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3arBepmkeHo Buenoro Pamoro Mi>kHapoJHOTO TyMaHITapHOTO YHIBEPCHUTETY (TTPOTOKOI No
13 Bix 16.08.2024 p.).

Jledenena O.10.

[IporpamyBaHHs Ta 3axucT play-TexHosorii: MeTOUYHI peKOMEHIaMii Ui MPaKTUIHUX
3aHSITH [Tl 37100yBaviB APYTroro (MariCTepchKOro) piBHS, SIKi HABYAIOTHCS 3a CIeianbHICTIO: 125
— Kibepbesneka Ta 3axuct indopmanii [Enextponne Bumanns] / O.}O. JlebGeneBa, kadempa
KOMIT'IOTEpHOT 1H)KeHepii Ta 1HHOBAaWIMHUX TEXHOJOTiH MIKHApPOAHOTO TyMaHITapHOTO
yHiBepcutety. Oneca, 2024. — 63 c.

MetoanyHi peKkOMEH AT ISl PAaKTUYHUX 3aHATh i Kypey «[IporpamyBaHHS Ta 3aXUCT
play-TexHosoriity npu3HauyeHi i 3100yBadviB, 10 HABYAKOTHCSA 3a JPYrHMM (MaricTepChKUM)
piBHeM 3a cnemianbHicTIO: 125 — KibGepbe3neka Ta 3axuct iHbopmamii. Jucuumiina
«[IporpamyBanust Ta 3axuct play-texHonoriiiy Hagae 3m00yBayaM 3HaHHS B raiysi
KOMIT IOTEpHHUX irop Ta 3axucty iHdopmanii. Ha ocHOBI 3aranbHHUX MOHSATH B MPOrpaMyBaHHI Ta
00’€KTHO-OPI€EHTOBAHOTO TIAXOJYy JAWUCIUIUIIHA pO3simae mporec crTBopeHHs 2D-irop B
cepemoBuiili Unity, HarmucaHHst CKPHIITIB 1S peastizaiiiil pyHKIIIOHAIbHOCTI TPH Ta 3aXUCTY JaHHX.
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IIpakTuuna po6ora 1. CTBopeHHs irop 3a 10nomororo ceperosuimna Scratch
Mera poGoru: mosznaiiomutucs i3 mnporpamoro Scratch. HaBuumtucsa cTBOproBatu rpy 3a

JIOIIOMOT 010 Tiporpamu Scratch.

1. TeopeTnuHuii MarepiaJ
[Tix yac 3amycky nporpamu Scratch BiIKpHBa€ThCS BIKHO BUIY:
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BikHo nporpamu Scratch 3 MicTUTB JIeKibKa pOOOYHX 30H Ta MEHIO.

BepxHiit psaok 103B0JIsI€ TEPEMUKATH MOBY HAITUCIB Y BCbOMY J10/1aTKY, @ TAKOXK 30epiratu
/ BiZKpHUBaTH (ailiii MPOEKTIiB i CKACOBYBATH OCTaHHI CKOEHI Iii.

VY BepxHiil YaCcTHHI BiKHa, BiJIpa3y MiCJId CHHBOI CMYTH 3 KHOIKaMHM, 3HaXOASAThCS BKIIAJKH
3 IHCTPYMEHTaMH.

3aknanka «Kom» — ocHOBHaA poO0OTa BUKOHYEThCS TYT. JlolaBaHHs EPCOHAXIB Ta 00'€KTIB
Ha CKpaH, MPOorpaMyBaHHS aHIMAIlil Ta B3aEMOJIIH.

3aknaaka «O0pazu» — CIOAM NMEPEMUKAEMOCS Ul HaJallTyBaHHS BHOPAHOTO CIIpauTy.
3MiHa KOJIBOPY, PO3Mipy, (JOpMH YHM 30BHIIIHROTO BHIIISAY HIKOM. Y Scratch mepcoHaxki Ta
IpEeIMETH, 10 JO0JAI0ThCs 10 MPOEKTY, HA3UBAIOTHCS CIIpaTaMH.

3aknaaka «3BYKH» — SKIIO 00'€KT MOKE BHJIAaBaTH 3BYKH, TO Ha I BKJIAAIMI iX MOKHA
IpOCIyXaTH Ta 3MIHUTH.

OcHoBHI 30HY BKiIanku «Komy:

1. ITaniTpa 610KiB

2. O6nacTp KOy

3. Cuena

4. Ilanenb cripaiTiB

5. Bubip ¢ony

[TamiTpa G70KIB — TYT MOYKHA 3HAWTH BC1 MOXJIMBI OJIOKH, 3 SIKMX OYIyIOTHCS MTPOCKTH Ta
3aBJISKM SIKUM BiOYBAlOThCS Pi3Hi Aii y rpi um aHimamii. J{is 3pyyHOCTi, 6JOKM MOJiIEHI Ha
TPYIIH, IO BIAPIZHAIOTHCS 32 KOJTHLOPOM Ta IPU3HAYCHHSIM.
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O6nacth KOAy — TYT 13 OJIOKIB 30MparOThCS TOCHIIOBHOCTI — CKPUNTH, — a TaKOX
HAJIAIITOBYIOTHCS i1, sIKi BUKOHYIOThCS crpaiiTamu. [1oii, 1110 BUKIIMKAIOTHCS, MOKYTh 3aJIe)KaTH
B1JI 4acy BiJ] 3aIIyCKY I'PH, B3a€EMO/Iii 00'€KTIB Ha €KpaHi Ta HATUCKAHHS SKHXOCh KHOTIOK TPaBIIEM.

Cuena — Ha IIbOMY €KpaHi BiIOYBA€ThCs aHIMAIIIS UM IFPOBHI Mpouec (3aJIeKHUTh BiJl METH
npoekty). CopaliTh MOXHA BCTAaHOBHUTH B TOTPIOHI MiCIl Bpy4HY a0o0 3a JIONOMOTOIO
CHeIiaTi30BaHuX OJIOKIB KOAY.

[Tanens cipaiiTiB — BCl 00'€KTH, SIKI PO3MILIYIOTHCSA Ha CIICHI, 3'SIBISIOTHCS HA 11 MaHE.
TyT npoBOUTHCS iX T0JJaBaHHS Ta HAJAIITYBaHHSA. MOXHA KepyBaTH pO3MIpOM Ta MOJIOKECHHAM
CIIpaiiTy B MPOCTOPI, a TAKOXK 3a/1aTH HOMY 1M'sl Ta peKUM Bi0OpakeHHs (MMPUXOBATH 3 €KpaHa,
MOBEPHYTH HABKOJIO OCi).

Bubip ¢oHy — HEeBeMKa maHeb MOPs 31 CIICHOIO J103BoJIsie BUOpaTu (PoH 1i1s aHiMaIrii i3
BOyZ0BaHOi 0i06i0TeKr a00 3aBaHTAKUTH CBild. MO)kKHA BUOpATH KiJIbKa 300pakeHb Ta KEPyBaTH
HUMH 31 CBOTO aJITOPUTMY .

Bba3oBa nocmioBHICTE il AJIs1 CTBOPEHHS CBOET IPU YU MYJIBT(PIIBEMY

- 3amyckaemo Scratch Ta qoaemMo mepimii CipaiT Ha ciieHy. MoHa Ha3BaTH IPOECKT,

aJie 1e He 00OB'SA3KO0BO.

- HamamroByeMo 30BHIIIHIM BHIIIAL O00'€KTa YU TEpPCOHAXa (AMBISYUCH 3 KOTO

nmovan). MajroemMo KOCTIOM a00 BHOMPAEMO 13 TOTOBHX.

— 30upaeMo CKpUNT 13 OJ0KiB. 31iBa B MaNITPi LMIYKAaEMO MOTPiIOHY Tpymy 1 1Mo 4epsi

TSATHEMO MOTPiOHI YMOBH, OTIEPaTOpH, JIii B 00JIaCTh KOTY.
—  Jlomaemo HOBi CIpaliTH Ta CKPHUIITH, IEPEMUKAEMOCS MK HUIMHU Ta JJOOTPAI[bOBYEMO,
JIOKU HE pealii3yeMo CBiil 3a1yM.

—  Ilepiomn4Ho 3amyckaeMo MPOEKT Ta TECTyEMO Horo podoty. BHocumo penaryBaHHs,

3HOBY IIpOOy€eMO rpatu ab0 IUBUTHUCS CBil MYyJIbTHK.

—  Koumu Bce roroBo, 30epiraemo ¢aiis 3 mpoekToM (110 MOXKIIMBOCTI Kpaie 30epiraty i

MIPOMIXKHI BapiaHTH).

CtBopuMo mpocty rpy 3a nomomororo Scratch. Ilpu cTBOpeHHI HOBOTO TPOEKTY

CTBOPIOETHCS CIPANT 32 3aMOBUYBAHHSAM y BUTJISAL KOTA:
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Pucynoxk 1 — Crpaiit 3a 3aMOBUYBaHHSIM

V nmaneni cupaiTiB MOYKHA 3pOOUTH HalallITyBaHHs CIPANTIB Y BUIJISA1 HOro po3TallyBaHHs
Ha CLIeHi, HOoro iMeHi, Horo po3Mipy Ta KyTa MOBOPOTY KAPTHUHKH TOLIO.

&0

Pucynok 2 — Hactpoiika cpaiiTy Ha maHeni crpaiTiB



Ha 3aknamii O6pasu ciipaiiT MokHa po3(apOyBaTu 4u 101aTH HOMY JIEeTaJICi:
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Pucynok 3 — Hacrpoiika cripaiity Ha 3akianni O0pasu
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Bupanumo ta momaliMo HOBiI CHpaidlTH B MPOEKT. [ BHIOAICHHS 3HAJOOWTHCS KHOIKA
KOIIIMKA Ha CIIpaiiTe Ha MaHei CIpanTiB:

Cnpair 1

]_IJ'IS{ A0JaBaHHA MOXHA CKOPUCTATUCA KHOIIKOKO Ha TaHell CHpaﬁTiB:
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Hampuknan, grogaiMo Taki CripaiTy:
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3MIHAMO PO3MIPH JOJAHUX CIIPANUTIB 1 JaMO KOKHOMY CBOE IM'S:
p pu non p pit y
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Cnpant Mpus - X -35 61

Mokasatn = (2 (%] Poamip 60 Hanpsim 90

JlomaiiMo HOBHI CIIPANT, JIUIIIE TETIep HAMAITIOEMO HOTO CaMOCTIHHO. J{J1s1 HOTO ITiIBOAMMO
MOKAKUMK MUIII 10 KHOTIKY JI0/IaBaHHS CIIPAMTIB 1 B MEHIO BUOEpPEeMO MYHKT « MatoBaTu»:

MantoBatu

CtBOpuMO sIKYCh Qirypy, 3adapoyemo ii Ta 1amo im's:
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OCHOBHHUX YYaCHHKIB T'pH MATOTYBaIX, 3aiitMMocs (hoHOoM. Y Hatii rpi GoHOM Oy/1e IKUHCh

7a0ipuHT, IKUM Tpeba MpoiTH Hamomy [ eporo.
st ctBopeHHs (DOHY IMIBOJMMO MOKa)XKYMK MHMINI O KHONMKH BuOparn ¢on Ha manemi

Bubopy ¢ony ta Bubupaemo HamamoBaru. Hamanioemo sikuiick 1a0ipuHT 1 HOBoMY (hOHY Jamo

Ha3By «PiBeHB1».
Poznoninumo no nabipuHTy 00paHi Ta CTBOPEHi CIIpalTu:
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Bpar1 Bpar2 Tepoit Mpuz KameHb1

® & o o

KameHb2 KameHb3 Kamenb4 Kamenbb

Hanamryemo pyx romnoBaoro I'epost rpu. Hexaif BiH XOAUTHUME CIIEHOIO MPU HATHUCKAaHHI

KHOIIOK YTIpaBJIiHHS KypCOpiB: «—, —, T, |.
Bubupaemo cripaiiT rosioBHOTO Tepos Ta B maHelni «O0JacTh KOAy» 3aluIlIeMO HACTYITHUM

KOJI.



HATUCHYTO

a a
o}
NEepeMiCTUTH B X: @ y: @ @

3aBXKOM

SKWO  Knasilly CTpinka Bropy ¥ HartUCHYTO? . TO

HacTynHuiA 06pa3

MOBEPHYTH B HaNpsIMKy @

3MIHUTW Y Ha e

SKWIO  KnaBsilly CTpiNkKa BHU3 ®  HATWCHYTO? . TO

HacTynHuiA obpaa

MOBEPHYTHN B HanpsMKy @

3MIHUTW Y Ha o

SKWO = KnaBilly CTpifika NpaBopyd ¥  HarUCHYTO? . TO

HacTynHui o6pa3
MOBEPHYTH B HanpsMKy @

3MIHUTU X Ha e

SKWIO = KnaBsilly CTpinka niBopyd ®  HaTtUCHyTo? _ TO

HacTynHuiA obpaa
NOBEPHYTH B HaNpsAMKY @

3MIHUTU X Ha o

0)(®

Jlo1aTKOBO HANAIITY€EMO, 110 TOJIOBHUM repoil Moxke MoBepTaTUCs He HABKOJIO CBOET OCi, a

JUIIIe paBopyd i tiBopyd. st iboro Budupaemo crpaiit ['epoii i B mosi Hanpsim Hatrckaemo Ha
CTPLIOYKH «3J1iBa-HAIIPABOY.

Skmo 3amyctutH Tpy (~ ), TO TOJOBHHII Tepoil Oyae mepecyBaTHCs CIEHOI IpH
HATUCKaHHI KHOTIOK YIIPaBIIiHHS KYPCOPY.



Hanamtyemo pyx BoporiB Hamioro repos. Boporu XOoOuTHMYTh JAESKHUM 3a/laHuM
MapuipyToMm. Buminsemo cpaiiT Bopora, HarpukIiaj, ik kpada 1 101aeM0 oMy HACTYITHHUNA KOJ:

nepemicTUTH B X: @ y:

3aBXKaN

KOB3aTu

KOB3aTu

KOB3aTu

KOB3aTu

AHanoriyHo MOXKHa 3aJaTy MapuIpyT AJsL PYyTroro BOPOra y BUIVIAAL METy3H.

Tenep noaaeMo peakliiito roJIOBHOTO I'eposi Ha 3ITKHEHHS 31 CTIHaMU J1a0ipUHTY, 3 BOPOTaMH,
3 KaMIiHHSM Ta MPU3iB y BUTIISAL sI0TyKa.

Tak gk crTiHM 7aOipMHTY MU 3aJald 4YOPHOTO KOJIbOPY, TO BIANOBIAHO OylnemMo
BIJJIOBJIIOBATH 31TKHEHHS FOJIOBHOTO I'epOsl 3 YOPHUM KOJIBOPOM 1 IOBEPTATH repost Ha IIOYATKOBY
no3uuito. Jlogaemo 10 HagsBHOTo Koy I'epost HacTynHuUM Kox!

Y %
AKWO  TopKaeTcA Korkopy () 2 10

roBoprTy (aViEcIl e cek
nepemicTUTH B X: y: @

AHaJIOTIYHO MOXKHA 33J]aTH PEAKIIil0 Ha 3ITKHEHHS 3 BOPOTaMH.

SAKWO  TOopKaeTbcAd Bparl* ? 710

rOBOpUTH w o ceK

nepemMicTUTH B X: y: @

JonaiiMo peakxiiito Ha 3i1TKHEHHS 3 KaMiHHAM. Koyin repoif 3iTKHEThCS 3 KaMiHHSIM, BOHH
OyIyTh 3HHKATH 3 1oJIsl. KoJti Bce KaMiHHS 3HUKHE BiJJOOPa3MMO y BHITAIKOBOMY MICIII S0JIYKO.

CrtBOpUMO 3MiHHY, B SIKii 30epiraTUMEMO KUIbKICTh MiiOpaHux kameHiB. s 1poro Ha
manenm «[lamiTpa GI0KiB» HaTHCKAEMO Ha po3/it 3MiHHI Ta KHONKY «CTBOpHUTH 3MiHHY». Jlaemo
iM'd 11iel 3MIHHOT «JITYUIBHUKY.

JlomaemMo Kof 710 HAIoTo repolo:



HarucHyTO

nepeMiCTUTU B X: y: @

Hagat JliuMNbHUK *  3Ha4YeHHs o

nokasaru aMmiHHy  JliYMNbHUK »

HACTYNMHUHA KYCOK KOIy JUIsl KOXXHOTO KAaMEHI0, CTBOPIOIOYHM Ui HBOTO HMOro ocobucre
HOBIIOMJIEHHSI

AKWOo  TopkaeTbc KameHbl + ?  TO

3MIHUTM  JliYWNBbHUK »  Ha o

onoBicTUTK = Basnu KamiHeub 1 v

[ToTimM momaeMo mepeBipKy uu 3i0paiii BCi KaMiHIT

SAKLLO NiynnsHMK
OMOBICTUTM BcTaHoOBWTW Npu3 v
onoBicTuTM [Mokasatv npus »
CX0BaTtu 3MmiHHY  JTYMINbHUK

Hagatm JliYMnbHUK ¥  3HaYeHHs o

Ilepexoaumo 10 KOKHOTO KaMEHIO Ta J0JJa€EMO HACTYIHHH KOJ (3MIHIOEMO Ul KOXKHOTO
KaMiHIS Oro MicLIeNoNI0KEeHHS Ta Ha3BY MOBIJJOMIJICHHS):

HaTUCHYTO :
KOnu 8 oTpUMyto  B3anu kamiHeub 1 =

NnepemicTUTH B X: y: @ cxoBaru

NnoKasaTtu

[TepexoauMo 10 CripaiTy 3 sIOJYKOM Ta JOAAEMO HACTYITHUH KOJI:



HaTUCHYTO

cxoBatun

Konu 51 otpumyto  lMokasatu npus »

nokasartu

KOMK 5 OTpUMyl0  BCTaHOBUTM Npua v

nepeMmicTUTM B X:  BUNagKoBe Big no @ y: BWNagkoBe Bif oo

Tenep 3aMMIIAETHCS HAJAIMTYBAaTH TMOBEMIHKY Te€pOs, KOJIH BiH 3ITKHETBCS 3 SOJYKOM.
[lepexoaumo 10 crpaidTy TOJIOBHOTO I'epOIO Ta JI0IAEMO KOJI IIEpe/l PEaKlli€l0 Ha YOPHUNA KOJip:

gKWO - TopKaeTbess [lpua =+ ? - TO

el=Telol /M HAM-HAM! o cek

3YyNUHUTN BCe w

3amycTumo rpy.

3pobumo yckmagHeHHs Tpu. JlogaiiMo 1e oauH piBeHb y rpi. CTBOpUMO HOBHIA (OH, Ha
SIKOMY HaMaJIFOeMO 1HIINHN JT1abipiHT.

3MiHEMO KOJI KOJHM TOJOBHHU Tepod TOpKaeThes siOKyka. Padimie My 3ymuHSUIA TpY.
Tenepaoaamo nepexia Ha HACTYIHUH piBeHb. J[71s1 1IbOTr0 3 010Ka KOy, SIKUH BIAJIABIIOE TOPKAHHS
si0myka 3abepeMo mito «3ynmuHUTH Beey. Jlogamo HOBI Ail «3MiHUTH Tio» Ta «HactymHe Tio», a
TaKOK HEOOX1HO MPOIMUCBTH Ul KOXKHOT'O CIIPANTY 1110 BiH MOBUHEH POOUTH MPH 3MiHI PiBHIO.

