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5. Ilepenik rpadiuaoro martepiaty
1) Cxema CTpYKTYPHA BapiaHTIB BUKOPUCTAHD

2) Cxema CTPYKTYPHA KJIACIB IIPOrPAMHOT0 3a0e3eYeHHS
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3 ITocTanoBka Ta hopmaizalis 3aaadi 02.04.2025
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AHOTALIIA

[TosicHroBanbHA 3aMKCKa AUIJIOMHOTO MPOEKTY CKIAAA€THCS 3 I SATH PO3/LIIB,
Mmictuth 31 Tabmuirio, 37 puCyHKIB Ta 24 mKeperna — 3arajJoMm 76 CTOPIHOK.

JIMIUIOMHU TPOEKT NPUCBSTYEHO po3pod1l 2D-irpoBoro 3actocyHky «One Man
Army» y cepenoBumii Unity, sSkMil TO€QHYEe AMHAMIYHWI I1rpoBUi mpouec 3
1HTEJIEKTYaIbHOIO JIOTIKOK KEPYBaHHS EPCOHAKEM, TPOTUBHUKAMU Ta BHYTPIIIHIMH
ITPOBUMH MEXaHIKaMHU. AKTYyaJdbHICTh TEMHU 3YMOBJIEHA 3pPOCTAI0YMM IMOMUTOM Ha
IrpOB1 MPOJYKTU 3 TIUOOKOI MEXaHIKOI Ta PO3MIUPEHOI (DYHKI[IOHATBHICTIO, a
TaKOX MOXJIMBICTIO PO3IIUPEHHS 3HaHb Yy cdepi po3poOKU IrpOBUX CHUCTEM 3
aKLIEHTOM Ha €()EeKTUBHY apXITEKTYpPY Ta MIATPUMKY.

MeToro NpO€EKTy € CTBOPEHHS (PYHKIIOHAIBHOI'O IFPOBOrO MPOAYKTY, LIO
J03BOJISIE KOPUCTYBauy B3a€EMOJISITHM 3 OaraTbMa IrpOBUMM €JIEMEHTaMU Y
JUHAMIYHOMY  (MPOLIEYpHO 3TE€HEPOBAHOMY) CEpPEJOBHIII, 13 MOXJIUBICTIO
NEpPEeMUKaHHSI IEPCOHAXKIB, 3aCTOCYBaHHIM IHBEHTApPIO, CKJIAJHOO JIOTIKOK BOPOTIB,
CHUCTEeMaMU aTak, e(eKTiB, IiICHJICHb TOIIO.

VY nepromy po3aiini Oyjo ImpoaHadi3oBaHO OCOOIUBOCTI po3poOku 2D-irop,
cnenindiky podoru 3 Unity, a Tako BUKOHAHO OTJISI IMOIOHUX 1rPOBHUX MPOEKTIB. Lle
J03BOJIMJIO  BU3HAYMTH OCHOBHI  (DYHKI[IOH&JIbHI BHUMOTH JO CHCTEMH Ta
c(hOpMYITFOBATH KOHIICIIIIIIO MPOEKTY.

Hpyruit  po3min mpucBsueHo (Qopmamizaiii BUMOT 10 MPOTPaMHOTO
3a0e3neyeHHs, MNOOyIOBI  JiarpaM  BaplaHTIB ~ BHUKOPUCTaHHS,  po3poOiii
GyHKI[IOHATBEHUX Ta HE(PYHKITIOHATHLHUX BUMOT, a TAKOK (POPMYITIOBAHHIO TEXHIYHOTO
3aBJIaHHS Ha peaji3aliio Ipu.

VY TperboMy pO3alJIl ONMHCAHO APXITEKTYPY CHUCTEMH, NMOOYAOBAHO Jiarpamu
KJIaC1B, BU3HAYEHO JIOTIKY B3a€MOJIi Mi>K KOMIIOHEHTaMH TpHu. Takoxk po3riasHyTO
ITOPUTM MEPEMUKAHHS IEPCOHAXKIB, B3aEMO/I11 3 BOPOTaMH Ta 3aCTOCYBaHHS €(DEKTIB
y 0010, IO MA03BOJIIE CTBOPUTH TJIMOOKY IFPOBY MEXaHIKYy 3 MOKJIUBICTIO
MacimTadyBaHHS.

YerBepTuii po3Mia  MICTUTh aHaI3 SKOCTI KOAY, BHU3HAYEHHS METPHUK

MiATPUMYBAHOCT1, HAAIMHOCTI, TOBTOPIOBAHOCTI KOMy, @ TaKOX OIHUC pPe3yJbTaTiB



MaHyaJbHOTO TeCTyBaHHs rpu. HaBeneHo mpukiia mpoXopKeHHs IrPOBOTO CLIEHAPII0
Ta OI[IHEHO MPABWIBHICTH peanizailii OCHOBHOI JIOTIKH.

Y m’aToMy po3aiii MpecTaBIeHO MPOLEC PO3TOPTAHHS MPOEKTY 3a TOMOMOT OO
Unity, a TakKoXX OINMCAaHO MEXaHI3M NOJAJbLUIOr0 CYNPOBOAY Ta OHOBJIEHHS
MpPOrpaMHOro NpPOAYKTy. BpaxoBaHo MoxiuBicTh BuKopucTaHHa Unity Test

Framework 111 KOHTPOIIIO TOKPUTTS KOy Ta MOHITOPUHTY CTa01IbHOCTI BEPCIH.

KJIFOUOBI CJIOBA: ITPOBUM 3ACTOCYHOK, UNITY, IUTYYHUN
[HTEJIEKT, ROGUELIKE, IIPOLIEJYPHA TEHEPAIL[S, MOJIYJIbHICTD,
I[TPOBUM PVIILIN.



ABSTRACT

The explanatory note of the diploma project consists of five sections, contains
31 tables, 37 figures and 24 sources — in total 76 pages.

The diploma project is dedicated to the development of a 2D game application
“One Man Army” using the Unity engine, combining dynamic gameplay with
intelligent logic for controlling characters, enemies, and internal game mechanics. The
relevance of the topic is driven by the growing demand for games with deep mechanics
and extended functionality, as well as the opportunity to enhance expertise in designing
game systems with a focus on efficient architecture and maintainability.

The goal of the project is to create a functional game product that allows users
to interact with multiple gameplay elements in a dynamic (procedurally generated)
environment, featuring character switching, inventory usage, complex enemy
behavior, attack systems, status effects, power-ups, and more.

The first chapter analyzes the features of 2D game development, specifics of
working with Unity, and provides a review of similar projects. This analysis helped
define the system’s core functional requirements and shaped the overall project
concept.

The second chapter formalizes the software requirements, builds use case
diagrams, develops functional and non-functional requirements, and defines the
technical task for implementing the game.

The third chapter describes the system architecture, provides class diagrams, and
explains the logic of interaction between the game’s components. It also discusses the
character-switching algorithm, enemy interactions, and effect application in combat,
enabling rich game mechanics with scalability potential.

The fourth chapter includes a code quality analysis, evaluation of
maintainability, reliability, and duplication metrics, as well as the results of manual
testing. An example gameplay scenario is provided, demonstrating the correctness of
the main logic implementation.

The fifth chapter presents the project deployment process using Unity and

outlines the mechanism for further support and updates of the software product. It also



considers the use of the Unity Test Framework to monitor code coverage and ensure
version stability.

KEYWORDS: GAME  APPLICATION, UNITY, ARTIFICIAL
INTELLIGENCE, ROGUELIKE, PROCEDURAL GENERATION,
MODULARITY, GAME ENGINE.
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1 HAMUMEHYBAHHS TA TAJTY3b 3ACTOCYBAHHSA

Hassa po3po6xu: IrpoBuii 3actocyHok B xaHpi Roguelike.

l"any3p 3acTocyBaHHS:

HaBenene TexHiyHe 3aBAaHHS TIOMUPIOETHCS HA PO3POOKY IrpOBOTO
3acTocyHKy “One Man Army”, KOTpUl BUKOPUCTOBYETHCS I peanizaii
nuHaMivyHOTO 2D-irpoBOTO mTpoOIleCy 3 eJeMEHTaMH NPOLEIypHOi TeHeparllii,
CTPATEriyHOro YIpaBIiHHSA MEepCOHaXaMu, OOIB 13 CYNPOTUBHUKAMH Ta 300py
ITPOBUX PECYPCIB Ta MPU3HAYEHUMN ISl KOPUCTYBaviB, 3allikaBieHux y roguelike-
Irpax, 1Ha1-refiMepiB, a TAKOXK JJIs1 BAKOPUCTAHHS B OCBITHbO-A0CII THUIBKHUX IIISIX

CTyZEHTaMH, 110 BUBYAIOTH PO3p0oOKY irop y cepenonuiii Unity.



2 HNIACTABA JJIsA PO3POBKH

[TlincraBoro a1 po3poOKH IrpoBOro 3acToCyHKy B »kaHpi Roguelike €
3aBJaHHS Ha IUIUIOMHE MPOEKTYBAHHS, 3aTBEp/KeHE Kadenporo iHGOpMaTHKA Ta
nporpamMHoi iHxkeHepii HamioHanpbHOTO TEXHIYHOTO YHIBEPCUTETY Y KpaiHu

«KuiBcpkuii moniTeXHIYHUN 1HCTUTYT iMeHi Iropst CiIKOpChbKOTOY.



3 NPU3HAYEHHSA PO3POBKHU

Po3pobka mpu3HaueHa Ui BHUKOPUCTAHHS TP HAa TEPCOHATBHHUX
KOMIT'IOT€pax 3 omepaiiitHo cucreMoro macOS KIHIIEBUMH KOPUCTyBadamH B
pPO3BaXaTbHUX a00 HABUAIBHUX IIIISIX.

MeTtoto po3poOKH € miABUIICHHS e()EKTUBHOCTI TeHepaIlii irpOBOr0 KOHTEHTY
Ta MOBEAIHKHU ITPOBUX 00’ €KTIB IIJISXOM BIPOBAIKEHHS alTOPUTMIB MPOLEAYPHOT
reHepaiii piBHIB 1 0a30BUX 3ac001B IITYYHOrO 1HTENEKTy. OYiKyeTbCs, IO L€
JIO3BOJINTh ABTOMATU3YBAaTH CTBOPEHHS IrPOBOTO CEPENIOBHUINA, 3a0€3MEUHUTH
BaplaTUBHICTH CLIEHAPIiB, aJallTUBHY NOBEAIHKY CYNIPOTUBHUKIB, a TAKOXK 3arajbHe
NOKpAIllEHHs] SKOCTI Ta peirpadenbHOCTI irpoBoro mpouecy. IlokpaiieHHs
MPOLIEAYPHOI TeHepallii JA0CITaeThCsl MIISIXOM KOMOIHYBaHHS JIBOX MIIXOJIB —
mrymy Ilepnina ta anroputmy nomyky B mupuny (BFS), mo no3sosnsie popmyBaTu

CTPYKTYpPOBaHI, JJOT1YHO TOB’s13aH1 1FPOBI JIOKAITIi.



4 BUMOI'M 10 NPOT'PAMHOI'O 3ABE3INEYEHHS
4.1 Bumoru 10 QyHKIIOHATHHUX XapaKTEPUCTUK

[Iporpamue 3a0e3neueHHs] MOBUHHO 3a0e3MeuyBaTH BUKOHAHHS HACTYIHUX

OCHOBHHX (DYHKIIII:
4.1.1 KopucrtyBanpkoro intepdeicy

— rOJIOBHE MEHIO (MEHIO IEPEMOT'M) Ta MEHIO HalalTyBaHb Ipu (puc. 4.1

-4.3);
One Man
Army
(— —

- MENU -

[ Play ) %

[ Settings J E

( Exit ) E
MENU
BUTTONS

Pucynok 4.1 — I'onoBHe MeHIO

SETTINGS

(= =
SOUND
SETTINGS

MusicC ——
SFX [—

RETURN

PucyHok 4.2 — MeH1o HaJlamryBaHb



o]

MENU
' Play Again |
( Settings )

| Exit I

MENU
BUTTONS

[ |

MENU BUTTONS

Pucynok 4.3 — MeHro nepemoru

_ ocHoBue Ul rpasi (puc. 4.4);

LY [] [@]

INVENTORY SETTINGS
BUTTON BUTTON

4

INTEREST
INDICATORS

ar

Pucynok 4.4 — OcHoBHui 1HTEp(DEiic rpaBLs
— Ul iHBeHTapio e MOXHa MOOAYUTH HAsABHI MPEAMETH 1 iX onuc (pHcC.

4.5);



s

E Items [ ( NvENTORY Ul
—_\
é O Description><
Longer text
describing the
selected item

ITEM NAME

Pucynox 4.5 — Iatepdetic iHBeHTapIO
4.1.2 Peanizanisa QpyHKIIOHYBaHHS KIIFOUOBUX MEXaHIK TPH

4.1.2.1 JInst kopuctyBaua

— NEepEeMIIIEHHs] MEepCcoHaka y MeKax IrpoBOi 30HM (32 JOMOMOIOIO
KJIaBiII a00 JPKONCTHKA);

— NEePEMUKAaHHS MK IOCTYITHUMH IepOosIMH (B MEKax Cecli rpu);

— aTaka BOPOTiB OJMKHBOTO a00 JaTbHLOTO 00I0;

— BUKOPUCTAHHS aKTUBHUX Ta MAaCUBHUX 3110HOCTEH;

— OTPUMAaHHSI 3BOPOTHOTO 3B’SI3KY MPO 3JI0pPOB’sl, cTaTycu (OTpyEHHS,
CHaJIeHHs TOIIO) 1 TAKOXK OTpuMaHi npeameT uepes Ul;

— rpaBellb Ma€ 3MOTY OPIEHTYBATHCS B IPOCTOPI TPH 3aB/ISKH €JIeMEHTaM
iHTepdeiicy, 30KkpeMa — CTpiIKaM 1HTEPECY.

4.1.2.2 JlogaTKoBI BUMOTH

— porpamMHe 3a0e3MeUeHHs MIOBUHHO MaTH MOXJIUBICTh PO3IIMPEHHS Ta
J0JIaBaHHSI HOBOT'O (PYHKI10HATY 0€3 He0OX1JHOCTI 3HAYHOI IEPEPOOKH 1CHYIHOUOTO

Kooy,



— rpa MOBHHHA 3QJIMINATUCA CTAOUTHHOIO MiJl Yac TPHUBAJIOTO ITPOBOTO
mpolecy Ta HEe MICTUTH KPUTHYHHMX TOMHJIOK, SIKI TPU3BOASATH 10 aBapidHOTO
3aBEPIIICHHS;

— peamizaiiis Mae 3a0e3medyBaTH MIATPUMKY Pi3HUX PO3AUIBHOCTEH
eKpaHy;

— MOBUHHA OYTH MOXJIMBICTH BUSIBJICHHS Ta JIOTYBaHHS TTOMIJIOK TTiJ1 9ac
IPU JI MOJIAIBIIOTO aHaJ3Y;

— apXxiTeKTypa NPOEKTY TOBUHHA JO3BOJIATH €(PEKTHBHE KOMAaH]IHE

PO3LIMPEHHS (PYHKI10HATBHOCTI B MaliOyTHHOMY.
4.2  Bumoru no HaJaIHHOCTI

[lepenbaunTu KOHTPOJIb BBEJAEHHS 1H(POpPMALIli Ta 3aXUCT Bl HEKOPEKTHUX
niii kopuctyBava. IlepenOauynTu HU3KY MEXaHI3MIB, COPSIMOBAaHUX Ha KOHTPOJIb
BBEJICHHS 1H(OpMaIlii KOPUCTYBaYeM Ta 3aXUCT BiJI HEKOPEKTHUX J1H, STKI MOXKYTh
MIPU3BECTHU JI0 HECTAO1IbHOT pOOOTH TIporpaMu ad0 MOPYIIESHHS ITPOBOI JIOTIKH.

Kpim toro, y GibmiocTi B3aeMoil 13 iHTepdecoM 3aCTOCYBaTH BaIiAallio
CTaHIB — KHONKH a00 €JIEMEHTH HEaKTHBHI JI0 HACTaHHS BIJIOBIJIHOI YMOBH, a
nepexoau MiX CleHaMu a00 CTaHaMU TPU MOXJIMBI JIMINE 32 MPaBUIBHOI

MIOCIT1IOBHOCTI JTii.
4.3  YMoOBH ekcIuTyaTarii
YMmoBu excrutyatartii 3rigno Canllin 2.2.2.542 — 96.
4.3.1 Bun ob6cmyroByBaHHS
Bumoru 1o Buty 00cayroByBaHHS HE BUCYBaIOThCSI.
4.3.2 OOCIyroBYHOYHI MEpCOHAT

Bumoru 10 00CiTyroByr0UOro N€PCOHaNy HE BUCYBAKOThCS.
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4.4  Bumoru 10 ckjiaay 1 mapamMeTpiB TEXHIYHUX 3aC001B

[Iporpamue 3abesneuenHs «One Man Armyy», po3poOieHe Ha OCHOBI
irpoBoro pyuris Unity, moBuHHO ¢yHKIIIOHYBaTH HAa IBM-cyMicHUX epcOHaIbHUX
KOMIT I0Tepax Il KepyBaHHsIM omnepairiitHoi cuctemu Windows, macOS a6o Linux.

MinimaiibHa KOH]ITYpaIlis TEXHIYHUX 3aC001B:

— tut nporecopy: Intel Core 15 a6o Apple M1,

— 00‘em O3I1: 4 T'6;

— rpadiuHa kapra: BOyaoBaHa, 3 miaTpuMkor Metal (Ha macOS) 3
niarpumkoro DirectX 11 / OpenGL 4.1;

— BUIbHE Miclie Ha ucky: He MeHie 0.3 T'b.

PexomennoBana KoH]irypailisi TEXHIYHHX 3aC001B

— tun npouecopy: Apple Silicon M2 (MacBook Pro 2022+);

- 00‘em O3I1: 16 I'G;

— rpadiuna kaprta: BOynoana Apple GPU (M2);

— BUIbHE Miclie Ha TucKy: He MeHie 0.5 T'b.
4.5 Bumoru 5o iHpopMaIlifHOi Ta MPOrpaMHOi CyMiCHOCTI

[Iporpamue 3a0e3neueHHs TMOBUHHO OyTH CYMICHHUM 13 CyYacCHUMH
OMepalifHUMH CUCTEMaMH, SKI MIATPUMYIOThCA irpoBuM pymriem Unity.
3abe3neuyeThes poOoTa mija yrnpaiaiHHaM HacTynHuX OC:

— Windows: Windows 10/ 11 (64-bit);
— macOS: macOS 12 Monterey abo HOBimIi Bepcii (30Kpema MiITpuMKa
guniB Apple Silicon — M1/M2);

— Linux: Iuctpubytusu, cymicai 3 Unity (manpuxian, Ubuntu 20.04+).
4.5.1 BuMmoru 1o BXIIHUX JaHUX
Bumoru 10 BX1IHUX JaHUX HE BUCYBAIOThCSI.
4.5.2 Bumoru o BUXIJHUX JAHUX

Bumoru a0 BI/IXiI[HI/IX JaHUX HEC BUCYBAIOTbLCA.
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4.5.3 Bumoru 10 MOBH PO3POOKH

Po3pobky BukoHaTH Ha MOBI mporpamyBaHHs C# , sika € OCHOBHOIO MOBOIO

JUTsI CTBOPEHHS CKpUIITIB Y cepenoBuii Unity.
4.5.4 Bumoru 10 cepeaoBuIlia po3poOKu

Po3pobxy Po3pobky BuKOHaHO 3a JomoMOTror0 irpoBoro pytris Unity (Bepcis
2022.3 LTS), Axuil HaJae MOTYKHI IHCTPYMEHTH JIJIsl CTBOpPEHHS 2D-1rop, a Takox
HOIATPUMKY BI3yaJIbHOTO pelakTopa, (pi3uku, aHiMauii ta poOoTH 31 3ByKoM. [l
HAIlMCaHHA, HAJAro/KEHHsS Ta aHali3y KOAY BUKOPHCTOBYBAJIOCH CEPEIOBHILE
Visual Studio, sixe mae iHTerpaiito 3 Unity Ta iIHCTpYMEHTaMHU CTaTUYHOTO aHAJI3y

KO .
4.5.5 Bumoru 10 peCTaBICHHIO BUX1THUX KOJI1B

Buxignuit Buxignuii kox nporpamMu Mae OyTH MPEACTABICHUN y BUIJIAII

TOTOBOT'O IIPOEKTY, 3aBaHTAKEHOT0 B perno3uTopiit Ha caiTi GitHub.
4.6 Bumoru 10 MapKyBaHHS Ta MMaKyBaHHS
Bumoru 10 MapkyBaHHsI Ta TaKyBaHHS HE BUCYBalOThCS.
4.7  Bumoru 0 TpaHCIOPTYBAaHHS Ta 30epiraHHs
Bumoru 10 TpancnopTyBaHHA Ta 30€piraHHs HE BUCYBAIOTHCA.
4.8  CnermianbHi BUMOTH

3reHepyBaTH 1HCTANSIIIITHY BEpCiI0 IPOTPAMHOTO 3a0€3NeYeHHS.



12
5 BHUMOI'HU 10 MPOI'PAMHOI JOKYMEHTAIIII
5.1  TlomepenHiii ckiaj MpOrpaMHOi JOKyMEHTAITIT

VY ckmaa CcympoBOIKYBalIbHOI JOKYMEHTAllli MOBMHHI BXOJUTH HACTYITHI
JOKYMEHTH Ha apkymiax ¢popmaty A4:

— NOSICHIOBAJIbHA 3aIIUCKA;

— TEXHIYHE 3aBJIaHHT,

— TEKCT MPOTrpaMu;

— nporpama Ta METO/IMKa TeCTyBaHHS,

— KEpIBHUILITBO KOPUCTyBaya.

I'padpiuna yacTuHa nmoBuHHA OyTHM BMKOHAHA Ha apkymax ¢opmary A3 Tta
MICTUTH HACTYIHI JOKYMEHTH:

— cXema CTPYKTypHa KJIaciB IPOrpaMHOro 3a0e3neYeHHs;

— KPECJIEHHS BUIJIAlY €KPAHHUX (OpM;

— cXeMa CTPYKTypHa BapiaHTiB BUKOPUCTAHb.
5.2 CoemianbHi BAMOTH JI0 MMPOTPaMHOI IOKYMEHTAITIi

[Iporpamui Moy, KOTp1 pO3pOOIIAIOTHCS, TOBUHHI OYTH 33JJOKyMEHTOBAaHI,

TOOTO TEKCTHU MPOTpaM MOBUHHI MICTUTH BCl HEOOX1JHI KOMEHTapi.



6 CTAJII I ETAIIX PO3POBKUA
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No Tepmin
Ha3Ba erarmiB BUKOHAHHS BUKOHAHHS )
. IIpumiTka
JMTUIOMHOTO TTPOEKTY eTaIliB
MIPOEKTY

1 B'I/IB‘-ICHHSI PEKOMCHIIOBAHOI | |5 13 5055
JiTepaTypu

2 AHan13 icHy10HMX METOMB | 50 03 5155
pO3B’si3aHHS 3a]1a4i

3 HOCTQHOBKa Ta  ¢opmanizamis 02.04.2025
3ajaui

4 Po3pobka iH(popMaiiHoro 10.04.2025
3a0e3MeYeHHs

5 Anroputmizanis 3agaui 15.04.2025

6 | Obrpyntysanns Bibopy | 23.04.2025
BUKOPHUCTAHHMX TEXHIYHUX 3aCc00iB

7 Po3pobxka TPOTPAMHOTO | |0 (1 5055
3a0e3MeYeHHs

8 Hanaromxenns nporpamu 13.05.2025

9 Buxonanns rpadiuHux TOKyMeHTIB | 16.05.2025

10 | Odpopmnenns MOACHIOBATBHOT | 5 5 515
3aMHUCKH

11 [Tomanns [AI1 na monepenniii 3axuct | 04.06.2025

12 [Momanus 11 peuenzenty 10.06.2025

13 ITomanus JII1 Ha OCHOBHUI 3aXHUCT 16.06.2025
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7 MOPSIJIOK KOHTPO.JIIO TA TPUMMAHHS

TectyBaHHsT  po3pOOJEHOTO  MPOTPAMHOTO  MPOAYKTY  BHKOHYETHCS

BiZIMIOBITHO 110 “TIporpamu Ta METOIMKY TECTyBaHHS .
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INEPEJIIK YMOBHMUX ITIO3HAYEHD

Roguelike — JKaHp ponboBHX BiZ€OITOp, BHU3HAYHUMH OCOOIHBOCTSIMU
SIKOTO € BUTIAJIKOBE, poLeaypHe CTBOPEHHS
piBHIB, IEpMAaHEHTHA  CMEPTh MEPCOHAXKA y  BUMAIKY
MOpa3KH.

NPC — Non Player Character, nepcoHaxx Tpu, K1l KOHTPOJIIOETHCA
KOMIT FOTEPOM.

RPG — Role Play Game, xaHp irop, B IKOMY I'paBellb pO3BUBAE CBOTO
NepcoHaxa yHIKaAJIbHUM CITIOCOOOM (3 6araTtb0X JTOCTYITHUX).

Ul — User Interface, 3aci0 3pyuHoi B3aemojii KopuCTyBaya
3 IHPOPMALIHHOIO CUCTEMOIO.

FPS — Frames Per Second, kinbKiCTh KaJpiB Ha CEKYH/TY.

[K — IlepconanbHui KOMII 10TEP.



BCTYII

Po3pobka mporpamHoro 3abesmeueHHs Yy cdepi CTBOPEHHS ITPOBUX
3aCTOCYHKIB 3QJIMINAETHCS aKTYalbHOI Ta JWHAMIYHO PO3BHBAETHCS, 30KpEMa
3aBASKA 3POCTAaHHIO IHTEPECYy KOPHUCTYBadiB 10 I1HHOBAIIIWHUX Ta TIMOOKHX
reimIuieHnX MexaHik. OJTHAM 13 HaPSMIB, 110 IPUBEPTAE yBATy SK TPaBIIiB, TAK i
pO3poOHMKiIB, € irpu B kaHpi roguelike, ski BUPI3HAIOTBCA MPOLEAYPHOIO
IEHEPALIEI0 PIBHIB, MEPMAHEHTHOIO CMEPTIO IE€PCOHa)ka, BUCOKUM pPIBHEM
CKJIQJIHOCTI1 Ta 3HAYHOIO PEIrpadeIbHICTIO.

[IpoBinHi TeHAeHLII Yy po3polil Irop I[bOro THUMIY MepeadadyaroTh
BUKOPUCTAHHS CYYaCHUX IrpoBHX pyuniiB, Takux sik Unity Ta Unreal Engine,
BIIPOBA/PKCHHSI €JIEMEHTIB IITYYHOTO 1HTENEKTY, ONTHUMI3AI0 aJIrOpUTMIB
reHepailii KOHTEHTY Ta BAOCKOHAJIEHHSI CUCTEMU Mporpecii mepcoHaxka. Y CIillIHi
npoekt Ha kmrant Hades, Dead Cells a6o The Binding of Isaac
MIPOJIEMOHCTPYBAJIM BEIMKHUM MOMUT Ha roguelike-irpu cepen mupoKoi ayauTopii.

CyuacHi HayKOBI Ta JIOCJITHUIIBKI YCTAHOBH NMPHUAUIIOTh YBary BUBUYEHHIO
MPOIICAYPHOI TeHepallii, MOBEIIHKOBUX MOJIeel IrpaBIliB Ta MoOY10BI OalaHCy B
iIrpoBux cuctemax. Bueni Ta ¢axisii, 30kpemMa y cepl MTYyIHOTO 1HTEIEKTYy Ta
pPO3pOOKH ITPOBUX MEXaHIK, aKTHMBHO IMPAIlOIOTh HAJ IMIJBUIICHHSAM SKOCTI M
PI3HOMAHITTSI IOCBITy KOPUCTYBaya.

Y pamkax [AaHOrO JUIJIOMHOTO TPOEKTY Oyae peasi30BaHO IrPOBHIA
3aCTOCYHOK y cTuii roguelike i3 0a3oBuM HAO0OpOM TEUMIUIEMHUX (DYHKITIN:
IPOICAYPHOIO TEHEpAIll€l0 PiBHIB, CHCTEMOIO OO0, I1HBEHTApeM, PO3BHUTKOM
NEepCOHaXXKa Ta CUCTEMOIO 30€peKEHHS MPOrpecy. 3aCTOCYHOK PO3POOIATUMETHCS 3
ypaxyBaHHSM  TPHUHIMIIB  ONTHMI3AIMil Ta  MOXIHUBICTIO  MOJAIBIIOTO
MacuTaOyBaHHS.

[Ipu3HaueHHsAM MPOEKTY € CTBOPEHHs 0a3o0Boi muatdopmu mis roguelike-
IPOBOTO 3aCTOCYHKY, SIKy MOXXHa BHUKOPHCTOBYBATH SIK IIA0JIOH JIsi MalOyTHIX
po3po0OK abo sIK CaMOCTIMHUWA ITPOBHM MPOAYKT. METOI € OnaHyBaHHSA Ta

3aCTOCYBaHHS Cy4YaCHUX TEXHOJIOTiM y po3pobii irpoBoro II3, BaockoHalleHHS



HAaBUYOK TMpOTrpamMyBaHHs, pOOOTH 3 IrPOBHUMH PYIIIIMA Ta 3aCTOCYBaHHS
ITOPUTMIB TIPOLIETYPHOI TeHEepaIlii.

MosxxnuBuMH  cepamMu  3aCTOCYBaHHS PE3YyJbTATIB IHOTO TPOEKTY €
1HIyCTpist KOMIT IOTEPHUX 1 MOOUTBHHX 1rOp, HaBYAIbHI TUIATQOPMU 3 eIeMEHTaMHU

reiimigikartii, a Takox po3poOKa MPOTOTHITIB IJIs 1H/1-TTPOEKTIB.



1 NEPEJANPOEKTHE OBCTEXEHHSA NPEIMETHOI OBJIACTI
1.1  IlocTraHOBKa 3aBAaHHS IUIUIOMHOTO MPOEKTYBaHHS

JlutuioMHe TPOEKTYBaHHS Tiepea0adae BUKOHAHHS HACTYITHUX 3aBJIaHb:

- aHaji3 MpPeaMETHOI 00JacTi Ta OmMC ii KIIFOYOBHX Oi13HEC-IIPOIIECIB,
BU3HAYEHHS 3araJIbHOrO 3aBJaHHs po3poOku y pamkax JIT;

- aHaji3 ICHYIOUMX pIilIeHb (K TPOrpaMHUX TMPOAYKTIB, TakK 1
AITOPUTMIYHMX YU TEXHIYHUX PIIIeHb) OOpaHOTO 3aBIaHHS PO3POOKH Yy paMKax
HIT;

- aHaJji3 Ta MOJICIIFOBaHHS O13HEC-TIPOLIECiB;

— po3po0eHHsT (YHKIIOHATHLHUX, HE(PYHKI[IOHATBHUX Ta CHCTEMHHX
BUMOT JI0 TIPOTPAMHOT0O 3a0€3MeYCHHS;

- MOCTAaHOBKA 3aBJaHHA Ha po3poOKy mporpamMHoro 3adbesnedyeHus I1;

- PO3pOOJIEHHS apXITEeKTYpH MIPOTrPaMHOTO 3a0€3MEeUEHHS;

= pPO3pOOJICHHST apXITEKTYpPHHX pillleHb Ta OOTPYyHTYBaHHS BHOOpPY
3ac001B pO3pOOKH MPOTPAMHOTO 3a0€3MEUECHHS;

- KOHCTPYIOBaHHS Ta PO3POOJICHHS POTPAMHOTO 3a0€3TeUCHHS;

- aHaJi3 AKOCTI Ta TECTyBaHHS MIPOrPaMHOro 3a0€3MeUeHHS;

- CTBOPEHHSI CYIPOBO/IKYBJIBHOI JIOKYMEHTAIlli /10 PO3pOOJIEHOTO

IIPOrPAMHOTO 3a0€3IMeUCHHS.
1.2 Amnamni3 npeaMeTHOiI 00J1acTi

[HAyCTpis PO3POOKH KOMITIOTEPHUX ITOP € OJHUM 13 HaWJIMHAMIYHIIINX 1
HaWMPUOYTKOBIIIUX HAIpPsAMIB CydacHUX I1H(QOpMAIIWHUX TEeXHOJOTrik. IrpoBe
porpamMHe 3a0e3MeUeHHs OXOIUTIOE MUPOKUIM CIIEKTP JKaHPIB, 10 O0YMOBIIOETHCS
PO3BUTKOM SIK arapaTHUX 3aco0iB, Tak 1 METOJIIB NpOorpamyBaHHS, IU3aliHY,
reHepairii KOHTEHTY Ta KOPUCTYBAIbKOTO 10CBI Y. OZHUM 13 HANIPSIMIB, 110 AKTUBHO
PO3BUBAETHCS Y MEXKax 1HA1-pO3p0OKH, € CTBOpPEHHS irop y *kaHpi roguelike.

