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Jlana po6ora mpucBsdeHa po3poOii rpu B ctmwin Rogue-like 3a momomororo
irpoBoro asuryHa Unity. OCHOBHa yBara 30C€peIK€Ha Ha CTBOPEHHI1 JMHAMIYHOIO
IrPOBOTO JIOCBiAY, IO IOEAHYE B €001 €JIEMEHTH IIPOICAYpPHOI T'eHepallii piBHIB,
BUKOPUCTAHHS  yHIKJIbHOI  MexaHiku '"xkal’sgoro 3opy" Ta  3a0e3nedeHHs
3aXOIUTKOI0YOTO TEUMILIEIO.

[Ipouienypna reHepairisi piBHIB J03BOJII€E CTBOPIOBATH HeEmependadyBaHl KapTH,
IO CHOpUs€ TMIJBUILEHHIO peirpabenbHocTi rpu. JlMHaAMIYHMI IrpoBHMl  Mpoliec
3a0e3mneuye B3aEMOJIII0 TPABIIS 3 AANTUBHUM ITPOBUM CEPEIOBHINEM, IO 3MIHIOETHCS B
3aJIC)KHOCTI BiJT JIIH rpaBIIsl.

Y po6oTi po3MIAAAIOTHCS €Tany MPOEKTYBaHHS, peajizallii Ta TECTYBaHHS TPH, 3
aKIICHTOM Ha IHTErpaIlil0 OCHOBHMX MEXaHIK. B paMkax mpoekTy CTBOPEHO MPOTOTHII
IpH, [0 JIEMOHCTPYE aJaNTUBHUNA IrPOBUH TIpollec, SKHK BIJIMOBIJA€ CTaHIapTaM
xkaHpy. Pe3ynpratu mpoekTy MOXXyTh OyTH BUKOPHUCTAHI JIsl TOAAIBIIIOTO PO3BUTKY TPU
a0o0 ajanrarlii MexaHiK y HOBUX MPOEKTax.

Po3pobka mae moTeHmian A MOJAIbIIOT0 PO3BUTKY Ta MOXKE OYTH I[IKaBOIO SIK
JUTSI TPABIIB, TAK 1 JIs1 1H1-pO3POOHHMKIB, IO MTYKAIOTh HOBI 171€1 JJIs CTBOPEHHS 1TOP.

Pobota BukiiageHa na ...

KurouoBi cnosa: rpa, xanp, Rogue-like, Unity, HIIC (neirpoBuii nepconax),

MEXAHIKH, I'POBUI MPOLEC, TEHMILIEH.



SUMMARY

Tsys M.V. Development of a PC game in Rogue-like style. Bachelor's thesis in the
specialty: 122 "Computer Science," specialization: "Automation and information
technologies." — Kyiv National University of Construction and Architecture. — Kyiv,
2024.

This thesis is dedicated to the development of a Rogue-like game using Unity.
The game is based on procedural level generation, frog-vision mechanics and dynamic
gameplay.

The work analyzes the key characteristics of the Rogue-like genre, considers
technical aspects and selects mechanics according to the genre. Also, the interaction of
the player with the NPC (non-player character) is implemented. In the ramps of the
project, a prototype of the game was created, demonstrating adaptive gameplay that
meets the standards of the genre. The results of the project can be used for further

development of the game or adaptation of mechanics in new projects.
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MNEPEJIK YMOBHHUX IIO3HAYEHb, CUMBOJIIB, OAUHUAIIb,
CKOPOYEHbD I TEPMIHIB

Unity — nnatdopma 11st po3po0OKH.

HIIC — HeirpoBuii nepcoHax.

Sprite — eneMeHT 17151 BimoOpakeHHs 300paKe€Hb B IrPOBOMY CEPEIOBHIIII.

III'P — npouietypHa reHepaiiisi piBHiB;

I'T’ — ronoBHUI1 repom.

Prefab - mne cnemianpHuii THN 00’€KTa, SKUW JI03BOJIAE 30epiraTd TOTOBUMN
mabmon GameObject pa3oMm 13 yciMa HOro KOMIOHEHTaMH, HaJallTyBaHHSMH Ta
JOYipHIMU 00’€KTaMu i 0araropa3oBOro BUKOPHUCTAHHS Y CIIEHI a00 B IHIIUX
POEKTaxX.

GameObject — wne 6azoBuii 00’ext y Unity, sikuii npeacraBisie Oynb-sKUN
€JIeMEHT y CIeHi (IepcoHax, CBITIO, kKamepy, 3D-monens Tomro). Cam mo coOi BiH HE
Ma€e Hisikoi (YHKIIIOHAJIBHOCTI, ajieé MOXe MicTUTU KomroHeHTH (Components), siKi
HAJAI0Th HOMY TIEBHY TIOBEIIHKY a00 BIIACTUBOCTI.

Ckpunt — 11¢ nporpaMHuii Koj, Hanucanuii Ha C#, siIkuii BU3HAYa€ MOBEIIHKY
GameObject abo B3aemonil0 MK 00’exktamMu B rpl. BiH gomaetbcs A0 00’€kTa sK
KOMITOHEHT 1 MOYK€ K€pyBaTH HOT0 pyXoM, aHIMaIli€l0, JIOTIKOIO TPH TOIIIO.

Rogue-like — >xanp komn'toTepHUX 1irop. XapakTEpHUMH OCOOJUBOCTIMU
KJIaCUYHOTO rogue-like € piBHI, TOKPOKOBICTh 1 HE3BOPOTHICTh CMEPTI MEPCOHAXKA, L0
TeHEePYIOThCS BHIIAJIKOBUM YHHOM — Yy pas3l Horo 3aru0eni rpaBellb HE MOXKe
3aBaHTAXUTH TPy 1 TOBUHEH MOYATH il 3aHOBO.

MertpoinBaHiss — Ti/pkaHp MPUTOAHHUIILKOTO OOHOBHMKAa 3 HAOOPOM E€JIEMEHTIB
IrpoBOi MEXaHIKM Ta IrpOBUM TpoliecoM, monioHum mo cepiii Metroid 1 Castlevania
(mounnaroun 3 Castlevania: Symphony of the Night). XXanp Takox Bimomuii i
Ha3BaMHU «METpOimy, «iraBaHis» (Ha dYecTh reWmau3aitHepa Koazi Irapaci),
«KaCTEJIbPOII».

IMpuronHunbkuii 60ioBUK (aHrI. Action-adventure) — 1e kaHp Bi€OITOp, SIKAN

MOETHYE XapaKTepH1 0COOIUBOCTI IPUTOAHUIILKUX BIJIEOITOP Ta irop kaHpy OO0HOBHK.
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IrpoBuii npouec, ado reiimrieit (anm. Gameplay) — TepMiH, SIKUM Ha3UBalOTh
0COOJMBOCTI B3aEMOJIIT JIFOIUHHU 3 BIJICOTPOIO.

Komn'toTrepHa posaboBa rpa (aumi. computer role-playing game , mo3Ha4aeThbes
aopesiaryporo CRPG ato RPG) — xaHp KOMI'IOTEpHHX Irop, B SKOMY TIpaBellb
yOpaBIsg€ OMHUM ab0 JEKUIbKOMa MEPCOHAKaMH, KOXKEH 3 SIKUX OMHCAaHWUW HaOOpoM
YUCEIBbHUX XapPAaKTEPHUCTHK, CIUCKOM 3[I0HOCTEH Ta yMiHb;, MNPUKIAJAMU TaKUX
XapaKTepUCTUK MOXYTh OyTH OKyisipu 310poB's (aHri. hit points, HP), mokasuukwu
CHUJIM, CIPUTHOCTI, 1HTEJEKTY, 3aXHUCTy, YXWJICHHS, PIBEHb PO3BHUTKY Ti€l YW 1HIIOI
HABUYKH TOIIIO.

3aBanTaxkyBaHuii koHTeHT (anmi. downloadable content), sikuii dYacTo
ckopouyeTbesi 10 DLC (4uTaeThest «i-en-ci») — A0AATKOBUNA KOHTEHT, CTBOPEHUH I
BXK€ BUITYLIEHOI BIJIEOITPHU , IO PO3MOBCIOJIKYETHCS UEPE3 IHTEPHET BUAABLIEM I'py. BiH
MOXKe OyTH JofaHuN O€3KOIITOBHO a00 Moke OyTH (pOopMOIO MOHETH3aIII1 BiJICOIrop, 110
JI03BOJISIE BUJIABIIEBI OTPUMYBATH JOJAATKOBUM JOXiJ BiJ TPU MICis 1i MOKYIKH, YaCTO
BUKOPHUCTOBYIOUN OY/b-SKHI THIT CHCTEMH MIKPOTPAH3AKITIH .

dente3i (anr. fantasy — ¢anTasis) — mipKaHp (paHTACTUKU — OJHOTO 3 JKaHPIB
CYy4aCHOTO MHUCTEITBA, Jisl SIKOTO B1JI0YBAa€ThCA Y BUTaJJAHOMY CBITI, 1€ UyJeca 1 BUrajka
HAIIIOTO CBITY € peanbHicTIo. CBIT € moaioHuM 10 CepeHbOBIUYS, BIACTUBOIO OCHOBOIO
CBITY € Maris, BiH HAallOBHEHUW 4YapiBHUMU 1CTOTaMH, OMOBIJb €MiYHA, TOMY 4Yac
3alMKIEHUI 1 e 1mo koiy (€ 3MIHA Hip POKY, OJHAK HEMa ICTOPUYHOIO PO3BUTKY
enoxu). Lli pucu BU3HauanbH1 1t PeHTE31 1 MOEAHYIOTh JKaHP 13 JITEPaTypHOIO Ka3KOI0.

Temue ¢entesi (anrmt. dark fantasy - «remne, moxmype peHTe31») — MiKaHP
XyIOKHIX TBOPIB, IO BKIIFOYAE €TIEMEHTH JKaxiB 1 TOTUKH , i B IKOMY BiJ0OyBa€ThCs B
AHTYpaX1 TPaIUIIIIHOTO (EeHTe31.

Cgitie ¢enTesi (anr. light fantasy) — moBHa NpOTUIEXKHICTE TEMHOMY (DEHTE3I.

Jucoananc (anrmn. imbalance) — He30amaHcoBaHui MepcoHax, apTedakT ado
IHIIWN ITPOBUM 00'€KT - 3a3BUYAN 3aHAJTO CUIIBHUM.

bad¢ (anm. buff ) — mOHATTA B KOMIT'IOTEPHUX irpax , 10 O3HAYa€ THMYAcOBE

IMOCHUJICHHS I'paBLA, K IIPABUIIO, l'Ii,ZI I[i€I-O CHGHiaJIBHOTO 3aKJIMHaHHA.
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HNedadd (anrn. debuff) — BinHOCUTHCS Oyb-IKWUN HEraTUBHUM BIUIUB HA TPaBIS
a6o HIIC, BigMiHHE BiJ IPSAMOIO HAHECEHHS IIIKOJIH.

Action-RPG, ponboBa rpa B jKaHpl «eKIIH» ab0 PoJbOBUM €KIIH (aHIVI. action
role-playing game, action RPG, ARPG) — migpxaHp KOMII'IOTEPHHX Irop, B SIKOMY
MOETHYIOTHCS KITFOUOB1 €JIEMEHTH >KaHPIB €KIIH 1 POJILOBUX 1T0P.

I3omeTpuuna mpoekniss (ap.-rpeil. 160G «piBHUMY + HETPEWD «BUMIPIOIO») — 11€
PI3HOBU aKCOHOMETPUYHOI MPOEKIIIT , PH AKiH Y BiToOpaskeHH1 TPUBUMIPHOTO 00'€KTa
Ha IUIOMMHY KOE(MIIIEHT CIOTBOPEHHS (BIAHOIICHHS IOBXHHU CIIPOCKTOBAHOI Ha
IUIOLIMHY BiApi3Ka) MO BCIX TPHOX OCSX OAMH 1 TOH XKe.

AKCOHOMETPHUYHA NpoeKlis (Bix rperl. 3wV «BICH» + LETPE® «BUMIPIOIO») —
croci0 300paXEeHHS TEOMETPUYHUX TIPEAMETIB Ha KpECJAeHHI 3a JOIMOMOTOI0
napaJieIbHUX MPOEKIIii.

Biom — B reiiMiHry o3Hauae KOHKPETHY JIOKAII0 YM JEeKiJIbKa JIOKAIllH, SKI
00’€THaH1 MEBHUMHM ITPOBUMHU aclieKTaMu (Ju3aiiH, CTWIb 1 T.11.).

Pangom — 1is1, BUKOHAHA HE 3a YITKUM IUIAHOM, BUIIAJKOBICTb.

CnasH — nossa HIIC, npenMery 4u 1HIIOTO SBUINA TPl, sIKA KOHTPOIIOETHCS a00

HC KOHTPOJJIIOETHCA I'PABLCM.



BCTYII

IrpoBa iHIYCTpis € OAHIEID 3 HAWIWHAMIYHIMINX Ta HAWUCKIAJHINIAX Taly3eu
iHpopMariitHux TexHojoriki. CTBOpPEHHS KOMITIOTEPHUX Irop BHUMarae He JIWIIe
TEXHIYHUX 3HaHb, aje W MIMOOKOro PO3YMIHHS KaHPOBHX OCOOJIIMBOCTEH, ITPOBUX
MexaHIK Ta ToTped KopuctyBadiB. Cepea BENMKOI KIIBKOCTI JKaHPIB, ITpU THUITY
Rogue-Like 3aiimatoTe okpeMe Micle 3aBAsSKM CBOiM MpOUEAYpHINA reHeparlii piBHIB,
BUCOKIiH peirpaGesbHOCTI Ta 100pe peaTizoBaHUMH MEXaHIKaMH IPOTPecy.

Unity € ofHi€10 3 HAUTTOMYISAPHIMKX TUIAT(HOPM 711 PO3POOKHU 1rOp 3aBISKH CBOIM
THYYKOCTI, IHMPOKOMY Ha0Opy  IHCTPYMEHTIB Ta  MOXJMBOCTI  CTBOPEHHS
OararoratopMeHUX TMPOEKTiB. 3actocyBaHHs Unity uisi po3poOKH irop >KaHpy
Roguelike mo3Bossie peanmizyBaru CKJIaJHI MEXaHIKH, Takl SK TEHepallis piBHIB,
YIPABIIIHHS IEPCOHAKAMU, B3a€EMO/I1sl 00’ €KTIB Ta ONTHMI3allisl irpOBOrO MPOIIECY.

Metor0 naHoi po6oTHM € PO3pOoOKa MPOTOTHUITY KOMIT IOTEPHOI TpU B JKaHPI
Rogue-like 3a momomororo Unity, sika 3a0e3neuye 3aXOIUTIOIOUMNA ITPOBHM JOCBiA 3a
paxyHOK BUKOPUCTAHHS MPOIEAYPHOT TeHepallii piBHIB, MeXaHiku "xkald’sraoro 30py" Ta
JTUHAMIYHOTO 1I'POBOTO IIPOIIECY.

3aBIaHHA J0CTiKEHHS:

1. [IpoananizyBaru »*aHpoBi ocoOnmuBocTi irop tumy Rogue-like Ta BuginuTu

KJIFOUOBI €JIEMEHTH 1X TeHMILICIO.

2. Hocmigutn MoxiauBocTi Unity i peanizauii MEXaHIK, XapaKTEPHUX IS
KaHpy.
3. Po3po0OuTn KOHUENIII0 TpHU, apXITEeKTypy HIPOTOTUIY 3 YpaxXyBaHHIM

MPUHITUITIB MPOIIEyPHOI TeHepaIlii.

4. PeasnizyBaTu oCHOBHI IrpoBl MexaHIKu B cepenoBuiill Unity.

5. [IpoBecTu TecTyBaHHS IPOTOTHUITY Ta OLIIHUTH MOTO BIAMOBIIHICT 3alaHUM
BUMOTaM.

O0’ekT [OCTiIKEeHHs] — TPOLIEC CTBOPEHHS KOMM'IOTEPHOI TIpU B JKaHPI

Rogue-like 13 3acTocyBaHHSIM Cy4aCcHUX IHCTPYMEHTIB PO3POOKH.
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IIpeamer pocaigaeHHss — METOAM Ta IHCTPYMEHTH peajizallii irpOBUX MEXaHIK Y

xaHpi Rogue-like va mmargopmi Unity.
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Po3nin 1. AHAJII3 IIPEJMETHOI OBJIACTI TA IOCTAHOBKA 3AJIAUI

1.1. TIlocraHoBka Ta aHaJi3 MpPodjeMn

IrpoBa i1HIYCTpisSs € HEBiJ €EMHOK YacTUHOK CY4YacHOTO IM(POBOro CBITY. 3a
CTaTUCTUKOIO KOXKHA 4 JIIOAUHA SBJISIETHCS TeHMEpPOM, TOMY BAXKIIUBICTh PO3POOKH 1rop
Ta HOBOTO KOHTEHTY JUIsi HUX € BKpaill akTyalpHOIO. Irpm He ywmine 3a0e3meuyroTh
po3Baru, aje ¥ CTalTh BAXKIMBUM IHCTPYMEHTOM Il HaBUaHHS, colliai3aiii Ta
TBOpUOro camoBupakeHHs. CydacHi TeHACHLII y TelMIHTy Opi€HTOBaHI Ha 1HHOBALIi,
3aJTy4eHHsSI KOPHCTYBadiB 3a JOTIOMOTOK peallicTUYHOI Tpadiku, 1HTEPaKTHBHOCTI Ta
JUHAMIYHUX ITPOBUX CLIEHAPIIB.

XKaup Rogue-like € momymsipHuM HampsMoM y po3poOIll KOMIT IOTEPHHUX Irop
3aBASKH CBOIM JIMHAMIYHOCTI, peirpa0ebHOCTI Ta TuOokoMy revimruieto [4]. Ilpote
CTBOPEHHSI SIKICHOI I'PU B IIbOMY >KaHpI CTaBUTh Mepe] pO3pOOHUKAMHU HU3KY MPOOIEM,
K1 TOTPEOYIOTh PETEIHHOTO OMPAIFOBAHHS.

OcHoeHi acnexmu npoonemu:

1) IIpouemypHa reHeparlisi piBHIB: po3poOKa aJTOpPUTMIB, SiKi 3a0€3MeUyIOTh
CTBOPEHHS YHIKaJIbHUX PIBHIB 13 3aJaHUMH XapaKTePUCTUKaAMU (JIOT14HI CTPYKTYpH,
Oaanc ckyagHoCTI Touo). OcHOBHA mpobiaemMa — 30epekeHHs IrpOBOro OanaHcy Mpu
BUKOPUCTaHHI BUITaIKOBUX €JIeMEeHTIB [1].

2)  MexaHika TeHUMIUICIO:  YHIKaJdbHI ~ MEXaHIKM, Takl K "OmiHK"
(TemenmopTyBaHHs), MalOTh OyTH IHTETPOBAHI TaK, MO0 HE TUTHKU JOJaBaTH CKJIATHOCTI,
ajie i CTBOPIOBATH IIKaBHIl Ta IHTYITUBHO 3p0O3yMUINIA IrpOBHi 10CBix [2].

3)  OnTumizais rpu: irpu kaHpy Rogue-like yacTo BKIIIOYAIOTh BEIUKUN
o0csar auHaMIYHEX OO €KTIB Ta CKIQJHI alrOPUTMH, IO MOXKE HPH3BOAUTH 0
3HWKEHHSI TIPOJYKTUBHOCTI, OCOOJIMBO Ha CJIA0KUX MOpHUCTposx. Omnrumizariis €
KPUTUYHO BaXKJIMBOIO JIJIs 3a0€3MeUeHHs CTa0lIbHOCTI I'pH [3].

4)  Jlunamika Ta peirpabenbHICTh: Tpa MOBMHHA 3QJIUINATUCS I[IKABOIO HABIThH
micis Garathox TpoxokeHb. Lle BuMarae 30anaHCOBAaHOTO MOETHAHHS TPOIETYPHOI

reHepailii, aJanTUBHOTO AU3aiiHy BOPOTiB 1 IHTEPaKTUBHOCTI IrPOBOTO cepenoBuia [4].
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5)  Unity sk miuardopma: Unity € NOTY>KHHUM 1HCTPYMEHTOM [IJIsl CTBOPEHHS
irop, po6ota 3 HUM MoTpedye TTTMOOKOTO 3HAHHS MOTO (PYHKITIOHAITY, 30KpeMa 00pOOKH
aHiMarlii, (Gi3uKM Ta CKPUIITOBOI apXiTeKTypH [5].

Ananiz npobnemu: CydacHi IrpoBI TEXHOJIOTIi JO3BOJSIIOTH 3HAYHO CIPOCTUTH
IPOIIeC CTBOPEHHS Irop, ajie 3aJIMIIAI0THCS BIAKPUTUMU MTUTAHHS 3a0€3MEYeHHS IrPOBO1
YHIKQJIbHOCTI Ta NPOAYKTHUBHOCTI. Rogue-like irpu mnorpelyroTh HeCTaHAAPTHUX
MiIXOMIB O JW3alfiHy Ta MporpamMyBaHHsS, MO0 3aJI0BOJILHATH BUCOKI OYIKYBaHHS
ayIuTopii.

Po3B's13aHHA 1UX po0ieM y Mexax poOOTH BKIIOYATUME:

- pO3poOKy Ta IHTErpamil0 I1HHOBAIIIWHUX AJITOPUTMIB MPOIEAYPHOI
reHeparii;

- JIN3aiiH IFPOBUX MEXAHIK, K1 YPI3HOMaHITHIOIOTh ITPOBUI MTPOLIEC;

- IIPOBEACHHS ONTHUMI3allil TPH.

BupimenHs mmx 3aad J03BOJIMTH CTBOPUTH SKICHUH TMPOMYKT, IO IOEAHYE
IHHOBAI[I{HI TEXHOJIOTI Ta I[IKaBy IrPOBY MEXaHIKY.

Otxe, 3aBJaAHHAM KBaJi(ikaniiinoi podoTn Oyire  po3poburu
OJTHOKOPUCTYBaAIlbKy Tpy B cTwil Rogue-like, sxa 3a0e3nedye BUMAAKOBO T'€HEPOBaH1
PiBHI, CKJIAJHICTh, IO 30UIBIIYETHCS 3 KOKHUM pIBHEM, Ta €JIEMEHTH CTparerii 1
BIDKMBaHHS. |paBelb Mae MPONTH Yepe3 cepito MPOICAYPHO 3reHEPOBAHMX PIBHIB,
OOpIOYKCh 13 BOpPOraMH, 30HMparOyud NOpPEeIMETH Ta PECYpCH, PO3BUBAIOYU CBOIO
NepPCOHaXka 1 MpUMarouu PillieHHs], 1110 BIUTMBAIOTh HA HOTO MOAANIBIINN TPOTpec.

OCHOBHI BUMOI'H /10 TPH:

. lIpoyeodypua cenepayis pienia:

1) PiBHI MaioTh TeHEpyBaTUCS BHUMAJAKOBUM UYHWHOM, IO TapaHTye
YHIKQJIBHICTh KOXKHOTO MPOXOJI?KEHHSI.

2)  Ilpomec renepailii Mae BKIIIOYaTH BUITAJIKOBI 00'€KTH, BOPOTIB, MACTKH a00
1HII €JIEMEHTH.

. llepconasnc epasys:

1)  IpaBenb Kepye nepcoHaKEM, IKUW Ma€ TIEBHI TapaMeTpPH.
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. botiosa cucmema:

1)  boiioBa cuctema moBHHHA peajli30BaHa B peaJbHOMY Yaci.