PosrnsiHeMo 10paboTKH ISl TOJIOBHOTO T'epPOIO:

3MIHATU TNO HA  YpoBeHb1 *

nepeMicTUTU B X: @ y: @

Hagatv JlMMNbHUK »  3HAYEHHS o

MoKasarty 3aMiHHy  JliYMNbHUK »




AKWO = TopkaeTbcd [lpua + ? 71O

oo (D €@

HacTynHe TNo

| nepeMicTuTH B X: y: @

Posrmstremo gopoOku [uist Bopora memysu. s 1boro 3HanoOuThs momis «Komwm Tio
3MIHUATHCS HaY:

KOMW TNO 3MiHATLCH Ha  YpoBeHbZ v
3YMUHATKA  [HLUI CKPUMTK LIbOrO CrpanTy v
NepemMicTUTH B X: @ y: @
3aBxau

KoB3aTu

KOB3aTun

AHaJOTYHUM YMHOM 3pOOUTH JOPOOKH /ISl BOPOTa y BUIJISIL Kpaldy.
JIyist BCiX KaMiHIIIB JTOJIaMO MOYIUBICTD 3’ SIBJIATHUCS Y BHITAIKOBOMY MICIIi:

KOMW TNO 3MIHUTLCHA HA  YpOBeHbZ w

3YNWUHUTU  iHLLI CKPUMTU LLOTO CNpanTy w

NeperdTn 40 BUNaKoBa Noauuia «

rnokasartn

Mo s6myka 101a€MO KO/, IO TIPH MEePEX0/Ii Ha HOBH PiBEHbB, IOTYKO XOBAETHCS.
3amycTumo rpy.

2. 3aBaanHns 10 JadopaTropHoi podoTu Nel
CTBOpUTH BIIACHY I'py 3a JIONIOMOTO0 Iiporpamu Scratch.



IIpakTuuna podora 2. CtBopenHns rpu Space shooter na Unity

Merta podoTu: o3HaiioMuTHcs i3 mporpamoro Unity. Intepdetic neuryna Unity. CTBopeHHS
HOBOI TpHu. Poborta 3 Asset Store. [lomaBanus aceriB 3 Asset Store. CTBOpeHHS CKPHITIB.
CrtBopenns rpu 3 acetiB 3 Asset Store Hapuutucst cTtBoproBatu 2D-rpy 3a J0MOMOIOIO BKE
icCHyrouux aceTiB B mporpami Unity.

1. TeopeTnuHuii MarepiaJ

CTBOpPHUMO TPy, BAKOPUCTOBYIOUH TaKi KPOKH:

1. CTBOpEHHS TOPOKHBOTO MPOEKTY JyIst Tpu 2D;
2. CTBOpEHHS HECKIHYEHHOTO TJIa;

3. lonaBaHHS irpoBOTO 00'€KTa;

4. lonaBaHHs BOPOTiB

Kpok 1. CtBopeHHs IOpOKHBOTO MPOEKTy st Tpu 2D.
3anyckaemo Unity Hub, B miBiii manenmi BikHa mepexomumo 10 Projects ta matuckaemo
kHonky New project

Projects

Bubupaemo T npoexTy, BBOAUMO Ha3BYy Ta MICHENOJOKEHHS I I'PH, 1110 CTBOPIOEMO:



Uinity Hulb

All templates

Runingr Gama

= ) SpaceShooted
Maobile

nity S\Polytex

2D Mobile
Core

Cancel Create project

Accer — 11e peicTaBiIeHHs Oy1b-SKOTO MPEIMETa, SIKUI MO’KHA BUKOPHCTOBYBATH Y TPi YU
npoekTi. Pecypc Mmoxe OyTu otpuManuii 3 daiiny, ctBopeHoro nosa Unity, Hanpukian 3D-mopeni,
ayniogaiiny, 300paxeHHs a0o iHIIoro Tuny gaitny, skuit nigrpumye Unity. Y Unity Mo>kHA TaKoxK
CTBOPHTH JA€SKI TUIIM pecypciB, Taki sk Animator Controller, Audio Mixer abo Render Texture.

Assets (axtuBu), ctBopeHi mo3a Unity, MatoTe Oytu mnepeHeceHi o Unity nuisixom
30epexeHHs (¢ailry 6e3nocepeHbo y manii «Assets» Balloro MpoeKTy Y KOMiIOBaHHS A0 M€l
nanku. J{is 6aratbox momupeHux GopmaTiB BU MOKETe 30eperTy BUX1IHUH (aiin npsmMo B mamniil
Assets Bamoro npoekry, 1 Unity 3moxe #oro npouutatd. Unity HOMITHTb, KOJU BH 30epexere
HOBI 3MIHH Y (haiiyi, Ta HOBTOPHO IMIOPTYE iX 3a MOTPEOH.

Sxmo Bu nepetsrHete ¢aitn y BikHO npoekTy Unity 31 cBOro koMm'rotepa (Hanpukiaz, i3
nposigHuka y Windows), BiH Oyie ckomiiioBaHui 10 nanku Assets 1 3'SBUTbCS y BIKHI IIPOEKTY.

Haiinpocrimmuii coci6 6e3neuHo nepeMicTUTH abo nepeiMeHyBaTu Ballli aKTUBU 3aBXKIU
pobutn ne 3 manku npoekty Unity. Takum umnHom, Unity aBTOMaTH4HO NEpeMICTUTH abo
nepeiiMenye BiINOBITHUIM MeTadaii.

Unity Marasun (Asset Store) — 11e 6107110TeKa, B sKii 310paHi 0€3KOMITOBHI Ta KOMEPIIiHHI
acertu, ctBopeHi sk Unity Technologies, Tak 1 uaeHamu cniibHOTH. JloCTynmHUI Belnukuii BUOip
acceTiB — TEeKCTYPH, MOJENIl Ta aHiMallli, IPUKJIAIU MPOEKTIB, MAPYYHUKN Ta PO3MIUPEHHS IS
penakropa. AcceTu JIOCTYIHI Yepe3 MpocTHil iHTepdeiic, BOyaoBanuii y pegaktop Unity, yepes
HBOTO MOYKHA 3aBaHTAXKUTH Ta IMIIOPTYBATH OE€3MOCEPEAHBO Y BAIll TIPOCKT.

Binkpuemo BikHO Asset Store, BuOpasiu B ronosHomy MeHio Window — AssetStore. [Ipu
MEepIIoMy BIJBITyBaHHI BaM OyJie 3alpOMOHOBAHO 3apeECTPYBATH OE3KOIITOBHHM OOJIIKOBUMN
3aruc, SKuii 0yJie BUKOPUCTOBYBATHUCH JJIS IOCTYIY J0 Mara3zuHy.

Jlonamo 1o MpoeKTy aKTHUBH LTSI CTBOPIOBaHOI Hamu TpH. [iist iboro BuOupaemo Window
— Asset Store Ta HaTHCHYTH KHOTIKY Search Online. V Bikai Unity Asset Store, 1110 BiZKpuiocs B
Opay3epi, HeoOxiaHO 3HaTH Space Shooter FREE. 3aiitu B Hporo Ta HatucHytn Ha Add to My
Assets. Bubpanwuii accer 3akayaeTbcsi y 1001pKy acceTiB Ha BalloMy 00JIIKOBOMY 3aIlHCi.
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FREE

®© 227 views in the past week
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Very nice!

Very useful and nice looking VFX that enhanced my
class project. They were very easy use, and the
documentation was very helpful. Very helpful for ...
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Bl PN AR BN =
Latest version 1.0

= Latest release date Jan 16, 2018
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[epernsnyTn Ta BCTAHOBUTH MOTPIOHMIA acceT MoXHa 3a gornomororo Window — Package
Manager.

L v Filters v

Space Shooter FREE

Version 1.0 - January 17, 2018

Jroid

Space Shooter FREE

Package Size Supported Unity Versions
Size: 9,23 MB (Number of files: 104) 2017.2.0 or higher

Purchased Date

Aug

Release Details

1.0 (Current) - released on January 17,

Original - released on January 17, 2018

-Download

B pesynbrari iMnopty BuOpaHOTro accera B mamii Assets 3'IBUTbCS HOBa Mamka Space
Shooter Template FREE i3 Habopowm acceris:



[ Assets

er Template FREE
Animation
imentation

Iepapxist (Hierarchy) mictute Bci 00'ektu (GameObject) y morouniii creni. Unity
BUKOPHUCTOBYE KOHIleNiro migq Ha3Bowo Parenting. Illo6 3pobutu Oynb-saxuit GameObject
JOYIpHIM JUTsl IHIIOTO, TIEPETATHITH OakaHWid AOYIpHIA 00'€ekT Ha OakaHWil OATHKIBCHKHI B
iepapxii. JlouipHiil 00'€eKT ycmagkoByBaTHMeE IMEpPEMIIICHHS Ta IMOBOPOTH cBOro OaThka. Bu
MOJKETe BUKOPHCTOBYBATH CTPUIKY OAThKIBCHKOTO 00'€KTa, 110 PO3KPUBAE, ISl TOTO, 00, MpH
HEOOXITHOCTI, MOKa3aTu ado0 MPUXOBATH HOTO TITCH.

[Ipu cTBOpenHi nmpoekty 2D rpu B iepapXii CTBOpHUBCS 00'€KT CIEHHM 1 TOYipHIM 10 HBOTO
CTBOpCHA Kamepa.

‘= Hierarchy

dain Camera

Kamepu € npuctposimu, siKi 3aXOIUTIOIOTh Ta Bi0Opa)karoTh CBIT TpaBlio. MoxHa MaTu
HeoOMeXeHY KUIbKICTh KaMep y cleHl. Bu Moxere HanamryBaTu peHAEpUHT KaMepaMu B Oy/ib-
SKOMY MOPSAKY, Ha OyAb-KOMY MICIIi eKpaHa a0o JIMIIe B IEBHUX YaCTHMHAX €KpaHy.

BcranoBumo kamepy BeprukanbHO. Ilepexogumo B pexum Game Bubupaemo abdo
ctBOproeMo 9:16 Aspect. Buninsemo Main Camera Ta y BIaCTUBOCTSIX Y 110JIi Size€ BCTaHOBIIIOEMO
3HadeHHs 9,6.

Play Focused




Kpoxk 2. CTBOpeHHSI HECKIHUEHHOTO (JOHY

CtBopumo HoBuii TopokHii 00'exT (Create Empty), HazBemo iioro Background. ¥ Hpomy
CTBOPHMO ImIe OJIuH TMopoxHiii 00'ekt Background images 1 momicTUMO chpaitu 3
iIBAHTA)KEHOTO acceTa.

= Hierarchy
+~
P SampleScene

f Main Camera

roLndad

cground images
ebula_1_1_Top
Mebula_1_1_Bott

Po3ramryemo ix Ha clieHi B Takuii crocioO:



@‘ Sa

mpleScene*
I

|

[TponyOGnroemMo HasiBHI CIIPAWTH 1 pO3TALTY€MO BHIIE TOYATKOBHUX:

+ -

CkpunTHHT — HEOOXiiHa CKJIagoBa s BCiX irop. HaBiTe HalmpocTimii irpu notpeOyroTh
CKPHUITIB JUIs peakiii Ha J1ii TpaBLis Ta oprasizaiii noaii revimmiero. KpiMm Toro, Ckpuntu MoxyTh
OyTH BHKOPHCTaHI A CTBOpEHHS rpadiuHuX egeKTiB, ynpaBiiHHS (PI3UUHOIO TMOBEIIHKOIO
00'exTiB 200 peanizailii KOpUCTyBaTbHUIIBKOT Al cucTemu N1t IEPCOHAXKIB TPH.

[ToBeninka irpoBux 00'€KTIB KOHTPOIIOETHCS 3a AOMOMOro koMioHeHTiB (Components),
K1 IPUETHYIOThCS 10 HUX. He3Baxaroun Ha Te, 1110 BOynoBaH1 koMnoHeHTH Unity MOXYTbh OyTu
JyXe pi3HOOIYHMMH, ajieé 4acTo HEeOoOXiIHO peaizyBaTH BJIACHI ocoOnuBOCTI reimiero. Unity




JIO3BOJISIE CTBOPIOBATH CBOI KOMITOHEHTH, BHKOPHCTOBYIOUH CKPUNTH. BOHM J03BOJSIOTH
AKTUBYBaTH IrpOBI TOJii, 3MIHIOBaTH IMapamMeTpu KOMIIOHEHTIB, 1 BiJNOBIJaTH Ha BBEICHHS
KOpPHUCTYyBaya B Oyb-sSKHH Cc110CiO.

Ha BigmiHy Bij] IHITMX acCeTiB, CKPHUIITH 3a3BUYail CTBOPIOIOTHCS Oe3mocepenabo B Unity.
Bu MokeTe CTBOPUTH CKPUIIT, BAKOPHCTOBYIOUM MeHI0 Create y JTiBOMY BEpXHbOMY KYTi MaHei
Project abo BubpaBmmn Assets — Create — C# Script y roI0BHOMY MEHIO.

CrBopumo ckpunt. st iboro B nepeBi mpoekTy B mamili Assets CTBOPUMO HOBY TAarKy
Scripts

VY manmi Scripts ctBopuMo ckpunT. [IpaBoro KHONKOIO MHUIIN BCEPEAHMHI L€l ManKu
BubOupaemo Create — C# Script. Beogum Ha3sy BackgroundController.

Folder

C# Script
2D
Visual Scripting
Shader

Shader Variant Collection

Testing
Playables »
Assembly Definition

Create > Assembly Definition Reference

Show in Explorer Text >

Open TextMeshPro »

Delete
Rename Scene

Copy Path Alt+Ctrl+C Scene Template

[ToxpiiiHe KallaHHsS MMIIL MO 1KOHII CTBOPEHOTO CKpHUNTY BinkpuBae Visual Studio i1 B
HbOMY IIa0JIOH CTBOPEHOTO CKPHIITY:



” ®aiin  Mpaeka Bwa Git Mpoexr Otnagka Tect  Ananms  Cpeactea  Paclumpenus

H-e2BE P MpucoeanHerme., -

BackgroundController.cs & X
[ NMpoune daiins
em.Collections;
.Collections.Ge
yEngine;

er : MoncBehaviour

Start()

Update()

[lepesipte, mo6 y HamamrtyBanusx Unity crtosura Visual Studio: Edit—Preferences...
—External tools—External Script Editor — BuGpatu Visual Studio 36epertu npoekT. 3akputu
Visual Studio Ta mepesamyctutu Unity. [loxaBiiiHe KiamaHHS MHII MO IKOHII CKPUNTA i BiH
BimkpueThest y Visual Studio. IIpu Biakputti Visual Studio mMoxke 3'IBUTHCS MOBITOMIIEHHS IO
MOTPIOHO BCTAHOBHUTH JIOJIATKOBI KOMIIOHEHTH. BCTaHOBITIOEMO iX.

OBo3pesaTent pelleHHid
3peBaTent perueHni — nowck (Ctrl+x)

B 33BMCHMOCTI OT PELIEHNA Bam
£T NOTReGOBaTECA YETAHOENTE
AOMOAHWTENEHEIE KOMMOHEHTEI 41A
ACCTYNa K NoAHomMy Habop:
BOZMOMHOCTENR Da3pnat
= Pewwenne "SpaceShooter” (0 npoexra 1)

b [[E Assembly-CSharp (HecoBmecTimMa)

Ckpunt B3aemoji€ i3 BHYTpIIHIMM MexaHi3MaMu Unity 3a paXyHOK CTBOPEHHs Kiacy,
yCHaJKOBAHOTO BiJ BOYJI0OBaHOTO Kiacy, 3BaHoro MonoBehaviour. Bu moxere nymaTu npo kiac
SK TPO CBOTO POy IUIaH CTBOPEHHS HOBOT'O THITY KOMIIOHEHTA, IKUH MOKe OyTH MPUKPINICHUN
1o irpoBoro o0'exra. ll{opasy, koau BU NpueAHyETE CKPUNITOBUN KOMIIOHEHT J0 IrpOBOro 00'eKTa,
CTBOPIOETHCS HOBUM eK3eMIUIsAp 00'eKTa, BU3HaYeHUH IIaHOM. IM's kimacy GepeTbes 3 IMeHi, sike
BU BKa3aJM MiJl yac CTBOpPeHHs ¢ailny. IM'a kitacy Ta iM'st Qailiry mOBUHHI OyTH OHAKOBUMU IS
TOTO, 11100 CKPUIITOBHI KOMIIOHEHT MIT OyTH NpHEIHAHUHN 10 IrpoBOro 00'eKTa.

Oynkmis Update — e miciie 11t po3MilieHHs KOy, SKUi 00poOIsITHME OHOBJICHHS KaJIpy
Juis irpoBoro o6'ekta. Lle Moxxe OyTu pyx, CipalfoBaHHs il 1 peakilis Ha BBEIEHHS KOPUCTYyBaya,
B OCHOBHOMY BC€, IT[0 TOBUHHO OyTH 00p0o0seHo 3 yacoM B irpoBomy mporieci. [1lo6 mo3pomutu
¢ynkuii Update BHKOHYBaTH CBOIO pPOOOTY, uyacTo OyBae KOPHUCHO IHIIiaJli3yBaTH 3MiHHI,
paxyBaTH BJIACTHBOCTI Ta 3A1MCHUTHU 3B'A30K 3 1HIIUMHU ITPOBUMHU 00'€KTaMH J0 TOTO, K OyIAyTh
3MiliCHeH1 Oy Ib-sIKi Mii.

Oynkris Start 0yzae Bukimkana Unity 10 TO4YaTKy irpoBOro mpoiecy (ToOTO 0 MepIioro
BUKIHMKY (yHkuii Update) i 11e ineanpHe Micle JUIsl BAKOHAHHS 1HiIiami3arii.

Debug.Log e xomaHna, sika MPOCTO BUBOJMTH MOBIJOMJICHHSI Ha KOHCOJbHE BHUBEICHHS
Unity.

Hanpuxknan, xox:



void Start()
{

Debug.Log("l am alive!");

}

SIkimo BM HaTHcHeTe 3apa3 Play, BM moOadyuTe MOBIAOMICHHS BHH3Y OCHOBHOTO BiKHA
penaktopa Unity y BikHi Console (meHto: Window > Console).

Ckpunt Unity He cX0kHii HA TPAAULIHHY 171€10 TPOTPaMH, A€ KOJ| PAIIO€ TOCTIHHO B LUK,
IIOKH HE 3aBepUIMTh cBO€ 3aBlaHHA. HaTtoMmicTs Unity nepiognyHo nepenae KepyBaHHS CKPUNITY
IIPY BUKJIMKI IEBHUX OTOJIOUICHUX Y HhOMY (QYHKIIN. SIK TINBKHM (QYyHKIIisI 3aBEepIIy€e BUKOHAHHS,
KepyBaHH: nmoBepTaeThest Hazay 1o Unity. Lli GpyHkmii Bimomi sik GyHKIii mofii, TOOTO iX aKTUBYE
Unity y BiInoBigp Ha mojii, 10 BiOyBaroThecs y mpoueci rpu. Unity BUKOPHUCTOBYE CXEMY
iMEHyBaHHS, MI00 BU3HAUMTH, Ky (YHKIIFO BHKJIMKATH TeBHOI moxii. Hampukman, mu Bxke
posrnsnynu  (ynkuiro Update (BukIMKaeThbes mepea 3MiHOK Kaapy) Ta QyHkmiro Start
(BUKJIMKAETHCA TIEpe] MepuM Kaapom 00'ekra). Y Unity € HabaraTo Oinbine QyHKIIH MOIi.

