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AHOTANIA

JlummomMaa poOoTa BUKOHAHA Ha 55 CTOpiHKaX, MICTUTH 21 imocTpariiii, 2 Tabmuii,
1 nomaTok Ta 21 jKepen y nepesiky NoCHIIaHb.

Meta poOoTH — TIPOEKTYBaHHS Ta pO3poOKa TMOBHOQYHKI[IOHATHHOT
KOMIT'IOTEPHOI T'pH kaHpy roguelite-survivors 3 yHIKaJIbHOK MEXaHIKOI MaHITyJISIi
gacoMm Ha 0a3i irposoro pytrist Unity 6.

MeTtoau Ta 3acobu po3pobku: irpoBuii pymiid Unity 6 LTS, moBa nporpamyBaHHs
C#, Universal Render Pipeline 3 mocredexramu, New Input System, Cinemachine,
NavMesh nns HaBirarnii BoporiB, matepHu nmpoekTyBaHHs Singleton, Observer, Object
Pool Ta Strategy Ha 6a3i ScriptableObjects, 30epexxenns nporpecy uepe3 PlayerPrefs.

Pesynbrar — komn'torepHa rpa DimeLoop Survivors mist miiargopmu Windows,
[0 peanizye xaHp roguelite-survivors 3 OpUriHAJIBLHOIO CUCTEMOIO0 MaHIMYJISIT 4acom,
sKa BKJIIOYA€ BIAMOTYBaHHS 4acy, 3yIUHKY 4acy Ta JIOKaJlbHI 4acoBl 30HU. ['pa MICTUTh
MOBHUH ITPOBUM LUK 13 CUCTEMOIO MPOTPECIi, METAIIPOIPECOM MIXK CECISIMHU, MOYJIEM
HaBYaHHS Ta ABOMA irpoBUMH cBiTaMU. CKOMIUJIOBAHY BEPCIIO IPU MPOTECTOBAHO ISt
watdopmu Windows.

KmouoBi caoBa: ROGUELITE, SURVIVORS-LIKE, UNITY 6, CH#,
MAHIITYJIAIIA YACOM, REWIND, TIMESTOP, SCRIPTABLEOBIJECTS,
OBJECT POOL, NAVMESH, URP.



ABSTRACT

The thesis is 55 pages long, contains 21 figures, 2 tables, 1 appendix, and 21
references.

The purpose of the work is the design and development of a fully functional
roguelite-survivors computer game with a unique time manipulation mechanic built on
the Unity 6 game engine.

Development methods and tools: Unity 6 LTS game engine, C# programming
language, Universal Render Pipeline with post-processing effects, New Input System,
Cinemachine, NavMesh for enemy navigation, Singleton, Observer, Object Pool and
Strategy design patterns based on ScriptableObjects, PlayerPrefs for progress persistence.

The result is a computer game DimeLoop Survivors for the Windows platform,
implementing the roguelite-survivors genre with an original time manipulation system
that includes time rewind, time stop, and local time zones. The game features a complete
game loop with a progression system, meta-progression between sessions, a shop, a
tutorial, and two game worlds. The compiled version of the game has been tested for the
Windows platform.

Keywords: ROGUELITE, SURVIVORS-LIKE, UNITY 6, C#, TIME
MANIPULATION, REWIND, TIMESTOP, SCRIPTABLEOBJECTS, OBJECT POOL,
NAVMESH, URP.
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BCTYII

Kanp survivors-like 3'sBUBCSI SIK BITHOCHO MPOCTUM €KCIIEPUMEHT, METOIO SIKOT'O
Oyno 3'scyBatu, WO BIAOYJEThCs, SKIIO MpuOpaT 3 action-rpu HEOOXIJAHICTh
MPUIILTIOBATUCH 1 30CEPEIUTH yBary I'paBIlsl BUKIIOYHO Ha IMO3HMIIIOHYBaHHI Ta BHOOPI
MOKpaIieHb. BiamoBisr BUSBUIACH HECIIOAIBAHOIO, OCKIILKH Tpa Vampire Survivors y
2022 pomui 310pana MUTEHOHM TPaBLiB caMe 3aBIsSKM 11 11€ei. BigTosi skanp po3pices i
MIITHO 3aKpIMUBCS HA PUHKY, 3a]ly4ar0uu Jeaai Oliblie po3poOHHUKIB, sKi BOAYaIOTh Y
HbOMY MPOCTIP ISl BIACHUX 1]€H.

[lutaHHs, sSIKe CTANO BIAMPABHOI TOYKOKO IILOTO MPOEKTY, 3BYUYUTH MPOCTO: YU
MO>KHA JI0JaTH A0 >KaHPY IIOCh MPUHIIMIIOBO HOBE, HE 3PYWHYBABIIM T€, 110 B HHOMY
npaioe? MaHinmysiis yacoM sIK IrpoBa MeXaHlKa iICHY€ JaBHO Ha MPUKIIAIax TaKUX
npoekTiB, sk Braid, Prince of Persia ta Quantum Break, mpoTe kojieH 13 HUX He
NO€EIHYBAB 1i 3 AMHaMikoro survivors-like. Koxkna 3 iux irop 0yyBajna 4acoBi MEXaHIKU
K ICHTPaJbHUN €JIEeMEHT OKpPEeMOro XaHpy, TOoJl sK y survivors-like wac mgoci
3aMIIAETHCS IPOcTO poHoM. Came 11eii epeTHH 1 € TEMOIO JTaHOT POOOTH.

AKTyalbHICTh TEMH 3yMOBJICHA THM, ITI0 TIOTIPY HACHYCHICTh PUHKY irpamMu KaHPY
survivors-like, iHTerpaiis HENIHIMHMX YaCOBUX MEXaHIK Yy Iell KaHp 3aIUIIA€ThCS
MPaKTUYHO HEJOCTIIKEHOI0 HIIIEHO K Y KOMEPIIHHIN 1HIYCTpii, TaK 1 B aKaIEeMIYHOMY
cepefoBUII. BUIBIICTh ICHYIOUUX POOIT pO3rsgaloTh abo kaHp survivors-like, abo
MaHIIyJISII0 YaCOM OKPEMO, YHUKAIOUM 1X Oe3rnocepeHboro noeananus. OkpiM Toro,
caM KaHp € BIJIHOCHO MOJIOJIUM, aJI’)K€ MOr0 MacoBe MOIIUPEHHS MoYanoch jumiie y 2022
pOIIi, TOX JTOCHTITHUAIIbKA 0a3a HABKOJIO HHOTO I11e (hOpMy€ETHCS.

Meroto poOOTH € TPOEKTyBaHHS Ta po3poOka Komm'torepHoi rpu DimelLoop
Survivors kanpy roguelite-survivors, Jie MaHIITyJISIIsE YaCOM BUCTYIIA€ HE JOMOMIXKHOIO
byHKIII€10, a IEHTPATBHOIO TAKTUYHOIO MEXaHIKOI0, peastizoBanoro 3acobamu Unity 6 Ta
C#. Jlns nmocsrHeHHsI 1€l MeTu OyJIM TOCTaBJICHI Takl 3aBIaHHSA: aHaI3 ICHYIOUHUX
aHaJIOTIB Ta MIAXOJMIB JO peajizallli 4acOBMX MEXaHIK y BiJIeoirpax, MpOEKTYBaHHS
MOJIYJIBLHOT apXITEKTypH MPOrpaMHOro 3a0e3nedeHHs, peasiaiis Ta TECTYBaHHS BCIX

IrpOBUX MifICKCTEM, KOMOUISLIS (iHanbHOT Bepcii rpu A miargopmu Windows.
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PesynpTaTom po6GoTu € rotoa rpa s Windows, sika MpoiIiuia MOBHUHN ITUKII
pPO3pOOKH, TMOYMHAIOYM BiJ MEPIIOTO MPOTOTUIY 1 3aKIHUYIOYM CKOMIILTLOBAHOIO
Bepciero rpu. [ligxomu, 3acToCOBaHI MMijJ 4Yac pO3pOOKHU, HE € CYTO TEOPETUUYHUMHU,
OCKUIBKM KOKHE PIIIEHHS MEPeBIpsUIoch Yy il 1 KOPUTYyBaJIOCh Ha OCHOBI PeajbHOTO
TECTYBaHHS.

JlurimomMHa poOoTa CKIQAAEThCA 3 UYOTUPHOX po3autiB. Ilepmmit  posnain
NPUCBSUCHUN aHaii3y NpPeIMETHOI 00JIacTi, OrJsiAy ICHYIOUMX aHaJoriB y KaHpi
survivors-like Ta peamizariii MaHinmyJIsIIii YacoMm y Bigeoirpax. Jpyruit po3ain MiCTUTh
OINKC TEXHOJIOTIYHOTO CTEKY Ta OOIPYHTYBAHHS NPUMHATHUX apXITEKTYPHHUX PILICHb.
Tperiil po3aii, HAROUIBIINK 32 00CATOM, OITUCY€E MPOTrPaMHY peali3aliio BCiX KIIFOUOBUX
nigcucteM Tpu. YeTBepTHil po3AUT pO3MIIAJAE MPAKTUYHI ACHEKTH B3a€EMOJIT

KOPHUCTYBaya 3 TOTOBUM ITPOJyKTOM, BKJIIOUAIOUM CUCTEMHI BUMOTH Ta CLIEHapii poOOTH.
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1 JOCIIIKEHHSA "KAHPY SURVIVORS-LIKE TA
MEXAHIK MAHIITYJISLII YACOM

ITepen moyaTkoM po3poOKH OY/Ib-SIKOTO MPOTPAMHOTO MPOIYKTY HEOOX1THO YiTKO
BU3HAYWUTH MOTO MPU3HAYCHHS, ITPpOaHATI3yBaTH 1ICHYIOU1 PIIICHHS y BIAMOBIAHIN ramysi
Ta OOTPYHTYBATH MOIIJIBHICTE OOpPAaHOTO MIAXOAYy. Y IOMY PO3MiT PO3TIAIAETHCS
npeaMeTHa 00y1acTb po3poO0dIOBaHOI IpH, (HOPMYIIOETbCS TMOCTAaHOBKA 3ajadl,
MIPOBOAUTHCS OTJISA] JKaHPY survivors-like Ta icHyrounx aHanoriB, aHaTI3YIOTHCS M1IXO0IU
0 peamizalii MaHIOyJsALii YacoM Yy Bijeoirpax, a TakKoX OOIPYHTOBYETHCS

OPUTIHAIBHICTH PO3POOIIIOBAHOTO MPOAYKTY Ha TJI1 HAIBHUX MPOTPAMHHUX PIIICHb.

1.1 IlocTanoBKa 3a1a4i pO3pO0OKH NMPOrPaMHOI CHCTEMHU

OG'ekToM po3poOku € koMmm'toTepHa rpa DimelLoop Survivors xkanpy roguelite-
survivors s miargopmu Windows. IlpenmeTroMm po3poOku € MeToau Ta 3acoOu
peanizalli CUCTEMH MaHIMyJALii 4acoM, O (YHKUIOHYE SIK LIEHTpaldbHAa TaKTUYHA
MeXaHiKa B paMKaxX KJIIaCHYHOTO irpOBOTO IIUKITY KaHPY.

[Ipyu3HaueHHs CUCTEMU TOJAra€ B HaJaHHI TpaBIEBI IrPOBOTO JIOCBiAY,
noOyJ0OBaHOr0 Ha NpUHOMOAX roguelite: KOPOTKMX CecCliX, HAKOMUYyBAHOMY
MeTarporpeci Mi>k HUMHU Ta BaplaTUBHOCTI MPOXO/KEHb 32 PAaxXyHOK BHIAJIKOBOTO
BUOOpY MOKpalleHb. BIIMIHHICTIO Bijl ICHYIOUMX MPEACTaBHUKIB JKaHPY € T€, 110 Yac y
rpi nepecrtae OyTH KOHCTAHTOIO, OCKUIBKM TPaBellb OTPUMY€E HAJl HUM OOMEKEHUI
KOHTPOJIb, 110 POPMY€E MPUHITUIIOBO 1HIINN XapaKTep MPUUHSITTS TAKTUIHHUX PIIICHb 1T
yac 00ro0.

Cucrema Opi€HTOBaHA Ha TPU KaTeropii MOTEHIIWHWUX KOpHUCTyBauiB. [leprry
KaTEeropir0 CTAHOBIISATH TPABIIi, 3HAMOMI 3 KaHpOM survivors-like, siki TyKarOTh HOBOTO
JIOCBIZy B MeXax 3BUYHOI popMynu. [Jo npyroi rpynu Hanexarb rpaslil, sIKi I[IHYIOTh

MEXaHIKM MaHIMyJsnii 4yacoM 3a npukianamu Braid abo Prince of Persia 1 xouyThb
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no0aunuTH iX y HOBOMY KOHTEKCTi. TpeTholo ayJIuMTOpi€l0 € CTYIAEHTH Ta BHUKJIagadl
npodiIbHUX TUCHUIUIIH, Ui SKUX Tpa CIyrye TEXHIYHUM MPHUKIAJIOM peasizarii
HEJTIHIMHUX YacoBUX MexaHik 3acobamu Unity.

JIJ1st MOCSATHEHHS TIOCTABJICHOI METH OYJIM BU3HAYCHI TaKi 3aB/IaHHS:

— TMPOBECTH aHaji3 XaHpy survivors-like Ta iCHYIOYMX aHaJlOriB, BUSBUTHU
HE3aMHATY HIITY IJIs1 PO3pOOIIOBAHOTO MIPOIYKTY;

— JOCIAUTHU MiIXOIU 0 peajizallli MaHImyJIsIil YacoM y Bifieoirpax Tta oopaTu
TEXHIYHO 0OrpyHTOBaHe pimieHHs i Unity;

— CIIPOEKTYBaTH MOMAYJbHY apXiTeKTypy MpOorpamMHOro 3a0e3nmedyeHHs 3
BIJIOKPEMJICHHSIM JIaHUX BiJI JIOT1KH;

— peanizyBaTd KJIIOYOBI ITPOBI MIJICUCTEMH: PyX TpaBlisi, CUCTEMY BOPOTIB 3
NavMesh-nagiramuieto, 30poto 3 Object Pool, cucteMy mMaHimyssiiii yacom, Mporpecito Ta
METanporpec;

— pO3pOOUTH MOJyJIb HaBYaHHS, MarasuH, JiBa ITPOBI CBITU Ta MOBHHUM ITHKJI
irpoBoro UI;

— 310paTu CKOMMILOBaHY Tpy st atrgopmu Windows 1 TpOBECTH TECTyBaHHS.

Bxinna iHdopmartis noAuIsieThes Ha ABa TUIHU. [IpoekTHA 3a1a€THCS PO3POOHUKOM
y Bunsial ScriptableObjects Oe3nocepennro B pepaktopi Unity: XapaKTepUCTUKU
BOpOriB, KOH(Iirypaiii piBHIB, NapaMeTpud TMOKpalleHb Ta MPEAMETIB MarasuHy.
KopucryBaripka HaIXOAWTh Y PEXUMI BUKOHAHHS: HATHCKAHHS KIABIII KepyBaHHS,
MO3UIIIS Kypcopa MUIII JIsl PUITLITIOBaHHS, BUO1p MOKpAIIEHb IIPH T1BUILIEHHI PIBHS Ta
npeaMeTiB y marasudi. [lepesnik kepyrounx KiaBiin HaBeJeHo y Tabmuii 1.1.

Tabmuusg 1.1 — Kepyroui knasimn rpaBus

Knagsimra Jis
WASD [Tepemimenns nepconaxa
Muia [TpuniatoBanHs
JIKM Pyunnii noctpin
Space AxtuBartisg yminas (Dash / Sprint)
R BigmotyBannst yacy (Rewind)
E 3ynunka yacy (TimeStop)




Kinenp Tabaum 1.1
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\Y [lepemukaHHs pexXUMY CTPUILOH
Escape [Tay3a
F [Iponyck KpOoKy HaBYaHHS

Buxinna indopmaris hopmyeTbes miacucteMoro penaepuary Unity: TpUBUMIpHE

300pakKeHHs IrpOBOI CIIEHW 3 MOJICISIMH T'paBlisl, BOPOTIB 1 CHaps/IiB, JTBOBUMIPHUMN

iHTepdeic 3 1HAUKATOpaMH CTaHy, a TaKOX 30epekeHi naHi mporpecy B PlayerPrefs

omnepariinoi cuctemu Windows.

QOyYHKI10HAIbHI MOXJIUBOCTI CUCTEMHU ONMUCYIOTHCA I1arpaMoro MpeLeeHTIB, sSKa

B1I00pakae B3a€EMOJIIIO TPABIIA 3 OCHOBHUMHU MiJICCTEMaMHu rpu (pucyHok 1.1).

IrpoBuiA npouec

Mepemiwerns (WASD)
MpuuinoBanHs (Muwa)
AKTMBALiA ymiHHA (Space)
CrpinsGa (NMKM / AgTo)
A
Yacosi MexaHiku ““‘\
( .VVBU.JM;JTVEEHHSI wac;y (.R) h ) l:',:
Synmnxa vacy (E) ) “E:%f”“”
/ BaaeMOﬂlﬂ 3 4acoBHMM 30HaMK ) ‘y:‘.‘y

\ —_ y"PEBﬂlﬂﬂﬂ Ta nporpec \
/-V ™ — " —
[ Bubip pisHa )

\ 4 /

MpaseL nepemwuamn pexmMy
cTpins6u (V) e

<<INCLUDE> |

MNaysa (Escape) \j
,'I;\ponyck Kpoky TyTopiany (F) )

EXTEND) —

I'Ipoxo,qxeu Ha Tymp\any 4_

Pucynok 1.1 — Jliarpama npeueAeHTiB B3a€EMO/I1i IPABIS 3 IFPOBOIO CUCTEMOIO

- <<INCLUDE>>

CuctemHi gii

36epeKeHHs Nporpecy
-7 T

7

0C windows
(PlayerPrefs)
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HaBenena piarpama CTpyKTypoBaHa Ha YOTHPH OCHOBHI TIPYNH IPELECHTIB:
IrpOBHI1 POIIEC, YaCOB1 MEXaHIKH, yIPABIIHHS Ta MPOTrpec, a TAKOkK CUCTeMHI 1ii. YacoBi
MEXaHIKd BUAUIEHO B OKpEMY TIpyIy, OCKIJIbKM BOHU € LEHTPAIbHOIO YHIKaJIbHOIO
0COOJIUBICTIO CUCTEMH Ta BUKOPUCTOBYIOTh BiiacHUM pecypc Time Energy, mo oomexye

iX BUKOpUCTaHHS B MEKax 1IrpoBOi cecii.

1.2 Orasp sxkanpy survivors-like Ta ioro KJIr040BMX MeXaHiK

Survivors-like € mimpkanpom action-irop, y sikoMy IrpaBellb KEpy€e MEPCOHAKEM 3
ABTOMAaTUYHOIO aTaKOI Ta MPOTHCTOITh HAPOCTAIOYMM XBWUJISIM BOpOTriB. ['onoBHa
BIIMIHHICTh BiJI KJacH4YHUX shoot'em up irop mojsrae y 3mimieHHI (QOKyCy: 3aMiCTh
IPUIUTIOBAHHS 3aCTOCOBYETHCS MO3UIIIOHYBAaHHS, a 3aMICTh OJHOIO PIBHS CKJIAJHOCTI
BUKOPUCTOBYETHCSI HECKIHUEHHE MacIITa0yBaHHS Yepe3 KUIbKICTh 1 IIIJIBHICTh BOPOTIB.
Kanp nomynsipusyBana rpa Vampire Survivors y 2022 pori, xo4a HOro BUTOKH
MPOCTEXYIOThCS 10 MOOUTBHOT Tpu Magic Survival 2018 poky [1].

KimtouoBuMHu MexaHiKaMu KaHPY € KUTbKa B3a€MOIOB'SI3aHUX €JIEMEHTIB.
ABTOMaTHYHA aTaka 3BUIbHSIE TPABIS BiJ] HEOOXIAHOCTI MPUILIIOBATUCH 1 TIEPEHOCUTD
yCIO yBary Ha MEpeMIUIEHHS MO apeHl Ta YHMKHEHHs BoporiB. Cucrema JocCBiAy 1
MOKpalieHb (PYHKIIOHYE 3a MPUHIMIIOM roguelite: Mmiciisg 3HUIIEHHS BOPOTIB TPaBellb
OTPUMYE OJIMHMII JTOCBIAY, HAKOMWYEHHS SKUX MPU3BOAUTH JI0 IMiJABUIIEHHS PIBHS Ta
BUOOPY OJTHOTO 3 KUTbKOX BHUIAJKOBUX MOKPAIIEHb XapaKTEpPUCTUK. MeTanporpec Mix
CecisiMU J03BOJISIE BUTpavaTu 310paHi pecypcH Ha TOCTIMHI MOKpaIIEeHHs, 10 POOUTh
KOXHY HAacTynHy crpoOy Tpoxu mnpoctimoro. Cecisi oOMexeHa yacoM abo yMOBOIO
MIEPEMOTH, 3a SIKOi rpaBellb a00 BIKUBAE JI0 KIHIISA, a00 THHE 1 TOYWHAE 3aHOBO.

