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Trigger (Collider2D) Ta 0bpobkKa
B3aEMO/AIN

B3aemopia mixK ob6'ektamum B Unity peanisyerbca 3a 4ONOMOroto
Collider2D T1a Rigidbody2D.

Konanaepu Bu3HavyatoTb GisnUHI mexKi 06'ekTta. BoHM NoTpibHi He
nvwe ansa 3iTKHeHb, ane U Ana 3anycky noain. KoxkeH 2D-06'eKT, Lwo
b6epe yyacTtb y ¢i3nui, noBuHeH math KomnoHeHT Collider2D
(Hanpuknag, BoxCollider2D, CircleCollider2D).




. Pexkum 'ls Trigger ®

Konangep moXxe npautoBaTtn y ABOX peXMUmax:

1. 3itKkHeHHA (Collision). AKwo onuia Is Trigger BUMKHeEHa, 06'eKT
€ TBepaAnM. Pi3NYHNK pyLLIinN 3anobira€ NPOHUKHEHHIO IHLINX

. TBEpAMNX 00 'EKTIB.

2. Tpurep (Trigger). Akwo onuia Is Trigger yBimKHeHa, Kosianaep
CTAa€E HEBUAMMOLO "30HOI". OB'EKTU MOXKYTb NPOXOANTU KPi3b
HbOro, ane Pisn4YHUM pyLwin reHepye nogii (iBEHTU), KO/ BOHW
BXOAATb, NnepebyBatoTb abo BUXOAATD i3 LLIEI 30HM.




IBeHTn OnCollision Ta OnTrigger

Unity Hapgae Tpu ocHOBHI napu PpyHKLiM (iBeHTIB) Ana o6pobKkn B3aemogaii. BoHM noBUHHI byTuH
peani3oBaHi y CKpUNTax, NPUKPINIEeHNX A0 0AHOro 3 06'eKTIB, WO B3aEMOAIOTb.

Tun noga,ii Pexxum Konanpaepa NMpu3HayYeHHA

O6'ekTn cTnKkatotbea. MNMoTpibeH Rigidbody2D Ha

OnCollisionEnter2D Collision (3iTkHEHHSA)
060x abo Ha oAHOMY 3 HUX.

, _ O6'eKT BXOAUTb Y 30HY. BUKOpUCTOBYETLCA ANA
OnTriggerEnter2D Trigger (Tpurep) _ ,
360py NnpeameTiB, 30H nepexoay, NepPeBiPOK.
OnCollisionStay2D Collision O6'eKTM NPOAOBKYIOTb CTUKATUCA.
OnTriggerStay2D Trigger O6'exkT nepebyBae BcepeanHi 30HN.
OnCollisionExit2D Collision O6'eKkTK po3x0aAATbCA NiCNA 3iTKHEHHS.

OnTriggerExit2D Trigger OO6'eKT BUXOAMUTD i3 30HMU.



[IpKNaa BUKOPUCTAHHA
OnTriggerEnter2D

using UnityEngine;
public class Collectable : MonoBehaviour {
private void OnTriggerEnter2D(Collider2D other)

{

[/ TlepeBipsieMO, YN 00'EKT, AKMU YBIWULLOB Yy TPUrep, € rpaBLEM
If (other.CompareTag("Player"){
Debug.Log("l paBeLb 3i6pas 6oHyc!");
/[ TYyT MOXHa goaaTn Noriky HapaxyBaHHA 040K
/[ GameManager.AddScore(100);
[/ 3HULLYEMO 00'eKT (OOHYC)
Destroy(gameObject);

}
}
}




3MIHa cueH B Unity:
SceneManager

' [pa, K NPaBMIO, CKNAJAETbCA 3 KiNbKOX cUueH (Scenes): ro/iIoBHE MEHI0,
piBeHb 1, piBeHb 2, ... . [1na nepexoany MixK HUMU BUKOPUCTOBYETLCA KNac
SceneManager.

[lepw HiIXX MOXHA byae nepemMuMKaTuca MiXK cueHamu, iX noTpibHo
AoAatvn Ao HanawTtyBaHb 36ipku (Build Settings).

* BiakpuinTte File -> Build Settings...

* [lepeTArHiTb HeobXiaHI pannun cueH y BiKHO. Unity NpmnCBOITb KOXHIN
‘ CUEHi Yncnosummn iHaekc (moynHatoum 3 0).




