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Anomauisn

VY naniif po6oTi po3risgaeTses npoec crBopenHs 2D rpu B cepenopuii Unity
3 BUKOPHUCTaHHSIM MOBHU mporpamyBanHa C#. OmmcaHi OCHOBHI €Tanu po3poOKH,
BKJIIOYAIOYM CTBOpPEeHHS Ta 00poOky rpadiku y Photoshop. OGrosoproroThes
TEXHIYHI acCHeKTH KOJyBaHHs, aHIMarlii Ta iHTerpamii rpadpidyHUX pecypciB y
cepenoBuili Unity.

KitouoBi cnosa:Unity, C#, 2D rpa, Photoshop,po3pobka irop, rpadika,

aHIMaIlis, IHTeTparis.

Annotation

This article examines the process of creating a 2D game in the Unity
environment using the C# programming language. The main development stages
are described, including the creation and processing of graphics in Photoshop
Technical aspects of coding, animation, and the integration of graphical assets into
Unity are discussed. The material is intended for beginner developers and those
interested in the gaming industry.

Keywords: Unity, C#, 2D game, Photoshop, game development, graphics,

animation, integration..

KBamigikamiitna poOoTta MICTUTh pe3ydabTaTH BIACHUX  JIOCIHIJIKEHb.
Buxopucranns ified, pe3yJbTaTiB 1 TEKCTIB HAYKOBUX JIOCHIKEHb 1HITUX aBTOPIB

MarOTh TTOCUJIAHHS Ha BIJMOBIIHE JKEPEIO.

bepesrok M.O.

(migmuc)
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AKTYallbHICTh TeMHU CTBOPEHHS 2D-1rop y cyyacHuX cepeioBUIIax po3pooKu
irop , Takux sk Unity, He3anepedyHa. 31 3pOCTal04Y0r0 MOMYJISPHICTIO MOOUIBHHX 1
1HA1 - IrOp ICHY€ BUCOKHUW IMONUT HA PO3POOHMKIB , SIKI MOXYTh CTBOPIOBATU
BHUCOKOSKICHI 1 3aXOIUTIOIOY1 ITPH 3 BUKOPUCTAHHSM HOBITHIX 1HCTpyMeHTIB.Unity -
OJIHa 3 HAWNOMyJSPHIMX IUIATPOpPM AJiA PO3POOKU 1rop 3aBIASKH 3PYUHOCTI |,

HIMPOKOMY (YHKIIOHATY Ta MIATPUMII PI3HUX MOB IMPOrpaMyBaHHS, BKIIOUYAIOUU

C#.



[TpakTrdHe 3HaUEHHS 11i€l poOoTH Mmossirae y ctBopeHHi 2D rpu, Ky MOXHA
Oyze po3BMBATH Ta BIOCKOHAIIOBATH i MaiOyTHROro pemidy. Lleit mpoekt
JIEMOHCTPY€E 3aCTOCYBAaHHS PI3HUX IHCTPYMEHTIB 1 TEXHOJIOT1H, TakuX K Photoshop
JUTsl CTBOpeHHs rpadiku, Ta C# aJig nporpamyBaHHS JOTIKH TPH.

Merta nanoi poboTtu mossrae B Tomy, o0 po3pooutu 2D rpy B Unity, sixa
Oyae roToBa A0 MOJANIBIIOTO PO3BUTKY Ta BIOCKOHAJICHHS ais pemizy. Lle
JIO3BOJIUTh OTPUMATH MPAKTHYHI HABUYKHU B PO3pOOIIi irop, CTBOPEHHI rpadiku Ta
1HTerpalii pi3HUX EJIEMEHTIB y €IMHUN MPOEKT, IO CHOpUITUME MpodeciitHoMy
3pOCTaHHIO Ta PO3UIUPEHHIO MOPTHOITIO.

Crtpykrypa po6otu. KBamidikaiiiiina podoTa CKIagaeThCA 31 BCTYITY, ABOX
O3B, BACHOBKIB, CIIMCKY BUKOPUCTaHUX JHKEPEI Ta TOATKIB.

-OIKCcaTy KOHIETIIo Ta pyHkiioHan 2D miardgopmepa;

-JIOCJIIIUTU CXOK1 MPOCKTH JJI1 BU3HAYCHHS KIIFOUOBUX €JIEMEHTIB YCIIXY;
-OIMCcaTy BUKOpUCTaHHs 1HCTpyMeHTY Photoshop nmst ctBopenns rpadiku;
-BUSIBUTH OCOOJIMBOCTI IporpaMyBaHHs rpu Ha MoBl C# y cepenosuii Unity;

-po3po6uTHu ipotoTun 2D rpu, BKIFOYaI0UM OCHOBHI MEXaHIKH Ta 1HTErPaIliio
rpadiyHUX €JIEeMEHTIB, Ta OMUCATH MPOLIEC PO3POOKH IPH.

Po3ain 1 Onuc Bukopucranux TexHoJiorin
1.1 CepenoBumie Unity

Unity — 11¢ TOTY>KHH# 1 THYYKHE KPOCIUIaTGOPMHHMIA IrpOBUI PYIIIiH, SIKU
BUKOPHCTOBYETHCS JUISI CTBOPEHHS iTOp Ta IHTEPAKTHBHUX JOJIATKIB, IO MPAITIOIOTh
Ha pi3HKMX IuiaTdopmax, BkiIodaroun Windows, macOS, Linux, i0S, Android, a
TakoXK 1rpoBi koHcosi Ta VR/AR mnpuctpoi. Unity m03BoJsie po3poOHMKAM
ctBoptoBatd sk 2D, Tak 1 3D mpoOeKTH, NPONOHYIYHM IIMPOKUA CHEKTP

IHCTPYMEHTIB Ta MOXKJIMBOCTEH.



OcHoBna nepeBara Unity moinsrae y HOro Bi3yaJIbHOMY PEIaKTOpl, SIKUH
JI03BOJISIE JIETKO TIEPETATYBATH 00'€KTH y CBITi IPH, HAAIITOBYBATH 1X BIACTHBOCTI
Ta CTBOPIOBATHU CKJAJHI IrpoBi clieHW 0e3 0e3MmocepelHbOT0 HANHMCAHHSA KOIY.
Penakrop miaTpumye pizHOMaHITHI (hopMaTH aceTiB, Taki Ak 3D Mojeni, TeKCTypH,

a”iMarlii Ta 3ByKH, 10 CIIPOIIY€ IHTETPALlil0 30BHIIIHIX PEeCypCiB.

Unity Mae BOyJaoBaHy MHIATPUMKY GI3UKK 4yepe3 (PI3UYHUN JBHKOK, IO
JI03BOJISIE CTBOPIOBATH PEANICTUYHY B3aEMOJiI0 00'ekTiB y rpi. Takox pymii
BKJIIOUAE TMOTYXHY CHCTEMY aHiMallii, sSKa JoToMarae aHiMyBaTH MEPCOHAXIB Ta

1HII1 €JIEMEHTH ITPOBOTO CBITY.

Jist po3poOkw Jioriku irop B Unity BUKOPUCTOBYETHCSI MOBA MPOTPaMyBaHHS
C#, 1m0 poouTh mIaTGopmy JOCTYITHOIO JIS IIUPOKOTO KoJia po3poOHUKiB. LI MoBa
3a0e31edye THyYKICTh Ta MOTYKHI MOKIIMBOCTI JIJIsl CTBOPEHHS CKJIAJHUX 1TPOBUX

MEXaHIK.

Unity Takox mnpomnoHye Oaratuid HaOlp 1HCTPYMEHTIB IJisi ONTUMI3alli Ta
MOJTIMIIIEHHS MPOAYKTUBHOCTI 1rOp, BKIIIOYAI0UH Mpodaiiiep, CucTeMy BIPpTYaJbHOT
peasbHOCTI Ta 1HCTPYMEHTH [1Jii MoOUIpHOI ontumizamii. Ile mo3Bosise
pO3pPOOHUKAM  CTBOPIOBAaTH BUCOKOMPOIYKTHUBHI ITPH, ONTUMI30BaHI A

PI3HOMaHITHOTO 00JIaHAHHSI.

Kpim toro, cnineHoTa Unity € ofHi€r0 3 HaAWOUIBIIUX Ta HAWAKTHBHIIINX
cepell iIrpoBUX PO3POOHUKIB, HAJAIOUM JOCTYH JO BEIUYE3HOI KIIBKOCTI PECypCiB,
SK1 BKJIIOYAIOTh HaBYaJIbHI MaTepialid, TOTOBI aceTH Ta IUIAriHu, IO e OibIie

CITPOIIIY€ TIPOIIEC PO3POOKH 1rop.



Unity Hub 3.8.0

Community
Projects

Resources
Installs
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Unity Muse

Speed up prototyping and development with Al capabilities that answer your questions fast and generate unique assets and textures in-editor.

unity.com/muse

Unity Asset Store

Streamline development and add new features to your projects with quality tools and art from the Asset Store.

assetstore.unity.com

On-Demand Training

Level up anywhere, any time, and at your own pace with hundreds of hours of training content designed to upskill professionals in any industry.

unity.com/products/on-demand-training
Downloads

Puc. 1.1 Unity Hub

Unity Hub 3.8.0

New project
Editor Version: 2022.3.29f1 [irs

All templates
Core
2D (Built-In Render Pipeline)

Sample Core

Learning { I 1 1 1 { 1|
3D (Built-In Render Pipeline) | Y I I I |

Core —r—t— Tt —t—t—t—1

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

2D Platformer Microgame
Learning

Project name
My project (2)
Universal 3D

Core
Location

C:AUsers\Max\Downloads

High Definition 3D
Core Unity Organization
Krulerwtfasd

Universal 3D sample ® Connect to Unity Cloud
Sample
Use Unity Version Control

High Definition 3D sample
Sample

Puc. 1.2 Unity Hub
1.2 Hemoaixu Unity

Unity — me ayxe mnomynsipHUi irpoBWil pymiii, ane, sk 1 Oynab-ska

TEXHOJIOT1sI, BIH HE M030aBJICHUM NEBHUX HEMoKIB. OIuH 13 3HAYHUX BHUKIIMKIB

MOJIATa€ 'y BHCOKUX BHUMOTaxXx JIO CHCTEeMHHX pecypciB. Po3poOHHMKM YacTo
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31IITOBXYIOTHCA 3 TUM, IO iXH1 IpoekTu B Unity moTpeOyroTh 3HAYHOI KUJIBKOCTI
OTIEPATUBHOI MaM'sATi Ta OOYHMCIIOBAIBHOI MOTYXKHOCT1, OCOOJIMBO MpU POOOTI 3
BEIIUKMMH 1 CKJIQJHUMH CIieHamu. [le Moke BIUTMHYTH Ha NPOIAYKTHUBHICTD,

0COOJIMBO HA MEHIII IIOTYKHUX CUCTCMaAX.

Kpim Toro, xowa Unity mniarpumye OaraToriaT@OpMEHHICTh, ICHYIOTb
BUMAJKH, KOJM MEPEHECEHHs MPOEKTIB MK PI3HMMHU IIaTdopMaMu MoOxe OyTH
HenpocTUM TmpouecoM. Lle wacto mos'sizaHo 3 BepciiiHUMH KOHIiKTaMu abo
HECYMICHICTIO 3ajekHocTed 1 miaridiB. OuHoBieHHst Unity TakoX MOXYTh
MPU3BOJUTH 10 HECMOAIBAaHUX MPOOJEM y BKE ICHYIOUMX MPOEKTAaX, BUMAararo4u
JOJJaTKOBUX 3yCWJIb JJIsi BUIPABJIEHHS NMOMWIOK a00 ajganTaiii KOAy MiJ HOBY

BEPCIIO PYILisl.

®inaHcoBui Oik BuUKOpucTaHHs Unity TakoX MOXE CTaTH BUKIMKOM IS
HE3AJIEKHUX PO3pOOHMKIB ab0 Mayoro Oi3Hecy. Xoua 0Oa3zoBa Bepcid pylIis €
OC3KOINTOBHOIO, TMOBHO(YHKIIIOHAbHA Bepcis Unity Ta €Ki  J10JaTKOBI
IHCTPYMEHTH Ta IUIariHM MOXYTh BHUMAaraTtd IUIATHOI MIANUCKA a00 OJHOPAa30BOi

MTOKYTIKH.