2)  Boporu noBuHHI MaTu Pi3HY CKJIQIHICTb.

. Cucmema cmepmi:

1) [Ipu cmepTi mepcoHaka rpa MOBUHHA MMOYUHATUCS CIIOUYATKY.

Bxioui oani:

- Imimiamizariis rpu;

- Ilapamerpu nepconaxa;

Jlunamiuni 6xioHi Oami:

- Jii rpaB1s;

- Bsaemomist 3 00’ ekTamMu;

- Bzaemonis 3 Boporamu;

- Tenepariis piBHiB;

Buxioui oawni:

- InTepdeiic xopuctyBaua;

- Pe3ynbraru B3aemoii KOpucTyBaya 3 Ipolo;

30eperxeHHs nporpecy (ko Oyae nependayeHo rporo).

1.2. Ormusa jgiTeparypy Ta roTOBUX iICHYHO4YHMX FOTOBHMX PillleHb

[Ipoanaini3yBaBIIM CHHCOK JITEpaTypHu, SKUN MPONOHYE TOTOBI PIIIEHHS JIs
npo0JieM, 110 MOXKYTh BUHUKHYTH I1/1 4aC pO3POOKHU I'pH, BII3HAYMIM:

1)  Unity Documentation — pgokmaaHi Marepiand it poOOTH 3 yciMa
komnoHeHTamu Unity. HalronoBHimuid MOCIOHUK, SIKUM JIONIOMOXE KOPEKTHO
BUKOPHUCTOBYBATH IHCTPYMEHTH Ta MOKJIUBOCTI, K1 gae Unity [6].

2)  Game Programming Patterns — KHUTa TIOACHIOE, SK TPABUIBHO
OpraHi3oByBaTH KOJ| y IFPOBUX HIPOEKTax ISl MIABUIIEHHS HOro 3po3ymiiocti [7].
ABTOp poO3IVIsae THIOBI IPOOIEMH, 0 BHHUKAIOTH IIPH PO3POOIN irop, 1 MPOIOHYE
pIIIEHHS! HA OCHOBI MEPEBIPEHMUX MATEPHIB MPOEKTYBAHHS.

3)  The User Experience Team of One: A Research and Design Survival Guide

— OCHOBA iI[GfI KHHUI'Y ITIOJITa€ B TOMY, IO I'pa Ma€ 6YTI/I 3PYYHOIO JJIA reﬁMepa, a HC OJIs1
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po3poonuka [8]. Kaura akieHnrye yBary Ha BaxxiauBocTi UX y po3poOili irop 1 Hajae
peKoMeHaallii, K 3pOOUTH TPy 3pyUHOI0, 3aXOIUIIOIUYOI0 Ta JOCTYIHOIO JJI HIUPOKOi
aynuTopli. ABTOp BHUBYA€, SK TpPaBIll B3a€EMOMAIIOTH 13 TPOIO, IO CIPHUAE IXHBOMY
3alTy4eHHIO, a 1[0 MOXKE BUKIIMKATH PO34apyBaHHSI.

4)  Procedural Content Generation for Unity Game Development — kHura
cneniagbHO opieHToBaHa Ha Unity 1 MICTUTh YMCJIEHHI MPUKIAIMA Ta AJITOPUTMHU IS
CTBOPECHHSI MPOIIEAYPHO 3TEHEPOBAHOTO KOHTESHTY, BiJl KapT 0 TEKCTYp [9].

5)  Procedural Generation in Game Design — kHHra € 00OB’S3KOBOIO [IJIs
aHaJi3y pa3oM 13 MOMepeaHbOI0, OCKIIBKU MOXKE BIJIMIOBICTH HA MUTAHHS, SIKI MOXYTh
BUHUKHYTH TIiJl 9ac BUBYECHHS momnepeanpoi [10]. B mumomy marepian cxoxui, ajue
nonepeHsl KHUIa OMUCY€E aJITOPUTMU Ta METONIM iX peani3allii, B TOM 4ac sk Il KHUTa
JIa€ pO3yMIHHS TOTO, SIK 11 AITOPUTMHU MarOTh IPALFOBATH.

6)  Rules of Play: Game Design Fundamentals — kH#ura oxoruitoe OCHOBHU
IU3aiiHy irop, 30Kpema acmekT OanaHcy. BoHa momomarae po3yMiTd, SIK MPaBHIBHO
HAJIAIITOBYBAaTA ITPOBI MEXaHIKM IJIsi JOCSTHEHHS XOPOIIOro OallaHCy MK PI3HUMH
enementamu rpu [11]. Cama xaura He npucBsiueHa xaHpy Rogue-like, ane nae 3aranpHe
PO3yMiHHS, SIK Ma€ MpaloBaTu OajgaHC B Irpax.

7)  Jlxepemi ['i6con boun — "Introduction to Game Design, Prototyping, and
Development". BiaminHuii BcTynm A0 pO3pOOKM 1rop, IO OXOIUIKOE TEeUMAN3aiiH,
nporpamyBanHs (C#) ta poboty 3 Unity [12].

8)  Hxecci lemn — "The Art of Game Design: A Book of Lenses". Onna 3
HalKpaluux KHUT 3 TeMau3aiiHy, fKa JTONOMOXKE 3PO3YMITH, K CTBOPIOBATH IIIKaBl i
3axorutroroui irpu [13].

9)  Hesin Eb6epni — "3D Game Engine Design". I'apne BBefeHHs B poOOTY 3
3D-rpadikoro, Ppi3HKOI0 Ta apXiTEeKTyporo pyuiiB [ 14].

10) Xappicon @eppone — "Learning C# by Developing Games with Unity".
Buute C# y koHTeKCT1 po3podOku irop B Unity, 1110 poOUTH OT0 YyIOBUM PECYpPCOM ISl

nmoyatkismiB [15].
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Bci yi knueu nanpamy ne donomazaroms po3pooumu 2py, aie 0aroms po3yMiHHSL
Mmoz2o, 5K YHUKHYMU OCHOSHUX npobnem ni0 4ac po3spobKu epu ma nicis Hei, AK
npasuIbHO peaizyeamu ceoi ioei ma 0ocsemu 6a)cano2o pe3ynbmamy.

JUis ycmimHoO1 peanizaiii MpoeKTy, a came rpu B xaHpi Rogue-lite, MmoxxHa
IpOaHali3yBaTH yCHiX irop B IbOMY X CTWI. JIJis TOpIBHSHHS Bi3bMEMO HaWKparii
IIPOCKTH Ha PUHKY:

e Dead Cells [16].

e Darkest Dungeon [17].

e The Binding of Isaac [18].
e Hades [19].

Ha mnepmmwmit morsa 11 mpoekTd aOcomoTHI pi3Hi. CTWIICTHKA, MEXaHIKa,
MOE€THAHHS ITPOBHX JKaHPIB. AJie BC1 BOHU € KpalllMMHU 3 Kpamux poearuxie (Rogue-like
Ha CJICHTOBI MOBI).

Dead Cells [16] — komn'toTepHa 1HII-Tpa B 3MimaHoMmy »kaHpi roguelike Ta
MeTpoiaBaHii, po3polieHa Ta BuUNyIieHa ¢paHIly3pkor0 cryaiero Motion Twin mis
wiarpopm  Windows, MacOS ta Linux, irpoBux koHconeir Nintendo Switch,

PlayStation 4 Ta Xbox One y 2018 porii (puc.1).

w : / _":

DEADSLEL

Pucynok 1- Jlorotun rpu Dead Cells
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TI'eitmnnen: rtpaBeup kepye B’sa3Hem, amopdHOIO ICTOTOIO, sKa MaHAPYE
OCTPOBOM, TMOBHUM MYTOBaHHMX MOHCTpiB. Komiu rpaBenp momupae, BiH BTpaya€e BCIO
30por0 Ta TMOKpalIeHHS, OTPUMaHl MiJ Yac MPOXOKEHHS, 3a BHUHATKOM KIJIBKOX
NOCTIHHUX NpeamMeTiB. [lo 30poi B nepiily yepry Hajiexarb Meul, JIYKH, I[UTH Ta MacTKH,
SIK1 MO’KHA BCTAHOBHUTH, 100 3aBJIaTH IIKOAW BOpOTaM, SKi HAOIMKAIOThCS 10 HUX. [
yac 0oto IlomoHeHUN MOXKe YXWIATUCS MO 3eMIll (MPUTHHATHCS), 00 YHUKHYTHU aTak
BOpOriB, a00 nepecTpulyBaT yepe3 aTakH.

Ilepesazu:

° Iumepdgheiic. Tpa Mae MakCUMaJIbLHO TIPOCTUH Ta 3pO3yMUIHM 1HTEpdEic, 110
Jla€ TPABIFO MOYJIMBICTh IIBUIKO Ta JIETKO BiJCIIIKOBYBATH MOKA3HUKH MEPCOHAXKA Ta
MIOT0 MPEIMETH.

° I'paghixa. 3mimanuii mikcenbHuii Ta light-fantasy ctumib Bipasy KHMIarOThCS
B 04l Ta Ayke MpuBaOIOIOTh TpaBiid. [loeqHaHHS CBITVIIOBUX €(EKTIB 3 eJIeMEHTaMHu
CepeoBHINA Ta MOOAMH CTBOPIOTH €PEKTHY KapTHHKY.

° Mexanixu. TloemqHaHHS PI3HUX EJIEMEHTIB CHOPS/KEHHS Ta HAaBHYKAMU
HepCOHa)ka CTBOPIOIOTH BETUKUIN TPOCTIpP ISl TPABIISL.

° Crooicem. CeHc Tpu B He O€3IIBHOMY IPOXOMKEHHIO piBHIB. TyT €
HAWTOJIOBHIIIE JJIi XOpOIIOi TIpu — ClokKeT. KopoTko mNpo CroxeT: «YB'A3HEHUM
IPOKHUIAETHCS B TIMOMHI B'SI3HUII OCTPOBA, CTpakaarodu Big amHesii. Comaar 3ycTpidae
[Tononenoro i kaxke, M0 BOHU OLIbIIE HE MOXKYTh OMEPTH. YB'SI3HEHHI Hamaraerbcs
BTEKTU 3 B'A3HUII, ajie HOTr0 CBIIOMICTh MOBEPTAETHCS HA MIMOWHY, IIOWHO HOTo TUIO
3HHUINYETHCS. MK HACTYTHUMH cripoOamu BTeul B’ sa3eHb Ai3HA€ThCA, IO OCTPIB KOJIKCH
OyB MOIYTHIM KOpOJIIBCTBOM, SIKE€ 3aHemnayno, KoM uyma, Bigoma sk «Hemyray,
nepeTBopuia OUIBIIICTD TPOMAJISIH KOPOJIBCTBA HA MyTOBaHHUX MOHCTPIB.)

Heooniku:

° Cknaonicms. I'pa € CKIAIHOIO AJisi BXOIKEHHS HOBAYKIB. XO4a BapTo
BigMiTuTH, 10 Dead Cells He mo3umionye cede gk npoctuil poearuk. KoxxeH piBeHb,
KOXKEH BOPOT, KO)KHA MMAaCcTKa 1€ BUKIIUK JIJIsl HOBOTO TPAaBIIs, SIKUW HE 3HAMOMUU 3 irpaMu

B CXOKOMY >KaHPI.
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Bapro Biamitut, mo Dead Cells 3100yB CBOIO MOMYNISIPHICTH 3aBISKU CBOIN
CKJIQJTHOCTI, a HE JIUIIIE Bi3yaJIbHUM €(eKTaM Ta yBaror po3poOHUKIB 0 JAETaCH.
Darkest Dungeon [17] — xomn'torepHa posiboBa rpa 3 roguelike-enementamu,

po3pobyieHa Ta BUMYIIEHAa HE3AJIEKHOW KaHajachkoro cryaiero Red Hook Studios

(puc.2).

Pucynok 2 - Jlorotun rpu Darkest Dungeon

TI'eiimnnen: rpaBelb yNnpaBlisie TPYIOO IIyKadiB MPUTOJ, sIKIi OOCTEXYIOTh Pi3HI
MICIII Ha TepUTOPIi CTAPOBUHHOTO MAaE€TKy. [lepen Ko)KHUM MOXOIOM I'paBellb TOBHHEH
BUOpaTH YOTUPHOX TEPOIB 3 Ka3zapMH 1 MPOBECTH iX yYepe3 IeHEPOBaHI BUIIAJIKOBUM
YuHOM (KpIM THX, IO 3aCKPHUNTOBaHI) MIJ3eMEIUIsA, 30Uparodu cKapOu, (amiiabH1
PEIKBIT 1 3HUIIYIOUU PI3HUX YYIOBUCHK, 110 3yCTPIYAIOTHCS HA MUISXY.

ITepen rpaBiieM CTOITh 3aBAaHHS BHUKOHATH YMOBY 3aBJaHHs, 1 3a OaKaHHSM,
30€perTH KHUTTA Ta NCUXIYHE 30pOB's repoiB. PiBeHb MCUXOMOTIYHOI HanpyTH (CTpecy)
3pocTae 1opasy, Kojau repoi OTPUMYIOTh OCOOJIUBI yapH Bij BOPOTiB, MOTPAILIIOTH Y
MACTKH, B3aEMOJIIIOTH 13 JISSIKUMH JTUBOBHKaMU, BIJICTYHAIOTh 13 MOJS 000 YU HEBAAJIO
BIJIMMOYMBAIOTH Y TAa0OPi; AKIIO y OIS 34al0Th HEPBH, BiH BIIaJla€ B OAWH 13 Oe3mivl
NICUX031B, TOYMHAIOUN [TOBOJIUTUCS HEAJIEKBATHO, CAMOBIJIbHO BUKOHYIOUH OYy/Ib-SIKY JI1O
B 0010, aTakyrouu cede, 1HIIOro reposi, a0 HaraHsYU Ha BCIX CTPEC, Mailke 3aBKIu
1030aBJISTFOYM TPaBIl MOXKJIMBOCTI BiajaTtd Hakas. [1o Xomay mociKeHHsS ITia3eMelb
nepcoHaxi HaOyBarOTh PI3HUX PHUC XapaKTEepy - MOCTIMHI OCOOIMBOCTI MOBEIIHKU: SIK
HETraTWBHI (AJKOTONI3M, KJICNTOMAaHisf), TaK 1 MO3WTHBHI, MO0 POOIATH TEeposi OUTBIIT

XopoOpuM 1 BUTpUBAIUM (HiM(]oMmaHisi, cMepToHOCHICTh). Boporu B Darkest Dungeon
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HaJeXaTh 0 MEBHUX KJaciB, pac abo TumiB. Jleski pucHu xapakrepy repoiB MOB'sI3aHi 3
KJlacaM# CyMpoTUBHUKA. [103UTHBHI pUCH XapakTepy MOXYTh JaBaTH repoio OOHycH
(HampuKaz, 30UIBIICHHST BTPAT, TOYHOCTI UM IIAHCY 3aBJIaHHS KPUTUYHOI KON ), KOJIU
TOW CTHUKA€THCA 3 BOpPOTaMH NEBHUX KiaciB. TWMM dYacoM HETaTUBHI PUCH MOXKYTb
HakJazaru Aebaddu (MOBHICTIO J3epKaiibHI OadaM) MpuU 3ITKHEHHI 3 BOPOTaMHU MTEBHHUX
kiaciB. KpiMm Toro, € Takox IeBHI HaBUYKH Teposi Ta MPUKpPACH, L0 JAIOTh OOHYCH
IPOTH JIESTKUX BOPOKUX KIIACIB.

Ilepesazu:

° I'paghixa. Tpamguuiiine TemHe ¢eHTe31, SKe 3aTATye TPaBllsd TEMHUMU
TOHAMHU Ta TOTUYHUM cTuwiieM. CTHIIICTHKA, SKa HallKpalle OMucye 1o TPy Ta BCe, 10 B
Hili BiI0OyBa€ThHCA.

° Mexaniku. Benuka peaini3oBaHa KUIBKICTh MEXaHIK, KOKHA 3 SKUX €
HEBI1JI'EMHOIO0 YAaCTHUHOIO ITPOBOrO Mpolecy. BimuyBaeTbces, 1110 pO3pOOHUKH MPOBETU
BEJIMKY poOOTY 1100 1€ BUIVIAAJI0 TAPMOHIYHO Ta HE BIAYYBAIOC OUCOANAHCY.

° leposuii  mpoyec. Peamnizallisi TOKPOKOBOTO PEXHUMY TIPH € BEJIHKOIO
NepeBarolo, OCKIJIbKM HEJOCBITYCHHUI TpaBellb MaTuMe OuIbIe Yacy sl PO3IyMiB Ta
OIIIHKM cuTyalii Ha mom Ooro. Lleil BapiaHT irpoBoro mpouecy poOuTh MOPIT s
BXOJ/KEHHS HOBAUKiB MEHIITUM, III0 Ja€ Trpi OUTbIIE MTAHCIB TPUBAOUTH HOBY ayAHTOPIIO.

Heooniku:

° Cknaonicms. HaBiTh BpaxoBylOUM Ii€peBaru IirpoBOro MpoIECy, Ipa €
JIOCUTD CKJIaJIHOIO Yepe3 KUIbKICTh pealli30BaHUX MEXaHIK (4ac ropiHHs (axemry, royiof,
TEMpsiBa, CTPax Ta 1HIIE).

The Binding of Isaac [18] — e npuroguunpka rpa 2011 poky 3 rogue-like
€JIeMEHTaMUH, CTBOPEHA HE3aJeXHUMHU po3poOHuMKamu EnmyHznom MakmiuieHOM 1
®nopianom XimcioMm. Criouatky BiH OyB BumymieHuil misg Microsoft Windows, motim
nepedecennii Ha OS X 1 Linux. I'pa crana pe3yapraroM THXKHEBOI TpU MIXK
Makwmimtenom 1 XiMcioMm, 1mo6 po3podutu poranuk, HarxHeHHu The Legend of Zelda

, 11O JO3BOJIHJIO MaKMiJIJICHy MMpOACMOHCTPYBATH CBO1 MOYYTTA OO0 AK ITO3UTUBHUX,
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TaK 1 HETraTUBHUX ACTEKTIB PEirii, skl BIH BIAKPUB M1 4ac KOH(IIKTIB MK YWIEHH KOO

KaTOJUIIHKOT Ta HAPOIHKEHOT 3HOBY XPUCTUSHCHKOI CiM 1 IMiJT 9ac mopociimanus (puc.3).

THE BINDYIHG [

ISHRALG

Pucynoxk 4 - Jlororun rpu The Binding of Isaac

TI'eiimnnen: rpa B miI3eMeIUIsAX, 110 BEACThCS 3BEPXYy BHHU3, NMpPEJCTaBIEHA 3a
JOTIOMOTOK0 JIBOBUMIPHUX CHpPAWTIB, y SKUX rpaBelp kepye I[caakom abo 1HIIMMU
NEPCOHAKAMHU, SKUX MOXHA PO30JOKYBAaTH, KOJIM BOHH JOCHIKYIOTH MiA3eMeIUs,
posrtamioBani B mijBaii Icaaka. [lepcoHaxi BiAPI3HSAIOTHCSA 3a MIBUAKICTIO, KUIBKICTIO
30pOB'S, KUIBKICTIO 3aBJaHOi IIKOAM Ta IHIIMMHU arpubyTamu. MexaHika Ta
Ipe3eHTalllss TpU CXOki Ha mia3eMens Jleeenou npo 3envdy, aje BKIHOYAKOTh
BUIIAJIKOB1, MPOLEAYPHO 3reHepoBaHl piBHI Ha MaHep rpu Rogue-like. Ha koxxHOMY
MOBEpCi MiA3eMeisi TpaBellb MOBUHEH OWUTHUCS 3 MOHCTpaMHM B KIMHATI, MEpIl HIXK
neperT 10 HacTynHoi KiIMHaTu. Haifuacriie e poOuThCs ClibO3aMU MEePCOHaXa, SIK1 €
KyJISIMH B CTWI CmpiNaiKu, aje TpaBellb TaKOK MOXKE BUKOPHUCTOBYBaTH OOMEXKEHUM
3amac 00m0, 100 3aBaTH MIKOJIM BOPOTaM 1 3a4MCTUTH YaCTUHY KiMHATH. [HIII ciocobu
NepeMOTH HaJl BOPOTaMH CTAaOTh MOXKJIMBHUMH, KOJTU MEPCOHAX OTPUMYE TOCHICHHS
(mpeameTH), sIKi aBTOMaTUYHO HOCUTH MEPCOHAK-TPaBEllb, KOJIH iX MiI0OUpaE, M0 MOXKe
3MIHUTH OCHOBHI aTpUOyTH MEPCOHaXKA, TaKl sIK 30UIBIICHHS 3I0POB’ s 00 CHJia KOXKHOT

CIIbO3H, a00 CIIPUYMHHUTH JIOJATKOBI MOOIYHI €(EeKTH, HAPUKIIAJ, TO3BOJIUTH CTPUISTH
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3apsDKEHUMHU TIOCTpiIaMU TICAs KOPOTKOYACHOTO YTPUMAaHHS KHOIIKH KOHTpOJeEpa.
boHycu BKIIOUalOTh MACWBHI TPEAMETH, SIKI aBTOMATHMYHO TOKPAIIYIOTh arpulyTh
NEpPCOHaXka, aKTHUBHI OOHYCH, $IKI MO)KHAa BHUKOPHCTaTH OJUH pa3, MepIl HIXK BOHU
OylyTh TEpe3apsPKEHI HUISIXOM MPOXOKEHHS JIONATKOBUX KIMHAT Yy MiA3E€MEIl, 1
OJTHOpa30B1 OOHycH, Taki SK TaOmeTku abo kaptu Tapo, sKi HaJAArOTh OJHOPA30BY
BUTOAy TMpU BUKOPUCTAHHI, HANpPUKIAI BIAHOBJIEHHS MOBHOTO 340pOB’s abo
301IBIIEHHS. UM 3MEHIICHHS BCiX aTpuOyTiB mepcoHaxa. [locuineHHs HakOMMYyrOThCH,
00 rpaBellb MIT CKJIaJaTH TyKe BUT1IHI KOMOTHAITIT.

[Ticnst Toro, sIK KIMHaTa OYMILIEHA BiJi MOHCTPIB, BOHA 3aJIUIIATUMETHCS BIILHOIO,
JI03BOJISTFOUM TPABIIEBI MOBTOPHO MPOCTEKUTHU CBIN IIJISAX YEPe3 PiBEHb, ajie KOJIU BOHU
nepeayTh Ha HaCTyMHUI piBE€Hb, BOHU HE 3MOXYTh MoBepHyTHCA. [1o q0p031 rpaBenb
MOXKe 30uparu rpoii, o0 KymyBaTH OOHYCH Bl BIACHHUKIB MaraswHiB, KJIIOYl st
BIIKPUTTS CIIeIiaIbHUX KIMHAT 31 CKapOaMu, a TaKok HOBY 30poro Ta OOHYCH, 100
MOCUJIUTUCH. 3JI0POB'SE TPaBISl BIJICTEKYETHCS KIIBKICTIO CEPJICllb; SKIIO IMEPCOHAK
BTpa4da€e BCi CBOi cepIisd, rpa 3aKIHYYETHCS OCTATOYHOIO CMEPTIO 1 TpaBellb MOBUHEH
moyaTH BCE CIIOYATKy 31 HMIOWHO 3reHepoBaHOro miazeMeruis. Ha kokHOMy moBepci
nig3emMesuisi € 00cC, SKOro TpaBellb IMOBUHEH MEPEMOITH, MEpUl HDK MNEpPerTH Ha
HACTYNMHHUIA piBeHb. Ha mocTtoMy 3 BOCEMH TMOBEpXiB TpaBellb OOPEThCS 3 MaTip'to
[caaka. [1i3HimI piBHI 3HAYHO CKJIAIHINII, @ KYJIbMIHAIIEIO CTa€ OOPOTHOA MPOTHU Ceplis
Mmatepi Icaaka Ha BocbmoMy moBepci. JlomatkoBuii nes'situii moepx - Illeos, MicTUTh
6oca Carany. [lepemora B rpi 3 IEBHUMHU NEPCOHAKaMH a00 3a IEBHUX YMOB BIAKPUBAE
HOB1 OOHYCH, SIKI MOXYTb 3 SIBUTHCS B MIJ3€MEIUIl, 200 MOKJIUBICTb BUKOPUCTOBYBATU
OJTHOTO 3 IHIIUX MEPCOHAXIB. Y TPl BIACTEKYIOTHCA PI3HOMaHITHI OOHYCH, SIKi TPaBeIlb
3HAMIIIOB 3 YACOM, K1 MOKHA MEPENISIHYTH B MEHIO TPH.

