IIpakTuuna podora Nel

CrBopenHns rpu y :xkanpi 2D Ilnatpopmep
Mema: nabytn HaBHYOK poOoTH B Unite , HaBYMTHCS CTBOPIOBATH CIICHU
s 2D nnatgopmepy.
Jlimepamypa
Painting on Tilemaps. https://docs.unity3d.com/Manual/Tilemap-Painting.html
Tilemap. https://docs.unity3d.com/Manual/class-Tilemap.html

3micT podoTn

/lna cmeopennsa pieHie MOMCHA CKOPUCHMAMUCA 61ACHOPYY CHIBOPEHUMU
icposumu aKkmueamu, a MAKOHC MONCHA BUKOPUCMOBY8amU 0Oe3KOUImOBHI
accemu, wi0 HA0amMs PizHi naamgpopmu.

3asoanns 1. O3HaOMUTHCA 3 CEPEOBUIIIEM PO3POOKHU:
- OCHOBHHMMH BKJIQJKaMH PEAAKTOPA;
- OCHOBHMMH KOMIIOHCHTAMH.

3asoannsa 2. Po3poOka xonmeniyi. [lepm Hix po3modynHaTH PO3POOKY,
BOXJIMBO YITKO BHU3HAYUTH KOHIENIi0 rpu. Ski piBHI Oyayte y 1pi? Sxi
MEPEIIKOIA T2 BOPOTH Ha HUX 3YCTPIYaTUMYThCS?

3asoanns 3. llpoekTyBaHHS PIBHIB I'PH:

- JUIs CTBOPCHHS PiBHIB BUKOpHcTaTH Tileset;

- BCTAaHOBUTHU (DOHOBE 300pAKEHHS;

3aeoannsn 4. IIporpamyBaHHs.

— JIOJaTH Ha CIEHU JOAATKOB1 00’ €KTH (CTaTUYHI 1 IMHAMIYHI1);

— nonatu 00’€KT, SIKHM KEPYEThCS 3a JOTMOMOTO0 KIIABIII YIPaBIiHHS
KypcopoMm;
— 3pOOUTH TIepexi MiXkK CIIEHAMHU.

3aeoanna 5. TecTyBaHHS Ta HAJIArOI KEHHS.

— [Ticns Toro, sk Oyle CTBOPEHO OCHOBHI €JIEMEHTH TpU, MOTPIOHO
peTenbHO mpoTecTyBatH ii. [lepeBipre, K mpaitoe KepyBaHHs, Y1 HEMA€E TTOMUIIOK
Ta Oaria.

- [Topocith npy3iB ab0 3HAOMUX MOrPaTH y Bally TPy Ta MOAUTUTUCS
cBo€ro nymkor. lle momomoske BUSBUTH CJIaOKi MICILSI Ta MOKPAUIUTH 1TPOBUI
nporiec.



MeToauuHi pekoMeHaaLil
[ToxpokoBuit onuc cTBOpeHHs enemeHnTapHoro [lnardopmepy:

1) Y Unity Hub notpi6HO Bo¥iTH 70 cBoro akayHty Unity abo CTBOpUTH
HOBHU, SIKIIIO Yy BAaC MOro0 1€ HEMAE.

2)  Harucuith kHOnKy "New" Ta 00epith 2D mpoekt. Y BiKHI 3alIOBHUTH
TIOJIS Ha3BU MPOEKTY U po3TanryBaHHs. [1icias 4oro BiIKpUETHCS BIKHO pelakTopa

(puc. 1.).

Unity Hub 3.11.0

New project
Editor Version: 6000.0.36f1  Lts

All templates

Core
Universal 2D .
Core Universal 2D
Sample . This is an empty project configured for 2D

apps. It uses Unity’s Universal Render

Learning Pipeline pre-configured with 2D Renderer.

Universal 3D
Core i Read more

High Definition 3D

Core )
Project name

My project

Universal 3D sample
Sample Location
C:\Users\Gala

High Definition 3D sample Unity Organization
Sample pzs_mgv

. Connect to Unity Cloud
3D Mobile !

