JlaGopaTopna pooora N210
OcHoBu poOoTH 3i 3BykoBuMH eekTamu B Unity

Mema: o3HAaOMUTHCS 3 OCHOBaMU poOoTH 31 3BykoM y Unity, HaBUUTHUCS
J0JJaBaTH Ta HAJAIITOBYBATH 3BYKOBI e(DeKTH /s IEpCOHa)xa, KHOMOK iHTepdericy
Ta MEHIO HaJIaIITYBaHb 3BYKY.

Cnucok pekomeHoo08aHux 0scepen:

» CaiT ISt MOIIYKY TIEPCOHAXIB Ta aHiMaltii: https://www.mixamo.com/

¢ Jloxymenrarist Unity 3D:
https://docs.unity3d.com/2019.4/Documentation/Manual/class-AudioSource.html

3mict PoooTH

3aeoanna 1: CTBOPUTH MEHIO, TNPU HABEJACHHI Ha €JIEMEHTHU SKOTO
BiJITBOPIOETHCS 3BYK.

1.1 CrBoputu MeHIO Ta J0aaTu Ha HbOro MiHIMyM 3 kHomkH (Play, Settings,
Exit).

1.2 JlogaTu Ha KHOIIKHM 1HTEPAKTUB (3MiHA KOJHOPY KHOITKW IPH HaBEJCHHI i
T.IL.).

1.3 Jlonatu Ha KOKHY KHONKY KOMIIOHEHT Audio Source Ta 3anporpamyBaTH
BIJITBOPEHHS 3BYKY IPU HaBEJCHHI Ha KHOTIKY.

3aeoanns 2: HamamtyBaHHS PiBHS T'yYHOCTI.
* CrBoputH Apyry maHenb ab0 OKpeMy CIEHY, SKa 3'IBISTHMETHCS TpU
HAaTHUCKaHHI Ha KHOMKY “Settings”.
« Jlomatu B wmeHio "Settings" HamamTyBaHHS pIBHS TY4YHOCTI 3BYKY
HaBEJICHHS Ha KHOINKH, Ta 3p0OUTH TaK, 11100 piBeHb I'y4HOCTI OyB Bia 0 10
100.

3asoannsa 3: CTBOPUTH 3BYK JUIsI aHIMAIIli IIary mepcoHaxa.
3.1 CTBOpUTH HOBY CIICHY, Ha Ky Oy/ie epeXO0IUTH MPU HATUCKAHHI KHOTIKU
“Play”.
3.2 Nonmatu B mpoekT manky "Character" Ta HanmamTyBaTu nepcoHaxka, abo
J0JIATH BJIACHOTO TIEPCOHA)KA Ta HANAIITYBAaTH 00 BiH BUKOHYBaB XOJb0Y,
CIIOKIMHUHU OIT, Ta IIBUIKHAH OIr.

[Tocunanus Ha manky "Character":

https://drive.google.com/drive/folders/1rQ7CN_z4S-
VtOPSXEG6TOpPeBJODJIVYp

3.3 HanamyBaTu nepcoHaka Ta 10AaTH 3BYK Ha aHIMaIlil0 KPOKIB.

MeToau4Hi pekoMeHaamii

3aeoanns 1:

CrioyaTtky MU CTBOPIOEMO MEHIO Ta manky MenuScene B sikiii Mu Oyzemo 30epiratu
BCi CKpUIITH, 3BYKH, TIpedadbu, MaTepianu, Ta 300paxeHHs, siKki € Ha ciieHi “Menu”. Jlns Beix
eJIeMEHTIB poOuMO okpemy nanky (puc.l.1).


https://www.mixamo.com/
https://docs.unity3d.com/2019.4/Documentation/Manual/class-AudioSource.html
https://drive.google.com/drive/folders/1rQ7CN_z4S-Vft0P8XE6T0pPeBJODJVYp
https://drive.google.com/drive/folders/1rQ7CN_z4S-Vft0P8XE6T0pPeBJODJVYp

[Tpuxnan:

JUISL 3BYKIB — SOUICe
VTS CKPHIITIB — SCripts
1T.I.

