, SKIIO MEPCOHAX MEPETHYB TPUTEpP CXOAIB, Oyne
BUKOHYBATHCS KOJI TIEpeCyBaHHS Bropy-BHU3. Bukimk mporo metony 3pooumo B Update().

private void Stairs()

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

2. 3aB1aHHA 10 NPAKTHYHOI podoTH 4

CrtBoputu 2D-rpy. HamamrtyBatm B Animator mepexiq MiK CTaHAMH aHIMAIii uis
IepcoHaXxka Ta peaii3yBaTu pyxX MepcoHaxa (MTu BIIIBO Ta BIpaBoO, MPUraTH, aTaKyBaTH, HTH 1O
cxojzam).



IIpakTuuna po6ora 5. 2D rpa. Boporu

Mera poGoru: no3HaiioMuTucs 3i ctBopeHHsM 2D-rpu ma Unity. HaBuuTrcs momaBaTu
aHiIMaIif0 BOPOTiB, CTBOPIOBATH BOPOTiB B mporpami Unity.

1. TeopeTnuHuii MarepiaJ

Jlnst BoporiB HaMm OyIyTh OTpiOHI aHiMariitni cipaiiti Walk Ta attack. 3po0ite animanii 3a
AIITOPUTMOM, SIKMH BUKOPUCTOBYBAJIH JUIsl CTBOPEHHS aHIMallii epcoHaxka. 3aIHIIMMO FOJIOBHUM
KOHTpOIepoM KoHTpomep mus amimauii  walk  (Mru). Ilepeiimenyemo ioro Ha
HazBaBopora.controller. Binkpuemo #ioro B pemaktopi aHimamii Ta HaJalITyeMO HACTYIHUM
YHHOM:

# Scene @ Game = Animator
Layers Parameters ® Base Layer

o +-

attack

Any State predator_walk

YA

predator_attack

Pucynok 5.1 — Bikao Animator

Pyx Boporis He 3aexuTh BiJ Aiil KopucTyBada. Po3rissHeMo Tpu ciocoOu 3a1aTu pyx AJs
BOPOTiB.

[lepmmii crocid — 11 BOpoOr, KUl pyXaeTbCcsl MK JBOMa MexkaMu. JlogaliMo 110 clieHu
wiatgopmy, Ae ueil Bopor Oyne xonut. Jonmatu 1o miardopMu TpU Kojaiiepu, OJuH JUIs
BU3HAUYCHHS (OpMH 1IaThOpPMH, J1Ba [T CTBOPEHHS MeX (3 rajoukoro IS Trigger).

Pucynoxk 5.1 — Ilpuknaa niaargopmu 3 Konaiiiepamu

Honamo Ha creHy Bopora, skuii Oyae pyxartucs mo rmiatdopmi. [lepconaxy momatu
KOJTaiiiepu sl BU3HAYCHHS (hOpMH BOpOTra Ta KOJIaiJep B PeKUMI TpUrepa Ha 30poro.



CrtBopuMmo HOBHIA cKpuniT Enemy, B sikuii 1ogaMmo HaCcTynHy (YHKIIOHATIBHICTb.

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 < @)
transform.localScale = Vector3.one;
else
transform.localScale = new Vector3(-1, 1, 1);
}
public void Attack()
{
}

HonaiiMo ckpunt Enemy no Bopora. 3anmyctutu rpy. Tenep Bopor XoauTh 1o miaTopmi
TYJIU-CIOJIM, Ta IPU KOJi3ii KosaiiiepoB MepCcoHa)ka Ta BOpora y Bopora IporpaeTbcs aHiMallis
aTaKH.

Posrnsinemo apyruii crioci6, ae Bopor Oyjae HTH 3a TOJIOBHUM IIEPCOHAMKEM.

JlonaiiMo 10 CIIeHH BOpOTra Ta KoJaiiepu Juisd BU3HA4YeHHsS (popMu Bopora Ta Koianziep B
peXUMI TpUrepa Ha 30poro.

Binpenaryemo ckpunt Enemy nns ¢gyHKIiOHyBaHHS Apyroro Tumy Bopora. Jlogamo
MOYJIMBICTB BIJJPI3HATH BOPOTa, SIKUM XOIUTh TYAU-CIOAM, TA IKUH XOAUTH 3a epcoHaxeMm. s
BOTO OTroJOCHMO J1B1 3MiHHI. OJHA 1 BU3HA4YEHHsI TUITy BOpOra, I1HIIA JJis BKa3iBKM METU
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 = 0;
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();
¥
else
{
if (lonToHero)
ChangeDirection();
¥
¥
Homnaiimo ckpunt Enemy 1o HoBoro Bopora. He 3a0yBaemMo 3an1OBHUTH HOBI TIOJIST:
On To Hero v
Target 2 Knight (Transform ®

3amycTtuTH rpy. Tenep BOpor XOAUTH 3a EPCOHAKEM.

Posrnsinemo Tpetiit TUI Bopora, sIKUil IpU cTapTi IPU HE 3HAXOJUTHCS Ha CLEHi, ane Oyze
3 SIBJISITHCS] B TIEBHIM TOYIl CIIEHU Yepe3 TIEBHUM IHTEpPBaJ Jacy.

Ha nouatky ctBopumo mycThii 06’ ekt Ha cueHi (Create Empty). Lle Oyze Hatia Touka nosiBu
HOBHX BOpOTiB Ha cuieHi. J/lamo Ha3By, Hanpukian, PlaceStart. ITepenecemo #oro Ha Te micrie, e
MOBUHHI 3’ SIBJISITHCS HOBI BOPOTH.

Mo’kHa BCTaHOBUTH IKOHKH JJIsi 00'€KTIB y CIeH1 Ta iHcmekTopi. [l 3MiHU 1IKOHOK ISt
00'exTa rpy MPOCTO HATUCHITH Ha HOTO IKOHKY B IHCIIEKTOPI.



@ Inspector 3 i

4 - PlaceStart Static v

v

Too Mietessedi > Layer Default v
Select Icon None
- T & T o

- e Y -414 Z -0.066
Y 0 Z0

Y 1 Z 1

VY cenekTopi iKOH € CHelialbHUi COpPT iKOHOK, 3BaHuX MiTkamu (Label Icon). Ileit tum
1IKOHOK Bi0Opa)kaeThCsl y CIICHI K TEKCTOBA MMO3HAYKa, BAKOPUCTOBYIOUH iM'sl 00'€KTA.

© Inspector =]

v PlaceStart Static ~

- Tag Untagged ¥ Layer Default ~

CtBOpHMO J1Ba HOBI CKpunTH. [lepiimii TiMer 3 HaCTYITHUM KOIOM:

float totalSeconds = 9;
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 HaBiaeMo Ha cTBOpeHuit 06’ 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, skuii Oyje 3’ ABIATHCS Yepe3 JAesKl MPOMIKKH Yacy y BKa3aHOMY
micii PlaceStart. 11lo6 3po6utu mpedad, nepersarHite 00’eKT Bopora 3 Bkiaakud Hierarchy na
BkIaaKy Project y manky Prefabs.

[epersrHiTh cTBOpeHuii mpedad B mose ckpunra Spawner B Inspector. Hanpuxman:

@ Inspector =

A v PlaceStart Static ~

v
Tag Untagged ~ Layer Default ~

-~ Transform e

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

v Spawner (Script)

Prefab Enemy W Predator

Banyctuth rpy. Temep yepe3 mpomikku 4acy Big MinSpawnDelay no MaxSpawnDelay
(KOHCTaHTH B CKpHUINTI Spawner) OyayTh 3’ IBISTHCS HOBI BOPOTH.

2. 3aBaaHHA 10 NPAKTHYHOI podoTH 5

CrBoputH 2D-Tpy, o1aTH BOPOTiB J10 CLIEHU, CTBOPUTHU aHIMAIIil0 BOpOTiB. PeanizyBaru Bci
TPH TUIIM BOPOTIB, K1 pO3IJIAIAIKNCS B IPAKTUYHIN poOOTi.

[Tocunanns Ha Boporis: https://assetstore.unity.com/packages/2d/characters/dark-fantasy-
popular-enemies-free-sample-327389



https://assetstore.unity.com/packages/2d/characters/dark-fantasy-popular-enemies-free-sample-327389
https://assetstore.unity.com/packages/2d/characters/dark-fantasy-popular-enemies-free-sample-327389

IMpakTnyna po6ora 6. 2D rpa. OToueHHs

Mera poGoru: no3HaiioMuTucs 3i ctBopeHHsM 2D-rpu ma Unity. HaBuuTrcs momaBaTu
OTOUCHHS, TpaIfoBaTH 3 KOMIOHEHTaMu JOINt, CTBOpIOBaTH Kamepy, IO PYyXaeThCs 3a
IepcoHaXkeM, Ta nmapanakc-epekt B mporpami Unity.

1. TeopeTnuHmii marepiaJ

Tile — HeBenuke 300paXKeHHS, SIKE BUKOPUCTOBYEThCS 11 KOHCTPYIOBAHHS PIBHIB Y irpax.
Tile MoxHa MEpPEeKIIACTH K «MO3aika» a00 «UeperuisD).

JonaeMo Ha crieHy eneMeHTH cueHd. Hanpukian:

o
-
|
=

=
ERFEEEEN

Pucynok 6.1 — Ipukian cienu

[Ilo6 enmemMeHTH OTOYEHHS WIUIBHO NPUTUCKAIUCS OJWH 10 OJHOTO, HATHCKAaEMO Ha
KJIaBiaTypl KHOMNKY V Ta TATHEMO €JIeMEHT JI0 BiJIMOBIAHOTO KyTa.

JlomaiiMo 110 CLICHHM ITiIBICHUH MICT.

CrBopuMo Ha cuieHi mopoxHiit GameObject Ta gamo iiomy Ha3By Bridge. CtBopumo crosrmii
JUISE MOCTy 3 TaitniB, qogamo a0 Hux BoxCollider2D ta 3pobumo mouipui 10 00’exta Bridge.
IMomictimo Beepeauny 00’ exta Bridge cripailT aiistHK MOCTY.

Jo crpaiity ninsaku mocty nogatd Rigidbody2D ta BoxCollider2D.

2D JKOIHTH SBISIFOTH COOOI0 3BUYAMHI (I3WYHI 00’ €KTH, TKUM MOXHA TPUIABATH CHUITY,
nepeMilaTi, KUJIaTH, 3TUCHYTH TOIIO, 3arajoM — pOOWTH BCE Te, IO MU 3a3BUYail pOOMMO 3
¢iznganmMu 06’ extamu B Unity.

