Game design

<{DevelopeR/>



,’:!‘-—J‘. Lﬁ | 7r ) t ]‘f

Mo

BTOPEHHS

Ski munu daHux C# eu 3Haeme?

Tunel 3HaueHui

<PDevelopeR/>




<PDevelopeR/>

[TOBTOpPEHHSA

B domy pisHuysi mi>k Update () ma FixedUpdate()?

Update () gouknukaemsbcs wo ¢gppeumy (OFIC, weu 3anexamsb 8i0 pPi3HUX
yMO08), MOMy I[Hmepeasiu 8UKIUKY GYHKUII MOXymb 8I0Pi3HSMUCH.
Buknuk FixedUpdate e8i0bysaembcs 4depe3 cmarii iHmepearsiu 4Yacy,

MoMYy T1iC/1  KOXHO20 BUKIIUKY @DyHKUiI 8i0bysarombcs HeObXIOHI

po3paxyHKU I3uKku



<PDevelopeR/>

[TOBTOpPEHHSA

[ns yo2o eukopucmosyembcsi cmpykmypa Vector3(x, y, z)?

LIa cmpykmypa sukopucmosyembcsi ecepeduHi Unity ons nepedayi 3D-
rnoauuiu ma Harnpsmkie. BoHa makox micmume yHKUIT 011 BUKOHAHHS

3azalibHUX 8€KMOPHUX onepaujil.



<PDevelopeR/>

[TOBTOpPEHHSA

[ns 4oeo i 8 skux eunadkax eukopucmoeyemsbcsi ymoaea else if?

Lle 0o0amkoea ymoea, WO nepesipaemnscs, Mnicsid moao, sK ymoea if He

B8UKOHars1achb.



[eHepauia BUNaaKoBUX 00’€KTIB

Lrns cmeopeHHs binbw uikasoi (HernepedbadyeaHol ) OuUHaMiKu 2pu Oyxe
yacmo guKopucmogyembcsi  2eHepauis gurnadkosux  4ucer

(paHOoMi3auis).

Lle moxe 6ymu:

['eHepauis sopoais [eHepayiss 3Ha4yeHb YpPOHY

SERIQUST>SAM HD




[eHepauia BUNaaKoBUX 00’eKTIB

Ckpurnim eurnadkoegoi eeHepauili 06’°ekmie 0odaromb 00 HEe3HUUy8aHO20
MopoXXHbo20 0b’ekma, kamepu, OHY, mouwlo, eKkasyrodu rnpegab 06’
ekma sakul mpeba eeHepysamu.

Ozornowyemo 3MIHHI:

public GameObject ball; //06’€eKkT, akun Oyoemo reHepysaTu

float offsetX ©; //no4yaTkoBe MONIOXEeHHA Mo X

float offsetY = 10f; // nodaTtkoBe NOMOXeHHA Mo Y

float fTime = 1f; //4acToTa CTBOPEHHS «KITOHIB»



[eHepauia BUNaaKoBUX 00’eKTIB

Y nesHoMy rnpomixkKy 4acy 3adaemo suradkogy z2eHepauito ob’ekmy 8

diarna3oHi 3Ha4yeHb o oci X.

void Update () {
if (fTime < Time.realtimeSinceStartup)

{

float offsetX = Random.Range(|]-10f,106f);
Instantiate(baloon, new Vector3(offsetX, 10f, -5),

Quaternion.identity);
fTime = Time.realtimeSinceStartup + Random.Range(3f, SFﬂ;

¥

[ baHuui 2eHepauil surnadkosux 3Ha4eHb




3aBaOaHHSA

* Cmeopimb oH eKpaHy (jpg KapmuHKa).
* Cmeopimb rnopooxHiu GameQObject, wo

3adaume

© Animation
|Preview | @ [1e¢ | 14 | » | p1 | pbi |
(&0

Samples [ 2] Oe

To begin animating Illus, create an Animator and an Animation Clip.

nadamume.

