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Tema 1. BBenenns B po3po0Ky irpoBux 3acTOCyHKiB
IIpakTnuna podora 1. CtBopenns rpu nHa C#

Merta po6oTu: 1Mo3HaHOMUTHCS 3 MOBOIO IporpamyBaHHs C# Ta mpUHIUIAMU 00’ €KTHO-
OpIEHTOBaHOTO TporpaMmyBaHHs. HaBuuTHCS CTBOpIOBaTHM irpd 3a JONOMOTOI0 MOBH
nporpamyBaHHs C#, BUKOPUCTOBYIOUH 00’ €KTHO-OPIEHTOBAHUHN MiJIX1I.

1. TeopeTnunmnii MaTepiaj

CTBOpPUMO JI0AaTOK, B IKOMY peaiizyemo BapiaHnt rpu «Flappy Birdy.

Flappy Bird — mo6GinpHa rpa mns miaardopm i0OS 1 Android po3pobiieHa B'eTHAMCHKUM
po3pobuukom Jlonr Hryenowm (anri. Dong Nguyen). I'pa 6yna Bunyuiena 24 tpasus 2013.

I'paBenib Kepye MOJBOTOM NTAIIKH, SKa PYXA€TbCSl MK PSAAMU TEPEIIKOJ Yy BUTIIIAIL
BEPTUKAIBHUX 3€JICHUX TPYO, 110 YTBOPIOIOTh TYyHENb CKIaaHO1 ¢hopmu. [Ipu 3iTKHEHH] 3 HUMU
rpa 3aBepuryeThes. [lTamka jgeTuTh BHepen cama, YIOpPaBIiHHS 31HCHIOETHCS TOPKAHHSAM JI0
€KpaHa — TOJIl TITallKa 3Maxye KpujaMu 1 poOUTh HEBEIMKHUM PUBOK Bropy. B iHmomy pasi
MTalllka HE Maxae KpWwjiaMH 1 Tmajae. 3a KOXKHHM YCIIITHUKA TPOJIT MDK JBOMa TpyOamu
3apaxoOBYIOTHCS OUKH.

CtBopumo HoBwmii ipoekT Windows Forms App (NET Framework). Maemo Takuii BUTIIsI
MIPOEKTY:
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Pucynok 1.1 — Buna npoexty Windows Forms App (.NET Framework)

o

JonaiiMo Ha ¢opmy Takuii KoMmoHeHT sik PictureBox. /[ns mporo HaTHCKaeMo BKIIAJKY
Toolbox Ta B BikHi, 10 3’ IBUTKCS oOupaemo PictureBox Ta mepersiryemo Ha (GopMy Ta HagaeMo
NOTPiOHO PO3MIPY TAKOXK 3MIHUMO po3Mip (GopMH.



Toolbox v =2 X

| Search Toolbox p|'|
] PageSetupDialog

g
9
53
[e]
X

Panel

PictureBox

]

PerformanceCounter
E=n) PrintDialog

&

PrintDocument

Buninumo PictureBox Ta B BikHiI Properties 3aminumo BiactuBicth opmu BackColor Ha
snHaueHHs1 White:

. 1 =
1 Ferm -

o L=

CtBopuMO aBa HOBUX KJacy /utst 00’ ety Bird Ta Pipe. s miporo y BikHi Solution Explorer
BHJIUIIEMO Ha3BY MPOEKTY Ta HATHCKaeMO npaBy KHOMKY Muiii. Ooupaemo Add — Class. Y BikHi,
110 3’SIBUTHCS BHU3Y HANMIIEMO Ha3BY KJacy, Hampukiaj Bird. AHamOriuHO CTBOPIOEMO HOBHUU
kiac Pipe. Binkpuemo i kinacu. J{js 11p0ro He0O0Xi1HO MOABIMHO KITAIIHYTH Ha 1M’ s KJIacy B BiKHI
Solution Explorer.

HonaiiMo kapTuHKHA (GOHY, NMTUIN Ta TPYyOM SK pecypcu A0 HAmoro mpoekrty. s mporo
HaTHCKAEMO Ha HA3BY MPOCKTY MPaBOIO0 KHOIKOIO MUIII Ta 0bupaemo Properties. 3’ IBUTbCS BIKHO
B OKpeMiil BKIaIi. B 11iboMy BikHI epexoaumMo J0 MyHKTY Resources.

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

Build Events Name » Value

Debug #h

Resources
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Settings

Reference Paths

Jam BusmBaemo crnucok st kHonku Add Resource ta B mmpomy crnmcky oopaemo Add
Existing File. Jani obupaemo mouyeproBo KapTUHKH, sKi Oaxkaemo nonmatu. B pesynbrari,
HaNpUKJIal, Ma€EMO TaKui BUIIIAL BikHa Resources:
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Homaiitmo no kiacy Bird takuii kox:

internal class Bird

i
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 = x;
this.y = y;

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

imgBird = Properties.Resources.flappy_bird;

Hns  pobotrm 3 xmacom Image B aimi  Bird.cs Ta Pipe.cs miakimo4YuTh
using System.Drawing;

3anoBHUMO 1HIIHH Ki1ac 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);

¥



IToBepraemock 10 ¢opmu. 1106 momyuuru ¢aitn koxy gopmu, y BikHi Solution Explorer
Buaisiemo Forml.cs, HaTuCKaeMo npaBy KHONKY Myl Ta ooupaemo View Code. Maemo:

public partial class Forml : Form

{

public Formi()

{

InitializeComponent();

}
}

ITepen koncTpykropom Form1() ctBopuMo HeoOXi1HI MOJS:
Bird bird;

Pipe pipel, pipe2;

Bitmap bmp;
private Graphics myGraphics;
Image backgroundImage;

private float gravity;

Timer timer;

HNonaiimo 1o koHcTpykTopa Forml() micns Bukimka wmetomy InitializeComponent()
HACTYIHUU KOJI:

Bxaxemo po3mipu BikHa:

.Size = new Size(650, 7600);

CTBOpMMO KapTHHKY, Ha 5K OyJIeMO MaJlfOBaTH HaIli 00’ €KTH:

bmp = new Bitmap(pictureBox1l.Width, pictureBoxl.Height);
myGraphics = Graphics.FromImage(bmp);
pictureBoxl.Image = bmp;

[Tonyunmo kapTuHKY (HOHY TpH:
backgroundImage = Properties.Resources.Background;

CtBOpUMO TaiiMep Ta BUBHAYUM METO 0OpOOKH IMO/Iii TaMepy:

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

3po0MMO BUKIIMK METOJY, SIKHH OMHILEMO MICIIsi KOHCTPYKTOPY:
Instantiate();

Mertog Instantiate cTBOpro€e 00’ €KTH Ta 3aITyCKae Tpy:



private void Instantiate()

{
bird = new Bird(20e,200);
pipel = new Pipe(4@€0, -100, true);
pipe2 = new Pipe(400, 300);
gravity = o;
PaintScene();
timer.Start();

}

Meron PaintScene() manmtoe kapTuHkH y PictureBox:

private void PaintScene()

{
myGraphics.DrawImage(backgroundImage, @, ©, 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);
pictureBoxl1.Refresh();

}

SIkmio 3apa3 3amyCTUTH MPOEKT MaEMO TaKy KapTHHKY:

Hami pomaiiMmo pyx ntumi, TpyO Ta Joriky rpu. s mporo Ham 3HAIOOWTHCS METON
Timer Tick.

[lepen TvM SIK 10 HBOT'O IEPEXOUTH CTBOPUMO KHOTIKY (Button) Ha ¢popmi Ta 3MiHMMO HOTO
BiactuBicTh Text Ha psgok Force. CTBopuMO MeTo 0OpOOKM HATUCKAHHS HA L0 KHOMKY. J[is
I[LOTO Y BiKHI MIpoeKTy Properties mepeiineMo Ha 3aknaaky Events Ta 3poOuMoO MOABIMHMIA KITIK
mutoro B o Click. B pesynbrari B koai 3’ siBuThest Metoa buttonl Click.
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3anumemo HacTynHuU# ko B metox buttonl Click:

private void buttonl_Click(object sender, EventArgs e)

{
gravity = 9;
bird.gravityValue = -0.125f;

[Tepeiinemo mo metomy 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 meroni Timer Tick Buxnmkatorecsi metomu Collide Ta MovePipes, siki HE0OXigHO
CTBOPHTH.
HNonaiimo metox Collide, sikuii iepeBipsie 3ITKHEHHS MITHUIlI Ta TPYOu:



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;
}

Meton MovePipes pyxae TpyOu cripaBa Ha JIiBO:

private void MovePipes()

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

B meroni MovePipes Buxmmkaetscsi meton CreatePipes, sikuii cTBOpIO€ HaBl TpyoOw 3a
HOBHUMH KOOpAMHATAMH, KOJIM MTONIEPE/IHI TPYOH MPOUIILIN BIIBO 32 MTHUIICIO.
Merton CreatePipes Mae Takuii KOJI:

private void CreatePipes()

{
if (pipel.x < bird.x - 200)
{
Random r = new Random();
int newY = r.Next(-100, ©);
pipel = new Pipe(40€0, newY, true);
pipe2 = new Pipe(460, newY+400);
}
}

2. 3aBaHHA 10 NPAKTH4YHOI podoTH 1

3anyCTUTH Tpy.

Jlonatu 0 rpu Takuid pyHKITIOHAI:

- CrBoputu 11B1 HOBI KHOTKH Start Ta Pause. [Ipu 3anmycke nmporpaMmu MaeMo KapTHHKY
3 (poHOM, mTHIICIO Ta TpyOaMu, ajie Tpa HE MOBUHHA TpalfoBaTh. [licis HaTUCKaHHS
KHOMKH Start rpa noyHe npautoBatu. Knomnka Pause npusynunse rpy.

— JlonaTy cuity NTUII HE Yepe3 HaTUCKaHHA KHOTIKU Force (sik 3apas), a Ipu HAaTUCKaHH1
KHONKH Mutti o PictureBox.

— Honaiite 10 GopMu MITKY, B SIKHI OyJie MOKa3yBaTUCs KUIbKICTh POHIEHUX TPYO.

— 3MiHITh KOJI, 100 MPH MPOXOPKEHHI MEBHOT KUIBKOCTI TpYO, TpyOH movaiy MIBUALIE
pyxarucs cripaBa Ha JIiBO.



Tema 3. 3D. GameObject Ta iioro HaJIalITYBAHHSA
IIpakTnyna podora 2. IlporoTrunyBanus oroueHHs Ha Unity

Merta poGoTu: MO3HAHOMUTHUCS 3 TPOTOTHIYBaHHSM OTOYEHHA B irpax. HaBumrtucs
CTBOpIOBaTH irpu 3 BUKOpUCTaHHAM 3D mabmony Unity, cTBOprOBaTM HOBI CLEHH Ta
MPOTOTUITYBaHHS OTOYEHHS BUKOPHUCTOBYIOUHM Halip 6a3oBux reomerpuuHux ¢opm Unity Ta
ProBuilder.

1. TeopeTnunnii MaTepiaj

CTBOpPUMO JI0ATOK, B IKOMY peaii3yeMo MPOTOTHITYBaHHs oToueHHs Ha Unity.

Ilpomomunysanns omouenHs 8 iepax — 1e MPOLeC CTBOPEHHS IMIBUIKUX, YOPHOBUX BEPCiil
JIOKaIliif Ta PiBHIB TPH I TECTYBAaHHS 17el, MEXaHIK Ta BI3yaJIbHOIO IM3aiiHy 10 MOYATKY
MOBHOMACITA0HOI pO3poOKKH. MeTa Takoro NPOTOTUIY — TIEPEBIPUTH Tpale3laTHICTh
KOHIIETIIII1, BUSSBUTH TIOTCHIIIHI MPOOJIEeMH Ha paHHIX €Tarax Ta OTPUMAaTH 3BOPOTHHH 3B'S30K BiJI
KOMaH/IA Ta IHBECTOPiB, CKOPOTHBIIIM BUTPATH Ta Yac HA pO3POOKY.

[Teprmmii etan po3poOKu OyIb-SKOTO PIBHS MOYUHAETHCS 3 IPOCTUX €CKI3IB Ta 3aMabOBOK
criapHUX 17ei. Lle momomarae Bi3yami3yBatu 1 yABUTH co01 MaltOyTHIM piBEHB: SIKUM Oyze IIIIX
T'paBIls, € PO3MICTUTH OCHOBHI 00'€KTH 1 fK II€ BCE B3aEMOIIATHME MK co00t0. [TpocTi Hauepku
Ba)XXJIMBI, TOMY IO X JIETKO OOTOBOPIOBATH Ta KOPUTYBATH Ha XOIY.

Pucynok 2.1 — Ipuknan eckiziB piBHIB

MeTpHKH J0TIOMararTh JieBel-In3aiiHepaM CTBOPIOBATH PIBHI 3a Hamepel] BU3HAYCHUMH
nmapamerpamMu, o0 BiH OyB 3py4YHHM Ta IHTYiTMBHO 3pO3YyMUIMM Uil TPaBIiB. MeTpuku
BKJIIOYAIOTh PO3MIpH JIBEPEH, CXOJMiB, IIMPUHY KOPHUAOPIB, BHUCOTY YCTYIIB Ta IHIII
XapaKTEePUCTHKH, sKI TIOBMHHI BIAMOBIAATH pO3MIpy TEpcOHa)xka Ta #oro ¢GI3HIHUM
MO>KJTHBOCTSIM.

[Ticns Toro, stk OCHOBHI 1711 piBHS Ta MOTO PO3MIpH BU3HAUYCHI, TU3aHEPH TIEPEXOAITH 10
CTBOPEHHS MaKeTa PiBHIL.

Ha npomy erami He morpiOHa imeanbHa rpadika. MoxkHa BUKOPHUCTOBYBATH MPOCTI
npuMiTuBHI hopmu (Ky6H, cepr) abo crerianbHi IHCTpYMEHTH IrpOBUX IBMKKIB, HarpuKiag Pro
Builder B Unity, ais mBuakoro OyaiBHUAITBA PiBHIB.

3aMiCTh JIeTalli30BaHUX MOJENeil CTBOPIOIOTHCSA 0a30Bi 00'€KTH, SKi BUKOHYIOTH CBOIO
¢byHKI1I0, ae HE BUMAararoTh 0araTo 4acy Ha MaJIOBaHHS.