SceneManager

3MiHa cueH

[na poboTtn 3 SceneManager notpibHo goaaTtn npocTip imeH: using UnityEngine.SceneManagement;
KniouoBi metoau:

3aBaHTa)KYE CcUeHY 3a il iHaekcom y Build Settings
(Hanpuknaa, O 4NSA rOIOBHOFO MEHI0).

3aBaHTa)KYE CLEHY 3a il Ha3BOW (Hanpukaaa,

SceneManager.LoadScene(string name) . .
Level 1").




[TpUKnNaa ckpmnta nepexoay @

using UnityEngine;
using UnityEngine.SceneManagement; // Obog'sa3koBo ana poboTtn 3 SceneManager

public class ScenelLoader : MonoBehaviour{

[/ MeTog ana nepexoay Ha HACTYMNHWUN pPiBEHb 3a HA3BOIO

public void LoadNextLevelByName(string sceneName) {
SceneManager.LoadScene(sceneName);

}

/| MeToa onsa nepesanycky NOTOYHOI CLEHU

public void RestartCurrentScene() {
[/ OTpUMYy€EMO IHOEKC MOTOYHOI CLIEHMU
Int currentScenelndex = SceneManager.GetActiveScene().
/| 3aBaHTa)Xyemo cLeHy 3a UMM IHOEKCOM
SceneManager.LoadScene(currentScenelndex);




CTBOpEeHHA PIBHA 32 AONOMOroto
TileMap

TileMap (Tamnosa Kapta) — ue iHcTpymeHT Unity, cneudianbHO
po3pobneHnn ana LWBUAKOro CTBOpeHHA 2D-piBHiB, ocobnmBo AnA
nnatopmepiB Ta I3OMETPUYHUX Irop, BUKOPUCTOBYHOUM MaAJIEHbKI
300paXKeHHA-NANTKK (Tanan).




OCHOBHI KOMMOHEHTU

Grid (CiTka) - 6a30BUM 06'EKT, AKMIM CTBOPIOE CiITKY KOOPAUNHAT Y
CLLeHI.

Tilemap - KoOMNOHEHT, AKMN 3HAXOAUTLCA Ha AOYiPHbOMY OO 'EKTI
Grid. BiH 36epirae iHbopmaL,ito Npo Te, AKUU Tana PO3TALLOBAHUN Y
AKIN KNITUHL, CITKW.

Tile Palette (Manitpa TanniB) - BikHO y pegakTopi (Window -> 2D ->
Tile Palette), ne 36epiratoTbca BCi 4OCTYNHI Tannn. 3 Hel BU bepeTe
Tannn i mantoere HUMKM Ha Tilemap.



AHIMaull B Unity. Animator

Cuctema Animator € cepuem KepyBaHHA aHIMauiamu B Unity. BoHa
N03BOJIAE CTBOPIOBATM CKNAAHI nepexoan MiXK PISBHUMUN CTaHaMU
(Hanpuknag, "Cnokin", "Xogbba", "Ctpnbok").




KAHO4Y0BlI KOMNOHEHTH

Animator Component. [lpuKkpinatoeTbca 00 00'eKTa,
AKMN Ma€ aHimyBaTuca. Lle TouKka Bxoay ANns CUCTEMM.

Animator Controller. Ue ocHoBHUM '"rpadik" abo
CKiHYeHHMN aBTOMaAT. BiH Bi3yanbHO NpeacTaBAA€E BCi
CTaHW aHIMaUll Ta YMOBU nepexoay MiXX HUMU.

Animation Clips. BnacHe ¢annm, Wo MmicTATb KAOYOBI
Kagpn (pyx, 3miHa cnpaunTiB, 3miHa PO3Mipy TOLLO).
BoHu BcTaBnatoTbea AK 'ctaHn' y Controller.

Parameters (Mapametpun). 3miHHi (Float, Int, Bool,

Trigger), AKi BM BUKOPUCTOBYETE Yy Koai, wWob
nosigomutn Controller, o noTpibHO 3MIHUTK CTaH.



J1orika nepexoay

Y cKpunTi BU 3MIHIOETE napameTp B Animator, |
Controller aBTOmMaTMyHO nepexoanTb A0 HOBOIO
CTaHYy, AKLLO YMOBU Nepexoay BUKOHAHI.




