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IHoacurweanvna 3anucka 00 Keanighikauyiitnoi pooomu:
Knrouosi cnosa: Rogue-like, Unity, rpa, mporieaypHa reaepartis

Kopomkxkuii 3micm npauyi:

V yiu xeanighikayitnii pooomi 6yno pospobdneno Rogue-Like epy na pywii Unity i3 peanizayicio
npoyedypuoi eenepayii. Y npoepeci po3pobku 6yno gukopucmano maxi 3acodou ax pywii Unity, 3aci6 0ns
Hanucauns ko0dy Visual Studio, mazasun acemis Unity Asset Store ma mogy npoepamyeanns CH.

Memoto 6yno cmeopenns 2pu 011 nobumenie dxcaupy Rogue-Like ma Ona nosaukie ma pywii
Unity. B 3simi nokasano pizui 6uou Mexamix ma sik 60HU CMEOPIOEANUCH OISl YIKABO2O 2eUMNIel0 ma
3ayYeHHs 2pasyie.

SUMMARY

Keywords: Rogue-like, Unity, game, procedural generation

In this qualifying work, a Rogue-Like game was developed on the Unity engine with the implementation of
procedural generation. In the development progress, such tools as the Unity engine, the tool for writing
Visual Studio code, the asset store Unity Asset Store and the C# programming language were used.

The goal was to create a game for fans of the Rogue-Like genre and for beginners on the Unity engine. The
report shows different types of mechanics and how they were created for interesting gameplay and player
engagement.
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BCTYII

AKTyaJbHiCTb POOOTH MIATBEPKYETHCA THM M0, CY4aCHOMY CBITI Tally3b
PO3pOOKH 1rop MOCTIMHO 30UIBIIYETHCS Ta PO3BUBAETHCS, IMPUBEPTAIOUN YBary sk
JOCBITYEHUX PO3POOHUKIB, Tak 1 IMoOuTeniB. Bxke TpuBanuii gac, po3pobdka irop B CTUII
RogueLike na mnardopmi Unity ctae 0coOIMBO aKTyalbHOIO Ta 3aXOILTIOIOYOI0 Tajy331o,

Ta HE BTpaya€e CBOET MOIMYJISIPHOCTI Ta ayIUTOPii, HABMAKU ayAUTOPIs - 3POCTAE.

Bubip temu "Po3poOka rpu Ha pymwii Unity B ctuini RogueLike" oOymoBienuii He
JIMILE MOEIO Karow A0 redMau3aiiHy, ajieé W akTyaJbHICTIO LIbOrO HampsiMKy. B Takomy
1HHOBallHOMY cepenoBuill, sk Unity, po3pobka rpu B ctuii Roguelike BigkpuBae
0€e3MeXKH1 MOMJIMBOCTI JIJIsl TEXHIYHOT'O Ta TBOPYOTO pO3BUTKY. CHOIyYeHHS TPOLETYPHOT
re’eparii, BUaAKOBOCTI Ta YHIKAJIbHUX I'€UMIUICHHUX €JIEMEHTIB J03BOJISIE CTBOPIOBATU
3aXOIUTIOIOY1 Ta HerepeadadyBaHl BIIUYTTS JUIsl rpaBUiB. BUBUEHHS 1i€1 TeMU 103BOJIUTH
PO3KPUTH Ta 3aKPIMUTH 3HAHHS Ta HOBI MOXJIUBOCTI Unity aiist po3poOKH, siKi 00'€THYIOTh

B c001 BUMAIKOBICTh, CTPATETIIO T €JIEMEHTH PO3BUTKY MIEPCOHAXKIB.

Metorw pobotu €: Po3poOka Ta BIOCKOHAJIEHHS METOIB MPOLEAYpPHOI T'eHepallii
KOHTEHTY B irpoBoMYy pyiii Unity 3 METOIO CTBOPEHHS TMHAMIYHHX Ta YHIKATBHUX ITPOBUX
cBiTiB. OCHOBHa MeTa TMOJsAra€ B NIABULIEHHI BapiaTUBHOCTI IrPOBOTO JOCBIAY,
3a0€e3Me4YeHH] BUCOKOTO PiBHS LIKABOCTI TPaBIIB Ta ONTHUMI3allli BUKOPUCTAHHS PECYPCIB
rpu. JlocmimkeHHs mependavae aHami3 ICHYIOUMX MIIXOJIB JIO MPOIEAYpPHOI TeHeparlii,
BU3HAYEHHS IXHIX [epeBar Ta HeJI0MIKIB, a TAKOXK PO3POOKY HOBUX CTpaTeriil, cieliu@igyHo
ajganToBaHUX 70 ocobmuBocTel iHTerpartii 3 Unity.

JlomaTKOBMMHU 3aBAaHHSIMH € BUBUCHHS ONTUMAJIBHUX METOJIB IHTETpallii 3 IHIIUMHA
acneKkTaMM reimMan3aiiHy, TAKUMH K CLIeHapli, piBHI Ta MeXaHIKu T'pu. Takox BaKIMBUM
€Ta’noM JOCIIKEHHSI € BJOCKOHAJICHHSI aJITOPUTMIB TeHepallli 3 ypaxyBaHHSIM MOTPeO
PI3HHX XaHPIB 1rop.

Takox, BapTO BpaxyBaTH BaXJIMBICTh CTBOPEHHS 3aXOIUIIOIOYOro iHTEepQeicy,
pPO3pOOKHU MIKaBUX CIEHApIiB IpU Ta BUKOPUCTAHHS CYyYaCHUX TEXHIYHUX PIIIEHb IS

onTuMizalli poOOTH TIpu. Yce e JacTb MOXJIMBICTh 3aHYpUTHCS Y (yHIaMEHTAIbHI
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acriektu ctBopeHHs Roguelike irop, po3misgaroud iX 3 MNOTJIMOJICHMM aHali3oM Ta

I[MPAKTUYHHUMU IIPpUKIIadaMHA BiI[HOBJIGHHiI.

3BepTarouu yBary Ha BIUIHB irop B cTuii Roguelike Ha iHAyCTpito po3Bar Ta B3aEMOZIIO 3
IpaBLSMH, MM BHUBYMMO BQXKJIMBICTh 1HHOBAIlIMHUX MiAXOJIB Ta TBOPYOCTI B PO3POOII
repoiuHuX 1rop. Y pe3yiabTari JOCTIKEHHS MU OyJeMO MaTH MOXKJIMBICTh HE JIMIIIC
pO3yMIiTH TeXHIuHI acriekT po3pooku Roguel.ike rpu Ha Unity, ane ¥ BA3HAYNTH 1X BIUIUB

Ha TeiMIM3aiiH, B3aEMO/IiI0 TPaBIIs Ta 3MICTOBHICTb I'PH B IIIJIOMY.

IIpeamerom pociimxeHHsi: € po3poOKa NpoLeaypHOi reHepariii B irpoomy pyuiii Unity 3
dbokycoM Ha cTBOpeHHs Tpu y cTtuiil Roguelike. JlocmiskeHHs! OXOIUTIOE TE€HEPAIlito PiBHIB,
00'e€KTIB, XapaKTEPUCTUK MEPCOHAXKIB, a TAKOXK B3AEMO/IIi MK IIUMH €JIEMEHTAMH 3 METOIO
CTBOPCHHS YHIKAQJIbHUX Ta IIKaBUX TCHUMIUICHHHX CIleHapiiB. BuBUEHHS ONTUMaIbHUX
MXO/IB JI0 peani3allii mpoleaypHoi redepaiiii B koHTekcTi Roguelike rpu, Bxitouatoun

aHaII3 IHIIUX 1r0p Y IIbOMY aHP1 Ta 1IEHTU(DIKAIlII0 KIIOYOBUX €JIEMEHTIB.

00'exTOM HOCTITAKEHHS € TEXHOJIOTII: po3poOKa rpu B xaHpi Rogue-Like, irpoBuii pymiii

Unity, penaktop Adobe Illustrator, moBa nporpamyBanns C#

MeToaaMu A0cCJiIsKeHHsI BU3HAYEHO MEPETiK 3aBJaHb, 110 BUCTYNATUMYTh Y POJIi

TUTaHY BUKOHAHHS pOOOTH:

1. Bueuenns mamepianie ma icHyrouux nioxooie:
e [IpoBecTu anaini3 MaTepialiB 1Mo po3pooOIli Ta icHyrouux irop y »anpi RogueLike,
3BEPTAIOYM YBary Ha METOJH Ta ITIIXOH JI0 MPOIEAYPHOI reHeparlii KOHTEHTY.
2. Bueuenns moxcnueocmeii Unity ona npouedyphoi zenepauii:
e (OsHailoMuTHCS 3 IHCTPYMEHTaMHM Ta MOXJIMBOCTAMHM, ski Hamae Unity 1is
peanizarlii nmporeaypHoi reHepailii, 30KkpemMa reHepariii piBHiB Ta 00'€KTIB.
3. Po3pooka apximexkmypu zenepamopa:
e (CTBOpUTH apXITEKTYpY AJIA FeHepaTopa, BU3HAUMBIIN OCHOBHI KOMIIOHEHTH Ta iX
B3a€MO/I1, 30KpeMa alrOpUTMH TeHepallii piBHIB, 00'€KTIB Ta XapaKTEPUCTUK

IEPCOHAXIB.



. Peanizauia anzopummie cenepayii:

e Po3poOutH Ta pealizyBaTH alrOPUTMHU Il TMPOIEAYPHOI  TeHepallii
PI3HOMaHITHUX €JIEMEHTIB IPH, 3a0€3MeUyI0Yd IXHIO B3a€EMOJIII0 Ta B3aEMO/IIIO 3
IpaBIEM.

Onmumizauyis ma adanmauin 6ionoeiono RoguelLike cmunicmuku:

e BmpoBamkeHHs onTtuMizailiii, cnenudiunoi ctumictuku st Roguelike rpu, Takoi
SK CTBOPEHHS JIAOIpUHTIB, po3TallyBaHHS OO'€KTIB Ta PO3MIIIEHHS BOPOTIB 3
METOI0 CTBOPEHHS XapaKTepPHOI reMIIEHHOI TUHAMIKH.

. Banioauia ma mecmyeannsa:

e [IpoBecTn cucTeMaTWyHE TECTyBaHHA PO3POOJICHUX aJFOPUTMIB TeHepallii,
MEPEBIPUTH BIJIMOBIJIHICTh CTBOPEHOIO KOHTEHTY BUMoraM Roguelike xaHpy Ta
3a0e3neunTH OajgaHC rpu.

. Inmezpauin 3 eiimnneitnumu eremenmamu:

e 3a0e3neunTu €()EKTUBHY IHTETPAIlII0 3 1HIIMMHU TeUMIUICHHUMU €JIeMEHTaMH,
TaKUMH SIK CHCTEMH YIIPaBJIiHHS TpaBlleM, OOWOBI MEXaHIKM Ta CHUCTEMHU
nporpecy, AJisi CTBOpeHHs MoBHOLIHHOTO RogueLike reiimmiiero.

. Ananiz pezynomamis.



PO3ILI 1
3ATAJIBHI TOJIOKEHHS

1.1 Anauni3 :xanpy RogueLike Ta ocHoBHI MeTOAM po3po0Ku"

VY BIANOBIIH HA 3pOCTaOUy IIKaBICTh I'PABIIIB JI0 BIAMOBIIAIBHUX 1ITOP Ta 301IbIICHHS
MOITYJIIPHOCTI HE3aJIe)KHUX PO3POOHHMKIB, IMOCTae MpobiaeMa CTBOpeHHs HoBuX rogue-like
irop, siki 0 3a0e3neuyBaay BUCOKUN PiBEHb 3a/10BOJICHHS TrpaBiiB. Lls npobiema BuHMKaE 3
BHMOTOIO JI0 IrPOBOT0 KOHTEHTY, SIKWI IPOIOHYE HE JIMIIE 3aXOIUTIOYNI redMILIeH, ane i
VHIKaJbHUWA JIOCBIJ BIJTBOPEHHS, IO JO3BOJISIE KOXHIM Tpi OyTH HEmoBTOpHOW. I3
BpaxyBaHHIM IIBUAKOTO TEMITY PO3BUTKY 1HAYCTpPIi BaKJIMBO BUSBJIATH HOBI MIIXOAU Ta
MEXaHIKH, 5Kl 0 30araTwin >kaHp rogue-like 1 mpuBepHyYIM HOBUX IpaBIiB. TakKUM YMHOM,
icHye moTpe0a y BHUBYEHHI IHHOBAIIMHUX METOMIB PO3POOKH Irop, CHOpSIMOBaHUX Ha
CTBOPEHHsI HOBUX rogue-like irop, 1o 3aq0BOJILHSIOTH Cy4acHI MOTpeOU TpaBliB 1

BIJIMOBIAAIOTH X BUCOKHUM OYiKYBaHHSIM.
OcHoBHUMM ejieMeHTaMH I'pH y :kaHpi RougueLike €:

BunaznkoBa renepartiig piBHIB (IpoueAypHa reHepallisi): Mpy KOXHI1A HOBIH Ipl piBHI,
Mary Ta iHIII eJIEMEHTU T'PU TeHEPYIOThCS BUTIAKOBUM YMHOM. Lle cTBoproe ciieHapii, siki
€ YHIKaJTbHUMH Ta Henepea0adyBaHUMU JIJIsI KOSKHOTO TPaBIIs.

ITepmaneHnTHA CMEpTh, TaKOXK Bimoma sk Permadeath: ogHa 3 HaMOUIBII MOMITHHUX
xapaktepuctuk Roguelike. [lepManeHTHa cMepTh O3HAUYa€, M0 KOJIM MEPCOHAXK MTOMUPAE,
rpaBellb TIOBHHEH PO3MOYaTH TPy 3HOBY. Lle minBuIilye piBeHb BUKIHKY B T'pi, a TaKOXK
CIIOHYKAE JI0 PO3TyMiB PO CTPATETIIO.

[TokpoxoBwii reiminieii: OiibmricTh RogueLike-irop rparTh MOCIiA0BHO, 3 KOXKHUM
rpaBIeM 1 BOPOXKUM x0J0M. Lle poOuTh rpy OUTBII CTpaTETiyHOIO, a TPABIEBI JAa€ dYac

MOJyMaTH PO Te, SIK BOHU OyIyTh JISATH.
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ASCll-rpadika: binbmicts RoguelLike-irop BukopuctoBytots ASCII-cumBonm, 106
BIIOOpa3UTH TMEPCOHAXIB, MPEAMETH Ta HABKOJUIIHE cepenoBuile. lle Hamae xaupy
0COOHMBUH Bi3yalIbHUN CTUJIB 1 € OJHUM 3 HOTO OCOOTMBOCTEH.

CucreMa TMEpCOHaXIB 1 PO3BUTOK (CHCTEMa IEPCOHAXIB 1 IMporpecii): 3a3BHYA
TpaBeIlb KEPYeE MePCOHAKEM, KU Ma€ 0OCOOJIMBI BIIACTUBOCTI Ta HaBUUKH. CHCTEMa PiBHIB,
Ha0lp HABUYOK, MPUIO0AHHSI HOBOTO 00JIaTyHKY, MOKE B1I0OpaKaTHUCh MPOTPEC MEPCOHAXKA.

TexcroBi mianoru (Text-Based Interaction): ¥ RogueLike-irpax rpasmi 3a3Buyai
OTPUMYIOTH 1H(OpMAIliI0 Yepe3 TEKCTOBI ONMHUCH Ta Jiaioru. Lle mMoxke BKIIIOYAaTH ONUCH
HABKOJIMIITHBLOTO CEPE/IOBHUIIA, pPO3MOBH 3 HekepoBaHuMHU TepcoHaxkamu (NPC) ta inm

IHTEPaKTUBHI €JIEMEHTH.
Konkypenrnu

e "Dead Cells"

«Dead Cells» — me RogueVanilla, sika BuxopucroBye enement Roguelike i
MeTrpoinBaHito. IIpoxonsuum uepe3 CTBOpEH1 piBHI, I'paBellb MOXE PO3BUBATH CBOIO
nepcoHaka Ta OOpOTHCS 3 BOporaMu B pexuMi peanbHOro uacy. (Metpoinsaniii -

ipKaHp OIPUTOIHUIILKOTO 00MOBHKA 3 HAOOPOM €JIEMEHTIB ITPOBOT MEXaHIKU Ta IFPOBHUM

nporecom, moaioHuM J1o cepiii Metroid i Castlevania)

Po3po6uuk: Motion Twin
e "Hades"

Omnuc: "Xanec" - ue RogueLike 3 akuentom Ha ictopii. ['paBens norparuisie B Af, Jie BiH
rpae 3a cuHa 6ora I'peribKoro naHTeony. 30Uparoun CUIM, BIH Ma€ HaMaraTUCsl YHUKHYTH

BOPOT'iB, Ikl BUHUKAIOTh Ha IUIAXY.
Po3po6Huk: Supergiant Games

e "FTL: Faster Than Light"

Omuc: «FTL» — 1nie xocmiunuii Roguelike, e rpaBenb kepye KOCMIYHUM KopabiieM,
o0 BMXXHUTH B HeOE3MeYHOMY KocMoci. BinMiHHOIO pHcOl0 rpu € ii cTpaTeriuxa

CKJIaJIHICTh 1 PI3HOMAHITHICTh BUIIQJIKOBUX MOJTIM.


https://uk.wikipedia.org/wiki/Action-adventure
https://uk.wikipedia.org/wiki/%D0%93%D0%B5%D0%B9%D0%BC%D0%BF%D0%BB%D0%B5%D0%B9
https://uk.wikipedia.org/wiki/%D0%93%D0%B5%D0%B9%D0%BC%D0%BF%D0%BB%D0%B5%D0%B9
https://uk.wikipedia.org/wiki/Metroid
https://uk.wikipedia.org/wiki/Castlevania
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Po3pobnuk: Subset Games.

e "Enter the Gungeon"

Omnuc: «Enter the Gungeon» — 11e Oynet-xemn Roguelike, ne rpaBenb BUpyliae B neuepy,

MOBHY 3araJIkOBUX MpeaMETIB 1 HeOe3neyHnx BoporiB. CTyIiHb BUKIUKY Ta HIBUAKICTH €

KJIFOYOBUMH XapPaKTEPUCTUKAMMU TPH.