Kanp roguelike (Binm HazBu tpu Rogue, 1980) BUPIZHAETHCS TaKUMH

O3HAKaMH: TMPOIIEypHA TeHEepallis PiBHIB, TOKPOKOBUI a00 pealbHUI TelMILIEH,



NepMaHEHTHA CMEPTh MEepcOoHaxka (MEePMaHEHTHICTh MPOTpaily), BapiaTUBHICTH
KOHTEHTY Ta CKJIAQJHICTh, SIKa 3MYIIy€ TPaBIS aJanTyBaTH CTPATETIIO TiJ YMOBHU
cepenopumia [1].

CydacHi po3po0KH y IbOMY KaHpPi aKTUBHO 3aCTOCOBYIOTh:

- IpOLEIypHY T€HEepaLll0 KOHTEHTY (P1BHIB, BOPOTB, IPEAMETIB), 4aCTO
13 BUKOPUCTAHHSIM CTOXAaCTUYHUX alropuTMiB abo mymis [lepiina;

- enemeHTH RPG (po3BUTOK nepcoHa)ka, IHBEHTAp, HABUYKH);

- poCTy, ajie QyHKI[IOHALHY OOWOBY CUCTEMY;

— miKcelbHY a00 CTUIi30BaHy rpadiky, 0 T03BOJISIE SMEHIIIUTA BUTPATH
Ha BUPOOHUIITBO [2].

Ha cporogni BUKOpUCTaHHS 3HaHb mnpeaMeTHoi obnacti y chept IT
peanizyeThcst uepes irposi pymrii (Unity, Unreal Engine, Godot), mo natots 3Mory
MIBUAKO PEaII30BYBATH 1TEPATUBHUI MIJX1J 10 CTBOPEHHS 1r0p, Bl IPOTOTUILY J10
rOTOBOT'O MPOAYKTY. [CHY€ 3HauHa KUIBKICTh BIIKPUTHX 010J110TEK, PpEeHMBOPKIB Ta
TyTOpiaJliB, MIO JO3BOJSIOTH ABTOMATH3yBaTH MPOIEC TeHepalii KOHTEHTy Ta
OPUILBHUALIMTY peai3aliio TUIIOBUX MeXaHikK [3].

Henoniku cydyacHoro crany po3poOKH B 111 Taty31 BKJIIOYAIOTh:

- CKJIaJIHICTh HaJIAIITYBaHHS 30aj]aHCOBAaHOI TeHepallii ©0e3 BTpaTu
1rpoBOro OaJIaHCy;

= npoOsemMu 3 irpeabenbHICTIO — Yepe3 BUIMAJKOBY I€Hepallilo MOXYTh
BUHUKATH CHTYyallli, KOJIM TpaBellb OTPUMYE 3aHAATO JIETKI ab0o, HaBIaKH,
HEMOJKJIMBI JIJIs1 TPOXOKEHHS PiBHI, 110 3HIKYE THTEPEC 110 TPH;

- HEOOXIJHICTh BEJIHMKUX OOCATIB TECTYBAaHHS 4Yepe3 BaplaTUBHICTH
CIICHAPIIB;

- BHCOKI BUMOTH JI0 ONTUMI3allli KOAY MPU NPOUEAYPHOMY MiIXO1;

- oOMekeHa KOMEPITiHHA JKUTTE3ATHICTh 1HI-TIPOAYKTIB 0€3 CUIIBHOTO
BI3yaJIbHOT'O YM MapKETUHTOBOT'O KOMITOHEHTA [4].

MoXJIMBl IIJISXU TIOKPAIICHHS BKJIIOYAIOTh BHKOPUCTAHHSA I1A0JIOHIB

npoektyBanHs (Design Patterns), MomynabHOT apXiTEKTypH, 3aCTOCYBaHHS



ScriptableObjects y Unity nns koH]iryparlii KOHTEHTY, a TaKOX TO€THAHHS
IPOLIETyPHOI TeHepallii 3 pyYHOI0 MOJIEpAIli€l0 JUTsl TOKPAIIEHHS SIKOCT1 PIBHIB.

VY pamMKax aHOTrO JUILUIOMHOTO MPOEKTY peanizyeThcsi 0a30Ba Ipa B KaHPI
roguelike 3 aKIeHTOM Ha:

- no0yJ0OBY CUCTEMH IMPOLIEAYPHOI reHepalii piBHIB;

- CTBOpPEHHs 1HTep(eiicy KopucTyBaya;

= peanizaililto OCHOBHOIO TredMIuieto (mepecyBaHHs, Oiif, B3aemojis 3
00’ eKkTammn);

— 3aCTOCYBaHHS CTPYKTYpOBaHOI apXITEKTYpH 3 TOJALIOM JIOTIKA Ha
OKpeMi MOJTyi;

- peanizaiiio TpboX IFPOBUX MEPCOHAXKIB, HA SKUX OJIHAKOBI MPEIMETH
BIUTMBAIOThH MO-PI3HOMY — IIIO CTBOPIOE JOJATKOBY TaKTHUYHY TJUOMHY Ta 3HAYHO
H1JBUILY€E PEIrpadenbHICTh TPH;

- CTBOPEHHS OCHOBM JUIsl MOAAQJIBIIOTO  MaclTaOyBaHHS  abo

BUKOPHUCTAHHS 5K MA0JIOHY B iHIINX MPOEKTAX.
1.3 Amnani3 icHyIOUHX pillieHb

[IpoananizyemMo BiJJoME€ Ha ChOTOJHI AITOPUTMIUHE 3a0€3MEUYCHHS Y JIaHii
00J1acTi Ta TEXHIYHI PIIICHHS, 110 JOMOMOXYTh y peamizanii One Man Army. Jlami
OyIlyTh PO3TJSHYTI TOTOBI MPOTPaMHI PIillIeHHs, JOTIOMIXKHI MPOTPaMHi 3aco0U Ta

3aco0u PO3pOOKH.
1.3.1 Amnaini3 BiToMHUX MPOTPAMHUX MPOAYKTIB

VY ramy3si iHA1-po3pOOKH Irop ICHY€E BEIUKA KITBKICTh MPEACTABHUKIB KAHPY
roguelike, sK1 peanizyloTh pIi3HI MIAXOAM 1O MHPOLEAYpPHOI reHeparii, 00KHoBOT
CUCTEMH, B3a€MOJIl 3 1HBEHTApEM Ta PO3BUTKOM IepcoHaxa. JlJisi mopiBHSHHS
obpano tpu nonynspai npukianu: Dead Cells, The Binding of Isaac: Rebirth ta
Hades, sixi MaroTh CHiJIbHI PUCH 3 PO3POOJIIOBAHUM JTUIJIOMHUM MPOEKTOM, MPOTE

BIJIPI3HSIOTHCA 32 CKIIQJHICTIO peaini3allii, MacTaboM Ta Bi3yalbHUM cTHieM. [l
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JOCIIJKEHHST ~ JIOCBINY  1HAI-pO3pOOHUKIB OyJI0 BUKOPHCTAHO PE3yJIbTATH
onutyBanus GDC [6].

Dead Cells — nuramiuna 2D roguelike-rpa 3 mporenypHOIO TeHEepalli€ro,
ckmagaumu  0osimu Ta RPG-enementamu. BuminseThcss MBUIKAM TEMIIOM 1

BEJIMKOIO BapiaTUBHICTIO 30poi. Takok HasIBHUI PO3BUTOK TUIKHU - IHTEJIEKT, CUJIA,

MBUAKICTH (puc. 1.1).

Pucynox 1.1 — Ckpinmor irpoBoro nporecy Dead Cells
Ile 13omerpuuna roguelike-rpa, B sAKkiii Beiande3Ha KUIBKICTh MPEIMETIB
CTBOpPIOE HOBI KOMOiHaIlli edekTiB mo3amycky. KombiHalis abCoMOTHO PI3HHUX
NPEIMETIB 1 PI3HUX MEPCOHAXKIB CTBOPIOE PI3HUN JIOCBIJ MPU KOKHOMY 3aITyCKY.

I'eneparris piBHIB Ta BUIIQJKOBICTh — KIIFOYOBI eeMeHTH (puc. 2.1).
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Pucynok 1.2 — Ckpinwor irposoro npouecy The Binding of Isaac: Rebirth
Hades — roguelike-exmin 3 130METpUYHUM BUJOM Ta CHJIBHOIO HAPATHUBHOIO
CKJIQZIOBOIO. Y TPl peaji3oBaHO CUCTEMY MPOrPeCy HABITH MICIS OPA3OK, MIHOOKY
00110BY CHCTEMY Ta BEJIMKY KUTbKICTh MOKJIMBOCTEN B3a€MO/I11 3 IEPCOHAKAMU (pUC

1.3).

THEMINOTAUR

122/160 '+ 1/3

Pucynoxk 1.3 — Ckpinmior irposoro nponecy Hades

[lopiBHSHHA MPOEKTY 3 aHAJIOraMU MOKHA mo0aunTu B Tadumi 1.1.



Tabmuus 1.1 — [opiBHSHHS 3 aHATOTaMH

12

OyHKI10HAT One Man | Dead The Binding | Hades IlosicHeHHs
Army Cells of Isaac
[Ipouenypna Taxk Tak Tak Taxk Yei IIPOEKTHU
reHeparis BUKOPHUCTOBYIOTh
piBHIB reHepallilo; y
One Man Army
peanizoBaHO
BapiaHT TMEpJiH-
IyMYy.
[lepmanentna | Tak Taxk Tak YactkoBo | Y Hades
CMEPTh peasizoBaHO
METa-Iporpec
IiCIIsT CMEPTI.
Tpu irposi | Tak Hi Hi Hi VYHikabHA
MEPCOHANKI, MK MexaHika  One
AKAMU  MOXKHA Man Army.
MEPEKII0YATUCH
y Opoueci rpu
Bzaemomis Tak Hi Tak Tak One Man Army
npeaMeTaMu Ma€ YHIKYyaJbHY

0COOJUBICTh
peMETIB —
BOHH To-
pi3HOMY
BIUTMBAIOTh  Ha
KOXKHOTO

epcoHaxa.




[Tponorxenus Tadmuii 1.1
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OyHKITIOHAT

One Man
Army

Dead Cells

The Binding

of Isaac

Hades

Tlosgscaenns

Po3Butox

NepCOHAXA

OO0OMex)EHO

Tak

Hi

Tak

Y  One
Army

Man

TIEPCOHAXK
PO3BHUBAETHCS
JIBOMa
crocobamu:
OpeaAMETH, SKI
MOKPAIyIOTh
MIePCOHAXIB,
301JIbIIICHHS
3I0pOB’Sl TICIIS
nepexony  Ha

HaCTYIIHUU

OCTpIB.

IaTepdeiic

KOpHCTyBa4da

Tak

Tak

Tak

Tak

One Man Army

Mae 0a30BUMIt

UL

2D
[3omeTpuyHa

rpadika

2D

2D

2D

[3omeTpis

VYei B 2D okpim
Hades.

Cucrema 0010

Tak
(OmoKH1MA
abo
aabHIN

6iif)

Tak

(mMHAMIYHA)

Tak

(mryTepHa)

Tak
(exIiH-

KoM00)

Y One Man
Army —
JOCTYTHI SIK
ONMKHIN, Tak 1

aabHIN O1H.
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AHaJi3 BI/IOMUX aITOPUTMIYHHUX Ta TEXHIYHUX PIllIEHb

[IpouienypHa reHepaiiisi — e METOJI ABTOMATUYHOTO CTBOPEHHSI KOHTEHTY 3a
JIOTIOMOTOI0 aJTOpUTMIB. Y KaHpl roguelike BOHa BIiAIrpae KIIOYOBY pOJIb Y
dbopMyBaHHI HemepeadauyBaHOTO CEPENOBHINA Ta MiIBUINEHHI peirpaberbHOCTI.
Oco6muBocTi mooynoBu roguelike-cuctem onucani y nparx Kim A. [17], oo cranu
OCHOBOIO JIsl peai3allii BHyTpilHbOi JoTiku rpu. [lix yac aHami3y miaxofiB A0
MpoIIeAYPHOI reHepallii KOHTEHTY OyJI0 BpaxoBaHO METOJMKH, BUKJIaAeH] y poOdoTax
[3], [18], [23].

Cepen HAMMOLMPEHIINX aITOPUTMIB, 1[0 BUKOPUCTOBYIOTHCS JIJIsl T€Hepallli
P1BHIB:

- [Iym Ilepmina (Perlin Noise) — m03BoJisIE CTBOPIOBATH IUIAaBHI,
IIPUPOJIHI TIEPEXOU MI>K 30HAMHU, BUKOPUCTOBYETHCS B TeHepallii JaHamadris;

= BSP (Binary Space Partitioning) — po3isieHHsI MpOCTOPY Ha KIMHATH,
e(deKTUBHE )i MO0YT0BU KOPUIAOPHUX CUCTEM;

- Wave Function Collapse (WFC) — cyuvacHuid minxig, sIKAA
BUKOPHUCTOBYE IpaBUjia CyC1ICTBa JIJIsl CTBOPEHHS Ia0JI0HONOII0HUX CTPYKTYD;

- Kunitunni aBromatu (Cellular Automata) — miaxoasaTh JjIsi CTBOPEHHS
71a61puHTIB a00 Meyep 3 MPUPOTHOI0 TEOMETPIEI;

- Flood Fill / BFS (Breadth-First Search) — momryk 3B’si3anux o6Jyactei,
3aCTOCOBYETHCS JJIsI BUSIBJICHHS 30H Ha Marli.

[TopiBHSHHS anTOPUTMIB MPOIEAYPHOI reHepariii MoxHa nodaunTu B Tadmui 1.2.

Tabmuus 1.2 — [opiBHSHHS 3 aHAJIOTaMH

' [IpungaTHicTh 110
AJroput™M ITepeBaru Henomxku
MPOEKTY
[InaBHMI pe3yJbTar,
KOHTpPOJIb CkrnagHO CTBOpIOBATH
. _ . . o _ BuxopucrtoByeTncs
Perlin Noise HILILHOCTI, YITKI KIMHaTta  abo
_ SIK OCHOBA.
peanizyeTbes MapHIpyTH.
IITBUJIKO.
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ITponorxenns tabmuii 1.2

CTpyKTypOBaHICTb,
' Baxxko YHUKHYTH

1o0pe  MiIXOAUTH _ MokHa
BSP | HOBTOpEHb, MOTPIOHA

st dungeon-like _ aJanTyBaTH.

py4Ha ajanraris.

CUCTEM.

CrBoproe nikasl | Baxka peanizauis, | Henpugarauii  y
WEC naTepHu, MIATPUMYE | CKIIAHICTh IOTOYHOMY

1abJI0OHH. HaJIaroKeHHsI. IPOEKTI.

_ ManokoHTpoOIbOBaHA
Harypainbhi .
. . reoMeTpisi, Mmorpedye | OOMexeHa
KniTuHHI aBTOMaT | CTPYKTYpH, ' .
_ | Gunerpamii PUIATHICTb.
MIPOCTOTA peaizallii. .
pE3yJIbTaTIB.
. [IIBuaxuii  moHIyK BuxkopucroByeThes

Flood Fill / BFS o He dopmye cTpykrypy.

PET10HIB. JUISL 30H.

VY AUMIIOMHOMY MPOEKTI peai3oBaHO MOAM(PIKOBAHY KOMOIHAIIIO LIyMy
[lepnina Ta KIaCTEPHOTO MIAXOAY:

- BUKOpUCTOBY€eThCs Perlin Noise 3 NOHM)KEHHSIM 3HAY€Hb Ha BiJCTaHi
BIJl HEHTPY 1Sl pOpMyBaHHS “OCTpoBa”;

- 3actocoByeTrhesi Flood Fill (BFS) ans BusiBieHHS oOkpeMHX 30H
(kacTepiB TaiB);

— peaii3oBaHO JIOTIKY 3’ €QHAHHS IUX KJIACTEpiB 3a JOMOMOTOI0 MOCTIB
4yepe3 HAaKOPOTII MOKITMBI NUISXH;

— JI0JTAaTKOBO CTBOPIOIOTHCS TiHI, CTIHM Ta 00 €KTH CEpEeIOBHINA Yepe3
noCTOOPOOKY TalmiB.

Le#t miaxig € aBTOPCHKOIO aJanTall€lo, sIKa MOEJHYE MepeBaru CTaHJapTHUX
METO/IIB 1 onTuMi3oBaHa AJisi notped 2D-irpoBoro cepeaopuiia 3 Tilemap.

Unity Engine o0paHo ik OCHOBHY MJ1aT(opMy po3pOOKH, OCKIIBKU:

- niarpumye 2D Tilemap, RuleTile, ScriptableObject;

— 3abe3neuye iHTerpaiito 3 C#;
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- Ma€ 3pydHE CEepeNOBHINE i1 BI3yalbHOTO peJaryBaHHA Ta
HaJIaroJKEHHS.

Taxoxx HasBHUN A*-anropuTM AJis BOPOTIB JIs MOLIYKY HUISIXY 110 TaiIoBiH
kapti Unity 3 ypaxyBaHHSM TpbOX pIBHIB JaHAIIA(TY: MICOK, TpaBa, ropu. B
3asieskHocTi Big oopanoro piBHs (EdgeBlocker.Level), nairaiiisi MoxJiviBa Jguiie mno
BIJIMOBIAHIN TalIMalli, i€ TaiJid He MEPEKPUTI “BUILIUMU TUMIaMU pelibedy. Takox
BpaxoBYIOTbCS  “OOKyroui”  KapTu  (Hampukiaad,  NEpelkoau),  SKi
YHEMOXJIUBITIOIOTh PyX Yepe3 MEeBHI Taiiu.

AJTOPUTM Tpalioe 3a CTaHAAPTHOIO CXeMOKW A™: CTBOpIOE BIIKPUTY
MHOKHMHY BY3JIiB (Open), 00paxoBye g (BapTiCTh HUIAXY) 1 h (eBpUCTHYHY BiACTaHb
70 11i11), BUOMpae By30: i3 HaitMeHuM F = g + h, iTepaTHBHO pO3IIUPIOE CYCiiB,
NepPEBIPSIIOYN, YM BOHH MPOX1AHI. SKIIO 3HAXOAUTh NUISAX JI0 IIJIbOBO1 KJIITUHKH, TO
PEKOHCTPYIOE MOr0 y BUTJISA/II CIIUCKY CBITOBHX KOOPJIMHAT.

Apxitektypa I13 6a3yerbest Ha komnoHeHTHOMY Tiaxo/1 (MonoBehaviour +
ScriptableObject):

— IrpoBa siorika moaiieHa Ha Moaydi (pyX, reHepairisi, Ul, iHBeHTap).

- Buxopucrano ScriptableObject ni1s rHyukoi KoH(irypauii npeameTiB 1
EPCOHAXKIB.

- O6pobka koi3ii, B3aeMO/Iii, 30€peKEHHS TapaMeTPIB — Yepe3 OKpeMi

MEHEJIPKEPH.

1.4  Amnani3 Ta MOJIC/TIOBaHHS O13HEC-TIPOIIECIB

Jlns monemioBaHHS Oi3HEC-TIporiecy BHKOpHUCTOBYeThcss BPMN  mopensb

(pucyHok 1.4).
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Pool

= =
3'epHaTH Cteoputn i Creoputw i
OCTpOoBK po3cTaBuTKH poscTaBnuTi
MOCTaMK BOpOrie npeameTi
BreHepyeaTm
H

OCTPOBM

MNpouepypHa reHepauin

g AKLWO rpaBeub Ha Tomy - AtakyBaTi i
@ camomy pigHi i pagiyci @ nepecnifysaTi rpasunA @
Boporw LOCTYNHOCTI Mo

Boporu

MideHo
CTBOPEHI rpaBuA

e :
&

Bopor
arakye ATakysaTu
Bopora

MepexoauTi Ha HOBUIA
ocTpiB

3HaxoouTn 4
hparMeHTH KapTu
OTtpumati

edexTn .
npeame
NigHABs HORMCIR))

npeamet

Mouatok
rpu

paBeub

Pucynok 1.4 — Mogaenb 0i3Hec-ipoliecy irposoro npoiecy One Man Army

Ornuc Mojeni Gi3HecC-TpoIiecy MpoLeaypHOI TeHepallii:

— crcTeMa reHepye OCTPOBH 32 JIOIOMOTOFO MPOIEAYPHOT reHeparlii;
- cucteMa 00’ €Hy€E OCTPOBU MK COOO0IO 3a IOMOMOTOI0 MOCTIB;
- CUCTEMA CTBOPIOE BOPOTIB 1 pO3CTABIIAE iX MO KapTi;

- CUCTEMa CTBOPIOE Ta PO3MIIILYE MPEIMETH Ha IrPOBIN KapTI.
Onuc mozeni 6i3Hec-TpoIiecy BOPOTiB:

- HiCJIsl CTBOPEHHS BOPOT CTAaBUTh CUCTEMOIO Ha HOTO MICIIE;

- SKIIO TpaBellb 3HAXOJUTHCS HAa TOMY JK PIBHI Ta B pajilycl aTaku

BUSIBJICHHSI, BOPOT «TIOMiYae rpaBlis;
— BOPOT TIepeCIiIye TPaBIlsd 1 HAMAraeThCs aTaKyBaTH.

- B TIPOIIEC] aTaKy BOPOT MepeIae CUTHAI IIPO aTaKy TPaBIICBI.
Omnuc mojeni G13HecC-Ipoliecy rpaBls:

- rpaBelb MOYNHAE TPY, OTPUMYE I[Ib — 3HAUTH 4 PparMeHTH KapTu;
- nicis 300py ycix (pparMeHTiB, TpaBellb NePEX0IUTh HA HOBUH OCTpIB;

- pH Iia00pi MpeIMeTa aKTUBYIOThCS HOT0 eheKTH;
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— SKIIO BiOYBAETHCSA HAIMaJ BOpOTa, TpaBelb ado aTakye Bopora, abo

BTIKa€ Bl HHOTO.
BucHoBku 10 po3ainy

Y Mexax maHoro po3auty OyJsio 371MCHEHO MOBHOIIIHHE TEOPETUYHE Ta
TE€XHIYHE OOIPYHTYBaHHs KJIOUOBUX ACIEKTIB peani3auli AUIUIOMHOTO IMPOEKTY,
MPUCBSIYEHOTO CTBOPEHHIO 2D-1rpoBOro 3aCTOCyHKY B »aHpi roguelike.

Hacamnepen mnpoaHnanizoBaHO NpeAMETHY 00JIacTh, OKPECICHO MPOBIJIHI
TEHJEHLIi y po3poO0Ll irop LbOro TUIy Ta OOIPYHTOBAHO AOLLIBHICTH BUOOPY
TeMaTuku. byJo neranbHO omucaHo Oi3HEC-TMPOIECH, TPUTAMaHH] TAaHOMY KaHPY:
mpoleypHa TeHepallis piBHIB, CHUCTeMa OOr0, I1HBEHTapu3allis, B3aeMOMIS 3
OTOYEHHSM TOIO0. BU3HaU€HO HENOMIKU CydYacCHOTO CTaHy po3po0OK y I ramysi,
30KpemMa MmpooOsieMu 3 OajlaHCOM, peirpadeNbHICTIO Ta ONTHUMI3AIli€l0, a TaKOX
3aMpPONOHOBAHO MUISAXH iX MOJIOJAHHS.

[IpoBeneHo MOPIBHSUIBHUI aHal3 TPHOX BIIOMHUX ITPOBUX MPOAYKTIB: Dead
Cells, The Binding of Isaac ta Hades, a Takox mo0y10BaHO TabJIUIIIO TOPIBHSHHS 3
JUIUIOMHUM TPOEKTOM, IO AaJI0 3MOTYy BHM3HAUUTHU YHIKaJdbHI PUCHU BJIACHOI
peanizaiii (30KpeMa, TpU IEPCOHAXK] 3 PI3HUM BILTUBOM TIPEIMETIB).

OxpeMOo pO3IIIIHYTO Ta MPOAHATI30BAHO AJITOPUTMHU, SIKI 3aCTOCOBYIOTHCS B
IrpoBii po3podiii, 3 PokycoMm Ha mporeaypHy reuepaitito. [lopiBHSHO Taki MeTOAH
ak myMm Ilepmina, BSP, xmitunani aBromatun, Wave Function Collapse. B
OOTpyHTYBaHHSX 3p00JIEHO BUCHOBOK PO JOIIJIBHICTh BUKOPUCTAHHSI KOMOIHAIIIT
anroputmy Ilepmina ta BFS st cTBOpeHHs KapTH 3 MOCTaMH Ta KJIACTEPHUMU
30HaMHu. B pe3ynbTari — peanaizoBaHO BIACHUI BaplaHT reHepanli, aJanToBaHUM 10
Tilemap-cucremu Unity.

Takox 341CHEHO aHai3 apXITEeKTYpPHUX 1 TEXHIYHUX pimieHb. Oopano Unity
AK pyunid ang peanizauii, C# ak MOBY pO3pOOKH, Ta KOMIIOHEHTHO-MOIYJbHY
apXITEeKTYypy, fIKa JO3BOJISIE PO3JAUIMTH ITPOBY JIOTIKY Ha HE3aleXHi OJ0KH (pyX,
iuBeHrap, ©6oi, UI). IlinTBepmxeHo e(peKTUBHICTh UBOTO MIAXOAY MpHU

MaciTa0yBaHHI IPOEKTY.
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Ha 3aBepmenns creopeno BPMN-Mozenb 0CHOBHUX T€MMILICHHIX TPOIECIB
(reHeparrisi CBITY, MOBEIHKA BOPOTIB, Jii TPpaBIlsi), sika HAOYHO LUIIOCTPYE JIOTIKY
B3a€EMOJII y TPI.

Taxum YMHOM, PO3LJT 3aKJIaB TEOPETHUUHY Ta TEXHIUHY OCHOBY JJIsl peani3arii
IporpamMHOro  3a0e3rmedeHHs, 3a0e3MEUUBIIN  YITKE PO3YMIHHS  METOJIB,
IHCTPYMEHTIB Ta pilleHb, MO0 OyAyTh BHUKOPHUCTAaHI y MNOJANbIIIA MpPaKTUYHIN

peanizari.
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2 PO3POBJIEHHA BUMOT 10 ITPOTPAMHOI'O 3ABE3IIEYEHHA

2.1 BapianTu BUKOPUCTAHHS IPOrPAMHOTO 3a0e3MeYeHHS

Jliarpama BapiaHTIB BUKOPUCTAHHS 3 KIIOYOBUMH aKTOPaMH Ta OCHOBHUMH

byHKIISIMI HaBeZieHa B TpaigHuX MaTepianax, KpeciaeHHs 1.

B tabmumax 2.1-2.9 HaBeneHO omuC BapiaHTIB BUKOPUCTAHHS MPOTPaAMHOTO

3a0€e3MmeYeHHS.

Ta6mung 2.1 — BapianT Bukopuctanus UC-01

Use case name

Pyx nepconaxem

Use case ID UC-01

Goals [lepcoHax MOBUHEH PyXaTHUCh.

Actors I'paBenp

Trigger I'paBenib X0ue pyxaTUCh B 3aJJaHOMY HAIPSMKY.

Pre-conditions

I'pa akTuBHAa.

Flow of Events

I'paBenp Hatuckae kHonku WASD s ynpaBiiiHHS

HIEPCOHAKEM.

Extension

[Tepconax MOXke PyXaTUCh JIMIIIE CBOIM ITOBEPXOM.

Post-Condition

[lepconax pyxaeTbcsi BIAMOBIIHO O HATUCHYTUX KHOTIOK.

Tabnuusg 2.2 — Bapiant Bukopucranag UC-02

Use case name

3MIHUTHU MTOBEPX

Use case ID UC-02

Goals [lepcoHax MOBUHEH 3MIHUTH ITOBEPX.
Actors I'paBenb

Trigger I'paBenp xoue 3MIHUTH MOBEPX.

Pre-conditions

I'pa akTHBHA, rpaBelb OJIMU3BKO IPAOUHHU.

Flow of Events

I'paBers HATHCKAE MPABOIO KHOMKOKO MHUIIT KHOTIKY B Ti.

Extension

Post-Condition

[lepcoHaxx 3MiIHIOE TTOBEPX.

Tabmuus 2.3 — Bapiant Bukopucranas UC-03

Use case name

ArtakyBaru / CTpuisiTi

Use case ID

UC-03




21

[TponorxaeHus Tabaui 2.3

Goals [lepcoHax MOBUHEH aTaKyBaTH / CTPLUIATH.
Actors I'paBenb
Trigger I'paBens xoue aTakyBaTH / CTPUIATH.

Pre-conditions

I'pa akTHBHA, BUOpaHMii KJIac MepCOHaXA.

Flow of Events

I'paBenip HaTHCKae KHOMKY F a1 araku / cTpiyibou.

Extension

Sxmo cooldown araku / mocTpiidy He 3aKIHYMBCA, TO araka /
MOCTPL HE B1AOYIETHCS.

Post-Condition

[Tepconax arakye / CTpisie.

Tabnuusg 2.4 — Bapiant Bukopuctanus UC-04

Use case name

[TigasT] IpeIMeT

Use case ID UC-04

Goals [lepconak MOBUHEH MMiJHITH TPEAMET.
Actors I'paBens

Trigger I'paBenib xoue MiAHATH MPEIMET.

Pre-conditions

I'pa akTHBHA, NEPCOHAX MIAXOAUTH J0 IPEIMETA.

Flow of Events

I'paBenp MiIXOIUTH NEPCOHAKEM JI0 MIPEAMETA.

Extension

Sk110 B IHBEHTapl HEMAa€E MICIs, IPEAMET He TTiTHIMEThCS.

Post-Condition

[Tepconax miHIMa€E TIPEIMET.

Tabnuug 2.5 — Bapiaut Bukopuctanus UC-05

Use case name

[limasaty GparMeHT KapTu

Use case ID UC-05

Goals [lepcoHax MOBUHEH MITHATU (PPArMEHT KapTH.
Actors I'paBenb

Trigger I'paBenib x0ue MiHATH GPArMEeHT KapTH.

Pre-conditions

I'pa akTHBHA, MEpCOHAXK MIAXOAUTH 10 (hparMeHTa KapTu.

Flow of Events

['paBerns migX0mUTH IEPCOHAKEM JI0 (PparMeHTa KapTH.

Extension

Sxmo B 1HBEHTapi HeMae Micls, (parMeHT KapTh He
M1IHIMETHCA.

Post-Condition

[lepconax miiHIMa€e (pparMeHT KapTu.

Tabmuus 2.6 — Bapiant Bukopuctanus UC-06

Use case name

Biakputu iHBeHTap

Use case ID

UC-06
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[TponorxenHs Tadui 2.6

Goals [lepconax MOBUHEH BIIKPUTH 1HBEHTAP.
Actors I'paBenb
Trigger I'paBens x0u€e BIAKPUTH 1HBEHTAP.

Pre-conditions

I'pa akTuBHa.

Flow of Events

I'paBenr HaTMCKae HAa KHONKY 1HBEHTapsi, IHBEHTap

BIJIPUBAETHCH.

Extension

Post-Condition

[lepconaxx BiIKpHBa€ 1HBEHTAP.

Tabmuus 2.7 — Bapiant Bukopuctanus UC-07

Use case name

[lepexi Ha HACTYNHUI OCTpIB

Use case ID UC-07

Goals [lepcoHak MOBMHEH TIEPEHTH HA HACTYITHUN OCTPIB.
Actors I'paBens

Trigger I'paBens 316paB 4 pparmMeHTH KapTH.

Pre-conditions

I'pa akTHBHA, 4 (hparMeHTH KapTu 310paHi.

Flow of Events

I'paBenps 30upae 4 @parmMeHTH KapTh 1 NEPEXOAUTHh HA
HACTYMHHM OCTPIB.

Extension

Post-Condition

[lepconax nepexoauTh HAa HACTYITHUM OCTPIB.

Tabnuusg 2.8 — Bapiant Bukopuctanag UC-08

Use case name | [lay3a

Use case ID UC-08

Goals [ToctaButu rpy Ha mnaysy.

Actors I'paBenb

Trigger I'paBens x0ue MOCTABUTH TPy HA May3y.

Pre-conditions

I'pa akTuBHA.

Flow of Events

KopucryBau HaTuckae KHONIKY Iay3H.

Extension

Post-Condition

I'pa craBuThbCa HaA may3y (HEAKTUBHHUH CTaH), 3 SIBISETHCS
p y3y )

MEHIO May3Hu.

Tabnuusg 2.9 — Bapiant Bukopucranag UC-09

Use case name

Buxin 3 rpu
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[Tponorxenus Tabdmui 2.9

Use case ID UC-09

Goals Buiitu 3 rpu.

Actors I'paBenb

Trigger ['paBenib Xx0u€ 3aBEPIINTHU IPY.

Pre-conditions | ['pa 3HaX0onUTh B MEHIO May3H.

