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O0’€ekT m0CaiIzKEeHHSI — BiJIeOrpa, K CKIaJAHUN MpOrpaMHUNA MPOIYKT, IO

00’eHy€ B c001 pI3HOMAaHITHI Cy4acH1 TEXHOJIOTIT Ta MUCTEIbKI Teuii.

IIpeaMer AoCHiIKeHHA — TEOPETHYHI Ta MPAKTUYHI ACMEKTH MPOIECY
PO3pOOKH Bi3yalIbHOT'O Ta MPOTPaMHOT0 3a0€3IeUeHHs irpOBOi cUCTEeMH kaHpy 2D

RPG y cTunictuini mikceabHO1 rpadiku.

MeTta po60TH — CTBOPEHHSI KOMIUIEKCHOTO irPOBOT0 3a0€3MEUEHHS Ha OCHOBI

irpoBoro pyis Unity, mo noeanye y co0i Bi3yanabHy Ta IPOTPaMHy CKIIA0BY .

MeToau aocaigKeHHs] — aHAJI3 aHAJIOTIB Ta ITPOBOTO PUHKY, IMOPIBHSAHHS
pI3HMX METOMIB Ta miaxoniB 10 po3pobku 2D RPG, po3poOka Ta TecTyBaHHA

MPOTOTHUIIIB I'PH.

Pe3yabTar — Bi3yaJlbHE Ta MOporpamMHe 3a0e3MEeUeHHs ITPOBOI CHUCTEMU
Moonrise xaupy 2D RPG y cruiicTuil mkcelbHOT rpadiku; 3BIT i3 JeTalbHUM
OTMCOM TIPOIIECY PO3POOKH Irop, IO MOXKe OyTH BHUKOPHCTAaHUH SIK HaBYaJIbHI

MaTepiau.

Kuouogi ciioBa: Bineorpa, RPG, game development, 2D rpa, pixel art, Unity,
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BCTYII

AKTYaJIbHICTb. Y Cy4acHOMY CBITI 3 PO3BUTKOM TEXHOJIOTIH Bce Oljblle
aCTeKTIB JIOACHKOI MISIBHOCTI MEpexXoaiarh y IudpoBi Gopmatu Ta BipTyalbHY
peanbHicTh. Po3Baru He € BuHATKOM. Cepesi pi3HOMaHITHUX CEPBICIB MOXKHA 00paTu
SK TPUKIAJ BiEOIrpH, SKI MEPETBOPUIMCS HA TMOTYXKHY IHAYCTPIIO Ta CTald
3BUYHHUM CIIOKHUBYUM MPOTYKTOM Y KHUTTI JIFOJAUHH.

Komm’toTepHi irpu — 1ie ckiIaaH1 MporpamMHi NpoyKTH, K1 MOEIHYIOTh Y CO01
JOCSITHEHHSI PI3HOMAHITHUX CY4YacHUX TEXHOJOrid. Irpu MaroTh Benu4e3HUn
KyJIbTYpHUH, COIIaJIbHUN Ta €KOHOMIYHUN BIUTMB Ha CYCIHIJIBCTBO Ta TEXHOJOTII.
OcTaHHIMU pOKaMH MOIYJISPHICTh PETPO-ITOP 3HAUHO 3pOCIa, 30UIbIIYIOUN ITOMUT
Ha 2D mikcenbH1 irpu. ToMy JDOCHIIKEHHS MPOLIECY CTBOPEHHS Bi3yaJIbHOI'O Ta
nporpamHoro 3ab6esneueHHss 2D mikcenbHux RPG nHa mmardopmi Unity €
aKTyaJlbHUM 1 Ma€ BaXJIMBE MPAKTUYHE 3HAUYCHHS SK M PO3BUTKY IrpOBOT
IHyCTpli, TaK 1 JUIsl MATOTOBKHU (haxiBIIiB 3 PO3POOKH 1rop.

006’exkTOM HocCHiTKeHHS POOOTH € Bifeorpa, K CKIAQAHUN MPOTPaMHHMA
MPOAYKT, 10 00’ €HY€E B COO1 pI3HOMAHITHI Cy4aCHI TEXHOJIOT1i Ta MUCTEIIbKI Teuli.
IIpeameT aocCaigKeHHA — TEOPETUYHI Ta MPAKTUYHI aCIIEKTH MPOLIECY PO3POOKU
Bi3yaJIbHOTO Ta MporpaMHOro 3abe3neueHHs irpoBoi cuctemu kanpy 2D RPG y
CTHIIICTHII MIKCETbHOT rpadiku.

MeToaamMu 10CHiIAKeHHS € aHAJI13 aHAJIOTIB Ta ITPOBOTO PUHKY, MOPIBHIHHS
pI3HMX METOAIB Ta MmiAXoAiB A0 po3podku 2D RPG, po3poOka Ta TecTyBaHHS
MPOTOTHIIIB TPH.

MeTta Ta 3aBAaHHSI pOOOTH TOJISITAIOTH Y BUBYEHHI MPOILECY PO3POOKU
Irop Ha TEXHOJOTIYHHUM 1 COIIAJIBHUN PO3BUTOK, a TaKOX JOCTIIKCHHS THIIH
TEXHOJIOT1M 1 MporpaMHOro 3a0e3nevyeHHs], 0 BUKOPUCTOBYIOTHCS MPU PO3pOOIII
BiJICOITOP; OTPUMATH KIHIIEBHI TOTOBUH MTPOTPaMHUH MTPOEKT, III0 CTAHOBUTH COOOT0

BiJICOTPY 13 IBOMIPHOIO MIKCEIHHOIO rPadikoro.
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IpakTnuna 3HauMMicTh. Pe3ynbratu JOCHITKEHHS MOXYTh OyTu
BUKOPHUCTaHI ISl CTBOPEHHS HABYAJIBHUX MPOrpaM Ta KypCiB, SIKI JOTMOMOXXYTh
HOBaykKaM Te€WM-JIeBy OTpUMaTh 0a30B1 3HAHHA y po3poOIi irop. JlocmimkeHHs
TaKOXX CHpUs€ MOMyJsipU3alii YKpaiHChbKHX 1rop Ha MDKHApOAHIN apeHi Ta MOXe
MIJBUIIUTH IMIUDK YKpaiHU SIK KpaiHW 3 BHCOKHM pPIBHEM PO3BUTKY IrpOBO1
THAYCTPIi.

Crpykrypa. Kaamidikarmiiina gumuioMHa poOOTa  CKIAJa€ThCcs 3
AQHATITUYHOTO OTJISTY, TMOCTAaHOBKM 3ajadi, BHOOPY MpOTrpaMHUX 3aco0iB IS
peaiizaiii TMOCTaBICHOI METH, MPOEKTYBaHHS BI3yaJbHOIO Ta MPOTPAMHOTO
3a0e3neyeHHs], peasizalii Ta TeCTyBaHHs I'pU, BUCHOBKIB, CIIUCKY BHKOPHUCTaHHUX

JoKepen y poOOoTi Ta T0JaTKIB.



1 AHAJITUYHUM OIJISI

1.1 3naiioMCTBO i3 MOHATTSAM Bigeorpu

Bineorpa — 1ie po3Bara, y sSIKy TparoTh 3aBJISIKH ayI10BI3yaJlbHOMY amapary i
sKa Moke 0asyBatucs Ha ictopii [11]. Bona 3a3Bu4ail ckiiaaeTbcs 3 MpOrpaMHOIO
3a0e3MeyeHHs], SKe TeHEepye 300paKeHHs Ta 3BYK, a TaKOX 3 amapaTHOTO
3a0e3IeueHHs, SKe BiJIoOpakae Il 300pakeHHS Ta 3BYK Ha €KpaHi ab0 IHIIOMY
IIPUCTPOI.

IcHye Ge3mniy pi3HUX TUMIB B1I€OIrOp, SIKI MOYKHA KJIACU(IKYBaTH 32 PI3HUMU
KpUTEpIsIMUA, TaKUMH SK >KaHp, Iuiatgopma, ayautopis Tomo. [eski 3
HaWMOMYJISIPHIIIMX >KAHPIB BIJIEOITOP BKJIKOYAIOTh €KIIH, HPUTOAH, pPOJBOBI,
CTpaTerii, CAMYJIATOPH, TOJIOBOJIOMKH Ta 0araTOKOPUCTYBaLbKI OHJIAH-1TPH.

Bineoirpy MoxyTh OyTH SK pO3BaKaJbHUMH, TaK 1 HaBYAIbHUMH. BoHu
BUKOPHUCTOBYIOTHCSL JJISi PO3BUTKY HAaBUYOK, TAKUX SIK KOOPAMHALA PYK 1 OUeH,
BUPIIIEHHSI TMPOOJieM Ta KPUTUYHE MHUCIEHHsA. Yumana KUIbKICTh BiA€OIrop
CTBOpEHA JIsl HABUAHHS JIFOJIeH HOBI1M 1HpopMallii Ta HaBUYKaM, a00 JJI1 CUMYJISIIIT
peanbHUX CUTYall}.

1.2 Orasn sxkanpy 2D RPG

1.2.1 Icmopis poszsumky scanpy

Role-playing game (RPG; ponboBa rpa) — 1ie TepMiH, SIKUH OXOILIIOE HU3KY
dbopM 1 CTHIIIB IrOp, K1 IEBHUM YUHOM Tepe0adatoTh CTBOPEHHS, TIPEICTABICHHS
Ta PO3BUTOK MEPCOHAXKIB, SKI B3aEMOJIIOTh Y BHUIaJJaHOMY CBITI 3a CHUCTEMOIO
CTPYKTYpPOBAHUX MPaBUJL.

[Tepmi 2D RPG BUHMKIM SIK TOAATKOBI €IEMEHTH B irpax IHILIUX KaHPIB. 3
4acoM BOHHM CTaJM OKPEMHUMH Irpamu, SKI Majd CBOi XapaKTepHI OCOOJMBOCTI.
3aranpaumu pucamu 2D RPG Oynu BikpuTHii CBIT, CHCTEMa PO3BUTKY MEPCOHAXKA
(Hanpukian, 301IbIICHHS pIBHS MEepcoHaxa, 3A10HOCTEH, OTpUMaHHS HOBOTO
oOnaiHaHHS TOIIO), a TAKOXK PO3raIyKeHa CIOKETHA JIiH1s, KA J03BOJIsL/Ia TPABIICBI

B3aEMO/IISITH 3 ITPOBUM CBITOM Ta BIUIMBATH HA OTO PO3BHUTOK.
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[IpoBinHOIO TIEpeIyMOBOIO Ui BUHHKHEHHS skaHpy 2D RPG Oyna mosiBa
KOMI'IOTEPHUX TEXHOJIOT1H, SIK1 JO3BOJWJIA CTBOPIOBATH IMITOBAaHI IrpoBi CBITH 31
3py4HUM 1HTEpdericoM Iia KopucTyBauiB. Po3BuTOK rpadiku, 3ByKy Ta 0OpOoOKH
JAHUX JaJ]0 3MOTY peasli3yBaTH OaraTo ifieH, sKi paHime OyJd HEMOXJIUBUMH B
KOMIT'FOTEPHHUX 1rpax.
[TouatkoBi 2D RPG, siki 3'sBunucsa B 80-X pokax, BUKOPUCTOBYBAJIH MPOCTI
MiKCEeNIbHI CIpalTé Ta TaiioBi Mamu. ['padika Oyna 0OMEXKEHOIO TEXHOJIOTISIMU
TOTO 4Yacy, ajieé 1€ HE 3aBa)kajo CTBOPIOBATH 3aXOIUIIOKYl IFPU 3 TIMOOKUM
CIO’KETOM Ta CKJIAQJHUMU cHcTeMaMHu 00MOBOi MEXaHIKHM Ta PO3BUTKY IEPCOHAXIB.
OaHUMU 13 KyJIbTOBUX HABITH /IO CHOTOJICHHS ITPaMH Ha TOM MOMEHT CTaJIM TaKi, K
The Legend of Zelda (1986) Ta Final Fantasy (1987).
3 nosioto 3D-rpadiku B kiHui 90-x pokiB nomyisipHicTs 2D RPG nouana
cnaznatu. OnHak xaHp He 3HUK 30BciM. CydacHa eBoitoutist 2D RPG Bia3HauaeThcs
MOETHAHHIM KJIIACHYHOTO CTHIIIO 3 HOBATOPCHKUMU PIIICHHSIMH y TeHMIM3aiiHi Ta
BI3yaJIbHOMY BUKOHaHHI. [HA1-pO3pOOHHMKM aKTHMBHO BUKOPHCTOBYIOTH XYAOXKHIN
CTHJIb Ta PETPO-ECTETUKY, MOEJHYIOUH 1X 3 CyYaCHUMH TEHACHILISIMU reiMIn3aiiHy.
1.2.2 Ananiz 8izyanvhux ma npoepamHux acnekmie
2D RPG maroth psg 0coOIMBOCTEH, K1 BIIPIZHAIOTH iX Bij 1HIIUX KaHPIB
BiJI€OIrop:
- Bun 36oky: 2D RPG 3a3Buyail BUKOpPUCTOBYIOTH BHJ 300Ky, 1100
300pa3uTH CBIT I'pU Ta NepcoHaxiB. L{e gae rpaBisM diTKe ysIBICHHS PO
T€, 110 BiJI0OYBAETHCA HA €KpaHi, 1 MOJIETIIYE TOCIIIKEHHSI CBITY.

- Kiacuuna cucrema 6010: 2D RPG 3a3Bu4ail BUKOPHUCTOBYIOTh TOKPOKOBY
cucteMy OO0, Jie TpaBili Ta BOporu poOJsaTh xoau mo 4depsi. e mae
TpaBISIM Yac CIUIAaHYBAaTH CBOi il Ta BUKOPUCTOBYBATH CTPATETiIO IS
MEPEMOTH.

- PosragyBanus rosioBosomok: 2D RPG yacto MICTATh TOJIOBOJIOMKH, SIK1

rpaBLsSAM MOTPIOHO BUPINIUTH, 100 TpocyHyTUCs B rpi. Lle Moxe Oytu

BCE, BiJ] MPOCTUX JIOTIYHUX 3aBJaHb JO CKIAJHHUX JIa0ipHHTIB.
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Hemniniitai ictopii: 2D RPG wacTo mpomnoHyroTh HeNiHiWHI 1CTOpii, 1e
rpaBlli MOXXYTh IPUMMATH PIlIEHHS, SKI BIUIMBAIOTh Ha cioxkeT. Lle mae
IpaBISM BIAYYTTS KOHTPOJIO HAJ ICTOpi€0 Ta POOUTHh KOXKHE

MPOXO/KEHHS TPU YHIKAJIbHHUM.

Xoua 31e01unpioro y RPG gacTiiie BUKOPUCTOBYEThCS KIIaCMYHA TTOKPOKOBA

crcreMa 0010, poJibOBi irpu He oOMexeHi Tutbku Heto [20]. Cucrema 0oro Bigirpae

KITFOUOBY POJIb Y 3JTy9C€HHI TPaBIIA JI0 iIrPOBOTO MPOIIECY.