Po3po6uuk: Dodge Roll

1.2

Ilnardopma nis po3podxu
[HCTpYMEHT J1J1s1 po3pOOKH Bifeoirop i 3actocyHkiB UNity - 1ie MOBHOLIHHNN PYIIIii,

OararoriaTOpMHUN 1HCTPYMEHT, cpsiMoBaHUM Ha cTBopeHHs 2D Ta 3D 3acTocyHKiB B

OJIHOMY PEIaKTOPI.

Ha Be0-caiiti Unity qoctynHi pi3Hi Tapu(HI TUIAHU PYLIis, K1 BIAPI3HAIOTHCS PIBHEM

miATpUMKA Ta BapTicTio.KokHa 3 Bepciii 1Oro MPOrpaMHOTO 3a0e3MEeUeHHS HaJae

KOPHUCTYBau€Bl HOB1 MOKJIMBOCTI, SIK1 HE Oy JOCTYMHI B 0a30Bii BepClii.

Cepen nepesar irposoro pywist Unity Mo:kHa BUALIATH:

[Ipoctuii pemakTop 1 IHCTpyMEHTapiil: HaBITh HOBAYKH B PO3poOIll 3aCTOCYHKY
MOXYTb OCBOITH OCHOBHM 3a mapy nHiB. bararo pecypciB, popymiB 1 BiA€OypOKH Ha
YouTube maroTh BiAnoBil Ha Baill 3anuTaHHsA. HaBiTh CTYZ€HTH MOKYTh CTBOPUTH
nopatok Ha Unity.

Cyuacha rpagika, sika MOKe KOHKYpYBaTu 3 OUIbII JOporuMHu pyurisiMu Xova Unity
He Mae Takux MoxiuBocted, sk UnrealEngine, BoHa Moxe mparioBatu 3
OCBITJICHHSIM 1 CTaHJAPTHUM HAOOPOM MOCTIPOIIECCUHTOBUX €(EKTIB, BIIOMUM SIK
SSAO.

Unity Game Launcher nommproeTscsi yMOBHO 0€3KOIITOBHO. PO3IMIUpPEHHS M AMUCKU
HE BUMarae J0JAaTKOBUX BUTpAT. 3HM)KKU Ha JIUEH31i 3a3Bu4ail cTaHOBIATH 20%
LIOPOKY.

3HayHa CUIbHOTA PO3POOHUKIB

bararo BiIbHUX HOJATKIB.
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e BHyTpillIHii Mara3uH rOTOBUX PIlIEHb, /Ie MOYKHA KyITUTH FOTOB1 3BYKH, TEKCTYPH Ta
dbparMeHTH Koy

o MoxuBicTh pobutn (poTopeanicTuuny rpadiky.
CtBOpeH1 mporpamMu MO>KHA JIETKO IMIIOPTYBATH 3a JIOMOMOTroi0 po3pooku Ha Unity.
OC Windows, Linux, OS X, Android, i0S, na xoncomi PlayStation, Xbox, Nintendo,
Ha VR- 1 ARnpuctpoi.
MyasTumiiargpopmuicts: Unity 703BoJis€ pO3pOOHHKAM CTBOPIOBATH ITPH IS
pI3HUX TIaTGOpPM, BKIIOYAIOYM KOMII IOTEPH, KOHCOJi, MOOLIBHI HPHUCTPOI,
BIpTyaJIbHY peasibHICTh TOIIO0. Unity € akTyaJabHUM IHCTPYMEHTOM JIJIs1 PO3POOHUKIB,
AK1 XO4yTh PO3MOBCIOAUTH CBOI I'PU HA IIUPOKY ayIUTOPIIO.
CuoinbHoTta: Y Unity € BenMka CHUIBHOTa PO3POOHHUKIB, TOMY MOKHA OTpPUMATH
OIATPUMKY, JOMOMOTY Ta OTpUMaTH JAOCTYN J0 0ararboX pecypciB, TaKUX SIK
JOKYyMEHTAIlisl, OHJIAlH-KYpCH Ta POpyMH.
3pyunuii intepgeiic: Unity Mae 1HTYITUBHUN 1HTep(deiic, 10 J103BOJISIE JETKO
CTBOPIOBATHU Ta pe/laryBaTH irpoBl 00'€KTH Ta CIICHH.
I'pagiunmii nmorenmian: Unity mnigTpuMmye po3poOKy TrpadiuHOrO KOHTEHTY,
Brurouaroun 2D ta 3D rpadiky, a Takoxk pi3Hi cnieriainbHi eeKTH.
®dizuka ta animanis: Unity Hajgae IHCTpYMEHTH ISl CTBOPEHHS PEANICTUYHUX
¢13nuHMX e(eKTiB Ta aHIMalli 00'€KTIB.
Mo:xnauBocti nporpamyBanHsi: Pospobka irop B Unity BigOyBaeTbes 3
BUKOPHCTAHHSM MOBH IMporpamyBaHHs C#, 110 gae po3poOHUKAM IMIUPOKUN TPOCTIp

JUTSI IPOTPaMyBaHHS IrPOBOT JIOTIKH.
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OcHoBH acnekTH irposoro pyuisi Unity npu po3po0ku irop Ha

Unity MICTUTb JIeKiJbKa KJIIOUOBHX JIeTallel, 10 J03BOJISIOTH PO3POOHUKAM CTBOPIOBATH

IrpH Ta IHTEPAKTUBHI J0aTKH. Jlami MOKHA MPOYUTATH Ta 3pO3YMITH OCHOBHI JeTal,

Ta 3arajom, K Ipairoe irposuit pymrii Unity

Irposi 00'exTH Ta cueHu:

Irposi 06'exTu: Unity mpaifioe 3 KOHIIEMIII€IO "iIrpoBUX 00'€KTIB", SIKi € OCHOBHUMHU
esieMeHTaMu Baioi rpu. L{e Mmoxxe OyTu repoii, Bopor, Bexa, mpeIMeT, Ta iHule. Koxxen
00'€KT MICTUTh KOMIIOHEHTH, IO BU3HAYAIOTh KOT0 BIACTUBOCTI Ta MOBEIIHKY.

Cuenu: Cuena B Unity sBiisie co0010 BipTyalbHHUI ITPOBUI CBIT, J€ ITPOBI 00'€KTU
PO3MIIIYIOTHCSA, B3AEMO/IIIOTH Ta BiI0OpakatoThCsl. PO3pOOHUKHN MOXKYTh CTBOPIOBATH

CLEHU JJI PI3HUX PiBHIB I'PH.

KoMmnoHeHTH Ta CKpUIITH:

KomnonenTu: Komnonentu - 1ie OyiBenbH1 OJIOKU ITpOBUX 00'€KTIB, sIKI BU3HAYAIOTh
iXHIO MOBEIIHKY Ta BiacTUBOCTI. Unity mae Jekuibka BOYJIOBaHHUX KOMITOHEHTIB,
takux sk Transform, Collider, Rigidbody Tta inmi, a Takoxx mae po3poOHUKAM
CTBOPIOBATH BJIACHI KOMITOHEHTH.

Cxpuntu: Po3poOHNKN BUKOPHCTOBYIOTh CKPHIITH JJIsS MPOTpaMyBaHHS JIOTIKH Ta
MOBEAIHKUA 1TpoBUX 00'ekTiB. CKPUITH NalI0Th MOKJIUBICTH CTBOPIOBATH ITPOBUMA

IHTEJIEKT, KEpyBaTH aHIMali€0, 00poOJIATH A1l TpaBlsl Ta 0araTo 4Yoro 1HIIOTO.

dizuka Ta agiMmamisa:

Unity mae BOyaoBaHy cuctemy (pi3uKH, sika T03BOJISIE CUMYJTIOBATH PYX Ta 3ITKHCHHS
00'eKTIB B TP, III0 POOUTH CBIT TPU PEATICTUUHIIINM Ta JO3BOJISIE CTBOPIOBATH (H13UUHI
rOJIOBOJIOMKH Ta €(DEeKTH.

Unity TakoX MiATPUMY€E aHIMaIlil0 00'€KTiB, i€ PO3POOHUKU MOXKYTh CTBOPIOBATH

PYXH Ta aHIMallIo IJIs1 TEPCOHAXIB, 00'€EKTIB Ta IHIIUX ITPOBUX €JIEMEHTIB.
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MyJabTHMeaia TA peCypCu:

e  Unity no3BoJisi€ iMIOPTYBaTH Tpadiky, 3BYKH, BiIEO Ta 1HII MYJIbTUMEIIMHI pecypcH
TSI BAKOPUCTAHHSI B Tpi. PO3pOOHMKY MarOTh MOXJIMBICTh HAJAIITYBATH OCBITICHHS,
MaTepialiy Ta TEeKCTypHU JJI JOCATHEHHS 0aKaHOTO CTUIIIO TPH.

e 3acoOu pecypciB Unity 03BOJSIIOTH OPraHi3oBYBaTH Ta KepyBaTW aKTHBAaMH, IO

crpolye poOOTy 3 pecypcam I'pH.
BipryaabHa kamepa:

e B Unity MoxHa HaJTalITOBYBAaTH KaMepH JIsl B1IOOPaKEHHS IPU 3 PI3HUX PaKypCiB Ta
KyTiB orjisiny. Lle m03Bosisie cTBOpIOBATH PI3HOMAaHITHI €PEKTU KaMepu, BKIIOYAIOUH

3yM, TIOBOPOTH Ta 3MiHYy (oKyca.
B3aemonis Ta ¢izuka 3B's3KiB:

e  Unity Haytae 3aco0u 11l B3a€MO/I1i IrPOBUX 00'€KTIB, BKJIIOUAIOUYHU IETEKTOPH 31ITKHEHD

Ta MOJ1i, AK1 COPAllbOBYIOTh MPH MEBHUX J1SIX TPABLS YU ITPOBUX OO'€KTIB.

Unity MICTUTh TOTY>XHHM PEHIEPHUHT, IO Ja€ MOXJIMBICTb CTBOPIOBATH Bi3yalIbHO

3aXOIUTHBI TPH 3 PI3HUMH CTHIIIMH Tpadik.
Cepea HenodikiB irposoro pyuis Unity MoKHa BUALIUTH:

e Po3poOka noxatkiB Ha Unity BUMarae HaBU4OK MPOTpaMyBaHHS

e [IpoaykT nocuth 00 €MHUI 3aBISIKUA BEJMKIA KIJTBKOCTI BOYJIOBaHMX KOMIIOHEHTIB.
Ile Moxe ctatu MpoOJIEMOIO, OCKIJIBKM KOPUCTYBadl HE JIIOOJSATh 3aBaHTaXyBaTH
Benuki nogaTku. KpiMm Toro, B IESIKUX KpaiHax, JIIOAW BUKOPHUCTOBYIOTH HEOPOTT,
ca0Ki IpUCTPOT, SIKI HE MOXKYTb MIATPUMYBATH 1€ 3aCTOCYHOK.

® Po3poOHUKM HE MOXYTh OTPHMATH JOCTYN JO BHXITHOTO KOJYy CBOiX BJIACHHX
nporpam. Yekaiite, moku imxkeHepu Unity cami 3po0msath 1e. HaBiTh mpu KymiBii
JeH31i BaM HE HaJaayTh TOYaTKOBUX KO/IIB.

e Hewmae iHTerpauii 3 30BHIIIHIMU cepBicamMu Ta 6i0aioTekamu, Takumu sk Facebook,
TOMY PO3POOHUKH MOBUHHI HAJIAIITOBYBATH 1I€ BPYUHY.

e HemOoXIMBICTh 10AaTH CTOPOHHIO (D13UKY JI0 PYIIIis.
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3agayi gocJailKeHH:

TexHiYHI AaCIEKTH:

Po3pobka Ta peamizais apxitektypu rpu Ha Unity.
Busuenns moxxiuBocteld Unity 171 CTBOpEHHS POIEAYPHO TeHEPOBAHUX PiBHIB.
OntumMizartis Tpu 1yt poOOTH Ha pi3HUX IUIaThopMax.

I'eiimausaiin:

HocmimxeHHs: kiodoBux enemeHTiB Roguelike irop, Takux K BHUIIaJKOBICTb,
HEBM3HAYEHICTh Ta IEPMAHEHTHA CMEPTH MIEPCOHAXKA.

Po3poOka iMrieMeHTalli CUCTEMH NPOLEAYpPHOI T'eHepallii piBHIB Ta B3aeMOAIT 3
o0'ekTamMu Tpu.

BuBYeHHS BIUIMBY pI3HUX MEXaHIK I'PU HA FeUMILUIEH Ta B3a€EMO/IIIO TPaBLIIB.

B3aemonis 3 rpaBusimm:

AHaJi3 BIUIMBY COIIIaIbHOT B3a€MO/II1 B TPl HA TPABIIIBCHKUI JOCBI/I.

BuBYeHHS MOKIIMBOCTEN JJI1 MHOTOIPaBLEBUX PEKUMIB B rpax B cTiil Roguelike.
Po3poOka Ta TecTyBaHHS MEXaHIK I'pH, CIIPSIMOBAHHUX Ha MOKPAUIEHHS B3a€MOJII 3
ayJUTOPIEIO.

InHoBaWii Ta TBOPUICTH:

Amnani3z ictopii Ta eBosonii RogueLike irop.

Po3pobka HOBaTOpCHKMX TeHMITJIEHHUX €IEeMEHTIB ab0 MexaHIK, SKI MOXKYTb
BiJI3HAYUTHU TPY.

JlocnmipkeHHsT BIUIMBY BHUKOPHUCTAHHSI BIPTYaJbHOI pealbHOCTI a00  1HIIUX
TEXHOJIOT1H Ha reiimmeit Roguelike irop.

BuBueHHs1 ayauToOpii:

Amnaii3 nijpoBoi ayauTopii 1 rpu B cTriri RogueLike.
BuBuenHs nonepeaHix yCHIITHUX MPOEKTIB Ta X BIUIUB Ha TPaBIIiB.

CTBOpEHHS Ta MPOBEACHHS OMUTYBaHb I 300py AYMOK Ta MPOIO3HUIIIi TPaBIIiB.
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VY 1poMy po3/iii MU PO3TIISIHYJIM KIIFOUOBI TEXHIYHI aCMIEKTH, TIOB'S13aH1 3 pO3pOOKOIO
rpu Ha Unity. Cnepiiry MU 3BEpHYJIM yBary Ha po3poOKy Ta peasizailiio apXiTeKTypH I'pH, a
TaKOX BUBYMIM MOXJIMBOCTI Unity A7 CTBOPEHHS MPOILETypPHO T€HEPOBAHUX DIBHIB.
BaxxnuBuM e1eMEeHTOM TEXHIYHOI YacCTMHHU € ONTHUMI3allis Trpu g poOOTH Ha PI3HUX
miaTdopmax. Li acnexktu GopMyr0Th OCHOBY TEXHIYHOI peai3allii mpoeKkTy, 3a0e3neqyroun

CTaOLIBHICTh Ta MPOYKTUBHICTH TPH.

TI'eitmousaitn

OaHMM 13 KPUTUYHMX aCMEKTIB JAJIsl YCHIIIHOI pO3pOOKH I'pU € reMMIu3aiH KUK €
KPUTUYHO BaXJIMBUM JUIsl ycHixy rpu. byno nocmimxeHo kimro4yoBl eneMeHTH Roguelike
Irop, 30KpemMa BHIIaJKOBICTh, HEBHU3HAUEHICTh Ta MEPMAaHEHTHY CMEpPTh IEPCOHAXka.
BaxxnuBuM acrieKToM € po3poOka IMIUIEMEHTAIlll CUCTEMHU MPOLEAYPHOI reHeparllii piBHIB
Ta B3a€MOIi 3 00'ekTaMu rpu. TakoX MM BUBYAIM BIUIMB PI3HUX MEXaHIK Ha TeMMIUIeH Ta
B3aeMO/it0 rpaBiiB. L1 eneMeHTH reiiMan3aiiHy 3Ha4HO BILUIMBAIOTh Ha 3arajbHHUNA JOCBIJ

IpaBILiB, (OPMYIOUH YHIKAJIbHICTh KOKHOT'O MTPOXOXKEHHS TPH.