JlomaeMo HaCTYIHUHN KOA:

public class BackgroundController : MonoBehaviour
{

[SerializeField]

private SpriteRenderer sprite;

private float speed = 2.5f;
private float positionMin;
private Vector2 positionRestart;

// Start is called before the first frame update

void Start()

{
positionRestart = transform.position;
positionMin = sprite.bounds.size.y * 2 - positionRestart.y;
//Debug.Log("l am alive!");

}

// Update is called once per frame
void Update()
{
transform.Translate(Vector3.down * speed * Time.deltaTime);
if (transform.position.y <= -positionMin)
transform.position = positionRestart;



Unity mo3BoJisse 3MIHIOBAaTH 3HAYCHHsI 3MIHHUX CKpHNTa y 3amymieHid rpi. Ile myxe
KOpPHCHO, 00 moOaunTtu edeKkTu BiJg 3MiH Biapa3y K, 0e3 3ymuHKH Ta mepe3amycky. Komu
NpOTPaBaHHs 3aKiHYYEThCS, 3HAUCHHS 3MIHHUX CKUAAIOTHCS B CTaH, SKUW BOHU MalH JO
HATHCKaHHS KHOMIKU Play.

Atpubytu (Attributes) — me mapkepw, SKi MOXYTh OyTH PO3MIIIEHI Iepes] KIacom,
BJIACTUBOCTSAMHU a00 (YHKIISIMM B CKpHIITi, 1100 BKa3zaTH ocoOiuMBY moBeniHKy. Hampukian,
atpudyt Hidelnlnspector moxe OyTu 1omaHWi TIepe]] OTOJOMICHHSM BJIACTUBOCTI IS
3armo0iraHHs BiJOOPaKEHHIO Ii€1 BIACTUBOCTI B iHCIIEKTOPI, HABITh SKIO BOHO myoOuiuHe. Y C#
BiH MICTUTBCSI MK KBaJAPATHUMH Ty KKaMH.

VY C# B MOBUHHI OrOJIOCHTH 3MiHHY 3arajlbHOJIOCTYITHOO, 00 MOOAYUTH ii B IHCHIEKTOPI.
Skmo Bu Takox xouere, mobd Unity cepianmizyBana private moss (mobauntu ix B [HcriekTopi), B
MOJKETE JI0AATH J0 uX moiiB arpudyT SerializeField.

3acTocyeMo cTBOpeHWi ckpunT Ha 00'ekt Background images muisixoM mepeTsTryBaHHS
IKOHKHM CKpHUITA JI0 BIACTUBOCTEH 3a3HAYEHOr0 00'€KTa. 3aI0OBHUMO 3HAYCHHSM T0JIe Sprite.

O Inspector

Background images

* Layer Default

ﬂ + Background Controller (Script)

e Mebula_1_1_Tof

Add Component

3aHYCTI/IMO IMPOCKT I'pH. Tenep Ma€eMO HECKIHYEHHE TIIO.

Kpok 3. JlogaBanHs irpoBoro 06'ekty

Jomamo Ha crieHy rpaBiisl sSIK KOCMIYHOTO KOpaoJIs.

Cuctema Prefab Unity no3Bosisie cTBOproBaTH, HanamroByBatu Ta 30epiratu GameObject y
KOMIUIEKT] 3 yciMa HOro KOMIIOHEHTaMM, 3HaYEHHSIMH BIIACTUBOCTEW Ta JOYIPHIMU IFPOBUMU
00'eKTaMM SIK TOBTOPHO BUKOPHUCTOBYBAaHHUM aKTHUB.

V¥ namomy npoekTi Takuii Prefab mu Bi3bMeMo 13 BcTaHOBIIEHOTO aceTy. [ boro B maHesni
Project 3axoaumo no manku Space Shooter Template FREE — Prefabs ta nepersiryemo Ha crieHy
Prefab mig Hassoro Player.



i v B my Q- t+

R SampleScene*
in Camera
Background

Prefab mig na3zBoro Player Bke mMae psii KOMIOHEHTIB, sIKi JOAaB PO3POOHHK aceTa, IO
BHUKOPHCTOBYEThCS. 30KpeMa, Ha 00'exT Player HaBimeHo tpu ckpuntu.: Player, PlayerMoving ta
PlayerShooting.



Player
Player Layer Default
Open
Transform
Position

Rotation

L I o I o |

Player (Script)

M PlayerE

/ Player Moving (Script)

1.
1.5
1.5
1.

# Player Shooting (Script)

¢ Sprite Renderer
 Box Collider 2D
Rigidbody 2D

V ckpunri Player € mapametp Destruction FX - npe¢ab BigeoedekxTy, 1110 reHepyeThCs Micis
CMEpTI I'paBlLIs.

VY ckpunri PlayerMoving € napametp Borders, 1110 HanamroByeThCs - BIICTYH BiJl KOXKHOT
MEXi eKpaHa, sIKUi rpaBelb He MOXKE MPOXOIUTH.

V ckpunti PlayerShooting € napamerpu Weapon Power - T 36poi rpaBiis, 110 BIUIUBAE Ha
CTPUISTHUHY (LIUISIXOM 3a 3aMOBuYyBaHHAM Bif 1 10 4) 1 Guns - rapMaTt 1 TpOMEHEB1 00'€KTH B
lepapxii rpaB1iB.

Komnonent Sprite Renderer Bizyanisye nBoBuMipHI rpadiuni o0'ektu Sprite Ta kepyiTe
Horo Bi3yaJIbHUM BiI0Opa’KeHHSIM Ha CLIEHI.

[Tpu crBopenHi cipaiity (GameObject — 2D Object — Sprite) Unity aBTOMaTH4HO CTBOPIOE
GameObject i3 mpukpimaeHuM KoMioHeHToM Sprite Renderer. Bu Takoxx MoxeTe momaTu
KOMITOHEHT JI0 iICHYr040ro irpoBoro o0'ekty uepe3 Kommonentn (mento Component — Rendering
— Sprite Renderer).

Kommonent Box Collider 2D — nie xomnaiinep, sikuit B3aemoie 3 cucremoro 2D-¢izuku. Lle
OPSAMOKYTHHUK Y (POpMi 3 IEBHUM ITOJIOKEHHSM, IIUPUHOIO Ta BUCOTOIO B JIOKAJIHHOMY MPOCTOPi
koopauHat Sprite. IIpsMOKyTHUK BHpIBHSHHUH MO oOcl, fike Kpai mapaienbHi ocsiM X uu Y
JIOKaJIbHOTO IPOCTOPY.

Komnaiinep — HeBunuma ¢opma, 1110 BUKOPUCTOBYETHCS AJI1 0OpOOKH (Pi3UYHUX 31TKHEHb.
KoJ1aiiiep He 00OB'SI3KOBO Ma€ OyTH came Ti€l 3k GopMH, 110 i ciTKa 00'eKTa.



BusiBneHHs 31TKHEHb — aBTOMaTUYHUH TIPOIIEC, 0 BUKOHYEThCS Unity, sIkuii BU3HA4ae, 9u
€ GameObject 3 Rigidbody, 1m0 pyxaeTncs, 1 Konaiiep yBIHIIOB B KOHTAKT 3 OY/b-SKUM 1HIIIUM
KOJIaiIepOM.

Cucrema crieHapiiB MOXKe BU3HAYATH BUHUKHEHHS KOJIi31H Ta 1HIIiI0BaTH ii 32 JOMTOMOTO0
¢ynxkiii OnCollisionEnter. OgHak TakoX MOXHa MPOCTO BUSBUTH, KOJIH OJMH KOJIAWIep BXOIUTh
y TpocTip IHIIOrO, HE CTBOpIOIOYM 3iTKHeHHA. Komaiinep, HamamroBanuwii sk Tpurep
(BuKOpHUCTOBYIOYM BiacTHBICTH Is Trigger), He Beze cebe sk TBepAui 00'€KT 1 MPOCTO MPOIyCKae
iHmi  konaiimepu. Komw komaiiiep BXOAWTH Yy CBO€ MiCIle, TPUTEpP BHUKIUKAE (PYHKIIIIO
OnTriggerEnter mst 06'exta Tpurepa scripts.

Composite Collider 2D xommnonent — ne Komaiinep, sikuii B3aemogmie i3 cucremoro 2D-
¢i3uku. Ha BiaMiHy O1MBIIOCTI KOJaiaepiB, BiH BU3HAYae BHYTpimHIO (Gopmy. HaTomicTs BiH
noeuye popmu O0yap-sikoro Box Collider 2D a6o Polygon Collider 2D, siki Bu HanamTyBaiu ajis
Bukopuctanns. Composite Collider 2D BukopucToBy€e BepiinHU (T€OMETPit0) OyAb-IKOTO 3 X
KoJIaiiepiB Ta 00'eIHY€ X pa3oM y HOBY reoMeTpito, kepoBany camum Composite Collider 2D.

Kopertki Tina no3ponstots BamuM GameObjects aistu mig kontposiem ¢izuku. Rigidbody
MOYXE CIIPHIMATH CHUJIM Ta KPYTHHH MOMEHT, 100 Bamr 00'€KTH pyXanmcs pearicTuyHo. byab-
sakuii GameObject noBuneH mictutu Rigidbody, 11100 Ha HbOrO BIUIMHYIA IrpaBiTalis, 11100 BiH
JiSIB TI1JT JTI€F0 TOJTATKOBUX CHJI 32 JIOTIOMOTOIO CIIeHapiiB a00 B3a€EMOJIISB 3 IHITUMU 00'€KTaMHU.

Komnonent Rigidbody 2D nomimiae 00'exT miJ ynpasiinHs GizudHoro asuryHa. 2D o0'extu
MOXYTb PyXaTHCS TUIBKH B IUTOMKHI XY 1 MOKYTh 00€pTaTHCS HAaBKOJIO OC1, MEPIIEHAUKYIISIPHOT
A IUIOLMHI.

3a3Buuaii kommoneHT Transform pemakropa Unity BuzHaudae, sk GameObject (i #ioro
nouipHi 06'ektu GameObject) MO3UIIOHYETHCS, O0EPTAETbCA Ta MACIITA0YETHCS YCEpEeaHHI
Cuenn. Konm BiH 3MIHIOETBCS, BiH OHOBJIFOE 1HIII KOMITOHEHTH, SIKI MOXKYTh OHOBJIFOBATH TaKi
pedi, SK J¢ BOHH BigoOpakaroTbes a00 Jie KoJanaepH.

Kpok 4. JlonaBanHs1 BOpOTiB

Hactynuum kpokom Oyjie 1o1aBaHHs Ha CIIEHY BOPOTIB Ta 1HIINX 00'€KTIB.
VY BcranoBineHoMy aceTi B manili Prefab moxkHa 3HaiiTu cTBOpeHuit npegad Bopora:

Enermy_...

m Enemy

SAxmo neit mpedad MPocTO TEPEeTATHYTH Ha CIEHYy Ta 3alyCTUTH TPy, TO BOPOT
nepedyBaTume TaMm, A€ WOro moctaBuin. HaBiThk SIKIIO HammMcaTH JUIsl HBOTO CKPHUIIT, SIKHK HOTO
repecyBaTuMe, TO OJIMH BOPOT L€ MAJIO.



B ineani HaM moTpiOEH MOTIK TAKUX BOPOTiB, SIKi 3'ABISATUMYThCS Uepe3 ACSIKHI 4ac y pisHUX
KoopauHatax. [[is uporo cTBoproeThesi moposkHid 00'ekT GameObject 1 Ha HHOTO HABIITYETHCS
CKpHIIT, SIKW TeHepyBaTHME MOsSiBa BOPOTiB. AOO CTBOPIOETHCS MOPOKHii 00'ekT GameObject i3
JIOYipHIMH 00'€KTaMH 1 Ha 111 00'€KTH JOJAI0THCS BIIOBITHI CKPHUIITH.

Create Empty "\/

2D Object »
30 Object »
Effects >

Tak Ak y 1iif po60Ti MU BUKOPHCTOBYEMO BCTAHOBJIEHHH acceT, a BiH BXKe MICTUTh TaKUi
00'eKT, TO CTBOPIOBATH MOPOXKHIM 00'ekT He Oyaemo. [lepeTsiruemo Ha cueHy 3 nanku Prefab
o0'ext mig Ha3Boro Game Controller. ¥V Hamomy BHUNaAKy BiH MICTUTHME KUIbKa JIOUYIpHIX
00'€KTIB:

Boundary — 00'exT Bka3ye Ha 00'€KTH, [0 IEPETHHAIOTH JIHIIO ITPOBOTO TMOJIS, 3HUIILYE YU
JIEaKTUBYE IX.

Level_Controller — korTpostoe irpoBuii mporec bOro piBHS, 30KpeMa BUPOOIIsie€ BOPOTiB,
O6oHycHu Ta (HOHOBI 00'EKTH.

s 3amycky piBHS HeoOXxigHO 3anmatu mnoist o0'ekrta Level Controller, a came Enemy
Waves. ¥ kareropii «Enemy Wavesy» ciij 3a3HaYUTH KUIBKICTh BOPOKHUX XBHIIb, SIK1 3'SIBIISTHCSA
Ha 1[bOMY piBHI. Tako MOTPiOHO BKa3zaTH TOYKY BUITIKY BiJf OYATKy I'PU, KOJH 3'SBISETHCS



KokHa XBWISI (y CceKyHaax). JlomaroThcsl 3a3maieriap MiAroTOBICHI XBWII 3 manku Prefabs —
EnemyWaves.

v Lewvel Controller (Script)

Enemy Waves
Elemen
Time Tt T o
Wave oWave_1

Element 1

Element 4
Element 5

Elem

VY Time For New Powerup BcTaHOBITb, SIK 4acTO MOBUHEH 3'ABIsATUCS O0HYC Power up.
VY «Planets» Hanamryiite miaHeTH-BiAbMH, K1 BU 30MpaeTecs BAKOPUCTOBYBATH, 1 SIK 4aCTO
BOHU MarOTh 3'SBIIATHUCS.

¥ Level Controller (Script)

Enemy Waves

Element O
Element 1

Element 2

Time E n Planets

Planet ed

Enemy Waves mictuth ckpunt Wave, siKuil reHepye NeBHY KIJIbKICTh BOPOT'iB MPOTATOM
MIEBHOTO MEP10/ly Yacy 1 3alyCcKae iX 10 MeBHOMY LUISXY.

B ~ Wave (Seript)

[Tons ckpunrty «Waven:

- «Enemy» — npedabd Bopora, sikuii 6yJie CTBOpEHUH M1 Yac i€l XBUi;
- «Count» — KUIbKICTh BOPOTIB Y IIiil XBUIII;

- «Speed» — MIBUIIKICTB, 3 IKOKO BOPOT MPOXOIUTH ILIAX;



- «Time Between» — mepio MixK MTOSIBOIO BOPOTB;

- «Path Points» — Touku, sIKi mpoiiie BOPOT i Yac MPOXOKEHHS HUIAXY;

- «Rotation Bypass» — uun o6epTaTuMeThCsi BOPOT MiJ] Yac MPOXOIKEHHS HUIAXY.

- «Loop» — SKIIO TUKI aKTHBHUM, IIICIAS 3aBEpIICHHS MUIAXYy BOpor Oyze
MepereHepoOBaHNN y TIOYATKOBIHM TOYIIL;

- «Path Color» — xomnip, sikum Oyne BiazHaueHuit nuisix y Pegakropi;

- «Shooting»: «Shot chance» — WMOBIpPHICTh MOCTPUTY IO MPOTHUBHUKY IIPH
NPOXO/KEHHI IUISIXY, a TAKOXK MiHIMAaJIbHUNA 1 MAKCUMAJIbHHUNA 4ac, KOJU MPOTHUBHUK
crpoOye BUCTPUINTH.

- «Test Mode» — sIKI110 TECTOBHIA PEXKUM aKTUBHUI, XBUIJISI TEHEPYBATUMETHCS IIOCTIHHO
3 1HTepBaJoM y 3 cekyHAH. Bu MokeTe BHKOPHUCTOBYBATHM TECTOBHM DPEXUM IS
HaJIAIITyBaHHSA HOBOI XBHUIII.

Tenep, KoJu Ha CIIEHI MU PO3TaIlyBaJIud HECKIHUCHHE TJIO, TPABIsSl Ta 00'€KT, 110 BiAMOBIIAE

3a TeHEepaLlil0 BOPOTiB 1 IIIAHET MOXKEMO 3aIyCTHTH TPy HAa BUKOHAHHS:

M SampleScene
in era

2. 3aB1aHHA 10 NPAKTHYHOI po6oTH Ne2
CTBOpUTH TPy OMHUCAHY B JIAOOPOTOPHIHN pOOOTI.



IpakTuuna po6ora 3. 2D rpa. OcHoBHi 00'eKTH

Merta po60oTH: T03HaHOMUTHCS 3 OCHOBHUMH 00’ €kTaMu Ha ciieHi B Unity. [ToHSTTS irpoBuii
00’exT, cuieHa, Marepiai. CTBopeHHs irpoBuii 00’ eky 3acobamu Unity. [TousaTTs ¢izuunmii 00’ €KT.
JHonaBanns ¢izuku 10 06’ ekry. CTBOpeHHs rpu Ha Temy Ping pong. HaBuwtucs nogaBatu 00’ €KTH
Ta HAJIAIITOBYBATH 1X QYyHKI[IOHAIBHICTH B IIporpami Unity.

1. TeopeTnuHuii MarepiaJ

Knac Unity GameObject BUKOPHCTOBYETbCS ISl TMPEACTABICHHS BCHOTO, IO MOXKE
icayBatu y Creni. Kosken 00'exr y Bariiii rpi — 1ie GameQObject, Big mepcoHakiB Ta KOJIEKIIIHHNAX
IPEMETIB J0 JKEpeIT CBITJIA, KaMep Ta CrelialbHUX e(eKTiB.

I ot ey

Sprites > 2D Object >

Physics > 3D Object >

Tilemap > Effects >

Sprite Shape > Light >

Pixel Perfect Camera Audio >

Sprite Mask Video >
ul >
Ul Toolkit >
Camera

Visual Scripting Scene Variables

Pucynok 3.1 — IIpuxiag GameObject

IrpoBi 00'ekTH aKTUBHI 32 3aMOBYYBaHHSIM, aje X MOKHA JACaKTUBYBATH, IO MPHU3BEAE 110
BUMKHEHHSI BCIX KOMIIOHEHTIB, MPUKPIIJICHUX 10 irpoBUX 00'€KTiB. 3a3BMYaii 11€ 03HaYae, 110 BiH
CTaHe HEBUJIUMHUM 1 HE OTPUMYBaTUME 3BUYAMHMX 3BOPOTHHX BUKJIMKIB a00 MOJiH, TaKUX SIK
Update a6o FixedUpdate. Cratyc irpoBoro 00'€ekTa aKTHBHHMU MPEICTABICHHIA MparoprieM
J1BOPYY BiJl iMeH1 00'eKTa.

O Inspector =]
ﬁ'f] D[rect[unalught Static ¥
. Tag Untagged *  Layer Default -

Ter — 11e TOBIZIKOBE CJIOBO, K€ MOKHA MPUCBOITU OAHOMY abo nekinbkoM GameObjects.
Hanpuknan, Bu Moxkete BU3HauUUTH Ter «['paBerb» [Uid MepcoHaKiB, KOHTPOJIbOBAHUX I'PaBLEM,
Ta Ter «Bopor» g mepcoHaxiB, sIKI HE KOHTPOJIIOIOTHCS IpaBlieM. Bu Mokere BU3HAUUTU
IpeaMeTH, sIKi rpaBelb Moxe 30uparu y Cueni 3 no3Haukoro "Konexuinauii".