Cancel Create project

Pucynok 1. - CTBOpeHHSI HOBOTO NPOEKTY
OcHOBHUMU BKIAOKAMU PeOaKmopd €.
— lepapxis 00’€KTiB Ha CIIEHI;
— Crena a0bo0 TOJI0BHE BIKHO;
— IHcnekTop 00’€KTIB;
— IHcnexTop npedabdiB 1 pecypciB.
lepapxis 06 ’exmis Ha cyeHi - 1€ CIUCOK YCiX 00’ €KTIB HA TOTOYHOMY PiBHI.

Iucnexmop 06’exmis TIOKa3ye€ KOMIIOHGHTH Ta BIIACTUBOCTI 00’€KTa, KU
BUJIIJICHUH HA TaHUK MOMEHT (MOJIeNl, TEKCTypH, Tipedadn).

3)  Bikuo pemakropy (puc.2).



@? Lab_1 - SampleScene - Windows, Mac, Linux - Unity & (6000.0.36f1) <DX11= — O *

File Edit Assets GameObject Component Services Jobs Window Help

PucyHok 2. - BikHO pegakTopy

4)  Tlepen moyaTKOM CTBOPEHHS TPH HEOOXITHO MirOTYBATH CBill MPOEKT
1 cueny. Y Bkianui Project (IIpoekt) cTBopiTh manku: Scenes, Sprites, Scriptes. Li
narnku OyayTh CTBOPEHI B Mamili Assets Bamoro mpoexTy.

[Tarka Assets - 1e Micue, Je 30epira€ThCsi BCe, 10 JOJAETHCS Y BKIAIKY
Project. Bona mosxxe OyTH HEBHUAMMOIO, 3aJI€KHO BiJl BUOPAHOI PO3MITKH BKJIAJKU
(omHa ab0 IBI KOJIOHKH), aje BH 3MOJXKETe ii MoOauynuTH, BIIAKPUBIIHM JOMATOK JJIS
eKCIIOPTY (haiisiB.

Accemu npoexmy. AcCeTH — 1€ KOMIIOHCHTH, SKi SIBJSIFOTH COOOIO0 BXKE
rOTOBE DIIICHHS, CTBOPEHE BaMHU 4YM IHIIUMU JroAbMU. Lle mMoxe Oytu rpadixa,
MO/IeJll, 3BYKH, CKPUITH a00 TUIariHu.

Cyena MICTUTB ITPOBHI piBeHb a00 MeHI0. ClieHH NOBHHHI OyTH 30epexeH1
BpPYUHY.

Sprites - 2D rpadiuni 00'€KTH - 1ie, IO CYTI, JHIIE CTAHAAPTHI TEKCTYPH, ajie
ICHYIOTh CIIE€LIaJIbHI METOJU JUIsl 00'€JTHAHHS Ta KEPYBaHHS TEKCTypaMH CHPAUTY
JUTsl €PEKTUBHOCTI Ta 3pYYHOCTI MiJ] 4ac PO3POOKH.

Bech ko 3HaxonuThes y mariii ScripteS — 11e eKBiBaJeHT KOPEHEBOI Manku B
C# nipoexri.

JInst cTBOpEHHS Ak BUKOHAWTE HACTYIHI Jil: Assets -> Create -> Folder -
>1M’sl TATKH.

5) Jo manku Sprites iMmopTyiTe NOTPiOHI 300pakeHHS, Kpaile Y
dbopmarti png:



L7 JrLi

Open

Sprite (ir

ce Input Te

8x1205 (MPOT)IRGEBAS sRGE

AssetBundle MNone

6)  [yig 3amoBHEHHS CIIEHHM HEOOXiTHO CTBOPHUTH IMOPOXKHI 00’exkTu. B
Unity mopokHiii 00'€éKT MO»XHa BHUKOPHUCTOBYBAaTHM B SIKOCTI MamKd ISl 1HIIMX
IrpoBUX 00'€KTIB, KyJI1 B IOJAJBIIOMY HEOOX1IHO OyJie IMIOPTYBAaTH 300paskeHHS
3 IM'sIM TTOTP10H1 300pakeHHsI, AK€ MOXYTb OYTH OCHOBOIO.