© Inspector

' « [Tllus | [ static ¥
Tag | Untagged 4| Layer | Default &l
Prefab | Select | Revert | Apply |
¥ .~ Transform *,
Position X -4.24 | Y3.46 zo
Rotation X0 Yo z0
Scale %[0.754107¢ Y 0.7541079) Z 0.7541075|
v o[V Sprite Renderer &,
Sprite @Mamn_l’lnnmsuu_4 o
Color - |2
Flip Ox0Oy
Material |© Sprites-Default e
Draw Mode Simple n
Sorting Layer Default n
Order in Layer 0 ]
Mask Interaction [ None ¢
v~  Rigidbody 2D a=
Body Type [Dynamic 3]

Material None (Physics Material 2D) ©
Simulated
Use Auto Mass 0J
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision D | Discrete 4
Sleeping Mode Start Awake |
Interpolate None |
¥ Constraints
Freeze Position Ox Oy
Freeze Rotation Oz
» Info
¥ ® Mcircle Collider 2D %
Edit Collider
Material None (Physics Material 2D) e
Is Trigger L]
Used By Effector O
Offset x0 v[0.0328995
Radius 11709291 ]
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3aBAaHHSA

* Cmeopimb [0r108HO20 2epos (ieposull NepcoHax).
* 3adaume uomy makox Rigidbody (mun — Static) ma konaeop.

* Cmeopimb ckpunm kepysaHHs 0b6’ekmom.

= Hierarchy =] © Inspector  [[SEViEES IIITEES
v e All T —/ =
lvca‘:: cl 1+ = ¥ [Zubs | CJ static ¥
nCol
Main Camera Tag [ Untagged 4| Layer [ Default &l
Zubs ¥ .~ Transform _ *
Illus. Position %1-1.303193| Y |-2.603417 | Z
RandomGen Rotation X0 Yo z
screen_grab_2_zpsed3fbSeb Scale X1 Y z
v [ ¥ Sprite Renderer *,
Sprite @Syﬁacmx —] o]
Color [ 12
Flip Ox0Oy
Material | @ Sprites-Default

Draw Mode | Simple
Sorting Layer Default

Order in Layer [-0_
Mask Interaction [ None

Digidbod.

Body Type Static

Material None (Physics Material 2D
Simulated ¥4

» Info

—
¥ @ ¥ Polygon Collider 2D i

@ Project [ Consol B © Animation Edit Collider
| create - @ | &[N * |[[previen [ @ [1ea | | > [P |20 Material [None (Physics Material 2D) o
¥ |/ Favorites | Assets » pr ~ OnCollision Samples 60 1| 9 | s Is Trigger )

©\ All Materia Used By Effector .|

©1 All Models Used By Composite [

@AII Prefabs - Auto Tiling )
¥ i Assets Offset X0 Yo

&5 animation tllus » Points

& controllers » Info




3HULLEHHSA ODO’eKTIB

Hanuwemo ckpunnm, wo oO0emeKkmysamume KOoHmMmakm ob’ekmie i

3HUWYy8amume OOUH 3 HUX.

Akwo obudsa ob’ekmu Marome Koraedpu — mo Haurnpocmiwuu crocib

ue 3pobumu — sukopucmamu yHkuito OnCollisionEnter.

void OnCollisionEnter2D(Collision2D col)
{

}

/*Tino qyHkKuiir*/



3HULLEHHSA ODO’eKTIB

[lou KOHMakmi 080x Korsiaedpie 3adamo repesipKy, wo 0038071UMb
obupamu Konaeopu nuwie 3 rnesHUM IM’am | 3Huwysamu nuwe ui o6’

EKMmu.

void OnCollisionEnter2D(Collision2D [COl)ge——] CTBOPIOEMO OB'eKT Kracy

{ Collision2D

if (col.gameObject.name == "Illus"l* [lepeBipka B3aemogii 3
{ konaegpom ob’ekrta 3 iM'am
Destroy([col.gameObject)hs “Nlus”
} Akwo iMm’a cnisnano -
} 3HULYEMO OB’€EKT, 3 KM
B3aEMOAISANN

3anycmimb epy ma repesipme



3aBOaHHA

* Hanuwims ckpunm 0515 surnadKoeoil 2eHepauii miri.
* [lide’sxximb ckpurnm 0o nopoxHeo20 GameQObject.

* 3aldautme npegab 0b’ekmy, wo byde eeHepysamucs.

