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AHOTALIIA

Maricrepcbka po6oTa MiCTUTh 54 CTOPIHKHU MOSICHIOBAJIBHOT 3aIMCKH, 13 pUCYHKIB,
2 nonatku, 20 mKeper.

VY naniit poGoTi po3pobieHo Ta peanizoBaHo 2D mmardopmep s nepcoHaNIbHUX
KOMIT'IOTepiB Ha 0a3i irpoBoro pymiist Unity. [IpoBeneHo aHami3 cydyacHUX TEHJCHIIN Ta
MexaHik y sxaHpi 2D miatdopmepis, 1m0 JO3BOIUIO BU3HAYUTH ONTUMAIIbHY apXiTEKTypy
Ta IrPOBUM JU3aliH AJIs1 CTBOPEHHS 3aXOIUTIOI0YOI0 IFPOBOTO JTOCBIAY.

Po3pobisieH0 MoayIbHY HPOrpaMHy apXITEKTypy I'PH, peajli30BaHO KIKOYOBI 1MPOBI
MEXaHIKH, BKIIOYAIOYHM PyX MepcoHaxa (CTpUOKH, Oir, B3a€EMOJIS 3 OTOUYEHHSIM), CUCTEMY
KOJ131i, IHTEpaKTHUBHI €JIEMEHTH PIBHIB Ta CUCTEMY YIPABIIHHS I'POBUMHU CTAaHAMHU.

Kuarouosi ciaoBa: 2D mnardopmep, irpoBuit pymid Unity, irpoBa MexaHika,

KOHTPOJIEP MEepCoHaXa, po3po0Ka irop, iIrpOBUiA TU3aiH.

ABSTRACT

The master's thesis consists of 54 pages of the explanatory note, 13 figures, 2
appendices, and 20 references.

This work develops and implements a 2D platformer game for personal computers
based on the Unity game engine. An analysis of modern trends and mechanics in the 2D
platformer genre has been conducted, which allowed for the determination of the optimal
architecture and game design to create an engaging gaming experience.

A modular software architecture for the game has been developed, with key gameplay
mechanics implemented, including character movement (jumping, running, interaction with
the environment), collision system, interactive level elements, and game state management
system.

Keywords: 2D platformer, Unity game engine, game mechanics, character controller,

game development, game design.



TEXHIYHE 3AB/IAHHA

Heo06xi1H0 po3pobuTtH MOBHICTIO GYHKIIIOHAIBHY TPY, 3 IK MIHIMYM OJHUM T'OTOBUM

piBHEM, 1110 epedadae BUKOHAHHS TaKUX 3aBJaHb:

1.

Pyx rpaBus: CTBOpeHHS CKpHUIITIB JJIi TOPU3OHTAJIBHOTO pPYyXY, CTPHOKIB,
(ommioHanpHO) MpUCiTaHHsA/KOB3aHHs. [11aBHa Ta 4yTiauBa B3aeMo/Iis 3 (Hi3UKOIO.
Komizii Ta B3aemonis: HanamryBaHHs KOMI31MHUX IIapiB Ta TPUTEPiB I B3a€MOIIT
3 ruiatgpopMamMu, CTIHaMH, BOpOraMu, OOHyCaMH.

ba3oBi Mexaniku: Peanizaniss 0a30BMX BOPOTIB 3 MPOCTHUMH MaT€PHAMH, CUCTEMH
(GKHATTSD TPABIIA.

Ju3aiin piBHiB: CTBOPEHHS OJHOTO-IBOX IIKABUX Ta JIOT1YHO MPOJIyMaHUX PIBHIB 3
mwiatgopmMamu, MepemKkogamMu, BOPOraMu, OOHYCaMH.

KopucryBanpkuii intepderic (Ul): bazosuit Ul mis BimoOpaskenHst iHdopmartii
(KUTTs, May3a/pectapr).

3BYKOBI eekTu Ta My3uKka: /fomaBaHHs 3ByKOBUX €(EKTIB Ta (POHOBOI MY3UKHU JJIst
atMocdepu.

TectoBa 30ipka: 30ipka MPOEKTY y BUKOHYBAaHUM (haiil JjIsl TECTYBaHHS Ha 1HIIMX

CHCTCMaXxX.
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IEPEJIIK CKOPOYEHDb TA YMOBHHUX ITO3HAYEHb

2D — JIsoBumipuuii ipoctip (Two-Dimensional).

MK — Ilepconansuuii kommn'torep (Personal Computer, PC).

OOII — O6'ekTHO-OpieHTOBaHEe TIporpamyBaHHs (Object-Oriented Programming).

API — Intepdeiic mpukiannoro nporpamyBanns (Application Programming Interface).
SDK — KommuiekT 3ac06iB po3pooku (Software Development Kit).

IDE — InTerpoBane cepenosuiie po3pooku (Integrated Development Environment).
GUI — I'padiunuii inTepdeiic kopuctyBaya (Graphical User Interface, GUI).

Ul — Kopuctysanwkuii intepdeiic (User Interface, UI).

UX — Hocsix kopuctyBaua (User Experience, UX).



BCTYII

Cy4acHi mu(poBi TEXHOJIOT1i CYTTEBO 3MIHIOIOTh CITOCOOU CTBOPEHHS IHTEPAKTHBHUX
MPOJIYKTIB, 1 BiICOITPH B IIbOMY IIPOIIECI BIAIrParOTh 0COOJUBY poiib. BoHU MO€IHYIOTH
1H)KEHEpHI PIIICHHS, aJITOPUTMIYHE MUCJICHHS Ta TBOPYI MAX0U 10 poeKTyBaHHs. [lompu
cTpiMkuil po3BuToK 3D-rpadiku, 2D-mnaTdopMepn 3aUIIAIOTHCS MOMYISPHUM KaHPOM,
OCKUJIbKH JIaIOTh 3MOT'Y 30CEPEIUTHUCS Ha TOYHOCTI MEXaHIK 1 AKOCTI reimiuiero. Po3poOka
TAaKOro THUILY 1Irop noTpedye riamOOKOro po3yMiHHS MaTeMAaTUYHUX MOJEINIEH pyXy, CUCTEM
KOJI131i, TpaBUJI B3a€EMO/11 00’ €KTIB Ta MPUHIIUIIIB APXITEKTYPH MPOTPAMHUX PIIlICHb.

IrpoBuii pymiit Unity Hajiae THyYKe CepeOBUILE [T BCIX LIUX ACHEKTIB, MOEAHYIOUYH
IHCTpYMEHTH MJig1 poboTH 3 Tpadikoro, (PI3UKOI0, aHIMAILIEI Ta JIOTIKOI. 3aBISKU
niaTpumili MoBu C# BiH J103BOJISIE CTBOPIOBATH CKJIAJHI ITPOBI CHUCTEMU, HE BTpadarouu
KOHTPOJIIO HaJl iX BHYTPIIIHBOIO CTPYyKTypor. Tomy BuOip Unity s HaBYaJIbHOIO
JOCIIJKEHHST € ILIJIKOM OOTpYHTOBaHUM 1 3a0e3Medye MOXIJIHMBICTh BIATBOPUTH TMOBHUMN
LUKJI NPOEKTYBaHHS 2D-rpu.

O0’€eKT 10CTIIZKEHHA — TPOLIEC pO3pOOKH THTEPAKTUBHUX MPOTPAaMHUX CUCTEM Ha
OCHOBI ITPOBUX PYIIIiB.

IIpeamer pociaigkeHHss — MeToaM Ta 3acoOu ctBopeHHs 2D mnardopmepa 3
BukopuctanHsaM Unity 1 MoBHU nporpamyBanHs CH#.

Meta pobdoTtu — po3pobutu moBHOLIHHMKA 2D mnatdopmep, SKUl JEMOHCTPYE
3aCTOCYBaHHS MaTeMaTUYHUX MOJIEJEH, MpOorpaMHUX 1Ia0JIOHIB Ta IHXKEHEPHUX MIIXO0IB Y
moOy/I0B1 IrpPOBOT JIOTIKH.

Jljis nocsTHEHHS TOCTaBJICHOI METH BU3HAUYECHO TaKi 3aBJAAHHS!

® [IpoaHaNli3yBaTH CY4YacHUU cTaH MpoOJeMHOI 00JacTi Ta ICHYHOYl TIAXOIU 0
cTBOpeHHs 2D-irop;
e chopmyBatu i1H(OpMaIIiHY MOJAETb CHCTEMH Ta OIKMCATH B3a€EMOJII0 ITPOBUX

00 €KTIB;

e 100yayBaTH MaTeMaTUYHI MOJEII PyXy ¥ KOJi3iH, 1o HeoOXiaH1 Jyist maTdopMmepa;
® CIPOEKTYBATH aApPXITEKTYpYy MPOTPAMHOrO 3a0e3MeyYeHHs Ta peani3yBaTH KIIOYOBI

MEXaHIKHU TPH;



® TIPOBECTH TECTYBaHHS pOOOTH CHCTEMU Ta OLIHUTH 11 PYHKIIOHATIBHICTb.

HaykoBa HOBHM3HA o/lep:KaHUX Pe3YJIbTATIB MOJATAE Y MOETHAHHI MAaTEMAaTUIHUX
Mojenel (Bi3MKU PyXy 3 aJanTOBAaHOI apXITEKTYpPOIO IMPOBHX MOIYJIB, IO JI03BOJISIE
chopmyBaTH y3araibHeHUH miaxijg 10 ctBopeHHs 2D miardopmepa B yMoBax HaBUAILHOTO
AOCTKEeHHS. Y po0OTi CHCTEeMaTU30BaHO MPUHITUIHN OO0YI0BH irpoBuX MexaHik y Unity
Ta MPOJIEMOHCTPOBAHO CITOCIO 1X peaizallii uepe3 CKIHUCHH1 aBTOMAaTH CTaHIB 1 CTPYKTYPHI
1m1abJI0HU TPOTpaMyBaHHS.

IIpakTU4He 3HAYEHHS O/IePKAHUX Pe3yJIbTATIB MOJSITaE B TOMY, 110 CTBOPEHA Ipa
MO)XKe OyTH BHUKOpHCTAaHa SK HaBUYaJbHUW MPUKIAA JJIA CTYJICHTIB CHEMIaIbHOCTI
«Komm’roTepH1 HayKn», a 3alpOolOHOBaHI MOJEINI Ta apXITEKTYpHI pIIEHHS — Yy SKOCTI
OCHOBH JIJIs MOJANIBIIIUX MTPOEKTIB 200 pO3MIUPEHHS 1rpoBOro PpyHKIioHany. Po3pobieHuit
miatopmep MmiATBEPAKYE MOMKIHMBICTh 3aCTOCYBAaHHS TEOPETUYHHUX 3HAHb y peaTbHOMY
MPOTPAMHOMY MPOJYKTI Ta AEMOHCTPYE IUIICHUNA MPOLEC CTBOPEHHS I1HTEPAKTUBHOT

CHCTCMMU.
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PO3/L1 1. CTAH IPOBJIEMHOI OBJIACTI

[Inarpopmepu HanexaTb A0 HAWUCTApINIUX KAHPIB KOMIT IOTEPHUX BIJIECOITOp 1
(dakTUYHO copMyBalid YSABICHHS MPO pPaHHI MOMKJIIHMBOCTI I1HTEPAaKTHMBHHX pO3Bar.
Kiracuuni Ha3Bu Ha kmrant Super Mario, Contra, Prince of Persia, Castlevania, Megaman
gyn Sonic the Hedgehog naBHo cTanu yactunoto ictopii irpoBoi iHycTpii. L1 mpoexTn yacto
3rafyloTh SIK B3IpIll JKaHPY, aJKe caMe BOHM BHU3HAYWIMA HOTO KIIIOYOBI PHCH ¥ 3a1aiu
HampsM PO3BUTKY Ha Oarato pokiB Brepen [1].

VY O1IBIIOCTI TAKKX 1rOP MOKHA MTOMITUTH CH1IbHI PUCH:

® IrpoBHiIl TpoOllEC MOAAETHCS 31 CTOPOHM, IO JO3BOJSE YITKO OAUUTH MPOCTIP 1

HEPELIKOIH;

e piBHI MOOYJI0OBaHI Tak, H00 IpaBelb MOCTIMHO A0JaB MIATGOPMH Ta MEPEIIKOAH

CTpUOKaMU;

® VIPaBIIHHS OPIEHTOBAHE HA TOYHICTh PYXY M CBOEYACHICTH Jiil.

3 TUTMHOM Yacy »aHp 3MIHIOBABCS pa3oM 13 pO3BUTKOM TexHojorii. Komu rpadiuni

MOXJIMBOCTI ~KOMIT'FOTEPIB  JO3BOJWJIM TMPALIOBATH Yy TPUBUMIPHOMY HPOCTOPI,
iaTpopMepu MOCTYIOBO Toyanu nepexoauTH Bif 2D no 3D-nogadi. Tak 3’siBunucs cepii
Ha kwmrant Spyro, Crash Bandicoot uym Shrek. [leski kmacuuHi (paHIIM3U TaKOX
HamMarajucsl nepeocMuciauTu cedbe y 3D, olHAaK He BCl €KCINEPUMEHTH Oyl BIAIUMH.
Hanpuknan, pansi cripobu nepeHectu Prince of Persia y TpUBUMIpHICTh OTpUMAaH 3HAYHY
KPUTHUKY Yepe3 He3pyuHe KepyBaHHS Ta CyNepeuInBl TEXHIUHI PIIIEHHS.
Po3Butok 3D-TexHONOTIN BIAKPUB PO3POOHMKAM MOKJIMBICTh BIPOBAKYBAaTH HOBI
MEXaHIKH: BEPTUKAIBHHUM 1 TOPU3OHTAIBHHUMA OIT MO CTIHAX, CKJIaJIHI aKpoOaTU4YHI PyXH,
PO3IIKMPEHY B3a€EMO/III0 3 OTOYCHHSIM. Taki eIeMEHTH 3HAaYHO YPi3HOMaHITHUIM TeiMITIeH
1 PO3IIUPHUIN PAMKH JKaHPY.

Opnak momnpu akTUBHUM po3BUTOK 3D-irop, ABOBUMIpPHI MPOEKTH HE BTPATHIU
aKkTyanbHOCTI. J[esKl 3 HUX HE JIMIIE YCIIIIHO BUXOHATH Ha cydacHi miatdopmu, a U
KOHKYPYIOTh 3 MaclITaOHUMU TPUBUMIpHUMH XiTamu. [{o Takux moskHa BiaHectu Hollow
Knight, Ori and the Blind Forest, Dead Cells, Katana Zero Ta ixmii. YacTuHy mux irop

NIATPUMYBAIM ¥ BUAABAJIM BEJMKI KOMMaHii — 30kpeMa Microsoft, mo cBiauuTh mpo
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BHCOKY SIKICTh Ta KOMEPIIHUI MOTEHLI1al )KaHpy. 3HaUHa YaCTUHA CydyacHUX 2D-IpoeKTiB
30epirae CTUIb MKCETb-apTy, IO BIACHIAE 10 eCTEeTHKU 90-X 1 AKPECTIOE HOCTATBTIHHIMA

XApaKTECpP KaHPy, IIOECTHYIOUYH HOTO 3 CydyaCHUMU TEXHIYHUMH MOKJIUBOCTIMH.

1.1 TexniuHi 0c00JJUBOCTI Ta 0OMeKEHHS PYIIIis

CrtBopenns 2D-mnatdopmepa 4acTo CIpuiMaeThesl SIK HE HAATO CKJIAJHUMA MpolIec,
OJIHAK Yy peasibHIi po3poO0Illi BHHHWKAE OaraTo TEXHIYHUX HIOAHCIB, SKI BIUIMBAIOTH Ha
CTaOUIBHICTh Ta SIKICTb FOTOBOrO MpoaykTy. Unity 103BOJIsSIE CTBOPIOBATH MOMAIOHI irpu
JOCHUTb IIBUAKO, IPOTE 32 MOKIUBOCTSMU PYILISI CTOITh YUMAJIO OOMEXKEHb, SIKI MOTPIOHO
BpaxOBYBaTH Ha BCIX €Tarax poOoTH .

[Tonpu Te, M0 TBOBUMIpPHI MPOEKTU 3a3BUYAl CIOKUBAIOTh MEHIIIE PECypCiB, HIXK
TPUBUMIPHI, BOHH BCE€ OJHO MOTPEOYIOTh MpoayMaHoi onTumizauii. Jlo npukiangy, Benuka
KUIBKICTh ApiOHUX 00 ’€KTIB Ha CIIEHI MOXXE MPU3BECTH JO 3HUKEHHS MPOTYKTUBHOCTI.
Koxxen komaiinep, CKpunrt, aHiMmailisgs a00 MNapTHKI-CHCTEMa JOJa€ JI0 3arajbHOro
HAaBAHTAXKEHHS, 1 SKILIO X BUKOPUCTOBYBAaTH 0€3 CHUCTEMHOrO MiAXOAY, HaBITh MPOCTUN
PIBEHb MOXE TIOYaTH TaJIbMYBaTH.

CyTTeBY poJib BiAITpa€e TakoX MpaBUibHE HanamTyBaHHa (izuku. Unity nponoHye
komroHeHTH RigidBody2D 1 Collider2D, siki 3HayHO mOJErmyroTh poOOTy, MpOTe 3a
HEMPaBUJIHLHOTO BUKOPUCTAHHS BOHM MOXYTh CTBOPIOBATH JIOJAATKOBI MPOOJIEMHU.
Hanpuxknazn, HaaTo 4acTi nepeBipKH KoJ1i31id a00 BUKOPUCTAHHS CKJIAHUX KOJIAIepiB TaMm,
JIe MOKHa OOIMTHCS MPOCTUMHU MPUMITHBAMHU, TOTIPIIYIOTh 3arajibHy MPOAYKTUBHICTh. Y
iargopMepax, Jie BaKJIMBa TOYHICTh PyXy Ta 3ITKHEHb, TaKl JE€Tall MalTh BEJIHKE
3HAYEHHS.

Oxpema Tema — yIpaBJiHHS MEpCOHaXeM. ['paBili ayXe YyTIWBO pearyoTh Ha
3aTPUMKH, HAIMIPHY 1HEpIIit0 ab0 "BaTHICTH" BUKOHAHHS KOMaH. Y miatgopMmepax came
BITYYTTS KOHTPOJIIO BU3HAYAE, HACKITILKA KOM(POPTHOTO Oyie rpa. SAKino nepcoHax pearye
13 3aTpUMKOI0 a00 Mae HempupoaHy (i3uKy, Ie Maibke TapaHTOBAHO 3ITMCYE BPaXKEHHS,
HaBITh SKIIO BI3yaJlbHO Tpa BUMIsAAae n0o0pe. ToMmy po3poOHUKY HOBOJIUTHCS Oararto
eKCIiepuMeHTyBaTH 3 Input System, Bpy4dHy HajalITOBYBAaTH MapaMeTpU pyXy, 3aJaBaTH

MEX1 IPUCKOPEHHSI, BUCOTY CTPUOKA, B3aEMO/III0 3 TOBEPXHIMH.
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Takum ymHOM, TeXHIUYHA yacTHHA po3poOku 2D-mmardopmepa morpedye He auie
3HaHb MOXJIUBOCTEH Unity, a il po3yMiHHS TOTO, SIK MPALIOIOTH BHYTPIIIHI CUCTEMHU PYIIis

— (hi3uKa, OHOBJICHHS KaJIpy, ONTHUMI3allis Ta 00poOKa BBeaeHHs[2].

1.2 JIu3aiin rpm Ta cy4yacHi pMHKOBI yMOBH

HNuzaitn 2D-natdopmepa — 11e 3Ha4HO OWIbIIE, HIK MPOCTO CTBOPEHHS PIiBHIB 31
ctpubkamu. CyyacHi TpaBli MalOTh BHCOKY BHMOIJIMBICTb, a PHUHOK 1HAI-ITOp
NEPEHACUYCHUN CXOKUMH MPOEKTAMHU, TOXK CTBOPUTU IIOCh KOHKYPEHTOCIIPOMOYKHE CTa€
JeAalnl Bakdoro 3agadero. [ toro, mo0 rpa He 3aryOumacs cepel] IHIIMX, po3pOOHUKY
JOBOJIUTHCS IPOJYMYBATH HE JIMIIE MEXAHIKH, a 1 [IUTICHY KOHIIEMI[II0, CTHJIb Ta CTPYKTYPY
nojiayi.

OpnHe 3 OCHOBHMX AM3ailHEPCHKHUX 3aBAaHb — 3pOOHUTH TPy YHIKaJIbHOMO. ['paBiii
ChOTOMHI Oauuiau BEIUYE3HY KIIbKICTh IUIaTGOpMEpiB: 3 KOCMIYHOI TEMAaTHKOIO,
MY3UYHUMHU PIBHSIMH, TIKCEIb-apTOM, MYJBTAIIHUMU TEPCOHAXKAMH, aKpoOATUUYHUMU
MeXaHiKaM¥ TOIo. ToMy HOBa rpa MOBMHHA MATH JI€Tajlb, MATEPH, MEXaHIKY YU CIOKETHUH
eJIEMEHT, AKuM 3aram’sitaeThes. Lle Moxke OyTu He3BUYHA (i3MKa, IHTEPAKTHUBHI 00’ €KTH,
oco0JimBa cucteMa 0010 a00 HECTaHJAPTHUM CTUJIb MTOaYi.

[TapanenbHO 3 MM BUHUKAE MUTaHHS OaJlaHCy CKIIAHOCTI. Y CHIIIHUN 1aTdhopmep
MOCTYIIOBO HaBYa€ TPaBlisi HOBUM €JIEMEHTaM 1 poOuTh 1ie HenmomiTHO. [Ipoctuii piBeHb
MOJK€ CTaTH TPEHYBAaHHSM, a CKJIa/IHI IEPEIIKOAN BBOJATHCS JIUIIE TICIIs TOTO, SIK TPaBellb
3acBOiB 0a30B1 pyxu. SIKII0 Tpa MOPYIIYE 110 JOTIKY — HAMPHUKIIAJ, PI3KO YCKIATHIOE PiBHI
a00 poOUTH iX 3aHAJTO MEXAHIYHUMHU — I'PABELb MIBUAKO BTPAYa€ THTEPEC.

TyT BaXXJIUBO CTBOPUTH Tak 3BaHUM "irpoTik" abo irpoBuii notik (flow). Lle cran, y
SKOMY TpaBellb BIAUyBa€, M0 3aBJIaHHS JOCTaTHbO CKJIAJHI, 1100 OyTH IIKaBUMH, aje He
HACTUIbKU BaXKI1, IIO0 BUKIMKATU pO3JpaTyBaHHs. J[OCITTH IIbOTO YacTO HEJIErKO: 1HOI1
JIOBOJIUTHCS TIEPEPOOIISATH Pi1BHI, 3MIHIOBATA MEXaHIKH BOPOTiB, TECTYBAaTH KUJIbKA BapiaHTIB
iXHBOT MOBEAIHKY, MIEPEBIPATH PO3TAIIyBaHHS TIaT(HOPM, TACTOK 1 OOHYCIB.

CBOI0 poJib BIAIrparoTh 1 pUHKOBI peaii. Ycmimui npoekTH, Taki sk Hollow Knight,
Celeste abo Dead Cells, 3aganu BUCOKY MIIaHKY SIKOCT1. BOHU MO€HYIOTH 1IKaBUH CIOXKET,

CTUJILHY aHIMaIlilo, CKJIQJHICTh 1 IUIaBHICTh KepyBaHHsA. Ha (QoHl Takux mpoOEKTIB
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amMaTopchbka Irpa MOBHMHHA MaTH BJAacHY "POJ3HMHKY', HaBITh SIKIIO BOHA HEBEJIMKA 3a

MacuraboMm.

1.3 KopucryBaubkmuii 10¢Bij1, Bi3yajbHa MoJa4ya Ta XyJ10:KHsI CKJIa/10Ba

Kopucrysanpkuii gocsia (UX) — 11e Te, 1110 BU3HAYae, SIK TpaBellb CIpHUIIMaE Tpy B
miomy. HaBiTe y mpoctux miargopmepax BiH CKIIQIA€ThbCs 3 0e3liul ApiOHMX JeTasei:
HACHYEHOCT1 KOJIbOPIB, pOOOTH aHIMAaIlii, MIABHOCTI MEPEXOMiB MK CIICHAMH, CTUIIIO
3BYKiB, O(pOPMJICHHS MEHIO Ta 3pyYHOCTI YIPaBJIiHHS i CBO€YACHICTH il [4].

Bi3yasibHa yacTHHA TaKOX € BaKJIMBUM aclleKTOM I'pu. Halinepia npuyrHa nojsrae
B TOMY, IIIO SIKIIIO T'pa BUTJSAAE KPACHBO TO Ha HEl BXKE 3BEPHYTH yBary, 1o 301IbIIUTH
IIaHCH 11 Mpua0aHHs MOTEHUIMHUM KJIi€HTOM. BoHa BH3Hadae xapakTep rpu: KOMEiiHY,
aTMOCepHy, NOXMypy, eMoIiiHy. I[likceap-apT MOXE BHUKIMKATH HOCTAJIbIIIO,
MYJIBTSAIIHAA CTWJIb — JIETKICTh 1 JUHAMIYHICTh, a MIHIMAJIICTHUHMM MiAXig —
30Cepe/KEHICTh Ha TemIuiei . BaxkinBo, 11100 BC1 €JI€MEHTH BIATIOBIIAIN OJMH OJHOMY:
¢doH, nepcoHaxi, maaThopmu, ePexTy i HaBITh LIPUPT Y MEHIO.

Ponp animariii Takok BaXKO TepeoliHUTU. [lmaBHUN pyX, YITKI NEPEeXO0JH,
BI3yaJIbHUW BIATYK Ha KOXKHY JiI0 poOJIATH TPy BiAUYTHOW. SIKII0 CTpHOOK BHUIIISIIAE
"HeBaromuM'" a0o0 aHiMaIllli BOPOTIB 3aHAJTO PI3Ki, TpaBellb BiIUyBa€ TUCKOMQPOPT Ha
IHTYITUBHOMY PiBHI.

3BYK CTBOpIO€ aTMoc(epy He MeHIle, Hix rpadika. [IpaBunbHo migiOpaHi 3ByKOBI
edeKTu, KpoKH, yAapu, B3aeMOAis 3 00 €KTaMH, a TaKOXK MY3WYHHH CYIpPOBIJ MOXKYTb
3HAYHO 30aratutu COpUUHATTS cBITY. Unity Hajae IHCTpYMEHTH Jisl poOOTH 31 3BYKOM, alie
100 OTpUMATH SIKICHUHM pe3yJbTaT, MOTPIOHO PO3YMITH OCHOBH ayJ10AN3aiHy — YHUKATH
HaKJIaJICHHS 3aiBUX 3BYKIB, M1JOMPATH YaCTOTH, PETYJIIOBATH I'YUHICTh Ta OaJsiaHc.

[nTepdeiic, B cBOrO yepry, BIJAMOBIJAE 3a B3aEMOJIIIO I'pH 1 rpaBusd. Bin mae Oytu
JIOTIYHUM, 3PYYHUM 1 HITKO 3po3yMiunM. Enementn intepdelicy He MOBUHHI BiJBOJIIKATH
BiJl Tpu a00 3aKpUBATU KOPUCHY 1H(HOPMAIIIFO.