CkiaiHICTh y aHpi 3pOCTae HE Yepe3 MiABUIICHHS HeOe3MeKH OKPEMOTo BOPOra,
a dyepe3 30OUIbLIEHHS iXHBOI KUIBKOCTI Ta UIUIbHOCTI Ha ekpaHi. Came ToMy
MO3UIIIOHYBAaHHS CTa€ TOJOBHOK HABUYKOIO TPaBIli, AK€ BiJ] HHOTO BHUMAra€ThCs

MOCTIIHO PyXaTUCh, YHUKATH OTOUYEHHS Ta UTyKATH BUT1/IHI MapIIPyTH Yepe3 HATOBIIL. L5
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0CcoOJIMBICTB BiJIpi3HsE survivors-like Bij OLIBIIOCTI 1HITUX action->KaHPIB, /16 OCHOBHUM
BUKJIMKOM € PEaKilis Ta TOYHICTb.

3aranbHUM ITpOBUN MUK >KaHpy survivors-like mae 4iTKy cTpykTypy, ska
MOBTOPIOETHCSI MPOTIATOM KOXKHOI cecii. ['paBenb mmoumHAE payHI 31 ClIaOKUM
MIEPCOHAKEM, TTOCTYTOBO 30Mpa€e MOCBI 3 BOUTHX BOPOTIB, MiABHUIIYE PIBEHHh Ta 0OUpae
MOKPAIIEHHS, TICJIA YOrOo IMKJI TIOBTOPIOETHCS 3 HAPOCTAIOYOK0 CKIAIHICTIO [0
3aBEpIICHHS Cecii mepeMorow abo mopaskoro. Cxemy irpoBOro IUKIY HABEACHO Ha

pucyHky 1.2.

1. CABH

Boporu npogoBXytoTh
npuUXoauTy

5. BU)KMBAH OBLUE 2. BUXHUTH

LUK
MNepemarait Ginblue Boporis, SURVIVORS_LIKE Yxunsiics, pyxaics,

BIXMBal IKOMOra 0BLUE 3aNNLLANACSH XKUBUM

4. CTABAH CU/IbHIWMM 3. 36MPAVi | PO3BHBAVICH

—

Binkpwsaii/nokpauuyi 3gi6HocTi 36wpait pocsin, AOPOrowiKHi kame,
Ta CTBOPHOW CHHeprii NPEAMETH, NIABULLYN PIBEHD,
CTaBail CUNbHILIUM

Pucynok 1.2 — Cxema irpoBoro ukiy x’aHpy survivors-like

Meramporpec Mix CeCisIMH € BaKJIMBOIO CKJIAJIOBOIO JKaHPY, 110 YTPUMYE TPaBIs
y JOBTOCTPOKOBIM TiepCreKkTuBi. 310paHl 3a Cecil0 MOHETH abo 1HII pecypcu
30epiraroThCs MiX 3aIlyCKaMy 1 MOXYTh OyTH BUTpAY€HI Ha MOCTIiHI MTOKPAIICHHS a00
HOBI MIpeAMEeTH y Mara3uHi. TakuM 4uHOM, HaBiTh HEBJAjla CECisl MPUHOCHUTH MEBHUM

MPOrpec, MO 3HUKYE BIIUYTTSI MAPHOCTI MICHS OPA3KH.
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1.3 AHaJi3 irop-aHaJjIoriB Ta 4acCOBUX MEXaHIK

Hust dopmyBanus koHuenmii DimelLoop Survivors Oylio mpoBeAeHO aHami3
KITIOYOBHX IMPEICTAaBHUKIB JBOX HAMPSMKIB: Ir0p 3 Peai30BaHOI0 MaHIMYJIALIEI0 YaCOM
Ta 1rop >kaHpy survivors-like. Po3misHyTI mnpuKkiIagd O03BOJWIM BU3HAYUTH
reiMIn3aiHepChKI MIXOAH Ta TEXHIYHI PIICHHS, IO JISATIIA B OCHOBY PO3POOIFOBAHOTO
MPOIYKTY.

Braid (Number None, 2008) € omHuM 13 HaWOLIBII JOCITIDKCHUX MPUKIIAIIB
HETIHIAHOT MaHImyysmii 9acoM y Bimeoirpax. I'pa sBisge coboro tutatdopmep-
TOJIOBOJIOMKY, Jie€ KOXXeH CBIT MOOyJOBaHWI HAaBKOJIO YHIKQJIbHOI Bapiaiii 4acoBOi
MexaHiku [2]. Ha BiaMiHy BiJ OUTBIIOCTI 1TOp, /1€ BIAMOTYBAHHS 4Yacy € JIUIIE 3aC000M
BUIIPABJICHHS MOMUJIOK TpaBiis, y Braid BOoHO € OCHOBHUM IHCTPYMEHTOM BHUPIIICHHS
roJIoBOJIOMOK. LleHTpanbHOIO0 € KOHIIeMIis time-immune 00'€KTiB: TIEBHI €JIEMEHTH PiBHS
HE ITIIMa a0 Th Mij AiF0 BIAMOTYBAaHHS 1 MPOJAOBXKYIOTh ICHYBaTH y TOTOYHOMY YaCOBOMY
CTaH1 He3aJIe)KHO BiJ Ji¥ TpaBilsi. B okpemMux cBiTax MiIWMH 4acy MpUB'sI3aHUMN 10 TO3HIIIT

TpaBIl: PyX BIPaBO MPUCKOPIOE Yac, pyX BIIBO BIIMOTY€E HOro Haza (pucyHok 1.3).

Pucynoxk 1.3 —Mexanika peBepcy dacy B rpi Braid

Konnemnist time-immune o0'ektiB Oyma Bukopucrana y DimelLoop Survivors:

Boporu 0e3 koMmoHeHTa Rewindable 3anmumiaroTbesi 3aMOpPOKEHUMH MM 4ac
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BiIMOTYBaHHS, TOJIi SIK BOPOTH 3 IIMM KOMIIOHEHTOM IOBEPTAIOTHCS Y MOTIEPEHII CTaH.
Takuit miaxia 103BOJIsIE€ THYYKO BU3HAUYATH, SIKI caMe 00'€KTH OepyTh y4acTh Yy YaCOBHX
MaHIMYJISIISX.

Prince of Persia: The Sands of Time (Ubisoft, 2003) ctama mepmior0 MacoBOiO
IpoI0, sIKa BBENA BIAMOTYBAaHHsS 4acy K LIEHTPAJIbHY ITPOBY MEXAaHIKY JI HIHPOKOI
aynutopii [3]. KimtodoBoro ocoOmnuBicTio € cuctema Ilicky Yacy, mo sBise co0oro
oOMeXeHHI pecypc, SKHM BUTpadaeTbCs NMPU BUKOPHCTAHHI YaCOBHX 3MAi0HOCTEH 1
MOTIOBHIOETLCSL 'y TIpolieci 0010 3 Boporamu. ['paBellb MOXe BIIMOTaTH 4Yac Haszaj,
YHOBUIBHUTH 200 MOBHICTIO 3yMUHUTH MOT0, OJTHAK KOXKHA 3 IUX J1i moTpedye MeBHOT
KUTBKOCTI pecypcey. Jlane pimeHHs yCyBa€e OHY 3 TOJIOBHHUX MPOOJIeM YaCOBUX MEXaHIK:
SKIIO BIAMOTYBaHHS € O€3MEXHHM, BOHO 3HELIHIOE Oyab-IKUH PU3UK JUIsl TpaBLs

(pucyHok 1.4).

Pucynok 1.4 — Irposuii mpouiec Prince of Persia: The Sands of Time

3a3HaueHa KOHIEMIIis € IpsIMUM NpoToTunoM cuctemu Time Energy y DimeLoop
Survivors. O6uasi 3116H0CcTi Rewind ta TimeStop crnokuBaroTh CHiIBHUN pecypc, 110

BIJIHOBITIOETHCS 3 dacoM. OOMeXeHUN pecypc 3MyIIye TpaBllsd CBIJOMO BU3HAYaTH



17

MOMEHT 3aCTOCYBaHHS Ti€l UM 1HIIO1 3110HOCTI, 110 (POPMY€E TAKTUYHY TVIMOUHY B YMOBaX
IMHAMIYHOTO 0070.

Vampire Survivors (Poncle, 2022) € 0CHOBONOJIOXKHUKOM KaHpy survivors-like y
fioro cyyacHoMy po3yMiHHi. ['pa Buiinuia y panabomy goctyni y rpyasi 2021 poky i 3a
KOpOTKUH 4ac chpopmyBana HOBUI Mi/pkaHp. IrpoBuit mporec moOy0BaHHi Ha OCHOBI
Takoi (hOpMyJIH: TpaBeIb Kepye MePCOHAXKEM Ha apeHi, aBBTOMAaTHYHO aTaKy€e BOPOTiB Ta
HAMara€eThCsl BIDKATH TPOTITOM BimBeneHoro uacy. OCHOBOIO mporpecii € cucrema

MOKpAaIlleHb MMPHU IMABUIIIEHHI PIBHS Ta MeTanporpec Mix ceciamu [4] (pucyHok 1.5).

Pucynok 1.5 — IrpoBuii mpouec Vampire Survivors

CucrteMa cuHepriit Mix peaMeTaMu y Vampire Survivors cTajia eTaIoHOM >KaHpPy
1 Oyna B3sTa 32 OCHOBY IIPH MPOEKTYBaHH1 cucteMu nporpecii DimeLoop Survivors. Yac
y TPl € BUKJIFOUHO T7100aJIbHOI0 KOHCTAHTOIO 0€3 Oy 1b-IKHX MOXKJIMBOCTEH BIUIUBY 3 OOKY
IpaBIls, 1O 1 BU3HAYKUIIO TOJIOBHY 171610 pO3pOOIIIOBAHOTO MPOAYKTY: IHTETpALlisl MEXAHIK

MaHIIyJISAIT 9acoM Y TIEPEBIPEHY KaHPOBY (HOPMYITy.
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1.4 HasiBHI nporpamMHi pilieHHst

Peanizamis MaHimynsamii 4acoM y Bieoirpax € HETPHUBIAIbHUM TEXHIYHUM
3aBJIaHHSAM, OCKUIBKM OUIBIIICTh ITPOBUX pyMIiiB, BKIoyatoun Unity, He MaroTh
BOYTOBaHOI MIATPUMKH MOAIOHUX MeXaHiK. [CHye KiJlbka MPUHILIUIIOBO Pi3HUX MiIXO/IIB
710 BUPIIICHHS LI€1 3a71a4i, KOXKEH 3 IKUX Ma€ CBOI epeBaru Ta OOMEKEeHHS.

[Tepuii miaxia nepeadadyae BUKOPUCTAHHS IETEPMIHOBAHOTO irPOBOTO PYIIIis, 1110
3a0e3neyye TOBHE BIATBOPEHHS CTaHy IPHU 3 TEBHOI TOYKM MUIAXOM IOBTOPHOTO
BUKOHAHHS BCIX JiH TpaBId y TNpaBWwiIbHIN mocnigoBHOCTI [5]. Teopetnuno 1e
HAWTOYHIIIUNA METOJI, OCKUIbKM HE MOTpedye 30epiraHHs MPOMIKHHUX CTaHIB 00'€KTIB.
Opnnak Ha mpakTulll Woro peanizamisa y Unity € BKpail CKJIQIHOIO Yyepe3 HEAETEPMIHIZM
¢b3uunoro pymiis PhysX: ogHakoBi BXiJiHI JJaHI MOXYTb JaBaTd PI3HUMA pe3yibTaT
3aJIEKHO BIJI YAaCTOTH KaJpiB Ta MOPSAKY BUKOHAHHS omepaiiil. 3 orjisay Ha Ie,
3a3HauYeHUM miaxia He OyB 0OpaHuil ISl peanizallii y JaHiid poOoTi.

Hpyruii miaxig 6a3yeTbCs Ha IOKAIPOBOMY 3allMCl CTaHy O0'€KTIB y Oydep 3
NOJAJIBIIMM BIATBOPEHHSIM Yy 3BOPOTHOMY mopsaky. KoxkeH kaap cuctema 30epirae
3HIMOK CTaHy BCiX 00'€KTiB, 1110 O€pyTh Y4acTh y BIIMOTYBaHHI: MO3UIIII0, OOEPTaHHS,
CTaH 370poB's Ta 1HLI1 napameTpu. [Ipu akTuBariii Mmexaniku Rewind cucrema BIITBOpIOE
30epekeHi 3HIMKHA Yy 3BOPOTHOMY MOPAAKY. ['0JOBHUM OOMEXKEHHSIM € CIOKWBaHHS
OTIEpAaTUBHOI Mam'siTi: 30epiraHHs CTaHy JECATKIB 00'€KTIB MPOTSATOM KUIBKOX CEKyH]
noTpedye peTebHOTO yrnpaBiaiHHg Oydepom. YV naniit poOoTi 110 MpodiemMy BUPIIIECHO
gyepe3 KublieBui Oydep 3 MakcuMaiabHOKO TIMOMHOIW 10 CekyHI, /¢ HOBI 3HIMKH
JI0JIa0ThCS HA TIOYATOK, & CTapi aBTOMAaTUYHO BUAAJISIOTHCS TIPH IOCSTHEHHI JIIMITY.

Cnin 3a3HauuTH, 10 BUOIp ruOuHu Oydepa y 10 cekyHA € KOMIIPOMICOM MIXK
TAKTUYHOIO I[IHHICTIO MEXaHIKH Ta HABAaHTAXKEHHAM Ha MaM'sATh: MeEHIIA IIMOHHA
00Me)Xy€e KOPHUCHICTh BIIMOTYBaHHsI, TOJ1 SIK OLIbIlA CYTTEBO 301IBIIYE CIOXKWBAHHS
pecypciB MpH BEJIMKINA KIJTbKOCTI aKTUBHUX 00'€KTIB Ha CIICHI.

Tperiit miaxin nependavae BUKOPUCTAHHS JIOKAJILHOTO YacCOBOTO MacIiTaly, 1110
JI03BOJISIE KOKHOMY O0'€KTYy MaTu BJIACHUM KOE(IUIEHT IUIMHY 4acy, HE3aJICKHUN BiJ

rnobanpHoro Time.timeScale. Ctanmaptauii Time.timeScale B Unity aie rino6anpHO 1



19

3ynuHs€ abo0 CHOBUIBHIOE BCIO CIIEHY OJHOYacHO. HaromicTh KOMITOHEHT
TimeScaleObject nHamae koxHOMY 00'ekTy BiacHy 3MiHHY localTimeScale, ska
MHOXHUTbhCs Ha Time.deltaTime npu po3paxyHky nepeminieHHs. Lle 103Bossie oqHOYaCHO
iATpUMYBaTH 00'€KTH y PI3HUX YAaCOBHMX CTaHaxX: OJHI 3aMOPOXKEHI, 1HII PyXaroThCs 3
HOPMAaJIEHOIO 200 3MIHEHOIO IIBUIKICTIO.

Y nanHiii poOOTI 3acTOCOBAaHO KOMOIHAIIFO JAPYroro Ta TPEThOrO ITAXOIIB.
Kommonent Rewindable peamizye mokanpoBuii 3amuc y KimblieBuid Oydep, a
TimeScaleObject 3a0e3nedye JOKaJIbHUI YacoBUM MacmTad JUisi KOXKHOTO 00'ekTa
cieHu. Taka apxiTeKkTypa J03BOJWIA pealli3yBaTH TPU HE3aJIEKHI 4acOBI MEXaHIKH B

paMKax OJiHI€l cucTeMH 0€3 KOH(IIIKTIB MK HUMH [6].
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2 OBIPYHTYBAHHS 3ACOBIB PEAJIIBALIII CUCTEMHU

VY nporieci po3poOKU MPOrpaMHOro MPOAYKTY BHOIp IHCTPYMEHTIB Ta TEXHOJIOT1N
€ OJHUM 13 KIIOYOBHX pIII€Hb, 10 BHU3HAYAIOTH SIKICTh KIHIIEBOTO pe3yJbTaTy Ta
e(eKTUBHICTh CaMOT0O TMPOLIECYy PO3POOKU. Y IbOMY pPO3ALIL OOIPYHTOBAHO BHUOIp
IrpOBOrO pyIIisi, MOBM MPOTpaMyBaHHA Ta JOMOMDKHUX TEXHOJOTIH, 1o Oynu
BUKOPHUCTAaHI TPH CTBOPEHHI MPOTpaMHOro 3a0e3MeyeHHs, a TaKOX pPO3TIISIHYTO

aIbTEpHATHBHI BapiaHTH Ta MPUYUHM 1X BIIXUICHHS.

2.1 Bu0Oip irposoro pymisa Unity 6

IrpoBuil pymiid € (QpyHIaMEHTAIBHOK MIAT(GOPMOIO Uil PO3pOOKU OyAb-sAKOi
cydacHoi Komm'totepHoi rpu. Moro BuGip BIUIMBae Ha BCi acmeKTH PO3POOKH: Bix
rpagiyHUX MOXJIMBOCTEH Ta MPOAYKTHUBHOCTI JO JTOCTYIHOI'O IHCTPYMEHTapir Ta
3py4HOCTI poOoTH 3 KoaoM [7]. Sk ocHOBHY maTdopmy obpano Unity 6, mo € pemis-
BEPCI€I0 3 IOBIOCTPOKOBOIO MIATPUMKOIO, SIKA MOEHYE CyUaCHI TEXHOJIOT1] peHICPUHTY

3 PO3BUHEHHM HA0OPOM IHCTPYMEHTIB JJIsl CTBOPEHHS 1MOP PI3HUX >KAHPIB.

2.1.1 IlepeBaru Unity 6 nyist po3po0kum irop skaHpy survivors-like

Bubip Unity 6 o00yMOBiIeHUH KIJIbKOMa KJIIOYOBUMHU (aKTOpamH, IO
0e3mocepeIHbO BIANOBIAAIOTh TEXHIYHUM BUMOTaM pO3pOOIIOBAHOIO MPOAYKTY.

[Tepmmm ¢dakTOpoM € KOMIIOHEHTHA apXiTekTypa yepe3 cuctemy GameObject-
Component. Koxxen irpoBuii 00'€KT MOXE MaTd JOBUILHUN HaOIp MPUKPITIIICHUX
KOMIIOHEHTIB TIOBEIHKH, II0 JIO3BOJISIE THYYKO KOMOiIHYBaTH (PyHKIIIOHAJIBHICTH O€3
KOPCTKOI 1epapxii ycmankyBaHHs. Taka apxiTekrypa ao0pe BigoOpaxkae CTPYyKTypy

action-irop, Ae pi3Hi TUIH 00'€KTIB MAlOTh CI1JIbHI Ta YHIKAIbHI XapaKTEPUCTUKH.
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Hpyrum (dakTopoM € KOMILIEKCHAa BOYJIOBaHa MIATPUMKA CYMIXKHHUX CHCTEM:
¢i3uxu yepe3 pymriit PhysX, nasiramii yepe3 NavMesh, pennepunry uepe3 Universal
Render Pipeline 3 mocrtedexkramu, cucteMu 4YacTUHOK Ta 3BYKY. CyKyNHICTH IUX
IHCTPYMEHTIB TOKPUBA€E OUIBIIICT, TEXHIYHUX TMOTped IrpOBUX TWPOEKTIB 0Oe3
HEOOX1THOCTI BUKOPUCTAHHS 30BHIIIHIX PIllICHb.