* [IpoaHani3ylime Oiaria3oHuU ma 4Yacmomy CMEOPEHHS 8urnadkKosux




3aBOaHHS

public GameObject ball,;
float offsetX = 0;
float offsetY = 10f;
float fTime = 1f;

void Start()
{

}
void FixedUpdate()

{

if (fTime < Time.realtimeSinceStartup)
{
offsetX = Random.Range(-8f, 9f);
Instantiate(ball, new Vector3(offsetX, offsetY, 0),

Quaternion.identity);
fTime = Time.realtimeSinceStartup + Random.Range(2f, 3f);

}



3aBOaHHSA
3anycmimb epy ma rnepesipme, SK npaure | YU 3HUWYHOMbCS

32eHepoeaHi 06’ ekmu rpu KoOHmMaxkmi?

SHuwyemscs nuwe nepwut o6’ekm, wWo 0odanu Ha CUeHy, ceceHeposaHi
ob’ekmu KOHmMakmyromsb asie He 3Huwyromscs. Lle noe’szaHO 3

ocobriueocmsimu 2eHepauii:

[lpu 2eHepauii o6’°ckmige 0o iMeHi 0odaembcs npuriucka (Clone), cnid

gpaxyeamu 8 CcKpurim. | | | .



3aBOaHHS

3SMIHUMO yHKUito OnCollisionEnter2D:

void OnCollisionEnter2D(Collision2D col)

{
if (col.gameObject.name ==|"I1lus(Clone)")
{
Destroy(col.gameObject);
}
}

Tenep ei0bysaembcs 3HUWEHHS 8CIX 06’eKmig KpiM rnepuwo2o, U020

MOXKHa rpocmo eudanumu.



3HULLEHHSA OD’eKTIB

MemoO demexkmyesaHHs OemeKkmygaHHs 83aemoOii OnCollisionEnter

Mae psi0 HeooriKie:

®* 00UH 3 ob’ekmis, Wo B83acMo0litomb 0608°’93K0B0 MOBUHEH Mamu He

kinematic/static rigidbody.

* byOb-gKkul IHWuUU ob6’ekm, y sIKO20 € Kosiaeop siddyysamume 8riiue

3a0aHoeo.



3HULLEHHSA OD’eKTIB

Buwe HagelOeHI nyHKmu 3Ha4yHO YCKaOHmMb rpouec pearnizaull
oemeKkmygaHHs 83aeMo0il, ocobriugo, SKWO U0embCs rpo rocmpinu
ma Friendly fire. A 8 Oeskux iepax nepcoHaxkam 83azasii He 3adaromeb

Konaeopu, wob rno3bymucs Moxnueux «brioKysaHb».




3HULLEHHA 00’eKTIB

Lnsa peanizauii suwe HaseOeHUX Trpukiadie Kpauwe eukopucmamu

oemeKkmygaHHA mak 38aHHuUx LayerMask. [ns uboe2o cnio rnposecmu
rnepesipKy B8X00XXeHHS OemeKmyemoza20o wapy ob’ekma 8 OKill ys8HOI

MOYKU, WO rniode’sssaHa 00 OCHOBHO20 i2p08020 0be’kma:

Layer — “Ball”

OverlapCircle(Radius)

CheckPoint




3HULLEHHSA OD’eKTIB

Cmeopumo public 3MiHHI, 8 SIKUX 3MOXeMO 3adamu rpue’si3Ky ys8HOI
moyku 00 o0b’ckma, padiyc repesipku, ma wap, SAKkuu 6yoemo

demexkmyeamu:

public Transform zubiCheckPoint; // Touka
nepeBipkM KOHTaKTy 3 06’ eKTOM

public float zubiCheckRadius; // paaiyc nepesipku
KOHTaKTy 3 00’ €KTOM

public LayerMask zubiCheckLayer; // npoLiapok

private bool isTouchingzubi; // 3miHHa Ong
30epiraHHsa pe3ynberaTy MNnepeBipKu



3HULLEHHSA ODO’eKTIB

LayerMask - wmoxymb O6ymu eukopucmaHi 05ns 8ubipkogozo

inbmpyesaHHs1 0b6'ekmie 2pu, HarpuKao, rnpu riPOXO0XKEHHI NMPOMeEHIB8:
* nocmpinu (friendly fire),

* B3asemoOlii 06’ekmie 8 0b6xi0 koraedpa, moujo.

