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BCTYII

CydacHuil irpoBUid IW3aifH YacTO 3aMO3UYy€ €JIEMEHTU 3 PI3HUX KAHPIB IS
CTBOPEHHsI YHIKaJIbHOI aTMoc(epH Ta TeMMIUIEMHOro IOCBiTy. Y JaHOMY IMPOEKTI
OCHOBHUM J>KaHpPOM € KIJIACHYHMH TuIaTopmep, IO XapaKTePU3yeETbCSA TOYHUM
YOPABIIHHAM MEPCOHAXEM, CTpUOKaMH MO TuiargopMax, YHUKaAHHSIM MEPeliKo] Ta
nepemMororo Haja Boporamu. Jlns HagaHHS Tpl crenu@iqyHOro aTMOC(PEPHOro
3a0apBJIEHHSI Ta BI3yaJbHOI CTHJIICTUKUA OyJIO BHUKOPHUCTAHO TEMAaTH4HI €JIEMEHTH,
XapakTepHl s KaHpy '"porainuk', Taki SK CETTHUHT MiA3€MeJb, BIAMOBIIHI TUITH
BOPOTIB Ta, MOJIMBO, 3arajibHy MICTMYHY 4YM JOCIIAHUIBKY atMocdepy. OIHak,
KJIFOUOBI MEXAHIKM, L0 BHU3HAYAIOTh POTAJUK SK >KaHp (MpoleaypHa TeHepalis,
BUIAJKOBICTh KOHTEHTY, IEPMAHEHTHA CMEPTh, METANIPOTPEC MIXK 3allycKaMu), y L1k
peasnizanii BiICYTHI.

Meroto maHOro TpoOeKTy € po3poOka Ha irpoBoMy pymii  Unity
(YHKI[IOHAJBHOTO MPOTOTHIY IUIaTgopMmepa 3 €CTETUKOI poranuka. OCHOBHUHN
aKLIEHT 3po0JIeHO Ha peani3alli SKICHOIO Ta 3aXOIUIMBOTO IIaT(OPMIHTOBOTO
reMIUICIO: TOYHOTO PYXy MepcoHaxa, (GI3UKU CTPUOKIB Ta B3a€MOJII 3 OTOUCHHSM,
JM3aiiH1 Ta TPOXOKEHHI (PIKCOBAHMUX PIBHIB 13 MEPEIIKOJaMU T4 BOPOTaMHU, a TAKOXK
CTBOPEHHI BIAMOBIAHOI armochepu 3aBasku rpadilll Ta 3BYKY, HATXHEHHIN
porajukKam.

Y 1mpoMy 3BITI [€TaJbHO OINHUCYIOTHCA €Talud PO3POOKU: MPOECKTYBAHHS
apxitektypu Tpu B Unity, iMIieMeHTaIlis OCHOBHUX MeXaHIK riatdopmepa,
CTBOPEHHs (DIKCOBAaHUX PIBHIB 3 BUKOPUCTaHHSAM I1HCTpyMeHTiB Unity, po3poOka

CUCTEMU BOPOTIB Ta IXHBOI MOBEIHKH, IHTETpAIlisl aHIMalllid Ta BI3yaJIbHUX €(EKTIB.
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PO3/ILI 1. AHAJII3 TEXHOJIOT'THA JJIS1 PO3POBKH I'PH
1.1. IlocranoBKa 3a1a4i po3po0KHM MPOrPAMHOIO NPOAYKTY

Merta: Po3pobka pyHkirionasibHOrO riporotuny 2D minatdopmepa Ha Unity 3
JWHAMIYHOK OOMOBOIO CUCTEMOIO Ta iHTepdEcoM y CTUITICTHII "poraiuk".

O0’eKT n0CIIKEHHSs: TTPOLIECH MPOEKTYBAHHS, PO3POOKH Ta peasizallii irpoBUx
3acTOCYHKIB kaHpy 2D mnatdopmepis Ha pymrii Unity.

IIpeamet aocaixxeHHsi: METOIU Ta MAXOAM J0 JU3aiiHy PIBHIB, MEXaHI3MHU
OanmaHCy irpoBuX (PyHKIIIH Ta 0COOIUBOCTI 3aCTOCYBaHHS BEKTOPHOI rpadiku mpu
CTBOPEHHI IFPOBOTO 3aCTOCYHKY. APXITEKTypa Ta peai3allisl CUCTEM: MPeu31HHOTO0
pyXy nepcoHaxa, TUHaAMI4HOT 00€BKHU (OIMOKHI/IMCTAHITIIHI aTaku, yHIKAIbHI
BOpOrH), BizyanbHoro iHTepdeiicy (HP-6ap) Ta piBHIB y cTrum "poranuk".

MeToau D0CTiKeHHA:

1. O6’eKkTHO-OpieHTOBaHe nporpamyBaHHAa (OOMN): Nobyaosa apxiTeKTypU
cUCTeM.

2. ITepatnBHa po3pobKa: [NoeTanHe BNpoBaAKEHHA PyHKLIiOHANY.

3. MNpoTotTnnyBaHHA: CTBOPEHHA TECTOBUX MEXAHIK Ta PiBHIB.

4. Anpobauifa: TectyBaHHA PyHKLIOHANbHOCTI Ta HanaHcy cuctem.

CTpyKTypa AMIIOMHOI po00TH: po0OTa CKIIAAETHCS 31 BCTYILY, aHAJII3Y
TEXHOJIOT1i po3po0ku 2D-1rop, MpoeKTyBaHHS apXiTEKTypH MPOTOTHUITY, peai3allis
OCHOBHHX CHCTEM TPH.

APK.
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1.2. Bu6ip TexHoJI0Tiii Ta iIHCTPYMEHTIB
1.2.1. Peaizauis sigpa miardopmepa
TexHomnorist 3aBmanHa IlepeBaru
Physics2D Touna ¢i3zuka koumisii miatdopM, mepemrko i, TpaBIlsd Ta CHAPSIIB
Peanictuyna B3aemois 6e3 "3acTpsirans", KOHTPOJIb I'paBiTallii, Macu 00’ €KTIB
CharacterController2D  YmpapiiHHS epcoHaxkeM (pyX, CTPHOKH, IIPHCITaHH)
["'oTOBMIT KOMITIOHEHT IS IJIABHOTO PYXY 3 HaJAIITyBaHHSIM MapaMeTpiB
Animator Cran-MaliiHa aHiMallii: i7e, CTpuOOK, aTaka, IMOIIKO[KCHHS
1.2.2. Po3po0xa 6oiioBoi cucreMu
TexHomoris 3aBmanHs [Ipukiian BUKOpUCTaHHS
UGUI (Canvas, Slider) HP-0apu rpaBiisg Ta BOPOTIB i3 CTHITI3AIIIEIO 1T POTATHK
Crnaiinepu 3 KaCTOMHUMU TEKCTypamH, aHiMalis 3MeHeHnss HP
Raycast/OverlapCircle Jlerekiist nonaaanb: Med (OIMKHS 30HA), KUHDKAT (TabHS
TpaekTopis) Physics2D.Raycast() nist meua, OnTriggerEnter2D() nist KuH KB
Scriptable Objects lani Boporis: HP, momkomkenns, ma6imonu atak CTBOPSHHS
111a0JIOHIB BOPOTIB 3 YHIKaJIbHUMH TTapaMeTpaMu
Particle System  Edexru arak (citij KMHIKaIA), TOMAAaHb (Crianaxu KpoBi), CMEpTi
BOPOTiB YacTUHKY 3 TEKCTYpaMu y CTUIIICTHUII MIKCENIb-apTy
1.2.3. CTBOpeHHs1 KOHTEHTY Ta aTMocdepun
IHcTpyMeEHT 3acToCyBaHHS PesynbTar
Tilemap + Rule Tiles  TTo6ynoBa ¢ikcoBanux piBHIB (M1aTGOPMH, CTIHHU, TACTKHN)
[IIBuake CTBOPEHHS CKIIAIHUX '"TIeyep" 3 aBTOMAaTUYHUM TEKCTYPYBaHHAM
KYTiB/KpaiB
Sprite Editor HanamryBaHHs aHIMaIliid CIpaiTiB (CITKU AJIST TIEPCOHAXKA,
BOPOTiB, aTaK) [1naBHa 3MiHa KaapiB aTaku MeYeM, aHIMallisl KUAKa KMH]Kaaa
Audio Mixer 3BYKOBHI1 CyNpOBIiJ: yaapiB Me4a, KHAKIB KHHKaa, 3ByKH
BOpOTiB, (hoHOBA My3uKa [HTEpaKTHBHA KOHTPOJIbHA MMAHEb TYYHOCTI

e eKTiB/My3UKH
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BucHoBkmu 10 po3aiay 1
Amnani3 TexHoJorii 11 po3podku 2D mnatdopmepa Ha Unity y cTUTICTHII
"poranuk" BUSBHUB YITKE Y3TOKEHHS M1’ ITOCTAaHOBKOIO 3aB/IaHb Ta BUOOPOM
1HCTpYMEHTIB Ta TexHoJorii Unity.
KitouoBi MOMEHTH:
OntumansHicTh 1715 XKanpy; Texuosnorii mis ['mubokoi boitoBoi Cuctemu;
[arerpauist Ta Edextunicts; [linTpuMka ATmMochepu
EdextuBne Bupimenns OcHOBHUX 3aB/1aHb: 3allpONOHOBAHUN CTEK TEXHOJIOT1H
(Physics2D, CharacterController2D, Animator, UGUI, Scriptable Objects, Particle
System, Tilemap, Sprite Editor, Audio Mixer) moBHICTIO MOKPUBAE BC1 ACTIEKTH
pO3p0o0KH, 3a3HaUEH1 B TOCTAHOBII 3aj1a4i: BiJ 6a30BOr0 pyxy Ta (i3UKU O CKIATHOT
00110BO1 CCTEMU, CTBOPEHHSI KOHTEHTY Ta aTMOc(depu.
Bubip TexHOI0T1H € 1iIecnpIMOBaHUM, OOTPYHTOBAHUM CIEIU(DIKOIO KaHPY
"poranuk" Ta TeXHIYHUMHU BUMoramu 10 2D mnardopmepa.
3anponoHoBaHuil iHCTpyMeHTapiil Unity 103BoIsiE€ €PEKTUBHO peani3yBaTH BCl
MOCTAHOBJICHI 3aBJaHHs — BiJ siipa pyxy Ta (Hi3uku 10 riIuboKoi 00M0BOI cucTeMH,
CTBOPEHHSI CTUJII30BAaHOTO0 KOHTEHTY Ta (pOPMYBaHHs BIAMOBIAHOI aTMOC(hEpH, 110

3a0e3nedye MIIHY TEXHIYHY OCHOBY JIJIsl CHIIIHOT pO3POOKH MPOTOTHITY.
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PO3I1J 2. MPOEKTYBAHHSA I'PU HA UNITY

2.1. Anani3 BUMor a0 rpu

Ha etami mpoekTyBaHHs Oyb-sKOi TpY HAJ3BUYAMHO BaYKITMBO BU3HAYUTH Ta YIiTKO
chopmymoBaTy GyHKIIIOHAIBHI Ta He(DYHKI[IOHAJbHI BUMOTH, SIKI MalOTh OyTH
peanizoBaHi y GpiHaTRHOMY IPOIYKTI. AHAI3 BUMOT J03BOJISE PO3POOHUKY
chopMyBaTH 4iTKe ySIBJIECHHS MPO 00CST 3aB/IaHb, OUIKyBaHY MOBEIHKY TPH,
TEeXHIYH1 OOMEXEHHS Ta KpUTEPil OLIIHIOBAHHS SKOCTI peanizailii. Y 1boMy
P03 PO3TIIAIAIOTHCS KITFOYOB1 BUMOTH 110 po3pobku 2D mnatdopmepy 3

eJIEMEHTaMH JKaHPY «POTrajuk», CTBOPEHOTo B cepenonuii Unity.
2.1.1. ®yHk1ioHaJbHi BUMOTH

qDYHKHiOHaJ'IBHi BHMMOT'M BU3HA4YAaIlOTh 663HOC€p€,Z[HIO HOBGI[iHKy I'pPHU Ta BBaCMOI[iI'O

IpaBLs 3 IFPOBUM cepeoBUIIEM. /[0 OCHOBHUX ()YHKLIOHATIBHUX BUMOT HAJIEXKATh:

Peanizaiist kepyBaHHS I'paBLEeM: TOYHE ABOBUMIPHE MEPEMIILIEHHS, CTPUOKH,

MaJIIHHSA, B3aEMO/I1s 3 TIaTGopMaMu Ta 00'€eKTaMU CepeIOBUIIIA.

