HALIOHAJIbHUM TEXHIYHUI YHIBEPCUTET YKPATHU
«KUTBCHKHNU OJITEXHIYHUN THCTUTYT imeni ITOPS CIKOPCBKOI' O»

dakyabTeT 1HPOPMATUKHY Ta OOUUCTIOBAILHOI TEXHIKU
(moBHa Ha3Ba IHCTUTYTY/(aKyIbTETY)

Kadeapa inbopmaTrku ta nporpaMHoi 1HKEHEPIT
(moBHa Ha3Ba Kadenpu)

«J10 3axucTy JONMyIEHO»
3aBigyBau Kadeapu
Enyapa )KAPIKOB

(migmuc) (im’s1 mpi3BUILE)

“« 2025 p.

JAMNJIOMHHUH IPOEKT
Ha 3100yTTH cTyneHs DakajiaBpa
3a OCBITHBLO-IPodeciiiHo mporpamMoro «IH:KeHepis MPOrpaMHoOro 3ade3nevyeHHst
iHpopManiiHUX cucTeM»
cnenianbHOCTI «121 IHKeHepist mporpaMHoro 3ade3neyeHHsn)

Ha TeMYy: Mo0inpHa rpa B xkanpi Shooter 3 enementamu Roguelike
Bukonas cryneHt IV kypcy, rpynu II1-12
(umagp rpyrm)

Kopnienko Banepiit CepriiioBuu

(npi3BuiLe, iM’s1, 10 OATHKOBI) (migmuc)
KepiBauk acuCTeHT, 3apiukoBuii O. A.
(mocaza, HayKOBHI1 CTYITiHb, BUCHE 3BaHHS, IPI3BULIE Ta iHILlaIH) (migmuc)

Penensenr acuctent kadenpu ICT, PhD, Ans6pext . O.

(mocaza, HayKOBHI1 CTYITiHb, BUCHE 3BaHHS, IPI3BULIE Ta iHILIaIH) (migmuc)

3acBiguyro, MO y OMY TUIUIOMHOMY IPOEKT1
HEMae 3alo3WYeHb 3 Mpallb IHIIUX aBTOPIB 0e3
BIAMOBIJHUX NOCUJIAHD.

CryneHt

(migmuc)

Kuis — 2025
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3ABJIAHHA
HA IMIVIOMHH MPOEKT CTYAEHTY

Kopunienky Banepito CepriiioBuuay

(pizBHmIE, iM’51, IO GaTHKOBI)

1. Tema npoekTty Mob6inbsHa rpa B skaHpi Shooter 3 enementamu Roguelike

KEpIBHUK MPOEKTY  3apiukoBuil Onekcanap AHATOMMOBUY, aCUCTEHT

(mpi3BuILE, iM’s, IO OATHKOBI, HAYKOBHH CTYIIiHb, BUCHE 3BaHH!)

3aTBEP/IKEH1 HAKa30M I10 YHIBEPCHUTETY BiJ «23» TpaBHs 2025 p. No 1705-c

2. Tepmin momaHHs CTYACHTOM MPOEKTY «16» uepBHs 2025 poky

3. BuxizaHi JaH1 A0 MPOEKTY: TEXHIYHE 3aBAAHHS

4. 3MICT MOSICHIOBAJILHOI 3aIIUCKHA

1) IlepeanpockTHE OOCTEXEHHS IPEAMETHOI 00JIacTi: aHami3 MpeaMeETHOI 00JacTi,
aHaJI3 ICHVIOUMX PIII€Hb, aHaJI3 BUIOMHUX OPOrpaMHUX HPOJAYKTIB, aHAII3 BLIOMHX
AJCOPUTMIYHMX Ta TEXHIYHUX PIIIEHb, OMUC O013HEC-IIPOLIECIB, TOCTAHOBKA 3a1a4l.

2) Po3pobiieHHs BUMOI 10 IPOrpaMHOrO 3a0e3leuYeHHs: BapiaHTH BUKOPUCTAHHS
IIPOrPaMHOI0 3a0e3leYeHHs, Po3po0acHHS (YHKIIIOHAILHUX BHUMOL, PO3POOICHHS
He() VHKIIOHAJIbHUX BUMOL.

3) KoHcTpyroBaHHsS Ta po3pOoOJEHHS HpPOrpaMHOro 3a0e3leyeHHs: apXiTeKTypa
IIPOrpaMHOI0 _ 3a0e3IleYeHHs, OOIPYHTYBaHHS  BHOOpPY  3aco0iB _ po3poOKH,
KOHCTPVYIOBAHHS IPOrPAaMHOr0 3a0e3eueH s, aHaIi3 Oe3eKU JaHNX.

4) Amnami3z SKoCTi Ta TECTYBAHHSA IPOrPAMHOIO 3a0€3lEUYEHHS: aHall3  SKOCTI
IIPpOrpaMHOro 3a0e3leyeHHs, OMUC NPOIECIB TECTYBAHHSI, ONKUC KOHTPOJHLHOIO
IIPUKJIAJTY.

4) PosropradHs Ta CYOPOBLI IPOrpaMHOro 3a0€e3euenHs: po3rOpTaHHs IPOrPaMHOrO
3a0e3MeYeHHs, CYIPOBIA MPOrpaMHOT0 3a0€3IIeYCHHS.

5) PosropranHs Ta CynmpoBiI IPOrpaMHOro 3a0e3IeUeHHs: PO3rOPTAHHS IPOIrPAMHOrO
3a0e3neYeHHs, CYIIPOBII MPOrpaMHOI0 3a0€3IcUeHHS.

6) TexHOJOrIYHUN pO3AiJ: KEPIBHUIITBO KOPHUCTYBauya, METOJMKA BHUIPOOYBAHb
IIPOrPAMHOI0 IIPOAYKTY.




5. Iepenik rpadigHOro MaTepiaty
1) Cxema CTpyKTYpHA BapiaHTIB BUKOPUCTAHHS

2) CxeMa CTPYKTYDPHA MisIbHOCTI

3) CxemMa CTPYKTYPHA KOMIIOHEHTIB apXITEKTYPHU CTAHIB I'PU

4) Cxema CTpYKTYPHA KOMIIOHEHTIB IPOIECY TeHepallii piBHiB

5) Cxema cTpyKTYpHA KOMIOHEHTIB apxiTtekTypu 111 Boporis

6. KoHCynbTaHTH PO3ALIIB IPOEKTY

. . [Tignuc, nata
. [Ipi3Buine, 1HINIAIN Ta TOCaaa
Poznin 3aBJIaHHSI 3aBIaHHA
KOHCYJIbTaHTa .
BHJIAB MIPUIAHSIB
7. Nata Buaaui 3aBganHs «15» 6epesnst 2025 poky
Kanennapuuii mian
Ne Ha3Ba eraniB BukoHaHHs TepMiH BUKOHAHHSA .
. [TpumiTka

3/l JUTUIOMHOT'O TIPOEKTY eTalliB MPOEKTY
1 BuBUEHHS peKOMEHA0BaHO1 JIITEpaTypu 15.03.2025
2 AHasli3 iCHYIOUHX METOJIIB PO3B’sI3aHHS 3aa4il 20.03.2024
3 ITocTanoBka Ta dopmatizariis 3a1adi 25.03.2024
4 Po3poOka iHdopmariiitHoro 3abe3mneyeHHs 30.03.2024
5 AnropuTMmizariis 3agadi 05.04.2024
6 OOrpyHTYyBaHHS BUOOPY BUKOPUCTAHUX 10.04.2024

TEXHIYHUX 32C00iIB
7 Po3poOka mporpamHoro 3abe3nedeHHs 15.04.2024
8 Hanaromkenns nporpamu 10.05.2024
9 BukoHaHHs rpa¢iyHuX JTOKYMEHTIB 20.05.2024
10 | OdopmieHHs MOSICHIOBAIBHOI 3aITUCKU 29.05.2024
11 | Tloganus JII1 Ha monepenHii 3aXUCT 02.06.2025
12 | llomanus JI1 peuenzenty 10.06.2025
13 | [Nomauus Il Ha OCHOBHUI 3aXHCT 16.06.2025
Cryaent Banepiit KOPHIEHKO

(migmuc) (imimiay, pi3BUILE)

KepiBuuk Onexcauap SAPIYKOBUN

(mmigmmc)

(imimiay, pi3BUILE)




AHOTALIA

[losicHIOBaJIbHA 3alUCKA JTUIJIOMHOTO MPOEKTY CKIIAAETHCS 3 M SATU PO3ALIIB,
MicTuTh 37 Tabmuip, 35 pUCYHKIB Ta 52 mxepena — 3araioM 82 CTOPIHKH.

JIMIJIOMHUE MPOEKT MPUCBIYCHUN PO3po0Ili MOOLTBHOI rpH B xaHpi Shooter 3
enmementamu RogueL.ike.

MeTtoro po3poOKu € aBTOMaTH3allisl Ta COPOIIECHHS CTBOPEHHS ITPOBUX DPIBHIB
HUITXOM 3aCTOCYBaHHS KOMOIHOBAHOTO alrOpUTMY MPOLETYPHOT reHepallii, a TaKoxX
pO3poOKa KOMIUIEKCHOI ¥ aJalnTUBHOI CHCTEMH IITYYHOTO 1HTENEKTY JUIs
e(eKTUBHOTO HAJIAIIITOBYBAHHS MOBEAIHKH ITPOBUX MEPCOHAXKIB Ta BOPOTIB.

VY nepiiomy po3aini HaBEIEHO aHaji3 Tally3l BiJEOIrop, 30KpeMa MOOLIbHHX
roguelike, mpoBeneHo TOPIBHSAIBHHUN aHANi3 BiIOMHUX IMPOrpaMHUX IPOAYKTIB Ta
QITOPUTMIYHUX PIIIEHb JJI TPOIEAypHOi TreHepallii piBHIB, amroputmi I ms
BOPOTiB, OMHUCAHO Oi13HEC-TIPOLIECH.

Hpyruit  po3aii  TPUCBIYEHUH  po3poOIll  BapiaHTIB  BUKOPUCTaHHS,
(GyHKUIOHATBHUX, HEPYHKI[IOHAIbHUX 1 CUCTEMHUX BUMOT. TakoX B LIbOMY PO3JLJI
OIMCaHA OI[IHKa €EKOHOMIYHO1 €()eKTUBHOCTI pO3pOOKH Ta MOCTAHOBKA 3a/aui.

B TperboMy po3aini omMcaHO apXITEKTypy HIporpamMHOro 3al0e3nedeHHs,
QITOPUTM TPOILENYpPHOI reHeparii piBHIB Ta amroputm LI ans Boporis,
MPOAHAIII30BAHO OE3MEeKY JaHUX Ta OOIPYHTOBAHO BUOIp 3aC001B PO3POOKH.

B gyeTBepTOoMy po3aii mpoBeaeHo aHaii3 sikocTi [13 Ta mpoBeaeHO TecTyBaHHS
pPO3pOOJIEHOr0 MIPOrpaMHOro 3a0e3MEeUeHHs, OKPEMO HAaBEeIEeHO KOHTPOJIbHUM
MPUKJIIAI.

B n’sitomy po3zini onucaHo mpolec po3ropTaHHs Ta CYMPOBOJY MPOTrPaMHOI0O
3a0e3MeyeHHS.

KJIFOUOBI CJIOBA: MOBUIBHA T'PA, UNITY, ANDROID, SHOOTER,
ROGUELIKE, TIPOIIEJIYPHA TEHEPALISM, INTYYHWM IHTEJIEKT,
TEMMIUIEH, I'POBUI PIBEHD, CLIEHAPII BOPOI'IB, AJITOPUTMU.



ABSTRACT

The explanatory note of the diploma project consists of five sections, contains
37 tables, 35 figures and 52 sources — in total 82 pages.

The purpose of this diploma project is to automate and simplify the creation of
game levels by applying a combined procedural-generation algorithm, as well as to
design a comprehensive and adaptive artificial-intelligence system for effectively
configuring the behavior of player characters and enemies.

In the first chapter, an analysis of the video-game industry—particularly mobile
roguelikes—is presented. A comparative study of well-known software products and
algorithmic solutions for procedural level generation and enemy Al algorithms is
conducted, and the relevant business processes are described.

The second chapter is devoted to the development of use-case scenarios and to
defining functional, non-functional, and system requirements. This chapter also
includes an evaluation of the economic efficiency of the development and the statement
of the problem.

In the third chapter, the software architecture is described, along with the
procedural-generation algorithm for levels and the Al algorithm for enemies; data
security is analyzed, and the choice of development tools is justified.

The fourth chapter presents a quality-analysis of the software and reports on the
testing of the developed system, including a detailed control example.

The fifth chapter describes the process of deployment and maintenance of the
software.

KEYWORDS: MOBILE GAME, UNITY, ANDROID, SHOOTER,
ROGUELIKE, PROCEDURAL GENERATION, ARTIFICIAL INTELLIGENCE,
GAMEPLAY, GAME LEVEL, ENEMY BEHAVIOR, ALGORITHMS.



” 2
£ g 28
o 2, [To3naueHnns HaiimenyBanHs % 5| Ipumirka
S BB
~
1 | A4 3aBJlaHHS HA JTUIJIOMHHUI TPOEKT 2
2 | A4 | KIII.1II1-1214.045490.01.91 | TexuiuHe 3aBIaHHsI 13
3 | A4 | KIIIL.IIT-1214.045490.02.81 | IloscHiOBaIbHA 3aIMCKa 83
4 | A4 | KIII.IT1-1214.045490.03.12 | Tekct mporpamu 56
5 | A4 | KIILIIT-1214.045490.04.51 | [Iporpama Ta METOIMKa TECTYBaHHS 6
6 | A4 | KIIL.IT1-1214.045490.05.34 | KepiBHULITBO KOpHUCTYyBaya 11
7 | A3 | KIIL.IIT-1214.045490.06.99 | I'padiunuii marepian 5
KIII.1IT-1214.045490.00.90
3min) Apk. Ne nokym. Tiam. Jlata
Po3pob. Kopmienxo B.C. JLiT. ApKyIn ApKymIiB
Tlepesip. 3apiukosuii O.A. | | 1
P PR Bi1noMICTh TUTIIIOMHOTO TPOEKTY KITL int. Irops CiKopenKoro
, @IOT kad. I rp. I1-12
3ars. XKapikos E.B.




®dakynbTeT IHPOPMATUKU Ta OOUUCTIOBAIHLHOT TEXHIKH

Kadenpa inpopmaTiku Ta nporpamHoi iHKeHepii

“3ATBEPIDKEHO”
3aBigyBau Kadeapu
Enyapn JKAPIKOB

“« 2025 p.

MOBIJIBHA T'PA B ’/KAHPI SHOOTER 3 EJIEMEHTAMU ROGUELIKE
TexHiune 3aBIAHHA

KIII.IT1-1214.045490.01.91

“IIOI'OI’KEHO”
KepiBHHK TIPOEKTY:

Onexcannp 3APTYUKOBUM

HopMokoHTpOIB: BukoHasens:
Makcum I'OJIOBUYEHKO Banepiit KOPHIEHKO

Kuis — 2025



3MICT
1 HAUMEHYBAHHS TA TAJTY3b 3ACTOCYBAHHS .........cocoovvvevennne. 3
2 IMIACTABA JIJISI PO3POBKU ......ccoiiiiiiiiiiiiiiiiee e 4
3 [TPUBHAUYEHHS PO3POBKH .......cccoiiiiiiiiiiiiiice e 5
4 BUMOI'U 1O ITPOTPAMHOI'O 3ABE3ITEYEHHS ..., 6
4.1 Bumoru 10 GyHKIIOHATBHUX XAPAKTEPHUCTHK «eveernerrrereessnrnneeesannnneeessannnneess 6
4.1.1 KopHUCTYBAIBKOTO THTEPDEHCY ...cuvvveeeeiiiriiiieeiiiireeeeeasiiree e e s e e e 6
4.1.2  OOJIK KOPHUCTYBAUIB .rvvreeeiuururreeesinnrneeeesannnnseessasnsseeesaasssnseessasnnseesssnsnneees 8
LN 237 0V (o) 7 01 (030 5 F: D1 1% 0.5 (0o 8
4.3 YMOBH CKCTUTYATALIIT «eeeeiiuetiiieeeeieeeeeassasssstsseeeeeeeessssassssssseeeeeeeeessaansnnnsneees 9
4.3.1  BUT OOCITYTOBYBAHHS ....ceeeiuutteeeeesiuitreteessssnneeessassseeeesaasssneeessasnnseeessnsnnneeas 9
4.3.2  OOCTYTOBYIOUMH MEPCOHAI ....eeeeeiuntrreeessnrrreeessasnseeeesaasssrreessasnneeeesansnnneess 9
4.4 BuMoru 10 CKjiaay 1 apaMeTPiB TEXHIYHUX 3CO0IB ..oeerruvvrrreeriiiireeeeninneenss 9
4.5 Bumoru 1o iHpopMaIiitHOT Ta TPOTPAMHOT CYMICHOCTI wvvvvvvrrreeeesiiiniiivvnennes 10
451 BUMOIH IO BXIITHIX JTAHIIX truuerrnrernnersnsesnnsssnseesnsesnsssnseesnsesnsesnsesnsesnnesn 10
45,2 BUMOIH 1O BUXITTHUIX TAHITIX «.evvnrernnernnsessnsssnseesnsesnsssnseesnsesseessesnsesnneens 10
4.5.3 BUMOTH JTO MOBH PO3POOKH ...ceeeeiiiiiiiriirrrrieseeessassititssentesssessssssssssseeeeeeens 10
4.5.4 BUMOTH IO CEPETOBHIIA POBPOOKH ...vvvvvvrrrrrreeeessssssnrrnnrrereesseessssnssssssneeees 10
45,5 BuMoru a0 npeacTaBICHHIO BUXUTHUX KOIIB ..ovvvvvrvvrrerreeseesssssisssnnnnereeeens 10
4.6 Bumoru 10 MapKyBaHHS TA TTAKYBAHHST ....vvvvvrerreeeessssssssrnnneernesseesssnsnsssssseenes 10
4.7 BumoOTrH 10 TPAHCTIOPTYBAHHS TA 30CPITAHHS 1.vvvvveeeessieriiriireneeeeeeeessssnnsnnnnns 10
ZIN S T @3 (=) 8 07211095 0 0523 0.7 (0) s ST 10
5  BUMOI'U JJO [TPOTPAMHOI JOKYMEHTALIL ......coooviiceceeeeee 11
5.1 TlonepenHiii CKIaa MPOTPAMHOT TOKYMEHTAITIT.....eevvvvvrrirreeeeessssiiininnneneeenns 11
5.2 CrheniaabHi BAMOTH JIO TPOTPAMHOT TOKYMEHTAITIT «.vvvvvvvvreeeeesseiiiiiiinineeeenns 11
6 CTAJII T ETAIIU PO3POBKU.........ocviiieiieieeeeeeeeeeeeeee e 12

7 TTOPAJOK KOHTPOJIIO TA TIPUUMAHHS .......cocovvecceeeeeeeceeas 13



1 HAMMEHYBAHHS TA TAJ1Y3b 3ACTOCYBAHHS

HazBa pos3pooxu: MOBIUIBHA TPA B JXAHPI SHOOTER 3
EJIEMEHTAMU ROGUELIKE.

I"any3s 3acTocyBaHHS: IHIYCTpPIs BiACOITOP.

HaBeneHne TexHiuHe 3aBAaHHS MOUIUPIOETHCSA HA pO3pOOKY MOOLIBHOI IPH B
*anpi Shooter 3 enemenramu Roguelike «Chaos Corridor» [KIII.IT1-1214.045490],
KOTpa BUKOPUCTOBYETHCS [JIsl CHPOIICHHS MPOIECY CTBOPEHHS JIBOBHUMIPHUX
I'pOBUX PIBHIB Y MOOUIbHUX Irpax, ontumizauii HanamryBanHs LI nis Boporis Ta

npU3HAYeHa JIJIsl TPOBEICHHS J103BULIS 3arajbHOr0 KoJia MOOUIBHUX KOPUCTYBAUiB.



2 TIJICTABA JJISI PO3POBKU

[TincTaBoro st po3poOKM MOOUIBHOT Ipu B kaHpl Shooter 3 enemMeHTaMu
RogueLike € 3aBmanHs Ha IUIUIOMHE MPOEKTYBAHHS, 3aTBEP/KCHE Kadeaporo
1HGOPMAaTHKHU Ta MporpamMHoi iHxkeHepii HalioHaibHOro TEXHIYHOTO YHIBEPCUTETY

Vkpainn «KuiBchbkuii moniTeXHiuHui IHCTUTYT IMeH1 Iropst CiIKOpChKOroy.



3 HNPU3HAYEHHA PO3POBKU

Po3poOka mpusHayeHa AJig CHPOIICHHS MPOLECY CTBOPEHHS ABOBUMIPHUX
ITpOBUX PIBHIB y MOOUIBHUX Irpax, a TakKOX JJIs ONTHUMI3allil HaJallTyBaHHS
HITYYHOTO 1HTEJIEKTY BOPOTIB.

MeTtoto po3poOKH € aBTOMaTH3allisl Ta CIPOLIEHHS! CTBOPEHHS IIPOBUX PI1BHIB
IUIIXOM 3aCTOCYBaHHS KOMOIHOBAHOrO aJrOpUTMYy IMpPOLIENYpHOI TreHepamii, a
TaKOX pO3poOKa KOMIUIEKCHOI W aJanTHUBHOI CUCTEMM IITYYHOTO IHTENIEKTY s

e(eKTUBHOr0 HAJIAIITOBYBATH MOBEIIHKY I'POBUX MEPCOHAXKIB Ta BOPOTIB.



4 BHUMOI'M A0 MIPOI'PAMHOI'O 3ABE3IIEYEHHSA
4.1 Bumoru 10 QyHKI[IOHAIBHUX XapaKTEPUCTUK

[Iporpamue 3abe3neyeHHs] MOBUHHO 3a0€3MeYyBaTH BUKOHAHHS HACTYIMHUX

OCHOBHHUX ()yHKIIII:
4.1.1 Kopucrysaipkoro intepdeicy

— BiJI0OpakeHHs T0JIOBHOTO MeHIO rpu (PucyHok 4.1);

Chaos Corridor

Background

Play

Quit game

Pucynok 4.1 — I'onoBHE MEHIO Tpu

— BioOpaXeHHSI KOPUCTYBAIBKOTO iHTEpdeicy B rpi (Pucynok 4.2);

i Experience Bar Lvl .
Health Bar e

Game Level

Attack

Pucynoxk 4.2 — KopucryBarnpkuii inTepdeiic B rpi



B110OpaxxeHHsI MeHIo 1aB3u B rpi (Pucynok 4.3);

Resume

Game Level Game Level

Main Menu

Exit Game

Pucynok 4.3 — MeHto maB3u B Tpi

BiJI0OpaskeHHST MEHIO Tiporpaiy B rpi (Pucynok 4.4);

You Lose

Game Level Game Level

Restart

Main Menu

Pucynok 4.4 — Menro niporpairy B rpi

BimoOpaxeHHsT MEHI0 BHOOPY MoKpaiieHs B Ipi (Pucynok 4.5).



Upgrade name Upgrade name Upgrade name

lcon lcon lcon

Game Level

Pucynok 4.5 — Mento Bubopy nmoxparieHs B Ipi
4.1.2 Jns kopucTtyBaya:

— MOJIMBICTb T'€Hepallii irpoBOTo pPiBHS;

— MOJKJIMBICTH ITOYATH TPY;

— MOJIMBICTb PYXaTHCS IO PIBHIO;

— MOJIMBICTh pearyBaTy B BOpOraMu Ha piBHI, 3 00’ €KTaMU PiBHSI;
— MOKJTUBICTh OTPUMYBATH MOKPAIIEHHS BIIPOJIOBXK T'PH;

— MO>KJIUBICTh MIOCTABUTH I'PY Ha MaB3Yy;

- MOKJIMBICTD BITHOBUTH TPY;

— MOXJIMBICTh BUUTH 3 TPH.
4.1.3 JlomaTkoBi BUMOTH:

— BiT0OpaXeHHSI BHYTPIIIHbO-1TPOBOTO PiBHS;

— pearyBaHHS Ha JIii rpaBIIs.
4.2 BwuMmoru 1o HagilHOCTI

[lepenGaunTi KOHTPOJIb BBEACHHA 1H(POpPMAIli Ta 3aXUCT BiJ HEKOPEKTHUX

il KOpHUCTyBaya.



4.3  YMOBH eKcIuryaTauii

YMmoBu excrtyatarii 3rigHo Canllin 2.2.2.542 — 96.

4.3.1 Bug oOciayroByBaHHS

Bumoru 10 Buy 00CIyroByBaHHs HE BUCYBAIOTHCS .

4.3.2 OOcnyroByrO4Hii mepcoHal

Bumoru 10 006cnyroByo4yoro nepcoHany He BUCYBaIOThCS.
4.4  Bumoru 1o ckiaay 1 mapaMeTpiB TEXHIYHUX 3aC001B

[Iporpamue 3abe3nedeHHs MpU3HaYeHe 151 pOOOTH HA MOOUTBHUX MPUCTPOSIX
i ynpaBiaiHHSAM onepaniitaux cucteM Android ta 108,

MiniManbHa KOH(DIrypaiis TEXHIYHUX 3aCO01B:

— onepariiitna cucrema: Android 8.0 (API level 26) a6o i0S 12.0;

— obcsr oneparuHoi mam’sTi: Big 2 I'b;

— BUIbHE MicIle Ha HakonuuyBadi: Bix 200 Mb;

— JOCTYII J10 Mepexi [HTepHET (OMIIIOHAIBHO).

PexomennoBana koH}pIryparisi TEXHIYHHUX 3aCO0IB:

— onepariiitna cucrema: Android 11 /10S 15 a6o HoBIIIi;

— obcsr oneparuBHoi mam’sTi: Big 4 I'b;

- BUIbHE MicIle Ha HakonmdyBadi: Bix 500 Mb;

- TUCIIIEH 13 pO3IUTBHOIO 3/1aTHICTIO Bim 720p.

Bumoru 10 koM’ 1oTepa, 1110 BUKOPUCTOBYETHCS ISl PO3POOKH T'pu:

— tun nporecopa: Intel Core 15 / Apple M1 a6o ananoriuynuii;

— o0car onepatuBHOI am’siTi: 8 I'0;

— BUTbHE MicIie Ha qucky: 20 I'B;

— niakmodeHHs 10 [ateprery 31 mBuakictio Big 100 Mo6it/c;

— BCcTaHOBJIeHE cepenoBuiie po3pooku (Unity, Android Studio, Xcode).
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4.5 Bumoru 10 iHpopManiiHOi Ta IPOrPaMHOi CyMICHOCTI

[Iporpamue 3a0e3nedyeHHs] MOBUHHO 3a0€3MeuyBaTH KOPEKTHY POOOTY Ha
MOOUTBHUX MPUCTPOSIX M1J YNpaBiaiHHAM onepauiiaux cucteM Android Bepcii 8.0

(API level 26) a6o noBimux Ta 10S Bepcii 12.0 aGo HOBIIMUX.
4.5.1 BuMmoru 1o BXIIHHUX JaHUX
Bumoru 510 BXiTHUX JaHUX HE BUCYBAIOTHCS.
4.5.2 Bumoru n0 BUXIIHUX JAaHUX
Bumoru 10 BUXiTHUX JaHUX HE BUCYBAIOThHCSI.
4.5.3 Bumoru 10 MOBH po3po0OKHU
Po3poOky BuKOHATH Ha MOB1 nmporpamyBanHs C#.
4.5.4 Bumoru 10 cepeoBHIIA PO3POOKH

Po3poOky BukoHatu Ha rtwiatdopmi Unity 3a momomororo cepeaoBuiia

JetBrains Rider.
4.5.5 Bumorwu 1o npeacTaBIeHHIO BUXITHUX KOJIIB

Buxignuii xom mporpamu mae Oytu mpeacraBiacHuit y Bursiai GitHub-

PETO3HUTOPIIO.
4.6 Bumoru 10 MapKyBaHHS Ta MaKyBaHHS
Bumoru 1o MapkyBaHHS Ta MTaKyBaHHS HE BUCYBAIOTHCA.
4.7 Bumoru n0 TpaHCTIOPTYBaHHA Ta 30epiraHHs
Bumoru 1o TpancmopTyBaHHS Ta 30epiranHs He BUCYBAIOThCA.
4.8 CrnemianbHi BAMOTH

3reHepyBaTH IHCTAISLIAHY BEPCIO MPOrPaMHOTo 3a0€3eUeHHS.



11
5 BHMOI'H 1O IPOI'PAMHOI JOKYMEHTAIIII
5.1 IlonmepenHiii ckiag NpOrpaMHOi JOKYMEHTAIIIT

VY cknaa cynpoBOJKYBaJIbHOI JOKYMEHTAllli MOBUHHI BXOJWTH HACTYIHI
JOKYMEHTH Ha apkymiax (popmaty A4:

— TOSICHIOBAJIbHA 3aIMCKA;

— TEXHIYHE 3aBIaHHS;

— TEKCT MPOTPaMH;

— nporpama Ta MEeTOJIMKa TECTYBaHHS;

— KEpiBHUIITBO KOPHCTYBayYa;

I'padpiuna yacTuHa moBuHHAa OyTH BHKOHAaHa Ha apkymax ¢opmary A3 Ta
MICTUTH HACTYIHI JOKYMEHTH

— CxeMa CTpYKTypHa BapiaHTiB BHKOPUCTAHHS,

— cXema CTPYKTypHa IisUTbHOCTI;

— CXeMa CTPYKTypHa KOMIIOHEHTIB apXITEKTypH CTaHIB T'PH;

— cXxema CTPYKTypHa KOMITOHEHTIB IPoliecy reHepallii piBHiB,

- cXeMa CTPYKTypHa KOMITOHEHTIB apxiTekTypu LI Boporis.
5.2  CnermiaabHi BAMOTH JIO TPOTPAMHOT IOKYMEHTAITii

[Tporpamui Moaysi, KOTpi po3pOOJISTIOTHCSI, TIOBUHHI OYTH 3aJ0KYMEHTOBAHI,

TOOTO TEKCTH MPOTPaM MOBUHHI MICTUTH BC1 HEOOX1HI KOMEHTa.
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6 CTAIII I ETAIIH PO3POBKHA

Ne Hasga eramy Ctpok 3BITHICTh

1. | BuBuenHs nitepaTypu 3a 21.02
TEMATHKOIO TMPOEKTY

2. | Po3poOka TeXHIYHOTO 3aBAaHHS 15.03 TexHiuHE 3aBHaHHA

3. | AHani3 BUMOT Ta YTOUHEHHS 19.04 Crnenudikarilii nporpaMHoro
crienudikariit 3a0e3reyeHHs

4. | IlpoexTyBaHHs CTPYKTYpH 30.04 Cxema cTpyKTypHa
IPOrpaMHOro 3a0e3neUYeHHs, IpOrpaMHOTo 3a0e3meueHHs
MPOEKTYBAHHS KOMITOHEHTIB Ta crienudikaiis

KOMITOHEHTIB (jiarpama
KJIaC1B, CXeMa aJIrOPUTMY)

5. | IIporpamua peanizairis 05.05 TekcT mporpaMHOTo
IPOrpPaMHOro 3a0e3MmeYeHHs 3a0e3neueHHs

6. | TectyBanHs nmporpamMHOTo 10.05 Tectu, pe3ynbTatu
3a0e3ne4eHHs TECTyBaHHS

7. | Po3poOka maTepiaiiiB TEKCTOBOL 14.05 [losicHIOBanbHA 3amKcKa
YJACTHHM MPOEKTY

8. | Po3pobka marepianiB rpadigHoi 20.05 ['padiuauiit Mmatepian
YACTHHH MPOEKTY POEKTY

9. | ObopmieHHS TeXHIYHOT 29.05 TexHiuHA JOKYMEHTAIIisI

JIOKYMEHTAII11 MPOEKTY




7 TOPSAIOK KOHTPOJIIO TA IPUAMAHHA

TectyBaHHs  po3po0JEHOr0  MPOTrPaMHOTO  MPOAYKTY

B1MOBIAHO 110 “IIporpamMu Ta METOAMKHU TECTYBAHHS .
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HEPEJIIK YMOBHHUX ITO3HAYEHb

— Artificial Intelligence — mryunwmii iHTENEKT.

— Binary Space Partitioning — MeToa po30UTTS POCTOPY, IO
BUKOPHUCTOBY€ETHCS JIJISl POLIEYPHOT Ir'eHepalii piBHiB.

— Dependency Injection — 11a610H MPOEKTYBaHHS, IIIO MOJIATAE
y mepenadi 3aj1exHoCcTel 00'eKTy 330BHI.

— Finite State Machine — ckiHYeHHMIT aBTOMAT, CTPYKTYpa JJIs
MO/ICTIOBaHHS TIOBEJ[IHKM B CUCTEMAX.

— Integrated Development Environment — iHTerpoBane
CEepEeIOBHIIE PO3POOKH. .

— Model-View-Presenter =~ —  apXiTeKTypHHH  11a0JIOH

NPOEKTYBaHHS 1HTEpPEICy KopHUCTyBaya.

— User Interface — kopucTyBaIbkuii iHTEphEicC.



BCTYII

Briponosk ocTaHHIX POKIB 1HAYCTPIsl BIAEOIrOp 3a3Haia 3HAYHOI'O PO3BUTKY,
3aJy4arouu Bce OUTbIle KOpUCTYBauiB Ta piHaHCIB. OCOOIMBOTO 3pOCTaHHS 3a3Hala
HAYyCcTpis MOOUIbHUX irop. Lle mosicHioeTbes AeKiIbKoOMa (hakTopaMu, TAKUMH SIK
PI3HOMaHITHICTb ITPOBUX KaHPIB AJ11 MOOUTBHUX JI€BANCIB, 3pOCTAHHS JOCTYITHOCTI
MOTY)KHUX MOOIUIBHUX JI€BaMCIB, TakuX SIK CMapT(QOHM, IUIAHIIETA TOIIO.
BianoBigHo 10 cyyacHux gociikeHb, Ha 2021 pik Ha MOOUIBHI IrpU MPHUIIAIAIIO
52% Bcboro moxony iHaycTpii [1].

OpnuMm 13 1oCUTh MOMYJSIPHUX >KaHpIB cepex Bineoirop € Roguelike. Llei
KaHp BIIEOIrOpP XapaKTEepPU3YETHCS BUCOKOIO CKIIAIHICTIO HAa PErpadesbHICTIO.
BigMiHHOIO HOTO PHCOIO € MepMaHeHTHAa CMEPTh, KOJIM TICHS Mporpamnty B cecii
HEOOXiZIHO mMouynHaTH 3 camoro movatky [2]. Lle cTBoproe BHCOKHII piBEHBb
HANPYKEHOCTI TEHMIICI0 Ta CTUMYJIIOE TPABISI IO CTPATETIYHOTO TUIAHYBaHHS Ta
00€peKHOCTI.

IcTopis sxanpy Roguelike mounnaerbest y 1980 poiti 3 rpu «Roguey, sika crtana
PEBOJIOIITHUM TBOPOM Ta CTBOPHJIA XBHJIIO MOJIOHUX Ja Hei irop 1 B pe3ysbTaTi
npu3Besia 10 CTBOpeHHs TepmiHa "roguelike". Irpu 1poro >xanpy Oyiau nmomyJsipHi
cepen ctyaeHTIB Ta nmporpamicTiB 1980-x 1 1990-x pokiB, 1110 MPU3BENO A0 COTCHB
ix Bapiamid. 3 YacoM JKaHp pO3BHBABCS Ta PO3IIUPIOBABCS, IOCTYIOBO
NEPETBOPIOIOYKCH HA OJWH 13 HAUTIOMYJISPHIIINUX )KaHPIB ChOTOACHHS.

Kanp Roguelike imeanpbHO MIAXOAWUTH JJIS MOOUTPHOTO TE€HMIHTY 3aBISKH
KOPOTKHM ITpOBUM CeCiiM Ta BHCOKiii perpabembHocTi. KopoTki irpoBi cecii
VHIKaJIbHO BIUCYIOTHCSI Y MOOUTBHICTH TPABIIIB, TO3BOJSIOUN 1M 3aHYPHUTHCS Y TPY
mig dac mepepB ab0 BUTBHUX MOMEHTIB, a BWITAJIKOBO 3T€HEPOBAHUN KOHTEHT,
HAMpUKJIaJ Maru, TMOJll, MOBEJIHKa BOPOTiB, pPOOHUTH KOXKHY ITPOBY CECitO
yHiKanpHOIO. [IpocToTa ympaBimiHHA Ta HU3BKI BHUMOTH JIO ammapaTHOTO
3a0e3MeYeHHsI TAKOXK CIIPUSIIOTh 3pYYHOCTI IPU HA CEHCOPHUX €KpaHaXx.

[HIMM TomyNsApHUM >KaHpOM Bifeoirop € >xkaHp Shooter. Jlanuii xaHp
XapaKTEPU3YETHCS] BUCOKUM aKIIEHTOM MEXaHIK Ha CTpUIbOY 3 BOrHEMalbHOI 30poi

[3]. TomoBHa MeTa rpaBHs B TaKMX irpax IOJIATaE y MEpPeMo3i HajJ BOPOTaMHU 3a



JOTIOMOT' 00 TOYHOCTI CTPUILOM, TAKTUYHOI'O MUCTIEHHS Ta IBUAKOCTI peakuii. [rpu
JTAHOTO KaHPy OyBarOTh SIK OJUHOYHI, TaK 1 OaraTOKOPUCTYBAIbK1 Ta, AHAJIOTTYHO
1o xxa"py Roguelike, yacTo MatoTh ceciiiHuil xapaxkrep.

Meroto  OUIIIOMHOI poOOTH € CTBOPEHHS ITPOBOTO  MPOrPAMHOI0O
3a0e3nedeHHss B kaHpi Shooter 3 emementamu Roguelike. Jlane mnporpamue
3a0e3nedeHHst Oyae MICTUTU ajJrOpPUTMH AJIA MPOCYHYTOrO IUTYYHOIO IHTEIEKTY
JUIsL BOPOTiB, BUMAJKOBOIO T'€HEpAIlI€l0 IFPOBOi Mamu Ta TeHMMIUICHHI MeXaHIKH
XKaHPy LIyTep y MO€aHaHHI 3 MexaHikaMu *)aHpy Roguelike. Take moemnanHs
XKaHpiB Mae 3a0e3nmeuyuTH perpabeNbHICTh Ta HAmpyKeHicTh >kaHpy Roguelike 3

I[IKaBUI Ta cTpaTeriyHui reiMiuieeM xxanpy Shooter.