[Ilogo mokyMmeHTailii, TO Xo4ya BOHA JOCHUTh OOIIMpHA 1 MIATPUMYETHCS
CHIJBHOTOIO, 1HOJII BOHA MOX€ OyTH HEMOBHOK a00 HE HAJATO 3PO3yMIJIOH,
0COOJIMBO Y BHUIAJIKY 3 PO3POOKOI0 CKIaAHUX (DYHKI[IOHATBLHOCTENH ab0 poOOTOIO 3

HOBUMU (QDYHKIIISIMU PYIITiS.

Tako)x mompy MOKJIMBOCTI ONTUMI3AIll JJIT MOOUIBHUX IPHUCTPOIB, JSSAKI
PO3POOHUKH MOXYTh 3ITKHYTHUCA 3 MpoOJieMaMH, TMOB'SI3aHUMHU 3 JOCSITHEHHSM
BHUCOKOI TMPOJYKTHBHOCTI Ha OOMEKEHHWX MOOUTbHHUX IIaThopMax, IO MOXKE
BUMAarati 3HAYHUX 3yCWJIb JJis (DIHTIOHIHTY TPOEKTY IMMiJ OOMEXEHHS IHX

IIPUCTPOIB.

1.3 Pobora 3 cepeposuwem Unity
Posznouatu poboty B Unity MOXxHa 3 BCTaHOBJIEHHS camoro pyuris. [licis

3aBaHTaXeHHs Ta 1HcTaAnii Unity yepe3 o¢iuiiinuii Bebcaiit abo Unity Hub, Bu
7



3MOYKETE CTBOPUTU HOBUM MPOEKT abo0 BiakpuTH icHyrouuit. Unity Hub nomomarae
KepyBaTH BEPCIAMU PYIIisi, TPOEKTaMH Ta JOJATKOBHUMH MOIYJISIMU JUIS PI3HHUX

wiatopm.

[lepmiuM KpOKOM TIiCJsI CTBOPEHHS HOBOTO TMPOEKTY € O3HAWOMIICHHA 3

OCHOBHUMH KOMIIOHeHTamu iHTepdeiicy Unity:

- Scene View 103BoJi€ Bi3yalbHO MaHimyJitoBaTu o0'ektamu B 3D abo 2D

IPOCTOPI.

e B0~
‘= Hierarchy 3§ d# Scene o Game

[@omaore [PLocal » B~

++ o

frl Main Camera

Puc. 1.3 Scene View

- Game View mnokasye, sik Baia rpa OyJie BUTJISaTH B pPeaIbHOMY Yaci Mpu

3aITyCKY.



B EC~ & @

= Hierarchy 3§ Scene o Game
+v « il [Flcenter» [Local » W
' SampleScene i
frl Main Camera

Puc. 1.4 Game View

- Hierarchy € manensto, e Bi100OpakaroThCsl BC1 00'€KTH Y CIIEH1, TO3BOJISIIOYU

JIETKO KEPYBAaTH 1X CTPYKTYPOIO.

Puc. 1.5 Hierarchy

- Inspector BUKOPHUCTOBYEThCS JJIS pelaryBaHHS BJIACTHBOCTEH 0OpaHOTO

00'exTa.



Puc. 1.6 Inspector

- Project Window opranizoBye Bci (aitnii, mMOB'si3aHi 3 TPOEKTOM,

AO03BOJIAIOYH MIBUAKO 3HAXOAUTH Ta BUKOPUCTOBYBATHU PCCYPCH.

Puc. 1.7 Project Window

1106 mouyaTu po3poOKy, crepiry NOTPIOHO CTBOPUTHU Pi3HI 00'€KTH B IrpOBIH
cueni. B Unity nie MmoxyTts Oyt 3D moxeni, cripaifTv, KaMepu, CBITJIa Ta 1HIII
KoMnoHeHTU. KoxeH 00'eKT MOKHA HaJIaIITOBYBATH 3a JIONIOMOTOI0 KOMIIOHEHTIB,
TaKUX SIK pEHIEpepH, KoJalaepu, CKPUNTH TOLIO, SIKI IOAAI0ThCA Yepe3 BKIAJKY

Inspector.
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Unity TakoX JO3BOJISIE CTBOPIOBATH CKpuUITH Ha MoOBiI C#, sgKi MOXXHa
NPUKPIIUIIOBATH 10 O00'€KTIB, MO0 HAZaTH iM 1HAWBIAYyalbHY IIOBEIIHKY.
[IporpamyBannst B Unity opieHTOBaHE Ha O0'€KTH Ta iX B3aEMOIi, MO POOUTH

PO3pOOKY IHTYITUBHOIO Ta JOCTYITHOIO.

J1ist mepeBipKy Ta BIJIaIKU IFPOBUX CIIEHApPiiB BUKOPUCTOBYIOTh BIKHO Game
View, 1e MO)XHa 3alyCKaTd 1 TECTyBaTH Irpy B peXuMI peainbHOro uacy. Lle
KJIIOYOBHM 1HCTPYMEHT JJisi IIBHJAKOTO TECTYBaHHS 3MIH Ta BIIOCKOHAJICHHS

IrpOBOTO TPOIIECY.
1.4 Unity 3amyck Koay : KOMIIOHEHTH CIIeHAPilo

Unity BUKOpHUCTOBYE KOMIIOHEHTHO-OPIEHTOBAHUN MIAXIJ 10 PO3POOKH, /e
NOBEJIIHKA 00'€KTIB BU3HAUAETHCS 32 JOIMOMOTOI0 CKPHIITIB, 1O JOJAI0ThCS 1O HUX
Ak KoMroHeHTH. Ckpuntu B Unity numryTecs Ha MoBi C# 1 € KIIFOUOBUMHM ISt
JI0JIaBaHHs IHTEPAKTUBHOCTI Ta TUHAMIKH B IrpH ab0 iHiil nporpaMu. Ochk OCHOBHI1

KPOKH Ta KOHUENIII1, 1110 BIAHOCATHCS /10 3amycKy koay y Unity uepes CKpuITu:
CTBOpeHH cKpunTa

J1Jis CTBOPEHHS HOBOTO CKPUIITA!

KrnanHiTe npaBoro kHOMKor muiii B o01acti Project Window.

Bubepits "Create" > "C# Script".

Ha3BiTh ckpunt 1 HaTUCHITH Enter.

11



Folder

C# Script
2D
Shader
Create Testing
Show in Explorer Playables
Open Assembly Definition
Delete Assemnbly Definition Reference
Rename TextMeshPro

Copy Path Alt+Ctrl+C Scene

Open Scene Additive Scene Template
Scene Template From Scene

Prefab

View in Package Manager

Puc. 1.8 CTBOpeHHA CKpunTa

[licnss cTBOpeHHs, JNBiYl KJIAIHITH Ha CKPHUITI, MO0 BIIKPUTH HOTO B

penaktopi kony (Hanpukian, Visual Studio), sikuii inTerpoBanuii 3 Unity.
CrtpykTypa cKpUnTa
ba3oBuii CKpUNT MICTUTH ABA METOJIH:

Start(): BuKoHy€eTBCS OJTUH pa3 NPHU CTAPTI CKpunTa. BUKOPUCTOBYETHCS ISt
1HIIiai3amii 3MIHHAX, HaJlallTyBaHb TIOYaTKOBOTO CTaHy O0'€KTIB Ta 1HIIIUX 3aj1a4,

10 BUMArar0Tb 0AHOPA30BOI0 BUKOHAHHS.

Update(): BukoHyeThCs 11opasy, Kojau oopoosseTbess HoBUi kaap. Lle micie
JUTSL KOy, III0 pearye Ha BX1JIHI JaHi BiJ KOPUCTyBava, 3MiHH B irpPOBOMY CBITI YU

1HIIT TIOJTiT, TIT0 MAIOTh BIOYBATHCH YIIPOJIOBXK Yacy.

12



JlomaBaHHsA CKPHUIITA 10 00'€KTA
[I{o6 cxpunt rmoyaB BUKOHYBATUCS, HOTO MTOTPIOHO MPUKPIMUTH 0 00'€EKTA y CIICHI:
DIlepersraith ckpunt 3 Project Window Ha 00'ekt y Hierarchy Window.

2)A60 x BuOepiTh 00'exT B Hierarchy, mepeitnite n0 BkiIaaku Inspector i

NEPETATHITH CKPUIIT Y PO3JLT KOMIIOHEHTIB 00'€KTa.
InTepakiis cKpUNTA 3 KOMIIOHEHTAMU

CKpunTH MOXYTh B3a€EMOJISTH 3 IHIIMMH KOMIOHEHTaMHM Ha TOMY 3K OO'€KTi
(manpukinan, 3 Rigidbody s dizuunux odbuuciens adbo 3 MeshRenderer asist 3miHu
BI3yaJIbHUX XapakTepucTuk). lle MokHa 3poOuUTH 3a JAOMOMOTOI0 METOIY

GetComponent. Hanpuka:
void Start() {
Rigidbody rb = GetComponent<Rigidbody>();

rb.mass = 5; // 3minoemo macy Rigidbody

3anyck i TecTyBaHHS

[Ticnst mpuKpiTUIeHHST CKpunTa 10 00'€KTa, 3amyCTiTh CIIEHY, HATHCHYBIIUA Ha
kHoriky Play y Unity. Tenep Unity Oyie BUKOHYBaTH KO/ y CKPUIITAX, pearyrydn Ha

3MIHM Y CLI€HI Ta BBOJU KOPHUCTYyBau
1.5 I'padika

Unity miaTpumye  pi3HOMaHITHI — rpadiyHi  pecypcd, sKi  MOXKHA
BUKOPHCTOBYBAaTH JJIsi CTBOPEHHS BI3yaJbHOTO BMICTY B Irpax Ta 1HIIMX
1HTepakTUBHUX JoAaTkax. OCh JesKi 3 OCHOBHUX THUITIB rpadiuHUX pecypciB, 110
niaTpuMyroThes Unity:

13



1. Tekcrypu

TexcTypu - 11e 300pakeHHsI, SIKEé BUKOPUCTOBYETHCS AJI MPUKPITUICHHS 10
noBepXoHb 00'ekTiB y Bammil rpi. BoHum momaroTh neramizaifito, TEKCTypy Ta
KOJTbOPOBiCTh 00'ekTaM. TekcTypum MOXyTh OyTH 3acTOCOBaHI JIO IIHPOKOTO
CHEKTpPy 00'€KTiB, BiJ CTiH OyiBelb 10 MOBEPXOHb MepcoHaxiB. Unity miaTpumye
Pi3HI THIH TEKCTYp, BKIIOYAIOYN 3BUYAKHI TEKCTYPH, TEKCTYpPH HOpMAase aJis
BIITBOPEHHS JAeTaiizallii, TeKCTYpHu BUCOTH JIs cuMyJsaii 3D edekriB, TekcTypu

eMicii A7l BUITPOMIHIOBAHHSI CBITJIA Ta 1HIIII.