Ilepesacu:

° Konmenm. HeliMOBIpHO BeNMKa KUTBKICTh KOHTEHTY, IO HE JACTh TPABIIO
3a”ynbryBaru nepiii 100 roguH npoxoKeHHs TPH.

° Mexanixu. KoxkeH npeamert, KapTa, 4d MIryjaka BHOCITh B 3abie (CIEHIOBe

CJIOBO, 1110 O3HAYa€ MOBTOPHE MPOXOKEHHS PIBHSI) CTBOPIOIOTH aOCONIOTHO YHIKAJIbHI
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KOMO1HAIlli aTaku, JO/Ial0ud HOB1 MOXJIMBOCTI JIJIsl TpaBlis. [ TOBHOTO BIAKPUTTS Ta
BUBYCHHS ICHYIOUMX OOHYCIB 3HaJOOUTHCS HE OIHA COTHS TOJIUH.

° Crooicem. HeiMOBIpHO 11iKaBa piy B 1111 Tpi. BiAKpuBaeTHCS MOCTYIIOBO, 11O
Ja€ TpaBIIO0 MOTHBAIII0 TPOXOJUTH PIBHI 3a pPI3HUX TepoiB Ha PI3HUX PIBHAX
ckiagHocTl. CIoKeT Jy’Ke YaCTKOBO HAaTXHEHHHUI OJHOMMEHHOIO O10J1HHOI0 1CTOPIEIO:
[caak, nuTuHA, Ta HOTO MaTH KUBYTh Y MAJICHHKOMY OyJMHOYKY Ha mMaropOi, MaCIHBO
TPUMAIOYUCh yCaMITHEHO, MpH I[bOMYy lcaak Malltoe MaJIOHKH Ta TPAETHCS CBOIMH
irpamkamMu, a Horo MaTu IWBUTHCA XPUCTUSHCHKI TPaHCIAIIT Mo TenebaueHHio. O1HOTO
pa3y maru Icaaka uye «roynoc 3ropuy», sIKAi, Ha i yMKY, € ronocom Camoro bora. T'onoc
3asBIIsie, WO 1i cMH [caak «31McoBaHui IPixoM 1 TOoTpedye MOPATYHKY». BiH nmpocuts ii
yCyHyTH Bin Icaaka Bce 370 1 HOTO MaTH TMOTOKYETHCS, 3a0UparodM MOTO Irpariku,
MaJIOHKH 1 HaBIiTh OIAT. [05ioc 3BepTaeThes 10 Matepi Icaaka BApyre, 3asBISIOUH, 1O
[caak mae OyTu Bipi3aHMI B1J yChOTO 3J1a Y CBITl. 3HOBY MOrO0 MaTu MOTOJKYETHCS 1
3amukae Icaaka B ioro kiMHari. BoctanHe ronoc 3Bepraethes 10 marepi Icaaka. Tam
CTBEPIIKYEThCS, 1110 BOHA BUMHMIIA J0OpE, alie BCE 11Ie CTAaBUTh Mij CYMHIB ii BiIIaHICTh
1 Kaxke 1i MmokepTByBaTd CMHOM. BOHa MOromKyeTbes, Xamae M'SICHHM HDXK 3 KyxXHI Ta
iae no kiMHatH lcaaka, TOTyIOUMCh TPUHECTH HOTO B KEpPTBY. lcaak, IUBIAYUCH KPi3b
BEJIMKY IIUJIMHY Y JBEPSX, MOYMHAE TaHIKyBaTU. BiH 3HaXOAWUTH JIIOK, 3aXOBAaHUN Ii]T
KUJIUMOM, 1 CTprOa€e Tyau, KOJIM HOTO MaTH BPUBAETHCS B JABEP1 HOTO CIajbHI. 3 IOTO
CaMOTO MOMEHTY MTOUYHMHAETHCS 3a0ie.

Heooniku:

° Oonomanimuicmy. Xo4 Tpa 1 Ma€ BEIHKY KUIbKICTh KOHTEHTY, BCE II€
3BOJUTBHCS JI0 TMOBTOPHOTO MPOXOIKEHHS PIBHIB, 110 MOKE HEraTMBHO BIUIMHY Ha
3aIliKaBJIEHICTh T€MMEPIB /10 TOBTOPHOIO MPOXOIKEHHS TPH.

Hades [19] — xomm'torepHa rpa B xaHpax Rogue-like 1 action-RPG, po3pobnena
Ta BUIyIIEHAa aMEpUKaHCHKOIO CTynaiero Supergiant Games . I'pa Oyma BumyiieHa B
panHiii goctyn y 2018 poii sSIk TUMYAaCOBHMM E€KCKIIIO3MB JUISl 3aMyLIEHOTO TOJI K
cepBicy Epic Games Store. IloBna Bepcis mrst Windows, MacOS 1 Nintendo Switch

Oyna BunymieHa B 2020 pori (puc.4).
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Pucynok 4 - Jlorotun rpu Hades

TI'eiimnaen: Hades BUKOPUCTOBYE JTBOBUMIPHY Ipadiky B 130METPUYHINA MPOEKIIIi.
KepoBanwuii rpaBiieM repoit - 60or 3arpeii, 3HaXOAUTHCS Y LEHTPl €KpaHy. Y KOKHOMY
MPOXOPKEHH] TpaBellb HaMaraeTbCsl MPOUTH KPi3b JIOBrY MOCIHIJOBHICTh KIMHAT; TIPH
IIbOMY TOPSAOK KiMHAT, BOPOTH 1 HAaropojiu, IO 3'SBISIOTHCS B HHUX, BH3HAYAIOTHCS
BUIIQJIKOBUM YHHOM, TaK IO >KOJHE MPOXOKEHHS HE TOBTOPIOE TOMEpenHe. Y rpi
Ipe/ICTaBlIeHl YOTUPU 00JacTi mapcTBa MepTBUX (0ioMa), y KOXKHIM 3 SKMX TpaBelb
CTUKAETHCS 3 HOBUMH BoporaMu Ta HeOesnekamu: Taprap , Acdonens , Emiziit Ta Xpam
Crikcy. ¥ O6uTBax i3 Boporamu 3arpeii BUKOPUCTOBYE Pi3HY 30pOr0, HAIllpUKIIAJl, MeY,
JyK a00 KpUCTaJl, IKUI BIH MOXE METaTH 3 BEJIMKOI BIJICTaHI.

[Ticns mepemoru Hax yciMa BOpOTaMH Yy KIMHATI 3arpeil OTpUMY€E BiIIOBIIHY
HAropoAy Ta MOXKe eperTH A0 HAcCTyMmHOi KiMHaTH. [likTorpamu Ha ABepsiX, AKi BEAYTh
70 HACTYITHUX KIMHAT, BKa3ylOTh, SIKa B HUX HATrOpPOJa YEKa€; MEPCOHAXK MOXKE MPONUTH
TIIbKUA B OAHI Bepi. B Haropoay 3arpeit Moxke OTpUMaTu Japy OJIMITINIIB: MOCUICHHS
Yy HOBI 3710HOCTI, 1[0 TEMaTHUYHO TOB'sI3aHi 3 nMeBHUM OoroM. Hampuknaza, 3eBc, 1o
Haka3ye OJMCKaBKaMHU, MOXKE JapyBaTH 3JaTHICTb BpPa)KaTH BOPOTIB EIEKTPUIHUM

PO3PSAOM.
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VY 1pi € 6e3114 1HIIUX MOXKIUBUX HAropoJl: TakK, «TEMpPsSIBa» JI03BOJISIE€ HA3aBXIU
30UTBIITUTH XaPaKTEPUCTUKH TE€POsi MK MPOXOHKEHHSIMHA, MOHETH («00om XapoHay)
MOXKHAa BUTpPaTMUTH Ha I[IHHI MNpeAMETH B Mara3uHi XapoHa, wmojotu [lenana
NOKpallyloTh 30por0 nepcoHaxa Tomo. Jleski mpeaMerd Ta 3A10HOCTI — Japu
OJIIMIIHIIIB, 000 Y¥ MOJIOTH — BTPAYarOTHCS IICIIS KOXKHOIT YeproBoi cMepTi 3arpero,
THII — SIK «TeMPsIBay, KIIOYl Ta CAaMOIIBITH — MEPEXOJATh Y HACTYITHI TPOXOKEHHS, 1
iX MOXKHAa BUTPATUTH HA MOKPAIIECHHS XapaKTEPUCTUK YH PO30JIOKYBaHHS HOBHUX BHUJIIB
30poi y manari Aina.

Ilepesazu:

° I'paghixa. I'pa Mae CBOIO HEMOBTOPUMY CTUIIICTUKY Ta arMocdepy. [lapcTBo
Ainy B siskomy onuHseTbesl [T MOXKe 3aBOPOKUTH KOKHOTO TeiiMepa CBOIMH Iei3akaMu,
a CTWJIICTHKA B TIOE€JHAHHI 3 TPEILKOI0 apXITEKTypOIO0 pOOUTH Py YHIKAIBHOIO B CBOEMY
CTUJIL.

° Tetivnned. MakcuMalbHO TPOCTHM TeMMIUIEH Ta JETKICTh ajanTaiii 10
JTUHAMIKA TPU POOUTH IMOPIT BXOJKEHHS JOCHUTh HU3BKHUM, IO Ja€ 3MOTY IPUBAOUTH
OUIBIIY KIJTBKICTh ayAUTOPII.

° Bapiamusnicme. llpouenypHa TreHepailisi pIBHIB Ta BUIIAJKOBHM CIaBH
pOOJIATH KOXKEH 3a0ir YHIKAJIbHUM.

Heooniku:

° Oonomanimuicms. IlpoGiiema OTHOMAHITHOCTI TMepeciiaye Oarato irop B
ctum Rogue-like. Hades He crana BukimoueHHsiM. ToMmy rpa OLiblIe OpIEHTYETbCS Ha
IOI[IHOBYBadiB IOT0 JKAaHPY, Ta JIIOAEH, SKI JIFOOIATH JOJaTH BHUKIHUKH, SKI 1M

MHOCSTD.

1.3. /lepeBo miiei

JepeBo 1igeil — 1e 1HCTPYMEHT AJiA 1€papXIyHOi Opradizauii Ta BHU3HAYEHHS
OCHOBHUX Ta MiAMOPSAKOBAHUX ITUIEH JIJIs1 TPOEKTY 200 CHCTEMHU.

OcHosna mema Keanighixayitinoi pobomu — po3poOKa MPOTOTUITY KOMIT FOTEPHOI

rpu B kaHpi Rogue-like 3a monmomororo Unity, sika 3a0e3neuye 3aXOIUTIOIOUHI ITPOBUIN
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JIOCBIJ] 32 paxXyHOK BUKOPUCTaHHS MPOLIETypHOI T'eHepallli piBHIB, MEXaHIKH "#a0’siu0ro
30py" Ta IMHAMIYHOTO iTPOBOTO MPOIIECY.

[{s meTa nepeadavyae CTBOPEHHS TpH, SKa:

I. JIeMOHCTpy€e BUCOKUI PIBEHb TEXHIYHOI peai3alli Ta cTadliIbHOCTI.

2. 3abe3neuye peirpabenbHICTh 3aBASKHA MPOIEAYPHOMY CTBOPEHHIO ITPOBUX
CepelloBUILI.

3. [IporoHye yHIKaqIbHUN ITPOBHI JOCBIJ Yepe3 BHUKOPUCTAHHS HOBUX

MEXAaHIK 1 IT1IXOIIB.
4. BianoBinae cyyacHUM BHUMOTam JI0 MPOAYKTUBHOCTI Ta SKOCTI HAa PI3HUX
iaropmax.

Ha pucynky 5 npencraBieHo 1epeBo LiJICH.

Pozpo6ka
rpu

3.TectyBaHHA
Ta
onTumisavis

1. BasoBa
apxiTektypa

2.Peanisaujin

MexXaHiK

\] v
1.1.CueHapiii 1.2.Irpos.i 2.1.NeHepauin 2.2.boiioBa 3.1BunpaBneHHs 3.2.0nTumisavis
rpu 06'eKTH pieHiB cucrema MoMMWIOK NPoAYyKTUBHOCTI

Pucynox 5 — JlepeBo minei

JU1s Kpamoro po3yMiHHA JepeBa IiIei JeTanbHO PO3ITITHEMO HOTO.

1. ba3oBa apxitektypa — dyHIaMeHT, Ha gKoMy OyayeTbcsi Bcsl rpa. Bona
OXOILTIOE OCHOBHI €JIEMEHTU CTPYKTYPH MPOEKTY, B3AEMOJIII0 00’ €KTIB, MEXaHI3MU TpU
Ta MPUHITUIIN OpraHi3ailii Komy.

1.1. CueHnapiii rpu - MyHKT BKJIIOYa€E B ceO€ HE CIOXKET, CIIEHapiil I'PpHU OXOILIIOE
BCIO Ipy. Big MoOMeHTy 3amycKy A0 MOMEHTY Buxony. ClieHapiil — 1€ TOJOBHE MEHIO,
ITpOBUIA TIPOILIEC, 3aBEPILICHHS T'pU, PiBHI, MPEIMETH, JIOKallli, cuctema 0010, cucTtema

1HBEHTapsl, CUCTEMa MPOTPecy, 11e Te, K MA€E JISTH TPABEIb 3 MOMEHTY 3allyCKy TPH.
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1.2. [Ins peanizanii clieHapito MOTpiOHA HE MEHII Ba)KJIMBa piy — irpoBi 00’ €KTH.
Jlo irpoBux 00’ €KTiB BiTHOCSTHCS:

1)  TI'paBens (mapameTpu, ypaBiiHHS);

2)  HIIC — neirpoBwuii nepconax (mapamerpu, H1I);

3)  IIpenmeru (30pos, 3aco0u JiKyBaHHS 1 T.11.);

4) PiBHi.

2. Peanizaunisa mexaHik.

MexaHniku B rpi — 11e¢ HabGip MpaBuiI, TIPUHIUITB 1 CUCTEM, K1 BU3HAYAIOTh, SIK
TpaBellb B3aEMOJI€ 3 ITPOBHM CEpEIOBHINEM, IMEepcoHakamMu Ta oO0'ekramu. Bonu
(hOpPMYIOTH OCHOBY IrpOBOTO IIpOIIeCy (TeHMILICIO).

2.1. Tenepauis piBHiB. OcoOmuBicTh Rogue-like mnpoektiB € mporenypHa
reHeparis piBHi.

IIpouenypHa reHepanisi piBHiB — 11¢ TeXHIKa aBTOMaTHYHOTO CTBOPEHHS IrPOBUX
PIBHIB 3a JOTIOMOTOI0 aJITOPUTMIB, 1110 JI03BOJISIE TEHEPYBATU YHIKaJIbHI KapTH, KIMHATH
abo0 cepesoBHILA KOKHOTO pasy, KOJIU TpaBellb 3aIlyCKae Ipy.

[TepeBaru nporieypHOi reHepartii:

- YHIKQJIBHICTh KO)KHOTO MTPOXO/I?KEHHS;

- ONITUMIBAILSl Yacy PO3pOOKH;

- MacImTabOBaHICTh;

- BaplaTUBHICTh CKJIA{HOCTI.

2.2. BoiioBa cucreMa — II¢ ME€XaHiKa TpH, AKa BU3HAUYAE, SIK TpaBellb B3aEMOJIE 3
BoporaMu a00 CyNpOTHBHUKAMH, BKIIOYAIOYM TIPAaBWIIA, CIIOCOOM aTak, 3axucCTy,
BUKOPUCTAHHS 3M10HOCTEH 1 TaKTUIHUX JiH. 1{e oauH 13 KIIF0YOBUX €JIEMEHTIB irpOBOTO
npolecy, Ik BIUTMBA€E HA AUHAMIKY TPH.

Ile ocHOBHuIi eTamn, sikuil popmye KicTak rpu. [ns BOpoBaKeHHS aleKBaTHOI
cucTeMH 0010 TOTPIOHO CrepIny Po3poOUTH OanaHC, MPU SKOMY T'paBellb He Oye HaaToO
CWIbHUM, Ta HAJATO CIa0KUM, a TaKoK IPOBECTH MaTeMaTH4HI OOpaxyHKH JUJIst
po3paxyBanHs xapakrepuctuk ['T, HIIC, mpenMeTiB Ta iHIIMX peyei.

3. TecryBaHHA Ta onTUMI3aNis.
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Moay/ibHe TeCTYBAHHA:

[Ipu mpoBeneHHI TECTyBaHHS MEPEBIPUTH OKpPEMi MeEXaHIKH (TeHepaTop

piBHIB, 00ilOBa cCUCTEeMa, ITYYHHUH 1HTEJIEKT BOPOTiB).

2)

InTerpauniiiHe TecTyBaHHSA:

[IpoBectn  aHamiz  B3aemomii  cucteM  (poO3TallyBaHHS  BOPOTIB,

3r€HEepPOBAHMX MIPEIMETIB);

[IpoBecTu anami3 Komi3ii mpu po3TalTyBaHHI 00’ €KTIB Ta CYyTHOCTEH.

3.1 BunpasBiieHHSI IOMUJIOK.

1)

KopuryBaHnHsl Io4aTKOBMX apaMeTpiB:

Binkopurysatu mapaMmeTpu reHepailii piBHiB;

Biakopurysatu napaMmeTpu po3TallyBaHHS CyTHOCTEN;
BinkopuryBatu napameTpu po3TallyBaHHs IHTEPAKTUBHUX 00’ €KTIB;
BiakopuryBaTu mBHAKICTH CYyTHOCTEH;

BiakopuryBaTu 1Koy CyTHOCTEH;

BiakopurysaTu 310pOB’sl CYyTHOCTEH;

BiakopuryaBTu napaMeTpu naTpyatoBaHHS CyTHOCTEH;

Biakopurysatu napameTpu arpecii CyTHOCTEH;

3.2 OnTumi3anisi MPOAYKTUBHOCTI.

1) Onrtumizariist Koay;

2)  Onrumizauis peHIAepUHry;

3)  VYnpaBniHHS aM’STTIO;

4) Onrtumizaiiisi aHiMarlii;

5) Onrtumizamis Ul

2.1. Bwumoru Ta 0co0JMBOCTI NPOEKTYBAHHS CUCTEMH

[IpoexTyBaHHSI CUCTEMH — 1€ CKJIAQJHUWA TPOLIEC, L0 BKIOYAE PO3POOKY

CTPYKTYpPH, KOMIIOHEHTIB 1 ()YHKII CUCTEMU JJI JOCATHEHHS NIEBHUX ITUICH.

Bumozeu 0o cucmemu:

1) ®yHK1iOHATBHI BUMOTH

Cuctema ineHTudikaiii rpaBIiiB s 30epeKeHHs MPOrpecy.
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. MexaHika 10CSITHEHb Ta BUHArOpoI.

2) InTepdeiic:

. [aTYiTMBHO 3pO3yMinuii 1 3pyunuid qu3aita aist T1K.

. MoXIHBICTh HAJAIITYBaHHS YIpPaBIiHHS Ta BI3yaJbHUX EJIEMEHTIB IiJ{

yIoI00aHHs IPaBIIiB.

Ocobnusocmi npoeEKmMy8aHHsA CUCTIEMU:

3) Po3muproBaHicTh

. I'Hyuyke NpOEKTyBaHHS [UIsI MOXJIMBOCTI TOJAJBIIOIO BIPOBAIKEHHS
HOBUX (DYHKIIIi.

4) AnanTuBHICTH

. Ju3aiiH, oNTHMI30BaHUM JUIsl TPU Ha MOHITOPAX 3 PI3HUM PO3LIMPEHHSAM Ta
y pi3HUX (popmarax (HOBHOEKPAHHUH, BIKOHHHUI).

5) Bucoka npoyKTUBHICTb

. BpaxoByroun MIHIMAQJIICTUYHICTh TpU, a came iHTepdeiic Ta rpadiky,
MOYKHa 3pOOUTH BUCHOBOK, 1110 CyTT€BOTO HaBaHTaxkeHHs Ha [IK He Oyne.

6) MOHITOPHUHT Ta MATPUMKA

. Peanizamiss cepBicy [ BIJCTEXKEHHS Ta pearyBaHHsS Ha MpoOiIeMu
KOPHCTYBAauiB.

7) PerynsapHi OHOBJIEHHS

. [InanyBaHHS Ta BHOPOBAIKEHHS PETyISPHUX OHOBJICHb TIpH, NS

yTPUMaHHS Ta MiTHATTS IHTEPECY KOPUCTYBaUiB.
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Pozaia 2. MIPOEKT MMPOI'PAMHOI'O 3ABE3ITEYEHHS

Po3po6mioBanuii mporpaMHuii IPOAYKT SIBJsIE COOOI0 KOMIT IOTEPHY TPy y KaHpi
Rogue-like, ctBopeny Ha ocHoBi irpoBoro pymrisi Unity. ['pa nepenbadae BuIagkoBo
3reHepOBaHl piBHI, peajbHe OOHOBE 3ITKHEHHS, CHUCTEMY PO3BHUTKY MEpPCOHa)ka Ta
enementu PIII (posiboBoi rpm).

T'onoBHA 0COOIMBICTH IPU — MPOLEYPHA TeHepalis PiBHIB.

Jlnis peanizatiii rpy BAKOPUCTAHO TaKi TEXHOJIOTII:

. IrpoBuii pymiii: Unity

. Moga nporpamyBanns: C#

. I'padika: 2D-cnpaiitu, ctBopeni B Adobe Photoshop

. ®di3zuka ta kouisii: Unity Physics

. O0po0Oka Bxigaux ganmx: Unity Input System

2.1 Ecki3Huii npoexkT

Ecki3Huil mNpPOEKT — 1€ TNOYaTKOBUW €Talm MPOEKTYBAHHS, HA SKOMY
BU3HAYAIOThCS  3arajibHi  KOHUENIIi, CTPyKTypa Ta OCHOBHI XapaKT€PUCTUKU
IPOrPaMHOTO UM TEXHIYHOTO MPOAYKTy. BiH € MPOMDKHHMM €TalmoM MK 1/e€l0 Ta
JETaTbHUM TIPOEKTYBAHHSIM.

OCHOBHI 1iJTi €CKI3HOIO NPOEKTY:

° Busnauenns 3aranpHoi apXiTeKTypu Ta QyHKIIIOHATBHOCTI.