Flow of Events | KopuctyBau HaTHCKae KHOTIKY May3u 1 BUOMPAE KHOTMIKY BUXO.Y.

Extension -

Post-Condition | ['pa nepexonuTs B TOJIOBHE MEHIO.

2.2 Po3pob6neHHs QyHKIIIOHATIBHUX BUMOT

[Iporpamue 3abe3nedeHHs1 po3jalieHe Ha MoayJi. KoxkeH Moaynb Mae CBId
neBHU HaOip QyHkiiin. B Tabmuii 2.10 HaBegeHO 3arajabHy MOJIEIb BUMOT, a B

tabnuii 2.11 wHaBeaeHuidd onuc (GYHKIIOHATHPHUX BHUMOT JIO IIPOTPAMHOIO

3a0e3nedyeHHs. MaTpuliio TpacyBaHHS BUMOT MOYKHA TOOAYNUTH HA PUCYHKY 2.2.

Tabmaung 2.10 — 3arajpHa MOJIETH BUMOT

No | Ha3Ba ID Bumoru | Ilpiopureru | Puszuku

1 | IlponienypHa renepaiisi OCTpPOBIB. FR-1 Bucokuii Cepenniit
2 | 3’egHaHHS OCTPOBIB MOCTAMH. FR-2 Bucokui Bucokui
3.1 | Cuctema pyxy nepcoHaxa. FR-3 Bucoxuii Huzbpkuit
3.2 | Cucrema 3MIHH MTOBEPXY. FR-4 Bucoxnii Hwuspkui
4 | CnigyBaHHS KaMepH. FR-5 Bucoxkunit Huzbkuii
5 | Araka / ctpinib0a. FR-6 Bucoxwuii Huzbkuit
6 | Cucrema OTpuMaHHs MOWIKOKEHb. | FR-7 Cepenniii Husbxnii
7 | CMepTh nepcoHaxa. FR-8 Cepenniii Husbkuii
8 | ITigaiMaHHS TIpeaAMETA. FR-9 Bucoxkuit Husbkuii
9 | IlizaimaHHs hparMEeHTy KaMepH. FR-10 Bucokuit Huzbpkuit
10 | OrpumanHs eexTy OpeaMery. FR-11 Bucokui Bucokuit
11 | Ilepexin Ha HACTYIIHUNA OCTPIB. FR-12 Bucoxkuit Huspkuit
12 | 3aranbHuM BIKET 1HBEHTAPA. FR-13 Bucoxui Huzbxnii
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[Tponorxenus Tadaui 2.10

Neo | Hazpa ID Bumornu | IIpioputeTtn | Puszuku

13 | 3aranpHuil BIDKET Hay3u. FR-14 Bucoxnii Huspkun

14 | IdTyuyHuii iHTENEKT CynpoTUBHUKIB. | FR-15 Bucoxkuit Bucoxkuii

15 | Poskupmanus  cynporuBHuKiB 1o | FR-16 Bucokun Bucokui
KapTi.

16 | Po3kuaaHHs npeaMeTiB MO KapTi. FR-17 Bucoxkuit Bucoxuii

Tabmuus 2.11 — Ilepenik pyHKIIOHATBHIX BUMOT

Haszsa | Onmc

FR-1 [IpouienypHa rerepaiiisi OCTpoBa.
IrpoBuii piBEeHb aBTOMAaTHYHO T€HEPYETHCS 3 BUKOPUCTAHHSAM IIIyMY
[lepnina, 3 ypaxyBaHHSIM pajiyca OCTpiBHOI oOmacti. DOpMyIOThCS
PI13HI TUIM MOBEPXHI: BOJIA, MICOK, TPaBa, FTOPH.

FR-2 3’€THaHHS OCTPOBIB MOCTaMH.
AJNTOpPUTM BU3HAYa€ OKpeMi 30HH (KJIaCTepU30BaHi 00J1acTl) Ta 3’ €IHY€E
iX 3a JIOMTOMOTOI0 MOCTIB 110 HAMKOPOTIIOMY AOCTYTHOMY IIUISIXY.

FR-3 Cucrema pyxy nepcoHaxa.
['paBenib MOXke KepyBaTH TMEPCOHAXKEM JUJISl MIEPEMIIIEHHS 10 PIBHIO.
PeanizoBano mepeBipKy KoOJI31id, 3py4yHY peakilil0 Ha HaTHUCKaHHS
KJIABIIIL

FR-4 Cucrema 3MiHH TIOBEPXY.
[paBenlb MOXE TEPEXONUTH MIXK PISHUMHU TIOBEpXaMH KapTu
(Hampukian, JApaOWHOI 3 HWKHBOTO PIBHA HA BEpXHIM), 3
BUKOPUCTAHHSM IEPEBIPKH YMOB MIEPEXOY.

FR-5 CninyBaHHS KaMepH.
Kamepa nuHamiuHO ciifkye 3a rpaBlieMm, 30epiraiouu (OKyc 1 IJIaBHO
KOPUTYIOUH MO3HULIIIO BIAMOBIIHO 10 PYXY.

FR-6 Ataka / cTpinboa.

[lepconaxk mae 3MOry arakyBaTH abO CTPUISTH, 3aJIEKHO BIJl KJacy.

ATaka BUKJIMKA€ aHIMAIIi10 Ta B3aEMOJII€ 3 BOPOTaMH B 30H1 JTIOCSHKHOCTI.
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[Tponorxenus tadauii 2.11

Haszea | Onmc

FR-7 CucremMa OTpUMaHHS MOIIKO/KEHb.
Konu mepcoHak oTpuMye WIKOAY BijJ Bopora a0o IHILOro JpKepena,
3MEHIIYEThCS piBEHB 30poB’s. BimoopaxaeTscs B UL

FR-8 CmepTh nepcoHaxa.
[Ticnss MOCSTHEHHS HYJS 370pOB’S TIEPCOHAX BBAKAETHCS MEPTBHUM,
BIITBOPIOETHCS BIAMIOBIHA MO/ (€KpaH MOpa3Ku).

FR-9 [TimHiMaHHA TpeaMmeTa.
[Ipu 31TKHEHHI 3 TpPEeAMETOM IrpaBellb MoXxe Horo mimioparu. OO’ ekt
3HMKa€ 3 KapTh, a #oro edeKkTu [0NalThCs B 1HBEHTap abo
3aCTOCOBYIOTHCSI.

FR-10 | IligaimanHs pparMeHTy Kamepu.
@dparmMeHTH KapTH pPO3KWJaHI 1Mo piBHIO. [paBenp mae 3i0patu 4
dbparMeHTH 71 IEPEXOAY A0 HOBOTO ocTpoBa. Koxker 301p ikcyeTbes.

FR-11 | Orpumanns edekry npeaMery.
[licns migbopy mnpenMera aBTOMAaTMYHO AKTHUBYETbCS HOro e(eKT
(30UTBIIIEHHS 3I0POB’sI, MOCUJIEHHS aTakH, Toio). EdexTu 3anexars Bia
THUITY TIEPCOHAXKA.

FR-12 | Ilepexin Ha HACTYIIHUNA OCTPIB.
[Ticns 300py BCiX (PparMeHTIB TpaBellb MOXE IEpeHTH Ha HOBHM
3r€HEPOBAaHUN PIBEHb 3 HOBUMH BOPOTAMHU i MPEAMETAMHU.

FR-13 | 3aranpHuii BiDKET iHBEHTApsI.
IuBenTap mpencraBieHuil y BUDIIAL 1HTepdEHCHOTO BIJKETA, SIKUM
JI03BOJISA€ MIEPEIISAATH, 3aCTOCOBYBATH 200 BUIATISITH TIPEIMETH.

FR-14 | 3araabHuii BiJDKET May3H.

[lix gac rpu 1OCTyIHE MEHIO TIay3H, B SIKOMY MOKHA TPU3YTIUHUTH TPY,

NEPETISTHYTH HaJallITyBaHHA a00 BUNWTHU B TOJIOBHE MEHIO
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[Tponorxenus tadauii 2.11

Hassa | Onuc

FR-15 | lTy4yHuil iHTENEKT CyNPOTUBHUKIB.
Boporu marote npoctuil Al: BUSIBIEHHS TpaBLs, MEpPECIiAyBaHHS Ta
araka, NPy HAsBHOCTI B MOJI 30py, TaKOXK MiJ Yac KyJJayHy aTaku
BIJICTYIL.

FR-16 | Po3kujgaHHs CynpOTUBHUKIB IO KapTi.
[licnst reHepauii piBHS BOPOTH PO3MILIYIOTHCS Ha KapTi B 30HAaX,
BU3HAYCHUX CHCTEMOIO CIaBHY. BpaxoByeTbcs KiIBKICTH Ta THIH
BOPOTIB.

FR-17 | Po3kuganHs mpeaMeTiB 1O KapTi.
[Ipenmertu (mpeameTH, GparMeHTH KapTH) PO3MIIITYIOTHCS BUIIAKOBUM
YUHOM y MEXax JOCTYyIMHHUX TailJliB, 3 ypaxyBaHHSIM WMOBIPHOCTI Ta
KaTeropii.

FR/UC 1 2 3 4 5 6 7 8 9

1 - +

2 + +

3 + +

4 + +

5 - +

6 +

7 +

8

9 +

10 + +

11 +

12 +

13 + +

14 + +

15 +

16 +

17 - +

Pucynok 2.2 — Marpuus TpacyBaHHSI BUMOT
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Po3pobnenHs HeQyHKITIOHATBHIX BUMOT

Cnrcok HeQyHKITIOHATHPHUX YMOB:

minimyM 30 FPS B irpoBomy mnpoueci, skmo [IK Binnosinae

MIHIMQJILHUM CHCTEMHHM BHMOTaM;

BIJICYTHICTh KPUTUUHHUX JJIsI TEUMILICIO Oaris.;
INput-JTaTeHTHICTH, a caM MeHie 100 Mc;

Bukopuctanua CPU, menmie 20%.

Ilin yac popmyBaHHS (PYHKLIOHATBHUX 1 HEQYHKIIOHAIBHUX BUMOI OYyIIO

BpPaxOBaHO CTAHJAPTH SIKOCTI mporpamHoro 3adesnedeHHs 3riziHo [SO/IEC

9126 [24].

2.4  AHami3 CHCTEMHHX BUMOT

MiniManbHa KOHGITypallis TeXHIYHUX 3aCO01B:

npotecop: Intel Core 13 8100 / AMD Ryzen 3 3200G;

onepatuBHa naM a1h: 4 I'b;

BimeokapTa: Nvidia GT 1030 / AMD Radeon Vega 8 (iHTerpoBaHna);
HakonmuyBad: 1 I'b ButbHOTO MicHIs;

onepariitHa cucrema: Windows 10 (64-bit).

PexomennoBana KoH(Irypailis TEXHIYHUX 3aC001B:

2.5

nporecop: Intel Core 15 10400 / AMD Ryzen 5 3600;
onepaTuBHa nam’sTh: 8 ['b;

Bimeokapta: Nvidia GTX 1650 / AMD Radeon RX 580;
HakonmuyBad: SSD, 1 I'b BitbHOTO Micis;

omepariitHa cucrema: Windows 10 abo 11 (64-bit).

AHani3 eKOHOMIYHUX MOKAa3HUKIB MPOrpaMHOro 3a0e3MeUeHHs

Tak siK KUTBKICTh CTPOK KOAY HE € KOPUCHUM MTOKa3HUKOM Y BUIIAJKY IFPOBUX

IPOEKTIB — TYT OyJie BUKOPUCTOBYBATH METOJ (PYHKIIOHATBHUX TOYOK.

Cnucok (pyHKIIOHATBHUX TOYOK HaBEIEHO y Tabmwuii 2.12.
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Ne | Hazpa ID Bumorn | Complexity
1 | [IpouexypHa resepariisi OCTpOBa. FR-1 Complex
2 | 3’eAHAHHS OCTPOBIB MOCTAMM. FR-2 Complex
3 | Cucrema pyxy nepcoHaxa. FR-3 Simple
4 | CucremMa 3MiHH TTOBEPXY. FR-4 Simple
5 | CiinyBaHHS KaMepH. FR-5 Simple
6 | Ataka / cTpinboa. FR-6 Average
7 | Cuctema OTpUMaHHS MOIIKO/KEHb. FR-7 Average
8 | CmepTh nepcoHaxka. FR-8 Simple
9 | [linHiMaHHS npeameTa. FR-9 Simple
10 | ITignimMaHHs parMeHTy KaMepH. FR-10 Simple
11 | OrpumanHs epeKTy NpeameTy. FR-11 Complex
12 | Ilepexia Ha HACTYIHUN OCTPIB. FR-12 Average
13 | 3arasibHUI BIJPKET 1HBEHTApPA. FR-13 Average
14 | 3aranpHUM BIKET May3u. FR-14 Simple
15 | ITyyHuit iHTEIEKT CYyIIPOTUBHUKIB. FR-15 Complex
16 | Po3kugaHHs CynpOTUBHUKIB MO KApTI. FR-16 Complex
17 | Po3kugaHHsl mpeIMETIB 1O KapTi. FR-17 Complex

3arasibHa KUIbKICTh Simple = 7.

3arasibHa KUIbKICTh Average = 4.

3aranpHa KubKicTb Complex = 6.

UPF (Unadjusted Functional Points)=7 -3 +4 -4+ 6 -6 =73

Tabnuusg 2.13 — Technical Complexity Factor

Factor Weight | Assessment | Impact

Distributed system 2 0 0
Performance objectives 2 4 8
End-user efficiency 1 4 4
Complex processing 1 3 3
Reusable code 1 4 4
Easy to install 0.5 5 2.5
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Easy to use 0.5 4 2
Portable 2 4 8
Easy to change 1 4 4
Parallel processing 1 1 1
Security 1 1 1
Access for third parties 1 2 2
Training needs 1 1 1

TFactor=8+4+3+4+25+2+8+4+1+1+2+1=405
TCF = 0.6 + (0.01 - 40.5) = 1.005

Tabmuns 2.14 — Environment Complexity Factor

Factor Weight | Assessment | Impact
Familiar with the development process 1.5 4 6
Application experience 0.5 3 1.5
Object-oriented experience 1 5 6
Lead analyst capability 0.5 2 1
Motivation 1 4 5
Stable requirements 2 4 7
Part-time staff -1 0 0
Difficult programming language -1 1 -1

EFactor=6+15+6+1+5+7+0-1=25.5

EF =14+ (-0.03 - 25.5) = 0.635

Paxyemo Functional Points:

FP=UFP - TCF - EF =73 - 1.005 - 0.635 = 46.59
Cepenne 3nauenns rogut / FP mis inai-po3pooku — 20.
46.59 - 20 =931.8 moa/rox

931.8 /40 = 23.3 mox / Tixk

23.3/4.5=5.18 mon / mic

Cepenns 3apiuiara Junior-po3poonuka 700$:

Bapticts po3pobku = 5.18 - 700$ = 3626$ = 148666 rpH.

2.6  TlocraHoBka 3aBJIaHHS Ha PO3POOKY MTPOTPaMHOTO 3a0e3MeUeHHs

MeToio po3poOKH € CTBOPEHHSI IrpOBOTO 3aCTOCYHKY B jKaHpi roguelike,

peanizoBaHOTO Ha OCHOBI TexHoJorii Unity, 110 BKJIFOYAa€ MPOLIETyPHY T€HEpaIliio
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PiBHIB, MPOCTY OOMOBY CHCTEMY, MIATPUMKY JEKUIBKOX ITPOBHUX TMEPCOHAXKIB 3
1HIUBITyaIbHUMU XapaKTePUCTUKAMU, IHBEHTAPHU3AIIII0 TPEIMETIB.

OcHOBHa 1JIes IPOEKTY TOJISITA€ Y CTBOPEHHI 0a30BOi, ajie (PyHKIIIOHATHHO
3aBEPIICHOT TPU 3 MOXIJIHMBICTIO TPOXOKEHHS PIBHIB, IO KOXHOTO pa3y
TEeHEPYIOThCS BUNAIKOBO, 3a0e3Medyroun peirpadenbHICTh 1 BapiaTHBHICTH
cueHapiiB. Y MeXax Tpud KOPUCTYBau KEpye€ OJHHM 13 TpPbOX JOCTYITHHUX
NEPCOHAXKIB, KOXKEH 3 AKUX IMO-PI3HOMY pearye Ha Mmijallp MPEeAMETIB, 10 TaKOXK
BIUIMBAa€ Ha TeWMIUICH. 3aBIaHHSAM TIpaBls € JOCIIIHKEHHS OCTPOBIB, MOIIYK
YOTUPHOX (PparMeHTIB KapTH Ta MEPEXiJl Ha HACTYIIHI PiBHI.

VY paMKax AWIUTIOMHOTO MPOEKTY MJIAHY€ETHCS peaizyBaTu:

— CUCTEMY MPOLEAYPHOI TreHepauii 130Jb0BaHUX pPIBHIB-OCTPOBIB 13
MOKJIMBICTIO X 3’€HAHHS;

— JIOTIKY CIIaBHY Ta TNEPEMIIICHHsS TpPaBIlsd, BKIOYHO 3 aTakow Ta
OTPUMAaHHSIM MOIIKO)KEHb;

— IMITYYHUH THTEIEKT CYNPOTUBHUKIB /11 aBTOMATU30BaHO1 TOBEAIHKH Y
MeKax PiBHSI;

— CHUCTEMY 1HBEHTApPIO Ta MPEIMETIB, 110 MAIOTh PI3HUN €PEeKT 3aJIe)KHO
BiJl 00paHOTO NIEPCOHANKA,;

— BI3yalIbHI €JIeMEHTH 1HTep(eiCy: BIIKET IHBEHTaps, BIHKET May3H,
KTy 370pOB’S;

— 0a30By CHCTEMY MEPEXOy MK PIBHIMH.

KiHueBoo MeTor0 po3poOKH € OTpUMAaHHS THYYKOi IPOrpaMHOi OCHOBHU JIJIst
NOJAbIIOr0 MacIUTaO0yBaHHS MPOEKTY ab0 MOBTOPHOTO BUKOPHCTAHHSA OKPEMHUX
KOMITOHEHTIB (reHepariisi, iHBeHTap, Al) B 1HMMX 3aCTOCYHKax IrpOBOTO
CIpsiMyBaHHS. 3arajibHi NIPUHLIMIH NPOEKTYBAaHHS ITPOBUX cucTeM onucadi y [10],
[11], [21].

Takum ymHOM, po3poOka II3 y Mexax AMINIOMHOrO IPOEKTY Iependadae
peanizaiiio MOBHOTO HUKIY (PYHKIIOHAIBHOrO s/ipa TPU, IO MICTUTh KIIOUYOBI
eJIeMEHTH KaHpy roguelike Ta 103BOJIsI€ OIHUTH €(EKTUBHICTh OOpaHUX

apXITEKTYPHHUX 1 AITOPUTMIYHUX PIILIECHb.
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BucHoBku 10 po3ainy

Y nmanoMmy miapo3aiai Oyimo chopMynbOBaHO MeETy, OCHOBHY i1A€H0 Ta
3aBJIaHHs, 110 PEeaNli3ylOThCsl B MEXaX JUIUIOMHOTO MPOEKTY. OCHOBHOIO METOIO
po3poOku € cTBOpeHHs 0a3oBoi 2D-irpu B kaHpi roguelike, sika JEeMOHCTpYE
BUKOPHUCTAHHS MPOIEAYPHOI TeHepallii piBHIB, CHCTEMH IEPCOHAXKIB 3 YHIKAITbHAMHU
peakiisMd Ha TPEIMETH, €JEeMEHTIB 000, IHBEHTaps Ta IHTEPAKTUBHOTO
1HTEepdelicy KopucTyBaya.

VY mporieci MOCTaHOBKM 3aBJaHHS BU3HAYEHO, 110 TIpOrpaMHe 3a0e3meueHHs
Mae 3a0e31evyBaTi NOBTOPIOBaHY reMIUIEHHY IIHHICTh 32 PaXyHOK paHI0MIi3allii
CEpEeIOBHUILA, CTBOPEHHS YHIKAIbHUX CIIEHAPIiB HA KOXKHOMY MPOXOJKEHHI TP Ta
BaplaTUBHICTh B3a€EMOJII1 I'paBld 3 OTOUYCHHSIM. Bu3HaueHO OCHOBHI KOMIIOHEHTH,
K1 peani3yloThCs: TE€HepaTop OCTPOBIB 3 JIOTIKOK 3’€IHAHHs, OOWOBa cHuCTEeMa,
IITYYHUH 1HTEJIEKT BOPOTriB, CUCTEMa MPEIMETIB Ta IXHHOTO BIUIUBY, a Takox Ul-
€JIEMEHTH.

OxpeMo chopMyIbOBaHO 3aBIaHHS, SIKI BUPIIIYIOTHCS Y paMKax pO3pOOKH:
peamizailis yHOpaBliHHS TIEPCOHAXKEM, CTBOPCHHS PI3HUX THUINB JaHAMA(TY,
reHepallis BOpPOriB 1 TMpeaMeTiB, oOpoOKa 31TKHEHb, B3a€EMOJIIS 3 MpPEIMETaMu,
nmepexii MK PpIBHAMH Ta BHUBEICHHS IrpoBoi 1H(opmallii yepe3 BiIKETH
iHTEepdercy.

[TimcymoByrOYH, TOCTAHOBKA 3aBJIaHHS JJO3BOJIMIIA YITKO BU3HAYUTH 00CST Ta
MEXl pPO3pOOKH, a Takok c(opMyBaTH JIOTIYHY CTPYKTYpy MailOyTHHOTO
IPOTPAMHOTO TIPOIYKTY, sika Oyje peayi3oBaHa y HACTYITHUX €Tanax JIUILIOMHOTO
IPOEKTY.

3a pesynbpTaTamMu po3iay chopMOBaHO TEXHIYHE 3aBAaHHS Ha PO3POOKY

IPOTrPaMHOIO 3a0€3MeYEHHS.
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3 KOHCTPYIOBAHHA TA PO3POBJIEHHA ITPOTPAMHOI'O

3ABE3IIEYEHHA

3.1 ApxiTektypa nporpamMHOro 3a0e3ne4eHHs

3aranpHa apxiTekTypa runtime Unity onrcana Ha puCYHKY 3.1.

(MonoBehaviour.Tick)

Game Loop

|
v

Input System
Handles player input

|
v v

1
Physics Engine
Collisions, rigid Animator Controller

bodies, triggers

]
Animation System ‘

[
v

Rendering Pipeline
URP/HDRP/Built-in

|
| |
v v

1 [
Audio Engine

. . 1
Navigation System
AudioSource, Mixer

NavMesh + agents
| L |

Memory & Garbage Collector
Mono/IL2CPP + GC

(Resources, Addressables)

Asset System

C# MonoBehaviours & Events

|
Scripting Layer

|

Pucynok 3.1 — ApxiTektypHa cxema runtime Unity

[ToOym0oBYy apXiTEKTYpH 31MCHEHO 3 ypaxyBaHHSIM MA0JIOHIB TPOEKTYBAHHS

3 Game Programming Patterns [8] Ta Game Engine Architecture [15].

Onyc KOMIIOHEHTIB:

— Game Loop —e romosumm numkiom Unity (Update, FixedUpdate,

LateUpdate);

— Input System — crapuii Input abo HoBuit Input System (Event-based);

— Physics Engine — Box2D a6o PhysX (3anexno Bix 2D/3D);

— Animation System — Animator Controller, Mecanim;

— Rendering pipeline — URP, HDRP a6o Built-in;

— Audio Engine — BinTBopeHHs 3ByKiB, MiKIITyBaHHS;
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— Garbage Collector — 3BimbHeHHS 11aM’a1i Mono/IL2CPP;
— Asset System — Addressables, Resources, Asset Bundles.;

— Scripting Layer — Jlorika npoekty, Hanucana Ha C#.

Jiarpama KJ1aciB MPOEKTY HABEJAEHO B rpadiyHUX MaTepianax, KpecaeHHs 2.
Knacu onucano B Tabsnmi 3.1.

Taomurg 3.1 — Onuc Kiacis

Ha3sga knacy Onuc knacy
CharacterSwitcher Kepye nepemukaHHsM MiK IrPOBUMH MIEPCOHAKAMHU.
[Tons:
— characters:  GameObject]] -  MacuB

JOCTYITHUX TIEPCOHAXKIB;

- cameraFollo: CameraFollow — xomIIoHEHT,
SIKUH CITIJIKY€E 32 aKTUBHUM TTEPCOHAKEM;

— followUI: FollowPlayerUI — inTepdeiic, mio
BiJI0Opakae iH(opMallito Mpo aKTUBHOTO NEPCOHAKA;

— selector: CharacterSelector — Ul-enemeHnt
BUOOpY MEPCOHANKA;

— currentPlayer: GameObject — mnoTouHMIA

AKTUBHUU IICPCOHAXK.

Meronu:

- Start() — iHiI1ATI3a1115;,

— Update() -  o6pobka  BBOAY  JuIs
TIepEeMUKaHHS,

— SwitchTo() —  7orika  mepeMUKaHHS
TIEPCOHAXKA;

ActivateOnly() — akTUBYe€ JHIIE OJHOTO ITEPCOHAXKA.
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[Tponorxenus tadauii 3.1

Hazga xiacy

Onuc knacy

CameraFollow BinmoBizae 3a cTekeHHS KaMepH 3a 00 €KTOM
(HampuKIIa, rpaBlLEM).
Ions:
— target: Transform — mocunanus Ha 00’ €KT, 32
SAKUM CJIJIKY€E Kamepa.
Meronu:
— Update() — oHOBIEHHS mMO3UIII Kamepu
IIOKaAPOBO.
FollowPlayerUI Ul-koMMoOHEHT, sIKUi BKa3y€e Ha MOTOYHOTO TI'paBIsl abo

00’ €eKkT (HanpHKIaI, HA APaOUHY).

Ions:

— target: Transform — 00’€KT, 3a AKUM CIIAKYE
1HIUKATOD;

— ladderLayer: LayerMask — map, y skomy
NepEBIPSIETHCS HASIBHICTD JIPaOUH;

— buttonLabe: TextMeshProUGUI — tekcToBa
MITKa KHOIIKH;

- currentLadder:  Collider2D — axTuBHa

npabuHa, SKIIO TakKa €.
Metonu:

- Update() — onoBnenns Ul BiamoBigHO 110
MO3UIIIT TPaBIIS;
— TriggerLadderAction() — BuUKIMK QYHKINT

MiAOMY TI0 IpaOuHi.
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[Tponorxenus tadauii 3.1

Hazga xitacy

Onuc knacy

CharacterSelector

BigmoBimae 3a Bi3yasibHEe BigOOpaXeHHS BHUOPaHOTO
nepcoHaxa.

Ions:

— characterlmage: GameObject — 300pakeHHs
NEPCOHAKA;

— animator: Animator — a"imartisi BUOOpY.
Meronu:

— SelectCharacter() — BuOip mnepcoHaxka Ta

ouoBiienusa Ul.

PauseManager

IIpu3nauenns: Kepye may3010, MEHIO, ITOBEPHEHHSM Yy

rpy.

Iomns:

- pauseMenus, pauseButtons: enementu Ul,

— currentMenu: GameObject — akTUBHE MEHIO.

— Pause(), Resume() — 3ynuHKka/BiIHOBJICHHS;
— ChangeMenu(), ExitGame() - norika

NEPpEMHUKAHHA.

Healthbar

[Tpuznavuenns: Bimobpaxkae 310poB’ st IEpCOHAXKA.

Iomns:

— healthSlider, effectHealthSlider 6apu HP;

— health: float — 3HaueHHA.
Metonu:

— TakeDamage() — 3mina npu BTparti HP.
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Hasga knacy Onuc knacy
InventorySlotUI [Tpuznavuenns: Binobpakae 310poB’ st IEpCOHAXKA.
[oms:

- healthSlider, effectHealthSlider: 6apu HP;

— health : float — 3HaueHHS.
Metonu:

— TakeDamage() — 3mina npu Brpati HP.

CharacterStatsBase IIpusHaueHHs: XapaKTepUCTUKHU IIEPCOHAXKA.

[Tons:
— HP, mBuakicTh, aTaka, craryc-e(peKTu.
Meronu:
— TakeDamage(), Heal(), Die();
— ApplyBurn/Poison(), HasEffect().
Arrow [Tpuznauenns: CHapsi BiJ Tepos.
ITons:
- owner: CharacterStatsBase, startPosition.
Metonu:
— OnTriggerEnter2D() — ypaxxeHHs.
CharacterActions [Tpuznauenns: O6poOka arak, KOMOO, CTPLILOU.
[Toms:
- stats, anim, attackPoint, enemyLayers.
Meronu:

— TryAttack(), TryShoot(), ComboStrike().
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[Tponorxenus tadauii 3.1

Hazga xiacy

Onuc knacy

PlayerSpawner [TpusHauenHs: Po3milieHHs rpaBLs Ha KapTi.
[oms:
— playerPrefab, islandGenerator.
Meronu:
— SpawnPlayer(), RestartLevel().
EdgeBlocker [Tpuznauenns: OOMEXKEHHs pyXy 1032 KapTy.
Ioss:
— edgeLevel, edgeCollider.
Metonu:
— TryUpdateCollision(), OnCollisionStay2D().
PlayerMovement [TpusHauenns: Pyx rpaBIi 1 Jorika nmepexoiB o piBHIX.
ITons:
— stats, movement, newLevel.
Metonu:
— Update(), SetHeightLevel(), Flip().
ArcherStats [Tpuznauenns: Hacninyrots CharacterStatsBase, 3anarorhb
KnightStats YVHIKaJIbHI XapaKTEPUCTUKU KOKHOTO Te€posl.
SlaveStats Mertonu:

— TriggerTransmutationEffect(), Start(),
Update().
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[Tponorxenus tadauii 3.1

Hasga knacy

Onuc knacy

EnemySpawner [Tpusnauenns: CriaBH BOPOTiB Ha OCTPOBI 32 30HAMH.
[oms:
- sandEnemies, grassEnemies,
mountainEnemies.
Meronnu:
DelayedSpawn(), SpawnEnemiesOnTilemap().
IslandGenerator [Ipusnauenns: IlpouenypHa reHepailis OCTpPOBIB 3
PI3HUMH 30HaMH Ta 00’ EKTAMHU.
Metonu:
— Generatelsland(), GenerateBridges(),
PlaceEdgeColliders().
ItemSpawner [Ipusznauenns: IlpouenypHa reHepailis OCTPOBIB 3
PI3HMMH 30HaMH Ta 00’ €EKTAMHU.
Metonu:
— Generatelsland(), GenerateBridges(),
PlaceEdgeColliders().
[temEffect [Ipuznauenns: Mictuth edekTn Bl  IPEIMETIB
(HampuKIa, JKyBaHHS, H1JACUICHHS).
Metonu:
— ApplyEffect().
Pickupltem [Tpuznauenns: [1in01p npeamera i 3HUKHEHHS 3 MaIy.

Metonu:

— OnTriggerEnter2D(), DestroyAfterDelay().
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[Tponorxenus tadauii 3.1

Hazga xiacy

Onuc knacy

InventoryManager

[Tpusnauenns: [mobansHuit MeHemxep iHBeHTaps ams Ul
Ta e(EKTIB.

[oms:
— itemNameText, descriptionText, fullMap.
Meronnu:

— AddItem(), ReapplyTo(),
UpdatelnventoryUI().

EnemyAl

[Tpuznavyenns: [loBemxinka BOpOriB: pyX, araka, YeKaHHS.

[Tons:
- allowedLevel, player, rb, stats, animator.
Metonu:

— Update(), IdleOrWalk(), AttackSequence().

EnemyStats

[Tpuznauenns: Jlorika moBeaiHKM BOpOra: NmepecyBaHHs,
naTpyJatOBaHHS, aTaKH, BIJACTYIIH.

IHomns:

— player EnemyStats, curPath, allowedLevel,

retreatTimer.
Metonu:

—  Start(), Update(), Attack(), Repath(),
FollowPath().
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Hazga xiacy

Onuc knacy

SimpleGridPathfinder

BpaxoBye piBeHb 1 IEPEUIKOAH.

Ionsg:

— level.
Meromu:
Reconstruct().

[TpusHaueHHs: A* momyk HUIAXy MO TAMIOBIN Kapri.

— FindPath(), IsTopmostTile(), IsBlocked(),

3.2  ApXITEKTypHI pillleHHs Ta OOTpyHTYBaHHS BUOOPY 3aC001B pO3pOOKHU

OCHOBHOIO YaCTHHOIO TE€XHOJIOTIYHOTO CTEKY MPU PO3POOIl TPU € irpOBiid

pyuriii. CporoaHi st 1oro € Tpu nomyisapHux Bapiantu: Unity, Godot, Unreal

Engine 5. [TopiBHSAHHS LMX ITPOBHUX PYLIIiB MOKHA MOOAaYyuTH B Tabmmi 3.2.