Cucrema ataku:brmxHi 6111 — peanizallisa yaapy Me4eMm, 3 BU3BHAUEHOIO 30HOIO
ypaKeHHs, BIAMOBITHUMHU aHIMallisiMu Ta epextamu.J[ucTaHIiiiHa aTaka — MEXaHiKa
METaHHS KMH/KaJIB 3 00MEXEHOI0 KUIBKICTIO, pealti3allisi TpPaeKTOpli MoIbOTY,

BIIyYaHHsI Y BOPOTIB Ta Bi3yasbH1 e()EeKTH.

Cucrema BOpOTiB: HasIBHICTh KIJIbKOX THITIB BOPOTiB 13 PI3HUMHU 11a0JIOHAMH aTaK,

PIBHSIMU 3I0pOB’S Ta MOBEIIHKOIO (arpecis, MaTpyarOBaHHS TOIIIO).

Cucrema 310poB’st (HP):Binobpaxenuns norounoro piBHst HP rpasis 3a jonomororo
rpadiuHux 1HAUKATOPIB (cepeltb).Peanizairiss MexaHi3My OTpUMaHHSI MIONTKOKCHb

Ta CMEpTI.
IrpoBuit iporpec:

Ilepexin mix piBHsamH (Next Level).
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[ToBTOp rpu micns nopa3ku (Restart).
[ToBepHenHs Ao rosoBHoro MeHo (Home).

306ip 00'eKTiB: TpaBeIh MOXKE 30MpaTH IPeAMETH (HATPUKJIIA, aTMa3H), Kl

BIUIMBAIOThH Ha IrPOBUN PaxyHOK a0o0 1HIII MOKa3HUKH.

['padiunnii inTepderic (Ul): HassBHICTD 3py4YHOr0, Bi3yaJIbHO TPUBAOIMBOTO
iHTepdeicy s Bi1oOpaKeHHS )KUTTIB, KUTBKOCTI CHAPSIIB, MiAKAa30K Ta KiHIIEBUX

pE3yNbTaTIB PiBHA.
2.1.2. HepyukuionajbHi BUMOTH

HedyHKiioHAIBHI BUMOTH CTOCYIOTBCS 3arajIbHUX XapaKTEPUCTHK, TAKUX SK
MPOYKTUBHICTh, CTUJIb, PO3IIUPIOBAHICTh, KPOCIIATHOPMEHICTh Tol0. OCHOBHI

He()YHKIIIOHAJIbHI BUMOTH BKJIFOUAIOTh!

[IpoIyKTHUBHICTh: T'pa MOBUHHA MPALIOBATH 3 IIABHOIO YaCTOTOO KaJpiB (HE MEHILE

60 FPS) na cepenubocraructrnunmx I1K.

MacmTaboBaHICTh: CTPYKTypa MPOrPaMHOTO MPOIYKTY Mae OyTu moOyaoBaHa 3
ypaxyBaHHSM MOXJIMBOCTI JI0JaBaHHSI HOBUX PIBHIB, THIIIB BOPOriB Ta MEXaHIK 0e3

3HAYHO1 NepeOyA0BH ICHYIOUOI apXITEKTYpH.

CrumnicTuyHa y3roJKeHicTh: Bcs rpadika Ta iHTepdeiic MaroTh OyTH BUKOHAHI B
€IMHIN Bi3yalbHIN CTHIIICTHII, XapaKTEPHIN IS ®KaAHPY «POTATUK» (TIEPEBAKHO

MIKCETb-apT).

PeanicTU4HICTh MOBEIIHKU: B3a€EMO/IISI MK TIEPCOHAXKEM, 00'€KTaMU Ta
CepeIOBHUIIEM TTOBUHHA BiJMIOBIIATH OYIKYBaHHSM TPaBIIsl, YHUKATH HEKOPEKTHUX

KOJI131H, «3acTpsraHby TOIIIO.

PiBeHb CKIaAHOCTI: rpa MOBUHHA 3a0€3IeUyBaTH MOCTYOBE 3POCTAHHS CKIAJHOCTI, 3

BI/IMOBITHUM OajlaHCyBaHHSIM BOPOTiB, HACTOTH aTakK, KUIbKOCTI PECypCiB Ta iH.
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2.1.3. O0MeskeHHS Ta TeXHiYHI NPUIYIIeHHS

Jlna peanizaiiii rpu BUKOPUCTOBYEThCS irpoBHid pyuriii Unity, MOBa mporpaMmyBaHHS

C#.

OcnHoBHa MexaHnika 6a3yetbcst Ha 2D Physics (Physics2D), 3 BUKOpUCTaHHAM

Rigidbody2D, Collider2D, Animator, Tilemap, Canvas, Ul-komMmoHeHTiB.

['paBernb He Mae MOBHOT CBOOO 1M MEPEMIIIICHHS Ha PIBHI — JIOCTYI 0OMEXEHUN

MeKaMH T1aThopMH.

VYci 00'exkTr Ta Boporu 30epiraroThesi y BUMIIsiAl mpedaldiB, 1110 J03BOJISE JIETKO

KCPYyBATH 1X MOSIBOIO Ta BJIACTUBOCTSMHM.
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2.2. Po3po0ka 3arajbHOi apXiTeKTypHu

ApXiTeKTypa MpOrpaMHOTO 3a0€3MEYCHHS € KPUTHYHUM aCTIeKTOM IIij 4ac
CTBOpEHHS Oy/Ab-AKO1 IpU, OCKUIBKH BOHA BU3HAUAE BHYTPIIIHIO OPraHi3aiiio
KOMITOHEHTIB, iX B3a€MO3B’SI3KH, PUHIIMIIMA B3a€EMO/IIT Ta PO3MIMPEHHS. Y pamMKax
naHoi poOOTH, apXiTeKTypa OyAyeThbCs Ha MPUHITATIAX MOJTYJIBHOCTI,
MacIITabOBaHOCTI Ta PO3MEIKYBaHHs BianoBigaasHocTel (Separation of Concerns).
Lle mo3BoJisie 3a0€3MeUUTH HE TUTBKH CTabUIbHY POOOTY IpH, ajie i 3pydHy

HiATPUMKY i pO3BUTOK Y MallOyTHEOMY.

3aranpH1 apXiTeKTypHI npuHIUnu. [ Ipu noOynoBi1 3arajibHO1 apXITEKTYpH I'pu OYJI0

AJOTPUMAHO TaKHX HpI/IHI_[I/IHiBZ

MonynbHICTh — KOKEH IrpOBHI KOMIIOHEHT (TpaBellb, Bopor, Ul, norika piBHs)

peanizoBaHui K OKPEMUN MOJTYJIb 31 CBOEIO JIOTIKOIO Ta 1HTEepdeiicom.

[HKancynsis — BHYTPIIHINA cTaH 00’ €KTIB MPUXOBAHUM, B3a€EMOIS 3/I1HCHIOETHCS

yepe3 myOIiuHl METOIU Ta MO/Ii.

[ToBTOpHE BUKOPUCTAHHS KOy — BUKOpUCTaHHS 1m1a0oHiB (mpedadiB), Scriptable

Objects Ta aOCTpaKTHUX KJIACIB JO3BOJISIE 3MEHITUTH TyOJIIOBaHHS KOIY.

[TonieBO-OpieHTOBAHMI MiJIX1]] — BaXKJIMBI ITPOB1 MO1i (HAIPUKIIaa, OTPUMAaHHS
YIIIKOJ/I>)KE€Hb, CMEPTh BOPOTa, 3aBEPIICHHS PiBHS) peajli3o0BaHi uepes Jeseratu i

noii, 1o 3ade3neuye ciaabke 3B’ sI3yBaHHS KOMIIOHEHTIB.

PosmmptoBanicTh — cucTeMa JIETKO MiITPUMYE JJ01aBaHHSI HOBUX BOPOTiB, aTak,

MpeaMeTIB, pIBHIB 0€3 HE0OX1THOCTI 3MIHIOBATH BKE peasli30BaHy JIOTIKY.

OCHOBH1 KOMIIOHEHTH apXITEKTYpHU
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ApXITeKTypa Irpu BKIIIOUYAE KiJIbKa KJIFOYOBHUX PIBHIB:

2.2.1. PiBenb ynpasainns rpasuem (Player Controller)

I{eit KOMITIOHEHT BiAMOBigacE 3a:

00poOKy BBOIy KOpHCTyBaya (pyX, CTpHOKH, aTaKu);

KEepyBaHHsI CTaHaMU TpaBlis (MIepecyBaHHsl, aTaka, YIIKOIKEHHS, CMEPTh);
B3aeMoIio 3 ¢izukoro cepenopuma (depe3 Rigidbody2D, Collider2D);
1HILIFOBaHHS aTakK (CIaBH CHAPSI/IIB, BUSIBJICHHS BOPOTIB Y 30H1 YpaKEHH).
2.2.2. PiBenb 00ii0BOI cucTeMn

[{eHTpasbHA YacTHHA TEUMILIEIO:

Attack System — MicTHTB JTOTiKY OJMKHIX Ta JaTbHIX aTak, a TAKOXK X Bi3yasbHi

edekTH (aHiMaIlil, YaCTUHKH).

Health System — yHiBepcanbHUII KOMIIOHEHT JIJIsl TPABIISI Ta BOPOTiB, peali3ye JOTiKy

OTpUMaHHS MOIIKO/KEHb, 3MeHIIeHHs] HP, mepeBipky Ha cMepTh.

WeaponController — kepye Tumamu 30poi, iHTepBaIaMu aTak, KUTbKICTIO JTOCTYITHHX

KHJIKIB TOIIIO.
2.2.3. PiBeHb CynpOTHUBHUKIB

J171s1 KO)KHOTO BOpPOTa CTBOPIOETHCS OKpemuii mpedad 13 BIACHOIO JIOTIKOIO, SIKa MOXKE

BKJIIOYATH:
111abJIOHU MOBEIIHKY (MIepecyBaHHsl, aTaka, BiACTyI);

BUKOPHUCTAHHA aHIMalliil A Aii (aTaka, CMEPTh);
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BUKJIMK IO/I1i MIPH BUSIBJICHHI IPaBIis, OTPUMaHH1 MOLIKOIKEHb a00 CMEpTI;

napametpu (HP, cuna araku, mBuakicTs) 3agatotbest uepes ScriptableObject, mo

JI03BOJISIE JIETKO KOH(IrypyBaTH BOPOTiB 0€3 MepernucyBaHHs KOTY.
2.2.4. Cucrema Ul (User Interface)
IaTepdeiic peanizoBaHuil OKpEMO i BKIIOYAE:

HP-6apu — peanizoBani uepe3 Unity Ul (Canvas + Slider), npuB’si3aHi A0 rpaBIis Ta

BOPOT'B.

Knife Counter — miyniapHUK JOCTYITHUX KWHDKAJIB, @ TAKOXK ITiIKa3Ka 010

KEpyBaHHSI.
Menu Ul — expanu 3aBepiiieHHS piBHS, KHOIIKU MIEPEX0/1y, MEHIO TIEPE3aITYCKY.

Vi enementu Ul OHOBITIOIOTHCS Yepe3 KOHTPOJIEPH, SIK1 MIAMUCYIOThCSI HA BHYTPIIITHI

nonii rpu, Hanpukiag OnPlayerHealthChanged, OnLevelComplete To1ro.
2.2.5. PiBenb kepyBaHHs irpoBuM npounecom (GameManager)

[{eHTpanbHHI KOMIIOHEHT, IO KOOPJAMHYE: 1HIMIATI3AIl0 PIBHS, KEPYBaHHS CTaHAMH
rpu (B 0010, may3a, 3aBepiineHHs ), B3aemoito 3 Ul, nepe3amyck piBHs a00 nepexif 10

HACTYIHOTO.