2. MopaeJai

Mopgeni - e 3D 00'ekTH, siKi MPEACTABISAIOTh COO0I0 reoMeTpuyHI HopMH i
CTPYKTypu. BOHU BHUKOPHCTOBYIOTHCS JJIsI CTBOPEHHSI O0'€KTIB, MEPCOHAXKIB Ta
IHIIUX €JIEMEHTIB y Bailiid Tpi. Mozeni MOKyTh OyTH CTBOPEHI y CHEIliali30BaHUX
nmporpamax Jyisi MojelroBaHHs, Takux sk Blender, Maya a6o 3ds Max, a moTiM
iMmroptoBani B Unity. Unity miarpumye pizHi dopmaru QailmiB sl MoOJENeH,

Brirouaroun FBX, OBJ Ta gesxi iHmmi.
3. Cupaiitu

Copaiitu - ue 2D rpadiuni 00'eKTH, IKI BAKOPUCTOBYIOTBCS JIJIsl CTBOPEHHS
irop y 2D mpocrtopi. BoHM MHPOKO BHUKOPUCTOBYIOTHCS JJII CTBOPEHHS (POHIB,
MEPCOHAXKIB, MPEAMETIB 1 IHILUX eJIeMeHTIB iHTepdeiicy. Y Unity cnpailTu MOXYTb
OyTH MpeACTaBiEeH] SK 3BHYaliHI TEKCTYpH, aje iX TaK0oXX MOKHAa aHIMyBaTH Ta

KepyBaTH 4epe3 Creriaii3oBaHi KOMIIOHEHTH, Taki sik Sprite Renderer.
4. Animamii

AHimarii - 1e MOCJIIOBHICTh 300pakeHb ab0 CTaHIB, sIKI 3MIHIOIOTHCS 3
gacoMm. Y Unity Bu MOkeTe CTBOprOBaTH aHiMarltii 11 sk 2D, Tak 1 3D o0'exrtiB. Bu
MO>KEeTe CTBOPUTHU aHIMalli pyXy, aHIMallil 3MIHU KOJbOPY, aHIMallii 3MiHU GopMu
Ta 6araro 1HMoro. AHiMarlii BUKOPUCTOBYIOThCS JJIsI CTBOPEHHS PYXOMHX €(DEeKTiB,
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TaKuxX SK XOJb0a MEepCOoHaka, pyX OO'€KTIB y cepefoBuIlll, epeKTH BUOYXIB Ta

0ararTo I1HIIOTO.
5. Marepianaun

Martepianu - 1€ KOMIOHEHTH, $Ki BH3HAYalOTh Bi3yalbHI BJIACTUBOCTI
00'ekTiB y Bamiiid rpi. BoHM BUKOPUCTOBYIOTHCS ISl HaJaHHs 00'€KTaM KOJIbOPY,
TEKCTypH, BIIOUTTS CBITJIA, MPO30POCTI Ta IHIIMX BJIacTUBOCTEH. Marepianu
JTIO3BOJIAIOTh BaM K€PYBaTU THUM, SIK Ballll 00'€KTH BUTJISIAIOTH Y T'Pi, 1 MOKYTb OyTH

3aCTOCOBaH1 10 Oyb-sKOro 00'€KTa y BaIlii CIICHI.
6. EdexTn yacTuHOK

EdexTn yactuHok - 1ie crienianbHi rpadiuHi e(heKTH, sIKi BAKOPUCTOBYIOThCS
JUISL CTBOPEHHSI peaicTUYHUX aTMocpepHux edekTiB y Bammii 1pi. Bonu
BUKOPUCTOBYIOTHCA ISl CTBOPEHHS €()EKTiB, TAKUX SK BOTHEHHI KyJIi, UM, JOLLI,
BHOyxu Ta O6arato iHmoro. EexTn yacTuHOK 10/1a10Th aTMOc(epy Ta TUHAMIKY 10

BAIlIOi IPU, POOJISTUM 11 OUIBII 3aXOIUIIOIOUOIO JIJIsl TPaBIIIB.

i pizHOMaHITHI TpadiyHi pecypcH T03BOJSIOTh BaM CTBOPUTH BPAKAIOUMIA

Bi3yaJbHUM KOHTEHT i Bamioi rpu B Unity.

Po3ain 2 [Iporpamua yacTuHa

2.1 llocranoBka 3axaui

Merta rpu - po3podbutu 2D rpy B Unity, sika Oyae roToBa 10 MOJAaIbIIOT0O
PO3BUTKY Ta BAOCKOHAJIEHHS JIs penizy. st Toro abu BUKOHATH 3a7a4y MOTPIOHO:

CTBOpHUTH OCHOBHY CIICHA: main;

CtBoputun mnpedadbu(mabmonu) ski  OyIyTh BHKOPUCTOBYBATHUCH Y
rpi(cripaiitu  abo npedadbu Oepemo 3 Asset Store abo cTBoproeMo cami 3a

nomomororo Photoshop ) ;
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[Tponrcyemo JIOTiKY TSt TOJIOBHOT'O
reposi(Player),sopora(Enemy),macrox(Traps),a  Takox  masid  HiAOMpAEMHX
npeamertis(colectible items);

JonaTtu 3ByKH JuIsl TpU(KPOKH,CYTIPOBiAHA My3HUKa,BUCTPUIIA Ta CTpUOKA);

2.2 Onuc rpu

I'pa mae Tinbku oy cieHy levell sika BimoOpakae camy rpy. Takoxk € MeHI0

nays3u.

[Tpu 3amycky Tpu mepiie 1mo nodauynuTh KOPUCTyBaY,lie Oy/ie TOJIOBHA CIICHA
levell Ta mouye ponOBY My3uky. Crio4aTky MH JOJAEMO CIIPANT, DAl MH JJOJJAEMO
Ha HBOTO CTBOPEHY HaMH TEKCTypy rosioBHoro reposi(Player).Ta nmpu HaTHckaHi
kinapim  “Esc” B Hac 3SBUTbCSA MEHIO Na3ydh, € MU 3MOXKEMO 3MEHIIHUTU
My3uKy(MUsSiC) abo 3MEHIIUTH Ty4dHICTh BChoro 3BYKy(VOlUme) takok Tam €

kHorika [Ipogosxuru (“Resume”) ta Buittu(”Quit”).

3a momomororo Unity Asset Store ta Photoshop Oyno cteBopeno 3aani cioi
douy(WOODS , BUSH , Backgroundl-4 , Space background ta Brown) ,

semsist(Ground) , Boporu(enemy) , mactok(Traps).

MeHto ma3yu cxoBaHe 3 caMoro noyatky.JlJjis oro peasnizariii MeH1 TOTPiOHO
oyno B ckpunti”’UIManager” 3po3yMiTH SIK 3yIIUHUTH TPy MPU BUKIUKY CaAMOTO
meHro. /[t 1poro s crBopuB ymoBHHE omepatop(if) B sikomy mpomucaB 1o mpu
BUKJIMKY MeHIo nay3u timeScale=0 , 1ie 3Ha4nTh 110 Yac 3yMHUHSAETHCS PH BKUIHKY
1pOro MeHto.Jljist Toro abu B nay3i Oyja akTUBHA MY3HKa Ta s MII' KOPUCTYBaTUCh
KHOIIKaMHU , s CTBOPHUB iX K OKpEeMHUH OO€KT Ta BK€ Ha HHMX J0JaB 3BYK IpHU

NepeUCTYBaHI Ta CKpinTH Taki sk “SoundManager,VolumeText Ta UIManager”.

Takox 10yJI0 peanizoBaHe MEHIO cMepTi. BOHO 34BIS€TbCS TIIBKH B TOMY
BUIAJIKY KOJIM TpaBellb HE [IAIOB M0 YeK-MoiHTa(Touku 30epekeHHs).BoHo

CTBOPEHHO Ha OCHOBI MEHIO IIay3W TOMY BOHU Mailke 17[eHTUYHI.
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& RESTRRAT
EILICT

Puc. 2.1 MeHto cmepTi

FRIUSE,

rlESLIE,

LT LR,

LS
o BT

Puc. 2.2 MeHto nay3u

Takox s peaizyBaB MOJBIMHIN CTPUOOK,UITUISTHHS 32 CTIHU,aTaKy(BUCTPLIN)

AJIs1 CBOT'O TIICPCOHAKY.
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-Jlnst peamizamii wiruisaas s B ckpunTi “PlayerMovment” crBopus
NEepeBIpKy UM Mii MepcoHaX Ha 3eMJIl UM BiH B MOBITpl. Ta SKII0 BiH
CTHKAETHCS 3 (PI3UUHUM OOEKTOM $IKI HE € BOPOTOM a00 MACTKOIO TO BiH

YIIUISIETHCS 32 HHOTO T4 MOYKE BIJICTPUOHYTH.

Puc. 2.3 HinnAHHA 3a CTiHY

-IlonBiitHMI1 cTpUOOK Takok OYyB peani3oBaHUN y CKPUITI

“PlayerMovment”.

Puc. 2.4 HinnAHHA 3a CTiHY

-ATaka, a TOuHINIE BUCTPUIM OyIu peanizoBaHl y CKPHUIMTI

“PlayerAttack™. Jlns Toro abu He OyJ0 TaKOro IO MEPCOHAX MPOCTO XOIUThH Ta
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cTpuyisie. S BCTaHOBHMB aKTHBAIll0O NIPU HAXaTTl HA KJIABINIy Ta J0JaB TailMep Ha

aTaKy. Takox J01aB HIBH,I[KiCTB 3 SKOIO 6y,ne IICPCCYBATUCH HAllla BOTHAHA KYJIA.

Puc. 2.4 ATtaka

Ane HaliBaxkye B AaHOMY eTani Ans meHe 6yaun aHimauii. na Toro abum
BUKOPUCTOBYBATM aHiMmau,ii B 2D rpi Ham NoTpibHI 3aroToB/IeHi acceTu Nig, KoXKeH
pyx. [lna uboro A 38epTatocb 3a gonomoroto B Aset Store . Lie canT Big,
po3pobHukiB Unity ae ntogm ainatbca abo npoaatoTb CBOI 3aroToBKKM . Came Tam A
HAWLLOB CBOro NepCcoHa)a Ta AeAKMX BOpOriB. [licna Toro AK Mmm imnopTyBanu ix
[0 cebe B NpoeKT Ham noTpibHo B Animator ue Bce aHimyBaTU. Tam mu
NiACTaBASEMO MOKAAPOBO KOMKEH Hall CnpanT. AKLLO B HAC € AeKi/ibKa aHimaL,in
AnA 1 nepcoHarka To Ham NoTpibHO byae B Animtor-i HaaaTH CTPYKTYPM HaWum
aHimauiam.

I )
Any State

RN

Die

j RangedAttack

| |
.o Idle i MeleeAttack
v

Puc. 2.5 CtpyKtypa Animator gna Player
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B nopanbiomy Ham 11e 3Ha100MThCS a0U 111 aHIMAaITi(caMe Ha3BH ,a/Ke KOXKEH
0JIOYOK 11€ OKPEMO CTBOPEHA aHIMallisl) BUKJIMKATH Y KOJII , ISl IPUBSA3KHU 1] SIKYCh

Tt abo TpuUrep.

Jlnst Bopora(Enemy) Ta macTtok s peanizyBaB IMAaTPYJIIOBAHHS,ATaKy IPH
3ax0/l B 00JIaCTh,IPUCITIKYBaHHS TPaBIls, aBTOMATUYHI PETYJISIPHI BUCTPLIM Ta

aKTUBAIIIS TIPH B3a€EMOII.

-ITatpynroBanns./{o maHOTO TIEpCOHAXKA 5 J0/IaB Mapy CKPHUMTIB . A came Tak
i six Health,Melee Enemy,EnemyDamage. Iepuuii ckpunt “Health” mam notpiden
JUTsl TOTO a0U y HAIoro Bopora 0yJio 3/J0pOB's, @ TAKOXK B HbOMY BUKOPUCTOBYEThCS
arimaiis cmepti. Ipyruii ckpunt”’Melee Enemy” nam notpideH came AJist TOro Moo
3aBAaTH paMku natpyitoBaHHs(Puc 2.6) BoHM MO3HauYeH1 K >KOBTI Taku chepu(B
caMiii rpi ix He BUAHO). Takok MU MOKEMO 3aMITUTH YePBOHUH MTPSIMOKYTHUK TTEPe]T
BOPOTOM(TaKOX HE BUIHO) 1€ 00nacTh aTaku . | Tpetiii ckpunt”’EnemyDamage”
TaM MU MPOIMUCYEMO KOJI, JIJIsl TOTO, 11100 MPH 3ITKHEHHI 3 roJIOBHUM repoem Player-

y 3aBJlaBayach MIKO/A.