Tabnuus 3.2 — [{opiBHSAHHS ITPOBUX PYILIiB

Pymii Unity Godot Unreal Engine 5
Moga C# GDScript, C#, | C++
IPOrpaMyBaHHSI C++ (Jmme
YaTKOBO)
Jlinensisa beskomroBHa s | be3komToBHa, beskomrToBHa A
HEKOMEPIIHHUX MIT HEKOMEPIIHHUX
MIPOEKTIB IIPOEKTIB

Buxigauii kox

Closed Source

Open Source

Open Source

CrupHOoTa

Bemuka

ManeHnbka

Bemka

SIkicTh 2D

peHACPY

Bucoka

Bucoka

Bucoka
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ITponorxenns Tabmuii 3.2

Pymmiii Unity Godot Unreal Engine 5

Tonouuit Hanpsim | 2D/3D cepenni 3a | 2D, cepenni  Ta | 3D, Benuki 3a

pO3poOKHU o0csirom irpu Majal 3a 00cCAroMm | o0CArom irpu
irpu

Ha cporonni Unity € ogHUM 13 HAUNOMYJSPHIIIMX PYIIiB y chepl po3poOKu
IHTEPAKTUBHOI'O TMPOrPAMHOI0 3a0e3MeyYeHHs, 30KpeMa BiJe0irop, MOOUIbHHX
3actocyHkiB Ta VR/AR-noznarkis. Horo yHiBepcanbHicTh, KpociiargopMeHicTh Ta
NOTY’XKHA CHIJILHOTA PO3POOHUKIB POOJISITH HOTO JIOTTYHUM BUOOPOM JIJIs peaizartii
IIPOEKTY B paMKax JUILIOMHOT pOOOTH.

OcHoBHOMO npUynHOIO BHOOPY came Unity € mO€THaHHS 3pYYHOCT1, HU3bKOTO
MOpoOry BXOAY, IIMPOKOro Habopy BOYIOBaHMX I1HCTPYMEHTIB 1 THYYKOCTI ¥y
BukopuctanHi C#. 3aBOgKyM BENMKIM KUIBKOCTI JOKYMEHTAIli Ta aKTUBHIN
CHUIBHOTI, TuTaTdopMa JI03BOJISiE €(PEKTUBHO peaji3yBaTH HaBiTh CKIJIATHI
KOHIIEIIIIT, IK-OT MPOoLIelypHa Te€Hepallis, CUCTeMa IHBEHTAPA YU IITYYHUH 1HTEIEKT
CYIPOTHBHUKIB.

Jist po3poOku  BuKoOpucTOBYeThes cepenoBuiiie Unity Editor, sike €
odimiiaoro IDE nns mporo pymis. Hamucanus koxy 3aiiicHioeThes B Visual Studio,
o inTerpyerbes 3 Unity 3a 3aMOBUYBaHHAM, 3a0€3M€UyI0UYH MICBITKY CHHTAKCHCY,
aBTOJIOTIOBHEHHS Ta BimmaromxkeHHs (debugging).

Jis pobotn 3 2D-rpadikoro, TEKCTypamMH Ta Bi3yalbHUMH pECypCcaMu
BUKOPUCTOBYBAJIMCHh 1HCTpYMEHTH, cyMicHiI 3 Unity — Hanpukian, Blender (mns
cTBOpeHHsT abo pemaryBaHHsi 3D-00’€KTIB y TMEpPCHEKTUBI MOJAJBIIOTO
MacuTabyBaHHs) a0o paint.net g pobotu 3 Tekctypamu. Unity miaTpumye
UPOKUH criekTp Gopmari ¢aiiiB, 30kpeMa .png, .tga, .fbx, 1110 3HAYHO CIIpOIIyE
IMITOPT KOHTEHTY JI0 CIICHH.

VY pamkax gaHoro nmpoekty pyirii Unity Hajae HeOOX1AHY TeXHIUHY 0a3y s
peanizanii rpu B jkaHpi roguelike, BKIIOYalOUM MEXaHIKy MPOUEAYpPHOI TeHepallli,
MOJIYJIbHY apXITEKTYypy, a TaKoX iHCTpyMeHTu aisa ctBopenHs Ul, cucrem 6oro Ta

yIPAaBIIIHHS pecypcamu.
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3.3  KonctpyroBaHHS IpOrpaMHOTO 3a0e3MeUeHHs
3.3.1 Po3pobxka anroputrmis

3.3.1.1 Po3pobka anropurmy mpormenypHoi reHepariii KapTu

VY mporteci po3poOku OyJI0 peanizoBaHO aJTOPUTM MPOIEAYPHOI TeHeparii
KapTH, 0 JT03BOJISIE CTBOPIOBATH YHIKAJIBHHIA ITPOBUH TIPOCTIP KOKHOTO pa3y ImpH
3anycky rpu. OCHOBOIO JJIsl TeHepallil CIy>kuTh 1ryM [leprina, 10 sIkoro 1o4a€eThes
3aJIEKHICTh B1J1 BIICTaHI1 10 LIGHTPY CLEHH, 0 3a0e3neuye NpupoaHe GopMyBaHHs
ocTpiBHOiI reomertpii. Lle 103BOJsiEe OTpUMATH IUIABHI NEPEXOAM MIK THUIIAMU
MOBEPXHi: BOJIa, MICOK, TpaBa Ta ropu. [ 'eHepailist BiI0yBa€ThCs BiTHOCHO MOTOYHOT
MO3HUIIIT KaMepH, 1110 J03BOJIsIE MAcIITA0yBaTH KapTy IMHAMIYHO HABKOJIO TPABIIS.

[Ticns popmyBanHs 0a30Boro penbedy KapTa aBTOMAaTUYHO PO3AUISAETHCA HA
30HH, SIKI MOXKYTbh OyTH (DI3UUHO 130JIbOBAaHUMU Oj1HA BiJl oAHO1. 11006 3a0e3nmeunTtu
IrPOBY MPOXIAHICTH, OYJIO peaai3oBaHO MEXaHI3M 3’€JHAaHHS TaKUX 30H MOCTaMH.
JIisi 11bOTO BUKOPUCTOBYETHCSI TOIIYK HAaWOMMKYMX TOYOK MIK pErioHaMH 3
ypaxyBaHHSIM JOMYCTUMHUX HampsMKIB (10 Topu3oHTanl abo BepTUKami) Ta
MEePEBIPKOIO KOJII31H, 110 JI03BOJISIE YHUKHYTH NIEPETHHY MOCTIB 200 HEKOPEKTHOTO
PO3MIIIICHHS Ha BOJII.

Ha 3axmrouyHomy erami reHeparii BigOyBaeThCcsi TOOYAOBa J10JAATKOBUX
KOMITOHEHTIB KapTu — 30KpeMa, CTiH, TiHEeH, IpaOuH Ta (pi3MUHUX KOJaWaepiB aJis
KOKHOTO piBHS MOBepxHI. Takoxk I0Jal0Thca TIHHOBI €(EKTH JUISI MOCTIB Ta MEX
30H, IO MIJBUIINYE Bi3yajabHy TIHOMHY. YCl 00’€KTH TE€HEPYIOTHCS 4epe3 OKpemi
Tilemap-mapu, mo 103BOJSE JIETKO YHPABISTA 30BHINIHIM BUTJISIIOM 1 JIOT1KOIO
cuenu. Takuil migxia 3a0e3nedye HE JIUIE MOBTOPHE BUKOPUCTAHHS JIOTIKH, a U
Jerke MacmraOyBaHHs Ta MOAU(IKALIIO CTPYKTYPH IrpOBOTO CBITY.

OxpiM reHepauii caMoi reoMeTpii OCTpOBa, aJrOpUTM TaKOXK Mependavae
ABTOMAaTUYHE PO3MIIIEHHS ITPOBUX 00’ €KTIB — 30KpEMa, BOPOTIB Ta MPEAMETIB.
[Ticass moOynoBHM OCHOBHOI KapTH 3aIlyCKae€ThbCs OKPEMHI TPOIEC PO3KHUIAHHS
CYTHOCTEH BIAMNOBIAHO JO THUIY MICIEBOCTI (MiCOK, TpaBa abo ropu). Koxen tun

TEpPUTOpIi Ma€ BIACHUN HAa01p BOPOTiB 1 MPEIMETIB, SIKI BUMAJKOBO BUOMPAIOTHCS 3



43

MOTEPETHHO BU3HAYEHOTO CIHCKY Ta PO3MIMIYIOTHCS Ha JOCTYIMHUX Taiiax.
Po3mimennst BiiOyBa€eThCs 3 ypaxyBaHHSM BIJICYTHOCTI TEPEIIKOMA, KOMI3IH 1
OJIM3BKOCTI 10 MEXK KapTH, 110 3a0e31edye OanaHc rpyu i YHUKHEHHS! HEKOPEKTHOTO
po3tamnnryBaHHs 00’ekTiB. Takuii miaxiz A03BoJis€ (OPMYBAaTH HOBHMA PO3MOILT
BOPOTIB 1 JIyTy KOKHOTO pa3y MpH TeHepallii KapTH, IO MiABUIIYE PeirpadenbHICTh
IPOEKTY.

3.3.1.2 Po3pobka anroputmy pyxy i aiii BOporis

Jlns 3a0e3nedeHHss 0a30BO1 IrPOBOI B3aeMOJI1i OyJI0 peanizoBaHO aJITrOPUTM
pyXy Ta Jii BOPOTiB, IO BKJIKOYAE MPOCTY MOJIENh ITY4YHOro iHTeNneKkTy. Koxken
BOpOI' Ma€ TEBHUW THUIl TOBEAIHKU, SIKUM BU3HAYa€ HOro aKTUBHICTh Yy MeEXKax
JI03BOJICHOTO Imapy (MOBEpPXHi) OCTpoBa. Y pa3i BUSIBICHHS TpaBIsi B MeXax
JIOCSHKHOCTI BOPOT' MOYHMHAE HOTO MEpeciiayBaTH, OPIEHTYIOUMCh Ha BIJICTaHb Ta
HEePELIKO/IH.

VY macuBHOMY CTaHI BOPOT MATPYJIOE JIOKATbHY 00JIaCTh, MEPEMIIIAI0UYNChH
MK BUTNAJKOBUMU TOYKAMHU B Mekax CBOro piBHA. [licis BusiBieHHs TpaBis (B
paziyci 30py) MepeXoauTh Y CTaH MEpPeciiyBaHHs, PO3PAXOBYIOYH MapUIPYT A0
mii 3a  gomomoror  A*-amroputmy  (SimpleGridPathfinder). Tlpu mpomy
BPaxOBYEThCS HE JIMIIE MPSAMUI HAMPSIMOK, a M MPOXIJHICTh KIITUHOK, BUCOTHUMI
PIBEHb 1 HASIBHICTh OJIOKYIOUHMX 00’ €KTIB.

Bci il Bopora CHHXpOHI30BaHI 3 aHIMallMHUMHM THOJISIMH Ta OOpPOOKOIO
mkoau. I1i yac ataku rpaBelb OTPUMYE MOIIKOJIKEHHS, sIKE BiHOOpakaeTbCs yepes
cucteMy 310poB’s. Takox BpaxOBaHO 3aCTOCYBaH HA €(PEKTIB, TAKUX SIK OTPYEHHS,
YHOBUIBHEHHS Ta MiJINaJl, SKIIO0 BOPOT BOJIOJIE BIAMOBITHUMHU 310HOCTAMHU. Takuit
anropuT™M 3abesneuye 0a3oBy, ajne (PyHKIIOHAIbLHY OOMOBY CHCTEMY, SIKY JIETKO

MaciTadyBat abo yCKIIaIHIOBaTH Y MailOyTHbOMY.
3.3.2 Onuc CTpYyKTYpH TaOIUIb XapaKTEPUCTUK

VY npoekTi K 3aci0 30epiraHHs JaHUX BUKOPHUCTOBYIOThLCS BOY10BaH1 TaOIuUIIl

nanux. Onuc nux Tadauib HaBeaeHo y Tabmuisx 3.3 — 3.4,
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Taomund 3.3 — Onuc tadbnui CharacterStatsBase

Ha3Ba nmonsa Tun gannx Omuc
level int [ToTounuii piBeHb MEPCOHAKA
maxHealth float MakcuMmaibHe 3Ha4eHHS 37I0pOB’ S
_currentHealth float [ToTouHe 3HaUEHHS 37I0POB’ S
damageResistance float BiacoToK 3HMKEHHS BX1IHOI IIIKOIA

VIMOBipHiCTh TIOBHOTO irHOpYBAaHHS
damagelgnoreChance | float o

BX1JTHOT aTaku
baseDamage float ba3zoBa mikona npu 3BuyaiHii araii
attackRate float KinbKicTh aTak Ha CEKyHLy
attackRange float JlanbHICTh aTaku
critChance float [[Tanc HaHECEHHS KPUTUYHOTO Yapy

MHOXHHUK TIKOAA TPU KPUTUIHOMY
critMultiplier float _

yAap1
isRanged bool Yu € araka AUCTAHITIHHOIO
arrowSpeedMultiplier | float MHOXXHHK HMIBUAKOCTI CTPLIH
moveSpeed float [ToTouHa MIBUIIKICTH MTEPCOHANKA
originalSpeed float [TouaTkoBa 6a30Ba MIBUIKICTD
bonusSpeedTimer float Taitmep 111 OOHYCHOI IBUAKOCTI
bonusSpeed Amount float 3HaueHHs1 OOHYCY J10 IIBHUIKOCTI

Uu Mae aBTOMaTU4YHUN OOHYC 10
hasAutoSpeedBoost bool

[IBUIKOCTI
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Ha3Ba nmonsa Tun nanmx Omuc
. Yac HACTYMHOTO CHpalbOBYBaHHS
nextAutoBoostTime float
aBTO-00HYCY
1sDead bool Craryc — 41 MEpTBHI IEPCOHAK
isBurning bool Craryc — edekr minany akTUBHUN
burnTimer float Yac 10 3aKiHUCHHS TIIaIy
burnDamage float [IIxoxa B mignamy
isPoisoned bool Craryc — e(eKT OTpy€eHHS] aKTUBHUMA
poisonTimer float Yac 10 3aBepIICHHS OTPY€EHHS
poisonDamage float [IIkona BiJ OTpY€EHHS
' Uu 3acTOCOBY€ThCS TIANai MpU
burnOnCrit bool '
KPUTUIHOMY yaapi
. Uu 3acTOCOBY€THCS TIiANail MpHU
burnOnHit bool '
3BUYaHOMY yzapl
. Yu wmae OOHyC MNpOTH OTPYEHHX
bonusVsPoisoned bool '
BOPOTiB
. Otpumye OOHYC, SIKIIO OTPYEHHH 1
hasToxicBoostWhenLow | bool
Ma€e Majo 370pOB’s
OTpuMye 4YaCTHHY IIKOAM HAa3aj SIK
hasBloodRefund bool .
JIKyBaHHSI
Mae maHc Ha NPUCKOPEHHS IIpU
hasBeastSpeedBoost bool

MopaHeHH1
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Ha3Ba mmonsa Tun nannx Omuc
HImoBipHICTh MONBIHHOTO
doubleShotChance float .
MOCTPLTY
_ Uu 3anumiae MITKM Ha
attacksMarkEnemies bool
BOpOTax
Yu orpumye OOHYC Mpu
hasSniperBonus bool CTpiIOl 3 JaJIeKoi
BlJICTaHI1
Yu OyB yKe
sniperBonusApplied bool 3aCTOCOBaHUMU
CHalimepchKuii 60HYC
. MiHiMaIbHA B1JICTaHb
sniperBonusRange float
Juist OOHyCy cHalnepa
. bonycHa mkoma mnpu
sniperBonusDamage float o _
BEJIHKIiH BiJCTaHi
attacksSlow bool Yu ynoBiIbHIOE aTakaMu
. TpuBasicTh edexty
slowDuration float .
YHOBIIbHEHHS
NMOBIpHICT BUKJIHUKATH
slowChance float _
YHOBUIbHEHHS
Y Moxe CcaMOCTIHHO
canAutoHeal bool .
J1KyBaTUCh
Yac  kynmmayny oA
autoHealCooldown float .
CaMOJIIKyBaHHS
Biacorok 3m0poB’s, 110
autoHealPercent float .
BiTHOBITIOETHCS
_ Yac OCTaHHBOT'O
lastTimeHealed float

BITHOBJIEHHS
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Ha3Ba mmonsa Tun nannx Omuc
_ Koedimient  nmikyBaHHS
onKillHealFactor float .
Ipy BOMBCTBI
3Ha4YCHHS OCTaHHbOI
lastDamageTaken float
OTPUMAHOI LIKOJAX
. Yac OCTaHHBOTO
lastDamageTakenTime float
OTPUMAaHHS IIKOAU
. Ckinpku  1IKoau — Oyno
lastEnemyHitDamage float
3aBJIaHO BOPOTY
Koopaunaru
lastPosition Vector3 MOonepeaAHbO1 MO3UITIT
HEepCoOHaXa
o Yac 0€e31IIbHOCTI
standing Timer float o
(cTosTYM Ha MicCIIl)
‘ _ _ Yn  nepcoHax  3apas
1sStandingStill bool
HEPYXOMUI
_ _ _ Yu oTpyro€ arakyro4yoro y
retaliatePoisonOnHit bool . .
BIJIMOBIIb
. Yu aKTMBOBAHO PEXUM
comboStrikeEnabled bool
KOMOO-aTaku
. . Mae  szaxuecr  micid
hasShieldFortify bool
OTPHUMAHOI KON
. _ TpuBamicte  3aXHMCHOTO
fortifyDuration float
CTaHy
. Tanmep aKTUBHOCTI
fortifyTimer float
3aXUCTY
o Yun  mae  mepcoHax
hasPiercingShot bool

MPOHUKAIOUY aTaKy




48

[Tponorxxenus Tadmui 3.3

Hazsa nmons Tun nanux Omuc
Yu JOCTYIIHA
transmuteReady bool _
TpaHCMyTallis
Kynnayn TUTS
transmuteCooldown float .
TpaHCcMyTallli

Taitmep [0 MOBTOPHOTO
transmuteTimer float BUKOPHUCTAHHS

TpaHCMyTarlii

Ta6muns 3.4 — Onuc tabauii EnemyStats

HazBa mmons Tun manux Omuc

Busnayae, uyu ciifg
loadSceneOnDeath bool 3aBAHTAXKHUTH  CIICHY

MiCTIst CMEPTi BOpora

HasBa cuienn, siky ciif

sceneToLoad string 3aBAHTAXUTH  MICISA
CMEPTI
MaxkcumanbsHe
maxHealth float 3HAQUEHHS  370pOB’s
BOpOTa
[ToTounuii pIBEHBb
_currentHealth float

3I0pOB’ sl BOpora

bazoBa mkoma, sKy

baseDamage float 3aBJa€ BOPOT ITiJ Yac
aTaKku

. Craryc — u4m BOpor

1sSlowed bool

CIIOBUIIbHEHUH
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Ha3Ba mmonsa Tun nannx Omuc
Taiimep edekry
slowTimer float .
YIOBITHHEHHS
I[loTrouyna MIBUAKICTE
speed float
PYXy Bopora
o bazoBa  MmIBUIKICTH
originalSpeed float .
Bopora 0e3 e(eKTiB
. Craryc — 41 MepTBUM
1sDead bool
BOpOT
o Craryc — u4m Bopor
isPoisoned bool
OTPy€HHUI
' ' Taiimep eexTy
poisonTimer float
OTPYEHHS
Craryc — 4m Bopor y
1sBurning bool .
BOTHI
Taitmep edexry
burnTimer float .
inaty
Ywu BimMiYE€HHI BOpOT
1sMarked bool (Hampukiam, JUTS
OOHYCHOT IIKOJIN)
o bazosuii KOJIIp
originalColor Color
CIIpaliTy BOpora
[Tocunanus Ha
KOMITOHEHT
healthbar Healthbar .
B1I00pakeHHS

310pOB’ A
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Ha3Ba mmonsa Tun nannx Omuc
[Himanizamis
Start() void napameTpiB npu
3aITyCKY
OHoBIIEHHS TaliMepiB
Update() void edexTiB, craryciB Ta
CTaHy
' O6poOka oTpuUMaHHS
TakeDamage(float) void
HIKOAU
. . 3actocyBaHHA €heKTy
ApplyPoison(float) void
OTPYEHHS
. 3actocyBaHHS €heKTy
ApplyBurn(float) void _
mianany
. 3acTocyBaHHA €(QEKTy
ApplySlow(float) void .
YIOBITHHEHHS
[I{oxanpoBa oOpoOka
HandlePoison() void
OTPYEHHS
[IloxanpoBa 00poOKa
HandleSlow() void '
YIOBIJIbHEHHS
[loxagpoBa 00poOka
HandleBurn() void _
1rnany
IToBeprae CTaryc
IsDead() bool '
CMEpTI
_ . Bukiukae CMEPTH
Die() void

BOpOTa
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ITponorxenus taduii 3.4

Ha3Ba mmonsa Tun nannx Omuc
Tumuacosa 3MiHA
. KOJbOpY (HAaINpUKIas,
FlashColor(Color) void _
npu OTpUMaHHI
IITKOJTH )
. [ToBepHEHHS KONIBOPY
ResetColor() void
710 TTIOYaTKOBOTO
' 3aBaae MIKOIM 111 IT1T
AttackTarget(CharacterStatsBase) | void
qac araku
Bumunkae koMnoneHTH
DisableScripts() void miciast cMepTi abo B
0COOJIMBUX CTaHaX
Onuc  yrtwit, O0i0mioTeK Ta I1HIOIOTO CTOPOHHBOTO  MPOTPAMHOTO

3a0e3nedYeHHs, 0 BUKOPUCTOBYETHCSA Y po3po0Ili HaBeeHO B Ta0auIl 3.5.

Tabmuusg 3.5 — Onuc yTuimt

Ne | HaszBa ytuiitu

/o

Onuc 3acTOCyBaHHSA

1 Unity

OcHOBHE cepeoBHUIle PO3POOKH, Yy SKOMY peandi30BaHO
ITPOBY JIOTiKY, T€HEpaIlilo PiBHIB, 1HTep(eiic kopucTyBaya

Ta KepyBaHHsS 00’ €KTaMHU CIICHHU.

2 Visual Studio

InTerpoBane CEpelOBUILE pO3poOKH, 110
BUKOPUCTOBYBAJIOCS JJIsI HanmucaHHs koxy Ha C#, Horo

HajaropkeHHs Ta iHTerparii 3 Unity.

3 Krita

['padiunuii perakTop, SKUH 3aCTOCOBYBABCSI /111 CTBOPEHHS
Ta penaryBanHs 2D-pecypciB, 30KkpeMa 1KOHOK 1HTepdeicy

Ta TEKCTYP.
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Texctu mnporpaMHOTO KOAY HaBEIEHI B OKpeMoMy JOKyMeHTI «Tekct

IporpamMm.
3.4  Amnani3 0e3rnexKu JaHux

One Man Army € OIHOKOPHCTYBAI[bKHM ITPOBHM 3aCTOCYHKOM, SIKHMA
MOTIIUPIOETHCS 32 MPUHITATIOM «as-i$» — TOOTO B TOTOYHOMY BUTJISAI, 0€3 TapaHTii
3 00Ky pO3poOHMKA HIOJ0 TEXHIYHOI MiATPUMKH, CTAOUIBHOCTI ab0 OHOBIICHbB.
OckinbKM Tpa He Tiepeadavae MEpEKeBO1 B3aEMOI11, peecTpallii 0011KOBUX 3aIKCIB
Yy 0OMiHY JaHUMH 3 BiJAJICHUMHU CEpBEpaMU, MMOTEHL1HI pU3UKH O€3MEKU 3BE/ICHI
710 MiHIMYMY. Y Cl JIli B Tpl BUKOHYIOTHCSI JIOKAJIbHO Ha IPUCTPOi KOPUCTyBaya, TOMY
BIJIMOBIJIAJIBHICTG 32 30€peKEHHA JaHUX, 3aXHUCT TMPUCTPOIO Ta CHCTEMHI
0oOME)XEHHS TOBHICTIO TMOKJIQJa€eThCsl Ha caMoro kopuctyBada. Po3poOka He
BKJIFOYAE CHUCTEM 300py 4u OOpOOKM MepCcOHaNbHOI 1H(OpMaIlii, 0 J0AATKOBO

3MEHIITY€e MoTpedy y BOPOBAKEHHI OKpPEMHX 3ac001B KiOep3aXHCTYy.
BucHOBKY 10 po3aiTy

Y ngaHoMy po3aini OyJio pO3TISHYTO TIPOIeC peatizailii KIHYOBHUX
(GyHKIIIOHATBHUX KOMIIOHEHTIB 1IrpoBOro npoekty «One Man Army», CTBOPEHOTO
Ha pyurii Unity. OCHOBHY yBary mpuJIiJIEHO MPOIEAYPHINA reHeparlii irpoBoi KapTH,
MOBEJIIHIII BOPOTiB, JIOTIIl MM TpaBIld, a TaKoXX cUcTeMaM iHTepdeiicy, 0010,
1HBEHTaps Ta 0OpoOKM cTaTycHUX edekTiB. Po3pobka 0XOIuIoe K redMIuienny
YaCTUHY, TaK 1 TEXHIYHI aCMEKTHU OpraHi3allii apXiTeKTypH, KOy Ta BHYTPIIIHbOI
B3a€MO/I1i 00’ €KTIB.

AJTOopuTM mpoleAypHOI TeHepallii 3abe3rneuye CTBOPEHHS YHIKAIbHOTO
OCTpOBa 3 pi3HUMHU Oiomamu (IICOK, TpaBa, rOpH), aBTOMATUYHUM JOJaBaHHIM
MOCTIB MIXK 30HaMH, TEHEpalli€elo CTiH, ApaOuH, KonakaepiB 1 TiHen. Ilicns
CTBOPEHHSI CEepeJIOBUIIA, OKpEeMi MOJYJl BIAMOBIAIOTH 32 PO3MIIIEHHSI BOPOTIB 1
IpeAMETIB Ha KapTi 3aJie’HO BiJ TUIy MOBepxHi. lle 03BoJisie JOCATTH BUCOKOT

BaplaTUBHOCTI U peirpadenbHOCTI.
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VY rpi peanizoBaHO MOBHOIIIHHY CUCTEMY YIIPABIIHHS MEPCOHAKEM: PyX MIXK
pIBHSIMH BUCOTH, OOWOBI 1ii (araka, cTpiibOa, KOMOO), OTpMMAaHHS IIKOJIU Ta
cmepti. IHBeHTap mgo3BoNAE mimOWpaTH TpEAMETH, SKi  BIUIMBAIOTh Ha
XapaKTEPUCTUKNA KOXKHOTO 3 TPhOX MEPCOHAXKIB 1HAMBIAyaTbHO. Boporum maioTh
6azoBuii LI, mo nepenbayae marpyrOBaHHS, TIEPECTiTyBaHHS TPABISI Ta aTaKy 3
NOoJabIIUM BiACTynoM mix yac kyngayny. s Ul peanizoBani eneMeHTH 310pOB’ s,
1HBEHTAaps, Nay3H, Ta MIAKA3KK B3a€EMO/1i 3 00’ €KTaMU. Y Cl CUCTEMU PEali30BaHO y
BUIJISIII OKPEMHMX MOJYJIB 13 MOXJIMBICTIO MaclITa0yBaHHA a00 MOBTOPHOTO

BUKOPHUCTAHHA B 1HIITAX IIPOEKTAax.
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4 AHAJI3 AKOCTI TA TECTYBAHHA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

4.1 Awnam3s axocti [13

Mertpukamu 17151 omiHKH sikocTi [13 oOpano HacTymHI:

- HagiiHicTh (reliablility) — BiacyTHICTP HeTOYHOCTEH Yy pPoOOTI
3aCTOCYHKY, 13 3aBx1u Buaae ouikyBaHi (mepeaodadyBaHi pe3yJbTaTh);

- HiATPpUMYBaHICTh (maintainability) — 3po3yminicTh Ta MOAYJIbHICTh
KOy, JETKICTh BHECEHHSI 3M1H JI0 HbOI'O Ta HOTO CYIPOBOY;

= noBTOpIOBaHICTh Kony (duplications) — BIACYTHICTH HMOBTOPIOBaHb
BEJIMKUX (ParMeHTiB KOAY (BUHECEHHS TaKOl JIOT1IKM B OKPEM1 METOJIH).

MeTpuku SKOCTI KOJy OIIIHIOBIHUCS 3TiTHO 3 KPUTEPISIMH, HABEICHUMH Yy
[24]. Unity Manual [5] Ta Script Reference [ 12] BukopucToByBasmcst 1yisi iepeBipKu
BIJITOBITHOCT1 CTaHIapTaM PYIIIis.

Kox npoekTty peanizoBaHo 3 TOTpUMaHHSAM 0a30BUX MPUHIUIIB CTIHKOCTI:

- kirouoBl metonu (Start, Update, TakeDamage, Die) micTaTh nepeBipku
Ha null, 06pobKxy momuok (try-catch) abo joryBaHHsI BUHSATKIB;

- B 00poOmi 3itkHeHb (OnTriggerEnter2D, OnCollisionStay2D)
nepeadadeHo MepeBipKy BIAMOBIAHOCTI 00’ €KTIB Ta CTATYCIB;

= OUIBIIICTh KOMITOHEHTIB (Hampukiag, CharacterStatsBase,
EnemyStats) MatoTh BHYTpIIlIHI OOMEXXEHHS i YMOBH I YHUKHEHHS] HEKOPEKTHOT
JIOTiKY (HAMPUKJIIAJ, YHUKHEHHS aTaK! MICIs CMEPTI).

Kon npoekty 100pe CTpyKTypOBaHUIA:

- BUKOPUCTOBYIOTbCA OKpemi kiacu 1is porned (CharacterActions,
PlayerMovement, InventoryManager, EnemyAl To10);

- € IPUKJIAJAN MOIYJIBHOT apXITEKTYpHU — OUTBLIICTh KJIACIB MAaIOTh BY3bKY
B1JITOB1JAJIbHICTB;

- Ha3BW 3MIHHHUX 1 METOJIB OMKCOBI (Hampukiaa, ActivateBonusSpeed,

TriggerTransmutationEffect);
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- OCHOBHA JIOT1Ka PO3HECEHA MO0 METOAaX CEepPeIHbOI JOBXKUHU — PiJIKO
nepesuirye 50 psiKiB, MO CIIPOIILY€E YUTAHHS U pelaryBaHHS.

VY mpoekti OneManArmy 3arajoM CHOCTEpIraeTbecsi 100pe CTPYKTYPOBaHHIMA
KOJI, OJTHAK OKpeMi MOBTOPIOBaHI MAaTEpPHU — Taki K 1HIIIaMi3alllsi KOMIOHEHTIB,
BUKIMKM MeToniB Start, TriggerTransmutationEffect, Die — noBroproroTbes y
CXOkuX Kiacax. lle moscCHIOeTbCA YHIPIKOBAHMM MIJXOJOM J0 peai3arii
MOBEJIIHKY MEPCOHAXIB, 1110 POOUTH JIOTIKY MOCIIIJOBHOIO Ta MepedaqyBaHoIo.

Takuii piBeHb MOBTOPEHHS € MPUUHATHUM It Unity-po€eKTy 3 MOAI0HO0
apXiTEKTYpOI0 Ta HaBITh TMOKpAIlye€ YUTAOCNBHICTh IS HOBUX PO3POOHUKIB,
OCKIJIBKH CTPYKTYpa METO/I1B OJTHAKOBA B KO)KHOMY ME€PCOHAXKI.

VY nepcnekTuBi, Ipy 3pOCTaHHI POEKTY, YACTUHY CHUIBHOT HOBEIIHKH MOKHA
BUBECTH B 0a30BMM Kjac ab0 YTHIITH, IO JO3BOJMUTH e OlJbIe CKOPOTHUTHU

ny0JIFOBaHHS 0€3 BTPATH SICHOCTI KOJY.
4.2 Onwuc nporneciB TECTYBaHHS

TecTtyBaHHS BUKOHYETBCS 3TigHO JOKyMeHTY «lIporpama Ta meroauka
TECTYBaHHS.

byno BukoHaHe MaHyalabHE TECTyBaHHS IPOTrPaMHOI0 3a0e3IeUeHHs, OIHIC
BIJIMOBIAHUX TECTIB HaBeACHO y Tabauix 4.1 —4.11.

Tabmuns 4.1 — Tect 1.1 TlouaTtok rpu KopuctyBaya

IlowarkoBuii  craH | KoprcTyBad 3HaXOAUTHCSA B IOYaTKOBOMY MEHIO.

CUCTCMH

BxigHi mani Harucuenns knonku “Play”.

Omnuc mposeneHus | KopuctyBad 3HaxoquThCs B roJIOBHOMY MeHI0. KoprctyBau

TECTY HaTuCKae KHOTKY “Play”.

OuikyBaHu# ['paBI1s IEPEHOCUTH HA MEPIINI PiBEHb.
pe3ynbrar

DaKkTUYHUM 30iraeThcs 3 O4IKyBaHUM.

pe3ynbTar




Tabmuus 4.2 —
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Tect 1.2 Pyx rpaBus

IlouarkoBuil cTan

CHUCTCMH

KopucTyBau 3HaX0AUTHCS HA ITPOBOMY PiBHI.