[e#t KOMIIOHEHT € TOYKOIO BXOAY JJIs II00aIbHUX MO1H Ta 3B’ s3y€ OKPEMi MOJTYIII.
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2.3. HedyHkuioHajabHi BUMOTH

HedyHkiioHaIbHI BUMOTH HE BU3HAYAIOTh OE3MOCEPEIHIO TTOBEIHKY CUCTEMU,
IPOTE BCTAHOBIIOIOTH SIKICHI XapaKTEPUCTUKHU TPH, sIK1 BIUTUBAIOTH Ha 11
e(EKTUBHICTh, 3pYUHICTh BUKOPHUCTAHHS, PO3IIMPIOBAHICT Ta 3arajibHE CIIPUHAHATTS
kopuctyBaueM. 1y po3poOku 2D miardopmepy 3 eneMeHTaMH KaHPY «POTAIHK» Ha

pyuiii Unity Oyiu BU3Ha4€HI Taki KJIFOYOB1 HE()YHKIIIOHAIbHI BUMOTH:
2.3.1. llpoaykruBHicTh (Performance)

['pa moBuHHA CTAOIBHO MPAIIOBATH 3 YaCTOTOIO HEe MeHIe 60 KaapiB 3a CEKYHIY

(FPS) na cepenupocratuctuunux [1K adbo HoyTOyKax.
3aBaHTaXEHHS CLEHU PIBHS Ma€ TPUBATH HE JIOBIIE 2—3 CEKYHA.

Peakuist Ha rpaBelbKUii BB/ (KEpyBaHHA, aTaKh) Ma€ OyTH MUTTEBOIO (3aTpUMKa

menIe 50 mc), 6e3 JariB Ta 3aTPUMOK HaBITh MPU aKTUBHUX OOMOBUX HiSX.

EdexTrBHE BUKOPUCTAHHS PECYPCIB: CUCTEMAa YaCTUHOK, aHIMaIlli Ta 3ByKH MTOBUHHI

OyTu onTUMI30BaHi, II00 HE CTBOPIOBATH HaaMipHe HaBaHTaxeHHs Ha GPU/CPU.
2.3.2. Macmirab6oBaHicTs Ta po3minproBanicts (Scalability & Extensibility)

ApXITEKTypa NPOrpaMHOT0 NPOAYKTY MOBHUHHA MIATPUMYBATH JOJABAHHS HOBHX

THUIIIB BOPOT1B, 30p0i, piBHIB Ta ME€XaHIK 0€3 3MiHU 0a30BOTO KOAY.

Buxopucrtanns ScriptableObject 103Bosisi€ MBUIKO CTBOPIOBATH HOBI MIA0JIOHU

BOPOTIB 1 30p0i, HE ePENUCYI0UH JIOTIKY aTaK Ui MOBEIIHKH.

CrtpykTypa rpu Mae 3a0e3neqyBaT po3IICHHS JIOT1KYA i KOHTEHTY, 10 CIIPOIIIYE

KOJIa0opallito Mk pO3pOOHUKaMU, JU3alHEPaAMU Ta XYI0KHUKAMHU.

Mo>xuBICTh CTBOPEHHS piBHIB uepe3 Tilemap 103Bossie MBUAKO MacIITadyBaTu

KOHTEHT, HE 3MIHIOIOYH KOJOBY 0a3y.
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2.3.3. 3pyunicts Bukopuctanus (Usability)

[aTepdeiic koprucTyBaua NOBUHEH OyTH 1HTYITUBHO 3pO3yMLINM, 0€3

NCPCBAHTAKCHHS CKpPAHY 3aliBUMU €JICMEHTaMHU.

['paBirto moBuHHI OyTH YiTKO MOMITHI OCHOBH1 noka3zuuku: HP, kinpkicTs 30poi,

M1JIKa3KHU 10J10 KepyBaHHS.

B3aemoisg uepes kiaBiaTypy NOBHHHA OyTH JIOTIYHOIO Ta CTAaHAAPTHOIO: CTPLIKKA ab0

WASD mist pyxy, mpo0in 11s cTpuOka, Muiiia abo KJIaBilm Jj1s aTaKu.

Irposi migkasku (tooltips ado Ul-mecenski) NOBUHHI NOSICHIOBAaTH HOB1 MEXaHIKH Ha

MOYaTKy piBHs a00 MpH MEPIIIiil MOSIB1 HOBOTO €JIEMEHTY.
2.3.4. Cymicuicts (Compatibility)

['pa Mae 6yTu CymiCHOIO 3 JieKiJIbkoMa mmiatopmamu:

IIK (Windows 7/10/11);

WebGL (6pay3epHa Bepcis 3 aianiTOBaHUM YIIPABITIHHIM);

PozninpHa 31aTHICTD €KpaHy MOBUHHA aBTOMATUYHO M1TAIITOBYBATUCH M1 TOTOYHY

(uepes Canvas Scaler) 6e3 crioTBOpeHHsI rpadiku.

[ToBuHHA 3a0€3MeuyBaTUCh OJTHAKOBA MOBE/IIHKA (DI3UKHU Ta aHIMAIlI HE3aJIeXKHO Bl

1aTGOPMHU.
2.3.5. EcreTnka Ta BizyaabHa nijgicuictb (Aesthetics and Visual Consistency)

VYci rpadiuni enementu (crpaiitu, yactuaku, Ul) matoTe OyT BUKOHAHI B € TMHOMY

MIKCEeIb-apT CTHIII, BIJMOBIIHOMY JI0 €CTETHKH >KaHpy "roguelike".

Bukopucranss aniMailiii IOBUHHO OyTH TOCJIIIOBHUM: KOKHA JIisl TpaBIls ab0 Bopora

Mae€ BIJMIOBIHY Bi3yalbHY BIAMOBiNb (yaap, CTpUOOK, CMEPTH).
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Edextu yactunok (Particle System) BUKOpHUCTOBYIOTbCS HE HAAMIPHO — JIUIIIE JISI

MMICHIIEHH OOMOBUX N UM BAXKIMBUX MOIII.

3BYKOBHIA CyNpOBiJ] MOBUHEH OYyTH MPUTITYIICHUM, aTMOC(HEPHUM, O€3 Pi3KUX 3MIH

T'YYHOCTI a00 AUCOHAHCY MiX e(EeKTaMH Ta MY3UKOIO.
2.3.6. HagiitnicTs Ta cradiabhicTs (Reliability & Stability)

[Iporpama noBuHHA HE aBapiiiHO 3aBEPIIYBATUCH MPU 3ITKHEHHI 3 Herepea0aueHuMuU

CUTYyaIlisSIMU (HaNpUKJIaa, BTpaTa MOCUJIAHHS Ha 00 €KT).

[TepenbaueHo 0OpoOKYy BUHATKIB Y KPUTUYHUX MOMEHTaX (aTaKu, 3HUIICHHS

BOPOTIB, TIEPEXOIU CIICH).

HpI/I TCCTYBaHHi HC IIOBMHHO BHMHHWKATH (baTaHBHHX ITOMHJIOK a00 3aBHCaHb IIpu

CTaHIAPTHOMY F'eUMILIE].

ABTOMaTHYHA 1HIIIaTi3a1isl CTaHJAPTHUX 3HAYCHb (HAIIPUKJIIAJ, IIPH BIJICYTHOCTI

MIJIKJTFOYEHUX KOMITOHCHTIB).
2.3.7. be3neka (Security — nis WebGL)

[Tpu myOGmikamii rpu y WebGL Mae 6yt 0OMexxeHHit TOCTYII 0 CHCTEMHHX

pecypciB, 3aXUIIEHO 30€pEKEHHS JaHUX (SIKIIO peali3yeThCsl 30EPEIKECHHS).

30BHIIIHI MOCUJIaHHSA @00 MOAYJIl MalOTh OyTH MEpPeBIpeHi Ta Oe3neuHi (BIACYTHICTh

CTOPOHHIX CKPHITIB Yy 301piii).
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2.4. BusHauyeHHs1 BUMOT 10 KOPUCTYBaIbKOro iHTepdeiicy

Kopucrysanpkuii intepdeiic (Ul) € KpuTHUHO BaXKJIMBUM KOMIIOHEHTOM JIJIS
3a0e3MeUeHHsI 3aHyPEHHS TPaBIll Ta eheKTHBHOI B3aeMoii 3 2D mmardopmepom.
J{nst poOOTH 3 TUHAMIYHOIO OOMOBOIO CHCTEMOIO Ta Bi3yalbHOIO CTUJIICTUKOIO
"poranuka" Ul moBuHeH OyTH IHTYITUBHO 3p03yMUINM, Bi3yalbHO MPUBAOINBUM Ta

HaJlaBaTH TPaBIIEB1 BCIO HEOOXiAHY 1H(OpMAIIiI0 B peaJbHOMY Yaci.
2.4.1. 3araabHi BUMOrH 10 BizyauabHoi ctuitictuku Ul

BianosinHicts xxaHpy "poranmuk": Yci enementu Ul (upudtu, IKOHKH, TEKCTYpHU
kHonok, HP-6apiB) nmoBuHHI OyTH BUKOHAH1 y CTUJII, 11O BIJIMOBIIA€ €CTETHUIII
MIKCEeJIb-apTy Ta CYBOPUM, YacTO "TeMHUM" Bi3yaJbHUM €JI€MEHTaM, XapaKTepHUM
JUTst skaHpy "poranuk". 1le BKkirouae BUKOPUCTAHHS TPYOUX TEKCTYP, KOHTPACTHUX

KOJIbOPIB Ta, MOKJIUBO, €(eKTiB "cTapiHHA" a00 "3HOCY" 1JIs €IEMEHTIB.

YiTkicTh Ta ynTabenpHIcTh: He3Baxkaroun Ha 0OpaHy CTHIIICTUKY, YC1 TEKCTOBI
€JICMEHTHU Ta IKOHKU IMTOBUHHI OyTH JIETKO YNTa0CIbHUMH Ha OYyIb-IKOMY (DOHI.

Bukopucrtanus KOHTpPACTY Ta BIAMIOBIAHOTO PO3MIpy pUdTIB € 000B'I3KOBUM.
P pacTty a p py mp

€nHicTh Au3aiiHy: Yci ciienu Ta ixHi Ul-eneMeHTH NOBUHHI MaTH € TMHUIN
Bi3yaJIbHUN CTUJIb T JIOT1KY B3a€EMOJIT JJ1sl 3a0€3MeYeHHS LILJIICHOTO

KOPHUCTYBAIIbKOTO JJOCBITY.
2.4.2. Bumoru 10 cuenu '""'Menwo"

HasiBHICTB KTI0OUOBHX OIIIIH: ['0JJ0BHE MEHIO TOBUHHO YiTKO MPECTABIISITH TPaBIIEBI

OCHOBHI Jiii: "I'patu" (po3novartu/mpoAoBKUTH Ipy), "HanamryBanus" ta "Buxig".

InTyiTuBHa HaBiranis: [lepexia Mi’k TOJIOBHUM MEHIO Ta €KPAHOM HaJallITyBaHb MA€e

OyTH TPOCTUM Ta 3PO3yMIIHM.
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HanamrryBanns 3Byky: Expan HanamTyBaHb MOBUHEH HaJaBaTH IPaBIEBl
MOKJIMBICTh PETYJIIOBAaTH TYYHICTh (DOHOBOI MY3UKHU Ta 3BYKOBUX €(DEKTIB 3a

JIOTIOMOTOIO CJIAi/IePiB.

BizyanpHa npuBabimBicTh: J{u3aiiH MEHIO Ma€ BIATIOBIAaTH 3arajibHiil aTMocdepi

I'pU, BUKOPUCTOBYIOUH (DOHOBI 300pa’keHHs Ta CTUII30BaH1 KHOTIKH.
2.4.3. Bumornu o irpoBoro HUD (Heads-Up Display)
HP-6ap rpasus:

Mae OyTH 4iTKO BUAMMUM Ta PO3TAIIOBAHUM y (PIKCOBaHI MO3UIII1 (HAIpUKIAd, y

BEPXHBOMY JIIBOMY KYyTi €KpaHy).

Bino6paxkatv moTOYHUHN PiBEHB 3/I0POB's TpaBlis, Bi3yalli3yI0uH MOUIKOHKCHHS
(HampuKIIa, 3MEHILIEHHS 3alIOBHEHHSI CMYTH, 3MiHa KOJIbOPY Ipu HU3bkomy HP, abo

KOPOTKOYACHI Bi3yalibH1 €(PEKTU MTPU OTPUMAHHI IITKOJIH).

Buxonanuii y cTuii porajiuka (HarnmpukIiag, sik IKOHKH cepJiellb, a00 CTUITI30BaHA

CMYTa XKUTTH).
[HaMKaTOp KUHIXKAIIB/O0ENPUITACIB:
BinoOpaxkaty KUIbKICTh JOCTYIHUX KUHJDKAIB JJI JUCTAHIIMHOT aTaKu.