Oco06uBICTH K€ JKOIHTIB B TOMY, 110 3 X JOINOMOT'0OI0 MOKHA CTBOPUTH 3B'SI30K 3 IHITUMHU
¢i3uyHIME 00'€eKTaMU Ha CIieHl. B 11boMy BUManKy BCi fii, SIKi MU 3A1MCHIOEMO HaJ OJHUM
00’exTOM, OYyTh TAKOX BIUIMBATH HA 1HIII — ITOB’s13aHi 3 HUM 00’ €KTH.



Hinge Joint 2D (abo miapHipHa HETs) — 1€ KOMIIOHEHT, II0 KOHTPOIIOETHCS (Pi3UKOIO0
Rigidbody, sikuii no3Bosisie mpreaHaTH SPrite 10 TOYKH B IIPOCTOPI, HABKOJIO SKOT 1IeH 00'€KT MOXKe
obepratucs. ObOepTaHHs MOXKe OyTH NMACHBHHUM (HANpPHKJIAA, Y BIANOBIAL HA 3ITKHEHHs) abo
AKTHBHUM, KOJIM JIBUT'YH NPUBOJUTH MOro B pyX. Llel KOMIIOHEHT KOPUCHMM, HAIpUKIad, s
CTBOPEHHS JIBEPHUX IE€TEJIb, KOJIIC, MAATHHUKIB Ta IHIINUX 00'€KTIB, sIKI MAIOTh 00EPTATHCS HABKOJIO
MIEBHOT TOYKH.

Bu MoeTe BUKOPUCTOBYBATH I1¢ 3’ €JHAHHS, 1100 JIB1 TOUKK nepexpuBaiucs. L{i aBi Touku
MOXyTh OyTu nBoMa kommnoHeHTamu Rigidbody 2D a6o kommonentom Rigidbody2D i
(hiKCOBaHUM IIOJIOKEHHSM Y CBiTi. 3’enHaiiTe mapHipHe 3’ eaHanHsa 2D 13 pikcoBaHOIO MO3UITIEIO
B CBiTi, BcraHOBUBIIM Juis mnapamerpa Connected RigidBody 3nauennss None. 3’eqHanHs
3aCTOCOBYE JIHIIHY crity 10 000X 3’eananux 2D-irpoBux 06’ ektiB Rigidbody.

Bl v Hinge Joint 2D

N 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

Pucynoxk 6.2 — INpukian kommnonentu Hinge Joint 2D

HanamryBaHHs KOMIOHEHTA:

—  Tlone Connected Rigid Body — B 1isoMy 110J1i MOKHA TOMICTHTH OY/b-KU# Qi3uaHUI

00'€KT, 3 IKUM HEOOX1JHO BCTAHOBHUTH 3B'SI30K.
- ITone Enable Collision, sxe Bkiarouae Ta Bigkirodae 3iTKHEHHS MDK PKOIHTOM 1
MpUETHAHUM 00’ €KTOM.

- [Tone Break Force Bkasye cuiy, mpu MHEpeBHUILNCHHI KO BiIOYBa€ThCS PO3PHB
3'€eTHaHHS MIXK JPKOIHTOM 1 00'ekTOM. 3a 3aMOBUYBaHHSIM CTOITh 3HaueHHs Infinity,
IIPU IKOMY PO3pHBY 3'€/IHaHb HE B110YBAETHCS.

- [MTone Break Torque, ne MoxHa BKa3aTh CHITY, IIPH SKii BiIOYBA€THCSI PO3PUB 3'€THAHD
npu noBopoTi. Takox, sik 1 mone Break Force, 3a 3amoBuyBaHHSIM Ma€ 3HAYCHHS
Infinity.

Hinge Joint 2D n03Bosisie 3acTOCYBaTH CHITY JUTSI BIOCKOHAICHHS TOBOPOTY 00'€KTa, a TAKOXK
BBECTH OOMEXEHHs Ha KyT MoBOpoTy. s mporo B KoMroHeHTi € nose Motor, ne Bka3aHi /iBi
sminHi — Motor Speed ta Maximum Motor Force, mast mBuIKOCTI 00epTaHHS Ta MAaKCUMAaIbHOT
CHUIH, 1110 3aCTOCOBYIOTHCS JUIsl BIOCKOHAJIEHHS 0O€pTaHHS.

OOMexyBaTH KyT ITOBOPOTY MOKHa 3aaatH B o Angle Limits, ae mist mporo BBeaeHi /1Bi
3minHI — Lower i Upper Angle — HIDKHS i BEpXHS MeXa KyTa IIOBOPOTY.

[Ticns noxaBanus kommoneHty Hinge Joint 2D Ha cripaiiTi 3’IBUThCS MITKA Y BUIJISAI KOJIA.
LlenTp 1i€i MiTKH EPEHOCHMO JI0 MICII, JIe IeTallb OyAe MPUMHUKATH JI0 1HIIOT J1eTalli.



CTBOpPHMO KOO CHpalTy AUISHKH MOCTY 31 BCiMa KOMIIOHEHTaMu. B komii B momi
Connected Rigid Body nomaiimo nmocunanus va Rigidbody2D nonepeanboi aiastaku mocty. Tak,
IPOIOBXKYEMO, TIOKU HE Oy1eMO MaTH HEOOX1IHY JOBXKHHY MOCTY.

B ocTaHnHiii cripaiiT IiISIHKKA MOCTY jJoaaiiMo mie oaut kommoHent Hinge Joint 2D Ta B mouti
Connected Rigid Body niuoro He j101a€MO.

A&
A I'rTr -t
st F F T TR 0

Pucynok 6.3 — Ipukiaa MicTy, cTBopeHoro 3a gornomororo Hinge Joint 2D

MoskHa noaaTH Kamepy SIK JOuipHiil 00’€KT 10 mepcoHaxa. TuM caMuM 3pOOUBIIM, 1100
KaMmepa pyxanacs 3a nepcoHaxeM. Ho 1ie He qy»ke rapHe pillleHHs.

Honaiimo o mpoekry Cinemachine (Window — Package Manager). Bubparu Unity
Registry.

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

My Assets

Cinemachine
2.9.7 - May 08, 2023

Packages From Unity Registr

Cinemachine

Samples




Jani cTtBoproeMo Ha ciieHi HoBui 00’ ext Ty 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

3poO6uMO HaJlalITyBaHHS KaMepH, 110 J01aJacs:

- B noni Follow nogaemo mepcoHaska 3a KUM CITiTyBaTu

— B rpyni noxnis Body (nons Follow Offset: X, Y) HanamroByemo, mo6 Mexi kamepu
HE BUXOJIMJIN 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

Asromatnuao n0 Main Camera nmomascs koMmmoHeHT CinemachineBrain. Skmo Bin
ABTOMATHYHO HE JIOJIABCS, TO MOTPIOHO HOTO TOJIATH BPYUHY.

Tenep kamepa citity€e 3a TOJIOBHUM MEPCOHAKEM.

[Tapanakc — 1e edekr, KUl CTBOPIOETHCA 33 3MIHM KyTa 30py Ha OJIM3bKUI O0'€KT 1110710
JlaneKkoro. 3aBAsKU LbOMY e(peKTy MM 0adyMMoO IMpeIMEeTH O00CSIroM, CIpHMMaeMo TIIHOMHY 1
PO3yMi€eMO, IO 3HAXOAMUTHCS OJFKYe, a mo aaii. B irpax mapamakc Mo)Ke BUKOPHCTOBYBAaTHChH
JUIS CTBOPEHHS 1110311 00'eMy y IBOBUMIpHiii Ipi.

OcHoBHa 11es Mapajlakcy MOJISTae y MOXIJIMBOCTI BiIOOpaXkeHHs Oe3fivi 1apiB 3 pi3HUMHU
IJIMOMHAMU Ha OTHOMY eKpaHi. Pi3Hi mapu pyXarThcs 3 Pi3HOIO IIBUIKICTIO, CTBOPIOIOYH €(PeKT
rbuHu Ta o6'eMHocTti. lle mo3Bonsie 3poOWTH IrpoBUM CBIT OUIBII pEaTiCTUUYHUM Ta
3aHYPIOIOYUM, a TAKOXK JI0JJa€ HOB1 MOXKJIIMBOCTI JUIsSl TU3aiiHEPiB Ta pO3pOOHUKIB irop.

CrtBopumo mapu ¢pony. JJis mporo 101aiM0 710 CIICHU CITPaiTH 3 300pakeHHsAM (OHY, 03epa

b e

Pucynox 6.4 — Ipuknan cripaiiTiB 3 300paxxeHHsM (PoHY




Hanexum GoHom Oyzae OlakKUTHHMA eKpaH, KyIli OyayTh Mepe/Hi, Ta MiXK HUMHU Oyze 03epo.

JIn1st KOYKHOTO CIIpalTy, IIepes] TUM, SIK J0JIaTH Ha CIIeHYy, poOMMO TaKi HaJallTyBaHHS.

VY noni Texture Type Bubupaemo tun Sprite (2D and Ul), y noxi Wrap Mode Bigznauaemo
Repeat, y moni Mesh Type — Full Rect. ¥ noii Pixels per unit BctaHOBIIFOEMO Take 3HAYCHHSI, 1100
CIIPalT 3aKpHUBaB yBECh EKPaH.

CrBopumo HOBHIA ckpunT 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, ©F));
by
}
}

[puennyemo neit ckpunt 10 Main Camera.

Honaiimo sixk mouipHi 00’ext 1o Main Camera crpaiiti 3 ¢onom. Jlami i KOKHOTO
JOYIPHBOTO0 00’€KTa MOTPIOHO CTBOPUTH CBill MaTepian. Y CTBOPEHOTO Marepialy 3MIHUTH
sHauyeHHs B o1 Shader na Unlit — Transparent. Ta Bka3zartu crpaiit B o Select.

© Inspector

@L 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 mouipHix 06’ektax B kommonenTi Sprite Renderer, B momi Material Bka3atu BiamoBigHuit
marepian. Kpim toro, B mosi Order in Layer mocraButu 3HaueHHs -1, -5 tomro. Yum naii 00’ ek,
THAM O1LJTBITIE TIO MOYJTIO Oy/1€ YHCIIO.