1 HNEPEAINPOEKTHE OBCTEXKXEHH/ HPEI[METHOi OBJIACTI
1.1 TloctraHoBKa 3aBJaHHS AUTUIOMHOTO MPOEKTYBaHHS

JIuTuIoMHEe TPOEKTYBAHHS TIepe10aYac BHKOHAHHS HACTYITHUX 3aB/IaHb:
- aHaji3 MpeJAMETHOI 00JIacTi Ta OmucC ii KIOUOBUX Oi3HEC-TPOLECiB,

BU3HAUEHHS 3arajibHOTO 3aBJaHHs po3poOku y pamkax JI1;

— aHaii3 ICHYIOYMX pilleHb (K NOpPOrpaMHUX TMPOAYKTIB, Tak 1
AITOPUTMIYHUX YU TEXHIYHUX PIIIEHB) OOPAHOTO 3aBJaHHS PO3POOKH y paMKax
ALL;

— aHaJi3 Ta MOJIeNIIOBaHHS 013HEC-TIPOIIECIB;

— po3pobiieHHsT (GYHKIIIOHATBHUX, HEPYHKIIIOHATBHUX Ta CHUCTEMHHUX

BHUMOT JIO TIPOTPaMHOTO 3a0e3TCUCHHS,
— aHaJi3 eKOHOMIYHUX MTOKa3HUKIB ITporpaMHoro 3abde3nedenus [I1;
— NIOCTAaHOBKA 3aBJaHHS Ha po3poOKy mporpamHoro 3adesnedenns [11;
— PO3pOOIIEHHS apXITEKTYpH MPOTPaMHOTO 3a0e3MeYCHHST;

— pO3pOOJICHHST apXITeKTypHUX PIlIeHbh Ta OOIPYHTYBaHHS BHOOPY
3ac001B pO3pOOKH MPOrPaMHOTO 3a0€3eUeHHS;

— KOHCTPYIOBaHHS Ta pO3pOOJICHHS IPOTPaMHOT0 3a0€3TCUeHHS;

— aHai3 6e3MeKu TaHuX MPOrPaMHOTO 3a0e3MeUeHHS;

— aHaJi3 SKOCTI Ta TECTYBaHHS MPOrPAMHOTO 3a0€3MeYeHHS;

— PO3rOpTaHHS Ta CYNPOBiJ MPOrPaAaMHOTO 3a0€3IICUCHHS;

- CTBOPEHHSI CYMPOBO/KYBaJbHOT JOKYMEHTAIlli 0 pO3pO0JIEHOTOo

IPOrPaMHOTO 3a0e3MeYeHHS.
1.2 Amnami3 npeameTHoi 061acTi

Bineorpa € onuiero 3 HalOUIBII mONyJsipHUX (GOpM LU(PPOBUX poO3Bar, sika
OXOIUTIOE IIUPOKHUM CIEKTp kaHpiB Ta miaTdopm. Bigeoirpu, 3a CBO€O CYTTIO,
SABJISIIOTH COOOK0 I1HTEPAKTUBHE MpOTrpaMHe 3a0€3MEUEHHs, 10 BUKOPUCTOBYE

rpadiyHi 300paKeHHS 1J11 CTBOPEHHS BIPTYaJIbHOTO CEPEIOBHINA, € KOPUCTYBaul



MOXXYTh 3A1MCHIOBaTH MEBHI Jii Ta Jocsratu mnocraBieHux muied. CTtaHoM Ha
ChOTOJIHI, PHUHOK BIJEOIrOp JAEMOHCTPYE CTaOUIbHE 3pPOCTaHHS, 3alydyalouu
MUIBHOHM KOPUCTYBAaYiB MO BCbOMY CBITY Ta T€HEPYIOUM 3HAYH1 JOXOAM. 3TITHO 3
nanuMu Statista, 1oxoau Bia mpojaxy Bigeoirop y 2020 porri ckianu nmonaa 159
MuTbspAiB goaapiB CLIA, 1o cBiIUMTE PO €KOHOMIYHY 3HAYUMICTh €] IHYCTPIl
[4].

Mo0OinbHI IrpH, 30KpeMa, 3aliMaloTh 3HAYHY YacTKy PUHKY 3aBJISKA CBOId
JOCTYIHOCTI Ta 3py4YHOCTI BHKOpUCTaHHA. CMapThOHM Ta TUTAHIIETH, 3aBISKU
CBOIll MOPTATUBHOCTI, AO3BOJIAIOTH IPaTH B 1Irpu Oyab-A€ 1 Oyb-KOJIH, 10 POOUTH
iX mpuBabIMBUMU JJIA MIKPOKOI ayauTopii. BonHowac, po3poOka MOOLIBHUX 1rop
Mae CBOI crienu(ivuHi BUKIMKH Ta OOMex)eHHs. 30KpeMa, MOOUTbHI IPUCTPOi MAIOTh
oOMeKeHy O0YMCIIOBAIBHY MOTYXKHICTh Ta rpadiuHi MOXKJIMBOCTI Y TOPIBHIHHI 3
NePCOHAILHUMHU KOMIT IOTepaMi Ta KoHcoiisiMu. lle BuMarae Biag po3poOHUKIB
3HAYHOI onTUMI3allii rpadiku Ta pecypciB il 3a0€3MeUeHHsI JIABHOTO TeHMILISIO
Ta BUCOKOI mpoayktuBHocTi [5]. Kpim Toro, ceHcopHe ympaBiiHHS moTpeOye
PO3pOOKK 1HTYITUBHO 3pO3yMUIMX I1HTepQEHCiB, 0 3a0e3MeuyroTh 3PY4YHICTH
BUKOPHUCTAHHSI.

Kanp Roguelike € ogaumM 3 sxaHpiB Bifgeoirop. Bin xapakTepu3yeThes TAKUMHU
KIIFOUOBMMH OCOOJMBOCTSAMH, SK MPOIEAypHAa TI'eHepallis piBHIB, NEpMaHCHTHA
CMEpTh MepCcoOHaXKa Ta BUCOKA CKIaAHICTh rpu. [IporeaypHa reHeparlisi piBHIB, sSKa
BUKOPHUCTOBYEThCs y Roguelike irpax, 3a0e3mnedye CTBOPEHHS YHIKATbHUX ITPOBUX
CEpEeIOBUII MPU KOKHOMY HOBOMY TPOXOJIKEHHI, 110 MiBUIIYE MOBTOPIOBAHICTH
Ta iHTepec 10 rpu. Llg TexHomoriss BUKOpUCTOBYE anroputMi, Taki sk Perlin Noise
ta Cellular Automata, 1u1st CTBOpEHHS CKJIAJTHUX Ta HETIepe10auyBaHuX JIOKaIlii [6].

Mryannii iHTenekT (III) y Roguelike irpax € KpUTHUYHO BaKIMBUM
KOMIIOHEHTOM, SIKUH 3a0e3meuye BUKIHUK JUIsl TpaBiisl. BUKopucTaHHS OBEIIHKOBUX
nepeB (Behaviour Tree) mo3Bossie CTBOPIOBATH CKIIQJHI Ta aJdanTHBHI MOJEI
noBe/iHKKM BoporiB. [loBeniHKOBI JepeBa MNPEACTaBISIOTH COOOK l€pApXIYHY

CTPYKTYPY, SKa JI03BOJISI€E BU3HAYATH MOBEJIHKY MEPCOHAXIB 3aJIe’)KHO BIJ PI3HUX



yMOB Ta jiii rpaBis [7]. Lle 3a0e3nedye quHaMidHUN TEUMILICH, 16 BOPOTH MOXYTh
3MIHIOBAaTH CBOIO TAKTHKY B 3aJI€KHOCTI BiJl CUTYaIlli.

XKaup Shooter Takox € ogHUM 3 HalnmonmyJIApHIKUX y Bigeoirpax. Ulyrepu
BIIPIBHSIOTHCSA IIBUAKAM TEMIIOM TMOJiNA, TUHAMIYHUM TE€UMIUICEM Ta BUCOKHUM
piBHEM B3aeMo/Iii 3 oToueHHsAM. Lleit sxanp Moxke OyTH peani3oBaHui K BiJl MEpIIOi
ocobu (First Person Shooter, FPS), Tak 1 Big TpeThoi ocobu (Third Person Shooter,
TPS). OcHOBHMMH XapaKTepUCTUKAMH IIYTEPIB € PEANTICTHUYHICTh PYXIB Ta
NOBEAIHKM TEPCOHAXIB, SAKICTh Tpaiki Ta CKIAIHICTh IITYYHOTO I1HTEJIEKTY
BOPOT'iB.

[Iporiec BUKOpHCTAaHHS 3HAHb MPEAMETHOI O001acTi y MPOrpaMHOMY
3a0e3MeYeHH] Ha TOTOYHUN MOMEHT po3BHUTKY I T-TexHomorii 103Bossie eeKTHBHO
IMIUIEeMEHTYBaTH KIr04oBi ocobmmBocTi Roguelike Ta Shooter irop Ha MOOLIBHUX
wiatpopMax. BukopucTaHHS CydaCHHX aJTOPHUTMIB TMPOIEAYypHOI TeHepamii Ta
CKJIQAHUX MOJEJIeH IITYYHOTO IHTEJEKTY € CTAaHAAPTHOI MPAKTHUKOIO Yy PO3poOIli
X >kaHpiB. [Ipore ICHYIOTh MEBHI HEIOMIKH MOTOYHOTO cTaHy peded. OCHOBHI
poOJieMH TOB'sI3aH1 3 0OMEXKEHOIO0 MPOAYKTUBHICTIO MOOUIBHHX TMPHUCTPOIB, IO
MOKE BIUTMBATHU Ha SIKICTh Tpadiku Ta CKIAAHICTH irpoBUX MexaHik. Kpim Toro,
ONTHMI3aIlisl CEHCOPHOT'O YIPAaBIiHHSA BHMAara€ 3HauyHHUX PECYpPCIB Ta 3YCHJIb Bij
PO3pOOHHUKIB /J1s1 3a0€3MeYCHHS 3pyYHOCTI Ta IHTYITUBHOCTI yrpaBiinus [8].

MoxnuBI NIISAXW TOKpAIIeHHS cuTyarii 3 po3pobkamu y coepi IT 3a

MIPEIMETHOIO 00JIACTIO BKITIOYAIOTh:
— ONTUMI3allis aJTOPUTMIB MPOIIEAYPHOI TreHepallii piBHIB;

— BIIPOBA/DKEHHS CKJIQTHIMIAX MOJCICH IMOBEIIHKH Ta BHKOPHCTAHHS

METO/iB MAaIIMHHOTO HAaBYaHHS JUIA ajanTaiiii Al 7o cTHIIIO Tpu KOpHUCTYyBava;
— ajanTallis reiMIUICHHUX MEXaHIK JIJIT CCHCOPHHUX €KPaHiB.

VY pamkax AaHOTO AWIUIOMHOTO TPOEKTY OOpaHO NUIAX CTBOpeHHs 2D
Roguelike rpu 3 akiieHTOM Ha ONTHUMI3allil0 MPOIEAYPHOI reHepallli piBHIB Ta
nokpauieHHss Al BoporiB 3a jomnoMororo moBeaiHKoBHX JepeB. OcoOiuBa yBara

NPUAUISETHCA aianTallii I'py JJIs MOOUTBHUX TUIATPOPM, 1110 BKIIOYAE ONTUMIZALII0
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yOpaBJiHHS Ta MPOAYKTUBHOCTI, 3a0e3meuyrour KOM(POPTHUM Ta 3aXOIUTIOIOYUMA

reimIuien 171 KOpuCcTyBayiB
1.3 Amnani3 icHylOYUX pilI€Hb

[IpoananizyeMo BiJOME€ Ha ChOTOJHI QJITOPUTMIYHE 3a0€3MEUEHHS y JaHid
00JacTl Ta TEXHIYH1 pIIEHHS, IO JOMOMOXYTh y peanizauii MOOUIbHOU 211 TpH B
xaHpi Shooter 3 enementamu Roguelike. J[ani 6ynyTh po3riissiHyTi FTOTOB1 TpOrpamMHi

pillIEHHS, TOMOMDKHI MPOrpaMHi 3aco0u Ta 3ac00M po3pOOKH.
1.3.1 Amnanis rpu Dead Cells

"Dead Cells" — me momymsipua rpa B xaupi Roguelike, po3po0iena
¢bpaniy3pkoro ctyaiero Motion Twin Ta Bunymiena B 2018 pomi [9]. I'pa moeanye
enemeHnTn Roguelike ta Metroidvania [10], cTBoprorouM yHIKadbHHI ITPOBUIA
nocsig. OcuoBHoro ocobymmBicTiO "Dead Cells" € mporienypHa renepaiist piBHiB, 110
3abe3reuye yHIKIBHICTh KOXHOTO MPOXOkeHHs. KpiM Toro, rpa BiApi3HAETHCS
BHCOKOIO SIKICTIO TpadiKy Ta aHiMaIllii, 1o Hajae i Bi3yalbHOI MPUBAOJIMBOCTI.
I'paBIti MOXYTh AOCIIKYBATH PI3HOMAHITHI PiBHI, CTUKAIOYUCh 3 PI3HUMHU TUITAMHU
BOPOTIB Ta MEPEIIKOI.

BaxxiuBUM eJIeMEHTOM T€HMIUIEI0 € CKIaAHUI OOMOBHII MeXaHI3M, SKHI
BKJIIOUae B cebe pi3HOMaHITHI KOMOIHAIMIl aTak, yXWISHb Ta CIeliaJbHUX
3nibHocTei. "Dead Cells" Takoxk BuKOpHUCTOBYE moBeniHKOBI aepeBa (Behaviour
Tree) nyst ynpaBiiHHS MITYYHUM IHTEIEKTOM BOPOTIB, IO POOUTH TXHIO MOBEIIHKY
OLTBII alaTUBHOIO Ta HerepeadaudyBaHoto. ['pa 3m00yna 4uCIIeHHI HArOpoau Ta
BHCOKY OIIIHKY KPUTHKIB 3a 1HHOBAIlIMHWH IMIXIJ Ta 3aXOIUIFOIOUHMMA TeHMILICH,

CTaBIIIM OJHIEIO 3 HAMBU3HAYHINIUX Y CBOEMY KaHPI.

Pucynok 1.1. — Banep rpu «Dead Cells»
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Pucynoxk 1.2. — IIpuknan reitmmiero rpu «Dead Cells»
1.3.2 Amnaini3 rpu The Binding of Isaac

"The Binding of Isaac" — ue kymbroBa rpa B kaupi Roguelike, crBopena
Enmynnom Makwmimienom Tta Bumyiiena B 2011 pomi [11]. I'pa HaTxHeHHa
010J11ifHOTO ICTOPI€EIO MPO KEPTBONPUHOIIIEHHS [caaka, 1m0 BioOpaxeHo B ii CIoKeTi
ta armocepi. OcHoBHi ocobmuBocTi "The Binding of Isaac" BkIOUYaOTH
MPOIICAYPHY TeHEepallil0 PiBHIB, IO J03BOJSE€ CTBOPIOBATH HOBI BHUKJIWKH IIPHU
KO)KHOMY TIPOXO/KEHHI, a TaKO BEJUKY KUIbKICTh MPEIMETIB Ta iX KOMOIHAIIH,
AK1 BIUTMBaIOTh Ha reumiuied. Lle poOUTh KOXHY CECil0 TpHU YHIKAJIBHOIO ISt
IPaBIIiB.

I'pa TakoX BiT3HAYAETHCS BHUCOKHM PIBHEM CKJIATHOCTI, IO BHMAarae BiJ
TPaBIIiB CTpAaTEriYHOrO0 MHCIEHHs Ta mBUAKuX peakiid. "The Binding of Isaac"
CTaJia OJTHIEIO 3 HAHOLTBIIT BIUTMBOBUX Y skaHpi Roguelike, BcTaHOBUBIIM CTaHIAPTH
Ui 6aratboX MOMaNbIMX irop. BoHa oTpumana mMO3WTHBHI BIATYKH KPUTHKIB 3a
CBOIO TJIMOWHY, IHHOBAIIMHUI TredMIuiel Ta atMocdepy, 10 MOETHYE CIEMEHTH

’Kaxy Ta YOPHOTO TyMOpY.



Pucynok 1.4. — Ilpuknan reiimmuiero rpu «The binding of Isaacy

1.3.3 Amnamni3 rpu Pixel Dungeon

"Pixel Dungeon"” — me moOinmbHa rpa B xaHpi Roguelike, po3poOiieHa
He3anekHnM po3podHukoM Oleg Dolya ta Bunymena B 2013 pomi [12]. I'pa
BIJIPI3HAETHCS KIIACHYHUM TI1IX0/I0M JI0 )KaHPY 3 MPOIIETYPHOIO TEHEPAITIE€I0 PIBHIB,
BUIAJIKOBUMH TIPEIMETaMH Ta BOPOTAMH, a TaKOX TEPMAHEHTHOIO CMEPTIO
nepcoHaxa. ['padiuynuii CTHIIH TPU — 1€ MPOCTa MiKCeNbHA rpadika, sKa HE JIUIIEe
noaae i peTpo-mapmy, aje i JTI03BOJISIE JICTKO 3aITyCKaTH il Ha Pi3HUX MOOLTBHUX
MPUCTPOSX.

[onynspuicte "Pixel Dungeon" cepes rpaBiiiB MOSACHIOETHCS 1l MPOCTOTOLO,

JOCTYTIHICTIO Ta 3aXOIUTIOIYMM reiMiuieeM. He3Baxkaroun Ha mpocTOTy rpadiku,
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rpa NpONoOHye TIUOOKUHM IrpOBUIA JOCBIJ 3aBASKH 100pe MPOAYMaHI MeXaHilli Ta
BHUCOKIM BapiaTUBHOCTI. Ko)kKHE TPOXOMKEHHS € YHIKAJIbHUM 3aBIISIKA BUIAJKOBUM

€JIeMEHTaM, L0 JO0AA€ I'Pl TOAATKOBUI pPIBEHb BUKIIUKY Ta IHTPUTH.

FInG
m T

Pucynok 1.5. — banep rpu «Pixel Dungeon»

3030102108

Pucynoxk 1.6. —IIpuknan reiimmuiero rpu «Pixel Dungeon»

J171st MOPiBHSIHHS MPOEKTY 3 aHAJIOTaMHU MOKHA CKOPUCTATUCH Tabmutero 1.1.



Tabmuus 1.1 — IlopiBHSHHS 3 aHATIOTOM

14

OyHKIIIOHAT Jumnomunii | Dead The Pixel IToscuenus
MPOEKT Cells Binding | Dungeon
of Isaac
[Ipouenypna Tak Tak Tak Tak VYci ananoru
reHepartis BUKOPHUCTOBYIOTh
pIBHIB MPOUEAYPHY
reHepaIlio piBHIB
Buxopucranns | Tak Tax Hi Hi Behaviour Tree
Behaviour Tree BUKOPHUCTOBYETHCS
quist Al Boporis B
Dead Cells ta
JTUTITIOMHOMY
MIPOEKTI
ITepmanenTHa Taxk Taxk Taxk Taxk Bci irpu xxanpy
CMEPTh Roguelike
nepcoHaxa BUKOPHCTOBYIOTh
110 OCOOJIMBICTH
['HydkicTh Ta Tax Tax Hi Hi Dead Cells mae
ajanrars THYUYKHI O0MOBUI
00HOBOIO MeXaHI3M, 1HII1
MeXaH13MY i aHaJIOru MalOTh
CHUTYaIIit0 MPOCTIIIUI
JHHIAHANA TTHIX1T
PisHomanitHicTh | Tak Tax Tax Tax VYci ananoru
MIpEMETIB MAaroTh BEJIUKUI
aCOPTUMEHT
MIPEIMETIB
Shooter Tax Tax Tax Hi Pixel Dungeon ue
CTpinbba Ma€ MEXaHIKH
CTpUIEOHU
[Tnardpopma Mo0inpHi [1K, [1K, MoOineHi | Junnomuuit
IPUCTPOL Koncomi, | Koncomi | mpucTpoi | mpoexT
Mo0inbHi 30Cepe/KEHUN Ha
MOOUIBHUX

maropmax
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1.3.4 Amnani3 BiIOMUX aJTOPUTMIYHUX Ta TEXHIYHUX PIIICHb

[IponieaypHa reHepaiiist piBHIB € OJJHUM 13 KIIFOYOBUX KOMIIOHEHTIB POTAIIIK-
irop, 3a0e3nevyyroun YHIKaJbHUWA ICPOBHM JTOCBIJ MPU KOXKHOMY MPOXOIKEHHI.

Po3zristHeMo HaMMOMIMPEHII aJTOPUTMH Ta iX MOPIBHSIbHI XapaKTEPUCTUKHU.
1.3.5 Amnaniz anroputmy Binary Space Partitioning (BSP)

BSP — anropurm, sikuii peKypCcHMBHO IUIUTh NPSIMOKYTHUH MPOCTIp HA MEHIII1

npssMokyTHi o6sacTi [13]. Moro ocHOBHI mepeBaru:

— rapaHTye CTBOPEHHS 3B'I3aHUX, CTPYKTYPOBAHUX MPOCTOPIB;
— 3a0e3neuye NPUPOJAHUIA MOALT Ha KIMHATH PI3HUX PO3MIpIB,;

— HU3bKa 00YMCITIOBAJIbHA CKIIaTHICTH (0(n log n)).
Henomiku BKIIOYAIOTH:

— CTBOPCHHS HAJITO MPSIMOJIHIMHUX, TEOMETPUYHO IPABUIHHUX
PUMIIIEHB;
— 00MEKEHICTh y TeHepallii OpraHiuHUX CTPYKTYD;

— CXHJIBHICTB IO CTBOPEHHS MOAIOHUX MaKpPOCTPYKTYP.
1.3.6 Amnamniz anroputmy Cellular Automata

Merton, 3acHOBaHUHM Ha IMITAIlli )KUTTEBOT'O ITUKIY KIITUH 32 BU3HAUYCHUMU

npaBuiamu [14]:

— 9yJOBO MIAXOAWTHh JJii CTBOPEHHS OpPTraHIYHUX, HEPETYIIPHUX
IpUMIIIEeHb (TIeYepu, MPUPOIHi hopmariii);
— CTBOPIOE Bi3yasIbHO I1iKaBi, HemepeadadyBaHi MPOCTOPH;

— npocTuil y peamizaiii Ta Moaudikarii.
OOMexeHHS:

— CKJIQJTHO KOHTPOJTIOBATH CTPYKTYPY Ta 3B'SI3HICTD,
— MOYKE€ CTBOPIOBATH 130J1b0BaH1 00J1aCT1 6€3 TPOXO/IiB;

— Herepen0ayyBaHICTh KIHIIEBOTO PEe3yJbTaTy.
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1.3.7 Awnaniz anroputmy Drunkard Walk

Anroput™ cumynroe BumagkoBuit pyx ("m'sHy xomy") [15], cTBoproroum

OIAX:

— reHepye OpraHiuHi, 3BUBUCTI NUISIXU Ta TYHEIIl;
— OpOCTUH y peani3alii;

— n00pe MiIXOAUTH AJIsl CTBOPECHHS JTaOIpUHTIB.
Henoniku:

- HE TapaHTy€e CTPYKTYPOBAHICTh MTPOCTOPY;
— MOKE CTBOPIOBATH HaJAMIPHO 3BUBHUCTI, HEIPUPOAHI TYHENI;
— gacTo motpedye A0aTKOBOI 0OpOOKM i 3a0e3MedeHHs] TPaJbHOTO

Oayancy.
1.3.8 Amnainiz anroputmy Random Room Placement

[Tigxin mojsirae y BUNIAJKOBOMY PO3MIIIIEHH] KIMHAT Y TIPOCTOP1 3 HACTYITHUM

3'eqHaHHsIM [16]:

— 3a0e31euye BUCOKY PI3HOMAHITHICTh MAKPOCTPYKTYD;
— POCTHH y peaizarii;

— THYYKUH y HaJAIITyBaHHI PO3IMOALTY KIMHAT.
Cnalxi CTOpOHHU:

- MOKE CTBOPIOBATH NEPEKPUTTS a00 HEJIOT1YHI 3'€ THAHHS,
— noTpeOye J0TaTKOBUX aJITOPUTMIB JIUIA 3'€THAHHS KIMHAT,

— 9acTO CTBOPIOE HAATO PO3PIIKEH1 00 MUTHHI CTPYKTYPH.

[TopiBHsTBHU aHAMI3 Ta OOTPYHTYBAaHHS BHOODPY

[Ipy  mOpiBHSHHI  ANTOPUTMIB  KJIIOYOBUMH  KPHUTEpiAMH  OyInu:
KOHTPOJBOBAHICTh  pE3yJbTaTy, OPTaHIYHICTP  CTBOPIOBAHUX  CTPYKTYD,
oOuucoBaibHa €(PEKTUBHICTh Ta TrpajbHUN OanaHc. Pe3ynabTaTu MOPIBHSHHSA

HaBeneHo B Ta0Omumi 1.2.
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Tabmuus 1.2 — IlopiBHSIHHS anropuTMiB IPOLETYPHOI TeHepallii piBHIB

Anroput™ KontponwsoBanict | Opraniunict | O6uncmoBasibH | ['panbHu
b b a e(peKTUBHICTb | i OanaHc

BSP Bucoka Huzbka Bucoka Cepenniit

Cellular Husbka Bucoka Cepennst Husbkuii

Automata

Drunkard Cepenns Bucoxka Bucoka Cepenniit

Walk

Random Cepenns Hwuszbka Bucoka Huszbkuii

Room

Placement

Kom6inoBanu | Bucoka Bucoxka Cepenns Bucokui

W Iaxig

Jl1st po3poOku O6ys10 0O6paHO KOMOIHOBAHHM MIAX1, SIKUM BKITIOYAE:

— BSP nns cTBOpeHHS OCHOBHOi CTPYKTYpH pIiBHS Ta PO3MOILTY

IPOCTOPY Ha KIMHATH,

— Cellular Automata pgms momaBaHHS OPraHiYHOCTI Ta JeTaiizarfii

OKpPEMHUX ITPOCTOPIB,;

— Drunkard Walk myst cTBOpeHHS TyHENIB MiX KIMHATaMH,

— KACTOMHY CHUCTEMY

TCTYBaHHA

IPOCTOPIB  HA TPHOX PIBHAX

(rmoGanpHUM, MaKpo, MIKpPO) JIJIsl 3a0e3MeUeHHsT KOHTPOIIO HaJ reHepalliero Ta

rpaJibHOrO OallaHcy.

Takuii 1maxix J103BOJISE

MOETHATH TIepEBard pPIi3HUX  aJTOPUTMIB,

KOMIICHCYIOUM 1XHI Hemomiku. TpupiBHEBa cHUCTeMa TETiB € OpUTIHAIBHUM

pIIEHHAM, 10 JAO03BOJISIE OUIbII TOHKO KOHTPOJIOBATH PO3MIILIECHHS IMPOBHUX

€JIEMEHTIB, 3a0€3MeUyI0UH SIK PI3HOMAHITHICTh, TaK 1 IpOBU OaiaHC.
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ITpu BuGoOpi apxitekrypu LI p1st BOpoOriB KIFOUOBHUMH KPHUTEPIIMHU OYyJu:

MOJAYIBHICTh, MacIITa00BaHICTh, NPOAYKTHUBHICTh Ta KEPOBAHICTh IOBEIHKHU.

PesynbTatl nopiBHsHHS HaBeneHo B Tabmumi 1.3.

Tabmuus 1.3 — [opiBastHas anroputMi LI as Boporis

Anroput™m | Moaynbhict | MacmtaboBanict | [IponykruBHict | KepoBanict
b b b b

FSM [17] | Hu3bka Huspka Bucoka Cepenns

Behaviour | Bucoka Bucoxka Cepenns Bucoxka

Trees [7]

Utility- Cepenns Cepenns Husbka Cepenns

Based Al

[18]

Neural Hwuszbka Bucoka Hwuzbka Hwuzbka

Networks

[19]

Behaviour | Bucoka Bucoxka Cepenns Bucoxka

Tree +

Blackboar

d

Hnst peamizamii Il BoporiB O0yno obpano komOiHamiro Behaviour Tree 3

Blackboard Architecture 3 HacTymHUX IPUYHH:

MOBEIHKA Ta JIETKICTh PO3IIUPEHHS,

PI3HOMaHITHHUX THUIIIB BOPOTiB;

Behaviour Tree 3abesmedye MOMYJIBHICTH, 1€EpAPXIUHY CTPYKTYPY

o KpUTHYHO JII CTBOPCHHA

Blackboard Architecture mOmOBHIOE ACPEBO MOBEMIHKH, HAJIAFOYH

MEXaHi3M 00OMIHY JaHUMHU MK PI3HUMH BY3JIaMH Ta CYTHOCTSIMH, IO JO3BOJISE

peanizyBaTu:

— CIUIbHE BUKOPUCTaHHs 1H(OpMaLil Ipo cepeIOBUIIE;

— KOOPJMHAIIIIO 1A MIXK IpyraMH BOPOTiB,;
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— TEpCOHATI30BaHy NOBEAIHKY OKPEMHX CYTHOCTEH.

TpupiBHEeBa cucTeMa KOHTEKCTIB (KIMHaTa, Trpyna, oOCOOHUCTHI) €
OpUTiHANBHUM  po3umupeHHsM crannaptHoi Blackboard — Architecture, 1o

3abe3rneuye:

— ONTUMI3AI[1}0 00YHCIICHb IUISIXOM OOMEXEHHS 10CTyny A0 1H(opMaiiii;
— OPUPOJHY I€PAPXII0 3HAHB BiJ INIOOAIBHUX A0 JOKAIbHUX;

— MOKJIMBICTh peanizalii K rpynoBoi, Tak 1 iIHAUBIAYaIbHOT TAKTUKH.

Taka xkomOiHaiiss 3a0e3medye ONTUMAJIbHUI OamaHc MDK THYYKICTIO,
NPOAYKTUBHICTIO Ta KEPOBAHICTIO TIOBEIHKH, JO3BOJISIOYM CTBOPIOBATH CKIIAIHI

naTepHU MOBEIIHKK BOPOTiB 6€3 HaIMIPHOT'O YCKJIAIHCHHSI CHCTEMH.

1.4  Amnaini3 Ta MOJeIIOBaHHS O13HEC-TIPOIIECIB

Jlns monentoBaHHS Oi3HEC-TIPOIECY TeHepallii piBHS BUKOPHUCTOBYETHCS
BPMN wmonens. BPMN Mogens mpoliecy reHepailii piBHS 3HAXOIUTHCS Y

rpadigHOMY MaTepiaii, KpecaeHHs 2.

Omnuc mogeni Gi3HeC-TpoIiecy reHepallii piBHS;:

— KOPUCTYBa4d MOYUHAE TPY;
— reHepaTop MOYMHAE CTBOPIOBATH PiBCHB;
— TeHepaTop PO3ALIIOE MPOCTIP HA KIMHATH;
— reHepaTop 3MIHIOE KOXKHY KIMHATY;

— reHepaTop reHepye TYHEIII;

— rpa po3CcTaBisie 00’ €KTH Ha CIICHI,

— rpa 3aBaHTaXYE BCi HI 00’ €KTH + IHPPACTPYKTYPY.
BucHoBku 10 po3miny

VY pozaini chopMynbOBaHO 3aBlaHHS PO3POOKH MOOUILHOT T'PU KaHPY
Shooter 3 enementamu Roguelike Ta mpoBeeHO KOMIUIEKCHUN aHami3 MPeAMETHO1

oOsnacti. BusHaueHo, 1110 CEKTOP MOOLIBHUX ITOpP aKTUBHO PO3BUBAETHCS, IPOTE MA€
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cnenugiyHl  OOMEXEHHs, TOB'sI3aHI 3 MPOAYKTUBHICTIO MPHUCTPOiB  Ta
0COOJMBOCTAMH CEHCOPHOTO YIIPABIiHHS.

[IpoananizoBano kimtouoBi ananoru ("Dead Cells", "The Binding of Isaac",
"Pixel Dungeon"), 110 A03BOJIUIO BU3HAYUTH KOHKYPEHTHI NIEpEeBarv Ta HeAOIIKU
ICHYIOUHX pillleHb. BUsBI€HO, 10 MOEIHAHHS TMPOIEAYPHOI TeHepailii piBHIB 3
BukopuctanHsiM Behaviour Tree nns Al BoporiB Ta MexaHik Shooter cTBoproe
NEePCIIEKTUBHY HINTY JIJIsl pO3POOKH.

JlocniapkeHo Ta MOPIBHSHO aJIfOPUTMHU MpoLeAypHOi reHepaiii piBHiB (BSP,
Cellular Automata, Drunkard Walk, Random Room Placement) ta migxoau 1o
peanizanii mryuynoro inrenekty (FSM, Behaviour Trees, Utility-Based Al, Neural
Networks). Ha ocHOBI OPiBHSJIBHOTO aHaJi3y OOIPYHTOBAaHO BUOIp KOMOIHOBAHOTO
miaxoay Juis reHepaiii piBHiB Ta cuctemu Behaviour Tree + Blackboard 3
TPUPIBHEBOIO CTPYKTYPOIO KOHTEKCTIB 1Sl peanizarii Al.

[IpoBeneHe NOCHIIKEHHS CTBOPIOE TEOPETHYHE HIATPYHTS ISl pO3POOKHU
MOOUIBHOT TPH, IO MOEJHYE IHHOBAIIMHI aJTOPUTMIUHI pillleHHs 3 e(PEeKTUBHUM

BUKOPHUCTAHHSIM OOMEKEHHUX PECYpCiB MOOUTBLHUX TIATGHOPM.
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2 PO3POBJIEHHS BUMOTI 10 ITPOI'PAMHOI'O 3ABE3IIEYEHHA
2.1 BapiaHTu BUKOPUCTAaHHS MPOTPAMHOT0 3a0€3MeUEeHHS

Jiarpama BapiaHTIB BHKOPUCTAaHHSA, L0 BiOOpa)kae KIIOYOBUX AKTOPIB
CUCTEMHU Ta IXHIO B3a€EMOJIII0 3 OCHOBHMMH (PYHKI[IOHAIBHHUMH MOXJIHBOCTSIMHU

MPOrpaMHOro 3a0e3neyeHHs, 3HaX0AUThCs Y rpadiuHOMY MaTepiali, KpeciaeHHs 1.

B Tabnunsx 2.1-2.12 noknaaHo npeacTaBieHo NOBHUH 1 BCEOIUHMIA ONUC YCiX

BapiaHTIB BUKOPUCTAHHS PO3POOIEHOr0 MPOrpaMHOIo 3a0€3MeUeHHS.

Tabnuus 2.1 — BapianT Bukopuctanus UC-01

Hasga Crapr HOBOI TpH
BapiaHTy
BUKOPUCTAHHS

Inentudikarop | UC-01

BapiaHTy

BUKOPUCTAHHS

i1 Posmovaru HOBUI IrpOBHiT TIpOIIEC

AxTopu I'paBenp

Tpurep I'paBenib o6upae "Hopa rpa" B TOJTOBHOMY MEHIO

ITepenymoBu | I'pa 3aBaHTa)k€Ha, TOJIOBHE MEHIO JIOCTYITHE

[TocnimoBHicTh | [ paBenp 3amyckae Ipy 3 TOJOBHOTO MEHIO, CHCTEMa IHIIIIOE

TOJT1iA POIIEIYPHY TeHEepallifo PiBHS
Posmmpennsa | -
[TocTtymoBa I'pa mounHaeThCSs 3 HOBHM pIBHEM, T'pPaBEIlb MOXE KEpyBaTH

MIEPCOHAKEM
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Tabmuus 2.2 — BapianT Bukopuctanis UC-02

Ha3ssa

BapiaHTy

BUKOpUCTaHHS | Bubip nmepconaxy

[nenTudikarop

BapiaHTy

Bukopucranas | UC-02

i1 J103BOJIMTH TpaBII0 BUOpATH MEPCOHAXKA JUIsl TPU

AkTopu I'paBenp

Tpurep I'paBens HaTHcKkae "Bubip nepconaxa'" B MEHIO CTapTy HOBOI I'pu

[lepenymoBu | I'pa 3aBaHTa)keHa, rpaBellb 0OpaB CTapT HOBOI I'pU

[TocnimoBHicTh | ['paBenb neperisgae TO0CTYMHUX MEPCOHAXKIB 1 BUOUPAE OTHOTO

TTOI1HA JJ1s1 TpU

Posmupennst | Slkimo mnepcoHaxk 3a0J0KOBaHUM, BIOOpPaXa€ThCsl BIKHO 3
BUMOTaMHM JIJisi HOTO pO30I0KYBaHHS

[TocTtymoBa [lepconaxxa 00paHo, Tpa PpO3MOYUHAETBCA 3  OOpaHUM
IIEPCOHAXKEM

Ta6mums 2.3 — Bapiant Bukopuctanas UC-03

Hasga

BapiaHTy

BUKOPHUCTaHHS | biif 3 Boporom

InenTudikarop

BapiaHTy

Bukopucranus | UC-03

[imi 3abe3neunTy MexaHiKy 0010 MK IEPCOHAKEM TPABIIA 1
BOPOXKHMH TIEPCOHAKAMU

AKTOpHU I'paBerib, BOpOKi epCOHAXKI

Tpurep I'paBers HAOTMKAETHCS 10 BOPOKOTO TIEPCOHAXKA HA ITPOBOMY
o1

[lepenymoBu | ['paBenib Kepye mepcoHAKEM, KU 3ycTpidae BOpOra Ha

irpoBOMY piBHI
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[IponoBxeHHs Tabauui 2.3

ITocnigoBHICTB
MO 1M

1. I'paBens 3ycTpivae Bopora.

2. I'paBenipb HILIIOE aTaKky 3a JIONOMOI'O0 IrPOBUX KOHTPOJIIIB.
3. Bopor pearye B peanbHOMY 4aci, BAKOPUCTOBYIOUYHU CBOi
arakyrodi a0o 00OpOHHI 1ii.

4. Biil TpuBae, MOKM MOKA3HUK 37J0POB’ S OTHOTO 3 YUACHUKIB HE
nocsirae 0 a6o moku He Oyle BUKOHAHA OJIHA 3 JIOJIAaTKOBUX
YMOB I€PEAYaCHOT0 3aBepUIEHHS 0010.

5. IrpoBa cuctema po3paxoBye pe3ynbTraTu 000 3riIHO 3
ITPOBUMH MIPaBUIIAMH.

6. BimoOpaxeHHs pe3ynbTariB 0010 Ta 3MIHU CTaHy
NEPCOHAXKIB.

Po3mmpenns

Bopor mMoxe BUKIMKATH MIAKPITUICHHS, KO TaKa MOBEIHKA
nepeadaueHa Horo aaropuTMOM.

[TocTtymoBa

biii 3aBepiieHo. SKio rpaBelb nepeMir, BiH OTPUMYE TOCBIT
Ta/ab0 MpEeIMETH 3 IEPEMOKEHOT0 BOpora. SIKIo nepcoHax
IpaBIlsl MPOTPaB, rpa MOXKE 3aBEPIIUTUCH a00 MPOIOBKUTHUCH 3
NEBHUMH HACI1IKAMH.