Puc. 2.6 Melee Enemy

-ATtaka npu 3axo/1 B obsacte.lle HoBHit T ENnemy, sikuii cTOiTh HA MICTI Ta
CTPUISi€ B TOJIOBHOTO Ieposi KOJIM TOW 3aXOJIUTh B MOJI€ BUAUMOCTI. Sl ioro cTBOpUB
Ha ocHoBi Melee Enemy. €auni Bigminnocti Bing Melee 1ie komip ,ta 3amicTh

OJIDKHBOT aTaKh MEYEM , BiH CTPiJIsie B TIEBHIN 00J1acTi.

Puc. 2.7 Ranged Enemy
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Tenmep mepeitneMo m0 mactok. S peami3yBaB M'iITh MAacTOK a came

Spikes,Firetrap,ArrowTrap,Saw,Spikehead.

-Spikes - 11e € 3Bruaiina mactka. Komu Bu cTaeTe Ha Hel BOHA 3aB/Ia€ BaM IIIKO.Y.

Mo AN

Puc. 2.8 Spikes

-Firetrap - ne mactka tpurep. ToOTO KOJM TOJOBHUH I'epoil B3aEMOJIIE 3 HEIO a

caMe TOpKaeThes ii, To uepe3 0,25 cekyH1 3'sIBIs€ThCS] BOTOHb SIKMI 3aB/IA€ MIKOY.

Puc. 2.9 Firetrap

-ArrowTrap- e macTka sika CACTEMaTUYHO BUITYCKa€ CTPLIU 3 IHTEpBaioM 1

cekyHa. /[ cTpia s CTBOPUB OKpeMi 00'€KTH 5IK1 3'SIBIISIFOTHCA 3 TIEBHOI TOUKH.

Puc. 2.10 ArrowTrap
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-Saw - 11e macTka sika pyxaebcs o oci X B MEBHiM 00J1acTi .

4 L4

Puc. 2.11 Saw

-Spikehead - 1ie macTka sika pyXa€eThCs 3a TE€POEM SKILO TOM IMEPETHYB IIEBHY
ninito. BoHu pyXxaroThcs 3a HUM JI0 IOKM TOM He 3a3Hae IKoau abo He obiiine Ixue
1oJie 30py 1€ YOTUPH HAIMPSIMKU BEPX HU3 BIIBO Ta Brpaso. Lle Oyna HaiiBaxkya
peanizoBaHa nactka./[s 1iporo MeHi 0yso moTpidHO po3paxyBaTu BCi 4 TpaekTopii
pyxy. st Toro abu nepeBipuTH 3HAXO/KEHHSI TOJIOBHOTO TepOs Ha ITUX
TPAEKTOPISIX 5 3aXOAUB Ha pi3HI HopyMU abu 3HANUTU MOTPIOHY MEH1 YACTHUHKY
KoJa:

CheckForPlayer()
CalculateDirections();

for (int i = @; i < directions.Length; i++)
{
D DrawRay(transform.position, directions[i], Color.red);
RaycastHit2D hit = Physics2D.Raycast(transform.position, directions[i], range, playerlLayer);

if (hit.collider != Ll && !attacking)
attacking = true;

destination = directions[i];
checkTimer = 0;

Puc. 2.12 Spikehead
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Taxox B MoeMy MpoeKTi peasizoBaHi me 2 Mexaniku 1ie Checkpoint(miciie
30epeKeHHs) Ta MiI0upaeMi cepiis JIJIs BITHOBICHHS OCHOBHOTO
snopos's(Colectibles)

-Checkpoint - iie Touka 30epexenHs micis cmepTi. ToOTO SKIIo BU TOMpPETE
y rpi micis Toro sk aktuByBaiu Checkpoint To Bu 3'aBUTECH Ha HIOT0 MICTI Ta rpa
HE 3aKiHYUThCS.J{71s1 oro peanizarii MeHi OyJ0 MOTPIOHO B3a€EMOISITH 3 CKPUTITOM
“Health” 1ie abu npu BipoIKeHH] 3710poB'st 0yJ10 ToBHE. TakoX B IIbOMY K€
CKPHUIITI 51 IPOIKCAB 1110 TPU BTPATI BCIX CEpJiellb TIOBUHHA NMPOTrPaBaTUCh
aHIMarlisi cMepTi. | Ha OCHOBI IILOTO KOAY s 3pPOOUB 1 apy CTPOYOK IS
BIIPOJDKEHHS Ha TOYIl 30epekeHHs.J{yig Toro abu kaMmepa He JuIiasach Ha MICTi
cMmepTi , g1 noaaB gyskiio “MoveToNewRoom”. Tam onmcanHo 110 SKIIO
Checkpoint OyB akTHBOBaHUH 1 TepOil MOMEP TO MPOXOAUTH MEPEBIPKA SIKUN
nocmiaai Checkpoint OyB akTUBOBaHUM 1 B Ty KIMHATY IIEPEMIIIAETHCA
kamepa. Takox amst Toro abu He MOkHa OyJI0 aKTUBYBATH HOTO IIIe pa3 5 A0JaB
omito 1o npu aktuBaiii Checkpoint 3 Hporo cniagae 2DColider ,i Bin cTae
HEAKTHBHUM.

Puc. 2.13 Checkpoint

-Colectibles - me mpeamern sxi MoxHa migiOpatn. B maniit rpi s 1e
pearidyBaB sK cepjeyKka IS BiJHOBJICHHS OCHOBHOTO 310poB's. J[isi mporo s
crBopuB HoBu# ckpunt “HealthCollectible” i st nakunys BoxColider mns tpurepy.
Tak sik paHillie st BXe peanizyBaB MOIOHUN KOJI , TUIBKM TaM HAHOCHUJIACh IIKOJA .

A #ioro BigpenaryBas i HOBHM MPEaMET y T'pi.

4
e

Puc. 2.14 HealthCollectible
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Hy 1 B kiHIII 51 peani3yBaB Tak 3BaH1 JBEP1-MPOXOAN MK KiIMHaTamMu.Bonu Oyiu
3po0JIeH] 3aBISIKH HEBUAMMOMY KOJIAWJEpy Ha KU S HAKUHYB CKPHUIT B SIKOMY
posmnucaB o6 npu 3iTkHeHHi Player ta DoOr kamepy niepeHarnpaBIsiiio Ha HACTYITHY
KiMHaTy(KO)KHA KIMHATY 51 ONKCaB K OKPEMHI €JIEMEHT TOMY sI IPOCTO BKa3yBaB

HOMEp KIMHATH B SIKYy MOTPIOHO MEPEHECTH KaMepy).

BucHoBxu

Po3po6ka 2D rpu B cepemoBumii Unity 3 Bukopuctanusim C# ta Photoshop €
BKJIMBUM KPOKOM JIs1 OY/Ib-SIKOTO pO3pOOHUKa, SIKUM Oakae CTBOPIOBATH Cy4yacH1
Ta siKicH1 irpu. B mporeci po6oTu Hax MPoeKTOM Oy pO3TJISHYTI Pi3HI aCEKTH
pO3pOOKH 1rop, BKIIOYAIOUM CTBOPEHHsS Tpadikv, MTPOrpaMyBaHHS JIOTIKH Ta
IHTETpAlliio PI3HUX €JIEMEHTIB. 3aB/SKH 111if poOOTI BAAJIOCS CTBOPUTH TPy, SIKA Ma€
NOTEHI[IaN JJI1 NOJAJbIIOr0 PO3BUTKY Ta BJOCKOHAJEHHS IS penizy. OTpumani
3HAaHHS Ta HABUYKH CHOPUATUMYTH MPO(EciiiHOMY 3pOCTaHHIO Ta PO3IMIHUPEHHIO
noptdoio.
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CnucoK BUKOPUCTAHOI JIiTepaTypu

. Unity — [ Enextponnutii pecypc] —
https://docs.unity3d.com/Manual/2DFeature.html

. Unity 2D aniamtion — [EnekTponnuii pecypc] —

https://docs.unity3d.com/Manual/com.unity.2d.animation.html

. Unity 2D Sprite — [Enextponnuii pecypc] —
https://docs.unity3d.com/Manual/com.unity.2d.sprite.html

. Asset Store — [Enextponnuii pecypc] —

https://assetstore.unity.com/

. Mys3uka Tta 3Byku — [Enexkrponnuii pecypc] —

https://99sounds.org/sounds/

. C# — [pexxum noctymy] — https://dou.ua/users/ilya-gromislav/topics/

. Visual Studio — [Enexrponnuii pecypc] — https://learn.microsoft.com/ru-

ru/visualstudio/gamedev/unity/get-started/visual-studio-tools-for-

unity?pivots=windows
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Homarok LoadingManager

using UnityEngine;

using UnityEngine.SceneManagement;

public class LoadingManager : MonoBehaviour

{
public static LoadingManager instance { get; private set; }
private void Awake()
{
// 36epiraTtu ueil 06'€KT HaBiTb KOAU MU NEPEXOQMMO Ha HOBY CLEHY
if (instance == null)
{
instance = this;
DontDestroyOnLoad(gameObject);
3
// 3HuumTn gy6nikatu o6'ekTie
else if (instance != null && instance != this)
Destroy(gameObject);
}
public void LoadCurrentLevel()
{
int currentLevel = PlayerPrefs.GetInt("currentLevel", 1);
SceneManager.LoadScene(currentLevel);
3
public void Restart()
i
// Nepe3aBaHTaKUTW MOTOYHUI piBeHb
//SceneManager.LoadScene(currentLevel);
}
}
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Homarok CameraController
using UnityEngine;

public class CameraController : MonoBehaviour
{

// Kamepa KimHaTh

[SerializeField] private float speed;

private float currentPosX;

private Vector3 velocity = Vector3.zero;

// CninyBaHHA 3a rpaBLem

[SerializeField] private Transform player;
[SerializeField] private float aheadDistance;
[SerializeField] private float cameraSpeed;

private float lookAhead;

private void Update()

{

// Kamepa KimHaTh

transform.position = Vector3.SmoothDamp(transform.position, new Vector3(currentPosX,
transform.position.y, transform.position.z), ref velocity, speed);

// CniayBaHHa 3a rpasuem

// transform.position = new Vector3(player.position.x + lookAhead, transform.position.y,
transform.position.z);

// lookAhead = Mathf.Lerp(lookAhead, (aheadDistance * player.localScale.x), Time.deltaTime *
cameraSpeed);

}

public void MoveToNewRoom(Transform _newRoom)
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print("here");

currentPosX = _newRoom.position.x;

HoxaTok SoundManager
using UnityEngine;

public class SoundManager : MonoBehaviour

{
public static SoundManager instance { get; private set; }
private AudioSource soundSource;
private AudioSource musicSource;

private void Awake()
{
soundSource = GetComponent<AudioSource>();
musicSource = transform.GetChild(0).GetComponent<AudioSource>();

// 30epiraty 1iei 00'€KT HABITh KOJHM MU MEPEXOJUMO Ha HOBY CIICHY
if (instance == null)
{
instance = this;
DontDestroyOnLoad(gameObiject);
}
// 3HAIATH TyOIiKaTH 00'€KTIB
else if (instance != null && instance != this)
Destroy(gameObject);

// TIpU3HAYHUTH ITOYATKOBI PiBHI T'YYHOCTI
ChangeMusicVolume(0);
ChangeSoundVolume(0);

¥

public void PlaySound(AudioClip _sound)

¢ soundSource.PlayOneShot(_sound);

}

public void ChangeSoundVolume(float _change)

¢ ChangeSourceVolume(1, "soundVVolume", _change, soundSource);

}

public void ChangeMusicVolume(float _change)

: ChangeSourceVolume(0.3f, "musicVVolume", _change, musicSource);

private void ChangeSourceVolume(float baseVVolume, string volumeName, float change, AudioSource source)

{

// OTpuMaTy MoyaTKOBE 3HAUCHHS T'YYHOCTI 1 3MIHUTH HOTO
float currentVolume = PlayerPrefs.GetFloat(volumeName, 1);
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currentVVolume += change;

// TlepeBipuTH, 9K JOCATIN MU MAKCUMAIBHOTO 200 MiHIMaJIbHOTO 3HAYCHHS
if (currentVolume > 1)

currentVolume = 0;
else if (currentVolume < 0)

currentVolume = 1;

