JlabopaTtopHa po6ora Nel

Pooora 3 Tileset

Mema: rabytn HaBu4OK pobotu ¢ Tileset, HABYUTHCS CTBOPIOBATH CIICHH
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. IlpoekTyBaHHS PIBHIB I'PHU:

- JUIs CTBOPESHHS PiBHIB BUKOpHcTaTH Tileset;

- BCTaHOBUTHU (DOHOBE 300pAKEHHS;

3asoannsn 2. llporpamyBaHHs.

- JI0JIaTU Ha CIIEHU J0JIaTKOB1 00’ €KTH (CTaTUYHI 1 JUHAMIYHI);

— nonatu 00’€KT, SIKHM KEPYEThCS 3a JOTMOMOTO0 KIIABIII YIPaBIiHHS
KypcopoMm;

— 3pOOUTH TIepexi MiXkK CIIEHAMHU.
3aeoanna 3. TecTyBaHHS Ta HAJIArOIHKCHHS.

— [Ticns Toro, sk Oyne CTBOPEHO OCHOBHI €JIEMEHTH TpHU, MOTPIOHO
peTrenpHO TpoTecTyBaTH ii. [lepeBipTe, sik mpaltoe KepyBaHHs, Y4 HEMA€E TTOMIJIOK
Ta Oaria.

- [TopociTe py3iB ab0 3HAOMUX MOTPATH y Bally Ipy Ta MOIIIUTHCS
CBO€I0 NyMKOW. Lle momomoske BUABUTH CiIaOKl MICHS Ta MOKPALIUTH ITPOBHI
poLec.

MeToau4Hi pekoMeHaaumii
Bukopucmanns Tileset

st odopMileHHS TPOEKTY 3HAJOOUTHCS CTapTOBHM HAOIp €JIEMEHTIB, 3
AKOTo OyJe ckianeHo irpoBy ciieny - Tileset. [1o cyTi, 11e KOneKIliss HAMaJIbOBAHHUX
€JIEMEHTIB, 3 IKUX BUOYIOBYETHCS BCE OTOUEHHSI.

3aBanTtaxumo Tileset Ta mepeBipuMo Horo HamamrTyBaHHs (puc.l)
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Puc.1. 3aBanTaxenuii Tileset

— Sprite Mode (Pexxum xkazapis) => Multiple (MuoxuHHUKR), 1€
JI03BOJIUTh 0araTopa3oBO BHUKOPUCTOBYBATH KOXKEH Kaap (CIpalT) Taiicery y
IpOLIECl CTBOPEHHS PIBHS;

- Pixel per Unit (ITikcenp Ha OQUHUIIO) Kpallle 3HU3UTHU 10 16, y 1boMy
BUIIAJIKY CaMe L€l MOKa3HUK JO3BOJIHUTH TOCSATTH ONTUMAIBHOI IKOCTI KAPTUHKH.

- Filter Mode => Point (ToukoBwii), OCKIJIbKH BUOpaHUI CET CTBOPEHO
y ctuii Pixel Art;

- Compression (Ctuck) kpariie BAMKHYTH, BUOpaBIu pesxkuM None.

[Ticas poro Bigkpremo Sprite Editor, HaTUCHYBIIN BiMOBIAHY KHOIKY Ha
naneni Inspector (puc. 2), ne Oyne mokazaHoO NpUKIaA po30MBKU Taillicera Ha
OKpEeMI1 CIIpaiTH.

Puc. 2. Taiinosii cet Bigkputo y Sprite Editor



3a 3aMOBYAaHHSIM CITKH MOXe 1 He Oytu. Skmo motpiOHO 3amatu (abo
3MIHMTH) po3Mipu OJoKkiB, BigkpuBaemo manenb Slice (Hapizatu) (puc.3) Ta
BUOHMPATH THII CITKH, ITiC/Is 4oro HaTucHyTH Slice, o0 3acToCcyBaTH.
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Puc.3. BuGip tumy citku

[lepen TuMm, sk BUITH 3 pemakTopa, Hatuckaemo kHonky Apply. Pesymbrat
IIOKa3aHO Ha PUCYHKY 4.
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Puc.4. PesynbraT BUkoHaHHs 11k y Sprite Editor

Tenep HeoOxigHO ctBOopuTH Tilemap - kapTy mapiB, Ha AKid 1 OyAyTh
posmimnyBaTuch Bci 00'ektd B creHi. Jms mporo HatucHemo IIKM y BikHI
Hierarchy ta o6epemo 2D Object => Tilemap (puc. 5).
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Puc. 5. CtBopenns Tilemap

B pesynbrati Oyzme crBopena citka piBHs (Grid), B sKy BKIQJCHO KapTy
taitniB. Grid MOXke MICTUTH HEOOMEKEHY KiJIbKICTh KapT, T1lemap e mapom.