Tabmuns 2.4 — Bapiant Bukopuctanas UC-04

Hasga

BapiaHTy

Bukopuctanus | CMepTh rpaBIlst

InenTudikarop

BapiaHTy

Bukopucranas | UC-04

[imi OO6poOuTH CUTyallifo CMEPTI MEPCOHaXKa T'PaBIlsl Ta BUZHAYUTH
HACTIAKH i€l TOMIT 711 TpH

AKTOpHU I'paBenp

Tpurep 310poB's IepcoHaka TpaBlIsl 3HHXKYETHCS A0 HYIIA

[lepenymoBu | ['paBenb akTHBHO Oepe y4acTh B IrpoBOMY MpOIeci, 30KpeMa y

005X 3 BOporamu
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[IponoBxenHs Tadbnuui 2.4

ITocnigoBHICTB
MO 1M

1. 3n0poB's mepcoHaxka TpaBllsl JOCSITa€e HYNsl BHACIIOK aTak
BOPOTiB 200 IHIIMX BHYTPIIIHBO IN'POBUX YHNHHHUKIB.

2. IrpoBa cucrema aKkTHBY€ CIeHapidi CMeEpTi MepcoHaxka.
3. BigoOpaxkeHHs aHIMalii Ta e(eKTiB CMepTI MepcoHaxa.
4. BuBil Ha eKpaH NOBIAOMJIEHHS MPO CMEPTh Ta MOXKJIMBI
nojajibll omiii rpaBus (HampukiIaa, mnepe3amyck piBHA abo
10 TOJIOBHOTO
5. 3anexxHo BIJ HaJalITyBaHb TI'PH, MOXJIHMBO 30epeKeHHS

BHXiJI MEHIO).

NESKUX JIOCSITHEHBb a00 MPOrpecy.

Po3mmpenns

1. Skmio B Tpi nepeadadeHa MOKIIMBICTh BIIPOJIKEHHS, TPaBEIlh
MOXXE€ BHKOPUCTATU TPEAMETH BIIPOKEHHS abo cremiaibHi

LTSt rpy.
2. Slkmio rpaBelb Ma€ 3aXUCHI MPEAMETH, SKI aBTOMATHYHO

3110HOCTI MOBEPHEHHS B

BiIIHOBJ'IIOIOTB BHOpOB'H npun  KPpUTUIHOMY CTaHi, BOHH

AKTUBYIOTBHCA.

[TocTtymoBa

I'pa 3aBepuiyeTbcss 3 CMEpPTIO TIEpCOHaXka, abo IMepCoHax
BIJIPO/IKYETHCS 3TIHO 3 TIpaBUIaMu Tpu. Bci 3MiHM B irpoBOMY
cTaHi (piKCyOThCS.

Ta6mums 2.5 — Bapiant Bukopuctanas UC-05

Hasga

BapiaHTy

BUKOPUCTaHHS | 301p MpeaMeTiB

[nenTudikarop

BapiaHTy

Bukopucranas | UC-05

i1 J103BONMTH TpaBIl0 30MpaTH TMPEAMETH, SKi 3HAXOAATHCS Ha
IrpoBOMY IO

AkTopu I'paBenp

Tpurep I'paBers HAOTMKAETHCS 10 IPEIMETY Ha IrpOBOMY IO

[lepenymoBu | [IpeameTun po3miiieHi Ha irpoBOMY IMOJI TeHepallii piBHIB

[TocnimoBHicTh | ['paBenb migdupae mpeamer

MO

Posmmpennsa | -

[ToctymoBa [Ipeamer mniniOpaHo Ta BUKOPUCTAHO, 3MIHU Yy CTaHl TpHU

3a(iKCOBAHO.
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Tabmuus 2.6 — BapianT Bukopuctanus UC-06

Ha3ssa

BapiaHTy B3aemonisi 3 BHYTPIIIHBOITPOBUMH €JIEMEHTAMH 3 OCOOJIUBOIO

BUKOPHMCTAHHS | B3a€EMOJIEIO (IBEP1, CYHIYKH)

[nenTudikarop

BapiaHTy

Bukopucranas | UC-06

i1 Jlo3BonuTH TPaBIlO B3aEMOJIISATH 3 TCSIKUMU
BHYTPILIHBOIIPOBUMH 00'eKTaMH (IBEpi, CYHIYKH) ILISIXOM
HaHECEHHS YPOHY

AkTopu I'paBens

Tpurep I'paBens Gaxae BiIKpUTH ABEpi a00 CYHIYK, 3HAXOASYM iX Ha
piBHI

[lepenymoBu | I'paBenb 3HaxoauThecsl OUIA 00'€ekTa 3 B3a€MOJI€I0, Mae 30pOI0
a00 IHCTPYMEHT ISl HAHECEHHSI YPOHY

[TocninoBHicTs | 1. I'paBers BusBIsIe nBepi a00 CyHAYK Ha IrPOBOMY ITOJII.

TOJT1iA 2. I'paBenib BUKOPUCTOBYE aTaky abo 3aci0 JJi1 HAHECEHHS YPOHY
1o 00'eKTYy.
3. IrpoBa cuctema po3paxoBye ypOH Ta NE€pEBIPsIE, YU TOCTATHBO
YPOHY s BIAKPUTTS abo pyIHYBaHHS.
4. SIkmo ypoH JOCTaTHIH, JABEpl BUIYMHSIOTBCS a00 CYHIYK
JaMa€THCS 1 BUITYCKAE BMICT.

Posmupenns -

IToctymoBa OO0'ext BigkpuTro ab0 3pyWHOBAHO, EJIEMEHTH B3aEMOAIi Ha

I'POBOMY TIOJIi 3MIHEHO, MOXJIMBUN JOCTYII 1O HOBUX apealliB

abo pecypcis.

Tabnuns 2.7 — BapianT Bukopuctanus UC-07

Hasga
BapiaHTy
BUKOPHUCTAHHS

[TigBuIeHHS PiBHS TIEPCOHAXKA

Inentudikarop
BapiaHTy
BUKOPHUCTAHHSI

ucC-07

[im

JI03BONUTH TPaBIIO MIJBUINYBATU PIBEHb CBOTO IEPCOHAXKA,
MOKPa[yIO4YH HOro XapaKTepUCTUKHU Ta 3110HOCT1

AkTopu

I'paBenp
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[IponoBxeHHs Tadbauui 2.7

Tpurep

I'paBerlb HAKONMWYMB JAOCTATHBO JOCBIAY Ui TEpPEXoAy Ha
HACTYIHUI PIBEHb

ITepenymoBu

I'paBenib oTpuMaB JOCBiA 3 BOMBCTBA BOPOTIB ab0 MUISIXOM
B3a€MO/I11 3 BHYTPIIIHbOITPOBUMH 00’ €KTaMH Ha PiBHI

ITocnimoBHICTH
MOA1H

1. I'paBenp Haxkonmuyye JOCTaTHIO KUIBKICTh JOCBILY ISt
M1JBUILICHHS PIBHSL.

2. IrpoBa cuctema CHOBIIIA€ TpaBUsd MPO MOXKIHMBICTh
M ABUILIEHHS pIBHSL.
3. I'paBenib nepexonuTh B BIKHO MOKpAIEHHsI, o0upae oaHy 3 3
OITIII MOKpAILEHHS
4. TlinTBepaxeHHss BUOOPY Ta 3aCTOCYBAaHHS MOKpalleHb A0
epCOHaXka.

5. BigoOpakeHHsS OHOBJIEHUX XapaKTEPUCTHUK Ta 3A10HOCTEM

IMepCoHaxa.

Po3mmpenns

1. SIxuto mocTymHi crieniaibHl O0HYCH 3a TOCSITHEHHS TIEBHOTO
PIBHSI, BOHU aKTHBYIOThCHI.

[TocTtymoBa

[lepcoHak TpaBlsd MIABUINCHUN O HACTYIMHOIO piBHA 3
BIJIMOBIIHUMU TTOKPAIEHHSIMHU XapaKTEPUCTUK Ta 3A10HOCTEH.

Ta6mums 2.8 — Bapiant Bukopuctanas UC-08

Hasga

BapiaHTy

BUKOPUCTAHHS | 3aCTOCYBaHHs 3A10HOCTEN

InenTudikarop

BapiaHTy

Bukopuctanas | UC-8

[imi J103BONIMTH TPABIIIO BUKOPUCTOBYBATH 37[I0HOCTI TEPCOHAXKA IS
BIUITMBY Ha IrPOBHIA MPOIIEC

AkTopu I'paBenp

Tpurep I'paBernrr oOWpae 3acTocyBaTH TEBHY 3HIOHICTH Yy KOHTEKCTI
irpoBoi cuTyartii

ITepenymoBu | ['paBenb Kepye IMepCcOHa)KeM, SKMA Ma€e TOCTYIHI 3110HOCTI;

3MIOHOCTI JTOCTYTHI JUIsl BUKOPUCTaHHS (MarOTh BiIHOBJICHUUN
KyJIJIayH, JOCTaTHhO PECYPCiB, TOIIO)
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[IponoBxenHs Tabnuui 2.8

[TocninoBHicTh | 1. IpaBenp akTuBy€e 3a10HICTH 3a JIOMOMOTOI0 IFPOBUX

MO 1M KOHTPOJIB.
3. IrpoBa cucrema mepeBipsi€ YW BHUKOHAHI YMOBH JIJIst
BUKOPUCTAHHS 311I0HOCTI.
4. 3n10HICTh 3aCTOCOBY€TbCA, 11 €(EKT BIUIMBAE Ha IrpOBUMN
nporec.
5. IrpoBa cuctema BinoOpaxkae epexTu 3110HOCTI Ta OHOBIIOE
BIJIMOB1/IH1 napameTpu IrpOBOTO MPOIIECY.
6. UYac mepe3apsaku  3MI0HOCTI  OHOBIIOETHCS  MICHS
BUKOPUCTAHHS 3710HOCTI.

Pozmupenns 1. Axmio 3a10HICTS HE MOXKe OyTH 3acTOCOBaHa (HApUKIIAJ, HE
BUCTaya€ MaHU a0o0 TMEepCcoHaX MiJ KOHTPOJEM), CHCTEeMa
BiJI0Opakae BIANIOBIAHE [MOB1JIOMJIEHHS.
2. Slxkuio 3mi0HICTh Ma€ creliajibHI BUMOTH YH YMOBH, BOHH
BPaXOBYIOThCS Iepe] 11 3aCTOCYBAHHSM.

IToctymoBa 3M10HICT, 3aCTOCOBaHA, BIUIMHYBIIM Ha IrPOBUHMl  CTaH;
BIJIMOB1/IHI MapaMeTPH Ta CTaHH MIEPCOHAKA OHOBJIEHI.

Tabmums 2.9 — Bapiant Bukopuctansas UC-09

Hasga

BapiaHTy

BUKOPUCTAHHS | 3aBEepIICHHS TPy

InenTudikarop

BapiaHTy

Bukopucranas | UC-09

[imi OOpoOuTH  3aBeplIeHHS TP, BKJIIOYAIOUA  30€peKeHHS
pe3yabTariB, IMIABENECHHA IMIJICYMKIB, Ta BiIOOpa)KeHHS
¢iHambHOI CIeHH a00 CTAaTUCTHKU

AkTopu I'paBenp

Tpurep I'paBeub gocsirae KiHIS TpU, HAOPHUKIAA, NEpeMora Hal
OCTaTOYHUM OOCOM abo0 3aBEepIIEeHHS OCTAHHBOTO PIBHS; ab0
MIEPCOHAX TPABIIS TUHE 1 HE MOXKE BIAPOIUTHCS

[lepenymoBu | ['paBenb akTMBHO Y4YacTBY€ B IrpOBOMY TPOIECI Ta IOCATAE

JIOT1YHOTO 3aBEpIIEHHS a00 eHareimy
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[IponoBxenHs Tabauui 2.9

ITocnigoBHICTB
MO 1M

1. IpaBeup pgocsira€ KPUTUYHOI TOYKH TpuU (HAIpUKIAL]
IPOXOJIUTh OCTAHHIO KIMHATY Ha PiBH1).

2. IrpoBa nonig Cipu4MHSIE 3ayCK CLIEHAPII0 3aBEPILICHHS TPH.
3. BinoOpaxkeHHs ¢iHanbHO1 aHiMallli ab0 KIHIIEBUX KPEIUTIB.
4. BinoOpakeHHs 3arajbHOi CTATUCTHUKUA T'PU Ta pe3yJbTariB
IpaBIIsl.

5. 3anpornoHyBaTy rpaBLI0 NEPENIIHYTH CBOi JHOCATHEHHS abo
MOBEPHYTHUCS 710 TOJIOBHOTO MEHIO.

Po3mmpenns

[TocTtymoBa

I'pa 3aBepieHa; rpaBelb OTPUMYE BIIOOpaKeHHS Pe3ybTaTIB Ta
MOKJIUBICTh MPOJUBUTUCS CBOi IOCATHEHHS YW PO3MOYATU TPy
3aHOBO.

Tabnuus 2.10 — Bapiant Bukopuctanns UC-10

Ha3zga

BapiaHTy

BUKOpUCTaHHS | Buxin 3 rpu

InenTudikarop

BapiaHTy

Bukopuctanus | UC-10

i1 Hanatu rpaBiro MOKIUBICTE O€3MIEYHO 3aBEPIIUTH IFPOBY CECIFO
Ta BUWTH 3 TPU

AxTopu I'paBenp

Tpurep I'paBenib 0Oupae OIIIIF0 BUXOAY 3 TPH 3 TOJIOBHOTO MEHIO a00 ITiJT
qac rpu

[lepenymoBu | I'pa akTMBHA, TOCTYITHE TOJIOBHE MEHIO a00 IMay3a-MeHIO

[TocmimoBuicts | 1.  IpaBeup  BuOuWpae  ommito  "Buxim 3 rpu'.

(01§11 2. IrpoBa cucrema 3aKpUBA€THCS, TPaBElb IMOBEPTAETHCS Ha
poOountii cTin abo iarhopmy 3ammycKy irop.

Posmmpenns

[ToctymoBa I'pa 3aBeprieHa Ta 3akpuTa, TpaBelb IMOBHICTIO BHMIIOB 3

ITPOBOTO CEPEIOBUIIIA.
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Tabmuus 2.11 — Bapiant Bukopuctanns UC-11

Ha3ssa

BapiaHTy

BUKOpUCTaHHs | [locTaBuTH rpy Ha naB3y

[nenTudikarop

BapiaHTy

Bukopucranas | UC-11

i1 Hapatu rpaBiio MOXXIJIMBICTh MPU3YIIMHUTHU IFPOBY CECIIO
AkTopu I'paBenp

Tpurep I'paBens Oaxkae 3yNMHUTH I'POBUH TIpoOLIEC

IlepenymoBu | I'pa aktuBHa

[TocainoBHICTH

o1 I'paBenib HaTHCKaE HA KHOIKY MaB3H

Po3mmmpennsa | -

IToctymoBa [rpoBuit mporec Mpu3ynuHEHo, Bi10OpaKae€ThCsl MEHIO MaB3U

Tabmums 2.12 — Bapiant Bukopuctanus UC-12

Hasga

BapiaHTy

BUKOPUCTaHHS | BigHOBIIEHHS rpH

[nenTudikarop

BapiaHTy

Bukopuctanus | UC-12

i1 Hanatu rpaBiifo MOXIIMBICTH BITHOBUTH NMPU3YIIHHEHY ITPOBY
ceciio

AKTOpHU I'paBenp

Tpurep I'paBers 6axkae MPOAOBKUTH TPy

[lepenymoBu | I'pa 3HAXOAMTHCS HA TaB3i

[TocnimoBHICTH

(01§11 I'paBers HaTHCKAE HA KHOTIKY BiTHOBJICHHS TPU

Posmmmpennsa | -

[TocTtymoBa I'pa BigHOBIEHA, TPOAOBKYETHCS 3 MOMEHTY Koilu Oyna

yBIMKHEHA TTaB3a




2.2  Po3poOneHHs (pyHKIIOHATIBHUX BUMOT
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B tabnumi 2.13 HaBeneHo 3arajibHy MOJieNib BUMOr, a B Tabnum 2.14

HaBeJeHUH omnuc (QYHKUIOHATBHUX BHUMOT JI0 MPOrpaMHOro 3abe3nedyeHHs .

Matpuiito TpacyBaHHS BUMOT MOKHA MOOAYUTH HAa PUCYHKY 2.1.

Tabnuus 2.13 — 3arajgpHa MOJIEIF BUMOT

Ne Hasga ID Bumoru | IIpioputetu | Pusuku
1 MeHro Ta HaBirairis FR-1 Husbkuii Husbkuii
2 [IpouenypHa renepaitist piBHs FR-2 Bucoxun Bucoxun
3 VYrpaBmniHHs TpaBieM FR-3 Bucokwuii Bucokwuii
4 MexaHiku cTpiyibOu FR-4 Bucoxkwuit Bucoxkwuii
5 I TyuyHuii IHTEIEKT BOPOTiB FR-5 Cepenniit | Huzbkuit
6 36ip mpeameTiB Ta nokpamieHHs | FR-6 Cepenniii Cepenniii
7 Cucrema 310pOoB’s Ta MIKOAU FR-7 Bucoxkui Hwusbxnii
8 [Tay3a Ta HaymamTyBaHHS FR-8 Huzbkuii Huzbkuii
Tabmums 2.14 — Ilepenik GyHKITIOHATEHUX BUMOT
ID
Hasga ta onuc
BUMOTH
MeHt1o Ta HaBiraris:
FR-1 I'paBenib OauuTh TONOBHE MEHIO 3 KHomkamu «HoBa rpay,
«IIponosxutu rpy», «HanmamryBannsy, «Buxia 3 rpu»
[IpouenypHa reHepairist piBHs:
R [Ticns crapTy HOBOi cecii cucTeMa reHepye YHIKalbHUW PIBEHb 13
] KIMHaTaMH, KOpUJOpaMH, TOYKAMH  CIABHY  BOpOTiB  Ta
pO3TalllyBaHHSIM MPEIMETIB.
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[Iponosxxenns tadnuin 2.14

ID

BUMOT'H

HazBa Ta ommic

FR-3

VYrpaBiiHHS TpaBLEM:

KopucrtyBau kepye mepcoHa)keM 4Yepe3 CEHCOPHUU HKOMCTHUK abo
KHOIIKM pPyXy B YOTHPHbOX HampsMKax; KHONMKa «BoToHB» s
CTpLILOU; ceneKkTop 30poi AJIsl MepeMUKaHHS; KHOIIKH JIJIsi CTPUOKY Ta
NPOBATIOBAaHHS Kpi3h IUIATGOPMU; KHOMKH JUJII BHUKOPHCTAHHS

AKTUBHUX BMIHb

FR-4

MexaHiKH CTpUILOU:
[TinTpuMKa KUTBKOX THITIB 30pOi 3 MapaMeTpamMu MBUIKOCT1 CTPUILOH,

nepe3apsKeHHsI, PO3KHT; IHIAUKATOP MATPOHIB 1 Mepe3apsKEHHS.

FR-5

[ Ty4Huii IHTEEKT BOPOTiB:

Boporn wmaroTh CckIagHuUN TarepH MNOBEMIHKH. BOHM MOXYTb
narpyJaloBaTH, BUSBISIOTH TpaBIsl Ta MepeciigyBaTu/aTakyBaTy;
Takok MOXYTh BHKOHYBaTH CKJIQJHI TMaTepHU aTak (HampUKIIa[
koMmOiHaIii  arak) abo  iHIII  TakKTUYHI Ta  CTpareriyHi

omepariii(Tenenopraiiii, TpynmyBaHHS TOIIO)

FR-6

30ip mpeaMeTiB Ta MOKPAIICHHS:
[TinGip amTe4ok, HAKONMWYEHHs JOCBily 3a BOWMBCTBAa BOPOTiB 13

MO>KJTUBICTIO BIIKPUBATH HABUYKHU a00 MOKPAIICHHS.

FR-7

Cucrtema 310pOB’s Ta IIKOIH:
Bino6paxxenns HP rpasis; 00poOka HaHECEHHS IIKOAW; MPU BTPari

Bcix HP — BuKOHAHHS i, OB’ 13aHUX 31 CMEPTIO BOPOTa/TPaBIIs

FR-8

[Tay3a Ta HaymamTyBaHHS:
Knonka «Ilay3a» BigkpuBae MEHIO 3 TTIOBEPHEHHSM Yy TOJIOBHE MEHIO

a00 BUXOJIOM 13 T'pH.




FR-1

FR-2

FR-3

FR-4

FR-5

FR-6

FR-7

FR-8

UC-01

UC-02

UC-03

UC-04

UC-05

UC-06

UC-07

UC-08

+ |+ |+ |+

UC-09

UC-10

UC-11

UC-12

Pucynok 2.1 — Matpuiist TpacyBaHHSI BAMOT
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2.3  Po3poOneHHs1 He(pyHKIIIOHATIBHUX BUMOT

He¢yHkuioHanbHi BUMOTM J0 MPOTrpamMHOro 3a0e3MedYeHHs HaBeJeHI B

tabmul 2.15

Tabmuus 2.15 — HedyHkiioHaIbHI BAMOTH JIO POTPAMHOT0 3a0€3MeUeHHs

Ne | Kareropis

[Toxa3uuk

3HaueHHs / YMoBa

1 | [IpoayKTUBHICTb

UYactota xasapis (FPS)

> 60 ripu po3UIBHIN 3JJaTHOCTI
1080%x1920 na Android 8+ /
10S 12+

2 |IlponyktuBHicTh | Yac  3aBaHTaXEeHHS | < 5 CEKyH]I
piBHS
3 | [IponyktuBHicts | [ImaBHicTh irpoBoro | bes bpusis, CTaOUTbHUN
rpouecy reUMILIEH
4 | CyMicHICTb [TinTpumka OC Android 8.0+ Ta 10S 12.0+
5 | CyMicHICTB AanTUBHICTH [TinTpumka eKpaHiB 31
iHTepdeicy criBBigHOMIEHHsAM 16:9-19.5:9
6 | HaxiligicTe MTBF (mean time |> 100 roaguH akTUBHOI Ipu 0e3
between failures) [20] | aBapiiiHux 3ynuHOK
7/ | be3neka 3axuct  nokansHUX | [lIndpyBanus (HanmpuKian,
TTAHUX AES-256)
8 | 3pyuHicTh Minimaneuuii po3mip | He menme Hixk 44x44 dp [21]
KOPHCTYBaHHSI CJIEMEHTIB KepyBaHHS
9 | 3pyuHicTh [aTepdeiic [HTYiTHBHO 3pO3yMiTUit
KOPHCTYBaHHSI KOpHCTYyBaua

2.4  Awuaji3 CHCTEMHHX BUMOT

JIJist KOpEeKTHOI Ta MIaBHOI POOOTH MOOUTBHOTO IrPOBOTO 3aCTOCYHKY Oyiu

copmoBaHi cucTeMH1 BUMOTH. BoHn HaBeaeH1 B Tabmmin 2.16
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Tabmuus 2.16 — CucteMH1 BUMOTH 10 IPOrPaMHOI0 3a0€31e4YeHHS

Ne | Kareropis [Tinkareropis/ Bumorn
IToxa3nuk
1 | [Inardpopmu Ta OC | Android Android 8.0 (API level 26) a6o
HOBIIII
2 | Ilmardopmu ta OC | 10S i0S 12.0 a6o HoBimIi
3 | I'padiuamii API Android OpenGL ES 3.0 a6o Vulkan
4 | I'padiunmit API 10S Metal
5 | OnepatuBHa RAM Minimym 2 I'b
nam’AThb
6 | CxoBuiie BinsHe micue [Tpu6mm3no 200 Mb niist BcTaHOB
7 | Jonmatkoi Bumoru | Cencopuuii exkpas | [Tinrpumka multi-touch

2.5 AHaii3 eKOHOMIYHUX MOKA3HUKIB MIPOTrPAMHOT0 3a0e3MeueHHs

2.5.1 BuxigHi qaHi 1js po3paxyHKy

JIns  po3paxyHKy €KOHOMIYHUX TIIOKa3HHKIB PO3POOKH  porajik-Tpu
BUKOPHUCTOBYEMO JIaH1 HaBejieH1 B Tabmuii 2.17.
Tabmums 2.17 — BuxigHi JaHi po3paxyHKy €KOHOMIUYHHUX ITOKa3HHKIB
PO3p00OKHU
Ne | [TokazHuk 3Ha4YCHHS
1 | KinbKicTh BUKOHABITIB 1 po3poOHUK
2 | Cepenns 3apo0iTHa TUIaTa 550 USD / micsup
3 | TpuBamcTh poOOYOTO JTHS 8 roIuH
4 | KinpkicTh poOOYUX JTHIB Yy MiCAIIi 22 nHl1
5 | Baprictbk nporpamuoro 3ade3neueHds | Unity Personal [22]
6 | AMoptu3zailis 00y1aTHaHHS HoyTtoyk: 1200 USD
7 | TectoBi npucTpoi Bnacuuii cmaptdon




2.5.2 Po3paxyHOK TPyJIOMICTKOCTI PO3pOOKH
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Ha ocnoBi ananizy ¢ynkuionansHux Bumor (FR-1 — FR-8) Ta BapiantiB

Bukopuctanus (UC-01 — UC-12) po3poOky mpoekTy po3aiieHO Ha eranu. B

Tabsuii 2.18 HaBeaeHO BIAMOBIIHI €Tanu po3po0KH MPOTPaMHOT0 3a0€3MeUeHHS.

Tabnuus 2.18 — eranu po3poOKU MPOrpaMHOro 3ade3neyeHHs

Eran TpynoMicTKICTh (JTFOJUHO-TO/IMH)
AHaJi3 BUMOT 1 TPOEKTYBaHHS 80
Po3pobka cuctemu npouenypHoi redeparii | 120
piBHIB

Po3poOka mexaHik pyxy mnepcoHaxka Ta | 100
CTpiIbOU

Po3po6ka mtyqHOro iHTEIEKTY BOPOTiB 140
Po3pobka cuctemu nokpariieHs 1 mpeameTis | 60
Po3pob6ka kopucTyBaIrpkoro inrepdeicy 40
TecTyBaHHS Ta HAJIArOHKCHHS 80
OnTumizais Ta GpiHaabHE TOIIPYBaHHS 60
3aranbHa TPYAOMICTKICTh 680

Buxonsuu 3 8-romnuHHOr0 po0OY0ro JiHs, HA BUKOHAHHS IPOEKTY MOTPIOHO

npubau3HO 85 podounx AHIB a0 3,9 micsiis.

2.5.3 Po3paxyHOK BUTpaT Ha PO3POOKY

B tabGnumi 2.19 HaBemeHO cymapHi BUTpAaTH HAa PO3POOKY MPOTPaAMHOTO

3a0€e3MneyeHHs
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Tabmuus 2.19 — CymapHi BUTpaTH Ha po3poOKy

Kareropist Butpar Cyma (USD)

Omnata mparii 2 145

[Iporpamue 3a6e3neuenns | 0

3arajabH1 BUTpATH 2 145

2.5.4 OuiHka eKOHOMI4YHOI €()eKTUBHOCTI

JIns OIIHKM TOTEHIIMHUX JOXOJIB BUKOPHUCTAEMO JIaH1 TIPO CEPEIHIO

npUOYTKOBICTH 1H/I1 MOOUIBHUX 1TOP KaHPY POTAIK:

— cepenHs MiHa 3aBaHTaxeHHs (freemium [23] mMozmenb 3 BHYTpimIHIMU
nokynkamu): 0 USD;

— Cepe/iHii 10XiJ 3 OAHOro akTuBHOrO KopuctyBaya (ARPU) [24] 0,10
USD na micsus,;

— IIPOTHO30BaHa KUIbKICTh 3aBaHTakKeHb 3a nepmuit pik: 30 000;

— IIPOTHO30BaHa KUIBKICTh aKTMBHUX KOPUCTYBayiB 3a MEPIIUNA piK: 5
000;

— IIPOTHO30BaH1 Jox0au 3a nepiui pik: 5 000 x 0,10 USD x 12 = 6 000;
USD

Po3paxyHok okyImHOCTI

— CyMapHi BUTpaTu Ha po3podky: 2 509 USD;
— IPOrHO30BaH1 A0x01u 3a nepiiuit pik: 6 000 USD;
— OUiKyBaHMI mpuOyTOK 3a mepmuii pik: 6 000 - 2 145 = 3 855 USD;

— TEPMIiH OKYITHOCTI: MPHUOJINU3HO 5 MICSITiB.
2.5.5 BucHOBKH 110710 €KOHOMIYHO1 €(heKTUBHOCTI

Po3zpoOka poramik-rpy 3 BH3HAYCHUM (YHKIIOHATOM € EKOHOMIYHO
OOTpYHTOBAHOIO Ta MPUBAOIMBOIO 3 TOUKHU 30py IHBECTHIIH. OUiKyBaHUI TEPMiH
OKYIHOCTI CKJaJa€ MPUOIU3HO S5 MICAILIB, IO € CYTTEBO KpalluM MOKa3HUKOM

MOPIBHSAHO 3 CEPEAHIM MO PUHKY 1H1-1rop (8-12 MicsIiB).
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Buxopucranusa Oe3komroBHoi jginen3ii Unity Personal Ta 3amyuenHs junior
pO3pOOHUKA [03BOJSIE 3HAYHO 3HU3UTH BHUTPATH Ha PO3pOOKY TMOPIBHAHO 3
KOMepUIMHUMU TmpoekTamu. Ilpu wnboMy, 3aBasku Oaratomy (yHKIIOHATY
6e3komToBHOi Bepcii Unity, SKICTh KIHIIEBOIO NPOAYKTY 3alMIIAEThCA Ha
KOHKYPEHTOCIIPOMOKHOMY PIBHI.

ExoHomiuHa eQEeKTUBHICTh MPOEKTY MOXE OYyTH TOAATKOBO IIi/IBUILEHA

yepes:

— BIIPOBA/I)KEHHS MOHETHU3AII11 uepe3 pekiiamy;
— PO3IIMPEHHS TPU Yepe3 PETYISIPHI OHOBJICHHS;

— JOKaTi3amis rpy sl pI3HUX PEriOHAIbHUX PUHKIB,

Hu3zbki moyaTkoBi iHBECTHIIli Ta MOTEHIIHHO MIBUAKA OKYIHICTH POOJIATH
POEKT IPUBAOIUBHUM JIJIs1 pO3POOKHU HABITH IPU KOHCEPBATUBHUX MPOTHO3aX 1010

HOIYJISIPHOCTI TPH.
2.6  IlocTtaHoBKa 3aBIaHHS Ha PO3POOKY MPOrPaMHOTO 3a0e3eUeHHS

Po3pobutr OTHOKOPUCTYBALIBKUM 3aCTOCYHOK MOOUIBHOI TpU B IKaHPI
Shooter 3 enementamu Roguelike.

OCHOBHI 3aBJaHHA:

— anantuBHui 1111 BoporiB 3 peakiliero Ha rpaBlis Ta 1HIINX BOPOTiB;

— polieIypHa IeHepallis piBHIB IIPH KOKHOMY 3aBaHTa)KCHHI,

pyX mepcoHa)ka (BKIIOYHO 31 CTPUOKaMH) 3a JOMOMOTOI €KpaHHUX
JUKOWCTHKIB,

— pi3HI BUAM 30p0i 3 YHIKaTbHUMHU XapaKTEPUCTHKAMU;

— aAKTHBHI BMIHHS TICPCOHAXKA;

— IIPOKauKa XapaKTePUCTHUK 1 BIIKPHUTTS HOBUX YMIiHb IIPOTATOM CeCil.
BucHoBKH 10 po3ainy

VY posaini npoBeaeHo GopMatizaliiro BUMOT 10 MPOTPaMHOro 3a0e3MeUeHHs

porainik-rpu. Po3po6iieHo qiarpaMmy BapiaHTIB BUKOPUCTAHHS Ta IE€TAJIbHO OITUCAHO
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12 OCHOBHUX CLIEHApIiB B3a€MOJI11 KOPUCTYBaya 3 CUCTEMOIO, Bl CTApTy IPH 10 il
3aBEpIICHHS.

CdopmynboBano 8 kimouoBux ¢yHkuioHanbHuX BuUMOr (FR-1 — FR-8) 3
BU3HAYEHHSIM iX MNPIOPUTETIB Ta PIBHIB pU3MKy. HalBUIUMN TpiOpUTET HAJaHO
MpOLEIYpHIA TeHepalii piBHSA, YNPaBIIHHIO TpaBlieM, MEXaHIKaM CTpUILOM Ta
cuctemi 370poB'a. Jyig BiACTEXKEHHS 3B'SI3KIB MK BapiaHTaMH BUKOPHUCTAHHS Ta
(GYHKIIOHATPHIMHA BUMOTaMH CTBOPEHO MATPHIIIO TPACyBaHHS.

Busznaueno HedyHkiioHanbHi BUMOTrH 1040 npoayktuBHocTi (FPS > 60),
cymicHocTi (Android 8.0+, i0S 12.0+), naaifinocti (MTBF > 100 roaun), 6e3nexu
(mudpyBaHHA NaHMX) Ta 3pYYHOCTI KOpHUCTyBaHHs. [IpoaHanizoBaHO CHUCTEMHI
BUMOTH, BKJIIOYAIOYM BHUMOTH JIO OmepariiHux cucteMm, rpadiuaux API,
onepatuBHOi nam'sati (> 2 I'b) ta mpocropy muis 36epiranus (= 200 MB).

Ha ocHoB1 ananmizy copMysiaboBaHO YiTKE 3aBJaHHA Ha pO3pOOKY, IO
BHU3HAYA€ OCHOBHI (DYHKIIIOHAJIbHI OJIOKHU: MITYYHUH 1HTEJIEKT BOPOTiB, IPOIIEAYPHY
reHepallito piBHIB, MEXaHIKU PyXy NEPCOHAXka, CUCTEMY CTPUIHOM, aKTHBHI BMIHHS,
IOKpAIlEHHs. XapaKTepUCTHK Ta B3aemolilo 3 ob0'ekramu. Lle 3abe3neuye
CTPYKTYpOBaHMM MiAX1X 1O TMOAAJBIIONO MPOEKTYBaHHS Ta peaiizauii rpu
BIITOBIHO JI0 ITOCTABJIEHUX I[LIEH.

3a pesynbTaramMu po3ALTy cC(HOPMOBAHO TEXHIUYHE 3aBAaHHS Ha PO3POOKY

IIPOrpaMHOTO 3a0€3ICUCHHS.
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3 KOHCTPYIOBAHHS TA PO3POBJIEHHSA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

3.1 ApxiTexTypa OporpaMmHOTo 3a0e3MeUeHHs

VY Mexax po3poOKH HpOrpamMHOro 3abe3mnedeHHs Mg Ipu Oyino oOpaHo
MOHOJIITHY apXITEKTypy K OCHOBY CTPYKTYpYBaHHS Koy. MOHOJIITHA apXITEKTypa
nepeadavyae CTBOPEHHsI €IMHOI KOJIOBOI 0asu, Jie BCl (PyHKIIOHATbHI KOMIIOHEHTH
TICHO IHTETPOBaH1 Mi’K COOOIO Ta B3a€MOJIIOTH Y paMKax OJHOrO mporuecy. Takuii
minxig 3a0e3neuye TiCHY B3a€MOJIF0 MK KOMIIOHEHTAMH, IO € KPUTUIHUM JISI
I'POBUX 3aCTOCYHKIB, J€ IIBUAKOA1S Ta €PEKTUBHA KOMYHIKaIlisl MIXK MiJICUCTEMAMHU
BUPIMIATHHO BIUTMBAIOTH HA SIKICTh KIHIIEBOTO MPOIYKTY.

VY po3poOiii rpu BUKOPHUCTOBYETHCS MATEPH BIPOBAKEHHS 3aJEKHOCTEH
(Dependency Injection, DI) uepe3 koHTeliHep, 1110 J03BOJsIE€ €(DEKTUBHO KEPYyBaTH
3aJIeKHOCTSIMHU MK KomnoHeHTamu cuctemu. DI Container 3a6e3neuye nHeHTpaibHe
Miclie JiIsi KOHpIrypalii 3aj1eXHOCTel Ta iX KUTTEBOro Iukiy. Lled minxim mae

HACTYIIHI MTepeBaru:

— MOJICTIIEHHS] MOJYJIBHOTO TECTYBAaHHS Yepe3 MOKIMBICTh MIAMIHH
3aJIEKHOCTEM,

— 3MEHILIEHHS 3B'SI3HOCTI M1’)K KOMIIOHEHTAMU

— CrpoIeHHs KoHpiryparii cuctemu;

— IMIOKpalCHHA MO>KJIMBOCTI IIOBTOPHOI'O BUKOPUCTAHHA KOMHOHGHTiB;

VY peanizarlii apXiTeKTypHu TaK0XK BUKOPUCTaHO matepH Bootstrapper Ha ABOX
piBHAX: TJIOOANIbHOMY Ta ciieHoBoMmy. ['nmoGanbHmit Bootstrapper BimmoBimae 3a
HiIIami3amio BCiel rpu, BKIOYaroYn KoHirypamito DI koHTeliHepa Ta 3amyck
r00aJIbHOT MAIlIMHU CTaHIB, Y TOM Yac K KOKHa ClieHa Ma€ BiaacHui Bootstrapper,
SIKMK BIATIOBIIA€ 3a 1HIIIATI3AIII0 JIMIIE JIOKAJILHUX 3aJIeKHOCTEH i€l creHu. s
VIPABIIHHS MOTOKOM T'PH 3aCTOCOBAHO i€papXiuyHy MAIIWHY CTaHiB, Ji¢ Ti00ambHa
State Machine BifnoBinae 3a OCHOBHI pexuUMH (MEHIO, TEUMILIEH, BUXi]T), a KOXKHA
3 HUX MICTUTh BJIACHY MiJMaIllMHY CTaHIB, sIka Kepye€ BKe OUIbII KOHKPETHUMU

BHYTPIIIHIMM CTaHaMH (Hampukiajd, €KpaH HajalTyBaHb a0o0 May3a B Mexax
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MeHto). Taka iepapxig 3a0e3neuye UITKUW KOHTPOJb Haa TMEepexoJaMHu MIXK
pexXuMaMH TPU Ta CIPOIIye mMaciiTaOyBaHHs Joriku ctaHiB. C4 monensb iepapxii
MalIMHU cTaHiB Ta Bootstrapper-iB 3HaxoguThcs y rpapiuHOMY MaTepiall,
KpecJeHHs 3.