)

Puc.1.1. CTBOpeHHs MeHIO 6€3 IHTEepaKTUBHUX €JIEMEHTIB Ta 3BYKIB.
Tenep xonu Oyn0 BU3HAUCHO AU3aH MEHIO, POOUMO HOMY IHTEPAKTUB, a CaMe 3MiHA
KOJILOPY KHOIIKH TIpH HaBeIeHH1. /{715 Toro mo0 KHOIKa 3MiHOBaJ1a KOJIip IIPH HaBEACHHI,

MIHS€MO KoJIip Ha Tpoxu TeMHimuil y ctpiuni Highlighted Color (puc.1.2).
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Puc.1.2. TlapameTp 3MiHU KOJIBOPY MPHU HaBEJCHHI HA KHOTIKY

[Ticna nanamryBanusa Highlighted Color mae Buiitu Takuii pe3ynstat (puc.1.3).



Puc.1.3 HanamroBaHi KHOIKA

Tenep nogamo a0 nanku "Source" 3BYK, sikuid Oy/ie BIATBOPIOBATHUCS IIPU HABEICHHI
Kypcopy Mumik#. (puc.1.4).
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Puc.1.4 Jogaemo 3ByKk 10 manku “Source”

Tenep mo1aMo 10 KOXKHOI KHOIMKK KOMITOHEHT “‘AudioSource” Ta mepeTsrHemMo 3ByK
y 1eil KOMITOHEHT B cTpiuky “Audio Resource” (puc.1.5).
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Puc.1.5 Ileperaryemo Ham 3ByK y koMnoHeHT “AudioSource” B ctpiuky “Audio Resource”

Tenep noTpiOHO 3pOOUTH CKPUNT, SIKUM Oyje pearyBaTu Mpy HaBEICHHI Ha KHOIIKY,
Ha sIKif BiH Oy/ie 3HaXOUTHCS, TOMY ITUIIEMO TaKUi CKPUIIT:

Jlictunr SourceControllerMenu;

using UnityEngine;
using UnityEngine.EventSystens;
using UnityEngine.UI;

public class SourceControllerMenu : MonoBehaviour, IPointerEnterHandler //pomaemo
cnapgkyBaHHga IPointerEnterHandler

private AudioSource soundHovering; // 06'saBngemo 3MiHHYy fdKka 6yae 36epiraTy Hauw
AudioSource KOMMNOHEHT

private void Awake()
{
soundHovering = GetComponent<AudioSource>(); //NpuBNaCcHWEMO KOMMOHEHT
AudioSource Hawiint 3miHiii
soundHovering.mute = true; //Bknw4yaemo mute And 3BYyKa W06 YHUKHYTU BiATBOpeHHH
npu 3anycky rpu

public void OnPointerEnter(PointerEventData button) // nigknw4yaemo meTon
OnPointerEnter akuil nMpaule NpyM HaBedeHi Ha eneMeHT Ha SKOMY CKpUNT

{
soundHovering.mute = false; //BumMukaemo myT
soundHovering.Play(); // BinTBOpwEeMO 3BYK

[Ticns HanMcaHHS CKPHUNTA, HOTO MOTPIOHO JOIATH 10 KOMIIOHEHTIB KHOTIOK
(puc.1.6).
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Puc.1.6 Jlonaemo CKpUIT A0 KOMIIOHEHTIB KHOIIKA

3aeoanns 2:

CtBOpUMO ApyTy MaHEeNb, SKa Oy/ie BIAMOBIAATH 3a HAaJAIITyBaHHS PIBHIO TYYHOCTI
3ByKy. [Ipu HaBeneHHI Ha Hel AogaemMo KHOMKY “back” Ta nogaemo enement Slider
(Puc.2.1). Iicns uporo Hanamryemo Slider, abu BiH MaB Taki mapaMeTpH:

Min Value: 0

Max Value: 100

Value: 100
Ile 6yne piBeHb rydHocTi 3Byky (Puc.2.2).
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Puc.2.2 HanamryBanns Slider

Tenep moTpiOHO 3p0OHUTH TaK, OO T'YYHICTh 3MIHIOBAJIACh B 3aJICKHOCTI BiJl HAIIIOTO
cnaitnepy. l1{o6 e peanizyBaTu, notpidHo migkmountu ckpunT SourceControllerMenu o
uporo crnaiaepa. Ckpunt OyJie BUTIISIIATH TakK:

Jlictunr SourceControllerMenu:

using UnityEngine;
using UnityEngine.EventSystenms;
using UnityEngine.UI;

public class SourceControllerMenu : MonoBehaviour, IPointerEnterHandler //BMmukaemo
cnapgkyBaHHa IPointerEnterHandler

private AudioSource soundHovering; // 06'saBndemMo 3MiHHY fKa 6ype 36epiraTu Haw
AudioSource KOMMNOHEHT



