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PE®EPAT

Bumnyckna kBamigikariiitna po6ota 6akanaBpa CKIaIa€ThCs 3 KOMITIOTEPHOI IpU Ta
MOSICHIOBAJIbHOI 3anmucku. [losicHIOBasibHA 3amKCKa 10 BUITyCKHOI poOOTH MIiCTUTh 63
cTOpiHOK, 41 imrocTpartito, 4 Tabmumi, 14 nomatok Ta 20 BUKOPUCTAHUX JKEPE.

Mertoro po6oTu € po3poOKa KOMITIOTepHOI IpH B xxaHpi 2D mnatdopmepa. ['pa mae
3a0e3mnedyBaTh SIKICHAA ITpOBUH TPOIIEC 13 IJIaBHOIO poOoTor0. BoHa Takok MOBUHHA
OyTH ONTUMI30BaHa 1 MaTH 3py4YHUN KOPUCTYBAIbKUN 1HTEpEiic.

VY pob6oti Oy BUKOHAHHI KJIIOYOBI 3aBJIaHHA ISl pO3POOKH KOMM'IOTEPHOI I'pH,
MPOBENCHO aHami3 (YHKIIOHATLHUX BHUMOT, BHOpaHO BIiAMOBIAHI TEXHOJOTIT Ta
apXITeKTYpHI pIIIEHHS, PO3POOJICHO Ta BIPOBAKEHO QJITOPUTMU TPH, a TaKOXK
3MIIICHEHO TECTYBaHHS MIPOTrPAMHOTO MPOIYKTY.

KJIIFOYOBI CJIOBA: KOMIT'FOTEPHA TI'PA, IOHITI, CKPUIIT, ACCET,
TEUMIUIEN, IHTEP®ENC.
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ABSTRACT

Bachelor's thesis consists of a computer game and an explanatory note. The
explanatory note contains 63 pages, 41 illustrations, 4 tables, 14 appendix, and 20 sources
used.

The aim of the thesis is to develop a 2D platformer computer game. The game aims
to provide a high-quality gameplay experience with smooth operation. It should also be
optimized and have a user-friendly interface.

The thesis addresses key tasks for the development of the computer game,
including analysis of functional requirements, selection of appropriate technologies and
architectural solutions, development and implementation of game algorithms, and testing
of the software product.

KEYWORDS: COMPUTER GAME, UNITY, SCRIPT, ASSET, GAMEPLAY,
INTERFACE.
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INEPEJIIK YMOBHUX ITIO3HAYEHD

Ul - intepdeiic kopuctyBaua (anri. User Interface)

GUI - rpagiunmii inTepdeiic kopuctyBaua (anri. Graphical User Interface)
HUD - inTepdetic BigoOpakeHHs ToI0BHOT iHpopMartii (anri. heads-up display)
FPS - kaapu Ha cexynay (anri. frames per second)

I13 — nporpamue 3abe3neyeHHs
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BCTYII

AKTyajbHicTh TeMu. CTBOPEHHS KOMIT'IOTEPHOI Ipu B kaHpi 2D-mnatdopmepa
BHU3HAYAETHCS KUIBKOMA KIIFOUOBUMU ACTIEKTaMU, 10 POOJISTH ii HaI3BUYAHHO BaXKTMBOIO
1 IIIKaBOIO JIJISI Cy9acHO1 1HIYCTPii.

HagiTh He 3Baxkarouu 1110 >xaHp 2D-1mmaTdopmepa icHye TTOHAJ COPOKa POKIB, BIH
BCE 1€ € OJHUM 3 HAWMOMYJISIPHIIIUX CEpell TPaBIliB YCIX BIKOBUX Tpym. ['pa mae
IIPOCTUH, aJI€ 3aXOIUIIOIOYHMM TeUMIUIEH, SIKAM IMPOIOHYE KOPUCTyBayaM BHKJIMKHU B
PO3B's13aHHI F'OJIOBOJIOMOK, IIBUAKICHUN PyX Ta CTpATEriuyH1 BUPIIIIEHHS 3aB/laHb. Takuii
dbopmar crpuse TOMyspU3alii TPU cepe]] MUPOKOTO Koja TPaBIiB 1 3a0e3medye
cTabinbHy ayauTopiro [1].

Po3pobka 2D-mmardopmepa 103BoJIss€ pO3pOOHUKAM TJIHMOIIEe BUBUUTH KIIFOYOBI
aCIeKTH po3poOKu 1rop, Takl sk ¢izuka pyxy nepcoHaxa, oOpoOka KoJi3iid, aHimalis Ta
B3aemo/iist 3 00'ektamu. Lle 103BOIIsIE pO3MIMPIOBATH KPEATUBHI MOXKIMBOCTI KOMaH]IU
PO3POOHMKIB 1 BIOCKOHAIOBATH 1X HABUYKH B ITpoIieci poOOTH HaJl MPOEKTOM [2].

BukopucranHs cydacHuX IuiatopM Uil CTBOpPEHHs TIpu B kaHpi 2D-
wiaTdopMepa HaJlae TOCTYM JI0 MOTY>KHUX 1HCTPYMEHTIB Ta TEXHOJIOT1H, sIKI CIIPUSIIOTh
3HI)KEHHIO BUTpAT 4acy 1 3ycusib Ha po3poOky. Lli mnatdopmu HamarTh po3MIKUpEH]
MO>KJIMBOCTI JIJII CTBOPEHHS aHIMaIliii, yIpaBIiHHS ayJio Ta Bi3yalbHUMHU ePeKTaMmH,
IO CIIPHUSIE CTBOPEHHIO SKICHOTO IHTEPAKTUBHOTO JIOCBIY JIJIsi TPABIIIB.

TakuMm YMHOM, CTBOpEHHS KOMITIOTEpHOI Tpu B kaHpi 2D-mmardopmepa Ha
OCHOBI Cy4aCHUX 1HCTPYMEHTIB € aKTyaJbHUM 3aBaaHHAM. CydacHi METOJU PO3POOKHU
BKJIFOYAIOTh IMBHJIKE MPOTOTUITYBAaHHS, PO3POOKY AM3alH-IOKYMEHTY, alTrOpPUTMHU
GI3UKM Ta MITYYHOTO 1HTEJNEKTY, CTBOPEHHS IHTYITUBHOTO 1HTEep(eicy, onTumizallio
rpadiku Ta TMPOAYKTUBHOCTI KOIYy, @ TaKOXX PYy4YHE 1 aBTOMATH30BaHE TECTYyBaHHSI.
BukopucTaHHs 1IUX METO/IIB JI03BOJISIE€ peali3yBaT KpeaTuBHI 171€i pO3pOOHHUKIB.

Merto1o 11i€i poboTHu € po3poOka KOMI'TOTEpHOI rpu B skaHpi 2D-mmardopmepa.

Cnucok 3aBaaHb 10 METH JaHHOT POOOTH:

e AHaii3 iICHYIOUHMX aHAJIOT1B: OTJISIT TOMYJISIPHUX MPOAYKTIB B IIbOMY YKaHP1 JJ1s

1meHTU(IKAIT TEMMIUIEHHIX MEXaHIK 1 apXITEKTypPHHX PIlICHb;

Apx.
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e BusHaueHHs (YHKI[IOHAJIbHUX BHUMOL: CKJIQJJaHHA JI€TaJbHOTO CIUCKY
GYHKIHM 1 MOXKIMBOCTEH, SIKI Ma€ BKIIIOUATH Tpa IS 3a0€3MeUeHHs [[IKaBOro
IrpOBOTO IPOLIECY Ta 3aJ0BOJICHHS MOTPEO KOPUCTYBAaul;

e Bubip TtexHoJOTiM Ta I1HCTPYMEHTIB: BHOIp ONTUMaNIbHOI TIATHOPMU
PO3pOOKH, MOBU IIPOrpaMyBaHHs Ta JOJATKOBUX 1HCTPYMEHTIB I peai3arlii
MOCTaBJICHUX 3aBJaHb;

o [IpoekryBaHHsS TEeUMIUICHHUX MEXaHIK: pPO3pOOJIEHHs KOHIIEMHIi TpH,
BKJIFOUAI0YH ()13MKY MEPCOHAXIB, CUCTEMY yNPaBIiHHS, IHTEPAKTUBHI 00'€KTH
Ta 1HIIN aCTIEKTH, 10 BILIMBAIOTh HA I'POBUI MPOIIEC.

e Peanizaiis aNropuTMiB 1 IPOrpaMyBaHHs: HAIMCAHHS IPOTPAMHOTO KOy st
peanizanii BU3HaYeHUX (PYHKIIOHAIBHUX BUMOT 1 FeMIUIEHHUX MEXAHIK.

e TecryBanHs 1 BijagKa: MPOBEACHHS CUCTEMATHYHOTO TECTYBAHHS T'pU IS
BUSIBJICHHS. Ta BUIPABIEHHS TOMUJIOK, a TakKoX oONTumizamiga i
IPOTYKTUBHOCTI Ta CTaO1IBHOCTI.

006’ekTOM JOCTITAKEHHS € TIPOIEC PO3POOKH KOMIT'IOTEPHOI I'pH I'pH B 3kaHpi 2D-
wiaTdopMepa, BKIIOYAIOYM BCl €Talld CTBOPEHHS TPU BiJl KOHIEMINI 70 (piHATBHOTO
IPOAYKTY.

IIpeaMeTom gocaigeHHsl € TEXHOJOTIT Ta MeTOaM po3podku 2D-mnatdopmepis,
30KpeMa aIrOpUTMH IFPOBOI MEXaHIKU, CIOCOOM B3a€MO/Iii KOPUCTYBaya 3 IHTepericoMm,
a TAaKOXX METOIM ONTHUMI3allli 1 TECTyBaHHS IPOrPaMHOro 3a0€3MEeUEHHS.

B poGoTti Oyi0 BUKOpUCTAHO METOIU aHai3y, MPOEKTYBaHHS, MPOTpaMyBaHHS,
TECTYyBaHHS, MOJICJIFOBAHHS Ta EMIIIPUYHUA METOJ ISl OLIIHKU SKOCTI1 TPH.

I[IpakTyHe 3HAYeHHs] OTPMMAHMX Pe3yJbTATiB. CTBOpEHA KOMIT'IOTEpHA rpa
BKJIFOYA€ OCHOBHI (hyHKIIOHaNbHI eneMeHtu 2D-miatdopmepa, siki MOXYTh OyTu
BUKOPUCTAH1 JJIsl TOJAJIBIIIOT0 PO3POOJICHHS PiBHIB Ta TOTOBI /10 BUITYCKY M peati3aliii.

CTpyKTypa NosiCHIOBAJIbLHOI 3aIIUCKU: BUITYCKHA poOOTa CKIIaAa€ThCA 31 BCTYITY,
3-X pO3/1JiB, BUCHOBKIB, CIUCKY BUKOpUCTAaHUX Jpkepen 13 20 HaliMenyBaHb, 14 nonatky,

4 tabmuie Ta 41 imrocTpalliii Mo TEKCTY.

Apx.
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PO3/ILT 1. AHAJII3 HATIPSIMKIB BUKOPUCTAHHSA ITH®OPMAIIMHUX

TEXHOJIOI'TH! JUISI PEAJIIBAIIII KOMIT’IOTEPHOI I'PH

1.1TlocranoBka 3aaul

[HycTpis Bifeoirop BXKE MaBHO CTajda HEBII'€MHOIO YacCTHHOKO Cy4acHOI
KyJbTYpU Ta €KOHOMIKH. 3 PO3BUTKOM TEXHOJOTIH Ta 3pOCTAalOUMMU BHMOTaMU
rpaBIiB, po3poOKa irop MOCTIMHO BJOCKOHAIIOETHCS, NMPOMOHYIOYM HOBI 1€l Ta
MexaHiku. OHUM 3 TOMyJISIpHUX KaHpiB € 2D mnatdopmepu, ski, HE3BaXKAIOYM Ha
CBOIO BIIHOCHY MPOCTOTY, IIPOJOBXKYIOTh MPUBEPTATU yBary rpaBIliB 3aBISKH CBOIi
JOCTYITHOCTI Ta pi3HOMaHITHOCTI [3].

2D mnatdopmMepu MarOTh JOBTY 1CTOPItO, sika Oepe cBiil moyaTok 3 KiHis 1970-
X POKIB, KOJIU 3'SBWJIMCS TEpIIl apkajHi irpu. BoHu cTanm ocHOBOO Il OaraThbox
KJIACMYHMX 1rop, Takux sK "Super Mario Bros.", "Sonic the Hedgehog" ta "Mega
Man". Li irpu 3aa1u cTaHIapTH KaHPY, 1110 BKIIOYAIOTh CTPUOKH, OIr Ta BUPIIIICHHS
TOJIOBOJIOMOK y JBOBHMIPHOMY cepeAoBHIIl. 3 yacom, *aHp 2D mmardopmepiB
PO3IIMPUBCS, BKJIIOYAIOYM HOBI MEXAHIKM Ta €JIEMEHTH, Takl K OOWOBI CHUCTEMH,
JIOCITIJIKCHHS CBITY Ta IHTEpaKTUBHI icTopii [3].

Ha croroanimHiil neHs icHye 0e3miu 2D nnargopmepis, BiJ KIACHYHUX apKajl
JI0 Cy4acCHUX 1HI-IrOp, 110 BUKOPUCTOBYIOTh HAWHOBIIII TEXHOJIOTI JJII CTBOPEHHS
Bi3yaJIbHO MPUBAOIMBUX Ta IrpoBUX CBITiB. Hampukian, Taki irpu, sk "Hollow Knight"
ta "Celeste", oTpuMany BUCOKY OLIIHKY 3a CBOI 1HHOBAI[IMHI MIAXOAM 10 KaHPY,
rMOOKY CIOKETHY JIHIIO Ta CKJIQJHICTh, sKa 3a0e3leuye TrpaBlsSM BUKIHUK 1
3aJI0BOJICHHS BiJl TPHU.

Meroro kBanmiikaiiitHoi poOoTH OakanaBpa € po3poOKa KOMITIOTEPHOI Tpu
xaupi 2D mmardopmepa, sika cayryBaTuMe HE JIMIIE 3aBEPIICHUM MPOIYKTOM, alie
0a3010 AJI MOAANBIIOIO PO3BUTKY Ta CTBOPEHHSI HOBUX PiBHIB 1 MOMXJIMBOCTEM.

Po3pobka Brirouae B cede:

1) mpoeKTyBaHHS TeUMILICIO:

B

17}

e Bu3HayeHHS OCHOBHUX MEXaHIK TPH, TaKHX SK PyX MEPCOHaXka, CTPUOKH,

B3a€EMOJIIA 3 00'€KTaMHU TOIIIO.

Apx.
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2)

3)

5)

Po3po0Oka koHIerIii piBHIB 1 PO3BUTKY CIOXKETY, 1110 BIUIMBAE HA TEHMILIEH.
CTBOPEHHS PiBHIB:

[TpoexkTyBanHs Ta peanizaiis IrpOBHX KapT, SKI BKJIOYAIOTH B cebde
1aTHOpMU, TIEPEITKOIU, CEKPETH Ta 1HIII SJIEMEHTH.

BusHaueHHS CTPYKTypW PiBHIB, y TOMY 4YHCII MpOrpecii CKIAJHOCTI 1
BI3yaJIbHOTO JU3aiHY.

JTU3aiH MOTOYCHHS:

CTBOpEHHS KOHIETINA MePCOHAXIB 1 IX BI3yaJIbHOT'O BUTJISITY.

Po3po0Oka animarlii mepcoHaxiB, BKJIOUYAIOYU PYXH 1 B3AEMO/IIFO 3 OTOUCHHSIM.
Jlu3aiiH QoHIB, 00'€KTIB Ta IHIIUX Bi3yaJbHUX €JIEMEHTIB IPH.

peaizallisi IrpOBUX MEXaHIK:

[IporpamyBanHs (i3UKHU 1 B3a€MO/IIi 00'€EKTIB y TPI.

BrpoBakeHHsT ympaBiiHHS TEpCOHAXXEM, I1HTEPAKTUBHHMX €JIEMEHTIB Ta
ITPOBUX TIPaBUIIL.

pO3po0OKa apXiTEKTYpH MPOTPAMHOTO 3a0€3MEUEHHS:

BropoBamkeHHsT MOAYyJIBbHOCTI I 3a0e3leueHHs MacIiTaboBaHOCTI 1
HNIATPUMKNA HOBUX (PYHKIIIH.

TECTYBaHHS Ta ONTHUMI3allisl IPOIYKTY:

BukoHaHHS TECTIB /U1 BUSIBIICHHS 1 yCYHEHHSI IIOMUJIOK 1 OariB.

OnTumizariis Tpu 171 3a06e3nedeHHs cTablIbHOT POOOTH.

HanaromkenHs OanaHcy CKJIaJHOCTI, 1HTepdeicy KopHcTyBaya Ta IrpOBUX

edeKTiB.

1.2 AHani3 aHasoriB MPOrpaMHOTO MPOIYKTY

2D nmnatopmepu 3aIMILIAI0THCS MOMYJISIPHUMHU Y CBITI 3aBJISIKU CBOTH MPOCTOTI Ta

CTIWII0. BOHM € BaXJIIMBUM CErMEHTOM IHAYCTpii Bifeoirop, ocoOIMBO cepes 1HIi-

PO3pOOHUKIB, SIK1 4aCTO OOMPAIOTH 1IN JKaHp Yepe3 Moro BITHOCHY IPOCTOTY B pO3pOOIII.

CyyacHi TeHICHIIIT:

Perpo-ecreruka: BIApOKEHHS 1HTepecy a0 kiacuyHux 2D mnatdopmepin

3aBAsKY 1H1-irpam, TakuM sik "Celeste" ta "Hollow Knight".

Apx.
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[HHOBAITIT: BIPOBAHKEHHS HOBUX MEXaHIK Ta 1CTOPIH, IO MTOAAIOTh TITUOUHU
IrpOBOMY TIPOIIECY.

[TnatdopMu: 1OCTYymHICTh Ha Pi3HHUX IIaTdhopMax, BKItoUarouu KoHcouml, [TK
Ta MOOUTbHI PUCTPOI.

[TomysIpHICTB:

Mupoka aymutopis: irpu y >aupi 2D mnmatdopmepa mnpuBaOIIOOTH SK
BETEPaHIB BIICOITOP, AKI I[IHYIOTh KJIACUYHI MEXaHIKH, TaK 1 HOBUX TPaBIIiB,
K1 ITyKaTh MPOCTI Ta 3aXOIIMBI IrPOBI1 JOCBIIH.

PunkoBuii BrumB: Oarato BIZOMHUX pO3pPOOHHKIB TounmHamu 3 2D
miatgopmepis, 1 LieH KaHp 4aCTO BUKOPUCTOBYETHCS JIJIsl IEMOHCTpallii HOBUX

ITPOBUX KOHIEMIIINA Ta TEXHOJOTIH.

Bigminni pucu 2D mnardopmepis :

1)

2)

3)

['evimmuien:

[InaTdopmu: OCHOBHUI €1EMEHT TPy — L€ MIAT(HOPMHU, HA K1 TPaBELlb MOKE
CTpUOaTH Ta EPECYBATHUCS.

Crpubku: BaxJIMBa MEXaHIKa, siIka 3a3BUYail BUMAra€ TOYHOTO YIPABIIHHS
MIEPCOHAKEM.

30upanHs 00'€KTIB: TPaBIIi YacTO 30MPAIOTh Pi3HI MPeAMETH (MOHETH, OOHYCH),
K1 MOXKYTb BIUTUBATU Ha MIPOTPEC Y TPI.

Boporu: npucyTHi BOporu, 3 sKkuMH NOTPiOHO OOpOTHCS a00 YHUKATH.
3aBIaHHs: BUKOHAHHS 3aBAaHb a00 IMPOXOJKEHHS PIBHIB IS JIOCATHCHHS
METH TPH.

VYmpasiiHus:

[IpocTe ympaBiaiHHSA: 3a3BHYail OOMEKYETHCS KIJTbKOMAa KHOIIKAMH IS
nepeMilleHHs, CTPUOKIB Ta aTak.

[HTYITUBHICTB: TpaBIli MOBUHHI JIETKO PO3YMITH, K KEPYBaTH MIEPCOHAKEM.
Jlu3aiiH piBHIB:

[IporpecuBHa CKJIAJIHICTb: PiBHI CTAIOTh CKJIAAHIIIMMH MO Mipi IPOXOJKEHHS
TpH.

Cekpetu Ta OOHYCHU: YaCTO MICTSTh MPUXOBaH1 00JacTi a00 OOHYCHI PiBHI.

Apx.
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Cells, Hollow Knight ta Celeste.

4) BizyanbHUil CTUIIB:

o Ilikcenp-apT: Oarato 2D muardopmepiB BUKOPUCTOBYIOTh CTUJIb MIKCENb-apT

JUTsI CTBOPEHHS PETPO aTMOchepH.

o Jleramizarisi OTOUCHHS: BaXKJIUBI JeTalll y (JOHAX Ta aHIMALIAX JJIsi CTBOPEHHSA

atMocdepu rpu.