° ®opmyBaHHSI OCHOBHUX TEXHIYHUX BUMOT.

° [TonepenHs oriHKa CKJIAHOCTI Ta PeCypCiB ISl peaizarii.

° Bizyamizariis OCHOBHHX KOMITOHEHTIB (HANMpUKIAJ, OJIOK-CXEMH, MaKEeTH
iHTEepdeicy).

° OOroBopeHHS 3 KOMaHI0I0 a00 3aMOBHHMKOM TI€pE/ IMOYaTKOM JETaIbLHOTO
POEKTYBaHHS.

Ecki3Huii IpoexT AJ1s1 Ipu:

l. Omnmuc rpun
° KaHp, oCHOBHI ME€XaHIKH, CTUJIb TPH.
° T'onoBHI ocoGnuBOCTI (TIpolieypHa TeHeparlisi piBHIB, 00ioBa cUCTeMA).
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2. ApXITEeKTYpYy rpu

° OcHoBHI MonyJ1 Ipu (MEHI0, PiBHI, ME€XaHika 0010).

° bnok-cxemu a6o UML-giarpamu CTpyKTypH I'pH.

3. Ecki3u rpadiku ta intepdeiicy

° YopHOBI MaTFOHKH a00 MaKeTH IrpoBOro iHTEpdEHCy.
° OcnogHi enementu Ul

4. ITonepennsi Texniuna cnenngikamis

° Bubip irposoro pymris (Unity), MmoBu nporpamyBanus (C#).

° Cnucok OCHOBHHX aJIrOpUTMIB (TeHepallisi piBHIB, TOBEAIHKA BOPOTIB).
5. IHomepenust oninka pecypcis

° HeoOxiaH1 ¢axiBui (IporpamicTH, Xy10)KHUKHU, TECTYBAJIbHUKH ).

° OuiHKa yacy Ta CKJIaIHOCTI peai3arii.

J1J1st MpoeKTYBaHHS €CKi3y rpu 0yino oOpaHo MoBy mojemtoBanus UML.
2.1.1 KonrekcTHa giarpama
KonTexkcTHa aiarpama - Iie moyaTrkoBa jiarpamMa MOJEII, IO XapaKTEpH3ye

3B’SI3KM CHCTEMH 3 HABKOJIUIITHIM CEePEIOBHINEM (IUBUTUCH PUCYHOK 2.1).

Kopwc TYEdu
Pucynok 2.1 — KoHTekcTHa giarpama cucteMu
2.1.2 Jliarpama cTaHiB
Jiarpama craniB — jgiarpama, 1[0 BU3Ha4ae 3MiHYy CTaHIB 00'€KTy y 4aci, ofHa 3

JiarpaM MojentoBaHHs noBeAiHku. Ha pucyHky 2.12 300paxkeno aiarpamy ctanis HIIC

(HEIrpoBOTO MEPCOHAXKA).
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lr IpaBel|s aTakye jal

BigHoanweTbCR

MNepemiuyeTbcs ATaKye rpasus ATaka =

paseuyb BOMTHIA

.. oo B

Mporpae rpasuesi
Ipaseyb BigcTaE
Momupae +— [paBeusb He BigcTae Tikae ‘J

Pucynok 2.12 — Jliarpama ctanis HIIC

2.2 TexHiYHUI POEKT

TexHiyHMH NPOEKT — 1€ JeTaJbHA JOKYMEHTAlllsl, 10 MICTUTh yCl TEXHIYHI
aCNeKTH PO3pOOITIOBAHOTO MPOTPAMHOTO YH alaparHoro NMpoaykry. BiH € HacTymHUM
€TaroM TMICJsI €CKI3HOTO TMPOEKTY Ta BKIIOYAE CTPYKTYPY CHUCTEMH, TEXHOJIOTI],
aJITOpUTMHU, 1HTep(eiicu, B3aeMO/11F0 KOMIIOHEHTIB Ta 1HIII TEXHIYHI AeTall.

TexHIYHUIT MPOEKT € HACTYIMHUM €TaloM Yy TMPOIeci po3pOOKH MPOrpaMHOTO
3a0e3IeueHHs, MICIs €CKI3HOTO MpoekTy. Ha mpomMy etami AeTaabHO OMHMCYIOThCS BCi
TEXHIYHI aCIIEKTHU MPOrPaMHM, BKIIOUAIOUH 1i (PYHKIIOHAIBHICTh, CTPYKTYpH JAaHUX, 0a3u
JAaHUX Ta alITOPUTMHU OOPOOKH JTaHUX.

2.2.1 Jloriuna mMoaeJn

Jloriuna monpeab ganmx (JIMI) — me mpeacTaBiIeHHsS CTPYKTypH HAHHUX Y
BUTVISIZII B3a€EMOTIOB'SI3aHUX CYTHOCTEH Ta aTpuOyTiB 0€3 TpHB’SI3KM 10 KOHKPETHOI
CYBJl um ¢izuunoro piBHa 30epiranHs. JloriuHa Mopaelb JaHUX CYTHOCTEH Ta

€JIEMEHTIB IIPE/ICTaB/IEHa HA PUCYHKY 2.13.
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Pucynok 2.13 — Jloriuna Mozenb TaHUX

Ha it momeni BimoOpa)XeHO JIOT14HI 3B’SI3KHM MiK OCHOBHHUMH 00’ €KTaMH T'pH:

rpasiieM, Jokamisimu, HIIC (Boporamu), Ta npeaMeramu.

Lo 8i0bysaemwvcs y epi 32i0H0 3 MoOeno?

1.
Jlokarris).
[

I'paBenib 3HaxomWThCA B TEBHIM Jokamii (3B’s30k 1:1 mMik ['paBenn Ta

I'paBenp MoKe EPEMIILYBAaTUCS MIK PI3HUMHU JIOKALISIMU.

VY koHii okarlii BiH Moke B3aemoistu 3 HIIC ta npenmeramu.
Koxkna nokartist mictuts BoporiB (HIIC) ta mpenmern (3B s13km 1:%).
V nokaiii moxe OyTu Kinbka BoporiB 4u NPC 3 pi3sHUM THIIOM.
Jlokartist TakoK MOKE MICTUTH Pi3HI MPEIMETH.

HIIC matoTe BiacHi1 XapakKTepUCTUKU: 310POB s, CUITy aTaKH, THIIL.

I'paBenib moxke Berymnatu B 01 13 HITC aGo B3aemMoiaT 3 HUMH.
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2.2.3 diarpama kJaciB
Miarpama kJjaciB — giarpama, 1o JEMOHCTPY€E KJIacH CHUCTEMH, iX aTpuOyTH,

MCTOOH 1 B3a€MO3B'130K Mk HUMU. Kiacu 3 anI/I6YTaMI/I Ta MCTOAAaMH HpG,IICTaBJICHi Ha

pHUCYHKyY 2.14.

UlManager | GameManager
+updateHealth{ health: |.r".l o ) +StartGame(): void
+updatekEnergylenergy:int) ' +EndGame{): void
+showlnventory(item: +LoadLVL{}): void
List<ltem:=) N

Player
NPL
Ham | ne. shiekd -Int: health
fi I -int: attackPower
ing: ty -string: behaviorType
List<attributes>: attributes | TR RERLAETES o o Mo WIJ
+usetarget: Player) ! _»[D
. +attack(enemy): void tattack(target: Player): void
+takeDMG[Int): void +takeDMG(Int): void
+takeltern({item: Item}): void
movelocation(): void
N
Location
+createltern{ID): void
+createNPCID):void
Pucynoxk 2.14 — Jliarpama kiacis
AHaJi3 B3acMoaii Mi’K KJ1acaMm:
. I'paBenrr mMoxe B3aeMomisiTy 3 Jsokamisimu, NPC, Opatu mnpenMeru Ta
aTaKyBaTH BOPOTIB.
. NPC MoxyTh aTakyBaTH rpaBIis 1 HABIIAKH.
. GameManager kepye 3arajibHUM IIPOIIECOM T'PH.
. UlIManager BigoOpakae OHOBJIECHHS I TPaBIISL.
. Jlokartiss MICTUTh BOPOTIB Ta MPEIMETH, SKI MOXYTh OyTH CTBOpeHi abo

B3STI.
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2.2.4 Tiarpama QifiJIbHOCTI

Jiarpama gisyIbHOCTI - 11e OJTIOK-CXeMa IS MPEICTABICHHS MOTOKY B OAHIET
TisbHOCT1 70 1HIIoI. JlisIbHICTP MOXKHA omucatd sk poboty cucremu. OCHOBHE
pU3HAYEHHs JiarpaM aKTUBHOCTI - BiOOpasuTH JMHAMIYHY MOBEJIHKY CHCTEMH. li
TaKo)X Ha3WBaIOTh 00’ €KTHO-OPIEHTOBaHOIO OJ0K-cxemoro. Ha pucynky 2.15 300pakeHo

OJIOK-CXEMY aJITOPUTMY MPOXOKEHHS TPH.

P roncaHwii ekpaH "\

Hanawtyearua ————<  Mewio —.’ NPOACRXMTA rpy
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e \\\ /’/ ™
. h # .t
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/ PiseHs . “ Mepconx .
i B — , g
“\ NPOoHAeHO N, XWB} /
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PucyHok 2.15 — AropuT™ NPOXOJKEHHS TPU
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2.3 Po0ouuii mpoekT

2.3.1 Bu0ip 3aco0iB po3po0dxku

B sikocTi 3ac00y po3poOKH TUIIIIOMHOTO MPOEKTY Oyino oOpaHO IrpOBHM Py
Unity (Pucynok 2.16.) Ta pegakrop koay Visual Studio (Pucynok 2.17.).

Unity [5] — Oararomar@opMoBuil IHCTPYMEHT AJi1 pO3pOOJIEHHS BiA€OIrop 1
3aCTOCYHKIB, 1 pyIIii, Ha SKOMY BOHHU TMpaioroTh. CTBopeHi 3a momomoroto Unity
IporpamMu TPaIOTh HA HACTIIFHUX KOMITIOTEPHUX CHUCTEMaX, MOOUTBHUX MPHUCTPOSX
Ta TPaJbHUX KOHCOJIAX Yy JIBO- Ta TPUBUMIPHIN rpadimi, Ta Ha IPUCTPOAX BIPTyalbHOI
Y1 JOTIOBHEHOI peasibHOCTI. 3aCTOCYHKHU, CTBOpEHI 3a fonoMoroto Unity, HiATPUMYIOTh
DirectX Ta OpenGL.

Microsoft Visual Studio [20] — cepis npoaykrtiB dipmu MaitkpocodT, siKi
MICTSITh 1HTETPOBAHE CEPEJOBUINE PO3POOKM MPOrpaMHOrO 3a0e3MEUYeHHS Ta HU3KY
IHIIMX 1HCTpyMEHTanbHUX 3aco0iB. Lli mpoaykTh narTh 3MOTY pO3pOOIATH SIK
KOHCOJIBHI TIpOrpaMH, Tak 1 mporpamMu 3 TpadiuHuM iHTepdeiicoM, BKIIOYHO 3
niaTpuMkoro  TexHosorii  Windows Forms, a Takox BeOcailiTu, Be03aCTOCYHKH,
BeOCIYy)KOM $K Yy pIAHOMY, Tak 1 B KEpOBaHOMY KoJax JUIsi BCiX Miardopm, Mo
niaTpuMytothes Microsoft Windows, Windows Mobile, Windows Phone, Windows CE,

NET Framework, .NET Compact Framework Ta Microsoft Silverlight.

Pucynoxk 2.15 — Jlorotun Unity Pucynox 2.16 — Jlorotun Visual Studio
Unity: Irposuii pymriit Unity € oqHUM 13 HAHONTUMAJIBHIIINX CEPEIOBUIILL JJIs

PO3pOOKH SIK ABOBUMIPHUX, TaK 1 TPUBUMIpHHX 1rop. MOro THYUYKICTh Ta MIUPOKUI
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HaO01p IHCTPYMEHTIB POOJIATH MO0 3py4YHUM BUOOPOM JJIsl CTBOPEHHS IIPOEKTIB PI13HOL
CKJIaJIHOCTI.

Cepenosuiiie po3pobku 0a3zyeTbcsi Ha MOBI mporpamyBaHHs C#, sika 3a0e3redye
BHUCOKY MPOIYKTUBHICTb 1 3pYUHICTh pOOOTH 3 00'€KTHO-OPIEHTOBAHUMH CTPYKTYPaMH..
JIist CTBOpEHHSI YHIKaIbHUX IrpoBuX MexaHik B Unity MOCTymHHME BeNUKHI HaOip
BOYyJIOBaHUX IHCTPYMEHTIB, 30Kp€Ma CHUCTEeMa aHIMallii, PI3UYHUNA pyIIid, KOMIOHEHTH
IITYYHOTO 1HTEJIEKTY Ta PO3IMIMPEHI MOKIMBOCTI AJIsl MPOIEypHOI reHepallii KOHTEHTY.
OcraHHIl acmeKT € 0COONMBO BAXKIMBUM [UJISl ITOp >KaHpy rogue-lite, ne piBHI MOBUHHI
3MIHIOBaTHUCS MPU KOKHOMY MpoxokeHH1. Unity Mae 3pydHHil peaakTop, 0 BKIIIOYAE
3aco0u JJig TeCcTyBaHHsA, MPO(UIIOBAaHHS Ta HAJaroKEHHs Komy. J[ms mpuckopeHHS
po3poOKku mependadyeHi iHCTpyMeHTH cTBopeHHs Ul, pemakTop aHiMarliii Ta Bi3yalibHi
CKpHIITH, SIKI JTO3BOJISIIOTH OyayBaTH JIOTIKY 0€3 HEOOXIJHOCTI HalMCaHHS BEJIMKOTO
o0cary komny. Takum unHom, Unity € onTUManibHUM BUOOPOM JJIsE PO3POOKHU Irop sKaHpy
rogue-lite, OCKUIbKU MOEAHYE MIUPOKUI HAOIp 1HCTPYMEHTIB, BUCOKY MPOJYKTUBHICTb,
3py4YHICTh Y BUKOPHCTAHHI Ta MUPOKUH CIIEKTP MOKIUBOCTEH.

Visual Studio: ITpu BuGOpi penakropy komy, Oymo obpano Visual Studio ne €
noBHa iHTerpauisa 3 Unity uepe3 po3mmpenss Visual Studio Tools for Unity (VSTU).
[Tnarin 3abe3rnedye aBTOMaTHYHE IMAKIIOYCHHS 10 PYIIis, MOXKJIUBICTh HaJlarO/HKCHHS
KOAYy B peajbHOMY Yaci Ta BUKOPHCTAHHS PO3IMIMPEHOTO aBTOAOMOBHEHHS, 1[0 3HAYHO
IPUCKOPIOE PO3POOKY.

[Ile ogauM BaXTMBUM (PAKTOPOM € PO3BHHEHA CHCTEMa aBTOJOTIOBHEHHS KOMY
(IntelliSense). Visual Studio npomonye posmiMpeHe po3mi3HaBaHHS CTPYKTYp KO,
MiJKa3KK IIMOAO0 METOAIB, KJaciB 1 3MIHHHUX, IO JOIOMAara€ yHHUKAaTH ITOMHJIOK 1
niaBUINY€E €(EKTUBHICT, HANMUCAHHS KOJYy, TAaKOX IMIATPUMY€E IHCTPYMEHTH s
npo¢iaIOBaHHs, IO JO3BOJSIOTH aHANI3yBaTH MPOAYKTUBHICTH TPU. 3aBISKHA TaKUM
MOKJIUBOCTSIM MOKHA BUSIBIISITH «BY3bKI MICISD» B KOJII, III0 MOXYTh CIIOBUIbHIOBATH

BUKOHAHHS CKPUIITIB, Ta ONTUMI3YBaTH iX JUIsl Kpalloi MPOAYKTUBHOCTI.
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Pozaia 3. PE3YJIBTATH PO3POBKHU ITPOI'PAMHU
Pesynsrarom po3poOku aurmiaoMHoro npoekrty € rpa st [IK mnardopmu B cTui
rogue-lite Ha aBuryni Unity. Jlana rpa siBisie co0OI0 HEBEIMKUN pOrajiukK, A€ Ball
NEPCOHAXX Mail MPONTH MiA3eMesUIsl, 3HAUTH BXiA 10 (iHaIbHOrO 0oca, Ta IEPEMOITH
Horo BHOOPOBIIM CBOE TIpaBO Ha cBoOomy. Jlims JOCATHEHHS JaHoi I, Oyno
IPOaHaJI30BaHO HAMYCHILIHIII MPOEKTH JTAHOTO >KAHPY, IPOBEICHO BEJIUKY pOOOTY ISt

PO3pOOKHU MeXaHiK, CIIPalTIB, TEKCTYp, aHIMAIIIil Ta IHIINX BaXJIMBUX ACTEKTIB TPH.

3.1 CTpyKTYypa NPOEKTY Ta CLEH
B 3aranbHOoMy B rpi € 3 clieHH, a came:

- SampleScene — crieHa roJJ0BHOTO MEHIO;

- Game_Scene — crieHa mija3eMesuts nepes 60com;

- BossScene — ciiena nigsemMenist 3 00coMm;

Hwxde netanpHO HaBEICHI CTPYKTYPH KOXKHOT CIICHHU:

1) SampleScene:

a)  MainCamera;

b)  Global Light 2D;

c) Canvas:

- MainMenu;
- SettingsMenu;

a)  MenuManager;

b)  MusicManger.

[Ipumitka: 3a 6ci enemenmu inmepgheticy ma peanizayiro ix QYHKYIOHALY, MAKod’c
3a cnpaumu, animayii ma ix npoepaeanns eionogioanvruil lonux €.C., momy Oinbiu
0emanbHO O3HAUOMUMUCHL 3 eleMeHmamu inmepgheticy Kopucmysaia 8u modxceme 6 2
YacmMuHi OUNIOMHOI pobomu.

2) GameScene:

a) Grid:

- Tilemap;

- Collision.
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b) MenuBarCanvas:
- MainMenuPanel
c) HpBarCanvas;
d)  GameManager:
- ExitSpawn;
- DungeonGenerator;
- BoxGenerator;
- EntitySpawner;
- Player;
- MainCamera;
3) BossScene:
[s1 ciieHa Mae aHAJIOTIYHY CTPYKTYPY A0 MOMEPETHBOI.
3.2 BnpoBaaKeHHs1 MeXaHIK rpu
B pe3synbrarti po3po0ku Oys10 peaaizoBaHo:
3araJibHi MeXaHiKuU:

- Mexanika reHepartii ma3eMeIis 3 JeTaJIbHUMU HaJIallTyBaHHSIMH:

° [[IupuHu Ta BUCOTH;

° HanoBHeHICTh CTIHAMM;

° KinekicTs iTepartiii 1j1s 31J1aJPKyBaHHS CTIH;

° KigbKiCTh KIMHAT;

° MiHiMalbHHN Ta MAKCUMAJIBHHUIN pO3Mip KIMHAT;

° [IpocTip BuALIEHUI ISl IUPUHU CTIH Ta MIJIOTH MPY TeHepallii Maru;

- Mexanika renepanii HIIC (HeirpoBuX mepcOHaXiB) 3 JACTaIbHUMH
HaJalITyBaHHSMHU CIIaBHY Ta KUIBKOCTI CyTHOCTEH Ha JIOKAI1I0;

- Mexanika  TeHepallii  JEKOpallifHMX  €JIEMEHTIB 3  JIeTaJIbHUMU
HaJAITYBaHHSAMM KUIBKOCTI Ta BIJICTaH1 CIIaBHY BiJ rpaBIisl.

- Mexanika miis npucBoeHHs1 Ta 00poOku XII (Bix anrit. HP — health point)
rpaBiis 3 MetogoM TakeDamage nist pearyBanHs Ha IIKOJY HaHECEHY I'PABITIO.

- Mexanika Ay npucBoeHHs1 Ta 00poOku XII cytHocrelt (Bia anmi. Entity —
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CyTHICTB) 3 MeTofioM TakeDamage niis pearyBaHHs Ha IIKOJy HAHECEHY I'paBIIio.

- MexaHika CITiTyBaHHSI KAMEPH 3a TPaBIEM;

- Mexanika po30UTTS CKPUHB 3 31JUIIMU Ta TKEFO.

MexaHiku 1151 CYyTHOCTeI:

Slime (c1u3eHb):

- MexaHika naTpy;iatOBaHHs TEPUTOPIi OOMEKEHOT Pa/ilycoM;

- Mexanika oTpumaHHs mkoau 3 metogoM Destroy Ta TakeDamage.

Goblin (roosin):

- MexaHika naTpyiatOBaHHs TEPUTOPIi 0OMEKEHO1 Pa/ilyCcoM;

- Mexanika oTpumaHHs mKoau 3 metogoM Destroy Ta TakeDamage;

- MexaHika arpecHMBHOI TOBEIIHKH Ta aTaku OMMKHBOTO 0O 3 METOIOM
TakeDamage, ChasePlayer ta Attack.

Ghost (mpuBun):

- MexaHika naTpyiatOBaHHs TEPUTOPIi OOMEKEHO1 Pa/ilyCcoM;

- Mexanika oTpumaHHs mkoau 3 metogoM Destroy Ta TakeDamage;

- MexaHika arpecMBHOI TMOBEIIHKM Ta aTakd JaJbHHOTO OO0 3 METOJ0M
TakeDamage, ChasePlayer, Attack Tta Retreat.

Player (rpaBeus):

- MexaHika nepeMillieHHs B POCTOPI;

- MexaHika TenenopTauli rpaBlisl Ha NEBHY B1JICTaHb ISl YXUJIEHHS Bl aTak
3 MeTogoM Blink;

- Mexanika oTpumanHs wmkoau 3 MeronoMm TakeDamage Ta ReloadScene
ICIIST CMEPTI;

- Mexanika BigHoBieHHs XI1 (310poB’s);

- Mexanika araku panbHoro ©Oow 3  wmetogoMm  PlayerShooting Ta
SetCooldown;

- Ckpunrt 7151 BIITBOPEHHSI 3BYKY XOAIHHS TUIBKH M1J] 4ac PyXxy.

Boss (00c¢):

- MexaHnika nmepemiiieHHs B MpoCcTopi;
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- MexaHika OTpUMaHHS IIIKOAM Ta arpECUBHOI MTOBEAIHKY 3 MeTOIOM Destroy,
TakeDamage, CheckForEntities, CompleteLevel, isAggro Ta LoadNextScene;

- MexaHiky aTak JajdbHOro 0O 3 pI3HUMH IIa0JOHAaMH Ta METOJOM
SpawnBlade;

Mexaniku ast npedadis (Bia anmi. Prefab — roroBuii mao6i0H) arak:

Player attack (araka rpaBus):

- Mexanika aJis1 peecTpailii BlydaHb B CyTHOCTI 3 MmeTonoMm OnTrigger;

- Mexanika <OKUTTS» cHapsaay 3 MetoaoM onCollision s 3HUIIEHHS
OpOKEKTailily (mpomkekTaila (Bin aHmi. — projectile) - me o0’exkT y rTpi, SKUAU
PYXAETHCS B IPOCTOPI1 Micis "mocTpiny') micis BIydaHHs.

Mexanixu amak O0na [HWUX CYMHOCMEU peani3o8aHi CXONCUM YUHOM MOMY
NpoOnycmumo ix.

3.3 O MexaHik rpu

3.3.1 MexaHika npoueaypHoi resepauii piBHiB

I'eneparop mig3emMesnns BUKOPUCTOBYE KOMOIHAIIO aJTOPUTMIB JJISI CTBOPCHHS
BUIAIKOBUX PIBHIB.