[ToxpokoBa cuctema 0oro: 06a3yeThcsi HAa YepryBaHHI XOJIB TPaBIls Ta
MPOTUBHUKA, POOJSYM AKIEHT Ha CTPAaTEeTIYHOMY IUIAaHYyBaHHI JIIH.
[Ipuknagom Takoi cuctemu € niepin yactuu Final Fantasy;

cucteMa 0010 B pEKHMI PeabHOTO Yacy: AMHaMi4yH1 001, 1110 BUMArarTh
IIBUJKOI peakiii Ta CHPUTHOCTI rpaBi. HalmomysspHimmii BapiaHT
CUCTEMU OOI0 Y CyYaCHHUX Irpax;

3MilIaH1 CUCTEMU 0010: TOEAHYIOTh €JIEMEHTH IMTOKPOKOBOT'O Ta PEaIbHOTO
yacy, HaJlalouu TPaBIfio OUIbIIIe KOHTPOJIIO HAI JIISIMU;

aBTOaTaKa 3 eJIEMEHTAMU CTPATETii: TpaBellb BiJIa€ HAKa3u MEPCOHAXKAM,
ane 001 B1IOYBalOTHbCS aBTOMATUYHO 3 MOJKJIMBICTIO 3aCTOCYBaHHS
crieiaabHuX 3a10H0cTei. [Tpukiagom ciyrye Pokemon;

cucteMu OO0, 3aCHOBAaHI Ha HaBHUYKaX: YCIX OO0 3aJeKHUTh BiJ
OBOJIOJIIHHS ~ MEPCOHAXaMW  PI3BHOMAHITHUMM HaBUYKaMM Ta  iX

IrPaMOTHOTO 3aCTOCYBaHHS.

bararo irop BUKOpPHCTOBYIOTh KOMOIHalli Pi3HUX THUIIB cucteM Ooro. Lle

poOHTH TeWMIUIeH OUIBIN PI3HOMAHITHUM Ta IIIKAaBUM I T'paBIHiB. Baximmpo

3a0e3neunT 30aJIaHCOBAaHICTh CHCTEMH 0010, 1MO00 Yyci CTOpoHH (TpaBellb,

NPOTUBHUKHK) MaJM PiBHI IIAHCU HA MEPEMOTyY, YHUKAIOUU CUTYallll epeBaKaHHs

OJIHI€T CTOPOHH.

User interface (Ul; intepdeiic xopucTyBaya) — Iie €ISMCHTH TpH, JI€

iH(opMalris nepenaeTbcs Mk KopuctyBadem 1 komn ' torepoM. Ul Bkirouae y cebe

SK 1HCTPYMEHTH Bi3yaJlbHOTO BiAOOpa)KEHHS Ha €KpaHi, Tak 1 Oyab-ski (i3uuHI

KOHTPOJIEPH, 1[0 BUKOPUCTOBYIOTKCS JUIsl KepyBaHHs rpoto [12].
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EdextuBnauii Ul 4iTko ¥ 1HTYITUBHO JOHOCUTH 1H(GOpPMAILIiI0, HEOOXITHY IS
OPUMHATTS PIIeHb, YIPABIIHHS IEPCOHAKAMH Ta HaBITallli 10 IrPOBOMY CBITY, HE
3axapallyloud €KpaH 1 He BIJIBOJIKAIOYM BiJ irpoBOro mpoiecy. OKpiM 3arajibHUX
npunnuiis, Ul y RPG takox mae »anpoBi ocoonuBocti. Hanpukiaz, icHyI0Ts Tpu
OoCcHOBHUX HampssMku RPG, ski MaioTh XapakTepHI PHUCH KOPHUCTYBAIbKOTO
iHTepdericy.

JRPG (Japan role-playing game) — smonceka posiboBa rpa. Xoua JRPG
JIACHO Ma€ KOpIHHA B SMOHCHKIM irpoBidt iHmycTpili cydacHi JRPG He € cyto
ATMIOHCHKUMHU  TIPOIYKTaMH, a pajlie MDKHAPOJHUMH TBOpamMu. 3a3BHYaid
BUKOPHCTOBYIOTH TOKPOKOBY OOHOBY CHCTEMy 3 akIIEHTOM Ha CTparterii Ta
KOMaH/THi# pobori [18, 20].

UI uporo xaHpy 4acTO BUKOPUCTOBYE CTUIII30BaH1 €JIEMEHTH, TaKi sIK aHIMe-
CTWJIICTHKA, XUMEPHI MPUPTH Ta SICKpaBl KOJbOPU. MEHIO YacTo pO3/UICHI Ha
0arato BKJIaJI0K, 11100 BMICTUTH BEJIUKY KUIbKICTh 1H(OpMaiiii, HeoOxiaHoi B JRPG:
MepCoHaX1, 3HAPSAAsA, HaBUYKH, €JIeMEHTH 1HBeHTapio Toio. Ul Goro 3a3Buuait
BUKOPHCTOBYE CUCTEMY MEHIO, JIe TPaBellb BUOMPAE i1 3 CITUCKY.

WRPG (Western role-playing game) —sxaup RPG, o 3apoauscs y [TiBHiuHI i
Awmepuiii Ta €Bporni. Mae 6arato 0co0JMBOCTEN, KOTP1 JISTJIM B OCHOBY OUTBIIIOCTI
cy4acHuX posboBuXx irop [20].

KopuctyBanpkuii iHTEpdeiic, sk 1 caM *aHp, YaCTO BUKOPUCTOBYE OLIbII
peaNTICTUUHUN AW3aliH, 3 YITKUMU MpU(TamMu, TPUTITYHICHUMH KOJbOpPaMH Ta
TeKCTypamMH, II0 IMITYIOTh peaibHl wmatepianu. Ul 3a3Buyait  OuibI
GbyHKIIIOHATBHUH, 3 aKIICHTOM Ha HaJaHHs 1H(GOpMAaIlii Ta BAKOHAHHS A1l ITBUIKO
Ta edekTuBHO. YacTo M0MaeThes MaHeNnb MIBUIKOTO JTOCTYITY, /e TPaBellb MOXE
PO3MICTUTH YacTO BHUKOPHCTOBYBaHI Jii Ta MpPEeIMETH, a TaK0X aKTHUBHO
BUKOPHCTOBYIOTHCS KOHTEKCTHI MEHIO, 1110 3'SBJISIOTHCS TIPU HABEICHHI Kypcopa Ha
MIeBHI eJIeMEeHTHU 1HTepdeiicy.

CRPG (Computer role-playing game) — poiboBa rpa, 10 BUKOPHCTOBYE
TekcToBuil iHTep(deiic. ['omoBHa ocobmuBicth CRPG — 3anypeHHs B atMochepy

3aBIIIKH TekcToBOMY omwcy [20].
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CRPG BUKOPHUCTOBYIOTh KOMaHIHUN PSAIOK, J€ TPaBelb BBOJUTH KOMAaHIU
JUTs BUKOHAHHS Mi. [HBEHTap TaKOX OMHMCAHWKA 3a JOMOMOTOI0 TeKcTy. Yacto
NPUCYTHA KapTa, fKa BiJoOpakae MOTOYHE MICLIE PO3TAIyBaHHS TpaBls Ta
JOCTYTHI MapIIPYyTH.

Oxkpim xanpoBux ocobnuBocteit, Ul y RPG Takox Moxe 3anexaru BijJ
mwiatdopmu. Hampuknan, Ul mobinmeHux RPG wacto Oyme OimbIn mpocTUM Ta
ONTUMI30BaHUM AJis ceHcopHoro ekpany, Tojl sk Ul [IK-RPG moxe OyTtu Oiibin
CKJIAJTHMM Ta JieTanizoBaHuM [15].

1.3 lopiBusabHUI aHadi3 3HaKkoBuUX 2D RPG

2D RPG irpu € nomnyJisipHUM )KaHPOM, 110 MPOIMOHYE TPABISIM 3aXOILTIO0Y1
1CTOpIi, AMHAMIYHHM TeiMIUIeH Ta JOCIKEHHS BIpTyaabHuX cBiTiB. Brain Breaker,
Metroid ta Dead Cells — e Tpu npuxnaau 2D RPG, siki 3100yJi1 BU3HAHHS 3aBIISIKU
CBOIM YHIKaJIbHUM XapaKTepUCTHKAM. [XHill ornsiy npeacTasieHo y Tabmui 1.1.

Tabnuys 1.1 — Iopisuanvha xapakmepucmuka Brain Breaker, Metroid,

Dead Cells
Xapaxkrepuctuka | Brain Breaker Metroid Dead Cells
Moga C++, BiacHuii | Assembly, C++, Unity
MporpamMyBaHHs, | IPOBUI pyIIiii BJIACHUM ITPOBHIA
ITpOBUIA Py Py
Konboposa Temna mnoxmypa | Jckpasa, bpynHa ta TeMsHA
najiTpa Ta | KOJIHOPOBA OapBucTa KOJIbOPOBa
CTHITI3ALis najiTpa JUISL | KOJIbOpOBA najgiTpa, Moxmypa
M1JIKpECICHHS najniTpa, o | arMmocdepa;
Ta€MHHUIII Ta | CTBOPIOE BITUYTTS | KOMIKCHA
HaIpyTH; MIPUTO Ta | CTUIII3aLlis
peanicTuyHa JIOCIIJKCHB; y
CTHJII3ALlis CTHJII MYJIBTUKIB




12

XapakrepucTtuka | Brain Breaker Metroid Dead Cells
Copaiitu ta | Peanictuyni  3D- | 2D-rpadika; Bexropna rpadika
a”iMarii MOJIEN1 Ta | MOKaIpoBa Ta  NPOTpaMHHI

TEKCTypH aHiMarlis PEHEPUHT;
CKeJICTHA aHIMaIlis
Cucrema 6010 [TokpokoBa v pexumi | Y pexumi
peaIbHOTO Yacy peaspbHOTO Yacy 3

eJIeMeHTaMu

roguelike

Cucrema 3acHOBaHa Ha | 3aCHOBaHa Ha | 3aCHOBaHa Ha
POKauYyBaHHS JTOCBI/II peaMeTax Ta | 30poi Ta
3M10HOCTSX, IO | €KIMiPOBII, 11 (0)

JI03BOJISIE TPABLIEBI
OTpPUMYBaTH HOBI
MOXJIMBOCTI ~ Ta
JTOCJTI Ky BaTH

HOBI TEPUTOPIT

pOOUTH aKIIEHT Ha
EKCIIEpUMEHTAaxX Ta
MONIYKY Kpauioro

oOJlaTHaHHA

[rpoBwuii cBIT

Heniniitnmii ~ cBIT,
SIKUI MOYKHa
JTOCIIPKYBaTH B
OyIIb-IKOMY

MOPSAKY

Binkpurtuii cBiT

Biakputuii cBiT 3
eJIeMEHTaMu

roguelike

[TopiBHsATIBEHA TAOIUL TEMOHCTPYE PI3HOMAHITTA MIJIXOJIB 10 Au3aiHy 2D

RPG. KoHa 3 nux irop nponoHye yHikalibHHi AocBia y kanpi 2D RPG. Brain

Breaker 3ocepemkyerbcst Ha aTMocdepi Ta ctparerii, Metroid Ha mocmiKeHHI Ta

3n10HOCTX, a Dead Cells nHa exmieni Ta roguelike enemenTtax. Po3poOHUKH MOXYTh

oOupaTH 3 pi3HUX BapiaHTIB MOBH MPOTPaMyBaHHS, IFPOBOTO PYIIisl, BI3yaIbHOTO

CTHJIIO, CUCTEMH 0010, CUCTEMH MPOKauyBaHHS Ta CTPYKTYPH CBITY, 100 CTBOPUTH

YHIKaJIbHI Ta 3aXOILIIOK0Y1 1TPOB1 JOCBIIH.
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BaxxnuBo 3a3HaunTy, 110 1€ JIUIIE JeAKi 3 aCHeKTiB, K1 CIij] BpaXOBYBaTU
npu po3podui 2D RPG. Icnye 6e3miu iHmmx (HakTopiB, SKi MOXKYTh BIUTMHYTH Ha
JIM3aiH TPU, TAKUX K CIOXKET, IEPCOHAXK1, My3HKa Ta 3BYKOB1 €EKTH.

1.4 TlepcnekTHBHY PO3BUTKY irpoBoi iHAYCTPIi y cBiTi Ta B YKpaiHi

[HAYCTpist KOMIT IOTEPHUX ITOP € OJIHIEIO 3 HAWUHAMIYHIIINX Ta HAUIITBU/IITIE
3pocTarounX rairy3ei y cBiTi. [HaycTpist KOMIT'IOTEpHHUX irOp Ma€e 3HAUHUMN BIUIMB Ha
eKOHOMIKY, KyJbTypy Ta CyCHUIbCTBO. BoHa cTBOprO€ poOoUi MiCls, CTUMYJIIIOE
IHHOBAIlli Ta HaJa€ poO3Bard MiJbHOHAM JIIOJEH y BChOMY CBITI. 3a OIlIHKaMU
aHamTH4HOI KoMmmaHii Newzo0o, sika € JIJIepoM y BIICOITPOBUX Ta IE€HMEPCHKUX
nanux, y 2024 pori irpoBuii puHOK 3pic Ha 1,6%, 1o nocsrae mozHadku y $185,6
MigbsapaiB [19].

VYkpaiHcbka irpoBa 1HIYCTpPist TAaKOXK aKTHUBHO 3POCTA€E MPOTATOM OCTaHHIX
pokiB. Y 2020 pomui nig yac nangemii COVID-19 uepes pizke 00MeKEeHHSI KOHTAKTY
MIDX JIFOJBMU, 3pOCJIO 3HAUYCHHS KOMIT FOTE€pa HE TUIBKHU IS 3B’ 513Ky Ta poOOTH, a i
Ui po3Bar. 3a pesynbratamu gociikenb ¢ipmu NielsenlQ puHok Bimeoirop B
VYkpaini 3a 2020 pik Bupic Oinbin Hixk Ha 20% [3].

VYKpaiHCbKUI PUHOK B1/I€0ITOp CTA€ BCE OUIBII LIKABUM JIJIsl CBITOBUX ITPOBUX
MoOHOMOMICTIB. EkcnmepTu Bij3HayalOTh CTpPIMKE 3pOCTaHHS 1HTEpPECy JI0O
YKpaiHChKUX PO3POOHUKIB Ta MOTEHIIIATy HAIIIOTO PUHKY. 30KpeMa, aKIIeHTY€EThCS
yBara Ha TOMy, IO MapTHEpPH YKpaiHW BXKE€ BU3HAIOTHh HAIly KpaiHy SK HEHTP
KpeaTUBHHUX 17Ied. SICKpaBUM MPUKIIAJOM IHOTO € criBmparllsd 3 kommnanieo Ubisoft,
1o nocijae 12 micue y CBITOBOMY PEHTHMHTY pO3pOOHHKIB BIJICOIrOp Ta sKa Mae
poO3poOHUKIB B YKpaiHi [2].