OTxe, Mg aHai3y 3 CIIBMAIAI0YUMH pucaMmu Oyio oOpaHo Taki irpw, sk Dead

1. Dead Cells (Puc 1.1):

» Q

Pucynok 1.1 — Komn’rorepna rpa Dead Cells

"Dead Cells" - e poraimkBana MeTpoiiBaHis 3 JTUHAMIYHIM OOHOBUM T'eHMILICEM.

['paBenib BUpyLIa€e B MOJOPOXK YEpe3 T€HEPOBaHI BUIAJIKOBUM YMHOM PiBHi, 30Mpar0uu

pecypcu, 3100yBaroui HOBI 30poi 1 3M10HOCTI, 1 BCTyIaouu B 601 MPOTH PI3HOMAHITHUX

BOPOTiB. YcIillIHE BUKOHAHHS 3aB/IaHb J03BOJIS€ IPaBLEBl PO30JOKOBYBAaTH HOB1 00J1aCT1

1 MOKpaIyBaTH CBOTO MepcoHaXka. BicyTHICTh "MOCTIHOT cMepTi" 10/1a€ rpi 0cOOMMBUI

eJIeMeHT BkuBaHHs. [1o ¢akTy unm mani rpaBeib 3aX0IUTh 1 YMM YaCTIIlIe BiH MPOTPAE

TUM CUJIbHIIIE cTae [4].

3mn.
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Bbyna po3pobnena ¢paniry3pkoro kommnaniero Motion Twin 1 Bunana y ceprai 2018
poky. s rpa Oyna peanizoBaHa Ha MOBI mporpamyBaHHs C# Ta BUKOPHUCTOBYE pPYIIiid
Unity s cBO€T peasnizaiiii.

3aBASKM THYYKOMY TeHMILICI0, Ipa cTaja MOIMYJAPHOIO Cepel] IIaHyBaJIbHHKIB
apkagHux irop ta perpo-ctuito. "Dead Cells" BimoOpaxkae yHIKaIbHUM MIIX1 10 )KaHPY
1 TATPUMYETHCS AKTHBHOIO CIIJIBLHOTOI, IO CTBOPIOE MOAM W PO3MIUPEHHS IS
MOJIaJIBIIIOTO HACOIOPKEHHS BiJl TPH.

3aBAsSKUA MOENHAHHIO MOBHU mporpamyBanHs C# ta nBukka Unity, po3poOHHUKH
Dead Cells Mormum CTBOPUTH 3aXOIUTIOIOYY KOMIT'IOTEPHY TPy 3 BpakarouuMHU
rpadiuHME edeKTamu, IIKaBOK reHMIUICITHOI0 MEXaHIKOI0 Ta 3aXOIUTIOI0OYUM ITPOBUM
cBitoM. Bukopucranus C# m03BOJIMIO JIETKO peani3yBaTy CKIIAJHI IFPOB1 MEXaHIKU Ta
CUCTEMHU, TOJI SIK MOTYXHUM 1HCTpyMeHTapii Unity ClipusiB LIBUAKOMY Ta €(EKTUBHOMY
CTBOPEHHIO BI3yaJbHUX 1 ay[I0CJIEMEHTIB T'PH.

IlepeBaru:

e Pi3HOMaHITHICTh TeHMILICIO: PAHAOMI30BaH1 PiBHI Ta MIUPOKHI BUOIp 30poi 1

yMiHb HAJAI0Th MIMOWHY TeUMILICIO 1 BACOKUH piBEHBb NEPEIrPOBYBAHOCTI.
e [HTeHCcHBHUI 00MOBMI JOCBI: MBUAKUMA Ta €KCIUTYaTYIOUH OOMOBUHN CTUIIb,
10 HaraJye peTpo-irpu, BUKJIMKAE BIAUYTTS aJpEHaIIHY.

e FEcTeTHka: yHIKaJIbHUNA MUCTELIBKUN CTHIIb Ta IPEKPACHO BUKOHAHA aHIMAallisl.

e [locrTiifHi OHOBJICHHS: PETYJISIPHI OHOBJIEHHS B1J1 PO3POOHUKIB 10J]al0Th HOBUM
KOHTEHT Ta BUIIPABIIAIOTH MOMUJIKH, 110 MIATPUMYE IHTEPEC 0 TPH.

Henomniku:

e Bucoka ckinagHICTb: 1JI ASSIKUX IPaBliB BUCOKA BUMAJAKOBICTh Ta CKJIAIHICTh
TPU MOXYTh OyTH HEPUUHITHUMH.

e BiacyTtHicTh rIO0OKOT CIOKETHOT JIiHIT: Tpa GOKYCYEThCS Ha TeMILIe], a He Ha
CIOXKETI, [0 MOKE PO3UapyBaTU THX, XTO IIYKA€ TTTMOOKUN CIOXKET.

e HesiBHA IHCTPYKILiS: TPABISIM MOXE OYTH BaXKKO 3pO3yMITH MEXaHIKU rpu O6e3

J01aTKOBO1 1H(QOpMalii ado TpEeHyBaHHS.

Apx.
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e (OOMexeHa BaplaTHBHICTh OTOYEHHS: JEsAKI TpaBIll MOXYTh BIIUYTH
MOBTOPIOBAHICTh OTOYEHHS TICIISl TPUBAJIOTO ITPOBOTO Yacy.

2. Hollow Knight (Puc 1.2) :

)

HOLIOW KNIGHT

—_—

o=
T

Pucynok 1.2 — Komm’rotepna rpa Hollow Knight

"Hollow Knight"— ne merpoinBanis-tuiardpopmep, po3pobiennii Team Cherry,
o BuimoB y mtoroMy 2017 poky. I'pa moennye B cobi riaubOOKUi METpOiIBaHINHUN
reMIuiel 3 MHUCTENTBOM PYYHOI MAaJIFOHKIBOI aHIMaIlli 1 BpakaloUuMHU XYJIOKHIMU
neizaxxamu [5].

VY "Hollow Knight" rpaBii BiAnpaBisiOThCS B MOJOPOXK y Ta€EMHUYE TMiA3EMHE
kopoisiBcTBo Hallownest, ne BOHM 3ycTpiyarOTh PI3HOMAHITHUX TEPCOHAXIB,
po3raaytoTh 3aragkud 1 OOpPIOTHCS 3 YHUCIEHHUMH BOporamu. ['OJOBHUN Trepoi,
Oc3IMCHHUN JIMIAP-KJIOMOTeHh, MAa€ MOJKJIMBICTh BIOCKOHAIIOBATH CBOI 3M10HOCTI,
30Mparoyy BaJIOTy 1 BUSIBIISIIOUM HOBI 00JIACTI.

I'pa mpuBepHysia yBary CBOIM MHMCTELTBOM 1 3arjidOJI€HUM TEeUMILICEM, IO
BUMAarae Bij] TpaBIls BIPaBHOCTI 1 cTpareriyHoro mucieHHs. "Hollow Knight" otpumasn
MO3UTHBHI BIITYKH KPUTHKIB 1 IIMUPOKO BU3HAHUH SIK OJIHA 3 KPAILLMX METPOIABaHIN Bij

ayuTopii.

Apk.
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IlepeBaru:

[IpekpacHuil CBIT: YHIKQJbHMM Ta 3aXOIUIIOIOUYMM CBIT, 3allOBHEHUU
TaEMHHIIMH Ta MPEKPACHUM MHUCTEIITBOM.

['MuOoKui CIOXKET: IHTPUTYIOUMH CIOKET Ta MEePCOHAX1, SKI BUKIHUKAIOThH
eMOIIi1, CTBOPIOIOTH HE3a0yTHIH TOCBI/I.

leiimnieitHa ruMOWHA:  PI3HOMAHITHICT TEUMIUICIO, BKJIIOYAIOYH 001,

rOJIOBOJIOMKH Ta JOCIIKEHHS, Hala€ rpi OaraTorpaHHICTh.

Henomiku:

Bucoka ckiagHICTh: A€sKl IpaBli MOXYTh BIAYYTH BHUKJIMK Yy TOAOJaHHI
CKJIaJIHUX OO1B Ta 3araJiok.

[ToBUIHbHMH TEMII: JJA ACAKHUX FpaBHiB MO’K€E BHSIBUTHCS ITOBLJIBHUM TEMIT I'pu,

0CO0JIMBO B TIOYATKOBUX PIBHSX.

3aBaHTa)KEHHS: Yac 3aBAaHTAXKEHHS MDK 00JacTIMH MOXKE OyTH TPHUBOKHHUM

M TUX, XTO OIyKae IJIABHUH TTOTIK I'pu.

Celeste (Puc 1.3):

Pucynok 1.3 — Komm’rorepna rpa Celeste

"Celeste” (Puc 1.3) — me ingi-ruiardopmep, po3pobsienuii 1 Buganuii Maddy

Makes Games y ciuni 2018 poky. ['pa 3100y1a nonmyIsspHICTb 3aBAsIKYA CBOTH YHIKATBHIN

CIOXKCTHIH JIiHIT 1 IHTCHCHBHIM MexaHii rpu [6].

Apk.
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VY "Celeste" rpaBIii KepyrOTh TOJIOBHOIO T€POiHEIO O iIMeHI MeTiH, sika mparHe
nigkopuTtu ropy ming HazBoro Celeste. I'pa cmomydae B co061 kimacuyHi tuiatdopmepHi
€JIEMEHTH 31 CKJIAJHUMU TOJIOBOJIOMKAMHU Ta HAJ3BUYAHO BUMOTIJIUBUMH PIBHSIMHU.

OpnumM 13 kmro4oBuX acnekTiB "Celeste" € Oro akIeHT Ha MEHTAIbHOMY 3/I0POB'T
Ta OCOOMCTHX JOCITHEHHSX. ['pa BHUKOPHUCTOBYE CBOIO ICTOPiHO IS BiIOOpa)KeHHS
O0pOTHOU 3 JIEMpeci€ro Ta CaMOCTIHHUM MITHECEHHSAM JyXY Yepe3 MepemiKoIu.

I'pa Buitmna Ha matgpopmax PC, Nintendo Switch, PlayStation ta Xbox, 1 BoHa
OyJia BiJ[3HaU€Ha SK OJIHA 3 Haiikpamux irop 2018 poky 3a i MUCTEIbKY Bapiallio Ta
TIIMOMHY CIOXKETY.

I'pa "Celeste" 6yna po3pobiena Ha aBuryHi MonoGame/XNA 3 BUKOpUCTaHHSIM
MoBU nporpamyBanHa C#. MonoGame € BigkpuToro peaiizaiieio ppeiMBopky XNA,
KWW HaJlae THCTPYMEHTH JJIs CTBOPEHHS 1HAi-irop Ha miargopmi Microsoft Windows,
Xbox 1 Windows Phone.

MonoGame/XNA no3Boisie po3poOOHUKAM CTBOPIOBATH 1IrpU 3 BHUCOKOIO
IPOJYKTUBHICTIO Ta KPOCIUIAT(HOPMEHHOIO MIATPUMKOIO, 1110 J03BosMio ctyAii Maddy
Makes Games edekTUBHO peaizyBaTH CBOi TBOPIHHS MJig pI3HUX IUIaTdopwm,
Birouaroun PC, koncomi Nintendo, PlayStation 1 Xbox.

[IepeBaru:

e BigminHa icTopis: IIMOOKUHN CIOKET Ta J0Ope PO3BUHYTI EPCOHAXK] HAJIAIOTh

rpil EeMOLINHY TJIMOUHY.

e [eilmmiieliHa MexaHiKa: pPI3HOMAHITHICTh TEUMIUICI0 Ta 1HTEHCUBHUUI

refMIUIe CTBOPIOIOTH 3aXOTUTIOIOYHI TOCBI/I.
e Bukiuk: BHCOKa CKJIAJIHICTh TPH JIO3BOJISIE TPABIISIM BIIUYTH 32JI0BOJICHHS B1T
JOCSTHEHB.

Henomnixwu:

e Bucoka CKJIagHICTD: JUIs IEIKUX TPaBIiB BUCOKA CKIIAJHICTh TPU MOXE OyTH
BUKIIUKOM.

e MOHOTOHHICTB: AJIA AESKUX TpaBLIB I'pa MOXXE CTaTU MOHOTOHHOIO uepe3

MOCTITHE MOBTOPEHHS BUMIPOOYBaHb.

Apx.
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e HeBenukuil po3Mip rpu: i JESKUX TPaBIiB I'pa MOXKE 31aTUCS 3aHAATO
KOPOTKOIO B IOPIBHSAHHI 3 IHITUMH ITPaMH.

e Bucoka BUMOITUBICTH /10 amapaTHOTO 3a0e3MeueHHs: Tpa MOXXKE BUMAaratu
MOTY>KHOTO KOMIT'toTepa AJis IJIaBHOI POOOTH.

B nonoBHeHHS:

Unity — me kpocmiaTrGopMeHHi pymiid s CTBOPEHHS irop i IPOrpaMHOro
3a0e3MeyeH s, M0 MiATPUMYE CTBOPEHHS 1rop Juisd pisHUX muaTtdopm, Takux sk PC,
koHcom (PlayStation, Xbox, Nintendo Switch), mo6ineHI mpuctpoi (Android, i0S) Ta
iHI1. BiH BiloMUii CBO€IO THYUYKICTIO, HTUPOKUM HAOOPOM 1HCTPYMEHTIB 1 3pyYHUM
1HTEp(eiicom, 10 J103BOJsE pO3POOHUKAM CTBOPIOBATH K 2D, Tak 1 3D irpwu.

B Hollow Knight komanna po3poOnukiB BukopructoByBasia Unity /i CTBOpEHHS
HOro yHIKaJbHOTO AapT-CTWIIO, CKJIAJHOI CHCTEMH YIPABIIHHSA MEPCOHAXEM 1
IHTEPAKTUBHOTO CBITY Ipu. Unity JO3BOJMB CTyAll CTBOPUTH AeTanizoBadl 2D aHimMarii
Ta B3a€EMO/III0 00'€KTIB, IO BIATBOPIOE MHOUHY Ta iMMepcuBHIcTh "Hollow Knight".

A B Dead Cells 3a nonnomororo Unity rpa noeinye B co01 IIBUIKI TEMITH, ATMHAMIYHI
001 Ta BUIIaJIKOBO reHepoBaHi piBHi. Unity 103BOJIMB peaizyBaTH CKIIaJIHy CUCTEMY 0010,
aHiMaIii Ta GI3UYHUX €EKTIB, SKI 3a0€3MeUnIN TIMOOKUN 1 IHTEHCUBHUM TeMMILIeH
"Dead Cells".

C# — ue moBa mporpaMmyBaHHsI, po3pooOsieHa Microsoft, sika moeanye B co0i1
noTykHicTh C++ 3 TpoCTOTOI0 BUKOpUCTAaHHS Java. BoHa € o/iHI€0 3 TOMyJISIPHUX MOB
JUTs1 pO3pOOKH 1rop, T0AATKIB, BE€O-CAalUTIB Ta PI3HOMAHITHUX NPOTPAMHUX PIIIEHb.

OcHoBHi ocobnuBocti C#:

1. Cunrakcuc 1 OOII: C# 6a3yeTbcs Ha 00'€KTHO-OPIEHTOBAHOMY IPOrPAMYBaHHI
(OOII), mo mo3BOJIIE CTBOPIOBATH KiacH, O00'€KTH, iHTepdelcn Ta iHII
CTPYKTYPH JUIsl OpraHizailii Koy 110 ye CUIBHO CIPOILY€E pO3pOoOKy TaKux
MIPOEKTIB SIK Ipa.

2. Manarement nam'sti: C# mae BOymoBaHy cuctemy 300py cwmitts (Garbage
Collection), sixa aBTOMaTUYHO BUBUIbHSE MaM'sTh BiJl HEMOTPIOHUX OO'€KTIB,

10 MOJIETIIY€E PO3POOKY 1 YHUKHEHHS TOMUJIOK 3 YTPUMAHHSM IaM'sITi.

Apx.
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3. Ilnardopmenna He3anexHicTh: MoBa C# MIATPUMYE KpOCIIAT()OPMEHHICTD,

10 O3HAYae, 10 Mporpamu, HamnucaHi Ha C#, MOXKYTh 3aIlyCKaTUCS Ha PI3HUX

omeparifHux cucremax 0e3 3HAYHUX 3MIH B KOJIi. 3aBASKU Iili 0COOJMBOCTI

«Dead Cells» 6e3 mpoOiem 3Moria BUMTH Ha MOOUTHHHIM PHHOK.

VY xoHTekcTi po3poOku irop, C# € mnomyJsspHUM BHOOPOM 3aBJASIKA CBOIN

NPOAYKTHUBHOCTI, ITUPOKUM MOKIMBOCTSAM 1 MIATPUMII TaKHX 1HCTPYMEHTIB, ik Unity,

10 3a0e3MevyI0Th e(peKTHBHY PO3pOOKY 1rop s pi3HHUX TIaT(HOpPM.

PosrnsHemo 3aranabHi BiIOMOCTI PO HAaBEJACHH] aHAJIOTH.

Tabmuns 1.1
Tabnuus nopiBHAHHSA M1aTHOPMEPIB
Dead Cells Hollow Knight Celeste

Bucoka ckIaaHiCTh 8 7 9

MOHOTOHHICTB 7 4 6

BigayTTs nocsaraeHs 9 9 7

Pi3HOMaHITHICTB

5 8 9 5
rermIuieto

[HTeHCUBHMIA TeHMILITCH 10 9 9

Croxer 4 10 5

I{ixaBuii CBIT 7 10 7

CayHarpexk 5 10 8

B tabmui omintoBanns (Tabmuis 1.1) 6yno Bukopucrano 10-0anbHy mikaiy ae 1

11e HalTipImui pe3ynbTar, a 10 e HalKkparwii.

Amnanizyrouu Bci acniektu irop Dead Cells, Hollow Knight 1 Celeste, Mmu moxemo

1meHTU(IKyBaTH HaWkpamy (yHKIIi Ta MOMJIMBOCTI, IIOO0 BKIIOYUTH iX y BJIACHUMN

mpoayKT. OCh KiJTbKa BapiaHTIB:

¢ Pi3HOMAaHITHICTh T€HMILICIO: BKJIFOYCHHS PI3HOMAHITHHX PIBHIB Ta 3aBJaHb,

SK1 CTUMYJTIOIOTh JOCIIKEHHS Ta BUKOPUCTaHHS HABUYOK TPABIIIB.

3mn.
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IaTeHcUBHUN TeWMIUICH: 3a0e3nedyeHHs AMHAMIYHOI Ta €HEepriiHoi rpu 3i
HMIBUAKUMH BIAUyTTIMH, siki mpucyTHi B Dead Cells 1 Celeste.
Bucoka ckmamHICTh: MOJaBaHHA BUKIWKIB Ta BIAIMX JOCSATHEHB, 00

CTUMYJIIOBATH TPABIIIB Ta MiABUILYBATH MOBTOPHUM redMILICH.

Kpame 3koHIIEHTpyBaTHCSI Ha OKPEMHX acleKTaX TaKWX SK PI3HOMaHITHICTH

FeMMILICIO, HOr0 JUHAMIYHICTE Ta CKJIAJIHICTD.

1.3Bubip Ta 00pyHTYBaHHS IHCTPYMEHTAIBHUX 3aC001B AJIs PO3pOOKH

[Tpu po3pob1i Oyab-IKOTO IrpOBOTO MPOEKTY KIIOUOBUM € BHOIP TEXHOJIOTIYHOT

maTGopMu, sika 3a0e3MeYUTh HAWBUIIY SKICTh, IMIBUIAKICTh PO3POOKH 1 MATPUMKY JJIs

MaKCUMAaJIbHOI ayAUTOpii IpaBIiB Ta po3poOHUKiB. Takoro miardopmoro € Unity.

PosrinsHemMo BCl KITFOYOBI aCIeKTH, HEOOX11H1 B po3po0Ill HAIIIOTO MPOCKTY:

BizyanbHuil perakTop 1 KOMIIOHEHTHA apXITEKTypa: IHTYITUBHO 3PO3yMUINAN
1HTEp(EiC 11 CTBOPEHHS 1 KepyBaHHS 00'€KTaMU Ipu.

['padpiuni MOXNHMBOCTI 1 MATPUMKA (PI3UYHOTO MOJETIOBAHHS: MOTYKHI
IHCTPYMEHTH JUIsl CTBOPEHHS BHCOKOSAKICHOT Trpadiku 1 peasiCTUIHUX
(13UYHHUX B3a€EMO/IIN.

Aynio-ABUTYH 1 cHCTeMa aHIMaIliii: BOyoBaH1 3aco0U IS iHTErpallii 3ByKy Ta
aHIMAaIli}, 10 JI03BOJISIOTh CTBOPIOBATH JKMB1 Ta IHTEPAKTHBHI IrPOBI CBITH.
[[Iupoxuii BUOIp pecypciB 1 MATPUMKA CIIUTLHOTH: BEJTMKA aKTUBHA CIUIHHOTA
PO3POOHUKIB 1 O€3J114 PeCypCiB sl HABYAHHS 1 MIATPUMKH.

