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y MIEBHOMY TMOPSJIKY, TOJIOBOJIOMKH Ha 0a31 (p13UKH TOIIO.
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BCTYII

Y cydacHoMy CBITI po3poOKka 1Irop € OJIHI€EI0 3 HAWUNOMyJsApHINIMX Ta
HaN3axXOIUTIOIOYIIINX Trajdy3eil mporpamyBaHHs. Irpu 3aBOHOBYIOTH cepls MUIBHOHIB
IPaBIliB 1O BChOMY CBITY, HaJal0ud iM MOXJIMBICTh MOPUHYTH Yy BIPTyaJibHI CBITH Ta
B3a€EMOJIISITU 3 YSIBHUMHU MEPCOHAXKaMU Ta 00'€KTaMU. 3 KOKHUM POKOM IrpOBa 1HIYCTpis
cTa€e Bce OUIBII PO3BMHEHOIO Ta TEXHOJOT1YHOIO, MPOMOHYIOUM HEMMOBIPHI BI3yaslbHI Ta
aynio edekrtu, peandicTuuny rpadiky Ta 3aXOIUTIOKYi CIIeHapii.

OmHrM 3 HAWBaKIMBINIMX AaCHEKTIB PO3POOKM CydaCHUX Irop € BUKOPHCTaHHS
tpuBuMipHOi (3D) rpadiku, sika Hajae rpaBUAM 1€ OUIbII TIMOOKUN Ta peaniCTUYHUN
nocBia. Jns ctBopeHHss 3D  irop po3pOOHUKHM KOPUCTYIOTHCS PI3HOMAHITHUMHU
IHCTpyMEeHTaMH Ta TexHoJorisMu. OJHaK, OAHMM 3 HAWUTOMYJSIPHIIINX CEPEOBHII
po3pobku € Unity.

Unity - 1ie inTerpoBaHe cepeioBHUIE PO3POOKH, sIKe Hajgae Oe3iidu IHCTPYMEHTIB Ta
MOXJIMBOCTEH Ju1si cTBOpeHHs sk 2D, Tak 1 3D irop. Bono miaTpumye pi3Hi miatdopmu,
BKJIFOUAIOYM KOMI'TOTEPH, MOOLIBHI MPUCTPOi, KOHCOJI Ta BIpTyanbHy peanbHIcTh. Unity
BOJIOJII€ TIOTY>KHUM PEJAKTOPOM, SIKMI JTO3BOJISIE€ PO3POOHUKAM CTBOPIOBATH CKJIaHI IrpOBi
CIIEHHU, HAJIAIITOBYBAaTH (Pi3UKY 00'€KTIB, MPOrpaMyBaTH IITYYHUH IHTEJIEKT Ta CTBOPIOBATH
e(eKTHI Bi3yanbHi ePEeKTH.

OmHuM 3 KIIOYOBHUX I1HCTPYMEHTIB, IO BUKOPUCTOBYIOThCS B Unity mns
MpOrpaMyBaHHs irPOBOT JIOT1KHU, € MOBa mporpamyBanHs C#.

C# - mamae po3poOHMKAM MIUPOKUN (YHKIIOHAT Ta MOKIMBOCTI JJISI CTBOPEHHS
CKJIQHUX IHTEPaKTUBHUX cUCTeM Ta reimiuieio B 3D irpax. C# € 00'eKTHO-Opi€HTOBAHOIO
MOBOIO NPOrpaMyBaHHs, SIKa M03BOJIsi€ €(EKTUBHO KEpyBaTH OO'€KTaMH, B3a€MOJIIATH 3
rpadiuHIME pecypcaMu, CTBOPIOBATH CKIIAMHY JIOTIKY TPH, peaji3oByBaTH IITYyYHUHN

IHTEJIEKT MEePCOHAXIB Ta OaraTo I1HIIOTO.



PO3JILI 1

XAPAKTEPUCTHUKA TA AHAJII3 IPEJMETHOI OBJIACTI

1.1 AmnaJji3 npeaMeTHOi odJacTi

['onoBonomkoBI irpu y sxaHpi 3D rpadiku € nonyaspHUM >KaHPOM cepell reimMepiB.

Jlist BUpOOHMKIB 1 PO3POOHUKIB irOp BaXKIMBO PO3YMITH OCOOJIMBOCTI Ta MOMYJISPHICTH

rojioBosioMkoBux irop y 3D dopmati. Huxxye HaBeleHO neTanbHUN aHalli3 MpeaMETHOT

00J1aCTI, IKMI BKJIIOYAE OTJISI]] ICHYIOUMX FOJI0OBOJIOMKOBUX 1rop y 3D ¢opmari, BU3HaUEHHS

OCHOBHUX OCOOJIMBOCTEH TOJIOBOJOMKOBUX IrOp Ta iX MOMYJSIPHOCTI cepell TpaBliB, a

TaKOX JOCIIPKCHHS PUHKOBUX TEHJCHI[IN 1 MOMUTY Ha TOJIOBOJIOMKOBI irpH.

Orusi iICHYFOUUX TOJ0BOJIOMKOBUX irop y 3D dopmari:

Y cydacHOMYy TeHMIHTY ICHY€ 3HAauyHAa KUIbKICTh TOJIOBOJIOMKOBHMX Irop, SKi

BUKOPUCTOBYIOTh 3D rpadiky uisi CTBOpPEHHsS YHIKaJbHOTO TEeUMIUICI0 Ta Bi3yaJbHOTO

nocBiay. Hukue HaBeeHO O JesIKUX ICHYHOUHUX TOJIOBOJIOMKOBHUX irop y 3D dopmari,

10 IGMOHCTPYIOTh PI3HOMAaHITHICTh KaHP1B Ta MEXaHIK T'PH.

1.

"Portal" (Valve Corporation, 2007) "Portal" € omHi€to 3 HaWBIIOMIIINX
rOJIOBOJIOMKOBHUX 1irop, sika moeanye rpadiky y 3D dopmari 31 CcKIagHUMH
¢b13uuHIMHU TOTOBOJIOMKaMH. [ paBIli KEPYIOTh T€pOEM, BUKOPUCTOBYIOYH MOPTAIIB 3
PI3HUX TOYOK MPOCTOPY, MO0 BUPINIYBATH 3aBJaHHS Ta NMEPECYBATUCA B CKIAJTHHUX
nabipuHTaX.

"The Witness" (Thekla, Inc., 2016) "The Witness" - 1ie rosoBoioMKoBa rpa, sKa
MIPOIIOHYE TPaBIISIM PO3B'SI3yBATH JIOT1YHI TOJIOBOJIOMKH Ha TOJIOBOJIOMHUX OCTPOBAX.
I'pa BukopucroBye ctmmizoBany 3D rpadiky Ta pi3HOMaHITHI MEXaHIKH, TakKi sIK
PO3MIIICHHS JIiHIM, KOJBOPOBI IMAOJIOHM Ta IHIIN CKIAJHI €JIIEMEHTH, IO
PO3KPUBAIOTKLCS IO XOIY TPH.

"Monument Valley" (ustwo games, 2014) "Monument Valley" - nie rooBomomkoBa

rpa 3 u4apiBHowo 3D rpadikoro, sika TO€IHY€E €IEMEHTH ONTUYHOI 1I031i 3



rOJIOBOJIOMKAaMH, 110 0a3yI0ThCS Ha IEPCIEeKTHBI. [ paBIli IpOBOIATH TOIOBOJIOMHOTO
MEPCOHAXKa Yepe3 MaridyHi CTPYKTYpH, 3MIHIOIOUH 1X (JOpMYy Ta po3TallyBaHH, 11100
BUPIIIYBAaTH 3aBAaHHS.

4. "The Talos Principle™ (Croteam, 2014) "The Talos Principle" - e romosoiomkoBa
rpa 3 BEJIMKUMHU BIAKPUTUMHU CBITaMH, 11O BUKOPUCTOBYE (oropeanictuyny 3D
rpadiky. ['paBiii po3B's13yt0Th JOT14H1 TOJIOBOJIOMKH, BUKOPHUCTOBYIOYH PI3HOMAHITHI
MEXaHIKHU, TaKl K MepeMillleHHs] 00'€KTIB, aKTUBYBAaHHS MPUCTPOIB Ta B3aEMOJIIA 31
CBITOM HaBKOJIO cebe.

Bu3HayeHHS OCHOBHHMX OCOOJIMBOCTEH TOJIOBOJIOMKOBHUX irOp Ta iX MOMYJISPHOCTI
cepej TPaBIliB:

["0JI0BOJIOMKOBI iITpH € OKPEMHM JKaHPOM B TEHWMIHTY, SKi NMPUBEPTAIOTh YyBary
I'PaBIliB CBOEIO BHKJIMKJIMBICTIO, JIOTIYHUMH 3aBJAaHHSAMH Ta MMOTY)KHUMHU CTUMYJIAMH JIJIS
PO3BUTKY KpPEAaTHBHOI'O Ta  aHAJITUYHOrO  MHCIeHHA. OCHOBHI  0COOJUBOCTI
rOJIOBOJIOMKOBHUX 1TOp BKIIIOUAIOTh HACTYITHE:

1. JloriuHi TOJOBOJIOMKH: I 0JOBOJIOMKOBI Irpyd MPOMOHYIOTH TPABISIM PI3HOMAaHITHI
JIOT14YH1 3aBAaHHS, K1 TOTPeOYIOTh aHAITI3Y, IJIAHYBAaHHSI Ta PO3B'A3yBaHHs ITPOOIIEM.
I{i 3aBmaHHs MOXYTh BKJIIOYATH PO3MIIIEHHS 00'€KTIB, BUPIIIEHHS MaTeMaTHYHHUX
a0o0 JIOT1YHMX 3a/1a4, po3raayBaHHs MUQPIB TOIIO.

2. Buximk 1 ckianHicTh: ['OJOBOJIOMKOBI IrpM 4YacTo BIiOMI CBOEI BHCOKOKO
CKJIQIHICTIO, SIKa CTABUTh IEpej IpaBlleM BUKIHUK 1 CIIOHYKa€ J0 BIOCKOHAJICHHS
HAaBUYOK Ta CTpaTeriid. Baxkki rolI0BOJIOMKH CTUMYIIOIOTH TPaBIlIB TOKJIAATH 3YCHITh
Ta PO3BUBATH HOBI MIAXOAM JJIs iX pO3B'sI3aHHS.

