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[IporpamyBanHsT Ta 3aXMUCT IrpOBUX 3aCTOCYHKIB: METOAWYHI pPEKOMEHJAmii JuIs
NPaKTHYHUX 3aHATh Ui 37100yBadiB mepmioro (0akaJaBpChKOrO) piBHS, SKi HABYAOTHCS 3a
cnemianbHicTiO: 125 — KibepOe3neka Ta 3axuct iHpopmarii [Enexrponne umanus] / O.1O.
JlebeneBa, kadenpa KOMIT' FOTEpHOI iH)KEHepili Ta IHHOBAIlIWHUX TEXHOJOTIH MiXHApOIHOTO
rymasiTapHoro yHiBepcutety. Oneca, 2025. — 98 c.

MeTtoauuHi pekoMeHAalli 11 TPaKTUUHUX 3aHATh Ui Kypcy «IIporpamyBaHHS Ta 3aXHCT
IrPOBHUX 3aCTOCYHKIB» PU3HAUYCHI JUTs 37100yBadiB, 1[0 HABYAIOTHCS 32 NIepiIuM (OaKaaaBpChbKIM)
piBHeM 3a cnemianpHicTiO: 125 — KibOepOesneka Tta 3axuct iHpopMmauii. Jucuuruiina
«[IporpamyBaHHsI Ta 3axHCT IrPOBMX 3aCTOCYHKIB» HaJa€ 3/700yBayaM 3HaHHS B Taily3l
KOMIT IOTEPHUX 1rop Ta 3axucty iHopmarii. Ha ocHOBI 3aranbHHUX MOHATH B IpOrpaMyBaHHI Ta
00’€KTHO-OPIEHTOBAHOTO TIAXOAy MAWCIHIUTIHA po3rsimae mporec cTBopenHs 3D-irop B
cepenosuiii Unity, HamucaHHS CKpHUITIB Ui peatizailii (QyHKIIOHATBHOCTI I'pH, CTBOPCHHS
iHTep(delicy KopucTyBaya Ta 3aXHCTy JIaHUX.
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Tema 1. BBegeHHs1 B po3p0o0KY irpoBHX 3aCTOCYHKIB
IIpakTnuna podora 1. CrBopenns rpu Ha C#

Merta po6oTu: Mo3HaOMUTHCS 3 MOBOIO IporpamyBaHHs C# Ta mpuHIHUIIAMU 00’ €KTHO-
OpIEHTOBAaHOTO MporpaMmyBaHHs. HaBuuTHCS CTBOpIOBAaTH irpd 3a JONMOMOTOI0 MOBHU
nporpamyBaHHs C#, BUKOPUCTOBYIOUH 00’ €KTHO-OPIEHTOBAHMIA TiAX1I.

1. TeopeTnunuii marepiaJ

CTBOpUMO JI0IATOK, B IKOMY peainizyemo Bapiant rpu «Flappy Birdy.

Flappy Bird — mo0inbHa rpa mns miargpopm i0OS i Android po3pobieHa B'eTHaMChKUM
po3pobuukom Jlonr Hryenowm (anri. Dong Nguyen). I'pa Oyna Bunymiena 24 tpasas 2013.

I'paBenb Kepye TMONBOTOM MTAIIKH, KA PYXa€TbCS MDK PsAaMU TEPEIIKOA y BUTIIII
BEPTUKAJBHUX 3€JIEHUX TPYO, IO YTBOPIOIOTHh TyHENb CKIanHOi ¢popmu. Ilpu 3iTKHEHHI 3 HUMHA
rpa 3aBeprryerbes. [ltamka JeTHTH BIepen cama, YIpaBIiHHS 3IIHCHIOETHCS TOPKAaHHSAM O
eKpaHa — TOJIi NTallKa 3Maxye KpWJIaMHu i pOoOWTh HEBEIHMKHHA PUBOK Bropy. B iHmomy pasi
NTalka HEe Maxae KpWjiamMH 1 magae. 3a KOXKHUH YCIIIITHUHA TPOJIT MDK JBOMa TpyOaMu
3apaxOBYIOThCS OUKH.

CrBopumo HoBwii ipoekT Windows Forms App (NET Framework). Maemo Takuii BUTIISI
IIPOEKTY:

File Edit View Git Project Build Debug Format Test Analyze Tools o I App3 — O »
Extensions  Window Help
- 19 - & < & | |pebug ~||anycru <l ostart - > - & GitHub Copilot 12 & m
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Pucynok 1.1 — Bug npoexty Windows Forms App (.NET Framework)

Honaiimo Ha (opMy Takuii KOMIOHEHT siK PictureBox. /[ 1bOro HaTHCKaeEMO BKIJIAIKY
Toolbox Ta B BikHi, 1110 3’sIBUTbCs 0Oupaemo PictureBox Ta nepersryemo Ha ¢popMy Ta HajaeMo
NOTPiOHO PO3MIpPY TAKOK 3MIHUMO po3Mip hopMHu.
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Buninumo PictureBox ta B BikHi Properties 3aminumo BiactuBicth Gopmu BackColor na
snayenns White:

42 Fom1
al

CtBopuMO Ba HOBUX Kiacy uist 06’ekty Bird ta Pipe. [lns nporo y Bikui Solution Explorer
BHIIIEMO Ha3BY MPOEKTY Ta HATHCKAEMO IpaBy KHONKY muii. Ooupaemo Add — Class. ¥ BikHi,
110 3’SIBUTHCS BHHU3Y HANMIIEMO Ha3BY KJacy, Hampukiaj Bird. AHamoriyHo CTBOPIOEMO HOBUH
kiac Pipe. Bigkpuemo 11i kimacu. Jist boro HeoOXiqHO MOABIMHO KIIAI[HYTH Ha iM s KJ1acy B BiKHI
Solution Explorer.

JonaiiMo kapTuHKHA (GOHY, NMTHI Ta TPYOH SK pecypcH J0 HAIIoro mpoekty. [[ns mporo
HATHCKAEMO Ha Ha3BY MPOEKTY MPAaBOIO KHOMKOIO MUIIII Ta 00upaemo Properties. 3’ sBUThbCs BIKHO
B OKpeMiil BKJIaAMi. B 1iboMy BikHI mepexoaumMo 10 MyHKTy Resources.

Application abe Strings ~ "ﬂ Add Resource ~ Remove Resource ~ | Access Modifier:
Build

Build Events Name Value

Debug e

Resources

Services

Settings

Reference Paths

Jani BuzuBaemo crmcok st kHonku Add Resource ta B mpomy crucky obpaemo Add
Existing File. ami oOupaemMo mo4yeproBo KapTUHKH, sKi Oaxkaemo gonmatd. B pesynbrari,
HAIPUKIIaJ, MAEMO TaKHUil BUTJIsIT BikHa Resources:



Application K Images ~ *D Add Resource ~ Remove Resource | e | Access Modifier: IE
Build

Build Events

Resources @

Services —

Settings

Reference Paths Background flappy_bird pipe

Homaiimo no knacy Bird Takuii ko:

internal class Bird

{
public float x;

public float y;

public Image imgBird;
public int size;

public float gravityvalue;
public bool isAlive;

public Bird(float x, float y)
{

this.x
this.y

x5
Yo

size = 60;
gravityvalue = 0.125f;
isAlive = true;

imgBird = Properties.Resources.flappy_bird;

Hns  poborm 3 kmacom Image B ¢aiimi  Bird.cs Tta Pipe.cs migkIOYdTh
using System.Drawing;

3anoBHUMO iHIIHIA Kitac Pipe:

internal class Pipe

{
public float x;
public float y;

public Image imgPipe;
public int sizeX;

public int sizeY;

public Pipe(float x, float y, bool isRotate = false)

{

this.x = x;

this.y = y;

sizeX = 89;

sizeY = 250;

imgPipe = Properties.Resources.pipe;

if (isRotate)

imgPipe.RotateFlip(RotateFlipType.Rotatel80FlipX);

}



IToBepraemoch 10 dopmu. 11106 monyuutu daiin komy dopmu, y BikHi Solution Explorer
BuaisieMo FOrml.cs, HaTrckaemMo npaBy KHONKY muiri ta ooupaemo View Code. Maemo:

public partial class Forml : Form

{

public Formil()

{

InitializeComponent();

}
}

Iepen koncTpykTopom FOrm1() ctBopruMo HEOOXiIHI MMOJIS:
Bird bird;

Pipe pipel, pipe2;

Bitmap bmp;
private Graphics myGraphics;
Image backgroundImage;

private float gravity;

Timer timer;

Honmaiimo 1o koHctpykTopa Forml() micast Bukimka wmeromy InitializeComponent()
HACTYITHUMN KOJI:

Bxaxxemo po3mipu BikHa:

.Size = new Size(650, 700);

CTBOpMMO KapTHHKY, Ha SIKiil OyJIeMO MaJIFOBaTH HaIli 00’ €KTH:

bmp = new Bitmap(pictureBoxl.Width, pictureBoxl.Height);
myGraphics = Graphics.FromImage(bmp);
pictureBox1.Image = bmp;

[Tonyunmo kapTuHKy (hoHy rpu:
backgroundImage = Properties.Resources.Background;

CrtBOpHMO TaiiMep Ta BU3HAYUM METOJ1 00poOKHU Mmoii Taltmepy:

timer = new Timer();
timer.Interval = 7;
timer.Tick += Timer_Tick;

3po0OMMO BUKIIUK METOY, KU OMHILIEMO MicIisi KOHCTPYKTOPY:
Instantiate();

Merton Instantiate ctBoproe 00’ €KTH Ta 3aIycKae rpy:



private void Instantiate()

{
bird = new Bird(2e0,200);
pipel = new Pipe(400, -100, true);
pipe2 = new Pipe(400, 300);
gravity = o;
PaintScene();
timer.Start();

}

Meron PaintScene() maitoe kaptuaku y PictureBox:

private void PaintScene()

{
myGraphics.DrawImage(backgroundImage, @, 0, pictureBoxl.Width, pictureBoxl.Height);
myGraphics.DrawImage(bird.imgBird, bird.x, bird.y, bird.size, bird.size);
myGraphics.DrawImage(pipel.imgPipe, pipel.x, pipel.y, pipel.sizeX, pipel.sizeY);
myGraphics.DrawImage(pipe2.imgPipe, pipe2.x, pipe2.y, pipe2.sizeX, pipe2.sizeY);
pictureBoxi1.Refresh();

}

S0 3apa3 3amyCTUTH MIPOEKT MAEMO TaKy KapTUHKY:

Hani nponmaiimo pyx nrtumi, TpyO Ta joriky rpu. ius 1pboro HaM 3HaZOOUTBCS METOA
Timer_Tick.

Ilepen TvM siK 10 HBOT'O IEPEXOUTH CTBOPUMO KHOIIKY (Button) Ha ¢popmi Ta 3MiHMMO HOoro
BiacTuBicTh TeXt Ha psnok Force. CTBopuMO MeTo]1 0OpOOKM HAaTUCKaHHS Ha L0 KHOMKY. J{ns
IbOT'0 Yy BiKHI MpoekTy Properties mepeiizemo Ha 3akianky Events ta 3podumo mojaBiiiHUIT KITiK
mutoro B o Click. B pesynbrati B kofi 3’sButhest meto buttonl_Click.



Properties v o x

button1 System.Windows.Forms.Button ~

=] alsYs y

Click button1_Click v -
ClientSizeChanged

ContextMenuStripC

ControlAdded

ControlRemoved

Banumemo HacTynHuit ko B metos buttonl_Click:

private void buttonl Click(object sender, EventArgs e)

{
gravity = 0;
bird.gravityValue = -0.125F;

[Tepeiinemo o metony Timer Tick:

private void Timer_Tick(object sender, EventArgs e)

{
if (bird.y > 500)
{
bird.isAlive = false;
timer.Stop();
}
if (Collide(bird, pipel) || Collide(bird, pipe2))
{
bird.isAlive = true;
timer.Stop();
}
if (bird.gravityvalue != 0.1f)
bird.gravityValue += ©.005f;
gravity += bird.gravityvalue;
bird.y += gravity;
MovePipes();
PaintScene();
}

B meroxi Timer Tick Bukmukaiothcs Metomau Collide ta MovePipes, ski HeoOximHO
CTBOPUTH.
Honaiimo meton Collide, sikuii mepeBipsie 3ITKHEHHS MITHIII Ta TPYOH:



private bool Collide(Bird bird, Pipe pipe)

{
PointF delta = new PointF();
delta.X = (bird.x + bird.size / 2) - (pipe.x + pipe.sizeX / 2);
delta.Y = (bird.y + bird.size / 2) - (pipe.y + pipe.sizeY / 2);
if (Math.Abs(delta.X) <= bird.size / 2 + pipe.sizeX / 2)
{
if (Math.Abs(delta.Y) <= bird.size / 2 + pipe.sizeY / 2)
return true;
}
return false;
}

Meron MovePipes pyxae TpyOu cripaBa Ha JiBO:

private void MovePipes()

{
pipel.x -= 1;
pipe2.x -= 1;
CreatePipes();
}

B meroni MovePipes Bukiukaetscst metosn CreatePipes, sikuii cTBOproe HaBi TpyOu 3a
HOBUMH KOOPJAWHATaMU, KOJIU MOIEepeiHl TpyOU MPONIILIH BIIiBO 3a MTULIEIO.
Merton CreatePipes mae Takuit Kox:

private void CreatePipes()

{
if (pipel.x < bird.x - 200)
{
Random r = new Random();
int newY = r.Next(-100, ©);
pipel = new Pipe(4€0, newY, true);
pipe2 = new Pipe(400, newY+400);
}
}

2. 3aBIaHHA 10 NPAKTHYHOI podoTH 1

3aIyCTUTH Ipy.

Jonatu 10 rpu Takuii PyHKI1OHAT:

— CrBoputu 1B HOBI KHomkH Start Ta Pause. [Ipu 3amycke mporpaMu MaeMo KapTHHKY
3 (hoHOM, NTULEIO Ta TpyOaMH, aje rpa He MOBUHHA IpautoBatu. Ilicig HaTuCKaHHS
KHOMKH Start rpa noune npamtoBatu. KHomnka Pause npusynuHse rpy.

— Jlogatu cuiy NTUI He Yyepe3 HaTUCKaHHs KHOMKH FOrce (sik 3apas), a mpu HaTHCKaHH1
KHOMKM M1l 1o PictureBox.

— Honaiite 10 popMu MITKy, B sIKHI OyJie MOKa3yBaTUCs KUIbKICTh IPOHJIEHUX TPYO.

— 3MIHITb KOJI, 1100 MPH MPOXOIKEHHI MEBHOI KUIBKOCTI TPYO, TpyOU Mmoyany MIBHIIIE
pyxatucs crpaBa Ha JiBO.



Tema 2. InTepdeiic Unity
IIpakTuyna podora 2. Intepdeiic Unity

Merta po6oTu: noznaiiomutucs 3 nporpamoro Unity Hub ta pegakropom Unity. HaBuutucs
CTBOpIOBaTH irpu 3 BukopructanHsam 3D mabiaony Unity, cTBoproBaTi HOBI CIICHH, JI0JJaBaTH HOBI
JDKeperia CBiTia.

1. TeopeTnunuii marepiaJ

Unity Hub — 1e xopucHuil iHCTpYMEHT il KepyBaHHsS MPOCKTAMHU Ta BCTAHOBICHUMH
Bepcismu Unity. BukopuctoByiite Hub mis pobotu 3 kimbkoma Bepcisimu pemakropa Unity ta
TMOB'SI3aHUX 3 HUMH KOMITOHEHTIB, JIJIsl CTBOPEHHS HOBUX a00 BIJIKPUTTS CTBOPEHHX MTPOCKTIB.

Unity Hub 3.5.2

EL

P I’O]eCTS Open b New project

Projects
Installs
NAME MODIFIED EDITOR VERSION

Learn

Community

No projects, yet.

Downloads

Pucynok 2.1 — Bikuno Unity Hub

Unity Hub — ie neckromnna nporpama, cripoekToBaHa s 3py4HOT poOOTH KOPUCTYBaYiB. 3
HBOTO BiZOYBA€THCSA JOCTYI 10 €KOCHCTeMH irpoBoro asuryna Unity, poGora 3 MeHemKepoM
NpOEKTIB cTBOpeHHx y Unity, ympaBimiHHS JHIEH3ISMH Ta BCTAHOBICHHS JOJAaTKOBHX
KOMITOHEHTIB.

Unity Hub € cBoepimHOIO “TOYKOIO CTapTy”’, B sKili BiZOYBa€TbCs CTBOPEHHS HOBHX
npoekTiB (BKiazaka Projects), Bcranosienns pisuux Bepciit Unity (Bkmazaka Installs) tomro.

VY ueHTpanbpHill yacTUHI mporpamu BkazaHi mpoekTu (Projects), 3 SKMMH BH MpaIfo€Te.
Sxmo Bu Bukopucroyete Unity Brepiie, TO 11€ BIKHO Ma€ OyTH HOPOXKHIM.

IIpu HatuckanHi 3akiaaxu Installs y miBoMy MeHIo BiIKpHeThCs BikHO BHOOpY Bepciit Unity
U1l BCTAaHOBJIEHHS a00 OyJie oKa3aHo Nepeltik yke BCTaHOBJIeHUX Bepcii Unity.

LTS (Long Term Support) y Unity o3nadae goBroctpokoBy miatpumky. Lle Bepcis Unity,
IpU3HAYCHA JUId PO3pOOHHKIB, SKUM MOTpiOHA MakcMMallbHa CTaOUIbHICTh Ta miaATpuMKa. LTS
Bepcii OTPUMYIOTh BUIIPABJIEHHS TOMUJIOK Ta MaT4i Oe3MeKu MpoTAroM JABOX POKIB, 1110 POOUTH iX
171ealbHUMU JJIS1 IPOEKTIB, SIKI HOTPEeOYIOTh TPUBAIOTO 0OCIYTOBYBaHHS Ta MiATPUMKH.



Unity Hub 311.0 [

Hub V3.14.0 ailable and w 1g. See Release Notes Restart now Dismiss

EL

Projects Installs Locate Install Editor

Installs

Learn

Community

Pucynok 2.2 — Bikao Unity Hub Installs

SIkio Hazati BaM 3Ha00AThCS 1HINI Bepcii cepeoBuia po3podku Unity (Hanpukiai, B
3HaieTe 1 3aX04YeTe MOJUBUTUCS TOTOB1 MPOEKTH, 3pOOJICHI il TIOTIEpeIHI BepcCli cepeoBHINa
po3po0Okm), — To BU 3aBkau 3Mmoxere Biakputu Unity Hub, mepeiit y Brmaaky Install i
3aBaHTaXHUTH Bepcii UNity i Moy .

Jst ctBopeHHst moposkHBOro 3D mpoekTy 3aiiaiTe y Unity Hub Ta HatucHITE KHONTKY New
project.

2D (Built-In Render Pipeline)
Core

3D (Built-In Render Pipeline)
Core

Universal 2D
Core

Universal 3D
Core

Pucynok 2.3 — Bikno a1 BuOopy mabioHy MpoeKTy, 10 CTBOPIOETHCS

Bubupaemo knomky 3D (Built-In Render Pipeline), Bkasyemo im'ss mpoekTy Ta #oro
MICLIE3HAXO/KEHHS Ta HaTUCKaeMOo KHOMKY Create project. Komu HOBHIA MPOEKT 1HIIIaNi3y€eThC,
3'sBUTKCS peaakTop Unity.



File Edit Assets GameObject Component Services Window Help

onok

Play used v M W B Stats

Error Pause

Pucynok 2.4 — BikHo nipoekty 3D

[Ipoektr Unity — ne He enuHuil ¢ain, a mamnka, 0 MICTUTh AESIKY KUIBKICTh Iarok.
PozrisiHemo Tpu HaliBaXKJIMBILII TAMANKY:

- Assets,

- ProjectSettings

- Library.

W Assets <lManka>
<Manka>
<lNanka>

[ | Packages <lManka>

[ | ProjectSettings <lMNanka>

[ | Temp <lManka>
[ | UserSettings <Manka>
B .vsconfig 96
¥s Temp3D 438

[Tarka Assets MicTuth yci (aitsin, siki BAKOPUCTOBYIOTHCS TPOIO: PiBHI, TEKCTYPH, 3BYKOBI
edexrn Ta cuenapii. [Tanka Library mictuts BHyTpiniHi gani s Unity, a mamnka ProjectSettings —
Gaiiy 3 HalalTyBaHHIMHU TPOCKTY. B OCHOBHOMY HE JIOBEIEThCSl TOpKATHCs (aililiB y mankax
Library Ta ProjectSettings.

Iurepdeiic Unity BimoOpaxkaerbes sik HaOip manenei. KojkHa maHesb Mae BKIAIKY JiBOPYY
yropi, 3a sKy IaHellb MOXXHAa TEPEMICTUTH 1 TUM CaMHUM 3MIHHUTH MakeT mnporpamu. Takox,
MepeMillyIo4H MaHelb 3a BKJIAJKY, 11 MOJKHA MIEpeTBOPUTH Ha caMmocTiiiHe BikHO. He Bci maneni
BHUJIUMI 32 3aMOBYYBaHHSM, 1 B Mipy pO3pOOKHU I'pU B BIAKPUBATHUMETE HOBI MAHENI Yepe3 MEHIO
Window.

Iarepdeiic Unity po30utuii Ha Kinbka yacTHH: BKIagka Scene, Bxiaaka Game, maHenb
iHCTpyMeHTIB, Bkiajaka Hierarchy, manens Inspector, sxkiaaxu Project ta Console. Koxkna wactrna
Mae BJIaCHE MPU3HAUEHHS, TPH IIbOMY BC1 BOHU BiAIrPAIOTh BAXKIIUBY POJIb Y IIUKJI1 CTBOPEHHS I'PU.



1 - BIEEEES EZ0ETT

Pt L e
Game

Pucynok 2.5 — Bikno pemaktopy Unity

Ilanens Toolbar — waiiBuia yactuaa pemaktopa Unity. Ha mifi maneni MoXkHa KepyBaTu
o0'ekTamMy (KHOTIKM 3J1iBa), a TaKOX 3alyCKaTH Ta MPU3YNHUHATH TPy (IEHTPAIbHI KHOMKH).
[TpaBopy4 posrarroBaHi KHOIKK cepiciB UNity, mapu-MacKku Ta OIIlii MaKkeTiB.

Ha namneni Hierarchy BinoOpakaroThCsl BCl €IEMEHTH, K1 3apa3 3HAXOJAThCS Ha IrpoBiil
CIieHI. Y HOBOCTBOPEHOMY TIPOEKTI € Kamepa Ta CIPSMOBAaHE KEPENIO CBITIA, ajieé B MIpy
CTBOPCHHS TPH 15 TTaHEIh IIOYHE HATTOBHIOBATHCS 00'€KTaMHU.

= Hierarchy
+¥ «
1 SampleScene

) Main Camera
& Directional Light

[Tanens Hierarchy (Iepapxist) BigoOpaxae CIicoK ycix 00'€KTIiB y ClieHI, BIIKPUTIi Ha TaHUiT
MoMeHT. [lparoroun 31 CKJIaAHUMU CLEHAMU 1€papXis 103BOJISE MIBUJKO 3HAXOAUTU MOTPiOHI
00'eKTH 32 IMEHAMH.

lepapxis, ik BUIUIMBA€E 3 HA3BH, J03BOJIE TAKOK O0AUUTH CTOCYHKHM OAThKIB-HAIAJIOK MIXK
ob'exkramu. Y Unity o0'ekth MoxyTh MicTuTH iHII 00'ektu. IlaHenp iepapxii q03BOJISIE
JOCIIIJDKYBATH Taki aepeBa 00'ekTiB. Takoxk MiATPUMYETHCS MOXIIUBICTD IEPEYHOPSIKOBYBAaTH
00'€KTH CIIUCKH, MEPETATYIOUH iX MULIEIO.

Ilaneni Game i Scene — HaiiBi3yalbHIlll HAOYHI YacTUHU peaakropa. Ilanens Scene — ue
poboya MoBepxHs, Ha K MOXHa po3MillyBaTu Ta nepemintyBatu 2D- ta 3D-06'extu. Ko Bu
Hatuckaete KHONKY Play, 3'sBnserscs BikHo Game, B sikoMy Oyze Mmoka3zaHa Ta cama CIIeHa, alie
BXK€ 3 pOOOUYMMH 3aITPOrPaMOBAHUMHM B3a€MOJIISIMH.

Penmakrop Unity 3aBxam 3HaXOAUTBCS B OmHOMY 3 ABOX pexxuMi: Edit Mode (Pexum
penaryBanus) ado Play Mode (Pexxum BiaTBopeHHs). Y pexuMi peaaryBaHHs, IO i€ 3a
YMOBYaHHSM, MOYKHa CTBOPIOBATH CLIEHH, HAJAITOBYBATH IrpOBi 00'€KTH Ta BAKOHYBATH 1HIII Mii,



MOB'sI3aHi 31 CTBOPEHHSM I'pH. Y PEeXKUMI BIATBOPEHHS B MOXKETE I'PATH B CBOIO T'PY 1 B3aEMOISITH
31 CLICHOIO.
Ha maneni Scene Bropi, mopsia 3 iHCTpyMEHTaMH, MOKHA TOOAYUTH 1€ KHOIIKH.

# Scene a® Game @ Asset Store = Animator

LAPivot ¥ RLlocalv £ v i il =

3apa3 Tyr HammcaHo Pivot ta Local. I{i xHomku I1ie IHCTPYMEHTH, II€ BJIACTHBOCTI
IHCTPYMEHTIB.

[lepmra mepeMuKaeTbCst MK MUBOT Ta LEHTP. Ll BIacTUBICTh MOKa3ye HaM MO3UINIO HAIINX
IHCTpYMEHTIB, TOYHIIIE IIEHTP, 3BiJIKK BUXOAATH CTPUIKK oceil a00 HanmpsMHI 00epTaHHSI.

| EPivot v R Loc
Center

v Pivot

[luBoT Ta ueHTp oAHaKoBl Uit KyOa Ta s OUIBIIOCTI HPOCTHX OO0'€KTIB BOHHU
30iraTuMyThesa. Asie B MailOyTHbOMY BaM OyAyTh 3yCTpiuaTHCS OO'€KTH, B SKHUX IHBOT HE
30iraerbes, 1 KO BH X0ueTe 00epTaTH HaBKOJIO MKBA a00 LIEHTPY, LI€ TE, 1110 BU IEPEMHUKAETE.

HactynHe BnacTUBICTh MOKa3y€e o0epTaHHA 1HCTPYMEHTIB. HUHI BOHO CTOITH JIOKAJIBHO.

@ Local ¥ Eo

Global

v Local

[Tpu moBopoTi KyOa OCi THCTPYMEHTIB TaKOX MoBepTaeThes. Lle Tomy 3apa3 ix obepTaHHA
nmokanbHI. HaTtwcHyBmM KHOTKY 1 3poOMBIIM TJI00ATBHUM, MOXKHA TO0AYUTH, IO OCi
MOBEPTAIOTHCS y BUXI/IHE CTAHOBHIIIE.

Takum 4MHOM, MU MOYKEMO BUOUPATH, YU € 00€pTaHHS HAIIOTO 00'€KTa TAaKOX 00EPTaHHIM
OCei oro IHCTPYMEHTY.

[I{o6 mepeliT B pe)KUM BiATBOPEHHS, KJIalHITh o kHomi Play (I'patu) y BepxHiii yacTuH1
BikHa penakropa — Unity 3amyctuTs rpy. 1100 32Ty pexxuM BiATBOPEHHS, HATUCHITh KHOIIKY
Play (I'patn) mie pa3. [lepeOyBatouu B pekuMi BiITBOPEHHS, MOKHA 3yIUHUTH TPy, KIAIHYBIITH
nikTorpamy Pause (Ilay3a) B 1ieHTpi maHesni KepyBaHHS PEKUMOM BIITBOPCHHS.

[ToBeniHka B peKMMi BiITBOPCHHS:

Play Focused v &

v Play Focused

Play Maximized
Play Unfocused

V Unity € kisibKa pi3HUX pexuMiB 3anycky Play Mode y penakropi. Bonu BriimBaroTh Ha Te,
gk BikHO Game Oy/ie TOBOANUTHCS ITiJ] Yac BIATBOPEHHS CLICHU.
Play Focused:
— I[Tpu Hatuckanui Play Bikno Game aBroMaTn4HO OTpUMYE (OKyC.
— ToOT0 Kypcop i KiaBiatypHi mofii cpsiMOBYrOThCst opa3y B Game View.
— 3py4yHO, KOJU BM TECTyeTE yNpaBJliHHSA (KJIaBiaTypa, MHILIKa, TedMIaa) 1 HE XoueTe
Iopasy KJIiKaTH y BIKHO TPH.



— Hemounik: K110 BaM MOTPIOHO OJJHOYACHO JAUBUTHCSA Ha Scene View uu iHI maHern,
BOHU BTPavyaroTh (OKYC.

Play Maximized:

—  Komu Bu 3amyckaere Play Mode, Game View aBTOMaTH4HO PO3TrOpPTA€THCS HA BECh

mpocTip peaakropa (B Mexax Unity).

— Le imiTy€e rpy y «TOBHOEKPAaHHOMY PEXUMI», ajie 0e3 BUXOIY 3a MEXKi peaKkTopa.

— 3pyuno mis nepeBipku Ul, aganTuBHOCTI iHTEpQEHCY, Bi3yalbHOI IKOCTI CIEHH.

— [licms 3ynuakm  Play Mode BIKHO  TOBEpTaEeTbes A0  MONEPEAHBOTO

pO3Mipy/po3TanryBaHHs.

Play Unfocused:

— [Ipu 3amycky Play Mode Bikno Game He OTpUMy€e aBTOMaTHYHO (DOKYC.

— Ile o3Hagae, 0 BBOJ i3 KJIaBiaTypw/MHIIKH MOXe Wth He B Game View, a B iHII

naHeni (Hampukiaz, Scene abo Inspector).

— 3py4HO, KOJIM BU X0U€Te OJHOYACHO pearyBaTH HaJlalITyBaHHs 00’ ekTiB y Inspector,

3MIHIOBAaTH MapaMeTpy, He MEPEMUKAIOUUCh TOCTIHHO MK TaHEJISIMH.

— BuxopucToByeThCsS, KOJIM MijJ Yac TECTIB BaXKJIMBI HE CTUIbKM YTPABIIHHS B Ipi,

CKUIBKH CIIOCTEPEKEHHS 3a 3MIHAMH 00’ €KTIB Y CIICHI.

IMpoektu B Unity moxineHi Ha cuenn. KoxkHa ciieHa MICTUTh KOJISKI[IIO IFPOBHX O0'€KTIB.
CueHy MOXKHA PO3TIISIIATH SIK OMH PIBEHB Y T'pi, aJie CIIEHH TaKOX JAONOMAararoTh IMOJUTUTH TPy
Ha KepoBaHi (pparmenTu. Hampukian, rojoBHE MEHIO T'pU 3a3BUYail peanizyeTbcsl y BUTIISAIL
OKpPEMOi CIIeHH, K 1 KOKEH Ii pIBeHb.

Ilanenv Inspector — y3aragbHEHWH IHCTPYMEHT JUIsl TMEperjsay Ta pelaryBaHHs
BJIACTUBOCTEH Bammx 00'ekTiB. Bubpasim, Hanpukitaa, kommonent Main Camera, Bu mobauwre,
110 BiH Mae Kiibka 9acTuH (B UNity BOHM HA3UBAIOTHCSI KOMIIOHEHTAMHM) 1 BCl BOHU 3HAXOATHCSI
came TyT.

V 6ixni Project npeAcTaBieHi BCl peCypcH, siKi 3apa3 3HaXOAThCs y BallIOMY MTPOEKTi. Ko
MpOCTilIIe, TO Ie BCi (hailyin Ta marnky Bamoro npoekty. JlomaBatu HOBI (¢haiiau MOTPiOHO 0 MarnKu
Assets.

e Project Hiir g
+~v 7 e

[aw Assets

&% Scenes
R SampleScene
I Packages

Ha naneni Console 3'sBnsTbcs BUXiIHI JJaH1, IKI BABOJAUTHUMYTH CTBOPEHI CIIeHapii.
[Monmanust crieHn MoXke OyTH B OTHOMY 3 IT'SITH Pi3HUX pekuMiB. [lepeMukau pexxumiB, 1o
3HAaXOIMTHCS Y BiKHI, KEPYE PSKUMOM B3a€MOJIIH 3 MMOJAHHIM CIICHH.

Pexxum 3axormieHHs n (Grab mode) — y upomy pexumi MOXKHa HATUCHYTH JIIBY KHOIKY
MMIII Ta 3PYIIUTH YSIBICHHSL.

. 55 . . .
Pexxum mepeminieHHs (Translation mode) — y upoMy pexumi MOXHA TepeMilaT
BU/IUIEH] 00'€KTH.




Pexxum obepranHs (Rotation mode) — y upoMy pexuMi MOXKHA TIOBEpTaTH BUILICHI
00'eKTH.

Pexum macmraOyBaHHS (Scale mode) — B oMy peKUMi MOXKHA 3MIHIOBATH PO3MIipH
BUJIIEHUX 00'€KTIB.

PexuM MpsIMOKyTHHKA E (Rectangle mode) — y mpomy pekumi MOXHA MepeMiliaTu
BHOpaHi 00'€KTH Ta 3MIHIOBATH iX pO3MipH, BUKOPUCTOBYIOUH ABOBUMIpHI MapkepH. Lle ocobmmBo
3py4HO npu (opMyBaHHI ABOBUMIPHUX CIIeH a00 iHTepdeiicy KoprucTyBaya.

Hactynuuii iHCTpyMeHT moe€aHye y co0i (QYHKIIOHAIBHICT, BCIX TMONEpEnHIX. 3a

JIOTIOMOTOI0 11Oro iHcTpyMeHTy EEll My MOkeMo pyXaTu 00'eKT, 301IbIIYBaTH HOTro po3Mip Ta
obepTaTu #oro.

Ocranne H — 1€ KAaCTOMHI 1HCTpyMeHTH. LI IHCTpyMEHTH MU MOKE€MO BCTAHOBHUTH I10-
pizHOMY 7151 KOKHOro 00'ekra. J[st ky6a Bin craBatume sk Edit Box Collider.