CTBOpHMO Tapayakc 3a paxyHOK 3mimieHHs Offsets Ha marepiani. 3MiHa 3MiIICHHS JUIS
pi3HKX crpaiiTiB GOHY 3aJeKUTh Bij mapametpa scale. Uum Onmxkue cripaiit poHy, THM apaMeTp
MaTHMe HaliMeHIle 3HaueHHs, HapuKias, 1, a Halijanpmmii, HanpuKIa, 8.

CtBopumo HoBui ckpunt Parallax:



public class Parallax : MonoBehaviour
{

[SerializeField]

float scale = 1.6f;

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

void Update()

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

material.mainTextureOffset = offset;

[Ipuennyemo 1el CKpUIT 10 KOXHOIO CIpaiTy (OHY Ta BCTAHOBIIIOEMO BIANOBITHE
3HauCHHs mapamerpa scale.

2. 3aB/1aHHA 10 IPAKTHYHOI po6oTH 6

CrBoputH oToueHHs i 2D-rpu: momatu TaliaM Ta CTBOPUTH 3 HMUX IIAaT(GOPMHU JUIS
nepeMillieHHs] TepcoHaka Ta BoporiB. CTBOPHUTH, MO0 Kamepa pyxajacs 3a TEPCOHAXKEM.
CTBOpUTH 00'€KT 3 BUKOpHCTaHHSIM KoMnoHeHTH Joint 2D. PeanizyBaru mapanax e(exr.



IIpakTuyna podora 7. 2D rpa Clicker Ta Ul

Mera poooru:

[o3naitomutrcs 3 po3podkoro rpu Clicker ta Ul. HaBuutucst crBoptoBatu 2D-irpu Ta
aHIMAaIliI0 CHpauTiB, mucatu ckpuntH, crBoproBatd HUD B irpax, 30epiratu indopmariiiro mpo
KUIBKICTh 040K a00 rpoInei, ki Mae KOpUCTyBad, CTBOPIOBATH BiKHA IIEPEMOTH.

1. TeopeTH4Ha YacTHHA

CrBopuMo HoBuii 2D-npoekt. B mamiii aceriB ctBopumo manku Sprites, Prefabs, Scripts,
Animation. [lo manku Sprites ckomitoeMo ¢aitn aiis hoHy.

Hampukiag Takoro BUDISLY:

Buninumo pecypc ¢ony B Unity Ha Bkiaaui Project. Ilepetsraemo ¢on Ha cueny. @oH Moxke
OyTH 3aMaiuM 4u 3aBequKuM. L{fo mpobnemy e BUPIIUTH, HE 3MIHIOIOYM MacIuTad cCrpanTy
Ha CIIeHl, a CKOPUCTABILUCh 3akjaakoro Inspector. J{is 1iporo BUasiseMo 31 CLEHM CIpaiT Ta
BUALIsAEMO Horo B 3akianui Project. Ha Bkianui Inspector Hac Oyze 1ikaBuTH BiactuBicTh Pixels
per Unit.

Brnactusicte Pixels Per Unit (PPU) y Unity Bu3Hauae, CKiTbKM MIKCETIB 300paskeHHS
(cmipaiiTy) Oyze BMIILIEHO B O/IHY OAMHMIIO BUMIipy (1 unit) irpoBoro npocropy. Bona macmradye
cupaiit npu imMnopti: Bumuii PPU poOuth crpaidT menmmm, a Hwkunid PPU — Guibmmm. 3a
3amoBuyBaHHAM y Unity 100 PPU, mo 3a3Buuaii Bignosinae 100 mikcensm = 1 meTp (unit).

Sxmo copaift mae po3mip 100x100 mikcenis, To npu Pixels Per Unit = 100 iforo po3wmip y
rpi 6yze 1 x 1 unit. ko BcranoButu PPU = 50, Toi camuii cripaift ctane 2 x 2 units.

Hanpuknan, B HaloMy BUMaJIKy CIIPalT 3aBEJIMKUH, 3MEHIIIMMO Horo, BcTaHOBUBILIHU Pixels
Per Unit y 200.

Terrace (Texture 2D) Import Settir @ 3+ :

Open

Texture Type Sprite (2D and Ul)

Sprite Mode Single
Pixels Per Unit 200
Mesh Type Tight
Extrude Edges L
Pivot Center

Generate Physics ' v

Sprite Editor

JloGaBHUMO 10 IPOEKTY CIIpaT 3 300pa’keHHSIMU MOHCTPIB, HAPUKJIA TAKOTO BUJTY:



Crpaiit i3 kinmpkoma 300pakeHHsSMH B Unity Ha3MBA€TBCS CHPAUMOM i3 CKIAOOBUMU
enemenmamu. 1le Mmoxxe OyTH 300paKeHHSI, SIKE MICTUTh KIJTbKa MaJICHbKMX KApTUHOK, SIKI MOXYTb
OyTu nepemimeHi a0o aHIMOBaHI Pa3oM.

s poboTH 31 cipaiiToM 3 KiibkoMa 300paxkeHHsIME B Unity He0oOXiTHO BUKOPUCTOBYBATH
pemakrop cnpaiitiB (Sprite Editor). Ilepekonaiirecs, mo mis mnapamerpa Texture Type
BcTaHoBIeHO 3HadeHHs Sprite (2D and Ul) mns 300paxenHHs, ske MOTpiOHO BiapeaaryBary.
Bcranosite s mapamerpa Sprite Mode 3nauenns Multiple B Inspector iMmmopty TEKCTyp, SIKIIIO
300paXkeHHsT CKJIafaeTbcs 3 JAeKinbkox eneMeHTiB. [1lo0 BiapemaryBatu crpaidT, BHOEpiTh
300pakeHHs y BKiIaami Project, HarucHiTh kHOMKy Sprite Editor B Inspector.

Mons all (Texture 2D) Import Setti @ 3+
Open

Texture Type Sprite (2D and Ul)

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

Binkpuetscs BikHO Sprite Editor. Pazom i3 ckiageHum 300paskeHHSIM BU MoOadutTe psij
€JIEMEHTIB KEpYBaHHS Ha MaHelll y BEpXHii YaCTHHI BIKHA.

. 174' Sprite Editor
Sprite Editor v Slice v Trim

[ToB3yHOK y MpaBOMY BEpXHBOMY KYTi KEpPy€ MaCIITa0yBaHHAM, a KHOTIKA KOJIbOPOBOT CMYTH
3J1iBa B1Jl HHOTO BUOMpAE, UM BU MeperisaacTe came 300paxkeHHs abo ioro anbda-piBHi. Kpaiiniii
npaBUii OB3YHOK YIIpaBiIsi€ MiKcenizamieto (mipmap) TekctypH. [lepeMilieHHs: TOB3yHKa BIIiBO
3MEHIIY€E PO3AUIbHY 3[aTHICTh TEKCTypH crpaiiTy. HallBaXTuBIIIMM €JI€MEHTOM KepyBaHHS €
MeHIo Slice y TiBOMY BEpXHbOMY KYTKY, SIK€ 1a€ MOXKJIUBICTh aBTOMAaTUYHO PO3JUIATH €IEMEHTH
300pakenHs. Hapemri, kHomku Apply Ta Revert no3BonsiroTs 30epertu abo ckacyBatu Oyab-sKi
BHECEHI 3MiHH.

Haiinpocrimmii crnoci6 BUKOpUCTaHHS pelakTopa — 1€ 1IeHTU(IKyBaTH eIeMEHTH BPYUHY.
SIKmo KmanHyTH 300pa)KeHHs, 3'SBUTbCSA 00NacTh BHOOPY 3 pydukamMu MO KyTax. Bu moxere
NepeTAryBaTd pydku abo Kpai IpsIMOKYyTHHKA, 1100 3MIHUTH PO3MIp HABKOJIO MIEBHOIO €JIEMEHTA.
BuninuBum enemMeHT, MOXKHA JOJATH 1HIIMH, MEPETATHYBIIM HOBHUH IMPSIMOKYTHHK B OKpEMY



YacTUHY 300pakeHHs. Bu momiTuTe, 110 mpu BHOOP1 MPSIMOKYTHUKA B HIDKHHOMY IPAaBOMY KYTI
BiKHA 3'IBJISETHCS MTaHENb:

Center

Normalized

EnemeHnTn kepyBaHHS Ha IMaHeINi JO3BOJSIOTH BHOpATH iM'sl 1i1sl 300paKeHHS CIIpalTy Ta
BKa3aTH IOJIOKEHHS Ta pO3Mip HpPSIMOKYTHHKA 3a ioro koopauHatamu. Illupuna mexi 3iiBa,
3BepXy, MPaBOPYY 1 3HU3Y MOKe OyTH BKa3aHa y mikcelnsix. Takok € HamamTyBaHH s oci Sprite,
Ky Unity BUKOPUCTOBYE SIK II0YaTOK KOOPJAMHAT () Ta OCHOBHY «TOYKY NpPUB'S3ku» rpadiku. Bu
MOXKETe BUOpATH OJIHY 3 MO3UIIIH MO0 MPSIMOKYTHHKA 38 IIPOMOBYAHHSM (HAIPHUKIIA, TI0 LIEHTPY,
3BepXy MPaBOpPYyU TOII0) a00 BUKOPUCTOBYBATH BIACHI KOOPAUHATH.

Jonaiimo Ha CIieHy, HalIPHKJIa, TIepIIoro MoHcTpa. [lepes nepeTsryBaHHsIM HOTO Ha CIICHY,
pu HEOOX1AHOCTI, 3MiHITh 3HaYeHHS B nodi Pixels per unit. [I{o6 y nonansimomy He Oyno mpobiem
3 B1I0OpaKeHHSIM KAPTUHKU MOHCTpa Ta (OHY, TOCTaBUMO B 00’ €KTi MOHCTpa B Inspector B momi
Order in layer, Hanpukian, 3HadeHHs 5. JlogaiiMo TakoXk Taku KOMIOHEHTH, sk Rigidbody 2D Tta
Box Collider 2D.