Jlnist opranizanii KOpUCTYBalbKOTo 1HTEP(ENCY 3aCTOCOBAHO apXITEKTYypHUN
natepn Model-View-Presenter (MVP) [25]. MVP e Bapianiero kacuaaoro MVC,
aje 3 OUIBII YITKUM PO3JAUICHHSIM BIIMOBIIAJILHOCTI MDK KOMIIOHEHTaMH, IO
0COOJIMBO BaXXKJIMBO B KOHTEKCTI IFPOBHUX 3aCTOCYHKIB. OCHOBHI KOMIOHEHTH MVP

y Hallliil peaizariii:

— Model — BiamoBinae 3a gaHi Ta 013HEC-JIOTIKY;

- View — BiAmoBimae 3a BigoOpakeHHS JaHUX KOPHUCTyBaueBi Ta
nepenayy KOMaH]1 KOpUCTyBayva Jio Presenter;

— Presenter — nocepennuk Mixk Model 1 View, 06po0Gsie B3aeMo/Iit0

KOpPHUCTyBaya Ta BiJIOBITa€ 32 OHOBJICHHS View.

Y  po3pobIi mporpamMHOTO 3a0e3MEYCHHsS] 3aCTOCOBYETHCS  IPUHITUII
"kommo3uilis 3amicth ycnaakyBaHas" (Composition over Inheritance) [26]. Lleit
migxigy mnepenbadae CTBOPEHHsI CKIAMHUX OO'€KTIB IMIIAXOM KOMOIHYBaHHSI
IIPOCTIMHNX KOMIIOHEHTIB 3aMiCTh TOOYIOBU ITMOOKUX i€papXiii HACIiTyBaHHS.

KomnonenTHa Mozenb peaizoBaHa TAKMM YHHOM, 1110 KOXKEH IrpoBUi 00'€KT
CKJIaJIa€ThCcs 3 HAO0OpYy KOMIIOHEHTIB, $KI BH3HAYalOTh WOT0 IIOBEIIHKY Ta

xapakrepuctuku. Lle no3Bosse:

— MiABUIIUTH THYYKICTh CUCTEMHU;
- 3MEHIITUTHU AyOJFOBaHHS KOAY;
— CIIPOCTHTH J0JIaBaHHS HOBO1 (DYHKITIOHAJIBHOCTI,

— IMOKpaluTH TECTOBAHICTh OKpEMHUX KOMITOHEHTIB.

Jliist cTBOpeHHS 00'€KTIB BUKOPUCTOBYEThCS TatepH Factory (Pabpuka) [27].
[leli maTepH 1HKANCYJIOE JIOTIKY CTBOPEHHs O00'€KTIB, Hajar4u 1HTepdeic as

CTBOPEHHS 00'€KTIB MEBHOTO TUITY 0€3 MPsAMOT 3aJIeKHOCTI B1J] KOHKPETHUX KJIACIB.
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VY koHTekcTi rpu (aOpUKUM BUKOPUCTOBYIOTHCA JIi CTBOPEHHS PI3HOMaHITHUX
I'POBUX CYTHOCTEH: IEPCOHAXKIB, IPEAMETIB, €JIEMEHTIB OTOUEHHSI TOLIO.

Jlist onTuMizanii poOOTH 3 4aCTO CTBOPIOBAHMMHU Ta 3HUILLYBaHUMHU 00'€KTaMU
BrpoBakeHo matepH Object Pool (ITynm o6'ekri) [28]. Lle#t nmatepn mepembauae
MoTepeIHE CTBOPEHHS Ta 30epekeHHsI Ha0opy 00'€KTiB, TOTOBUX 0 BUKOPUCTAHHS,
3aMICThb CTBOPEHHS HOBUX 00'ekTiB Ha BuMory. Ilicis BukopucTaHHs 00'€KTH
NOBEPTAIOTBCS B MYyJ 3aMICThb 3HMILIEHHA. TakuM UYWHOM 3MEHIIYETHCS
HAaBaHTaXXEHHS HAa  CUCTEeMY KEpyBaHHS MNaM'ATTIO Ta  NIABUIIYETHCS

POJAYKTUBHICTb.
3.2  ApXITEKTypHI pilieHHs Ta OOTPYyHTYBaHHS BUOOpPY 3aC001B pO3pOOKH

[Tpu BUOOPI IrpoBOTO pyIIis pO3rIsAAIOCcs J1Ba OCHOBHUX BapianTu: Unity
[29] ta Unreal Engine [30]. OOuaBa pymiii € MOTY>XKHUMH THCTPYMEHTAMHU IS
pO3pOoOKU irop, MpOTe A JAHOTO MPOEKTY mepeBary Oyno Hamano Unity 3
HACTYMHUX PUYHKH.

Unity Mae 3HayHO HWX4YHMI Topir Bxoay mopiBHsHO 3 Unreal Engine, mo
J03BOJIIE  IIBHUJIIE  PO3MOYATH  PO3pOOKY Ta  NPOTOTHMYBaHHS. MoBa
nporpamyBanHs C#, sika BUKOpUCTOBYeTbcsi B Unity, € OUIbII TPOCTOIO IS
ocBoeHHs Ta BUKopucTaHHs, HiK C++ B Unreal Engine, mo mpuckoproe mpoiec
pO3p0o0OKH 1 TecTyBaHHS HOBUX (DYHKIIIH. [le 0cOOIMBO BaXXIMBO MJIs MIPOEKTIB, €
HEOOX1HO MIBUJIKO ITEPYBATH IU3AH TPU Ta MEXaHIKH.

Unity Hamae kpamy miaTpuMky 2D po3poOku, 10 € KITFOYOBHUM JJIS pOTaliK-
TpH, sIKa pO3pO0IISIETECS B paMKax JaHoro rmpoekty [31]. Xoda Unreal Engine Takox
Mae iHCTpyMeHTH s 2D po3poOku, BOHM 9acTO BBAXKAIOTHCS MEHII 3pUIMMH Ta
IHTETPOBAaHUMU TOPIBHSIHO 3 iIHCTpyMeHTaMu Unity.

Exocucrema Unity Bkimouae Asset Store 3 BEIHMKOI KUIBKICTIO TOTOBHUX
pillieHb, IHCTPYMEHTIB Ta PECypciB, sIKi MOXKYTh OyTH iHTerpoBaHi B mpoekT. lle
JI03BOJISIE TIPUCKOPUTH PO3POOKY Ta 30CEPEIUTHCS HA YHIKATLHUX aCMEKTax I'PH, a

HE BUTPAyaTH yac Ha CTBOPEHHs 0a30B01 (DYHKI1I0HATBHOCTI.
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Unity 3a0e3nedye npocrimie KpocriaTGopMHe po3ropTaHHs, 1O JO3BOJISIE 3
MIHIMaJIbHUMH 3MIHaMH BUITYCKATH TPy Ha pi3HuX mnatdopmax (Windows, MacOS,
Linux, wmo6uipH1 tuatdopmu). Xoua Unreal Engine Takox miaTpumye
KpocmuiatropmMuy po3poOky, Unity yacTo J€MOHCTpPYeE Kpally MpOJyKTUBHICTh Ha
MEHII TIOTYXHHX MPUCTPOsX [32].

Jnst peanmizaiii nmarepHy BrpoBajkeHHs 3anexkHocted (DI) y Unity Gymno
pO3rJsiHYTO JaBa monyisapHux pimenns: Zenject [33] ta VContainer [34]. Xoua
oOuaBa (QpelMBOpKH BUPINIYIOTh aHAJIOTI4H1 3aBlaHHs, Zenject Oyino oOpaHo 3
HACTYITHUX MIPKYBaHb.

Zenject mae OUTbLI PO3BUMHEHY Ta 3puly ekocucreMy. DpelMBOpK iCHYe
JIOBIIIE, MA€ BEJUKY CIUIBHOTY Ta YHCJICHHI TOTOBI1 PIllIEHHS I TUTIOBUX MPOOJIeM
y po3po06iii irop Ha Unity. [le 3a6e3neuye kpaiiry T0KyMeHTAIli10, OUTbIIE TPUKIIAIIB
BUKOPUCTaHHS Ta OUTbIINN 00'eM 3HaHB Y CHIJTBHOTI pO3POOHHUKIB.

Zenject MPOIOHY€E OUTBIT THYYKY CUCTEMY KOH(QIryparlii 3aj1exHoCTel yepes
Installers, mo m03BOJsE€ JIETKO PO3AUIMTH KOHGIryparito 3a (yHKI[IOHATBHUMH
mMonaynsiMu rpu. Lle 0coO0aMBO KOPUCHO AJiS MPOEKTIB CEPEAHBOIO Ta BEIUKOTO
PO3Mipy, A€ KUTbKICTb 3aJIE)KHOCTEH MOXKke OyTH 3HAYHOIO.

Zenject TaKOXX HaJa€ MEXaHI3MH JIJIsl KEPYBaHHS JKUTTEBUM IMKJIOM 00'€KTiB
Ta X 3HUIICHHSM, 110 € KPUTHYHUM JIJISl ITPOBUX 3aCTOCYHKIB, JI€ PECYpCH 4acTo
OTPiOHO 3BUIBHATH JJI ONTHUMI3alii mpoaykTuBHOCTI. VContainer, Xo4a i € OUTBII
JIETKOBaruM, HE MPOIOHYE TAKOTO 3K PIBHA KOHTPOJIIO HAJl )KUTTEBUM ITUKIIOM.

Cnig 3a3nHauntn, mo VContainer IeMOHCTPYE Kpally TpPOAYKTHBHICTH Y
JCSKUX CIEHApisX, OCOOJIMBO TMPH CTBOPCHHI BEIMKOI KiNbKOCTI 00'ekTiB [35].
[Ipote, mepeBara B NPOAYKTUBHOCTI HE € KPUTHUYHOIO JJIsi JAHOTO TIPOEKTY,
ockinbku OumbImicTs DI-omeparriii BigOyBarOThCS MMiJ Yac 3aBaHTAKEHHS CIICH, a HE
B KpUTUYHOMY ITUKJII OHOBJICHHS TPH.

[Ipu  mpoekTyBaHHI  apXiTEKTypd  KOPHUCTYBaIbKOro  iHTepdeiicy
posrisaanucs 1Ba ocHOBHUX marepHu: Model-View-Presenter (MVP) ta Model-
View-ViewModel (MVVM). Bu6ip Oyio 3po6iiero Ha kopuctb MVP 3 HacTymHEX

MIPUYHH.
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MVP  3abesneuye  4iTKilie  pO3AUIEHHS  BIANOBILOAIBHOCTI  MIX
KOMIIOHEHTaMH, IO CIpoIlye po3poOKy Ta TecTyBaHHS. B kontekcti Unity Ta
irpoBoi po3poOKH, /1€ CTPYKTypa 4acTo AYXKE 3aJCKUTh Bil irpOBOTO LHUKIY Ta
noiii, MVP nos3Bosisie kpaiie i3o1t0Baty Jioriky Ul Bix ocHOBHOT joriku rpu [36].

[Tarepp MVP nerme iHTEerpyeThcsi 3 ICHYHO4OlO apxitekryporo Unity,
OCKUIbKH View Moxke OyTu peanizoBanuil sk MonoBehaviour, mo npupogHo
B3aemojie 3 cucrtemoro noAii Unity. MVVM, xoda 1 moTyXHHI maTepH, 4acTo
BUMarae J0JaTKOBOI iHPPACTPYKTYPH AJIs peatizallii JBOCTOPOHHBOTO 3B'I3yBaHHS
JaHUX, I0 MOXke OyTH HaJMIPHUM Y KOHTEKCT1 irpoBOi pO3pOOKH.

MVP Takox 3a0e3neudye Kpauly TpPOAYKTUBHICTH NOpiBHSHO 3 MVVM vy
CIICHApIsX, ¢ HeoOXiHa BUCOKA YaCTOTa OHOBIICHHS iHTEep(elCy, 0 € TUIIOBUM
s irop. Lle mocsiraeTbest 3a paXyHOK MPSIMOTO YIIPABIIHHS OHOBJICHHSIMH View 3
6oky Presenter, 6e3 HEOOX1THOCTI MIATPUMYBATH CUCTEMY TOJIN sl 3B'A3yBaHHS
nanux [37].

TecToBaHicTh € 11e OfHIEO nepeBaroro MVP, ocobnuBo B koHTekcTi Unity,
Jie FOHIT-TECTYBaHHs Mae€ TeBHI oOMexeHHs. MVP no3Boiisie 130110BaTH JIOTIKY
Presenter Bim MonoBehaviour-koMmoHeHTiB, 1110 pOOUTH 1i OUTBII JOCTYITHOKO JJIs
CTaHJAPTHUX METO/IB IOHIT-TecTyBaHHs: [38].

Jlns ympaBiiiHHS 9acTO CTBOPIOBAHUMHU Ta 3HUIIYBAaHUMH 00'€eKTamMu OYII0
PO3TJIIHYTO JiBa MiaXoau: BUKOpHCTaHHS Imyny o0'ektiB (Object Pool) Ta
CTaHJIApTHE CTBOPCHHsS/3HUIEHHS 00'exTiB. Ilym o0'ektiB OyB oOpaHmii 3
HACTYIMHUX MIPKYBaHb.

[Tynm 00'exTiB 3HAYHO 3MEHIITY€ HaBaHTAXKCHHS Ha 30ipHUK CMITTs (garbage
collector), 1110 € KPUTUIHUM TSI TIATPUMKHU CTaOUTRHOT MPOTYKTUBHOCTI rpu. YacTte
CTBOPEHHSI Ta 3HUIICHHS O0'€KTIB MOXE MPU3BOIUTH O ''CHaikiB" y poOoTi
30ipHHKA CMITTS, 110 BUKJIMKAE TIOMITHI 3aTPUMKH i gac Tpu [39].

B KkoOHTEKCTI poramik-rpu, 1e¢ BigOyBa€ThCsl IHTCHCHUBHE CTBOPCHHS Ta
3HUIIEHHS! 00'€KTIB (CHApSAH, BOPOTH, €EeKTH), Mya O0'€KTIB JO3BOJIIE CYTTEBO

onTtuMizyBaTu BukopucTtanHs nam'sti Ta CPU. JlochimkeHHs MOKa3yoTh, 0 NpPH
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MpaBUWIIBHIN peanizauii mys 00'eKTIB MOXKE 3HAUHO MPUCKOPUTH ONEpallii CTBOPEHHS
00'eKTiB MOPiBHSHO 31 cTannapTHUM Instantiate/Destroy B Unity [40].

Ilyn oO'ekTiB Takox 3abe3nedye OUIbII nependayyBaHE BHKOPHUCTAHHS
nam'saTi, 3SMEHIIYIOUH PU3HK (PparMeHTalii mam'sTi, 1o € 0COOIMBO BaXIUBUM IS
MOOUTBHUX TUTaTHOPM 3 0OMEKeHUMH pecypcamu [41].

Peanizauiss myny 00'exTiB 10Ope IHTErpYEThCS 3 IHIIUMHU apXITEKTYpPHUMU
pilieHHsIMU TIpoekTy, TakuMmu sik Factory Pattern Ta DI Container, no3Bossitoun

CTBOPUTH THYUYKY Ta PO3IIUPIOBAHY CUCTEMY YIIPaBIIiHHS 00'€KTaMHU.
3.3 KoHcTpyroBaHHS NMPOTpaMHOTo 3a0e3MmeueHHs

Cucrema renepallii irpoBUX piBHIB € KJIIFOUOBUM KOMITIOHEHTOM JaHOi pOOOTH.
Bomna peasnizoBaHa 3 BUKOPUCTAHHSM KUIBKOX aITOPUTMIB Ta MIXO1B:

Binary Space Partitioning (BSP) BukopucToBy€eThCS 1151 pO30UTTS MPOCTOPY
PiBHsI Ha MeHI1 001acTi (KIMHATH). AJITOPUTM PEKYPCUBHO JiJIUTH MPOCTIP HA ABI
YACTUHU 32 JOTIOMOTOI0 PO3UISIOUMX JIiHINA, CTBOPIOIOYHU 1€PAPXIYHY CTPYKTYPY
npoctopiB. lle m03BoJsie TeHepyBaTH pi3HOMAHITHI KOMIIOHYBaHHS KIMHAT 3
IPUPOJIHUM PO3IOALIOM IPOCTOPY.

Jlns CTBOpEHHsI OpraHiuHMX CTPYKTyp (medep, HEPIBHUX CTiH, TOIIO)
BUKOPUCTOBY€ETbCA MeTOJ KIITUHHUX aBToMaTiB (Cellular Automata). e migxin
CUMYITIOE€ €BOJIIOIII0 JIUCKPETHOI CITKM KIITHH 3a TEBHUMH IIpaBHJIAMH, SIKI
BHU3HAYAIOTh CTAH KOXKHOI KJIITMHU Ha OCHOBI CTaHy ii CycCimiB. 3a JOTOMOTOIO
ITEpaTUBHOTO 3aCTOCYBaHHS IIUX MPABUJ TEHEPYIOTbCS MPHUPOJHI HA BUIIISIA
CTPYKTYPH 3 HEPETYJISIPHUMH (POpMaMHU.

JIist CTBOpEHHS TYyHENIB MDK KIMHAaTaMU BHUKOPUCTOBYETHCS aJTOPUTM
"m'sroi xoau" (Drunkard Walk). Ileit anroputm cumynroe BUTIAAKOBUU PyX BiJl
OJIHI€T TOYKW 10 1HIIOI, CTBOPIOIOYM TMPHU MHOMY MpOXiJ. BUMankoBiCTh pyxy
3a0e3reuye TPUPOAHI, HEMHINHI NUISXH MK JIOKaIlisIMH, IO IIiJBHIIYE
PI3HOMAHITHICTB IFPOBOT'O MPOCTOPY.

s edexTUBHOro  ympaBiiHHS KOMIIOHEHTaAMHU PIBHS  PO3pOOJIEHO

TPUPIBHEBY CUCTEMY TEr'yBaHHS IMPOCTOPY:
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— rJ100aJIbH1 TErH — 3aCTOCOBYIOTHCA 0 LIUIUX CTPYKTYPHHUX OJMHMIIL
(KIMHAT, TYHEJ1B) Ta BU3HAYAIOTh iX 3arajibHl XapaKTEepPUCTUKH Ta TPU3HAUECHHS ;

— MaKpO-TeTM — BHM3HAYAIOTh BEJIMKI O0JIACTI B MEXaX CTPYKTYpPHHUX
OJUHUIIG (CTIHM, MiJJI0Ta, CTENS TOIIO);

— MIKpPO-TET — BU3HAYal0Th KOHKPETH1 TOYKHU 1HTEpecy (CIIaBH BOPOT'B,

rpaBIls, PO3MIILEHHS CYHAYKIB, IBEpEH TOLIO).

Taka cucrema 3abesneuye i€papxXiYHUW KOHTPOJb HaJl TEHEpali€l0 Ta
PO3MIIIEHHSIM €JIEMEHTIB Y MPOCTOPI I'PH.

C4 niarpama reHepallli piBHIB 3HaXOAUThCS Yy TpadiuHOMy MaTepiali,
kpecnennss 4. Ha pucynky 3.1 3o00paxkeHO pe3ynbTaT TeHepalii piBHS,

npejcTaBieHuii 3 BukopuctanusiM PNG Exporter iHcTpyMeHTY.

| EEEEEEN
T rrret

Pucynok 3.1 — Pe3ynbTat renepariii piBHs, MpeACTaBICHHI 3

BUKOpUCTaHHAM iHCTpyMeHTY PNG Exporter
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Jlist peanizanii IITy4HOTO IHTEJIEKTY BOPOT'iB BUKOPUCTOBYETHCS KOMOIHAIIS
narepHiB Behaviour Tree (epeBo nmoBeninku) ta Blackboard ([lomika). Behaviour
Tree npeacTapisie i€papXidyHy CTPYKTYPY MOXIMBUX 1M, siki [1II moske BUKOHYyBaTH,
3 YITKMMH MOpaBwiiamMu nepexony Mbk HuMu. Blackboard Bucrymae sik cxoBuie
JaHUX, J0 SKOr0 MaloTh JOCTYI BCl BY3JIM JIepeBa MOBEIIHKH, 3a0e3Meuyoun 0OMiH
iHpopmariiero Mk pisHUMU yactuHamu 1111,

Pearizaliisi KOHTEKCTIB 3HAHb BKJIFOYA€E TPHU PIBHI:

— 3HAHHS Ha PiBHI KIMHaTH — 1H(OpMaIis, JOCTYITHA BCIM CYTHOCTSIM Y
Mexax OJHI€El KIMHATU (HAmpuKiIaj, TMOJOXKEHHS TIpaBlsi, CTaH O00'eKTiB
CepeIOBUIINA);

— 3HAHHS Ha PIBHI Tpynu — iHOpMAIlis, SKa AUTUTHCS MK TEBHOIO
IPYIIOI0 CYTHOCTEH (HaNpUKIad, TAKTHUYHA 1H(QOpMAaIlis 115 TPy BOPOTIB);

— nepcoHaabHl 3HaHHS — 1H(GopMalis, crneurdiuHa ajas KOHKPETHOT

CYTHOCTI (HampuKIIa, piBEHb 3/I0POB's, IOTOYHUN CTaH).

Taka GaratopiBHEBa cucTeMa 3HaHb JI03BOJISIE CTBOPIOBATH CKJIAJHI ClIeHapii
MOBEJIIHKM BOPOTIB 3 €JEMEHTaMHU KOJEKTHBHOI Ta IHAWBiAyalbHOI TakTuku. C4
niarpama apxitektypu Il BoporiB 3HaxomuThcsi y rpadidHOMY Marepiali,
KpECJICHHS O.

Omuc  ytwmiT, Oi07i0TEK Ta IHIIOTO CTOPOHHBOTO  MPOTPAMHOTO
3a0e3IeueHHsI, 10 BUKOPUCTOBYETHCS y pO3p00IIi HaBeaeHO B Tabymii 3.15.

Tabnurs 3.1 — Onuc yTuiit, 610110TEK Ta 1HIIOTO CTOPOHHBOTO MPOTPAMHOTO

320€e3MeYeHHS

Ne | Hazpa ytunmitu | Ommc 3acTOoCyBaHHS

1 Unity bararomnardopmosuit irpoBuit Py, 10
BUKOPHUCTOBYETHCS SIK OCHOBHE CEPEIOBHUIIE PO3POOKH TPH.
3abe3neuye 0a30By  (DYHKI[IOHAJIBHICTH  PEHJICPHUHTY,
G13uKH, HaBIraiii Ta IHIIMX KIOYOBUX ACMHEKTIB IrPOBOT

PO3pOOKH.
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[IponoBxenHs Tabauui 3.1.

Ne | Haszga yruiitu

Ornunc 3acTocyBaHHs

n/m

2 Rider [arerpoBane cepenosuuie po3pooku (IDE) Big JetBrains,
ontumMmizoBaHe i po3pobku Ha C# Tta  Unity.
BukopucToByeThCS AJI1  HAllMCaHHS, peNaryBaHHS Ta
BIJITarOJIKEHHS KOAY.

3 Zenject OperMBOpK TS BIIPOBAPKCHHS 3aJIC)KHOCTEN

(Dependency Injection) y Unity. BukopuctoByeThes st
peamizamnii DI Container, mo 3a0e3neuye ciiabke
3B'I3yBaHHS  KOMIIOHCHTIB  CHCTEMH Ta  CIIPOIINYE

TCCTYBAHHAI.

4 TextMeshPro

bibmioTeka 1y MPOCYHYTOTO peHAepUHTy TeKcTy B Unity.
BuxopucTtoByeThesi 1i1si BigoOpakeHHsI TEKCTY 3 BHCOKOIO
SKICTIO, TIATPUMKOIO PI3HUX MIPUQTIB, CTUIIB Ta €(PEKTIiB

JUTSI KOPUCTYBALBKOTO 1HTEpdeiicy rpu.

5 Cinemachine

Cucrema kepyBaHHs BIpTyaibHUMHU Kamepamu st Unity.

BuxopucToBy€eThCS A1 CTBOPEHHS AUHAMIYHHUX KaMep.

6 Addressables

Cucrema KepyBaHHS pecypcamu B Unity.
BuxopucToBy€eTHCS U1 ONTUMI3AITiT 3aBaHTaKEHHS IrPOBUX
pecypciB, IO JIO3BOJISE€ JHMHAMIYHO 3aBaHTa)KyBaTH 1

BHMBAaHTAXXyBAaTU KOHTCHT 3a HOTp€6I/I.

7 UniTasks AcunxporHa 6i0miotexka s Unity, 10 po3MIKpPIOE
CTaHJIapTHI MOXKJIMBOCTI async/await.
8 DOTween bibmioreka ayis aHiMarii uepes koJ. BukopuctoByeThes st

CTBOPEHHS TUIABHUX aHIMaIlii iHTepdelcy, nepeMimeHHs
00'eKTiB, 3MIHHM TIApaMETPiB 3 MOXJIHUBICTIO TOYHOTO

HaJIAIITYBaHHS Yacy Ta (PYHKIIINA IJIABHOCTI.

TexcT nOpoOrpaMHOrO KOJIY HaBEAEHI B OKpPEMOMY JOKyMeHTI «TekcT

MIPOTpPaMm».
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3.4 Amnaii3 0e3lneKu JaHux

Cepen KJIIOUOBUX HOPMATUBHUX AaKTIB 13 3aXUCTy JaHUX — 3arajibHUN
pernmameHnT npo 3axucT AaHux (GDPR). Ockunibku gaHe nmporpaMHe 3a0e3MedeHHs
He 30upae i He 00poOIIsie MepCcoHaNbHI J1aHl KOPUCTYBadiB 1 HE MOTpelye JO0 HUX

JOCTYITY, BOHO BifnoBinae pumoram GDPR [42].
BucHoBku 10 po3ainy

Y nmaHoMy po3auIl PO3MIISIHYTO apXITEKTypy Ta MPOTrpaMHy peatizalliro
poranik-rpu. [IpoananizoBaHo Ta OOIPYHTOBAHO KIIFOUOB1 apXITEKTYPHI PILIECHHS 3
MOPIBHSHHSIM aJbTEPHATUBHUX M1TXO/IIB.

Y  migpo3auni 3.1 omMcaHO MOHOJNITHY —apXITEKTypy MPOTrPaMHOIO
3a0e3nedeHHs Ta 3actocoBaHi natepau: Dependency Injection uepe3 DI Container,
Model-View-Presenter mns intepdeiicy, Factory i Object Pool mis ynpasminas
o0'ekTaMy, TPUHIUN  "KOMIIO3UIlA  3aMiCTh  ychajakyBaHHa'.  JleTanbHO
NpEJICTaBIEHO CUCTEMY TeHepalii piBHIB 3 BUKOpUCTaHHsAM Binary Space
Partitioning, Cellular Automata ta Drunkard Walk anroputmis, a Tako> TpUpIBHEBY
CHUCTEMY TEeryBaHHS NHpocTopy. Po3rissHyTO peanizamito MTYYHOrO IHTEIEKTy Ha
ocHoBi Behaviour Tree Ta Blackboard 3 TpupiBHEBOIO CHCTEMOIO KOHTEKCTIB 3HAHb.

[Tigpo3ain 3.2 MICTUTh TOPIBHSJBHHN aHa3 3aco0iB  PO3POOKH.
Oo6rpynToBano Bu6Oip Unity 3amicte Unreal Engine, Zenject 3amicts VContainer st
BIIPOBaKCHHS 3ajexHocTelt, MVP 3amicte MVVM s apxitekrypu Ul Ta Object
Pool 3amicTh cTaHAapTHOTO CTBOPEHHSI/3HUIIICHHS 00'€KTIB.

VY migpo3nini 3.3 mpencTaBIeHO KOHCTPYIOBAHHS KIFOUOBHUX KOMITOHEHTIB
MporpaMu 3 pe3ynbTaTamu reHeparlii piBHs. CHCTEMATH30BaHO 1H(POPMAIIIIO MPO
BUKOPUCTaHI CTOPOHHI yTwiaiTh Ta Oibmiorexkn, Brmrodatoun Unity, Rider, Ta
CHeIiani3oBaHi IHCTPYMEHTH.

[Tizpo3nin 3.4 miaTBEepIXKy€e€ BIAMOBIIHICTH MPOTrPaMHOrO 3a0e3MEeUYCHHS
BumoraMm GDPR, ockiuIbkM BOHO HE TMpaIoe 3 TMEePCOHATBHUMHU JTaHUMHU

KOpPHUCTYBayiB.
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VYci 00paHi pilleHHs 3a0€3Meuy0Th ONTUMAIBHUN OajaHC MIXK THYYKICTIO,
IIBUJIKICTIO PO3POOKH Ta MNPOAYKTUBHICTIO, IO € KIIOYOBUM [Jii CTBOPEHHS

SIKICHOT'O IrPOBOTO MPOAYKTY.
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4 AHAJI3 SAKOCTI TA TECTYBAHHS INTPOI'PAMHOI'O
3ABE3IIEYEHHA

4.1 Amnams akocrti [13

Etan ananizy sSKOCTi € HEBIJ €MHOI0O YacCTHHOIO TIPoIeCy po3poOKHU
MIPOTrPaMHOI0 3a0e3MeYCHHS.

JInst 3aranbHOi MEpEeBIPKU SIKOCTI KOAY OyJIO BHUKOPUCTAHO IHCTPYMEHT
cratnyHoro anamizy NDepend [43]. Lle#i 3aci0 m03BOisIE AETATBHO TOCITITUTH
CTPYKTYPY HPOEKTY, BHUSBUTH MOXJIMBI apXITEKTypHI BajH, OOUYMCIUTH TaKi
METPHUKH, SIK IUKJIOMAaTHYHA CKJIQJHICTI, 1HACKC MiATPUMYBAHOCTI Ta MOKPUTTS
KOJIy TeCTaMHU.

Bu6ip NDepend OyB oOymoBiIeHUN WHOro 3JaTHICTIO MpAIIOBaTH 31
CKJIQTHUMU apXiTeKTypaMH, XapaKTEPHUMH JJIS iIrpOBUX MPOeKTiB Ha Unity. 'Hyuka
cucrteMa QUIBTPIB J103BOJISE BiA(UIBTPYBATH TUIBKA OCHOBHY 30ipKy IMPOTpaMu:
30KpeMa, 30kpeMo Oymo BukimoueHo Assembly-CSharp-Editor ta Assembly-
CSharp-Editor-firstpass [44] ta 30ipku 30BHIIIHIX IUariHiB.Pe3ynbraTt aHamizy
AaKoCT1 Kony 3a gornomororo NDepend HaBesieHO Ha pUCYHKY 4.1.

Application Metrics

Note: Further Application Statistics are

# Lines of Code Debt Quality Gates
7120 2.17% @ Fai

1 (NotMyCode) @ wam
Estimated Dev Effort 214d Rating
o Pass

Debt 4d 5h

# Types The technical complete because no
556 Rules

1 Assemblies h Critical

90 Namespaces A Violated
1982 Methods Coverage

i 0Ok
o [eis N/A because no coverage data specified o
444 Source Files

21523 Line Feed
1607 Third-Party Elements
Issues
Method Complexity Al

Comment 33 Max
1.72 Average @ Blocker
20.16%

Critical
1798 Lines of Comment

High

Medium

Low

Suppressed

Pucynok 4.1 — Pe3ynbpTaTu 3arajibHOI EPEeBIPKUA KOAY 3 BUKOPUCTAHHIM

NDepend
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Ha pucynky 4.1 BugHo, 1o B npoekTi BusisieHo 69 High Issues. Yci Bonu
CKOHLEHTpOBaH1 B KUIbKOX Unity-opieHTOBaHUX Iu1ariHax — 3o0kpema B TMP_Pro
[45], InputActions [46], CinemachineCamera [47]. Lleii po3moain 4iTKO MOKa3aHO

Ha pucyHky 4.2 Treemap View 3 nepesipku NDepend.

Treemap View

Size Metric: # lines of code (LOC) (7 120 lines)  Color Metric: Cyclomatic Complexity (CC)

Assembly—csharp DungeonToPNGE LevelGeneratio |WindowSe

MicroTagApplier xport:er nService rvice

DungeonEXpo
rterWindow.

XPOrbSpawn
Service

Decoratio
nFactory.
| Project™Features EnemyM
odule

ShadowOfStorms} PlayerInspe
AT ctor,

OnePlaceGua
rdRObOtAT:
BigGuardRobotA
I

TMPro Examples VertexZoo WarpTe
xtExam ‘

TMPATextInfoDebs CameraCon L =
ugTool troller WarpTex
Q)

DrawWordBMOnDraw, SkewTextE| LateUp
ounds (1)) Gizmos xample date (1)
WarpText
DrawL:FggT Q)
ounds!(1) VertexSha
keA
TMP. TextSelecto
r¥B VertexSha InputSystem
LateUpdat keB VertexJit . VActions
e () ter,

Pucynok 4.2 — BizyanpHe BifoOpakeHHS TPOOJIEMHIX MiCIlb KO/100a3u 3
Bukopuctanasm NDepend

Mertpukamu s ominku sikocti [13 06pano HacTymHi:

- HiATPUMYBAHICTh KOJY;
- [UKJIOMaTUYHA CKJIQJHICTh,;

- rIMOMHA yCTIaIKyBaHHS;
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- 3B’ I3aHICTh KJIACIB;
— PAIKH BUXITHOTO KOJY;

- PSAIKH BUKOHYBaHOT'O KOAY.

J11st KUTbKICHOT OLIIHKY SKOCT1 Koy OyJio BuKopuctano BOyaoBanuii y Visual Studio
iHcTpymeHt Code Metrics [48], sikuii 0a3yeTbes Ha peKoMeHIoBaHUX Microsoft
cTaHjaaprax BuMmipioBaHHs. Ha pucynky 4.3 HaBeneHo 3HaueHHsi Maintainability
Index [49] Bcboro nmpoekTy — 87, 110 3a 1kano Microsoft cBiTYUTh PO BUCOKUI
piBEHb MiITPUMYBAHOCT1 KOZY.

HeoOXigHO TakoX 3a3HAYMTH [0 HA PE3YJIbTaT TAKOX IOBIUIMBAIH
suiiesragani miarinu(TMP_Pro, InputActions, CinemachineCamera), aHajaoriaao

10 anamsy 3 Bukopuctanusm NDepend.

sults
aintainability Index - - - M

Maintainab... C

TargetStrategy

ct.Feature GeneratorModule

Pucynok 4.3 - Pe3ynbprats KUTBKICHOTO aHAJI3y SKOCTI KOy 3 BUKOPUCTAHHIM

Code Metrics
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4.2  Onwuc npoueciB TECTyBaHHS

Meroro TecTyBaHHS € Bepu@ikalisi BIANOBIIHOCTI peanizoBaHoro [I3
BUMOTraM 1 crieniiikaiiisiM, CBoeuacHe BUSBJICHHS Ta JIOKYMEHTYBaHHS JePEeKTiB, a
TaKOX MIJTBEPKEHHSI CTaOUIBHOCTI W HAAIMHOCTI pOOOTHM CHUCTEMH B PI3HUX
yMOBax  eKclulyaTamii. 3aBAsKM  TECTYyBaHHIO  3a0e3MeuyeThcsl  SKICTh
KOPHUCTYBAIIBKOT'O JOCBIAY, KOPEKTHICTh O13HEC-JIOT1KA 1 3MEHILICHHS PU3HUKIB MIPU
NOJIaJIBIIOMY CYNPOBO/1 Ta PO3LIUPEHH] MPOEKTY.

TecTyBaHHs BHUKOHYETbCS 3TiIHO JOKyMeHTy «lIporpama ta Meroauka
TECTYBaHHS».

Bbyno BukoHaHe maHyajbHE TECTYBAaHHS MPOrPAMHOIO 3a0€3MEUEHHS, OIHC
BIJIMOBIIHMX TECTIB HaBeaAeHO y Tabnuipix 4.1 — 4.14.