CyyacHi TeHJEHIII TaKOX MIIKPECIIOI0Th BaXKJIMBICTh JOCTYITHOCTI: MOYJIMBICTD
HaJAIITYBAaTH PO3MIpP TEKCTY, PETYJIIOBATH TUIT KepyBaHHs ToII0. [le 306151bI1ye mOTeHITIHHY

ayJIUTOPIIO Ta POOUTH TPy 3PYUHIIIO JJI BCIX.
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BucHoBKkH 10 po3aity

Po3pobka 2D-mnatdopmepa — 1€ KOMIDIEKCHA po0OTa, SKa OXOIUTIOE TEXHIYHI,
TU3aiiHEepChKl Ta XYAOXKH1 acmekTu. [l cTBOpeHHsS CcTaOUIbHOI TI'pu  HEOOXITHO
BpaxoBYBaTH OOMEXEHHS PYIIisl Ta 0COOTUBOCTI poOOTH (DI3UKH, ONTHUMIZYBaTH CUCTEMY
Ta 3a0€3MeUYNUTH TOYHE pearyBaHHs Ha Jlii TpaBIIs.

3 TOYKHM 30py AM3aiHY Ba)JIMBO 3HAWTH YHIKAJIbHICTh, 30aJIaHCYBAaTH CKJIAJHICTD 1
3a0e3MeYnTH TUIAaBHUN PO3BUTOK T'PABIsl BiJ MPOCTUX 3aBAaHb A0 CKiaaHimmx. CBIT rpu
Mae OyTH I[IKaBUM, a PIBHI — TaKUMH, 10 YTPUMYIOTh YBary.

XyA0XKHA 1 ay/ll0Bi3yalibHA CKIIaoBa (GOpMyeE 3arajibHe BpaxkeHHs Bij rpu. CTuib,

aHiMalli, 3ByK, 1HTeppeic — yce Ile BU3Hadae atMoc(epy Ta BIUIMBAE HA KOMQOPT
KOPHUCTYBaua.
Takum 4yuHOM, CTBOpeHHA IaTdopmepa — 1€ OaraTOrpaHHHM MPOLEC, SIKUN

BHUMAarae mpoyMaHoOCTi, TECTyBaHHs, yBaru J10 JAeTaliel 1 BMiHHS MTOEIHYBAaTU TBOPYICTH 13

TEXHIYHUMH HaBUYKaAMH.
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PO3/ILI 2. IHOOPMAIIIMHE 3ABE3IIEYEHHSI

VYcemimHe npoekTyBaHHS Ta peanizaris 2D mmatdopmepa B cepenoBuii Unity
3HAYHOIO MIPOIO IPYHTYETHCS HA peTeNbHO MiAiOpaHiil cucTeMi iHGOpMaLIHUX PeCypcCiB.
Le#t po3min po3kpuBa€e KOMIUIEKC Kepend, Mo (GopMyroTh iH(QOpMaIliiiHe MiAIPYyHTS
MIPOEKTY, TMOEIHYIOUM TEOPETUYHI MaTrepialid, TMPHUKIAJHI 1HCTPYMEHTH Ta IpPaKTU4HI

pexomMeHalli, HeoO0X1/1H1 AJIs MOBHOLIIHHOTO CTBOPEHHS ITPOBOTO MPOIYKTY.

2.1 O¢iniitHa 1oKyMeHTaNisA Ta ocBiTHI MaTepiaiau Unity

OpHuM 13 KIIIOYOBUX 1H(QOpPMALIMHUX CErMEHTIB € odiniiiHa qoxkymeHTauis Unity,
sSKa IOCIIa€ CTaTyC OCHOBHOI'O Ta HAMOUIBII JOCTOBIPHOrO JpKepena. Y HIM TO0JaHO
CHUCTEMAaTHU30BAHUM OMUC KOMIIOHEHTIB PYIIis, iXHIX MapaMeTpiB Ta B3a€MOJli, a TaKOX
HaBeleHO TOBHOLIHHUN noBiAHUK API (Application Programming Interface). [lo
JIOKYMEHTIB IIbOT'0 TUITY PO3POOHUK 3BEPTAETHCS SIK JJII OTPUMaHHS 0a30BUX MOSICHEHb, TaK
1 JUIs1 YTOYHEHHSI cieluivHuX JeTaliel, 0 BINIMBAIOTh Ha (PYHKIIIOHAIBHICTb TPH.
30kpema, JOKyMEHTAIlisl Hajae BUUSPITHI BIJOMOCTI MO0 TaKUX I1JICUCTEM:

e Input System — MOyIIb, 110 BiAIOBifae 3a 00pOOKY KOPHCTYBAILKOTO BBOY. Mloro
MpaBWbHE HaJalITyBaHHA 3a0e3neuye craluipHE 1 mepeadayyBaHe KEpyBaHHS
NEPCOHAKEM, MIATPUMKY PI3HUX MPUCTPOIB Ta THYUKICTh aAanTallii mij moTpedu rpu.

e Physics 2D — HaOip 1HCTPYMEHTIB 1 KOMIIOHEHTIB, IO pPEai3y€ ABOBUMIPHY
G13UKy: 31TKHEHHS, B3a€MOJII0 OO0’€KTIB, rpaBiTaliio, CUIy TepTs Touo. OCHOBHUMHU
ckmagopumu €  Rigidbody2D, Collider2D  (BoxCollider2D,  CircleCollider2D,
PolygonCollider2D), a Takoxx HamamTyBaHHs (13MYHOI CLIEHU Ta I1apiB B3a€MOIII.

e Animator Ta cucTeMa aHIMaIliii — KOMILIEKC 3ac0o0iB, IO JO3BOJISE CTBOPIOBATH,
VOPaBJISITA Ta KOMOIHYBaTH aHIMAaIlllifHI CcTaHU. BiH BUKOPUCTOBYETHCSA JUIsl peaiizailii
NOBEAIHKU MEPCOHAXKA, BOPOT'iB, IHTEPAKTUBHUX €JIEMEHTIB P1BHS.

e Ul Canvas — iHcTpyMeHTapiil g noOynoBu iHTepdency KopucTyBaya: MaHeml

CTaHy Tepos, JIYUILHUKH PECYPCIB, MEHIO May3H, iIHTepdeic 3aBepIlICHHSI PIBHSI.
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e Particle System — MOXJIMBICTh CTBOPIOBATH Ta HAIAIITOBYBATH Bi3yallbHI €(PEKTH,
K1 T ACWITIOIOTH BPpaXKEHHS BiJ[ IrPOBOTO MPOIIECY: ICKPH Bi yAapiB, M, epeKkTu cTprOKa,
a”iMarii Mariyeux ado MeXaHIYHUX ITO1H.

Oxpemo BapTo Bif3HauuTH HaByanbHy Iuiatgopmy Unity Learn, ae 3i0pani
IHTEpaKTUBHI KypCH, TOKPOKOBI MPOEKTH, MPUKIIAIN BUX1THOTO KOAY Ta MPAKTUYIHI BIIPABH.
[li maTepianu COpUsIOTH IIBUIKOMY 3aCBOEHHIO IIPUHIIUAITIB POOOTH 3 PYIIIEM 1 HAJAIOTh
NPAaKTHYHI MPUKIIAIH peatizallii THIIOBUX irpoBHX MeXaHiK[5].

[Topsin 13 odimifHUME pecypcaMH BaXKJIUBY pPOJIb BIAITPalOTh TEMAaTU4YHI KHUTH, (PaxoBi

CTaTTI Ta HaBYAJIbHI MOCIOHUKH, 1110 CTOCYIOThCSI TeMMAN3aHY Ta MPOTPaMHOI 1HKEHEPIi.

2.2 OujaiiH-cniIbHOTH, PEN03UTOPil BUXITHOT0 KOy

VY nporueci po3poOku irop Ha Unity BaXJIMBY poJib BIAICpalOTh HE Jiviie o(iiiiHi
Jpkepena iHpopMarlii, a i aKTUBHI OHJIAMH-CIUIBHOTH, Y IKUX OOTOBOPIOIOTHCS MPAKTHYHI
aCIeKTH CTBOPEHHS IrpoBUX TPOEKTIB. Taki mnatdhopMu BUKOHYIOTH (DYHKIIIIO
He(opManbHOI MIATPUMKH, AO3BOJISIIOYM OTPUMYBATH ONEpPaTUBHI MOPaa, OOMIHIOBATUCS
JIOCBIZIOM Ta 3HAXOJWTH HECTaHJAPTHI pillieHHA. Y 0araThoX BUMAJKaX caMe JUCKYCii B
CHUIBHOTAX JOMOMAararloTh po3B’sA3aTH NpoOsieMy HMIBUIIE, HIK CAMOCTIMHUN MOIIyK a0o
aHai3 JOKyMEHTaIll.

Opnumu 3 HaOUTBIT IHPOPMATUBHUX MaiaHuKKiB € odimiitai Gopymu Unity, Stack
Overflow, Reddit (po3ainu, npucBsiueHi iHIAI-po3poOul Ta Unity), a TakoXX YHCIEHHI
penosuropii GitHub i GitLab. Ix 3HadeHHs 115 IPOEKTY MOJATAE B JEKIIBKOX aCMEKTaX:

e OrnepaTiBHE BUPIMICHHS MPHUKIAIHUX 3a1a49. KO)KHUN TEeXHIYHUN BUKIIHK, 3 SIKUM
CTHUKAETHCS PO3POOHUK, 3 BEIMKOK MMOBIPHICTIO BXK€ OyB PO3IJITHYTHM KUMOCH paHillie.
Ile crocyerbcst omTuMizaiiii (i3WKH, HaJAIITYBaHHS aHIMAIlIMHUX CTaHIB, POoOOTH 3i
crpaiT-atnacamu, peanizaiii pyxy ado oOpoOku komiziii. @opyMHI OOrOBOPEHHSI 4acTO
MICTSTh KOHKPETHI (hparMeHTH KOy, TTOpaJiy 100 BUIIPABICHHS TOMIJIOK a00 JeTanbHI
MOSICHEHHS MPUYHH HEKOPEKTHOI MMOBEIIHKU CUCTEM.

e [lomyk edexkTHBHINIUX MIAXOMIB 10 peanizamii ¢yHKiioHany. JlocBiaueHi
PO3POOHHMKH TMPOTMOHYIOTh AJbTEPHATUBHI AITOPUTMH a00 CTPYKTYPH MPOEKTY, IO

A03BOJII€ IMOKPAIIUTHU HpOI[YKTI/IBHiCTB, 3HHU3UTHU CIIOKHMBAHHA pecypciB Ta CKOPOTHUTHU
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nyomoBanHs Koxy. [{e ocobnuBo minHO y 2D mmardopmMepax, e Ha CIIeHI OTHOYACHO MOXKE
OyTH 3HAYHA KUIBKICTh PyXOMHX 00’ €KTIB.

e JlocTyn 10 BIAKPUTHUX MPHUKIAAIB 1 TOTOBUX PIIICHb. Y PEMO3UTOPISIX BIIKPUTOTO
KOy MOXHa 3HAaWTH 3pa3Kd IHBEHTAPHUX CHCTEM, KOHTPOJEpIB pyXy, MLICHAepiB,
animariinux FSM-mamun, Ul-KOMIIOHEHTIB Ta 1HIIWX €JIE€MEHTIB. AHalli3 KOy 1HIIHUX
PO3POOHUKIB Jla€ MOXKJIMBICTh IepedMaTH Kpallll apXiTeKTypHI NPaKTUKWA Ta YHHUKATH
TUIIOBUX ITOMHJIOK Ha ITOYaTKOBOMY eTarti[6].

e (OgsHaifomJieHHsT 3 I1HCTpyMeHTamMH Ta TpeHaamu. CHOUIBHOTH aKTUBHO
00rOBOPIOIOTH HOBI Bepcii pyllisg, MOXIMBOCTI makeTiB Package Manager, cTopoHHI
IJIariHU, CUCTEMH aHIMallil, ONTUMI3alliiH1 TEXHIKU Ta MiAXOAH 10 OOy I0BH PIBHIB.
Takox BUCOKY IIHHICTh CTAHOBUTH BIJICOKOHTEHT. KaHaau 10CBITUEHUX MPAKTHUKIB, TAKUX
ak Code Monkey, Blackthornprod, Sebastiaan Lague Ta iHmI, MICTSITh MOKPOKOBI
MOSICHEHHSI CKJIAIHUX MEXaHIK, aHalli3 apXITeKTypu NOMyJspHUX Irop Ta po30ip
ONTHUMI3allIMHUX MiaX0/IB. BidyanpHa mojada martepially 3HAYHO CHPOIIYE 3aCBOEHHS
CKJIQJJHUX KOHIIETIIii 1 JooMarae 3aCTOCOBYBATH iX Y BJACHOMY MPOEKTI.

BaxnuBoto wyacTuHOO 1H(pOpMaIiIMHOTO 3a0€3MeUYeHHs] € aHami3 ICHYIYHX
KOMEpUIHHUX 1 He3anexHux 2D mnargopmepiB. BuBuUeHHS NOMIOHMX MPOEKTIB Jae
PO3yMIHHS TOTO, SIK OKpeMi AU3aliHEePChK1 PIIICHHS BIUIMBAIOTh HAa TTOBEAIHKY T'PABIs, IO
poOUTH PIBHI IIIKABUMU, a YIPABIIHHSI — IHTYITUBHUM. PeTenbHUI OTIIsA TaKUX 1rop, K
“Celeste”, “Hollow Knight”, “Dead Cells”, “Shovel Knight”, a Takox ki1acudyHuUX
m1aThopMepiB, T03BOJISIE OTPUMATH IIHHI TPAKTUYHI BUCHOBKHU:

e OliHKa CTPYKTYPH ITPOBOi MEXaHIKU. Y CHIIIHI IFPH MICTATh HU3KY PillIEHb MO0
pyXy, KOIi3iii, TOTiku BOpoOriB, miatdopM, HacTOK Ta IHTEPAKTUBHUX 00 €KTiB. IX aHami3
7A€ MOJKJIMBICTH 3pPO3yMITH, SKI MEXaHIKM 3py4yHl I TPaBIlB, a SKi MOTPeOyIOTh
JIOJATKOBOT ajarrrarii.

e BuBueHHs nu3aiiHy piBHIB. AHali3 TPAEKTOPIA PyXy, PO3MIMIEHHS MEPEHIKO/I,
TEMIy ITPOBOTO TMPOIECY J03BOJSE BHU3HAYUTH CTPYKTYpPY PIBHIB, HIO0 CTBOPIOIOTH
NPUPOJHUM “TIOTIK” MPOXOJKEHHS Ta YTPUMYIOTh YBary KOpUcTyBaya.

e OriHKa XyI0KHBOI Ta 3ByKOBOI CKJIa10BO1. BizyanbHuii cTHIb, poOOTa 31 CBITIIOM,
najgiTpa KoJbOpiB, My3UUHHUHN CYIIPOBIJ Ta 3BYKOB1 e(PeKTH GOpMYIOTh 3arajibHy €MOIIHHY
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kapTuHy. [IOpiBHAHHSA pI3HUX MIAXOMIB A€ MOXJIMBICTh MiAIOpaTH CTHIICTUKY, IO
MIIXOIUTh CaMe il TPi.

e Jlocmikenus iHTepdeiicHux pimenb. [Jobpe mnpomymanuii Ul 3abesneuye
KOM(OPT TpaBIsi, HE MPUBEPTAIOYN 3aiBOT yBaru 10 cede, ajie HaJalodu BCIO HEOOXiTHY
iH(opMariiro. BaxxiuBo po3yMmiTH, K 1HIII MIPOEKTH Peai3yIOTh HaBIraIlio, Bi0OpaKeHHS
CTaHy Te€posi, MEHIO Ta CHCTEMH ITiKa30K.

[loniOHuit aHami3 A03BOJISIE BUSIBUTH YCHIIIHI MIAXOAM Ta BOJHOYAC 3PO3YMITH, SIKUX
pillieHb BapTO yHUKaTHU, MO0 Tpa Oyja HE KOMI€, a KOHKYPEHTOCIPOMOXKHUM 1

BITI3HABaHUM MPOYKTOM|[7].

2.3 I'pagiuni pecypcu

CupaiiTi TOJ0BHUX MEPCOHAXKIB 1 BOPOKUX 1CTOT (HOPMYIOTH OCHOBY Bi3YyaJbHOTO
ctiiito rpu. KoxeH chnpallT CTBOPIOETBCS 3 ypaxyBaHHSM CHJIyeTy, MaclTtady Ta
9uTabeNbHOCTI, 100 rpaBellb JErko po3Mi3HaBaB [ii Ta HaMipu 00’ekTa. J[is mepcoHaxka
BXJIMBO TepenaTH He yuiie GopMy, a W XapakTep — HaNpUKIaA, 4epe3 Mo3y, BUpa3
oOnuyus abo mpornopiiii. Boporu 3a3suuaii mpoeKTYIOTHCS 3 ORI BUPAa3HUMU aKIIEHTAMU,
1100 0JIpazy 3pO3yMITH IXHIO HEOE3MEKY YU arpeCUBHICTb. Y Cl 11 €JIEMEHTH MOETHYIOThCS
B 3arajbHy XyJI0XHIO CTUJIICTUKY, 1110 TJCUITIOE aTMOC(Epy TPH.

AHiMaliliHi cnpalT-TMCTH MICTATH HAO1p OKPEMUX KaJPIB, 3 IKUX CKIIAJIAETHCA PyX
MEPCOHAXKIB, BOPOTIB a00 Oyab-sIKUX 1HIMX 00’€kTiB (auB. puc. 2.1). Koxumii kaap
300pakae meBHy (ha3y pyxy — KpOK, CTpHOOK, 3aMax 4u aTaky. SKICTh aHIMAIIIl 3aJIeKUTh
HE JIMIIEe B1J] KUTBKOCTI KaJipiB, a ¥ BiJ] IJIABHOCTI MEPEXO0/1iB MK HUMHU. Y CIIpalT-JIMCTaxX
3pY4YHO IpyIyBaTH OKpeMi Habopu aHIMaIii: Oir, CTOSHHS, YIIKOIKEHHSI, CMepTh Toulo. Lle
JI03BOJISIE KOPEKTHO HAaJIAIITOBYBaTH TMOBEAIHKY 00’ektiB y Unity Ta 3abe3neuye

MPUPOJIHICTh IXHBOT B3a€EMO/I1 3 TPaBIIEM.
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Pucynok 2.1 — AHIMaliitHuil CpanT-aucT

TexcTypm 3acTOCOBYIOTBCA JJI BI3yaldbHOTO O(QOPMIIEHHS MNPEIMETIB OTOYEHHS:
wiatgopM, JepeB, KaMiHHS, OyaiBelb, IEKOPATUBHUX €JIEMEHTIB. BOHU 0/1al0Th piBHSAM
AeTani3anli Ta poOisaTh CBIT I'PU NEPEKOHIMBUM. TEKCTypH 4acTO CTBOPIOIOThH Yy €IWHIN
HaJITPl KOJHOPIB, MO0 YHUKHYTH BI3yaJbHOTO “lIymMy” Ta 30€perTv LUIICHICTh CTHUIIIO.
Jlesiki 00’€KTH MOTPEOYIOTh TOAATKOBUX Bapiallii TEKCTyp — HAMpUKIIAJ, 3HOIICHICTb,
TpIlMHU a0 TiH1, IO JI0NIOMarae nepeaaT rIMOruHy Ta MiJICUIUTH aTMochepy.

doH piBHA 3a/la€ 3arajdbHUN HACTPIM CIICHW Ta Jomomarae nepeiaTd MpocTip 3a
MeXXaMU 1rpoBOi 30HHM (IuB. puc. 2.2). lle MoxyTh OyTH ropu, MIChbKI IeW3axi, JiCOBI
MacHUBH 4H iHTEp €pH cropya. YacTo GpoHu CKIaatoThes 3 IEKITBKOX MIapiB, IO JO3BOJISE
BUKOPUCTOBYBATH €(EKT MapajaKCHOTO PyXYy, CTBOPIOIOYH UII03110 TTUONHU. AKicHui GoH
HE BIJBOJIIKA€E, aje TapMOHIMHO JOMOBHIOE MEPEIHIN MUIaH, MATpUMye atMochepy Ta

CTHJIICTUKY TPH.
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Pucynox 2.2 — ®oHn nokarii
IlauTkoBi HaGopum — 1e KoJjekuii JpiOHMX TrpadiyHUX EJNEeMEHTIB, 3 SKHX
CKJIaIal0ThCS IrpoBi piBHI. BOHM 103BOMSIFOTH MBUAKO Oy1yBaTH TUIaTHOPMH, CTIHU, CXHITH,
JIEKOpaTHBHI 00’ €KTH Ta 1HII CTPYKTYpH. KoxHa miuTka Mae pikcoBaHUN po3Mip 1 JIOTTYHO
MOETHYETHCA 3 IHIIMMHU €JIeMEeHTaMH HaOopy. 3aBASKH IIbOMY PO3POOHHUK MOXKeE
CTBOPIOBATH CKJIAJHI JIOKalii 0e3 HeoOXiTHOCTI MaaioBaTH KOXXEH CErMEHT BpYyUHY.
Tilemaps TakoXx CHpOIIYIOTh ONTHUMI3ALI0: MOBTOPHE BUKOPHUCTAHHS IIMTOK 3MEHIIYE

HABaHTA)XCHHS Ha TIaM’ATh 1 MOKPAIIy€e MPOTyKTUBHICTh TPH.

Pucynok 2.3 — Habip miurok

21



2.4 Aynioingopmanis

3BYKOBI €(eKTH BITIrpaloTh BAXIMBY pOJb y CIOPUHHATTI A MepcoHaxa Ta
3arajibHOi JuHaMmikk Tpu. KopoTki aymiocemIuim sl KpPOKiB, CTPUOKIB, yJapiB YHu
B3a€EMOJIN 13 MpeaMeTaMH JOMOMAaraloTh TPaBII0 Kpalle OpPIEHTYBATHUCA B CUTyalii Ta
BiuyBaTh (Hi3uyHICTh TporieciB. [IpaBunbHO migiOpaHi 3BYKHM MiJACHIIOIOTH Bi3yallbHi
aHiMaIrii, poOJsATh iX MEePEKOHJUBIIIMMHU Ta 3a0€3MeUyOTh MBHUAMIMN 3BOPOTHUN 3B’ SI30K
Ha Jii KopuctyBada. BaxuimBo, mo0 edpextu Oynu 30aiaHCOBAaHUMH 3a TYYHICTIO Ta HE
NEPEKPUBATIN OJAMH OJHOTO — L€ JI03BOJISIE YHUKHYTH «IIYMOBOI'O MEPEBAHTAXXECHHSD 1
CTBOPIOE OUTbIII KOM(POPTHE ITPOBE CEPEIOBHUIIIE.

®oHoBa My3uKa (popMye eMOLIMHMI TOH PIBHIB 1 3aJa€ TPaBLIO HACTPIM Mia Yac
npoxomkeHHs. CayHITpeK MOXke CTBOPIOBATH aTMOC(epy HaIPyKEHOCTI, CIIOKOIO, IPUTOA
a00 HeOe3MeKH 3aJIeKHO BIJ TOTO, sKl1 MOl BiOyBaroThCsA B rpi. KoMmosumii 3a3Buyai
nig0uparoThCsl TakK, MO0 HE BIABOJIKATH BiJ ITPOBOTO MpOIECy, ajie BOJHOYAC
OIATPUMYBATH 3arajbHUW PUTM 1 CTHIICTUKY TPOEKTy. My3uKka, 110 OpraHidHO
MOENHYETHCS 3 BI3yaJbHUM O(OPMIIEHHSIM 1 MEXaHIKaMM, TOKpAIly€e 3aHYPEHHS TPaBLS Y

CBIT IpH Ta pOOUTH 3arajibHUi 10CBi/ Oibi IiTicHUM[8].

2.5 Kongirypauiiini gani

®di3uyH1 MapaMeTpu € OCHOBOIO PEATICTUYHOI MOBEIIHKHA BCIX O00’€KTIB y CIIEHI Ta
BHU3HAYAIOTh XApAKTEP PYXy MEPCOHAXKA, BOPOTIB 1 €IEMEHTIB IOBKIJLIA.

I'paBirauis 3agac BepTHKaIbHE NPUCKOPCHHS, SIKE€ BIUIMBAE€ HAa BHUCOTY CTpuOKa,
MIBUJKICTh TAJIHHS Ta BIAUYTTA “Baru” TMEpCOHaXkA. [i 3HauyeHHs 10U PAETHCS
EKCIIEPUMEHTAJIHO: SKIIO TpaBiTallis 3aHAJTO CilabKa, MepCoOHa)X 3aBUCA€ B IMOBITPI Ta
BTpayvac BIAUYTTS 1HEPIIiT; SIKIIO0 HaAMIPHA — YC1 PyXU CTAlOTh PUBKOBUMH, 1110 HETATUBHO
BILJIUBA€E HA ITPOBY IMHAMIKY.

() =vo t vyt gt (2.1)

Maca 00’exTiB BU3HAUa€, IK BOHU pearyloTh Ha (i3uuHi B3aemoii. Jlerki 06’ ektu
IIBUJIKO 3MIHIOIOTh IIBUJKICTh TMpPU 3ITKHEHHAX, MOXYTh BIJICKAKYBaTH a0o

MepPEeMINTyBaTHCS MPU MIHIMATLHOMY BIUTMBI. MacuBHI 00’€KTH 3alWIIAIOTHCS OUTBII

CTa0lIbHUMM ¥ BUMAararoTh OUIBIIOI CHUJIU JUIS 3MIHM CTaHy. Y 1uiaTdopmepi 1€ BaXIMBO
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JUTS IPABHJIBHOTO ONPALIOBAHHS PYXOMHUX IIIaT(HOPM, KEPOBAHUX BAXKEIB UM 00’ €KTIB, K1
rpaBellb MOXKE IITOBXaTH ad0 aKTUBYBAaTH.

Tpurepn BUKOPUCTOBYIOTHCS JJIS 3allyCKy MEBHHUX MOJIA Y KOHKPETHHUX TOYKaX
cuerd. Lle MoxyTh OyTH mepexoau MiX PIBHSMH, MOSiBa HOBHX BOPOTIB, MEPEMUKAHHS
aHIMaIlii, yBIMKHEHHS NTaCTOK a00 IHTEpaKTUBHUX 00’ €KTiB. Tpurepu He MaroTh HI3UIHUX
31ITKHEHb, aJIe PearyloTh Ha MOTPAIUISTHHS B HUX MEPCOHA)Xa Yd 1HIIOro 00’€KTa. 3aBAsKU
TpUrepam 3abe3rneuyeTbes JOT1YHa CTPYKTYpa PIBHS Ta 3B SI3HICTD ITPOBUX MEXaHIK.

B cBoto uepry cucrema BBeIeHHsI BU3HAYae, sIK cCaMe T'paBelb KEpye NEPCOHAKEM Ta
B3aeMoJii€ 3 iHTepdeiicom rpu. Y Unity 1OCTymHI ABI OCHOBHI CUCTEMU: KilacuuHui Input
Manager i cygacua Input System. Hogimuii BapiaHT 103BOJIsIE CTBOPIOBATH O1IBII THYYKI
Ta MaclmTaboOBaHI CXeMH KEPYBaHHS, OCOOJIMBO SKIIO Tpa MIATPUMYE IEKUIbKA THUIIIB
MIPUCTPOIB — KJaBiaTypy, reiMiaji abo MOOUIbHI €JIEMEHTH KEPYBaHHS.

HanamryBanns Input System 3a3Buyait nependoavae CTBOPEHHSI OKPEMUX JT1H, TAKUX
K “pyx”, “cTpubok”, “aTaka” yum “B3a€MOJISA’”’, MICIA YOrO iM MPHUB’SI3YIOTHCS BIAMOBIIHI
KJIaBil abo KHOMKHK KoHTposiepa. Kpim Toro, cucrtema 103BoJjsie KaliOpyBaTH Yy TIUBICT
OCeil, BCTAHOBJIIOBATH MIHIMAaJILHUH MOPIT CTIpaIIOBAaHHS a00 HANAIITYBATH OKpeMi podisi
st pisHux miargopm. Lle poOuTh kepyBaHHS OLIbII BIATOYEHUM Ta IHTYITUBHUM, IO
0e3nocepeIHbO BIUIMBAE HA KOMGOPT TpaBLsl.

