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JlaGopaTopna podora Nel
CxkpunrtyBaHHSI IPOCTHX BHYTPIIHHO irpOBUX B3aeMoaii «2D pyx»

1. I[TocranoBKa 3aga4i
CtBOpuTH TIpOCTY IrpoBy clieHy B 2D, Ta peanizyBatu pyx 00’€KTYy: BIIBO,
BIIPaBO, CTPUOOK, pyX HABIPHUCIIKH.

2. MeTa po6oTu

1. Po3ymiHHs MOHATTS 00’ €KTY Ha IrPOBIH CIIEHI Ta I'POBUX KOMIIOHEHT.

2. 3uaiiomcTBO 3 KommoHeHTamu Transform, Script Renderer, Rigidbody,
Collider.

3. OTpumaHHs HaBUYOK 3 OOpOOKM BIATYKY BiJ KJIaBlaTypH Ta BHECCHHS
3MiH JI0 CTaHy IFPOBUX 00’ €KTIB Ha CIIEHI.

3. Ki11040Bi m0J105KeHHA
2.1 3naiiomcTBO 3 pegakropom Unity
Ha puc 1. Ilpeacrasieno rojoBHe BikHO peaakTopy Unity Bepcii 2019.2.5f1.

Jliis koMbopTHOT pOOOTH 3 ABUTYHOM PEKOMEHIYETHCS BCTAHOBJICHHS HACTYITHHX
BEpCIH:

1. Bepcii 2019 poky He panime 2.5f1
2. Bepcis 2018 poky He panire 4.11f1
3. Bepcis 2017 poky He panirie 4.33f1

sonal uxns
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Yo zo
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Puc.1. T'onoBHe BikHO penaktopy Unity



PosrisineMo okpemi e1eMeHTH [IbOTO BiKHA.

1 — IrpoBa cuena, B cepeauHi SIKOI PO3POOHUK PO3MIIILY€E €IEMEHTH MJis
BIJIOOpa)KEHHA Ta MaHIMylAmiili B MalOyTHi Tpi. OCHOBHUMHU CTPYKTYpPHUMHU
eleMeHTaMu  Oyab-sikoi 2D rpu € chpaitu(3o0pakenns). Unity miarpumye
300pakenns HacTymHUX dopmari: PSD, TIFF, JPG, TGA, PNG, GIF, BMP, IFF,
PICT, 3 MakcuMaIbHUM PO3MIPOM B TEKCTYPH B TiKcemsax 16384.

2 — @aiinoBuil MPOBIMHUK I mankd 3 mpoekrom  Unity. Tyt
BiI0Opa)kaTUMYThCS BC1 MIATPYXKEH1 B MPOEKT (ailyiv Taki sIK HAPUKIIA] CIIPANTH,
CKPHIITH Ta IrPOBI CIICHHU.

3 — BikHo iepapxii. B mpoMy BikHI BioOpakaTUMyThCS BCl €JIE€MEHTH Ha
KOHKpPETH1H 1rpoBiii crieHi. [To 3aMoBUyBaHHIO KOJKHA 1rpOBa CIIeHa CTBOPIOETHCS 3
enementom Main Camera(rooBHa kamepa). lleit 00’€éKT € TOYKOIO BXOIY
NIPUCTPOIO Ha irpoBY cueny(mmo ananorii meton Main(); B C#).

4 — BikHo iHcTIeKTOpYy. B maHOMYy BiKHI BiIOOpaXkaroThCs BC1 KOMIIOHEHTH,
110 MIJKJIFOYEHI 0 KOHKPETHOro irpoBoro o0’ekty. Came yepe3 MiAKIIOYEHHS Ta
HaJIaITyBaHHS KOMIIOHEHT BiA0OYBa€eThCs MO0y 10Ba B3aEMO/IIM Ha IrPOBIiH CIIEHI.

5 — [Ilanenp cucrteMHuUX IHCTpYMEHTIB. TaMm 3HaXOJAThCA KOIKH
30epeKeHHs, OUILy CLIEHHM, a TaKOXK MepexiJ] J0 JOJAaTKOBHX KOH(IrypaumiiHHUX
BIKOH.

6 — [Tanens pexuMy HaBIrarlii Mo irpoBiil CIeHi.