OcHoBHi (pa3u renepariii:

1) [Himiamizaiis Ta HaJdaIlITyYBaHHS:

- Bceranosmtoerses po3mip nigzemernis (dungeonWidth, dungenHeight);

- HanamroByrotecst mapametpu (fillPercent, smoothingiterations);

- CTBOpPIOETHCS TBOBUMIpHUN MacuB map, e 1 — crina, 0 — mijiora.

2)  Tenepamis BumankoBoi mepeun 3 BukopuctanHsM RandomFillMap Ta
SmoothMap:

- Crnodarky 3aloBHIOETHCS] BUIIAAKOBUM 3HaueHHsIM 3rifHo fillPercent;

- [ToTiM 3acTOCOBYETBHCS KUIbKa I1TEparliii 3miajpkyBaHHs  (mpaBmiio 4/5
CyCifiB).

3)  OO6pob6xa xaptu (ProcessMap):

- Bunanstorses mani octpoBu cTiH (MeHii 3a wallThresholdSize);

- Bunanstorses mani nopoxHnedi (MeHii 3a roomThresholdSize).
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po3Mipy;

40

I'enepanis kimuar (GenerateRooms):

CTBOpPIOETHCS 3a/1aHa KUTBKICTh IPSMOKYTHUX KIMHAT BUIAJKOBOTO

Koxxkna kiMHaTa 3anucyeTbest y CUCoK survivingRooms.
3’eqnanns kimHar (GenerateClosestRooms):
3HaxXoASIThCs HAMOIMKY1 Mapyu KIMHAT;

Mix aHuMEu cTBOpIOtoThCs mpoxoan (CreatePassage).
Bizyamnizamis (RenderMap):

BigoOpaxaroThCst Tallyiv MiJIJIOTH 1 CTiH;

JlomaeThCst OKpEeMHUil 1map JJis KOJi3ii.

Posmimenns rpasius (PlacePlayerInMainRoom):

I'paBenp 3’ ABISAETHCA Y LEHTPI HAWOIMKIOI KIMHATH.

Karo4oBi oco01uBOCTI:

l.

INopunnuii miaxia: noeanye opradiuni nedepu (cellular automata) 3

IMPSIMOKYTHUMUA KIMHATaMHU.

2. JIBomapoBa cuctema: okpemi Tilemap st mijory, CTiH 1 KOJi31i.

3. Ontumizanis: BuxkopuctanHs CompositeCollider2D nna  epextuBHHX
KOJTi31i.

4. ['HyukicTh: Oarato mapameTpiB Ui HAJIAIITYBaHHS PE3ybTaTy.

Pesyabrar:

Pesynbrarom po0OOTHM JaHOi MEXaHIKM € TeHepallis Mia3eMellisd, ske Oyne

300paKE€HO Ha PUCYHKY HIKYE.
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Pucynok 3.1 — 3renepoBane mig3zeMernis

3.3.2. MexaHika po3MillleHHSI CYyTHOCTe

[Is wmexaHika BiAMNOBiJa€ 3a TEHEpAIlll0 BOPOTIB Y  3T€HEPOBAHOMY
DungeonGenerator migzemer. Bin BukopuctoBye mimgyory (floor tiles) sik moximBi
TOYKH TIOSIBU, YHUKAIOUH 30H OJIM3BKUX IO TPABIISL.

OcHoBHI pyHKWii:

1) CnaBH BOpOTiB 3 BUIAIKOBUM PO3MOIIIOM:

- [TinTpumye kinbka TUMiB Boporis (ki1ac EnemyType);

- BpaxoBye 1maHc mOsiBM, MiHIMaJdbHy Ta MaKCHMajbHY KUIBbKICTb,

JUCTAHIIIIO BiJ TpaBIIsl.

2) InTerpariist 3 DungeonGenerator:

- Yexkae nogito OnDungeonGenerated nepes mo4aTkom CriaBHY;

- Buxopuctoye FloorPosition a1 BU3Hau€HHS TOUOK IMOSIBU.

3)  Onrumizalisg Ta 6e3meka:

- JlimiT cnpo6 (maxSpawnAttemps) naisi YHUKHEHHS HABaHTAXKEHHS Ta
3aBHCAaHb;

- ABTOMaTHYHE BUJATICHHSI METPBUX BOPOTiB MeTOOM Destroy.

4)  HanamryBaHHs OanaHcCy:

- InrencuBnicTh (Spawnlntensity) nsi perymatoBaHHSI 3arajbHOi KUIBKOCTI

BOPOT'IB;
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maxTotalEnemies nis oOMexxeHHs claBHY KUIbKICTh BOPOTiB.
Ipunuun podoru:
1)  IligroroBka Touok cnaBHy (PrepareSpawnPoints):
OTtpumye Bci kmituakH migiora 3 dungeonGeneraor.FloorPosition;
Bunanse no3urii 6muxde BKazaHWX KIITHHOK IO TPaBI, MO0 YHUKHYTH
CHaBHY Iepe]l TPaBleM.
2)  Temepauis BoporiB (TrySpawnEnemy):
JIJIsi KO)KHOTO THIy BOPOTO OOHpPAEThCs KIUIBKICTH MK minCount Ta
maxCount;
[lepeBipsierses manc nosisu spawnChance;
CrBoproetnest Bopor y nentpi kinituaku GetCellCentreWorld.
3) OOMeKeHHS:
Jlimit cripo0 11t 3HAXOMKEHHS BUTHHOT TOUKH JJISI CTIaBHY;
JIiMIT KIJTBKOCT1 CYTHOCTEM Ha Marli.
Pesyabrar:
PesynbratoM poOOTH 1aHOT MEXaHIKH € PO3MIIIIEHHS CyTHOCTEH B 3reHEPOBAHOMY

migzemernti. Hukde Ha puCyHKY 306pa>1<eH0 CYTHOCTI, SIKi pO3MIiIlleH]I Ha JIOKaIlii.
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Pucynok 3.2 — CyTHOCTI pO3MillIeHH] B TiA3eMeIIl
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3.3.3. MexaHika po3MilliecHHSI AeKOpallii

[le#i CKpUINIT CTBOPIOE BUMAIKOBY KUIBKICTh SIIMKIB HAa MiJJI031 3T€HEPOBAHOTO
i3eMeIIs, YHUKAIOUU 30H MOOIU3y rpaBlis.

Kurouosi OcodsuBocTi

1)  TI'myuxi HanamryBaHHs:

- Hexinbka npedadi smukiB (boxPrefabs) - MoxkHa momaru pi3Hi BapiaHTH
(30posi, anrTeuku, CKapon);

- Hianmazon kuibkocTi (minBoxes, maxBoxes) - nanpuknazn, Big 10 mo 30
SIIIIUKIB HAa PIBEHB;

- [Manc mosBu (boxSpawnChance) - perymoe TYCTUHY pPO3MIIICHHS
(nanpukinan, 70%);

- 3axuct BiJ cnaBHy Ouns rpaBug (minDistanceFromPlayer).

2)  Imrerpamig 3 DungeonGenerator:

- ABTOMaTUYHUN CIIaBH micis reHeparii piBHs (uepes
nofito OnDungeonGenerated);

- Buxopuctosye cniricok FloorPositions /st TO4OK MOsIBU.

3) Onrumizaris:

- [TepemimyBanns Touok (Shuffle) — 3amobirae Ckynm4eHHIO SIUKIB B OAHIN
30HI;

- KontekctHe meHto (RespawnBoxes) — MIBHIIKE TE€CTyBaHHS B PEIaKTOPI
Unity.

HpuHumun podoru:

1)  Iligroroska:

- Otpumye Bci kniTuHkH mijpioru 3 dungeonGenerator.FloorPositions;

- [Tepemirmnye ixX y BUITAAKOBOMY TTOPSIIKY.

2) CraBH SIIIHKIB:

- JIist KoXKHOI KINITUHKY TiepeBipsie boxSpawnChance;

- Sxmo Ttouka mami minDistanceFromPlayer Bim rpaBms — cTBOprOE

BUIIAAKOBUH AHK 3 boxPrefabs.
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3) JlimiTu:

- [Ipouec 3ynuHsA€THCSA, KO JOCITHYTO boxesToSpawn (BHUIagkoBe YUCIO
MK minBoxes 1 maxBoxes).

Pesyabrar:

PesynbratoM poOoTu 1aHOi MexaHIKM € po3MimieHHs mpedadiB CKpUHb B

nigzemeruti. Ha pucynky 3.3 Oyne 300pakeHO pOo3MIIIEeH]1 CKPHHI.

Pucynoxk 3.3 — CkpuHi B mig3zeMesnii

3.3.4. bazoBa MexaHika i 000OBOI cUCTEMH

1) Projectile.cs (IlocTpin/Cuapsn):

[Ipuznauenns: Jlitarounit 00'exT (KyJis), SIKUW 3HUKAE TICHs 31TKHEHHS a00 yepe3
JIESIKUY Jac.

KittouoBi MoMeHTH:

- lifeTime: ABTO3HUILIEHHS 4yepe3 2 CEKYH]IH, SIKIIO CHapsii HI B KOTO HE
BITYYUB.

31TKHEHHS 3 00'eKTamu:

- Pearye Ha 00'extn 3 Teramu Box (smuku) Ta Entity (Boporm).

- [Ticns 3iTkHeHHs 3HUKae (Destroy).

2) AttackDamage.cs (IlIkoxa Big araku):

[Tpuznayenns: HanecenHs mkosia mpy 31TKHEHHI.

KirouoBi MOMeHTH:

- damage: ®ikcoBaHui MIKOAA.

[lepeBipka Tera Entity: Ypakae nurie 00'eKTH 3 IIUM TETOM.

B3aemonis 3 EnemyHealth: Buknukae meton TakeDamage niis 3menmennst HP.
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B Tabnuii 1 HaBEeaeHO BIAMIHHOCTI [IUX MEXAHIK.

Taoauusa 1 — BigminHocTi MexaHik

DyHKIIIA Projectile AttackDamage

Tun 31TKHESHHS OnCollisionEnter2D OnTriggerEnter2D
OO0’ exTH Box, Entity Entity

Jlorika 3HUIIECHHS IMIxona + 3HUIIEHHSA

3) EnemyHealth.cs (310poB’st cyTHOCTEI1):
OcHoBHi pyHKIII:

Tabauus 2 — OcHoBHi ¢pynkuii EnemyHealth

DyHKIIOHA Peamizamis

36epiranns HP IinouncensHe 310poB's (health = 100).

OTpuMmaHHs MIKOAU Meton TakeDamage (int damage) 3menmye HP 1
BHKJIMKae moairo OnDamageTaken.

Cwmepth [Ipu health < 0 Buknukaerbcs Die() 13 3HUILEHHSIM
o0'exta (Destroy).

Ilomii Jlorn po orpumanus mkoau (Action<int>).

besneka OunieHHs noaiy npu 3uuIeHH1 00'ekra (OnDestroy).

IpuHuun podoru:

1)  Crpykrypa:

- [TouaTkoBe 310poB's 3a1a€Thes B iHCTIEKTOP1 Unity;

- [Ipu orpumanni mkoau (TakeDamage) BinOyBa€eTbcsi 3MEHIIIEHHS 37]0POB’S1.

2) [Tonmiss OnDamageTaken:

- J103BOJISI€ IHIITUM CKpUIITaM pearyBary Ha MIKOAY 0e3 MPsIMUX MOCHJIaHb.

3)  Cwmepts:

- BuBoaNUTh MOBIIOMIIEHHS B KOHCOJIb;

- 3HUIITYE 00’ EKT.

Pesyabrar:

Pesynbrarom poOoTHM maHOi MeXaHIKM € peamizamis OoioBoi cucremu. Jlis
NEPEBIPKU MPalE3JaTHOCTI CKpUITa OyJ0 BUKOPUCTAHO KOHCOJNb. JJi1 03HAaHOMIIEHHS 3

JIOTaMH KOHCOJI1 AUB. puC. 3.4.
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PucyHnok 3.4 — Jloru koHcoumi a1 60HOBO1 CUCTEMHU

3.3.5. MexaHika noBeiHKH CYTHOCTEMH

PozrnsineMo mexaHiky Jyuisi 3 KIIFOYOBUX arpeCUBHUX CYTHOCTEH.

1) I'o6miH;
2) [TpuBun;
3) boc.

Ta mogarkoBO I8 THTEPAKTUBHUX 00’ €KTIB.
p

3.3.5.1. MexaHiku noBeAiHKHU rodjiHa

GoblinPatrol - Cucrema narpyJ/iroBaHHs.

1) IIpu3znavennsi: Binnosigae 3a 6a30By MOBEIIHKY BOpOra y CHOKIHHOMY
CTaHi.

2)  Kiro4oBi mexaHiku:

- BunankoBuii pyx y mexax 3agaHoro pazaiycy (patrolRadius);

- BuxopucTtanHs KOpyTHH JIJ1s1 TUTABHOTO TEPEMIIIECHHS;
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[aTerpanis 3 aHiMaTopoM (MepeMUKaHHS MK aHIMaIisIMUA XOAbOU/CIIOKOI0);
ITepesipka nepemkoa 3a gonomororo Raycast;

ABTOMaTHYHE PUITMHEHHS MPU aKTUBAIIlT arpO-peKUMY.

3) OnTuMizaniiiHi 0co0JIMBOCTI:

- Buxopucranus Rigidbody2D.MovePosition a7st miaBHOTO pyXy;

- BiacniakoByBanHsi moyaTkoBoi mo3uilli (startPos) myist oOMexeHHs 30HU
naTpyIIOBaHHS.

GoblinAggro - Cucrema arpecii.

)

Ilpusnauennsi: Binnosinae 3a mnepexigy y OOHOBUH pexum Ta

TIEPECITi TyBaHHS TPABIIS.

2)

KurouoBi mexaHiku:

JIBoeranHa cucteMa BusiBieHHs (aggroRange > attackRange);
ABTOMaTHYHE NEepeCiayBaHHs TPaBLs;

[HTerpaitis 3 aHimMaIiIMHu;

Merton IsAggro() nnst KOMyHIKalii 3 IHIIUMU CKPUITaMH.
Oco0mnuBocrTi:

Pi3H1 MIBUAKOCTI 17151 ATPYIIOBAHHS Ta MEPECIIiTyBaHH;

YiTka po3aiapHa 30Ha Mk cTaHamu "mepecriayBanHs" 1 "aTaka'.

GoblinAttack - CucreMa 0JIMKHBOI aTaKH.

)
2)

IIpusnauenHnsi: Peasizye MexaHiKy araku NpH 31TKHEHHI 3 TPaBLEM.
KurouoBi mexaHikum:

Cucrema KynJayHy MK aTakamu;

CrBopenHs edekry araku (mpedad);

ABTOMaTHYHE 3HUIICHHS €(DEKTY aTaku;

IlepeBipka mapy rpaBLs Il TOYHOT 1I€HTU]IKAL]].

Oco0auBocTi peasizamii:

BukopucTtanHsi KOpyTHH JIJIsl TAUMIHTY aTak;

[Ipocra, ane eekTuBHA cucTeMa OIMKHBOTO 0OI0;

MOKIUBICTB JIETKOTO HaJIalITYBAHHA 4C€PE3 iHCHGKTOp.
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GoblinAttackProjectile - Cucrema cHapsais.
1) IIpusnavyenns: Biamosinae 3a ataku ro0mina.

2) KirouoBi MexaHiku:

. HaneceHHs Koy mpy KOHTAKTI,

. BiarBopenns crenl. eekTy normaiaHHs;
. HanamroByBaHui yac »KUTTs CHApSAa;
. BizyanpHa Biggaua npu nomagaHHi.

3) OcobamBocri:

. JluHamiyHe CTBOpEHHS €(PEKTIB MONagaHHs;
. BinkiroueHHs kosutaiiiepa micis nonajgaHHs;
. ['HyuKi HajamITyBaHHS Yepe3 IHCIEKTOP.

B3aemonist Misk ckpunramu:

1) GoblinAggro Bucrtymnae gk "M030K", KEpyIOUH CTaHAMU:

- AKTUBAIIIS YM I€AKTUBAIIiS TTATPYTFOBAHHS;

- [TepemukaHHs MK ITepECITiTyBaHHSIM 1 aTaKo0.

2) GoblinPatrol aBToMaTM4HO NPUNUHSAETHCS MPU AKTUBHOMY arpeCHBHOMY
CTaHl.

3) GoblinAttack i GoblinAttackProjectile:

- MoxyTh BUKOPUCTOBYBAaTUCH OJJHOYACHO JIJIsl PI3HUX THUIIIB aTak;

- [aTerpytoThes uepes 3aranbHy cuctemy mkoau (PlayerHealth).

Pe3yabrar:

Huxde Ha pUCYHKY BU MOXE MOOAYUTH Bi3yalli30BaHUI pe3yabTaT B3a€MOZIT X

MEXaHIK.
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Pucynok 3.5 — Bizayamizariis mexanik ['o0mina

3.3.5.2. Mexanika noBegiHKy NPUBHUAA.

1)  GhostAggro - KonTpoJep arpecii.

SAnpo noBeAiHKM, 10 KePye TPHOMA CTAHAMM:

- Crokiii (isAggro = false) — 6e311sIbHICTB;

- [lepecninyBanHs;

- Bigctyn (pyx Bix rpaBiis 3 retreatSpeed npu HaOMHXKEHHI).
KurouoBi 0co0mBoOCTI:

- JIB1 30HU BusBieHHs (aggroRange > safeDistance);

- IaTerpartis 3 animaropom depe3 UpdateAnimation();

- Merton IsAggro() nnst KOMyHIKallii 3 IHIIUMU CKPUITaMH.

Onrumi3zamis:

49

- Buxopucranus Rigidbody2D.linearVelocity 3amicts Transform.position

JUTSI TUTABHOTO PYXY 3 (hi3UKOIO.
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2)  GhostPatrol - Cucrema narpysiloBaHHsl.
PeaJizye noBeiHKy y CIOKiiHOMY CTaHi:

- Bunankosuii pyx y mexax patrolRadius;

- OuikyBaHHsl MK Toukamu (waitTime);

- [TepeBipka nepemikon (obstacleLayers).
Crnenudika peadizamii:

- BuxopucTtanus KOpyTHH JIJIs1 TIOCITIIOBHUX JTiH;

- ABTOMaTHYHA T1ay3a P aKTUBHOMY arpecuBHoMy ctaHi (IsAggro());

- CHHXpOHI3all1 aHIMALIIH 3 pyXOM.

3) GhostAttack - Cucrema araku
Bignosigae 3a 1aJabHi aTaku:

- 3arpumka Mk atakamu (attackCooldown);
- CrBopenns cHapsiaiB (projectilePrefab);

- ®di3uuHuil pyx cHapsaiB (projectileSpeed).
TexuiuHi neraJi:

- BumkHeHna rpasiTariis 111 CHapsIiB;,

- [Tepesipka auctaniii (attackRange < aggroRange).
4) GhostAttackProjectile - Cuapsaun
O0podka cHapsiaiB aTaku:

- Hanecenns mkomu (damage);

- Edexr nonaganus (hitSprite);

- ABro3HuIieHHs yepes lifetime.

5)  B3aemonisi Misk CKpUnITaMHU.

1. GhostAggro Bucrymae sk "Mo30K"":

- Bwmukae un BUMHUKae marpyarOBaHHS;

- Kepye nepexogamu Mix cTaHaMHU.

2. GhostPatrol:

- [Tpuzynunserscs npu IsAggro() = true;

- BiI[HOBJII'O€TI)C§I ABTOMAaTH4HO.
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3. GhostAttack:

- AKTUBY€ETHCA TIIBKU B arpECUBHOMY PEXUMI;

- BukopucToBye aHi Mpo MO3UIII0 IPaBIIs.

4, GhostAttackProjectile:

- He3zanexHuii 00'eKT miciasi CTBOPEHHS,

- [ToBinomisie PlayerHealth mpo mikomy.

Pesyabrar:

Huxue Ha pucyHKy BH MOXKe 1MOOAUUTH Bi3yalli30BaHUM pe3yibTaT B3aeMOJIT LIUX

MEXaHIK.

Pucynox 3.6 - Bizayamizaris mexanik [IpuBumga

3.3.5.3. MexaHika nmoBeaiHku 0oca.

1)  BossAggro - KoutpoJep arpecii.

SAnpo Al 6oca, mo Bignosinae 3a:

- [lepecnigyBanns rpaBus Ha (ikcoBaHiil auctaniii (stopDistance);
- AKTHBAIIIO0 arpo-peKuMy 4epe3 TOJIiF0 aTaKu TPaBIIs;

- CHHXpOHI3aIlII0 aHIMAIli 3 PyXOM.

Kurouosi ocodsiuBoCTI:

- ['HyuYKHif KOHTPOJIH MIBUAKOCTI;

- YiTka AMCTaHIIIS 3yTUHKY;

ABTOMaTHYHE BUMKHEHHS PYXY TIPH TOCATHEHHI IT1Ti;
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2) BossBladeAttack - Cucrema cneniajibHUX aTak.

MexaHika aTaky 3 TPbOMa TUIIAMMU NATEPHIB:

1. Cripanbauii (SpiralPattern) - mocnimoBauit Bukua npedadis;
2. Kpyrosuii (CircularPattern) - onHoOYacHUM BUKUI 11O KOJTY;
3. Xpecronoxaiouwmii (CrossPattern) - 4 mpedaba ataku mix mpsSIMUAM KyTOM.

Oco6auBOCTI peanizarii:

. Bunaaxosuii Bu0ip narepny (1-3)

. HanamroByBaHi mapaMmerpu:

- bladeSpeed - mBUAKICTH TONBOTY;

- bladesPerAttack - kinpkicTh npedabiB araxu;

- attackCooldown - 3aTpuMKa Mixk aTakaMH.

3)  BossAttackProjectile - CHapsiam 1Jis arak.

TexHiuHi geraJi:

- OnTumizoBaHe 3HUICHHS;

- ['myuki HanamtyBaHHs yepe3 iHcnekTop Unity;

Pe3syabrar:

Huxde Ha pUCYHKY BU MOXE NMOOAYUTH Bi3yalli30BaHUI pe3yabTaT B3a€MOZIT IIUX
MEXaHiK.

3.3.5.4. MexaHika npeaMeTiB Ta iHTePAKTHUBHHUX 00’ €KTIB.

1) Box.cs — BunaakoBe BUNIAiHHA NPeaMeTY 3 SIIUKIB.

[Tpu3HaueHHs: CTBOPIOE BUMIAJAKOBUH MPEAMET MPH 3HUILECHHI SIIHKA TPaBIEM.

KitouoBi oco0nuBOCTI:

- 50% manc BunananHs ki (meatPrefab) abo 3umns (potionPrefab);

- ABTOMaTHUYHE 3HMIICHHS SAITAKA ITICIISA BIIKPHUTTS;
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health point

Pucynok 3.7 — Bizyanizariis Mexanik boca

2) FoodHeal.cs - BinnoByienHs 310poB's.

[Ipuznauenns: BigHoBmoe HP rpaBus npu nigdoopi ixi.

KitouoBi ocoOnmmuBOCTI:

- [Tepesipka nmoBHoro 310poB's (!IsFullHealth());

- Kondiryposanwuii o6csr nikysanus (heal Amount);

- 3ano6iranHs HaJAMIPHOMY JIIKYBaHHS (SIKIIO 3/J0POB’Sl BKE MAKCUMYM).
3) SpeedPotion.cs - Tum4yacoBuii OyCT IIBUAKOCTI.