Hagith nipu BUKOpHUCTaHH1 OLIbII TpocToro Input Manager BayKJIMBO JOTPUMYBATUCS
CTPYKTYpPOBAHOCTI: KOXHa Jisi TOBUHHA MAaTH BJAacCHY KJaBillly, a peaKilis Ha HaTUCKAHHS
Mae OyTH MOMEHTalbHOIO. HempaBuibHI HallalITyBaHHS CUCTEMH BBEACHHS MOXYTh
OPU3BECTU [0 3aTPUMKU KEpyBaHHSA, MOJABIMHUX CIpallOBaHb a00 HEKOPEKTHHX Iid

NepcoHa)a, 1110 HETaTUBHO MO3HAYUTHCS HAa ITPOBOMY ITPOIIECI.

2.6 Cuenn

Cuena B Unity € KJIIOYOBOIO CTPYKTYPHOIO OJUHHUIICIO MPOEKTY, y MEXax SIKOT
PO3MIIIYETHCS BCE, 110 0AYUTh 1 3 UMM B3a€EMOJIi€ TpaBenb(auB. puc. 2.4). Bona 06’ eanye
1rpoBi 00’ €KTH, JIOTIKY pIBHS, €JIEMEHTH KepyBaHHA Ta rpadiune opopmiieHHS. DaKTUIHO

CIIEHA BHUCTYIIA€ OKPEMOIO YaCTHMHOKO T'PH, HANPHKIAMA, PIBHEM, MEHIO a00 CHeEIlaJbHOI0

23



ciy>x00Bo10 JoKami€r0. KoKHuil KOMIMOHEHT CLIEHU Ma€ CBOE MPU3HAYEHHS Ta BIUIMBA€E HA
3arajbHy B3a€MOJII0 MK 00’ €KTaMH.

Kamepa BusHavae o6nacth, sIKy 0a4uuTh IpaBellb ITiJI 4ac I'pu. BoHa BiITBOpIOE
300pakeHHs HA €KpaHi Ta 3aja€ IepCleKTUBY, IIMOMHY i paMKM BHIAUMOCTI. li
HaJaIITyBaHHS BIUIMBAIOTh HA CHPUMHSATTS MPOCTOPY, IJIABHICTh PYyXy, a TaKOX Ha
3arajibHy Bi3yaJbHY SIKICTb CIICHH.

Ilnargopmu GopmMyrOTH TEOMETpiO pIBHS, BU3HAYAIOTH MUISXH TEPECYBaHHS
TepCcoHaXa Ta CTBOPIOIOTH MEPelKOAM. IXHi (i3MuHi BIACTMBOCTI — KOJIi3ii, po3Mipu,
Marepiaii — 3a0e3Meuyl0Th KOPEKTHY B3a€EMOJII0 3 TOJIOBHHUM TE€POEM 1 BOpPOTaMHU.
[Inatpopmu € ocHOBOIWO reiimIuieto B 1uiaTdopmepax, OCKUIBKA CaM€ BiJl HUX 3aJIeKUTh
CKJIQJIHICTh TPOXOJIPKEHHS Ta CTPYKTYpa KapTH.

I'os10BHMIE IEPCOHAXK — LICHTPATIbHUN 00’ €KT CLIEHU, YEPE3 SIKUI I'PaBELb B3a€EMOJIE
31 cBitToM rpu. Jlo mepcoHa)ka MNPUKPIILIIOITHCS CKPUNTH PyXy, aHiMalli, ¢i3udHi
KOMITOHEHTH Ta CUCTEMH KOHTPOJII0. Bim HOro moBeIHKM 3aJIEKUTh 3arajibHa KEPOBaHICTh
1 koM(popT rpu. Y ClieH] BiH MOBUHEH OyTH MPABUIBLHO PO3TALIOBAaHUH 1 MAaTH JOCTYI /10
BCIX HEOOX1TJHUX 00’ €KTIB Ta TPUTEPIB.

Boporu no01ai0Th piBHIO IMHAMIKKA W BUKIUKIB. KOXX€H BOpOr Mae BIIACHY JIOTIKY
TmepecyBaHHs, aTakkl Ta B3a€MOJii 3 TpaBIEM. IX pO3MillleHHS BIUIMBAE HA TEMII
IPOXOJKEHHS M CKJIQJHICTh PiBHA. BakinBo, 1100 BOPOTM rapMOHIMHO MOETHYBAIUCS 3
JU3aiHOM CLIEHU Ta B3a€EMOJISIIM 3 TUIaTPOPMaMU Ta MEXaMU PiBHS.

InTepdeiic kopucTyBaya B CII€HI MICTUTh TaKi €JIEMEHTH, SIK JTIYUIBHUKA 370POB S,
KUIBKICTB 310paHuX pecypciB, MeHIO nay3u uu nigkasku. Ul 3abe3neuye rpaBIfo J0CTyn 10
BaXXJIMBOI 1H(OpMAIlii Ta MiJCUITIOE IHTYITUBHICTD B3a€MO/II 3 Tpoto. EnemenTu iHTepdericy
ICHYIOTh Y BiacHoOMy mpoctopi — Canvas — ajne JIOTIYHO HalieKaTh JI0 CIIEHH SIK il

HEB1I €MHA YacTHHA.
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Pucynok 2.4 — Cuena

BucHoBkHM 10 po3ainy

VY3aranpHIOIOYH pe3yJbTaTh PO3JITY, MOXKHA 3pOOUTH BHCHOBOK, IO €(EeKTHBHA
po3podbka 2D mnardopmepa B cepemoBuili Unity € HEMOXKIMBOIWO 0€3 CHUCTEMHOIO Ta
KOMILUIEKCHOIO MiAX0Ay A0 poOoTH 3 1H(pOpMaliiHUMU pecypcaMu. YcCl PO3IIISHYTI
CKJIQZIOBl HE ICHYIOTH 130JIbOBaHO, a (POPMYIOTh €IMHY 1HPOpPMAIIIiHY €KOCUCTEMY, SKa
MIATPUMYE MPOLIEC MPOEKTYBAHHS, peai3allii Ta MOJalbIIOro BIOCKOHAJIEHHS 1rPOBOTO
MPOIYKTY.

[Toennanns oQimiiHOT TEXHIYHOI JOKyMEHTallli, HaBYaJbHUX MaTepiamiB Ta
OPaKTUYHUX MPUKIIAJIB 3a0€31euy€e METOI0JIOTTYHY OCHOBY PO3POOKH i MIHIMI3Y€E PU3UKHU
KPUTUYHUX TTOMUJIOK Ha eTari peaiizaiii. 3aydeHHs JOCBiay mpodeciitHoi CIiTbHOTH Ta
BIJIKDUTUX PEMO3UTOPIiB JO3BOJSIE ONTUMIZYBAaTH AapXITEKTYpHI PIIIEHHS, MIJBULIATH
AKICTh KOy Ta aJanTyBaTH MPOEKT JO CYYaCHUX BUMOT 1 TEHACHIIIH irpoBOi 1HAYCTPIi.

['padiuni, aynio- Ta KOH(}IrypauiiHi JaHl BUCTYMNAIOTh HE JIMIIE SIK JTOTMOMIXKHI
pecypcH, a K IHCTpYMeHTH (OpPMYyBaHHs I[iJTiCHOTO KOPUCTYBAllbKOrO JOCBimy. IX
y3roJKeHEe BUKOPUCTAHHS 0€3M0oCcepeIHbO BIUTMBAE HA CIPUNHSATTS TPH, PIBEHb 3aHYPEHHS

rpaBlsg Ta CTaOUIbHICTH irpoBoro mpoiiecy. CTpyKTypHa Oprasizaiisi CI€H, KOPEKTHE
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HaJamTyBaHHS (DI3UKM W CHCTEMHU BBENICHHSI CTBOPIOIOTH MEPETyMOBH JIi KEPOBAHOTO,
nepeadavyBaHOTO Ta KOM(GOPTHOTO TEHMILICIO.

Takum umHOM, iH(pOpMAaIiHE 3a0€3MCUYCHHS B MEXKaX JIAHOTO IMPOEKTY BUKOHYE
CTpaTeriuny (yHKI[iI0: BOHO HE JIMIIE MATPUMYE TeXHIUHY peainizaiito 2D miardopmepa,
a ¥ BHM3Haya€ SKICTh KIHIIEBOTO MPOJYKTY, MOro MaciTaboOBaHICTh 1 MOTEHIUAT s

IMOoAaJIbIIOrO PO3BUTKY.
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PO31J1 3. MATEMATHUYHE 3ABE3ITEYEHHSA

MatemaTtnuHe 3a0€3MeueHHs] MPOTrPaMHOTO MPOIYKTY € OCHOBOKO [UIsl OOYyIOBU
(dopManizoBaHUX MOJIEJEH, IO OMUCYIOTh JUHAMIKY IrPOBHX 00’ €KTIB, IXHIO MOBEIIHKY Ta
B3aEMO/III0 B MEXaX BIPTyaIbHOTO cepeioBuIna. JJi creliaJbHOCTI Tary31 IHpopMaIlinHux
TEXHOJIOT1M 0COOJIMBE 3HAUEHHS Ma€ HE JIMILE BUKOPUCTAHHS TOTOBUX (PI3MUHUX MOJIETEH
pyuIis, a i iX aNrOpUTMiuHE OCMHUCIICHHS, TapaMeTpu3allis Ta aJanTallis 10 KOHKPETHUX
BUMOT I'E€HMILIEIO.

VY mexax po3poOku 2D mnatdopmepa MareMaThuyHe 3a0€3MEUEHHS OXOILTI0E MO
pyXy MepcoHaka, MEXaHI3MH KOJII31i, aBTOMATH CTaHIB, aJITOPUTMH IITYYHOI'O 1HTEIEKTY
Ta (hopMai3oBaHl 3IEKHOCTI TEHMIUIEHHUX MapaMeTpiB. 3aCTOCYBaHHS TaKUX MOJENeH
N03BOJISIE  3a0€3MEYUTH  BIATBOPIOBAHICTh PE3YJbTaTIB, KOHTPOJBOBAHICTH ITPOBOIO

IPOLIECY Ta MOYKJIMBICTD MOAAJIBINOT ONTUMI3AIlT TPOrpaMHoOi peatizaliii.

3.1 MaTtemMaTH4Ha MO/ieJIb PyXy MepPCOHAKA

Pyx mepconaxka y JBOBUMIPHOMY MIPOCTOP1 OMUCYETHCS 3 BUKOPUCTAHHIM 0a30BHX
MOJIOKEHb KIHEMaTHKH, aJanTOBaHUX N0 JUCKPETHOI YacoBoi Mozem. KoopauHaTHMA
IIPOCTIP TPH BU3HAYAETHCS JICKAPTOBOIO CUCTEMOIO KOOPAMHAT, Y AKIH IMOJ0KEHHS 00’ €KTa

B MOMCHT 4acCy t 3agaeThCA BCKTOPOM:

p(t) = (2(2),y(2)) (31)
IBuKICTD PyXy NEPCOHAXKA BU3HAYAETHCS SIK MOX1HA KOOPIMHAT 32 YaCOM:
3(t) = dp(t) (3.2)
dt
[IpuckopenHs, y CBOIO YeEpry, € MOX1IHOIO BiJl IIBUKOCTI:
do(t) (33)

at) = —5

Y cepenoBumil Unity 0O4YMCIIEHHS 3IIMCHIOIOTBCS B JUCKPETHOMY BHUIJISIL 3
ypaxyBaHHSIM (iKcoBaHOTO abo 3MIHHOTO Kpoky uacy At. Toai piBHSHHA OHOBIICHHS

IIIBUIKOCTI Ta TIOJIOKEHHSI HA0YBaIOTh BUTIISTY:

27



T_«;.i—l—l =0 + a- At (3:4)

Di+1 = Pt + Upyr - At (3.5)
['paBiTaliiiHe NPUCKOPEHHS PO3IIIAJAETHCS K CTala BEIMYMHA, CIPSIMOBAHA B3JIOBX
oci Y y Bix’eMHOMy HanmpsMKy. Mloro 3HaueHHs BU3HAUYAE IWHAMIKY MaJiHHS Ta 3arajibHe
CIIPUHHATTS (I3UKH TPH.
Ctpuboxk peani3zyeThCcsl HUISIXOM 3aJaHHS TOYATKOBOI BEPTUKAIBHOT IIBUIKOCTI Vo y
MOMEHT BIAPUBY MEpCOHa)xka BiJ MOBepXHIi. llomanpmmii pyx ONUCYETHCS PIBHSIHHAM

PIBHOIIPUCKOPEHOTO PYXY:

52 (3.6)
y(t) = yo + vot %

MakcumanbHa BHCOTa CTpPUOKAa BU3HAYAETHCA 3 YMOBH HYJIBOBOI BEPTHKAIbHOI

IIIBAUIKOCTI:

0 (3.7)

tTTHJ,;L' —

g
2 (3.8)

Yy

-'I bmar —

2g

Takuif miaxig T03BOJISIE TOYHO KEPYBATH IMapaMeTpaMu CTpuOKa Ta ajanTyBaTH

MOBEIHKY MEPCOHaXKa 10 BUMOT irpoBoro au3ainy[10].

3.2 Moaeanb B3aeMojii 3 cepe1oBUILEM

B3aemonis mepconaxka 3 00’€KTaMM CLeHH (OpManli3yeTbcsl yepe3 MaTeMaThyH1
Mozenl Komizid. g onTumizaiii 0OYHCIIEHb 3aCTOCOBYIOTHCSI CIPOIICHI MeOMETPHUYHI
MPUMITHBH, 10 3a0€3MEUYI0Th IOCTATHIO TOYHICTh MPU MIHIMAJILHUX BUTpaTaxX PeCypcCiB.

OpHiero 3 6a30BUX MOJIENEH € 0CbOBO-OPIEHTOBAHUI OOMEKYBaJIbHUN MIPSIMOKYTHHUK

AABB. Jlnis nBox 00’exTiB A Ta B 3iTKHEHHS (DIKCYETHCS 32 YMOBHU:
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3.9

Aminx < Bmu:r:X A Amu:rX > -Bmi'n,X (39)
Awlfn}" < Biazy N A'-ﬁl'frm:r]"r > Bminy (3.10)

ITpomenese TpacyBanHs (Raycast) BUKOPHCTOBYETBCS JUISl NEPEBIPKM KOHTAKTY 3

noBepxHero abo nepemikonaMu. [IpomiHb 3a1a€Tbes MapaMETPUUHUM PIBHSHHSIM:

Ft)=d+d-t, t>0 3.11)

F)

JC O — II04YaTKOBA TOYKa, d— HaIIpsAM BCKTOpPA. HepCTI/IH IIPOMCHA 3 KOHaﬁﬂepOM BH3Ha4ac

HasIBHICTH (hi3uuHOi B3aemorii[11].

3.3 ABTOMATH CTaHIiB
Jlns hopmanizanii JIOTIKM TOBEIIHKH ITPOBUX 00’ €KTIB 3aCTOCOBYETHCS MOJICIIb

CKIHYEHHOIr0 aBToMara cradis. FSM OIIMCYETBCA KOPTCIKCEM!
FSM = (S,E,T, so) (312)

ne S — MHOXHWHa CTaH1B, E — MHO»kuHa nofii, T — GyHKLIs nepexoiB, So— MOYaTKOBHMA
CTaH.

JUJ1st TOJIOBHOTO MEPCOHAXa TAKUMU CTaHAMHU MOXKYTh OyTH: CHOKIH, pyX, CTpHOOK,
aTaka, oTpuMaHHs mkoau. [lepexin Mixk cTaHaMM BIIOYBA€ThCS MPH BUKOHAHHI 3aJaHUX

JIOTIYHUX YMOB, 110 3a0e3Meuye CTPYKTYPOBAHICTh 1 Iepe10auyBaHICTh MOBEIIHKY.

3.4 AropuT™MH IITYYHOI O iHTEJIEKTY
ITy4HHil 1HTENEKT BOPOTIB peaji3yeThCs HAa OCHOBI MPOCTHX MATEMATHYHUX 1
JOTIYHMX MOJIeJei, IO BIJAMOBIAAIOTH BUMOraM peajbHOro uyacy. I[laTpymroBaHHS

OMHCYETHCS MUKITIYHUM MEPEMIIIEHHSIM MK TPAHUYHUMHU KOOPIMHATAMH:
z(t+ 1) =x(t) +v-dir - At (3.13)
Pexxum mepecniyBaHHsI aKTHUBYEThCS HAa OCHOBI OOYHMCIIEHHSI €BKJIIJIOBOI BiJICTaHI

MD>K BOPOTOM 1 IEPCOHAKEM:

d = \/(m'p 3:{:)2 ; (y;ﬂ y‘f)z

(3.14)
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Sxuro d MeH1Ie 32 TOPOTOBE 3HAUEHHS, BOPOT 3MIHIOE CTaH Ta KOPUTYE HAMPSM PyXy

B OiK IpaBIf.

3.5 MaTemaTnuHi MojeJIi reiiMmniero
MexaHi3M HaHECEeHHs IIKOAUW (opManizyeTbcsi SK (PYHKIISA, IO BPaxoOBYE

aTaKkyBaJIbHI Ta 3aXMCHI TapaMETPHU:

D=A-K-R (3.15)
ne A — 6a3oBa cwia ataku, K — xoedinient moaudikaiiii, R — piBeHb 3axucry.
TaiiMiHTM aTak, BIZHOBJICHHS Ta aHIMALli I'PYHTYIOTHCSI HA MOPIBHSAHHI MOTOYHOTO

4acy 3 KOHTPOJIbHUMH 3HAYCHHAMM

(3.16)

t'rww tiu.ﬁ, E’ t(:rmfduwn

He H03BOJsI€ PCr'yJaIrOBaTH TCMII inOBOFO [npoueCy Ta YHHKATH HCKOPCKTHHUX

MMOBTOPEHb .

3.6 AIropuTMiyHi cXeMH JIOTiKH I'PU

Jlns y3aranpHEHHS MaTEeMaTHMYHUX 1 JIOTIYHMX 3aJIKHOCTEH BHKOPHUCTOBYIOTHCS
JiarpaMM CTaHIB Ta aITOPUTMIYHI cXxeMu. BOHM MOJal0Th MOBENIHKY ITPOBUX 00 €KTIB Y
BUIJISAL rpadiB, MO J03BOJsSE (QopMamizyBaTh MEPEXOIU, CIPOCTUTH TECTYBaHHS Ta

M1JIBUIIUTH MacIITa00BaHICTh TPOTPAMHOI CHUCTEMH.

-l L.
CToiTe MepecysacTels 3QiACH0E pHBOK 3QiACHI0E CTPMGOK
> <
F ~ 3 F Y T
MNapae

¥ Y

. IACH TpuGox sig)

ATaKye 2ainc H}E:HE .S < HYiNNRETLCR 33 CTiHY |[€—

|| M

Pucynok 3.1 — [liarpama cTtaHiB rpaBIst
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3 Toukm 30py 1HGOPMAMIMHUX TEXHOJOTIH, TaKWi MIAXia 3a0e3rnedye JiTKe
BIJIOKPEMJICHHS JIOTiKH, CIIPOIIY€ CYIPOBIJ MPOTPAMHOTO KOJY Ta CTBOPIOE OCHOBY IS

0JIaJIBIIIOTO PO3BUTKY IpoeKTy[12].

BucHoBkuM 10 po3ainy

VY Tperbomy po3aim Oyno chopmMoBaHO MaTeMaTH4HE MHIATPYHTS, HEOOXigHE AJis
peanizanii 2D mmatdopmepa B cepenonutli Unity 3 mo3uiliii iHpopMaiiifHIX TEXHOJIOT1H Ta
QITOPUTMIYHOTO  MOJIENIIOBaHHS.  PO3rMIssHYTI  MaTeMaTH4HI  MOJEN  JO3BOJISIIOTH
dbopmanizyBaTl KJIIOYOBI MPOILIECH ITPOBOI CUCTEMHU Ta 3a0€3MEUUTH KEPOBAaHICTH 1l
MOBEJIHKH B peajbHOMY 4Yaci.

IToGynoBa Mojaeni pyxXy HepcoHa)ka Ha OCHOBI PIBHSHb KIHEMAaTHKH Jiajla 3MOTY
omHcaTH 3MIHY TIOJIO)KCHHS, IMBHAKOCTI Ta TMPUCKOPEHHS y IHCKPETHOMY YacOBOMY
IPOCTOPi, 11O BIAMOBIAAE MPHUHIIMIAM PoOOTH irpoBoro pymiisa. dopmanizaiis cTpulOka
yepe3 aHANITHYHI 3aJIe)KHOCTI MK TOYaTKOBOK IIBHJAKICTIO Ta TpaBITAllliHUM
MIPUCKOPEHHSAM CTBOPIOE MOKJIMBICTh TOYHO HANAIITOBYBATH AWMHAMIKY PyXy W JocCsraTu
IPOTHO30BAHOI MOBEIIHKU MIEPCOHAXKA.

MareMaTHyHUN OMUC B3aEMOIIT 3 ITPOBUM CEPEIOBHINEM, 30KpEMa BUKOPHUCTAHHS
mojeneir AABB Ta npomMeHeBOro TpacyBaHHsI, 103BOJIsi€ €DEKTUBHO BU3HAYATH 31TKHEHHS
Ta KOHTAKTH 3 TIOBEPXHSIMU MPU MIHIMAIbHUX O0YHCIIIOBATIBLHUX BUTpaTax. L{e € BaxxmBuMm
3 TOYKM 30py ONTUMI3allli MPOAYKTUBHOCTI, II0 Ma€ OCOOJMBE 3HAYCHHS JIJIs
IHTEPAKTUBHHUX CUCTEM PEATHHOTO Yacy.

3acTocyBaHHS CKIHUEHHHUX aBTOMATIB CTaHIB 3a0e3Meuye CTPYKTYPOBAaHUHM MIAXI] 10
OMHUCY JIOTIKM TIOBEAIHKM TMEepCOHaxka Ta BoporiB. Taka Qopmainiszaiisi CHpoILye
MIPOEKTYBAHHS CKJIQJAHUX CIIEHAPiiB B3a€MO/Iii, MIJBUIYE YUTAOCIBHICTh ANTOPUTMIB 1
CTBOPIOE OCHOBY ISl TOAAJIBIIIOTO MacIITaOyBaHHS 1rPOBO1 JIOTIKH.

Po3rnsgHyTi airopuTMM IITYYHOrO IHTENEKTY JEMOHCTPYIOTh MOXKIIMBICTD
BUKOPHUCTAHHA MPOCTHX MaTeMaTUYHHUX MOJENIe JIJIs peastizailii 6a30BuX (GopM MOBEIIHKH,
TaKUX K TNaTPYJIIOBaHHS Ta MeEpeciilyBaHHA. BukopucTaHHs BiJCTaHEW, MOPOTOBUX
3HAaYeHb 1 YaCOBHX OOMEKEHb JI03BOJIE CTBOPUTU MEPEKOHJIMBY MOBEAIHKY BOPOTiB 0O€3

HaI[MipHOFO YCKIIaAHCHHA 00YHCIICHb.
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Oxpemy yBary npuIijIeHO MAaTEMAaTUYHOMY OMHCY FeHMIUIEMHUX MEXaHiK, 30KpeMa
HAHECCHHIO WIKOAM Ta KEpyBaHHIO TaiiMiHramu Jiii. Dopmamizamis LHUX MPOLECIB
3abe3mneuye OanaHc irpoOBOTO MPOLECY Ta JTO3BOJISIE TOYHO PETYIIOBATH CKIAIHICTD 1 TEMIT
MIPOXOIKCHHSI.

Takum urHOM, MaTeMaTHYHE 3a0e3MeueHHs, PO3pO0IIeHE B MeKaX JaHOTO PO3Iiy,
BUCTyHae (HyHIAMEHTOM JUI MOJAJIBIIOI MPOrpaMHoi pearizanii npoekty. Bono noeanye
TEOPETUYHI MOJIEIIl 3 MPAKTUIHUMH alITOPUTMAMHU, 3a0€3MeUye JOT14YHY I[UTICHICTh IrPOBO1
CUCTEMH Ta CTBOpIO€ yMOBU i edektuBHOI peamizauii 2D mnatdopmepa 3

BUKOPUCTAHHAM Cy4YacCHUX MiIXO01B 1H(HOPMALITHUX TEXHOJIOTIH.
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PO31JI 4. TPOI'PAMHE 3ABE3IIEYEHHSA

[rpoBuii pymiiit € 6a30BUM MPOrpaMHUM KOMIIOHEHTOM, Ha IKOMY OyIyeTbcst OyIib-
SIKUWA CydacHUM 1rpoBuUid 3acToCyHOK. CaMme BiH 3a0e3Meuye peai3alliro TeXHIYHOT YaCTUHU
IpU Ta BHUCTyNAa€ MPOMDKHOIO JIAHKOIO MIXK amapaTHUMHU pecypcaMmH KOMIT'toTepa 1
PUKJIAJHOIO JOT1KOI0, CTBOPEHOI0 PO3POOHUKOM. BUKOpUCTaHHS TOTOBOTO PYIIisS CYyTTEBO
CIIPOIIyE TIPOIIEC PO3POOKH, OCKUIBKM HaJa€e HaOIp yKe peanmi30BaHUX MEXaHI3MIB 1
010110TEK, a TaKOX 3py4HUil rpadiuyHuil iHTEpdeiic s podoTH 31 ClieHaMHu, 00’ €KTaMU Ta
pecypcamu.

OpHi€ero 3 KJIIOYOBMX  MepeBar  IrpoBUX  pYWIiB €  MIATPUMKA
MYJIBTUIUIAT(HOPMEHHOCTI. 3aBAsSKU I[bOMY OJUH 1 TOM caMuii MporpaMHUil KoJl MoKe OyTH
a/JlarTOBAHUI JJIs1 3aIlyCKY Ha pi3HUX IUIaTdopmax, 30KpemMa MepcoHaJIbHUX KOMIT I0TEpax,
IFPOBUX KOHCOJISIX Ta MOOUIBHHUX MNPUCTPOAX. Takuil miAXiJl 3MEHLIye BUTPATH 4Yacy W
pecypciB Ha pO3pOoOKy OKpeMHX BEpCiii MPOrpaMHOTO MPOAYKTY Ta MiABHUILYE HOTO
JOCTYIHICTb JUIsl KIHIEBUX KOPUCTYBayiB.

[rpoBuit pymiiii OXOMUIIOE OIIBIIICTh KIIOYOBUX IMMIJICUCTEM 3aCTOCYHKY, IO
BIJIMOBIJIA€ KJIIACUYHUM TI1X01aM 710 MO0y 10BU apXiTeKTypu irpoBux pyuriis [13]. o Hux
HaJjeXaThb MOJYJ PEHIAEPHUHTY Tpadiku, CUCTEMHU aHIMallii, 0OpOOKH 3BYKY, (PI3UUHOTO
MOJICTIOBAHHS, KEpyBaHHS pecypcamH, a TaKoXX 3acoOM MiJKIIIOUYEHHS Ta BUKOHAHHS
nporpaMHux cKpurtiB. OKpeMy poJsib BIAITParOTh IHCTPYMEHTH JUIsl peaii3alii 1rpoBOro
ITYYHOTO IHTENEKTY, 0 JAO3BOJISIIOTH ONKCYBAaTH MOBEAIHKY MEPCOHAXKIB 1 00 €KTIB Ha
OCHOBI aJITOPUTMIYHHMX MOJIEIeH Ta aBTOMATIB CTaHIB.