Po3BuTOK irpoBoi iHIyCTpii B YKpaiHi cTae HE JUIIE JHKEPETIOM PO3Bar, aje i
MOTY>)XHUM  1THCTPYMEHTOM JUIS  MOJIepHI3aIlli EeKOHOMIKM Ta TMOCHJICHHS
MDKHapoIHUX 3B'si3KiB. Ll cdepa BigkpuBae HOBI TOPU3OHTH JUISI PO3BUTKY
1HBECTULIIMHOTO, (POHIOBOrO Ta 0AHKIBCHKOTO CEKTOPIB KpaiHU. [HBECTHIIIT B reiimM-
IHIYCTpito YKpaiHU HE JIMIIE CIPUATUMYTh ii BIIACHOMY PO3BHUTKY, ajie ¥ CTaHYTh
pyLIiEM  MOJEpHI3alii  €KOHOMIKM  3arajgoM, poOjsuu  KpaiHy  OuIbII

KOHKYPEHTOCIPOMOKHOIO Ha CBITOBOMY PUHKY.
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1.5 IlocTanoBKka 3axaui

OCHOBHOI0O METOIO JaHOTO JAOCITIKEHHS € po3poOKa IrpoBOro JI0AATKY

«Moonrise» xaHpy IBOBHUMIPHOI POJILOBOI TPH JJIsi KOMII' FOTEPHOI IiatdopMu

Windows y ctumicTumi nikcenbHOT rpadiku Ha 6a3i irpoBoro pytrist Unity.

Takum yuHOM, OyJ10 C(HhOPMOBAHO HACTYITHI BUMOTH JIJISl TPU

rpa Biamosinae xxanpy RPG;

y I'pl IpUCYTHI rpaselb, Boporu, NPC, 30pos;

IPOCTOTA YIPABIIHHS;

HasIBHICTh SIKICHOTO 3BYKOBOT'O CYIIPOBO/Y;

JIM3aiiH BIJIMTOBITHUHN TEMI I'PH;

iHTyiTuBHUN U,

CEHC IpU — JMAI3HATUCA ICTOPII0 TOJIOBHOIO Teposi Ta po3i0Oparucs y

3arajikax irpoBoro cBiTy.

JI71s1 AOCSITHEHHSI METHU MPOEKTY HEOOX1THO BUKOHATH HACTYITHI 3aa4i:

BU3HAYUTH aKTyaJIbHOCTh POOOTH, LIJIbOBY ayJAUTOPIIO Ta AOCIIIHKEHHS
peaMEeTHO1 00J1acTi;

CTBOPHUTH KOHIICTIIIIO BIJIMTOBIIHO JI0 1/1€T;

PO3pOOUTH ITPOB1 MEXaHIKH;

CTBOPUTH AU3ANH I'PH;

nia10paT ayAalopecypcH, ki Oy yTh BAKOPUCTAHI BCEPEIMHI IPH;
pO3pOOUTH aHiMaIlii;

0o0paTu TEXHOJOTII0 JIsl pO3pOOKH;

CTBOPHUTH TIPOTPAMHI CKPHUIITH, IO BIAMOBIJAIOTH ITPOBUM MEXaHIKam
MPOTOTHILY;

BUKOHATH O11/1 TP BIAMOBIAHO A0 MIaTGHOPMHU perizy;

MPOTECTYBATH ITPOBHM TOAATOK.
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2 TIPOEKTYBAHHS TA JU3AWH

2.1 IlpoekTyBaHHSI I'pH
2.1.1 Konuyenyis

CtBOpeHHs1 Bijieoirop, MOAIOHO 0 OYIb-SIKOTO TBOPYOrO IIPOIIECY,
po3nounHaeTbes 3 i7ei. Ll i1est Mo)ke BUHUKHYTH CIIOHTaHHO a00 K OyTH II0A0OM
3yCUIIb CIIeLiadbHO 3alyueHuX (axiBIiB. Ii OCHOBOIO MOKe CTaTH 3aXOILIIOKYa
1CTOPis, YHIKAJIBLHUM IrpOBHH MpoIiec a0o K IHHOBAIlIMHA CHCTeMa B3a€EMO/TIT I'paBIIs
3 BIpTyaJbHUM CBITOM.

HaBiTh 3a BIJICYTHOCTI YHIKaJbHOTO IrpOBOrO Tmpoliecy abo Bpaxkarodoi
rpadiku, 3aXOIUTIOIYNNA CIOKET MOKE 3aHYPUTH IPaBLIB Yy BIpTyaibHul cBiT. J{oOpe
POpPOOJIEHUHN CIOKET MOKE CTBOPUTH €MOLIMHMIA 3B'S30K MIX TpaBLEM 1 IPOIO,
3poOUTH TPy 3amaMm'siTOBYBaHOIO. Y pe3yJbTaTi poOOTH Oyl0 CKOMIIOHOBAHO
HACTYITHUM CIOXKET.

IcTopist BimOyBa€eThCs y CBITI, JIe¢ TAEMHI HaliMaHi CIEIIaTiCTH BOEpIraroTh
CIOKIM 3BHYAMHUX JIIOJIEM TIONIOIYM Ha PI3HOMAHITHY HEYHCTh. Bci BOHH
IpaliolTh Ha OJIHYy OpraHizaiilo, OTPUMYIOUM 3aBAAaHHS Bl PIZHOMICHHUX
OTIepaTOPIB.

CroxeT OYMHAETHCA, KOJIM TpaBellb MPHOYBa€E y MPOBYJIIOK, /1€ HA HHOTO BXKE
yekae Kit. Big Korta repoii orpuMye 3aBiaHHsI Ha CbOTOJIHI — 3JIOBUTH HEBEJIMKY
HEYHMCTh-aHOMAJIII0, 10 MOPYILIWIa CroKik Micta. [le 3aBmanHs BkiIouae B cebe
BUPYIIEHHS Ha MICIIe OCTaHHBOTO CHajgaxy aKTUBHOCTI MOHCTpa, MOOIU3Y
IPOBYJIKY.

I'paBueBi 1ar0Th BKa3iBKH, 110 JJIs1 poOOTH Oyle AOCTaTHHO CIEIiadbHOTO
MICTOJIETY, IKUN BiH Bxke Mae. Takoxk, Oyji0o 0 HEMmoraHo, sIKIO rpaBellb Mo 10Po3i
70 KIHLIEBOI LIl Tpubepe Aekiibka IpiOHUX CYTHOCTEM, SIKI YTBOPHIIUCS SIK
HACJI1JIOK aKTUBHOCTI OCHOBHOT'O MOHCTpA.

[IpoiioBiyn BCi CLIEHH O OCTaHHBOT, TPaBeIb OMUHIETHCS Y 3aJ11 LIEPKBU, J1€
6aunTh BXKE 3HHUINEHY aHOMAaJito. Moro 1iKaBHTb, XTO came Li¢ 3pOGHB i 3 SKO0

METO0, Ta BUPINIY€E po310paTrCs 13 JUBHOIO CUTYAIIEI0.
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Maroun KOpOTKHH CIOKET, IO MOKJIaJEeHUN B OCHOBY T'PH, € MOXJIHUBICTh
nmpoaHami3yBaTH KIIOYOBI Tofii Ta iHcTpymeHTu. [IpoTre B xomi poboTH Han
JUIUIOMHUM TPOEKTOM BHHHKJIA HEOOXIJHICTh TEPErjsHyTH Ta YacTKOBO
BiIMOBHUTHCS Bia Aeskux ineil. lle Oymo 3ymMOBIeHO OOMEXKEHHMMH YaCOBHUMU
pecypcaMu Ta OpakoM 3HaHb, HEOOXITHUX JIJIS peatizallli MeBHUX 33 TyMIB.

30kpemMa, Ha TIOYATKOBOMY €Tami pO3pOOKM po3riifganach MexXaHika
3BHUYAHUX aTaK Ta 3apsAKeHoi ultimate ataku asst OuTBY 3 (PiHATHLHOIO AHOMATTIETO.
[Ipote, 3 Meroro omnTumizallii Mpolecy Ta MNPUIIBUIIICHHS pPO3poOKH, OyIo
NPUIHATO PIMIEHHA MPEICTABUTU MPOEKT y BUIIAAL AemoBepcii. Lle ao3Bommiio
CKOHIICHTPYBATH yBary Ha KJIIOYOBHX acleKTaX I'pU Ta 3aKJIAaCTH PyHIAMEHT JUIs 1l
[0J1aJIbIIIOTO PO3BUTKY.

2.1.2 Ieposi mexanixu

IrpoBuii mpouec NpoeKTy IPYHTYEThCS Ha HACTYITHUX MEXaHIKaX:

1. JliniiiHUE Oporpec: rpaBeib NPOXOJAUTh PIBHI MOCIII0BHO, OJMH 32 OJTHUM,
0e3 MOXKJIMBOCTI TMOBEpHEHHS Ha mnonepenHi. Lle cTBoproe BIAUYTTA
JTUHAMIYHOTO PO3BUTKY MOl Ta MOCTIHHOTO PYXy BIIEPE.

2. IlepepomxeHHS: MicIs CMEPTI MepCOHaKa TpaBellb 3'IBISETHCS HA TIOYATKY
rpu. Lls mexanika gomae rpi €JIEMEHT CKJIQJHOCTI Ta 3MYIIyE TPaBIIs
peTenpHO MPOAyMYyBaTH CBOI Aii.

3. Crpinnba: OCHOBHUM CIIOCOOOM aTaku € cTpinbda. ['paBenb Moxke CTpiIsITH
B Pi3HI HANMPSMKHU, BUKOPUCTOBYIOUH JIIBY KJIABIIITy MUIIIL.

JIiniiiHui mporpec y MOENHAHHI 3 MEXaHIKOK MEPEPOKEHHSI POOISATh Ipy
OUTbII UHAMIYHOIO Ta >KOPCTKOIO, 3MYIIYIOYM TpaBIsl IMOCTIMHO BYUTHCA Ta
BIOoCKOHamoBatucsa. CTpiib0a SK OCHOBHHU CHocid aTtaku poOWTh redMruiei
MPOCTUM Ta 3pO3yMIIUM.

2.1.3 Mooenosanns eapianmis 6uKopucmanus

MonenroBaHHS BapiaHTiB BUKOPUCTAHHS € BAXKITUBUM €TarloM MPOSKTYBaHHS
MPOTPaMHOro 3a0€3MEUeHHs, 10 JO03BOJIAE YITKO 1 BiI3yaJdbHO MPEICTaBUTH
(GyHKIIIOHATBbHI MOXJIMBOCTI CHUCTEMHU Ta B3a€MOJII0 3 HEl KopuctyBaudi. UML

(Unified Modeling Language) — e yHidikoBaHa MOBa MOJCIIIOBAHHS, IO
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BUKOPHUCTOBYETHCSA AJIA BiSyaJ'IBHOFO OIIMCY Ta ITPOCKTYBAHHA CUCTEM, B OCHOBHOMY

nporpamaux [16].

CHHpaIOqHCL Ha TEXHIYHE 3aBJIdaHHA, BH3HAYA€MO AaKTOpa Ta BapiaHTI/I

BUKOPHUCTAHHS B CUCTEMI IrpOBOT0 AOJATKY «CX11 MiCSIISD».

AKTOpH B CUCTEML:

rpaBelb-KOPUCTYBaH.

BapianTti BUKOpUCTaHHS B CUCTEMI:

MOYaTH Ipy: NEPEX1 Ha MEPILY CLEHY T'PH 13 3aIlyCKOM IrPOBOTO IIPOLIECY;
HaJallITyBaHHS 3BYKOBUX €(EKTIB: 3MIHIOE TyYHICTb 3BYKOBOTO
HaIlOBHEHHS,

HaJIAIITYBaHHS My3UKH: 3MIHIOE TYYHICTh My3UYHOIO CYIIPOBOLY;

BHXI1/]I 13 TPH: BUX1J 3 IFPOBOIO IOAATKY 13 3aBEPIICHHSIM POOOTH JOJIATKY;
naysa: 3YINHHEHHS IrPOBOTO TMpolecy 13 30€peKEeHHSM MOTOYHOTO
IIporpecy;

BHUXIJT JO TOJIOBHOTO MEHIO: 3aBEpIUEHHS IrPOBOr0 MpOIECy Ta

ITOBCPHCHHA Ha CLCHY I'OJIOBHOT'O MCHIO.

UML-niarpamy BapiaHTIB BUKOPUCTaHHSI I'POBOrO JIOAATKY 300pakeHO Ha

pucyHky 2.1.

<include=

HanawTysaxHa
. . IBYHOBWY echeyTie

+"  <include=
S

%y, sincludex
* HanawmysaHHa
o MY 3HKK
winclude=

* s

HanawTyeaHHs 3ByKOBMX

N . “‘
emeiTis <|nc|ufje»- ~

"y BUxig o0 ronosHoro
MEHH

paeeus
HanalwTysaHHR My 21K

Buxig iz rpm

Pucynok 2.1 — Jliarpama BapiantiB Bukopuctanas UML
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2.2 I'padika Ta BizyajibHa CKJIQ/10Ba
2.2.1 Texuiuni ocobaueocmi

[Tikcempapt (pixel art) — e TexHika cTBOpeHHS HUMPOBHX 300pakeHb, Jie
KOKEH TIKCeJIb Ha €KpaHiI Ma€ 4iTKO BHU3HAauYeHEe 3HAaueHHS Ta koiip. Llg Texnika
4acTO BUKOPHUCTOBYETHCS B PETpoO-irpax, 2D-1mrocTparisix Ta aHIMAaIisgX 3aBIsSKU
CBOill MPOCTOTi, Bi3yaJbHIN YapiBHOCTI Ta MOXIMBOCTI CTBOPIOBATH 4YITKI Ta
BHpa3Hi 300pakKeHHS 3 00MEKEHOIO HAIITPOIO KOIbopiB [17].

[Tikcenbapt, KU 3'IBUBCS TPH 3apoKEHHI UPpoBOi rpadiku (puc. 2.2),
MPOMIIOB NUIAX BIJI TEXHOJOTYHOT HEOOXITHOCTI JO CAMOCTIHHOTO X)aHpy (puc.
2.3). He3Baxkaroun Ha CTPIMKHN PO3BUTOK rpaiuHMX TEXHOJIOTiH, BIH HE BTpayae
aKTyanbHOCTI. Ha chbOro/H1 miKceNnbapT BU3HAYAE YHIKAIIBHUM CTUITB Ta aTMOCheEpy
yepes 00MexeHy KOIbOPOBY MaiTpy, OJI0KOBY aHIMaIlito Ta BUpa3HicTh. [likcenbHi
300paXeHHST MOXXYTh 37aTHCS MPUMITUBHHUMH 3 TIEPIIOTO TMOIJIALY, HPOTE Y

CYYaCHOCTI Takui crocid 300paXeHHs] BUAUISIETHCS Y OKPEMUI BUJl MUCTELTBA.