[Tpu3HadeHHs: 301TBITY€ MIBUIKICTh PYXY TPaBIIS.

KittouoBi ocoOnMBOCTI:

- [Tpsime 30impIeHHs TIBUAKOCTI yepe3 PlayerMovement;

- MoHa HanamTyBaTu CUily eeKTy;

- 3HUILECHHS MICJIsI BAKOPUCTAHHS.

Hwxdae na pucynky 3.8 Oyae HaBemeHO miarpamy, ska BigoOpakae MPUHITUIL

poOOTH MEXaHIKHM MPEIMETIB Ta IHTEPAKTUBHUX 00’ €KTIB.
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Jinna wenakocTi

+HP rpasio +LLIBMAaKicTb rpaBua

Pucynok 3.8 — [Ipunmun poGoTH MeXaHIKH

Takox Ha pucyHKy 3.9 300pakeHO BI3yasli30BaHU MPUHIUN POOOTH IIi€i

MEXaHIKH.

Pucynok 3.9 — BizyanizoBaHa MexaHika MpeaMeTiB
Ipumitka: 118 KOPEeKTHOI POOOTH BCIX MEXaHIK MOTPIOHO MPaBUIBHO

BCTAHOBUTH KOMIIOHEHTH B 1HCHEKTOPi, a came Rigibody2D ta BoxCollider mys xomi3ii

Ta peecTpaulii BIy4aHb.
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Po3nin 4. BUMOI'N, TECTYBAHHS TA BAJIIJAIIA CUCTEMHU

4.1 Bumoru 10 rpu Ta OCHOBHI IIIXOAH 10 NPOEKTYBAHHS.

Po3poOka Rogue-like rpu w™ae rpyHTyBarucsi Ha OCHOBHUX TMPHUHIIMIIAX
IIPOEKTYBAHHSA, 10 3a0€3MeuyroTh TITMOOKUN TeUMIUIeH, peirpaOesbHICTh, TEXHIYHY
cTaOUIbHICTL Ta arMocdepy. IrpoBuid mpouec mae OyTH I1HTYITHBHO 3pO3yMUIMM,
JTO3BOJISIFOYH TPABISM IIBUIKO OCBOITH OCHOBHI MEXaHIKH.

Ku1104o0Bi acnieKTH NPOEKTYBAHHS BKJIYAKOTh:

1) IIpouexypHy reHepailil0 KOHTEHTY KK OCHOBY peirpa0esbHOCTI.
ANTOPUTMH CTBOPEHHS PIBHIB MalOTh 3a0e3reuyBaTd  YHIKaJIbHICTh  KOXKHOTO
TIPOXOKEHHSI.

2)  TI'nubGoky 00iioBY cucTeMy 3 eIeMEHTaMu cTparerii. [ pa Mae mponoHyBaTu
pi3HI cTUiIl 0010 (ONMIKHIN, anbHIN) 3 YITKUMUA MEXaHIKaMU.

3) ATMoc(epHUii 3BYKOBHI CyNPOBi Ta Bi3yaJbHUN CTHUIIb.

4.2. OCHOBHI XapaKTePUCTUKH, 1110 BPAXOBYKThCSl IPU Po3po011i rpu.

1) I'efimnuieiiHI XapaKTEePpUCTUKM:

- Iubuna mexawuix - cucTeMa TOBHHHA TOEIHYBAaTH MPOCTOTY OCBOEHHS 3
MOJKJIMBICTIO MAalCTEPHOTO BUKOPUCTAHHSI;

- Peiepabenvnicmob -  3a0e3meuyeTbcsl  Yepe3  NPOLEAYpHY T'eHEpaIliio,
BUIA/IKOB1 1BEHTH Ta MHOXKMHH1 CTPATEr1l MPOXOIKECHHS;

- bananc cxnaonocmi - mocTynoBe 3pOCTaHHS BHUKIMKIB BIJAMOBIAHO 0
IPOTpeCy TPaBIIs.

2) TexHiYHI XapaKTepPUCTUKH:

- IIpooyxkmusnicmo - crabinpHuit FPS Ha mimpoBux miardopmax (60+ mms
IIK, 30+ nms MoOUTBHUX);

- Onmumizayis - eHeKTUBHE BUKOPUCTAHHS PECYPCIB;

- CmabinbHicms - MiHIMI3a11is 0AriB Ta IHIIKUX TEXHIYHUX MPOOIIEM.

4.2. Onuc NPOEKTOBAHOIO MPOAYKTY

IIpoexToBanmii mponykT: KoM torepHa rpa.
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Haszsa npoaykry: The Game a6o HRA.

Onuc npoaykry: HRA — me rpa ana [IK mmardopmu B sxaHpi rogue-lite 3
enementamMmu RPG. Ipa crwiizoBaHa TiJ PETPO-ITPU YacCiB TPETHOTO MOKOIIHHS
noMainHix koHconed [21]. KombopoBa rama Oyna oOpaHa MOHOXpPOMHA, B CIpHX
KOJbOpax. My3WUHUI CyHpPOBiJl TAKOK PO3POOJICHUH 1 CTUITI30BAHUH.

Icropis rpu: «llomii BimOyBarOThCs B BUTaJaHoMy (DEHTE31MHOMY CBITI.
KopomiBCTBO KMJIO MHPHO, IOKM HE 3’SIBUBCSI TAEMHHUYUH OCTPIB 1 HE OKYTaB 3eMJI1
TyMaHOM. MUpHI1 KUTeJ MoYaau MOMUPATH BiJl MOCTIMHUX HaAOIriB MOHCTpiB. Kopoib
MOCHUJIa€ EKCHEAMIIII0, Ta BOHA MOTpaIuisie y MITOPM 1 MoTeprnae HeBaayl. ['paBeis Oepe
Ha ce0e poJib BUUILJIOTO COJATY, IKOMY Tpeba po3rajiaTH 3arajiky TAEMHUYOTO OCTPOBY
1 BpATYBaTH KOPOIIBCTBO.»

OcHOBHI (pyHKLII Ta MOKJIUBOCTI IPH:

- [IpouenypHa renepaiiist piBHIB

Opni€ero 3 KIOYOBUX OCOOIMBOCTEM MPOEKTY € MpPOLEAypHa reHepallisi piBHIB.
[Tim gac KOXKHOTO TPOXOKEHHS Tpa CTBOPIOE YHIKAJIbHI MiA3EMEIIS 3 BUIMAIKOBUMHU
KiIMHaTaMM, BOPOTaMH, 110 3HAYHO 301IBIINY€E peirpadeabHICTh Ta pOOUTH KOXKHY CIIPOOY
BIJIMIHHOIO BiJl MOMEPEIHBOI.

- boitoBa cucrema

bolioBa cucrema rpu mnepeadadae JWHAMIUHI CYTUYKH 3 BUKOPUCTAHHSAM 30poi
IanbHBOTO 0010. I'paBenb MOXke aTaKyBaTH BOPOTIB Y HAaImpSMKY Kypcopa MHIIEIO, IO
JI03BOJIIE TOYHO KOHTPOJIOBaTH yhapu. KpiM cTaHIapTHHX arak, MEPCOHAX BOJOIE
YHIKaJbHUMU BMIHHSMH, HampHKiaja, OJUCKaBUYHUM pHUBKOM (OiiHKOM). Bocu, ki
TPAIUIAIOTBCS. HAa TEBHUX eTalax, MaloTh CKIAIHI MaTepHH arak, 10 BUMAararoTh
TaKTUYHOTO MIAXOY Ta MIBUIKOI peaKIlii.

- Cepenosuie rpu

CepenoBuinie rpu nmoOyaoBaHE TaKMM YMHOM, II0OO CTUMYIFOBATH JIOCIIKEHHS.
[1ix yac npoxoKeHHs rpaBellb CTUKAETHCS 3 IHTEPAKTUBHUMU 00’ ekTamu. B3aemonis 3
TaKUMU €JIEMEHTaMH POOUTH MPOIEC MPOXOMKEHHS OLIbII 3aXOILUTIOIOUMM. Y KOXKHIH

cecii rpaBelb MOXKE 3HAXOAUTH HOBI MIUISXH.
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- 3ByKOBE O(hopMIIEHHS
3BykoBe O(OPMIICHHSI TaKOXXK Tpae BaXIJIMBY POJb y CTBOPEHHI arMocdepw.

ATtmocdepHuit cayHATPeK MiJCUITIOE HAMIPYKECHICTb.

TexHiuHa peanizallis
Texniuyna peanizaiiss TpoekTy O0a3yeTbcs Ha irpoBoMy pymiii Unity, 1m0
3a0e3reuye BUCOKY NPOAYKTHUBHICTh Ta THYYKICTh y HajamTyBaHHI. OnTuMizaiis

rpadiku Ta Hi3UKK JO3BOJISIE JOCITTH CTAOUTFHOT YaCTOTH KaIpiB.

4.3. Il1an BUPOOHUIITBA 0IATKY

Eran 1: AnaJjiiz BUMOT Ta NPOEKTYBAHHSA aPXiTeKTYPHU I'PH

[TouarkoBuii eTan nepeadavae MPOBEICHHS AETaIbLHOTO aHaJ13y KOHIEIIII TPy Ta
BU3HAUEHHs 11 OCHOBHUX MexaHik. Ha mpomy erami (opMyroThCcsi Takl OCHOBHI
JIOKYMEHTH:

- KonuenrtyanbHuii JOKYMEHT IPHM — MICTUTh 3arajbHUil ONUC, KaHD,
OCHOBHI €JIEMEHTH TeHMIUICIO Ta Bi3yaJbHUMN CTHIIb.

- Texniuna gOKyMeHTAaIlisi — OINUCYE apXiTEKTypy TpH, MOIYJIbHY
CTPYKTYpY, BUOip TexHouoriil (irpoBuii pymriii Unity), ¢popmaru 30epeKeHHs TaHUX Ta
METOIX OIITUMI3aIli.

- JIOKyMeHT 3 AuM3aliHy I'PH — MICTUTh JAETAI30BaHUI OMHC TeUMILIEIO,
CIOXKET, IrpoBlI MexaHikH, iHTep(deic KopHCTyBadya, cHCTeMy OOHOBOI B3aeMomii Ta
reHepalliio piBHIB.

- ApXiTeKTypa NpOeKTy — Tnependadae po3poOKy KOMIIOHEHTIB TpH:
reHepailis piBHIB, OolioBa cuctema, aHimarii, Al BoporiB, cucTteMa iHBEHTapI Ta
PO3BUTOK MTEPCOHAKA.

- Ilnan ynpaBiaiHHST pH3UKaMM — T[iependadyae BUSIBICHHS MOXIMBUX
TEXHIYHUX TPYIHOIIIB Ta pO3pOOKY IJIaHy 3 IXHBOTO MOJI0JIAHHS.

Eran 2: Po3po0ka 0CHOBHHX MeXaHIK

Ha nanomy erami peaini3ytoTbcsi 6a30B1 MEXaHIKHU TPH, a CaMe:

- Pyx Ta ynpaBiiHHS IEPCOHAXKEM;

- boiioBa cuctema;
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- [IpouenypHa reHepaiiisi piBHiB;

Cucrema BOpOriB;

Eran 3: Po3po0ka KOHTEHTY Ta po3mupeHHs GyHKIiOHATY

ITicns  TecTtyBaHHs ©a30BOro MNPOTOTHUILY JOAAIOTHCA HOBI €JIEMEHTH Ta
MOKPAIYETHCS ICHYIOUMIA (PyHKITIOHAI:

- Po3pobka no1aTkoBUX MEXaHIK — BKJIIOYA€ HOB1 BUJIU BOPOTiB;

- ITokpaiienHs: 60KMOBOI CUCTEMHU — JOJIaBaHHSI MEXaHIK Il YXWUJICHHS BiJ
aTak BOPOTiB;

- MexaHika cMepTi Ta BIAPOMKEHHS — peajizallisi BIAPOKEHHS TICs
CMEPTI;

- 3BykoBe OOpPMIIEHHS — JJOJJaBaHHA 3BYKIB aTak, ()OHOBOTO CayHATPEKY;

- [TokpamnieHHs: aHiMalli — JOJATKOB1 €()EeKTH MpHU aTalll, CMEPTI BOPOTIB Ta
BUKOPHUCTAHH1 3aKJINHAHbD.

- BizyanbHa onrtuMizanis — CTBOPEHHSI CTUJII30BAHUX TEKCTYp JJIs PIBHIB,
BOPOTiB Ta IIPEIMETIB.

Eran 4: TectyBaHHSI Ta HAJIATO’KEHHA TPH

- OyHKII0HAIbHE TECTYBaHHS — MEpPeBipKa KOPEKTHOCTI OCHOBHUX MEXaHIK
(pyx, araka, renepartis).

- Crpec-TecTyBaHHS — MepeBipKka Ha MPOAYKTUBHICTh MPH BEJIMKIN KIJTBKOCTI
BOPOTiB 200 MPeIMETIB.

- TectyBanHsa 6010OBOT cUcTeMH — OalaHCYBaHHS YPOHY, CKJIATHOCTI BOPOTiB
Ta BIKWBAHHSI TPaBIIA.

- Anbda-TecTyBaHHS — 3aJy4Y€HHS TECTEpIB IS BUSIBICHHS HEMONIKIB Ta
MIPOTIO3UIIIN 11010 TTOITIIICHHS.

- Bunpasnenns OariB — Ha ocCHOBI (i0EKy yCyBalOThCSi MOMWIKHA Ta
MOKPAIYETHCS CTAOUTHHICTH TPH.

Eran S: 3anyck 0era-Bepcii Ta 30upaHHs BIAT'YKiB KOPHUCTYBaviB
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[licnst ycmimHOro TeCTyBaHHSI MPOEKT 30MPAEThCSl B TOTOBUM JOAATOK TPU IS
TECTyBaHHS OOMEXEHHM KOJOM TpaBIliB JJs 300py BIATYKIB Ta MOAAIBIIOTO
BUIIPABJICHHS TOMUJIOK.

Eran 6: Bunyck rpu 3 0era-Bepcii

[Ticnst ycminrHOTO 3aBepIlIeHHs BCIX MONEPEIHIX €TaMiB 1 BpaXOBYIOUM OTPUMAaHUM

BIAT'YK B1J I'PaBIlIB, BUITYCKA€TLCSA CTAOUILHA BEPCIS I'PH.
y p ) y p
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BUCHOBKH

VY Mexax kBamidikamiiaoi po6oT Oyino peanizoBaHO PO3POOKY KOMIT IOTEPHOI
rpu B kaHpi Rogue-like 13 BukopucTanusMm irposoro pyiiis Unity, 30cepeKyounch Ha
acmeKkTax reimansaiiny, ayaioBi3yaibHOro oopMieHHs Ta iHTepdeiicHoi yacTuHu. Ha
OCHOBI TPOBEJEHOTO >KAHPOBOTO aHadi3y OyJ0 BUAUICHO KIIIOUOBI E€JIEMEHTH,
npUTamMaHHi irpaM IbOTO THUITY, 30KpeMa MPOLEAYpPHY T'€Hepallil0, BUCOKY CKJIaJHICTb,
HEJIHIMHICTh MPOXOKEHHS, IEPMAHEHTHY CMEPTh MEPCOHa)Ka TOIIO.

Unity Oyno oOpaHO siK e(eKTHBHE CEepeloBHINE HJisi peaiizaiii 3a3HauyeHUX
MEXaHIK 3aBISKH HIMPOKUM MOXKJIMBOCTSAM 3 MPOLEAYPHOI TeHepalli piBHIB, OOYJ0BU
iHTepdeiicy, inTerpaiii rpadgiyHUX Ta 3BYKOBUX €lIeMeHTiB. CTBOPEHO KOHIIEMIIIIO TPU
Ta TPOTOTHI, IO BKIIOUae 0a30BI MEXaHIKU: TEpeMilleHHs, 001 3 MPOTHUBHUKAMH,
TeHepallio PIBHIB Ta IHBEHTAPU3AL[IIO ITPEIMETIB.

3n1licHeHO Bi3yaJibHE Ta 3ByKOBe O(OPMIICHHS TPU BIAMOBIIHO 70 OOpaHOi
CTHWIICTUKU. [HTEepdeic KopucTyBaya peai3oBaHO 3 YpaxyBaHHSAM MPUHIUIIB
3pY4YHOCTI, IHTYITUBHOI HaBirauii Ta JOCTYMHOCTI.

[IpoBeneHe TecTyBaHHS MIATBEPAMIIO Mpale3qaTHICTh MPOTOTHUITY, BIAMOBIAHICTD
peani30BaHUX MEXaHIK JKaHPOBUM BHMOTaM, a TaKOXX BHUSBWJIO HANPSIMHU JUIS
MOJAJIBIIIOTO BJOCKOHAJIEHHS, 30KpeMa B YacCTHHI OajaHCy CKJIQJHOCTI, PO3LIUPEHHS
ClEeHapiiB re’eparii Ta ONTUMI3allii IpOAyKTUBHOCTI.

OTpumaHi pe3ynbTaTd CBIAYATh NP0 NPAKTUYHY JOLUIBHICTH BHUKOPHCTAHHS
irpoBoro pymrisi Unity mns cTBopeHHst irop y »kaHpi Rogue-like 1 nmeMoHCTpYHOTH
3[IaTHICTh aBTOpa JI0 CAMOCTIMHOTO BUKOHAHHS MOBHOTO LMKIY PO3POOKHU BiJ 11I€i 110
OPOTOTHILY.

ITix yac poOOTH HAJ AUTIIIOMHUM ITPOSKTOM OyJIH MIPOMICH] TakKl eTamu:

— JleTraJibHe JOCJHIAKeHHSI MpPeAMeTHOI 00J1acTi, aHAJI3 rOTOBHUX pillleHb Ta
NOCTAaHOBKA 3a1a4i

Byno mpoBeneHo aHami3 irpoBOr0 pUHKY, 30kpema aHpy Rogue-like, 1mo0
BU3HAYUTH TOTPeOU TpaBliB Ta BUSBUTU aKTyaslbHI TeHIEHINI. PO3misHyTO icHyroul

pIllIeHHsI, TpoaHai30BaHO iXHI CWJIBHI Ta chabki ctopoHu. Ha ocHOBI 1bOrO
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c(hopMylIbOBaHO 4YITKE 3aBIaHHS: po3poOWTH 1HHOBALiHY rpy kaHpy Rogue-like Ha
OCHOBI irpoBoro asuryHa Unity.

— IIpoexTyBaHHs

[IpoexTyBaHHSI T'pU BKJIIOYATIO E€CKI3HUM, TEXHIYHMN Ta poOouuid eranu. J{is
IIPOEKTYBaHHs Oylla oOpaHa 00’€KTHO-OPIEHTOBAHA METOJOJIOTISA, IO JIO3BOJIMJIA
CTBOPUTU MOJYJIBHY Ta MaciITaboOBaHy apXiTekTypy. Ha erami ecki3HOro MpoeKTyBaHHS
Oy po3po0iIeHi TPOTOTUIIH OCHOBHUX ITPOBUX MEXaHIK Ta JU3aliHy KOPUCTYBAILbKOTO
iHTEepdeicy.

— Po3po0ka Ta TectyBaHHs (PyHKUIOHATBHUX MOAYJIIB I'PH

Po3poOka rpu 3aiiicHIOBaIacs Ha OCHOBI irpoBOTO pytirist Unity 3 BAKOPUCTAHHAM
C#. Peasi3oBaHO KJIIOUOBI €JIEMEHTH IIPOBOIO IPOLECY: YIPABIIHHS IEPCOHAKEM,
OolioBa crcTeMa 3 BUKOPUCTAHHSIM JAUCTAHI[IMHUX aTaK, IMHAMIYHE T€HEpyBaHHs P1BHIB
Ta posmimieHHss BoporiB. CTBOpEHO aJanTHBHUM 1HTEep(deEic, M0 J03BOJISIE 3PYyYHO

B1J1I0OpakaT MOKAa3HUKHU 3/I0pPOB’S Ta IHIII apaMeTpPH.
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JOJATOK A. Kox po3podku

Jlictunr A.1 — ckpunt «DungeonGenerator»

using UnityEngine;

using UnityEngine.Tilemaps;

using System;

using System.Collections.Generic;

public class DungeonGenerator : MonoBehaviour

{

[Header("Tile Settings")]
[SerializeField] private TileBase wallTile;

[SerializeField] private TileBase sandTile;

[Header("Collision Settings")]
[SerializeField] private Tilemap collisionTilemap;

[SerializeField] private TileBase collisionTile;

[Header("Dungeon Settings")]

[SerializeField] private int dungeonWidth = 100;
[SerializeField] private int dungeonHeight = 100;
[SerializeField][Range(0, 100)] private int fillPercent = 45;
[SerializeField] private int smoothinglterations = 5;

[SerializeField] private int wallThresholdSize = 50;

]
|
|
]
[SerializeField] private int roomThresholdSize = 50;
[SerializeField] private int passageWidth = 2;
[SerializeField] private int roomCount = 5;
[SerializeField] private int roomMinSize = 5;
]

[SerializeField] private int roomMaxSize = 15;
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[Header("References")]
[SerializeField] private Tilemap groundTilemap;
[SerializeField] private Tilemap wallsTilemap;

[SerializeField] private Transform player;

private int[,] map;
private List<Room> survivingRooms = new List<Room>();
private System.Random random;

private List<Vector3Int> floorPositions = new List<Vector3Int>();

public event System.Action OnDungeonGenerationComplete;
public List<Vector3Int> FloorPositions => floorPositions;
public Tilemap GroundTilemap => groundTilemap;

public Transform Player => player;

public event Action OnDungeonGenerated,

void Start()
{

random = new System.Random(Time.time.GetHashCode());

GenerateDungeon();

void GenerateDungeon()

{
map = new int[dungeonWidth, dungeonHeight];

RandomFillMap();

for (int 1 = 0; 1 < smoothinglterations; i++)
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SmoothMap();

ProcessMap();

GenerateRooms();

ConnectClosestRooms();

RenderMap();

PlacePlayerInMainRoom();

OnDungeonGenerated?.Invoke();

Debug.Log($"Generated dungeon with {floorPositions.Count} floor tiles");

void RandomFillMap()
{
for (int x = 0; x < dungeonWidth; x++)
{
for (int y = 0; y < dungeonHeight; y++)
{
if (x ==0 || x == dungeonWidth - 1 || y == 0 || y == dungeonHeight - 1)
{
map[x, y] = 1;
}
else
{
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map|[x, y] = (random.Next(0, 100) < fillPercent) ? 1 : 0;

b
b
b
b
void SmoothMap()
{
for (int x = 0; x < dungeonWidth; x++)
{
for (int y = 0; y < dungeonHeight; y++)
{
int neighbourWallTiles = GetSurroundingWallCount(x, y);
if (neighbourWallTiles > 4)
map[x, y] = 1;
else if (neighbourWallTiles < 4)
map([x, y] = 0;
b
b
b
void ProcessMap()
{

List<List<Coord>> wallRegions = GetRegions(1);

foreach (List<Coord> wallRegion in wallRegions)

{
if (wallRegion.Count < wallThresholdSize)

{
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foreach (Coord tile in wallRegion)

{
map|tile.tileX, tile.tileY] = 0;

List<List<Coord>> roomRegions = GetRegions(0);

foreach (List<Coord> roomRegion in roomRegions)

{

if (roomRegion.Count < roomThresholdSize)

{

foreach (Coord tile in roomRegion)