JlonaiiMo Ha CrieHy IyCTHH 00’€KT, mepeTarHiMo Horo 10 HU3y eKpaHa Ta Ha3BeMO HOro
Ground. Homatu o Hporo xkommnoHeHT Box Collider 2D Tta posmmuputu itoro ¢popmy Ha ycro
HMIMPUHY €KpaHa:

Kaptunka 3 MoHCTpOM, sIKy MU oOpanu, He Mae a”imauii. [IpungymMaemo BiacHy aHimallio,
sKa OyJie 3armycKaTHCs IPH HaTUCKaHH1 KOPHUCTYBa4YeM JIiBOi KHOIIKM MUIII IO IIboMy 00’ ekTy. J{ist
CTBOPEHHs aHIMaIlil BUaUIMMO Ha ciieHi B Hierarchy 06’ exT MoHcTpa, HazBeMo ioro Monster. [{ns
BUJIIEHOT0 00’ €KTa BU3MBaeMo BikHO Animation (Window — Animation — Animation).

VY BikHiI Animation HaTHckaeMo KHOTIKY Create. BinkpueTscst BIKHO JIJ1s1 CTBOpPEHHS (ailiny 3
po3upeHHsaM anim. Jlaemo Ha3By aHiMallli Ta 3anmKMCcyeMoO i y manky Animation (SIKIIO BOHA M1

HE CTBOpPEHA, CTBOPITH ii). B mammi maemo nBa 06’ekra: Animation clip ( ) Ta Animator

Controller ( )



[aw Assets
[@ Animation

A Monster
2 Monsters

VY BikHiI Animation Hatuckaemo kHomnky Add Property ta o6upaemo Transform — Scale.
Buninsemo na ninii yacy 0:00 Bci 3HaueHHs nmapameTpiB macmTady, BctaHoBieHi B 1. Obupaemo
gac 0:30, BcranoBmoeMo Scale.x Ta Scale.y Ha 0,85. Obupaemo vac 1:00 — Bci 3HaUeHHs
napaMeTpiB MaciiTady BCTAHOBIIOEMO B 1.

B Console © Animation
Preview @ e 4 > Dbl 0:00 005 |0:10 |0:15 [0:40 0:45 050
Monster v

A.Monsters : Scale

Add Property

Ha Brmmagni Project Buginumo animamiitauit kimin Monster Ta Ha Bkiaaui Inspector 3HiMeMo
ranouky 3 Loop Time.

O Inspector

_‘ Monster (Animation Clip)

Loop Time

Animator y Unity — 11e KOMIIOHEHT, SIKMI Kepye aHiMalli€lo 00'€KTiB y creHi. Animator
JI03BOJISI€ PO3POOHKMKAM CTBOPIOBATH aHIMallli Ta MePexoau MK HUMH, IO CIIPOILY€E KEPyBaHHS
MOBEJIHKOIO TepcoHaXiB uu 00'ekTiB. KoHTponep aHimamlii a03BOJIsIE€ TMEpPEMUKATHCS MIiX
aHIMaIisIMU M1J] YaC BUKOHAHHS NMEBHUX YMOB. JIsl BIZKPUTTA BikHa Animator CKOpUCTaeEMOCS
mento Unity, a came Window — Animation — Animator.

BikHo Animator ckiaaeTbes 3 IBOX OCHOBHUX PO3/ILIiB: OCHOBHOI 00J1aCTi MaKeTa 3 CITKOIO
Ta niBoi manenm «Layers & Parameters».

JliBa manens Parameters no3Bosisie CTBOpIOBAaTH, MeperiasgaTy Ta peaaryBaTu 3miHHI. L1
3MiHHI, SIKi BH BU3HAYa€ETe, AIFOTh K BXiAHI JaHi B KiHIeBui aBToMat. L1{o6 nomatu mapamerp,
KJIAIHITh 3HAYOK «+» 1 BHOEpITh TUN MapaMeTpa 31 crumBarodoro MeHwoo. Il[o6 Bumamuth
napameTp, BUOEpiTh MapaMeTp y CIIUCKAX 1 HATUCHITh KJIABIlTy BUAAJICHHS.

Ilapamempu awnimayii — nie 3MiHHI, BU3HAYEHI B KOHTPOJIEpI aHIMaIli, 70 SIKUX MOXXHa
OTPUMATH JIOCTYI Ta MPUCBOITH 3HaUEHHS 31 ckpunTa. OCh sIK clieHapii MOXe KOHTPOJIFOBATH YU
BIUTMBATH HA MOTIK MAIIMHU CTaHiB/

[TapameTpu aniMariii MOXyTbh OyTH YOTHPHOX OCHOBHUX THIIB:

- Int — 11iste uKcno;

- Float — yncno 3 poOoBoIO YaCTUHOIO;

- Bool — cipaBsxHe un XxuOHe 3HaYCHHS (IIPEACTABICHO MPAIIOPIIEM);

—  Trigger — noriyHuid mapamerp, SKUH CKHIAETHCS KOHTPOJEPOM TiJl 4ac Mepexory

(TTO3HAYAETHCS KPYTIIOK KHOIKOIO).



[TapameTpam MO’XHa HaJaBaTH 3HAYEHHS 31 CKPHUIITY 3a JOMOMOTOI0 (YHKIIH Kiacy
Animator: SetFloat, Setinteger, SetBool, SetTrigger Ta ResetTrigger.
Hanpuknan:

[SerializeField]
private Animator animator;

animator.SetBool ("jump", false);

ABTOMAaTH CTaHy CKJIAJAIOThCS 31 CTaHIB, IEPEXO/IiB 1 TOJIiH, a MEHIII aBTOMATH ITiJICTAHIB
MO’KHA BUKOPHCTOBYBATH SIK KOMIIOHEHTH Y BEJIMKUX MaIllMHAX.

Any State

Monster

Pucynoxk 7.1 — Ipukmnaz Bikaa Animator

Any State — 1ie ocobmuBHii cTaH, AKHiA iICHY€ 3aBXK11. BOHO MiaX0ANUTh 7S CUTYallii, KOJIH
BU XOUeTe MEePEeNTH J10 IEBHOI'O CTaHY, HE3aJIeXKHO BiJl IOTOYHOTO.

Byson Entry BUKOpUCTOBYETHCS MpH Mepexol B KiHIEBUH aBToMaT. Byson Bxoay Oyne
OLIIHEHO Ta PO3Trajy’eHO O CTaHy NPU3HAYECHHS BIAMOBIIHO J0 BCTAHOBIEHHX YMOB. Takum
YMHOM, BY30J Entry Moke KOHTpPOJIIOBaTH, B SIKOMY CTaHI IOYMHAETHCS KIHIIEBHM aBTOMAT,
OLIIHIOIOYH CTaH BalllMX MapaMeTpiB, KOJIM MOYNHAETHCS KIHIIEBUNA aBTOMAT.

Byson Exit BuKopucCTOBY€ThCS JUIsl BKa3iBKM, LI0 KIHIEBUM aBTOMAaT Mae€ 3aBEPLUIUTH
pobory.

MoskHa 3MilTyBaTH MEpPeXoAM KIHIIEBOIO aBTOMaTa 31 3BUYAHMMM I[E€peXo/JaMu CTaHiB,
TOMY MOJKHa TIEpEXOJIUTH BiJ] CTaHy 0 CTaHy, BiJl CTaHy JI0 KiHIIEBOIO aBTOMaTa Ta Bijl OJJHOI'O
KIHIIEBOTO aBTOMAaTa 0€310oCcepeIHbO JI0 1HIIOTO KIHI[EBOT'O aBTOMATa.

CTBOpHMO HOBHIA TTapamMeTp aHiMarii Tuny Trigger Ta Hazsemo ioro hit.

Ilepexoou animayii (Animation Transitions) BU3HA4arOTh, [0 CaM€ BiJI0YBA€THCS, KO BU
nepeMuKaeTe OAMH cTaH aHimanii (Animation State) Ha iHmmMi. Y Oynb-skuil yac Moxke OyTu
aKTUBHUHN Jnmie onuH nepexif. [lepexin MokKHAa HamamTyBaTH JIMIIE 3a TMEBHOI yMOBH, sKa
BUKOHY€ETBCS, 1 1[I YMOBU 0a3yloThcs Ha 3HAYEHHSIX MapaMeTpiB, BCTAHOBICHHUX Y KOHTpOJepi
aHiMaropa.

o6 nmonmaTu mepexiq HAa HOBHM CTaH, NMPaBOIO KHOIKOI MHUII MO MOTOYHOMY CTaHi Ta
obpatu Make Transition Ta mOTATHYTH JIiHiO 10 HOBOTO cTaHy. CTBOpPMMO mepexin 31 cTaHy
Monster no cebe x.



Any State

Monster

A

Jaini notpiOHO BKa3aTu yMOBY iepexofy. s mboro HaTHCKaEMO HA JIIHIIO MepPexony, i B
Inspector 3’BUTBCS BIKHO, B SIKOMY, IO-TIepIe, 3HIMaeMo mparoperns 3 Has Exit Time. A mami
HaTuckaemo + B Conditions Ta 101a€MO YMOBY JIJIsl IEPEXOTY.

Monster -> Monster

Has Exit Time
Settings

|0:10

Monster

Conditions

Hit

Has Exit Time — Bu3Havae, 41 MOXKE yMOBA MEPeXoy HaOyTH YMHHOCTI Y Oy/Ab-sIKHid 4ac
a0o JuIIe Mij Yac BUXOY 31 CTaHy.

Sxmo Buniutu ctad Monster, To B Inspector 3’ iBUThCsI BIKHO, B IKOMY MO>KHA pe/laryBaTH
HIBUIKICTH aHiMaIlii (rmosie Speed):

© Inspector
..! Monster
Tag

Motion 4 Monster
Speed 8

Parameter
Motion Time Parameter
Mirror Parameter

Cycle Offset Parameter
Foot IK
Write Defaults

Transitions Solo Mute

Monster -> Monster

3 HaJalTyBaHHIM aHIMallii 3aKIHYWIK, IepeiIeMO A0 CTBOPEHHS (YHKIIOHATBHOCTI IPH.
CrBopumo ckpunt HitMonster, B skoMy 101aiiMO KOJI JJIs1 3aITyCKY aHiMallii Ipy HaTHCKaHHI
KHOIIKH MUIII TI0O MOHCTDY.



public class HitMonster : MonoBehaviour

{

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

{
}

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

{

}

private void OnMouseDown()

h GetComponent<Animator>().SetTrigger("Hit");
}

Honaemo ckpunt no o0’ekta Monsters Ha creHi. SIKIo 3apa3 3amyCTUTH TPy, TO MpHU

HATHCKaHHI JIIBOIO KHOIKOIO MHIII 10 MOHCTpPY OyJie pOrpaBaTHCs CTBOPEHA aHIMaIlis.