[lepemukaHHs MDK peKHUMaMH NPEACTaBICHHS CLIEHH MOXKHA 3/IiHICHIOBATH 3a I0TIOMOTOF0
nepemukayda abo knasimamu Q, W, E, R ra T.

OO6uparu 00'eKTH MOXKHA B OY/Ib-SIKOMY PEKUMI, KpIM PEXHUMY 3aXOIJICHHS.

[linTpuMyeThes KijibKa CIIOCO0IB HaBIralii y nojiaHHi CleHu:



—  Knannytu mo mikrorpami i3 300pakeHHSIM PYyKH JIiBOpYY yropi, mo0 mepertu B
PEKUM 3aXOIUICHHS, MOTIM HATHCHYTU JIIBY KHOMNKY MHUIII Ta 3pYIIUTH CLEHY B
NOTPiIOHOMY HAIPSIMKY.

—  Vrpumyroun kiaBimy Alt, HATUCHYTH JiBY KHOIIKY MUILI Ta IMOBEPHYTH CLEHY Ha
NOTPiOHUH KYT.

—  BuOparu 00'eKT y ClieHi, KIaIHYBIIH 110 HbOMY JIIBOIO KHOITKOIO a00 BUOpaBIIH HOTO
B TaHeNi iepapxii, MOMICTUTH BKa3iBHUK MHIII Yy MEXIi MaHeNi 3 MpeACTaBICHHSIM
CIICHM Ta HATUCHYTH F, m00 nepenatu pokyc BBEICHHS BUOpaHOMY 00'€KTY.

—  VTpuMmyo4H TpaBy KHOIMKY, MEPEMICTUTH MuIIy, mo0 o3upHytucs. [loku mpasa
KHOTIKAa MHIIIi 3JIMIIA€THCS HATUCHYTOI0, MOYKHA BUKOPUCTOBYBATH KiaBimm W, A, S
i D, mo0 3MicTUTH Kamepy BHepes, JiBOpyd, Ha3aa Ta npaBopyd. Kmasimamu Q ta E
KaMepy MO)KHa 3MII[yBaTH Bropy Ta BHH3. SIKIIO NpW [bOMY IIe HATUCHYTH Ta
yTpuMyBatu Kiasimry Shift, nepemimieHHs BiA0yBaTUMYThCS HIBU/LIE.

Ilanens Hierarchy (Iepapxis) BimoOpaskae CIHCOK ycix OO0'€KTIB Yy CIEHI, BIIKPHUTIH Ha
naHuii MoMeHT. [Iparforoun 3i CKIQIHMMHU CIEHAMH i€papxis JTO3BOJSE IIBHIKO 3HAXOIUTH
MOTP1OH1 00'€EKTH 3a IMEHAMH.

lepapxis, sik BUILTMBA€E 3 HA3BH, JO3BOJISIE TAKOXK OAYUTH CTOCYHKH OaThKIB-HAIAJOK M1k
o0'ektamu. Y Unity o6'ekt MoxyTh MicTUTH iHIII 00'ektu. [lanens iepapxii m03BoJsE
JOCIIKYBaTH Taki JiepeBa 00'ekTiB. Takox MIATPUMYETHCS MOXJIHMBICTh MEpeyNOpsSAKOBYBATH
00'€KTH CIIMCKH, MIEPETATYIOUH iX MUTIECIO.

Incnexmop BimoOpaxae iHpopMaIliio mMpo 00'eKT, OOpaHUil B JaHWW MOMEHT, 1 came TYT
MO>KHa Oyie 3[1ICHIOBATH HAJIAIITYBAaHHS CBOiX IrpOBUX 00'€KTIiB. [HCIIEKTOP Bi0OpaXkae CIMCOK
yCiX KOMITOHEHTIB, MIJKIOYEHHUX /10 BUOpaHOTo 00'ekTa un pecypcy. s pi3HUX KOMIIOHEHTIB
B1J100pakaeThes pizHa iH(popMallis.

= Hierarchy 3 ¢ @ Inspector =

v - .

+ & Sceneo 'E @ v Main Camera Static v
: v

) Main Camera Tag MainCameriv  Layer Default ~

g Transform

Position X 0
Rotation X 0
Scale ® X 1

B v Camera

Clear Flags Skybox
Background
Culling Mask Everything

Projection Orthographic
Size 5
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X 0
W1

Depth =1l

Rendering Path Use Graphics Settingsv
Target Texture None (Render Texture ®
Occlusion Culling v

HDR Use Graphics Settingsv
MSAA Use Graphics Settingsv
Allow Dynamic Resol

Target Display Display 1

3 v Audio Listener

Add Component

Pucynok 2.6 — ITanens Hierarchy ta manens Inspector s 06’exry MainCamera



Cuenn MicTATh 00'€KTH Tpu. BOHN MOXYTh BUKOPHCTOBYBATHCS Il CTBOPEHHS T'OJIOBHOT'O
MEHIO, OKpEeMHX DPIBHIB Ta iHIMX Iied. KoxkeH ¢aiin crieHn MoKHa BBaXKATH OKPEMUM irpOBUM
piBHeM. Y KOXHINA CIIEHI MOXXHA PO3MICTUTH OO'€KTH OTOYEHHS, 3arOpPOJDKCHHS, JEKOpallii,
[IIMAaTOYKaMU CTBOPIOIOYH JTM3alH 1 camy Tpy.

Komu Bu ctBOproere HoBmii mpoekT Unity, y MomaHHI CLIEHH BiZoOpa’kaTHMEThCS HOBa
cruena. Ile cuena 6e3 Ha3Bu Ta 30epekeHHs. CiieHa Oyje MOPOKHBOIO, 32 BUHATKOM OO'€KTIB —
KaMepH Ta CIIPSIMOBAHOTO CBITJIA.

File Edit Assets GameObject Component Services Window Help

Pucynoxk 2.7 — Cuena B Unity

BuxopuctoByiiTe miasioroBe BikHO «HoBa crieHa» JUIsi CTBOPEHHS HOBUX CIICH 13 NMEBHUX
m1abJIOHIB CIIEH y BallloMy ITPOeKTi. Bu Takok MOeTe BUKOPUCTOBYBATH JliajoroBe BikHO «HoBa
CIICHa» IS TOIIYKY MA0JIOHIB CIICH Ta KEPYBAHHS HUMHU.

3a 3aMOBYYBaHHSM J1iaJoTOBe BiIKHO «HoBa crieHay BiIKpUBAETHC 1i]T 4aC CTBOPEHHS HOBOT
cienu 3 meHto (Paitn — Hosa ciiena)

New Scene

Empty Basic (Built-in)

Basic (Built-in)

Description

Create  Cancel

Pucynoxk 2.8 — Jlianorose BikHO «HoBa ciieHa»

Konu B cTBOproeTe HOBY clieHy 3 MeHIo, Unity aBTOMaTHYHO KOIIit0€ 0a30BHid 11a0JIOH
MPOEKTY 1 JOAa€ HOBY CIIEHY 710 OyIb-sIKOT MANKH, BIIKPUTOI HA JAHUH MOMEHT Y BIKHI ITPOEKTY.
HoBy cuieny notpi6Ho 36epertu.



Set Active Scene
Save Scene
Save Scene As
Save All

Unload Scene

Remove Scene

Discard changes

Select Scene Asset
Add New Scene

Prefab
GameObject

1100 BiIKpUTH CLIEHY, BUKOHAKNTE OJIHY 3 TaKUX Jiil:

- V BikHi «[IpoekT» AB14l KIAHITH 00'€KT CLIEHH.

- VY mento Bubepite Paitn — Hosa cuena.

- VY menro Bubepith daitn — OcTaHHI ClIEHH — [Ha3Ba CIEHH |

SIkmio Bamma MOTOYHA ClieHa MICTHTh He30epexkeHi 3Minu, Unity 3ampormonye 30epertu
CIIeHy a00 cKacyBaTH 3MiHH.

IcHye kinpKka crioco6iB mepexoy MK CLIEHAMH, a CaMe:

- 3MiHa CIICH 3a Ha3BOIO;

- 3MiHA CIIEH 3a 1HACKCAMMU;

—  3MiHa CIIeH 3a JJOTIOMOT0I0 ITapaMeTpiB.

3mina cyen 3a Hazeoro — Led cnocid HAMMPOCTINIUH, 1 3yCTpidaeThes ayke 4acto. Bix
BUKOPUCTOBYETHCSI TOJI, KOJM HaM MOTPIOHO MepelTH TOYHO Ha NeBHY cueHy. [lns mporo
ctBopuMo C# ckpunT 3 Ha3BOIO, HaNMpuUKIaa, Scenes. | mponuieMo B HbOMY HaCTyITHHUM KO

using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonhoBehaviour

{
public void OpenMenu()

{

SceneManager.LoadScene("Menu");

public void OpenGame()
{

SceneManager.LoadScene("Game");

3mina cyen 3a in0excamu — NaHWH CTIOCIO aHATIOTIYHUM MOMEPEeTHFOMY, 32 BUHATKOM TOTO,
[0 MU 3aMiCTh Ha3B CIIeH, BUKOPUCTOBYEMO iX iHAekcu. Llei crmoci® KOpUCHHI y TUX BUMAAKAX,
KOJIM HaM HeoOXiJJHO NepeiTh Ha HaCTYIHY abo0 MOMEPeIHIO CLIEHY.



using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{
public void OpenMenu()

{

SceneManager.LoadScene(0);
}
public void OpenGame()
{

SceneManager.LoadScene(1);
}

3aBAsKM (YHKIISIM BIJKPUBAIOTHCS TPOXU OUIbLIE MOXJIMBOCTEH IEepexoay Ha CLEHHU.
Hanpuxnan, Mu MokeMo epeiTy Ha HaCTYIHY YU MOMEPEIHIO.

using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{
public void NextLevel()

{
var index = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(index + 1);

}

public void PreviousLevel()

{
var index = SceneManager.GetActiveScene().buildIndex;
SceneManager.LoadScene(index - 1);

}

[Tepen TuM sk TpalFOBaTH 31 CIICHAMU 3a iX 1HJEKCaMH, HaM HEOOX1JHO JIOAAaTH BCi CIIEHU
1o Build Settings. J{ns nporo tTucaemo Ha Bkianky File — Build Settings. [ani nepetsiryemo Bci
CBOI cieHu B obmacth Scenes in Build i poscraBnsemo ix mo mopsiaky. ITicast 1soro mpocro
3aKpUBAEMO II€ BIKHO.



Build Settings
Scenes In Build

v Scenes/SampleScene
v Sc enel

Add Open Scenes
Platform CJ windows, Mac, Linux

[__l___l Windows, Mac, Linux arge Windows

Intel 64-bit
E Dedicated Server

E WebGL

1 Method Default

Asset Import Overrides
exture Size No Override

on No Override Learn about Unity Build Automation

Player Settings... Build v Build And Run

Pucynok 2.9 — Bikno «Build Settings»

3MiHa CIIeH 3a JIOMOMOT 00 ITapaMeTpPiB — IaHUM CTIOCI0 aHATIOTIYHUN MTOTIEPEAHBOMY, TITHKH
TYT MU TIEPEXOMMO Ha MEBHY CIIEHY, BUXOJISYH 3 TIEPETAHOT0 apTyMEHTY B Hally (QYHKITIIO.

using UnityEngine;
using UnityEngine.SceneManagement;

public class Scenes : MonoBehaviour

{
public void GoTolLevel(int number)
{
SceneManager.LoadScene(number);
}
}

3a 3aMOBUYaHHSM Ha CLIeHI IPUCYTHI Taki 00’ €KTHU K Kamepa Ta JHKEepeso CBITa.

Camera (kamepa) — TaKk Ha3WBaIOTh TOYKY B irPOBOMY HPOCTOPI, 3 SIKOIO TPaBellb OAuyUTh
IrpoOBUi CBIT. 3 TOUKH 30pY MOJIOKEHHS KaMEpU IPU MO>KHA MOAUTUTH Ha IrpH BiJ MepIIoi 0coOn
(kamepa posTalioBaHa Tak, IO peanidye BUIIIsLA HIOM "3 oueil" mepcoHaxka), irpu 3 BUTIIAIOM
3iBa-3Bepxy (crTparerii), irpu 3 BUIJISIOM 33ally — Kamepa PO3TallOBYEThCS 3a3BHYAil M03ay
IpaBlLis 1 TPOXH BHUIIIE 32 HBOTO. ICHYIOTS 1 irpH, e Kamepa MoXe NMpUiMaTH pi3Hi MO3ULII.

Kamepa nokazye HaMm Te, 1110 MU OauyuMO y Hamlii rpi. ¥ BiKHI CIIEHH MU MOKe€MO OauuTH
30HY BUAMMOCTI KaMEpH.

[Ipuknan mapaMeTpiB KaMepu:

- Clear Flags — 1o ouninatu nepen peraepom (He00, KOJip, HIYOro).

- Background — xoumip ¢omny.

- Field of View (FOV) — kyT ormsiy.

- Clipping Planes — O:vkHs 1 AaabHS IUIOIIMHA BiICIKAHHS.



—  Projection — nepcriekTrBa un oprorpadis.
IDicepena ceimia — BiINOBIAAIOTH 32 OCBITJICHHSI CIICHHU.

o
Directional

Baked

Flare None (Flare)
Rend c Auto

Culling Mask Everything

Tunu:
—  Directional Light — «coH1ie», piBHOMIpHO CBITHUTB Ha BCi 00’ €KTH.

- Point Light — cBITHTBCS BiJ] TOYKH Y BCi CTOPOHH (SIK JIAMIIOYKA).

—  Spot Light — mposkexTop 3 KyTOM CBITIHHSL.

IMapametpu: Intensity — sickpaicts; Color — koutip cBitiia; Range — paaiyc aii (asst Point
i Spot); Shadows — yBiMKHEHI/BUMKHEHI TiHi, iXHs SKICTb.

2. 3aBaHHA 10 NPAKTUYHOI podoTH 2

CrBopith 3D mpoekt. B npoexTti cTBOpiTh 4 cueHu B rpi. B KoXxHBIN clieHi 3po6iTh cBOT
HaJalmTyBaHHs kKamepu. Hanamryiite mopsiiok cuenu y Bikai «Build Settings». Jloxaiire 1o cueni
JIeKUJIbKa JOAATKOBUX JpKepen cBiTia. HamamTyiite THI IUX JpKepen CBiTia Ta iX mapaMmeTpH.



Tema 3. 3D. GameObject Ta iforo HajalITYyBAHHA
IIpakTuyna podora 3. IlporoTunyBanHs oroyeHHst Ha Unity

Merta po0oTH: MMO3HAHOMUTHCS 3 TPOTOTHIYBaHHSM OTOYEHHA B irpax. HaBuuTucs
cTBOproBaTH irpu 3 BuUKopucTanHsM 3D mabmony Unity, cTBOproBaTd HOBI CLEHH Ta
NPOTOTUITYBAaHHS OTOYCHHS BUKOPHCTOBYIOUM HaOip Oa3oBuX reomerpuuHux (opm Unity Ta
ProBuilder.

1. TeopeTnuHuii marepiaJ

CTBOpPUMO JI0JATOK, B IKOMY peaii3yeMo MPOTOTHITYBaHHs oTo4ueHHs Ha Unity.

IIpomomunysanus omouenns 6 izpax — 11e IPOLEC CTBOPEHHS MIBUIKUX, YOPHOBUX Bepciit
JIOKAIiil Ta PIBHIB I'pU JUIsl TECTYBaHHS 171ef, MEXaHIK Ta BI3yaJbHOIO JM3aliHy IO IOYaTKY
MoBHOMAacIITabHOT po3poOku. Mera Takoro NpPOTOTUIY — MEPEBIPUTH Mpale3aaTHICTh
KOHUENIi1, BUSIBUTH OTEHI1MH1 Mpo0IeMH Ha paHHIX €Tarax Ta OTPUMAaTH 3BOPOTHHM 3B'SI30K BiJl
KOMaH/H Ta 1HBECTOPiB, CKOPOTHUBIIM BUTPATH Ta Yac Ha pO3pOOKY.

[lepmnii eran po3poOku OyAb-IKOr0 pIBHS MOYMHAETHCS 3 IPOCTUX €CKI31B Ta 3aMaJIbOBOK
cniapHUX 17e#. [le monomarae BizyamizyBatu 1 yIBUTH c001 MalOYTHIHM piBEHB: SIKUM Oye IIUIIX
IpaBlisl, 16 pO3MICTUTH OCHOBHI O0'€KTH 1 SIK 1€ BCE B3aEMOJisiTUME Mk coboto. [TpocTi Hauepku
BAXKJIMBI, TOMY IO iX JIETKO 0OrOBOPIOBATH Ta KOPUTYBATH Ha XOJY.
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Pucynok 3.1 — IIpukiaz eckiziB piBHIB

MeTpHKHu J0IIOMararwTh JIeBel-Iu3aliHepaM CTBOPIOBATH PIBHI 3a Harepe]] BU3HAYCHUMH
napamerpamu, moO BiH OyB 3py4YHHM Ta IHTYITUBHO 3pO3yMUIMM Ui TpaBliB. MeTpHUKU
BKJIIOUAIOTH PO3MIpPH JIBEpEil, CXOMiB, WIMPUHY KOPHAOPIB, BHUCOTY YCTYIMiB Ta IHIII
XapaKTepUCTUKH, SIKI TIOBUHHI BIJINOBIAATH pO3Mipy TMepcoHa)xa Ta ioro (i3uuHUM
MO>KJTHBOCTSIM.

[Ticns Toro, Ik OCHOBHI 1711 piBHS Ta MOT'O pO3MIipH BU3HAYCHI, TU3AMHEPH TIEPEXOAATh 10
CTBOPCHHS MaKeTa PiBHSL.

Ha mpomy erami He motTpiOHa imeanbHa rpadika. Mo)kHa BUKOPUCTOBYBATH MPOCTI
npUMITUBHI hopMH (KyOH, chpepr) abo crerianbHi IHCTpYMEHTH IrpOBUX JBMKKIB, Harpukiiag Pro
Builder B Unity, ais mBuakoro 0yaiBHUITBA PiBHIB.

3aMicTh JIeTalli30BaHUX MOJIENE CTBOPIOIOTHCS 0a30Bi 00'€KTH, SIKi BUKOHYIOTH CBOIO
GyHKIIIO0, aJle He BUMArarTh 0arato 4yacy Ha MajaiOBaHHS.



A}

Pucynok 3.2 — Ilpukmaz piBHS Ha eTari IPOTOTHITYBaHHS

Jnst ctBopeHHsI moposkHbOro 3D mpoekTy 3aiiaiTe y Unity Hub Ta HatucHiTh KHOTIKY New
project. Bubupaemo kuonky 3D (Built-In Render Pipeline), Bka3zyemo im'st mpoekTy Ta iHoro
MICIIE3HAaXO0/DKEHHS Ta HaTHCKaeMo KHOTKY Create project. Kosm HOBHMIT TPOEKT 1HIIIAI3Y€ETHCA,
3'siBUTHCS peaaktop Unity.

Iurepdeiic Unity BigoOpaxkaeThest sik Habip maneneil. KoxkHa maHens Mae BKIAAKY JTIBOPYY
yropi, 3a SKy TMaHeIb MOXHa MEPEeMICTUTH 1 TUM CaMUM 3MIHUTH MakeT Iporpamu. Takox,
MepeMIITyIOYH MaHelb 3a BKIAJKY, 11 MOXKHA MEPETBOPUTH HA caMOCTiitHe BikHO. He Bci maneni
BHJIMMI 32 3aMOBYYBAHHSM, 1 B MIpy PO3pOOKH I'pH BU BIAKPHUBATUMETE HOBI MaHEN Yepe3 MEHIO
Window.

Iurepdeiic Unity po30utuii Ha KijbKa YacTHH: BKIaaka SCene, Bkimaaka Game, maHenb
iHCTpyMeHTIB, BKiIaaka Hierarchy, manesns Inspector, Bkinaaku Project ta Console. Koskna gactuaa
Mae€ BJIACHE IPU3HAYEHHS, TPH IIbOMY BC1 BOHU BIAIrparoTh BaXIJIMBY POJIb Y ITUKIII CTBOPESHHS TPH.

[Tomanns crieHn Moxe OyTH B OJTHOMY 3 IT'SITH Pi3HUX pexuMiB. [lepemukau pexumis, 1mo
3HAXOJUTHCS Y BIKHI, KEPYE PEKUMOM B3a€EMOJIIH 3 TIOJIaHHSM CIICHH.

O KA S = [ El

Pexxum 3axoruieHHs n (Grab mode) — y npoMy pexxumi MOXXHA HATHCHYTH JIiBY KHOTIKY
MMIIIi Ta 3PYIIATH YSBICHHSL.

. & - . .
PexxuM mepeminieHHs (Translation mode) — y oMy peKUMi MOKHA TEPEMIIIaTH
BU/JIUJICH] 00'€KTH.

Pexxum obepraHHS (Rotation mode) — y 1iboMy pexkuMi MOXHa MMOBEPTATH BHIUICHI
00'eKTH.




Pexum macirabyBaHHS (Scale mode) — B oMy pekuMi MOKHA 3MIHIOBATH PO3MIipH
BUJIJIEHUX 00'€KTIB.

Pexxum mpsiMOKyTHHKA E (Rectangle mode) — y mpomMy pexumi MOXKHA MepeMiliaT
BHUOpaHi 00'€KTH Ta 3MIHIOBATH iX PO3MipH, BUKOPUCTOBYIOUH IBOBUMIipHiI Mapkep. Lle ocoGmmBo
3py4HO nipu GOpMYBaHHI TBOBHUMIPHHX CIIeH a00 iHTepdeiicy KopucTyBaya.

Hactynuuii iHCTpyMeHT moenHye y co0i (YHKIIOHATBHICT, BCIX TOMEpEnHIX. 3a

JIOTIOMOTOI0 116OTO iHCTpyMeHTY BEMl My MOxeMo pyXaTH 00'eKT, 30iIbIIyBaTH HOro po3Mip Ta
obepTaTu #oro.

Ocranne H — 1€ KaCTOMHI 1HCTpyMeHTH. L{i IHCTpyMEHTH MU MOKE€MO BCTAaHOBUTH TO-
pizHOMY U1 KOskHOTO 00'ekTa. J[st kyOa BiH ctaBatume sik Edit Box Collider.

[lepemMukaHHs MDK peKMMaMH IPEACTaBICHHS CLIEHU MOXKHA 31 CHIOBATH 3a JI0TIOMOT OO
nepemukayda abo knasimamu Q, W, E, R ra T.

Knac Unity GameObject BUKOPHCTOBYETbCS ISl HPEICTABICHHS BCbOTO, IO MOXKeE
icuyBatu y Cueni. Koxen o0'ext y Bauiii rpi — e GameObject, Bix mepconaxiB Ta KOIEKLiHHUX
IIPEIMETIB JI0 JPKEpe CBITJIa, KaMep Ta ClelialIbHUX e(EeKTiB.



P ooy

Cube 3D Object >
Sphere Effects >
Capsule Light >
Cylinder Audio >
Plane Video >
Quad ul >
Ul Toolkit >

Text - TextMeshPro

Legacy 5 Camera

Visual Scripting Scene Variables

Ragdoall...

Terrain

Tree

Wind Zone

Pucynok 3.3 — INpuknang GameObject

Unity namae HaOip 0a30BHX TeOMETpUYHUX (OpPM, SIKi MOXXHA CTBOPIOBATH MPSIMO B
pemakTopi:

—  Ky0 (Cube),

- Cdepa (Sphere),

- Huniaap (Cylinder),

— Kancyna (Capsule),

— [Tnommua (Plane),

- Ksazg (Quad).

s
Alim

Pucynok 3.4 — Ilpuxnaz 6azoBux 3D-06'exTiB

Quad — me mnpumituBHuUit 3D-00'€kT, 10 € IUIOCKOK, IBOCTOPOHHBOKO IOBEPXHEIO,
CTBOPEHOIO 3 IBOX TPUKYTHHMKIB, IKa BUKOPUCTOBYETHCS JUIsl B1IOOpaKeHHS 300pakeHb, TEKCTYp
a00 CTBOpEHHs MPOCTUX esieMeHTiB y 3D-cueni. Ha BiqMiHy BiJl IHIIMX MPUMITHUBIB, TAKUX SIK KyOU
abo cepu, Quad He Mae 00'eMy 1 CITYKHUTb JIHIIE K TTOBEPXHSI ISl YOTOCh.

KirouoBi ocobmuBocti Quad:

—  JIBOCTOpOHHS — Ha BIIMIHY BiJl 1HIIUX 00'€KTIB, SKI MOXYTh OyTH OJTHOCTOPOHHIMH,
Quad mae nBi cTOpOHH, MO POOUTH MO0 3pyYHHUM ISl BiOOpakeHHs 300paXeHb 3
000X CTOpiH;

— [InoTceka reoMeTpiss — BiH € TUIOCKUM OO'€KTOM, IO BiApi3HSE HOro BiJ OUIBII
00'eMHHUX NPUMITUBIB, TAKHX 5K KYO.

Ili oO'extn cmyxaThb [UIs HIBHJIKOTO MPOTOTUITYBaHHSA, TaK 1 JJsl CTBOPEHHS 0a30BUX

€JIEMEHTIB CLIEHH, HAPUKJIA[, IUIOMIMHY MOKHA BUKOPHCTOBYBATH SIK TIOBEPXHIO 3eMJI1.



VY Unity He MokHa OyJ0 CTBOpIOBAaTH TpuBUMIpHI Mozeni. ToOTo. HaTUBHHUX 3ac00iB Ta
IHCTpYMEHTIB Ui pelaryBaHHs TpUBUMIpHUX Mozenei y Unity HeMmae, € KigbKa BOYIOBaHHUX
o0'exTiB (KyO, chepa Tomo). BOynoBanumu 3acobaMu pegakTopa HE MOYKHA BUKOHYBAaTH TaKi
MaHIMyJIAIii, K J0AaBaHHs (TIepeMileHHs], OOepTaHHs, BUIAJICHHS ) BEPIIUH, pedep, MOJIToHiB,
HE MOXHA HAaKJIaJaTH TEKCTypH Ha OKpEeMi IOJIrOHW, HE MOXKHA CTBOpPIOBATH (hacku Ta
BUKOHYBATH BUTATYBAHHS TOJITOHIB.

[Mounnaroun 3 Bepcii Unity 2018, y pemakrop Oynu iHTerpoBani iHcTpymeHTH ProBuilder.
ProBuilder — ne ynikampHuii Habip 3aco0iB Ui NMOOYZOBH BOBHMIPDHUX Ta TPUBHUMIPHHX
reOMETPUYHUX (HOPM 3 MOKITUBICTIO 1X IMOAAIBIIOTO PEelaryBaHHs Ta TEKCTYPYyBaHHS.

[1{o6 BcranoButH ProBuilder 3aiinemo B menro Windows — Package Manager. B Unity
Registry B moi 3naiiTu Habpatu ProBuilder.

[licns BCcTaHOBIIEHHS B TOJIOBHOMY MeHIO nporpamu Unity 3'sBUThCS HOBUI yHKT Tools 3
onHuM mianmyHkToM ProBuilder, HaBuBIIM Ha sSIKUi OTpUMAEMO CITIUCOK MOXJIIMBOCTEH. Brubepemo
nyHKT ProBuilder Window, miciist 4oro Ha ekpaHi 3'sBUThCS TaHEb, 1110 IUIaBa€, 3 IHCTPYMEHTaMHU.
[Manens 3 IHCTpyMEHTAMU MOXE 3HaXOIMTHUCS B JBOX pexumax: lcon mode Ta Text mode. 11{o6
MEPEKIIIOUNTHUCST MK PEKUMaMU HaTUCKAEMO MPaBy KHONKY MUII Ha BUIbHINM IIISHII aHENl Ta
B MEHIO, 110 3’ IBUTHCSL 00MPAEMO HEOOXITHUIN PEXKUM.

[lepmr HiX moyaru ManoBaTH QITypy, CKOpPHCTAaWTEeCs IHCTPYMEHTOM, SIKUN 3HAYHO
MOJIETIIUTh HANAITYBAHHSA ii pO3MIpy Mi3HIIIe: IHCTPYMEHTOM «Snap tool».

3a 3aMOBYYBaHHSAM IHCTPYMEHT «Snap tool» BuMkHeHo. [1]00 yBIMKHYTH Horo, BUOEpITH
3HAYOK « Y BIMKHYTH/BUMKHYTH IIPUB’SI3KY CITKH», @ TOTIM HaBEAITh KypCcop Ha PEKUM MEPErsiay
«CrieHay, o6 mepeBipuTH, Y1 oro BBIMKHEHO. Bu mobaunTe KOBTH KBaapaT, KU CIIAye 3a
BalllIM KypCOPOM, SIKUH MPHUB’I3YETHCS IO BEPIINH CITKH B peXuMi neperisimy «CrieHay.

ProBuilder Remove

5.2.4 - March 20, 2025

Description ~ Version History ~Dependencies

L 6, 11:47 c
Pucynoxk 3.5 — Bikao Package Manager mis ycranoBku ProBuilder



ProBuilder

New Shape

New Poly Shape

Smoothing

ProBuilder

Material Editor
UV Editor
Vertex Colors

Orientation: Local

Lightmap UVs

Pucynok 3.6 — Bikao ProBuilder 3 inctpymenTamu B pexxumi Text mode Ta Icon mode

Haiimomupenimmii  migxig mojsrae y CTBOPEHHI MOMEPEAHhO BU3HAUEHOI (irypu 3a

JoroMororo iHcTpyMeHTa «Shape tool» L , SIKUH MICTUTH O10mioTeky ¢iryp. Lli nonepennbo
BHU3HAU€HI (IrypH BKJIIOYAIOTH: MPOCTI KyOW, MPU3MH, TOPU Ta IHIII MPOCTI T'€OMETPUYHI
€JIEMEHTH, SIKI MO’KHa BUKOPHCTOBYBATH JJIsi CTBOPEHHs Oy/iBellb, TPAHCIOPTHUX 3ac00iB Ta
iHmux 00'exTiB. [lonepeanbo Bu3HaveHi (Girypu, sKi 3a3BU4ail 3ycTpivaroThes B OyIIBISAX, TaKi SIK
CXOJTH, apKH Ta JBEPI.

. , £~
[IIo6 momatm HOBY (irypy Ha CIEHY HATHCKaeEMO Ha IHCTpyMeHT «Shape tool» -,
3’SIBUTBCA y BKIAIIl SCENe BIKHO B SIKOMYy MH MOXeMO oOparu ¢irypy Ta 3poOuTtd ii
HaJIAIITyBaHHS.

Stairs
B 068 © I &
DO d © G B

Shape Properties (New Shape)
Shape Stairs
Pivot First Corner
Size

X 1

Stairs Settings

Steps Generz Count
Steps Count
Circumferenc

Sides




[lepm HDK mnoyatn wMamoBaTH (Irypy, € IHCTPYMEHT, SKHH 3HAYHO CIIPOCTHUTH
HaJIAIITYBAaHHs PO3Mipy (Qirypu mi3Himie: iHCTpyMeHT «Snap tooly.

Wy B

Snapping

3a 3aMOBYYBaHHSM IHCTPYMEHT «Snap tool» BumkHeHO. [1[00 ¥ioro BBIMKHYTH, BUOEPITH
3HAYOK « Y BIMKHYTH/BUMKHYTH IPHUB’ 3Ky CITKW», a TIOTIM HaBEIITh Kypcop Ha BIKHO MEpPErIIsiay
«Sceney, MO0 NIEPEBIPUTH, YU HOT0 BBIMKHEHO. BU mo0aunTe KOBTHIA KBaIpar, SIKAH CIiAye 3a
BalllIM KypCOPOM, SIKUH MPHUB’I3Y€ETHCS IO BEPUIUH CITKU B BiKHI TIEperysiLy «Sceney.

[Io6 mouaTu MaoBat GIrypu, BAKOHAWTE Taki IHCTPYKIIIi:

1. KnamHite y BiKHI meperyisimy «Scene» TOUKy, 3 SKOi BH X04eTe pO3MICTHTH (irypy, a
MOTIM, YTPUMYIOYH JIIBY KHOIIKY MHMIII, IIEPETATHITH KypCcop MO CITIl, II[00 BCTAHOBUTH ITUPHUHY
¢irypu. Hapemiri, BiAnycTiTh J1iBYy KHOIKY MHUILII.

2. Mns 3D-¢iryp BuOepiTh OAMH 13 KyTiB, BUAUICHUX OBTUM KOJIBOPOM, 1 MEPEMICTITH
Kypcop Bropy, YTPUMYIOUHM JIiBY KHONKY MHUILI, 1100 BCTAaHOBUTHU BUCOTY (Iirypu. 3HOBY
HATHUCHITH JIIBY KHOTIKY MHIII, KOJU IOCSITHETE TIOTPIOHOTO PO3MIpy.



[Ticns Toro, sk BU HaMaTOBaJIK (irypy, BU MOXKETE HAIAIITYBAaTH JOJATKOBI BIACTUBOCTI,
o0 3MmiauTH 11 Gopmy. JlocTymHI BIACTHBOCTI BIAPI3HSIOTHCS 3aJIS)KHO BiJi BHOpaHOi BaMu
noyaTtkoBoi (hopmu. Komu BU 3aKkiHYHMTE HAAIITYBAHHS JIETAJIeH, KJIAIHITH MOPOXKHE MiCIIe y BiKHI
«lepapxis», 1100 3aBepmuTH BUOIp Ta 3aBEpUIUTH CTBOPEHHs ciTku ProBuilder.

Bixe 3aBepiieHi ¢irypu He MarOTh 1HTEpPEICIB 0O0EPTaHHS UM 3MIHHM PO3MIPY, a TAKOXK HE
MarTh BikHa «CTBOPHUTH PIrypy», SK MOKA3aHO PaHIIIIE.

[Io6 penaryBatu Bxe 3aBepiieHy Girypy, BAKOHANTE Takl IHCTPYKITIi:

1. Bubepits komnoneHT ProBuilder Shape y BikHi [HCTIEKTOpA.

2. HatucHits kHOTIKY «Edit Shapey.

Binkpuerbcs BikHO «PenmaryBaTtu Girypy».