Q053400 TIME II:ZI'_I.I':T-_'L STAGE ©O1
oooo s
EERERREEREERENDE | F"'—'I:}E

A

-,.n ———
%p-}'

Pucynok 2.2 — Castlevania mis miardopmu NES, 1986.
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— i ouck [y vy,

Pucynok 2.3 — kpocrnatopmenna Katana ZERO, 2019

Taitncern — 11e HaOOpU rpapiyHUX E€JIEMEHTIB, SIKI BUKOPUCTOBYIOTHCS IS
CTBOpPEHHS OUIBIIMX IrpoBUX cepenoBulll. KoxkeH eleMeHT TailiceTy, 3BaHUi
TalJoM, 3a3BUYall SBJIsE COOOIO KBaJpaTHE a00 MPSMOKYTHE 300pa)K€HHS, SKe
MOBTOPIOEThCST 200 KOMOIHYEThCS 3 IHINUMU TallaMu JJii  CTBOPEHHS
pi3HOMaHITHUX (PoHIB, 00'exTiB Ta TekcTyp [17]. Po3mip Onoky Taitncery s
JTAHOTO TIPOEKTy oOpaHo 16 mikceniB Ha 16 mikceniB, 110 J103BOJISIE CTBOPIOBATH
YiTKI Ta JAeTalli30BaHi1 300paKeHHS NP 30€peKeHHI €eKOHOMIT mam'siTi.

Crnpaiit — e rpadiuauii 00'eKT, AKUH BUKOPUCTOBY€ETHCA JJIsI TPEICTABICHHS
MIEPCOHAXKIB, I'POBUX €JIEMEHTIB a00 THIIMX Bi3yaJIbHUX KOMIIOHEHTIB Y BIJIEOIrpax
Ta IHIKUX TUPPOBUX MpoekTax. Crpaid T MOKYTh OYTH aHIMOBAHUMH, 110 JI03BOJISE
iM pyxaTucsl Ta 3MiHIOBAaTHCS 3 yacoM. Tak sik 6a30Bui OJIOK TailliceTy ckiaziae
16x16 mikcenmiB, BIAMOBIAHO CIHpalTH OO’€KTIB TaKOX JOTPUMYIOTHCS TaKOi
PO3MIPHOT CITKH.

2.2.2 BizyanvHa ckiadosa

Maroun HampaltoBaHHs MOMEPEIHIX MyHKTIB, € MOXKIIUBICT [T0YaTH POOOTY

HaJI Bi3yaJIbHOIO YaCTUHOIO Ipu. L yacTnHa Mae TpH CKIIaOBHX:
- TIePCOHAXI;
- JIOKamii;

- enementu Ul.
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SIx 3a3HadeHo Buile, obpaHo mikcenbHe 2D odopmienns. ns 3pydHOi
po0OTH 13 MIKCENbHOIO Tpadiko Ta aHIMAIlEl0 BUKOPUCTOBYETHCS IMpOrpaMa
Aseprite. Bona Hamae (yHKIIOHAT Ui MaJlFOBaHHS, aHIMallli Ta KOPEKTHOIO
eKCIOpTY (paiistiB 3 ypaxyBaHHAM MIKCEILHOTO PO3IIUPEHHS.

BaxxnnBoio KOMIIOHEHTOIO B po3poOIli MiKceIbHUX irop € tileset — Habip
MiKCETbHUX CHPaiTiB (rpadiuHuX 00'€KTIB), sIKI BUKOPUCTOBYIOTHCS JIsI CTBOPEHHS
rpadiunux o0'exTiB Ta QoHiB y rpi. Tileset BU3HAUae BUTISAA Ta CTPYKTYpPYy TpH,
oco0ymBo 110710 GOHIB, MaIl, 00'€KTIB Ta cepeoBHIna. BoHa Mae 4iTKo po3paxoBaHy
CITKy a00 KOOpAMHATHY CHCTEMY, III0 POOUTH PO3TalllyBaHHS O0'€KTIB Ha Mari
MPOCTUM Ta CUCTEMATU30BAaHUM. 32 OCHOBHY JIJIS CITKH B3SITO KBaJpaTHUM OJIOK Ha
16 mikcemiB. BimmrToBxyrouuchk Bijg o0OpaHoi ciTku tileset, CTBOpEHO OCHOBHI
BI3yaJIbHI €JIEMEHTHU:

- mepcoHaxi: rpaselb (puc. 2.4), Kit, MOHCTp 3y00XO/€eIIb.

- JIOKAIlli: MPOBYJIOK, Y3Bi3, MJ36MHUN TyHENb, IIEPKBA.

- enementu Ul: miamorose BikKHO, TOJIOBHE MEHIO, MEHIO ITay3u, MeHIO Game

Over.

Pucynox 2.4 — Juzaiin rpaBus
Takox A0 mepcoHaxiB OyJ0 CTBOPEHO iX irpoBi aHiMalli. TakuM YUHOM
rpaBellb Ma€ aHiMaIlli O4iKyBaHHS, XO/IIHHS, BAKOPUCTaHHS TiCTONIeTy, cMepTi; Kit
— JB1 aHIMaIii JyIsl po3MOBH; 3y00X0Ie1lb — aHIMallll0 OYIKyBaHHsI, pyXy, Halmaay Ta

cMmepTi. ['paBens oTpuMaB HEBEIUKI J10JJaTKOB1 aHIMAIlii JjIsl KaTCIIEH.
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2.3 Unity sik miiatgopma s po3podxu 2D irop
2.3.1 Ilepesacu ma nedonixu suxopucmanns Unity

Unity — e mixruiatpopmoBe cepenoBuiie po3pooku [10 ta KoM FOTepHUX
irop [6], po3po6aene Unity Technologies. Bin Hajae moBHUIT HaGip IHCTPYMEHTIB i
byHKLIA 119 po3poOKu irop, BKiIo4arouu MoxinBocTi 2D 1 3D. Unity Bigomuii
CBO€IO POCTOTOI0 BUKOPUCTAHHSA, THYUKICTIO Ta MIATPUMKOIO MK 1iaThopMamu,
0 poOUTh HOro MOMyJIPHUM BHUOOPOM cepel PO3pPOOHHUKIB YCIX PpIBHIB
KBaTi(hikarii.

OpHi€ro 3 KIOYOBUX CHIBHUX cTOPiH Unity € HOro 1IHTYITUBHO 3pO3yMUINAN
iHTepdeic, SKui 103BOJIsIE PO3POOHUMKAM CTBOPIOBATH IrpU 32 JIOIIOMOTOIO
BI3yalIbHOTO pefakTopa 0e3 moTpeOu y BENMKUX 3HAHHAX HporpamyBaHHsS [6].
BizyanbHuil pegakTtop 103BOJSE PO3POOHHMKAM 3 JIETKICTIO MPOEKTYBaTH IrpOBI
CIICHU, PO3MIIIYBaTH 00’ €KTH Ta CTBOPIOBATH aHIMAIIi10, POOJISTYH IPOIIEC PO3POOKH
rpH OLIBII TOCTYITHUM 1711 HOBAUKIB.

Unity Ttakox mnpononye HamiiiHuii APl cuenapiiB, skuili J03BOJISIE
pO3pOOHMKAM HAJIAIITOBYBATH CBO1 irpu 3a aornomoro C# abo UnityScript (MoBa,
cxoxa Ha JavaScript). Lleii API cuenapiiB Hamae po3poOHMKAM THYYKICTb IS
CTBOPEHHSI CKJIAJITHUX ITPOBUX MEXaHI3MIB 1 PYHKIIIH, a TAKOK 1HTErpaIlii CTOPOHHIX
TJIAriHIB 1 peCypcCiB AJI MOKPAIEHHS CBOIX 1rop.

OkpiM MNpPOCTOTM BHUKOPUCTAHHA Ta THy4dkocTi, Unity BIJOMHUH CBOEIO
MDKIIATGOPMHOI0 MIATPUMKOIO. PO3pOOHUKHM MOXKYTh pO3rOpTaTH Irpu Ha
piI3HOMaHITHUX Tatgopmax, Bkitoyatoun I1K, koHcomi, MOOUIBHI mpuCTpoi Ta
IaTepHeT, 6€3 HEOOXIMHOCTI 3HAYHOrO IepepodIeHHs KomxoBoi 6asu [4]. Lls kpoc-
m1aTOpMHA CYMICHICTH JI03BOJISIE OXOIMUTHU MIUPIILY ayAUTOpito, 1m0 poouts Unity
NOMYJIIPHUM BUOOPOM ISl pO3pOOHHUKIB, K1 IPArHyTh MAaKCUMI3yBaTH OXOIJICHHS
CBOIX irop.

Xouya Unity mpornoHye 0€3KOIITOBHY BEPCitO, siIKa MiAXOAUTH JIJIsi TOYATKIBI[IB
Ta HEBEJIUKUX TMPOEKTIB, IJIs PO3POOKH CKIQJHIMMX irop abo MHporpaMHOro
3a0e3nedeHds] HeoOXiHI TUIaTHI Bepcii. [x mina moxe OyTH JOCHTH BHICOKOIO,

0COOJIUBO IS 1H/11-PO3POOHHUKIB Ta HEBEJIUKHUX KoMaH/[ [6].
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Unity — e 3akpura mardopma, o He HaJIa€e TOCTYIy JO BHXITHOTO KOMY
nporpamu. Taka moyiTUKa poOUTh KOPUCTYBAUiB 3aJ€KHUMU B PO3BUTKY PYIIis
Ta OHOBJIEHb. 3aKpuUTUW 0a30BUI KOJI MOXKE€ OOMEXYyBaTH PO3pPOOHUKIB MpHU
CTBOPEHHI CKJIAJTHUX MPOCKTIB. TakoX JTOBOIUTHCS OHOBIItoBaTH UNity 10 ocTaHHIX
BEpCiii, aJ’Ke KO)KHA BEPCisl MOKE MICTUTH IMTOMUJIKH Y TIEBHUX acleKTaxX pyIris abo
HE BIANOBIOATH moTpedaM mpoekTy. Uepe3 1€ BUHUKAE 1€ OJHA HE3PYYHICTh:
onosieHHs UNity Moske mpu3BecTH 710 MPo0IIeM i3 CyMIiCHICTIO IPOEKTIB, CTBOPEHUX
y PI3HUX BEpCisX.

2.3.2 Ocnosni incmpymenmu ma modxcaueocmi Unity onst 2D pospobku

Xoua Unity y nepiry uepry HanpsmiieHuid Ha 3D mpoekTH, BiH Hajjae OBHUMA
HaO1p (PyHKIIH 1 IHCTPYMEHTIB, CHEIladbHO PO3POOICHUX it po3poOku 2D-irop.
L1 pyHK11T 3240BOJBHSAIOTH Pi3HI aCIEKTH po3poOku 2D-irop, BKItouarouu rpadiky,
¢b13uKy, aHIMaIlio Ta ayio.

Cucrema 2D-rpadgiku  Unity Bkitodyae koHBeep 2D-penpepinry,
onTuMizoBaHui st 2D-rpadiku, 10 03BOJISIE PO3POOHHMKAM CTBOPIOBATH
Bi3yaJIbHO TipuBabymBi 2D-cnipaiiTu Ta Taiticeru. Sk Oyo 3a3HaY€HO y MyHKTI 2.2,
HEB1J1’€EMHOIO CKJIAJ0OBOIO MpH po3polii € crpaitu. Unity Hajlae iHCTpYMEHTH st
KepyBaHHa 2D-crnpaiiTamu, BKJIIOYAIOYM apKyIlll CIOPAMTIB 1 aTjiacu CIpaiTiB.
MexaHi3M TakoX MIATPUMYE aTJiaCh TEKCTyp, SKI MOXYTh JIOIOMOTTH
ONTHUMI3yBaT BUKOPUCTAHHS MaM’SAT1 Ta M1JBULIMTH NPOAYKTUBHICTh Bi3yani3aLii.

Cucrema animarii Unity migrpumye 2D-animamiro. Unity mpomoHye aBa
OCHOBHUX CIIOCOOM cTBOpeHHsI 2D aHimarrli: mokaapoBy Ta aHiMmailito ckeiera. Unity
HaJa€ IHCTPYMEHTH JIJIS IMIIOPTY CIIPANTIB 10 TaliMIIaiiHy aHiMallii, HaJarTyBaHHS
iX TOPSAIKY Ta MIBUAKOCTI BIITBOPEHHS, a TAKOX JIJIS JOJIaBaHHs € eKTiB, TAKUX 5K
nepexoau Ta 3MilryBaHHs. JIJis ckeneTHOI aHiMmallli ycepenuHi pyiiisi BOyJJ0BaHO
pEeMaKTOp, KK T03BOJISIE CTBOPIOBATH Ta PEIaryBaTH CKEJIETHY aHIMAIIifo.

Mexanizm aBoBuMipHOi (izuku Unity 3a0e3nedye peanicTuuHe (i3UUHE
MOJIETIOBaHHS 00’ €KTIB Y JIBOBUMIPHOMY CBITI. 3a JIOTIOMOT'OI0 PI3HUX KOMIIOHEHTIB
00’€KTaM y Tpi JOMAIOTHCS BIIACTUBOCTI, TaKl SK Maca, TePTSA, Ta MBHIKICTh, Kl

BILUIMBAIOTh HA MOTO PyX Y BIPTyaJIbHOMY CBITI.



23

3 PO3POBKA ITPOI'PAMHOI'O ITPOAYKTY

3.1 CTBOpeHHS Ta HAJALUTYBAHHS MPOEKTY
st po3poOku 2D-rpu B Unity OyJi0 CTBOPEHO MPOEKT 3 BUKOPHUCTAHHSIM
BOymoBanoro mabiaony 2D (Build-In Render Pipeline) (puc. 3.1). Ilporpama

aBTOMAaTUYHO CTBOPIOE KOPEHEBY MAINKy IMPOEKTY Ta OCHOBY 1€papxXii.

Unity Hub 3.7.0

New project
Editor Version: 2022.3.1f1 (LTS

All templates

Core
2D (Built-In Render Pipeline)
Sample Core

Learning 2D (Built-In Render Pipeline)
3D (Built-In Render Pipeline) This is an empty project configured for 2D
Core apps. It uses Unity's built-in renderer.

Read more

Universal 2D
Core

Project name
3D Mobile moonrisee
Core

Location
D:\gunnomHa
2D Mobile

Cancel Create project

Pucynok 3.1 — CtBopenHs npoekty Unity

[licnss cTBOpeHHs MpPOEKTy OyJio 3p0o0JIeHO OCHOBHI HanamTyBaHHS. Bci
BKa3aHI HMXKYE PO3IIMPEHHS BCTAHOBJICHO uepe3 BOymoBaHWi marazuH Unity —
Asset Store.

JI1s1 pO3IMIMPEHHST MOKIIUBOCTEN TEKCTOBOIO O(OPMIIEHHS B MPOEKTiI OyIj0
BcTaHoBeHO nakeT Text Mesh Pro. Ileit maket Hajae THYYKICTh Ta KOHTPOJIb HAJ]
TEKCTOBUMH €JIEMEHTaMH, 110 pPOOUTh iX OUIbII YITKUMH Ta E€CTETUYHO
pUBAOIMBUMU.