Pucynok 2.2 — [Ipuknaz piBHS Ha eTami IpOTOTUITYBaHHS

Jns crBopenns nmopoxkaporo 3D mpoekty 3aiaiTe y Unity Hub Ta HatucHITh KHOTIKY New
project. Bubupaemo xnonky 3D (Built-In Render Pipeline), Bkazyemo iM'st mpoekTy Ta #oro
MICIICE3HAaXO0/DKEHHS Ta HaTHUCKaeMo KHOMKY Create project. Kosm HOBHUIT TPOEKT 1HIIIATIZY€ETHCS,
3'siBUTHCS penakrop Unity.

IaTepdetic Unity BimoOpakaeThes sik HaOip nmanesnei. KojkHa maHenb Mae BKIAIKY JTiBOPYY
yropi, 3a Ky TMaHejdb MOXHa MEPEMICTUTH 1 TUM CaMUM 3MIHUTH MakeT Mporpamu. Takox,
MepeMIITyIOUYH MaHeNb 3a BKIAJKY, 11 MOXKHA TIEPETBOPUTH HA caMOCTiiiHe BikHO. He Bci maneni
BHIMMI 32 3aMOBUYYBAHHSM, 1 B Mipy PO3pOOKHU TP BU BIAKPUBATUMETE HOBI MaHENl Yepe3 MEHIO
Window.

IaTepdeiic Unity po30uThii Ha KijgbKa YacTHH: BKJIaaka Scene, Bkiaaka Game, maHelb
IHCTpyMeHTIB, BKIaaka Hierarchy, manens Inspector, Bkmanku Project Ta Console. Koxkna yactuHa
Mae€ BJIACHE IPU3HAYEHHS, IPH IIbOMY BC1 BOHHU BIAIrparoTh BaXKJIMBY POJIb Y ITUKIII CTBOPEHHS TPH.

[ToganHs ciieHH MOke OyTH B OJTHOMY 3 IT'SSTH Pi3HUX pexuMiB. [lepemukay pexxuMis, 10
3HAXOJUTHCS Y BIKHI, KEPYE PSKMMOM B3a€MOJIH 3 TTOJTaHHIM CIICHH.

O KA S [=[El]

Pexxum 3axoruieHHs “ (Grab mode) — y 11boMy peXxuMi MOXXHA HATUCHYTH JIIBY KHOTIKY
MUIII Ta 3PYIIUTH ySBJICHHS.

. T . . .
Pexxum mepemimeHns (Translation mode) — y 1mpoMy peXuMi MOXKHA TepeMIIaTH
BUJILJIEH] 00'€KTH.

Pexum obepTanHs (Rotation mode) — y nboMy pexxuMi MOKHA IOBEPTATH BHIUICHI
00'eKTH.




Pexxum macirabyBaHHS (Scale mode) — B oMy peXHMi MO>KHA 3MIHIOBATH PO3MIpH
BUJIUIEHUX 00'E€KTIB.

Pexum npsiMOKyTHUKa E (Rectangle mode) — y npoMy pexuMmi MOXKHa MepeMilllaTH
BUOpaHi 00'€KTH Ta 3MIHIOBATH iX PO3MipH, BUKOPUCTOBYIOUHM IBOBUMIipHiI MapkepH. Lle ocobnmBo
3py4HO npu (HopMyBaHHI JBOBUMIPHUX CIIeH a00 iHTepdeiicy KoprucTyBaya.

Hactynuuii iHcTpyMeHT moemHye y coOi (yHKIIOHAIBHICT, BCIX TOMEpEnHiX. 3a

JOTIOMOT OO0 IIBOTO IHCTPYMEHTY
obepTaTH #oro.

MU MOXEMO pyXaTu 00'€KT, 301JIbIIYBAaTH HOTO pO3MIp Ta

Ocranne E — 1€ KaCTOMHI 1IHCTpyMeHTH. Lli IHCTpyMEHTH MU MO>KEMO BCTaHOBUTHU T10-
pizHOMY TSI KOskHOTO 00'ekTa. J{mst kyGa Bin ctaBatume sik Edit Box Collider.

[MepemukaHHs MK peKAMaMH TPEACTABICHHS CIICHW MOYKHA 3[IFICHIOBATH 3a JIOTIOMOT'OI0
nepemukada abo kmasimamu Q, W, E, R ta T.

Kmac Unity GameObject BUKOPHUCTOBYETHCS Mjisi TPEACTABICHHS BCHOT'O, IO MOXKE
icnyBatu y Cueni. Koxken 00'ekt y Bamiii rpi — 11e GameObject, Bif mepcoHaxiB Ta KOJICKIIHHUX
MPEAMETIB JI0 JDKEPEIT CBITJIa, KaMep Ta CIeliaJbHUX eEeKTIB.



R oo

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

Text - TextMeshPro

Legacy N Camera

Visual Scripting Scene Variables

Ragdoll...

Terrain
Tree
Wind Zone

Pucynok 2.3 — Ipuknag GameObject

Unity Hamae HaOlp 0a30BUX reoMeTpuUYHHUX (GOpPM, SKI MOKHA CTBOPIOBATH MPSIMO B
penaxkTopi:

— Ky6 (Cube),

— Cdepa (Sphere),

— Huniaap (Cylinder),

— Kancyna (Capsule),

— [Tnommuna (Plane),

— Kgsazg (Quad).

Alim

Pucynok 2.4 — Ilpuknazn 6a3oBux 3D-06'ekTiB

Quad — me npumituBHUN 3D-00'€KT, IO € IUIOCKOIO, JIBOCTOPOHHBOIO TOBEPXHEIO,
CTBOPEHOIO 3 JIBOX TPUKYTHUKIB, sIKa BUKOPUCTOBYETHCS JJIs BiIOOPa)KEHHS 300payKeHb, TEKCTYP
a00 cTBOpeHHs pocTux enemMeHTiB y 3D-criieni. Ha BiqmiHy BiJ iHIIMX MPUMITHBIB, TAKHUX SIK KyOH
a6o chepu, Quad HEe Mae 00'eMy 1 CITY>KUTD JIMIIIE SIK TTIOBEPXHSI JIJIs1 YOTOCh.

KirouoBi ocobmuBocti Quad:

—  JIBOCTOpOHHSI — Ha BiIMiHY BiJ iHIINUX 00'€KTiB, Ki MOXYTh OyTH OJHOCTOPOHHIMHU,
Quad mae 1Bi cTOpOHH, 1II0 POOUTH HOTO 3pyUHUM Ul BiZJOOpaKEHHS 300pa)KeHb 3
000X CTOpiH;

— [Tnorcpka reoMeTpiss — BiH € IUIOCKAM OO'€KTOM, IO BiApi3HsE€ HOro Bim OUIBIIT
00'eMHUX MTPUMITUBIB, TAKHX SIK KYO.

Ili o6'ekTu cmykaTh IS MIBUIKOTO MPOTOTUITYBAHHS, TaK 1 JUIsi CTBOPEHHsI 0a30BHX

€JIEMEHTIB CLIEHH, HAPUKIIAJ], TUIOIIHUHY MOXKHA BUKOPUCTOBYBATH K MOBEPXHIO 3€MJI1.



VY Unity He Mo)kHa OyJ0 CTBOpIOBAaTH TpUBUMIpHI Mozeni. ToOTo. HaTUBHHUX 3ac00iB Ta
IHCTpYMEHTIB Ul pelaryBaHHsS TpUBUMIpHUX Mozenei y Unity Hemae, € Kijibka BOYIOBaHHUX
00'exTiB (KyO, chepa Tomo). BOynoBanumu 3acobaMu peakTopa HE MOXKHA BHUKOHYBAaTH TaKi
MaHIMyJsAMii, sIK JoJaBaHHA (MepeMileHHs, 00epTaHHs, BUAAICHHS) BEPLUINH, pedep, MONIroHiB,
HE MOXHA HAaKIaJaTH TEKCTypH Ha OKpeMi IOJIITOHM, HE MOXKHA CTBOpPIOBATH (hacku Ta
BUKOHYBATH BUTATYBAHHS TOJITOHIB.

[Tounnaroun 3 Bepcii Unity 2018, y penakrop Oynu iHTerpoBaHi iHcTpymeHTu ProBuilder.
ProBuilder — ue ynikanpHuil Hallp 3aco0iB g 1MOOYIOBH JBOBUMIPHUX Ta TPUBHMIPHHUX
reOMETPUYHUX (HOPM 3 MOKITUBICTIO 1X MOAAIBIIOTO pelaryBaHHs Ta TEKCTYPYBaHHS.

[ITo6 BcranoButu ProBuilder 3aiinemo B mento Windows — Package Manager. B Unity
Registry B mosi 3Haiiti HabpaTtu ProBuilder.

[Ticnist BCTaHOBIIGHHS B TOJIOBHOMY MeHIO rporpamu Unity 3'sBuThCst HOBUIl myHKT Tools 3
onHuM mianmyHkToM ProBuilder, HaBuBIM Ha SIKU OTPUMAEMO CITHUCOK MOXKJIMBOCTEH. Bubepemo
nyHKT ProBuilder Window, miciist 4oro Ha ekpaHi 3'sIBUThCS TAHEIb, 1110 TIJ1aBa€, 3 IHCTPYMEHTaAMH.
[Tanens 3 IHCTpYMEHTaMH MOXKE 3HaXOJUTHCS B ABOX pexxnMmax: Icon mode Ta Text mode. 1106
MEPEKITIOYUTUCS MK PEKMMaMU HaTUCKAEMO MPaBy KHOTIKY MUIII Ha BUTHHIN JUISTHIT MTaHeN Ta
B MEHIO, 1110 3’ IBUTHCSI 0OUpPAEMO HEOOXITHUI PEKUM.

[lepm HDK mouyaTH MamoBaTH GIirypy, CKOPHUCTaMTECs IHCTPYMEHTOM, SIKHH 3HA4YHO
MOJICTIIUTh HAJAIITYBAHH 11 pO3Mipy Mi3HIIIE: IHCTPYMEHTOM «Snap tool».

3a 3aMOBUYYBaHHIM THCTPYMEHT «Snap tool» BumkHeHo. 1106 yBiMKHYTH #Oro, BHOEPITh
3HAYOK « Y BIMKHYTH/BUMKHYTH IIPHUB’ 13Ky CITKU», & TIOTIM HABEITh KypCcOp Ha PEKUM MEPETIsay
«Crienay, o0 mepeBipuTH, 9M Horo BBIMKHEHO. Bu mobaunTe >KOBTHI KBazpaT, KU CIiAye 3a
BalllIM KypCOPOM, SIKUH TPUB’I3YETHCS IO BEPIINH CITKU B pexuMi nieperisiay «CrieHay.

ProBuilder
5.2.4 - March 20, 2025 ,7‘

1 Unity Registry

ProBuilder

Pucynok 2.5 — Bikno Package Manager mis ycranoBku ProBuilder



ProBuilder

New Shape

New Poly Shape

Smoothing ProBuilder
Material Editor
UV Editor

Vertex Colors

Orientation: Local

Lightmap UVs

Pucynok 2.6 — Bikno ProBuilder 3 incTpymentamu B pesxxumi Text mode ta Icon mode

Haiimomupenimmii migxix mojsrae y CTBOPEHHI IMOMEPEeIHbO BH3HAUEHO! (irypu 3a

JOTIOMOT 010 iHCTpyMeHTa «Shape tool» L , SIKH MICTUTH O10moTeky diryp. L{i monepeanpo
BH3HaueHl (Irypu BKIIOYAIOTH: MPOCTI KyOW, MPU3MH, TOPH Ta IHIII TMPOCTI TCOMETPUYHI
€JIeMEHTH, SIKI MOYKHa BHUKOPHUCTOBYBATH JUISi CTBOPEHHsI OyiiBelb, TPAHCIIOPTHUX 3acO0IB Ta
iHmux 00'ekTiB. [Tonepenapo BU3HAUYEH1 GirypH, sIKi 3a3BUYail 3yCTPIvalOThCs B OYIIBIIAX, TaKi SIK
CXOJTH, apKH Ta JIBEPI.

\“v/é

. , £~
[Ilo6 momatm HOBY (irypy Ha CIIEHY HAaTHCKaeMO Ha I1HCTpyMeHT «Shape tool» ,
3’SIBUTBCA y BKIJAIII Scene BIKHO B SIKOMYy MH MOXeMO oOpatu ¢irypy Ta 3poOuTH ii
HaJIAIITyBaHHSL.

Stairs

O &6 © W &

D08 © a8
Shape Properties (New Shape)
Shape Stairs
Pivot First Corner
Size

X1
Stairs Settings
Steps Generz Count

teps Count @

S
0]

ircumferenc

Sides




[lepm HDK noyatu MamoBaTH (Iirypy, € IHCTPYMEHT, SKHH 3HAYyHO CIPOCTHUTH
HaJIAIITYBAaHHs PO3Mipy (irypu mi3Himie: iHCTpyMeHT «Snap tooly.

vy B

anapping

3a 3aMOBYYBaHHSM IHCTPYMEHT «Snap tool» BumkHeHO. 11[06 #ioro BBIMKHYTH, BHOEPITh
3HAYOK «YBIMKHYTH/BUMKHYTH IIPHUB’ 13Ky CITKW», a MIOTIM HaBEAITh Kypcop Ha BIKHO MEPErJisiIy
«Sceney, MO0 MEePEBIpUTH, Y1 HOro BBIMKHEHO. B mobaunTe kOBTHI KBaApaT, SKUU CIIAyeE 3a
BaIllUM KypCOPOM, KM TPUB’SI3YETHCS 0 BEPIIUH CITKH B BIKHI IEpErsiay «Sceney.

[[{o6 mouaTu MamoBaTH GIrypu, BAKOHAWTE TaKi IHCTPYKIII:

1. Knamuite y BiKHI TIeperyismy «Scene» TOUKy, 3 SKOi BH X04eTe PO3MICTHTH (irypy, a
MOTIM, YTPUMYIOYH JIIBY KHOIIKY MHIII, IIEPETATHITH KypCcop MO CITIll, 1100 BCTAHOBUTH IITUPHUHY
¢birypu. HapemTi, BiAMyCTITh JIiBY KHOIIKY MHIII.