[IBuaKICTE pO3pOOKH 1 €PEKTUBHE YIPABIIHHSA PECypCcaMu: MPHUCKOPEHHS
MpoIiecy pPo3poOKH 3aBISIKM TOTOBHM pIIIEHHSIM, TakuM sk mpedadu, i

IHCTpYMEHTaM JIJIsl YIIPaBIIIHHS PECYPCaAMH.

i acnextu poOaste Unity ineanbHUM BUOOPOM JIJIsi CTBOPEHHS SK MaJIMX 1HJII-

MPOCKTIB, TaK 1 BEJIMKUX KOMEPIIMHKUX 1rOp, HaJlaloun BC1 HEOOXITHI THCTPYMEHTH IS

YCHIITHOTO PO3BUTKY ITPOBUX MPOEKTIB.

Unity Mae KiubKa JOJATKOBUX OCOOIMBHX (YHKLIN, SIKI pOOISATH HMOro Iie

MPUBAOIMBIIINM J1JIs1 PO3POOHUKIB.

HonatkoBi ocobnuBi Gyskitii Unity:

Apx.
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Unity Asset Store me pecypc, A€ pPO3pOOHHUKH MOXYTh KYITyBaTH a0o
3aBaHTAXXyBaTH OE3KOIITOBHI MOJENI, TEKCTYpH, CKPHUITH, TUIATiHU Ta 1HII
pecypcu. lle 3Ha4YHO TPHUCKOPIOE TIPOIEC PO3POOKH, JTO3BOJISIOUU
BUKOPHCTOBYBATH I'OTOBI PIIIEHHS 1 30CEPEIUTHCS Ha aCIIEKTaX IPU.
Cinemachine € 1HCTpyYMEHTOM [Jisi CTBOPEHHSI IWHAMIYHUX Kamep. Bin
JI03BOJISIE JIETKO HANAIITOBYBATH 1 KEPyBaTH KaMEPOIO B PEaTbHOMY 4aci.
Inctpyment Performance Reporting no3Bossie BiIC/IiIKOBYBaTH 1 aHAi3yBaTH
NPOAYKTUBHICTh TPH, BUSABISAIOUMA MOMMIIKUA 1 MPOOJIEMU MPOIYKTHBHOCTI B

pealbHOMY 4Yacl.

i ¢dyHKii HAAAOTH 11€ OUIBIIMKI MPIOPUTET y BUOOP1, OCKUIBKK BOHU € JTOBOJI

IPOCTUMH Y BUKOPUCTAHHI.

MoBa mnporpamyBanHHs C# — 11e cydacHa, 00'€éKTHO-Opi€HTOBaHa MOBa

nporpamyBaHHs. BoHa Oyna crBopena gk yactuHa matdopmu NET 1 npusHadeHa st

PO3pOOKH PI3HOMAHITHUX JOJATKIB, BKJIIOYAIOUH B II€ 1 KOMIT FOTEPHI 1TpH.

OcHoBHI1 oco0smBocTI C#

MonepHi30BaH1 CHHTaKCUYH1 KOHCTPYKIIii: C# mpornoHye cydyacHu# 1 3pydyHuit
CUHTAKCHUC, IO TOJETIIye HamucaHHA Koay. MoBa BKkJIOYae B cebe Taki
KOHCTPYKINi, fK JsiMOJIa-BHpa3v, aHOHIMHI METOJIM, ACHHXPOHHI METOIHU
(async/await) 1 6arato 1HIIOTO.

OO6'extHO-0OpieHTOBaHa:C# MIATpUMYyE BCI OCHOBHI KOHIIEMINi 00'€KTHO-
opienToBanoro nporpamysanHs (OOII), Taki sk 1HKaNCymsIisg, HACT1TyBaHHS,
nommMopdi3m 1 abctpakuis. Le 103Boiisie po3poOHMKaM CTBOPIOBATH THYUKI Ta
MaciTaboBaHi MPOTPaMHU.

InTerparis 3 Unity: C# € 0CHOBHOIO MOBOIO IporpamyBanHs it Unity, 01HOTO
3 HAUMOMYJISIPHIIIKX PpYyUIiiB Jjisl po3poOku irop. Bukopucranus C# y Unity
3a0e3mnedye BUCOKY MPOJYKTHUBHICTH 1 3PYUYHICTH PO3POOKH IrPOBHX JIOTIK,
rpadgiyaux iHTepdenciB, aHiMaIlii 1 GiI3UIHUX B3aEMOJIIH.

Po3mmproBaHicTh 1 MOAYJNBHICTB: 3aBISKH MOXJIMBOCTAM C# 103BOJISIE

CTBOPIOBATH MOJYJIbHI IPOTPAMH, K1 JIETKO MIATPUMYBATH Ta PO3UIUPIOBATH.

Apx.
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Buxopuctauust C# y po3po6ui irop 3 Unity':

Unity BukopuctoBye C# ik OCHOBHY MOBY JJisi CKpUITHHTY. L{e o3Hauae, 1110 Bech
IrpOBHI KOJI, JIOT1Ka IMOBEIIHKH ITePCOHAX1B, 00p0oOKa Mo A1l 1 IHTepaKIliid MK 00'€eKTaMu
nunrytees Ha C#. Ochb Kinbka npudnH, 4oMy C# 171ealIbHO MiIXOJUTH JIJIsl pO3POOKH 1rop
Ha Unity:

e [IpocroTta i3pyuHicTb: C# Mae 3p03yMIITUH 1 JIETKUH JIJI1 BABYCHHSI CHHTAKCHC,

10 JA03BOJISIE IIBUIKO OCBOITH OCHOBH 1 MPUCTYITUTH JI0 PO3POOKH.

e JloTyxHl IHCTpyYMEHTH PO3pOOKHU: iCHye O34 IHTETPOBAHUX CEPEIOBHIIL]
po3podku (IDE), takux ax Visual Studio, siki miarpumyiors C# 1 HagaroTh
PO3LIMPEH] MOXKIUBOCTI 1Jis1 A€OArTIHTY, TECTYBaHHS 1 ONTUMI3alli KOy .

e Benuka cnuibHOTa: CHUIBHOTa Po3poOHUKIB Ha C# 1qyke akTHBHA 1 HaJae
0e3i4 pecypciB Jisi HaBUaHHSA, BKJIIOYAIOYM JOKYMEHTaliio, ¢GopyMmu,
TyTOpIaju 1 NPUKIAIN KOTY.

e barara 06i0mioreka ¢yHkiii: C# mae Benuye3Hy CTaHAAPTHY O107110TEKy
KJIaciB, sKa Hajae Oe3JY FOTOBUX PIIIeHb IS OOpOOKM JaHUX, POOOTH 3
MEpEXEr0, CTBOPEHHS rpaiyHuX 1HTEp(ENCIB Ta IHIIKUX 331a4.

Takum uymHOoM, C# € TOTY)XHOIO 1 THYYKOIO MOBOKO TMpOTpaMyBaHHS, sKa
3a0e3mnedye BUCOKY MPOAYKTUBHICTH 1 3pYUYHICTh PO3pOOKH, 10 POOUTH ii 17eaTbHUM
BUOOPOM J1J1s CTBOpEHHS irop Ha miatdopmi Unity.

Bub6ip Visual Studio six cepegoBuIl po3poOKu KOy :

Visual Studio € oHi€r0 3 HAMMOMYJISPHIMIKUX 1IHTETPOBAHUX CEPEIOBUIL PO3POOKHU
(IDE) nna nporpamyBanHst Ha C#. Bu6ip Visual Studio nns po3po6ku irop Ha Unity 3
BukopucranHusam C# mae Garato nepear. Visual Studio mae moBHy iHTerpaiito 3 Unity,
o 3abesrneuye 3pyuyHuil podbounii mporec. 3aBasku 1iariny Visual Studio Tools for
Unity, po3poOHUKH MOXYTb JIETKO HAJIALITOBYBATH Ta JebaryBaTH CBOi MPoeKTH. Visual
Studio Hamae po3mMpeHi MOXIUBOCTI sl peAaryBaHHs KOAY, BKIIIOUAIOUYU
IHTEJIeKTYyaJIbHE aBTO3aBEPIICHHS, M1JCBIUyBaHHS CUHTAKCUCY Ta pedaKTOPUHT KOY.
[ToTyXH1 IHCTPYMEHTH U1l HAJIArO’KEHHS JO3BOJISIIOTh JIETKO 3HAXOJUTH 1 BUIIPABIIATU
NOMWIKH B KOJ1. Tako MiATPUMYETHCS PO3MIMPIOBAHICTD Y€pe3 MJIariHu, 0 JT03BOJISE

J0/1aBaTH HOBI (PYHKIII Ta 1HCTPYMEHTH MJiA 3aJ0BOJIEHHA cHenupIiuHuX MOTped
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npoekty. Lli nepeBaru pobmnars Visual Studio moTyXHUM 1 3pyYHHM 1HCTPYMEHTOM IS
po3podku irop Ha Unity 3 Bukopuctanusm C#.

BuCHOBKM /10 epmIoro po3miiy

VY nepmomy po3aini O0yso chopMyIr0BaHO OCHOBHY METY IIi€i KBaiikariifHOi
poboTH: po3poOKa KOMITHOTEpHOI I'pH Y kaHpi 2D miardgopmepa. B pamkax anamizy 0yso
ornsHyTO Taki irpu, sk Dead Cells, Hollow Knight ta Celeste, 115t BUSBICHHS KITFOUOBUX
0CcOo0IMBOCTEM 1 (HYyHKITIOHAITY, 1110 BU3HAYMIA BUMOTH JI0 pO3POOKH HAIIOI TPH, 30KpeMa,
TUHAMIYHUN Ta IHTEHCUBHUI T€UMILIEH.

Jlist oOrpyHTYBaHHS BHOOPY IHCTPYMEHTAIBHHUX 3aC001B Ta BUMOT JI0 allapaTHOTO
3a0e3nedeHHs 0yJo oopaHo miargopmy Unity asist po3poOKH I'py 3 BUKOPUCTAHHIM MOBHU
nporpamyBanHs C# Ta iHcTpymeHTy Visual Studio. Lleii BuOip Hamae HEOOXiTHI
IHCTPYMEHTH JUIsl CTBOPEHHS 1 ONTUMI3alli I'pH, a TaKoxXK 3a0e3nedye ePeKTHBHE
BUKOPHUCTAHHS PECYPCIB.

3aranom, Nepimui po3all BU3HAYa€E OCHOBHI MapaMeTPpH 1 HAPSIMKH MOJAJIbIIO]

poOOTH HaJl MPOEKTOM, CTBOPIOIOUM OCHOBY JJIsl YCIIIIHOL peanizalii 2D mnardopmepa.

Apx.

III3.KP.b - 121 - 24 - 113

3mn. | Apk. Ne dokym. Iionuc | Hama

22




PO3I1J1 2. IPOEKTYBAHHSA TA PO3POBKA I'PAU

2.1 Bu3HadyeHHs BaplaHTIB BUKOPUCTAHHA Ta pO3pO0Ka IrpOBOTO I0AATKY

Merta rpu: JIATH A0 KIHI PIBHS YHUKAIOYHM BCIX MACTOK 1 MO MUIAXY 310paTH BCl
KaBYHHU.

['eitmruieii: oCHOBHA IrpoBa MeXaHiKa — 1€ pyX I'paBlis, HA SIKOMY 3aB'si3aHa BCS
rpa. [lepconaxxy moTpiOHO YHHKAaTH BCiX MACTOK HA PiBHI, TAKUX SIK CTATHMYHI UMK 200
pyxoMmi mWiaH, 1 aAictatucs QiHinry, mo0O NepelTd Ha HACTYNMHUU piBeHb. PiBHI
CIIPOEKTOBaHI Tak, 00 MaKCUMaIbHO BUKOPUCTOBYBATU PYX I'PaBIIs, Uepe3 110 Tpa Mae
BHUCOKY CKJIQJHICTh. [lepea KOKHOIO CEKITIEI0 3 MACTKaMH 3HAXOIUThCS UEKITOIHT, 1 B pasi
HeB/Jaudl piBeHb He OyjJe INMOYMHATHUCA 3HOBY — IIPOBHM TMEPCOHAX MPOCTO Oyjie
pEeCaBHUTHCHh Ha OCTAaHHbOMY 30€pEKEHOMY YEKIIOIHTI.

Pyx romoBHOro nepconaxa npus's3aHuil 10 kHonok WASD, ne kHonku A 1 D
BIJINOBIJIAI0TH 32 HAIPSIMOK pyXy a0o HanpsMok puBka. Kiasimi W 1 S BiiMOBi1at0Th 3a
HaIPSMOK pUBKa. 32 pUBOK BiinoB1ae kHomka LShift: mpwu ii HaTuckanH1 nepcoHax Oyze
poOUTH pi3Ke nepeMillieHHs B OiK, iKui Bkaszye kiasima WASD abo koMOiHatlis 3 ABOX
kinaBim. Hanpuknan, skmo Ttpumatu kiaBimi W 1 D mig dac puBka, HepcoHax
NEPEMICTUTHCS IO JllaroHalll BIPaBO.

Knomnka Space BiamoBizae 3a cTpuUOOK. SIKIIO HATUCHYTH i B TMOBITPl MICIs
nepumoro ctpubka, MEPCOHaX BIAIMITOBXHETHCS B IMOBITPl 1 cTpuOHE mie pa3. ko
CTpUOHYTH Ha CTIHY 1 3aTpuMaTH kiaBimy A abo D (3anexHo BiJ TOro, 3 SIKOro OOKY
3HAXOJMUTHCS CTiHA), MEPCOHAX OyJie KOB3aTH MO CTiHI. SIKIIO B 1€l MOMEHT HaTUCHYTH
CTpUOOK, IEPCOHAX BIIITOBXHETHCS BiJ] CTIHHU.

Hiarpama BapiaHTIB BUKOPHCTaHHS— IIe TpadiyHe 300paKEHHS B3a€EMOJINA MIX
KOPUCTYBa4aMH Ta CUCTEMOIO, 1110 BijoOpaXkae pi3Hi ClieHapii BUKOPUCTAHHS CUCTEMHU.
BoHa BUKOPHUCTOBYETHCS I MOACTIOBaHHSA (DYHKIIIOHATBHUX BUMOT, IEMOHCTPYIOYH,
SIK Pi3HI TUITU KOPUCTYBAUlB B3a€EMOIIOTH 3 CUCTEMOIO JIJIsl JOCSATHEHHS MTeBHUX IIIJIEH.

OCHOBHUMU €JIEMEHTaMU JiarpaMu BaplaHTIB BUKOPUCTAHHS €:

1. Axropu: 30BHINIHI KOpUCTyBayl a0 1HIII CHUCTEMH, SKI B3aEMOJIIOTH 3

cucteMoro. BoHu 300paxyroThcs y BUTIIAII (DITypoK.

Apx.
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2. Bapiantu BUKOpHCTaHHA: OKpeMi QYHKIT abo Aii, SKi CHCTeMa BUKOHYE Y
BIJIMOBIb HA i1 aKTOpiB. BoHM 300paKyr0ThCsl y BUTIISAI OBaJliB 200 KiJI.
3. 3B's3ku: JiHII, 10 3'€IHYIOTh AaKTOpPIB 3 BapiaHTaMU BHUKOPUCTAHHS,
MOKa3yI04H, SIKi aKTOPH BUKOPUCTOBYIOTH SIK1 (PYHKIIII CUCTEMHU.
i miarpamMu 1omomMararoTh BUSHAYUTH Ta CTPYKTYpyBaTH (QyHKIIIOHAIBHI BUMOTH
710 CUCTEMH, Ha/Ial0uu 3pYUHHM CrIOCiO IS CIUIKYBaHHS MK PO3pOOHHUKAMHU Ta IHITUMU
3a1iKaBJICHUMHU CTOPOHAMHU.

CtBOpeHy niarpamy BapiaHTIB BUKOPUCTaHHS MOXKHA MOOAYUTH HA PUCYHKY 2.1.

MNew game

“include” %

i - |ncIL|de @

|nu::|ude

"include”

Back to menu

P . .

extend

Player Pause menu

extend

Play game

pue‘[’"a

@ Collect collectibles
&0 s

Double jump

VY miit giarpami 300paxxeHO Mepeltik Aii, ki Moxe BUKOHYBaTH aktop (Player).

Pucynok 2.1 — Jliarpamma BUKOpUCTaHHS

[Ipu 3amycky rpu mepime, mo OauuTh KOPHUCTYBad, II¢ MEHIO, B SKOMY BIH MOXE
po3moyYaTt HOBY TPy ab0 MPOJOBKUTH CTapy, SKIO Taka Oyna. Ilicis 3aBaHTaKeHHS
CIICHU 3 PIBHEM y TPAaBII € MOXKIIMBICTh KEPYyBaTH TEPCOHAXKEM, a caMe: PyXaTHCs B
CTOPOHH, CTpuOATH, pOOUTH PUBOK Ta KOB3ATH IO CTIHAX, pOOUTH MOABIHHUN CTPUOOK.
Takox BIH MOXE€ MIAOMpPATH KOJEKIIMHI MPEAMETH, a Ha JAPYroMy piBHI JJs HOTO

MPOXOJIPKEHHA Tpeba 310patu 3 Kitoui.

Apk.
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Hiarpama kmaciB (puc.2.2) € crpykrypuum pgiarpamoro UML, ska omucye
CTPYKTYPY CHCTEMH, MOKa3ylouHu ii Kiacw, aTpuOyTH, METOIU Ta B3AEMO3B'S3KH MK
kinacamu. Jliarpama KkiaciB Jomomarae 3pO3yMiTH, SK €JIEMEHTH IPOTrPaMHOTO
3a0e3MeYeHHsI B3a€MOIIIOTh MK CO00I0, a TAKOXK SK1 JJaH1 Ta MOBEIHKA 30epiratoThCs B

KO>KHOMY KJIaci.

Bizy=rife

N Checkpaint - dieSoundEfect AudioSource

- anim: Animator

- rb: Rligidbady2D

l - cumentCheckpoint: Vectord
1

o + OnTriggerEnter2D{colision: Collider2D)

>

£ Start()

+ OnCollisionEnter2D{collision: Collisior
+ TakeDamage)

+ Respawn(): |Enumerator

+ LoadPlsyerDatal)

+ OnTriggerEnter2D{cclision: Collider2D) - zawzBlotsPansl: GameObject + LoadCheckpointFosfian )

+ Completelevel() - slot] ]Button: Button

- clearShot[ [Button: Butien
- exitButton: Button

Finish - openButton: Bution

Finish Teleport Mainliznuliznager

OnTriggerEnter2Djzalision: Colider2D) - slof] |StatusText: Text Fauselizny
ol - slof] IMelonsText: Text I
+ CompleteLevel() ] tIN _PauseGame: hool __
- paussMenu: GameDbjec
+ Btan()

+ BhowEaweSlotsPanell)

. + Updat=(
+ HideSsveSotsPansif) ¥ REE.Jmé:I"'
= e esumed]
+ SelectShetslat: int) + Pause(]

+ ClearSlot{slot: int)

)
+ UpdateSketButtons]) + LoadMeanu()

- ErickDestrayer + UpdateButtonibutton: Button, statusTe
- anim: Animator = MemColizctor
5 if?ka: ,.3'__[:.3";..5;;.1-{& > Flayerldovement - melons: int
- resp@wn Time: float & _ 4 Rigidbodval g - melonsText: Text

SEEE— -an. ﬂinimahtrm - pickUpCollectablesSoundEfect: Audio
= Bwakel) —call E Collider?D - selectedShot: int
+ OnTriggerEnteraDicalision: Calider2! T able henet bl
+ PlayAnimationAndSeund() - dirxRaw: float + Start()
+ DesctivateBlock() - diryRaw: float + OnTriggerEnter2Dicollision: ColliderZ]
+ ResctivateBlock() - movesoesd: float + UpdateMelonsText])

- counter: float + SaveMelons()

+ Start{}: woid =
= o + Update(): void Camers Controler
+ FvedUpdate(): void ] r
- colliderSerist sting + RuningSoundi): void < - player: Transform
- colisionEnter: UnityEvent + Flip(}: void i
- colisionExit: UnityEvent + Jump{ywoid + Update()
+ Walling():veid
+ Sound{):void
+ OnCollisionEnter2Dcod: Collision2D) + Panicle():void
+ OnCollisionExit2D{col: Collision2D} + Dash{)void
= WaypoinfFolower
= Chain - waypoints: GamaObject]]
- currenfWaypointindex: int
- speed: float - speed: float = StickyPlstform
+ Update() + Update() - + OnTriggerEnter2D({collision: Collider2l
i —'—‘I 1 + OnTriggerExit2 D{colision: ColiderzD)

Pucynox. 2.2 — [liarpama kmacciB
1. PlayerLife: xnac BigmoBigae 3a ympaBJiiHHsS XHUTTAM TpaBisd. Bin oOpoOisie

3ITKHEHHSI 3 TIACTKaMH, TPOrpae 3BYKOBI €(EKTH CMepTi Ta 3ammycKae
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10.