JIisi MOKpallieHHs Bi3yalbHUX XapakTEPUCTHUK Ta MPOMYKTUBHOCTI TPH
BUKOpUCTOBY€eThCs penaepunr-naiimuiaitn - URP  (Universal Render Pipeline).
Kommonent URP Lights 3 1iporo maiiriaiitHy BUKOPUCTOBYETHCS IS JTOJIaBaHHS
OCBITJICHHS JIO ITPOBUX CIICH.

[Ilo6 mocsaruytu kiHemMaTorpadgigyHoro ehekTy KaMepu Ta OTpUMaTH OiIbIIe
3pyYHUX HaJIAMTYBaHb JUIsA HeEi, y MpoekT nonmaHo posmupenHs Cinemachine

Camera. Lleii makeT 103BOJISIE CTBOPIOBATH IMHAMIYHI Ta KiHeMaTorpadidHi KamepH,



24

SIK1 aBTOMaTHYHO CIIITYIOTh 32 00'€KTaMH, pearyroTh Ha MOJi1 Ta IUIaBHO MEePEXOAATh
MDK PI3HUMH TOYKaMU 30DYy.

3.2 CTBOpeHHS CLEeH Ta Bi3yajbHe HANIOBHEHHS

3.2.1 Jlooasanus ¢hony ma 06 ’exmis

[Ticns nonaBanHs TaiaceTy (puc 3.2) 10 Ipu MOKHA CTBOPIOBATH ()OHU CIICH
3a moromororo iHctpymeHTiB Tile Palette. B iepapxii rpi cTBOprO€ThCS HOBHIA 00’ €KT,
10 BimoBigae 3a map citku (puc. 3.3). Came Ha 1[bOMY 00’ €KTI MOXKHA MaJIIOBATH
3a JOIIOMOT010 MEH3JIMKa Ta 00paHoro 0JIOKY TeKCTypH. J[iIs Kpamioro Bi3yajabHOTO
pimieHHsT Ta (QYyHKLUIOHAIBHOCTI CI1J] BUKOPUCTOBYBATH JI€KUIbKa 00’ €KTIB-IIAPIB

CITOK.

O Inspector Tile Palette
r
< ladder

% levD

L

Pucynok 3.2 — Taiiicer i nepioi ClieHu Tpu

Create Empty
20 Object
3D Object >
Effects

Pucynok 3.3 — CTBOpeHHsI HOBOTO ITIapy CITKH.
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Takum 9MHOM 110 BCIX CIIEH CTBOPEHO BizyanbHe HanmoBHeHHs Qony. Illap i3
3eMJICI0 BHOKPEMJICHO OKpeMo Ta joaaHo kojaimepu Composite Collider 2D,
Tilemap Collider 2D ta Rigibody2D. A Takox cTBOpEHO OKpEMHii IIIap COPTYBAHHS
Sorting Layer i3 nHa3Boro Ground, mo0 Hajmam y CKpUNTI pyXy IEpCOHaxKa
BCTAHOBHTH KOJI3i10 13 3eMJIet0. TakuM YuHOM 3a0€31eUeHO MOJI0KCHHSI TPABIIS Ha
MOBEPXHI 3eMJIi Ta IPOCTI (PI3UYHI BIACTUBOCTI.

OxpemumH IrpoBUMH 00’€KTaMH Yy 1€papxii J0JaHO pI3HI JEKOPAaTHUBHI
esieMeHTH. BoHM po3TalioBaHi Ha pi3Hiid B1JICTaH1 BiJl TPaBIis, 00 CTBOPUTH €(PEeKT
MIMOVHU TUIOCKO1 CLEHU. Takoxk Jeski 00’ €KTH BUKOHYIOTh (DYHKIIIT MEX CLEHH,
1100 TpaBellb He BUXOUB 13 Hel. Hanpukiia, Ha nepiiii ClieHi 3 JIIBOTO KPaitHbOTro
0oky posramoBaHo oropoxy (puc. 3.4). Jlo 00’exty momano Box Collider 2D,

KOTPHI1 HE MPOMYCKa€E rpaBLs Kpi3b ceoe.

+
e & Fv B my G~ 63 v stopper end

M Tag Untagged » Layer Buildings

Transform

)

Sprite Renderer
Box Collider 2D
Box Collider 2D

T+ T4

T+

Dialogue Trigger Message (Script)

#

Trigger Zone (Script)

Add Component

Pucynoxk 3.4 — Oroposka o/iHi€l 3 MEX MEpIIoi CIICHH
Jlns gactuH ¢oHy, SKI HE MIJIATal0Th TaljceTaM, CTBOPEHO 3BUYANHUUN
irpoBHit 00’€KT, 10 sKOro JoxaHo Sprite Renderer. 3aBasku HanamryBanHo Draw
Mode — Tiled, 300pakeHHS cripaiiTy Bia3epKallO€ThCSI TTOBTOPHO 3a BKA3aHUMH
3HAUYCHHSAMH JOBXHHH Ta BUCOTH (puc. 3.5). TakumM UYMHOM CTBOpEHO e(]eKT
«HecKiHueHHOro ¢oHy». Taki eqemMeHTH 00’ €JHaH1 Mg OJUH OaTbKIBCHKHI 00’ €KT

3 IOJAJIBIIIOIO MCTOIO Ha JOAaBaHHA e(beKTy mapajakcy.
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£ v Sprite Renderer

Sprite

Width

115
Continuous
None
Center

® Sprite-Lit-

Background
0

M: Default

Pucynox 3.5 — HamamryBanHs eneMeHTy (HOHY IS Tapaiakcy
3.2.2 Cnpaiimu epasys ma NPC

Po6ora nan cnpaittamu rpaBis Ta ycix NPC € Takoro x, sk 1 pobota Haj
OKpeMUMU 00’ €eKTaMu (POHY, 1110 HE BUZHAYAIOTHCS Yepe3 TasiceT. Y iepapXxii CeHU
CTBOPIOETHCS HOBUH IrpOBHIT 00’€KT, JI0 SKOTO JIOJAEThCS HalAIITyBaHHS Sprite
Renderer ta y HboMy 00HMpaeThCcsi HEOOX1THE 300paKECHHS.

JI71s1 BUKOpHUCTAHHSI MIKCEIbHUX 300paKeHb CJ1J] IPOBECTH CIIOYATKY MEBHI1
HajamTyBaHHs. Tak K BUX1HE 300paKeHHsI 3aBXKIU Ma€ Ty’Ke Majie pO3IIUPEHHS,
y CepenuHi TpU CHOpalTH BUMIAIAIOTH PO3MUTAMHU. OCHOBHUMH IYHKTaMH
HanamtyBaHHas € Mo ¢inabrparii (Filter Mode) ta ctucuenns (Compression) (puc.

3.6). Ha pucynky 3.7 nmoka3aHo pi3HHUIIO MK HEHAJIAIITOBAHUM Ta HAJAIITOBAHUM

300paKEHHSIM CHPANTY.
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Sprite (2D and Ul})

Multiple

24
Tight

Clamp

Point (no filter)

2048
Mitchell
Automatic

MNone

Pucynok 3.6 — HanamryBanus ¢aitny cipaity

Pucynok 3.7 — HenanamroBaHe Ta HaJIallTOBaHE 300payKEHHS
Jlesiki irpoBi 00’€KTH, $IKI TTOBTOPIOIOTHCA BiJ] CIEHW 1O CIICHU, MalOTh
npedadu (prefab). Cucrema Prefab Unity 103BoJIsie CTBOpIOBATH, HAJIAITOBYBATH
Ta 30epiratu IrpoBHil 00’€KT pa3oM i3 yciMa WOTO KOMITIOHEHTaMU, 3HAYCHHSIMU

BJIACTHBOCTEH 1 TOUipHIMH irpOBUMH 00’ €KTaMHu sk OararopaszoBwmii pecype [3]. e
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JI03BOJISIE CTBOPUTH 00’ €KT OJWH pa3 Ta BAKOPUCTOBYBATH MOTO MA0JIOH OyIb-1e Y
Tpi CKIIBKY 3aBrOAHO pa3iB. Came Ha paHHBOMY €Talll CTBOPEHHSI OCHOBHUX ITPOBHX
00’ekTiB, TpaBi Ta NPC-BoporiB nomano ix npedadbu. Hagam Bci HamamTyBaHHS
HaJ IUMHU 00’ €KTaMH MTPOBOAUTUMYTHCS Y BIKHI pearyBaHHs rpedady, 100 3MiHN
JIOAABATIUCS JI0 YCIX €K3EMIUISIPIB Y IPi.
3.2.3 Animayii

[TikcenpH1 aHiMaIIi] sl TPOEKTIB 30€pIratoThCsl y BUTIISAL JTUCTIB, 1[0 MAIOTh

nokaapoBi 300pakenHs (puc. 3.8). Koxkna uyacTtuHa-kajp po3TallioBaHa Y

OJIHAKOBHX MEKaxX OJIHA B1J OJIHOI.

Pucynox 3.8 — Jluct animarii MmoHcTpa 3y00X011s

JI7ist TAKMX JIMCTIB BAXKJIMBUM HaJamTyBaHHsAM y UNity, okpiM BHIlle BKA3aHUX,
e Sprite Mode — Multiple. 3aBmskum HbOMy Ta ¥Oro HalAlITyBaHHIM
«pPO3pPI3a0OTHCS» HA YACTUHU JIMCTU aHIMAIlld Ta aBTOMAaTUYHO KOHBEPTYIOTHCS Y
OKpeMi KaJpH BCEpeInHI MPOEKTY.

Jlns 300py Ta poOOTH aHiMalii crepiry HeoOXimHo cTBopuTH Animation
Controller. Yepe3 koHTpoiiep Halaldi HAJIAMITOBYETHCS JIOTiKAa IPOTPABAHHS
KOXKHOI aHiMallii 00’€KTy Ta Hala€TbCA JOCTYI 10 BUKOHAHHS Ta KOHTPOJIO IIi€l

JIOTIKU Yepe3 CKPUIITH.
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Maroun KoHTpoJUIEep, Y maHeni Animation cTBOprOIOThCS aHiMaIlii 00’ €KTYy.
Ha rtaiiMnaitn qonaroThest 300pakeHHs paHille 00pi3aHuX KapiB, BUCTABISIOTHCS
HaJIAIITyBaHHS THIY KIJILKOCT1 KaJpiB y CEKYHY, I0JaBaHHS iTPOBHX IMOiH TOIIIO.
Vi MaHinyssImii i3 aHiMaIiero 30epiraroTbest B okpemy marnky Assets — Animation.

3.3 [Iporpamue 3a6e3neyeHHs

3.3.1 Pyx epasys

IMnmemenTariiss pyxy mepcoHaka TOTpeOye po3poOKH CKpHUIITa, IO
BIJINOBIJIa€ 3a JAMHAMIYHI MapaMeTpu Ta Kepye MOro MOBEIIHKOI, BKIIOYAIOYU
B3a€EMOi0 3 oOTo4YeHHAM. CKpuNnT, SKAM BIANOBITAE 3a 1€, HA3UBAETHCS
PlayerMovement.cs.

CkpunT BU3HA4Ya€ HEOOXIJHI 3MiHHI, SKI MOXXHA HaJallITyBaTh uYepe3
iHcnekTop (puc 3.9). 3mMiHHI 30epiral0Th 3HAYCHHS MBHIKOCTI PyXy, CHIIA CTPUOKa
Ta TIOYATKOBHM HANpSMOK, B SKOMY JUBUTHCS IEPCOHAXK; MOCUJIAIOTHCS Ha
koMmrnoHeHTH Rigidbody2D, Animator Ta iHiI 00'€kTH, HEOOXiJTHI JJIsi POOOTH

ckpunTa. Takox CKpUNT MICTUTh ayA103anuc AJid 3ByKy CTpUOKa.

n v Player Movement (Script)

J Jump

Pucynok 3.9 — HanamrryBanus PlayerMovement.cs
Oyukuisa Update() BUKOHYETHCS KOXKEH Kajip. BoHa nepeBipsie, Y aKTUBHUN
miagor a0o TOBIJOMIIGHHS 3a jgomomororo kimaciB  DialogueManager Ta
DialogueManagerMessage. SIKIio Aianor akTUBHHUM, pyX NepcoHa)xka Ta aHIMallis
3YNUHSIOTHCS. [HaKIe CKPUTIT OTPUMY€E TOPU3OHTAIIbHE BBEACHHS BiJl KOPHUCTyBayda
(;riBOpyd YW MpaBOpPydY) Ta BCTAHOBIIOE 3HAYEHHS JUIsl aHIMAIll IIBUIAKOCTI

nepcoHaxka. CKpUNT TaKOX MepeBipsi€, YU HATUCHYTA KHOIKA CTPUOKA, 1 SKIIO TakK,
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Ta MEPCOHAXK 3HAXOJUTHCS Ha 3eMJI, BIATBOPIOETHCS 3BYK CTPHOKA Ta MEpCOHAXKa
nigkugae Bropy. llle oana mepeBipka BiAOYBa€ThCs, KOJM TpaBellb BiAMyCKae
KHOIIKY CTpuOKa. SIKIIO mMepcoHaX JIETUTh Bropy, WIBUIKICTH HOro migiomy
3MEHIIY€EThCSA BJBIYl, poOIsSYM CTPUOKH OLIbIl peanicTHYHUMH. Hampuxiaii
¢bynkuii Update() Bukiukaetbest ¢yskiia Flip() mis nmepeBepTaHHs mepcoHa)xa
BIJIOBITHO /10 TPAEKTOPIT PYXY.

CkpunT Takox MicTuTh QyHKIII0 canAttack(), sika mepeBipsie, YU MePCOHAK
MOKE aTaKyBaTU. ATaka MOXJIMBA JIMIIE TOJI, KOJM IMEPCOHAX HE PYXAEThCS
ropu3oHTaibHO (horizontal == 0) Ta 3Haxoauthcs Ha 3emii (IsGrounded()). Ha
J0/1avy, CKpUNT pearye Ha 3iTKHeHHs 3 o0'extamu teramu "Hole" Ta "Ladder" y
dbynkuisx OnCollisionEnter2D ta OnCollisionExit2D, siki € enemeHTamu nepexoy
MDX CIICHaMHU.

3.3.2 Jlunamiuna xamepa

Cucrema TUHAMIYHOI KaMepH B TPOEKTI CKJIANA€THCS 3 TPHOX OCHOBHHX
KOMITOHEHTIB: HACJiyBaHHs I'paBlis, Mapaiakc Ta 3MiHa 3yMy. KoxeH KOMIIOHEHT
BUKOPHCTOBYE BJIACHI MEXaH13MH Ta CKPHUIITH JIJIs1 CTBOPEHHS Bi3yaJIbHO TUHAMIYHOT
Ta 3axoIulorouoi kamepu. Jlnsg pmocsrHeHHss mOTpiOHOro edexty B TIpl
BUKOpPUCTOBY€EThCS cucTema Cinemachine Virtual Camera.