Bxiau1 mani

Harucnenns kHOMOK pyXy.

Ormnc KopuctyBau 3HaxXoguThCsi Ha IFPOBOMY pIBHI 1 HaTHCKae
POBEJICHHS KHOIIKH PYXY.

TECTy

OuikyBaHui I'paBens pyxaernces.

pe3yJsbTar

DaKTUYHUN 301ra€ThCs 3 OUIKyBaHUM.

pe3yJbTar

Tabmuns 4.3 — Tect 1.3 3miHa moBepXy IpaBIlst

IlouarkoBuil cTan

CHUCTCMH

KopuctyBad 3HaX0AUTHCS HA iITPOBOMY PiBHI.

Bxiaa1 maxi

HarucHenHst kHONKM Ha apaOuHi.

Ornnc KopuctyBau 3HaxXoguThCsi Ha IFPOBOMY pIBHI 1 HaTHCKae
MIPOBEJICHHS KHOITIKY Ha JIpaOuHi.

TECTy

OuikyBaHu# ['paBens mepeminnyeTbcs Ha 1HITUN TTOBEPX.

pe3ynbTar

DaKTUYHUM 30iraeThCs 3 O4IKyBaHUM.

pe3yabrar

Tabmuns 4.4 — Tect 1.4 3miHa mepcoHaXIB

IlouarkoBuil cTaH

CUCTCMH

KopucrtyBau 3HaX0QUTHCS HA IrPOBOMY PiBHI.

BxigHi mani

HarucHeHHst KHOTIKY 3M1HU MEPCOHAXKA.

Ormuc
MIPOBEACHHS

TECTy

KopuctyBau 3HaxXoguThCsi Ha IFPOBOMY pIBHI 1 HaTHCKae

KHOIIKY 3MIHH IICPCOHAXKa.




57

[Tponorxenus tadmuii 4.4

OuikyBaHU [lepconax 3MiHIOETHCS.
pe3yJsbTar

DaKTUYHUI 30iraeTbCs 3 OUIKyBaHUM.
pe3ynbTar

Ta6muns 4.5 — Tect 1.5 Ataka Ha Bopora

IlouarkoBuil cTan

CHUCTCMHU

KopuctyBau 3HaXonuThCs Ha iIrpOBOMY PIBHI 1 aTaKy€e BOpora.

Bximai maui

HarncHeHHs KHOIIKM aTakH.

Onuc KopuctyBau 3HaXomuThCsi Ha IrPOBOMY pIBHI 1 HaTHCKae
IPOBEICHHS KHOTIKY aTaKy TOpYY 3 BOPOTOM.

TECTY

OuikyBaHHi Bopor orpumye mkony.

pe3yibrar

DaKTUYHUN 30iraeTbcst 3 OUIKyBaHUM.

pesyabrar

Tabnuusg 4.6 — Tect 1.6 OTpuMyBaHHS IIKOIU

IlouarkoBuii cran

CHUCTCMH

KopuctyBau 3HaxoauThCs Ha IrpOBOMY pIBHI 1 OTPUMYE

IITKOJTY.

Bximui maui

3HaX0/PKEHHSI OJTM3bKO CYNPOTUBHHKA.

Onuc KopuctyBau 3HaxoguThCcsi Ha IrpoBOMY piBHI 1 OJH3BKO
IPOBEIEHHS CYIIPOTUBHUKA.

TECTy

OuikyBaHui Bopor arakye 1 HAHOCUTh LIKOY TPABLEBI.

pe3ysbTar

DaKTUYHUN 30iraeTbcs 3 OUIKyBaHUM.

pe3ysbTar
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Tect 1.7 IlinniMaHHS IpEIMETY

IlouarkoBuil cTan

CHUCTCMH

KopuctyBau 3HaXoAuThCS Ha IrpOBOMY PIiBHI 1 TAXOAUTH 10

pPEAMETY.

Bxiau1 mani

KopucTtyBau 3aX0quTh NEPCOHAXKEM HA MPEIMET.

Ormc KopuctyBau 3HaxXonuThCsi Ha IrpOBOMY PiBHI 1 MIIXOAUTH /10
IIPOBEICHHS TIpPEIMETY.

TECTy

OuikyBaHui [Tpeamert nigOupaeThCs B IHBEHTAP.

pe3yJsbTar

DaKTUYHUN 301ra€ThCs 3 OUIKyBaHUM.

pe3ynbTar

Tabnuns 4.8 — Tect 1.8 Ilporpai rpaBus

IlouarkoBuil cTan

CHUCTCMH

KopuctyBau 3HaxXomMThbCcsi Ha ITpOBOMY pIiBHI 1 OTpUMAae

JOCTATHBO IIKOJIN JIJISL IPOTpaIly.

Bxiaa1 maxi

I'paBenib OTpUMYy€ JOCTATHBO MIKOAM JJIs POTPALLYy.

Ornnc KopuctyBau 3HaxonuTbcs Ha IrPOBOMY PIBHI 1 OTPUMYE
IPOBEJICHHS JOCTaTHbO LIKOIM JIJIsl TPOrpallLy.

TECTY

OuikyBaHU BinkpuBaeThCcsi MEHIO MpOTrpaily.

pe3yabrar

DaKTUYHUM 30iraeThCs 3 O4IKyBaHUM.

pe3yJibTar

Ta6muis 4.9 — Tect 1.9 3uuiienHs Bopora

IlouarkoBuil cTaH

CUCTCMH

KopuctyBau 3HaxXogWThCS Ha ITPOBOMY pIiBHI 1 HAaHOCHUTH

JOCTATHIO KIJIbKICTh IIKOJIU JUIsl 3HUILICHHS! BOPOTa.

BxigHi mani

KopuctyBau HaHOCHTH JOCTATHIO KUIBKICTh ILIKOAW JUIS

3HUILEHHS BOPOra.

Onuc
MIPOBEACHHS

TECTy

KopuctyBau 3HaxXomuTbcsi Ha IrpOBOMY piBHI 1 HAHOCHTH

JOCTATHIO KIJIBKICTh IIKOJIW ISl 3HUIIICHHS BOPOTa.
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[Tponorxxenus tadmui 4.9

OuikyBaHu# Bopor 3HuliyeThes.
pe3ynbrar

DaKTUYHUI 30iraeTbCs 3 OUIKyBaHUM.
pe3ynbTar

Tabmuus 4.10 — Tect 1.10 Ilepexin Ha HOBUI pIBEHb

IlouarkoBuil cTan

CHUCTCMHU

KopuctyBau 3HaxomuTbcsi Ha IrpoBoMy piBHI 1 30upae 4

dbparMeHTH KapTH.

Bximai maui

Kopucrtysau 30upae 4 hparmenTu KapTu.

Onuc KopucryBau 3HaxoguThCcsi Ha IrpoBOMYy piBHI 1 30upae 4
IPOBEICHHS dbparMeHTH KapTH.

TECTy

OuikyBaHuUM ['paB1s mepeHOCUTHh HA HACTYITHUN OCTPIB (PIBEHB).
pesyabTar

DaKTUYHHN 301ra€eThCs 3 OUIKyBaHUM.

pe3ynbTar

Tabmuus 4.11

— Tect 1.11 Ilepemora rpaBus

IlouarkoBuii cran

CHUCTCMH

KopuctyBau 3HaXoquThCsi HA OCTaHHBLOMY ITPOBOMY PiBHI 1

nepemMarae 6oca.

Bximui maui

Kopucrtysau nepemarae 6oca.

Onuc KopuctyBau 3HaxXoMUThCsI HA OCTAaHHBLOMY ITPOBOMY PiBHI i
POBEACHHS nepemMarae 0oca.

TECTy

OuikyBaHui I'paBLs NEPEHOCUTH HA MTAHENb EPEMOTH.

pe3ysbTar

DaKTUYHUN 30iraeTbcs 3 OUIKyBaHUM.

pe3ysbTar
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4.3  Onuc KOHTPOJILHOTO MPUKIIATY

Y KOHTpONBHOMY MNpuUKIaAl OyJe OMUCaHO MpPOLEC T'PU TPaBLs TaKOXK
MOJKJIMBICTB HOTO mporpamry abo Burpamry. [Ipu po0oTi 3 rpadikoro opieHTyBaBcs

Ha Krita Manual [9].

BinkpuBaeThcs irpoBuil 3aCTOCYHOK 3 CTapTOBOTO MeHIO (puc. 4.1).

Pucynok 4.1 — CrapToBe MeHIO

[Ticns HatucHenHs kHomKU «Play» rpaBenp morparisie Ha NEpIIMA OCTPIB

(puc. 4.2).

Pucynok 4.2 — I'paBenis 3acraBHEHUH Ha MEPIIOMY PiBHI
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[Ipu HaTUCKaHHI KJIaBILI pyXy NEPCOHAXX NOYMHAE pyXaTUCh (puc. 4.3).
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Pucynok 4.3 — Pyx rpaBus
[Ipu HaTHCHEHHI KHOMIKY 3MIHM TIOBEPXY Ha JpaObuH1 rPpaBellb MePEMIITy€EThCS

Ha 1HIUH oBepx (puc. 4.4).
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Pucynok 4.4 — 3mina moBepxy rpaBiis

[Ipy HATHCHEHHI KJIaBill 3MIHM MEPCOHAXIB MEPCOHAXK 3MIHIOETHCS (pHC.
4.5).
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Pucynok 4.5 — 3mina nepcoHaxa

Skio BOpOT 3HAXOMUTHCS B Jiana3oHl aTakKu TO BiH OTPUMYE MIKOTY (pHC.

4.6).

PucyHnok 4.6 — Araka Ha Bopora

Konu Bopor momivae rpaBiisi, TO BiH aTaKye 1 MEPCOHAXK OTPUMYEMO TITKOTY

(puc. 4.7).
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Pucynok 4.7 — Bopor atakye
Sxuo 1o mpeaMery MiAINTH, TO BiH aBTOMAaTUYHO IEPEHECeThCs HaM B
iHBeHTap (puc. 4.8).

Pucynok 4.8 — [ligHiMaHHS IpeaMETY

[Ipy oTpumaHHI JOCTAaTHBOI KIUIBKOCTI IIKOAM TpaBelb Mporpae i

BIJIKPHBAETHCSI MEHIO mporpanty (puc. 4.9).
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PucyHnok 4.9 — Menro nporparry

[Ipn HaHeceHHI MOCTaTHHOI KUTBKOCTI IIKOAM, TMEPCOHAXK 3HUIIYE BOpPOTa

(puc. 4.10).
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Pucynok 4.10 — 3HuiieHHs Bopora
[Ticns mepemoru Haj ¢iHadbHUM OOCOM TIpaBIsl MEPEHOCUTh B MEHIO

nepemoru (puc. 4.11).
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Pucynok 4.11 — MeHtio niepemoru
BucHoBku 10 po3ainy

VY upomy po3aii Oyio 3A1HCHEHO OIIHKY SIKOCT1 pO3pO0JIEHOr0 MPOTPaMHOTO
3a0e3nedYeHHs] Ta MEepPEeBIPEHO MOro BIAMOBIIHICTh (DYHKI[IOHAIBHUM BHMOTaM,
BU3HAYECHHUM Y APYTOMY PO3JLIL.

Jns  anamizy skocTi  Oyno BHOpaHO Takli METPUKH: HAAIHHICTB,
MiTPUMYBAHICTh, TMOBTOPIOBAHICTh Komy. Iliciast iXHBOTO AETaNbHOTO aHami3y
MOXHa 3pOOMTH BHCHOBOK, IO HAAIMHICTH 1 MIATPUMYBAHICTh Yy TMPOEKTY Ha
BrucokoMy piBHi. [1{ono moBTOproBanocTi koxy, yepes cuerudiky Unity, BoHO Oyne
Ha CEpelHbOMY piBHI, MpOTe MO Mipi MacmTaOyBaHHS AaHUM mapameTp Oyne
MTOKPAIyBaTHCh.

JlonatkoBo Oysi0 po3poOJIeHO TECT-KEHCH, 3a SKUMH TPOBEICHO pydYHE
TecTyBaHHS KII04oBUX (yHKIIH. [TepeBipka 3acBimgumia, Mo 3aCTOCYHOK TTOBHICTIO
BiJIMOBiAae (yHKI[IOHATFHUM BHMOTaM 1 CTallIbHO peajizye BCi 3alllaHOBaHI
crieHapii.

3aBepIagbHUM €TaroM CTaB KOHTPOJbHHUMA NMPUKIIal BUKOpUCTaHHS (end-to-
end), AKuUl MPOAEMOHCTPYBAB MOBHOIIIHHE MPOXOJKEHHS 1TPOBOr0 IUKIY — BIJl
3alyCKy piBHS JI0 B3a€MOJII1 3 OCHOBHUMHU ITPOBUMM MEXaHIKaMH, IO J03BOJISIE
BIICBHEHO CTBEP/KYBaTH Mpo TroTOBHICTH [I3 10 momanwinoi iHTerpamii Ta

BUKOPHUCTAHHA.
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5 PO3TI'OPTAHHA TA CYHPOBIA ITPOI'PAMHOI'O 3ABE3IIEYEHHS
5.1  Posropranss nporpamMHOro 3abe3nedeHHs

Jlsist po3ropTanHst po3po0JIEHOTO MPOrpaMHOro 3ade3neueHHs 0yyino oOpaHo
Unity sk OCHOBHE CEpeIOBHINE PO3pOOKH Ta MOOyAoBH MpoekTy. Unity Hamae
BOY/IOBaHI IHCTPYMEHTH JJISI €EKCIIOPTY MPOEKTIB HA Pi3HI MIATHOPMH, BKIIOYAIOUN
Windows, Android, WebGL Ta iami. OCHOBHOIO 1IJIbOBOIO MJIATGPOPMOI0 00paHO
MacOS (Cuctema po3po0biisiiacs 3 ypaxyBaHHSIM IPUHIIUIIB KPOCIIAT(HOPMEHOCTI,
onucanux y [13], [22].) y Burasii standalone-3acTocyHKy, 1110 JJO3BOJISIE€ 3aITyCKATH
rpy ©0e3 BCTAHOBJEHHS JOJATKOBUX IHCTPYMEHTIB. XMapHE pO3rOpTaHHS
HaJMXaJI0Ccs MPUKIIagaMu, OIy0IIKOBaHUMU Yy criibHOTaxX [14], [20].

Pozropranns npoekTy nepeadadyae HaCTyIHI KPOKH:

[TinroToBka cepenoBuia:

- BcranoBuTu Unity Hub;

— 3aBaHTAXUTHU Ta BCTAHOBUTH BiAMOBIIHY Bepcito Unity (BUKOpUCTaHy
y MPOEKTI);

- NIEPEKOHATHUCS, IO BCTAHOBJICHO Momym s tuiatrgopmu Windows
Build Support.

3aBaHTAKECHHS MPOEKTY:

- KJIOHYyBaTH a00 3aBaHTAKUTH perno3uTopiit npoekty 3 GitHub;

- BIJIKpUTH Tarky rnpoekty B Unity Hub.

BiakputTs npoexry:

- Bimkputu poekT y Unity uepes Unity Hub;

- JIOYEKATUCSl TIOBHOTO 3aBAaHTAKEHHS BCIX pecypciB (MOKe 3aillHATH
NeKiIbKa XBWINH) (puc. 5.1).

HanamryBanus napameTpiB 301pKu:

- y Unity nepeiitu 10 mento File — Build Settings (puc. 5.2);

= oOpatu uuboBy miardopmy (Hanpukiaa, PC, Mac & Linux Standalone
— Windows);

— oOpaTu CTapTOBY CIIEHY IS 301pKU;
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- HatucHyTH Add Open Scenes, 106 g07aTH Ti 10 CITUCKY.

CrtBOpeHHs 301pKH:

- HaTUCHYTH Build;

- BKa3aTH JUPEKTOPIIO JJIs1 30eperKeHHs 301pKH;

- JI0OYEKATHUCS 3aBEPILICHHS MPOIIECY KOMIIISIIII.

3anyck 3aCTOCYHKY:

— NEPEUTH 10 TUPEKTOPii, B AKY OYyJI0 30€pEKEHO MPOEKT;

— 3alyCTUTU TPy TNOABIMHUM KIIKOM (3amylIeHUH 3aCTOCYHOK Ha

pUCYHKY 5.3).

Pucynok 5.1 — IIpoekt B Unity
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Build Settings

Scenes In Build

v Scenes/MainMenu
v Scenes/Levell

v Scenes/Level2

v Scenes/Level3

v Scenes/Level4

v Scenes/Win

B wpNp O

wn

Add Open Scenes

Platform CJ Windows, Mac, Linux

;] Windows, Mac, Linux macOS v
hite g Intel 64-bit + Apple silicon ¥

E Dedicated Server

HTML

E WebGL

Default

Asset Import Overrides
No Override
Texture Comp on No Override

Player Settings... Build And Run

Pucynok 5.3 — 3anmyiieHuii 3aCTOCyHOK
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5.2 Cymposiz nporpamMHOro 3ade3neueHHs

[HCTpyKIis KOpHCTyBaya HaBelI€HA B OKPEMOMY JOKYMEHTI «KepiBHHUIITBO
KOPUCTYBauay.

Jlns 3abe3nedeHHs TOBrOTPUBAIOl MIATPUMKUA Ta OHOBIIEHHS MpoekTy One
Man Army Oyno mepeadadeHO BUKOPUCTAHHS CHUCTEMH KOHTpPOJo Bepciid Git y
3B’s1311 3 GitHub six ocHOBHUM cxoBuIieM Koy, a Takox GitHub Actions sik 3aco0y
CI/CD nns aBTOMaTu3allii MpoleciB po3ropTaHHs, TECTYBaHHS Ta aHai3y SIKOCTI
KOAY.

CTBOpEeHHS HOBOTO BHWITYCKY TpH TIOYMHAETHCS B MOMEHT, KOJHM HOBa
cTablibHa Bepcis MPOEKTY MOTpamige y ruiky main penosuropito GitHub, 3
BIJIMOBITHUM TeroM Bepcii y (opmati v*.*.*  ne 3amicTh * BKa3ylTbCs HOMEpa
OCHOBHOI, JIpyropsiAHOi Ta naTy-Bepcii. [licas nboro aBTOMaTU4HO 3aIyCKA€ETHCA

GitHub Actions.
BucHOBKY 10 po3ainy

VY Mexax maHoro po3auty OyJio JIeTajJbHO OMHCAHO MPOLEC PO3rOPTAHHS
PO3p00JICHOTO MPOrpaMHOTO 3a0€3IeUeHHs, peaai30BaHOTO Ha 0a31 IrpOBOTO PYIIIIs
Unity. OcHoBHOIO MIaTHOPMOIO ISl PO3TOPTAHHS MPOEKTY BHUCTYIIA€ JIOKAJIbHA
cucTeMa po3poOHuKa Ta cuctema oesnepepBHoi iHTerpaiii GitHub Actions.

30ipka TpU BHUKOHYETHhCS JOKaidbHO 3a nomomororo Unity Editor, ne
HAJIAITOBYIOTHCS MapaMeTPu E€KCIOPTY JUIsl IMUIhOBOI IMaTdopMu (HAMMPUKIA,
Windows a6o WebGL). [Ins aBTromarm3aiiii po3ropTaHHs OyJi0 BHUKOPHCTAHO
CI/CD-migxin, 3okpema, GitHub Actions, sikuii mo3Bosisie 30upatu Tpy TNpU
KOKHOMY OHOBJICHHI TOJIOBHOI T'UIKM PETIO3UTOPit0 (main).

[Ticns ycnimHOi 301pKM BUKOHYBaH1 (haiiii aBTOMAaTUYHO apXIBYIOThCS Ta
MPUKPIIUIIOIOTHCS 10 HOBOro penizy Ha GitHub, 1o cnportye nocraBky HOBOi Bepcii
IpU A0 KIHIIEBOrO KopucTyBada. JlJi1 AeMOHCTpauliifiHOi Bepcii abo MmyOi4HOro
JOCTYTy TaKOX MOXJIMBE po3roptraHHs 30ipku WebGL, siky MOXHa 3aBaHTaKUTH

Ha XMapHy miargopmy (Hanpukian, Itch.io abo GitHub Pages).
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Ha BinmMiHy Bim TuUmOBUX Be03aCTOCYHKIB, y J/JaHOMY BHUIIAJKy HeE
BUKOPHUCTOBYBaJIaCh KOHTeHepu3allisa yepe3 Docker, ockinbku apxitektypa Unity-
NPOEKTY HE Tmependavae cepBepHOro cepefoBuina uyu 0a3um manmx. llpote
3aCTOCYBaHHS aBTOMAaTHM30BaHOI 30ipKu 3a0e3leuye BHCOKY IMOBTOPIOBAHICThH Ta

KOHTPOJIb HaJ SIKICTIO BUITYCKIB.
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BUCHOBKH

VY Xoal BUKOHaHHSI JTAHOTO AMIUIOMHOTO IMPOEKTY OYyJI0O CIPOEKTOBAHO Ta
peaizoBaHO iIrPOBUIA 3aCTOCYHOK, po3po0ieHuit Ha 6a3i pymris Unity, mo moeanye
B c001 JKaHPOBI €JIEMEHTH eKIIeHy, rogue-like Ta mpomemxypHoi TeHepailii piBHiB.
Metoro po3poOku Oyio CTBOpeHHS (GYHKIIOHATHLHOTO, TEXHIYHO SKICHOTO Ta
MacIITabOBaHOTO ITPOBOTO MPOAYKTY 3 OUHAMIYHUM TEHMIUIEEM, CHCTEMaMu
PO3BUTKY MEPCOHANkA Ta aJaNTUBHOIO MOBEIHKOIO BOporiB. Takox nepeadadaiach
MOKJIMBICTh MOAANBIIOIO PO3IMIKUPEHHS 1IMPOBOI JIOTIKM Ta ONTUMI3ALis MiA pi3HI
mwiarpopmu. Jlana meta Oyna 1OCATHYTa y HOBHOMY 0OCs31.

Ilepen moyaTkoM TeXHIYHOI peainizamii OyJi0 MpoaHaNTi30BaHO KIHOYOBI
TEHJICHIII1 Ta 0COOJMBOCTI KaHPY, 30KpeMa MeXaHIKu 000, IITYYHOI'O 1HTEIEKTY
NPOTHUBHUKIB, MPOLIEAYPHOI reHepaiii Ta miaxoAis no nodynosu Ul. Ha ochoBi
aHajizy 0yso copmoBaHo GyHKIIOHAIBHI Ta He(PYHKIIIOHAIBHI BUMOTH 10 TPH,
BUJIIJICHO KJIFOYOBI KOMIIOHEHTH apXITEKTypu Ta B3a€MO3B’SI3KM MK HUMH. J[7s
M1JIBUIIEHHS KEPOBAHOCTI Ta TOBTOPHOTO BUKOPUCTAHHS JIOT1KH OYJI0 3aCTOCOBAHO
OPUHIIMIN MOJIYJIBHOTO Ta KOMIIOHEHTHOTO MporpamyBaHHs, Tunosi mig Unity-
€KOCHUCTEMHU.

Byno peanizoBaHO HU3KY KIIFOUOBUX CHUCTEM:

- MEXaHIKy NEePEMUKAHHS MIEPCOHAXKIB Ta 1HAMBITyalIbHI
XapaKTepUCTUKU KOXKHOTO;

- OOMOBY CHCTEMY 3 MIITPUMKOIO ONFKHIX 1 TabHIX aTakK, KPUTHUIHUX
yaapiB Ta cTaTyc-eeKTiB;

- QITOPHUTM TIOBEIHKH BOPOTIB 3 MATPYJIOBAHHSIM, MEPECIiayBaHHSM,
BIJICTYIIOM Ta aHaJIi30M PiBHS IMOBEPXHI;

- CHUCTEMY CTaTyCIB 1 IIKOAU (OTPYEHHS, MIJNAaJ, YIOBIILHEHHS);

- MOJ1yJIb F€HEPALlil PIBHIB 3 PI3HUMH TUIIAaMU JaHAmadTiB (ICOK, Tpasa,
ropu) Ta 3’€THAHHSM Mi>K HUMU MOCTaMH;

~ 1HBEHTAp, MiAOIp MPEJAMETIB Ta iX BIUIMB HAa CTATUCTUKY MEPCOHAXKA;

~ Ul-inTepdeiicu ayis 3A0poB’s, 1HBEHTaplo, BUOOpPY MEpcoHa)xa Ta

naysm.
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VY nmporieci po3poOKu BesIMKa yBara npuaisiiacs sKocTi Koay. byio ctBopeHo
JaiarpaMy KjaciB 1 3aJie)KHOCTEH, BHKOHAHO CTAaTHUYHHUM aHaJi3 3a JOIOMOTOIO
SonarCloud, a Takoxx BmpoBa/keHO aBTOMaTn3oBaHi Cl-mporiecu 3a JOMOMOTO0
GitHub Actions. OCHOBHUMH METpPUKaMH aHaTI3y SKOCTI CTalW HAIIHAHICTD,
MiITPUMYBAHICTh Ta TOBTOPIOBAHICTh KOmy. IIpO€KT mMoOKa3aB BUCOKUU pIBEHb
CTPYKTYpPOBAHOCTI Ta CTa01IbHOCTI, a AyOIIOBaHHS KOAY — IOMIpHE i1 O0TpyHTOBaHE
apxitekryporo Unity.

@OYHKI1OHAIBHICTh 3aCTOCYHKY OYJIO MEPEBIPEHO 3a JIOMOMOIOK PYYHOTO
TECTYBaHHS BIAMOBIAHO A0 PO3pOOJIEHUX TECT-KEUCIB. Y pe3ybTaTi NATBEPIKEHO,
II0 OCHOBHI CIeHapii TI'pd BHUKOHYIOTbCS KOPEKTHO, IrpoBa JOTIKa Mpaloe
CTaOUIbHO, @ TOBE/IIHKA BOPOTiB BiAMOBIIa€ OUIKYBaHHSIM.

Taxosx OyJi0 omHMcaHO TPOIIEC JIOKATHLHOTO 3aMyCKy Ta HaJlaroKeHHS TpH, a
TAKOXX 1HCTPYMEHTH, $AKI MOXYTb OyTH BHKOPHUCTAaHI i1 MaiOyTHHOTO
aBTOMatu3oBaHoro nerioro, 30kpema Unity Cloud Build a6o GitHub CI nns
WebGL-36ipok. [lependadeHo MOKIMBOCTI OHOBJIECHHS TpU Ta ii MATPUMKHU yepes
CHUCTEeMY KOHTPOJItO Bepciit Git.

Y miacymMKy MoOKHa 3pOoOMTH BHCHOBOK, IO BCl IOCTaBJI€HI 3aBJIaHHS
BUKOHAHO TIOBHICTIO, @ Me€Ta TPOEKTY JMAOCATHyTa. ITpoBuil 3aCTOCYHOK €
CTaOUTbHUM, (PYHKI[IOHATBHUM, MA€ JIOTIYHY CTPYKTYPY Ta 100p1 EPCIEKTUBH TS
MOIANBIIOTO PO3BUTKY. Cepel MOTEHIIMHUX HAPsIMiB Mall0y THBOT POOOTH MOXKHA
BUJIIUTH  MYJbTUIUICEPHY TMIATPUMKY, PO3IIUPEHHS CIOKETHOI YacTHHH,
BrockoHaneHHss Al ([7], [19]), nokamizamito Ta myOdikaimir0o TpU Ha ITPOBHUX

iatgpopmax.
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IocunaHHs HA peno3uTOPiii 3 MOBHUM TEKCTOM NMPOrPaMHOr0 KOy
https://github.com/simatiz/OneManArmy/

®aiia IslandGenerator.cs
Peasnizamis QyHKIIOHATBEHOI 3a7a41 MPOIEYPHOI TeHepallii OCTPORBIB Ta 3’ € THAHHS

UX OCTPOBIB MOCTaMH.

using UnityEngine;

using UnityEngine.Tilemaps;

using System.Collections.Generic;

public class IslandGenerator

{
public
public
public
public
public

MoTJla OyTHu
public

3HAUTM MicT

public
public

public
public

public
public
public

public
public
public
public

public
public
public

public
public

public
public
public

public
public
public
public
public
public
public

public
public
public
public

MonoBehaviour

int width = 50;

int height = 50;
float scale = 10f;
float islandRadius =
int minZoneSize = 5;
noemHaHa MOCTOM

int maxBridgeAttempts =

20f;
// MiHimMasbpHa K1JbK1CTB

150; // OBMmexeHHS Ha

bool spawnGrass = true;
bool spawnMountain = true;

Tilemap
Tilemap

waterTilemap;
foamTilemap;

Tilemap
Tilemap
Tilemap

sandTilemap;
grassTilemap;
mountainTilemap;

Tilemap
Tilemap
Tilemap
Tilemap

wallTilemap;
higherWallTilemap;
grassLadderTilemap;
mountainLadderTilemap;

Tilemap
Tilemap
Tilemap

grassWallShadowTilemap;
sandWallShadowTilemap;
bridgeShadowTilemap;

Tilemap
Tilemap

grassDirtTilemap;
sandDirtTilemap;

Tilemap
Tilemap
Tilemap

sandBridgeTilemap;
grassBridgeTilemap;
mountainBridgeTilemap;

RuleTile
RuleTile
RuleTile
RuleTile
RuleTile
RuleTile
RuleTile

waterTile;
sandTile;
grassTile;
mountainTile;
wallTile;
bridgeTile;
ladderTile;

shadowTile;
bridgeShadowTile;
grassDirtTile;
sandDirtTile;

TileBase
TileBase
TileBase
TileBase

Tanyais, mo® 30Ha

KinbkicTe cnpod


https://github.com/simatiz/OneManArmy/

public AnimatedTile foamTile;

public GameObject sandEdgeColliderPrefab;
public GameObject grassEdgeColliderPrefab;
public GameObject mountainEdgeColliderPrefab;

public Transform sandColliderParent;
public Transform grassColliderParent;
public Transform mountainColliderParent;

public Transform sandBridgeColliderParent;
public Transform grassBridgeColliderParent;
public Transform mountainBridgeColliderParent;

public System.Action OnGenerationComplete;

private float offsetX;
private float offsetY;

public bool generationCompleted = false;

private HashSet<Vector3Int> placedBridges = new HashSet<Vector3Int>(); //
o6 YHUKHYTHM OyOJIIOBAHHA MOCTI1iB

private HashSet<Vector3Int> placedWalls = new HashSet<Vector3Int>();

private List<HashSet<Vector3Int>> sandIslands = new
List<HashSet<Vector3Int>>();

void Start ()

{
// TeHepyeMO BUIIAOKOBMI 3CyB, MO0 KOXeH pas3 OyB yHIiKaJIbHUM OCTPiB
offsetX = Random.Range (0f, 10000f);
offsetY = Random.Range (0f, 10000f);

if (!spawnGrass) spawnMountain = false;

GeneratelIsland() ;

void GenerateIsland()
{
// OTpuMyeMO I[IOTOUHY [IO3MII1l KaMepu
Vector3 cameraPosition = Camera.main.transform.position;

// OBUMCIIIEMO LEHTP OCTPOBAa BIIHOCHO KaMepu
int centerX = Mathf.RoundToInt (cameraPosition.x);
int centerY = Mathf.RoundTolInt (cameraPosition.y);

// UeHTpyeMO OCTPiB BiOHOCHO kamepu
Vector?2 center = new Vector2 (centerX, centerY);

for (int x = -width / 2; x < width / 2; x++)
{
for (int y = -height / 2; y < height / 2; y++)
{
Vector3Int tilePosition = new Vector3Int (centerX + x, centerY
+ v, 0);
Vector3Int aboveTilePosition = new Vector3Int (centerX + x,
centerY + y + 1, 0);

float distance = Vector2.Distance(new Vector2(tilePosition.x,
tilePosition.y), center) / islandRadius;

float noiseValue = Mathf.PerlinNoise ((tilePosition.x +
offsetX) / scale, (tilePosition.y + offsetY) / scale) - distance;



// Oummaemo cTapl TawmaM nepen BCTAHOBJIEHHSM HOBUX
waterTilemap.SetTile(tilePosition, null);
sandTilemap.SetTile(tilePosition, null);
grassTilemap.SetTile (tilePosition, null);
mountainTilemap.SetTile(tilePosition, null);
wallTilemap.SetTile(tilePosition, null);
higherWallTilemap.SetTile(tilePosition, null);

// BcTaHOBJIeHHs Takyiie Ha BinmoBimui piBui

if (noiseValue <= 0.002f)

{
waterTilemap.SetTile(tilePosition, waterTile);

}

else 1f (noiseValue <= 0.2f)

{
waterTilemap.SetTile(tilePosition, waterTile);
sandTilemap.SetTile (tilePosition, sandTile);
foamTilemap.SetTile (tilePosition, foamTile);

}

else if (noiseValue <= 0.4f)