11.

BIANOBIAHY aHiMarlito. [licis cMepTi rpaBLd 1HILIIOETHCS MPOLIEC PECTIaBHY HA
OCTaHHIN KOHTPOJIBHIHN TOYII.

ItemCollector: kmac BignoBimae 3a 30MpaHHsA KOJEKIIHHUX MPEAMETIB, TaKUX
K MenoHu. Bin o0pobuisie minpaxyHOK 310paHHX MpEeAMETiB, BigoOpaXkae ix
KUIBKICTh Ha €KpaHi Ta 30epirae 1o iHpopMmaliiro.

Teleporter: knac ynpasmsie Tenenopramu y rpi. Bin 30epirae miiboBy MO3HUITIO
JUTS TEJISTIOPTAIIii Ta HaJla€ JOCTYT JI0 ITi€T TTO3MITi.

BrickDestroyer: xmac BiAmoBija€ 3a 3HUIMICHHS OJIOKIB IpH 3ITKHCHHI 3
rpaBueM. BiH mporpae BiAMOBiIHY aHIMAIiI0 Ta 3BYKOBUH e(eKT, a MOTIM
JICaKTUBYE OJIOK Ha MEBHUM Yac mepe WOoro BiTHOBICHHSIM.

Checkpoint: kiac 30epirae Mo3uilit0 TPaBIisl MPH MPOXOKCHHI KOHTPOJIbHHUX
To4ok. [l 1HdopMaris 30epiraeTbes ISl MOJMATIBIIOTO BUKOPUCTAHHS TPU
pecnaBHi a00 3aBaHTaKEHHI T'PU.

FinishTeleport: xnac BukiMkae 3aBepIICHHS PIBHS 1 IMEepeXiJ IO HACTYITHOTO
MIpU JOCATHEHH1 (DIHIIIHOI TOYKHU TpaBlieM. BiH 3aBaHTaXXy€ HACTYIIHY CIIEHY
yepe3 NESIKUN Yac Miciis JOCATHEHHS (iHIITY.

Chain: knac ynpasnsie obepranasM 00'ekta (Jianirora). Bin obeprae 00'ekT 31
IIBUJIKICTIO, BU3HAYEHOIO 3MIHHOIO speed, MOCTIHHO B KOKHOMY KaJIpi, Kiacc
OyJI0 CTBOPPEHHO 3aMICTh CTBOPCHHS aHIMaIlli 00epTaHHS.

Finish: kiac 3aBepuiye piBeHb, ouunInye 30epekeHi JaHi KOHTPOJIbHUX TOYOK
Ta 1HITy 1HGOpMAIlio, a TOTIM 3aBaHTaXXKy€ HACTYMHHI piBeHb. BiH Takox
00po0JIsie TOCATHEHHS TpaBLeM (IHIITHOI TOUKH.

WaypointFollower: kiac Bianosigae 3a pyx 00'ekTa Mixk BKa3aHUMH TOYKAMHU.
Bin nmepewmitye 00'eKT 31 MBUIKICTIO 10 HACTYITHOT TOYKH 1 TOYHUHAE 3HOBY 3
nepmoi TOYKHM TMICHS JOCSTHEHHS OCTaHHBOI, Kjac OyJo CTBOPEHHO MJis
pyxarwuuxcs miatgopM Ta MacToK.

Coli: xiac BukiIMKae oIl MpU 3ITKHEHHI 3 00'€KTaMU, SIKi MalOTh BKa3aHUMH
ckpunT. BiH BUKIIMKAae BIIKPUTTA JABEpPEil BIANOBIIHOIO KOJBOPY MpHU
31ITKHEHHI TPAaBIIA 3 KIIOUEM TP I[OMY KITIOU IIE3aE.

CameraController: xiac ynpasiisie mo3uIli€r0 KaMepH, CIIIKYIOUYH 32 TPABIICM.

Apx.
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BiH mOCTiiHO OHOBIIIOE TO3WINIO KaMepH, o0 BOHA BIAMOBimaia MO3MIT
TPABII 3 IEBHUM 3CyBOM.

12. PauseMenu: kiac ympapisie MeHIO Tlay3u I'pu. BiH 3a0esneuye QyHKIil 1as
nay3u, BITHOBJICHHS TPH, @ TAKOXK MMOBEPHEHHS JI0 TOJIOBHOTO MEHIO .

13. StickyPlatform: xnac 3a0e3medye MpUKPIILICHHS IpaBLs 10 IUIATGOPMH MPU
sitkHeHH1. Ko rpaBens B3aemojii€e 3 miaThopMoro, BiH MIPUKPITUTIOETHCS 10
HET 1 pyXa€eThCs pa3oM 3 HEIO JI0 BUXOJY 3 30HH B3a€MOIII.

14. MainMenuManager: kjiac ympasisie TOJOBHHM MeHIO Tpu. BiH BiamoBigae 3a
BUOIp Ta OUMIICHHS CJIOTIB 30€peKEHHS, a TAKOXK OHOBJICHHS CTAaTyCy CIIOTIB
Ha €KpaHi ToJOBHOTO MeHI0. Kiac Takox 00po0iise nepexoiu Mixk TOJJOBHUM
MEHIO Ta IHIIMMU YaCTUHAMU TPHU.

15. PlayerMovement: kiac "PlayerMovement" BifmoBiiae 3a ynpaBiaiHHS pyXaMu

rpaBis. Bin o0OpoOiisie BBeJeHHS KOpUCTyBaya JUIsl TEPEMIIICHHS TpaBIlst
JIBOPYY 1 MPaBOpyY, 3A1MCHEHHSI CTPUOKIB, PUBKIB Ta KOB3aHHS IO CTIHAX.
Kiac Takox peanizye noBiiHUM CTPUOOK 1 BIICTEKYE CTaH PyXy T'paBIys, 100
KOPEKTHO 3aCTOCOBYBATH aHIMAIIii JJI PI3HUX JiH.

[leit koa meMOHCTPY€E KijbKa MaTepHiB 1 ocoOMuBOCTEM nporpamyBanHs B Unity,
aki1 BapTo Bi3HaunTH. CrioyaTky 11e Bukopuctands MonoBehaviour kiaciB € THIIOBOIO
npakTukor B Unity /uist CTBOpEHHS MOBEIIHKU 00'€KTIB y Tpi. Kiacu BUKOPUCTOBYIOTH
pi3HI KOMIOHEHTH, Taki sk Rigidbody2D, Animator, AudioSource ta Transform, nmns
3a0e3nedeHHs (i3UKH, aHIMaIlli Ta 3ByKOBUX €(PEKTIB.

Jani, natepu Observer (criocTepirad) BUKOPUCTOBYETHCS B METO/1aX, 1110 pearytoTh
Ha Komi3li Ta Tpurepu, sk y kiacax PlayerLife ta BrickDestroyer, ne metomu
BHUKJIMKAIOTHCS Y BIAMOBIIb HA MO/I1T K031l 3 00'€KTaMU 3 ICBHUMH TEraMH.

I ronoBue, BukopuctanHsi PlayerPrefs mis 30epekeHHs HaHUX TIpU, TAKUX SK
MOJIOKEHHSI KOHTPOJIbBHMX TOYOK, KUIBKICTh 310paHuX O0'€KTiB Ta BHOpaHi CIIOTH
30epeKeHHsI, IEMOHCTpYeE narepH Memento (3HIMOK), sSIKUM 30epirae Ta BiJHOBIIIOE CTaH
rpu. 3aBASKHA IIbOMY MiAXOAY TpaBellb MOXKE OE3MEepPepBHO MPOJOBXKYBATH TPy 3 TOTO

MICIISL, /I BIH 3aBEPIIMB a00 30epir MPOXOKEHHS 32 BIACHUMH YIIOA00aHHSIMH.

Apx.
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2.2 Po3poOka nu3aiiHy piBHS

I'pa Gyne po3pobneHa y ¢opmari JHIHHOTO PiBHS, /1€ TOJOBHOMY IEPCOHAXKY

MOTpiOHO Oy/e MOCATTH KIHIIS, PO3B'S3YIOUM 3arajJikd, YHHUKAIOYH MMAcTOK 1 30uparouu

KoJekIiitHl npenMetu. KoxkeH piBeHb Oyne MICTUTH YEKIIOIHTH, Ha SIKAX MEPCOHAX

B1JIPO/KYBATUMETHCS Y pas3i CMEpTI.

KapKac piBHS, [0 CKJIAJATUMEThCS 3 TaK 3BaHUX IUIHTOK (pwuc. 2.3)

[lepen CTBOpEHHSIM TEPCOHAXKA, KEPYBAHOTO TPaBIEM, HEOOXITHO CTBOPUTH

OynyTh 16 260 6 6ITHUMU .

Pucynok. 2.3 - [lnutka B BikHi Tile Palette

. Bcei acetu B rpi

3 WIMTOK OyJe CTBOPEHO OCHOBHY YacTHHY piBHA. lIpu iX po3MillieHHI KOKHA

IJIMTKA OyJle BCTAHOBJIIOBATHCS HA KOHKPETHOMY Iapi piBHS, TAKUX SIK:

e Main — 1ie ocHOBHHI mIap, HA SKOMY PO3TalllOBaHAa OCHOBHA YaCTHHA PiBHS,

Jie TpaBellb MOXKE XOJUTH Ta B3aEMOJIISITH 3 00'€KTaMHU.

e MainNoneCollision — we mie oauH 1Iap, 3 SKUM IPaBelb MOXKE B3a€EMOIISATH,

aJie Ha 1bOMY Iapi BIACYTHs Koui3is. Hampukian, rpaBerb MOKe CTOSITH Ha

HbOMY, aje HE MOXXE MPOWUTH uepe3 HbOro abo 3ami3th Bropy. lled map

BUKOPUCTOBYETHCS sIK Oap'ep, 100 OOMEXKUTH pyX TIpaBUsi y TEBHUX

HanpsiMKax.

e Background — e ¢oHOBHMII mIap, 3 IKUM I'paBELb HE MOKE B3aEMOIIATH. Bin

3aBX/IM 3HAXOJAUTHCS 1033y TPaBIIsl TA BCIX 1HIIUX IIAPIB 1 BAKOPUCTOBYETHCS

BUKIOYHO OJIA Bi3yaJ'IBHO'1' YaCTHUHHU I'pH.
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Forntground — me map, SKuil 3aBXKAM 3HAXOAUTHCS IEpe] yciMa 1HIIUMHU

mrapamu. BiH Tako)k BUKOPUCTOBYETHCS TUIBKH JUISI Bi3yaJbHOTO €eKTy 1 He

Mae€ BIUTUBY Ha MEXaHIKY TPH.

Pucynok. 2.4 — PiBeHb 3 po3MIIICHUMHU TTUTKaAMH

[Ticnst po3MmillieHHs TUIMTOK Ha piBHI (puc. 2.4), moTpiOHO noAaTH JeKoparlii Ta

3aH1H (OoH.

Jlekopaliii: 1Jig epuioro piBHs OyJiM CTBOPEHI Jiekopailii (puc. 2.5), KOxKHa 3 IKUX

Oyze po3MillyBaTUCS Ha PiBHI 3a jgomomoror mnpedadis. lle mo3Boisie yHUKHYTH

MOCTITHOTO KOIIIOBAHHS OJHOIO 1 TOrO  CHpaiTa, OocKiIbKUA (GyHKLIS npedadis

3abe3neuye e(heKTUBHE BUKOPUCTAHHS PECYPCIB 1 3pYUHICTh Y pearyBaHHI.

Pucynok. 2.5 — AceTu nekopaiiif mepioro piBHs

3mn.
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3aniii poH OyJe CTBOPEHUI 3 BUCOKOSIKICHOT rpafieHTHOT KapTuHku (puc. 2.6),

sKka Oy/ie pO3TSATHYTa HA BECh PIBCHb.

Pucynok. 2.6 — poHoBa kapTuHKa
[Ticns po3MimIeHHs BCiX JEKOpaIliii Ha PiBHI BiH BUTJISAAE TaK, SK MOKA3aHO Ha
pucyHKy Hik4ue (puc. 2.7). [Ticis nporo MoXHa NMepeTBOPUTH BUKOPUCTAHI JCKOparlii B
npedabdbu, sKi MOkHa Oyje MOCTIHHO BUKOPUCTOBYBATH, 3aMICTh TOTO 100 MOCTIHHO

KOITIFOBATH 00'€KTH.

Pucynok. 2.7 — Burmsia nepmoro piBHS 3 pO3MIIIEHHUMHA JEKOPaIlisiMU
Hapani Oyno ctBopeHo au3zaiiH nepcoHaxy. CrnpaldT nepcoHaxa OyB JOJaHHUI Ha

piBeHb (puc. 2.8).

Pucynox. 2.8 — 30BHINIHIN BUTIISIT irpOBOTO MTEPCOHAKY
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byB oOpanmii am3aifH Ta CTBOpeHI cmpalTé mactok (puc. 2.9), ski OyayTh
BUKOPHCTOBYBATHCS Ha piBHAX. Lle OyayTh €auHi 00'€KTH Ha KapTi, K1 3MOXKYTh 3aBJaTH

IIKOIU I'OJIOBHOMY I'CPOXO.

Pucynok. 2.9 — Cnpaiiti mactox
Bbynu ctBopeHi cnpaiitu pyxoMux miatdopMm (puc. 2.8), siki OyAyTh pyxaTHCs Bif
OJIH1€T TOUKH JI0 1HIIIO1, a TpaBeLb 3MOKE pyXaTUCs pa3oM 3 HUMU. Takox Oyl CTBOpPEHI
CHpalTH KOJEKIIHHUX peamMeTiB (puc. 2.10), sKi rpaBerb 3Moxe 30upaTh 3a OaXKaHHSIM,

ajie 3a3BMYail BOHU OYIyTh CXOBaHI a00 pO3MIIIIEHI Y BaKKOJAOCTYITHUX MICIISIX.

Pucynok. 2.10 — Crpaiit miardopmu Ta mpeamera
Jl1st ipyroro piBHs OyJIM CTBOPEHI 111 TP 00'€KTHU: TEIETIOPTH, MMa1ar04i OJIOKU

(puc. 2.11) ta Baxki aBepi (puc. 2.12) 3 kiroyaMu y BUTJISA/II JOPOTOLIIHHOTO KaMiHHSI.

Pucynok. 2.11 — CrpaiiT TeaenopTy Ta Magardoro 0JI0Ky

Pucynok. 2.12 — CripaiiT TSKKUX BEpeit
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Hnsa npyroro piBHS Oyno CTBOpeHO ocBiTieHHs (puc. 2.13), sxe Oymo
HAJIAIITOBAHO Ta PO3TAIIOBAHO MO BCbOMY piBHI. Takox OyJO CTBOPEHO HEBEIHKY

KUTBKICTh CIIPaiTIB Jiekopaitiil (puc. 2.14), siki Oyju po3TalioBaHi 10 PiBHIO..

Pucynok. 2.13 — BinoOpakeHHs TaMIK B PEIaKTOP1 IOHITI

Pucynok. 2.14 — Jlexkopariii 1pyroro piBHs

Bci accetn Oyno 30epekeHO MO MankaM B MPOEKTI, 1 10 JEAKUX, HampuKiai,
MacToK, Oy/ie J0JJaHO CKpUIITU. B 11iioMy, 3aBIsIKM BUKOpPUCTaHHIO npedadiB, CTBOPEHHS
1HIIMX P1BHIB Oyjie Habarato Jiermie.

2.3 Onuc cTBOpEeHHS aHIMaIlii

Amnimarii B Unity € BaXJIMBOIO CKJIaJ0BOI Oyb-SKOi I'POBOi YM IHTEPAKTUBHOI
JI0JIaTKOBOI pO3poOKu. BoHM He NvIe 10Aa0Th peaii3My 1 AKUBOCTI BalllUX 1rop, ajie i
JTO3BOJISIIOTh  KEPYyBaTU TMOBEIIHKOIO OO0'€KTIB, CTBOPIOIOYM IUIABHI TEPEXOId MIK
PI3HUMH CTaHAMH Ta B3a€EMOJIIFOUUMH elieMeHTamHu [7].

Amnimarii B Unity € MexaHi3MOM, SIKUH JT03BOJISIE€ 3MIHIOBATH TTapaMeTpH 00'€KTIB 3
yacoMm. [le Moxke BKIIIOUAaTH TIEpEMIIIeHHs, O0epTaHHS, 3MIHY PO3MIpPY, 3MIHY KOJIPHUX
BJIACTUBOCTEH 1 HaBiTh 3ByKOBI e(ekTH. OCHOBHA 17iesl MOJsrae B TOMY, 11100 CTBOPUTH
TJIaBHI TIEPEXOM MK PI3HUMHU CTaHAMU 00'€KTa, 00 BIATBOPUTH MPUPOJHIA pyx abo

iHI edextu [7].
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Jl5is cTBOpEeHHsI aHIMalliil Ay 1BOBUMIpHHUX 00'ekTiB B Unity BUKOPUCTOBYIOTHCS
HACTYTHI KJIIOYOBI KOMITOHEHTH:

1. Cupaiitu (Sprites): 300pa)keHHs, sIKI BiJOOpakaroTh KOKEH Kajp aHiMarlli.

CripaiiT MOXKYTh MPEACTABIATH Pi3HI MO3UIIIT, BUTIISIIA 00 CTaHHU 00'€KTa.

2. Amnimaropu (Animator): KOMIIOHEHTH, SIK1 KEPYIOTh JIOT'1KOO aHiMaIllli 00'eKTiB.
AHIMaTOpy BCTAaHOBIIOIOTD, SIK1 CIIPANUTH B110OpakaT B IIEBHUI MOMEHT 4acy
1 SIK1 IEPEeX0/I¥ BUKOHYBATH MK PI3HUMHU CTaHAMHU.

3. Amnimaniiini koutposiepu (Animation Controllers): daiinu, siki MICTATb JIOTIKY
NEPEexXo/liB MK aHIMAIllHHUMHU CTaHAMU Ta YIPABIIHHAM aHIMaIliiHUMH
napameTpamu. BoHu 00'€nHYIOTH pI3HI aHIMalliiiHI CTaHM B OJUH TIOTIK
KEepyBaHHS.

4. KmouoBi kaapu (Keyframes): cnemianbHi TOYKM B Yaci, /€ BU3HAYCHI
3HAYEHHsI MapameTpiB 00'€KTIB Jyisi CTBOpeHHsS edekTiB aHimarlii. Kitouosi
KaJpu BKa3ylOTh, K 3MIHIOIOThCS BJIACTUBOCTI o0'ekTa 3 yacoM, i1 Unity
IHTEPIIOIIOE MDK UMM KaJpaMu JJIsl CTBOPEHHS IJIaBHOTO €eKTy pyXy abo
3MIHHU.

Animanii B Unity 103BOJSIOTH CTBOPIOBATH JMHAMIYHI Ta MPUBAOJIMBI 1rpoBI
inTepdeiicu, aHiMOBaHi MepCOHaXi, crielianbHi epeKkTH i 6araTo inmoro. Ix cTBopeHHs €
BXKJIMBOIO CKJIAJIOBOIO JIJII PO3POOKH SIK JBOBUMIPHUX, TaK 1 TPUBUMIPHHUX 1TOP.

[lepmumM 1 TOIOBHUM 3aBAaHHSAM OyJio po3poOJieHHs aHIMaullid s rpaBis. s
HBOT'0 OYJIO CTBOPEHO CIM PI3HHUX aHIMAIIii: aHIMaIli0 CIIOKO0, aHIMaIIiio 01Ty, KOB3aHHS
1O CTiHI, cTpUOKa, MaaiHHg Ta cMepTi. Beil 1l animanii Oynu o0'eqHaH1 B aHIMaLIiHOMY
koHTpoJiepi. Ilicis mboro B aHiMaTop KOHTpOJepi OyJid HaJaIITOBaHI MEPEXOIU MK

pi3HUMH aHiMalismu (puc.2.15).

Player Death

Player_jumping

A

>

| Any State

Player_on the_wal

Player_idie
L Player_faling

Pucynok. 2.15 — BimoOpaskeHHs BCiX aHIMaIlii MepCOHaXy B BiKHI aHIMAaTOpy
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VY Kol BUKOPHCTOBYEThCS MepepaxyBanas MovmentState, sike BimoOpaxae pi3Hi
cTanu aimarii rpasus (puc.2.16). Konu BinOyBaeThcs TeBHA Jis, Taka SK CTPUOOK,
Metron Jump() mepemae BiANOBIAHY LMdPYy IS CTaHy CTpUOKa B  METOJ
UpdateAnimationState().