// TIpu3HAaYNTH KiHIIEBE 3HAUCHHS
float finalVVolume = currentVolume * baseVVolume;
source.volume = final\VVolume;

// 36epertu kiHueBe 3HaueHHs y PlayerPrefs
PlayerPrefs.SetFloat(volumeName, currentVolume);

Honatok MeleeEnemy
using UnityEngine;

public class MeleeEnemy : MonoBehaviour

{
[Header("ITapamerpu ataku")]
[SerializeField] private float attackCooldown;
[SerializeField] private float range;
[SerializeField] private int damage;

[Header("ITapamerpu xomnaiinepa')]
[SerializeField] private float colliderDistance;
[SerializeField] private BoxCollider2D boxCollider;

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

// Tlocumanus

private Animator anim;

private Health playerHealth;
private EnemyPatrol enemyPatrol;

private void Awake()

{

anim = GetComponent<Animator>();
enemyPatrol = GetComponentlnParent<EnemyPatrol>();

¥

private void Update()
{

cooldownTimer += Time.deltaTime;

// AtakyBaTH TIIBKY KOJIM TPaBelb B MOJI 30py
if (PlayerInSight())
{

if (cooldownTimer >= attackCooldown)
{
cooldownTimer = 0;
anim.SetTrigger("meleeAttack");
}
}

if (enemyPatrol != null)
enemyPatrol.enabled = !PlayerinSight();
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private bool PlayerInSight()
{
RaycastHit2D hit =
Physics2D.BoxCast(boxCollider.bounds.center + transform.right * range * transform.localScale.x *
colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z),
0, Vector2.left, 0, playerLayer);

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

return hit.collider != null;

¥

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

private void DamagePlayer()

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

Honaroxk RangedEnemy
using UnityEngine;

public class RangedEnemy : MonoBehaviour

{
[Header("ITapamerpu ataku")]
[SerializeField] private float attackCooldown; // Hac mix aTakamu
[SerializeField] private float range; // lanapHicTh aTaku
[SerializeField] private int damage; / YpoH Bin ataku

[Header("Janpus aTtaka™)]
[SerializeField] private Transform firepoint; / Touxka, 3 IKO1 BUITyCKa€ThCSI CHAPST
[SerializeField] private GameObject[] fireballs; // Macus chapsis

[Header("ITapamerpu xomnaiiaepa')]
[SerializeField] private float colliderDistance; // JlucTaHitist a5t IepeBipKy 3iTKHEHb
[SerializeField] private BoxCollider2D boxCollider; // Konaiinep ass nepeBipku 3iTKHEHb

[Header("Illap rpaBus")]
[SerializeField] private LayerMask playerLayer; // Illap, Ha skoMy 3HaXOJIUTHCSI I'paBelb
private float cooldownTimer = Mathf.Infinity; // TaiiMep 115 BiAcTe)KeHHS yacy MiX aTakaMH

[Header("3Byk cHapsma")]
[SerializeField] private AudioClip fireballSound; // 3ByK, 1110 BiITBOPIOETHCS MPH CTPiNbOi

// TlocunaHHs
private Animator anim; // AHiMaTOp JUIA KepyBaHHS aHIMAIisIMA
private EnemyPatrol enemyPatrol; / KommoneHT maTpymnroBaHHs BOpora

private void Awake()

{

anim = GetComponent<Animator>();
enemyPatrol = GetComponentIinParent<EnemyPatrol>();

¥
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private void Update()
{

cooldownTimer += Time.deltaTime;

// ATakyBaTH TiTBKH KOJIM TPaBelb B O 30py
if (PlayerInSight())
{

if (cooldownTimer >= attackCooldown)
{
cooldownTimer = 0;
anim.SetTrigger("rangedAttack");
}
}

// BUMHKaTH IaTpyJIFOBaHH:, KOJIM I'paBelb B MO 30pY
if (enemyPatrol !=null)
enemyPatrol.enabled = !PlayerInSight();
}

private void RangedAttack()
{
SoundManager.instance.PlaySound(fireballSound);
cooldownTimer = 0;
// 3HaWTH 1 aKTUBYBATH CHaps[
fireballs[FindFireball()].transform.position = firepoint.position;
fireballs[FindFireball()].GetComponent<EnemyProjectile>().ActivateProjectile();

¥

// 3HaliTH TIepIHiA HEAKTUBHUH CHApA[ Y MacHBi
private int FindFireball()

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

if ('fireballs[i].activelnHierarchy)
return i;
¥

return 0; // TloBepHyTH mepIIMiA CHapsiA, SIKIIO BCI iHIII 3aiHSATI

¥

private bool PlayerInSight()
{
// TlepeBipuTH, 9H € TpaBelb B IO 30py 3a qormomoror BoxCast
RaycastHit2D hit =
Physics2D.BoxCast(boxCollider.bounds.center + transform.right * range * transform.localScale.x *
colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z),
0, Vector2.left, 0, playerLayer);

return hit.collider != null;

¥

private void OnDrawGizmos()
{

// HamairoBaTH Ti3MO JIJIs Bi3yati3alii moJist 30py

Gizmos.color = Color.red;

Gizmos.DrawWireCube(boxCollider.bounds.center + transform.right * range * transform.localScale.x *

colliderDistance,
new Vector3(boxCollider.bounds.size.x * range, boxCollider.bounds.size.y, boxCollider.bounds.size.z));

}

}
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Hoaatoxk EnemyPatrol
using UnityEngine;

public class EnemyPatrol : MonoBehaviour

{

[Header("Touku natpymnroBanas")]
[SerializeField] private Transform leftEdge; // JliBa Mexxa maTpysroBaHHS
[SerializeField] private Transform rightEdge; // IIpaBa Mexxa maTpyIroBaHHS

[Header("Bopor")]
[SerializeField] private Transform enemy; // Tpancdopm Bopora

[Header("ITapamerpu pyxy")]

[SerializeField] private float speed; // llIBuaxicts pyxy
private Vector3 initScale; / [TouaTkoBuii MmacuITab Bopora
private bool movingLeft; / Uu pyxaeTscs BOpOT BiIiBO

[Header("TloBeninka mizg yac 6e3misiibHOCTI")]
[SerializeField] private float idleDuration; // TpuBamicts 6e3aisIIBHOCTI
private float idleTimer; // Taiimep 11 BiicTeKEHHS yacy Oe3IisIBHOCTI

[Header("Animarop Bopora")]
[SerializeField] private Animator anim; // AHIMaTop 1J1sl KEpyBaHHs aHIMAaLlisIMH

private void Awake()

{

initScale = enemy.localScale; // 30epertu mogaTkoBuii MacmTad Bopora

}

private void OnDisable()
{

anim.SetBool("moving", false); // 3ynuHuTH aHIMAaIli10 PyXy, KOJIH 00'€KT BUMKHEHO

¥

private void Update()

{
if (movingLeft)

if (enemy.position.x >= leftEdge.position.x)
MovelnDirection(-1); // Pyxatucs BiiBo
else
DirectionChange(); / 3MiHATH HANPSIMOK
¥

else

{
if (enemy.position.x <= rightEdge.position.x)
MovelnDirection(1); // PyxaTtucs BripaBo
else
DirectionChange(); / 3MiHATH HAPSIMOK
¥

¥

private void DirectionChange()

{

anim.SetBool("moving", false); // 3ynuanTH aHiMamio pyxy
idleTimer += Time.deltaTime; // 36inpmnTH Taiimep Oe3isTEHOCTI

if (idleTimer > idleDuration)

movingLeft = !ImovingLeft; / 3MiEnTH HaPAMOK PyXy MicCIIs 3aKiHYEHHS O0e3/isUTbHOCTI

private void MovelnDirection(int _direction)

{



idleTimer = 0; // CkunyTH TaliMep Oe3aisIIbHOCTI
anim.SetBool("moving", true); // 3amycTuty aHiMaIio pyxy

// TloBepHyTH BOpOTa B HANPSIMKY PyXy
enemy.localScale = new Vector3(Mathf.Abs(initScale.x) * _direction,
initScale.y, initScale.z);

// PyxaTHCh B 3aIaHOMY HaIPSIMKY

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

Hoxatoxk EnemyFireballHolder

using UnityEngine;

public class EnemyFireballHolder : MonoBehaviour

{
[SerializeField] private Transform enemy;
private void Update()
{
transform.localScale = enemy.localScale;
}
}

Honarok Health

using UnityEngine;
using System.Collections;

public class Health : MonoBehaviour

{
[Header("3popoe's")]
[SerializeField] private float startingHealth; // MoyaTkoBe 3p0poB'sd
public float currentHealth { get; private set; } // NoTouyHe 3p0poB'sA
private Animator anim; // AHimaTop AN KepyBaHHA aHimauismu
private bool dead; // Yu mepTBUII NepcoHa

[Header("HeepasnueicTtb")]
[SerializeField] private float iFramesDuration; // TpuBanicTb HeBpasnueocTi nicns

OTPUMAHHS WKOAU
[SerializeField] private int numberOfFlashes; // KinbkicTb MmuroTiHb nig uyac
HeBpasnueocTi
private SpriteRenderer spriteRend; // CnpaiiT peHpepep And 3MiHM Konbopy nip vac
MUTOTiHHA

[Header("KomnoHeHTn")]

[SerializeField] private Behaviour[] components; // KomnoHeHTM, sKi noTpibHo
feaKTuBYBaTWM npu cMmepTi

private bool invulnerable; // Yu HeBpa3nuewuii nepcoHax

[Header("3Byk cmepTi")]
[SerializeField] private AudioClip deathSound; // 3Byk cMmepTi
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[SerializeField] private AudioClip hurtSound; // 3BYyK npu oTpumaHHi wkopu

private void Awake()

{
currentHealth = startingHealth; // BcTaHOBMTM nMoTo4YHe 340pOB'S
anim = GetComponent<Animator>(); // OTpuMMaTM KOMMOHEHT aHiMaTopa
spriteRend = GetComponent<SpriteRenderer>(); // OTpuMaTW KOMMOHEHT cnpanT
peHpepepa
3

public void TakeDamage(float _damage)
{

if (invulnerable) return; // flKwo nepcoHax HeBpasnUBUI, He OTPUMYBATM WKOAY

currentHealth = Mathf.Clamp(currentHealth - _damage, 0, startingHealth); //
3MeHWNTU 3A0poB'A

if (currentHealth > 0)

{
anim.SetTrigger("hurt"); // 3anycTuTu aHimauinw oTpuMaHHSA wkoau
StartCoroutine(Invulnerability()); // MoyaTu KOpyTUHY HeBpa3nMUBOCTi
SoundManager. instance.PlaySoundChurtSound); // BipTBopuTU 3BYK OTpUMAaHHSA
wKoam
3
else
{
if (!dead)
{
// DeakTuByBaTM BCi nMpukpinneHi KOMMNOHEHTH
foreach (Behaviour component in components)
component.enabled = false;
anim.SetBool("grounded", true); // BcTaHOBUTM aHiMauLil 3HAXOAMEHHA Ha
3emni
anim.SetTrigger("die"); // 3anycTtuTtu aHimauiwn cmepTi
dead = true; // BcTaHOBUTM CTaTyC NepcoHaMa AK MepTBOro
SoundManager.instance.PlaySound(deathSound); // BipTeBopuTu 3BYK
cmepTi
}
}
}

public void AddHealth(float _value)
{
currentHealth = Mathf.Clamp(currentHealth + _value, 0, startingHealth); //
36inbunT 3p0poB'A

private IEnumerator Invulnerability()
{
invulnerable = true; // BcTaHOBUTM HeBpasnuBicTb
Physics2D.IgnoreLayerCollision(10, 11, true); // IrHopyBaTu 3iTKHeHHS 3
NeBHUMU WapaMmu

for (int i = 0; i < numberOfFlashes; i++)
{
spriteRend.color = new Color(l, 0, 0, 0.5f); // 3mMiHuTK Konip cnpaiiTa Ha
YepBOHUI 3 Npo3opicTi
yield return new WaitForSeconds(iFramesDuration / (numberOfFlashes * 2));
spriteRend.color = Color.white; // BipgHoBuTM Konip cnpaiita
yield return new WaitForSeconds(iFramesDuration / (numberOfFlashes * 2));