Tabnuus 4.1 — Tecr 1.1 3anyck rpu 3 npolieypHO 3reHEPOBAHUM PIBHEM

[ToyaTkoBuli CTaH KOpI/ICTYBa‘-I 3HAaXOJAHUTHCA B TOJIOBHOMY MCHIO

CHUCTCMHU

Bxinui mani Hartuchyra knonka ['patu

Onuc npoBenenns | HarncHyTt kHONKY ['paTi y roloBHOMY MEHIO

TECTY

OuikyBaHU# [TounHaeThCcs rpa HA MPOIETYPHO 3reHEPOBAHOMY Pi1BHI
pe3ynbTaT

DaKkTUYHUN 30ira€eThes 3 O4IKyBaHUM

pe3yabrar

Ta6mums 4.2 — Tect 1.2 [lepexin y pexxuM maB3u

[TouaTkoBwmii cran | ['pa 3amyrmiena, irpoBuii mporec akKTHBHUH

CHCTCMH

Bxinai gani Harucnyra knomnka Ilay3a

Onuc npoBenenns | HarucnyTtu knonky Ilay3a mig yac rpu

TECTy
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[IponoBxeHHs Tadbauui 4.2

OuikyBaHUI [rpoBuil mpouec 3ynuHA€ETHCSA, BIIOOPAaKAETHCS EKpaH
pe3ynbraT nays3u

DakTUYHHN 301ira€eTbes 3 O4IKYBaHUM

pe3ynbraT

Tabmuus 4.3 — Tect 1.3 CmepTb Bopora npu KpUTHUHIM IKO1

IlouaTkoBUi1 cTaH

CUCTCMH

I'paBens mopyu i3 Boporom

Bxigui gani

Hanecenns Bopory kputu4Hoi mkoau (> norounoro HP)

Onuc npoBeaCHHS

3niicHUTH ataky, sika 3meHrye HP Bopora g0 0 abo Huxue

TECTY
OuikyBaHu# Bopor nomupae, iioro 06’ €KT BUAAISETHCS 3 TIOJS
pe3ysabrar
daKkTUYHUNA 36iraeTbest 3 OUIKyBaHUM
pe3ysabrar

Tabmuns 4.4 — Tect 1.4 CnaBH 00’ €KTa IOCBIY MICIs CMEPTi BOpora

IlouaTkoBuii cTan

CUCTCEMHU

Bopor moitHo nomep

Bxinui mani

Onuc nmpoBeCHHS

[Ticns cmepTi Bopora nepeBipuTH CiaBH 00’ €KTa TOCBITY

TECTYy
OuikyBaHU Ha wmicmi cMepTi Bopora 3’ iBISIEThCS 00’ €KT JOCBITY
pe3yabTar

DaKkTUYHUN 30ira€eThCs 3 O4IKyBaHUM

pe3yabrar
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Tabmuis 4.5 — Tect 1.5 Expan cMepTi ipu 3MEeHIIIEHH1 3/T0pOB’ s TpaBils 10 0

IlouaTkoBUi1 cTaH

CHUCTCMHU

3nopoB’s rpaBi najgae 10 0 abo HMKYe

Bxigui nani

HanecenHns mkoau rpasito, 1m0 npus3Boauts 10 HP <0

Onuc npoBeaCHHS

3aiiicHUTH aTaky Ha rpaBid, moku HP He cTane Bix’ eMHUM
Yy p )

TECTY
OuikyBaHuit BinoGpaxaetbesa expan cmepti (Death Screen) 13 kHonKaMu
pe3yabrar «Ilepeszanmyctutn» 1 «Buiiti»

DakTUYHUN 301iraeThes 3 O4IKYBaHUM

pe3ysabrar

Tabnuus 4.6 — Tect 1.6 Binkputts BikHa BUOOPY MOKpAIICHb

IlouaTkoBuii cTan

CHUCTCMHU

I'paBenib HAKOTIMYUB AOCBI, ajie HE IMIBUIIHNB PiBEHb

Bxinui mani

JlocBix > mopory Jjisi HOBOTO PiBHSA

Onuc npoBeCHHS

Hakonmuuuty 10CTaTHBO JOCBIMY JJISI TIABUIICHHS PIBHS

TECTY
OuikyBaHU# BinkpuBaetbcest BikHo Bubopy nokpaiens (Upgrade
pe3yabTar Window)

DaKkTUYHUN 30ira€eThes 3 OUIKyBaHUM

pe3yabTar

Tabmuns 4.7 — Tect 1.7 3acTocyBaHHS MOKPAIIEHHS IO CTATIB TPABIST

IloyaTkoBuii cTan

CHUCTCMH

BikHo BHOOpPY MOKpaIieHb BiTKPUTE

Bxiaui1 nani

Bubpane nokpamenns (Hanpukian +10% no HP)

Onuc npoBeaeHHS

TECTy

HatucHyTu Ha iKOHKY 0a)KaHOTO MOKpaIleHHS
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[IponoBxenHs Tadbauui 4.7
OuikyBaHUI Cratu rpaBLs OHOBIIOIOTHCS BIANOBIIHO 10 BUOpPaHOTO
pe3yabTar OooHyCy
DakTUYHHN 301ira€eThbes 3 O4IKYBaHUM
pe3ynbraT
Tabnuus 4.8 — Tecr 1.8 [linTBepaxeHHs] BUOOPY MOKpAIEHHS

IlouaTkoBUi1 cTaH

CUCTCMH

[TokparieHHs 3aCTOCOBaHE, BIKHO BCE 1€ BIAKPUTE

Bxigui gani

Hatucnyra kHomnka IligTBEepaAnuTH y BiKHI MOKpAIIEHb

Onuc npoBeCHHS

Hatucnytu IlinTBepauTu micist BUOOPY MOKpaIIECHHS

TECTY
OuikyBaHUH Bikno 3akpuBaerbes, y HUD BumHO HOBHIT piBEHb IrpaBIIs
pe3yabTar
daKkTUYHUNA 36iraeTbesl 3 OUIKyBaHUM
pe3yabrar

Tabmums 4.9 — Tect 1.9 Pyx repost 3a 101moMororo JKOUCTHKA

IlouaTkoBuii cTan

CHCTCMH

['onoBHMM TEpPOM YEKa€ BBEICHHS KEPYBaHHS

Bxinui mani

Pyx 3a qomomMororo eKpaHHOTO JKONCTHKA

Omnuc [lepecyBaru BipTyalbHUN JHKOWCTUK Y Pi3HI OOKHU
MIPOBEACHHS

TECTy

OuikyBaHMi I'epoii pyxaeTbcs B HAPSIMKY PYXY I’KOMCTHKA
pe3yabTar

DaKkTUYHUN 30iraeTbcst 3 O4IKyBaHUM

pe3yibrar
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Tabmuis 4.10 — Tect 1.10 Ctpinsba repost 3a JOMIOMOIOI0 JKOMCTHKA

[TouaTkoBuii cran | ['epoii 030po€eHuU, TOTOBUI 1O CTPLILOU

CUCTEMU

Bxiani nani Crpuib0a 3a 101OMOTr010 €KpaHHOTO JIKOWCTUKA

Omnnc HatucHytu/TpumMaru BipTyadbHUN JXKOUCTUK JUIsl CTPUILOU
POBEJCHHS

TECTY

OuikyBaHUI I'epoii BUKOHY€E MOCTPUIM Y HAIPSIMKY, BKa3aHOMY
pe3yabrar JOKOMCTUKOM

DakTUYHUN 301iraeThes 3 O4IKYBaHUM

pe3ynbraT

Tabnuus 4.11 — Tect 1.11 3MiHa irpoBOro piBHs MpPU MOBTOPHOMY 3aITYCKY

rpu

IlouaTkoBuii cTan

CHCTCMHU

I'pa 3amymiena, ane piBeHb 1€ HE TIEpe3aycKaBcs

Bxinui mani

[ToBTOpHE HatuCkaHHS [ paTu y TOJJOBHOMY MEHIO

pe3yabrar

Omnuc Buiit B MEHIO Ta KiJIbKa pa3iB 3allyCTUTH TPy

IIPOBE/ICHHS

TECTYy

OuikyBaHU Kosken 3aryck BiIkpuBa€ HOBUM MPOIIETYPHO 3TeHEPOBAHUN
pe3ynbTaT piBEHB

DaKkTUYHUN 30iraeThCs 3 O4IKyBaHUM




Tabnuis 4.12 — Tect 1.12 Crpubok 1 naaiHHs 3 miarGopMu
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IlouaTkoBUi1 cTaH

CHUCTCMHU

I'paBens 3HaxXoAUTHCS OIS IATPOPMU

Bxigui nani

HaTuckanHs KHONKU CTpUOKa Ha eKpaHi

Onuc npoBeaCHHS

HatucHyTtu BipTyalibHy KHONIKY CTpHOKa; MOTIM

TECTY yTPUMAaHHSI/HATUCKaHHS ISl 31ICTPUOKY

OuikyBaHuit I'epoii 3acTpulbye Ha mnaTdopmy Ta YCIHINIHO 3iCTPUOHE 3
pe3yiabrar Hel 0e3 3acTpsAraHHs

DakTUYHUN 301iraeThes 3 O4IKYBaHUM

pe3ysabrar

Tabmuus 4.13 — Tect 1.13 3akpuTTs IpH 32 KHOIKOKO BUXOY

IlouaTkoBuii cTan

CHUCTCMHU

['pa 3amymiena

Bxinui mani

Hartucuyra Buiitu B MeHto a00 Ha ekpaHi cMepTi

Onuc npoBeCHHS

Hatucuytu Buiitu

TECTY

OuikyBaHU# I'pa KOPEKTHO 3aKPUBAETHCS, TIPOLIEC 3aBEPIICHO
pe3yabTar

DaKkTUYHUN 30ira€eThes 3 O4IKyBaHUM

pe3yabTar

Tabmuns 4.14 — Tect 1.14 Tlepe3amyck piBHS 3 €KpaHy CMEPTI

IloyaTkoBuii cTan

CHUCTCMH

KopucrtyBau Ha expaHi cMepTi

Bxiaui1 nani

Hartuckanus kHonku Ilepe3anycTuTu piBeHb Ha €KpaHi

CMepTI
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[Iponosxenns tadbnuin 4.14

Onuc nposenenns | Hatucuytu [lepezamyctut piBeHb

TECTY

OuikyBaHUI [ToTouHuii piBeHb Mepe3anycKaeTbes 3 TOYaTKOBUMU
pe3yabrar rapaMeTpaMu

PakTUYHUN 301ira€eThbes 3 O4IKYBaHUM

pe3yabrar

4.3 Onuc KOHTPOJBHOTO MPUKITATY

HacTynHum KpoKoM po3riistHEMO KOHTPOJIBHUMN MPUKIIAL.

[Ticns 3anmycky rpu BigoOpa)kaeThcsi rojioBHE MeHI0. Ha rojoBHOMY MeHIO
O6aunMo 2 omuii: mo4yaTud rpy Ta BUMTH. [IpM HaTHCKaHHI Ha KHOMKY BHHUTH
3aCTOCYHOK KOpPEKTHO 3akpuBaeThCcs. Ilpu HaTuCkaHHI Ha KHONKY TIpaTH
3aBaHTAXYETHCS IrPOBUI PIBEHb 3 IPOLIEAYPHO 3reHEpOBaHOI0 Manor. Ha pucyHky

4.4 300pakeHO TOJIOBHE MEHIO TPH.

DIFLOMA

Pucynok 4.4 — I'oi0BHE MEHIO T'pU

[Ticns 3aBaHTa)KEHHSI PIBHA MOXEMO MAaeMO MOOAYUTH TOJIOBHOTO reposi B

LEHTpP1 eKpaHy. Takok Ha PIBHI PO3CTABISAIOTHCS MIATPOPMHU, JIEKOpaIlii, BOPOIH,
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¢oH Ta enemeHTH rpadiuHoro iHTepgeicy. IrpoBuil piBeHb 300pak€HO HA PUCYHKY
4.5.

Pucynok 4.5 — IIpouenypHo 3reHepoBaHUi IrPOBUIA PIBEHB 3 PO3MIIIICHUMU

eJIeMEHTaMHM PiBHsI, BOporaMu Ta rpadiuaum inrepdericom

[Ipu BUKOpHCTAaHHI KOHTPOJIIB Ha €KpaHi ab0 KjIaBiaTypH I'paBellb NMOYNHAE
pyXaTHCS B CTOPOHY BH3HAUEHY TpaBiieM. Takok rpaBelb MOKe BUKOHATH CTPHOOK,
NOABIHHUM CTPUOOK, 3acTpuOyBaTH Ha Iiargopmu Ta 3icTpuOyBaTH 3 HUX. Ha

pucynkax 4.6 ta 4.7 300paxeHO PyX TpaBI Ta 3iCTpUOYBaHHSA 3 IIaTHOpPMU

BIJIITOB1HO.

Pucynok 4.6 — Pyx rpaBiig 1no npoieaypHo 3reHepoBaHiil Marii
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Pucynok 4.7 — 3ictpuOyBaHHs TpaBIlsd 3 IIIATGOPMH PO3MIIIIECHOT Ha

3reHepoBaHOMY PiBHI

SAkio rpaBelb 3HAXOAUThCS y AUCTaHIil ataku Bopora 1 Il ocranHBOTO
BUPIIITY€E aTaKyBaTH TPaBIls, TO BOPOT BUKOHYE CBOIO ataky. [Ipu momnagaHHi aTaku
0 TPABIIO TPaBellb OTPUMYE TOIIKOKEHHS, SKILO aTaka HE IMOMaja€e Mo IrPaBIlio
BiJlirpaeThes crienianbhuii edekt. Ha pucynky 4.8 300pakeHO aTraky OJHOTO 3

BOPOT'iB.

Pucynok 4.8 — Ataka 0JTHOTO 3 BOPOTiB

Skmo micas OTpUMaHHS cepili MIKOAM BiJ BOPOTIB 3JI0POB’S TPaBIls
OMYCKAEThCA A0 HYyJsA, rpa BigoOpaxae BIANOBIAHE BIKHO Ha €KpaHi 3 OMIISIMU

BHUXOJY B MEHIO Ta nepe3amnycky piBHs. Ha pucynky 4.9 300pakeH0 BIKHO I'paBIIsl.
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You LOSE

RESTART

MAIN MENU

Pucynok 4.9 — BikHo nporpaiily rpaBis miciis OTpUMaHHS KPUTHYHOI IIKOAU

[Ticas HaHeceHHsT BOPOry KPUTHYHOI IIKOAM BiJ aTak TpaBlsl 3 BOPOTiB
3 SBJISIIOTBCSL ITPOB1 00 €KTH JOCBiAY, SIKIIO 1HAKmIa Jiorika He mponucana 11
Bopora abo mpaBuiiamMu Tpu. [licist migOupaHHs DOCBIAY Yy T'PaBls 3alOBHIOETHCS
mkaina piBHs. Ha pucynky 4.10 300pakeHo AOCBIJ 1110 BUIIAB 3 BOPOra Ta YaCTKOBO

3aII0OBHCHA IIIKaJia I[OCBi,Z[y.

Pucynok 4.10 — 300pakeHHS JOCBiY IIIO BHIAAA€E 3 BOPOTra

[Ticis HaKOMMYEHHS TOCTATHHOT KUTHBKOCTI JOCBIYy TPaBIEBI BiTKPUBAETHCS
BIKHO BHOOpPY MOKpallleHHs 3 Tpphoma oniisimMu. [licist BuOopy onHiel 3 oniii naHe

BIKHO 3aKpUBA€TbCs, IPaBellb OTPUMYE MOKPAIIEHHS, MMOKA3HUK PIBHS TpaBlis
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30UIBIIY€ThCA HA OHY oauHuLo. Ha pucynkax 4.11, 4.12 300pakeHi BIKHO BUOODY

MOKpaIlleHHs rpaBls Ta rpadiuHuii iHTep(eiic 3 OHOBJIEHUM PIBHEM BIAMOBIIHO.

Move faster 1more jump More health

currenispeed: +10 MaxJumps: +1 currentheaith: 10

- s @ = b @ ==

Pucynok 4.11 — BikHo BuOOpy nokpamieHHs rpaBIist

pr—
&
O
-
-

Pucynok 4.12 — I'padiunuii inTepdeiic 3 OHOBJICHUM MOKA3HUKOM PiBHS

[Ipy HaTHMCKAaHHI KHOMKH ITPOBOTO MEHIO B KYTKY €KpaHY BIIKPHUBAETHCS
BIIMOBIIHE BIKHO 3 OIIiSIMH TPOJOBXKEHHS TPH, BUXOJY B TOJIOBHE MEHIO Ta
3aBepieHHs1 irpoBoi cecii. [Ipn HaTHCKaHHI KOXXKHOI 3 WX KHOIMOK KOPEKTHO
BUKOHYETHCS BinmoBimHa nig. Ha pucynky 4.13 300pa’keHO BIKHO BHYTPIITHBO-

I'POBOT'0 MEHIO.
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RESUME

) ——

MAIN MENU
C——)

EXIT GAME
|

Pucynok 4.13 — BHyTpilIHBO-1rpoBe MEHIO TpU
BucHoBkM 10 po3ainy

Y nganomy po3auii  OyJo TPOBEACHO KOMIUIEKCHY OIIIHKY — SIKOCTI
PO3POOIIEHOT0 MPOTrPaMHOT0 3a0e3MeUeHHs Ta HOTO TECTYBAaHHS.

VY migpo3aini 4.1 Oyjg0 BUKOHAHO CTAaTUYHHUHN aHali3 KOJY 3a JIOTIOMOT'OIO
iHcTpymMenTa NDepend, sikuif BUSBUB TMEBHY KIUIBKICTh IMPOOJIEM BHCOKOTO PIBHS,
MepeBaXHO CKOHIIEHTpoBaHMX y 30BHImHIX Unity-marinax. KigbkicHa oliHKa
sSKOCTI Koy 3acooom Code Metrics mokasaia BUCOKUH 1HAEKC MiATPUMYBAHOCTI —
87 OauiB 3a mkanorw Microsoft. Takox Oys10 MpoBEIEHO OLIIHKY KIOUOBUX METPHK,
TaKuX SK MIATPUMYBAHICTh KOAYy, IIMKIOMAaTHYHA CKJAJHICTh, TJIHOWHA
HaCJITyBaHHsI, 3B'SI3aHICTh KJIaciB Ta 00CAT KOJY.

VY minpo3aini 4.2 Oyno BUKOHAaHE MaHyallbHE TECTYBaHHS MPOTPAMHOTO
3a0e3mnedeHHs BIAMOBITHO A0 JAokyMeHTa «lIporpama Ta mMeTonuMKa TECTyBaHHS».
[IpoBeneno 14 TecToBUX CIIEHApIiB, MO OXOIUTIOIOTH KIFOYOB1 (pyHKIT Tpu. Yci
TECTH YCIIITHO MPOHAeHI — (HaKTHUUHI PE3yIbTaTH 30ITaf0THCS 3 OYIKYBaHUMHU.

VY migpo3aini 4.3 Oyno MPOAEMOHCTPOBAHO TOBHUW IMKI podOTH 3
MPOrpaMHUM 3a0€3MeUeHHsIM Bil 3amycKy 10 3aBeprieHHs Tpu. [ligTBepmkeHo
KOPEKTHICTh pPOOOTHM BCIX IFPOBUX MEXaHIK: HaBIramii MEHIO, MPOLEeAYpPHOi
reHepaiii piBHIB, CUCTEMH KEpPYBaHHS NEpPCOHakeM, OOMOBOI CHCTEMHU, CUCTEMU

Mporpecii Ta 10CBiAYy, a TAKOK BHYTPILIHbO-I'POBOTO 1HTEP(PEICy.
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Pe3ynpTaTi TecTyBaHHA NIATBEPIXKYIOTH SIKICTh PO3POOJIEHOr0 MPOIAYKTY,
HOro cTtaOUILHICTH Ta BIAIIOBIIHICTH MOCTABJICHUM BHUMOTraM. BUSBIIEH1 HEIOIIKU
CTOCYIOTHCS  BHUKJIOYHO 30BHINIHIX KOMIIOHEHTIB 1 HE BIUIMBalOThH Ha

(YHKII0HAJIBHICTH OCHOBHOI CUCTEMH.
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5 PO3T'OPTAHHS TA CYHNPOBIJA MIPOI'PAMHOI'O 3ABE3INEYEHHSA
5.1 PosropraHHsi mporpaMHOro 3a0e3neyeHHs

Po3roprannas MOOLTEHOTO JOJATKY CKIIAJAETHCA 3 IBOX €TaIliB: CTBOPEHHS Ta
HanamTyBaHHs noaatky Ha Google Play Console [50], ctBopenns 30ipku BcepeauHi
Unity

Jliis ctBopenHs MoOinbHOTO noAatky B Google Play Console tpeba mepeiitu
y BIANOBIAHY BKJIAJKY B TOJIOBHOMY MEHIO Ta 3alOBHUTH 1H(GOPMAIIII0 CTOCOBHO

nonatky. Ha pucynky 5.1 3006paxkeHo nporec 3anoBHeHHs cTopiHky «Create App».

B Google Play Console Q Norifications )

Home Create app

Jsers and permissions App details

m %
)

App name Chao

L O B

Declarations

eveloper Program Policies Confirm app meets the Developer Program Policies
The application meets Developer Frogm Policies. Flease che

Pucynox 5.1 — IIpouec ctBopenns HoBoro aoaatky B Google Play Console

Temnep nepeiinemo no crBopenHs 30ipku B Unity. Jlis modatky neperaemMo y
Bkiaaky Build Profiles. Tyt obupaemo miardopmy Android, takox mgomaemo Bci
HeoOXiHiI crieHn Ta obupaemo omiito 6imma Build App Bundle [51]. Ha pucynky

5.2 300pakeHo o6pani HanmamrryBanHs 1t Build Profiles 3acrocynky.
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Android™

Build

Add Build Profile

Disabled (None)

+* Refresh

Pucynoxk 5.2 — Hanamrrysauus Build Profiles mis ctBopenns Mo6inbHOTrO0 0is1a

s Google Play

Jami mepexomumo mo Player Settings mist moganplioro HajallTyBaHHS
IKOHKH, Ha3BU TpH, BIKHA 3aCTOCYHKY, HiaTpuMmyBaHux Bepciii Android roimo.

Bukopucrani nanamrysanns Player Settings mokaszano Ha pucynkax 5.3 — 5.6.

Splash Image

Virtual Reality

Pucynok 5.3 — HanamryBanHs 3actaBku rpu B MeHIo Player Settings
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lution and Presentation

Don't Show

rientation

ape Right

Pucynok 5.5 — HanamryBanHst Ha3BU T'pH, i Bepcii, Ha3BU KOMNaHIi, IKOHKH B

menio Player Settings

Pucynok 5.6 — HanamryBanns migrpumyBanux Bepciii Android, bundle code B

mento Player Settings

Jls posnoBcrokeHHss rpu depe3 Google Play Store HeoOXimHO Takox
cTBopuTH Keystore — ko4 3aBAsSKH SKOMY MOKHA CTBOPIOBAaTH HOBI1 30ipku. J{anmii
KITIOU JIO3BOJISIE 3aIIEBHUTHCH 110 HABITH P BTPATI BUXITHOTO KOJY 3JIOBMHCHHK
HE 3MOXE€ CTBOpUTH HOBY 30ipKy. Ha pucynkax 5.7 — 5.9 moka3zaHo mporec

ctBopeHHs Keystore, itoro 3anmoBHeHHs B HajamTyBaHHsaX Player Settings.
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Pucynok 5.7 — CtBopenns Keystore yepe3 mento Keystore Manager

tore Manager

First and Last Mame

Add Key

Pucynok 5.8 — 3anoBHenHs iHpopmailii mpo Keystore 3actocyHky

69
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Publis

Proj

Pucynox 5.9 — 3anoBuenns indopmariii mpo Keystore B mento Player Settings

[Ticns 3amoBuenns indopmariii Player Settings, cTBopeHHsS HOBOIO HOBOI'O
Keystore HaTuckaeMO Ha KHOMNKY CTBOpPEHHsI 30IpKH 1 OYIKYEMO pe3yJibTat
BUKOHaHHS oneparlii. Ha pucynky 5.10 300pakeHo BUXigH1 Gpaiiiau micis yCIiirHoro
CTBOPEHHS 301pKHU

BB Chaos Corridor_BurstDebuglnformation_...  5/30, 02 File folder

B 001.2ab 5 AAB File

Pucynok 5.10 — Buximgni (haiinu micist yCIIIHOTO CTBOPEHHSI 301pKU 3aCTOCYHKY

[Tics cTBOpeHHs 30ipku 3acTocyHKy nepexoaumo B Google Play Console B
mento Internal Testing. Croau Tpeba 3aBaHTaXuTH 30ipKYy, 3aTIOBHUTH 1H()OPMAIIIFO
mpo peiri3 Ta onyOsikyBaTu 30ipKy. [licist bOTO 3aJWUIIATHCS TUTBKH HATUCHYTH
kHOTIKY Promote Release mo6 36ipka 3 rporo onunmincs y gocrymi B Google Play
Store. Ha pucynkax 5.11 — 5.12 300paxeHo niporiec crBopenns internal release [52]

B Google Play Store.



& Google Play Console £ Noiifi ch @
PR . .
Create internal testing release
08 Dashb
th st @ createrelease @) Preview and confirm Discard draft rolease
.

e

App integrity

App bundles

Drop app bundies here 1o upload

& Upload (@) Add from library

Release details

App bundie explorer Release name

Pucynoxk 5.11 — Bikao ctBopenns internal testing release 8 Google Play Store

Create internal testing release

App bundies
Drop app bundies here to upload
& Upload |B Add from library
001.aab W
File type Version APl levels Target SDK Screen layouts ABls Required features
App bundle 1(001) 23+ s 4 arméd-via 5 -

Release details

Release name * 1(0.01)

Release notes Copy from a previous release

<en-Us>
Let's dive into engaging experience together
</en-US>

Pucynoxk 5.12 — Bikro cTBopenHs internal testing release 3 3amoBHeHOO

iHpopmMmarriero B Google Play Store
5.2  CympoBig mporpaMHOTO 3a0€3NeUeHHS

[HCTpYKIIiT KOPUCTyBa4ya HaBelleHa B OKpeMOMY JNOKyMeHTI «KepiBHUIITBO
KOpPHUCTYBaua.

JIns BUNYCKY HOBHUX BEpCid 3aCTOCYHKY HEOOXITHO CTBOPUTH 301pKYy
AQHAJIOT1YHO O MOYaTKOBOi 301pKH, 1€ mpoliec OyB ONMUCAaHWU B MOMEPEIHBOMY

nyHKTi. BigmiHHOCTAMU € nmme 30utbmieHHs Bepcii rpu B Player Settings ta
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s6outemenns Bundle Version Code. 36inbmenns Bepeii rpu ta Bundle Version Code

300paxeHo Ha pucyHkax 9.13, 5.14 BianoBiaHO.

Pucynok 5.13 — HanamtyBanHs Bepcii irpoBOro 3acTOCyHKY B MeHto Player

Settings

mum ¢

Pucynox 5.14 — Hanmamrrysauus Bundle Version Code B mento Player Settings

ITicns cTBopeHHst HOBOI 30ipKkH 11 MokHa omy0iikyBatu B Google Play Store

aHAJIOTIYHO J0 IMyOTiKarii mepiioi 30ipKu
BucHoBkH 10 po3ainy

B nanomy po3aini onucaHui NBOETAITHUIA MPOLIEC PO3TOPTAHHS MOOLTLHOTO
nonatky: HanmamrtyBaHHa B Google Play Console Ta ctBopenns 30ipku B Unity.

Y Google Play Console BimOyBaeTbcs peectpaliisi A0JaTKy 3 HEOOX1ITHOIO
iHpopmariiero. B Unity npoBoautkcs koHbpirypaiis Build Profiles, Player Settings
Ta CTBOPEHHsI 3aXxucHOT0 Keystore st 6€3MmeYHOro po3noBCIOKEHHS.

[Ticns renepartii 30ipku BoHa 3aBaHTaxyeThes B Google Play Store uepes
Internal Testing 3 mogaIbIIO0 MyOTIKAITIETO.

CympoBig mnporpaMHOro 3a0e3neyeHHs IMepeadadyae OKpeMy I1HCTPYKIIIIO
KOpPUCTyBaua Ta CTaHAAPTHUM MPOLEC BUITYCKY OHOBJICHB 31 30UIbLIEHHSIM Bepcii

MIPOrpaMu.
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BUCHOBKH

VY aumuiomH1i poOoTi OyJi0 peani3oBaHO MOBHUM LUKI PO3POOKH MOOUTBHOTO
3aCTOCYHKY y ¢opmati rpu xkaHpy Shooter 3 enementamu Roguelike. PoGota
CKJIaJas1ach 13 I’ SITH OCHOBHMX PO3AUIIB, KOXKEH 13 SKUX MaB KOHKPETHY METY Ta
OXOILTIOBaB OKPEMHUI €Tar CTBOPEHHS MPOTPaMHOTo 3a0e3MeUeHHs.

VY nepuiomy po3auti 6yno chopMynbOBaHO METY Ta 3aBJIaHHS JUIIJIOMHOTO
IPOEKTY, OOTPYHTOBAHO aKTYalIbHICTh TEMAaTHUKU Ta IPOBEJCHO aHAI3 MPEeIMETHOT
oOnacTi. 3a1MCHEHO OIS PUHKY MOOUIBHMX I1rOp, BU3HAYEHO XapaKTepHI pHUCH
xaHpy Roguelike ta fioro ocobmmBocTi Ha MOOUIBHUX MaTdopmax. IlpoBeneHo
NOPIBHSUIBHUM aHami3 irop-ananoris, Takux sik Dead Cells, The Binding of Isaac,
Pixel Dungeon, 1110 103BOJIUIO BUSIBUTH KJIFOUOB1 IrpOBI MEXaHIKW Ta MIAXOIU 0
peanizaiii noJiI0HUX MPOEKTIB. Takok OyJI0 JOCHTIIKEHO aNrOPUTMH TIPOLETYPHOT
renepairii pieHiB (Binary Space Partitioning, Cellular Automata, Drunkard Walk) 1
mozaem moOymoBu mmTyuHoro iHTenekty (FSM, Behaviour Tree, Utility Al,
HelpoHHI Mepexi). Ha ocHOBI 1mbporo aHamizy BH3HAYEHO JIOLUIBHICTH
BUKOPHUCTAHHS KOMOIHOBaHOTO MIIX01y A0 reHepallii piBHIB Ta peamizaiii Al yepes
ctpykTypy Behaviour Tree y moegHaHHI 3 KOHTEKCTHOK MOJIEIUTIO 3HAHb.

VY apyromy posnaiii 31ilicHeHO (opMalizaliio BUMOT J0 pO3pPOOIIOBAHOTO
nporpamMHoro 3abe3nedeHHs. CTBOpEHO JiarpaMy BapiaHTIB BHUKOPHCTAHHS, SKa
OXOIUTIOE OCHOBHI cIieHapii B3aeMoJIii KOpHCTyBada 3 rporo. JleTaapbHO OmMCcaHO
(GyHKITIOHAIBHI BUMOTH JI0 CUCTEMH, PO3MOIUICHO 1X 3a MPIOPUTETAMH Ta OI[IHEHO
pu3uKu. Y po3aili BHU3HAYEHO HE(MYHKIIIOHATBbHI BHUMOTH JIO MPOIYKTUBHOCTI
(Bxomrouatoun FPS, mBuakicTh 3aBaHTaXe€HHS piBHIB), cymicHocTi (Bepcii OC Tta
eKpaHiB), HamiiHOCTI (Oe3aBapiiiHa poOoTa), Oe3mekn (MubpyBaHHS JTOKATHHUX
JIaHuX) Ta 3py4dHocTi iHTepdeiicy. [IpoBeneHo anHami3 CHCTEMHHUX BUMOT IIOJO
omepariiHoi cucremu, rpadignoro API, obcsry oneparuBHOi mam’siTi Ta BIIBHOTO
MicIisg JJis IHCTasIIii rpu. B pesynbrari copmMoBaHO TeXHIUHE 3aBIaHHS, SKE
BHU3HA4ya€e (QYHKI[IOHAIBHI OJIOKU T'pU: TEHEPALlIIO PIBHIB, 00HOBY CUCTEMY, CUCTEMY

aBIIIHHSA, IPOTPECIIO TPABIIA TA B3aAEMO/IIO 3 00’ EKTaMMH.
ynp , IpOrp P
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VY TperboMy po3aUIl ONHMCAHO apXITEKTYypHI PIIIEHHS Ta peaji3aliio
porpamMHoro 3ade3nedyeHHs. PO3risiHyTo CTpyKTypy NPOEKTY, 00paHy apXiTeKTypy
(MOHOJIITHA 3 BHYTPIIIHIM PO3MO1JIOM 32 MOAYJISIMH) Ta IA0JOHU MTPOEKTYBAHHS,
30kpeMa BukopucTaHHs Dependency Injection uepe3 Zenject, 3acTocyBaHHS
natepaiB MVP, Factory, Object Pool. Onucano peanizarito npoueaypHoi reHeparii
PIBHIB 3 BUKOPUCTAHHAM MO€eAHaHHs TphoX anroputmis: BSP, Cellular Automata ta
Drunkard Walk. HaBegeHo cTpykTypy cucteMu mITy4HOTro iHTenekTy 3 Behaviour
Tree Ta xoHTekcTamu 3HaHb Ha ocHOB1 Blackboard. Oxpemy yBary mnpuaiieHo
BuOOpy cepenoBuma po3poOku (Unity, JetBrains Rider), iHcTpymeHTIB Ta
610mioTex. IlokazaHo, sk 3a0e3medyeTbCs MACIITA0OBAHICTH 1 MOAYJBHICTD
cucteMu. TakoxX MepeBIpeHO BiJIMOBIIHICTh MPOTPaAaMHOI0 3a0e3MeYeHHs BUMOTaM
moi0 06pooku nanux (GDPR), 3 ypaxyBaHHSM TOro, 110 MEPCOHAIBHI JIaH1 HE
00pOOIISIIOTHCS.

VY yeTBepTOMY pO3/1I1 BUKOHAHO TECTYBAaHHS MPOTPaMHOro 3a0e3MeUeHHs.
3niiiCHEHO CTaTUYHUM aHaJIi3 KOy 3a Joromororo inctpymenTa NDepend Ta 3aco0y
Code Metrics. IIpoBeseHO OIiHIOBaHHS TaKUX METPUK, SK IUKJIOMAaTHYHA
CKJIQJIHICTh, MIATPUMYBAHICTh, 3B’A3HICTh KJIACiB, TMOWHA HaciigyBaHHA. Kpim
TOT0, 3[[INCHEHO MaHyaJlbHE TECTYBaHHS 32 BU3HAYCHUM TECT-TJIAHOM: BUKOHAHO
14 cuenapiiB, IO OXOIUIIOIOTH KIIOYOBHMU (yHKIIOHAT Tpu (pyX, CTpLIBOAa,
reHepailis piBHs, KEpyBaHHS IMepCcOHaxeM, iHTepdeiic). 3niiicHeHo Bepudikalio
poOOTH IrpOBUX MEXaHIK Ha eTalll 3aIlycKy, MPOXOJHKCHHsS PIBHIB 1 3aBEPIICHHS
cecii. BusBneni nmpobimemMu Oyiu JOKadi30BaHI y CTOPOHHIX KOMITIOHEHTaxX 1 He
CTOCYBAJIUCh KPUTUIHOT (PYHKI[IOHATBHOCTI TPH.

Y m’atoMy po3aual  OMMCAaHO TMPOIEC PO3TOPTaHHS MPOTPAMHOTO
3abe3neuenns. [IpeacraBieHo nmoeTanHy 1HCTPYKIIito 3 po3mimeHHs rpu B Google
Play: ctBopenns cropinku B Google Play Console, kondiryparist 36ipku B Unity
(mamamryBanHs Build Profiles, Player Settings, Keystore), ctBopenust App Bundle
13aBaHTaXXEHHS OT0 B CUCTEMY BHYTPIIIHHOTO TECTyBaHHS. TaKoXK OMHUCAHO €TaIH
OHOBJICHHA JOJAaTKy Ta TMPOLEAYpH CYNpPOBOAY, BKIIOYAIOYM IHCTPYKIIiT

KOpPHUCTYBaua Ta MiJIr0TOBKY HOBUX PEII3iB.
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VY npotiieci BUKOHaHHS AUIUIOMHOTO MPOEKTY BC1 MOCTaBIIEHI 3aBJaHHs Oyiu
peani3oBaHl BIANOBIIHO [0 TEXHIYHOIO 3aBJaHHA. 3aBJaHHS PO3POOKHU
MPOrpaMHOro 3a0e3MeyeHHs] — BKIIOYAIOYM IPOEKTYBAHHSA apXITEKTYpH,
peanizaiio KIH4oBUX (YHKI[IOHATBHUX OJIOKIB, 3a0€3MEeUeHHs] BIiAMOBIAHOCTI
CHUCTEeMHUM Ta HE(QYHKIIOHATHPHIM BUMOTAM, a TaKOX MPOBECHHS TECTYBaHHSA Ta
pO3ropTaHHs — BUKOHAHO y MOBHOMY 00cs31. KoxkeHn etanm po3poOKu BiAMOBIIAB
BCTAHOBJICHHUM  KPUTEpPisIM, IO  JO3BOJWJIO  3a0€3MeuuTH  IUIICHICTh 1
(GyHKITIOHATBHY 3aBEPIICHICTH TPOTPAMHOTO TPOIYKTY.