Moxe OyTH npeICTaBICHUN y BUTIISIAI IKOHKH KMHJKAJIA 3 YHCIIOBUM 3HAUYCHHIM

nopyH.
HP-6apu Boporis:

BigoOpaxartucs Hagx BOporaMu JIUIIE TOJI1, KOJIM BOHHM 3HaXOAATHCS B 30HI BUJIMMOCTI

a0o 111 yac 00r0.

JluHaMIYHO 3MEHIITYBATUCS IPU OTPUMAaHH1 MOIIKOJIKEHb.
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3HUKATH TICIST CMEPTI BOPOTA.
[ToBigoMIIEHHS Ta MiAKA3KU:

KopoTtkouacHi TekcToBi miaka3ku (Hanpukian, "Harucuite E mist B3aemoii")
MOBUHHI 3'SIBJISTUCS Y BIAMOBITHUX MICIIAX (HApUKIiIam, OIS IBepeid, abo mepen

MOYaTKOM TyTOpiairy).
Bonu noBuHHI OyTH JIETKO MOMITHUMH, ajie He MepeBaHTaKyBaTH ITPOBUM TIPOCTIP.
2.4.4. Bumoru g0 cuenu "Tyropian"

Hapuanbhi nigka3ku: CiieHa TOBUHHA MICTUTH Bi3yalibHI Ta TEKCTOBI MiAKa3KH, 110
MOSICHIOIOTh 0a30B1 MEXaHIKU IPU: MIEPECYBaHHA, CTPUOKH, OJIMAKHIO Ta JUCTAHIIHHY

aTaKH.

[TocninoBHicTh HaBuaHHS: [1iKa3KKM MarOTh 3'IBIATUCS TTOCTYTIOBO, y Mipy

IIPOXOJI?KEHHS IPABLEM BIJMOBIIHUX 30H.

Yitka inenTudikaiis enemeHTiB: Enementu ynpasninus (Hanpukian, "Press E for

Text") MatoTh OyTH YITKO IMO3HAYEHI Ta JIETKO 3pO3YyMILIII.

[naukariis nepexoay Ha HacTynHuUM piBeHb: [licns 3aBepiieHHs TyTopiany Mae
3'SIBUTUCS YITKUWA 1HAUKATOP a00 MOBIJOMIICHHS, IO BKa3y€ HA MOKIIUBICTb

nepexoay A0 Mepuioro piBHs.
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2.4.5. Bumoru 10 eKpaHiB nay3u Ta 3aBeplIeHHS PiBHA
Expan naysu:

[ToBuHEH OyTH JIETKO TOCTYITHHUM ITiJT 9Yac irpOBOTO Ipoliecy (HAMPUKIIAI, IO

HaTHCKaHHIO KiaBimii Esc).

MictuTy omniii sl IPOIOBKEHHS TP, TTIOBEPHEHHS 710 TOJIOBHOTO MEHIO 200 BUXOTY

3 IpH.

Martu BizyanbHe 0OpMIICHHS, 110 BIAMOBIIA€ 3arajJbHOMY CTHUITIO.

ExpaH 3aBepiieHHs piBHA / IOPAa3KH:

YiTko iH(pOpMYBaTH IpaBLs IPO 3aBEPIIECHHS PIBHA a00 MOro MopaskKy.
HanaBaTu oniii jyis mepe3amnycky piBHs a00 TOBEPHEHHSI /10 TOJIOBHOT'O MEHIO.

BukopucToByBaTH Bi3yalibHI €EeKTH a00 aHIMAaIlil, IO MiAKPECIIOTH MOAI0

(HampuKIIal, 3aTeMHEHHSI €KpaHy MpH nopasiii, adimariis "Next LV _UI").
2.4.6. Bumoru 10 piHAJIbHUX TUTPIB

[HdopmaTuBHICTE: TUTPH MOBUHHI MICTUTH 1HGOPMAIIIO TIPO PO3POOHUKIB,

aHIMaTOpiB, KOMIIO3UTOPIB Ta IHIIUX MPUYETHUX JI0 CTBOPEHHS I'PH OCI0.

YurabenpHicTh: TeKCT Mae OyTH TOCTATHBO BEJIMKUM 1 KOHTPACTHHUM, 11100 JIETKO

YUTATUCS HA 0OpaHOMY (OHI.

ABTOMaTHYHA TPOKPYTKA: TEKCT TUTPIB MOBUHEH IJIABHO MTPOKPYIYBATHCH,

3a0e3neuyroun KoM(pOpTHE YUTAHHS.

Bizyanbne cynpoBoikeHHs: MOKIIMBE BKITIOUEHHS HEBEJIMKUX TPpaidHIX €JIEMEHTIB

a00 CrpaiTiB MEePCOHAXKIB, 1110 3'SIBJSIIUCS B TPI.

2.4.7. Bumoru 70 iHTEPaKTUBHOCTI Ta 3BOPOTHOTO 3B'S3KY
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BizyanbHuil 3B0poTHHI 3B'130K: Yl iHTepakTUBHI eneMeHTH (kHonku, HP-6apwu,

M1JIKa3KK ) TTOBUHHI HAJaBaTH Bi3yaJIbHUI 3BOPOTHUH 3B'SI30K MTPH B3aEMOJII1

(HampuKJIaJ, 3MiHA KOJOPY KHOIKH MPU HaBEJEHHI, aHIMaIlis IpH OTPUMaHH1

MTOIIKO/IKEHB ).

3BYKOBHIA 3BOPOTHUH 3B'sI130K: BiMoBiAHI 3ByKOB1 €(peKTH MOBUHHI CYyNPOBOKYBATH

B3aemozito 3 Ul Ta BaxkiuBi irpoBi mo/Iii (Harpukiaa, HATUCKaHHS KHOIIKH,

OTpUMaHHS IIKOJIU, 1101 IpeaMeTa).

2.4.8. Bumoru 10 aIanTuBHOCTI

MacmraboBanicts: EnemMentu Ul moOBUHHI KOPEKTHO MacIITa0yBaTUCS Ta

PO3TAIlIOBYBATHCS HA €KpaHaXxX 3 PI3HUMH PO3AUIBHUMU 31aTHOCTSIMU Ta

CHBBIIHOIIEHHSIMU CTOPIH, HE BTpAaYar0Yl CBO€T YNTAOCIBHOCTI Ta

(YHKL10HATBHOCTI.

®dikcoBane po3ranryBanHs: Kputuuno Baxiusi enementd HUD (HP-6ap, innukaTop

KHHKaJIIB) TOBUHHI 30€piraTy CBOE BITHOCHE TTOJIOKEHHS Ha €KpaHi HE3aJIe)KHO BiJl

PO3IIIBLHOI 3IaTHOCTI.

3mH.
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2.5. lu3aiiH inTepgeiicy kopucryBaua

Ju3zaitn kopucrtyBaibkoro iHTepdericy (Ul) nua 2D nnardopmepa B et
"poranuka" € KIIOUOBUM JJIsi CTBOPEHHS 3aHYpEHHS Ta 3a0e3MeueHHs 3pyYHOCTI
rpaBiis. Yci enemenTd Ul po3po0OiieHi 3 ypaxyBaHHSIM €CTETUKH IIKCEIb-apTy Ta

3arajbHOI MOXMYpOi aTMOC(epH TPH.
2.5.1. BizyajibHa KOHIIeNIif

[Tikcenb-apT cTiiib: Yci rpadiuni enementn Ul, Bkirodarouun ikonku, pamku HP-
OapiB, KHOTIKU Ta (POHOB1 300pakeHHs, BUKOHAHI Y CTHJII MiKcenb-apT. Lle
M1JKPECITIOE peTpo-BiOpallii kaHpy "poranuk" Ta 3ade3nedye Bi3yalbHY IIUTICHICTD 3

IrPOBUM CBITOM.

Konboposa nanitpa: IlepeBakatoTb TeMH1, HACUUYEH1 KOJIbOPHU 3 JJ0JIaBaHHAM
KOHTPAaCTHUX aKIEHTIB (Hanpukiaa, yepBonuii 1y1st HP, sxoBTHit mis migkasok). Le
JOTIOMAara€e BUUIUTH BaXXJIMB1 €JIEMEHTH Ta MIATPUMYE 3arajibHy MOXMYpYy

atMocdepy.

[pudtu: BUkopucTOBYIOTHCS MIKCEIbHI MIPUQPTH, 110 JIETKO YUTAIOThCA. Po3mip
mpuU@Ty aganTyeTbes s 3a0€3MeUeHHs YNTA0eIbHOCTI HA PI3HUX PO3ILITBHUX

3AaTHOCTAX CKpaHa.

Enementn "310cy": Jlesaxi enemenTr Ul MOXYTh MICTUTH JIETKiI TEKCTYpH "3HOCY"
a6o "morepTocti", 100 HaAAaTH iM ORI OPTaHIYHUN Ta "poTaniKoBHUi" BUTIS, HIOU

BOHH € YAaCTUHOIO ITPOBOTO CBITY.
2.5.2. Imzaiin enementiB HUD (Heads-Up Display)
HP-6ap rpasus:

Po3ramoBanuii y BepXHbOMY JIIBOMY KYTi €KpaHy, 3a0€31e4ytoun MBUIKUHN TOCTYII

710 1H(pOopMaIIii Mpo CTaH 370POB'S.
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BizyasnizoBanuii ik cepis CTUITII30BaHUX 1KOHOK cepAeilh a00 TOPU30HTAIbHA CMYTa,

0 TUHAMIYHO 3MIHIOE€ CBO€ 3aIlIOBHEHHS BIAMOBIHO 10 moTouHoro HP rpasiis.

[Tpu Hu3bKOMY piBHI HP MOXxn1Ba 3MiHa KOJTBOPY CMyTH (HAIPUKIIAJ], Ha YEPBOHUIN)

a00 MmyJIbCyroua aHiMallisl 1Ji Bi3yajabHOTO MOIEPEKEHHS TPaBIIs PO HEOE3IEeKy.
[KOHKA KUHKATIB:

Posramosana nopy4 3 HP-6apom rpaBiist a00 y HUXKHbOMY MPAaBOMY KyT1 €KpaHy st

3pYYHOTO BiICTEXKEHHS OO€NPHUTIACB.

[IpencraBiena y BUTJISA/II YITKOT MIKCEIbHOT IKOHKM KUHJIXKAJIa 3 YUCIIOBUM

1HIUKATOPOM, IO BIIOOpaKka€e KIIbKICTh JOCTYIMHUX JIJII METaHHS KHUHKaIB.
2.5.3. /In3aiiH iHTePAaKTUBHUX €JIEMEHTIB
Knonkwu:

BukoHaHi 3 MKCEIbHUMH TEKCTypaMU Ta YITKUMH KOHTYPaMH, 110 BIJMOBIIAIOTh

3arajbHIi CTUIICTHII TPH.

MatoTh Bi3yasibH1 aHiMallli abo 3MiHYy KOJIbOPY P HaBEJIEHHI KypCcopy Ta

HaTUCKaHHI JJIs1 3a0€3MEeUCHHS YiTKOT'0 3BOPOTHOTO 3B'SI3KY 3 TPABIIEM.

BukopucTOBYIOTh CTHITI30BaHI MIKCEIbHI PUPTH JIJIs1 TEKCTY, 3a0€3MeUyI0UH

YUTAOCIbHICTD.
Crnaiinepu (111 HaMaIITYBaHb):

Matotb BizyanbHe 0(pOpMIIECHHS, 1110 BIANOBIJAE 3aralibHIN CTHIIICTULI (HATPUKIIA,

JIepeB'siHI a00 METaieBl TEKCTYPH).

YiTKO BKa3ylOTh Ha MOTOYHUI PIBEHb I'YYHOCTI ay[Iio.
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2.5.4. lu3aiiH ClleH MEHI0 TAa 3aBepPUICHHS IPH
['os0oBHE MEHIO:

BuxopuctoBye cratnune abo aHiMoBaHe (JOHOBE 300pakKeHHS, 110 3a]1a€ 3araJIbHAM

TOH Ta aTMoc(epy rpu.

Knonku "I'patu", "HanamryBanusa", "Buxin" po3TanioBaHi TaKUM YHHOM, 100

3a0€3IMeUnTH IHTYITUBHY HaBITaIlito JJIs TPABIIAL.
Expan may3u Ta 3aBepIicHHs piBHS:
Matotb 3aTeMHeHUH (OH, 1100 CPOKYCyBaTH yBary rpaBls Ha JOCTYITHUX OMIISAX.