{ — Ilanenp mpexomy a0 BikoH Game — morisii Ha IrpoBY CIEHY OYyMMa
rpaBit Ta Unity Asset Store — odimiiiHoro pecypey Unity 3 THcsuamu
aceTiB(rOTOBUX ITPOBUX pIILIEHb, COPANTIB, 3d Mozaeneit).

8 — BikHO mornsgy Ha IrpoBy CIEHY OYMMa TrpaBlfg(aKTHBHE JIUIIE MPHU
BHuOOpi Main camera) B manesi iepapxii.

9 — ITanens 3amycKy TpH, A7l TECTYBAHHS B PEKUMI PO3POOKH.

10 — [epexia m0 BikHAa KOHCOI(TIOBIIOMJICHHS TIPO CTaH TPH).

2.2 TloHATTS 00’€KTY Ha irpoBiii clleHi TAa KOMIIOHEHT

O6’exTOM Ha ITpOBiH CLIEHI MOKHA BBaXKaTy Oyb-1I10 110 B1JJOOpa’KaeThCs B
BIKHI 1€papxli 3a BUHSATKOM JIOYIpHIX 00’€KTIB cUCTeMHOro o0’ekty Canvas siki
BigHocsaThest 1o Ul(user interface). B Oynapb-sikoro 00’ekTy Ha irpoBiii CIIEHI IO
3aMOBYYBAaHHIO OyJie TpUKpiricHa koMroHeHTa Transform(momoxxenus o0’ekTy B
JIEKapTOBOMY IrpOBOMY TIpOCTOpi). Pemra KOMIIOHEHT € OMNIIHHUMH, SK
Hanpukian kommnonenta Camera o6’ekty Main Camera, 1o mo cyTi siBjisse co0i
(babpuyuHUii CKPUIIT ISl pOOOTH 3 KAMEPOIO.

2.3. 3naiiomcTBO 3 KOoMmoHeHTamu Transform, Script Renderer,
Rigidbody, Collider.



KommonenTa Transform(puc 2.) BiamoBigae 3a MOJOXKCSHHS IrPOBOIO
00’€KTy B MeXax JieKapToBoro mpoctopy Unity.

¥ .~ Transform @ 3 &%,
Position X0 Y0 Z0
Rotation ¥ 0 Y0 Z0
Scale X1 Tl Z|1

Puc.2 Bikao xommonenTu Transform.

KomnonenTa Script Renderer(puc.3) no3Bossie BiioOpaxkatu 300paskeHHs
y BUIJSAL crpaiTiB(Sprites), A BUKOpPHCTaHHS Ha IrpoBux cireHax. Jlana
KOMIIOHEHTa TMPUKPITUTIOEThCSI aBTOMATHYHO TIPH  JOJaBaHHI  OyJb-SKOTO
300pa’KeHHS Ha ITPOBY CIIEHY.

¥ |5l & Sprite Renderer & S &,
Sprite Elplayer-idle-1 o
Color | | #
Flip O=x Oy
Draw Mode | Simple ¢ |
Mask Interaction | Mane ™
Sprite Sort Point | Center il
Material L Sprites-Default 2]
¥ Additional Settings
Sorting Layer | Default al
Qrder in Layer 0

Puc.3. Bikno kommnonenTu Sprite Renderer

HactynHuMm eranom miciisi JOAaBaHHS ITPOBOrO OO’€KTY € HaJallITyBaHHS
B3aeMo/Iii Mixk 00’ ektamu. Llei mporiec BUKOHYETHCS B IBA KPOKHU:

1. JlonaBaHHs i3UKHM HA 00’ €KT

2. JlomaBaHHS cIOCOOY 3UMTYBaHHS B3a€MOJIiH 00’ €KTIB MPU 3ITKHEHHI.
B Unity 3a ¢isuky Bimnosinae komrnorenta Rigidbody. Tyt BaXTMBUM MOMEHTOM,
e te wo s 2D 1 3D icHyl0Th OKpeMi KOMIIOHEHTH $SIK1 BIAMOBIIAIOTH 32 (PI3UKY Y
BiZMoOBigHOMY TipocTopi. Hacmipasai enuHoro pisHuiiero Mixk Rigidbody 2D i 3D, €
Te (pi3uka 2D 06’exTiB Oyze onpanpOBYyBaTUCh JUIIE NpU pyci B310Bxk oceil X,Y a