CreBopumo mie onuH ckpunt HealthMonster, B sikomy nomaiiMo Ko, KM JO3BOJIUTH

3aKpenUTH 32 MOHCTPOM KIJIBKICTh WOTO JKHUTTS Ta CKUIBKH OaliB MH OTPUMAEMO, KOJIH HOTO
3HEMmKoANMO. JlomaitmMo 1eit CKpunT Takox 10 00’ekta Monsters Ha CLEHi.

Crioyatky orojlocCMMO HeoOXiIHI 3MiHHI:

[SerializeField]
private int health = 1080;

[SerializeField]
private int maxCoints = 9@;

CrBopumo meron GetHit(), B sskomy OyaeMo 3MEHIIYBaTH KUIBKICTh JKUTTS MOHCTpa Ha

BEITMYMHY BX1IHOTO nTapameTpa damage.

public void GetHit(int damage)

{

int currHealth = health - damage;
if (currHealth <= @)

{

}
health = currHealth;

Destroy(gameObject);

CrBopuMO BUKIHK IIbOT0 MeToay B kiaci HitMonster B metoni OnMouseDown():



private void OnMouseDown()

{
GetComponent<Animator>().SetTrigger("Hit");

GetComponent<HealthMonster>().GetHit(10);

Tenep npu KOOKHOMY KJIIKY 110 MOHCTPY KUJIbKICTh HOTO XKHTTS Oy/ie 3MCHIITYBaTHCS HA JIESKY
BEJIMYHHY, 1 HAIPHUKIiHII 00’ eKT Monsters BUIATUTHCS 31 CIICHU.
Jani Ham moTpiOHO peani3yBaTH MOKa3 HACTYITHOTO MOHCTPA 3 MOTO KUIBKICTIO JKHTTS Ta

OasiaMu, sIKi MU OTPUMAEMO, KOJIM HOTO 3HEITKOAMMO.
s mporo crovyarky crBopuMo npedabd 3 06’ ekra Monsters Ha crieHi. [lepeTsraemo 00’ ekt

Monsters y nanky Prefabs. CtBopumo me oqun ckpunt GameController.
OrojocumMo B HOBOMY CKPHIITI 3MiHHI:

[SerializeField]
private int coints = @;

[SerializeField]
private GameObject monstersPrefab;

[SerializeField]
private Transform startPoint;

3MiHHA coints — MOTOYHA KIJIbKICTh OaiB, siki Mu HaOpanu. 3miaaa monstersPrefab — npedad
MOHCTpA, sIKHii OyJle TOKa3aHO 3aMiCTh 3HEIIKO/PKEHOT0 MOHCTpa. 3MiHHa startPoint — Touka, e

3 SIBUTHCSI HACTYITHUWA MOHCTP.
Creopumo HoBi metoau TakeCoints() Ta SpawnMonster():

public void TakeCoints(int numCoints)

{
coints += numCoints;
SpawnMonster();
}
private void SpawnMonster()
{
int index = @;
GameObject newMonster = Instantiate(monstersPrefab) ;
newMonster.transform.position = startPoint.position;
}

CrBopumo Ha cueHi myctuii 00’exkt GameController Ta mpUKpINUMO O HHOTO CKPHUIIT

GameController.
Honaiimo Buknuk Merony TakeCoints() y ckpunt HealthMonster:



GameController gameController;

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

{

gameController = .FindObjectOfType<GameController>();

public void GetHit(int damage)

{
int currHealth = health - damage;
if (currHealth <= @)
{
gameController.TakeCoints(maxCoints);
Destroy(gameQbject);
}
health = currHealth;
}

SIK110 3aIyCTUTH TPY, TO MICJsI TOTO, SIK 3HEIIKOAMMO MEPIIOTO MOHCTPA, 3’ SIBUThCS HOBUH,
SIKOTO TaKOXK TOTPIOHO 3HEIIKOAUTH Ta OTPUMATH 3a 11e Oau.

Iumepdghetic kopucmysaua — 11€ CyKyIHICTB 3aC001B, 32 JOMTOMOT'OI0 SIKMX I'PaBellb B3a€EMOJIIE
3 rporo. Lle He nuie Bi3yanbHi €1eMeHTH, a i iXHA (yHKIIOHAIBHICTb.

Bci Ul-enemenTtu (kapTUHKH, KHOIKH, TEKCT TOIIO) CTBOPHOIOThCA B Unity BcepenuHi
crneniagbHOrO 00'ekTa — Canvas.

Canvas (mos0THO) — I1e 0071aCTh, BCcepeanHi K01 3HaxoasThes Bei extementu Ul (intepdeiicy
KopuctyBaya). [TonoTHo — e irpoBwuii 00'ekt (Game Object) 3 mogaHuUM 10 HHOTO KOMIIOHEHTOM
Canvas. Bci enementu Ul moBunHI O0yTH govipHimu 1poro Canvas.

Komu Bu cTBOproere HoBwii enemeHT Ul, Takuii, K, HapUKIIa1, TaHEIb, BAKOPUCTOBYIOUH
mento GameObject — Ul — Panel, pazom 3 HUM aBTOMaTHYHO CTBOPIOETHCS 1 Canvas, sKiio 10
IILOTO Ha CIleHi oro me He 0yno. Enmement Ul cTBoproeThest mouipHim Canvas.

HUD (Heads-up Display) — e Ha0ip rpadiunmx inTepdeiiciB Ta 1eKOpaTUBHHUX CIICMEHTIB,
pO3TalllOBaHUX Ha MEpeAHbOMY ILJIaHI1 Ta/abo B IPOBOMY CBITI, SIKi MOKJIMKaHI SBHO Ta IIBHJKO
JIOHOCHUTH JI0 TpaBl HEOOXiAHY iHopMallilo Bil IpU y NEBHUH MOMEHT 4acy, HE 3aBaXKarouu
OTPUMAaHHIO IrPOBOTO JJOCBINY.

OcnoBuumu enementamu HUD € inaukatopu 3110poB's, KUIbKICTb OO€pUIIaciB, piBeHb Ta
JIOCB1J1, IPOTpeC y Ipl, IHBEHTAp TOLIO.

HonaiimMo y Ham iHTepdeiic MOXIIMBICTh OaunuTH Mporpec y rpi. Sk mpouec y rpi Oyaemo
po3ymiTH 1H(}OpMalilo Mpo KUIbKICTh O4YOK alo rpomiei, siki Mae kopuctyBad. [Hpopmaris
CKJIaJJaTUMEThCS 3 JIBOX YACTHH: KapTUHKH, L0 TMOKa3ye TUN iH(opmarii, Ta camMa KUIbKICTb.
[To3unionysaru 1110 iHGOpMaIito Oy1eMo y IpaBOMY BEPXHbOMY KYTKY.

Hopobumo rpy Clicker Ta nmomaemo B iHTepdeiic MOXIUBICTh OaYUTH KiTBKICTh
HAKOMMYEHUX OaiB.

CrtBopumo y Canvas 3 HazBoto HUD kaptunky Ta B kommoneHTi Image B mone Source Image
JI0TaiiMO 300pakeHHs1, HAIPUKJIa, KYIIKH MOHET, Ta Ha3BeMo Scorelmage.

Takox ctBopumo Text ta HazBemo ioro ScoreLabel. Hamamtyemo mpudt Ta KOmaip TEKCTy
Ta BUJAJIUMO TCKCT.



Hogi enemMeHTH MO3UIIIOHYEMO JI0 MPABOT'0 BEPXHBOTO KYTa.

@ HUD

&) ScoreLabel
&3 Scorelmage

CtBopumo ckpunt HUD Ta mpukpinumo oro mo o6’ekra HUD. B ckpunti cTBOprMO
MOCHJIAHHS Ha €K3EMIUISP KJIacy:

static private HUD _instance;
public static HUD Instance { get { return _instance; } }

private void Awake()

{
}

_instance = this;
CrtBopuMO moJIe Ui MOCcHIaHHs Ha 00’ekT Text Ta meron sikuii OyJe 3allOBHIOBATH IIEH
00’ €eKT iHpOpMAITi€TO:

[SerializeField]
private TMP_Text scorelabel;

public void SetScore(string scorevalue)

{
}

scorelLabel.text = scoreValue;

Ckopucrtaemocsi Bxke crtBopeHHMM ckpuntom GameController. B npomy ckpunti Oyio
CTBOPEHO MoJie coints, Je 30epiraeTbcsi MOTOYHA KIABKICTh HAKOMMYEHHX OaniB. B ckpumTi
HealthMonster B metoai GetHit() € psaok nepenaui kipkocTi o4ok 10 GameController:

public void GetHit(int damage)

{
int currHealth = health - damage;
if (currHealth <= @)
{
gameController.TakeCoints(maxCoints);
Destroy(gameObject);
}
health = currHealth;
}

Binpenaryemo B ckpunti GameController metox TakeCoints:



public void TakeCoints(int numCoints)

{
coints += numCoints;
HUD.Instance.SetScore(coints.ToString());
SpawnMonster();

}

SIKimo 3amycTUTH TPOEKT, TICIS 3HUINEHHS MOHCTpa Ha €KpaHi 3 SBHTHCS KUIbKICTh
3apobneHnx OaiB.

Hexaiif, xomu KOpPUCTyBad HAKONUYHUTH IEBHY KUIBKICTH OYOK, I'pa MNPUIUHSIETHCS 1
3’SBISIETBCS BIKHO MepeMoru. Po3riissHeMo KpoKH JJis peaisaiiii Takoi 3a1adi.

[To-mepire, CTBOPUMO BiKHO ITEPEMOTH.

Creopumo y Canvas noBy Panel ta nazsemo ii LevelWonWindow. B kommonenTi Image B
nosie Source Image nogaiimo 300paxxeHHs OHY BiKHA Ta HANAIITYEMO HOTO PO3MIp:

ndow

HonaiimMo no manem LevelWonWindow Taki 06’exth, sik Text ta Button. Hamamryemo ix
HACTYITHUM 00pa3oM:




Heo0xinHo nogatu GyHKIIOHATBHICTS MOSBU IILOTO BIKHA Ta T€, 110 Oy/1e BIIOYBATHCS TPH
HATHCKAHHI KHOIIKH y BiKHI.