Tperim dakropom € miarpumka ScriptableObjects, 1m0 SBISAIOTH COOO0IO
cepiaizoBaHl KJIacH, AKi JO3BOJIIOTH 30epiraTi KOH(IrypalliiiHi JaHi He3aJeKHO BiJ
exk3eMIUIIpiB ckpunTiB. Lleit MexaHi3M 3a0e3nedye BiJOKPEMIICHHs JaHUX BiJI JIOTIKH Ta
JI03BOJISIE BUHOCUTH OajaHCHI 3HAYEHHS y peJlakTop 0e3 HeOOX1IHOCTI 3MIHIOBATU KO/

[8]. CxeMy nepenaui nanux uepes ScriptableObjects HaBeneHO Ha pucyHKYy 2.1.

o .B_

Player PlayerHP

Enemy Al

Pucynoxk 2.1 — Cxema niepegadi nanux gepes ScriptableObjects

YerBeptrM (PaKTOpOM € TPOIYKTUBHICTH MPU POOOTI 3 BEITUKOIO KUIBKICTIO
onHotunHux 00'ekTiB. Unity 6 npeacraBuB GPU Resident Drawer, 1110 3Ha4HO nOKpaliye

MPOYKTUBHICTh MPU PEHAEPUHTY BEIMKOI KITBKOCTI OJJHOTHITHUX 00'€KTIB Ha cIieHi. s
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MOJKJIMBICTh € KPUTHYHO BXKIIUBOIO JUISI JKAHPIB 3 BEIUKOI KIJBKICTIO aKTUBHUX
00'€eKTIB OJTHOYACHO.

Unity Takok HaJae pO3BUHEHY CUCTEMY YIIPABIIHHS CIICHAMH Ta PECypCamH.
ACHHXpOHHE 3aBaHTaXEHHs cIieH depe3 SceneManager.LoadSceneAsync mo3Bossie
YHHUKATH 3aTPUMOK IpHU Tepexojax MK irpoBuMu ekpanamu. Cucrema AssetBundle
3abe3reuye edEKTUBHE YIIPaBIIHHSA pecypcamMH 3 MOXJIMBICTIO JUHAMIYHOTO
3aBaHTA)KCHHS Ta BUBAaHTAXCHHS KOHTEHTY. BOynoBanuii incrpymenTapiit Unity Profiler
JI03BOJISIE€ aHATII3yBATH MPOIyKTUBHICTh Y pEATbHOMY Yaci, BiICTE)KYIOUN HABAHTAKCHHSI
Ha IMPOLIECOp, B1IEOKAPTY Ta ONEPATUBHY MaM'ATh 3 JETaI3all€l0 10 OKPEMUX METO/IB

Ta KOMIIOHEHTIB.

2.1.2 Po3riisi aibTePHATUBHHUX BapiaHTIiB

[Ipu BuOOpi irpoBoro pymris Oyid PO3IMVISHYTI JBA OCHOBHI allbTepHATHUBHI
Bapiantu: Unreal Engine 5 ta Godot Engine.

Unreal Engine 5 € moTy>XHUM pyIIiEM 3 IEPETOBUMHU TEXHOJIOTISIMU PEHACPUHTY,
3okpema Nanite Ta Lumen. Pymiii opieHTOBaHuUi nepeBakHo Ha MOBY C++, 1110 moTpedye
3HA4YHO OUIBIIOro Yacy Ha po3poOky mopiBHsHO 3 C#. [lopir BXOMKEHHSI € CYTTEBO
BHIIIMM, 1110 POOUTH HOTO MEHIII JOLUIFHUM BHOOPOM IS 1HAMBITYaIbHOTO PO3POOHHKA
B YMOBax oOMexxeHoro 4yacy. Kpim Toro, ajisi Mpo€KTIB 3 aKIEHTOM Ha IrPOBY JIOTIKY, a
He Ha ¢oTopeanicTuuny rpadiky, moxnuBocti Unreal Engine 5 € nagnmumkoumu [9].

Godot Engine € BIAKpUTHM PYIIIEM 3 aKTUBHOIO CIUIHLHOTOIO Ta BIACHOIO MOBOIO
ckpuntyBanHss GDScript. Pyt € koM npugaTHUM Juist po3pooku 2D irop, ogHak
1oro MokIMBOCT1 y cdepi 3D pennepunry Ta moctedeKTiB € 00OMEKESHIIUMHE MTOPIBHSIHO
3 Unity. 3okpema, BiACYTHICTh TOBHOIIHHOTO aHajora Universal Render Pipeline
0oOMeKy€e MOXKIIMBOCTI peajizailii CKiIaaHuX BizyalibHuxX edekTin [10].

Takum ynnoM, Unity 6 € onTuMaasHUM BHOOPOM 3 OTJISITY Ha TIOE€THAHHS 3PLIOTO
IHCTpyMeHTapito, maATpuMKH C#, pPO3BMHEHOI €KOCHUCTEMH IMaKeTiB Ta JIOCTaTHhOI

MPOTyKTUBHOCTI.
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2.2 BuOip moBu nporpamyBanus C#

MoBa nporpamyBaHHsl € BU3HAYaJIbHUM (DAaKTOpOM €(EeKTHBHOCTI Ta THYUKOCTI
peanizaiii 3aayMaHux anroput™iB. st po3poOku Ha uiatrgopmi Unity o6pano moBy C#
K CTaHJAPTHUHN IHCTPYMEHT peatizaiii irpoBoi Jioriku [11].

C# € 00'eKTHO-OP1EHTOBAHOIO MOBOIO 3 CYBOPUM KOHTPOJIEM THUIIIB, aBTOMATHYHUM
30HMpaHHsAM CMITTS Ta IEPEBIPKOIO Mex MacuBiB. Cepesl KIIFOUOBUX XapaKTEPUCTUK MOBHU
BapTO BUUINTH:

— CYBOpHUH KOHTPOJIb THIIIB JI03BOJISIE BUSABIIATA NOMMJIKM Ha €Tari KOMIUIAMII,
10 € OCOOJIMBO HIIHHUM TPU CKIIATHUX B3aEMOJIISX MIX IT1ICHCTEMaMHU;

— aBTOMAaTUYHE 30UpaHHA CMITTS 3BUIbHSAE PO3POOHHKA Bl PYYHOTO KEPYyBaHHS
nam'aTTio, OJJHaK MOTpeOy€e CBIAOMOIO YIPABIIHHS YaCTOTOK CTBOPEHHS 00'€KTIB;

— MIATPUMKA 1HTEPPENCIB AO3BOJISIE OMMCYBATH KOHTPAKTU M1 KOMIIOHEHTaMH
0€e3 KOPCTKOI 3aJIEKHOCTI Bl KOHKPETHUX peati3allii;

— MEXaHI3M MO/l Ta jaeneraTiB 3abe3mnedye ciadKy 3B'SI3Ky MK IMiJICHCTEMaMH
yepe3 narepa Observer;

— CHIBIIPOrpamMu J03BOJISIIOTh PEai30BYBATH MOCIIIOBHOCTI 3 3aTpUMKaMu 0e3
OJIOKyBaHHSI OCHOBHOT'O TTOTOKY;

— y3aranbHeH1 kosekii List, Dictionary Ta Queue HafgatoTh €pEeKTUBHI CTPYKTYPH
JAHUX IS pPI3HOMAaHITHUX 3a]1a4.

[TopiBHsIHO 3 anmbTepHAaTUBHUMU MoBamH, C# y KoHTekcTi Unity € oueBUIHUM
BuOOopoM. Bukopucrtanus C++ notpeOyBaso 6 3Ha4HO OLIBIIOTO Yacy Ha po3poOKy Ta HE
Hajian0 O CyTTEBUX MepeBar y MpoAyKTUBHOCTI JIs irop moioHoro macmrady. GDScript
e cnietriuyaum g Godot Engine 1 HecymicHuM 3 Unity.

C# ¢yunkmionye Ha turargopmi NET, mo Hamae po3poOHHKY JOCTYyH 0
CTaHAapTHO1 O10JI0TEKH KJaciB 3 MIMPOKUM HAOOpOM TOTOBUX pIlIeHb JJsl poOOTH 3
KOJICKITISIMH, psaKamMu, (aijioBOI0 CHUCTEMOIO Ta aCHHXPOHHMMH omeparlisimu. Unity
BUKOPHCTOBYE BJIACHY pealizallito cepeoBuIla BuUKoHaHHs Ha 6a3i Mono ta IL2CPP, mo

3abe3rneuye cymicHicTh C# koay 3 pi3HUMH LUIbOBUMHU TiaTdhopmamu. Komminstop
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IL2CPP neperBoproe koa Ha C++ nepes KOMOUIAIIEI Y HATUBHUM KO T1aThOpMHU, IO

H1ABUIILY€E MPOTYKTUBHICTH BUKOHAHHS MOPIBHSAHO 3 IHTEPIPETOBAHUM IT1IXOIOM.

2.3 JlonoMisKHi TeXHOJI0riI Ta maKeTH

Oxkpim siapa Unity Ta moBu C#, po3poOKa mporpaMHoro 3a0e3neueHHs Cupaiach
Ha HU3KY OQILIHHUX MaKEeTIB Ta TEXHOJOT1H, KOKEH 3 SIKUX BUPIIIYE KOHKPETHY TEXHIYHY
3amayy. BukopucTaHHs cCremiagi3oBaHMX [IaKeTIB 3aMICTh BJIACHOI peasizallii €
OOIPYHTOBAHUM MIAXOJO0M 3 TOUKH 30pYy SKOCTI Ta HAJIHHOCTI KOJYy: O(IIiiiHI MaKeTH
Unity npoHium peTeiabHe TECTYBaHHS, MalOTh JOKYMEHTAIlI0 Ta MiATPUMYIOThCS
KOMaH/010 po3poOHMKIB pymris. Ile mo3Bossie 30cepenuTd 3yCHJUISL Ha peaizarii
YVHIKQJIBHOI 1'pOBOi JIOT1KM, @ HE HA BUPIIICHH] TUMOBUX TEXHIYHUX 3aj]lay, TaKUX SK

HaBIraIlisl areHTiB, 00poOKa BBOIy a00 KEPYBaHHS KAMEPOIO.

2.3.1 Bioaioreka Universal Render Pipeline

Universal Render Pipeline € onTumizoBanuM KoHBeepoM peHjiepuHry Bin Unity,
110 3abes3neuye NiATPUMKY MOCTE(EKTIB Ta THYUKe HaJalllTyBaHHS Bi3yaJlbHOTO CTHUIIIO
[12]. Cepen kmrouoBux MoxiauBocterd URP BuminstoThes:

— miaTpuMKa nocredexTiB yepe3 Volume cucremy: xpoMaruyHa abOeparis,
JecaTyparlisi, BIHRETYBaHHs, bloom Ta 1H1I1;

— TPOrpaMHUI OCTYI O MapaMeTpiB MOCTe(PEKTIB i Yac BUKOHAHHS udepes
API;

— BukopuctanHs Time.unscaledDeltaTime mnst mocredextiB, mo 3ade3neuye

KOPEKTHY poOOTY HE3aJIeKHO Bij] CTaHy TJI00AILHOTO Yacy CIICHHU;

— ONTHUMI30BaHUN PEHAEPUHT JJIsl HIMPOKOrO CHEKTPY MmiIatdopM Bijl MOOIIBHUX

JI0 HACTUIbHUX.
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3aBasku Moy bHiHM apxiTekTypi URP po3poOHHK MOke HATAITOBYBAaTH KOHBEED
PEHIEPUHTY i KOHKPETHI BAMOTH IIPOEKTY, 10/1aI041 a00 BUMUKAIOUN OKpPEMI IPOXOH
pennepunry. lle 3abesrneuye OamaHC MDK BI3yaJIbHOIO SKICTIO Ta MPOAYKTUBHICTIO

3aJIeKHO BiJ] LIUTHOBOT MIaTHOPMHU.

2.3.2 Cucrema 00poOku BBoAy New Input System Ta nHaBiranii NavMesh

New Input System € gexnapatuBHOIO cucTteMoio o0poOku BBOAy Unity, 110
HNIATPUMYE KiaBiaTypy, muiry Ta reimmnaau [13]. Cuctema Oyna BBejeHa sIK 3amiHa
3acTapuIiil cCUCTEM] BBOAY 3 METOI YCYHEHHS 1i apXITEKTYpHUX OOMEXEHb Ta HaJaHHS
O11B11I0T THYYKOCTI po3pooHuKaM. New Input System Hagae Taki nepeBaru:

— BU3HAYEHHS i HE3aJeKHO Bl KOHKPETHHUX MTPUCTPOIB BBOY;

— MATPUMKA OJHOYACHOTO BUKOPUCTAHHS KUTBKOX MIPUCTPOIB BBOY;

— JIeKJIapaTUBHE HaJAIITYBaHHS MPUB'SI30K KIIABIII Yepe3 pelakTop;

— MOJ1€Ba MOJIeNIb 0OPOOKHM BBOJY 3aMICTh IOCTIHHOTO ONUTYBaHHS CTaHY;

— MATPUMKA CKJIQTHUX YKECTIB Ta KOMOIHAIIIM KJIaBIII Yepe3 CUCTEMY B3aEMOIIM.

HexnaparuBauii miaxigx New Input System 103Bojsi€e BITOKPEMHUTH JIOTIKY
OoOpoOKM BBOJly BiJI KOHKPETHUX MPHUCTPOiB, IO CHPOUIY€ MIATPUMKY PI3HUX
KoH(irypamiii kepyBanns. [lomieBa Mozenb oOpoOku BBOAY € OUIbII €(PEKTUBHOIO
MOPIBHSHO 3 TIOCTIHHWM OIUTYBAaHHSM CTaHY, OCKIIBKHA KOJI BUKOHYETHCS JIUIIIC TPHU
(dbakTH4HIi 3MiHI CTaHy MPUCTPOIO BBOJY.

NavMesh € BOymoBaHor cucremoro Hagiramii Unity, 1mo 3a0e3nedye mOIIryk
NUISIXY JJIS aT€HTIB Ha TIOTIEPEIHBO 3aredeH1i HaBiramiHii it [14]. Cucrema mmpoko
3aCTOCOBYETHCS y Irpax 3 BEJIMKOIO KITBKICTIO aBTOHOMHHUX areHTiB, JI€ KOXKEH 3 HUX
MMOBUHEH CaMOCTIMHO BU3HAYaTU MapHIPyT 0 11l B 00Xia nepemikoa. NavMesh Hanae
TaKi MOMJIMBOCTI:

— aBTOMATHYHE 3alliKaHHS HaBITAI[IMHOI CITKA Ha OCHOBI reOMeTpii CIICHH;

— MOIATPUMKA PI3HUX THUIIB areHTIB 3 1HJMBIAyaJIbHUMU MapaMeTpamu pajiycy,
BUCOTH Ta IMIBUJIKOCTI;

— NWHAMIYHE BU3HAYEHHS ONTUMaIbLHOTro MapuipyTy uyepe3 NavMeshAgent;
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— MIATpUMKA IIapiB HaBIrarii JUisl pO3MEXyBaHHS 30H JOCTYMHOCTI JJIS PI3HUX
THIIIB arcHTIB;
— MOKJIMBICTb BUKJIIOYEHHSI OKpeMHUX 00'€KTIB a0 IIapiB 3 HABITaIIMHOL CITKH.

KommonenTtu cuctemu Hagiraiiii NavMesh HaBeneHo Ha pucyHky 2.2.

NavMeshAgent OffMeshLink

NavMeshObstacle

NavMesh

Pucynox 2.2 — KommonenTtu cucremu Hasirarii NavMesh B Unity

NavMesh € edexTuBHUM pilieHHSM AJis peaiizallii HaBiramii B irpax 3 BEJIUKOIO
KUIBKICTIO areHTiB, OCKUIBKM OOYMCIICHHS MUISIXy BUKOHYETHCS Ha TOMEPEIHBO
3areydeHii CITIi, 10 3HAYHO 3HUKY€ HABAHTAXKEHHS Ha IMPOIIECOpP MijJ YaCc BUKOHAHHS.
AJITOpUTM TOIIYKY HUIAXY Oa3yeTbcss Ha MeTOoAl A¥*, 10 TapaHTye 3HaXOKEHHS
ONTHMAJbHOTO MapuipyTy 3a npuiiHaTHUH 4yac. Kommnonent NavMeshAgent
aBTOMATHUYHO OHOBIIIOE MApUIPYT NP 3MiHI MO3HUIII LU, 10 3a0e3Meuy€e KOPEKTHY

MOBE/IIHKY areHTiB y IMHAMIYHOMY CEpEIOBHUIII.

2.3.3 Bioaioreka Cinemachine ta TextMeshPro

Cinemachine € cuctemoro kepyBaHHs kameporo Unity, 1o 3a0e3nedye riaBHE

CIiyBaHHSI KaMepu 3a 00'€éKTOM 3 HallallTOByBaHMMHU Tapamerpamu [15]. Cucrema
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HaJla€ poO3pOOHUKAM TOTY)XKHUH 1HCTpYMEHTapiil JyIs peasizallii CKIagHOl MOBEIIHKU
KaMepH 0e3 HeoOX1JHOCTI HAalMCaHHS BIACHOTO KOOy KepyBaHHsA. Cepell MOKIUBOCTEN
CUCTEMU BUIUISIOTHCS:

— TJIaBHE CJIITyBaHHS 32 HIJTLOBUM 00'€KTOM 3 HAJIAIITOBYBAHUMU MapaMeTpaMu
nemndyBaHHS;

— MIATPUMKA PI3HUX THUIIB KaMmep: BIJ TPeThoi 0coOM, Bija MepIioi ocobw,
opOiTanbHa;

— CHCTEMa MPIOPUTETIB JJI1 ABTOMATUYHOTO MEPEKIIOUCHHS M)XK KaMepaMu;

— 1HTerpalls 3 cucreMoro animailiii Unity juist CHHXpOHI3allii pyXy KaMepu;

— MIATPUMKA OOMEKEHb PyXy KaMepH ISl 3a11001raHHs BUXO/1y 32 MEXI1 IrpOBOTO
IpPOCTOpY.

Cinemachine ycyBae HEOOXIIHICTb PY4YHOI peaiizailii JIOTIKM PyXy KaMmepw,
HAJal0yu TOTOBI PIIIEHHS JUIsl TUIOBUX ITpOBUX clieHapiiB. [lapameTpu nemndyBaHHsS
JO3BOJISIIOTH JOCATTH MPUPOJTHOTO BITUYTTA PyXy 0€3 pi3KuX CTPUOKIB IIPH HIBUIKOMY
nepeminieHH1 00'ekta crexeHHs. Cucrema € HeOJIOKYIUOI0 Ta MOBHICTIO IHTETPYETHCS 3
1HIUMEU KoMIioHeHTamMu Unity uepe3 cTaHAapTHUM MEXaH13M TO/IIH.

TextMeshPro € cuctemoro peHiepuHry TekcTy Ha ocHOBI SDF-TexHomorii, 1o
3a0e3nedye 4YITKICTh MWPUPTIB Opu OyIp-iKOoMy MaciuTaOyBaHHI. biOmioreka €
oimiiHUM CcTaHIapTOM peHnaepuHry TekcTy y Unity, 10 NpUNANIOB Ha 3aMiHy
3actapiiomy komnoHeHTy Text. KirouoBi xapaktepucTiuku 0107110TEKH:

— BukopuctanHs Signed Distance Field Texnomorii mist 30epekeHHs] 4iTKOCTI
TEKCTY HE3JICKHO BiJ pO3MIPY;

— MIATPUMKA PO3LIMPEHOTO (POpMaATyBaHHS TEKCTY Yepe3 TETH;

— MOXJIMBICTb 3aCTOCYBaHHS €(DEKTIB 10 TEKCTY: TiHb, OOBEJACHHS, TPAIIEHT;

— BHUCOKA MPOAYKTUBHICTh MOPIBHSAHO 31 CTAHAAPTHUM KOMIIOHEHTOM Text;

— migTpuMka Jokamizauii Ta Unicode s BIIOOpaK€HHSI TEKCTYy PIZHUMH
MOBaMH.

TextMeshPro € ctangapToM peHIEpUHTY TEKCTY y CydyacHHX Npoektax Ha Unity
3aBJISIKA CYTTEBUM TIepeBaraM y SIKOCTI BigoOpakeHHs Ta (yHkiioHambHOCTI. SDF-

TEXHOJIOTIS TapaHTy€ YUTAOCIbHICTh TEKCTY HE3aJeKHO BIJ PO3IIBHOI 31aTHOCTI
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eKpaHa Ta MaciTaby eJeMeHTIB 1HTepdeicy, 1o € O0COOJMBO BaXJIUBUM IS

3a0e3MeyeHHs IKICHOTO B1I0OpaXXeHHsI Ha PI3HUX MPUCTPOSAX Ta PO3AUIBHUX 3MATHOCTSIX.

2.4 ApXiTeKTYpPHI NaTePHU NPOEKTYBAHHS

[Tpu po3pobI1i mporpamHoro 3abe3nedeHHs: BUOIp apXiTEeKTYpHUX MAaTEPHIB € HE
MEHIII BOXXJIMBUM PIIIICHHSM, HIK BUOIp TEXHOJIOTTYHOTO cTeKy. [larepHr npoeKkTyBaHHS
€ YCTaJICHUMH PIIICHHSAMHU THUIIOBUX 3a/ay MPOTpamMHOi 1HXEHepii, IO J03BOJSIOTH
CTBOPIOBATH THYYK1, PO3IIMPIOBAHI Ta MIATPUMYBaH1 cuctemu [16].