El  ProBuilder Shape (Script) (7 ]

Shape Properties
Shape Stairs
Size

X -2

Stairs Settings

Steps Generz Count

Steps Count
Circumferenc

Sides
Edit Shape

Bu moskeTe HasamTyBaTH pi3Hi BIACTUBOCTI rOTOBOT (irypu y BikHi «PenaryBatu ¢irypy».



< Persp

Shape Properties
Shape Stairs
Size

X -2 Y 2

Stairs Settings
Steps Generz Count
Steps Count
Circumferenc

Inner Radit 1.04
Sides v

Komu BikHO ProBuilder Bigkpuro B Pemakropi Unity, y Bepxniii yactuni BikHa CrieHa
3’ SIBJISTFOTHCSI YOTUPH KHOMKHU-TIEPEMUKAYI.

Bonu noaineHi onuHULIIME BUOOPY (00'€KT, BEpIITMHA, JTiHIS Ta TOBEPXHS) IS peAaryBaHHsI
3D-moxeni. [ami iHCTpyMeHTH 3D-MOAETIOBaHHS TaKOX MarOTh MOAIOHI (yHKITIT.

IM3mu, sxi 3'sBasArOTHCS mMia 9ac BuOopy GameObject, TakoX 3'ABISIFOTHCA i Yac BUOOPY
BEpIIWH, JiHIH a00 moBepXxoHb. Lle 03Hauae, M0 BU TaKOX MOXKETE BUOMPATH Ta pO3TAIIOBYBATH
BEPIINHHY, JIIHIT Ta TOBEPXHIi.

['i3Mu BiAMIOBIIat0Th OCHOBHUM 1HCTPYMEHTaM CIICHH, TOMY BUKOPHUCTOBYHUTE IHCTPYMEHTH,
o0 po3TamryBaTH iX Tak, SK BaM NOTpiOHO. g neTanbHOro po3TallyBaHHS BHMKHITH
nornepeaHbO BBIMKHEHY MPUB’ 513Ky a00 yrpumyiTe kinasimy Ctrl mij yac po6otu, 1jod THMYacoBo
BUMKHYTH 1.

binbm neranbHy iH(OpMALit0 PO poOOTY Ta peaaryBaHHs 00’ €KTIB MOKHA 3HAMTH Ha:

1. https://learn.unity.com/tutorial/build-basic-
shapes?language=en&projectld=6629dd69edbc2a0e64f34ade#
2. Interacting with ProBuilder | ProBuilder | 5.0.7

2. 3aBaHHA 10 NPAKTHYHOI podoTH 3

CrBopiTh 2 cueHu B TIpi. B koxHy cueHy ponmail mporotun piBHiA. B nmeprmii
BUKOPHUCTOBYIOUM TLIbKM Hallp 6a30BUX reoMmerpudHux Gopm BOynoBanux B Unity. Ha npyriit
CLIEHI CTBOPHUTb IIPOTOTHI PiBHS BUKOPUCTOBYIOUHM MOXJIMBOCTI ProBuilder.


https://learn.unity.com/tutorial/build-basic-shapes?language=en&projectId=6629dd69edbc2a0e64f34a4e
https://learn.unity.com/tutorial/build-basic-shapes?language=en&projectId=6629dd69edbc2a0e64f34a4e
https://docs.unity3d.com/Packages/com.unity.probuilder%405.0/manual/overview-ui.html

Tema 4. Cxkpunrtu B Unity
IIpakTnuna podora 4. Ckpuntu B Unity

Mera podoru: mo3naiiomutHcs 31 ckpuntamu B Unity. HaBumtucs po3poOnsru BiacHi
ckpuntu B Unity.

1. TeopeTnuHuii marepiaJ

Cxkpunmune — HEeOOXiJHA CKJIaqoBa s BCix irop. HaBite Halimpocrtimnni irpu moTpedyoTh
CKPHIITIB JJIsl peakiii Ha Jii rpaBLs Ta OpraHizamii Mo reiMIrIero.

Kpim TOrO, CKpHUNTH MOXYTh OyTH BHKOPHCTaHI JJIsi CTBOPEHHS TpadidHUX e]eKTiB,
yHOpaBIiHHA (I3UYHOIO MOBEIIHKOI0 00'eKTiB ab0 peamizamii KopucTyBalbHUIBKOI Al cuctemu
U1 IEPCOHAXKIB TPH.

Ha BinMiHy BiJ 1HIIMX acCeTiB, CKPUITH 3a3BHYail CTBOPIOIOTHCS Oe3mocepenho B Unity.
Bu mMoxeTe CTBOPUTH CKPUNT, BUKOPUCTOBYIOUM MeHI0 Create y J1IBOMY BEPXHbOMY KyTI ITaHEN1
Project abo Bubpasmu Assets — Create — C# Script y TOJIOBHOMY MEHIO.

Ckpunt B3aemoji€e 13 BHYTpilIHIMH MexaHi3Mamu Unity 3a paxyHOK CTBOpPEHHsS KJacy,
yCIaJKOBAaHOTO Bijl BOY/I0BaHOTO Kiacy, 38aHoro MonoBehaviour. Kiiac MonoBehaviour B Unity
- 11e 6a30BHii Ki1ac, Bl IKOTO YCIAJAKOBYIOThCS BCl CKpUIITH KopucTyBada. BiH Hamae goctyn no
ocHOBHUX ¢yHKIIH Unity, Takux sIK KepyBaHHS IrpOBUMH 00'eKTamMH, 00poOKa Moii, B3aeEMOis
3 (i3UKOI0, a TAKOK KEPYBAHHS YKUTTEBUM ITUKIIOM O0'€KTIB.

Bu Moxere mymatd mpo Kiac SK MPO CBOTO pONy IUIAH CTBOPEHHS HOBOTO THITY
KOMITOHEHTAa, KU MOke OyTH IPUKPIIJIEHUH 10 IrpOBOTO 00'€KTa.

[I{opasy, Ko BU MPUEHYETE CKPUIITOBHMI KOMITOHEHT 710 irpoBoro o6'ekta GameObject,
CTBOPIOETHCSI HOBUM €K3EMILISIP 00'€KTa, BU3HAYCHHH TUTAHOM.

Im'st KiTacy GepeThest 3 iMEHI, SIK€ BH BKa3aJIM Mij] 9ac cTBOpeHHs daiury. IM's kinacy ta im's
(haiimy moBuHHI OyTH OJJHAKOBUMH JJIsl TOTO, 10O CKPUTITOBHI KOMITOHEHT MIT OyTH MpUETHAHUI
JI0 irpoBOTO 00'€KTA.

[Ipu ctBOpenHi HoBoro ckpunty Ha C#, Unity cTBOproe ¢aiim 3 po3MMpeHHSM CS Ta
HaCTyITHUM BMICTOM:

using UnityEngine;

=lpublic class MyScript : MonoBehaviour

{

// Start is called before the first frame update
E void Start()

{

}

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

{

}

@®aKkTUYHO MOXKHAa 3MIHHUTH INA0MOH clueHapito, skuil Unity BHKOPHCTOBY€e i 4ac
CTBOpEHHsI HOBOro crieHapito C#. Qaiin mabiaoHy cleHapiio, KU MU 30MpaeMocs 3MIHWTH,
Ha3uBaeTbes  81-C#  Script-NewBehaviourScript.cs.txt; BiH  3HaxXoAWTbCA B HaIIi
C:\ProgramFiles\Unity\Hub\Editor\ 2022.2.1f1\Editor\Data\Resources\ScriptTemplates.

106 3minuTH mwabnoH, 3anyctuts Visual Studio Community 2022 sk axminicTpaTop i
BigKpuiiTe neit ¢aitn. s nporo 3amycrtite Visual Studio ta BuGepits Continue without code



(ITpomoB>xuTH 6€3 Koty) BHU3Y mpaBopyd. Ilicis 3amycky Bu6epits File — Open — File («Daiim»
— «Binkputn» — «®Daitny), nepeiiaite 10 daiiny, skuii noTpiOHO penaryBaTH, i IBidl KIALHITh
Ha3By (aiimy.

11106 36epertu 3minu BubHpaemo File — Save 81-C# Script-NewBehaviourScript.cs.txt As
.... Y BIKHI Ju1s1 30€peXeHHs KIalHITh CTPIJIKY BHUA3 IMPaBOPYY BiJ KHONKH Save («30epertu») y
HIDKHBOMY TpaBoMy KyTi Ta BuOepith Save with Encoding... («36epertu 3 xKoayBaHHSM...») Y
niaioroBomy BikHI Advanced Save Options («/{omaTkoBi mapameTpu 30epekeHHs» ) 3MiHITh Line
Endings na Windows (CR LF) i HatucuiTh kHOTIKY «OK».

Ckpunt Unity He cX0KHi Ha TPaAULIAHY 1/1€10 TPOTPaMH, 1€ KO PAIIOE TTOCTIIHO B UK,
MIOKH HE 3aBEpIIUTH CBOE 3aBHaHHA. HaromicTe Unity mepioguyHO mepenae KepyBaHHS CKPUIITY
IIPY BUKJIMKI IEBHUX OTOJIOMICHUX Y HhOMY (YHKILIN. SIK TibKH (YHKIIIS 3aBepIIye BUKOHAHHS,
KepyBaHHS MOBEpTa€eThcs Ha3aa A0 Unity.

i ¢ysxmii Bigomi sk GyHKIT moaiid, Too6To ix aktuBye Unity y BiMOBiIb HA MOIli, 10
B110yBatoThCsl y mporeci rpu. Unity BUKOPUCTOBYE CXeMy IMEHYBaHHS, 1100 BU3HAYUTH, SKY
(YHKII}0 BUKJIMKATH NIEBHOT MOII.

@ynukyia Update — 1ie micuie st pO3MIIIEHHS KO, SIKUHA 00pOoOISITUME OHOBJICHHS KaJIpy
s irpoBoro o0'exta. Lle moxe OyTu pyX, cripalroBaHHs /i 1 peakiiisi Ha BB€JCHHS KOPUCTyBaya,
B OCHOBHOMY BC€, 1110 TOBUHHO OyTH 0OpOOJICHO 3 4acoM B IrpOBOMY ITPOILIEC.

Ilo6 no3Bonutu ¢yukuii Update BHKOHYBaTH CBOIO poOOTy, 4acTo OyBae KOPHUCHO
1HIIIadi3yBaTH 3MIHHI, paxyBaTH BJIACTHBOCTI Ta 3AIMCHUTH 3B'I30K 3 IHIIMMH ITPOBUMH
00'ekTaMu 10 TOTO, SIK OyIyTh 3MIHCHEH] Oy ab-sIKi Jii.

@ynukyia Start 6yne Bukiaumkana Unity 10 MOYaTKy irpoBOTO Ipoiiecy (TOOTO 10 MepIioro
Bukiuky ¢yHkuii Update) 1 1ie ieanbHe Miclie UIsl BAKOHAHHS 1HiLIai3alli.

Pozrisaemo 1Hm @ynkuii B Unity.

DyHKIIT Ormc
Update BHKJIMKA€ETHCS TIepe]] MaTlOBaHHIM KaJpy Ta mepejl po3paxyHKoOM
aHiMarii
FixedUpdate BHKJIHKA€ETHCS TIepe/] KOXKHIM OHOBJICHHSIM (i3uaHHX maHuX. T K.

OHOBIeHHS (i3MKH Ta Kamapy BiaOyBaeThcs He 3 OJHAKOBOIO
YacTOTOIO, TO BH OTPHMAa€ETe OLTBIN TOYHI PE3yNbTAaTH Bil KOIy
Gbi3HKI

LateUpdate MOKJIHBICTh BHECTH JOJATKOBI 3MiHH y MOMEHT, KOJH Y BCiX
o0'exTiB y crieni BignparroBamu pyakiii Update Ta FixedUpdate
Ta po3paxyBaaHcs BCi aHIMaIlil.

Start BHKJIMKA€THCS 10 OHOBJIEHHS MEePIIOTO Kaapy 9u (i3HKH 00'€KTy.
Awake BHKJIHKAEThCd IS KOXKHOTO 00'€kTa B CIEHI I dac
3aBaHTaKeHHS cIleHd. J[asg pisHMX 00'ekTiB QyHKIIi Start Ta
Awake 1 BUKIIHKarOTECS B Pi3HOMY TIOPSIKY, Bei Awake OyIyTh
BHKOHaHI JI0 TIepIIOro BHKJIHKY Start.

OnGUI V Unity € cuctema as BiITBOpeHHS eneMeHTiB kepyBanHS GUI
MOBEPX TOTO, IO BiIOYBAETHCS B CIICHI, 1 pearyBaHHS Ha KJIiKH 110
mux eneMeHTtax. lleii xoj oOpoOnseThcs Aemo iHAKINE, HiX
3BHYaiHE OHOBJICHHA Ka/Ipy, TOMY BiH IIOBHHEH OYTH TTOMIIIEHHI
y dynkrito OnGUI, sixa 6y/ie mepio a0 BUKITHKATHACS.

OnMouseOver, JIO3BOJIE CKPUITY pearyBaTh Ha JIii 3 MUIIECIO KOPUCTyBayua
OnMouseDown

OnCollisionEnter, OyIoyTh BHUKIMKaHI Ha IOYATOK, TPOJOBKCHHS Ta 3aBEpIICHHS
OnCollisionStay KOHTaKTY (3ITKHCHHSX) 3 00'€KTOM

OnCollisionExit




OnTrigeerEnter OVIyTh BHKIMKAHI, KOIH KoJaiaep 00'cKkTa HalaIlITOBAaHWH SK
2

OnTriggerSta Trigger (ToOTo Te# Kojaiiep MpPOCTO BH3HAYa€, IO IIOCH
OnTriggerExit nepeTHHae i He pearye ¢izwuno). L{i dyHKIii MOoXyTs OyTH

BHKJIMKAHi KUIbKa pa3iB IIOCILIb, SKIIO BUABIEHO OLIbIIE OJTHOTO
KOHTaKTy IIif Yac OHOBJICHHA (i3MKH, ToMy B (yHKIiIO
nepeslacThes TTapaMeTp, 10 Hajlae J0JaTKOBY iHpOpMAIliio Tpo
3ITKHEeHHS (KOOPJAUHATH, "0CoOUCTICTR" BXigHOro 00'eKTa i T.JL.).

Unity 103BoJIsi€ 3MIHUTH 3HAYSHHS 3MIHHUX CKPHIITIB Yy 3amymieHii rpi. Lle myxe kopucHo,
06 mobaunTu eheKTH BiJ 3MiH 011pasy Xk, 6€3 BCTaHOBIIEHHS Ta repe3anycky. Konm mporpaBanss
3aKiHUY€ThCSI, 3HAUCHHS 3MIHHUX 3MIHIOIOTHCS B IIbOMY CTaHi, SIKE€ BOHM MaJId 70 HATHCKAHHS
kHonku Play.

Ampubymu (Attributes) — e mapkepu, sIKi MOXKYTh OyTH pO3MIIIEHI TEpea KITacoM,
BJIACTUBOCTAMHM 200 (PyHKIISIMU B CKPUINTI, 1100 3a0€3M€UnNTH 0COOIUBY MMOBEIIHKY.

Hanpuknan, ampuoym Hidelnlnspector wmoxe OyTH HOAaHW Tepes] OTOJOIICHHSIM
BJIACTUBOCTEM JJIs MONIEPETHBOT0 B1100paKeHHsI BIJOOPa)KEHHS IIMX BIACTUBOCTEH B IHCHIEKTOPI,
HaBITh SKIO BiH MyOniuyHuii. B C# BiH MOMIIIA€THCA MK KBaJPAaTHUMHU CKOOAMH.

VY C# BY MOBUHHI OTOJIOCUTH 3MIHHY 3arajibHOJOCTYITHOIO, 11100 M00a4nTH ii B 1IHCIIEKTOPI.
Sxmo B Takox xouere, o6 Unity cepianizyBaina private noss (mobauutu ix B [ncnekropi), Bu
MOXETe J0JaTH J0 X NoJiB ampubym SerializeField.

Unity cTBOproe MITKYy y BiKHI Inspector nuisixom AofaBaHHsI MpoOULTYy CKpi3b, A€ B IMEHI
3MIHHOI 3yCTpIYaeThCs Benuka jiTepa. OfHaK 1€ BUKIIOYHO JUIsl BiIOOpa)KEHHS, 1 BU TTOBUHHI
3aB)K/IM B KOJIl BUKOPUCTOBYBATH 1M'sl 3MIHHOI.

ATpubyt Header, konu npueanyeThest 10 o, 3mynrye Unity BUBOIUTH HAIMC HAJT TIOJIEM
B 1HCTIIEKTODI.

ATpuOyT Space i€ aHAJIOT1YHO, aje J0J1a€ MOPOXKHii mpoctip. O0uaBa aTpulyTH 3pyIHO
BHKOPHUCTOBYBATH VISl BI3yaJIbHOI OpraHizailii BMICTy iHCIIEKTOpa.

Hanpuknan:

public class Spaceship : MonoBehaviour

{

[Header ("Spaceship Info")]
public string name;
public Color color;

[Space]

public int missileCount;

}

¥ ¢ Spaceship (Script) &,
Script Spaceship (o]
Spaceship Info
Name | |
Color T
Missile Count |0 |

Debug.Log e xomana, sika MpOCTO BUBOJIUTH MOBIJIOMJICHHS Ha KOHCOJbHE BUBEICHHS
Unity. Hampuknan, xoxa:

void Start ()

{
Debug.Log ("I am alive!"™);



Slxkmo Bu HatucHere 3apa3 Play, B moGaunTe MOBIZOMIIEHHS BHHU3Y OCHOBHOT'O BiKHA
penakropa Unity y BikHi Console (Mmento: Window — Console).

Error Pause Editor =

Haiinpocrimmm 1 HalMOMMPEHIINM € BUIIAIOK, KOJU CKPHUIITY HEOOXITHO 3BEPHYTHUCS JI0
IHIIMX KOMITOHEHTIB, IpUeaHaHKUX 70 Toro sk GameObject. KommoHeHT HacpaB/ii € eK3eMILISIPOM
KJIacy, TOMY IEPITUM KPOKOM OyJie OTpMMaHHS MOCHJIAHHS Ha €K3eMIUISP KOMIIOHEHTA, 3 SKUM
BH Xodere mpamoBath. Lle poduthes 3a momomoror dynkiii GetComponent. Tumoso, 00'exT
KOMITOHEHTa 30epiratoTh B 3MiHHY, 1€ poOuThcsi C# 3a 10MOMOr 00 HACTYITHOTO CUHTAKCUCY:

void Start ()

{
Rigidbody rb = GetComponent<Rigidbody> () ;

SK TITBKM BH Ma€Te MOCHJIAHHS Ha SK3EMIUISAP KOMIIOHEHTa, BH MOXETE BCTAHOBIIOBATH
3HAYEHHS Or0 BJIACTUBOCTEH, THX K€, SIKi BU MOXKETE 3MIHUTH y BiKHI Inspector.

Hemae mpuunHu, yepe3 Ky BH HE MOXKETE MaTH OUIbIIE OJHOTO CKPUNTY KOPUCTYyBauya,
MIPUETHAHOTO JI0 OJTHOTO 1 TOTO K 00'€KTa.

SAxmo BaM TOTPIOHO 3BEPHYTHUCS O OJHOTO CKPUINTY 3 1HIIOTO, BU MOXETE
BUKOPHUCTOBYBATH, sIK 3aBxk a1, GetComponent, BUKOPUCTOBYIOUH MTPU LIbOMY 1M'sl KJIaCy CKPHUITY
(abo iM'st daitmy), mo6 BkazaTH, sikuii T KoMmoHneHTy BaM moTpi0eH.

Axmo Bu cripoOyere BuOpatn Kommnonent, sikuit He OyB momanwii 10 IrpoBoro O06'ekra,
GetComponent noBepHe null; BUHMKHE TOMMWJIKA MOPOKHBOI'O TMOCHIIAHHS ITiJT YaC BUKOHAHHS
(null reference error at runtime), sKIo crpoOyeTe 3MIHUTH OY/Ib-AKi 3HAYCHHS Yy MOPOKHBOTO
o0'exTa.

CkpunTy MOXYTh BiJCTeXyBaTd iHII 00'ektn. Hampukiaa, Bopor, IO mepeciiaye,
MMOBUHEH 3HATH MO3MIi0 rpaBisd. Unity Halae KiJibKa IUISAX1B OTPUMAHHS IHITUX 00'€KTIB.

HaiinpocTimmuit croci6 3HaAWTH MOTPiOHMK 1rpoBHK 00'€KT — JOAATH JO CKPHUITY 3MIHHY
turmy GameObject 3 piBHeM aoctyny public. 3MiHHY Oyae BUIHO Y BikHI Inspector, Tenep MokHa
MepeTATHYTH 00'€KT 31 ciieHu abo 3 maneni Hierarchy B 1110 3MiHHY, 1100 MPU3HAYUTH HOTO.

Hanpuknan:

public class Enemy : MonoBehaviour

{
public GameObject player;

void Start ()
{
// Start the enemy ten units behind the player character.
transform.position = player.transform.position - Vector3.forward *
10f;

YacTo 3pyuHO 3HAXOJUTH 00'€KTH MiJl 4ac BUKOHAHHS, 1 Unity HaJae 1Ba OCHOBHI CIIOCOOH
3po0OuUTH TI€.

IMomyk mouipHix GameObjects. IHoaiI irpoBa CIieHa BHKOPHCTOBY€ JEKUIbKAa IrpOBUX
00’€KTiB OIHOTO THITy, TAKHX SK BOPOI'HU, IIUIAXOBi TOUKH Ta MEPEIIKOIN. X Moske 3Ham00UTHCS



BIJICTEXKYBAaTH 3a JIOMIOMOIOI0 TIEBHOTO CIICHApil0, SKUH KOHTPOJIOE abo pearye Ha HHX
(HampukIaa, yci NUISIXOBI TOYKA MOXKYTh OyTH JOCTYIHI JIJIsl CIICHAPIIO MOMIYKY HUISXY ).

BukopucranHs 3MiHHUX JUTs 3B A3yBaHHs 1uX 00’ ekTiB GameObject € MOXKIUBICTIO, ane 11e
pPOOHTH MpOIeC MPOSKTYBAHHS CTOMIIIOIOYHMM, SKIIO KOKHY HOBY TOYKY MapIIpyTy MOTPiOHO
MepeTaryBaTH 10 3MiHHOI B creHapil. Tak caMo, SKIIO NUISXOBY TOYKY BHJAAJICHO, BUIAISATH
MOCHJIaHHS 3MIHHOI Ha BiCyTHIN 00 ekt GameObject — 11e He3pyUHICTb.

VY moxpiGHMX BUMAIKax 4acTo Kpamie kepyBaTu Habopom GameObjects, pobnsun ix ycima
HamaakaMu ofHoro OatekiBchbkoro GameObject. Jlowipni GameObjects MokHa OTpUMaTH 3a
JIOMTOMOT010 0aThKiBChKOTO KoMmmoHeHTa Transform (ockimbku Bci GameObjects HESIBHO MarOTh
Transform)

Hanpukian:

using UnityEngine;

public class WaypointManager : MonoBehaviour {
public Transform[] waypoints;

void Start() {
waypoints = new Transform[transform.childCount];
int i = 0;

foreach (Transform t in transform) {
waypoints[i++] = t;

Bu Takox mMokeTre 3HAWTH 3aJaHHK JAOYIPHIN 00'€KT HA 1M'sl, BAUKOPUCTOBYIOUH (DYHKIIIIO
Transform.Find.

O0'exT ab0 KojekIiss 00'€KTIB MOXYTh OYTH 3HAWIEHI 3a iX TEroM, BHKOPHUCTOBYIOUHU
¢ynkmii GameObject. FindWithTag i GameObject.FindGameObjectsWithTag.

void Start() {
player = GameObject.FindwithTag("Player");
enemies = GameObject.FindGameObjectsWithTag("Enemy");

Jlesiki irpy MarOTh TOCTIHHY KUIBKICTh OO'€KTIB Ha CIICHI, MPOTE 3a3BHUYAll IMEPCOHAXI,
CKapOM Ta 1HII 00'EKTH CTBOPIOIOTHCS Ta BUIAISIOTHCS 111 Yac IPpH.

VY Unity, irposuii 00'ext (GameObject) moxke OyTH CTBOpEHUHN, BUKOPUCTOBYIOUH (PYHKIIIFO
Instantiate, sika poOUTH KOIIiO ICHYIOUOr0 00'€KTa.

O0'exT 3 sikOoro OepeThCs KOMisl He OBUHEH OyTH MpUCYTHIM Ha cueHi. Habararo vacrime
BUKOPHUCTOBYEThCS mnpedad, skuii OyB MepeTArHyTUH Ha BIIKPUTY 3MiHHY (public variable) i3
¢aiiniB npoekTy Ha naHeni Project.

Takox € ¢ynkuis Destroy, sika 3HUIIUTE 00'€KT MiCIA 3aBEPIICHHS 3aBaHTAXEHHSI KaJIpy
a00 OIMIIOHANBHO MICJIA KOPOTKOI May3H.

2. 3aBaaHHs 10 NPAKTHYHOI podoTu 4

B mpoekTi cTBOpeHOMY y MOIEpeHiX MPAaKTUYHUX POoOOTax Ha OJHY 31 CLEH JojaiTe
ycTuil 00’ €KT Ta K JOUipHii 00’ €KT AodaiiTe mxepeno cBitio. Hamamryiite THn Tn napamerpu
mkepena cBitia. CTBOPITh HOBHUHM CKpUNT Ta jAojaiiTe Woro Ha myctuil 00’exkT. B ckpunti
HaMMILIITh KOJ| JUIA NePeCyBaHHs MyCTOro 00’ €Ty € JHKEPEJIOM CBITJa IO CIEHI.



Tema S. UL Intepdeiic kopuctyBaua B Unity
IIpakTnuna podora 5. UL Intepgeiic kopucryBauya B Unity

Mera poboru: no3naiiomutHcs 3i iHTepdeiicom kopuctryBaua (Ul), 3 06’extom Canvas.
HaBuntucs crBoproBaty iHTepdeiic KopucTyBada, BUKOPUCTOBYBaTH pi3Hi enement Ul.

1. TeopeTnunuii marepiaJ

Iumepdghetic kopucmysaua — 11€ CyKyITHICTB 3aC001B, 32 JOMTOMOT'OIO SIKUX I'PAaBEIlb B3aEMOII€
3 rporo. Lle He numie Bi3yanbHi eleMeHTH, a il ixHa ¢yHkumioHanpHiCTh. Xopomuid Ul mae Oytu
IHTYITUBHO 3pO3yMUINM, JIETKO CIPHUHMAaHUM Ta 3a0e3leduyBaTd 3pYYHHH JOCTYH JI0 BCIX
HEOOX1THUX (QYHKIIIH.

Bei Ul enementn (kKapTMHKHM, KHOIKH, TEKCT TOLIO) CTBOpIOlOThea B Unity BcepeauHi
crieniadbHOTO 00'ekTa — Canvas.

Canvas (mosioTHO) — 11e 00J1acTh, BCepeIHHI K01 3HaxoaaThes Bei enementu Ul (inTepdeiicy
kopuctyBaya). [TomotHo — 11e irpoBuit 06'ext (Game Object) 3 nomaHuM 10 HHOrO KOMIIOHEHTOM
Canvas. Bci enement Ul moBuHHI OyTH godipHiMu oMy Canvas.

Konu Bu crBoproere HoBuit enemeHnT Ul, Takuil sk Hampukiaja maHedb, BAKOPUCTOBYIOUU
menio GameObject — Ul — Panel, pazom 3 HuM aBTOMaTH4HO CTBOPrOETHCS 1 Canvas, Ko 10
IILOTO Ha ciieHi Horo me e 0yio. Emement Ul ctBoproeTsest nogipaim Canvas.

(@ Canvas
@ Panel

(@ EventSystem

Ob6nactes Canvas BimoOpakaeTbCs y BHUIJISAI MPIMOKYTHHKA y BikHi Scene View. Ile
MOJICTIIIYE Mpoliec posrarryBanus exemenTiB Ul 6e3 motpebu 6auntu irpose BikHO (Game View).

Pazowm i3 Canvas ctBoproetsest Event System.

Event System (Cucrema momiii) — crmoci® HajCHIaHHSA MO A0 00'€KTIB y mporpami,
3aCHOBaHUHM Ha BBEJICHHI 3 KJaBlaTypu a00 MUIII; 3a TOTIOMOTOIO JOTHKIB a00 MEepCOHAIBHUX
npuctpoiB. Cuctema ckiiagaeTbes 3 KIJIbKOX KOMIIOHEHTIB, IO MPAIOI0Th pa3oM. L cuctema 3a
nomoMororo nmpomenis Unity Bu3Havae, 1110 3HaXOIUTHCS ITi]] TOKAKYHKOM.

Enementn Ul ma Canvas BUHHMKaIOTh y TOMY TOPSIKY, SIK BOHH PO3TalloBaHi B i€papxii.
[Tepmuit mo4ipHI €IEMEHT MAJIFOETHhCS TEPIIUM, APYTHMH — 32 HUM 1 Take iHme. SIKmo nBa
enemenTd Ul HakimagaroThCs OJWH HA OJHOTO, JOJAHWW Ii3HIilIe OyJe MOBEpX TOTOo, 10 OyJIo
JIOJIAaHO PaHIIIIE.

Hampuxknan;

@ Canvas
(D Text (TMP)
& Panel

(D EventSystem




11106 3MiHUTH T€, AKHIi €JIeMEHT OyIe MOBEPX 1HIIHNX, IPOCTO MOMIHSITE MiCLISIMH €JIEMEHTH
B iepapxil numaxoMm meperaryBaHHs. [lopsakoM MOXHA KepyBaTH 3a JIOTIOMOTOI0 CKPUIITHHTY,
BUKOPHCTOBYIOUM Taki MeToau kommnoHeHta Transform: SetAsFirstSibling, SetAsLastSibling i
SetSiblingIndex.

VY nonotHa € napamemp Render Mode, sikuii BU3Ha4ae, e BOHO BiJOOpaKaTUMETHCS: y
POCTOPi eKkpaHa (SCreen space) uum irposoro ceity (world space).

=] « Canvas o

Render Mode Screen Space - Overlay +

Pixel Perfect v Screen Space - Overlay

Sort Order Screen Space - Camera

Target Display World Space

Pexxumu BimoOpakeHHS:

—  Tlpocrtip expany — [lepexpurts (Screen Space — Overlay) — tieii pesxxum BigoOpaxxeHHs
TOMIIIA€ eIEMEHTH 1HTep(elCy Ha eKpaH MOBEPX CIEHH. SIKIO 3MIHIOETHCS PO3MIP
eKkpaHa abo oro po3aiuIbHA 3JaTHICTb, MOJOTHO aBTOMATHYHO IMpHIiMe MOTPIOHUI
pPO3Mip pazoM 13 HUM.

— Ipocrip expany — Kamepa (Screen Space — Camera) — 1ie cxoxe Ha peskum «IIpoctip
expaHa — Haknaganss», aje B IbOMY PEKHUMI PEHJIEPUHTY MOJIOTHO PO3MIIILYETHCS Ha
3a/laHill BiJICTaHl Mepej] BKa3aHOIO KaMmeporo. Enementu iHTepdeiicy kopucTyBada
PEHIEPATHCS IIEI0 KaMepoIo, a [1e 03HaYae, M0 HAJTAIMTYBaHHS KaMEpH BIUTMBAIOTH Ha
30BHIIIHIN BUTIISIT iHTEp(Eiicy KOpUCTyBaya.

Sxkmo s kamepu BcraHoBIeHO pexuM «[lepcrexkThBay, enemeHTH iHTepdeicy
KOpHCTyBada OyAyTh PEHACPHUTHCS 3 TMEPCICKTHBOIO, a CTYIiHb CIOTBOPECHHS IEPCICKTUBU
MO>KHAa KOHTPOJIIOBATH 3a JOMOMOIOI0 MMOJIA 30py Kamepu. SIKIo po3Mip eKpaHa 3MIHIOETHCA,
pO3/iIbHA 3IaTHICTh 00 KYT PO3pi3y KaMepH 3MIHIOEThCS, TTOJIOTHO TAKOK aBTOMAaTUYHO 3MIHIOE
PO3Mip BiAMOBIIHO.

— [Ipocrtip irpoBoro cBity (World Space) — npu oMy pexumi Bimoopaxenus Canvas

MMOBOJMTHCS TaK CaMo, 5K 1 OyAb-sIKUH 1HIIWNA 00'€KT Ha CIICHI.

Posmip Canvas moxxe OyTu 3amaHuii BpyuHy 3a gornomMoror Rect Transform, a emementu
iHTepdeiicy BinoOpaxkaTUMyYThCs Iepe] ado 3a IHITMMHU 00'€KTaMH Ha CIICHI, 3JIE)KHO BiJ iXHBOTO
TPUBUMIPHOT'O PO3TALIYBaHHSL.

et pexxum 3pydHuit 1yt TUX iHTEpGENCIB, SKI mepeadavaroThCs K YaCTHHA IFPOBOTO CBITY.

Koxen enemenT iHTepdeiicy KOpucTyBaua MpeICTaBICHUNA Y BUTIISAAl MPIMOKYTHHKA IS
et Makera. L{luM OpsSMOKYTHHMKOM MOKHA MAaHIIYJIIOBAaTH B PEXKUMI MEperisiay CIEeHH 3a
JOTIOMOT'00 1HCTpYMeHTa «IIpAMOKYTHHK» Ha TaHEeNl IHCTPYMEHTIB.

[nctpyment «IIpsSMOKYTHUK» BUKOPUCTOBYEThCS sK ais 2D-gynkuit Unity, Tak 1 s
iHTepdelicy KopucTyBaua, 1 HOro Mo>kHa BUKOPUCTOBYBATH HaBiTh /i 3D-00'eKTiB.

Rect Transform — 1ie HOBUIT KOMITOHEHT MEPETBOPEHHS, IKUH BUKOPUCTOBYETHCS VIS BCIX
eNEeMEHTIB iHTepdelicy KopucTyBaya 3aMiCTh 3BUYAifHOT0 KoMrioHeHTa Transform.