3. KpearuBnicTh 1 iHHOBaIii: ['0JI0BOJIOMKOBI irpu 4YacTo MPOIMOHYIOTh YHIKAJIbHI
MEXaHIKM Ta KOHIIETIIi, IKi BUMaraloTh KPEaTUBHOTO MUCJICHHS Ta HECTAHIAPTHUX
pinmiers. BoHr MOXyTh BKJIIOYaTH B ceO€ BUKOPUCTAHHS ()I3WKH, ONTUYHUX LTFO31M,
rpadiuHnX e(eKTiB Ta IHIIMX HEOUIKyBAaHUX €JIEMEHTIB.

4. 3amoBoyieHHs Bim po3B's3aHHs: OCHOBHa MeTa TOJOBOJIOMKOBHUX IirOp TOJIATAE B
PO3B's13aHH1 F'OJIOBOJIOMOK 1 JJOCSITHEHH] ycmixXy. Konu rpaBeis 3HaX0IUTh TpaBUJIbHE
pilieHHs: a00 MPOUIIIOB CKJIAHUM PIBEHB, BIH BIIUYBA€ 3aJI0BOJICHHS BiJl JOCATHEHHS

T Ta TIO/I0JIAaHHS BUKJIUKY.



5. TlomynsapHicTh cepen TpabiliB: ['0JIOBOJIOMKOBI Irpd MarTh IIUPOKY ayAUTOPIIO
cepell IpaBLiB, OCKUIbKA BOHU MPOMOHYIOTH IIKaBl Ta BHUKJIMKJIMBI T'e€HUMIUICIHI
BUKJIMKHU. baraTto rpaBLiB BiiJalOTh NEpeBary roJOBOJIOMKaM, OCKUIBKH BOHU
CHPUSIOTH PO3BUTKY KPUTUIHOT'O MHUCIIECHHS, MOKPAIYIOTh 3aTHICTh J0 aHaJi3y Ta
NPUKAHATTS PillIeHb, @ TAKOK HAJAAIOTh MOXKJIMBICTH MPOBECTH YaC y 3aXOILTIOI0YOMY
Ta IHTEJEKTYalIbHO CTUMYIIOI0UYOMY CEPEIOBHIIIL.

AHani3 nonyisipHOCTI T'OJIOBOJIOMKOBHUX IrOp Cepell rpaBliB BKa3ye Ha CTIHKHIA
IHTEpEC 10 LBOT0 JKaHPY. 3pocTaroya KUTbKICTh FOJIOBOJIOMKOBHX 1rop, sIKI BUITYCKAIOTHCS
Ha PUHOK, CBIIYMTH NpPO 30UIbILIEHHS MONUTY Ha HUX. ['paBul BUSBISAIOTH IHTEPEC M0
CKJIaIHAX TOJIOBOJIOMOK, SIKi BUMAararoTh BiJl HUX KPEaTUBHOCTI, JIOT1YHOTO MUCJICHHS Ta
BUpilIeHHs pobseM. Kpim Toro, rosioBoI0MKOBI Irpy 4acTo MPUBAOIIOIOTH I'PABI[iB CBOEIO
PO3BaXAIBHICTIO Ta 3/IaTHICTIO BUIIPOOOBYBATH CBOI 3110HOCTI Ta HABUYKH.

BpaxoByroun 111 0cOOGJIMBOCTI 1 MOMYJSIPHICTH TOJIOBOJIOMKOBHUX 1rOp, po3podka 3D
roJIOBOJIOMKOBOI I'pu Ha maTdopmi Unity Moxke OyTH 3aXOIUTIOIYO0 Ta YCIIIIHOKO 1/1€€H0.

JlocmipKeHHs] pUHKOBHX TEHJICHIIIH 1 TOMUTY Ha TOJIOBOJIOMKOBI irpu:

JlocmiPKeHHsI pUHKOBUX TEHJIEHIIIH 1 MOMUTY Ha TOJIOBOJIOMKOBI ITPU € BaXKIIUBUM
eTanoM nepen po3podkoro 3D ronosoromkoBoi rpu Ha miatdopmi Unity. Bono no3Bossie
3pO3YMITH MOTPEOH Ta BUMOTH IUTHLOBOI ayJauTOpii, a TakoX 3400yTH iH(opMaIrio mpo
KOHKYPEHTHI1 I'0JIOBOJIOMKOBI irpy Ha puHKY. OCHOBHI aCIEKTH JOCTIIKEHHS BKIFOYAIOTh
HACTYIIHE:

1. Awnani3 puHKY rOJIOBOJIOMKOBUX irop: JloCiiKeHHs MOMyISIpHUX IrpOBUX TIaTGOpM
Ta MarasuHiB, /e MPONOHYIOTHCS TOJIOBOJIOMKOBI irpH, Takux sik Steam, App Store,
Google Play i1 T.1. BuzHaueHHs! KUIBKOCT1 TOJIOBOJIOMKOBHUX irOp Ha pUHKY Ta IXHBOT
PO3MOLTY 32 )KaHpaMU Ta MIaTGopmMamH.

2. AHani3 KoHKypeHIlii: BuBueHHs icHyr0YMX rojioBosioMKoBHX irop y 3D dopmari,
iXHIX OCOOJMBOCTEH, TEUMIUICI0 Ta MOMYyJSIPHOCTI cepen TpaBiiB. BusBieHHs
HEJOJIKIB Ta MPOTATWH HA PUHKY, AKI MOXYTh OyTH BUKOPHUCTAHI JUIsl CTBOPEHHS
YHIKQJIBHOT TPU.

3. llineoBa aymutopis: BusHaueHHs XapakTEpPUCTHK IIJILOBOT ayauTopii s

rOJIOBOJIOMKOBUX 1rop. BuBuUeHHsI iXHIX 1HTepeciB, BIOAOOaHb, BIKOBUX TIPYII,



nemorpadiyHUX XapakKTepUCTHMK Ta TreiiMepchbkux 3BHUOK. lle nmomomoike
chopmyBaTu relMIUIeH Ta qu3aiiH, aKi OyayTh NPUBAOIIOBATH LIIBOBY ayIUTOPIIO.

4. TlonynspHi TpeHau: BUsgBIEHHS aKTyalbHUX TPEH[IB y TOJOBOJOMKOBHUX Irpax, siKi
OpUBEpTalOTh YyBary rpaBuUiB. Lle MoxyTb OyTH HOBI MeEXaHIKM Te€iMIUIEIO,
BUKOPUCTaHHS  BIPTYallbHOi  peajbHOCTI  a00  pO3LIMPEHOI  PeasbHOCTI,
MYJBTUIICEPH] PEXKUMHU TOIIO. BpaxyBaHHsS TakuX TPEHAIB JAOMOMOKE CTBOPUTH
Cy4yacHy Ta NMpUBaOIMBY Ipy.

5. MapkeTuHroBi MOXJIUBOCTI: BUBUEHHS MOXIMBOCTEH [JIi MPOCYBaHHS Ta
MOHETH3allli TOJOBOJOMKOBOI Ipu. AHaji3 pPEKJIaMHUX KaMmIaHid, CIOHCOPCHKHUX
yroj Ta HIIUX MapKETUHTOBUX CTPATET1H, K1 MOXKYTh MiIBUIIUTH MONYJSPHICTh Ta
JOX1JTHICTh TPHU.

JloCmiJDKeHHsT PUHKOBUX TEHJCHIIA 1 IMOMWTY Ha TOJOBOJIOMKOBI Irpu Hajae
BAXUIMBY 1H(QOPMAIIiIO AJI YCHIITHOTO TUIaHYBaHHS Ta po3poOku 3D roioBoI0MKOBOI TpH.
BpaxyBaHHs BUMOT ayJuTOpii Ta PO3YMIHHS KOHKYPEHTHOTO CEpEOBUINA JOIOMOXKYTh

CTBOPHUTH 3aXOIUTIOIOYY Ta BIAJTUN NPOAYKT, SIKUW 3MOKE MIPUBEPHYTH yBary rpaBIliB.

1.2 Onuc npeameTHoi obJacTi
Jliist po3poOKu ro10BoIOMKOBHX irop y 3D rpadiri B cepemoBuiii po3pooku Unity i

MOBI miporpamyBaHHs C# IiCHye psJI IHCTPYMEHTIB Ta pPeCypciB, SIKi MOXYTh OYyTH
BUKOPHUCTaHI JIJIs1 ePeKTUBHO1 peanizallii mpoekTy. Orisia i JOCTyN A0 MHUX PECYPCIB MOXKE
3HAYHO CHPUATH PO3POOIIi IrPOBOTO TOAATKY.

1. Pozmupenns Unity: Unity Mae mupokuii BUOIp pO3IMIHUPEHbD, IKi MOKYTh IMOJETTIATH
po3poOKy rosoBOsIOMKOBUX irop. Hampuknan, "Playmaker" - BizyanbHwMit
IHCTPYMEHT JJII CTBOPEHHS IrpoBOi JIOTiKM 0e3 HEeoOXiTHOCTI B MPOrpaMyBaHHI,
"ProBuilder" - qist mBuakoro moaemoBaHHsa reomerpii nmpsimo B Unity, "DOTween"
- T a”iMarii 00'ekTiB Ta Oararo 1HIIUX.

2. OnmaiiH-pecypcu: ICHYIOTHh 4YHCJICHHI OHJIAHH-pECypcH, J¢ MOXXHa 3HAWTH
OE3KOIIITOBHI Ta IMJIaTHI TOTOBI MOJIEN1, TEKCTYPH, 3BYKOBI €)EKTH Ta 1HII1 PECYPCH,

[0 MOXYTh OyTHM BHUKOPUCTAH1 [IJIi CTBOPEHHS TOJOBOJIOMOK y 3D rpadimi.



Hamnpuxnan, Unity Asset Store, TurboSquid, Sketchfab Toimo.

3. JlokymenTamis Tta Ttyropianu: Unity Hajgae mupokuid Halip JOKyMEHTaIllll,
TyTOpialliB, BiIEOYPOKIB Ta (POpyMiB, AKI JOIMOMAraroTh PO3POOHUKAM OTpPUMATHU
HEOOXIJIHI 3HaHHA 1 HABUYKW ISl peaiizaiii rojaoBosioMkoBuX irop. Odimiiina
nokymenTailiss Unity, Unity Learn, YouTube kaHanu Ta CHUIBHOTU PO3POOHUKIB €
I[IHHUM JIKepesioM 1H(opMmariii.

4. TactpymenTtu po3poOku: Unity mae BOy10BaH1 IHCTpYMEHTH JJisi PO3POOKH 1rop, Taki
AK IHCIIEKTOpP 00'€KTIB, rpad1yHUMN peAaKTOP aHIMAIIl, CHCTEMa YACTUHOK, (PI3UYHUN
JBUTYH Ta I1HIIl. BUKOpPUCTaHHS ULUX I1HCTPYMEHTIB [03BOJSE PO3POOHHUKAM
CTBOPIOBATH CKJIJIHI1 TOJIOBOJIOMKH 3 PI3HOMAaHITHUMH MEXaHIKaMu Ta e(EeKTaMH.