Onuii, Taki sk "l[Ipogosxutu", "llepesanmyctutu piBens", "[loBepHyTHCS B TOJIOBHE

MeHI0" 200 "Buiitu 3 rpu", 4iTKO IpeICTaBIIEHI.
diHanbHI TUTPU:
BukopuCTOBYIOTH IPOCTHI, ajie eJeTaHTHUIN MKCEIbHUM MPUQT.

[1naBHa BepTUKabHA MTPOKPYTKA TEKCTY 3 IOCTATHIM 1HTEPBAJIOM MIXK PSAKAMHU IS

KOM(OPTHOTO YUTAHHS.

Mo>ksIMBe BKJIIOUEHHS! HEBEJTMKHUX CTUIII30BaHUX 1KOHOK 200 CIIPaiTIB MEPCOHAXKIB

Nopy4 3 IMEHAMHU PO3POOHUKIB JJIs BI3yaJIbHOTO CYIPOBO/LY.

3arasioM, qu3aitH iHTepdeicy KopucTyBadya CpsIMOBaHHUI Ha CTBOPEHHS 11JIICHOTO,
IHTYITUBHO 3pO3yMUIOTO Ta Bi3yaJlbHO IPUBAOIUBOTO JTOCBITY, SKUH TAPMOHIHHO

JIOTIOBHIOE 1IrpoBHi mpoliec Ta arMocdepy 2D mnardgopmepa-poraimka.
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BucHoBku 10 po3ainy 2
dyHaaMeHTaIbHI aCTIIEKTH MPOCKTYBAaHHS Ta apxiTekTypu 2D miardopmepa 3
eJleMeHTaMu >kaHpy "poranuk" Ha pymii Unity. Y xozi aHani3y 0yJio BUKOHAHO
HACTYITHE:
Buueprnauii ananiz BuMmor: YitTko chopMOBaHO Ta CTPYKTYPOBAHO SIK (PyHKITIOHATBHI1
BUMOTH (CHCTEMH KEpyBaHHS TpaBIlleM, aTaku (OJIMKHIM/ nanbH1N O1if), BOPOTIB,
3I0pOB'sl, mporpecy, 30opy mpeametis, Ul), Tak 1 HeyHKITIOHATbHI BUMOTH
(npoxyktuBHicTh >60 FPS, MacumitaboBaHiCTh apXiTEKTYpH, CTUIIICTUYHA IUTICHICTh
y OiKCeNb-apT CTUJI, OAJTaHC CKIIAHOCTI, Ha(1iHICTh. BU3HaUEHO KIIOYOBI TEXHIYHI
oOMexxeHHa Ta npunyeHHs (Unity, C#, Physics2D, npedadn).
Po3poOka apxiTekTypu: 3aponoHOBaHa Ta OOTPyHTOBaHa MOJyJIbHA apXiTEKTypa,
3aCHOBaHA HA MPUHIIUIIAX:
MonynbHocTi Ta iHKancyssmnii: Yitke po3ainenns jgoriku (Player Controller, boiioBa
cucrtema, Enemy Al, Ul, GameManager).
Crnabxoro 3B's13yBaHHsI: BUKOpUCTaHHS MTO11€BO-OPIEHTOBAHOIO MIIXOY JJIs
KOMYHIKaIIi1 Mi’)K KOMITIOHCHTaMH.
MacmTaboBaHOCTI Ta HOBTOPHOTO BUKOpUCTaHHs: Bukopucranns npedaois,
ScriptableObject a1 koHpirypariii, abCTpaKTHUX KJIACiB JJIs JISTKOTO J0AaBaHHS
HOBOTO KOHTEHTY (BOPOTiB, 30poi, piBHIB) 0€3 3MiH 0a30BOTO KOJY.
Po3mexyBanHs BiAnoBiAanbHOCTEN: KOXEH MOIy/b Ma€ YITKO BU3HAYEHY
byHkmioHanbHICTh (Hanpukiaa, GameManager - rio0anbHa KoopauHailis, Player
Controller - 06po6ka BBOAY).
Heranizaliis HeQpyHKIIIOHATBHUX BUMOT: KOHKPETU30BaHO BUMOTH J10
MPOYKTUBHOCTI (YacTOTa KaJpiB, 4ac 3aBaHTAXKEHHS ), 3PYUYHOCTI BUKOPUCTAHHS
(iaTyiTuBHUi Ul, crangapTHEe KepyBaHHs, MiJIKa3KH ), BI3yaJIbHOI LIJTICHOCTI
(mikcenmp-apT), HaAIMHOCTI (0OpOOKa BUHATKIB, CTAOUTHHICTE) Ta Oe3MeKu (s

WebGL).
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[TpoextyBanHs KopuctyBaibkoro iHTepdeiicy (Ul):

BusznadyeHo ki11040B1 BUMOTH JI0 BCiX ekpaHiB Ta eneMenTiB Ul (mento, HUD,
TyTOpiaJl, may3a, 3aBepIICHHS PIBHS, TUTPH), 3 aKIICHTOM Ha Bi3yaJlbHy CTUIICTUKY
(TmKcenb-apT, KOHTPACTHICTD, €IHICTD), IHTYITUBHICTD, IHPOPMATUBHICTH Ta
aJanTHUBHICTB JI0 PI3HUX PO3AUIHBHUX 3/IaTHOCTEH.

Po3po6neno Bizyanbny konuemnuio Ul (konpopoBa nanitpa, mpudTu, el1eMeHTH
"3HOCY"), J€TAIILHO OMKMCAaH AU3aiiH Ko>kHOTro KitodoBoro enementy (HUD - HP-6ap,
1HIMKATOp KUH/KAIIB; IHTEPAKTHUBHI €JIEMEHTHU - KHOMIKU, CIIalJIepH; CLICHH MEHIO Ta
3aBEPILEHHSA PH).

UiTko BU3HAUEHI Ta CTPYKTYpOBaHi (hyHKIIIOHATIBHI Ta HEYHKIIOHATIBHI BUMOTH
JAI0Th MOBHE PO3YyMIHHS OUIKYBaHOTO pE3yJIbTaTy Ta KPUTEPIiB HOTO OIIHKH.
Po3pobiniena MoayibpHa, MO/I1€BO-OPIEHTOBAHA apXITEKTYpa, 1110 0a3yeThCst Ha
MPUHIIMIIAX 1HKATCYJIALIT Ta cIa0KOTo 3B'SI3yBaHHS, TapaHTy€e MacIITaOOBaHICTh,
JIETKICTh MIATPUMKH Ta PO3IMIUPEHHS TP B MaOyTHROMY. JleTabHE MPOSKTYBAHHS
KOPHUCTYBAIbKOT0 1HTepdercy 3 JOTPUMAHHIM €JIMHOT Bi13yaJbHOT CTHIIICTUKI
(miKcenp-apT) Ta NPIOPUTETY 3pYUHOCTI FPABIS 3a0€3Meuye OCHOBY JIJIsi CTBOPEHHS
IHTYITUBHOTO, 1H(HOPMATUBHOTO Ta €CTETUYHO MPUBAOIMBOTO IHTEp(ENCY, 110 €
KPUTUYHO BKJIMBUM JIJIsl 3aHYPEHHS B ITPOBUM Tpoliec. Y Cl BUMOTH Ta apXiTEKTypHi
pILIEHHS Y3TOKEeH1 Mk COOO0I0 Ta CIPSIMOBaH1 Ha TOCATHEHHS TOJIOBHOI METH —
CTBOPEHHSI IMHAMIYHOTO, CTAOLIBHOTO Ta 3axorutorouoro 2D mmatdhopmepa-

porajiuka.
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PO3/11J1 3. PO3POBKA I'PH HA UNITY
3.1. CTpyKTYypa NpOrpaMHoOro npoaykKry

CrpykTypa B Unity € KIIFOYOBUM €JIIEMEHTOM JIsl OpTaHi3allii pecypciB, 3a0e3neueHHs
3pYYHOCTI PO3POOKH Ta MOAAJIBIIOI IIATPUMKHU. Y JaHHINA poOOTI 0YJI0 BUKOPHCTAHO
JIOTIYHY Ta i€papXivuHy CTPYKTYpPY ManoK y AUPEKTOpii Assets, 110 J03BOJISIE

e(heKTUBHO KEpPYyBaTH PI3HUMHU TUIIAMH PECYPCIiB.
OcCHOBHI ANk B TUPEKTOPIT Assets Ta iX MpU3HAUYCHHS:

_TerrainAutoUpgrade: 11s mamka, MiCTUTh TUMYAaCOB1 a00 aBTOMaTUYHO 3T€HEpPOBaHi
pecypcu, OB's13aHi 3 OHOBJIEHHAM TeppeiiHiB a00 neBHUX (pyHkiii Unity. Bona

MOKe OyTH pe3yJbTaTOM IMIOPTY MaKeTiB a00 aBTOMAaTUYHUX OHOBJIEHb PYIIIS.

Animation: Y wiif narii 30epiraroTbcst BCl aHIMaIiiH1 kiinu ((aitny .anim),
KOHTpoJiepH aHimarlii (daimu .controller) Ta iHII pecypcu, 110 CTOCYIOTHCS aHIMAIIi1

MIEPCOHAXKIB, BOPOT'B, €JIEMEHTIB 1HTEp(ENCY Ta 00'€KTIB CBITY.

Fonts: L{ga qupexTopist MiCTUTh yc1 ipudTH (paiinu .ttf, .otf Toimo), ski
BUKOPUCTOBYIOTHCS JUIs BiTOOpaKeHHS TEKCTY B 1HTEpQeEiici KoprcTyBaya Ta IrpoOBUX

miAKa3Kax.

Mod: Ha3ga 1ii€i manku "Mod" Bka3yBae Ha BMICT, IOB'S3aHUI 3 IEBHUMU
MoaudiKaIisiMU, CTOPOHHIMHU aceTaMu a00 eKCIIEPUMEHTAIbHUMHU (DYHKITISIMU, SIK1 HE
€ YaCTUHOIO OCHOBHOI{ JIOT1KHU TPH, aJI€ MOKYTh BUKOPUCTOBYBATUCS JIJISI PO3IIUPEHHS

il pyHKIIOHAITY.
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Prefabs: 1{s mamnka € ogHi€r0 3 HAWBaXIIMBIIINX 1 MICTUTH ycl ipedadu (daitnu
.prefab), 1m0 € 6araropa3oBo BUKOPUCTOBYBAaHUMH irpoBUMHU 00'ekTaMu. TyT
30epiraroTbes npedadu rpaBIlsd, BOPOTiB, CHAPSAIB, IHTEPAKTUBHHUX 00'€KTIB,
eneMeHTiB Ul Ta iHIMX CyTHOCTEH, 5IKi CTBOPIOIOTHCS B peaakTopi Unity 1 moTiM

6araT0pa30130 BHKOPHCTOBYIOTLCA B piSHI/IX CICHax.

Resources: 1ls manka npu3HayeHa A pecypceiB, K1 3aBaHTaKYIOThCS M1 4yac
BUKOHAHHS rpH (runtime) 3a IOMOMOTOI0 crielianbHuX MeToAiB Unity (Hanmpukiiaz,
Resources.Load()). Tyt MoxxyTb 30epiratucsi AMHaMIYHO 3aBaHTa)KyBaH1 aceTH, TaKi

K TIEBHI CIIpaiiTH, ayaiodaiiinu ado ScriptableObjects.

Scenes: L qupexTopis MICTUTH yci clieHu Tpu (daiinu .unity). KoxkHa cluiena
MPEICTABIIIE OKPEMUI ITPOBUI PIBEHb, MEHIO, TYTOpIaJl 00 1HIII ITPOB1 CTaHU, 110

B1JI00pa)atoTh MEBHY YACTUHY ITPOBOTO MPOIIECY.

Hanpukian, icHyrots ciiean "menu”, "Turorial”, "Gamel", "Game2" ta "Credits", siki

BIJIMOBIAIOTH 32 PI3HI €TaIu IPH.

Assets » Scenes

LLLLQ

Cradit Gamal Gameaz Menu Tutarial

Puc.3.1.1
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Scripts: V miii mami 36epirarotbes Bei C# ckpunta (¢aitnm .CS), M0 MiCTATh JIOTIKY
rpu. TyT oprani3oBaHi CKpUIITH JIJIs1 KEPYBaHHS I'PaBlieM, TTOBEIIHKA BOPOTiB,
00poOku 0010BOi cuctemu, B3aeMoii 3 Ul, kepyBaHHS piBHSMHU Ta 1HII

KOMIIOHEHTH, SIKI BU3HAYaI0Th (DYHKIIOHAIBbHICT TPH.