Tern pomomaraioTh iAeHTU(]IKYBaTH IrpoBi 00'€KTH aJs cueHapiiB. Term KopucHi Iuist
TpUrepiB y KoJaiiepi, 3a JOMOMOT 00 SIKMX MO>KHA 3'ICYyBaTH, Y4 B3a€MOJII€ TpaBellb, HAIPUKIIAJ,
3 BOPOT'OM, PEKBI3UTOM a00 MPEAMETOM KOJIEKIIIOHYBaHHSI.

Cawmi coboro GameObject Hiuoro He poOIATH, ane AitOTh SIK KOHTEHHEPH JJIs1 KOMITOHEHTIB,
Jie peanizoBaHa 1 (PyHKII1OHAIbHICTD.

{06 monmatu irpoBoMy 00'€KTy BIACTUBOCTI, HEOOXIIHI ATt TOTO, 00 BiH CTaB JKEPETIOM
CBITJIa, IepeBOM ab0 KaMeporo, MOTPIOHO J01aTH 10 HhOTO KOMIIOHEHTH. 3aJIe)KHO BiJI TOTO, SIKUN
00'eKT BU X04eTe CTBOPHUTH, BU ojaete 1o GameObject pizHi koMOiHAaIliT KOMIIOHEHTIB.

Jlo GameObiject 3aBxau npueaHaHo KOMIIOHEHT Transform (s mogaHHs MOTOKEHHS Ta
opieHTaIlil), 1 BHIAIUTH HOTro0 HEMOXJIHBO. [HII KOMIIOHEHTH, SKi HalalTh 00'€KTy HOTO
(GYHKIIOHANIBHICTh, MOXKYTh OyTH 10AaH1 3 MeHI0O KOMITOHEHT peakTopa abo CKpuITa.



0 Inspector

Eij + |Cube

" Tag Untagged

v M.  Transform
Position
Rotation

sCale

X0
X0

Layer Default

1 O L0
1 O L0
L] i

CrBopumo HOBHiA mpoekT 2D rpu. Y HOBOMY NpoeKkTi mepeiiMeHyeMO Ha3By CLEHH Ha
Scenel. CrBopumo Ha creni npoctuii GameObject y sursiai xona (2D Object — Sprites —
Circle) ta nazBemo itoro, nanpukia Ball. KontekcTae MeHto e MokHa oopatu Bug GameObject,
0 CTBOPIOETHCS MOXKHA BH3BATH IPABOI0 KHOMKOK Ml B maHeni Hierarchy a6o B menro

GameObiject.

Create Empty

2D C
3DC
Effec
Light
Audi
Vide:
Ul

Ul Te

9-Sliced

Capsule

Sprites
Physics

== Hierarchy

+v a

Circle

Hexagon Flat-Top
Hexagon Pointed-Top
Isometric Diamond
Square

Triangle

Camera
Visual Scripting Scene Variables

Tilemap

) Scenel
@ Main Camera

& Ball

Sprite Shape
Pixel Perfect Camera
Sprite Mask

Komnonent Rigidbody — e 0CHOBHUI KOMITOHEHT, IO BKJItOYa€ (pi3WYHY MOBEMIHKY IS
o0'exta. 3 mpukpimnenuM Rigidbody o0'ekT HeraiiHo mouHe pearyBaTd Ha rpaBiTamiioo. SIKIIo
nolaHo ofauH abo kinbka KoMmmoHeHTiB Collider, To mpu komizisiX (3ITKHEHHSX) OO'€KT

NEepeCyBaATUMCETHCA.

& Rigidbody 2D

Body Type
Material
Simulated

Use Auto Mass
\ERS

Linear Drag
Angular Drag

Gravity Scale

Collision Detection
Sleeping Mode
Interpolate
Constraints
Freeze Position
Freeze Rotation

Layer Overrides
Info

Dynamic
None (Physics Material 2D)
v

1

0

0.05

1

Discrete
Start Awake
None

Pucynok 3.2 — BikHo xomnonenty Rigidbody

Jnst Toro mo6 o6’ext Ball ctaB ¢iznunum nogaemo 10 Hporo kommnoHeHT Rigidbody. s
1poro B maesni Inspector maruckaemo kaonky Add Component Ta o6upaemo Rigidbody 2D.



Add Component
a rig|
Search
& Rigidbody

& Rigidbody 2D
*k Event Trigger

New script

Pucynok 3.3 — [Tomyk y BikHi komrnonenty Rigidbody

SIkuo 3apa3 3anycTutH rpy, Ha 00’ekt Ball moune nmagaTu BHU3 Ta Buiine 3a Mexi KaMepH
TaK SIK Ha HbOT'O BILIMBAE TPaBITAIlis.

Kommnonentu Collider Busnauatots Gpopmy GameObject mis wineit Gi3uuHUX 3iITKHEHB.
Kosnaiinep He 000B’s13k0BO Mae Oytu Takoi x (opmu, sik citka GameObject. TIpuGnusne
HAOJIMKEHHS CITKH YacTo € OUThII €PEeKTUBHUM 1 HEPO3PI3HUM Y iIrpOBOMY IPOIIECI.

HaiinpocTinti kommaiiepy € NpUuMITHBHUMHU TUTIAMHU KOJUTAMIEPiB.

Y 3D ue Box Collider, Sphere Collider i Capsule Collider. ¥ 2D Bu wmoxere
sukoprcroByBatu Box Collider 2D i Circle Collider 2D.

Bu moxere momatu Oyab-aKy ix KiTbKicTh 10 ogHoro GameObject, o0 cTBopuTH CKIaaeHi
KOJITalIepH.

s toro mo0 o0’ext Ball Mir B3aeMOmisITH 3 IHIIUMH O0’€KTaMHU JOJAEMO JO HBHOT'O
xommoneHt Collider. Ins uporo B maneni Inspector matuckaemo kaonky Add Component ta
obupaemo Circle Collider 2D.

O v cCircle Collider 2D

Edit Collider Pr
o

Material None (Physics Material 2D)
Is Trigger

Used By Effector
Offset X -0.00051 Y O
Radius 0.5122914

Layer Overrides
Info

[Ilo6 o6’ext Ball He neTiB y HECKIHYEHHICTh y HHU3, AOJAEMO Ha CIICHI HOBUH 00 €KT.
CrBopumo myctuii 00’ekt GameObject — Create Empty (mpaBoro KHOMKOIO MHUIIN B MaHei
Hierarchy). Hassemo #ioro Wall. B HpoMy cTBOpHMO 111e oauH 06’ekt 2D Object — Sprites —
Square.

= Hierarchy

+v a
Set as Default Parent & Scenel*
Create Empty 9 Main Camera
2D Object > @ Ball
3D Object > @ Wall

2 Square
Effects >
>

Light

Lomaemo 1o Wall kommonent Collider. J{ist mporo B manesti INSpector HaTHCKaEMO KHOIIKY
Add Component Ta o6upaemo Box Collider 2D.

3aminuMo Kkoutip ctBopeHux o0’ektiB Ball ta Square. [Ins mporo B maneni Inspector
BIZIKpUBAEMO BiKe ICHYIOUni KomrioHeHT Sprite Renderer ta y BmactuBocti Color 3minroemo kosip
Ha MOTPi1OHUH.



2! v Sprite Renderer

Sprite [*Circle
Color
Flip X Y
Draw Mode Simple
Mask Interaction None
Sprite Sort Point Center
Material ® Sprites-Default
Additional Settings
Sorting Layer Default

Orderin Layer 0

3amycrtumo rpy. Temep 06’ext Ball 3ynunutbes Ha BepxHiit moBepxui 06’ exty Wall.

Homaiimo 10 06’extiB Ball Ta Wall moxnusicts disuuno B3aemomist. s 1poro B ix
KoJuTaiepax HeoOXiqHo qoaaT Pi3uIHMA MaTepial.

Physics Material 2D BUKOpHUCTOBY€ETbCS JUIsl HANAIITYBaHHS TEPTS Ta BiJCKaKyBaHb, SKi
BiZI0yBaroThCst Mk 2D ¢iznyHnMuU 00'ekTamu npH iX 3iTKHeHHI. CTBOopuTH 2D (i3nuHuit Matepian
MOXHa uepe3 MeHIo Assets (Assets — Create — Physics Material 2D).

CrBopumo isuynuit Marepian miust 0o0’ekrie Ball ta Wall. 3 mouarky B mammi Assets
cTBOopuMO HOBY manky Material. B wiii mammi ctBopumo nBa marepiany Ball Material 2D ta Wall
Material 2D.

© Inspector : O Inspector
3
S
—

Frictio

Bounciness

Friction

Bouncir

@i3uyHUI MaTepian Mae Taki BIaCTUBOCTI:

- Friction — xoeditieHT TepTs 1T JaAHOTO KOJIanaepa.

- Bounciness — cTymiHp BiJICKOKY 3iTKHEHb BiJ moBepxHi. 3HaueHHs 0 o3Hauae, 10
HEMae BIJICKOKY, B TOM yac K 3Ha4eHHs | O3Ha4yae XOpoIly BiJCKaKyBaHICTh 0e3
MOJ1aJIbIIOT BTPATH €Heprii.

s Bukopuctanusa 2D ¢izuyHOro marepiaily MpoCTO HEpeTATHITh MOro Ha KOMIIOHEHT

KoJaiiiepa B IHCIIEKTOPI.
SIkmo temnep 3amyctuTH rpy, o0’ekt Ball Oyzne BiackakyBatu mepHeHIMKYISIPHO 00’ €KTY
Wall. Hecemo pi3HomaniTHicTs. CTBOpHMO cKpunT ist 00’ exty Ball 3 Hazsoro Ball.



void Start()

{
const float MinImpulse = 3f;

const float MaxImpulse = 15f;
float angle = Random.Range(@, 2*Mathf.PI);

Vector2 direction = new Vector2(Mathf.Cos(angle), Mathf.Sin(angle));
float magnitude = Random.Range(MinImpulse, MaxImpulse);

GetComponent<Rigidbody2D>().AddForce(direction* magnitude, ForceMode2D.Impulse);

Slkmo temep 3amyctutu rpy, 00’ekt Ball Oyne Binckakysaru Bing 06’ekty Wall 3 pizHoro
CHJIOIO Ta i PI3HUMHU KyTaMH.

11106 Ball micist BigckoKy He BUIIITaB 3a JIiBy Ta IIPaBy I'PAHUII0 KAMEPHU, HEOOXiTHO 00'€KT
Wall nonoBHuTH JIiBOPYY, IPaBOPYY Ta Haropi 06’ ekramu Square. KoxxuoMmy cTBOpeHOMY 00'€KTY
Square noxatu KoMroHeHT i ¢iznunuit marepian Wall Material 2D.

Honaiimo no rpu mardopmy, sika Oyne pyxaTHCs BJIIBO Ta BIPAaBO B HUXKHIM 4YacTHHI
ekpany. CtBopumo 1ie oaun 06’ekt 2D Object — Sprites — Capsule ta naszsemo iioro Racket.
Honaiimo no Heoro kommoHeHT Capsule Collider 2D. 3miaumo kodip Ha iHmui. CTBOPUMO HOBHIH
marepian Racket Material 2D 3 TakuMu * BIACTHBOCTAMH, 110 1 monepeani. Jlomaiimo marepian
JI0 KoJuiauaepa.




CTtBOpUMO HOBHIA CKpHIT IS 00’ ekTy Racket 3 Takoro % Ha3BOIO:

[SerializeField]
private float speed = 10f;

private float lastMouseX;

/// <summary>
/// Start is called before the first frame update

/// </summary>
void Start()

{
}

lastMouseX = Input.mousePosition.x;

/// <summary>

/// Update is called once per frame
/// </summary>

void Update()

{

var position = transform.position;
Vector2 direction = Vector2.zero;

if (Input.mousePosition.x > lastMouseX)
direction = Vector2.right * speed;

else if (Input.mousePosition.x < lastMouseX)
direction = Vector2.left * speed;

lastMouseX = Input.mousePosition.x;

position.x += direction.x * Time.deltaTime;
transform.position = position;

Banycrumo rpy. O6’ext Racket Oyxe pyxarucs B HanpsMKy Mokaxuuka mumi. Takum
YUHOM, KOPUCTYBa4 MOXKE YIPABISATH 00’ EKTOM.
JInst CKIIaIHOCTI TPH, MOYKHA JTIOJIATKOBO J01aTH Jekiibka 06’ektiB Ball pisHoro po3mipy.

2. 3aBnaHHs 10 J1adopaTopHOi podoTn Ne3
CrBoputn 2D — rpy, mpocty Bepcito rpu Ilinr-nonr. Posibpartucs 3 HajmamTyaHHSIMH
kommoneHT Rigidbody Ta Collider.



IIpakTuyna po6ora 4. 2D-rpa. Animanisi mepcoHaKy

Mera podotu: nmo3HaiioMmuTrcs 3i ctBopeHusM 2D-rpu ma Unity. TlousTrs crnpaiity. Buau
cnpaiiTiB. AHimanis mnepcoHaxxy HaBuumTuCs nogaBaTh NMEPCOHAXIB Ha CIIEHY, CTBOPIOBATH
aHiMalIlifo mepcoHaxiB B mporpami Unity.

1. TeopeTnuHmii marepiaJ

Po6ounii ipoliec mpu CTBOPEHHI TBOBUMIPHOI Ta TpuBUMIipHOI rpadiku B Unity mpubInu3HO
OJTHAKOBHI 1 BKIIIOYA€ IMIOPT TpadiuHUX pecypciB, MEPETATYBaHHS iX y CLEHY 1 HamMCcaHHS
CIIeHapiiB, K1 MOTIM IPUETHYIOTHCS 10 00'ekTiB. OCHOBHUH BUJ peCypCiB, HEOOX1THI CTBOPEHHS
JBOBHMIPHOI Tpadiku, HA3UBAETHCS CHPAUTOM.

Copaiitu (sprites) SBJISIOTH COOOK JIBOBHMIpHI 300pakKeHHS, IO BiJIOOPaKAIOThHCS
Oe3mnocepeIHbO HA €KpaHi, B TOW Yac K Taki kK 300pakeHHs, 10 BiJOOpaXaroThcs Ha MOBEPXHi
TPUBUMIPHHUX MOJIENEH, HA3UBAIOThCS TEKCTYPaMHU.

CrBopumo HOBHIA mpoekT 2D rpu. Y HOBOMY NpoeKkTi mepeiiMeHyeMO Ha3By CLEHH Ha
Scenel. Cteopumo manky Sprits, me 6yaemo 30epiratu crpaitu repois rpu. JJo6aBumMo a0 i€l
HanKH 300paXeHHS 3 TIEPCOHAXKEM.

IHoni TekcTypa cmpaldTy MICTHTH JIUIIE OAWH €JIeMEHT rpadiku, aje 4yacTo Habararo
3py4Hime 00'€eHAaTH KiJbKa 300pa)KeHb, IMOB'S3aHUX OJUH 3 OJHUM B OJHE 300paKEHHS.
Hampuknan, 300paxeHHs] MOK€ MICTUTH CKJIAJOBI MEpPCOHa)Ka, SK JJs MAIIMHHU KoJieca SKOi
PYXaroThCs HE3AIEKHO Bif KOPITYCY.

Y IBOMiIpHHX irpax MOBCIOJHO TOLIMPEHI aHIMOBaHI copalWTu. BoHU CTBOPIOIOTHCS
MAaJTFOBaHHSM KOXXHOTO KaJIpy aHiMallii Ta MOJaJbIIOTO BiITBOPEHHS OTPHUMAHOI MOCIiTOBHOCTI
kazapiB y Unity.

Kanpu MokHA IMITOPTYBATH y BUTJISII OKPEMUX 300paeHb, ajle iX 3a3BUYail BUKJIAAIOTh Y
BUTJISAL OJIHIE] KapTUHKH, sKa Ha3UBA€ThCS ucmom cnpaumie (sprite sheet). Jluctu crpaiitis
MOKHa aBToMaTWyHO reHepyBaTH B Unity. Ilpu immopti apkyma y cmucky Sprite Mode
HaJIAIITyBaHb COpalTy ciij BUOpatu BapianT Multiple.

Pucynoxk 4.1 — Ilpuknaa aucTy cupaiTis

Skmo ¢aitn mocrauascs 6e3 daiiny meta, To s Unity 1ie mpocto KapTuHKa, Ky MOTPiOHO
po3butu Ha kaapu. I1[o0 1e 3poduth BuIiIsieMO B mamii BiAMOBiAHUI ¢aiin ta B Inspector
Hatuckaemo knomky Sprite Editor. Unity Sprite Editor mo3Bonsie BuUTATYBaTH €lIeMEHTH
CKJIaJICHOTO 300paXKeHH.



[#; Sprite Editor
Sprite Editor v Slice v  Trim

Name troll_attack_1

Position
9‘,{ X 920
X/ W 914
o8

<94 Border L O
R O
Pivot Center

Pivot Unit Mode Normalized

Pucynok 4.2 — Bikuo Sprite Editor

Kpim ckmnanenoro 300pakeHHs, BU oOa4nTe Pi3Hi €IeMEHTH KEpyBaHHS Y 3ar0JI0BKY BiKHA
penaktopa. Cnaiinep y mpaBoMy BEpXHbOMY KyTl Kepye HaOJIMKEHHSIM, TOAl SK KHOIKa 3
KOJIbOPOBUMHU CMY>KKaMH JIIBOPYY BiJl HbOTO NEPEMUKAE PEXXUM BiJOOpakeHHs anb(da-KaHaly Ta
3BUYANHUN BUTJIS 300paKeHHSI.

HaiiBaknuBimmii eneMeHT KepyBaHHs 11e MeHI0 Slice y J1iBOMy BEepXHbOMY KYyTKY, SKHil
HaJa€ OMIIii 1711 aBTOMAaTUYHOIO Hapi3yBaHHsI €JIEMEHTIB 300pakeHHS.

Kuomku Apply ta Revert mo3Bossitors 30epertu abo ckacyBaT 3po0JieHi 3MiHH.

Haii6inpmr mpstMmum ciocoOOM BUKOPHCTAaHHS pelakTopa € iJeHTH(IKalisg eJIEeMEHTIB
BpYUHY. SIKIII0O HATUCHYTH Ha 300pa’ke€HHs, TO 3'ABUTHCSA MPSIMOKYTHa 00JacTh BHUJIJICHHS 3
MapKepaMmH 1o KyTax. Bu MoxeTe nepeTsrHyTH Mapkepu abo Kpai MpsIMOKYTHHKA, 100 3MIHUTH
Horo po3Mip HaBKOJIO MIEBHOTO €IEMEHTA.

BuninuBmm eneMeHT, MOXHA TOJATH IE OJHMH, MEPETATHYBIIW HOBHH MPSIMOKYTHUK B
OKpeMy YacCTHHY 300pakeHHs. By momiTure, 10 KOJIM BH BUALIUTE MPSIMOKYTHHK, Y HIOKHBOMY
IIPaBOMY KYTI BIKHA 3'SBUTHCS MTAHEJb:

" 2

Sprite

Name 'sprite2_0
Position X 158 Y 135 |

W73 | H71
Border LO ‘TO i

RO B0
Pivot | Center s |
Custom Pivot X 0.5 Y 05

Pucynok 4.3 — [1anens a7 pyyHOTO HaJAIITYBaHHS pO3Mipy Kaapy



EnemenTn xepyBaHHS Ha TaHesl JO3BOJISIIOTH BHOpATH Ha3By Hjisl Tpadiku crpalTiB Ta
BCTAaHOBUTH TIOJIOKEHHS Ta PO3MIp MPSIMOKYTHHKA 3a oro koopauHatamu. Lllupuna kopioHy 1is
JIBOT0O, BEPXHBOT'O, MPABOr0 Ta HUKHHOTO Kpal MOXe OyTH BKa3aHa B HiKcelsX. Takox €
HAJIAIITYBaHHA JUIsL 3BOPOTY crhpaiity, sikuii Unity BHUKOPUCTOBYE SIK KOOPAMHATY IOYATKY
KOOPJMHAT 1 TOJIOBHY «OHOPHY TouKy» (Pivot) rpadikm.