B3aemooin 3 epasusamu

HactynHoro Ba)JIMBOIO TEMOIO € B3a€EMOJIIA 3 T'paBIsIMU. MU aHalli3yBajiu BIUIUB
COIJIbHOI B3a€MOJII B Tpl Ha TPABIIBCHKUN JOCBIJ Ta BHUBYAIW MOMJIMBOCTI st
OararokopucTyBalbkux pexxumiB y Roguelike irpax. Po3poOka Ta TecTyBaHHsS MEXaHik,
CIPSIMOBAaHUX Ha TMOKpAIICHHS B3a€EMOJII 3 ayJUTOPI€I0, 03BOJIIE CTBOPUTH OUIBII

3aXOIUTIOIOYMI Ta THTEPAKTUBHUN ITPOBUI MPOIIEC.

Innoeauii ma meopuicme

[HHOBaIIT Ta TBOPUICTh € BAKIMBUMH Jisi CTBOPEHHS YHIKaNbHOI Tpu. Mwu
MpoaHaizyBain icTOpito Ta eBomoIito Roguelike irop, po3pobuiv HOBAaTOPCHKI
reiMIUIeHI eIeMEHTH Ta MEXaHIKH, SIKI MOXYTh BIJI3HAUUTHU TPy cepel] KOHKYPEHTIB.
JlocmimkeHHsT BIUTMBY BHKOPUCTAHHS BIPTYalbHOT PEAIbHOCTI a00 1HIIMX TEXHOJIOTiM Ha

reitmiuieit Roguelike irop nonomarae BUBeCTH rpy Ha HOBUM PiBEHb.
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Bueuenna ayoumopii

Po3yminHS 1UIBOBOI ayuTOpii € KIFOYOBUM JJIsl YCHIXy I'pu. MM aHa3yBald IIJILOBY
ayautopiro g Roguelike irop, BuBUamu momepeaHi YCHINIHI MPOSKTHU Ta iX BIUIMB Ha
rpaBiiB. CTBOPEHHs Ta MPOBEACHHS ONMUTYBaHb JO3BOJWIO 310paTH AYMKH Ta MPOMO3UIIIT

FpaBHiB, MO € BAKIIMBUM IJIA ITIOAAJIBIIOTO PO3BUTKY I'PH.

VY nonepeaHix posauiax OyJo HEOJHOPA30BO 3rajaHO MPO MPOLEAYpPHY TeHEparliio sk
BAXKJIUBUH €JIEMEHT po3po0OKu irop. Temnep HacTaB yac ACTAIbHIIIE 3yTUHUTUCS HA 11K TeMi.
[IpouienypHa reHepailisi Tpae KIOYOBY POJIb y CTBOPEHHI YHIKAJbHUX 1 HEMOBTOPHHUX
ITPOBUX PIBHIB, 3a0€3MEUYI0UYH PI3HOMAHITHICTh 1 MMOBTOPIOBAHICTH IrpOBOTO Tpoiiecy. B
OMY PO3UI1 MH PO3TJISIHEMO Pi3H1 TUIU MPOLEAYPHOI FeHeparlii, METOIM iX peasi3allli Ta

MOIIUPEH] TATEPHHU, K1 BUKOPUCTOBYIOTHCS SISl CTBOPEHHS 11KABUX ITPOBUX CBITIB.

1.4 IlpouenypHa renepanis. Tunu, meroau peasizauii, maTepHu.

IcHyOTB pi3Hi THIIH MPOLEAYPHOI reHepaIii:

1) I'enepauis konmenmy:

I'enepauist micip: CTBOpeHHs daHAmadTy, piBHIB 200 IrPOBHUX CBITIB.

I'enepamist 00'extiB: CTBOpeHHS OO'€KTIB B CEPENOBHUII, TAaKUX K POCIUHH,

CTPYKTYpH ab0 pi3HOMaHITHI JeKOparlii.

2) I'enepauis mexcmyp:
['enepariisi moBepXOHb: ABTOMAaTHYHE CTBOPEHHS TEKCTYp HJisi OO'€KTIB 4HU
naHamadTy.

3) I'enepauia npasun:

['eneparist mpaBui moBeaiHKM: BuszHaueHHs1 B3aeMoii 00'ekTiB a00 CYyTHOCTEH Ha

OCHOBI MEBHUX MPaBUJL.

IcHYOTH NeBHi iIHCTPYMEHTH /1A peaJi3anii mpoueaypHoi redepauii B Unity:

1) Unity's Procedural Generation API:

Unity Hagae APl ansa npouenypHoi reHepaiiii, mo BKJIIOYA€E KJIacH Ta METOIU IS

CTBOPEHHS T€OMETPUYHHX (HOPM, TEKCTYP Ta IHIIUX ACMEKTIB IFPOBOTO CBITY.
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2) Noise Functions:

Buxopucranns ¢yunkiiit mymy, tTakux sik Perlin abo Simplex noise, a1 CTBOpEeHHS
BUITAJIKOBUX, aJI¢ HETIEPIOAUIHNX 3HAUCHb.

3) Asset Graphs:

Buxopuctanns rpadiunux iHCTpyMeHTIB, Takux sk Unity's Shader Graph a6o BnacHi
Asset Graphs, 1151 BU3HaUCHHS MPABUJI TeHEpaIlii 00'€KTIB Ta TEKCTYP.

IlaTepun npoekTyBaHHsA ISl peaJizaii mpoueaypHoi reaepauii B Unity:

1) Factory Method:

Buxopucranns ¢pabpuuHUX METOJIB IJIsi JUHAMIYHOTO CTBOPEHHS 00'€KTIB 3aJIEKHO
B1JI yMOB Ta MOTPeO TeHeparlii.

2) Observer Pattern:

3acTocyBaHHA MATEpHY criocTepirava Juisi CIAKyBaHHS 32 TOMAISIMU Ta 3MIHAMHU I11]1
yac reHeparlii Jyis BHECEHHSI KOPEKTUB a00 B3a€MO/IIi 3 THITUMU KOMIIOHEHTAMHU T'PH.
3) Decorator Pattern:

Buxopucranns mnaTtepHy JAekoparopa il JUHAMIYHOTO JOJABaHHS HOBHX

(yHKL10HATBHOCTEN UM aTpUOYTIB 10 3r€HEPOBAHUX O0'€KTIB.
1.5 TIlocTraHoBKa 3aBJaHHSI KiHIIEBOI0 MPOAYKTY

Lls rpa Oyne mikaBa AJis TPaBIB PI3HOTO BIKY Ta JJIs TPABLIB SKUM LIKABUW XKaHP
Rogue-Like. I'paBiii MOXXyTh BUIIPOOYBATH CBOI CHUJIU B IPOXOIKEHH1 3aXOIUIIOI0UO01 I'PH 3
pi3HOMaHITHUMH MexaHikamu. ['pa noctynHa Ha PC ms Windows.

Jlnst cTBOpeHHs Tpu OyJla BUKOpUCTaHa MoBa nporpamyBanHHsa C# ta pymniit Unity.
Konnent ta dinanpHa Bepcis Oyna ctBopeHHs iHCTpyMeHToM Unity. I'pa po3po0iiseTbes
st PC ockibku O1IBINICTH TPABINIB SKi 3alliKaBJICH] B IIbOMY KaHpi OUIBIIICTH ITPOBOTO
yacy rpatoTh TuUlbkn Ha PC. 3aBasgku mupokoMy (yHKI[IOHAy Tpa Ma€ 3alydyuTH

PI3HOMAaHITHHX TPaBIIiB, HE3aJIEKHO BiJI BIKY.

BucnoBkmu 10 po3aiay 1

VY mpomy po3mii Oyiio onmrcano mpoodIeMaTUKy TEMH Ta OMMCAHO TOMYJISIPHICTh Ta HIOAHCH
irpoBoro JkaHpy rouge-like. bBymo mpoaHami3oBaHO OCHOBHHMX KOHKYPEHTIB Ta

npenacTaBiieHo iX. Po3kazaHo mpo Te, 1110 Take MpolieypHa reHepartis.
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PO3/ILI 2

THOOPMAIIMHE TA MATEMATHUYHE 3ABE3IIEUEHHSA

VY 1poMy po3auti MU po3riisiHeMO 1H(opMalliiiHe Ta MaTeMaTHYHe 3a0e3MeUeHHs, SKe
€ OCHOBOIO TMPOEKTY. JleTampbHe OmpalfoBaHHS MATEeMATHYHHX aJTOPUTMIB 1 MOJEIEH €
KJIFOYOBHUM JIJIs 3a0e3meueHHs e()eKTUBHOTO (PyHKIIIOHYBaHHs I'pu. byno nmpoananizyBaHo
pI3HI MIAXOAM JI0 aJITOPUTMIB IPOILCAYPHOI TI'eHepallli piBHIB Ta METOJIB OMNTHUMI3aIlli
irpoBoro mporecy. Lle 3abesneuye cTiiiky Ta HalliHy 0a3zy i1 MOAQIBIIOI PO3POOKHU

ITPOBUX MEXaHIK Ta apXITEKTYPH MPOEKTY.
Ananiz npeomemnoi ooracmi

[lepexoasun 10 HACTYMHOTO PO3/LTY, BaKIMBO 3BEPHYTH YBary Ha aHaii3 MPeIMETHOI
oOnacTti. JlocmipkeHHs i€l 00xacTi J03BOJISIE 3pO3YyMITH KOHTEKCT Ta CHeuu]iky IpH,
BU3HAYMUTH KIIFOUOBI aCTEKTH, sIKI HEOOX1THO BpaxyBaTH Py po3poOIll. AHAII3 PEAMETHOL
o0JacTi BKJIIOYAa€ BUBUCHHS ICHYIOUMX pIlIEHb, aHai3 PUHKY Ta motped rpasiiB. Lle
goriomarae copMyBaTH YiTKE YSBICHHS PO BUMOTH JI0 MPOEKTY Ta BU3HAYUTH OCHOBHI

HaINpsIMKU MOT0 PO3BUTKY.

2.1 AnaJni3 npeamMeTHoi o0JiacTi

CbOrosiHi 1CHy€ MHOXHMHA 1rop pI3HUX aHpPiB, 1 KOXXE€H pPO3POOHUK IparHe
3aI[iKaBUTH KOPHUCTYBAadiB CBOEIO TBOPUICTIO. Y cdepi po3poOKH I1rop KOHKYPEHIIis
HAJ3BUYAHO BHUCOKA, 1 JIJIT BUPI3HEHHS CepeJl IHIIUX HEOOXiIHO CTBOPIOBATH IIOCH
yHIKaJIbHE W 3aXOIUTIOI0Ye, CIPOMOXKHE MPUBEPHYTH yBary reimepi. s gocsrHeHHs
KOMEPIIIHHOTO YCHiXy T'pH MOTPIOHO MPOWTH YMCIIEHHI OpraHi3alliiiHi eTarnu po3pOOKH.
Cepen HuX: BU3HAQUEHHS KOHUEMNUIi TpH, YHPaBIiHHA MApPKETHHIOM 1 MPOJaKaMu,
NPUBEPTAHHS TPaBIliB, PO3po0Ka TEXHIYHMX ACIEKTIB, PO3MOALN OIOJKETY, TeCTyBaHHS
nepe BUITYCKOM Ta po3KJia] po3poOku. PormboBi irpu mpuBepTaroOTh rpaBIliB Pi3HOTO BIKY,
Kl OaXarTh MOTPY3UTHCS Yy 3amaMm'siToByrouycs icrtopito. OAHAaK [t CTBOPEHHS
3aXOIUTIOIOUOTO CIOXKETY HEOOXITHO pO3pOOUTH 3pYyUHMM TeHMIUIeH, IO HE MiipBe

peryTalliro Irpy B3araii.
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Jl1s1 BUpiIIeHHS 11i€1 TpoOJieMH HEOOX1THO CTBOPUTH I'PY 3 TAKUM IeMILICEM:

1. TosoBHOMY reporo MOTPIOHO 3HAWTH BUXI1J 13 IiI3EMETIIS.

2. Ha xoxHOMY IUISIXYOYyAyTh 3yCTpI4aTHCS BOPOTH PI3HOTO THUITY.

3. s momoranHs BOPOTiB MOKHA MIAIOpaTH pi3HY 30pOI0 Ta BUPYIITUTH B TIOJIOPOXK.

4. Y TOJ0BHOTO MEPCOHAXa Ta BIJIMOBIAHO Y BOPOTIB € 3I0POB’ s, TOMY 3151 TOTO 11100
noOpaTucsi 10 BHUXOAY, MOTPIOHO 3BEpTaTH yBary Ha 3I0pPOB’S Ta IUIaHYyBaTH
MOTAJTBIII .

5. 33B)KI[I/I MOJKHAa HOJ'IiKYBaTI/ICB, SKIIO ITOIMAaCTUTD 3HAWUTHU AlITCYKY.

2.1.1 XapakTepHi pucH XaHpy

OnHuM 3 KIIIOYOBUX ACHEKTIB y pO3poOIl Ipy € BHU3HAYEHHS OCHOBHUX MEXaHIK.
OcHoBHI MexaH1Ki (JOPMYIOTh OCHOBY 1rpOBOTO IMPOIIECY, BU3HAYAIOTh MMPABHIIa B3a€MOII1
rpaBlsg 3 ITPOBUM CBITOM. BaxinBo AeTajibHO OMpaIfoBaTH KOXKHY MEXaHIKy, 100
3a0€3MeunTy TapMOHIMHUE 1 30anaHcoBaHui revmiuiei. Ile Bkimodae B cebe po3poOKy
CUCTEMHU TIPOIICyPHOI T'eHepallii piBHIB, BU3HAYCHHS MapamMeTpiB TMEPCOHaXIB Ta iX

B3a€EMO/IIIO 3 00'€KTaMHU T'PH.

[InanyBaHHSl YCIIIIHOTO IFPOBOIO MPOEKTY HEMOXKIMBE O€3 aHali3y KIHOYOBHUX
MEXaHIK Ta OCOOJIMBOCTEH TreimIuieto. JlocmikeHHsT MEXaHIK BIOMHX IrOp y JAaHOMY
YKaHp1 JT03BOJISIE Kpallle 3pO3YMITH, IKUM YMHOM BOHHU MPUBEPTAIOTH I'paBliiB. Pi3Hi BIKOBI
IpyIY MatOTh BJIACHI YIIOJ00aHHs, TOMY BKJIMBO 3a0ajlaHCyBaTH redMILIEH 3a JOTIOMOT 010

MOTPIOHUX MEXaHIK Ta 0COOJMBOCTEH.

VYcmimHa rpa MOBUHHA MICTHTH PI3HOMAHITHI MEXaHIKU JIs 3a0€3TMeUYCeHHs] BUKUBAHHS

TOJIOBHOT'O T€pOsl Ta 3aJ0BOJICHHS I'PABIIS.
OcHOBHI 30a60aHHA MA MEXAHIKU O3 NPOZPeECY 8 2Pi 6KIIUAIOMb:

Bukopucranns 30poi: rpaBeib Ma€ MOXKJIMBICTb BUKOPUCTOBYBATH P13H1 TUIIH 30pOi,
K1 MO’KHA 3HAWUTH Ha KapTi abo 3100yTH Yepe3 Jac y MeBHUX TOUKaX.
JlikyBaHHS JIJIsl BIDKUBAHHS: TPaBEIlb MOXKE MOTIKYBATH CBOE 3/I0POB's, ITi IBUIITUBIIIH

CBOI IIAHCH HA YCHIIIHE MPOXOHKEHHS.
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MoxnuBicTh 30€peKEHHS: TpaBellb MOXe 30epiratu CBil mporpec, IM100
IPOJIOBXKYBATH I'py 0€3 CTpaxy BTpaTH nporpecy. Y BUNAAKY CMEPTI rpaBellb MOBEPTAETHCS

710 OCTaHHBOI TOUKH 30€pEeKEHHS.

1oes cpu

['paBerib OonMuHSAETHCS B aOCypJHOMY Ta CKIJIAJHOMY CBIiTi, /¢ TOJOBHHI Tepoil €
3arapTOBaHUM BOTHOM-MHUCIIMBLEM, 1110 [TOJI0OPOXKY€E depe3 BennuesHe miazemeruist. OCHOBHa
MeTa MOoJIArae B TOMy, 100 NEPEMOTrTH BCIX BOPOT'iB Ta BUNTH 3 JaOIpHUHTY.