{
map[tile.tileX, tile.tileY] = 1;

void GenerateRooms()

{

survivingRooms.Clear();

for (int 1 = 0; 1 < roomCount; 1++)
{
int roomWidth = random.Next(roomMinSize, roomMaxSize);

int roomHeight = random.Next(roomMinSize, roomMaxSize);



int roomX = random.Next(0, dungeonWidth - roomWidth - 1);
int roomY = random.Next(0, dungeonHeight - roomHeight - 1);

for (int x = roomX; x < roomX + roomWidth; x++)

{

for (int y = roomY; y <roomY + roomHeight; y++)

{
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if (x > 0 && x < dungeonWidth - 1 && y > 0 && y < dungeonHeight - 1)

1
map[x, y] = 0;

survivingRooms.Add(new Room(new Coord(roomX, roomY), roomWidth,

roomHeight, map));
h

void ConnectClosestRooms()

{
for (int 1 = 0; 1 < survivingRooms.Count - 1; i++)
{
float shortestDistance = float.MaxValue;
Room closestRoomA = null;

Room closestRoomB = null;

for (intj =1+ 1; j < survivingRooms.Count; j++)

{
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float distance = Vector2.Distance(
new Vector2(survivingRooms[i].center.tileX,
survivingRooms[i].center.tileY),
new Vector2(survivingRooms][j].center.tileX,

survivingRooms[j].center.tileY));

if (distance < shortestDistance)

{
shortestDistance = distance;
closestRoomA = survivingRoomsJi];
closestRoomB = survivingRooms[j];
b
}

if (closestRoomA !=null && closestRoomB != null)
{

CreatePassage(closestRoomA, closestRoomB);

void CreatePassage(Room roomA, Room roomB)

{

Coord start = roomA.center;

Coord end = roomB.center;

if (random.Next(0, 2) == 0)
{

CreateHorizontalPassage(start.tileX, end.tileX, start.tileY);
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CreateVerticalPassage(start.tileY, end.tileY, end.tileX);
b

else

{
CreateVerticalPassage(start.tileY, end.tileY, start.tileX);

CreateHorizontalPassage(start.tileX, end.tileX, end.tileY);

void CreateHorizontalPassage(int x1, int X2, int y)

{
for (int x = Mathf.Min(x1, x2); x <= Mathf.Max(x1, x2); x++)

{
for (int w = -passageWidth / 2; w <= passageWidth / 2; w++)

{
if (x >= 0 && x < dungeonWidth && y + w>=0 && y + w <
dungeonHeight)

{

map(x, y + w] = 0;

void CreateVerticalPassage(int y1, int y2, int X)

{
for (int y = Mathf.Min(y1, y2); y <= Mathf.Max(y1, y2); y++)

{
for (int w = -passageWidth / 2; w <= passageWidth / 2; w++)
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{
if (x +w>0 && x + w < dungeonWidth && y >= 0 && y <
dungeonHeight)
{
map[x +w, y] =0;
b
b
b
b
void RenderMap()
{

groundTilemap.ClearAllTiles();
wallsTilemap.ClearAllTiles();
if (collisionTilemap != null) collisionTilemap.ClearAllTiles();

floorPositions.Clear();

for (int x = 0; x < dungeonWidth; x++)

{
for (int y = 0; y < dungeonHeight; y++)

{

Vector3Int tilePosition = new Vector3Int(x - dungeonWidth / 2, y -
dungeonHeight / 2, 0);

if (map[x, y]==1)
{

wallsTilemap.SetTile(tilePosition, wallTile);
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if (collisionTilemap != null && collisionTile != null)

{

collisionTilemap.SetTile(tilePosition, collisionTile);

}

else

{
groundTilemap.SetTile(tilePosition, sandTile);
floorPositions.Add(tilePosition);

if (collisionTilemap != null)
{
TilemapCollider2D  collider =
collisionTilemap.GetComponent<TilemapCollider2D>();
if (collider == null) collider =

collisionTilemap.gameObject. AddComponent<TilemapCollider2D>();

CompositeCollider2D  composite =
collisionTilemap.GetComponent<CompositeCollider2D>();
if (composite == null) composite =

collisionTilemap.gameObject. AddComponent<CompositeCollider2D>();

Rigidbody2D rb = collisionTilemap.GetComponent<Rigidbody2D>();
if @b = ml) b =
collisionTilemap.gameObject. AddComponent<Rigidbody2D>();
rb.bodyType = RigidbodyType2D.Static;
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void PlacePlayerInMainRoom()
{

if (player !=null && survivingRooms.Count > 0)
{
Room largestRoom = survivingRooms[0];
foreach (Room room in survivingRooms)

{

if (room.roomSize > largestRoom.roomSize)

{

largestRoom = room;

Vector3Int tilePosition = new Vector3Int(
largestRoom.center.tileX - dungeonWidth / 2,
largestRoom.center.tileY - dungeonHeight / 2, 0);
Vector3 worldPosition = groundTilemap.GetCellCenterWorld(tilePosition);

player.position = worldPosition;

int GetSurroundingWallCount(int gridX, int gridY)
{

int wallCount = 0;

for (int neighbourX = gridX - 1; neighbourX <= gridX + 1; neighbourX++)
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for (int neighbourY = gridY - 1; neighbourY <= gridY + 1; neighbourY++)

{
if (neighbourX >= 0 && neighbourX < dungeonWidth && neighbourY >= 0

&& neighbourY < dungeonHeight)

{
if (neighbourX != gridX || neighbourY != gridY)

{

wallCount += map[neighbourX, neighbourY];

}

else

{

wallCount++;

}

return wallCount;

List<List<Coord>> GetRegions(int tileType)
{

List<List<Coord>> regions = new List<List<Coord>>();

int[,] mapFlags = new int[dungeonWidth, dungeonHeight];

for (int x = 0; x < dungeonWidth; x++)

{
for (int y = 0; y < dungeonHeight; y++)

{
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if (mapFlags[x, y] == 0 && map[x, y] == tileType)
{

List<Coord> newRegion = GetRegionTiles(x, y);
regions.Add(newRegion);

foreach (Coord tile in newRegion)

{
mapFlags|[tile.tileX, tile.tileY] = 1;

return regions;

List<Coord> GetRegionTiles(int startX, int startY)
{

List<Coord> tiles = new List<Coord>();
int[,] mapFlags = new int[dungeonWidth, dungeonHeight];
int tileType = map([startX, startYT];

Queue<Coord> queue = new Queue<Coord>();
queue.Enqueue(new Coord(startX, startY));
mapFlags[startX, startY] = 1;

while (queue.Count > 0)

{

Coord tile = queue.Dequeue();
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tiles.Add(tile);

for (int x = tile.tileX - 1; x <=tile.tileX + 1; x++)

{
for (int y = tile.tileY - 1; y <=tile.tileY + 1; y++)

{
if (x >= 0 && x < dungeonWidth && y >= 0 && y < dungeonHeight &&

(y ==tile.tileY || x == tile.tileX))

{
if (mapFlags[x, y] == 0 && map[x, y] == tileType)

{
mapFlags[x, y] = 1;

queue.Enqueue(new Coord(x, y));

return tiles;

struct Coord

{
public int tileX;

public int tileY;

public Coord(int x, int y)
{
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tileX = x;
tileY =y;

class Room

{
public List<Coord> edgeTiles;

public List<Coord> tiles;
public Coord center;

public int roomSize;

public Room(Coord start, int width, int height, int[,] map)
{

tiles = new List<Coord>();

edgeTiles = new List<Coord>();

for (int x = start.tileX; x < start.tileX + width; x++)

{
for (int y = start.tileY; y < start.tileY + height; y++)
{
if (x >= 0 && x < map.GetLength(0) && yv >= 0 && y <
map.GetLength(1))

{
tiles.Add(new Coord(x, y));

if (x == start.tileX || x == start.tileX + width - 1 ||
y == start.tileY || y == start.tileY + height - 1)
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edgeTiles.Add(new Coord(x, y));

roomSize = tiles.Count;

center = new Coord(start.tileX + width / 2, start.tileY + height / 2);

Jlictunr A.2 — ckpunt «BoxGenerator»

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

public class BoxSpawner : lMonoBehaviour

{

[Header("Box Settings")]

[SerializeField] private GameObject[] boxPrefabs;

[SerializeField] private int minBoxes = 10;

[SerializeField] private int maxBoxes = 30;
[SerializeField][Range(@0f, 1f)] private float boxSpawnChance = 0.7f;
[SerializeField] private float minDistanceFromPlayer = 3f;
[SerializeField] private bool spawnOnStart = true;

private DungeonGenerator dungeonGenerator;
private System.Random random;

void Start()
{

dungeonGenerator = FindObjectOfType<DungeonGenerator>();
if (dungeonGenerator == null)

{

Debug.LogError("DungeonGenerator not found in scene!");
return;

}

random = new System.Random(Time.time.GetHashCode());

dungeonGenerator.0OnDungeonGenerated += HandleDungeonGenerated;

if (spawnOnStart && dungeonGenerator.FloorPositions.Count > 0)
SpawnBoxes();

}

void OnDestroy()
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{
if (dungeonGenerator != null)
dungeonGenerator.0OnDungeonGenerated —= HandleDungeonGenerated;
}
}
private void HandleDungeonGenerated()
{
SpawnBoxes();
}
public void SpawnBoxes()
{
if (boxPrefabs == null || boxPrefabs.Length == 0)
{
Debug.LogWarning("No box prefabs assigned!");
return;
}
List<Vector3Int> floorPositions = dungeonGenerator.FloorPositions;
if (floorPositions == null || floorPositions.Count == 0)
{

Debug.LogWarning("No floor positions available!");
return;

}

random.Next(minBoxes, maxBoxes + 1);
0;

int boxesToSpawn =
int boxesSpawned =
List<Vector3Int> shuffledPositions = new List<Vector3Int>(floorPositions);
Shuffle(shuffledPositions);

foreach (Vector3Int floorPos in shuffledPositions)

{

if (boxesSpawned >= boxesToSpawn) break;

if (random.NextDouble() < boxSpawnChance)
{

Vector3 worldPos =
dungeonGenerator.GroundTilemap.GetCellCenterWorld(floorPos);

if (Vector3.Distance(worldPos, dungeonGenerator.Player.position) >
minDistanceFromPlayer)

SpawnSingleBox(worldPos);
boxesSpawned++;

}

Debug.Log($"Spawned {boxesSpawned} boxes");
}

private void SpawnSingleBox(Vector3 position)

{
GameObject boxPrefab = boxPrefabs[random.Next(®, boxPrefabs.Length)];
GameObject box = Instantiate(boxPrefab, position, Quaternion.identity,
transform);

box.name = "Box_" + boxPrefab.name;
box.tag = "Box";
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private void Shuffle<T>(IList<T> 1list)

{
int n = list.Count;
while (n > 1)
{
n--;
int k = random.Next(n + 1);
T value = list[k];
list[k] = list[n];
list[n] = value;
}
}

[ContextMenu("Respawn Boxes")]
public void RespawnBoxes()

{
foreach (Transform child in transform)
{
Destroy(child.gameObject);
}
SpawnBoxes();
}
}

Jlictunr A.3 — ckpunt «EntitySpawner»

using UnityEngine;
using System.Collections.Generic;

[System.Serializable]
public class EnemyType

{

}

public GameObject enemyPrefab;

[Range(0.1f, 1f)] public float spawnChance = 0.5¢;
public int minCount = 1;

public int maxCount = 3;

public float minDistanceFromPlayer = 5f;

public class EntitySpawner : MonoBehaviour

{

[Header("Enemy Settings")]

[SerializeField] private List<EnemyType> enemyTypes = new List<EnemyType>();
[SerializeField] private float spawnIntensity = 0.5f;

[SerializeField] private int maxTotalEnemies = 20;

[SerializeField] private bool spawnOnStart = true;

[SerializeField] private int maxSpawnAttempts = 10;

[Header("Debug")]
[SerializeField] private bool showSpawnPoints = false;
[SerializeField] private Color spawnPointColor = Color.red;

private DungeonGenerator dungeonGenerator;
private List<Vector3Int> availableSpawnPoints = new List<Vector3Int>();
private List<GameObject> spawnedEnemies = new List<GameObject>();

private void OnEnable()

{
dungeonGenerator = FindObjectOfType<DungeonGenerator>();
if (dungeonGenerator == null)
{

Debug.LogError("DungeonGenerator not found!");
return;
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}

}
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dungeonGenerator.0OnDungeonGenerated += HandleDungeonGenerated;

private void OnDisable()

{

}

if (dungeonGenerator != null)

dungeonGenerator.0OnDungeonGenerated —-= HandleDungeonGenerated;

void Start()

{

}

if (spawnOnStart && dungeonGenerator != null &&
dungeonGenerator.FloorPositions.Count > 0)

SpawnEnemies();

private void HandleDungeonGenerated()

{

}

Debug.Log("Dungeon generation event received");
SpawnEnemies();

public void SpawnEnemies()

{

0)

}

ClearExistingEnemies();
PrepareSpawnPoints();

int totalEnemiesToSpawn = Mathf.RoundToInt(maxTotalEnemies * spawnIntensity);
int enemiesSpawned = 0;

foreach (var enemyType in enemyTypes)

{

}

if (enemiesSpawned >= totalEnemiesToSpawn) break;

int enemiesToSpawn = Mathf.RoundToInt(
Random.Range(enemyType.minCount, enemyType.maxCount + 1) * spawnIntensity

);
for (int i = 0; i < enemiesToSpawn; i++)
{
if (enemiesSpawned >= totalEnemiesToSpawn || availableSpawnPoints.Count
break;
if (Random.value <= enemyType.spawnChance)
{
if (TrySpawnEnemy(enemyType))
enemiesSpawned++;
}
}

Debug.Log($"Spawned {enemiesSpawned} enemies");

private bool TrySpawnEnemy(EnemyType enemyType)

{

for (int attempt = 0; attempt < maxSpawnAttempts; attempt++)

{

int randomIndex = Random.Range(@, availableSpawnPoints.Count);
Vector3Int spawnPos = availableSpawnPoints[randomIndex];
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Vector3 worldPos =
dungeonGenerator.GroundTilemap.GetCellCenterWorld(spawnPos);

if (Vector3.Distance(worldPos, dungeonGenerator.Player.position) >=
enemyType.minDistanceFromPlayer)

GameObject enemy = Instantiate(
enemyType.enemyPrefab,
worldPos,
Quaternion.identity,
transform

);

spawnedEnemies.Add(enemy);
availableSpawnPoints.RemoveAt(randomIndex);
return true;
}
}
return false;

}

private void PrepareSpawnPoints()
{
availableSpawnPoints.Clear();
if (dungeonGenerator == null || dungeonGenerator.GroundTilemap == null) return;

availableSpawnPoints.AddRange(dungeonGenerator.FloorPositions);

Vector3Int playerCellPos =
dungeonGenerator.GroundTilemap.WorldToCell(dungeonGenerator.Player.position);
availableSpawnPoints.RemoveAll(pos =>
Vector3Int.Distance(pos, playerCellPos) < 5

);
}
private void ClearExistingEnemies()
{
foreach (var enemy in spawnedEnemies)
{
if (enemy != null)
Destroy(enemy);
}
spawnedEnemies.Clear();
}

[ContextMenu("Respawn Enemies")]
public void RespawnEnemies()

{
SpawnEnemies();
}
void OnDrawGizmos()
{
if (!showSpawnPoints || availableSpawnPoints.Count == 0 || dungeonGenerator ==
null)
return;

foreach (var pos in availableSpawnPoints)
{
Gizmos.color = spawnPointColor;
Gizmos.DrawWireCube(
dungeonGenerator.GroundTilemap.GetCellCenterWorld(pos),
dungeonGenerator.GroundTilemap.cellSize * 0.8f

);
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}
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Jlictunr A.4 — ckpunt «CameraFollow»

using UnityEngine;

public class CameraFollow : MonoBehaviour

{

public Transform target;
public Vector3 offset = new Vector3(®, 0, -10);
public float smoothSpeed = 5f;

void LateUpdate()

{

if (target != null)
{

Vector3 desiredPosition = target.position + offset;
transform.position = Vector3.Lerp(transform.position, desiredPosition,

smoothSpeed * Time.deltaTime);

}

}

Jlictunar A.5 — ckpunt «ExitSpawny

using UnityEngine;
using System.Collections.Generic;

public class PortalGenerator : MonoBehaviour

{

[Header("Door Settings")]

[SerializeField] private GameObject exitDoorPrefab;
[SerializeField] private float minDistanceFromPlayer = 5f;
[SerializeField] private bool spawnOnStart = true;

private DungeonGenerator dungeonGenerator;
private System.Random random;
private GameObject exitDoorInstance;

void Start()

{

}

dungeonGenerator = FindObjectOfType<DungeonGenerator>();
if (dungeonGenerator == null)

{

Debug.LogError("DungeonGenerator not found in scene!");
return;

}

random = new System.Random(Time.time.GetHashCode());

dungeonGenerator.0OnDungeonGenerated -= HandleDungeonGenerated;
dungeonGenerator.0OnDungeonGenerated += HandleDungeonGenerated;

if (spawnOnStart && dungeonGenerator.FloorPositions.Count > 0)

{

RespawnExitDoor();

void OnDestroy()

{

if (dungeonGenerator != null)
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dungeonGenerator.0OnDungeonGenerated —= HandleDungeonGenerated;
}
}
private void HandleDungeonGenerated()
{
RespawnExitDoor();
}
public void SpawnExitDoor()
{
if (exitDoorPrefab == null)
{
Debug.LogWarning("Exit door prefab is not assigned!");
return;
}
if (exitDoorInstance != null)
{
Debug.LogWarning("Exit door already exists! Skipping spawn.");
return;
}
List<Vector3Int> floorPositions = dungeonGenerator.FloorPositions;
if (floorPositions == null || floorPositions.Count == 0)
{

Debug.LogWarning("No floor positions available!");
return;

}

List<Vector3Int> shuffledPositions = new List<Vector3Int>(floorPositions);
Shuffle(shuffledPositions);

foreach (Vector3Int floorPos in shuffledPositions)

{
Vector3 worldPos =
dungeonGenerator.GroundTilemap.GetCellCenterWorld(floorPos);

if (Vector3.Distance(worldPos, dungeonGenerator.Player.position) >
minDistanceFromPlayer)

{
SpawnSingleDoor(worldPos);
Debug.Log("Exit door spawned at: " + worldPos);
return;
}
}
Debug.LogWarning("Failed to find a valid position for the exit door!");
}
private void SpawnSingleDoor(Vector3 position)
{
if (exitDoorInstance != null)
{

Destroy(exitDoorInstance);

}

exitDoorInstance = Instantiate(exitDoorPrefab, position, Quaternion.identity,
transform);

exitDoorInstance.name = "ExitDoor";
}
private void Shuffle<T>(IList<T> 1list)
{
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}

int n = list.Count;
while (n > 1)

{
n--;
int k = random.Next(n + 1);
T value = list[k];
list[k] = list[n];
list[n] = value;
}

[ContextMenu("Respawn Exit Door")]
public void RespawnExitDoor()

{

if (exitDoorInstance != null)

{

Destroy(exitDoorInstance);

SpawnExitDoor();

Jlictunr A.6 — ckpunt «PlayerMovement»

using UnityEngine;

[RequireComponent(typeof(Rigidbody2D))]
public class PlayerlMovement : MonoBehaviour

{

public float moveSpeed = 5f;
private Rigidbody2D rb;
private Animator animator;
private Vector2 movement;

void Start()

{

}

rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();

void Update()

{

}

movement. x
movement.y

= Input.GetAxisRaw("Horizontal");
= Input.GetAxisRaw("Vertical");

animator.SetFloat("Speed", movement.sqrMagnitude);

if (movement.x != 0)
GetComponent<SpriteRenderer>().flipX = movement.x < 0;

void FixedUpdate()

{

rb.MovePosition(rb.position + movement.normalized * moveSpeed *

Time.fixedDeltaTime);

}

public void IncreaseSpeed(float amount)

{

moveSpeed += amount;
Debug.Log("lleupkicTb rpaBus 36inbweHa go: " + moveSpeed);
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Jlictunr A.7 — ckpunrt «PlayerBlink»

using UnityEngine;
using System.Collections;

public class PlayerBlink : MonoBehaviour
{
public float blinkDistance = 5f;
public float blinkCooldown = 2f;
public float blinkOutDuration = 0.2f;
public LayerMask blinkObstacles;

private float lastBlinkTime = -Mathf.Infinity;
private Rigidbody2D rb;

private Animator animator;

private bool isBlinking = false;

private SpriteRenderer spriteRenderer;

private Collider2D playerCollider;

private void Start()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
spriteRenderer = GetComponent<SpriteRenderer>();
playerCollider = GetComponent<Collider2D>();
}
private void Update()
{
if (Input.GetKeyDown(KeyCode.Space))
{
TryStartBlink();
}
}
private void TryStartBlink()
{
if (!isBlinking && Time.time >= lastBlinkTime + blinkCooldown)
{
StartCoroutine(Blink());
}
}

private IEnumerator Blink()
{

isBlinking = true;

yield return new WaitForSeconds(blinkOutDuration);

SetBlinkVisibility(false);

Vector2 blinkDirection = GetBlinkDirection();

Vector2 blinkTarget = (Vector2)transform.position + blinkDirection =*
blinkDistance;

RaycastHit2D hit = Physics2D.Raycast(transform.position, blinkDirection,
blinkDistance, blinkObstacles);

if (hit.collider != null)

{

}

blinkTarget = hit.point - blinkDirection * 0.5f;
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rb.position = blinkTarget;
SetBlinkVisibility(true);

isBlinking = false;
lastBlinkTime = Time.time;

}
private void SetBlinkVisibility(bool visible)
{
spriteRenderer.enabled = visible;
playerCollider.enabled = visible;

private Vector2 GetBlinkDirection()

{

Vector2 inputDirection = new Vector2(
Input.GetAxisRaw("Horizontal"),
Input.GetAxisRaw("Vertical")

).normalized;

if (inputDirection.magnitude > 0.1f)
return inputDirection;

return spriteRenderer.flipX ? Vector2.left : Vector2.right;

}

Jlictunr A.8 — ckpunt «PlayerShooting»
using UnityEngine;

public class PlayerShooting : MonoBehaviour
{
[Header("Options")]
public GameObject projectilePrefab;
public float projectileSpeed = 10f;
public float attackCooldown = 0.5f;
public bool autoFire = false;

[Header("Effects")]
public AudioClip shootSound;
public GameObject shootEffect;

private float nextAttackTime = Of;
private Camera mainCamera;

void Start()

{
mainCamera = Camera.main;
if (mainCamera == null)
{
Debug.LogError("Main camera not found!");
}
}

void Update()
{
bool firelInput = autoFire ? Input.GetMouseButton(0)
Input.GetMouseButtonDown(0Q);

if (fireInput && Time.time >= nextAttackTime)
{
ShootProjectile();
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nextAttackTime = Time.time + attackCooldown;

}

void ShootProjectile()

{
if (projectilePrefab == null)
{

Debug.LogError("Projectile Prefab is not assigned!");
return;

}

Vector3 mousePosition = mainCamera.ScreenToWorldPoint(Input.mousePosition);
Vector2 direction = (mousePosition - transform.position).normalized;

GameObject projectile = Instantiate(projectilePrefab, transform.position,
Quaternion.identity);

Rigidbody2D rb = projectile.GetComponent<Rigidbody2D>();
if (rb !'= null)

i
rb.linearVelocity = direction * projectileSpeed;
}
else
{
Debug.LogError("Projectile does not have a Rigidbody2D component!");
}