[Tatepn Singleton 3a0e3mnedye IiCHYBaHHS €IUHOTO €K3EMIUISIpa KIlacy 3
r100aJIbHOO TOYKOIO JJOCTYMY. 3aCTOCOBYETHCS JIJISI MEHEIKEPIB II100aJIbHOTO CTaHY, /1€
HEOOX1/IHO rapaHTyBaTH €JUHY TOUYKY KEpyBaHHS NEBHOIO miacucremoro. [lepeBaroro
NaTepHy € MPOCTOTa JOCTYIy 10 I100albHUX CEpBICIB 0€3 HEOOX1THOCTI MepeaaBaTH
NOCWJIaHHS 4Yepe3 iepapxito 00'ekTiB. BogHouac HanMipHe BHKOpHUCTaHHS Singleton
MOK€ MPU3BECTH JI0 MPUXOBAHUX 3aJEKHOCTEM MIK KOMIIOHEHTaMH, TOMY HOro
3aCTOCYBaHHS Ma€ OyTH OOTpPyHTOBAHHUM.

[Tatepn Observer peanizyeThcs 4epe3 MEXaHI3M MOJIN Ta Jernerari. 3abe3nedye
cina0Ky 3B'SI3Ky MDK IMIJCMCTEMaMH dYepe3 MyOnikauilo Mofiid ©0e3 3HaHHA IMpo
nignucHukiB. Kiac-BupaBenp myOIikye NMoi0 MpU 3MiHI CBOTO CTaHy, a IMiJANUCHUKU
pearyroTh Ha Hel He3aJIe)KHO OJWH BiJ OJHOTO. Takui MiaXia J03BOJISE JOAaBATH HOBUX
MIMUCHUKIB 0e3 Moudikallii Kiacy-BUAaBIIS, 110 BIAMOBIAAE MPUHIIUAITY BIIKPUTOCTI J0
PO3IIMPEHHS Ta 3aKPUTOCTI 10 MOIUDIKAITi].

[Tatepn Object Pool Bupimye mnpobiieMy YacToro CTBOPEHHS Ta 3HUIICHHS
00'€KTIB, 1[0 NPU3BOAUTH 10 mnay3 30upaya cMmittd. CyTb NaTepHy TMOJArae y
MOTIEPEeTHHOMY CTBOPEHHI MEBHOI KIJTLKOCTI 00'€KTIB Ta iX MOBTOPHOMY BHUKOPHCTAHHI
3aMICTh 3HULIEHHS. MeHemKep mylly Kepy€e KOJEKIIsIMU HEaKTUBHUX 00'€KTIB, HAJAl0uU
X Ha 3aMUT Ta MOBEPTAIOUH MiCIsi BUKOPUCTaHHS. Takuil miaxia € 0co0JIMBO €(peKTUBHUM
JUTst 00'€KTIB, 110 YaCTO CTBOPIOIOTHCS Ta 3HUIIYIOTHCS MPOTITOM POOOTH MPOTPAMHU.

[Tarepn Strategy m03BojIsi€ BU3HA4YaTH CIMEHCTBO aJrOpPUTMIB, 1HKAICYJIOBATH

KOKEH 3 HUX Ta 3a0e3medyBaTu iX B3a€MO3aMIHHICTh 0e3 3MiHM Koay KiieHTa. [latepn
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pealizyeThcsl 4epe3 BU3HAUYCHHS CIUIBHOTO 1HTepdency I BCiX BapiaHTIB aJITOPUTMY
Ta BUOIp KOHKPETHOI peaizallii mi1 yac BUKOHaHHs. Lle 103BoIst€e Ierko po3mmproBaTH
CHUCTEMY HOBHUMHU BapiaHTaMH TOBEIIHKH Oe3 Moju@ikailii iCHYHYOoro Koay, L0 €
BaYXJIMBOIO MIEPEBArol0 Mpu po3poOlil CUCTEM 3 BapiaTUBHOIO MOBEAIHKOIO 00'€KTIB.
Bubip KoHKpeTHOTO MaTepHy BU3HAYAETHCA XapaKTEPOM 3aj/ladi Ta BUMOTAMHU 0
apxITeKTypu cucTeMHu. Singleton mOIIIFHO 3aCTOCOBYBATH JIMINE [JIsl CHpaBjl
riobansHuX ceppiciB. Observer € onTUMaIbHUM BHOOPOM JIJISl CUCTEM 3 JIMHAMIYHOIO
KUIbKiCTIO miAnMUCcHUKIB. Object Pool HaiiG11b111 eheKTUBHUMN y CHCTEMax peaibHOrO 4acy
3 IHTEHCMBHHUM CTBOPEHHSIM Ta 3HMILIEHHAM OO0'€KTiB. Strategy 3abesneuye HaHOUIbIITY
THYYKICTh y CHCTEMax 3 BaplaTUBHOIO MOBENIHKOK 00'ekTiB. CXeMy 3acCTOCOBaHUX

apXITEKTYpPHUX MMAaTePHIB HABEJCHO HA PUCYHKY 2.3.

ApxiTeKTypHi naTepHN NPOEKTYBaHHS

( N )
Singleton « )y Observer
€anHMIN ek3amMnnsp knacy [My6nikauis nopiji 6e3
3 ro6anbH1M JOCTYNOM. 3HaHHS NPO MiAMNMUCHUKIB.
3acTocyBaHHS: MeHe[Xepy cucTeMM 3actocyBaHHs: nogii C# ta UnityEvent
\_ 7N J
( ANy X
Object Pool Strategy
[oBTOPHE BUKOPUCTAHHS B3aemo3aMiHHi anroputMn
06'€KTIB 3aMiCTb 3HMLLEHHS. 6e3 3MiHu Koay.
3acrocyBaHHs: Kyni Ta BOpOru 3acrocyBaHHs: ScriptableObjects
\_ VAN

Pucynox 2.3 — ApXITeKTypHI MaTepHU MPOEKTYBAHHS

3acTocyBaHHS 3a3HAUYCHUX TATEPHIB y CYKYIMHOCTI JO3BOJIUJIO CTBOPUTHU
MOJYJIbHY apXiTEKTYpy, /1€ KO)KEH KOMIIOHEHT Ma€ YiTKO BU3HAYEHY BiJIMOBIAAIBHICTh

Ta MiHIMaJIbHY 3QJICKHICTh B1JI 1HIIIHUX I1JICUCTEM.
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3 TIPOI'PAMHA PEAJIIBAIISA CUCTEMUA

VY nonepenHix po3zainax 0yJyo MpoaHaii3oBaHO NpeIMETHY 00J1acTh, 0OTPYHTOBAHO
BUOIp 3aco0iB pO3pOOKM Ta apXITEKTypHUX MarepHiB. JlaHwii po3Ail MPHUCBIYCHUN
JETATbHOMY OIMCY MPOrpaMHOI peamizarii KIouoBuUX TmiacucteM Tpu DimeLoop
Survivors. Po3rnsnaioTecs apxiTeKTypa IporpaMHOro 3a0e3MeYeH s, OCHOBHUM 1IrpOBUIA
IIUKJI, CACTEMa BOPOTiB 3 HaBIrali€lo, yHIKaJbHa CHCTEMa MaHIMyJIAIIT 4acoM Ta CUCTEMa
nporpecii rpaBig. OcoOnuBa yBara MNPUIAUISETHCS TEXHIYHUM PIIIEHHSM, IO
320€3Meuyl0Th KOPEKTHY B3a€MOII0 MIXK IIJICHCTEMAMH Ta CTaOUIbHY pPOOOTYy T'pH B

yMOBaX BEJIMKOI KIJTbKOCTI aKTUBHUX 00'€KTIB Ha CIEHI.

3.1 ApxiTeKTypa NporpaMHoro 3ade3neyeHHs

EdexkTuBHa apXiTeKTypa € OCHOBOIO JUIsl CTBOPEHHS MAaclITa0OBaHOI Ta
MiATPUMYBaHOI MporpaMHoi cucteMu. Po3pobiena cucrtema modyjoBaHa 3a MPUHITUTIOM
MOJYJIBHOCTI 3 BIIOKPEMJICHHSM JTaHUX B1J JIOTIKH, ¢ KOXKEH KOMIIOHEHT BIIMOBIAA€E 3a
KOHKPETHY YacTHHY (PYHKIIOHATy Ta B3a€MOJIE 3 IHIIMMU YE€pe3 YITKO BHU3HAYEHI

iHTepdeiicu.

3.1.1 3aranbHa CTPYKTYpa Ta KJI4Y0Bi KOMIIOHEHTH

[IporpamMHa cucTeMa CKIAfaeTbess 3 HaO0OpPy B3a€MOMOB'S3aHUX — KIACIB,
peanizoBanux Ha C# B pamkax irpoBoro pymris Unity 6. Yci MmeHepkepy peanizoBaHi 3a
natepHoM Singleton 1 1oCTymHI 3 Oyab-SIKOT MIJCUCTEMHU Yepe3 CTAaTUYHY BIACTHBICTH
Instance [17]. Cnabka 3B'sa3ka Mi>k KOMIIOHEHTaMH 3a0e3neuyeTbes uepe3 C# events Ta
UnityEvent, mo m03Bojsie 10maBaTH HOBUX IMiANMUCHUKIB 0€3 Moaudikaiiii Kiaci-

BUJIABIIIB.
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CueHu Tpu OpraHizoBaHi BIJANOBIIHO JO OCHOBHOIO IOTOKY: MainMenu 3
iagexkcoMm 0, Tutorial 3 imgekcom 1, Worldl 3 immexcom 2 ta World2 3 imgekcom 3.
Menemxkepu AudioManager ta SaveManager cTBOprIOTbCS y ciieHi MainMenu 3
npanopom DontDestroyOnLoad, o 3a6e3nedye ix 30epeKeHHs MK CIICHAMH TTPOTITOM
YChOTO Yacy poOOTH MPOTpamMHu.

Iepapxist 00'ekTiB IrpoOBOi CIIEHH BiI0Opaka€ MOAYJbHY CTPYKTYPY CHUCTEMH, JI€
KOKEH MEHEKEp ICHY€ K OKPEMHii IrpoBHil 00'€KT 3 BIAMOBIAHUM KOMIIOHEHTOM. YcCi
MEHEJDKepU 3rpynoBaHl y OaThKIBChKHUM 00'ekT Managers, 1o 3a0e3nedye 3pydHy
HaBIramio B 1€papxii miJ yac po3poOKU Ta HalarokeHHs. lepapxiro 00'€kTiB irpoBOi

CLICHM HABEJICHO Ha PUCYHKY 3.1.

2 World1
2 Cameras
&) Gameplay
&
&) EventSystem
) Ul
&) Canvas
1 Managers
) GameManager
&) WinConditionManager
1 CoinManager
XPManagel
1 UpgradeMana
&) LevelUpMa
51 RewindMana
&) TimeStopMan:
&) TimeZone
&) EnemyS
1 DeathSc

-
A
2
2
3
A~
3
-
2
2
i

~A

2

yssSpawner
1 LevelManager
GameResults
7 ObjectPool
wironment

I
I

I

I

I

I
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Pucynox 3.1 — lepapxist 00'ekriB irpoBoi crienn World1 B Unity
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Kondirypariiiiti 1aHi mOBHICTIO BiJOKpEMJICH1 BiJl JIoTiku yepe3 ScriptableObjects.
JIist KOXKHOT MiJICHCTeMH CTBOpEeHO okpemmii Tumn ScriptableObject: EnemyData mis
napameTpiB BoporiB, LevelConfig nans wnamamrtyBanb piBHiB, UpgradeData s
nokpaienb, SkillData nns ymine Tta ShopltemData nns mpenmetiB marasuny. Takwii
TIX11 T03BOJISIE 3MIHIOBATH OajaHCHI 3Ha4YCHHs Oe3nocepenubo B pemakTopi Unity 6e3
HEOOXITHOCTI BHOCUTU 3MIHHU JI0 KOJAY. 3arajbHy apXiTeKTypy CHUCTEMH HaBEIE€HO Ha

PUCYHKY 3.2.

MeHegxkep sbepexeHb
(SaveManager)

BapaHTaxeHHs / 36epexeHHa

FonoBHUW MeHeXep

3anyck rpu
(GameManager) 4 P!

3anyck rpu

MeHenxep BiAMOTYBaHHA MeHenkep 3yNMHKKU Yacy
(RewindManager) (TimeStopManager)

BnokyBaHHA 3aMOPOXYE

OHOBINIOE XaPaKTEPUCTUKMA
Mpaeeus (Player) MeHemkep AOCBiAY Ta MOHET

_________ (XP & Coin Manager)

+ 3aopos'a (Health) .
+ KoHTponep 36poi (WeaponController) < ~=~""""
+ Xapaktepuctukm (PlayerStats)

BUNagiHHA pecypciB

1
|

Mpu amiHi 200pos's (OnHealthChanged)
h

LUl Bopora
(EnemyAl)

IHTepdenc snopoe's
(HPBarUIl)

Pucynok 3.2 — Jliarpama apXiTeKTypHu MPOTrpaMHOTO 3a0e3MeueHHs

Hapenena miarpama BigoOpakae B3a€MOJIF0 MDK KIIOYOBUMH MEHEKEpaMH
CUCTEeMH Ta IrpoBuMHU 00'ekTamu. GameManager € EHTpaJIbHUM KOOPAMHATOPOM CeCli,
110 1HILIATI3YE PELITYy MEHEIKEPIB Ta Kepye 3aralibHUM ctaHoM rpu. RewindManager ta
TimeStopManager peani3yoTh 9acOB1 MEXaHIKH Ta BUKOPUCTOBYIOTh CITUIBHUI PECYPC
Time Energy. Komnonent Health nyOnikye noaii OnHealthChanged ta OnDeath, no
skux mianucytoteess HPBarUI, WinConditionManager Tta DeathScreenManager

HE3JIEKHO OWH B1J OTHOTO.
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3.1.2 Jiarpama kJaciB

JIis  neTambHOTO TPEACTABICHHS CTPYKTYpH CHCTEMH Ta BIIHOCHH MK i
OCHOBHMMHM KJIacamu po3pooOsieHo crporieny UML miarpamy knaciB (pucyHok 3.3).
Jiarpama 103BOJII€ HAOYHO MOOAYUTH 1€PAPXII0 YCIAAKyBaHH, KIOUOBI aTpuOyTH Ta

METO/IM KO>KHOTO KJacy, a TaKOX TUIIX 3B'SI3KIB MK HUMHU.

MeHegxep goceigy

MeHemKep 3yNUHKK Yacy - currentXP : float
- currentLevel : int

+ IsTimeStopped : bool

+ AddXP(float)

+ ToggleTimeStop() + OnLevelUp - UnityEvent

+ SetBlocked(bool)
+ SetExternalCooldown(float)

Mexeaxep BigMOTYBaHHA
4acy
FonoBHWiA irpoBui MeHeaxep 3GepexeHt
+ IsRewinding : bool MeHegKep
+ currentTimeEnergy : float %‘
* ted : bool —% + GetTotalCoins() : int
ey + UnlockLevel(int
-5 ?gl e\:u; S ’ + StartGame() + AddCoins(int)
etBlocked(bool) + ApplyShopSelections() + SpendCoins(int)
1
Kowdpirypauinsi gasi
BOpoOra
+ maxHealth : float
H + moveSpeed : float 1
\/ 0.” + altackType : e
EnemyAttackType H
KoMnoHeHT BiAMOTYBaHHA + xpValue : float H
- snapshots : LinkedList H
- maxRecordTime : float KOMNOHEHT 3A0POB'A KOMNOHEHT pyXy rpaeus
+ StartRewind() ‘ - currentHealth : float _a | -moveSpeed : float
+ StopRewind() H - maxHealth : float “w| - b : Rigidbody
+ ClearSnapshots()
TNokaneHWi Yacosui : + TakeDamage(float) + Move()
KOMMOHEHT H 1 + Heal(float) + AimAtCursor()
- K : + OnHealthChanged : UnityEvent
+ localTimeScale : float : % + OnDeath : UnityEvent
+ EnterTimeZone(float)
+ ExitTimeZone()
+ LocalDeltaTime : float
0.
° ¢
KOMMOHEHT NoBeaiHKM KouTponep 36poi
Bopora
- weapons : List
- enemyData : EnemyData _ isAutoFire : bool
<> - agent : NavMeshAgent

- tso : TimeScaleObject
+ AddWeapon(WeaponData)
+ Fire()

+ HandleMovement()
+ HandleAttack()

Pucynok 3.3 — /liarpama kjaciB mporpaMHOro 3a0e3nedyeHHs

[lentpanbHe Miciie B apXiTeKTypi 3aiimae kitac GameManager, BiJ] IKOTO 3aJIeXKaTh
yci meHemkepu cecii. Kinac Health € criibHUM KOMIIOHEHTOM 1S TpaBIs Ta BOPOTIB 1
peani3dye yHiIpIKOBaHUI MEXaHi3M OTPUMAaHHS IIKO/IH, JIKYBaHHS Ta MyOJiKaIi momii
OnHealthChanged 1 OnDeath. Knac EnemyAl BuKOpHUCTOBYE KOMIIOHEHT
TimeScaleObject nnst miATPUMKH JIOKAJIBHOTO YaCOBOTO MAacIITaly Ta 3BEPTAETHCS [0

ScriptableObject EnemyData aiist Bu3HaueHHs mapaMeTpiB MOBEAIHKH, 10 BIAMOBIIAE
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narepHy Strategy. Komnonent Rewindable 30epirae kinblieBuii 0ydep 3HIMKIB CTaHy
o0'exkta Ta B3aemoxie 3 RewindManager mist cuHXpOHI3alii MpoIiecy BiIMOTYBaHHS.
RewindManager kepye ycima exzemiuiipamu Rewindable Ha ciieHi uepes 3aieXHICThb
turry 1 mo 0..*%, mo BimoOpakae MOXKIJIMBICTh OJTHOYACHOTO BiAMOTYBAaHHS TOBUIBLHOT
KUTbKOCT1 00'ekTiB. SaveManager Ta XPManager € He3aJIe)KHUMH MEHEIKEepaMH, IO
niaKIrodaoThess 10 GameManager depe3 acoliiaiio Ta 3a0e3nedyroTh 30epeKeHHS

IPOrpecy 1 CUCTEMY JOCBITy BIAMOBITHO.

3.2 OcHOBHUI ITPOBHH UKJI

IrpoBuii LMK € LEHTPAIbHUM MEXaHI3MOM, WI0 KOOpJIMHYe poOOTy BCiX
TiCHCTeM IpH MpOTAroM oxHiel cecii. Moro peanmizauis mo6yaoBaHa Ha MOCIiTOBHiif
1HII1aT13a1111 KOMIIOHEHTIB Ta O€3MepEePBHOMY OHOBJICHHI CTaHy I'PH KOXKEH KaJp.

[Mukn noumHaeTbess y kiaci GameManager, meroa Start SKOTo IOCIHIIOBHO
BUukiIukae  naBa  Mmeromu:  ApplyShopSelections ta  StartGame.  Meton
ApplyShopSelections 3uutye 3 PlayerPrefs BuOpany rpasiiem 30poro Ta yMiHHS 1 Iepeae
iX BIAMOBIIHUM KOMIIOHEHTaM rpasiis uepe3 WeaponController Ta PlayerStats. Meton
StartGame iHiLiaTI3y€ PEIITY MEHEIKEPIB CECli, CKUA€ JTIUYMIBHUKHU JOCBITY Ta MOHET,
aktuBye WinConditionManager 3 mapamerpamu notodHoro piBHsa depe3 LevelConfig
ScriptableObject. fkmo mnoToyHa cueHa € HaByanbHOO, (GameManager mnepenae
kepyBanHsa TutorialManager, sikuii TUMYacOBO OJIOKY€ 4acoBl 3410HOCTI 10 MOMEHTY iX
OKPOKOBOTO BUBUECHHSI TPABIIEM.