Ocp sIK BUTIIAIAE KOJT METOTy OHOBIICHHS CTaHy aHiMaIlii:

private void UpdateAnimationState()

{
MovmentState state;

if (dirxRaw > Of || dirxkRaw < Of || rb.velocity.x !=0)

{
state = MovmentState.running;
b
else
{
state = MovmentState.idle;
b
if (rb.velocity.y > .1f)
{
state = MovmentState.jumping;
b
else if (rb.velocity.y < -.1f)
{
state = MovmentState.falling;
b
if (isWalltouch() && isWallSliding)
{
state = MovmentState.on_the wall;
b
if (isWallJumping)
{
Apx.
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state = MovmentState.jumping;

anim.SetInteger("state", (int)state);

}

Bci animariii okpiM cMepTi MOCTINHO NepesaloTcs Yepes el MeTo.

Pucynox. 2.16 — AniMaris maganias, cTpuoka, 6iry Ta OKOr
Jlo animariit rpaBis Oynu gojnaHi yacTUHKHU (puc.2.17)., siki 3HAYHO 30araTtuiu
Bi3yaJIbHy TPUBAOJIUBICTH TpH. Ll YaCTUHKK BUKOPUCTOBYBAIMCS JJIsi PI3HUX €(EKTIB,
TaKUX SIK PUBOK, OIr, KOB3aHHS IO CTIHI Ta MOJABIMHMI cTpruOOK. KoxeH 3 nux edekTiB
MaB CBOi BJAaCHI YacTOYKH, SKI OyJdM CTBOpPEHI 3 OJHOTO CHpanTy YacTHUHOK, IO

BIJITBOPIOBAJIMCA KUIbKA Pa3iB JJIsl CTBOPEHHS BIAUYTTS PyXY 1 JUHAMIKH.

Pucynok. 2.17 — Yactouku siKi CynpoOBOIKYIOTH JIii TpaBIIs
OxkpiMm aHimalii rpaBus, OyJM CTBOpPEHI IHIII aHIMAallli, Takli K pyHHYBaHHS
najgaruux 0J0KiB (puc.2.18), BIAKPUTTS BAKKUX ABEpEH 3 KIIHOUEM, a TaKOXK 3BUYAMHUX
nBepei. MasieHbKl JieTali, Taki ik 00epTaHHs Talkd MiJl 9ac pyxy MiaThopMu, TaKOK

OyJiu Bi3yasIi30BaHi 3a IOMOMOTOI0 aHIMaIliil.

Pucynok. 2.18 —IlokpokoBa aHiMaIlis 1Ma1at0uoro OJIOKyY

i edexTr 1O01AIOTH IFPOBOMY CEPEAOBHUILLY IITUOUHY 1 peaii3My, poOIsiuM irpoBUi

CBIT OLJIBIII )KUBHUM 1 B3a€EMOIIHHNAM JIJIsI TPaBIIS.
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2.4 Peamnizariisi pyHKIIIOHATY IpU

["'0710BHOIO METOIO IILOTO PO3ALTY € BUSBICHHS Ta PO3KPUTTS TEXHIYHUX ACIEKTIB
pPO3pOOKU T'pH, 30KpeMa YIpaBIiHHS MEPCOHAXKEM, peaiizallis B3aeMOJIA 3 IrPOBUM
OTOYCHHSM, 00pOOKa KOJIi31H, yIpaBIiHHSI CTAaHAMH TPABILI Ta IrPOBUX 00'€KTIB, a TAKOXK
30epeKeHHs Ta BiJHOBICHHS MPOTPECY TPH.

OCHOBHOIO MEXaHIKOi TpU € TEPEMIIMIEeHHs TEPCOHAXYy, B MPOCKTI € KiIac s
peamizamii pyxy rpasnsg “PlayerMovement” (puc.2.19) BiH BignoBimae 3a Bce

MIePEMIIIICHHS MMePCOHAXY TOOTO: CTPUOOK, MOABIMHUMKN CTPUOOK PyX B CTOPOHU PUBOK

Ta KOB3aHHS 11O CTiHI .

= Plzyerddovement = 'Playerdfovement” Jump
| - r: Rigidbody2D - deubleJume: bool
| - znim: Animator - isWall Jumping: boo
| - coll- BoxCollider2D - wiallJurnpingDirection: fioat
| - doublelume: bog - walJumping Time: flaat
Raw: float - walJumpingCounter: float

- walJumpingDuration: float

. :no-.'EE F_;Ea ="Ioat - wallumpingPower: Vector2
| - counter: float f———— - groundlayer: LayerMask
| - jumpingPower: float
= "Flayerliovement” Waling + Jumps(): void
+ WallJump(): woid
waliCheck: Transform g

- isWslISliding: bool

, _ {sle
- walSlidingSpeed: float

s Juﬁ"ping- '} woud
+ Isgrounded(): bool

WallSlide!): void
+ isWalltouch(}: boo:
+ |sgroundedr): bool

“Flayerliovement” Dash

Speed: float
sDashed: bool
Dashing: kool
| - dustfperiod: float

“Playeriovement” Sound Playerddovemsnt” Particlz

o = {dashDirection: Viector2): IEnumeratar |
- MoveTrail: ParticleSystem

- WallSliding Trail: ParticleSystem
ashGhost FamicleSysem

- DashSoundEffecs: AudicSource - DashTrail: ParticleSystem
- Runing SoundEffect: AudioSource

+ runingSoundPlay: void

+ dPizy: void
+ wallslidingSoundPlay: void
+ dashSoundPlay: woid

Pucynok. 2.19 — Jliarpama metoxiB kiaccy “PlayerMovement”

Jlami  po3riastHEMO OMHUC  KOKHOTO  BHUKOPHCTAHOTO METOAy B KJacci

“PlayerMovement”.

1) Start()

Meton Start BUKJIMKA€eTbCS OJMH pa3 MiJ dYac iHimiamsamii ckpunrta. Bix
BUKOPUCTOBYETHCS ISl HAJAIITYBaHHS IOYAaTKOBOTO CTaHy KOMITOHEHTIB:

« b = GetComponent<Rigidbody2D>(): orpumye kommoHeHT Rigidbody2D

NEPCOHAXKA, IKU BUKOPUCTOBYETHCSA JUIsl KEPYBaHHS (P13UKOIO.
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coll = GetComponent<BoxCollider2D>():  oTpumye  KOMIIOHEHT
BoxCollider2D, 1mo BUKOpUCTOBY€THCS AJSi BUSBICHHS KOJI3iM 3 1HIIMMH
o0'eKkTamu.

anim = GetComponent<Animator>(): orpumye KOMIIOHEHT Animator, sSIKui

Kepye aHIMaIlisSIMH TIEPCOHaXKA.

2) Update()

Meron Update BUKIMKAETHCS KOXKEH KaJp 1 MICTHTh OCHOBHY JIOTIKY JIS

KepyBaHHA pPyXOM, CTpUOKaMH, pPHUBKaMH Ta OHOBJICHHSIM aHIMAIITHOTO CTaHy

IepCcoHaxa:

float x = Input.GetAxis(""Horizontal): orpumye 3Hauenns oci "Horizontal" mis
KEepYyBaHHsI TOPU30HTATLHUM PYXOM.

float y = Input.GetAxis("Vertical"): orpumye 3HadenHs oci "Vertical" mis
KEepPyBaHHsI BEpTUKATIHLHIM PYXOM.

dirxRaw = Input.GetAxisRaw("Horizontal"): orpumye cupe 3HaYeHHS OCi
"Horizontal".

diryRaw = Input.GetAxisRaw("Vertical"): orpumye cupe 3HaUEHHS OCI
"Vertical".

Buknuk wmetonmi  Jumps(), RuningSound(), WallSlide(), WallJump(),
UpdateAnimationState() a1t BiIMOBITHUX JTiH.

Flip(): 3miHIO€ HANIPSIMOK, B IKOMY JTUBUTHLCS TIEPCOHAXK, SKIO HEOOXITHO.
[lepeBipka, un OyB HATHUCHYTHUH PUBOK 1 UM MOXJIMBO BUKOHATH PHUBOK, 3
MoAaNBIINM BUKIUKOM MeToy Dash().

[TepeBipka, un mepcoHa) 3HAXOAUTHCS HA 3eMJI1 1 Y OYJI0 BUKOPHUCTAHO PUBOK

Ut ckuaanHs mpanopiis hasDashed.

3) FixedUpdate()

Meron FixedUpdate Bukmukaerbest 3 (piKCOBAaHOI 4YACTOTOO, IO POOUTH MOTO

MIIXOASIIMM TSI (P13UYHUX O0UYUCTICHbD:

KepyBaHHs TOpU30HTAILHUM PYyXOM MIEPCOHAXKA, SKIIO BIH HE CTpUOAE 31 CTIHU
1 HEe pOOUTH PUBOK.

Bukiamk MeToaiB Ji1 CTBOPEHHS! YaCTUHOK PyXY, KOB3aHHS 1O CTIHI Ta PUBKA.

Apx.
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4) isWalltouch()

Meton isWalltouch nepeBipsie, 41 TOpKaeThCS NEPCOHAXK CTIHU:

o BuxopucroBye Physics2D.OverlapBox nans nepeBipku HasgBHOCTI 00'ekTa 3
nrapom groundlayer mopyd 3 nepcoHakeM.

5) WallSlide()

Meton WallSlide kepye KOB3aHHSAM IO CTiHI:

« IlepeBipsie, uu TOPKAETHCS MEPCOHAXK CTIHU 1 UM HE 3HAXOAUTHCS BIH Ha 3€MIIL,
Ta Y € PyX y TOPU3OHTAIILHOMY HAMPAMKY.

« Bcranosmoe npamnopens isWallSliding Ta oOMexye BepTHKaNbHY MIBUIKICTD
HEPCOHAXA.

« BiarBoproe abo 3ynuHs€ 3ByK KOB3aHHS I10 CTIHI 3aJIe)KHO BiJl CTaHy.

6) Jumps()

Merton Jumps kepye cTpuOKaMu Ta MOJABIHHUMH CTpUOKAMU:

« IlepeBipsie, un nepcoHax 3HAXOAUTHCS HA 3€MJI1 Ta UM OyJia HATUCHYTa KHOTIKA
CTpHuOKa.

o BcraHOBIIOE BepTHKaIbHY IIBHUJIKICTh IEPCOHAXkA JIJIsl BAKOHAHHSI CTpHOKA.

« BiarBoproe yacTuHKH cTpUOKa Ta 3BYK CTpUOKA.

« Kepye norikoro moaBiitHOT0O CTpHOKA.

7) UpdateAnimationState()

Meron UpdateAnimationState OHOBJIIO€ CTaH aHIMallli IEPCOHAXKA:

o BusHauae craH nmnepcoHa)ka Ha OCHOBI HOro TOPU30HTAJIBHOIO Ta
BEPTUKAJILHOTO PYXY, & TAKOX B3a€MO/IIi 3 CTIHAMH Ta 3€MJICIO.

o BcraHoBmo€ BIAMOBIIHUM CTaH aHIMAIIl y KOMIIOHEHTI Animator.

8) Isgrounded()

Merton Isgrounded nepeBipsie, Un 3HAXOAUTHCS MEPCOHAK HA 3€MJIL:

« Buxopucrosye Physics2D.BoxCast 1151 mepeBipku HassBHOCTI 00'€KTa 3 TIIapoM
groundlayer i mepcoHaxeM.

9) Walljump()

Merox WallJump kepye cTprbkamu 31 CTiH:

o IlepeBipsie, un mepCOHAXK KOB3A€E MO CTiHI.
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« BcraHoBIIOE HANPSIMOK Ta CHITy CTPUOKA 31 CTIHH.

« Buknukae merox StopWallJumping uepe3 neBHuii 4yac s 3ylMHKA CTpUOKa
31 CTIHH.

10) StopWallJumping()

Meroa StopWallJumping 3ynunsie cTpuOOK 31 CTIHU:

« Bcranosmoe npanopens isWallJumping y false.

11) Flip()

Merton Flip 3miHIO€ HAaNIPsIMOK, B IKOMY JUBUTHCS MEPCOHAXK:

o IlepeBipsie, un HEOOXITHO 3MIHUTH HANPSMOK Ha OCHOBI TOPU30HTAIBHOTO
pyxy.

o 3wmiHtoe MacmTad mepcoHaxka 1o oci X A BIJOOpaXEHHS Y BIANOBIIHOMY
HaIPSIMKY.

12) Dash()

Meron Dash kepye BUKOHaHHSIM pUBKa IEPCOHAXKA!

« BiaTBoproe 3ByK puBKa.

« Bcranosmoe npanopens hasDashed y true.

o Buxikae meron DashCoroutine jj1s1 KepyBaHHSI pPUBKOM.

13) DashCoroutine(Vector2 dashDirection)

Meron DashCoroutine € KOpyTHHOIO, SIKa KEPY€E PUBKOM MEPCOHANKA:

o Bcranosmoe npanopens isDashing y true.

o BcranoBnoe mBUIKICTh EpCOHANXA JIJIsI PUBKA.

o Buxonye may3y Ha Jac BifKaTy puBKa.

« Buximkae meron ResetDash s ckumanHs cTany puBKa.

14) ResetDash()

Merton ResetDash ckunae cran puBka:

« Bcranosmoe npanopens isDashing y false.

o Cxkumae npanopenb hasDashed, sikio nepcoHax 3HaXOAUTHCS HA 3€MIII.

15) CreateJumpParticle()

Merton CreateJumpParticle cTBoproe yacTUHKH 17151 CTpUOKA:

« BiarBoproe yacTUHKU CTpUOKA, SKIIO MEPCOHAX HE 3HAXOAUTHCS HA 3€MJIL.
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16) CreateMoveParticle()

Merton CreateMoveParticle cTBoproe YacTHHKY I PyXY:

o BiarBoproe yacTUHKM pyXy 3 MEBHUM IHTEPBAJIOM Yacy, SIKIIO MEPCOHAX
PYXA€ETHCS 1 3HAXOAUTHCS Ha 3EMIIL.

17) CreateWallSlideParticle()

Merton CreateWallSlideParticle cTBoproe vacTUHKY 111 KOB3aHHS IO CTiHI:

o BiarBoproe yacTHHKM KOB3aHHS MO CTiHI 3 TIEBHUM 1HTEPBAJIOM Hacy, SKIIO
MEPCOHAXK TOPKAETHCS CTIHU.

18) CreateDashParticle()

Meron CreateDashParticle cTBoproe YacTUHKY 1)1 pUBKa:

o BiarBoproe yacTUHKM pPUBKA 3 MEBHUM IHTEPBAJIOM 4Yacy, SIKIIO MEPCOHAXK
BUKOHY€ PHBOK.

19) CreateDashGhostParticle()

Merton CreateDashGhostParticle ctBoproe yacTuHku AJ1st €peKTy Mmij 4ac puBKa:

« BiarBoproe yacTuHKH e(pexTy mpuMapu mij yac puBKa.

20) RuningSound()

Meroa RuningSound BinTBOpIO€ 3BYKOBUH edeKT 11 Oiry:

o BiarBoproe 3Byk 0iry, SKIIO TEPCOHAX PYXA€ThCS TOPU3OHTAIBHO,
3HAXOJUTHCS Ha 3eMJII 1 HE TOPKAETHCS CTIHM.

o 3ynuHse€ 3BYyK OIry, SIKILO NEPCOHAXK MEPECTAB PYXATHUCH.

Knac "PlayerMovement" peaitizye KOMIUIEKCHY CUCTEMY KEPYBaHHS PyXOM

nepconaxa y 2D mnatdopmepi, BKIIIOUAIOUH pi3HI MEXaHIKU PYXY, CTPUOKIB, PUBKIB Ta

B3aeMO/Iii 31 cTiHaMu. OCHOBHI acleKTH PoOOTH KJIaCy BKJIIOUAIOTh 1HIIIATI3AIliI0 Ta

HaJIAIITYBaHHS KOMITIOHEHTIB, KEpyBaHHS pyXoM, 00poOKy KOJIi31i Ta B3a€MO/IIH,

aHIMaIliIO0 Ta Bi3yalbHI €eKTH, a TAKOK 3BYKOB1 €()EKTH.

3aBasiku JoOpe CTPYKTypoBaHOMY Koy, kiac "PlayerMovement" 3a0e3neuye

IPaBIIO YiTKE Ta TUIABHE KEPYBaHHS NepcoHaxeM. Kiac Takox JIerko po3IIMpIOEThCS Ta

MOAU(IKYETHCS, IO JO3BOJISIE TOTaBATH HOBI MEXaHIKK a00 3MIHIOBATH 1CHYOU1 0€3

3HAYHUX 3yCHUJIb.
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B mpoekTi okpim pyXy TpaBlisl € TP KJIACH SIK1 BIAMOBIIAIOTH 32 30€peKeHHs], Ta

BiZIpOJIPKEHHS TPaBIls BCi BOHU MOBsI3aHi 3 KiacoM Player prefs (Puc. 2.20).

MainMenuManagser

- saveSlotsPanel: GameObject
- glof] ]Button: Bution

- clearSlot] JButton: Buiten

- exitBufton: Button

- openButton: Button

- slof] 15tatusText: Text

- gloi] IMelongText: Text

Checkpoint

+ OnTriggerEnter2D{collision: Collider2D’

PlayerLife

- dieSoundEffect: AudioSource
- anim: Animator

- rb: Rigidbedy2D

- currentGheckpoint: Vector3

>

+ Start()

+ TakeDamage()

+ Stari()

+ ShowSaveSlotsPanel()

+ HideSaveSlotsPanel()

+ SelectSlof(slof: int)

+ ClearSlot(slof: inf)

+ UpdateSlciButtons()

+ UpdateButton(button: Button, statusTe

*

+ Respawn(): IEnumerator
+ LoadPlayerData()
+ LoadCheckpointPosition{)

+ OnCollisionEnter2Dicollizion: Collisior

PlayerPrefs

+ Setint{key: string, value: int) : void |

| + Getint{key: string, defaultValue: int) : int |

| + SetFloat{key: string, value: float) : void |

| + GetFloat(key: string, defaultValue: float) : float |
| + SetString(key: string, value: string) : void |

| + GetString(key: string, defaultValue: string) : string |

| + Save() : void |
| + DeleteKey(key: string) : void |
| + HasKey(key: string) = boaol |

Pucynok. 2.20 — liarpama kiaciB noB’s3anux 3 “PlayerPrefs”

Tabmuusa 2.1

Onuc meroniB kiaacy MainMenuManage

Hazpa Onuc Jii
o Ilepesipsie, 4u
[Himanizye
PU3HAYECHO MaHelb
KOMITIOHEHT, ‘
CJIOTIB 30epeKEeHHS.
MPUB'SI3YIOUH  KHOIIKU .
SIxmo HI, BHUBOJMUTH
Start() i (o BI/IITOBITHUX
. noMunky.  IIpus'sa3ye
METO/IIB Ta
¢GyHKLII 10 KHOMOK Ta
OHOBJIIOIOYH CTaH

KHOTIOK 30€peXeHHSI.

BUKJIHNKAE

UpdateSlotButtons().

HideSaveSlotsPanel()

IIpuxoBye I1aHEJIb

CJIOTIB 30€pEe’KEHHS.

Bcranosmntoe
BJIACTHUBICTH active I
[Magesl CJIOTIB

30epexxeHHs y false.

3mn.
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ShowSaveSlotsPanel()

Binobpaxae maHens

CJIOTIB 30€pEeKEHHSI.

BcranoBiroe
BJIACTUBICTH active IS
MmaHeni CJIOTIB

30epeKeHHs Y true.

ClearSlot(int slot)

Ouumae gagl  UiA

BI/I6paHOFO CJIoTa.

Bumanse Bci  kirodl
30epeKEeHUX JaHWUX JIIsI
BUOpaHOTO ClOTa Y
PlayerPrefs ta Bukiukae

UpdateSlotButtons().

Buknukae
UpdateButton() TUTSI
OHoBII0€ CTaH
| KOXKHOTO cloTa,
UpdateSlotButtons() KHOIIOK CIIOTIB _ o
TIepeIafouy  BiMTOBITHI
30€peKEeHHS.
KHOIIKK Ta  TEKCTH
CTaHy.
Skmo mnsa  cimora €
UpdateButton(Button 30epekeHi TaHi,
OHoOBITIOE TEKCT

button, Text statusText,
Text
slot)

melonsText, int

KHOIIKYA BIJIIIOBITHOTO

CJI0Ta 30€pEeKECHHSI.

OHOBITIOE TEKCTH CTaHY
Ta KUIBKOCTI KaBYHIB,
1HaKIIIe BCTaHOBIIIOE

tekcTH sk "Melons: 0".

SelectSlot(int slot)

Bubupae CJOT
30epeKCHHS i
3aBaHTAXYE

BIJIMOBIAHY CIICHY.

Bceranosintoe BuOpanuii
cior 'y PlayerPrefs.
Axmo nans BUOpaHOTO
cjoTa € 30epexeHi JaHi,
3aBaHTAXKY€E BIAMOBIIHY
CLIEHY, 1HAKIIIE

3aBaHTaxye "Level 1".

3mn.