Sxmo noTpiOHO 3pOoOUTH KOmMil 300pa)KE€HHS, CKOpPUCTANTECs KHONKAMHU
Ctrl+D. Jlnga 3MiHH po3Mipy, pO3TallyBaHHS 300paXKeHHs, 3MIHHM TOJIOKEHHS
BUKOPUCTOBYEMO KHOIIKH:

abo Inspector -> Transform:

Sprite Rendel @ 3= i

Open Sprite Editor

7)  Hacrymaum eramom Oyne ctBopenHs Colliders. KommnonenTn
KoJutaiiiepa BU3HavyatoTh (popMy oO'ekta mng ¢i3munux mnpoueciB. Kosmnaitnep
HEBUJIUMUMN 1 HE 000B'AI3KOBO MOBUHEH OYTH TaKoi kK (GOpMHU, SIK 1 CITKa 00'€KTa.

Jlns cTBOpeHHsT KoJuiaijaepa BukoHaiTe HacTymHl aii: Add Component ->
Physica 2D -> Box Collider 2D.



Po3Mip Ta po3TairyBaHHs MOXKHa 3MIHUTH Y BKJIaaui Inspector:

O -~ Box Collider 2C @ 3t

dit Co 5 A
dit Collider A

8)  Hacrtymuum eramom Oyjie CTBOPEHHS CKPHIITa, SIKUH HaJae 00epTaHHs
irpoBoMy 00’ekTy. Jlns 1mporo y BkaaAii Inspector irpoBoro o0’€kTa BUKOHANMTE
HactynHi aii: Add Component -> NewScript -> Name -> Create end Add, a6o y
BKJIa1i Project ->Scriptes -> [KM] -> Create -> ¢# Script.

II1a0J10H 1J1 0a30BOT0 KOMIIOHEHTA CIEHAPIIO:

using UnityEngine;

public class AAA : MonoBehaviour
{

// Start is called once before the first execution of Update after the
MonoBehaviour is created

void Start()

{

}

// Update is called once per frame
void Update()
{



Ckpunt B3aemozie 3 BHYTpImIHIMH MexaHi3Mamu Unity 3a paxyHOK
CTBOPEHHS KJlacy, yCIaJKOBaHUX BiJ BOyaoBaHOTO Kiacy MonoBehaviour.

KoxeHn pa3, KOmu TPHETHYETHCS CKPUNTOBHA KOMIIOHEHT JO IrPOBOTO
00'€KTy, CTBOPIOETHCSI HOBUM €K3eMIUIAp 00'ekTa. IM'st Kiacy 1 iM'st (haiiiry MOBUHHI
OyTH OJIHAKOBHMH, ISl TOTO, 00 CKPUMTOBUN KOMIIOHEHT MIT OyTH MpHETHAHUHI

JI0 IrpOBOTO 00'€KTY.

Oynkiis  Start() BUKIMKAEThCS TMepe]] MEPIIMM  3alyCKOM  OYIb-SKUX
Update() ¢ynkmini. Dynkmis Update() - me wicme st pO3MIMICHHS KOy,
BUKJIMKAETLCS OJIMH pa3 3a Kajp. e ocHOBHA MOis y1sl MpoMaIbOBYBaHHS KaJIpy.

3a obepranHs o00'exta BiamoBimae Qynkiiis transform.Rotate(). Vector3
CTBOpIOE HOBUI BEKTOP 13 3aIaHUMH XyZ-KOMITOHECHTaMHU.

Ckpunr st 00epTaHHA KoJieca:

public class AAA : MonoBehaviour

{
[SerializeField]
private float speed = 10;
void Start() { }

void Update()
{

transform.Rotate(new Vector3(0f, 0f, speed));
//transform.Rotate((new Vector3(0f, 0f, —speed)) =*

Time.deltaTime);

}

}
Time.deltaTime — ¢yHKIIST BHUKOPHCTOBYETHCS, IMIOO0 HE 3aJICKHUTh Bij
4acTOTH Kajpa.
Ckpunt i pyxy KoJjeca 3a JOOMOTOI0 KHOIIOK YIPaBIIiHHS KypCOPOM:

private Rigidbody2D _rigitbody2D;

void Start () {
_rigitbody2D = GetComponent<Rigidbody2D>();