Tile Palette: L5 manka BUKOpUCTOBYETHCS AJIsl 30€piraHHs aceTiB, MOB'SA3aHUX 3
Tilemap cucremoro Unity. TyT MOXyTb 3HAXOAUTHCS CTBOPEHI MAJITPH TAMIIB, IO
BUKOPHUCTOBYIOTHCS JIJIS IIBUAKOTO Ta €PEKTUBHOTO MOOYI0BH IrPOBUX PIBHIB 31

CIIPAMTIB.

Mo Prafabs =23 Scanas Seripts Tile F sav =}

TerrainAu... Anirmaton Fonts e Palatta

Puc.3.1.2

Taka cTpykTypu3sailisi 3a0e3mneuye 4yucToTy pod0o4oro npocTopy, JErKiCTh MOIIYKY

HEOOXITHUX pecypciB Ta cripuse eheKTUBHIA KOMaH IHIi POOOTI.

APK.

JIP.122.042.021.113 20

3mH.

Apk. Ne dokym. Midnuc |dama




3.2. IrpoBi cueHu Ta iX GyHKIiOHAJIbHE MPU3HAYECHHS

IrpoBi crieHH € OKpeMUMHU KOHTEHHepaMH, 110 TPEACTaBIISIOTh Pi3Hi €Tanu Ta CTaH!
rpu. KoxkHa crieHa Mae CBO€ yHIKaidbHE MPU3HAYeHHS, Ha0ip 00'€KTIB Ta JIOTIKY, IO

3a0e3Meuye MOCIIIOBHICTD IFPOBOTO Tporiecy. PeanizoBaHo HACTYIMHI OCHOBHI CLICHH:
"Menro" (Menu):

HpI/IBHa‘leHHH: ITouaTkoBa CICHA I'PH, 110 HAJ1a€ rpaBueBi AOCTYII 10 OCHOBHHUX

byHKIIii.

MicT: ['0JIOBHUI €KpaH TPy 3 KHOIIKaMU TH mTyBaHHs" Ta "Buxin".
3mict: ['ono eKpa 3 kHonkamu "I'patn", "HanamryBanns" ta "Buxig"

Takox BKIIIOYa€e (1)OHOB€ 306pa)KCHHH Ta CJICMCHTH KCPYBAHHA 3BYKOM.

®dyHKIi0oHaANT: 3aMyCcK TPy, IEPEXiJl A0 HaJalITyBaHb, BUXIJl 3 IPOTPaMHU.

Puc.3.2.1

"Tytopian" (Tutorial):

[IpuszHavyenns: HaBuanabHa clieHa, 1110 3HAHOMUTH TpaBIlsd 3 0a30BUMH MEXaHIKaMHU.
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3mict: IrpoBwuii piBeHb 3 maaTopMaMu Ta TECTOBUMH BOPOTaMH, 110 MICTUTh

IHTEPaKTUBHI IiIKa3KH.

Oynkuionan: /lemMmoHcTparlis pyxy nepcoHaxa, CTpUOKiB, OJMKHBOI Ta TUCTAHIIHOT
aTak, B3aeMO/I1i 3 00'ekTaMu. 3abe3neuye TIaBHUIN Nepexif] A0 NEPIIOro piBHA Micis

3aBCPIICHHA HABYAHHA.

Puc.3.2.2

"PiBenn1" (Gamel):
[Tpusnauenns: Ilepiuii TOBHOLIIHHUM ITPOBUI PiBEHb.

3mict: Posmupenuii irpoBuit mpocTip 3 pi3HUMHU THIIAMHU TIaTPOPM, KOJIEKIIHHUX
npeaMeTiB (aiMasiB) Ta BoporiB. Bkirouae enementu Ul (HP-6ap, miunnsHUK

KHHKAITIB).
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Oyukuionan: [IpoxomkeHHs piBHs, 01if 3 Boporamu, 301p MpeIMeTiB, JOCATHEHHS

¢inanbHOi "/[Bepi" g mepexoay 10 HACTYITHOTO PiBHSI.

=
)
o]

Puc.3.2.3

"PiBenn2" (Game2):

[Tpuznauenns: [dpyruit irpoBuid piBeHb, 110 MPOTNIOHYE HOB1 BUKIIUKH Ta

PI3HOMAHITHICTB I'POBOT'O MPOLECY.
3wmict: CknajHila CTpyKTypa piBHs, HOB1 KOMO1HAIll BOPOT'iB, HOBI BUAU MAaCTOK.

®dyukuioHan: Ananoriunuid "PiBens1", ane 31 301bleHO0 cKiagHicTIO. [Ipn

YCHIITHOMY ITPOXO/KEHHI BEJIe 10 CIICHU TUTPIB.

Puc.3.2.4
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"Titpu" (Credits):
[Tpuznauenns: DinanpHa CIieHA, 10 BimoOpaxae iHGOpMAIIiio PO PO3POOHUKIB.

3mict: TekcToBuil OJ0K 3 IMEHAMH KOMAaH[IH, 110 MPOKPYIyeEThCs. MoXke BKIIIOUATH

CTHJI130BaHI rpadivHi eJIeMEHTH.

dynkuioHan: JlemoHcTpallis GiHAIBHUX TUTPIB T'PH, IMICISA YO0 MOKIJIUBUI

aBTOMATUYHMUU H€p€XiI[ J0 I'OJIOBHOI'O MCHIO.

Taka opranizarlis CIieH JI03BOJISIE TIOCIIIIOBHO TIPEACTABIIATH ITPOBUM KOHTEHT,

KEepyBaTH IrPOBUM IPOTPECOM Ta 3a0e3MedyBaTH JIOTIYHY CTPYKTYPY TPH.

DENELOPED EY NACHRCHUE ANDREW

b &
¢ G
; 2 %

CREATED FOR A CRACUATION
THESIS €025

THAENH YOU FOR PLAYING

Puc.3.2.5
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3.3.KurouoBi irposi 00'ekru: I'paBens Ta CynpoTuBHUKH
Y nanomy po3iii A€TadbHO OMUCYIOTHCS OCHOBHI iTPOBI CYTHOCTI — IpaBellb Ta
BOPOTH, fKI € IIEHTPaJIbHUMH €JIEeMEHTaMHi 00HOBOI CUCTEMH Ta B3aemMoii y 2D
miatdopmepi.
3.3.1. IrpoBuii nepconax (I'paBeun)
['paBelib € rOJIOBHUM KEPOBAaHUM 00'€KTOM Y T'pi, IO MPECTABISE MPOTATOHICTA.
Horo (GpyHKIIOHAT Ta XapaKTepPHCTHKH PO3POOICHi 1S 3a0e3IedeHHs THHAMIYHOTO
Ta IHTYiITUBHOTO IFPOBOTO JOCBITY.
Opranizariis B Unity: I'paBenis peanizoBanuii sik npedad, 1o 30epiraeThes B mamiii
Prefabs. Lle 103BoJsi€ 1eTKO pO3MILLyBaTH MOT0 Ha PI3HUX PIBHAX Ta 3a0e3MeuyBaTH
€/IMHY TTOBE/IHKY.
di3uka Ta pyx:
BuxopuctoBye Rigidbody2D niis kopekTHOi B3aemoii 3 (h13UKOI0 CBITY (TpaBiTallis,
KOJI131i 3 tuiatropmamu Ta 00'€KTamMu).
Komnonent CharacterController2D 3a6e3neuye npenu3iiiHuil pyx Ta B3a€EMOJIIIO 3
noBepXHAMH 0e3 "3acTpsranp'.
Cuctema 3nopos's (HP):
Mae BnacHuit nokaznuk HP, sikuif Bizyani3zyerbcst Ha ekpaHi uepes enementy Ul
(Hampukia, iKOHKH cepaels abo HP-06ap).
OTprMye€ NOIIKOJIKEHHS B1Jl BOPOTIB Ta MACTOK, 10 CYNPOBOIKYETHCS BI3yalbHUMU
Ta 3BYKOBUMHU €(EeKTaMH.

Jlorika cmepTi rpaBLs Ta NEpe3anycKy piBHs/MTOBEPHEHHS A0 MEHIO.
BoiioBi MexaHIKu:

bmwxniit 61i1 (Meu): PeanizoBana aTaka Me4eM 3 BUBHAUYCHOIO 30HOIO YpaxKeHHS (3a
nonomoroto AttackTrigger 00'ekTiB), BIAMOBIAHUMH aHIMAIISIMU Ta 3ByKOBUMU

eheKTaMH.
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Jucranmiiina ataka (Kuamkan): MexaHika MeTaHHSI KMH]DKATIB 3 00MEXEHO0
KUTBKiCTIO. Peanizaliis TpaekTopii MoibOTy, BIy4aHHsS Y BOPOTIB Ta Bi3yaibHI €PEeKTH
(Particle System ans cniny kunmkana). Touka cnaBHy kunpkaia (SpawnKnife)

3a0e3neyye KOPEKTHE MO3UII0HYBaHHS CHapsIa.
Ckpuntu rpaBig (po3ramoBani B Assets/Scripts/PlayerScripts):

AttackTrigger.cs: O6po0uisie Komi3ii TpurepiB aTaku MEe4eM JJIsi BU3HAUYCHHS

ypaKeHUX ITiJIeH.

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class AttackTrigger : MonoBehaviour

{
[SerializeField] private int dmg = 20;
[SerializeField] private GameObject attaclEffect;
private void OnTriggerEnter2D(Collider2D collision)
{

if(collision.isTrigger != true&& collision.CompareTag("Enemy"))
{
FindObjectOfType<SoundManager>().Play("Hit");
collision.SendMessageUpwards("Damage", dmg);
GameObject clone = Instantiate(attaclEffect, collision.transform.position,
transform.rotation);

Destroy(clone, 0.5f);
Foobs

GroundCheck.cs: Busnauae, un 3HaXOQUTHCS TPaBeib Ha 3€MIII, 1110 € KIIFOUOBUM JIJIs

KOHTPOJIIO CTPUOKIB Ta Ma/lIHb.

using System.Collections;
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using System.Collections.Generic;
using UnityEngine;
public class GroundCheck : MonoBehaviour
{
private PlayerController player;
void Start()
{

player = gameObject.GetComponentInParent<PlayerController>();

h
private void OnTriggerEnter2D(Collider2D collision)

{

if(collision.isTrigger == false)

{

player.grounded = true;

} b
private void OnTriggerStay2D(Collider2D collision)

{

if (collision.isTrigger == false)

{

player.grounded = true;

b
private void OnTriggerExit2D(Collider2D collision)

{

if (collision.isTrigger == false)

{
player.grounded = false;

P

KnifeMove.cs: Kepye pyxoMm MeTalbHOTO KMH/KaJIa MiCisi HOTO CHaBHY, BKIOYAI0UN

TPAEKTOPIIO Ta B3aEMOJIIIO 3 00 €KTaMHU.
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using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class KnifeMove : MonoBehaviour

{

[Header("Information")]
public float speed = 40;
public int damage = 30;

[Space(10)]
public GameObject knifeEffect;

Vector2 velocity;

private PlayerController player;

private void Awake()
{
player =
GameObject.FindGameObjectWithTag("Player").GetComponent<PlayerController>(
);
velocity = new Vector2(speed * Time.deltaTime, 0);
b
void Start()
{
if(player.faceRight == true)
{
velocity = new Vector2(speed * 1 * Time.deltaTime, 0);
}
else
{
APK.
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transform.localScale = player.transform.localScale;

velocity = new Vector2(speed * -1 * Time.deltaTime, 0);

yol
void Update()

{
transform.Translate(velocity);
b
private void OnTriggerEnter2D(Collider2D col)
{
if (col.CompareTag("Enemy"))
{
FindObjectOfType<SoundManager>().Play("ThrowKnifeEffect");
col.SendMessageUpwards("Damage", damage);

GameObject clone = Instantiate(knifeEffect, transform.position,

transform.rotation);
Destroy(clone, 0.4f);
Destroy(gameObject);
}
if (col.CompareTag("Ground"))
{
FindObjectOfType<SoundManager>().Play("ThrowKnifeEffect");

GameObject clone = Instantiate(knifeEffect, transform.position,

transform.rotation);
Destroy(clone, 0.4f);
Destroy(gameObject);

APK.
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PlayerAttack.cs: Cnenudivna jgorika atak rpaBlis, 110 BUKJIUKAE aHIMaIlil Ta

B3aemoie 3 Attack.cs ta KnifeMove.cs.