Kiac PlayerMovement peaiizye nepeMillieHHs IEPCOHa)Ka Ha OCHOBI BBOJIY Yepe3
New Input System 3 ¢izuuaum nepemimenasm depe3 Rigidbody. Hampsmok pyxy
BU3HAvaeThesl 3 Biced WASD Ta HopmanizyeTbest sl 3a0€3ME€UeHHS PIBHOMIPHOT
IIBUJIKOCTI MpHU JiaroHaibHOMY pyci. [IpuiimtoBanHs peanizoBaHo uepe3 Raycast Bin
no3ulii kamepu Ao mapy groundlLayer, 10 103BOJIsIE BU3HAUUTH TOYKY Ha TUIOIIMHI
apeHu, Ha fAKy BKa3ye Kypcop muiii. Meron Raycast BUKOHYeThCsS KOXKEH Kalp, a

OTpUMaHa TOYKa MEPETHHY BUKOPHUCTOBYETHCS i OOYMCIIEHHS BEKTOPY BiJ MO3MIIii
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IPaBIIs 10 TOYKY TPUIIUTIOBAHHS, TICIS YOTO MEPCOHAXK 00EPTAETHCS Y LIbOMY HAPSIMKY
gyepe3 Quaternion.LookRotation. 3anexno Big o6panoro SkillData akTuByeThCS OHA 3
NBOX 3M10HOCTell mnepecyBaHHs. Dash peanizoBaHo dYepe3 3acTOCYBaHHS MHUTTEBOTO
imynecy 10 Rigidbody y Hanpsimky motounoro pyxy uepes3 metoq AddForce 3 pexxumom
ForceMode.Impulse, miciast 4oro 3amyckaeTbcs TailMep uacy BiJHOBJIEHHS. Sprint
peanizoBaHO Yepe3 THUMYAacOBE MHOMKEHHS MOTOYHOI HIBUIKOCTI MEpPEMIIIEHHS Ha
koedimieHT sprintMultiplier mpoTsrom 3agaHoi TPUBAIOCTI Yepe3 KOPYTHHY.

Kinac WeaponController peanizye cTpinbOy 1715t BCiX 030pO€Hb TPaBIis OIHOYACHO.
Tpu tunu 30poi omucyrotbes uyepe3 WeaponData ScriptableObject, sikuii Bu3Hauae
YacTOTY MOCTPLJIIB, THH KyJi, 0a30BY IIKOAY Ta IIBUJKICTh cHapsiaa. [linTpumyroTses qBa
peXKUMHU CTpUIBOM 3 TEpPEeMHUKaHHSIM KiaBilmlero V: B aBTOMAaTUYHOMY PEXUMI
WeaponController cTpinsie y HanpsiMKy Kypcopa 3 (piKCOBaHUM IHTEPBAJIOM, Y PYYHOMY
peXUMI TIOCTPUT BIAOYBA€TbCS JIUIIE IMPUH HATUCKAHHI J1BOi KHOmMkW wmwumi. Kymi
peanizoBani uepe3 natepH Object Pool: meton OnEnable iHimiamizye cran Kymi mpu
OTpUMaHHI 3 Iyi1y, Metoa OnDisable moBeptae ii 1o myny npu neaktuBauii. Takuil miaxia
yCyBa€e HEOOXIMHICTh yacToro BUKIMKY Instantiate Ta Destroy, mo 3amo0Oirae mayzam
30upaya CMITTS TiJl 4Yac IHTEHCUBHOI cTpuibOu [18]. diHanbHE 3HAYEHHS MIKOAU
PO3pPaxoBYEThCS SIK JOOYTOK 0a30BO1 miKoau 30poi Ta MHOXHMKAa damageMultiplier 3
PlayerStats, 1110 103B0JIsI€ TOKpAIIIEHHSIM BIUTMBATH Ha BC1 30p0oi 0JHOYACHO.

Kommnonent Health € cnimpHuM 111 rpaBLUs Ta BOPOTIB 1 peanizye yHipiKoBaHUN
MeXaHi3M OTpUMaHHS MKOAW Ta cMmepTi. [Ipu orpumanni mkonu meton TakeDamage
3MEHIITY€E MOTOYHE 3/10poB's Ta myoikye nmoaito OnHealthChanged, mo sikoi miamucani
HPBarUI Tta inmi komnonenTu. [Ipu nocsirHeHH1 HyJsl BUKIIMKAaeTbest Metof Die, skuit
ny6nikye nmofito OnDeath Ta iHiIiT0€ BIAMOBIAHY PEAKITi0 MiAMTUCHUKIB. Y HABYAIBHOMY
PIBHI1 37I0POB'sl TPABIISl ABTOMATUYHO BiIHOBJIFOETHCS TIPH MAJIIHHI HUXKYE MIHIMAJIBHOTO
nopory minPlayerHP, 1o yHemMoxuBIIt0€ 3aru0ensp i1 4ac HaB4aHHSI.

Cucrema AudioManager 3a0e3neuye 3ByKOBUI CYIIPOBiJ yCiX irpoBUX mofii. s
3ano0iraHHsl HAKJIaJaHHIO 3BYKIB MPU YaCTUX MOJISAX, TAKUX SK CTPLIb0A Ta 3HUIICHHS
BOPOTiB, peayi30oBaHO MEXaHI3M 4acy BIJHOBJICHHS MiIX BiATBOpeHHsSMHU. KoxeH Tum

3BYKOBOTO €(eKTy Mae BiacHy 3MiHHY lastSoundTime, 1110 MOpiBHIOETHCS 3 TOTOYHUM
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4acoM IPH KO>KHOMY 3aIiTi Ha BIATBOpEeHHS. JIJIs MiABUIIIEHHS BapiaTUBHOCTI 3By4YaHHS
3aCTOCOBYETHCSI BUIIQJKOBA 3MiHA BHCOTH TOHY uU€pe3 BJIACTUBICTH pitch KOMIIOHEHTa
AudioSource y 3agaHomy Jiiana3oHi 3HAaYCHb.

Koxen xamp Update-1iukil KOOpAUHYETHCSI MEHEIKepaMu: 0OpoOJISIEThCS BBiA
TPaBIls, OHOBIIOIOTHCSA TaMepH 3MM10HOCTEH, MEPeBIPSIIOTECS YMOBU TEPEMOTH Yepe3
WinConditionManager. WinConditionManager miaTpuMye 1Ba TUIIH YMOB 3aBEPIICHHS
cecii: BIDKMBAaHHSA MPOTITOM 33/1aHOTO Yacy Ta 3HUILEHHS BU3HAYEHOT K1JTbKOCTI BOPOTIB.
Uepes piBHI 1HTEpBaM 4Yacy TpaBellb OTPUMYy€ OOHYCHI MOHETH 3a BM)KHBAHHS, IO
CTUMYJIIO€ akTuBHHUM 1rpoBuii mporec. OutOfBoundsManager BijcTexye MO3UILIIO
rpaBUs BIJHOCHO KPYroBOI MEXI apeHH Ta 3aCTOCOBYE BIJCOTKOBUHM IITpad BiJ
MaKCHMAJIBHOTO 3JI0POB'Sl IPH BUXO/I1 3a 11 Mexi. [locmimoBHICT nTepexo1iB Mixk da3zaMu

IrpoBOIi cecii HaBEeIEHO Ha PUCYHKY 3.4.

?

Init
do / ApplyShopSelections()

do / StartGame()

iHiLianizalnia saseplIeHa

BUGID NOK pamewﬂ-—_\\ i (‘,_’—Resum

LevelUp Running Paused
entry / Time timeScale = 0 OnLevell, do / cnaew soporis Escape- entry / Time timeScale = 0
do / nokas ekpaHa suGopy do / cTpinsGa, nporpecis do / meHo naysun
NOoKpaLYEeHHSA do / MaHinynayis 4acom do / Settings

cnaeH Goca

BossFight

60C NEpamMoKeHR
entry / cneumysinka

do / asochasna norika Goca

Victory Defeat

OnGameEOnGameEnded

entry / WinCondition

BMKOHAHO entry / HP = 0

GameResult
do / cTatucTuka cecil
do / a6epekeHHA nporpecy

Pucynox 3.4 — Jliarpama craHiB irpoBoi cecii

[Ticns iHimiamizamii rpa mepexoanTh y ctaH Running, ie BiOyBa€eThCS OCHOBHUMN
irpoBuii mpouec. [lpu nHatuckanni Escape aktuByeThcsi cran Paused 13 3ynmuHKORO

Time.timeScale Ta BimoOpaxeHHsM MeHIO may3u. [Ipu migBUIIEHH] PIBHSA aKTHBYETHCS
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ctan LevelUp 13 3ynuHKOIO Yacy Ta BiIOOpakeHHSM €KpaHy BHOOpY mokpaieHb. [Ipu
nosiBi 6oca axkTuByeThcsi ctaH BossFight 3 BiamoBigHOIO My3uKOI0 Ta ABO(DA3HOIO
jorikoro noBeAinku. Cecis 3aBeplUIyeThbes IEPexoaoM y ctad Victory abo Defeat, micis
yoro BimoOpaxaerscsi GameResultScreen 31 cratuctukoio cecii Ta 30epeXeHHSIM

HAKOIUYCHOTO MPOTPECY.

3.3 Cucrema BOpOriB Ta HaBiramii

Cucrema BoporiB moOyjoBaHa Ha TPUHIIMII €IMHOTO YHIBEPCAIBHOTO KJacy 3
KoH(irypaiiieto uepe3 ScriptableObjects, 1110 103B0JIsIE CTBOPIOBATH Pi3HI THIIM BOPOTIB
0e3 myOnroBaHHS KOAy. YCl BOpOTM peajizoBaHi uepe3 chnuibHui kiac EnemyAl 3
KoH(pirypaiieto yepe3 EnemyData ScriptableObject, sikuii Bu3Hauae xapaKTepUCTUKU
KOHKPETHOTO THITY BOPOTa: MaKCUMaJbHE 3/I0POB's, IBHUIKICTh PYXY, THIT aTaKU, KOy
Ta 3Ha4eHHs JocBiay npu 3HuieHHl. Kimac EnemyAl ycnaakoBye MonoBehaviour Ta
BUKOPUCTOBYE KOMIIOHEHTHY apxitektypy Unity: xommonenT NavMeshAgent
BIJINOBIJIa€ 3a HaBirailiro, kommnoHeHT Rigidbody 3a ¢di3udne nepemiiieHHs, KOMIIOHEHT
Health 3a cran 3g0poB's, a komnoneHT TimeScaleObject 3a MIATPUMKY JOKaIBHOTO
4acoOBOI'0 MacIITady.

Y EnemyData Bu3HauaeTbcs OAMH 3 TPbOX THIIIB aTakud dYepe3 IMeperiK
EnemyAttackType. Tun Contact peasi3ye KOHTaKTHY IIKOAY HPH 31TKHEHHI 3 TPaBIEM
gyepes meroq OnCollisionStay 3 wacom BigHOBIEHHS Mk arakamu. Tun Ranged peanizye
JUCTAHIIAHY aTtaky cHapsgamu uepe3 meron FireProjectile mpu 3HaxomkeHH1 rpaBIs B
paniyci attackRange. Tun Area peani3ye araky 1o mioni uyepe3 Physics.OverlapSphere
TPy 3HAXOJPKEHHI T'paBIls B pajiyci areaAttackRange. Ha ocHOBI 11bOTO 3HaUEHHS Kiac
EnemyAl o0Oupae BignoBigHy cTparerito mnoBeaiHku y Meroal HandleAttack, mio
BIJINIOBIJIA€ MaTepHy Strategy. Y MpoeKTI peai3oBaHo N'sTh THUITIB BOporiB: Basic, Fast Ta
Tank 3 KOHTAKTHOIO aTtakoro, Shooter 3 nUcTaHIIMHOIO Ta Bruiser 3 aTakoro Mo IJIOINII.
Kondirypartisi uepe3 ScriptableObjects 103BoJisie CTBOpIOBATH HOBI TUIIA BOPOTIB 0€3

3MIH Y KOJIl — JIOCTaTHBO CTBOPUTH HOBUH ex3emiuisip EnemyData ta 3amoBHUTH
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BiAMOBIAHI moJig B iHcnekTopi Unity. [e cyTTeBo cnporrye mporec O0amaHCyBaHHS TPpH,
OCKUTHKM BCl YHCIIOBI TapaMeTpu [IOCTYIHI /s pelaryBaHHA Oe3lOocepeHbO B
penakTopi 6€3 HEOOXITHOCTI mepekoMmuamii mnpoekty. Ilpuknax xoHddiryparii

EnemyData ScriptableObject B incriekTopi Unity HaBeIeHO Ha PUCYHKY 3.5.

Info

Enemy Mame

cEnemy_Mat

1

Attack Type
Attack Type Contact

Ranged Attack (Shooter)

Pucynok 3.5 — Kondgirypanis EnemyData B incnekropi Unity

Jiist HaBirailii BOporiB BUKOPUCTOBYEThCS cucteMa NavMesh, 3anedyeHa y KoxKHIN
crieri. Kinac EnemyAl mictuth kommoneHT NavMeshAgent 3 BAMKHEHUMH NPATIOPIISIMH
updatePosition Tta updateRotation, mo n03Bojsie KepyBaTH (I3SUYHUM TEPEMIICHHIM
yepe3 Rigidbody camoctiiino [19]. ¥V meroni MoveTowardsTarget areHT oTpumye

OaxxaHMi BEKTOP pyxy 4yepes BnactuBicTh desiredVelocity Ta nmepenae iioro no Rigidbody
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yepe3 linearVelocity. O6epranHsi Bopora po3paxoByeThcsi dyepe3 Quaternion.Slerp y
HANpSMKY pyXy 3 KoedilieHToM riaBHocT. Takuii miaxin noegnye nepesaru NavMesh-
HaBiraiii B 00XiJ MEpPemKoa 3 KOPEKTHOW (13UYHOI0 B3aeMojiel0 00'ekTiB. Ilo3wuiris
areHTa CHHXPOHI3YEThCS 3 TMO3ULIEI0 (DI3UYHOTO O00'€KTa dYepe3 MPUCBOEHHS
agent.nextPosition micyis KOXHOTO KPOKY (Pi3UKH.

Knac EnemySpawner BianoBifae 3a AMHaAMi4YHE CTBOPEHHS BOPOTIB MPOTITOM
cecii. Touku cTBOpeHHsI BU3HAYAIOTHCSA BUMaAKoBO Ha NavMesh y 3aianomy nianaszoHi
BiJicTaHel BiA TpaBisd uepe3d metoa NavMesh.SamplePosition 3 MakcumanbHOIO
KUIBKICTIO cnpo0. SIkmo >xoaHa crnpoba He gana BalliHOI TOYKH, CTBOPEHHS
IPOITyCKa€eThes. [HTEepBan Mi>k CTBOPEHHSIM BOPOTiB 3MEHILYETHCS 3 YACOM BiAMOBIIHO
no mapametpa intervalDecreasePerMinute, ajie He ONyCKaeThCA HIDKYE MIHIMAJIbHOTO
3HaueHHd minSpawnlnterval. Bubip Tumy Bopora 311HCHIOETBCS Yepe3 CUCTEMY Bar:
KOXXHOMY THUIYy pHU3HavyaeThcs ynciona Bara 'y LevelConfig, a BuOip BinOyBaeThbCs uepes
reHepallio BUMaJIKOBOIO YKcia y Jiana3oHl CyMH BCIX Bar 3 MOAAJIBIINM KyMYJISTUBHUM
MOPIBHSHHSM.

boc rpu peamizoBanmii uyepe3 okpemuii kjac BossAl 3 nBodaszHOI0O JI0TiIKOIO
noBeAiHku. [Ipu 310poB'i moHag 50 BIACOTKIB Bl MaKCUMalbHOIO 0OC BUKOPHCTOBYE
NOBUIbHUN OAMHOYHUI MOCTPLIT Yy HaNpAMKY TpaBiis 3 iHTepBanoM fireRatePhasel. ITpu
nocsirHenHl mopory mnepexony wMeton CheckPhaseTransition 3amyckae KOpyTUHY
TransitionToPhase2, sika akTuBye BI3yaJbHUW €(QEKT Nepexoay Ta 3MIHIOE KOJIp
penaepepa 6oca. Y apyrii ¢ga3i mBUAKICTE pyxy 301IbITyeThCS 10 moveSpeedPhase2, a
THUII aTaKu 3MIHIOEThCS HA PO3CISIHUI TOCTPLI TphOMa CHapsiiamMu 3 Kytom spreadAngle
MIK HUMU Ta 3MeHIIeHuM iHTepBasioM fireRatePhase2. IlosiBa 0oca akTUBY€EThCS KITaCOM
BossSpawner micis 3HUIIEHHS T'PaBIEM BHU3HAYEHOI KUIBKOCTI BOPOTIB, IO 3ada€ThCS
napametpoM killsToSpawnBoss y koHdirypariii piBHa. ChHapsau BoporiB Ta 0oca
peani3yloTh MIATPUMKY YaCOBUX MEXaHIK: MPHU 3yNHUHIII Yacy BOHM 3aCTUTAlOTh 3i
30epeKeHHSIM BEeKTOpa IIBUIKOCTI y 3MiHHIN frozenVelocity, sikuil BITHOBIIOETbCS TICIIA

3aBepIIeHHS ePEeKTy, a IPU BIIMOTYBaHHI OBEPTAIOTHCS O TOUKH CTBOPEHHS.
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3.4 Cucrema MaHimyJasiii 4acom

Cucrema MaHIMyJAMil YacoM €  KJIIOYOBOIO  YHIKQJIBHOIO — MEXaHIKOIO
PO3pO0IIIOBAHOTO MPOAYKTY. Ii peanizaiis BUpillye HeTpHBiadbHYy TEXHIUuHy 3a/ady:
3a0€3MEeUYNTH HE3AJICKHUI YACOBHUM CTaH JJI1 KOXKHOTO 00'€KTa ClIeH! 0€3 BUKOPUCTaHHS
robanpHOrO Time.timeScale, kil BIUTMBaEe Ha BCIO CIIEHY OJTHOYACHO.

bazoBum kommoneHToM cuctemu € kiac TimeScaleObject, mo Hagae KOXHOMY
o0'ekty BmacHy 3MiHHY localTimeScale, He3anexHy BiJ TIOOAJIBHOTO Yacy CIICHH.
BnactuBicte LocalDeltaTime oOuncmioetsess sk go0yrok Time.deltalTime Ta
localTimeScale 1 BukopucTOBYyeThCS 3aMicTh cTaHjgapTHoro Time.deltaTime mpu
pO3paxyHKy mnepemilieHHs 00'ekTiB. [le 7103BoJIsi€ 0AHOYACHO MIATPUMYBATH O0'€KTH Y
pPI3HMX 4YacOBUX CTaHax: OAHI 3aMmopoxkeHl 3 localTimeScale piBHUM HyJtO, 1HIII
pPYXarThCsl 3 HOPMaJIbHOIO a00 3MiHEHOW MmBHAKICTIO. Mertogu EnterTimeZone Ta
ExitTimeZone 103BOJISIIOTH 30BHIIIHIM CHUCTEMaM 3MIHIOBATU YacOBUH KOE(QIlI€HT
00'exTa MpU B3a€MO/IIi 3 YACOBUMH 30HAMHU.

Knac RewindManager kepye MEXaHIKOK BIAMOTYBAaHHS 4acy, IO aKTUBY€ETHCA
kinapimero R. O6maei wacoBi 3mi0HOCTi, Rewind Ta TimeStop, BHKOPHCTOBYIOTH
cnibHU pecypc Time Energy, mo yHEMOXJIMBIIOE iX OJHOYACHE BUKOPHUCTAHHS Ta
3MYIIY€E TpaBlisi 00MpaTH MK HUMH 3aJiexkHO Bia cuTyauii. Time Energy BuTpauaeThcs
31 mBuakicTio energyCostPerSecond mig 9ac BigMOTYBaHHS Ta BIJTHOBIIOETHCSA 31
mBuAKIcTIO energyRegenPerSecond y 3BuuaitHoMy ctani. [lpu moBHOMYy BuYepnaHHi
pecypcy 3acTocoByeThes yac BigHoBineHHs depletedCooldown TpuBaicTIO TP CEKYH/IH,
TOAl SK TPU 3BUYAMHOMY 3aBEpIICHHI 3710HOCTI Yac BIiJHOBIICHHS CTaHOBUTH OJIHY
CEKYHY.