VY cxkpunt HUD ponaiiMo mosie asis 30epiraHHsi MOCHJIAHHS Ha BIKHO BHTpAIly Ta METOIU
MOKa3y IhOT0 BiKHA Ta MEPEXO/y Ha HIITY CIEHY:

[SerializeField]
private GameObject LevelWonWindow;

public void ShowlLevelWonWindow()

{
LevelWonWindow.SetActive(true);
}
public void ButtonMainMenu()
{
SceneManager.LoadScene("MainMenu");
}

B ckpunt GameController no wmeromy TakeCoints() momaiiMo mnepeBipKy KiJIbKOCTI
HaOpaHUX OYOK:

public void TakeCoints(int numCoints)

{ coints += numCoints;
HUD.Instance.SetScore(coints.ToString());
if (coints > 1ee)

HUD.Instance.ShowLevelWonWindow();
SpawnMonster();
}

VY nopansmomy B ckpunt GameController MoxHa BBecTH ToJie il 30epiraHHs KUTbKOCTI
OYOK, TIPH SIKil 3aBEPIIY€EThCS Ipa, Ta 3aMiHUTH yrcio 100 Ha o 3MiHHY.
I B 3aBepieHHi A7t KHONKH Ha naHeni LevelWonWindow monatu airo mpu HaTHCKaHHI:

On Click ()
Runtime On~ HUD.ShowMainMenu

AHUD (HU®

3HiMaeMo Tpamnopelb akTUBHOCTI 171 BikHa mepeMoru LevelWonWindow.
3armycTUMO MPOEKT, 3HUIIUMO JIEK1JIbKa MOHCTPIB. B pe3ynbrati 3’IBUThCS BIKHO IEPEMOTH:



You win!!!!

2. 3aBaaHHA 10 NPAKTHUYHOI podoTH /

CtBopite HoBuii 2D-mpoekt Ta peamizyiire rpy Clicker. 3po6ite Moaubikarii: micis
3HUINECHHS MOHCTPA Ha CIICHI ITOBUHEH 3’ IBUTHCS HOBHA, SIKUI Oy 1e 00paHuii BUITaJKOBUM YUHOM
13 MacuBy MOHCTpiB. B¢ciM MOHCTpaM y MacuBi MPUCBOITH Pi3HI PiBHI XKUTTS Ta KUTBKOCTI OaiB,
SIK1 OTPUMAEMO MICIISI IXHBOTO 3HUILICHHS.

Honatu Ul y BUrIsiai KUTBKOCTI BUTpaHUX OaniB, KUIBKOCTI JKUTTS, IO 3aJUIIMIOCS Y
MOHCTpIB, Ta CTBOPUTH BIKHO IT€PEMOTH.



IIpakTuuHa po6ora 8. MeToam 3axucTy Bija 3710My B irpax

Meta poGoTH: TTO3HAMOMUTHCS 3 METOAAMH 3axXHCTy BiJ 37amMy B irpax. HaBuutucs
CTBOPIOBATH ITPH Ta Peaii30ByBaTH METOH 3aXUCTY BiJ 37aMy.

1. TeopeTnuHuii MarepiaJ

Sxmo Bam motpiOHa crpamxHs Oe3neka, TO HalKpammid BapiaHT — 30epiraTté jaaHi Ha
cepBepi, e KOpUCTyBadi HE MOXKYTh iX 3MiHuTU. LI[06 e mpamroBano, mporpama He MOBHHHA
HaJCWIIaTH JaHi Oe3rmocepeHhO Ha CEpBEp, OCKUIBKM KOPUCTYBadi BCE OJHO MOXYTh
MaHIMyJIOBaTH HUMHU. 3aMICTh IILOTO MpOrpaMa MOKE JIMILIE HaJACWUIaTH KOMaHIU Ha cepBep,
JIO3BOJISITH CEpBEPY 3MIHIOBATH J]aHi, a MOTIM HAICWIATH PE3yJIbTaTH Ha3aJa JI0 IPOTrPaMu.

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

Buxopucranns npoctux JSON-¢aiinis y mamiii 30epekeHs J03BOJIsI€ KOPUCTYBaYaM JIETKO
MaHIITyJIIOBATH XapaKTEPUCTHKAMH TEPCOHAKA. 3TTOBMUCHUK MOXKE 3 JIETKICTIO MaHIITyJIFOBATH
JAHUMH CBOTO aKayHTY, BAKOPHUCTOBYIOUM BHYTPIIIHI JJaHi, 3aBaHTa)KeH1 Ha npucTpiid. Lle nepia
1 OCHOBHA TIpoOJIeMa, SIKy MOTPIOHO BUPIIINTH.

[udpyBanHs BHYTPIIMIHBOITPOBUX JAaHUX BaXJIMBE JUIsi 3a0e3meueHHs Oe3leKku Ta
YHEMOXJIMBIICHHSI HECAHKI[IOHOBAHOTO JIOCTYITy 10 KOH(]iAeHMiiHO1 iHpopmarii. Llei mporec
3a0e3reyye 3aXUCT Bl MOKIIMBUX aTak Ta BUTOKIB JaHMX, a TAKOXK JI03BOJISIE 30epiratu BaXIJIUBY
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
TpU.

Base64-niepeTBopeHHs B irpax BUKOPUCTOBYETHCS I O€31MEUHOT Iepenadi OiHapHUX JaHHX
(300paxeHb, 30epekeHb, MEPEKEBUX MAKETIB) Yepe3 TEKCTOBI MPOTOKOJIM, NEPETBOPIOIOYH iX Ha
HaOip 13 64 ASCII-cumBomis. Lle 3a0e3neuye MITICHICTh JAaHUX MiJ 9Yac 0OMiHY, 3aXHIIAI0YH BiJ
MOLIKOJKEHb, alle 301IbIy€e po3Mip (aitiiB npubnamuszHo Ha 33%.

Base64 — e meron komyBaHHs ABiiikoBHX (binary) manux y tekcrouid ¢popmar (ASCII),
KU BUKOpUCTOBYE nuie 64 Ge3neuHi ApykoBaHi cuMmBosd (A-Z, a-z, 0-9, +, /). CyTb nonsrae y
nepeTBopeHHi 3 OaiTiB (24 6iTH) naHUX y 4 CHMBOJIM, IO JI03BOJISIE MepenaBaTu Qaitin abo
300pakeHHs yepe3 TeKcToBi nmpotokonu (email, JSON, HTTP) 6e3 momkokeHHs JaHUX.

Anroput™m KoyBaHHs Base64 (moKpoKkoBo):

- Po36uTTs Ha GaifTu — BUXiAHI AaH1 JUISThCS Ha TpynH 1o 3 Gaiitu (3 X 8 = 24 6iTH).

- [leperpynyBanHs B 6 0iTiB — KO>keH 24-01THuUI 0J10K po30MBaeThCst HA 4 OJI0KU 110 6

0iTiB (4 x 6 = 24 OiTa).

- Innekcanist — orpumani 6-61toBi 3HadeHHs (0 — 63) mepeTBOPIOIOTHCS HA BIAIOBIIHI

cumBosr ASCII-tabmumi (A -Z,a—-2,0-9, +,/).

- HonoHennst (Padding) — skmo BHXiAHUI OJOK MiCTHTh MeHIIe 3 OaWTiB,

BUKOPUCTOBYETHCS CUMBOJI = IS 3aIIOBHEHHS, 11100 M1ICYMKOBUH PSAA0K OYB KpaTHHIM
4 cumBoONaMm.

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

PosrissHemo 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

I
{

"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"

1

“Num": 2

}
1

®aiin data_b64.txt:

File  Edit  View €3

IWweKTCB7DQog TCAGTKShbWUi01Ai T2x1bmE i LAGKTCAGTCIMaWZ1TjogMTAWLABKTCAETCIND251eST6TDT1IMCWNCiAgTCAIQXIBaNZhY3R2zQ3N2TjogT1IpbmesTEFt
dWx1dCwgS2VSTiwNCiAgICALIQXIBaWZhY3R2zIjogweKICAICAET1Ipbmeil ABKICAEICAZTkFtdix1dCTsDQogICAgICAIS2V5Tg@KICAETF@sDQogICAETK51bSI6
IDMNCiAgFSWNCiAgewBKICAGICIOYW11IjogTk12YW4iL AGKICAEICIMaWZ1I og0DASDQogICAgIk1vbmV5IjogMTIwLABKICAEICIBCNRpZmF jdHNDC3Y101iA1 TWFw
LCBQb3Rpb24iLAGKICAGICIBcnRpZmF jdHMi0iBbDQogICAGICAL THFWIiwNCiAgICAgICIQb3Rpb24iDQogICAGXSWNCiAgICAI TNV jogMgoKICBODQpd

Crangapt AES (Advanced Encryption Standard) e crannaprom mudpysanas CrionydeHnx
[IITariB AMepuku Ta BKIto4yae B cede anmroputM Rijndael.

Rijndael € 6moxoBUM mMdpOM 3 TOBXKHUHOIO OJOKY N Ta JOBKUHOIO KIItoUa Nk, K1 MOXKYTh
MpUMaTH OJHE 3 TPhOX 3HaUeHb: 128, 192, 256 GiTiB. AITOPUTM CKJIANA€ThCS 3 Ny payHIIIB, /1€
napaMmeTp Nr BUBHAYAE€ThCA 3a YUCIIaMu N Ta Nk 3rigHo 3 Tabmuiero 8.1.



Tabmuus 8.1. Kinpkicts paynaiB B anroputmi mmdpysanss 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 BukopucToBYIOTHCSI 4OTUPU 0a30Bi EPETBOPEHHS, O3HAYCHHS SIKUX HABEICHO
HIDKYE:

1) K (AddRoundKey) — nonaBanHs 710 BX1THOTO TOBIIOMJICHHS PayH/I0 BOT'O KJIIOYa;

2) S (ByteSub) — 3acTtocyBaHHS HENTIHIHHKX BY3JIiB 3aMiHHU;

3) R (ShiftRow) — uukiniyamii 3CyB psjKiB,

4) M (MixColumn) — nepemitiryBaHHsI CTOBIIIIIB.

3amm@pyBaHHS BIIKPUTOTO TEKCTY MOJSATA€E y BUKOHAHHI TaKUX il

1) oOumcnenHi (3a AOMOMOIOI0 OKPEMOi MPOLEeypy — pO3KIIaay KitouiB) Ny + 1 payHI0BUX
KJIIOYiB 32 KIIF0YeM M (pyBaHHS;

2) 1opaBaHHI MEPILOro payHA0BOrO KIIH0Ya 0 BIAKPUTOTO TEKCTY;

3) BuKOHaHHI Nr — 1 TPOMIKHUX pPayH/IIB;

4) BUKOHAaHHI OCTaHHBOTO PayH]y.