2. Hns 3D-¢iryp BubepiTh OAMH 13 KYyTiB, BUAUICHUX >KOBTHUM KOJBOPOM, 1 MEPEMICTITh
Kypcop BTOpy, YTPUMYIOYH JIIBY KHOIKY MHIII, [I00 BCTAHOBUTH BHUCOTY (irypu. 3HOBY
HATUCHITH JIIBY KHOTIKY MHUIITi, KOJIU IOCSITHETE TOTPIOHOTO PO3MIpy.



[Ticns Toro, sik BU HamamoBad Girypy, BU MOKETE HaJAIITyBaTH JTOJAATKOBI BJIACTHBOCTI,
o6 3MiHUTH ii dopmy. JlOCTymHI BIACTHBOCTI BiIPI3HSIOTHCS 3aJIE)KHO BiJ BHOpaHOI BaMH
nmo4atkoBoi popmu. Konu B 3aKkiHUMTE HAMAIITYBAHHS JIeTajleH, KIIAIHITh TOPOKHE MICIIE Y BIKHI
«lepapxisy», o0 3aBepmuTy BUOIp Ta 3aBEPIIUTH CTBOPEHHS ciTku ProBuilder.

Bixe 3aBepuieHi ¢irypu He MarOTh 1HTEp(ECIB 00EpTaHHS UM 3MIHUA PO3MIpPY, a TAKOXK HE
MaroTh BikHa «CTBOpHUTH QIrypy», SK IMOKa3aHO paHIiIIe.

[IIo6 penaryBaTu Bxke 3aBepiieHy ¢Girypy, BAKOHANTE TakKi IHCTPYKIIii:

1. Bubepite komnoneHnT ProBuilder Shape y BikHi [HCcIIekTopa.

2. HatucHith kHOTIKY «Edit Shapey.

Binkpuerbcs BikHO «PenaryBatu Girypy».

Pro Builder Shape (Script)

Shape Properties
Shape Stairs
Size

X -2

Stairs Settings

Steps Generz Count

Steps Count

Circumferenc

Edit Shape

Bu mosxere HanamTyBaTH pi3HI BJACTUBOCTI TOTOBOI (irypu y BikHI «PemaryBaTtu irypy».



< Persp

Shape Properties

Komu BikHO ProBuilder Bimkputo B Pemakropi Unity, y BepxHili yacTtuHi BikHa ClieHa
3’ SIBIISTIOTHCSI YOTUPU KHOIIKH-TIEPEMHUKAYI.

Bonu noaineni onuHULsIMU BUOOPY (00'€KT, BEpIIMHA, JTiHIS Ta TOBEPXHS) IJIs1 peAaryBaHHs;
3D-mopemi. [am incTpymenTH 3D-Mo1er0BaHHs TaK0X MalOTh MOAI0HI (QYyHKITIT.

IMi3mu, sxi 3's1BasrOTHCS mMia 9ac BuOopy GameObject, TakoXK 3'SIBIISIFOTHCSA i Yac BUOOPY
BEpIINH, JiHIH a00 moBepXoHb. Lle 03Hauae, 10 BU TaKOkK MOXKETe BUOMPATH Ta PO3TAIIOBYBATH
BEpIINHH, JIIHIT Ta TTOBEPXHi.

['i3Mu BiATIOBIIat0Th OCHOBHUM 1HCTPYMEHTaM CIICHH, TOMY BUKOPHUCTOBYHWTE IHCTPYMEHTH,
mo0 po3TamryBaTH iX Tak, SK BaM MOTPiOHO. [l meTanbHOTO pO3TallyBaHHS BUMKHITH
MONePETHHO BBIMKHEHY MPUB’ 3Ky a00 yTpumyiiTe kiasimry Ctrl mmig yac po60TH, 1106 THMYacOBO
BUMKHYTH ii.

binbir netanpHy iHGOpMAaIIiro mpo poOOTy Ta peaaryBaHHs 00’ €KTIB MOKHA 3HAUTH Ha:

1. https://learn.unity.com/tutorial/build-basic-
shapes?language=en&projectld=6629dd69edbc2ale64f34adet
2. Interacting with ProBuilder | ProBuilder | 5.0.7

2. 3aBaHHA 10 NPAKTHYHOI podoTH 2

CrBopiTh 2 cueHn B rpi. B KOXHy creHy nomaid mpoTOTHN piBHA. B mepmuit
BHKOPHUCTOBYIOUM TUIbKH HaOIp 0a30BUX reoMmeTpuyHuX GopMm BOyaoBanux B Unity. Ha apyriit
CIICHI CTBOPUTH IIPOTOTHI PiBHS BUKOPUCTOBYIOYH MOKIUBOCTI ProBuilder.



Tema 6. UL. CTBOpeHHS I'0JIOBHOTO MEHIO I'PH
IIpakTinuna po6ora 3. CTBOpPEHHSs I0JIOBHOI'0 MEHIO IPH

Merta po0doTH: TO3HAHOMHUTHCS 31 CTBOPEHHS IrpOBOrO MEHIO rpH, 3 00’e¢ktom Canvas,
komrioHeHTaMu Panel Ta Button. HaBunTucst cTBOproBaTH TOJIOBHE MEHIO TPH.

1. TeopeTnunmii MaTepiaj

Iepoge menio — 11e iHTEpdEiiC, KU T03BOJISIE KEPYBATH I'POIO, POOISUN TOCTYITHUMH TaKi
¢byHKUIi, K HajalITyBaHHS], 3alyCcK, may3a abo BHXiJ 3 T'pHU, a TaKoX BUOIp PEKUMIB I'pH,
KepyBaHHS IMEPCOHAKEM Ta iHIII orilii. BoHO MOXke OyTH OCHOBHHMM (TOJIOBHUM ), KOJIA TPpa TUTBKU
3amymieHa, abo MEHIO MaysH, sKe 3'SBIISETbCA IMiJ 4Yac irpoBOro IMpoLecy, 00 AaTu rpaBLEBi
MOXJIMBICTh BUOpATH, MPOJOBXKHUTH I'PY, SMIHUTH HAJIAIITYBaHHS a00 BUMTH.

J11s CTBOPEHHS T'OJIOBHOI'O MEHIO TPU CTBOPUMO HOBY CLIEHY B ITPOEKTI.

HNonaiimo Ha cuieny Canvas (ITomotro). [TooTHO — 11€ irpoBHit 00'€KT 3 JOJIAHUM JI0 HHOTO
kommoneHToM Canvas. Bei enementn Ul moBunHI OyTH nouipHiMu isomy Canvas.

£ Canvas
& Panel

0 EventSystem

B mone Render Mode 06’exkty Canvas BcTaHOBIIIOEMO 3HaueHHs Screen Space — Overlay.
Lleti pexxum BimoOpakeHHs TIOMIIIAE €JIEeMEHTH 1HTepdelcy Ha eKpaH TMOBEpX CreHHu. Ko
3MIHIOETBCSI pO3MIp €KpaHa a00 MOro po3aiabHA 3/aTHICTh, MOJOTHO aBTOMATHYHO TpHUIME
MOTPIOHMI pO3MIp Pa3oM 13 HUM.

3a 3amoBuaHHsAM B kKomnoHeHTI Canvas Scaler B moni Ul Scale Mode ctoiTh 3HaueHHs
Constant Pixel Size. fAxuio 3MiHUTBCS po3Mip eKpaHa, TO BCl €IEMEHTH 110 BXOATh B Canvas He
3MIHATH CBOT'O pO3Mipy. 3aMiHMMO I1e 3Ha4YeHHs Ha Scale with Screen Size.

[ v Canvas Scaler e

Ul Scale Mode Scale With Screen~

Constant Pixel Size

Referen
Y@E:s -~ Scale With Screen Size

Screen Constant Physical Size

HNonatimo B Canvas kommoneHT Panel. Panel me mnpsimokyTHuMii KoHTeiHep i3 Image.
Hazsemo itoro MainMenu. Hanammtyemo po3mip KOMIOHEHTH, 3p0OMMO HOr0o HE Ha BECh €KPaH.
B xommonenT Image B mosie Source image 101a€MO KapTHHKY (OHY.

Pucynok 3.1 — Ilpuxiazn ¢poHy roJIOBHOIO MEHIO



3miHuMO npuB’ 3Ky naneni MainMenu BizHocHo Canvas. [lepetsraemo nanens Oiamxyge 10
npaBoi mexi Canvas Ta Bubepemo Anchor Presets B 3HauenHst middle-right.

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

left ente right stretch

a
2

middle

CrtBoproeMo nodipHiM 00’ektomM 10 maHeni MainMenu kommonent Button. KommoneHT
Button cknmamgaetrncst 3 komnoneHnTa Image ta Text. Jlogaemo 1o kommoneHnTa Image 300pakeHHs
JUISL TIPEJICTaBJICHHSI KHOIIKH, B KOMIOHEHTY Text — 3amumiemMo TekcT Start Ta 3MiHUMO KOJIIp
TEKCTY Ta 3p00MMO 1HIIN HAJAMTYHKH. 3MIHUMO Ha3By kHomnku B Canvas Ha StartButton.

Pucynok 3.2 — IIpukiag KHONKK B TOJIOBHOMY MEHIO

[I{o6 rosoBHE BUTIISAAIIO MIKABIIIE OJAMO aHIMAIIIIO TTPU HABEACHHI KypCcOpy Ha KHOTIKY.

[Tone Transition — 11e IepeXoIu JJIs BiITBOPEHHS KHOTIKY B PI3HUX cTaHax. MoKe MaTH TPHU
Bapiantu: Color Tint, Sprite Swap Ta Animation. 3a 3aMOBYaHHSIM B KOMMOHEHTI Button B moJi
Trasition croits 3HaueHHs Color Tint. 3aMiErMO 1€ 3Ha4YeHHS Ha Animation.

@ v Button

Interactable v
Transition Animation
Normal Trigger None

Highlighted Trigge Color Tint

Pressed Trigger Sprite Swap

Selected Trigger

v Animation
Disabled Trigger e

[Tpu 3HaueHHss Animation HaTtuckaemo KHONKY Auto Generate Animation Ta 36epiraemo
(aiin arimariii 70 HOBO1 manku Animations. SIKIII0 HATUCHYTUH Ha CTBOPEHUN KOHTPOJUIEP, BiH
BIJIKpUETHCS y BikHI Animator.

JlogaiiMo  aHimarlliro MiJ 4Yac HaBeACGHHS Ha KHONKY MHIIKOK. Hexait Tpoxu
MOXUTYBAaTUMEThCS. BuinsaemMo KHONKY Ta BiAKpUBaeMO BikoHIe aHimManii Window — Animation
— Animation.

Oo6upaemo Highlighted, natuckaemo knonky Add Property Ta obupaemo Rect Transform —
Rotation.



4 |14 » Pl

Add Property

++++++++

PozcraBnsiemo 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 piBHumu Hy: 110, a Ha yac 0:15 nanumemo Rotation.z
=2, "Ha yac 0:45 manumemo Rotation.z = -2.

Preview @ Ha |4 B Pl MM 15
Highlighted v o8 I

-~
<% StartButton : Rotation
s
o

as

as
.

Takox MO’KHa J10JJaTH aHIMAIlil0 Ha KOJIIp TEKCTY. B KHOTIIIII BCTAaHOBIIIOEMO KOJTIp Ha TEKCT,
a y BIKHI aHIMaIlii OyJ1eMo oro 3MiHIOBATH:

Preview @ k4 |4 B Pl M
Highlighted v

Text (TMP) : Font Color
0.55728
0.26213
0.56132

IiCJIA HaBEeAECHHS

3pobumo 2 Korii KHOIKH, 110 BUHIIIA Ta PO3CTABUMO IO BEPTHUKAJI HA MaHeNi. 3MIHUMO
TEKCT Ha KHOMKaxX. B pe3ynbTaTi oTpuMaemMo:



Pucynok 3.3 — [Ipukiag mouyaTKoBOTro BapiaHTa TOJIOBHOTO MEHIO

OTxe MaeMoO TpH KHONKH: Start — Tpy HATUCKAHHI SKOi IOBUHHA MOYKWHATHCA Tpa, Options
— IpU HATUCKaHHI SKOI MOBMHHA 3’ SBJISATUCA JOJATKOBE MEHIO JUIsl HalalTyBaHb Ta Exit — ams
BHUXO]y 3 IPOTpaMH.

CTBOpMMO JTOJIATKOBE MEHIO JUIsl HaJallITyBaHb. B Hamiiii Bepcii BOHO Oyzie MaT TiJIbKH
onny kHomky Back. Jlns mporo BuauiseMo enmemeHT MainMenu B iepapxii Ta poOUMO HOTO
nyOmikar. 3miHOeMo iM’s ayOmikata Ha OptionsMenu. s 3py4HOCTI THMYAacoBO 3pOOMMO
eneMeHT MainMenu He aKTUBHUM.

@ Inspector a

MainMenu Static ~

- Tag Untaggeiv Layer Ul v

Axmo B iepapxii po3kputu enemeHT OptionsMenu, TO BiH Ma€ y MiANOPSAKYBaHHI TpU
KHOIKU. Bunanumo nepii ABi, a B OCTaHHIN KHOMII 3MiHUMO TeKCT Ha Back:

) Canvas

D OptionsMenu
0 BackButton
0 EventSystem




OTxe, 10AaTKOBE MEHIO ISl HAJIAIITYBaHb roToBO. HeoOXiqHO nofaatu GpyHKIIOHANBHICTh
OCKIJIbKM TIPY HATUCKAaHHI KHOIOK HIYOT'0 HE BiI0OYBAEThHCS.

Jlomaiimo (yHKIIOHAN NpH HaTUCKaHHI kHOmkW Back, a came enement OptionsMenu
MOBUHEH CTaTH HE aKTUBHUM, a eneMeHT MainMenu aktuBHuUM. [[ns 1miporo BUOEpITH i3
komnoHeHTa Button po3nin «On Click()» 1 HATUCHITH Ha ILUTIOC.

On Click () On Click ()

Runtime
None (0 ®

List is Empty

VY HmwkHE BIKHO mepeTsaryemo o00’ekt OptionsMenu, Toai cmpaBa B TOJI BIIKPHUIOTHCS
noctynHi QyHKIiT Hag UM 00’ ekTom. Ooupaemo GameObject — SetActive(bool)

On Click ()

Runtime + GameObject.SetActive -

© No Function

2 Optior

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

>

string tag Image

BroadcastMessage (string)

SendMessage (string)

SendMessageUpwards (string)
v SetActive (bool) Component

Psimom 3 monem 3 06’ ektrom OptionsMenu cTBOPUTHCS Mparnopersb. Ko odpaTu mpamnopenb, TO
BIKHO OyJie akTUBHO (BHAMMO), SIKIIIO Hi — He akTuBHO. /{151 06’ ekTa OptionsMenu npanopens He
obupaemo.