}

Physics2D.IgnoreLayerCollision(10, 11, false); // BipHOBUTM 3iTKHeHHa 3
NeBHUMM WapPaMu
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invulnerable = false; // BUMKHYTM HeBpa3nuBicTb

}

private void Deactivate()

{

gameObject.SetActive(false); // [OeakTuByBaTu 06'€KT

// BippopseHHs

public void Respawn()

{
AddHealth(startingHealth); // BipHoBuTM 3p0poB'SA
anim.ResetTrigger("die"); // CKuHyTU Tpurep cmepTi
anim.Play("Idle"); // 3anycTutn aHimauinw 6e3pianbHocTi
StartCoroutine(Invulnerability()); // Mo4aTu KoOpyTWHY HeBpa3nMBoCTi
dead = false; // BCTaHOBUTU CTaATyC MepCOHama AK HMBOTO

// AKkTuBYBaTU BCi npuKpinneHi KOMMNOHeHTH

foreach (Behaviour component in components)
component.enabled = true;

Honatok Healthbar

using UnityEngine;

using UnityEngine.UI;

public class Healthbar : MonoBehaviour

{
[SerializeField] private Health playerHealth;
[SerializeField] private Image totalhealthBar;
[SerializeField] private Image currenthealthBar;
private void Start()
{
totalhealthBar.fillAmount = playerHealth.currentHealth / 10;
}
private void Update()
i
currenthealthBar.fillAmount = playerHealth.currentHealth / 10;
}
}

Honarok HealthCollectible

using UnityEngine;

public class HealthCollectible : MonoBehaviour
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[SerializeField] private float healthValue;

[SerializeField] private AudioClip pickupSound;

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.tag == "Player")
{
SoundManager. instance.PlaySound(pickupSound);
collision.GetComponent<Health>().AddHealth(healthValue);
gameObject.SetActive(false);
3
}

Honarok PlayerMovement

using UnityEngine;

public class PlayerMovement : MonoBehaviour

{

[Header("NapameTpu pyxy")]
[SerializeField] private float speed; // lUBugkicTb pyxy
[SerializeField] private float jumpPower; // Cuna cTpubka

[Header("4Yac nonboTy")]
[SerializeField] private float coyoteTime; // Yac, npoTarom sIkoro rpaeeub Moxe

3anvwaTucb y noBiTpi nepep cTpubKoOM

private float coyoteCounter; // Yac, aKuili npoiiwoe 3 MOMEHTY, KOMU rpaseub 3iliwos

3 Kpaw

[Header("MHOMUHHI cTpubku")]
[SerializeField] private int extraJdumps; // doBaTKOBi CTpUGKM
private int jumpCounter; // NiuyunbHuk cTpubKiB

[Header("Ctpubku Bip cTiHun")]
[SerializeField] private float wallJumpX; // FopusoHTanbHa cuna cTpubka Bip cTiHu
[SerializeField] private float wallJdumpY; // BepTukanbHa cuna cTpubka Bip cTiHm

[Header("Wapu")]
[SerializeField] private LayerMask groundLayer; // llap 3emni
[SerializeField] private LayerMask wallLayer; // Wap cTiH

[Header("3Byku")]
[SerializeField] private AudioClip jumpSound; // 3ByK cTpubka

private Rigidbody2D body;

private Animator anim;

private BoxCollider2D boxCollider;
private float wallJumpCooldown;
private float horizontalInput;
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private void Awake()

i
// OTpumaHHs KomnoHeHTiB Rigidbody Ta Animator 3 06'eKTa
body = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();
boxCollider = GetComponent<BoxCollider2D>();
}

private void Update()
{

horizontalInput = Input.GetAxis("Horizontal");

// TepeBopoT rpaBuga npu pyci BniBo a6o Bnpaeo

if (horizontalInput > 0.01f)
transform.localScale = Vector3.one;

else if (horizontalInput < -0.01f)
transform.localScale = new Vector3(-1, 1, 1);

// BcTaHoBneHHa napameTpiB aHimaTopa
anim.SetBool("run", horizontalInput != 0);
anim.SetBool("grounded", isGrounded());

// CTpubok
if (Input.GetKeyDown(KeyCode.Space))
Jump();

// PerynwBaHHS BUCOTU CTpuUbKa
if (Input.GetKeyUp(KeyCode.Space) && body.velocity.y > 0)
body.velocity = new Vector2(body.velocity.x, body.velocity.y / 2);

if ConWall())

{
body.gravityScale = 0;
body.velocity = Vector2.zero;
3
else
{

body.gravityScale = 7;
body.velocity = new Vector2(horizontallInput * speed, body.velocity.y);

if (isGrounded())
{
coyoteCounter = coyoteTime; // CkupaHHa Taiimepa "4osATe Taiimepa" npwu
3HaxopKeHHi Ha 3emni

jumpCounter = extradumps; // CKupaHHA niyunbHUKaA CTpUBKiB o
AOOQATKOBUX CTpPMBKiB
}
else
coyoteCounter -= Time.deltaTime; // 3MeHweHHa Taiimepa "4YodaTe
Taiimepa", Konu rpaeBeub He Ha 3emni

}

private void Jump()
i
if (coyoteCounter <= 0 && !onWall() && jumpCounter <= 0) return;
// fKwo Taimep "4yoAaTe TaliMepa" popiBHwe a6o MeHwMit 3a O, rpaBeub He Ha CTiHi
i Hemae popaTKOBUX CTPMBKiB, He BMKOHyBaTW Aiik

SoundManager.instance.PlaySound(jumpSound);

if ConWall())
WallJdump(Q);
else

{
if (isGrounded())

37



body.velocity = new Vector2(body.velocity.x, jumpPower);
else
{
// fKwo rpaBeub He Ha 3emni i Tailimep "4osATe TaliMepa" 6inbumii 3a 0,
BUKOHATW 3BUYANHUI CTpPUBOK
if (coyoteCounter > 0)
body.velocity = new Vector2(body.velocity.x, jumpPower);
else
{
if (jumpCounter > 0) // 9Kkwo € popaTKoBi CTPUGKU, BUKOHATU CTPUGOK
1 3MEHWMTN NiYUNbHUK CTPUOKiB
{
body.velocity = new Vector2(body.velocity.x, jumpPower);
jumpCounter--;

}

// CKuMHYyTu Taiimep "4yoaTe TailiMepa" po 0, wob6 YHUKHYTU NOABiWHUX CTpUGKiB
coyoteCounter = 0;

}

private void WallJdump()
{
body.AddForce(new Vector2(-Mathf.Sign(transform.localScale.x) * wallJumpX,
wallJdumpY)); // BuUKOHaHHA CTpubKa Bip CTiHu
wallJumpCooldown = 0;
3

private bool isGrounded()
{

RaycastHit2D raycastHit =  Physics2D.BoxCast(boxCollider.bounds.center,
boxCollider.bounds.size, 0, Vector2.down, ©0.1f, groundLayer); // nMNepeBipka, umu
3HaxoaonTbCAa rpaseub Ha 3emni

return raycastHit.collider != null;

}

private bool onWall()
{

RaycastHit2D raycastHit =  Physics2D.BoxCast(boxCollider.bounds.center,
boxCollider.bounds.size, 0, new Vector2(transform.localScale.x, 0), 0.1f, wallLayer);
// NepeBipka, 4YM 3HaxoAWTbCA rpaBeub Ha CTiHi

return raycastHit.collider != null;

}

public bool canAttack()
{
return horizontalInput == 0 && isGrounded() && !onWall(); // MepeBipka, um
MO}¥e rpaBeub aTaKyBaTu

}
}

Honatok PlayerAttack

using UnityEngine;

public class PlayerAttack : MonoBehaviour

i
[SerializeField] private float attackCooldown; // Mepiom aTaku
[SerializeField] private Transform firePoint; // To4YKa BUKMAY BOTHSHUX Kyib
[SerializeField] private GameObject[] fireballs; // MacuB BOrHAHWUX KyNb
[SerializeField] private AudioClip fireballSound; // 3ByK BOrHaHoi Kyni

private Animator anim; // AnimaTop rpaBus

private PlayerMovement playerMovement; // Knac pyxy rpasus
private float cooldownTimer = Mathf.Infinity; // Talimep nepe3apsagKu aTaku
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private void Awake()

i
anim = GetComponent<Animator>(); // OTpuMMaHHA KOMMNOHEHTY aHimaTopa
playerMovement = GetComponent<PlayerMovement>(); // OTpUMaHHSA KOMMNOHEHTY pyXy
rpasug
3

private void Update()
{
// BUKOHaHHA aTaku, SGKWO rpaBeub HATUCHYB NIiBY KHOMKY mMuwi, TaiiMep nepesapsagku
aTaku fopiBHKWE nepiopy aTakw,
// rpaBeub MOXe aTakyBaTu, 1 4yac BipTBOpeHHA 6inbwe 0
if  (Input.GetMouseButton(®) && cooldownTimer > attackCooldown &&
playerMovement.canAttack() && Time.timeScale > 0)

Attack(Q);
cooldownTimer += Time.deltaTime; // 36inbuweHHa TaliMepa nepe3apsgku
3
private void Attack()
{
SoundManager.instance.PlaySound(fireballSound); // BipTBOpeHHS 3BYKY BOrHsaHoi
Kyni

anim.SetTrigger("attack"); // 3anyck aHimauii aTakwu
cooldownTimer = 0; // CKugaHHa TallMepa nepe3apsgku aTaku

// BcTaHoBneHHa no3uuyii BorHaHoi kyni Ta ii Hanpamky
fireballs[FindFireball()].transform.position = firePoint.position;

fireballs[FindFireball()].GetComponent<Projectile>().SetDirection(Mathf.Sign(transfo
rm.localScale.x));

}
private int FindFireball()
{
for (int i = 0; i < fireballs.Length; i++)
{
if (!fireballs[i].activeInHierarchy)
return i;
}
return 0O;
}

HNonatok Projectile

using UnityEngine;

public class Projectile : MonoBehaviour

{
[SerializeField] private float speed; // llBuakicTb pyxy
private float direction; // Hanpsmok pyxy
private bool hit; // Yv nonae y uinb
private float lifetime; // TpuBanicTb icHyBaHHS
private Animator anim; // AnimaTop
private BoxCollider2D boxCollider; // Konnaiipep
private void Awake()
i
anim = GetComponent<Animator>(); // OTpuMaHHA KOMMNOHEHTY aHimaTopa
boxCollider = GetComponent<BoxCollider2D>(); // OTpuUMaHHA KOMMOHEHTY
Konnaiigepa

private void Update()
{

if (hit) return; // f9kuwo nonae y uinb, He BMKOHyBaTWM nojanbwi paii
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float movementSpeed = speed * Time.deltaTime * direction; // 064ncneHHs
wBMAKOCTi pyxy
transform.Translate(movementSpeed, 0, 0); // Pyx B Hanpsamky

lifetime += Time.deltaTime; // 36inbweHHa TpuBanocTi icHyBaHHA
if (lifetime > 5) gameObject.SetActive(false); // OQeakTuBauid, dxkwo TpueanicTtb
icHyBaHHSA 6inbwe 5 ceKyHA

}

private void OnTriggerEnter2D(Collider2D collision)

{
hit = true; // BcTaHOBNeHHAa nonagaHHa y uinb
boxCollider.enabled = false; // BuUMKHeHHS Konnaiigepa
anim.SetTrigger("explode"); // 3anyck aHimauii Bubyxy

if (collision.tag == "Enemy") // flkwo uinb - Bopor
collision.GetComponent<Health>()?.TakeDamage(1l); // 3aBpaHHa BoporoeBi 1
OAMHMUI nowkoameHHA

}

public void SetDirection(float _direction)