Posrnsinemo nmpyruit croci6 aHimarii, Komu Kaipu aHiMalli po3TalloBYIOTHCS KOXHHUU B
oKkpemMomy (aiii.

Hanpuknan maemo taxi ¢aitm:

Assets > Sprites > Male > 1_idle

0 B0

[lepuuit kanp gogaemo Ha cueny. BimkpuBaemo BikHO Animation (Window — Animation
— Animation).

© Animation

To begin animating frame-1, create an Animator and an Animation Clip.

Create

Pucynok 4.3 — Bikao Animation

Bixao Animation (Animation View) no3Bosisie CTBOPUTH Ta MOJAM(DIKyBaTH KJIIMK aHiMaIil
(Animation Clips) npsimo Bcepeauni Unity.

Bikao Timeline (mkamu Yacy) J103BOJISIE CTBOPIOBATH KiHeMarorpagiuHUil BMICT, irpoBi
MOCHIIOBHOCTI, ayJJIOpsiid Ta CKJIaaHI e(eKTH yacTUHOK. By Moxkere aHiMyBaTu Oarato pisHHX
IrpOBHX 00’ €KTIB B OJIHIH MOCIIJOBHOCTI.

V BikHi Animation Haruckaemo kHornky Create. Unity 3anporionye natu Ha3By Ta 30eperTu
daiin animarii. Jlami BuAUIIEMO BCl CIIpalTH, SK1 € KaJpaMu aHIMarllii, 10 CTBOPIOETHCS, Ta
nepeHocuMo ix Ha mkainy timeline. KoxxHuii kaap mo3HaYuTHCS TaM OKPEMHM MapKEpOM.



© Animation
Preview @ Ka 14 > Pl ¥

bird_fly ¥ Samples 60

[g frame-1 : Sprite

Add Property

Dopesheet Curves

3a 3aMOBYAaHHSAM KIiJIBKICTh KaJpiB B CEKYHAy IOKa3yeTbCs B moii Samples. MoxkHa
3aIlyCTHTH ITOJMBUTHUCS aHIMaIlil0 HATUCHYBIIH KHOMNKY Play B okni Animation.

Skuro aHiMallis pyxaeTbcs HAATO MIBHIKO 1i MOXHA YHMOBUIBHUTH, 3MIHUBIIU KIJIBKICTh
KaJpiB Ha CEKyH/y, a caMe 3MEHIIUBIIN [1e Yuciio. MeToJoM migdopy 3HAXOAMMO HEOOXiTHY
YacTOTy KaJpiB, y SKOMY aHIMallisi BUTJISAIA€ IPUPOITHOIO.

Komm mepetsryemo cripaiiT 3 aHiMaIliero Buepiie Ha ciieny, To Unity 3ampomnonye 30epertu
aHiMai. 3poduUMo 1ie B CTBOpeHy marnky Animations. Ha3sy daiiny naemo sik:

HaszBallepcoHaxka TUMAHIMaIii.anim

Hanpuxkian: troll_walk.anim.
AHAJIOTIYHO CTBOPUMO BCi HEOOXIHI aHIMAIIil TEPCOHAXKY.
s 3MiHU po3Mipy MEpCOHaXy BUAUIIEMO B Mamil mpoekty (aiin cmpaiita, B Inspector
3MiHeMO 3Ha4eHHs B moji Pixels per unit. 3meHIeHHs yrcia — 301IbIIy€e CIPAlT Ta HABIAKH.
[Tpu cTBOpeHH1 aHiMallii CTBOPUIIUCS (paliian KOHTPOJIEPH.

troll attack anim
troll die anim
troll_walk anim
troll_attack 0 controller
troll_die_0 controller
troll walk 0 controller

troll_attack.anim meta
troll_attack_0O.controller meta

troll_die.anim meta
troll die O.controller meta
troll walk.anim meta

troll_walk_0O.controller meta

Pucynok 4.5 — Ilpuxunaz nepeniky aiiinip aHimMallii nepcoHaxy

2. 3aBnaHHu4 10 JadopaTopHoi podoTu Ned
CrBoputn 2D — rpy, nomatu mepcoHaxy O CIEHH, CTBOPHTH aHIMAIIIIO ISl JIOJaHOTO
IEPCOHAXY.



IIpakTuuHa po6ora 5. 2D-rpa. YnpasjiHHs nepcoHakeM

Mera pobGoru: mo3Haiiomuthcs 31 crBopeHHsM 2D-rpum ma Unity. Kmac Input. Bikno
Animator. CTBOpeHHsI CKPHIITIB JiIsl YIIPaBIiHHS MEPCOHAKEM, Ta 3MiHU aHimamii. HaBuutucs
JI0JTaBaTH MEPCOHAXKIB Ta 1HIII PECYpPCH Ha CIIEHY, CTBOPIOBATH aHIMAIlil0 TEPCOHAXKIB, 00pOOIATH
noJii BiJy KopuctyBaua B mporpami Unity.

1. TeopeTnuHuii MarepiaJ

[Ipu cTBOpenHi aHiManii cTBOpHIIUCS (Al KOHTPOJIEPH.

3anuieMo OAWH TOJIOBHUH a 1HII BuaaiaiMo. HaluacTiie roloBHUM Oyjie KOHTpOJIEp TSt
animarii ldle (Crostu). Ilepeiimenyemo #oro Ha troll.controller. Bigkpuemo #ioro B penakropi
agiMarii.

> Animator a i

® e er Auto Live Link

i
Base Layer el

Any State

Entry

troll_walk

Pucynok 5.1 — Bikno Animator

B BikHI penakTopy aHiMallii — pyX MO MOJI0 HATUCKAEMO KOJIECO MHUIIII Ta pyXaeMO BIPaBo,
BJIIBO, BBEpPX, BHU3.

Pecypc Animator Controller crBoproetbcss B Unity i m03BONsE€ BIOPSIIKOBYBAaTH Ta
HiATpUMYBaTH HaOIp aHIMaliil a8 nepcoHaka yu o0’ekTa. Y OUIBIIOCTI CUTYaIllll HOPMaJIbHO
MaTH KiJIbKa aHIMallii 1 TepeMUKaTUCs MK HUMH, KOJIM BUHUKAIOTh IIEBHI YMOBH T'PH.

3a3Buyail nepcoHaxk Ma€ KijibKa aHIMallii, sIK1 BIATIOBIJAIOTh PI3HUM J15IM, SIKI MOXKYTb OYTH
y rpi. Hampukiiaz, BiH MOXXe IPOCTO JUXATH 1 MOXUTYBATUCS B CIIOKOI, HTH 110 KOMaH/1 1 CKMJIaTH
PYKU B HaHiIl NPy NajiHHI 3 IIaTopMu. Y aBepei MOKyTh OyTH aHIMallli BIAKPUTTS, 3aKpUTTS,
3aKJIMHIOBAHHS Ta 3JI0MY.

Onnak, HaBITH SKIIO y Bac € JIMIIE OJMH aHIMAIIWHUKM KJII, BaM BCE OJIHO IMOTPIOHO
PO3MICTUTH HOTO B KOHTPOJIEpi aHiMaTopa, 100 BUKOPUCTOBYBATH HOT0 Ha IrpOBOMY 00’ €KTI.

KoHTposnep Mae mocusiaHHs Ha aHIMAIliiH1 KIIIIH, III0 BAKOPUCTOBYIOTHCSI B HBOMY, 1 KEPYE
PI3HUMM CTaHaMH aHiMalii Ta mepexojaMd MK HUMH 3a JIOIIOMOTOI0 TaK 3BaHOTO KiHIIEBOTO
aBTOMATa, SIKMI MOKHA PO3TIISIATH K IEBHUHA OJIOK-CXeMy a0 IpOCTy MporpaMy, HalllCcaHy Ha
MOBa Bi3yaJIbHOTO IporpamyBaHHs B Unity.

OcHoBHa 1/1es IOJISITa€ B TOMY, 10 MEPCOHAX Oepe ydyacTh y SKOMYCh KOHKPETHOMY BUI
niit y Oyab-axuii yac. Tumnosi Aii BKIIOYaTUMYTh Taki pedi, Sk criiika Ha Micui (idling), xoas06a
(walking), Oir (running), crpubok (jumping) tomo. Lli nii Ha3uBarOTh states, y TOMy CeHCl, 1110
nepcoHax rnepedyBae y «cTaHi», Jie BiH 1J1e, CTOITh Y POOUTH I1I€ I11OCh.

HamamryBaHHs 17151 HACTYITHOTO CTaHy, B SIKWH TpaBellb 3MOXKe TIEPEHTH 3 TOTOYHOTO CTaHy,
Ha3uBaroThCs State transitions. Pazom B3sti Habopu cTaHiB, HAOOPH 3MIHHUX Ta 3MiHHI TaM'SITAIOTh
noto4ny opmy crany State machine.



Cranu Ta mepexoar MEXaHi3My CTaHIB MOJKHA YSBHUTH 3a JIOOMOTOIO rpadika, e BYy3JIH
OyIyTb SIBIISITH COOOO CTAHU Ta IyTH (CTPIIKK MK BY3JIaMH ), IO TIPEJICTABISAIOTH IEPEXOTH.

Bikro Animator ckiagaeTbes 3 1BOX OCHOBHHX PO3/IiTIB: OCHOBHOT 00J1aCTi MakeTa 3 CiTKOI0
Ta J1iBoi maneni «Layers & Parametersy.

Jlia manens Parameters mo3Boiisie CTBOPIOBATH, MEpErisAaTH Ta pemaryBaTd 3MiHHI. L1
3MiHHI, SIKi BH BU3HAYA€ETE, JIFOTh K BXiJIHI JaHi B KiHIeBUi aBToMat. LI[o6 nomatu mapamerp,
KJIAIHITh 3HAYOK «+t» 1 BHOEpITh TUN MapameTpa 31 crumBarodoro MeHwo. I[o06 Bumamutu
napameTp, BUOEpIiTh MapaMeTp y CIIUCKaX 1 HATUCHITH KJIABIITy BUIAJICHHS.

ABTOMATH CTaHy CKJIAJaOThCS 31 CTaHIB, MEPEXO/IiB 1 MO, a MEHIIII aBTOMATH ITi/ICTaHIB
MO>KHA BUKOPHCTOBYBATH SIK KOMIIOHEHTH Y BEJIMKUX MaIlTMHAX.

Byson Any State — e ocoOnuBHiA cTaH, KU ICHY€E 3aBXa1. BOHO TIIX0UTh 1)1 CUTYAITIH,
KOJIM BH XOUETEe IMEePEHTH Ha IEBHUH CTaH, HE3aJIEeKHO BiJI MOTOYHOTO CTaHY.

Byzon Entry BUKOPHCTOBYETbCS IMPH IMEpexoji B KiHIEBHM aBTomar. Byson Bxomy Oyne
OIIIHEHO Ta PO3TAITYXKYETHCS IO CTaHy MPU3HAYEHHS BiJIMOBITHO IO BCTAHOBIECHUX YMOB. Takum
yuHOM By30s Entry Moxe KOHTpOJIOBATH, B SIKOMY CTaHI MOYMHAETHCS KIHIEBUW aBTOMAT,
OLIIHIOIOYH CTaH BAIIMX MapaMeTpPiB, KOJIHM MOYUHAETHCS KIHIIEBUI aBTOMAT.

Byzon Exit BAKOPUCTOBYETHCS 11 BKa31BKH, 110 KIHI[EBUI aBTOMAT Ma€ 3aBEPIIUTU POOOTY.

[Tepersirnemo 1o BikHa Animator aHiMmaIii mepcoHaxa, Mo Maemo. JlomaiiMo 3MiHHI, SIKi
JIOTIOMOKYTh MEPENTH 3 OAHOTO CTaHy B 1HIIIHIA.

- Float speed;

—  Trigger attack;

- Bool jump;

o6 momaTu mepexis Ha HOBW CTaH, MPaBOIO KHOMKOK MHIII MO MOTOYHOMY CTaHi Ta
obpatu Make Transition Ta goTArHyTH JiHiIO 10 HOBOro craHy. [ani morpiOHO BKa3aTu yMOBY
nepexony. [lyis 1boro HaTHCcKaeMo Ha JiHi0 mepexoay 1 B INSpector 3’ iBUThCS HACTYITHE BIKHO:

3nimaeMo npanoperns 3 Has Exit Time konmu He noTpiOHO 100 momepenHs aHiMmailis
CIIOYATKY MpOorpaach ycs, a MOTIM BUKOHABCS MepeXiJl Ha HaCTYMHY aHiMairo. Konu npamnopens
3HATO, TO MONEpPEeAHs aHIMalis MPOTpaeTbcs HE JO0 KIHIA, a SK TUIbKM BUKOHYETbCS YMOBA
HepexXouTh JI0 iHIoi aHiMarii. Hatuckaemo + B Conditions ta 1omaeMo yMOBY [UTst IEPEXO/TY.

troll_idle -> troll_walk

Conditions
Listis Empty

Preview
»

Conditions

speed v Creav 0.1

4+ -

0:42 (084.1%) Frame 42

Pucynok 5.2 — HanamryBaHHs nepexo/1y 3 0OJTHOTO CTaHy JI0 1HIIOTO

Komn nepconax 3akiHunTh WTH MOTpiOHO moBepHyTHCs B cta ldle. Toai podumo HOBHI
nepexi/i aHaJ0TiYHUM YHHOM 10 cTaHy ldle.
B pesynbrari HanamryBaHb BikHO ANiMator Mo>ke MaTH HACTYITHHIA BUTJIISIII



A

jump
male_die

male_attack
A

Any State

v male_idle

male_jump

male_walk

Pucynok 5.3 — Bikao Animator asist Bcix aHiMalliil mepcoHaxy

JonaiimMo ympaBiiHHS A0 HAIIOTO MEepcoHaxy. JlJis bOTO CTBOPUMO CKPHUNT, HAITPHUKIIA],
Hero Ta mpukpinuMo Horo 10 rOJIOBHOTO IMEPCOHAKY .

Kiac Input y Unity mamae moctym 10 BBeIEHHS Ha MOOIIBHHX MPHCTPOSIX, TaKHX 5K
HATHCKaHHS Ha €KpaH, aKkcelepoMeTp Ta reorpadivni/mokariini qani. Jloctyn no kinasiaTypu Ha
MOOUTPHMX TPUCTPOsiX 3abe3neuyerbess  yepe3 Keyboard 10S. Kimac Input  takox
BUKOPUCTOBYETHCS [T BA3HAUYEHHS OCEH BBEJICHHS Ta MOB'SI3aHUX 3 HUMH il Y BallIOMY TIPOEKTI.

JInst moctymy 10 MEHepKepa BBEJICHHs MepeiaiTe 1o roinoBHoro Mmenwo Unity, motim
BuOepiTh Edit > Project Settings > Input Manager.

KoxxeH npoekT, sKuili BHM CTBOPIOETE, Ma€ HM3KY BXIJHHMX OCEH, CTBOpEHHMX 3a
3amMoBuYyBaHHsM. L1 oci 103BOJIAIOTH Biipa3y BUKOPHUCTOBYBATH BBEJCHHS 3 KJIaBlaTypH, MUIIII Ta
JDKOMCTHKA y TPOEKTI.

Hamnpukman, mo0 3anpocuTy MOTOYHE 3HAYEHHS TOPU30HTAIBHOI OCi Ta 30€perTu Horo y
3MiHHI}, MO>KHa BUKOpUCTOBYBaTH Input.GetAxis och Tak:

float horizontallnput = Input.GetAxis("Horizontal");

Jns oceill, ski ONMCYIOTh MMOJNIIO, a HE pyX (HAampUKIaja, CTpUIsHUHA 31 30poi y rpi),
BukopuctoByiite Input.GetButtonDown 3amicTs 1160T0.



Input Manager

e‘m

Key or Mouse Button
X axis

Get Motion from all Joysticks

Pucynok 5.4 — Menemxkep Benenns (Input Manager)

[lepen TuM sIK 1OAATH KOJ IO CTBOPEHOTO CKPUNTY HEOOXITHO IMEPCOHAKaM JIOJIaTH TaKi
KOMIOHCHTH:

- Rigidbody2D

—  Komnaiinep (CircleCollider2D, BoxCollider2D)

Honaemo 1o nepconaxy komrnoHeHT Rigidbody 2D Ta 2 konaiinepa. Hanamryiite po3mipu
Ta MiCLIENIOJIOXKEHHS Koaiiaepis 3a momomororo kuonku EditCollider.

v Knight

Tag Untagged w Layer Default +

Transform

S Rigidbody 2D

0O v Box Collider 2D
O ~ circle Collider 2D
v Hero ( )

Add Component

Pucynok 5.5 — Ipuxian nepconaxy ¢ Rigidbody 2D ta xonaiinepamu

VY Rigidbody2D mocraBre ramouky Constraints -> Freeze Rotation -> Z. Bigkpwuiite

CTBOPEHUI CKPHIIT I IEPCOHAXKA.
OronocuMo 3MiHHY TUITy Animator (Ha3BiTh 1i animator) 1 e ogay tuny Rigidbody2D.

[SerializeField]
private Animator animator;

[SerializeField]
private Rigidbody2D rigidbody;

[TapameTpam aHimanii MOXHA MpPU3HAYATH 3HAUEHHS 31 CLIEHAPI0 3a JOMOMOIol0 (pyHKIIiH

y Kiaci Animator:
—  SetFloat,



- Setlnteger,

—  SetBool,

—  SetTrigger

- ResetTrigger

Bukopucrosyiite SetFloat() y cuenapii st HaacuIaHHs JiHCHUX 3HAYESHD 10 aHIMaTOpa JIJIst
AKTHUBAIIIl IEPEXOIiB.

SetFloat (string name, float value);

Bukopucrosyiite Setlnteger() y cuieHapii 11st HaJJICHIaHHS UIMX 3HAYECHB JI0 aHIMaTopa Jist
aKTHBAIIli TePEeXO/IiB.

SetInteger (string name, int value);

Bukopucrosyiite SetBool() y crienapii 1uis HaacHiIaHHs OyJIeBUX 3HAYEHb 10 aHIMaTopa JIJIst
AKTHBAIIIT TEPEXOIiB.

SetBool (string name, bool value);

Meton SetTrigger() mo3Bosisse BCTaHOBHTH (TOOTO aKTHBYBaTH) TPHUIep aHimarlii, oo
BUKJIMKATH 3MiHY TIOTOKY B KiHI[EBOMY aBTOMATi aHIMaTtopa KOHTpOoJIepa.

SetTrigger (int id)

AHIMaTOp HAJIAIMTOBAHUU TakK, 1100 BKJIIOYATH aHIMAIlI0 XOJbOW TOJI, KOJM IIBUIKICTH
OubIIa 32 HyJIb. SIKIIO MIBUAKICTH MEHILIA 32 HYJIb, IEPCOHAX CTOITh Ha Micii. [lepenaBatnmemo
HE IMIBHJIKICTh 0€3MocepeIHbO, a MOIYJIb MIBUAKOCTI - ii aOCOMIOTHE 3HAYCHHSI, HE3aJIekKHO BiJl
3HAKa:

animator.SetFloat("speed", Mathf.Abs(Input.GetAxis("Horizontal")));

Jlaii nomamo KoJ, SIKUi pyXaTUMe IMEepCOHaX 10 TOPU30HTaIl. PoOuTrMeMo 11e, 3a/1at0uu
3HaueHHs mBHUAKOCTI Rigidbody2D Bpyuny.