MOBOPOT BITHOCHO oci Z. J{ns ctBopeHHs 2D rpu BUKOPCTOBYETHCSI KOMIIOHEHTA
Rigidbody 2D.

v - Rigidbody 2D @ = %
Body Type | Dynamic % |
Material Mone [(Physics Material 2D)

Simulated [
Use Auto Mass L]
Mass 1
Linear Drag (o]
Angular Drag 0.05
Gravity Scale 1
Collision Detection | Discrete % |
Sleeping Made | Start Awake
Interpolate | Mone % |
Constraints
b Info

Puc.4. Bikno komnonentu Rigidbody2D



Komnonenra Collider2D — BiamoBaijgae 3a 3uMTyBaHHS B3a€EMOJIN JUIS irPOBHX
o0’ekriB. IIpu poboti 3 Rigidbody2D BHKOPHCTOBYIOTECS KOJNAalAEpH HACTYITHUX
THIIIB:

e Circle Collider 2D

e Box Collider 2D

e Edge Collider 2D

e Polygon Collider 2D
Jlnst pobotn 3 irpoBuM mepcoHaxkemM B 2D, omHOIO 3 Halkpammx MpakTUK €

BUKOPHUCTAHHS BiJpa3y 2X KojaiaepiB(HIKHE 1 BEpXHE TIJIO, SK TOKa3aHO Ha
Puc.5.

Puc.5. Kondiryparis konaiaepiB Ha IepCcoHaxi

2.6. OCHOBM CKPHUIITYBAHHS CTaHy 00’ €KTIB.
Bci B3aemonii B cepeluHI T'pPU ONHCYIOThCS 33 JIONOMOTOK) CKPHUITIB(KOIY
HarncaHoro Ha MoBi C#). Tlpu cTBOpeHHI OYIb-SIKOTO CKPHUITY B CEepEeMHI
nasuryra Unity Bu oTpuMaeTe HaCTYIHY CTPYKTYPY KOAY.
using-UnityEngine;

Slpublic-class-NewBehaviourScript- : -MonoBehaviour

-ff-5tart-is-called-before-the-first-frame-update
=l ----wvoid-Start()

1
X

-/ f-Update-is-called-once- per-frame
—|: -+ -void-Update()



Sk Mu 0auMMo 3aMmicTh CTaHJIAapTHUX 0107i0Tek MoBH C# MM MaemMo 0i0Ii0TEKY
UnityEngine. Ile dabpuuna 6i6mioreka Unity 3 miaTpIMKOIO OCHOBHOTO POOOYOTO
dbyukiionany. Takox Hain 3a 3aMOBYYBaHHSM OyayTh HACJiTyBaTHUCh BiJ KJacy
MonoBehaviour, xe onrcaHni OCHOBHI METOIU JJIsi pOOOTH 3 00 €KTaMH Ha irpoBiid
CLIEHI.

Merton Start() e cBoro poay mouyaTkoM BUKOHAHHSI MporpaMu. Te 110 po3TaloBaHe
B HHOMY BIJIIPALIIO€ OJIMH Pa3 MicCIis 3aBEPIICHHS 3arpy3KH CIICHH.

Meton Update() BiampanboByBaTuMe KOXKEH KaJp CHCTEMHU, IO JIO3BOJISE 3PyYHO
IpaloBaTH 3 MOMAISIMH SIKI TIOBHHHI BiAOYBaTHCh 3aBXKIU(HAMPHUKIIAA TEpeBIpKa
HATHUCHEHHS KJIaBIIIH KJIaBiaTypH).