BaxnuBoro 0COOJNMBICTIO CydacHMX pYLIiB € MOXJIMBICTh iX IOBTOPHOIO
BUKOPUCTAaHHSA B PI3HUX mpoekTax. OAMH 1 TOM caMuil MPOTPAMHUN KapKac MOXKe
3aCTOCOBYBATUCh JIJIi CTBOPEHHS IrOp pi3HUX KaHpPIB ab0 HaBITh MPOTrpaM 3 IHIIOIO
(YHKIIOHATBHOK CHPSIMOBAHICTIO, IO POOUTH PYLIH YyHIBEPCATbHUM MPOTPaAMHUM
THCTPYMEHTOM.

[TonsTTs irpoBoro pyuis chopmyBanocs Ha nodatky 1990-x pokiB, KOJIM 3pOCTaHHS
MONYJIAPHOCTI TPUBUMIPHUX 1rOp, 30KpeMa HIyTEepiB BiJl MEPIIOi 0coOH, MPHU3BEIO 0

YCKJIaIHEHHS POTPAMHOI YaCTUHH ITPOBUX MPOEKTIB. Y 1€l mepio po3poOHUKHU MOYaiu
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YCBIIOMJTFOBATH JOTUTBHICTh BITOKPEMJICHHS 0a30BHX TEXHOJIOTTYHMX KOMITIOHEHTIB Bij
KOHKPETHOTO IrpoBOTO KOHTEeHTy. lle nano 3mMory MmoBTOPHO BHUKOPHUCTOBYBATH BIKE
CTBOPEHI NPOTrpaMHi PpillIEHHS, JIIEH3yBaTH iX Ta 3aCTOCOBYBaTH B HOBHUX IPOEKTaX,
CKOPOUYIOYH BUTPATH Ha PO3POOKY 1 TEPMIHH BUXOAY MPOAYKTY Ha PUHOK.

3 yacoM Taki MporpamHi pillieHHS €BOTIOIIOHYBAIM Y TOBHOIIIHHI KOMEPIIiH1 irpoBi
pyIIii, K1 CTaJd JOCTYITHUMHM JUIsl CTOPOHHIX pO3pOoOHUKIB. J[0 HAMBIIOMIIIUX MPUKIAIIB
Hanexath Unity, Unreal Engine, CryEngine, Frostbite Ta Godot. Komnanii-po3po0Huku
pYIIIiB OTPUMYIOTh MPUOYTOK 3a paxyHOK JIIEH3YBaHHS CBOiX TEXHOJIOTIH abo
BlJIpaxyBaHb 3 MPOJAXIB IrOp, CTBOPEHUX HA iXHIA OCHOBI, IO CTUMYJIIOE MOJAIbIINANA
PO3BUTOK 1 BIOCKOHAJIEHHS IUX MPOTPAMHUX IIATHOPM.

3 TeXHIYHOI TOYKHU 30py OUIBIIICTH ITPOBUX PYIIiiB MOOYA0BaHI 32 KOMIIOHEHTHUM
npuHOUNOM. Takui miaxia JT03BOJISE€ 3aMIHIOBATH a00 PO3IIMPIOBATA OKPEMI MiJICUCTEMU
06e3 HeoOX1THOCTI MOBHOI MepepoOku apxiTektypu. Hanpukmnan, crangapthi ¢i3udni abo
3BYKOB1 MOAYJIl MOXYTb OyTH JIOITIOBHEH1 CTOPOHHIMHU 010i0TeKamMu, TakuMu sik Havok,
PhysX a6o FMOD, 3anie:xHo BiJi BUMOT KOHKPETHOTO MPOEKTY.

Bucoka rHydKicTh IrpOBHX PYIIIiB 3yMOBHJIA X BUKOPUCTAHHS HE JIUIIE B IrPOBIi
1HAYCTpli. 3aBASIKM MOKIIMBOCTI 00OpOOKH TPUBUMIPHOI Ipaiky B peKUMI PeasIbHOTO Yacy,
TaKi CHCTEMH aKTUBHO 3aCTOCOBYIOTHCS y cdepl apXiTeKTypHOi Bi3yasisallii, CTBOPEHHS
pPEKJIaMHUX MaTepialliB, IHTEPAKTUBHUX MPE3CHTAIII} Ta HABITh Y KIHOBUPOOHUIITBI.

3arajgpHOI0 TEXHIYHOIO OCHOBOIO ITPOBUX PYILIIB € BUKOpUCTaHHA rpadiuaux API,
takux sk Direct3D a6o OpenGL, a Takox HU3BKOPIBHEBHX 010J10TEK, IO 3a0€3MeUyIOTh
e(eKTUBHUI Ta anapaTHO HE3aJEKHHUI JAOCTYN J0 pecypciB KOMIT I0TepHOI cuctemu. Lle
J03BOJISIE  JTOCSITATH  BHUCOKOI MPOJYKTUBHOCTI Ta CTAOUIbHOI POOOTHM MPOrpaMHOIO
MIPOJIYKTY Ha PI3HUX KOHQITYpaIlisax o0aa HaHHS.

Cepen HailOUIBII TOMIMPEHUX ITPOBUX pPYIIIiB, SIKI BUKOPUCTOBYIOTHCS SIK Y
HaBYAJbHMX, TaK 1 B KOMEPIIHHUX MPO€EKTaX, Mo)kHa BUaLMTH GameMaker: Studio, Unreal
Engine ta Unity, KoeH 3 IKHMX Ma€ BJIACHI 0COOJIMBOCTI, TIEpeBaru Ta chepy 3acToCyBaHHS.

Bubip nporpamuoro 3abe3nedeHHs 3/11MCHIOBABCS HE JIMIIE 3 MO3UIIIT 3py4HOCTI, a
nepenyciM 3 OISy Ha TEXHIYHI XapaKTePUCTUKH, apXITEKTypHI MOMJIMBOCTI Ta
BIJIMOBIAHICTh CYYaCHUM IT1IX0aM JI0 PO3POOKH IHTEPAKTUBHUX CUCTEM.
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Oco6muBy yBary Oyio MPUIIICHO MOXJIMBOCTI YITKOI peamizallii Mojene pyxy,
KIHIIEBHX aBTOMATIB Ta aJTOPUTMIB MOBEIIHKH, a TaKOX MIATPUMII MaciTaOyBaHHS i

Moau(iKallii MporpaMHOi apXiTEKTYpH 0€3 CYyTTEBOTO MEPEIPOEKTYBAHHS.

4.1 TexniuHe 00IpyHTYBaHHsSI BUOOPY Ta onuc irposoro pyuis Unity

Unity o6pano sik 6a30Buii pylIii 3 OrJIsAy Ha MOro apXiTeKTypHY YHIBEPCaJIbHICTb
Ta ONTUMAJIbHY MIATPUMKY IBOBUMIpHOI ¢i3uku. Ha BiAMiHY BiJ By3bKOCHEI[IaIi30BaHUX
2D-dperimBopkiB, Unity Hajia€ TOBHOIIIHHY CUCTEMY YIIPaBJIiHHS CIICHAMH, KOMITIOHEHTaMHU
Ta pecypcamu, 10 T03BOJISE PO3TIAAATH PO3POOKY TPH K 1HXKEHEPHHM MpoIiec MO0y 10BH
CKJIQJTHOI ITPOTPaMHOI CUCTEMHU.

KitouoBUM TEXHIYHUM apryMEHTOM € KOMIIOHEHTHO-OPIEHTOBaHAa MOJIENb, SKa
(paKTHYHO pealli3ye MPUHLMUIIM CIA0KOT 3B’S3aHOCTI Ta MOBTOPHOTO BUKOPUCTAHHS KONY.
Jlorika pyxy, oOpoOka BBe/IeHHS, (pi3nyHa B3a€MO/IIs Ta aHIMAIIIS Peai3yIOThCS Y BUTIISAI
HE3aJIKHUX KOMIIOHEHTIB, IO JO03BOJIAE JIOKAII3yBaTH 3MIHHM Ta 3MEHIIMTH KUIBKICTh
1mo0iyHuX e(eKTiB mpu Moau(iKkalii pyHKIIOHAITY.

®iznunuit pymin Unity nis 2D 6a3yerbest Ha 6i0mioTeni Box2D, sika BUKOpHCTOBY€E
JUCKPETHY IHTETPaLil0 PIBHSIHb PyXy Ta ONTHUMI30BaH1 aJrOPUTMU BUSBIICHHS 31TKHEHbD.

HasiBHiCT Benmnue3HOi KUIBKOCTI OQIMIMHUX Ta CHUIBHOTHUX HaBYAJIBHHUX
MaTepianiB, GopyMmiB, TyTOPialiB Ta OHJIANH-KYPCIB 3HAYHO CIPOIIYE BUPIIICHHS MPoOIeM
Ta JJOCTYI JI0 TOTOBUX pimeHb. Unity Asset Store e riinauM mpkepenom roroBux 2D acceTiB
(rpadika, aniMmarlii, 3ByKH, CKpWIITH) Ta IUIAriHIB, M0 MOXE 3HAYHO MPUCKOPUTHU
MPOTOTUITYBaHHS Ta PO3POOKY.

OxpeMoro mepeBarol0 € MiATpMMKa PI3HUX THUIIB KOMI3IMHUX MEPEBIPOK, 30KpeMa
AABB Ta tpacyBanns nmpoMeHiB (Raycast), siki 3aCTOCOBYIOTBCS JJIsl BU3HAUEHHS KOHTAKTY
3 TIOBEPXHEI0, BHUSBIICHHS TEPEIIKO] Ta KOHTPOJIO JIOTIKM TOBENIHKH TepcoHaxa. Lle
3a0e3neuye edeKTUBHE MOEIHAHHS MATEMATHYHUX AJITOPUTMIB 1 TIPAKTUYHOI peamizarii
IrpOBOi MEXaHIKU.

I'padiunuii i"Tepdeiic irpoBoro pymis Unity mnoOymoBaHuil 3a MOIYJIbHUM
MPUHIIMIIOM 1 CKJIAJA€ThCsl 3 HAOOpPY B3a€EMOIIOB’SI3aHUX BIKOH, KOXHE 3 SIKHX BHKOHYE
OKpeMy (PYHKIIIFO B TIPOIEC PO3POOKHU MPOrpaMHOro MpoayKTy. Takui mijaxia J03BOJIsE
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OpraHizyBaTu poOOYHUH MPOCTIPp MAKCUMATIBLHO 3pYYHO Ta aanTyBaTH WOTO I KOHKPETHI
noTpedu po3poOHHKA.

VY crangaptHiil koHbIrypauii iHTepdeicy eHTpaibHe MICIE 3aiiMae BIKHO CILICHH,
K€ BUKOPUCTOBYETHCS A Oe3MmocepeHboi poOOTH 3 IrPOBHM CBITOM. Y IIbOMY BiKHI
PO3POOHUK MOXE PpO3MIITyBaTH O00’€KTH, 3MIHIOBaTH iX IIOJIOKEHHS, MacmTad Ta
OpIEHTAIl10, a TAKOXK MEPEryIsiaaTh CIICHY B PI3HUX pekUMax BigoOpaxeHHs. BikHO clieHH
3a0e3mnedye Bi3yadbHUU KOHTPOJb HAJ MPOCTOPOBOIO OpraHi3aIli€l0 PIBHIB 1 J03BOJISE
OIIEpaTUBHO OLIIHIOBATH PE3YJIbTATU 3MiH.

BikHO i€papxii NpoeKTy BiaoOpakae CTPYKTYpy MOTOYHOI CLIEHHU Y BUIJISAL IepeBa
00’exTiB. BOHO 1E€MOHCTpYe B3a€MO3B’SI3KH MIXK €JIE€MEHTaMHU IFPOBOrO CBITY, 30KpeMa
BKJIaJICHICTh O0’€KTIB Ta iX OAaThKIBCHKO-JAOYIPHI 3aJIeKHOCTI. Taka CTpyKTypa 3HAYHO
CIIPOIIIY€ KEpYBaHHS CKJIQJHUMU CLIEHAMHU, 1110 MICTSTh BEJIMKY KUIbKICTh KOMIIOHEHTIB, Ta
JI03BOJISIE IIBUJIKO 3HAXOAUTH HEOOX1/IHI €IEMEHTH.

Oxkpemy poib y poOOTi 3 pyIIIieEM Bifirpae BIKHO iHCIIeKTOpa. BoHO mpu3HaueHe s
neperyisiAy Ta peAaryBaHHsI BIaCTUBOCTEM BUOpaHOro 00’ekta abo pecypcy. Came uepes
THCTIEKTOp 3AIMCHIOETHCS HAJIAINTYBaHHS KOMIIOHEHTIB, TaKuX SK TpaHcopMmarris,
KoJaiaepu, (Gpi3udyHl mapamMeTpu, aHIMATOPU Ta KOPUCTYBALbKl CKPUITH. 3aBIASKH LIbOMY
BIKHY PO3pOOHHUK MOXE JIETAIHPHO KEPyBaTH IOBEIIHKOI 00’€KTiB 0e3 HEeoOXiTHOCTI
HOCTIHHOTO pefaryBaHHs MPOrPaMHOTO KOJY.

BikHo ormsny pecypciB (Project) BHUKOpPUCTOBYeTbCS [UIsl yIpaBiiHHS BCIMa
(aitnamu, 0 BXOAATH 10 CKJIaay MPOEKTY. Y HbOMY 30€pIraroThCsi CKPUITH, TEKCTYpPH,
ayniodaiinu, animarii, mpedadu Ta iHII pecypcH. JlaHe BIKHO J03BOJISIE€ BIOPSIKOBYBATH
MaTepiaiai MPOEKTY 3a MankaMHu, [0 MO3UTUBHO BIIMBAE HA YMTAOCIBHICTh CTPYKTYPH Ta
3pYUYHICTh MOJANBIIOTO CYIPOBOAY MPOTPAMHOTO MPOIYKTY.

OxpiM OCHOBHUX BIKOH, iHTepdeiic Unity Moke OyTH HONOBHEHUN I1HIIUMU
JOTIOMDKHUMH TIAHEJISIMU, TaKUMHU SK BIKHO mieperisimy Tpu (Game), KOHCOMb st
BiJ1I0OpaXKeHHA MOBITOMJICHB 1 MOMUJIOK, @ TAKOX THCTPYMEHTH JJIsl poOOTH 3 aHIMaIlisIMHU,
OCBITJICHHSIM Ta TPOQUIOBAaHHSAM MNPOAYKTUBHOCTI (AuB. puc. 4.1). I'myuka cucrema
HaJIAIITYBaHHS JO3BOJISE€ 3MIHIOBAaTH PO3TAIllyBaHHS BIKOH a00 CTBOPIOBATH BJIACHI poOOoUl

MaKeTH, 110 MiABUIYE €PEKTUBHICTh MPOIIECY PO3POOKH.
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Pucynok 4.1 — Intepdetic irposoro pymiis Unity
3aBasgku Takiid oprasizauii iHTepgeiicy Unity 3a0e3nedye 3po3yMIIUi 1 JIOTITYHO
CTPYKTYpPOBaHUI poOOUYUI TIPOCTIp, KU MOEAHYE Bi3yallbHI Ta MPOTPaMHI IHCTPYMEHTH B

€IMHE CEPEIOBHIIE PO3POOKH.

4.2 OOrpyHTYBaHHSI BUKOPUCTAHHS MOBU nporpamyBanHs C#

Mosga nporpamyBanHsi C# Oyna oOpaHa 3 Orjisiy Ha ii 4ITKy 00’ €KTHO-OpIEHTOBaHY
MOJIEJIb Ta CTPOTHI KOHTPOJb THIIIB, 110 € KPUTUYHO BKIMBUM IPHU peatizallii CKIaaHuX
CHUCTEM 3 BEJIMKOIO KIJTbKICTIO B3aEMOTIOB’ I3aHUX 00’ €KTIB. Y KOHTEKCTI JUTUIOMHOI POOOTH
C# nosBosisie (opmaiizyBaTu IrpoBY JIOTIKY Yy BHUIVISII KJaciB, IO BIAMOBIIAIOThH
MaTeMaTUYHUM MOJEIISIM 1 aBTOMaTaM CTaHIB.

3 TEXHIYHO1 TOYKHU 30pYy BAKIIMBOIO € MIATPUMKA MOA1H Ta JIeJIeraris, Kl JO3BOISIOTh
peanizoByBaTH pEaKTHUBHY MOJENIb TNOBEAIHKA 1rpoBux 00’ekTiB. lle cmpoirye
CUHXPOHI3AII0 MIX PI3SHUMHU MIACHCTEMaMH TPH, TaKUMHU SK KepyBaHHA, (i3UKa Ta
aHiMallisi, 6€3 CTBOPEHHS KOPCTKHUX 3aJIEKHOCTEM.

Taxkox C# 3abesneuye noCTaTHIA pIBEHb MPOAYKTUBHOCTI misi 2D irop,
BUKOPUCTOBYIOUM KEpPOBaHY IMaM siTh 1 MeEXaHi3M 30UpaHHs CMITTS, IO 3HIDKYE

HMOBIPHICTh KPUTUYHUX IMOMUJIOK, OB’ A3aHUX 3 HEKOPEKTHUM YIPABIIIHHIM peCypcamu.
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Hagirairist mo koty 103BOJIsI€ pO3POOHUKY JIETKO MEPEXOIUTH 10 BU3HAUEHb METO/IIB,
KJ1aciB, 3MIHHUX a00 iHTepdeticiB ogunM kimikoMm. Oynrkmii "Go to Definition" Ta "Find All
References" € He3aMIHHUMU 171 PO3YMIHHS BEJTUKUX KOJOBUX 0a3 Ta MIBUAKOT Mou(ikarii
byHKITIOHATY, 0COOIUBO TIpH POOOTI 3 apxiTekTyporo Unity, e CKpUIITH B3a€EMOIIOTH 3

YU CICHHHMMH KOMIIOHCHTaMMU.

4.3 Texuiuni npuuunn Bukopucranusa Visual Studio Code

Visual Studio Code BUKOPHCTOBYETHCS SIK OCHOBHE CEPEIOBHUIIE POOOTH 3 KOJIOM 3
OrJIsiAy Ha MOTrO MOJYJIBHY apXITEKTYypy Ta e(pekTuBHY 1HTerpauito 3 ekocucremoro .NET.
Ha BinMiny Biag noBHOdyHKIIoHANIBHUX IDE, VS Code He HaB’s3y€e ®KOPCTKOI CTPYKTYpHU
IPOEKTY, 110 J103BOJISIE THYYKO aJanTyBaTH MIpolec po3podku 1o ocobnuBocted Unity-
MIPOEKTY.

Woro mnomymsphicts cepen pospobumkis Unity 3pocrae 3aBmskd edeKTUBHil
1HTerpaiii Ta MUPOKUM MOXIHBOCTIM posmupenHs. VS Code interpyerbest 3 Unity He
MPOCTO SIK TEKCTOBUM PENAKTOP, a SIK MOBHOLIHHHUI IHCTPYMEHT PO3pOOHUKA 3aBASKU
cnieriagbHuM posmupeHHsM, 30kpema "C# Dev Kit" Ta "Unity Tools". i po3mupenHs
tpanchopmyrots VS Code y BucokoedeKTUBHE cepeOBUIIE JIsl pO3POOKH 1rop, HaJarouu
HU3KY KPUTHYHO BKIMBUX MOXKIIUBOCTEN

3HAYHOIO TEXHIYHOIO IIEPEBAroi0 € HasBHICTh CTATHYHOT'O aHaJI3y KOAY Ta CHCTEMH
aBTOJONOBHEHHS, SIK1 AOMOMAararoTh MIATPUMYBAaTU KOpEeKTHICTh BUKIUKIB Unity API Ta
3MEHIIYIOTh KUIbKICTh CHHTAKCHUYHUX 1 JIOTIYHUX MOMUJIOK. MeXaHI3MH BiIJIaroJ[KEHHS
J03BOJISIIOTh BUKOHYBAaTH TOKPOKOBHMI aHall3 BHUKOHAHHS ITPOBUX CLEHApiiB, IO €
0COOJMBO BaXJIMBUM MpU TEPeBIpIi poOOTH KIHUEBHUX aBTOMATIB 1 CKIAJHUX YMOB

IIepexo0/1iB MIXK CTaHAMM.

4.4 TexHiuyHa TOULIbHICTH BUKOPUCTAHHSA I'PaivyHUX i 3ByKOBHUX PeJaKTOPiB
Buxopuctanuss GIMP Tta Aseprite 3ymoBIeHE HEOOXIAHICTIO KOHTPOIIO SKOCTI
rpadiyHUX peCypCiB Ta iX BiAMOBIAHOCTI BUMoraM pyiis Unity. 3 TEXHIYHOI TOYKH 30py

BOXJIMBOIO € MOJJIMBICTh TOYHOTO KEPYBAHHS pO3MIpamMH CIpaiTiB, MPO30PICTIO Ta
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CTPYKTYPOIO CHPANT-IIMCTIB, OCKUIBKK I1¢ O€3MOCcepeHhO BIUIMBAE HA KOPEKTHICTH
aHIMaIlii i NPOyKTUBHICTh TPH.

Audacity BUKOPHCTOBYETBCS [JIsl TIATOTOBKH ayliOKOHTCHTY 3 YpaxXyBaHHSIM
TEXHIYHUX 0OMEXKEHb IrpoBOro pymrisa. OnTuMizallis TPUBAJIOCT1, YaCTOTH TMCKPETH3AI] Ta
dbopmaty (aitaiB 703BOJISIE€ 3MEHIITMTH HABAaHTAXKCHHS Ha 11aM’SITh 1 3a0€3MeYUTH CTa0lIbHY

poOOTY ayaioMmiACUCTEMH.

4.5 Po3poOka MexaHik rpaBust

Po3poOka irpoBoro 3acTOCyHKY Ha IMOYaTKOBOMY eTami OyJjia 30cepeli’KeHa Ha
MPOEKTYBaHHI Ta peani3auii 0a30BUX MEXaHIK KEPYBAHHS IMEPCOHAKEM, OCKUIbKU CaMe
BOHHM (DOPMYIOTH OCHOBY IrpOBOIO IpOILECY Ta 0e3M0cepeIHbO BINIMBAIOTh HA KOMQOPT 1
JTMHAMIKy B3a€MOJIIi TpaBls 3 irpoBUM cepenoBuieM. KopekTHa poboTa 1UX MEXaHIK €
KPUTUYHO BAXJIMBOIO IS TIOJIATIBIIIOTO PO3BUTKY MPOEKTY Ta BIIPOBAIKEHHS CKIIHITIINX
ITPOBUX CUCTEM.

VY Mexax 1uporo eramy HeoOXiAHO OyJjio peanizyBaTh KOMILUIEKC (DYHKI[IOHAIBHHUX
MOXJIMBOCTEH, 110 3a0e3MeuyloTh TOBHOIIIHHY KEPOBaHICTh IMEPCOHAXKa, a came:
CTaHJapTHE TOPU30HTAJIbHE TMepemilieHHs (Oir), BUKOHAHHS CTPUOKIB, B3a€EMOAII0 31
CTIHAMH Yy BUIUISIAI 3aXOIUICHHS, MOXJIMBICTh BHUKOHAHHS BIAINITOBXYBAaHHS BiJ CTiH,
KOPOTKOYaCHUM PUBOK JIJIS MIBHUJIKOT 3MIHU TO3HIII1, @ TAKOXK CHCTEMY aTaKH JIJIsl B3a€MOI1
3 Boporamu abo 00’€KTaMU HaBKOJMIIHBOTO cepenoBuia. KoxHa 3 mepeiiuyeHnx MeXaHik
BUMaraja TOYHOTO HaIAIITyBaHHA (PI3UYHUX MapaMeTpiB, 0OpOOKM BBOIY KOPHCTyBaua Ta
CHUHXPOHI3allil 3 aHIMaI[IHHUMU CTaHaMH TIEPCOHAXKA.

3 MeTow TMIABUILEHHS YWUTAa0eNbHOCTI KOAY, CIPOILIEHHS TECTYBaHHS Ta
3a0e3MeyYeHHs] MOMKJIMBOCTI TOJANBIIOr0 MaciiTa0yBaHHS OyJl0 NPUNHATO PpIlLICHHS
pO3AUIMTH  (YHKIIOHAIBHICTh KEPYBaHHA TpaBLUEM Ha KUJIbKa JIOTITYHO HE3aJEHKHUX
CKpuITiB. Takuii maxij BIAMOBIJAE MPUHIIUIIAM 00’ €KTHO-OPIEHTOBAHOTO MPOTPaMyBaHHS
Ta CIPHsE 3MEHIIICHHIO 3B’ SI3HOCTI Mi>K KOMIIOHEHTaMu cuctemu[14],

VY pesynbrari apxiTeKTypa KepyBaHHs IepcoHaxeM Oysa peanizoBaHa y BUIJISII

TPbOX OCHOBHHMX CKPHIMTIB:
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Player — kiac, 1110 BiimoBiia€ 32 BUCOKOPIBHEBY JIOTiKY OBEIiHKH IPaBIsL. Y HHOMY
30CepeIKeH1 METO/IU, SIK1 ONKUCYIOTh MOXKIIMBI JIiT MEPCOHAXKA, TaKl AK PyX, CTPUOKH, PUBOK
1 aTaka, a TAKOK KepyBaHHs cTaHaMM aHiMailiil. L{ei kiiac BUCTynae eHTpaaIbHOIO JTAHKOIO
MDXX BBOJIOM KOPUCTYyBaua Ta (Pi3WYHUM MEPEMIIIEHHAM 00’ €KTa B IrPOBOMY MPOCTOPI.

Gamelnput (InputHandler) — craruuynuii kimac, NpU3HAYCHHEA IS OOpPOOKH
KOPHCTYBAIIbKOT0 BBOAY. BiH BiIIIOBI1a€ 32 3UMTYBaHHS CUTHAJIIB 3 KJIaBlaTypu a00 1HIIHMX
MPUCTPOIB KEPYBAHHS Ta MEPETBOPEHHS iX y 3p03yMiIi JUIs irpoBoi Jioriku komaHau[16].
Buxopucrtanss okpeMoro kiacy ais 0OpoOKH BBOAY JO3BOJIAE JIETKO 3MIHIOBAaTH CXEMY
KepyBaHHd a00 ajantyBaTtd 1i mig 1HON miaaTgopMu Oe3 BHECEHHS 3MIH y KOJ, IIO
BI/IMOBIJIA€ 32 MOBEAIHKY MEPCOHAXKA.

ActorController — kiac, skuii peanizye HU3bKOPIBHEBY JIOTIKY MEPEMIllICHHS Ta
B3a€EMOJIIi 3 IrpOBUM cepenoBuuieM. BiH BiamoBinae 3a (pi3uyHi po3paxyHKH, 0OpoOKy
31TKHEHb, NEPEBIPKY KOHTAKTy 3 IMOBEPXHSAMHU, @ TAKOXK KOPEKTHY 3MIHY KOOPAMHAT
nepcoHaxka y mpoctopi ciieHu. Came B IbOMY KOMITOHEHTI 30cepe/ikeHa po0oTa 3 pizuuyHuM
pyuieM Unity, 30KkpemMa 3 CUCTEMOIO KOJI131i Ta rpaBiTalii.

Takuit oAl BIAMOBIAATLHOCTEH MK OKPEMHMH CKPHUIITAMH JIO3BOJIMB CTBOPHUTH
THYYKYy Ta 3pO3YyMITy apXiTeKTypy KEpyBaHHS TpaBIEeM, IO IMOJICTIIYE TOJATbIINN
PO3BUTOK IIPOEKTY, BNPOBAKCHHS HOBHUX MEXaHIK 1 ONTHUMIZAII0 BXKE peasli30BaHOIO
dynkuionany. KpiMm Toro, o6pana cTpykTypa 3HAUHO 3HUKYE PU3UK BUHUKHEHHS TIOMUJIOK

Ta CIIpoIye€ nmpoucc HaJlaroaKCHH.