Apx.
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Knac “MainMenuManager” Biamosigae 3a KepyBaHHS CJIOTaMH 30€peKeHHsI B TPi
Ta 3a0e3neduye 3pydHuid inTepdeiic 11 rpaBIliB, JO3BOJISIIOYN IM BUOUPATH, OUYHINATH Ta
neperysiIaTH CTaH CBOiX 30epekeHb. Lle kiac BimoOpaxkae maHesb CIOTIB 30epeKeHHS,
Jie TpaBIlli MOXXYTh BHOpAaTH OJUH 13 TPHOX CIOTIB, KOXKEH 3 SKUX MOXe 30epiratu
MTOTOYHHM MPOTPEC TPaBIIs, BKIFOUAKOYH ITO3UIIII0 I'PaBIIs, KUIbKICTh 310paHUX MPEIMETIB
Ta Ha3By creHu. Komu rpaBerns oOupae CIIOT, Kiac 3aBaHTAXKYE BIAMOBIAHI JaHl 3
"PlayerPrefs’ i mepemitye rpaBi A0 BiIMOBIAHOI CIIEHU 200 OYATKOBOTO PiBHS, SIKIIO
30epekeHs Hemae. Takoxk ‘MainMenuManager' Hajgae MOXKIIMBICTh OUHUIIICHHS CJIOTIB,
BUJQISIOYN BCi moB's3aHi mani 3 “PlayerPrefs”, i BiamoBigHO OHOBITIOE BiJIOOpaKCHHS
KHOIIOK 1HTep(elicy Mg MoKa3zy MOTOYHOIO CTaHy KOXHOTO cJIoTa (30€pekeHo 4uu
nopoxkHii). KpiMm Toro, 1ieif kiac BIJAMOBIIA€ 3a TTOKA3 Ta MPUXOBYBAaHHS MMAHENI CIIOTIB

30€peKEHHS, 1110 JO3BOJISIE TPABLSIM JIETKO B3a€EMO/IISITH 3 CUCTEMOIO 30€pEKEHb.

Tabanig 2.2
Onuc meroniB kinacy MainMenuManager
Hazpa Onuc Jii
[Himiamizye [Mpus'szye Rigidbody2D
KOMIIOHEHT, ta Animator mo o00'ekra
3aBAHTAXYIOUM | TpaBIsl Ta  BUKIHKAE
Start() o
HEeoOXiTHi LoadPlayerData() TUTSE
KOMIIOHEHTHU Ta | 3aBaHTAXXCHHS  TO3MIII1
JIaHi TpaBIIsl. rpaBIIsl.
[lepeBipsie, um  00'eKxT
OO6poobmse .
_ 31TKHEHHs Mae Ter "Trap™,
. o 3ITKHEHHS
OnCollisionEnter2D(Collision2 Skmo Tak, BHUKJIUKAaE
o rpaBIs 3
D collision) . meton TakeDamage() nms
THIITUMU
00pOOKHM  TIOIIKO/KCHB
00'ekTamH.
TpaBIIs.

Apx.
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BintBoproe 3BYKOBUI
Bukonye  nii, | epekT cmepTi, 3amyckae
MMOB's13aH1 3 | a”HIMaIlil0  CMEpTI  Ta
TakeDamage()
MOIIKO/PKEHHST | BUKJIHKAE KOPYTHUHY
M T'paBIIs. Respawn() nnsa pecnayny
IpaBIIsl.
3ynuHs€e pyx TIpaBUd,
' YeKkae OJHY CEKyHIY,
KopyTiHa, sxka .
3aBaHTAXKY€ MO3UIIIIO
00pobsie ) )
Respawn() OCTaHHBOI ~ KOHTPOJIHHOI
pecrayH .
TOYKH, IEPEMIIILYE TPaABIIS
I'paBLA. -
70 1€l To3uIlii, 3HOBY
JI03BOJISIE PyX TPABIIS.
Buknukae
3aBaHTaXKYy€ LoadCheckpointPosition(
JaH1 mpo | ), 1mo0  3aBaHTAXUTHU
LoadPlayerData() . .
ITO3UIIIFO ITO3HUIIIFO KOHTPOJIbHOI
TpaBIIs. TOYKH Ta BCTAHOBUTHU
MO3UIIII0 TPABIIAL.
3aBaHTaXKye€ Ilepesipsie HasIBHICTh
KOOPJIMHATH JTaHUX KOHTPOJILHOT
KOHTPOJBHOT Touku y  PlayerPrefs.
LoadCheckpointPosition() TOYKHU Juts | SIKIIO JaHi €, 3aBaHTaxye
oOpaHoro KOOpJIMHATH; SIKIO HI,
cloTa BUKOPUCTOBYE  TOTOYHY
30€epeKEeHHS. MO3HUIIIIO.

Knac “PlayerLife” BigmoBinae 3a ymnpaBiiHHS JXUTTSIM TrpaBls B TIpi. BiH mae

MeToau i o0poOku momkomkeHb “TakeDamage()”, siki BiITBOPIOIOTH 3BYK CMEpTI

TpaBIlsl Ta 3allyCKalOTh aHIMaIlilo cMmepti depe3 animatop. Ilicms cmeprti TpaBIls

Apx.
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BUKIIMKA€eThCs MeTo “Respawn()”, skuii 3a0e3medye MIaBHUI BiIHOBJICHHS T'paBIs Ha
OCTaHHBOMY YEKITOIHTI Micyg KOpOTKOi 3aTpuMku. KpiMm Toro, kimac 30epirae mo3uilio
rpaBlisg Ha 4eknoinTi B “PlayerPrefs” ta 3aBanTakye 1i JaHi i yac CTapTy CLEHH, 1100
TpaBelb MIT OYaTH TPy 3 OCTAHHBOTO 30€PEXKEHOT0 MICIIS.

B knaci € cnemianbha ¢yskiis B Unity — Coroutine, sika 103B0JIsi€e BUKOHYBATH
KOJI Y KiJIbKa eTaIliB ado B MEBHUX NMPOMDKKax dacy. lle myxe kopucHO 1j1s peasizaiii
ACHHXPOHHUX OIepalliid, TaKUX SK 3aTPUMKHU, TOCTYNIOBE OHOBJIEHHS a0o 1HII Aii, AKi
MOTPIOHO BUKOHYBATH MPOTATOM KIJIBKOX KaJipiB a00 CeKYyH/I.

Coroutine 3ammyckaetbes MetogoM StartCoroutine() 1 mpaitroe y pOHOBOMY peKUMI
napajiefibHO 3 OCHOBHUM TOTOKOM IporpamMu. BoHa Moxke OyTH mpusynuHeHa B OyiIb-
SKUW MOMEHT 3a JJOTIOMOT 00 KJTFOYOBOTO ¢JI0Ba yield, a moTiM BiJTHOBJIEHA 3 TOTO 3K MICIIs
B HACTyIHUU KaJp a0o0 yepe3 MEeBHUI MPOMIKOK dacy.

V knaci PlayerLife ¢ meronm Respawn(), sixuii € Coroutine. HMoro kimrouoBi
MOMEHTH:

StartCoroutine Respawn();

Coroutine Respawn() 3amyckaetrbcss y Mmeroni TakeDamage() micnsti Toro, sk
rpaBeIb OTPUMYE TTOIITKOIKCHHS.

private I[Enumerator Respawn()

{
rb.bodyType = RigidbodyType2D.Static;
yield return new WaitForSeconds(1);
rb.bodyType = RigidbodyType2D.Dynamic;
LoadCheckpointPosition();
transform.position = currentCheckpoint;
rb.bodyType = RigidbodyType2D.Static;
yield return new WaitForSeconds(1);
rb.bodyType = RigidbodyType2D.Dynamic;

Bukopucranns yield return new WaitForSeconds(1); cTBoproe 3aTpuMKy Ha OJHY
cexyHy, miciyst yoro Coroutine BiTHOBIIIOE CBOIO poOoTy. Lle no3Bosisie 3poduTu pecnayH

rpaBlid IIJIaBHUM 1 HarisiAHUM OJI1 KOpUCTyBayda.

Apx.
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Knac Checkpoint BiamoBizae 3a peanizallito JOTIKH MEPEBIPKU YEKIOIHTIB y Tpi.
Ocuosuuit metog OnTriggerEnter2D(Collider2D collision) akTuBy€ThCS, KOJIA TpaBellb
MoTparuisie Ha YeKnoiHT. BiH mepeBipsie, un 11e A1CHO rpaBellb, 1 SKIIO Tak, TO 30epirae
1oro moto4Hy mo3uiliro (transform.position) Ta Ha3By akTUBHOI ciieHu y PlayerPrefs. Ile
JIO3BOJIAE TPaABIIEBI PO3MOYATH TPy 3 IHOTO UEKIOIHTY IiCJas cMepTi abo
nepe3aBaHTaKEHHS CIICHH.

B npyromy piBni OyB peanizoBanHu#l kiac Teleporter BiAmoBigae 3a peanizailito
TenenopTiB y rpi. BiH Mae mose destination, sike BU3HAYa€ TOYKY MPU3HAYCHHS IS
tenenopraritii. OcHoBHUI MeToa GetDestination() moBepTae 1110 TOUKY, 100 1HIII 00'€KTH
MOTJIM OTPUMATH JOCTYIl JO0 HEl 1 BUKOPUCTOBYBATH JJII NEPEMIIIEHHS rpaBiisi abo
1HIIOTO 00'€KTa y BIAMOBIAHOMY HAIPSIMKY.

public class Teleporter : MonoBehaviour

{

[SerializeField] private Transform destination;
public Transform GetDestination()

{

return destination;
b

Knac “Coli” Bignosimae 3a 0OpoOKy MOMiii 3iTKHEHb y Ipi. Y HBOTO € TPH
cepiamizoBani moist:  ‘“‘colliderScript”, “colisionEnter” Tta “colisionExit”. Tlosne
“colliderScript’ BU3Haua€e Ha3BY CKPUIITY, SIKHI TOBUHEH Oy TH MPUKPITUICHU 10 00'€KTY,
[0 MOK€ CTUKATUCS 3 1HIIUMH 00'€KTaMHU.

Meron “OnCollisionEnter2D(Collision2D col)” BHKIMKa€ThCA, KOJIU OO0'€KT
3ITKHYETHhCS 3 IHIMUM 00'ekTOM. BiH mepeBipsic HasBHICTb KOMIIOHEHTA, BKa3aHOTO Yy
“colliderScript”, 1 siKI110 TaKui TPUCYTHIM, aKTUBYE MOAIt0 “colisionEnter”.

Merox “OnCollisionExit2D(Collision2D col)” BHKIHKa€ThCSA, KOJIU OO'€KT
NPUNUHSE CTUKATUCS 3 THIIUM 00'ekTOM. BiH Takox nepeBipsie HasBHICTb BIIOBIIHOTO
KOMIIOHEHTA 1, SIKIIIO YMOBa BUKOHYEThCS, 1HIIIIO€ MO0 “colisionExit”

Ile#i xmac cmemiaabHO CTBOPEHWH MJisi pOoOOTH 3 KIIOYaMH Ta JBEpUMA, Jie

B3a€MO/Iis 3ITKHEHb BU3HAYA€E BIJIMOBIAHI A1l y Ipi:

Apx.
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public class Coli : MonoBehaviour

{
[SerializeField] private string colliderScript;
[SerializeField] private UnityEvent colisionEnter;
[SerializeField] private UnityEvent colisionExit;
private void OnCollisionEnter2D(Collision2D col)

{
if (col.gameObject. GetComponent(colliderScript))

{

colisionEnter?.Invoke();

b
private void OnCollisionExit2D(Collision2D col)

{
if (col.gameObject.GetComponent(colliderScript))

{

colisionExit?.Invoke();
b

BucHoBKH 10 Apyroro po3aiiy

B pesynbrati poboTH Hal APYTUM pO3A1IOM OYJI0 BH3HAYEHO Ta CTBOPEHO OCHOBHY
apXxITEKTypy IPOEKTy. 30Kpema, Oylia po3pobiieHa CTPYKTypa TPH, BKIIOYAIOUN TU3ANH
pIBHIB 3 JeKopalisiMu Ta macTkamu. KoxxeH piBeHb OyJio JI€TalbHO MPOPOOJIEHO 3
ypaxyBaHHSAM FedMITIEHHUX 0COOJIMBOCTEN Ta Bi3yallbHOT IPUBAOJIUBOCTI.

J171st KepyBaHHSI IEpCOHAXKEM OyJi po3p00JIeHI BiIMOBIIHI KJIACH, SIKI BKJIIOYAIIN Y
ce0e JIOTiKy mepeMilieHHs, 00poOKy B3aEMO/II1 3 00'€KTaMu Ha PiBHI, a TAKOXK B3aEMOIIIO0
3 MMacTKaMu Ta HIIUMH eJIEMEHTAMU CEePEIOBHIIA.

OxkpiM 1bOTO, OYJIM CTBOPEHI KJIACH, BIINMOBIJIaJbHI 32 30€pexKEHHS IPOrpecy Ipu.
[e Bxiroyano B ceOe peanizaliio CUCTEMHU YEKIOIHTIB Ta 30€pexKeHHs MOTOYHOTO CTaHy
TpaBIls, IO JO3BOJSUIO WOMY BITHOBJIIOBATH TPy MICas cMepTi abo BHXOAy 3 Hei.

AHimarliitHi1 edekT OyJiM CTBOPEH1 Ta IHTETPOBaH1 3 BIAMOBIIHUMHU KJIACAMH.

Apx.
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PO3/ILI 3. OIMUC POBOTH 3 TIPOIT'PAMHUM JIOJATKOM TA MOI'O
TECTYBAHHA

3.1  Onwc pob0TH 3 MPOrpaMHUM J0JATKOM
[Tpu 3amycky rpu TpaBiis 3ycTpiyae crapToBe MeHio (puc. 3.1) 3 Ha3Bow IpH Ta
kHonkotw "Crapt". €1uHa 11 KopucTyBaya, IO0CTylHa HOMY, - 1€ HATUCHYTH KHOIKY

"Crapt", miciist 40T0 3'IBISIETHCS TTAHENb 3 TPhOMA CI0TaMH s 30epekeHb (puc. 3.2).

Pucynok. 3.1 — CrapToBe MeHI0 rpu

Pucynok. 3.2 — [Tanens 30epexeHb B CTApTOBOMY MEHIO TpH

Apk.
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VY maneni 30epexeHb BimoOpakaeThCsl iHPOpMAIlS MPO KOXKEH 3 TPhOX CIIOTIB

30epexenb. KoxkeH cnot moske OyTH mycTuM abo MICTHTH 1H(GOPMAITiI0 TTPO 30epeKeHHIA

piBEeHb IpH. [[J1s1 KOKHOTO CIIOTY B110Opa’Ka€THCS HACTYHA 1HGOpMAIis:

I'IOTp16HI/II71 CJIOT Ui 3aBAHTAXCHHA I'PH a00 OYHCTKH CJIOTY AJIs1 HOBOI'O 366pe)KGHH5[.

1. Craryc cmota: moka3yeThcsi un ciot mopoxHid ("[lopoxHiii") abo MICTUTH

30epexkeHuit piBeHsb ("'30epexeHo").

2. KinpkicTh KaByHIB: SKIIO B CIOTI € 30epeKeHUd piBEHb, TO TaKOXK

BiT0Opa)kaeThCs KITBKICTh 310paHuX KaByHIB y IIbOMY PiBHI.

3. Mii 31 cimoroM: MJIsI KOXKHOTO CJIOTY € MOJJIMBICTHh BUAQIUTH 30€pEKEHY

iHpopmanio. Ile 3abe3neuyerbcs KHOMKamMu a00 I1HIIMMHU BiAMOBIIHUMHU

eJIeMeHTaMu 1HTepdeiicy, AKi JA03BOJIAIOTh KOPUCTYBAu€Bl OYUCTUTH CIJIOT 1

3HOBY BUKOPHCTOBYBATH Horo JJIs1 HOBOT'O 36CpC)KeHH5I.

L indopmarist 103BOJIsIE TPABIEBl KEPYBATH CBOIMH 30€pEKEHHAMH, BUOUPATU

[Ticas 3amycKy mycTOro croTa 30epeKeHHsI 3aITyCKaeTCsl epiuii piBeHs (puc. 3.3)

Pucynok. 3.3 — [louaTok nepmroro piBHs

Ciiena mepiioro piBHs BKIIFOUA€ HACTYITHI €JIEMEHTH

1. Pyxaroua mnatdopma(puc. 3.4): Ha MOYATKy PiBHA IpaBelb 3yCTPIUae pyxarouy

matdopmy. Ile Moxke OyTu yacTUHA TpH, JIe TpaBellb TOBUHEH B3aEMOJISTH 3

iatdopmoto, o0 mepecyBaTcs abo gonatu nepemkoau. [Inardopma moxe

pyXatucs ropu30HTAIBHO a00 BEPTUKAIBLHO, CTBOPIOIOYM BUKJIMKY JTS TPABLISL.

3un.
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2. TlinGupaemuii mpeamer — kaByH (puc. 3.5): y mpolieci MpOXOKEHHs PiBHS
rpaBelb 3yCcTpivae maoupaeMuil mpeaMeT, KM € KaByH. [1inOupaHHs KaByHIB

MOXe OyTH OJIHI€EI0 3 TOJIOBHMX MET pIBHs, II0 MOTHBYE TpaBlsl 0

JOCITIKEHHS Ta 300Dy .

Pucynok. 3.4 — Pyxatouacs matdopma 3 sIMOIO il HEIO

Pucynox. 3.5 — [linbupaemuii npeamer

[Ticast mpoxo/pKeHHS MiA3€MHOTO CETMEHTY PIBHS IpaBellb MOBUHEH IIATH 0

BXOJIy y 3aMOK (puc. 3.6) 1 3aBepmutu piBeHb. B Pucynky 3.7 300pakeHHO 30BHIUTIIHII

BUTJISIJT BCHOTO PIBHS B PEJIaKTOPI.

Apk.
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Pucynok. 3.6 — Kinenp piBHA

- ——

Pucynok. 3.7 — 3arajibHuii BUTJISI] IEPILIOTO PIBHS
[Ticns mepexoay Ha HAaCTYNHUM PIBEHb MM 0a4MMO MOYATOK nepuioro (puc. 3.8),
Jie BKe 3MIHWJIOCH OCBITIeHHS. lleil piBeHb MIMUTHCA HA JIBI YACTHUHHU, PO3MIICHI
3aKPUTUMHU JBEPUMA, K1 BIITUMHAIOTHCS NMPU Mia0MpaHHi KirouiB (puc. 3.9). 'paBenb mae
3HAWUTH Ta 310paTW KJIOYl, IO BIAKPUBAIOTH JOCTYN [0 HOBHMX JUISSHOK pIBHS,

3a0e3Meuyrour TaKUM YHHOM TIPOTPecC y Tpi.

Pucynok. 3.8 — [louaTok apyroro piBHs

Apx.

III3.KP.b - 121 - 24 - 113

51
3mn. | Apk. Ne dokym. Iionuc | Hama




Pucynok. 3.9 — BingkpuBaHHs JIBepi NpH MiA0UpaHH] KIroua
[Ticast BiIKpUTTS MEpIIOi JBepl HAacTae mepiiuii cermeHt piBHs (puc. 3.10), mo
CepellMHI SIKOrO0 3HAXOAMUTHCS 3axOBaHM KaByH (puc. 3.11)., Akuii rpaBeub MOKe

niaiopaTy, aje 1e He 000B'I3KOBO ISl MPOXO/KCHHS PiBHSL.

Pucynok. 3.10 — 3aranpHa BUTJISIT IEPIIOTO CETMEHTY

Pucynok. 3.11 — IIpuxoBanuii KaByH

B kiHIII cerMeHTa 3HaX0IUThCA KIMHATA, sIKa MOBHICTIO 0OOCTaBJIEHA IIIMIIAMH 1 Ma€
pyxomi 1utatrgopmu, O 0OEpTAIOThCS HABKOJIO HEi. SIKIIO TpaBelb CTaHE Ha TakKy
maTopMy, BIH MOKe 001MTH KIMHATY HaBKOJIO 1 mo0aynTH BXiA. [IpoiimoBim cerMeHT
3 MMacTKaMu, TPaBellb JICTAETHCA JI0 TENENopTa Ta HACTymHoro kirova (puc. 3.12). Iicns
nigoopy Kiroya IpaBellb Yy€ BIAMOBIAHMM 3BYKOBHM €QeKT, 10 CUTHAII3Y€E MpO
BIIKpUTTA ABepei. HatucHyBim kHomnky "E", rpaBelb nepeHOCUTHCS Ha MOYaTOK PiBHS,

Jie BiH 0auuTh BIAKPHUTI ABepi (puc. 3.13)BiAMOBITHOTO KOJIBOPY KITHOYA .
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Pucynok. 3.12 — TenenopT Ta 3eneHui K04

Pucynok. 3.13 — CerMeHT piBHSA 32 BIAKPUTUMU JABEPSIMHU.
Ha npyromy cerMeHT! piBHS, 300pakK€HOMY Ha PUCYHKY 3.14, rpaBus O4IKYIOTh
HOBI BUNpoOyBaHH4. TyT NPUCYTHI HOB1 MACTKU B BUIJISLAI Nagatounx OnokiB(puc. 3.15).
['paBiieBi moTpiOHO MPOOITTH Yepe3 e CErMEeHT A0 TOTo, sIK OJIOKU 3HUKHYTh. AJie yepe3
NEBHUI yac OJIOKM BIJTHOBJIOIOTHCS, TOMY Y TPaBIisl € IIAaHC 3HAWUTH BUIbHI 1 O€3MeyHI

MIPOMIKKH JJIS POXOIKECHHSI.