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

using UnityEngine;

public class PlayerAttack : MonoBehaviour

{

public Animator anim;
[Header("Condition Attack")]
public bool throwAttacking = false;
public bool attacking = false;

[Header("Knife")]
public GameObject knife;

public Transform spawnKnife;

private GameMaster gm,;

public static PlayerAttack instance;
private void Awake()
{
instance = this;
b
void Start()

{

anim = gameObject. GetComponent<Animator>();
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gm =
GameObject.FindGameObjectWithTag("GameMaster").GetComponent<GameMaste
>(0; }
void Update()

{
if (Input.GetKeyDown(KeyCode.J) && !attacking)

{

attacking = true;

}
if (Input.GetKeyDown(KeyCode.K) && !throwAttacking)

{
1f(gm.amountKnife > 0)

{
gm.AddKnife(-1);
throwAttacking = true;

b
public void ThrowKnife()

{
FindObjectOfType<SoundManager>().Play("ThrowKnife");

StartCoroutine(DelayThrow());
§

[Enumerator DelayThrow()

{
yield return new WaitForSeconds(0.151);

Instantiate(knife, spawnKnife.transform.position, knife.transform.rotation);
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PlayerController.cs: OcHoBHUI CKPHIIT, 1110 0OPOOJISE BBII KOPUCTYBava Il PyXYy
(WASD, ctpinku), ctpuOKiB (mpo0i), mpuciiaHb Ta B3a€MOJIIE 3 IHITAMH

KOMITOHCHTaMHU JIsI OHOBJICHHA CTaHY I'PaBIA.

using System,;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System.IO;

using UnityEngine.SceneManagement;

public class PlayerController : MonoBehaviour
{

[Header("Information")]

public float speed = 50f;

public float maxSpeed = 3;

public float jumpPow = 800f;

public float maxJumpPow = 200f;

[Header("Condition")]

public bool grounded = true;

public bool faceRight = true;

[Header("Heath")]

public int ourHealth;

public int maxHealth = 6;

private Rigidbody2D r2;

private Animator anim;

void Start()

{

r2 = gameObject.GetComponent<Rigidbody2D>();

anim = gameObject.GetComponent<Animator>();
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ourHealth = maxHealth;

b
void Update()

{
anim.SetBool("Grounded", grounded);
anim.SetFloat("Run", Mathf.Abs(r2.velocity.x));
if (Input.GetKeyDown(KeyCode.Space))
{
if (grounded)
{
FindObjectOfType<SoundManager>().Play("Jump");
grounded = false;

r2.AddForce(Vector2.up * jumpPow);

void FixedUpdate()
{

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

r2.AddForce((Vector2.right) * speed * horizontal);

if (r2.velocity.x > maxSpeed)

{

r2.velocity = new Vector2(maxSpeed, r2.velocity.y);
b
if (r2.velocity.x < -maxSpeed)
{

r2.velocity = new Vector2(-maxSpeed, r2.velocity.y);
b
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}

if (r2.velocity.y > maxJumpPow)

{

r2.velocity = new Vector2(r2.velocity.x, maxJumpPow);

}

if (r2.velocity.y < -maxJumpPow)

{

r2.velocity = new Vector2(r2.velocity.x, -maxJumpPow);

§
if (horizontal>0 && !faceRight)
{
Flip();
§
if (horizontal < 0 && faceRight)
{
Flip();
f
if (grounded)

{

r2.velocity = new Vector2(r2.velocity.x * 0.7f, r2.velocity.y);
}
if(ourHealth <= 0)

{
Death();

public void Flip()

{

faceRight = !faceRight;
Vector3 scale;

scale = transform.localScale;
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scale.x *=-1;
transform.localScale = scale;

}

public void Damage(int damage)

{
FindObjectOfType<SoundManager>().Play("Dead");
ourHealth -= damage;
gameObject.GetComponent<Animation>().Play("Player TakeDmg");

}
public void Death()

{
anim.SetBool("Dead", true);
StartCoroutine(DeadDelay());

i
[Enumerator DeadDelay()

{
yield return new WaitForSeconds(0.8f);
SceneManager.LLoadScene(SceneManager.GetActiveScene().buildIndex);

}
public void KnockBack(float KnockPow, float KnockTrend, Vector2 KnockDir)

{
r2.velocity = new Vector2(0, 0);
r2.AddForce(new Vector2(KnockDir.x * KnockTrend, KnockDir.y *
KnockPow));

}
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Amnimartii: [ToBauit HaOip aHiMarlii as Beix craHiB rpasilt: idle (6e3aisIpHICTE), run
(61r), jump (cTpubOK), attack (ataka meuem/kuHKaIOM), death (cmepTh). KepyBanus

aHIMAIlISIMH 31HCHIOEThCA Yyepe3 Animator Ta CTaH-MaIlIMHY aHIMaIlii.

Auto Live Link

ag Player

Transform

¢ Sprite Renderer

Puc.3.3.1

JumpAttack

Puc.3.3.2
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3.3.2. Irposi cynporuBauku (Enemies)

Boporu € xmouoBuM enemeHToM 00i0BOi cuctemu Ta quHamiku 2D mnaTdopmepa,

CTBOPIOIOYH BUKIIMKHA IJIA I'paBLA.

Opranizaiisa B Unity: ¥Yci Tunu BoporiB 30epiratoTbes y BUIIIsiAL ipedabiB y mamii

Prefabs Ta opranizoBani mij CriijibHUMH 00'€KTaMU-KOHTEHHEpaMH (HapUKiIaj,

Enemys) y cuieHax Jijist 3py4HOCT] yIIPaBIiHHS.

Tunu Ta XapakTepUCTUKH: Tepeadadae peanizalio KiIbKOX THIIIB BOPOTiB

(manmpukian, Enemyl, Enemy2, Enemy3), KoXeH 3 SIKUX Mae:

Pisens 310poB'sa (HP): Biacuuii nokasnuk HP, 3MeH1Iy€eThCsl TpH OTpUMaHHI1

ITOIIKOJKCHb.

[IBuakicTs pyxy: BrimnBae Ha CKIaAHICTh YXUJICHHS.

[[Ta6nonu arak: [HAMBIyaTbHI MEXAHIKH aTaK

[ToBeninka: Boporu MOXyTh MaTH pi3Hi MOJIEJ1 TTOBEIIHKHU.

ArpecuBHE TiepecililyBaHHs: AKTUBHE MEPECIIIyBaHHS TPaBLs MPU HOTo BUSBICHHI

B 30H1 BUIUMOCTI.

Amnimariii: Bei Boporu MaroTh BIIMOBIAHI aHIMAIIIT TSI pyXY, aTaKd, OTPUMaHHS

MOIIKOJI)KEHb Ta CMEPTI, 110 3a0e3Meuye Bi3yallbHUI 3BOPOTHUM 3B'S30K Ta

IHTErPAalliio0 3 IFPOBUM MPOIIECOM.

Any State

Enemy1_ldle

i

Enemy1_Attack

Puc.3.3.3. Enemyl

3mH.
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[Tapametpu uepe3 Scriptable Objects: [lapameTrpu Bopori (HP, nmomkomkenHs,

HIBUKICTh) MOXKYTh OyTH KOH]IrypoBaHi 3a jonoMororo Scriptable Objects. Lle

Any State

Entry

Any State

Entry

Enemy2_|dle

B

Enemy2_Walk

Enemy2_Attack

Puc.3.3.4. Enemy?2

Enemy 3_LeftAttack

Enemy3_|dle

i

Enemy3_RightAttack

Puc.3.3.5. Enemy3

JI03BOJISIE TU3aitHEpaM JIETKO CTBOPIOBATH HOBI BapiaHTH BOPOTiB 6€3 HE0OX1JHOCTI

3MIHIOBATH KOJI.
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Ckpuntu BoporiB (po3ramioBani B Assets/Scripts/EnemyScripts):

AttackConel.cs, AttackCone2.cs, AttackCone3.cs: Ckpurity, 1110 BiAIOBIIal0Th 32

30HU Ypa)KeHHs a00 TpUrepu aTak JJisl Pi3HUX TUIIIB BOPOTIB.

AttackConel.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;
public class AttackConel : MonoBehaviour
{
private Enemyl enemyAl;
public bool isLeft;
void Start()
{

enemyAl = gameObject. GetComponentInParent<Enemy1>();

void OnTriggerEnter2D(Collider2D col)

{
if (col.isTrigger == false && col.CompareTag("Player"))
{
if (isLeft)
{
enemyAl.Attack(true);

gameObject.SetActive(false);

b
if (lisLeft)
{
enemyAl.Attack(false);
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gameObject.SetActive(false);

AttackCone2.cs

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

using UnityEngine;

public class AttackCone2 : MonoBehaviour
{

private Enemy?2 enemyAl;

void Start()

{

enemyAl = gameObject.GetComponentInParent<Enemy2>();

b
void OnTriggerEnter2D(Collider2D col)

{
if (col.isTrigger == false && col.CompareTag("Player"))

{
enemyAl Attack();

gameObject.SetActive(false);
P

AttackCone3.cs

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

using UnityEngine;
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public class AttackCone3 : MonoBehaviour
{

private Enemy3 enemyAl;

public bool isLeft;

void Start()

{

enemyAl = gameObject. GetComponentInParent<Enemy3>();

b
void OnTriggerEnter2D(Collider2D col)

{
if(col.isTrigger == false && col.CompareTag("Player"))

{
if (isLeft)
{
enemyAl.Attack(true);
gameObject.SetActive(false);
}
if (lisLeft)
{
enemyAl.Attack(false);
gameObject.SetActive(false);
} } }}Enemyl.cs, Enemy?2.cs, Enemy3.cs: OCHOBHi CKpHUIITH, 1110
peani3yroTh 0a30BY JIOTIKY KOKHOTO THITY BOPOTa. ﬁMOBipHO, MICTSITh IIOCUJIAHHS Ha

BignosigHuii ckpunt Al (manpukian, EnemylAl).
Enemyl.cs

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

using UnityEngine;
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public class Enemyl : MonoBehaviour

{

private Animator anim;
[Header("Attack Trigger")]

public Collider2D enemyAttack;
public Collider2D enemyAttackR;
[Header("Cone")]

public GameObject conel;

public GameObject cone2;
[Header("Dead Effect")]

public GameObject enemyDeathEF;
private bool isLeftl;

public bool attacking = false;

public float delay = 0.7f, returnDelay = 0.7f;

public int Health = 100;

Vector3 scale;

void Start()

{
scale = transform.localScale;
scale.x *=-1;
transform.localScale = scale;
enemyAttack.enabled = false;

enemyAttackR.enabled = false;

anim = gameObject.GetComponent<Animator>();

}
void Update()

{
if (isLeft]l == true)
{

3mH.
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if (attacking)

{
if (delay > 0)
{

delay -= Time.deltaTime;

else

attacking = false;
enemyAttack.enabled = true;

StartCoroutine(DelayAtack());

b
anim.SetBool("Attack", attacking);

b
if (isLeftl == false)
{

if (attacking)

{
if (delay > 0)
{

delay -= Time.deltaTime;

}

else

{

attacking = false;

enemyAttackR.enabled = true;
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StartCoroutine(DelayAtack());

b
anim.SetBool("Attack", attacking);

b
if (Health <= 0)
{
FindObjectOfType<SoundManager>().Play("EnemyDie");
Destroy(gameObject);
GameObject clone = Instantiate(enemyDeathEF, transform.position,
transform.rotation);

Destroy(clone, 0.5%);

}

void Damage(int damage)

{
Health -= damage;
gameObject.GetComponent<Animation>().Play("Enemyl TakeDmg");

}
[Enumerator DelayAtack()

{
yield return new WaitForSeconds(0.2f);

enemyAttack.enabled = false;

enemyAttackR.enabled = false;

b
public void Attack(bool attackLeft)
{
if (attackLeft)
{
FindObjectOfType<SoundManager>().Play("Enemy1Attack");
APK.
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attacking = true;

delay = returnDelay;

1sLeft]l = true;

StartCoroutine(CountDown());

}

if ('attackLeft)

{

FindObjectOfType<SoundManager>().Play("Enemy1 Attack");

attacking = true;

delay = returnDelay;
isLeftl = false;

StartCoroutine(CountDown2());

IEnumerator CountDown()

yield return new WaitForSeconds(1f);

conel.SetActive(true);

}

[Enumerator CountDown2()

{

yield return new WaitForSeconds(1f);

cone2.SetActive(true);