B poznaini «On Click()» mo)kHa CTBOpIOBaTH ACKiIbKA M1l oapasy. B Hamomy BUnaaKy Ham
MOTPiOHO Ie OJHA Misl I Moka3y BikHa MainMenu. 3poOuMO 1110 ZiF0 aHAJIOTIYHO MOTEePAii.
Toni B po3nini «On Click()» OyneMo MaTh HaCTyTHE:

On Click ()

Runtime Only GameObject.SetActive

@ OptionsMenu

Runtime Only GameObject.SetActive
@ MainMenu v

[ToBepTaemoch 10 rosjoBHOTrO BikHa MainMenu. Buminsemo emement OptionsMenu B
lepapxii Ta pobumo oro He akTUBHUM. Buminsemo einemeHT MainMenu B iepapxii Ta pooumo
roro aktuBHUM. [Ipormmemo cxoxi aii Ay kHonku OptionsButton.

On Click ()

Runtime Only ¥ GameObject.SetActive
@ MainMenu  ®©

Runtime Only ¥ GameObject.SetActive
@ OptionsMenu ® v




SIKII0 3amyCTHTH MPOEKT, MPH HATHCKaHHI KHOMKK Options 3’sBUTHCS JOAATKOBE MEHIO 3
OJIHI€I0 KHOMKOI0 Back npu HaTuckaHHI Ha SIKY, TOBEPTAETHCS TOJIOBHE MEHIO.

3anumaerbess AoAaTh (QYyHKIIOHANBHICTH A0 KHOmkH Start. CTBOPpMMO HOBHH CKpHIIT,
nanpuknan UlStartButton, sikuii Ma€ TiTbKUA OTMH METOJ:

using UnityEngine;
using UnityEngine.SceneManagement;

v public class UIStartButton : MonoBehaviour

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

B meton LoadScene HeoOXimHO TiepenaT Ha3BY CIICHH 3 TPOIO.

HoniimMo 1ieit ckpunt 10 kHomku Start. [lepexoaumo B po3ain po3aini «On Click()» kHOTTKH
Start. ¥ HmKHE BIKHO NEPETIATyeEMO KHOMKY Start ToMy 1o A0 Hei MPUKPEIUIEH CKPUMNT 3
HeoOxinHoro (yHkiiero. B mone ¢ynkiiin ooupaemo UlStartButton — StartGame().

On Click ()

Runtime Only + UlStartButton.StartGame

StartButton (L @

Tenep mpu HaATHCKaHHI Ha KHONKY Start mporpama mepeiae Ta 3amyCTHTh CLEHY, SKY
nponrcayim B ¢pyHkItii LoadScene().

2. 3aBIaHHSA 10 NPAKTUYHOI podoTHu 3
CTBOpITH CIIeHYy Ta PO3pOOMTH TOJOBHE MEHIO MPOTPaMU 3 MOXJIHMBICTIO TEPEXOIy 0
JIOJaTKOBOT'O MEHIO Ta IHIIOI ciieHu. JlomaliTe aHiMaIIiio 10 KHOIIOK T'OJIOBHOT'O MEHIO.



Tema 8. Ul BikHo inBeHTaps. 30epiranas npeameris
IIpakTnyna podora 4. CTBOpeHHs BiKHA iHBeHTaps

Merta podoTu: 1mMo3HaOMUTHCA 31 CTBOPEHHSM BiKHA 1HBEHTaps B irpax, 3 KOMIIOHEHTOM
Grid Layout Group, 3 inTepdeticamu IDragHandler, IEndDragHandler ta meromu OnDrag,
OnEndDrag. HaBunTucs cTBOproBaTH BiKHA iHBEHTaps B irpax.

1. TeopeTnunmnii MaTepiaj

Ineenmap — 11e CIUIMBalOYe MEHIO, SIKE TPaBellb BUKOPUCTOBYE JJIsl KEPYBAHHS NPEIMETaMH,
SIK1 BIH Ma€ mpu coOi.

BikHO iHBeHTaps B irpax — L€ €KpaH, SIKUil MOKa3zye MpeaMeTH, IO iX Mae MEepPCOHAK,
PO3IUISIOYH 1X Ha T€, 10 BiH HOCHTH, 1 T€, IO 30epirae B prOK3aKxy.

—
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Pucynok 4.1 — [Ipuknaza BikHa iHBEHTapsI B irpax

J71st CTBOpEHHSI BIKHA IHBEHTaps TPU CTBOPUMO Ha CiieH1 rpu HoBuid Canvas.

Honaiimo Ha cuieny Canvas (ITomotro). [TooTHO — 11€ irpoBHit 00'€KT 3 JOJIAHUM JI0 HHOTO
kommoHeHToM Canvas. Bci eemenTH BikHa iHBEHTaps MOBHHHI OyTH Ao4ipHiMU boMy Canvas.
Honaitmo B Canvas kommoHeHT Panel.

@ Canvas
@ Panel

0 EventSystem

B mone Render Mode 06’exkty Canvas BcTaHOBIIIOEMO 3HaueHHs Screen Space — Overlay.
Le#t pexxum BimoOpakeHHS MOMIIIAe eJIeMeHTH iHTepdeicy Ha eKpaH MOoBepX CIEeHH. SIKIo
3MIHIOETBCSI pO3Mip eKkpaHa abo HOro po3aibHAa 3AaTHICTh, MOJOTHO ABTOMATUYHO MpPHIiME
NOTPiOHUI pO3MIp Pa30M i3 HUM.

3a 3amoBuanHsM B kKommnoHeHTI Canvas Scaler B moni Ul Scale Mode croiTh 3HaueHHs
Constant Pixel Size. SIkuio 3MiHUTBCS pO3Mip €KpaHa, TO BCl €IeMEHTH 10 BXoAiATh B Canvas He
3MIHATH CBOT'O po3Mipy. 3amMiHUMO Lie 3HaueHHs Ha Scale with Screen Size.



" v Canvas Scaler (2 Js

Ul Scale Mode Scale With Screen~

Panel mne mnpsmokyTtHuii kouTeitHep 13 Image. Hassemo i#oro InventiryWindow.
Hanamryemo po3Mip KOMIIOHEHTH, 3p00OMMO 1HOro He Ha Bech ekpaH. B kommoneHT Image B none
Source image momaeMo KapTUHKY (OHY.

-
v

Pucynok 4.2 — [lpuknazn ¢poHy BikHA IHBEHTApS

CtBOproeMo nouipHiM 00’ ekToM 110 maneni InventiryWindow kommoneHnT Panel Ta HazBemo
rioro ContentView. Came 1110 manesns OyemMo po30MBaTH Ha OCEPEIKHU, B AKX OyAeMO TTOKa3yBaTH
KapTUHKHU 00’ €KTIB sKi migiOpanu y rpi. B kommonenTi Image 3minumo kotip GoHy Ta 3podumo
HOro 4aCTKOBO MPO30PHUM.

[&] v Image

Source Image ®[Background
Color

Material None (Material)
Raycast Target

Raycast Padding

Homnaiimo no maneni ContentView kommonenT Grid Layout Group.



Grid Layout Group B Unity — 11e KOMIIOHEHT, SIKHIi BAKOPHCTOBYETHCS 11 aBTOMAaTHYHOT'O
PO3MIIIIEHHS AOYipHIX KOMIIOHEHTIB B PIBHOMIPHY MEpEXY, A€ BCl KIITHUHKH MAlOTh OJTHAKOBHMA
po3mip. Po3mip Ta MDKKITITUHKOBA PI3HHUII KOHTPOIIOIOTECs kKomnoneHToM Grid Layout Group
CaMOCTIHHO, a J04ipHi KOMIIOHEHTH HE BIUIMBAIOTh HA iXHI PO3MIpH.

=s, v Grid Layout Group

Padding

Left

Right

Top

Bottom
Cell Size 48
Spacing X 4
Start Corner Upper Left
Start Axis Horizontal
Child Alignment Upper Left
Constraint Flexible

CrtBoproemo aouipHiM 00’ektom a0 maHeni ContentView xommoHeHT Image Ta HazBemo
ioro Cell.

o) Inventiry Window
& ContentView Source Image [*]Background

Gicel Color I
@ EventSystem Material None (Material) ©
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, 1106
B TaHeN PIBHOMIPHO PO3MICTHIIOCH IiJIe 3HAYEHHS ocepenkiB. s 1bOro THMYacoBO CTBOPITh
nekinbka 00’ exriB Cell.

EE
InventiryWindow

[ v Image @ it
@ it

s v Grid Layout Group
Padding

Y 48

Y 4
Upper Left
Horizontal

Upper Left

Flexible

Y nomanemomy o Cell Oyaemo nogaBaTi KapTHHKY MPEAMETY, TOMY J0JIaiiMO 10 00’ €KTy
Cell komnonent Grid Layout Group 1 Halikpamoro po3mimieHHs KapTuHKU. B komnonenti Grid
Layout Group 3po0uMoO Taki HaJamITyBaHHS:



=s| v Grid Layout Group

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

Takox nepeBipumo, 1100 Bo BiactuocTi Constraint mpu BubGopi 3HaueHHs Fixed Column
Count Oyiio 3HaueHHs 1.

Constraint Fixed Column Count
Constraint Count 1

Jlnst HamaHHS MOXKITMBOCTI KOPHCTYBA4eB1 3aKPUTH BIKHO 1HBEHTApsI, CTBOPIOEMO JTOUIPHIM
o0’extom no maneni InventiryWindow kommonent Button. KommonenT Button ckmamaerbcs 3
kommoHeHTa Image ta Text. Jlonaemo B komnoHeHTy Text TekcT «X» Ta 3MIHUMO KOJIp TEKCTY Ta
3poOMMO 1HIIN HaJAIMTYHKU. 3MIHUMO Ha3By kHomku B Canvas Ha ButtonClose.

Pucynok 4.3 — [Ipuknag KHOIIKA 3aKPUTTS BIKHA IHBEHTAPIO

Homaiimo ¢yHKkmioHan mnpu HaTuckaHHi kHomku ButtonClose, a came enemeHT
InventiryWindow moBuHEH ctatu He akTMBHUM. Jlyis 11boro BHOEpITH 13 KOMIOHEHTa Button
po3ain «On Click()» 1 HATUCHITH Ha TUTIOC.

On Click () On Click ()

Runtime Only ¥ GameObject.SetActive
@ InventiryWi ©

List is Empty

VY HuxHe BIKHO nepersaryemo o0’ekt InventiryWindow, Toni cripaBa B MoJii BIAKPHIOTHCS
noctymHi QyHKIiT Haj M 00’ ektoM. O6upaemo GameObject — SetActive(bool). Psigom 3 monem
3 00’exktoM InventiryWindow cTBOpHTECS mpamnopenb. SIKio obpatu npamnopers, To BikHO Oyne



aKTUBHO (BUAMMO), SKIIO HI — He akTuBHO. st o6’ekra InventiryWindow mpamopers He
obupaemo.

SIKII0 3aIyCTUTH MIPOEKT, IPU HATUCKAHHI KHOMKU «X)» BIKHO 1HBEHTapPIO 3aKPUETHCA.

3anumaeTbes 10AaTH PyHKIIOHATBHICTE. CTBOPHMO HOBi CKPHUIITH.

CrBoproemo ckpunt Cell Ta nogaemo ioro sik komrnoHeHT 10 00’ekry Cell. Ternep 00’ ekt
Cell He motpiGeH Ha cleHi, TOX 3poOdUMO 3 HbOro npedad Ta BuAaIMMO 31 cueHd. CTBOpUMO B
Assets manky Resources. Tyt OymyTh 30epiratucst prefabs, Tux 00'ekTiB, sKi HEOOXimHO Oyje
CTBOPIOBATH JMHAMI4YHa, TOOTO B MPOLECI I'PH.

& Canvas
& InventiryWindow

@ ContentView
@ ButtonClose

CtBoproeMo ckpunt Inventory Ta J0JaeMO HOro SK KOMIIOHEHT JO 00’ €KTy
InventiryWindow. [{nst ctBopeHHs HeoOXiaHOT KiTbKOCTI ocepenkiB y ContentView cTBOpuMO
mose capacity Ta moje view mius mocwinanHs Ha ContentView. MacuB content 30epiratume
CTBOPEHI OCEPEIKH.

[SerializeField]
private int capacity;

[SerializeField]
private Transform view;

public static Cell[] content;

CtBOpPUMO OCEpeAKH Ta 3alI0OBHUMO MacuB content:

void Awake()

{

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

void CreateCells()

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

B Inspector 3an10BHIOEMO TOJIsl IEBHUMHM 3HAUYEHHIMM, HAIIPUKIIA, CTBOPUMO 14 oceperkiB:



Inventory (Script)

Capacity 14
View % ContentView (Rect Transform) @

Sxiio 3allyCTUTHU IT'Py, MAEMO BIKHO iHBeHTapH 314 MyCTUMU OCCPCAKAMMU:

JlomaliMo MOKIIMBICTh IMOKa3yBaTH B OCEpeIKax 300paxeHHs mpeaMetiB. Hexail maemo Taki
300paKeHHS:

=

CtBopuMo B Assets mamnky Sprites Ta gomaiiMo 11 300pakeHHs (200 SKICh 1HIII) IO i€l
nanku. BumnimuTe B 3akiani Project mepimie 300pakeHHst Ta B maHeni Inspector B mone Texture
Type Bubpatu 3Hauenns Sprite (2D and Ul) ta 36epertu 3miau. Tun Sprite (2D and UlI) ¢popmarye
pecypc TaKuM YHHOM, 1100 HOTro MOkHA 0yJI0 BUKOPHUCTOBYBATH B 3D-10/1aTKaxX SIK CIIPAMT.