=5 Rect Transform

center Pos X PosY
0 0|
Width Height
210.9855 48.6268

middle

Anchors
Min X 0.5 il 0.5
Max X 0.5 Y 0.5

Pivot X 0.5 ¥ 0.5

Rotation X 0
Scale ® X1

Rect Transforms maroTh moJioxeHHs, oOepTaHHs Ta MaciiTad, sk 1 3Bu4yaiui Transforms,
ajle TakoX MAlOTh IIMPHHY Ta BUCOTY, fKI BUKOPHCTOBYIOTHCS JJIsi BU3HAYEHHSI PO3MIpiB
MPSIMOKYTHHKA.

3MiHM o0epTaHHs, po3Mipy Ta MaciuTaOy BiAOyBalOTHCS HABKOJO TOYKU ONOPH, TOMY
I0JIOXKEHHSI TOUKHU OIOPH BIUIMBAE HA pe3yibTaT 00epTaHHs, 3MIHU PO3Mipy ad0 MaciITabyBaHHS.
Konu xHomka «Pivoty Ha maHenl 1HCTPYMEHTIB BCTaHOBJIEHO B pexuM «Pivoty, Touky omopu
OPSIMOKYTHOTO MIEPETBOPEHHS MOKHA MEPEMIIIyBaTH B pexiMi Scene View.

Rect Transforms Bxiro4ar0Th KOHIETIIIIFO MAKeTa, SIKa HA3UBAEThCS npue'sizkamu. [IpuB'a3ku
(Anchors) BimoOpaxarThCs y BUTIISII YOTHPHOX MATEHBKUX TPUKYTHUX PYUOK Y BiKHI MEperyisiLy
CIleHH, a iH(OopMaIlis Tpo MPUB'SI3KY TaKOXK BigoOpakaeTbes B [HCEKTOI.

SIkmo OaThKIBCHKHMI €JIEMEHT MPSMOKYTHOTO MEpeTBOpeHHs Takoxk € Rect Transform,
nouipue Rect Transform moxxe Oytu mnpus'sizane g0 OarbkiBchkoro Rect Transform pisaumu
CIIOCOOAMH.

Hanpuxnan, nodipHe nepeTBOpeHHS MOke OyTH HpUB's3aHE 10 LEHTPY OaThbKIBCHKOTO
enemMeHTa abo 710 OHOTO 3 KYTIB.
Hanpuknan:

[IpuB'si3ka TaKOK TO3BOJISIE TOYIPHBOMY OO'€KTY PO3TATYBATUCS Pa30M i3 IIUPUHOK abo
BHCOTOIO 0aThbKIBCHKOT'O 00'€KTA.

Koxen kyT npsMOKkyTHHKa Mae (ikcoBaHE 3MIIIEHHS BiJHOCHO BIAMOBIIHOTO oMy
MIPUB'A3YBaJIBHOIO €IEMEHTa, TOOTO BEPXHiH JIIBHM KyT MPIMOKYTHHKA Ma€ (DiKCOBaHE 3MIIIEHHS
BiTHOCHO BEPXHBOTI'0 JIIBOTO TPUB'I3yBAILHOTO EJIEMEHTA TOIIIO.

TakuM 4uHOM, pi3HI KYTH NPSIMOKYTHHKAa MOXYTh OyTH MPUB'S3aHI O PI3HUX TOYOK
0aTbKIBCHKOTO MPSIMOKYTHHUKA.



[TonmoxxeHHsT SKOpPIB BH3HAUYAIOTHCS y dYacTkax (abo BIACOTKaX) MIMPUHH Ta BHUCOTH
6atpkiBcbkoro mnpsmokyTHuka. 0,0 (0%) Bimnosimae miBiit abo HrkHIK ctopowni, 0,5 (50%) —
cepenuni, a 1,0 (100%) — npaBiit abo BepxHiil CTOpOHI. AJie SKOpPiI HE OOMEXYIOTbCSI CTOPOHAMU
Ta CepeIMHOI0; X MOJKHA ITPUB’SI3aTH A0 Oy/1b-KOT TOUKH B MeXkaX 0aTbKIBCHKOTO MPSIMOKYTHHKA.

Bu Mmosxere mepeTsaryBaTH KOXEH 3 SIKOPIB OKPEMO, abo, SIKIIIO BOHHU pa3oM, BU MOXKETE
MEPEeTATHYTH iX pa3oM, KIAIHYBIIM IOCEpEAVHI MDK HMMM Ta NEPEeTArHYBIIW. SIKIIO BU
yrpumyete knaBimry Shift mig yac mepeTsryBaHHsS SKOps, BIAMOBITHHN KyT HPSIMOKYTHHKA
MIEPEMICTUTHCS Pa30M 3 SIKOPEM.

B Tucmexropi kHomky Anchor Preset button moxHa 3HAWTH y BEpXHBOMY JBOMY KyTi
kommoneHTa Rect Transform. Hartuckamsst 11i€l KHONIKY BigKpHUBae Buaaaroue MeHio «IlouaTkoBi
HaJalTyBaHHS MPUB’SI3KW». 3BIACH BH MOXKETE MIBHIKO BHOpATH OJWH 13 HAWUIONIMPEHIIINX
BapiaHTIB PUB’ A3KH.

Anchor Presets
Shift: Also set pivot  Alt: Also set position

left  center right stretch

1= SlE

Pucynok 5.1 — Ipukian Anchor Preset

Bu moxere npuB’s3zatu enemeHT iHTepdeiicy no OokiB abo mocepennHi 0aThbKIBCHKOTO
elieMeHTa, a00 PO3TATHYTH HOT0 Pa3oM i3 po3MipoM 0aTbKIBCHKOTO elieMeHTa. [ opr30HTallbHA Ta
BEPTUKAJIbHA MIPHB’A3Ka € HE3AIC)KHUMHU.

Bu MoxeTe HAaTHCHYTH CTpLIKY po3ropTaHHs Anchors, 1100 BioOpa3uTH Mo 3 HOMepaMu
SIKOpIB, SIKI[O BOHU IIle He BUAHO. Anchor Min BianoBifae HHKHBOMY JIBOMY MapKepy SIKOpS B
obnacTi neperysiay creHu, a Anchor Max — BepxHbOMY MpaBoMy MapKepy.

Anchors
Min

Max




IMons mo3uwii NPSIMOKYTHHKA BIJOOpPaKalOThCA MO-PI3HOMY 3QJIEKHO BiJ] TOTO, YU
po3TamoBaHi SKOpi pa3oM (IO CTBOPIOE (PIKCOBaHY IMUPUHY Ta BUCOTY), YA OKpeMo (110
MPU3BOIUTH JI0 PO3TATYBAHHS MPSIMOKYTHUKA Pa30M 3 0ATbKiBCHKUM MPSMOKYTHHUKOM).

CyuacHi irpu Ta mporpamu 4acTo MOTPEOYIOTh MIATPUMKH LIMPOKOTO CIEKTPY PI3HHUX
JI03BOJIIB €KpaHy, 1 0cOONMBO IIi€i MOKJIHMBOCTI MOTpeOyIOTh iHTEepdelicn mux irop. Cucrema
crBopeHHs iHTepdeiiciB B Unity 3abe3nedena psmoM pi3HHX iHCTPYMEHTIB IS peaji3arii Iux
MOJKJIMBOCTEH, SIKI MOYKHA KOMOIHYBaTH MK COOOI0 Macol0 Pi3HUX CIIOCOOIB.

Enementn iHTepdeiicy 3a 3aMOBUaHHSIM TpHB'S3aHI 70 UEHTPY OaTbKIBCHKOTO
npsMOKyTHHKA. Lle o3Havae, 1m0 BOHU 30€piraioTh MOCTiHHE 3MIIIEHHS MO0 HEHTPY. SIKmIo 3
II€X0 HACTPOUKOI PO3IUIbHA 3MATHICTH OyJjia 3MIHEHA TijJ aJbOOMHE CIIBBIIHOIICHHS CTOPIH,
KHOTIKM MOXXYTh BHITACTH 31 CBOIX MpPSIMOKYTHHUX OONacTeil, Je BOHH CIOYATKy Maiu OyTH
pO3TaIIoBaHi.

Pucynok 5.2 — [Ipuknazn 3MiHH pO3IiIbHOT 3JaTHOCTI

OmauM 13 crmoco0iB 30epertd po3TamlyBaHHS KHOIMOK B 00JIacTI €KpaHy € 3MiHa
KOMITOHYBAaHHSI TaKMM YMHOM, II00 MICISl po3TallyBaHHsA OyJu MOB's3aHl 3 iX BIANOBIIHUMU
KyTamMu Ha ekpati. [IpuB's3ka J1iBOi BEpXHbOI KHOIKM MOXKE€ OyTH TaK0X BCTAHOBJIEHA B JIIBOMY
BEPXHbOMY KYTKYy IPU BUKOPHCTAaHHI B iHCIEKTOPi criucky Anchors Preset (Habopu npus's3ok),
a00 UTSIXOM MepeTIryBaHHS TPUKYTHHUX PYUYOK MIPUB'I30K Y BUAOBOMY BiKHI ciieHH (Scene View).
Tak camo HampuKkial, NPUB'A3KU VIS JTIBOI HIDKHBOI 1 MPaBoi HMXKHBOT KHOMOK MOXYTh OyTH
BUCTABJICHI B JIIBUI HWKHIH 1 TpaBUil HYDKHIN KyT BIATIOBIAHO. SIK TIIbKY KHONKH OyJIM IPUB'S3aH1
70 CBOiX KYTiB, TO IPU MNOJAJIBIIMX 3MiHAaX PO3ALILHOI 3/aTHOCTI €KpaHy Ta CHIBBIJHOIIECHb
CTOPiH BOHHU 30€piraTuMyTh CBOIO MO3UILIO MO0 IIUX KYTiB.



Pucynok 5.3 — Ilpukiaj 3MiHU KOMITOHYBaHHS

Konu po3minpHa 31aTHICTh €KpaHa 3MIHIOETHCS Ha OUTHITY 1 MEHIIY IIOJO0 MOTOYHOTO,
KHOIIKH TTOBUHHI 30€piraT CBO€ MOYaTKOBE PO3TAITyBaHHS MO0 KYTiB, 0 SIKUX BOHU IPUB'SI3aHI.
Onnak, 30epiraroy CBOI OPHUTIHAIBHY PO3IIBHY 31aTHICTH, 33/1aHy B MIKCENSAX, BOHU MOXYTh
CTaBaTH sK OLIbINE Tak 1 MEHIIE, BIAMOBIAAIOYM MPOTOPIIISIM MMOTOYHOI PO3AUIBHOI 31aTHOCTI
exkpana. Bce 1ie Moke OyTH, a MOXe 1 He Oa)kaHo, 3aJIeKHO BiJ TOro, SIK BH XO4eTe, 00 Baill
iHTepdeiic pearyBaB Ha 3MiHY PO3AUIBHOI 3IaTHOCTI €KpaHy.

Pucynok 5.4 — Ilpuknaz 3MiHu Macitady

VY xommonenTi Canvas Scaler moxkHa BcranoBuTH iHoro Ul Scale Mode B Scale With Screen
Size. ¥ npoMy pexxumi MacmtTaOyBaHHS BH MOKETE BU3HAUYMTH, SIKAH J103B1T BUKOPHUCTOBYBATH
gk 0a3oBWif. SIKIIO MOTOYHA pPO3IUIbHA 3AaTHICTH Oinbina abo MeHmIa 3a 0a3o0BUM, (akTop
MacimTa0yBaHHS KoMmroHeHTa Canvas BCTAHOBIIOETHCS BIAMOBITHO Tak, MO0 BCi €IeMEHTH
iHTepdeiicy MacmtabyBaiucs y OUIbIly a00 MEHIIY CTOPOHY Pa3oM 3 PO3JUIBHOIO 3JaTHICTIO
eKpaHa.



Pucynok 5.5 — Ipuknan podotu pexxumy Scale With Screen Size

Kommonent Canvas Scaler mae BiacTHBICTH i Ha3Boro Match, sika Moke TPUHHATH
3Ha4eHHsI, 10 JaopiBHIOE O (mmpuHa), 1 (Bucota) abo Oyab-sKke 3HAYCHHS, 110 JIGKUTh B MEXax
Mik 0 1 1. 3a 3aMOBYyBaHHSIM BOHO BCTAaHOBJICHO B (), 1110 03HAYAE T€, 110 MOTOYHA IIUPHUHA EKPAHY
BiAMOBiTae 6a30Bid mmpuHI 6a30BOi PO3AUIBHOI 3MaTHOCTI. SKIo BiacTuBicTh Match Mmae
3Ha4YeHHS HE JopiBHIOE (.5, BOHO MOPIBHIOBATUME TOTOYHY IIUPHUHY 3 0a30BOIO IIMPUHOIO,
MMOTOYHY BHUCOTY 3 0a30BOIO0 BUCOTOIO, 1 BUOepe KoedirieHT MacmTady OJu3bKUM 1 10 TOTO 1 10
1HIIIOTO JI03BOTY.

Pucynoxk 5.6 — Ilpuknag pobotu 3 BnactusicTio Match

2. 3aBAaHHA 10 NPAKTHYHOI podoTH 5

B mpoekTi cTBOpeHOMY y MOIEpeHiX MPAaKTUYHUX POoOOTax Ha OJHY 31 CLEH JojaiTe
intepdeiic kopuctyBaua (Ul). Homaiite mo Ul pi3Hi enemeHTH, HamamTyiite iX mapamerpu Ta
noxaiTe cBoi npuB's3ku. Hanamryiite ctBopenuit Ul 10 3MiHN pO31iIbHOT 34aTHOCTI.



Tema 6. UL. CTBOpeHHs I0JIOBHOTO MEHIO I'PH
IIpakTuyna podora 6. CTBOpEeHHs rOJ10BHOI0 MEHIO I'PH

Merta po60oTH: T03HAHOMHTHUCS 31 CTBOPEHHS IrpPOBOT0 MEHIO TpH, 3 KOMIIoHeHTaMu Panel ta
Button. HaBunTucs ctBoproBaTy roJJOBHE MEHIO I'pH.

1. TeopeTnuHuii marepiaJ
VY Unity, xonu iaetbes mpo BidyanbHi komroHeHTH B Ul, MaroTh Ha yBa3i Ti €JIeMEHTH, SIKi
BIJIMTOBIIAIOTh 3a BiJOOpPaKeHHS Ta POOOTY KOpHCTyBada Ha ekpaHi. Bci BOHW MpaIforTh
ycepeauni Canvas i BukopuctoByroTh Canvas Renderer mist MmantoBaHHS.
OcHogHi BizyasbHi Ul-xoMmoHeHTH:
— Panel — npoctuii npsMOKyTHUIT KOHTEiHEp 13 Image. 3a3Bu4ail BAKOPUCTOBYETHCS SIK
TJIO JIUIS 1HIIUX €JIEMEHTIB;
— Image — nmokasye cripaiiT, 1IKOHKH, (POHOB1 €JIEMEHTH;
— Text (abo TextMeshPro - TMP Text) - BimoOpakae TeKCT;
— Raw Image — mokasye Tekctypy Oe3mocepeqHbo (HampHuKiIai, MOTIK 3 KaMepH 4Yu
B1J1€0);
- Button — cknagoswuit Ul-enement, 3a3Buuait mictuth Image + Text;
— Slider — moB3yHOK (7151 TyuHOCTI, Tporpecy toino). CkaamaeTses 3 GoHy, 3aITOBHEHOT
YaCTUHU Ta «OIryHKay;
—  Scrollbar — BepTrkanbHa a00 TOPU3OHTATIEHA CMYyTa MPOKPYYyBaHHS;
—  Toggle — nepemukau;
— Dropdown — criiicok, 1110 BUnaae Jjisi BUOOpy 3 JEKUTbKOX OIIiN;
- Input Field — mo3Bosie KOpHCTYBaYeBi BBOJUTH TEKCT 13 KIIaBiaTypH.

Image

Text - TextMeshPro

Raw Image
Panel
Toggle
Slider
Scrollbar
Scroll View

Create E
Button - TextMeshPro reate Empty

3D Object >
Dropdown - TextMeshPro

. Effects >

Input Field - TextMeshPro

Light >
Canvas Audio N
Event System Video N
Legacy > Ul >

Pucynoxk 6.1 — Ilpuknag mento s Bubopy BizyanbHux Ul-koMmoHeHTiB

Komnonenm Text, Takox Bimomuii six Label, mae o6macts st BBEJICHHS TEKCTY, KU Oyie
Bi0OpakeHo. € MOXIIMBICTh 33JaTh WIPUQPT, HOro CTHIIb, PO3MIP Ta 3JaTHICTh BiAOOpaxKeHHS
Rich Text.

[cHytoTh omuii JUIsI BCTAaHOBJIEHHS IapaMeTpiB BHMPIBHIOBAHHS; HaJAIITyBaHHS
TOPU30HTAIBHOTO Ta BEPTUKAIBHOTO MEPETIOBHEHHS, IKI KEPYIOTh IOBEIHKOIO TEKCTY, KOJIH BiH
HE BJIA3UTH MO MUPHHI a00 BUCOTI y BiJIBEACHUHN HOMY IPSIMOKYTHHK.

TextMeshPro — e motyxHuit iHCTpyMeHT AJist po0oTH 3 TekctoM y Unity, sikuii 103BOJIsIE
MOKPAIINUTH Bi3yallbHY SKICTh T THYUYKICTh TEKCTOBHX €JIEMEHTIB.



v TextMeshPro - Text (Ul)

Text Input Enable RTL Editor

Text

Text Style Normal

Main Settings
Font Asset LiberationSans SDF (TMF ®©
Material Preset LiberationSans SDF - Drop Sh.v
Font Style B_|I U S ab AB SC
Font Size 36

Auto Size

Vertex Color
Color Gradient
Override Tags

Spacing Options (em)Charactt O Word 0

Line 0 Paragraj 0

Alignment

A

coe

Pucynok 6.2 — INpuknan komnonenta TextMeshPro

ITpu nepmomy BukopuctanHi TextMeshPro y mpoekri Unity Bam Oy/e 3ampornoHOBaHO
immopryBatu maketu TMP Essentials ra Examples & Extras. [TepekoHaiitecs, 1110 BH iMITOPTYBaJIA
X, m00 OTpUMATH TOCTYII IO BCiX (YHKITIH.

Texkcr nnst eneMeHTiB iHTEpdeicy KOPUCTYyBava Ta TEKCTOBUX CITOK MOXE€ MICTHTH Pi3HI
CTHJII Ta pO3MIipH MIPUQTIB.

Dopmamosanuii mexcm (Rich text) miarpumyerbess sk It cUCTeMH iHTepdeiicy
KOpPHUCTYyBaya, Tak 1 JUIs 3acTapiyioi cuctemMu rpadiqnoro intepdeiicy kopuctyBada. Kimacu Text,
GUIStyle, GUIText ta TextMesh marore HamamryBanus Rich Text, ske Bkasye Unity mrykatu
TETH PO3MITKH B TEKCTI.

Oyuxkiis Debug.Log Takok Moke BUKOPHCTOBYBATH IIi TETM PO3MITKH JUIS IMOKPAIICHHS
3BITIB TIPO MOMUJIKK 3 KOAy. Teru He BiIOOpaXkaroThCs, aje BKAa3ylOTh HA 3MIHHM CTUIIIO, SKI
MOTPiOHO 3aCTOCYBATH JIO TEKCTY.

Cucrema posmitku Tekcty B Unity Oyna ctBopeHa Ha ocHoBi HTML, omnak cyBopa
cymicHicTh 31 cranmaptHuM HTML He mepenbadaerbcs. OCHOBHA ifiesl MOJSITa€ B TOMY, IO
(dparMeHTH TEKCTy MOXKHA YKJIAIaTH B MApy TETiB, IO Y3TOJDKYIOTHCS OJUH 3 OJJHHM.

Teramu Ha3UBarOTHCS (PparMeHTH TEKCTY, YKIaAeHI B KyToBi aykku: <b>. Tekct ycepeauHi
Jy’KOK Bu3Hauae iM'st Tera (y pasi b). Ter B kiHii (pparMenTa (3aKpuBa€) Ma€ Te came im's, o i
TEr Ha MOoYaTKy (BIAKPUBAE), MPOTE B HHOMY TAKOK MICTUTHCSI CUMBOJI KOCO1 PHUCH /.

We are <b>not</b> amused
We are not amused

Tern, gxi NiATPUMYIOTHCS:

— b — BHIiIsIE TEKCT KUPHUM HIPUPTOM;

— | — BUZIUISIE TEKCT KYPCHBOM;

—  Size — BCTAHOBIIIOE PO3MIp TEKCTY BIAIMOBIIHO 0 3HAYCHHS MapameTpa, 3aJaHoro B
MKCEeNIAX;

—  color — BcTaHOBIIIOE KOJIp TEKCTY BiMOBIAHO 70 3HAYCHHS MapameTpa.

Hanpuxian:



v TextMeshPro - Text (Ul)

Text Input

Enable RTL Editor

<size=30>Some <color=yellow>RICH</color>

text</size>

Text Style

RICH

Normal

Komnonenm Image B Unity Ul BHKOPHCTOBYEThCS Ui BiJJOOpa)KCHHS KapTUHKH a0o
KOJIBOPOBOi 001acTi B iHTepdetici. Lle oaun i3 HalO1Tbm 6a30BHUX BiyanbHHX eneMeHTiB Ul, 1 Ha
1Oro OCHOB1 OyAyIOThCs OaraTo 1HIIUX €1eMEHTIB (KHOIKH, MaHel, IKOHKH).

OCHOBHI HaJAIITyBaHHS:

Source Image — Tyt BUOHpaeThCs CripaiT (HanpuKIiIaa, iKoHKa, (poH, KapTUHKA);
Color — Bu3znavae koJip abo Mpo30picTh. SIKINO € KapTHHKA, KOJIP HAKIATAE€ThCS K
¢1pTp (Tint). SAKIO KAPTUHKK HEMAE - MATIOETHCS TPOCTO MPSIMOKYTHHUK ITOTP1IOHOTO
KOJIBbOPY;

Material — mo3BosI€ MPU3HAYMTH BIACHUI MaTepian/meiep;

Image Type — Bu3Hauae, SKUM YUHOM JIOJIaHUH crpalT OyJe BiIoOpakeHO, MOXKIIUBI

BapiaHTH:

. Simple — macuiTabye Bech cripaiiT piBHOLIIHHO.

. Sliced — BHKOpHCTOBYE TMOAIT crpaiTy Ha 3X3 Tak, 1100 MaciTabyBaHHS HE
CIIOTBOPIOBAJIO KYTH, & PO3TSTHYTa OyJIa JIMIIE [[CHTPaIbHA YaCTHHA.

. Tiled — cxoxe Ha Sliced, ane 3amMicTh pO3TATyBaHHS IICHTPAIBHOT YACTHHH BOHA

MOBTOPIOETHCS  (3aMOBHIOETHCS Taiiaamu). Jlns crmpaiiTiB 6e3  Oyab-sSKux
KOPJIOHIB BECh CIPAUT Oy/Ie 3aIIOBHCHHH TaiJIaMH.

. Filled — BimoOpakae crpaiiT Tak, sk e poouts Simple, 3a BUHATKOM TOr0, 110
BiH 3aIIOBHIOE CIIPANT, TOYMHAIOYH 3 IEBHOT TOUKH y BCTAHOBJIICHOMY HAIIPSIMKY
Ta KUIBKOCTI 3aJJaHUM METOIOM.

Omuus Set Native Size, nocrymHas, korjga BeiOpan Simple wm Filled, ycranaBnuBaer
M300paKEHUIO H3HAYAIILHBIN pa3Mep CIipaiTa.

Image Type

Simple

Use Sprite Mesh

Preserve Aspect

Set Native Size

Enemenm xepysanns Button pearye Ha HaTHCKaHHS KOPUCTYBa4ya Ta BAKOPUCTOBYETHCS JJIst
iHimiroBaHHA a00 miaTBepKeHHs 1ii. CKiIagaeThes 3:

 Button

Text (TMP)

%

Po3rnsitHeMo OCHOBHI BJIACTUBOCTI KHOIIKH:

Interactable — uu npuitmMaTiMe 1eit KOMIOHEHT BXi/HI 1aHi?

Transition — B1acTUBOCTI, 1110 BU3HAYAIOTH Bi3yalbHY PEAKIliIO0 €JIEMEHTA KepyBaHHs
Ha Jii KOpUCTyBaya.

Navigation — B1acTHBOCTI, 1110 BU3HAYAIOTH MTOCIIIOBHICTh €JIEMEHTIB KEpyBaHHSI.



@ v Button

Interactable v

Transition Color Tint
Target Graphic [=1 Button (Image)
Normal Color — &
Highlighted Color — /
Pressed Color
Selected Color
Disabled Color
Color Multiplier
Fade Duration 0.1

Navigation Automatic

Visualize

On Click ()

List is Empty

Pucynoxk 6.3 — Ilpuxian komnonenTa Button

Bractuicts Transition Moske npuitMaTi Taki 3HAYCHHS:

— None — 11eif mapameTp A03BOJIsiE KHOIIL B3arajii He BIJTUBATH HA CTaH.

— Color Tint — 3miHrO€ KOJIp KHOMKY 3aJIe:KHO BijI ii cTany. Mo)kHa BUOpaTH KOJIp st
KO)KHOTO OKpPEMOT0 CTaHy. TakoXk MO)KHAa BCTAHOBUTH TPHBAJICTh MEPEXOIy MiXk
pi3HMMH cTaHamMH. YUuM Oiibllle YHMCIIO, TUM MOBUIbHILIE OyAe MEePEeXOAUTH MIK
KOJIbOpaMH.

— Sprite Swap — 103BosIsIe BitoOpaXkaTy pi3Hi CIPAWTH 3aJIEKHO BiJl MOTOYHOTO CTaHy
KHOIKU, CIIPATH MOKHA HAJIAIITOBYBAaTH.

- Animation — m03BoJis€ CTBOPIOBATH aHIMAIlif0 3aJIEXKHO BiJ cTaHy KHOMKH. Jlmst
BUKOPHUCTAHHS TMIEPEXO0Iy aHIMaIlil Ma€ iICHYBaTH KOMIIOHEHT-aHIMaTop.

BaxxnuBo nmepexoHaTHcs, Mo pyx KopeHs BuMKHeHO. [1lo0 cTBopuTr KOHTpOJEp aHiMaIlii,

HaTHUCHITh «3reHepyBaTH aHiMarlito» (abo CTBOPITh CBIM BJIACHHWI) 1 TMEpEeKOHAWTECs, IO
KOHTpOJIEp aHIMaIlii 10AaHO JO KOMIIOHEHTa-aHIMaTopa KHOIIKH.

Transition Color Tint
Target Graphic None
Normal Color Color Tint

Highlighted Color

Sprite Swap

Pressed Color . .
Animation

[Tpu Bubopi 3Hauenus Color Tint MaemMo Taki BIACTHBOCTI:

— Target Graphic — rpadika, 1110 BUKOPHUCTOBYETHCSI JJIs1 KOMIIOHEHTA B3a€MOJII.

— Normal Color — 3Bu4aiinuii KoJip eleMeHTa KepyBaHHS.

- Highlighted Color — kostip enemMenTa KepyBaHHS, KO BiH BHILICHHMA.

— Pressed Color — kouip enemMeHTa KepyBaHHs, KOJIA BiH HATUCHYTHH.

- Disabled Color — komip enemenTa KepyBaHHsI, KOJIM BiH BUMKHCHHUH.

— Color Multiplier — e MHOXXUTH KOJIIp BIiATIHKY JUIS KOKHOTO TEPEXOay Ha Horo
3HaueHHS. 3a JOMOMOrO IIbOTO BM MOXKETE CTBOPIOBATH KOJbOPH Oinbiie 1, 1mob
3poOuTH KOJIbOpH (b0 anb(a-kaHai ) Ha TpadiuHUX eIeMeHTaX, 6a30BUI KOJIp SKUX
MEHIIIHii 3a Oinuii (a00 MeHIINI 3a TOBHY alb(ha-KaHa).

- Fade Duration — yac y cekyHaax, HeOOXiHUH /151 TUTABHOTO TIEPEXOTY 3 OJHOTO CTaHy
B IHIIIUIA.

Bractusictes Navigation moxe npuiiMaTy Taki 3HaYECHHS:



— Navigation — mapameTpu HaBiramii CTOCYIOTBCSI CIIOCOOY KEpyBaHHs HaBIralli€ro
eJIEMEHTIB iHTep(deiicy KopucTyBaya B peKUMIi BiITBOPEHHS.

— None — Hagirarrisi 3a JOMOMOrOI0 KJaBiaTypu BiCyTHsS. Takoxk rapaHTye, o GOoKyc
HE TIEPEeXOIUTh Y pa3i HATUCKAHHS/HATUCKAHHS HA HHOTO.

- Horizontal — ropu3onTanbHa HaBiraiis.

—  Vertical — BepTHrKaibHa HaBiraiis.

—  Automatic — aBToMaTHyYHa HaBiraris.

— Explicit — y npomMy pexuMi BU MOXKETE SIBHO BKa3aTH, Ky/U IEPEMIIIyEThCS €JICMEHT
KepyBaHHS /sl PI3HUX KIIABIII 31 CTPIIIKAMH.

- Visualize — BuGip omniiii «Bisyaizaiis» Hajgae BisyalbHE NpPEJACTABICHHS HaBiraiii,
SKy BU HAJAIITYBAJH y BiKHI CIICHH.

Iepose mento — 1ie iHTEpEIC, IKUHA T03BOJISIE KEPYBATH T'POI0, pOOISIYM TOCTYITHUMH TaKi
GyHKII, SIK HaJNAIITyBaHHS, 3allyCcK, Hay3a abo BHXIJI 3 I'pPHU, a TaKoXX BUOIp PEXUMIB TpH,
KepyBaHHsI IEPCOHAKEM Ta 1HII1 oniii. BoHO Moke OyTH OCHOBHMM (TOJIOBHUM), KOJIU I'pa TIIbKU
3amyIieHa, abo MEHIO May3u, sIKe 3'SBJISEThCS MiJ Yac irpoBOro Mpolecy, Ho0 JaTu rpaBleBl
MOXKJIUBICTh BUOPATH, IPOIOBKUTH I'PY, 3SMIHUTH HaJallITyBaHHS a00 BUMTH.

OcHOBHI QyHKIIII:

— YCcTaHOBKM — J/103BOJISIE 3MIHIOBATM HACTPOMKM TpH, Taki SK MOBA, T'y4YHICTb,

KepyBaHHs a00 HaJlamTyBaHHS Tpadiku.

—  Bubip rpum — mo3BoJs€ po3modaTH HOBY OAMHOYHY ab0 po3paxoBaHy Ha Oararto
KOPHUCTYBaYiB Ipy, IPUETHATHCS JI0 ICHYIOUOTO cepBepa abo BUOpATH pPiBEHb.

- [Tay3a — TMMuacoBa 3ynMHKAa I'pu Ui BUKOHAHHA [1H, HE MEpepUBaIOYM IrpOBHIl
mporiec.

- [Hmm1 ommii — 3a7eXHO BiJl TPU, MOXKE BKJIFOYATH JOCTYI JO PO3AUTIB 3 CIOXKETOM,
IHBEHTapeM IMepcoHaXka, MICIIMU 200 1HIIUMH MOKJIMBOCTSIMH.

Buau irpoBux mMeH1o:

— ['onmoBHE MeHIO — BiTOOpaXkaeThCsI 1111 Yac 3ayCKy I'PH Ta MICTHTh OCHOBHI OTIIIi, TaKi
K [TOYaTOK I'pH, HAJIAIITYBAHHS, BUX1]] TOILO.

— MeHio may3u — 3'BISIETBCS IMiJI Yac TPH 1 JO3BOJISAE€ MOCTAaBUTH ii Ha Tay3y, 1100
3MIHUTH HaJAIITyBaHH:, 30eperTu rpy abo BUNTH.

— BHyTpimHbOIrpOBE MEHIO — MOXE BifoOpakatucs Oe3mocepeHhO B IrPOBOMY
MPOCTOPi Ta MICTUTH criendivny iHPOopMalliro a00 KOMaHH1, HAITPUKJIad MEHIO KapTH
a00 IHBEHTapIO.

Ji11 CTBOPEHHS TOJIOBHOI'O MEHIO I'PU CTBOPUMO HOBY CIIEHY B ITPOEKTI.

Honaiimo Ha cueny Canvas (ITonotno). [TomoTHO — 11€ irpoBHit 00'€KT 3 JOJAHUM JI0 HHOTO

komnoHeHToM Canvas. Bei enementn Ul moBunHI OyTH H0o4ipHiME IIbOMY Canvas.

) Canvas
D Panel

& EventSystem

B none Render Mode 06’ekty Canvas BctaHoBIIIOEMO 3HaueHHst Screen Space — Overlay.
Le#t pexxum BigoOpa)keHHS MOMIIIAe eIeMeHTH iHTepdelicy Ha ekpaH MOBEpX CleHHU. SIKIo
3MIHIOETBCSI PO3MIp €KpaHa abo0 HOro po3auIbHAa 3JIATHICTh, MOJIOTHO aBTOMATUYHO IPHIIME
NOTPiOHUI pPO3MIp pa3oM 13 HUM.

3a 3amoBuaHHsIM B kommoneHTi Canvas Scaler B moii Ul Scale Mode ctoith 3HaueHHs
Constant Pixel Size. SIkio 3MiHHTBCSI pO3Mip €KpaHa, TO BCi €IEMEHTH 110 BX01ATh B Canvas He
3MIHSTB CBOTO po3Mipy. 3aMiHuMO 11e 3Ha4YeHHs Ha Scale with Screen Size.



7 v Canvas Scaler @
Ul Scale Mode Scale With Screenv

Constant Pixel Size

Y@:le ~ Scale With Screen Size

Screen Constant Physical Size

Honaiimo B Canvas kommoneHT Panel. Panel me npsmokyTtHmii koHTelHep i3 Image.
Hassemo #ioro MainMenu. Hanamityemo po3mip KOMIIOHEHTH, 3p0OMMO HOro HE Ha BECh €KpaH.
B kommonent Image B mosie Source image 101aeMo KapTUHKY (QOHY.