B 0Oibmioreri  Unity pein3oBaHo cCHCIiaIbHANA THIT JaHUX I poOoTH 3
IBOBHMIpHHM TipocTopoM Vector2 name — mo ananoriudo float[2]. [Tpu pomy
NPUIHATO 110 1eJeMEeHT TaKoTo BEKTOPY BIAMOBIAa€ KoopaAuHaTi X, Apyruil Y.
Tak caMo K MpaLOYU 3 KOMIOHEHTAMH B 1KHI 1€papXii MU MOKEMO BUKIIMKATH
iX 31 CKpUNTY, CTBOPHBIIN €K3EMIUISIP BiAMOBIHOTO KJIaCy Ta JABIIU HOMY CHIIKY
Ha KoMIoHeHTy. Tak sk komrmoHeHTa Transform e o0oB’S3KOBOIO KOMITOHEHTOFO
OyIb-sKOro 00’€KTa Ha ITPOBIiH CIEH1, A0 HET peali30BaHUi CKOPOUYEHUN MEXaH13M
noctyny. Tak micis NiIKII0YeHHs 10 00’ €KTY CKpUIITa 3 HACTYITHUM KOJOM:
Vector2-position;

void-Start()

{

- ---transform.position-=-position;

¥

[Ticnst 3amycky rpu, 00’ €KT MEPEMICTUTHCS B MO3UINIO 31 3HAUCHHIMU 3alMCAaHUMU
B 3MIHHY POSition, sika B JaHOMY BUIIQJKy JOPIBHIOE HYIIIO.

Sxmo mnepen Vector2 position momatm Momudikarop [SerializeField] wmwu
OTPUMAaEMO 3MOTY KepyBaTH 3HAUYCHHSIMH POSItion 3 iHcmiekTopa.

Tak camo uepe3 ueld MOAMPIKATOP MH MOXKEMO MPUCBOIOBATH CHIIKY Ha
KOMOHEHTY B 1HCIIEKTOpI, HAITPHUKJIa ] MpH poOoTi 3 kommnoHenToro Rigidbody2D.
Tenep st peainizalii pyxy MU MOKEMO BUKOPUCTATH OJIMH 3 HACTYITHUX METO/IIB:
transform.Translate(Vector2 translation) — npuiimae BekTOp2, 1O CyTi BiJACTaHb i
HaIpsIM 3MiHH MOJIOKEHHS 00’ €KTY.

Rigidbody2D.velocity = Vector2 velocity — BcTaHOBIIOE€ MBUAKICTE 00’€KTY
3amaniii B Vector2 velocity.

Rigidbody2D.AddForce(Vector2 force) — mpukinanae 10 00’ €KTy BUOpaHUI BEKTOP
CHUJIH.

CTBOpBUIIIK €K3eMIUSIp 0OpaHOT KOMITOHEHTH Ta KEIIyBaBIIM il MH MOXEMO
KepyBaTH ii cTaHOM. J[J11 KO’KHOT KOMIIOHEHTHU € CBOi BJIACTUBOCTI SIKI MU MOYEMO
3MmiHIOBaTH 3 cKpunTy. Hanpuxnan nonoxxenns X, Y, Z B KOMIOHEHTI TpaHCHOpM
yn Mass B kommoneHti Rigidbody2D. Takox Mu MOXEMO BHKOPHCTATH
PO3IIMPIOIOYUNA METO/T:



Component.enable = bool state — skuii BUKIIOYMTH Ta BKIIOYNATH OOpaHy
KOMITOHCHTY.

2.5. CTBOpeHHS BiAryKy NPpY HATHCHEHHI KJaBill.

B Unity peanizoBaHa cBos cuctema Input, sika J03BOJIIE OTPUMYBATH BIIATYK 3
PI3HOMaHITHHX MPHUCTPOIB KEPYBaHHS TaKMX SIK MHII, KiIaBiaTypa, JHKOWCTHK Ta
Oararto iHmmxX. B BikHO Input MOXHA MOTpamUTH dYepe3 MaHedb CHCTEMHHX
iHcTpymenTiB: Edit — Project Settings — Input(puc 6.).

Ll Input @ 3 %
Editor
Graphics ¥ Axes
Input Size [18
ths?cs F Horizontal
glh'grsms — b Vertical
ayer .
Pr'e'!;et Manage " Ffml
Quality F Fire2
Script Executi P Fire3
Tags and Laye B Jump
TextMesh Pra b Mouse ¥
Time b Mouse Y
WFR b Mouse ScrollWheel
P Horizontal
b Wertical
b Firel
b Fire2
b Fire3
B Jump
b Submit
b Submit
b Cancel

Puc.6 ITanens Input B penakropi Unity

TyT 3HaXOAThCS HANAMITOBYBAaHHS (PaOpPUYHHMX HA3B KJIABINI JJIsl BUKOPUCTAHHS
IIPU CKPUNTYBaHHI.