CrBopumo B maneni ContentView tTumuacoBuii 00’ ekt tumy Image. Ha maneni Inspector B
koMmoHeHTe Image B mosie Source Image nepersaryemo, Harpukia, nepuie 300pa’keHHs 3 ManKu
Sprites. CtBopumoO ckpunt Item Ta npueaHyeMo Horo 10 CTBOpEHOTro 300pakeHHs Tumy Image.
30epexemMo 00'ekT, 10 BUHIIOB, K mpedad, Hanpukiaaa, B namm Resources. Ilepeiimenyemo,
Harnpukiag, B PoisonO1.

B mammi Resources ctBopumo e aBi komii nmpedada Poison01, Hazsemo ix Poison02 Ta
Poison03. B kommonenTti Image B mone Source Image mis HOBUX mpedabiB BCTAHOBUMO 1HIII
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;



Heo0xigHo 101aTH MOKITUBICTH KOPUCTYBAUYEBi MEPETATYBATH KAPTUHKH Y BIKHI iIHBEHTaps
MiX ocepenkamu. st mporo 3pobumo kmac Item, mo peanizye nBa inrepdeiicu [DragHandler,
IEndDragHandler Ta peanizyemo nsa 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.Length; 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 = Vvector2.one;

Metonu OnDrag Ta OnEndDrag peani3ytoTh nepemiieHHs KapTHHOK 1O ocepeakam. Ko
JUTSI KAPTUHKY BKa3aTH HE KOHKPETHUM OCEPEJIOK, TO MpoTrpamMa 3Hal 1e HAaMOIMKIHMA He 3alHATHIA
Ta nepeHece KapTUHKY JI0 HbOTO.

CSHEEE F EEEnEn
EEEEEEN ) BEEEESE

Pucynok 4.4 — Ilpuxiaj BUrIy BiKHA IHBEHTApPIO MPH MEPEMILICHHI KapTUHOK

JlonaiiMo 110 CIIEHH TUIOIIMHY Ta MEPCOHAX 31 CKPUITOM, KU Kepye HOro MepeMileHHsIM.



CTBOpHUMO Ha CLIeH] JAeKiJIbKa 00’ €KTIB IKUX EpCOHAX Oyze miaduparu Ta 30epiraTu y BikHi
igBeHTaps. s mpOCTOTH Bi3bMEMO B SKOCTI Takux 00’ekTiB cdepu. CTBOPHUMO CKpUNT
ItemObejct Ta mpuennaemo o chep.

W
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Pucynox 4.5 — Ilpuknan BUrIsiy CUECHU
Posrnsiremo cTpyktypy ckpunty ItemObejct.
CtBOpuMO T0JI€ JUTsl 30epiranHsi KapTHUHKY 3 pedadiB, sika JOJAETHCS 10 BIKHA IHBEHTAPIO

y BUITAJIKY T1IOUPaHHS 00’ EKTY MEPCOHAKEM.

public GameObject item;

B ckpunTi Inventory cTBOpUTH METOJI, IKUH 10/1a€ KAPTUHKY 0 1HBEHTAPIO:

public static bool AddItem(GameObject item)

{
for (int i = @; i < content.Length; i++)
{
if (content[i].transform.childCount == @)
4
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;
}

Merton Addltem nmomyuae Ha BXoi 00’€KT kUi HEOOX1IHO AoAaTu. B MeToxi nrykaerbes
MyCTUH OCepesoK y BiKHI IHBEHTAPIO Ta KOJIM TAKUNA 3HAXOAUTHCS 10 HbOT'O JOAAEThCA KAPTUHKA.
B ckpurnri [temObejct ctBopumo Meron sikuii BuzuBae meron AddItem:



void Update()

{
CheckPickup();
}
void CheckPickUp()
{
if (Vector3.Distance(transform.position, MoveHelper.player.position) < 1.0F)
{
//Debug.Log("Near");
if (Inventory.AddItem(item))
{
Destroy(gameObject);
}
}
}

MoveHelper — 11e ckpunT siKuii HaBIIIaHWI Ha MMEPCOHAXKA 1 B AKOMY moJie player 36epirae
MOCHJIAHHS Ha MEPCOHAXK Ha CIICHI.

Komu mepconax migdepe 00’€KT Ha CIIeHI, JO 1HBEHTaps MoJaeThes mpedad KapTHHKH
3ape3epBOBAHUM 32 IUM 00’ €KTOM. Y MOAAIBIIOMY 00’ €KT Ha CIICHI TPHOUPAETHCSI.

2. 3aBIaHHA 10 NPAKTHYHOI podoTu 4

CTBOpUTH CIIEHY, OJAaTHU TIEPCOHAX Ta CKPUITH ISl HOoro yrpaniiHHsA. CTBOPUTH BIKHO
iHBeHTaps. CTBOPUTH Ha CIIeH1 00’ €KTH, K1 MOXKeE ITi1I0paTH MepcoHaXK Ta MOMIIIEHHS 1X 10 BiIKHA
IHBEHTapIO.



Tema 10. UL. HUD Ta BikHO nepemoru
IIpakTnuna podora 5. CrBopennss HUD Ta BikHa nepemorn

Merta poboru: noznaiiomutucs 3 HUD B irpax. HaBuutucs croproBatt HUD B irpax,
30epiraru iH(pOpMAIIio PO KUTBKICTh OYOK a00 rpolel, siki Ma€ KOPUCTYBa4, CTBOPIOBATH BiKHA
HEPEMOTH.

1. TeopeTnunmnii MaTepiaj
B irpax icHye Benuye3Ha KUIbKICTh iHTep(eiiciB: iHBEHTap, IiaJlord, MEHIO KpadTy Ta
TOpriBii, 1001, KapTa, lepeBa MpoKayyBaHHS MEPCOHaXKa Ta HOro eKinmipyBaHHs Ta 0araro iHIINX.
Bci BOHU JJ03BOJISIFOTH TPaBLSIM B3a€EMOJIISATH 13 TMPEJCTABICHUMHU uepe3 iHTepdeiic MexaHiKaMH,
SIK1 TBOPIIl TPH 3aKJIQJIA Y CBIH MPOIYKT.
HUD, Heads Up Display — 1ie Habip rpadidaux iHTep]eiciB Ta 1eKOPATUBHUX €JIEMEHTIB,
pO3TalIoOBaHUX HA MEPEAHBOMY IIJIaH1 Ta/abo B IrPOBOMY CBITI, SIKi MOKJIWKaHI SBHO Ta IIBHJKO
JIOHOCUTH JI0 TPaBllsd HEOOXiMHY 1H(GOpPMAIIiIO BiJl TpU Y NMEBHUH MOMEHT 4acy, HE 3aBa)Kalouu
OTPUMAHHIO ITPOBOTO JIOCBITY.
OcnosHi enement HUD:
— [nuKaTopu 310pOB'Ss — MOKA3yIOTh CTaH 370POB's TPABIIs, YaCTO Y BUTJISI KA YU
yucesn. [Ipu oTpuMaHHI MOMIKOKEHb 1HAMKATOP MOKE 3MIHIOBATH KOJIip a00 MUTATH,
100 BKazaTh Ha HEOE3MEKY;

— Kinpkicte GoenpumaciB — BimoOpaxae, CKITbKH HA0OIB 3aIUIIHIIOCS y 30pOi, a TaKOXK
THITH TOCTYTTHUX OOEMPHUIIACIB;

— Pisenp Ta mocBim — nHanpukman y RPG-irpax, HUD moxe moka3yBaTtu piBeHb
MepCOHaXKa Ta KUIBKICTh TOCBITy, HEOOX1THOTO JUTsl TABUIIICHHS PIBHS,

— [Tporpec y rpi — iHdopmarllis mpo NOTOYHUIN PiBEHB, 3aBAaHHS, KUTBKICTh 040K ab0
IPOIIEH, a TAKOX BIJICOTOK 3aBEPIICHHS 3aB/IaHb;

- [aBeHTap — nmeski iIrpy MalTh MaHedb, [0 JO3BOJSE IIBUJIKO BUKOPHCTOBYBATH
MPEAMETH, TaKi K MeANYH1 Habopu a0 31JIs.

Ha momepenniii mpakTu4Hiii poOOTI pO3TIsgad CTBOPEHHS BiKHA 1HBEHTapro. BikHO
IHBEHTApIO TIOKA3Y€ThCA HE BECh Yac Ha €KpaHi, a 3 ABIAE€TbCS MpPH MOTPedi KOpHCTyBaua.
JIomOBHUMO Hally MporpaMmy KHOIKOO JUIsi BUKJIMKA BIKHA 1HBEHTAPIO.

[To-nepire, BUMKHEMO BiKHO 1HBeHTapto. /{7151 1iboro B Canvas 3poOMMO HEaKTHBHUM TTaHENb
InventiryWindow.

CrBopumo y Canvas KHOTIKY, Hanpukiaj 3 Ha3Boro Openlnventory. B kommonenTi Image B
nosie Source Image nomaiimo 300pakeHHs1, HAMPUKIIA sikoick ckpuHi. B kommonenTi Text (TMP)
BUJIAJIMMO HAIHC.

COa

[TpukpinuMo KHOIIKY /10 JIiBOro BepXHboro Kyty Canvas:



Hampukinii, 06po6uMo MoIir0 HATUCKAaHHS Ha KHOTKY. A caMe TTOBUHHO 3’ SIBUTHCS BIKHO
IHBEHTapIO, TOOTO BOHO IMTOBUHHO CTAaTH aKTUBHHM.

On Click ()

Runtime Only v GameObject.SetActive

@ InventiyWindow ® v

Ko 3amycTUTH TMPOEKT, TO TMPU HATUCKAHHI KHOMKH 3 CKPUHEIO 3 SIBUTHCS BIKHO
IHBEHTapIO:

Jomaiimo y Ham iHTepderic MOXIUBICTh OauuTH Tporpec y rpi. B sikocTi mporecy y rpi
OyzieMo PO3yMITH 1H(POPMAILIiIO TTPO KITBKICTh 090K a00 TpoIeH, siki Mae KopucTyBad. [Hhopmartis
CKJIQATUMEThCS 3 JBOX YAaCTUH: KapTUHKH, IO TIOKa3zye THUI iHQopMallii Ta cama KUIBKICTb.
[TosumionyBatu 1o iHGopMaIiito OyaeMo y IpaBoMy BEpXHbOMY KYTKY.

CrBopumMo y Canvas KapTHHKY Ta B KOMIIOHEHTI Image B mone Source Image momaiitmo
300pakeHHs, HAPHUKJIa1 KYIIKM MOHET Ta HazBemo Scorelmage.

Takox crBopumo Text Ta HazBemo ScoreLabel. Hamamtyemo mpudt Ta Komip TeKCTy Ta
BHUJIAJIUMO TEKCT.
HoBi eleMeHTH O3HIIIOHYEMO JI0 TIPABOT0 BEPXHBOTO KYTKY.



0 Canvas

2 Openlinventory
(P ScoreLabel
@ Scorelmage

CrBopumo ckpunt HUD Tta mpukpinumo ioro no 06’ekty Canvas. B ckpunTi cTBOpuMO
ITOCUJIAHHS Ha €K3EMIULIP KJIacy:

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

private void Awake()

{

_instance = this;
CtBOpuMO MoOJIe JyUIsl TOCHIaHHS Ha 00’ekT Text Ta MeTon skuii Oyje 3alOBHIOBATH IICH
00’exT iHpOpMaIIi€rO:

[SerializeField]
private TMP_Text scorelabel;

public void SetScore(string scorevalue)

{
}

scorelabel.text = scoreValue;

Jani Ham moTpiGeH CKPUIIT KUK Oyje KepyBaTH MOISIMH Ha CiieHi. J{J1s 1boro CTBOPIOEMO
mycTuit 00’ exT Ha crieHi HazBemo Horo GameController. CTBOpUMO CKpUIT 3 TAKOIO K HA3BOIO Ta
MIPUKPIITAM HOTO JIO I[LOTO 00’ EKTY.

B ckpunti GameController ctBopumMo mocuiiaHHs Ha €K3EMILISIP Kiacy:

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

private void Awake()

{

_instance = this;

CtBOpHMO TI0JIE SCOre, B IKOMY 30epiraTucs MOoTOYHA KIJIbKICTh OUYOK a0 T'pOIIeH.

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

B meroni Start() iHimiamizyemo If0 3MiHHY Ta BU3MBA€EMO METOJ JJIsl MOKa3y MOTOYHOI
kinekocti B HUD, a Takox ctBoproemo meton SetScore() A 3MiHU 3HAYCHHS.



private void Start()

{
Score = 9;
HUD.Instance.SetScore(Score.ToString());
}
public void SetScore(int add)
{
Score += add;
HUD.Instance.SetScore(Score.ToString());
I

B ckpunri ItemObejct B MeTox CheckPickUp() momaemo psimok nmepenadi KilbKOCTI OYOK 70
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);
}
ik
}

B namomy Bumanky koim mepcoHax migdepe 00’€KT Ha CIeHi, 0 1HBEHTaps IOJAEThCS
npedab KapTHHKU 3ape3epBOBAaHUH 3a IIUM 00’ €KTOM, TOTOYHA KIJTbKICTh OYOK 30UIBIIIUTHCS HA 5.
VY noganeiiomMy 00’ €KT Ha ClieHI TpuOHUpaeThess. MoXkHaA YCKIQTHUTH TPOTrpamy, 3pOOUBIIH IS
KO)KHOTO 00’€KTY Ha CIICHI CBOIO KUIBKICTh OaiB sIKI OTpUMa€e KOPUCTyBad, SIKIIO Mmia0depe iX Ha
CIIEHI.

Hexait konu KopucTyBad HaKOMUTh MEBHY KIJIBKICTh OYOK T'pa MPUITUHSAETHCS 1 3’ IBISETHCS
BIKHO TiepeMorud. Po3ristHeMo KpOKH SIK peaiizyBaTH TaKy 3ajiaqy.

[To-nieprire cTBOPUMO BIKHO MTEPEMOTH.

CrBopumo y Canvas HoBy Panel ta HazBemo LevelWonWindow. B xommonenTi Image B
nosie Source Image nomaiiMo 300pakeHHs POHY BiKHA Ta HAJIAITYEMO HOTO PO3MIp:

P Canvas

P Openlinventory
D ScorelLabel

D Scorelmage

D LevelWonWindow

Honaiimo o maneni LevelWonWindow Taki 00’extu sik Text Ta Button. Hamamryemo ix
HACTyIHUM 00pa3oMm:



HeoOxigHo nomatu (pyHKIIOHANBHICTh MOSBU LIBOTO BiKHA Ta 110 Oyne BinOyBaTucs MpH
HaTHUCKaHHI KHOTIKH Y BIKHI.