[Ilo6 mneperBoputu oOpanuii Tileset Ha mnamiTpy 3pa3kiB, BUKOHAEMO
HacTymnHy aito: mento Window => 2D => Tile Palette.

Bigkpuerbcst moaaTkoBe BIKHO, KyAW CJIiJI IEPEHECTH BC1 HEOOX1AHI Jjis poOOTH
crupaiitu. 11{o6 cTBopuTH HOBY mamiiTpy, KiaiHiTh mo kHomii Create New Palette,
BBeZieMO Ha3By, Hampuikiajg - land 1 HatucHemo Create. Ilpu npomy mporpama
3aMporoHy€e BUOPATH IMAINKy Ha KOMITIOTEpi, y AKy 30epiraeThcs manenb. JlaBaiite
cTBOpuMO HOBY mnarnky Palletes ycepeauni camoro acketa (puc. 6).
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Puc.6. HoBa manka Palletes

Tenep HeoOxigHO 3aBanTaxkuTH MOTPiOHMI Tileset y BikHO Tile Palette. s
[[HOTO JJOCTATHBO MEPETATHYTH HOTO 3 MANKU MPOEKTY 0 pob0ovoi 061acTi MamiTpu
(puc. 7). Ilpu upomy Taiiicet Oy/e po30UTHII Ha OKPEMi KaJIpH.

Puc.7. 3aBantaxxennii Tileset y BikHi Tile Palette

B iepapxii mpoekTy 3'SBUThCS CTBOpPEHA paHillle Tamka, 10 SKOi OyayTh
nonaxi Bei kaapu nanitpu (Puc. 8)
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Puc.8. [Tanka Palettes



[Ilo6 mpomanroBaTH piBeHb, HEOOXiAHO BHOpaTu iHCTpyMeHT Brush i
KJIAIHyTH 1O BHUOpaHOMY KaJapy Ha maHeni. MamoBaTH MOXXKHA HE JIHIIE
MIOKA/IPOBO, a i KiJIbKOMa CIpaiTaMu OJHOYACHO. J[JIs IbOTO JOCTaTHRO BUAUIATH
NMOTPiOHY 001aCTh Ta MPOIOBKUTH CKJIAJaHHS PI1BHSI.

[Ilo6 po3micTuTH HOBI 00'€KTH MOBEPX JOJAHUX JO CIieHI, a00 go1atu (oH,
noTpiOHO CTBOPUTH e ojuH map Tilemap Bcepenuni citku. [lepelimenyemo ioro
3riiHo BMicTy, Hampukiana, Tilemap Background. IIo6 30epertu mnpaBuibHY
MOCJTITIOBHICTh IIAPiB, HEOOXITHO TPHUCBOITH KOXHOMY MOPSIKOBHUH HOMEp —

Order in Layer (puc. 9)
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Additional Settings

Puc.9. IIpucBoeHHS MOPSAKOBOTO HOMEPY IIIapy

KoHTposbHI NMTaHHA:

1. 1o rake Tileset?

2. [Ilo Take Tain?

3. Sk mpaIroroTh TalJIoB1 KapTH.

4, Sk BiroyaTH Tainosi kapty B Unity Ta HaAITOBYBATH CITKY.

S. Sk momaBaTH B IPOEKT CIIPANTH, IEPETBOPIOBATH 1X HA TaWJIH, a MOTIM
JI0JaBaTy iX Ha MaJITPy TAMIiB.

6.  SIk BUKOpHCTOBYBATH IHCTPYMEHTH peaKTOpa TAWJIIB JUIsl CTBOPEHHS
PIBHIB.

7. Sk po3MillyBaTH TaillId Ha PI3HUX IIapax.

Camocriiina po6ora

OrnpalroBaT JISKI[i0 32 TEMOIO 3aHSTTS.

JloomnpalroBaTtu CTBOPEHUH MTPOEKT.