Lo zpaseub mooswce pooumu

['paBenib BIIPaBIISIETHCSA B 3aXOIUIIOIOYY MOJOPOXK, MEPETUHAIOUM 0e3i1id KiMHAaT
3amtyTaHoro jadipunHTy. KoxHa KiMHaTa MPOIMOHYE YHIKAaJbHUN OCBIJ T4 MOXJIHMBOCTI,
ajpke caM JaOIpUHT CTBOPIOE aTMoc(epy Hampyrm Ta HEBHU3HAYEHOCTI. Y IIbOMY
3aXOIUTIOIOYOMY CBITI TpaBellb Ma€ YHIKaJIbHY MOXIIMBICTh 3HAXOJWUTHU DPIZHOMAHITHY
30por0 Ta MPEAMETH, SIKI CTAaHYTh WOTO HAJAIMHUMHU COIO3HUKAMH Y OOpOTHO1 3 TEMPSBOIO.
Bix po3kimHoi 30poi 10 KopucHUX apTedakTiB, KOXKEH e€Taml MOJ0pOXKi MPOMOHY€E HOBI
BUKJIMKM Ta HAropojy, poOJiiud KOKHY KIMHATy YHIKQJIbHOK apeHOl JUIsl MPUroj Ta
BUTNIPOOYBAHb.

Mema zpu

['paBenb MOBUHEH OUTHUCS 3 PI3HUMH BOpOramMu Ta O0ocamu, sIKi 3aXONUIIN JIA0IPUHT.
Bin mosxe BuUKOpUCTOBYBaTHU pi3HI BUAM 30poi. [lepemora nomomarae rpaBieBi 3100yBatu
KJITFOUOBI MPEAMETH, 11O T03BOJISIIOTH MPOCYBATUCS TTIMOIIE B JIAOIPUHT 1 3yCTpiyaTh OLIbII

MOTYKHHUX BOPOTIB.

2.2 ApXiTeKTypa MPOEKTY

[licnss BU3HAYEHHS OCHOBHMX MEXaHIK CJiJ MEepelTH O PO3POOKH apXITEKTypH
MPOEKTYy. ApPXITEKTypa BHU3HAYA€ CTPYKTYpPy MPOTPAMHOTO 3a0€3MEUEHHs, OpraHi3allito
MOJYJIIB Ta B3aEMOJII0 MDK HHUMHU. lle KpUTHYHO BaXJIMBO JJIsI 3a0e3nedyeHHs
MacIITabOBaHOCTI, HAIHHOCTI Ta MPOAYKTUBHOCTI IpH. ApPXITEKTypa MPOEKTy MOBHHHA
BpaxoByBaTH BCl aCTIEKTH I'PHU, BiJ MPOIEAYPHOI T'eHepallii piBHIB 10 ONTUMI3allli IFpOBOTO

npolecy.
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Jliss CTBOpEHHS apXiTeKTypu Oyja CTBOpEHa irpoBa Jiarpama 3 BHKOPHUCTaHHSIM
PI3HUX MYHKTIB TPH, SIKI TAKO BUKOPHUCTaHI K TaNKu JyIs cKpuntiB. KokeH 13 MyHKTIB
BIJIMOBIAA€ 32 BIAMOBIAHY (DYHKI[IOHATBHICTb 1 3aJIEKUTH B 1HIIOTO IMyHKTA.

JI7is TIpaBWJILHOTO TUIAHYBAaHHSA TPU HEOOXITHO CTBOPUTH apPXITEKTYPHY CKIAIOBY IJIS
KpAaIIoro po3yMiHH, SIK1 €Tany MOBUHHI BUKOHYBAaTUCh B TEPIIY YEPry, a siKi HE MOXYTh
MPOJIOBXKYBATUCh 0e3 1HMMX. TakoX MOTPIOHO PO3YMITH CEpEOBHINE, MOTPIOHE IS

yCHiHIHOI‘O BUKOHAaHHA 3aBAaHH:.

JlJ1s 4oro nmoTpidHa apxiTeKTypa MPOEKTY Ta JAiarpaMa mocJaiZ0BHOCTI?

APpXiTeKTypa NpOeKTy B KOHTEKCTI PO3pOOKH KOMI'IOTEPHOI T'PH € BaKJIUBUM
acCIieKTOM, W0 BHU3HAYA€ CTPYKTYPY, B3a€EMO3B'SI3KM Ta OpraHizaiilo KOMIIOHEHTIB
nmporpamMHoro 3abe3nedeHHs. BoHa BH3Hayae NPUHUUIM, SKI KEPYIOTh CTBOPEHHSM,
PO3IIMPEHHSIM Ta MIATPUMAHHAM IpU. APXITEKTypHa KOHLEILIS J103BOJISIE PO3POOHUKAM
BUPILIYBAaTH MPOOIEMH, TaKl IK MOJIYJIbHICTh, PO3IIMPIOBAHICTh Ta 3PYYHICTh YIIPABIIHHS

KOJIOM.
ApXiTeKTypa npoeKTy y po3pooui rpu Ha Unity nonomarae:

1) MooyavHicmy:

Po3ninutu pyHKIIOHANBHICTh TPU HA JIOTTYHI MOJIYJI JJIs MOJETIIEHHs po3pO0OKH,
TECTYBaHHSA Ta MIATPUMKH.

2) Pozwupiosanicme:

3a0e3neuynTH MOXKIIMBICTh JMHAMIYHOTO PO3IITUPEHHS IPU UISIXOM JA0aBaHHSI HOBUX
GyHKIIIH 991 MOJTYIIB.

3) 3pyunicmo ynpaeninna:

3abe3rneunT 3pydHi Ta JIETKO 3pO3yMiji 3aco0U YIPaBIIHHS Ta B3a€MOIl MIiX

komnoHeHTamu. (Puc. 2.1).
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JiarpamMa nmocjaigoBHOCTI:

\ 4

|
alt ) [Level Complete]
| |

Generate Next Level

|
|
i
|
|
|
|
|
1

Show Death Menu

MainMenu MainCharacter Enemy Level VictoryMenu DeathMenu
I | I | I I
| | | | I
|, StartGame | | | |

| | |

| intaize Game | | | |
[ | | |
loop [While playing] I | [
| | |

I Update Health : : :
] | | |
| | | |
| Shoot | : :
| ) | | |
| Hit | | |
| | | |
| Check Health : : :
| | |

| | | |
alt [Health > 0] I | I
| | | |
II Bullet Hit l : :
| | | |
| |  Respond to Hit | |
| | |
| | |
| | | |
| Check Progress | |
| | |
T T

| |

| |

|

|

|

I

|

I

|

|

|

|

|

Y

Show Victory Menu

A4

—_——— X ] F—_———— e e | —

Exit Game

[

Puc. 2.1. JliarpiMa mociiioBHOCTI

Jliarpama mociiIoBHOCTI Iie rpadiyHUi IPEJACTaBHUK B3a€EMOJIIA MIXK 00'€éKTamMu B
yaci Ta MOPSAKY iX BUKOHaHHA. Y KOHTEKCTI po3poOku rpu Ha Unity, BOHa UIIOCTpYE
B3aEMOJIII0 PI3HUX CHCTEM, CKPWIITIB Ta KOMIIOHEHTIB MiJ Yac BUKOHAHHS TEBHOI
¢yHkuioHanpHOCTI. JliarpamMa MOCHIJOBHOCTI CHPHUSiE€ PO3YMIHHIO Ta ONTUMI3ZAI]
B3a€EMOJIIH, JIoMOMarae BU3HAYMTH MOTPeOM B OOMIHI 1H(GOpPMALIEI Ta KOHTPOJIKO MIXK

o0'exramu. Lle iHCTpyMEHT, SIKUIl T03BOJISIE:
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1) Yimko eusznauamu nocaiooenicme nooii:

Jlo3Bouisie pOo3pOOHMKAM TOYHO BHU3HAUMUTU TOPSIOK BUKOHAHHS i Ta MOJINA B
MeXKax B3a€EMOJIi1 MikK 00'€KTaMH.

2) Onmumizye 6UKOPUCMAHHS PecypCis:

JlomoMarae YHMKHYTH 3aliBOTO BUKOPHCTAHHS PECYPCIB MIISAXOM €(PEKTHBHOTO
oOMiHy 1H(pOpMaIli€ro Ta BUKOHAHHS JIUIIE HEOOX1THUX JTIH.

3) Ionecuye 6ionazo0xcenns ma ananiz:

3abe3rneuye 3py4yHICTh BIJJIATOJPKCHHS, OCKUIBKUA UITIOCTPYE TOTIK BUKOHAHHS

IPOrpaMH IiJl YaC KOHKPETHOI B3aEMOII1.
IIpoueanypHa resepauisi piBHiB

[IpouenypHa renepaiisi piBHIB — II€ METO/, SIKUA BUKOPUCTOBYE ICEBAO-BUMAJAKOBICTD 1
QITOPUTMH JUIsI CTBOPEHHS PI3HOMAHITHUX PIBHIB 3aMICTh TPAJAMIIIIHOTO PYYHOTO

pO3p00JICHHS PiBHIB.
3arajibHa CTPYKTYpa NPoOUeAYPHOI reHepauii:

CtBopeHHs1 6a30BOTO PIBHS - CTBOPIOETHCS OCHOBHMU IIa0JIOH 200 «TEKCTYPHUI
PIBEHB, SIKMM MOYKE MICTUTH €JIEMEHTH, TaKl sIK T1JjI0Ta, IePEIIKoI1, 00’ €KTH, TOIIIO.
Busnauennst mpaBui reHeparili — BU3HAYAIOThCS MpaBuiia i renepaiiii piBus. Lle
MOKE BKJIIOYATH Taki (pakTopu: pO3TalllyBaHHS JOKallii, KOPUIOPIB, PO3MIPH
JIOKAIlIX, PO3MIIIIEHHS 00’ €KTIB Ta PIBEHb CKJIAIHOCTI JIOKAIII1.

Bukopuctanus anropuTMmiB TreHepaiii - PoO3poOHHMK BUKOPUCTOBYE alrOpPUTMHU
reHepallii, Taki K KJIITUHHUN aBToMaT abo anroput™m «Komepcanrtay, mobd cTBOPUTH
PIBEHb BIAMOBIIHO A0 TEBHMX TpaBui. Lleil anropuT™m CTBOpIOE JIOTiYHI PiBHI 3a
JIOTIOMOT OO0 TICEB/I0-BUIIaIKOBOCTI Ta 1Tepaltii.

TecTyBaHHs Ta HajalITyBaHHS - TICJIS TeHEpalli NMPOBOJUTHCS TECTYBaHHS Ta
BJIOCKOHAJICHHSI, II00 MEepPEKOHATHUCS, 1110 PIBHI, Kl OyJId CTBOpEHI, BIANOBIJAIOThH

BUMOTaM I'pH Ta 3a0€3MeUy0Th Yy0BUN TeHMILISH.
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SIKo AeTanpHilIe, TO MPOIeIypa BUITAIKOBOI TeHepallii sBisie CO00I0 3aMKHEHHH
nporec(IUKJI) aBTOMAaTH30BAaHOO CTBOPCHHS HOBHUX JIOKAllid 13 BUKOPUCTAHHSIM
BUITAJIKOBUX E€JIEMEHTIB SIKI OOMEXYIOThCSI TEHEPAIiEI0 MOKIIUBOCTI. Y KOHTEKCT1 JaHOI
KypCOBOi poOOTH, T€HEpaIlis PiBHIB MPEICTABIISIE CTBOPEHHS 15 pi3HUX KIMHAT 13 BUXOaMHU
300paKEHHUX SIK KOPUIIOPH, 3aBIISIKU SKUM MOJKHA TEPEUTH BiJl OAHOI JOKAIli 10 1HIIOI.
[Ipomec renepairii BiiOyBa€eThCS 3aBASIKA CTBOPEHOMY 00’ €KTY B CIICHI, TaK SIK IIPH 3aITyCKY
I'pH BCl 00’ €KTH I€HEPYIOThCS, TO BIJIMOBIIHO TOA1 M 3aIyCKAE€ThCSA CKPHUIIT KN TEHEpye

BUIIAAKOBI JIOKAI].

KoskHa nokariis reHepyeTbcs BUIMAIKOBO 3T1THO MPaBUII 110 HAAIOTh BIAMOBIIHICTh
Ta JIOTIKY CTPYKTypu Jokaiii. He MeHII BaxJIMBO € pO3TallyBaHHS BUXOJIB, IS
MpaBUJILHOI TeHepallii, cami BUXOAN(KOPUIOPU) F€HEPYIOTHCS BUMAJAKOBO OOOB’SI3KOBO 3
BpaxyBaHHSIM MpaBui reHepallii mo0 1el nporec BiiOyBaBcs Oe3nepediiiHo. 3aranbHUi
IpOoLIeC BKJIIOYA€ BUKOPUCTAHHS CKPUIITIB JJIsl CTBOPEHHS ITyCTOI MICIIEBOCTI Ta JI0JaBaHHs
1o Hei npedadiB, sIKI IPEICTaBIAIOTh PI13HI 00’ €KTH, BOPOTIB Ta 1HII eJleMeHTH rpu. Llew
METOJI TUHAMIYHOI TeHepallii piBHIB BUKOPUCTOBYETHCS /I 3a0€3MEUCHHS BIAMOBIAHOCTI

Ta ONTUMAJIBLHOCTI.

[Ipouienypa BuUmaaKoBOI TE€Hepallli MpaIioe sSK 3aMKHEHUN IUKI 1 aBTOMATUYHO
CTBOPIOE HOB1 MICIl 3 BHIAJIKOBUMHU €JIEMEHTaMH, SIKI OOMEXYIOThCS MNapaMeTpaMu
reHepairii. ¥ KOHTEKCTI 1i€i KypcoBoi poOOTH reHeparlisi piBHIB nepeadayae CTBOPEHHS
I’ ATHAAUSTH OKPEMHMX KIMHAT 13 BHXOJaMHU, SIKI € KOpPUIOpaMH, M0 J03BOJSIOThH
MepeMIIIaTUCS MK PI3HUMHU MICISIMHU. Y TPOIIEC] TeHepallii BCi 00’ €KTH CTBOPIOIOTHCS 11T

4ac 3aIyCKy TP, BUKJIMKAIOYH BIJMOBIIHUI CKPUNT JJIsI TEHEPaIlii BUTIAKOBUX JIOKAITIH.
BuchoBku 10 po3aiay 2

B oMy po3zaini 6ys1o po3riasHyTO TpoOJIeMaTHKy CTBOPEHHS POJIbOBOI TPH, Ta SIK1
CKJIaJIOB1 MOTPIOHO /Ui 3aly4€HHs TPaBI[iB, TPOaHATI30BaHO OCHOBHI MEXaHIKHU TpH, JJIs
NPaBIJILHOTO MJIAaHYBAaHHS Ta OITUCAHO YOMY 1€ BaKJIMBO. OMUCaHO BCi TOJIOBHI €TaIy I'PH,
AK1 BIAMOBIJAIOTH 3@ BIAMOBIAHUM (DYHKIIOHAJI Ta B MO€JHAHHI JOMOBHIOIOTH 3arajibHe

BpPa)KECHHsI BIJ] TPH.
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PO3/ILI 3

IIporpamue Ta TexHiuHe 3a0e3MeYeHHA

3.1 3aco0u po3podxku
3acobamu po3pooOku € : Unity, Unity Asset Store, Visual Studio Code.

3aco0u po3poOKM BKIIOUAIOTH TEXHIYHY moKyMmeHTarito Unity, sika JTO3BOJISE
mpairoBaTy 3 1HTepdercoM 1 610I0TeKaMH IMiJI Yac CTBOPEHHS MPOAYKTIB. Y Mporpami
po3poOku Unity € BelHMKa KUIBKICTh 1HCTPYMEHTIB, SIKI MO>KHa BUKOPHCTOBYBAaTH ISl

CTBOPEHHS IOJATKIB 1 T0JaBaHHs YHIKAJIbHUX M1 €JTHYBaHUX MOTYJIIB.

Unity - oauH i3 HaWMmomy SIpHIIIMX Ta HAHKpalMX IHCTPYMEHTIB JUIs CTBOPEHHS irop,

PI3HOMaHITHHUX JIOJATKIB Ta AU3aliHy CEpEeIOBUIIIA.

Lleli pymnii TakoX € MOTY>KHUM Tpa(iuHUM 1HCTPYMEHTOM, OCKUIBKM BIH MIATPUMYE
PI3HOMaHITHI €(DEKTH, TaKl sIK OCBITJICHHSI, TiHI, TEKCTypHU Ta wenaepu. g po3poOHUKIB
BXJIMBOIO TEPEBArol0 € HasBHICTh BOYJIOBaHOI cMCTeMHU (DI3MKH Ta CHUCTEMHU aHIMaIlii.
Cucrema aHiMallii MICTUTh IHCTPYMEHTH JUIsl CTBOPEHHS CKJIAAHUX aHIMalii s
MEPCOHaXIB, O0’€KTIB Ta IHIIWUX €JIEMEHTIB TpU. 3aBIsku BOyAOBaHiil cucteMi (i3UKU
PO3pPOOHUK MOXE CTBOPIOBATH peaslicCTU4HI (P13UYH1 00’ €KTH, TaKl K rpaBiTallis, KOJi3ii Ta

CUMYJISLIS PYXY.