Pucynok. 3.14 — 3aranbHuii BUTJIA APYToi YACTUHU PIBHS.

Apx.
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Pucynok. 3.15 — Ilagaroui 6;10ku
VY KiHIIl APYTOTrO CErMEHTY PiBHSI 3HAXOUThCS Oarato TenenopTiB (puc. 3.16), ki
rpaBelb NOBUHEH MpoilTh. Cepell HUX € OJUH, SIKUM BEAE 10 KJI4Ya 1 TeJIenopra Ha
MOYaTOK PiBHA. [HIIMIA TenenopT BeAe 10 KaByHa, 10 € HEOOOB'SI3KOBUM MPEAMETOM IS

300py. Yci iHIII TEAEHOPTH MPU3BOSATH JI0 3aKPUTOT SIMHU 3 IIIHIIAMHU.

Pucynok. 3.16 — Kinnesuii cermMer 3 Tenenopramu
[Ticns migbopy OCTaHHBOTO KJItOUA 1 MOBEPHEHHS Ha TMOYATOK PIBHS, rpaBellb
BUPYILIAE 10 TPETHOI BIAKPUTOI KIMHATH. Y WIA KIMHATI 3HAXOAMTHCS TEIENOpT (pHC.

3.17), sikuii 3aBepIye TPy 1 BUKIMKAE KiHIIEBE MEHIO (puc. 3.18).

Pucynok. 3.17 — Kinelp piBHSI B BUTJISI/I1 TEIETOPTY

Apx.
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Pucynok. 3.18 — Kinnese meHto

3.2 TectyBaHHS pOOOTH MPOTPAMHOTO 3a0€3MCUCHHS

Byno npoBeaeHO TecTyBaHHs I'py JUIsl BUSIBIICHHHS T YCYHEHHS 0ariB (1e(eKTiB).

Ta0mmms 3.1
PesynbraTu TecTyBaHHS
o . | Conocrepe:xeHi
Crena BxiaH1 gani OuikyBaHi1 JaHi .
JTaHl
BinkpuBaercs | BinmkpuBaercs

Start Scren

Hartuckauusa kaonku “Start”

[MaHelb CJIOTIB

HaHelb CJIOTIB

Hatnckanns mycToi KHONIKH

3aBaHTAKCHHS 30€PEKCHHS

CIICHA IEPIIOTO

PiBHIO

30epeKCHHS 30epeKCHHS
Hatuckanns mycTtoi kHOMNKHU | 30epexeHHs 30epexeHHs
BUJAJICHHSH 30epeKCHHS BUQIIAETCS BUIANISIETCS
3anyckaercs 3amyckaercs

CIIeHa TIepIIOTrO

PI1BHIO

3mn.

Apx.

Ilionuc | dama
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Hatuck

IMPOIOBIKCHHA I'PU

KHOIIKH

I'pa
IIPOJIOBXKY€THCS

4 MCHIO IIay3HU

I'pa
IIPOJIOBXKY€ThCS

a4 MCHIO IIay3Hu

Menro
3aKpUBAETCS 3aKpPUBAETCS
naysu . '
BinGyBaercs BinOyBaetcs
Hatuck KHONKHU MOBEpHEHHS . .
nepexiy Ha | Iepexiy Ha
710 TOJIOBHOTO MEHIO
CIIEHY 3 MEHIO | CLIEHY 3 MEHIO
[Iepconax ITepconax
Hatuckanns Ha kHonku AD | pyxaeTcs B J1IBO | pyXa€eTcs B JIiBO
Ta MPaBo Ta MpaBo
Hartuckanns Ha  kHomky | [lepconax ITepconax
Spase purae npurae
HatuckannHss Ha kHomKy | Hidoro He | Hiyoro HE
LShift BiIOyBa€eTCs BiIOyBa€TCS
Cuena [Mepconax [Mepconax
IIEPIIOTO IIBHUIKO IBUIKO
P1BH3 HEPEMILIYETCSA | IEPEMIIITYETCS
HatuckanHHs Ha  KHOIIKY

Lshift pyxarounce

B CTOPOHY B SIKY

B CTOPOHY B SIKY

pyxaBcs 710 | pyXaBcs hi (o)
HATUCKAHHSA HATHUCKAHHSI
KJIaBIIIII KJIaBIIII1
[Tepconax ITepconax
oMHUpae Ta | IOMHUpae Ta
CnpobGa HOTOpKHyTHUCS [0 | .
_ BIIPOKYETCST | BIIPOJIKYETCS
IIIUITIB
Ha OCTaHbOMY | HA OCTaHbOMY
YEKIIOIHTI YEKITO1HTI1
Apx.
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Hactynaemo Ha pyxarouycs

Ilepconax ine

ITepconax ine

pasoM 3 | pazoM 3
maThopmy
wiatgopmoro | IIaTGopmMor0
ITepconax Ilepconax
. IOMUpAE Ta | IOMHpPAE Ta
3imToBXYy€eMOCs 3 .
BIZIPOJIKYETCST | BIAPOIIKYETCS

PYXar04d0r0Cs ITUIIOK0

Ha OCTaHbOMY

YEKIOIHT1

Ha OCTaHbOMY

YEKIOIHTI

[Tinbupaemo kaByH

B Ttpekep 3miBa
3BEpPXY
TOMAETCS TITIOC

OJIMH KaBYH

B Ttpekep 3miBa
3BEpPXY
JOAAETCS TUTIOC

OJIWH KaBYH

. _ | IHepconax [Tepconax
IlinxomuMo 10 CTIHH 1
) BIIUPAETCS B HET | BIUPAETCS B HEl
BIIUPAEMOCH B HEl . .
1 HE pyXa€rcst | 1 HE pyxaercs
. [Ipunumaemo [Ipununaemo
IIpuraemo Ha cCTIHY Ta

TUCHEMO KHOIIKY pyXy B 1I

CTOpPOHY

10  CTIHA 1
[MOYMHAEMO IIO

HI1l KOB3aTH

o0 CTiHH 1
MOYMHAEMO II0

HI1Ii KOB3aTH

Konmu xoB3aemo Ha criHi | Biampuryemo | Bignpuryemo
HaTUCKAEMO Ha CTPUOOK B1JI CTIHHA B1JI CTIHH
[Tepconax ITepconax

[Ticnst HaTuckaHHA Ha Spase

HAaTUCKa€EMO IIC pa3

Ipurae Iapyrum

pa3 B MOBITPI1

IpyUrae JIpyruu

pa3 B MOBITPi

3mn.
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Crosaun  OuIA

HaTUuckaemo E

TEJIENOpPTY

IIEPEHOCUTH HA

NIOYaTOK PiBHS

[Iepenocumocs | Ilepenocumoch
3ax0AMMO B 3aMOK Ha Ipyruil | Ha Ipyrui
piBEHb piBEHB
Binkpuaercs | BigkpuBaercs
ABEPb JABEPb
[Timbupaemo KiIr0u B1IIIOBITHOTO BIIITOBITHOTO
Cuena KOJNBOPY [0 | KOIBOPY  JIO
ApYyroro KJIFOYa KJIFOYa
piBHS
Tenenopr Tenenopr

IIEPEHOCUTh Ha

MOYaTOK PIBHA

[Ipu TecTyBanH1 OyJ10 BUSIBICHHO PsiJ HIOMMIIOK:

BusBnena nmoMuika: miJl 4ac T€CTyBaHHS OYJIO BHUSBJIEHO, IO NEPCOHAXK MOKE

MPOXOJIUTU KPi3b TEKCTYPH MPHU HAOOP1 Ay>KE BEITUKOI MIBUIKOCTI.

[IpyuriHa BHHUKHEHHA: L4 MpoOJjeMa BUHUKAE YEpe3 HEJOCTATHIO YacCTOTY

NepeBIPKU 31TKHEHb (DI3UYHUM JBUTYHOM TPHU. Y OUIBIIOCTI ITPOBUX PYIIIiB, TAKUX K

Unity, ¢i3uka 00'€KTIB OOUUCIIOETHCA 3 MEBHOK 4acTOTOw ((pi3uuHi KpokH). SKII0

MEPCOHAXK PYXAEThCS AYyKE IMIBUIKO, BIH MOXE MEPEMIIIyBaTUCS HACTIILKHU JAJIEKO MIXK

GBBUYHUME  KpoKamu, 10 (I3UYHHM JBUTYH TPOIYCKA€E MOMEHT, KOJH TEepPCOHAX

MOBUHEH 31TKHYTHCS 3 IHIIMMU 00'ekTamu. Lle saBuiie BigoMe gk "TyHentoBaHHS".

MOo>KIJIMB1 BUPIIICHHS

1. 306inbeHHs YacTOTU (PI3UYHUX KPOKIB: 30LTBIIIEHHS YaCTOTH (hi13UUHUX KPOKIB

J03BOJIUTH (DI3UYHOMY JBUTYHY YACTIIIE IEPEBIPATH 31TKHEHHS, 1110 3MEHILIUTh

UMOBIpHICTh TyHeNmoBaHHA. Y Unity 11e MOXHa 3pOOUTH, 3MIHUBILIN 3HAYCHHS

Fixed Timestep y nanamryBanusax Time (Edit > Project Settings > Time).

Buxopucranns koyaiiepis 3 6e3rnepepBHOIO AETEKII€0 3ITKHEHb: Unity mae

pexuM 6e3nepepBHOi AeTekIii 3iTkHeHb (Continuous Collision Detection) st

Rigidbody2D. Ileii pexum creuiagibHO po3poOJeHUud ajid 00'€KTIiB, IO

pYXaroThCs 3 BEJIUKOI IIBUAKICTIO. BiH 103BOJIIE (PI3UYHOMY JBUTYHY

3mn. | Apk.

Ne dokym. Iionuc | Hama
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KOPEKTHO OOpOOJISATH 3ITKHEHHS, HaBITh SKIIO O0'€KTH MEPEMINIYIOThCS Ha
BEJIMKI BiACTaHl MK (13MUHMMHU Kpokamu. lle MokHa HamamTyBaTu depes
iHcnekTop, BcraHoBuBimM mapamerp Collision Detection y 3HaueHHs
Continuous ans Rigidbody?2D.

OOMeXeHHSI MaKCUMAaJIbHOI IIBUKOCTI: III€ OJMH MPOCTUH CIOCIO 3aro0irTu
TYHEJTFOBAaHHIO — OOMEXUTH MaKCUMaJIbHY IMBHUAKICTh MepcoHaxka. [le moxHa
3po0OUTH MPOTPaMHO, MEPEBIPSAIOUYH 1 KOpeKTyroun mBUAKICTh Rigidbody2D y
KO>KHOMY KaJIpi.

JlomaBaHHS JOMATKOBHMX KOJUIAWACPIB: IHIMUN MiAXiJ TOJIATAE B JOJaBaHHI
JOMATKOBUX KoJIanaepiB ab0 XUTOOKCIB HABKOJIO O0'€KTIB, IO 30UIBIIYyE

IIIAHC BUSABJICHHS 31TKHEHHS.

Bbyno o6pano OOMekeHHsI MaKCUMAaJIbHOI IIBUAKOCTI:

void FixedUpdate()

{

float maxSpeed = 10f;

if (rb.velocity.magnitude > maxSpeed)

{

rb.velocity = rb.velocity.normalized * maxSpeed,;

¥

[Tomunka, npu [Kiid TpaBellb NpU MEPEXOIl Ha JAPYruil piBEHb CIIABHHUBCA 32

Marioro, Oyia ToB'sA3aHa 3 THUM, IO MPHU 3aBEPIICHHI MEPIIOr0 PiBHS HE CTUPATIHUCS

YEeKINOoIHTHU. Lle MOrio cupuuMHUTH Te, U0 TpaBelh 30epiraB MO3UIIII0 3 MONEPETHHOTO

piBHS, fKa HE BiNOBIAalIa pO3TAaIlyBaHHIO HA HOBIM KapTi.

[TpuuraM npobiemu:

3aJIIIEH] YEKITOITHTH:

[Ipy mnepexoni Ha HOBUM piBeHb 3ajuIIadCA 30epexeHl KOOpAWHATH
YEKITO1HTIB 3 TIOTIEPETHHOTO PIBHS.
[{i xoopawHATH HE BIAMOBIJATM HOBIM Mari, TOMY TpaBellb 3'SBISIBCA 3a

MeXaMH 1FPOBOTO TMOJISL.

Jlyist BupitieHHs 0yJI0 OHOBJIEHO CKPUNT (hiHIITY:

Apx.
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public class Finish : MonoBehaviour

{

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.gameObject.name == "Player")

{

Invoke("CompleteLevel", 2f);

b
b
private void CompleteLevel()
{

int selectedSlot = PlayerPrefs.GetInt("SelectedSlot", 1);
PlayerPrefs.SetString($"SceneName {selectedSlot}",
SceneManager.GetActiveScene().name);
PlayerPrefs.DeleteKey($"CheckpointX {selectedSlot}");
PlayerPrefs.DeleteKey($"CheckpointY {selectedSlot}");
PlayerPrefs.DeleteKey($"CheckpointZ {selectedSlot}");
PlayerPrefs.Save();
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex—+1);
b
BucHoBKH 10 TPETHOr0 PoO3aiTy
[Ipn HammcaHHI TPETHOTO PO3ALTY OyIO JETAIBHO OIKMCAaHO POOOTY TpH,
BKJIIOYAIOYM KEPYBAHHS TMEPCOHAXEM, OCOOJIMBI MEXaHIKH, a TaKO0X IPOBEIICHO
TECTyBaHHS BCi€l Tpu. Y IbOMY PO3ALUIL PO3MIISIHYTO, SIK TPABEIh B3aEMO/IIE 3 ITPOBUM
CEpEe/IOBUIIEM, BUKOPHCTOBYIOUM €JIEMEHTH KEpyBaHHA, 1 SK peandi30BaHO KIHOYOBI
MEXaHIKM, Taki sIK 30WpaHHS TPEIMETIB, aKTWBAIlisl MACTOK, MPOXOKEHHSI PIBHIB 1
BUKOPUCTAHHS  TEJCHOPTIB.  3aBOJKH  IMPOBEJACHOMY  TECTYBaHHIO  BJAJIOCS

11eHTU(IKYBaTH Ta BUIIPABUTH JIEK1IbKA TOMUJIOK.

Apx.
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BUCHOBKU

VY mporeci BUKOHaHHS KBaTi(ikamiiHoi poOoTH Oyi10 po3po0IeHO Ta peali30BaHO
IrpOBHI  JOJATOK, IO BIAINOBIIa€ BU3HAYCHUM BHUMOTraM 1 (yHKI[IOHATBHUM
XapaKTEePUCTHKaM. [IpO€KT OXOII0e BCi OCHOBHI €Tamu PO3POOKH MPOTPAMHOTO
MPOJYKTY, BKIIIOUAIOUM BU3HAUEHHS BapiaHTIB BUKOPHUCTAHHS, PO3POOKY apXITEKTYpH,
CTBOPEHHS M3aifHy piBHIB, aHIMAllli Ta peaji3alliio IrpOBUX MEXaHIK.

[lepmuii po3nain pod6oTu OyB MPUCBAYCHHUM aHANI3y Ta BU3HAYCHHIO BUMOT [0
MPOTPaMHOT0 MPOAYKTY. byno chopmynboBaHo (yHKITIOHAIBHI Ta He(YHKIIOHATBHI
BuMoru. Ha ocHOBI 1iux BUMOT OyJI0 CTBOPEHO JiarpaMH BapiaHTIB BUKOPHUCTAHHS Ta
JlarpaM  KJIaciB, MIO JO3BOJIUJIO CTPYKTYpPYBaTd TMPOEKT Ta 3a0e3MedYuTH HOTO
MOCJIIIOBHY peajizalliio.

VY apyromy po3mainai Oyjio po3po0JIeHO AU3aiiH PIBHIB 3 BUKOPUCTAHHSIM PI13HUX
nekopailiit Ta mactok. Kpim toro, Oyio onrcaHo CTBOPEHHS aHIMaIlli 1)1 IepCOHaXKa Ta
1HIIMX 00'eKTIB rpu. bynu po3poOieHi Ta BIpoBaKEH1 KI1acu JUIsl pOOOTH 3 aHIMALII€lO,
KEepyBaHHS JIISIMH TOJIOBHOTO T€pOsi, 30€PEKCHHSIM MPOTPeCy TPH Ta IHIIUX BAKIUBUX
MEXaHiK.

TpeTiit po3ais 30cepeKyBaBcst Ha peanizallii GpyHKIioHany rpu. byno onucano ta
MPOTECTOBAHO BCl IFPOB1 MEXaHIKH, BKJIIOYAIOYU PyX, 30UpaHHS MPEAMETIB, aKTUBAIIIIO
MACTOK, TMPOXOKEHHS PIBHIB 1 BUKOPUCTAHHS TEJEMOPTIB. 3aBASKUA TPOBEICHOMY
TECTyBAaHHIO BIAJIOCS BHSBUTH Ta BWIPABUTH HHU3KY MOMWIOK. Hampukiax, Oyio
BUPIIIEHO TPOOJIeMy, KOJU TpaBelb MPHU MEPEeXoJ]i Ha JPYruid piBeHb CIIABHHUBCS 3a
Maroro 4epes3 Te, 1O MPHU 3aBEPILICHHI MEPIIOro PiBHS HE CTUPAIKCS YEKIOIHTH.

Y migcymky, T 4Yac BHUKOHaHA KBamidikamiiiHi poOoTu Oylo CTBOPEHO
NOBHO(YHKIIIOHATBLHUN 1TPOBUN JOMATOK, IO BIANOBIAA€ BU3HAYEHWM BHMOTaM. Y
MaifOyTHbOMY JI0JIATOK MO>KE 3MIHIOBATHCS a00 JIOTTIOBHIOBATUCS HOBUMH (DYHKIIISIMU Ta

CJIICMCHTAaMU.

Apx.
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10.

CIIMCOK BUKOPUCTAHUX JIZKEPEJI

Game Design Document: A Guide. Gamasutra. 2023. [ExekTponHuit pecypc]
— PexxumM noctyny 1o pecypey:
https://www.gamasutra.com/view/feature/132649/creating a great design do

cument.php
Unity Learn. Your First Game Jam. Unity Technologies. 2024. [EnexTpoHHuii

pecypc] — Pexxum moctyny mo pecypey: https://learn.unity.com/course/your-

first-game-jam

Best Platformers of All Time. Culture of Gaming. 2023. [EnexTponuuit
pecypc] — Pexxum noctymy g0 pecypey: https://cultureofgaming.com/25-best-

platformers/
Dead Cells — Game. Motion Twin official. 2024. [Enextponnuii pecypc] —

Pexxum noctymy o pecypcy: https://dead-cells.com

Hollow Knight official. Team Cherry. 2024. [Enextponnuii pecypc] — Pexum
nocTymy Ao pecypey: https://www.hollowknight.com
Celeste - Help Madeline. Official Game Maddy Makes Games. 2024.

[EnexTponHmii pecypc]| — Pexum noctyny 1o pecypcy:

https://www.celestegame.com

Unity Animation and Rigging. Unity Learn. 2024. [EnektponHnuii pecypc] —

Pesxxum noctymy 1o pecypcey: https://learn.unity.com/course/animation-and-

riggin
Designing Levels for Games. Game Developer. 2023. [EnekTpoHHHii pecypc]
— PexxumM noctyny 1o pecypey:

https://www.gamedeveloper.com/design/designing-levels-for-games

Unity Scripting API. Unity Technologies. 2024. [Enekrponnmuii pecypc] —
Pexxum nmoctymy mo pecypey: https://docs.unity3d.com/ScriptReference/

Game Development Patterns. Game Programming Patterns. 2023.
[EnexTpoHHuMii pecypc]| — Pexum noctyny 1o pecypcy:

https://gameprogrammingpatterns.com/
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11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

Implementing Save Systems in Unity. Ray Wenderlich. 2023. [EnekTponHwMit
pecypc] — Pexxum noctymy mo pecypey: https://www.raywenderlich.com/913-

save-and-load-data-in-unity

Unity Documentation. Animation Overview. Unity Technologies. 2024.
[EnexTpoHHHMit pecypc]| — Pexxum noctyny 1o pecypcy:

https://docs.unity3d.com/Manual/AnimationOverview.html

Unity - Manual: Canvas. Unity User Manual 2022.3 (LTS). [EnekTponuuit
pecypc] — PexxuMm noctymy 110 pecypcy:
https://docs.unity3d.com/ScriptReference/Canvas.html

UNITY BABOBUU: kypc. Anmpiit Omiiiauk. 2023. [EnxextpoHHuii pecypc] —

Pexxum noctymy 1o pecypcey: https://itvdn.com/ua/video/unity-essential
Unity - Manual: Using Animation Events. Unity User Manual 2023.2 (LTS).