Pucynoxk 6.4 — Ilpuknag goHy roroBHOTO MEHIO

3minumMo mpuB’sa3ky manen MainMenu sigrocHo Canvas. IlepetsrHemMo maHens OmKYe 10
npaBoi Mmexi Canvas ta subepemo Anchor Presets B 3nauenns middle-right.

Anchor Presets
Shift: Also set pivot  Alt: Also set position

left  center _right stretch

CrBoproemo fovipHiM 06’ektom mo manemi MainMenu kommonent Button. KommoneHT
Button cknanaetscs 3 komnoHeHTa Image ta Text. Jlonaemo no kommnoneHnTa Image 300pakeHHs
JUIS TIPEJICTaBJICHHS KHOIMKU, B KOMIOHEHTY Text — 3amuiemo TekcT Start Ta 3MIHUMO KOJIIp
TEKCTY Ta 3poOMMO 1HIII HANATYHKH. 3MiHUMO Ha3By kHonku B Canvas Ha StartButton.

Pucynoxk 6.5 — Ilpukiiag KHONIKY B TOJIOBHOMY MEHIO

[1{06 rosoBHE BUIIISIANIO IIKaBIlIe JOAAWMO aHIMallil0 IPU HaBEACHH1 Kypcopy Ha KHOIKY.



[Tone Transition — 11e mepexo/Iu Ui BiATBOPEHHS KHOIKH B PI3HUX CTaHax. MO)Ke MaTu TpH
BapianTu: Color Tint, Sprite Swap Ta Animation. 3a 3aMoBUaHHsSM B KOMIIOHEeHTI Button B momi
Trasition croite 3nauenns Color Tint. Color Tint, 11e Koy BUOMPAEMO OJIH CIIPAKT JUTS KHOIIKH,
aJie 3MIHIOEMO JIHIIE KOJIbopH. ToOTO KOMipHUIA Mepexii Mae KOKeH cTaH. Mo)KHa HaJlalTyBaTH
KOJIbOPH JUTSI HOPMAJILHOTO CTaHy, IPU HAaBEJCHHI Kypcopy, IPU HAaTUCKaHHI, JUIs BUAUICHHS Ta
ISl HEAKTUBHOT'O CTaHy y BIIIOBIJHUX MOJISX. 3aMIHMMO 11 3HaueHHs Ha Animation. 3HaueHHs
Animation 103B0JIsI€ CTBOPUTH IIOBHOLIHHII KOHTPOJIEP aHiIMaIlii Ta BCTAHOBUTH OKpEMi aHIMaIlii
JUTS PI3HUX CTaHIB.

@ v Button

Interactable v
Transition Animation
Normal Trigger None

Highlighted Trigge Cller T

Pressed Trigger Sprite Swap

Selected Trigger

+  Animation
Disabled Trigger =

[Ipu 3naueHHs Animation HaTHckaeMo KHOMKY Auto Generate Animation Ta 30epiraemMo
(aiin arimariii 70 HOBO1 manku Animations. SIKIIO0 HATUCHYTHI HAa CTBOPEHUIN KOHTPOJUIEP, BIH
BiJIKpHETHCS y BikHI Animator.

Any State
Highlighted
Pressed
Selected

Disabled

PucyHnok 6.6 — IIpukian aHiMariifHoro KouTposepa y Bikai Animator

JlomaiiMoO  aHIMaIlil0O I Yac HaBEJCHHS Ha KHONKY MHMIIKOW. Hexail Ttpoxwu
[MOXUTYBAaTUMETHCS. BUIIIEMO KHONIKY Ta BiAKpUBaEMO BikonIle adimarii Window — Animation
— Animation.

Oo6upaemo Highlighted, Hatuckaemo knonky Add Property Ta o6upaemo Rect Transform —
Rotation.
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PoscraBnsiemo 5 keyframes, 3a wacom 0:00, 0:15, 0:30, 0:45, 1:00. Ha gac 0:00, 0:30 Ta 1:00
3anumaeMo Rotation.x, Rotation.y, Rotation.z piBaumu Hymto, a Ha gac 0:15 Hanumiemo Rotation.z
= 2, "Ha gac 0:45 manumremo Rotation.z = -2.

Preview @ Ha4 14 > Pl M
Highlighted o

<+ StartButton : Rotation

Takox MO’KHA JIOAATH aHIMAIIIIO HA KOJIp TeKCTY. B KHOMIII BCTAaHOBIIIOEMO KOJIip Ha TEKCT,
a y BiKHI aHiMaii Oy/ieMo HOoro 3MiHIOBaTH:

Preview @ K« 14 b Dl
Highlighted
Text (TMP) : Font Color
0.55728
0.26213

0.56132
1

0 HAaBCJACHHA Ha KHOIIKY MHIIIKOIO

IiCJIA HaBeACHHS

3pobumo 2 Korii KHOMKH, 10 BUMIIJIA Ta PO3CTaBUMO IO BEPTUKAJI HA MaHesi. 3MIHIMO
TEKCT Ha KHOMKax. B pe3ynpTari oTpuMaemMo:

Options v

{ iR

Pucynok 6.7 — IIpukiaj mo4aTKoBOro BapiaHTa TOJIOBHOI'O MEHIO

Omxe MaeMo Tpu KHONKH: Start — mpy HaTUCKaHHI SIKO1 MOBUHHA MOYMHATHUCS Tpa, Options
— IPU HATUCKAHHI SKOi MOBUHHA 3 SBISTUCS J0JATKOBE MEHIO JUIsl HajamTyBaHp Ta EXit — mis
BUXOJIy 3 IPOTpaMHu.

CTBOpUMO JT0JJaTKOBE MEHIO I HaJlalITyBaHb. B Hamiif Bepcii BOHO Oyjae MaTH TUTbKU
onny kHomky Back. [lns mporo Buninmsemo emement MainMenu B iepapxii Ta poOuMo #oro



nyOmikar. 3miHIOeMO iM’si myOriikata Ha OptionsMenu. J[is 3py4HOCTI THMYacoBO 3pOOHMO
enemeHT MainMenu He aKTHBHHM.

O Inspector a8

MainMenu Static ~

- Tag Untagget Layer Ul v

Sxmo B iepapxii po3kputu enemeHT OptionsMenu, TO BIH Ma€ y MANOPSIKYBaHHI TPH
KHOIIKU. Bumanumo nepiri i, a B OCTaHHIN KHOMIII 3MiHMMO TekcT Ha Back:

@ Canvas

0 OptionsMenu
@ BackButton
0 EventSystem

OTxe, T0IaTKOBE MEHIO JUIsl HAaJaITyBaHb TOTOBO. HeoOXimHo nomat GyHKIIOHATBHICTh
OCKIJIbKH IPU HATUCKaHHI KHOIIOK HIYOTO HE BiOyBa€ThCA.

JlomgaiiMmo (yHKIIOHAA NMpH HaTHCKaHHI KHOmKKM Back, a came emement OptionsMenu
[IOBHHEH CTAaTH HE aKTUBHHM, a eiaeMeHT MainMenu aktuBaum. [l 1bOro BHOEpITH i3
kommonerTa Button posain «On Click()» i HaTucHITH Ha TUTIOC.

On Click () On Click ()

Runtime =
None (0 ®

Listis Empty

VY HuxHe BIKHO mnepeTsiryeMo o0’ekt OptionsMenu, ToJi cmpaBa B IMOJII BIIKPHIOTHCA
noctymnHi QyHKii Hax M 06’ ektom. Obupaemo GameObject — SetActive(bool)



On Click ()

Runtime v GameObject.SetActive

No Function

bool isStatic GameObject >
int layer RectTransform >
string name CanvasRenderer >
string tag Image >

BroadcastMessage (string)

SendMessage (string)

SendMessageUpwards (string)
v SetActive (bool) Component

Psmom 3 monem 3 06’ektom OptionsMenu cTBOPHUTBCS Tparopelib. SIKIo oopaT mpamoperb, TO
BIKHO Oy/ie aKTHBHO (BHANMO), SIKIIO Hi — He akTuBHO. {1151 06’ exta OptionsMenu mpanopens He
obupaemo.

B posaini «On Click()» MoxHa cTBOproBaTH JeKiIbKa /il o7pa3y. B HamoMy BUNIaIKy HaM
MOTPiOHO e O/HA Mis AJs Moka3y BikHa MainMenu. 3poOuMo 110 Jif0 aHAJIOTIYHO MOTEPII.
Toni B posaim «On Click()» 6yaemo MaTi HacTyIHE:

On Click ()

Runtime Only GameObject.SetActive

&3 OptionsMenu

Runtime Only GameObject.SetActive
& MainMenu v

[ToBepTaemock 10 TonoBHOTO BikHa MainMenu. Buninsemo enement OptionsMenu B
iepapxii Ta pobuMO ioro He akTHBHMM. Buminsemo enement MainMenu B iepapxii Ta pooumo
rioro aktTuBHUM. [Ipormmemo cxoxi aii ays kHonku OptionsButton.

On Click ()

Runtime Only + GameObject.SetActive
@ MainMenu @

Runtime Only + GameObject.SetActive
@ OptionsMenu ® v

SIKII0 3amyCTUTH MPOEKT, MPU HATUCKaHHI KHOMKK Options 3’sIBUTHCS 10JIATKOBE MEHIO 3
OJIHI€I0 KHOTKOI0 Back mpu HaTHCKaHHI Ha Ky, TOBEPTAETHCS TOJIOBHE MEHIO.

3anumiaeTbes aonaTH (YHKIIOHANBHICTE 10 KHOMKU Start. CTBOPUMO HOBUH CKpHIIT,
Hanpukian UlStartButton, skuit Mae TiTbKM OJTUH METOI:

using UnityEngine;
using UnityEngine.SceneManagement;

v public class UIStartButton : MonoBehaviour

{
v public void StartGame()
{
SceneManager.LoadScene("Scenel");
}



B meron LoadScene HeoOxiaHO niepeaTi Ha3By CIEHU 3 TPOIO.

Honiimo et ckpunt 1o kHonku Start. [Tepexoaumo B po3ain posaini «On Click()» kHonku
Start. ¥ HmKHE BIKHO NEpETATyeEMO KHOINKY Start TOMy IIO 10 Hei NPUKPEIUICH CKPHIT 3
HeoOximHoIO0 QyHKIiE0. B mone ¢ynkmiit ooupaemo UlStartButton — StartGame().

On Click ()

Runtime Only ~ UlStartButton.StartGame

StartButton (L @

Temep mpu HATHCKaHHI Ha KHOMKY Start mporpama mepeiie Ta 3amyCTUTh CIEHY, SKY
nponucanu B pynkiii LoadScene().

2. 3aB1aHHA 10 NPAKTHYHOI podoTH 6
CTBOpITH ClEHY Ta pO3pOOUTH TOJOBHE MEHIO IPOrpaMy 3 MOMKJIHMBICTIO MEPEXOAy [0
JI0JJaTKOBOT'O MEHIO Ta 1HIIOI cieHu. [lonaiiTe aHiMaliio 10 KHOMOK FOJIOBHOI'O MEHIO.



Tema 7. Ul Bikno inBeHTapsi. 30BHillIHiI BUIVIAA BikHA
IIpakTnuna podora /. Ul BikHo iHBeHTapsi. 30BHILIHII BUIJIsI BikHa

Merta po6oTH: TO3HAMOMHUTHCS 31 CTBOPEHHSAM BiKHA iHBEHTaps B irpax, 3 KOMIIOHEHTOM
Grid Layout Group, 3 inTepdeiicamu IDragHandler, IEndDragHandler ta meromu OnDrag,
OnEndDrag. HaBuntucst cTBOproBaTH BikHA iHBEHTaps B irpax.

1. TeopeTnunuii marepiaJ

Ineenmap — e CIUIMBaO4Ye MEHIO, SIKE TPaBellb BAKOPUCTOBYE JUIsl KEPYBaHHS IIPEIMETaMHU,
SIK1 BIH Ma€ mpH co0i.

BikHO iHBeHTaps B irpax — e eKpaH, SIKHi MMOKa3ye MpPeAMETH, II0 iX Mae MEepCOHaX,
PO3AUIAIOUM 1X Ha T€, 110 BIH HOCHUTb, 1 T€, 1110 30epirae B PrOK3aKy.

4/50 7/50 5/100 20/20
- 4l

1/20 29/: 19/50

27/50 20/50

WL & VAN

{
9/999 1/100 8/50 6/50 1/20 4/20 1/50

Pucynok 7.1 — [Ipukinaz BikHa iHBEHTaps B irpax

Jl1st CTBOpEHHSI BIKHA IHBEHTaps TPYU CTBOPUMO Ha ClieHi rpu HoBui Canvas.

Honaiimo Ha cuieny Canvas (ITonotno). [TooTHO — 11€ irpoBHit 00'€KT 3 JOJAHUM JI0 HHOTO
koMmroHeHToM Canvas. Bci enemenTn BikHa iHBEHTaps MMOBUHHI OyTH J0YipHIMU 1IboMy Canvas.
Honaiitmo B Canvas komnoneHt Panel.

(@ Canvas
@ Panel

@ EventSystem

B none Render Mode 06’ekty Canvas BctaHoBIIOEMO 3HaueHHst Screen Space — Overlay.
Le#t pexum BimoOpa’keHHs NOMIIIA€ €IeMEHTH iHTepdelcy Ha ekpaH HoBepX cleHH. Skiio
3MIHIOETBCSI PO3MIp €KpaHa abo Horo po3auibHa 3JaTHICTh, MOJIOTHO aBTOMATUYHO IpHiiMe
NOTPiOHUI pPO3MIp pa3oM 13 HUM.

3a 3amoBuaHHIM B kommoneHTi Canvas Scaler B moii Ul Scale Mode ctoith 3HaueHHs
Constant Pixel Size. SIkiio 3MiHHTBCSI pO3Mip €KpaHa, TO BCi €IEMEHTH 110 BX01ATh B Canvas He
3MIHSTH CBOTO pO3Mipy. 3aMiHMMO Iie 3HaYeHHs Ha Scale with Screen Size.



7 v Canvas Scaler e
Ul Scale Mode Scale With Screenv

Constant Pixel Size

Y@:le ~ Scale With Screen Size

Screen Constant Physical Size

Panel me mnpsMokyTHuii KoHTeiiHep i3 Image. Hassemo iioro InventiryWindow.
Hanamryemo po3mip KOMIIOHEHTH, 3p0OUMO Horo He Ha Bech ekpaH. B kommoneHT Image B momne
Source image momaeMo KapTHHKY (hOHY.

Ta
hd

Pucynok 7.2 — Ilpukinajn ¢poHy BikHA iHBEHTapS

CtBoproemo aodipHiM 00’ ekTom 10 maneni InventiryWindow kommnonent Panel Ta HazBeMo
rioro ContentView. Came 1110 1anesns OyeMo po30uBaT Ha OCEPEIKHU, B IKMX OyIeMO MOKa3yBaTh
KapTUHKHU 00’ €KTIB siKi migiOpanu y rpi. B kommonenTi Image 3minuMo kodip GpoHy Ta 3poOumMo
HAOro 4aCTKOBO MPO30PHUM.

& v Image

Source Image *|Background
Color

Material None (Material)
Raycast Target

Raycast Padding

Homaiimo mo maneni ContentView kommonent Grid Layout Group.



Grid Layout Group B Unity — 11¢ KOMIIOHEHT, SIKHii BAKOPUCTOBY€ETHCS JJIsi aBTOMATHYHOTO
PO3MIILIEHHS AOYipHIX KOMIIOHEHTIB B PIBHOMIPHY MEpEXY, J€ BCl KIITHUHKH MAlOTh OJHAKOBHMA
po3mip. Po3Mmip Ta MDKKITITUHKOBA Pi3HUIST KOHTPOIIOIOTECS komnoneHToM Grid Layout Group
CaMOCTIHHO, a JO4ipHi KOMIOHEHTH HE BIUIMBAIOTh HA iXHI PO3MIpH.

ss/ v Grid Layout Group

Padding
Left
Right
Top
Bottom

Cell Size X 48 Y 48

Spacing X 4 Y 4

Start Corner Upper Left

Start Axis

Child Alignment

Horizontal
Upper Left

Constraint Flexible

CtBoproemo nouipHiM 00’ektoM n0 maneni ContentView xommoneHT Image Ta Ha3BeMo
tioro Cell.

D ContentView

& Cell

&2 EventSystem

Source Image [*]Background

Color I

Y EICHE] None (Material)

(O]

Raycast Target v

Raycast Padding

Maskable v

Image Type Sliced
Fill Center v
Pixels Per Unit Mul 1

[Tin6epemo 3nauenns Padding, Cell Size Ta Spacing B komnonenTi Grid Layout Group, mo6
B MaHeN PIBHOMIPHO PO3MICTHIIOCH IiJIe 3HAYEHHs ocepenkiB. J[Jis 1IbOoro THMYacoBO CTBOPITh
nekinpka 00’extiB Cell.

Q) Canvas
& InventiryWindow
P ContentView
@ Cell

& Cell (1)

@ Cell (2)

@ Cell (3)

Q@ Cell (4)

Q Cell (5)

& Cell (6)

=] v Image
ss| v Grid Layout Group

Padding
Left

D EventSystem

Y 48

Yl 4
Upper Left
Horizontal
Upper Left
Flexible

VY nonpansiomy g0 Cell 6yaemo gomaBatu KapTHHKY TPEAMETY, TOMY JA0AAHMO 10 00’ €KTY
Cell xommonent Grid Layout Group st Haiikpaioro po3mitieHHs KapTuHki. B kommonenti Grid
Layout Group 3po6uMo Taki HaJIalITyBaHHS:



=s v Grid Layout Group

Padding
Left
Right
Top
Bottom
Cell Size 48
Spacing X 0
Start Corner Upper Left
Start Axis Horizontal
Child Alignment Middle Center
Constraint Fixed Row Count
Constraint Count 1

Takox mepeBipumo, 1100 Bo BiactuBocTi Constraint npu Bubopi 3nauenns Fixed Column
Count Oyno 3raueHHs 1.

Constraint Fixed Column Count
Constraint Count 1

JI1st HamaHHS MOXIJIMBOCTI KOPUCTYBAUeB1 3aKPUTH BIKHO 1HBEHTAPS, CTBOPIOEMO JTOUIPHIM
06’extom gm0 manem InventiryWindow kommonent Button. Kommonent Button ckmamaetses 3
kommoHeHnTa Image ta Text. Jlomaemo B komnoreHTy Text TekcT «X» Ta 3MIHUMO KOJIIp TEKCTY Ta
3p0oOMMO 1HIIN HATAMTYHKH. 3MiHUMO Ha3By kHOnkH B Canvas Ha ButtonClose.

Pucynok 7.3 — [Ipukiag KHOIKH 3aKPUTTS BiKHA IHBEHTAPIO

Honaiimo  dyHkiionan mnpu HaTucKaHHI kHonku ButtonClose, a came eneMeHT
InventiryWindow noBuneH ctati He akTHBHUM. [yt mporo BHOEpiTh i3 KOMIOHeHTa Button
posmin «On Click()» i HaTUCHITB HA TUTIOC.

On Click () On Click ()

Runtime Only v GameObject.SetActive

Listis Empty

@ InventiryWi ©

V HmwkHe BikHO nepersiryemo o0’ext InventiryWindow, tozi cripaBa B O BiIKPHIOTHCS
noctymHi GyHKIIT Haj 1M 00’ ektoM. O6upaemo GameObject — SetActive(bool). Psgom 3 monem
3 00’extom InventiryWindow ctBoputscs npamnopeiib. SKiio ooparti mpamnopeib, To BiKHO Oye



aKTHBHO (BUAMMO), SIKIIO HI — He akTuBHO. s 00’exta InventiryWindow mpamopeis He
obupaemo.

SIKIIO 3amyCTHTH MPOEKT, IPY HATUCKAHHI KHOIKHU «X)» BIKHO 1IHBEHTapIO 3aKPUETHCS.

3anuiaerbes A0AaTH GYHKIIOHATBHICTh. CTBOPUMO HOBI CKPHUIITH.

CrBoproemo ckpunt Cell ta nomaemo #oro sik komrnoneHT 10 00’ekty Cell. Temep 06’exr
Cell He motpiben Ha ciieHi, TOX 3poOduMo 3 HbOro npedad Ta Bupaumo 3i ciieid. CTBOPUMO B
Assets manky Resources. Tyt Oymyth 30epiratucs prefabs, Tux 00'ekriB, siki HeoOXximHO Oyme
CTBOPIOBATH JUHAMIYHA, TOOTO B MPOLEC] TPH.

@ Canvas
@ InventiryWindow

@ ContentView
@ ButtonClose

CrBoproemo ckpunt Inventory Ta pgomaemMo #oro SK KOMIIOHEHT JO 00 €KTy
InventiryWindow. Jlns ctBopeHHs HeoOximaHOI KibKoCTi ocepenkiB y ContentView cTBOpHUMO
nosie capacity Ta moje view ans mocwianHs Ha ContentView. Macup content 30epiratume
CTBOPEH1 OCEPENIKH.

[SerializeField]
private int capacity;

[SerializeField]
private Transform view;

public static Cell[] content;

CTBOpPUMO OCEpEeAKH Ta 3alI0OBHUMO MacuB content:

void Awake()
{

content = new Cell[capacity];
CreateCells();

void CreateCells()

{
for (int i = @; i < capacity; i++)
{
GameObject cell = Instantiate(Resources.lLoad<GameObject>("Cell"));
cell.transform.SetParent(view);
cell.transform.localScale = Vector2.one;
cell.name = string.Format("Cell [{©}]", i);
content[i] = cell.GetComponent<Cell>();
}
}

B |nSpeCt0r 3aIIOBHKOEMO ITOJII IEBHUMHU 3HAYCHHAMU, HAIIPHUKJIIAA, CTBOPUMO 14 OCGpG,[[KiBZ



B Inventory (Script)

Capacity 14

View «t ContentView (Rect Transform) ®©

SIKIIO 3amyCTHTH TPy, MAEMO BIKHO iHBEHTaps 3 14 MyCTHMHU OcepeaKaMu:

2. 3aB/1aHHA 10 IPAKTUYHOI podoTH 7
CTBOpUTH HOBUI MPOEKT Ta crieHy. CTBOPUTH BIKHO 1HBEHTapS.



Tema 8. Ul BikHo inBeHTaps. 30epiranas npeameris
IIpakTuuna podora 8. Ul Bikno inBeHTaps. 30epiranus npeameris

Meta podoTu: MO3HAMOMHUTHCS 31 BIKHOM IHBEHTapsi B irpax, Ta crnocobom 30epiraHus
00’€eKkTiB y HbOMY. HaBumMTHCS CTBOPIOBATH BiKHA IHBEHTaps B irpax.

1. TeopeTnuHuii marepiaJ

VY momnepenniii Jekiii OyJo CTBOPEHO BIKHO IHBEHTaps 3 JOJABAHHSM ITyCTHUX OCEPEIIKiB.
JlogaliMO MOXIIMBICTH TOKa3yBaTH B ocepenkax 300pakeHHs mpeameriB. Hexaii maemo Taki
300paKeHHS:

1>

CtBopuMo B Assets manky Sprites Ta 10AaiMo 111 300paxeHHs A0 1€l manku. Buginuts B
3aknanaii Project mepre 300pakenHs ta B manem Inspector B mose Texture Type BuOpatu
3naueHHs Sprite (2D and Ul) ta 36epertu 3minu. Tun Sprite (2D and Ul) popmarye pecypc Takum
YUHOM, 11100 HOT0o MOKHa OyJI0 BUKOPUCTOBYBATH B 3D-/10/1aTKax SIK CIIPAMT.

CrBopumo B maneni ContentView tTumuacoBuii 00’ ekt tumy Image. Ha manemi Inspector B
koMmIoHeHTe Image B moste Source Image nepersaryemo, HalIpuKiIaIL, epiie 300paKeHHs 3 MaKu
Sprites. CtBopumMo ckpunt ltem Ta npuegHyeMo HOro 10 CTBOPEHOTo 300paxkeHHs Tuily lmage.
30epexeMo 00'ekT, 1m0 BUHIIOB, K mpedad, Hanpukiaan, B mammi Resources. Ilepeiimenyemo,
Hanpukian, B Poison01.

B mammi Resources ctBopumo mie aBi komii mpedaba Poison01, nazsemo ix Poison02 Tta
Poison03. B xommonenTi Image B mose Source Image mis HoBux npedabiB BCTAHOBUMO iHIII
KapTUHKU.

B ckpunTe Item cTBOpuMO Taki moJis Ta iX iHiIIai3aIio:

[HideInInspector]
public Cell cell;
private Transform canvas;

void Start()

{
cell = GetComponentInParent<Cell>();
canvas = GameObject.Find("Canvas").transform;

Heo0OxiaHo 10AaTH MOXKIIMBICTD KOPUCTYBAUEB1 MEPETITYBATH KAPTUHKH Y BIKHI IHBEHTaPs
Mik ocepeakamu. [y mporo 3pobumo kiac Item, mo peamisye nsa intepdeiicu IDragHandler,
IEndDragHandler Ta peanizyemo nBa meroau: OnDrag Ta OnEndDrag.

public class Item : MonoBehaviour, IDragHandler, IEndDragHandler

public void OnDrag(PointerEventData eventData)

{

transform.SetParent(canvas);
transform.position = eventData.position;



public void OnEndDrag(PointerEventData eventData)

{
float distance = float.MaxValue;

Cell newCell = cell;

for (int i = @; i < Inventory.content.lLength; i++)

{

float temp = Vector2.Distance(transform.position, Inventory.content[i].transform.position);

if (temp < distance)

{

if (Inventory.content[i].transform.childCount > @)
continue;

distance = temp;
newCell = Inventory.content[i];

}

cell = newCell;

transform.SetParent(cell.transform);
transform.position = cell.transform.position;
transform.localScale = Vector2.one;

Meromu OnDrag Ta OnEndDrag peani3zytoTs nepemimieHHs KapTHHOK 10 ocepenkam. ko
JUTsI KApTUHKYU BKa3aTH HE KOHKPETHUH OCEPEIOK, TO IporpamMa 3Hai1e HauOIKIuid He 3aiHATHN
Ta nepeHece KapTUHKY JI0 HbOTO.

eJol | | 1|
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Pucynok 8.1 — IIpuxnaz BUriIsy BikHa IHBEHTApIO MPU MEpEeMilIeHHI KapTUHOK

JlogaiiMo 10 CLIEHM IUIOIIMHY Ta NEePCOHAX 31 CKPUIITOM, SIKUH Kepye HOro nepeMileHHsIM.

CTBOpUMO Ha CLIeH] AeKiJIbKa 00’ €KTIB IKUX EpCOHaX Oyze niaduparu Ta 30epiraTu y BikHi
iHBeHTaps. s mpocTOTH Bi3bMEMO B SKOCTI Takux 00’ekTiB cdepu. CTBOPUMO CKpUOT
ItemObejct ta npuennaemo 10 chep.



Posrimsaemo crpykrypy ckpunty ltemObejct.
CtBOpuMO TI0JI€ JUTsl 30€piranHsi KapTHUHKY 3 npedadiB, sika JOJAETHCS 0 BIKHA IHBEHTAPIO
y BUIAJIKY MiIOUPaHHS 00’ €KTY TIEPCOHAXKEM.

public GameObject item;

B ckpunTi Inventory cTBOpUTH METOJ, IKU 10/1a€ KAPTUHKY 710 1HBEHTAPIO:

public static bool AddItem(GameObject item)

{
for (int i = @; 1 < content.Length; i++)
{
if (content[i].transform.childCount == @)
{
GameObject newItem = Instantiate(item);
newItem.transform.SetParent(content[i].transform);
newItem.transform.localScale = Vector3.one;
newItem.transform.localPosition = Vector3.zero;
newItem.transform.position = newItem.transform.parent.position;
newItem.GetComponent<Item>().cell = content[i];
return true;
}
}
return false;
}

Meton Addltem nonyuae Ha BXOAi 00’ €KT KWW HEOOXITHO JoAaTH. B MeTo/l mIykaeThest
MyCTUI OCePeIOK Y BiKHI IHBEHTAPIO Ta KOJH TaKHii 3HAXOAUTHCS 10 HHOTO JJOJAEThCS KapTUHKA.
B ckpunrti ItemObejct ctBopuMo MeTon sikuii Bu3uBae merox Addltem:



void Update()

{
CheckPickUp();
}
void CheckPickuUp()
{
if (Vector3.Distance(transform.position, MoveHelper.player.position) < 1.6F)
{
//Debug.Log("Near");
if (Inventory.AddItem(item))
{
Destroy(gameObject);
}
}
}

MoveHelper — 1ie ckpunT sikuit HaBilaHUI Ha MEPCOHAXa 1 B KoMy TioJie player 30epirae
MTOCHJIAHHS Ha TIEPCOHAX Ha CIIEHI.

Konu nepconax migbepe 00’€KT Ha ClLEHI, O IHBEHTaps AoAaeTbes npedad KapTUHKHU
3ape3epBOBaHUI 3a IMM 00’ €KTOM. Y MOoJanbIIoMy 00’ €KT Ha CLieHI TPUOUPAETHCS.

2. 3aBaHHd 10 NPAKTHYHOI podoTH 8

B npoexTi, 1110 cTBOpHIIM HA TIOTIEPEIHIN TPAKTUYHINA POOOTI, CTBOPUTH Ha CIICHI MEPCOHAK
Ta CKPUNT JUIS HOro pyXy, 00’€KTH, SKI MOXKE MiIIOpaTH MEPCOHAK Ta HANUCATH CKPHUIITH IS
MOMIIIEHHS iX JI0 BiIKHA IHBEHTApIO.



Tema 9. Ul lonaTkosi irposi BikHa
IpakTununa po6ota 9. UL Jlonarkogi irpoBi Bikna

Merta podoru: noznaiomutucss 3 HUD B irpax. HaBuutncs crBoproBatt HUD B irpax,
30epiratu iHpOPMAILiIO PO KIJIBKICTh 040K ab0 rpoIle, siki Ma€ KOPUCTYBa4, CTBOPIOBATH BiKHA
MepeMOrH.

1. TeopeTnunuii marepiaJ

Irpy — me 3axoruiroroue 3aHATTS, SIKE JAONOMAarae HaMm BiBOJIKTHCS BiJ pPeajbHOCTI Ta
MOPUHYTH Yy CBIT (paHTa3ii Ta mpuroxa. Alle KOJM MH 3allyCKaeEMO TIpy Ha KOMITIOTEpi abo
MOOUTBHOMY TpPUCTPOi, BUHHKAE O€3Ji4 pPI3HUX IrPOBHX BIKOH, SIKI MOXYTh IUTyTaTH abo
BUKJIMKATH NMUTaHHS. PO3risiHEMO K Ha3UBarOTHCS IrPOB1 BIKHA 1 HABIIIO BOHU IPU3HAYEHI.

Ha3Bu irpoBuX BIKOH MOXYTb BIJIPI3HATUCS B PI3HUX Irpax, aje B OCHOBHOMY BOHH
BUKOHYIOTh OJIHI ¥ Ti cami (yHKII — 3a0e3MeuyroTh Kpairy irpoBy IaTdopMmy, 3py4UHICTh
KEepyBaHHs Ta HaBiraili, a TaKOX JOTIOMararoTh B3aEMOJISTH 3 IPABISIMU 110 BCcboMy cBiTY. Kpim
OCHOBHHX BIKOH, B Irpax € JJ0JIaTKOB1 BIKHA, K1 HAJAIOTh JOJATKOBI MOKJIMBOCTI Ta 1H(GOPMAIIIIO
JUTsi OUTBII TIOBHOTO Ta I[IKaBOT'O IrPOBOTO MPOIIECY.

OcHOBHI IrpoBi BiKHa:

— ['on0BHE BIKHO I'pH — 11€ TOJIOBHE BIKHO I'PH, B IKOMY B1100pa’kaeThCsl BECh IrpOBUil
nporiec. TyT BU KepyeTe CBOIM MepcoHakeM abo 00'€KTOM, B3a€EMOMIETE 3 1HIIUMH
IPaBISIMU Ta BUKOHY€ETE PI3HOMAHITHI ITPOBI 3aBJIaHHS.

— BikHO HanamtyBaHb — TYT MOXKHA HaJlalITyBaTH rpadiky rpu, yrnpaBiiHHS, 3BYKOBI
edeKTHu Ta 1HIII MapaMeTpH, 1100 IIaBHO 1 KOM(POPTHO I'paTH.

— [HBeHTapHE BIKHO — Yy IIbOMY BIKHI BH MOXXETE MEpErjsgaTH Ta KEepyBaTH CBOIM
IHBeHTapeM, TOOTO HaOOpPOM TPEIMETIB Ta PecypciB, sKi BU 3i0panu y rpi. TyT BH
MOXeTe BUOpaTH MOTPiOHI pedl Jyisi BAKOPUCTAHHS YH MPOJAKY.

- BikHO 3aBmaHp — SKIO y Tpl mepemdadeHi 3aBHaHHA a00 KBECTH, TO BOHH
B1I00paKAIOTHCS y CHCIIaTbHOMY BiKHI, JIe¢ BU MOKETE TT0OAYUTH TOTOYHI 3aBJIaHHS,
X omuc Ta Mporpec BUKOHAHHS.

— Yat — OaraTo OHJIAH-IrOp MalOTh YaT, B IKOMY BH MOXXETE CIIJIKYBAaTHCS 3 1HITUMHU
IPaBISIMM, CTABUTH NMUTAHHS, Y3TOPKYBAaTH CTPATETIIO 1 MPOCTO HACOJIOMKYBATHCS
CIIJIKYBaHHSM.

JlonatkoBi irpoBi BikHa:

— BikHO MarasuHy — SIKII0 rpa Ma€ BHYTPIIIHBOITPOBY BaJIIOTy 00 Mara3uH, BU MOXKETE
BIIKPHTH CIIeIiaibHE BIKHO, J€ MO)XKHA NpHUI0aTH NPEIMETH, IOJIMIICHHS a0o
JOJJATKOBUI KOHTEHT.

— BikHO KapTu — Jnesiki irpu HAJAlOTh KapTy IrPOBOTO CBITY, B SIKIH BH MOXETe
MEePETJIAIaTH CBOE CTAHOBHIIE, MOXKJIMBOCTI TIEPEMIIIICHHS Ta IIKaB1 MiCIIS.