5. Mosa nporpamyBanHs C#: Unity BUKOpUCTOBYe MOBY mporpamyBaHHs C# s
PO3pOOKH IrpoBOT JOTIKK Ta B3aeMo il 00'exTiB. 3HaHHs C# 103BOJISIE pO3pPOOHUKAM
CTBOPIOBAaTH  CKJaJHI JIOT1YHI  3aBJaHHS, MaHINYJIOBaTH O00'€KTaMH  Ta
BIIPOBA/I’KYBATH OCOOIMBOCTI TOJIOBOJIOMKOBUX 1rOp.

Amnani3 iHdopmariiiiHoro 3a0e3nedeHHs] MpeaMeTHOI o0JjiacTi JoromMarae po3poOHHKaM
Kpale po3yMiTH JOCTYITHI PECYpPCH Ta IHCTPYMEHTH JJIsSI peai3allii ToJIOBOJIOMKOBUX 1rop
y 3D rpadirri. 3HaHHS PO ICHYIOUY1 MOMKIHMBOCTI 103BOJIsIE €pEKTHBHO BUKOPHUCTOBYBATH 111
pECypCH Ta CTBOPIOBATH 3aXOILTIOIOYI Ta SIKICH1 iTpOBI1 I0JJaTKH.

BuBdeHHs pi3HMX METOMIB peaizallii roaoBosioMok y 3D rpadiri

Jlns  yemimuoi peanmizaiii rosoBojgoMok y 3D rpadimi icHye psSg METOMIB, SKi

JI03BOJITIOTH CTBOPUTH 11iKaBl Ta BUKJIMKAIOYl TPaTH BUKIUKH TOJOBOJOMKHU. JleTampHuit
aHaJi3 X METOJIIB JOTIOMAarae 3po3yMiTH iX IepeBaru Ta HeJOJIKH Ta BUOpaTH HANOIBII
MIAXOMAIIAA TIAXIT IS JaHoi JUIIoMHOiI pobGotu. Hmkue mpeacraBieHi aeski 3
PO3TISIHYTHX METO/1B:

1. Monens ¢i3uku: BukopuctanHs GBUYHOI MoOAemi 03BOJSIE  CHUMYJIIOBATH
peasicTHUHy TMOBEIHKY OO0'€KTiB, iX pyX Ta B3a€MOJi0. 3acTOCyBaHHSA (i3WKH
JI03BOJISIE  CTBOPUTH TOJOBOJIOMKY 31 CKIAQJHUMHU MeEXaHIKaMH, ¢ O00'€KTH
B3a€EMOJIIIOTH OJIMH 3 OJTHUM 3T1AHO 3 (DI3UYHUMH 3aKOHAMU.

2. JloriuHe mporpamMyBaHHs: BHKOpHUCTaHHS JOTIYHOTO MPOTpPaMyBaHHS TO3BOJISIE

CTBOPUTH CKJIQJIHI JIOTTYHI B3a€EMOJII Ta MpaBuja IJis TOJ0BOJOMKH. Llei mimaxina



JI03BOJISIE KOHTPOJIFOBATH MOCIJOBHICTh MO/ Ta YMOBHU BUPIIIEHHS TOJIOBOJOMKH.

3. AHimanis Ta pyx: BukopucranHs aHiMauii Ta pyxy 0O0'€KTIB J103BOJSIE CTBOPUTHU
KUBY Ta IMHAMIYHY TOJIOBOJIOMKY. Lle Moke BKIIoUaTH aHIMOBaH1 00'€KTH, pyXOMI
wiargopmu abo MExXaH13MU, SIKi IPaBIeBl NOTPIOHO KepyBaTH AJI JOCSITHEHHS LILIEH
T'OJIOBOJIOMKH.

4. BukopuctanHs melaepiB: BukopucTaHHS choemiadbHUX IMEHAEpIB  JO3BOJISIE
CTBOPUTU BI3yaJbHI €(pEeKTH Ta MOKpaAlIUTH peanism ronoBoioMku. Illeinepu
JO3BOJISIIOTh  KOHTPOJIFOBATH  OCBITJIEHHS, TIHI, TEKCTYpH Ta I1HIII ACIEKTH
Bi3YaJIbHOTO TIPEICTABJICHHS TOJIOBOJIOMKH.

5. I'padiuni edpextu: JlomaBaHHs pi3HUX TpadiuHUX e€(EKTIB, TaKUX SK YACTUHKH,
OJIMCKITKH, TYMaH Ta IHIII1, JIOTIOMarae MmiJIBUIUTH €CTCTUIHU I BUTJISAT TOJIOBOJIOMKHU
Ta CTBOPUTHU MPUBAOIMBY Irpadiky AJis rpaBIliB.

[IpoBeneHHs neTambHOTO JOCHIIKEHHS IIMX METOIIB J03BOJUTh BUOpaTH HANO1IBII
e(eKTUBHI Ta MIAXOAIIl PIIEHHS JJIs peajizailii rojloBojaoMoK y 3D rpadiri y KOHTEKCT.

AHaJi3 HassBHUX IHCTPYMEHTIB Ta TEXHOJIOT1H JiJs1 CTBOpEeHHS rpadiku, pi3UKH Ta JOTIKU
rOJIOBOJIOMKOBOI I'pHU:

Y nanomy po3zaiii Oyje MpoBeAeHUN aHaIi3 HASsBHUX IHCTPYMEHTIB Ta TEXHOJIOT1H, 110
MOXXYTh OyTH BUKOPHCTaH1 sl pO3poOKH rpadiku, Pi3uKu Ta JIOTIKH TOJIOBOJIOMKOBOI I'PH
y 3D ¢opmari.

1. TactpymenTu s po3poOku rpadiku:

o Unity: momyssipHe cepeIoBHINE PO3POOKH, SIKE HAJA€ IMUPOKI MOXKIMBOCTI JIJIs
CTBOpEHHs Tpadiku, BKIIOYAIOYM MOJETIOBAaHHS 00'€KTIB, TEKCTYpyBaHHS,
OCBITJICHHSI Ta aHIMAIIIIO.

o Unreal Engine: moTyxHuii iHCTpyMEHT Il po3poOKH Tpadiku, sIKHWA Hamae
BUCOKY SIKICTh Bi3yasizallii, ()OTOpeasiCTUYHICTh Ta MIUPOKHA (YHKITIOHAT
JUTSI CTBOPEHHS TOJIOBOJIOMKOBUX €()EKTiB.

2. TactpymenTty st Gi3UYHOT MOIETIOBAHHS:

o PhysX: bi3uuHuii 1BUryH, SIKUI 103BOJISIE PEATICTUYHO MOJEITIOBATH (PI3UUHY
B3a€EMOJIII0 00'€KTIB, TaKy SIK KOII31i, pyX Ta CHJIH.

o Bullet Physics: BiakpuTuii pi3MYHUN JBUTYH, SKUWA HAJA€ MIUPOKUU CHEKTP



¢13u4HUX e(EeKTIB Ta MOXKJIMBOCTEM ISl MOJEIIOBAHHS PEAJbHOTO PYyXy
00'€KTIB.
3. THcTpyMeHTH 1151 pO3pOOKH JIOTIKK TOJIOBOJIOMOK:

o Unity Playmaker: Bi3yanbHUM I1HCTpYMEHT AJii PO3POOKU JIOTIKM TpU 3a
nornomoroto rpadiunoro iHTepdeiicy. llelt 1HCTpYMEHT H03BOJISE€ IMIBUIKO
CTBOPIOBATH CKJIAJHY JIOTIKY FOJIOBOJIOMOK 0€3 MporpaMyBaHHS.

o Unreal Blueprints: Bi3yaJibHHII CKPUOTOBHI 1HCTPYMEHT, SKUH JO3BOJISIE
CTBOPIOBATH JIOTIKY TpH MNUIAXOM 3'eqHaHHS OyokiB. lleit 1HCTpyMeHT
MiIXOAWTh IS IIBHJIKOTO MPOTOTHIYBaHHS Ta PO3POOKH TOJOBOJIOMKOBOT
JIOTIKH.

Orusig HasIBHUX PeCypciB, JOKyMEHTAIlIT Ta myOikarii

Y 1upoMy po3nini Oyle TpOBEACHWI OISl HAasBHUX pPECypCiB, JOKyMEHTalii Ta
nyOiKaiii, ki MOXYTh OyTH KOPUCHUMHU JJI PO3POOKU TOJIOBOJIOMKOBOT rpu. Bakinuso
IIPOBECTH JIOCTIIHKEHHS Ta 310paT BIAMOBIAHI JuKepesna iHopmarlii, siki JOTOMOXYTh Y
BUPIIICHH] MOCTABJICHUX 3aBJIaHb.

1. Ownnalin-pecypcu:

o @opymu Ta CHUTBHOTH PO3POOHUKIB ITOp: JOCTIKEHHS (OPYMIB Ta CIUIBHOT,
MOB'SI3aHUX 3 PO3POOKOIO Irop, MOXKE JaTh JOCTYyH 10 IiHHOI iHdopMairii,
JOCBIY Ta MOpaJ BiJl IHIIUX PO3POOHUKIB.

o Odimiitai BeO6-caliTU IHCTPYMEHTIB Ta TEXHOJIOTIM: MEeperys AOKyMEHTaIllii,
cTaTeil, BIACOYPOKIB Ta MpUKIAAiB Ha oQimiiHNX BebO-caiiTax pI3HUX
IHCTPYMEHTIB Ta TEXHOJIOT1H MOXKe 3a0e3MeUnuTH TIHOOKE PO3YyMIHHS iX
MO>KITUBOCTEHN Ta BUKOPUCTAHHS.