Kosxna criena MicTuTh 0arato 00’ €KTiB, a MyCT1 00’ €KTH — I1€ 00’ €KTHU, SIK1 HE MAIOTh
irpoBoi mozeni. Crenapii OyyTh B3a€MOJISITH 3 IEBHUMH HAaOOpaMU €JIEMEHTIB KOXKHOTO
o0'ekta. KoxkeH 13 LIMX e1eMEeHTIB Ma€ CBOIO Ha3By, (Unity 103BoJIsi€ Ha3UBATH Pi3HI 00’ €KTU
MoAIOHMMH Ha3BaMH), TETH Ta IIApH, Ha SKUX BOHU OyAyTh BimoOpaxatucs. Jlorika rpu
BHU3HAYAETHCSI CTBOPCHHSIM OKPEMHUX CIICHAPIiB JJIsl KOKHOTO €JIEMEHTA Ta JI0IaBaHHSIM ITHX
CIIeHapiiB 10 BiAMOBiIHOTO 00’ekTa. KOXKeH OkpeMuii ClieHapiii Mae JiBa CTaHJIApTHUX
MeToaH, 11e: start 1 update(rmodarok Ta KiHenb moaii).B 1ux Meromgax onucyroThCs OCHOBHI

1ii Ta ABUINA, K1 BIIOYAYThCS B PE3yJIbTaTl MMOCTIMHOTO BUKIIUKY.
3.2 Bumoru 10 TeXHIiYHOI0 Ta MPOTrPaMHOI0 3a0e31neYeHHs

Jnis po3poOku rpu OyJ10 BU3HAUEHO TaKi BUMOTH JI0 MPOTPAMHOTO 3a0€3MEUCHHS:
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1. Unity -Bepcisg 2022.3.711.
2. C# - MoBa porpamMyBaHHS.
3. Microsoft Visual Studio Code - cepemoBuiie 11t HATUCAHHS KOJTY.
4. Unity Asset Store - mara3uH acceTiB, IHCTPYMEHTIB Ta 010J1i0TeK.
Bumoru 10 TeXHIYHOTO 3a0€3MeUeHHS:
1. IIpouecop: AMD Ryzen 5 3600
2. Binmeokaprta: NVIDIA GeForce GTX 1650
3. Omepariitna cuctema: Windows 10/11 64-po3psiana

4. OmneparuBHa nam’sth: 16 I'b

3.3 Ilporpamua peaJizauist

Po3po6ka rpu B sxanpi RogueLike Ha pymrii Unity moTpeOye peTenbHOro mianyBaHHS
Ta JETAJbHOTO NPOTrpaMyBaHHS KOXXKHOTO acrekTy rpu. [licias BuU3HAUEHHS OCHOBHHX
MEXaHIK Ta 3arajbHOi CTPYKTYpHU I'pU, HACTAE €TaIl MPOTPAMHOI peaizarlii, SIKUi € OJTHUM 3
HAWBAXKJIMBIIINX €TaIiB CTBOPEHHS TpU. Y IOMY PO3JAUIL Oyje JeTanbHO PO3TISTHYTO
KJIFOUOBI ACMEKTH MPOrpaMyBaHHs I'pH, K1 3a0€3MeuyIoTh i1 (PYHKIIOHATBHICTh, TUHAMIKY
Ta 1HTepakTUBHICTH. [Iporpamna peamizaiisi BKIOYae B ceOe JEKIJIbKAa BaKIMBUX
€JIEMEHTIB, KOKEH 3 SIKMX BIJIIPa€ 3HAUHY POJIb Y CTBOPEHHI LLIICHOTO IrPOBOTO JOCBIAY.
Crnepiily MU pO3IJISTHEMO MPOIEC MPUCKOPEHHS Teposi, SKui 3alde3nedye TUIaBHUM Ta
JUHAMIYHUHN pyX MepcoHa)xa B irpoBomy cBiTi. [loTiMm nepelineMo 10 MeXaHiK pyiHYyBaHHSI

00’€KTiB, 10 10J]al0Th IHTEPAKTUBHOCTI Ta peaji3My JI0 irpOBOro MPOLIECY.

[Ticnst poro Oyae omucaHO B3aEMOII0 3 TpeAMETaMH, siKa JI03BOJISIE TPaBIEBI
30upaTy, BUKOPHCTOBYBATH Ta MAaHIMYJIOBAaTH PI3HUMU O0'€KTamMH B Tpi. BakmuBum
aCIeKTOM € TaK0X MiHI-KapTa, 110 JO0NOMAara€e rpaBLEBl OPIEHTYBATHUCS Y CKIIAJHOMY
MPOIIEAYPHO 3reHEPOBAHOMY CBITI T'pu. He MEHII BaxJIMBOIO € TeMa MaHIyJIIOBaHHS
TOJIOBHUM IIE€PCOHAXeM, sika BKJIOYa€e B ceOe HajallTyBaHHsS aHiMalliil, ynpaBliHHS Ta
peakiiii mepcoHaxa Ha 1ii rpaBi. Ha 3aBepiienHst 0yae onucaHointepdeiic Ta MexaHiku
rpu, 1Mo OO ’€AHYIOTH YCl €JIEMEHTH TPU B €IWHUN, 3pO3yMUIMH Ta 3py4YHUN 7S

KOpHCTyBaya iHTepeiic.
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Vel 1l acmekTd pa3oM YTBOPIOIOTH OCHOBY MPOTrpaMHOil peanizaiii rpu. Bonu
3a0€3IeUyI0Th HE TIIbKM TEXHIUHY (DYHKIIIOHAIBHICTh, aj€ W CTBOPIOIOTH 3aXOIUIMBUMN

IrpoBHii TIpOIIEC, AKHMIA BiAIOBIIa€ BUCOKUM CTaHIapTaM CyJYacHHUX irop xaHpy Rogue-Like.
3.3.1 IIpuckopeHHs repos

Hns peamizamii 1iei mexaniku Oyno Hamumcano ckpunt mius Player Controller,

13 13

BIJIMOBIAHO BW3HAYMBIIM IIBUAKICTh “pyXy”’ MPHUCKOPEHHS 1 dYac I[bOTO

pyxy”’ Ta

BCTAHOBHBIIIH MMPOMDKOK MK SIKUM MOXHa poOUTH 1110 Aito (puc. 3.3.1.1)
e AKTHBHa MIBHJKICTh pyxy (activeMoveSpeed):

[le 3HaueHHS BH3HAYa€, HACKUIBKM IIBHUJKO TIEpPOd pyXaeTbCd MO EKpaHy ¥y

"3BUYAHOMY" PEKHMI, KOJIM He BUKOHYETHCS KOIHA CIIeIliajibHa [Tisl, TaKa K CTPUOOK.
e [lIBuakicts cTprdka (dashSpeed):

[le 3HaueHHs] BU3HAUYa€, HACKUIBKHU IIBUAKO T€POl MOKE MEpEeMITyBaTUCS 1] Yac
CIICLIILHOTO PYXY, SIKUN HA3UBAETHCSI CTPUOOKOM. BOHO BCTAaHOBIIOETHCS HA § MIKCEIIB

3a OJTMHUIIIO Yacy.
e Tpusanicts ctpuOka (dashLength):

e 3HaueHHs BKa3ye, IK TOBro TpUBaTUMeE CTpUOOK reposi. Bono BcranoBnene Ha 0.5

CEKYH/IH, 11100 HaJlaTh KOPOTKOYACHUH, ajie e(PeKTUBHUI CTPUOOK.
e UYac oxonomkenns crpudka (dashCooldown):

[{e 3HaueHHs MOKa3ye, CKIJIbKU Yacy repoi MOBUHEH MOYEKATU NIEPE] TUM, SIK 3MOXKE
BUKOHATHU HACTYNMHUM cTpuOOK. Lle BaxkInBO, 1100 YHUKHYTH MOKJIMBUX 3JIOBKMBAaHb 200

nepeHacuueHHs rpu. BoHo BctanoBneHe Ha 1 cekyHIy.

e Jliunmnpauk yacy crtpuOka (dashCounter) i mMYWIBHUK dYacy OXOJOKECHHS

(dashCoolCounter):

[{i nBi 3MiHHI BHKOPHCTOBYIOTBCS IS BIJCTEKEHHS Yacy, IO 3aJIUIIUBCS 10
3aKiHYEHHSI CTpuOKa abo 10 TOTO MOMEHTY, KOJHM TepOod 3MOKE€ BUKOHATH HACTYITHUN

CTpUOOK MiCIIs 3aBEPILIECHHS MONEPEAHBOTO.
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3aranom, MexaHika IPUCKOPEHHS J103BOJIsiE €EKTUBHO KEPYBATH PyXOM T'eposi y

rpi, 3a0€3MeUy0YH NPH [IOMY ITPOBUI MPOIIEC 3 IEBHOIO JUHAMIKO0 Ta 6anancom.(Puc.

: - activeMoveSpeed;
float dashSpeed = 8f, dashlLength = .5f, dashCooldown = 1f;

dashCounter, QashCOOICounterj

3.1).

Puc. 3.1. MexaHika NpUCKOPEHHA
3.3.2 PyiinyBaHHs1 00’ €KTIB

Jlns 1i€l MmexaHiKu OyJI0O BUKOPHUCTAHO MPOCTUH CKPHUIT MPHU SKOMY 00’€KTH PyHHIOTHCS
JIUIIIE KOJIM TPABEIlhb BUKOPUCTOBYE MPUCKOPEHHS JIJIST TOTO MO0 BIYYUTH B 00’ EKT 1 KOJIH
BIH MOT0 TOPKA€EThCA, 00’ €KT 3HUKae. CKPUNT BIJIMOBIAA€E 3a PEaKIliio Ha 3ITKHEHHS 00'€KTa
3 TPUTEPHHUM KOJIaiepoM. SIKIIO 31TKHEHHs BiOYBAa€ThCS 3 TpaBIEM 1 IpaBellb Mae€ IIe

MO>KJIUBICTh IPUCKOPEHHS, TO 00'€KT, 0 MA€ LIeW KoJlaiaep, Oyie BUIaJeHO 31 CUEHU TPy
(Puc 3.2).
)D(Collider2D other)
(other.tag == "Player")

if (PlayerController.instance.dashCounter > 0)

{

Destroy(gameObject);

Puc 3.2. 3uumieHus 00’ ekTiB

Le#i ckpunt € 0OpOOHUKOM TOAIH B3aEMO/I11 Koaiiepa y TBOBUMIPHOMY MPOCTOPI.
e private void OnTriggerEnter2D(Collider2D other)

[le meron, sIKUi1 BUKIMKAEThCS, KoM 00'ekT motparuisie B Tpurepuuii Collider. B sixocrti

aprymenty other nepemaerscs Collider, 3 sskum B3aemoie qaHui 00'€KT.

e if (other.tag == "Player"):
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€ YMOBa IepeBipse, un Ter (tag) o0'ekra, 3 AKUM B3aeMonaieMmo, pisHui "Player". Teru
b b b

BUKOPHUCTOBYIOTHCS I 1IeHTH(IKAIIT TUITY 00'€KTa.
e if (PlayerController.instance.dashCounter > 0):

[1s ymoBa mepeBipsie, un 3naueHns dashCounter y kmaci PlayerController 6impure O.
Bukopucrano cratinunmii exzemiuisip kinacy PlayerController, mo6 orpumaru moctym 1o

METO/IIB Ta 3MIHHHUX IIOT'0 KJIacy.
e Destroy(gameObiject):

[ls komaHIa BUAANs€ MOTOYHUNA 00'€KT 31 ClIeHH TPU. Y KOHKPETHOMY KOHTEKCTi, SKIIO
tpurepuuii Collider 3imToBxyeThCs 3 rpaBIieM i rpaBelh Ma€ e MOXJIUBICTh TPUCKOPEHHS

(dashCounter > 0), To 00'exT, 110 sikoro npukpimieHuit e Collider, 6yne 3HHIIICHO.
3.3.3 B3aemogais 3 npeaMeraMmu

B3aemonisTi y rpi MOXKHA JIUIIIE 3 IBOMA allTeUKaMu, OJIHA 3€JICHOTO KOJIbOPY — JIKY€E
Ha | OuKo, Apyra CHHBOIO KOJIbOPY — JIiKy€ Ha 3 ouka 370poB’s. s peamizaiii Oyno
BUKOPHUCTAHO Tpedad anTeuku Ta BUKOPUCTAHO CKPUIIT SIKUM JO3BOJISE MiOUPATH anTeUKy
TIJIBKU TPaBIIl Ta BIIHOBIIIOBATH 3/I0POB’Sl HA OJHE OYKO 3/I0POB’S, TAKOK B MOMEHT KOJIU

rpaBelb Niadupae anTeuky, BoHa 3HuIyeThes (Puc 3.3).

Enter2D(Collider2D other)

if(other.tag == "Player")

r
1

PlayerHealthController.instance.HealPlayer(healAmount);

Destroy(éﬁmeObject);

Puc. 3.3. JlikyBaHHs repos

J11st TOTO 1100 BCTAHOBUTH KUTBKICTB 37I0POB’ S SIKE TPaBellb Oy 1€ BITHOBIIOBATH KOJIH Oepe

anrteuky, Oyio BusHaueHo mapameTpu st CurrentHealth (3mopoB'st rpaBisi Ha MOMEHT),
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TakKi SKIIO 3JI0POB'S T'paBLs JIOPIBHIOE MAaKCUMyMYy, TOJII BiH HE MOXXE MOJIIKYBaTUCh, Y

BUIA/IKaX KOJIHU 3/I0POB’SI MEHIIIE MAaKCUMYMY — BiH JIIKyeThes (puc. 3.4).

Puc. 3.4. BctaHOBJIEHHS B1IHOBJICHOTO 37I0POB’SI

id HealPlayer(int healAmount)

currentHealth += healAmount;
if(currentHealth > maxHealth)

{

currentHealth = maxHealth;

3.3.4 Mini-kapra

MiHi-KkapTa 1 3BHYaiiHa KapTa peajli3oBaHa 3a JOMOMOTOI0 CTBOPEHHS 1 MPUB’SI3KU
npyropsiaHoi kamepu (Map Camera) 1o ocHoBHO1 (Main Camera). IIpaitoe e Bce ayxe
IPOCTUM METOJIOM, MiHi-KapTa € JyOJiKaTOM BCi€l KapTu 1 el MyOJikaT 3MEHIICHU B
po3mipi y 50 pasiB, TakoX Ma€ Takl BJIACTUBOCTI: HAIIBIPO30pUi, BigoOpa)kae JHIIE
KOHTYPH JIOKAIli 1 KOPUAOPU MIX JIOKAI[ISIMU, TAKOXK TOYKY Ha MIHI-KapTi SIKOIO € TPaBellb,
Bce pemnra (KOpoOKH, BOPOTH, TTOCTPIIN, IPEAMETH 1 T.1) HE BioOpakaeThCsl. st
TOrO 100 YCKJIAQIHUTHU MPOLIEC camMoi IpH, OYJIO peandizoBaHO TakK, IO y rOOM.CS Y Hac €
public GameObject mapHider: Ile 00'exT, sKuit mpuxoBye kapTy ado ii yactuny. Kapra
npaittoe yepes Ui unity, BoHa BUBOJUTH HAa €KpaH Bropi mpaBopyd JieiiayT KiMHaTH ToOTO
KOJM TpaBellb MEPEXOJUTh Ha IHIIY JIOKAILII0O — BOHA CTa€ BUIUMOIO(3HAUEHHA true).

BigmosigHo 10 K0xkHOI i3 14 nokamiii, npucBoeno MapHider. (Puc 3.5).

Benuka Marma peasi3oBaHa 3a TaKOIO 5K CXEMOIO 1 32 JOTIOMOTOI0 TPOCTOTO CKPHUIITA,
KWl aKTHBOBY€ Ta BijoOpaxkae Ha ekpani BigMap, Tiapku B TOMy BUNAIKy, KOJHU
KOPHUCTYBad HATUCKa€ BIANOBIIHY KJaBilly Ha KiaBiaTypi. TakoX KOJU KOPUCTYyBay

BIJIKPHBAE BEJIUKY MAIly — 4acC 3YMUHSIETChA.



> (il b ol

nimator. -

me @ Aset Store 3% A
—_—
- p—u.—’qsfl!s:ﬁ,-- g/

‘@3
coLp

@ project | |[JConsale | () Animation e

Baset 4| Assets

Puc 3.5. Mini-kapra

3.3.5 MaHiny/110BaHHS TOJIOBHUM IE€PCOHAXKEM

HanamryBanuss cucreMu OOpOOKM TMOAINM BH3HAYa€E BHUKOPUCTAHHS BBEJICHHS.
Cuctema BBeneHHs Unity Hajae BUCOKOPIBHEBHUM MIJXiJ, SKAW JO3BOJISE B3a€EMOIATH 3
JUKOWCTUKaMU, MUIIIAMHU, KJIABIIIaMU Ta 1HIIUMH BBEAEHUMU pUcTposiMu. OOpoOKka moiii

BBOJIy PEryJIIO€ PEeakKilito TPU Ha Jii TpaBlid, TakKi sIK PyX, CTPUOKH Ta 1HII KOMaH/IH.

di3nuHa MOJIeTh BHUKOHYE TEXHIUHY 4YacTHHY pyXy mnepconaxa. Rigidbody2D
JI03BOJISIE KEPYBaTH JUHAMIKOIO PyXy, BpaxoBytouu (izuyni 3axoHu. 106 moxpammutu
reiimMIuiel 1 peasiicTUYHICTb, aHIMAIlliHI IepeXo Iy Ta MapaMeTpH aHiMallli peryJoTh, K

MEePCOHAX pearye Ha 3MiHU CTaHy, Takl K xi10a, Oir abo cTpuoOOK.