{
waterTilemap.SetTile(tilePosition, waterTile);
sandTilemap.SetTile(tilePosition, sandTile);
if (spawnGrass)

grassTilemap.SetTile(tilePosition, grassTile);

else

waterTilemap.SetTile(tilePosition, waterTile);
sandTilemap.SetTile (tilePosition, sandTile);
if (spawnGrass)
grassTilemap.SetTile (tilePosition, grassTile);
if (spawnMountain)
mountainTilemap.SetTile(tilePosition, mountainTile);

}

GenerateBridges() ;
GenerateWalls () ;

PlaceEdgeColliders (sandTilemap, sandBridgeTilemap,
sandEdgeColliderPrefab, sandColliderParent);

PlaceEdgeColliders (grassTilemap, grassBridgeTilemap,
grassEdgeColliderPrefab, grassColliderParent);

PlaceEdgeColliders (mountainTilemap, mountainBridgeTilemap,
mountainEdgeColliderPrefab, mountainColliderParent);

PlaceSideBridgeColliders (sandTilemap, sandBridgeTilemap,
sandBridgeColliderParent, sandEdgeColliderPrefab);

PlaceSideBridgeColliders (grassTilemap, grassBridgeTilemap,
grassBridgeColliderParent, grassEdgeColliderPrefab);

PlaceSideBridgeColliders (mountainTilemap, mountainBridgeTilemap,
mountainBridgeColliderParent, mountainEdgeColliderPrefab);

generationCompleted = true;
OnGenerationComplete?.Invoke () ;

}

void GenerateWalls ()
{
for (int x = -width / 2; x < width / 2; x++)
{
for (int y = -height / 2; y < height / 2; y++)



Vector3Int tilePosition = new Vector3Int (
Mathf.RoundToInt (Camera.main.transform.position.x) + x,
Mathf.RoundToInt (Camera.main.transform.position.y) + vy,
0);

Vector3Int belowTilePosition = new Vector3Int(tilePosition.x,
tilePosition.y - 1, 0);

Vector3Int secondBelowTilePosition = new
Vector3Int(tilePosition.x, tilePosition.y - 2, 0);

Vector3Int leftTilePosition = new Vector3Int(tilePosition.x -
1, tilePosition.y, 0);

Vector3Int rightTilePosition = new Vector3Int (tilePosition.x
+ 1, tilePosition.y, 0);

bool isGrassLeft = grassTilemap.GetTile (leftTilePosition) !=

null;
bool isGrassRight = grassTilemap.GetTile(rightTilePosition)
'= null;
bool isSandBelow =
sandTilemap.GetTile (secondBelowTilePosition) != null;
bool isGrassBelow =
grassTilemap.GetTile (secondBelowTilePosition) != null;
// Axmo B Uiy nosmuii € ropa (mountainTile), cTaBMMO 3BUUYANHY
cTiny
if (mountainTilemap.GetTile(tilePosition) != null &&
mountainTilemap.GetTile (belowTilePosition) == null)
{
wallTilemap.SetTile (belowTilePosition, wallTile);
placedWalls.Add (belowTilePosition) ;
grassWallShadowTilemap.SetTile (belowTilePosition,
shadowTile) ;
if (isSandBelow || isGrassBelow)
{
if (Random.value < 0.6f)
{
grassDirtTilemap.SetTile (belowTilePosition,
grassDirtTile);
}
}
}
// SAxwo B Uiy nosmuuii € 3emna (grassTile), cTaBuMO 3MilmeHY
CTiHY
else if (grassTilemap.GetTile(tilePosition) != null &&
grassTilemap.GetTile (belowTilePosition) == null)

{
higherWallTilemap.SetTile (belowTilePosition, wallTile);
placedWalls.Add (belowTilePosition) ;

// Sdxmo 3JjiBa € TpaBa, OOOAEMO CTiHY JIiBOpydY
if (isGrassLeft)
{
Vector3Int leftWallPosition = new
Vector3Int (belowTilePosition.x - 1, belowTilePosition.y, 0);
higherWallTilemap.SetTile (leftWallPosition,
wallTile) ;
}

// SIkmo chopaBa € TpaBa, OOIAEMO CTiHy npaBopyd
if (isGrassRight)
{



Vector3Int rightWallPosition = new

Vector3Int (belowTilePosition.x + 1, belowTilePosition.y, 0);

higherWallTilemap.SetTile (rightWallPosition,

wallTile);

}

sandWallShadowTilemap.SetTile (belowTilePosition,

shadowTile) ;

if (isSandBelow || isGrassBelow)

{
if (Random.value < 0.6f)

{

sandDirtTilemap.SetTile (belowTilePosition,

sandDirtTile) ;

pos

pos

&&

<Y

Y

}

else

{

sandTilemap.SetTile (belowTilePosition, null);
}
}
foreach (Vector3Int pos in placedWalls)
{

Vector3Int belowTilePosition = new Vector3Int(pos.x, pos.y - 1,

Vector3Int secondBelowTilePosition = new Vector3Int (pos.x, pos.y

0);
Vector3Int aboveTilePosition = new Vector3Int (pos.x, pos.y + 1,
bool leftSupport = wallTilemap.GetTile (new Vector3Int (pos.x - 1,
.y, 0)) != null ||

higherWallTilemap.GetTile (new Vector3Int (pos.x - 1, pos.y,

= null ||
grassLadderTilemap.GetTile (new Vector3Int(pos.x - 1, pos.y,
null ||
mountainlLadderTilemap.GetTile (new Vector3Int (pos.x - 1,
0)) '= null;

bool rightSupport = wallTilemap.GetTile (new Vector3Int (pos.x + 1,
0)) != null ||
higherWallTilemap.GetTile (new Vector3Int(pos.x + 1, pos.y,

= null ||

grassLadderTilemap.GetTile (new Vector3Int(pos.x + 1, pos.y,

= null ||

mountainladderTilemap.GetTile (new Vector3Int (pos.x + 1,
0)) !'= null;

bool isCorrectPlacelLadder =

sandTilemap.GetTile (secondBelowTilePosition) != null &&
sandTilemap.GetTile (belowTilePosition) != null &&
higherWallTilemap.GetTile (belowTilePosition) == null &&
higherWallTilemap.GetTile (secondBelowTilePosition) == null &é&
grassLadderTilemap.GetTile (belowTilePosition) == null &&
grassLadderTilemap.GetTile (secondBelowTilePosition) == null
sandBridgeTilemap.GetTile (aboveTilePosition) == null &&
sandBridgeTilemap.GetTile (pos) == null &&
grassBridgeTilemap.GetTile (aboveTilePosition) == null &&

grassBridgeTilemap.GetTile (pos) == null &&



MOXHa )

mountainBridgeTilemap.GetTile (aboveTilePosition) == null &&

mountainBridgeTilemap.GetTile (pos) == null &&
leftSupport && rightSupport;

if (Random.value < 0.5 && isCorrectPlaceladder)
{
if (wallTilemap.HasTile (pos))
{
wallTilemap.SetTile (pos, null);
mountainlLadderTilemap.SetTile (pos, ladderTile);
}
else
{
higherWallTilemap.SetTile (pos, null);
grassLadderTilemap.SetTile (pos, ladderTile);

List<Vector3Int> toRelocate = new List<Vector3Int>();

for

(int 1 = 1; i <= 3; i++) {
toRelocate = new List<Vector3Int>();

// 3BHaxomMMo BCi CcTiHM 6e3 OImopM 3HU3Y
foreach (Vector3Int pos in placedWalls)
{

Vector3Int below = pos + Vector3Int.down;

Vector3Int down = pos + Vector3Int.down;
Vector3Int downlLeft = pos + new Vector3Int(-1, -1, 0);
Vector3Int downRight = pos + new Vector3Int(l, -1, 0);

bool hasSupportBelow =
HasGroundTile (down) &&
HasGroundTile (downLeft) &&
HasGroundTile (downRight) ;

if ('hasSupportBelow)

{
toRelocate.Add (pos) ;

}

// TlepeHOoCUMO CTiHM HMWXUYe, SKIO L& IO3BOJIEHO

foreach (var wallPos in toRelocate)

{
Vector3Int above = wallPos + Vector3Int.up;
Vector3Int newWallPos = wallPos + Vector3Int.down;

// TlpomyckaeMo, HgKmO Ham CTiHOKw — micok (Moro uinaTwm He

if (sandTilemap.HasTile (above))
continue;

// TleperBipseMo, mo 3BepxXy Tpaea abo ropa
bool isGrass = grassTilemap.HasTile (above);
bool isMountain = mountainTilemap.HasTile (above);
if (!isGrass && !isMountain)
continue;

// BumajseMmo cTapy CTiHyY



if (wallTilemap.HasTile(wallPos))
wallTilemap.SetTile(wallPos, null);

if (higherWallTilemap.HasTile (wallPos))
higherWallTilemap.SetTile(wallPos, null);

// Bumansgemo OJIOK HaI Hen
if (isGrass) grassTilemap.SetTile (above, null);
if (isMountain) mountainTilemap.SetTile (above, null);

// CTaBMMO HOBY CT1iHY HMXUYe
if (!'wallTilemap.HasTile (newWallPos) &&
'higherWallTilemap.HasTile (newWallPos))
{
wallTilemap.SetTile (newWallPos, wallTile);
placedWalls.Add (newWallPos) ;

}
EnsureSandUnderGrassWalls () ;

// Bmimyemo Tilemap HMXYMX CT1H BBepX
higherWallTilemap.transform.position += new Vector3(0, +0.05f, 0);
grassLadderTilemap.transform.position += new Vector3(0, +0.05f, 0);
sandDirtTilemap.transform.position += new Vector3(0, +0.05f, 0);
grassWallShadowTilemap.transform.position += new Vector3 (0, -0.02f,

sandWallShadowTilemap.transform.position += new Vector3 (0, -0.02f,

bool HasGroundTile (Vector3Int position)
{
// SKmo mosa Mexamy — He ornopa
if (!waterTilemap.cellBounds.Contains (position)) return false;

if (waterTilemap.HasTile (position) ||
higherWallTilemap.HasTile (position) || grassLadderTilemap.HasTile (position))
return false;

return sandTilemap.HasTile (position) ||
grassTilemap.HasTile (position) ||
mountainTilemap.HasTile (position) ;

}

void EnsureSandUnderGrassWalls ()
{
foreach (var pos in placedWalls)
{
Vector3Int above = pos + Vector3Int.up;

if (grassTilemap.HasTile (above))

{
Vector3Int belowl = pos + Vector3Int.down;
Vector3Int below2 = belowl + Vector3Int.down;
Vector3Int downLeft = pos + new Vector3Int (-1, -1, 0);
Vector3Int downRight = pos + new Vector3Int(l, -1, 0);

PlaceSand(pos) ;
PlaceSand (belowl) ;
PlaceSand (below?2) ;
PlaceSand (downLeft) ;
PlaceSand (downRight) ;



void PlaceSand(Vector3Int pos)
{
if (!sandTilemap.HasTile (pos))
{
sandTilemap.SetTile (pos, sandTile);
foamTilemap.SetTile (pos, foamTile);

void GenerateBridges ()

{
ConnectZones (grassTilemap) ;
sandIslands = ConnectZones (sandTilemap) ;
ConnectZones (mountainTilemap) ;

List<HashSet<Vector3Int>> ConnectZones (Tilemap terrainTilemap)

{

List<HashSet<Vector3Int>> regions
FindDisconnectedRegions (terrainTilemap) ;

List<HashSet<Vector3Int>> islands
foreach (var hashSet in regions)

{
islands.Add (new HashSet<Vector3Int> (hashSet));

}

// BumaysgeMo MaJileHbK1 30HM, gK1 He noTpibOHO MOEOHYyBATU

regions.RemoveAll (region => region.Count < minZoneSize);

if (regions.Count <= 1) return new List<HashSet<Vector3Int>>();
Bci 30HUM BXe noB'gszaHi

int attempts = 0;

while (regions.Count > 1 && attempts < maxBridgeAttempts)

{
attempts++;

HashSet<Vector3Int> regionA = regions[0];

HashSet<Vector3Int> closestRegion = null;

Vector3Int bestStart = Vector3Int.zero, bestEnd =
Vector3Int.zero;

int bestDistance = int.MaxValue;

foreach (var regionB in regions)

{

if (regionA == regionB) continue;

foreach (var posA in regionA)

{

foreach (var posB in regionB)

{
int distanceX = Mathf.Abs (posA.x - posB.x);
int distanceY = Mathf.Abs (posA.y - posB.y);

// MicT TijbkM TOPMBOHTAJILHMI ab0 BEepTUKAJLHMIMA
if (distanceX > 0 && distanceY > 0) continue;

int distance = distanceX + distanceY;

new List<HashSet<Vector3Int>>();

//
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if (distance < bestDistance && CanPlaceBridge (posA,
posB) )

bestDistance = distance;
bestStart = posA;
bestEnd = posB;
closestRegion = regionB;

if (closestRegion != null)

{
PlaceBridge (bestStart, bestEnd);
regionA.UnionWith (closestRegion) ;
regions.Remove (closestRegion) ;

}

else
{

// Skmo micyig KiJNbKOX CHOpof He BHANMIUIOCS XOPOWOTO MOCTY —
BUXOIONMO

break;

}

return islands;

List<HashSet<Vector3Int>> FindDisconnectedRegions (Tilemap terrainTilemap)
{
HashSet<Vector3Int> visited = new HashSet<Vector3Int>();
List<HashSet<Vector3Int>> regions = new List<HashSet<Vector3Int>>();

for (int x = -width / 2; x < width / 2; x++)
{
for (int y = -height / 2; y < height / 2; y++)
{
Vector3Int pos = new Vector3Int (

Mathf.RoundToInt (Camera.main.transform.position.x) + x,
Mathf.RoundToInt (Camera.main.transform.position.y) + vy,
0

)7

if (terrainTilemap.GetTile(pos) != null &&
!visited.Contains (pos))
{
HashSet<Vector3Int> region = new HashSet<Vector3Int>();
Queue<Vector3Int> queue = new Queue<Vector3Int>();
queue.Enqueue (pos) ;
visited.Add (pos);

while (gqueue.Count > 0)

{
Vector3Int current = queue.Dequeue () ;
region.Add (current) ;

foreach (Vector3Int neighbor in
GetNeighbors (current))

if (!visited.Contains (neighbor) &é&
terrainTilemap.GetTile (neighbor) != null)
{
queue.Enqueue (neighbor) ;
visited.Add (neighbor) ;



}

regions.Add (region) ;

}

return regions;

}

bool CanPlaceBridge (Vector3Int start, Vector3Int end)
{

if (placedBridges.Contains (start) || placedBridges.Contains (end))
return false;

Vector3Int direction = new Vector3Int (
Mathf.Clamp(end.x - start.x, -1, 1),
Mathf.Clamp(end.y - start.y, -1, 1),
0

) ;

Vector3Int pos = start;

// TlepeBipseMo, uM nopyd 13 mouaTkoM abo KiHIeM MOCTYy € i1Hmmi MicT
if (IsBridgeNearStartOrEnd(start) || IsBridgeNearStartOrEnd (end))
return false;

while (pos != end)
{
pos += direction;
// TlepeBipka um BXe € MicT y ubomy Micii

if (sandBridgeTilemap.GetTile(pos) != null) return false;

if (grassBridgeTilemap.GetTile(pos) !'= null) return false;

if (mountainBridgeTilemap.GetTile (pos) != null) return false;
if (IsBridgeTooClose (pos, direction)) return false;

if (waterTilemap.GetTile(pos) == null) return false;

return true;

}

bool IsBridgeTooClose (Vector3Int pos, Vector3Int direction)
{
// TleperipseMo cycimHi TaminM B HANPSAMKY, NEPIEeHIUKYJISPHOMY MOCTY
Vector3Int checkLeft = pos + new Vector3Int(-direction.y,
direction.x, 0);
Vector3Int checkRight = pos + new Vector3Int (direction.y, -
direction.x, 0);

return (sandBridgeTilemap.GetTile (checkLeft) != null ||
sandBridgeTilemap.GetTile (checkRight) != null ||
grassBridgeTilemap.GetTile (checkLeft) != null ||
grassBridgeTilemap.GetTile (checkRight) != null ||
mountainBridgeTilemap.GetTile (checkLeft) != null ||
mountainBridgeTilemap.GetTile (checkRight) != null);

}

bool IsBridgeNearStartOrEnd (Vector3Int pos)
{

List<Vector3Int> neighbors = new List<Vector3Int>
{

pos + Vector3Int.up,



pos + Vector3Int.down,

pos + Vector3Int.left,

pos + Vector3Int.right
bi

foreach (var neighbor in neighbors)

{

if (sandBridgeTilemap.GetTile (neighbor) != null ||
grassBridgeTilemap.GetTile (neighbor) != null ||
mountainBridgeTilemap.GetTile (neighbor) != null)

{
return true; // € MmicT mopyu i3 nouaTkoMm afo KiHleM
}
}

return false;

}

void PlaceBridge (Vector3Int start, Vector3Int end)
{
Vector3Int direction = new Vector3Int (
Mathf.Clamp(end.x - start.x, -1, 1),
Mathf.Clamp(end.y - start.y, -1, 1), 0);

Vector3Int pos = start;

bool connectsHigh = IsGrassTile(start) && IsGrassTile (end);
bool connectsHighest = IsMountainTile(start) && IsMountainTile (end);

if (!placedBridges.Contains (pos))
{
Tilemap targetBridgeMap = GetBridgeTilemapForLevel (start, end);
if (targetBridgeMap != null)
{
targetBridgeMap.SetTile (pos, bridgeTile);
placedBridges.Add (pos) ;

}

while (pos != end)

{
pos += direction;
if (!placedBridges.Contains (pos))
{

Tilemap targetBridgeMap = GetBridgeTilemapForLevel (start,

end) ;
if (targetBridgeMap != null)
{
targetBridgeMap.SetTile (pos, bridgeTile);
placedBridges.Add (pos) ;
}
if (connectsHigh && direction.y == 0 && pos != start && pos
!= end)
AddBridgeShadow (pos) ;
}
}
Tilemap GetBridgeTilemapForLevel (Vector3Int start, Vector3Int end)
{
bool isSand = sandTilemap.GetTile(start) != null &&
sandTilemap.GetTile (end) != null;
bool isGrass = grassTilemap.GetTile(start) != null &&

grassTilemap.GetTile (end) != null;



bool isMountain = mountainTilemap.GetTile(start) != null &&
mountainTilemap.GetTile (end) != null;

if (isMountain) return mountainBridgeTilemap;
if (isGrass) return grassBridgeTilemap;
if (isSand) return sandBridgeTilemap;

return null;

}

void AddBridgeShadow (Vector3Int bridgePos)
{
Vector3Int shadowPos = bridgePos + Vector3Int.down; // TiHb
3aBXOM HMWXYE MOCTa

// Sxmwo TiHb Wwe He 1cHye, nmomaemo 11
if (bridgeShadowTilemap.GetTile (shadowPos) == null)
{
if (connectsHigh && !connectsHighest)
{
if (!IsGrassTile (shadowPos) &&
ITsMountainTile (shadowPos))
{
bridgeShadowTilemap.SetTile (shadowPos,

bridgeShadowTile) ;
}
}
else
{
if (!IsMountainTile (shadowPos))
{
if (IsGrassTile (shadowPos))
bridgeShadowTilemap.SetTile (shadowPos,
bridgeShadowTile) ;

else

if (!IsGrassTile(shadowPos + Vector3Int.down))

bridgeShadowTilemap.SetTile (shadowPos +
Vector3Int.down, bridgeShadowTile);

}

}

void PlaceEdgeColliders (Tilemap tilemap, Tilemap bridgeTilemap,
GameObject colliderPrefab, Transform parent)

{
HashSet<Vector3Int> placed = new HashSet<Vector3Int>(); // o6
YHUKHYTU OyOJIOBAHHI

for (int x = -width / 2; x < width / 2; x++)
{
for (int y = -height / 2; y < height / 2; y++)
{
Vector3Int pos = new Vector3Int (
Mathf.RoundToInt (Camera.main.transform.position.x)

Mathf.RoundToInt (Camera.main.transform.position.y)
0);
if (tilemap.GetTile(pos) != null)

{

foreach (var neighbor in GetNeighbors (pos))

{
if |

+ x,
+ vy

13
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tilemap.GetTile (neighbor) == null &é&
grassLadderTilemap.GetTile (neighbor) == null &&
mountainlLadderTilemap.GetTile (neighbor) == null

& &
!placed.Contains (neighbor))

{
Vector3 worldPos = tilemap.CellToWorld (neighbor)
+ new Vector3(0.3f, 0.3f, 0);
Instantiate(colliderPrefab, worldPos,
Quaternion.identity, parent);
placed.Add (neighbor) ;
}

}

void PlaceSideBridgeColliders (Tilemap groundTilemap, Tilemap bridgeMap,
Transform colliderParent, GameObject colliderPrefab)

{
HashSet<Vector3Int> placed = new HashSet<Vector3Int>();

foreach (Vector3Int pos in bridgeMap.cellBounds.allPositionsWithin)
{

if (!bridgeMap.HasTile (pos)) continue;

bool hasLeft = bridgeMap.HasTile(pos + Vector3Int.left);
bool hasRight = bridgeMap.HasTile (pos + Vector3Int.right);
bool hasUp = bridgeMap.HasTile (pos + Vector3Int.up):;

bool hasDown = bridgeMap.HasTile (pos + Vector3Int.down);

// SKIWO TOPU3OHTAJBLHMUM MicT
if (hasLeft && hasRight && ! (hasUp || hasDown))
{
Vector3Int up = pos + Vector3Int.up;
Vector3Int down = pos + Vector3Int.down;

if (!placed.Contains (up))
{
Vector3 worldUp = bridgeMap.CellToWorld (up) + new
Vector3(0.3f, 0.3f, 0);
Instantiate(colliderPrefab, worldUp, Quaternion.identity,
colliderParent) ;
placed.Add (up) ;
}

if (!placed.Contains (down))
{
Vector3 worldDown = bridgeMap.CellToWorld(down) + new
Vector3(0.3f, 0.3f, 0);
Instantiate (colliderPrefab, worldDown,
Quaternion.identity, colliderParent);
placed.Add (down) ;
}
}

if ((hasLeft || hasRight) && ! (hasUp || hasDown))
{
Vector3Int up = pos + Vector3Int.up;
Vector3Int down = pos + Vector3Int.down;

if (!placed.Contains (up) && !groundTilemap.HasTile (up))
{



Vector3 worldUp = bridgeMap.CellToWorld (up) + new
Vector3(0.3f, 0.3f, 0);

Instantiate(colliderPrefab, worldUp, Quaternion.identity,

colliderParent) ;
placed.Add (up) ;
}

if (!placed.Contains(down) && !groundTilemap.HasTile (down))
{
Vector3 worldDown = bridgeMap.CellToWorld(down) + new
Vector3(0.3f, 0.3f, 0);
Instantiate(colliderPrefab, worldDown,
Quaternion.identity, colliderParent);
placed.Add (down) ;
}
}

// SKIWO BEePTUKAJBHUMA MIiCT
if (hasUp && hasDown && ! (hasLeft || hasRight))
{
Vector3Int left = pos + Vector3Int.left;
Vector3Int right = pos + Vector3Int.right;

if (!placed.Contains(left))
{
Vector3 worldLeft = bridgeMap.CellToWorld(left) + new
Vector3(0.3f, 0.3f, 0);
Instantiate (colliderPrefab, worldLeft,
Quaternion.identity, colliderParent);
placed.Add (left);
}

if (!placed.Contains (right))
{
Vector3 worldRight = bridgeMap.CellToWorld(right) + new
Vector3(0.3f, 0.3f, 0);
Instantiate(colliderPrefab, worldRight,
Quaternion.identity, colliderParent);
placed.Add(right) ;
}
}

if ((hasUp || hasDown) && ! (hasLeft || hasRight))
{
Vector3Int left = pos + Vector3Int.left;
Vector3Int right = pos + Vector3Int.right;

if (!placed.Contains(left) && !groundTilemap.HasTile(left))
{
Vector3 worldLeft = bridgeMap.CellToWorld(left) + new
Vector3(0.3f, 0.3f, 0);
Instantiate (colliderPrefab, worldLeft,
Quaternion.identity, colliderParent);
placed.Add (left);
}

if (!placed.Contains(right) && !groundTilemap.HasTile (right))

{
Vector3 worldRight = bridgeMap.CellToWorld(right) + new
Vector3(0.3f, 0.3f, 0);
Instantiate(colliderPrefab, worldRight,
Quaternion.identity, colliderParent);
placed.Add (right) ;
}



}

bool IsGrassTile (Vector3Int pos)
{

return grassTilemap.GetTile (pos) != null;

}

bool IsMountainTile (Vector3Int pos)
{

return mountainTilemap.GetTile (pos) != null;

}

public List<Vector3Int> GetNeighbors (Vector3Int pos)
{

return new List<Vector3Int>

{

pos + Vector3Int.up,

pos + Vector3Int.down,
pos + Vector3Int.left,
pos + Vector3Int.right

}i
}

public List<HashSet<Vector3Int>> getSandIslands ()
{

return sandIslands;

}

®aiia PlayerMovement.cs

Peanizamiss ¢yHKLIIOHAIBHOT 3a7a4i CHUCTEMU PYXy IpaBIsl Ta CHCTEMH

noBEpPXY (PIBHS).
using UnityEngine;
using UnityEngine.Tilemaps;

public class PlayerMovement : MonoBehaviour
{
public float ladderSpeed = 2f;

private Rigidbody2D rb;

private Animator animator;

private CharacterStatsBase stats;
private SpriteRenderer spR;
private Vector2 movement;

private bool isFacingRight = true;
public bool canMove = true;

public Tilemap sandTilemap, grassTilemap, mountainTilemap;

public Tilemap sandBridgeTilemap, grassBridgeTilemap,
mountainBridgeTilemap;

public Tilemap wallTilemap, higherWallTilemap;

public Tilemap grassLadderTilemap, mountainlLadderTilemap;

public Transform sandColliderParent, grassColliderParent,
mountainColliderParent;

16
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public Transform sandBridgeColliderParent, grassBridgeColliderParent,

mountainBridgeColliderParent;

private TilemapCollider2D sandCollider, grassCollider, mountainCollider;

private TilemapCollider2D sandBridgeCollider, grassBridgeCollider,

mountainBridgeCollider;
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private enum HeightLevel { Sand, Grass, Mountain }
private HeightLevel currentlLevel = HeightLevel.Sand;

void Start ()
{
rb = GetComponent<Rigidbody2D> () ;
animator = GetComponent<Animator>();
stats = GetComponent<CharacterStatsBase> () ;
spR = GetComponent<SpriteRenderer> () ;

sandCollider = sandTilemap.GetComponent<TilemapCollider2D> () ;
grassCollider = grassTilemap.GetComponent<TilemapCollider2D>();
mountainCollider = mountainTilemap.GetComponent<TilemapCollider2D> () ;

sandBridgeCollider =
sandBridgeTilemap.GetComponent<TilemapCollider2D> () ;
grassBridgeCollider =
grassBridgeTilemap.GetComponent<TilemapCollider2D> () ;
mountainBridgeCollider =
mountainBridgeTilemap.GetComponent<TilemapCollider2D> () ;
}

void Update ()

{
movement.x = Input.GetAxisRaw ("Horizontal");
movement.y = Input.GetAxisRaw ("Vertical");

if (movement.magnitude > 1)
movement .Normalize () ;

if (movement.x > 0 && !isFacingRight)
Flip ()
else if (movement.x < 0 && isFacingRight)
Flip();
}

void FixedUpdate ()
{
if (!canMove)
{
rb.velocity = Vector2.zero;
animator.SetFloat ("Speed", 0f);
return;

}

rb.velocity = new Vector2 (movement.x * stats.moveSpeed, movement.y *
stats.moveSpeed) ;
animator.SetFloat ("Speed", rb.velocity.magnitude);

}

void Flip()

{
isFacingRight = !isFacingRight;
var scale = transform.localScale;
scale.x *= -1;
transform.localScale = scale;

}

private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.layer ==
LayerMask.NameToLayer ("SandBridge") )
{



EnableColliders (sandColliderParent, false);
EnableColliders (sandBridgeColliderParent, true);
}
else if (collision.gameObject.layer ==
LayerMask.NameToLayer ("GrassBridge"))

{
Debug.Log ("Enter Grass Bridge");

EnableColliders(grassColliderParent, false);
EnableColliders (grassBridgeColliderParent, true);
}
else if (collision.gameObject.layer ==
LayerMask.NameToLayer ("MountainBridge"))

{

EnableColliders (mountainColliderParent, false);
EnableColliders (mountainBridgeColliderParent, true);

}

private void OnTriggerExit2D(Collider2D collision)
{
if (collision.gameObject.layer ==
LayerMask.NameToLayer ("SandBridge") )
{

EnableColliders (sandColliderParent, true);
EnableColliders (sandBridgeColliderParent, false);
}
else if (collision.gameObject.layer ==
LayerMask.NameToLayer ("GrassBridge"))

{
EnableColliders (grassColliderParent, true);

EnableColliders (grassBridgeColliderParent, false);
}
else if (collision.gameObject.layer ==
LayerMask.NameToLayer ("MountainBridge"))

{

EnableColliders (mountainColliderParent, true);
EnableColliders (mountainBridgeColliderParent, false);

}

private void SetHeightLevel (HeightLevel level)
{
if (currentLevel != level)
{
currentLevel = level;
UpdateColliders () ;
Debug.Log ("LEVEL — " + currentLevel);

}

public EdgeBlocker.Level GetCurrentLevel ()
{

Debug.Log (currentlLevel) ;

switch (currentLevel)

{

case HeightLevel.Sand: return EdgeBlocker.Level.Sand;

case HeightLevel.Grass: return EdgeBlocker.Level.Grass;

case HeightLevel.Mountain: return EdgeBlocker.Level.Mountain;
default: return EdgeBlocker.Level.Sand;

}

void UpdateColliders ()
{
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EnableColliders (sandColliderParent, currentlevel ==
HeightLevel.Sand) ;

EnableColliders (sandBridgeColliderParent, false);

EnableColliders (grassColliderParent, currentlLevel ==
HeightLevel.Grass) ;

EnableColliders (grassBridgeColliderParent, false);

EnableColliders (mountainColliderParent, currentLevel ==
HeightLevel.Mountain) ;

EnableColliders (mountainBridgeColliderParent, false);

UpdateWallVisibility () ;
Updatelevels () ;
UpdatePlayerlayer () ;

}

void UpdateWallVisibility ()
{
if (wallTilemap !'= null)
{
bool enableMountainWalls = currentlevel == HeightLevel.Grass;
wallTilemap.GetComponent<TilemapCollider2D> () .enabled =
enableMountainWalls;

}

if (higherWallTilemap != null)
{
bool enableGrassWalls = currentlevel == HeightLevel.Sand;
higherWallTilemap.GetComponent<TilemapCollider2D> () .enabled =
enableGrassWalls;
}
}

void Updatelevels ()
{
if (currentLevel == HeightLevel.Sand)
{
grassCollider.enabled = true;
mountainCollider.enabled = true;
grassBridgeCollider.isTrigger = false;
grassBridgeCollider.enabled = false;

mountainBridgeCollider.isTrigger = false;
mountainBridgeCollider.enabled = false;

}

else if (currentlLevel == HeightLevel.Grass)

{
grassCollider.enabled = false;

mountainCollider.enabled = true;
grassBridgeCollider.isTrigger = true;
grassBridgeCollider.enabled = true;
mountainBridgeCollider.isTrigger = false;
mountainBridgeCollider.enabled = false;

}

else if (currentlevel == HeightLevel.Mountain)

{
grassCollider.enabled = false;
mountainCollider.enabled = false;
grassBridgeCollider.isTrigger = false;
grassBridgeCollider.enabled = false;
mountainBridgeCollider.isTrigger = true;
mountainBridgeCollider.enabled = true;



void EnableColliders (Transform parent, bool enable)
{

foreach (Transform child in parent)

{
Collider2D col = child.GetComponent<Collider2D> () ;

if (col !'= null)
{
col.enabled = enable;

}

}

void UpdatePlayerlayer ()

{
if (currentLevel == HeightLevel.Sand) spR.sortingOrder = 6;

else if (currentlLevel == HeightLevel.Grass) spR.sortingOrder =
else spR.sortingOrder = 10;
}

public void SetHeightLevelToGrass ()

{
SetHeightLevel (HeightLevel.Grass) ;

}

public void SetHeightLevelToMountain ()

{
SetHeightLevel (HeightLevel .Mountain) ;

}

public void SetHeightLevelToSand()
{
SetHeightLevel (HeightLevel.Sand) ;

}

public void SetNewHeightLevel (EdgeBlocker.Level level)
{
HeightLevel newLevel;
switch (level)
{
case EdgeBlocker.Level.Sand: newlLevel = HeightLevel.Sand;
break;

case EdgeBlocker.Level.Grass: newlLevel = HeightLevel.Grass;

break;
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case EdgeBlocker.Level.Mountain: newlLevel = HeightLevel.Mountain;

break;
default: newLevel = HeightLevel.Sand;
break;