}

void Update () {
float right = Input.GetAxis("Horizontal");

if (right != 0)

{
var newPosition = transform.position;
newPosition += Vector3.right * right * Time.deltaTime;
_rigitbody2D.MovePosition(newPosition);

}

Rigidbody2D — KomrmioHeHT, 110 moMimae 00'€KT MiJi KOHTPOJIb (Hi3HIHOTO
JIBUTYHA.

transform.position - Biactusicts, 00'€KTa, 110 MICTHTH B CO01 JaHi PO CTaH
00'exTa B IrpPOBOMY CBITI.



Jlist 30eperkeHHs ClieHn BUKOprUCcTOByeMo komany File ->Save Scene.

Jliist mepexoAy 3 Mmepuioi CIEHU Ha APYTY CTBOPUTH HOBHUM CKPUIIT JTOJABIIH
HOTro Ha 00’ €KT, /1€ 3HAXOAUThCS KOJUIaliep TpUrep:

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

| using UnityEngine.SceneManagement; |

public'class NextLevellLoader | MonoBehaviour

{
public int LoadSceneWhisId = 1;
private void OnTriggerEnter2D(Collider2D otherCollider)
{
if (otherCollider.GetComponent<iheel>() != null)
{
SceneManager.LoadScene(LoadSceneWhisId);
}
}
}

[Tpuknan: Konnaiiaep-tpurep uist 3ylMHKA 00’ €KTa 1 Iepexo/ly Ha HOBH PIBEHb

==| © Inspector &

¥ [0b_1 [] Static +

Tag [Untagged +] Layer [Default ol
¥ .~ Transform £

Position x[1296 v[185 |z[o

: Rotation x[0 ¥ zlo
Game0Object Scale *[0.6874¢ ¥ 1 Z[L

¥ [ ¥ Sprite Renderer =S

10b_1 [}
L v
Ox Oy
Material W Sprites-Default o]
ITTT—
0
i@ project
| . Hider 2D L
Create 7| %
|/ Favorites | Assets - Sce Edit Collider
Material None (Physics Material 2D) | ©
v & A = Is Trigger 54
B L]

Used By Composite [ |
Auto Tiling -

Offset xfo Jyo |
Size x[Bed |¥6dz |

iz
Edge Radius 0

Sprites-Default o,
Shader [ Sprites/Default

Jlnst mepexofy Ha HACTymHUUM piBeHb BCcTaHOBUTH | y mone Load Scene
Whis Id 1 0 15t moBepHEHHSI Ha TIEPITNil PIBEHb.

¥[z NextLevel Loader (Script) [ %
S orint Nextlevelloader o]

I Load Scene Whis Id [0 |

st Toro, mo0 o0 ’€KT 3ynUHSB BUIbHE MaJiHHS, CTBOPUTh HAa KOXKHOMY
piBHi yctuii 00’ekT (IIKM-> Create Empty), BCTaHOBITh Ha HBOMY KOJIIAHIEP
TpPUTEp Ta CKPUIT, 1110 MOBEpTa€ 00’ €KT HA MEPIINIA PIBEHbD.



Konnaiigep-tpurep ass 3ynuHKY 00’ €KTa 1 Mepexoy Ha MepIInii piBEeHb:

Hierarchy »=| © Inspect FEe
| create -| @A Gizmos *| (G All ) ¥ [GameObject [ static ¥
v € MainScent - = <

‘Main Camera Tag | Untagged +] Layer [Default i

» Platform ¥ A Transform *
ob_1 Position x[0 lv[-8.36 |z[o ]
wheel Rotation X0 Iylo lz[o |

an i —en—
Box Collider 2D *,
Edit Collider
Material {None (Physics Material 2D) <]
Is Trigger
Used By Effector [
Used By Composite ]
Auto Tiling m
Offset
@ Project 4 Size
| Create -| (& [EIENES

Edge Radius

» | Favorites | Assets » Scenes » Info

i Asaete v[G| NextLevel
Script
& Scriptes
&5 Soretes MainSce.. MainSce..