[SerializeField] private Slider soundVolume; //06'aBngemo 3MiHHYy Ana cnaiigepy

private void Awake()
{
soundHovering = GetComponent<AudioSource>(); //NpuBNACHIEMO KOMMOHEHT
AudioSource Hawiin 3miHiii
soundHovering.mute = true; //Bknwyaemo mute Ang 3ByKa W06 YHUKHYTU BiATBOPEHHS
npu 3anycky rpu

private void LateUpdate()
{

soundHovering.volume = soundVolume.value /100; // piBenb wymy = (Value
KOMMoHeHTa cnaingep /100)

}

public void OnPointerEnter(PointerEventData button) // nigknwyaemo meTop
OnPointerEnter dkuit npauwe npu HaBegeHi Ha enemMeHT Ha AKOMY CKpuNT

{
soundHovering.mute = false; //BuMukaemo myTt
soundHovering.Play(); // BinTBopwemMo 3ByK

Tenep moTpiGHO 10 KOKHOT KHOTKH B 3MiHHY soundVolume monmatu Slider (Puc.2.3).
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Puc.2.3 logaemo Slider y soundVolume

3aeoanns 3:
B mammi Scene nepetimenyiimo SimpleScene Ha MenuScene, Ta CTBOPIOEMO HOBY
cueny GamePlay (Puc.3.1).



Puc.3.1 [Ipuxnan cuen

Temep ctBopuMo HOBUI ckpunT B mamii Assets/MenuScene/Script Ta Ha3BeMO Horo
“LoadSceneScript” (Puc.3.2):

ene > Scripts

Puc.3.2 Ilpuknan CTBOPEHHOTO CKPUNTY

Jlictunr LoadSceneScript:

using UnityEngine;
using UnityEngine.SceneManagement; //popaevMo 6i6nioTeKy KepyBaHHA cCLeHamu

public class LoadSceneScript : MonoBehaviour
{

public void SceneLoad(Object scene) //06 aBngemo dgyHKUil AKa npuilMae 06'eKT a came
Hawy cueHy

SceneManager.LoadScene(scene.name); // 3arpyka€emMo Hawy CLeHY

Tenep et CkpunT NOTPIOHO MEPETATHYTH HA KHOMIKY Play Ta npucBoiTé GyHKIIi10
KHOIIII1, a0W MPU HATUCKaHH1 BiATBOproBanachk 11 pynkiis (Puc.3.3).
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Puc.3.3 IlpucBoenns ¢ynkuii kHomi Play
ITepexogumo Ha cueny GamePlay, crBoproemo Plane. Ile Oynme mmomuHa, mo sKiid
Oyae XOIUTH Halll epCoHaX, ToMy Scale cTaBuMo sikoMora OibIie, KOOPAUHATH CTAaBUMO
o BciM ocsim 0 (Puc.3.4).
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Puc.3.4 Ilpuxnan nanamryBaHHs Plane

Tenep ctBopumo nanky “GamePlayScene”, B 1110 manky 3aBaHTaXUMO TMaIKy
Character Ta nepenecemo ii y npoekt (Puc.3.5).
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Puc.3.5 Ilepenecenns Character

Tenep B mamtii Character>Prefabs € npedab namoro nepconaxa. Moro norpiono
MEPETSITHYTH HA CIIEHY Ta BUIAIUTH 00’ ekT Main Camera 31 crieHH, o0 3auimiacs
Tineku PlayerCamera (Puc.3.6).




Puc.3.6 logaBanus npedaby nepcoHaxa Ha CIEHY

Tenep 3amycTUTH rpy Ta NEPEBIpUTH, OO MEpCOHAX BUKOHYBAB pyX Ta Oir, Ta
MIEPEeBIPUTH B1ICYTHICTh TTIOMUJIOK.
[IpumiTka:

Axmo By He Bunanuian MainCamera, Oye Taka mommuiika (puc 3.7).

Puc.3.7 [Ipuxknan noMuiIku
Tenep moTpiOHO HANAIITYBATH 3BYK KPOKIB JJII HAIIIOTO MEPCOHAXKA.

[[lo6 ue 3pobutu, Ham moTpiOHO cTBOoputH B 00'ekTi “Player > Ch38 Shoes”
nouipHiil 06’exT Audio Source(Puc.3.8).