{
lifetime = 0; // CkupaHHa TpuBanocTi icHyBaHHA
direction = _direction; // BCTaHOBNEHHSA HANpPAMKY pyXy
gameObject.SetActive(true); // AkTuBauis
hit = false; // CkupaHHa nonapaHHa y uinb
boxCollider.enabled = true; // BknwuyeHHa Konnaiigepa

// 3miHa HanpamKy 06'eKTy

float localScaleX = transform.localScale.x;

if (Mathf.Sign(localScaleX) != _direction)
localScaleX = -localScaleX;

transform.localScale = new Vector3(localScaleX, transform.localScale.y,
transform.localScale.z);

}
private void Deactivate()

{
gameObject.SetActive(false); // OeakTuBauis

Honatok PlayerRespawn

using UnityEngine;

public class PlayerRespawn : MonoBehaviour

{
[SerializeField] private AudioClip checkpoint; // 3ByK 4eknoiHTy
private Transform currentCheckpoint; // MoTo4Huit YeKNoiHT
private Health playerHealth; // 3popoe'sa rpasus
private UIManager uiManager; // MeHepgmep iHTeptheiicy
private void Awake()
i
playerHealth = GetComponent<Health>(); // OTpuMaHHA KOMMOHEHTY 3[40pOB'SH
rpasus
uiManager = FindObjectOfType<UIManager>(); // TMowyK KOMNOHEHTY MeHegxepa
iHTepgeiicy

public void RespawnCheck()
{

if (currentCheckpoint == null) // fAKwWo NOTOYHUII YEKMOiHT He 3apaHo

{
uiManager.GameOver(); // BuBegeHHS MNoBifgoMNeHHS Npo KiHeub rpu
return;
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}

playerHealth.Respawn(); // BipnHoBneHHS 300poB'S rpaBuA Ta CKUAAHHA aHimauii

transform.position = currentCheckpoint.position; // MepemiwmeHHs rpaBuda pgo
MOTOYHOr O YEKMOiHTY

// NepemiweHHA kamepu [0 KIMHATU 3 MOTOYHUM YEKMOiHTOM

Camera.main.GetComponent<CameraController>().MoveToNewRoom(currentCheckpoint.parent)

}

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.gameObject.tag == "Checkpoint") // 9Kkuo cTuKkaemoca 3 06'€KToM-
YeKNoiHTOM
{
currentCheckpoint = collision.transform; // BcCTaHOBNEeHHd MOTOYHOrO
YEeKNoiHTy
SoundManager. instance.PlaySound(checkpoint); // BipTBOpEHHS 3BYKY
YEeKNoiHTy
collision.GetComponent<Collider2D>().enabled = false; // BuMKHeHHSA
Konangepa YeKnoiHTy
collision.GetComponent<Animator>().SetTrigger("activate"); // 3anyck
aHimauii akTuBauii 4yeknoiHTy
3
3

Hopatox Door

using UnityEngine;

public class Door : MonoBehaviour

{
[SerializeField] private Transform previousRoom; // MNonepegHs KiMHaTa
[SerializeField] private Transform nextRoom; // HacTynHa KiMmHaTa
private CameraController cam; // KoHTponep Kamepwu

private void Awake()

i
cam = Camera.main.GetComponent<CameraController>(); // OTpuMmaHHA KOHTponepa
Kamepu

}

private void OnTriggerEnter2D(Collider2D collision)
i

if (collision.tag == "Player") // Gkuwo rpaBeub 3iwToBXYETbCHA 3 ABepuMa

{
if (collision.transform.position.x < transform.position.x) // Skuo
rpaBeub 3niBa Bip ABepeii

cam.MoveToNewRoom(nextRoom); // MNepemiweHHa Kamepu [0 HacTynHoi

KimMHaTK

nextRoom.GetComponent<Room>().ActivateRoom(true); // AkTuBauisg
HaCTYNHOI KimHaTwh

previousRoom.GetComponent<Room>().ActivateRoom(false); //

OeakTuBauisa nonepepHboi KimHaTK

else // AKwo rpaeBeub cnpaBa Bifg ABepeit
{
cam.MoveToNewRoom(previousRoom); // MepemiweHHa Kamepu fo nonepegHboi
KimMHaTK
previousRoom.GetComponent<Room>().ActivateRoom(true); // AkTuBauis
nonepegHboi KimHaTU
nextRoom.GetComponent<Room>() .ActivateRoom(false); // [eakTueauis
HacTynHoi KiMmHaTw

}
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JoaaToxk Room

using UnityEngine;

public class Room : MonoBehaviour

{

[SerializeField] private GameObject[] enemies; // Macue Boporie
private Vector3[] initialPosition; // Mo4aTkoBi nmo3uuii Boporie

private void Awake()
{

// 36epexeHHa nNo4yaTKOBUX Mo3uuiii Boporie

initialPosition = new Vector3[enemies.Length];

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

{

if(enemies[i] != null)
initialPosition[i] = enemies[i].transform.position;

}

// DeakTuBauig kKimHaT
if (transform.GetSiblingIndex() != 0)
ActivateRoom(false); // [eakTueauia KimHaTu

}

public void ActivateRoom(bool _status)
{
// AkTuBauis/peakTuBauia Boporie
for (int i = 0; i < enemies.Length; i++)
{
if (enemies[i] != null)
{
enemies[i].SetActive(_status); // BcTaHOBNeHHa CTaTycy aKTMBHOCTI
enemies[i].transform.position = initialPosition[i]l; // MoBepHeHHsA

BoporiB Ha no4vaTkoBi no3uuii

}

HNomatok Spikehead

using UnityEngine;

public class Spikehead : EnemyDamage

{

[Header("SpikeHead Attributes")]

[SerializeField] private float speed; // lUBugkicTb pyxy
[SerializeField] private float range; // DanbHicTb BMAMMOCTi
[SerializeField] private float checkDelay; // 3aTpumka nepeBipku
[SerializeField] private LayerMask playerLayer; // llap rpaBus

private Vector3[] directions = new Vector3[d]; // Macue HanpsamkiB pyxy
private Vector3 destination; // UinboBa Touka

private float checkTimer; // Taiimep nepeBipku

private bool attacking; // CtaTyc aTaku

[Header("SFX")]
[SerializeField] private AudioClip impactSound; // 3Byk yaapy

private void OnEnable()
{

}

Stop(); // 3ynuHuTm

private void Update()
{
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// Pyx cnaiikxega A0 UinboBoi TouykM nuwe npu aTaki
if (attacking)

transform.Translate(destination * Time.deltaTime * speed);
else
{

checkTimer += Time.deltaTime;

if (checkTimer > checkDelay)

CheckForPlayer(); // Nepeeipka HasBHOCTi rpaBus

}

private void CheckForPlayer()
{

CalculateDirections(); // O64nMcneHHs HanpsaAMKiB pyxy

// NepeBipka, uu cnaiikxep 6a4nTb rpaBuUA Y BCiX 4OTUPbOX HANPAMKAX

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

{
Debug.DrawRay(transform.position, directions[i], Color.red);
RaycastHit2D hit = Physics2D.Raycast(transform.position, directions[i],

range, playerlLayer);

if (hit.collider != null && !attacking)

{
attacking = true;
destination = directions[i];
checkTimer = 0;
}
}
}
private void CalculateDirections()
{
directions[0] = transform.right * range; // BnpaBo
directions[1] = -transform.right * range; // Bnieo
directions[2] = transform.up * range; // Bropy
directions[3] = -transform.up * range; // BHu3
}

private void Stop()
{

destination = transform.position; // BcCTaHOBMTM UinbOBY TOYKY SK MOTOYHY

nosuuyiwn, wob6 BOpOr He pyxaBcCH

attacking = false;

}

private void OnTriggerEnter2D(Collider2D collision)
{

SoundManager.instance.PlaySound(impactSound); // BipTBOpeHHA 3BYKY yAapy
base.OnTriggerEnter2D(collision); // Buknuk meTopy 6a30BOro Knacy
Stop(); // 3ynuHuTu cnalikxepa nicna 3iTKHeEHHA 3 4uMMOCb

HMonaroxk Firetrap

using UnityEngine;
using System.Collections;

public class Firetrap : MonoBehaviour

{

[SerializeField] private float damage; // MowkommeHHs, fKe 3aBOa€ MacTKa

[Header("Firetrap Timers")]
[SerializeField] private float activationDelay; // 3aTpumka akTueauii
[SerializeField] private float activeTime; // TpuBanicTb aKTuUBHOCTi
private Animator anim;
private SpriteRenderer spriteRend;
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[Header("SFX")]
[SerializeField] private AudioClip firetrapSound; // 3ByK nacTku

private bool triggered; // CTaTyc cnpauboBaHOI MacTKM
private bool active; // CTaTyc aKTUBHOI MacTKM, dKa MOXEe 3aBAATU WKOAU TpaBLio

private Health playerHealth; // 3popoB'sa rpaeus

private void Awake()

{
anim = GetComponent<Animator>();
spriteRend = GetComponent<SpriteRenderer>();
}
private void Update()
{
if (playerHealth != null && active)
playerHealth.TakeDamage(damage); // 3aBpaTv wkogy rpaBLi
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.tag == "Player")
{
playerHealth = collision.GetComponent<Health>(); // OTpuMaTM KOMMOHEHT

3p00poB'a rpasus
if (!triggered)
StartCoroutine(ActivateFiretrap()); // AKTuByBaTM NacTKy, SKWO BOHA
He aKTUuBHa

if (active)

collision.GetComponent<Health>().TakeDamage(damage); // 3aBpaTu
WKOAQY rpaBLio, SKWO MacTKa aKTUBHA
}
private void OnTriggerExit2D(Collider2D collision)
{
if (collision.tag == "Player")
playerHealth = null; // 06HynuTM 380poB'S rpaBus npu Buxoai 3 o6nacTi
nacTKu
}
private IEnumerator ActivateFiretrap()
{
// TepeMKHYTU Konip cnpaiiTa Ha 4YepBOHWI, W06 MOBiAOMMTM rpaBus Ta ChpauwBaTu
nacTKky

triggered = true;
spriteRend.color = Color.red;

// 3a4yekaTu pedakuMi Yac, aKTUBYBATU NACTKY, BKAWYUTM aHimauiw Ta noBepHyTU
Konip Hasap

yield return new WaitForSeconds(activationDelay);

SoundManager.instance.PlaySound(firetrapSound); // BiaTBopuTu 3BYK NacTKu

spriteRend.color = Color.white; // MoBepHyTu cnpaiiT B MoYaTKOBUI KoOnip

active = true; // AKTMBYBaTM MacTKy

anim.SetBool("activated", true); // BknwuuTtn aHimauiw

// 3avekaTu pedkuil Yac, AEaKTUBYBATW NACTKY Ta CKUHYTM Bci 3mMiHHi Ta aHimaTop
yield return new WaitForSeconds(activeTime);

active = false; // [eakTuByBaTM MacCTKy

triggered = false; // CkMHYTM cTaTycC cnpauboBaHOi nacTku
anim.SetBool("activated", false); // BumMKHyTu aHimauimw

HoaaTtoxk EnemyProjectile
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using UnityEngine;

public class EnemyProjectile : EnemyDamage

{
[SerializeField] private float speed; // lBugkicTb cHapsagy
[SerializeField] private float resetTime; // Yac #UTTS cHapsgy OO WOro BUMKHEHHS
private float lifetime; // Yac, 4aKkwii cHapsp icHye
private Animator anim; // AnimaTop cHapsapy
private BoxCollider2D coll; // Konaiipep cHapsagy
private bool hit; // Mpanopeub, Wo MoOKasye, YU BAYYUB CHapSAL Y BOPOXOro 06'eKTa
private void Awake()
{
anim = GetComponent<Animator>(); // OTpuMy€EMO NOCUNAHHA HA KOMMOHEHT aHimaTopa
coll = GetComponent<BoxCollider2D>(); // OTpuMyeMO MOCWUNAHHA HAa KOMMOHEHT
Konangepa

public void ActivateProjectile()

{
hit = false; // Mpu akTuBauii cHapsagy 3HimMaemo npanopeub BIYyYeHHH
lifetime = 0; // CKkupaemo 4ac HuTTH
gameObject.SetActive(true); // AkTuByeMo 06'eKT cHapsapy
coll.enabled = true; // AkTMBYeMO Konaiigep