[TpuKnag KepyBaHHA aHIMAaTOPOM @

using UnityEngine;
public class PlayerAnimator : MonoBehaviour{
orivate Animator animator,

orivate float horizontallnput;

void Start(){ animator = GetComponent<Animator>(); }

void Update() {horizontallnput = Input.GetAxis("Horizontal");
/[ 1. BctaHoBnoemo bynesun napametp 'IsRunning’

[/ AKwo rpaBeub pyxaeTbes (ropmsoHTanbHUm Beig He 0), ISRunning = True
bool iIsRunning = Mathf.Abs(horizontallnput) > 0.01f;

animator.SetBool("IsRunning”, isRunning);
/[ 2. BctaHoBnoemo Float napameTtp 'Speed’.

/I Akwo noTpibHO MaTK NnaBHIWKM Nepexig abo snkopuctosysaTth Blend Tree

animator.SetFloat("Speed", Mathf.Abs(horizontallnput));
// 3. Trigger ana ogHopas3oBol noail (Hanpuknag, ataka)

If (Input.GetKeyDown(KeyCode.Space)){
animator.SetTrigger("Attack");

P




[loUKNaa KepyBaHHA aHIMAaTOPOM

Y npuKnaai:

Y Animator Controller Bu ctBoptoeTe napameTp IsRunning (Bool).

Bu ctBoptoeTe nepexia mixk ctaHamu "ldle"” (Cnokin) ta "Run” (bir).

YMmoBa ne
YMmoBa ne

oexoay 3 "ldle" B "Run" — ue konun IsRunning aopisHtoe True.

nexoay Ha3ag — Konu IsRunning aopisHtoe False.




[lepeBaru TileMap

* lBnakKictb. MOXXHaQ CTBOPHOBATU BE/IMKI PIBHI, Mantowoun Ak
NeH3Nnem.

 OnTmisania. Unity aBTomatnyHo 06'eaHYeE Konanaepun baratbox
Tannie B ognH sBennknit Konamaep (TilemapCollider2D), wo 3Ha4yHO
NiABULLYE NPOAYKTUBHICTbD.

 lllapu. MoKHa  BMKoOpuUcTOBYBaTM  KinbKa  Tilemap-wapis
(Hanpuknaa, "®oH", "Mnatpopmu", "lMepeaHin nnan"), wWob
CTBOPOBATU MUOUHY Ta CKNAAHICTb CLEHMN.




[IpnUKNan 3aCTOCYyBaAHHA
TileMap

Onwunc

Super Mario Bros., Celeste, Terraria.

1. Mnatdopmu (Foreground/Collision) mantotoTbea Taam, No SKMX pyxaeTbCca rpaseLb
(3emnsa, uerna, 610ku). Ha ubomy wapi gonaetbea TilemapCollider2D.
Lapwu TileMap . ®oH (Background) xmapwu, 3agHi CTiHW, AeKopalLlii, AKi He MatoTb KoNanaepa.
Nekopadii (Details) opibHi enemeHTH, TpaBa, CBITUNBbHUKMK, AKI MaNOOTbCA MOBEPX

nnatPopm, ane TaKoX He MAtoTb Konanaepa.

Unity aBTOMaTU4YHO reHepye EANHUIK, ONTUMI3OBAHUN KoNanaep AN BCbOro wapy
nNatPopm, LLLO 3HAYHO NiABULLYE NPOAYKTUBHICTb NOPIBHAHO 3 AoaasaHHAM BoxCollider2D

KnoyoBa nepesara
[0 KOXXHOro okpemoro 610Ky.




[IpUKNag 3aCTOCYBAHHA

Ctunb

OcobaunsocTi

Kato4yoBa nepesara

TileMap

Onwuc

PaHHi RPG (Hanpuknag, Diablo 1), aeaki ctpaTerii.

Tanaum matotb pombonoaibHy abo aiaroHanbHy dopmy. Lle BUMmarae cneujianbHOro
KomnoHeHTa Isometric Tilemap (abo Hexagonal Tilemap ana rekcaroHasbHUX CiTOK).

KepyBaHHA nopaakom (Sorting Order): 3aBaaku isometpuyHomy TileMap Unity

aBTOMATUYHO copTye 06'eKkTu (rpasLs, BoporiB) Tak, W06 BOHM NpaBU/IbHO NepeKkpuBanu

CTiHM 4Yn mebni, cTBOPIOOYM iN1t03it0 NBUHN. OB'EKTH, O MAOTb HUXKYE MOJIOKEHHSA NO
oci Y, MantooTbCA BULLE.