[EnexTponHuMii pecypc]| — Pexxum noctyny 10 pecypcy:

https://docs.unity3d.com/Manual/AnimationOverview.html

Unity - Manual: UsesLuminPlatformLevelAttribute. Unity User Manual
2023.2 (LTS). [Enextponnuii pecypc] — Pexxum mocTymy 10 pecypcey:
https://docs.unity3d.com/ScriptReference/UsesLuminPlatformLevel Attribute.
html

Unity - Manual: Behaviour. Unity User Manual 2022.3 (LTS). [Enektponnuii
pecypc] — Pexxum nocrymy 110 pecypcy:
https://docs.unity3d.com/ScriptReference/Behaviour.html

Unity - Manual: BoxCollider2D. Unity User Manual 2022.3 (LTS).

[EnexTponHuMii pecypc]| — Pexxum noctyny 10 pecypcy:
https://docs.unity3d.com/ScriptReference/BoxCollider2D.html
Unity - Manual: Collider2D. Unity User Manual 2022.3 (LTS).

[EnexTponHuii pecypc| — Pexum gocTymy 10 pecypcey:
https://docs.unity3d.com/ScriptReference/Collider2D.html
Unity - Manual: GameObject. Unity User Manual 2022.3 (LTS).

[EnexTponHuii pecypc| — Pexum qocTymy 10 pecypcey:

https://docs.unity3d.com/ScriptReference/GameObject.html
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JOJATOK A
Jlictunr daiiny “MainMenuManager.cs”
using UnityEngine;
using UnityEngine.SceneManagement;

using UnityEngine.UI;

public class MainMenuManager : MonoBehaviour
{
public GameObject saveSlotsPanel;
public Button slot1Button;
public Button slot2Button;
public Button slot3Button;
public Button clearSlot1Button;
public Button clearSlot2Button;
public Button clearSlot3Button;
public Button exitButton;
public Button openButton;
public Text slotl StatusText;
public Text slotlMelonsText;
public Text slot2StatusText;
public Text slot2MelonsText;
public Text slot3StatusText;
public Text slot3MelonsText;

private void Start()

{
if (saveSlotsPanel == null)
{
Debug.LogError("SaveSlotsPanel ne nmpusnadeno B incekTopi.");
return;
Apk.
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slot1 Button.onClick.AddListener(() => SelectSlot(1));
slot2Button.onClick.AddListener(() => SelectSlot(2));
slot3Button.onClick.AddListener(() => SelectSlot(3));
clearSlot1Button.onClick.AddListener(() => ClearSlot(1));
clearSlot2Button.onClick.AddListener(() => ClearSlot(2));
clearSlot3Button.onClick.AddListener(() => ClearSlot(3));
exitButton.onClick.AddListener(HideSaveSlotsPanel);

openButton.onClick. AddListener(ShowSaveSlotsPanel);

UpdateSlotButtons();

public void ShowSaveSlotsPanel()

{

saveSlotsPanel.SetActive(true);

public void HideSaveSlotsPanel()

{

saveSlotsPanel.SetActive(false);

private void SelectSlot(int slot)

{

PlayerPrefs.SetInt("SelectedSlot", slot);

if (PlayerPrefs.HasKey($"CheckpointX {slot}"))

{

3mn.

Apx.

Ne dokym.

Iionuc

Jlama

III3.KP.b - 121 - 24 - 113

Apx.

66




string sceneName = PlayerPrefs.GetString($"SceneName {slot}", "Level 1");
SceneManager.LoadScene(sceneName);

}

else

{

SceneManager.LoadScene("Level 1");

private void ClearSlot(int slot)

{
PlayerPrefs.DeleteKey($"CheckpointX_ {slot}");
PlayerPrefs.DeleteKey($"CheckpointY {slot}");
PlayerPrefs.DeleteKey($"CheckpointZ_{slot}");
PlayerPrefs.DeleteKey($"SceneName_{slot}");
PlayerPrefs.DeleteKey($"Melons {slot}");
PlayerPrefs.Save();
UpdateSlotButtons();

private void UpdateSlotButtons()

{
UpdateButton(slot] Button, slot1StatusText, slotlMelonsText, 1);
UpdateButton(slot2Button, slot2StatusText, slot2MelonsText, 2);
UpdateButton(slot3Button, slot3StatusText, slot3MelonsText, 3);

private void UpdateButton(Button button, Text statusText, Text melonsText, int slot)

{
if (PlayerPrefs.HasKey($"CheckpointX {slot}"))

Apk.
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int melons = PlayerPrefs.GetInt($"Melons_{slot}", 0);

statusText.text = $"Cnor {slot}: 36epexeno";
melonsText.text = $"Melons: {melons}";

}

else

{

statusText.text = $"Cror {slot}: [TopoxHiit";

melonsText.text = "Melons: 0";

Jlictunr ¢daiiny “PlayerMovement.cs”

public class PlayerMovement : MonoBehaviour

{
private Rigidbody2D rb;

private Animator anim;

private BoxCollider2D coll;

[SerializeField] public Transform wallCheck;
private bool isWallSliding;

[SerializeField] private float wallSlidingSpeed = 2f;

private bool doubleJump;

private float dirxRaw;

private float diryRaw;

private bool isFacingRight = true;
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private bool isWallJumping;

private float wallJumpingDirection;

[SerializeField] private float wallJumpingTime = 0.1f;
private float wallJumpingCounter;

[SerializeField] private float wallJumpingDuration = 0.2f;
private Vector2 wallJumpingPower = new Vector2(8f, 16f);

[SerializeField] private LayerMask groundlayer;
[SerializeField] private float movespeed = 10f;
[SerializeField] private float jumpingPower = 14f;
private float dashcd = 0.8f;

[SerializeField] private float dashSpeed = 20;
private bool hasDashed;

private bool isDashing = false;

private bool wallslideSoundPlay = false;

private bool runingSoundPlay = false;

public ParticleSystem JumpParticle;
public ParticleSystem MoveTrail;
public ParticleSystem WallSlidingTrail;
public ParticleSystem DashGhost;
public ParticleSystem DashTraill;

[SerializeField] private AudioSource JumpSoundEffect;

[SerializeField] private AudioSource WallSlidingSoundEffect;
[SerializeField] private AudioSource DashSoundEffect;
]

[SerializeField] private AudioSource RuningSoundEffect;
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[SerializeField] private float dustfperiod;

private float counter;

private enum MovmentState { idle, running, jumping, falling, on_the wall }

private void Start()

{
rb = GetComponent<Rigidbody2D>();

coll = GetComponent<BoxCollider2D>();

anim = GetComponent<Animator>();

private void Update()
{

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

float y = Input.GetAxis("Vertical");

dirxRaw = Input.GetAxisRaw("Horizontal");
diryRaw = Input.GetAxisRaw("Vertical");
Jumps();

RuningSound();

WallSlide();

WallJump();
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UpdateAnimationState();

if (lisWallJumping && !isWalltouch())
{
Flip();
b
if (Input.GetButtonDown("Fire3") && 'hasDashed)

{
if (dirxRaw != 0 || diryRaw != 0)

Dash();
b
if (Isgrounded() && !Input.GetButton("Fire3"))
{
hasDashed = false;
}

private void FixedUpdate()

if (lisWallJumping && !isDashing )
{

rb.velocity = new Vector2(dirxRaw * movespeed, rb.velocity.y);

CreateMoveParticle();
CreateWallSlideParticle();
CreateDashParticle();
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private bool isWalltouch()
{
return Physics2D.OverlapBox(wallCheck.position, new Vector2(0.15f, 0.5f), Of,
groundlayer);

b
private void WallSlide()

{
if (isWalltouch() && !Isgrounded() && dirxRaw != 0f)

{
isWallSliding = true;
rb.velocity = new Vector2(rb.velocity.x, Mathf.Clamp(rb.velocity.y, -
wallSlidingSpeed, float. MaxValue));
}

else

{
1sWallSliding = false;

if (isWallSliding && !wallslideSoundPlay)
{
WallSlidingSoundEftect.Play();

wallslideSoundPlay = true;

}
else if (lisWallSliding)

{
WallSlidingSoundEffect.Stop();

wallslideSoundPlay = false;
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}

private void Jumps()

{
if (Isgrounded() && !Input.GetButton("Jump"))

{
doubleJump = false;

if (Input.GetButtonDown("Jump"))

{
if (Isgrounded() || doubleJump || isWallSliding)

{

CreateJumpParticle();
rb.velocity = new Vector2(rb.velocity.x, jumpingPower);

JumpSoundEffect.Play();

if ({Isgrounded() && !doubleJump && isWallSliding)
{

doubleJump = true;

}

else

{
doubleJump = !doubleJump;

if (Input.GetButtonUp("Jump") && rb.velocity.y > 0f)
{
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rb.velocity = new Vector2(rb.velocity.x, rb.velocity.y * 0.5f);

}

private void UpdateAnimationState()

{

MovmentState state;

if (dirxRaw > Of || dirxkRaw < 0f || rb.velocity.x !=0)

{
state = MovmentState.running;
h
else
1
state = MovmentState.idle;
}

if (rb.velocity.y > .1f)

{
state = MovmentState.jumping;
b
else if (rb.velocity.y <-.1f)
{
state = MovmentState.falling;
b

if (isWalltouch() && isWallSliding)
{

state = MovmentState.on_the wall;
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b
if (isWallJumping)

{

state = MovmentState. jumping;

}

anim.SetInteger("state", (int)state);

b
private bool Isgrounded()

{

return Physics2D.BoxCast(coll.bounds.center, coll.bounds.size, 0f, Vector2.down,

.11, groundlayer);

¥
private void WallJump()

{
if (isWallSliding)

{
isWallJumping = false;
wallJumpingDirection = -transform.localScale.x;

wallJumpingCounter = wallJumpingTime;

Cancellnvoke(nameof(StopWallJumping));
b

else

{

wallJumpingCounter -= Time.deltaTime;

if (Input.GetButtonDown("Jump") && wallJumpingCounter > 0f)
{

isWallJumping = true;
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rb.velocity = new Vector2(wallJumpingDirection * wallJumpingPower.x,

wallJumpingPower.y);

wallJumpingCounter = 0f;

if (transform.localScale.x != wallJumpingDirection)
{
isFacingRight = !isFacingRight;
Vector3 localScale = transform.localScale;
localScale.x *= -1f;

transform.localScale = localScale;

Invoke(nameof(StopWallJumping), wallJumpingDuration);

b
private void StopWallJumping()

{

isWallJumping = false;
}
private void Flip()

{
if (isFacingRight && dirxRaw < 0f || lisFacingRight && dirxRaw > 0f)

{
isFacingRight = !isFacingRight;
Vector3 localScale = transform.localScale;
localScale.x *= -1f;

transform.localScale = localScale;
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b
private void Dash()

{
DashSoundEffect.Play();

hasDashed = true;
CreateDashGhostParticle();

Vector2 dashDirection = new Vector2(dirxRaw, diryRaw).normalized;

if (dashDirection != Vector2.zero)

{

StartCoroutine(DashCoroutine(dashDirection));

}

else

{
ResetDash();

}

private I[Enumerator DashCoroutine(Vector2 dashDirection)

{
isDashing = true;

rb.velocity = dashDirection * dashSpeed;

yield return new WaitForSeconds(dashcd);

ResetDash();

b
private void ResetDash()

{

isDashing = false;
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if (Isgrounded())

{
hasDashed = false;

private void CreateJumpParticle()

{
if (MIsgrounded()) {

JumpParticle.Play();

private void CreateMoveParticle()

{

counter += Time.deltaTime;

if (Isgrounded() && dirxRaw < 0f || Isgrounded() && dirxRaw > 0f)

{

if (counter > 0.16)

{
MoveTrail.Play();

counter = 0;

private void CreateWallSlideParticle()
{

counter += Time.deltaTime;
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if (isWalltouch() )

{
if (counter > 0.3f)

{
WallSlidingTrail.Play();

counter = 0;

private void CreateDashParticle()

{

counter += Time.deltaTime;
if (isDashing)
{

if (counter > 0.1f)

{
DashTraill.Play();

counter = 0;

}

private void CreateDashGhostParticle()

{
DashGhost.Play();

private void RuningSound()

{
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if (dirxRaw != 0 && !runingSoundPlay && !isWalltouch() && Isgrounded())

{
RuningSoundEffect.Play();

runingSoundPlay = true;

f
else if (dirxkRaw == 0 || Isgrounded())

{
RuningSoundEffect.Stop();

runingSoundPlay = false;

Jlictunr daiiny “PlayerLife.cs”

public class PlayerLife : MonoBehaviour

{
[SerializeField] private AudioSource dieSoundEffect;
[SerializeField] private Animator anim;

[SerializeField] private Rigidbody2D rb;

private Vector3 currentCheckpoint;

private void Start()

{
b = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

LoadPlayerData();
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private void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject. CompareTag(" Trap"))

{
TakeDamage();

private void TakeDamage()

{
dieSoundEffect.Play();

anim.SetTrigger("death");
StartCoroutine(Respawn());

private [Enumerator Respawn()

{
rb.bodyType = RigidbodyType2D.Static;
yield return new WaitForSeconds(1);
rb.bodyType = RigidbodyType2D.Dynamic;

LoadCheckpointPosition();
transform.position = currentCheckpoint;
rb.bodyType = RigidbodyType2D.Static;
yield return new WaitForSeconds(1);

rb.bodyType = RigidbodyType2D.Dynamic;

private void LoadPlayerData()
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LoadCheckpointPosition();
transform.position = currentCheckpoint;

Debug.Log("Player spawned at: " + currentCheckpoint);

private void LoadCheckpointPosition()

{
int selectedSlot = PlayerPrefs.GetInt("SelectedSlot", 1);
if (PlayerPrefs.HasKey($"CheckpointX {selectedSlot}"))
{

currentCheckpoint = new Vector3(
PlayerPrefs.GetFloat($"CheckpointX {selectedSlot}"),
PlayerPrefs.GetFloat($"CheckpointY {selectedSlot}"),
PlayerPrefs.GetFloat($"CheckpointZ {selectedSlot}")
)
b

else

{

currentCheckpoint = transform.position;

}
}

Jlictunr ¢aitny “Finish.cs”
public class Finish : MonoBehaviour

{
void Start()

{
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private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.gameObject.name == "Player")

{
Invoke("CompleteLevel", 2f);

private void CompleteLevel()

{
int selectedSlot = PlayerPrefs.GetInt("SelectedSlot", 1);

PlayerPrefs.SetString($"SceneName {selectedSlot}",

SceneManager.GetActiveScene().name);

PlayerPrefs.DeleteKey($"CheckpointX {selectedSlot}");
PlayerPrefs.DeleteKey($"CheckpointY {selectedSlot}");
PlayerPrefs.DeleteKey($"CheckpointZ {selectedSlot}");
PlayerPrefs.Save();

SceneManager.L.oadScene(SceneManager.GetActiveScene().buildIndex + 1);

Jlictunr daitny “Teleporter.cs”

public class Teleporter : MonoBehaviour

{

[SerializeField] private Transform destination;

public Transform GetDestination()
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return destination;

Jlictunr ¢aitny “BrickDestroyer.cs”
public class BrickDestroyer : MonoBehaviour
{
private Animator anim;
[SerializeField] private AudioSource breake;

[SerializeField] private float respawnTime = 5f;

private void Awake()
{

anim = GetComponent<Animator>();
}

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.gameObject. CompareTag("Player"))

{
Invoke("PlayAnimationAndSound", 1f);

Invoke("DeactivateBlock", 1.2f);

private void PlayAnimationAndSound()

{
anim.Play("Brick");

breake.Play();
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private void DeactivateBlock()
{
gameObject.SetActive(false);

Invoke("ReactivateBlock", respawnTime);

private void ReactivateBlock()

{

gameObject.SetActive(true);
b
h

Jlictunr gaitny “WallDoor.cs”
public class WallDoor : MonoBehaviour
{
private Animator anim;
[SerializeField] private AudioSource OpenSound;
[SerializeField] private AudioSource TakeSound;
private void Awake()

{

anim = GetComponent<Animator>();

[ContextMenu("Open")]

public void Open()

{
anim.SetTrigger("Open");
OpenSound.Play();
TakeSound.Play();
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b
}

Jlictunr ¢aiiny “itemCollector.cs”
public class itemCollector : MonoBehaviour
{

private int melons = 0;

[SerializeField] private Text melonsText;

[SerializeField] private AudioSource pickUpCollectablesSoundEffect;

private int selectedSlot;

private void Start()

{

selectedSlot = PlayerPrefs.GetInt("SelectedSlot", 1);
melons = PlayerPrefs.GetInt($"Melons_ {selectedSlot}", 0);

UpdateMelonsText();

private void OnTriggerEnter2D(Collider2D collision)

{

if (collision.gameObject. CompareTag("Melon"))

{

Destroy(collision.gameObject);
melons++;

Debug.Log("Melons: " + melons);
UpdateMelonsText();

pickUpCollectablesSoundEffect.Play();

SaveMelons();
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private void UpdateMelonsText()
{

melonsText.text = "Melons: " + melons;

private void SaveMelons()
{
PlayerPrefs.SetInt($"Melons_ {selectedSlot}", melons);

PlayerPrefs.Save();

}
}

Jlictunr daitny “ Checkpoint.cs”
public class Checkpoint : MonoBehaviour

1
private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.CompareTag("Player"))

{

int selectedSlot = PlayerPrefs.GetInt("SelectedSlot", 1);

PlayerPrefs.SetFloat($"CheckpointX {selectedSlot}", transform.position.x);

PlayerPrefs.SetFloat($"CheckpointY {selectedSlot}", transform.position.y);

PlayerPrefs.SetFloat($"CheckpointZ {selectedSlot}", transform.position.z);

PlayerPrefs.SetString($"SceneName {selectedSlot}",
SceneManager.GetActiveScene().name);

PlayerPrefs.Save();

Debug.Log("Checkpoint saved at: " + transform.position);

}
}
b
Jlictunr ¢aitny “FinishTeleport.cs”
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public class FinishTeleport : MonoBehaviour

{

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.gameObject.name == "Player")

{

Invoke("CompleteLevel", 2f);

b

}

private void CompleteLevel()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildIindex + 1);

Jlictunr ¢aity “ Chain.cs”

public class Chain : MonoBehaviour

{
[SerializeField] private float speed = 2f;
void Update()
{
transform.Rotate(0, 0, 360 * speed * Time.deltaTime);
b
b
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Jlictunr ¢aitny “PlayerTeleport.cs”

public class PlayerTeleport : MonoBehaviour

{

private GameObject currentTeleporter;

void Update()
{
if (Input.GetKeyDown(KeyCode.E))
{
if (currentTeleporter != null)
{

transform.position =

currentTeleporter. GetComponent<Teleporter>().GetDestination().position;

}

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.CompareTag("Teleporter"))
{
currentTeleporter = collision.gameObject;
}
}

private void OnTriggerExit2D(Collider2D collision)

{
if (collision.CompareTag("Teleporter"))

{

if (collision.gameObject == currentTeleporter)
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currentTeleporter = null;

b
b

Jlictunr daitny “PauseMenu.cs”

public class PauseMenu : MonoBehaviour

{

public static bool PauseGame;

public GameObject pauseMenu;

void Update()

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

{

if (PauseGame)

{

Resume();

b

else

{
Pause();

public void Resume()

{

pauseMenu.SetActive(false);
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Time.timeScale = 1f;

PauseGame = false;

public void Pause()

{
pauseMenu.SetActive(true);
Time.timeScale = 0f;

PauseGame = true;

public void LoadMenu()
{
Time.timeScale = 1f;

SceneManager.LoadScene("Start Scren");

h
}

Jlictunr ¢aiuty “CameraControler.cs”
public class CameraControler : MonoBehaviour
{
[SerializeField] private Transform player;
private void Update()
{
transform.position = new Vector3 (player.position.x, player.position.y,

transform.position.z);

h
h

Jlictunr ¢aitny “.cs”

public class Coli : MonoBehaviour
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[SerializeField] private string colliderScript;
[SerializeField] private UnityEvent colisionEnter;

[SerializeField] private UnityEvent colisionExit;

private void OnCollisionEnter2D(Collision2D col)

{
if (col.gameObject. GetComponent(colliderScript))

{

colisionEnter?.Invoke();

private void OnCollisionExit2D(Collision2D col)

{
if (col.gameObject. GetComponent(colliderScript))

{

colisionExit?.Invoke();

3mn.

Apk. Ne dokym. ITionuc | Jama

Apx.

III3.KP.b - 121 - 24 - 113

92