— BikHO AOCATHEHb — TYT BiJOOpa)KalOThCS BC1 BaXKIMB1 JOCATHEHHS Ta HAaropoJu, sKi
BU 3/100y1H y Tpi, 1100 BU MOTJIHM [TOXBAJIUTHUCS CBOIMHU yCIiXaMH.

— BikHo mifepiB — y pekUMax rpy 3MaraHHs MOKHa MEeperyisHyTH TaOJIULIo JiAepiB, 1e
B1I00pa)Ka€eThCsl PEUTHHT TPABIIIB Ta iX JOCSATHEHHS.

— BikHO [0BigKK — AKIIO y TPl BUHUKIU TPYAHOII a00 MUTaHHS, BU MOXKETE BIIKPUTH
BIKHO JIOBIJKH, JI¢ 3HaWJeTe BIANOBIAI Ha Pi3HI MUTAHHS Ta PEKOMEHJAIli II0JI0
MIPOXOJKEHHSI.

— BikHo mporpamry abo mepeMoru — BiKHO B SIKOMY MOBIIOMIISIETBCS, 1110 BU BUTPATH
a0o mporpaiy i HaJla€e MojaNbIIi i B cCUTYyallii, 110 CKJIanacs.

Pi3HOBUIM ITPOBUX BIKOH:

- BikHo pmiamory — 1e OAWH 13 HAWNONIMPEHINIMX THINB IrPOBHX BiKOH. BoHO
BIJIKpUBAETHCS TIPU B3a€MOJII 3 IEPCOHAKAMU TPU Ta JI03BOJISIE TPABIIEBl BUOUpaTH
J11aJIoroBi BapiaHTH, CTAaBUTH 3allUTaHHA YU OTPUMYBATH iH(OpMaIliio.



— MeHI0 — 11e BIKHO I'pH, SIK€ MICTHTb Pi3HI HACTPOMKH Ta mapameTpu rpu. TyT rpaseis
MOJKE 3MIHIOBaTH K€pyBaHHsI, HAJIAIITOBYBATH rpadiky, BUOMpPATH PiBEHb CKIAJHOCTI

TOLIO.
— [aBeHTap — 1€ BIKHO, JI¢ BiIOOpakaeThCsl CIHMCOK MPEIMETIB, sKi I'paBelb 310paB
npotssiroMm Tpu. TyT BIH MOXe KepyBaTH CBOIM I1HCTPYMEHTOM — BHOHpATH,

BUKOPHUCTOBYBATH, IPO/IaBAaTH YU KYITyBaTH MPEAMETH.
— Kapra - e irpoBe BikHO, sIK€ JJO3BOJISE€ TPABLEBI MEPETIIAIATH ITPOBUI CBIT Ta HOTO
nokarii. TyT BiH MOXe BiZJ3HaUaTH I[iKaBi MiCIIsl, 3HAXOAUTH HUISAX A0 HACTYITHOI METH

YU JTOCIIUTH JTOBKIJUIS.

B irpax icHye Benn4e3Ha KUIbKICTh iHTep(eiCiB: iHBEHTap, IiaJiord, MEHIO KpadTy Ta
TOPTiBIIi, 1001, KapTa, JepeBa MPOKaYyBaHHS IMEPCOHAXKA Ta HOro eKimipyBaHHsS Ta 0araro iHITUX.
Bci BOHU JJ03BOJISIFOTH TPABIISIM B3aEMOJIISATH 13 TMPENICTABICHUMH Yepe3 iHTepdeiic MexaHiKaMH,
SIK1 TBOPIIl TPHU 3aKJIQJIA Y CBIH MPOIYKT.

HUD, Heads Up Display — e Ha0ip rpadiunux intepdeiiciB Ta JeKOPaTHBHUX €JICMEHTIB,
pO3TaIIOBaHUX Ha MEpPeAHbOMY IIJIaH1 Ta/abo B IrPOBOMY CBITI, SIKI MOKJIWKAHI SIBHO Ta IIBUJKO
JIOHOCUTHU JIO TpaBlsg HEOOX1HY 1H(GOpMAIIIO BiJ TPU Y NMEBHUH MOMEHT 4acy, HE 3aBa)Kalouu
OTPUMAaHHIO I'POBOTO JIOCBINY.

EBomronis iHTEpdeiicy kopucTyBaua 3 4acoM MpuU3BeNa HAc N0 KUIbKOX TUIOK HOro
PO3BUTKY. 31 3pOCTaHHSM MOMYJSAPHOCTI Ta CKJIAIHOCTI irop iHTepdeic cTaBaB iX Ba)KIUBOIO
yacTuHOIO. [TosiBa HOBUX ’KaHPIB HAPOHKYBAJIO 1 HOBI TUIM 1HTEp(delicy: MOoTpiOHO BiTOOpaXKaTH
OinbLIe 1HQOpMAILIil B paMKax HOBUX IFPOBUX MEXaHIK, TOMY CTaporo A00poro Ji4MIbHUKA OUOK 1
TaliMepa MoBepX MelMILIEIO BKE HE BUCTAYAJIO.

3rofioM 11 raiy3i po3BUTKY OyJM CHUCTEMAaTH30BaHl B KiJbKa THUMIB 1HTepQEiCiB, fKi
CHOTOJIHI MU MOXXEMO CIIOCTEPIraTv B TUX UM IHIIUX irpax. 3ajekHO BiJ TOTO, 4d € 1HTepdeiic
YaCTHUHOIO OTOBIJAHHS, a TaKOXX YW € BIH YAaCTHHOIO IrPOBOTO IPOCTOPY, IrpoBi iHTepdeicu
MOIUISIOTHECS Ha TaKl TUIIH:

- JliereTndHi — KOMM, HANpPHWKIAA, IMBHAKICTh aBTOMOOUISI TIEpPEIaeThCs depes
CHIIOMETp, 10 Yy KaOiHl BaHTaxiBKHU. [HTepdeiic, skuil 0aunTh Ta 3 SKUM MOXE
B3aEMOJIISITH TIEPCOHAX T'PpaBIlsd. BiH 103BOIsIE OTpUMAaTH 0TI HAPATUBHUM JOCBIA Y
paMKax iIrpoBOro CBiTy;

— Merta — Hanpukiaj, Kpari KpoBi Ta BOAU Ha «Bizopi». [lo cyTi — mocTmpomecwH, 1mo
J03BOJISAIOTH TpaHC(HOPMYBATH JOCBIJl MEPCOHA)Xa y JIOCBIA TpaBls yepe3 IIe OTUH
map B3a€MOJIIT;

— [IpocTopoBi — 1€ pi3HI BUILIEHI 00JIaCTi, IHTEPAKTUBHI 00'€EKTH y CBITi, TpA€KTOPIil
MOJIbOTY TpaHaT, MPOEKLiWHI MOBIJOMJIEHHS TOIIO, CTBOPEHI JUIsl TpaBls, aje 3
nepcoHaxa. [[nst mepconaxa ix Hemae 1 BiH HE MOX€E 3 HUMH B3a€EMO/IISITH;

— Henieretnani — Toi e BUTPATOMIP/CITIIOMETP 1 MOKA3HUKH IIJTICHOCTI BAHTKIBKH —
M0 CyTi BIJKETH, PO3TallOBaHI MOBepX Treimiuiei. J[03Boise mpocTo Ta HIBHUAKO
34MTYyBaTH iH(OpPMAILlit0, ajie JTaMae HApPaTUB 1 AyKe PIAKO MOSICHIOETHCS Yepe3 iIrpoBy
icTOpIrO.

Juas HUD weit moamin OinbIl axkTyadbHUM, TOMY M0 B IHIIMX iHTepdeicax Trpu

BUKOPHUCTOBYETHCS B OCHOBHOMY HejiereTuuHuil Tun intepgeiicy. Ilpu upomy came HUD mosxke
AKTUBHO BUKOPUCTOBYBATU 3-4 TUIH OAHOYACHO.



Henocraiowee o6opyaosanve B
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Pucynok 9.1 — Ilpuknazn Tppox THUMIB iHTEp(dENCy Ha OTHOMY €KpaHi, aje Ha pi3HuX ¢ivax (1 —
HEIIEreTUYHUMN, 2 — N1€EreTUYHUH, 3 — IPOCTOPOBUIL)

[HpopMmarlis TOBUHHA 3HaXOJUTHUCh Y JOCTYITHOCTI BiJl TOYKH/0OJACTI OCHOBHOTO (POKYCY

yBaru rpaBus MiJ 4ac irpoBoro mporecy. s po3yMiHHsS — po3i0'eMo ekpaH Ha 0a3oBi OJIOKH
HUD:

Top Left — Top Right

Main Focus Area

@122 Bottom Left Bottom Right ¢
: Bottom

AKN PERERL

Pucynok 9.2 — Ilpuknazg 6azoBux 6nokis HUD

Tyt Mu 6auuMo MOALT eKpaHa Ha Taki OJOKH:

— l'onoBuy ob6nacts okycy (MFA) — o0nacth ekpaHy 3 HaMBHUILOK BHAUMICTIO IS
rpaBIsl, /1€ KOHIEHTPYEThCA HOro yBara mix yac irpoBoro mpornecy. LlenTp miei
o0JacTi 11e HeHTp eKpaHy, TOUYKa KOHIIEHTpaIlii OCHOBHOT'O TeHMILICIO.

- O6nacTi HaBKOJIO — 3 OUIBII HU3BKOIO BHAUMICTIO 32 PaXyHOK CBOTO BiJJalleHHS Bij
TOYKM MAaKCHUMaJbHOI BHJIMMOCTI, $KI HalyacTille BHUKOPUCTOBYIOTbCSA IS
Binoopaxenns Ul

SIKIIO panToM BH TpaeTe y LIOCh LIBHJIIE 1 KOTHITUBHO HaBaHTa)K€HE BaM HEOOXiTHO

OTpUMYBaTH iH(pOpMalLi0 SKHAHIIBUAIIE Ta 3pydHille, s TOro, 1mo0 OyTH YCHILIIHUM,
Hanpukiaz, y myrepax. Came TOMy Taki €IEMEHTH, SIK TOKKYUK HaMpsIMY aTaku, 3'BISIOTHCS B
MOMEHT BIJIyY€HHS, 3HaXOAThCs B TOJIOBHIM 001acTi ()OKYCyBaHHS 1 MatOTh BEJIUKUN pO3MIp.



[Ipu po3mimenHi inTepdeiiciB B obmactsax HaBkojao MFA BoHM MeHII BiABOJIKAaTUMYTh Ha
cebe yBary 1 mpu mpomMy OyayTh mepeOdyBaTh B JOCTaTHINA OJM3BKOCTI BiJ TOYKH (POKYCyBaHHS
yBaru rpasIisl.
Po3zramryBanns HaBkogo MFA 103BONUTH rpaBLEBi MPOCTO 1 IIBUIKO BUKOPUCTOBYBATH
iHpOpMaliio, 0 BiZ0OpaKa€eThCs, BATPAUAIOYH HA 116 HEBEJIUKY KUIBKICT Yacy i 3ycuiib. OHaK
BapTO 3ayBaKUTH, 110 BUAUMICTH iHTEpeiiciB B o0macTsax HaBkoiao MFA Bce x Taku Oyze 3Ha4HO
3HIKEHA B TIOPIBHAHHI 3 iHTepdeiicamu Bcepeanni MFA.
3HIKEHHS BHJIUMOCTI 1HTEep(eHCy B 3aJeKHOCTI BiJf WOro BiIJaJICHHS BiJ TOYKH
KOHIICHTpALlii yBaru Ta po3Mipy OnucyeTbes 3akoHoM Ditrca.
Yac, HeoOXiTHE IS MIBUAKOTO MEPEMILIEHHS 10 IUIbOBOI 00sacTi (10 obnacTeil HaBKOJIO
MFA), € ¢yHKIi€l0 BiAHOIIEHHS MDK BIJICTAaHHIO 0 METH (30POBUH HUIAX) 1 PO3MIpOM METH
(miteoBoro iHTEpdeticy). SAKmio mpocrimie: YuM Jar Haml iHTepdeiic 3HaXOMUTHCS BiJ LEHTPY
€KpaHa, YUM BiH MEHIIHMI, THM MEHII TMOMITHHM BIH CTa€ JUIsl yBaru rpaBlisi, a 3HAUYUTH BIH
BUTpavyaTuMe OIblIIe KOTHITUBHUX 3YCHJIb Ha T€, 1100 3 HUM B3a€EMOJISATH.
[Ilo0 HiBemoOBAaTH 3HMKEHHS BUIMMOCTI Ta 3MEHIIMTH HeoOximaHi 3ycuuist, Ul y numx
o0nacTsAX Mae 1HIMIIOBATH 3MINICHHS yBard KOpUCTyBada Ha ceOe. 3poOuTH 1€ MOXKe dYepe3
edekTH, a”iMaIlli Ta 1HIII MOXJIHMBI MOKAa3HUKH CBOTO 3MiHEHOro craHy. lle HeoOximHO, 1100
rpaBellb HE MPOIMYCTUB KPUTUYHO BAXKIIUBY 1H(opMalito, 1 oMy OyJ0 MpOCTillie B3a€MOJIIATH 3
iHTEpdericom.
OcnosHi enementt HUD:
- [HavKaTopu 310pOB'S — MOKa3ylOTh CTaH 370POB's IPABIIsl, YACTO Y BUTJISII IIKAIH YU
yucen. [Ipu oTpruMaHHI MOIIKOIKEHb 1HAUKATOP MOKE 3MIHIOBATH KOJIip a00 MHUTraTH,
100 BKa3aTH Ha HEOE3MeKy;

— Kinbkicts GoenpunaciB — BijoOpaxae, CKUIbKH Ha0OTB 3aUIINAIIOCA Y 30p0i, a TaKOXK
TUIIHA TOCTYITHUX OO€MPHUIIACIB;

— PiBenp Ta mocBim — Hampuximan y RPG-irpax, HUD moxe moka3yBaTu piBEHb
TepCOHaXKa Ta KUIbKICTh TOCBIY, HEOOX1THOTO IS ITiABUIIICHHS PIBHS,

— [Iporpec y rpi — iHdopmarlis mpo MOTOYHUIN PiBEHB, 3aBAAHHS, KIJTBKICTH 040K a00
Ipollel, a TAKOXK BIJICOTOK 3aBEpIICHHS 3aBJAHb;

- [uBeHTap — JesKl Irpy MaroTh IaHeNb, L0 JO3BOJISE IIBUIKO BUKOPHUCTOBYBATH
MpeAMETH, TaKi K MeANYHI Habopu a0 31JUIs.

2. 3aB1aHHA 10 IPAKTHYHOI podoTH 9
CrtBopuTH HOBHIi ipoekT. B Assets Store Unity migibpatu Ta BCTAHOBUTH Y CBOEMY IPOEKTI
6e3orutatHi accetu aist crBopeHHss HUD Ta rmokasy m101aTkoBUX BiKOH.



Tema 10. UL. HUD Ta BikHO nepemoru
IIpakTuyna podora 10. UL. HUD Ta BikHO nepemoru

Merta podoru: noznaiomutucss 3 HUD B irpax. HaBuutncs crBoproBatt HUD B irpax,
30epiratu iHpOPMAILiIO PO KIJIBKICTh 040K ab0 rpoIle, siki Ma€ KOPUCTYBa4, CTBOPIOBATH BiKHA
MepeMOrH.

1. TeopeTnunuii marepiaJ

HUD, Heads Up Display — 1ie Ha0ip rpadiunux inTepdeiiciB Ta JeKOPaTUBHUX €JICMEHTIB,
pO3TAIlIOBaHUX Ha MEPEAHHOMY IJIaHI Ta/abo B IrPOBOMY CBITI, SIKi MOKJIMKAHI SIBHO Ta HIBUIKO
JOHOCHTH JIO TPaBIsl HEOOXITHY 1H(GOPMAIIIO BiJ IpH y MMEBHUI MOMEHT Yacy, HE 3aBa)KAIOUU
OTPUMAaHHIO ITPOBOTO JIOCBIJTY.

OcuoBuumu enementn HUD € iHIuKaTOpw 3710pOB'sS, KiUTBKICTH OOENPHIIACIB, pPiBEHb Ta
JIOCB1JI, IPOTpEC y TPi, IHBEHTAp TOIIO.

Ha momepenHix JNeKmisx po3risgald CTBOPEHHS BiKHA iHBEHTapro. BiKHO i1HBEHTapro
MOKa3y€eThCS HE BECh Yac Ha €KpaHi, a 3’ ABISETHCS MPU OTPedl KoprcTyBada. J[omoBHUMO Hamry
nporpamy KHOITKOIO JIJTsl BUKJIMKA BiKHA iHBEHTapIO.

[To-nepire, BUMKHEMO BiKHO 1HBEHTapto. /{7151 11boro B Canvas 3p00MMO HEaKTHBHUM TTaHENb
InventiryWindow.

CrBopumo y Canvas KHOTIKY, Hanpukiaj 3 Ha3Boro Openlnventory. B kommonenTi Image B
moJie Source Image noaiiMo 300paskeHHs, HanpUKiIa 1 SKoick ckpuHi. B kommonenTti Text (TMP)
BUJIAJIMMO HAJIHC.

[IpukpinuMo KHOIIKY 10 JIIBOTO BEpXHbOTO KyTy Canvas:

Hanpukinii, 00po6UMo MoJIit0 HaTUCKaHHS Ha KHOMKY. A caMe MOBHHHO 3’ IBUTHCS BIKHO
1HBEHTAap10, TOOTO BOHO MOBUHHO CTAaTH aKTUBHUM.



On Click ()

Runtime Only v GameObject.SetActive

@ InventiyWindow © v

SIKIIo 3amyCTHTH TPOEKT, TO NpPU HATUCKAHHI KHONKH 3 CKPUHEIO 3’SIBUTHCS BIKHO
IHBEHTapIO:

JonaiiMo y Hamn iHTepdeidc MOXIUBICTh 0a4UTH TIporpec y rpi. B sikocTi mpomecy y rpi
OyZ1eMo po3yMiTH 1H(POPMAIIIIO TTPO KITBKICTH 090K a00 Tpolel, ki Mae kopuctyBad. [Hhopmartis
CKJIQZATUMETHCS 3 JBOX YACTHH: KapTUHKH, M0 TOKa3zye TUM iHQopmalii Ta cama KiIbKICTb.
[TosumionyBatu 1o iHMopMaIiito OyeMo y mpaBoMy BEpXHbOMY KYTKY.

CreBopumo y Canvas KapTHHKY Ta B KOMITOHeHTI Image B mone Source Image momaiiMo
300pakeHHSs, HAPUKIIA KYIIKH MOHET Ta HazBeMo Scorelmage.

Takox ctBopumo Text ta HazBemo ScoreLabel. Hanamryemo mpudT Ta KOMp TEKCTY Ta
BHJIAJTAMO TEKCT.

HoBi enemMeHTH MO3UIIIOHYEMO IO IPABOTO BEPXHBOI'O KYTKY.

0 Canvas

2 Openlnventory
£ ScorelLabel
0 Scorelmage

CrBopumo ckpunt HUD Ta npukpinumo ioro 10 o0’ekry Canvas. B ckpunti ctBopumo
IIOCWJIAHHS Ha EK3EMIUIAP KIIacy:

static private HUD _instance;
public static HUD Instance { get { return _instance; } }

private void Awake()

{

_instance = this;



CtBopuMO mosie Ui mocuiaaHHs Ha 00’ekT Text Ta meron sikuil OyZe 3alOBHIOBATH IIEH
00’€eKT iH(pOpMAITi€TO:

[SerializeField]
private TMP_Text scorelabel;

public void SetScore(string scorevalue)

{
}

scorelLabel.text = scoreValue;

Jani HaM noTpiOeH CKpUNT sIKUi Oyzae KepyBaTH MOAISIMH Ha ClLeH1. J{J1s 1boro CTBOPIOEMO
mycTuit 00’ ekxT Ha ciieHi HazBemo Horo GameController. CTBOpUMO CKpUNT 3 TAKOIO K HA3BOIO Ta
MPUKPIIUM HOTO 10 IIbOr0 00’ €KTY.

B ckpunti GameController cTBopuMoO 1ocuiiaHHS Ha €K3eMIUISIP KIacy:

static private GameController _instance;
public static GameController Instance { get { return _instance; } }

private void Awake()

{
}

_instance = this;

CtBOpHMO TIOJIE SCOTe, B IKOMY 30epiraTucs MOTOYHA KIJIbKICTh OUYOK a00 T'pOIIeH.

private int score;
private int Score { get { return score; } set { score = value; } }

B meroni Start() imimiamizyemo If0 3MiHHY Ta BH3WBAEMO METOJ JUIA IOKa3y MOTOYHOI
kitbkocTi B HUD, a Takox ctBoproemo metos SetScore() s 3MiHM 3HAYCHHS.

private void Start()

{
Score = ©;
HUD.Instance.SetScore(Score.ToString());
}
public void SetScore(int add)
{
Score += add;
HUD.Instance.SetScore(Score.ToString());
}

B ckpunti [temObejct B Mmeto CheckPickUp() momaemo psaaok nepeaadi KilbKOCTi OUOK J10
GameController:



void CheckPickUp()

{
if (Vector3.Distance(transform.position, MoveHelper.player.position) < 1.6F)
{
//Debug.Log("Near");
if (Inventory.AddItem(item))
{
GameController.Instance.SetScore(5);
Destroy(gameObject);
}
}
}

B Hamomy BumNanKy KoJIM MepcoHaX migdepe o0’€KT Ha CIeHi, 0 1HBEHTaps JOMAETHCS
npedad KapTUHKH 3ape3epBOBAHUH 3a UM 00’ €KTOM, TOTOYHA KUTBKICTh OYOK 30UTBIINTHCS HA 5.
VY nmonmanbuioMy 00’€KT Ha clieHi MpuOupaeTbess. MoxHa yCKIaIHUTH TPOTrpaMy, 3pOOHUBIIH s
KOKHOTO 00’€KTY Ha CIIEHI CBOKO KUTBKICTh OB IKi OTPUMAE KOPUCTYBAY, SKIIIO Migoepe iX Ha
CIIEHI.

Hexait konm KOprCTyBa4 HAKOMUTH NIEBHY KUTBKICTh OYOK T'Pa MPUTTMHSIETHCS 1 3’ IBIIIE€THCSA
BIKHO TIepeMOTH. PO3riIstHEMO KPOKH sIK peallizyBaTh TaKky 3ajaqy.

[To-neprire cTBOPUMO BIKHO MTEPEMOTH.

Cteopumo y Canvas HoBy Panel ta nHasBemo LevelWonWindow. B xommonenti Image B
moJre Source Image moaitmo 300pakeHHs (OHY BiKHA Ta HAJIAIITYEMO HOTO PO3MIp:

- Yo
D Openlinventory

£ ScorelLabel
£ Scorelmage
D LevelWonWindow

Honaiimo mo maneni LevelWonWindow Taki 00’ektu sik Text ta Button. Hamamryemo ix
HACTYITHUM 00pa3oMm:

HeoOxigHo nogatu (yHKIIOHANBHICTh MOSBU LIOTO BiKHA Ta 110 Oyne BinOyBaTHCS NpHU
HATHCKAaHH1 KHOTIKM Yy BIKHI.

VY ckpunt HUD nomaiimMo mose juis 30epiranHs MOCHJIaHHS HA BIKHO BUTpAIIy Ta METOIU
MOKa3y I[bOT'0 BIKHA Ta MEPEXOy Ha IHIIY CLEHY:



[SerializeField]
private GameObject LevelWonWindow;

public void ShowLevelWonWindow()

{
LevelWonWindow.SetActive(true);
}
public void ButtonMainMenu()
{
SceneManager.LoadScene("MainMenu");
}

B ckpunt GameController no merony SetScore() moaaiiMo nepeBipKy KiTbKOCTI HaOpaHUX
0YOK:

public void SetScore(int add)

{
Score += add;
HUD.Instance.SetScore(Score.ToString());
if (Score >= 10)
HUD.Instance.ShowlLevelWonWindow();
}

VY nomanemomy B ckpunt GameController MoxkHa BBeCTH ToJie /it 30epiraHHsT KUTBKOCTI
OYOK TIPH SKOMY 3aBEPINYETHCS I'pa Ta 3aMiHUTH 4Kciio 10 Ha 110 3MiHHY.
I B 3aBepmrenHi as kHonku Ha maHeni LevelWonWindow nopatu niro mpu HaTHCKaHHI:

On Click ()

Runtime Only v HUD.ButtonMainMenu

B Canvas (HUD ®

3amycTUMO MPOEKT, MigdepemMo aBa 00’ €KTH Ta 6aYUMO BIKHO BUTpaIly.

“ »2% 10

2. 3aBaHHA 10 npakTH4YHOi podoTu 10
Jlo monepenusoro mpoekty gogatu HUD Ta cTBOpUTH BiKHO IEPeMOry YM BIKHO 3aKiHUEHHS

Ipu.



Tema 11. Orisig nonmyJIsIpHUX aTaK Ha KOMII'IOTEPHi irpu Ta MeTOAM iX POBe/ICHHS
IIpakTnuna podora 11. [lonmysipHi aTaky Ha KOMII'IOTepHi irpu

Merta po0oTH: MO3HAHOMHUTHCA 3 arakaMd Ha KOMITIOTEpHI Irpu Ta METOJaMH iX
npoBeaeHHs. HaBunThcs NpoTHIISTH aTakaMi Ha KOMIT'FOTEPHI irpu.

1. TeopeTnuHuii marepiaJ

VY nepiozg 3 2019 no 2025 poku excnepTH 3 KibepOe3neKH BHSIBIIN TPHUBOKHE 3POCTaHHS
crpo0 kibeparak, MOB'sI3aHUX 3 Bijeoirpamu. L{s TeHACHIIIs BIUIMBAE K HA HAUTIOMYJISIPHIII irpH,
TaK 1 Ha 3BUYKH IrpOBOi CIIUIBHOTH MIOJ0 3aBaHTAKEHB, OCOOIMBO cepel MOJIOIl. Y el mepioy
Oyno 3adikcoBano monan 2025 winsiioHIB cnpo0 kibepaTrak i3 BHKOpPHCTaHHSM (hailiiB,
3aMacKOBaHMX ITi]T BIJICOITPH.

3JI0BMUCHUKH KOPHUCTYIOTHCS JIOBIPOIO Ta IIKaBICTIO TIefiMepiB, SIKI 4YacTO NIYKAlOTh
Heo]iIiiiHl MO/Y, YiTH 4M Bepcii Ha HeodiliiiHuX caiftax. Hacmiku nux atak He 0OMEXYyHOThCs
3apakeHHSIM NpUCTpoiB. OAMH 13 HaHCEpHO3HIIINX HACHIJIKIB — KpaJikKa OOJIKOBOTO 3aIHUCy
Bijleoirpu. barato 3 nmx oOJIKOBUX 3aIllMCIB, SIKI MOXKYTh MICTUTH CKIHM, HpPOrpec Ta IiHHI
MIpeIMETH, 3PELITOI0 MEePENpOAatOTHCS Ha MINUIBHUX PUHKAX.

Irpu € mpuBaOIMBOIO METOIO aTaK 3 HACTYITHHUX MPHYUH:

— dinaHcoBa MOTHBAIIIS — MPOJJaK YUTIB, OOTIB, 3laMaHUX AKAYHTIB;

— 3maranbHUi pakTop — GaskaHHS OTpUMATH IepeBary;

— Husbkuit piBeHb 3aXUCTY KIIIEHTCHKOT JIOT1KH;

— Benuka aynuTopis Ta ciadka 1u¢ppoBa rpaMOTHICTh KOPUCTYBaYiB.

BaxxnuBo po3ymiTh, 1110 ITPOB1 aTaku HE BIJIPI3HIIOTHCS MMPUHIIAIIOBO BiJl aTaK HAa 3BUYANHI
MporpamMu, ajie BAKOPUCTOBYIOTh OCOOJIMBOCTI IrPOBOI JIOTIKH.

Craructuka kibepaTak, oB'sI3aHUX 3 B1I€OITPaMH, TIOKa3ye, IO 1€ SBUIIE 3a4ilac HE TITbKA
MOJIOJb, ajie ¥ OyIb-SKHil TpaBellb, IO B3aEMOJIIE 3 1HITUMHU T'PABIIMU 3a MeXaMu OQIIIHHIX
KaHaJIIB, MOXE Hapa)XaTUCh HAa PHU3WK BTpPaTH JaHUX a00 TOCTaBUTH MiJ 3arpo3y CBOIO
KoH(pimeHmiiHIcT,. Hailikpammm 3aXMCcTOM  3aIMIIAETHCA  OOEPEXKHICTh Ta TMPaBUIIbHE
BUKOPHUCTAHHS 3aC001B O€3MeKH, 00 HACOIOKYBATUCS TPOI0 0e3 MOOOIOBaHb.

VYci ataku YMOBHO TTOAUISAIOTHCS HA KUTbKA TPYII:

- ATaku Ha KIIIEHTChKY YaCTUHY — MOJIM(DIKaIlis 1TaM'ATi, i AMIHA JIOT1KH, 1H'€KIIi1 KOy

— ATaku Ha irpoBi JaHi — miMiHa 30epeKeHb, 3MiHa KOHDITypaliiHuX (aitis;

— MepexeBi aTaku — IepeXOIICHHS ITaKeTiB, 3aMiHa 3aIUTIB;

— ATaku Ha cepBepHyY yacTuHY — SQL-1H'ek11ii, IOT14HI ypa3auBOCTi;

ATaky Ha IrpOBY €KOHOMIKY Ta akayHTH — O00TH, (GilIUHT, nepebip napoJIis.

Memory Hack (amaxu na nam’sims) — 11€ 3MiHa 3Ha4€Hb OIIEPATUBHOI 1aM'ATi I Mix yac ii
BHUKOHAHHS.

SIK IpOBOAMTHCS aTaKa:

— I'pa 3aBanTaxyerbcs Ha maM'stb (RAM);

— 3n0BMHUCHUK BUKOpUCTOBYE iHCTpyMeHTH: Cheat Engine, ArtMoney, Process Hacker;

— BukoHyeTbCs MONIYK 3HaUEHb (HAPUKIIa, KUTbKICTh 310poB's = 100);

— 3HaueHHs 3MIHIOEThCS (Hanpukiaa, 9999);

—  I'pa npoaoBKye BUKOPUCTOBYBATHU IiIMIHEHE 3HAYEHHS.

Cheat Engine, ArtMoney, Ta Process Hacker — yci 1i mporpaMu BUKOPUCTOBYIOTBCS JUIS
Mojudikamii mam'sTi irop, A03BOJISIFOYM 3MIHIOBAaTH PI3HOMAaHITHI IrpoBl MapaMeTpu, Taki sK
rpoti, 310poB's, 6oenpunacu Toulo. IIpore iX (pyHKIIOHAT OOMEKEHHH.

Cheat Engine Ta ArtMoney BHMMararoTh NEBHUX HAaBHYOK Ta 3HaHb JUIs €(EKTUBHOIO
BUKOPUCTaHHS, Ha BIIMIHY BiJ IJIaTHUX YMTIB, SKI YacTO IPOIOHYIOTh OUIBII pPO3IMIHUPEHUIN
¢yHkuioHan. ArtMoney Mae HTYITMBHO 3p0o3yMiuIuil iHTEepdeic, KUl JTerko BUKOPUCTOBYIOTh
HaBITh HOBAYKH, ajleé BUKOPUCTAHHS MPOTpaMy MOXe NMPU3BECTH 710 6aHa 00JIKOBOTO 3anucy abo
IHIIMX HACIHIAKIB Y pO3paxoBaHUX Ha Oarato KOpUCTyBauiB abo omnaiH-irpax. Cheat Engine, y



CBOIO Yepry, JI03BOJISIE 3MiHIOBATH Oynb-sKi IapaMeTpH, aje Mae CKIagHui iHTepdeiic, skuit
MoO>Ke OyTH HepUAATHUM J|JIs HOBAUKIB.

Amaka wKionugi moou ma «oe3niamui yimuy — 9UMAIIO TPABIIB MPAarHyTh MOIU(IKyBaTH
IrpOBHIA JIOCBI/I: BCTaHOBIIIOIOTH HOBI KapTH, Bi3yalibHI MOKpamieHHs, yitn. Came Ha 1poMy i
IparoTh KiOEp3JIOYMHIN: BOHU CTBOPIOIOTH MOJIH, IKi MICTATh TPOSIHCHKI MPOrpaMH, MaiHEpH YU
Keiorepu. ['paBernp 3amyckae Mo, a pa3oM i3 HUM aKTUBYETHCS IIKI[UIMBHH TPOIEC, IO
BHKpaJae napoJi abo BukopucroBye pecypeu [1K.

Keiinorepu (keyloggers) — e nmporpamu, siki IpU3HAYCHI JJIs1 3aIIUCYBAHHS Ta 30epeKCHHS
BCIX HATHCKaHb KIABIII Ha KiaBiaTypi Ko toTepa abo cmaprdona. Keimorepm MoXKyTbh
BUKOPUCTOBYBATHUCS I 3JIOYMHHUX IIUJICH, TAKWX sK 371aM OaHKIBCBKUX PaxyHKIB, KpajiKka
MapoJIiB Ta IHIMHMX KOH(IAEHIIHUX JaHUX, MIMATYHCTBO 32 KOPHCTYyBauyaMH, BiICTS)KEHHS il
MPAIiBHUKIB Ta 1HIIIE.

MaiiHepn — 1e mporpamu, 0 BUKOPUCTOBYIOTH TOTYXKHICTH BaIIOro KOMII IOTEpa JUIS
BUJIOOYTKY KPUOTOBAIIOT O€3 Bamoro Bigoma. Y KOHTEKCTI irop Iie ocoOnuBO HeOe3neuHe,
OCKUIbKM BOHHM MOXYTbh: 3HAYHO HAaBaHTa)XyBaTH IPOIIECOp Ta rpadiuHy KapTy, CIIOBUIbHIOIOYH
poOOTy 1rop 1 CHUCTEMH; BUKIMKATH MEPErpiB KOMIIOHEHTIB Ta 3HONIYBaHHS O0OJaJHAHHS;
BCTAHOBJIIOBATUCSl NIPUXOBAHO, HANPUKIAL, yepe3 MoJau(iKOBaHI irpoBi ¢ailiin abo MIKIIINBI
3aBaHTaxeHHsA. KopucTyBau Moke HaBITh HE TOMITHTH BCTAHOBJICHHSI MallHEepa, OCKUIbKU BiH
npaioe y GOHOBOMY PEKHMI, CIIOKHUBAIOYU pecypcu 0e3 MpsSMOro BTpy4aHHS.