HacainyBanHs rpaBii € oqHuM i3 ctaHmapTtHux mapamerpie Cinemachine
Camera. JlocTaTHhO MPOCTO MEPETIATHYTH 00’ €KT, 32 TKMUM HEOOXITHO CIIAKYBaTH,
y nosie «Follow» (puc. 3.10), i kamepa Oyjie 30cepe/keHa TITbKH Ha HbOMY.

v CinemachineVirtualCamera

Follow A Player (Transform)

Puc 3.10 — HacninyBanus 06’ekty B Cinemachine Camera
Jns  cTtBOpeHHs e(deKTy mapajakcy BHKOPHUCTOBYEThCS — CHCTEMa
ParallaxCamera. [ cuctemMa BiicTexxye pyx kKamepu Ta niepeminiye (OoHOBI Iapu 3

PI3HUMHU MIBUAKOCTSIMH, CTBOPIOIOYH 1103110 TIMOWHM. [1IBHAKICTh mepeMileHHs



31

KOXXHOTO IIIapy BU3HAYA€Thcs #oro "koedimieHTom mapanakcy". UuM Bwuiie
3HAYCHHsS, TUM MIBUALIE [map OyAe pyXaTucs, CTBOPIOIOYM BITUYTTSA, L0 BIH
3HAXOJIUTHCS OJIMKYIE J0 TPaBIIA.

Jlo cuctemu Tmapajakcy  BIZHOCUThCS  Tpu  ckpunth.  Ckpumnt
ParallaxCamera.cs 3actocoByeThcsi Oe3mocepennbo a0 00’ekry Main Camera.
CKpunT TOCTIHHO BIICTEXKYE TO3MWINID OCHOBHOI Kamepu B rpi. Komm kamepa
nepeMily€eTbes, CKpUNT BUKIuKae noairo onCameraTranslate. Ls monis nepenae
3HAYEHHS JIETbTU (PI3HUI MIXK TMOTOYHOIO Ta IMONEPEIHbOIO IMO3UIISMHU) BCIM
3apeecTpoBaHUM 00'ekTaM. PeecTpyroThCs 00’€KTH 3a JIOMOMOIOI) CKPHUIITY
ParallaxBackground.cs, koTpuii 1oaa€eThest 10 0ATHKIBCHKOTO 00’€KTY YCiX IIIapiB,
10 MIiJJISTaI0Th Mapaiakcy.

Cxkpunt ParallaxLayer.CS gomaerbcsi 10 KOXKHOTO JOYIpHBOrO 00’€KTy. Y
IHCIIEKTOpPl MO’KHA HaJalllTyBaTU 3HAYEHHS KOE(PIIEHTY TMapanakcy, sSKuUl
BIJIMOBIa€ 3a MBUIKICTH mepeMinieHHs mapy (puc. 3.11). CKkpunt BUKOPUCTOBYE
meton Move() s mepeminieHHs: GOHOBOTO IIapy B TOPU30HTATILHOMY HAMPSIMKY.
[IBUAKICT, TIEPEMIIICHHS] BHU3HAYAETHCS KOEQIIIEHTOM IMapajakcy Iapy Ta

JeNIBTO0, OTpUMaHOIO0 Bij ckpunTta ParallaxCamera.

B Parallax Layer (Script)

Parallax Factor -0.2

Pucynok 3.11 — HanamryBauns ParallaxLayer.cs
3MiHa 3yMy KamMepH BHUKOPHUCTOBYETHCS ISl MIJKPECICHHS BaXJIMBUX
MOMEHTIB Y Ipl. 1715l bOTO TaKoK BUKOPUCTOBY€eThcs cucTtema Cinemachine Virtual
Camera ta 101aTKOBO 00’€KT, 0 Ma€ y co01 TpUrep-Kojaiaep Ta BU3HAYAE MEX1
3MiHM 3ymy. Konu rpaBelp BXOOUTh B 30HY Jii TpuUrep-koJsaijaepa, MplopuTer
«BIIATICHOT» KaMepH 301IbIIYEThCS, 1110 TPU3BOAUTH JI0 BI3yaJIbHOTO BiAalICHHS
BiJl TPaBIIS; KOJM TpaBellb MOKUIAE 30HY Kojaiijepa, MpIOPUTET 3MIHIOETHCS Ha

KOPHUCTh «IIPUOIMAKEHOT» KaMepH, Yepe3 110 Bi3yalnbHO IPUOIMKYEMOCS J10 TPABIIA.
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Cxpunt CameraManager.CS € IEHTpaJIbHUM €JIEMEHTOM CUCTEMU KepyBaHHS
kimpkoMa kamepamu Cinemachine. Bin BiamoBiznae 30epiraHHsi, BIJCTE)KEHHS Ta
nepemMukanHs akTuBHUX kamep Cinemachine Virtual Camera.

Jnsa peectpamii YW 3HATTS peecTpaiii KamMepu BUKOPUCTOBYETHCS
CameraRegister.cs. Ilpu akrtuBamii 00'€ekTa, 10 SKOTO NPHEIHAHWA CKPHIIT,
aBTOMATH4HO peecTpyeThes B CameraManager.cs.

{00 kOHTpOJIIOBaTH KOPEKTHY 3MIHY MpPIOPUTETIB Kamep, 10 00 €KTy 13
TpUTep-KOJaiiiepoM, 110 BHU3HAYa€E MeEX1 «BLIIAJICHOD» KaMepu, J0AaHO
yHiIBepcaJIbHU# ckpunT TriggerZone.cs. Bin BiAmoBigae 3a BHUSBICHHS 3iTKHCHb
00’€KTy 3 MIEBHOIO 00JIaCTIO Ta BAKOHAHHS BIAMOBITHUX J1H HA OCHOBI IIUX 31TKHEHBb.
VY BUIAIKy CUCTEMU TUHAMIYHOTO 3yMY, HEOOXI1/IHO MEPEBIPATH 3ITKHEHHS 00’ €KTY
rpaBug i3 Terom «Player» i3 tpurep-konaiinepom. Ha BXozi y Tpurep-komaiiaep
HAJIAIITOBAaHO 3MIHY MPIOPUTETY Ha BiAJajeHy, NMPU BUXO/Al — Ha MPUOIIHKEHY.
HanamtyBaHHS IbOTO CKPHITY MOKa3aHi Ha pUCYHKY 3.12.

ﬂ Trigger Zone (Script)
One Shot

Collision Tag

er Enter ()

CameraManager.SwitchCamera

CameraZoomOut (Cinemachin
+ -
On Trigger Exit ()

Runtime Only» CameraManager.SwitchCamera v

B MainCame @

CameraZoomln (Cinemachine V @&

-+ -

Pucynok 3.12 — HanamryBanss TrigerZone.cs juisi CHCTEMHU 3MIiHH 3yMy
Kamep
3.3.3 Cucmema 300p08 s
VY rpi peanizoBaHa cucTeMa 37[0pOB's, SIKa BPaXOBY€ MOIIKOIKEHHS, CMEPTh
Ta pecrnaBH (MEPEepOKEHHS) TPaBIls, a TaKOK MOHCTpPiB. CHucTemMa Mae HACTYIIHI

OCHOBHI XapaKTEPUCTUKH:



33

- 3MiHHE 3HAYCHHS 3/I0POB'S: sl KOXKHOTO 00'€KTa (TpaBIsi TA MOHCTPIB)
BCTAHOBIIIOETHCS CTAPTOBE 3HAYCHHS 3/I0POB'A, SIKE MOXKHA 3MIHIOBAaTH B 1HCIIEKTOP1
Unity BiAMOBIIHO 0 TTOTPEO;

- MONIKO/DKEHHS: 00'€KTH MOXYTh OTPUMYBATH TOIIKOJDKEHHS, IO
MPU3BOJUTH J0 3MEHIIICHHSI IXHBOT'O MOTOYHOTO 3HAYEHHS 3/10POB'S;

- CMEpTh: KOJM MOTOYHE 3HAYEHHS 370poB'st 00'ekTa mocsrae 0, BiH
MIOMHUPAE;

- pecnaBH: rpaBellb Ma€ MOXJIMBICTb BIJIPOJIKYBATUCS TICIS CMEPTI,
MOYMHAIOYH 3 TIOYATKY CIIEHU 3 TOBHUM 3aI1acoM 37I0POB'S.

- 30epexeHHsI MOTOYHOTO PIBHS 370POB'S: 3HAYEHHS 3J0POB'S TPaBIls
30epiraeThCsi MiXk CIICHAMH Ta KOPEKTHO BijloOpaxkaeThest B UL

- Bi3yaizailisi: cucTteMa 370poB's Bizyamizyerbes 3a gonomororo Ul Ta
BIIOBIIHUX a”HIMAaIlil 00’ €KTIB.

Takum ymHOM cucTema 3740poB’s Oa3yerbcst Ha ckpunti Health.cs, skuii
BIJINOBIJIA€ 32 OUIbIIY YAaCTUHY BHUIIE MEPEUYHMCICHUX XapakTepUCTHK. CKpUIT
JIONTA€ThCS 10 OyNb-IKOTO 00’€KTa B ITpOBIN i€papxii, sIKOMY HEOOXIJTHO HalaTu
MOJKJIMBICTh JOMYUYUTHCS JO CHUCTEMH 310poB’s. 3aBmsku ckpunty Health.cs
HAJAIITOBYIOThCS  IHAWMBIAyaldbHI 17 O0’€KTa  3HAYEHHS  CTapTOBOTO
(MaKCMMaNbHOTO) PIBHS 3I0POB’s, HAJAIITYBaHHS IS aHIMAIlil OTpUMAaHHS
YIIKO/DKEHHSI Ta CMEPTI, HAJIAIITYBaHHS CYNPOBOIKYOUMX 3BYKiB (puc. 3.13).

JIist TpaBIIsl y CKPHIITI € JeKiIbKa JOJaTKOBUX HaiamTyBaHb (puc. 3.14). Yci
BOHU MarOTh JIOJATKOBY TIEPEBIPKY Ha YHIKanbHUH Ter «Playery, skuii Mae nwuiie
irpoBuii 00’€kT TpaBis. Taka mepeBipka 3abe3nedye BUKOHAHHS KOy JIMIIE SKIIO
BOHU CTOCYIOThCSI TpaBIlsl. Hanmpukinam, Koiau rpaBels J0CATae piBHS 37J0POB’ ST HYJIh
Ta WOro irpoBUM OO0 ’€KT BUMHUKAETHCS, Y METOJ1, IO BIAMOBIJIAE 3a CMEPTh

JI0aTKOBO BMUKA€ThCsl ekpad Game Over.
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B  Health (Script)

iFrames

Components

Components

Ele

Sounds
Death Sound A toothw

Hurt Sound f Hurt

iFrames
Fran

Components

Components

Pucynox 3.14 — HanamryBanns ckpunty Health.cs mis rpaBus
Jlani mOTOYHOTO 3I0pOB’S He mepenaroTbes ckpuntom Health.cs mix
CIICHaMHM, /K€ CKPUIT NepeadaueHuil sk YHIBepCalbHUM IJi1 OyIb-SKOrO THILY
00’exTiB y Tpi. Uepes 1e, o6 TpuUMaTH 3HAYEHHS MOTOYHOTO 3/I0POB’Sl TPABI
MPOTSATOM YCiX 3MiH CII€H, ICHy€e HeBenukuil ckpunt HealthManager.cs. Bin micTuTh
y cobi DontDestroyOnLoad(gameODbject) — metoa Unity, ssKuii BUKOPHUCTOBYETHCS
JUTSL 3aM00IraHHs 3HUIIEHHIO 00'€KTa Mij] Yac 3aBaHTaXXEHHS HOBOI CUeHHU. Takum

YUHOM, TIPU KOXKHIH 3MiH1 TOTOYHOTO 370pOB’s 00’ €KkTy 13 Terom «Player» 3Minu 13
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Health.cs mepemarotecst 10 3minHOI playerHealth, ne Bonu 30epiratorbcs. [lpu
3aBaHTa)KEHHI HOBOI CIICHH 111 1aHi MATATYI0ThCs A0 Health.cs mist 06’ exTy 13 Terom
«Player». 3a 3amoBuyBaHHSIM 3HaueHHs 3MiHHOI playerHealth BcTaHOBmIOETHCS Y
CKPHUIITI K MakCUMaJbHE, IO 3a0e3neuye KOPEKTHE BUBEICHHS iH(opMallii Ha
caMOMy IOYaTKy I'pH.

Jlnis Bizyamizatiii piBHS 310poB’sl TpaBIsl y Tpi npucyTHiN 00’ ekt HealthBar.
Bin € ckmagosoro Ul iepapxii. HealthBar BinoOpaxenwii sik image-00’exT, psf i3 10
OJIHAaKOBHX cepJevyoK. 3aBasku HanmamTyBaHHIO Image Type — Filled ta Fill
Amount MO>XKHa 3MiHIOBaTH KUIBKICTh B1JIOOPaKyBaHUX CEP/ICUOK.

[I1o6 Bi3yaumizallisi mpairoBajia KOPEKTHO, 10 00’€KTYy JOJaHO BiJIMOBIIHUN
ckpunt HealthBar. Yepes iHCniekTop 10 HBOTO JI0JIaHO JaH1 PO 310POB’sl 00’ EKTY,
4Hii piBeHb MOTPIOHO BimoOpa3uTH, a Takoxk image-00’ ekt HealthBar (puc.3.15).
Ckpunt Mae BChOI'O JIBa HEBEJIMKI METOHU, SIKI 3MiHIOIOTh HanamrtyBaHHa Fill

Amount BIJIIOBIIHO JIO PiBHS MOTOYHOTO 3/I0POB’ .

n v Healthbar (Script)

Player Health B Player (Health)
Totalhealth Bar 5] HealthbarTotal (Image)

Currenthealth Bar &l HealthbarCurrent (I

Pucynox 3.15 — HanamryBanus ckpunty HealthBar.cs
3.3.4 Cucmema 6010 epasys
VY rpi rpaBenps Mae 3MOTy aTaKyBaTy MPOTUBHUKIB 32 IOOMOIOI0 CTPLIBOM.
Jns mporo gm0 rpaBus pomano ckpunt PlayerAttack.cs. Uepes iHcmekTop
HaJIAlITOBAHO OCHOBHI JIaH1 CKPUITA: BCTAHOBJIEHO Yac BIJTHOBJICHHS aTaku, ayJli0
pecypc IS 3ByKa BUCTPLTY, TOUKA 00’ €KTY TPaBIIs, 3 IKOT Ma€ UTH BUCTPLI Ta MACHB
irpoBHX 00’€KTIiB THITY MyJb (puc. 3.16).
ﬂ v Player Attack (Script)

Fire Point A fire_point (Transform)
Bullets

Shooting Sound 41 blaster
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Pucynok 3.16 — HanamryBanns PlayerAttack.cs
['paBenib BHKOHY€ aTaKky JHINE TOJMI, KOJNU BiH HE pPyXaeTbcs Ta HE
3HAaXOJUThCS Y CTPUOKY. YMOBa, 4epe3 Ky BUKOHY€EThCS aTaka — 0yJi0 HATUCHEHO
J1BY KHOIIKY MUIIIl Ta Yac B1THOBJICHHS JOCAT HYJIS.
[cHye 1Ba OCHOBHUX METOJIU JJISi CTBOPEHHS ITyJIb TIPU BUCTPLIi: CTBOPUTH i
saunTH (instantiate & destroy) Ta 06’ eananns 06’ extiB (Object pooling). PisHums
M1 METOAaMH IpenacTaBieHa y Tabmumi 3.1.