Vector2 velocity = rigidbody.velocity;
velocity.x = Input.GetAxis("Horizontal") * speed;
rigidbody.velocity = velocity;

MHuoxHuk speed — 11e 3MiHHA, SIKy Tpeba OTOJIOCUTH y Kjaci, Ta BUBECTH B 1HCIEKTOP.
3MiHIOIOUH 11, KOHTPOJIIOEMO IIBUIKICTH MEPEMILIIEHHS IEPCOHAXKA.

[SerializeField]
private float speed = 2.0f;

SIKmo 3amycTUTH TPy, TO TEPCOHAX ITOBHMHEH XOJHWTH BIIBO-BIIPaBO, NpPU IHOMY
3aJUIIAI0YUCh O0JIMYYSAM B OMH 1 ToM ke Oik. [1{o6 mepconak moBepTaBcst 00IUUYSAM y OTPIOHY
CTOPOHY, TOAANMO HACTYITHUN KO



if (transform.localScale.x < 0)

{
if (Input.GetAxis("Horizontal") > @)
transform.localScale = Vector3.one;
}
else
{
if (Input.GetAxis("Horizontal") < @)
transform.localScale = new Vector3(-1, 1, 1);
}

O06’ennaemo yBech meit kom y merox Walk(), a meronx OyaeMo BHKJIMKATH 3 METOIY
Update():

private void Walk()

{
animator.SetFloat("speed", Mathf.Abs(Input.GetAxis("Horizontal™)));

Vector2 velocity = rigidbody.velocity;
velocity.x = Input.GetAxis("Horizontal") * speed;
rigidbody.velocity = velocity;

if (transform.localScale.x < @)

{
if (Input.GetAxis("Horizontal") > @)

transform.localScale = Vector3.one;

}

else

{
if (Input.GetAxis("Horizontal") < 0)

transform.localScale = new Vector3(-1, 1, 1);

Tenep maemMo OBHY (DyHKLIOHAJIBHICT, 11100 PyXy IEPCOHAXY BIIIBO-BIIPaBO.
JlonaiimMo (GyHKITIOHATBHICT, BUKOHYBATH aTaky y BUsiai metona Attack(), sikuit takox
Oynemo BukimkaTu 3 meroxy Update():

private void Attack()

{
if (Input.GetButtonDown("Firel"))
animator.SetTrigger("attack");

3anumaeTbes 10AaTH PYHKIIOHATIBHICTD JJI1 BAKOHAHHS CTpUOKA.

Tak camo sik 1 B 3D reiimruiei, mo06 nepcoHaxx ctpubas, 10 HbOTO Tpeba MPUKIAIATH CUITY
3a nonomororo BUkiInKy AddForce. [Ipu 1iboMy noTpiOHO BU3HAUATH, YU epe0yBae MepcoHax Ha
3eMJIl.

CrtBopumo OyneBy 3miaHy onGroundl i Hamamo i 3HaueHHs true. Takox CTBOpUMO i
BHBEJIEMO B 1HCIIEKTOP 3MiHHY jumpForce — cuna ctpudka. [loTpi6HO migidbpaTH il 3HaUEHHS A
BAIIIOTO NEPCOHAXA.



[SerializeField]
private float jumpForce = 100.0f;

bool onGround = true;

JlonaiiMo GyHKIIOHATBHICTh BUKOHYBATH CTPHOOK Y BUIIIAAI MeToaa Jump(), sIKuil Takox
Oyznemo Bukiinkaru 3 meroay Update():

private void Jump()

{
animator.SetBool("jump", false);
if (Input.GetButtonDown("Jump"”) && onGround)
{
animator.SetBool("jump"”, onGround);
rigidbody.AddForce(Vector2.up * jumpForce);
}
}

3anuIaeTbesl HAIMCATH KO, AKHid Oyjie BU3HAUATH NepeOyBae MepcoOHaK Ha 3e€MIIi YU Hi.
[epen tum Bimpenaryemo Ham nepcoHaxx. CtBopumo Ha cueni myctuii GameObject, nazsemo
fioro Knight i 3pobumo nepconax Player miamnopsiikoBaHuM bOMY 00’ €KTY.

1106 3HATH, Y € i IePCOHAKEM 3eMJIs, MU IIEPEBIPATUMEMO, YU € BIAMOBITHUHN KoIaiaep
Ha JiHil MK gBoMa Toukamu. OmHiero Oynae meHTp mnepcoHaxka. 1100 BcTaHOBUTH 1HIIY —
ctBopuMo TopoxkHii GameObject, HazBemo #oro GroundCheck, 3poOumo iioro modipHiM
06'exToM nepconaxka Knight. Po3mictumo 11e#t 00'€KT TpOXH HUYXKYE HIr IEpCOHAKA.

PucyHnok 5.6 — PectpykTypu3aiiist mepcoHaxy

CrtBopumo 3miaHy groundCheck tumy Transform, i Hagmamo iif mocuianHs 1el 00'€KT B
1HCIIEKTOPI.

[SerializeField]
private Transform groundCheck;

B v Hero (Script)

Speed 5

Jump Force 250
Ground Check A GroundCheck (Tra @

Honaitmo metox CheckGround(), sikuit moBepTaTime OyiieBe 3HAUCHHS, 3aJI€XKHO BiJ TOTO,
€ 3eMJIs T11]T IEPCOHAKEM UM Hi:



private bool CheckGround()

{
RaycastHit2D[] hits = Physics2D.LinecastAll(transform.position, groundCheck.position);
for(int i=@; i<hits.Length; i++)
{
if (! .Equals(hits[i].collider.gameObject, gameObject))
{
return true;
}
}
return false;
}

Tenep meron Update() mae HacTymHMIA BUTIIS:

void Update()

{
onGround = CheckGround();
Walk();
Jump()
Attack();
¥

SIK110 MepcoHaX y CTPUOKY MPUTUCHETHCS IO CTIHH, BiH 3YIUHUTHCS 1 BUCITUME Ha MICIIl
JOTH, JJOKH T'paBellb HE Biyckae KHOMKY Xoap0u. [1[06 1iporo He Oyio, cTBOpiTh HOBHIA Physics
Material 2D, Ha3BiTh fioro ZeroFriction, 3amaiite iomy 3HaueHHs Friction (TepTs) piBHUM HYIIIO,
1 mpU3HauTe 1eil Marepial K Qi3uYHUI MaTepial Koyaiijiepa NepcoHaxa.

O v Box Collider 2D

Edit Collider Po
a

Material 3 ZiroFriction ®
Is Trigger

Used By Effector

2. 3aBnaHH4 10 Ja0opaTopHoi po6oTu NeS
CrtBoputu 2D — Tpy, n0JaTH MEPCOHAXY O CIIEHH, CTBOPHTH aHIMAIIIIO IS JOJIAHOTO
MEPCOHAXY Ta BOPOTiB, 10AATH MOKIIUBICTH KOPUCTYBAUEB1 YIIPABISATH MEPCOHAKEM.



IIpakTuuna po6ora 6. 2D-rpa. /lonaBanus Boporis

Mera po6oTH: MO3HAHOMHUTHCS 31 CTBOPEHHSAM BOporiB st 2D-rpu Ha Unity. Yopaaiaas
Boporamu. [IpoBenenns ataku. CTBOPEHHSI CKPHIITIB JIJIsl BOPOTIB Ta MPOBEICHHIO aTaku. JKUTTs
TOJIOBHOTO TEPCOHAXY Ta BOporiB. HaBumTHCsS momaBaTH BOPOTIB Ta iX aHiIMallil0 Ha CIICHY,
MPOBOJIMTH aTaKy Ta HAHECCHHSI IKOAM 3I0POB'I0 MEPCOHAXKY Ta BOPOTaM.

1. TeopeTnuHmii marepiaJ

Homaiimo 1o aHiMallii BOpOriB aHiMarlito atakd. HajmamryeMo KoHTpoJiep aHiMallii Bopora,
JI0IaBIIM HOBHH cTaH — aTaka. [lepexin Ha araky Oynemo BukoHyBaTH 3i ctany walk. CtBopumo
B Animator 3minny tumy tpurep — Attack.

Any State

redator_walk

YA

predator_attack

Jns mepexoxy 1 — Has Exit Time ramouka 3HsATa, UIs 2 — TOCTaBlieHa, mepexim 1
BiIOYBa€ThCS MPHU akTUBalli Tpurepa Attack, mepexin 2 — mpocTo Micisd 3aBEpIIECHHS aHIMaIlii
aTaKH.

Jonaiimo 10 Bopora 11e 0uH Konaiaep y pexkumi tpurepa. Lleit konaiinep Oyae dikcyBaru
31TKHEHHS 3 TOJIOBHUM NEPCOHAXKEM Ta IOKa3 aHIMallli aTaku.

Kounarinep
Tpurep

Honaiimo 1o ckpunty Enemy no metoxy OnTriggerEnter2D ko, K10 B Koaiaep - Tpurep
OyAyTh MOTPAIUIATH 00'€KTH 1 SIKILO 1€ TOJIOBHUN MEPCOHAX, TO PO3MIOYATH aHIMallil0 aTaKy.

Knight knight =
collider.gameObject. GetComponent();
if (knight '=null) {
animator.SetTrigger("Attack™);
}

[I1o6 Bopor aTakyBaB TOJIOBHOTO reposi HEOJHOPA30BO, a IOTH, IOKU TOJIOBHUI Tepoii mepe
HUM, 3MiHITh Ha3By Metoay OnTriggerEnter2D na OnTriggerStay2D.

Tenep Tpeda 3podHUTH TaK, 1100 TOJIOBHUI Iepoi 3aB/IaB IIKOH, @ HE TPOCTO MaxaB 30pO€ro.

Honamo no o6'ekta Knight mopoxwiit mouipuiii GameObject — me Oyae Touka, B sKiif
HAHOCHUTBCS IIKOJA. BcTaHOBUMO aiis 1boro o0'ekta iKOHKY, mepeiimenyemo AttackPoint i
MOMICTHMO 11 Ha KiHEIb 30pOoi.
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VY ckpunti Hero oromocumo 3minny attackPoint tumy Transform mms mporo o6'ekra,
BUBEAEMO ii B IHCIIEKTOP 1 EPEeTSrHEMO 00'€KT y 1moie, o0 30eperTi MOCHIaHHs Ha 1Iel 00'€KT.

Takox orojocumo 3minny attackRange tumy float, i 3amaemo ii 3HaYeHHS 1HCIIEKTOPI,
Hanpukiaz, pisaum 0.5. e Oyae paaiyc HaBkoso 00'exty AttackPoint, B sskomy OyyTh BpakaTu
BOPOXKI KOJIAlIepH.

Tenep Tpeba HABUMTHM BOpPOra Ta TOJOBHOIO NEPCOHAXY 3aBJaBaTH OAWH OJHOMY
yikoxeHb. CripoOyiiMo peartizyBaTu 1€ 3a IOIOMOT 010 iHTepdeiiciB.

[aTepdelic — e cnMCOK METOJIB Ta BIACTUBOCTEH, SIKI MArOTh OyTH peayi3oBaHi y Kiaci,
KU ycraakoBye 1iel inTepdeiic (abo peanizoBye). SKII0 MU 3HaEMO, IO SAKHICH KJIac pealizye
NeBHUI iHTepderic, TO MU MOXKeMO OyTH BIEBHEHI, IO B IIbOMY KJaci € Halip METOiB Ta
BJIACTUBOCTEH, sSIK1 € 0OOB'SI3BKOBUMU JJIs JAHOTO iHTEpdeiicy.

Koxken ximac Moxe OyTH yCIIaJKOBaHUW TUTBKU BiJ OJTHOTO 1HIIOTO KJIacy, aje MOXeE IMpH
[OMY MaTH CKiIbKHU 3aBI'OJTHO YCTaIKOBAHUX 1HTEp(EHCiB

CtBopumo HoBuH ckpunT [Destructable, i BumamuMo 3 HbOTO BeCh KOJI 1 I01aiiMO HACTYITHUN
KOJI:

interface IDestructable

{
float Health { get; set; }
void Hit(float damage);
void Die();

}

Tenep Oynp-skuil Kiac, sKuUM peanizye uedl iHTepdeiic, MOBUHEH MaTH MyOJIIuHy
BiactuBicte Health tumy float, my6niunuit meron Hit, skuit noseprae void, npuiimae nmapamerp
tumy float, i myoniunuit Mmeron Die, sikuii Tak camo moBepTae VOid, i He mpuiiMae napamerpis.

Cropumo kinac Creature. Burecemo 10 HBOTO 3arajibHi ISl IEPCOHAXY Ta BOPOT'iB MOJIS Ta
METO/IH Ta 3po0HUMO HOTro Ki1acoM, 1o peanidye inrepdeiic IDestructable.

I10JI4
protected Animator animator;
protected Rigidbody2D rigidbody;

[SerializeField]
protected float speed = 2.0f;

[SerializeField]
protected float damage;

[SerializeField]
protected float health = 100;

public float Health

{
get { return health; }

set { health = value; }

}



METOAU
private void Awake()

{

animator = gameObject. GetComponent<Animator>();
rigidbody = gameObject. GetComponent<Rigidbody2D>();

}

public void Hit(float damage)
{

}

public void Die()
{

}

[Tons, siKi mepeHeceHi B 1el Kiac BUAAISEMO B CKPUIITaX NEPCOHaXy Ta BoporiB. Kiacu
NEpCOHAXIB Ta BOPOTiB poObuMo cnagkoemisiMu kinacy Creature.

B meton Die() nogaemo:
Destroy(gameObject);

B metox Hit() momaemo:

Health -= damage;
if (Health <=0)
{

}

Die();

2. 3aBnaHH# 10 Ja0opaTopHOi po6oTH Neb
CrBoputn 2D — rpy, monaTu BOPOTiB 70 CIEHH, CTBOPUTH MOXIIUBICTh IPOBEICHHS aTaKH
Ta HAHECEHHS LIIKOJHU 3/I0POB'I0 IEPCOHAXKY Ta BOpOram



IIpakTuuna podora 7. 2D rpa. /lonaBaHHs 0TOYEHHSI

Mera poboTi: mo3HaiioMUTHCS 31 MOHATTAM oTOYeHHs aas 2D-rpu ma Unity. OroucHHs
cuend. Pyx cxomamu. CTBOpeHHS MiJIBICHUX MOCTIB. AHiMamis ans npeameriB. CTBOpeHHS
CKPHUNTIB JUIsl OTO4YeHHsI. HaBYMTHCS CTBOPIOBATH OTOYCHHS.

1. TeopeTnuHuii MarepiaJ

Tile — HeBenuke 300paXKeHHS, SIKE BUKOPUCTOBYETHCS Il KOHCTPYIOBAaHHS PIBHIB Y irpax.
Tile MokHa MEpPEKIIACTH K «MO3aiKa» ab0 «Uepernurs.

Honaemo Ha cueHy eneMeHTH cueHu. Hanpukiias:

UEETEL T EE B
'IJ'_IL‘I.ILI.LI_EJ.‘

Pucynok 7.1 — Ilpuknan cuieHu

[Ilo0 eneMeHTH OTOYEHHS MIUIBHO NPUTHCKAIKMCS OJAWH A0 OJHOr0, HATUCKAEMO Ha
KJIaBiaTypi KHOTKY V Ta TATHEMO €JIEMEHT JIO BiJIMOBITHOTO KyTa.

ByBaroTh Taki curyamii y Tpi, KOJH MEPCOHAaXY Tpeda 3adpaTHcs KyAWCh, HAIPUKIIAI
cxonamu. PosrisiHeMo sKy (DYyHKIIOHAJIBHICTH MOTPIOHO JOJATH MEPCOHAXY, 100 BiH MIr 1€
poouTH.

CriouaTKy NepeTArHeMO B CILIEHY CHpailT cxofiB. SIKII0 HEOOXiAHO OTPUMATH CXOAM
noTpiOHOT JTOBXKUHHU, TO cTBOopuMO HOBUM GameObject Ha3zBeMo #oro Stair, momaiiMo sK
nianerauid o0'ekT cpalT cXxofiB. 3a MOTpeOu CIpalT CXOJiB PO3MHOXKHMO CTIIBKH pa3iB, 1100
OTpUMATH CXOJu MOTPiOHOI moBxkuHU. [{omaiimo Ha 00'ekT Stair BoxCollider2D. Hamamryemo
PO3MIpH Ta MOJOXKEHHS KoJaiiepa, 1 mocraBuMo ranouky Is Trigger.

[ToTpibHO, MO0, KOMM TEPCOHAXK BXOIAUTH 10 30HU TPUTEpa CXOJIB, Y HHOTO BKJIIOYABCS
PEXUM “Ha €X0/1ax”’, a KOJIM BUXOJUTh 13 30HH — BUMHKABCS. J{J1s IbOTO € 1Ba CTaHJapTHI METOAM
MonoBehaviour: OnTriggerEnter2D Ta OnTriggerExit2D. Slk aprymMeHT y HMX aBTOMAaTHYHO
NepeIacThCsl IIOCUIIAHHS Ha KOJIAWEp, IKUI YBIHIIIOB/BHIMIIIORB Y/3 30HU TPHUTEPA.



Pucynok 7.2 — [Ipukiiag BUKOPUCTaHHS CXO/IB

Y ckpunrt mepcoHaxa aomaiiMo OyJieBy 3MiHHY onStair, 1 cTBopuMo s Hel public
BJIACTHUBICTb:

private bool onStair = false;

public bool OnStair

{
get
{
return onStair;
}
set
{
if (value == true)
rigidbody.gravityScale = 9;
else
rigidbody.gravityScale = 1;
onStair = value;
}
}

[Io6 mepcoHak He CIOB3aB 31 CXOJIB MiJ Ji€r0 rpaBitaiii, y BractuBocTi OnStair qonanu
KOJI BKJIFOUCHHS/BUMKHEHHS TpaBiTaIlii.

CrtBopuMO HOBU ckpunT Stair Ta npuegHaeMo ioro 10 06’exty Stair. JlogaiiMo 10 11bOro
ckpunty metoau OnTriggerEnter2D Ta OnTriggerExit2D 3 HacTynHUM KOZOM:

-lpublic class Stair : MonoBehaviour

{
- private void OnTriggerEnter2D(Collider2D collision)
{
Hero knight = collision.gameObject.GetComponent<Hero>();
if (knight != null )
knight.OnStair = true;
}
= private void OnTriggerExit2D(Collider2D collision)
{
Hero knight = collision.gameObject.GetComponent<Hero>();
if (knight != null)
knight.OnStair = false;
}
}

VY ckpunt mnepcoHaxka JojaiMo 3MiHHY stairSpeed, sika BH3HAa4aTHME WIBUIKICTH PyXy
CXOJaMH.



st Toro, no0 mepcoHaXk Mir MepecyBaTUCS BrOpy-BHU3, 3HAT00UTHCSI HACTYITHUN KO/

Vector2 velocity = rigidbody.velocity;
velocity.y = Input.GetAxis("Vertical") * stairSpeed;

rigidbody.velocity = velocity;

CtBopumo Mmetoj Stairs() B SKOMY, SKIIO NMEPCOHAX MEPETKHYB TPUTEP CXOMIB Oyje
BUKOHYBAaTHCSI KOJ [IEpEeCyBaHHs Bropy-BHH3. Bukiuk 1iporo meroay 3podumo B Update().

private void Stairs()

{
if (OnStair)
{
Vector2 velocity = rigidbody.velocity;
velocity.y = Input.GetAxis("Vertical") * stairSpeed;
rigidbody.velocity = velocity;
}
}

JlomaiiMo 710 CLICHHM ITiIBICHUH MICT.
CrBopumo Ha cueni myctuii GameObject ta namo iiomy Ha3By Bridge. [Tomictim Bcepequny

HBOTO CHPAUT TUISHKHA MOCTY.