LLLLLLL

Bcbozo Hanivyembcsa 32 wapu (hakmuyHo

32 6imu: akmugHUU ma HeakmusHUU cmadH,).

AKkwo 8 ckpunmi wap 8 akmusHoOMy cmaHi —

mo 8iH 0emeKmyemabcCH.




3HULLEHHSA ODO’eKTIB

3adaume rniepcoHaxxy Hoeul wap:

© Inspector

™ Zub

| [] Static ¥

Tag | Untagged

¢ | Layer [zubi

Prefab | Select

| 0: Default

-~ Transform

1: TransparentFX

Position X [0_ 2: Ignore Raycast
Rotation Xo
4: Water
Scale Xll
5: Ul
< Rigidbody 2D _
Body Type Static ¥ 8 zubi
Material 'None (Phy : angry
Simulated 4
Add Layer...
¥ |G| ¥ Zubi (Script) @ &,
Script i zubi (o]
Speed 0.3 |
Zub ' A Zub (Transform) C]
Blue WExpl_Zub 1 o
Game Over |\ GameOver )
[ Add Component ]




3HULWEeHHSA 00’eKTIB

Ll]o6 eusHadyumu 4u 83aemolitomb ob6°ckmu. Cni0 eu3Hadyumu
nomparinsaHHa o6’ekmy, wo 3Haxooumbcsi Ha 3a0aHoMy wiapi 8 ysi8He

«koro» (OverlapCircle).

Koro eusHad4aembcss KoopOuHamor U020 UEeHmpy 8 3azalibHuXx
(ceimosux) KoopOuHamax ma uoz2o padiycom. [JoOamkosul napamemp

layerMask 0o3eorisie nepesipssmu nuwe ob'ekmu Ha rnesHuUx wapax.

isTouchingzubi =
Physics2D.0OverlapCircle(zubiCheckPoint.position,
zubiCheckRadius, zubiCheckLayer);



3HULWEHHA O0’eKTiB

3adamo ymosy 3HUWEHHs ob’ekma npu e3aeMolii 3 iHWUM
(isTouchingzubi == true).

Takox 3a0amMo ymMogy 3HUWEeHHS 06’ekma, Wo sulwriu 3a MexXi eKpaHy
ma He byrnu 3HUWeHI OCHOBHUM iegposumMm ob’ekmom, wob 3arobicmu
HaKOMUYeHHIO «K/TOHIi8» ob’ekma:

if (isTouchingzubi)
{

}

else if (transform.position.y < -7f)

{
}

else { }

Object.Destroy(this.gameQObject);

Object.Destroy(this.gameQObject);



3aBOaHHS

* Cmeopimb ropoxHil ob’ekm | rnpuedHaume 00 Hbo20 rpegab

KyrbKU, wo nadamume (Kyribka byode 0o4ipHbo 00 0b6’ekma).

v Ball
Illusion

* B ckpunmi, wo eiornoegioae 3a pyx GameQObject, wo nadamume (y Hac

ue Ball, ckpunm moxHa e3smu i3 rnornepedHbo20 YPOKYy) dodaume

rnepesipky KoHmakmy 3 iepogum ob’ekmom.
* [loOaume ymosu 3HUWeHHs GameQbject rpu KoHMakmi i3 igposum

ob’ekmom («Kylka»/Zubi) ma npu eu4depriaHHi 4acy ICHy8aHHS

KITOHY.

* [lepemsicHimb cKpurim Ha rnopoxHitu o6’ekm(Ball)



3aBOaHHSA

B Unity Hanawmyume 8ci HeObXIOHI 3MiHHI:

v Ball —
Illusion

© Inspector | Services s
¥ Ball | ] Static ¥
Tag | Untagged 4| Layer | Default s

¥ A~ Transform %,
Position x[-12.33827] Y [4.872633 | 2[0 ]
Rotation X 0 Y0 'zlo |
Scale X1 1Y |1 [Z11 |

v @ ¥ Ball (Script) %,
Script & ball [0}
Fall Speed 0.03 |

Explosion igexplosion 1 WI (o}

B akocmi wapy, KOHmakm 3 sSKuM OdemeKkmyembcsad — obepemo wap

20/108HO20 MepcoHaxy (zubi).