Loader (Script)
NextlevelLoader

Load Scene Whistd [0 |

[Ipu cTBOpEeHHI MPOrpaMHOro MPOIYKTY HEOOXITHO 3BEPHYTH
Ha PO3TAlllyBaHHS CLIEH HA €KpaHi:

yBary TakoxX

& [ 'S [ [E) [ o0 pivot | @Global| (> 11 [ p] [ &collab ~ | [ & ] [Account - | [Layers - | [Layout - |
Hierarchy &= ¥ scene += © Inspector a-=
Lcraaee - | GrAT Shated o *[Man Camera [ static ¥
v & MainScenl - T - -
ag | MainCamera 4] Layer | Default ]
¥ Platform ¥ .~ Transform &,
ob_t Position xo  v[o  z[0 |
wheel Rotation xo J¥jp Jz[o ]
GameObject il X1t vtz |
v ¥ Camera %,
Clear Flags
bkt R
Culing Mask
Prejection
Size ]
Clipping Planes  Near
Far 1000
& Project Viewport Rect X T
S I " o
b | Favorites  Assets » Scenes
Depth T ]
¥ G5 Assets Rendering Path
Q Q Target Texture  [None (Render Texturs) ] ©
& Scriptes Occlusion Culling ¥
&5 Spretes MainSce.. MainSece P —— 7
Mazximize On Play Mute Audio | Stats | Gizmos V‘E Allow MSAA B
Target Display
i ¥ GUI Layer &
w ¥ Flare Layer &
[ Audio Listener [Py

[ Add Component ]




| @collab - | [ &> | [Account - | [Layers -] [Layout

© Inspector

Q Mainscenl

B,
#l =

!

2

Maximize On Play | Mute Audio | Stats | Gizmes

e (1024x768)

Kamepu € mnpuctposiMu, $KI 3aXOIUIIOIOTH 1 BIJOOpa)arwTh CBIT TpPH.
[Ins1x0oM HACTPOMKH 1 MAHIMYJIIOBaHHS KaMEpaMH, MOKHA 3pOOUTH TPy LIKABOIO 1
VHIKaJIbHOIO. MOKHa MaTh HEOOMEXEHY KUIbKICTh Kamep B cueHl. MokHa
HaJallITyBaTU PEHIAEPUHI KaMepaMH B OyIb-sIKOMY NOPSAIKY, Ha OyAb-sIKOMY MICII1
€KpaHy, a00 B IESIKUX YaCTUHAX E€KPaHy.

Jlist Toro, mo6 ciigyBaTH 32 00 €KTOM HaJIAIITYeEMO KaMepy HACTYITHUM
YUHOM:

Camera.main.transform.position = transform.position - Vector3.forward * 10;

CtBOpeHi cuenu 30epiraemo 3a qonomororo komanau File>Build Settings. Y
BIKHO, LI0 BIAKPUETHCS MEPETIATHITH CTBOPEH1 CIIEHHU.

VYV BikHi Build Settings 3’aBsiTecs = HOMEpHM ClIeH, fAKI HEOOX1THO
3amaMm’ITaTh:

Build Settings @
Scenes In Build
o scenes/MainScen1 0
M scenss/Mainscenz 1
Add Open Scenes
Platform
-‘Fe PC, Mac & Linux Standalone £ é, PC, Mac & Linux Standalone
ﬂ Android Target Platform [windows ]
g Architecture
E webGL Copy PDB files
Development Build (]
E i0s Autoconnect Profiler O
Seript Debuaging ]
&y tvos
% Tizen
m Xbox One
b Learn about Unity Cloud Build

| Switch Platform || Player Settings... Build |[ Build And Run_|




KoHTposibHi nuTaHHA:

[lo Take Unity?

[I{o Take accet mpoekTy?

[Ilo Take cpaiit?

[Ilo Take ckpunt?

II1o Take cuena?

[Ilo Take xKoaiaep 1 IK HOro CTBOPUTU?

ok owdE

Camocriiina podora

OHpaHIOBaTI/I HGKHiIO 3a TCMOIO 3aHATTS.

JloomnpaitroBat CTBOPEHUN MPOEKT.