Tabnuys 3.1 — IopisHanus memooie cmeopents 00’ ekmie npu amayi

Instantiate & destroy Object pooling
- CrBOproeTbcsi HOBUM 00 €KT - Jlexumbka  00’€kTiB  (TyJb)
(mysist) pU KOKHOMY TTOCTPLI; CTBOPEHI 3aBYACHO;
- O0’€KT  3HUIIYETHCS, KOJIU - O00’€KT JEaKTUBYETHCS, KOJIU
BIApSE 11T, BIApsi€ B IIJIb 1 YCKa€ IIOKH
- JIeTIIe peajli3yBaTH, aje JyxKe HOT0 BUKOPUCTAIOTh 3HOBY;
BIUTMBA€E HA TIPOAYKTHBHICTb. -  PEKOMEHIYEThCS
BUKOPHUCTOBYBATH, KOJT!
CTBOPIOETHCS BEJIMKA KUIBbKICTh
00’ €KTIB.

JIJist 3pyqHOCT1 y MPOeKTi OyJI0 BUKOPUCTAHO METOJ 00’ €THaHHS 00’ €KTIB.
JIJis boTO CTBOPEHO IIa0JIOH MMyJIi, sika MICTUThL Y co0i ckpunt Projectile.cs. Bin
BIJINIOBIIa€ 3a MOBEAIHKY Ta JKUTTEBUM LUKJ MyJl: MIBUIAKICTH ii HEpeMIICHHS
(MOXKHa HaJaIMTyBaTH B 1HCIEKTOPi), HAMPSIMOK TEPEMIIICHHS, Yac KHUTT,

aHIMAIIIIO Ta YU BAApHJIIA ITyJIsd HeoOXimHuid 00’ ekT (puc. 3.17).

ﬂ v Projectile (Script)

Pucynok 3.17 — HanamryBanus Projectile.cs
[ITa6non 006’ekTy myai mpoayOIbL0BAaHO JEB’SATH pa3iB, a OTXKE B ITPOBIU
lepapxii 3Haxomutbcs 10 myns. Bonum pomaHi 10 MacuBy Myib Y CKPHUITI

PlayerAttack.cs, yepe3 1o rpaseis OTpuMye 10 HUX nocTym. [lpu aTami rpaBiem
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BUKOPHCTOBYEThCS HaWOIIMKYa BUTBHA Y MacuBi IMyJisL. SIKINO ITyJist HE BIApsie 1O
)Tl Ta MTOKKJIA€E CIICHY, BOHA JICAKTHBOBYETHCS aBTOMATHYHO Yepe3 yKa3aHUH dac
JKUTTH.
3.3.5 Cucmema 6010 60pocis
Boporu, sik OyIi0 3a3Ha4eHO Ha eTalli IPOSeKTYBaHHS, MPECTaBIIAIOTh 13 ceOe
MOHCTPIB 13 Benukumu 3yoamu. [Ipu po3poOiii MmexaHik rpu Oyino oOpaHO HACTYIIHI
xapakTepucTuku Bopoxux NPC:
- MOHCTPH MarlTh OJHY CTAaHJAPTHY aTaky, sAka 3a0upae OJHE CEPIACUYKO y
TPaBIl 32 pas;
- KOJIM MOHCTPH HE aTaKyI0Th, BOHU XOJIAThH 3a [ICBHUM MapIIIPyTOM 10 CIICHI;
- SKIIO TpaBellb MPOXOIUTh KPi3b MOHCTpPA, TPaBEIlb OTPUMYE YPOH Y BHIJISII
OJIHOTO CepicuKa, HaBiTh AKIIO MOHCTD HE aTaKyBaB;
[TortepetHbO CTBOPEHO IrpOBUN 00’ €KT, SIKUM MICTUTHh Yy cOOl HalalToBaH1
a”imarrii MoHcTpa. Takox 10 00’ekTy AoaaHo ¢izmuHi Mexi y Burisiai Box Collider
2D i3 mpanopuem «Is Trigger» (puc. 3.18), mis Toro, mo0 BiJICTIAKOBYBAaTH

3HAXOJKCHHS TPaBIl y TI0JI1 30py MOHCTpA.

O v Box Collider 2D

Edit Collider

[EIGIE]

Puc 3.18 — BikHO KOMITIOHEHTA KOJ1i31i MOHCTpa
Jlns jioriku ataku MOHCTpa BukopucraHo ckpunt ToothWalker.cs. Ckpunr
Ma€e METONM JJIsi HAHECEHHS aTaKu Ha TPaBIl, BIMOOpaKEHHS aHIMAIlli aTakw,
NEepeBIpKY Ha HAABHICTh T'paBls y MOJI 30py, & TaKOXX HEBEJIMKUI METOJ st
BIMOOpaKEHHA MeX TMOJs 30py, OO0 Oyno 3pyuHille OpiEHTYyBaTHCS MpHU
HajamryBaHHI. Yepe3 IHCIIEKTOp HAAITOBAHO OCHOBHI JaHi, SKi HEOOXIHI IS

pO6OTH CKpHIITa: Yac Mnepe3apsaaKu aTaKku, KIJIBKICTh IMOIIKO/KCHH, IO HAHOCHUTD
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MOHCTp, HaJIAIITYBaHH JJIS aTaKu y TOJIi 30py Ta BKa3aHO IIap 13 TpaBIeM 1 ayIio

KJIiII, 13 IKUM HAaHOCHUTHCS aTaka (puc 3.19).

ﬂ v Tooth Walker (Script)

Attack Parameters

Player Layer
p Layer =EVET

Sounds
Bite Sound J1 toothwalk

Pucynok 3.19 — HanamrryBanns ckpunry ToothWalker.cs
Jlnst peanizanii HaHECEHHS MOIIKOIKEHb IPABII0, KON TOW MPOXOAUTH KPi3h
MOHCTpa, BUKOpucTaHo ckpunt EnemyDamage.cs. CkpunT MiCTUTh BChOTO OJMH
METO/I, 10 MEPEBIPA€ KOJI31K0 MOTOYHOrO IrpoBOTr0 00’€KTa 13 00’€KTOM, 110 Ma€
ter «Player». SIkmo komizis € — BuKkoHyeThess Metoa TakeDamage() i3 ckpunry
Health.cs, mo Hanexuth 00’ €KTy i3 TeroM. Y iHCIIEKTOP1 HAJIAIITOBYEThHCS KiJTbKICTh

IIKOJIM, IO BiIHIMAEThCS MMiJ 4ac BUKOHaHHS ckpunty EnemyDamage.cs (puc.
3.20).

n Enemy Damage (Script)

Damage

Pucynok 3.20 — Hanamrrysanust EnemyDamage.cs
[Ilo6 NPC-Boporu He CTOSUIM Ha MICLI, CTBOPEHO JIOTIKY MaTpyJid. 3aBAsKd
Hili MOHCTPH MEPIOAUYHO XOJATh 3 TOUKH 10 TOUKHU, TPOXU 3aTPUMYIOTHCS Ha HHUX,
Ta WIyTh Ha3al.
IrpoBi 00’€kTH N11BOI Ta MPaBOi TOYOK BUCTABJICHI Ha OaXkaH1 BIJCTaH1 Ta HE
MaloTh y cO01 HISKUX JOJATKOBUX KOMIIOHEHTIB. Y 1€papXii TOUKM 3HaXOATHCS Ha

OJIHOMY PiBHI 13 00’€KTOM MOHCTpa. YcCi1 TpU €JIEMEHTH YIpyIOBaH1 MiJ OJIUH
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OarekiBcbkwii enemenT WalkerPatrol. Came 6aThKiBChKHI €IEMEHT MiCTUThH CKPHIIT
EnemyPatrol.cs, mo BianoBigae 3a JIOTiKy maTpyJIro.
CkpunT Ma€ HacTyITHI KaCTOMI30BaH1 METOJIH:
- Update(): mepeBipsie, Ha KOOpAWHATAX SKOI TOYKH (JIIBOI YM IpaBoi)
3HaXOJMThCS Hapa3i MOHCTP Ta BKa3ye, Y SIKOMY HAIIPSIMKY PyXaTUCS HOMY
Hajam;
- DirectionChange(): Biamoigae 3a rmepioJ1 O4ikyBaHHS MOHCTpa Ha TOYKAX;
- MovelnDirection(): onymroe TaiiMep OYIKYBaHHS Ha TOYIl Ta 3MIHIOE
TIO3UI[II0 MOHCTpPA JIO MPOTHIICKHOT TOUKH.
Yci ocHOBHI 3MiHHI BuHeceHi y ckpunti y Serialize Field, 3aBasiku yomy ix
MOJKHA HaJIAIITyBaTH Yepe3 IHCIICKTOP, HE 3BaXKarouu Ha Privat HajmaityBaHHs (PUC

3.21).

n v Enemy Patrol (Script)

Patrol Points
Left Edge
Right Edge

Enemy
Enemy

Movement Parameters
- Ts |

Enemy Animation
Anim othWalker (Animator)

dle Duration

Pucynok 3.21 — HanamryBanus ckpunty EnemyPatrol.cs
3.4 Ul Ta ocHOBHi MeHI0 IpHU
3.4.1 Cucmema oianocié ma nogioomieHs
Jlist ctBopenHs Oynb-axux Ul eneMeHTIB Ha clieH1 He0OX1THO MaTH B i€epapXii
rpi Canvas 06’exT. Bin BiAMOBi1a€ 32 KOPEKTHY PO3MIPTKY €JIEMEHTIB Ha KIHIIEBOMY
€KpaHi TPy, BPaxoBYIOUU Oy/Ib-sKE PO3IIUPECHHS €KpaHy. Y Cl HACTYIHI €JIEMEHTH

Ul maroth po3mintyBatucs sik goqipai Canvas.
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OcHoBHa iH(OpMAIST y Tpl TMOJAETHCA 3a JOMOMOTOK JIiaJioTiB Ta
noBigomsieHb. Ile mBi okpemi cucTteMu i3 aOCOMIOTHO ICHTUYHUMH OCHOBHUMU
HaJIAIITYBaHHSAMH. IX TOJNIOBHI Pi3HMII MONATAIOTH Y PO3MIllIEHH] AiaJloroBOro BikHa
B PO3MITII IFPOBOTO BiKHA Ta ayI10KJIiMax, K1 BIIOBIIal0Th 3a 3BYK HAITUCY TEKCTY.

JliamoroBa cucTeMa NpH3HAYCHA Ui BIJOOpaKEHHS CITUIKYBAaHHS MIXK
rpaBieM Ta/abo0 irpoBUMH TnepcoHakamu. CUCTeMa MOBIIOMJICHb BIAMOBITAE 3a
BUBIJI AOMTOMIDKHOT 1H(pOpMAIIii Ta TyMOK TPaBIIsl.

PosrasiueMo nmpukiiaa mux cuctem Ha cucreMi aianoriB. CtBopeno Ul mabion
niamoroBoro BikHa (puc. 3.22), sike 30epexeHo sk npedad. BikHo mictuth (o,

306pa}K€HH}I JJIs1 pO3MiHlCHHSI aBaTapy Toro, XTo roBOpuThb Ta TCKCTOBC BIKHO.

IIFMEIIIALLD TERECGTY

Pucynox 3.22 — Ul giaioroBoro BikHa
Jlo mabsony momano ckpunt DialogueManager.cs, 1o Mae HacTyIHI METOTH:

- Awake(): npu 3aBaHTa)XEHI CIICHN BUMUKAE YCi aKTUBHI J11aJI0TOBI BiKHA;

- Update(): xosu miasoroBe BIKHO aKTHBHE Ta HATUCKAEThCs Kiasimia Enter,
3aIyCKaEThCS METO/T BIIOOpaKEHHSI HACTYITHOTO PSJIKA;

- StartDialogue(): 3amyckae mepedaHWii y METOA Jiajor, BMHKA€ BIKHO
Jajiory Ta BiIOOpaKye MEepIuil PsiIoK;

- DisplayNextDialogueLine(): BiamoBizae 3a BigoOpakeHHS HACTYITHOTO
psanka miajory B uepsi. BiH mepeBipsie, yu Hemae OUIbLIE PSJIKIB; SKIIO
yepra nmopoxxus, meto] Bukirkae EndDialogue(), mo06 3aBepmmmtu miaor;
B IHIIOMY BHIMAJIKy BIH OTPUMY€ MOTOYHUHM PSIOK 13 MOYATKYy YEpru Ta
BUKJIMKAE METO/T JIJIsl IOCUMBOJIBHOTO BUBEJICHHS PSINIKA;

- TypeSentence(): BuBOOUTH MEpPEAaHMI PSAOK IO CHMBOJAaX 13
IIPOTrpaBaHHsM 3BYKY BUBEIICHHS;

- EndDialogue(): 3aBeprirye miajor Ta BAMHKA€E BIKHO JTiajIoTy.
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Jlna Toro, mo0 aomatu Jianor, HeoOXiAHO 10 O0’€KTy, 3 KM Mae OyTu
nianor, momxatu ckpunt DailogueTrigger.cs. Ile#t ckpunT MicTUTH y co0i MOJCIb
TaHUX JUIS iajJory, TaKuX SK aBaTtap MEepCOHAXy, MACUB PAIKIB J1iajory, a TaKoxX
0e3nocepeIHbO METO/, 10 BUKIMKAE TIOYATOK J1aJory Ta Mepeaae MacuB PSJIKIB.

VYci HanamTyBaHHS 10AAIOThCA yepe3 iHcnekTop (puc 3.23).

Dialogue Trigger (Script)

[=] cat sprite

HapewTi TM npuiilwos...

Element 1

Element 6

Element 9
Element 10

SEER

Pucynok 3.23 — Hanamrysanus DialogueTrigger.cs
JInst 3amycKy J1iajory BUKOPUCTOBYETBCS CKpumT 1riggerZone.cs, mo OyB
OTHMCAHUH y MyHKTI PO quHaMIuHy Kamepy. CKpHUIIT TOJAETHCS IO TOTO X 00’ €KTY,
mo 1 DialogueTrigger.cs, Ta HamamTOBY€eThCS BiAMOBIAHO 10 motped. [pukian

HaJIAIITyBaHHS CKPUITY 300pa)KeHO Ha pUCYHKY 3.24.
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Trigger Zone (Script)

One Shot o
Collision Tag Player

Cn Trigger Enter ()

Runtime Only~ DialogueTrigger.TriggerDialogue ~
B Cat (Dialo &

On Trigger Exit ()

List is empty

Pucynok 3.24 — HanamryBanus TriggerZone.cs it BAKOPUCTAHHS iaIory

Ha pucynky 300pa’keHO HajallTyBaHHS M1aJIoTy Ha Movatky rpu 3 Kotom.
Jiamor moYyrMHa€eThCsl aBTOMATUYHO, KOJIK TpaBellb maxoauTs 10 Kota. [Iporpatu
JiaJior MOYKHA JIMIIIE pa3 — Ha 11e BKa3ye mnpanopens One Shot.