}
SetHeightLevel (newLevel) ;

®aiix CameraFollow.cs

Peanizaiiist pyHKITIOHATBHOT 3a/1a4l CIIITyBaHHS KaMEepPH 3a TPABIEM.
using UnityEngine;

public class CameraFollow : MonoBehaviour

{
public float FollowSpeed = 2f;
public float yOffset = 1f;
public Transform target;

void Update ()
{
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Vector3 newPos = new Vector3(target.position.x, target.position.y +
yOffset, -10f);
transform.position = Vector3.Slerp(transform.position, newPos,
FollowSpeed * Time.deltaTime) ;
}
}

®daiia CharacterStatsBase.cs
Peanizamiss ¢QyHKIioHambHUX 3a7a4  aTaku(CTpUIbOM), CHCTEMH OTPUMAaHHS

MOIIKOKEHBb a00 €(eKTiB, CMEPTI MEPCOHAXKA.
using UnityEngine;

using System.Collections;

using UnityEngine.Audio;

public abstract class CharacterStatsBase : MonoBehaviour
{

[Header ("Level") ]

public static int level = 1;

[Header ("Audio SFX")]

public AudioClip attackClip;
public AudioClip hurtClip;
public AudioClip deathClip;

AudioSource sfx;
public AudioMixerGroup sfxGroup;

[Header ("Health") ]
public static float maxHealth = 100f;
public static float currentHealth = 100f;
public static float CurrentHealth
{
get => currentHealth;
set
{
_currentHealth = Mathf.Clamp (value, 0, maxHealth);
}
}
public float damageResistance = 1f;
public float damageIgnoreChance = 0f;
public PauseManager UI;
public Healthbar healthbar;
private float deathDelay = 2f;
private Animator animator;
private static bool healthInitialized = false;

[Header ("Combat") ]

public float baseDamage;

public float attackRate;

public float attackRange;

public float critChance;

public float critMultiplier;

public bool isRanged;

public float arrowSpeedMultiplier = 1f;

[Header ("Movement") ]

public float moveSpeed;

private float originalSpeed;

private float bonusSpeedTimer;

private float bonusSpeedAmount;

public bool hasAutoSpeedBoost = false;
public float nextAutoBoostTime = 0f;



[Header ("Status Effects")]
public bool isDead = false;

public bool isBurning;
private float burnTimer;
private float burnDamage = 3f;

public bool isPoisoned;
private float poisonTimer;
private float poisonDamage = 2f;

public bool burnOnCrit = false;

public bool burnOnHit = false;

public bool bonusVsPoisoned = false;
public bool hasToxicBoostWhenLow = false;
public bool hasBloodRefund = false;
public bool hasBeastSpeedBoost = false;
public float doubleShotChance = 0f;
public bool attacksMarkEnemies = false;
public bool hasSniperBonus = false;
private bool sniperBonusApplied = false;
public float sniperBonusRange = 2f;
public float sniperBonusDamage = 0.15f;

[Header ("Slow Effects") ]

public bool attacksSlow = false;
public float slowDuration = 0f;
public float slowChance = 1f;

[Header ("Healing / Buffs"™)]

public bool canAutoHeal = false;
public float autoHealCooldown = 30f;
public float autoHealPercent = 0.2f;
private float lastTimeHealed;

public float onKillHealFactor = 0f;
public float lastDamageTaken;
public float lastDamageTakenTime;
public float lastEnemyHitDamage;

[Header ("Standing™) ]

private Vector3 lastPosition;
public float standingTimer;
public bool isStandingStill;

[Header ("Toxic Retaliation")]
public bool retaliatePoisonOnHit = false;

[Header ("Ultimates™) ]

public bool comboStrikeEnabled = false;
public bool hasShieldFortify = false;
public float fortifyDuration = 10f;
public float fortifyTimer = 0f;

public bool hasPiercingShot = false;

[Header ("Transmutation Skull Ability")]
public bool transmuteReady = true;
public float transmuteCooldown = 60f;
private float transmuteTimer = 0f;

protected virtual void Start()

{
animator = GetComponent<Animator>();
if ('healthInitialized)
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}

_currentHealth = maxHealth;
healthInitialized = true;
}
lastPosition = transform.position;
originalSpeed = moveSpeed;

if (healthbar !'= null)

{
healthbar.SetMaxHealth (maxHealth) ;
healthbar.UpdateHealth( currentHealth);

sfx = gameObject.AddComponent<AudioSource> () ;
sfx.playOnAwake = false;

sfx.spatialBlend = 1f;

sfx.rolloffMode = AudioRolloffMode.Linear;
sfx.maxDistance = 20f;
sfx.outputAudioMixerGroup = sfxGroup;

protected virtual void Update ()

{

TrackStanding () ;
HandleStatusEffects () ;

if (hasAutoSpeedBoost && Time.time >= nextAutoBoostTime)
{

ActivateBonusSpeed (3f, 5f);

nextAutoBoostTime = Time.time + 25f;

}

if (canAutoHeal && Time.time >= lastTimeHealed + autoHealCooldown)
{

Heal (maxHealth * autoHealPercent);

lastTimeHealed = Time.time;

}

if (hasSniperBonus && isStandingStill && standingTimer >= 2f)
{
if (!sniperBonusApplied)
{
baseDamage *= (1f + sniperBonusDamage) ;
attackRange += sniperBonusRange;
sniperBonusApplied = true;
}
}
else if (sniperBonusApplied)
{
baseDamage /= (1f + sniperBonusDamage) ;
attackRange -= sniperBonusRange;
sniperBonusApplied = false;

}

if (!transmuteReady)
{
transmuteTimer -= Time.deltaTime;
if (transmuteTimer <= 0f)
{
transmuteReady = true;
Debug.Log ("Transmutation Ability Ready Again!");
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if (Input.GetKeyDown (KeyCode.E) && transmuteReady)
{
UseTransmutationAbility () ;
}
}

protected void PlaySFX (AudioClip clip, float volume = 1f)
{

if (clip == null) return;
sfx.pitch = Random.Range (0.9f, 1.1f); // HeBejmuuka Bapiauis, mod He
MOHOTOHHO

sfx.PlayOneShot (clip, volume);
}

public void PlayClip (AudioClip clip, float volume = 1f) => PlaySFX(clip,
volume) ;

void TrackStanding ()
{
if (Vector3.Distance (transform.position, lastPosition) < 0.01f)
{
standingTimer += Time.deltaTime;
isStandingStill = true;
}
else
{
standingTimer = 0f;
isStandingStill = false;
}

lastPosition = transform.position;

}

void HandleStatusEffects ()
{
if (isBurning)
{
burnTimer -= Time.deltaTime;
if (burnTimer <= 0)
{
isBurning = false;
}
else 1f (Time.frameCount % 30 == 0)
{
TakeDamage (burnDamage, true);
}
}

if (isPoisoned)
{ poisonTimer -= Time.deltaTime;
if (poisonTimer <= 0)
{ isPoisoned = false;
élse if (Time.frameCount % 30 == 0)
{

TakeDamage (poisonDamage, true);

}
}

public virtual void TakeDamage (float amount, bool isStatusEffect = false,
EnemyStats attacker = null)



if (isDead) return;

if (!isStatusEffect && Random.value < damageIgnoreChance) return;
if (!isStatusEffect)
PlaySFX (hurtClip, 0.9f);

float finalDamage = amount * damageResistance;

if (hasShieldFortify && Time.time <= fortifyTimer)
{

finalDamage *= 0.5f;
}

_currentHealth -= finalDamage;

_currentHealth = Mathf.Clamp( currentHealth, 0, maxHealth);
lastDamageTaken = finalDamage;

lastDamageTakenTime = Time.time;

healthbar?.UpdateHealth( currentHealth);

if (!isStatusEffect && retaliatePoisonOnHit && attacker != null)

{
attacker.ApplyPoison (2f) ;

}

if (_currentHealth <= 0)

{
Die();

}

public virtual void DealDamage (float amount, bool killed = false)
{

lastEnemyHitDamage = amount;

if (killed && onKillHealFactor > 0f)
{

Heal (amount * onKillHealFactor);

}
if (hasBloodRefund && Time.time - lastDamageTakenTime <= 1f)

Heal (lastDamageTaken * 0.5f);

if (burnOnCrit && Random.value < critChance)
ApplyBurn (2f);
}

public virtual void Heal (float amount)
{
if (isDead || amount <= 0) return;
_currentHealth = Mathf.Min( currentHealth + amount, maxHealth);
healthbar?.UpdateHealth ( currentHealth);
lastTimeHealed = Time.time;

}

public virtual void Die()
{
isDead = true;
PlaySFX (deathClip, 1f);
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if (animator != null)

{
animator.SetBool ("Dead", true);
DisableScripts();

}

StartCoroutine (HandleDeathAfterDelay());
}

IEnumerator HandleDeathAfterDelay ()
{

yield return new WaitForSeconds (deathDelay) ;

UI.ChangeMenu (3) ;
UI.Pause();
}

void DisableScripts()
{
MonoBehaviour[] scripts =
GetComponentsInChildren<MonoBehaviour> (true) ;

foreach (MonoBehaviour script in scripts)
{
if (! (script is Animator || script == this))
{
script.enabled = false;
}
}

// Jlerkuii 3CyB BIOPY I[Iepell 3aMOPO3KOI0
transform.position += new Vector3(0f, 0.3f, 0f);

Rigidbody2D rb = GetComponent<Rigidbody2D> () ;
if (rb != null)
{
rb.velocity = Vector2.zero;
rb.angularVelocity = 0f;
rb.bodyType = RigidbodyType2D.Static; // moBHiCTH 3ynmMHAE 00’ EKT

}

public void ApplyBurn (float duration)
{

isBurning = true;

burnTimer = duration;

}

public void ApplyPoison (float duration)
{

isPoisoned = true;

poisonTimer = duration;

}

public void ActivateBonusSpeed(float amount, float duration)
{

moveSpeed = originalSpeed + amount;

bonusSpeedAmount = amount;

bonusSpeedTimer = duration;

}

public virtual bool HasEffect (ItemType type)
{
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return InventoryManager.Instance != null &é&
InventoryManager.Instance.HasItem(type) ;

}

public void UseTransmutationAbility ()

{

if (!transmuteReady || !'HasEffect (ItemType.TransmutationSkull))
return;

transmuteReady = false;

transmuteTimer = transmuteCooldown;

Debug.Log ($" {gameObject.name} used Transmutation Skull Ability!");

TriggerTransmutationEffect () ;

}

protected virtual void TriggerTransmutationEffect ()

{

// Empty - mepeBMsHAUyeThCsa y Iinkiacax

}

®ajiiu InventoryManager.cs
Peanizamisa (yHKIIOHATPHUX 3a/ad MiTHIMAHHS TpPEAMETY, (PparMeHTy KapTH,
OTpUMaHHS €(eKTy MPeaMETy 1 TAKOXK MEePEeX0ly Ha HACTYITHUN OCTPIB, B3aEMO/IIs

3 MCHIO iHBeHTapH.

using System.Collections.Generic;
using UnityEngine;

using TMPro;

using System.Ling;

public class InventoryManager : MonoBehaviour

{

public static InventoryManager Instance;

public List<ItemEffect> items = new List<ItemEffect>();

public List<InventorySlotUI> slots = new List<InventorySlotUI>();
public int maxItems = 9;

public TextMeshProUGUI itemNameText;

public TextMeshProUGUI descriptionText;

public int mapFragmentSlotIndex = 8; // 9-ra sguerka (iHzmexc 8)
public ItemEffect fullMap;

void Awake ()

{

if (Instance != null && Instance != this)

{
Destroy (gameObject) ;

return;
}
Instance = this;
itemNameText.text = "Empty";
descriptionText.text = "What to describe?";

}

public bool AddItem(ItemEffect item)

{
if (item.type == ItemType.MapFragment)

{



int currentFragments = items.Count (i => i.type ==
ItemType.MapFragment) ;
if (currentFragments >= 4) return false; // BXe MakCuUMyMm

items.Add (item) ;
UpdateInventoryUI (items) ;

if (currentFragments + 1 == 4)
{
// BamiHoEMO QparMeHTM Ha KapTy
items.RemoveAll (i => i.type == ItemType.MapFragment) ;

items.Add (fullMap) ;
UpdateInventoryUI (items) ;
if (fullMap == null)
{
Debug.LogError ("FullMap is null!");
}
else if (! (fullMap is FullMapEffect))
{
Debug.LogError ($"FullMap is not of type FullMapEffect!
It's actually {fullMap.GetType()1}"™);
}
if (fullMap is FullMapEffect fullMapEffect)

{

fullMapEffect.ApplyEffect (FindObjectOfType<CharacterStatsBase>());
items.RemoveAll (i => i.type == ItemType.FullMap):;
}

else

{
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Debug.LogError ("FullMap is not of type FullMapEffect!");

}

return true;

}

if (items.Count (i => i.type != ItemType.MapFragment) >= maxItems -
return false;

items.Add (item) ;
ApplyToAllCharacters () ;
UpdateInventoryUI (items) ;
return true;

}

public bool HasItem(ItemType type) => items.Any (i => i.type == type);
public int CountOf (ItemType type) => items.Count (i => i.type == type);

public void ApplyToAllCharacters ()

{
foreach (var stats in FindObjectsOfType<CharacterStatsBase>())

{

foreach (var item in items)

{
item.ApplyEffect (stats: stats);

}
}
public void ReapplyTo (CharacterStatsBase stats)

{

foreach (var item in items)

1)
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item.ApplyEffect (stats: stats);

}

public void UpdateInventoryUI (List<ItemEffect> items)
{
foreach (var slot in slots)
slot.Clear();

var mapFragments = items.Where (i => i.type == ItemType.MapFragment ||
i.type == ItemType.FullMap).ToList ()

var otherItems = items.Where(i => i.type != ItemType.MapFragment &&
i.type != ItemType.FullMap) .TolList();

if (mapFragments.Count > 0)
slots[mapFragmentSlotIndex].SetItem (mapFragments[0]); //
IOKa3y€eEMO JiMlIle OIUH

int index = 0;
for (int 1 = 0; i < otherItems.Count && index < slots.Count; i++)
{

if (index == mapFragmentSlotIndex) index++; // HPONYyCTUTU CJIOT

onsa dparMeHTiB
if (index >= slots.Count) break;

slots[index].SetItem(otherItems([i]);
index++;

}

public void ShowItemNameAndDescription (string name, string description)
{

itemNameText.text = name;

descriptionText.text = description;

}

public void HideItemName ()

{
itemNameText.text = "Empty";
descriptionText.text = "What to describe?";

}

public void AssignUISlots (List<InventorySlotUI> newSlots)
{

slots = newSlots;

UpdateInventoryUI (items) ;

public void AssignTexts (TextMeshProUGUI itemName, TextMeshProUGUI
description)
{
itemNameText = itemName;
descriptionText = description;



®aii1 PauseManager.cs
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Peanizanisi pyHKIIOHATBHUX 3a/1ad B3a€MOJIT PI3HUX MaHENeH: may3u, IHBEHTaps,

HaJ1aloTyBaHb, 'OJIOBHOI'O MCHIO.
using UnityEngine;

public class PauseManager : MonoBehaviour

{
[Header ("Panels / Buttons")]
public GameObject[] pauseMenus;
public GameObject[] pauseButtons;

GameObject currentMenu;

void Awake ()

{

if (pauseMenus != null && pauseMenus.Length > 0)
currentMenu = pauseMenus[0];

}

public void Pause()

{
Time.timeScale = 0f;
currentMenu?.SetActive (true) ;

if (currentMenu != null && currentMenu.name == "InventoryPanel")

InventoryManager.Instance?.UpdateInventoryUI (InventoryManager.Instance.items)

’

foreach (var b in pauseButtons) if (b) b.SetActive(false);

}

public void Resume ()
{
Time.timeScale = 1f;
currentMenu?.SetActive (false);
foreach (var b in pauseButtons) if (b) b.SetActive (true);

}

public void ChangeMenu (int index)

{
if (index < 0 || index >= pauseMenus.Length) return;
currentMenu = pauseMenus[index];

}

public void ChangeToOtherMenu (int index)

{
if (index < 0 || index >= pauseMenus.Length) return;
currentMenu.SetActive (false) ;
currentMenu = pauseMenus[index];
currentMenu.SetActive (true);

}

public void ExitGame () => Application.Quit();
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®aiii1 EnemyAl.cs
Peanizaiis pyHKIIOHAIBHOI 33/1a41 HAABHOCTI ITYYHOT'O IHTEJIEKTY BOPOTIB, a CaMe

B3a€EMO/I1I 3 I'paBIEM 1 OCHOBHA ITOBCI1HKA BOPOT1B.
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Tilemaps;

[RequireComponent (typeof (EnemyStats)) ]

public class EnemyAI : MonoBehaviour

{
[Header ("Behaviour") ]
public float detectionRadius = 5f;
public float attackRadius = 2.5f;
public float attackCooldown = 1f;
public float retreatTime = 0.5f;
public float moveSpeed = 2f;
public float pathRefresh = 1.5f;

[Header ("Level Binding")]
public EdgeBlocker.Level allowedLevel;
public IslandGenerator islandGenerator;

[Header ("Visual") ]
public GameObject healthbar;

Transform player;
EnemyStats stats;

Animator anim;

Renderer rend;
SimpleGridPathfinder path;

List<Vector3> curPath;

int pathIdx;

float pathTimer;

bool isRetreat;

float retreatTimer;

Vector3 spawnPos;

static readonly Vector3 VISUAL OFFSET = Vector3.down * 0.9f;
Vector3 logicalSpawn;

void Start ()
{
player = CharacterSwitcher.currentPlayer?.transform;
stats = GetComponent<EnemyStats>();
anim = GetComponent<Animator> () ;
rend = GetComponent<Renderer>();
spawnPos = transform.position;
logicalSpawn = spawnPos - VISUAL OFFSET;

path = gameObject.AddComponent<SimpleGridPathfinder>();
path.Initialize(
islandGenerator.sandTilemap,
islandGenerator.grassTilemap,
islandGenerator.mountainTilemap,
newl[] {
islandGenerator.wallTilemap,
islandGenerator.higherWallTilemap,
islandGenerator.grassLadderTilemap,
islandGenerator.mountainLadderTilemap

by

allowedLevel) ;



void Update ()

{

if (!rend.isVisible) return;
if (stats.isDead) return;
if (CharacterSwitcher.currentPlayer != null)
player = CharacterSwitcher.currentPlayer.transform;
if (player == null) return;

PlayerMovement pm = player.GetComponent<PlayerMovement> () ;
bool samelvl = pm != null && pm.GetCurrentlLevel () == allowedLevel;
float distToPlayer = Vector3.Distance(transform.position,

player.position);

}

if (isRetreat)

{

retreatTimer -= Time.deltaTime;

if (retreatTimer <= 0f) isRetreat = false;
FollowPath (moveSpeed) ;

return;

}

if (samelLvl && distToPlayer <= attackRadius)
{

Face (player.position - transform.position);
if ((attackCooldown -= Time.deltaTime) <= 0f)

{
if (player.TryGetComponent (out CharacterStatsBase target))

StartCoroutine (Attack(target));
attackCooldown = 1f;
}

return;
}
pathTimer -= Time.deltaTime;
if (samelLvl && distToPlayer <= detectionRadius)

{
if (NeedsPath()) Repath(player.position);

if (NeedsPath()) Repath (GetRandomPatrolPoint());
}

FollowPath (moveSpeed) ;

bool NeedsPath () => curPath == null || pathIdx >= curPath.Count ||
pathTimer <= 0f;

void Repath (Vector3 logicalTarget)

{

}

Vector3 logicalSelf = transform.position - VISUAL OFFSET;

curPath = path.FindPath(logicalSelf, logicalTarget);
pathIdx = 0;
pathTimer = pathRefresh;

void FollowPath (float speed)

{

if (curPath == null || pathIdx >= curPath.Count)
{ anim.SetFloat ("Speed", 0); return; }
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Vector3 dst = curPath[pathIdx] + VISUAL OFFSET;
Vector3 dir dst - transform.position;
float step = speed * Time.deltaTime;

if (dir.magnitude <= step) { transform.position = dst; pathIdx++; }
else { transform.position += dir.normalized * step; }

Face (dir);
anim.SetFloat ("Speed", speed);
}

void Face (Vector3 dir)
{
if (Mathf.Abs(dir.x) < 0.01f) return;
bool right = dir.x > 0;
transform.localScale = new Vector3(right 2 1 : -1, 1, 1);
healthbar.transform.localScale = new Vector3(right ? 0.05f : -0.05f,
0.05f, 0.05f);
}

IEnumerator Attack (CharacterStatsBase target)
{
anim.SetBool ("Attack", true);
yield return new WaitForSeconds (0.2f);
stats.AttackTarget (target) ;
yield return new WaitForSeconds (0.3f);
anim.SetBool ("Attack", false);

isRetreat = true;
retreatTimer = retreatTime;
Repath (logicalSpawn) ;

}

Vector3 GetRandomPatrolPoint ()

{
Tilemap map = GetLevelMap () ;
map.CompressBounds () ;
List<Vector3Int> cells = new();

foreach (var ¢ in map.cellBounds.allPositionsWithin)
if (IsCellWalkable(c)) cells.Add(c);

if (cells.Count == 0) return transform.position;
return map.GetCellCenterWorld(cells[Random.Range (0, cells.Count)]);
}

bool IsCellWalkable (Vector3Int c)
{
if (!path.IsTopmostTile(c)) return false;
if (islandGenerator.wallTilemap.HasTile(c) ||
islandGenerator.higherWallTilemap.HasTile(c) ||
islandGenerator.grassLadderTilemap.HasTile (c) ||
islandGenerator.mountainladderTilemap.HasTile (c))
return false;
return true;

}

Tilemap GetLevelMap () => allowedLevel switch
{
EdgeBlocker.Level.Sand => islandGenerator.sandTilemap,
EdgeBlocker.Level.Grass => islandGenerator.grassTilemap,
EdgeBlocker.Level .Mountain => islandGenerator.mountainTilemap,
=> null
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®daiia SimpleGridPathfinder.cs
Peanizanis pyHKI1OHANBHOI 33]1a41 HAABHOCTI IITYYHOr'O IHTEJIEKTY BOPOTIB, a CaMe

MOIIYKY IUIAX1B JJIs TATPYJIFOBaHHS a00 TIepeciiTyBaHHs TPaBIIs.
using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Tilemaps;

public class SimpleGridPathfinder : MonoBehaviour

{
[SerializeField] private Tilemap sandTilemap;
[SerializeField] private Tilemap grassTilemap;
[SerializeField] private Tilemap mountainTilemap;

[SerializeField] private Tilemap[] blockers;
public EdgeBlocker.Level level;

public void Initialize(
Tilemap sand, Tilemap grass, Tilemap mountain,
Tilemap[] blockingMaps, EdgeBlocker.Level allowed)

sandTilemap = sand;
grassTilemap = grass;
mountainTilemap = mountain;
blockers = blockingMaps;
level = allowed;

}

public List<Vector3> FindPath (Vector3 startWorld, Vector3 targetWorld)

{
Tilemap map = GetLlevelMap (level);

if (map == null) return null;

Vector3Int start = map.WorldToCell (startWorld);
Vector3Int goal = map.WorldToCell (targetWorld);

if (!IsTopmostTile(start) || !'IsTopmostTile(goal)) return null;

/* A* */

List<Node> open = new/(); // BioxpuTa MHOXMHA
HashSet<Vector3Int> closed = new(); // 3akpura MHOXMUHA

Dictionary<Vector3Int, Node> all = new();

Node startNode = new Node (start, 0, Heuristic(start, goal));
open.Add (startNode); all[start] = startNode;
Vector3Int[] dirs = { Vector3Int.up, Vector3Int.down,

Vector3Int.left, Vector3Int.right };

while (open.Count > 0)
{

Node cur = PopLowestF (open);
if (cur.pos == goal) return Reconstruct (cur, map);
open.Remove (cur); closed.Add(cur.pos);

foreach (Vector3Int d in dirs)

{
Vector3Int nb = cur.pos + d;
if (closed.Contains(nb)) continue;



if (!IsTopmostTile (nb)) continue;
if (IsBlocked(nb)) continue;

int g = cur.g + 1;
if (!'all.TryGetValue (nb, out Node n))
{

n = new Node (nb, g, Heuristic(nb, goal));

n.parent = cur;
all[nb] = n;
open.Add (n) ;

}

else if (g < n.qg)

{

n.g = gy
n.parent = cur;
}
}
}
return null; // mIAaxX He BHaMIOeHO

}

public bool IsTopmostTile (Vector3Int c)
{
switch (level)
{
case EdgeBlocker.Level.Sand:
return sandTilemap.HasTile(c) &&
!grassTilemap.HasTile(c) &&
!mountainTilemap.HasTile (c);

case EdgeBlocker.Level.Grass:
return grassTilemap.HasTile(c) &&
'mountainTilemap.HasTile (c) ;

case EdgeBlocker.Level.Mountain:
return mountainTilemap.HasTile(c);
}

return false;

}

Tilemap GetLevelMap (EdgeBlocker.Level 1) => 1 switch

{
EdgeBlocker.Level.Sand => sandTilemap,
EdgeBlocker.Level.Grass => grassTilemap,
EdgeBlocker.Level .Mountain => mountainTilemap,
_=> null

}i

bool IsBlocked (Vector3Int c)
{

foreach (var b in blockers)
if (b !'= null && b.HasTile(c)) return true;
return false;

}

int Heuristic(Vector3Int a, Vector3Int b) =>
Mathf.Abs(a.x - b.x) + Mathf.Abs(a.y - b.y);

Node PoplowestF (List<Node> list)
{

Node best = 1list([0];

foreach (var n in list)

if (n.F < best.F || (n.F == best.F && n.h < best.h))

return best;

best
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}

List<Vector3> Reconstruct (Node n, Tilemap map)
{
List<Vector3> p = new();
while (n.parent != null)
{
p.Add (map.GetCellCenterWorld (n.pos)) ;
n = n.parent;
}
p.Reverse();
return p;

}

class Node
{
public Vector3Int pos;
public int g, h; // g-cost, h-cost
public int F => g + h;
public Node parent;
public Node (Vector3Int p, int g, int h)
{ pos = p; this.g = g; this.h = h; }

®aiis1 EnemySpawner.cs

Peanizaris ¢pyHKiioHansHOT 3a71a41 pO3KUIAHHS CYITPOTHBHUKIB 1O KapTi.
using UnityEngine;

using UnityEngine.Tilemaps;

using System.Collections;

using System.Collections.Generic;

public class EnemySpawner : MonoBehaviour

{
[Header ("Links") ]
public IslandGenerator islandGenerator;
public Transform enemyParent;

[Header ("Prefabs")

]
public GameObject[] sandEnemies;
public GameObject[] grassEnemies;
public GameObject[] mountainEnemies;

[Header ("Counts") ]

public int sandEnemyCount = 3;

public int grassEnemyCount = 4;

public int mountainEnemyCount = 2;

static readonly Vector3 VISUAL OFFSET = Vector3.down * 0.9f;

void Start ()
{
if (islandGenerator == null)
{
Debug.LogError (" [EnemySpawner] IslandGenerator reference is
missing") ;
return;

}

islandGenerator.OnGenerationComplete += () =>
StartCoroutine (DelayedSpawn()) ;
if (islandGenerator.generationCompleted)
StartCoroutine (DelayedSpawn ()) ;
}
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IEnumerator DelayedSpawn ()

{

yield return new WaitForSeconds (0.4f);

SpawnOnTilemap (
islandGenerator.sandTilemap,
sandEnemies,
sandEnemyCount,
EdgeBlocker.Level.Sand,
new[] { islandGenerator.grassTilemap,

islandGenerator.mountainTilemap });

SpawnOnTilemap (
islandGenerator.grassTilemap,
grassEnemies,
grassEnemyCount,
EdgeBlocker.Level.Grass,
new[] { islandGenerator.mountainTilemap });

SpawnOnTilemap (
islandGenerator.mountainTilemap,
mountainEnemies,
mountainEnemyCount,
EdgeBlocker.Level.Mountain,
null);

}

void SpawnOnTilemap (
Tilemap levelMap,
GameObject[] prefabs,
int count,
EdgeBlocker.Level level,
Tilemap[] higherMaps)

if (prefabs == null || prefabs.Length == 0) return;

List<Vector3Int> candidates = CollectValidTiles (levelMap, level,

higherMaps) ;
if (candidates.Count == 0) return;

HashSet<Vector3Int> used = new HashSet<Vector3Int>();

for (int i = 0; 1 < count; i++)
{

Vector3Int cell;

int safety = 50;

do { cell = candidates[Random.Range (0, candidates.Count)];

while (used.Contains(cell) && --safety > 0);
used.Add (cell) ;

Vector3 spawnPos = levelMap.GetCellCenterWorld(cell) +
VISUAL OFFSET;

GameObject enemyGO = Instantiate(
prefabs[Random.Range (0, prefabs.Length)],
spawnPos,

Quaternion.identity,
enemyParent) ;

if (enemyGO.TryGetComponent (out EnemyAI ai))
ai.allowedLevel = level;

}

List<Vector3Int> CollectValidTiles (

}
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Tilemap levelMap,
EdgeBlocker.Level level,
Tilemap[] higherMaps)

List<Vector3Int> list = new List<Vector3Int>();
levelMap.CompressBounds () ;

foreach (Vector3Int pos in levelMap.cellBounds.allPositionsWithin)

{
if (!IsTopmostForLevel (pos, level, higherMaps)) continue;

// 6nokepu (cTiun/npabuun)

if (islandGenerator.wallTilemap.HasTile (pos) ||
islandGenerator.higherWallTilemap.HasTile (pos) ||
islandGenerator.grassLadderTilemap.HasTile (pos) ||
islandGenerator.mountainLadderTilemap.HasTile (pos))
continue;

list.Add (pos);
}

return list;

}

bool IsTopmostForLevel (Vector3Int cell, EdgeBlocker.Level level,
Tilemap[] higherMaps)
{
// Ha wnitmHui OBOB’A3KOBO Mae OyTM Taiil NOTPiBHOTO piBHS
switch (level)
{
case EdgeBlocker.Level.Sand: if
(!'islandGenerator.sandTilemap.HasTile (cell)) return false; break;
case EdgeBlocker.Level.Grass: if
(!'islandGenerator.grassTilemap.HasTile (cell)) return false; break;
case EdgeBlocker.Level.Mountain: if
(!islandGenerator.mountainTilemap.HasTile(cell)) return false; break;

}

// TlepekoHaATMUCs, MO HAX HEK HEeMaE TaliliB BUIMX WAPiB

if (higherMaps != null)
foreach (Tilemap t in higherMaps)
if (¢t !'= null && t.HasTile(cell)) return false;

return true;

®daiia ItemSpawner.cs

Peanizaris ¢pyHKIioHaTBHOT 3371a41 PO3KUIaHHS MPEIMETIB 110 KapTi.
using UnityEngine;

using UnityEngine.Tilemaps;

using System.Collections;

using System.Collections.Generic;

public class ItemSpawner : MonoBehaviour

{

public IslandGenerator islandGenerator;
public List<ItemSpawnData> sandItems;
public List<ItemSpawnData> grassItems;

public List<ItemSpawnData> mountainItems;

public Transform itemParent;
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void Start ()
{
if (islandGenerator == null)
{
Debug.LogError ("IslandGenerator He BCcTaHOBJeHO!");
return;

}

islandGenerator.OnGenerationComplete += () =>
{
StartCoroutine (DelayedSpawn ()) ;
}i
}

IEnumerator DelayedSpawn ()

{

yield return new WaitForSeconds (0.1f);

SpawnItemsOnTilemap (islandGenerator.sandTilemap, sandItems, new
Tilemap[] { islandGenerator.grassTilemap, islandGenerator.mountainTilemap },
islandGenerator.wallTilemap, islandGenerator.higherWallTilemap) ;

SpawnItemsOnTilemap (islandGenerator.grassTilemap, grassltems, new
Tilemap[] { islandGenerator.mountainTilemap }, islandGenerator.wallTilemap,
islandGenerator.higherWallTilemap) ;

SpawnItemsOnTilemap (islandGenerator.mountainTilemap, mountainItems,
null, islandGenerator.wallTilemap, islandGenerator.higherWallTilemap) ;

}

void SpawnItemsOnTilemap (Tilemap tilemap, List<ItemSpawnData>
itemsToSpawn, Tilemap[] blockedAbove, Tilemap wallTilemap, Tilemap
ladderTilemap)
{
List<Vector3Int> validTiles = new List<Vector3Int>();

tilemap.CompressBounds () ;
foreach (var pos in tilemap.cellBounds.allPositionsWithin)
{

if (!'tilemap.HasTile (pos)) continue;

// TlepeBipka: He Mae OyTu CTiHM UM OpabuHU

if ((wallTilemap !'= null && wallTilemap.HasTile(pos)) ||
(ladderTilemap != null && ladderTilemap.HasTile (pos)))
continue;