2. HapuanbHi maTepiaim:

o Kuuru ta my0mikariii: BUBYCHHS KHUT Ta HAYKOBHX ITYOJTIKaIlii, TPUCBIYECHUX
po3pobmi irop, rpadiku, (I3UKK Ta JOTIKH, MOXE JTOMOMOITH OTPHMATH
TEOPETUYHI1 3HAHHA Ta MIAXOAM, SIKI MOXYTh OyTH 3aCTOCOBaHI y PO3poOIli
FOJIOBOJIOMKOBOI T'PH.

o OmnnaitH-KypcH Ta BiICOYPOKH: BUKOPUCTAHHSI OHJIAWH-KYpCiB Ta BIICOYPOKIB,

MIPUCBSIYEHUX PO3POOIIl Irop, MOXKE JIOMOMOTTH BUBUUTH MPAKTUUHI HABUUKHU



Ta 3aCBOITH KOHKPETHI TEXHIKH PO3POOKH rOJIOBOJIOMKOBOI I'PH.
3. HayxkoBi nociimKeHHs:
o AkazemiuHl CTaTrTi Ta KOH(EpeHLIi: oIy aKaJAeMIYHUX AOCHIIKEHb Ta
cTaTel, mpucBsiYeHUX rpadiii, i3Il Ta JOTIIi TOJIOBOJIOMKOBHUX Irop, MOXKe
JaTH JOCTYI 10 HOBUX 1/1€H, MIAX0/IB Ta TEXHOJOT1i, 110 BUKOPUCTOBYIOThCS
y IaHiil o0JacTi.
3arajnpHUil aHaNi3 LMX pecypciB Ta Jkepen iHGopmallli JO0MOMOXE 3pO3yMITH
MOTOYHUM CTaH MPEJAMETHOT 001aCTl Ta BUOpATH HAUOLIBII KOPUCHI Ta PEJICBAHTHI peCypCcU
JUTSI TIOJJANTBILIOT PO3POOKHU TOJIO0BOJIOMKOBOI I'PH.

1.3 IlocTanoBKka 3axa4i
Merta aumiomHoi po6oTu nosisirae B po3po61i 3D rpu y skaHpi roJioBOJIOMKa Ha MOBI

nporpamyBanHs C# y cepenoBuii po3pooku Unity. ["oloBHa MeTa mossirae y CTBOPCHHI
3aXOILTIOI0YO0T TOJIOBOJIOMKOBOI TpH, SIKa HAJIacTh TPaBIsIM IiKaBi BUKJIMKH Ta 3ajadyi, a
TaKOX 3a0€3MeYUTh Bi3yaJIbHO IPUBAOIIMBE CEPEOBUIIIE.
JIs mocsiTHeHHS 11i€1 METH IOCTaBJICH] TaKl OCHOBHI IIUTI:
1. Po3po0ka reimIniero roqoBoJIOMKOBOI I'pH: pO3pOOUTH 11iKaBi Ta Pi3HOMaHITHI PiBHI
3 TOJIOBOJIOMKAMH, SIKI BHMaraTuMyThb BiJl TpaBIls JIOTIYHOIO MHUCIEHHS Ta
PO3B'sI3aHHS CKJIATHUX 3aBJaHb.
2. CtBopenns 3D rpadiku: po3poOUTH Bi3yaabHO NPUBAOIMBE CEPEIOBHINE TPU 3
BukopuctaHHsaM 3D rpadiku, sike Oyae CIPUATH IMOTJIHOJICHHIO IMMEPCii TpaBIIs.
3. Peanizamis ¢izuuHoi MojeIi: po3poOUTH (i3UYHY MOJICIb, 110 JIO3BOJUTH I'PABILSIM
B3a€EMOJIISITH 3 00'€KTaMU TPU Ta PO3B'I3YBATH T'OJIOBOJIOMKHU
4. IMIieMeHTallis JIOTIKM TpH: PO3POOUTHU JIOTIKY TPH, BKIIOYAIOUM YIPABIIHHS
TOJIOBOJIOMKAMH
3arajpHa MeTa Ta Ui JUTUIOMHOT pOOOTH BU3HAYAIOTh OCHOBHUYM HANPSIMOK pOOOTH Ta
BU3HAYAIOTh OCHOBHI 3aBJIaHHS, SIKI HEOOXiTHO BWUKOHATH JJIsl YCITIIIHOTO BHKOHAHHS
MPOCKTY.
@opMyIIOBaHHA KOHKPETHUX 3a/ad, $SKI MOTPIOHO BUPIMIUTU JJIs JTOCATHEHHS
IOCTaBJIEHOI METH:

JI1s1 JOCSITHEHHS MOCTaBJIEHOI MeTH po3poOku 3D rpu y »*aHpi rojIoBOJIOMKA Ha MOBI



nporpamyBanHs C# y cepenoBuili po3pooku Unity, HEOOXiAHO BHUPIIIUTH HACTYIHI

KOHKPETHI 3a/1a4i:

1.

JocmiauTy pi3HiI TUNH ToNOBOJIOMOK y 3D rpadiui: O3HaHOMUTHCH 3 pPI3HUMU
BUJAMH TOJIOBOJIOMOK, TAKUMHU SIK JIAOIPHHTH, TOJIOBOJIOMKH 3 PyXOMUMH OJIOKaMH,
TOJIOBOJIOMKH 3 (PI3UKOIO TOIIO, Ta 00paTh MIAXOAAIII AJisl peanizallii y BIacHii rpi.
Po3poOutu reiimrmuieii: CTBOPUTH CHCTEMY PIBHIB Ta T'OJOBOJOMOK 3 HAJIEKHOIO
CKJIQJTHICTIO Ta TPOTPECUBHICTIO. POo3po0uTH MexaHiky B3aeMO/Iii 3 00'€eKTaMu TPH.
BuBuntu iHcTpymeHTH Ta TexHojorii Unity: [lornubneno BUBUMTH (yHKIIOHAT Ta
MOKJIMBOCTI cepenoBuiia po3podku Unity, Bxiatrowatoun po6oty 3 3D moaensimu,
aHIMaIlisiMu, (Pi3UKOI0, OCBITJICHHSIM Ta IHITUMHU €JIEMEHTaMU TPH.

PeanizyBatu rpadiuny vactuny rpu: CtBoputu 3D mojneni o0'eKTiB Irpu, AU3aiH
PiBHIB, CTUJIICTUKY Ta eeKTH Bizyaiizalii ajs 3a0e3nedueHHs MpruBaOIuBOCTI IPH.
PeanizyBatu ¢izuuny mogens: Po3pobutu cucremy ¢i3uku, ska 3a0e3MeyuThb
peaicTUYHe MOBEIIHKa 00'EKTIB Y I'pi, BKIFOYAIOYH PYyX, KOJI31i, TpaBiTaIlilo TOIIO.
PeanizyBatu noriky rpu: Po3poOuTH J0TiKy roJIOBOJIOMOK, BKIIOYAIOYH YIIPABIIHHS
rpaBIieM, MIEPEBIPKY PO3B'sI3aHHS TOJIOBOJIOMKHU, CUCTEMY OYKIB Ta JOCSTHEHbD.
[IpoBectn TecTyBaHHA Ta onTuMizamito: [lepeBipUTH Ta BHUMNPABUTH MOMKIHBI
MIOMUJIKH, TPOBECTH TECTYBaHHS I'PU Ha PI3HUX IMPHUCTPOSX Ta ONTUMI3yBaTH ii
POJYKTUBHICTH JIJIs 3a0€3MeUCHHS IIaJIKOTO Ta CTa0LILHOTO FelMILICHO.
JIOKyMEeHTYBaHHsI Ta MIATOTOBKA MPOoekTy: CTBOPUTH JTOKYMEHTAIIIIO, sIKa OMHCYE
apxiTeKTypy, (YHKIIIOHAN Ta IHCTPYKIi MO BHKOpUCTaHHIO Tpu. IligroryBatu

MIPOEKT JJIS 3aXUCTY JUTIIIOMHOT POOOTH.

i 3a1a4i BU3HAYAIOTh OCHOBHI KPOKH, 5IKi IMOTPIOHO BUKOHATH JIJIsl YCIIIITHOT peaizamii

JTUTJIOMHOT pOOOTH 1 TOCSTHEHHSI TTOCTABJICHOT METH.

BucHoBok: Y nanomy po3zaiii Oyi0o MpoBESHO aHalli3 OCHOBHUX BHUMOT JIO TPH, TAKUX

K TEHUMIUIeH, piBHI CKJIAJHOCTI, MEXaHIKH Tpu, rpadika Ta 3BYKOBUH CympoBia. bymo

BH3HAYCHO, IO IIJIHOBOIO IUIATGOPMOIO JIUIS PO3POOKH T'pH OyJe CEpeIOBHINE PO3POOKH

Unity, OCKUIbKHA BOHO HaJla€ HEOOX1AH1 IHCTPYMEHTH Ta MOKJIMBOCTI Jisi cTBOpeHHsI 3D rpu

y ’KaHp1 rOJI0BOJIOMKH.

Takox Oys10 po3riistHYyTO BUOIp 3ac001B po3p0o0KH, Jie OyJ10 BUPILIEHO BUKOPUCTOBYBATH



MOBY mporpamyBaHHs C# y HO€JHaHHI 3 IHTETPOBAHOIO Cepeaold po3podku Microsoft
Visual Studio. Leit BuOip oOymonenuid miarpumkoro Unity nns moBu C# Ta 3pydHUM

iHTepdeiicom podotu 3 Microsoft Visual Studio.



PO311J1 2
IMPOEKTYBAHHSA CTPYKTYPU CUCTEMHU

2.1 Po3po0ka CTPYKTYpH CHCTEMH
['pa moBMHHA BUKOHYBAaTH HACTYMHI (YHKITII:

- Pyx uepBoHOro xy0a Brepes Ta Ha3aj 3a JOMOMOI'OI0 HATUCKAHHS 3aIaHUX KJIaBiIlI
Ha KJIaBlaTypi.

- Pyx 3enenoro xy0a BiiBO Ta BOPaBO 3a JOMOMOTOI0 HATUCKAHHS 33JaHUX KJIaBIII
Ha KJIaBiaTypi BIAMIHHUX BiJl KJIABIlI YIPaBJIiHHS YEPBOHOIO Ky0a.

- Pyx poxeBoro ky0a pa3oMm 3 4epBOHMM KyOOM BIEpe] Ta Ha3zaj 3a JOMOMOTrOI0
HATUCKaHHS 3aJ]aHUX KJIABIIll HA KJIaBiaTypi.

- [lepexin Ha HacTynHUM piBEHb IPU JOCSATaHHI (IHIITY YEPBOHUM KYOOM.

- Pyx uepBoHOro ky0a BIiBO Ta BIIPaBO 3a YMOBH IO 3€J€HUI KyO IITOBXa€ Horo B
OJIVH 13 HAIIPSIMKIB.

- HeMoITUBICTB 3pyIIUTH 3 Miclig OUTnii KyO.

- MOXJIMBICTh HATUCKAHHS KHOTIKM Y€PBOHUM, 3€JIEHUM Ta POXKEBUM KyOOM.