VY mexax oOpaHoi mpeAMETHOI 00J1aCTl MOJAIBIINA PO3BUTOK MPOrPAMHOI0O
3a0€3MeUeHHs] € TEXHIYHO JOLUIbHUM. ICHye moTeHmian i pO3UIMPEHHS
(YHKIIOHATBHOCTI, 30KpeMa — BIPOBAKEHHS MYJIbTUIUICEPHOTO PEXKHUMY,
JIOJIATKOBUX  ITPOBUX  MEXaHIK, CHUCTEMHM MOHETH3aIlli, JioKai3alii Ta
kpocruiaropmenoi migTpuMku. Lli HampsMH MOXYTh CTaTH OCHOBOKO IS
HACTYITHUX €TamiB pO3poOKH ab0 OKpeMHX MOCHITHUIBKAX YU KOMEPIIHHUX

IIPOEKTIB.
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®aiin MainMenuPresenter.cs
Peanizanis ¢pyHKIiOHAIBHOT BUMOTH «MEHIO Ta HaBirais»

using Project.Infrastructure.MVP.Core;

using Project.Scripts.Infrastructure.StateMachines;

using Project.Scripts.Infrastructure.StateMachines.GlobalStates;
using JetBrains.Annotations;

namespace _Project.Features.UIModule.MainMenuUI {
[PublicAPI]
public class MainMenuPresenter : PresenterBehaviour<MainMenuViewBase> {
private readonly GlobalStateMachine globalStateMachine;

public MainMenuPresenter (GlobalStateMachine globalStateMachine) =>
_globalStateMachine = globalStateMachine;

public override void OnViewSet () {
View.OnPlayButtonClicked += OnPlayButtonClicked;
View.OnExitButtonClicked += OnExitButtonClicked;
}

public override void OnDisposed() {

View.OnPlayButtonClicked -= OnPlayButtonClicked;
View.OnExitButtonClicked -= OnExitButtonClicked;
}
private void OnPlayButtonClicked() =>

_globalStateMachine.Enter<GameplayState>();

private void OnExitButtonClicked() =>
_globalStateMachine.Enter<QuitGameState>();

®aiin MainMenuViewBase.cs
Peanizamis ¢pyHKI1iOHATHHOT BUMOTH «MEHIO Ta HaBiraifis»

using System;
using Project.Infrastructure.MVP.Core;

namespace _Project.Features.UIModule.MainMenuUI {
public abstract class MainMenuViewBase : ViewBehaviour ({
public event Action OnPlayButtonClicked;
public event Action OnExitButtonClicked;

protected void InvokeOnPlayButtonClicked() =>
OnPlayButtonClicked?.Invoke () ;

protected void InvokeOnExitButtonClicked() =>
OnExitButtonClicked?.Invoke () ;



®aiin MainMenuView.cs
Peanizanis ¢pyHKiioHaIbHOT BUMOTH «MEHIO Ta HaBITaIis»

using UnityEngine;
using UnityEngine.UI;

namespace _Project.Features.UIModule.MainMenuUI {

public class MainMenuView : MainMenuViewBase ({
[SerializeField] private Button playButton;
[SerializeField] private Button exitButton;

private void OnEnable () {
_playButton.onClick.AddListener (InvokeOnPlayButtonClicked) ;
_exitButton.onClick.AddListener (InvokeOnExitButtonClicked) ;

private void OnDisable () {
_playButton.onClick.RemoveListener (InvokeOnPlayButtonClicked);
_exitButton.onClick.RemoveListener (InvokeOnExitButtonClicked) ;

daiin DungeonGeneratorService.cs
Peanizanis ¢pynkuionanbHoi BuMoru «lIporenypHa reaepaiiist piBHsI»

using System.Collections.Generic;

using System.Ling;

using Project.Features.MapGeneration.BSP;

using Project.Features.MapGeneration.CA;

using Project.Features.MapGeneration.Drukard;

using Project.Features.MapGeneration.Matrix;

using Project.Features.MapGeneration.RoomConnections;
using Project.Features.MapGeneration.Tagging;

using Project.Global.Collections;

using UnityEngine;

namespace _Project.Features.MapGeneration {
public class DungeonGeneratorService : IDungeonGeneratorService ({
private readonly IMatrixFactory matrixFactory;
private readonly IMacrolayoutDungeonGenerationService
_macroLayoutDungeonGenerationService;
private readonly ICaveRoomCarveService caveRoomCarveService;
private readonly IRoomConnectorService roomConnectorService;
private readonly ICorridorGeneratorService corridorGeneratorService;
private readonly IDungeonTagService _dungeonTagService;

public DungeonGeneratorService (IMatrixFactory matrixFactory,
IMacroLayoutDungeonGenerationService
macrolLayoutDungeonGenerationService,
ICaveRoomCarveService
caveRoomCarveService, IRoomConnectorService roomConnectorService,
ICorridorGeneratorService
corridorGeneratorService, IDungeonTagService dungeonTagService) {
_matrixFactory = matrixFactory;
_macroLayoutDungeonGenerationService =
macroLayoutDungeonGenerationService;

__caveRoomCarveService = caveRoomCarveService;
_roomConnectorService = roomConnectorService;
_corridorGeneratorService = corridorGeneratorService;

_dungeonTagService = dungeonTagService;



public Dungeon GenerateDungeon (DungeonGenerationConfiguration config)
{

Matrix<BlockType> dungeonMatrix =
_matrixFactory.CreateMatrix<BlockType> (config.DungeonSize.x,
config.DungeonSize.y);

List<RectInt> macroGroup =
_macroLayoutDungeonGenerationService.Generate (config.DungeonSize,
config.BspDungeonGeneratorParams) ;

List<Room> rooms = macroGroup.Select (room =>
__caveRoomCarveService.CarveRoom (dungeonMatrix, room,
config.CACaveRoomParams) )

.Where (room => room.Cells.Count > 0).ToList();

List< (Vector2Int start, Vector2Int end)> connections =
_roomConnectorService.GetConnections (rooms) ;
List<Tunnel> tunnels = connections.ConvertAll (tunnelkEnds =>
_corridorGeneratorService.CarveCorridor (dungeonMatrix,
tunnelEnds.start, tunnelEnds.end, config.CorridorParams)) ;

Dungeon dungeon = new Dungeon () {
Matrix = dungeonMatrix,
Rooms = rooms,
Tunnels = tunnels,

}i

DungeonTags dungeonTags =
_dungeonTagService.TagAllRegions (dungeon, GlobalPlaceTagRules(),
MacroTagRules (), MicroTagRules());

dungeon.Tags = dungeonTags;

return dungeon;

}

private PriorityList<IGlobalPlaceTagRule> GlobalPlaceTagRules () {
PriorityList<IGlobalPlaceTagRule> rules = new/();
rules.Add (new InitialRoomGlobalPlaceTagRule (), 10);
rules.Add (new DefaultRoomGlobalPlaceTagRule (), 0);
rules.Add (new HorizontalTunnelGlobalPlaceTagRule (), 0);
rules.Add (new VerticalTunnelGlobalPlaceTagRule (), 0);
return rules;

}

private PriorityList<IMicroTagRule> MicroTagRules () {
PriorityList<IMicroTagRule> rules = new();
rules.Add (new PlatformMicroTagRule(), 11);
rules.Add (new PlayerSpawnMicroTagRule(), 10);
rules.Add (new EnemySpawnMicroTagRule(), 9);
rules.Add (new BigFloorDecorationMicroTagRule (), 8);
rules.Add (new SmallFloorDecorationMicroTagRule (), 7);
rules.Add (new CeilingDecorationMicroTagRule (), 6);
rules.Add (new WallDecorationMicroTagRule(), 5);
return rules;

private PriorityList<IMacroTagRule> MacroTagRules () {
PriorityList<IMacroTagRule> rules = new();
rules.Add (new PlatformMacroTagRule (), 20);
rules.Add (new FloorMacroTagRule(), 10);
return rules;



public enum BlockType {
Wall = O,
EmptySpace

=1,
Platform = 2,

®aiin BSPDungeonGenerator.cs

Peanizauis ¢pynkuionansHoi Bumoru «IIpouenypHa renepaitist piBHs»
using System.Collections.Generic;

using Project.Features.MapGeneration.Matrix;

using Project.Features.SeedModule;
using UnityEngine;

namespace _Project.Features.MapGeneration.BSP ({
public class BSPDungeonGenerator : IMacroLayoutDungeonGenerationService {
private readonly ISeedService _seedService;
private List<RectInt> Rooms { get; set; }

private Vector2 minLeafSize;

public BSPDungeonGenerator (ISeedService seedService) =>
_seedService = seedService;

public List<RectInt> Generate (Vector2Int matrixSize,
BSPDungeonGeneratorParams @params) {

~minLeafSize = @params.minlLeafSize;
Rooms = new List<RectInt>();
BSPNode root = new(new RectInt (0, 0, matrixSize.x,
matrixSize.y));
List<BSPNode> nodes = new() { root };
for (int 1 = 0; 1 < nodes.Count; i++) {
BSPNode node = nodes[i];
if (node.Rect.width > minLeafSize.x * 2 || node.Rect.height

> minLeafSize.y * 2)
if (Split(node)) {
nodes.Add (node.Left) ;
nodes.Add (node.Right) ;

}

foreach (BSPNode leaf in nodes)
if (leaf.IsLeaf)
CreateRoom(leaf, @params.minRoomSize,
@params.offsetFromBorders, (@params.ShrinkageFactor);

return Rooms;

}

private bool Split (BSPNode node) {
bool horizontal = seedService.GetRandom() .NextDouble() > 0.5;
if (node.Rect.width > node.Rect.height && node.Rect.height /
(float)node.Rect.width < 0.5f)
horizontal = false;
else if (node.Rect.height > node.Rect.width && node.Rect.width /
(float)node.Rect.height < 0.5f)
horizontal = true;



float minSize = horizontal ? minLeafSize.y : minLeafSize.x;
int max = (horizontal ? node.Rect.height : node.Rect.width) -
Mathf.FloorToInt (minSize) ;

if (max <= minSize)
return false;

int split =
__seedService.GetRandom() .Next (Mathf.FloorToInt (minSize), max);

if (horizontal) {
node.Left = new BSPNode (new RectInt (node.Rect.x, node.Rect.y,
node.Rect.width, split));
node.Right = new BSPNode (new RectInt (node.Rect.x, node.Rect.y
+ split, node.Rect.width, node.Rect.height - split));
}
else {
node.Left = new BSPNode (new RectInt (node.Rect.x, node.Rect.y,
split, node.Rect.height));
node.Right = new BSPNode (new RectInt (node.Rect.x + split,
node.Rect.y, node.Rect.width - split, node.Rect.height));
}

return true;

}

private void CreateRoom (BSPNode leaf, Vector?2 minRoomSize, int
offset, float shrinkageRate) {

int roomW = seedService.GetRandom() .Next ((int) (leaf.Rect.width *
(1 - shrinkageRate)), leaf.Rect.width);
int roomH = seedService.GetRandom() .Next ((int) (leaf.Rect.height

* (1 - shrinkageRate)), leaf.Rect.height);
g g

roomW = Mathf.Max (roomW, Mathf.FloorToInt (minRoomSize.x));
roomH = Mathf.Max (roomH, Mathf.FloorToInt (minRoomSize.y));

int roomX = seedService.GetRandom() .Next (leaf.Rect.x + offset,

leaf.Rect.x + leaf.Rect.width - roomW - offset);
int roomY = seedService.GetRandom() .Next (leaf.Rect.y + offset,

)

’

(
leaf.Rect.y + leaf.Rect.height - roomH - offset

RectInt room = new RectInt (roomX, roomY, roomW, roomH);
leaf.Room = room;
Rooms .Add (room) ;

®aiin CellularAutomataCaveGeneratorService.cs
Peanizamis ¢pynkiionansHoi Bumoru «IIpomemypHa renepairist piBHsI»

using System.Collections.Generic;

using System.Ling;

using Project.Features.MapGeneration.BSP;
using UnityEngine;

using Project.Features.MapGeneration.Matrix;
using Project.Features.SeedModule;

namespace Project.Features.MapGeneration.CA {
public class CellularAutomataCaveGeneratorService : ICaveRoomCarveService

{

private readonly ISeedService seedService;



private static readonly int[,] NeighborDirections8 = new int[8, 2] {

{ _11 -1 }l { _lr 0 }r { _lr 1 }r { Or -1 }I
{ Ol 1 }l { ll -1 }r { lr 0 }r { lr 1 }r
}i

private static readonly int([,] Directions4d =
{1,0},{—1,0},{0,1},{0,—1}
}i

public CellularAutomataCaveGeneratorService (ISeedService seedService)

_seedService = seedService;

public Room CarveRoom (Matrix<BlockType> matrix, RectInt region,

CAConfig config) {

BlockTypel[,] cells = InitializeCells(region, configqg);

SmoothCells (ref cells, config);

List<Vector2Int> largest = GetLargestRegion(cells);

BlockType[,] mask = CreateRegionMask (cells, largest);
BlitToMatrix (matrix, region, mask, config.offsetFromBorders);

Room room = new Room {
PartitionBounds = region,
RoomBounds = CalculateRoomBounds (region, config, largest),
Cells = largest.ConvertAll (positionLocal => positionLocal +

new Vector2Int (region.x + config.offsetFromBorders, region.y +
config.offsetFromBorders)),

}i

return room;

}

private RectInt CalculateRoomBounds (RectInt region, CAConfig config,

List<Vector2Int> largest) {
int minX = largest.Min(el => el.x
int minY = largest.Min(el => el.y
( b4
(

’

’

’

int maxX = largest.Max (el => el.
int max¥ = largest.Max (el => el.y

—_ — — —

’

int width = maxX - minX + 1;
int height = maxY¥ - minY + 1;
int x = minX + region.x + config.offsetFromBorders;
int y = minY + region.y + config.offsetFromBorders;

RectInt roomBounds = new RectInt(x, y, width, height);

return roomBounds;
// return new(region.x + config.offsetFromBorders,
config.offsetFromBorders,
// region.width - config.offsetFromBorders * 2,
- config.offsetFromBorders * 2);

}

region.y +

region.height

private BlockType[,] InitializeCells(RectInt region, CAConfig config)

int offset = config.offsetFromBorders;

int width = region.width - offset * 2;

int height = region.height - offset * 2;
BlockType[,] cells = new BlockType[width, height];
System.Random rng = seedService.GetRandom() ;

for (int x = 0; x < width; x++) {
for (int y = 0; y < height; y++) {
double r = rng.NextDouble();
cells[x, y] = (r < config.fillProbability)



BlockType.Wall : BlockType.EmptySpace;
}
}

return cells;

}

private void SmoothCells (ref BlockTypel,] cells, CAConfig config)
int width = cells.GetLength(0);
int height = cells.GetLength(1l);

for (int step = 0; step < config.steps; step++) {
BlockType[,] newCells = new BlockType[width, height];

for (int x = 0; x < width; x++) {
for (int y = 0; y < height; y++) {
int wallCount = CountWallNeighbors(cells, x, vy,
width, height);

if (wallCount > config.birthLimit)
newCells[x, y] = BlockType.Wall;

else if (wallCount < config.deathLimit)
newCells[x, y] = BlockType.EmptySpace;

else
newCells[x, y] = cells[x, Vv];

cells = newCells;

}

private List<Vector2Int> GetLargestRegion (BlockTypel[,] cells) {
int width = cells.GetLength(0);
int height = cells.GetLength(1l);
bool[,] visited = new bool[width, height];
List<List<Vector2Int>> regions = new List<List<Vector2Int>>();

for (int x = 0; x < width; x++) {
for (int y = 0; y < height; y++) {
if (!visited[x, y] && cells[x, y] ==
BlockType.EmptySpace) {

List<Vector2Int> region = FloodFill (cells, visited,

X, y, width, height);
regions.Add (region) ;

}
}

List<Vector2Int> largest = new List<Vector2Int>();
int maxSize = 0;
foreach (List<Vector2Int> region in regions) {
int size = region.Count;
if (size > maxSize) {
maxSize = size;
largest = region;

}

return largest;

}

private BlockType[,] CreateRegionMask (BlockTypel,] cells,
List<Vector2Int> region) {
int width = cells.GetLength(0);



int height = cells.GetLength(1l);
BlockType[,] mask = new BlockType[width, height];

foreach (Vector2Int cell in region)
mask([cell.x, cell.y] = BlockType.EmptySpace;

return mask;

}

private void BlitToMatrix (Matrix<BlockType> matrix, RectInt region,
BlockTypel[,] mask, int offset) {
int width = mask.GetLength (0);
int height = mask.GetLength(1l);

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

for (int y = 0; y < height; y++) {
int globalX = region.x + offset + x;
int globalY = region.y + offset + y;

matrix[globalX, globalY] = mask[x, y] == BlockType.EmptySpace
? BlockType.EmptySpace : BlockType.Wall;
}
}

private int CountWallNeighbors (BlockType[,] cells, int x, int y, int
width, int height) {
int count = 0;
int length = NeighborDirections8.GetLength(0);
for (int i 0; 1 < length; i++) {

int dx = NeighborDirections8[i, 0];
int dy = NeighborDirections8([i, 1];
int nx = x + dx;
int ny = y + dy;
if (nx < 0 || ny < 0 |] nx > width || ny >= height ||
cells[nx, ny] == BlockType.Wall) {
count++;

}

}
// count += cells[x-1,y] + cells[x+1,vy];

return count;

}

private List<Vector2Int> FloodFill (BlockTypel[,] cells, booll[,]
visited, int startX, int startY, int width, int height) {
List<Vector2Int> region = new List<Vector2Int>();
Queue<Vector2Int> queue = new Queue<Vector2Int>();
visited[startX, start¥Y] = true;
queue.Enqueue (new Vector2Int (startX, startY));

int dirCount = Directions4.GetLength(0);
while (queue.Count > 0) {
Vector2Int cell = gqueue.Dequeue();
region.Add (cell);

for (int i = 0; 1 < dirCount; 1i++) {
int dx = Directions4[i, 0];
int dy = Directions4[i, 1];
int nx = cell.x + dx;
int ny = cell.y + dy;
if (nx >= 0 && ny >= 0 && nx < width && ny < height &&
'visited[nx, ny] && cells[nx, ny] == BlockType.EmptySpace) {
visited[nx, ny] = true;
queue.Enqueue (new Vector2Int (nx, ny));
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}

return region;

®aiia DrunkardCorridorGeneratorService.cs
Peanizauis ¢pynkuionansHoi Bumoru «IIpouenypHa renepaitist piBHsI»

using System.Collections.Generic;

using System.Ling;

using Project.Features.MapGeneration.BSP;
using Project.Features.MapGeneration.Matrix;
using Project.Features.SeedModule;

using UnityEngine;

namespace _Project.Features.MapGeneration.Drukard {
public class DrunkardCorridorGeneratorService : ICorridorGeneratorService

{

private readonly ISeedService _seedService;

public DrunkardCorridorGeneratorService (ISeedService seedService) =>
__seedService = seedService;

public Tunnel CarveCorridor (Matrix<BlockType> matrix, Vector2Int
start, Vector2Int end, CorridorConfig config)
{
HashSet<Vector2Int> cells = new HashSet<Vector2Int>();
System.Random rng = _seedService.GetRandom() ;
Vector2Int current = start;
CarveCellBlock (matrix, current, config.CorridorWidth, cells);

while (!IsAtTarget (current, end))
{
Vector2Int step = StepTowardsTarget (current, end, rng,
config.WanderChance) ;
current = new Vector2Int (current.x + step.x, current.y +

step.vy) s
CarveCellBlock (matrix, current, config.CorridorWidth, cells);

}

return new Tunnel {
Start = start,
End = end,
Cells = cells.ToList ()
}i
}

private Vector2Int StepTowardsTarget (Vector2Int current, Vector2Int
target, System.Random rng, float wanderChance) {
int dx = target.x - current.x;
int dy target.y - current.y;
bool shouldWander = rng.NextDouble () < wanderChance;

if (shouldWander) ({
return GetRandomWanderStep (rng);

}

return GetBiasedStep (dx, dy);



private Vector2Int GetRandomWanderStep (System.Random rng) {
bool horizontal = rng.NextDouble() < 0.5;
int stepX = 0;
int stepY = 0;

if (horizontal) {

stepX = rng.Next (0, 2) == 0 2 1 : -1;
} else {
stepY = rng.Next (0, 2) == 0 2 1 : -1;

}

return new Vector2Int (stepX, stepY);
}

private Vector2Int GetBiasedStep (int dx, int dy) {
if (Mathf.Abs (dx) >= Mathf.Abs(dy)) {
int xStep = dx > 0 2?2 1 : -1;
return new Vector2Int (xStep, 0);

}

int yStep = dy > 0 2 1 : -1;
return new Vector2Int (0, yStep);
}

private void CarveCellBlock (Matrix<BlockType> matrix, Vector2Int
center, int width, HashSet<Vector2Int> corridorCells) {
int half = width / 2;
int startOffset = -half;
int endOffset;

if (width % 2 == 0) {
endOffset = half - 1;
} else {

endOffset = half;
}

for (int ox = startOffset; ox <= endOffset; ox++) {
for (int oy = startOffset; oy <= endOffset; oy++) {
int x = center.x + ox;
int y center.y + oy;

if (x >= 0 && vy >= 0 && x < matrix.Width && y <
matrix.Height) {

corridorCells.Add (new(x, Vy));
matrix([x, y] = BlockType.EmptySpace;

}

private bool IsAtTarget (Vector2Int current, Vector2Int target)
{

return current.x == target.x && current.y == target.y;

}

daiia DungeonTagService.cs
Peanizauia ¢pynkuionansaoi Bumoru «lIpouenypHa renepailisi piBHs»

using Project.Features.MapGeneration.BSP;
using Project.Features.MapGeneration.Tagging.TagAppliers;
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using Project.Global.Collections;

namespace Project.Features.MapGeneration.Tagging {
public class DungeonTagService : IDungeonTagService ({
private readonly IGlobalPlaceTagApplier globalPlaceTagApplier;
private readonly IMacroTagApplier macroTagApplier;
private readonly IMicroTagApplier microTagApplier;

public DungeonTagService (
IGlobalPlaceTagApplier globalPlaceTagApplier,
IMacroTagApplier macroTagApplier,
IMicroTagApplier microTagApplier) {
_globalPlaceTagApplier = globalPlaceTagApplier;
_macroTagApplier = macroTagApplier;
_microTagApplier = microTagApplier;

}

public DungeonTags TagAllRegions (Dungeon dungeon,
PriorityList<IGlobalPlaceTagRule>
globalPlaceTagRules,
PriorityList<IMacroTagRule>
macroTagRules,
PriorityList<IMicroTagRule>
microTagRules) {
DungeonTags dungeonTags = new() ;

SetContextForRules (globalPlaceTagRules, macroTagRules,
microTagRules, dungeon) ;

_globalPlaceTagApplier.Apply(globalPlaceTagRules, dungeon,
dungeonTags) ;

_macroTagApplier.Apply (macroTagRules, dungeon, dungeonTags);

_microTagApplier.Apply (microTagRules, dungeon, dungeonTags);

return dungeonTags;

}

private void SetContextForRules (PriorityList<IGlobalPlaceTagRule>
globalRules,
PriorityList<IMacroTagRule>
macroRules,
PriorityList<IMicroTagRule>
microRules,
Dungeon dungeon) {
foreach (IGlobalPlaceTagRule rule in globalRules)
rule.Context = dungeon;
foreach (IMacroTagRule rule in macroRules)
rule.Context = dungeon;
foreach (IMicroTagRule rule in microRules)
rule.Context = dungeon;

daiin GlobalPlaceTagApplier.cs

Peanizamis ¢pynkiionansHoi Bumoru «IIpomemypHa renepairist piBHsI»
using Project.Extensions.EnumerableExtensions;
using Project.Features.MapGeneration.BSP;

using Project.Features.SeedModule;
using Project.Global.Collections;

namespace Project.Features.MapGeneration.Tagging.TagAppliers {



public class GlobalPlaceTagApplier : IGlobalPlaceTaglApplier ({
private readonly ISeedService seedService;

public GlobalPlaceTagApplier (ISeedService seedService) =>
_seedService = seedService;

public void Apply(PriorityList<IGlobalPlaceTagRule> rules, Dungeon
dungeon, DungeonTags dungeonTags) {
foreach (IGlobalPlaceTagRule rule in rules)
ApplyGlobalTagRule (dungeon, dungeonTags, rule);
}

private void ApplyGlobalTagRule (Dungeon dungeon, DungeonTags
dungeonTags, IGlobalPlaceTagRule rule) {
int appliedCount = 0;

foreach (Room room in
dungeon.Rooms.InRandomOrder (_seedService.GetRandom())) {
if (dungeonTags.GetGlobalPlaceTagForRoom (room) ==
GlobalPlaceTag.None && rule.IsValidForRoom (room)) {

13

dungeonTags.AddGlobalPlaceTag (rule.GlobalPlaceTag, room);

appliedCount++;
}

if (appliedCount >= rule.MaxCount)
break;

}

if (appliedCount >= rule.MaxCount)
return;

foreach (Tunnel tunnel in dungeon.Tunnels) {
if (dungeonTags.GetGlobalPlaceTagForTunnel (tunnel) ==
GlobalPlaceTag.None && rule.IsValidForTunnel (tunnel)) {
dungeonTags.AddGlobalPlaceTag (rule.GlobalPlaceTag,
tunnel) ;
appliedCount++;
}

if (appliedCount >= rule.MaxCount)
break;

daiin MacroTagApplier.cs
Peanizamis ¢pynkiionansHoi Bumoru «lIpouenypHa renepairist piBHsI»

using System.Collections.Generic;

using Project.Extensions.EnumerableExtensions;
using Project.Features.MapGeneration.BSP;
using Project.Features.SeedModule;

using Project.Global.Collections;

using UnityEngine;

namespace Project.Features.MapGeneration.Tagging.TagAppliers {
public class MacroTagApplier : IMacroTagApplier {
private readonly ISeedService seedService;

public MacroTagApplier (ISeedService seedService) =>
_seedService = seedService;
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public void Apply(PriorityList<IMacroTagRule> rules, Dungeon dungeon,
DungeonTags dungeonTags) {
Dictionary<GlobalPlaceTag, PriorityList<IMacroTagRule>>
rulesByGlobalTag = new () ;
PriorityList<IMacroTagRule> rulesForAllTags = new();

foreach (IMacroTagRule rule in rules) {
int? priority = rules.GetPriority(rule);
if (!priority.HasValue) continue;

if (rule.GlobalPlaceTagFilter.AllowedTags.Count == 0) {
rulesForAllTags.Add (rule, priority.Value);
}
else {
foreach (GlobalPlaceTag tag in
rule.GlobalPlaceTagFilter.AllowedTags) {
if (!rulesByGlobalTag.ContainsKey (taqg))
rulesByGlobalTag[tag] = new
PriorityList<IMacroTagRule> () ;
rulesByGlobalTag[tag] .Add (rule, priority.Value);
}

}

foreach (Room room in
dungeon.Rooms.InRandomOrder (_seedService.GetRandom())) {
GlobalPlaceTag roomGlobalTag =
dungeonTags.GetGlobalPlaceTagForRoom (room) ;

if (rulesByGlobalTag.TryGetValue (roomGlobalTag, out
PriorityList<IMacroTagRule> specificRules)) {
foreach (IMacroTagRule rule in specificRules) {
ApplyMacroTagToRoom (rule, room, roomGlobalTag,
dungeonTags) ;

}

foreach (IMacroTagRule rule in rulesForAllTags) {
ApplyMacroTagToRoom (rule, room, roomGlobalTag,
dungeonTags) ;

}

foreach (Tunnel tunnel in
dungeon.Tunnels.InRandomOrder (_seedService.GetRandom())) {
GlobalPlaceTag tunnelGlobalTag =
dungeonTags.GetGlobalPlaceTagForTunnel (tunnel) ;

if (rulesByGlobalTag.TryGetValue (tunnelGlobalTag, out
PriorityList<IMacroTagRule> specificRules)) {
foreach (IMacroTagRule rule in specificRules) {
ApplyMacroTagToTunnel (rule, tunnel, tunnelGlobalTag,
dungeonTags) ;

}

foreach (IMacroTagRule rule in rulesForAllTags) {
ApplyMacroTagToTunnel (rule, tunnel, tunnelGlobalTag,
dungeonTags) ;

}
}

private void ApplyMacroTagToRoom (IMacroTagRule rule, Room room,
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GlobalPlaceTag globalPlaceTag, DungeonTags dungeonTags) {
if (!rule.GlobalPlaceTagFilter.IsAllowed (globalPlaceTaq))
return;

int appliedCount = 0;

foreach (Vector2Int position in
room.Cells.InRandomOrder (_seedService.GetRandom())) {
if (dungeonTags.GetMacroTag (position) != MacroTag.None)
continue;

if (rule.IsValidForPosition(position, room, globalPlaceTag,
dungeonTags)) |
dungeonTags.AddMacroTag (rule.MacroTag, position);
appliedCount++;
}

if (appliedCount >= rule.MaxCount)
break;

}
private void ApplyMacroTagToTunnel (IMacroTagRule rule, Tunnel tunnel,
GlobalPlaceTag globalPlaceTag, DungeonTags dungeonTags) {
if (!rule.GlobalPlaceTagFilter.IsAllowed(globalPlaceTaqg))
return;

int appliedCount = 0;

foreach (Vector2Int position in

tunnel.Cells.InRandomOrder (_seedService.GetRandom())) {
if (dungeonTags.GetMacroTag (position) != MacroTag.None)
continue;

if (rule.IsValidForPosition (position, tunnel, globalPlaceTag,
dungeonTags) ) {
dungeonTags.AddMacroTag (rule.MacroTag, position);
appliedCount++;
}

if (appliedCount >= rule.MaxCount)
break;

®daiin MicroTagApplier.cs
Peanizamis ¢pynkiionansHoi Bumoru «IIpomemypHa renepairist piBHSI»

using System.Collections.Generic;

using Project.Extensions.EnumerableExtensions;
using Project.Features.MapGeneration.BSP;
using Project.Features.SeedModule;

using Project.Global.Collections;

using UnityEngine;

namespace Project.Features.MapGeneration.Tagging.TagAppliers {
public class MicroTagApplier : IMicroTagApplier {
private readonly ISeedService seedService;

public MicroTagApplier (ISeedService seedService) =>
_seedService = seedService;
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public void Apply(PriorityList<IMicroTagRule> rules, Dungeon dungeon,
DungeonTags dungeonTags) {

Dictionary<IMicroTagRule, MicroTagRuleCounts> ruleCounts =
InitializeRuleCounts (rules);

RuleGroups ruleGroups = GroupRulesByFilters (rules);

ApplyToRooms (dungeon, dungeonTags, ruleGroups, ruleCounts);
ApplyToTunnels (dungeon, dungeonTags, ruleGroups, ruleCounts);

}

private Dictionary<IMicroTagRule, MicroTagRuleCounts>
InitializeRuleCounts (PriorityList<IMicroTagRule> rules) {

Dictionary<IMicroTagRule, MicroTagRuleCounts> ruleCounts = new();

foreach (IMicroTagRule rule in rules)
ruleCounts[rule] = new MicroTagRuleCounts();

return ruleCounts;

}

private RuleGroups GroupRulesByFilters (PriorityList<IMicroTagRule>
rules) {

RuleGroups groups = new();

foreach (IMicroTagRule rule in rules) {
int? priority = rules.GetPriority(rule);
if (!priority.HasValue) continue;

CategorizeRule (rule, priority.Value, groups):;

return groups;

}

private void CategorizeRule (IMicroTagRule rule, int priority,
RuleGroups groups) {

bool hasGlobalFilter =
rule.GlobalPlaceTagFilter.AllowedTags.Count > 0;
bool hasMacroFilter = rule.MacroTagFilter.AllowedTags.Count > 0;

if ('hasGlobalFilter && !hasMacroFilter) {
AddRuleToAllTags (rule, priority, groups):;

}

else 1f (hasGlobalFilter && hasMacroFilter) {
AddRuleWithBothFilters (rule, priority, groups):;

}

else 1f (hasGlobalFilter) {
AddRuleWithGlobalFilter (rule, priority, groups);

}

else {
AddRuleWithMacroFilter (rule, priority, groups):;

}

}

private void AddRuleToAllTags (IMicroTagRule rule, int priority,
RuleGroups groups) {
groups.RulesForAllTags.Add (rule, priority);
}

private void AddRuleWithBothFilters (IMicroTagRule rule, int priority,
RuleGroups groups) {
foreach (GlobalPlaceTag globalTag in
rule.GlobalPlaceTagFilter.AllowedTags) {
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foreach (MacroTag macroTag in
rule.MacroTagFilter.AllowedTags) {
(GlobalPlaceTag, MacroTag) key = (globalTag, macroTag);
EnsureKeyExists (key, groups.RulesByTags);
groups.RulesByTags [key] .Add (rule, priority);

}

private void AddRuleWithGlobalFilter (IMicroTagRule rule, int
priority, RuleGroups groups) {
foreach (GlobalPlaceTag globalTag in
rule.GlobalPlaceTagFilter.AllowedTags) {
EnsureKeyExists (globalTag, groups.RulesByGlobalTagqg);
groups.RulesByGlobalTag[globalTag] .Add (rule, priority):

}

private void AddRuleWithMacroFilter (IMicroTagRule rule, int priority,
RuleGroups groups) {
foreach (MacroTag macroTag in rule.MacroTagFilter.AllowedTags) {
EnsureKeyExists (macroTag, groups.RulesByMacroTaqg);
groups.RulesByMacroTag[macroTag] .Add (rule, priority);

}

private void EnsureKeyExists<TKey> (TKey key, Dictionary<TKey,
PriorityList<IMicroTagRule>> dictionary) {
if (!dictionary.ContainsKey (key))
dictionaryl[key] = new PriorityList<IMicroTagRule> ()

}

private void ApplyToRooms (Dungeon dungeon, DungeonTags dungeonTags,
RuleGroups ruleGroups,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
foreach (Room room in
dungeon.Rooms.InRandomOrder (_seedService.GetRandom()))
ProcessRoom (room, dungeonTags, ruleGroups, ruleCounts);

}

private void ProcessRoom (Room room, DungeonTags dungeonTags,
RuleGroups ruleGroups,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
GlobalPlaceTag roomGlobalTag =
dungeonTags.GetGlobalPlaceTagForRoom (room) ;
Dictionary<IMicroTagRule, int> localCounts = new/();

foreach (Vector2Int position in
room.Cells.InRandomOrder (_seedService.GetRandom())) {
if (dungeonTags.GetMicroTag (position) != MicroTag.None)
continue;
ProcessRoomPosition (position, room, roomGlobalTag,
dungeonTags, ruleGroups, localCounts, ruleCounts);
}
}

private void ProcessRoomPosition (Vector2Int position, Room room,
GlobalPlaceTag roomGlobalTag,
DungeonTags dungeonTags, RuleGroups
ruleGroups,
Dictionary<IMicroTagRule, int>
localCounts,
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Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
MacroTag macroTag = dungeonTags.GetMacroTag (position);

if (TryApplySpecificRules (position, room, roomGlobalTag,
macroTag, dungeonTags,
ruleGroups, localCounts, ruleCounts))
return;

if (TryApplyGlobalOnlyRules (position, room, roomGlobalTag,
macroTag, dungeonTags,
ruleGroups, localCounts, ruleCounts))
return;

if (TryApplyMacroOnlyRules (position, room, roomGlobalTag,
macroTag, dungeonTags,
ruleGroups, localCounts, ruleCounts))
return;

TryApplyUnfilteredRules (position, room, roomGlobalTag, macroTag,
dungeonTags,
ruleGroups, localCounts, ruleCounts);

}

private bool TryApplySpecificRules (Vector2Int position, Room room,
GlobalPlaceTag roomGlobalTag, MacroTag macroTag,
DungeonTags dungeonTags,
RuleGroups ruleGroups,
Dictionary<IMicroTagRule, int>
localCounts,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
if (ruleGroups.RulesByTags.TryGetValue ( (roomGlobalTag, macroTag),
out PriorityList<IMicroTagRule> combinedRules)) {
foreach (IMicroTagRule rule in combinedRules) {
if (TryApplyMicroTagToPosition(rule, position, room,
roomGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
}
return false;

}

private bool TryApplyGlobalOnlyRules (Vector2Int position, Room room,

GlobalPlaceTag roomGlobalTag, MacroTag macroTag,

DungeonTags dungeonTags,
RuleGroups ruleGroups,

Dictionary<IMicroTagRule, int>
localCounts,

Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {

if (dungeonTags.GetMicroTag(position) != MicroTag.None) return

false;

if (ruleGroups.RulesByGlobalTag.TryGetValue (roomGlobalTag, out
PriorityList<IMicroTagRule> globalRules)) {
foreach (IMicroTagRule rule in globalRules) {
if (rule.MacroTagFilter.IsAllowed (macroTag) &&
TryApplyMicroTagToPosition (rule, position, room,
roomGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
}

return false;
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private bool TryApplyMacroOnlyRules (Vector2Int position, Room room,
GlobalPlaceTag roomGlobalTag, MacroTag macroTag,
DungeonTags dungeonTags,
RuleGroups ruleGroups,
Dictionary<IMicroTagRule, int>
localCounts,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
if (dungeonTags.GetMicroTag (position) != MicroTag.None) return
false;

if (ruleGroups.RulesByMacroTag.TryGetValue (macroTag, out
PriorityList<IMicroTagRule> macroRules)) {
foreach (IMicroTagRule rule in macroRules) {
if (rule.GlobalPlaceTagFilter.IsAllowed (roomGlobalTag) &&
TryApplyMicroTagToPosition (rule, position, room,
roomGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
}
return false;

}

private bool TryApplyUnfilteredRules (Vector2Int position, Room room,

GlobalPlaceTag roomGlobalTag, MacroTag macroTag,

DungeonTags dungeonTags,
RuleGroups ruleGroups,

Dictionary<IMicroTagRule, int>
localCounts,

Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {

if (dungeonTags.GetMicroTag (position) != MicroTag.None) return

false;

foreach (IMicroTagRule rule in ruleGroups.RulesForAllTags) {
if (TryApplyMicroTagToPosition(rule, position, room,
roomGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
return false;

}

private void ApplyToTunnels (Dungeon dungeon, DungeonTags dungeonTags,
RuleGroups ruleGroups,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
RuleGroups tunnelGroups =
GroupRulesByFilters (ruleGroups.GetAllRules());

foreach (Tunnel tunnel in
dungeon.Tunnels.InRandomOrder (_seedService.GetRandom())) {
ProcessTunnel (tunnel, dungeon, dungeonTags, tunnelGroups,
ruleCounts) ;

}

private void ProcessTunnel (Tunnel tunnel, Dungeon dungeon,
DungeonTags dungeonTags, RuleGroups tunnelGroups,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
GlobalPlaceTag tunnelGlobalTag =
dungeonTags.GetGlobalPlaceTagForTunnel (tunnel) ;
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Dictionary<IMicroTagRule, int> localCounts = new();

foreach (Vector2Int position in
tunnel.Cells.InRandomOrder ( seedService.GetRandom())) {
ProcessTunnelPosition (position, tunnel, tunnelGlobalTag,
dungeonTags, tunnelGroups, localCounts, ruleCounts);
}
}

private void ProcessTunnelPosition (Vector2Int position, Tunnel

tunnel, GlobalPlaceTag tunnelGlobalTag,

DungeonTags dungeonTags,
RuleGroups tunnelGroups,

Dictionary<IMicroTagRule, int>
localCounts,

Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {

MacroTag macroTag = dungeonTags.GetMacroTag (position) ;

if (TryApplySpecificTunnelRules (position, tunnel,
tunnelGlobalTag, macroTag, dungeonTags,
tunnelGroups, localCounts,
ruleCounts)) return;

if (TryApplyGlobalOnlyTunnelRules (position, tunnel,
tunnelGlobalTag, macroTag, dungeonTags,
tunnelGroups, localCounts,
ruleCounts)) return;

if (TryApplyMacroOnlyTunnelRules (position, tunnel,
tunnelGlobalTag, macroTag, dungeonTags,
tunnelGroups, localCounts,
ruleCounts)) return;

TryApplyUnfilteredTunnelRules (position, tunnel, tunnelGlobalTag,
macroTag, dungeonTags,
tunnelGroups, localCounts,
ruleCounts) ;

}

private bool TryApplySpecificTunnelRules (Vector2Int position, Tunnel
tunnel, GlobalPlaceTag tunnelGlobalTag, MacroTag macroTag,
DungeonTags dungeonTags,
RuleGroups tunnelGroups,
Dictionary<IMicroTagRule,
int> localCounts,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
if (tunnelGroups.RulesByTags.TryGetValue ((tunnelGlobalTag,
macroTag), out PriorityList<IMicroTagRule> combinedRules)) {
foreach (IMicroTagRule rule in combinedRules) {
if (TryApplyMicroTagToTunnelPosition(rule, position,
tunnel, tunnelGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
}
return false;

}

private bool TryApplyGlobalOnlyTunnelRules (Vector2Int position,
Tunnel tunnel, GlobalPlaceTag tunnelGlobalTag, MacroTag macroTag,
DungeonTags dungeonTags,
RuleGroups tunnelGroups,
Dictionary<IMicroTagRule,
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int> localCounts,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
if (dungeonTags.GetMicroTag (position) != MicroTag.None) return
false;

if (tunnelGroups.RulesByGlobalTag.TryGetValue (tunnelGlobalTag,
out PriorityList<IMicroTagRule> globalRules)) {
foreach (IMicroTagRule rule in globalRules) {
if (rule.MacroTagFilter.IsAllowed (macroTag) &&
TryApplyMicroTagToTunnelPosition (rule, position,
tunnel, tunnelGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
}

return false;

private bool TryApplyMacroOnlyTunnelRules (Vector2Int position, Tunnel

tunnel, GlobalPlaceTag tunnelGlobalTag, MacroTag macroTag,

DungeonTags dungeonTags,
RuleGroups tunnelGroups,

Dictionary<IMicroTagRule,
int> localCounts,

Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {

if (dungeonTags.GetMicroTag(position) != MicroTag.None) return

false;

if (tunnelGroups.RulesByMacroTag.TryGetValue (macroTag, out
PriorityList<IMicroTagRule> macroRules)) {
foreach (IMicroTagRule rule in macroRules) {
if (rule.GlobalPlaceTagFilter.IsAllowed (tunnelGlobalTag)
&&
TryApplyMicroTagToTunnelPosition (rule, position,
tunnel, tunnelGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
}

return false;

private bool TryApplyUnfilteredTunnelRules (Vector2Int position,
Tunnel tunnel, GlobalPlaceTag tunnelGlobalTag, MacroTag macroTag,
DungeonTags dungeonTags,
RuleGroups tunnelGroups,
Dictionary<IMicroTagRule,
int> localCounts,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
if (dungeonTags.GetMicroTag(position) != MicroTag.None) return
false;

foreach (IMicroTagRule rule in tunnelGroups.RulesForAllTags) {
if (TryApplyMicroTagToTunnelPosition(rule, position, tunnel,
tunnelGlobalTag, macroTag, dungeonTags, localCounts, ruleCounts))
return true;
}
return false;

}

private bool TryApplyMicroTagToTunnelPosition (IMicroTagRule rule,
Vector2Int position, Tunnel tunnel,
GlobalPlaceTag
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globalPlaceTag, MacroTag macroTag, DungeonTags dungeonTags,
Dictionary<IMicroTagRule, int> localCounts,

Dictionary<IMicroTagRule, MicroTagRuleCounts> ruleCounts) {
if (ruleCounts[rule].GlobalCount >= rule.GlobalMaxCount) return
false;

InitializelLocalCount (rule, localCounts);
if (localCounts[rule] >= rule.LocalMaxCount) return false;

if (rule.IsValidForPosition (position, tunnel, globalPlaceTag,
macroTag, dungeonTags)) |
ApplyTag (rule, position, dungeonTags, localCounts,
ruleCounts) ;
return true;