Koxen o0'ekT 3 miATPUMKOIO BIAMOTYBaHHsS Mae KomrnoHeHT Rewindable, mio
IIOKAJIPY 3alKCy€ 3HIMOK CTaHy y KiblieBUil Oydep uepes ctpykrypy RewindSnapshot.
3HIMOK MICTUTh NTO3U1110, 00€pTaHHS Ta MOTOYHE 3/10pOB's 00'ekTa. Bydep peanizoBanuit
yepe3 LinkedList 3 oOMekeHHSIM MaKCUMAaTbHOT KUTBKOCTI 3HIMKIB, IO PO3PaX0OBYETHCS
gk 1o0yTok maxRecordTime Ta uinboBoi yactotu kaapis 60. Ilpu mocsrHeHH1 TiMITY

HaWcTapimn 3HIMKA aBTOMATHYHO BHAANSIOTHCS 3 KIHI crmucKy. [Ipw BimMOTyBaHHI
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3HIMKM BHJTyYarOThCS 3 TIOYATKy CIHCKY Ta 3aCTOCOBYIOTHCS 10 00'€KTa depe3 IUIaBHY
iHTepnosio mo3uiii Ta obepranus. Komnonent Rewindable € wactuHOMO 3arampHOT
CTPYKTYpH KOMIIOHEHTIB 00'€eKTa TpaBIs, IO TakoX BKiIoudae PlayerMovement,
WeaponController, PlayerStats, Health Ta TimeScaleObject. CTpykTypy KOMIOHEHTIB

o0'exta rpaBiis B iHciekTopi Unity HaBeZIeHO Ha PUCYHKY 3.6.

..'
o
[#]
#]
[#]
[#]
#]
#]

Recording

Pucynok 3.6 — CTpykTypa KOMIOHEHTIB 00'eKTa rpaBus B iHcniekTopl Unity

[lin yac aktuBHOro BiAMOTyBaHHS RewindManager 3HaXOAuTh yC1 €K3EMILIIpU
Rewindable na cueni uepe3 FindObjectsByType ta Bukiukae ix meton StartRewind.
Boporu 6e3 kommonenta Rewindable a6o 3 mopoknim OydepoM 3acTuraroth depes
BUMKHEHHs1 KoMrmoHeHTa EnemyAl. EnemySpawner npusynuHs€e CTBOPEHHS HOBHX
BOPOTiB, CTpiib0a TpaBls OJOKYEThCA, Kyl Ta CHapsiAM TMOBEPTAIOTHCS O TOYKHU

reHeparlii yepe3 3aCTOCyBaHHS BEKTOpa Y 3BOPOTHOMY HampsMKy A0 ix Rigidbody. ITpu
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JOCATHEHHI TOYKU TOSIBU CHAPSIIU MOBEPTAIOTHCS 10 MyJy a0o 3HUIIyIoThcsa. OO0uaBa
MEHE/KEPH CUHXPOHI3YIOTh Yac BigHOBIEHHS dyepe3 metona SetExternalCooldown, mro
rapaHTy€e HEMOXKJIUBICTh MUTTEBOTO NMTEPEMHUKAHHS MK 310HOCTIMU. AJTOPUTM PoOOTH

CHUCTEMH BIIMOTYBaHHS Yacy HaBEJICHO Ha pUCYHKY 3.7.

INpaBeus HaTuckae knasiwy R

3Ai6HicTE 3abnokosaHa? 4){ e oy o )
(isBlocked == true) - Py P

l v
AxTuBauin pexunumy Rewind:

NocTaTHEO eHepriT? Hi Cooldown 3 cek
(TimeEnergy > 0) OHOBMASHHA IHAWKaTopa
- synunka EnemySpawner

l v
- GnokyBaHHA CTPINEGK rpasus
- yBimMKHeHHa Chromatic Aberration
- naysa OutOfBoundsManager

Linkn migTEcpeHHn (koxeH kanp):

- TimeEnergy -= rate = deltaTime

- Ans koxHoro Rewindable: pop craHny 3 Gydepa

= Kyni Ta cHapaaw NeTaTe Y 3BOPOTHOMY HanpsMKy
- BOporu 6es Rewindable sacTuraloTe

!

R sianyweHo
ABO TimeEnergy = 07

HI (NPOACEMNTI LK)

Oeaxruaagin Rewind:

- BigHOBNEeHHA cnasHy Boporis
- Coocldown 1 cek

- sracanns nocredexTy

- BigHOBNEeHHs cTPINEGu

+

SaBepLueHHA

Pucynox 3.7 — Aaroput™m poOOTH CUCTEMH BIIMOTYBaHHS 4acy

Knac TimeStopManager kepye MEXaHIKOIO 3YNMHHKW 4Yacy, IO aKTUBYETHCA
kinapimero E. [lpum akTtuBamii BCl BOPOTHM 3aMOPOXKYIOTBCS Y€pe3 BCTAHOBJICHHS
localTimeScale B nHyns uepe3 xomnoneHT TimeScaleObject. CHapsau 3acTuraroTh 31
30epeKeHHSIM BEKTOpa IIBUIKOCTI y 3MiHHIN frozenVelocity, sikuil BITHOBIIOETHCS MICIIS
3aBepuieHHs edekty. EnemySpawner npusynunse pooory, a OutOfBoundsManager
3ymuHsA€e Taitmep mrpadHoi mkoau. ['paBers 30epirac moBHy CBOOOY MepecyBaHHS Ta
CTPUILOU TIiJT Yac 3YMUHKH Yacy, M0 CTBOPIOE TAKTUYHI MOXKIIUBOCTI JIJISl TPOXOHKCHHS

Kp13b 3aMep3JIMX BOPOTIB.
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JlokanbHI YacoBl 30HM pealli3oBaHi udepe3 kiac TimeZone, 10 SBISE COOOIO
TpPUTepHY O00JIaCTh 3 BJIACHUM YacoBHM KoedirieHToM. [Ipu BXomkeHHI 00'ekTa 3
komrioHeHTOM TimeScaleObject y Ttpurep Bukiukaerbcs Meron EnterTimeZone 3
BIJIMOBITHAM KOe(DIIIEHTOM: 3HAYCHHSI MEHINEC OJHWHHWIN I 30HW YIIOBUTLHEHHS Ta
Olnplle ONMHUIN ISl 30HM TNpuckopeHHs. [Ipum Buxonal 3 Tpurepa BHUKIUKAETHCA
ExitTimeZone, 110 BIJHOBIIOE CTaHAApTHUN KoedimieHT. ['paBenb Ta BOporu
OOpOoOJISIOTh YacOBI 30HU HE3AJICKHO, OCKUIBPKM KOXKEH Ma€ BIACHUM KOMITOHEHT
TimeScaleObject. Lle cTBOpIo€e TaKTUYHI CUTYaIlil, 1€ TPABEIb MOXKE PO3MIIILYBAaTH 30HU
YHOBUIBHEHHS Ha IISIXY BOPOTiB, 30€piralouu BIaCHY HOPMaJIbHY IIBUKICTb.

Kinac TimeEffectsVFX kepye nocredpexramu URP, 110 BizyanbHO MiAKPECIIOOThH
aKTHUBHI 4acoB1 MeXaHiku. [Ipu BIIMOTYBaHHI aKTUBYETHCSI XpOMaTUYHa abepaillis uepes
ChromaticAberration komnoneHT npoduto Volume. ITpu 3ynuHI 4acy akTHBY€ETbCS
necatypauis uepes ColorAdjustments Ta 3011bIIEHHS IHTEHCUBHOCTI BIHBETYBaHHS Yepe3
Vignette. Yci nepexoau Mik edexTtamu peai3oBaHl uyepe3 IUIABHY IHTEPIHOJIAIIIO 3
BukopucTanHaM Time.unscaledDeltaTime, 1o 3a6e3neuye KOPEKTHY pOOOTY HE3AIEKHO

B1JI CTaHy IJ100aJIbHOTO Yacy CIICHH.

3.5 Cucrema nporpecii Ta 30epekeHHA

Cucrema miporpecii 3a0e3neuye HaKOMMYCHHST Ta 30€pEKEHHsI TOCATHEHb TPaBIIs
AK B MEXax OJHIEI cecli, Tak 1 MK 3amyckamu Trpu. BoHa ckiiamaeTbcs 3 KUJIBKOX
B3a€MOIIOB'SI3aHUX TIJCUCTEM: JOCBIy Ta pIBHIB, MOKpalleHb, METANporpecy Ta
Mmara3uny. KoxkHa mijicucrema peasizoBaHa sk OKpEMUN MEHEKEP 3 UITKO BU3HAYEHOIO
BIIMOBIJANBHICTIO Ta CJIA0KOIO 3B'SI3KOI0 3 1HIIMMH KOMIIOHEHTaMH 4epe3 momii C#.
B3aemonis Mk mijgcucremMamu noOyjoBaHa 3a narepHoM Observer: 3MiHa CTaHy OJTHI€ET
N1JCUCTEMU MYOJIiKy€ BIANOBIAHY MO0, HA IKY PEaryroTh 1HI 0€3 IPsMOi 3aJI€KHOCTI

M1 HUMH.
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3.5.1 Cucrema g0cBiay Ta NOKpalleHb

Kimac XPManager BiAmoBijae 3a HAKONMWYEHHS JOCBIIY Ta IIiJIBHUIINCHHS PIBHS
rpaBus npotsrom cecii. [Ipu 3ummenHi Bopora xommnoneHT Health myOmikye momito
OnDeath, micns yoro ctBoproerhest opo gocBiay XPOrb 3 BianoBigaum 3HaueHHIM. OpO
NPUTATYETHCA 1O TpPaBIsl NpPU BXOKEHHI B pajlyC MAarHity, IO BHU3HAYAETHCA
napameTpoM coinMagnetRange 3 PlayerStats. [Tpu mig6opi Kyii 3 JOCBIIOM I'paBLEM
Meron AddXP ponmae oTpumaHe 3HA4YE€HHS 1O MOTOYHOTO JOCBIAY 3 YpaxyBaHHIM
MHOXHHUKa XpBoostMultiplier. Jlis oOpoOku mNigBUIIEHHS PIBHS BHKOPUCTOBYETHCS
UK while 3aMiCcTh OJIMHOYHOI YMOBH, II0 KOPEKTHO OOpOOJIsie BUMAJAO0K OTPUMAHHS
KUIBKOX PIBHIB 3a OJMH Kajp. [Ipu KOKHOMY MiJIBUILEHHI PiBHSA MyOJIKY€ThCA MOJIS
OnLevelUp, no saxoi nignucanuii LevelUpManager.

Knac LevelUpManager kepye uepror ekpaHiB BHUOOpPY IOKpalleHb Yepes
koJiekIito Queue. Ko rpaBelb OTPUMYE KiJbKa PIBHIB OJHOYACHO, BIANOBIIHA
KUIBKICTh 3aIUTIB JOJAETHCSA 10 YEprH Ta OOpOOJISETHCS TMOCIHIIOBHO IMiCIs BUOOPY
KOXXHOTO TmokpamieHHs. [lpu BimoOpaxenHi ekpany Bubopy Time.timeScale
BCTAHOBJTIOETHCS B HYJb JUIA 3yMUHKW irpoBoro mporiiecy. [licias BuOopy mokparieHHs
rpaBiemM Time.timeScale BiHOBIIOETHCS Ta TEPEBIPSETHCS HASIBHICTH HACTYITHOTO
3aMUTY y Yep3l.

Knac UpgradeManager BiJicTeXYy€ KUIBKICTh B3STUX HAKOMUYEHb KOXKHOTO
MoKpamieHHs: 4depe3 kouekiito Dictionary 3 xmouem tumy UpgradeData. Mertog
GetRandomUpgrades dinbTpye mokpallieHHs 3 BHYEPIAHUM JIMITOM HAKOMUYEHb Ta
oOupae 3a/1laHy KUIbKICTh BUTIAJIKOBUX BapIaHTIB 3 JOCTYMHUX. PeanizoBaHo 1ecsATh TUITIB
MOKpAIlleHb: IIICTh 3 OOMEXKEHHSM Yy TpPU HAKONMUYEHHS — TMIJABUIICHHS IIIKOMM,
IIBUJIKOCTI, YacTOTU CTpLILOM, 3amacy Time Energy, mpoOuBaHHS Kyjib Ta pajiyca
4acoBOi aypH; 4YOTUPH 0€3 0OMEKECHHS HAKOTTMYEeHh — MAarHiT MOHET, OOHYC JTOCBIY,
IIaHC YXWJICHHS Ta J0JIaTKOBE BUITaJaHHs MOHET. [Ipu 3acToCyBaHHI MOKpPAIIEHHS METO,T
ApplyStatincrease Buximkae BinmoBimHuii meton PlayerStats 3amexHo Bijg 3HAYCHHS

nouis statType y ScriptableObject UpgradeData.
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Koxxne mokparieHHss KOHPITYpy€eTbesl sIK OKpemui exk3zeMruisip ScriptableObject
tuny UpgradeData, 1110 MicTUTh Ha3By, ONHC, TUI XapakTepucTuku statType, 3HadeHHS
npupocTy increaseAmount Ta MaKCUMallbHYy KUIBKICTh HakomuueHb maxStacks.
3naueHHs maxStacks BU3HAYAE€THCS 1HANBIAYATBHO AJI1 KOXKHOTO MOKPAIIECHHS 3aJI€KHO
BiJI iOTO BILTUBY Ha Oayianc rpu. Takuii miaxig J03BOJIsE JOJaBaTH HOBI MOKpaIleHHs 0e3
3MiH Y KOJI — JIOCTaTHbO CTBOpUTH HOBHH ex3emiuisip UpgradeData Ta 3amoBHUTH
BinmoBigHi mons B pemaktopi [20]. Kondiryparito UpgradeData ScriptableObject B

iHcnekTopi Unity HaBe/leHO Ha pUCyHKY 3.8.

Damage Up

Stack Limit
"l.-"ll

Stat Increase
Stat Type Damage Multiplier

Pucynoxk 3.8 — Kondirypanis UpgradeData ScriptableObject B incniektopi Unity

Knac CoinManager BinmoBigae 3a oOJIK MOHET MPOTITOM CeCii Ta B3a€EMOJIIO 3
cuctemoro 30epexxkenHs. Meron AddCoins 30uTbllye NOTOYHY KUIBKICTH MOHET Ta
nyomikye moxito OnCoinsChanged, mo sxoi mignmucanuit komroHeHT CoinUI s
oHOBIIeHH 1HTepdericy. OKpeMo BIACTEKYEThCA KUTHKICTb MOHET, 310paHUX MPOTITOM

noToyHoi cecii, uyepe3 3miHHYy coinsCollectedThisSession, 1110 BUKOPUCTOBY€EThCS IS
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B1IOOpakeHHS CTAaTUCTUKH Ha €KpaHi pe3ynbTatiB. [Ipu 30epekeHH1 mporpecy 3arajibHa

KUTBKICTh MOHET mepenaeThes 10 SaveManager yepe3 metoq AddCoins.

3.5.2 Cucrema 30epe:KeHHsI TA MAra3uHy

Krnac SaveManager peanizye 30epexeHHs Ta 3aBaHTAXEHHS IPOTPECY MIXK CECIIMU
yepe3 mexaHi3Mm PlayerPrefs omepartiitHoi cuctemu. 30epiratoTbes Taki JaHi: 3arajibHa
KUIBKICTh MOHET 4epe3 kitou TotalCoins, mepenik po30JI0OKOBaHUX PIBHIB Yepe3 KIH0Y
UnlockedLevels, nepenik npunbanux mnpenmMeriB depe3 kimoud Ownedltems, BuOpana
30post uepe3 kimou SelectedWeapon Ta BuOpane ymiHHsS uepe3 kimtou SelectedSkill.
Meton AddCoins 3611b111y€ 30€pekeHy KUTbKICTh MOHET, MeTo T SpendCoins 3MeHIIyE ii
micig mepeBipku aoctatHocti komTiB, mMeton UnlockLevel momae iHnmekc piBHS 10
nepenniky po30jJokoBaHUX. SaveManager CTBOPIOETBCA Yy CI€HI TOJIOBHOTO MEHIO 3
npanopieM DontDestroyOnLoad, mo 3a6e3neuye Horo H1O0CTYMHICTh Y BCIX HACTYITHUX
cueHax 0e3 MOBTOPHOI 1HIIiami3allli.

Knac ShopManager peani3dye mara3uH MixK piBHSIMH, JIe TpaBellb MOXe MPpUAOaTH
HOBI BUAM 30p0i Ta YMIHHS 3a HaKomW4eHI MOHEeTH. KapTku mpeameTiB popMyrOThCs
JMHaMI4HO Ha OCHOBI cricKy ShopltemData ScriptableObjects mpu 3aBaHTakeHH1 CIIEHU
marasuny. Koxen ShopltemData micTuTh Ha3By mpeamera, OmKC, BapTiCTh, IKOHKY Ta
nocuiaHHga Ha BianoBigHui WeaponData a6o SkillData. Ilpu HaTHCKaHHI KHOIKH
npuadanas ShopManager nepeBips€ HasBHICTb JOCTAaTHHOT KUIBKOCTI MOHET dYepe3
CoinManager Ta BiZICYTHICTh IIPEIMETA y TIEPEIIIKY BiKe Mpua0aHuX yepe3 SaveManager.
[Ipu ycmimHii MoKyl MOHETH CIHUCYIOThCS, 1AeHTU(]IKATOP MpeaMeTa T0JAEThCS 10
nepeniky Ownedltems y PlayerPrefs, a kHomka 3amiHIO€TBCSI 1HIUKATOPOM BOJIOAIHHS.
BuOip aktuBHOI 30poi Ta yMiHHSA 30epiraeTbcsi OKpeMo 1 3aBaHTaxkyeThcsi GameManager
Ha MoYaTKy KOXKHOI cecii uepe3 meroa ApplyShopSelections.

Knac LevelSelectManager kepye inTepdeiicom BUOOpY piBHS Ta Bim0OpaKeHHSIM
CTaHy IOCTYIHOCTI KO>KHOTO piBHS. [Ipu 3aBaHTa)KeHH1 CLIEHU MEHEIKEP 3UUTYE TEPEITIK
po30sioKOBaHMX PIBHIB 3 SaveManager Ta OHOBJIOE CTaH KapTok piBHIB. KapTku

3a0JIOKOBaHUX PIBHIB B1AOOPaXKatOTHCA 3 BIAMOBIIHUM 1HAUKATOPOM Ta 3a0JI0KOBAHOIO



47

KHOMKOI0 mepexony. Ilpu ycmimuoMy 3aBeprieHHi piBHa WinConditionManager
Bukiukae meroa UnlockLevel y SaveManager, mo po3010KOBy€e HacTyHHUN pIBEHb

nepes] BiIoOpaKeHHSIM eKpaHy pe3yJIbTaTiB.

3.5.3 MoayJib iHTEPAKTUBHOTO HABYAHHSA

Knac TutorialManager mpoBOAHWTH TpaBlisi Yepe3 JEB'ATh KPOKIB MOKPOKOBOTO
3HaMOMCTBa 3 yciMa IrpoBUMHU MeXxaHikaMu. KoxkeH Kpok KOH(MITypyeThCsl B THCIIEKTOP1
Unity uepe3 MacuB psiIKIB 3 TEKCTOM IMOBIJIOMJICHHSI Ta MacuB OyJIeBUX 3Ha4Y€Hb 3
IpanopusMA  MOKIUBOCTI MpomycKy. IlocimiioBHICTh KpOKIB peasli3oBaHa 4Yepe3
KOPYTHUHY, IO 3a0e3neuye 3py4yHEe YMpaBIiHHA ACUHXPOHHUMH OYiKyBaHHSIMH 0e€3
0JIOKYBaHHSI OCHOBHOI'O MOTOKY [21].

Knagima F npomnyckae moTouHHi KpOK 3 000B'SI3KOBUM OUYIKYBaHHSM BTy CKaHHS
KJIABIIII MICJIS IPOITYCKY, IO 3aro0irae JaHII0KKOBOMY MPOMYCKAaHHIO KUTBKOX KPOKIB
3a oJlHe HaTUCKaHHS. J[JI1 KPOKy 3 MEpIIUM BOPOTroM Ta (piHATBHOTO KPOKY 3 HOTHPMA
BOpOraMU peajli30BaHO CIeEIlaIbHy JIOTIKY O4IKyBaHHS 3HHUIICHHS BU3HAYEHOT KIJTbKOCT1
NPOTUBHUKIB. Bopor HaBuyaibHOro piBHS Ma€ 30UIbLIEHE 3HAYEHHS JOCBILY IS
rapaHTOBAHOTO TIiABHUINCHHS PIBHS Ta TapaHTOBAaHUN CKUJ MOHETH, IO J03BOJIE
MPOJIEMOHCTPYBATH BI/IMOBIIHI MEXaHIKH B KOHTPOJIHLOBAHUX YMOBaX.