KoxkeH npoMiXKHHA payHJ TONATaE B IIOCIIJOBHOMY 3aCTOCYBaHHI JO BXIiJHOTO
HoB1JIOMJIEHHS nepeTBopeHb S, R, M, K; B ocTaHHbOMY payH/1 311HCHIOIOTECS IEPETBOPEHHS S,
R, K.

Hns  peamizamii  mudppyBanas AES y C# BHKOPUCTOBYETbCS MPOCTIp  iMEH
System.Security.Cryptography Ta kinac Aes. OCHOBHHUE MiX1 MMOJIATa€ y CTBOPCHHI €K3EMILIAPa
Aes, BukopuctanHi kitoya (Key) ta Bekropa inimianizauii (IV) ans crBopenns ICryptoTransform
yepe3 CreateEncryptor abo CreateDecryptor, a motiMm 00poOIi [JaHWX 3a JOMOMOTOIO
CryptoStream.

Bexmop iniyianizayii (Initialization Vector, IV) — ne BunaakoBa abo ICeBIOBUIIAIKOBA
HOCHIIOBHICTh OAMTIB, sIka BUKOPHUCTOBYETHCS Pa3oM 13 CEKPETHUM KIIOYEM Y CUMETPUYHOMY
mUppyBaHH1 JJI TapaHTYBaHHSA YHIKaJIbHOCTI KOXKHOTO 3alIM(poBaHOro OJOKYy AaHMX. BiH
3arobirae MosiBi 0JHAKOBHX IIA0JIOHIB y 3amIi(pOBaHOMY TEKCTi, poOssud MUdp CTIMKUM J10
aTaxK.

bes IV onnakoBuii TekcT, 3amuppoBaHUN OJHUM 1 THUM CaMHUM KIIOYEeM, 3aBXKIU
BUTJISIIATUME OAHAKOBO. lle mo3Bossie xakepaM 3HAXOMUTH 3aKOHOMIPHOCTI (HANPHUKIIAI,
PO3Mi3HATH CTaHJAPTHI 3ar0JIOBKU TIOB1IOMJICHB ).

B anroputmax AES Bukopucrtanas IV 3anexuTh BiJi KOHKPETHOTO PEXUMY pPOOOTH.
BuKOpHCTOBYIOTBHCS Taki peKUMH POOOTH:

- AES-CBC (Cipher Block Chaining) — y npoMy pexumi KOXKeH OJIOK AaHUX Hepen

MU PYBaHHAM «3MIIIYETHCS» 3 MONEPEAHIM 3alPpoBaHUM 0J10KOM. OCKIIBKH IS
nepuIoro OJIOKy IIe HEMa€e «IOMepeaHbOro», IV BHCTymae B poii IBOTO MEPIIOTo
BipTyasibHOTro O110KYy. [lepmmii 610k TekcTy mpoxoauTs omneparito XOR 3 1V, i nuie
MICTIS IBOTO pe3ynbTaT mudpyeThes kimoueM AES.

- AES-CTR (Counter Mode) — uieit pesxxum neperBoproe AES Ha motokosuii mmudp. Tyt
IV — uucno, 1mo BUKOPUCTOBYETHCS OJMH pa3 1 € YaCTUHOWO «JIuMibHUKa». AES
mudpye He caM TEeKCT, a kKoMmOiHamio «IV + MYUIbHUK» (SKHd 301TBIIY€EThCS JUIS
KOHOTO 0J10KY). OTpUMaHui «BUIIaJKOBUN» MOTIK AaHUX MOTIM 3MilyeTbest (XOR)
3 TEKCTOM.

- AES-GCM (Galois/Counter Mode) — HaiicydacHIIIMi peXHUM, SKAH HE TiTbKH

mmdpye, a it nepesipsie HinicHicTh ganux. [Ipamtoe cxoxe Ha CTR, ane BUKopucToBye



IV (3a3Buuait 96 OiT) 11 CTBOPEHHS YHIKAJIBbHOTO KJIIOYa JUIsl KOXKHOTO
noBioMiIeHHA. Ko gani OyxyTh 3MiHEHI IiJ] Yac mnepeaadi, alrOpuTM Iie BUSIBUTD
3aBJISIKU «TETYy ayTeHTU(IKaIi», IKUil reHepyeThest pazoM 3 V.

Aes — 11e abCTpaKkTHHI KJIac, B/ IKOTO yCIaIKOBYIOThCS BCl peanizamii anroputmy AES. Y
CBOIO 4Yepry, Kjac Aes caM € CIaJKOEMIIEM IHIIIOTo abCTpakTHOro Kiaacy — SymmetricAlgorithm,
SKWH €, K BUIUIMBAE 3 Ha3BM, CUMETpUYHMM ainroputMom mmdpysanns. ¥ NET Bci knacu,
noxigHi Bixm SymmetricAlgorithm kmacy, BUKOPHCTOBYIOTh PEXHM 3UYCIICHHS OJIOKIB TEKCTY
(auran. Cipher Block Chaining, CBC). Pexxum CBC BUKOPHCTOBYETBCS 32 3aMOBUYBaHHSIM, aJie 32
Oa’kaHHSM HOT0o MOXHA 3MIHUTH.

{06 orpumatu 00'eKT aysi MUGPYBAHHS 32 33JaHUM AJITOPUTMOM, IOCTATHHO BHUKJIMKATH
metoj Create(). Hanmpukiai, ckopucTaeMocs UM METOJIOM 1 CTBOPUMO O0'€KT IS MIHPPyBaHHS
naHux 3 BUKopuctaHHAM AES Ta moauBHMOCS Ha WOTO HAJTANITYBaHHS 3a 3aMOBYYBaHHSM Ta
esKl 1HII BJIaCTUBOCTI:

Aes aes = Aes.Create();
Console.WriteLine($"{aes.GetType()}");
Console.WriteLine($"Pasmip knwya: {aes.KeySizel™);
Console.WriteLine($"Pasmip 6noky: {aes.BlockSize}");
Console.WriteLine($"Pemum po6otu: {aes.Mode}™);
Console.WriteLine("Po3mipu Knw4iB, wWo NiATPUMYWTbHCH CUMETPUYHUM anropuTmom:");
foreach (var keySize in aes.LegalKeySizes)
{
Console.WriteLine($"{keySize.MinSize} - {keySize.MaxSize} 6ut (c warom {keySize.SkipSize})");
}
Console.WriteLine("Po3mipu 6n0KiB, wWo NiATPUMYWTHCH CUMETPUYHUM anropuTmom:");
foreach (var blockSize in aes.LegalBlockSizes)
{
Console.WritelLine($"{blockSize.MinSize} - {blockSize.MaxSize} 6ut");
}
Console.WriteLine($"BekTop iHiuianisauii: {Convert.ToHexString(aes.IV)3}");
Console.WriteLine($"Knwy: {Convert.ToHexString(aes.Key)3");

System.Security.Cryptography.AesImplementation

Pazm?p knw4ya: 256

Pazm?p 6noky: 128

Penum po6oTu: CBC

Posm?pu knw4?B, wWo N?ATPUMYOTLCH CUMETPUYHWUM aNIrOPUTMOM:

128 - 256 6uT (c warom 64)

Po3m?pu 6nokK?B, Wo N?ATPUMYTbLCA CUMETPUYHUM anropuTMOM:

128 - 128 é6uT

BekTop ?H?u?an?3au?i: UDTAE664F78D13C1548E61FC303BA2BD

Hnwoy: A43EB10A6OFE6AUD7FO88AEU99F3U57669A5066946DBO61COFAELU86SEECO1656

Sk BuHO 3 BUBEACHHS KOHCOMI, 11 AES MU MOkeMO BHKOPHCTOBYBATH KJIFOU1 PO3MIPOM
128 6itiB, 192 6iTu Ta 256 6iTiB. 32 3aMOBUYBaHHAM, B OTPUMaHOMY 00'€KTi BXKE€ CTBOPEHO KIIFOY
po3Mipom 256 6iTiB 1 BekTOp iHimiami3amii B 128 0iTiB. AJe 3a 0akaHHAM MH MOXXEMO 3MIHHTH IIi
3Ha4YeHHA. 3a3BU4ail 6epyTh kirou 32 Oaiita npu Bukopucranui AES-256, 16 6aiit — AES-128.

Knacu cumerpuunoro mudpysanus (Aes, Des TOI110) BUKOPUCTOBYIOTHCS 31 ClieLiaJIbHUM
kjacoM notoky — CryptoStream, sikuil mmdpye nani, paxoBati B moTik. Kmac CryptoStream
IHIMTI3y€EThCS 32 JTOTIOMOTOI0 KJIacy KEPOBAaHOTO MOTOKY Ta Kjacy, IIo peainizye iHTepderic
ICryptoTransform, a Takox 13 3a3HaueHHSAM 3Ha4YeHHA nepepaxyBanHs CryptoStreamMode, sike
BKa3ye THUI J0CTYILY, 103BoJieHoro mia CryptoStream.

Knac CryptoStream Mo’kHa iHiLiaji3yBaTh 3a JONOMOror0 OyIb-SKOTO KJacy, SIKUH €
MOX1THUM Bij Kiacy Stream , Bkirodaroun FileStream, MemoryStream toro.