VY cxkpunt HUD nopaiimMo mosie asist 30epiraHHsl TOCHJIAaHHS HAa BIKHO BHUTpAIIy Ta METOIU
MOKa3y IhOT'0 BIKHA Ta MEPEX0/y Ha 1HIIY CIEHY:

[SerializeField]
private GameObject LevelWonWindow;

public void ShowLevelWonWindow()

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

B ckpunt GameController 1o Mmetoay SetScore() momaitmMo mepeBipKy KiabKOCTI HaOpaHUX
OYOK:

public void SetScore(int add)

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

VY nopanemomy B ckpunt GameController MoxHa BBeCTH 101 ISl 30€piraHHs KiTbKOCTI
OYOK TIPY SIKOMY 3aBEPIIYEThCS I'pa Ta 3aMiHUTH 4rciio 10 Ha 110 3MiHHY.
I B 3aBepmienHi as kHonku Ha maneni LevelWonWindow nopatu niro mpu HaTHCKaHHI:

On Click ()

Runtime Only v HUD.ButtonMainMenu

Canvas (HUD ®

3amycTUMO MPOEKT, MigdepemMo aBa 00’ €KTH Ta 6aYMMO BIKHO BUTPAIITy.



2. 3aBaHHA 10 NPAKTHYHOI po6oTH 5
Mo monepenuporo npoekty noaatu HUD Ta cTBOpUTH BIKHO TEPEMOTH UM BIKHO 3aKIHUCHHS

TpU.



Tema 12. 30epiranns JaHux
IIpakTnuna podora 6. 30epiranHs JaHuX B irpax

Merta poboru: mno3naiiomutucs 31 ¢opmaru ans 30epiraHHs manux XML ta JSON.
HaBuuTucs crBoproBatu Ta npautoBartu 3 ¢aitnamu ganux gopmary XML ta JSON.

1. TeopeTnunmii MaTepiaj

XML 3'sBuBcs me 1996 poky i Buepiue O0yB omyosikoBanuid 1998 poky. WWW Consortium
(W3C) € po3podnukom XML, i e ctano Pekomennanis W3C 'y 1998 pori. XML Burnsigae myxe
cxoxkuM Ha HTML, ane XML € cTpyKTypOBaHIIIO MOBOIO.

Hoxymentu y popmarax HTML 1 XML micTaTh aaHi, yKiIajeHi B Ter, ajie MoAiOHICTh MK
nBOMa MoOBaMH 3akiH4uyeTbes. Y dopmari HTML teru eusumauaroms ogopmnenns oaumux —
po3TanryBaHHS 3aroyioBKiB, MOYaToK ab3amy Tomo. Y d¢opmari XML Tteru susnauaroms
CMpYKmypy ma 3micm OaHux — T€, YAM BOHH €.

Mo>xHa BUKOPHCTOBYBAaTH OJIHY CHCTEMY JJIsl TeHepallil JaHUX Ta MO3HAYKU iX TeraMu y
dopmari XML, a motiM 00poOssaTH 1i JaHi B OyAb-SKMX IHIIUX CHUCTEMax HE3aJeKHO Bij
KJIIEHTCHKOI Tu1aTdopMu abo omepariiiiHoi cucteMu. 3aBasku Takid cymicHOcTI XML € ocHOBOO
OJIHI€1 3 HAUTIOMYJISAPHIIIINX MEXHON02It OOMIHY OAHUMU.

[TpaBuna XML 103BOJIAIOTH CTBOPIOBATH OY/b-5IK1 TETHU, HEOOXITHI OMKCY JAaHUX Ta HOTO
cTpyktypu. [Ipunyctumo, mo Bam He0O0XiaHO 30epiraTu Ta CIiJIbHO BUKOPUCTOBYBATH B1JIOMOCTI
PO JTOMaIIHiX TBapuH. [[ist 11boro MokHa cTBOpUTH HacTynmHu XML-ko:

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

bazoBrrii cuatakcuc XML:

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

Jst mepeBipkun  XML-¢aiiniB MOXHa CKOPHUCTATHUCS OHJIAWH-A0JATKOM, HaIPUKIIAL
https://www.freeformatter.com/xml-validator-xsd.html.

Posrnsaemo nmpukiian crBopenns XML-daitny 3 pesynasratamu rpu. Hampuknan, B rpi B
iHTepdeici MoKa3yeThCsl KUIBKICTD JKUTTS TPABI y MPOILEHTAaX, CyMa HAKOMUYCHUX TPOIICH,
KUIBKICTh TifiOpanux aptedakTiB Ta Ha3Bu apredakTiB. Po3podumo (yHKIIT 1isi cTBOpEHHS
¢aiiny 3 TaAKUMHU [TOKa3HUKaMU Ta OTPUMAaHHS TaHUX 3 (ailiy.

CrBopennst XML-¢aiiny 3 pe3yibraTamMu I'pu:




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.Llength.ToString();
userNode.AppendChild(numNode);

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

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

XRoot.AppendChild(userNode);

xDoc.Save(xmlName) ;

Ax11o moTpiOHO TOMOBHIOBATH 1H(GOPMAIIIIO PO IHITUX TPABIliB, TO MOYKHA CKOPUCTATUCS
HaCTyIHOIO (DYHKITIEFO:

static void AddToXMLFile(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);

Uuranusa XML-daiiny 3 pe3ynbTaTamMmu 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.WritelLine($"name={name}, life={life}%, money={money}, artifacts={artifacts}");
}
}

Cepianizayis 8 XML y C# — e mepeTBopeHHsI 00’ ekta (a0 criicky 00’ exTiB) y XML-daiin
TaK, Mmoo Horo MoxkHa Oyso 30eperTH, mepeaaTu Mepekero abo MPOYUTATH 1HIIOK MPOTPAMOIO.
3BOPOTHI MPOIIEC HA3UBAETHCS Oecepianizayis — BITHOBIICHHs 00’ ekTa 3 XML.

Cepiamizamis B XML C# BuKoHyeThCs 3a JonToMororo kiacy XmlSerializer 3 mpoctopy iMmeH
System.Xml.Serialization.

JIy1st iboro moTpiOHO CTBOPUTH KiIac, sikuid omucye naHi st XML-daiiny. Kitac mae Oyt
public, 1 3a3Bu4ail moTpiOeH MOPOXKHIN KOHCTPYKTOP (abo aBTo-iHIimiamizaiis). CepiadizytoTbCs
public BmactuBocTi/mons (MokHa kepyBatu arpuOytamu XmlRoot, XmlElement, XmlAttribute,
Xmllgnore).

Jlis mpuknany, sk po3rJIsIHYTO BUIIE CTBOPUMO OKpemuit kiac User:

using System.Xml.Serialization;



[XmlRoot("user™)]
public class User

{

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

[XmlElement("1life")]
public int Life { get; set; } = ©;

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

[XmlElement("artifacts")]
public string ArtifactsCsv { get; set

[XmlIgnore]
public string[] Artifacts

]
get => string.IsNullOrWhiteSpace(A

? Array.Empty<string>()
: ArtifactsCsv

2

, } o aEar,
3 B 3

rtifactsCsv)

.Split(', ", (char)StringSplitOptions.RemoveEmptyEntries)

.Select(x => x.Trim())
.Where(x => x.Length > @)
.ToArray();

set => ArtifactsCsv = (value == null || value.Length == 0)

» nn

: string.Join(", ", value.Select(x => (x ?? "").Trim()).Where(x => x.Length > 8));

}

[Xm1lElement("num") ]
public int Num

{
get => Artifacts.Length;

set { }

Cepiaizaris CHUCKY 00'€KTIB:
y

string fileName = "settingsSer.xml";
var players = new List<User>

1

1

new User { Name="0Olena", Life=100, Mo
new User { Name="Ivan", Life=80, Mo

var serializer = new XmlSerializer(typeof

var writer = XmlWriter.Create(fileName, new XmlWriterSettings

serializer.Serialize(writer, players);

B pesynbTari MaeMo HacTynmHUH (aiin:

ney=250, Artifacts
ney=120, Artifacts =

(List<User>));

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

{ Indent = true });



<?xml version="1.0" encoding="utf-8"?>
<ArrayOfUser xmlns:xsi="http://www.w3.0rg/2001/XMLSchema-instance"” xmlns:xsd="http://www.w3.o0rg/2001/XMLSchema">
<User>
<hame>0lena</name>
<life>100</life>
<money>250</money>
<artifacts>Ring, Amulet, Key</artifacts>
<num>3</num>

< /lgar>
{/usSer>

<User>
<name>Ivan</name>
<life>80</life>
<money>120</money>
<artifacts>Map, Potion</artifacts>
<num>2</num>

</User>

</ArrayOfUser>

Jlecepiaizaltisi CIUCKY 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.WritelLine();

}

Crpyxkrypa JSON — Bcs iH(popMalis 30epiraeTbCs y BUTIISIL NAp KIOY-3HAYEHHS.

Knwoui ¢ JSON ue psankw, ykiaaeHi B monaBiHI janku. Kirowi BimirparoTh pojib
imeHTUdIKaTOPIB ISl 3HAYCHb 1 JIOMOMArarTh CTPYKTYpyBaTH jJaHi. BoHW € yHiIKadbHUMHU B
Mexkax onHoro 06’ ekra JSON, 110 0o3Havae, M0 KOXKEH KoY B 00’ €KTi Mae OyTH YHIKATbHUM.

3nauenus 6 JSON MOXyTh OyTH PI3HUMHU THIIAMH JIaHUX, BKIIOYHO 3 PsAKaMU (TEKCT),
YUCJIaMH, JIOTIYHUMH 3HadeHHsSMU (true abo false), null (mopokHe 3HA4YeHHS), MacMBaMu abo
BKJIQJICHUMH 00’ €KTaMU. 3HAYEHHSI MOXKYTh OyTH YKJIaJieH1 B TIOJBIHI JIaKU (11 PSAIKIB), O€3
Janok (s yuces, JoriyHuX 3HadeHb 1 null) abo B KBampaTHi My>KKH 4u PIrypHi TyKKH (15
MAacHBIB 1 00’ €KTiB BiIIOBIIHO).

[Tpuknang JSON-daiiny:

"name": "John", // CTpPOKOBE 3HAUYEHHS
"age": 30, // UmciioBe 3HAUEHHH
"isStudent": true // JloriuyHe =SHayeHHH
"address": null // BHaueHHa null (mycTo)

ne name, age, isStudent ta address — 1e kitoui, a ixHi 3HaYeHHS BiAMoBiAHO «Johny, 30 1 true.
Macueu ¢ JSON sBIAIOTH COO0I0 BIOPSIKOBaHI CIIMCKU €EMEHTIB. BOHU yKiIagaroThes B
KBaJpaTHI IyKKH 1 MOXYTb MICTUTH 3HA4EHHS DPI3HUX TUMIB JaHWUX, BKIIOYHO 3 IHIIMMHU
MacHBaMH Ta 00’ €KTaMH.
Hamnpukian:

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



ne fruits — 11e k1104, a Horo 3HaUYEHHS — MacuB 3 eleMeHTaMu apple, banana i orange.

06 ’exkmu SBIAIOTH COO0I0 HEBMOPSIKOBaHI HAOOPU KJIIOUIB 1 3Ha4eHb. BOHU MICTATHCS Y
¢birypHHUX TyXKax i JIalOTh 3MOTY CTPYKTYpYyBaTH JlaHi CKJIaJHiIIe, BKIaJalouu 00’ €KTH OIHUH B
OJTHOTO.

Hamnpukian:

"person":

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

person — KJIto4, a Horo 3HaYeHHS SBIIIE€ COO00 BKIAJCHHUM 00’ €KT 13 KIIFOYaMH name 1 age.

Cepiamizaris 1 mecepiamizamisi — 1€ ABa BaXKJIUBI mporiecH, moB’s3anHi 3 JSON, sKki maroTh
3Mmory neperBoputu fAai y popmat JSON 1 Haza.

Cepianizayis JSON —11e Ipo1ieC IEPETBOPEHHS TaHUX 3 00’ €KTIB 1 CTPYKTYP aHUX Y PSJIOK
JSON. Konu Mu cepianizyeMo aaHi, MM pOOMMO iX MPUAATHUMU TSI TIEpEIaBaHHS MEPEXKEI0 a00
30epeKeHHs Ha TUCKY B TEKCTOBOMY (opmari.

ecepianizayis JSON — 11e 3BOPOTHHI TIpo1Iec, i gac Koro psaaok JSON mepeTBoproeThes
Ha3aja B 00’ €kTH 1 cTpyKTypH naHuX. Komu mu otpumyemo nani y popmati JSON 3 Mepexi abo
(aiiny, HaMm MOTPIOHO MEPETBOPHUTH iX Ha3aa Ha 00’ €KTH, 10O BUKOPUCTOBYBATH iX y MPOTpami.

Posrnssaemo 36epiranns maHux, omucanux Buie, y JSON-daitny. PosriasHemo mporec
cepiamizartii 1 necepiamizanii. Kitac nanux omnvicanuii BUIIle.

[ToTpibHO B mipoekTi BctanoBuTH System.Text.Json.

Cepiamizaiiisi CHUcKy 00'€KTiB:

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

new User { Name="0Olena", Life=100, Money=258, Artifacts = new[] {"Ring","Amulet”,"Key"} },
new User { Name="Ivan", Life=80, Money=128, Artifacts = new[] {"Map","Potion"} }

//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 pesynbrari MaeMo HacTymHUH ¢aiii:



"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

Jlecepiamizaltisi CIUCKYy 00'€KTIB:

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

if (users == null)

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

ik

foreach (var p in users)

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

Ly

2. 3aBIaHHA 10 NPAKTHYHOI podoTH 6
Bgenite B rpy 3 — 5 mapameTpiB, siki HEOOX1THO 30epiraTu Ta 3UMTYBATH MPH 3aITyCKE TPH.
JlonaiiTe MOXKIHMBICTH 30€priraHHs Ta YUTaHHs BBeACHUX MaHuX 3 hopmaty XML un JSON.