Amaxu na 36epexcenns (Save Game Hack) — penaryBanus ¢aitnis 36epexens (JSON, XML,
Binary).

Sx mpoBomuthes: Iomyk manku 30epekeHb; Biakputtsa Qaiinmy B TekcToBoMy 4M hex-
penakropi; 3MiHa 3Hau€Hb (TPOLIi, piBHI, IPEIMETH).

[IprunHM Bpa3iauBOCTI — BIACYTHICTh IK(PYBAHHS Ta BICYTHICTh MIANUCY L1TICHOCTI.

Speed Hack (amaku na sxutice yac) — 3MiHa MIBHIKOCTI MEePeOIry iIrpoBOro yacy.

MexaHi3M aTaku:

— MepPEXOIJICHHs CUCTEeMHNX BUKIHKIB yacy (Time.time, deltaTime);

—  YNOBUIbHEHHS YU NPUCKOPEHHA TaliMepa Ipy;

- IiIMIHA YaCOBUX KOEQIITI€HTIB.

Edexru:

—  IPUCKOPEHHS MEPCOHAXA;

— MIPUCKOPEHUH BU00YTOK PECYPCiB;

—  IIBUJKE IPOKauyyBaHHSL.

[TpyrymHU MOKITUBOCTI aTaKy — MPUB'sI3KA JIOTIKH JI0 JIOKAJIBLHOTO Yacy KJIEHTA; BICYTHICTh
CEepBEPHOI CHHXpOHi3alIii.

Diwun208i amaxyu — HANMACOBIIITUHN THII IAXPACTBa B TeUMIHTY. XaKepy CTBOPIOIOTH KOTTi1
BijjoMux caiTiB (Steam, Battle.net, Xbox Live Tomo), HaacuIarOTh rpaBIeBl MOCUIAHHS Yepe3
yart, email a6o Discord, mpononyrouu Oe3nnaTHi ckiHM, 60HycHu abo y4acTb y posirpamii. [licns
nepexoay Ha (peMKoBUI cailT rpaBelb BBOJUTH JIOTH 1 MApOJb — 1 32 CEKyHJU BTpayae KOHTPOJIb
HaJl AKayHTOM.

Mepeosicesa amaxa B KOMITIOTEpHUX Irpax — L€ cheliajbHa [is, CIpsMOBaHa Ha
HECaHKI[I0HOBAHMI JOCTYII, CHOTBOPEHHS 200 OJ0KyBaHHS POOOTH IrpoBOro cepBicy abo Kili€HTa
rpu. MeTa Takux aTak 3a3BHuail HOJsrae y KOHTPOJII HaJl IPOK0, OTPUMaHHI [lepeBary HaJl IHIIHMHU
I'PaBISIMUA, BAMKHEHHI CEpBEPIB UM MEPEXOIICHHI KOHDIIECHIIIHHUX JaHUX.

He Bci kiGepaTtaku — 1e TexHiuHi1 Tproku. CoriajibHa iHXeHepis nepeadadae MaHIMyJIALii,
KOJIM 3JIOBMHCHHUK HAaJaroJUKye «JIOBIpJIMBI» CTOCYHKH 3 I'paBleM ab0 HaBiTh CHiBPOOITHUKOM
CTYymii.

2. 3aBiaHHA 10 NPAKTHYHOI podoTu 11
CTBOpUTH MPE3EHTALI0 TI0 KOMIT IOTEPHUM IrpaM Ta aTakam, SKMUM BOHH Ii1JaBasIUCs.



Tema 12. 30epiranusi JaHux
IIpakTuyna podora 12. 36epiranns 1aHux B irpax

Merta poboru: no3Haiomutucs 3i ¢opmaru ans 30epiranas ganux XML ta JSON.
HaBuutucs cTBoproBatu Ta mpamtoBatu 3 ¢aitnamu ganux popmary XML ta JSON.

1. TeopeTnuHuii marepiaJ
CnaboctpykrypoBaHni naHi, Taki sk XML 1a JSON, BUKOPUCTOBYIOThCS JUIsl 30epiraHHs Ta
nepeaayi 1aHuX, ajie MaroTh Pi3HI XapaKTEPUCTHKH Ta 3aCTOCYBAaHHSI.
XML (Extensible Markup Language):
- Crpykrypa: XML BUKOpHCTOBYE€ Teru AJisl BAZHAYEHHS CTPYKTYypHU AaHux. Lle pooutsb
HOTro ay’Ke THyYKHUM, alie TAaKOK MOXKe OyTH IpPOMI3AKUM.

- UurabenbHicTh: XML JI€rK0 YUTAETHCS SIK JTIOJIbMU, TaK 1 MAIlIMHAMH, aJie MOXKe OyTH
CKJIaIHUM 1 00pOOKHM Yepe3 BENIMKY KIJIbKICTb TET1B.

- Buxopucranss: YacTo BUKOPHCTOBY€EThCS B BeO-cepBicax, KOHPIrypauiiHux ¢aitinax
Ta 17151 OOMIHY JaHUMU MK PI3HUMHU CUCTEMAaMHU

JSON (JavaScript Object Notation):

- Crpyxkrypa: JSON BUKOPUCTOBYE Mapy KItOU-3HAUYCHHSI, 1[0 POOUTH HOTO JIETIITUM Ta
KOMITaKTHIIIUM Yy nopiBHsIHHI 3 XML.

— YurabenpHicTh: JSON nerko yntaeThes Ta 00po0IseTHCS, 0cO0IUBO B JavaScript, mo

pOOUTH HOTO MOMYISIPHUM Y BEO-pO3pOoOIIi.

—  Buxopucranns: [IIupoko BUKOPHCTOBYETHCS B BeO-A0AaTKaxX Ui Iepenadi JaHux

MIK KJTIEHTOM Ta CEPBEPOM.

O6uaBa dopmaTy MarOTh CBOI MEpeBard Ta HEIOJIKH, 1 BUOIP MK HUMH 3QJICKUTH Bij
KOHKPETHHX BUMOT MTPOEKTY.

XML 3'sBuBcs me 1996 poky i Brepiie 0yB omyomikoBanuii 1998 poxy. WWW Consortium
(W3C) € pozpobrrkom XML, i e crano Pexomenmartis W3C y 1998 pomi. XML Burasgae myxe
cxoxxuM Ha HTML, ane XML € cTpyKTypOBaHIIIIOK MOBOIO.

HoxymenTu y popmatax HTML 1 XML micTaTe gaHi, ykiazeHi B TETH, ajie MOAIOHICTh MK
nBOMa MoBaMH 3akiHuyeTbes. Y dopmari HTML Tteru eusumauaroms ogopmnenns oamux —
po3TanryBaHHS 3aroyioBKiB, IMOoYaTok abzamy Tomo. Y dopmari XML Tteru susnauaroms
CMpYyKmypy ma 3micm OaHux — T€, YAM BOHH €.

MoskHa BUKOPUCTOBYBATH OJIHY CHCTEMY JJIsl TeHepallil JaHUX Ta MO3HAYKU 1X Teramu y
dopmari XML, a motiM o0poOssaTH mi JaHi B OyAb-sSKHX IHIIUX CHUCTEMax HE3aJeKHO BiJ
KJIIEHTCHKOI Tu1aTdopMu abo onepariitHoi cucteMu. 3aBasku Takiid cymicHocTi XML € 0oCHOBOIO
OJIHI€1 3 HAUTIOMYJIAPHIIIUX MEXHON02It OOMIHY OAHUMU.

[IpaBuna XML 103BOJISIIOTH CTBOPIOBATH Oy/Ib-SIKi TE€T'W, HEOOXiHI OMHUCY JaHUX Ta HOTO
cTpykTypu. [lpunyctumo, 1mo Bam HeoOXiqHO 30epiratu Ta CrijibHO BUKOPUCTOBYBATH BITOMOCTI
PO JOMalIHiX TBapuH. [lJig bOro MOXKHa CTBOPUTU HAcTynmHUi XML-kox:

<?xml version="1.0"?2>
<CAT>
<NAME>Tzzy< /NAME >
<BREED>Siamese</BREED>
<AGE>6</AGE>
<OWNER>Colin Wilcox</OWNER>
</CAT>

3a teramu XML 3po3ymisio, siki JaHi BU neperisiaere. Hanpuknan, sicHo, 110 11 JaHi Mpo
KOTa, 1 MOYKHA JIETKO BU3HAYUTHU HOTO 1M'sl, BIK TOIIO. 3aBJSKU MOXKIIMBOCTI CTBOPIOBATH TETH, 1110
BHU3HAYaIOTh Mailke OyAb-Ky CTPYKTypy JaHux, MoBa XML po3muproeTses.



[IpaBunbsHO chopmoBanmii XML-daiin Mae BIAMOBIiIATH Ay’XKe CTPOTUM IpaBuiaM. SIKIo
BiH HE BiJINIOBi/Ia€ M npaBuiam, He mpaitoe XML.

Hampuknan, y monepenHbOMy IPHKIAI KOKEH TerT, M0 BIIKPUBAE, Ma€ BIAMOBIIHUN TET,
[0 3aKpUBA€, TOMY B JaHOMY MPHUKIAlI JOTPUMAHO OJHE 3 MPABWII MPABHILHO CPOPMOBAHOTO
XML-aiimy.

Bbasosrsii cunTakcuc XML:

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

Hexnapanisi (oronomenas) XML MiCTHTh BiIoMOCTI, siKi TOTyroTh mpouecop XML mo
CUHTAKCUYHOTO aHai3y AokymeHTa XML.
Hacrynuuii cuHTakcuc nokasye orosomeHss XML:

<?xml
version = "version number"
encoding = "encoding declaration"
standalone = "standalone status"
?>

Hexnapariss XML cknamaerbest 3 Bepcii XML, xomyBaHHs CHMBOJIIB Ta/ab0 aBTOHOMHOTO
cratycy. [eknapariisi € HeoO0B's13k0BOW. Akwo oexnapayis XML npucymmus, eona mae oymu
nepuLoro.

Tabmums 12.1 AtpulyTtr Ta iX 3HaUeHHS B nekinapariii XML

IMapameTp Parameter_value Parameter_description

Bepcis 1.0 3anae Bepcito cranaapty XML.

KonyBanus UTF-8, UTF-16, 1SO- Bin BHU3HAYAE KOJyBaHHS
10646-UCS-2, ISO-10646- | cymBonmie  y  moxymenti. UTF-8 —

UCS-4, 1SO-8859-1 1o ISO-
8859-9, 1ISO-2022-JP,
Shift_JIS, EUC-JP
ABTOHOMHHUU Tax un =i Bin moBigomiisi€ CHHTAaKCHYHOMY
aHai3aTopy, YU 3aJIeKUTh JOKYMEHT BiJl
iHopmarii 13 30BHINIHBOTO JDKEpeEna,
TaKoro AK BHU3HAUCHHS TUITY
30BHIIHKOTO JokyMeHTta (DTD) nmnsa
CBOTO BMICTY. 3HaueHHs 3a
3aMOBUYBaHHSIM — Hi. BcraHoBleHHs
BOTO  3HAYEHHSA yes  IOBIJOMIIsE
IpoLecopy, W0 M CHUHTAKCHYHOTO
aHai3y JOKyMEHTa He MOTPIOHO HiSKHX
30BHIIIIHIX OrOJIOUIEHb.

KOAYyBaHHs 34 3aMOBYYBAHHSM.

Hanpukian:

<?xml version="1.0" encoding="UTF-8" 2>

UTF-8 BuxopucroBye 8 OiT ans mpenacrasieHHs cuMBoniB. UTF-16 mig npeacraBieHHs
CHMBOJIIB BUKOPHCTOBYE 16 OIT.

Oromnomenns tuny XML-nokymenTa, mupoko Bigzome sk DTD, no03Bosste TouHO onucaTH
MoBy XML. DTD mnepeBipsitOTh CIIOBHMKOBHUH 3amac Ta MpaBWIbHICTH CTpykrypu XML-



JOKYMEHTIB Ha BIJMOBIJHICTh I'paMaTWUYHUM mpaBuiaMm BinmosimHoi moBu XML. XML DTD
MoO>ke OyTH BKa3aHUH ycepeanHi JOKyMeHTa abo Moe 30epiraTiucst B OKpeMOMY JTIOKYMEHTI.
[Ipuknax BayTpimusoro DTD:

<?xml version = "1.8" encoding = "UTF-8" standalone = "yes" ?>
<!DOCTYPE address |

<ELEMENT address (name,company,phone)>

<!ELEMENT name (#PCDATA)>

< |ELEMENT company (#PCDATA)>

<1ELEMENT phone (#PCDATA)>

IE

<address>
<name> ... </name>
<company> ... </company>
<phone> ... </phone>
</address>

KomenTapi He € 00o0B's3xkoBUMH. [loJlaBaHHS KOMEHTApiB JIOTIOMAara€ 3pO3yMITH 3MICT
nokyMeHTa. [lounHaerbes 3 <!- 1 3aKiHUy€eTbCA ->.
Hanpuknan:

<!-- Add your comment here -->

Tern mpamroroTe mapamu, Kpim orosomeHb. KojkHa mapa TeriB CKIIQAA€ThCs 3 Tera, 1o
B1JIKpHBae (IIOYATKOBUH Ter) 1 Tera, 110 3aKpuBae (KiHIEBUH Ter). IMeHa TeriB po3TauioByIOThCS
y <>. JIns1 KOHKPETHOI MMapy TETiB MOYaTKOBUH Ta KIHIICBUH TETH MAIOTh OYTH 1ICHTHYHUMH, 32
BUHATKOM TOTO, IO KIHIEBUI TeT Mac / micas <.

Hanpuknan:

<name>...</name>

Teru uyTnuBi g0 perictpy. [Ipuknan HeBipHOTO Tery:

<name>...</Name>

Bce, 1110 3HaX0UTHCS MK TeramMu, IO BiJIKPUBAE 1 3aKPUBAE, HA3UBAETHCS 3MICHI.
BinkpuBarouuii Ter, KOHTEHT 1 TET, 10 3aKPUBAE, B IIIJIOMY HA3UBAETHCS e1eMEHN.
EnemeHnTH MOXYTh MICTUTH ampuoymu.

Hanpuknan maemo:

<age>20</age>

age — e iM's enmeMenTa (abo enemeHrt); 20 — 3MicT;
SIKII0 MIXK TeraMu HEMa€ KOHTEHTY, 1€ Ha3UBAEThCS NOPOIICHI Me2uU.
Hampuxknan:

<result></result>

abo
<result/>

XML — 10KyMeHT NOBMHEH MICTUTH PIBHO OJJMH KOPEHEBUH €JIEMEHT.
Teru maroTh OyTH PO3TaIIOBaHI CTPOrO OJJHE BCEPEANHI OJTHOTO.
Hanpuxian:



<b><u>This text is bold and italic</u></b>

Ampubym enemenma pO3MIIY€ETHCS TICISA IMEHI Tera y OYaTKOBOMY Tery. MokHa Jo1aTu
OinbIie OAHOTO aTpuOyTa J0 OJHOTO €JIeMEHTa 3 PI3HMMU IMEHaMH aTpuOyTiB. 3HAUYEHHS
aTpuOyTiB MarTh OyTH TIOMIlIEHI B Janku. EJIeMeHT He MOXe MICTUTH ACKUIbKa aTpuOyTiB 3
OJITHAKOBHM Ha3BOIO.

ATpubytr XML mae HacTynmHUN CHHTAKCHUC

<element-name attributel attribute2 > ....content.. < /element-name>
ne attributel Ta attribute2 mae nacrynuy gopmy:
name = "value"

Hanpuknan:

<teacher subject="English">
<name>Mr. John</name>.
<qualification>Graduate </qualification>
</teacher>

[Ile onuH npukIaz;:

<garden>
<plants category = "flowers" />
<plants category = "shrubs"> </plants>
</garden>

XML-cymnocmi — 1e cmoci0 mpeacTaBieHHS CIEMiaIbHUX CHUMBOMIB. Jleski cuMBOIM
(manpukian, & Ta < tomio) 3ape3epBoBani B XML. Ix HasuBaroth cneyianvhi cumeonu 1 BOHU HE
MOXYTh OyTH BUKOPUCTaH1 O€3MMOCEePETHBO ISl THIINUX ITiICH.

CumBoJ Onnc IM’s1t cyTHOCTI
" Kasnuka (double miuTaTa) &quot;
& AwmmnepcanT &amp;
' Amnoctpod (0gHHApHA JTallKa) &apos;
< 3HaK MEHIIHI &lt;
> 3Hak Oinplie &gt;
Hampuxknan:
<friend>
<name>My friends are Alice &amp; Jane</name>
</friend>

Ha nonarox 1o mpaBuiabHO c(hopMOBaHHMX AaHUX 3 Teramu XML-cucremu 3a3Buuait
BUKOPHUCTOBYIOTh JIBa JI0/IaTKOB1 KOMIIOHEHTH:

- CcXeMmu;

—  IepeTBOPEHHS.

Cxema XML Binoma sik XML Schema Definition (XSD). Bin BUKOPUCTOBY€EThCS AJIsI OIUCY
Ta NepeBipKH CTPYKTypu Ta 3MmicTy XML-nanux. Cxema XML Bu3Hauae exeMeHTH, aTpuOyTH Ta
TUNM AaHux. ExeMeHT cxemu miaTpumye mpoctip iMeH. Lle cxoxxe Ha cxeMy 0a3M JaHUX, fKa
OIUCYE /1aH1 y 06a3l 1aHuX.

OcHoBHa izest cxem XML nossirae B ToMy, 110 BOHH ONHMCYIOTh JTOITyCTUMUI opMmaT, iKuit
MOXke npuiimaTti 1oKkyMeHT XML.



IIpuknan cxemu:

<?xml version = "1.8" encoding = "UTF-8"?>
<Xs:schema xmlns:xs = "http://www.w3.0rg/2801/XMLSchema">
<xs:element name = "contact">

<Xs:complexType>
<Xs:sequence>

<xs:element name = "name" type = "xs:string" />
<xs:element name = "company" type = "xs:string" />
<xs:element name = "phone" type = "xs:int" />

</Xs:sequence>
</xsicomplexType>
</xs:element>
</xs:schema>

OO0yMOBIIEHI TPOCTI THUIIH:

xs: integer, xs: boolean, xs: string, xs: date.

Ckraonuui mun — 1€ KOHTEWHEp I IHIIWX BU3HA4YEHb eiemMeHTiB. Lle mo3Bonse BkazaTw,
SIK1 TOUIPHI €JIEMEHTH MOXKE MICTHTH €JIEMEHT, Ta HA/IaTH JIEIKY CTPYKTYpY:

<xs:element name = "Address">
<xs:complexType>
</xs:complexType>
</xs:element>

Jns mepeBipku  XML-¢aiiniB MOXHA CKOPUCTATUCS OHJIAMH-I0JAaTKOM, HaINPUKIIAL]
https://www.freeformatter.com/xml-validator-xsd.html.

XML no3Boisisie e€(heKTHBHO BHUKOPHUCTOBYBAaTH Ta IOBTOPHO BHUKOPHUCTOBYBATH JIaHI.
MexaHi3M MTOBTOPHOT'O BUKOPUCTAHHS JaHUX Ha3WBAEThCs nepemeoperuam XSLT (abo mpocTo
MIEPETBOPEHHSIM).

[Ipumyctumo, 1mo B 6a3i 1aHux A JaHi PO MpoJaxK 30epiraroThCs B TAOJUII, 3pYUHIN s
BTy mpomaxy. Y 0a3i ganux b 30epiraroTbcs naHi mpo JOXOAM Ta BUTpATH Yy TaOJHIIi,
creriagpHo po3pobieHoi mis Oyxrantepii. baza b Moke BUKOpHUCTOBYBAaTH NEPETBOPEHHS, 11100
NPUAHATH JIaH1 BiJ 60a3u JaHUX A 1 TOMICTUTH 1X y BIIOBIIHI TaOIHUIII.

[Toennanns daiiny gaHUX, CXEMHU Ta MEPETBOPEHHS YTBOPIOE 6a30By cuctemy XML. daitn
JTAHUX TIEPEBIPSAETHCA HA BIAMOBIAHICTH JO MPaBHJI CXEMH, a MOTIM NEPENAEThCA OYIb-SIKUM
MIPUAATHUM CIIOCOOOM JIJIsl IEPETBOPEHHS.

XSLT naifuacTilie BUKOPUCTOBYETHCS AJIsl MEPETBOPEHHS JAaHUX MK PI3HUMHU CXEMaMH
XML a6o neperBopenHs ganux XML Ha Be6-cTopinku abo qokymentu PDF.

Posrnsinemo mpuknan crBopenns XML-gaiiny 3 pesynsratamu rpu. Hanpukian, B rpi B
iHTepdelici MoKa3yeThCsl KUTBKICTD KHUTTS TPaBIsl Y MPOLIEHTaX, CyMa HAKOMWYEHHX TPOIIEH,
KUTbKICTh TiAiOpaHux apTedakTiB Ta Ha3Bu apredakTiB. Po3pobumo (yHKIT 11si CTBOpEHHS
(aiiny 3 TaKMMHU MTOKa3HUKAMU Ta OTPUMAaHHS TaHUX 3 (haiiiy.

CrBopenns XML-¢aiiny 3 pe3ynpTaTramMu rpu:



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

static void CreatexMLFile(string xmlName, string name,
int life, int money, string[] artifacts)
{
XmlDocument xDoc = new XmlDocument();
XmlElement xRoot = xDoc.CreateElement("users");
xDoc . AppendChild(xRoot);

XmlElement userNode = xDoc.CreateElement("user™);

XmlElement nameNode = xDoc.CreateElement("name");
nameNode.InnerText = name;
userNode.AppendChild(nameNode);

XmlElement lifeNode = xDoc.CreateElement("life");
lifeNode.InnerText = life.ToString();
userNode.AppendChild(lifeNode);

XmlElement moneyNode = xDoc.CreateElement("money™);
moneyNode.InnerText = money.ToString();
userNode.AppendChild(moneyNode);

XmlElement numNode = xDoc.CreateElement("num™);
numNode.InnerText = artifacts.Length.ToString();
userNode.AppendChild(numNode);

XmlElement artifactsNode = xDoc.CreateElement("artifacts");

artifactsNode.InnerText = string.Join(",", artifacts);
userNode.AppendChild(artifactsNode);

xRoot.AppendChild(userNode);

xDoc.Save(xmlName);

SAxio moTpiOHO TONMOBHIOBATH 1H(GOPMAIIIIO PO IHITUX TPABIliB, TO MOYKHA CKOPUCTATHUCS
HACTYIHOIO (DYHKIIIETO:

static void AddToxXMLFile(string xmlName, string name,
int life, int money, string[] artifacts)
{
XmlDocument xDoc = new XmlDocument();
xDoc.Load(xmlName);
XmlElement xRoot = xDoc.DocumentElement;

XmlElement userNode = xDoc.CreateElement("user");

XmlElement nameNode = xDoc.CreateElement("name");
nameNode.InnerText = name;
userNode.AppendChild(nameNode) ;

XmlElement lifeNode = xDoc.CreateElement("life");
lifeNode.InnerText = life.ToString();
userNode.AppendChild(lifeNode);

XmlElement moneyNode = xDoc.CreateElement("money");
moneyNode.InnerText = money.ToString();
userNode.AppendChild(moneyNode);



XmlElement numNode = xDoc.CreateElement("num");
numNode. InnerText = artifacts.Length.ToString();
userNode.AppendChild(numNode);

XmlElement artifactsNode = xDoc.CreateElement("artifacts");

artifactsNode.InnerText = string.Join(",", artifacts);
userNode.AppendChild(artifactsNode);

XRoot.AppendChild(userNode);

xDoc.Save(xmlName) ;

UYuranns XML-daitny 3 peyapTaTamMmu rpu:

static void ReadFromXMLFile(string xmlName)

{
var doc = new XmlDocument();
doc.Load(xmlName);
XmlNodelList userNodes = doc.SelectNodes("/users/user");
if (userNodes == null || userNodes.Count == @)
{
Console.WriteLine("No nodes found for <user>");
return;
}
foreach (XmlNode userNode in userNodes)
{
string name = userNode.SelectSingleNode("name").InnerText;
string life = userNode.SelectSingleNode("life").InnerText;
string money = userNode.SelectSingleNode("money").InnerText;
string num = userNode.SelectSingleNode("num").InnerText;
string artifacts = userNode.SelectSingleNode("artifacts").InnerText;
Console.WriteLine($"name={name}, life={life}%, money={money}, artifacts={artifacts}");
}
}

Cepianizayis 8 XML y C# — e nepeTBopeHHst 00’ €kTa (a0 criucky 00’ ekTiB) y XML-daiin
TaK, o0 Horo MoxkHa Oyio 30epertTu, nepeaaTu Mepeker abo MPOYMTATH 1HIIOK MPOrPAMOIO.
3BOpOTHIM Mpoliec HA3UBAEThCS decepianizayis — BiTHOBIEHHA 00’ ekTa 3 XML.

Cepianizanis B XML C# BukonyeThcs 3a jonomororo kiacy XmlSerializer 3 npocropy iMeH
System.Xml.Serialization.

Jls1s iporo moTpiOHO CTBOPHUTHU Kiac, sikuil onucye nani st XML-daiiny. Knac mae 6ytu
public, 1 3a3Buyail MOTPiOEH MOPOXKHIM KOHCTPYKTOp (b0 aBTo-iHimiamizamist). Cepiani3yroTbes
public BractuBocrti/mons (MoxHa kepyBatu arpudbytamu XmlRoot, XmlElement, XmlAttribute,
Xmlignore).

Jlna npukiany, SsKuil po3riisiHyTO BUIIIE CTBOPUMO OKpeMuit kimac User:

using System.Xml.Serialization;



[XmlRoot("user")]
public class User

{

[XmlElement("name")]
public string Name { get; set; } = "";

[XmlElement("life™)]
public int Life { get; set; } = o;

[Xm1Element("money")]
public int Money { get; set; } = 0;

[XmlElement("artifacts")]

public

LLRTIN

string ArtifactsCsv { get; set; } = "";

[XmlIgnore]
public string[] Artifacts

{
get

set

}

=> string.IsNullOrWhiteSpace(ArtifactsCsv)
? Array.Empty<string>()
: ArtifactsCsv
.Split(', "', (char)StringSplitOptions.RemoveEmptyEntries)
.Select(x => x.Trim())
.Where(x => x.Length > @)
.ToArray();

=> ArtifactsCsv = (value == null || value.Length == 9)
5

: string.Join(™, ", value.Select(x => (x ?? "").Trim()).Where(x => x.Length > 0));

[XmlElement ("num™)]
public int Num

{

get => Artifacts.Length;
set { }

Cepiaiizarist CHUCKY 00'€KTIB:
y

string fileName = "settingsSer.xml";

var players

{

new User { Name="Olena", Life=100, Money=250, Artifacts

= new List<User>

new User { Name="Ivan", Life=80, Money=120, Artifacts = new[] {"Map

1

var serializer = new XmlSerializer(typeof(List<User>));

var writer

serializer.

new[] {"Ring",

now
3

"Amulet","Key"} }’
Potion"} }

= XmlWriter.Create(fileName, new XmlWriterSettings { Indent = true });

Serialize(writer, players);

B pesynbTati MaeMo HacTynHUM aiin:



<?xml version="1.0" encoding="utf-8"?>
<ArrayOfUser xmlns:xsi="http://www.w3.0rg/2001/XMLSchema-instance"” xmlns:xsd="http://www.w3.0rg/2001/XMLSchema">
<User>
<name>0lena</name>
<life>100</life>
<money>250</money>
<artifacts>Ring, Amulet, Key</artifacts>
<num>3</num>
</User>
<User>
<name>Ivan</name>
<life>80</life>
<money>120</money>
<artifacts>Map, Potion</artifacts>
<num>2</num>
</User>
</ArrayOfUser>

Jecepianizanisi CHUCKY 00'€KTIB:

var serializer = new XmlSerializer(typeof(List<User>));

var fs = File.OpenRead(fileName);
List<User> players = (List<User>)serializer.Deserialize(fs);

foreach (var p in players)

{
Console.WriteLine($"Name={p.Name}, Life={p.Life}, Money={p.Money}, Num={p.Num}");
Console.WriteLine("Artifacts: " + string.Join(" - ", p.Artifacts));
Console.WriteLine();

}

JSON (JavaScript Object Notation) — me mpocTuii, MOMyJIAPHUIA 1 JIETKHHA I YATAHHS
dbopmar oOMiny naHumu. BiH OyB po3poOsieHHi 3 METOI0 3a0e3MeUeHHs] 3pyYHOro CIocoly
nepeaadi iHpopMallii MK T0JaTKaMHU.

Ictopis JSON Gepe cBiit mouatok 2001 poky, xonu Jlyrmac Kpokdopa nmpencraBus nei
dopmar, 1106 moJaermmT podoTy 3 TaHUMH B AjaX-101aTKax.

Crpyxkrypa JSON — Bcs iHpopMalis 30epiraeTbCs y BUTIISIIL 1ap KIHOY-3HAYEHHSL.

Knroui ¢ JSON 1ne psnkum, ykimaneHi B mojBivHi jankd. Kirodi BigirparoTh pojib
imeHTUIKaTOpIB JUIS 3HAYCHb 1 JIONOMArarTh CTPYKTYpyBaTH JaHi. BoHW € yHIKalbHUMHU B
Mexkax onHoro 06’exkra JSON, 110 03Hayae, 1110 KOKEH K04 B 00’ €KTI Ma€ OyTH YHIKAIbHUM.

3nauennus 6 JSSON MOXyTh OyTH PI3HMMH THIIAMH JAaHUX, BKJIIOYHO 3 pPsAKaMU (TEKCT),
YKcaaMH, JIOTIYHMMHK 3HadeHHsMH (true a6o false), null (mopoxue 3nadenus), macuBamMu abo
BKJIAJICHUMH 00’ €KTaMu. 3HaU€HHSI MOXYTb OyTH yKJIaJeHl B MOABIIHI Janku (Ui psKiB), 6e3
nanok (Ui 4uce, JOTiYHuX 3Ha4deHb 1 NUll) abo B kBaapaTHI MyXKKH 4d GIrypHi JTyKKd (11
MAacCHBIB 1 00’ €KTIB BiJITOBIJIHO).

[puknan JSON-daiiny:

"name": "John", // CTpOKOBE 3HAUEHHS
"age": 30, // UYuciioBe 3HAUEHHS
"isStudent": true // JloriuHe 3HAUEHHS
"address": null // BHaudenHd null (mycTo)

1e name, age, isStudent ta address — me xiroui, a ixHi 3HaYeHHs BigmoBigHo «Johny, 30 i true.

Macueu 6 JSON sBIsI0TH 0000 BIOPSAIKOBAHI CIIUCKU €JIeMEHTIB. BoHM ykiiagaioThcs B
KBaJpaTHI IyKKH 1 MOXYTb MICTUTH 3HAQU€HHS DPI3HUX THUIIB JaHUX, BKJIIOYHO 3 IHIIMMHU
MacHBaMH Ta 00’ €KTaMH.



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

ne fruits — ue xitod, a oro 3HauCHHS — MacuB 3 eleMeHTamu apple, banana i orange.

06 ’exmu SIBIAIOTH COOOI0 HEBMOPSIKOBaHI HA0OpH KJIIOUIB 1 3Ha4eHb. BOHM MicTATBHCS Y
GbirypHHUX TyXKKax i TalOTh 3MOTY CTPYKTYpYBaTH JlaHi CKJIaJIHIIIe, BKIAJal0ud 00 €KTH OAWH B
OJTHOTO.

Hanpuxian:

"person":

{

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

person — Kio4, a oro 3HaYeHHS sIBJIsiE COO0I0 BKJIaJeHUN 00’ €KT 13 KIIFoyaMu Name i age.

Cepiaimizariis i gecepiamisaliis — Iie JBa BaXIIUBI mporiecH, 1o’ s3ani 3 JSSON, ski maroTh
3Mory nepetBoputH naHi y popmar JSON i Hazan.

Cepianizayiss JSON — 11e iporiec mepeTBOpeHHs TaHUX 3 00’ €KTIB 1 CTPYKTYP JAHUX Y PSAIOK
JSON. Komu mu cepiarnizyeMo naHi, MU poOMMO 1X IPUIATHUMH LTS TIEpEIaBaHHs MEPEKero abo
30epekeHHs Ha AUCKY B TEKCTOBOMY (opMaTi.

Hecepianizayis JSON — 11e 3BopoTHHMIA TIpo1iec, mia 9ac skoro psaaok JSON mepeTBoproeThes
Ha3zaja B 00’ €kTH 1 cTpyKTypH naHux. Komm mu otpumyemo nani y dopmati JSON 3 mepexi abo
(haiimy, HaMm MOTPIOHO MEPETBOPUTH iX HA3aJ Ha 00’ €KTH, III00 BUKOPUCTOBYBATH iX y Mporpami.

Posrnssnemo 36epiranns nanux, onmucanux Buie, y JSON-daiiny. Posrinsaemo mporiec
cepiamzartii 1 necepiamizaii. Kitac maHux ommcanuii BUIIe.

[ToTpibHO B mpoekTi BctaHoBUTH System.Text.Json.