Peanizaris 3iTkHEHB 1 PI3UYHUX B3aEMO/IIN € BAXIMBUMU €IEMEHTaMH €(EKTUBHOTO
kepiBHuLITBa epcoHaxeM. Colider2D Ta Rigidbody2D 3abe3neuyroTs TOUHE MOCTIOBaHHS

00’€KTIB 1 IXHIO MOBEIHKY. Lle 103BoJIsi€e BUKOHYBATH PYXH MPABUIBHO.

3aBASKM THYYKOCTI YNpaBIiHHS MEPCOHAKEM MOXKHA TUHAMIYHO 3MIHIOBATHU HOTO
mapamMeTpu BIAMOBIAHO JO YMOB TelmIuies. Hampukian, MOXIWBICTh 3MIHIOBATH

XapaKTEPUCTUKHU PyXY, OOMEKYBaTH CTPUOKH UM 3aITyCKATH PEKUMHU (HATPUKJIIAL, PEKUMU



32
0iry un 00opoTHOM) PO3IIMPIOE MOXKIIMBOCTI TPaBI Ta IMOKPAIIly€e THYUYKICTh TMeHMILICIO

(Puc. 3.6).

Puc. 3.6. MoJienb roJioBHOTO repost

3.3.6 InTepeiic

Jliist ctBopeHHs MeHIo B3aemo/ii B Unity, BUkopuctoByeThest 00'ektT Canvas. Canvas
MO>KHa Ha3BaTH "MIOJOTHOM" JIsl pO3MIIIICHHS Ta OpTaHi3allii pi3HUX eJIEMEHTIB iIHTepdency
rpu. Y o0’exkti Canvas € KHOIIKH, SKI JOJIAlOThCS 3a Jomomoror o6'exkra "Button",
BIJIMOBITHO KOJM TpaBellb HATHCKAE HA TAaKy KHOMKY, BUKIWUKAETHCS TICBHA TOMIS YU
¢dyHKIi, M0 BU3HA4YaeThes 3a qomoMoror "Unity Event". Ile mo3Bossie BU3HaUMTH, SIKi
KOHKPETHI JIii TOBUHHI BIIOYTHCS MPU B3AEMOIIT TPaBLId 3 IIUMHU €JI€MEHTaMU, HAITPUKJIIAI,
KOJIM TpaBellb HaThCKaHie kHOMKY "Start Game", "Exit" Tomo. BucHoBok Tomy, mo Canvas
BHUCTYTIA€ K TPOCTIP, /1€ PO3TAIIOBYIOTHCS KHOMKHK Ta 1HIN €JIEMEHTH JJIsi CTBOPEHHS
iHTepdeiicy rpu. 3a gonomororo Unity Events Mu MokeMo TOUHO BU3HAYUTH MO/I1i TPU MpU

B3a€MO/Iii IpaBllsd 3 IUMHU efleMeHTamu iHTepdeiicy. (Puc. 3.7; Puc. 3.8)



JexkiibKa NpUKJIALIB iHTEpdeiicy

3.3.7 MexaHiku

Puc. 3.7. I'osioBHE MEHIO

Puc. 3.8. MeHnto nopasku

e Kontponep kamepu (Puc. 3.9).

Onuc odiazpamu:

@ CameraController

o moveSpeed: float
o target: Transform

o instance: CameraController

o Awake(): void
@ Start(): void
@ Update(): void

@ ChangeTarget({newTarget: Transform): void

Puc 3.9. niarpama KoHTpoJIepy KamepH

33
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CameraController: Ilpeacrasnse kaac CameraController.
e ATpuOyTH:
o - moveSpeed: float: 3minHa a5 30€piraHHs MBUIKOCTI PyXy KaMepH.

o -target: Transform: 3minna as 30epiranus 00'ekTa, 3a IKUM Kamepa Oy e

CITIIKyBaTH.

o cinstance: CameraController: 3mMiHHa 17151 IPEICTABICHHS €MHOTO

eK3eMILISIpY Kiacy (peanizaiiis natepHy Singleton).
e Meroan:

o + Awake(): void: Metoz, sikuii BUKIMKAETHCS MIPH 1HiIai3amii 00'ekTa Ta

BUKOHY€ MIATOTOBYI OMeparii.

o + Start(): void: Meron, sIKUil BUKJIIMKA€THCS ITi]] Yac MOYAaTKOBOTO (periMy Ta

BHKOHY€ ITOYaTKOBI HaJ1allTyYBaHHS.

o + Update(): void: Meton, siKuii BUKIIMKAEThCS Ha KOXKHOMY KaJpi Ta

BIJIMOBIA€ 32 OHOBJICHHS CTaHYy KaMepH.

« + ChangeTarget(newTarget: Transform): void: MeTos mist 3MiHH 11iTi

KaMepH.

e Kontposuep Maninmysmii repoem (Puc. 3.10).

@ PlayerController

o instance: PlayerController
o moveSpeed: float

o movelnput: Vector2

o theRB: Rigidbody2D

o gunArm: Transform

o theCam: Camera

o anim: Animator

o bulletToFire: GameObject
o firePoint: Transform

o timeBetweenShots: float
o shotCounter: float

o Awake(): void
o Start(): void
o Update(): void

Puc. 3.10. [iarpama KoHTposIepa MaHIMyJIAII TepoeEM
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Onuc odiazpamu:

PlayerController: Ipencrasnse kinac PlayerController.

ATpuoyTH:

e instance: PlayerController: 3minHa 11 nnpecTaBICHHS €MHOTO

EK3eMIUIIPY Kiacy (peanizaiis marepHy Singleton).
- moveSpeed: float: 3minna 1 30epiraHHs MBUAKOCTI PyXY I'PaBIIS.
- movelnput: Vector2: 3minHa ajis 30epiranas BEKTOPY BBOY PyXy I'PaBIIs.

- theRB: Rigidbody2D: 3minHa a1 ipeicTaBICHHS KOMITOHCHTA

Rigidbody2D.

- gunArm: Transform: 3miHHa IS IpeICTaBIICHHS TpaHchopMartii

IpaBLEBOI PYKH 31 30pOEIO.

- theCam: Camera: 3minHa a1 npeacTaBIeHHS KoMmoHeHTa Camera.

- anim: Animator: 3miHHa /I peCTaBICHHS KOMIIOHEHTa Animator.

- bulletToFire: GameObject: 3minHa /1 IpeIcTaBICHHS 00'€EKTa CHAPS Y.
- firePoint: Transform: 3minHa 11 IpeACTaBICHHS TOYKHA BUCTPLITY.

- timeBetweenShots: float: 3minHa a1 BU3HAYEHHS Yacy MiX MOCTPLIAMHU.

- shotCounter: float: 3miHHa a1 TIYKMIBHUKA Yacy IO HACTYITHOT'O TOCTPLTY.

MeTtoau:

+ Awake(): void: Meto, sikuii BUKJIMKAETHCS TIPU CTBOPEHHI 00'€KTa Ta

BHKOHY€ HaJIAITYBAHHSA 10 ITOYATKY I'PH.

+ Start(): void: Mertox, sikuii BUKJIIMKA€ThCS IIPH CTApPTI TP Ta BUKOHYE

IT0YaTKOBI HaJIalOTyBaHHA.

+ Update(): void: Merox, sikuii BUKJIMKA€ThCS HA KOXKHOMY KaJIpi Ta

BIJITTOBIJIa€ 32 OHOBJICHHSI CTaHY TPaBIIS.
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e Kourpouep 3aBaanns mkoau (Puc. 3.11).

@ DamagePlayer

o Start(): void

e Update(): void

o OnTriggerEnter2D{other: Collider2D): void
e OnTriggerStay2D(other: Collider2D): void

o OnCollisionEnter2D(other: Collision2D): void
o OnCollisionStay2D(other: Collision2D): void

Puc. 3.11. niarpama 3aBIaHHS KON

Onuc oiazpamu:

DamagePlayer: IIpencrasnse kiac DamagePlayer.

e MeToau:

+ Start(): void: MeTon, sikuii BUKJIHMKAETHCS MPH iHiIiami3arii 00'ekTa Ta

BHUKOHYE€ T1JrOTOBYI1 OIeparli.

+ Update(): void: Meron, sikuii BUKJIMKA€THCS HA KOXKHOMY KaJIpi Ta

BI/IMIOBIJIa€ 32 OHOBJICHHSI CTaHy 00'€KTa.

+ OnTriggerEnter2D(other: Collider2D): void: Metox, 1110 BUKIHKAETHCS

MIpH 3ITKHEHH1 00'€KTa 3 1HIIUM KOJIAHEPOM.

+ OnTriggerStay2D(other: Collider2D): void: Meto, 1110 BUKJTHKAETHCHA,

SIKIIO 00'€KT 3aJIMIIAETHCS B KOJIaaepi Mmicys 31TKHEHHS.

+ OnCollisionEnter2D(other: Collision2D): void: Metoz, 1o

BUKJIMKAETHCS TIPH 3ITKHEHH1 00'€KTa 3 1HIIIUM 00'€KTOM.

+ OnCollisionStay2D(other: Collision2D): void: Metoz, 1110 BUKITHKA€ThCH,

SIKIIO 00'€KT 3aJIMIIAETHCS B KOJII311 MIC/IA 31TKHEHHS.



e Konurposep 3m0poB’s repos (Puc. 3.12).

@ PlayerHealthContoller

o instance: PlayerHealthContoller
o maxHealth: int
o currentHealth: int

o Awake(): void

o Start(): void

o Update(): void

o DamagePlayer(): void

Puc. 3.12. niarpama KOHTpPOJIEPY 3A0POB’S repost

Onuc oiazpamu:
PlayerHealthContoller: IIpencrasise kinac PlayerHealthContoller.
e ATpuOyTH:

 instance: PlayerHealthContoller: 3minna ass npeacTaBiICHHS €IUHOTO

EK3eMIUIIPY Kiacy (peanizaiis marepHy Singleton).
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o MmaxHealth: int: 3MiHHa 111 BU3HAYEHHS MaKCUMAJIBHOTO 3/I0OPOB'St TPaBIIs.

e currentHealth: int: 3minHa 111 BU3HAYCHHS TOTOYHOTO 3/I0OPOB'St TPaBIIS.
e MeToau:

o Awake(): void: Meton, siKvif BUKJIMKAETHCS ITPH CTBOPEHHI 00'€KTa 10

MOYaTKy T'PH Ta BUKOHYE IM1rOTOBYI Onepartii.

o Start(): void: Meton, sIKuii BUKJIMKA€THCS TP CTAPTI TPH T4 BUKOHYE

ITIOYaTKOBI HaJlalllTyBaHHA.

o Update(): void: Meton, sikuii BUKJIMKA€THCS HA KOXKHOMY KaJipi Ta

BIJIMOBIA€ 32 OHOBJICHHS CTaHY 370POB'sSI TPaBIIsl.

o DamagePlayer(): void: Mertoza, sKuii BUKIHKAETHCS IS 3MCHIIIEHHS

3JI0OpOB'sl TPaBLs IPU OTPUMAHH1 MOLIKOI>KEHHSI.
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e Kourpomep kyib repos (Puc. 3.13).

@ PlayerBullet

o speed: float

o theRB: Rigidbody2D

o impactEffect: GameObject
o damageToGive: int

o Start(): void

o Update(): void

o OnTriggerEnter2D{other: Collider2D): void
o OnBecamelnvisible(): void

Puc. 3.13. [iarpama KOHTpOJEPY KyJIb repost

Onuc oiazpamu:
PlayerBullet: ITpencrasinse kiac PlayerBullet.
e ATpuOyTH:
o speed: float: 3minHa i1 30epiraHHs MBUIKOCTI CHAPSTY.

o theRB: Rigidbody2D: 3minHa a5 mpeacTaBIeHHS KOMIIOHCHTA
Rigidbody2D.

» impactEffect: GameObject: 3minna 115 npeacTaBiacHHs 00'ekTa ehekty

IIpH TIOTIaaHH]1 CHaPSTY.

o damageToGive: int: 3miHHa 111 BUBHAYCHHS KIUTBKOCTI IIIKOJIH, SIKY CHAPST

3aBJIa€.
e Metoau:

o Start(): void: Meron, sIKuii BUKIIMKAETHCS ITPU CTBOPCHHI 00'€KTa Ta BUKOHYE

HaJIalITYBaHHA 10 IIOYAaTKy I'pH.

o Update(): void: MeToz, sikuii BUKJIMKAETHCS HA KOXKHOMY Kazpi Ta

BIJIMOBIA€ 32 OHOBJICHHS CTaHy CHApsIIYy.

o OnTriggerEnter2D(other: Collider2D): void: MeTo, siIkuii BUKJITUKAETHCS

U 31ITKHEHH1 00'€KTa 3 1HIIUM KOJIalIepoM.

o OnBecamelnvisible(): void: Merou, sikuii BUKJIIUKA€THCS, KOJIA 00'€KT CTa€E

HEBUJIMIMUM B IrpPOBOMY ITPOCTOPI.
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e Konurpoiep Bopoxux Kyib (Puc. 3.14).

@ EnemyBullet

o speed: float
o direction: Vector3

o Start(): void

= Update(): void

@ OnTriggerEnter2D(other: Collider2D): void
o OnBecamelnvisible(): void

Puc. 3.14. Jliarpama KOHTpOJEPY BOPOKHUX KYJIb

Onuc oiazpamu:
EnemyBullet: IIpencrarnse kinac EnemyBullet.
ATpuOyTH:
o -speed: float: 3minHa 11 30epiraHHs MIBUIKOCTI KYJII.

o -direction: Vector3: 3miHHa /1j1s1 30€piraHHs BEKTOPY HANPSAMKY PyXY

CHapsIy.
MeTtoan:

o + Start(): void: Meron, sIKuii BUKJIIMKA€ThCS IIPH CTAPTi 00'€EKTA Ta BUKOHYE

HEOOX1TH1 HaJAIITyBaHHS.

o + Update(): void: Meton, sikuii BUKITMKA€THCS Ha KOYKHOMY KaJpi Ta

BI/IMOBIJIa€ 32 OHOBJICHHSI CTaHy 00'€KTa.

o +0OnTriggerEnter2D(other: Collider2D): void: Meron, sikuii

BUKJIMKAETHCS TIPH 3ITKHEHH1 00'€KTa 3 1HIIIUM KOJIAWEPOM.

o + OnBecamelnvisible(): void: Merton, sikuii BUKIMKAETHCS, KOJIH 00'€KT CTAE

HEBHUJIUMHM B I'POBOMY MPOCTOP1
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e Konurpomep pyxy Boporis (Puc. 3.15).

@ EnemyController

o theRB: Rigidbody2D

o moveSpeed: float

o rangeToChasePlayer: float
o moveDirection: Vector3

o anim: Animator

o health: int

o deathSplatters: GameObject[]
o hitEffect: GameQObject

o shouldShoot: bool

o bullet: GameObject

o firePoint: Transform

o fireRate: float

o fireCounter: float

o theBody: SpriteRenderer

o Start(): void
o Update(): void
o DamageEnemy({damage: int): void

Puc. 3.15. [liarpama KOHTpOJIEpY PyXy BOPOTIB

Onuc oiazpamu:
EnemyController: Ilpeacrasisie knac EnemyController.
e ATpuOyTH:

o theRB: Rigidbody2D: 3minHa 11st IpeAcTaBICHHS KOMIIOHEHTA

Rigidbody2D.
o MmoveSpeed: float: 3minHa a1 30epiraHHs MBHIKOCTI pyXy BOpOra.

o rangeToChasePlayer: float: 3minna /11 BU3HAYEHHS AaJIbHOCTI, Ha SKIH

BOPOT TIOYHE MEPECITiIyBaTH TPaBIIs.
« moveDirection: Vector3: 3minna /1 30epiraHHs BEKTOPY HANPSMKY PyXYy.
e anim: Animator: 3miHHa 151 IPEICTaBICHHS KOMIIOHEHTa Animator.
o health: int: 3minna 11 BU3HAaYCHHS 3I0pOB'st BOpOTa.

o deathSplatters: GameObject[]: 3minHa 111 30epiraHHs pi3HOMaHITHAX

00'eKxTIB 171 epeKTy IPU CMEPTI BOpora.
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o hitEffect: GameObject: 3minHa a1 30epiranus 00'ekTy 11 ehekty

TOTIaTaHHS.
« shouldShoot: bool: 3minHa 11 BU3HAYCHHS MOYKIIMBOCTI BOPOTa CTPLIISITH.
o bullet: GameObject: 3minna 11 IpecTaBICHAS 00'€EKTa CHAPSY.

o firePoint: Transform: 3minHa ISt IpeICTaBICHHS TOYKH BUCTPIIY.

o fireRate: float: 3miHHa 11 BU3HAYEHHS IBHIKOCTI CTPLILOM BOpoTa.

o fireCounter: float: 3minHa I TYHILHUKA JJI CTPUTHOM.

o theBody: SpriteRenderer: 3miHHa 1)1 IPEICTABICHHS KOMITOHCHTA

SpriteRenderer.
e Metonu:

o Start(): void: MeTon, SKkuii BUKJIUKAETHCS MPH iHIIiam3allii 00'ekTa Ta

BHUKOHY€ T1rOTOBYI1 OIeparii.

o Update(): void: Meton, sikuii BUKJIMKAETHCS HA KOYKHOMY KaJIpi Ta

BIJIMOBIIa€ 32 OHOBJICHHS CTaHY 00'€KTa.

o DamageEnemy(damage: int): void: Metox ais 00p0oOKH MOIIKOKSHHS

BOpOra.

e KonTtposiep HanoBHeHHs Jokartii (Puc. 3.16).