3ni6HOCTI rpaBIs 0JIOKYIOThCS METOJIaMU SetSkillBlocked,
TimeStopManager.SetBlocked ta RewindManager.SetBlocked 1 po306i10okoByrOThCS
MOETAHO BIAMOBIIHO 70 Mporpecy HaBuaHHs. L{e rapantye, 1m0 rpaBeib 03HAHOMUTHCS
3 KOXXHOK MEXaHIKOK Yy BHU3HAYEHINH TOCHIIZIOBHOCTI, HE Malud MOXJIMBOCTI
BUKOPHUCTATH 3A10HOCTI JI0 iX MOSICHEHHS. 37J0POB'S TPaBIISi aBTOMATUYHO BiTHOBIIIOETHCS
py NaAIHHI HIKYE MiHIManbHOro nopory minPlayerHP, mo yHeMmoxiuBitoe 3arudeinp
mig yac HaBuyaHHs. [licis 3aBepiieHHs MOAyJis HaBuaHHs SaveManager po30JIOKOBYE
Nepmuii  IrpOBHM  PiBEHb Ta BiMOOpPaX)a€ThCS OKPEMHM €KpaH pe3ysbTaTiB

TutorialResultScreen.
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4 B3AEMOIIA KOPUCTYBAYA 3 CUCTEMOIO

Y 1mboMy PO3Iiii PO3TISAAIOTHCS MPAKTHUYHI acTIeKTH B3a€MOJIl KOpHCTyBada 3
po3pobinenoro rpoto DimeLoop Survivors. OnucyoTbes anapaTtHi Ta MPOrpaMHi BUMOTH
JI0 Cepe/IOBHINA 3aIyCcKy, Mpoleaypa iHCTaMil, iHTepdeic KOpucTyBada, THIIOBHI
CIieHapiii poOOTH BiJ MEPIIOro 3aIyCKy JO 3aBEpIICHHsS ITPOBOi cecii, a TaKoX

pe3ynbTaTH TECTYBAHHS MPOTPAMHOTO 3a0€3TICUCHHS.

4.1 CucTreMHi BUMOTI'HM TA iHCTAJMALIA

Po3pobniena rpa € mporpamMHuMm mTpoaykToMm s matdopmu Windows 1 He
noTpedye CKIIaJHOI MpoueaypU BCTaHOBJIEHHS. [[11bOBOIO omepalriiiHOI0 CHUCTEMOIO €
Windows 10 a6o Windows 11 y 64-po3psianiit Bepcii. MiHiManbHI anapaTHi BUMOTH JIJIs
KOPEKTHOTO 3amycky rpu BkiatoudaroTh mnpouecop Intel Core 13-6100 a6o AMD
exBiBasieHT, 4 I'b omepatuBHOT mam'ari, Bifeokapty 3 miarpumMkor DirectX 11 Tta
obcsiroMm Bigmeomnam'sti He meHite 2 I'b, nanpukitan GeForce GTX 660, a Takok HE MEHIIIE
150-300 MbB BuUIbHOTO Miclsi Ha JAWCKY. 3a3HAuy€HI BUMOTHM € MIHIMAJIbHUMHU 1
3a0e3MneuyoTh CTablIbHY pOOOTY TPU Ha HAJIAIITYBAaHHSAX 33 3aMOBUYBAaHHSM.

Ockisbku rpa peanizoBana Ha pymii Unity 6 3 Bukopuctanasm Universal Render
Pipeline Ta moctedekTiB, BilcoKapTa € KIHOUYOBUM KOMIIOHEHTOM JJid 3a0e3MeyYeHHs
MPUMHATHOI 9acTOTH KajpiB. Ha cuctemax 3 OLIbII MOTYKHUM rpadiqHUM IIPOIIECOPOM
rpa MpanioBaTUME 3 BHUIIOK YacTOTOI KaJpiB Ta SKICTIO NOCTE(EKTIB, 30Kpema
XpomaTuuHOi aleparllii mpu BIIMOTYBaHHI 4acy Ta JecaTypauii NMpu 3yHHUHII Yacy.
[linkmrodeHHs 10 MEpeki He € OOOB'SI3KOBUM, OCKIJIBKUA T'pa € OJHOKOPHCTYBAIbKUM
MPOIYKTOM 0€3 MepeKeBUX (PYHKIIIH.

[HCTaNsIIs He MoTpebye HIYOTO Crenu(IYHOr0 — JTOCTATHRO PO3MAKyBaTU apXiB
3 TUCTPUOYTHUBOM I'pH Y OYIb-SKHI KaTaJIOT 3 MPaBOM 3anucy. JJuctpuOyTuB 10CTyTHUH
JUTsI 3aBaHTaxeHHs 3 perosutopito GitHub, a Takox Moke OyTH pO3MOBCIOHKEHHI Yepe3

matdopmy itch.i10, 110 € MOMYIIPHUM MaTaHYUKOM JIJIs TOIIMPEHHS 1HA1-1rop. Karanor
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MICTUTh BUKOHYBaHui ¢aiin DimeLoopSurvivors.exe, Teky DimeLoopSurvivors Data 3
pecypcamu rpu Ta cymnpoBigHi ¢aimm UnityPlayer.dll 1 UnityCrashHandler64.exe.
3amyck 3IIACHIOETHCS TMMOJABIMHMM KIJIAIlAHHSM Ha BHUKOHYBaHoMy (aitmi  0e3
HEOOX1THOCTI MOMEePeaHbOI 1HCTANSIII JIOJAATKOBOTO MPOTpaMHOro 3a0e3NeyeHHs.
[Tporpec rpasiis 30epiraeTbcs aBTOMAaTUYHO Y peecTpi omeparliitHoi cucremu Windows
yepe3 MexaHi3m PlayerPrefs, mo yHEMOXJIMBIIIOE BHUITaJKOBY BTpaTy HAKOIMYEHOTO

IPOrpecy MiXK CECisIMHU.

4.2 Onuc iHTep@eiicy kopucTyBaua

[aTepdeiic kopucTyBada po3po0JICHO 3 ypaXyBaHHSIM MIPUHIUIIIB IHTYITUBHOCTI Ta
MIHIMaII3My. Yci enemMeHTH iHTepdeiicy peamizoBani 3acodamu Unity Ul Canvas 3
BukopuctanHaMm TextMeshPro mist BigoOpakeHHsI TEKCTy. 3arajibHUM MOTIK HaBirarii
MK CII€HaMM MOOYJOBaHHWM 3a MPHUHLMIIOM JIHIMHOTO MPOrpecy: IOJOBHE MEHI0O —
BUOIp piBHS — Mara3uH — IrpoBa CLIeHa — €KpaH pe3yJIbTaTiB.

['070BHE MEHIO € MEepIIMM €KpPaHOM, SIKUH 0auuTh TrpaBelb MICIs 3alyCKy T'pH.

30BHIIIHIA BUTJISIT TOJIOBHOTO MEHIO HABEJIEHO Ha PUCYHKY 4.1.

PLAY
SETTINGS

CREDITS

QUIT

PucyHnok 4.1 — I'osoBHE MeHIO rpu
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Bono MicTUTh 4OTHMPH OCHOBHI KHOMKHU HaBiraiii: "Play" st nepexony no Bubopy
piBH#, "Settings" 11 BIAKPUTTS MaHesNl HajnamTyBaHb, "Credits" 115 meperisiny TUTPiB
ta "Quit" s 3aBepiieHHs poOoTH mporpamu. [1aHenp HamamTyBaHb HAJA€ MOXIIUBICTD
peryyioBaHHs TYYHOCTI MY3WKH Ta 3BYKOBHX €(EKTIB depe3 IMOB3YHKH, a TaKOX
KEepYyBaHHsI TapaMeTpaMu BIIOOpaKeHHSI.

[Ticns HaTuckanHs kHONKH "Play" rpaBels nepexoauTh A0 CIEHU BUOOPY PiBHA,
e BiToOpaXkaroThCsl KapTKU JOCTYMHUX piBHIB: TyTtopian, JlicoBa Apena ta Temnuunii Jlic.
[TouaTkoBO HocTynmHUM € jnuine TyTopial, pemTa piBHIB po30JOKOBYIOTHCS MOCIIIIOBHO
MICTsl YCHIIIHOTO TPOXOJKEHHS TorepeaHix. 3abloKoBaHI PiBHI Bi0OpaxaroTbCs 3
BIIMOBITHUM 1HAMKATOPOM Ta HEAKTUBHOK KHOMKOI Tmepexony. Ilopsig 3 KOXKHOIO
KapTKOIO PIBHS PO3MIillleHa KHOIKA EPEXOAy 0 Mara3uHy.

Mara3zuH Hajja€e rpaBLEBl MOXIUBICTh TPUA0ATH AOJATKOBI BUIX 30p0i Ta yMIHHSA
32 HAKOMMYEHI MOHETH TepeJ1 MoYaTkoM piBHsA. [HTepdeiic marasuny po3aiieHui Ha Bl
cek1ii: 30post Ta ymiHHS. KoxeH nmpeaMeT BimoOpakaeThCsl y BUTIISLI KAPTKU 3 HA3BOIO,
OMKMCOM Ta BapTicTio. Bxke npuadaHi npeaMeTy M03HAYaThCA 1HAMKATOPOM BOJIOAIHHS
3aMICTh KHONKHM IpuaOaHHs. [ToToyHa KUIBKICTH MOHET BiIOOPaKa€ThCS Y BEPXHBOMY

paBOMY KyTi €KpaHy. 30BHIIIHIA BUIJIS MarasuHy HaBeI€HO Ha PUCYHKY 4.2.

SHoP

Magic Bolts Arcane Missiles Crystal Shards

B HaseHocTi

Sprint

B HaseHocTi

Pucynok 4.2 — InTepdeiic marazuny
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IrpoBuii iHTepdeiic mia vac cecii BioOpakae BCIO HEOOX1aHY 1H(POpMAaIlito Ipo
NOTOYHUIN CTaH I'pu. Y BEPXHIN YaCTHHI €KpaHy PO3MIIIECHO TaiiMep cecii Ta JYMIbHUK
3HUIIIEHUX BOPOTIB BIJHOCHO IJIl. Y JiBIM 4YacTWHI BiIOOpakaroThCs 1HIUKATOPH
3I0pOB'st TpaBIid, 3amacy Time Energy 3 4nciioBUM 3HAYEHHSIM Ta 1HAUKATOP MMOTOYHOTO
pexxumy cTpins6u. Illkana mocBigy Ta MOTOYHHUM piBEHb TPaBI PO3MIIICHI Y HUKHIM
YaCTHHI eKpaHy. ¥ MpaBOMy BEPXHbOMY KYTI BIJOOpak)a€eThCs MOTOYHA KIJTbKICTh MOHET.
[Tpu akTuBallli YaCOBUX MEXaHIK y LEHTPI €KpaHy 3'SBIISAE€THCS BIAMOBITHUI TEKCTOBHIA

1HAMKATOp. 30BHIIIHIM BUTJISA]I IFPOBOI CLIEHU HABEJIEHO HAa pUCYHKY 4.3.

49 | 100

04:32 715

Pucynok 4.3 — IrpoBa ciieHa 3 akTUBHUM MOCTE(PEKTOM 4aCOBOI MEXaHIKU

[Ipu migBUIIEHH] PiBHS ITPOBHM MPOIEC 3yNUHSAETHCSA Ta B1JIOOPAKAETHCSA €KpaH
BUOOpPY TOKpAIEHHsS 3 TpbOMa BHUMAJAKOBUMHU BapiaHTaMu. Cucrema QopMye CHHCOK
JIOCTYITHUX TIOKPAIlleHb, BUKIIOYAIOYM Ti M0 JOCATJIM MAaKCUMaJbHOI KiJIBKOCTI
HAKOIWYEeHb, Ta OOMpaE TPU BUIAIKOBI BapiaHTH 3 JocTynmHUX. KokHa KapTka MICTUTh
Ha3BY MOKPAIICHHS, HOTO OMHKC Ta JIIYUILHUK MTOTOYHOI KITBKOCTI HAKOTTMYEHD BIJTHOCHO
MaKCUMaJbHO JomycTumMoi. ['paBers oOupae ojHE MOKpAIeHHs, MICIS YO0ro IrpoBHI

MPOIIEC BITHOBIIIOETHCS. SIKIO TpaBellb OTPUMYE KijllbKa PIBHIB OJHOYACHO, 3allUTH HA
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BUOIp MOKpaIIeHb JOJAIOTHCS JO Yeprd Ta OOpOOISIOTHCS IMOCITOBHO. 30BHINTHIN

BUIJISI] €KpaHy BUOOPY NMOKpPAILEHHS] HABEJACHO HA PUCYHKY 4.4.

100100

04:56 150

LEVEL UP!

Speed Up Bullet Pierce Time Energy Up

0/4 k 0/3

Pucynox 4.4 — Expan BuOOpy NOKpalleHHs Mpu MiABUIICHH] PIBHS

Koskna kapTka MICTUTh Ha3BY MOKpAIICHHS, HOTO OMUC Ta JIYWIHHUK MOTOYHOI
KUIBKOCTI HAKOMWYEHb BIJTHOCHO MAaKCHUMAJIbHO JomycTuMoi. ['paBenb oOupae ojHe
MOKPAIICHHS, MICJIS YOTO IrPOBUM TIPOIIEC BITHOBIIOETHCS.

Expan pe3ynbrariB BimoOpaxaeThCsl MICIS 3aBEpIIECHHS cecli HEe3aJeKHO BiJ ii
pesynbrary. IIpu nepemosi BimoOpaxkaeThest 3aroyioBok "VICTORY", npu mopasmi —
"LOST". ExpaH MICTUTh CTaTHCTHKY CE€Cii: Yac BIKUBAHHS, KIJBKICTh 3HUIICHUX
BOpOriB, OOHYC BIKMBAHHS Ta 3arajibHy KUIBKICTh 3apoOjieHux MoOHeT. boHnyc
BIDKMBAHHSI HAPaXOBY€ETHCS 3a KOkH1 30 CeKyHI aKkTUBHOI I'pOBOi cecii Ta J01a€ThCs 10
3arajbHOI CyMH 3apo0JeHUX MOHET. 3apo0JIeHI MOHETH aBTOMATUYHO 30€pIratoThCs MIXK
CeCisIMU Ta MOXKYTb OyTH BUTpau€H1 y Mara3uHi epei HaCTyIHUM piBHeM. J{Jis HaBirarii
MiCTsl 3aBepIIeHHS cecli JOCTYNmHI TpW KHOMKH: TEepeXil JO0 HACTyIMHOTO piBHS,

MOBEPHEHHS 710 BUOOPY PIBHS Ta MOBTOPHUM 3amycK MOTOYHOTO piBHSA. [Ipm mepemosi
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TaKOK aBTOMAaTHYHO PO30JIOKOBYETHCS HACTYIHUM PIBEHB, AKIIO BIH OyB HEAOCTYMHUI

pasiiie. 30BHIIIHIN BUTIISI €KpaHy pe3yJIbTaTiB HAaBEACHO Ha PUCYHKY 4.4.

Yac: 00:43

3HewkoaxeHo soporis: 15

 NEXTLEVEL |

| LEVELSELECT |

RESTART |

Pucynoxk 4.4 — Expan pe3ynbTariB irpoBoi cecii

Takum ynHOM, 1HTEpdENC KOpUCTyBada po3po0sIeHOT rpu 3a0e31euye MmociiI0BHY
Ta IHTYITUBHY B3a€MOJIIIO0 3 yCIMa IrpOBUMH MifcucTeMamu. KoxkeH ekpaH BUKOHYE YITKO
BU3HAYCHY (DYHKIIIO Ta MICTUTh JIMIIE HEOOXIAHI €JIEMEHTH KepyBaHHS, IO JTI03BOJISIE

I'PaBI[O 30CEPENUTHUCH HA IFPOBOMY IIpoLieci 0€3 3aiiBOro HaBaHTaXEHHs 1H()OpMaIi€ro.

4.3 CueHnapiii po00TH KOPUCTYBaya

Cuenapiii poOOTH KOpHUCTyBaya MOYMHAETHCA 3 MOMEHTY TIEPIIIOTO 3aMyCKy TPH.
[Ticnst BIAKPUTTSI BAKOHYBAHOTO (haidly rpaBellb MOTPAILISE 10 TOJIOBHOTO MEHIO, 3BIIKH
PO3MOYMHAETHCS BECh MOAAIBIINHN 1rpoBUi nporiec. OCKUTbKM Ha TTOYATKY JOCTYITHUM €
JIUIIIe HABYAJLHUHN PIBEHb, PEKOMEHIOBAHUM TIEPIIIUM KPOKOM € HOTO MPOXOKEHHS JIJIsI
O3HAHOMJICHHS 3 yciMa IrpPOBUMHU MEXaHIKaMH.

[Ticns naTuckanus kHomnku "Play" rpaBers mepexoauTh A0 CIIEHU BHOOPY PIiBHS.

Ha nouatky pocTymHa jviie KapTka HaBYAJIbHOIO PiBHSA, peIlTa PIiBHIB 3a0J0KOBaHI.
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[lepen 3amyckom OyJb-IKOTO PIBHS TIpaBellb Ma€ MOKJIMBICTH BIJIBIJaTH MarasuH,
HATUCHYBIIHU BIAMOBITHY KHONKY MOPSI 3 KAPTKOIO PiBHs. Y MarasuHi MO>KHa pUa0aTu
JIOAATKOB1 BUW 30p0i Ta yMiHHS 32 HAKOITMYEH1 MOHETH, IMICJIsl YOT0 HATUCHYTH KHOIIKY
"Play" mns 3amycky piBHSL.

HaBuanbHuii piBeHb € OOOB'SI3KOBUM MEPIINM €TaroM Ui HOBUX TpaBliB. Bin
CKJIQJAETHCH 3 IEB'ITU MOCHIIOBHUX KPOKIB, KOXKEH 3 IKMX 3HAHOMUTH IPABIIS 3 OKPEMOIO
MEXaHIKOIO: TEPEeMILIEHHSIM, CTpiIb000, 300pOM MOCBiAYy, BHOOPOM TMOKpAIICHbD,
BUKOPUCTAHHSAM YMIHHSI, BIAMOTYBAaHHSM 4Yacy, 3yMMHKOIO 4acy Ta 4YaCOBUMH 30HAMHU.
[Ticnst ycnimHOTO 3aBepLIEHHS MOJYJS HaBYAaHHS PO30JIOKOBYETHCS MEPIIUN 1rpOBUM
piBenb — JlicoBa ApeHa.

OcHOBHa ITpoBa cecisl MOYMHAETHCS 3 MOSBHU I'PABI HA apeHl 3 MiHIMaJIbHUMU
xapaktepucTukaMu. [IpoTsroM cecii rpaBelp MNEPEMIILYEThCS IO apeHl KiIaBllIamMu
WASD, npuuigtoerbcsi MHIICID Ta YHUKAE€ 31TKHEHb 3 BOporaMu. 30posi CTpuIsie
aBTOMATUYHO Y HAIpPSMKY Kypcopa, abo Bpy4YHY IPH HATHUCKAHHI JIIBOI KHOIKH MUIII1
3QJIEKHO BiJlT oOpaHoro pexumy. [Ipy HaKONMMUYEeHHI JOCTATHBOI KUIBKOCTI JTOCBIAY
rpaBellb MiJIBUIIYE PIBEHb Ta OOMPA€E OJHE 3 TPHOX 3aMPOIIOHOBAHUX MOKpaleHb. Yacoi
3M10HOCTI aKTUBYIOThCS KiaBimamMu R 1s BiaMoTyBaHHA Ta E nns 3ynuHKM yacy 1
BUTpavaroTh chiuibHUM pecypc Time Energy, mo BigoOpaxkaeTbCcsli HAa BiANOBIIHOMY
1HJIUKATOPI.

VY nporieci cecii CKIaaHICTh MTOCTYIOBO 3pOCTAE 3a PaXyHOK 301IbIIIEHHS KITBKOCTI
Ta pi3HOMaHITHOCTI BOporiB. [licis 3HUIIEHHS BU3HAYEHOI KUIBKOCTI MPOTHBHUKIB
3'SIBISIETHCSL OOC pIBHS, IO Mae€ 1Bi ¢a3u MOBEMIHKU. Y mepirii ¢azi 60C MOBUILHO
NEPECYBAETHCS Ta BEAEC OJUHOUYHHUI BOTOHb, Y APYTiH, micas pocsarHeHHs S50 BiICOTKIB
3JI0POB'sl, IPUCKOPIOETHCSI Ta TEPEXOAUTh HA PO3CISHUN MOCTPUI TphOMa CHapsAaMu
OJIHOYACHO. 3HUIIEHHS 00Ca 3aBePIIy€e CECir0 IEPEMOTOI0.