[lpy HamucaHHI CKPUIITY, IUIsl 3YUTYBaHHS BBOAY MU OyIeMO BHKOPCTOBYBATH
MeTO/H 3 Kiacy Input.

Input.GetAxis(string name); - npuiiMae Ha3By oci 3 BikHa Input Ta moseprae float B
mexax Bix -1 mo 1. Hanmpukman Bice Horizontal 3untye HatucHenns kiasim (a,d,
right, left) aGo rop3onTanbpHOT OCi PKOWTHKA 1 TOBEpTAE -1 MPH JTIBUX 3HAUCHHSIX,
1 mpu mpaBux. [Ipu gyomy 1ie 3HadeHHs Oyje 3MIHIOBATHCH IJIABHO HAOYBarO4H
JICCSITKOBUX Ta COTHX 3Ha4Y€Hb B Jiana3oHi (-1;1).

Input.GetAxisRaw(string name) — mpariroe aHaJOTi4YHO O MONEPETHHOTO METOTY
aye moseptae abo -1 ado 1.



Input.GetButton(string name) —puiiMae Ha3By oci 3 BikHa Input Ta moBepTtae true
IPY HATHCHEHHI BiJMOBIAHOI KJIABIIIIH.

Input.GetKey(string name) — mnpuiiMae CHCTEMHHMI KJIOA KIaBid 1 mpu il
HATHUCHEHHI MoBepTae true.

Cnncoxk nocu/IaHb:
1. Odiuiitna nokymueramisst Unity. Pexxum noctymy — [enexTpoHHHiA pecypc]
https://docs.unity3d.com
2. Mepexa po3poonukiB Microsoft. Pexxum noctynmy — [enexkTponuuii pecypc]
https://msdn.microsoft.com/uk-ua/



https://docs.unity3d.com/
https://msdn.microsoft.com/uk-ua/

JlaGopaTopna podora Ne2
Po6ora 3 2D animauiero

1. [TocTranoBKka 3agau4i
HanamryBatu aniMarii 0iry, Cloko0, CTpHOKY Ta XOThOM HAIPUCIAKH IS
nepcoHaxa 3 JaboparopHoi podotu Nel.

2. Meta po6oTu
1. Po3ymiHHS NPUHIMIIB aHIMaIlli
2. AHimarist 00’ €XTiB
3. KepyBaHHsI aHIMAIII€IO 3 CKPHUIITA.

3. Kiiro4oBi m0/10:keHHA
3.1 llpyHuMnu a”HimMamii.
Bcboro 1HCcye 2rpyHTOBHUX MIJIXOJH, 10 BUKOHAHHS aHIMAIlll B IrPOBOMY JIBUT'YHI1
Unity. Ilepmmii e mokajpoBa aHimailis. B OCHOBI IIOr0 HPUHIUITY JICKHUTh
CTBOPEHHSI 300pa)keHb 00’€KTa Ha PI3HUX CTadlsIX PyXy, Ta MNPOKPYTKa IUX
300paxeHb B 3a7jaHOMY Nopsiaky. [Ipukian moka3zaHo Ha puc.”’.

28

-

%

Puc.7 llpuknan mokaapoBoi aHimMarii
[eit miaxia € OCHOBHUM JyIsi CTBOpeHHs Outbmiocti 2D animaii. [Hmmit migxin B
IOHITI 0a3yeThCs HA BUKOPHUCTAHHI JOJATKOBOTO MPOTPaAMHOTO 3a0e3MeUeHHs
Anima2D. B iioro oCHOBI € CTBOpEHHSI CKeJeTy ISl CIpaiTa, Ta KepyBaHHS
CIIpaliTOM 4Yepe3 pyX LbOro CKEJETy.