4.5.1 BnpoBajKeHHs nepeMillieHHs

VY mpotieci NpoeKTyBaHHS ITPOBOi MEXaHIKK OyJI0 00paHO MiJIXiJ, OPIEHTOBAHUM Ha
peanizaniro (i3MIHO 0OTPYHTOBAHOI CUCTEMH PYXY MepcoHaxa. Takuii BUOIp 3yMOBIICHUN
HEOOX1HICTIO AJOCATHEHHA NIepe10auyBaHoi Ta IHTYITUBHO 3p03yM1JI01 MOBEIIHKH IPaBIIS Y
MPOCTOP1 ITPOBOTO PiBHSA, 10 O€3MOCEPETHHO BIUIMBAE HA SKICTh TEUMIUICIO Ta BITUYTTS
KEepyBaHHSI.

IrpoBuii pymiit Unity Hamae kijibka CoCOOIB peaiizailii nepemiiieHHs 00’ €KTIB Yy
cueni. Halimpoctimmm 3 HUX € 6e3nocepents 3MiHa mapameTpiB komnonenrta Transform,
OJIHAK TAaKWUW MIJX1J HE BPaxoBYyeE il CHJ, 1HEpIi Ta 31TKHEHb BIJMOBIIHO JI0 3aKOHIB
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¢bi3uKn. ANBTEpHATUBHUM 1 OUTBII KOPEKTHUM 3 TOYKH 30py MOJCIIOBAHHS PYXy €
BUKOpHUCTaHHA (i3muHoro kommoHeHTa Rigidbody2D, sikuii iHTErpye 00’€KT y cucTeMy
JBOBUMIPHOT (PI3MKHK pyIIis Ta JO3BOJISIE€ 3aCTOCOBYBAaTH BOYJIOBaHI MEXaHI3MU OOpOOKHU
rpasiTallii, IPUCKOPEHHSI Ta B3a€EMO/I1 3 IHIIUMHU 00’ EKTaMH.

3 orJsay Ha 1 0COOJIMBOCTI, JJISI ITPOBOrO 00’€KTa, 0 MPEACTABIISE MEPCOHAXKA,
oyno nomano kommnoHeHT Rigidbody2D. Ile mamo 3mory peanizyBatu pyX, 3aCHOBaHUM Ha
MPUKJIQZCHH] CHIT 1 3MiHI MIBUIIKOCTI, a HE Ha MPsAMIN 3MiH1 KoopauHat. J1Jis 3a0e3neueHHs
KOPEKTHOI B3a€MOJIii 3 ITPOBUM CEPEIOBHINEM TaKOX OyJIO BUKOPHUCTAHO KOMIIOHEHT
Capsule Collider 2D, sxuii Hagae 00’exty pizuuny popmy y BUrIsal kancyiu. Taka popma
€ ONTUMAJbHOIO JJISl MEPCOHAXIB IUIAT(GPOpPMEPIB, OCKUIBKM BOHA 3MEHILIYE KUIbKICTh
HebakaHUX 3aCTpsiraHb Ha Kpasx miatdopm Ta 3ade3neuye cTabuIbHI KOJI3il M| 9ac pyxy
1 CTpHUOKIB.

[Ticnst mogaBaHHS (I3UMYHUX KOMITIOHEHTIB CTAJIO MOXKJIMBUM IEPEUTH JI0 PO3POOKU
KOPHUCTYBAIIbKUX CKPHIITIB, III0 KEPYIOTh MOBEAIHKOIO rpaBls. Y cepeaoBuili Unity Taki
CKPHIITH TaKOX BUCTYIAIOTh K KOMIIOHEHTH Ta MOXXYTh OyTH O€3MOCcepeTHbO MPUB’ A3aH1
710 IrpOBOTO 00’€KTA, 10 J03BOJISIE THYYKO HAJIAIITOBYBATH MapaMeTpu pyxy 0e3 3MiH y
MPOrpaMHOMY KO/II.

Jlnst peanizanii MexaHiku Oiry OyJio BU3HA4€HO HaOlp OCHOBHHUX IMapaMeTpiB, sKi
OMHCYIOTh (PI3MYHI BJIACTUBOCTI PYyXy IMepcoHaxa. o HMX HauexaTb: MakCHMajbHa
mBUAKICTh nepecyBaHHs (Move Speed), koedilieHTH NPUCKOPEHHS Ta rajdbMyBaHHS 1]l
gac pyxy no 3emii (Ground Move Acceleration, Ground Move Deceleration), ananoriusi
napaMeTpu i pyxy B 1oBiTpi (Air Move Acceleration, Air Move Deceleration), a Takox
napameTp 3aTpUMKHU BiJI0Opa)keHHs BizyasibHOro edexty muity mig dac Oiry (Run Dust

Effect Delay).

Ground N

Air Move Acceleratic

Air Mc

Run D

Pucynok 4.2 — BiiactuBocTi nepemiiineHHs komnonenra Player
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[TapameTp MakcMMalbHOI IIBUIKOCTI BH3HAYa€ BEPXHIO MEXY TOPU30HTAIBHOTO
pyXy MepCoHaXka, TOAl AK KOe(III€HTH MPUCKOPEHHS Ta YMOBUIHLHEHHS BIUIMBAIOTH Ha
IUIaBHICTh PO3IOHY Ta 3yNUHKU. PO3UIEHHS IIMX 3HAU€Hb JUIS CTAHIB «HA 3eMI» Ta «y
MOBITP1» JO3BOJSIE JOCATTH OLIBII PEaNiCTUYHOI TMOBEAIHKH, 3a SKOi KepyBaHHS
HNEPCOHAXXEM y CTPUOKY € MEHII YyTJIMBUM, HIK MiJ 4ac pyxy Ho noBepxHi. JlogaTkoBuii
napamMeTp, MOB’sI3aHUH 13 BI3yallbHUM €()EeKTOM, HE BIUIMBAE Ha (i3UKy Oe3rocepeaHbo,
MPOTE MIACUITIOE BIAUYTTS PyXy Ta pOOUTH IrPOBUIA MPOLIEC OLTBIIT BUPA3HUM.

VY  cykynmHOCTi BUKOpUCTaHHA (i3uyHMX KoMmrmoHeHTiB Unity Ta THYYKO
HaJAIITOBAHUX IMAPAMETPIB PyXy JI03BOJIUIO CPOPMYBATHU IOCTOBIPHY 1 CTAOLIbHY CHCTEMY
MepeMINIEHHs] TpaBL, sfKa BIANOBIAAE XAaHPOBUM ocobimBocTAM 2D muardopmepa Ta

CTBOPIOE HaﬂiﬁHy OCHOBY JIA IIOJAJIBIIOIO PO3IMINPCHHA inOBI/IX MEXaHiK.

4.5.2 BupoBajKeHHsl CTPUOKIB

Mexanika ctpuOka € oaHi€l0 3 0a30BUX CKJIQJ0BHX IrpoBOro mporecy B 2D
maTgopmMepl, OCKUIBKKA caMe BOHA BU3HAYaA€, HACKIJIBKUA 3pYYHO T'PABLIEBl MEepeMIlIaTUCA
PIBHSIMH Ta B3aEMOIISITH 3 HABKOJIMIIIHIM cepenoBuiieM. [1i1 yac po3poOku 1aHOTO MPOEKTY
OCHOBHA yBara npuauisiiacs He jauiie (pi3udHiil KOpeKTHOCTI cTprOKa, a i oro BiAYyTTIO 3
00Ky KOpHUCTyBaya.

Ctpubok peanizoBaHO Ha OCHOBI (isumyHoro kommoHenta Rigidbody2D, mro
J03BOJIsIE BUKOPUCTOBYBATH CTaHAPTHI MexaH13Mu pyuris Unity 1711 poOOTH 3 rpaBiTaLll€l0
Ta cujaMd. Y MOMEHT HAaTHUCKAaHHA KHOIKM CTpUOKa 10 TMEpPCOHa)xa MPHUKIAIa€ThCs
BEPTHKAIBHUAN IMITYJIbC, BEJIMYMHA SIKOTO BH3HAYA€ThCs mapamerpoM Jump Force. Came
el mapaMeTp BIJTIOBIIA€ 3a MOYATKOBY PI13KICTh 1 «CHIIY» CTpUOKa, TOOTO 3a T€, HACKUIbKH
HIBUKO MEPCOHAX IMOYUHAE PYyX yTOpYy.

JI7is KOHTPOJIO MaKCHMMAalbHOI BHUCOTH OCHOBHOTO CTpPHOKAa BHKOPHUCTOBYETHCS
napamerp Jump Height. Moro 3HaueHHs minGupanocs eKCIEpPUMEHTAIEHUM IUIIXOM 3
ypaxyBaHHSM T€OMETpii piBHIB, BUCOTH IJIaTGopM Ta 3arajibHOi AuHAMiKK TpH. Lle
J03BOJIMJIO YHUKHYTH CUTYaIlil, KOJM NEPCOHAXK CTpUOae HaATO BUCOKO ab0, HaBMaKu, HE

MO3K€ TOJI0JIATA HEOOX1THI TIEPEIIKOIH.
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3 METOI0 ypi3HOMAaHITHEHHS TeUMIUICI0O Ta MiABUIIECHHS MOOUIHHOCTI TEpCOHAXa
OyJi0 pearizoBaHO MOJBIMHUE CTPUOOK. 3a HOTo MOBEIIHKY BiAmoBigae mapamerp Double
Jump Height, sxwuii 3a1a€ 101aTKOBY BUCOTY ITiJ] 4ac JPYroro CTpUOKa B OBITPi. SHAUCHHSI
[[HOTO TIapaMeTpa € MEHIIINM 332 OCHOBHY BHCOTY CTPUOKa, 110 103BOJISIE 30eperT OamaHc
Ta 3amo0IrT HaIMIPHOMY CIIPOIIEHHIO MPOXO/KEHHS PIBHIB.

OxkpeMy yBary NpHUIUICHO TMOKPAIICHHIO «BIIUYTTS» KEPYBaHHS 3a pPaxXyHOK
BUKOPUCTaHHA TaK 3BaHoro coyote time. Ilapamerp Max Coyote Time 3amae
MaKCUMaIbHUI MMPOMIXKOK Yacy IMicCJig BTPATH KOHTAKTY 3 3€MJICI0, IPOTSATOM SIKOTO rpaBellb
BCE IlI€ MOXE IHIIIIOBaTH CTpUOOK. Takuil miAXii KOMIIEHCYE HETOYHOCTI peakiii
KOPHUCTyBa4a Ta OCOOJMBOCTI (PI3MYHOrO OHOBJICHHS KaJIpiB, pOoOJIIYM KEpyBaHHS OLIbII
npomaroyuM 1 KoMGOPTHUM, OCOOJMBO TIIiJI Yac IIBUAKOTO IEPEMIIICHHS 10
miatdopmax.KpiMm Toro, peamizoBaHo Oydepusaiio BBEACHHS CTpUOKa 3a JOMOMOIOIO
napameTpa Max Time Buffer. fIkmio rpaBenp HaTUCKae KHONKY CTPHUOKA TPOXH PaHIIIe
MOMEHTY MpU3EMJICHHS, KOMaH/1a 30€pIracThCs 1 BAKOHYETHCS aBTOMATHYHO OJpa3y Miclis
KOHTAaKTy 3 MoBepxHero. Takuid miaxig poOUTH ITPOBUI MPOLEC IUIABHIIIMM 1 3MEHIIY€E
KUTBKICTh BUITQJIKOBUX TTOMUJIOK ITiJT Yac IIBUJIKOTO TIPOXOIKCHHS PIBHIB.

Jump Force
Jump Height

Double Jump Height 2

ite Time

Max Jump Buffer

Pucynok 4.3 — BnactuBocti ctpuOka komrnonenta Player
VY pesynbTari MO€IHAHHSA 3a3HAYCHUX TMapaMmeTpiB BIAJOCS peaizyBaTU CHCTEMY
cTpubKa, sKa BUTISAIAE TPUPOIHO, M0OpE MIANAEThCA HAJAMITYBAaHHIO Ta TO3WTHBHO
BIUIMBAE HA 3arajbHE CIIPUUHATTS rpu. MexaHika He epeBaHTaKeHa 3aliBOI0 CKIIAIHICTIO,
ajie BOJHOYAc 3a0e3neuye JOCTaTHIO TIMOUHY JUIsl MOOYIOBH LIKaBUX 1 Pi3HOMAaHITHUX

ITPOBUX CUTYalll.
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4.5.3 BrpoBaj:xeHHsI MeXaHIK CTPUOKIB 10 CTiHAX

Peanizariiss cTpuOKiB Mo CTiHAaX JO3BOJIE TPABLEBl J0JATH CKIAIHI BEPTUKAIbHI
JUJISHKY PIBHIB, YHMKATH TEPEIIKOoJ 1 KOMOIHYBaTH PI3HI THIHU PYXy, IO MO3UTUBHO
BILJIMBA€E HA 3arajibHy BaplaTUBHICTh FEHMILICIO.

Jlns BOpoBa/pKEHHS JaHOTO (YHKIIOHATY OylIo pPO3po0JeHO OKpEeMy JIOTIKY
BU3HAYECHHS KOHTAKTy MEPCOHa)ka 31 CTIHOI. 3a JOMOMOIOI TMEPEBIPKU KOMI3IA Y
TOPU30HTAILHOMY HAIpPsIMKYy BH3HAUA€ThCSI MOMEHT, KOJIM TpaBellb TOPKAETHCS
BEPTUKAJILHOT TOBEPXHI MiJ] Yac MagiHHSA a00 pyxy. Y TakOMy CTaHi aKTUBYETHCS PEKUM
KOB3aHHS 110 CTiHI, SIKH 00MEXy€e BEPTUKAJIbHY IIBUJIKICTh IEPCOHAXKA.

[Mapamerp Wall Sliding Speed BiamoBigae 3a MBUAKICTH BEPTUKATBHOTO CITYCKY
B3JIOBXK CTIHH. 3MEHIIEHHSI I[bOTO 3HAYEHHS J103BOJISIE 3pOOUTH MalIHHA KOHTPOJIbOBAaHUM
1 mepenOauyyBaHUM, HaJalO4M TPaBIEBl TOAATKOBUM Yac IJisi OpUUHATTA pimeHb. Lle
0COOJIMBO BaXKJIMBO Ha PIBHAX 3 TMIJBUILIEHOIO CKJIAJHICTIO Ta BEJIUKOI KUIBKICTIO
BEPTUKAJIBHUX MEPEIIKO/I.

Mexanika cTpuOKa BiJl CTIHM aKTUBYETHCS Y BUNIAJKy HATUCKaHHS KHOIKU CTPUOKa
i 9ac KoB3aHHs. BrucoTa Takoro ctpubka perymoerhes nmapamerpom Wall Jump Height,
KU BU3HA4Ya€ BEPTUKAJIbHY CKIIAJOBY IMITyNbCy. Lle 3HaueHHsA MigOMpaeThCs TaKUM
YUHOM, 1100 MEePCOHAX MIT TOCATATH HACTYIHUX IMIaTGOpPM, ajie BOJHOUYAC HE MOPYIITyBaB
OayiaHc piBHSL.

['opu3oHTanbHUI HApPsIMOK Ta JAlbHICTh BIJIUTOBXYBAaHHS BIJ CTIHU 3aJar0ThCS
napametpom Wall Jump X Force. Bin Bu3Ha4yae iHTEHCHBHICTh PyXy Mo oci X i 4ac
cTpuOKa 1 3a0e3neuye 4iTKe BIJJAJICHHS MEpCOHaka BiJ MOBEPXHI, 3 SIKOT BUKOHYETHCS
BIIIITOBXYBaHHA. 3aB/ISKH I[bOMY YCYBA€ThCS PU3UK TIOBTOPHOTO MUTTEBOTO 3ITKHEHHS 3i
CTIHOIO Ta CTBOPIOETHCS BIAUYTTSI KOHTPOIHLOBAHOTO 1 TUTABHOTO PYXY.

JIJ1st TOKpAIeHHs Bi3yaJIbHOTO CIIPUHHSTTS MeXaHiku Oyio moxano mapamerp Wall
Slide Dust Effect, sxwuit Biamosizae 3a BiZOOpakKeHHs CrelialbHOTO e(deKTy i Yac
KOB3aHHSI 10 CTiHI. AHIMAIlI YaCTHHOK a00 MUJTY aKTUBYETHCSI JIUIIE Y BIATOBITHOMY CTaH,
110 ITiICHJTFOE 3BOPOTHUM 3B’ 130K JIJIs TPABIls Ta POOUTH B3aEMO/IIIO 3 CEPEOBUIIIEM O1TBIIT

HAOYHOIO 1 BUPA3HOIO.
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Wall Sliding Speed 6

Wall Jump Height 1.5
Wall Jump X Force 11.5

Wall Slide Dust Effec 0.15

Pucynok 4.4 — BnactuBocTi cTpubKa 1o cTiHax KoMIoHeHTa Player
VY miacymKy, peainizaiisi CTpUOKIB Ta KOB3aHHS IO CTIHAaX JO3BOJIHJIA 3HAYHO
PO3IMIUPUTH MOXKIJIMBOCTI TEPEMIIICHHS MEepCcoHa)xa, 3pOoOUTH IrpOBHl mmpoiec OLIbII
JTUHAMIYHUM 1 TEXHIYHO HacHMYEeHHMM. /[aHa MeXaHiKa OpraHidHO 1HTETPYEThCS B 3arajbHy
CUCTEMY PYXY Ta BIIKpHUBAE TOAATKOBI MOKIIMBOCTI JJIsl MPOEKTYBAHHS CKJIAHUX 1 IIKABUX

PIBHIB.

4.6 Po3pobka Ta miadip rpagiku nepconaxis

PoboTa Ha Bi3yanbHOIO CKJIAJ0BOIO IEPCOHAXKIB po3noyanacs 3 erany GopMyBaHHs
3arajbHOTO XYAO0XHBOTO CTHJIIO TPU Ta BU3HAYEHHS BHUMOT IO 30BHIINTHBOTO BHUTJIAY
irpoBux 00’ekTiB. OCHOBHOIO METOIO0 OyJIO 3a0€3MEeUnUTH YITKY BI3yaJbHY 1ICHTH(IKAIIIO
MEPCOHAXIB HA (DOH1 ITPOBOTO CEPEIOBUIIA, & TAKOXK Y3TOKEHICTh rpadiku 3 TMHAMIYHUM
xapaktepoM reimiuieto 2D miardgopmepa.

Ha BigmiHy BiJ MOBHICTIO aBTOPCHKOTO CTBOPEHHS rpadiku, y MeKax JaHOi poOOTH
OyJ0 MNPUHHATO pIIIEHHS BUKOPHCTOBYBAaTU TOTOBI rpadiyHi pecypcu. OCHOBHUMHU
mkepenamu accetiB cramu Unity Asset Store, a takoxx BiakpuTi 0ibmioreku rpadiku 3
JI03BOJICHOIO JTIIEH3I€I0 JUIsi HEKOMEPIIMHOTO Ta HABYaJbHOTO BHKOPUCTAHHS. Takuii
MiJXiJ JO3BOJUB CYTTEBO CKOPOTUTH Yac PO3POOKH, 30CEPEIUBIIH yBary Ha MpOTrpamHii
peaizalii MexaHiK Ta JIOTIII TPH.

OOpaHi cripaiiT IEPCOHAXKIB MOTMEPEAHBO aHATI3YBAIUCS 32 TAKUMU KPUTEPISIMU:
- BI/IMOBI/IHICTh 3araJIbHOMY CTHJIIO TPH;
- YUTa0EIBHICTh CUITYETy IEPCOHAXKA,;
- HasIBHICTh 0a30BOr0 HAOOPY aHIMAIIi;
- MOXJIMBICTD MOJAJIBIIOT a/lanTallii Ta MaclTabyBaHHS.

Otpumani rpadiddi Marepiaal BHKOPHUCTOBYBAJIHUCS SIK OCHOBA JJISl TOJANBIINOT

iHTerpamii animaiiid. bigbpIIicTe cCHpalTiB yXKe€ MICTUIM TOTOBI CHPANT-JIUCTH 3
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MOKAJAPOBUMH aHIMAIISIMH, [0 3HAYHO CIPOCTUJIO iX BHUKOPUCTAHHS B ITPOBOMY pYIIii
Unity. 3a HeoOXIZHOCTI OKpeMi €JEeMEHTH KOpHUTyBaiucs abo JOMOBHIOBAIUCS 3a

JOTIOMOT 010 TpadiuHoro pemakropa Aseprite, KU BHUKOPHUCTOBYBABCS Uil TEPETIIsiy,

MIHIMaJIBbHOTO peIaryBaHHs Ta aHANI3y MOKaJAPOBUX aHIMAIIIH.

Pucynox 4.5 — CripaiiToBuii IMCT aHIMallii epcoHaxa
JUist nepcoHaxiB rpd BUKOPUCTOBYBABCS CTaHAAPTHHUI HAOIp aHIMAalllii, HEOOX1THUN
JUIS peaiti3aliii OCHOBHUX IIPOBHX MEXaHIK:
e craH criokoro (idle);
e pyx abo Oir;
e CTpUOOK;
® B3aeMOJis 31 CTIHOIO;
® DUBOK;
e aTaxa;
e JIONOMIKHI aHIMalli Ta Bi3yaJibHI €(eKTH (YaCTHMHKU TMPHU3EMIICHHS, AeopMaris

MEPCOHAXKA 1] 4YaC KOHTAKTY 13 3€MJIEIO).

[Ticas mipOopy BIAMOBIIHUX acCETIB YCl CIPAMTOBI JUCTH OyJIu IMIOPTOBaHI 10
npoekty Unity 3 nonepeaHiM HaJlalITyBaHHSAM napameTpiB. OCKUIbKY CHPAUT-TTUCT SBIISIE
co0o0r0 €anHe 300pakeHHS, M0 MICTUTHh JCKUIbKA KaJApiB aHiMarii, HeoOXimHO OyIio
BHUKOHATHU MOT0 KOPEKTHY Hapi3Ky. JlJi HOT0 y BIACTUBOCTSIX TEKCTYPH 3a7aBaBCs PEKUM
Sprite Mode — Multiple, micns 4oro 3a momomoror BOymoBanoro Sprite Editor
BHUKOHYBAJIOCSl aBTOMAaTUYHE a00 pyyHE pO30UTTS Ha KaJpH.

JIonaTKOBO ~ HaNalTOBYBAJIMCA  mapaMeTpu  (uUIbTpamii, CTUCHEHHA  Ta
MaKCHMaJIbHOI'O pPO3MIpy TeKcTypu. lLle [103BONMIO YHHMKHYTM TOSBH IpadiuHuX
aptedakTiB, pO3MHUTTS 300pakeHb Ta HeOaKaHUX CIIOTBOPEHB TiJ Yac MaciITa0yBaHHS

CITPalTIB Y CIICHI.
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3a aHAJOTIYHUM MPUHLHUIIOM OYJO MiAI0paHO Ta 1HTErpoBaHO Ipadiky A 1HIIMX
ITPOBUX TMEPCOHAXiB, Takl SK HA3eMHI Ta MOBITPSHI Boporu. Jljis KOXKHOTO 3 HHUX
BUKOPHCTOBYBAJIMCS OKpeMI CHOpalToOBl HAOOpW 3 BIANMOBIIHUMH aHIMAIlIIMH, IO

MIIKPECTIOITH 1X (PYHKITIOHAIBHY POJIb Y TPi.

Sprite (2D and UI)

Multiple

Sprite Editor

Clamp

Point (no filter)

512
Mitchell
Automatic
None

Pucynok 4.7 — HanamryBanHst napameTpiB crpaidtoBoro jucta B Unity
TakuM YHWHOM, BUKOPUCTAHHS TOTOBUX TIpadiuHMX PECypCiB y IO€IHAHHI 3
MOKIIUBOCTSMH irpoBoro pyiurist Unity 103BOJHIIO CTBOPUTH Bi3yalIbHO LITICHY T TEXHIYHO

KOPEKTHY CHUCTEMY MEPCOHaXIB 0€3 BTPATH SIKOCTI Ta KEPOBAHOCTI MTPOEKTY.
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4.7 IaTerpauist ayaio

3ByKoOBe 0(pOpMIIEHHS BiIIrPa€ BAXKIUBY POJIb Y CIIPUIHSATTI IPOBOTO MPOIIECY, aIKe
came 3BYK JIOIIOMAarae rpaBLeBl TTIUO1IE 3aHypUTHCA B aTMoc(epy Tpu. HaBiTh 3a HassBHOCTI
AKICHOI rpaiky BiICYTHICTh ay110CYNIPOBOY POOUTH ITPOBUI CBIT «IIOPOXKHIM» Ta MEHII
NEPEKOHJIMBUM, 10 BIMOBIAa€ 0a30BUM MPUHIMIIAM 3BYKOBOTO JU3aliHy 1HTEPAKTUBHUX
cucteM [18].

Y  po3pobieHOMY IrpoBOMYy 3aCTOCYHKY pEali30BaHO CHCTEMY 3BYKIB
HABKOJIMIIIHBOTO CEpelIoBUINA, sAKa (OpMye 3arajibHUid HacTpil Jiokauiid. 3okpema,
BUKOPUCTAHO €(EeKTH, M0 IMITYIOTh IIyM BITPY, 3BYKHM II€YEPHOTO MPOCTOPY,
MOTPICKYBaHHs OararTs Ta Hi4HI (POHOBI 3ByKH. OKpiM aTMOCPEPHHUX E€IEMEHTIB, 10AaHO
3BYKOBUH CYIIPOBIJ KJIFOUOBUX [II MEpCOHAXka: CTPUOKIB, aTaK, OTPUMAHHS YIIKO/KEHb 1
MOMeHTy 3aru0Oem. Takuil miaxia 3a0e3nedye YiTKANA 3BOPOTHUM 3B’S30K 1 pOOUTH

KEepyBaHHS MEPCOHAKEM OB BIAYYTHUM.

leseomlpmr et

~o— 4N

Evening Fal... Foreign Ga... Sneaky Sni..

Pucynox 4.8 — Aynio daiinu
JU1st 3py4HOCTI KOPUCTYBaya B Ipl Nepe10au€HO MOAKIMBICTh PETYIIOBAHHS TYYHOCTI.
VY MeHI0 HalaliTyBaHb peali30BaHO IOB3YHOK, 3a JIOIIOMOIOIO SIKOTO TpPaBELb MOXKE
3MIHIOBAaTH PIBEHb 3BYKY B PEeXHMI peanbHoro 4dacy. OOpaHe 3HAYCHHS MEpPeaacThbes 10
AudioMixer — crangapTHoro iHctpymeHnta Unity, 110 J03BOJISE THYYKO KEpyBaTH
3BYKOBHMH KaHaJlaMH Ta MIATPUMYBaTH 30alaHCOBaHE 3ByYaHHS.
PeanizoBana ayniocucrema He JMIIE MiJACWIIOE atMocepy rpu, a W MiJABHUILYE

KOMGOPT B3a€EMO/IIT 3 HEIO, POOJISTYM ITPOBUI MpoIiec OUTBII eMOILIIMHUM Ta I1JIICHUM.

BucHoBku 10 po3ainy
VY manomy poszmini Oyno AETaTbHO PO3MIISIHYTO TEXHIYHI Ta MPOTPaMHI acCHeKTH
PO3pOOKHU IrpoBOr0 3aCTOCYHKY >kaHpy 2D mmatdopmep. OcoOnuBy yBary MNpUIICHO

OOTpYHTYBaHHIO BHOOpPY OCHOBHUX IHCTPYMEHTIB PO3pPOOKH, 30KpeMa IrPOBOTO PYIIIis
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Unity, moBu mnporpamyBanHs C# Ta JONOMDKHHMX CEpEIOBHII 1 PpEJaKTOpiB, IO
3a0e3Meyyl0Th MOBHOIIHHUMA UK CTBOPEHHS IHTEPAKTUBHOTO MPOAYKTY.