- 3MiHa cTaHy >KOBTOro Ky0a 3 HEmpo30poro Ha MPO30PHM Ta HABIAKU MpH
HATUCKaHHI KHOTIKH.

- 3MiHa CTaHy KHOIIKM 3 HEMpPO30pOro Ha MpO30pHil 3a YMOBHM IO KHONKa Oyia
HATUCHYTA.

- 3MiHa CTaHy KHOIIKH 3 MPO30POT0 Ha HEMPO30PHil 32 YMOBH 110 OyJia HaTUCHYTa
1HIIIa KHOTIKA.

- HeMoxnTuBicTh HATUCHYTH KHOTIKY, SIKIIIO B TPO30POMY KOBTOMY KyOi 3HAXOTUTHCS
1HIIHH KYO.

- 3MiHa T'yYHOCTI MYy3UKH B TOJJOBHOMY MEHIO Yy BKJIa I Settings.

- MOXXITUBICT 3aiiTH Ha OY/Ib-SKHI PiBEHb, 33 YMOBH MPOXO/KCHHSI TIONIEPETHHOTO B
rOJIOBHOMY MEHIO y BKJaami Levels.

- 306epekeHHs MPorpecy MPOXOHKEHHS PIBHIB MICHIS TIepe3aBaHTAXKEHHS TPU.

- MOXIUBICTh aHYIIOBAaTH MPOTPEC MPOXOIKEHHS PIBHIB HATUCKAHHSIM KHOIKH

Reset.



OcHOBHa LUIb T'PU NOJATa€E y TOMY, 00 4YepBOHUN KyO AiMmIOB A0 (QiHIOTy.
YepBoHUM KyOOM MOKHa KEpyBaTH 3a JONOMOIOK0 HAaTHUCKAaHHS KJIaBIII Ha KiaBlaTypi.
Knagimn n03BONSIIOTE HOMY pyXaTucs Bhepe] Ta Hazad. Ha Horo muwisixy nepemkonu y
BUTJISI/II THITUX KYO1B 3 SIKUMHM MOKHA B3a€MOJIISITH 32 JOTIOMOT'00 HATUCKAHHSM KJIaBill Ha
KJ1aBiaTypi abo B3aeMoOji€r0 3 IHIUMHU 00’ €kTamMu Ha piBHI. Konu depBoHuii ky0 mocsirae
¢iHimy rpaBelb MNEPEeXOJUTh HAa HACTYMHHUM piBeHb. [locTynmoBo Ha piBHAX OynyTh
3’ SIBJISITHCSI HOB1 MEPEUIKOAN Ta MEXaHIKH.

VYcporo Ha y rpi € 5 pi3HUX KyO1B Ta KHOIIKA!

-UepBoHuii Ky0 — OCHOBHUH Ky0 (TpaBelp).

Pucynok 2.1 — yepBoHMii Ky0O
-3eneHuii Ky0 — meperko/a, ika pyXa€eThCsi HATUCKAHHAM KJIaBill Ha

KJIaBiaTypi.

Pucynok 2.2 — 3enennii kyo
-PoxeBnii ky0 — mepenikosa, sika pyXa€eThCsi pa3oM X YepBOHUM KyOOM

HATUCKAHHSM KJIaBilll HA KJIaBiaTypi.

Pucynok 2.3 — poxkeBuii Kyo



-binnii ky0 — nepemkoa sika He pyXa€eThCsl.

Pucynok 2.4 — Ouuit kyo

-YKoBTHii Ky0 — nepenikoaa sika Moxke OyTH IPO30por0 ab0 HEMPO30POIO.

PucyHok 2.5 x0BTHH HENPO30puil Ta MPo30puit Kyo
-KHormka — 3MiHIO€E cTaH KOBTOr0 Ky0a 3 HEMPO30pOro Ha HEMPO30pUi Ta

HaBmnaku. [licis HaTHUCKaHHS 3MIHIOE CBil CTaH Ha HEMPO30pHUH Ta HE MOXKe OyTU

PucyHok 2.6 — Henpo3opa Ta npo3opa KHOIKa

HaTHCHYTA.

biiok cxema 2.1 — B3aemomisg 00’ ekTiB



MouaTtok

HaTuckaHHA knasiw
w i S anAa KkepysaHHA
4YepBOHUM Ta
poxkesBum Ky6om

HaTuckaHHA Knasiw
A'i D aonAa KepyBaHHA —
3eneHm Ky6om

WToBXHYTU
HaTuckaHHA KHOMKU 4yepBOHUM KY6
6yab-AKUM Ky6om Hanpaso ab6o Ha
niso

3miHa cTany
»KoBTOro Ky6a

DiHiw

['onoBHE MEHIO TpU Ma€e 4 KHOIKHU 3 SKMMH MOKHA B3a€EMOJIISITH HATUCKAHHS JIIBOT
KJIaBIIl1 MU

-Knomnka Play — 3anmyckae niepiiuii piBeHb TpH.

-Knomnka Levels — BuOip piBHA Ha skuii Xxodemn morpanuTd. Hoi piBHI
BIIKPHBAIOTHCS 33 YMOBH IPOXOJ/DKCHHsI Tomepeanporo. Hatuckanus kHomku Reset
aHyJIIO€ TIPOTpec, a HATUCKaHHS KHOMKU Back moBepTae Ha rojoBHEe MEHIO.

-Kuomka  SettingS — MOXIMBICTh HaNAIITYBaHHS TYYHOCTI MY3HKH.

Haruckanns kaonku Back IMOBCPTAE€ HA I'OJIOBHC MCHIO.

-Kuomka Quit — Buxif i3 rpu.

PucyHok. 2.7 — rojioBHE MEHIO I'pH



Pucynox 2.8 — meHto Bubopy piBus (Levels)

Pucynok 2.9 — HanamTyBaHHsS TYYHOCTI MY3UKH

biok cxema 2.2 — TOJIOBHE MEHIO



[0n0BHE MeHI0

Mepeii o

Moyaru rparu Bubip piss
. Ha/aLLTyBaHHA
HaTUCKaHHAM HaTUCKAHHAM KAaBiLL
HaTUCKGHHAM KHOMKH
KoKy Play Levels .
Settings
MosepHyTca MosepHyTca , ,
PHymAY ey SMIHMTH rydHiCT
TON0BHE MeHio TONOBHE MeH
Ayniosat nporpec
Moyamu rparu
Tabnuii onrcy OCHOBHHMX (DYHKITIH:
Ta6:n.2.1 - Tabaums onucy ckpunra — Player.cs
HasBa ¢pynkuii IHapameTpu IIpu3HavyenHs
FixedUpdate 0 [Is gacTuHa KOAa BiAMOBiNAE

32 00poOKy pyxy o00’ekTa
TpaBIls BIZITTOBITHO 10
BBEJIEHUX KJIaBimI Ta
YIPABIIHHS TMEPEXoaMu MK

cocHaMu




OnTriggerEnter (Collider other) Bona BiamoBizae 3a 00OpoOKy
NOJii, $KI BUHUKAIOTH NpH
31ITKHEHH1 OBTOr'O Ta 1HILOTO
Ky0a y rpi

OnTriggerExit (Collider other) Bona BiamoBizae 3a 00OpoOKy

NoJii, $KI BUHUKAIOTH NpH
BUXOJIl Ky0a 3 30HH >KOBTOTO

Ky0Oa y rpi

Ta6:.2.2 - Tabnung onucy ckpunra —SCeNes.cs

Haszsa ¢pyHkuii ITapameTpu Ipu3HayeHHsn
Awake 0 BUKOPHCTOBYETHCS JJIS TTiAMMUCKH
Ha TIOJIIF0 3aBaHTAXXCHHS CICHU
Ta BCTAHOBJICHHS 0OpOOHMKA IIi€T
moaii
Start §) Bona BCTaHOBIIOE  3HAYCHHS
sMmiHHOI level 3a mormomororo
PlayerPrefs.GetInt("level”,
level), mo mo3BoOJISIE OTpUMATH
30epeKeHe 3HaUCHHSI PIBHS I'PH 3
MOTIePEeTHIX 3aIYCKiB.
OnScenelLoaded (Scene scene, | Y  Tumi  ¢yHKmii, 3MiHHA
LoadSceneMode currentScenelndex OTPUMYE
mode) IHAEKC NOTOYHO 3aBaHTAXEHOI

cuenu. [loTiMm TmepeBipseTHCS

yMOBa, ne MOPIBHIOETHCS

3Ha4YeHHs 3MiHHOI level 3

MOTOYHUM  1HAEKCOM  CII€HH.

Slkmo 3HauyeunHs level wMeHme




MOTOYHOTO 1HIEKCY, TO 3HAYCHHS
level oHOBIIOETHCS HA MOTOYHHUI
IHIEKC CIEHM, 1 1€ HOBE
3HauUCHHS  30epiraeTbcs  3a
JIOIIOMOT' OO

PlayerPrefs.SetInt("level”, level).

ChangeScenes

(int

numberScenes)

OyHKIIis ChangeScenes
nepeBipsie mepelaHuil nmapameTp
numberScenes, SIKUHA € THICKCOM
ClieHu B Tpi. SKmo iHAEKC
BIJINOBIIa€  ICHYIOUIM  CIIEHI,

GyYHKIIIS 3aBAaHTAXYE IO CIICHY.

ResetProgress

0

®dynukiis ResetProgress Bumanse
30epekeHi 1aH1 PO MPOTrpec IpH
1 TIOBepTa€e MOro B TMOYATKOBUM

CTaH

Ta6:1.2.3 - Tabaums onucy ckpunra —Activator.cs

HasBa ¢pynkuii

IHapameTpu

IIpu3HavyenHs

OnTriggerEnter

(Collider other)

DyHKITIS

OnTriggerEnter(Collider other)
nepeBipsi€, Y1 MOXKHA HATUCHYTH
Ha aktuBatop (button), a motim
nepeBipsie, YU O0'€KT, SIKUM

MOTpaniB B TPUTEpP, Ma€ TET




"Cube" ab6o "Player". ko
YMOBH BHUKOHYIOTBCS, (DYHKIIIS
3MIHIOE MaTepiaiy Ta Koiaiaepu

00'eKTIB B rpymnax Ta aKTUBaTOPI.

Ta6:1.2.4 - Tabauus onucy ckpunra —Sound.cs

Haszsa ¢pynkuii

IIapameTpu

IIpu3HayeHHs

Awake

0

dynkuis  Awake() mepesipsie

30epeXeHUI MmapaMeTp T'y4yHOCTI

3Byky B PlayerPrefs. Skmo

napamerp ICHYE, BOHA

BCTaHOBJIIOE€ Fy‘lHiCTB 3BYKY Ta

OHOBJIIOE craunaep. ko

mapamMeTp He  ICHy€, BOHa

BCTAHOBJIIOE€ 3HAYCHHA 3a

3aMOBYYBaHHSM 1 30epirae ioro.