Cepiamizarrisi CUCKy 00'€KTiB:

string fileName = "settingsSer.json";
var users = new List<User>

new[] {"Ring","Amulet”,"Key"} },
new[] {"Map"”,"Potion"} }

new User { Name="0Olena", Life=100, Money=250, Artifacts
new User { Name="Ivan", Life=80, Money=120, Artifacts

//string jsonString = JsonSerializer.Serialize(users);
var options = new JsonSerializerOptions

WriteIndented = true,
Encoder = JavaScriptEncoder.UnsafeRelaxedJsonEscaping

string json = JsonSerializer.Serialize(users, options);
File.WriteAllText(fileName, json);

B pesynbTati MaeMo HacTynHUM aiin:



"Name": "Olena",
"Life": 100,
"Money": 250,
"ArtifactsCsv": "Ring, Amulet, Key",
"Artifacts": [
"Ring",
"Amulet",
"Key"
1,

"Num": 3

"Name": "Ivan",
"Life": 80,
"Money": 120,
"ArtifactsCsv": "Map, Potion",
"Artifacts": [
"Map",
"Potion"

1,

"Num": 2

Jlecepiamizaliis CIUCKYy 00'€KTIB:

string json = File.ReadAllText(fileName);
List<User> users = JsonSerializer.Deserialize<lList<User>>(json);

if (users == null)

{
Console.WritelLine("No data in JSON.");
return;

}

foreach (var p in users)

{
Console.WritelLine($"Name={p.Name}, Life={p.Life}, Money={p.Money}, Num={p.Num}");
Console.WriteLine("Artifacts: " + string.Join(" - ", p.Artifacts));
Console.WritelLine();

}

2. 3aBaaHHs 10 IPAKTHYHOI podoTH 12
Beenite B rpy 3 — 5 mapameTpiB, siKi He0OXiAHO 30epiraTu Ta 3UUTYBATH MPHU 3aIyCKE I'PU.
Jonaiite MOXIIHMBICTh 30epriraHHs Ta YUTaHHA BBeleHUX qaHux 3 popmary XML uu JSON.



Tema 13. MeTtoau 3axucTy Bia 3710My B irpax
IIpakTuyna podora 13. Metoau 3axucTy BiJ 3;10My B irpax

Merta po6oTu: Mo3HaOMUTHCS 3 MOBOIO IporpamyBaHHs C# Ta mpuHIHUIIAMU 00’ €KTHO-
OpIEHTOBAaHOTO MporpaMmyBaHHs. HaBuuTHCS CTBOpIOBAaTH irpd 3a JONMOMOTOI0 MOBHU
nporpamyBaHHs C#, BUKOPUCTOBYIOUH 00’ €KTHO-OPIEHTOBAHMIA TiAX1I.

1. TeopeTnunuii matepian

Slxkmo Bam motpiOHa crnpaBxHs Oe3neka, TO HaWKpamuii BapiaHT — 30epiratu aaHi Ha
cepBepi, JIe KOpUCTyBadi HEe MOXKYTh ix 3MiauTH. 11[00 1ie mpamroBano, mporpaMa He MOBHHHA
HaJCWIIaTH JaHi Oe3rmocepeqHbO Ha CepBEp, OCKUIBKM KOPUCTYBadi BCE OJHO MOXKYTh
MaHIMyJIIOBaTH HUMHU. 3aMICTh L[bOTO MporpaMa MOXKE JIMILE HaJACUiIaTH KOMaHIU Ha CepBep,
JI03BOJISATU CEPBEPY 3MIHIOBATH JaH1, a MOTIM Ha/ICUJIaTH Pe3yJbTaTH Ha3aja 0 POrPaMHU.

PosrnsiHemo mpoctuii crnocid 30epekeHHs JaHuX, TOOTO JOKAJIBHO Ta MOXJIMBI METOIU
3aXUCTY.

Buxopucranss npocTtux json ¢ainis y narmii 30epekeHb 103BOJIIE KOPUCTyBadaM JIETKO
MaHIMyJIIOBaTH XapaKTEPUCTHKAMU MEPCOHAXKA. 3JIOBMUCHUK MOXKE 3 JIETKICTIO MaHIMyJIIOBATH
JAHUMH CBOT'O aKayHTY, BAKOPUCTOBYIOUM BHYTPIIIIHI JJaH1, 3aBaHTa)keH1 Ha npucTpii. Lle nepma
1 OCHOBHA pobJiemMa, sIKy MOTpiOHO BUPIIIUTH.

HudpyBaHHs BHYTPIIHBO-ITPOBUX JaHUX BaXIMBE i 3a0e3leyeHHs Oe3leKu Ta
YHEMOXJIMBJICHHSI HECAHKIIIOHOBAHOT'O JOCTYIy J0 KoH(imeHmiiHoi iHpopmarii. Lleit mporec
3a0e3reyye 3aXKUCT Bl MOKIIMBUX aTak Ta BUTOKIB JaHUX, a TAKOX JI03BOJISIE 30epiratu BaXXJIMBY
iH(popMallito, Taky K mapoyii abo irpoBuil mporpec, y OesneuyHomy ctasi. IludpyBanus
BHYTPIITHBO-ITPOBUX JaHUX BKJIIOYa€ B ceOe 3acTOCYBaHHS PI3HOMAHITHUX HIM(PYBATBHUX
AITOPUTMIB Ta MIPAKTHUK, 100 3a0e3neunTH KOH(IASHIIIHHICTD Ta IITICHICTH 1H(OpMaIlii B Mexax
IpU.

Base64-nepeTBOpeHHS B iIrpaX BUKOPUCTOBYETHCS JJIsl O€3MEUHOI Tiepeiadi O1HapHUX TaHUX
(300pakeHb, 30epeKeHb, MEPEIKEBUX IMAKETIB) Uepe3 TEKCTOB1 MPOTOKOJIH, IEPETBOPIOIOYH 1X Ha
HaOip 13 64 ASCII-cumBodis. Lle 3abe3nedye MUTICHICTh JaHUX i Yac OOMiHY, 3aXHUIIAl0YH Bij
MOILKO/KEHb, aje 301IbIIye po3Mip QaitniB mpudausHo Ha 33%.

Base64 — e meton koayBaHHs nBiiikoBuX (binary) manux y TexcroBuii gopmar (ASCII),
BHKOPHUCTOBYIOUH Juiie 64 Ge3neuHi apykoBani cumBosn (A-Z, a-z, 0-9, +, /). CyTb nossirae y
nepeTBopeHHi 3 Oaiit (24 Oita) maHux y 4 CHUMBOJIM, IO JO3BOJIAE TepenaBaTtH (aitnmu ado
300pakeHHs Yepe3 TeKcToBl mpotokoiu (email, JSON, HTTP) 6e3 nmomkopkeHHs JaHUX.

Anroput™m KoyBaHHs Base64 (MOKpoKoBoO):

- Po36utts Ha GaliTh — BUXiAHI TaH1 OiAThes rpynu 1o 3 6aitu (3 x 8=24 Oita).

- [leperpymnyBanHs B 6 61T — KokeH 24-0iTHul 610K po30uBaeThes HA 4 6IOKH 1O 6 OIT

(4 x 6=24 6iTa).

- Inpexcaris — orpuMani 6-0iToBi 3HavueHHS (0-63) MEPETBOPIOIOTHCSA HA BiAIOBIIHI

cumBojr ASCII-rabmumi (A-Z, a-z, 0-9, +, /).

- HomnoBuenns (Padding) — sxmo BuxigHuii OJI0OK MICTUTH MeHmie 3 OailT,

BUKOPHUCTOBYETHCSI CAMBOJI = JIJIs1 3aTIOBHEHHS, 100 IMiICYMKOBHH PsIIOK OyB KpaTHHIA
4 cumBOIaM.

Hamnpuknan, maemo cioBo "Man" (3 6aiita). Sanumemo cioBo B 6itax: M (77), a (97), n
(112) - 01001101 01100001 01101110 (24 6ita). Po3buka mo 6 6it: 010011 (19), 010110 (22),
000101 (5), 101110 (46). Pe3ynbraT: TWFU.

Posrnsinemo po6oty 3 Base64 na C#:



static void CodeToBase64(string fileName)

{
byte[] bytes = File.ReadAllBytes(fileName);
string base64 = Convert.ToBase64String(bytes);
File.WriteAllText("data_b64.txt", base64d);

}

static void DecodeFromBase64(string fileName)

{
string base64 = File.ReadAllText(fileName);
byte[] bytes = Convert.FromBase64String(base64);
File.WriteAllBytes("settingsBase64.json"”, bytes);

}

string fileName = "settingsSer.json";

CodeToBase64(fileName);

fileName = "data_bé64.txt";
DecodeFromBase64(fileName);

daiin settingsSer.json:
File Edit View

I
{

"Name": "Olena",
"Life": 100,
"Money": 250,
"ArtifactsCsv": "Ring, Amulet, Key",
"Artifacts": [
"Ring",
"Amulet",
"Key"
1,
“Num®: 3
1,
{

“Name": "Ivan",

"Life": 80,

"Money": 120,

"ArtifactsCsv": "Map, Potion",

"Artifacts": [
“Map",
"Potion"

1

“Num": 2

}
1

@aiin data_b64.txt:

File  Edit  View €3

IWweKTCB7DQog TCAGTKShbWUi01Ai T2x1bmE i LAGKTCAGTCIMaWZ1TjogMTAWLABKTCAETCIND251eST6TDT1IMCWNCiAgTCAIQXIBaNZhY3R2zQ3N2TjogT1IpbmesTEFt
dWx1dCwgS2VSTiwNCiAgICALIQXIBaWZhY3R2zIjogweKICAICAET1Ipbmeil ABKICAEICAZTkFtdix1dCTsDQogICAgICAIS2V5Tg@KICAETF@sDQogICAETK51bSI6
IDMNCiAgFSWNCiAgewBKICAGICIOYW11IjogTk12YW4iL AGKICAEICIMaWZ1I og0DASDQogICAgIk1vbmV5IjogMTIwLABKICAEICIBCNRpZmF jdHNDC3Y101iA1 TWFw
LCBQb3Rpb24iLAGKICAGICIBcnRpZmF jdHMi0iBbDQogICAGICAL THFWIiwNCiAgICAgICIQb3Rpb24iDQogICAGXSWNCiAgICAI TNV jogMgoKICBODQpd

Cranmapt AES (Advanced Encryption Standard) e crangaprom mudpysanss CrionydeHnx
[ItatiB AMepukH Ta BKJIr04ae B cebe anroputm Rijndael.

Rijndael € 6mokoBUM MmM(POM 3 TOBXKHUHOIO OJIOKY N Ta JOBKUHOIO KIFOYA Nk, SIKI MOXKYTb
npuiMaTH OJIHE 3 TPhOX 3HadeHb: 128, 192, 256 6iTiB. ANTrOpUTM CKIAAAEThCA 3 Nr PAyHIIB, 1€
napameTp Nr BU3HAYAETHCA 3a YUCIaMHU N Ta Nk 3riaHo 3 Tabmumi 13.1.



Tabmuus 7.1. KinpkicTs payHaiB B anroputi mudpysanus Rijndael

n, n=128 n=192 n=256
n, =128 10 12 14
n, =192 12 12 14
n, =256 14 14 14

B Rijndael BukopucToBYyrOThCS 4OTHpPH 0a30Bi MEPETBOPEHHS, O3HAYECHHS SIKUX HABEICHO
HIDKYE:

1) K (AddRoundKey) — mogaBanHs 10 BXiJJHOTO MOBIJOMIICHHS PayH/I0 BOTO KITFOYa;

2) S (ByteSub) — 3acTocyBaHHsI HETIHIHHUX BY3JIiB 3aMiHH;

3) R (ShiftRow) — uukmiuHmii 3CyB pSIKIB;

4) M (MixColumn) — mepeminryBaHHsI CTOBIIIIIB.

3amndpyBaHHs BIAKPUTOTO TEKCTY MOJIATAE Y BUKOHAHHI TaKMUX JIIH:

1) oGuucienHi (3a JOMOMOTOI0 OKPEMOi MPOIIEAYPH — PO3KIaay KItoUiB) Ny + 1 payHI0BUX
KIIIOYIB 3a KJIoueM Mu(pyBaHHS;

2) moJlaBaHH1 MEPLIOro payHI0BOTO KIk0Ya JI0 BIAKPUTOIO TEKCTY;

3) BUKOHaHHI Nr — 1 IPOMIKHUX payH/IB;

4) BUKOHaHHI OCTaHHBOTO PayHIy.

KoxkxeH mnpoMiKHMI payHI TIOJNSTae B TIOCTIOBHOMY 3aCTOCYBaHHI JIO BXIJHOTO
noBiOMJIEHHS niepeTBopeHb S, R, M, K; B ocTanHHbOMY payHAl 3/1IICHIOIOTECS TEPETBOPEHHS S,
R, K.

Jns  peamizamii  mudpyBans AES 'y C# BHUKOPUCTOBYETBCS TPOCTIp  IMEH
System.Security.Cryptography ta ximac Aes. OCHOBHUH MiAXi[ MOJSATae y CTBOPSHHI €K3EMILIspa
Aes, BukopuctanHi kitoda (Key) ta Bexropy inimamizaii (IV) s ctBopennst ICryptoTransform
yepe3 CreateEncryptor a6o CreateDecryptor, a motiMm 00poOKy IaHUX 3a JIOTIOMOTOIO
CryptoStream.

Bexmop iniyianizayii (Initialization Vector, 1V) — ne BumagkoBa abo0 ICEBIOBHITAIKOBA
MOCIIIIOBHICTh OalTiB, SIka BUKOPUCTOBYETHCS PA30M 13 CEKPETHUM KIIIOYEM y CUMETPUYHOMY
mudpyBaHHI JUIsl TapaHTyBaHHS YHIKJIBHOCTI KOXHOTO 3amudpoBaHoro OJIOKy naHuX. Bix
3arno0irae MosiBi OJHAKOBUX IIA0JIOHIB y 3amu(poBaHOMY TEKCTi, poOJsud mudp CTIHKUM A0
aTak.

be3 IV onnakoBuii TeKCT, 3amMppPOBaHUI OJTHUM 1 TUM K€ KIIFOYEM, 3aBXK]IM BUTIISIaATHME
onHakoBo. lle 1o3Boyise Xakepam 3HAXOIUTH 3aKOHOMIPHOCTI (HAmpPHKIAJ, pPO3Mi3HATH
CTaHJAPTHI 3ar0JIOBKH ITOBIIOMJICHB ).

B amroputmax AES Buxopuctanus IV 3amexurs BiJf KOHKPETHOIO DPEXUMY pPOOOTH.
BUKOPUCTOBYIOTBCS TaKi PEKUMU POOOTH:

- AES-CBC (Cipher Block Chaining) — y nmpoMy pexumi KOXeH OJIOK AaHUX Mepes
mupPyBaHHAM «3MILITYETHCS» 3 MONEPETHIM 3auppoBaHuM 010KOM. OCKITIBKU IS
nepuoro OJOKy 1€ HEMae «IonepeaHboro», IV BucCTymae B poiii IbOrO MEPIIOTO
BipTyansHOro 61oky. [lepmuii 6ok Tekety mpoxoauts omnepamniro XOR 3 1V, 1 numie
icns BOro pe3yibTaT mudpyerses kmouem AES.

- AES-CTR (Counter Mode) — nieii pexxum nieperBoproe AES Ha notokosuii mmmdp. Tyt
IV — 4ucno, 1o BUKOPUCTOBYETHCS OJMH pa3 1 € YAaCTUHOW «IuwibHUKa». AES
mudpye He caMm TeKcT, a KoMOiHaio «IV + MuuIbHUK» (AKUHA 301IbIIY€EThCS AT
KOXKHOTO 0110KY). OTprMaHui «BUMaIKOBHID MOTIK JaHUX MOTIM 3Mimyerses (XOR)
3 TEKCTOM.

- AES-GCM (Galois/Counter Mode) — HaiicydacHIIIMI pPEXHM, SKUH HE TUIBKA
mdpye, a it nepeipsie HiTicHICTh AanuXx. [Ipamtoe cxoxe Ha CTR, asne BUKOpUCTOBY€E



IV (3a3Buuait 96 OiT) a8 CTBOpEHHS YHIKaJbHOTO KJIIOYa JUIS KOXKHOTO
noBiomIieHHs. Km0 fnani OyxyTh 3MiHEHI MiJ Yac mepenadi, anropuTM 1€ BUSBUTD
3aBIIIKU «TETy ayTeHTU(IKaIi1», SKUil reHepyeThest pazom 3 [V.

Aes — 11e abcTpakTHHIA KJ1ac, Bijl SKOTO YCIaJAKOBYIOThCS Bel peamizamii anroputmy AES. V
CBOIO Uepry, Kjac Aes caM € CIaJKOEMIIEM IHIIIOro abCTpakTHOTo Kiacy — SymmetricAlgorithm,
KU €, K BHILUTUBAE 3 HA3BU, CUMETPUYHUM anroputmMom mudpysanns. Y .NET Bci kmacw,
noxigHi Bix SymmetricAlgorithm xmacy, BUKOPHCTOBYIOTh PEXHM 3YCIUICHHS OJIOKIB TEKCTY
(arrn. Cipher Block Chaining, CBC). Pexxum CBC BHKOPHCTOBY€ETHCS 32 3aMOBUYBAHHSIM, aJe 32
Oa)xaHHAM HOr0 MOYKHA 3MIHUTH.

{06 orpumatu 00'ekT ays mUGPYBAHHS 32 33JaHUM AJTOPUTMOM, JIOCTATHHO BUKJIHKATH
metop Create(). Hanmpukian, cKOprCTaEMOCS MM METOJIOM 1 CTBOPUMO O0'€KT Ui MH(pyBaHHS
naHuX 3 BUKopucTaHHSAM AES Ta momuBuUMOcs Ha HOro HajalITyBaHHS 32 3aMOBUYBAHHSM Ta
JIesIK1 1HII BJIACTUBOCTI:

Aes aes = Aes.Create();
Console.WriteLine($"{aes.GetType()}");
Console.WriteLine($"Pazmip knwua: {aes.KeySizel}");
Console.WriteLine($"Pazmip 6noky: {aes.BlockSize}");
Console.WriteLine($"Pemxum po6oTu: {aes.Mode}");
Console.WriteLine("Po3mMipn knwyiB, wo NigTPUMYNTbCH CUMETPUYHUM anropuTMmom:");
foreach (var keySize in aes.LegalKeySizes)
{
Console.WriteLine($"{keySize.MinSize} - {keySize.MaxSize} 6uT (c warom {keySize.SkipSize})");
}
Console.WriteLine("Posmipn 6noKiB, wo NigTPUMYNTbCH CUMETPUYHUM anropuTmom:");
foreach (var blockSize in aes.lLegalBlockSizes)
{
Console.WriteLine($"{blockSize.MinSize} - {blockSize.MaxSize} 6ut");
}
Console.WriteLine($"BekTop iwiuianisauii: {Convert.ToHexString(aes.IV)}");
Console.WriteLine($"Knwu: {Convert.ToHexString(aes.Key)}");

System.Security.Cryptography.AesImplementation

Pazm?p knw4a: 256

Pasm?p 6noky: 128

Pexum po6oTu: CBC

Po3m?pu knwy?B, Wo N?ATPUMYTbLCA CUMETPUYHUM anropuTMOM:

128 - 256 6uT (c warom 64)

Po3m?pu 6nok?B, Wo N?ATPUMYITbCA CUMETPUYHUM aNrOpPUTMOM:

128 - 128 eéut

BekTop ?7H?u7an?3au?i: UDTAE664F78D13C1548E61FC303BA2BD

Knwoy: A43EB10AG6OFE6AUD7FO8SAEU99F3U457669A5066946DBO61CIOFAELU865EECA1656

Sk BUHO 3 BUBEAEHHS KOHCcO, 111 AES MU MOXEeMO BUKOPUCTOBYBATH KIIIOU1 pO3MIpOM
128 6it, 192 Gitu Ta 256 OiT. 3a 3aMOBYYBaHHSIM, B OTPUMaHOMY 00'€KTi BJKE€ CTBOPEHO KJIHOY
po3MipoM 256 OiT i BekTop iHimiam3anii B 128 6ir. Ase, 3a 6akaHHs, MM MOXXEMO 3MIHUTH IIi
3Ha4YeHHs. 3a3BUyail 6epyTh Kiarou 32 OaiiTu npu Bukopuctanni AES-256, 16 6aiit — AES-128.

Knacu cumerpuunoro mmmdpysanss (Aes, Des ToI10) BUKOPUCTOBYIOTHCS 31 CIEI[iaIbHUM
ki1acoM notoky — CryptoStream, sxuii mmdpye nani, paxoBani B notik. Kmac CryptoStream
1HIIlaNI3yeThCs 3a JOMOMOIOI0 KJIaCy KEpOBAaHOIO MOTOKY Ta Kiacy, IIO peanidye iHTepdeiic
ICryptoTransform, a Takox i3 3a3HaueHHSM 3HaueHHs nepepaxyBaHHs CryptoStreamMode, sxe
BKa3ye THUII AOCTYIY, 103BoJjieHoro aist CryptoStream.

Knac CryptoStream Mo)kHa iHiIiami3yBaTH 3a JONOMOrOI0 OyJb-sIKOTO Kiacy, SIKUH €
noxigHuM Stream Bif Kiacy, BKarouaroun FileStream, MemoryStream Toro.



Hanpuknan, mo6 crBoputi o0'ekt Ty CryptoStream i mudpyBaHHS JTaHUX, MOXHA
BUKOPHUCTOBYBATH TaKU KOHCTPYKTOD:

Aes aes = Aes.Create();

string sourceFileName = "settingsSer.json";
string outputFileName = "settingsjson.enc";

FileStream inStream = new FileStream(sourceFileName, FilelMode.Open);
FileStream outStream = new FileStream(outputFileName, FileMode.Create);

CryptoStream encStream = new CryptoStream(outStream,
aes.CreateEncryptor(aes.Key, aes.IV),
CryptoStreamMode.Write);

Ocb sIK MOYKe BUTIIAIATH TIpoliec mupyBaHHs Ta qemudpyBaHHs (aiiry 3 BAKOPUCTAaHHIM
anroputmy AES:

//BUKIIUK (QyHKITIH

string sourceFileName = "settingsSer.json";
string outputFileName = "settingsjson.enc";
string destFile = "settings.json";

string key = "secret key";

string ivSecret = "vector";

EcryptFile(sourceFileName, outputFileName, key, ivSecret);
DecryptFile(outputFileName, destFile, key, ivSecret);

//MepeTBOPEHHS KJTF0Ya Ta BEKTOPY
private static byte[] GetIV(string ivSecret)

{
MD5 md5 = MD5.Create();
return md5.ComputeHash(Encoding.UTF8.GetBytes(ivSecret));
}
private static byte[] GetKey(string key)
{
SHA256 sha256 = SHA256.Create();
return sha256.ComputeHash(Encoding.UTF8.GetBytes(key));
}

/b pyBaHHs JaHUX



static void EcryptFile(string sourceFileName, string outputFileName,
string key, string ivSecret)

{
Aes aes = Aes.Create();
aes.IV = GetIV(ivSecret);
aes.Key = GetKey(key);
FileStream inStream = new FileStream(sourceFileName, FileMode.Open);
FileStream outStream = new FileStream(outputFileName, FileMode.Create);
CryptoStream encStream = new CryptoStream(outStream,
aes.CreateEncryptor(aes.Key, aes.IV),
CryptoStreamMode.Write);
long readTotal = 0;
int len;
int tempSize = 100; //po3mip TMMYyacoBoro cxoBuua
byte[] bin = new bytel[tempSizel; //Tumyacoee CxoBume Ang 3awuppoBaHol iHdopmauii
while (readTotal < inStream.Length)
{
len = inStream.Read(bin, 0, tempSize);
encStream.Write(bin, 0, len);
readTotal = readTotal + len;
Console.WriteLine($"{readTotal} 6Gaiit o6po6neno");
}
encStream.Close();
outStream.Close();
inStream.Close();
}

//memmdpyBaHHS TaHUX



private static void DecryptFile(string sourceFile, string destFile,
string key, string ivSecret)

using FileStream fileStream = new(sourceFile, FilelMode.Open);
using Aes aes = Aes.Create();
aes.IV = GetIV(ivSecret);
aes.Key = GetKey(key);
using CryptoStream cryptoStream = new(fileStream,
aes.CreateDecryptor(aes.Key, aes.IV),
CryptoStreamlMode.Read);
using FileStream outStream = new FileStream(destFile, FilelMode.Create);
using BinaryReader decryptReader = new(cryptoStream);
int tempSize = 10;
byte[] data;
while (true)
data = decryptReader.ReadBytes(tempSize);
if (data.Length == 8)
break;
outStream.Write(data, 0, data.Length);
}
Pesynbrart:
File  Edit  View File  Edit  View €3
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Do
{
“Name": “Ivan",
"Life": 80,
"Money": 120,
"ArtifactsCsv": "Map, Potion",
"Artifacts": [
"Map",
"Potion"
1,
“Num": 2
b

1

Ob6ghyckayis — 1ie TpoLec YCKIAJHEHHs KOy porpaMu abo JaHUX 3 METOI yTPYJHEHHs
peBepC-1HKUHIPUHTY, TOOTO 3a0e3neueHHs TPYIHOLIIB Y pO3yMiHHI a00 BIATBOPEHHI BUX1IHOTO
koay. lle crammaprHa mnpakTuka y cdepi mnporpaMmyBaHHS Ta PO3POOKH MPOTrPAMHOIO
3a0e3neueHHs JUIsd MiABUIEHHS O€3MEeKH Ta YHEMOXJIMBICHHS HECAaHKLIOHOBAHOTO JOCTYIY YU
Mo U diKalii IpOrpaMHOro KOAy.

OCHOBHI acneKkTu 00QycKalii BKIOYAIOTh:

- IlepeiimenyBaHHS — 3MiHa iIMEH 3MIHHUX, (yHKIIH 1 KJ1aciB Ha OUTbII HEOYEBHJIHI Ta

CKJIaJIHI JUIS PO3YMiHHS;



3amiHa KOHCTaHT — 3aMiHa YMCJIOBUX Ta PSJIKOBUX KOHCTAHT HA 1HIIN 3HAYCHHS IS
YTPYJIHEHHS PO3YMIHHS JIOTIKH IIPOTPaMH;

BcraBnennst HemoTpiOGHOTro KOy — J0AaBaHHS HEMOTPIOHOTO KOMY, SIKMA HE BIUIUBAE
Ha QYHKIIOHAJBHICTD, aJie 301IbIIy€e 00CAT Ta YCKIIAIHIOE aHATII3;

AbcTpakiist yMOB — 3aMiHa 3p03yMUTMX YMOB Ta JIOTIYHUX BUPA3iB OLIBII CKIAQIHUMHU
a00 BUTaJJaHNMU;

HIndpyBanns pskiB — mU(pPyBaHHS TEKCTOBHUX PSJIKIB, TAKUX SK PSAIKH, IO MICTSThH
MOB1IOMJICHHS TTPO TIOMHUJIKH YH KITIOY,

Bunanenns 3aiiBoro mera-iHdopmariii — BHITydeHHs 3aiiBoi Mera-iH(opmarii, sika
MOXX€ OYyTH KOPHCHOIO JJIsi PEBEPC-IHKHHIPUHTY, HANpPUKIAA, BUAAJICHHS IMEH
METOJIIB UM KJIACiB.

Metoau o0dyckarii MO’KHA 3aCTOCOBYBATH IS 3AXUCTY TaM'sTi IPOTPaMHU.
€ pi3HI METOAM 3aMiHM 3HA4Y€Hb 3MIHHUX, PO3IJITHEMO OJHMH 13 HUX 3 BUKOPUCTAHHSAM

BUITAIKOBUX 3HAYCHBb.

BumnankoBe 3Ha4ueHHsSI F€HEPYETbCS HA MOYATKy, HOTIM 3 HBOTO BIJHIMA€THCS peajbHE

3HA4YEHHS (3roJIoOM BOHO TMPUXOBYETHCS), a IMOTIM, KOJIM HEOOXIAHO, MPUXOBAHE 3HAYCHHS
BIIHIMA€ETHCS 31 3r€HEPOBAHOTO BUIIAIKOBOT'O 3HAYEHHS, TIPU I[bOMY PI3HHUIIS € BUX1THUM YUCIIOM.
Kitou monsirae B ToMy, 00 3Ha4YeHHs, SIKE BIIOOpaKaeThCs HA €KpaHi, Majo 3HAYCHHs, sSIKe
TOBHICTIO BIJIPI3HSETHCS BiJ 3HAYCHHS 3MIHHOI, [0 MPHU3BEJEC XaKepiB 0 aOCOIIOTHO
HEeTMPaBWIBHOTO NUBIXY TiJ] 9ac CKaHyBaHHSI.

Hanpuknan, B momepennix sekmisx B ckpunte GameController 36epiraemo Hakomudeny

KIJBKICTE 0ajiiB Bif 00’ €KTIB, IO ITiTHIMAEMO, TOOTO:

private int score;
private int Score { get { return score; } set { score = value; } }

private void Awake()

{
}

_instance = this;

private void Start()

{

Score = @;
HUD.Instance.SetScore(Score.ToString());

public void SetScore(int add)

{

Score += add;
HUD.Instance.SetScore(Score.ToString());

if (Score >= 10)
HUD.Instance.ShowLevelWonWindow();

I[OpO6I/IMO Halll CKpUIT I BUKOPUCTAHHSA 3aMIHM 3HAY€Hb 3MIHHUX 3 BUKOPUCTAHHAM

BUIAIKOBHX 3HaueHb. J[1st boro ctBopumo HoBuii ckpunt ObfuscateSettings.



public class ObfuscateSettings : MonoBehaviour

{
static int random;
public static void Initialize()
{
random = UnityEngine.Random.Range (10000, 99999);
}
public static int Obfuscate(int originalVvalue)
{
return random - originalValue;
}
public static int Deobfuscate(int obfuscatedvalue)
{
return random - obfuscatedValue;
}
}

3pobumo 3minuB B ckpunti GameController:

private void Awake()

{
_instance = this;
ObfuscateSettings.Initialize();
Score = ObfuscateSettings.0Obfuscate(@);
}
private void Start()
{
//Score = 0;
//HUD.Instance.SetScore(Score.ToString());
HUD.Instance.SetScore(ObfuscateSettings.Deobfuscate(Score).ToString());
}
public void SetScore(int add)
{
//Score += add;
//HUD.Instance.SetScore(Score.ToString());
Score = ObfuscateSettings.Obfuscate(ObfuscateSettings.Deobfuscate(Score) + add);
HUD.Instance.SetScore(0ObfuscateSettings.Deobfuscate(Score).ToString());
//if (Score >= 10)
if (ObfuscateSettings.Deobfuscate(Score) >= 10)
HUD.Instance.ShowLevelWonWindow();
}

3amicTh Oe3mocepeIHbOI 1HIIIaNi3alii 3MiIHHOT O4YOK MU 1HiI[iai3yeMo i Ha moyatky B void
Awake(). Tlepmr HDX npu3HayaTu 3Ha4YeHHA 3a gonomororo Obfuscate(value), 000B’sI3K0BO
Bukinkaiite Initialize().

Toxi mig vac BimoOpaskeHHS 3Ha4eHb MM A€00(QYyCKyeMO iX Ha JIbOTY, BUKJIMKABIIU
Deobfuscate(value) TakuM yMHOM BiJOOpakarouu CHpaBXHI 3HaueHHs. Xakep cnpoOyBaB Ou
3HaiiTH 0 a6o 10 a6o 20 To10, aje He 3MIr O iX 3HAHUTH, OCKIJIbKU peabHi 3HAaYEeHHS 30BCIM 1HIII.



Honeypot — e Bun kibepOe3neku, mo npeacTaiisie co00ko (haabIIUBHU 00'€KT UM CUCTEMY,
MPU3HAYCHUH JJIs1 BUSIBIICHHSI, BUBUCHHS UM BiICTE)KEHHS Kibep3nounHIiB. Honeypot moxe OyTu
SK MPOrpaMHMM, TaK 1 amapaTHUM 3aco00M, pO3TALIOBAHUM B MEPEXi 3 METOI NMPUBEPTAHHS
yBar# MOTCHIIMHUX 3JI0BMHUCHUKIB.

OCHOBHI XapaKTepHCTUKU honeypot BKIIOYAIOTh:

QanpmmBi mani — honeypot Hamaraerbcs BUIaBaTh ceOe 3a peajbHy CHCTEMY YH
pecypc, 130JI0I04H HOTO BiJl PEIITH peaIbHUX aKTHUBIB MEPEXi,

3axorieHHs: JaHuX — honeypot Moke 3ammcyBaTH Ta aHAII3yBaTH BCIO B3a€MOJIIIO
3JIOBMUCHHKIB, 30KpeMa, iXHi CIIpoOU aTak Ta METOJIH;

BusiBnenns 3arpo3 — 3a J0omoMoror honeypot MOXHAa BHSBIATH HOBI Ta
€BOJIIOI[IOHYOUI 3arpo3H, aUKe BOHHU NMPUBEPTAIOTh aTaKH, SIKi MOXKYTh BKa3yBaTH Ha
HOBI Ta HE BiJIOMi BU/H aTaK.

HaBuanHs Ta aHai3 — BUKOpUCTaHHS honeypot 103BoJIsie BUBYATH METOH Ta TAKTUKY
3JIOBMUCHHKIB, a TAKOK IMOKpAIlyBaTH CTpaTerii Kibep3axucTy Ha OCHOBI OTPUMaHUX
JaHUX;

[Tomepemkenns mepen arakor — honeypot Moke CIyryBaTH IMOMEPEHKEHHSM Mepe
peaTbHIMH aTaKaMH, JI03BOJISTFOYM BUACHO pearyBaTH Ta 3aXHINATH PeabHiI CHCTEMHU.

2. 3aBAaHHsA 10 NPAKTHYHOI podoTu 13

CtBopenHi (aitnm [t 30epriraHHs Ta YATaHHS BBeIeHUX naHuX y popmaty XML g JSON
30epiratu y 3amudpoBanomy Burisal. Crno4yarky A0 HHUX 3aCTOCYBAaTH IIM(PYBAaHHS JaHUX, a
notim Base64-miepeTBopeHHsI.

PeanizyBaTtu MeTo] 3aMiHM 3HaY€Hb 3MIHHHX, 30 30€piraroTbCsi B maM’siTi KOMII I0Tepa, 3
BUKOPUCTaHHSM BUIIAIKOBUX 3HAYEHb.

Brectu B naHi, siki 36epiraroTbest HemoTpiOHI mapameTpu. JlomaTtu Ha CiieHy 00’ €KTH SIKi
OymyTh 3MiHIOBATH 111 MapameTpu. CaMi 00’ €KTH HE OepyTh y4acTh B Ipi.
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