[IpoanainizoBaHo apXiTeKTypHI MOJMBOCTI Unity Ta mokaszaHo, 1110 KOMIOHEHTHO-
OpIEHTOBAHMUU MIAX1J PyIIis A03BOJsE OyayBaTH MaclITaOOBaHy W THYUYKY CTPYKTYpPY
irpoBoi jioriku. Bukopucranns ¢izuunoro pyiiris Box2D y noeHaHHi1 3 HalalllTOBYBaHUMHU
napamMeTpaMu pyxy Jajio 3MOTYy peaii3yBaTh JOCTOBIpHY Ta Iepen0adyBaHy CHUCTEMY
KEepyBaHHs MEPCOHAKEM, 110 BIAMOBIAE )KaHPOBUM BUMOTaM IuiatdopmepiB 1 3a0e3neuye
KOM(DOpTHE CIPUNHSTTS TEHMILIEIO.

Y Mexax po3auny Oyjo pealli3oBaHO Ta OINKCAHO KIIIOYOBI MEXaHIKU TpaBlis,
BKJIFOYHO 3 OIroM, CTpuOKamH, MOABIMHUM CTPHUOKOM, KOB3aHHSIM IO CTIHAxX 1 CTpUOKaMu
BiJl CTiH. 3alpoTOHOBaHI PIIMICHHS IPYHTYIOThCS Ha TOE€IHAHHI (I3UYHUX MOJENeH 1
JIOTTYHUX OOMEXKEHbB, IO JO03BOJISIE NOCATTH OajaHCy MK PEATICTUYHICTIO Ta ITPOBOIO
TMHaMiKOI. BUKOpUCTaHHS TakuX MAXOMAIB, SIK coyote time Ta Oydepu3zairisi BBEICHHS,
CYTT€BO T1JBUIIYE 3pYYHICTh KEPYBaHHS 1 3MEHIIIYE BIUTUB APIOHUX TTOMHIIOK TPABIIS.

Takox y po3aull po3risiHyTO MUTAaHHA IHTErpaiii rpadiyHuX 1 3ByKOBUX PECYPCIB.
BuxopucTtanHs rOTOBHX acCeTiB y O€JHAHHI 3 MOKIMBOCTAMHU Unity 103BOJIUIIO CTBOPUTH
BI3yaJIbHO IIUIICHE CEpeoBUIlle Oe3 MEepeBaHTAXKEHHS Mpoliecy po3poOku. PeamizoBana
ayniocucreMa 3a0e3rneuye aTMOCPEPHICTh ITPOBOTO MPOIIECY Ta HAJIA€ KOPUCTYBady 3aco0u
NepCcoHai3allii 3By4aHHs 4Yepe3 MEHIO HaIallITyBaHb.

VY miacymKky MoOKHA 3a3HAuMTH, IO pPE3yJbTaTh, OTPUMaHi B LBbOMY PO3JLIL,
(GbopMyIOTh MIIHY TEXHIYHY OCHOBY [IJISi TMOJAJIBIIOTO PO3BUTKY ITPOBOTO TPOEKTY.
PeanizoBaHi pillieHHs € THYYKHUMHU, 3p03yMUIMMHU 3 TOUKH 30pY apXITEKTypHU Ta IPUIATHUMU
JUTSL PO3IIUPEHHS (DYHKIIOHATIBHOCTI, IO MATBEPIKYE JOIIIBHICTh OOpaHUX TEXHOJOTIH 1

IIJIXO/IIB 0 PO3POOKH.
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PO311J1 5. PO3POBJIEHHS CTAPTAII-ITPOEKTY

5.1 Onuc ixei mpoexTy

CrapTan-npoeKT, 110 Po3poOISIETHCS B MEXaX JIaHO1 TUIIIIOMHOI poO0TH, 0a3y€eThCs
Ha cTBopeHHI 2D margopmepa g TMEpCOHANBHUX KOMIT'IOTEPIB 3 MOJANIBILION0
MOXJIUBICTIO MacmTaOyBaHHsS Ha iHII 1miaTGopmu. OCHOBHOIO 17E€I0 TIPOEKTY €
MO€THAHHSA JMHAMIYHOTO ITPOBOTO IMpOIIECY, JOCTYIMHOTO KEpyBaHHS Ta BII3HABAHOTO
BI3yaJIbHOT'O CTUJIIO, 1110 OPIEHTOBAHUI HA Cy4aCHI TEHJEHIII 1H/1-1rop.

Konuenuist rpu nependadae mpoxXoHKEHHS IMOCHIIOBHOCTI PiBHIB, KOXEH 3 SKHX
noOy0BaHUI HABKOJIO HA0OPY MEXaHIK NEPECyBaHHs, B3aEMO/Iii 3 OTOUEHHSAM Ta MPOTU/IIT
BoporaM. KitoyoBuil akueHT 3po0J€HO Ha IUIABHOCTI KEPYBaHHSA NMEPCOHAKEM, YITKOMY
G13M4HOMY BIATYKY Ta MOCTYNOBOMY YCKJIAJgHEHH1 irpoBux curyamid. lle mo3Bomsie
30epertu OalaHC MiXK JOCTYMHICTIO JJIsl HOBUX I'PaBIIiB 1 JOCTATHIM PIBHEM CKJIAHOCTI JJIst
JIOCBITYEHOI ayUTOPIi.

[IpoekT oOpi€HTOBaHMII HA CETMEHT HE3AJICKHUX Irop, JI€ BUPIMIAIBHY POJIb
BIJIITPalOTh HE HAJBUCOKI OIOJKETH, a SIKICTh peallizallii MeXaHiK, IIUIICHICTh IuU3aiiHy Ta
eMoIliitHui gocBiag rpaBug. Came TOMY TEXHOJIOTIYHI pIIIEHHS, BUKOPHUCTAaHI Yy Tpi,

MOENHYIOTh Y CO01 €(EeKTUBHICTb, THYUYKICTh Ta MOKJIMBICTh IMOJANBIIOTO PO3BUTKY

MIPOAYKTY.

5.2 Po3po0.JieHHsI pUHKOBOI cTpaTerii

Punok iupgi-irop y »kanpi 2D mmatdopmepiB 3anuimaerbes CTabUIBHO aKTUBHUM,
HE3BAKAIOUM Ha 3arajibHy TEHICHIIIO A0 PO3BUTKY BHUCOKOOIOKkeTHHUX 3D-mpoexTis. Lle
MOSICHIOETHCSA TUM, 1110 3HAUHA YACTUHA IPABIIB LIIHY€ KOMITAKTHI ITPH 3 YITKOIO MEXAHIKOIO,
HIBUAKUM BXOPKEHHSIM Yy MPOLIEC Ta XyI0KHbO BUPA3HUM CTUJIEM.

[{i1b0BOIO0 ayIUTOPIEI0 CTAPTAN-NIPOEKTY € TpaBill BikOM Bif 16 10 35 pokiB, sKi
PETYJISAPHO KOPUCTYIOThCS miiaTdhopMaMu 1UppoBOi AUCTPUOYIIT irop, TAaKUMHU K Steam
a6o itch.io. Oxpemy rpymny CTaHOBJISATh MPUXUIBHUKH 1H1-TIPOEKTIB, AK1 aKTUBHO LITYKAIOTh

HOBI ITPOB1 BPaKEHHS Ta MIATPUMYIOTh MOJIOAUX PO3POOHUKIB.
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PunkoBa cTpateris mHpoekTy Tmepeadadae MOCTYMOBUMM BHXIJ Ha puHOK. Ha
MMOYAaTKOBOMY €Tarll Tpa MOke OyTH mpejcTaBieHa y GopmaTi gemMo-Bepcii abo paHHBOTO
JOCTYITY, IO JI03BOJIMTH OTPUMATH 3BOPOTHHUH 3B’SI30K BiJ KOPUCTYBadiB Ta CKOPUTYBATH
OaytaHc, CKJIQIHICTh 1 OKpeMi irpoBi MeXaHiKu. Takuil miIxi 3MEHIITYE PU3UKH Ta T IBUIITY€E
HMOBIPHICTh MO3UTHUBHOTO CIPHHHATTS (DiHAIBLHOTO MPOayKTy [19].

JloaTKOBOIO CKIIAZIOBOIO CTpaTerii € popMyBaHHsI BIi3HABAHOTO 00pa3y Ipu depes
Bi3yaJbHUI CTHIIb, aTMOC(Epy Ta yHIKaJbHI I'pOBI PIIICHHA, L0 J03BOJSE BUPI3HUTH

IPOJYKT CEpell KOHKYPEHTIB Y JKaHpi.

5.3 AHaJ1i3 TEXHOJIOTIYHMX MOKJIUBOCTEH | peasisauil iiei MPoeKTy

TexHOJIOT1YHOI OCHOBOIO CTapTal-MpoeKTy 00paHo irpoBuit pymriit Unity, sikuil Ha
CHOTOJIHI € OTHUM i3 HAHOINBII YHiBEpCATBHIX iHCTPYMEHTIB JUI po3pobkn 2D-irop. Moro
BUKOPHUCTAHHSI JI03BOJIAE€ TIO€IHATH BHMCOKY MPOAYKTHBHICTH 13 JIOCTYIHICTIO JUIs
HEBEITMKUX KOMaH/| pO3pOOHHKIB a00 1HAUBIAYaTbHUX aBTOPIB.

Moga mnporpamyBanHsi C# 3a0e3nedye 4YiTKy CTPYKTYpHU3allil0 KOIy, MiATPUMKY
00’ €KTHO-OPIEHTOBAHOTO MIIXOAY Ta 3pYUYHY peati3alliio CKIaJHUX ITPOBUX CHCTEM, TAKHX
K aBTOMAaTH CTaHiB, 00poOKa BBOAY, (piI3MUHA B3a€MO/IIS Ta JIOTIKA IITYYHOIO 1HTEJIEKTY.
3aBAsSKU IbOMY OUTBIINICTD 1161, 3aKIIaJ€HUX Y KOHIICTIIIIO TPU, MOXKYTb OyTH peaii3oBaH1
0€3 BUKOPUCTAaHHS CTOPOHHIX 200 KOMEpIIHHUX 010T10TeK.

BukopuctanHs  KOMIOHEHTHOI  apxiTekTypu Unity  J03BOJISIE  PO3AUIMTH
(YHKITIOHAJIBHICTh HA HE3aJIeKH1 MOJTYJI1, IO 3HAYHO CIIPOIIY€ TECTYBaHHS, HAJIAaro[KCHHS
Ta Mojabllie pO3IMUpPEHHS MPoeKTy. Kpim Toro, pyuriil NiATpUMY€E 1IHTETpaLil0 CTOPOHHIX
acCeTiB, 1110 JJa€ 3MOTY CKOPOTHUTH Yac po3poOKu rpadiku Ta 30CepeIMTUCS Ha TeHMILIE].

3 TEXHOJIOTIYHOI TOYKH 30pYy CTapTam-TIPOEKT Ma€ BHCOKHI TOTEHINA
macmTabyBanHs. Ha OCHOBI ICHYIOUOT apXITEKTypH MOKJIMBA peani3allis HOBUX PIBHIB,
MEXaHIK, PeXUMIB Tpu abo TOPTIB Ha 1HII TaTpopmu 0Oe3 CYTTEBOiI mepelynoBU

[IpOrpaMHOI YaCTUHH.
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5.4 MapkeTHHIOBa NPOrpaMa CTapTaN-NPOEKTY

MapkeTHHroBa CTpaTerisi MPOEKTY OpPIEHTOBaHA HacaMIiepen Ha HU(GPOBI KaHAIU
MPOCYBaHHA, 10 € HaWOLIbIT eDEKTUBHUMHU JJIsS 1HAI-ITOp 3 OOMEXKEHUM OIOJKETOM.
OcHoBHMI aKIEHT poOUTHCS Ha (OpMyBaHHS CIIJIPHOTH HABKOJIO TpU II€ HA eTami
PO3POOKH.

[InanyeTbcsi BUKOPUCTAHHS COIIAIBHUX MEPEXK, TEeMAaTHYHUX (POpPYyMiB Ta ITPOBHX
mw1atopm sl IEMOHCTpAIlil Mpollecy CTBOPEHHS TpH, MyOsikalii Bileo 3 redMIUIeeM Ta
00roBopeHHs MalOyTHIX OHOBJIEHb. Takwil MIAXiJ AO3BOJSE 3IYYUTH IOTSHIIIHMHUX
IpaBILiB 1 c(hOPMYBaTH JIOSIIBHY ayJAUTOPIIO O MOMEHTY PEi3y.

BaxnuBy posib Bifirpae cTopiHKa rpu Ha miardgopmi nudpoBoi auctpuOyii, ae
KOPHUCTYBadl MOXYTh O3HAMOMMTHCS 3 OIKMCOM, CKPUHIIOTAMHU Ta BieoMaTepiajlaMu.
SxicHo odopmileHa Mpe3eHTalis MPOAYKTY MiABULIYE TOBIPY 10 MPOEKTY Ta CIPHUSE
3pOCTaHHIO KUJIBKOCTI 3aBaHTaXEHb, 1110 JI03BOJIsI€ BUOYIyBaTH IITICHY MOJEINb B3a€MOII1
M1 TIPOJYKTOM, ayAUTOPI€I0 Ta KaHaiaMu ripocyBanHs [20].

OkpiM 1bOTO, MOXKJIMBE CHIBPOOITHULITBO 3 HEBEJIMKUMHU CTpUMEpPaMH Ta
orjsiga4aMH 1HAI-IrOp, IO JO3BOJIAE OTPUMATH JIOJATKOBE OXOIUJICHHS 0€3 3HAYHHX
¢diHnaHCcOBUX BUTpAT. Taka MapKeTHMHroBa MpOrpaMa € THYYKOIO Ta MOXKE aJanTyBaTHCS

3aJIeKHO BIJ] peaKIlii ayIuTOpii 1 pe3yabTaTiB MPOCYBAHHS.

BucHoBkHM 10 po3ainy

Y m’stomy po3auii poOOTH yBary OyJIOo 30CEPEIKEHO Ha PO3TJISAll PO3POOICHOTO
IrPOBOTO 3aCTOCYHKY HE JIMIIE K MPOTPaMHOTO MPOAYKTY, a IK OCHOBH JJISI ITIOTSHITIHHOTO
cTapTan-nmpoekTy. Takui MIAXiJ T03BOJIMB TOEIHATH TEXHIUHI pe3yJbTaTh poOOTH 3
MPAKTUYHUMU aCMIEKTAMH 1X MOJAJBIIOTO BUKOPUCTAHHS Ta KOMEPIIIITHOTO PO3BUTKY.

VY mporeci po6oTH Haa po3auioM chOPMOBAHO 1CI0 CTapTally, sika 0a3yeTbcsl Ha
CTBOPEHHI JIOCTYITHOTO Ta JUHAMIYHOTO IrPOBOTO MPOAYKTY 3 MOMJIMBICTIO MTOCTYIIOBOTO
posiupeHHs QyHKIioHany. byjao BU3HaUeHO, 10 MPOEKT Ma€ MOTEHITA ISl PO3BUTKY 3a
PaxyHOK OHOBJICHb, JOAATKOBOIO KOHTEHTY Ta ajamnTarii mig pi3Hi miatdopmu, o €

BYXJIMBUM YMHHUKOM JIJISl CyJacHHUX U(PPOBUX MPOIYKTIB.
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AHani3 pUHKOBOTO CepeloBHINA TOKa3aB, 10 cermMeHT 2D irop 3amumnaerbcs
aKTyaJbHUM 1 KOHKYPEHTHHM, OJHAK BOAHOYAC BIAKPUTHUM JIJIsl HOBUX pillleHb. BuzHaueHHs
[IJTbOBOI ayJIUTOPil Ta MOKJIMBUX KaHAIIIB MOIIMPEHHS JI03BOJMIIO OKPECIUTH peabHl
[UIAXU BUXOAY MPOAYKTY HAa PUHOK O€3 HEOOX1JHOCTI 3HAYHUX MOYATKOBUX 1HBECTHIIIH.
3anporoHoBaHl MIAXOAM JO MOHETH3allli OpIEHTOBaHI Ha 30epeKeHHs OallaHCy MiX
KOMEPIIIHHOIO CKJIAJI0BOIO Ta KOM(GOPTOM KOPHUCTYyBaua.

Po3rnsan TeXHOMOTTUHUX MOXKIIMBOCTEH peanizallii cTapTany miJITBEpAUB, 0 00paHi
IHCTPYMEHTH pO3pOOKH € JOCTaTHbO THYYKMMH Ta NPUIATHUMH JJIs1 TOAAJIBIIOTO
MaciTaOyBaHHSI IPOEKTY. APXITEKTypa IrpOBOT0 3aCTOCYHKY J03BOJISIE BHOCUTH 3MIHU 1
JIOTIOBHEHHST 0€3 KapAWHAIBHOI Mepe0yq0BH CHUCTEMH, IO € BAKIMUBOIO MEPEBAror Ha
eTamax po3BUTKY CTapTany.

3anponoHOBaHa MapKETUHIOBA MPOrpaMa IPyHTY€ETbCS HA BUKOPUCTAaHHI LIU(PPOBHUX
KaHaJIiB IPOCYBaHHSA Ta IOCTYIIOBOMY (hOpMYBaHHI CIIUTLHOTH KOPUCTYBauiB. Takuii miaxij
BIJIMOBIJIA€ CyYaCHUM TEHJCHIIISIM PO3BUTKY 1HAI-TIPOEKTIB 1 Ja€ 3MOTY IMEpEeBIpATU
KUTTE3AATHICTD 171€1 HA MPAKTHII].

3aranom pe3yibTaTH, OTpUMaHi B I[bOMY PO3/iIi, CBIIYATh PO TE, 10 PO3POOICHUN
IrPOBUIA 3aCTOCYHOK MOE PO3TJISAATUCS HE JIMILE SIK HAaBYAJIbHUM MPOEKT, a i sIK OCHOBA
JUIA peaNbHOTO CTapTally 3 MEepCleKTHBAMH MOJAJIbLIOT0 PO3BUTKY Ta KOMEpLIHHOI

peaizari.
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BUCHOBKHA

[IpoBeaena poOoTa 103BOIMIIA TOBHICTIO MPOMTH HUISX cTBOpeHHs 2D minardopmepa
— BIg 1€l Ta MaTeMaTHMYHOTO OIpAIIOBaHHS MEXaHIK 10 MpOoTrpaMHOI peaiizamii Ta
odopmiieHHs rpadiku i 3ByKy. B X011 po60TH OyJI0 CTBOPEHO PEATICTUUHY CUCTEMY PYXY
NepCcoHa)ka, BKIIOYHO 31 CTPUOKAMH, PyXOM IO CTiHAX 1 B3a€MOJIEI0 3 BOPOTaMH uepes
IITYYHUH 1HTEJICKT.

st po3poOku o6pano Unity sk ocHoBHMM pymriit 1 C# mis mporpamyBanHs. Lle
3a0€3Me4mnsI0 THYYKICTh y HajallTyBaHHI (PI3MKH, yIOpaBIiHHI aHIMALIIMHU Ta 1HTErpauii
3ByKOBHX edekTiB. ['padiuni Ta ayaio-accet Oyau miiOpaHi Ta afanToBaHI JJis MPOEKTY,
10 CTBOPHJIO NIPUEMHE Bi3yalbHE Ta ayjiajbHE CEpeOBUIIE, 3aTHE 3aHYPUTHU TPABIIS B
ITPOBUH CBIT.

Pesynbrar poboTH 1eMOHCTpYE, 10 OOpaHMM MiAXiJ] 10 po3poOKH € eHEKTUBHUM 1
JI03BOJISIE TIBUKO PEaNi30BYBaTH 171€i, TECTYBaTH 1TEPaTUBHO Ta CTBOPIOBATH IIKaBUU
npoAykT. OTpuMaHul TPOTOTUIT MOXKE CIyTyBaTH 0a30i0 Ui MOJAAJBIIOTO PO3BUTKY,
MmaciTabyBaHHs a00 HaBITh KOMEPIIIHHOT peatizaliii.

Takum yuHOM, poOOTa MIATBEPAMUIIA BaXJIMBICTh MOEJHAHHS TEOPETHUUYHUX 3HAHb,
Cy4YaCHHUX TEXHOJIOT1H 1 KpeaTUBHOTO T1IX0/Ty, JO3BOJMBIIHM CTBOPUTH (PYHKITIOHAILHUMA Ta

iHTepakTuBHMM 2D mmatgopmep.
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Player.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,;

[RequireComponent(typeof(ActorController), typeof(PlayerDamage))]

public class Player : Actor

{
[SerializeField] float _moveSpeed = 16.5f;
[SerializeField] float _groundMoveAcceleration = 9.865f;
[SerializeField] float _groundMoveDeceleration = 19f;
[SerializeField] float _airMoveAcceleration = 5.5f;
[SerializeField] float _airMoveDeceleration = 8f;
[SerializeField] float _runDustEffectDelay = 0.2f;

[Space(10)]

[SerializeField] float _jumpForce = 24f;
[SerializeField] float _jumpHeight = 4.5f;
[SerializeField] float _doubleJumpHeight = 2.0f;
[SerializeField] float _maxCoyoteTime = 0.06f;
[SerializeField] float _maxJumpBuffer = 0.25f;

[Space(10)]

[SerializeField] float _slidingForce = 24f;
[SerializeField] float _dodgeDuration = 0.25f;
[SerializeField] float _dodgelnvinsibleTime = 0.15f;
[SerializeField] float _dodgeCooldown = 0.15f;
[SerializeField] float _dodgeDustEffectDelay = 0.1f;

[Space(10)]

[SerializeField] float _wallSlidingSpeed = 8.5f;
[SerializeField] float _wallJumpHeight = 1.5f;
[SerializeField] float _wallJumpXForce = 8f;
[SerializeField] float _wallSlideDustEffectDelay = 0.15f;

[Space(10)]

[SerializeField] int _power = 3;

[SerializeField] float _basicAttackKnockBackForce = 8.0f;
[SerializeField] float _fireBallKnockBackForce = 7.5f;

[Space(10)]
[SerializeField] Image _healingEffect;

[Space(10)]

[SerializeField] AudioClip _swingSound;
[SerializeField] AudioClip _fireBallSound;
[SerializeField] AudioClip _attackHitSound;
[SerializeField] AudioClip _stepSound;
[SerializeField] AudioClip _jumpSound;

float _coyoteTime;
float _maxJumpHeight;
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float _moveX;

float _nextWallSlideDustEffectTime = 0;
float _nextRunDustEffectTime = 0;
bool _canMove = true;

bool _canWallSliding = true;
bool _hasDoubleJumped;
bool _canDodge = true;

int _xAXis;

bool _leftMovelnput;

bool _rightMovelnput;

float _timeHeldBackInput;
bool _jumplinput;

bool _jumpDowninput;

float _jumpBuffer;

bool _attacklInput;

bool _speciallnput;

bool _dodgelnput;

bool _isJumped,;

bool _isFalling;

bool _isAttacking;

bool _isDodging;

bool _isWallSliding;

bool _isResting;

bool isBeingKnockedBack;

KnockBack _basicAttackKnockBack = new KnockBack();
KnockBack _fireBallKnockBack = new KnockBack();

Transform _backCliffChecked;

Coroutine _knockedBackCoroutine = null;
PlayerAttack _attack;

PlayerDrivingForce _drivingForce;
PlayerDamage _damage;

#region MonoBehaviour

protected override void Awake()
{
base.Awake();
_backCliffChecked = transform.Find("BackCliffChecked").GetComponent<Transform>();
_damage = GetComponent<PlayerDamage>();
_drivingForce = GetComponent<PlayerDrivingForce>();
_attack = GetComponent<PlayerAttack>();

_basicAttackKnockBack.force = _basicAttackKnockBackForce;
_fireBallKnockBack.force = _fireBallKnockBackForce;

_damage.KnockBack += OnKnockedBack;
_damage.Died += OnDied;
}

void Start()

if (IGameManager.instance.lsStarted())

{

actorTransform.position = GameManager.instance.playerStartPos;
actorTransform.localScale = new Vector3(GameManager.instance.playerStartlocalScaleX, 1, 1);

_damage.CurrentHealth = GameManager.instance.playerCurrentHealth;
_drivingForce.CurrentDrivingForce = GameManager.instance.playerCurrentDrivingForce;

GameManager.instance.GameSave();



}

else

{
GameManager.instance.playerCurrentHealth = _damage.CurrentHealth;
GameManager.instance.playerCurrentDrivingForce = _drivingForce.CurrentDrivingForce;
if (GameManager.instance.firstStart)
{
GameManager.instance.playerResurrectionPos = actorTransform.position;
GameManager.instance.resurrectionScene = SceneManager.GetActiveScene().name;
GameManager.instance.firstStart = false;
}
else
{
if (GameManager.instance.resurrectionScene == SceneManager.GetActiveScene().name)
{
actorTransform.position = GameManager.instance.playerStartPos;
}
}
}
}

void Update()
if (isDead || _isResting) return;
deltaTime = Time.deltaTime;

Handlelnput();
HandleMove();
HandleJump();
HandleWallSlide();
HandleFallingAndLanding();
HandleAttack();
HandleDodge();
AnimationUpdate();

}

#endregion

#region Input

void Handlelnput()
if (GameManager.instance.currentGameState != GameManager.GameState.Play) return;
_leftMovelnput = GamelnputManager.Playerinput(GamelnputManager.PlayerActions.MoveL eft);
_rightMovelnput = GamelnputManager.PlayerInput(GamelnputManager.PlayerActions.MoveRight);
_XAxis = _leftMovelnput ? -1 : _rightMovelnput ? 1 : 0;

_jumplnput = GamelnputManager.PlayerInput(GamelnputManager.PlayerActions.Jump);
_jumpDownlnput = GamelnputManager.PlayerinputDown(GamelnputManager.PlayerActions.Jump);

_attacklnput = GamelnputManager.PlayerinputDown(GamelnputManager.PlayerActions. Attack);
_speciallnput = GamelnputManager.PlayerInputDown(GamelnputManager.PlayerActions.Special Attack);
_dodgelnput = GamelnputManager.PlayerInputDown(GamelnputManager.PlayerActions.Dodge);

}

#endregion
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JIOJIATOK B

Enemy.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

[RequireComponent(typeof(EnemyDamage))]
public abstract class Enemy : Actor

{
public string keyName;

protected EnemyDamage enemyDamage;
protected EnemyBodyTackle bodyTackle = null;
protected EnemyData enemyData;

protected LayerMask playerLayer;

protected override void Awake()

{
if (DeadEnemyManager.IsDeadEnemy(gameObject.name))

{

isDead = true;
Destroy(gameObiject);
return;

}

base.Awake();
enemyDamage = GetComponent<EnemyDamage>();

enemyData = EnemyDataManager.GetEnemyData(keyName);
if (enemyData.isBodyTackled && TryGetComponent(out EnemyBodyTackle bodyTackle))

this.bodyTackle = bodyTackle;
this.bodyTackle.damage = enemyData.bodyTackleDamage;

}

enemyDamage.MaxHealth = enemyData.health;
enemyDamage.SuperArmor = enemyData.superArmor;
enemyDamage.BlinkMaterial = enemyData.blinkMaterial;

enemyDamage.KnockBack += OnKnockedBack;
enemyDamage.Died += OnDied,;

playerLayer = LayerMask.GetMask("Player");
}

protected virtual void OnKnockedBack(KnockBack knockBack)

if(controller == null) return;
controller.SlideMove(knockBack.force, knockBack.direction);