Collider2D projectileCollider = projectile.GetComponent<Collider2D>();
Collider2D playerCollider = GetComponent<Collider2D>();

if (projectileCollider != null && playerCollider != null)

{

Physics2D.IgnoreCollision(projectileCollider, playerCollider);
}

float angle = Mathf.Atan2(direction.y, direction.x) * Mathf.Rad2Deg;
projectile.transform.rotation = Quaternion.Euler(®, 0, angle);

PlayShootEffects();
}

void PlayShootEffects()

if (shootSound != null)

; AudioSource.PlayClipAtPoint(shootSound, transform.position);
if (shootEffect != null)
! Instantiate(shootEffect, transform.position, Quaternion.identity);
) }
public void SetCooldown(float newCooldown)
{ attackCooldown = Mathf.Max(®, newCooldown);
: }

Jlictunr A.9 — ckpunrt «PlayerHealthy

using UnityEngine;
using System;
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public class PlayerHealth : MonoBehaviour

{

[Header("HanawtyBaHHa")]
[SerializeField] private int maxHealth = 100;
[SerializeField] private int currentHealth;

public event Action<int> OnHealthChanged;
public int MaxHealth => maxHealth;
public int CurrentHealth => currentHealth;

private void Awake()

{
currentHealth = maxHealth;
Debug.Log($"MoyaTkoee HP: {currentHealth}/{maxHealth}");
}
public void TakeDamage(int damage)
{
currentHealth -= damage;
currentHealth = Mathf.Max(currentHealth, 0);
Debug.Log($"OTpumaro {damage} wwkogu. HP: {currentHealth}/{maxHealth}");
OnHealthChanged?.Invoke(currentHealth);
if (currentHealth <= 0) Die();
}

public void Heal(int healAmount)

{
int oldHealth = currentHealth;

currentHealth = Mathf.Min(currentHealth + healAmount, maxHealth);
Debug.Log($"BinHoeneHo {currentHealth - oldHealth} HP. Tenep HP:

{currentHealth}/{maxHealth}");

OnHealthChanged?.Invoke(currentHealth);
}

public bool IsFullHealth() => currentHealth >= maxHealth;

private void Die()

i
}

[ContextMenu("Test Take Damage")]
private void TestDamage() => TakeDamage(10);

Debug.Log("IpaBeub nomep! HP: 0/" + maxHealth);

[ContextMenu("Test Heal")]
private void TestHeal() => Heal(15);
}

Jlictunr A.10 — ckpunt «PlayerHeal»

using UnityEngine;
using System.Collections;

public class PlayerHeal : MonoBehaviour

{

[Header("Heal Settings")]

[SerializeField] private int healAmount = 20;
[SerializeField] private float healCooldown = 2f;
[SerializeField] private KeyCode healKey = KeyCode.H;
private bool canHeal = true;
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[Header("Effects")]

[SerializeField] private ParticleSystem healParticles;
[SerializeField] private AudioClip healSound;

private AudioSource audioSource;

private PlayerHealth playerHealth;

private void Awake()

{
playerHealth = GetComponent<PlayerHealth>();
audioSource = GetComponent<AudioSource>();
Debug.Log("Cuctema nikyeaHHa iHiuyianizoBaHa");
}
private void Update()
{
if (Input.GetKeyDown(healKey))
{
TryHeal(Q);
}
private void TryHeal()
{
if (!canHeal)
{
Debug.Log("NlikyBaHHa Ha KA4!");
return;
}
if (playerHealth.IsFullHealth())
{
Debug.Log("V Bac noBHe HP! JlikyBaHHS He noTpi6He");
return;
}
Debug.Log($"Cnpo6a nikyeaHHa (+{healAmount} HP)...");
playerHealth.Heal(healAmount);
PlayHealEffects();
StartCoroutine(HealCooldown());
}
private void PlayHealEffects()
{
if (healParticles != null) healParticles.Play();
if (healSound != null && audioSource != null) audioSource.PlayOneShot(healSound);
Debug.Log("EtekTn nikyBaHHA aKTUBOBaHO");
}
private IEnumerator HealCooldown()
{
canHeal = false;
Debug.Log($"KL nikyeaHHa: {healCooldown} cek");
yield return new WaitForSeconds(healCooldown);
canHeal = true;
Debug.Log("NlikyBaHHSA 3HOBY JoCTymnHe!");
}

}
Jlictuar A.11 — ckpunt «SlimePatrol»

using UnityEngine;
using System.Collections;
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[RequireComponent(typeof(Rigidbody2D))]
public class SlimePatrol : MonoBehaviour
{
[Header("Movement Settings")]
public float moveSpeed = 1.5f;
public float waitTime = 2f;
public float patrolRadius = 5f;
public LayerMask obstaclelayers;

[Header("Debug")]
[SerializeField] private bool drawGizmos = true;

private Rigidbody2D rb;
private Vector2 startPos;
private Vector2 targetPos;

void Start()

{
rb = GetComponent<Rigidbody2D>();
startPos = transform.position;
StartCoroutine(PatrolRoutine());
}

IEnumerator PatrolRoutine()

{
while (true)

{

yield return new WaitForSeconds(waitTime);

int attempts = 0;

do
1
targetPos = startPos + Random.insideUnitCircle * patrolRadius;
attempts++;
if (attempts > 10)
i
targetPos = startPos;
break;
}
}

while (Physics2D.Linecast(transform.position, targetPos, obstaclelLayers));

while (Vector2.Distance(transform.position, targetPos) > 0.1f)

{

Vector2 direction = (targetPos - (Vector2)transform.position).normalized;
rb.MovePosition(rb.position + direction * moveSpeed *
Time.fixedDeltaTime);
yield return new WaitForFixedUpdate();
}

}

private void OnDrawGizmos()

{

if (!drawGizmos) return;

Gizmos.color = Color.cyan;

Gizmos.DrawWireSphere(Application.isPlaying ? startPos :
(Vector2)transform.position, patrolRadius);

if (Application.isPlaying)
{

Gizmos.color = Color.yellow;
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Gizmos.DrawLine(transform.position, targetPos);

3
3

Jlictunr A.12 — ckpunt «PlayerHeal»

Jlictuar A.13 — ckpunt «GoblinPatrol»

using UnityEngine;
using System.Collections;

[RequireComponent(typeof(Rigidbody2D))]
public class GoblinPatrol : MonoBehaviour
{

public float moveSpeed = 3f;

public float waitTime = 2f;

public float patrolRadius = 5f;

public LayerMask obstaclelLayers;

private Animator animator;
private Rigidbody2D rb;
private Vector2 startPos;
private Vector2 targetPos;
private bool isMoving = false;

private GoblinAggro aggroScript;

void Start()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
startPos = transform.position;

// 3Haxopumo CKpuUNT arpo
aggroScript = GetComponent<GoblinAggro>();

// TMepeBipka Ha HasdABHicTb cKpunTy arpo
if (aggroScript == null)
{

Debug.LogError("GoblinAggro script not found on the same GameObject!");
}

else

1
3

StartCoroutine(Patrol());

}

IEnumerator Patrol()

{
while (true)

{
if (aggroScript != null && aggroScript.IsAggro())
yield break;

yield return new WaitForSeconds(waitTime);
targetPos = startPos + Random.insideUnitCircle * patrolRadius;

RaycastHit2D hit = Physics2D.Linecast(transform.position, targetPos,
obstaclelLayers);

if (hit.collider != null)

{

continue;

93



}

isMoving = true;
animator.SetBool("isWalking", true);

while (Vector2.Distance(transform.position, targetPos) > 0.1f)

{
Vector2 dir = (targetPos - (Vector2)transform.position).normalized;
rb.MovePosition(rb.position + dir * moveSpeed * Time.fixedDeltaTime);
yield return new WaitForFixedUpdate();

}

// 3ynuHKka pyxy
isMoving = false;
animator.SetBool("isWalking", false);

Jlictunr A.14 — ckpunt «GoblinAttackProjectile»

using UnityEngine;

public class GoblinAttackProjectile : MonoBehaviour

{

[Header("HanawtyBaHHa")]

public int damage = 10;

public LayerMask playerlLayer;

public Sprite hitSprite;

public float spriteDisplayTime = 0.3f;

private SpriteRenderer spriteRenderer;

void Start()

{

spriteRenderer = GetComponent<SpriteRenderer>();
}
public void Setup(float lifeTime, float effectTime)
{

Destroy(gameObject, lifeTime);
}

private void OnTriggerEnter2D(Collider2D collision)

{
if (((1 << collision.gameObject.layer) & playerLayer) != 0)
{

if (hitSprite != null)
{
GameObject hitObject = new GameObject("HitSprite");
SpriteRenderer hitRenderer = hitObject.AddComponent<SpriteRenderer>();
hitRenderer.sprite = hitSprite;
hitRenderer.sortingOrder = 10;

hitObject.transform.position = transform.position;

Destroy(hitObject, spriteDisplayTime);
}

PlayerHealth playerHealth = collision.GetComponent<PlayerHealth>();
if (playerHealth != null)
{

playerHealth.TakeDamage(damage);
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GetComponent<Collider2D>().enabled = false;
if (spriteRenderer != null)

spriteRenderer.enabled = false;

3
3

Jlictunr A.15 — ckpunt «GoblinAttack»

using UnityEngine;
using System.Collections;

public class GoblinAttack : MonoBehaviour
{
public float attackRange = 1.5f;
public float attackCooldown = 1f;
public GameObject attackPrefab;
public LayerMask playerlLayer;
private bool canAttack = true;

public float attackLifetime = 0.5f;

void Start()

{
}
void OnCollisionEnter2D(Collision2D collision)
{
if (((1 << collision.gameObject.layer) & playerLayer) != 0)
{
if (canAttack)
{
StartCoroutine(Attack(collision.transform.position));
3
}
}

IEnumerator Attack(Vector2 playerPosition)
{

canAttack = false;

GameObject attack = Instantiate(attackPrefab, playerPosition,
Quaternion.identity);

Destroy(attack, attackLifetime);

yield return new WaitForSeconds(attackCooldown);
canAttack = true;

}
void OnDrawGizmosSelected()
{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, attackRange);
}

Jlictunr A.16 — ckpunt «GoblinAggroy»
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using UnityEngine;

[RequireComponent(typeof(Rigidbody2D))]
public class GoblinAggro : MonoBehaviour
{

public float aggroRange = 5f;

public float attackRange = 1f;

public float chaseSpeed = uf;

private Transform player;
private Rigidbody2D rb;
private Animator animator;
private bool isAggro = false;

void Start()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
player = GameObject.FindGameObjectWithTag("Player").transform;
if (player == null)
{
Debug.LogError("Player not found! Make sure player has 'Player' tag.");
}
}

void Update()
{

if (player == null) return;
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float distanceToPlayer = Vector2.Distance(transform.position, player.position);

if (distanceToPlayer <= aggroRange)

{
isAggro = true;
if (distanceToPlayer <= attackRange)
{
Attack();
}
else
{
ChasePlayer();
}
}
else
{
isAggro = false;
}
void ChasePlayer()
{
Vector2 direction = (player.position - transform.position).normalized;
rb.linearVelocity = direction * chaseSpeed;
if (animator != null)
{
animator.SetBool("isWalking", true);
}
}
void Attack()
{
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if Canimator != null)

{
animator.SetBool("isWalking", false);
}
}
public bool IsAggro()
{
return isAggro;
}
void OnDrawGizmosSelected()
{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, aggroRange);
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, attackRange);
}
}

Jlictunr A.17 — ckpunt «GhostAttackProjectile»
using UnityEngine;

public class GhostAttackProjectile : MonoBehaviour
{

[Header("HanawtyBaHHa")]

public int damage = 10;

public float lifetime = 3f;

public LayerMask playerlLayer;

public Sprite hitSprite;

public float spriteDisplayTime = 0.3f;

private SpriteRenderer spriteRenderer;

private GhostAttackProjectile GhostAttack;

void Start()

{
spriteRenderer = GetComponent<SpriteRenderer>();
Destroy(gameObject, lifetime);

3

private void OnTriggerEnter2D(Collider2D collision)
{
if (((1 << collision.gameObject.layer) & playerLayer) != 0)
{
if (hitSprite != null)
{

GameObject hitObject = new GameObject("HitSprite");
SpriteRenderer hitRenderer = hitObject.AddComponent<SpriteRenderer>();
hitRenderer.sprite = hitSprite;
hitRenderer.sortingOrder = 10;
hitObject.transform.position = transform.position;
Destroy(hitObject, spriteDisplayTime);
3

PlayerHealth playerHealth = collision.GetComponent<PlayerHealth>();
if (playerHealth != null)
{

playerHealth.TakeDamage(damage);

Destroy(gameObject);
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Jlictunr A.18 — ckpunt «GhostPatrol»

using UnityEngine;
using System.Collections;

[RequireComponent(typeof(Rigidbody2D))]
public class GhostPatrol : MonoBehaviour
{
public float moveSpeed = 3.5f;
public float waitTime = 1.5f;
public float patrolRadius = 6f;
public LayerMask obstaclelLayers;

private Animator animator;
private Rigidbody2D rb;
private Vector2 startPos;
private Vector2 targetPos;
private bool isMoving = false;

private GhostAggro aggroScript;

void Start()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
startPos = transform.position;

aggroScript = GetComponent<GhostAggro>();
if (aggroScript == null)
{

Debug.LogError("GhostAggro script not found on the same GameObject!");
}

else

1
}

StartCoroutine(Patrol());
}

IEnumerator Patrol()
{
while (true)
{
if (aggroScript != null && aggroScript.IsAggro())
{

Debug.Log("Aggro active - pausing patrol");
yield return new WaitUntil(() => l!aggroScript.IsAggro());
continue;

3

animator.SetBool("isWalking", true);

yield return new WaitForSeconds(waitTime);

targetPos = startPos + Random.insideUnitCircle * patrolRadius;

RaycastHit2D hit = Physics2D.Linecast(transform.position, targetPos,
obstacleLayers);

if (hit.collider != null)

continue;

isMoving = true;
if (animator != null)
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{
animator.SetBool("isWalking", true);
Vector2 dir = (targetPos - (Vector2)transform.position).normalized;
}
while (Vector2.Distance(transform.position, targetPos) > 0.1f)
{
if (aggroScript != null && aggroScript.IsAggro())
break;
Vector2 dir = (targetPos - (Vector2)transform.position).normalized;
rb.MovePosition(rb.position + dir * moveSpeed * Time.fixedDeltaTime);
yield return new WaitForFixedUpdate();
}
isMoving = false;
if (animator != null)
{

animator.SetBool("isWalking", false);

}

Jlictuar A.19 — ckpunt «GhostAttack»

using UnityEngine;

public class GhostAttack : MonoBehaviour

{

public GameObject projectilePrefab;
public float attackCooldown = 3f;
public float projectileSpeed = 10f;
public float attackRange = 5f;

private float nextAttackTime = 0Of;
private Transform player;
private GhostAggro aggroScript;

void Start()

{
player = GameObject.FindGameObjectWithTag("Player").transform;
aggroScript = GetComponent<GhostAggro>();

void Update()
{
if (Time.time >= nextAttackTime && aggroScript.IsAggro())

{

float distanceToPlayer = Vector2.Distance(transform.position,

player.position);

if (distanceToPlayer <= attackRange)
{

AttackQ);

nextAttackTime = Time.time + attackCooldown;
}
void Attack()
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if (projectilePrefab == null) return;

Vector2 direction = (player.position - transform.position).normalized;

Vector2 firePoint = (Vector2)transform.position + direction * 0.5f; // 0.5f -
BigcTaHb Bip ueHTpy npuBuga

GameObject projectile = Instantiate(projectilePrefab, firePoint,
Quaternion.identity);

Rigidbody2D rb = projectile.GetComponent<Rigidbody2D>();
if (rb != null)

{
rb.linearVelocity = direction * projectileSpeed;
rb.gravityScale = 0f;
}
}
void OnDrawGizmosSelected()
{
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, attackRange);
}

Jlictunr A.20 — ckpunt «GhostAggro»
using UnityEngine;

[RequireComponent(typeof(Rigidbody2D))]
public class GhostAggro : MonoBehaviour

{
public float aggroRange = 8f;
public float safeDistance = 3f;
public float moveSpeed = 4.5f;
public float retreatSpeed = 3f;
private Transform player;
private Rigidbody2D rb;
private Animator animator;
private bool isAggro = false;
void Start()
{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
player = GameObject.FindGameObjectWithTag("Player").transform;
if (player == null)
{
Debug.LogError("Player not found! Make sure the player has the 'Player’
tag.");
}
}

void Update()
{
if (player == null) return;
float distanceToPlayer = Vector2.Distance(transform.position, player.position);

if (distanceToPlayer <= aggroRange)

100



101

{
isAggro = true;
if (distanceToPlayer <= safeDistance)
{
Retreat();
}
else
{
ChasePlayer();
}
UpdateAnimation();
}
else
{
isAggro = false;
rb.linearVelocity = Vector2.zero;
if (animator != null)
{
animator.SetBool("isWalking", false);
}
}
}
void UpdateAnimation()
{
if (animator == null || rb.linearVelocity.magnitude < 0.1f) return;
Vector2 direction = rb.linearVelocity.normalized;
animator.SetBool("isWalking", true);
}
void ChasePlayer()
{
Vector2 direction = (player.position - transform.position).normalized;
rb.linearVelocity = direction * moveSpeed;
if (animator != null)
{
animator.SetBool("isWalking", true);
}
}
void Retreat()
{
Vector2 direction = (transform.position - player.position).normalized;
rb.linearVelocity = direction * retreatSpeed;
if (animator != null)
{
animator.SetBool("isWalking", true);
}
}
public bool IsAggro()
{
return isAggro;
}

void OnDrawGizmosSelected()

{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, aggroRange);
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Gizmos.color = Color.cyan;
Gizmos.DrawWireSphere(transform.position, safeDistance);

Jlictuar A.21 — ckpunt «BossProjectile»

using UnityEngine;

public class BossAttackProjectile : MonoBehaviour

{

[Header("HanawtyBaHHa")]

public int damage = 10;

public LayerMask playerlLayer;

public GameObject hitEffectPrefab;
public float lifeTime = 5f;

public float hitEffectLifeTime = 0.3f;

private SpriteRenderer spriteRenderer;

void Start()

{
spriteRenderer = GetComponent<SpriteRenderer>();
Setup(lifeTime);

}

public void Setup(float lifeTime)

{

Destroy(gameObject, lifeTime);

private void OnTriggerEnter2D(Collider2D collision)
{

if (((1 << collision.gameObject.layer) & playerLayer) != 0)

if ChitEffectPrefab != null)
{
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GameObject hitEffect = Instantiate(hitEffectPrefab, transform.position,
Quaternion.identity);

Destroy(hitEffect, hitEffectLifeTime);
}

PlayerHealth playerHealth = collision.GetComponent<PlayerHealth>();

if (playerHealth != null)
{

playerHealth.TakeDamage(damage);

GetComponent<Collider2D>().enabled = false;
if (spriteRenderer != null)

spriteRenderer.enabled = false;

}

Destroy(gameObject);

Jlictunr A.22 — ckpunt «BossAttack»

using UnityEngine;
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using System.Collections;

public class BossBladeAttack : MonoBehaviour

{

public GameObject bladePrefab;
public float bladeSpeed = 2f;
public float attackCooldown = 5f;
public int bladesPerAttack = 20;

private BossAggro bossAggro;
private bool isAttacking = false;

void Start()

{

bossAggro = GetComponent<BossAggro>();

void Update()
{

}
private IEnumerator BladeAttackRoutine()
{
isAttacking = true;
int pattern = Random.Range(l, 4);
switch (pattern)
case 1:
StartCoroutine(SpiralPattern());
break;
case 2:
StartCoroutine(CircularPattern());
break;
case 3:
StartCoroutine(CrossPattern());
break;
}
yield return new WaitForSeconds(attackCooldown);
isAttacking = false;
}
private IEnumerator SpiralPattern()
{
for (int i = 0; i < bladesPerAttack; i++)
{
float angle = i * (360f / bladesPerAttack);
SpawnBlade(angle);
yield return new WaitForSeconds(0.1f);
}
}
private IEnumerator CircularPattern()
{
for (int i = 0; i < bladesPerAttack; i++)
{

if (bossAggro.IsAggro() && !isAttacking)
{

StartCoroutine(BladeAttackRoutine());

float angle = i * (360f / bladesPerAttack);
SpawnBlade(angle);
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iield return null;
}
private IEnumerator CrossPattern()
¢ for (int i = 0; i < u4; i++)
‘ SpawnBlade(i * 90f);
) yield return null;

private void SpawnBlade(float angle)

{
Vector2 direction = new Vector2(Mathf.Cos(angle * Mathf.Deg2Rad), Mathf.Sin(angle
* Mathf.Deg2Rad));
GameObject blade = Instantiate(bladePrefab, transform.position,
Quaternion.identity);
Rigidbody2D rb = blade.GetComponent<Rigidbody2D>();
rb.linearVelocity = direction * bladeSpeed;
}

}
Jlictunr A.23 — ckpunt «BossAggro»
using UnityEngine;

[RequireComponent(typeof(Rigidbody2D))]
public class BossAggro : MonoBehaviour
{

public float speed = 2f;

public float stopDistance = 3f;

private GameObject player;

private Rigidbody2D rb;

private Animator animator;

private bool isAggro = false;

void Start()
{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
player = GameObject.FindGameObjectWithTag("Player");

if (player == null)
{
Debug.LogError("Player not found! Make sure the player has the 'Player’
tag.");
}
}
void Update()

{
if (!isAggro || player == null) return;

float distanceToPlayer = Vector2.Distance(transform.position,
player.transform.position);

if (distanceToPlayer > stopDistance)

1
}

else

{

ChasePlayer();
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StopChasing();
}
UpdateAnimation();
}
void ChasePlayer()
{
Vector2 direction = (player.transform.position - transform.position).normalized;
rb.linearVelocity = direction * speed;
}
void StopChasing()
{
rb.linearVelocity = Vector2.zero;
}

void UpdateAnimation()

if (rb.linearVelocity.magnitude > 0f)

{
if (animator != null)
{
animator.SetBool("isMoving", true);
}
}
else
{
if (animator != null)
{
animator.SetBool("isMoving", false);
}
}

}

public void TriggerAggro()
{

isAggro = true;

public bool IsAggro()

{ return isAggro;
}
private void OnTriggerEnter2D(Collider2D collision)
{ if (collision.CompareTag("PlayerAttack"))
¢ TriggerAggro();
}

Jlictunar A.24 — ckpunt «SpeedPotion»
using UnityEngine;
public class SpeedPotion : MonoBehaviour

{
public float speedBoost = 0.2f;
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private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.CompareTag("Player"))
{
PlayerMovement playerMovement = collision.GetComponent<PlayerMovement>();
if (playerMovement != null)
i
playerMovement.IncreaseSpeed(speedBoost);
Debug.Log("Move speed boosted: +" + speedBoost);
}
Destroy(gameObject);
}
}

Jlictunr A.25 — ckpunt «Meatheal»

using UnityEngine;

public class FoodHeal : MonoBehaviour

{

public int healAmount = 10;

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.CompareTag("Player"))
{
PlayerHealth playerHealth = collision.GetComponent<PlayerHealth>();
if (playerHealth != null && !playerHealth.IsFullHealth())
{
playerHealth.Heal(healAmount);
Debug.Log("Restore " + healAmount + " HP!");
Destroy(gameObject);
}
}
}
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