@ RoomCenter

o openWhenEnemiesCleared: bool
o enemies: List=GameObject=>
o theRoom: Room

e Start(): void
e Update(): void

Puc. 3.16. [liarpama KoHTpoJIepy HATTOBHEHHS JIOKAITi1

Onuc odiazpamu:
RoomCenter: IIpencrasmisie knac RoomCenter.

e ATpuOyTH:
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o openWhenEnemiesCleared: bool: 3minHa a1 BUSHAYCHHS MOYKJIMBOCTI

BIJIKPUTTSI KIMHATH IiCJIsSI TOPa3KU BOPOTiB.

e enemies: List<GameObject>: 3minHa 1151 IPEICTABICHHS CIIUCKY BOPOXKUX

00'€KTIB y KIMHATI.
o theRoom: Room: 3minHa a1 ipeAcTaBICHHS 00'€KTa KIMHATH.
e Mertoam:

o Start(): void: MeTon, SKuii BUKJIMKAETHCS MPH 1HIIIami3aIlii 00'eKTa Ta

BUKOHY€E MIATOTOBYI OMeparii.

o Update(): void: MeTon, sikuii BUKJIMKAETHCS HA KOXKHOMY KaJpi Ta

BI/IMIOB1JIa€ 32 OHOBJICHHSI CTaHy 00'€KTa

e Kontponep rerepartii jokamii (Puc. 3.17).

@ Room

o closeWhenEntered: bool
o doors: GameObject[]
o roomActive: bool

o Start(): void

o Update(): void

o OpenDoors(): void

@ OnTriggerEnter2D(other: Collider2D): void
@ OnTriggerExit2D(other: Collider2D): void

Puc. 3.17. [iarpama KoHTpoJIepy reHepartii Jokarfii

Onuc odiazpamu:
Room: IIpencrainse kiac Room.
e ATpuOyTH:

o -closeWhenEntered: bool: 3minna a1 BU3HAYCHHS 3aKPUTTS KIMHATH TIPU

BXOJl B HEl.

o -doors: GameObject[]: 3minHa a5 peICTaBICHHS MaCUBY JIBEpE

KIMHATH.

e - roomActive: bool: 3miHHa /U1 BU3HAYEHHS AKTUBHOCTI KIMHATH.
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e MeToau:

o + Start(): void: MeTon, siKuii BUKJIHMKAETHCS MPH iHIIiami3alii 00'ekTa Ta

BUKOHYE ITIATOTOBY1 OTepartii.

o + Update(): void: Metop, sIKvii BUKIIMKAETHCS Ha KOXKHOMY KaJIpi Ta

BIJINTOBI/Ia€ 32 OHOBJICHHS CTaHy 00'€KTa.
o + OpenDoors(): void: Meto i BIIKPUTTS IBEpEi KIMHATH.

e + OnTriggerEnter2D(other: Collider2D): void: Meron, sikuit
BUKJIMKAETHCS, KOJIM 1HIINUNA 00'€KT 3ITKHYBCS 3 KOJaiilepoM BXOy B

KIMHATYy.

e + OnTriggerExit2D(other: Collider2D): void: Meton, sikuii BUKIHUKAETHCA,

KOJIM 1HIIHIA 00'€KT MOKUHYB 30HY BXOJY B KIMHATY.

e KonTtpoiep ekpany nepemoru (Puc. 3.18).

@ VictoryScreen

o waltForAnyKey: float
o anyKeyText: GameObject
o mainMenuScene: string

e Start(): void
o Update(): void

Puc. 3.18. [liarpama KOHTposepy €KpaHy MepeMOru

Onuc oiazpamu:
VictoryScreen: Ipencrasise kinac VictoryScreen.
e ATpuOyTH:

o waitForAnyKey: float: 3minHa st BU3HAUCHHS Yacy OYiKyBaHHS

HATHUCKaHHS Oy b-sKO1 KJIaBIIII MICJIs BITOOPaXKEHHS €KpaHy MepEeMOTH.

o anyKeyText: GameObject: 3miHHa aJIs IPECTABICHHS TEKCTOBOrO 00'€KTa,

KU BKa3y€ KOPUCTYBAau€Bl HA MOKJIMBICTh HATUCKAHHA OYy/1b-KO1 KJIaBiIIi.

e MmainMenuScene: string: 3miHHA JUIsI BU3HAYCHHS HA3BH F'OJIOBHOT'O MEHIO,

710 SIKOTO KOPHUCTYBau Oy/ie IepeHanpaBlIeHUi MICIsl BUTpaIlLy.



e MeToau:

o Start(): void: MeTon, SKuii BUKJIMKAETHCS MPH 1HIIIami3allii 00'ekTa Ta

BUKOHYE MATOTOBY1 OIepartii.

o Update(): void: Metou, sikuii BUKJIMKA€THCS HA KOXKHOMY KaJIipi Ta

BIJINTOBI/Ia€ 32 OHOBJICHHS CTaHy 00'€KTa.

e KonTtpoiep Buxony 3 piBas (Puc. 3.19).

@ LevelExit

o levelToload: string

o Start(): void
o Update(): void
e OnTriggerEnter2D({other: Collider2D): void |

Puc. 3.19. [iarpama KoHTpoJIepy BUXOY 3 PIBHS

Onuc oiazpamu:

LevelExit: TIpencrasnse kiac LevelExit.
e ATpuOyTH:

o -levelTolLoad: string: 3mMiHHa JJIs1 BU3HAYCHHS HA3BH PiBHS, IKU Oy1e

3aBaHTAXKEHUH MICISl TOTO, K T'paBellb MPoiiae BUXI.
e MeToau:

o + Start(): void: MeTon, sIKuii BUKJIMKAETHCS MPH 1HIIIai3a1ii 00'ekTa Ta

BUKOHYE€ IIArOTOBYI ONepallii.

o + Update(): void: Merton, sikuii BUKITMKAE€THCS Ha KOYKHOMY KaJpi Ta

BIJIMOBIA€ 32 OHOBJICHHS CTaHy 00'€KTa.

o +0OnTriggerEnter2D(other: Collider2D): void: Meron, sikuii

BUKJIMKA€ETHCSA, KOJIU 1HIINHA 00'€KT 31TKHYBCS 3 KOJIAHAEpOM BUXOY.
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e Konrpoep rogosaoro menio (Puc. 3.20).

@ MainMenu

o levelTolLoad: string

@ Start(): void

o Update(): void

o StartGamel(): void
o ExitGame(): void

Puc. 3.20. [Hiarpama KOHTpOJEpY FOJIOBHOT'O MEHIO

Onuc oiazpamu:
MainMenu: Ilpeacrasnsie kinac MainMenu.
e ATpuOyTH:

o -levelToload: string: 3MiHHA 1)1 BU3HAYCHHS Ha3BU PiBHA, SKUH Oyj1e

3aBaHTAXXEHUH Micis BUOOpy rpasiem "Start Game".
e MeTtoau:

o + Start(): void: Meton, sikuii BUKJIHKAETHCS MPH iHIIiam3alii 00'ekTa Ta

BUKOHY€ MIATOTOBYI Oreparii.

o + Update(): void: Meton, sikuii BUKITMKA€THCS Ha KOXKHOMY Kajpi Ta

BI/IMOBIIa€ 32 OHOBJICHHSI CTaHy 00'€KTa.
o + StartGame(): void: Merox /i mo4aTKky HOBOI I'pH.

o + ExitGame(): void: MeTon i BUXOy 3 I'PH.
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e KonTtpoiep kopucTyBaubkoro intepdeiicy Puc. 3.21).

Onuc oiazpamu:

@ UlController

o instance: UlController

o healthSlider: Slider

o healthText: Text

o deathScreen: GameObject
o newGameScene: string

o mainMenuscene: string

o Awakel(): void

o Start(): void

o Update(): void

o NewGameScene(): void
e MainMenuScene(): void

Puc. 3.21. [Hiarpama kontpoaepy Ul

UlController: IIpencrasnse kimac UlController.

e ATpuOyTH:

e Metoau:

KJacy (peanizaiis marepuy Singleton).

* healthSlider: Slider: 3minna a1 npeACcTaBICHHS KOMIIOHEHTA claiepa,

SIKUW B1goOpakae 310pOB's rpaBlIs.

* healthText: Text: 3minHa 7151 TpeACTaBICHHS KOMIIOHEHTA TEKCTY, SIKUM

BiJI0Opaxka€e KiIbKICTh 3JJ0POB's TPABIIS.

* deathScreen: GameObject: 3minHa /151 TpeICTaBICHHS 00'€KTa EKpaHy

* Awake(): void: Meto, sSikuil BUKJIMKA€ETHCS TIPU CTBOPEHH1 00'€KTa 710

MOYaTKy T'PH Ta BUKOHYE MIArOTOBYI OMEpallii.

46

e instance: UlController: 3MinHa [1Ji npeICTaBICHHS €AUHOTO €K3EMILISIPY

* newGameScene: string: 3MiHHa /JJ1s1 BU3BHAYCHHS HAa3BU CLICHU HOBOI T'PH.

* mainMenuScene: string: 3MiHHa 1J11 BU3HAYEHHS] HA3BH T'OJIOBHOTO MEHIO.



e Start(): void: MeToj, sKuii BUKJIUKAETHCS MIPU CTAPTI I'PU Ta BUKOHYE

ITOYaTKOBI HaJIalOTyBaHHA.

e °* Update(): void: MeTtoj, sskuii BUKJIMKAETHCSI Ha KOXKHOMY KaJpi Ta

BIJITTOBIJIa€ 32 OHOBJICHHSI CTaHy iHTEpdeicy KoprucTyBaya.

e * NewGameScene(): void: MeTo, sIKuii BUKJIIMKAETHCS IJIs IEPEXOAY 110

HOBOI T'PH.

e * MainMenuScene(): void: MeToj, SKuil BUKJIUKAETHCS ISl IEPEXOY 10

T'OJIOBHOT'O MCHIO.

e Kontponep npoueaypHoi redepartii (Puc. 3.22).

@ RoomPrefabs

o singleUp: GameObject

o singleDown: GameObject

o singleRight: GameObject

o singleLeft: GameObject

o doubleUpDown: GameObject

o doubleRightDown: GameObject
o doubleRightUp: GameObject

o doubleLeftUp: GameObject

o doubleLeftDown: GameObject

o doubleLeftRight: GameObject

o tripleUpRightDown: GameObject
o tripleRigthDownLeft: GameObject
o tripleDownLeftUp: GameObject
o tripleLeftUpRight: GameObject
o fourway: GameObject

Direction.

up,
right,
down,
left

© LevelGeneration

o layoutRoom: GameObject

o distanceToEnd: int

o startColor: Color

o endColor: Color

o generatorPoint: Transform

o selectedDirection: Direction

o xOffset: float

o yOffset: float

o whatlsRoom: LayerMask

o endRoom: GameObject

o layoutRoomObjects: List<GameObject>
o rooms: RoomPrefabs

o generatedOutlines: List<GameObject>
o centerStart: RoomCenter

o centerEnd: RoomCenter

o potentialCenters: RoomCenter{]

o Start(): void
o Update(): void
o MoveGenerationPoint(): void

o CreateRoomOutline(roomPosition: Vector3): void |
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Puc. 3.22. [liarpama KOHTpOJIEpy MPOIEypHOI reHepartii

Omnuc giarpamu:

Knac LevelGeneration BianmoBiiae 3a mpoiec CTBOPEHHs piBHIB y Tpi. CriouaTKy BiH
BHU3HAYa€ KUIbKa KIIFOYOBUX MapaMeTpiB, TAKUX SK BIJACTaHb JI0 KIHIIS P1BHS, TOYATKOBUI
Ta KIHIIEBUI KOJIBOPH JIJIsI KIMHAT, 1 TOYKA I'eHepallii, 3 IKoi MOYNHAEThCs T0Oy10Ba PiBHSL.
J171s CTBOpEHHS KO>KHOT HOBOi KIMHATH KJIaC BUKOPUCTOBYE 3MIIIEHHS 10 ocax X 1Y, a

TaKOX OOpaHUM HaNpPSIMOK, SIKUM BU3HAYa€, KyId OyJie J10/laHa HACTyIHa KIMHATA.

[Ipouec renepariii nounHa€ETHCA 3 MeTOLy Start(), SKUI BUKIMKAETHCSI HA TOYATKY
rpu. Lleli MeTon iHiIiani3ye reHepalio piBHs, BU3HAYal0Yu OYATKOBI MapaMeTpu Ta
BUKJIMKAIOYM METOJIM JJIsi CTBOPEHHS KiMHAT. Ha KO’)KHOMY KaJpi rpu BUKOHYETHCS METOT
Update(), sikuit criKye 3a CTAaHOM I'eHepallii Ta OHOBJIIOE i, SKIIIO 1€ HeoOxiaHo. Kiac
Tako MicTuTh MeToJ MoveGenerationPoint(), sxkuii BiAMOBIA€ 32 MEPEMIIIIEHHS TOYKH
reHepallii 10 HOBO1 MO3HIIIT Ha OCHOBI 00paHOT0 HAMPSMKY Ta 3MimieHHsa. Komu Touka
re”epaiii nepemiiyerbesi, MeTol CreateRoomOutline(roomPosition: Vector3) cTBoproe
KOHTYp JIJIs1 HOBOI KIMHATH B 3aJ1aHiii no3uiii. Lle 103Bosie moctynoBo OyayBaTH piBEHb,

J0/Ial0YM OJHY KIMHATY 3a 1HIIIOIO.

Jlist ctBopenHs pi3Hux TuMiB kiMHaT LevelGeneration BUKOpHUCTOBYE Ki1ac
RoomPrefabs, axuit MmicTuTh mabaoHu A5 KIMHAT pI3HUX KOHQIrypamii: oTMHOYHUX
KIMHAT, 1110 PO3TallIOBYIOTHCS B OJIHOMY HalpsIMKy (Bropy, BHU3, BIIPaBO, BIIIBO),
MOABIWHUX KIMHAT, 110 3'€IHYIOTHCSI IBOMA HaIMPsIMKaMH, TPIMHUX KIMHAT 1 HaBITh
YOTUPUCTOPOHHIX KIMHAT. L{e 703BOJIsIE CTBOPIOBATH CKJIa/IHI T4 PI3HOMAHITHI PiBHI 3
PI3HUMH IIIJISTXaMH Ta po3aophiksaMu. Hampsimku renepariii Bu3HadaroThest Direction, sike
BKJTIOUAE YOTHPHU MOXIIMBI HANIPSIMKU: BrOpy, BIIpaBo, BHU3 1 BIiBO. Lle mepepaxyBanHs
JorioMarae oOupaTH HaMmpsSMOK JIJIsl IEPEMIIICHHS] TOYKY TeHepallii Ta CTBOPEHHS HOBO1

KIMHATH.

Orxe, norika pobotu kinacy LevelGeneration nmosnsrae y mociiioBHOMY CTBOPEHHI
PiBHS LUISIXOM J0JaBaHHS HOBUX KiMHAT y 3aJJaHOMY HampsMKY BiJl CTapTOBOi TOYKH J10

KIHIIEBOi KIMHAaTU. BUKOpHCTOBYIOUH pi3HI TabJOHM KIMHAT 13 kilacy RoomPrefabs Ta
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JTOTPUMYIOYUCh 00OpaHUX HANPSIMKIB, KJIaC CTBOPIOE PI3HOMAHITHI Ta I[IKaB1 Pi1BHI JJIs

I'paBIIiB.

e Bulip nepconaxa (Puc. 3.23).