LateUpdate

0

®yukiis LateUpdate() onosiroe

Ty4HICTH 3BYKY Ha  OCHOBI

MOJIOXKEHHL ~ cliaiaepa. BoHa

nepeBipse HasABHICTH ciaijepa,
TyYHICTh

OHOBIJIIOE Ta

BimoOpaxae BiJICOTKOBE

3HA4YCHHA Y TCKCTOBOMY TTOJI1.

Ta61n.2.5 - Tabmuns onmcy ckpunrta —BClnstance.cs

Ha3Ba ¢pynkuii

IHapameTpu

IIpu3HavyeHHs

Awake

0

DyHKITIS Awake()

nepeBipsie HasIBHICTh

00'exTa 3 TETOM




createTag. SIkuo 00'ekT
ICHy€, TMOTOYHUN 00'€KT
3HUILYETHCH. SIkmro

00'eXKT HE 3HAWICHHIH,

NOTOYHOMY 00'eKTy
IIPUCBOIOETHCS TET
createTag, 1 BiH

3aJIMIIAa€TbCA AKTHUBHUM

11T Yac 3MIHHU CIIEH.

2.2 Bubip 3aco0iB po3podku

IrpoBuii pywiii Unity. Ilicis npoBeneHHs aHaiizy pI3HUX ITPOBUX PYUIIiB,
NPHUHAIIOB JIO BUCHOBKY, IO IS PO3POOKH MOTO JHWIUIOMHOTO TPOEKTY HaHOUIbII
BIJIMOBIIHMM BapiaHTOM Oyjie BUKOprcTaHHs irpoBoro pymrisg Unity. Unity - 11e moTy»kHa Ta
nomyisipHa miargopma po3poOKHU irop, sKa HaJae PO3MHUPEH] MOKIUBOCTI JIJISi CTBOPEHHS
3D rpadiku Ta peagicTUYHOTO relMILICHO.

Opniero 3 mepear Unity € #oro miaTpumka rpadigaux 0i6miorek OpenGL Tta
DirectX, mo m03BOJIsIE BUKOPUCTOBYBATH pPi3HOMaHITHI rpad)iuHi MOMKJIUBOCTI IS
CTBOpPEHHs BizyanbHO mpuBabimuBux irop. Kpim toro, Unity mae 3pyunuii intepdeiic 3
BUKOpUCTaHHSAM MeToay Drag&Drop, mo [03BOJsi€ MBUIKO Ta JIETKO HAJANITOBYBAaTH
irpoBi 00'€KTH Ta 1X B3a€EMOJIII0 MPSMO B PEIAKTOPI.

VY crpykrypi Unity KOKHa Tpa CKJIAIA€ThCS 3 OKPEMHUX CIIeH - (paiiiiB, M0 MICTIThH
irpoBi o0'ekTn, HajamrTyBaHHi Ta ckpunTH. OO'ektn B Unity MOXyTh MaTH pi3HI
KOMITOHEHTH, $KI BH3HAYalOTh iX TOBEMIHKY Ta B3a€EMOJiI0 3 TpaBlieM. BaxmuBumwu
KoMIioHeHTamu € Transform, mo 36epirae iHGpOpMAIIifO PO MOTOKEHHS Ta pO3Mip 00'€KTYy,
ta Mesh Renderer, sikuii BinmoBiznae 3a BimoOpa>keHHS MOJIENI 00'€KTa HA €KpaHi.

Oxpim rpadiku, Unity Hamae MOKIMBOCTI JJIsS peJlaryBaHHS IMIEHEPIB Ta CTBOPEHHS
aniManiii. Takox, Unity mae BracHuil gopmat unityassets, sSIKHil 103BOJISIE 3a1aKOBYBATH
MOJIeN1, CKpUIITH, MaTeplaidu Ta 3BYKM B OJIMH (hailsl 1Jisi 3py4HOCTI mepeaayi Ta oOOMIHY

pecypcamu Mix po3pooHukamu. Ha ocHoB1 iboro opmary ¢pynkiionye Unity Asset Store,



7€ pO3pOOHHMKHU MOKYTh ITyOJIIKYBAaTH Ta MPOJIABATH CBOI ACCETH.

Unity miaTpumye pi3HI MOBHM mporpamyBaHHs, 30kpema C# Tta JavaScript, s
HAIllMCaHHs CKpUNOTIB Ta po3poOku Jjoriku rpu. Kpim Toro, Unity Mmae creuiajibHy
Han0ynoBy Shader Lab, 1mo g03Bojsie BUKOPUCTOBYBATH JACKUIbKA MICHAECPHUX MOB IS
CTBOPEHHS peaiCTUYHOI rpadiku.

3 ypaxyBaHHSAM BCiX IMX (PaKTOpIB Ta MOXIHUBOCTEH, 51 0OpaB Unity ik OCHOBHUIA
IHCTPYMEHT sl pPO3pOOKM MO€i AMIIOMHOT poboTH y kaHpi 3D rojioBOJIOMKH 3
BUKOPUCTaHHSIM MOBM nporpamyBaHHs C# y cepenoBuuii Unity. Lleit BubGip Hamae MeHi
IMIMPOKI MOMJIMBOCTI JUIsl CTBOPEHHS I[IKABOTO TEHMILICI0, pealicTU4HOi rpadikud Ta

3BYKOBOT'O CYINPOBOJY, a TaKOX 3abe3neuye MATPUMKY JJIsi MO€i HUIbOBOI MaTGpopMu

PO3pOOKH.
CueHu IrpoBi 06’eKkTN KomnoHeHT
KomnoHeHT
Ianka
TIPOEKTY
—
Accern CrBOpeHHi

6i0moTeKH

biok cxema 2.3 — CtpykTypa npoekty Ha Unity

Moga nporpamyBanHsi C# € yHiBepcaabHOIO 00'€KTHO-OPIEHTOBAHOIO MOBOIO
MporpaMyBaHHsI, po3po0JIeHOI0 KoMmaHieo Microsoft ciimbrO 3 mmatdopmoro .NET.
Bona mae cunTakcuc, cxoxuit Ha MoBH 3 poxy C, Taki sik C++ Ta Java. C# 3acTocoByeThCS
JUTSL pO3pOOKH PI3HOMAHITHOTO MPOTPAMHOTO 3a0€3TMeUeHHS, BKIIOYar0Yn BeO-caiiT, BeO-
J0aTKH, 0(iCHI MPOrpaMu, JECKTOIHI Ta MOOLIbHI IOAATKH, iIrPH Ta 1HIII MTPOCKTH.
BaxxnmBo 3a3HaunTH, 1110 MOBa mporpamyBaHHs C# MIATPUMYETHCS ITPOBUM PYIITIEM
Unity.

C# Mae ku1bKa nepeBar, 30KpemMa:

o KoMIOHEHTHO-0pIEHTOBAHUMN MIAXIJ] O IPOrpaMyBaHHsl, 1110 CIIPUSE THYYKOCTI Ta

IMOBTOPHOMY BUKOPHCTAHHIO KOAY.



o Moga nparse 10 cpaBKHbOI 00'€KTHO-OPIEHTOBAHOCTI, J€ KOXKEH 00'€KT €

CYTHICTIO.

o VYHiikoBaHa cucTeMa TUII3ALI].
o bingbi Bucoka 6e3neka Koy nopiBHsHO 3 C++.
o Po3zmupeni MOXIMBOCTI MOAIMHO-OPIEHTOBAHOIO MPOrpaMyBaHHS.

[Ipote, C# TakoX Mae ekl HEJIOIIKY, TaKl SIK:

o BigHocHO HU3bKa NPOAYKTUBHICTb.
o OOMexeHa KUTbKICTh KOHUENTYaJIbHUX 1HHOBALIIH.
o CxiagHuii CHHTaKCHC.

OTxe, MmoBa nporpamyBaHHs C# € MOTY)KHUM IHCTPYMEHTOM JJIsl pO3POOKH
nporpamMHoro 3a0e3rneueHHs, 30KpeMa B Tairy3i irpoBoi po3poOKH, MpoTe BOHA Ma€ CBOT
nepeBary Ta HeJOJIIKH, K1 CJIi BpaXOBYBaTH MPU BUOOPI ii JIsT TPOCKTY.

Microsoft Visual Studio € ogHiM 3 OCHOBHUX IHTEIPOBAHUX CEPEIOBHIIL PO3POOKH
(IDE), sxi MOXyTbh OyTH BUKOPUCTaHI1 U1 CTBOpeHHS 3D irop y skaHpi roJIoOBoJIOMKa Ha
MOBI nporpamyBanHs C# B cepenoBuili po3pooku Unity.

Visual Studio Hajae moTyXHi IHCTpPYMEHTH JIJISI pO3POOKU T'PH, BKIIFOUAIOUU
peAaKTop KOy 3 aBTOJIONOBHEHHSIM, IMIJICBIUyBAHHSIM CUHTAKCUCY Ta (QYHKIIISIMU
pedakropuHry. Bu MOXXeTe JIeTKo mucaTH, BiJIJIaroJKyBaTH Ta TECTYBATH CBIM KO/ Ha
MOBI1 iporpamyBanHs C# 6e3nocepenubo y Visual Studio.

Oxpim 1boro, Visual Studio mae po3mupeny inTerpaiito 3 Unity. Bu moxere
migkroanTh Visual Studio 1o cBoro nmpoekty Unity 1 BAKOPHCTOBYBAaTH HOTO
(GYHKITIOHATBHICTH /111 CTBOPEHHS CKPUIITIB, KOMITUIALIT Ta HaJaroykeHHs rpu. Bin
JI03BOJISIE 3pYYHO MPAIIOBAaTH 3 00'ekTaMu Ta KoMroHeHTaMu Unity, a Takox 3a0e3nedye
BI3yalIbHUW PETAKTOP JUIS IMBUAKOTO pOo3poOKH iHTep(deiicy KopucTyBaya.

Visual Studio Takox miaTpUMy€e CHCTEMY KOHTPOJIO BEPCiid, IO T03BOJISIE BaM
BIJICTEKYBaTH 3MIHU B KOJIi Ta CITIBIIPAIIOBATH 3 IHITMMH po3poOHUKaMu. Bu MoxeTe
JIETKO CIIJTRHO TPAIFOBATH HAJ CBOIM MPOEKTOM 1 KEpyBaTH BEPCIsIMU BaIIoro
porpaMHoro 3ade3nedeHHs 6e3nocepennbo y Visual Studio.