}

return false;

private bool TryApplyMicroTagToPosition (IMicroTagRule rule,
Vector2Int position, Room room,
GlobalPlaceTag
globalPlaceTag, MacroTag macroTag, DungeonTags dungeonTags,
Dictionary<IMicroTagRule,
int> localCounts,
Dictionary<IMicroTagRule,
MicroTagRuleCounts> ruleCounts) {
if (ruleCounts[rule] .GlobalCount >= rule.GlobalMaxCount) return
false;

InitializeLocalCount (rule, localCounts);
if (localCounts[rule] >= rule.LocalMaxCount) return false;

if (rule.IsValidForPosition(position, room, globalPlaceTag,
macroTag, dungeonTags)) {
ApplyTag (rule, position, dungeonTags, localCounts,
ruleCounts) ;
return true;

return false;

private void InitializelLocalCount (IMicroTagRule rule,
Dictionary<IMicroTagRule, int> localCounts) {
if (!localCounts.ContainsKey(rule)) {
localCounts[rule] = 0;

}

private void ApplyTag(IMicroTagRule rule, Vector2Int position,
DungeonTags dungeonTags,
Dictionary<IMicroTagRule, int> localCounts,
Dictionary<IMicroTagRule, MicroTagRuleCounts>
ruleCounts) {
dungeonTags.AddMicroTag (rule.MicroTag, position);
localCounts[rule] ++;
ruleCounts|[rule] .GlobalCount++;
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public class MicroTagRuleCounts {
public int GlobalCount { get; set; }
}

public class RuleGroups {

public Dictionary<(GlobalPlaceTag, MacroTag),
PriorityList<IMicroTagRule>> RulesByTags { get; } = new();

public Dictionary<GlobalPlaceTag, PriorityList<IMicroTagRule>>
RulesByGlobalTag { get; } = new();

public Dictionary<MacroTag, PriorityList<IMicroTagRule>>
RulesByMacroTag { get; } = new();

public PriorityList<IMicroTagRule> RulesForAllTags { get; } = new();

public PriorityList<IMicroTagRule> GetAllRules () {
PriorityList<IMicroTagRule> allRules = new();

RulesByTags.Values, allRules);
RulesByGlobalTag.Values, allRules);
RulesByMacroTag.Values, allRules);
RulesForAllTags, allRules);

AddRulesFromDictionary
AddRulesFromDictionary
AddRulesFromDictionary
AddRulesFromCollection

— e~~~

return allRules;

}

private void AddRulesFromDictionary<TKey> (Dictionary<TKey,
PriorityList<IMicroTagRule>>.ValueCollection collections,
PriorityList<IMicroTagRule>
allRules) {
foreach (var rules in collections) {
AddRulesFromCollection(rules, allRules);

}

private void AddRulesFromCollection (PriorityList<IMicroTagRule>
sourceRules, PrioritylList<IMicroTagRule> targetRules) {
foreach (IMicroTagRule rule in sourceRules) {
int? priority = sourceRules.GetPriority(rule);
if (priority.HasValue) {
targetRules.Add (rule, priority.Value);

}
®daiin PlayerMovement.cs
Peanizairist GpyHKITIOHATHHOT BUMOTH «Y TIPABIIIHHS TPaBIEM)»

using Project.Features.PlayerModule;
using Project.Features.StatsModule;
using UnityEngine;

using Zenject;

public class PlayerMovement : MonoBehaviour
{

public PlayerRunData Data;

private int jumpsRemaining;

[field:SerializeField] public Rigidbody2D RB { get; private set; }

public bool IsFacingRight { get; private set; }
public bool IsJumping { get; private set; }
public bool IsWallJumping { get; private set; }
public bool IsSliding { get; private set; }
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public float LastOnGroundTime { get; private set; }
public float LastOnWallTime { get; private set; }
public float LastOnWallRightTime { get; private set; }
public float LastOnWalllLeftTime { get; private set; }

private bool isJumpCut;
private bool isJumpFalling;

private float wallJumpStartTime;
private int lastWallJumpDir;

private Vector2 movelnput;
public float LastPressedJumpTime { get; private set; }

private IStatService<EntityStats> statService;

[Header ("Checks") ]
[SerializeField] private Transform _groundCheckPoint;
[SerializeField] private Vector2 groundCheckSize = new Vector2(0.49f,
0.03f);
Space (5) ]
SerializeField] private Transform frontWallCheckPoint;
SerializeField] private Transform _backWallCheckPoint;
SerializeField] private Vector2 wallCheckSize = new Vector2(0.5f, 1f);

— —

[Header ("Layers & Tags") ]
[SerializeField] private LayerMask groundLayer;

[SerializeField] private Transform playerVisuals;

[Inject]
private void InjectDependencies (IStatService<EntityStats> statService)
{

_statService = statService;

}

private void Start()
{
InitializePlayer();

}

private void InitializePlayer ()

{

SetGravityScale (Data.CalculateGravityScale( statService.GetStat (EntityStats.J
umpHeight)));
IsFacingRight = true;
ResetJumps () ;
}

private void ResetJumps ()
{

_JjumpsRemaining = (int) statService.GetStat (EntityStats.MaxJumps) ;
}

private void Update ()

{
UpdateTimers () ;
HandleInput () ;
CheckCollisions();
HandleJumpLogic () ;
HandleSlideLogic () ;
UpdateGravity () ;



}

private void UpdateTimers ()

{
LastOnGroundTime -= Time.deltaTime;
LastOnWallTime -= Time.deltaTime;
LastOnWallRightTime -= Time.deltaTime;
LastOnWallLeftTime -= Time.deltaTime;
LastPressedJumpTime -= Time.deltaTime;

if (LastOnGroundTime > 0)
{
ResetJumps () ;

}
}

private void HandleInput ()
{

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

if (_moveInput.x != 0)
CheckDirectionToFace (_movelInput.x > 0);

CheckJumpInputs() ;
}

private void CheckJumpInputs ()
{

if (Input.GetKeyDown (KeyCode.Space) || Input.GetKeyDown (KeyCode.

Input.GetKeyDown (KeyCode.J))
{
OnJumpInput () ;
}

if (Input.GetKeyUp (KeyCode.Space) || Input.GetKeyUp (KeyCode.C)
Input.GetKeyUp (KeyCode.J))
{
OnJumpUpInput () ;
}
}

private void CheckCollisions ()
{
CheckGroundContact () ;
CheckWallContact () ;

}

private void CheckGroundContact ()
{

if (Physics2D.OverlapBox ( groundCheckPoint.position,

_groundCheckSize, 0, groundLayer) && !IsJumping)
{
LastOnGroundTime = Data.coyoteTime;

}

}

private void CheckWallContact ()
{
if (IsJumping || IsWallJumping) return;

bool frontWallContact =
Physics2D.OverlapBox ( frontWallCheckPoint.position, wallCheckSize, O,
_groundLayer) ;
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bool backWallContact =
Physics2D.OverlapBox (_backWallCheckPoint.position, wallCheckSize, O,
_groundLayer) ;

if (IsFacingRight)

{
if (frontWallContact && !IsWallJumping) LastOnWallRightTime =

Data.coyoteTime;
if (backWallContact && !'IsWallJumping) LastOnWallLeftTime =

Data.coyoteTime;

}

else

{

if (frontWallContact && !IsWallJumping) LastOnWallLeftTime

Data.coyoteTime;
if (backWallContact && !'IsWallJumping) LastOnWallRightTime =

Data.coyoteTime;

}

LastOnWallTime = Mathf.Max (LastOnWalllLeftTime, LastOnWallRightTime) ;
}

private void HandleJumpLogic ()

{
UpdatedJumpingState () ;
ProcessJumpRequests () ;

}

private void UpdateJumpingState ()

{
if (IsJumping && RB.linearVelocity.y < 0)

{

IsJumping = false;

if (!IsWallJdJumping)
_isJumpFalling = true;

}

if (IsWallJumping && Time.time - wallJumpStartTime >
Data.wallJumpTime)

{
IsWallJumping = false;

}

if (LastOnGroundTime > 0 && !IsJumping && !IsWallJumping)
{

_isJumpCut = false;

if (!IsJumping)
_isJumpFalling = false;

}

private void ProcessJumpRequests ()

{
if (CandJump () && LastPressedJumpTime > 0)

{
PerformJump () ;
}
else if (CanWallJump () && LastPressedJumpTime > 0)
{
PerformWallJump () ;

}



private void PerformJump ()

{
IsJumping = true;
IsWallJumping = false;
_isJumpCut = false;
_isJumpFalling = false;
_JjumpsRemaining--;
Jump () ;

}

private void PerformWallJump ()
{
IsWallJumping = true;
IsJumping = false;
_isJumpCut = false;
isJumpFalling = false;

:wallJumpStartTime = Time.time;

int jumpDir = DetermineWallJumpDirection () ;

WallJdump (jumpDir) ;

ResetJumps () ;
}

private int DetermineWallJumpDirection ()

{

if (LastOnWallRightTime > LastOnWallLeftTime)

{
_lastWallJumpDir = -1;

_lastWallJumpDir = 1;

return lastWallJumpDir;

}

private void HandleSlideLogic ()
{

bool shouldSlide = CanSlide ()

&&

((LastOnWallLeftTime > 0 && movelInput.x < 0) |[]

(LastOnWallRightTime > 0 && movelInput.x > 0));

IsSliding = shouldSlide;
}

private void UpdateGravity ()
{
if (IsSliding)
{
SetGravityScale (0) ;
}

else 1if (IsFastFalling())
{
ApplyFastFallGravity() ;
}
else if (_isJumpCut)

{
ApplyJumpCutGravity () ;

}

else 1if (IsAtJumpApex())
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{

ApplyJumpApexGravity () ;
}
else if (IsFalling())
{

ApplyFallingGravity();
}
else

{

SetGravityScale (Data.CalculateGravityScale ( statService.GetStat (EntityStats.J

umpHeight))) ;
}
}

private bool IsFastFalling/()

{
return RB.linearVelocity.y < 0 && movelInput.y < 0;

}

private void ApplyFastFallGravity ()
{

SetGravityScale (Data.CalculateGravityScale( statService.GetStat (EntityStats.J
umpHeight)) * Data.fastFallGravityMult);

RB.linearVelocity = new Vector2 (RB.linearVelocity.x,
Mathf.Max (RB.linearVelocity.y, -Data.maxFastFallSpeed)):

}

private void ApplyJumpCutGravity()
{

SetGravityScale (Data.CalculateGravityScale( statService.GetStat (EntityStats.J
umpHeight)) * Data.jumpCutGravityMult);

RB.linearVelocity = new Vector2 (RB.linearVelocity.x,
Mathf.Max (RB.linearVelocity.y, -Data.maxFallSpeed)):;

}

private bool IsAtJumpApex ()

{
return (IsJumping || IsWallJumping || _isJumpFalling) &&

Mathf.Abs (RB.linearVelocity.y) < Data.jumpHangTimeThreshold;
}

private void ApplyJumpApexGravity ()
{

SetGravityScale (Data.CalculateGravityScale( statService.GetStat (EntityStats.J
umpHeight)) * Data.jumpHangGravityMult) ;
}

private bool IsFalling()
{

return RB.linearVelocity.y < 0;

}

private void ApplyFallingGravity ()
{

SetGravityScale (Data.CalculateGravityScale( statService.GetStat (EntityStats.J
umpHeight)) * Data.fallGravityMult);
RB.linearVelocity = new Vector2 (RB.linearVelocity.x,
Mathf.Max (RB.linearVelocity.y, -Data.maxFallSpeed)):;
}



private void FixedUpdate ()
{

HandleMovement () ;

}

private void HandleMovement ()

{
if (IsWallJumping)
Run (Data.wallJumpRunLerp) ;
else
Run (1) ;

if (IsSliding)
Slide () ;
}

public void OnJumpInput ()
{

LastPresseddJumpTime = Data.jumpInputBufferTime;

}

public void OnJumpUpInput ()

{
if (CanJumpCut () || CanWallJumpCut())
_isJumpCut = true;

public void SetGravityScale (float scale)
{

RB.gravityScale = scale;

}

private void Run (float lerpAmount)

{
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float currentSpeed = statService.GetStat (EntityStats.CurrentSpeed);

float targetSpeed = movelnput.x * currentSpeed;

targetSpeed = Mathf.Lerp(RB.linearVelocity.x, targetSpeed,

lerpAmount) ;

float accelRate = CalculateAccelerationRate (targetSpeed);
ApplyRunForce (targetSpeed, accelRate);
}

private float CalculateAccelerationRate (float targetSpeed)
{

float currentSpeed = statService.GetStat (EntityStats.CurrentSpeed);

float accelRate;
bool isAccelerating = Mathf.Abs (targetSpeed) > 0.01f;

if (LastOnGroundTime > 0)
{
accelRate = isAccelerating ?
Data.CalculateRunAccelAmount (currentSpeed)
Data.CalculateRunDeccelAmount (currentSpeed) ;
}
else
{
accelRate = isAccelerating ?
Data.CalculateRunAccelAmount (currentSpeed) * Data

Data.CalculateRunDeccelAmount (currentSpeed) *
Data.deccelInAir;

}

.accelInAir



}
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if (IsAtJumpApex())
{

accelRate *= Data.jumpHangAccelerationMult;
targetSpeed *= Data.jumpHangMaxSpeedMult;

}

if (ShouldConserveMomentum (targetSpeed))
{

accelRate = 0;

}

return accelRate;

private bool ShouldConserveMomentum(float targetSpeed)

{

}

return Data.doConserveMomentum &&
Mathf.Abs (RB.linearVelocity.x) > Mathf.Abs (targetSpeed) &&
Mathf.Sign (RB.linearVelocity.x) == Mathf.Sign (targetSpeed) &&
Mathf.Abs (targetSpeed) > 0.01f &&
LastOnGroundTime < 0;

private void ApplyRunForce (float targetSpeed, float accelRate)

{

}

float speedDif = targetSpeed - RB.linearVelocity.x;
float movement = speedDif * accelRate;
RB.AddForce (movement * Vector2.right, ForceMode2D.Force);

private void Turn ()

{

}

Vector3 scale = playerVisuals.localScale;
scale.x *= -1;

_playerVisuals.localScale = scale;
IsFacingRight = !TIsFacingRight;

private void Jump ()

{

LastPressedJumpTime = 0;
if (_jumpsRemaining ==
(int) statService.GetStat (EntityStats.MaxJumps) - 1)
{
LastOnGroundTime = 0;

}

float force =

Data.CalculateJumpForce ( statService.GetStat (EntityStats.JumpHeight));

}

if (RB.linearVelocity.y < 0)
force -= RB.linearVelocity.y;

RB.AddForce (Vector2.up * force, ForceMode2D.Impulse);

private void WallJump (int dir)

{

Il
o

LastPressedJumpTime
LastOnGroundTime = 0;

LastOnWallRightTime = 0;
LastOnWallLeftTime = 0;



Vector2 force = new Vector2 (Data.wallJumpForce.x,

Data.wallJumpForce.y) ;
force.x *= dir;

if (Mathf.Sign (RB.linearVelocity.x) != Mathf.Sign (force.x))
force.x -= RB.linearVelocity.x;

if (RB.linearVelocity.y < 0)
force.y -= RB.linearVelocity.y;

RB.AddForce (force, ForceMode2D.Impulse);
}

private void Slide()

{
float speedDif = Data.slideSpeed - RB.linearVelocity.y;

float movement = speedDif * Data.slideAccel;

float maxForce = Mathf.Abs (speedDif) * (1 / Time.fixedDeltaTime) ;
movement = Mathf.Clamp (movement, -maxForce, maxForce);

RB.AddForce (movement * Vector2.up):;

}

public void CheckDirectionToFace (bool isMovingRight)
{
if (isMovingRight != IsFacingRight)
Turn () ;

}

private bool CanJump ()
{
return (LastOnGroundTime > 0 && !IsJumping) || ( _jumpsRemaining > 0
&& !'IsWallJumping) ;
}

private bool CanWallJump ()

{
bool hasJumpInput = LastPressedJumpTime > 0;
bool isOnWall = LastOnWallTime > 0;
bool isNotOnGround = LastOnGroundTime <= 0;

bool validWallJumpDirection = !IsWallJumping | |
(LastOnWallRightTime > 0 &&
_lastWallJumpDir == 1) ||
(LastOnWallleftTime > 0 &&
_lastWallJumpDir == -1);

return hasJumpInput && isOnWall && isNotOnGround &&
validWallJumpDirection;

}

private bool CanJumpCut ()

{
return IsJumping && RB.linearVelocity.y > 0;

}

private bool CanWallJumpCut ()

{
return IsWallJumping && RB.linearVelocity.y > 0;

}

public bool CanSlide()
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return LastOnWallTime > 0 && !IsJumping && !IsWallJumping &&

LastOnGroundTime <= 0;

}

private void OnDrawGizmosSelected()

{

Gizmos.color = Color.green;
Gizmos.DrawWireCube (_groundCheckPoint.position, groundCheckSize);

Gizmos.color = Color.blue;
Gizmos.DrawWireCube (_frontWallCheckPoint.position, wallCheckSize);
Gizmos.DrawWireCube (_backWallCheckPoint.position, wallCheckSize);

daiia DropThroughPlatformController.cs
Peanizaiist pyHKII0HATBHOT BUMOTH «Y IPABIIIHHS TPaBLEM)

using
using
using
using
using
using

System.Ling;
_Project.Features.InputModule;
_Project.Features.PhysicsModule;
Sirenix.OdinInspector;
UnityEngine;

Zenject;

namespace _Project.Features.PlayerModule {
public class DropThroughPlatformController : MonoBehaviour

[Header ("Settings") ]
[SerializeField] private Collider2D platformCollider;
[SerializeField] private CollisionHandler2D platformDetector;

[Inject] private IInputService _inputService;
private bool isDropping = false;

private void Update() {
HandleDropThroughInput () ;
if (_isDropping)
HandleIsDropping() ;
else
HandleIsNotDropping () ;
}

private void HandleIsNotDropping() {
if (ColliderCanBeEnabledBack())
_platformCollider.enabled = true;
}

private void HandleIsDropping () =>
_platformCollider.enabled = false;

private bool ColliderCanBeEnabledBack () =>
! platformDetector.TriggeredColliders.Any();

private void HandleDropThroughInput () =>
_isDropping = inputService.GetMoveDirection().y < 0;
[Button]

private void TryDropThrough () {
_isDropping = true;
_platformCollider.enabled = false;



daiin PlayerWeaponController.cs
Peanizanis ¢pyHKIiOHAIBHOT BUMOTH «MeXaHIKU CTPUTIbOM»

using
using
using
using
using
using
using

System;

_Project.Features.InputModule;

_Project.Features.WeaponModule;
_Project.Features.WeaponsModule.Scripts.Weapons.WeaponsCoreModule;
UnityEngine;

Zenject;

ISshootable = Project.Features.WeaponModule.IShootable;

namespace _Project.Features.PlayerModule

{

public class PlayerWeaponController : MonoBehaviour

{

[Inject] private IInputService _inputService;
[Inject] private EntityWeaponDataHolder weaponDataHolder;

private void OnEnable () =>
_inputService.OnAttackStarted += FireWeapons;

private void Update () {
RotateWeaponsInLookDirection () ;
if (_inputService.IsAttacking) {

FireWeapons () ;
}
}
private void OnDisable () =>
_inputService.OnAttackStarted -= FireWeapons;

private void FireWeapons ()
{
foreach (IWeapon weapon in _weaponDataHolder.EquippedWeapons)
switch (weapon) ({
case IShootable shootable:
shootable.Shoot () ;
break;
case IDirectionalShootable dir:

dir.Shoot (_inputService.GetLookDirection());
break;

}

private void RotateWeaponsInLookDirection ()

{

Vector2 lookDirection = inputService.GetLookDirection();
if (lookDirection == Vector2.zero)
{

return;

}

foreach (IWeapon weapon in weaponDataHolder.EquippedWeapons)
if (weapon is IRotatable rotatable)
rotatable.RotateInDirection (lookDirection);
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®daiin AK47_Raycast.cs
Peanizanis pyHKIiOHAIBHOT BUMOTH «MeXaHIKU CTPUTIbOU»

using System;

using Project.Features.StatsModule;

using Project.Features.WeaponModule;

using
_Project.Features.WeaponsModule.Scripts.Projectiles.ProjectilesCoreModule;
using Project.Features.WeaponsModule.Scripts.Projectiles.ProjectilesPool;
using Project.Features.WeaponsModule.Scripts.Weapons.WeaponConfigurations;
using Project.Features.WeaponsModule.Scripts.Weapons.WeaponsCoreModule;
using Project.Features.WeaponsModule.Scripts.Weapons.WeaponSpreadModule;
using Features.WeaponsModule.Scripts.Weapons.WeaponsInstances;

using Sirenix.OdinInspector;

using UnityEngine;

using Zenject;

using IShootable = Project.Features.WeaponModule.IShootable;

namespace _Project.Features.WeaponsModule.Scripts.Weapons.WeaponsInstances {
public class AK47 Raycast : MonoBehaviour, IWeapon, IShootable,
IReloadable, IRotatable {
[SerializeField] private Transform firePoint;
[SerializeField] private Vector2 attackDirection;

private const WeaponType WEAPON TYPE = WeaponType.AK47 Raycast;
private const ProjectileType PROJECTILE TYPE =
ProjectileType.BulletRaycast;

private ProjectilesObjectPool projectilesPool;

private WeaponConfiguration weaponConfiguration;

private IWeaponConfigurationService weaponConfigurationService;
private IWeaponSpreadService weaponSpreadService;

private LayersConfiguration layersConfiguration;

private int bulletsInMagazine;
private float lastShotTime;
private float reloadingTimer;

[Inject]
private void InjectDependencies (ProjectilesObjectPool
projectilePoolService,
IWeaponSpreadService
weaponSpreadService,
IWeaponConfigurationService
weaponConfigurationService,
LayersConfiguration
layersConfiguration) {
_projectilesPool = projectilePoolService;
_weaponSpreadService = weaponSpreadService;
_weaponConfigurationService = weaponConfigurationService;
_layersConfiguration = layersConfiguration;

private void Awake () {
_weaponConfiguration =
_weaponConfigurationService.GetConfiguration (WEAPON TYPE) ;
RefillMagazine() ;
}

private void Update() {
if (!IsReloading)
return;
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_reloadingTimer -= Time.deltaTime;
if (_reloadingTimer <= 0)
RefillMagazine () ;
}

[Button]
public void Shoot (Vector2 direction) {
if (IsReloading || Time.time - lastShotTime <
_weaponConfiguration.ShootDelay)
return;
IProjectile projectile = projectilesPool.Get (PROJECTILE TYPE) ;

projectile.GetBehaviour<IRaycastBulletBehaviour> ()
.SetStartPosition( firePoint.position)
.SetDirection( weaponSpreadService.ApplySpread(direction,

_weaponConfiguration.Spread))

.SetDamage (_weaponConfiguration.Damage)
.SetSpeed( weaponConfiguration.Speed)
.SetMaxDistance (_weaponConfiguration.MaxDistance)
.SetEnemyLayerMask (_layersConfiguration.EnemyLayerMask)

.SetTrailRendererConfiguration( weaponConfiguration.TrailRendererConfiguratio
n);

projectile.Launch () ;

_lastShotTime = Time.time;
if (--_bulletsInMagazine == 0)
StartReloading () ;
}

public bool IsReloading => reloadingTimer > 0;

public void StartReloading () =>
_reloadingTimer = weaponConfiguration.ReloadTime;

public void RotateInDirection (Vector2 direction)

{

float angle = Mathf.Atan2(direction.y, direction.x) *
Mathf.Rad2Deg;

if (direction.x < 0)

{
new Vector3 (-1, 1, 1);

transform.localScale
angle -= 180;

}

else

transform.localScale new Vector3 (1, 1, 1);

transform.rotation = Quaternion.Euler(0f, 0f, angle);

}

private void RefillMagazine () =>
_bulletsInMagazine = weaponConfiguration.MagazineSize;

public IStatService<WeaponStats> Stats { get; private set; }

public void InitWeaponStats (IStatService<WeaponStats> weaponStats) {
Stats = weaponStats;

}

private Vector3 GetAttackDirection () =>
transform.rotation * ( attackDirection * transform.localScale.x);
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public void Shoot () {
Shoot (GetAttackDirection());
}

daiin MonoPooledProjectile.cs
Peanizanis ¢pyHKIiOHAIBHOT BUMOTH «MeXaHIKH CTPUTIbOMN»

using System.Ling;

using Project.Features.ObjectPoolModule;

using
_Project.Features.WeaponsModule.Scripts.Projectiles.ProjectilesCoreModule;
using UnityEngine;

using Zenject;

namespace _Project.Features.WeaponsModule.Scripts.Projectiles.ProjectilesPool
{
public class MonoPooledProjectile : MonoBehaviour,
IPooledObject<ProjectileType>, IProjectile {
private ProjectilesObjectPool projectilesPool;
private IProjectileBehaviour[] projectileBehaviours;

[Inject]
public void InjectDependencies (ProjectilesObjectPool projectilesPool)

_projectilesPool = projectilesPool;
public ProjectileType Type { get; set; 1}

private void Awake () =>
_projectileBehaviours = GetComponents<IProjectileBehaviour>();

private void OnEnable () {
foreach (IProjectileBehaviour projectileBehaviour in
_projectileBehaviours)
projectileBehaviour.OnDestroy += ReturnToPool;

}

private void OnDisable () {
foreach (IProjectileBehaviour projectileBehaviour in
_projectileBehaviours)
projectileBehaviour.OnDestroy -= ReturnToPool;

}

private void ReturnToPool () =>
_projectilesPool.Release(this);

public void OnEnabled() =>
gameObject.SetActive (true);

public void OnDisabled() =>
gameObject.SetActive (false);

public void OnDestroyed() {
if (gameObject == null)
return;
Destroy (gameObject) ;
}

public void Launch() {
foreach (IProjectileBehaviour projectileBehaviour in
_projectileBehaviours)
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projectileBehaviour.Activate () ;

public TProjectileBehaviour GetBehaviour<TProjectileBehaviour> ()
where TProjectileBehaviour : IProjectileBehaviour =>
(TProjectileBehaviour) projectileBehaviours.First (behaviours =>
behaviours is TProjectileBehaviour);
}
}

daiin RaycastHitDetector.cs
Peanizanis ¢pyHKIioOHAIBHOT BUMOTH «MeXaHIK CTPUIbOM»

using Project.Features.DamageModule;

using Features.WeaponsModule.Scripts.Weapons.WeaponsInstances;
using Global.Helpers.Scripts;

using UnityEngine;

using System.Collections.Generic;

namespace _Project.Features.WeaponsModule.Scripts.Weapons.HitDetectorModule
{
public class RaycastHitDetector : IRaycastHitDetector
{
private readonly LayersConfiguration layersConfiguration;
private readonly int initialBufferSize = 16;
private RaycastHit2D[] enemyHitResults;
private RaycastHit2D[] environmentHitResults;
private readonly List<HitInfo> validHits = new();

public RaycastHitDetector (LayersConfiguration layersConfiguration)
{
_layersConfiguration = layersConfiguration;
_enemyHitResults = new RaycastHit2D[ initialBufferSize];
_environmentHitResults = new RaycastHit2D[ initialBufferSize];

}

public Hit DetectHit (Vector2 startPosition, Vector2 direction, float
maxDistance, LayerMask enemylLayerMask)
{
_validHits.Clear();

PerformEnemyRaycast (startPosition, direction, maxDistance,
enemylLayerMask) ;
PerformEnvironmentRaycast (startPosition, direction, maxDistance);

_validHits.Sort((a, b) =>
a.Hit.distance.CompareTo (b.Hit.distance));

foreach (HitInfo hitInfo in validHits)
if (hitInfo.IsEnemy)
{
HurtBox hurtBox =
hitInfo.Hit.collider.GetComponent<HurtBox> () ;
if (hurtBox != null && hurtBox.Damageable != null)
return new TargetHit ()
.With(targetHit => targetHit.Point =
hitInfo.Hit.point)
.With(targetHit => targetHit.Distance =
hitInfo.Hit.distance)
.With(targetHit => targetHit.Damageable =
hurtBox.Damageable) ;
}

else
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return new EnvironmentHit ()
.With (environmentHit => environmentHit.Point =
hitInfo.Hit.point)
.With (environmentHit => environmentHit.Distance =
hitInfo.Hit.distance);

return new NullHit ()
.With(nullHit => nullHit.Point = startPosition + direction *
maxDistance)
.With(nullHit => nullHit.Distance = maxDistance);

private void PerformEnvironmentRaycast (Vector?2 startPosition, Vector?2
direction, float maxDistance) {

int environmentHitCount = Physics2D.RaycastNonAlloc (
startPosition,
direction,
_environmentHitResults,
maxDistance,

_layersConfiguration.EnvironmentLayerMask

) ;

if (environmentHitCount > environmentHitResults.Length) {
int newSize = Mathf.NextPowerOfTwo (environmentHitCount) ;

_environmentHitResults = new RaycastHit2D[newSize];
environmentHitCount = Physics2D.RaycastNonAlloc (
startPosition,
direction,
_environmentHitResults,
maxDistance,

_layersConfiguration.EnvironmentLayerMask

) ;

for (int i = 0; 1 < environmentHitCount; i++)

{
RaycastHit2D hit = environmentHitResults[i];
if (hit.collider != null)

{
~validHits.Add(new HitInfo(hit, false));

}

private void PerformEnemyRaycast (Vector2 startPosition, Vector2
direction, float maxDistance, LayerMask enemylayerMask) ({

int enemyHitCount = Physics2D.RaycastNonAlloc (
startPosition,
direction,
_enemyHitResults,
maxDistance,
enemyLayerMask

)

if (enemyHitCount > enemyHitResults.Length)
{
int newSize = Mathf.NextPowerOfTwo (enemyHitCount) ;
_enemyHitResults = new RaycastHit2D[newSize];
enemyHitCount = Physics2D.RaycastNonAlloc (
startPosition,
direction,
_enemyHitResults,
maxDistance,
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enemyLayerMask
)
}
for (int i = 0; i < enemyHitCount; i++)
{
RaycastHit2D hit = enemyHitResults[i];
if (hit.collider != null &&

hit.collider.gameObject.activeSelf)

_validHits.Add(new HitInfo (hit, true));
}
}

private class HitInfo

{
public RaycastHit2D Hit;
public bool IsEnemy;

public HitInfo (RaycastHit2D hit, bool isEnemy)
{

Hit = hit;

IsEnemy = isEnemy;

daiin RaycastBulletProjectileBehaviour.cs
Peanizaris ¢pyHKIIOHAIBHOT BUMOTH «MeXaHIKH CTPUTIBON»

using
using
using
using
using
using
using

System;

System.Collections;
_Project.Features.WeaponsModule.Scripts.Weapons.HitDetectorModule;
_Project.Features.WeaponsModule.Scripts.Weapons.WeaponConfigurations;
Global.Helpers.Scripts;

UnityEngine;

Zenject;

namespace _Project.Features.WeaponsModule.Scripts.Weapons.WeaponsInstances {
public class RaycastBulletProjectileBehaviour : MonoBehaviour,
IRaycastBulletBehaviour, IHitVisitor {

[SerializeField] private TrailRenderer trailRenderer;
private LayerMask enemylLayerMask;

private float damage;

private Vector2 direction;
private float maxDistance;
private float speed;

private Vector2 startPosition;

private IRaycastHitDetector raycastHitDetector;

public event Action<Vector2> OnHit;
public event Action OnDestroy;

[Inject]
private void InjectDependencies (IRaycastHitDetector

raycastHitDetector) =>

_raycastHitDetector = raycastHitDetector;

public void Visit (Hit hit) =>
StartCoroutine (SpawnTrail (_trailRenderer, hit.Point));
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public void Visit (TargetHit hit) {
StartCoroutine (InvokeOnHitAfterTime (hit.Point, hit.Distance /

_speed));
hit.Damageable.TakeDamage (_damage) ;
}

public void Visit (EnvironmentHit hit) =>
StartCoroutine (InvokeOnHitAfterTime (hit.Point, hit.Distance /

_speed));

public void Visit (NullHit hit) { }

public void Activate() {
StartCoroutine (ResetTrailRenderer () ) ;
transform.position = startPosition;

_raycastHitDetector.DetectHit ( startPosition, _direction,
_maxDistance, enemyLayerMask) .Accept (this);

}

private IEnumerator InvokeOnHitAfterTime (Vector2 hitPoint, float

timeToReach) {
yield return new WaitForSeconds (timeToReach) ;
OnHit?.Invoke (hitPoint);

private IEnumerator SpawnTrail (TrailRenderer trailRenderer, Vector2
finalPosition) {
float time = 0;
Vector2 startPosition = transform.position;

float totalDistance = Vector2.Distance (startPosition,

finalPosition);
float timeToReach = totalDistance / _speed;

while (time < timeToReach) {
transform.position = Vector2.Lerp(startPosition, finalPosition,

time / timeToReach) ;
time += Time.deltaTime;

yield return null;

}

transform.position = finalPosition;

Invoke (nameof (InvokeOnDestroy), trailRenderer.time);

}

private IEnumerator ResetTrailRenderer () {
_trailRenderer.Clear();
_trailRenderer.emitting
yield return null;
_trailRenderer.emitting = true;

false;

private void InvokeOnDestroy() =>
OnDestroy?.Invoke();

#region Builder

public IRaycastBulletBehaviour SetDirection (Vector2 direction) =>
this.With(() => direction = direction.normalized);
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public IRaycastBulletBehaviour SetStartPosition (Vector2 startPosition)
this.With(() => startPosition = startPosition);

public IRaycastBulletBehaviour SetDamage (float damage) =>
this.With(() => _damage = damage);

public IRaycastBulletBehaviour SetSpeed(float speed) =>

this.With(() => speed = speed);
public IRaycastBulletBehaviour SetMaxDistance (float maxDistance) =>
this.With(() => maxDistance = maxDistance);

public IRaycastBulletBehaviour SetTrailRendererConfiguration (
TrailRendererConfiguration trailRendererConfiguration) =>
this.With(() =>
trailRendererConfiguration.ApplyTo( trailRenderer));

public IRaycastBulletBehaviour SetEnemylayerMask (LayerMask
enemyLayerMask) =>
this.With(() => enemylayerMask = enemyLayerMask);

#endregion

daiia BehaviourTree.cs
Peanizanis ¢pyakmionanbHo1 BUMOTH «I1ITydHUMN IHTEIEKT BOPOTIBY

using System.Text;
using UnityEngine;

namespace Project.Features.EnemyModule.BehaviourTrees {
public class BehaviourTree : Node {
private readonly IBehaviourTreeStrategy behaviourTreeStrategy;

public BehaviourTree (string name, IBehaviourTreeStrategy
behaviourTreeStrategy = null) : base (name) =>
_behaviourTreeStrategy = behaviourTreeStrategy ??
BehaviourTreeStrategies.RunForever;

public override Status Process () {
Status status = Children[CurrentChild] .Process();
if ( _behaviourTreeStrategy.ShouldReturn(status))
return status;

CurrentChild = (CurrentChild + 1) % Children.Count;
return Status.Running;

}

public void DebugLogTree () {
StringBuilder sb = new StringBuilder();
PrintNode (this, 0, sb);
Debug.Log (sb.ToString()) ;

}

private static void PrintNode (Node node, int indentLevel,
StringBuilder sb) {
sb.Append (' ', indentLevel * 2).AppendLine (node.Name) ;
foreach (Node child in node.Children)
PrintNode (child, indentLevel + 1, sb);



42

®aiia Leaf.cs
Peanizauis ¢pynkuionanbHoi BuMoru «l1ITydHuii iHTEIEKT BOPOTIB»

namespace _Project.Features.EnemyModule.BehaviourTrees {
public class Leaf : Node {
private readonly IStrategy strategy;

public Leaf (string name, IStrategy strategy, int priority = 0)
base (name, priority) =>
_strategy = strategy;

public override Status Process() => strategy.Process();

protected override void Reset () => strategy.Reset();

daiin Node.cs
Peanizanis ¢pynkiionansHoi BumMoru «l1ITydnuii iHTEJIEKT BOPOTIB)

using System.Collections.Generic;

namespace Project.Features.EnemyModule.BehaviourTrees {
public class Node {
public enum Status { Success, Failure, Running }

public readonly string Name;
public readonly int Priority;

public readonly List<Node> Children = new/();
protected int CurrentChild;

protected Node (string name = "Node", int priority = 0) {
Name = name;
Priority = priority;

}

public void AddChild(Node child) => Children.Add(child);
public virtual Status Process () => Children[CurrentChild].Process();

protected virtual void Reset () {
CurrentChild = 0;
foreach (Node child in Children)
child.Reset () ;

®aiin Selector.cs
Peanizanis ¢pynkuionanbHoi BUMOrd «lITydHul IHTEIEKT BOPOTIBY

namespace Project.Features.EnemyModule.BehaviourTrees {
public class Selector : Node {
public Selector(string name, int priority = 0) : base(name, priority)

{}
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public override Status Process() {
if (CurrentChild < Children.Count) {
if (Children[CurrentChild].Process () == Status.Running)
return Status.Running;

if (Children[CurrentChild].Process() == Status.Success) {

Reset () ;
return Status.Success;

}

CurrentChild++;
return Status.Running;

}

Reset () ;
return Status.Failure;

daiin Sequence.cs
Peanizanis ¢pynkiionanbHoi BumMoru «l1ITydHuil iHTE€IEKT BOPOTIBY»

namespace Project.Features.EnemyModule.BehaviourTrees ({
public class Sequence : Node {
public Sequence (string name, int priority = 0) : base(name, priority)

{1}

public override Status Process () {
if (CurrentChild < Children.Count) {
if (Children[CurrentChild].Process () == Status.Running)
return Status.Running;

if (Children[CurrentChild].Process () == Status.Failure) {
CurrentChild = 0;
return Status.Failure;

}

CurrentChild++;
return CurrentChild == Children.Count ? Status.Success
Status.Running;
}
Reset () ;

return Status.Success;

®aiin Blackboard.cs
Peanizamist ¢pynkiionanpaoi Bumoru «l1ITy4anii iIHTEIEKT BOPOTIB»

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

namespace Project.Features.EnemyModule.Blackboard {
[Serializable]
public readonly struct BlackboardKey : IEquatable<BlackboardKey> {

private readonly string name;



private readonly int hashedKey;

public BlackboardKey (string name) {

_name = name;

_hashedKey = name.ComputeFNVlaHash () ;
}

public bool Equals (BlackboardKey other) =>
_hashedKey == other. hashedKey;

public override bool Equals (object obj) =>
obj is BlackboardKey other && Equals (other);

public override int GetHashCode() =>
_hashedKey;
public override string ToString() =>
__name;
public static bool operator ==(BlackboardKey lhs, BlackboardKey rhs)
=>
lhs. hashedKey == rhs. hashedKey;
public static bool operator !=(BlackboardKey lhs, BlackboardKey rhs)
=>
! (lhs == rhs);
}
[Serializable]

public class BlackboardEntry<T> {
public BlackboardKey Key { get; 1}
public T Value { get; }
public Type ValueType { get; }

public BlackboardEntry (BlackboardKey key, T value) {
Key = key;
Value = value;
ValueType = typeof (T);