Puc.8. Ilpuknan ckenerHoi adimariii 8 Unity
3.2 Animanist 00’ekTiB
AmniMartis 00’extiB B Unity BinOyBa€eThcs B 1Ba KPOKH:
1. CtBopeHHSs aHIMAIIMHAX KJTIITIB
2. HanamryBaHHS nepexo/iB Mi>k HUMH
AHIMaIIIiHI KJIIOH CTBOPIOIOTHCA 3a jgomomoror BikHa Animation(Window —
Animation — Animation). [Ipukiax BEIISITy TaKOTO BiKHA MPEJCTABICHO Ha PHLC.

Add Property

Puc.9 Bikuo animarii

B npoMy BikHI MH MOXKeMO TTOOAYNTH YacOBY IIKaTy, Ha sKii 3a mpuHIunoM Drug
and Drop mMu nmupuMIIaEMO CIIpaiTH JJisi CTBOPEHHS aHIMaIliiiHoro Kiiny. B pasi
BUKOPHCTAHHS CKEJIETHOI aHiMarlii, MM MOXEMO 3alHCyBaTH 3MiHY ITOJIOXEHHS
YaCTUH CHpalTy I OTpUMaHHS MOTpiOHOrOo Kiimy. BaxkiuBo, 1Mo KOXeH
aHIMAI[IHHUM KJII TMOBWHEH BIAMOBIAATH 3a OJWH CTaH 00 €KTy(Hampukiam Oir,
CTaH CIOKOI0, CTPHOOK).

[Ticnss cTBOpeHHS TOTPIOHOI KITBKOCTI aHIMAIIMHUX KIIMIB, MW TOBHHHI
HaJalllTyBaTh MEpeXoad MK HUMHU. [[Is 1boro moTpiOHO MepelTH B BIKHO
Animator pucio 10(Window — Animation — Animator), skuii migKIFYaeTbCs 10
KOHKPETHOTO 00’ €KTY SIK KOMIIOHEHTA.

= 1dle -> Jump

Conditions

List is Empty

Sunnyland/artwork/Sprites/playerfidle/player-idle-1.controller

Puc.10 Bikuo Animator



B nanomy BikHI aHIMaIliiHI KIJINM TIPEJACTaBIICHI y BWIJIAI Jlarpamu, e
MOMapaHYeBUM TO3HAYEHO CTaH 3a 3amoBuyBaHHAM. [lepexomm MiX cTaHaMU
BUKOHYIOThSI 32 JIONOMOTOI0 TPOKJIAJEHHS 3B’A3KIB MK  eJIeMEHTaMu
niarpamu(O11i CTPUTOYKH) Ta 3aJaHHS 3HAYEHBb MapaMmeTpy, MPHU 3MiHi SKOTo Oye
B110yBaTHCSl KOHKPETHUH Tepexis. B 1HCIEKTOp1 KOXKHOTO MEePEeXoay MH 3aa€EMO
YyMOBY 3MIHU TlapaMeTpa Ipu sikoMmy Oyjae BiaOyBaTuch mnepexina. Ilapamerpu
MOXXYTb OyTH OHOTO 3 YOTUPHOX THIIIB:

e Int

o Float

e Bool

e Trigger

3.3 KepyBaHHs aHiMai€lo 3a 1010MOro0 CKpUNTy
Jns poctynmy a0 KoMmMoHeHTH ANnimator HaMm MOTPIOHO CTBOPUTH EK3EMILIAP
BIJIMOBITHOTO KJIacy Ta KelryBaTu Horo. Hanpuknan:
Animator animator;
Tenep B Hac € JMOCTyNm A0 psiy METOJIB, SIKI  JIO3BOJISIIOTH HaM 3MIHIOBATU
3HAYEHHA [MapaMeTpiB B aHIMATOPI:
animator.SetBools(string parametrName, bool value); - Merton npuiimae im’s
OymiBchKOTO MapaMeTpy B Animatori ta BcuTapJisie BiITOBIHE 3HAUCHHS.
animator.SetFloat(string parametrName, float value) - Merox mpuiiMae im’s
napametpy tuny float 8 Animatori ta BcutaBisie BiIMOBiIHE 3HAUCHHS.