CharacterSelectManager

+static CharacterSelectManager instance

+void Awake()

+iroid Start()
+yoid l..lpd ate{)
a{:hveﬁayrer
ame»Gh arE&l&ct
PlayrerControIIer C haracterSelector
I PlayerController details N CharacterSelector details

Puc. 3.23. [liarpama Bubopy nepcoHaxa
Omnuc giarpamu:

[ls miarpama BimoOpakae B3a€MO/III0 MK O00'€KTaMM Ta KJIacCaMH B CHUCTEM1 BUOODPY
nepcoHaxa B rpi. OcHoBHUM eneMeHTOM € kiac CharacterSelectManager, sikuit BimoBigae
3a yIpaBJiHHS TPOLIECOM BHOOpPY mepcoHaka. BiH MICTUTH JBa BaXKJIWBI aTpuOyTH:
activePlayer, sskuif ipeicTaBiisie akTUBHOTO rpaBiis, Ta activeCharSelect, sikuii mpeacraBiise

BUOPAHOTO MEepCOHAXA.

Kmac  CharacterSelectManager B3aeMojgie 3 JBOMa IHIIMMU  KJIaCaMH:
PlayerController Ta CharacterSelector. PlayerController kepye aissmu aktuBHOTO rpabiis. Le
O3Hauae, IO KOJM rpaBelb BuOupae mnepcoHaxa, PlayerController Biamosimae 3a

30epexkeHHs iH(opMalii mpo BUOIp rpasiid, 110 BigoOpaxkeHo yepe3 aTpudyT activePlayer.
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3 ixmoro 6oky, CharacterSelector 3a0e3neuye iHTepdeiic nis BUOOPY mepcoHaxa.
Bin B3aemogie 3 CharacterSelectManager st BioOpa)KeHHS JTOCTYIHUX IEPCOHAXIB Ta
00poOku BHOOpPY TpaBms. ATpubyT activeCharSelect Bkasye Ha MOTOYHOTO BHOPAHOTO

nepcoHa)xa B IpoIieci BUOOpY.

Takum 9rHOM, JIOTiKa POOOTH CUCTEMH TIOJISITa€ B TOMY, IO TPaBeIlb BUKOPUCTOBYE
iaTepdetic CharacterSelector st Bubopy nepconaxa. CharacterSelectManager koHTpoJI0€
el mpoiiec, 30epiraroun iH(GOPMAaILIiI0 MPO aKTUBHOTO T'PaBIsl Ta BUOPAHOTO MEPCOHAXKA.
B3aemoniss mixk PlayerController Ta CharacterSelectManager 3abesmneuye, mo BUOIp

MEPCOHAYKA KOPEKTHO 30€piraeTbcsi Ta BAKOPUCTOBYETHCS B OJAJIBIIIN TPI.

e [rposuii marasun (Puc. 3.24, Puc. 3.25).

Shopitem

+void Starif)
+poid Update()
+void OnTriggerEnter2D(Collider2D other)

////// i On T BRI CaNer20 ol
isHealthUpgrade
.=
sWeapon itemCost

isHealthResto: -,
potentialGuns theGun

vMessane
inBuyZone

healthUpgrade Amount

Gun
+5prite gunShopSprite ‘

+string weaponMName

GameObject bool

+intitemCost

Puc. 3.24. Jliarpama irpoBoro mMarazuHy

‘Shopitem

+vaid Startf)

+void Update()

~+void OnTriggerEnter2D(Collider2D otfier)
+void OnTriggerExit2D{Collider2D other)

potentialGuns theGun

t “ xo ! vl

Gun LeveiManager

PlayerControlier

PlayerHealthControlier

+static PlayerController instance

+Sprite gunShopSprite
¥8tring weaponName

int temCost

SpriteRenderer
]

Onmuc giarpamu:

Jliarpama JEMOHCTpPY€, sIK Pi3HI O0'€KTH Ta KJIacu B3aEMOJIIIOTh Y CHUCTEM1 TpH s

YOpaBIIiHHSA IpeIMEeTaMH B MarasuHi Ta iX BIUIMBOM Ha IPaBLs.

+static LevelManager instance

== “int CurtentCoins

it maxHeattn

ontrollet instance

“oid SpendCoins(nt amounty

+void

int amount)

+Transform gunArm
+List<Gun= availableGuns

+int curentGun

AudioManager

+static AudioManager instance.

+void PlaySFX(int shndex)

+void

Puc. 3.25. Jliarpama irpoBoro marasuny
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Lentpansaum 00'ekToMm € kiac Shopltem, sxkuii mpencrapisie NpeaMeT MarasuHy.
Ileit xmac mae pi3Hi aTpuOyTH, SKI BU3HAYAIOTh BJIACTMBOCTI Ta (PYHKII MpeaMera.
Hampukinaz, € arpuOyTH, 10 BKa3yIOTh Ha T€, Y MPEIMET BiTHOBIIIOE 3[IOPOB'SI TPABIIS, YU
TIOKpaITy€e HOTO0, a TAKOXK UM € TIPEeMET 30po€ro. BapTicTh mpeaMeTa TakoK BU3HAYAETHCS

TYT.

Konu rpaBenib noTparisie B 30HY MOKYTIKH, 11€ BUZHAYA€THCs aTpuOyToM inBuyZone.
SIko rpaBelb BUpINIye MPUAOATH MPEIMET, 3'SBISE€THCSA BiAMOBIAHE MOBIIOMIICHHS. Y
BUIIAJIKY, SKILO MPEIMET € 30po€ro, 300pakeHHs 30poi B10OpakaeThCsl 3a JOMOMOTOIO

. \ . "
gunSprite, a cama 30posi Bu3HavaeThcsi 00'ektoM theGun, sikuit Moxke OyTu BUOpaHuUi 3

MaCHUBY MOXIIUBUX IrapMmar.

Kmac Shopltem B3aeMojgie 3 KiIbKOMa IHIIUMH KOMIIOHEHTAMHU TPpU IS
3a0e3neUeHHs] pI3HUX AaclekTiB irpoBoro mpouecy. LevelManager KOHTpOJO€ pi3HI
aCleKTH pIBHIB TIpH, BKJIIOYAIOYM JIOCTYNHICTH Ta pPO3TAIIyBaHHS MPEIMETIB.
PlayerHealthController kepye 3m0poB'ssM TIpaBlisf, [0 BaXJIMBO JJIS MPEAMETIB, SKi
BIJIHOBJIIOIOTH 200 TOKpanrytoTh 310poB's. PlayerController Biamnosinae 3a nii rpaBiis, Taki
K TIEPEeMIIICHHS Ta B3aeMoiis 3 mpenMeramu. Hapemri, AudioManager 3a0e3mnedye

BIJIMOBITH1 3BYKOB1 €()eKTH MPHY MOKYMII a00 BUKOPUCTAHHI MPEAMETIB.

3arayom, JIorika poOOTH CHCTEMU MOJIATAE B TOMY, L0 IPABELb MOXKE B3a€MOIATH 3
npeAMEeTaMu B MarasuHi, sIKi MaroThb pi3H1 (yHKLII Ta BIUIMB Ha IirpoBuil mporec. Lli
MpPEAMETH IHTETPYIOThCS 3 IHIIMMU KOMIIOHEHTaMH TpH, 3a0e3Meuyrourd KOMILIEKCHUMN

IrPOBUH TOCBII.

BucHoBku 10 po3ainy 3
B npoMy po3aii OyJio onucaHo siki 3acobu po3poOku 0yJI0 BUKOPUCTAHO IS
CTBOPEHHSI I'PH Ta SIKI CHCTEMHI Ta TEXHIYHI BAMOTHY MOTP10H1 OyJIM BUKOPUCTaH1
IOPOTATOM poOOTH HAJl IPOIO.
Taxosx Oy7o onucaHo sk rpa Oyia peasi3oBaHa, OMUCYIOYH TaKl €Taru pPO3poOKH:

[IpuckopenHs repos, pyiHyBaHHs 00’ €KTiB, B3aEMOJIS 3 MPeIMETaMH, MiHI-KapTa,



KepyBanus rosioBHuM nepcoHaxeM, [atepdeiic Ta iHIII MEXaHIKH.
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BUCHOBKH

VY mporneci po3pobku rpu B kaHpi Rogue-Like Oyno BHKOpPHCTaHO KOMITJIEKCHHIMA
MIIX17, SKUH BKJTIIFOYAB KiIbKa METOJIB JIJIsl IOCATHEHHsI TTOcTaBlieHOoi MeTH. CriodyaTtky OyB
MPOBEJICHUI PEeTEeIbHUI aHai3 KOHKYPEHTIB Ha PUHKY ITPOBUX MPOIYKTIB. 3aCTOCYBaHHS
METO/[IB KOHKYPEHTHOTO aHaJIi3y JI03BOJIMJIO BUSIBUTH OCHOBHI TEHCHIIII PUHKY, PI3HUIIL Y
IFPOBUX pecypcax Ta BU3HAUUTH MOTPEON KOPUCTYBauiB. byJio BU3HAYEHO, SIK1 pIICHHS BXKE
BUKOPHUCTOBYIOTBCSI KOHKYpPEHTAaMH IS 3aJ0BOJICHHS TMOTpeO rpaBiiB. OCHOBHUMH
pe3yJbTaTaMu I[bOTO €TaIly CTaJIN BUSHAYCHHS XapaKTePUCTUK MIPOIYKTY, TaKl sIK FeHeparlis
MpOLIEIYPHUX PIBHIB, IHTYITUBHMI 1HTep(elic, MNIATPUMKA OaraTOKOPUCTYBALBKOIO

pexuMy Ta OanaHc CKJIaIHOCTI.

[Ticns iporo OyB MPOBEIECHUI aHATI3 KOPUCTYBAUiB 3 METOIO BU3HAYEHHS I[LIIHOBOI
aymuTopii IrpoBHX MPOAYKTIB, iX moTped, mpolsiem, MOTHBaliil Ta MOOAKaHb.
BukopuctaHHs MeTOMIB KOPUCTYBAIIKOTO JOCIIHKCHHS TO3BOJIMIIO BHUSBUTH OCHOBHI
npoOiieMu Ta MOTpeOu MOTEHIIHUX TpaBiiB. OCHOBHUMH DPE3yJIbTaTaAMH I[bOTO €TaIly
CTaJu OCHOBHA MOTpebda ayauTopii, sika MiJAKPECIHIa HEOOXIHICTh ITOpP 3 MOKJIUBICTIO

rpaTv 3HOBY, I[IKABUMHU MEXaHIKaMU Ta MOXJIMBICTIO MepCOHaI3aIlii irpOBOTO AOCBIAY.

Ha ocHoBI iux nociimkenb 0yJio MpoBEASHO Psifl JOCIIKEHb, CIPSIMOBAHUX Ha 301p
Ta OpraHizaiii JaHuX Ui CTBOPEHHS BJIACHOTO MPOAYKTY. BHUKOpHUCTaHHS METOMiB
(opMyBaHHS TEXHIYHOT'O 3aBJIaHHS, CTBOPEHHS MOJIEN1 MPOEKTY, TOCIIIKEHHS Bi3yalIbHUX
MPAKTUK ITPOBHX TMPOAYKTIB Ta po3poOKH 1H(POpPMAIIAHOT apXITEKTypH JTO3BOJIUAIIO

chopMyIIOBaTH TIMOTE3HU 1IOA0 MOTIMIIEHHS KOPUCTYBAIIBKOTO JOCBITY.

Otxe, pe3yJbTaTH JOCHIPKCHHS IMOKa3alid, 110 BUKOPUCTAHI PIIIEHHS, Taki SK
ONTHUMI3allisl ITPOBUX EJIEMEHTIB Ta ajamnTaiis 10 MOTpeOd TpaBliB, € aKTyalbHUMH Ta
ONTUMAJBHUMH JJIsi CcydacHuUX irop skaHpy Rogue-Like. L{i pimeHHs [103BOJISIOTH
MIIBUIIUTH KOPUCTYBAIbKUN JOCBiZ, €PEKTUBHO 3aJ0BOJILHATH IMOTPEOM ayauTopii Ta

3a0e3nevyBaTi BUCOKY SIKICTh ITPOBUX MPOAYKTIB.
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JlonaTok A

CharacterSelectManager.cs - krac kepye subopom nepconadxica, 30epicac akmugHo20
epasys ma subip nepconadica, peanizyrouu Singleton (wabnon, axui 3abe3neqye
HASIBHICMb UlULe 00OHO20 eK3eMNIAPA KIACy Ma HA0Aa€e 00 Hb020 27100aIbHULL 00CMYN.)
namepH 011 EOUHO20 eK3eMNIAPA.

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class CharacterSelectManager : MonoBehaviour
{
public static CharacterSelectManager instance;
public PlayerController activePlayer;
public CharacterSelector activeCharSelect;
private void Awake()
{
instance = this;
}
/[ Start is called before the first frame update
void Start()

{
k

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

{
¥
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Jlonarok b

CharacterSelector.cs - xrac kepye ubopom nepconasica, nepesipse, yu po3o10K08aAHUL
nepconasic, 0opooase 3aminy nepconadica npu Hamuckauwi kiasiwi "E", i nokazye abo
NPUX0BYE NOGIOOMAEHHS NPO 8UOIP NEPCOHANCA NPU 8X00I/6UX00I 2pasYsl i3 30HU.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CharacterSelector : MonoBehaviour
{
private bool canSelect;

public GameObject message;

public PlayerController playerToSpawn;
public bool shouldUnlock;

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

{
if (shouldUnlock)

{
if (PlayerPrefs.HasKey(playerToSpawn.name))

{
if (PlayerPrefs.GetInt(playerToSpawn.name) == 1)

{
gameQObject.SetActive(true);

¥

else

{
gameObject.SetActive(false);
¥
}

else

{
gameObject.SetActive(false);
by
b
b

I/l Update is called once per frame
void Update()
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{

if(canSelect)

{
if(Input.GetKeyDown(KeyCode.E))

{

Vector3 playerPos = PlayerController.instance.transform.position;

Destroy(PlayerController.instance.gameQObject);

PlayerController newPlayer = Instantiate(playerToSpawn, playerPos,
playerToSpawn.transform.rotation);

PlayerController.instance = newPlayer;

gameObject.SetActive(false);

CameraController.instance.target = newPlayer.transform;

CharacterSelectManager.instance.activePlayer = newPlayer;

CharacterSelectManager.instance.activeCharSelect.gameObject.SetActive(true);
CharacterSelectManager.instance.activeCharSelect = this;

¥
¥
¥
private void OnTriggerEnter2D(Collider2D other)
{
if(other.tag == "Player")
{
canSelect = true;
message.SetActive(true);
b
b
private void OnTriggerExit2D(Collider2D other)
{
it (other.tag == "Player")
{
canSelect = false;
message.SetActive(false);
¥
b
s

Jlomatox B
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Shopltem.cs - knac 06pobsic n02iKy Kynieni npeomemie y Mazazuti, Nepesipsic HaAsi8HICMb
00CMAamMHbOI KiTbKOCMI MOHEm, BUKOHYE KYNIGI0 npeomema (8i0HO81eHHS 300P08 s,
niosuwenHs 300po8's abo 30poi) ma 8iON0BIOHUM YUHOM OHOBIIOE CMAH 2PU.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class Shopltem : MonoBehaviour
{
public GameObject buyMessage;
private bool inBuyZone;
public bool isHealthRestore, isHealthUpgrade, is\Weapon;
public int itemCost;
public int healthUpgradeAmount;
public Gun[] potentialGuns;
private Gun theGun;
public SpriteRenderer gunSprite;
public Text infoText;

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

{
if(isWeapon)
{
int selectedGun = Random.Range(0, potentialGuns.Length);
theGun = potential Guns[selectedGun];

gunSprite.sprite = theGun.gunShopSprite;
infoText.text = theGun.weaponName + "\n - " + theGun.itemCost + " Gold - *;
itemCost = theGun.itemCost;

k
¥

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

{
if(inBuyZone)

{
if(Input.GetKeyDown(KeyCode.E))
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{

iIf(LevelManager.instance.currentCoins >= itemCost)

{

LevelManager.instance.SpendCoins(itemCost);

if(isHealthRestore)
{

PlayerHealthController.instance.HealPlayer(PlayerHealthController.instance.maxHealth);

¥

if(isHealthUpgrade)
{

PlayerHealthController.instance.IncreaseMaxHealth(healthUpgradeAmount);

¥

if(isWeapon)

{
Gun gunClone = Instantiate(theGun);
gunClone.transform.parent = PlayerController.instance.gunArm;
gunClone.transform.position = PlayerController.instance.gunArm.position;
gunClone.transform.localRotation = Quaternion.Euler(Vector3.zero);
gunClone.transform.localScale = Vector3.one;

PlayerController.instance.availableGuns.Add(gunClone);
PlayerController.instance.currentGun =
PlayerController.instance.availableGuns.Count - 1;
PlayerController.instance.SwitchGun();
by
gameObject.SetActive(false);
inBuyZone = false;

AudioManager.instance.PlaySFX(18);
} else
{
AudioManager.instance.PlaySFX(19);
}
b
}

b
private void OnTriggerEnter2D(Collider2D other)




¥

{
if(other.tag == "Player")

{
buyMessage.SetActive(true);

inBuyZone = true;
}

¥
private void OnTriggerExit2D(Collider2D other)

{
if (other.tag == "Player")

{
buyMessage.SetActive(false);

inBuyZone = false;

¥
¥
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