Jo crpaiity ninsaku mocty nogatu Rigidbody2D ta BoxCollider2D.
2D mKOIHTH SBISAIOTH CO0O00 3BMYalHI (Di3UYHI 00 €KTH, SIKUM MOXKHA MPHUIABaTH CHUILY,
nepeMilaTH, KuJaaT, 3STUCHYTH TOLIO, B 3arajlbHOMY — pOOMTH BCE T€, [0 MU 3a3BUYail poOMMO

3 ¢isnunuME 06’ ektamu B Unity.
Oco0UBICTB K€ KOTHTIB B TOMY, 110 3 1X JOTIOMOT'OX0 MOKHA CTBOPHUTH 3B'SI30K 3 1HIIIUMHU

(bi3n4HEME 00'€KTaMU Ha CIIEHI.
B mpomy Bumaaky Bci aii, sIKI MU 3JIMCHIOEMO HaJ OJHUM 00’ €KTOM, OYIyTh TaKOX

BIUIMBATH HA 1HIII — TOB’A3aH1 3 HUM 00’ €KTH.
Bci KOMIOHEHTH JKOIHTIB MOXKHA 3HaiTH y BKIaai Component -> Physics 2D.

Add Component
Qjoint

Search

48 Configurable Joint
% Distance Joint 2D
Q)Fixed Joint

11 Fixed Joint 2D

O Friction Joint 2D

fl§ Hinge Joint
Bl8Hinge Joint 2D
@ Relative Joint 2D
[P Slider Joint 2D
Z Spring Joint

Z Spring Joint 2D
£ Target Joint 2D
¥Wheel Joint 2D




Hinge Joint 2D (abo miapHipHa HETs) — 1€ KOMIIOHEHT, II0 KOHTPOIIOETHCS (Pi3UKOIO0
Rigidbody, sikuii no3Bosisie mpreaHaTH SPrite 10 TOYKH B IIPOCTOPI, HABKOJIO SKOT 1IeH 00'€KT MOXKe
obepratucs. ObepTaHHs MOKe OyTH NMAaCHBHUM (HANpHKJIad, Y BIANOBIAs HA 3ITKHEHHs) abo
AKTUBHHM, KOJIU JIBUT'YH MIPUBOJIUTH HOTO B PyX.

[Ticns nomaBanus kommoneHTy Hinge Joint 2D wa cripaiiTi 3°IBUTHCSI MITKa Y BHIJISIII KOJIA.
LenTp 1i€i MiTKH IEPEHOCUMO JI0 MICIIS A€ JeTallb Oy 1€ MPUMHUKATH J0 1HIIOI ACeTaJIi.

CTBOpHUMO KOMIIO CHOpPaWTy IIISHKKM MOCTY 31 BCiMa KOMIIOHEHTamMHu. B komii B moJi
Connected Rigid Body nonaiimo nocunanns Ha Rigidbody2D nonepenuboi ninsiaku mocty. Tak
NPOJIOBXKYEMO TOKH HEe OYJIeMO MaTH HEOOXiIHY TIOBKUHY MOCTY.

B ocTanHiii cripaiiT TUISIHKK MOCTY jioaiimo 1ie ofuH komnoHeHTt Hinge Joint 2D Ta B moui
Connected Rigid Body nigoro He momaemo.

[lynbcyroua aniMalis MpeiMerTy.

OOupaeMo 00’€KT KUK 0axkaeMo 3pOOUTH MyJbCyHOUUM. J[01aEMO 10 HHOT'O KOMITOHEHT
Collider2D. Buknukaemo BikHo Animation majist iporo 00’ exry.

J151st CTBOPEHHST HOBOTO KJIiITy HaTUCKaeMo KHomKy Create Ta Bka3yeMo Ha3BY aHiMaIlii, 110

CTBOPIOETHCS. J[iist 3amucy aHiMallii HATHCKAEMO KHOTIKY
Y Bikui Animation gomaemo BIacTHBOCTI 110 OyayTh 3MiHOBaTHCs. Hampukian,
MICIIeTIOJIOKEHHS, MaciuTad Tomo. /s iporo Hatuckaemo kuonky Add property.
BcranoBmoemo MoMeHTH yacy Ha timeline. B kaxiomMy MOMEHTY 4acy 3MiHIOEMO OOpaHi
BJIACTHBOCTI.

Add Property




Add Property

2. 3aBaanns 10 JadopaTopHoi podoTu Ne/
CrBoputu 2D —rpy, nogatu otodeHHs. JlogaTu MOXKIMBICTb IEPCOHAXKY PyXaTHCS CXOJaMU
Ta 10 MOCTY.



IIpakTuyHa po6ora 8. @opmaTu 115 30epiraHHs JaHUX

Meta poboru: mo3Haiiomutucs 31 dopmaru mis 36epiranHs ganux XML Tta JSON.
Hauutncs crBoproBatu ¢aimm nanux popmary XML Ta JSON.

1. TeopeTnuHmii marepiaJ

XML 3'sBuBcs me 1996 poky i Bruepie 0y omyosikoBanuii 1998 poxky. WWW Consortium
(W3C) € pospoorukom XML, i e crano Pexomenaanis W3C y 1998 poui. XML Burisinae mysxke
cxoxxuM Ha HTML, aiie XML € cTpyKTypOBaHIIIIOK MOBOIO.

Joxymentu y popmatax HTML i XML micTsTh naHi, yKIajeHi B TETH, ajie OIIOHICTh MiXkK
IBOMa MoBaMH 3akiHuyeTbcs. Y dopmari HTML tern eusunauarome ogopmnenns oanux —
po3TamryBaHHS 3arojioBKiB, Mo4arok ab3amy Tomo. Y dopmari XML Tteru susunauaomo
cmpyKmypy ma 3micm 0aHux — Te, Y1M BOHHU €.

MoskHa BHKOPHCTOBYBATH OJHY CHCTEMY JUIs T'eHepalii JaHUX Ta MO3HAYKU iX TeraMu y
dopmati XML, a motiMm oOpoOmstu i AaHi B OyIb-SKHX IHIIMX CHCTEMaxX HE3aJeKHO BiJ
KIIEHTCHKOT TaTdopmu abo ornepaniiHoi cuctemu. 3aBasku Takiid cymicHocTi XML € ocHOBOIO
OJIHI€1 3 HAUTIOMYJISIPHIIINX MeXHOL02I 0OMIHY OAHUMU.

[TpaBuna XML 103BOJISIIOTE CTBOPIOBATH Oy/Ib-5IKi TETH, HEOOXITHI OMHCY JaHUX Ta WOTO
cTpyktypu. [IpunycTtumo, 1mo Bam He0OXiqHO 30epiratu Ta CrijibHO BAKOPUCTOBYBATH BiTOMOCTI
PO TOMAaNTHIX TBapuH. J1s IbOro MOXHA CTBOPUTH HacTymHuid XML-kox:

<?xml version="1.0"72>
<CAT>
<NAME>IZZy</NAME>
<BREED>Siamese</BREED>
<AGE>6</AGE>
<OWNER>Colin Wilcox</OWNER>
</CAT>

bazoserit cuaTakcuc XML:

<?xml version = "1.0" encoding = "UTF-8" 2>
<root>
<child>
<subchild>..... </subchild>
</child>
</root>

Jns nepeBipkun XML-¢ailiB MOXHa CKOPUCTATUCS OHJIAH-T0/aTKOM, HAINPHUKIAL
https://www.freeformatter.com/xml-validator-xsd.html.

Crpykrypa JSON — Bcst iH(popMartist 30epiraerbes y BUTTISAAL nap Kaio4-3HA4EHH .

Knioui 6 JSON 1me psaku, ykiazeHi B ToABiiHI manku. Kirowi BigirparoTh podib
11eHTU(IKaTOpIB Ui 3HAYeHb 1 JOMOMAaralTh CTPYKTYpPYBaTH AaHi. BOHM € yHIKaJbHUMHU B
Mexax ogHoro 00’ekra JSON, mo o3Havae, 110 KOKEH KITF0Y B 00’ €KTI Mae OYTH YHIKATBHUM.

3nauennsa 6 JISON MOXyTb OyTH PI3HUMM THIIAMHU JTaHUX, BKJIIOYHO 3 psAAKaMH (TEKCT),
YKCIaMH, JIOTIYHUMHK 3HadeHHsMu (true a6o false), null (mopoxHe 3HaueHHs), MacuBaMu abo
BKJIICHUMH 00’ €KTaMu. 3Ha4eHHSI MOXKYTh OyTH YKJIaJIeHI B MOJIBIHHI Janku (A7 psKiB), 6e3
Janok (s wmcen, Joridaux 3HaveHb 1 NUll) abo B kBaapatHi AyXku 4 GIrypHi TyKKH (15
MacHBiB i 00’ €KTIB BiJIITOBITHO).

[Mpuxnax JSON-daiiny:

"name": "John", // CTpOKOBe 3HAUEHHH
"age": 30, // UuciyoBe BHAYEHHHA
"isStudent": true // JloriuHe BHAYeHHHA

"address": null // BHaudeHHda null (nycTo)


https://www.freeformatter.com/xml-validator-xsd.html

ne hame, age, isStudent ta address — 1ie kiroui, a ixHi 3HaYeHHS BignoBigHo «Johny, 30 i true.
Macueu 6 JSON sBISAI0TH COOOI0 BIOPSIKOBAHI CIIMCKU €JIEMEHTIB. BoHUM yKiagaroThes B
KBaJpaTHI JY>KKH 1 MOXYTh MICTUTH 3HA4Y€HHS PI3HUX THUINB JIAaHWUX, BKJIIOYHO 3 IHIITUMH
MacUBaMH Ta 00’ €KTaMHU.
Hanpuknan:

"fruits": ["apple", "banana", "orange"]

ne fruits — me xirou, a fioro 3HaYeHHs — MacHB 3 eJeMeHnTamu apple, banana i orange.

06 ’exmu ABIAIOTH COO0I0 HEBMOPAIKOBaHI HAOOPH KJIIOYiB 1 3Ha4eHb. BOHU MicTATBHCS y
GIrypHHX AyXKKax 1 JarOTh 3MOTY CTPYKTYpPYBaTH JaHi CKJIAIHIIIE, BKIQJal0Yl 00’ €KTH OJIMH B
OJTHOTO.

Hanpuknan:

"person":

{
"name": "Alice",
"age": 25

PEerson — kJro4, a Horo 3HaYEHHS SBJISIE COOOK0 BKIIAJEHUI 00’ €KT 13 KIrouaMu Name i age.

Cepiamizaris i qecepianizaiiis — e JBa BaXJIUBI mporecy, 1o’ s3adi 3 JSSON, ski naroTh
3Mory neperBoputu naHi y popmar JSON i Hazan.

Cepianizayiss JSON — 11e ipo1iec IEpeTBOPEHHS TaHKUX 3 00’ €KTIB 1 CTPYKTYp JaHHUX Y PSIIOK
JSON. Konu mu cepianizyeMo J1aHi, MU poOUMO X IPUAATHUMH JUIs [IepeJaBaHHs Mepexero abo
30epeKeHHs Ha UCKY B TEKCTOBOMY (popMaTi.

Hecepianizayiss JSON — 11e 3BOpoTHUH Tpo1iec, miJ yac skoro psaaok JSSON nepeTBoproeThest
Ha3a/1 B 00’€KkTH 1 cTpyKTypH Aanux. Komm mu orpumyemo mani y gopmari JSON 3 mepexi abo
¢aitny, Ham MOTPiIOHO NMEPETBOPUTH X Ha3a Ha 00’ €KTH, 11100 BUKOPUCTOBYBATH IX y MpOrpami.

2. 3aBnaHHs 10 J1abopaTopHOi podoTu Ne8
CrBopiTh (aiin nanux At ctBopeHoi Bamu rpu B popmati XML. IlepeBippTe npaBiibHICTD
fioro crBopenHs. CtBopiTh (aiin nanux B popmati JSON.



IIpakTuyna po6ora 9. Kpunrorpadgiyuuii 3axucT

Meta po6oTH: TO3HAHOMUTHUCS 31 CTaHIapTaMU KiOepOe3neKku Ta MeTojaMu Kpurrorpadii.
Hauutucs mudpyBaT JaHHi.

1. TeopeTnuHmii marepiaJ

Cranmapt ISO/IEC 27001 — mi>kHapOAHMI CTaHAAPT, SIKH BCTAHOBJIIOE ITEBHI BUMOTH JI0
CTBOPEHHS, BIIPOBAKEHHSI, TIATPUMKH Ta BIIOCKOHAJIEHHS CUCTEMH yTpaBIIiHHS iH()OpMAaIiitHOIO
oesnekoro (ISMS) migmpuemcTBa, a TaKOX 10 MOTOYHOI OIHKH iH(GOPMALIMHUX PU3UKIB Ta
yIpaBITiHHS HUMH.

Ceprudikamis ISO 27001 3Ha4uHOIO MIpOI aKTyaJibHA JJisi BEJIMKUX OpTaHi3allii, ajie 3
PO3BHTKOM TEXHOJOTi BOHA CTa€ BCE OUIBII MOMYJISAPHUM PIIICHHSIM JUIS MAIHUX 1 CepeIHiX
KOMIIaHiH.

ISO 27001 onucye cTpyKTypy CHCTEMH yIpaBiliHHs iHGopMaliiiHoro Oe3nekoro (CYIB) ms
KOMIIaH1! He3alle)KHO BiJl OpraHi3aliiiHoi CTpyKTypH, po3mipy abo opieHTamii. CTpHXHEM TYT €
YIPaBITiHHS PU3HKAMH.

MinnuBi kiGep3arpo3u NOCTIHHO BUKOPHUCTOBYIOTh HOB1 TMOTEHIIIiHI Bpa3iMBOCTI B
KOMITaHISIX 3 METOIO aTaKy Ta KOMIIPOMeETAIlil iHpopMaLiiHUX ITOTOKIB, a OTXKE, 1 613HEC-TIPOIIECiB.
Pusnky, 110 BMHMKAIOTH BHACHIJOK LIBOTO MEXaHI3My AJs TPhOX OCHOBHHX MLiJIeH 3axucty
iHdopmariiftHOT Oe3mekr KOH(IMCHIIHHOCTI, IUTICHOCTI Ta JOCTYHMHOCTI TIOBHHHI OyTH
imeHTH(iKOBaHI Ta KEPOBaHi.

Cranpapt ISO 27001 ckinamaeThes 3 TBOX YaCTHH:

—  OcHoOBHa YacTHHA — PI3HOBUJ CTPATETi, OCHOBHA YaCTHHA CTAHIAPTY;

- Honatok A — nepenik i3 114 moTeHIiHO 3aCTOCOBHHUX 3aC00iB KOHTPOJIIO.

Jly’ke CyTTEBOIO 3MIHOIO € JIOTIOBHCHHSI KOHTEKCTY OpraHizamii B 1. 4.4 BHMOTOIO IIOJO
BU3HAYCHHS HEOOXiAHMX TpoleciB Ta iXx B3aemoniid B pamkax CVYIb, ski moTpiOni misa ii
BIIPOBADKEHHS Ta MIATPUMKH B poOOYOMY CTaHi.

LIst witka Bumora npuBoauTh ctanmapt ISO/IEC 27001:2022 y BiAmoBigHICTh 10 MiIXOLy
HaWKpanyx MPakTUK HIIKX CUCTeM yrnpasiinHs BigmosiaHo 10 HS (HLS). Cucrema ynpaiiHHS
iHpopMaliifHOI0 Oe3NeKor0 TOBHMHHA IPYHTYBAaTHUCS Ha BCTAaHOBJIGHUX IIpolecax, IIo
BIJICTITKOBYIOThCS, Ta iX B3aeMojii. Ha OCHOBI ux mporieciB po3poOIIsIOThCS Ta aAanTyHOThCs
3aco0u yrpaBiniHHS iH(opMarliiiHoto 6e3nekoro, 3a3HaueHi B Jlogatky A.

Mixnapoauuii crangapt ISO/IEC 17799 Indopmaniiina TexHomoris - Metoau 3axucry -
[TpakTnyHMit MOCIOHUK JUIs yIpaBiIiHHA iHQOpMaliiiHoo 6e3nekoro. 3 2007 poky 3anpornoHOBaHO
BKJIFOUUTH HOBe BHIaHHs ctanmapty ISO/IEC 17799 no HoBoi cxemu nymepariii, sk ISO/IEC
27002.

CranmapT BU3HAYae 3arajlbHy OpraHizaliio, KiacH]ikalilo JaHMX, CUCTeMY AOCTYIY,
HaNpsIMU TJIaHYBaHHSI, BIIOBIAAIbHICTh CIIBPOOITHUKIB, BUKOPUCTAHHS OLIHKH PU3UKY TOLIO Y
KOHTEKCTI 1H(popMaliifHoi Oe3neku. 3apekoMeHayBaB cele SK NPaKTUYHMHA CTaHJapTHHUH
nociOHuK y Oaratbox Bijaiinax IT Tta Oe3nexku sk BU3HAHUN 1HCTPYMEHT.

VY mpormeci BHPOBAaKEHHS CTaHIAPTy CTBOPIOETHCS TaK 3BaHa CHCTEMa YIPaBIiHHS
iH(dopMalLiifHOI0 Oe3MeKol, MeTa $KOi — CKOpPOYEHHS MaTeplajibHUX BTpAaT, MOB'SI3aHUX 3
HNOPYUICHHSM 1HPOpMaLiHOT Oe3MeKH.

ISO 17799 — e Moienh CUCTEMH YIPABIIHHSA, 1 B IbOMY CEHCI HE € TEXHIYHUM CTaHIapPTOM.
Hanpuknan, BiH He HaKa3ye BUKOPUCTAHHS SKUXOCh MIEBHUX AJITOPUTMIB IIM(PpPyBaHHA. €IUHUMA
MyHKT CTaHJApTy, IO OE3MOCepPEeNHbhO pErjlaMeHTye MU(pPYyBaHHS, MICTHTh OYKBAJIBHO TaKy
BuMory: "OcobnuBo BaxiuBa iHpopmalis mae Oytu 3ammdposana”. 11lo BBaxkaTu Ba)kKIHMBOIO
iHdopMalier0 Ta SK poOuTH MmKdpyBaHHS, MIANPUEMCTBO MAa€ BHUPIIMIUTH CaMOCTIHHO,
IPYHTYIOUHChH Ha 3arajJbHUX 3aCaJax 3aCTOCYBAaHHS CTaHAAPTY.