Cnucok nocu/IaHb:
1. Odiuiitna nokymueraniss Unity. Pexxum noctymy — [enexkTpoHHumii pecypc]
https://docs.unity3d.com
2. Mepexa po3poouukis Microsoft. Pexxum moctyny — [enekTponnuii pecypc]
https://msdn.microsoft.com/uk-ua/



https://docs.unity3d.com/
https://msdn.microsoft.com/uk-ua/

JlaGopaTopna po6ora Ne3
Peanizauis nocrpinis s 2D irop

1. I[TocranoBKa 3aga4i
PeanizyBaTi MOXKIIMBICTD CTPUISATH JJIsl IEPCOHAXA 3 JTAOOPATOPHOI poOOTH

2. Meta po6oTu
1. Po3ymiHHS NPUHIMIIB KOJI3Ii.
2. Peamizartis ctpinsbu 3a mormomororo mpedadis.
3. Peanizariis ctpiias6m 3a monomororo RayCast.

3. KJi1104oBi moJioskeHHst

3.1. IIpuHIumM KoJIi3ii
Jns peanmizanii Kojizii Ha BCiX 00’€KTax y4yacHUKaxX KOJI3li IMOBHMHHI Oynu
npucytHi kommoHentu Tumy Collider. ITicns mporo Mu MOXeMO KOHTPOJIOBATH
HACIIAKK KoJi3il uepe3 ckpunt. /s mporo B UNity icHye 1ricTe MeTOIIB 00pOOKH
kon3ii auist 2D irop:
private void OnCollisionEnter2D(Collision2D collision){} — cnpaisoBye oaun pa3
Ha TIOYaTKy 3ITKHEHHS O00’€KTy 3 OyIp-KUM I1HIIMM, TO3BOJSIOYM OTPUMATHU
1H(OpMaIIiIO TPO HBOTO.
private void OnCollisionExit2D(Collision2D collision){} - cipaniboBye onuH pa3 B
KIHI[I 3ITKHEHHS OO0’€KTy 3 OyIb-KUM IHIIMM, JO3BOJISIFOUM OTpPUMATHU
1H(}OopMaIrito npo HHOTO.
private void OnCollisionStay2D(Collision2D collision){} - cnpanpoBye Ha
MOYaTKy 3ITKHEHHS 00’€KTy 3 OyAb-SIKUM 1HIIMM, JO3BOJIAIOYM OTpPUMATHU
1H(}OopMaIrito nmpo HHOTO.
private void OnTriggerEnter2D(Collider2D collision){} — cmpampoBye oauH pa3
Ha TIOYATKYy 3ITKHEHHS O00’€KTy 3 OyIb-SKUM IHIINM, O3BOJSIOYM OTPUMATHU
1H(}OopMaIlio Mpo HHOTO, 3 TOK PIZHUIICIO IO 00’€KT Ha SIKOMY BUCUTH CKPHUIIT
nepeOyBae B pexxumMi iSTrigger — 3iTKHEHHs He BiIOyBarOThCs, ajie (iKCYyFOThCS.
private void OnTriggerExit2D(Collider2D collision){} - cnpaupoBye oaun pa3 B
KIHI[l 3ITKHEHHS OO0’€KTy 3 OyIb-KUM IHIIMM, JO3BOJISIFOUM OTPUMATHU
1H(}OopMaIlii0 Mpo HKOTO, 3 TOK PIZHUIIECIO IO 00’€KT HAa SIKOMY BUCHUTH CKPHUIIT
nepeOyBae B peskuMi ISTrigger — 3iTKHEHHS He BiOyBarOThCs, ane (QiKCYrOThCA.
private void OnTriggerStay2D(Collider2D collision){} - crnpaipoBye Ha modaTky
31ITKHEHHS 00’ €KTY 3 OyAb-SIKUM 1HIITUM, JTIO3BOJISIFOUM OTPUMATH 1H(GOpPMAIIiIO TIPO
HBOT'O, 3 TOIO PIZHUIICIO 10 00 €KT HA AKOMY BUCUTBH CKPHUNT NepedyBae B peKUMI
ISTrigger — 3ITKHEHHS HE BiIOYBalOThCS, alie PIKCYIOTHCS.