}

public override bool Equals (object obj) =>
obj is BlackboardEntry<T> other && other.Key == Key;

public override int GetHashCode () =>
Key.GetHashCode () ;
}

[Serializable]

public class Blackboard {
private Dictionary<string, BlackboardKey> keys = new();
private Dictionary<BlackboardKey, object> entries = new();

public bool TryGetValue<T> (BlackboardKey key, out T value) ({
if (_entries.TryGetValue (key, out object entry) && entry is
BlackboardEntry<T> castedEntry) {
value = castedEntry.Value;
return true;

}
value = default;
return false;

}

public void SetValue<T> (BlackboardKey key, T value) =>



entryType.GetGenericTypeDefinition ()

_entrieslkey] = new B

public void Debug() {
foreach
Type entryType =

if

PropertyInfo

entryType.GetProperty ("Value");

{entry.Key} Value:

}

if
continue;

object value

lackboardEntry<T> (key,

entry.Value.GetType () ;

(entryType.IsGenericType &&
== typeof (BlackboardEntry<>)) {

valueProperty =

(valueProperty == null)

value) ;

(KeyValuePair<BlackboardKey, object> entry in entries)

= valueProperty.GetValue (entry.Value);

UnityEngine.Debug.LogError ($" [Blackboard.Debug]

{value}l");
}
}
}

{

public BlackboardKey GetOrRegisterKey(string name)

if

(_keys.TryGetValue (name,
return registerKey;

Key:

out BlackboardKey registerKey))

BlackboardKey key =
_keys.Add (name,
return key;

}

public bool ContainsKey (BlackboardKey key)

new (name) ;
key) ;

=>

_entries.ContainsKey (key) ;

public void Remove (BlackboardKey key)

_entries.Remove (key) ;

®aiia XPOrb.cs
Peanizaiist pyHKIIIOHATBHOT BUMOTH «301p MPEIMETIB Ta MOKPAIICHHS

using DG.Tweening;
using UnityEngine;

=>

namespace _Project.Features.ExperienceModule.Orbs {

public class XPOrb

{

Header ("Components") ]

[

[SerializeField] private
[SerializeField] private
[SerializeField] private

[Header ("Settings") ]
[SerializeField] private
[SerializeField] private

private float xpValue;
private bool isMoving;

MonoBehaviour

SpriteRenderer orbSprite;

Collider2D orbCollider;
ParticleSystem pickupFX;

float initialBounceHeight

float initialBounceDuration

private XPOrbData orbData;
private Sequence moveSequence;

public float XPValue =>

public void Initialize (float xp,

{

xpValue;

XPOrbData data)

0.5f;
= 0.5f;
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{



xpValue = xp;
orbData data;
orbSprite.color = data.orbColor;

// Spawn animation
transform.localScale = Vector3.zero;
transform.DOScale(1f, 0.3f).SetEase (Ease.OutBack);

// Initial bounce
Vector3 initialPos = transform.position;
transform.DOMoveY (initialPos.y + initialBounceHeight,
initialBounceDuration)
.SetEase (Ease.OutQuad)
.OnComplete (() =>
{
transform.DOMoveY (initialPos.y, initialBounceDuration
0.5f)
.SetEase (Ease.InQuad) ;
})
}

public void MoveToTarget (Transform target)

{

if (isMoving) return;

isMoving = true;
orbCollider.enabled = false;

Transform targetTransform = target;
float moveTime = 1f / orbData.moveSpeed;
moveSequence = DOTween.Sequence();

Vector3 startPos = transform.position;
moveSequence.Append (DOTween.To (() => 0f, x =>
{
float t = orbData.moveCurve.Evaluate (x);
transform.position = Vector3.Lerp(startPos,
targetTransform.position, t);
}, 1f, moveTime));

moveSequence.AppendCallback ( () =>
{
if (pickupFX != null)
{
pickupFX.Play () ;
}

transform.DOScale (0f, orbData.dissolveDuration)
.SetEase (Ease.InBack) ;

orbSprite.DOFade (0f, orbData.dissolveDuration)
.OnComplete (() =>
{
Destroy (gameObject) ;
1)
1)
}

public void CancelMovement ()
{
if (moveSequence != null && moveSequence.IsActive())

{
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moveSequence.Kill () ;

}
isMoving = false;
orbCollider.enabled = true;

}

private void OnDestroy ()

{

if (moveSequence != null && moveSequence.IsActive())

{

moveSequence.Kill () ;

}

daiin ExperienceModel.cs
Peanizaiist pyHKIIOHATBHOI BUMOTH «301p MpeaIMETIB Ta MOKPAILICHHS»

using System;
using Project.Scripts.Infrastructure;
using UnityEngine;

namespace _Project.Features.ExperienceModule {
public class ExperienceModel : IModel

0f;

{

public int CurrentlLevel { get; private set; } = 1;
public int CurrentXP { get; private set; }
public int MaxXP { get; private set; }

public float XPPercentage => MaxXP > 0 ? (float)CurrentXP / MaxXP

public event Action<int> OnLevelChanged;
public event Action OnLevelUp;

public event Action<int> OnCurrentXPChanged;
public event Action<int> OnMaxXPChanged;

public void SetCurrentXP (int xp)
{
CurrentXP = xp;
OnCurrentXPChanged?. Invoke (xp) ;
}

public void SetLevel (int level)
{
CurrentLevel = level;
OnLevelChanged?.Invoke (level) ;
}

public void SetMaxXP (int xp) {
MaxXP = xp;
OnMaxXPChanged?.Invoke (xp) ;
}

public void SetlLevelSilently(int level) =>
CurrentLevel = level;

public void IncrementLevel () {
CurrentLevel++;
OnLevelUp?.Invoke();
OnLevelChanged?.Invoke (Currentlevel) ;
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daiin ExperienceService.cs
Peanizauist pyHKII0HATBHOI BUMOTH «301p MpeaIMETIB Ta MOKPAIICHHS»

namespace _Project.Features.ExperienceModule {
public class ExperienceService : IExperienceService {
private readonly ExperienceModel model;
private readonly XPLevelConfiguration levelConfig;
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public ExperienceService (ExperienceModel model, XPLevelConfiguration

levelConfig) {
~model = model;
_levelConfig = levelConfig;

}

public void AddXP (int amount) {
int currentXP = model.CurrentXP;
int remainingXP = currentXP + amount;

while (remainingXP >= model.MaxXP && model.CurrentLevel <
_levelConfig.MaxLevel) {

remainingXP -= levelConfig.GetXPForLevel (_model.CurrentLevel

+ 1);
~model.IncrementLevel () ;

_model.SetMaxXP( levelConfig.GetXPForLevel (_ model.CurrentLevel + 1));
}

~model.SetCurrentXP (remainingXP) ;

daiia LevelConfiguration.cs
Peanizamist ¢pyHKIIIOHATBHOT BUMOTH «301p PEIMETIB Ta MOKPAIICHHS

using UnityEngine;

namespace _Project.Features.ExperienceModule {
[CreateAssetMenu (fileName = nameof (XPLevelConfiguration) + " Default",
menuName = "Configurations/ExperienceModule/" +
nameof (XPLevelConfiguration)) ]
public class XPLevelConfiguration : ScriptableObject
{
[Header ("Level Settings")]
[SerializeField] private int firstLevelXP = 100;
[SerializeField] private float xpMultiplier = 1.2f;
[SerializeField] private int maxLevel = 100;

public int FirstLevelXP => firstLevelXP;
public float XPMultiplier => xpMultiplier;
public int MaxLevel => maxLevel;

public int GetXPForLevel (int level)

{
if (level <= 0) return 0;
if (level > maxLevel) level = maxLevel;

return Mathf.RoundToInt (firstLevelXP * Mathf.Pow(xpMultiplier,



daiia PlayerXPPresenter.cs
Peanizauist pyHKII0HATBHOI BUMOTH «301p MPEeIMETIB Ta MOKPAILICHHS»

using Project.Features.ExperienceModule;
using Project.Infrastructure.MVP.Core;
using JetBrains.Annotations;

namespace Project.Features.UIModule.PlayerLevelUI {

[PublicAPT]
public class PlayerXPPresenter : PresenterBehaviour<PlayerXPViewBase> {

private readonly ExperienceModel experienceModel;

public PlayerXPPresenter (ExperienceModel experienceModel) =>
_experienceModel = experienceModel;

public override void OnViewSet () {
_experienceModel.OnCurrentXPChanged += UpdateXPPercent;
_experienceModel.OnMaxXPChanged += UpdateXPPercent;
_experienceModel.OnLevelChanged += UpdateLevel;

UpdateXPPercent () ;
Updatelevel () ;

}

public override void OnDisposed() {

_experienceModel.OnCurrentXPChanged -= UpdateXPPercent;
_experienceModel.OnMaxXPChanged -= UpdateXPPercent;
_experienceModel.OnLevelChanged -= UpdateLevel;

}

private void Updatelevel () =>

View.SetLevel (_experienceModel.CurrentLevel);

private void UpdateXPPercent () {
float percent = experienceModel.XPPercentage;
View.SetXPPercent (percent) ;

}

private void UpdatelLevel (int ) =>
Updatelevel () ;

private void UpdateXPPercent (int ) =>
UpdateXPPercent () ;

®daiin PlayerXPView.cs
Peanizarist pyHKITIOHATHHOT BUMOTH «301p MPEIMETIB Ta MTOKPAIICHHS

using TMPro;
using UnityEngine;
using UnityEngine.UI;

namespace Project.Features.UIModule.PlayerLevelUI {
internal class PlayerXPView : PlayerXPViewBase {
[SerializeField] private Slider xpSlider;
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[SerializeField] private TMP_ Text levelText;

public override void SetXPPercent (float percent) =>
_xpSlider.value = percent;

public override void SetLevel (int level) =>
_levelText.text = level.ToString();

daiin UpgradeApplicationService.cs
Peanizauist pyHKII0HATBHOI BUMOTH «301p MPEeIMETIB Ta MOKPAILICHHS»

using Project.Features.StatsModule;
using Project.Features.PlayerSpawnerModule;

namespace _Project.Features.UpgradesModule.API {
public class UpgradeApplicationService : IUpgradeApplicationService {
private readonly IPlayerWeaponService playerWeaponService;
private readonly PlayerStatsModel playerStatsModel;

public UpgradeApplicationService (IPlayerWeaponService
playerWeaponService, PlayerStatsModel playerStatsModel) {
_playerWeaponService = playerWeaponService;
_playerStatsModel = playerStatsModel;

}

public void ApplyUpgrade (UpgradeData upgrade, int currentLevel) {
switch (upgrade.upgradeType) {
case UpgradeType.Stat: ApplyStatUpgrade (upgrade.statData,
currentLevel + 1); break;
case UpgradeType.Weapon:
ApplyWeaponUpgrade (upgrade.weaponData, currentlLevel + 1); break;
case UpgradeType.WeaponUnlock:
ApplyWeaponUnlock (upgrade.unlockData); break;
}
}

private void ApplyStatUpgrade (StatUpgradeData statData, int level) {
float value = statData.baseValue + (statData.valuePerlLevel *
(level - 1)),
if (statData.isPercentage)

_playerStatsModel.Stats.ModifyStatPercentage (statData.statType, value);
else
_playerStatsModel.Stats.ModifyStat (statData.statType, value);

}

private void ApplyWeaponUpgrade (WeaponUpgradeData weaponData, int
level) {
foreach (WeaponModifier modifier in weaponData.modifiers) {
float value = modifier.baseValue + (modifier.valuePerLevel *
(level - 1));
_playerWeaponService.ModifyWeapon (weaponData.weaponType,
modifier.statToModify, value, modifier.isPercentage);
}
}

private void ApplyWeaponUnlock (WeaponUnlockData unlockData) =>
_playerWeaponService.UnlockWeapon (unlockData.weaponType) ;

public string GetUpgradeDescription (UpgradeData upgrade, int level) {
switch (upgrade.upgradeType) {



case UpgradeType.Stat: return
GetStatUpgradeDescription (upgrade.statData, leve

case UpgradeType.Weapon: return
GetWeaponUpgradeDescription (upgrade.weaponData,

case UpgradeType.WeaponUnlock: r
GetWeaponUnlockDescription (upgrade.unlockData, 1

default: return upgrade.descript

}
}

private string GetStatUpgradeDescription
int level) {
float value = statData.baseValue + (
(level - 1));
string suffix = statData.isPercentag
return $"{statData.statType}: +{valu
}

private string GetWeaponUpgradeDescripti
weaponData, int level) {
var description = "";

1)
level);
eturn

evel) ;
ion;

(StatUpgradeData statData,

statData.valuePerLevel *

e ? "%" : "";

e}l {suffix}";

on (WeaponUpgradeData

foreach (var modifier in weaponData.modifiers) {

float value = modifier.baseValue
(level - 1));
string suffix = modifier.isPerce
description += S$"{modifier.statT
+{value}{suffix}\n";
}
return description.TrimEnd('\n")

}

private string GetWeaponUnlockDescriptio
unlockData, int level) {
if (level >= 1)
return "Already Unlocked";
return $"Unlock: {unlockData.weaponT

}
®daiia HitBox.cs

+ (modifier.valuePerLevel

ntage ') "%" . "".
oModify. Tostrlng()}

n (WeaponUnlockData

ype.ToString () }";

Peanizaris ¢pyakmionanpHO1 BUMOTrH «Crctema 310pOB’ s Ta KO

using System.Collections.Generic;
using Project.Features.WeaponsModule.Scripts.We
using UnityEngine;

namespace _Project.Features.DamageModule {
public class HitBox : MonoBehaviour ({

[SerializeField] private List<Collider2D

private readonly List<Collider2D> cache

apons.DamagablesModule;

> hitColliders;

= new List<Collider2D>();

public List<IDamageable> GetOverlappingDamageables (LayerMask

layerMask) {
List<IDamageable> damageables = new
ContactFilter2D contactFilter new
useTriggers = true,
uselayerMask = true,
layerMask = layerMask

i
foreach (Collider2D hitCollider in
int collidersOverlapped =
Physics2D.OverlapCollider (hitCollider, contactFi

List<IDamageable> () ;
ContactFilter2D {

_hitColliders) {

lter, _cache);
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for (int i = 0; i < collidersOverlapped; i++) {
if (! cache[i].TryGetComponent (out HurtBox hurtBox))
continue;

if (damageables.Contains (hurtBox.Damageable))
continue;

damageables.Add (hurtBox.Damageable) ;

}

return damageables;

®aiin HurtBox.cs
Peanizauis ¢pyHkuioHanbHoi BUMOrd «CucteMa 310pOB’sl Ta IIKOIN

using Project.Features.WeaponsModule.Scripts.Weapons.DamagablesModule;
using UnityEngine;

namespace _Project.Features.DamageModule {
public class HurtBox : MonoBehaviour {
public IDamageable Damageable { get; set; }
}

daiia Attacker.cs
Peanizaris ¢pynkmioHanbHo1 BUMOTH «CHCTEMa 3I0POB’ S Ta IIIKOIN

using System.Collections.Generic;

using System.Ling;

using Project.Features.WeaponsModule.Scripts.Weapons.DamagablesModule;
using Sirenix.OdinInspector;

using UnityEngine;

namespace _Project.Features.DamageModule {
public class Attacker : MonoBehaviour, IDamageDealer ({
[SerializeField] private HitBox[] hitBoxes;
[SerializeField] private LayerMask enemylLayerMask;

[Button]
public void DealDamage (float damage) {
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IEnumerable<IDamageable> damageables = hitBoxes.SelectMany (el =>

el.GetOverlappingDamageables (_enemyLayerMask)) ;
foreach (IDamageable damageable in damageables.Distinct())
damageable.TakeDamage (damage) ;

daiin SimpleMonoDamageable.cs
Peanizarisa ¢pyakiionanbHoi BUMoru «CrucTeMa 3JJ0pOB’ sl Ta KON

using System;

using Project.Features.StatsModule;

using Project.Features.WeaponsModule.Scripts.Weapons.DamagablesModule;
using Sirenix.OdinInspector;
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using UnityEngine;
using Zenject;

namespace Project.Features.DamageModule {
public class SimpleMonoDamageable : MonoDamageable {
[SerializeField] private HurtBox[] hurtBoxes;
private IStatService<EntityStats> stats;

[Inject]
private void InjectDependencies (IStatService<EntityStats> stats) =>
_stats = stats;

private float Health { get => stats[EntityStats.CurrentHealth]; set
=> stats[EntityStats.CurrentHealth] = value; }

private void OnEnable () {
_stats[EntityStats.CurrentHealth] =
_stats[EntityStats.MaxHealth];
foreach (HurtBox hurtBox in hurtBoxes)
hurtBox.Damageable = this;

public override event Action<float> OnTakeDamage;
public override event Action OnDeath;
public override event Action OnAfterDeath;

public override void TakeDamage (float damage) {
if (Health <= 0)
return;

Health -= damage;
OnTakeDamage?.Invoke (damage) ;

if (Health <= 0) {
Health = 0;
OnDeath?.Invoke () ;
OnAfterDeath?.Invoke () ;

}

[Button]
private void InstantDeath() {
TakeDamage (float.MaxValue) ;

}

®daiin PlayerHealthPresenter.cs
Peanizanis ¢pyakmionanbHOT BUMOTH «CHCTEMA 310pOB’ ST Ta KO

using Project.Features.PlayerSpawnerModule;
using Project.Features.StatsModule;

using Project.Infrastructure.MVP.Core;
using JetBrains.Annotations;

namespace Project.Features.UIModule.PlayerHealthUI ({
[PublicAPI]
public class PlayerHealthPresenter
PresenterBehaviour<PlayerHealthViewBase> {
private readonly PlayerStatsModel playerStatsModel;

public PlayerHealthPresenter (PlayerStatsModel playerStatsModel) =>
_playerStatsModel = playerStatsModel;
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public override void OnViewSet () =>
_playerStatsModel.Stats.OnStatChanged += OnCurrentHealthChanged;

public override void OnDisposed() =>
_playerStatsModel.Stats.OnStatChanged -= OnCurrentHealthChanged;

private void OnCurrentHealthChanged (EntityStats stat, float newValue)

switch (stat) {
case EntityStats.MaxHealth:
case EntityStats.CurrentHealth:
UpdateCurrentHealth () ;
break;

}
private void UpdateCurrentHealth() {

View.SetCurrentHealth((int) playerStatsModel.Stats[EntityStats.CurrentHealth]
) ;
View.SetHPBarFill ( playerStatsModel.Stats[EntityStats.CurrentHealth] /

(float) playerStatsModel.Stats[EntityStats.MaxHealth]);
}

private void OnCurrentHealthChanged (int currentHealth) =>
UpdateCurrentHealth () ;

private void OnMaxHealthChanged (int maxHealth) {
UpdateCurrentHealth () ;

}

daiia PlayerHealthView.cs
Peanizaris ¢pyHkmioHanbHOT BUMOTH «CHCTEMa 3I0POB’ S Ta IITKOIN

using TMPro;
using UnityEngine;
using UnityEngine.UI;

namespace _Project.Features.UIModule.PlayerHealthUI ({
internal class PlayerHealthView : PlayerHealthViewBase {
[SerializeField] private Slider healthBar;
[SerializeField] private TMP Text currentHealthText;

public override void SetCurrentHealth (int currentHealth) ({

if ( _currentHealthText)
_currentHealthText.text = currentHealth.ToString();

}

public override void SetHPBarFill (float fillAmount) =>
_healthBar.value = fillAmount;

daiin GamePauseService.cs
Peanizanis ¢pynkuionanbHoi BuMoru «llaysa ta HanamtyBaHHs»
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namespace Project.Features.GameTimeModule {
public class GamePauseService : IGamePauseService

{

private readonly GamePauseModel model;

public bool IsPaused => model.IsPaused;
public int PauseCounter => model.PauseCounter;

public GamePauseService (GamePauseModel model) =>
~model = model;

public void PauseTime () =>
_model.IncrementPause () ;

public void ResumeTime () =>
_model.DecrementPause () ;

public void ForceResumeTime ()
{
_model.ForceResume () ;

}

Paiin GamePausePresenter.cs
Peanizamis ¢pynkiionansHoi Bumoru «llay3a Ta HanamTyBaHHs»

using Project.Infrastructure.MVP.Core;

using Project.Infrastructure.StateMachines.Scripts.GameplayStates;
using Project.Scripts.Infrastructure.StateMachines;

using Project.Scripts.Infrastructure.StateMachines.GlobalStates;
using JetBrains.Annotations;

namespace _Project.Features.UIModule.GamePauseUI {
[PublicAPI]
public class GamePausePresenter : PresenterBehaviour<GamePauseViewBase> {
private readonly GameplayStateMachine gameplayStateMachine;
private readonly GlobalStateMachine globalStateMachine;

public GamePausePresenter (GlobalStateMachine globalStateMachine,
GameplayStateMachine gameplayStateMachine) {
_globalStateMachine = globalStateMachine;
_gameplayStateMachine = gameplayStateMachine;
}

public override void OnViewSet () {
View.OnResumeButtonClicked += OnResumeButtonClicked;
View.OnBackToMainMenuButtonClicked +=
OnBackToMainMenuButtonClicked;
View.OnExitButtonClicked += OnExitButtonClicked;
}

public override void OnDisposed() {
View.OnResumeButtonClicked -= OnResumeButtonClicked;
View.OnBackToMainMenuButtonClicked -=
OnBackToMainMenuButtonClicked;
View.OnExitButtonClicked -= OnExitButtonClicked;
}

private void OnResumeButtonClicked() =>
_gameplayStateMachine.Enter<ExplorelLevelState>();

private void OnExitButtonClicked() =>
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_globalStateMachine.Enter<QuitGameState>();

private void OnBackToMainMenuButtonClicked() =>
_globalstateMachine.Enter<MainMenuState> () ;

daiin GamePauseView.cs
Peanizauis ¢pynkuionanbHoi Bumoru «llay3a Ta HanamTyBaHH»

using UnityEngine;
using UnityEngine.UI;

namespace Project.Features.UIModule.GamePauseUI {
internal class GamePauseView : GamePauseViewBase ({
[SerializeField] private Button resumeButton;
[SerializeField] private Button backToMainMenuButton;
[SerializeField] private Button exitButton;

private void OnEnable () {
_resumeButton.onClick.AddListener (InvokeOnResumeButtonClicked) ;
_backToMainMenuButton.onClick.AddListener (InvokeOnBackToMainMenuButtonClicked

)
_exitButton.onClick.AddListener (InvokeOnExitButtonClicked) ;

}
private void OnDisable () {

_resumeButton.onClick.RemoveListener (InvokeOnResumeButtonClicked) ;

_backToMainMenuButton.onClick.RemoveListener (InvokeOnBackToMainMenuButtonClic

ked) ;
_exitButton.onClick.RemovelListener (InvokeOnExitButtonClicked) ;
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OB’EKT BUITPOBYBAHD ......oiviiiiiiiiiiiiiiiiiiiiiii e

META TECTYBAHHA

METOAU TECTYBAHHS ...
3ACOBHU TA ITOPAJOK TECTYBAHHA ...



1 OB’€EKT BUIIPOBYBAHb

O0’extom BUTNpoOyBanHs € Tpa «Chaos Corridor» B »xanpi Shooter 3
enementamu  Roguelike. Jlane mporpamHe 3a0e3leycHHs NpHU3HAYCHE IS

MOOUTBHUX JieBaiiciB Ha maTgopmax Android Ta i0S.



2 META TECTYBAHHA

MeTtoro TECTYBaHHSI € HACTYITHE:

- nepeBipka MPaBUIBLHOCTI POOOTH MPOrpaMHOro  3a0e3IMeUeHHs
BIJIMOBITHO 10 (PYHKIIOHATBHUX BUMOT;

- nepeBipka CYMICHOCTI 3aCTOCYHKY 3 PI3HMMH ONepaliiHuMu
cuctemamu (Android, i0S);

- 3HAXOJI>)KEHHS MPoOJIeM, TOMUIIOK 1 HEJIOJIKIB 3 METOIO iX YCYHEHHS;

- nepeBipKa 3py4HOCTI TpadiuHOTO IHTEpPENCy;



3 METOJIU TECTYBAHHAA

JUist TecTyBaHHS NPOrpaMHOro 3a0e3MedYeHHs] BUKOPHCTOBYIOTHCS TaKl
METO/IU:

- CTaTUYHE TECTYBaHHS — MEPEBIPSIETbCS IpOrpaMa pa3oM 3 YCIEI0
JOKYMEHTAIll€l0, $IKa aHalI3yeTbCcsl Ha TMpeAMeT JOTPUMaHHS CTaHAapTiB
MPOrpaMyBaHHS;

- JUHAMIYHE TECTYBaHHS — 3aCTOCOBYEThCS B IMPOLIECI BUKOHAHHS
nporpamMu. KopekTHICTh MpOrpaMHOTo 3aco0y MepeBipseThCA HA MEBHIN KiJTbKOCT1
tecTiB. [Ipy mporoHi KOXXKHOTO 3 HUX 30MPAIOThCA Ta aHANI3YIOThCS JaHl MPO
npo0JIeMH Ta TOMUJIKK B pOOOTI MPOrpaMu;

- (GyHKIIOHAIbHE TECTYBAaHHS — IMOJISITA€ Yy TEpeBIpIl BIAMOBIAHOCTI
peanbHOT OBEIIHKU MTPOTPAMHOT0 3a0e3NeUeHHs OUiKyBaHIH;

- CUCTEMHE TECTyBaHHS — MEPEBIPIETHCS yce MporpamMHe 3a0e3neueHHs
B IIJIOMY;

- MaHyaJlbHe TECTyBaHHi — TeCTyBaHHA 0€3 BUKOPHUCTAaHHS
aBTOMaTH3allii, TeCT-KelcH nuie ocoda, 110 TECTye IporpaMHe 3a0e3MeyeHHs;

— TECTYBaHHS «9YOPHOI CKPUHBKN» — 00’ €KTOM T€CTYBaHHS TYT € (DYHKIIii
npUCYTHI y nporpami. [lepeBipseThCss KOPEKTHICTh BUXITHUX JaHUX MPH 3aJaHUX
BX1THHX;

— TECTyBaHHS «O1101 CKpUHBKM» — 00 €KTOM TECTyBaHHSI TYT €
BHYTDIIIHA TOBEMIHKA mporpaMu. IlepeBipseThCsi KOPEKTHICTh MOOYIOBH BCIX

€JIEMEHTIB MPOTrPaMu Ta MPABUIIBHICTD iIXHBOI B3a€MO/Iii OJTMH 3 OJTHUM;



4 3ACOBM TA HOPAJOK TECTYBAHHSA

TectyBanHs Oyne MPOBOAUTHUCS MaHyalbHO, 0€3 BUKOPUCTaHHS CTOPOHHIX
YTHIIIT.

[lopsaiok nmpoBeeHHs TECTYBaHHs Oy/ie HACTYITHUM:

- JUHAMIYHE TECTYBAaHHS Ha BIAMOBIIHICTh (PYHKI[IOHATBHUM BUMOTaM;

- TECTyBaHHS Ha MOOUIBHUX HPUCTPOSX 3 PI3HOI PO3ALIHLHOIO
3JIaTHICTIO €KpaHa,;

- TECTYBaHHS Ha MOOUIBHUX MPUCTPOSIX 3 PI3HOIO BEPCIEIO OmepaliiHol
CUCTEMU;

- TECTYBaHHS 3pYYHOCTI BUKOPUCTAHHS;

- TECTYBaHHS pOOOTH 3aCTOCYHKY 3a BIICYTHOCTI 3’ €JTHAHHSI 3 MEPEXKEIO.
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2.2
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3MICT

[MPUBHAYEHHSA ITPOTPAMMU ...
HIATI'OTOBKA 10 POBOTH 3 ITPOI'PAMHUM 3ABE3IIEUEHHAM.....

CucTeMH1 BUMOTH JJISI KOPEKTHOT POOOTH ...t e e e e e e

3aBaHTaKE€HHS 3aCTOCYHKY ....

[TepeBipka KOpeKTHOT pOOOTH

BUKOHAHHA ITPOTPAMHU



1 NPU3HAYEHHSA NIPOI'PAMU

«Chaos Corridor» - 1me moOinbHa rpa B jxaHpi Shooter 3 enemenTamu
Roguelike. I'pa mae npocyHyTy npolieypHy T'eHepailito piBHiB Ta agantuBHui L1

i BoporiB. Jlana nporpamue 3a0e3neuenns goctymnae aas Android ta iOS.



2 HIAI'OTOBKA 1O POBOTH 3 IPOI'PAMHUM 3ABE3IIEYEHHAM
2.1 CuctemHi1 BUMOTH JUIsl KOPEKTHOI poOOTH

Jnis yeminrHoi poOOTH TaHOTO 3aCTOCYHKY HEOOXiTHE BUKOHAHHS HACTYITHUX
BUMOT:

- HasiBHICTb MOOLIBHOTO MPHUCTPOIO 3 ONEPALIfHOI0 CUCTEMOIO Ha 0as3i
Android 3 Bepciero 6.0 abo Burie uu i0S 3 Bepciero 12.0 abo Buiire;

- HasBHICTB IOCTYIy 110 [HTepHETY;

- JUTST BCTAHOBIICHHS JIOAATKy HAa MOOLTRHOMY MPHUCTPOiI MTOBUHHO OyTH

ae meHie 100 Mb BuU1bHOT mam’ ATi.
2.2 3aBaHTa)XEHHS 3aCTOCYHKY

Ha pgaHumii MOMEHT 3acTOCYHOK MOJXKHAa BCTAaHOBHTH  BJIACHOPYY,
BUKOPHCTOBYIOUH BifmoBiquui apk-¢aiin abo ipa-daiin mist miardopmu Android ta
I0S BignoBinHo. /I 1BOTO crepiny HeOOXiTHO 3aBaHTAKUTH HOT0 Ha MOOUTbHUI
OpPUCTPif, a TOTIM, BUKOPHUCTOBYIOUM SKHK-HEOYIb IHCTAISITOP, BHUKOHATHU

BCTAHOBJICHHSI IaHOTO JIO/IATKY.
2.3 IlepeBipka KOpeKTHOI poOOTH

ITo 3aBepIeHHIO BCTAaHOBJICHHS J0JaTKa Ha poOOUYOMY CTOJII MOOUIHHOTO
MPUCTPOIO MOBUHHA BIAOOPA3UTUCh IKOHKA JaHOTO 3acTOoCcyHKY (Pucynok 2.1). V
pasi, AKIIO JaHa 1KOHKAa HE 3 sSBWJIach, TO BCTAHOBJICHHS BiOYJIOCH HE YCITIIIHO.
[Hakmie KopucTyBad Ma€ 3MOTY 3alyCTHTH JOAATOK, KJIAIHYBIIN Ha MOTO 1KOHKY.

ITicns HaTUCKAaHHS MTOBUHHA BiOOPAa3UTHUCH MOYATKOBA CTOPIHKA 3aCTOCYHKY.

Pucynok 2.1 — Ikonka rpu «Chaos Corridor»



3 BHUKOHAHHA ITPOI'PAMUA

[Ticns 3amycky rpu BigoOpaxaeTbcsi rojoBHe MeHwo (Pucynok 3.1). ¥V
rOJJIOBHOMY MEHIO MpuUcyTHI J1Bi ocHOBH1 onuii. Ilepma omnmis «Ilouatu rpy»
J03BOJISIE 3aBAaHTAXXUTH HOBUU piBeHb. Jpyra onuis «Buiditu» 3aBepurye poOoTy
3actocyHky. [lpm HatuckanHi Ha kHonky «llowatm rpy» BinOyBaeThcs

3aBaHTAKEHHS I'POBOTO PiBHSI.

DIFLOMA

PLAY

*

Pucynok 3.1 — I'oJloBHE MEHIO T'pH
[Ticnsa 3aBaHTa)XEHHS PIBHA Ha €KpaHi BIOOPaKAETHCS TOJOBHUN TEPOU y
1eHTpi. PiBeHb MICTUTH 3r€eHepOBaHi IaTGopMu, IeKopallii, BOPOTiB Ta €IEMEHTH
rpadiunoro inTepdericy. 30BHINIHIN BUTIISA TP MICIS 3aBaHTAXKCHHS 300paeHU N

Ha Pucynky 3.2.



Pucynok 3.2 — IrpoBuii piBeHb
JIist KepyBaHHS TIEPCOHAXKEM KOPUCTYBad MOYKE BUKOPHUCTOBYBATH €KpaHHI
KOHTPOJIM (BIpTyalibHI KHONKUA Ha ekpaHi). Cepell HUX € 2 eKpaHHHUX JKOWCTHKA
(Pucynox 3.3) ta 2 kHomku (Pucynok 3.4). JliBuii Ta mnpaBuil JKOWCTHKHU
BIJINTOBIIaIOTh 3a HANPSIMOK PYXy Ta HANPSMOK aTakW BiAMOBiAHO. /Bl KHOMKH 3
CUMBOJIaMH BHH3 1 BrOpY BIJIMTOBIIAIOTh 32 CTPUOOK TMEPCOHAXKA Ta MPOBAIIOBAHHS
Kpi3b mnatdopmy. Takoxk Ha aucruiel TpaBIsd 3HAXOAWUTHCS KHOIKA BIAKPUTTS

BHYTPIIIHBOIrpoBOro MeHio (Prucynok 3.5).

Pucynok 3.3 — ExpaHHul JUKOMCTUK



Pucynok 3.4 — Knonku ctpulka Ta npoBatoBaHHS

Pucynok 3.5 — KHonka naB3u
Takox Ha rpadiunomy iHTepdeici 300pakeHa mkana 300poB’s (PucyHok
3.6) ta mkana mocsiny (Pucynok 3.7). Illkama 310poB’st 3MEHIIYETHCS IIPH 3MiHI
310poB’s nmepcoHaxa. [1lkana 7ocBiny 3aMOBHIOETHCS MPU OTPUMAHHI MIEPCOHAKEM

JIOCBITY Ta OHOBIIOETHCS MPH 30UTBIICHH] PIBHS TOJIOBHOTO Te€POS.

Pucynoxk 3.6 — IlIkana nocBiny mepcoHaxa




gy —

Pucynok 3.7 — llIkana 310poB’s IepcoOHaXa
Ha piBHI kopucTyBau 3ycTpivae pisHOMAHITHUX BOPOTiB, KOXKEH 3 AKUX Mae
BJacHy noBeniHky. [Ipuknaau BoporiB 300paxeni Ha pucynkax 3.8 — 3.10. Koxen
BOPOT' Ma€ CBiil 0COOJSMBUI MAaTTEPH MOBEAIHKHU, aje 3arajoM KOXEH BOPOT MOXKe
aTakyBaTu rpaBis. [Ipu BiIydeHHI BOpPOXKO1 aTakd MEPCOHAX TPaBIsl OTPUMYE
MOIIKOKEHHSI, sIKe BiJoOpakaeThCs HA IIKAJ1 37J0pOB'A. Y BUMAAKY, KOJHU aTaka He

BJIyYa€ y epcoHaXka, rpa BiloOpakae crieliaaIbHui Bi3yadTbHUHN €eKT.

Pucynoxk 3.8 — Ilepmuit mpukiam BOpory Ha piBHi



Pucynok 3.9 — JIpyruit npukiaa BOpory Ha piBHi

Pucynok 3.10 — Tperiii mpukiaa BOpOry Ha piBHI
Sx1o micis oTpUMaHHS cepii MOMIKOKEHB BiJl BOPOTIB 30POB'S MEpCOHaKa
3HIDKYETBCS 10 HYJIS, rpa BimoOpakae BikHO mporpamry (Pucynok 3.11). ¥V mpomy
BIKHI KOPUCTyBady JOCTYIIHI JB1 OMIii: MOBEPHYTHCH JO TOJIOBHOTO MEHIO abo

repe3anyCTUTH PIBEHB JIJI1 HOBOI CITIPOOH MPOXO/KCHHS.
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RESTART
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Pucynok 3.11 — Bikno nporparry
[Tics HAaHECEHHS BOPOTY KPUTHUYHOT IIIKOJTH Bijl aTaK TPaBIIS, 3 IEPEMOKCHUX
BOPOTIB MOXYTh BHUIIACTH creliaabHi 00'ekTu mocBimy. Ilicma mimOupanHsa 1HX
00'eKTiB, MIKaia JOCBIAY MEPCOHAKA TTOCTYTIOBO 3alIOBHIOETHCS. 3allOBHEHA IIKaIa

TOCBIYy BimoOpaxkaeTbest B iHTepdeiici rpu (Pucynox 3.12).

[TTTTT I

Pucynok 3.12 — YacTkoBO 3amOBHEHA IIKalla JOCBIAY

[Ipy  HakomWYeHHI JOCTATHBOI  KITBKOCTI  JIOCBITY  KOPUCTyBady
BIJIKpHUBAETHCSI CTICIIaA]IbHE BIKHO 3 TPhOMA BapiaHTaMU MOKPAIICHb JIJIS TIEPCOHAKA
(Pucynok 3.13). SIkmo kopucTtyBad OOMpae OJHE 3 IHMX MOKPAaIIeHb, BIKHO
3aKPHUBAETHCS ABTOMATHYHO. [lepcoHax oTpuMye oOpaHe MOKpaIEeHHs, a TOKa3HUK
PiBHS IEpCOHAXKa 30UTBIIYETHCS HA OJTHY OAUHUITIO. [Ticist IboTo KOpHCTYBad MOXKe

MPOJIOBXKUTH ITPOBUM Mpoliec.
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More health Move faster 1more jump

currenthealth: +10 currenispeed: +10 MaxJumps: +1

LGN )

Pucynok 3.13 — BikHO mokpaiiieHb IepcoHaxy
[lin wac mNpPOXOMKEHHS TpU KOPUCTYBauY MAa€ MOXKIMBICTh BIIKPUTH
BHYTPIIIHBO-IrpoBe MeHIO (PucyHnok 3.14), HaTUCHYBIIM BIAMOBIAHY KHOIIKY, sIKa
3HAXOJIUTHCS B KYTKY €KpaHa. Y IIbOMY MEHIO JIOCTYIHI TpU OCHOBHI omii. [leprra
omilist «[IpogoBXUTH IPy» 3aKpHUBAE MEHIO Ta IMOBEPTAE JI0 MMOTOYHOI IrpoBOi cecii.
Hpyra omiist «Buxin y rojioBHe MEHIO» 3aBEpIIyE MOTOYHY TPy Ta MOBEPTAE JI0

TOJIOBHOTO MEHI0. TpeTs omilisg «3aBeplIuTU IPy» MOBHICTIO 3aKPUBAE 3aCTOCYHOK.

RESUME
) —

MAIM MEHU
il

EXIT GAME
R

PucyHnok 3.14 — BHyTpillIHLOIrPOBE MEHIO
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