Cecist TaKOXK MOX€E 3aBEPIIMTHCH TOPA3KOI0 Y BUTIAJKY 3aru0eri rpasis. 3aruoesnb
HACTa€ TPU BUYEPIIaHHI 3J0POB'S BiJl KOHTAKTy 3 BOPOTaMH, iXHIMH CHapsiaMu ado
TPHUBAJIOTO TIepeOyBaHHS 3a MEXaMH KpyTroBOi apeHu. Mexa apeHH CyNmpOBOIKYEThCS

BI3yaJIbHUM IONEPEHKEHHSIM, a IIIK0J1a BiJ IepeOyBaHH 3a i1 MeXaMH 3pOCTAE 3 YACOM.
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[Ticnst 3aBepiieHHs cecii BIOOpaKaeThCsl €KpaH pe3yJIbTaTiB 31 CTATUCTUKOIO Ta
HaKOMMYeHUMHU MoHeTamu. [Ipu mepemo3i rpaBelb MOXe MeperTH A0 HACTYITHOTO PiBHS,
MOBTOPUTH TOTOYHMNA ab0 TIOBEPHYTHUCh J0 BUOOPY piBHA. Hakomuwdeni MoHeTH
30epiraloTbcs MK CECIIMU Ta MOKYTh OyTH BUTpau€Hi y MarasuHi Mepeja HaCTYITHUM

3aITyCKOM.

4.4 TecTyBaHHA NPOrPaMHOro 3a0e3nmeyeHHs

TecTyBaHHST € HEBIJI'€MHOIO YacCTHHOIO TIPOIIECY PO3POOKU MPOTPaAMHOTO
3a0€3MeUeHHsI, 110 JI03BOJISIE BUSBUTU Ta YCYHYTH IMOMUJIKH JO BHUITYCKY TOTOBOTO
OPOAYKTy. Y paMmkax JJaHoi poOOTH MpOBEACHO (PYHKI[IOHAJIIbHE TECTYBAaHHS BCIX
KJIFOYOBUX TIJICHCTEM TpH, a TaKOXX TECTYBaHHS MPOAYKTUBHOCTI [Jisi TEPEBIPKU
CTaO1ILHOCTI POOOTH B YMOBAX BEJIMKO1 KIJIBKOCTI aKTUBHUX 00'€KTIB Ha CIEHI.

OyHKI[IOHATBHE TECTYBaHHS MPOBOJWIOCH METOJIOM PYYHOTO TECTYBaHHS 3
NEPEBIPKOIO KOKHOT ITPOBOT MEXaHIKA OKPEMO Ta Y B3aEMO/III 3 THIIMMHU MiACUCTEMaMHu.
JI71st KOKHOT MZICUCTEMHU BU3HAYAIUCH OUYIKYBaH1 PEe3yJIbTAaTH, MIiCII YOTO MePEBIPsIaCh
iX BIAMOBIAHICTh (AKTUYHINA TOBEMIHIII CUCTeMH. Pe3ynpTrat (QyHKIIIOHAIHHOTO
TEeCTyBaHHS HaBeAeHO y Ta0uil 4.1.

Tabmuus 4.1 — Pe3ynbratu QyHKITIOHAIBHOTO TECTyBaHHS

. Tecrosuii .
[Tincucrema . OuikyBaHUl pe3ybTatT Pesynprar
CLIEHapI1N

[Tepemimenns y | PiBHOMIpHU# pyx 6€3
PlayerMovement . [Ipoiineno
BCIX HampsIMKax | KOB3aHHS

ABromaTnyHa Ta | KopekTHe nepeMuKkaHHs
WeaponController ' ' IIpoiineno
pyuHa cTpiip0a | peKUMiB

BiamoTtyBaHHs
_ npu Yac BiTHOBIIECHHSA 3
RewindManager ' [Iporineno
HEJOCTaTHIM CeKyHIU

eHeprii




Kinenp Tabaumm 4.1
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. 3yNHHKA Yacy 3 3aMOpOXKyBaHHS BCiX
TimeStopManager . . [Ipoitneno
MOBHOIO €HEPTI€I0 BOPOTiB
. Bxin rpaBus y 3ony | 3mina localTimeScale
TimeZone _ [Ipoineno
YHOBUTbHEHHS IpaBILst
Hagirarris B 00xi KopexTHuit Mapuipyt
EnemyAl [Iponneno
MIePEIIKO/1 NavMesh
[epexia mo npyroi 3MiHa MOBEIIHKU Ta
BossAl [Ipoitneno
da3u npu 50% HP KOJIbOPY
3arubens rpaBug npu | BimobpaxeHHs
Health _ IIpotineno
HP =0 €KpaHy pe3yJbTariB
[TinBumenus kinpkox | [locmimoBHa uyepra
XPManager o ITpoineno
PiBHIB OJTHOYACHO MOKpAILEHb
KopekThne
30epekeHHS MOHET
SaveManager . . 3aBaHTAKECHHS Iporiaeno
MK CECISIMH
3HAYCHHS
_ [Iponyck KpoKy OuikyBaHHA
TutorialManager . . | IIpoiineno
kJasimero F BIJIMMYCKAHHS KJIaBIIIIl
. _ Hapocraroua mkona
OutOfBoundsManager | Buxig 3a mexi apern | [Ipoiineno
B17 BijicoTky HP

OxkpeMoi yBaru miJi 4yac TECTyBaHHs MOTpeOyBajia CUCTEMA MaHIMYJSIIT 4acoM

yepe3 CKIAIHICTh B3aEMO/IIi MiX i KoMnoHeHTamu. [lepeBipsuiich clieHapii 0JHOYaCHOT
AKTUBHOCTI KUJIBKOX YaCOBUX MEXaHIK, KOPEKTHICTh BITHOBJICHHS CTaHy OO'€KTIB MiCJIs
BIJIMOTYBaHHS, MOBEAIHKA CHApAJIB MNpU 3YNHHII Ta BIJHOBJICHHI 4Yacy, a TaKOX
CHUHXpOHI3allisl 4acy BiaHOBIeHHS MDK RewindManager ta TimeStopManager. Yci
BUSIBJICHI Y MPOIIECT TECTyBaHHS MOMUJIKH OyJiM YyCyHYTI 10 hopMyBaHHS (PiHATBEHOTO
TUCTPUOYTHUBY.

TecTtyBaHHST TPOAYKTUBHOCTI MPOBOJAWIIOCH 32 JOMOMOTOK BOYIOBAaHOTO

iHcTpyMeHTy Unity Profiler, sikuii 103BosIsI€ BiICTEKYyBaTH HABAaHTAKEHHS HA IIPOLIECOD,
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BiJICOKApTy Ta ONEpPATUBHY IaM'sTh y peaJbHOMY 4aci. TecTyBaHHS BUKOHYBAJIOCh Ha
niIpoBiM mathopmi Windows 3 dikcariero MOKa3HUKIB YacTOTH KajpiB MpU Pi3HIN
KUIBKOCTI aKTMBHUX OO'€KTIB Ha CIleHI. IrpoBa clieHa 3 MaKCHMAaJIbHOKO KIJIBKICTIO

aKTUBHHUX 00'€KTIB 11 YaC TECTYBaHHS HAaBEJICHA HA PUCYHKY 4.5.

8891/10000

Pucynok 4.6 — IrpoBa crieHa 3 MaKCUMaJIbHOIO KIJIBKICTIO aKTUBHUX 00'€KTIB

Pesynbraty mokazanu cTaliabHy pOOOTY TPU 3 4YACTOTOKO KaJpiB, IO 3HAYHO
nepeBurye KoM@popTHuUi mopir y 60 KaapiB Ha CEKyHAY, HaBIThb NPU 3HAYHOMY
3aBaHTaXEHH1 TpaiuHOrO Ta LEHTPATHHOTO MPOIECOPIB Yy CIEHAPIAX 3 BEIUKOIO
KUTBKICTIO aKTUBHHX 00'€KTIB Ha ciieHi. HaitOiibIe HaBaHTaXKEHHS CIIOCTEPITA€ThCS IMiJT
yac aKTUBHOTO BiIIMOTYBAaHHS Yacy, IO MOSICHIOETHCS HEOOXIMHICTIO OJHOYACHOTO
OHOBJICHHS CTaHy Bcix koMroHeHTiB Rewindable. 3acTtocyBanns nmarepuy Object Pool Ta
obmexenHs raubuHu Oydepa BigMOTyBaHHS a0 10 CeKyHA M0O3BOJIMIIO YTPUMATH
MPOYKTUBHICTh HA MPUUHATHOMY PIBHI.

3a pe3ysibTaTamMy MPOBEJACHOTO TECTYBAHHS MiJTBEPHKEHO KOPEKTHICTH pOOOTH
BCIX peajdi3oBaHUX IMIJACUCTEM Ta BIAMOBIIHICTE PO3POOJIECHOTO MPOrPaMHOIO

3a0€e3MeYEeHHS [TOCTABJIEHUM BUMOTaM.
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BUCHOBKH

VY pe3ynbTari BUKOHAHHS JUIUIOMHOI POOOTH OyJi0 YCHIIIHO PO3pO0IEHO
komm'rorepny rpy DimeLoop Survivors sxanpy roguelite-survivors 3 CHCTEMOIO
MaHIIyJIsAIiT yacoM Ha 6a3i irpooro pyiis Unity 6 Ta MoBU niporpamyBanHs C#, 3aBIIIKU
YOMY TIOCTaBJICHYy METY JOCSTHYTO B TOBHOMY 00Cs3i, a BCi BU3HA4Y€HI 3aBIaHHS
BUKOHAHO:

1. TeopeTuunuit aHaji3 aHanoris, 30kpeMa Braid, Prince of Persia Ta Vampire
Survivors, 103BOJMB OOIPYHTYBaTH OPHUTIHAJIBHICTh MPOEKTY Ta 0OpaTh KOMOIHAIIIO
IIOKaJPOBOTO 3aMKCy CTaHy O0'€KTIB y KuiblieBU Oydep 3 JOKaJIbHUM YaCOBUM
MacmTaboM sk onTuMalbHe pimeHHs A Unity.

2. Ha ocHOBI mpoBeneHOro aHaiizy OOIPYHTOBAHO BHUOIp TEXHOJIOTIYHOTO
creky y ckimam Unity 6 LTS, C#, Universal Render Pipeline, NavMesh, New Input
System, Cinemachine Ta TextMeshPro, a 3acTtocyBaHHs NaTepHIB NPOEKTYBAHHSA
Singleton, Observer, Object Pool Tta Strategy 3a0esneunsno ciabky 3B'S3Ky MIX
M1JICUCTEMaMU, MOTYJIBHICTh apXITEKTYPH Ta PO3IMIUPIOBAHICTh CUCTEMH.

3. Po3pobnena cucremMa € TOBHOLIIHHUM MPOrPAMHUM HOPOIAYKTOM, IO
peanidye Tpu He3anexHi yacoBl mexaHiku Rewind, TimeStop ta TimeZone, cucremy
BoporiB 3 NavMesh-HaBirauieto Ta m'asTbMa TUIIAaMH MPOTHUBHUKIB, BO(a3zHOro 0Ooca,
CHCTeMy TIporpecii 3 JaecsiThbMa THIIAMH TOKpallleHb, METANpPOrpec 4epe3 MarasuH Ta
JIEB'STUKPOKOBHUI MOJTYJIb IHTEPAKTUBHOTO HABYAHHSI.

4. [IpakTiyHUM pe3yabTaTOM pPOOOTH € CKOMIIbOBAaHA BEPCIS TPH IS
Windows, omy6:rikoBana B peno3utopii GitHub, ycmimnHe TecTyBaHHS SKO1 MiITBEPIUIO
CTaOlIbHY MPOAYKTUBHICTh Ta KOPEKTHICTh (DYHKIIOHYBaHHS BCiX M1JCUCTEM.

3. Po3po6ienuit npoayKT Ma€e 3HaYHUM TTOTEHIIIAIT JIS TTOAAIBIIIOTO PO3BUTKY:
JI0JIaBaHHSI HOBHUX ITPOBUX CBITIB Ta THUIIIB BOPOTIB, PO3IMIUPEHHS CUCTEMU MOKPAIIEHb,
onTUMI3aIli s cinadmux KoH(Iirypariid Ta JOCIIKEHHS MOXKJIMBOCTEN TOPTYBaHHS Ha

1HII1 atopmu.
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[Iporpamsi 3aco0u:

— MoBa nporpamyBanHsa — C#;

— irpoBui pyuriit — Unity 6;

— Oi6miotekn Ta maketn — UnityEngine, System.Collections.Generic,

UnityEngine.InputSystem, UnityEngine.UI, TextMeshPro.

Rewindable.cs:
using UnityEngine;

using System.Collections.Generic;

// Records object state every frame and replays it backwards on Rewind.
// Attach to: Player, all enemies, bullets.
[RequireComponent(typeof(TimeScaleObject))]
public class Rewindable : MonoBehaviour
{

[Header("Recording")]

[SerializeField] private float maxRecordTime = 5f;

private LinkedList<RewindSnapshot> snapshots = new LinkedList<RewindSnapshot>();

private bool isRewinding = false;

private Health health;
private Rigidbody rb;

private void Awake()

{
health = GetComponent<Health>();
b = GetComponent<Rigidbody>();

private void Start()

{
// Sync max record time with RewindManager
if (RewindManager.Instance != null)

maxRecordTime = RewindManager.Instance.GetMaxRewindDuration();



private void Update()
{
if (isRewinding)
{
Rewind();

}

else

{
Record();

// Store one snapshot per frame

private void Record()

{
float currentHP = health != null ? health.GetCurrentHealth() : 0f;
bool alive = health !=null ? health.IsAlive() : true;

RewindSnapshot snapshot = new RewindSnapshot(
transform.position,
transform.rotation,
currentHP,

alive

snapshots.AddFirst(snapshot);

// Drop snapshots older than maxRecordTime (~60 fps)
if (snapshots.Count > Mathf.RoundToIlnt(maxRecordTime * 60f))

{

snapshots.RemoveLast();

// Replay snapshots in reverse order

private void Rewind()

{



if (snapshots.Count == 0)
{
StopRewind();

return;

RewindSnapshot snapshot = snapshots.First.Value;

snapshots.RemoveFirst();

/' Smoothly move towards the recorded transform
transform.position = Vector3.Lerp(
transform.position,
snapshot.position,
Time.deltaTime * 15f
);
transform.rotation = Quaternion.Slerp(
transform.rotation,
snapshot.rotation,

Time.deltaTime * 15f
);

if (health != null && snapshot.isAlive)

{
health.SetHealthDirect(snapshot.health);

/I Revive the object if it was alive in the snapshot

if (snapshot.isAlive && health !=null && 'health.IsAlive())

{

gameObject.SetActive(true);

public void StartRewind()

{

isRewinding = true;

// Disable physics while rewinding
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if (rb !=null)
{

rb.isKinematic = true;

public void StopRewind()
{

isRewinding = false;

if (tb 1= null)
{

rb.isKinematic = false;

rb.linearVelocity = Vector3.zero;

snapshots.Clear();

public void ClearSnapshots()

{
snapshots.Clear();

public void UpdateMaxRecordTime(float newTime)
{

maxRecordTime = newTime;

public bool IsRewinding => isRewinding;

public int SnapshotCount => snapshots.Count;

RewindManager.cs:

using UnityEngine;

using UnityEngine.InputSystem;
using UnityEngine.Ul;

using TMPro;
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// Manages the Rewind ability: time energy, cooldowns and global rewind state.
public class RewindManager : MonoBehaviour

{

public static RewindManager Instance { get; private set; }

[Header("Rewind Settings")]

[SerializeField] private float maxTimeEnergy = 100f;
[SerializeField] private float energyRegenPerSecond = 15f;
[SerializeField] private float energyCostPerSecond = 40f;

[Header("Cooldown Settings")]
[SerializeField] private float switchCooldown = 1f;

[SerializeField] private float depletedCooldown = 3f;

[Header("UI")]
[SerializeField] private Image timeEnergyBar;
[SerializeField] private TextMeshProUGUI timeEnergyText;

[SerializeField] private GameObject rewindIndicator;

private float currentTimeEnergy;
private bool isRewinding = false;
private bool isBlocked = false;

private bool wasDepletedThisSession = false;

// Shared cooldown with TimeStopManager
private float abilityCooldownTimer = 0f;

private Rewindable[] rewindables;

private void Awake()

{

if (Instance == null) Instance = this;

else { Destroy(gameObject); return; }

private void Start()
{
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currentTimeEnergy = maxTimeEnergy;

UpdateEnergyUI();

if (rewindIndicator != null)

rewindIndicator.SetActive(false);

private void Update()

{

if (GameManager.Instance != null && !GameManager.Instance.isGameStarted) return;

if (abilityCooldownTimer > 0)

abilityCooldownTimer -= Time.deltaTime;

HandleRewindInput();
RegenerateEnergy();
UpdateEnergyUI();

private void HandleRewindInput()

{

if (isBlocked) return;
if (TimeStopManager.Instance != null && TimeStopManager.Instance.IsTimeStopped) return;

if (abilityCooldownTimer > 0) return;

if (Keyboard.current.rKey.isPressed && currentTimeEnergy > 0 && !isRewinding)

{
StartRewind();

if (isRewinding)
{

if (!Keyboard.current.rKey.isPressed || currentTimeEnergy <= 0)

{

if (currentTimeEnergy <= 0)

wasDepletedThisSession = true;

StopRewind();



}

else
{
currentTimeEnergy -= energyCostPerSecond * Time.deltaTime;

currentTimeEnergy = Mathf.Max(0, currentTimeEnergy);

private void RegenerateEnergy()
{
if (isRewinding) return;

if (TimeStopManager.Instance != null && TimeStopManager.Instance.IsTimeStopped) return;

if (currentTimeEnergy < maxTimeEnergy)
{
currentTimeEnergy += energyRegenPerSecond * Time.deltaTime;

currentTimeEnergy = Mathf.Min(currentTimeEnergy, maxTimeEnergy);

private void StartRewind()

{
isRewinding = true;
wasDepletedThisSession = false;

TimeEffectsVFX.Instance?.SetRewindEffect(true);

rewindables = FindObjectsBy Type<Rewindable>(FindObjectsSortMode.None);
foreach (Rewindable r in rewindables)

r.StartRewind();

// Freeze enemies that have no rewind history
foreach (GameObject enemy in GameObject.FindGameObjectsWithTag("Enemy"))
{
Rewindable r = enemy.GetComponent<Rewindable>();
if (r == null || r.SnapshotCount == 0)
{
EnemyAl ai = enemy.GetComponent<EnemyAI>();
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if (ai != null) ai.enabled = false;

if (rewindIndicator != null)

rewindIndicator.SetActive(true);

private void StopRewind()
{

isRewinding = false;

TimeEffectsVFX.Instance?.SetRewindEffect(false);

if (rewindables != null)
foreach (Rewindable r in rewindables)

if (r != null) r.StopRewind();

foreach (GameObject enemy in GameObject.FindGameObjectsWithTag("Enemy"))
{

EnemyALl ai = enemy.GetComponent<EnemyAI>();

if (ai != null) ai.enabled = true;
if (rewindIndicator != null)
rewindIndicator.SetActive(false);
abilityCooldownTimer = wasDepletedThisSession ? depletedCooldown : switchCooldown;

TimeStopManager.Instance?.SetExternal Cooldown(abilityCooldownTimer);

public void SetExternalCooldown(float duration)

{

abilityCooldownTimer = duration;

public bool IsOnCooldown => abilityCooldownTimer > 0;

public void SetBlocked(bool blocked) => isBlocked = blocked;
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private void UpdateEnergyUI()
{
if (timeEnergyBar != null)

timeEnergyBar.fillAmount = currentTimeEnergy / maxTimeEnergy;

if (timeEnergyText !=null)
timeEnergyText.text = §" {Mathf.RoundTolnt(currentTimeEnergy)}";

public void ConsumeEnergy(float amount)
{
currentTimeEnergy -= amount;

currentTimeEnergy = Mathf.Max(0, currentTimeEnergy);

public void AddMaxEnergyBonus(float amount)
{
maxTimeEnergy += amount;
currentTimeEnergy = Mathf.Min(currentTimeEnergy + amount, maxTimeEnergy);

UpdateEnergyUI();

Rewindable[] allRewindables = FindObjectsBy Type<Rewindable>(FindObjectsSortMode.None);
foreach (Rewindable r in allRewindables)

r.UpdateMaxRecordTime(GetMaxRewindDuration());

public float GetRewindDuration() => currentTimeEnergy / energyCostPerSecond;
public float GetMaxRewindDuration() => maxTimeEnergy / energyCostPerSecond;
public bool IsRewinding => isRewinding;

public float EnergyPercent => currentTimeEnergy / maxTimeEnergy;

public float GetCurrentEnergy() —=> currentTimeEnergy;