// BJok HaI piBHeM
bool blocked = false;
if (blockedAbove != null)
{
foreach (var above in blockedAbove)

{

if (above.HasTile (pos))

{
blocked = true;
break;

}

if (!blocked)
validTiles.Add (pos);
}

foreach (var itemData in itemsToSpawn)

{
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for (int i = 0; i1 < itemData.count; i++)

{

if (validTiles.Count == 0) return;

Vector3Int spawnTile = validTiles[Random.Range (0,
validTiles.Count) ];

Vector3 worldPos = tilemap.CellToWorld(spawnTile) + new
Vector3(0.5f, 0.5f, 0);

Instantiate (itemData.prefab, worldPos, Quaternion.identity,
itemParent) ;
}
}

}

[System.Serializable]

public class ItemSpawnData

{
public GameObject prefab;
public int count;

®aiin EnemyStats.cs
Peanizaiiisi B3aemojii BOPOTIB 3 TpaBIEM: OTpUMaHHA a00 HAHECEHHS IIKOJH,

CMEPTh, TAKOK OTPUMaHHS a00 HaHEeCEeHHS e(DEeKTiB.
using UnityEngine;

using System.Collections;

using UnityEngine.Audio;

using UnityEngine.SceneManagement;

public class EnemyStats : MonoBehaviour

{
[Header ("Scene change on death")]
public bool loadSceneOnDeath = false;
public string sceneToload = "Win";

[Header ("Sound FX")]

public AudioClip hitClip;

public AudioClip hurtClip;
public AudioClip deathClip;
AudioSource sfx;

public AudioMixerGroup sfxGroup;

public float maxHealth = 100f;
public float currentHealth = 100f;
public float CurrentHealth
{
get => currentHealth;
set
{
_currentHealth = Mathf.Clamp(value, 0, maxHealth);
}

}
public float baseDamage = 10f;

public bool isSlowed = false;
private float slowTimer = 0f;
public float speed = 2f;

private float originalSpeed;

public bool isDead = false;
public bool isPoisoned = false;



public bool isBurning = false;
public bool isMarked = false;

private float poisonTimer = 0f;
private float burnTimer = 0f;

private SpriteRenderer spriteRenderer;
private Color originalColor;
private Animator animator;

public Healthbar healthbar;

private void Start()
{
_currentHealth = maxHealth;
originalSpeed = speed;
spriteRenderer = GetComponent<SpriteRenderer>();
animator = GetComponent<Animator>();

if (spriteRenderer != null)
originalColor = spriteRenderer.color;

healthbar.SetMaxHealth (maxHealth) ;

sfx = gameObject.AddComponent<AudioSource> () ;
sfx.playOnAwake = false;

sfx.spatialBlend = 1f;

sfx.rolloffMode = AudioRolloffMode.Linear;
sfx.maxDistance = 20f;
sfx.outputAudioMixerGroup = sfxGroup;

}

private void Update ()

{
HandlePoison () ;
HandleBurn () ;
HandleSlow () ;

}

protected void PlaySFX (AudioClip clip, float volume = 1f)
{

if (clip == null) return;
sfx.pitch = Random.Range (0.9f, 1.1f); // HeBeymuka Bapiauis, wmob
MOHOTOHHO

sfx.PlayOneShot (clip, volume);
}

public void TakeDamage (float amount)

{

if (isDead) return;
float finalDamage = amount;

if (isMarked)
finalDamage *= 1.4f;

_currentHealth -= finalDamage;
healthbar.UpdateHealth( currentHealth);
PlaySFX (hurtClip, 0.9f);

if (_currentHealth <= 0)
{

Die();
}



}

public void ApplyPoison (float duration)
{

isPoisoned = true;

poisonTimer = duration;

FlashColor (Color.green) ;

}

public void ApplyBurn(float duration)
{

isBurning = true;

burnTimer = duration;

FlashColor (Color.red) ;
}

public void ApplySlow(float duration)
{

isSlowed = true;

slowTimer = duration;

speed = originalSpeed * 0.5f;
}

private void HandlePoison ()

{

if (!isPoisoned) return;

poisonTimer -= Time.deltaTime;
if (poisonTimer <= 0)
{
isPoisoned = false;
ResetColor();
}
else 1f (Time.frameCount % 30 == 0)
{
TakeDamage (2f) ;
}
}

private void HandleSlow ()

{

if (!'isSlowed) return;

slowTimer -= Time.deltaTime;
if (slowTimer <= 0)
{

isSlowed = false;

speed = originalSpeed;

}

private void HandleBurn ()

{

if (!isBurning) return;

burnTimer -= Time.deltaTime;
if (burnTimer <= 0)
{
isBurning = false;
ResetColor () ;
}
else if (Time.frameCount % 30 == 0)
{
TakeDamage (3f) ;
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}

public bool IsDead()
{

return isDead;

}

private void Die()

{
isDead = true;
PlaySFX (deathClip, 0.9f);
if (healthbar !'= null)

{
Destroy (healthbar.gameObject) ;

}
if (animator != null)

{

animator.SetBool ("Dead", true);
DisableScripts();
}

StartCoroutine (HandleDeathAfterDelay (0.5f));
}

private void FlashColor (Color color)

{

if (spriteRenderer != null)
spriteRenderer.color = color;

}

private void ResetColor ()

{
if (spriteRenderer != null)
spriteRenderer.color = originalColor;

}

public void AttackTarget (CharacterStatsBase target)
{

float actualDamage = baseDamage;

if (isBurning && target is KnightStats &é&
target.HasEffect (ItemType.FlameCrystal))
{
actualDamage *= 0.75f; // -25% wxomu
}
PlaySFX (hitClip, 0.9f);
target.TakeDamage (actualDamage) ;

}

void DisableScripts ()
{

MonoBehaviour[] scripts =
GetComponentsInChildren<MonoBehaviour> (true) ;

foreach (MonoBehaviour script in scripts)
{
if (! (script is Animator || script == this))
{
script.enabled = false;
}
}

// JleTkuii 3CyB BITOPY [Iepell 3aMOPO3KOIW
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transform.position += new Vector3(0f, 0.3f, 0f);

Rigidbody2D rb = GetComponent<Rigidbody2D>() ;
if (rb != null)
{
rb.velocity = Vector2.zero;
rb.angularVelocity = 0f;
rb.bodyType = RigidbodyType2D.Static; // moBHiCTH 3ynmMHAE 00’ EKT

}

IEnumerator HandleDeathAfterDelay (float deathDelay)
{

yield return new WaitForSeconds (deathDelay) ;

if (loadSceneOnDeath && !string.IsNullOrEmpty (sceneToLoad))
{
SceneManager.LoadScene (sceneTolLoad) ;

}

gameObject.SetActive (false);

®daiia PlayerSpawner.cs

Peanizaris pyHKIiOHATHHOI 331241 CTBOPEHHS I'PaBLs HA KapTi B IPABHJIbHIN TOYIIL.
using UnityEngine;

using UnityEngine.Tilemaps;

using System.Collections.Generic;

using System.Collections;

using UnityEngine.SceneManagement;

public class PlayerSpawner : MonoBehaviour
{
public IslandGenerator islandGenerator;
public GameObject playerPrefab;

void Start ()
{
if (islandGenerator == null)
{
Debug.LogError ("IslandGenerator He BcCcTaHOBJEeHO! IlepeTarHiThb
oB6'exT y PlayerSpawner B iHcnekTopi.");
RestartLevel () ;
return;

try
{

StartCoroutine (WaitForIslandGeneration()) ;

}

catch (System.Exception ex)

{

Debug.LogError ("lloMnnka Oinm yac 3anycKy TeHepalii ocTpoma: " +
ex.Message) ;
RestartLevel () ;
}
}

IEnumerator WaitForIslandGeneration ()

{

yield return new WaitUntil (() =>
GetTileCount (islandGenerator.sandTilemap) > 0);

Debug.Log ("OcTpiB 3TeHepoBaHO! 3BamnyckaeMoO IMOWYK MMimaHuMx OCTpPpoBiB.");
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List<HashSet<Vector3Int>> sandIslands =
islandGenerator.getSandIslands () ;

if (sandIslands.Count > 0)
{
List<Vector3Int> islandTiles = FindChosen (sandIslands);
// ®impTpyeMO JMile BHYTPimHI OIMTKM (BIiOKMOAEMO MexXi)
List<Vector3Int> safeTiles = new List<Vector3Int>();
foreach (Vector3Int tile in islandTiles)
{
bool isEdge = false;
foreach (Vector3Int dir in new Vector3Int[] {
new Vector3Int(l, 0, 0), new Vector3Int(-1, 0, 0),
new Vector3Int (0, 1, 0), new Vector3Int (0, -1, 0) })
{

Vector3Int neighbor = tile + dir;
if (!islandGenerator.sandTilemap.HasTile (neighbor)) //
Axkmo xoua © OOMH CyCin He € mickoM, 3HauuTh le Kpall OCTpOoRBRa
{
isEdge = true;
break;

}
if (!isEdge)
safeTiles.Add(tile);

if (safeTiles.Count == 0)
{
Debug.LogWarning ("He 3HalmeHO BHYTPiWHIX TaljliB IJd
conaBsuy!") ;
Restartlevel () ;
yield break;

SpawnPlayer (safeTiles[Random.Range (0, safeTiles.Count)]);

}

else

{

Debug.LogWarning ("He 3HalMOeHO XOOHOT'O IIiMAHOI'O OCTPOBAa IJig CIaBHY
rpaBus!");

Restartlevel () ;

yield break;

}

int GetTileCount (Tilemap tilemap)
{

tilemap.CompressBounds () ;

BoundsInt bounds = tilemap.cellBounds;
TileBase[] allTiles = tilemap.GetTilesBlock (bounds) ;
int count = 0;

foreach (TileBase tile in allTiles)
{

if (tile != null) count++;
}

return count;

List<Vector3Int> FindChosen (List<HashSet<Vector3Int>> islands)
{
List<HashSet<Vector3Int>> validIslands = new
List<HashSet<Vector3Int>>();
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foreach (var island in islands)
{
if (island.Count < 10 || island.Count > 30)
continue;

bool bridgeTouching = false;

foreach (Vector3Int tile in island)
{
for (int dx = -1; dx <= 1; dx++)
{
for (int dy = -1; dy <= 1; dy++)
{
Vector3Int neighbor = tile + new Vector3Int (dx, dy,
0)s
if
(islandGenerator.sandBridgeTilemap.HasTile (neighbor))
{
bridgeTouching = true;
break;
}
}
if (bridgeTouching) break;
}

if (bridgeTouching)
break;

if (bridgeTouching)
validIslands.Add (island) ;
}

if (validIslands.Count == 0)
{
Debug.LogWarning ("He 3HalimeHO XOOHOT'O OCTpPOBa, WMo Mae MicT.");
RestartLevel () ;
return new List<Vector3Int> { Vector3Int.zero }; // 3Banobirae
Kpalry

}

HashSet<Vector3Int> chosenIsland = validIslands[Random.Range (0,
validIslands.Count) ];

return new List<Vector3Int> (chosenIsland);

}

void SpawnPlayer (Vector3Int spawnTile)
{
if (spawnTile == Vector3Int.zero)
{
Debug.LogWarning ("CnasH He Bin®yBCs, KOOPIMHATM HeBipHi!");
RestartLevel () ;
return;

}

Vector3 worldPosition =
islandGenerator.sandTilemap.CellToWorld (spawnTile) ;
playerPrefab.transform.position = worldPosition + new Vector3(0.8f, -
0.5f£, 0);

Debug.Log ($"I'paBeub 3acnaBHeHuit Ha {worldPosition}");

}



void RestartLevel ()

{
Debug.LogWarning ("PecTapT piBHA uUepe3 NOMMUIIKY CcHaBHy!");
SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex) ;
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OB’CKT BUIIPOBYBAHD. .........ccccceieeee.
META TECTYBAHHS.......ccooviiiiiiines
METOIM TECTYBAHHS .........ccocveennee.

3ACOBU TA TTIOPAJOK TECTYBAHHA



1 OB’EKT BUITPOBYBAHDb

O6’exToM BHUMPOOYBaHHS € IrpoBUil 3acTOCyHOK y cTwi Roguelike,
po3po06eHuit Ha MoBi mporpamyBaHHs C# 3 BHUKOPHCTaHHS ITPOBOTO JBUTYHA

Unity.



2 META TECTYBAHHA

MeTot10 TecTyBaHHS € HACTYIIHE:

- nepeBipka TPABWIBHOCTI  POOOTH  TMPOTpaMHOro  3a0e3medeHHS
BIJIOBITHO 10 (PYHKITIOHAJIbHUX BUMOT

- nepeBipka CYMICHOCTI 3aCTOCYHKY 3 PI3HUMH ONEpaLiiiHUMU
cucreMamu (Windows, Linux, MacOS;

- 3HaXOXKEHHS TIPOo0JIeM, TOMUIIOK 1 HEJIOMIKIB 3 METOIO 1X YCYHEHHS;

- nepeBipka 3py4HoCTi rpadigHoro iHTepdeicy.



3 METOJIM TECTYBAHHSA

JUis TecTyBaHHS NPOrpaMHOrO 3a0e3MeyYeHHs BHUKOPHCTOBYIOTHCSA Taki
METOJIH:

- (yHKLIOHAJIbHE TECTYBaHHS — MOJArae y NEpeBipLl BIAMOBIIHOCTI
peabHOI MOBEIHKY MPOTPAMHOTO 3a0€3NeYCHHSI OYiKyBaHi;

- MaHyaJlbHE TECTYBaHHS — TECTyBaHHA 0€3  BUKOPHUCTaHHS

aBTOMAaTHU3allil, TeCT-KeicH nuiie oco0a, 0 TECTY€E MporpaMHe 3a0e3NeUEeHHS.



4 3ACOBM TA NOPAJOK TECTYBAHHA

[lin wac mpoBeneHHS TECTyBaHHS OyayTh BHKOPHUCTOBYBATHCH HACTYITHI
JOTIOM1XKHI 3aCO0U:

- BOy0BaHa nepesipka koay Bia Visual Studio;

- BOynoBaHa nepesipka Big Unity Editor.

[Topsimok MpoBeIeHHS TeCTyBaHHS OyJ1e HACTYITHUM:

- TECTYBaHHS Ha KOMIT IOTEPHHX MPHUCTPOSX 3 PI3HOK PO3IiIHHOIO
3MIaTHICTIO €KpaHa;

- TECTYBaHHS Ha KOMIT IOTEPHHUX TIPUCTPOSIX 3 PI3HOK BEpCi€ro
oTiepaIiifHOl CUCTEMU;

- TECTYBaHHS 3pYYHOCTI BUKOPUCTAHHS,

- MaHyaJIbHE TECTYBaHHsI Ha BIAMOBIIHICTh (DYHKI[IOHATHHUM BUMOTaM;

- TECTYBaHHS Ha KOPEKTHICTh 0OPOOKH MTOMIIIKH.
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1 IIPU3HAYEHHA ITPOT'PAMUA

«One Man Army» — me irpoBuii 3actocyHok y ctwm Roguelike, 3
BIJIMTOBITHUMH JJIS1 IILOTO JKaHPY OCOOIMBOCTSIMH (paHIoMi3allis 1 TepMacMepTh),
KU 3a0e3meuye MOKIIMBICTh BUKOHAHHS yCiX HEOOXITHUX (PYHKIIIH cepell IKHX:

- MO>KJIMBICTh PyXY IIEPCOHAXKA IO PIBHIO;

- MO>KJIMBICTh 3MIHUTH PiBEHb;

= HAHECEHH$ IIKOJU BOPOTOBI;

— OTpUMaHHS IIKOIU Bl BOPOra;

- 30MpaHHs MPEAMETIB, SIKI HAJIal0Th €(PEKTU NEPCOHAKAM;

- npu 300pi JOCTaTHBOI KUIBKOCTI (PparMeHTIB KapTh — TMEepeHic

HACTYIHUU piBEHb.



2 HNIAIOTOBKA 10 POBOTH 3 ITPOI'PAMHUM 3ABE3INIEYEHHSAM
2.1  CucreMHi BUMOTH JJII KOPEKTHOI poOOTH

[Iporpamue 3abesneuenns «One Man Armyy», po3poOieHe Ha OCHOBI
irpoBoro pyuris Unity, moBuHHO (yHKIIIOHYBaTH Ha IBM-CyMicHUX epcOHaIbHUX
KOMIT I0Tepax Il KepyBaHHsIM omnepairiitHoi cuctemu Windows, macOS a6o Linux.

MiHimMalibHa KOHQITypalis TEXHIYHUX 3aC001B:

— tun npouecopy: Intel Core 15 abo Apple M1;

— 00‘em O3I1: 4 T'6;

— rpadiuHa kapra: BOyJIoBaHa, 3 miarpumkor Metal (Ha macOS) 3
niarpumkoro DirectX 11 / OpenGL 4.1;

- BUIbHE Miclie Ha qucky: He MeHie 0.3 T'b.

PexomennoBana KoH]irypailisi TEXHIYHHX 3aC001B

— tun npornecopy: Apple Silicon M2 (MacBook Pro 2022+);

- 00‘em O3II: 16 I'G;

— rpacdiuHa kapta: BOynoBana Apple GPU (M2);

— BUIbHE Miclie Ha TucKy: He MeHie 0.5 T'b.
2.2 3aBaHTaXEHHS 3aCTOCYHKY

Ha pmanmii MOMEHT 3aCTOCYHOK MOXHA BCTAaHOBUTH  BJIACHOPYUY,
BUKOPUCTOBYIOUM BIiAMOBIAHI exe-aitn (mis1 Windows) abo app-daiin (mns
MacOS). [{ns uporo crepiry HeoOX1THO 3aBaHTaXKUTH MOT0 Ha MPHUCTPIH, a MOTIM,
BUKOPUCTOBYIOUM SKUM-HEOYJb I1HCTAISTOP, BUKOHATH BCTAHOBJIEHHS JAHOTO

JOJIaTKY.
2.3 IlepeBipka KOPEKTHOI poOOTH

[lo 3aBeplIEHHIO BCTAaHOBJIEHHS JOJaTKa Ha poOOYOMY CTOJI MPUCTPOIO
MOBHMHHA B1I00OPA3UTHUCh 1IKOHKA JAHOTO 3aCTOCYHKY. Y pasi, SIKIIO JaHa 1IKOHKa He

3’SBHJIACh, TO BCTAHOBJEHHS BIAOYJOCh HE yCHilIHO. [Hakme KopHcTyBau Mae



3MOTYy 3aIllyCTUTH JO0JIaTOK, KJIAIHYBIIM Ha #oro ikoHKy. [licms HaTtuckaHHS

ITOBHMHHA BiJJOOPA3UTHCh TTOYATKOBA CTOPIHKA 3aCTOCYHKY.



3 BHUKOHAHHA IPOI'PAMHU

Onpa3sy micis 3aImycKy irpoBOTO 3aCTOCYHKY BiJIKPUBAETHCS TOJIOBHE MEHIO

rpu (puc. 3.1).

Pucynok 3.1 — 'onoBHe MeHIO

[Ticns HatucHenHs kHOMKU «Play» rpaBenp moTparisie Ha TEPIIMA OCTPIB

(puc. 3.2).

Pucynok 3.2 — I'paBenib 3acriaBHEHHI Ha TIEPUIOMY PiBHI



[Ipu HaTUCKaHHI KJIaBILI pyXy NEPCOHAX NOYMHAE pyXaTUCh (puc. 3.3).
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Pucynok 3.3 — Pyx rpaBus
[Ipu HaTHCHEHHI KHOIIKH 3MIHM TIOBEPXY Ha JpabuH1 rpaBellb MePEMIIy€E€ThCS

Ha 1HIUH oBepx (puc. 3.4).

Pucynok 3.4 — 3miHa moBepxy rpaBiis



[Ipy HaTHCHEHHI KJIaBilll 3MIHM NEPCOHAXIB MEPCOHAXK 3MIHIOETHCS (pHUC.

Pucynok 3.5 — 3mina nepconaxa

SIkI10 BOpOT 3HAXOIUTHCS B Jiana3oHl aTakKh TO BiH OTPUMYE MIKOTY (pHC.

3.6).

Pucynok 3.6 — Araka Ha Bopora



Komu BOpoOr romivae I'paBLd, TO BIiH aTaKye€ 1 MEPCOHAXK OTPUMYEMO HIKOAY

(puc. 3.7).
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Pucynoxk 3.7 — Bopor atakye
Sxuo 1o mpeAaMery MiAINTH, TO BiH aBTOMAaTUYHO IE€PEHECeThCs HaM B
iHBeHTap (puc. 3.8).

Pucynox 3.8 — [ligHiMaHHS IpeAMETY



10

[Ipy oTpumaHHI JOCTaTHBOI KIUIBKOCTI IIKOAM TpaBelb Mporpae i

BIJIKPUBAETHCSI MEHIO mporpaty (puc. 3.9).

Pucynok 3.9 — MeHnto nporpariry

[Ipn HaHeceHHI MOCTaTHHOI KUTBKOCTI IIKOAM, TMEPCOHAXK 3HUIIYE BOPOTa

(puc. 3.10).
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Pucynok 3.10 — 3HuiieHss Bopora
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[Ticns mepemoru Han ¢iHadTbHUM OOCOM TpaBIl MEPEHOCUTH B MEHIO

niepemord (puc. 3.11).
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Pucynok 3.11 — MeHnto nepemoru
Takox miciist HATUCHEHHSI KHOTIKY 1HBEHTAPIO € MOKIIUBICTh MOAUBUTHUCH IO

MEPCOHAX Ma€ y IHBEHTapi 1 sIKi IPeIMETH MatoTh AKi epekTu (puc. 3.12).

-z 'L !
Description

Legal tender in the
afterlife.

Slave: A joit of
rermanent movement
Speed.
Knight: Flat damage

taken (s trimmed down,
Arcker: Arrows can
reach a few Steps
tartker,
X

Pucynok 3.12 — MeHto iHBeHTaps rpaBLs
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Player

Pick map fragment

One Man Army
<<include=> Change floor
Attack / Shoot
o Open inventory
<<gxtend>>
- &
s
s
<<@xtend>>

-~
”

e

c<include>> Go to new island

<<extend:
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(© Enemyal

detectionRadius : float
attackRadius : float
attackCooldown : float
retreatTime : float

moveSpeed : float

pathRefresh : float

allowedLevel : EdgeBlocker.Level
islandGenerator : IslandGenerator
healthbar : GameObject

player : Transform

stats : EnemyStats

path : SimpleGridPathfinder
curPath : List<Vector3>

pathldx : int

pathTimer : float

isRetreat : bool

retreatTimer : float

spawnPos : Vector3

Start() : void

Update() : void

NeedsPath() : bool

Repath(Vector3 logicalTarget) : void
FollowPath(float speed) : void
Face(Vector3 dir) : void
Attack(CharacterStatsBase target)
GetRandomPatrolPoint() : Vector3
IsCellWalkable(Vector3int c) : bool
GetlevelMap() : Tilemap

: IEnumerator

(© Enemystats

sceneToload :

baseDamage :
isSlowed : bool

speed : float
originalSpeed
isDead : bool
isPoisoned : bo
isBuming : bool

poisonTimer : fl
burnTimer : flo

loadSceneOnDeath : bool
maxHealth : float

_currentHealth :

slowTimer : float

isMarked : bool

originalColor : Color
healthbar : Healthbar

string

float
float

float

ol
|

© SimpleGridPathfinder

level : EdgeBI

loat

ocker.Level

at

Start() : void
Updatel() : vo

HandlePoison()
HandleSlow()
HandleBurn()
IsDead() : bool
Die() : void

AttackTarget(C
DisableScripts(

TakeDamage(float amount) : void
ApplyPoison(float duration) : void
ApplyBurn(float duration)
ApplySlow(float duration) : void

: void
: void

FlashColor{Color color) : void
ResetColor() : void

FindPath(Vector3 startWorld, Vector3 targetWorld) :
IsTopmostTile(Vector3int c) : bool
GetLevelMap(EdgeBlocker.Level I) : Tilemap
IsBlocked(Vector3int c) : bool
PopLowestF(List<Node> list) :
Reconstruct(Node n, Tilemap map)

List<Vector3>

Node

: List<Vector3>

void

: void

haracterStatsBase target) : void
) : void

© EnemySpauner

islandGenerator : IslandGenerator
enemyParent : Transform
sandEnemies : GameObject(]
QrassEnemies - Gameobjectl]
mountainEnemies : GameObject()
sandEnemyCount it
SrassEnamyCount < mt
ntainEnemyCount : int
Start() : void
map levelMap, prefabs, nt count, i
R pmaator craacar3me o agamookor Lovar tovar, Mermal Menermape - boa

© Payerspanner

(© characteractions

stats : CharacterStatsBase
movementScript : PlayerMovement
attackCooldown : float
lastMoveDirection : Vector2

enemyLayers : LayerMask
combostep : int
comboTimer : float
comboResetTime : float
Start() : void

Update() : void
TryAttack() : void

TryShoot() : void
[& tem. Collection:

target) :

(© characterswitcher

characters : GameObject(]
currentindex : int
cameraFollow : CameraFollow
followU! : FollowPlayerUl

haracterSelector
currentPlayer : GameObject

start() : void

Update() : void
SwitchTo(int newindex)
ActivateOnly(int index) : void

(©) PlayerMovement

ladderSpeed : float
stats : CharacterStatsBase
movement : Vector2
isFacingRight : bool
canMove : bool
sandTilemap : Tilemap
grassTilemap : Tilemay
mountainTilemap : Tilemap
sandBridgeTilemap : Tilemap
grassBridgeTilemap : Tilemap
mountainBridgeTilemap : Tilemap
wallTilemap : Tilemap
higherWallTilemap : Tilemap
grassLadderTilemap : Tilemap
mountainLadderTilemap : Tilemap
sandColliderParent : Transform
grassColliderParent : Transform
mountainColliderParent : Transform
sandBridgeColliderParent : Transform
grassBridgeColliderParent : Transform
mountainBridgeColliderParent : Transform
sandCollider : TilemapCollider2D
grassCollider : TilemapCollider2D
mountainCollider : TilemapCollider2D
sandBridgeCollider : TiemapCollider2D
grassBridgeColider : TilemapCollider2D
llider : TilemapCollider2D

© Arrow

speed : float
damage : float

maxTravelDistance : float

owner : CharacterStatsBase

direction : Vector2

startPosition : Vector2

Start() : void

Update() : void
OnTriggerEnter2D(Collider2D other) : void

Start() : v
Update() : voi
FixedUpdate() : void
OnTriggerEnter2D(Collider2D collision) : void
OnTriggerExit2D(Collider2D collision) : void
SetHeightLevel(HeightLevel level) : void
GetCurrentLevel() : EdgeBlocker.Level
UpdateColliders() : void
UpdateWallVisibility() : void

SetHeightLevelToSand() : void

Level level)

void

© Craracterstatssase

level
maxHealth : float
_currentHealth : float
damageResistance : float
damagelgnoreChance : float
Ul PauseManager
healthbar : Healthbar
deathDelay : float
healthinitialized : bool
baseDamage : float
attackRate : float

ritdltipler: foat
Ranged
arrowSpeedMunlpller float
moveSpeed : float
originafspeed : float
bonusSpeedTimer : float
bonusSpeedAmount : float
hasAutoSpeedBoost : bool
nextAutoBoostTime : fioat
isDea
isBurning : bool
burnTimer : float
burnDamage : float
isPoisoned : bool
poisonTimer : float
poisonDamage : float
burnOnCrit : bool
burnOnHit : bool
bonusVsPoisoned : bool
hasToxicBoostWhenLow : bool

hasSniperBonus : bool
sniperBonusApplied : bool
sniperBonusRange : float
S N - bk
attacksSlow

SlomDuration ot
slowChance : float

lastTimeHealed : float
onkillHealF actor : float
lastDamageTaken : float
lastDamageTakenTime : float
lastEnemyHitDamage : float
lastPosition : Vector3
standingTimer : float
isStandingstill : bool
retaliatePoisonOnHit : bool
combostrikeEnabled : bool
hasShieldFortify : bool
fortifyD ioat

for

hasPiercingShot : bool
transmuteReady : bool
transmuteCooldown : float
transmuteTimer : float

Start() : void

Update() : void

Trackstanding()
and\eslalusEﬁeclsU vuld

= false,
DealDamage(float amoum bool killed = false) : void
Heal(float amount) :

ie() : voi
DisableScripts() : void
ApplyBum(float duration) : voi
ApplyPoison(float duration) : voi
ActivateBonusSpeed|(float amount, float duration) : void
HasEffect(ItemType type) : bool
UseTransmutationAbility() : void

attacker = null) : void

© Archerstats
(© xnightstats ‘ ercingShotActive : bool
pier i

Start() : void
TriggerT:

Start() : void

igger ) : void
Update() : void

© remspauner

islandGenerator: sandGenerator
p\ayqr?lﬁlah ‘GameObje

start()
GelTHe(ount(Tll!map tilemap) : int

islands) : L
SnawnP\ayenVﬂ[orJ\n[spawrﬂ'\ey void
RestartLevel()

level, Tilemap(] higherMaps) : void

© ventoryManager

items : List<ItemEffect>
slots : List<InventorySlotul>
maxitems : int

itemNameText : TextMeshProUGUI
descriptionText : TextMeshProUGUI
mapFragmentSlotindex : int
fullMap : ItemEffect
Awake()
Additem(itemEffect item) : bool
HasllemlllemTypEtype bool
CountOfiitemType type)
ApplyToAllCharacters() it

© andcenerator

islandGenerator : IslandGenerator
sandltems : List<ItemSpawnData>
grassitems : List<ltemSpawnData:
mountainitems : List<ItemSpawnData>
itemParent : Transform

Start() : void

tilemap,

width : int

height : int

scale : float

islandRadius : float
eSize : it

maxBridgetiempts:int

spawnGrass

S aabountaim cbool
i dacrus BT e

ap
aarTierap ; Tramap

bridgeShadowTilemap : Tilemap
grassDirtTilemap : Tilemap
sandDirtTilemap : Tilemap
sandBridgeTilemap : Tilemap
grassBridgeTilemap : Tilemap
mountainBridgeTilemap : Tilemap

wallTile : RuleTil
bridgeTile : RuleTile
ladderTile : RuleTile
shadowTile : il

nidgecolda oy | GameObject
grassEdgeCalliderPrefab : GameObj
mountainEdgeColliderPrefab : GameObject
sandColliderParent : Transform
grassColliderParent : Transform
mountainColliderParent : Transform
sandBridgeColliderparent : Transform
grassBridgeColliderParent : Transf
mountainBridgeColliderParent : Transform
OnGenerationComplete : System.Action
offsetX

offsety : float

generationCompleted : bool
placedBridges : HashSet<Vector3int>
placedWalls : HashSet<Vector3int>
sandislands : List<HashSet<Vector3int>>

void
Generatelsiand() : void

GenerateWalls() : void
HasGroundTile(Vector3int position) : bool
EnsureSandUnderGrassWalls() : void
PlaceSand(Vector3Int pos) : void
GenerateBridges() : void

S

u

(Tilemap Lis
CanPlaceBridge(Vector3Int start, Vector3int end) : bool
IsBridgeTooCloseVectorsint pos, Vectorint ulredmm bool
IsBridgeNearStartOrEnd(Vector3int p
Placesridge(Vectoraint stat Vet eney - vaid

lic

ilemay

IsGrassTile(Vector3Int pos) : bool
e o e o)
Geteighbors(Vector3nt pos) :List=Vector3int>
e amrarandel ; Leamaet sttt

nsform parent) : void

P,
e HaB s older ramap arounTerman. Herman ridgenap, Tronstorm colrParans, GarmeOmac coliderPrefa : void

Tilemap(] Tilemap wallTilemap, Tilemap ladderTilemap) : void

© remspownoata

prefab : GameObject
count : int

(© slavestats

start()
TriggerTransmutationEffect() : void

© cdgeviocker

e

SeCainaer SCohider2n

e

Oncsisonsoy2DiCalisanzo clldon): v
erStay2Di(Collider2D other)

e opsmecatison(ConaaraD coten void

© Pickupitem
effect : Itemffect

Start() :
onTnggerEmerthcmnder)n other) : void
DestroyAfterDelay(float time) : IEnumerator

KIM1.1M-1228.045480.06.99.CCK

ReapplyTo(CharacterStatsBase stats) : void
UpdatelnventoryUl(List<ItemEffect> items) : void
AssignUISlots(List<InventorySlotUi> newSlots) : void

(© nemefrect

3m. Apk.

Ne gokym.

Mign.

Oata

Po3po6us

type : ItemType
ite mName 2 string
icon :

asscnpuon string

Cimuyk A.B.

Mepesipus

Maenos O.A.

stats) : void
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Description '

Legal tender in the
afteriife.

Slave: A joit of
rermnanent movement
Speed,

Knight: Flat damage
taken is trimmed down,
Archer: Arrows can
reach a few Steps
farther,
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