Tema 13. MeToau 3axucTy BiJx 3710My B irpax
IIpakTnuna podora 7. MeToau 3aXucTy BiJ 3710My B irpax

Merta po6oTu: 1Mo3HaHOMUTHCS 3 MOBOIO IporpamyBaHHs C# Ta mpUHIUIAMU 00’ €KTHO-
OpIEHTOBaHOTO TporpaMmyBaHHs. HaBuuTHCS CTBOpIOBaTHM irpd 3a JONOMOTOI0 MOBH
nporpamyBanHs C#, BUKOPUCTOBYIOUM 00’ €KTHO-OPIEHTOBAHUN MiAXI1JI.

1. TeopeTnunmnii MaTepiaj

Slkmo Bam motpiOHa crnpaBxHsa Oe3neka, TO HalKpamiuii BapiaHT — 30epiratu jaaHi Ha
cepBepi, e KOPUCTyBadi HE MOXKYTh ix 3MiHuTU. 11[06 11e mpamroBano, mporpaMa He MOBHHHA
HaJCWIaTH JaHi Oe3nmocepeqHhO Ha CEpBEp, OCKUIBKM KOPHUCTYBadi BCE OJHO MOXKYTh
MaHIMyJIIOBaTH HUMH. 3aMICTh IOTO MpOorpamMa MOXKe JIMIIe HAJICHJIATH KOMaHIU Ha CepBep,
JIO3BOJISITH CEPBEPY 3MIHIOBATH JIaH1, a TIOTIM HAJICUJIATH PE3YJIbTATH Ha3ad JI0 TPOTPaMH.

PosrnssHemo mpoctuii crocié 30epekeHHsT JaHUX, TOOTO JIOKAJIBHO Ta MOXJIMBI METOIU
3aXHCTY.

Buxopucranas npoctux json ¢aimie y mamnii 30epexeHb 103BOJIsIE€ KOPUCTYyBa4aM JIETKO
MaHIMyJIIOBaTH XapaKTEPUCTUKAMH MEPCOHaXa. 3IIOBMUCHHUK MOXKE 3 JIETKICTIO MaHIIMyJIIOBaTH
JTAHUMU CBOT'O aKayHTY, BAKOPHCTOBYIOUH BHYTPIIIHI JIaHl, 3aBaHTaXeH1 Ha mpucTpii. Lle mepima
1 OCHOBHA TIpo0JieMa, sIKy OTPiOHO BUPIMIUTH.

[IudpyBaHHs BHYTPIMIHBO-ITPOBUX JAaHUX BaXJIWBE JiA 3a0e3reueHHs Oe3nmeku Ta
YHEMOXKJIMBJICHHS HECAaHKIIIOHOBAHOT'O JIOCTYIy a0 KoH(pimeHmiiHOi iHdopmartii. [{ei mpomec
3a0e3mevye 3aXUCT Bl MOXKJIMBUX aTaK Ta BUTOKIB JIAHUX, a TAKOXK JT03BOJIsIE€ 30€piraTi BaXKJIUBY
iHdopmariito, Taky Sk mapoii abo irpoBui mporpec, y Oesmeunomy crai. [ludpyBanus
BHYTPIITHBO-ITPOBUX JaHUX BKJIIOYa€ B ceOe 3acCTOCYBaHHS PI3HOMAHITHUX IMH(PPYBATBHUX
ITOPHUTMIB Ta IIPAKTHUK, 1100 3a0e3neunTr KOH(IACHIIIHHICTD Ta IITICHICTh iH(OopMaIllii B Mexkax
rpu.

Base64-niepeTBOpeHHS B irpaX BUKOPUCTOBYETHCS I O€311eUHOT repeadi O1HapHUX JaHUX
(300paxkeHb, 30epeKEeHb, MEPEIKEBUX IMAKETIB) Uepe3 TEKCTOB1 MPOTOKOIH, TIEPETBOPIOIOYH 1X Ha
HaOip 13 64 ASCII-cumBodis. Lle 3abe3nedye MUTICHICTh JaHUX i Yac OOMiHY, 3aXHUIIal0YH BiJ
MOILKO/KEHb, ajie 30UIbIIye po3Mip (aitniB npubdau3Ho Ha 33%.

Base64 — nie meTon komyBaHHs nBiiKoBUX (binary) manux y texcroBuii popmat (ASCII),
BHKOPHUCTOBYIOUHM Juiie 64 Ge3mneuHi apykoBadi cumBonn (A-Z, a-z, 0-9, +, /). CyTb nosisirae y
nepeTBopeHH1 3 Oailt (24 Oita) maHux y 4 CHUMBOJH, IO JO3BOJIAE TepemaBaTH (aitnmm abo
300pakeHHS Yepe3 TeKCToB1 mpoTokoiau (email, JSON, HTTP) 6e3 nomkompkeHHs JaHUX.

Anroput™m KoayBaHHs Base64 (ITOKpOKOBO):

- Po36utTts Ha GaliTh — BUXiAHI JaH1 AUIATHCS rpynH 1o 3 6aitu (3 x 8=24 6ita).

- [leperpynyBanHs B 6 01T — kKoxeH 24-0iTHHI 070K po30uBaeThCs Ha 4 O6JIOKHU 110 6 OIT

(4 x 6=24 6iTta).

- Innexcarnist — orpuMani 6-6itoBi 3HadeHHs (0-63) MEPETBOPIOIOTHCSA HA BIAMOBITHI

cumBoau ASCII-ra6mumi (A-Z, a-z, 0-9, +, /).

- HomoBuennst (Padding) — skmo BuxigHuii OJOK MICTUTH MeEHIme 3 OaWT,

BHUKOPHUCTOBYETHCSI CHMBOJI = JIJIsl 3aIIOBHEHHS, 1100 MiJICYMKOBHH PsIOK OYB KpaTHUN
4 cumBONaM.

Hanpuxian, maemo cinoBo "Man" (3 0Gaiira). 3anumemo ciioBo B 6itax: M (77), a (97), n
(112) - 01001101 01100001 01101110 (24 6ita). Pozbuka mo 6 6it: 010011 (19), 010110 (22),
000101 (5), 101110 (46). Pesynbrar: 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_be64.txt", base64);

g

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_be64.txt";
DecodeFromBase64(fileName);

daiin settingsSer.json:
File Edit  View

[
{
“Name": "Olena",
"Life": 108,
"Money": 250,

“"ArtifactsCsv": "Ring, Amulet, Key",
"Artifacts": [
"Ring",
"Amulet",
"Key"
1,
“Num": 3
}s
{
“Name": "Ivan",
"Life": 89,
"Money": 120,
"ArtifactsCsv": "Map, Potion",
"Artifacts": [
"Map",
"Potion"
1,
"Num": 2
}
1

®aiin data_b64.txt:

File  Edit  View 3

WwWBKTCB7DQogTCAETKShbWUi0iA1 T2x1bmE L AGKTCAGTCIMaWZ1TjogMTAWLAGKTCAETC IND251eST6TDTIMCWNCiAgTCAIQXI0aWZhY3RZQ3N2Tj0gT1IpbmesTEFE
dix1dCwgS2V5TiwNCiAgTCAIQXI@aWZhY3R 2T joghweK ICAgICAET1 Ipbmc il ABKTCAETCAETKFtdWx1dCTsDQogTCAgICAIS2VSTgPKICARTF@sDQogICAZTk51bST6
IDMNCiAgFSWNCiAgewdKICAgTCIOYW11TjogTk12YWAiLABKICAGICIMAWZ 1T og0DASDQogICAETk1vbmV5TjogMTIwL ABKICAGICIBcnRpZmF jdHNDC3Yi01iAi TWFw
LCBQb3Rpb241 LABKICAEICIBcnRpZmF dHMi01BbDQog ICATCAL TWFWIiwNCiAgICAgICIQb3Rpb241DQog ICAGXSWNCIAEICAL TnVETogMgBKICBIDQPd

Crannapt AES (Advanced Encryption Standard) € crangaprom mugpyBanas CrnoaydeHux
[ItaTiB AMepuku Ta BKIO4ae B cede anroputm Rijndael.

Rijndael € 6mokoBUM mH(PPOM 3 TOBXKUHOIO OJIOKY 7 Ta JOBXKUHOIO KIIIOYA Mj, SIKI MOXKYTb
MpUMaTH OJIHE 3 TPHOX 3HAUEeHB: 128, 192, 256 OiTiB. ANTOPUTM CKJIAAETHCS 3 11, PAYHIIB, /€
napameTp 7, BU3HAYAETHCS 3a YUCIIAMH 71 Ta 1y 3TiAHO 3 Tabmumi 13.1.



Tabmuus 7.1. KinekicTs payHziB B anroput™i mudpysanns 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 BukopucToByIOThCS YOTHpPU 0a30Bi MEPETBOPEHHS, O3HAYCHHS SIKUX HABEICHO
HUXKYE:

1) K (AddRoundKey) — nomaBanHst 10 BXiJHOTO IMOBIIOMJICHHS PayH/I0 BOTO KJIHOYa;

2) S (ByteSub) — 3acTocyBaHHs HETIHIWHUX BY3J1iB 3aMiHU;

3) R (ShiftRow) — nukiiyHUi 3CyB pAJIKIB;

4) M (MixColumn) — nepeminryBaHHs CTOBIIIIIB.

3ammdpyBaHHs BIIKPUTOTO TEKCTY MOJIATAE Y BAKOHAHH] TaKUX JIii:

1) oGuwmciieHHi (3a IOMOMOTOI0 OKPEMOI MIPOIIEyPU — PO3KIIaTy KITIOUiB) 71 + 1 payHI0BUX
KJIIOUIB 32 KJIF0UYeM mu(pyBaHHS;

2) momaBaHHI MEPIIOTO PAyHIOBOTO KIIFOYa JI0 BiIKPUTOTO TEKCTY;

3) BUKOHaHHI 71, — | MPOMIXHUX payH/IiB;

4) BUKOHaHHI OCTaHHBOTO PAYH]TY.

KoxxeH mnpoMiKHHMI payHI TONATae B IOCTIAOBHOMY 3aCcTOCYBaHHI JIO BXIJHOTO
noBiIoMJIeHHS repeTBopeHs S, R, M, K; B ocTaHHROMY payH/Ii 3MIHCHIOIOTHCS TIEPETBOPEHHS S,
R, K.

Hns  peamizamii  mmdpyBanas AES y C# BUKOPHUCTOBYETBCS TPOCTIp IMEH
System.Security.Cryptography ta xinac Aes. OCHOBHUM MIAXIJ MOJISTAE Y CTBOPEHHI €K3eMIUIIpa
Aes, BukopuctanHi kintoda (Key) ta Bexropy inimianizamii (IV) ansa crBopenns [CryptoTransform
yepe3 CreateEncryptor a6o CreateDecryptor, a motiMm 00poOKy IaHUX 3a JIOTIOMOTOIO
CryptoStream.

Bexmop iniyianizayii (Initialization Vector, IV) — e BunaakoBa abo INCEBIOBHIAIKOBA
MOCITIIOBHICTh OaiTiB, SIKa BUKOPUCTOBYETHCS Pa30M 13 CEKPETHHM KIIIOUEM y CHUMETPUUYHOMY
mudpyBaHHI IS TapaHTyBaHHS YHIKJIBHOCTI KOXXHOTO 3amudpoBaHoro OJIOKy naHuX. Bix
3arno0irae MosiBi OJHAKOBUX IIA0JIOHIB y 3amu@poBaHOMY TEKCTI, poOssun mudp CTIHKUM 10
aTak.

be3 IV onnakoBwmii TekcT, 3ammppoOBaHUi OJHUM 1 TUM K€ KITFOYEM, 3aBXKJIM BUTIISAIATHME
omHakoBo. lle mJo3Boyisie Xakepam 3HAXOJIWTH 3aKOHOMIPHOCTI (HampuKIad, po3Ii3HATH
CTaHJAPTHI 3ar0JIOBKH MOBIIOMJICHB ).

B anroputmax AES Bukopucranas [V 3amexuth BiJ KOHKPETHOTO PEKHUMY POOOTH.
BukopucToByIOThCS Taki pexxuMu poOOTH:

- AES-CBC (Cipher Block Chaining) — y 1ipoMy pexuMi KOXKEH OJIOK JaHHX Tepe.
mudpyBaHHAM «3MIITYETHCS» 3 TTONEpeaHIM 3amudpoBaHuM 0710KkoM. OCKUTBKH IS
nepuoro OJOKy Ille HEMae «IonepeaHboro», IV BucTymae B posii IIbOrO MEPIIOTO
BipTyanbsHOTO 0JIOKY. [lepmmii 650Kk TekcTy nmpoxoauth onepariito XOR 3 1V, 1 nmumie
micys HpOro pe3yibTaT mudpyerscs kmodem AES.

— AES-CTR (Counter Mode) — 1ieii pexum neperBoproe AES Ha notokoBuit mmudp. Tyt
IV — 4ucno, mo BUKOPHUCTOBYETHCS OAWH pa3 1 € YaCTUHOW «JIiumibHuKa». AES
mudpye He caMm TekcT, a KoMmOiHamio «IV + JuuIbHUK» (AKUHA 301IbIIY€EThCS AT
KOXKHOTO 0110Ky). OTprMaHu# «BUMAIKOBUII» MOTIK AaHUX NMOTIM 3MimryeTbes (XOR)
3 TEKCTOM.

- AES-GCM (Galois/Counter Mode) — HaiicydacHImMHA pexuM, SKUH HE TUIBKU
mudpye, a it nepeipsie HinicHicTh Janux. [Ipamtoe cxoxe Ha CTR, ase BUKopucToBye



IV (3a3Buuait 96 ©OiT) A8 CTBOPEHHS YHIKAJbHOI'O KiIIOYa JUIS KOXKHOTO
noBiomMJIeHHs. Km0 nani OyxyTh 3MiHEHI MiJ yac mepejadi, alrOpuTM 1€ BUSBUTD
3aBJIIKU «TETy ayTeHTU(IKaIlii», SKUil reHepyeThest pazom 3 [V.

Aes — 11e a0CTpaKTHHI KJ1ac, BiJl SIKOTO YCIaIKOBYIOThCS Bl peanizail anroputmy AES. V
CBOIO 4yepry, Ki1ac Aes caM € CIaJKOeMIIEM iHIIOro adCTpakTHOTO Kiacy — SymmetricAlgorithm,
SAKUH €, K BUIUIMBAE 3 Ha3BH, CUMETpUYHMM anroputmoM mudpysanns. Y .NET Bci kmacu,
noxigHi Bix SymmetricAlgorithm kmacy, BUKOPHCTOBYIOTh PEXHM 3YEIUICHHS OJIOKIB TEKCTY
(anru. Cipher Block Chaining, CBC). Pexxum CBC BUKOPHCTOBY€ETHCS 32 3aMOBUYBaHHSIM, ajle 32
OakaHHAM HOr0 MOYKHA 3MIHUTH.