BucHoBoK: apyruii po3aii1 AUIIOMHOT pOOOTH 30CEPEIKEHUI Ha PO3pOOIIi

CTPYKTYpPU CUCTEMHU JJIsl TOJIOBOJIOMKOBO1 I'pH, BUOOPI LILILOBOT I1aTGopMu Ta 3ac001B



pO3p0o0OKH, a TAKOXK peaizailii MexaHIK1 yIpaBIiHHS Ta B3aeMoli 00'exTiB. Llel po3ain €
BaYKJIMBUM KPOKOM y CTBOPEHHI I'pH Ta MIATOTOBLI A0 HACTYIHUX €TaIliB pO3pOOKH Ta

TE€CTYBaHHS.



PO3JILI 3

IMPOI'PAMHA PEAJII3BALIA
3.1 Ili1an po3poOku rpu
Jlnist peanizanii rpu OyB CTBOPEHUI IJIaH PO3POOKHU IpHU:
- CTBOpEHHS 1IrpOBOTO MOJIS
- CTBOpEHHS IrpoBHUX 00’ €KTIB
- lonaBaHHs MEXaHIKM yNpPaBIiHHA Ta B3aEMOJIii 00’ €KTIB
- JlonaBaHHs OUIBIIOT KUTHKOCTI PIBHIB
- CTBOpPEHHS F'OJIOBHOTO MEHIO
- Peanizairis Mmy3uku
- Peanizaiist 30epexxeHHs Mporpecy NpoiaeHUX PiBHIB Ta MOKJIIUBICTh HOTO
aHYJIIOBATH.
3.2 CTBOpEeHHH irpoBOro moJist

Jliist cTBOpEeHHS irpoBoro moJist 0ys0 gogano 6 06’exrie Cube. Ileprwmit

BUKOPHUCTOBYETHCS SK TIaTdopma, a 1HII1 5 — CTIHH.

Pucynok 3.1 — irpose nomne
Jlist HamanHs iM OJJAKUTHOTO KOJThOpy OyB CTBOPEHHI MaTepial, SIKOMY s HaJlaB

BiIMIOBITHUH KOJIIp.



O Inspector
Blue (Material)

Shader Universal Render Pipeline/Lit

Surface Options

Workflow Mode Metallic
Surface Type Opaque
Render Face Front
Alpha Clipping

Receive Shadows v

© Base Map
> Metallic M: £
Smoothnes
Source
@ Normal Ma
2 Height Maj
© Occlusion

Emission

Tiling

Offset

Detail Inputs
Advanced Optic
RGB 0-255+

81
99
229
255
Hexadecimal S163ES

Swatches

undle None

PucyHnok 3.2 — maTepian CHUHBOTO KOJIbOPY



3.3 CTBOpeHHs irpoBuX 00’ €KTIB
Ha npomy erari Oyno ctBopeHo 5 ky0iB (pucyHok 2.1 — 2.5), kHonka(pucyHok 2.6)

ta marepianu (pucyHok 3.3 — 3.8) mns xoxkHOro 00’ ekt. KoxkeH kyO mae cBoe

MPU3HAYEHHS Ta MOKE B3aEMOJIIATH 3 IHILIUMH 00’ EKTaMHU.

©® Inspector ©® Inspector
e )

>reen (Materia

Universal Render Pipeline/Lit

Surface Options
Kf Metallic ¢ s Nataiiie

Opaque

Opaque

Front Front

Color

&

Detail Inputs Detail Inputs
Advanced Optic Advanced Optic
RGB 0-255~ RGB 0-255~
a7 Purple

207

Swatches

tBundie

Universal Render Pipeline/Lit

Universal Render Pipeline/Lit
Surface Options

Surface Options
Metallic 1 / Metallic

Opaque
Front

V v
>3

P~

Opaque
Front

;\O

Tiling
Off:
Detail Inputs Detail Inputs
Advanced Optic

Advanced Optic
RGB 0-255+

White

Swatches




Pucynok 3.5 — matepian uepBoHoro kyda Pucynok 3.6 — marepian 6u10ro Kyda

©® Inspector : ©® Inspector

V-3 Yellow aterial) 3= 2 sparent (Mater

Shader Universal Render Pipeline/Lit Shader Universal Render Pipeline/Lit

Surface Options Surface Options
Metallic - w Mode Metallic
Opaque e Transparent
Front - € Alpha
Front

Color “

Tiling
Offset

Detail Inputs

Advanced Optic Detail Inputs

Advanced Optic

RGB 0-255+
RGB 0-255+

Transparent

N
N
©

Yellow

W

N N
© w

N
9]
(4]

>imal ESE91D

Swatches

Pucynok 3.7 — maTepian >KOBTHIA Pucynok 3.8 — marepian npo3zopuii

3.3 JlonaBaHHA MeXaHiKM yNIPaBJiHHA Ta B3aeMOJii 00’ €KTIiB

Jlns xepyBaHHs KyOamu OyJio BupimieHo BukopuctoByBatu kHonku W, S, A1 D.
Taxoxx Oynu q01aHI KHOIKH IJ1st OHOBJIeHHS piBHA (R), A/ mepexoy Ha HACTYIHUI
piBens (Q) Ta mas mepexoay y roiosHe menro (Escape).

Jlnst peanizanii ynpaBiasiHHI OyB HalMMCAHUIM CKPHUIT, 1[0 CTaB KOMIIOHEHTOM JIJIsI

YEPBOHOTO, 3€JIEHOTO, POKEBOTO KyOiB



FixedUpdate()
(Input.GetHey(keyOne))

GetComponent<Rigidbody>().velocity += moveDirection;

(Input.GetKey(keyTwo))

GetComponent<Rigidbody>().velocity —= moveDirection;
(Input.GetKey(KeyCode.R))
SceneManager.LoadScene(SceneManager.GetActiveScene() .buildIndex);
(Input.GetKey(KeyCode.Q))
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
(Input.GetHey(KeyCode.Escape))

SceneManager.LoadScene(8);

Pucynoxk 3.9 — Yactuna xonxa ckpunry Player.cs
Jliist Toro mob Kydamu KepyBaTh y KoMroHeHTi Player.cs moTpiOHO BCTaHOBHUTH
Oa)kaH1 KJIaBIIIll.

ﬂ v Player (Script)

Key One

Key Two
Pucynoxk 3.10 — xommnonent Player.cs
Jliist Toro o0 3eneHuii Kyo HEMOKIMBO OyJI0 MITOBXHYTH BIiepea ado Ha3as B
napametpi Freeze Position kommonenrta Rigidbody y incnektopi motpioHo O0yino
MOCTaBUTH TaJIOUKy HABMPOTH OYKBU «Z», THM CaMHUM 5 3a0JI0KyBaB MOKJIUBICTb

3MIHIOBATH MO3HUIIII0 TI0O KOOPAUHATI «Z»



Mone

Discrete

Hion

7e Rotation

Pucynok 3.11 — xomnonent Rigidbody 3enenoro kyba
Jl1st pokeBoro Kyoa moTpioHO 3pOOUTH TEXK caMe, ajie 3aMICTh KOOPAUHATU «Z»

NOTPIOHO 3aMOPO3UTH KOOPJIUHATY «X».

5 Kinematic

nterpolate None

Discrete

Pucynok 3.12 — xomnonenT Rigidbody poskeBoro kxyba
Ockinbku OUTHN Ta )KOBTHM KyO MMOBUHEH OyTH HEPYXOMUM JJISI HOTO MOTPIOHO

3aMOPO3UTH KOOPIUHATH «X» Ta «Z».



- Rigidbody

Mass
Drag

Angular Drag

MNone

Discrete

v X YvZ

reeze Rotation v X v

Pucynok 3.13 - xomnonent Rigidbody 6inoro ta *oBToro kyba
Jlnst kHoTKM OYB CTBOpeHUH ckpunT ACtivator.cs, sikuit 3a JOmoMororw GyHKIii
OnTriggerEnter(Collider other) nmepeBipsie uu € TOTUK MK KHOTKOIO 3 IHIIUM 00’ €KTOM
skomy y incniekTopi Unity 0yB npusnacuenuii Ter Cube a6o Player. Skimio 1151 ymosa
BUKOHYETHCSI TO MaTepial )KOBTOI'0 KyOa 3MIHIOEThCS 3 HEIIPO30POro Ha MPpo30pHil a6o

HaBIIaKH.

OnTriggerEnter(Collider other)

if (canPush)

{l
if (other.CompareTag("Cube") || other.CompareTag("Player"))
{

foreach (GameObject first in firstGroup)

{

first.GetComponent<Renderer>().material = normal;
first.GetComponent<Collider>().isTrigger = g

}

foreach (GameObject second in secondGroup)

{

second.GetComponent<Renderer>() .material = transparent;
second.GetComponent<Collider>().isTrigger = ;

}

GetComponent<Renderer>().material = transparent;
button.GetComponent<Renderer>() .material = normal;
button.canPush = :

Pucynoxk 3.14 — yactuna koxy Activator.cs



VY nporueci rpy MU MOXEMO 31IITOBXHYTHUCS 3 TUM, IO B MOMEHT HaTUCKAHHS
KHOIIKHM OJIMH 13 KyO1B 3HAXOJUTHCS B IPO30POMY JKOBTOMY KyO1 1 TO/1 BIH ONIUHUTHCS Y
’KOBTOMY KyOi 1 He 3M0oke pyxartucs. [1{o6 1poro He Tpanunocs Oyia cTBOpeHa 3MIHHA
canPush. ¥V ckpunri Player.cs Oymo ctBopeHo aBiI QYHKIT 17151 IPUCBOEHHS 3MIHHIN
canPush crany false a6o true. 3a nonomororo ¢yukiii OnTriggerEnter(Collider other) mu
poOKMO NEPEBIPKY YU € JOTUK KOBTOTO IPO30POro Kyda 3 1HIIMM 132 YMOBH SIKIIO BiH €,
3MiHHINA canPush namgaerscs 3nayenns false. Komau ky6 BUXOAUTH 13 Mpo30pOro k0BTOrO

ky0a dynkiis OnTriggerExit(Collider other) npucBoroe 3minniit canPush 3nauenns false.

UnTriggerknter

if ( .CompareTag("Player") && other.CompareTag("Finish"))
{

SceneManager.LoadScene(SceneManager.GetActiveScene() .buildIndex + 1);
.CompareTag("Cube") || .CompareTag("Cube") && other.CompareTag("Cube"))

foreach(Activator button in FindObjectsOfType<Activator>())
{

button.canPush =

}

OnTriggerExit(Collider other)

if( .CompareTag("Cube") || .CompareTag("Cube") && other.CompareTag("Cube"))

{
foreach (Activator button in FindObjectsOfType<Activator>())

{

button.canPush =

|

Pucynok 3.15 — vactuna xony Player.cs



’7 MouaTok

Yu GyB IOTHK KHOTIKH 3
iHImMM Ky60m?