}

protected virtual IEnumerator OnDied()

{

isDead = true;
DeadEnemyManager.AddDeadEnemy(gameObject.name);
if(bodyTackle != null)

bodyTackle.isBodyTackled = false;
}
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Vector2 position = new Vector2(transform.position.x, transform.position.y + 2);
ObjectPoolManager.instance.GetPoolObject("HealingPiece", position);

yield return null;

Destroy(gameObject);

¥
¥

SelectProfile.cs

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.Ul;

[System.Serializable]

public class SelectProfile

{
public Image profilelmage;
public TextMeshProUGUI playTimeText;
public TextMeshProUGUI newText;
public Image saveDeleteGuage;

}

public class SelectProfileScreen : MonoBehaviour

{

public delegate void PrevScreenReturnEventHandler();
public PrevScreenReturnEventHandler PrevScreenReturn;

public Sprite selectimage;

public Sprite notSelectimage;

public TextMeshProUGUI selectProfileText;
public TextMeshProUGUI manual Text;
public SelectProfile[] profile;

int _currentSaveFilelndex;
void Awake()

SelectProfilelnit();
SelectProfileRefresh();

}

void OnEnable()
{

selectProfileText.text = LanguageManager.GetText("'SelectProfile™);

string backKey = LanguageManager.GetText("Back");
string selectKey = LanguageManager.GetText("Confirm");
string deleteKey = LanguageManager.GetText("Delete™);

string backlInput, selectinput, deletelnput;
if (GamelnputManager.usingController)

backInput = GamelnputManager.MenuControl ToButtonText(GamelnputManager.MenuControl.Cancle);
selectinput = GamelnputManager.MenuControl ToButtonText(GamelnputManager.MenuControl.Select);
deletelnput = GamelnputManager.MenuControl ToButtonText(GamelnputManager.MenuControl.Delete);

}

else

{



backlInput = GamelnputManager.MenuControl ToKeyText(GamelnputManager.MenuControl.Cancle);
selectlnput = GamelnputManager.MenuControl ToKeyText(GamelnputManager.MenuControl.Select);
deletelnput = GamelnputManager.MenuControlToKeyText(GamelnputManager.MenuControl.Delete);

}

manualText.text = string.Format(
"{0} [ <color=#ffaa5Se>{1}</color>] {2} [ <color=#ffaaSe>{3}</color>] {4} [ <color=#ffaa5e>{5}</color>]",
backKey, backinput,
selectKey, selectinput,
deleteKey, deletelnput

);
¥

void Update()

bool uplnput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Up);
bool downlnput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Down);
bool backinput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Cancle);
bool selectinput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Select);
bool deletelnput = GamelnputManager.Menulnput(GamelnputManager.MenuControl.Delete);

if (upInput)
{

_currentSaveFilelndex--;
SelectProfileRefresh();

else if (downlnput)

_currentSaveFilelndex++;
SelectProfileRefresh();

}

if (selectInput)

GameManager.instance.GameLoad(_currentSaveFilelndex + 1);
GameManager.instance.SetGameState(GameManager.GameState.Play);

}
else if (backinput)

gameObject.SetActive(false);
PrevScreenReturn();

}
if (deletelnput)

SelectProfileDelete();
}

DeleteGaugeValueToDefault(deletelnput);
}

void SelectProfilelnit()

{
for (int i =0; i < profile.Length; i++)
{

GameSaveData saveData = SaveSystem.GamelLoad(i + 1);
if (saveData != null)

profile[i].playTimeText.text =
GameManager.instance.IntToTimeText(saveData.playTime);

profile[i].newText.text = "";

}



else

profile[i]. playTimeText.text = "*;
profile[i].newText.text = "NEW";

¥

profile[i].saveDeleteGuage.fillAmount = 0f;

¥
¥

void SelectProfileRefresh()

if (_currentSaveFilelndex >= profile.Length)
_currentSaveFilelndex = 0;

else if (_currentSaveFilelndex < 0)
_currentSaveFilelndex = profile.Length - 1;

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

profile[i].profilelmage.sprite = notSelectimage;

profile[_currentSaveFilelndex].profilelmage.sprite = selectimage;

}

void SelectProfileDelete()
{

if (SaveSystem.GameLoad(_currentSaveFilelndex + 1) == null)
return;

float fillAmount =
profile[_currentSaveFilelndex].saveDeleteGuage.fillAmount +
(0.3f * Time.deltaTime);

fillAmount = Mathf.Clamp(fillAmount, Of, 1.0f);
profile[_currentSaveFilelndex].saveDeleteGuage.fillAmount = fillAmount;

if (GamelnputManager.usingController)

GamepadVibrationManager.instance
.GamepadRumbleStart(fillAmount * 0.5f, 0.02f);
}

if (fillAmount >= 0.5f && fillAmount < 0.75f)
{

profile[_currentSaveFilelndex].saveDeleteGuage.color =
new Color32(255, 170, 94, 255);

}
else if (fillAmount >= 0.75f && fillAmount < 1.0f)
{

profile[_currentSaveFilelndex].saveDeleteGuage.color =
new Color32(142, 67, 91, 255);

else if (fillAmount >= 1.0f)

profile[_currentSaveFilelndex].saveDeleteGuage.fillAmount = 0;
SaveSystem.GameDelete(_currentSaveFilelndex + 1);
SelectProfilelnit();
}
}

void DeleteGaugeValueToDefault(bool deletelnput)
{
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for (int i = 0; i < profile.Length; i++)

if (profile[i].saveDeleteGuage.fillAmount == 0 ||
(deletelnput && i == _currentSaveFilelndex))
continue;

float fillAmount =
profile[i].saveDeleteGuage.fillAmount - Time.deltaTime;

fillAmount = Mathf.Clamp(fillAmount, 0f, 1.0f);
profile[i].saveDeleteGuage.fillAmount = fillAmount;

if (fillAmount >= 0.5f && fillAmount < 0.75f)
{
profile[i].saveDeleteGuage.color =
new Color32(255, 170, 94, 255);

}
else if (fillAmount < 0.5f)

profile[i].saveDeleteGuage.color =
new Color32(255, 236, 214, 255);
}
}
}
}

SoundManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class SoundManager : MonoBehaviour

{

public static SoundManager instance = null;

[SerializeField] AudioSource _music;
[SerializeField] AudioSource _effect;

float currentMusicVolume;
AudioClip _musicClip;
Coroutine _musicChange = null;

void Awake()

{
if (instance != null)
{
Destroy(gameObject);
return;
}
else
{
instance = this;
DontDestroyOnLoad(gameObject);
}
if (_music == null)
{
_music = transform.Find("Music").GetComponent<AudioSource>();
}
if (_effect == null)
{

_effect = transform.Find("Effect").GetComponent<AudioSource>();



}

_music.loop = true;

}

public void MusicPlay(AudioClip audioClip, float volume = 1.0f)

if (audioClip == null || _musicClip == audioClip) return;
_musicClip = audioClip;

if (_musicChange != null)

StopCoroutine(_musicChange);
_musicChange = null;

}

_musicChange = StartCoroutine(MusicChange(volume));

}

public void MusicStop()

{
if (_musicChange != null)

{
StopCoroutine(_musicChange);

_musicChange = null;

}

_musicClip = null;
_musicChange = StartCoroutine(MusicChange(0));
}

public AudioClip GetCurrentMusic() => _music.clip;

IEnumerator MusicChange(float setVolume)

{

currentMusicVolume = SoundSettingsManager.musicVolume;

float volume = _music.volume;
float volumeReduction = volume * 0.015f;

while (volume > 0f)
{
volume -= volumeReduction;
_music.volume = Mathf.Clamp(volume, 0f, 1.0f);
yield return YieldInstructionCache.WaitForSecondsRealtime(0.01f);

}

_music.Stop();

_music.clip = _musicClip;
_music.Play();

float volumelncrease = setVolume * 0.015f;

while (volume < setVolume * currentMusicVolume)

{
volume += volumelncrease;
_music.volume = Mathf.Clamp(volume, 0f, setVolume * currentMusicVolume);
yield return YieldInstructionCache.WaitForSecondsRealtime(0.01f);

}

if (currentMusicVolume != SoundSettingsManager.musicVVolume)

{

_music.volume = setVolume * SoundSettingsManager.musicVVolume;
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}

_musicChange = null;

}

public void SoundEffectPlay(AudioClip audioClip)

{
_effect.volume = SoundSettingsManager.effectsVolume;
_effect.PlayOneShot(audioClip);

}

public void MusicVolumeRefresh()

{

if (_musicChange != null)

{
StopCoroutine(_musicChange);
_musicChange = null;

}

_music.volume = currentMusicVVolume * SoundSettingsManager.musicVolume;

¥
¥

GameManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour

{

public static GameManager instance = null;

public delegate void PlayerDieEventHandler();
public event PlayerDieEventHandler PlayerDieEvent = null;

public enum GameState

{
Title,
Play,
MenuOpen

}

public GameState currentGameState = GameState.Play;
[Hidelnlnspector] public bool firstStart = true;
[Hidelnlnspector] public Vector2 playerStartPos;
[HidelnInspector] public float playerStartlocalScaleX;

[HidelnInspector] public int playerCurrentHealth;
[HidelnInspector] public int playerCurrentDrivingForce;

[HidelnInspector] public string resurrectionScene;
[HidelnInspector] public Vector2 playerResurrectionPos;

int gameDataNum = 1;

int_prevPlayTime;
float _startTime;

bool _isStarted = true;
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void Awake()

{
if (instance != null)
{
Destroy(gameObject);
return;
}

instance = this;
DontDestroyOnLoad(gameObject);

Cursor.visible = false;

EnemyDataManager.Init();
SceneManager.sceneLoaded += OnScenelLoaded:;

OptionsData.Init();

#if UNITY_EDITOR

if (currentGameState == GameState.Play)

{
GameLoad(1, false);

}

#endif

}

public bool IsStarted()

if (_isStarted)

{
_startTime = (float)DateTime.Now.TimeOfDay.TotalSeconds;
_isStarted = false;
return true;

}

return false;

}

public void SetGameState(GameState newGameState)

{

switch (newGameState)
{
case GameState.Play:
ScreenEffect.instance. TimeStopCancle();
break;
case GameState.MenuOpen:
ScreenEffect.instance. TimeStopStart();
break;
case GameState. Title:
break;

}

currentGameState = newGameState;

}

public string IntToTimeText(int time)
{

int sec = (time % 60);

int min = ((time / 60) % 60);

int hour = (time / 3600);

string secToStr = sec < 10 ? "0" + sec.ToString() : sec.ToString();
string minToStr = min < 10 ? 0" + min.ToString() : min.ToString();



string hourToStr = hour.ToString();

return string.Format("{0}:{1}:{2}", hourToStr, minToStr, secToStr);
}

public void HandlePlayerDeath()

{
playerStartPos = playerResurrectionPos;
DeadEnemyManager.ClearDeadEnemies();
PlayerDieEvent?.Invoke();

}

public void GameSave()
{
string sceneName = resurrectionScene;
List<string> seenTutorials = TutorialManager.GetSeenTutorialsToString();
List<string> deadBosses = DeadEnemyManager.GetDeadBosses();
List<Vector2> foundMaps = MapManager.GetDiscoveredMaps();
int playTime = _prevPlayTime + Mathf.CeilTolnt((float)Date Time.Now.TimeOfDay.TotalSeconds - _startTime);

var saveData = new GameSaveData

(
playTime,
sceneName,
playerResurrectionPos,
PlayerLearnedSkills.hasLearnedClimbingWall,
PlayerLearnedSkills.hasLearnedDoubleJump,
foundMaps,
deadBosses,
seenTutorials

);

SaveSystem.GameSave(saveData, gameDataNum);

}

public void GameLoad(int gameDataNum, bool scenelLoaded = true)

{

var saveData = SaveSystem.GameLoad(gameDataNum);
this.gameDataNum = gameDataNum;

if (saveData == null)

{

SceneTransition.instance.LoadScene("OldMachineRoom_A");
return;

}

_prevPlayTime = saveData.playTime;

resurrectionScene = saveData.sceneName;
playerResurrectionPos = saveData.playerPos;

MapManager.AddDiscoveredMaps(saveData.foundMaps);

PlayerLearnedSkills.hasLearnedClimbingWall = saveData.hasLearnedClimbingWall;
PlayerLearnedSkills.hasLearnedDoubleJump = saveData.hasLearnedDoubleJump;

for (int i = 0; i < saveData.deadBosses.Count; i++)

{
DeadEnemyManager.AddDeadBoss(saveData.deadBosses[i]);
}
for (int i = 0; i < saveData.seenTutorials.Count; i++)
{
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TutorialManager.AddSeenTutorial(saveData.seenTutorials[i]);

}

firstStart = false;
if (sceneLoaded)

playerStartPos = saveData.playerPos;
SceneTransition.instance.LoadScene(saveData.sceneName);

¥
¥

void OnSceneloaded(Scene scene, LoadSceneMode mode)

{

if (currentGameState == GameState. Title)

{

gameDataNum = 1;
firstStart = true;

playerStartPos = Vector2.zero;
playerStartlocalScaleX = 0;

playerCurrentHealth = 0;
playerCurrentDrivingForce = 0;

resurrectionScene = string.Empty;
playerResurrectionPos = Vector2.zero;

_prevPlayTime = 0;
_startTime = 0;

_isStarted = true;

}

PlayerDieEvent = null;

}

void OnApplicationQuit()

{
if (instance.currentGameState != GameState. Title)
{

instance.GameSave();

}

OptionsData.OptionsSave();
}
}

SaveSystem.cs

using System.Collections;

using System.Collections.Generic;
using System.10;

using System.Security.Cryptography;
using UnityEngine;

[System.Serializable]
public class OptionsSaveData

public bool fullScreenMode = true;
public Resolution? resolution = null;
public bool vSync = true;
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public List<int> keyMapping = new List<int>();
public List<int> buttonMapping = new List<int>();

public float masterVolume = 1.0f;
public float musicVolume = 1.0f;
public float effects\Volume = 1.0f;

public float gamepadVibration = 1.0f;
public bool screenShake = true;
public bool screenFlashes = true;

public int language = (int)LanguageManager.Language.Last;

}

[System.Serializable]
public class GameSaveData
{
public int playTime;
public string sceneName;
public Vector2 playerPos;
public bool hasLearnedClimbingWall;
public bool hasLearnedDoubleJump;
public List<Vector2> foundMaps = new List<Vector2>();
public List<string> deadBosses = new List<string>();
public List<string> seenTutorials = new List<string>();

public GameSaveData(
int playTime,
string sceneName,
Vector2 playerPos,
bool hasLearnedClimbingWall,
bool hasLearnedDoubleJump,
List<Vector2> foundMaps,
List<string> deadBosses,
List<string> seenTutorials)

this.playTime = playTime;
this.sceneName = sceneName;
this.playerPos = playerPos;
this.hasLearnedClimbingWall = hasLearnedClimbingWall;
this.hasLearnedDoubleJump = hasLearnedDoubleJump;
this.foundMaps = foundMaps;
this.deadBosses = deadBosses;
this.seenTutorials = seenTutorials;
}
}

public static class SaveSystem

{

private static readonly string privateKey =
"EKDe$BMqvxvV {6z ovKrhuf%JlJUg01CgCnad XY cOeGT%Ilu5kS0xrj*09%" N";

public static void OptionSave(OptionsSaveData optionsSaveData)

{

string jsonString = JsonUltility. ToJson(optionsSaveData);
string encryptString = Encrypt(jsonString);

using (FileStream fs = new FileStream(OptionsGetPath(), FileMode.Create, FileAccess.Write))
byte[] bytes = System.Text.Encoding.UTF8.GetBytes(encryptString);

fs.Write(bytes, 0, bytes.Length);
}



}

public static OptionsSaveData OptionLoad()

{

}

if (IFile.Exists(OptionsGetPath()))
{

return null;

}

string encryptData;
using (FileStream fs = new FileStream(OptionsGetPath(), FileMode.Open, FileAccess.Read))

byte[] bytes = new byte[(int)fs.Length];

fs.Read(bytes, 0, (int)fs.Length);

encryptData = System.Text.Encoding.UTF8.GetString(bytes);
}

string decryptData = Decrypt(encryptData);
OptionsSaveData saveData = JsonUtility.FromJson<OptionsSaveData>(decryptData);
return saveData;

public static void GameSave(GameSaveData saveData, int dataNum)

{

}

string jsonString = JsonUtility. ToJson(saveData);
string encryptString = Encrypt(jsonString);

using (FileStream fs = new FileStream(GetPath(dataNum), FileMode.Create, FileAccess.Write))

byte[] bytes = System.Text.Encoding.UTF8.GetBytes(encryptString);
fs.Write(bytes, 0, bytes.Length);
}

public static GameSaveData GameLoad(int dataNum)

{

}

if ('File.Exists(GetPath(dataNum)))
{

return null;

}

string encryptData;
using (FileStream fs = new FileStream(GetPath(dataNum), FileMode.Open, FileAccess.Read))

byte[] bytes = new byte[(int)fs.Length];

fs.Read(bytes, O, (int)fs.Length);

encryptData = System.Text.Encoding.UTF8.GetString(bytes);
}

string decryptData = Decrypt(encryptData);
GameSaveData saveData = JsonUTtility.FromJson<GameSaveData>(decryptData);
return saveData,;

public static void GameDelete(int dataNum)

}

if (IFile.Exists(GetPath(dataNum)))
{

return;

}
File.Delete(GetPath(dataNum));
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static string GetPath(int dataNum) =>
Path.Combine(Application.persistentDataPath + "/save0" + dataNum + ".save");

static string OptionsGetPath() =>
Path.Combine(Application.persistentDataPath + "/options.save");

static string Encrypt(string data)

{
byte[] bytes = System.Text.Encoding.UTF8.GetBytes(data);
RijndaelManaged rm = CreateRijndaelManaged();
ICryptoTransform ct = rm.CreateEncryptor();
byte[] results = ct.TransformFinalBlock(bytes, 0, bytes.Length);
return System.Convert. ToBase64String(results, 0, results.Length);

}

static string Decrypt(string data)

{
byte[] bytes = System.Convert.FromBase64String(data);
RijndaelManaged rm = CreateRijndaelManaged();
ICryptoTransform ct = rm.CreateDecryptor();
byte[] resultArray = ct. TransformFinalBlock(bytes, 0, bytes.Length);
return System.Text.Encoding.UTF8.GetString(resultArray);

}

static RijndaelManaged CreateRijndaelManaged()

{
byte[] keyArray = System.Text.Encoding.UTF8.GetBytes(privateKey);
RijndaelManaged result = new RijndaelManaged();

byte[] newKeysArray = new byte[16];
System.Array.Copy(keyArray, 0, newKeysArray, 0, 16);

result.Key = newKeysArray;
result.Mode = CipherMode.ECB;
result.Padding = PaddingMode.PKCS7;
return result;
}
}

ControlsScreen.cs

using System.Collections;

using System.Collections.Generic;

using TMPro;

using MenuUl;

using UnityEngine;

using System;

using UnityEngine.InputSystem;

using UnityEngine.InputSystem.LowLevel;

public class ControlsScreen : MonoBehaviour

{
public GameObject optionsMenuScreen;
public TextMeshProUGUI controlsText;
public TextMeshProUGUI actionsText;
public TextMeshProUGUI keyboardText;
public TextMeshProUGUI controllerText;
public TextMeshProUGUI manual Text;
public Menu[] menu;

int _currentMenulndex;
bool _isMapping;
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void Awake()

{
if (manualText == null)
{
manualText = GameObject.Find("Manual Text").GetComponent<TextMeshProUGUI>();
}
KeyRefresh();
ButtonRefresh();
}

void OnEnable()

ControlsOptionsRefresh();
MenuUIController.MenuRefresh(menu, ref _currentMenulndex, manualText);
SetNonSelectedDeviceTextColor();

}
void Update()

if (_isMapping) return;

bool uplnput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Up);

bool downlInput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Down);
bool selectinput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Select);
bool backinput = GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Cancle);

if (uplnput)
{

_currentMenulndex--;
MenuUIController.MenuRefresh(menu, ref _currentMenulndex, manual Text);
SetNonSelectedDeviceTextColor();

else if (downlinput)

_currentMenulndex++;
MenuUIController.MenuRefresh(menu, ref _currentMenulndex, manual Text);
SetNonSelectedDevice TextColor();

}
if (selectlnput)

menu[_currentMenulndex].menuSelectEvent.Invoke();
SetNonSelectedDeviceTextColor();

}
if (backInput)

_currentMenulndex = 0;
MenuUIController.MenuRefresh(menu, ref _currentMenulndex, manualText);
ReturnToOptionsMenuScreen();
}
}

public void SetButtonMapping(string action)

{
var stringToAction = (GamelnputManager.PlayerActions)Enum.Parse(typeof(GamelnputManager.PlayerActions),
action);
StartCoroutine(ChooseButtonToMap(stringToAction));
}

IEnumerator ChooseButtonToMap(GamelnputManager.PlayerActions action)

{
_isMapping = true;
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TextMeshProUGUI buttonText;
if (GamelnputManager.usingController)
{
buttonText = menu[_currentMenulndex].text[2];
}
else
{
buttonText = menu[_currentMenulndex].text[1];
}
buttonText.color = new Color32(141, 105, 122, 255);
manual Text.text = LanguageManager.GetText("Empty");

yield return null;

while (true)

{

if (GamelnputManager.usingController)

{
GamepadButton inputButton = GamelnputManager.GetCurrentinputButton();

if (inputButton != GamepadButton.Start)
{
GamelnputManager.GamepadMapping(action, inputButton);
ButtonRefresh();
break;
}
}

else

{
Key inputKey = GamelnputManager.GetCurrentinputKey();

if (inputKey != Key.None)

GamelnputManager.KeyboardMapping(action, inputKey);
KeyRefresh();
break;
}
}

yield return null;

}

MenuUIController.SelectMenuTextColorChange(menu[_currentMenulndex]);
_isMapping = false;

MenuUIController.MenuRefresh(menu, ref _currentMenulndex, manualText);
SetNonSelectedDeviceTextColor();

}

public void ReturnToDefault()
if (GamelnputManager.usingController)

GamelnputManager.ControllerInputSetDefaults();
ButtonRefresh();
}

else

{
GamelnputManager.KeyboardInputSetDefaults();
KeyRefresh();

¥
¥
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void SetNonSelectedDeviceTextColor()

{
if (menu[_currentMenulndex].text.Length <= 1) return;
if (GamelnputManager.usingController)
{
menu[_currentMenulndex].text[1].color = MenuUIController.notSelectColor;
}
else
{
menu[_currentMenulndex].text[2].color = MenuUIController.notSelectColor;
}
}
void ControlsOptionsRefresh()
{
controlsText.text = LanguageManager.GetText("Controls™);
actionsText.text = LanguageManager.GetText("Actions");
keyboardText.text = LanguageManager.GetText("Keyboard");
controllerText.text = LanguageManager.GetText("Controller");
for (int i = 0; i < menu.Length; i++)
switch (menu[i].text[0].name)
case "MovelLeftText™:
menu[i].text[0].text = LanguageManager.GetText("MoveLeft");
break;
case "MoveRightText":
menuli].text[0].text = LanguageManager.GetText("MoveRight");
break;
case "MoveUpText™:
menuli].text[0].text = LanguageManager.GetText("MoveUp");
break;
case "MoveDownText":
menu[i].text[0].text = LanguageManager.GetText("MoveDown");
break;
case "JumpText":
menu[i].text[0].text = LanguageManager.GetText("Jump™);
break;
case "AttackText":
menul[i].text[0].text = LanguageManager.GetText("Attack™);
break;
case "Special Attack Text":
menuli].text[0].text = LanguageManager.GetText("Special Attack");
break;
case "DodgeText":
menul[i].text[0].text = LanguageManager.GetText("Dodge");
break;
case "ResetToDefaultText":
menul[i].text[0].text = LanguageManager.GetText("ResetToDefault");
break;
}
}
}

void KeyRefresh()
for (int i = 0; i < menu.Length; i++)
switch (menu[i].text[0].name)

case "MoveLeftText":



menuli].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.MoveLeft);
break;

case "MoveRightText":
menul[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.MoveRight);
break;

case "MoveUpText™:
menu[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.MoveUp);
break;

case "MoveDownText":
menu[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.MoveDown);
break;

case "JumpText":
menul[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.Jump);
break;

case "AttackText":
menu[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions. Attack);
break;

case "SpecialAttack Text":
menul[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.Special Attack);
break;

case "DodgeText":
menul[i].text[1].text = GamelnputManager.ActionToKeyText(GamelnputManager.PlayerActions.Dodge);
break;

}
}
}

void ButtonRefresh()
for (int i = 0; i < menu.Length; i++)
switch (menu[i].text[0].name)

case "MovelLeftText":
menu[i].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.MoveLeft);
break;

case "MoveRightText":
menu[i].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.MoveRight);
break;

case "MoveUpText™:
menu[i].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.MoveUp);
break;

case "MoveDownText":
menul[i].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.MoveDown);
break;

case "JumpText":
menu[i].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.Jump);
break;

case "AttackText":
menul[i].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.Attack);
break;

case "Special Attack Text™:
menu[i].text[2].text =

GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.Special Attack);

break;

case "DodgeText":
menuli].text[2].text = GamelnputManager.ActionToButtonText(GamelnputManager.PlayerActions.Dodge);
break;

}
}
}

void ReturnToOptionsMenuScreen()
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{
gameObject.SetActive(false);

optionsMenuScreen.SetActive(true);
}
}

MenuUl.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

using UnityEngine.Events;

using System.Text;

namespace MenuUl

[System.Serializable]
public class Manual

{
public string key;
public GamelnputManager.MenuControl menuControl;

}

[System.Serializable]
public class Menu

{
public TextMeshProUGUI[] text;

public Manual[] manual;
public UnityEvent menuSelectEvent;

}

public static class MenuUIController

{
public static readonly Color selectColor = new Color32(255, 236, 214, 255);

public static readonly Color notSelectColor = new Color32(255, 170, 94, 255);

public static void MenuRefresh(Menu[] menu, ref int currentMenulndex, TextMeshProUGUI manualText = null)

{

if (currentMenulndex >= menu.Length)

{

currentMenulndex = 0;

else if (currentMenulndex < 0)

{

currentMenulndex = menu.Length - 1;

¥

AllMenuTextColorInit(menu);
SelectMenuTextColorChange(menu[currentMenulndex]);

if (manualText != null)

SetMenualText(menu[currentMenulndex], manual Text);

¥
¥

public static void MenuRefresh(List<Menu> menu, ref int currentMenulndex, TextMeshProUGUI manualText = null)

{

if (currentMenulndex >= menu.Count)

{

currentMenulndex = 0;

}



else if (currentMenulndex < 0)

{
¥

AllMenuTextColorInit(menu);
SelectMenuTextColorChange(menu[currentMenulndex]);

currentMenulndex = menu.Count - 1;

if (manualText != null)

SetMenualText(menu[currentMenulndex], manualText);

ky
}

public static void AllMenuTextColorlInit(Menu[] menu)

{

for (inti = 0; i < menu.Length; i++)
{
for (int j = 0; j < menu[i].text.Length; j++)
menuli].text[j].color = notSelectColor;

¥
}

public static void AllMenuTextColorInit(List<Menu> menu)

{

for (inti = 0; i <menu.Count; i++)
for (int j = 0; j < menu[i].text.Length; j++)
menuli].text[j].color = notSelectColor;

ks
¥

public static void AllMenuTextHide(Menu[] menu)
{

for (inti = 0; i < menu.Length; i++)
for (int j = 0; j < menu[i].text.Length; j++)

menuli].text[j].color = new Color32(0, 0, 0, 0);