3.4.2 Tonosue metnio

['onoBHE MeHIO 3po0JieHe K OKpeMa clieHa. BoHa BucTaBieHa y 301pil mija
1HIekcoM 0, TOOTO € MepIIo0 MPH 3aIyCKY.

MeHI0 MICTUTh Ha3BY TPH, KHOIIKH CTapTy, HAJAIITYBaHHS PiBHS 3BYKOBHX
eeKTIB Ta My3UKH, BUX0y i3 Tpu. Ha3Ba cTBOpeHa sik irpoBuit 00’ ekt i3 Text Mesh
Pro. Knomnku, okpim Text Mesh Pro, Ttakox mators Button manmamryBanHs (puc.

3.25). Ha don nonano nekinbka 300paKeHb.
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v

Color Tint

On Right

Visualize

On Click ()

Runtime Onl'~ menuManager.StartGameMenu

Pucynok 3.25 — HanmamryBannsa kaonku Start

Ha Canvas 06’ ekt momgano ckpunt MenuManager.cs. Bin Mictute MeToau,
10 BU3HAYAIOTh POOOTY KOXKHOT KHOIIKH.

3.4.3 Menrwo nayzu ma 3axKiHueHHs 2pu

MeHto may3u Ta 3aKiHYEHHS TPU J0JAI0ThCs SK npedabu 10 KOXKHOI CIICHH
rpu. BoHU 10CUTH CXO0X1 Mk CO00I0, aje MarTh JEHI0 Pi3HI KHONKHU Ta YMOBHU
TIOSIBU.

MeH10 3aKiHYeHHS TPH 3’ IBIIAE€THCS, KOJIU TPaBellb MoMHpae. [Hakie kaxyywu,
KOJIY 37I0pOB’sI TPABIIS JA0CSTAE HYJISI, AKTUBYETHCS B110OpakKeHHS BIKHA 3aKIHUYEHHS
TpH.

MeHI0 MICTUTh HamiBIPO30puid (DOH, 3aroJIOBOK-HA3BY, KHOMKU Ta CTPLIKY,
sgKa BKa3ye, sika caMe 3apa3 oOpana ommis. [ koopauHaiii poOOTH K MEHIO
3aKiHYEHHS, Ta 1 MEHIO TIay3H, Ha ix 0aTbKiBChbKUH 00’exT Canvas p0aHO CKPUIIT
UlManager.cs. BiH BUMHKae akTUBHI MEHIO NpPH 3aIlyCKy CIIEHH, aKTHUBY€E a0o

JACAKTUBYE MCHIO I1ay3H, SAKIIO HATHCHYTa KHOIIKa Escape Ta Ma€ MCTOAH I
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KOKHOI KHOIIKH B 00MJIBOX MEHIO. Uepe3 1HCIEKTOp HalallTOBAaHO OCHOBHI 3MiHHI
UlManager’a (puc. 3.26).

n v Ul Manager (Script)

Game Over

Puc.3.26 — HanamryBanns UlManager.cs

Crpinka, 10 BIANOBIJA€ 3a BKAa3yBaHHS IOTOYHOI OMIli, Ma€ CKPUIT
SelectionArrow.cs. Bin crBoproe cucreMy BHOOpY, J€ TpaBellb MOXe
BUKOpPUCTOBYBaTH Kiapimn kiasiatypu (W, S, abo cTpuiku Bropy/BHM3) IJis
NepeMILEHHs CTPLIOK BHOOpY Mik kHomkamu. Koium kopuctyBau Hatuckae Enter
abo E, 3amyckaeTbcsi (PyHKIIIS, TIOB’si3aHAa 3 MOTOYHUM BUOpPAHUM €JIIEMEHTOM,
IMITYIOUM HAaTHCKaHHS KHOMKH. HamamryBaHHS B 1HCIIEKTOP1 JUISl I[OTO CKPHUIITA
HABEJICHO HA PUCYHKY 3.27.

ﬂ v Selection Arrow (Script)

Options

Element O st restart (Rect Transform)

a v Selection Arrow (Script)

Options

Pucynok 3.27 — HanamryBanHsi CTpijIKu BUOOPY JJISI MEHIO 3aKIHYEHHS TPU

Ta MCHIO I1ay3H
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Yci kHomKH y 000X MEHIO MaroTh HayamTyBanHs Button. Y metozai OnClick()
BUKIMKaeThess ckpunt UlManager.cs ta BIAMOBITHUI A0 KHOMKH METOJ 13 IIbOTO
ckpunta. Ha pucynky 3.28 300paskeHO HanmamtyBaHHa Button mist kHomku

«IPOJOBKUTH» Y MEHIO May3H.

@® v Button
v
Color Tint
ne (T

Automatic

Visualize

On Click ()

Runtime Onl'~ UlManager.PauseGame
B UiCanvas @

Puc. 3.28 — Knonka «IIponoBxutn» y MEHIO nay3u
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BUCHOBKMU

Y poGoti Oyno mpoBeaeHo ananiz xaHpy RPG, nopiBHsiIpHUN aHami3
3HAKOBHUX ITOp y IIbOMY >KaHpl Ta BUCBITICHHS MEPCHEKTHUB PO3BUTKY IrPOBOI
IHAYCTPIi SIK Y CBITI, TaK 1 B YKpaiHi. byyno cgopMoBaHe diTke TeXHIYHE 3aBAAHHS
Ta GYHKI[IOHATbHI BUMOTH JI0 HHOTO.

I1iq yac erany NpoOEKTYBaHHS, HA OCHOBI MOIIEPEIHBOTO aHaJli3y, IPOBEIEHO
poOoTy HaJl KOHLIEMNLI€e IT'pu. BoHa Bkitoyaia B cebe po3poOKy CIOKETY, OCHOBHUX
IrpoBUX MexaHik, cTBopeHHss UML nmiarpamu BapilaHTiB BUKOPHUCTAaHHS ITPOBOTO
JOJIaTKy, a TaKOoX JW3allH BI3yallbHOI CKJIaJOBOi, IO BIANOBIAAa€ PO3poOILII
€proHOMIYHOIO KOPUCTYBalbKOro 1HTEpdelcy, CHpalTIB Ta TaMlJICETIB, IO
MIXOISTh TEMATHILIL.

@OyHKIIOHATBHUM MPOTOTUII ITPOBOTO JAOAATKY pEali30BaHO 3a JOIOMOTOI0
MoBu mporpamyBanHs C# Ta irpoBoro pymis Unity. IIpu po3poOmi BizyanbHOT
CKJIaJIOBOI BHKOpHCTOBYBaikcs mporpamu Aseprite ta Clip Studio Paint. Bymo
CKOMIIOHOBAHO YOTUPH CLIEHH: TOJIOBHE MEHIO Ta TPH 1IrpoBi clieHU. CTBOPEHO MEHIO
nay3u Ta 3aKIHYEHHS TPU.

Sk pe3ynbrar, OyJio T0CATHYTO MOCTABIEHY METY — pO3p00JIEHO Bi3yalibHE Ta
nporpamMHe 3a0e3MeYeHHs] IrpOBOI CUCTEMHU >KaHPY JABOBHUMIPHOI POJBOBOI I'pU
«Moonrise» st onepartiitHoi cuctemu Windows y ctuiticTulli mikcenbHOT rpadiky.
['pa BiAmoBimae BCiM MOCTABICHUM BHUMOTaM, BKIIIOUAIOYM TMPUCYTHICTH TPABII,
BoporiB, NPC, 30poi, mpocToTy ympaBiiHHA, SKICHUI 3BYKOBHMM CyIpoOBiJ Ta

BIJIMOBITHUY Au3aliH. [ py IpoTeCcTOBaHO Ta MEePEBIpEHO Ha MPaIe3/1aTHICTb.
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JOJATOK A

Cxpunr nepecyBanHs rpasus PlayerMovement.cs

using UnityEngine;
using System;

public class PlayerMovement : MonoBehaviour

{
private float horizontal = of;
[SerializeField] private float speed = 8f;
[SerializeField] private float jumpingPower = 16f;
private bool isFacingRight = true;

private Collider2D platformCollider;

[SerializeField] private Rigidbody2D rb;
[SerializeField] private Transform groundCheck;
[SerializeField] private LayerMask groundLayer;
[SerializeField] private Animator animator;

[Header ("SFX")]
[SerializeField] private AudioClip jumpSound;

private void Awake() {
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();

void Update() {

if (DialogueManager.Instance.isDialogueActive){
horizontal = of;
animator.SetFloat("Speed", 0f);
return;

if (DialogueManagerMessage.Instance.isMessageActive){
horizontal = of;
animator.SetFloat("Speed", 0f);
return;

horizontal = Input.GetAxisRaw("Horizontal");
animator.SetFloat("Speed", Mathf.Abs(horizontal));

if (Input.GetButtonDown("Jump") && IsGrounded())
{
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SoundManager.instance.PlaySound(jumpSound);
rb.velocity = new Vector2(rb.velocity.x, jumpingPower);

¥
if (Input.GetButtonUp("Jump") && rb.velocity.y > ©f)
{
rb.velocity = new Vector2(rb.velocity.x, rb.velocity.y * 0.5f);
¥
Flip();
}
private void FixedUpdate()
{
rb.velocity = new Vector2(horizontal * speed, rb.velocity.y);
}
private bool IsGrounded()
{
return Physics2D.OverlapCircle(groundCheck.position, ©.2f, groundLayer);
}
private void Flip()
{
if (isFacingRight && horizontal < of || !isFacingRight && horizontal >
of)
{
isFacingRight = lisFacingRight;
Vector3 localScale = transform.localScale;
localScale.x *= -1f;
transform.localScale = localScale;
}
}
public bool canAttack() {
return horizontal == 0 && IsGrounded();
}
private void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject.CompareTag("Hole"))
{
Physics2D.IgnoreLayerCollision(10, gameObject.layer, true);
}
if (collision.gameObject.CompareTag("Ladder"))
{
}



void OnCollisionExit2D(Collision2D collision)

{
if (collision.gameObject.CompareTag("Hole"))
{
Physics2D.IgnorelLayerCollision(10, gameObject.layer, false);
}
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JIOJIATOK B

CxpunTu AiajioroBoi CMCTEMHU

DialogueManager.cs

using System.Collections;

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

using UnityEngine;

using TMPro;

public class DialogueManager : MonoBehaviour

{

public static DialogueManager Instance;
[SerializeField] private Image characterIcon;
[SerializeField] private TextMeshProUGUI dialogueArea;
private Queue<Dialogueline> lines;

public bool isDialogueActive = false;

[SerializeField] private float typingSpeed = 0.2f;

[SerializeField] private AudioClip sound;

private void Awake()

{
if (Instance == null)
Instance = this;
lines = new Queue<DialoguelLine>();
gameObject.SetActive(false);
}
private void Update()
{
if (isDialogueActive && Input.GetKeyDown(KeyCode.Return))
{
DisplayNextDialoguelLine();
}
}

public void StartDialogue(Dialogue dialogue)
{

isDialogueActive = true;
gameObject.SetActive(true);

lines.Clear();
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foreach (DialoguelLine dialoguelLine in dialogue.dialoguelines)

{

lines.Enqueue(dialoguelLine);

DisplayNextDialoguelLine();

public void DisplayNextDialoguelLine()

{
if (lines.Count == 0)

{
EndDialogue();

return;

DialoguelLine currentlLine = lines.Dequeue();

characterIcon.sprite = currentLine.character.icon;

StopAllCoroutines();

StartCoroutine(TypeSentence(currentLine));

IEnumerator TypeSentence(Dialogueline dialogueline)

{

dialogueArea.text = "";
foreach (char letter in dialogueline.line.ToCharArray())
{

dialogueArea.text += letter;
SoundManager.instance.PlaySound(sound);
yield return new WaitForSeconds(typingSpeed);

}
}
void EndDialogue()
{
isDialogueActive = false;
gameObject.SetActive(false);
}

DialogueTrigger.cs

using System.Collections.Generic;
using UnityEngine;



[System.Serializable]
public class DialogueCharacter

{

public Sprite icon;

[System.Serializable]
public class Dialogueline

{
public DialogueCharacter character;
[TextArea(3, 10)]
public string line;

}

[System.Serializable]
public class Dialogue

{

public List<DialoguelLine> dialoguelLines = new List<DialoguelLine>();

public class DialogueTrigger : MonoBehaviour

{

public Dialogue dialogue;

public void TriggerDialogue()
{

DialogueManager.Instance.StartDialogue(dialogue);
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JIOJIATOK B

Cxkpunru Boporis

ToothWalker.cs

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

public class ToothWalker : MonoBehaviour

{

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

[Header ("Collider Parameters™)]
[SerializeField] private float colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;

[Header ("Player Layer")]
[SerializeField] private LayerMask playerLayer;
private float cooldownTimer = Mathf.Infinity;

[Header ("Sounds")]
[SerializeField] private AudioClip biteSound;

//References

private Animator anim;

private Health playerHealth;
private EnemyPatrol enemyPatrol;

private void Awake() {
anim = GetComponent<Animator>();
enemyPatrol = GetComponentInParent<EnemyPatrol>();

void Update()
{

cooldownTimer += Time.deltaTime;

if (PlayerInSight()) {
if (cooldownTimer >= attackCooldown){
SoundManager.instance.PlaySound(biteSound);
cooldownTimer = 0;
anim.SetTrigger("toothWalkerAttack");

if(enemyPatrol != null)
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enemyPatrol.enabled = !PlayerInSight();

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

boxCollider.bounds.size.z),
0, Vector2.left, 0, playerLayer);

if(hit.collider != null){
playerHealth = hit.transform.GetComponent<Health>();

return hit.collider != null;

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

}

private void DamagePlayer() {

if (PlayerInSight()){
playerHealth.TakeDamage(damage);

EnemyPatrol.cs

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

public class EnemyPatrol : MonoBehaviour

{
[Header ("Patrol Points")]
[SerializeField] private Transform leftEdge;
[SerializeField] private Transform rightEdge;

[Header ("Enemy")]
[SerializeField] private Transform enemy;



[Header ("Movement Parameters")]
[SerializeField] private float speed;
private Vector3 initScale;

private bool movinglLeft;

[Header ("Enemy Animation")]
[SerializeField] private Animator anim;
[SerializeField] private float idleDuration;
private float idleTimer;

private void Awake() {
initScale = enemy.localScale;

private void OnDisable() {
anim.SetBool("moving", false);

private void Update() {
if(movingLeft){

if(enemy.position.x >= leftEdge.position.x)
MoveInDirection(-1);

else
DirectionChange();

} else {

if(enemy.position.x <= rightEdge.position.x)
MoveInDirection(1);

else
DirectionChange();

private void DirectionChange(){
anim.SetBool("moving", false);
idleTimer += Time.deltaTime;

if (idleTimer > idleDuration)
movingLeft = !movinglLeft;

private void MovelInDirection(int _direction) {
idleTimer = 0;
anim.SetBool("moving", true);

enemy.localScale = new Vector3(Mathf.Abs(initScale.x) * _direction,
initScale.y, initScale.z);
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enemy.position = new Vector3(enemy.position.x + Time.deltaTime *
_direction * speed,
enemy.position.y, enemy.position.z);