ISO 17799 micTuTh CTO 3 JUIIKOM €JIEMEHTIB YMpaBliHHS 1H()OpPMAIIHHOI O€3MeKor0,
PO3MOIICHUX 3a KIJIBKOMA IpyTaMu:



noJiTuka y cdepi 6e3nexu. 3aBJaHHs €IeMEHTY — 3a0€e3IeUUTH YiTKE yIpaBliHHS Ta
HOIATPUMKY TIOJITUKK B Taimy3i iHpopmauniiiHoi Oesmekn 3 OOKy KepiBHUITBA
MiITPUEMCTBA;

opraHizailis cucTeMu Oe3NleKd. 3aBIaHHs E€JIEMEHTY — CTBOPUTH OpTraHi3aliiHy
CTPYKTYpYy, fKa BIOPOBa/DKyBaTUME 1 3a0e3redyBaTUME Mpare3JaTHICTh CUCTEMH
iH(opMariifHOi Oe3reKu B opraHizarlii;

kinacudikamiss pecypciB Ta yHOpaBiiHHA. 3aBAaHHS €JIEMEHTY — IMATPUMYBaTH
aZicKBaTHY iH(oOpMaIliiiHy Oe3reky oprasizailii IUIIXOM MOKJIAAaHHS MEPCOHATBLHOT
BIJIMOBIIAJILHOCTI, a TaKOX Kiacudikaiii iHGopMariiHux pecypciB 3a HoTpedoro Ta
IPIOPUTETOM 3aXHUCTY;

Oe3neka Ta nepcoHall. 3aBJaHHs €1EMEHTY — 3MEHILUTH PU3UK JIIOACHKUX ITOMUIIOK,
pPO3Kpa/iaHb Ta HEMPAaBWJIBHOTO BUKOPHCTAHHS OOJQAHAHHS, Y TOMY YHCI1 LHUIIXOM
e()eKTUBHOTO HABYAHHSI Ta BIPOBA/HKCHHS MEXaHI3My BIJICTeKCHHS 1HIIHJICHTIB;
¢izuyHa Ta 30BHIIHA Oe3meka. 3aBmaHHS eNeMEeHTYy — 3amnolirTu
HECAHKI[IOHOBAHOMY  JIOCTyMY, TIOLIKO/DKEHHIO Ta  MOPYIIEHHIO  poOOTH
iH(OpMaIIifHOT CHCTEeMHU OpraHi3arlii;

MEHE/HDKMEHT KOMI'IOTEpiB Ta MepeX. 3aBIaHHS eEMEHTY — 3a0e3MeunTH Oe3neune
(GYHKI[IOHYBaHHSI KOMI'TOTEPIB Ta MEPEK;

KEepYyBaHHs JIOCTYIIOM JI0 CUCTEMHU. 3aBJaHHS €JIeMEHTa — KepyBaTH JIOCTYIIOM [0
noinoBoi  iH(popMalii, 3amobiraTd HECAHKI[IOHOBAHOMY JOCTYNy Ta BUSIBISATH
HECaHKIIIOHOBaHY JIisUTbHICTD;

po3poOka Ta 0OCIYyroByBaHHS CHCTEMH. 3aBJaHHS €JIEMEHTa — 3a0e3MeunuTd
BHUKOHAHHS BUMOT O€3MEeKH IiJ] 4aC CTBOPEHHS UM PO3BUTKY iH(OpMaIiitHOI cucTeMu
oprauizarii, maTpuMyBaTu O0e3NeKy 101aTKiB Ta JaHHX;

3a0e3meueHHs Oe3nmepepBHOCTI pOOOTH. 3aBIaHHS €IEMEHTa — IMirOTyBaTH TUIAH ik
y pa3i Haa3BUUaHUX O0OCTaBUH 3a/is 3a0e3neueHHs Oe3nepepBHOCTI poOOTH
oprasizarii;

BIJINOB1/IHICTh 3aKOHO/IABCTBY. 3aBJaHHs eleMeHTa — 3a0€3NeYUTH BUKOHAHHS BUMOT
BIJIMOBIHOTO IUBUIFHOTO Ta KPUMIHAJIHHOTO 3aKOHOJABCTBA, BKJIIOYAIOUYM 3aKOHH
PO aBTOPCHKI MpaBa Ta 3aXUCT JIaHUX.

Taka cTpyKkTypa 103BOJsie BUOpaTH Ti 3acCO00M YIpaBIiHHS, SKI CTOCYIOTbCS KOHKpPETHOI
oprasizariii 41 cepu BiAMOBIAAILHOCTI BCEpEIUH] OpraHizarlii.

BunineHo TakoX JecsThb TaK 3BaHUX KIIOYOBUX €JIEMEHTIB YINpPaBIiHHA, SKI €
byHIaMEHTATbHUMHU:

NOJIITUKA 3 1H(opMaliifHOT Oe3neKy;

PO3MOILT BIAMOBIIANBHOCTI 32 iHGOpMaIiiiHy Oe3IeKy;

OCBITa Ta TPEHIHT 3 iHpopMaLiliHOI Oe3neKH;

3BITHICTD 100 1HIIUIEHTIB 3 0€3MEKOIO;

3axHCT BiJ] BIPYCiB;

3a0e3mneueHHs 6e3mepepBHOCTI POOOTH;

KOHTPOJIb KOIIOBaHHS MPOIPaMHOI0 3a0€3MeUeHHs, 1110 JIIeH3YEThCS;
3axXMCT apXiBHOI JOKyMEHTAIIil opraHizarii;

3aXHUCT NEPCOHATBHUX JaHMX;

BUKOHAHHS MOJITUKH II0A0 iHPOpMaLiiHOi Oe3neKH.

3 BUIIEBUKIIAJICHOTO BUIHO, IO MOPSAJ] 3 €JIeMEHTaMM YINpaBIiHHA JUIsI KOMI'IOTEpIB Ta
KOMIT'FOTEPHHUX MEpEeX CTaHAAPT NPUALISLE BEIUKY YBary MUTaHHIM PO3POOKH MONITUKH O€3MeKH,
pobotu 3 mepcoHanoMm (MpUOM Ha poOOTy, HaBUaHHS, 3BUIBHEHHS 3 POOOTH), 3abe3meueHHs
6e3nepepBHOCTI BUPOOHUYOTO MPOLIECY, OPUAUYHUX BUMOT.

1 rpyaas 1999 poky Bumano cranmapt iso/iec 15408 "Kpurepii ominku Oe3mexu
1H(OpMaLIHHUX TEXHOJOTIN".



Ile#i MiKHApOAHWI CTaHAAPT CTaB IMIJICYMKOM Maibke ACCATHUPIYHOI poOOoTH (axiBIliB
KUJIBKOX KpaiH, BiH yBiOpaB y ce0e MOCBiJ OKYMEHTIB HAI[iOHAIBHOTO Ta MIKHALIOHAJIHLHOTO
MaciTaly, 110 ICHyBaJld Ha TOH 4ac.

BbazoBumu TOKyMEeHTaMu, SIKi JISTIU B OCHOBY cTaHAApTy iso/iec 15408, e:

- [TomapanyeBa kuura (TCSEC) 1985p.;

- €sporeiiceki kpurepii (ITSEC) 1991p.;

- Kananceki kpurepii 1993p.;

- ®denepanbhi kputepii CIIA 1993p.

Cranpapt ISO/IEC 15408 Busnawyae xputepii Oe3mexku iHPOpMamiiHUX TEXHOJOTIH. Y
HBOMY HE HaBOAMUTHCS CIUCOK BUMOr O€3MeKH, aje IMOJIOKEHHS CTaHAapTy J03BOJISIOTH
chopMyIroBaTH 1iIi OE3MEeKu, CHPSAMOBAaHI Ha 3a0e3MEYCHHS MPOTUCTOSHHS 3arpo3aM Ta
BUKOHAHHS MOJIITUKU OE3MEKH.

Cranpapt onucye iHPPaCTPYKTYpY, B sKiii KOPUCTYBadi CHCTEMH MOXYTh C(OPMYIIOBATH
BHUMOTH, a €KCIEePTH 3 O€3MEKH BUSHAYUTH, YU MA€ MPOAYKT 3asiBJICHI BIACTHUBOCTI.

3 iCTOPUYHUX NPUYHH IIeH CTaHIapT YacTo Ha3MBaroTh "3aransHuMu Kputepismu" (3K).

«3aranpHi KpUTepi» € CTaHAapTOM, IO BU3HAYa€ 1HCTPYMEHTH OIliHKU Oe3meku IC Ta
nopsiiok ix BukopuctanHs. Ha Bimminy Bin "llomapanueBoi xkuuru", 3K He MICTATH MEBHHUX
«KJ1aciB OE3MEeKm».

3aranpHi KpUTEpil OTpUManM MIMPOKE BU3HAHHA Yy cBiTi. Y 1998 pomi ypsmoBumu
opranizauismu Kanamau, @pannii, Himeyunnu, BenukoOpuranii i CILIA Oyno mianucaHo yromy
npo B3aeMHe Bu3HaHHs owiHOK (The International Mutual Recognition Arrangement — MRA),
OTPUMAHUX HA OCHOBI 3araJibHUX KPUTEPIiB.

CraHmapT CKIaaeTbes 3 5 YaCTHH.

JCTY ISO / IEC 15408-1 BcTaHOBIIIOE 3arajibHUM MiAXi1 10 GOPMyBaHHSI BUMOT JIO OIlIHKH
Oe3nekn (PpyHKIIOHANBHI Ta JOBIPH), OCHOBHI KOHCTPYKLIi (Mpodinb 3aXWCTy, 3aBIaHHS 3
Oe3IeKu) IMoJaHHsS BUMOT OC3IEKHM B IHTEpecax CIIOKMBayiB, PO3POOHUKIB 1 OIlIHIOBAYiB
npoaykTiB 1 cucreM IT.

Bumoru Oe3neku o0’ekta ominku (OO) 3a Meromonoriero 3araibHUX KpUTEpiiB
BU3HAYAIOTHCS BUXOJSYM 3 IIJIEH O€3MeKH, sKi, Y CBOIO 4YEpry, IPYHTYIOTbCS Ha aHai3l
NpU3HAYeHHsI 00’€KTa OLIHKM 1 YMOB CEpelOBHILA HOro BUKOPUCTAHHA (3arpo3, NpUIYLIEHb,
MOJIITUKY OE3IEKH ).

JCTY ISO [/ IEC 15408-2 w™icTuTh yHIBepCalIbHHI CHCTEMATH30BAaHUN KaTaior
(GYHKIIOHAIBHUX BUMOT O€3MeKHu 1 Mependadyae MOKIUBICT iX JAeTani3aiii 1 po3IIHpEeHHs 3a
NEBHUMHU IPaBUIIAMHU.

JACTY ISO / IEC 15408-3 Bxitouyae B cebe CHCTEMATH30BaHUI KaTalor BUMOT JOBIpH,
BU3HAYAIOTh 3aX0/U, SIK1 TOBUHHI OyTH MPUNHHATI Ha BCIX €Tarnax >KUTTEBOTO LIUKITY MPOIYKTY a0
cucrtemu [T as 3a0e3neueHHs BIIEBHEHOCTI B TOMY, 110 BOHU 33J0BOJILHSIOTH TP IBJICHUM JI0
HUX (YHKI1OHAJIbHUM BUMOTaM.

TyT ’ke MICTATBHCS OLIIHOYHI PiBHI JOBIPH, 1110 BU3HAYAIOTh KAy BUMOT, K1 I03BOJISIFOTH 3
3pOCTal0yoi CTYNEHEM IMOBHOTH 1 CTPOTOCTI OILIHUTH IMPOEKTHY, TECTOBY Ta €KCIUTyaTalliiHy
JIOKYMEHTAIlII0, TPaBWIBHICTh peamizamii ¢GyHKIiH Oe3nmeku 00’€KTa OIIHKH, YPas3JIUBOCTI
npoaykty ado cucremu IT, cTifiKicTh ME€XaH13MiB 3aXUCTY 1 3pOOMTH BUCHOBOK PO PiBEHb JIOBIpU
110 6e3rneku 00’ €KTa OLIHKH.

ISO / IEC 15408-4 — nonepenne BU3HAUCHHS MPODii 3aXUCTY.

ISO / IEC 15408-5 — mpoueaypu peectpaitii mpodiiB 3aXHCTy.

3HaiioMcTBO 13 cepenoBuiiem Cryptool 2

CrypTool 2 — Ge3korToBHE TporpaMHe 3a0e3MeUeHHs 3 BIJKPUTUM BHUXIIHUM KOJOM, IO
peasti3ye KOHIEMII0 Bi3yalbHOr0 MpOrpaMyBaHHs Ta 28 BUKOHAHHS KacKaJliB KpUIITOTpadidyHUX
npouenyp. CrypTool 2 € oanieto 13 cknagoBux Benukoro npoekry CrypTool, mpusnadenoro B
nepury 4yepry JUisi eIeKTPOHHOIO HaBYaHHsS Kpunrorpadii Ta KpUNTOaHANI3y. 3aBaHTAKUMU
MOKHa 3a mocwiaHHsaM https://www.cryptool.org/en/ct2/downloads , akryansHa Bepcisi Stable



https://www.cryptool.org/en/ct2/downloads

Version — CrypTool 2.1 (Stable Build 9778.2). IIporpamuuii 3aci6 CrypTool 2 (puc. 6.2) Ha
JaHWW Yac JOCTYNMHUN HIMEIPKOI Ta AaHTJIHCHKOI MOBAMH, MAa€ IHTYITHBHO 3pO3yMUIHMIA
cydacHui rpadiuamii iHTepdeiic Ta 3pyyHe MEHIO, 32 JOIMIOMOT'OI0 SIKOTO KOPUCTYyBad y poOouiit
obnacTi mporpamMu MOXKE MEPETBOPIOBATH TOBIIOMJICHHS 3 BHKOPUCTAHHSIM HAWBIIOMIIIHX

KpUNTOrpadivyHUX aJrOpUTMIB.

Q.\' CrypToal 2.1 (Stable Build 9778.2) - Startcenter - X
- g— Oavou
I . -
@ 3 ' o S A ©
L vew~ Open * Leg % N &

S Startcenter CrypToolStors  CrypCloud  Updates  Settings  Help
Fie Bl Beee | Vew 5 Eatras 5

Xr Startcenter x |

CRYPLOOL 2

Welcame to CrypTool 2. There are two ways for a quick start: Click an the wizard buttan in the section “Main Functions” to get a quided tour, or load one of the pre-defined workflows in he section “Templates” which demanstrate the pragram functionality in
eryptographic scenarios

Main functions T[] Templates (double click to open) D vouTube videos double dlick to apen)

271

3

# (B

Craste 2 new warkspace with the graphical editor
I Cryptagraphy
| Cryptanalysis
/ Hash Functions

-z Breaking the M-20 Cipher Machine using Machine Leaming

Use the wizard to easily try some CrypToo| 2 features
Mathematics

] codes

D External resources I @B Protocals

I+ | steganography

Intraduction to Cloud Forensics (Full Lecture Vides)

View a tutorial video about CrypTosl 2 on YouTube:

| Recently opened workspaces (double click to opan)

Visit the CrypTool Baok page an the CrypTool portal alb EnE
() Mesican Army Cipher Disk
Visit the official CrypToal 2 website a
Hil Cipher

(i) seres e
Wisit the official YouTube channel: You will learn how to use

CrypTocl 2 and how to add your own functions

Qh®

Al Enigma Cipher Machine

Pucynoxk 9.1 — Bikuo CrypTool 2

Pozgin  «Templates» MiCTUTh SK TOTOBI 1IA0JOHM MPOEKTIB, IO peai3yroTh
KpunTorpadiuHi Ta KpUNTOAHATITHUYHI aJIFOPUTMH, MaTeMaTU4Hl Ta 1HIII (YHKI1, TPOTOKOJIN
TOIIO, TaK 1 HA0Ip IHCTPYMEHTIB, KOTP1 MOKYTh OyTH BUKOPUCTaHI U1 MOAM]iKalii roToBUX abo
CTBOPEHHSI CTeraHorpaiyHux crnocoOiB MEpPeTBOPEHHS JaHuX, TOOTO Taki, HpH SKHUX
MOB1JIOMJICHHS HE IU(PYETHCS, a IPUXOBYETHCS caM (PakT HOro rnepegadi M iCHyBaHHS.

Jl1st BUKOpUCTAHHS TOTOBOTO 11absoHy y po3auti « Templatesy 13 meHto, He0OXiTHO 0OpaTH
notpiOHuit anroputMm. Ilicns yoro BiKpHETHCS HOBA BKJIAJKA, 10 CKJIAAATUMETHCS 13 OKPEMHUX
MOAYJTBHUX KOMITOHEHTIB, TTOB’I3aHUX M1K COOO0I0.

e = G- Startcenter x # | Caesar Cipher x|
Classic Ciphers « B y ﬂ
8| Aorevx aszge Text Input _HR > szge Cassar _Eg|” e B Text Output _H3
Affine Cipher The quick brown fox jumps over the lazy dog.
Action
Bazeries Cipher Encrypt
Bifid Cipher Character mapping
A-K
=5l Book Cipher 44 characters, 1line 0 characters, 0 lines
P 0% Alphabet parameters 0%
Caesar =
= Plaintext Ciphertext
Unknown symbol handling
Ul Chaocipher Ignore (leave unmodified)
2] cylinder Cipher [ Case sensitive
Output contains Source Case
ElsieFour Cipher AGEEe Text Input -7 ) e
@ Enigma ABCDEFGHUKLMNOPQRSTUVWIYZ o
- Caesar
Classic Ciphers
&9 Modern Ciphers Description of the cipher
W, Steganography 26 characters, 1 line. In cryptography, a Caesar cipher, also known as Caesar's cipher, the shift cipher, Caesar's code or Caesar shift, is one of
oo the simplest and most widely known encryption techniques.
/' Hiash Functions Alphabet
- It is a type of substitution eipher in which each letter in the plaintext is replaced by a letter some fixed number of
1), Cryptanalysis pasitians down the alphabet. For example, with a right shift of 3, A would be replaced by D, B would become E, and 50
= | on. The method is named after Julius Caesar, who used it in his private correspandence.
@) Protocors
———————— [on=ge Mimber fnputELSB|™ T | Source: https://en wikipedia.org/wiki/Caesar_cipher
< Tools
10
100% |- @ 24 bit

Pucynok 9.2 — HoBa Bxuaaka npu Bu6opi mudpy Llezaps



Bonu MaroTh B1acTUBOCTI TTOAI0HI JI0 J11ajIOTOBOTO BikHA oneparliitHoi cucremu Windows.
AKTHUBI3aLlis KOMIIOHEHTY BiA0OYBAa€THCS IUISIXOM HATUCKAHHS 110 HHOMY JIBOIO KJIABIIICIO MUIII.
Ko>keH KOMIOHEHT y JiBOMY BEpXHbOMY KYTKY MIiCTHTh MEHIO, 1110 Ia€ 3MOT'Y HAJIAIITYBaHHS JiH,
BIJIKPUTTSI IOBIJKH TOIIO.

[Tanens mMomynpHHX KOMIIOHEHTIB «Components», IO po3MilleHa JiBOpYydY poOOYOro
BIKHA, J1a€ 3MOTY JI0/IaBaTH JI0 IPOEKTY HOBI CKJIA/IOB1, TAKUM YHHOM yJIOCKOHAIIIOIOYH HOTO.

2. 3aBaaHHs 10 Ja6opaTopHoi podoTn Ne9

OsnaiiomuTHCA 31 cTangapTamu Kibepoesneku. Hamucatu pedepar Ha Temy, sk iHPOpmaris
31 CTAaHJaPTiB MOXKE 3aCTOCOBYBaTHCs B Play-TexHONmOrisX.

Buxkonatu 3amm¢pyBaHHs 670Ky JaHUX BIIKPUTOTO TEKCTY 3a JONOMOTor0 anroputmy AES
Ha OCHOBI HaB4aiabHOI mporpamu CrypTool 2 (Templates — Cryptography — Modern —
Symmetric — AES Visualization). ChopmyBatu payHmoBi K04l As 3amuppyBaHHs JaHUX. Y
3BITi OMMCATH 31 CKPIHIIOTAMU KPOKH JITOPUTMY T'€HEpallii KIIOYiB.
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