¥
¥

public static void AllMenuTextHide(List<Menu> menu)

{
for (inti =0; i < menu.Count; i++)
for (int j = 0; j < menu[i].text.Length; j++)

menuli].text[j].color = new Color32(0, 0, 0, 0);

by
¥

public static void SelectMenuTextColorChange(Menu menu)
{

for (int j = 0; j < menu.text.Length; j++)

menu.text[j].color = selectColor;
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by
}

public static void SelectMenuTextHide(Menu menu)

{

for (int j = 0; j < menu.text.Length; j++)

menu.text[j].color = new Color(0, 0, 0, 0);

ky
¥

public static void SetMenualText(Menu menu, TextMeshProUGUI manualText)
{
StringBuilder manual = new StringBuilder();
for (inti = 0; i < menu.manual.Length; i++)
{
string key = LanguageManager.GetText(menu.manual[i].key);
string input = GamelnputManager.usingController
? GamelnputManager.MenuControl ToButtonText(menu.manual[i]. menuControl)
: GamelnputManager.MenuControl ToKeyText(menu.manual[i].menuControl);

manual. AppendFormat("{0} [ <color=#ffaa5e>{1}</color>1", key, input);

if (i < menu.manual.Length - 1)

{
manual. Append(" ");

}

manualText.text = manual. ToString();

¥
¥
¥

Map.cs

using System.Collections;

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

using TMPro;

using UnityEngine;

using UnityEngine.Ul;

public static class MapManager

{

static List<Vector2> discoveredMapPositions = new List<Vector2>();

public static void ClearDiscoveredMaps()

{

discoveredMapPositions.Clear();

}

public static void AddDiscoveredMap(Image maplmage)
{

discoveredMapPositions.Add(maplmage.rectTransform.anchoredPosition);

}

public static void AddDiscoveredMaps(List<Vector2> mapPositions)

{

discoveredMapPositions. AddRange(mapPositions);

}

public static List<Vector2> GetDiscoveredMaps() => discoveredMapPositions;

79



[System.Serializable]
public class MenuControlAndKey

{

public GamelnputManager.MenuControl[] menuControl;
public string menuKey;

}

public class Map : MonoBehaviour

{
const int MapTileSpacing = 8;
const int MaxZoomLevel = 3;
const int MinZoomLevel = 1;

[SerializeField] TextMeshProUGUI _mapTitleText;
[SerializeField] TextMeshProUGUI _manual Text;
[SerializeField] RectTransform _mapTileContainer;
[SerializeField] RectTransform _playerlcon;

[SerializeField] List<Image> mapTiles;

[SerializeField] MenuControlAndKey[] _menuControlAndKey;

int _mapZoomLevel = 1;

Vector2 _mapOriginPos = Vector2.zero;
Camera _camera;
Transform _cameraTransform;

void Awake()

{
transform.GetComponent<PauseScreen>().MapOpend += OnMapOpend;

_camera = Camera.main;
_cameraTransform = _camera.GetComponent<Transform>();

foreach (var mapTile in _mapTiles)

{
}

foreach (Vector2 mapPos in MapManager.GetDiscoveredMaps())
{

Image maplmage = _mapTiles.Find(x => x.rectTransform.anchoredPosition == mapPos);
maplmage?.gameObject.SetActive(true);

}

_mapOriginPos = _mapTileContainer.anchoredPosition;

}
void Update()

mapTile.gameObject.SetActive(false);

UpdatePlayerlcon();
DiscoverMap();
MoveMap();
ZoomMap();

}

void UpdatePlayerlcon()
{

float cameraHalfSizeY = _camera.orthographicSize;
float cameraHalfSizeX = cameraHalfSizeY * _camera.aspect;

float xPos = (_cameraTransform.position.x + cameraHalfSizeX) / (cameraHalfSizeX * 2);
float yPos = (_cameraTransform.position.y + cameraHalfSizeY) / (cameraHalfSizeY * 2);

80



int xPosIndex = Mathf.FloorTolnt(xPos) * MapTileSpacing;
int yPosIndex = Mathf.FloorTolnt(yPos) * MapTileSpacing;

_playerlcon.anchoredPosition = new Vector2(xPoslIndex, yPosIndex);

}

void DiscoverMap()

{

Image maplmage = _mapTiles.Find(x => x.rectTransform.anchoredPosition == _playerlcon.anchoredPosition);

if (Imaplmage.gameObject.activeSelf)

maplmage.gameObject.SetActive(true);
MapManager.AddDiscoveredMap(maplmage);

}
}

void MoveMap()

float yMove = GamelnputManager.Menulnput(GamelnputManager.MenuControl.Up) ? 1 :
GamelnputManager.Menulnput(GamelnputManager.MenuControl.Down) ? -1 : 0;

float xMove = GamelnputManager.Menulnput(GamelnputManager.MenuControl.Right) ? 1 :
GamelnputManager.Menulnput(GamelnputManager.MenuControl.Left) ? -1 : 0;

_mapTileContainer.Translate(new Vector2(xMove, yMove) * 10f * Time.unscaledDeltaTime);

_mapTileContainer.anchoredPosition = new Vector2(
Mathf.Clamp(_mapTileContainer.anchoredPosition.x, -50f, 20f),
Mathf.Clamp(_mapTileContainer.anchoredPosition.y, -20f, 20f)

);
¥

void ZoomMap()
if (GamelnputManager.MenulnputDown(GamelnputManager.MenuControl.Select))
if (_mapZoomLevel < MaxZoomLevel)

_mapTileContainer.localScale += Vector3.one;
_mapZoomLevel++;

¥

else

_mapTileContainer.localScale = Vector3.one;
_mapZoomLevel = MinZoomLevel;

¥
¥
¥

public void OnMapOpend()

_mapTitleText.text = LanguageManager.GetText("Map");
SetManualText();

_mapZoomLevel = 1;
_mapTileContainer.localScale = Vector3.one;

_mapTileContainer.anchoredPosition = _mapOriginPos - _playerlcon.anchoredPosition;

}

void SetManualText()
{
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}

var sb = new StringBuilder();
for (inti =0; i <_menuControlAndKey.Length; i++)
for (intj = 0; j < _menuControlAndKey[i].menuControl.Length; j++)
string menuControl ToText = GamelnputManager.usingController
? GamelnputManager.MenuControlToButtonText(_menuControl AndKey[i].menuControl[j])

: GamelnputManager.MenuControl ToKeyText(_menuControlAndKey[i].menuControl[j]);

sb.AppendFormat("'[ <color=#ffaa5e>{0}</color>]", menuControlToText);

¥

string keyToName = LanguageManager.GetText(_menuControlAndKey[i].menuKey);
sh.Append(keyToName);

if (i <_menuControlAndKey.Length - 1)
sb.Append(" ");

}

_manual Text.text = sh.ToString();

}

Player.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

[RequireComponent(typeof(ActorController), typeof(PlayerDamage))]
public class Player : Actor

{

[SerializeField] float _moveSpeed = 16.5f;
[SerializeField] float _groundMoveAcceleration = 9.865f;
[SerializeField] float _groundMoveDeceleration = 19f;
[SerializeField] float _airMoveAcceleration = 5.5f;
[SerializeField] float _airMoveDeceleration = 8f;
[SerializeField] float _runDustEffectDelay = 0.2f;

[Space(10)]

[SerializeField] float _jumpForce = 24f;
[SerializeField] float _jumpHeight = 4.5f;
[SerializeField] float _doubleJumpHeight = 2.0f;
[SerializeField] float _maxCoyoteTime = 0.06f;
[SerializeField] float _maxJumpBuffer = 0.25f;

[Space(10)]

[SerializeField] float _slidingForce = 24f;
[SerializeField] float _dodgeDuration = 0.25f;
[SerializeField] float _dodgelnvinsibleTime = 0.15f;
[SerializeField] float _dodgeCooldown = 0.15f;
[SerializeField] float _dodgeDustEffectDelay = 0.1f;

[Space(10)]

[SerializeField] float _wallSlidingSpeed = 8.5f;
[SerializeField] float _wallJumpHeight = 1.5f;
[SerializeField] float _wallJumpXForce = 8f;
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[SerializeField] float _wallSlideDustEffectDelay = 0.15f;

[Space(10)]

[SerializeField] int _power = 3;

[SerializeField] float _basicAttackKnockBackForce = 8.0f;
[SerializeField] float _fireBallKnockBackForce = 7.5f;

[Space(10)]
[SerializeField] Image _healingEffect;

[Space(10)]

[SerializeField] AudioClip _swingSound,;
[SerializeField] AudioClip _fireBallSound;
[SerializeField] AudioClip _attackHitSound;
[SerializeField] AudioClip _stepSound;
[SerializeField] AudioClip _jumpSound;

float _coyoteTime;
float _maxJumpHeight;
float _moveX;

float _nextWallSlideDustEffectTime;
float _nextRunDustEffectTime;

bool _canMove = true;

bool _canWallSliding = true;
bool _hasDoubleJumped;
bool _canDodge = true;

int _xAXis;

bool _leftMovelnput;

bool _rightMovelnput;
float _timeHeldBackInput;

bool _jumplnput;
bool _jumpDownlnput;
float _jumpBuffer;

bool _attackinput;
bool _speciallnput;
bool _dodgelnput;

bool _isJumped;

bool _isFalling;

bool _isAttacking;

bool _isDodging;

bool _isWallSliding;

bool _isResting;

bool isBeingKnockedBack;

KnockBack _basicAttackKnockBack = new KnockBack();
KnockBack _fireBallKnockBack = new KnockBack();

Transform _backCliffChecked,;
Coroutine _knockedBackCoroutine;
PlayerAttack _attack;
PlayerDrivingForce _drivingForce;
PlayerDamage _damage;

protected override void Awake()

base.Awake();

83



_backCliffChecked = transform.Find("BackCliffChecked").GetComponent<Transform>();
_damage = GetComponent<PlayerDamage>();

_drivingForce = GetComponent<PlayerDrivingForce>();

_attack = GetComponent<PlayerAttack>();

_basicAttackKnockBack.force = _basicAttackKnockBackForce;
_fireBallKnockBack.force = _fireBallKnockBackForce;

_damage.KnockBack += OnKnockedBack;
_damage.Died += OnDied;

}

void Start()
{

if ('GameManager.instance.IsStarted())
{
actorTransform.position = GameManager.instance.playerStartPos;
actorTransform.localScale = new Vector3(GameManager.instance.playerStartlocalScaleX, 1, 1);

_damage.CurrentHealth = GameManager.instance.playerCurrentHealth;
_drivingForce.CurrentDrivingForce = GameManager.instance.playerCurrentDrivingForce;

GameManager.instance.GameSave();

}

else

{
GameManager.instance.playerCurrentHealth = _damage.CurrentHealth;
GameManager.instance.playerCurrentDrivingForce = _drivingForce.CurrentDrivingForce;

if (GameManager.instance.firstStart)

{
GameManager.instance.playerResurrectionPos = actorTransform.position;
GameManager.instance.resurrectionScene = SceneManager.GetActiveScene().name;
GameManager.instance.firstStart = false;

¥

else

if (GameManager.instance.resurrectionScene == SceneManager.GetActiveScene().name)

{
actorTransform.position = GameManager.instance.playerStartPos;
}
}
}
}

void Update()
if (isDead || _isResting) return;
deltaTime = Time.deltaTime;

Handlelnput();
HandleMove();
HandleJump();
HandleWallSlide();
HandleFallingAndLanding();
HandleAttack();
HandleDodge();
AnimationUpdate();

}

void Handlelnput()
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if (GameManager.instance.currentGameState != GameManager.GameState.Play) return;

_leftMovelnput = GamelnputManager.Playerinput(GamelnputManager.PlayerActions.MoveL eft);
_rightMovelnput = GamelnputManager.PlayerInput(GamelnputManager.PlayerActions.MoveRight);
_XAxis = _leftMovelnput ? -1 : _rightMovelnput? 1: O;

_jumplnput = GamelnputManager.PlayerInput(GamelnputManager.PlayerActions.Jump);
_jumpDownlnput = GamelnputManager.PlayerInputDown(GamelnputManager.PlayerActions.Jump);

_attacklnput = GamelnputManager.PlayerInputDown(GamelnputManager.PlayerActions. Attack);
_speciallnput = GamelnputManager.PlayerInputDown(GamelnputManager.PlayerActions.Special Attack);
_dodgelnput = GamelnputManager.PlayerInputDown(GamelnputManager.PlayerActions.Dodge);

void HandleMove()
{

if (1_canMove) return;

if (_xAxis 1= 0)
{

_moveX += (controller.IsGrounded ? _groundMoveAcceleration : _airMoveAcceleration) * deltaTime;

if (actorTransform.localScale.x = _xAxis && !_isAttacking)

Flip();

_moveX =0;

if (controller.IsGrounded) _nextRunDustEffectTime = 0;
}

if (controller.IsGrounded)

{

_nextRunDustEffectTime -= deltaTime;
if (_nextRunDustEffectTime <= 0)

ObjectPoolManager.instance.GetPoolObject("RunDust", actorTransform.position, actorTransform.localScale.x);
_nextRunDustEffectTime = _runDustEffectDelay;
SoundManager.instance.SoundEffectPlay(_stepSound);
GamepadVibrationManager.instance.GamepadRumbleStart(0.02f, 0.017f);
}
}
}

else

{

_moveX -= (controller.IsGrounded ? _groundMoveDeceleration : _airMoveDeceleration) * deltaTime;
_nextRunDustEffectTime = 0;

}

_moveX = Mathf.Clamp(_moveX, 0f, 1f);
controller.VelocityX = _xAxis * _moveSpeed * _moveX;

}

void HandleJump()
if (controller.IsGrounded || controller.IsWalled) _hasDoubleJumped = false;
if (1_isJumped)
if (JumplnputBuffer() && CoyoteTime())
if (1_isAttacking && ! isDodging && !isBeingKnockedBack)

{
StartJump();
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}
else if (PlayerLearnedSkills.hasLearnedDoubleJump)
if (1_hasDoubleJumped && !controller.IsGrounded && ! isWallSliding && _jumpDownlinput)

StartDoubleJump();
}
}
}
else
{
ContinueJumping();
}
}

void StartJump()
{
_isJumped = true;
_coyoteTime = _maxCoyoteTime;
_jumpBuffer = _maxJumpBuffer;
_maxJumpHeight = actorTransform.position.y + _jumpHeight;

ObjectPoolManager.instance.GetPoolObject("JumpDust", actorTransform.position);
GamepadVibrationManager.instance.GamepadRumbleStart(0.5f, 0.05f);
SoundManager.instance.SoundEffectPlay(_stepSound);
SoundManager.instance.SoundEffectPlay(_jumpSound);

}

void StartDoubleJump()

{
_isJumped = true;
_hasDoubleJumped = true;
_maxJumpHeight = actorTransform.position.y + _doubleJumpHeight;
animator.SetTrigger(GetAnimationHash("DoubleJump"));
ObjectPoolManager.instance.GetPoolObject("JumpDust", actorTransform.position);
GamepadVibrationManager.instance.GamepadRumbleStart(0.5f, 0.05f);
SoundManager.instance.SoundEffectPlay(_jumpSound);

}

void ContinueJumping()
controller.VelocityY = _jumpForce;

if (_maxJumpHeight <= actorTransform.position.y)

{
_isJumped = false;
controller.VelocityY = _jumpForce * 0.75f;

else if (!_jumplnput || controller.IsRoofed)

_isJumped = false;
controller.VelocityY = _jumpForce * 0.5f;
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bool JumpInputBuffer()

if (_jumplnput)
{

if (_jumpBuffer < _maxJumpBuffer)

{
_jumpBuffer += deltaTime;

return true;
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}

else

_jumpBuffer = 0;
}

return false;

}

bool CoyoteTime()

if (controller.IsGrounded)

{
_coyoteTime = 0;
return true;

}

else if (_coyoteTime < _maxCoyoteTime)

{

_coyoteTime += deltaTime;
return true;
}

return false;

}
void HandleFallingAndLanding()

if (controller.VelocityY < -5f)
{

_isFalling = true;

else if (controller.IsGrounded && _isFalling)

{

_isFalling = false;

SoundManager.instance.SoundEffectPlay(_stepSound);
ObjectPoolManager.instance.GetPoolObject("JumpDust", actorTransform.position);
GamepadVibrationManager.instance.GamepadRumbleStart(0.25f, 0.05f);

}
}

void HandleWallSlide()

if ('PlayerLearnedSkills.hasLearnedClimbingWall || !_canWallSliding || _isAttacking) return;

if (1_iswallSliding)

if (controller.IsWalled && !controller.IsGrounded && controller.VelocityY < 0)

int wallDirection = controller.IsLeftWalled ? -1 : 1;

if (_xAxis == wallDirection)

StartWallSliding();
}
}
}

else

{
ContinueWallSliding();
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void StartWallSliding()

_isWallSliding = true;



_isDodging = _canMove = false;
controller.SlideCancle();

}

void ContinueWallSliding()
{

int wallDirection = controller.IsLeftWalled ? -1 : 1;
float dustEffectXPos = actorTransform.position.x + (wallDirection == 1 ? 0.625f : -0.625f);
Vector2 dustEffectPos = new Vector2(dustEffectXPos, actorTransform.position.y + 1.25f);

controller.VelocityY = Mathf.Clamp(controller.VelocityY, -_wallSlidingSpeed, float. MaxValue);

bool backInput = (wallDirection == 1 && _leftMovelnput) ||
(wallDirection == -1 && _rightMovelnput);

if (backInput)

{
_timeHeldBacklInput += deltaTime;
if (_timeHeldBackInput >= 0.2f)

WallSlidingCancle();
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else

{
_timeHeldBackInput = 0;

}
if (_jumpDownlInput)

_isJumped = true;
_coyoteTime = _maxCoyoteTime;
_maxJumpHeight = actorTransform.position.y + _wallJumpHeight;

Flip();
controller.SlideMove(_wallJumpXForce, -wallDirection, 30f);

_moveX = 1.0f;

ObjectPoolManager.instance.GetPoolObject("WallJumpDust", dustEffectPos, -actorTransform.localScale.x);
GamepadVibrationManager.instance.GamepadRumbleStart(0.5f, 0.05f);
SoundManager.instance.SoundEffectPlay(_stepSound);

WallSlidingCancle();
}

if (Icontroller.IsWalled || controller.IsGrounded || isBeingKnockedBack)

WallSlidingCancle();
}

_nextWallSlideDustEffectTime -= deltaTime;
if (_nextWallSlideDustEffectTime <= 0)

_nextWallSlideDustEffectTime = _wallSlideDustEffectDelay;
ObjectPoolManager.instance.GetPoolObject("WallSlideDust", dustEffectPos, actorTransform.localScale.x);
GamepadVibrationManager.instance.GamepadRumbleStart(0.1f, 0.033f);
SoundManager.instance.SoundEffectPlay(_swingSound);
}
}

void WallSlidingCancle()

_isWallSliding = false;



_canMove = true;
_timeHeldBackInput = 0;
_nextWallSlideDustEffectTime = _wallSlideDustEffectDelay;

}

void HandleAttack()

{
if (_isAttacking || _isWallSliding || _isDodging || isBeingKnockedBack) return;

if (_attacklnput)
StartCoroutine(BasicAttack());

else if (_speciallnput)

{
if (_drivingForce. TryConsumeDrivingForce(1))

{
StartCoroutine(FireBall());
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IEnumerator BasicAttack()
{

_isAttacking = true;

bool isHit = false;
bool isNextAttacked = false;

animator.SetTrigger(GetAnimationHash("'BasicAttack"));
animator.ResetTrigger(GetAnimationHash("AnimationEnd™));

_basicAttackKnockBack.direction = actorTransform.localScale.x;
if (controller.IsGrounded)

controller.SlideMove(_moveSpeed, actorTransform.localScale.x, 65f);

}
yield return null;
SoundManager.instance.SoundEffectPlay(_swingSound);
while (!IsAnimationEnded())
if (isBeingKnockedBack) break;
if (NisHit)
if (_attack.IsAttacking(_power, _basicAttackKnockBack))

{

for (int i = 0; i <_attack.HitCount; i++)

{

_drivingForce.IncreaseDrivingForce();

}

SoundManager.instance.SoundEffectPlay(_attackHitSound);
GamepadVibrationManager.instance.GamepadRumbleStart(0.5f, 0.05f);

controller.SlideMove(11.5f, -actorTransform.localScale.x);

if (Icontroller.1sGrounded)

{
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controller.VelocityY = 15;
}

isHit = true;
}
}
if (Physics2D.Raycast(_backCliffChecked.position, Vector2.down, 1.0f, LayerMask.GetMask("Ground")))

controller.SlideCancle();

¥

_canMove = !controller.IsGrounded:;

if (IsAnimatorNormalizedTimelnBetween(0.4f, 0.87f))

{
if (_attacklnput)
{
isNextAttacked = true;
}
else if (IsAnimatorNormalizedTimelnBetween(0.87f, 1.0f))
{
if (isNextAttacked)
{
if (_ xAxis == actorTransform.localScale.x)
controller.SlideMove(_moveSpeed, actorTransform.localScale.x, 65f);
}
animator.SetTrigger(GetAnimationHash(*'NextAttack"));
SoundManager.instance.SoundEffectPlay(_swingSound);
isHit = isNextAttacked = false;
}
}
yield return null;
}
AttackEnd();
}
IEnumerator FireBall()
{

_isAttacking = true;

bool hasSpawnedFireBall = false;
animator.SetTrigger(GetAnimationHash("FireBall™));
animator.ResetTrigger(GetAnimationHash("AnimationEnd"));
_fireBallKnockBack.direction = actorTransform.localScale.x;
yield return null;
SoundManager.instance.SoundEffectPlay(_fireBallSound);
while (lsAnimationEnded())

¢ if (isBeingKnockedBack) break;

if (controller.IsGrounded)

{
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_moveX =0;
_canMove = false;

¥

if (IsAnimatorNormalizedTimelnBetween(0.28f, 0.4f))

if (hasSpawnedFireBall)
{

float scaleX = actorTransform.localScale.x;

float addPosX = actorTransform.position.x + (0.66f * scaleX);
float addPosY = actorTransform.position.y + 1.12f;

Vector2 addPos = new Vector2(addPosX, addPosY);

float angle = scaleX ==1? 180 : 0;

ObjectPoolManager.instance.GetPoolObject("FireBall", addPos, scaleX, angle);
hasSpawnedFireBall = true;

}
¥

yield return null;

}

AttackEnd();
}

void AttackEnd()
{

animator.SetTrigger(GetAnimationHash("AnimationEnd"));
_isAttacking = false;
_canMove = true;

}

void HandleDodge()
if (_isAttacking || _iswallSliding || _isDodging || isBeingKnockedBack) return;
if (_dodgelnput && _canDodge && controller.IsGrounded)

StartCoroutine(Dodging());

}
}

IEnumerator Dodging()

{
float nextDodgeDustEffectTime = 0;

float dodgelnvinsibleTime = _dodgelnvinsibleTime;
float dodgeDuration = _dodgeDuration;

_damage.lsDodged = _isDodging = true;
_canDodge = _canMove = false;

animator.SetTrigger(GetAnimationHash("Sliding™));
animator.ResetTrigger(GetAnimationHash("AnimationEnd™));

yield return null;

controller.SlideMove(_slidingForce, actorTransform.localScale.x);
while (dodgeDuration > 0)

¢ if (isBeingKnockedBack) break;

if (nextDodgeDustEffectTime <= 0)
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ObjectPoolManager.instance.GetPoolObject("RunDust", actorTransform.position, actorTransform.localScale.x);
nextDodgeDustEffectTime = _dodgeDustEffectDelay;
SoundManager.instance.SoundEffectPlay(_jumpSound);

¥

else

nextDodgeDustEffectTime -= deltaTime;
¥

if (dodgelnvinsibleTime <= 0)

_damage.IsDodged = false;

¥

else

{

dodgelnvinsibleTime -= deltaTime;

}

dodgeDuration -= deltaTime;
yield return null;

}

DodgeEnd();
}

void DodgeEnd()

controller.SlideCancle();
animator.SetTrigger(GetAnimationHash("AnimationEnd"));

_isDodging = false;
_canMove = true;

StartCoroutine(DodgeCooldown());
}

IEnumerator DodgeCooldown()

{

yield return YieldInstructionCache.WaitForSeconds(_dodgeCooldown);
_canDodge = true;

}

public void RestAtCheckPoint(Vector2 checkPointPos)
if (Icontroller.IsGrounded || _isResting) return;

GameManager.instance.playerResurrectionPos = checkPointPos;
GameManager.instance.resurrectionScene = SceneManager.GetActiveScene().name;

DeadEnemyManager.ClearDeadEnemies();
GameManager.instance.GameSave();

StartCoroutine("'Resting");
}

IEnumerator Resting()

{
float red = _healingEffect.color.r;
float green = _healingEffect.color.g;
float blue = _healingEffect.color.b;
float alpha = 0.5f;
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_isResting = true;
animator.ResetTrigger(GetAnimationHash("AnimationEnd™));
animator.SetTrigger(GetAnimationHash("Rest"));

yield return YieldlnstructionCache.WaitForSecondsRealtime(0.2f);

_healingEffect.enabled = AccessibilitySettingsManager.screenFlashes;
_healingEffect.color = new Color(red, green, blue, alpha);
_damage.HealthRecovery(_damage.maxHealth);

yield return YieldInstructionCache.WaitForSecondsRealtime(0.1f);

while (alpha > 0f)

alpha -= 0.025f;
_healingEffect.color = new Color(red, green, blue, alpha);
yield return YieldInstructionCache.WaitForSecondsRealtime(0.01f);

}

yield return YieldInstructionCache.WaitForSecondsRealtime(0.1f);

animator.SetTrigger(GetAnimationHash("AnimationEnd"));
_isResting = false;

}

void OnKnockedBack(KnockBack knockBack)
{

controller.UseGravity = true;
actorTransform.Translate(new Vector2(0, 0.1f));

controller.SlideMove(knockBack.force, knockBack.direction);
_canMove = false;

StopCoroutine("'Resting");
_isResting = false;

_isAttacking = _isDodging = _isWallSliding = _isJumped = false;
isBeingKnockedBack = true;
GamepadVibrationManager.instance. GamepadRumbleStart(0.8f, 0.068f);

if (YisDead)

controller.VelocityY = 24f;
if (_knockedBackCoroutine !'= null)

{
StopCoroutine(_knockedBackCoroutine);

_knockedBackCoroutine = null;

_knockedBackCoroutine = StartCoroutine(KnockedBackCoroutine());
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IEnumerator KnockedBackCoroutine()

{
animator.SetTrigger(GetAnimationHash(""KnockBack™));

while (controller.IsSliding)

{

yield return null;

}

_canMove = true;
isBeingKnockedBack = false;

animator.SetTrigger(GetAnimationHash("KnockBackEnd™));



_knockedBackCoroutine = null;

}

IEnumerator OnDied()

{
isDead = true;
GameManager.instance.HandlePlayerDeath();
animator.SetTrigger(GetAnimationHash("'Die™));
ScreenEffect.instance.BulletTimeStart(0.3f, 1.0f);
yield return YieldInstructionCache.WaitForSecondsRealtime(2.5f);
GameManager.instance.playerCurrentHealth = _damage.maxHealth;
GameManager.instance.playerCurrentDrivingForce = 0;
SceneTransition.instance.LoadScene(GameManager.instance.resurrectionScene);

}

void AnimationUpdate()

{
animator.SetFloat(GetAnimationHash("MoveX"), _moveX);
animator.SetFloat(GetAnimationHash("FallSpeed"), controller.VelocityY);
animator.SetBool(GetAnimationHash("IsGrounded"), controller.IsGrounded);
animator.SetBool(GetAnimationHash("IsWallSliding™), _isWallSliding);

}

}
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