3aBOaHHSA

3anycmimb ma repesipme



AHIMaUIA

Cmeoproemo Hosul rnopoxHiu GameObject. [JoOaemo 00 HbO20

komrnoHeHmM Animator (Miscellaneous)

v . ¥ Animator @ 3 %,
Controller
Avatar ‘None (Avatar) |0
Apply Root Motion -
Update Mode | Normal 3
Culling Mode | Always Animate 3]
Clip Count: 0O
Curves Pos: 0 Quat: O Euler: 0 Scale: 0 Muscles: 0 Generic: 0
PPtr: O

Curves Count: 0 Constant: 0 (0.09) Dense: 0 (0.09) Stream: 0
(0.09%)




AHIMaLIA
Y nanui Assets cmeoproemo 0si nariku Controller ma Animation 8 ssKux

byoymsb 3bepicamucb ¢paunu Animator Controller ma Animation

8iI0rMo8iOHO
Assets » controllers Assets » animation
blue explosion green zubex blue explosion green zubex

Animator Controller Animation




", L

AHIMaUIs
B cbaun Animator Controller 0o0aemo cmeopeHul paHiwe Animation.

Cam cpaun Animator Controller ecmaensemo y KomrioHeHm Animator

Hauwoz20 nopoxxHbo2o GameObject

| % Animator
Base Layer

Auto Live Link

¥ 3t ¥ Animator = &
Controller & Animator Controller 0]
Avatar one (Avatar (o]
Apply Root Motion ]
Update Mode | Mormal s
Culling Mode | Always Animate 2l

Curves Pos: 0 Quat: O Euler: 0 Scale: 0 Muscles: 0 Generic: 0
PPtr: O

Curves Count: 0 Constant: 0 (0.09) Dense: 0 (0.09%) Stream: O
(0.0%)

‘ Clip Count: 1




‘ o { ’_"

Micns eukoHaHux Oill 8ikKHO aHiMauii cmarso

3arosHUMuU o020 2omoesumMu cripatimamu.

© Animation |

akKmueHUm

e i A R [

I

i

MOXXKHa



AHIMaLUIA
Akwo He mae z2omoesux(rnopidaHux rnokaopoeo) cripaumis, MOXeMO

cmeopumu 8HOCAYU 3MIHU 8 3acOIMOBKY.

a— - =1 | Services CRE
Sprite Edltm" | : : * - -1
Sprite Editor #| Slice #| Trim } Revert | Apply | [ | (Qmmm— i A83fa0441dd913bd2f7c344708c Import ﬁ._.'._?'

A |M|
e | Sprite (2D and UI) 4
pe 2D :
| Y[ae | -
Sprite Unit 100
Narme 1 e | Tight : |
Position X 130 Y 968 dges ) |1
w132 H |165 Physics Shilv
Border l'; 2 ; z [Sprite Editor]
Pivot [ Center )
Pivot Unit Mode | Mormalized ¢
Custom Pivot X10.5 0.5 lL:::i:L::- )
v —
N (——————) < =5 5




AHIMaUIA
36epicaemo ripeghab.

[1io8’s3yemo aHimauito 00 06’ekmy 8 SKOMYy 80Ha rNo8UHHa 3’48/15iMUCh.

Ozornowyemo 3MIHHI:

public GameObject blue; AHimauis

3SMIiHHI Ona eu3Ha4YeHHS MOMOYHO20 [1OJI0XKEHHS
float fcoordX;

float fcoordY; 06’ekmy 00 5IKO20 rpues’sa3yemMo aHimauil

fcoordX = zub.position.x; BusHadyeHHs oroxeHHss ob6’ekma
fcoordY = zub.position.y;

Instantiate(blue,new Vector3(fcoordX,fcoordY,Q),
Quaternion.identity);
@_)/HKL{IFI SUKJIUKY aHIMaL(II Ha rnomo4YyHoMYy

Micui ob’ekma.



3aBOaHHS

* Cmeopu aHimauiro subyxy ob’ekma
* Y ckpunm GameObject 0oOau ymosy, 3a KO rnpu 3HUWEHHI 06’°ekmy
byOe suKnukamucs aHimauis eubyxy.

* CamocmiuHo 0o0au aHimauili 00 epasusi, 8 3asiexXHocmi 8i0 Harlipsamy

PyXy 2pasuysi y CImopoHuU.