Hanpuknan, mo6 crBoputi o0'ext Ty CryptoStream anst mm@pyBaHHS JaHUX, MOXHA
BUKOPHCTOBYBATH TaKUIl KOHCTPYKTOP:



Aes aes = Aes.Create();

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

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

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

Ocbp K MO’Ke BUIVISLIATH Ipoliec Mn(pyBaHHs Ta JemndpyBaHHs (Gaiiiay 3 BAKOPHUCTAaHHIM
anroputmy AES:

//BUKIUK (QYHKIIN

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);

//TiepeTBOpEHHS KIIt0Ya 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 JTaHUX



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; //po3mip TMMYyacoBoro cxoBuua
byte[] bin = new bytel[tempSizel; //Tumyacoee CxoBume Ang 3awuppoBaHol iHdopmauii
while (readTotal < inStream.Length)
{
len = inStream.Read(bin, 0, tempSize);
encStream.Write(bin, 0, len);
readTotal = readTotal + len;
Console.WriteLine($"{readTotal} 6Gaiit o6po6neno");
}
encStream.Close();
outStream.Close();
inStream.Close();
}

//nemmnpyBaHHs 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(fileStream,
aes.CreateDecryptor(aes.Key, aes.IV),
CryptoStreamlMode.Read);
using FileStream outStream = new FileStream(destFile, FilelMode.Create);
using BinaryReader decryptReader = new(cryptoStream);
int tempSize = 10;
byte[] data;
while (true)
data = decryptReader.ReadBytes(tempSize);
if (data.Length == 8)
break;
outStream.Write(data, 0, data.Length);
}
Pesynbrar:
File  Edit  View File  Edit  View €3
L S™EA[F* - 27 6mlllw e ENE AW Aw™Lbi«M®3p
{
"Name": "Olena", JPAGOCEFLeFRIIHYRIb)E FblapzPRloF bk ".. €5 um@sVDWEL
"Life": 108, OPAFN-bi | HTABN-T-82T ! iXlll- aiOPQKelrIxvRrM” . sb, ¢ - xkE \BPBYIF 1 3, NC-b A~ LR/
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"I:Ium": 3
Do
{
“Name": “Ivan",
"Life": 80,
"Money": 120,
"ArtifactsCsv": "Map, Potion",
"Artifacts": [
"Map",
"Potion"
1,
“Num": 2
b

1

Ob6¢hyckayis — 1ie poliec YCKIAJHEHHs KOy porpaMu abo JaHHUX 3 METOI0 YTPYAHEHHS
peBepC-1HKUHIPUHTY, TOOTO 3a0e3MeueHHs TPYIHOIIB Y pO3yMiHHI a00 BIATBOPEHHI BUX1JHOTO
kony. lle cranpmaptHa mnpakTHka y cdepi NporpamyBaHHS Ta pO3POOKH IMPOrpaMHOIO
3a0e3meueHHs A MiABUILEHHS Oe3MeKH Ta YHEMOKJIMBIICHHS HECAaHKLIOHOBAHOTO JOCTYIY Yd
Mo diKallii IpOrpaMHOro KOay.

OcHoBHI acniekTH 00QycKallii BKII0Yal0Th:

- [lepeiimenyBaHHs — 3MiHa IMEH 3MIHHUX, (QYHKIIIH 1 KjaciB Ha OibII HEOYEBHIHI Ta

CKJIa/IH1 JUIsl PO3yMIHHS;



3amiHa KOHCTAHT — 3aMiHa YMCJIOBUX Ta PSAKOBUX KOHCTAHT HA 1HIII 3HAYEHHS IS
YTPYIHEHHS PO3YMIHHS JIOTIKH IIPOTPaMH;

BcrasiieHHs1 HEMOTPIOHOTO KOy — A0JaBaHHs HEMOTPIOHOTO KOMY, SIKHiA HE BIUIUBAE
Ha (PyHKIIIOHATBHICTH, aje 30UIbIIy€e OOCST Ta YCKIIQAHIOE aHAaTi3;

AOcTpaxiiisi yMOB — 3aMiHa 3pO3YMUTUX YMOB Ta JIOTTYHHX BUPA3iB OUIBII CKIIATHUMU
a00 BUTaJJaHUMU;

[IudpyBanHs psaakiB — muppyBaHHS TEKCTOBUX PAJIKIB, TAKUX SIK PSJKH, IO MICTSITh
MOB1IOMJICHHSI TTPO MTOMIUIKH YU KJTFOYi;

Bunanenns 3aiiBoi MmeTa-iHdopmartii — BUIydeHHs 3aiiBOi MeTa-iHGopMalrlii, sKka MOxe
OyTH KOPUCHOIO I peBEePC-IHKUHIPUHTY, HAIIPHUKIIA]], BUJIAJICHHS IMEH METOJIIB UM
KJIaCiB.

Metoau o0¢yckarii MO’kHA 3aCTOCOBYBATH ISl 3aXUCTY HaM'sITi IPOTPaMHU.
€ pi3HI METOAW 3aMiHU 3HAY€Hb 3MIHHHUX. PO3TisiHEMO OAWH i3 HMX 3 BUKOPHUCTAHHSIM

BUITaAKOBHUX 3HAYCHB.

BunagkoBe 3HadueHHS TCHCPYETHCA Ha IIOYAaTKY, IOTIM 3 HBOTI'O BiI[HiMaGTBCH pCajibHC

3HAUeHHS (3rOJIOM BOHO MPHXOBYETHCS), a IMOTIM, KOJM HEOOXITHO, MPHXOBaHE 3HAYCHHS
BiJTHIMA€ThCSI 31 3rEHEPOBAHOTO BUITAJIKOBOTO 3HAYCHHS, IIPH IIbOMY PI3HHUIIS € BUX1JTHUM YHCIIOM.
Kirou monsirae B Tomy, mo0 3HaYeHHS, SKE BiIOOpaKAEThCS HAa €KpaHi, MaJl0 3HAYCHHS, SIKE
MOBHICTIO BIJPI3HAETBCS BiJg 3HAYCHHS 3MIHHOI, IO MPHU3BEAC XaKepiB JO aOCOJIIOTHO
HENPABIJILHOTO IIIJISAXY TMiJT YaC CKaHyBaHHS.

Hanpuknan, B monepenHix jekimisx B ckpunrte GameController 36epiraemo HakomudeHy

KIIBKICTB 0ajIiB Bij 00’ €KTIB, 110 IIiHIMAEMO, TOOTO:

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

private void Awake()

{
}

_instance = this;

private void Start()

{

Score = @;
HUD.Instance.SetScore(Score.ToString());

public void SetScore(int add)

{

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

if (Score >= 10)
HUD.Instance.ShowLevelWonWindow();

I[0p06I/IMO Hall CKpUIIT JI1 BUKOPUCTAHHA 3aMiHM 3HAY€Hb 3MIHHUX 3 BUKOPHUCTAaHHAM

BUIIAJIKOBUX 3Ha4eHb. 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 originalVvalue)
{
return random - originalValue;
}
public static int Deobfuscate(int obfuscatedvalue)
{
return random - obfuscatedValue;
}
}

3pobumo 3minuB B ckpunti GameController:

private void Awake()

{
_instance = this;
ObfuscateSettings.Initialize();
Score = ObfuscateSettings.0Obfuscate(@);
}
private void Start()
{
//Score = 0;
//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 Oe3mocepeIHbOl iHiIiaNi3a1ii 3MIHHOT 040K MM iHiIiani3yeMo ii Ha moyaTky B void
Awake(). [lepmi HiX mpusHauaTtu 3HaueHHs 3a gomomororo Obfuscate(value), 060B’s13k0BO
Bukiukaiite Initialize().

Toni mix vac BigoOpaskeHHs 3Ha4eHb MU J1€00(YCKyeMO iX Ha JIbOTY, BUKIMKABLIN
Deobfuscate(value), Takum 4rHOM, BioOpa)karouw CIpPaBXHI 3HAYEHHS. Xakep crnpoOyBaB Ou
3HaiTi 0 a6o 10 a6o 20 To110, aje He 3MIr OM X 3HANTH, OCKUTFKH peaTbHI 3HAYCHHS 30BCIM 1HIIII.



Honeypot — e Bua kibepOe3nexu, mo npeacTaisie co00i0 HambIIuBUA 00'€EKT YU CUCTEMY,
MpU3HAYCHUN JJTs1 BUSBIICHHS, BUBUCHHS UM BiJICTS)KCHHS Kibep3nouunHIliB. Honeypot moxe Oyt
SK TIPOTPaMHUM, TaK 1 amapaTHHUM 3acO0OM, PO3TAlIOBaHUM B MEPEXi 3 METOH NMPHBEPTAHHS
yBar# MOTCHIIIMHUX 3JIOBMHCHHUKIB.

OCHOBHI XapaKTepUCTUKU honeypot BKIIIOYAIOTh:

QanpmuBi JaHi — honeypot HamaraeTbcs BHUJaBaTU cebe 3a peajbHy CHCTEMY UM
pecypc, 130II0F0YH HOT0 BiJI PEIITH peaJbHUX aKTHBIB MEPEXKI,

3axoruieHHs1 JaHuX — honeypot Moke 3alMCcyBaTH Ta aHANIi3yBaTH BCIO B3AEMOJIIO
3JIOBMHUCHHKIB, 30KpeMa, iXHi CIipoOM aTak Ta METO/IH;

BusBnennss 3arpo3 — 3a jgomomororo honeypot MOXHAa BHUSBIATH HOBI Ta
€BOJIIOI[IOHYIOYI 3arpo3H, aJ’Ke BOHH IPUBEPTAIOTh aTaKH, SIKi MOXKYTh BKa3yBaTH Ha
HOBI Ta HEB1JIOMi BU/IM aTaK.

HaB4aHnHs Ta aHalTi3 — BAKOPUCTaHHS honeypot J03BOJIsie BUBYATH METOJIU TA TAKTUKY
3JI0BMHCHUKIB, @ TAKOX IMOKPALTYBaTH CTpaTerii Kibep3axucTy Ha OCHOBI OTPUMAHUX
JTAHHX;

[TortepemxenHs mepes aTakor — honeypot MoXe CIIyryBaTH HOIEPEKEHHSIM Mepe]
peaJbHUMHU aTaKaMH, JI03BOJISTIOYHM BYACHO pearyBaTu Ta 3aXHILNATH PeajbHI CHCTEMHU.

2. 3aB/1aHHA 10 IPAKTHYHOI po6oTH 8

CrtBoputu ¢aiinu ans 30epiraHs Ta YUTaHHs BBeleHUX gaHuX y popmarax XML uu JSON.
30epiratu iHpopMalio B HUX y 3amudpoBaHomMy Burisai. CrodaTky OO HUX 3aCTOCYBaTH
mQpyBaHHs JaHUX, a ToTiM Base64-nepeTBopeHHS.

PeamizyBatu MeTo/ 3aMiHM 3HaUY€Hb 3MIHHUX, IO 30€piraroThcs B IMaM’sITi KOMIT I0Tepa, 3
BUKOPUCTAHHSAM BUIIQ/IKOBUX 3HAYEHb.

Beectu B nani, siki 30epiratorscsi, HenoTpiOHi mapamerpu. JJomatu Ha cueHy 00’ €KTH, fKi
OyayTh 3MiHIOBaTH 111 MapameTpu. Cami 06’ €kTH He OepyTh y4yacTb B I'pi.
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