106 oTpumatu 00'eKT A MHPYBaHHA 32 33JJAHUM aJTOPUTMOM, JOCTATHHO BUKIMKATH
metoz Create(). Hanpukian, ckoprucTaeMOCs MM METOJIOM 1 CTBOPUMO O0'€KT JUTS IIU(ppyBaHHS
naHux 3 BUKopHcTaHHSAM AES Ta moauBuUMoOcs Ha HOro HajalITyBaHHS 3a 3aMOBUYYBAHHSM Ta
IesIK1 1HIIT1 BJIACTUBOCTI:

Aes aes = Aes.Create();
Console.WriteLine($"{aes.GetType()}");
Console.WriteLine($"Pazmip knwua: {aes.KeySizel}");
Console.WriteLine($"Pasmip 6noky: {aes.BlockSize}");
Console.WriteLine($"Pexum po6oTu: {aes.Mode}");
Console.WriteLine("Po3Mipu knw4yiB, wo NigTpUMYyRTbCA CUMETPUYHUM anropuTMom:");
foreach (var keySize in aes.LegalKeySizes)
{
Console.WriteLine($"{keySize.MinSize} - {keySize.MaxSize} 6uT (c warom {keySize.SkipSize})");
}
Console.WriteLine("Po3mMipu 6nokiB, wo NiATpUMYHTbCA CUMETPUYHUM anropuTMom:");
foreach (var blockSize in aes.lLegalBlockSizes)
{
Console.WriteLine($"{blockSize.MinSize} - {blockSize.MaxSize} 6ut");
}
Console.WriteLine($"BekTop iniuianisauii: {Convert.ToHexString(aes.IV)}");
Console.WriteLine($"Hnwu: {Convert.ToHexString(aes.Key)}");

System.Security.Cryptography.AesImplementation

Pa3m?p knw4ya: 256

Paszm?p 6noKky: 128

Pemum pob6oTtm: CBC

Po3M?pu KNw4?B, WO N?ATPUMYOTbCA CUMETPUYHWUM anropuTMOM:

128 - 256 6uT (c warom 64)

Po3m?pu 6nokK?B, Wo N?ATPUMYHTbLCA CUMETPUYHUM anropuTMOM:

128 - 128 6uT

BekTop ?H?u?an?sau?i: 4D7AE66U4F78D13C1548E61FC303BA2BD

Knwoy: A43EB10A6OFE6AUDT7FO88AEU99F3U57669A50669U6DBO61CIFAELU86SEECO1656

SAx BuaHO 3 BUBEACHHS KOHCcO, 11 AES MU MO)keMO BUKOPUCTOBYBATH KITFOUl PO3MIpOM
128 6it, 192 6iTk Ta 256 6iT. 3a 3aMOBUYBaHHSIM, B OTPUMAHOMY OO'€KTI BXKE€ CTBOPEHO KITHOY
po3Mipom 256 6iT i BekTop iHimiam3aiii B 128 6ir. Are, 3a 0a)xaHHS, MU MOYKEMO 3MIHUTH IIi
3Ha4YeHHs. 3a3BUyail 6epyTh Kitrou 32 Oaiitu nmpu Bukopuctanni AES-256, 16 6aiit — AES-128.

Knacu cumerpuunoro mmdpysanHus (Aes, Des TOI0) BUKOPUCTOBYIOTHCS 31 CIelliaIbHIM
ki1acoM notoky — CryptoStream, sxuii mudpye mani, paxoBani B notik. Kimac CryptoStream
1HIIIaTI3yeThCA 32 JIOTIOMOTOI0 KIIacy KEPOBAaHOTO TMOTOKY Ta Kiacy, Mo peaiizye iHTepdeiic
ICryptoTransform, a Takox i3 3a3HaueHHsSIM 3HaueHHs nepepaxyBaHHs CryptoStreamMode, sike
BKa3ye TUII JOCTYIy, 103BosieHoro ais CryptoStream.

Knac CryptoStream Mo)kHa iHiIianizyBaTH 3a JONOMOTOI0 OyJb-sIKOTO Kiacy, SIKUH €
noxigHuM Stream Bif Kiacy, BKarodaroun FileStream, MemoryStream Toro.



Hanpuknan, mo6 crBoput o0'ekt Tumy CryptoStream s mudpyBaHHS JaHUX, MOXHA
BUKOPUCTOBYBATU TaKUN KOHCTPYKTOP:

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 5K MOXe BUTIISIIATH TIpoliec mudpyBaHHs Ta AemnpyBaHHs Gailiry 3 BAKOPUCTAHHIM
anroputmy AES:

//BUKIIMK (yHKITIH

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 KJTI04a 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 TUMYacoBoro cxoBuwa
byte[] bin = new byte[tempSize]; //Tumyacoee Cxoeuue pns sawudpoBaHoi iHdopmauii
while (readTotal < inStream.Length)
{
len = inStream.Read(bin, 0, tempSize);
encStream.Write(bin, 0, len);
readTotal = readTotal + len;
Console.WritelLine($"{readTotal} 6aiT o6po6neHo");
}
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),
CryptoStreamMode.Read);
using FileStream outStream = new FileStream(destFile, FileMode.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);
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Ob6¢yckayis — 1ie TIponec yCKJIQJAHEHHS KOy MPOorpaMu abo JaHUX 3 METOI0 yTPYAHCHHS
peBepC-1HKUHIPUHTY, TOOTO 3a0e3neueHHs TPYIHOIIIB Y PO3yMiHHI a00 BIATBOPEHHI BUXIIHOTO
koxy. lle crammaprHa mnpaktuka y cdepi mporpaMmyBaHHS Ta PO3POOKH MPOTrPAMHOIO
3a0e3neueHHs JUIs MiABUIICHHS Oe3MeKH Ta YHEMOXIIMBICHHS! HECAaHKLIOHOBAHOTO JOCTYIY YU
Mo diKaIii IporpaMHOro KOAy.

OcHOBHI acriekTu 00QycKallii BKIIOYaIOTh:

— [lepeiimenyBaHHs — 3MiHa iMEeH 3MIHHUX, (QYHKIIH 1 KJaciB Ha OLIbII HEOYEBHUIHI Ta

CKJIQJIHI JUIs PO3YyMIiHHS,



3aMiHa KOHCTAHT — 3aMiHa YMCJIOBUX Ta PSIIKOBUX KOHCTAHT HA 1HII 3HAYCHHS IS
YTPYJHEHHS PO3YMIHHS JIOTIKH IIPOrpPaMH;

BcraBnenHst HemoTpiOGHOro Koy — J0AaBaHHS HEMOTPIOHOTO KOy, SIKHI HE BIUIUBAE
Ha QYHKIIOHAJBHICTD, aJie 301IbIIye 00CAT Ta YCKIAIHIOE aHAaTIi3;

AOcTpakiiist yMOB — 3aMiHa 3p0O3yMIJIMX YMOB Ta JIOTIYHUX BUPa3iB OUIBII CKIAAHUMU
a00 BUTaJaHUMU;

udpyBaHHs psaKiB — MIUPPYBaHHS TEKCTOBUX PAAKIB, TAKUX AK PSIKHU, 10 MICTATh
MOBIJJOMJICHHS PO MOMUJIKH YU KJTFOYi,

Bunanenns 3aiiBoro mera-iHdopmariii — BHITyueHHs 3aiiBoi Mera-iH(opmarii, ska
MOXX€ OyTH KOPHCHOIO JISi PEBEpC-IHKUHIPUHTY, HANpPUKIAJA, BUIAJICHHA IMEH
METO/IIB 4YH KJIACIB.

Meronu oO6dyckarlii MO>KHA 3aCTOCOBYBATH ISl 3aXUCTY MaM'sITi IPOTrpamH.
€ pi3HI MeTOAW 3aMiHM 3HAY€Hb 3MIHHHMX, PO3TJISTHEMO OJWH 13 HUX 3 BUKOPHCTAHHIM

BUITAAKOBHUX 3HAYCHBb.

BunaakoBe 3HaueHHS Te€HEPYEThCS Ha IOYATKy, MOTIM 3 HBOT'O BIAHIMAETHCS peajbHE

3HA4YEeHHS (3roJIoM BOHO TPUXOBYETHCS), a IOTIM, KOJIM HEOOXIAHO, MPUXOBAHE 3HAYCHHS
BIIHIMA€ETHCS 31 3r€HEPOBAHOIO BUIIAIKOBOT'O 3HAUYEHHS, TIPH 1IbOMY PI3HHUIIS € BUX1THUM YUCIIOM.
Kitou monsirae B ToMy, 100 3Ha4Y€HHs, SKE BIIOOpaKaeThbCs HA €KpaHi, Majo 3HAYCHHS, SIKE
MOBHICTIO BIJIPI3HAETHCS BiJ 3HAYCHHS 3MIHHOI, [0 MPHU3BEIAE XaKepiB J0 aOCOIIOTHO
HEMPAaBWIBHOTO IIJIAXY i YaC CKaHYBaHHI.

Hampuknan, B monepennix nekmisix B ckpunte GameController 30epiraeMo Hakomu4YeHY

KIJBKICTE 0ajiiB Big 00’ €KTiB, IO ITiAHIMAEMO, TOOTO:

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

private void Awake()

{

_instance = this;

private void Start()

{

Score = 9;
HUD.Instance.SetScore(Score.ToString());

public void SetScore(int add)

{

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

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

JlopoOUMO HaIll CKPUIIT JUIsI BUKOPUCTAHHS 3aMiHM 3HA4Y€Hb 3MIHHHMX 3 BUKOPHUCTaHHSIM

BHITaIKOBUX 3HaueHb. J[71s1 1iboro ctBopumMo HoBuit ckpunt ObfuscateSettings.



public class ObfuscateSettings : MonoBehaviour

{
static int random;
public static void Initialize()
{
random = UnityEngine.Random.Range(10000, 99999);
}
public static int Obfuscate(int originalValue)
{
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.Obfuscate(Q);
}
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 Oe3nocepenHboi iHiliaNi3amii 3MiHHOT 040K MH iHIIiaNi3y€eMo i Ha moyaTky B void
Awake(). Ilepm HiX mpu3Hayatu 3HaueHHs 3a gomomoroio Obfuscate(value), 060B’s13k0BO
Bukukaiire Initialize().

Toni mig yac BigoOpakeHHs 3HA4YeHb MH Je00(ycKyeMo iX Ha JbOTY, BHUKIUKABIIN
Deobfuscate(value) TakuM 4uHOM BiZJOOpakalOyM CIHpPaBXKHI 3HaueHHs. Xakep crnpoOyBaB Ou
3HaiiTi 0 a6o 10 a6o 20 To10, ane He 3MIr Ou iX 3HAHUTH, OCKIJIBKY peaibHi 3HAYEHHS 30BCIM 1HIII.



Honeypot — nie Bun xibepOe3mneku, Mo NpeacTaBiisie o000 (GanbIIMBUil 00'€EKT YU CUCTEMY,
NPU3HAYCHUN JJIS BUSIBIICHHSI, BUBYCHHS UM BiACTE)XXEHHS KiOep3nounHuiB. Honeypot moxe OyTr
SK MPOrpaMHHM, TaK 1 amapaTHUM 3aco0OM, pO3TALIOBAHHMM B MEpEXi 3 METOI0 NMPUBEPTAHHS
yBaru MOTSHIIMHUX 3JI0BMHUCHHUKIB.

OCHOBHI XapakTepuCTUKU honeypot BKIIIOYAIOTh:

@anpmuBi gaHi — honeypot Hamaraerbcs BHUJaBaTh ceOe 3a pealbHY CHCTEMY UM
pecypc, 130J10I0YH HOTO BiJl PEIITH peaIbHUX aKTUBIB MEPEeKi;

3axoruieHHs1 1aHuX — honeypot Moke 3amucyBaTH Ta aHaIi3yBaTH BCIO B3a€MOIIO
3II0BMUCHHKIB, 30KpeMa, IXHi ClipoOu aTak Ta METOJIH;

BusiBnenHs 3arpo3 — 3a J0moMoror0 honeypot MoXHa BUSBIATH HOBI Ta
€BOJIIOIIIOHYIOU1 3arpo3H, aUKe BOHHU NPUBEPTAIOTh aTaKH, SIKi MOKYTh BKa3yBaTH Ha
HOBI1 Ta HE B1JIOMI BUJH aTaK.

HapuanHs Ta aHamni3 — BUKoprcTaHHsa honeypot 103B0JIsI€e BUBYATH METOIU Ta TAKTUKY
3JIOBMHUCHHKIB, @ TAKOXK MOKPAITyBaTH CTPATETii KiOEp3axuCTy HAa OCHOBI OTPUMaHUX
TaHUX;

[TonepemkenHs nepen atakor — honeypot MoXke CIIyryBaTH MONEPEKEHHIM Tepe]
peanbHUMHU aTaKaMy, J03BOJISIOUN BUACHO PEaryBaTH Ta 3aXUINATH PEasbHi CHCTEMHL.

2. 3aBIaHHA 10 NPAKTHYHOI podoTu 7

CtBopeHHi (haiinu 1151 30epriraHHs Ta YUTaHHS BBeJIeHUX MaHuX y popmaty XML un JSON
30epiratu y 3amudpoBaHoMmy Bursiai. CrioyaTky 10 HHX 3aCTOCYBaTH MU(PyBaHHS JaHHX, a
noTiM Base64-niepeTBOpeHHS.

PeanizyBaTu MeTos 3aMiHM 3HA4Y€Hb 3MIHHUX, 30 30€pIiraroThCs B MaM’ sATI KOMII IOTEpa, 3
BUKOPUCTAHHSIM BHUIIaIKOBUX 3HAYEHb.

Brectu B naHi, ski 36epiratoTbest HemoTpiOHI mapametpu. [logatu Ha crieHy 00’€KTH sIKi
OyayTh 3MiHIOBATH 111 mapameTpu. Cami 00’ €KTH HE OEpPYTh Yy4acTh B I'pi.
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