Puc.3.8 CtBopenns “Audio Source”

B onmHomy 13 ckpuntiB (QyHKIO, ska Oyae mporpaBaTHCs, KOJU TMEpPCOHax Oyne
JOXOAUTH JO BCTAHOBJICHOTO KaJpy B aHiMailii, Tomy ctBoproemo B Character>Scripts
ckpunt “SoundController”(Puc.3.9).

Puc.3.9 CtBopenns ckpunty SoundController

Jlictuar SoundController:
using UnityEngine;

public class SoundController : MonoBehaviour
{

private AudioSource audiosource; //o6'sBnsemo 3MiHHy audiosource

private void Start()
{
audiosource = GameObject.Find("AudioSource").GetComponent<AudioSource>(); //
npuenacHiwemo AudioSource 3HailpeHuil B 06'ekTi 3 Ha3Bow AudioSource

public void StepAudio()
{

}

audiosource.Play(); //BinTBOplEM 3BYK

Tenep ckpunt SoundController nonaemo B komnoneHTH 06’exta Player(Puc.3.10).
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Puc. 3.10. Jlomaemo ckpunt 10 nepcoHaxa

Ham notpioHo mepeiitu no AudioSource Ta momatu cam 3BYK. i 3ByKy B mariii
“Character” cTBOproeMO OKpeMy Marky “Source” Ta 1oaaeMo cBiid 3Byk KpokiB (Puc.3.11).

[Tpumitka: 3Byk Mae OyTH KOPOTKUM Ta IPHU 3aIyCKY OJpa3y MPOrpaBaTUCs, TUIL B
1IbOMY 3BYIIl HE Ma€ OyTH, TAKOX B 3BYIll Ma€ OYTHU JIUIIIE OJIUH KPOK.

[Ticns nonaBaHHA 3BYKY npubOupaemo B napamerpax Audio Source Ha nmyHKT Play on
Awake ranouky (Puc.3.12).
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Puc.3.11 /lonaBaHHs 3ByKYy

VY BHUCHOBKY Bce Mae Burisigatu Tak(Puc.3.12):
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Puc.3.12 Ilpuknan nanamrysanas Audio Source
Jani noTpiOHO miAB’A3aTH Hally QYHKIIIO 0 KaapiB aHiMallii. BiakpuBaemMo BiKHO

Animation (Window > Animation > Animation) Ta Ha ClieH1 HaTUCKaeMmo Ha Player
(Puc.3.13).
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Puc.3.13 Bigkpute BikHO aHIMaIIii

Tenep B Animation nmoTpi6HO 06partu animairo 3amicts Idle, a came run_fwd
(Puc.3.14).
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Puc.3.14 eMOHs[ BUOOpY aHiMai

Jlani motpi6HO 0OpaTH KaJpH, Jie MEPCOHAX CTABUTh HOT'Y Ha IUIONTUHY Ta IOAaTH J0
Hporo Event. Jlam B Event o6patu SoundController > Methods > StepAudio() (Puc.3.15).

[IpumiTka: AKIIo 1M1 yac BUOOPY KaJApy aHIMAIIii IEPCOHAXK MePEMICTHTHCS KYIUChH,
TO JOCTaTHHO 00paTH OYab-IKHHA €IEMEHT OKpIM KaMepH Ta Ha HbOMY HATUCHYTH F.
Kypcop B 1ieit MOMEHT Mae OyTH HaBEeIEHUI Ha CLIEHY.
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Puc.3.15 Jlemoncrpauist HanamTyBanHs Event

Po6umo Tex came ana npyroi Horu (Puc.3.16).
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Puc.3.16 HanamryBanus Event

Tenep nepeBipsieMo BIATBOPEHHS 3BYKY Mpu Oiry nepconaxa. Jlam nogaemo Event B
animarito jog_fwd ta sprint_fwd (Puc.3.17 ta Puc.3.18).

OckUIbKY TIEpCOHAXK 3 aaNTUBHOO aHiMaliero, aa walk fwd, Event e nomaemo
TOMY, III0 BUWJIE YOJIFOBAaHHS 3BYKY Ta BiITBOPECHHS €XO.
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Puc.3.17 Ilpuknan HanamroaHoro sprint_fwd
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Puc.3.18 [lpukian nanamroBaHoro jog fwd

KoHTpo/ibHI NMTaHHA:

1. II{o Take Sound Source?

2. Jlist woro motpidben Sound Source?
3. o Take Event Ta sk BiH mpaioe?