3

private void Update()

{

if (hit) return; // 9Kwo cHapsp B¥e BIy4YMB Y BOPOMMUII 06'eKkT, Buxip 3 meToay

float movementSpeed = speed * Time.deltaTime; // BupaxoByemo WBUAKiICTb pyxy

CHapsay
transform.Translate(movementSpeed, 0, 0); // 3miuwyemo cHapsp Bnepepg

lifetime += Time.deltaTime; // 36inbuwyemo 4Yac HUTTHA CcHapspy

if (lifetime > resetTime) // fIKwo cHapsap kuMBe [OBWE 3a BCTAHOBNEHUI 4vac
gameObject.SetActive(false); // Bumukaemo cHapan
}

private void OnTriggerEnter2D(Collider2D collision)
{

hit = true; // BcTaHoBnweMOo npanopeub BAYYEHHS, OCKiNbKU cHapsp BAy4YuB
base.OnTriggerEnter2D(collision); //  Buknukaemo  noriky  BRy4YeHHd B
6aTbKiBCbKOMY Knaci

coll.enabled = false; // Bumukaemo Konaipep cHapapy

if (anim != null) // fAkwo € aHimaTop y cHapsgy
anim.SetTrigger("explode"); // BinTBopweMo aHimauiw Bubyxy
else
gameObject.SetActive(false); // BUMMKAEMO CHapaA, SKWO HeMae aHimaTopa
}
private void Deactivate()
{

gameObject.SetActive(false); // BuMuKaeMo cHapsf

Hoxarox EnemyDamage

using UnityEngine;
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public class EnemyDamage : MonoBehaviour

{

[SerializeField] protected float damage;

protected void OnTriggerEnter2D(Collider2D collision)

{
if (collision.tag == "Player")

collision.GetComponent<Health>()?.TakeDamage(damage);

HMomatoxk Enemy_Sideways

using UnityEngine;

public class Enemy_Sideways : MonoBehaviour

{

[SerializeField] private float movementDistance;
[SerializeField] private float speed;
[SerializeField] private float damage;

private bool movinglLeft;

private float leftEdge;

private float rightEdge;

private void Awake()

{
leftEdge = transform.position.x — movementDistance;

rightEdge = transform.position.x + movementDistance;

private void Update()

{

if (movingLeft)

{
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if (transform.position.x > leftEdge)

{

transform.position = new Vector3(transform.position.x - speed *
Time.deltaTime, transform.position.y, transform.position.z);

}
else
movingLeft = false;
}
else
{

if (transform.position.x < rightEdge)

{

transform.position = new Vector3(transform.position.x + speed *
Time.deltaTime, transform.position.y, transform.position.z);

}
else

movingLeft = true;

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.tag == "Player")
{
collision.GetComponent<Health>().TakeDamage(damage);
}
}

Homatoxk ArrowTrap

using UnityEngine;

public class ArrowTrap : MonoBehaviour

i
[SerializeField] private float attackCooldown; // Yac mim nocTpinamm
[SerializeField] private Transform firePoint; // Touka, 3 AK0i BMNYyCKawTbCHA CTpinu
[SerializeField] private GameObject[] arrows; // Macue cTpin

private float cooldownTimer; // Taiimep BigHOBNEHHSA aTaku
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[Header("SFX")]
[SerializeField] private AudioClip arrowSound; // 3ByK cTpinu

private void Attack()
{

cooldownTimer = 0; // Ckupgaemo TailMep BiOHOBNIEHHA aTaKu

SoundManager. instance.PlaySound(arrowSound); // BipTBopoeMO 3BYK CTpinu

arrows[FindArrow()].transform.position = firePoint.position; // BcTaHoBnwemo
nosuyiin ctpinu

arrows[FindArrow()].GetComponent<EnemyProjectile>().ActivateProjectile(); //
AkTuByemo cTpiny

private int FindArrow()

{ for (int i = 0; i < arrows.Length; i++)
{ if (larrows[i].activeInHierarchy) // llykaemo HeaKTWUBHY cTpiny
return i; // NoBepTaemo ii iHpekc
ieturn 0; // 9xwo Bci cTpinu akTuMBHi, noBepTaemo mepuwy cTpiny
érivate void Update()

cooldownTimer += Time.deltaTime; // 36inbuwyemo TaiiMmep BifHOBNEHHA aTaku

if (cooldownTimer >= attackCooldown) // fKwo TaiilMep ROCATrHYB BCTaHOB/IEHOTO
3Ha4YeHHd

}

Attack(); // BuKkoHyeMo aTaKy

Homarok UlManager

using UnityEngine;

using UnityEngine.SceneManagement;

public class UIManager : MonoBehaviour
{
[Header("Game Over")]
[SerializeField] private GameObject gameOverScreen;

[SerializeField] private AudioClip gameOverSound;

[Header("Pause")]

[SerializeField] private GameObject pauseScreen;

private void Awake()

i
// Deactivate the game over and pause screens initially
gameOverScreen.SetActive(false);

pauseScreen.SetActive(false);
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private void Update()

{
// Toggle pause screen on Escape key press
if (Input.GetKeyDown(KeyCode.Escape))
{
// If the pause screen is already active, unpause; otherwise, pause the
game
PauseGame( !pauseScreen.activeInHierarchy);
}
}

#region Game Over
// Activate the game over screen
public void GameOver()
{
gameOverScreen.SetActive(true);

SoundManager. instance.PlaySound(gameOverSound);

// Restart the level

public void Restart()
{

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

// Load the main menu scene
public void MainMenu()

{

SceneManager.LoadScene(0);
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// Quit the game
public void Quit()
{

Application.Quit(); // Quits the game (only works in build)

#if UNITY_EDITOR

UnityEditor.EditorApplication.isPlaying = false; // Exits play mode (will
only be executed in the editor)

ttendif
}

#endregion

#region Pause
// Toggle pause state of the game
public void PauseGame(bool status)
{
// Activate or deactivate the pause screen based on the status parameter

pauseScreen.SetActive(status);

// When the game is paused, set timescale to 0 (time stops); otherwise, set
it back to 1 (normal time)

Time.timeScale = status ? 0 : 1;

// Adjust the sound volume
public void SoundVolume()

{

SoundManager.instance.ChangeSoundVolume(0.2f);

// Adjust the music volume
public void MusicVolume()

{
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SoundManager.instance.ChangeMusicVolume(0.2f);

}

#endregion

HomaToxk MenuManager
using UnityEngine;
using UnityEngine.SceneManagement;

public class MenuManager : MonoBehaviour
{

[SerializeField] private RectTransform arrow; // CTpinka, gka Bipo6pamae noTo4yHe
MOSIOKEHHS B MEHH

[SerializeField] private RectTransform[] buttons; // MacuB KHOMOK MeHi

[SerializeField] private AudioClip changeSound; // 3BYK mepeMMUKaHHS Mik MyHKTamu
MeHH

[SerializeField] private AudioClip interactSound; // 3Byk B3aemopaii 3 o06paHum
NMYHKTOM MEHH

private int currentPosition; // MoTo4He NoONoOMeHHS B MeHW

private void Awake()

{
ChangePosition(0); // BcTaHOBMEHHS MOYATKOBOrO MOJIOMEHHS B MeHI0
}
private void Update()
{
if (Input.GetKeyDown(KeyCode.UpArrow)) // MepemiweHHa Bropy
ChangePosition(-1);
else if (Input.GetKeyDown(KeyCode.DownArrow)) // MNepemiweHHs BHU3
ChangePosition(1);
if (Input.GetKeyDown(KeyCode.KeypadEnter) || Input.GetButtonDown("Submit"))
// B3aemopis 3 NMyHKTOM MeHW
Interact();
}
public void ChangePosition(int _change)
{
currentPosition += _change;
if (_change !'= 0)
SoundManager. instance.PlaySound(changeSound); //  TNporpaBaHHA  3BYKY
nepeMUKaHHs
if (currentPosition < 0)
currentPosition = buttons.Length - 1;
else if (currentPosition > buttons.Length - 1)
currentPosition = 0;
AssignPosition(); // BCTaHOBNEHHSA MONOMEHHA CTPinKu
3
private void AssignPosition()
i

arrow.position = new Vector3(arrow.position.x,
buttons[currentPosition].position.y); // nMpue'a3ska cTpinku po no3uyii noToyHoro
NYHKTY MeHi

private void Interact()
{
SoundManager.instance.PlaySound(interactSound); // MporpaBaHHS 3BYKY
B3aemoaii

51



if (currentPosition == 0)

{ // MoyaTok rpu
SceneManager.LoadScene(PlayerPrefs.GetInt("level”, 1));

ilse if (currentPosition == 1)

{ // BipkpuTTa HanauwTyBaHb

ilse if (currentPosition == 2)

{ // BipkpuTTa KpeauTiB

ilse if (currentPosition == 3)

Application.Quit(); // Buxip 3 rpu

Tomatok SelectionArrow
using UnityEngine;
using UnityEngine.UI;

public class SelectionArrow : MonoBehaviour
{
[SerializeField] private RectTransform[] buttons; // MacuB KHOMOK MeHw
[SerializeField] private AudioClip changeSound; // 3BYK nepeMUKaHHS Mim NyHKTamu
MeHH
[SerializeField] private AudioClip interactSound; // 3Byk B3aemopaii 3 o06paHum
NMYHKTOM MEHH
private RectTransform arrow; // Ctpinka Bu6opy
private int currentPosition; // MoToyHe nonomeHHs cTpinku

private void Awake()

{
arrow = GetComponent<RectTransform>(); // OTpumaHHa RectTransform KoMnoHeHTa
}
private void OnEnable()
{
currentPosition = 0; // BcTaHOBNEHHA MOYATKOBOro MOJNOMEHHS
ChangePosition(0);
}
private void Update()
{
// 3MiHa nonoxeHHa cTpinku BMGOpY
if (Input.GetKeyDown(KeyCode.UpArrow) || Input.GetKeyDown(KeyCode.W))
ChangePosition(-1);
if (Input.GetKeyDown(KeyCode.DownArrow) || Input.GetKeyDown(KeyCode.S))
ChangePosition(1);
// B3aemopis 3 NoTOYHMM BapiaHTOM
if (Input.GetKeyDown(KeyCode.KeypadEnter) || Input.GetKeyDown(KeyCode.E))
Interact();
3
private void ChangePosition(int _change)
i
currentPosition += _change;
if (_change != 0)
SoundManager.instance.PlaySound(changeSound); //  TNporpaBaHHA  3BYKY
nepeMUKaHHs

if (currentPosition < 0)
currentPosition = buttons.Length - 1;

else if (currentPosition > buttons.Length - 1)
currentPosition = 0;

52



AssignPosition(); // BcTaHOBNEHHA HOBOFO MOMOMEHHA CTpinku

3
private void AssignPosition()
{
// BcTaHoBneHHa Y- nosmull noTtoyHoro BapiaHTy ana ctpinku (pyx Bropy Ta BHU3)
arrow.position new Vector3(arrow.position.x,
buttons[currentPosition].position. y)
3
private void Interact()
{
SoundManager.instance.PlaySound(interactSound); // MporpaBaHHSA 3BYKY
B3aemopil
// OTpUMaHHA KOMMOHEHTAa KHOMKW N8 MOTOYHOro BapiaHTy Ta BUKMK Horo (yHKuii
buttons[currentPosition].GetComponent<Button>().onClick.Invoke();
3

HoxaTok VolumeText

using UnityEngine;

using UnityEngine.UI;

public class VolumeText : MonoBehaviour

{
[SerializeField] private string volumeName;
[SerializeField] private string textIntro; //Sound: or Music:
private Text txt;
private void Awake()
{
txt = GetComponent<Text>();
}
private void Update()
{
UpdateVolume();
3
private void UpdateVolume()
i
float volumeValue = PlayerPrefs.GetFloat(volumeName) * 100;
txt.text = textIntro + volumeValue.ToString();
}
}
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