3.2. Peanizauis cTpisinou 3a 1onomMoroo npedaois.

[Tpedad — 11e 00’eKT 3 IrpoBoOi clieHU 30epekeHuit B BUTIsAL (aiina, B AUPEKTOPIi
npoekTy. Bin 36epirae B co0i BCl HAJIAIITYBaHHS, 1110 BU 3pOOUIIM HA IrPOBIiH CIIeH1
JUIs 00’ €KTa J03BOJISIIOYM TaKMM YMHOM BHKOPHCTOBYBATH KOIIii OJTHOTO 1 TOTO K
00’ekTy. Lle 0co6iMBO 3pydHO TIPpH MOOYI0B1 HOBHUX CIIEH Ta CTBOPEHHI 00 €KTIB 3
KOMY.

TakuMm 49uHOM, OOWH CHOCOO0IB peami3allii cTpuIbOU, € BUKOpHCTaHHS Tpedady
KyJi, sSKii B MOYaTKOBMA MOMEHT 4Yacy HAJAa€ThCs IMBUIKICTH B MOTPIOHOMY
HanpsMKky. [licns mboro BCi MOJaNbIi OMpAalIOBaHHs 31TKHEHHS BiAOYBalOTHCS B
CeperHI KyJIi.

MeTon SKuM MU MOKEMO CTBOPHUTH KO0 00’ €KTY Ha irpOBii CIICHI:
Instantiate(GameObject prefab, Transform position, Transform rotation) -
CTBOpPIOE KoIito oOpaHoro npedady y BKazaHIM MO3UINT Ta 3 BKa3aHUM KyTOM
TIOBOPOTY.

3.3. Peauizanis cTpinibom 3a nonomoror RayCast.
Raycast - 103BoJisie HAM CTBOPIOBATH HEBUAMMI MIPOMEHI, SIK1 JIETITh 3 YMOBOHOIO
MIBUJKICTIO CBITJIa 1 JO3BOJIAIOTH HaM OTpUMATH 1HGOpPMAIiI0 MPO 00 €KTU 3
SAKMMH JTaHUM IPOMiHb CTUKaeThea. Hampukiag ctpouka komy
RaycastHit2D info = Physics2D.Raycast(Vetor2 point, Vector2 direction); -
BUITyCKa€e TIPOMiHb 3 ToukHu Point B Hampsimky direction. Ilpu npomy B 3MiHHY info,
3aMMCyeThCs 1H(GOPMAITiA PO MEPITUI KoJIaliep 3 SKUM 31TKHEThCS Halll IPOMiHb.

3.4. Peajizanisi cuCTeMH HAHECEHHS LIKOAH
Tenep eauHe MO0 3aJMIIUIOCH pealli3yBaTH CHUCTEMY HaHECeHHs Imkoau. Jlis
IbOrO0 HaM MOTpiOHO 00’e€qHATH TpyHy OO’€KTIB MiJl MNOTPIOHUM TEroM Ta
MPUKPITTUTH 0 HUX CKPUIITH KOHTPOJIIO. B ckpurnrax HaMm OyJie TOCTaTHRO OJHOTO
nyOMiyHOTO METOAY, SIKMA MU OyleMO BHUKIMKATH TpU  3ITKHEHHI 3
npomeHeM/mpedadom.
JI71s1 1IbOTO MU MOKEMO BUKOPHUCTATH PO3IIUPSAIOUUN METO:
GetComponent<Type>().Method(); - otpumye 3 KOHKPETHOTO 00’ €KTY(B HALIOMY
BUMAJKY KOJlaliepa 3 sSIKUM 31TKHYJIAach KyJis/mpedad) KOMIIOHEHTY 3aJaHOTO TUITY
Ta BUKOHY€E B Hill 0OpaHuil METO/I.
B Mertoni sk Ham Oyzie TOCTaTHRO ManucaT psIoK:
Destroy(gameQObject); - meron 3HHUIIYE 00’€KT Ha SKOMY NPHUKPIIUICHUN JaHUi
CKPHIIT.
Cnucok nmocu/1aHb:
1. Odiuiitna nokymuerariss Unity. Pexxum noctyny — [enekTpoHHHi pecypc]
https://docs.unity3d.com
2. Mepexa po3poouukis Microsoft. Pexxum moctyny — [enekTponHuii pecypc]
https://msdn.microsoft.com/uk-ua/
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