Enemy2.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;
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public class Enemy2 : MonoBehaviour
{
private Animator anim;
private Rigidbody2D 12;
[Space(10)]
public GameObject target;
[Space(10)]
public Collider2D enemyAttack;
public GameObject cone;
public GameObject enemyDeathEF;
[Space(10)]
public float speed = 50f, maxSpeed = 3f;
public float delay = 0.2f, returnDelay = 0.2f;
public bool isTrigger;
public bool attacking = false;
Vector3 scale;
public int Health = 100;
void Start()
{
scale = transform.localScale;
anim = gameObject. GetComponent<Animator>();
r2 = gameObject.GetComponent<Rigidbody2D>();

enemyAttack.enabled = false;

void Update()

{
anim.SetFloat("Walk", Mathf.Abs(r2.velocity.x));

if (attacking)
{
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anim.SetBool("Attack", true);

if (delay > 0)
{
delay -= Time.deltaTime;
b
else
{

attacking = false;
enemyAttack.enabled = true;
StartCoroutine(DelayAtack());

!
StartCoroutine(CountDown());

b
void FixedUpdate()

{

r2.velocity = new Vector2(r2.velocity.x * 0.9f, r2.velocity.y);

if (target.transform.position.x < gameObject.transform.position.x)

{
if (isTrigger == true)
{
r2.AddForce((Vector2.right) * -speed);
b
scale.x = -1;

transform.localScale = scale;

}

else

{
if (isTrigger == true)
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r2.AddForce((Vector2.right) * speed);
b

scale.x = 1;

transform.localScale = scale;

b
if (r2.velocity.x > maxSpeed)
{
r2.velocity = new Vector2(maxSpeed, r2.velocity.y);
}
if (r2.velocity.x < -maxSpeed)
{

r2.velocity = new Vector2(-maxSpeed, r2.velocity.y);

if (Health <= 0)
{
FindObjectOfType<SoundManager>().Play("EnemyDie");
Destroy(gameObject);
GameObject clone = Instantiate(enemyDeathEF, transform.position,
transform.rotation);

Destroy(clone, 0.5f);

}

void Damage(int damage)

{
Health -= damage;

gameObject.GetComponent<Animation>().Play("Enemy2 TakeDmg");

}
[Enumerator DelayAtack()
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yield return new WaitForSeconds(0.1f);
enemyAttack.enabled = false;

yield return new WaitForSeconds(0.4f);
anim.SetBool("Attack", false);

}

IEnumerator CountDown()

{
yield return new WaitForSeconds(1f);
cone.SetActive(true);

b
public void Attack()

{
attacking = true;

FindObjectOfType<SoundManager>().Play("Enemy2Attack");

}

Enemya3.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Enemy3 : MonoBehaviour

{

private Animator anim;

private bool isLeftl;

[Header("Enemy Trigger")]
public Collider2D enemyAttack;
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public Collider2D enemyAttackR;

[Header("Cone")]

public GameObject conel;

public GameObject cone2;

[Space(10)]
public GameObject enemyDeathEF;

public bool attacking = false;

public float delay = 0.6f;

public float returnDelay = 0.6f;
public int Health = 100;
void Start()

{

enemyAttack.enabled = false;
enemyAttackR.enabled = false;

anim = gameObject.GetComponent<Animator>();

void Update()

{

if (isLeftl == true)
{
if (attacking)
{
if (delay > 0)
{

delay -= Time.deltaTime;

}

else
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attacking = false;
enemyAttack.enabled = true;

StartCoroutine(DelayAtack());

b
anim.SetBool("LeftAttack", attacking);

b
if (isLeftl == false)
{
if (attacking)
{
if (delay > 0)
{

delay -= Time.deltaTime;

}

else

{

attacking = false;

enemyAttackR.enabled = true;
StartCoroutine(DelayAtack());

b
anim.SetBool("RightAttack", attacking);

f
if (Health <= 0)

{
FindObjectOfType<SoundManager>().Play("EnemyDie");

Destroy(gameObject);
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GameObject clone = Instantiate(enemyDeathEF, transform.position,
transform.rotation);

Destroy(clone, 0.5f);

}

void Damage(int damage)

{
Health -= damage;
gameObject.GetComponent<Animation>().Play("Enemy3 TakeDmg");

}
[Enumerator DelayAtack()

{
yield return new WaitForSeconds(0.1f);
enemyAttack.enabled = false;
enemyAttackR.enabled = false;

}
public void Attack(bool attackLeft)

{
if (attackLeft)

{
FindObjectOfType<SoundManager>().Play("Enemy3 Attack");
attacking = true;
delay = returnDelay;
1sLeft]l = true;
StartCoroutine(CountDown());

b
if (lattackLeft)

{
FindObjectOfType<SoundManager>().Play("Enemy3 Attack");

attacking = true;
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delay = returnDelay;
isLeft] = false;
StartCoroutine(CountDown2());

}

[Enumerator CountDown()

{
yield return new WaitForSeconds(1f);

conel.SetActive(true);

}

[Enumerator CountDown2()

{
yield return new WaitForSeconds(1f);

cone2.SetActive(true);

Enemy1Al.cs: Peanizye noriky mTy4HOTo 1HTENEKTY Juisl Bopora tuimy Enemyl

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class EnemyAttack : MonoBehaviour
{
public int dmg = 2;
private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.isTrigger != true && collision.CompareTag("Player"))
{
collision.SendMessageUpwards("Damage", dmg);
}
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i

Range2.cs: Ckpunt, noB'si3aHuii 3 BA3HAYEHHSIM 30HU BUSIBJICHHS /111 BOPOTIB.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Range2 : MonoBehaviour
{

private Enemy?2 enemyAl;

void Start()

{

enemyAl = gameObject.GetComponentInParent<Enemy2>();

void OnTriggerEnter2D(Collider2D col)

{
if (col.isTrigger == false && col.CompareTag("Player"))
{
enemyAlisTrigger = true;
b
}
private void OnTriggerExit2D(Collider2D col)
{
if (col.isTrigger == false && col.CompareTag("Player"))
{
enemyAl.isTrigger = false;
P

KommnekcHa po3poOka rpasiis Ta pi3HOMaHITHUX CYITPOTUBHUKIB 3a0e31euye

JTMHAMIYHY Ta 3aXOIUTIOI0Uy 00MOBY CHCTEMY, 1110 € OCHOBOIO I'POBOIO MPOILIECY.
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BUCHOBKU

VY pamMkax nanoi po6otu Oys0 yCIIIHO po3pobiieHo QYHKIIOHATRHUM MpoToTHN 2D
wiatgopmepa Ha irpoBoMy pymrii Unity 3 muHaMigHOIO OOHOBOIO CHCTEMOIO Ta
iHTepdeiicoM, BUKOHAHUMU y Bi3yalIbHIN CTUIICTHUII XKaHpY "poranuk". JlocsrHeHHs
Il€1 METH CTAJI0 MOXKJIMBHUM 3aBJISIKH TIOCIIJOBHOMY aHai3y BUMOT, IPOTYMaHOMY

apXITEKTYpPHOMY MPOEKTYBAHHIO Ta PETENIbHIN peati3aliii.

Ha nepmomy etani ananizy BuMor (Po3min 2.1) 6yso 4iTko chopMyJIbOBaHO SIK
(GyHKU10HATIBHI (KEpyBaHHS I'PaBLEM, CUCTEMH OJIM>KHBOTO Ta JUCTAHUIMHOTO 0010,
MeXaHiKa BOPOTiB, CUCTEMA 370POB'sl, IrpOBUI Mporpec, 301p 00'€KTIB Ta
inTepaktuBHuM Ul), Tak 1 HeyHKIIIOHATBbHI BUMOTH (TIPOAYKTHUBHICTb,
MaciITabOBaHICTh, CYMICHICTh, €CTETUYHA y3TO/IKEHICTh, HAIHHICTh Ta Oe3neka). 11
BUMOTH CTaJId OCHOBOIIOJIOKHUMH JJIsl BCIX MOJANBIINUX €TAIB PO3POOKH,
rapaHTylo4H, 1110 KIHIIEBUH POYKT BIMOBIIAE MOCTABIEHUM KPUTEPISIM SKOCTI Ta

(yHKL10HATBHOCTI.

ApxiTtektypa npoekty (Po3ain 2.2) Oyna nodyaoBaHa Ha NPUHLMIAX MOAYJIBHOCTI,
THKATCYJISAIIi Ta MOA1€BO-OPIEHTOBAHOTO Miixoy. Lle 103BOMuI0 CTBOPUTH THYUKY
Ta PO3IIMPIOBAHY CTPYKTYPY, /1€ KOKEH IrPOBUII KOMIOHEHT (Tpaselb, Bopor, Ul,
KEpyBaHHS PIBHEM) € OKPEMHUM MOJTIYJIEM 31 CBOEIO BiIMOBIIATBHICTIO.
BukopuctanHs Takux KOMIOHEHTIB, sk Rigidbody2D, Animator, Tilemap ta UGUI,

3abe3mneunsio eeKTUBHY peatizailito Ppi3uku, aHiMarlli Ta inrepdeicy.

VY po3aini "Peanizarisn” (Po3ain 3) Oyio geTanbHO OMUCAHO MPAKTUYHI ACTIEKTH
po3poOku. JlemorcTpoBana ctpykrypa. (Po3ain 3.1) Bimobpaxae noriuny
opraizaiito pecypciB B Unity, 110 crpusie 3py4HocTi poooTu. OKpeMo po3rIIsiHyTI
irpoBi criienu (Poznin 3.2), Bxmrouaroun "Mento", "Tyropian", "Piens1", "PiBenp2"
ta "TiTpu", KO’KHA 3 IKMX BUKOHY€E CBOIO YHIKAJIbHY POJIb y MOCI1IOBHOCTI IFPOBOTO
nporiecy. OcoOnuBy yBary 0yJo OpHUAUICHO KIFOYOBUM IrpoBUM 00'ekTaMm — ["paBiito
ta CynmporuBHukam (Po3nin 3.3). byna onmcana ixus opranizaiis (nmpegabdn),

easizalis GI3UKM Ta pyxy, CUCTeMa 3/1I0pOB's, 00HOB1 MeXaHIkU (OJMKHIN 011
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MEYeM Ta IUCTaHIIIHA aTaKa KWHKAJIAMH ), aHIMAaIlii Ta BIAMOBIIHI CKPHUIITH
(PlayerController.cs, Enemy1Al.cs Tomo). Bukopuctanns Scriptable Objects mms
KOH(irypallii mapameTpiB BOPOTiB 3HAYHO CIIPOCTHIIO TIpoIiec OalaHCYyBaHHS Ta

JAoAaBaHHA HOBOI'O KOHTCHTY.

Jlu3zaiia kopuctyBarbkoro iHTepdeiicy (Po3ain 2.5) iHTerpoBanuii y 3araibHy
€CTeTUKY "poraiuka" Ta MmKcelb-apTy, 3a0e3Meuyroun JiTke BiqoopakenHs HP-
0apiB, KUIBKOCTI CHaps/IIB Ta 1HIIUX ITPOBUX IT1JIKa30K. IHTepdeiic € IHTYITHBHO

3pO3yMLITUM, IO CTIPHUSIE 3aHYPEHHIO TPaBIIS.

TakuM 4MHOM, Y X0/l BUKOHAHHS pOOOTH OYJI0 TOCATHYTO NOCTABIEHOI OCHOBHOL
3aJa4l — CTBOPEHO (pyHKIIOHAIBbHUHN TipoToTun 2D mnardopmepa, ssKuii AEMOHCTpPYE
peanizoBaHl MEXaHIKH Ta BIJINOBI/Ia€ BU3HAYUEHUM BUMoram. [IporpaMuuii mpoykT €
HAOYHUM MPUKIIAJOM 3aCTOCYBAHHS Cy4aCHUX MIIXOIB A0 PO3POOKH Irop, TAKUX 5K
MOJ1yJIbHA apXITEKTypa Ta MOAIEBO-OPIEHTOBAHE NMPOTrPaMyBaHHs, 1110 3a0e3neuye

H0r0 moJIajblly PO3MIMPIOBAHICTh TA MIATPUMKY.
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CameraFollow.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class CameraFollow : MonoBehaviour

{
[Header("Smooth Camera")]

public float smoothtimeX;

public float smoothtimeY;

[Header("Min-Max POS")]
public Vector2 minPos;
public Vector2 maxPos;
[Space(10)]

public bool bound;

[Header("Target")]
public GameObject player;

private PlayerController control;

private Vector2 velocity;

void Start()

{
player = GameObject.FindGameObjectWithTag("Player");

control = player.GetComponent<PlayerController>();

void LateUpdate()
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