1 6yB AOTUK iHWOrO
Ky6a 3 npo3opum

YKOBTUM Kybom?
Tak

KHonka

HaTUCHYNACb, CTaH KHOMKY HEeMOX 1 BO
»KOBTOrO Ky6a HaTUCHYTU

3MiHMBCA

brok cxema 3.1 — anroput™M KHONIKH
3anuImiocs Juile 3po0UTH Mepexiy Ha HACTYMHUM piBeHb. i ioro peamizanii
Oyna cTBopeHa HeBuauMa ctiHa ¢ Terom Finish. ¥V ckpuni player.cs ¢ynkiis
OnTriggerEnter(Collider other) nepesipsie oTHK 00'eKTa siKOMY IpHBIacHeHui Ter Player
3 00’€KTOM sTKOMY TipuBiIacHeHu# Ter Finish. fkmo notuk €, To BinOyBa€eThCs mepexin Ha

HACTYTHUI PIBEHb.

OnTriggerEnter(Collider other)

if ( .CompareTag("Player") && other.CompareTag("Finish"))
{

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

Pucynoxk 3.16 — vactuna ckpunra Player.cs

3.4 lonaBaHHs OLIBIIOIL KiJILKOCTI PiBHIB
Tenep koam MU MaEMO OCHOBHI MEXaHIKH MOTPIOHO 3poOuUTH OLTBIIE PIBHIB, IS
IILOTO IMOTPIOHO CTBOPHUTH HOBY ClieHYy HaTUCHYBIIH File — New Scene.

File Edit Assets GameObject Component Jok

New Scene Ctrl+N
Open Scene Ctrl+0O
Open Recent Scene >

Pucynok 3.17 — CTBOpEHHS HOBOI CLIEHH



[Ticnst cTBOpEeHHSI HOBO1 CIIEHU 3aJIUIIIIIOCS JIUIIEe PO3MICTUTH Ha HIM IrpOBE MOJIe
Ta IrpoOB1 00’ €KTH.

3.5 CTBOpEHHS r0JIOBHOI'0 MEHIO

J1J1s TOJIOBHOT'O MEHIO OyJia CTBOpEHa HOBA ClicHa Ha sKiil st po3micTuB 00’ ekt Plane

Tta 4 06’exra Button

Pucynok 3.18 — ronoBHe MeHIO
Jlns mento Level morpioHo cTBopuTH 1ie oauH 00’ ekT Plane, kHomnky sika Oye
BIJIMTOBIZIATH 32 MOBEPHEHHS y TOJIOBHE MEHIO, CTUILKM KHOTIOK CKUTBKH Y HAC PiBHIB Ta
KHOTIKY Reset sika Oyze aHymoBaTH Mporpec piBHIB. Y Cl KHONKH MOBUHHI OYTH TOYipHIMH

1o 00’ exra Plane.

Pucynoxk 3.19 — menro Levels



[Ticnst ctBOopenHst MeHIo level ioro moTpiOHO CXOBATH 3HSBIIH TAJIOYKY B

THCIIEKTOPI.

© Inspector

Levels panel

- Tag Untagged Layer Ul

Pucynok 3.20 — incriektop 06’ekta Plane
Jlnst Toro o0 Binkputu MeHto levels B incniexktopi kHomku levels B mapametpi
OnClick namamroByemo 1110 IitO0.
COn Click ()

Runtime Onl'+ GameObject.SetActive

@levels pa®@

Pucynoxk 3.21 — incniektop kHonku Levels
Jlnst 3akputTs MeHio levels B incriekropi kHonku back po6umo Tixk cami
HaJaIITyBaHHS aJjie TajJouKy MOTPIOHO BUMKHYTH.
On Click ()
Runtime Onl'+ GameObject.SetActive

@ Levels pal @

Pucynoxk 3.22 — incniektop kHomku Back
Tenep HamuIIEeMO CKPUNT JIJIs TIEPEXOAy Ha OOpaHHil HAMU piBEHb B MeHIO Levels.

ChangeScenes( numberScenes)

if (numberScenes >= 0 && numberScenes < SceneManager.sceneCountInBuildSettings)
{

Sceneﬂanager,LoadScene(numberScenes};

w

does not exist.");

Debug.LogWarning("Scene with index " + numberScenes +

Pucynok 3.23 — yacTtHa Koy cKpunTa SCENES.CS



[Ticas HanucaHHS CKPUIITY CTBOPIOEMO MYCTHH 00’ €KT 1 JOJAEMO HA HHOTO LIEH
ckpunT. Ha kHOmKax piBHIB B iHCTIekTOpi mapameTpa ONClick pobumo Taki
HaJallTyBaHHA Jie | — 1e IHAEeKC cueHn OaxaHoro piBHA. /{15 KOKHOT KHOIIKM 3MIHIOEMO

11€ 3HAYEHHS B 3aJIEKHOCTI B1J] TOTO, HA SIKUU PIBEHb MU XOYEMO MOTPAUTH.

On Click ()

Runtime Onl'+ Scenes.ChangeScenes

B GameO

Pucynok 3.24 — iHCIIEKTOp KHOIIKH BUOOPY pPIBHS
Tenep pobumo Tex came aist MeHIo Settings, ane 1oaeMo JnIIe 0JJHy KHOIIKY,

00’ ekt Skider ta Text.

Pucynok 3.25 — menro Settings
3.6 Peanizaunisi Mmy3uku
Jlis nporo o6'ext Audio Source. B itoro incnekropi g0 komnonenta Audio Source
70/1a€EMO Oa’KaHy MY3HKY.

il v Audio Source

—

AudioClip 7 B-bit-dream-land-142

Pucynoxk 3.26 — incniektop 06’exta Audio Source
CrBopuMo jBa ckpunita Sound.cs ta BClnstance.
[epmmnit Oyzae BiAMOBiAaTH 3a TE 00 3a TOTOMOTOIO ClIali/iepa MOXIIUBO OYI0
HAJIAIITOBYBATH T'YUYHICTh MY3UKH, a IUPpU B 00’ ekTi Text 3MiHIOBAINUCH BIANOBIIHO 10

PiBHS TYYHOCTI MY3UKH.



Jpyruii ckpunT BiANOBia€e 3a Te 1100 My3HKa HE 3yNHHSIACH IPU NEPEXOA1 Ha
IHIII1 pIBHI Ta MPOJOBXKYBaja rpaTH HE MOYMHAIOYU CIIOYATKY.

3.7 Peanizanisi 30epexeHHs Nporpecy NpoiaeHNX PiBHIB Ta MOXKJIMBICTDH HOr0
aHYJIIOBATH.

30epekeHHs mporpecy Oyse peanizoBaHo 3a qornomororo PlayerPrefs. Jlms miporo
notpiOHO cTBOpHTH 3MiHHY level skiit 6yne npusHauaTucs iHAeke ciieHH. OCKITBKH
IHJIEKCH CIICH BIITIOBiIal0Th HOMEpaM PiBHIB, 3HaueHHs level Oyae mopiBHIOBaTH HOMEPY
piBHsi, a PlayerPrefs 6yne 3amam’siToByBaTu 11¢ 3HAYCHHS.

Jliist TOro 100 HEMOXKITUBO OYJIO MOTPANIMTH HA PiBEHB uepe3 MeHio Levels skio He
OyB IpO¥ICH MOTePEHiH, 1 CTBOPUB 00’ €KTH IMage Ta po3MiCTUB iX MmoBepx KHOMOK. L1i
00’€KTH OYIyTh 3HUKATH KOJIM T'PaBellb MPOMIE TIOTepeHIi piBEHb.

Start()

level PlayerPrefs.GetInt("level”, level);
for (int i = 0; i < level; i++)

{
}

closedLevel[i].SetActive(false):

Pucynok 3.27 — yactiHa Koy ckpunTa SCENES.CS

BucnoBok: VY 1iit aumiomuii po6oTi Oyna po3podiaeHa 3D rpa y sxaHpi rojIoBOJIOMKa 32
JI0TIOMOTO0 MOBH TiporpamyBaHHsi C# y cepenoBui po3pooku Unity. Pobora
CKIIQJAETHCS 3 IBOX OCHOBHHUX PO3/ITIB, KOKEH 3 SIKUX PO3TJISIIA€ BAKIIUB1 aCTICKTH
pO3pOOKHM Ta peanizallii rpu.

VY nepromy po3aiiai OyJio IpoBEASHO aHai3 BUMOT JI0 TPH, BKIIOUAIOUH T'eUMILICH, piBHI
CKJIQHOCT1, MEXaHIKH I'pH, TpadiKy Ta 3BYKOBHM CympoBia. Takoxk Oyj0 BU3HAYEHO
TROBY MIaThopmy Ta 0OpaHo 3acobu po3poOKH, 30KpeMa MOBY iporpamyBanas C# Ta
cepenouiie po3pooku Unity, 110 € ONTHMaIBHUMH JIJIs1 peai3allii roJ0BOJOMKOBOI I'PH.
VY npyromy posauri 6yna po3po0iieHa CTPYKTypa CUCTEMHU T'PH, BKIIOYAIOUYX KOMIIOHEHTH,
MOJyJIi Ta iX B3a€MO3B'I3KU. Bylio AOCIIIKEHO MEXaHIKYy YIPaBIiHHS Ta B3aEMOI1T

00'eKTIB y TP, pO3pOOJICHO JIOTIKY I'pH Ta BIPOBAKEHO (hi3UUHY MOJIeNIb 00'ekTiB. Takox



Oyno po3risinyTo BUKoprcTaHHs Microsoft Visual Studio nns 3pyunoi po3poOku Ta
HaJaro>KeHHs IPOrPaMHOI0 KOJY.

B pesynbrari npoBeeHUX TOCTIKEHb Ta po3po0oK Oysa cTBOpeHa (PyHKI[IOHATLHA Ta
mikaBa 3D rpa y »xaHpi rojioBoJoMKa. Peanizaliisi reOMETpUYHUX 3arajioK, MEXaHIK IpH Ta
B3a€MO/I1i 00'€KTIB JO3BOJISE IPABLSM BIIUYTH BUKJIUK Ta 33JI0BOJICHHS Bi pO3B'sI3yBaHHS

CKIagHUX I'OJIOBOJIOMOK.



